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BRAND NEW
L/XE SOFTWARE FROM PAGL 6

A superb new arcade game which will prove a challenge 1o even
the most seasoned player. Control the bounce of a ball to jump
onto various platforms and find the exit, picking up points 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 vou back the way you came? Whal if some blocks have
to be used as lifts to reach inaccessible areas? Add to all that
reverse control on some screens and 32 levels of increasing
difficulty and vou 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

Excellent music

One or two players

Access to any level already
completed after every 4 levels

DISK ONLY Price £6.95
EXCLUSIVELY FROMPAGE 6 ~ * Level editor to design your own

A BRAND NEW BRITISH GAME OF THE HIGHEST QUALITY

pactoipoutote [ A BRAND NEW XL/XE ROM CARTRIDGE!
‘ EXCLUSIVE TO PAGE 6!

HYPNOTICLAND

Yes, believe it or not, we have tracked down a brand
new ROM CARTRIDGE for the XL/XE from Lindasoft
in Italy who have produced this in conjunction with
Atari Italy.

* %%

two superb new releases
for the XL/XE. There are
still @ number of programs
being released for the XL/
XE but we have always

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

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

a British programmer for
some time and we are
proud to make it avail-
able.

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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THE CREDITS

All at the usual stuff is on page 3 hut here are
the people who made this issue possible

Les Ellingliam did all the usual work in
preparing this issue and is constantl )
amazed by the level of support that Atari
owners give with lots of good articles and

yrograms in this jssue and in the gipeline. At
ills"rate the Atari 8 bit might outlast the ST!

Sandy looked after the general admin and
varimis other things at the ofpceincluding
chasing the adverts and now also does the
postman's job by taking all our mall to the
sorting ofpcelean you believe that Royal Mail
charge ii.400 a year to rolleet the mall, and

that is in addition to the postage
Lug that the post is ready to go out before tlik¥

trafp ¢ builds up (but she keeps saying it is
cold, no resistance these youngsters!)

The Regular Contributors, who provide the
backbone of the niagazine and can generally

be relied upon to conic up with good articles
and reviews, are

John S Davison J o h n Davison jr
John Sweeney P a u | Rixon
Damon Howarth | a n Finlayson
Allan J. Palmer T h e Tipster

All other ciininbutors for this issue are indi-
vidually credited alongside their articles or prog-

rams. Thanks to everybody for sharing their en-
thusiasm with other Atari users.

This issue onty three COs hats' accompanied
Flit' preparation and they will be wont out
soon! lop of the list is REM who | have beend
bit unsure of in thr oast_ Their latest, Automa-
tic For The People is. however_ excellent con-
taining much more SIOUIT and rrtelodic tunes
and sounding, on one track at least, like a
10,000 Maniacs clone_ Next up is Joan Baez
whose new album got some rave reviews

the music press hut Ills not much drfrerent to
her past few albums. | gUeSS that what has
made it better is some good PR from the re
cord COMpanV. journalists tend to be Illditt¥
eriCed by these things. The third one is, yet
rapist_ Ncil Young, which has been played
noiu. for months on end. Must be good! There
are several others that should have joined the
list but CD's are now an unbelievable Rl 3.99
each (for non chart stuff) and so | have to be
selective. The biggest temptation at the mo-
ment IS W0O0O0  klattitte& Mallbe neKt lime?

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

i¥11;f: 6 shows just 'rho’ vam run do with your Atari. NE14'
NI NW | 'Skil has alwas, been created entirely *UM Atari
equipment_ itanaltv an the NI. NO morr lately with a Vega
.si and other Oriff, who needs Pt .
e.reepaaa of the pnal manna on a tiantran and the roe of am
m
s dime on Me St Hardware include, a ,llega ST2 (upgraded
to -Itthr. Std125 Woiritor¥ Supra 30MII Hard Disk On .%ftari
ltiter Printer. citizen 1241) printer. P hittpstlittkit monitor.
toxE, X1'531 disk drive. NW &A dem% 850 Mterfaree.NEt

802k pnktter. Principal sofware aved a, Prayers and Flisrs
Street Ptiblisher kti Other software initiates Kermit, Taro-

Talk, Tads, Basic and stanato rMarf3n uritien program

the NIJNE Articles and programs submitted on t/..'ff disk
are subjected Jr. mononls raktono written programs be farr
being frangerred a

edainga done smih renter!

Street Pahlishee, disk with Me/1;14,040 pages as Prwserapt
Ples a Witt So a typeurning bureau to be IMOW on a linoteurr
antt hey preva, pushed pages are seta hart eractly as you
seerhea d u e s work! 111 Matis left is to drop in the
iitriagiand Mimi,

14nil. Ws ¥1114garb
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is being produced for their machine. That's only to be expected for a
E machine whose manufacturer gave up the ghost long ago but what is,

perhaps. more surprising is how quickly the same sort of situation is developing
with the ST. This issue we have. probably. the smallest ST coverage we have
ever had and this is because the steady torrent of review software of the past

has now become just a trickle with more and more of the major publishers
ignoring the ST hi their future plans.

Looking through the software release schedules in the computer trade maga-
zine CTVV reveals that almost all the new releases are for the PC or the Amiga
and this is conbrmed by the press packs given out by the major software
publishers. Looking through most of them will reveal only, perhaps, one new
release due on the ST this year. whilst dozens are scheduled for the PC. One of
the effects of this lack of interest in the ST is that the major advances in
software design are now concentrated on other machines and what new re-
leases there are are overshadowed by the quality of product elsewhere. This is
particularly prevalent in the realm of role playing games and adventures which
have progressed steadily on the PC and all but disappeared on the ST.

In the computer software industry it is impossible to forecast what will be the
next phenomenon because the industry has only been around a dozen or so

years. The big thing at the moment is, otcourse. the games consoles where
addicted youngsters are willing to pay between /AO and £70 for a single game.

Do prices such as these ring any bells? Who would have believed that the
computer world would come full circle with the 1090*s equivalents of the Atari
2600 dominating sales and software production?

What is sad about the current console dominated market is that many of the

games for the Sega and Nintendo at /AO upwards are no more playable than
dozens of similar games on the Atari XL/XE¥ Why is it though that the majority

of users of the best home computer ever made would not dream of paying these

prices for software? It is hard enough to sella new game priced at under £10!

Still the fad may not last and the consoles may go the same way as those early

games only machines when users bndthat all they can do for something new is
fork out another 50 quid! With an Atari XL/XE. on the other hand, you can

come up with dozens of other uses. even write your own software for nothing_

Maybe that's why the 8-bit lives on and why those who abandon the 8-bit world
seem to suffer withdrawal symptoms. You would be surprised at the number of

phone calls we get from folks who want to replace 8-bit equipment they sold a
year or two ago!

Stay with it. folks, there's more life in the old Atari than you might imagine!

¥

Ei t

Coming Next Issue
CROOKED HOUSE - a new

for a copy of Microprose's RAILROAD
TYCOON was S. Garner of Derbyshire.

Microprose also kindly donated a T-shirt
for the runner up and this was won by

B. Walker of Bradford . .
1 The winner of our competition last issue

game from Bill Halsall
MULTILOAD - a neat way of
autobooting your disks






Mailbag

Allan J Palmer

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

Send your letters to

MAILBAG
Page 6 Publishing
P.O. Box 54
STAFFORD
ST16 1DR

Welcome to my second Mail-
bag column. The trickle of
new letters has begun to
grow, but I look forward to
more arriving and plenty of
feedback on those pub-
lished. In the meantime,
here’'s another selection from
the Page 6 sorting office ...

Allan Palmer, Mailbag Editor

lsswe &1 - Mew Atari User

CONGRATULATIONS

With PAGE 6 reaching its Tenth Annive-
rsary. the most recent bateh of mail has
included a number of congratulatory mes-
sages, including this from Leslie Benson ol
Hythe, Kent:

"At Bingley Hall I was lucky enough to
obtain copies of the first twelve issues and
can appreciate the gradual advance, not
only in quality but also in the knowledge
and experience of all concerned. Way back
in 1983 I had never heard of Atari and it
was several years later that I obtained my

first BOOXL and became acquainted with

PAGE 6. Since then I have looked forward
to the new issue every wo months.”

HARDWARE ADVICE
WANTED

Congratulations were also included in a
letter from Mr. F Fry of London SE23:

“I am writing to let you know how much [
enjoy your magazine which I have been
reading since issue 44 (June/July 1990). In
May of 1990 | was given a defunct 65XE
which was about to be cast oul as scrap so
Frescued il to attempt to salvage "

After cleaning and reassembling the

juice-stained and biscuit crumb covered

console, Mr, Fry found himself with a
working Atari 65XE and then realised he
needed additional hardware and solitware
to create a fully usable system. Like many
others, he discovered that the Atari Classic
is not a machine with support in any high
sireet or even specialist shop. Then he
[ound New Atari User.

“..and was agreeably surprised to_find a
number of adveris for the support of the
8-bit scene, My setup now consists of GAXE
computer, XC12 recorder, 1050 disk drive
and 1027 printer. I am still only a novice at
the computing game and still need lots of
help as [ propose o purchase a colour
monitor and another printer in the near

Juture. I wonder if some kind reader who
_just happens to be a hardiware genius

would like to write an article for the mag
suggesting suitable monitors and printers
to extend my existing system - a brief ex-
planation of the terms ANALOG RGB, EGA/
CGA, VGA as used in reference to monitors
wotld be appreciated.”

An article on printers has already
appeared - | suggest you see il Page 6 still
have copies of issue 33 which included a
comprehensive feature on "The Printer
Jungle’. If you refer to issue 48, vou'll find

a review of the Citizen 120D printer. When
it comes to monitors that's another story
which doesn't seem to have been explored
in print to any great extent, so this issue’s
first challenge to readers is - what moni
tors do you use frecommend lor an Atari
Classic system?

WORD PROCESSING

The article about printers mentioned
above should also help Diane Heyes of
Bury, Lancs who wrote:

I would like fo use my S800XL for word
processing. I have AtariWriter Plus soft
ware and an old broken 1027 printer. Whal
I am wondering is whether there are any
printers available to buy new? Would it be
a good idea to buy new word processing
software if the printer is quite advanced™

Just to highlight the main points Lo con-
sider - any new non-Atari printer will re
quire an interface to connect it to your
Atari computer. The interface thal seems
mosi available at the moment is the Mic-
roPrint Interface from Gralin International
or Derek Fern. AtariWriter Plus, by all re
ports, is a comprehensive package which
includes a custom printer driver create
[acility so you should find no need Lo con-
sider a new word processor.

USER GROUPS

It's a pity that there don't appear to more
local Atarl User Groups - in their heyday
these were greal places for answering the
sorl of questions posed by Mr. Fry and
Diane above. Maybe there are maore Atari
User Groups than we think? M Lathbury
of 18 Beechwood Crescent, Aminglon,
Tamworth, Staffs B77 3JH advises that:

I am currently putting together a lisi of
any 8-hit User Groups in Britain or else
where for that matter, and would like it
very much if any User Group reading this
wonld send me information concerning
where their group is based, the name of the
group, the address to wrile to for more
information, whether they have a PD lib
rary, etc. So if there are any User Groups
out there please, please, please reply and
help keep the Atari Classic alive!”

It's been a while since NAU included a
User Group list. Best of luck with this
project, and in the meantime, have you
contacted NoSAUG (sec issue 5Y9) or
TWAUG [see issue 60)? If you have any
success, don’t keep the information Lo
vourself - publicise it!

s | B




LOAD FAILURES

Alocal User Group would be an ideal
place to help Richard Millan ol Hawick,
Scolland who has been having problems
with some commercial games:

"I have an Atari 65XE Games system.
When I first got it, I bought ‘Ninja’, ‘Spell-
bound’, ‘KikStart', '‘One Man & His Droid’
and 'Demain of the Undead'. They won't
loac! All my other games do. Can you help
me?"

Unfortunately. it’s difficull to diagnose a
problem that is only described as "they
won't load” - if you have a problem,. it's
helpful to describe the circumstances as
fully as possible. Have you disabled BASIC
by holding down the Option key while
loading the game? Have the tapes been
rewound loo far leaving too much leader
before the game loading point? Which
games do load on your system? Is there
someone oul there who would like to write
a piece on game loading problems and
their cure?

WHO DARES?

From the land of ‘Neighbours’ and ‘Home
& Away’, John Steevk wriles from Victoria,
Australia about another game problem -
this time the problem is unavailability:

T am a_fan of the 8-bit Atari and Doctor
Who. I have read in the Australian Doctor
Who fan club newsleiter aboui a new com
puter game called "Dalek Attack” produced
by Alternative Software. Apparently "Dalek _
Attack” is being released for IBM, C64,
Spectrum, Amstrad and Amiga. The 16-hit
version costs £16.99 and the 8-bit version
£7.99. No mention is made if a version for
the Atari Classic is planned for release. As
Alternative Softuvare have supported Atari
8-bit in the past, I urge everyone interested
in this software to write to them promising
to purchase a copy.”

Is this the same Alternative Soltware who
announced a ‘Postman Pal' (another BBC
slar) game for the Atari Classic [see issues
35 & 44)? Did that game ever materialise?
To be honest. | doubt very much that any
software house in the UK will convert a
game to the Atari Classic. Our best hope is
a clone from one of the European software
producers like Ke-Soft. In a way, the Atari
Classic is a bit like the good Doctor who
hasn’'t had any new television episodes for
quite a while now ... I hope you enjoyed
‘The Complete Doctor Who' disk 178 in the
Page 6 PD Library.

ALLATC?

So far, I've managed some sort of link
between the letters in this column; now
how do 1 link the previous letter with this
one? Ah yes, the Seventh Doctor had a

companion named Ace, and the subject of
this next letter is ‘Ace C" ... John Young of
Banbury, Oxon has this complaint;

“The Public Domain C compiler ‘Ace '
was reviewed in the April/May 1992 issue
of New Atari User, and as a slightly frus
trated user of ‘Deep Blue C', and on the
basis of the article, | bought ‘Ace C'_from
Page 6's PD Library. Upon casual scruting,
the compiler appears to work, compiling the
sample programs successfully, much faster
than '‘Deep Blue C" would. However,
whenever I try o compile any of my prog
rams (which worked fine with DBC), the
compiler crashes, despite all the required
changes specified in the documentation
having been made. Even the famous ‘Hello
world!” program causes a crash. A_further,
although slightly more forgivable, bug is
that when run under a modified DOS 2.5,
the compiler locks up without even promp-
ting for a_filename,

Unless I have a corrupted copy, the prog-
ram does not work, and I would recom-
mend that no-one has anything to do with
it. I think my experience shows that Mr.
Blake, the author of the review. did not
attempt to write a program with ‘Ace C' but
at most played with the sample, geiting
most of the material_for the piece from the
supplied documentation. It is also worrying
how such obviously untested material got
into general distribution,”

This is something that | would like some
feedback on. ‘Ace C’ is not a new product -
it features in other PD Libraries world-
wide. So, does it work or not? Are there
some other Atari Classic C programmers
out there who can give us more informa-
tion?

"GOOD OLD INDEX.

YOU CAN'T BEAT IT."
(Sherlock Holmes - ‘The Sussex Vampire')

Another complaint, but not so drastic,
comes [rom a reader in London SW17 who
wishes Lo remain anonymous:

T managed to gel myself a daisy-wheel
printer and enjoyed connecting it up to the
&-bit. I have the 850 interface. so no prob-
lem using a lead from that, but a longer
lead was needed (o site the printer. [ re-
member reading an article in New Atari
User mentioning the configurations of the
lead so you could make your own. Could [

Jind this article in the contents pages of the

magazine ... no way!
I also subscribe to a number of other maga-
zines. At the end of each year (or volume),
they seem to publish an index of the con-
tents. How about it Page 67

I musi add that it gar= me the opportunity
to re-read some articles while searching for
the information, so I musin't grumble too
much ..."

Back in 1985, reader Peter de Bode com-

Mailbag

piled an index to issues 1 - 12, which Les
made available lor a SAE, | think. Howev-
er, issues 13 on seem to have gone un-
indexed. This seems like another good
challenge to New Atari User readers - has
anyone compiled their own Page 6/NAU
index? If you have or plan to, (perhaps
using a database like ‘Home Filing Mana-
ger’, ‘Diskbase’, ‘Data-X', ‘EasyFind’ or
other programs), why not submit it for
inclusion in the magazine or on disk?

In case our correspondent didn't find it, or
someone else is looking for ii. the article in
question appeared in issue 55 (page 19)
and it was inadveriently omitted from the
Contents page.

SPARTADOS

An index o the magazine would make my
life easicr to answer questions like the fol-
lowing from Denise Ward of Torbay - that's
Torbay in Auckland, New Zealand, which
must be the furthest point from Stalford
that an Atari Classic and New Atari User
magazine can be found:

“Could you please inform me whether
there have been any articles written on
Spartalos before issue 53, as thal's when
I discovered New Atari User. If not are there
likely to be any in the near future?"

The only SpartaDos related articles |
eould find are: SpartaDos Construction
Set/U.S. Doubler review (issue 32) and
SpartaDos X review [issue 37). You could
also check the PD Library for the 9 Sparta-
Dos Utility disks. I'll leave it to the Editor
to let us know if any articles are planned
for the future - is this a subject that others
would like Lo see covered in more detadl?
Any volunteers to wrile an article?

HOW DO YOU USE AN
UPGRADE?

Denise also mentioned her fellow Kiwi,
Bob Reynolds in her letter, and two days
later, the following arrived from Bob
Reynolds from & Fitzwilliam Drive, Torbay,
Auckland, New Zealand:

"I recently installed the XE320K upgrade
by Scott Peterson from Page 6 PD disk
D555, and the completed unil seems to be
the same as before. The only anomaly is
that PRINT FRE[0) reads 36338, and I can-
not_find any way of recognising the extra
RAM to see if it works. Any help would be
apprecicaled.”

I think il you revisit the documentation
files on disk DS55 you'll find information
about accessing the extra memory - try
looking at the file describing the B00XL
256K upgrade, the principle of extra banks
of memory remains the same on both the
upgraded XL and XE machines. The whole
J20K is not available in one plece - beyond
the 'standard’ 64K, the extra memory is

MNew Atari User - lssua &1 7



Mailbag

switched in and out in 16K banks. In fact,
David Manlove's articles on Bank Switch-
ing in NAU issues 59 and 60 may also
point you in the right direction. The best
article on the subject is probably Tim Pat-
rick’s ‘SmartRAM 2.5 in the September
1989 issue of ANTIC (vol. 8/no 5) - this
describes and provides a program that
provides a super RAMdisk, no matter what
memory upgrade is installed. How about
some input from anyone else who has up-
graded their Atari Classic giving us a tuto-
rial on how you can use this extra memory
for multiple large RAMdisks and the like?

HUNT THE PROGRAM

From Belgium. Freddy van den Heijning
enquires about a particular program:

I want to ask if somebody can tell me
more about the program MANAGER-3003. 1
think it was written by a Dutchman.”

When | first pulled your letter out of the
sack, | hadn’t heard of this program - but
shortly afterwards I received a copy of
issue 4 of FUTURA disk magazine [£1.95
from Stuart Murray. NoSAUG, 71 Walker
Road, Torry. Aberdeen AB1 3DL, Scotland)
that disk includes MANAGER-3003 which
is described as " ... a very powerful data-
base program which allows alphabetical
storage.” Print options are available for
Epson compatible printers. If you have an
Atari 1029 printer, FUTURA issue 4 also
contains a utility to print MANAGER-3003
lists on that printer.

Freddy is also looking for fellow Atarians
on the Continent:

“I would like to know if there is a User
Group in Belgium or the Netherlands. [f
there is not, [ would ask users from Bel-
gium or the Netherlands to write me if they
are interested in starting one.”

Freddy's address is : Veldstraat 13a,
2381 Weelde, Belgium.

Lastly, Freddy requested some help in
beginning machine code programming.
Hopefully, Daniel Lea’s ‘First Steps’ series
which began in issue 57 is providing you
with a good starting point. Freddy.

XE MIDI MUSIC

Syd Beauchamp from Crawley, West Sus-
sex thanks Les and his Team for an excel-
lent magazine and then adds a few notes
[sorry, unintended pun!) about the Clas-
sic's musical capabilities:

“I like rmusic - although I cannot read aff
the stave and play at the same time. It's
Jun to experiment using the 130XE in con-
junction with MidiMaster and a Casio CZ1
synth. It may be of interest to other readers
that Page 6 PD disk "Music of America’ files
work with MidiMaster using ‘APLAY". This
may already be a known fact but I can’t

lssue &1 - New Atari User

recall seeing it published in New Atari User.
Using the Casio, which is a multitimbral
synth and selecting ‘BRASS’ it sounds quite
effective - some play better than others, but
the march. ‘Washington Post', seems to be
the best. I have all the other music file
disks in the Page 6 Library - some work
better than others. As these were designed
for the POKEY sound chip buill into the
Atari Classic, it (s (o be expected that some
do not work very well with MidiMaster.”

Thanks for the information, Syd. The
Atari Classic music scene was briefly
touched on in the early instalments of
John S Davidson's articles. Would anvone
like to contribute more on what can be
done with Midi and synthesizers or the
B-bits?

FROM XE TO ST

Den Baverstock of Brighton, East Sussex,
has had problems in porting word proces-
sor text files from his Atarl Classic to his
5T

"Perhaps someone could help me with a
slight problem that I have with the transfer
of my TextPro files to my STE. Having made
up a Null Modem cable with the following
connections:-

STE 850
pin 2 to  pin 4
pin 3 to pin3
pin 4 to pin8
pin 5 o pin7
pin7 to pin5
pin 20 to pinsi.G

I find that using DTerm on the 130XE and
UniTerm on the STE transfer will only take
place from the STE which is nol much use.
The fact that my two computer sel ups are
on opposite sides of the room means that 1
have to use a long lead (3 metres) -
ohviously net a standard length. I would
very much like to oblain a communication
program like UniTerm _for the 130XE which
has the provision for toggling autoprint (f8).
Does Kermit have this function?”

We've also had correspondence from
Daniel Baverstock (Den's son) who has in-
herited the 130XE from his dad judging by
the letter. Daniel is hopeful that the sup-
port for the Atari Classic that is strong on
the Continent, as described by Derek Fern
in his review of ‘Dusseldorf "92" in issue
58, spills over into the UK. Perhaps with
the "Single European Market” of 1993, this
could become more of a reality? Daniel is
one of the many frusirated Atarians who
wonders why many games on the C64 or
other 8-bits weren't converted to the Atari
Classic utilising its full capabilities.

HALL OF FAME

Tom Ralphs of Leigh. Lancashire has an
interesting suggestion for all games
writers:

"There is one thing that I would like to
encourage, and that is_for all programmers
who submit games to New Atari User {and
to other magazines and PD outlets] to wrile
a Hall of Fame routine which saves high
scores to disk. | believe that all games
should save at least the top ten high scores
to disk and I have determined that I am not
qoing to buy any more that do not do this.
Also I think that your game reviewers
should give us this information when they
review games. You have published mangy
games, particularly by Bill Halsall which
would have been greatly improved and
would have been more addictive with a
high score save. | have done this myself
with the BASIC games you have published,
but I cannot program in machine code so |
am unable to add a high score save to
these games.”

| agree with your view that the addition of
a Hall of Fame feature does make games
more addictive - giving you a record of
whal score to aim for on the next occasion
you boot the program. However, there are
many excellent games which you will dep-
rive yourself of if you restrict yourself to
only those with that facility. You say
you've modified BASIC games Lo accommo-
date this feature - have you developed a
generic routine to accomplish this? Is it
something vou could contribute to the
pages of New Atari User? Perhaps someone
else will provide a similar routine for incor-
porating in machine code games? Natural-
ly any routine should cater for cassette
users who would not have a ‘save to disk’
facility ...

Thanks for your thoughts Tom, what do
others think?

SUPPORT YOUR LOCAL
SOFTWARE HOUSE

Paul Harley from High Wycombe, Bucks.
is another games player who has these
observations:

"I recently wrote to Zeppelin Games con-
gratulating them for their Atari 8-bit games
and asking about new releases. Unfortun-
ately, they informed me that if the market
for the Atari 8-bit did not pick up then they
would not be producing any more software
for the Atari. They stated that the sales for
the &-bit are less than the actual cost of
writing and producing the game. On this
sad note, | urge people to buy Zeppelin's
existing games and to show support for
any new releases.”

What more is there to say?
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TAPES TO DISK

Another keen gameplayer is Martin Bes-
wick from Leeds:

I have been an Atari owner for over nine
years, but have only had my interest re-
kindled since discovering mail order, {su
perh idea, but heavy on the Visa card) but [
can't hold my frustration at the number of
apparently great British games available,
but only on tape. It makes me cringe every
time I open a copy of New Atari User and
see loads of games (including a few old
American ones) that are untouchable for
disk drive owning me. Is it not possible that
Mastertronic and other budget companies
convert several of these game (o disk, even
if to be sold through mail order dealers?
After all, who could complain about spend-
ing £4 to £5 for a particularly good commer-
cial game on disk?™

Has anybody had any correspondence
with Mastertronic or other companies on
this subject? Are there any particularly
reasons why there aren't budget disk re-
leases? |s the main problem the relative
flimsiness of such a product? In the mean-
time, have you considered purchasing the
Transdisk IV" utility from the Page 6
Accessory Shop? - OK, you'll need a cas-
selte recorder as well. but ... ? If you have
a cassette recorder, another venue to con-
sider is the range of "Turbo-load’ high
speed tapes available from Derek Fern's
Micro-Discount.

DISKS AND DOS

The mention of “TransDisk’ above leads
oni to this letter from C Andrews of Lon-
don, WC2:

“Is there a ulility that enables you to con-
vert “TransDisk’' .OBJ files to (standard)
DOS .0BJ files? Also is there a utility that
enables you to convert from “TransPac’ Boot
discs to binary (DOS) files?

Did you know that {f you are using DOS
2.5 or any other Enhanced Density DOS,
when using options C (Copy File) or O (Du-
plicate File), if you are copying or dupliceat-
ing files that go beyond sector 707 you will
notice either an error message or the <...>
characters on elther side of the file{s) in
excess of sector 707. | understand Atari
wanted compatibility with DOS 2.0, but
surely they could have come up with a_fix?"

Has anybody had experience of the sort of
utility Mr. Andrews is enquiring about? A
possible program MAY be 'FILE2DOS'
found on ‘'FUTURA' Disk 3 from Stuart
Murray of the North of Scotland Atari User
Group (NoSAUG - 71 Walker Road, Torry,
Aberdeen AB1 3DL, Scotland) or from the
Page 6 PD Library. Can anyone confirm
this?

I'm afraid I don’t understand what point
you're trying to make about DOS 2.5 -

Atari (and Bill Wilkinson) made DOS 2.5
as compatible as possible with DOS 2.0, A
DOS 2.0 formatted disk just can't hold as
much information as one formatted with
20S 2.5, so the <" and ">’ characters are
used to show those files on a DOS 2.5 disk
that won't be seen if using DOS 2.0.

AM I DENSE ABOUT
DENSITIES?

While on the subject of DOS 2.5, a letter
from Robert Francis of Neath, West Gla-
morgan asks for some clarification:

"I'm confused! In the advert for EXCEL
disk magazine, some of the disks require a
double density drive. Are all 1050's double
density? If not, how will [ know if my 1050
is double density? The "BIG Demo’ works
on my 1050 - does this mean my drive is
double densify?

Do any of the British companies (e.g. Atlan
tis, Alternative Software, Zeppelin ...) still
produce 8-bil games? It is a shame that
Atari does not re-release the 130XE. [f the
Spectrum can be a success, the 130XE at a
cheap price should do welll”

The subject of disk densities has cropped
up recently. Dean Garraghty (62 Thomson
Avenue, Balby, Doncaster DN4 ONU) noted
on issue 8 of his ‘Atari News-Disk' that he
had “...recently received a 7 1 /2 page com-
plaint about this subject. The whole argu-
ment is over my descriptions in the PD

catalogue. I categorise disks as SD and DD.

[ say SD works on any drive, but DD needs
a 1050. But, DD is sometimes used to de
scribe true DD disks (180K _format) which is
used by US doubler and Happy. The stan-
dard 1050 densily is often referred to as
enhanced densify or medium density. If [
stick to two simple jormats: single and dou-
ble, we can avoid confusion.” Dean notes
that in his PD library "... I only have 2
disks which need a Happy /US doubler
1050 to run, and those disks say that in
the catalogue. Most PD) comes on SD disks
anyway. Very very few PD disks (or any
other disks for that matter) need a modified
1050 to run.”

I agree with Dean's view - most Atari
software (commercial and PD) has to be
compatible with the vast majority of drives
and therefore must use the standard for-
mat of an 810 or 1050, so in the Atari
Classic world there are only two standard
formats: Single (SD) and Dual (DD). The
relatively few pieces of software that use
180K formatted disks should be described
specifically as such. I've looked back at
EXCEL's adverts in NAU and couldn't find
any that mentioned "double density" - they
either refer to "enhanced density” or 1050
format. All standard 1050s are capable of
reading disks in the enhanced format pro-
duced by DOS 2.5 - 40 tracks of 26
128-byte sectors, but only 1023 sectors

Mailbag

available to DOS. When Atari introduced
the 1050 they soon realised they needed to
maintain compatibility with the 810 and
DOS 2.0, s0 DOS 2.5 was born. Part of the
problem seems to be Atari’s use of more
than one description for the format pro-
duced by DOS 2.5 - in the manual issued
with the XF551 disk drive, they refer to
both ‘enhanced density’ and to ‘dual densi-
ty' (page 141).

NETWORK THE 8-BIT?

Arthur Morris from Lampeter, Dyfed has
an interesting question which one of our
hardware experts may be able to shed
some light on ...

T am currently using (and have done so
for several year now) an Atari 130XE and
1050 drive and find that (usually) they suil
the work I ask of them very well - mostly
word processing with a Panasonic
EXP1081 printer. I also own a 800XL and a
800 machine and have been wondering if it
is possible to have more than one machine
connected to the disk drive, TV and printer.
It would be very convenient to me to have a
WP program and a spreadsheet running at
the same time in different machines with
the ability to switch between them without
unplugging one machine and making a
physical connection with the other. Is it also
possible to transfer data for storage in the
other machine - or {s this asking too much?"

Arthur also notes that he has enjoyed
reading our magazine since issue 4 of Page
6 and his teenage son is now an avid
reader.

Well, I'm a bit out of my depth when it
comes to these esoteric hardware ques-
tions, so I'm hoping that we’ll get a few
letters on the possibilities of networking a
group of Atari 8-bits. Something should be
achievable - wasn't there at least one 1.5,
Atari Bulletin Board that ran with a num-
ber of B00s linked to a shared printer and
hard disk ...? When it comes to transfer-
ring data between machines, can a com-
munications program like Kermit be used
with an appropriate interface /cable be-
tween the computers?

Well, that's it for another issue. Don't
forget that Mailbag is only as interesting as
your letters, so let's have some answers to
the problems posed this issue together
with some new topics and comment. | in-
tend to make Mailbag and interactive col
umn so that means you need to join in. |
am waiting for your letter!

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

Mew Adan User - lssue &1
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XE UTILITY

KEYPAL

A Reference
Guide to
Atari’s Special
Characters

by Peter Kirton

ceasionally, letters appear in "Mailbag” requesting a

listing of the keypresses used lo génerate the Atari

special graphics characters. How many of us have
problems finding that issue of their favourite magazine which
provided a table of these characters? A separate list on a sheet
of paper which could be kept handy to the computer would
tend to solve this problem. To this end. [ decided to write a
short program to list such a table on any printer, showing the
graphics character, its keypress combination and the decimal
equivalent of the character.

The program does not have any lancy frills. To maintain
compalibility with most (if not all) printers, 1 have kept to
single density bit image graphics (ESCAPE K). All text prinls in
default font and pitch settings as many prinlers use non-
Epson standard codes to change these. However, the final
output is a neat table which will be a handy reference to help
in typing many magazine listings. The DATA statements may
also come in handy as they construct the actual Atari special
character set.

Type in the program and save it on a disk which is kept in an
accessible spot. When the program is RUN, you will be remin-
ded to turn the printer on before proceeding. Press any key
und,n1n1nnunr,ynnrﬁﬁllehvcnnqﬂrht[[yﬂulum~u[nr
rnnkv1uy|nhﬂukvauulpu1iluwny:ﬂuurwhvn-mdb-:uwwrin
be seen again) simply print out another one. Now you can
spend more time typing with less time wasted by searching

through back issues for those lost codes.

lssue &1 - Mew Aari Ulser

co
IM
a5
PS5
BH
EZ
NM
I0

G
MM

PA

T

PE

RF

LM

PL

KK

56

¥H
UH
L1
uv
YR
KL
KC

L
FE

N5

D.J

ZH
L

Ju

X

KB
RL
HO
aT
HH

R P B
REM ## ATARI SPECIAL CHARACTERS L
REM wN PRINTER LISTING
REM M by Peter Kirton
e
T

l

REM

REM

REM

REM % MEM ATARI USER - APR 199 =

REM mmmmumm

18 BIM GRAPHS (4) ,CHARL1S (8) ,CHARZS (6] , K

EY515¢28) ,KEY525(28) ,DECLS(3) ,DECZ5 (3D

15 DIM PADS (28) ,BLANKS (28) : BLANKS="
w:REM 28 SPACES

78 OPEN Ti1,4,8,"K:":GET #l,A:CLOSE 11

%8 RESTORE 3IS:FOR I=1 TO 4:READ A:GRAP

HELI,.IJ=CHRS (A) :MEKT I

IS paTa 27,.75.6,68

48 7 CHRS5C125) :POKE 752,1:POSITION 11,

9:7 “Ready the printer:POSITION 11,11

:? "Press any key. ..

47 POKE 764,255

4Z IF PEEK(764)=255 THEN 43

44 POKE 764,255

45 7 CHRS C1i25) :POSITION 13,9:7 “Printi

n!..__n

S@ LPRINT :LPRINT :LPRINT :LPRINT

55 LPRINT * KEYSTR

OKES for ATARI GRAPHICS CHARACTERS"™:!LP

RINT :LPRINT

i

MEH ATARI USER

W W RN

&8 LPRINT :LPRINT *° NDR
MOL VIPED IN
VERSE VIDEO":LPRINT
78 LPRINT ' For Type
Decimal For Type
pecimal™
75 LPRINT ™ This This
Vvalue This This
Valusa'™
88 LPRINT

188 FIRST-9:LAST=26:3ET=1

118 FOR LOOP=FIRST TO LAST

128 RESTORE 1888+L00P

138 FOR T=1 TO B8:READ A:CHARLSC(I,I)=

CHRE CAY :MEXT I:READ MEYS15,DECLS

1I5 IF KEYS15=""COMMAL" THEN KEYS15="

CTRL .™

148 PADS=BLANKS {1, (LENIBLANKS) ~LEMIK

EY515333 :KEYSL1S (LEN CKEYS515) +11=PADS

158 RESTORE Z@a@ae+LO0O0P

168 FOR I=1 TO B:READ A:CHARZSII.I)=

CHRS CA) :MEXT I:READ KEYS525,DEC2$

16% IF KEYSZS=""COMMAZ" THEM KEYS525="

INY CTRL .

i7@ PADS=BLANKS (1, C(LENCBLAMKS) ~LENCK

EYS2531) (KEYS25 (LENCKEYS25) +1) =PADS

188 LPRINT * v GRAPHS ;CHARLS ;™
i KEYS1SDECLS ™ v GRAPHS

sCHARZS ;™ v:KEYS52%;DEC2S

198 MEXKT LOOP

195 IF SET=2 THEN RETURM

288 RESTORE 1827

218 FOR I=1 TO B8:READ A:CHARLS(I,I)=CH

RS (AY :NEXT I:READ KEYS1%,DECL%

715 PADS=BLANKS (1, CLENM(BLANKS) —-LEN(KEY

515327 :KEYS15 (ILENIKEYS15) +1) =PaDs

2728 LPRINT ™ w:CRAPHS ;CHARLS ;"

w:KEYS515:DECLS

258 SET=Z:FIRST=Z8:LAST=3IV

7268 GOSUB 118

278 LPRINT CHRSIL2);

Ia8d POKE 752,8:END

10680 DATA O,48,120,174 .62,124,120,48,C

OMMAL, @




Ju

TE

KZ

KN

L

Ll

CJ

PR

MI

VR

TQ

K5

PY
oo

NL

GC

ZH

HI

cu

LZ

FL

Tu

G5

Yo

JK

188l DATA ®,8,8,255,255,24,24,24,CTRL
h, 1

i@z paTh 8,9,8,8,8,8,255,255,CTRL B,
2

188Z DATA Z4,24,24,248,748,0,0,8,CTRL
C, 3

10804 DATH 24,24,24,255,255,8,8,8,CTRL

b, 4

1865 DATA 24,24,24,31,31,9,08,68,CTRL E,
5

1886 DaTA X,7,14,.28,.56,112,224,192,CTR

L, 6

1887 DPATA 192,274,117 ,.56,28,14,7,3.CTR

L &, 7

1888 pATA 1,3,7,15,31,63,127,255,CTRL

H, B8

168% pATA ©.9,8,0,15,15,15,15,CTRL T,
9

1810 DPATA 255,127,63,31,15,7,3,1,CTRL

S, 18

1811 DATA ©,0,0,8,240,240, 248,248, CTRL
K, 11

1012 DATA 240,2408,240,240,0.0,8,8,CTRL
L, 12

1813 DATA 192,192,197,192,192,192,192,

192, CTRL M, 13

1914 DATA 3,3,3,.3,Z.3,3.3,.CTRL N, 14

1815 pATA 15,15,15,15,8,8,68,8,.CTRL O,

15

1816 DATA 8,24 ,24,122,102,122,24,24,CT

RL P, 16

1817 DATA ©0,0,.0,31,31,24,24,24,CTRL @,
17

1818 DATA Z24,24,24,24,24,24,24,24,CTRL
R, 18

181% DATA 24,24 ,24,255.255,24,24,24,CT7

RL 3, 1%

1628 DATA B,286,62,62,62,62,26,8,CTRL T
. 28

1821 bAaTaA 15,15,15%,15,15,15,15,15,CTRL
u, 1

1822 pATA 255,255,0,8,8,8,8,8,CTRL Vv,

22 .

1823 DATA 24,24,24,31,%1,24,24,24,CTRL
M, 2I

1024 DATA 24,74,24,248,748,24,24,24,CT

RL X, 2a

1825 paTe 25%5,255,255,255,8,08,8,08,CTRL
Y. 25

1926 paTa ©,8,0,248,248,24,24,24,CTRL

Z, 26

1827 DATA ©,248,248,174,174,10,10,8,E5

C ESC, 27 ;

1828 DATA B,16,48,126,126,48,16,8,E5C

CTRL -, 28

18Z? pATA ©,8,12,126,126,12,8,8,ESC CT

RL =, 29

1830 DATA O,16,56,174,84,16,16,8,E5C C

TRL +, 38

1831 pATA B,16,.16,84,124,56,16,8,E5C C

TRL =, I1

1832 paThn @,24,60,126,126,60,24,0,CTRL
.r 96

1833 DpATA ©,24,58,126,126,58,24,.8,CTRL
5,122

1834 pATA ©,8,08,255,255,0,0,08, SHIFT =,

124

1835 DATA ©,174,124,112,1208,94,78,0,E5
C SHIFT CLEAR, 125

1836 DaTa O,16,56,124,254,8,0,08,E5C DE

LETE, 126

1837 DATA B,0.0,254,124,56,16,0,ESC Ta

B,127

20080 DATA 255,207,135,131,193,1%1,135,
87, COMMAZ , 128

ZG

alL

NF

EH

5T

LR

50

HX

KL

Lo

HJ

NJ

FJ

RF

YI

J7T

¥H

ES

JH

oF

JR

DF

LJ

GF

BP

Ka

5%

K.J

2881 DaTa 255,255,255,8,8,231,231,231,
INV CTRL 6,129

2082 DaAaTa 255,259,255, 255,255,255,8,0,
IMV CTRL B,138

7883 DATA 231,231,231,7,7,255,255,255,
INV CTRL C,131

2004 DATH 231,231,231,0,0,255,255,255,
INV CTRL D,132

20085 DATA 231,231,231,224,224,255,255,
Z55.INV CTRL E, 133

2986 DATA 252,248 ,241,227,199,143,21,6
3,IMV CTRL F,13Z4

Zae7 paTa 63,31 ,143,199,227,241,248,25
Z,INYV CTRL G,135

2008 DATA 254,252,248,240,224,192,128,
B,INV CTRL H,136

7889 pATA 255,255,255,255,240,240,248,
246,INV CTRL 1,137

7810 DATA 6,128,192,224,240,248, 252,25
4,INV CTRL J,138

zal1l paTa 255,255,255,255,15,15,15,15,
INV CTRL K,139

Z812 DATA 15,15,15,15,255,255,255,255,
INV CTRL L,148

2913 paATA BI,6X,63,63,63,63,.63,63,INV
CTRL M,141

2014 DATA 252,292,252,2%2,252,252,252,
252, TNV CTRL MN,142

70815 DATA 748,248,740 ,740,255, 755,255,
Z55,INV CTRL D,143

Z816 DATA 755,231,231,133,15%,1335,231,
ZZ1,INV CTRL P,l1l44

ZO17 DATA 255,255,255 ,224,224,231,231,
ZZ1,INV CTRL 0,145

7018 pATA Z231,231,231,231,231,231,231,
231,INV CTRL R, 146

281% DATA 231,231,231,9,8,231,231,231,
INV CTRL 5,147

2828 DATA 25%5,227,193,19%,19%,19%,227,
Z55,INV CTRL T,148

Z0Z1 DATA Z48,240,72408,2408,7240,240,240,
248, INV CTRL U, 14%

2822 DATa ©,8,255,255,255, 255, 255, 255,
INV CTRL V,158

2823 DATA 231,231,231,774,224,231,231,
231,THV CTRL MW, 151

2024 DATA 231,221 ,231,7,7,231,2%1,231,
INV CTRL M,152

2825 DATA ©,.8,0,8,255,255, 255, 255, INV
CTRL Y,153

2026 DATA 255,255,255,7,7,231,231,231,;
INV CTRL Z,154

2028 pATA 255,.23X9.287,129,.129,207,239,
255,ESC SHIFT DELETE,156

ZOZ2Y pATA 255,247,243 ,129,129,243,247,
Z55,ES5C SHIFT INSERT 157

20390 DATA 255,239,.199,131,171,229,239,
255,ES5C CTRL TaB,158

2031 DpATA 255,239,239,171,131,1929,23%,
25%5,ESC SHIFT TAB,159

2832 DATA 255,231,195,129,129,195,231,
255,INV CTRL ..,Z224

203X DATA 255,231,197,129,129,1%7,231,
Z95,INV CTRL ;,Z51

2834 paTA 255,255,255,0,8,255,25%5,255,
INVY SHIFT =,252

2035 pATA 255,131,171 ,143,135,161,177,
Z95,E5C CTRL Z,ZI53

2836 DATA 255,239,199,131,1,255,255,25
5,ESC CTRL DELETE, 254

2837 DATA 255,255,255,1,131,199,239,25
5,ESC CTRL INSERT,2Z55

MNew Atari User - |ssue & |



XETUTORIAL

FIRST STEPS IN
ASSEMBLY 5ux::

elcome to the [inal instalment of Beginners Assembly

Language. | hope you've kept up so far. In this linal

part [ will attempt to tie up some loose ends. and
introduce the odd extra command so that you've seen and
know about them all. And as the grand finale | present a Lable
ol all the available 6502 instructions as a kind of relerence
gide,

In the an earlier part of the series we discovered the CLC and
SEC commands whereby you could set and clear the carry [lag
in the status register. It is also possible to set and clear other
flags in that register. The alterable flags are the Decimal fag,
the Overflow flag, and the Interrupl ag.

SEI and CLI

I'll begin with the interrupt flag. When this is set, interrupi
requests are disabled and when cleared interrupl requests are
enabled onee more. The commands are SEI (SEL interrupt) and
CLI (CLear Interrupt). The only use ['ve seen these commands
put o is in Display List Interrupts (See Listing) where the
command RTI (ReTum from Interrupt) is used as the DLI
equivalent of RTS (See program listings).

CLV
CLV [CLear oVerllow) is used to clear the overflow [lag. Note
that no equivalent command exists to set it.

SED and CLD

Lastly are SED (SEL Decimal) and CLD (CLear Decimal) in
structions. SED enables access to a special mode where num
bers are represented in a form known as Binary Coded Deciim
al lor BCD). This is where the value a byte represents ranges
from %0 to $99 (instead ol $0 to $FF as is usual. It is used as
its name suggests to represent decimal in a better form. The
lowest nibble (set of four bits) represents the units digit and
the highest nibble represents the tens digit [each digit of
course goes from O to 9). There should be no problem in this.
A problem in BCD arises when addition or subtraction ol two
numbers in this lormal occur.

e.g. 399

FEL

In normal binary addition this would produce an answer of
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Daniel Lea concludes his series
on Assembly Language
programming with a summary
of all the commands available

$AA. However as you know this is not acceptable as a Binary
Coded Decimal number. The answer is the special maths mode
mentioned earlier

Once SED is used to activate the BCD mode, the more
accepled answer of 99 + 11 appears. That is 110. In this case
%10 in the accumulator and 1 in the carry flag. CLD would
return the processor Lo its usual addition mode.

NOP

I'll complete our look at the machine code commands with a
command which does nothing! NOP (No OPeration) does no
thing except delay the processor slightly, hence it is quile
useful in delay loops.

The reason, | think, why this command exists at all is that in
the bad old days of computing people didn’t have assemblers
with which to program machine code, they had Lo do it by
hand. So the NOP command was created by the microproce
ssor designers, so that a programmer could leave gaps in his
program (i.e. filled with NOPs) so he could insert instructions
at a laler date without having to recalculate any jumps and
branches ete.

That's nearly it except for the table which you will notice
somewhere aboul this page (or the next).

If you have followed all of my articles you should have a good
sound knowledge of programming in Assembly Language and
be able o progress onto some very advanced programming,
maybe even write your own machine code game. To advance
yourselfl from this point 1 recommend Mapping the Atari by
Compute! as a superb book. And also keeping an eye on this
magazine .. there are some super articles in back issues if you
sift though them. Anyway happy programming and bye ... lor
now at least!

[
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ADDRESSING MODES FLAGS
MHEMONIC MEANING OPERATION 1 2 3 4 5 68 7 B8 9 C Z N V Other
ADC ADd with Carry A+M+C=A ok ok ok XY X - ok ok - X X X X
AND AND with Accumulator ArM>A ok ok ok XY XY - ok ok - X X
ASL Arithmetic Shift Left C<7,,0<0 - ok ok X X - - - - X X X
BCC Branch if Carry Clear BranchifC =0 - ok ok X X - - - - X X X
BCS Branch if Carry Set Branch if C=1 = = = = = = = = ok
BEQ Branch if EQual to 0 Branch if Z=1 = = = = = = = = ok
BIT BIT test AMM - ok ok - - = = =« = X X X
BMI Branch if Minus Branchif N =0 = = = = = = = = ok
BNE Branch if Not Equal to 0 BranchifZ =0 = = = = = = = = ok
BPL Branch if PLus Branch if N = 1 = = = = = = = - ok
BRK BReak Interrupt Processor S 1.B
BVC Branch if oVerflow Clear Branchif V=0 = = = = = = = - ok
BVS Branch if oVerflow Set Branch if V =1 = = = = = = = - ok
CLC ClLear Carry flag 0=C = = = = = = = = - 0
CLD CLear Decimal flag 0=D = = = = = = e e . D=0
CLI CLear Interrupt mask 0=1 S R I=0
CLV CLear oVerflow flag 0=V = = = = = = = = = 0
CMP CoMPare to accumulator Compare Ato M ok ok ok - - - - - - X X X
CPX ComPare to X reg. Compare X to M ok ok ok - - - - - - X X X
CPY ComPare to Y reg. Compare Y to M ok ok ok - - - - - - X X X
DEC DECrement M-1=M - ok ok X X - - - - X X
DEX DEcrement X X-1=X = = = = e = = == X X
DEY DEcrement Y Y-1=% = = = = & = = = = X X
EOR Exclusive OR with Accum. AvM:=A ok ok ok XY XY - ok ok - X X
INC INCrement M+1=M - ok ok X X - - - - X X
INX INcrement X X+1=X = = = = = = = = . X X
INY INcrement Y Y+1>Y - = = = = = e = . X X
JMP JuMP Jump to location - ok - - - ok- - -
JSR Jump to SubRoutine Jump to subroutine - ok- - - - = - =
LDA LoaD Accumulator M>A ok ok ok XY X - ok ok - X X
LDX LoaD X M= X ok ok ok Y ¥ - - - - X X
LDY Load ¥ M=Y ok ok ok X X - - - - X X
LSR Logical Shift Right 0>7.0=C - ok ok X X - - - - X X X
NOP No OPeration Mo operation - e A e
ORA OR with Accumulator AvM=A ok ok ok XY XY - ok ok - X X
PHA PusH Accum. onto stack A>Ms S-1=85 - = = = = = = e .
PHP PusH status reg. (P) onto stack P>Ms S-1=5 L S T S
PLA PulL Accumulator from stack S+1>5 Ms=A T . T B XX
PLP PulL status reg. (P)fromstack S+1>5 Ms>P S - T X X X X all
ROL ROtate Left Ce7...0<C - ok ok X X - - - - X X X
ROR ROtate Right C>7...0>0C - ok ok X X - - - = X X X
RTI ReTurn from Interrupt . Return from Interrupt - - - - - - - - -
RTS ReTurn from Subroutine Return frem subroutine - - - - = = = - -
SBC SuBtract with Carry A-M-C=A ok ok ok XY X - ok ok - X X X X
SEC SEt Carry flag 1=C T 1
SED SEt Decimal flag 1=D S L T T T S R D=1
SEl SEt Interrupt mask 1=1 S T R I=1
STA Store Accumulator A=M - ok ok X X - ok ok -
5TX STore X XM - ok ok- ¥ - - - -
STY STore Y Y=M - ok ok- X - - - -
TAX Transfer Accumulator to X A=X S R X X
TAY Transfer Accumulator to Y A=Y - = = = = = = = = X X
TSX Transfer Stack pointer to X S=X = = = = = = & & = X X
TXA Transfer X to Accumulator X=A S T X X
TXS Transfer X to Stack pointer X>5 - = = = = == = -
TYA Transfer ¥ to Accumulator YA = = 2 - = e = = - X X
ADDRESSING MODES || Meaning of various letters In the information on In the information | | List of flags and symbols
and notation used addressing modes on flags
i N Sign (negative) flag ..
; l[;?rmeduate A Accumulator ok Ok to use the particular e YRk ?.- [I".]Ega“l.re]nu n%ber
ect M Memaory location referred to by addressing mode with the : : : vV  Overflow fl
3 Zero Page Direct : : ki particular flag is erflow flag ...
8 i Diract "‘15’_EFUCTIUI'I instruction mdlca_!ed A 1= TRUE
X X index X Ok to use the X index b it B Break command
3 Zero Page Indexed Direct Iy ¥ index Y  Oktouse the Y index b e D Decimalflag ..
§ Indiract > From - to XY Okaytousethe Xandthe || 1 2"agis set 1= Decimal mode
7 Pre-Indexed Direct A AND ¥ indices I Interrupt flag ...
8 Post-Indexed Direct v OR - Indicates a particular In the other column any 1= Interrupt requests
9 PRelative EOR Exclusive OR addressing mode isn't flag affected is indi- disabled
7......0 reterence to bits in a byte available cated by its letter Z Zeroflag
S  Stack pointer A full line of dashes indicating 1= Result zero
Ms  Memory address on the stack no addressing required with the C Cany -
[C]  compliment of carry flag particular command 1= Lo Bomow
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28 ;DPLI SCROLLIMNG STARS

8 ;BY DJL ... FEB '352

‘n ; _______________________

58 ;

68 SDPLSTL=568

78 DLST=Z83

68 COLPF=53I278

98 VCOUNT=S4Z82Z

#8188 HSYNC=54282

Bil1i8 RND=5I778

8128 HPOSME=-5DBA4

Bl13I8 GRAFM=S53IZ65

aiL48 ;

61586 ;Change Display List

#1668 ;

@L78 #*=558080

aiga ;

8198 ;S5ame routine as in previous
f@zZa8 ;program

azie ;

[ rard: ] LA SDLSTL

aZI@ STa DLST

|az48 LDA SDPLSTL+1

azs8 5Ta DLSTH#i

azea LDY ®HZ

@278 DLOPH LDA (DPLSTD,Y

azaae cLC

6298 aADC HLAZSB

aiaa 5TA (DLST),Y

aiia INMY

aiza CPY Ha4

833Ia BME DLOPX

#8348 LDY W6

8358 pPLOOP LDA (DLST),Y

aiaa CcLC

azve abC B1Z8

aise STA (RLST),Y

ai%a INY

@488 CPY nZ8

B418 BME DLOOP

8428 LDA MOLI&ZSS

@438 5Ta S12

@448 LDA BDLIAZ256

8458 5Ta 513

468 ;

8478 :;5etup Player Missle graphic
o488

a49%a LDA |L7TE iset up

asa8 STh GRAFM horiz missiles
asie LA I8 iPut missiles off
8528 STA HPOSHe i the screen
8538 5TA HPOSHB+L

as4e 5T HPOSHe+Z

8558 5Tah HPODSMA+I

a568 LDba ma ;black baCckaround
8578 5Téa 718

asae ;

8599 :Setup positions and speeds of
ahBe ;stars

8618 ;5Tx = position and SPx = speed
8678 M index = row in display list
e63ie ;

@648 LDH o

a658 SETLP

ab6a LA RND

es78 STA STL1.M

@688 JSR RAND

a698 5TA SP1L. M

a788 LDba RND

8718 5ThA STZ.H

avzte J5R RAND

a7Ia 5Ta SPZ.HK

ar4a LA RND

ayse 5Téa STI.H

ave6e JS5R RAMD

arve 5Ta SPI. K

8788 LDA RND

B798 STA ST4.X

abaa JsR RAND

e818 STa SP4,.H

88?8 INK

oBiIe CPX HZX

88408 BNE SETLP

agse
L1
eave
aage
as%a
a%ae
8718
arze
asie
a%40
a’sa
|68
a37a
arae
B398
1aaa8
i1@éia
1028
1838
1048
1858
1868
i18a7e
1888
1898
ii188
1118
1128
1138
1148
1158
1168
1178
1180
1198
1Z88
1218
1228
1238
iz48
1258
1268
1278
1288
1298
1388
1318
178
13I8
1348
1358
1368
1378
1388
11%8
1488
1419
i428
1439
1448
1458
1468
1478
1488
1498
1588
1518
1528
1538
1548
1558
1568
1578
1588
1578
1688
1618
1628
1638
1648
1658
1668
1678
1688

LDbA H5CO ;activate DLI's
5Th SDABE

RTS ;return from subroutine
H

jrandom nuwmber subroutine
jto set speed of star

F
RAWND LDA RND ;random no. 0-255
AND #H3I ;reduce range -3

CLC tadd 1 on to prevent
ADC H1 ;stationary stars

RTS

»

;jaActual Display list interrupt
DLI

SEXI :SEt Interrupt

PHA ;store accum.

THA ;and H index

PHA ;on the stack

LDA YCOUNT ;scan line value
LSR & ;quarter

LSR &

CcLC iuse to fine

SBC #3I ;gr.@ screen line value
TaM
CLC
apCc 28 ;alter star colours

5Th Speiz ;plaver 8 col.
5Ta SpO13 :player 1 col.
5TA 5S5pBl14 ;plaver Z col.
5ThA 5pB1S ;plaver I col.
5T HSYHC ;wait a scan lane

»

juse star position value to Set
jthe horizontal value of the
iplayer mMissile

tadd on speed and Store...

LDA STL1.H
5T HPOSME
CcLC

apc SPL.H
5Th S5Ti,R
LDba STZ,X
5Th HPOSHE+1

CLC

abcC SP2,K

5Ta STZ,H

LA STI N

5Tih HPOSHB+Z

CcLC

apc SP3I,K

5TA STI,K

LbA ST4,H

5T HPOSHB+I

CLC

abC S5P4,K

5Th ST4,K

5T HSYNC

jreset plaver missile posn. 1o
50 star appear as a small blob
LDa oo

5T HPODSME

STa HPDSHB*1

5Th HPOSHMB+Z

5Ta HPOSHMB+I

PLA ;pull all wvalues

TaXx :back Off stack

PLG

RTI ;ReTurn from interrupt

£

¥

jspace in the program to put
;the values necessary To
;control the stars

I

5T1 =-¥+48

SP1 ®-M+48

5T2 ®W—_¥+4d0

SP2 ®-N+40

5TX =W+ 48

SPpI Wo®w+40

5Td W=®+40

SPd4d #_R+48
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NEW SOFTWARE FOR 1993 XL/XE DISKS E.IE CAHTHIDGES

THE LAST

sUJARDILARN

Multi level vertical scrolling shoot 'em up. with bailliant crystal
chear graphics & sounds
EEERIER] Single o true 2 player real time Arcade Adveniure
Both of the games above are exclusive to Micro Discount and available in the
following 3 formats DISK £5.95: ALSO HIGH SPEED & STANDARD TAPE £4.95

Similar game to Mission Shark, you scout an alien complex 1o discover their
plans. Large animated graphics £5.95 Disk
Your task is to arrange the patiern on the right side of the screen to the lefl
Sounds sasy! Many levels (o exercise the old grey matter. Joystick controlied. Clear
graphics £5.95 Disk
z i Ideal for the budding rock star! Leam to analyse scalas, chords. No
need to read sheet music. Shows graphic displays of fretboard notes and fingering
posdions, Also contains print-out facility for dot matrs printers £10.95 Disk
m Secret agent Hans Kloss neads o penetrate Hitler s secret under
ground bunker 1o steal the secret terror weapan plans. Joystick controlled. {Supert
Graphics & Animation) £5.95 Disk
IR S EINE ] Unusual itk tor what must be the most onginal for 1993! You
re-assemble pictures of movie stars against the clock. Stunning graphics £5.95 Disk
Join the L.A. Swat team and baitle with armed lerronsis to save the
host v;rv-' £7.95 Disk
. B-bit chone al the arcade Operation Woli. All the thrlls, famastic
armad cars, grenades, knives. Very addiclive
£5.95 Disk
[BEEE] A real puzzler based on the Rubik Cube, you move pieces of store 1o
match a pattern shown on screen, Sounds simple, eh! Great graphics £5.95 Disk
EEETREERIE SRR Educational Maths Skills cartndge for ages 7 - adult. Help to
develop an undersianding of what a fraction s and the relabonship betwesen numerncal
and ws.ucn images of r1.r1|nn=. at the sarme ‘lrlle I's a fun ,|-J'r'|{' £8.85 ROM

Oh BLOK
animation i "|""|Jl:| ng I'Jellcc}:-tur's

guages h'lur_h |d.5 [ Il an normal med hods Earh disk will Ii-":lth you in ub{lu 10 hours
disk master and an audio tape 1o
£22.85 Disk

a vocabulary of 350 words. The program contains a
achigve the correct pronunciation. GEAMAN or FRENCH available

MICRO DISCOUNTT

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

EHMATL HEALITY (i
'.I'II II.’\ul T e Cily

5 1 HaK| Lil k
SCENERY DISE
ENLEHY DI5SE |5

IAPAN
AN [ FR

MHGHT M PENHAL
BIRLIA DRI AN

K Ty Pubid
Top Puab )

ol |:'-

HARDWARE &

UPGRADE KITS

00 TAPE STARTER PACY. 1. Compila

5 FOOTEALL
RE/XL [HERAH

CARTII

New New New for Turbo Tape Users.
Now you can see some of those famiastic new
Comtinental demos. This lape contairs 8 demo
scrpens from Poland Germany plug & scrofier
dermo lshmg what's availabde for the faniasnic
HIGH SPFEED TURBO SYSTEM £2.78 inc. pp

NEW MULTI-BUY ROM PACK 3: This is onfy @ smail ssmple af our Aiar 8.b4 compalible products, lor il defavs check out lssus 8 of our I2 page

cotmiogue, Bul firsl you will need fo regisier pouwr name sod Lo postal addreas on ow Dany Base. The cost of Ihis
*RALLY SPEEDWAY * U.S.FWTBALL . KAEDOH * FOOD FIGHT * warvics is jusl £3.60 for & coples |1 every § weeks): 08,00 Furape: £10.00 Elsewhene. AMernalively you can dovniosd
Our Normal price £20.00 Special 4 pack price £12.50 inc. p/p e s e i R s
1B e e e m e aise ; ;
78 :DISPLAY LIST INTERRUPT DEMO 1 0488 LDY H6
I8 ;BY D.J.LEA.... FEB '92 a4i8 bLﬂUF LA (DLST? .Y
G R i i g e A O 0428 CLC
58 ; 8438 ADC HL2B
(1] :b i diis d ad448 5Ta (DLSTX,Y
78 SDLSTL= 8458 INY
88 pLST=283 @468 CPY HZ9
98 COLPF=53270 8478 BMNE DLOOP
8188 VCOUNT=S4Z83 p4ase
8118 HSYNC=5S4282 9498 ;set the DPisplay interrupt
ei1ze ; g 8588 ;vectors to my routine
81318 =-5S50688 asia ;
8148 ; #5728 LDa BPLILZSS ;high byte of DLI
@158 ;Setup Display List a53I8 5Ta S12
a168 @548 LDA HDLIFZS56 :low byte of DLY
8178 LDAa SDLSTL ;Copy dlist vectors 8558 5Th S13
:i:: E;: :LET ito page Iero 8560 LDA H5CO j;activate DLI's
DLSTL#1 as78 5Tn S5D48E
n;nn STA DLST+1 isetup routine 8588 RTS :return from subroutine
azie ; as%a ;
:ii: }Th: fn:;::?:: :ﬁ:ﬁi:ﬂ ;:stxza 0688 ;Display List Interrupt routine
jsetup i i adds asie ;
8248 :to the appropriate byteés in a67a ;LI
8258 ;the display list 8638 PHAa (store accumulator on stachk
aze8 ; @648 SEI :;set interrupt flag
8278 ;add 128 to bytes 2 and 3 8658 LDA VCOUNT ;screen line value
:::: :an 8668 LSRR A ;quarter I
Hz
@678 LSR A
#Z88 DLOPH LDA (DLSTY,Y 4688 CLC
8318 CLC 8698 aDC 20 :add on location 28
é31za ADC BLZE8 8788 5TA HSYNC ;pause for a scanline
HI:H ::ﬂ (DLST) , Y Aa71i8 S5ThA COLPF+2 ;screen colour
8348 ¥
8728 CLC
BIse CPY H4 8a7Ia apc o8
8360 BME DLOPK @748 STA COLPF+1 ;text colour
azze ; 8758 PLA ;pull accum. from stack
8388 ;add 128 to bytes & to I8 8768 RTI :;return from interrupt
e — S
Source for Display List Interrupts
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Well here we go again, another bumper pack of all that
is best in the world of Atari Classic tips. University work
has meant that this one was a bit late getting to the
editor but | hope he'll forgive me _for that (chance would
be a fine thing!).

Comic Relief has been and gone once again but the fun
doesn’t stop there, [ hope to continue it for those of you
who read this. This month we have the solution to
Snowball (T hope ... it's huge!). Anyway stop yapping

and ..... zzy wizzy lets get bizzy!
Roy Astley has spent two months solving
RICK HANSON and has now kindly allowed
advenlure oul and let's get going!.
It's late at night now and [ will not risk me
rity and general well being, so everything is the right way
round. [ | know that it’s boring but you can't have everything)

me (o publish his hard work, so get your
eve sight, sanity, beauty sleep, artistic integ-

W, |, GET RECORDER, PLAY RECORDER, (PRESS SPACE),
THROW RECORDER, O, W, N, GETPIE, S, W, U, N, N, D, N, E,
GET SPANNER, W, 5, U,5,5,D,E, E, E, N, GET POLISH, 5, W,
W, W, U, N, (WAIT 6 TIMES), LEAP, D, HIT MAN WITH SPANNER,
0, D, D, SE, S, SW, W, NW, N, W, W, W, GET COIN, W, S, W, GET
RAZOR.E.N,E, N, E, |, GET HOOK, O, W, I, W, S, S, READ
NUMBERS, N, N,E, O,5,E.E, S5, S, W, W, W, W, 5, |, PUT COIN
IN BAMDIT, PLAY BANDIT, GET COIN, W, PAY BARTENDER
COIN, DRINK ALE, U, U, U, U, N, N, N, OPEN DOOR, E, SLEEP,
GET LETTER, READ LETTER, W, N, OPEN W DOOR, W, SHAVE
WITH RAZOR, E, S§,5,5,5,0,D,D0,D,E,O,N,E,E, E,E,N, N,
W, W.N I,W, S, S, READ NUMBERS, E, S, E, U, NE, E, CUT
ROPE WITH RAZOR, GET ROPE, W, SW, D, W, N, N, N, O, N, W,
I, ASK FOR 12 APOSTLES, READ BOOK, O, E, N, NW, N, N, N,
N,W,S5 W, W, W, GET GLOVES, E, S, S, GETCLIP, N, N, E, E,
N, E, S, SE, |, PICK LOCK WITH CLIP, S, PULL JACK N, PULL
JACK NW, WEAR HANDKERCHIEF, N, (PRESS SPACE), SEEK,
GET BLADE, S, PULL JACK E, TURN HANDLE, PUSH JACK
UNDER TRUCK, PULL HANDLE, PULL HANDLE, TURN HANDLE
CLOCKWISE, LIE, N, (PRESS SPACE), WEAR GLOVES, CUT
WIDE PIPE WITH BLADE, FILL BOTTLE WITH PETROL, 5,
STAND, W,SE, S, O, NW, N, N, NE, E, E,E, E, 5, 5, W, SW, GET
TYRE, |, GET COVER, O, NE, E, N, N, W, W, W, W, SW, 5, W, N,
N, SWIM, (PRESS SPACE), S, W, WAVE COVER, DODGE, W, N,
|, GET TOWEL, O, DROP PIE, N, N, W,DIG, GET GUN, NW, NE, E,
E, OPEN DOOR, I, E, N, GET SKIS, 5, W, O, W, N, TIE ROPE TO
HOOK, THROW ROPE, CLIMB, (PRESS SPACE), N, READ
WALL, S, W, NW, N, NE, N, E, WAX SKIS WITH POLISH, WEAR
SKIS, D, D, D, DROP SKIS, E, N, GET MATCH, S, WAIT, MAKE
BOMB, LIGHT BOMB, THROW BOMB, S, DROP SUIT, E, N, GET
UNIFORM, WEAR UNIFORM, |, DRIVE, DRIVE, DRIVE, GALOOP,
DRIVE, O, S, OPENDOOR,E, LN, O, 5, O, U, N, D, D, D, W, W,
W, N, GET SCREWDRIVER, S.E,E,E,E,E,E,D,D, D, W, N, N,
E, GET BULLET,E,S, S, W, U, U, U, E,E,N. N, E, E, 5, TYPE
18970, S, OPEN DOOR WITH SCREWDRIVER, S, KILL THE
GEMNERAL WITH RAZOR DA DA DAHIIIE)
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A plethora of tips for FANTASTIC SOCCER come from
John Hubbock and Paul Gilmore from Liverpool. When you are
running in to tackle the opposition keep your finger on the
bulion and you will easily get the ball and send the opposition
flying. When shooting, run to the corner of the area and keep
the finger on the button and aim for the goal. If there are no
players between the goal and you then you'll have lobbed the
goalie and scored in the top corner. When you are trying lo
run faster, just keep slide tackling and you'll end up going
much faster and always pick the defence that has the five
defenders which makes it the best for this type of game.

Hold the joystick down and to the left if you are the white
player or down and to the right il you are the red player

Last, bui not least, John throws in a couple of tips for
RAMPAGE. On some buildings vou can climb to where the
windows end and punch the building as much as you like
which gives yvou points beyond points. Also when your partner
dies and turns back into a human, you can run over to him
and eat him (or her!)

GAUNTLET

Yel again GAUNTLET has given rise to another Lip, this
time from Stephen Hargreaves of Crewe, Il you find it hard to
pass tricky rooms that only have enough Keys Lo gel oul in the
right sequence then what you have to do is as follows. In two
player mode both players can pick up the same key, enabling
the room Lo be completed easily. All you have to do is both
move Lo collect the same key (from the adjacent space) al
exactly the same time. Incidentally this can also be used lor
collecting food and potions.

| think this is a first in that we have a quick tip for ALTER-
NATIVE REALITY (rom Frank Cunningham of Stirling in
Scotland. He says that the riddle of the doors of Acrimimirils
Tomhbis 2. 1, 1, 2, 2, [second door, first door, first door, second
door, second door).

FABULOUS THREESOME

Hints for TAPPER, TWILIGHT WORLD and FRED
come from Lee Nelson of Woolwich.

First of all when you lose all of your lives in TAPPER,
simply press fire Lo restart where you lefi off. This can be done
indefinitely

If you see cracks in any of the walls, in TWILIGHT
WORLD it is very likely that there is an entrance to a secrel
level there.

On level six of FRED, try lo stay on the top platforms for as
long as possible as there are many bonuses to be had.
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has now finally come. He provides us now with the

complete solution to SNOWBALL from Level 9. [ts a
hit big, what follows below is the full complete solution, written
the right way round (‘cos it takes too long the other way!]. He
also provided me with some maps but | can't promise that
they'll appear this issue ‘cos there’s nine pages of them! If they
don’'t appear this issue then they'll be with you shortly O.K.?

Remember that the solution is round the right way so that

PUNCH DOG = PUNCH DOG [simple really!)

S imon Carter has been waiting a long time but his time

Let's gotl!

Open the coffin by pulling the lever. Get out and go North to
the mortuary entrance. Summon another coffin by pressing
any three buttons. Go south and use the coffin to go through
the trapdoor in the ceiling to the next level. Go North again
and leave through the mortuary door, avoiding Nightingales at
all costs, Travel east until you reach a button in the floor.
Press this button once to call the lift,

Enter the lift and after the door has closed go down through
the floor, Continue descending until you reach a pit with a
toolbox in, After taking this toolbox go up through the lift and
beyond until you come to a trapdoor at the top of the shaft.
Open this door. Once through go South until you come to an
airlock. The trip is long so don't be fooled by repetitive loca
Lions.

Once in the airlock you will find two buttons - green and
vellow. The rule with airlocks is that the green button opens
the door you have just come through whilst the yellow button
opens the door you are about to go through. In this case the
green button will open the north door and the South door will
be apened by the yellow button.

Go through the South door until you reach the smooth
cylinder. Go down from the smooth cylinder into the massage
parlour and get on the couch. Wait there for one turn and then
gel off. Having a message enables you to carry more items,
Staying on the couch has very serious consequences .....(no
prizes for guessing what they are!) :

After having the message go east and get the stacker lift but
leave the scalpel. Return to the smooth cylinder and g0 South
to the cyladder. Wait here for a robot to approach and follow it
down. You can try before a robot arrives but you will be
rejected.

Now go North from the large low room, through the library,
into the mempak archive. Get the mempak and return o the
library. Insert the mempak into the viewer and then examine
the viewer. Two codes will be given - yours and the crew
member you are supposed to wake. Make a note of the crew
member’s as it is vitally important. Using the screwdriver from
the toolbox get the batpak from the viewer.

Now go to the cards and examine the airbed. You will find
some LED's. Upon examination it will be discovered that they
are in fact a diagnostic probe. Go to the cupboard to the North
of the diner and get both cup and lamp. Return to the diner
and insert the cup into the machine. After filling the cup with
thin lentil custard go to the holoprojectors South of the S.W.
freezer control. Once there search the body and take the
bracelet, necklace and Kevlar leotard.

a complete walk-through
by Simon Carter

Now go to the console and wear the visor. To call up the menu
examine the screern: LOOK AT (X). BLINK (where X is a
number).

Return to the diner and enter the date, This will bring vou
close to the damaged janitor droid. When you find him attach
the diagnostic probe to him,

Once you have found out which part he requires look for it in
the surrounding area. When it is in your possession give the
part to the droid and he will give you a bubble helmet.

Now you need to obtain the lance from the droid handling the
stores. This is accomplished by the following method:

1. Get the red ticket from the red ticket machine.

2. Swap the red ticket for a red form.

3. Gel the green tickel form the green ticket machine,

4. Swap the red form and the green ticket for an orange form.
5. Get another red ticket,

6. Swap the red ticket and the orange form for a yellow form.

7. Get another greenJticket.

8. Swap the green ticket and the yellow form for a green form.
9. Gel another red ticket.

10. Swap the red ticket and green form for the lance. (phew!)

Now go Lo the narrow Marbon cylinder and enter the airlock.
Remember here to wear the leotard and helmel. Also insert the
batpak in the lamp. You are now ready to traverse the Web,
This will take you to the snowfield below the platform A.
Summon the monorail and use it to go to platform B. Enter the
Snowball Hilton and go south until you reach a store room
with a flask of air and an aerosol can. Attach the flask to your
helmet and place the can in the toolbox. Now close the toolbox,

Return to Platform B and visit Platforms D, F and H. At D get
the shovel. At F go to the south corner of the cave and get the
linked cylinders. At H go to the large hanger and get the
ceramic armour. Now go to Platform C and dig in the snow by
the ladder to find the keys to the snowdozer. Enter the snow
dozer itsellf and get the fire extinguisher. Leave the snowdozer.
Once you are next to the ladder drop everything except the
cup, leotard, bracelet, stacker lift and the helmet. By now you
need to wake the crew member to obtain the security code for
the door in the "Hilton".

The key for the crew member code you received in the library
is as follows:-

Colour 1. Mortuary door - Blue or green.
Colour 2. Colour of freezer disk.

Colour 3. Sector on the corridor,

Colour 4. Level of freezer disk.

Colour 5, 6, 7. Coflin code jisell,

Return to the first airlock you used and go North. Examine
the bracelet you removed from the body regularly. It will have a
series of colours on it. When the last colour is the same as

it goes on over here =
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QUICK E'S ***** QUICK E’'S ***** QUICK E'S ***** QUICK E’'S

Two Quickies from Fred Meijer of The Netherlands. First up is another for FRED. If you type In
GHAQS then you can select the starting level by pressing 0 to 8.

Secondly in MISSION SHARK, if you type in the name of the author JANUSZ PELC then
you can also select the starting level by prassing 0 to 9.

%N@Wj EB@&DJFI_*I continued

colour 2 on the crew members code go down the ramp in the
same colour section, Go East or West until you find the lift
button. Summeon the lift and go to the level corresponding
colour to number 4 above. If number 4 was blue then you
would press the blue button in the lill. Leave the lift and go
East or West checking for the bracelet against the lights in the
ceiling. When the lights in the ceiling are the same as colours
2 3 and 4 enter the mortuary corresponding Lo number 1
above, Now press the three buttons that are the same colours
as 5. 6 and 7 above. Take the coffin that appears to the revival
machine which is to the north of the lift. To lift the coffin you
need the stacker lift. Remember that you still have to avoid the
Nightingales, Once the crew member is awake give them the
cup with the thin lentil custard. They will then give you the
code for the security door. You can now return to the door and
go through. From the forest glade go Nort h East and get the
silver tray and flute. Go also to the observalory and gel the
dark glasses. From the pink room you need to get the cal.

Return to Platform C and go down (o the snowdozer. Wear the
ceramic armour and dark glasses and make sure you are in
possession of the lance and linked cylinders. You can now
repair the snowdozer track. Using the keys you found in the
snow enter the snowdozer, starl it by turning the key.

Now make sure you have got the toolbox, silver tray. fMute, cat
and fire extinguisher. Go to Platform D and descend the
ladder. From the bottom go North, through the ice tunnel until
you reach the massive waldr id. Here you can open the toolbox
with the aerosol in it. From here climb Jacob's ladder until you
reach the wide ledge. Drop the cat. This will go about removing
the slime to let you carry on. Climb the ramp and when you
reach the T-junction wave the silver tray. Then make your way
o the control room. After entering vou will see a terrorist with
a rather menacing bomb. Now play or blow the flute which will
shatter the bomb. You now have to extinguish the flames with
the fire extinguisher using PRESS EXTINGUISHER. You can
now return the ship to auto pilot by pulling another lever.

F~ifrrissrre>cid

HELP WANTED **** HELP WANTED **** HELP WANTED ****

Just one cry for help this issue. L.D. Baxter of Hove is absolutely stuck on QUESTRAU I

hope that | have spelt that correctly it could be QUESTRON]

He asks where is the trumpet? | think that he’s done everything right but there must be one
thing wrong. Also when he has crossed the sea and gone into the dungeons he cannot get oul -
the game stops and an error message s produced. It is different each time. He asks if there is
something wrong with the game or the disk or is he doing something wrong.

Right so, there is this issue’s challenge. Don't stand there reading this. get busy and solve L.D.

Baxter's problem.

The plea goes oul again for more maps and
stull to be sent in, it's gelting rather bare here
in the den and it needs filling up. Has anyone
got the solution and maps to Worm In Para-
dise. | have seen the maps before but U'll be
blowed il | can find the issue of Atari User
that they appeared in.

Anyway, see you next time. Bright eyed and
bushy tailed ready for plenty of exclusive tips.

lsswe &1 - Mew Atari User

Send your hints, tips and maps to

The Tipster
New Atari User
P. O. BOX 54

SCORING

You score points for each of the following achievements
. Opening the collin,

. Summoning another coflin.

. Reaching the top of the elevator shall.
. Being massaged.

. Using the cyladder

. Using the video viewer.

. Filling the square cup.

. Using the sereen at [reezer control.

9. Repairing the janitor droid.

10. Obtaining the lance.

11. Waking the frozen crew member.

12. Learning the security code.

13. Opening the security door.

14. Repairing the snowdozer track.

15. Starting the snowdozer.

16. Removing the massive waldroid.

17. Clearing the wide ledge of slime.

18. Destroying the portable laser.

19. Removing the hijacker from the control room.
20. Returning the ship to autopilot.

o BN s I R S

Sometimes after completing one of these tasks the score
doesn't register. howevet the score will usually be updated
later.

GENERAL HINTS

To avoid the tedious web journey collect the handgun and
step off the web. Wail until the game says you had better
match speeds. Then you should SHOOT GUN. This will place
you below one of the platforms. This is however a one-way
journey. To return use the spidroid hopper in the "Hilton'
which will take you back across the web. IL can also be used to
reiurn to the "Hilton™.

In the area beyond the security door use the holowand [rom
the snake pit to dispel the illusions.

FREE CASSETTES!

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

HOW TO CLAIM

If you see your name in this column
just drop us a line and say "My
name is and | claim my free
Tipster cassette’ and simply tell us
which cassette you would like (give
an aliernative just in case). We will
whip it off to you poste haste (or
straight away). If you preter you can
always give us a ring instead on the
usual number

Stafford
ST16 1DR




New XL/XE software

ith the bulk of new commercial

software originating in Poland

and Germany it's easy to over-
look the continuing enthusiasm of 8-bit
supporters on the other side of the Atlan-
tic. While Alari Corporation attempt to
reverse their losses with promises of Fal-
cons, Jaguars and other exotic creatures,
several other organisations have re
mained loyal to the 8-bits. Aerion Sofl-
ware ol New York is a new company Lo
the Atari scene and its President Emin
Kaunis says thal inspiration has been
gained from the lack of quality in current
computer games. He aims to fill the gap
with inexpensive, user-friendly, enjoyable
software. A tall order?

Aerion’s FURY is described as an action
adventure though in reality it's a simple
shool ‘em up. Your joystick controls an
unnamed hero whose role is to reclaim

FURY

land invaded by an evil wizard named
Taljun Cathu, There are five different
worlds (tree, rock, alien, inseclt and fire),
each constructed from several screens
viewed from an overhead perspective.
The minutely proportioned hero can walk
and lire single shots in any of the joystick
directions. Your aim is to annihilate a
variety of adverse inhabitants who other-
wise [ire back at you. You must also
collect various objects that could be to
your advantage. Some items bring you
extra health, some extra wealth and
others are rather un-
pleasant! Occasionally
you may enter a shop
and providing you've
attained sufficient cash
you can purchase spe
cial capabilities - faster
walking speed, increased
fire power, fireballs. con-
fusion spells, limited
shields and "Armage
ddon® smart bombs.
However, | completed
the first level without re
quiring any extras.
Aerlon describe the

MATH ENCOUNTER

Imaost all of the computer prog

rams that aim to teach maths do

so by creating a game which is
dependant on the user answering a num-
ber of numerical problems. Math En-
counter is no different but is somewhat
unique in being one of the very earliest of
this type of program that looks as good
today as when il was lirst released.

The first thing that sets Math Encounter
apart is that it comes as a ROM cartridge
so Is accessible to every Atari owner. The
second is that it was designed and prog-
rammed by Professor John Y. Hsu who,
presumably, is qualified in the education
ficld. It certainly looks that way when the
quality of the program is considered. The
game itsell is quite simple with four alien
spacecraft at the top of the screen and
your ‘Hypersonic Missile Craft” at the bot
tom. You choose the starting level and
the discipline from addition, subtraction,
multiplication and division and the [irst
problem comes rolling along the fool of
the screen.

On the first few levels the problems are

quile easy and you have a good deal of
time to work oul the answer. Each of the
four craft at the top of the screen has a
number, only one of which is correct.
You simply fire a missile at the ship you
think has the right answer. If correct you
score points and the next problem rolls
on, but if you did not gel it right then the
correct ship begins to flash allowing you
to shoot it and progress to the next prob-
lem. Initially the problems are quile easy
and most children who have learned
basic maths skills should be able to cope
and have fun doing so. On the first two
levels the screen can be frozen allowing
the child, or a parent. to study the
answer. On the highest levels however
even the most agile minded adult may
find things a little harder!

Levels 5 and 6 increase the arcade ele-
menl of the game requiring you to keep
an eye on fuel, avoid meteorites and col
leet fuel pods as you attempt to answer
the question. These levels force you to
retain the problem in your mind rather
than study it on screen for il is easy Lo

The Wrath of
Taljun Cathu

graphics as ‘state of the art’ but I'm not
sure which decade they are referring to.
The scenes are very straightforward in
deed and the text is excessively fuzzy and
difficult to read. Some of the nasties are
quite well drawn but the game is clearly
confined by unsophisticaled program
ming techniques. Sound elfects and
music are basic, in more ways than one!

Flaying Fury is like entering a time-
warp. It's reminiscent of those addictive
little arcade games of the early 1980's
good fun, but a million miles from the
technical standard of modern-day enter-
tainment. | had high hopes but, sadly. |
must conclude that Aerion will have to do
much better than this if they are to
accomplish their President’s commend
able objectives.

Aerion Software can be reached at P.C).
Box 1222, Riverdale Station, New Yorl,
NY 10471-1222, LISA.

Title: FURY

Supplier: Aerion Software
Price: 5$24.95 inclusive
‘Format: Disk

Reviewer Paul Rixon

linger in the path of a falling meteorite
while working out the answer by looking
at the problem.

The graphics are fairly simple bul quite
adequate for this type of program but
whalt has kept the program relevant
today is a good, sound understanding ol
the methods of teaching maths. There is
just the right balance of game playing
and teaching, making Math Encounter
ideal for all ages. The only thing that
seems to be missing is the ability Lo mix
problem types but then children are nor
mally taught only one concept at a time
so this is not a major problem.

The surprise is that this professionally
produced and boxed program has, seem
ingly. only just surfaced in the UK. It
should certainly have been available from
the beginning but we should be grateful
that there it did not disappear long ago
as most educational programs have
done. Delinitely one to put on vour edu
cational shopping list.

Title: MATH ENCOUNTER
Supplier: Micro Discount
Price: £ 5.95

Formai: ROM cartridge
Reviewer: Les Ellingham
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XL/XE UTILITIES

TRANSDIKIV

SOLVING SOME PROBLEMS

h no! nol another article on TransDisk IV, haven'l
there been enough already? Well, this article is dille
rent. While all other articles have taken a look at this

brilliant piece of software and pointed oul a few problems, this
article actually looks at how to solve them!

ENHANCED DENSITY PROBLEMS

The first problem is with the 1050 drive. Whereas 810 users
can use DOS 2.0 and XF551 owners can use a double density
D0S [SpariaDos or Mydos 4.0) to transfer TransDisk files from
one disk to another, us 1050 owners are stuck with a little
problem. DOS 2.5, and in fact all other enhanced density
DOS's, mess up the TransDisk menu and therelore cause all
sorts of trouble. The only way around this problem was to use
DOS 2.0 like our 810 counterparts, This however meant that
sectors 708 to 908 become unavailable to DOS. Thatl’s 200
sectors siraight down the drain on every disk you usc. What a
waste! On top of that, if TransDisk does save any games onto
these sectors (which will happen when all other sectors are
full). then these games too will become undccessible o DOS
2 0. Now, at lasi, there is an alternative.

The first thing to do is to format a disk. It really is necessary
that you start off with a totally blank disk so don't try lo use a
disk which has already got some files on it! This disk must be
formatted with DOS 2.0. Do not try to use DOS 2.5 since
Listing 1 only works with DOS 2.0. Now go back into Basic,
and type in program listing 1, checking it as you go with TYPQ

cs 1

uUH z REM ® TRAMSDISK FIX "
ZW I REM B Listing 1 n
HI 4 REM 11 by Raphael Espino n
56 5 REM

MC 6 REM

CY 7 REM

HMN 8 REM

FE 1286 RESTORE 1988:0PEN n1,8,0,"D:MDFDOS

VG 13I8 READ D:IF D=-1 THEM 158

WH 148 PUT M1,D:GOTO 130

LH 158 CLOSE m1

HL z8@& 7 :7 "ALL DOME!'

HM 1888 DATA 255,255,48,117,76,117,16%,12
S,141,18,17

5B 1916 DATA 169,176,141,49,31,.169,174,14
1,5%8,31,167

OB 1978 DATA 176,141,51,31,169,212,141,52
31,169,196

Eq4 1830 DATA 141,53,31,96,7224,2,225,12,48,
117,-1

Listing 1

20 ssue &1
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Raphael Espino has some
answers to some of the more
difficult aspects of transferring
from tape to disk

[Il. Onee this is done, save it onto your blank disk, and then
RUN it. If all goes well then you should be presented with the
All Done! message. Next go back into DOS 2.0 (by typing DOS),
and select the L option (BINARY LOAD) from the menu, and
when asked for the filename type in MDFDOS and press
RETURN. Alter that you should press RETURN again. Now il
vou look in the top right hand corner of the sereen you will see
that instead the usual DISK OPERATING SYSTEM Il VERSION
2.0s message, a new DISK OPERATING SYSTEM 11 VERSION
2.0TD message will be displayed, with the 2.0TD in inverse
video. The TD stands for TransDisk, and is there Lo remind you
that this DOS can ONLY be used with TransDisk game menu
disks. WARNING: DO NOT TRY TO USE THIS DOS WITH ANY
OTHER DISKS since you may corrupt them. Also do nol save
any other files onto the DOS 2.0TD disk excepi for Listings 2
and 3.

vou should now save the DOS files onlo your disk by using
the H option from the menu (WRITE DOS FILES). and then
clearly label this disk so that you don’t inadvertently use it for
anything other than TransDisk files.

If you have managed it this far then congratulations, you can
now fully use TransDisk IV along with your 1050 drive.

SALVAGING CORRUPT DISKS

The remaining problem now is what to do with those Trans
Disk IV disks which were corrupted with DOS 2.5. The best
thing you can do is to format a blank disk using TransDisk IV
and the same menu (XT or XL/XE) as the disk you want to fix.
Then using your new DOS 2.0TD copy all the liles from the
corrupted disk to the new one, using the O oplion (DUPLICATE
FILE). Do not use the J option (DUPLICATE DISK) since this
would corrupt your new disk as well. Finally you can re [ormat
your corrupted disk with TransDisk IV ready (o save any new
games on it.

GAMES WON'T WORK?

If, like me. you have found that some ol the games listed in
New Atari User's list of games that have been successfully




Cs
uH

av
KI
SG
cY
L1
IH
ou
VG
K&
av
Ko
I
Z1
BM
LP

HL
Zp

J0

ac

1 REHM

2 REM B TRANSDISK FIM - 4
3 REH © Listing Z e
4 REH B by Raphael Espino -
B REN B ——— e = a s E:
6 REM 1 NEW ATARI USER - APRIL 199X o
7 REM

& REM

118 7 "“"KRPATIENCE PLEASE"™

1280 CEK=@8:RESTORE 1088:0=-I8888

138 READ D:IF D=-1 THEM 150

148 POKE Q,D:CK=CK+D:0=0+1:GO0TOD 138

158 IF n<{IBSS8 THEN 7 "NOT EMOUGH DATH
1 END

155 IF Q)I@S5S0 THEN 7 "TOD MUCH DATA'"™
:END

168 IF CK{»>68781 THEN 7 :7 "“"ERROR IM D
ATA STATEMENTS, PLEASE CHECK'™:END

178 7 “"K*:7 “INSERT BLANK CASSETTE AND
PRESS RETURN'"

168 OPEM H1,8,128,C:*":POKE 850, 11:P0K
E 85Z,48:POKE 853,117:PDKE 856,3I8:PDKE
B57,2:I=USRLADR (“"hhhILVEP*)Y , 16)

198 CLOSE ni

88 T 7 "ALL DONE'™

ieee pATA ©,5,178 4,192,3,169,60,141,2
,211,169,9,133,10,169%,2084,133,11,16%, 8
13X

1818 paTa 203,133,205,169,192,133,704,
169,64,13%,206,168,8,177,283,145,205, 2
88, 288,249,238, 286

1828 DATA 230,204,248 ,17,165,204,201,7
68,208,237,169,27216,13%,204,2088,231,8,1

20.173,14,212,72

1830 DATA 169,080,141 ,14,212,173,1,211.4
1,254,141,1,211,169,192_,13X,206,169, 64
13X, 204,177

1848 DATA Z8I,145,205,280,708, 249,238,

204,239,206, 240,12,165,206,201,206, 208
+ 237,169, 216,133,286

1958 DATA 288,231,164 ,141,14,212,406,16

?,78,133,283,169,5,133,204,169,0,133,7

85,169,204 ,133

1060 DATA 206,177,203 ,r45,205,200, 208,
249,230,704 ,230,206,165,204,201,6, 268,
2X9,168,80;177,283

1878 DAaTo 145,205,260,192,165,208, 247,
169,192,133,285,169,X,133,2086,16%,.68,1
33,2903,169,5,133

1988 DPATA Z04,168,9,177,203,145,705,13

6,16,24%,24,96,17X,1,211,41,7254,141,1,
211,96,8

HWE 18%8 DATA 162,080,141 .47 ,7,141,7200,2,167
+12,141,82,3,162,16,32,86,228,167,3,14
1,82

MG 1188 pPATa I,169,92,141,84,3,16%,7285, 14
1,85,3,169,4,141,99,3,167,126,141,71,3
162

HG 111ie pATA 16,3I2,.86,228,169,7,141,.82,3,
169,255,141,688,3,141,87,3,16%,128,141,;
o4,I

GN 1128 DATA 169,.4,141,85,3,162,16,32,86,
228,48,T,24,144,51,192,136,240,47,169,
8,133

J& 1138 pATA 77,169,509 ,141,200,2,173,.868,3
»133,28%X,173,89,3,133,204,16%,12,141,8
2,3,162

GG 1148 pATA 16,32,86,228,169,255,141, 252
s 2,173,252 ,2,201,33,249,1308,201,6Z,748
122,208,243

In 1158 paTaA 173.88,.3,133,783,173,8%,.3.13
3,204,169,12,141,82,3,162,16,32,86,2286
s169,.8

0Z 11680 DaTA 141,77,8,169,219,141,2088,2,1
65,204,74,133,206,169,8,133,285,56, 165
s 293,229,205

oC 1178 pATA 13XX,7287,165,284,229%,206, 13X,
298,169,255 ,141,252,2,169,3,141,862,3.,1
67,8,141,78

ZY 1188 DATA 3,169,178 ,141,91,3,16%,%2,14
1,84,3,169,78%,141,85,3,167,16,32,86,2
28,169

HE 1199 DATA 11,141,.82,3,165,205,141,688,3
»165,206,141,89,3,169,128,141,84,3,16%
s4,141

W 1288 DATA B85,3,162,16,32,86,2268,169,12
»141,82,3,162,16,32,86,228,169,255,141
:IEZ,I L

LM 1218 DATA 169,3,141,682,3,169,8,141,78,
3,169,176,141,91,3,169,92,141,84,3,16%
» 285

KM 1228 DATA 141,85,3,162,16,32,86,228,16
9,11,141,82,3,24,165,205,1085,120,141,8
4,3,165

BU 1238 DATA 206,185.4,141,85,3,165,287,1
41,.88,3,165,2068,141,89,.3,162,16,32, 86,
Z28,162

ZP 1240 DATS 12,141,82,3,162,16,32,86,228
169,114,141 ,208,2,169,8,2088,252,67,58
;155,'.—1

Listing 2

transferred will not work on your 1050 drive, then the mosi

likely problem is that DOS 2.5 corrupled the game [ile. In this
case you should try to pass the game(s) [rom cassetie (o disk

again, but this time use an uncorrupted disk. Hopefully this
time you should find that the games will work perfectly. One

other note on copying files from one disk to another. and this

applies to all disk drives, is that most DOS's including DOS
2.07TD, cannot copy the bool seclors, and on the 1050 drive
not all the sectors above 908 can be copied. This is not a

problem il you only want to copy game files, but if you want to

copy the menu files from one disk to another then this can

cause problems. Probably the best thing to do is to use a
seclor editor/copier or some similar program to copy these
sectors [rom one disk to another.

OUT OF MEMORY PROBLEMS?

The other problem that I've set out to solve affects all unex-
panded BO0XL and 65XE owners [and indeed all 64K
machines). If you own one of these machines then you will

mosl likely know that there are some games which simply
can’'t be transferred to disk due (o lack of memory. I vou do try
Lo transier one of these games, then after aboutl 15 minuies or
so of loading the game you are presented with the OUT OF
MEMORY! message. Highly frustrating. You may think vou can
use the APFPEND function on these games, but then you
discover that the game comes with a small loader and a single
very large game file, and it is this large file that simply won't

fit. This therefore renders the APPEND option useless for these
casseltes, What's worse some of the best games fall into this
category - Zybex, Hardball. Fantastic Soccer. Kick Ofl, Cosmic
Pirate amongst others,

S0 what can you do about it? Well wouldnt it be nice if you
could somehow split this long file into two shorter ones, which
could then be loaded with TransDisk [V? Well, that is exactly
whal program Listing 2 does. Perhaps | should warn you
before going any [urther that it takes around an hour lo pass

each of these games onio disk in this way, but believe me, once

you have passed them it is well worth it. Just think, you will
now be able to load your favourite games in a minute or so,
and no more BOOT ERRORS! Anyway let’s gel on with it. All
1050 owners should first modify DOS 2.0 as described above,

Mew Atan User - ssue &1

21



22

810 users should use standard DOS 2.0, and XF551 owners a
TransDisk IV compatible double density DOS (SpartaDos or
Mydos 4.0). Now type in Listing 2 checking it with TYPO 1.
Save it to disk, and then repeat the process for Listing 3. 1050
owners should save both these programs onto their DOS
2.0TD disk, all other drives can use any disk they want.

You will now need a blank cassette. Any good quality 60 or 90
minute cassette should do. If you are tempted to use a lower
quality cassette, then remember that the better the cassetle,
the higher the chances of a successful transfer on your [irst
attempt. The process is as follows:

Step 1: First insert your blank casselte into your recorder,
rewind the cassette to the beginning, then wind it on a couple
of counts to get it past the leader. LOAD and RUN Listing 2
from disk. You should now hear two beeps. Press down both
the PLAY and RECORD buttons on your cassette recorder and
then press the RETURN key. The program should now save
itsell to cassette. The first step is now complete. You need only
do this step the first time round, after this the program will be
saved on your cassette and you can then use it as many times
as you wish.

Step 2: This step is only necessary il the game that you want
to transfer has a loader routine. A loader is a short piece of
code which loads in. (usually) displays a loading screen and
then loads in the game itself from the cassette. If the game
doesn't have a loader then skip this step. I it does then you
should pass this loader onto a disk in the usual way. That is
boot up with TransDisk [V, select the standard cassette read
option, select a one stage load, and then when it has finished
loading, save it Lo a disk using the Write option. The only
difference is that this file should be saved to disk with a .LDR
extension instead of the usual .0OBJ extension. So if for exam-
ple you were transferring Zybex, then you would save the
loader onto your disk as ZYBEX.LDR. This file should be saved
onto a TransDisk XL menu disk. If the game has more than
one ‘loader’ before the main piece of code, then you should
load them all in together (by using a multiple stage load. with
as many siages as ‘loaders’). and then save the file with a .LDR
exlension.

Note: It is a good idea to reset the cassette counter to 000 before
you start transferring the loader, and then make a note of the
counter when the loader has been transferred, just in case a
loading error occurs later on. If this is the case, then you should
rewined the cassette back to the beginning, reset the counier,
and then wind it on to the noted value, ready for your next
attempl.

Step 3: Pul the cassette onto which you saved Listing 2 in
your deck, rewind it to the beginning, switch your computer
AND disk drive off (after removing the disk first!) and then
press PLAY and switch your COMPUTER ONLY back on again
while holding down both the START and OPTION keys. and
then press RETURN. The program should now load from cas-
sette. Onee it has loaded you should hear one beep, and then
the cassette should stop. If this doesn’t happen, then rewind
and try again. If after a few goes you still haven't got it
working, then Listing 2 has most likely not been saved proper-
ly. so you must repeat step 1 again.

Note: Even if you do have to repeat step 1. you do not have io
repeat step 2. Step 2 need only be done once for each game that
you wish Lo transfer.

Step 4: Now wind your blank cassette on a couple of counts,
then replace your cassette with the cassette game you wish to
transfer and press PLAY and then RETURN. The game will now
start to load. If al any time the cassette stops and the screen
turns RED, then a loading error has occurred. I this happens
then you will need to rewind the cassette (see note on step 2 if
the game has a loader). and repeat steps 3 and 4 again. Il
however the cassette stops, you gel a GREEN screen and you
hear two beeps then the load was successful.

Step 5: You should now insert your blank cassette, reset the
cassetle counter back to 000, depress both the PLAY and
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RECORD keys on your deck and press RETURN. The game will
now be saved onto your blank cassette in two halves. Once the
first half has finished saving, the cassette will stop and you
will hear another two beeps. When this happens write down
the value of the cassette counter and press RETURN. The
second half will now be saved.

Step 6: You have now split the large file into two smaller parts.
This new version of the game, saved in two halves on your
cassette is totally useless on its own and if you do attempt to
boot it then you will simply get a boot error. Now you need to
boot up with TransDisk IV and rewind your cassette until the
counter reads 000. Then using the Standard cassette read
option from the menu, pass the first half onto a TransDisk XL
menu disk in the normal way, specifying a one stage load.
When saving this file use a .1 extension instead of a .OBJ
extension. Then repeat process for the second half, only this
time use a .2 extension. Again if you were transferring Zybex
you would save the first file as ZYBEX. 1 and the second one as
ZYBEX.2. If you get an error when loading the first half, then
rewind the cassette back to 000 and repeat this step again. If
you get an error while loading the second halfl then rewind the
cassette back to the counter value that you wrote down in step
5 and try again. If you gel several cassette read errors, always
in the same place when using TransDisk then the most likely
problem is that the file has not been saved properly, if this
happens then you should go back to step 3, and start again.
Note: All files should be saved under the same filename, with
only the extender changing. So in the Zybex example the files
should be saved as ZYBEX.LDR, ZYBEX. 1 and ZYBEX.2 for the
loader (if there is one), first and second halves respectively. If
you don’t use this convention then Listing 3 will NOT work. As
another example Hardball could be saved as HARDBALL.LDR,
HARDBALL. 1 and HARDBALL.2.

Step 7: If you have made it this far, then the hardest part has
been done and all that is left is to link the files back together
again. This is considerably easier and much less error prone
than splitting them up was. This is where Listing 3 comes in.
You should now re-boot, LOAD Listing 3 from disk and RUN it.
You will now be asked for a file name. If you want to see the
disk directory then you should press RETURN on its own at
this stage. Otherwise you should type in the same file name
that you used (o save the files to disk, but WITHOUT the
extension. So if you were transferring Zvbex, the files for which
were saved as ZYBEX.LDR, ZYBEX. 1, ZYBEX.2, you would
simply enter ZYBEX, no D: is necessary, but it will still work if
you do include one. For simplicity, only one disk drive is
supporied, so people who own two drives will still have to swap
disks like the rest of us. You will now be asked il the game had
a loader. If it has then press Y otherwise press N. All you have
to do now is follow the prompts. These prompts will ask you to
insert the right disks at the right times. The source disk(s) are
those onto which vou saved the split files (ZYBEX.LDR,
ZYBEX.1 AND ZYBEX.2 in the example), and these will be
referred to by the name of the file. So you will be asked to
insert, for example, the ZYBEX.LDR disk or the ZYBEX.2 disk
or whatever. The destination disk is the disk on which you
want the final working version of the game to be saved on.
Both the source and destination disk must be TransDisk IV
menu disks. The source and destination files may be on the
same disk, or they may all be on different disks, it is entirely
up to you. You must however have enough free seclors on the
destination disk to fit the whole joined file in. As a guide you
will need to add up the number of sectors taken up by the
loader (if there is one), and the first and second halves of the
game. So if for example the length of the files were as follows:

ZYBEX.LDR = 16 SECTORS
ZYBEX.1 = 198 SECTORS
ZYBEX.2 = 197 SECTORS
TOTAL =411 SECTORS




€5 1 REM
UH Z REM 1 TRANSBISKE FIX ]
BU I REM B Listing 3 u
HI 4 REM B by Raphael Espino u
%G 5 REM i
MC & REM
CY 7 REM
MM & REM

JE 18 GOTO Sead

RP 188 REM LOAD FILE

Ab 185 ¢ 7 7 "INSERT ";F5;" DISK"™:? "“anN
Db PRESS ANY KEY(I':GOSUB 1810

FH 118 TRAP 168:CLOSE HML:0PEN %11 .4 .8 ,F5

IM 170 POKE 850,7:POKE 852,.22Z4:PDKE B853.4
6:POKE 856,0:PO0KE 857,188

R 125 I-USRCADRC"“hhhLVEF'Y , 163

MO 138 NL=PEEKI[(856) : NH=PEEK(B57) :CLOSE ®H1
:GOTO 198

CH 168 TRaP 8190:IF PEEKC195)=136 THEN 138

PK 165 GOTO 818

AN 198 RETURM

¥a 288 REM SaVvE FILE

RS 20X IF WNOT LDR aAND HNWOT SC THEM N=(HL
AHH%ZSE) 132 :NH=INT (M- 256) : ML=N-NH%256

Ea 2064 IF NOT LDPR AND SC THEM M= (ML +MH*Z
S6) I :MH=INTIN/Z256) i NL=M—NH*256

UN 285 2 :7 %7 "INSERT DESTINATIOM DISK'™:
7 *AND PRESS ANY KEYL™:GOSUB 1818

BK Z87 FSILENIFS)-2)=""OB.J"

vQ 718 TRAP 818:IF 50 THEN CLOSE HZ:O0PEN
n2,8B,8,F5:50=8

IN 728 POKE 866,11:POKE 868,724+0Z:POKE 8
69,46 :POKE B872Z,NL:POKE 87X,MNH

00 225 I=ZUSRCADR " hhhILVEr*) , 322

0Y 238 IF S5C THEM CLOSE n2

a0 298 RETURN

RP 388 REM FILENAME

CU Zi8 IMPUT I%5

¥I 315 IF LENC(I5)=8 THEN NMS="":GODTO 398

JP 328 IF LENCIS)>1 THEN IF ISCZ,2)=":1" 7T
HEWM MM%=I%:GOTO IS8

IS 338 NMSIL,Z3=""D:"NM5I{I)=I5

JN 358 FOR Q=1 TO LENINMS) :IF NMS (O, Q)=".
" THEN MMS (@) =""":POP :GOTO 398

JuU ES55 MEHT 0

AP I%98 RETURN

YC 488 REM GET FILE MNAMES

EZT 418 T "K":7 “INPUT FILEMAME'™:GOSUB 308

HH 415 IF MHMS=""" THEN GOSUB 1Z88:LOTO 418

OE 428 27 :7 "l GADER?(Y/N)":GOSUB 1818:LDR
=ZC(K=87)

Al 498 RETURM

EW BB REM ERRDRS

BT 818 TRAP 818:CLOSE HL:CLOSE nz:7 "ERRD

~"; PEEK(195) :GOTO S@10

0L 1888 REM HAIT FOR KEY PRESS

HI 1818 POKE 764 ,255:CLOSE HI:0OPEN HMI,. 4,0
K" !GET NI, K:CLDSE HI:RETURMN

G5 1188 REM CONTROL

TR 1185 AZ=@:0=1:50=1:SC=@:7 "K*"

QU 1187 IF LDR THEN FS=MMS:FSC(LENCFS) +1) = I
“,LEPR":GOSUB 198:60%UB ZOO:LDR=-8

FH 1118 FS=NMS:FSCLENMIFSY+1)=*.1 *:0=1i

HS 1115 GOSUB 180:GOSUB 786

HY 1120 FS=MM$:FSC(LEMCLFS5)+13="".7
2=3:5C=1

HE 11386 GOSUB 180:GO0S5UB Z8e

CI 1198 RETURMN

GH 12080 REM DIRECTORY

S8 1218 TRAP B818:7T "RK":7? "“DIRECTORY:":7 :
CLOSE #1:0PEN 81.6,.0,"D:# %" :TRAP 1256

S5E 12268 INPUT #M1;0%:7 DS:GOTO 1226

RL 1250 CLOSE H1:? :7 "aMY KEY TO CONTIMU
E":GOSUB 1018

CK 1298 RETURMN

ZM S8908 DIM FS5C15) ,NMSC(15) ,D5(18) ,I5015)

HWI 5918 GOSUB 488

HG 5828 GOSUB Liee

YU 5838 7T :7 gl | DOME!™

KT 5848 ? :7 "RUN AGAINTL(Y/NI™:GODSUB 1616
:IF (K=8%) THEM RUM

FG S850 END

"io=1:a

Listing 3

vou would need at least 411 free sectors on your destination
disk.

If you have the appropriate number of free sectors or more left
on your destination disk then you are okay, otherwise you will
need another destination disk that has enough free sectors on
it. One thing to note is that the loader, and the two halves of
the game do not all have to be on the same source disk, cach
file can be on a separate disk if you wish. If both the source
and destination are the same disk, then there is no need to
swap disks when prompted, just press RETURN. The destina-
tion file will now be saved with an .OBJ extender and can be
run in the normal way. If at any time an error oceurs, vou will
be informed of this. If at any time you make a mistake and you
want to restart the program then stop the program with the
BREAK key and type RUN (and press RETURN]).

Note: Listing 3 will not delete the .LDR, .1 or .2 files, soifl you
want to get rid of them after they have been linked, then you
will have Lo delete them with a DOS.

NOT SO COMPLICATED

The above procedure can seem quile complicated at first, but

you will soon get the hang of it. In fact most of the stuff is quite

obvious (like press RETURN or press PLAY and RECORD!). If
however you do wish to have a couple of "practice’ runs, then
you can use a cassette game which has a very short loading
time. and which you have preferably already transferred to
TD4 in the usual manner. Using a short cassette for practising

has the advantage that it will normally take only 10 to 15
minutes to go through the whole procedure, and it gives you
confidence to tackle the longer games.

TECHNICAL NOTES

The cassette loader program (Listing 2) is rather crude since
by necessity it has to take up very little memory, therelore
leaving as much as possible for the game. It even swilches the
screen off to gain an extra 1K of memory, and the main code
itself is actually hidden in the RAM under the 0.5, ROM's, this
means that it should be possible to pass a game even il il uses
up all 48K of RAM.

Listing 3 should only be used with Atari Basic and not Turbo
Basic. If you do try and use it with Turbo Basic then it will lock
up. The reason for this is that the program assumes thail
certain areas of memory will be empty, which will be the case
in Atari Basic but not in Turbo Basic. Sorry, but [ wanted to
keep the listing as short and as simple as possible, and
besides there is no real gain from using this program in Turbo
Basic anyway.

Finally, you will only be able to pass standard cassetles with
these programs. Any cassettes that have been saved in the
non-standard format will not load into Listing 2. | have not yet
come across any non-standard format cassettes which can't be
translerred in the normal way on a 64K machine, but there
may be some out there.

| hope that you can now transfer all those problem tapes.
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T he final listing in this series is a game called SLIME
BLASTERS and, although simple, it demonstrates the
use of the three machine-code routines contained with-
in the INVADERS game, published in the last issue. If you
have the Invaders listing then you can save yoursell some time
by LISTing out lines 24100-24248 and using these as the basis
of this issue’s listing. The listing is heavily REMed and should
be fairly easy to understand, so type it in and don’t lorget to
save a copy before you RUN it.

HOW TO PLAY

The game involves two players, using both joysticks, who
move ships along the edges of the display, blasting globules of
space-slime. The first ship to reach the targel score, set before
playing, wins!

Once you have finished playing the game, you may wanl (o
use the routines that move the ships, sound the effects and
move the missiles, in your own program. If so then read on.

HOW TO USE
THE ROUTINES

The sprite (known on the Atari as a player) and missile
routines work in conjunction with the PMG (Player Missile
Graphics) system. Before calling the routines you must:-

| Store all data for the player images and sound eflects in

memory - Lines 140 - 415

Set up your display (Playfield) - Lines 700 - 728

3 Before each game, clear a page at 1536 and store
movement table - Lines 730 - 732
Set up the PMG system - Lines 750 - 755

5 If you are using the sound routine, enter a line equal Lo
line 795

b

THE SPRITE ROUTINE

To use the sprite routlines you must have some sprite shape
data in memory. The computer interprets this data in the same
way as GRAPHICS 0 font data. the dillerence being that sprite
data can be more than eight bytes long,

The format for the sprite call is:-

CALL=USR (SPRITE, SPRITE, SPR, PMB, IMG, FLN, FNM,
ATP, ASP, DIR, LNX, LNY, STX, STY, YMN, ¥YMX, PSX,
PSY, CLN, CVL)
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Steve Lakey concludes
his series by letting you
in on the programming

secrets behind his games

The parameters in this call are as [ollows

SPRITE - Range: Not Valid

This is the address of the routine, which can be stored any
where in available RAM. As you can see, it has to be entered
twice at the beginning of the calling command

SPR - Range: 0 -3

This is the sprite number. equal to the player number

PMB - Range: See lext

This is the base page of your PMG area (PMG AREA/256). If
you use a different PMG area to the one in Listing 6, then it
must be on a 2K boundary

MG
This is the address of the image data for this particular sprite.
If there is more than one frame to your sprite, then each frame
should be the same size and be placed in memory, one alter
the other

FLN

This holds the length of a frame, even if there is only one

Range: Not Valid

Range: 1 - 64

FNM - Range: | - 255
This holds the number of frames
ATP - Range: See (ext
This is the Animation Type:
0 = Wrap around animation
feg. 1.2,.3.4-1,2. 3, 4-1.2, 3 4)
1 = Rebound animation
eg 1.2.3.4-4,.3.2,1-1,2, 3, 4]
Adding a 2 to ATP will direct the routine to tesl jo watick 2, as
long as joysticks have been enabled with DIR
ASP - Range: 1 - 255
This is the Animation Speed, 1=Fast 255=Very Slow

continued on page 28
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SLIME BLASTERS

L
HH
R

JC
JB
JE
TY

NL

cT

v

BH

JR
ZL

ay
CF
T
GO
BT
KG
PE
PC

HJ

HH
BP

v
HT

Z.d

J.
HB

sa
JJ
M
PO
I
5P
5p
RY
™
RO

188 REM *ﬂH*ﬂiﬂ*ﬂﬂhﬂ*ﬂ*ﬂﬂ*ﬂ*ﬁlﬂ?{iﬂiﬂ
185 REM = "SLIME BLASTERS® L3
118 REM = By Stephen Lakey »
115 REM ® ————eem . B e . -
128 REM = LISTING & L
125 REM # ~—-———— e mmm e e .
138 REM % MEW aTaRI USER - AGFPR 1991 =
LIS REM W00 a0 00000 - -0 3
129 REHM FAETINES

148 Hﬂ:i:.l:l:I?:Hllﬂl:ﬂ3=H2ilitGﬂ=lﬁﬂ

FIHIT=L7B8B:CONSOL=SZ279: COLUMB=85 : ROKH=
ﬂ‘:"ﬁ!51ﬂ=ﬂz:EHR&GH:?EI:HEH:ﬁZEBB

142 AUDCTL=53I768:REM aAaudio Control

145 POKE MAORGIMN,NO:POKE FiB . MB: 7 CHRS
1293 ;"Initialising,.."

150 DIM HHS C(188) ,CLSC17),SHIPCL1Z) ,EFF(

6) ,FOECLZ) ,PLYR(NZI) ,DIECNZ)

152 RESTORE 17808:FOR I=N® TO 73:READ
A:POKE HEX+I,a:NEXT I:REM Hexadecimal
To Memory Mover

154 CLS="hh1?h1> v (D¢ : REM Memory
Clearence Routine

168 SPRITE=II%928:MEM=SPRITE:LN=24188:L
~684:L05U8 23888 :REM Store Sprite Rout
ine

165 MISSILE=3XI200:MEMN=MISSILE:LN=Z24280
IL=676:GOSUB ZI800:REM Store Missile B

outine

1790 MOISE=-ZZ2680:MEM=NOISE:LM=Z473I0:L=3
fF31GOSUB ZIB88:REM Sound Routine

ias = tHESllZEl;"Initiiliiin!-.."

A AL NS TORE SHIP DATA|

196 PMB=-144:RESTORE J100B ! C=PMBE¥Z56: I=
NB:SHIPC(I)=C

385 READ A:IF A=-M2 THEN I=-T+MLi:S5HIPCT
IZSC:GOTO IBS:REM Set Sprite aAddress
Il® IF aA=-M1 THEM IS8

315 POKE C,A:C=CH+HL1:GOTOD I@S:REM Store
Pata

PRI WS TORE SOUME EFFECT DAaTA
3580 SND-143I256:RESTORE I0S08:C=5MD:I=
NB:EFF(I)=C

I55 READ A:IF A=-NZ THEN TI=-TI+M1:EFF{I}
SCIGOTO IS5:REM Set Effect Address

I68 IF A=-M1L THEM 488

I65 POKE C,A:C=CH*NL1:GCOTO 3IS5S:REM Store
pata i
399 REM EXIIIS
498 ALN=15Z2%256:RESTORE I7SP:C-aALN:I=

NB:FOEC(IY=C

485 READ A:IF A=-=NZ2 THEM I=I4#Ni:FOE (I}

SC:GOTO 405 :REM St Frame Address

418 IF A=-N1 THEN 788

415 POKE C,a:C=C+ML:GOTD 485:REM Store
Data

L NSET UP PLAYFIELD]

785 GRAPHICS @:POKE 708, 187:POKE 789%,8
IPOKE 711,232:POKE 710,8:DLIST=PEEK(SE
B +PEEKI(S61I %256

718 POKE DPLIST+I,.78:POKE DLIST*+6,6:REM
Line @ To GRAPHICS 1CANTIC 6)

715 POSITIOM NO.MNO:7 "PLAYER 1 PLAOY

ER 2'

718 POKE MARGIMN,N@:POKE CURSOR,NL:REM
5et Left Margin and Cursor OFfF

T8 % "™

"_lll—l-'_""

722 FOR Y=HN1 TO 28

724 FOR STAR=HD® TO 4:K=1+INT CRND [NB) %3
8) :POKE COLUMB,M¥:? *."; :NEXT STaR:?
726 MEXT ¥

78 ¥ ™

ll;

72% REM HANEHEETYIASEETTIISE

730 TARGET=188:K-USRCADRICLS), 1536) : RE
M Clear &4 Paged256 Bytes) At Page 6(%7
56)=1536

731 RESTORE 732:FOR TI=1671 TO 1671+15;
READ A:POKE I,A:MEHT I:REM Movewment Ta

NH

aH

1.3

DS
Ku

KF

PL

BG

JY

HG

aK

ap

LY

FF

aF

Yo

IS

RF

MR

CE

aE

KF

PT

i

NY

TR

M

Ji0

ble
732 pATHE O,1,1,1,08,255,255, 255, 255, 255
«8,%,4,1,8,255

734 IF PEEK(CONSOL)=I THEM IF TARGET (1
680 THEN TARGET-TARGET+S8:REM Check Op
tion?

7I6 IF PEEK(CONSOL)=5 THEN IF TARGET}>1
88 THEM TARGET-TARGET-58:REM Check Sel
ect

7I8 POSITION 4,16:7 “[ITAAEEEEAEEANE
RIS TN : TARGET ;-

748 IF PEEKCCONSOL)Y {}6 AMD STRIGI(N®) a4
NP STRIGINL1) THEM 734:REM Check START

and Both Triggers
742 POSITIOM 4,18:7

74% REW HAMNZ
758 PMBASE-S4279:REM You Store PMG Bas
e Page Here

751 PMACTL=SS9:REM Direct HMemory acces
5 Control iEnable PMG and Alters Displa
yl

752 HPOSMB=S53IZ48:REM Store Player/-Miss
ile Horizontal Location In S3IZ74B8-53255
754 WIDTH=SIZ2S56:GRACTL=S3IZ77:REM Playe
r Hidth:Graphics Control iEnables PMG)
755 PCOLR=704:PRIDR=GZI:REM Colour Reg
isters and Priority Select Register
7596 MMIEN=-S4Z86:GRAF=5IZ61:REM Non—Mas

kable Interupt Enable and Plaver/-Missi
1l Data Register S5IZ61-S5SI265

768 FOR C-PMBM#Z56+768 TD PHEM2S64+1797
STEP 2S56:K-USRCADRCICLSY ,C) :NEXT C:REM

Clear PMG area

765 POKE PMBASE, PMB:POKE DCHMACTL 62 : POK

E GRACTL,NI:REM System On

778 POKE PCOLR,8%1G4+6:POKE PCOLR+ML,52
tREM Set Ship Colours

775 POKE PRIOR,LG6+1:REM Missiles Colou

r In PEEK(711)+5rites Have Priority ov

er Background

798 SCORL=-N®:SCORZ-N@:POSITION 28 ,NB:?
SCORL;" ":POSITION 32 ,M8:? SCORZ;

L] (1]

795 FOR C=HB TOD M3I:SOUMND C,NB,NB , ND:DI

ECCI=NB:NEXRT C:REM Initialise Sound an

d Explode Flag

888 SPR=HWNE:REM Sprite(PLAYER) =@

881l IMG=5HIPISPR) :REM Image address

882 FLHNC11:FNM=4:REM Frame Length and

Quantity

8803 ATP-N@:ASP-6:REM Animation Type an

d Speed

8BB4 DIR-L1ZB8+43:REM Direction=Use Joyst;
Ck+MOo Vertical Movewment

885 LMNH-GB:LNY=-188:YMN=Z0:YMK=220:REM
Hovement BoxXI(LEFT:RIGHT:TOP:BOTTOM)
886 STH=-NI:STY=-N1:REM Horizontal & Ver
tical StepiAalters Speed)

BAT PSH-1ZB:!PSY=207:REM Initial Positi
ons

B8% CLN=1ZB:CUL=MB:REM Collision Switc

hk(DFFY and Value

810 GOSUB 20000:REM Set Bottom ShipiGa

me Player 1y

858 SPR=NL:IMG=SHIP(SPR) :REM Mext Spri
te and Image

855 ATP-NG+NZ:PSY=SS8:REM Set animation
Type + MZIUse Joystick 23

860 GOSUB ZAAAM:REM Set Top Ship

8#9% REM HRANEEIEENINE

308 MS5L=-NO:IMG=SHIP(MZ) :REM Access Mis
Sile ITmage For Missile @

981 FLNZ17:SHT-N3:REM Se&t Frawme Length
and SWitch To On

202 MOD=1ZB8+16+M1:REM Set 178(Stop Hra

P Around) 16(SpeedH?) 1fAaccess Startin

continved =
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PS5

HS

EU

Pu

ve

Yo

GH

JM

ET

L.J

PH

¥B6
TB

NC
HMT

CS5

HH
cc
Ha
XP

&Z
PR
Ia
GC
FHN
ar
IJ
™

Fa |
vec

3E
KT

KG
BL
5I
In
up

asS
J¥

GD

KM

KT

g position Indirectiyd

587 CLM=NZ:CVUL=1Z:REM Collision Switch
and Check Value

984 LMK=-MB:LMY=13I4:REM Horizontal and
vertical Movement Lengths

985 PSH=L764:PSY=1766:HEM Initial Pos.
tion Fetched Indirectly From These add
resgses Corresponding To Plaver 1

986 DPIR-17Z8:REM 1Z8(Hait For Trigger 1
3 + atHove UP)

987 STP=GOD:REM One OFf The Four Aaddress

es At GO Will Be Cleared On A Collisio
n Causing a Sprite To SToP.

988 DFH=NO:0FY=Z53:REM Mo Horizontal O
ffset,n Vertical Offseét

989 GOSUB Z82080:REM Bottom Ship Left M
issile

1@ MSL=NZ:IMG=SHIP (N3} :REH Missale 2
and Mext Data Image Address

917 OFH=6:GOSUB Z0Z08:REH Bottom Ship

Right Missile

920 MSL=ML:IMG=SHIP(4)

927 PSK=-A1765:P5Y=1769

9724 OFH=-M8:0FY=N8

926 DIR=-G4+4:REH G4 (TRIGGER 2) + 4 (Mov
e Dowh)

938 GOSUB 78288 :REM Top Ship Left Miss
ile

948 MSL=MI:IMG=SHIP (5]

945 OFK=6:G05UB Z28288:REM Top Ship Ri9
ht Hissile

949 REM ESETEEETITLTE

958 PODKE ﬁuncTL,HB:HUH=HD:5PEED=H1:R:U
Eﬂllntil.HﬂIﬁﬁ.SPEEB,HUH.EFF(HHHIJ:REH
Top Ship Laser

955 NUM=M1:H=USR{NOISE,WOLISE, SPEED, NUM
LJEFFINUM) ) : REM Bottom Ship Laser

968 MUM=MZ:H=-USRCMOISE,NOISE,SPEED, NUM
J,EFFLNLHI I : REM 51 ime Explode

599 REWM WXEN:IZ

1888 GOSUB S886:REM Space Sliwme

1858 GOSUB 4788:REM Explode S1ime?
1855 IF DIECNZ)<{)M® OR DIECN3) {}N@ THE

N 1498

iia8é IF SCORL>=TARGET OR SCORZ>»=-TARGET
THEN GOSUB S5588:G05UBF S6808:G05UE 1508
:GOTD T30

1498 GOTO 18688

1499 REM CISTNTETITER

1588 POSITION 6,1@:7 “CINNETE";

1585 IF SCORLY=TARGET THEM ? *fI";:GOTO
1515

1518 IF SCORZ}»=TARGET THEWN 7 "E";

IEIL- B RL HIMS ! ! (PRESS STARTJI

1578 ONM PEEKC(CONSOL) {}8 GOTO 1SZ8:RETU

RM :REM Mait For STaART Key

4499 REHM [GELITEONS
4588 SCORL=SCORL+18:POSITION 2@, NB:7 5
CoRiz™ ™

4558 GOTO 4610

4688 SCORZ=SCORZ+16:POSITIOM 32, N@:7 5
CORZ

4618 DIEC(SPRI=N1:REM Set Explode Flag

4615 RETURN

4699 REM IS CENFTINENTL

4708 FOR SPR=HNZ TO NI:REM Check Slime
Sprites

4782 IF DIECSPRY{>MB THEN 4758:REH Exp
ilode Hanted?

4784 MEXT SPR:RETURN

47580 IMG=FOEC(DIELSPR)) :REH faccess Corr
ect Franme

4752 IF DIEL{SPRI=-H1L THEWN POKE EFFINZDY,

M1:REM Turn On Sound Effect

4755 YMN=S6:YMH=Z16:REM MinimMmum vertic
al vView Coordinates

47608 CLN=128:CUL=MB:REM Collision Dete

ction DFF
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4765 FLM=15:FNM=1:REM DPata addesss,Fra

Mée Length, Mo, OFf Frames

AFT70 ﬁiu:-a:5Tv:no=Luu:ue=Luv=un:b1n:N

P:REM Routine MWill Just Plot Not Move
4775 PEH:PEEK11754+5PHJ:P5?:PEEKII?E!+

SPRY :REM Use current Positions

4778 TF DIECSPRI>M1 THEM POKE HIDTH+5P

R,M1:REM Double Hidth

4779 POKE PCOLR+SPR, 14 :REHM Turn Hhite

4788 GOSUB Z28686:REH Plot Frame

4785 DIEC(SPRI=DIEC(SPR)+NL:ON BIE (SPR) <

4 GOTO 4784

4798 H-USR(ADR(CLS) ,PMBRZS6+1024+ (SPRN
25631 :HEM Clear Sprite Strap

4792 POKE EFFINZ) , M8:!REM Sound Effect

OfFf

4795 POKE HIT+SPR,N8:DIECSPRI=NO:GOTOD
4704 :REM Clear Explode Indicator

4999 REM

s@@B@ FOR SPR=NZ TO NI:REM Slime Is Spr
ites 7 & 2

5881 IF DIECSPR)=N@ AND (PEEKLHIT+5PR]

=Nl OR PEEKLHIT+SPRI=NI) THENM GOSUB 45

88 :REM Plavyer 1 Score

sae? IF DIECSPR)I=-MNB aNp (PEEKTHIT+53PR)
-NZ OR PEEKCHIT#5PRI=4) THEN GO3SUB 468

B:REM Player Z 5Score

5883 IF DIECSPRI-N@ AND PEEK (GO+5PRI =N
8@ aNp PEEKCHIT+5PRI=NE® THEN GOSUSB 5188
:REM Hew S1ime

S84 NEMNT SPR:RETURM

58%9 REH

5188 YMN=S6:YMN=Z16:REM Minimum VYertic
al View Coordinates

5185 CLN=1Z8:CUL=MN8:REH Collision Dete
ction OFF

5118 IHE:FﬂEtH|}:FLH:&EtFHH:I:IEH Data
addesss,Frameé Length,No. O0Ff Frames
5115 ATP=NB:ASP=18:REM aAnimation Type,
animation Speed

5178 DIR=1+IMT (RND(NO8)*8) :REM Directio

n

5125 OM DIR GOSUB Gl00,6158,6208 6258,
6308,6X50,6400,6458

51318 K=USR (ADR (CL5) , PMBEZS6+10824+ (SPR¥
25633 REM Clear Sprite Strip

5135 POKE P¢0Ll*5PE.150+I5Pﬂiﬂ!I1HEH 5
et Colour

5138 DIE(SPRI=N8:FPOKE HWIDTH*SPR, M8 REM
Hormal MHidth

5148 GOSUB 28868 :REM 5et Sprite

5158 RETURM

5499 REM

ssa@8 POKE NMIEN,N8:REM Turm 0.5 Off
5585 POKE S48, 138:POKE 49,194 :REM Tur
n 0DFFf Sprite Routine

5518 POKE S46,2Z26:POKE 547 ,192:REM Tur

n OFF Missile Routine

5515 POKE 538,N@8:REM Sound Off

5578 FOR C=N® TO M3 :SOUND C,NB, MO, NB:N
EXT C:REM Clear Residue Sound

5525 POKE MHMIEN,G4:REM 0.5 On

5530 RETURN

5599 REM ENTLENEGIEVENTE

5600 POKE GRACTL,MB:REM PMG Off

5685 FOR C=N@ TO 4:POKE GRAF+C,N8:NEXRT
C:REM Clear Player and Missile Stripe
s From SCcreen

5610 FOR C=H@ TOD 7:POKE HPOSNB+C , N8 : NE
KT C:REHM Clear Sprite & Missile Horizo
ntal Positions

5615 POKE DMACTL,34:REM standard Displ
ay

5678 RETURMN

65899 REM

G188 LMX=i85:LNY=-N8:REM Horizontal And
Vertical Movement Lengths.

Fe—
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BL1IB PSH=Z21Z:PSY=78+INTCRND (NO)*115) :'R
EM Horizontal and Vertical Starting Fo
sitions.

G115 STH=NZ:S5TY=NB8:REM STEP Values
6128 DIR-G:REM AcCctual Direction

G148 RETURM

G6l49% REM

G158 LNM=185:LMNY=MB8

Bi55 PSH=48:PSY=78+INT (RND (NB)I*115)
G168 STH=NZ:S5TY=NO

6165 DIR=Z

6178 RETURM

6199 REM

6288 LNH=188:LNY=188

6218 PSH=44:PS5Y=68

6215 STH=NZ:S5TY=MN1

6228 DIR=3Z

6245 RETURM

6249 REM CHITEIENENE]

G258 LNMZ-168:LNY=188

6255 PSH=Z84:P5Y=68

6268 STH-MZ:5TY¥Y=-N1

6265 DIR=S

6295 RETURMN

6299 REM

6308 LMX=-180:LNY=108

6382 PSH=44:P5Y¥=195

GI1LB STH=NZ:STY=N1

6315 DPIR=1

6345 RETURM

6349 REM

6358 LNK=1G6B:LNY=188

6352 PSH=-Z84:P5Y=195

6354 STH=NZ:5TY-MN1

63686 DPIR=7

6195 RETURMN

6399 REM ENDTECECREN

G488 LNK=-NB:LNY=198

GABZ PSH=4B8+INTCRNDCHB)®147) :P5Y=-48
GALlE STHE-NO:5TY=HNZ

G414 DIR=4

6445 RETURN

6449 REM

G458 LNX=-NB:LNY=198

G455 PSH-48+INTC(RNDCNB)*147) :P3Y=Z88
G468 STH-NB:STY=NZ

G465 DIR=NO

6495 RETURM

IT RS- 1A, MHEHADECIMAL TO MEMORY MOVER
170908 DAaTA 104,104,133 ,204,184,133,283
;104,184,133 ,205,1684,133,287,184,13X.,2
86,168,0,132,20%,177,2086,56,233

17882 DPOATA 48,281 ,16,144,2,233,7,24,18
;18,18;,18,133,208,200,177,2086,56,233,4
8,201,16,144,2,23Z

i7a84d4 DATA 7,24,1081.208,133,206,152,72
;164,209,165 ,208,145,282,230,209,1604,1
66,200,196, 205,206, 204,96

19929% REM MONNEELLFSIEETTTRELTS

28888 H=USRISPRITE,SPRITE,SPR,PHB,IMG,
FLM,FNM, ATP, ASP,DIR,LNX,LNY,STH,STY,¥YM
M,¥YMX,PSN,PSY,CLN,CVL) tRETURN

FOIR LI TS MCALL MISSILE ROUTINE

2208 H-USRIMISSILE,MISSILE,PMB®ZS6, M5
L,SHT ,HOD ,OF K, OFY,DIR,CLN,CVUL,LNK,LNY,
PSK,PSY, IMG,FLN,S5TP ,HIT) :RETURMN

rerh LIS W= TORE MACHIME CODE

71808 RESTORE LM:? CHRSC12Z5);"Reading
Block A4t Line ";LN

ZIB0Z READ HMXS :M-USR(HEX, HEM, LEN CHHS5)Y ,
ADRCHMS)Y ) :L=L—=CLENCHKS5) 2] : MHEM=MEM* (LE
MCHKS) 722 :0OM L>MB GOTO Z3I88Z2:RETURMN
FICLL I MSPRITE MOVEHENT ROUTINE]
Z4188 DAaTA 6GB6B8BDB6OGLE6B6ICIBDASOGYRD
JEEBGOGADZSAZCDBGAGFALEAZOIAIIOIDIFA6T
PFCAGCALAF 7AEA6B6ACESAG6AIDTZBSCE4AGD
Z4182 pATA 6BLBAADPANBEEGEBDI9BO66E222DA
G6EB999CAG68689DA4OGEB682DABAGEBEBIDACH
G6A689DBAOGIDBABGAIDGIDESOEIDBECALSD

-
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24104 DATA FCAGHB6BIDCAAG6EB669DCABGIDC
BAGEEGAYDCCOGIDDAAGGEA689DD4AB6GE6EI DDA
66B683DDCAGGE6AIDEARGHGOEBIDE4BGIDEC
24106 DATA @61B7DCABHIDCAB66B868%DEAGET
DFOBGELB7DCCAGIDCCAGBAIDF4A66B68I066180
ABA7DF4069DF4066B689DFERGOFBLIDI TBE
Z4188 DATA GBAZOIBDF4063817ABBDFEA6D20
ADBDEBEBCY7HGFOA?FBIDFCAGEEIEIDIIBECAL
PELEBGBELEDPEDAAFABABDI7OGDDABEREDRA
24118 DATA DOFZACHGZEA1BB840408B99CHAGESC
BBY9DBGASCCBCEEOGFRALALBASCEB7DA4B685CED
88ZEGCCLBBBDBFALEA0085CDBAGIDAGDFE
24117 DATA OEBSCEBCESOGBACFADDOFBOZDOB
4984880 CABLIABCASCFDDESRGRBREDDDCAGIDR
I6BAB4BBICEBA4CFIICPEGCFHBABLBIBDD AL
24114 DATA AGDADIFEAZDADIBDABBGCIBLFAS
SPEBBAGDASABDB406IDBOAGEDACBE2YFODALIF
EBBOGBEDBERGDDABRGDAIEAIORIDBEAGLEIE
Z4ii6 DATA IABDECOGDALCFEBABGBDBEAGDDA
BOEDBZODERBBAGCYRLFAASPERBOGAIALIDBLCAGD
AOFDEBSAGLABANYALIDBEAGATIBRIDECELED
24118 pATA E4867D0ADBLEFOBZDAI7LEBDCAS
638066BDD48685CFDPAASIDCEAGFALEBDCEAGFAL
SDECE8GBCCON616B987B6FODIFEECA67DEAL
Z4128 DATA @EYDE4AGCHECFDPEZIBDDEOGASCFD
a8s9pPDe8GFRLERDDROGFBLIDEDSBGBCCARGLEE
9BFOGFOOIFEFAO67DESBSGPDEBRGCECFDOER
241227 DATA BDDAAGDOBABDCBOEDBBSATIDBIDY
7OGEBDAIZBOACOGAAABBDCODGL97E8ZABCIEFF
PEDZ983I498IFBZCP?8487901D081LIBCDEAGED
74174 DATA DCAGDDESBGFB1ICEESBGB88DOFZF
@11BCDOARGEDPEORGDDPEDPGFOBGFEESRGEBDAFZE6
BABYBZYBCAIPCFABA982984DA1LIBCDABGED
24176 DATA CHBBGDDE4BGFOAADEE40GBBDOF2ZF
@9CBCD4RGBDDABGDDEABGFB91FEE486880D0F 2F
a9

FSER L NI MHISSILE HOVEMEMT

24788 DATA GBAGEBDALOGGBEBDOBAGEBEDBIAGE
BEDOZOGEEB6EANGEGEIDBLAAGEE6BIDIERGHE6EY
POCeG68689D 1006686890 14068A70 180616
24207 DATA PAABGBGEIOAGLEDABATDLIEOGID]
BOGGEGBIDICAE6EB689DZOBGID 2486686890208
69D ZCH66E8993186993I%0668993006993886
Z4Z04 DATA 689941069%249066897480633480
668995186689950066868905806688D5006688
PSCRAGEEADPSFOGEEEDSENGLBADDLPGARADBE
Z4Z206 DAaTA PE6EPA4ABIBBLEBLBAIRGEZOSCE4G
BnZOIBDO406D0RGCALAFBACSFEACYBIDASCEAL
BOAABBDZ4869D20B6BDZCEGIDZ2BAGEIIBA6
Z4288 DATA 293I086B7IFO6II3I106874886974
PEGE?4996994 1068008062901 FBZBB9300685C
BB9318685CCE4CDABBABICEBAACD?IIOOGE Y
24218 DATA 490685CBBY410685CCAMRBBLCER
ACDY94806A%819D04061L89808298958C 1886840
1305369000030 1COGFR4BABAOOI6GEAB84CD
Z4212 DATA 4AACHECDLAFBYBI4ASDIDBRIE8A1LEE
981996806902 2ADSDAGFOOBESCCADSCAGBSCEA
98891 CBADSFAGFAADASCCADSERGESCBEALE
Z4Z214 DATA 690191CBAYA49DO4ADGBB10BEGER
90080 LEDGLEYREZIBIFEDBABGCIBZFBZICINAF
B23IBL14B629CAFBLTAABAATERIL 14060881
24216 DATA CHLEBYB48ZFEBTAIBIIDO486GDOD
SA90Z9004068A160AABADATAGEIBIBSCCEIION
685CDPBI400685CFASCFLIB7D100685CBAGCD
Z4Z18 DATA 1B7DACAGIDO4ADOBALBAAABEISHB
GBSDBBYS 106850 1BCSBA6BE9848ASCBABASCCA
B81A9%8020AR4ABIDADAOBEBICEIDGARGLIEYRBZ
24220 DATA 1ICBP1CBABOLBEPEDOBEGZITE4AAD
SCEB48BD14086Z270785CCLEBDB406C704D00EAT0
8907200690 7806BDZBOGFALFALACCASCFLIA7Y
24222 DATA BFOGBSCFDOBCBDOBOAGLEB7ATEOY
0Z28A6FOEIDEZBAGCGCRLIODCGOEBSCELIE908ZDAY
FEDZOBGFOIFA4CCASCR1IB7987B6ES5CDDOEC
74224 DATA BDABAGRLABTATBAIDZIVAGFBEIDEZ
OBGCHECBIADCBALBAAABASCFI?24806A5CD93300
GEDZ80GDALIEBDZ2806DA1L30%8IIDRA4866885
24226 DATA CCHABSCHBGOAGBDGAOGILCEILICES

continued =
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B1lOFGIOOI6GB686B1BN901D8A

FU 24729% REH EILIE [

JB 74238 DATA GB6EESCCHEBASCEBGB68AB7ICEILC
BERGBAABAGI41ABCE6E8Y1ICHEE6631CBBAGI49A0
BA%8191CB1BASCBE9IABDZ802A5CC69008D

4 24237 DATA 29824901801A4026018901408000
HOP0BBNE0REANASRANBRDRR0REARBRRBBBAZE
BADZBAZBSCEBADZIO285CC1BBAGIEIABBLICE

HM 74234 DATHA FOL1IB8E9EL191CBIBEGEAA4DOEZA
9FFE01LANZGOBN1IE0A69B7ABELCESSCDCABLCES
SCEFOEILBBAG9BFABBLCBASCFLEIORZDADS

N5 4236 DATA APATA99191CBE484000B1CDCIO2D
H376BA9044845CFC901D004A%0485CFASCEB48A
SCCABCEBACDABSCECABLICDASCCCEBICDASD]

MZ 24238 DATA ASBOBLCBASDOAGBBSCCEBBSCEABA
ZASD191CBASDACYBLIFOAG68CSCFFOB6486804C
FELCDDOBLSSI8690FABAYOL?1CEDOICREIA

FlII 24248 DAaTa CY91DBL7CBBLCDEBSCFEB4DOEALEBE
31IABASCFI?1CBA4DALBEIPS4DDEIL4BAIOOBSCFE
BC9PZFOGBCY0IDAZDAY0185CFIB4ABEGCCAR

50 247427 DATH @FASCFYLCBC6CCEBBABCBBLCDASC
FE4D0BA18691L3IABBICEBLIBOAABASCFI908D2A4D
@189917CP904DBBEFCBBLCDEBSCFBADBBALEGY

J5 74244 DATA B34BASCFYLCBLIBA4DOCEBADOEAL
BE9OFABASDEYICEAIBLDAIC

MM I0S89 DaTA 2,1%2,72,0,1,0,2,70,3,179,2,
65,2,60,3,168,2,.60,2,55,3,166,2,50,2,4
5,3,164,2,490,3,162,%3,168,0,-2

FO 30582 REM TV EECEENT

pa IPSes paTa ?,1%33.2.8.1.1,.2,108,3,178,2
,95,2,98,3,168,72,85,2,80,3,166,2,75,12,
78,3,164,2,65,3,162,.3,168,8,-2

WL Zesie pEinm ERGEEFIC E SOUME

FH 30515 DATA ©,1,7,7,208,3,1498,4,108,2,18
8,3,136,4,16,7,168,3,136,4,8,2,149,3.,1
32,4,4,2,115,3,130,4,2,3,178,4,35,08,-1

FZ I874% REM FEIMHEETS AN GETAS

Ep 38758 paTn @8,0,8,.8,104,238,255,127,254

+63,51,9,90,0,0

PP ZIB755 DATA 8.8,0,8,68,92,254,127,254,1
26,51,0,8,0,80

OB I876@ DATA ©,0,8,.0,.4,124,255,254,127,2
I9,45,0,8,0,0,-2

LY I8765 REM

cc Ie778 DaTa ©,8,8,.0,40,60,26,56,28,52,0
J.j.; .p-.-l

RM 38775 DATA ©,0,68,192,38,0,0,0,0,108,3
8,98,8,0,8,-2

¥5 I87a8 DaTa 1iI8,195,67,0,0,8,0,0,0,9,8,
8,194,67,193,-1

CF Z0999% REM ERDTINE]

JM Iies8 paTA 179,153,189,255,255,160%,0.0
,0,8,8

BE 1882 DATA 129,24,189%,255,255,102,0,68
8,808

Cc 31084 DATA 129,153,189,255,255,102,90,1
4.,68,8,0

5% Z1886 DATA 129,24,189,255,255,102,0.68
134-5311.1_:

Tha 31810 REM IDEEELFCNT:-RN:

IR Xi815 DATA ',',l.-,..lﬂ!.ZEﬁ,ZEE.liﬂ,l
S5X,123

GO 31818 DaTa ©,9,8,68,8,102,255,255,189,
Z4,12%

BY 31828 DATA ©,8,68,34,08,182,255,255,1682
+153,127

EJ Z1822 DATA ©,68,34,68,0,182,255, 255,18
?,24,12%,-2

MO ZiéZd REHM [ZFEE

pF 3i185e pata 2.,2.7.%,2,8,0,0,0,8,0,0,0,0
,B,0,8,-2

LS 31855 DaTa 16,16,16,16,6,0,08,0,0,8,0,0
.i;'r'.l.'-z

T I1068 DATA ©,0,0,6,08,8,0,90,8,0,9,0,5,8
.8,8,.8,-2

T 316865 DATA 9,0,9,8,9,0,0,0,0,0,0,0,64,
64,64,64,64, -1 L

DIR - Range: See texi A
A value from 0-7
[(0=Up 1=Up/Right 2=Right 3=Down/Right
4=Down HB=Down/Lelt 6=Left 7=Up/Leli)

Using a value of 128 would Select Joystick Control [See ATF).
add to this:-

+1 [No upwards movement)

+2 [No downwards)

+4 [No leftwards movement)

+8 (No rightwards movement)
These values can be combined (e.g. 1+2 = 3, No Vertical Moves)
LNX - Range: I - 255
This is the length to move horizontally. When using joystick
control, this equals the coordinate at which the sprite will
stop, when moving left
LNY - Range: 1 - 255
This is the length to move vertically. When using a joystick, it
is equal to the coordinate at which the sprite will stop, when
moving right
8TX - Range: 1 - 16
This is a horizontal stepping command (e.g. 1 moves one siep
at a time, 2 moves two steps at a time), in effect, it changes the
speed
STY - Range: [ - 16
Vertical Stepping. This value should not exceed the number of

zeros that you have included at either end of your image data.
if it does, then your sprite will not clear itself properly
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YMN - Range: 32 - 212
The sprite will not be plotted. unless it is higher than this
vertical coordinate. When using a joystick, this becomes the
coordinate at which the sprite will stop, when moving upwards
YMX - Range: 32 - 212
The sprite will not be plotted, unless it is lower than this
vertical coordinate. When using a joystick, this becomes the
coordinate at which the sprite will stop, when moving down-
wards

In SLIME BLASTERS YMN and YMX were used to limit the
slime to the area between the horizontal bars
PSX - Range: See text
This is the initial horizontal position (48-200). A value higher
than 255 will tell the routine to get the position from this

memory location (e.g. 1650 will tell the routine to look into
location 1650 for the position)

PSY - Range: See text
This is the initial vertical position (32-200). Values higher the
255 react in the same way as PSX
CLN - Range: See lext
If this is equal to 128, then no collision detection will take
place. Values should equal:-

0. Player to Playfield Collision

2. Player To Player Collision (See TE( "HNICAL INFORMATION)]
CVL - 5ee text
This is the value that the routine compares the collision
registers with.




For playfield collisions the value should be:-
1 [Collision with Colour 1, Loc. 708)
2 [Collision with Colour 2, Loc. 709)
4 [Collision with Colour 3, Loc. 710)
8 [Collision with Colour 4, Loc. 711)

These values can be added together. For example, in the
INVADERS game, alien collisions with the shield were detecied
with a value of 11, which equals collisions with 1, 2 and 8.

For player collisions the value should be:-
1 (Collision with Player 0)
2 [Collision with Player 1)
4 (Collision with Player 2)
8 (Collision with Player 3)

These values can also be added together. Onee a collision is
detected, depending on which sprite it is. one of the four
locations at 1687-1690 is cleared. stopping the sprite. Also,
one of the four locations at 1788 - 1791 is set to 1, indicating a

hit. In listing six. Location 1687 is assigned the variable GO,
whilst 1788 is assigned the variable HIT.

Setting STX. STY, LNX and LNY to zero will cause the sprite to
be plotted and immediately disabled, turning the routine into a
plotting routine. This is used to plot explosion frames, where
horizontal coordinates can be found at locations 1764-1767
and vertical coordinates at 1768-177 1. These should be assig-
ned to PSX and PSY (See lines 4750-4795).

THE MISSILE ROUTINE

The format for the missile command is:-

CALL=USR (MISSILE, MISSILE, PMB*256, MSL, SWT, MOD,
OFX, OFY, DIR, CLN, CVL, LNX, LNY, PSX, PSY, IMG, FLN,
STP, HIT) :

The parameters in this call are as follows

MISSILE - Range: Not Valid

See text for SPRITE

PMB*258 - Range: Not Valid

This is the PMG base page x 256, equal to the PMG area
MSL - Range: 0 - 3

This is the missile number

SWT - Range: Not Valid

This should be set to 3

MOD - See text

A speed value, in the range 1 - 32, should be multiplied by
two, then if you wish, add :-

+128 = Stops missile moving off the top or bottom, then
reappearing

+1 = The routine treats PSX & PSY as memory locations

Remember, the higher the speed the more zeros there must be
in the missile image data

FX - Range: 0 - 255

This offset is added to the initial horizontal position

OFY - Range: O - 255

This offset is added to the initial vertical position

DIR - See text

A value in the range of 0-7 (See DIR in sprite routine explana-

tion), then if vou wish, add one of these values:
+128 = Wait for trigger 1
+64 = Wait for trigger 2

CLN - Range: See texi
A value of 128 disables collision detection, whilst a O tests for

Missile to Playfield collision and a 2 tests [or Missile o Player
collision (See TECHNICAL INFORMATION)

CVL - Range: See text

Values tested lor are identical to the CVL in the sprite routine
explanation. The relevant HIT location will hold the missile
number [1-4), that registered the collision. useful for scoring
[See lines 5000 - 5004)

LNX - Range: 1 - 255

The length to move horizontally

LNY - Range: 1 - 255

The length to move vertically

PSX - Range: See text

This is the initial horizontal coordinate of the missile (48-192),
but if a 1 has been added to MOD, then the value is treated as
a memory location. For example, by setting it to one of the
players horizontal positions (1764-1767), the missile will
appear to have been fired from the player (See Lines 900-945)
PSY - Range: See text

Identical to PSX except for vertical player locations, held in
1768-1771, and a normal position range of 32-208

IMG - Range: See text
This is the address of the missile image data. Depending on
the missile that you are writing data for, the values are diffe-
rent, each of the missiles are two hits wide and possible data
values are:-

MISSILED:0,1.2, 3

MISSILE 1:0, 4, 8, 12

MISSILE 2: 0, 16, 32, 48

MISSILE 3: 0, 64, 128, 192
FLN - Range: 1-32
This is the length of the image data

STP - Range: See text

This value is ignored when il is zero, else it is assumed to be
the address of the four bytes, [rom which one is cleared on a
collision

HIT - Range: See text
This value is ignored when it is zero, else it is assumed to be
the address of the four bytes from which one is set Lo the
missile number that caused the collision
If you are detecting a missile to playfield collision. then STP
and HIT are ignored. When a collision with the playfield
occeurs, one of the four locations starting at 1632, will be set to
the missile number (1-4) that caused it. After collisions, mis-
sile horizonial coordinates can be found at 1584, 1586, 1588
and 1590, whilst vertical co-ordinales can be found at 1600,
1602, 1604 and 1606, for missiles 0 to 3 respectively.
Missile collision with:
Colour 1 [Loc. 708) = 1632
Colour 2 [LOC. 709) = 1633
Colour 3 (Loc. 710) = 1634
Colour 4 (Loc. 711) = 1635
All four missiles use the most recently entered STP and HIT
values. In short, you cannot have different STP and HIT values
for each missile.

Mew Atan User - lssue &1

29



30

TECHNICAL INFORMATION

As the sprite routine stands, the collision detection works in
EXCLUSIVE mode. As an example, a CVL value of 5, working
in Sprite To Playfield mode, would not stop the sprite undil it
had hit both, colours 1 (1) and 3 (4).

You may wish the routine to work in NON-EXCLUSIVE MODE
which would. using the values in the above example, stop the
sprite if it had hit either colour 1 (1) or colour 3 (4).

As an example of the problems encountered using EXCLU-
SIVE mode, if you played the INVADERS game you probably
noticed your ship did not always dic when it collided with an
alien. This was because ship collision detection was carried
out in BASIC, as using the routine would have meant that in
order for the ship to die, it would have had to collide with all
three aliens. Using NON-EXCLUSIVE mode would have cured
this, but would have also meant that the aliens would have
exploded on hitting one of the buildings, as | wanted them Lo
appear to move in {ront of the buildings, EXCLUSIVE mode
was used.

To use the sprite routine with NON-EXCLUSIVE mode. which
stops the sprite if any of the conditions tested for are true,
enter this line after the routine has been placed in memory:-

[LINE NUMBER] POKE [ROUTINE ADDRESS]+212, 57:
POKE [ROUTINE ADDRESS]+214, 240

To restore EXCLUSIVE MODE, which only stops the sprite if
all conditions tested [or are true, use:

[LINE NUMBER] POKE [ROUTINE ADDRESS]+212,
217:POKE [ROUTINE ADDRESS]+214, 208

The missile routines always operate in NON-EXCLUSIVE
muode.

Locations :

53248 - 53251 are Missile To Playfield Registers
53252 - 53255 are Player To Playlield Registers
53256 - 53259 are Missile To Player Registers
53260 - 53263 are Player To Player Registers

A zero stored in 53278 clears all collision registers, but should
not be used if the sprite and missile routines are detecting
collisions.

If you are going to test the above locations from BASIC, when
also using the sprite and missile routines, then remember that
they can be unreliable, as in the INVADERS game.

There are a couple of disadvantages to using the sprite and
missile routines: -

1 None of Page 6 (1536
[1644-1664)
2 Both immediate and deferred VBIs are used

1791) is available, excepl for

SOUND EFFECT ROUTINE

This routine can be used to play up to four sound ellects
simultaneously. is totally relocatable, runs in the vertical
blank and is table driven. The routine utilizes the timer 2
interrupt and its vector.

To call the routine:

CALL=USH (NOISE, NOISE, SPEED, NUMBER, TABLE)

NOISE - Range: Not valid

This is the address of the routine and is entered twice

SPEED - Range: 1 - 255

The lower the value the quicker the sound is played. All effects
take the last speed entered
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NUMBER - Range: 0 -3

This is the number of the effect

TABLE - Range: Not valid

This is the address of the ecommand table, the structure of

which is:-

Ist entry: This should equal 0, 1 or 2
0 and 1 are treated as a switch. 0 stops the effect,
whilst 1 starts the effect from the beginning. If the
effect is currently playing when a 0 is stored as the
first value, it will stop after reaching the end of the
table. 2 tells the routine to treat the next three
values in the table as follows:-

1st value: Memory location low-byte

2nd value: Memory location high-byte

To convert a memory location into low-byte/high-byte format

yOu use:- HIGH=INT [ADDRESS/256): LOW =ADDRESS-

HIGH*256

Variables cannot be used in dala statements, therefore the

high /low values should be calculated prior to storing them in

DATA lines.

3re value : Effect plays when this value is found in the
previously defined memory location

An example of using 2 as the first value is:-
[LINE No. ] DATA 2, 132, 2, 0, ...

With its second and third entries, it references, 132+ (2x256)
—644. Location 644 holds the value [or trigger one, which when
pressed returns a zero, hence the 4th entry.

Next comes the actual sound command values:-

0 - Should be put at the end of every command list

1 - Should be followed by a channel number, 0 - 3

2 - Should be followed by a pitch value, 0 - 255

3 - Should be followed by a volume /distortion value:-
Volume = Range: 0-15
+ Distortion = 0 (Steam like sounds) or 32 [Machine gun like

sound) or 64 (Labouring engine) or 128 (Waterfall like sound)
or 160 (Pure tones) or 192 [Airplane sounds)

The values in brackets are only a guideline, which vary with
the pitch value
4 - Should be followed by a delay value, 1 - 255
Using this information with the last example:-

[LINE No. ] DATA 2, 132, 2,0, 1,0, 2, 100, 3, 170, 4, 50, 3, 168,
3, 164, 3, 160, 0

Starting with entry five:-

1.0 Use sound channel zero

2. 100 Set pitch value to one hundred

3,170 Use pure tone (160), then add a volume of ten
4, 50 Hold the note for a count of fifty

3. 168 Quieten it

3.164 And again

3, 160 Silence

0 Tells the routine to begin again

Onee this line had been POKEd into memory and called, the
routine would wait for trigger one, then the effect would be
repeated until trigger one was released. If you don't want any
residue sound, then you must always silence your effect at the
end of the table. Remember Lo give each new effect, up to a
maximum of four. a different sound channel, otherwise one
effect will interfere with another.

Well. that's all there is, | hope you have found the past six
listings useful and I look forward to seeing your efforts in NEW
ATARI USER.




Feature

ERROR MESSAGES

Il you elght-bit owners out there will be thrilled to learn

that | have written a new error code list to add on to

your Atari manual. This is basically a translation of the
Error Messages lound in the back of your manual that yvou
refer to when you or the computer make a mistake. These are
the numbers displayed on-screen such as "Error 137", which
when you look it up is "Truncated Record - This error typically
occurs when the record being read is larger than the maximum
record size specified in the call to CIO. (BASIC's maximum
record size is 119 bytes.)” Huh? Maybe you don't really under
stand thal but with my new list of error messages you are
going to be able to understand at least some of the computers
intractable mysteries.

Error 2 - Insufficient Memory
You are too ignorant to ever undersiand the intricacies of a
compuler.

Error 3 - Value error
You fail to display the social principles or standards neces
sary to be considered a_functioning member of the human
race,

Error 4 - Too Many Variables
No wonder you can't organize your life.

Error 5 - String Length Error
The length of twine you cut is (oo short to use as a substitute
Jor your shoelace.

Error 6 - Out Of Data
This is the nineties. You're still living in the sixiies. (Peace
and love, brothers and sisters.)

Error 12 - Line Not Found
Just for a change, the computer is acting stupid, not you,

Error 20 - Device Number Error
First you must learn how to count before numbering your
devices.

Error 130 - Nonexistent Device
[t is necessary for you to remember that you are only
dreaming of getting a printer in the future. It isn't there yet,
Bozo.

Error 138 - Device Time-out
Your printer needs to interface with the coach.

Error 141 - Cursor Out Of Range
If the cursor is off the screen, how the hell am | expected to
Sfind {t?

Error 142 - Serial Bus Data Frame Overrun
I haven't quite _figured this one out yet, but [ suspect il has
something to do with people lying flat (VERY flat) on the
pavement with lots of blood around.

Error 144 - Device Done Error
Another one of the few which you can blame on the
compiter.

You don'’t really understand
those error messages do you?
Gordon F. Hooper thinks he’s
got them cracked though

Error 167 - File Locked

This keeps all you nosy people out,

Error 171 -Invalid POINT

You won’t win many debales using these,

Error 199 - SU Error
SU stands _for Stupid User. This is the source of 99.5% of
COMPLLEr errors.

WHAT'S ALL THAT PRINTED
STUFF IN THE BOX?

Il is a proven fact that when users complain of not being able
to understand a program, 9 times out of 10 they have not even
bothered to read the docs. You'll have to trust me on this one,
but the one reason documentation is written is to explain the
program. The manufacturer didn’t pay someone big bucks to
do all that writing for no reason.

I am one of the worst offenders in this regard. Il brings back
frustrating memories of assembling various items. I have the
habit of not reading the instructions unitil | have done some
thing which is un-doable. Why | don'l read them in the first
place and avoid the problem is one of life's unexplained mys
teries,

It is simply an unstated fact of computer life that computer
users will not read docs until after they have sat and screamed
obscenities at the machine for periods of up to half-an-hour
After they have that out of their systems, they will sit down
and look up their problems in the manuals' list of contents and
turn to the page indicated to find out what they're doing
wrong, We compuler users like to think we're more intelligend
than the general population so you would think we would have
enough brains to learn how Lo do something belore allempting
it with no idea of how or what it's supposed to do. Bul then
vou would also think we'd be smart enough to play a game
without becoming addicted to it. and we've all played games
until the wee hours of the morning at one time or another,
haven't we?

Speaking of lack of grey matter, why is it that it takes a major
disaster such as having typed for 8 hours straight and lorgel
ting Lo write it to disk or make a back-up before the new user
remembers that the number one rule for computing is AL
WAYS MAKE A BACK-UP. Remember this the next time vou
wish to flush your computer down the toilet.
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YOUR CARD IS ...?

The NAU Mailbag column received the following letier from
Nigel Ludlow of Radstock, Bath:
“I use Atari'’s Home Filing Manager quite a lot. I find it handy

for addresses, etc. Today, when [ loaded it. I imagine it partially

crashed, as [ found some of the information missing on mosl
‘rards’. For instance, the name and first line of the address
have ‘disappeared’ and the rest of the address has moved Lp
into its place. When this happened, it also seemed to wrilte a
number of blank cards, something that is supposed (o be
impossible.

[ wasn't that worried as I thought I could examine the disk
sector by sector and retrieve the information manually, wtilising
‘Disk Editor’ (Page 6 PD Library disk 5). Howeuver, it seems
Atari, in their infinite wisdom, have built in enough protection,
even on a DATA disk, that | am unable to get around.

Does anyone have any ideas on how I can circumpent this and
get al my data?

| was surprised at Nigel's comment about "protection”. so 1
decided to investigate further in order to provide an answer in
the Mailbag column. It soon became apparent that the answer
was going to be a long one which would take up a whole
column, so my reply to Nigel has become this article.

TAKE A CARD, ANY CARD

I booted up my copy of Page 6's PD ‘Disk Editor and pro
ceeded to examine the Home Filing Manager (HFM) manual
that is held as a HFM data file on the reverse side of the HFM
disk that was supplied with 1050 packages. The results of my
investigations revealed that HFM data disks do not use the
standard Atari DOS disk format with the directory starting in
sector 361 and each 128-byte data sector having 125 bytes ol
data with linkage information in the last 3 bytes. Instead, on a
HFM data disk, sector 348 contains an index to the cards
within the file. Using the ‘Disk Editor” utility, the hexadecimal
display of sector 348 for the HFM manual begins as follows:

byte
000 29 00 04 80 DD 00 OA 0O
008 10 00 14 00 1A 00 20 00
016 26 00 2C 00 32 00 37 00
etc.

A PAIR TO OPEN

Each pair of bytes holds a value in Leasl Significant Byte/
Most Significant Byte (LSB/MSB) lormat. Each single byte can
hold a value up to 255, so to hold values greater than 255, the
number is broken down into two parts MSB (the number
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PICK A CARD

Allan J. Palmer explains
how to solve some problems
if your Home Filing Manager
cards are playing up

divided by 256 and rounded down to the nearest whaole num-
ber) and LSB (the original number minus the LSB) multiply
the MSE by 256 and add the L5B to gel the value, The Atari
stores the LSB first in a pair followed by the MSB.

So. in sector 348, the first two bytes hold the number ol
‘cards’ in the file, in this case $0029 (hexadecimal) which
equals decimal 41. Each of the next 41 pairs of byies holds the
start sector of each card in its filed sequence. Thus, the first
‘card’ starts in sector $0004 (4) (I'm ignoring the "8 in byte 4
for the moment - I'll get back to it later), the second card’ starts
in sector $00DD (221). the third ‘card’ starts in sector S000A
[10]. and so on.

Next, going to sector 4 (the start of our firsi ‘card’ in this file),
the ‘Disk Editor’ hexadecimal display ends with the following
line:

byte
120 04 00 05 00 00 OO 00 OO0

Here, we find that bytes 120 & 121 hold the value of $0004
[4] - the start sector of this ‘card’, and bytes 122 & 123 hold

0005 [5] - the next sector ol this ‘vard's’ data. Moving onto
sector 5, we find that it's ‘Disk Editor’ display ends with:

byte

120 04 00 06 00 0D OD OO OO

——resx

showing that the next data seclor for this card is $0006 [6]. We
can follow this chain on through sectors 7, 8 and 9 in sequ-
ence to where we find sector 9 ends with: L

byte

120 04 00 0D 00 OO OO 0O OO

This time bytes 122 & 123 contain $0000 [0} signifying the
end of this ‘card'.




WHAT'S IN THE CARDS?

Fine, we can now find where each ‘card’ is stored. Interpreting
the data is slightly more tricky - and this may be where Nigel
thought the data was "protected”. Lower case characlers are
casily recognised in the ‘Disk Editor” display. but upper case
and special characters aren’l. The reason for this 1 realised.
after consulting "COMPUTE!"s Third Book of Atari’, is that the
‘card’ data is not stored using ATASCII characters (which are
readily decipherable in the ‘Disk Editor’ display). but rather
using the ICODE (Internal Code) values for each character.
This value is the number that must be POKEd into screen
memory to display the character on the screen; the numhber
also represents the order of the character within character set
MEemory.

MARKED CARDS

| said that I'd explain why in sector 348 the actual value held
for the start sector of the first data ‘card’ is $8004, not just
50004, This setting of the top-most bil is the means which
indicates that a ‘card’ is ‘'marked’. which resulls in the paper
clip being displayed on screen when the particular ‘card” is
retrieved.

Hopefully, the above should help Nigel to retrieve his data - it
sounds as though the sector index and for linkage has got
screwed up somewhere, resulting in the start sector of each
‘card’ being offset from the true start position.

REVERSED CARDS

Alter carrying out the above investigations, | found a program
in the June 1988 issue of "Atari User” (Vol. 4 /no 2) by Gordon
Sinclair which converts HFM files to standard Atari DOS text
files which can be read by a word processor program. Gordon
did not describe the HFM file format in the text accompanying
the article, but by working my way through the BASIC stale-
ments, | found the results of my studies described above were
confirmed. Additionally, Gordon’s program reveals that bytes
104 to 122 of sector 360 on a HFM data disk contain the file
title. He checks for the presence of a HFM data disk by reading
bytes 43 to 45 of sector 347 - a HFM disk should have the hex
values EO 00 3F here. If the HFM file contains more than 63
cards, the index in sector 348 continues into sector 349,
Within a card data sector, 38-chreter lines of text are held in
bytes 2 to 39, 42 to 79, and 82 to 119 (byte numbering starts
from O as per the ‘Disk Editor’ display).

MORE TRICKS

In looking through other references, | found that Derryek
Croker (a long-time Atari Classic owner) produced a utility that
allows you Lo print only a certain number of lines from HFM
‘cards’, set the number of blank spaces between cards, and set
printer control codes - this utility appeared in issue 13 of '8:16'
the magazine produced by the Bournemouth and Poole Atari
User Group (BaPAUG]).

Is there anyone who can provide us with any more details on
HFM? Are there any utilities waiting to be published which
give us additional facilities for this useful Atari product?

NORTH OF SCOTLAND ATARI USER GROUP

PRESENTS

FUTURA

THE DISK MAGAZINE FOR YOUR ATARI 8-BIT
ISSUE 6 - OUT NOW!
ISSUE 7 - OUT 1st MAY

(Please note from lssue 7 onwards Futura will only be available direct from NOSAUG)

Price: DISK £1.95 each (£11.00 for 6 issue subscription)

CASSETTE/PRINTED COPY £3.95 each
(£11.00 for 3 issue subscription)

Back issue disks 1 - 5 still available at only £1.50 each or £5 for all 5
(Back issue cassettes £3 each or £10 for all 5)

“An excellenr disk, grear value, and showing what car be dowe by o dedicated wer grogp’’
PAGE & PD update 58
“An anteresting mix of software and articles” Allan Palmer, FUTURA subscriber
“Every izsue of FUTURA 15 pasitively brimming with goodies” Paul Rivon, NAU 5%
“An excellenr disk mag. Long live FUTURA!" Simon Roe, FUTURA subscriber
ke of the leamding Atars disk mogazines PAGE 6 PD update 60
Become a Futurian and send now to:
S.J. Murray, NOSAUG, 71 Walker Road, Torry, Aberdeen, AB1 3DL Scotland
(Please make cheques/PO’s payable to 5.J. MURRAY)

THE ATARI 8-BIT GOES MARCHING ON!

TIGER DEVELOPMENTS
NEWS FOR CASSETTE OWNERS

A cassette is now available featuring MISSION ZIRCON,

TARKUS AND THE CRYSTAL OF FEAR, BOING Il and

SPEED FOX, all for a saving of nearly £7 on the disk price
COMPILATION CASSETTE £7.99

TRY BEFORE YOU BUY!

The Tiger Demo is now available featuring playable demos of all our
games, including our newest release, LIZARD. This PD disk comes
with vouchers worth up to £2.99 when you buy any of our products

THE TIGER DEMO DISK ONLY £2.99

All our usual disks are siill avallable - see our advert in Issue 58
or send a SAE for catalogue. Prices include UK postage.
Please make cheques/POs payable to Tiger Developments
Send orders to:

TIGER DEVELOPMENTS, 26, MENZIES AVENUE,
WALMER, DEAL, KENT CT14 7QZ ENGLAND

THE PAGE 6

TENTH ANNIVERSARY
DEMO DISK

Celebrate with our new demo disk

W Double sided disk with 6 demos
* Scrolling messages

W Great Music

# Spinning logos and more

All demos are in Basic with added machine
code routines so that vou can check o see
how these greatl effects are achieved

A UNIQUE MEMENTO OF 10 YEARS ATARI SUPPORT
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EPROGRAMMING

Ann O’Driscoll introduces
you to the various
graphics modes so you
can begin to write your
own programs

MENU SCREENS IN
GRAPHICS 1 AND 2

Graphics modes 1 and 2 use five colour registers numbered 0
to 4 (memory locations 708 to 712) and they can cater for half
the character set - i.e. 64 characters - at a time. Each of the 64
available characters can be printed in any of 4 colours, with
the 5th register (register no. 4; location 712) being used for the
background colour. The different colour registers can be ac-
cessed by the way the string is printed on the screen - capitals
for register 0, inverse capitals for register 2, etc. You can also
use CHR$ and COLOR to select a character and register. These
take the form PRINT CHR$(X) or COLOR X followed by a PLOT
command where "X" is the ASCII number,

The relationship between colour registers, print type and
ASCII numbers is shown in Table 1.

To change a colour in a register from its default value, _|uf-‘;l
use the command SETCOLOR n,C.L where "n” is the register
number [0-4), "C" is the colour you want [0-15) and "L" is the

TABLE 1: CHARACTER COLOUR REGISTERS
IN GRAPHICS 1 AND 2
REGISTER No. ASCII No. PRINT TYPE
AND LOCATION
0 (708) 32- 95 Capitals
1 (709) 0- 31 Lower case
1(709) 96-127 Lower case
2 (710) 160-223  Inverse caps
3(711) 128-159  Inverse lower
3(711) 224-255 case
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GRAPHIC)

luminance you want (0-14). Alternatively. you can POKE the
shadow memory location for the register with [16*C}+L where
"C" and "L" are colour and luminance values as before and 16
is a constant.

THE PROGRAM

The listing shows a selection of menu screens which show the
different ways colours can be used and characters printed in
Graphics 1 and 2. All the screens use the START and SELECT
console keys to move between and pick menu options.

Menu One: The menu options, which are held as DATA
statements, are read and printed on the screen at rows 5, 8, 11
and 14 (LINE 1030). The CHR$(10) in LINE 1020 produces an
asterisk using the lower case register 1 (location 709). This
sets up the screen display.

You press SELECT to move the asterisk. The variable RR
holds the current row number of the asterisk and R holds its
previous position. LINE 1080 blanks out the old asterisk (by
printing a space) before printing the new one at the updated
location.

Menu Two: The menu option names are printed out on
rows 3. 4, 5 and 6 (LINE 2020). The variable R defines the row
number for the "current” or highlighted name. This is printed
in a different colour to the other names and is updated when
you press SELECT. LINE 2075 sends the program off on a
different (one line) subroutine depending on the value of R:- !
This prints the "current” name in lower case (register 1; loca-
tion 709) and puts the previously highlighted name back into |
capitals (register 0; location 708). |
The "COLOR 35" in LINE 2030 identifles a "#" sign using |
register O (location 708). This is printed around the screen
using the PLOT and DRAWTO commands.

Menu Three: Normally the 64 characters accessible in
Graphics 1 and 2 cover the first two pages of the ROM charac
ter set. These comprise ASCII numbers 32 to 95, which means
you don't get control characters or lower case letters. You can
access the second half of the character set by using POKE
756,226 - This directs the computer to page 226 in ROM lor its
characters. Menu Three does this (LINE 3000).
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ET 1 M sttt ook ok - oo oo oo HE:"HENU ONE* :RETURN
CT 2 REM = HMENUS IN GRAPHICS 1 & 2 w 19 7AB5 2 UE:"menu four”:POSITION 4.,4:7 "
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OF 128 DIM A5 C15) :BRK-I00:Mi=10866:H2=-20048 ve 2999 REM EREVERGCEE S TTT IR NN
sMIZIDOA: M4 4000 RUIT=S068 HC 3000 GRAPHICS Z:GOS5UB BRK:POKE 756,226
A7 198 GOTOD ML Uy 3018 POKE 708.0:POKE 709,14:P0KE 7190.9
LA 799 REM -- DISABLE GREAK/7ETC —- tPOKE 711,236
&7 TG00 POKE 752,1:POKE 82,0:POKE 16,64:P0 GP Z0280 R=3:POSITION 4,8:7 #6;"menu thiee
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M5 1918 POKE 7408,.75:POKE 709%,175:POKE 719 EM 38380 RESTORE I040:FO0R N-L TO 4:READ A%
.0 sPOSTITION 4,.N+2:7 HE;AF:MEXHT N
SH 1878 A=5:POSITION &,8:7 HE:"menu one": TR T i Mrent onelmeny twolmMenu fouck
POSITION 1,H:7 I6;CHRSC18) lquit program
PG 182% 7 CHRSC125) ;" YOUR OPT BL I95@ IF PEEK(53279){}5 AMD PEEK(SIZ79)
G-I START 4 {}6 THEN 3858
5T 1838 RESTORE 1840:FOR M=1 TO 4:READ aS EQ IO60 IF PEEK(SIZ79)=6 THEN 3099
tPOSITION 2, N%I+F:7 ME:"I";M;"] " A%:N DR 3870 FOR L=S8 TD @ STEP -Z:50UND O,.L.1
EXT N 8, 10:MEXT L:RR=R+1:IF RAYE THEN RE=-3
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R,OUIT PROGHAM RR:7? H6:CHR5C(18) :R-HR:GOTOD 3850
R 18586 IF PEEKISIZ79){»5 aAND PEEKI(SIZI?7} G 3099 ON R=3 GOTOD ML:OM R=4 GOTO MZ:ONW
{36 THEN 1858 R=5% GCOTO M4:0N R-6 GOTO OULIT
CI 1868 IF PEEK(5IZ79)=6 THEN 16898 ¥N I999 REM i
LN 1878 FOR D=1 TO LS:S0UND &,28,10,10:NE NN 480880 GRAPHICS 17:G05UB LBHK
KT D:SOUMD ©,0,8,0:RR=R+3I:IF RR>14 THE ZL 4010 FOKE 708,Z28:POKE 789,108:P0KE 71
N RR=35 1,44
WR 1888 POSITION L,R:7? HG6:" "!POSITION 1. LW 4828 COLOR 45:PLOT 1,0:DRAWTO 137,0:DREa
RR:? H6;CHRSC10) :R-RAR:GOTO 1850 HTO 19, 17:DRAMTO 1, L7 :DROMTO 1.1
FI 10903 ON R=5 GOTO HMZ:0OW R=8 GOTO HMI:ON vH 4875 R=I:POSITION S5.8:7 H6:" menu four
R=11 GOTO HM4.0M R=14 GOTO GUIT "
PH 1999 REM BTN NFI-I0] SF 48I68 POSITION 5,3:7 H6;"MENU OMNE":POSI
OB 7600 GRAPHICS 18:G05UB DRK TION 5,.6:7 H6;"HMENU THO":POS1TIGHN 5, %:
UG 76818 POKE 708,54:PUKE 769,138:P0OKE 710 2 ®H6;""MEMU THREE'
,B:POKE 711,28 HY 4048 POSTTION S5,12:7 H6"END PROGRAM™:
YL 7020 POSITION 4,3:7 HE6;"menu one'™:? #6 POSLTION 2,19:7 o6 "CCRCIE] THEN start®
iy MEMU THREE™:7 H6;" HMEMU FOUR®" (CC=13%:GOSUE 4108
LR - QUIT PROGRAM pTI 4858 IF PEEK(SIZ7924}% AND PEEK(S5IZ7I)
MP 78360 R=I:COLOR IS:PLOT ,1,.0:DRAWTO 17,0 {6 THEM 4858
sPRAWTO 17 ,8:0RAMTO 1,8:DRAWTO 1,6:P05 FR 4060 IF PEEK{L32,9126 THEM 48%0
ITION 4,8:7 n6; EENTEITR' IL 4876 CC=3IZ:GOSUB 4106:CC-139:R-BII:IF
HMC 7040 POSITION @,10:7 O6;"PUSH select T R»1Z THEM R=3
0 PICK PUSH T BEGIN"; HL 4888 GOSUE 4186:FOR Db:1 TO 26:50UM0E 8,
70 29850 IF PEEKC53I2793{>S5S aND PEEKISHIZ7I} D,10,12:MEXT D:S0UND #.8,8,0:60T0 4050
{:6 THEM ZBS5@ oM 4898 ON R=3Z GOTO ML:ON H=-6 GOTO MIIOM
pL 7?2668 IF PEEK(S53279)-6 THEM 2878 R=% GOTO M3:0N R=1Z GOTD OUIT
TF 7B78 R=-R*1:IF R»6 THEM R=JI YE 4188 COLOR ©C:PLOT 4,R 1:DRAMWIN L6 H-1
0o 2075 POSITION 4, R:GOSUB ZOBO+R:FOR D=1 :DRAKWTO 16,R+1:DRAWTO 4 . Rt1:CRAWTO 4.R
10 25:S0UMD @,30,10,17:NEXT O:SOUND @ tRETURM
,3,0,8:G0T0 2050 E AT ELT NI CUIT PROGRAM SO0E
ED 7683 7 B6:"meny one” POSITION 4,.6:7 HE EG 5888 GRAPHICS 0:POKE B82Z,2:POKE 752,0:E
rAUIT PROGRAM™ RETURMN MO
CT 7@E4 7 H6:"menu three " :POSTITTION 4,3:7
- == == # = ==
A Graphies 1 or 2 lower case screen puts hearts in all its around the name at row R using the symbol and colour

blank spaces because the second half of the character set does
not have a "space” symbol. LINE 3010 gets over this problem
by making the "hearis” colour register the same colour as the
background screen (viz. POKE 708,0 - the background at
location 712 is already 0). Another solution would be to rede-
fine a character as a space.

The menu itself is very similar to Menu One. This time the
options are at rows 3, 4, 5 and 6 because we're using a
Graphics 2 screen and CHR$(18) produces the symbaol found

on the CTRL-R key. Symbol movement and option selection are

the same as Menu 1.

Menu Four: The menu names are printed at rows 3, 6. 9
and 12 (LINES 4030-40) and the variable R defines the "cur-
rent” row number. The subroutine at LINE 4100 draws a "box’

determined by the variable CC. Spaces (CC=32) are used to
blank out the ‘old’ box and then plus signs using register 3 at

location 711 [CC=138) are drawn at the new location.

Next issue ...

Graphics 3 to 7 and

text in Graphics 8

Mew Abari User - lssue &1
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Software

A round at the local golf
club costs a packet so
Patrice Robert tries out

the game on his XL/XE

instead

his time | decided to have a look at all the golf games

available for the Atari 8-bit micros, This idea took me

after several trials in this sport, | mean the real sport!
Playing golf in France is much more expensive than in Eng
land, however and | wondered if | could recover the same
feeling on my screen as | felt on the green. Well, 1 haven't been
disappointed. For this review, | have separated miniature golf
games from the "big" golf game. Although both are fun, it's
rather easier to compare them by category.

THE EARLY DAYS

My first try at this sport was via HAYDEN GOLF pro-
duced by Hayden Book in 1983, The game includes on-screen
instructions where the computer asks a few questions and
then draws the first hole. When playing the game each hole
has a top view and a side view at the same time on the screen.
In the top view, you will be able to see the tee and (lag.
Information for driving and putting is given on a status line
(hole number, distance from hole, par, number of strokes).

The computer then asks you the club you want to use.
Answer by typing a number followed by W (for woaod), or 1 (for
iron). The pitching wedge and the sand wedge being available
by typing respectively 101 and 111. Next the strength (0 to 10)
and the direction (by a value number between 0 and 360) can
be selected. On the green, as with most golf games, only
strength and direction are asked. A help chart is also given by
typing the letter C from the prompt informing yvou the current
score and displaying a list of woods and irons and their
corresponding average distances,

The playfield displayed [rom the top view offers a view without
any trees. On the green, the playfield displayed is bigger
offering a much better view of your situation. | finally disco
vered in playing this game that up to 4 players can play and

ssue &1 - New Alari Lser

FANCY A ROUND?

select their handicap. In some retailer's catalogues you will see
this game called CHAMPIONSHIP GOLF. Remember it's
a keyboard driven game! As to my verdict, I would say that it’s
not the best golf game but then it was produced in 1983!

IT’S AFUNNY OLD GAME

Next, | played GOLF CHALLENGE which is, in my
opinion, one of the funniest golf games reviewed here. Why?
Because the playfield is very simple although well designed.
This one offers a top view including trees, water, greens and
your player who has the same appearance as the tennis player
from the Atari cartridge! You manipulate the player and make
him walk near the ball and then make the club go round until
it hits the ball. On the green, which increases in size when you
enter it, the action is the same. It is the player's movement and
the way he hits the ball that makes this entirely joystick driven
game quite funny.

GETTING BETTER

The following two versions of golf on XL/XE are of higher
quality than the previous ones.

| much prefer MAXT GOLF produced one year later in
1984 by Adventure International. The game comes on four
disks and is of top quality with great graphics and the real
feeling of playing golf! This version is more sophisticated than
the previous one because of the display screen offering a view
of all the fairway, including trees, bunkers, sand traps, rivers,
water plans, and even your player's feet. You can feel the
difference by just watching the presentation screen with cros-
sed clubs supported by introductory music. The main charac-
teristics of this game are the display of the golfer’s progress in
a chart and overall the nice top view of the playfield with
several obstacles. This display of the game makes it quite
attractive. The bottom of the screen offers data on clubs,
strokes, wind, strength, length, number of shots, curve and
direction. Another good point for this game is that il is joystick
driven.

You can follow the flight of yvour ball after your shot hoping
that it doesn't hit a tree or fall in the water. This game is also
differentiated from the others by the inclusion of a course
designer giving you the possibility to build your own fairway.

THE MASTER GAME!

Now for the grand master - LEADER BOARD produced
by Access in 1986. This stunning version of golf really made
me speechless the first time | saw it as | discovered a 3D



playfield and outstanding player animation. Graphically une-
qualled in the XL world of golf games, the 8-bit version gives
the same feeling as the ST version. This game makes me think
of the Interactive CD machine, recently introduced by Philips,
which has a golf game quite similar to LEADER BOARD.

The only thing [ would have liked to see on the XL adaptation
is the top view, which has been included in many other
adaptations of this game, as well as trees which don't appear
in our machine’s version. In my opinion, this game is the most
complete golf game for the XL/XE as you can play up to 4
players with different levels (novice, amateur, professional) and
select 18, 36, 54 or 72 holes (you must have a lot of spare time
ahead for this one!). On the information side, the game gives
you everything you need: hole number, par number, course
number, strength (graphically displayed), distance from hole,
possibility of slice, wind direction ete.

With the addition of LEADER BOARD TOURNA-
MENT additional courses are available but the playfield still
has no trees and no less water (the initial version could make
you think you are playing on islandsl).

There are some details in the Leader board’s series that really
give life to the game. The player's animation, of course, but
also the effect of the wind directly shown and applied on your
ball after your shot. There is also the small island displayed
under your player's feet if your ball has fallen in a corner of the
grass as well as the noise of your ball hitting the flag. If you're
an 8-bit addict as I am, you can't miss playing this game with
friends and good deal of spare time,

ALMOST THE LAST

The last commercial XL golf game is PRO GOLF produced
by Atlantis software which dates from 1988. This version offers
the greatest amount of options that can be defined. With a top
view of the playfield, the game lets you choose if you want a
championship or a practice run, a single round and medal or
championship tees. Then, you decide whether you want ran-
dom or user defined ground (dry, wet ...), variable or constant
wind as well as its speed and direction. Finally, you select your
club, direction and force of shot by pushing the two letters O
and P on your keyboard. If the top view is not so well designed
as in Maxi Golf, the fun of it is that the computer displays
comments after your shot - "in light rough ... good lie" - for
example. On the green, the display expands and the hole is
drawn with complementary data showing the slope.

A BONUS

PROFESSIONAL GOLF, the disk bonus of New Atari
User issue 39, offers an original concept. Not only can you play
up to four players, among trees and bunkers, displayed on a
top view. but you are faced with a wide range of top profession-
al golf players all over the world. Consequently, the scoreboard
displays your position among the 38 other players (as in USA
Cross Country Road Race). A built-in construction set option is
also included for those of you who want to create their own
fairways.

BACK ISSUE

The following back issues of
NEW ATARI USER are still available

Issue 31
Issue 33
Issue 34
Issue 36
Issue 37
Issue 38
Issue 39
Issue 40
Issue 41
Issue 42

Issue 43
Issue 44
Issue 45
Issue 46
Issue 47
Issue 48
Issue 49
Issue 50
Issue 51
Issue 52

Issue 53
Issue 54
Issue 55
Issue 56
Issue 57
Issue 58
Issue 59
Issue 60

DISKS ARE AVAILABLE
FROM ISSUE 14 ONWARDS

BACK ISSUES are £2.00 each in the UK (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

GOLF AT THE SEASIDE

In the fun world of miniature golf comes MINIATURE
GOLF PLUS produced by Xlent software in 1985 and pub-
lished on the Antic disk of June/July 1990 (Vol. 9, No.2). This
game offers a close up view of the whole of the playfield, as it is
smaller than in the real game. You have to use and include the
borders in your strategy as in a billiards game. Your shot has
to be well aimed and with the correct strength or your ball
could come back to your previous situation. Direction and
angles have to be seriously considered to meet the goal. Origin
al challenges are offered with different obstacles during play
such as moving walls in the middle of the playfield. If yvou don't
want to play the set holes any more, you can build your own
with the construction set option included.

FOR THE PROS?

I don’t know if Nicklaus or Balesteros played these games
before earning thousands of dollars (] really don't think so),
but there is, in these XL games, a version for each of you,
LEADER BOARD for the fast player that doesn’t want to get
more involved in the game and wants fun from the start, MAX]
GOLF for the more technical player that wants to see a larger
playfield from the top view, PROFESSIONAL GOLF for building
yvour own playfield, and MINIATURE GOLF for the hilliards
player that wants to study the angles and direction in a
smaller display!

Hope to see you soon on the green!!!
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XE PROGRAMMING

LI

s we all know very well, the Atari XL/XE defaults to

light blue text on a darker blue background in Mode 0.

Many Atari users would like an easy way to get diffe
rent coloured forty-column text into their own programs and
indeed there was a letter in issue 46 of New Atari User asking
for a program to explain how to do this. Although the words
'strictly not possible’ and ‘clever programming were men
tioned, it is actually very simple to achieve, although of course
there are a few limitations!

TWO COLOUR LIMIT?

Firstly, Mode 0 only allows two shades of colour to be used:
location 710 holds the value for the background colour and
709 the text brightness. The resolution of the screen in this
mode is 320x192. To achieve multicoloured text, we must first
use a mode which uses a lower screen resolution, and conse
quently, slightly chunkier graphics. Fortunately, 160x192 is
adequate for this purpose and is used in many games instead
of the normal mode 0 text. However, whereas normal charac
ters are defined on an 8x8 pixel grid. these characters are
limited to 4x8. One pixel must be used for a*blank column and
row between the characters (otherwise the letters would run
into each other). so only 3x7 pixels are actually available for
character data. This poses a few problems for certain wide
letters of the alphabet such as the 'w’ or 'm’, but with a
well-designed font, they can be made to look pretty acceptable,

Same characters are even more difficult to achieve, such as the

& or “#. but we can’'t have our cake and eat it! Another
problem is that each font holds 128 characters, so only three
full sets of 26 letters can be incorporated, (although inverse
mode uses an extra colour registert) and even if the character
set was larger, the Atari XL/XE only has five colour registers
and one of those is for the background, so the limit is four
different colours of text per screen!

CREATING A FONT

Program 1 contains a data set for a multicoloured font and a
save routine to put the font onto disk (or tape] very quickly.
This font is a modified version of the Atari character set which
gives you four different colours for your lext plus all the other
normal characters (punctuation, numbers, etc.) except the
Control characters (keyboard graphics). The control charac-
ters’ data has been replaced with another alphabet as have the
Jower case letters. Once you have typed in the program (and
saved a copy!!) run it and the new font will be written to disk
as a 9-sector file. To save the font to cassette, simply change
the 'D:" to a 'C:" in both programs.

The second program is used to load the created font and
displays a message in four colours; yellow (normal text], red

lssue &1 - Mew Atari User

[REDTEXT

Robert Stuart provides
a routine to get away
from those boring
Graphics O displays

(lower case text), blue (control characters) and green (inverse
control characters). The normal Mode O display list is altered
{6 that of a four colour mode for this program without the need
to call up Mode 12 or 13. Possible uses for this font include
coloured text for adventure games, flashier intro screens, more
attractive status lines for arcade games, and countless other
uses for which monochrome text is unwanted. The four col
ours used in the above program can of course be changed to
whatever hues you wish. Poke location 708 with 14 if you wanl
ordinary white text. Stick to a black background for your
multicoloured text and you'll have less problems, as the main
characters [vellow letters, numbers, punctuation, ete.) have
been specially smoothed out for greater clarity on a black
screen. If more than four colours are needed, then a display
list interrupt must be used, which would give up to four
different colours on every screen line, but that's another story
and another article!

TSR MULTICOLOUR FONT LOADER |
R R by ROBERT STUART 1953 ]
PR 1l for WEW ATARI USER
NJ 4 REM

UB 18 OPEN Hi,4,8,"D:MULTICOL.FNT"

vii 768 POKE 8S8,7:POKE 852,0:POKE 853,148:
POKE 856,0:PDKE 857,4

KJ I8 MM=USRCADR ("hhhTGLYEF") , 16) 1CLOSE ni

Wil 490 POKE 39971,.68:FOR F=3I9%74 TO 39933%6:
POKE F,4:MEHT F:POKE 756,140

MG 58 POKE 708,228:POKE 709,54:POKE 710.1
18:POKE 711,288

0 68 7 CHR5{125)

L0 76 POSITIDN ©,2:7 " THIS IS THE FIRST
coLouR"

FL B0 POSITION ©,4:7 "

colour*™

JX 98 POSITION 8,6:7 ™ esdet o 0dh odoe—i
J.l"_p-

qu 18e POSITION 8,8:7 * FEENIY WA
rEMST

this is The second

Program 2 - a font loader

L]



GV
Y
DH
L1y

B

L]
L4l
RC
LF
aH
T&
PY
PF
BN
BE
L]
ZL
PE
EuU
JY
HO
an
uI
IL
ZN
HE
FP
IL
HH
SH
ax
Ba
KC
5K
HH
KF
BH
ap
by
HP
NL
NB
PY
aB
M
50
5P
1]}
az
TE
ar
By
B
HHM
ES
a.J
ou
IMN
ME
ac
KI
up
v.J
zn
Ve

- S -]

REM IIHﬂEIIEﬂ!ﬂﬂﬂlﬁﬂﬂﬁllﬂﬁﬁﬁﬂﬂlll
REM B : .
!EHFlllIlIEMEIHEHIHIHHIIHIEEIIIII
RESTORE S:FOR F=@ TO 1823:READ X:POK
IS5840+F ,H:NEXKT F

CLOSE #1:0PEN H1,8,0,"D:MULTICOL.FNT

7 POKE 859,11:PO0KE 852,0:P0OKE 853,148:
POKE 856,9:POKE 8574
B8 HE-USRCADR C ' hhhgLVEF'Y , 163 :CLOSE Hi

19 pATA
12 DATA
i5 DATA
Z8 DATA
25 DATA

38 DATA

IS5 DATA

48 DATA

45 DATA
58 DATA
5% DATA

68 DATA
65 DATA
78 DATA
75 DATA
&8 DpaTa
85 pAThA

1]

DaTa

95 DpaTa

108
185
118
115
128
125
138
135
148
145
158
155
ic6a
165
i7a
175
i1ge
185
198
195
Zee
285
Z18
215
zze
225
238
2315
48
245
258
255
1.1
265
z70
F
a8
a5
Fa
Z95

cAaThH
DaTA
DATA
DAaTA
pATA
paTa
paATA
PATA
oAaTA
eaTA
caTa
paTH
BATA
DATH
raTa
DATA
CATA
bATH
DaTh
DpaTH
caTa
DATH
paTa
pATH
raTa
DATA
DaTa
DATA
CATA
CATA
paTa
DaTH
paTh
DATA
DATA
paTa
caTa
paThA
raTa
ratTa

8,8,8,8,8,8,8,8
16,16,16,16,16,8,16,8
68,68, 6B,0,8,.0,8,8
68,68,168,68,168,68,68,0
220,84,80,220,20,84,226,0
196,116,.20,220,80,174,68,.0
270,68,270,16,744,68,228.,0
16,16,8,8,8,8,8,8

52,16 ,16,16,16,16,52,8
Z6,4,4,;4,;4,4,28,8
8,68,278,84,.228,68,0,90
8,16,16,84,16,16,8,8
8,8,8,8,16,16,112.,8
8,8,0,84,0,08,08,0
e,a,8,8,16,16,8,8
4,52,20,220,80,1127 64,08
278 ,68,116,84,116,68,226,6
d8,80,16,16,16,16,84 .98
92,4,4,220,64,64,212,9

92,.4,4,28,4,4,92,08
4,52,20,212,.68,84,4,8
B4,64,220,4,4,68,220,0

64 ;,64,.64,92,68,68,228,8
G4, 4,4,4,4,4,4,8
228,68,68,220,66,68,2208,08
2Z8;68,68,212,4,4,4,8
#,16,16,0,16,16,8,8
9;16,16,8,16,16,112,8
12,%2,228,112,228,52,12,98
9,0,84,0,0,84,0,8

192,117 ,228,52,720,112,19%2,8
2?0,68,4,52,28,0,16.0
8,220,.68,116,92,64,2728,8
2?0,68,68,84,68,68,658.0
92,.68.68,.92,68,68,9%2,8
?20,.68,64,64,64,68,220,0
92,.68,68,68,68,68,9%2,9
B4,64,64,80,64,64,84,8
64,64,.64,80,64,64,64,0
270,68,64,76,68,68,220.,90
60,68,68,64,60,68,68,8
B84,16,16,16,16,16,84,8
20,4 ,4,4,4,68,228,8
68,116,92,80,92,116,68.0
6d,64,64,64,64,64,84,8
68,116,84,116,68,68,68,8
%2 ,.68,.68,68,66,.68,68,0
22?0,.68,668,68,68,68,2208,0
92,68.68,92,64,64 64,8
??0,68,68,68,116,92,212.0
9?,.68,68,92,.68,68,68,0
212,64 ,64,220,4,4,%2,.0
B4,16,16,16,16,16,16,8
68,68,68,66,68,68,220,0
68,68,68,68,68,220,16,9
68,68,.66,68,84,116,68,0
66,68,68,270,68,68,68,8
68,68,66,220,16,16,16,90
64,4,52,220,112,64,84,8

BO
G0
KK
BG
Iv
(1]
co
PY
GI
0E
(1]
us
aM
TF
HC
KG
PT
HP
us
as
oy
LG
Iy
Pz
uJ
RH
TV
Ju

[ ]
FC
KM
oo
umW
M
YT
TR
PH
Y
HY
ZF
KB
ZH
umM
YH
[1].]
EU
Fa |
GH
Co
HI
05

P53
Ry
LZ
HH
LB

KN
ap
5L
IR
UE
5I
KE
JN
Fo
J0

Iaa
Ias
Iia
115
iza
325
IIo
IXIS5
40
I45
isa
Is55
I6ca
I6S
I7e
175
iaa
185
i?a
IS
488
485
418
415
daze
425
418
435
dd8
445
4158
455
468
465
478
475
488
485
a%8
495
sa8
585
518
515
5@
525
53a
535
548
545
558
555
568
565
578
575
588
585
598
595
688
685
618
615
628
625
6318
615
G40

paTa
paTta
patTa
paTa
ratTh
paTa
paTa
DaATA
paTa
DATA
paTa
pavTa
paTa
DaTa
paTAh
DpaTa
paTa
DATA
ratTa
baATa
pATA
paTa
raTA
rATA
caTa
DaATH
DATA
DATA
DAaTA
DATA
patTa
paTh
DAaTA
paTA
raATA
DATA
caThA
DpaATHA
AT
patTa
paTa
DATA
paTa
paTA
paTh
DAaTH
paATA
paTA
cata
paATA
caTa
caATA
paTaA
paTA
DATA
paTha
paTa
pavTa
DaTaA
paTa
pata
DaTh
caTa
DaTa
caTa
DaTha
DaTA
paTAh
DATA

78,16,16,16,16,16,28,8
64,117,88,2728,20,52,.4,8
86,16,16,16,16,16, 80,8
8,2760,68,8,8,0,08,0
8,8,9,8,8,0,84,8

284,116 ,84,864,220,48,0,8
48,204,204,252,204,204,204,0
249,204 ,704,740,704,704,740,8
48,7204 ,192,192,192,2084,48,8
240,204,704 ,204,204,704,7246,8
252,192,192 ,240,19%2,1%2,252,.8
?52,192,192,248,192,192,192.8
48,204 ,192,192,204,204,.48,8
204,204,204,252,704,704,704,8
252,48,48,48,48,48,252,0
60,12,17,12,12,204,48,8
Z04,204 , 248,248 ,740,704 ,704.8
192,192,192,192,192,192,252,8
204,252 ,252,204,204,704,704,0
248,704,204 ,204,204,704,204,0
48,204,204 ,204,204 ,7204,48,0
249,204,204 ,248,19%2,1%2,1%2,08
48,204,204 ,204,204,240,608,08
Z40,204,204,240,204,204,204,0
60,192,192,252,12,12,2498,0
2527,48,48,48,48,48,48,8

704 ,204,204,204,204,204,252,0
704,704,704,72084,784,252, 48,80
704,204,204 ,204,257,252,204,0
204,784,204 48,204 ,7204,204,8
204,204,704 48,48 ,48,46,8
252,122,172 .,48,1%2,1%2,252. 9
46,720,084 ,64,116,16,48,8
8,16,84,228,16,16,08,8
#,16,16,684,7780,16,08,8
8,16,117,.684,112,16,0,08
#,16,52,84,52,16,0,8
48,220,064 ,84,84,220,48,8
32,1%6,136,166,136,136,136,0
168, 136,136,168 ,136,1%X6,168.,8
X2,126,128,128,128,136,X2.8
168,136,136,136,136,136,1608,0
168,1278,178,160,178,126, 168,08
168,128, 128,169 ,178,128,176,8
3?,136,128,128,136,136,32,8
136,136,136, 168,136, 136,136,808
168,37,32,32,32,32,168,8
48,.6,8,8,68,136,312,8
136,136,168,160,160,136,136,0
128,126, 128,128,128,128,168,0
136,168,168,136,136,136,136, 8
168,136,136 ,136,136,136,136.8
32,136,136,136,136,136,32,0
169,136,136,168,178,128,126,08
X?,136,136,136,136,160,48, 8
168,136,136,168,136,136,136,0
49,128,178, 168,8,8,160,8
168,22 ,312,.32,32,32,32.,8
1Z6,136,136,136,136,176,168,8
13X6,136,1%6,136,136,168,32.,09
136,136,136,136,168,168,136,8
1%6,136,136,32,136,136,136,0
136,136,136,32,32,32,32.,0@
1668,8,8,32,128,128,168,8
48,270,84,116,68,16,220,0
16,;16,16,16,16,16,16,8
84,80,92,.116,68,12,98,0
4,52,212,84,212,52,4,8
64,117,92,84,92,117,64,80

Program 1 - Creating a font
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Disk Magazines

MEGAMA

he floppy disk has become a popular medium for ex

changing news. reviews and topical information among

‘specialised’ computer users. The expense of printing
magazines on paper has proved a major incentive for small-
scale publishers to search for other means of communication.
Disk mags can also act as a point of distribution for the latest
public domain software and are therefore readily accepted by
users. | recently received the first four issues of a publication
designed exclusively for the benefit of Atari owners. You may
have heard the name MEGA MAGAZINE, a disk mag created by
Freddy Offenga (aka Frankenstein) of ‘Big Demo’ fame and
distributed by A.N.G. software of Holland. You may not have
heard that Micro Discount are now handling UK sales, thereby
removing the hassle and additional expense of overseas
payment.

It's safe to say that Mega Magazine is unlike other disk mags
you may have encountered. In common with most, each issue
is supplied on a double-sided floppy and follows a fairly con
sistent format - side one contains a wide variety of textual
malerial whilst side two is reserved for program files. However,
the text part isn’t as dull as you might expect. The disk bools
up with an impressive menu system accompanied by excellent
music. The articles load separately from disk and, due to the
compression techniques employed, there is a LOT to read! The
text viewer is extremely user-friendly and lets you scroll back
and forth at different speeds, using joystick-controls. You can
choose almost all the options with a joystick - the only excep
tions are console-key presses Lo silence the background music
or toggle output to a printer.

Regular features established in the launch issue include hints
and tips for popular games, programming tutorials, demo
reviews, a substantial Lynx section. a mailbag and a column
especially for heavy metal freaks. There are twenty-seven text
items in issue one with subjects ranging from 3D vector
graphics to the story of the High Tech Team and what hap-
pened to their Platinum demo. The flip side is packed full with
challenging screen files designed for use with the Boulderdash
Construction Set.

mong many articles in issue two there's a list of illegal

assembler opcodes, a review of the Black Magic Com-

poser and full details of an Atari 8-bit stereo upgrade.
The Lynx section offers news, reviews and tips on established
titles, Side B contains, by popular demand, no more Boulder
dash screens! Instead there are three excellent demos from
Turkey, Norway and Poland with the usual mixture of scrol
lers, music and special graphic effects (love the Black Lamp
music!). as well as a shareware archiver with full instructions
s0 you can access several other compacted files on the disk.
Some of these relate to the articles (for example, programs to
use with the stereo upgrade) while others provide source code,
utilities and pictures.

[ssue three investigates fractal graphiecs, hardware enhance
menis, compression technigques, CS5 products and much
more. The fractals article is accompanied by a demo of the
mandelbrot set and utilities to help you explore and create
your own fractal drawings. Elsewhere there's a demo of a

Issue &1 - Mew Alari Lser

GAZINE

reviewed by Paul Rixon
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Polish game called Tanks - it looks impressive! - and another
conventional demo from Turkey. There's more information on
stereo enhancements and a source code listing from part of the
Atari Expo Il demo, so you can find out how they do it!

he fourth issue takes a look at games from A.N.G. and

Zeppelin Games, demos from various sources and

Woslilm's Disassembler. It also investigates display list
interrupts, happy faces and philosophical matters. As well as
two lively demos the program section contains an innovative
module player from Poland that uses sound-tracker ‘'MOLD" files
converted from the ST and Amiga. It's accompanied by three
example modules. There's a program to uncompact LZW files,
one to check that your RAM banks are in working order and
another that's handy for those who use a BBS to download
disks as single files - it converts files to disks and vice versa.

I could fill up the rest of the magazine describing the content
but you will already realise that Mega Magazine is packed to
the last byte with information, reviews, programs, demos and
almost anything to do with the world of Atari 8-bits. There is a
bias towards programming topics and issues of a technical
nature though the authors are aware of the need to cater for
‘average’ users. If you're exclusively interested in games you'll
probably find it disappointing.

Unfortunately I must end by drawing your attention to the

rarning which appears in the introduction of every issue.
Mega Magazine contains some language that would not be
considered suitable for children. Given that many Atari-owning
children will find the remaining articles of great interest, and
that many adults would prefer the offending material to be
removed, it's a mystery to me why the Editor doesn’t make an
effort to clean up the magazine’s content. Apart from this one
drawback, Mega Magazine is truly amazing!

MEGA MAGAZINE is published by A.N.G. software, Ridderkerk
sestraat 60, 3114 RK, Schiedam, Netherlands and distributed
in the UK by Micro Discount, 265 Chester Road, Streetly, Wesi
Midlands, B74 3EA. Telephone (021) 353 5730. The price is £3
each for issues 1-4 or £10 for the set.
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nother new game! This

one, called ADAX, is
j an arcade adventure
from Avalon in Poland and has
been imported to the UK by
Micro Discount, who special
ise in offering formerly undisc
overed products. Although the
program contains a few Polish
screen prompts this is not a
problem as the meaning is
generally obvious and an En
glish translation of the playing
instructions is supplied.

It would seem that aliens
have invaded the nearby
planet of Adax and the Space
Defence Force have commis-
sioned their most dependable

AX

(or is that expendable?) em-
ployee - that's you - to investi
gate the situation. It doesn't
take yvou long to discover that
the nasties have constructed a
military base and are planning
to launch a massive attack on
Earth itself. Needless to say,
Vour new mission is to wipe
out the HQ and see the
meanies out of town!

The game kicks off, rather
worryingly, in a style similar
to Green Berel and similar
shoot ‘em ups. There are
dozens of guards for your man
Lo avoid and vour platform
jumping skills are vigorously
tested. Fortunately, it soon be
comes apparent that there's

Title: ADAX

Publisher: Avalon/Micro
Discount

Price: £5.95

Format: Disk

Reviewed by Paul Rixon

more to Adax than simply
blasting the baddies. In line
with all arcade adventures
there are various objects you
will have to find and utilise in
order to successfully complete
your mission. When you come
across a likely-looking box of

goodies you can inspect the
contents before deciding
whether to keep or discard
themn. If you wish, you can
swap a new item [or one you
already have. Missiles are
obviously useful for dealing
with the opposition’'s defences
but you'll also need keys to
access different sections of the
base. Ultimately you're expec
ted to locate six floppy disks
that contain the enemy’s
strategic plans (backups, what
backups ...7) and plant a
bomb in the power station for
the grand, booming, finale!

A great deal of effort has been

invested in the visual design of
Adax - there's no shortage of
colour, detail and imagination.
The game also benefits from
good animation and clever fea-
tures such as lifts and a high-
speed transporter. The back-
ground music isn’t bad
though a silent mode can be
chosen if preferred.

Well, I'm impressed! Adax is
an all-round high quality pro
duction with enough action
and intrigue to ensure you
won't lose interest in a hurry
If arcade adventures are up
your street, this is one you
won't want to miss.

riginally launched as

separate budget-

priced disk games,
Boing Il and Speedfox can now
be obtained [rom Kenlt-based
Tiger Developments in the
form of a single compilation.
The first version of Boing,
which was included with one
of the Excel disk magazines
[see NALI issue 59), ran along
similar lines to Bounder - a
popular jumping game on
various micros and known to
Atarians in the guise of Grem-
lin's Trailblazer. Boing II is
based on a similar principal
but also includes a shoot “em

up element. The game is a
horizontal scroller and your
joystick controls a small
bouncing ball as it travels on a
lengthy journey over hazar
dous territory. You must take
care not to fall through gaps
into the sea or collide with
alien matter, since either
event will result in the loss of
life. You can shoot at the
attacking nasties for tempor-
ary respite though ammuni
tion is limited. Luckily there
are bonus squares providing
such useful effects as addi-
tional ammeo, smart bombs
and limited missile protection.

OING 11 & SPEEDFOX

The graphics and sound
effects are adequate. Boing Il
is a simple but addictive
game, and it’s worth persever-
ing to experience the later
levels (or you can use cheat
maode instead!).

A highly advanced parallel
universe is the setting for
Speed Fox, yet another game
that has been justified by the
need to save innocent citizens
from an imminent alien
attack. In contrast with the
imaginary universe, the screen
design is actually rather basic

each level is presented as a
single screen. Your objective is
to zip around the playfield col
leeting enemy cells (they be-
long to a genetically en-
gineered monster, apparently)
whilst avoiding the unrelent-
ing cross-fire from two alien
spaceships positioned either
side. A time limit adds to the
challenge and there are bonus
pills on offer to give you spe

cial powers such as jumps
and temporary shield. Due to
the rapid speed of action and
the fact that your ship is li-
mited to vertical and horizon-
tal movement, Speed Fox is
not an easy game to contend
with. It may not be long be
fore, like me, you decide to
re-boot and try another round
of Boing [1 instead!

Boing Il is a reasonably en-
tertaining game though Speed
Fox is unlikely to hold your
attention for long. Cassette
users presently miss out but
Tiger Developments have hin
ted at future plans to offer a
compilation tape of their re-
cent releases,

Title: BOING Il &
SPEEDFOX
Publisher: Tiger Developments
Price! £4.99
Format:  Disk

Reviewed by Paul Rixon

Mew Atari Usar 41

lsgua & 1



(LUXE GAMES

42

his straightforward
puzzle should be
familiar to PC users

since a very similar game
known as Minesweeper is
bundled as standard with
copies of the multi-tasking de-
sktop environment Microsolt
Windows 3.1, It must be one
of the most frequently played
games at the expense of com-
mercial organisations!

The player of BOMB is laced
with a large grid of rather dull
squares and a joystick oper
ated cursor. The object of the
exercise is to clear the grid of
dangerous mines which have
been concealed under some of
the squares. By placing the

Title: BOMEBE
Publisher: Ke-Soft
Frice: DM14,80

Forrnat:. Disk

Reviewed by Paul Rixon

e-Soft have now re-

leased three disks in

their Player's Dream
series of compilations. The
first instalment [sec NAL issue
53) is presently the only one
available with English instruc-
tions. though Ke-Soft are well
able to provide a translation if
there's sufficient demand.
PLAYER'S DREAM 111 compris-
es three games though at pre-
sent only two will interest the
majority of British players -
the third is a German-only
text/graphics adventure. For-
tunately the other two prog-
rams, Jump and Overblow,

lssue &1 - Mew Atari Ulser

BOMB

cursor on a square and press-
ing either the space bar or
joystick trigger you must de-
cide whether the underlying
territory should be designated
a mined or safe area respec-
tively. To help you in this
seemingly foolhardy task the
safe areas, once revealed, are
labelled with numbers repre-
senting the quantity of mines
in the immediately surround-
ing squares. Once you've suc-
cessfully cleared a small por
tion of the grid you can apply
certain rules of logic to replace
the element of guesswork that
would otherwise be required.
For example, if you unearth a
mine with an adjacent safe
square labelled *1°, there can
be no more mines surround-
ing the latter.

You've got to move quickly
since your time allowance is
limited. It doesn't pay to take
chances - il you fail Lo correct-
ly identify the nature of a
square the game is abruptly

R TR S SR ST

LAYER'S DREAM I

4 e

contain English messages.
Jump is a revamped version
of a very old arcade game
that's intended to stretch your
powers of eye-to-hand co-ordi-
nation. The joystick com-
mands a ball which is perched
on a platform constructed
from four small squares. Every
few seconds a tile at the end of
the platform dissolves and
subsequently reappears some-
where around the front, giving
the effect of movement in a
snake-like fashion. To avoid
losing the ball you've got to
ensure it keeps rolling to the
front of the platform. On the

ended. At first the task seems
almost impossible but addic-
tion sets in as you gradually
improve your playing techni-
que. You can move up through
a total of twenty levels, the
later stages offering differently
shaped grids constructed [rom
a greater quantity of squares.
Eventually it becomes more a
case of luck than judgement!
Graphics are no more than
functional (the all-too-fre-
quently experienced game over
sequence is particularly unim-
pressive) while a reasonable
tune accompanies gameplay.
Unfortunately my copy of

first few screens this is rela-
tively simple but when the
game speeds up your reac-
tions are severely tested!
There are several opportuni-
ties to obtain bonus points
though on higher levels (there
are fifteen altogether) but the
score will probably be the
least of your worries! Jump re-
lies on simple graphics and
spund, but the game is sur-
prisingly addictive.

Overblow is a rather unusual
two-player strategy game that
combines a hint of Othello
with a fairground scenario!
The players take turns to
place coloured balloons on a
large grid and aim to end up
with the highest number of
their individual colour. If de-
sired. a player can choose to
inflate one of the existing bal-
loons. After several ‘blows’ the
balloon explodes and spawns
new balloons in the four adja-
cent positions. These may
already be occupied by oppos-

13
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Bomb contained a small bug
that came to light upon the
completion of a dozen games,
The program froze at the start
of the thirteenth round and
refused to accepl inputs - Ke-
Soft have assured me this will
be fixed in the release version.
Bomb is not one of Ke-Soft's
most prestigious efforts but
it's an addictive puzzle, none
the less.
Al present it's only available
direct from Germany so you'll
need to check the exchange
rates before ordering. Drop
Ke-Soft a line and they'll send
you the latest price list.

ing balloons, which are there-
by transferred to the current
player, or similar balloons
which are then inflated in the
same way as before. With
careful planning it's possible
to set off a chain reaction and
radically change the grid's
complexion in a single move!
Overblow is much, much
easier to play than it is to ex-
plain. True two-player games
are few and far between but
this one is a fine example.

Despite the inclusion of a
German adventure Player's
Dream 111 is well worth investi
gation. Overblow is a nice
game for two players while
Jump provides a useful
bonus.

Title: PLAYER'S DREAM Il
Publisher: Ke-Soft

DM14,80

Disk

Price
Format:

Reviewed by Paul Rixon
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iger Developments’

latest production is a

horizontally scrolling
shoot ‘em up with a host of
added complications. The
game is a combined effort by
Nell Ottaway - the man re
sponsible for Tarkus and Mis
sion Zircon - and Robert
Stuart of Excel disk-mag
fame, who also knows a thing
or two when it comes to de
signing computer graphics.

Chances are you may not

have heard that members of
the Reptilian System have for-
med an alliance and are all
geared up to invade the Earth
in order to set up breeding col
onies. Now that you have,

Title: LIZARD

Publisher: Tiger Developments
Price: £4.99

Format:  Disk

Reviewed by Paul Rixon

IZARD

you'll surely want to play your
part in defending mankind!

Your joystick manoeuvres a
jet-packed character who is
not unlike the one in Mission
Zircon - for some reason | find
his manner rather unconvinc-
ing! You can scroll in either
horizontal direction through
the alien world which is de-
fined by a stunning assort-
ment of colourful backdrops.
Robert Stuart has really gone
to town in providing as many
colours, objects, patterns and
features as you could possibly
hope to encounter. There are
dozens of obstructions to
negotiate though it's some-
times difficult to know where
they are until you hit them!
The continuous waves ol

space-invader style nasties are

rather more conspicuous, but
no less hazardous. The best
policy may be to keep your fin-
ger firmly on the fire button
and hope for the best!

Despite its initial appearance

windling 8-hit sup-

port in the UK seems

to have been coun-
tered recently by an upsurge
of activity overseas. In parti
cular, Poland has unexpected
lv emerged as a valuable
source of high quality soft
ware. A fine example is HANS
KLOSS - an arcade adventure
from Avalon of Poland impor-
ted to this country by Micro
Discount. It's similar in nature
to Avalon’'s Adax which is also
reviewed in this issue. The
program text is Polish but
translations are listed as part
of an English instruction

leaflet.

The plot unfolds during the
height of World War I1. Hitler
has instructed his scientists

to develop a new, powerful
missile that will thwart any
plans the allies may have of
putting a stop to his reign of
terror. Fortunately, allied in
telligence have located the
underground bunker where
the missile is to be built and
launched. They have now de-
cided to urgently despatch
their most experienced and
successiul secret agent, alias
Hans Kloss, to infiltrate the
complex and destroy all re-

Lizard is by no means a
straightforward blasting ex-
pedition. Whenever you get an
opportunity you should look
out for solar panels that must
be destroyed to disable the
enemy force fields. You should
also investigate objects that
may contain bonus points,
power, bombs or a gun. Your
current weapons, including
space-bar operated smart
bombs, are shown on a status
console below the scrolling
window. As if you didn't have
enough problems yvou've got to
collect up letters and arrange
them in a colour-coded group.

HANS KLOSS

levant documentation.

Your part in all this is to help
Hans Kloss obtain nine pic-
tures and twelve other docu-
ments, all of which are posi-
tioned deep in enemy territory.
You will need to look out for
keys, since there are many
locked doors in your path.
You'll also need regular sup-
plies of food and drink to re-
plenish your steadily depleting
reserves. There are numerous
lifts to help you get around
but also some nasty traps to
catch you out! Conspicuous
nasties aren't too difficult to
overcome but trip-switch oper-
ated sniper fire is a real Killer!

The main playing window
occupies about two thirds of
the total screen area, the re
mainder being used to indi
cate your score, health and
number of items collected. The
pleasantly detailed scenes “flip’
as you walk or jump through
screen boundaries. Animation

> ) 1

The letters form a password
that will enable you to log onto
a computer terminal. in order
to oblain a mega-gun that
you'll need to tackle the tyrant
beast on each planet (a Lizard,
maybe?). Phew! After the first,
there are four further levels to
complete.

Lizard is a very challenging
game and, apart from the
gripe I have about the unpro-
fessional appearance ol the
central character, is a
graphical success, Tiger De
velopments’ software improves
with every release - this is
their best yet!

of the central character, who
is rather green to say the
least, is good quality stuff. The
lifts scroll smoothly and the
jowstick controls leel respon-
sive and comiortable. A good
sound-track accompanies the
action - for once 1 preferred
not to turn it off!

Without doubt, Hans Kloss is
one of the best arcade adven-
tures to hit the Atari world for
ages, | blame it entirely for
missing the copy deadline this
issue! If there is sufficient in
terest in this game and other
recent imports, there are
bound to be more in the fu
ture. Isn't it time you gave
yourself a treat?

Title: HANS KLOSS

Supplier: Avalon/Micro
Discount

Price: £5.95

Format: Disk

Reviewed by Paul Rixon
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QUIZ
TIME

he initial coneepl lor this article came from an enguiry

by Paul Robinson. He has wrillen a quiz program [or

yvoung children and wanted o make il more challeng-
ing by setling time limits on the answers. Initially | was jusi
going Lo send a quick reply talking about the built-in timers in
the Atari operating system. but then I thought a bit further,
and realised that the problem was not so very easy. A straight
forward timer is not difficult to implement. but a timer which
will display continuously on screen while something else use
[ul is being done by the compulter is rather more diflicult in
Basic. So | thought 1 had better prove my concept by incorpor
ating it in a little general knowledge quiz of my own. It works.
as you will see if vou type in the listing.

THE BUILT IN TIMERS

The fundamental principle of the timing is in memory loca-
tions 18, 19 and 20. Together these three can make quite a
useful clock, with accuracy that is good enough for most short
and medium time requirements, though they are probably not
accurale enough lor a clock that runs day in and day oul.
Location 20 is the first part of the timer. [t counts up in jillies -
that is liftieths ol a second in the UK and sixticths of a second
in the USA. The dillerence must have something to do with
electric mains requencies and the refresh rates of television
sels (also 50Hz here and 60 Hertz in the United States). This
counter counts up from zero to 255 and then resets to zero as
location 19 increments by one. Similarly location 18 incre
ments every time memory location 19 gets to 256 and resets in
its lurn to 1.

You can work oul that location 20 counts from zero Lo
255/50 (5,12 seconds) and then resets so location 19 counts
in intervals of 5.12 seconds to 5.12*256 (1310.72 secs or 21
minutes and 50.72 secs). Location 18 only increments every 21
minutes and 50.72 seconds, so it does not reset until 93 hours
12 minutes and 24.32 seconds have elapsed. This should be
quite enough lor any Atari application. so I will not try to work
oul a routine that takes account of the clocks all resetting (o
Zzero al that time.

This clock syslem can be used in Basic programs by PEEKing

lssue &1 - BMew Alan Llser

locations (18). (19) and (20) and then performing a little mathe
malics, Lines 600 and 601 of the listing turn the peeks into
elapsed time in whole seconds. [ could well have left out the
PEEKI(18] term for use in this program as | would not expect to
give anyone more than 21 minutes to answer a single question,
but including it gives you a more general case for modification
and use in other programs

PROGRAM FLOW

The other aspect of timing using Basic that has to be consi
dered carefully is program flow. The main loop of the program
musl iterate reasonably quickly and continuously, and each
iteration must have an element that redraws the clock counter
to the current setting. If the program iteration stops - for
instance to get an input by INPUT or GET - the updating of the
clock display will also stop. Of course the limers keep running,
but if vou cannot see where they have got to they are nol much
L5,

So, if we must not use INPUT or GET for keyboard input, how
can we make the program interactive? [ made the guiz multiple
choice so that a single key press could be used lor an answer.
Now, the answer lies in the subroutine that starts at line 800.
What this does is look in memory location 764 to find the code
of the last key pressed. If no key has been pressed the value is
255 all the other keys have diflerent values called keyeode
values. Unfortunately these values are neither the same as the
ATASCII values [that is what you gei from the ASC function),
nor the same as the ICODE value (that is the value you have to
Poke into scereen memory Lo display a character on screen),
and your Basic manual will not tell you either. There is a book
called Compute’s Third Book of Atari which has a whole
Appendix devoled to the various keyeodes, but | don't know il
it is still available. You will just have to find the codes lor
yvourselfl -the very short program listing will help. For the
benefit of this quiz with a choice of three answers we only need
Lo know that pressing 1 results in a value of 31, 2 gives 30 and
3 gives 26. We read the value into variable KEYP in line 800
and then set the variable IN to O (no key pressed), 1, 2 or 3 as
appropriate. Finally location 764 is resel Lo a value of 255
before returning from the subroutine.

All this mav sound a bit complicated. but it allows the
program to keep recycling through lines 110,115,120,125 and
the subroutines they call until a key is pressed. and in each
cycle the LOOKUP subroutine at line 600 updates the timer.
When a key is pressed the timer stops.
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GEGUIE " : END

ME 57 READ alsS, az25,a4X5.Y.7
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CC 64 GOSUB RESET

OL 118 GOSUB LOOKUP
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MORE TIME"™:GOTOD 137

MO 12?28 GOSUB INKEY

RT 125 IF IN=8 THEN 118

TO 138 IF IN=Y THEN 7 "HWELL DOME THAT 1%
CORRECT" :GOTOD 140

FHB 135 2 “S0RRY — THAT ANSHER HaS5 NOT COR
RECT"

O 4137 2 “"THE RIGHT ANSHER HAa5 NUMBER 'Y

Yo 146 7 “PRESS AMY KEY FOR THE MEXT QUES

TION" :GOTO 48

HG 499 REM MMM RESET TIMERS

Y& 5080 POKE Z@,D:POKE 1%, 0:POKE 18, @8:RETU
(2], ]

GH 550 GOSUB 788:GOSUB BBO:GOTD 550

HY 599 REM ®=¥X LOOKUP TIME

HMH 688 JIF-PEEK(18)M655I64+PEEK(LIDIMZS6+PE
EKiLZa)

LF 618 SEC-INTIB.S+(JIF/58))

CD 628 IF SECC(}SECOLDP THEM POSITION 3I5,1:
y ity ":POSITIOM 36,1:7 (T-SEC):POSITI
OM 2,17:5ECOLD=SEC

ZI 630 RETURM

LL &29 REM MMM GET 4 KEYPRESS

IF 708 OPEN H1.,4.8,"K:":GET #i ,K:CLOSE H1
IRETURN 2

FG 799 REM e KEYBOARD NMUMBER IMPUT

5H 808 KEYP-PEEK(764) :!1IF KEYP=-255 THEM IM
“B:RETURN

TC 881 IF EKEEYP=I1 THEN IN=1

TP 802 IF KEYP=38 THEN IN=Z

H.J B8I IF KEYP=2&6 THEN IN=3I

HK 818 POKE 764,255:RETURN

CJ 999 REHM w¥¥N DATAH (FORMAOT) MW o
UESTIOM, CHOICEL, CHOICEZ, CHOICEZ, CO
RRECT aAWSHER Mo, TIME ALLOMWEDR [SECS)

TE 1008 REM e e ok - - -

VE 1881 DATA HOW OLD IS5 PAGE & (MEMW ATARI
WSERY , 18 YEARS, & YEARS,5 YEARS,L1,12

¥U 1882 DATA HHAT HAS THE 157 PAGE & TYPE
—IN GAME,ASTEROIDS, PACKHAN, VULTURES, 3,
1z

BY 18083 DATA HWHICH IS THE BEST COMPUTER.,A
TARL , COMMODDRE , OTHER , 1L, 12

GK ZFaea8 DaTa HHH

THE QUIZ

[ will not go through the whole program line by line as it is
only designed as a vehicle for the timer demonstration, but
here are a few notes for anyone who would like Lo take the
advice Ed Hall gave in the last issue. Go ahead and change it.
polish it or even mutate il to an unrecognisable perfection.

First you will find that there are only three simple questions
in this quiz. It is very easy to expand the scope however as the
questions and answers are all contained in data statements
starting at line 1001. The data format is:

Cuestion, Choice 1, Choice 2, Choice 3, Number of the correct
answer, Number of seconds allowed for answering

The data should be strung together separated by commas but
no spaces, and you can go on adding as many as you like
[within the memory of your computer). On my 800XL [ esti
mate there is room for about 400 questions. [f yvou want to sel
up sets of specialist questions you could type data files and
LIST them io disk or LIST "C:" io casseite. These could then be
ENTERED and used with the same lundamental quiz program
[Lines 1 to 810). If you do this make certain that all your data
sels have the same line numbers., then each set when loaded
will completely overwrite any set used earlier. If you have a
disk drive it would be quite easy to have several sets of data on
one disk and add a couple of lines early in the quiz program to
give a choice of guiz subjects before you start. You must leave
the last line of data (2000) intact as the program recognises
the XXX data as the end of the game and exits (Line 50) with a
message. Otherwise you will gel an error message when the
program runs oul of data.

Just one caution with the questions and answers, [ have
allowed 36 characters [including spaces) for each question and
12 for each answer. If you find this too restrictive you can

REH % MEH ATaRI USER - aAPR 1933 =
FLE e

WO L BHE P o0 o - DN e
CR Z REM = TUTORIAL SUBROUTINES -
EUl 4 REM ™ GET THE KEYCODRE "
HU 5 REM = by L
CD 6 REM = Tan Finlayson L
R0 o (ORI e oo o o Sl e e e i e e b

i)

2

aY 18 REM

G 20 OPEM H1.,4,8,"K:":GET B1,4:CLOSE Hi

GO I8 7 “THE KEYCODE VALUE FOR ";CHRS(A);
" I5 “:PEEKIVSA)

RU 48 GCOTO 28

change the DIM settings in line 21, but remember that the
Alari screen is only 40 characters wide (38 if yvou do not reset
the left margin) and il you go beyond this you will have to be
careful that the question does not end up with a word broken
between two lines.

There are several other enhancements you could make Lo
improve the visual appeal of the game with colour and maybe
using other graphic modes. You could add some sound eflects
and keep a score table showing how many questions were
answered correctly and how long they took. T will leave it to
your imagination - get your encyclopedias out!! If you creaie a
masterpiece | would very much like to see a copy.

You can write to me Ian Finlayson at
60 Roundstone Crescent,
East Preston,
West Sussex
BN16 1DQ

Mew Atari User - lssue &1
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XL/XETYPE-IN
ADVANCED

a6

DARTS

CALCULATOR

ands up all you 8-bit Atari users who think you are a

bit of a darts player. Keep your hands up if, like me,

the biggest chore in playing the game is actually de-
ducting the score off the total and working out whether 163 is
a possible finish or not? Well if that's the case this program
could be the solution to your problems. Not only does il keep
track of up to a maximum of 10 players scores, bul also
displays possible linishes automatically (although actually get
ting such finishes is a totally different story!).

GET TYPING!

Type in the Basic listing and save it in the usual way. When
you run the program you are presented with a title screen that
vaguely resembles three darts and a prompt lo press any key.

You are then required to enter the type ol darls game you
want. Enter "1" lor the standard three legs wins a set formal,
or "2" lo select a straight forward number of games won

format. After inputting the number of players playing and their

names you are then prompted to choose which player will
throw first. This is achieved by pressing the SELECT key until

the appropriate player is highlighted and then pressing START.

If the cursor reaches the bottom of the list without a player
being chosen it automatically returns to the top of the list and
the process is repeated again,

TO THE OCHE!

Using the program is simply a case of throwing the darts and
entering the scores until someone actually linishes. As a side-
line a mini table of results is displayed at the bottom of the
sereen showing each players current score, their highest score
of both the match and the leg, and then either the number of
games won by each player or the number of sets and legs won
depending upon the mateh lormat chosen at the starl.

Upon finishing the player is asked to enter the number of
darts used to finish. This is not the total number of darts used
throughout the leg, just the number used in the last turn [i.e.
1.2 or 3). You are then presented with the main results table
showing the winners results as compared with the best results
obtained during the match and who achieved these feats.

Most of these statistics, like finishing score and number of
darts to check out in, are [airly self explanatory, however the
lowest score only registers if you have to get a score grealer
than 100. This is because of the fact that if someone finishes
on two then this would be recorded as the lowest score even
though no higher score was possible. Furthermore the "aver-
age score” relers to a players average when that person re-

lssue &1 - Mew Atari Usar

Richard Welsh presents a
simple program that proves
to be surprisingly useful for
those who like to throw the
odd arrow or two

FRED
YOUR SCORE IS 137
HHAT DPXIDP YOU SCORE 7
ITL® Ti6 D16

FINISH

quires a score greater than 100 and is trying to score as highly
as possible, whereas the "true average” refllects every score
obtained, and how finishing affecled this average. In my case
due to bust scores and frequently having to finish on double
one differences are significant between these two statistics.

HARD COPY

The results table can be printed out by pressing "I, however
as the Atari 1029 cannot print control characters very easily
the border Lo the table is transformed from these conirol
characters to asterisks,

Alternatively pressing 1" will display each players individual
results for highest and lowest scores, along with the two
average score statisties for the last leg, results which can also
be printed out by pressing "P".

Pressing any other key whilst on the main results table will
stari the next game, with the computer automatically calculat
ing who is to throw first and prompting them to enter their
sSCone.



DARTS

C5
FR
aF
5F
il
CH
HH
™

ue
EC
LE
HR
oz
rB
1Y
NR

FI

HJ
IL

RM
Brv
QE
KR

UKW
NZ

Ic

KH
HZ

5h

BL
cp
NC

KY

PR

ua
LC

MK
RR
RS
RI
Lw
:1:]

™
EX

FL
HT
LR

1 BREM T ¥ T eeeaalIacEes ETTELELIT
¢ REM B ADVANCEDr DARTS CALCUALTOR =
3 REM 1 by Richard HWelsh u
R Qi e e e e ey e e e i e e n
5 REM #1 MNEMW ATARI USER - aPR 199X n
6 REM

7 REM

18 DPIM AS(80) ,BSCH) ,C5C11),.D5(8) ,ES(B)
+FS{B) ,G5(8)  HSIB) ,IS5(8),J5(1) ,K5(18)
20 DIM CC18) ,EC10),TC18),JC18)  HI18) .M
(18) ,RC18) ,UC18),K(18) ,SETCLAD

38 GRAPHICS 8:SETCOLOR 2,8,8:COLOR 1
48 POKE 16,64:POKE S3774,64:P0OKE 752,1

=8 T " ADVANCED DARTS CALCULATOR®
e T 2w BY RICHARD HWELSH.";
78 GOSUB 1478

38 GOSUB 2238

188 GRAPHICS @:SETCOLOR 2,8.0

118 POKE 752,1:P=8:0=0:5=99:L=-8:6=188:

T=@:V=B:CAME=B:TH=0: POKE 16,64:PDKE 53

774,64

115 REM LINE 128 WUSE ESC CTRL
Tas, ESC SHIFT TaB aAND
ESC CTRL +

1ze 7 "B ] B 8 ge
B Qeeeem
148 GOSUB 1778

i58 TRaP 1168

168 GOSUB 1848

178 7 DE"

188 GOSUBR Zie8

198 B=L+#+1

Z88 POSITION 17,8:7 AaS{L+8%(B-1) , B%B) ;

:POSITION 18,2:7 * YOUR SCORE IS *;C(B

2

718 IF CI(B) {171 THEN GOSUB 2308

229 TRAP 1878:POSITION 18,4:7 "HHAT DI

0 YOU SCORE **;

238 IF CiB) {108 THEW POSITION 29, 4:7 "

BEE";

Z248 INPUT DB

245 REM LIME 258 USE ESC CTRL 2, AND
CTRL DELETE BK 5P

258 IF D188 OR D<8 THEW POSITION 29,4

: 7 “[IEEEEEEEKI": :GOTO Z48

Z78 IF CIB)-D<8 OR CC(B)-D=1 THEMN ? :7

bl | SORRY YOU'VE BUST e FOR

DEL=1 TO S@8:NEXT DEL:GOTD 355

288 IF 0<{Dp THEMW Q=D:F5=-aAS(1+B¥IB-1),h 8%

B)

798 IF CI(BY»188 THEN GOSUB 2828

366 IF CIB) {188 THEN GOSUB 2878

318 IF HIB) {D THEMW H(B)=D

I?8 IF ICB)<{Dp THEW I(B)=D

II8 CCB)=CI(B)-D

348 UCBY=-UIB)+D

I58 IF C(B)=8 THEM GOTOD 428

IS51 GOTO 366

I55 IF CIBY>»188 THEN MIBI=X(B)+1

I68 RI(BY=R(B)+3

370 B=B+1

Iga IF B>Aa THEM B=1

35‘ l_l ll‘ll

4808 GOSUB Zi88

410 GOTO zZae

428 POSITION 1,22:7 "HOWM MANY DARTS DI

D ¥YOUl FIMISH IN ";

438 GOSUB 2238

440 IF Z<49 OR Z>51 THEN POSITION 35,2

72:? " :60T0 428

458 RCBI=RIB) +Z-48:7 "R"

468 POKE 82,8

478 POSITION B,8:7 " S
N "3

CALCULATOR
uw 488 T '@ HINMER OF THE GAME -
h*:
MX 498 7 N
S SSAREIEY 4 L
YU 588 7 |/ 1 I
“ir:
Aad 518 7 || | HINNER | B
EST Ih;
YR 578 7 || 1 1
ne;
ac S8 ? "] Finishing score | |
| A
vy s4a 7T || 1 |
ji:
Zp 558 7 || Hi-score in leg | |
e ;
Uz se@ T || i |
1H;
HK 578 7 "|] Lowest score ] ]
[ |
Wr Saa 7 || I I
n+-:
IJ 598 7 || average score | ]
| R
vo Gaa T "] 1 I
| R
GF 618 7 || True average ] |
n—-;
vs 528 T || ] |
1~;
DR 638 7 || Number of darts | ]
;s
NE 648 7 || to chechk oUut | |
ne=;
KV 658 7 "%\ | |
f'u.;
pC 668 7 | /S
—ul:u
5K 678 7 || PRESS "P* FOR A& HARD CO
PY ne;
FR 688 7 "4 ‘L' FOR INDIVIDUAL DaT
0 F"}
KG 698 7 * | AMY OTHER KEY TO CONTIM
UE | Bt
RH 788 7 " %
A ot
TZ 718 IF P{D THEN P=D:E5=-AS(L4+BM(B-1) 8%
B
IN 728 IF SY>RIB) THEM S=RI(B) :G5=-AS(1L+8%(8
=1) ,8%8)
CI 738 IF V{U(B)®I/RIB) THEN V=U(BI®I/RI(B
I:IS-ASIL+BM(B-1) , BMB)
LK 748 IF D>188 THEM GOSUB Ze7ro
| FB 758 POSITION 26,1:7 A5 (1L+8%IB-1) , 8%B)
BB 769 POSITION Z1,6:7 D
N5 778 POSITION 26,6:7 P
GL 788 POSITION 30,6:7 ES
GS 798 POSITIOM 21,.8:7 ICB)
PI 808 POSITION 26,8:7 0
IBE 818 POSITIOM ZI8,.8:7 FS
TV BZ8 POSITION Z21,168:7 ECB)
57T 638 POSITIOM 26,18:7 G
TF 848 POSITIOM 30,18:7 DS
VI 858 POSITION 21,12:7 INTIMI(BY -HI(B)+8.5
?
CT 860 POSITION 26,12:7 INT(T+B.5)
| ¥F 870 POSITION 3I8,12:7 H5
| TR BB8 POSITION 21,14:7 INTCIMULBY "RCIB) +D
-5)
GJ B98 POSITION 26,14:7 INTCICU+D.5)
ZY 998 POSITION Z@,14:7 IS
| IY 918 POSITION 21,16:7 RCB)

continued W
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DARTS

CALCULATOR

HA
cI
Tu
(1]
b
5K
P
F 8
ET
HG

Do
M
5I
N
5M
v
GB

PC
H3

S5C
PC
KT
Pa
az
PY
FD
aM
uF

KO
Hia
IH
MZ

as
GG

uw

Fu

FT

a6

EI

ac

Tu

ve

TJd

JF

EY

EP

aH
cC

49

928 POSITION 26,16:7 5 :
938 POSITION 38,16:7 G5}
948 GOSUB 2230
958 IF Z=-73 THEM GOSUB 1270:GOTO 460
968 IF Z=60 THEM GOSUB 1118:GOTO0 4690
978 POKE 82,2:0:=80
988 IF GAME=Z THEM JI{B)=J(B)+1
998 IF GAME=1 THEM GOSUB 27680
1888 FOR F=1 TO A
1818 ICFI=0:CIFI=501:R(FI=B:E(F}=188
tHIFI=B:UCFI=@:H(F)I=@
1628 MEKT F
1838 L=L+1
1848 IF L=A THEM L=@
1858 GOTO 178
1968 REM
1878 POSITION 38,4:7 “[IEEEEEEF
1888 POSITION Z,6:7 ONEEECIETEEN
[OUR _SCORE] el
1898 GOTO Z228
1188 7 :7 “mGP:e :7 17 o EONEEEEETS
TS : GOTO 150
SB[ BMPRIMT OLT OF RESULTS
iiz8 TRAP 1268
1136 OPEN H1,B8,8,"p:"
1148 PRINT H1:PRINT &1
1158 FOR ¥1=8 TO 19
1168 PRINT f1:;" L
1178 FOR Mi=@ To I9%
1168 LOCATE H1,¥1,CHAR
1198 IF CHAR?1ZZ OR CHAR{IZ THEN C
HAR=42
1788 PRINT M1;CHRS (CHAR) ;
1718 MEXT X1
1278 PRINT m1
1238 MEHT Y1
1748 CLOSE ®i
1758 RETURMN
1768 POSITION 8,21:7 "HETIEEEEEEETEE
“:FOR DEL=1 TO 388:NEXT DE
L:GOTO 17248
1278 REM
1788 FOR F=1 TO &
1798 POSITION 5,1:7 "MAME OF PLAYER
— Y ASCL4BNIF-1) , 8%F) ;" "
138@ POSITION 18,3:7 * ":POSITION 18
LAzT | STATISTICS":POSITION 18
J537 nom
1310 POSITION 2,6:7 W
1 “:pOSITION 18,7:7%

1Z28 PDSITION 18,8:7% ' I
CEEEEEEE TIF) :POSITION 18,9:7 *

133@ POSITION 18;1@:7 * I
e EEEEE" ECF) :POSITION 18,11:7

1348 POSITION 18,12:7 * I
EEEEHEEE  THNTCMIF) /HIF) #8.5) : PO
SITIOMN 18,413X:7 ™ =
1358 POSITION 18,14:7 " I
bbb TNTII®ULFY "RIFX+0 .53 :
POSITION 18,15:% "
1368 POSITION 2,16:7 *
| ":POSITION 2,.17:
'_]l L1 (1]
1378 POSITION 18,16:7 ' ":POSITION B
s211% " L
ixae GOSUB 2230:IF Z-88 THEN GOSUB 1
110:G0T0 1298
1398 MEKT F
1488 RETURMN
1418 REM

ZG
up
JF

KR
NY
Ju
LG

EC

LD
Ip
a5
RG

EC

Lu

oM
EP

GI
oM
Kv
J0

VK

YI
nH
EQ

M
YD
Iu
co
HI
ac
v
BC
oo

Zh

Ba
KY

LM
nv
Ga

ab

EQ
LZ

oy

1420 FOR Q=9 TOD Z

14318 A=-@:B=1T7:C=-Z25:D=-14

1448 RESTORE 15404+ (10%A) ;PLOT B,CHLO
w5872

1458 FOR H=1 TO D

14668 READ E, F:DRAWTD E,F+{0%58)
1478 HEHT H

i488 PLOT 24,25+ (0%58) :DRAHTOD 90,25+

(OH58)

1498 A=a+1:IF a=3 THEN GO5SUB 1588:G0
T A528

1588 IF A=1 THEN B=24:C=Z21:D0=2:GOTO
1448

1518 IF A=2 THEMN C=29:GOTO 1448

1528 MEXT @

1530 RETURM

1548 DATA 24,71,123,21,144,17,207,17,2
z2,19,231,2%,290,25,231,27,22%, 31,2687,
33,144,33,121;29.21.23,17.25

1558 DaTa 27,15,38,11,36,7,42,5,60,5,6
6,7.72,9,78,11,908,29

1568 DATA 27,35,30,39,36,43,42,45,60,4
5.66,43,72,41,78,39,9%8,310

1578
L5880
1585

1598 IF @=0 THEN KS$=" PRESS AaNy"
1600 IF 0=1 THEWN K5=" KEY TO0 *
1618 IF Q=2 THEN K$='" CONTINUE '
1628 P-PEEK(BB) +ZS56%PEEK (89) :D=(CH/BI+ I
Y-4) %40
16Z8 L=P+D
1648 FOR CHAR=1 TO 18
1658 JE5=KS {CHAR, CHAR) : A=ASC (J5)
1668 IF a»127 THEW az=aA-128
1678 IF a>3Z1 aND a<96 THEM A=A-3Z:60
T0 1698 :
1688 IF {32 THEN A-At64
1698 C=57344+amd
1788 FOR BYTE=8 TO 7
1718 POKE L*BYTE®48, PEEKIC+*BYTED
1728 MEXKT BYTE
1738 L=L 41
1748 MEHT CHaR
1758 RETURM
1768 REM 0F GAME CHOSEM :
17780 POSITION 3,12:7 "“"WHAT GAME FORMHAT
PO YOU HANT TO USE"™:POSITION 8, 14:7 ™
(1) LEGS AND SETS™
1788 POSITION 8,16:7 "(Z2) MNUMBER OF GA
MES HON*
1798 GOSUB ZZ3@
1680 IF Z<{4% OR Z}>58 THEM ? "[R":GOTO
1778
1818 GAME=Z-48:7% "K"
1626 RETURM
1830 REM A HTTLEETTEEE

THROHS FIRST
1848 POSITION Z,1:7 " HOW MaMY PLAYERS
ARE THERE ":POSITIONM X1,8:7 *1€+";:IN
PUT A
1858 IF A*18 THEN GOTO 1186
1860 ASCL)=" ":AS5Cawa)=" “:asc2r)=-at
1878 FOR B=1 TO A
1886 posTITION 28,3:7 “[(EEEKEKEK]":POS
ITION 4,3:7 "ENTER MAME OF PLAYER ";B;
#owe c THPUT BS
1898 AST1+8%(B-1) ,8%B)=BS:CCB)=581:H
(BI=H:I¢(BY=8: J(BY=B:RIBI=-B:E(B)=180: ML
BY=@:UCBY=B:H(B)=B:SETI(B) -8
1968 POSITION B8,10+4B:7 ASC1+8%(B-1),
BEB)

48 lssue &1 - New Atari Lser




cL
CH

HY

RF
Pu

N
ur
L

GR
ap
FR
EM

ay
AE
EL

VK

YZ

Fo
TE

EH
HI

aH
PH
&F
uc

an
RY
LE
Jo

BC
LS
Ca

Li
]2
NZ
e
"M

1918 MEKT B
1928 POSITIOM J,1:7

“":IF A=1 THEWM L=8:RE
TURN
19398 POSITION 2,3:7 "ENMTER THE PLAYER
HHO WILL THROMW FIRST*:? :7 * PRESS HER
i TO MOVE DOMN 4 ROMH **
1948 7 :7 " ANMD T0 SELECT THE
PLAYER"
1958 IF L=&A THEN L=6:TH=@
1968 FOR aa=1 TO S8:LOCATE 7+aa,11+L,BB
:BB=BB+1ZB:POSITION 7+Af,114+L:7 CHRS(B
B)Y : NEXT aa
1978 FOR DEL=1 TO ZI8:MEXT DEL
1%88 IF PEEK(S3279%)=5 THEN POSITION 8,
LL4L:7 ASCL+8¥L , B¥IL+13) :L=L+1:TH=L:GO
TD 1958
1998 IF PEEK(S5327%)=6 THEN RETLURM
2888 GOTO 1988
F{IU - T, WMCHECK LOWEST SCORE AMD

HUREING FOR AVERAGE SCORE
2828 IF EC(B)}D THEM E(B)=D
2838 IF GXECB) THEMN G=EIB) :D5-asSci+am(

B-1) ., 8%B)

2048 MIBI=MIBY+D:HIBY=KI{B) +1
2858 RETURM

FA I ORI BMCHECK FOR AVERAGE SCORE
2878 IF T{MIB)/HIB) THEN T=HI(B) MIB):H
SzasS(L+a%(B-1) , 8%B)

Z888 RETURM

2028 REM EINTERT-T-IN-

2108 POSITION Z,8:7 “p r T

L]
|ISCORE] HIGH | HIGH |

Ziie T | HAME
nnmﬁlu

2178 IF GAME=1 THEM POSITION 3Z2,9%:% "5
ETS *

2130 T | |

lu

2148 IF GAME=1 THEN POSITION 3Z,10:7 "
LEGS™
z158 7 "}

_.—'" -

Z168 FOR F=1 TOD a

z178 POSITION Z,414F:7 "|™;a% (1+8%(F
wl},"F,:lll ll:c‘rj‘-u.l ";H{F};“’I "i

I:F,;ll‘.! ";J'Fl;“"";

| MaTCH] LEG |

E =
=3
-
-

2188 IF GAME=1 THEN 7 "4#¢4é¢ 465
ETCF) ;" be4" 5 JCFY ;b |™;

2198 NEXT F

2288 T ¥ "k - = i

R e

2218 RETURN

rirded NI . BWFPFRESS MY EEY T0O CONTIMUE

ZZ39 POKE 764,255

ZZXS5 OPEN HZ . 4,0,"K:":GET HZ,Z:CLODOSE &
z

2248 RETURN

7258 REM
2268 JIBY=JCB) +1

2278 IF JEIBY=3 THEMN SET(B)=SETIBY+1:F0D
R F=1 TD A:JE(FY=@:MEXT F:L=-TH:TH-TH+1:
GDSUB ZZBS5

2268 RETURM

2185 IF TH=4 THEN TH=#8

2286 RETURM

298 DARTS
2308 RESTORE Z418:N=1

2318 IF C(BY {139 THEN RESTORE 2458
328 IF CIBY {1864 THEM RESTORE 2510
2138 IF CIBY {68 THEN RESTORE 2568
2348 IF C(BY {28 THEN RESTORE 2590
2580 REaAD 0D.CS

DARTS

CALCULATOR

EL

F5
(1]-]
JH
RF
oy

L1 ]

ou

PB

Yu

EG

LP

LH

LI

J5

UH

NF

ZH

CG

HE

FZ

Z0

uT

1]

Z368 IF C(B)=0 THEM POSITION 11,6:7 “F
INISH :";C$:N=163

2378 IF CC(BI>0 THEN N=163

2386 MM+l

2390 IF M-164 THEN RETURN

2408 GOTO 2350

2410 DATA 170,720 T2@ SO,167,T20 T19 S
8,164,726 Ti8 58,161,T28 Ti7 50,160,72
@8 T26 D2@,158,T20 T20 D19

2420 DATA 157,728 T19 D20,156,T28 T28
D18,155,7T28 T19 D19,154,T20 Ti8 029,15
3,720 T19 D18.152,T28 T20 D16

2430 DATA 151,720 Ti7 DL17.158.T28 Ti8

D18,149,T20 T19 D16,146,TZ0 T16 DZ6, 14
7,720 T17 D16,146,7T20 T1i8 D16

Z448 DATA 145,778 T15 D20, 144,728 T26
D1Z,143,7T28 T17 D16,14Z,TZ8 Tid DZ6, 14
1,728 T19 D1Z,148,TZ68 TZ0 D16

Z45@ DATA 139,720 T13 D2O,138,T20 Ti8

P1Z,137,T19 T16 P16,136,TZ8 TZ8 D8, 135
LT20 T1S D15,134,720 Ti4 D16

2460 DATA 133,726 TL9 DB,132,720 Ti6 D
12,131,726 Ti3 016,130,720 Ti8 DB, 129,
T28 Til D18,128,720 T28 D4

2470 DATA 127,728 Ti7 DB,126,T19 Ti1 D
18,125,720 T19 D4,124,7T20 TL6 DB 123,7
20 T13 D12,122,T18 T18 B16

2488 DATA 171,T19 Ti6 DB,17Z8,TZ0 28 DZ
8,119,720 19 D26,118,T28 18 D28.117,T1
9 20 D20,116,7T20 20 D18

2490 DATA 115,720 15 DZO,114,TZ0 14 D2
8,113,728 13 P20,112,7T26 12 026,111,T1
7 20 D26,118,T28 18 D16

Z588 DATA 189,TZ8 17 Di6,186,T28 16 D1
6,167,719 16 0260,106,T26 14 D16,105,72
@ 1Z D16,.184,.T18 18 D16

2510 DATA 103,T17 20 D16,182,T20 18 D1
6,101,T17 10 D26,108,T28 DZ8,99,.T19 18
D16,98,T28 D19,9%7,T1% DI

2528 DATA 96,T28 D18,95,T19 B19,94,T18
D2Z@,93,T19 D18,92,T20 D16,91,T17 DzZ8,
96,T18 D18,89,7T1% D16,88,T16 D28

2530 DATA 67,TL7 D18,86,TL6 D16,85,T15
pze,84,T20 P12Z,83,T17 PL16,82,50 D16,8
1,719 p12,80,720 D10,79,TL3 D20

25408 DATA 78,Ti8 D12,77,T15 D16,76,726
DB,75,T13 D18,74,T14 D16,7X,T19 D8,72
L,TL16 B12,71,T13 DP16,70,T16 D26

2558 DATA 69,T11 DIB,.68,T20 D4.67,.T17
DB.66,T18 D16,65,T19% D4,64,TL6 DB.63,7T
1% D12,62,T14 D10,61,T15 DS

7568 DATA 60,20 DZ8,59%,1% DZO,56,18 D2
8,57,17 D20,56,16 DZO,55,15 D20,54,14
p26,53,13 0Z8,52,20 D16,51,19 Di6

2578 DATA 50,186 D16,49,17 DL16,48,16 D1
6,47,15 DP16,46,14 D16,45,13 D16, 44,12
Di6,43,11 D16.42,18 D16,41,9 D16

2588 DATA 40,D20,39,7 D16,38,019,37,5
b16,36,0186,35,3 D16,34,017,33,.1 D16,32
,D16,31,15 DB,30,015,29,1% D8

2558 DATA 28,D14,27,11 ©B8,26,013,25,9
p8,24,012,23,7 D8,22,011,21,5 08,20,01
8,19,3 08,18,09,17,1 D8,16,D8

2680 DATA 15,7 D4,14,07,13,5 D4,12,06,
11,3 D4,18,05,%9,1 D4d,8,04,7,3 02,6,03,
5,1 PZ,4,02,3,1 D1,2,0D1
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FOR SALE

B-BIT SYSTEM: 800XL, 65XE
1050 disk drive (neseds repair},
AC12 tape deck, PR Centrom:s
iniertace. leads, PSLs, books,
magazines, over 50 PO disks, over
50 games on lape, Some on sk
Paper Clip word processor. £150
Call Scott on 081 505 9152
{London)

&-BIT SYSTEM: Atari 400, Bak
with typewrier keyboard, 410 re
corder, 810 desk drive (IS Doubr
ler), two joysbicks, 150 disks in
lockable hodder, ower 500 games
many boxed, many Alari tutor
books, magazines inc. Page &
issues 2 1o 59, 168 US mags and
marny others. Gost over £500
accep! £150 o.n.o, H. Langston tel
061 442 60449

XE SYSTEM: 130XE, 1050 disk
drive, joystick, all boxed, in excel
lent condition with manuals, power
supplies, cables, Miner FROM,
£125. Xetec primer intartace, £20
Original boxed software: B
Office I, Rescue an Fractulas and
Ballblazer, £5 each. Tel, Jim on
652 BEBA4E after & pm

ADVENTURERS: After reading
Jahn White's sérigs on writing
adventure garmes, | presant my
first adventura “The Cave” writlen
1 Turbo Basic. If you would ke &
copy free of charge then please
send a disk, cornplete with returm
postage to Mr. John Foskett, 26
Auckland Aoad, Kingston-upon
Thames, Surrey KT1 3BG

B-BIT SYSTEM: Atari 410, 1010
tape deck, Graphix AT and Microp
rint nterlaces. Atari Arlis] with
Touch Tabéet, US Doubler with
Sparados Constrection Kil, books,
magazines, casseties. disks. Te
Jahn on 0332 361536 atter Gpm

VARIOUS HARDWARE: Chidata
Micralime B2A printer and Xetec n
terface, £50: 130%E and non work
ing 130XE plus Happy 1050 and
1010, £150; BO0XL and 1050
(hardly used) with Phonemark Cas
sette, £110; BOOXL and nom work
ing BOOXL with Rambit 1010 E30
Complete Page & (issue 1 1o 80)
all bawind - offers. Complate Atari
User, 2 vols, bound - offers. 30+
Analogs - offers. Selection of soft
ware with each system and other
software, manuals and books
joysticks, paddbes and kght pen
Phone Readhill, Surrey 0737
767390

XE SYSTEM: 130XE, 1050 disk
drive, ¥C12 cassette recorder, 2
joysticks, 20 Page & magaznes
games disks about 70, blank disks
about 6O, 1050 and Atari 130XE
owners manual, 30 games cassel
tes. Will sell everything for £250
Buyer 1o collect. Write 1o Mr. G.E
Dixon, 46 Stanley Road, Scun
thorpe, DN15 8ALC or phone 0724
BEAG2

XL SYSTEM: Must sell due 10 un
employment. 256k XL {Rev. C),
£45 inc. posiage (have 4 1o get nd
of}. Also 1 Meg plus XE, £70 inc
postage (have 2 to sell), 1010 cas
sefte deck, £17 inc. postage. All in
excellent condition. 50 cassetles
(approx.}, £35 ing., 20 disk games
(apgrox. ), £30 inc. ANl software o
ginal. Gontact Mark on 0752
344650

Issue &1 - Mew Afari Llser

THE COMPLETE KIT: Atar BOOXL
ard 130XE, 1050 disk drive with
Happy Chip, Towch Tablet, 30
desks full of games. 15 disks of
Adventures, loads of utility disks
and Page 6 Disks, magazines
Page & mo. 3 to 53 and a few Atarn
User. Books Mappng the Atari,
Atari Basic Faster and Befter plus
Crwnirs manuals. Hints, tips and
demos. Disk boxes and joysticks.
Offers around £300 o.n.o. for this
large VGC collection. Phone Tany
on 0203 670230, Buyer to remove
Coventry

MAGAZINES: Amarncan Canadian
AMALOG and ANTIC magazines
far sale, AMALOG from Aug. 85 to
Jan B7. ANTIC fraom Jan &3 to Jan
a7, Offers. Plaase contact Vic on
DED2 253644

¥L SYSTEM: Atari B00XL, 1050
disk drive (with Stage 2 conver
zipn), data cassette, cassetie
games, 600 games (an disks]
magazines, leads etc. £100 o.n.o
Tel 021 502 2181

TWAUG: The Tyne and Wear Atari
User Group bi-monthly niewsletier
and disk. lssue 1 now availabile for
£1 80, lssue 2 out mid-March at
£1.95 £11 for a full year's sub
scription. Newslatter contains arli
cles, reviews, ketters and halpful
nfa far all B-BIT owners. The disk
is full of games, demos, utilities
Send your request to TWALIG
P.0. Box B, Wallsend, Tyne &
Wear, MNE2B 600

XE SYSTEM: 800XL. 1050 disk
drivie, 1010 tape deck, Touch Tab
let and Atari Artist software. Bar
gain at £110 o.n.o. Phone Peter
0203 691392

TAPE SYSTEM: Atari B5XE with
XC12 datacorder plus 3 joysiicks,
19 Page 6 magazines, over £150
worth of games. OHers, Call David
Fare on 0492 586109

VARIOUS: a00XL, 65¥E. 1010
data recorder, 410 data recorder
warking buf no power pack. two
joyshicks, B22 printer with 2 rolls of
paper, ROMs, tapes, books and
leads. Mo splits. Buyer collacts or
pays postage. £100 the o1 Tel
0A04 612716 (Sandwich)

VARIOUS: BOOXL (needs transior-
rmer), 1010 disk drive plus B'W
porable, £100 o.n.o. PAGE &
lague 7 ta G0, £50; Page & Issue
disks 28 io 80, £30. Leaderboard,
Atari Smash Hits 1, Red Rat 4 star
compllation, Transdisk 1V, £4 aach
Various other disks. Buyer collecis
RAing Dwblin 8484300

HARDWARE: B00XL for sake, £30
1010 cassetie recorder, £10. 2
Atarl joysticks, £8 or £3 each. All
with leads but all unboxed. One
joystick is slightly faulty but fixable
Write 1o Nicky Bason. 208b, Har
lesden Road, Willesden, London
NW10 350, Buyer collects

GAME SYSTEM: Atari XE console
with keyboard and light gun, leads,
power supply, instruction book with
ROM carnidges Tennis, Cavems
of Mars, Joust, Donkey Kong, De
fender, Bug Hunt. £45, Ted, 0827
285748

XE SYSTEM: 65XE boxed wih
¥C12 data recorder and joystick
Also 1050 disk drivie, works okay
but requires a power pack. Also
SOME bisaks magazines anc
pames, £B0. Tel. Leeds 0532
585458

FOR SALE ... WANTED ..

BOOXL DISK SYSTEM: BOOXL
{with upgrade and omniview G0
chip), 2 disk drives (1 Happy rev
7. 850 interface, 1200+ Citizen
primter. Complete set of Atan Usar,
many manuals and DOoks £500
o.n.o. Bichard Pearson, 34, Inver
ness Close, Coventry, CWES THA
Tel. Q203 407138

XE SYSTEM; 130XE, XF551 and
ndus GT disk drves, Atari
SMMB04 printer with Graphics AT
nterface, vanous software inc
Mini Oftica 11, MAC 65 assembler
plus Mappeng The Atan and Tech
nical Reference Noles, £200 o.n.o
PAGE B magazines issue 1 to 450
complete, offers. Buyer collects un
less local. Tel. 021 422 30562 even
ingys {Birmingharm)

DISK BOX: Goldng flip-top com
plate with 10 dividers and o
keys, Holds up to B0 3.57 disks
Cast £0.99, will sl for £4.50 0.n.0
Write 1o A, Marsh Linderhill Gt
tages, Peene, Newington, Folkes
tone, Kent CT18 BBE

SWAP: BBC ‘B’ computer and
Cumana 40/80 twin disk drive
View wond processor on ROM
manuals parts 1 and 2, all in per
fesct working ordes. Swap for
130XE plus 1050 disk drive or sell
for £120. Tel. 0042 B06538 afer
Bpm

BOOKS: 35 different books for
Atarn B-bit from £2 to £9 each inc
postage. Too many fo list here bt
wirite withi S_A E_ tor list, Mr. J
Staft, 22 Gawsworlh Close
Bramhall, Stockport SK7 288

XE SYSTEM: 65XE, XC12 and
1010 recorders, manuaks, 50
games, 3 AOMs, 3 joysticks, lew
mags, Will spiit. £50. Write to A
McMab, 132 Forest Road, New
Oilerton, Newark, Notts NG22 905

PRINTERS ETC.: 1029 prinfer
with softeare, £70; 1027 printer
with software, £55; Phongmark
cassette unit, £15; 2 obd 400 com
puters 16k, no PSLU, B00XL Faukty
no PSL. Offers. Ower 150 ariginal
cassatie games. S.AE. for list
Contact Harry, 30 Franfield Road
Landon NS 1LL. Tel. 081 801
20649 evamngs

XE SYSTEM: 130XE, 1050 disk
drive with wrile protect sarich,
games and utiltes in disk bowx. Al
very good conditon ¢0 o.n.o
Tel. Hinckley (0455} 230696

XL SYSTEM: 800XL. 110 tape
recordar {requires power supply)
all other leads, aeral. 1 joystick, 17
games on fape, couple Atar

Usars, €40 a.n.o.; XE SYSTEM
¥C12 1ape recorder, all leads, 2
joysticks, 23 games, 10 New Atari
Users (issues 43 - 52), Atari
Adveniures book, lithe used and in
sxcellent condition, £65 o.n.o. Also
Atari 2600 gamas console very
ald, no aerial, no power supply
Many games hence £15 6.n.0
Contact Paul on (0407) 810184
Anglesey. After 7 pm

VARIOUS: 65XE. 130XE, 1050
with software, XC12 (turba) with
Rambil software, 50 cassatlée oF
ginaks, 17 ROMs. lor detaits/olfers
write 1o AMab Ak, 77, Gragmere
Avenue, Slough, Berks. 512 5JE
Hems sobd saparalely

SYSTEM & SOFTWARE: 65XE
upgraded 1o 130XE, 1050 disk
drive, all keads and power packs
oystick and disks with games on
£125 plus posiage. Disks - Rescus
on Fractulas, Spy Hunter, Aztec
Axis Asgassin, Fighter Pilot, Spy
versus Spy. Tomahawk, The
Goonies, Crumbles Crisis, Beer
Bedly Burt at £3 each plus posiage
Gameas on tape - Darts, 180, The
Pay O, Stratosphere, Apocalypse
Elektraglide, The Goonees at £2
@ach plus postage. J. Simpson 10
Ballat Hill Crescent, Bilsborrow, Nr
Presion, Lancs. PR3 ORX. Te
0ea5 40128

¥XE SYSTEM: 130XE with 1050
drive, 1010 tape deck, joystick atc
£120 o.n.0. Also loads of gamas
ard utilities on disk from S0p each
Sand s.a.e. for st John, Staton
Farm, Elmham, Dereham, MRZD
5HH, Tel. 0362 BEE245

XL SYSTEM: HOOXL all chips
socketted, ideal for HAM upgrade
Ompimon and internal Cantronics
orirter board fithed . 1050 disk drive
with Happy (Laser) upgrade. Ol
ginal packing. £170. tel. 0625
420782

XL SYSTEM: BO0OXL wilhy disk
drive, prinfes, data recorder, com
puter, lockable disk box with boads
of disks, joyShick, printer paper
oads of Atar User mags. (deal for
word processing. Offers please
Tel 021 354 5613 (Birmingham)

WANTED

EXCHAMNGE: Wjlling to swap an
exceflont condition XM301 modam
for the TariTalk or ary other offars
Wirite to Mir Darey, P.O B. 6002
Acco. lsrael 3720

SPANISH: Help is needed from an
Atari samaritan. Englsh/Spanish
tutorials required on disk for eithar
the XL/XE or 5T systems. Please
drop me @ line if you can help
Charles Smith, 93 Preachers Lang
St. Ebbe's Oxford, OX1 1RT

TARITALK: TariTalk 8-bit to 16-bit
lead wanted so | can lransfer my
files 1o an STE. Write 1o Chas
Smith, 93 Preachers Lane, St
Ebbe's Oxford, OX1 1RT

XE WANTED: Atari 130XE. work
rg. but power supply not essen
fial. Martin Beswick, 113 Ingram
Road, Holbeck, Leeds LS11 9RH
tel. 0532 720487

STRIP POKER: Anyone g a
copy of any Strip Poker game on
tape of disk for Atari XLXEY
Please help. Tel. Leeds 0532
585498

DA. LOGO: Documeantaton
manuals or books eic., for DR

LOGO. | believe this versson of
Loge came free with the ST at one
stage. Tel. 0623 634811

RADIO SOFTWARE: Can anyone
let me have a disk copy of the
Hamtex1 RTTY-CW program thal
will save the message and holding
nutfers to disk. Also a copy of Mk
rosoft Basic and the book The Frst
Book of Machine Language by
Richard Mansfeld. Please ring
Harry on 0787 453136

MAGAZINES: Wanted to complete
collection, PAGE & magazines 1 to
19 inclusive, ofd Alan Liser maga
zimes vol. 1 issues B 1o 12 inclu
give. Mr. 5. Berry, 17 Old Pond
Raoad, Ashlord, Kent TH23 20X
Phane daytime 0233-610014
pvenings 0233-645494. Just name
YOI price:

SOFTWARE: Old gama wanted
called Graal American Cross
Country Road Race on disk or Cas
setta. Also on disk or cassatte
Bounder by Michasl A Baxter. Cal
Tim an 081 778 7060 after Gpm
han-Fri

PENPALS/HELP

ISRAEL: &-bil Alari programines
looking for other serious program
i to exchange mfod tips. Write 10
Mar Darey, P.OB &002, Acco
|srael 3720

HELP: We own an 800XL and an
AMMBO1 priniker. Has anyone got a
copy of Printshop and rélated
Translator disk they are prepared
to sell or swap? P. Bramley, 15
Parsioe Street, Bundaberg
Cueensland, Australia 4670

HELP: Can amyone supply me with
anmie imstructions for the Wizard
Adhventure Creator (PAGE & Disk
#128) as | just can't wark out how
to use it I anyone can help pleasa
wirite 1o Kevin Cooke, 36 Budose

Lane, St. Thomas, Exeter, Devan

TRAMSDISK: Has anyons made a
list of the games thal are not on
the Transdisk kst but can still bé
transberred? If you can help please
write 1o Kevin Cooke, 36 Buddie
Lane, 51 Thomas, Exeter, Davon

QUICK!: Confact wanted with
lucky owners of this excefient new
programming language called
QUICK! to swap knowledge, prog
rams, games and anything else
you can think of. Write 1o J
Haworth, 86 Ashiree Road, Oadby
Leics, LE2 5TD

CONTACT: All 8-bit contz
quired, serious and games user:
Friemdly cormespondeant. All letters
answerad. Tim Mason, 34, Pem
pertan House, High Level Drive,
London SE26 GxW

ST HELP: Help wantid fo make
ry new 52057 work as good as
ry faithful 130XE. PD such as
word processors, 1Icons and such
programs as AtarivWriter and Prir
Shop. Contact W. Diggins, 15
Edinburgh Place, Armley. Leeds
LS12 3R0 or phone 0532 796853

ONTACT is FREE of charge and may be nsed by any

genuine Atari enthusiast for contacting other owners. Any
notice may be included except those offering software only
for sale or exchange or those offering items for sale com-

mer

lly. The Editor rescrves the right to omit or edit any

notice recelved at his discresion. If space Is tight, notices
may be shortened and addresses may be omitted with only
telephene numbers being published.

Send your CONTACT notice to CONTACT, PAGE 6, P.O.

Box 54. Stafford, ST16 1DR. Please w

te your notice on

a separate sheet of paper, not as part of a letter.

. PEN PALS ... ADVICE ... HELP ...
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NEW and EXCLUSIVE

ENIGMATIX!
HYPNOTIC LAND
THE TENTH ANNIVERSARY DEMO DISK

Check out inside front cover and page 5 for full details

KENNEDY APPROACH

One of the most unigue simulations ever
featuring fully authentic speech synthesis
as you try to control the flight of aircraft
into vour choice of five airports. A real
life simulation using 3D graphics this
will test your concentration, reaction and
common sense to the full as you try to
cope with slow planes, fast jets and even
Concorde in l.hHI'IFII!IL weather and with
VArious emergencies.

Originally £14.95

OUR PRICE £5.95

DISK ONLY

PACMAN || ARCHON

i e A unigue battle combining elements
. = " . > 5
What can you :~.u;: ? Surely one of of fantasy with the strategy of the
the all time arcade classics that chessboard, Your men rrp'rrwnl the
should be in evervone's collec- ; s
tion. A game that can be played forces of good and +vl and when (hey

z ; Lo i e each occupy the same square the
Eue:ltli I}I::Lf:{:tn::';“?ﬁr;rll ‘“f“‘[;l”' board hursts into life with banshees,
LB . o

- iy 7 goblins and sorceresses. They cast
t_r""’"' 'Rilnilt? g:ln'wllpntm-::‘m.ulllf:r spells, throw Mlames, even take on
JOAIT- ETNVECRRON. B3 TR, LA each other’s shapes and characteris-

without this all time classic. Soon
it will be gone forever.

ROM CARTRIDGE
Originally £12.95

OUR PRICE £6.95

ties. You can play the Light or the
Dark either alone or with another
player. A totally unigue game,

ROM CARTRIDGE
Originally £14.95

OUR PRICE £7.95

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 (yrena-
diers. Your forces also include
mortar, artillery, Panzer 1V,
Panther and Tiger units. The Rus-
sian enemy is directed by the com-
puter which will fiercely challenge
you with its own L:lmph ment of
infantry, tanks and anti-tank guns.
Three levels of difficulty, joystick
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 FOR ST

XL/XE 1 METRE SERIAL CABLE £895 JOYSTICKMOUSE EXTENDER  £595
850 INTERFACE TO ST £695 2 METRE CENTRONICSCABLE £7.95
XLXE TO MONO MONITOR £495 3METRE CENTRONICS CABLE £9.95
XL/XE TO SCART £505 STTO 850 INTERFACE £8.95
XL/XE TO COMPOSITE VIDEQ  £3.95 ST NULL MODEM CABLE (2m.) £8.95
2 METRE FLOPPY DISK DRIVE ~ £15.95

]SSV T N=IM =N 52057 TO PHILIPS 8533 MONITOR £12.95
REPLACEMENT JOYSTICK CABLE ~ N/A  1040ST/520STFM TO SCART £12.95
IMETRE JOYSTICK EXTENSION  £4.95 MONC/COLOUR SWITCH UNIT  £19.95
CENTRONICS PRINTER EXT. (1 m) £14.95 PAIR OF MIDI LEADS £ 8.95
CENTRONICS PRINTER EXT (2m)  £16.95 ST TOHITACHITV £11.95
CENTRONICS PRINTER EXT. (3m,) £1095 S20STTOPHILIPS8833Mk2  £11.95

Our cables are obtained from one of the UK's leading 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 FOR ST

65XE MEGA ST COMPLETE 5000
400 514 95 MEGA KEYBOARD S0LD oUT
800 £4.95 1040ST/STE £4.95
800XL SDWT S20STFM/STE £4.95
130XE ST Single SF Drive £3.95
410 OLD Cassette ST Stacked SF Drives £4.35
410 NEW Cassette £3.25 SM124 Monitor £5.95
1010 Cassette £3.25 SM125 Monitor £5.95
XC11 Casseite £3.25 SM1224/5 Monitor £5.95
XC12 Cassette SWT SMMB04 Printer £5.95
810 Disk Drive £3.95 PHILIPS 8533 Monitor £5.95
1050 Disk Drive SOLDouT

1020 Printer S000UT 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 atiractive but
later stocks may be of beige colour PVC

HOW TO ORDER

When you recelve your copy of New Atari User you will find an order farm
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 Atari User - lssue &1
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GAMES

DISK ONLY

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 questions and all the
mechanics of the game taken care of by the
computer. Trivia has never heen so much
fun and has never been available before at
this price!

Originally £14.95
SOLD OUT

SPEED HAWK

One of Atari's last games lor the B-bit
can now be yours at budget price! A
gmoothly scrolling arcade game in
which you must deferd the ring worlds
of your solar system from pirates.
CASSETTE ONLY
Originally £8.95

OUR PRICE £2.95

CRUMBLE’S CRISIS

Captain Crumble Is a unique English
creation will warm your heart too as he
rushes around trying to round up the
Fuzzies who have escaped from the
Inter-galactic zo0.

DISK ONLY

Originally £9.95

SOLD OUT

STAR RAIDERS |I

The original Star Ralders updated
with better graphics and sound. A
great follow up to an all time clas-
sic that sel new standards

ROM CARTRIDGE
Normally £14.95

OUR PRICE £7.95

Everyone must have heard of this

Waorld 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

The Sun Star is the fastest and
most powerful craft ever built and
you must pilot it to recover crys-
tals from the solar grid. A slightly
different arcade game.

DISK OMNLY

OUR PRICE £2.95

SMASH HITS 7

Four great games - Colossus Chess
4, Electraglide, Blue Max and Alley
Cat. This sold out very quickly last
time!

DISK
riginal price £14.95

| OUR PRICE £3.95

SPINDIZZY

Well known and highly regarded
game in which the aim is to explore
and map a 3-D world. Excellent
graphics and testing puzzles
DISK ONLY
riginal price £9.95

OUR PRICE £4.95
PAC-MAN

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

ROM CARTRIIDGE
fdriginal price £12.95

OUR PRICE £6.95

KENNY DALGLISH SOCCER MANAGER

The ultimate in football management games. For the first time in a football
managemenl simulator stunning top-notch full eolour graphics with a fun-packed
game design which will leave you breathless with its great features. It has an
amazing easy 1o use icon-drive play system and the exciting gameplay includes:
full four division league, detailed graphic highlights, board of directors for detailed
performance reports, detailed game strategy, half-time updates, substitutes, in-
juries, suspensions, full transfer market and lots, lots more!

OUR PRICE £2.95

CASSETTE ONLY

FOOTBALLER OF THE YEAR

You're a 17 year old apprentice in the
4th Division with only £5,000 and 10
goals to your name. Have you gol whal
it takes 1o cope with the trauma of
transfer deals, injuries and other maich
day problems?

CASSETTE ONLY

OUR PRICE £1.95

Manage your favourite football team
your way. Now is 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
more difficultl than you thought.

CASSETTE ONLY

OUR PRICE £1.95

NATO COMMANDER

You are commander of Nato and
your task is to defend Europe
from Soviet invasion. Top class
graphics, five scenarios
nisk
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 ereators of F-15 Strike Eagle
NDisk
Original price £14.95 Original price £19.95

OUR PRICE £7.95 | [ OUR PRICE £9.95

__FIELD OF FIRE ___

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

DISK ONLY OUR PRICE £6.95

WE HAVE A LIMITED

NUMBER OF SCENERY
DISKS IN STOCK
AT £14.95 EACH
- PLEASE PHONE

FOR DETAILS

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 Strike Eagle
CASSETTE
rriginal price £14.95

OUR PRICE £5.95
PANZER GRENADIER

A wargame of German armoured

infantry on the Eastern Front.

Five historical simulations, skill

levels, joystick control, graphics
DISK

NIBBLER

Slinking through an unknown land Nib-
bler finds himsell in an iridescent world

of constant change. As time grows shor
his body grows longer and he risks run-
ning into himself. Can he survive?

DISK (OMLY
Original price £9.95

OUR PRICE JUST £1.95!!

SIMULATIONS
MIG ALLEY ACE

COLOSSUS CHESS 4

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

| OUR PRICE £6.95

An aerial combat simulation sat
in Korea with 3D graphics, cock-
pit instrumentation, ditferent skill
levals and much more
sk
Original price £14.95

OUR PRICE £6.95

ADVENTURES/ROLE PLAYING

JINXTER

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

OUR PRICE £7.95

THE ETERNAL DAGGER

Many consider the S5l 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
JEWELS OF DARKNESS

Thres superb, classic, adventures with
full colour graphics. Choose frem Cal-
ossal Adventure, Adventure Quest or
Dungeon Adventure as you take on the
challenge of the mythical worlds cre-
gted by Level 9. The Premier collection
nicely packaged with a 64 page book
DISK OR CASSETTE

OUR PRICE £5.95

Level 9 recreate the time of wizards
and the Knights of the Round Table in
a three part adventure spanning the
complele saga of the quest for the Holy
Grail. Superbly researched and superb-
ly written this lext 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 95p 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 cool nerve are
a necessity. Music by David Whittaker

PROTECTOR

Assigned to Fort Rucker, the US Army Helicopter
Training School based in the Nevada desert, your aim
Is to become the best chopper pilol this side of the
Iron curtain, A real Protector! Your mission consists
of a strategic battle of wits between yourself and
elther anather pllal or 8 computer controlled RPY

REVENGE II

The Mutated 90 foot high, laser spitting death
camels have rebelled against their captors the
Zryaxians 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
compulter 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
tearless horders who territy the population of the big
cities to get the parcels through. Plan your moves to
make some money, bul don't take 1oo long - lime 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 playabllity, this one has
it all!

UNIVERSAL HERO

Only seven seconds left to save the planet! Universal
Hero has to 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
oul of coniral and aboul to blow him and his chances
of getting back to earth to atoms.

INVASION

Mobilize your units and prepare for battle. This all
action s&ac& 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 to make just one fatal slip up

SIDEWINDER II

It is 27 years since the final batile of the war with

the aliens. 27 years of peace have reigned in the

Wesbtern Spiral Arm of the Galaxy. All this is

about to change. Step aboard your craft and pre-
: re io defend mankind In this all action space
ast

HENRY’S HOUSE

Little Henry has shrunk. He must navigale his way through
the royal household to find the cure. Avaiding all the
obstackes in his path, from terrible toothbrushes, through
pestiterous parrots and chets chasing chickens, to a final
encounter with the vicious vampire! Acknowledged by all
revwiewers as one of the best Atari games of all time

LOS ANGELES SWAT

Special Assignment. Rescue the hostages from
the terrorist gangs holding out in West LA, 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 disaster of biblical proportions. So go and show
‘em how you do it!

BOMB FUSION

A terrorist gang has planted bombs throughout
the Sellerscale Nuclear Processing Plant and you,
as eX super hero (ex after the ‘Boris Affair’) have
to go in and save the plant and possibly the
Morthern Hemisphere 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 vessel
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

Cyeling 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-
tion designed especially in conjunction with the
Milk Race

FEUD

To win at Feud you must "out-spell” your rival
Wizard Leanoric. In Kieke's herb g,argen you will
find the ingredients lor your spells bul 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
different worlds with four screens on each level.

It all adds up to eighty totally ditferent 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 hawe been made on your weapon slores, they
destroyed what 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 T;is 3D scrolling
mega shoot-em-up with great graphics and unbe-
lievable soundtrack

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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Selection

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 MNormally £12.95 SOLD OUT

MISSILE COMMAND

Another of the all-time classic arcade games that
has you defending cities from missile attack. For
one or two players.

ROM Normally £14.95

ZAXXON

One of the all time classics for the Atari, Zaxxon set
new standards with its unigue 3 dimensional battle-
field and great graphics

DISK Normally £9.95 OUR PRICE £2.99

TAIL OF BETA LYRAE

Our A-Z of Alari Sottware series says "The ultimate
‘Scramble’ clone with superb graphics and music.”
A great horizontal scroller

CASS OUR PRICE JUST 99p

FIGHT NIGHT

Fight Might brings you all the thrills of the boxing
ring as you face the most brutal fighters ever in five
separate battles, 1/2 players.

ROM  MNormally £14.95

OUR PRICE £5.95

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 more
stocks of one of the best beginner's books ever
published

NEW REDUCED PRICE £4.95

MICRO ENQUIRER

A large formal 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

Published price £8.95 OUR PRICE £2.00

ATARI ADVENTURES

An excellent book written by adventure expert Tony
Bridges covering adventures in general and show-
ing how you can write your own adventures

Published price £5.95 OUR PRICE £1.50

WRITING STRATEGY GAMES

It you are fed up with simple arcade style games
but are not sure of the maths required in writing
‘thinking' games like chess here is a book that will
help you out.

Published price £5.95 OUR PRICE £1.50

GAMES APPLICATIONS

ZORK 1

One of the most famous adventures of all time.
Classic Infecom in the original box and packaging
A real bargain!

DISK Originally £29.95 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 more,

ROM  Normally £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 barder of Russia.

ROM  Normaly £12.95 OUR PRICE £6.95

SUPER BREAKOUT

Breakout was the original simple yet totally addic-
tive game and this enhanced version will provide
even more addictive fun. Needs paddles

ROM Normally £9.95 OUR PRICE £3.95

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 £1455 OUR PRICE £6.95

CAVERNS OF MARS

wWinner 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 fries to bomb
you out of sight. Great fun, especially for the kids
who will love it

ROM Originally £12.95 SPECIAL PRICE £2.95

RIVER RAID

One of the classic scrolling games in which you
fight your way up river, bombing and shooting ev-
erything insight.

ROM Onginally £14.55 SPECIAL PRICE £3.95

MAXWELL’S DEMON

A simple yet challenging puzzle game which will get
you totally addicted. In fact two games in one for
double the fun

DISK Originally £9.5 OUR PRICE £1.99

MR ROBOT & HIS ROBOT FACTORY

One of the most famous platfiorm games that has
you running and jumping over everything in sight. A
redlly classy game

DISK Criginally £9.35 OUR PRICE £1.99

STRANGE ODYSSEY

At the galaxy's rim, thera are rewards aplenty 1o he
harvested from a long-dead alien civilization. Fabu
lous graphic adventure

DISK Original price £19.95  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  Criginal Price £19.95 NOW £5.95

INVITATION TO PROGRAMMING 2

Entitled Writing Your Own Programs, compnses
TWO cassettes and TWO workbooks and does not
require Invitation To Programming 1.

CASS Criginal Price £1295 OUR PRICE £2.95

MUSIC PAINTER

An exciting educational program that helps to teach
music by using colours instead of notes. For chil-
dren or adults alike

DISK Onginally £14.95  OUR PRICE £7.95

PROOFREADER

Uszers of Atariwriter will be delighted with this, the
long lost spelling checker for the Atariwriter car
tridge!

DISK OUR PRICE £5.95

BASIC CARTRIDGE

Some programs, especially some early public do
main programs won't run on the XL/XE but they will
if you plug in the old version of Basic

ROM OUR PRICE £3.95

EDUCATION

JUGGLES RAINBOW

A first computer experience for children aged 310 6
that teaches the concepts of above, below, left and
right plus letter recognition

DISK QOUR PRICE £5.95

JUGGLES HOUSE

Another for 3 to 6 year olds teaching the concepls
of inside, outside, upper and lower with Juggles
Housa and Toysheli

CASS OUR PRICE £5.95

SPECIAL OFFER - PURCHASE BOTH
JUGGLES PROGRAMS FOR JUST £9.95!

THE PAGE 6

TENTH ANNIVERSARY
DEMO DISK

Celebrate with our new demo disk

* Double sided disk with & demaos
* Scroling messages

* Great Music

* Spinning logos and more

Al demos are in Basic with odded moaching code
routines so that you can check fo see how these
great effects are achigved

A UNIQUE MEMENTO OF 10 YEARS ATART SUPPORT

ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM ENCLOSED WITH THIS ISSUE OR WRITE TO
PAGE 6, P.O. BOX 54, STAFFORD, 5T16 1DR

TELEPHONE ORDERS ACCEPTED ON 0785 213928 USING VISA, ACCESS or SWITCH
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DALEK ATTACK

game for the ST that

is being advertised on

Satellite television,
there’s a novelty! It is quite
possible that some readers
may have seen this game in
motion before their very eyes.

The idea behind the game is
for one of three redoubtable
Doclors and an equally reli
able assistant to defeat the the
monsters of metal. The open-
ing sounds include quite a
good rendition of the lamous
Saturday Afternoon (now Fri
day night) electronic music,
together with a reasonable
rendition of the Doctor's face.
Unfortunately once the op

tion Lo choose your player
and, if two are involved, assis-
tant, has been taken the ac
tion begins with little warning.
Graphically reminiscent of
Psygnosis with fast, colourful
serolling and bold artwork the
Doctor flies across the screen
on a form of jet bike blowing

FACTS

Title: AROUND THE WORLD

Publisher: Floppyshop & Pixel
Shop

Price: £9.95

Reviewer: Damon Howarth

SIGHT & SOUND

Nothing excessive either way,
generally quite appropriate-

GAMEPLAY

Confrolling takes some geffing
used to, it is quite frustrating af
times

VERDICT

Yes!, Well it's O.K. but ....

away anything in
his path. The sad
thing here is that
like many horizon-
tal serolling games
there is no back
tracking and no stopping. The
game also runs so quickly the
reaction time needed even at
the easy stage is phenomenal.
Should you clear stage one,
stage two appears so quickly
that the player needs Lo avoid
blinking or he will find himsell
exterminated.
Possibly this is just acceptable
since practice does allow you
to be ready in time but | must
admit I only managed to see
mosl of these screens by using
the reviewer's cheat mode en-
closed with the disk. Either |
am aging rapidly or games like
this are becoming a mite too
fast for the ordinary mortal.
Surprisingly when not cheat-
ing 1 was quite enthralled with
both the game and my own

he independent small
programmer is making
a comeback to the ST

Whether this is representative
of the problems surrounding
the ST software market or just
demonstrative of the pull that
the machine has for ordinary
programmers [ shall leave you
to decide.

The game comes on one flop
py and is a pleasantly con-
structed entertainment with-
out the hype. Basically the
game is a hunt the key in the
screen type of affair, in many
ways reminiscent of Rockford
and his relations. The pictorial
content is a 3D perspective
that feels like the older Ulti
mate games or even Batman.

| was pleasantly surprised by

lm'{}n:p{‘[r]wv, there was a de-

f[inite challenge and a genuine
desire to have another go
throughout the game. | was
maost impressed by the Psyg
nosis like sereens and the
positive control recognition. |
played this before seeing the
television advertisements and
thought that the representa-
tions quite accurate. Three
cheers for Admiral’s honesty!

Although not really the Doc
tor's personal style - perhaps
a graphic adventure would be
better next time - this tries Lo
maintain some faith with the
original and the sprites are
certainly recognisable. This
game is a must for all fans of
Doctor Who and those who
like fast shoot ‘em ups.

THE

this game in so
much as it had a
most acceptable
soundtrack and a
[airly friendly, if
nol confusing, control system.
The joystick needs some
wielding to obtain the desired
results but the sprites are
large enough to make this an
entertaining romp.

Owing to the nature of the
big riendly looking sprites,
even Lthe bad guys look cule
and this is helpful because
they tend to spoil vour day on
a regular basis. The game
boasts lots of special devices
Lo propel you about the sereen
which include teleporters and
switches to operate various
picces of machinery.

The game played in a friendly
but somewhat difficult man
ner and there were times |
wondered why [ was quite as
fascinated with it as [ was.

FACTS

Title: DALEK ATTACK
Publisher: Admiral Software
Price: £16.99

Reviewer: Damon Howarth

SIGHT & SOUND

Surprisingly good both in noises
and pictures-

GAMEPLAY

A bit too fast and furious
although praclice will help a
greatl deal-

Fine, probably the best of the
three games | have seen this
moanth - worth buying-

AROUND

WORLD

There seemed to be an inbuilt
bias towards [rustrating the
plaver that could leave yvou on
the brink of throwing the
whole thing away. but then a
slight glimmer would appear
and the whole thing became
far more entertaining.

| find it hard to be objective
about this game, it looks and
feels like a game from the ear-
lier days of the 5T. Indeed il
almost felt like an 8-hit game
but every so often it delivered
a nudge to the mental facual-
ties that made the style seem
irrelevant. This is a lowish
priced mail order game and in
many respects the purchaser
is nol going to be disappointed
with it. Sadly you can’t try be-
[ore buying. On balance the
producers have tried hard and
achieved a marketable game.
Maybe it will grow on me after
repeated plays though I'm not
quite sure.

Mew Abari User - Issua 6
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CD qualit
sampling

Replay 16

56

John S Davison’s
regular guide to
ST music making

just knew they'd get there in the end. Yes folks, Audio

Visual Research (AVR) the undisputed masters of digital

gound sampling on the ST have finally produced a full
16-bit version of their famous Replay sampler. IU's called Re
play 16 and is now available via Microdeal for just £129.95.

If vou read my "Sample This!" series [in issues 50 to 54) yvou'll
already know about AVR and their sampling producis. These
have ranged [rom the simple, inexpensive Mastersound 11,
through various flavours of the basic Replay cartridge, Stereo
Replay for stereo sampling, to the excellent Replay Profession
al. They all suffer from one basic limitation though - they're
based on 8-bit sampling resolution which compromises their
sonic performance. Despite its name even Replay Prolessional
can’t compete with lrue professional samplers, which are cap
able of delivering CD sound quality. Thalt is achieved through
16-bit resolution and a 44KHz sampling rate - and Replay 16
now has these!

The package includes a large L-shaped cartridge: four double
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sided disks containing the soflware: and a comprehensive
instruction manual, ring bound lor convenience. The cartridge
has two phono sockets, one each for input and output of mono
audio signals. There's also a small rotary control used for
setting input signal sensitivity. The software runs in medium
or high resolution on any ST(E) or TT with a double sided disk
drive. However, 1MB is a practical minimum memory size, and
to fully exploit it you really need more - much more!

Installation is easy - just slide the cartridge into the 5T's
cartridge port, boot up the sample editing program, and you
can starl experimenting with the ready-made samples pro
vided, The editor will play samples through the TV /monitor
speaker, but far better resylis are obtained by connecting the
cartridge’s OUT socket to an external amplifier and speakers.
To record your own samples you also need to connect a sign 1al
source to the cartridge’s IN sockel, and for both lunclions you
need to supply your own connecting cables. Most people use
their hi-fi as a signal source and amplification, so a couple of
ordinary phono-to-phono hi-fi leads will probably suflice.

As with Stereo Replay the software [or Replay 16 was de
veloped from that used in AVR's expensive Pro-Series sampler
packages. In fact | suspect it's actually recycled Stereo Replay
soltware, as it does include stereo functions even though the
hardware is mono only. Perhaps there's a Stereo Replay 16
cariridge to follow?

REPLAY DESKTOP

The software contains too many features to cover in full here,
so I'll deseribe just the main ones, Despite ils complexity AVR
have managed to make the programs easy Lo use, mainly by
exploiling a graphical user interface based on the "Heplay
Desktop”.

The heart of Replay 16 is its sample editor, used lor recording
new samples, editing and processing them in various ways,
and saving them on disk for later use with the MIDIPlay and
Drumbeat programs provided. The editor bools up into the
Replay Desktop onto which you can open windows for various
functions. Like the GEM desktop this has a menu bar across
the top providing access to virtually all the editor’s lacilities.
For ease of use many of these are also available via mouse
selectable icons on the deskiop or directly from the S5T's
keyboard.

The area below the menu is divided into three areas, these
being the “transportl” controls, the block control panel; and the
main desktop area. The mouse operated transpori controls
work like a tape recorder’s, providing a convenient means of
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recording and playing samples, and “fast-forwarding” or "re
winding” them.

The main deskiop area initially displays icons used [or load-
ing, saving, and deleting samples; for accessing MIDI keyboard
facilities; and for invoking the sample sequencing features.
After loading samples they appear on the desktop as named
icons. By clicking on one you open a
resizable, movable, zoomable editing
window in which its waveform is dis
played. You can continue loading sam-
ples into memory until it's full, and up
to seven of them can be displayed
simultaneously, each in its own win-
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dow. Replay 16 can handle samples in

AVR, 85VX-IFF, and AIFF formats, and

other lormats can be read but may re-

quire further adjustment before use,
All or part of a sample (known as a

AVR have always included a drum machine program with
their samplers, and the version included here is called Drum
beat 16. Its drum kit now holds up to 30 different samples,
any four of which can be played simul-
taneously. Drum sequences are buill
using the usual grid editor and pat-
tern/song structure, and the program
can hold up to 10 songs of up to 100
pattern entries each, selected from 50
dilferent patterns.

On the MIDI side, Drumbeal can sync
to an external MIDI clock (e.g. Irom an
external sequencer) or can act as the
master clock which external se-
quencers can l[ollow. It can also trans

S
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"block”] can be manipulated in its win-

dow using the editing tools provided. Alter defining a block to
the editor additional icons appear in the block control panel.
These invoke the more common block editing actions such as
cutting, pasting, and copying blocks within a sample, or even
from one sample window to another if you want to build
composite samples [rom several different ones. You can also
change the volume level ol a sample; reverse it Lo play back
wards; fade it in/fout; repeat it to fill a given space; and
superimpose samples. Special tools are provided lor locating
optimum sample looping points (lor lengthening playback
duration without taking up extra memory), and even for dis-
guising those annoying audible glitches which often occur at
loop joins.

FILTERS AND EFFECTS

The editor includes various sound processing facilities in
addition Lo the physical editing functions. You can digitally
filter the sound with adjustable low pass, high pass, band
pass, and notch filters, perform bass and treble enhancement
and spot frequency boosting, and remove DC bias. There's also
a Fast Fourier Transform function to help you analyse a
sample’s requency content before deciding which filters to
use. The usual Replay special effects are included too, allowing
vou lo add a degree of reverh, echo, and flange effects to the
basic sample.

Replay 16 supports the MIDI Sample Dump standard. This
was originally designed to allow interchange of samples be-
tween dedicated samplers, but its use is open Lo interpretation
and resultant differences in implementation by instrument
manufacturers have rendered it less useful than intended, It
can also be used to upload/download samples between com-
puter and sampler for storage and editing purposes. Editing
samples on a computer screen is much easier than trying to do
it on a dedicated sampler's tiny LCD panel, hence MIDI Sample
Dump’s inclusion in Replay 16. AVR claim it works OK with
Akai's popular 51000 and 5950 samplers, bul you could have
trouble il using other models.

Another new [eature is sample sequencing. This allows you to
load several different samples into memory, subdivide each
into named "sections”, then trigger their playback in any order
from a "cue list”, which can be built up using the sequencer’s
editor. It works, but facilities are fairly limited at present. AVR
say they'll develop them further il there's a demand. According
to the manual the sequencer is also meant to have a "sync"
facility for driving external MIDI devices, but this hasn'
actually been implemented yet.

mit a MIDI Note On message to trigger
an external synth sound whenever a sample is played. You can
even attach up to six MIDI drum pads and trigger the samples
from these.

I was pleased Lo [ind AVR have included Replay Professional's
MIDIFlay kKevboard emulator in this package. This allows you
to play samples held in the ST's memory direcily from a MID]
kevhoard or external MIDI sequencer. You can load up to 128
samples into it and map each one to a single key or group of
keys on a MIDI kevboard, from where they can be played. Four
different keyboard maps may be used and you can switch
between them as required. As with Drumbeal, up to four
notes/samples can be played simultaneously,

QUALITY SOUND

I must say [ was impressed with Replay 16's sound quality.
Its 16-hit resolution and sampling rates of up to 50KHz do
make a difference, as demonstrated by the ready-made sam-
ples provided. One particularly good one is of a lemale scat
singer. Her delivery of that immortal line "doo-dow-n-doo
dop-bop-dah-dum-bow-uh-wow-ow ...." is so startlingly realis-
tic I couldn't leave it alone. | kept playving it loudly until my
wife threatened to do something distinctly unmusical with the
cartridge! The Drumbeat demo song is excellent too, producing
impressively solid rhythm sounds [rom the samples provided.

Home made samples can also sound just as good. | tried
sampling sounds from a Yamaha PS5-790 synth and then
compared them by alternately playing the sample and the
original synth sound. They were very close in quality, with
perhaps just a touch more background noise in the sample,
My son Pete then decided he'd like to try out Replay 16 and (as
11 year olds will) tried sampling various sounds of [latulence.
He added some reverb. reversed the sample, and played the
resultant sound back at thunderous volume via the hi-fi.
Serfous stull. this sampling! IU's a good thing his Mum was oul
at the time - if the scat singer upset her just think what this
could have done!

Compared with previous AVR offerings Replay 16 sounds
cleaner, smoother, and generally sullers [rom less background
noise and distortion. This assumes you take care recording the
samples, of course. IU's still possible Lo produce awlul results if
yvou don't use high quality signals inpul at the optimum level.
Cwerall though, it's the best sounding sampler I've ever used
on the ST, and in spite of its inevitable compromises it's still
very usable, musically speaking. If you want 16-bit sampling
but can't afford a dedicated professional level instrument from
Akai or Roland then make sure you audition Replay 16,
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VIDEO MASTER

new craze is sweeping the IBM PC world. This is the

‘multimedia” phenomenon - advanced sound and

graphics integrated into computer applications. So
what's new about this? Well, it includes the use of live-motion
video clips and high quality sampled stereo sounds in addition
to the usual computer generated varieties. Sound can also be
generated from external sound synthesisers via MIDI (one
reason why General MIDI came into being), or from specialised
add-on sound boards. Multimedia features can be incorpo
rated into many types of application, but it's particularly
attractive for those of an interactive nature, for instance edu
cational programs, games, and simulations, or for producing
audio/visual presentations.

You can now buy "multimedia PCs" ready configured for
multimedia use, which include a powerful processor, large
memory, hard disk, high resolution colour graphics, a good
quality sound board, and a CD-ROM drive. The last named is
required as true multimedia applications often have enormous
disk storage requirements, and the CD-ROM’s 600MB capacity
is ideal for the job.

Authoring your own multimedia presentations requires even
more hardware and software, as you need to add the means of
sampling the sound and video material required. editing them,
and building them into finished multimedia products. General
ly the kit to do this is very expensive.

MULTIMEDIA ON ATARI?

Why am [ telling you all this? Well, it's just to put this latest
product from Microdeal into context with the mainstream
computer world. Video Master is an attempt to put a low cost
multimedia playback AND authoring capability into the hands
of Atari users - it's a video digitiser and sound sampler com
bined in one unit, complete with software for producing your
own multimedia presentations. Like Microdeal's sound sam-
pling products it was developed by Audio Visual Research
(AVE).

To run it you'll need a minimum of an ST(E) or Falcon with
IMB memory. a double sided lloppy disk drive, and a colour
TV /monitor. Larger memory and a hard disk are recommen
ded. but not mandatory. You'll also need a source of video and
audio signals - video can be captured from the VIDEO [not RF)
output of a domestic video recorder, camcorder, or video
camera, while audio can come from the separate AUDIO oul-
put from the same sources or from a hi-fi, Walkman, or
similar.

The Video Master package contains a double sided disk hold
ing the software; a tri-colour filter set (red. green, and blue
filters for use with video cameras); a large "L-shaped” cartridge
containing the sound and video digitising hardware; and an
instruction manual. The program disk includes both ST and
Falcon versions of the code, making this one of the firs
programs released to exploit the Falcon's new graphics capabi-
lities. No connecting leads are included, as these depend on
the ancillary video and audio equipment you intend using. Two
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phono-to-phono leads are often all that's required though.

After connecting up you may need to adjust two controls on
the cartridge - these set contrast and black levels to suit your
video equipment. The tiny knobs are very fiddly to turn with
your fingers, but the ends are slotted to take a screwdriver
blade, which makes the job much easier.

VIDEO CLIPS

S0, what can yvou do with Video Master? Firstly, it can record
video clips at up to 25 frames per second, the standard rate for
recording live-motion video (or 30fps for overseas use). You can
also choose from several slower [rame rates, and there's even a
time-lapse facility for capturing single frames at any desired
interval (hours apart if required!). Using this with a video
camera you can speed up action that's normally too slow to
see, e.g. a flower bud opening. There are some restrictions
though. Despite colour signal input, Video Master only records
in monochrome. Also, the captured clips fill only one quarter of
your monitor screen.

Secondly. Video Master can produce 16-level greyscale still
pictures [rom a video source having a good still-Irame capabil-
ity. Or, if you have an electronic colour splitter box [not
supplied) you can produce still-frame pictures in colour. Alter
natively, camcorder or colour video camera owners can pro
duce colour still-frames by taking three separate "snapshots”
ol a subject through the tri-colour filter set provided, and then
use the program’s "colour merge” facility to produce a colour
picture. The ST version of the program handles colour pictures
either in 16 colour Degas format or 512 colour Spectrum-512
format. IFF format is also handled. On the Falcon this becom-
es 16-level greyscale in 320x200. 16 colours in normal low-res
mode, or up to 4096 colours in TrueColour mode. Unlike
motion video clips the still-frame pictures may be full screen
size il required.

[ used Video Master with a 1MB STE and first tried recording
[rom an old Toshiba Beta video recorder. This worked fine for
motion video, but wasn't very good on still-frame as the Toshi



ba's pause mode wasn't really up to it. Both aspects were fine

when using a newer Panasonic VHS machine though. [ didn't

have access to a camcorder or video splitter so couldn’t try oul
the colour still-frame facilities.

Video clips can be edited to remove unwanted sections or
individual video frames, and you can also insert blank frames
or frames "grabbed” from an external video source. A clip can
also be reversed, so the action runs backwards! You can even
import pictures produced by other means (e.g. a paint prog-
ram) from disk and insert them into an existing clip.

SOUND SAMPLES

Video Master also records monophonic digitised sound at
sampling rates up to 15KHz, It can do this simultaneously
with video clip recording. so you capture the video AND its
associated sound in one pass. Or, you can record video and
sound separately (from completely different sources if required)
and play them back together. You can even add sounds recor-
ded with a separate sound sampler to your video clips. A
looping point may be set both for the video and audio, so the
clip and its sound will play back repeatedly until stopped.

The sound software includes facilities found in AVR's Replay
sound sampling packages. These allow you to set the sampling
rate; display the sample waveform onscreen; cut sections from
it; fade it in/out; reverse it: and increase or decrease its
volume by chosen amounts. You can also load and save sam-
ples independently of video clips for greater flexibility.

After editing you can assign a clip (or even a still frame) and
its sound to a key on the 5T's keyboard and trigger it by
pressing that key. You can load several such clips and frames
into memory simultaneously, assign them to different keys,
and play them in any order simply by pressing the appropriate
keys.

The next stage is to automate the key depressions via Video
Master’s video sequencer, allowing you to seamlessly join a
series ol different clips to form short "films" complete with
audio soundtrack. However, all clips used have to be in mem
ory simultaneously, so to do anything worthwhile you really
need large amounts of memory and a hard disk to store
everything on.

A completed "film” can be distribuled to your friends on
floppy disk (assuming it will fit!) using VidiPlay. the auto-
booting player program provided. This also allows some flexi-
bility in presentation, such as positioning the quarter screen

moltion video where you want on the screen, and providing a
still-frame background picture [to help disguise the [act that
the video picture Is so small). The demo file supplied with
VidiPlay gives a good idea of what's possible,

EASE OF USE?

Video Master is [airly easy to use once you know what you're
doing. Its user interface isn't exactly intuitive, although AVR
have tried hard to make it friendly by representing the prog-
ram’'s major functions as four "cards”, each accessed by click-
ing on its "index tab". The hardest bit to assimilate was the
video sequencer, and | experienced some trouble with this. It
didn't always work as expected, particularly when saving sequ
ences, and | still haven't fathomed out whether these quirks
are really bugs or something I've misundersioad.

Talking of bugs, Video Master contains a real beauty. If you
try to save a still-frame out to disk the program actually saves
an image of the file selector screen instead! AVR have come
clean and warn about this in a README file on disk, and also
explain a very messy circumvention procedure. They really
should have fixed this problem before releasing the program.

One annoying "feature” is that when setting up to record you
can only monitor incoming video OR sound via the computer's
monitor screen - nof both together, | found this so irritating [
eventually connectpd a separate TV to the video recorder’s RF
output just for setup monitoring purposes.,

Another problem I had was running out of memory, but this
wasn't Video Master's fault. Multimedia gobbles memory and
IMB just isn't adequate for doing anything really serious. OK,
it's enough to play around with, and for doing simple video
picture grabs for importing into paint and desk top publishing
programs - but not if you want to use live-action video clips.
Aller loading the program there’s room for just 98 frames of
video - that's under 4 seconds running time at 25 fps. Record
ing sound as well reduces this even further. There are ways of
economising on memory, such as using slower frame rates,
looping frame groups so they repeat play, or even using still-
frames. With a little ingenuily you can probably make quite
substantial multimedia presentations, but 1MB still cramps
your style. 2MB is far better, with more if possible,

In summary, Video Master delivers a lot for its asking price
and generally works surprisingly well. | wouldn't describe it as
the "ultimate multimedia system..." as stated on the packag
ing, as it doesn't begin Lo compete with what's available in the
PC world, but then at this price level you wouldn't expect it.
Also, from the number of little quirks (bugs?) the software
exhibits [ get the feeling it's been rushed onto the market and
would have benefited from a little more testing and develop-
ment work, Nevertheless, despite its limitations I'm sure many
people will find serious uses for it - even if it's just as a simple
video frame grabber and sound sampler rather than as a
proper multimedia authoring toolkit.

Product: VIDEO MASTER

Producer: Microdeal /AVR

Price: £69.95
Reviewer: John S Davison
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After word processing, the most
popular of personal computer appli-
cations has to be the database. Com-
puters are, after all, intrinsically de-
signed to save, store, recall and cal
culate large quantities of information.
Whether it's customer details, phone
numbers or cooking recipes a compi
ter can carry out filing tasks maore
quickly and accurately than any
paper-based system. However, the
ST has never been well supported by
commercial database publishers - the
absence of a common format, such
as the XBase standard in the PC
world, has not improved the situa-
tiorn. Meanwhile, public domain au-
thors have helped to fill the gap with
some very professional software ...

A COMPETENT
START

For relatively small applications,
FIRST BASE is a competent solution.
It's a memory resident system which
means that all the data entered is initial-
ly held in the memory of your ST. The
more memaory you have, the more records
can be stored. It will work with 512K
machines though a megabyte will be
needed for anything other than small
gquantities of data. Because manipulation
of the database doesn’t require disk ac
cess, First Base performs common tasks
very quickly indeed. It's also very easy 1o
use. Most program options can he selec-
ted either with the function keys or by
clicking on pull-down menu options. You
can step through the rec wrds in sequence
or search for those containing a specified
string. You can also sort records into
ascending or descending order.

The database is stored on disk as three
separate files. One of these contains the
data for all records in ASCII format, so
you could load it into a word processor.
Each database record can contain up o
a thousand characters which In turn
may comprise up to eleven fields. This is
rather restrictive by commercial stan
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dards but possible applications include
lists of addresses, video tapes. compact
discs or computer game collections. In
the latter case you can make use of the
‘Catfile’ utility supplied which reads disk
directories into First Base format. Catfile
asks you to specify the required file ex-
tensions and then searches your disk for
matching files. It creates a database with
file names, sizes and sufficient space for
you to add a description of the content.
There is plenty of documentation on this
disk, though it's unlikely you'll need to
read it!

THE ULTIMATE
CARD INDEX

When B.Ware's commercial Super Card
Index was reviewed in NAU issue 44 it
received some very favourable comments.
B.Ware later released an updated version
and have now made the original SUPER
CARD 1.3 available as shareware. If
you find it useful you are asked to sub
mit the modest sum of £5 (it originally
cost five times this much) and in return
you'll receive a manual and a discount on
the upgrade.

Super Card is Known as one of the
easiest to use databases for the ST. It's
based on a card index principal and is
similar to First Base in that all the data
is held and sorted in memory, until you

decide to save it onto disk. An unusual
feature of Super Card is that it doesn't
bother with field lengths, data types and
suchlike. Each record is ‘free format’ so
you can type in whatever you like, up to
16000 lines of 32000 characters per re
cord. Assuming sufficient memory you
could have up to 32767 records - more
than enough for most purposes. You can
locate individual records manually or by
specifying search ‘filters’. A filter consists
of a character string that can be used
with AND or NOT operators to search for
records containing. or not containing,
particular words or phrases. Once the
matches have been displayed you can
skip back and forth through the cards
and copy, delete, edit, add to or print
each one.

The report facilities are limited [since
you can't specify field names) but you
can modify the margins, spacing and the
suhbset of lines to be output. B.Ware
claim to have successfully used Super
Card for their own customer records, so
users should have no problems adopting
it for their own applications.

In addition to Super Card 1.3 the disk
contains demo versions of several other
B.Ware products - Super Card 2, Master
Time, B.Spell, School Time Maths and
Play Spell. They're supplied in compacted
form and you are prompted through the
process of inserting disks to expand the
files for use. This means there is actually
several disks worth of software squeezed
into the usual space available!




GETTING MORE
SOPHISTICATED

If your database needs require a more
sophisticated product, FASTBASE may
be the answer. Although this is a share-
ware version and restricts you to a max-
imum of ten fields in records of up to ten
thousand characters. and five simultane-
ous databases, these limitations are not
ungenerous. For the reasonable price of
twenty pounds you can send for the
latest version which is supplied with a
professionally typesel manual. Fastbase
incorporates many features that are nor
mally found only in expensive commer-
cial offerings. These include a relational
query system, password protected access
and GDOS compatible output.

The first step to utilising FastBase is, of
course, to create a database. To do this,
you simply choose the type of the fields
required and assign each with a unique
name. Four field types are supported -
character, numeric, date and calculated.
Any of these can be designated as ‘re-
quired’ so that the user will be forced to
enter valid data. Calculated fields may
contain simple formulae, such as multi-
plying one field by another, or can be
highly complex using functions and nes-
ted brackets. There are more than thirty
built-in mathematical and financial func
tions. To view the database records you
simply open up a window, which can
then be moved and resized freely in the
usual manner. The record layoult is ini-
tially rather unappealing but you can
move fields around the window using the
mouse to drag them into position. Each
field can have its characteristics changed
s0 that dates and numeric values are
formatted in a specific way - for example,
negative values can have brackets placed
around them, a currency prefix can be
used, decimal places can be set and zero
values can be suppressed. In addition to
storing textual data vou can attach im-
ages to vour records. The image may be a
file in Degas, IMG, Neochrome or Tiny
format and will be automatically sensed
by the file extension. Only the file name
of the image is actually stored since the
image itself is loaded when required.

To help you deal easily with subsets of a
large database, FastBase allows you to
mark records for future selection in a
group. These can then be extracted to
disk. printed separately or have other
operations performed on them. A facility
is provided within the search mechanism
for the automatic selection of matching
records. You can also ‘reverse” the selec-
tion, so that non-matching records are
flagged. FastBase offers a powerful
method of performing searches: the filter.
This allows you to enter a formula, in
much the same way as a calculated field,
which is then applied to all records to
determine those that produce a matching
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result. It will even let you
refer to parallel records in
another database.
Queries provide the most
powerful and flexible
method for interrogating
the database and custo-
mising the reporting of re-
sults. Each query is given
a name, a filter [as de-
scribed above) and a ‘re-
port string” that defines
exactly what will be re-
ported on records that
satisfy the filter. The report items can be
field names, quoted strings or formulae.
Three buttons - screen, disk and printer -
are used to specify where the report
should be sent to. You can save query
definitions to disk and subsequently re-
load up to twenty into memory. If you
have already entered data into another
database application and it can output
using comma separated ASCII format,
you can easily import this data into Fast-
Base. Likewise, you can exporl data in
the same comma delimited [ormat.
Another handy feature of FastBase s the
‘mailshot” option. This lets you create
personalised letters to friends or clients
using details held in a database, by in-
serting special commands into your
ASCII document file. An example is in-
cluded to guide you through the method.
You will appreciate that Fastbase has
numerous options and only a few can be

HOW TO GET THEM

ui'nn'inﬂm MZID# m”mmm"-ﬁﬁagf c A
to a specific please use identification.
all the library disks in detail is available from PAGE &
the first few disks ordered. This includes a
copy of THE PAGE 6 CATALOG DISK which is otherwise priced at £1. The disks

catalogue
at a cost of £1.95, refundable
featured this issue are:

Tpilens QOuipat Fields

FIRSTBASE for simple applications

deseribed in the space available here. It's
probably the most sophisticated tool you
can obtain without paying for a commer
cial package - at least you can afford to
give it a test!

THE WINNER!

I'm pleased to announce that the free
educational gift offered in issue 59 has
now been claimed! The winner is ... Mr.
John Hubbock from Liverpool. Congratu-
lations to him and loud tuts all round to
everyone else who didn't bother to write!
Finally, if you're wondering how you can
obtain a database of more than eight
hundred disks in the Page 6 ST library,
the answer is to get a copy of the Page 6
Catalog Disk. Check the box below for
details. See you again soon!

ST557 SUPERCARD 1.2
ST609 FASTBASE
STE32 FIRST BASE AND INFODISK

Prices for standard disks are £2.95 each or £2.50 each for five or more
but prices are lower for members of the PAGE 6 ST Club
Write to PAGE 6, P.O. Box 54, Stafford, ST16 1DR
Telephone 0785 213928 with credit card orders
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END PIECE

Being asked to write a feature
aboul your career may sound
very flattering., but it's actually
guite a difficult thing to do.
Describing your triumphs and
agonies is very difficult to
withoul coming across as
being a bil pompous and
aloof. What follows is a brief
description of how working for
this 10 year old tome has hel-
ped my career tremendously.
What you're holding in your
hand has probably helped me
more than anything 1 have

PAGE 70 GAMES NASTER

got this job. As much as
teachers and "vocational
advisers” tell you, it really isn'l
the qualifications that get you
the job you want - especially
in the journalism industry.
Most employers seem far more
concerned with your experi
ence than whether or not you
have A-level English.

The move to Database was a
major upheaval involving mov-
ing from the sunny climes of
Cambridge to the dreary and
decidedly wet weather of the

ever done. Although not
necessarily the magazine with
the largest circulation, New
Atari User has acted as a more
than ample platform from
which to base a career in
writing.

Being a reader of what was then Page 6 magazine at a very
young and tender age it was 8-bit computers that were all the
rage. Games consoles such as the Atari VCS and the Intellivi
sion were decidedly passe and poo-pooed by the general pub-
lic. However everything was turned on its head with the release
of the Atari 520ST. Super graphics and tons of memory meant
that 16-bit games were soon to be well established.

It was at this point that 1 decided to have a bash at the old
writing lark. My Dad (yes John 5. Davison and John Davison
jnr are related!) had been writing articles about flight simula-
tors for some time and [ thought it looked like a pretty good

ray of blagging free games. After all, when vou're only 14 years
old, any way of getting some free software has to be a good
thing

After knocking out a review of the then "state of the art”
sports game - Winter Games - | was most surprised to recelve
a letter which read something along the lines of "... Do you
fancy doing this on a regular basis?" Obviously, | didn't have to
think too hard as to my reply, and [ was soon regularly
receiving ST games to cast my discerning eye over.

All this went on for some quite considerable time until it gol
to that awfully distressing part of life - the dreaded A levels
and the ensuing prospect of job hunting. Eek! As any 18 year
old will withhold, the idea of actually going out and linding a
job is not the most thrilling prospect. "Hard work™ and "earn
ing a living” are two expressions that will strike fear into the
heart of any lazy sod who's just left school.

After bumming around through a couple of cop-out jobs
during the summer [Marks and Spencer may be a superb
employer but it's hardly awe inspiring), I came across a job
advert at Database publications (now known as Europress and
also the people who published the original Atari User Maga
zine) for a position on ST Action. After applying and being
rejected, | soon received a phone call asking me if I'd like to be
a part of their new "exciting-and-terribly-secret-so-don't-tell-
anyone” project - Games-X, the UK's first weekly games multi-
format magazine, Without the wriling experience gained al
Page 6 there would have been absolutely no way that I'd have
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John Davison jr. tells how writing
for Page 6 led to television stardom

Macclesfield area, just south
of Manchester. Not only was
this a job move, but also the
big step away from home.

Games-X turmed out to be a
brief success and after nearly
a year of publishing a Smash
Hits style computer mag it was finally decided that the mag
should be folded. In it’s place came the decidedly dreadiul GB
Action - a dedicated Game Boy monthly magazine. At this
point a number of things happened which completely changed
my career. The job began to spiral downwards in terms of
personal satisfaction and the prospect of redundancy seemed
to loom ever near. Secondly, the publisher from Europress
Interactive, Hugh Gollner, left the company and decided to
form his own publishing company - Maverick Magazines

Numerous members of the Europress Interactive stall were
tempted away to the new company where two magazines were
to be published - Control, a Super Nintendo specific magazine
and Mega Drive Advanced Gaming, a Mega Drive magazine. By
May 1992 the company was up and ready for action.

Beginning my job at the new company 1 soon worked my way
up from staff writer to joint Deputy Editor on Mega Drive
Advanced Gaming (where Hugh, the publisher and MD resided
as Editor). With the Mega Drive receiving so much attention in
both the specialist and general press the job has changed quite
considerably from the old days at Page 6. The magazine is
currently selling between 45,000 and 50,000 copies a month
and has contacts around the world including America and
Japan. Being an international machine there are times when
it's necessary to pop over to the States to have a peep at the
latest gear and the chance to go to something like the Winter
CES in Las Vegas is not the sort of thing you want to miss!

Working with a machine that receives so much exposure also
means that from time to time the journalists manage to grab
the odd few seconds of fame. The now infamous TV programme
- Games Master has turned to the video games media for it's
review section and on a number of oecasions 1 have had the
privilege of being locked in a little recording studio with the
likes of Dominik Diamond to record a number of games
reviews.

Looking back. it seems hardly feasible that working on a very
loose freelance basis for a bi-monthly Atari magazine could
result in a number of television appearances in front of about
3 million people! Seems a bit scary when you think about it!
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Software Infinity

642 East Waring Avenue
State College, PA 16801
Good PD selection. Have just
begun marketing commercial
games from overseas

DataQue Software

PO Box 134

Ontario, OH 44862
Turbo-816 16-bit upgrade
board, TransKey hardware for
using IBM keyboards on the
B-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 cammercial games, un-
available elsewhere

Sagamore 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-hit

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 K9J7A5

The largest PD/shareware
selection

Compsult
PO Box 5160
San Luis Obispo, CA
93403-5160
Closeout items galore

The Atari 8-bil computers are, withoul question, 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 (o
access than any 16-bit, it is a great pity 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. It 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 whal 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. But if
you do get a response, it could open up a whole new world and add years to the useful life of
your Atari. Don't forget to keep us informed if you find goocd support_for your Atari 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

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 Streel

San Leandro, CA 94579
(510) 352 5639

Large selection of commercial
software al closeout prices,
and hardware replacement
parts

Best Electronics

2021 The Alameda, Suite 290
San Jose, CA 95126

(408) 243-6950

Known 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 893
Clinton, OK 73601

Phantoms Atari 8-bit
Box 331 Levisa Road
MouthCard, KY 41548

Newell Industries
P.O. Box 253

Wrylit, TX 75098

Tel. (214) 442 6612

Innovative Concepts
31172 Shawn Drive
Warren, MI 48093

(313) 293-0730
Accessories, hardware, PD
software

CsSSs

PO Box 17660

Rochester NY 14617

[716) 429 5639

Speciality hardware items,
8-bit repair service

San Jose Computers
640 Blossom Hill Road

San Jose, CA 95123

(408) 995 5080

New and reconditioned hard
ware and 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-bil commer
cial game .
Toad Computers

556 Baltimore Annapolis Blvd
Severna Park, Maryland
21146

(301) 544-6943

Now offers a selection of sofl-
ware and reconditioned
hardware

Gralin International

11 Shillito Road. Poole
Dorset, BH12 2BN
Hardware and software, in
cluding ICD products

TWAUG

P.O. Box 8

Wallsend

Tyne & Wear

NE28 6DQ

Regular newsletter with disk
available to members and
non-members

NOSAUG

5. J. Murray

71 Walker Road

Torry. Aberdeen

AB1 3DL

Scotland

Producer of the excellent disk
magazine FUTURA, also avail-
able on tape

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 Atari.

ATARI CLASSICS

170 Sproul Road/Rt. 352
Frazer

FA 19355-1958

USA

A new bi-monthly magazine
formed by a number of dedi
cated users to keep the 8-bit
alive in the States

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 US,
Canada and the UK. They also
produce a monthly 8-bit disk

New Atari User (PAGE 8)
P.0O. 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, Strathelyde

KAll 1HZ

Scotland

Disk based magazine and
commercial soltware

This list was originally pub-
lished by the US disk magazine
AIM in July 1991 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 B-bit. Long may
it continue!

Please keep us informed if you
know of any amendments.
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FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY
SHOP AND AN ORDER FORM ARE INCLUDED WITH EVERY ISSUE

CHECK OUT

i THE ACCESSORY SHOP
PAGES FOR MANY
£ H MORE BARGAINS!

.

L SUPER SPECIALS

MAXWELLS DEMON

Ch-c;-nut the rl;:lw mm. P;‘ud! H:hn;hul‘lllhh
simple game o L] at price can
rw-ﬂurdnuﬂuhfgnm-nddi:tdln‘u a different type
of game, more in the Tetris mould than an arcade game.
ﬂwmmal:mm:hhkﬂhnimm'ihuﬂmﬂ

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 that has you
Jumping owver fire, running over br ills and bombs,
climbing ladders, sliding down poles and more with
some great graphics. Master all 22 screens if you can
and then creale 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
rds when first issued and was copied many
times. Pilot your craft across the unique 3 dimensional

shooting tuel tarks, anti-aircraft tanks
missiles before lau ng off through space for the
ultimate conflict with a mighty robot - few have got this
far! Zaxxon, often copied, never bettered and NEVER at

this incredibly low price!
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




