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BRAND NEW
XL/XE SOFTWARE FROM PAGE 6
ENIGMATIX!
A superb new arcade game which will prove a challenge to even
the most seasoned player. Control the bounce o f 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
fi rst  bounce? What if  some of the blocks are uni-directional
bouncing you back the way you came? What if  some blocks have
to be used as lifts to reach inaccessible areas? Add to a ll that
reverse control on some screens and 32 levels of increasing
difficulty and you have a game that will challenge you to the limit.
I f  you do manage to beat all 32 levels then the fun only just begins
fo r there is a level editor to enable vou to create whole new games
of your own.

DISK ONLY Price E6195
EXCLUSIVELY FROM PAGE 6

PAGE 6 is proud to be
able to bring you these
two superb new releases
for the XL/XE. There are
stil l a 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. ENIGMA mc is the
fi rst major program from
a British programmer for
some time and we are
proud to make i t 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

Smooth horizontal and vertical
scrolling

*  Excellent music
*  O ne or two players
*  Access to any level already

completed after every 4 levels
*  L eve l  editor to design your own

games

A BRAND NEW BRITISH GAME OF THE HIGHEST QUALITY

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

HYPNOTIC LAND
Yes, believe it or  not, we have tracked down a brand
new ROM CARTRIDGE for the XLAE f rom Lindasof t
in Italy who have produced this in conjunc t ion with
Atari Italy.

HYPNOTIC LAND is a vers ion of the mass ive ST hit
KLAX - a highly  addict ive, highly  entertaining game that will challenge you to complete the fi rst
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 mus t  place arrows on the ramp
to redirec t  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 joyst ick but don't  forget  you
also have to keep one eye on the ramp!  Somet imes  special shining extra-balls  will appear which
can go in any cup and give bonus points.
HYPNOTIC LAND requires skill,  concentrat ion and quick reflexes. Can you manage it?
Like all the great c lassics a s imple concept  that has prov ided the foundat ion for a s tunning and

addict ive computer game

HYPNOTIC LAND is on ROM CARTRIDGE and will run on all XL/XE machines
A BRAND NEW ROM for E12.95
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Annual s ubs c ript ion rates  (6 issues )
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Oversew rates retied only the difference in  postal costs

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

C25_00
02. 00
E32•00
£42.00

Please make cheques payable to PAGE 6
PUBLISHING and send t o  t he Editorial
address shown below

SUBMISSIONS
PAGE 6 welcomes and encourages its readers to
submit. wholes_ programs and reviews for pub',
cation. Programs must be submitted on disk
cassette. artic les should wherever possible be
submitted as text fi les on disk. We seek to en•
courage your participation and do not have strict
rules for submissions, If something interests you,
write a program or article and submit itt

All original amides, programs and other material
in NEW ATARI USER is  copyright of the author
as credited A ll uncredited material is  copyright
PAGE 6 Unless containing the by-line All Rights
Reserved any  material in  NEW ATARI USER
may be reproduced by User Groups and other
non-profit making organisations provided that the
author's name is included and PAGE 6 is credited
as t h e  onginat  pub lishe r Pe rm issio n  t o  pub lish
elsewhere should be obtained from PAGE 6  or
the author. Editors o f  newsletters reproducing
material are requested to send a  copy of  the
reievant issue to the Editorial address of PAGE
6 Whils t  we take whatever steps we  can t o
ensure the accuracy of articles and programs and
the contents of advertisements PAGE 6 cannot
be held liable for any errors or claims made by
advertisers,

ATARI rIM) is a registered trademark of ATARI
CORP A l l  references should b e  s o  noted
NEW ATARI USER is an independent publication
and has no connection with Alan or with any otho'
company or publisher.

The next issue of
NEW ATARI USER

will be on sale 27th May
Editorial copy date is 19th April
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T H E CREDIT S

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

Les E l l ing l iam did all the us ual work  in
preparing this  issue and is  cons tantly
amazed by the level of  support that  Atari
owners  give with lots  of good art ic les  and
programs  in this  issue and in the pipeline. At
t ills  rate the Atari 8 bit  might  out las t  the ST!

Sandy  looked after the general admin and
varimis  other things  at the ofÞ ce inc luding
chas ing the adverts and now also does the
postman's  job by tak ing all our mall to the
sort ing ofÞ ce lean you believe that Royal Mail
charge ii.400 a year to rolleet  the mall,  and

that is  in addit ion to the postage
Paulette tended to most of the o r d e r s  
e n s u r

Lug that the post is  ready to go out before tlik¥
trafÞ c builds  up (but she keeps say ing it  is
cold, no res is tance these youngsters!)

The Regular Contributors ,  who prov ide the
backbone of the niagaz ine and can generally
be relied upon to conic up with good art ic les
and reviews, are

J ohn S Dav ison J o h n  Dav is on jr
J ohn Sweeney  P a u l  Rix on
Damon Howart h  I a n  Fin lay s on
Al lan  J.  Palmer  T h e  Tipster

All other c iininbutors  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' preparat ion and they wil l  be wont  out
soon! lop  of  the lis t is REM who I have been CI
bit unsure of  in t hr 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 rev iews
the music press hut I l ls  not much drfrerent to
her past few albums. I  gUeSS that what  has
made it better is some good PR from the re
cord COMpanV. journalis ts  tend to be Ilditt¥
eriCed by  these things. The third one is, yet
rapist_ Nc il Young, whic h has  been played
noiu. for months on end. Mus t be good! There
are several others that should have joined the
list but CD's  are now an unbelievable RI 3.99
each (for non chart stuff) and so I have to be
selective. The biggest temptat ion at the mo-
ment IS W 0 0 0  ,klattitte& Mallbe neKt lime?

The  next  issue  of  NEW ATARI  USER could
feature YOUR art ic le  or program.

so SEND IT IN NOW!
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is being produced for t heir machine.  That 's  only  to be expected for a
machine whose manuf ac t urer gave up the ghost  long ago but  what  is,

perhaps.  more s urpris ing is how quick ly  the same sort  of  s ituat ion is developing
wit h the ST. This  issue we have. probably .  the smalles t  ST coverage we have

ever had and this  is because the steady torrent  of  review sof tware of  the past

has now become jus t  a t rick le wit h more and more of  the major  publishers

ignoring the ST hi t heir f uture plans.

Look ing t hrough the sof tware release schedules in the c omput er t rade maga-
zine CTVV reveals that  almos t  all t he new releases are for the PC or the Amiga

and this  is conÞ rmed by the press packs given out  by the major sof tware

publishers .  Look ing t hrough most  of  them wi l l  reveal only,  perhaps ,  one new
release due on the ST this  year. whi ls t  dozens are scheduled for the PC. One of

the effects of  this  lack of  interest  in the ST is that  the major  advances in

sof tware design are now concent rated on other machines  and what  new re-

leases there are are overshadowed by the qualit y  of  product  elsewhere.  This  is

part icularly  prevalent  in the realm of  role play ing games and adventures  whic h

have progressed s teadily  on the PC and all but  disappeared on the ST.

In the computer sof tware indus t ry  it  is  imposs ible to forecast what  wi l l  be the

next phenomenon because the indus t ry  has  only  been around a dozen or so

years. The big t hing at the moment  is, ot course.  the games consoles where
addic ted youngsters  are wi l l ing to pay between /AO and £70 for a s ingle game.

Do prices such as these r ing any bells? Who would have believed that  t he
¥

c omput er world would come full c irc le wit h the 1090*s equivalents  of the Atari
2600 dominat ing sales and sof tware produc t ion?

What  is sad about  the current  console dominat ed mark et  is that  many  of  the

games for the Sega and Nint endo at /AO upwards  are no more playable t han
dozens of  s imilar games on the Atari XL/ XE¥ Why  is it  t hough that  the majorit y

of  users of  the best home c omput er ever made would not  dream of  pay ing these

prices for sof tware? It is  hard enough to sell a new game priced at under £10!

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

games only  machines  when users  Þ nd that  all they can do for something new is
fork out  anot her 50 quid!  Wit h an Atari XL/ XE.  on the other hand,  you can

come up wit h dozens of other uses. even writ e your own sof tware for nothing_

Maybe that 's  why  the 8-bit  lives on and why  those who abandon the 8-bit  world
seem to suffer wi t hdrawal symptoms.  You would be surprised at  the number of

phone calls we get f rom folks who want  to replace 8-bit  equipment  they sold a

year or two ago!

Stay wit h it .  folks, there's  more life in the old Atari t han you might  imagine!

RAILROAD TYCOON WINNERS

1  The winner of  ou r  c ompet it ion las t  is s ue

for a c opy  of  Mic ropros e's  RAILROAD
TYCOON was  S. Garner of  Derby s hire.

Mic ropros e als o k indly  donated a T-s hirt
for the runner up and this  was  won by
B. Walk er of  Bradford

¥¥1
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i k k t
HComing  Next  Issue

CRO O KED  HO USE - a new

game  f rom  Bil l  Halsall

MULTILOAD  - a neat  way  of

autoboot ing  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 1 look forward to
more arriving and plenty o f
feedback on those pub-
lished. In the meantime,
here's another selection from
the Page 6 sorting office

Allan Palmer. Mailbag Editor
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CONGRATULATIONS

Wit h PAGE 6 reaching Its Tenth Annive-
rsary. the most  recent  batch of  mail has
inc luded a number  of  congratulatory  mes-
sages, inc luding this  f rom Leslie Benson of
ily the.  Kent :
"At Bingley  fl ai l  I was  lucky enough to

obtain copies qf  the _first twelve issues and
cart apprec iate the gradual advance. riot
only  in qualit y  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

.
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PAGE 0. Since then I ham.  looked f orward
to the new issue every two moll: I ts ."

HARDWARE  ADVICE
WANT E D

Congrat ulat ions  were also inc luded in a
let ter f rom Mr.  F Fry  of  London SE23:

"I curl writ ing to let you k now how much I
enjoy your magaz ine which I have been
reading since issue 44 (J une/ J uly  1990). In
May  of  1990 1 was  given a & l i m a  652(E
which was  about  to be cast out  as scrap so
1-rescued it t o at tempt  to salvage it."
Af ter c leaning and reassembling the

juice-s tained and biscuit  c rumb covered
console. Mr.  Fry  found hims elf  with a
work ing Atari 65XE and then realised he
needed addit ional hardware and sof tware
to create a fully  usable system_ Like many
others, he discovered that  t he Atari Classic
is not a mac hine wit h support  in any  high
street or even specialis t  shop_ Then he
lound New Atari User.

and was  agreeably  surprised to fi nd a
number of  adverts for the support  o f  the
8-bit  scene. My  setup now consists of  05XE
computer, XC 12 recorder, 1050 disk  drive
and 1027 printer.  I  am st ill only  a novice at
the comput ing game and st ill need lots of
help as I propose to purchase a colour
monitor and another printer in the near
_future. I  wonder i f  some k ind reader who
lust happens  to be a hardware genius•
would like to writ e an art ic le for the mag
suggest ing suitable monitors  and printers
to extend my exis t ing system - a brief  ex-
planat ion of  the terms ANALOG RGB. EGA/
CGA, VGA as used in reference to monitors
would be apprec iated."
An art ic le on printers  has already

appeared - I suggest you see if  Page 6 st ill
have copies of  issue 33 whic h inc luded a
comprehens ive feature on -Thc Printer
Jungle' .  I f  you refer to issue 48. you' ll fi nd

a rev iew of  the Cit izen 120D printer_ When
it comes to monit ors  that 's  another story
whic h doesn't  seem to have been explored
In print  to any great  extent ,  so this  issue's
fi rst challenge to readers  is - what  moni•
tors  do you us e/ rec ommend for an Atari
Classic system?

WORD PROCESSING

The art ic le about  print ers  ment ioned
above should also help Diane Heyes of
Bury .  Lanes who wrote:
"I would like to use my  800XL for word

processing. I  have Atari Writer Plus soft-
ware and an old broken 1027 printer_ What
am wondering is whet her there are any

printers  available to buy  new? Would it be
a good idea to buy  new word processing
so/neare i f  the printer is quite advarwed?"
Just  t o highlight  the main points  to con-

s ider - any  new non•At ari pr int er wil l  re
quire an interface to connect it  to your
Atari computer,  The interface that  scents
most available at the moment  is  the Mic-
roPrint  Interlace front Grat in I nt ernat ional
or Derek  Fern.  At ar lWri t er Plus, by  all re-
ports. is  a comprehens ive package whic h
inc ludes  a cus tom print er driver create
facility  so you should l ind no need to con-
s ider a new word processor.

USER GROUPS

It's a pit y  that  t here don't  appear to more
local Atari User Groups  - in t heir heyday
these were great places for ans wering the
sort of  quest ions posed by Mr.  Fry  and
Diane above. May be there are snore Atari
User Groups  t han we t hink ? M Lat hbut y
of 18 Beechwood Crescent .  Atnington.
Tamwort h,  Staffs 1i377 3JH advises that:

"I am current ly  put t ing together a list  of
any  8-bit  User Groups in Britain or else
where for that matter,  and would like it
very much i f  any User Ciroup reading thLs
would send me informat ion concerning
t Mere their group is based,  the name of  the 1
1 1 1group, t he address  to writ e to for more •
informat ion.  whet her they have a PD lib-
rary.  etc. So i f  there are any  User Groups
out there please, please. please reply and
help keep the Atari Classic a l iv er
It's been a whi le since NALI inc luded a

User Group list, Best of  luck  wit h this
project,  and in the meant ime,  have you
contacted NoSALIG (see Issue 59) or
TWAUG (see issue 60)? I f  you have any
success, don' t  keep the inf ormat ion to
Yourself  - public ise in



LOAD FAILURES

A local User Group would be an ideal
place to help Richard Mi l ian of  Hawick.
Scot land who has been hav ing problems
wit h some commerc ial games:
'I  have an Atari 65XE Games system.

When ' fi rs t  got it. I  bought  'Niry a
-
.  ' S p e l l
hound', 'Kik Start '. 'One Man Re. His  Drold•
and 'Domain of  the Undeacr.  They  won' t
load! All my other games do. Can you help
me?'
Unfortunately .  it 's  diffi cult  to diagnose a

problem that  is only  described as -
t h e ywon't  load" - i f  you have a problem.  it 's
helpful to describe (he c ircumstances  as
fully as possible. Have you disabled BASIC
by holding down the Opt ion key whi le
loading the game? Have the tapes been
rewound too far leav ing too muc h leader
before the game loading point? Whic h
games do load on y our system? Is there
someone out  there who would like to writ e
a piece on game loading problems  and
their cure?

WHO DARES?

From the land of  'Neighbours* and 'Home
& Away', J ohn Steryk  writes  f rom Vic toria.
Aust ralia about  anot her game problem
this t ime the problem is unavailabilit y :

"1 am a fan of  the 8-bit  Atari and Doctor
Who. I have read in the Aus t ralian Doctor
Who fan club news let ter about a new coin
puler game called "Dalek  Attack" produced
by Alternat ive Software,  Apparent ly  'Dalek
-Attack" is being released for IBM. C64.
Spectrum. Ams t rad and Amiga.  The 16 bit
version costs.1.:16.99 and the 8-hit  vers ion
L'7.99. No ment ion is made i f  a version for
the Atari Classic is planned for release. As
Alternat ive Sof tware have supported Atari
8-bit in the past. I  urge even lone interested
in this sof tware to writ e to them promis ing
to purchase a ropy . "
Is this the same Alternat ive Sof tware who

announced a Pos t man Pat' (another BBC
star) game for the Atari Class ic  (see issues
35 & 44)? Did that  game ever materialise?
To be honest. I doubt  very muc h that  any
software house in the UK wil l  convert  a
game to the Atari Classic.  Our  best hope is
a clone f rom one of  the European sof tware
producers like Ke-Soft. I n a way,  the Atari
Classic is a bit  like the good Doc tor who
hasn't had any new televis ion episodes for
quite a while now h o p e  you enjoyed
The Complete Doctor Who' disk  178 lit  the
Page 6 PD Library.

ALL AT C ?

So far. I've managed some sort  of  link
between the let ters in this  column:  now
how do I l ink  the prev ious let ter wit h this
one? Ah yes, the Seventh Doc tor had a

c ompanion named Ace, and the subject  of
this  next let ter is 'Ace C' J o h n  Young of
Banbury ,  Oxon has this  complaint :

"The Public Domain C compiler 'Ace C'
was  rev iewed in the Apr i l / May  1992 issue
of  New Atari User, and as a  s light ly  frus-
t rated user of  'Deep Blue C', and on the
basis of  the article. I  bought  Ac e C', I rom
Page 6's  PD Library.  Upon casual scant ily .
the compiler appears to work .  compiling the
sample programs successfully. much faster
than Deep Blue C' would.  However.
whenev er I t ry  to compile any  of  my prog-
rams (which worked.fi ne wit h DBC1. the
compiler crashes, despite all the required
changes specifi ed lit  the documentat ion
hav ing been made.  Even the famous 'Hello
world! '  program causes a crash. A further.
although s light ly  more forgivable. bug is
that  tv iten run under a modifi ed DOS 2.5,
the compiler locks up without  even promp-
t ing for a fi lename.
Unless I have a corrupted copy. t he prog-

ram does not work .  and I would recom-
mend that  no one has any thing to do wit h
it. I  think  my  experience shows  that  Mr.
Blake, the author of  the review. d id not
at tempt  to writ e a program wit h "Ace C' but
at most  played wit h the sample, get t ing
most of  the material for the piece f rom the
supplied documentat ion.  It is  also worry ing
how such obvious ly  untested material got
into general dis t ribut ion, "
This  is s omet hing that I would like some

icedbark  on. 'Ace C' is not a new produc t  -
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 inf orma-
t ion?

"GOOD OLD INDEX.

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

Anot her complaint .  but  not  so drast ic ,
comes f rom a reader in London SW17 who
wishes to remain anonymous :

"I managed to get my s elf  a daisy  wheel
printer and enjoyed connect ing it up to the
8-b i l  I  have the 850 interface, so no prob-
lem using a lead f rom that, but  a longer
lead was  needed to site the printer.  I  re
member reading an art ic le in New Atari
User ment ioning the confi gurat ions of  the
lead so you could make your own. Could I
fi nd  this art ic le in the contents pages of  the
magaz ine n o  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, Ho w about it  Page 6?

must  add that  it  gov :. me the opportunity
to re-read some art ic les whi le s earc hingibr
the informat ion.  so I mustn't  grumble too
muc h.
Back in 1985,  reader Peter de Bode corn-

piled an index  to issues I  -  12.  whic h Les
made available for a SAE, I t hink ,  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 t heir own Page 6/ NAU
index? I f  you have or plan to, (perhaps
miing a database like 'Home Fi l ing Mana-
ger', 'Diskbase'.  'Data-X',  'Easy Find* or
other programs),  why  not  s ubmit  it  f or
inc lus ion in the magaz ine or on disk?
In case our correspondent  didn' t  fi nd it. or
someone else is look ing for it. t he art ic le in
quest ion appeared in Issue 55 (page 19) -
and it  was  inadvertent ly  omit ted f rom the
Contents  page,

SPAR TADOS

An index  to the magaz ine would mak e my
life eas ier to ans wer quest ions like the fol-
lowing f rom Denise Ward of  Torbay t h a t ' s
Torbay  in Auck land,  New Zealand,  whic h
mus t  be the furthes t  point  f rom Staf ford
that  an Atari Class ic  and New Atari User
magaz ine can be found:

'Could you please inform me whet her
there have been any  art ic les writ t en on
SpartaDos before issue 53. as  that 's  when

discovered New Atari User. I f  not are there
likely  to be any  in the near future?'
The only  SpartaDos  related art ic les I

could fi nd are: SpartaDos  Cons t ruc t ion
Set /U.S.  Doubler  rev iew (issue 32) and
Sp,artaDos X rev iew (issue 37)_ You could
also check the PD Library  for the 9 Sparta-
Dos Ut i l i t y  disks. HI  leave it  to the Edit or
to let us  k now if  any art ic les are planned
lor the future - is  this  a subject  that  others
would like to see covered in more detail?
Any volunteers  to writ e an art ic le?

H O W  DO YOU USE AN
UPGRADE?

Mailbag

Denise also ment ioned her fellow Kiwi.
Bob Reynolds  in her letter, and t wo days
Liter,  the f ollowing arrived f rom Bob
Reynolds f rom 6 Fit z wil l iam Drive.  Torbay .
Auck land,  New Zealand:

"I recent ly ins talled the X1:120K tox irade
by Scott Peterson f rom Page 6 PO disk
1)555, and  the completed unit  seems to be
the same as be/Ore. The only anomaly  is
that PRINT PREP) reads 36338,  and I can-
riot fi nd any  way  of  recognising the extra
RAM to see if  it works ,  Any  help would be
apprec iated, "
I t h ink  if  you revis it  t he doc ument at ion

fi les on disk  DS55 you'll fi nd inf ormat ion
about  accessing the extra memory  - t ry
look ing at t he fi le desc ribing the 800XL
256K upgrade,  the princ iple of  extra banks
of memory  remains  the same on both the
upgraded XL and XE machines.  The whole
320K is not  available in one piece - beyond
the 's tandard'  64K.  t he extra memory  is
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Mailbag

switched in and out  in I 6 K  banks.  I n fact,
Dav id Manlove's  art ic les on Bank  Swit ch-
ing in NAU issues 59 and 60 may  also
point  you in the right  direc t ion.  The best
art ic le on the subject  Is probably  Tim Pat-
rick 's  'Smart RAM 2.5' in the September
1989 Issue of  ANTIC (vol. 8 / n o  5) - t his
describes and prov ides  a program that
provides a super RAMdisk .  no mat t er what
memory  upgrade is Installed.  How about
some input  f rom anyone else who has up-
graded t heir Atari Class ic  giv ing us a tuto-
rial on how you can use this  extra memory
for mul t ip le large RAMdisks  and the like?

HUNT  THE PROGRAM

From Belgium.  Freddy  van den He lp ing
enquires  about  a part ic ular program:

"I want  to ask y
- 
s o m e b o
d y  
c a n  
t e l
l  
m
e

more about the program MANAGER 3003.  I
think  It was  writ t en by  a Dut c hman. "
When I fi rst  pul led y our let ter out of  the

sack. I  hadn' t  heard of  this program • but
short ly  af terwards  I received a copy of
issue 4 of  FUTURA disk  magaz ine
f rom Stuart  Murray .  NoSALIG. 71 Walk er
Road, TOrry. Aberdeen AB!  3DL.  Scot land)
that  disk  inc ludes  MANAGER-3003 whic h
is described as " a  very powerful data-
base program whic h allows  alphabet ical
s torage.
- 
P r i n
t  
o p
t i o
n s  
a
r
e  
a v
a i
l a
b l
e  
f
o
r

Epson compat ible printers .  I f  you have an
Atari 1029 printer.  FUTURA issue 4 also
contains  a ut i l i t y  to print  MANAGER-3003
lists on that  printer_
Freddy  is also look ing for fellow Atarians

on the Cont inent :
1  would like to k now i f  there is a User

Group in Belgium or the Netherlands.  I f
there is not, I  would ask  users f rom Bel-
gium or the Netherlands  to wri t e me if  they
are interested in s tart ing one. '
Freddy 's  address is : Velds t raat  I 3a.

2381 Weelde.  Belgium.
Lastly. Freddy  requested some help in

beginning mac hine code programming.
hopefully .  Daniel  Lea's 'Firs t  Steps' series
whic h began in issue 57 Is prov iding you
wit h a good s tart ing point .  Freddy.

XE MI DI  MUSIC

Syd Beauc hamp f rom Crawley .  West Sus-
sex thanks  Les and his  Team for an excel-
lent magaz ine and t hen adds a few notes
(sorry. unint ended pun! ) about  the Clas-
sic's mus ical capabilit ies :
1 like music  - although I cannot read of f

the stave and play  at the same t ime. It 's
J im to experiment  us ing the I  30XE in con-
junc t ion wi t h Mid iMaster and a Cas io CZI
synth. It may  be of  interest to other readers
that Page 6 PD disk  'Mus ic  of  America' fi les
work  wit h MidiMas ter us ing A P L A r .  This
mat/ already  be a k nown fact hot  I can't
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recall seeing it published in New Atari User.
Us ing the Casio, whic h is a mult i t imbral
synth and select ing 'BRASS' it  sounds quite
effective - some play bet ter than others, but
the march.  'Washington Post', seems to be
the best. I  have all the other mus iefi le
disks  in the Page 6 Library  - some work
bet ter than others. As  these were des igned
for the POKEY sound chip built  into the
Atari Classic, it  is to be expected that  some
do not work  very well  wit h MidiMas ter. "
Thank s  for the informat ion.  Syd. The

Atari Classic  mus ic  scene was  briefl y
touched on in the early  ins talments  of
,John S Dav idson's  art ic les.  Would anyone
like to cont ribute more on what  can be
done wit h Midi and synthesizers or the
8-bits?

FROM  XE TO S T

Den Baverstock of Brighton.  East  Sussex.
has had problems  In port ing word proces-
sor text fi les f rom his  Atari Classic  to his
ST:

"Perhaps someone could help me wit h a
slight  problem that  I h a m wit h the t ransfer
of  my TextPro fi les to my  STE. Hav ing made
up a Null Modem cable wit h the following
connections:-

STE 8 5 0
pin 2 t o  p i n  4
pin 3 t o  p i n  3
pin 4 t o  p i n  8
pin 5 t o  p i n  7
pin 7 t o  p i n  5
pin 20 t o  p i n s ]  ,6

I fi nd that  us ing DTerm on the 130XE and
UniTerm on the S7E t rans fer wil l  only  take
place f rom the STE which is not muc h use.
The _fact that  my  t wo computer set ups are
on opposite sides of  the room means  that  I
have to use a long lead (3 metres) -
obv ious ly  not a s t andard length. I  would
oery much like to obtain a COMMUnteatiOn
program like UniTermf or  the 130XE which
has the provis ion o r  toggling autoprint  (18).
Does Kermit  have this , func t ionT
We've also had correspondence f rom

Daniel Baverstock (Den's son) who has in-
herited the 130XE f rom his  dad judging by
the letter_ Daniel  is hopeful t hat  the sup-
port  for the Atari Classic t hat  is s t rong on
the Cont inent ,  as described by Derek  Fern
in his  rev iew of  'Dusseldorf  '92* in issue
58, spills  over into the UK.  Perhaps  wit h
the 'Single European Market '  of  1993. t his
could become more of  a reality? Daniel is
one of  the many  f rus t rated Atarians  who
wonders  why  many  games on the C64 or
other 8-bit s  weren't  converted to the Atari
Classic ut i l is ing its full capabilit ies .

L c U i - (.11-11-1

HALL OF FAME

Tom Ralph% of Leigh. Lancashire has an
interes t ing suggest ion for all games
writers :
'There is one thing that  I  would like to

encourage. and that  is f or all programmers
who submit  games to New Atari User (and
to other magaz ines  and PD outlets) to write
a Hal l  of  Fame rout ine whic h saves high
scores to disk. I  believe that all games
should save at least  the top ten high scores
to disk  and I have determined that  I am not
going to buy  any  more that  do not do this.
A ls o!  think  that y our game rev iewers
should give us this  informat ion when they
rev iew games. You have published many
games. part icularly  by  Bill Halsall whic h
would have been great ly  improved and
would have been more addic t ive wit h a
high score save. I  have done this my s elf
wi t h the BASIC games you have published,
but I cannot  program in machine code so I
am tumble to add a high score save to
these games."
! agree wit h y our v iew that  t he addit ion of

a Hall  of  Fame feature does make games
more addic t ive - giv ing you a record of
what  score to aim for on the next occasion
you boot  the program.  l lowev er.  there are
many  excellent  games whic h you wi l l  dep-
rive yourself  of if  you res t ric t  yourself  to
duly  those wit h that  fac ility .  You say
you've modifi ed BASIC games to accommo-
date this  feature - have you developed a
generic  rout ine to accomplish this? Is it
s omet hing you could cont ribute to the
pages of  New Atari User? Perhaps someone
else wi l l  prov ide a s imi lar  rout ine for incor-
porat ing in mac hine code games? Natural-
ly any rout ine should cater for cassette
users who would not  have a 'save to disk'
facility
Thank s  for your t houghts  Tom,  what  do

others t hink ?

SUPPORT YOUR LOCAL

S OFTWARE  HOUSE

Paul Harley  f rom High Wycombe.  Bucks.
is anot her games player who has  these
observat ions:
"I recent ly wrot e to Zeppelin Games con-

gratulat ing them for their Atari 8-bit  games
and ask ing about  new releases. Unforturt•
ately, they  informed me that  I f  the market
f o r  the Atari 8 bit  did riot pick  up then they

could not be produc ing any  more software
f or  the Atari.  They  stated that  the sales for
the 8-bit  are less than the actual cost of
wri t ing and produc ing the game. On this
sad note, I  urge people to buy Zeppelin's
exist ing games and to show support  for
any  new releases."
What  more is there to say?



TAPES TO DI S K

Another keen gameplayer is Mart in hes-
wick f rom Leeds:
"I have been an Atari owner for over nine

years. but  have only had my  interest re
k indled since discovering mail order.  (sti
perb idea. but  heavy  on the Visa card) but
can't hold my  f rus t rat ion at  the number of
apparent ly  great Brit ish games available,
but only  on tape. It makes  me cringe every
Lime 1 open a copy of  New Atari User and
see loads of  games (inc luding a f ew old
American ones) that  are untouchable for
disk drive owning me. Is it not  poss ible that
Mastertronic and other budget  companies
convert several of  these game to disk, even
if  to be sold through mail order dealers?
Atter all, who could complain about  spend-
ing 1.4 to 1;5 for a part icularly  good commer-
cial game on disk?'
Has anybody had any  correspondence

wit h Mastert ronic  or other companies  on
this subject? Are there any  part ic ularly
reasons why  there aren't  budget  disk  re-
leases? Is the main problem the relat ive
fl imsiness of  such a produc t ? In the mean-
time. have you cons idered purc has ing the
Transdisk  I V ut i l i t y  f rom the Page 6
Accessory Shop? - OK. you' ll need a cas-
sette recorder as well.  but  ?  I f  you have
a cassette recorder,  anot her venue to con-
sider is the range of  -
T u r b o - l o a d '  
h i g h
speed tapes available f rom Derek  Fern's
Micro -Discount.

DISKS AND DOS

The ment ion of  -
F r a n s D i s k '  
a b o v
e  
l e a
d s

on to this let ter f rom C Andrews  of Lon-
don. WC2:
"Is there a ut ilit y  that  enables  you to con-

vert TransDisk '  ,0111 fi les to (s tandard)
DOS .011.1 fi les? Also is there a ut il it y  that
enables you to convert f rom -
T h a t t s P a c '  
B o o t
discs to binary  (DOS) fi les?
Did you k now that i f  you are us ing DOS

2.5 or any other Enhanced Dens ity  DOS,
when using options C (Copy File) or 0  (Du-
plicate File). i f  you are copying or duplicat-
ing files that  go beyond sector 707 you wi l l
notice either an error message or the <...>
characters on either s ide of  the file(s) in
excess of  sector 707. 1 unders tand Atari
wanted compat ibility  wi t h DOS 2.0, but
surely they could have come up wit h a i m? '
Has anybody had experience of  the sort  of

ut ilit y  Mr. Andrews  is enquir ing about? A
possible program MAY be 'FILE2DOS'
found on 'FUTURA• Dis k  3 f rom Stuart
Murray  of the Nort h of  Scot land Atari User
Group (NoSAUG - 71 Walk er  Road. Torry ,
Aberdeen ABI  31)L, Scot land) or f rom the
Page 6 PD Library .  Can anyone confi rm
this?
r m  afraid I don't  unders t and what  point
you're t ry ing to make about  DOS 2.5 -

Atari (and Bil l  Wilk inson) made DOS 2.5
as compat ible as possible wit h DOS 2.0. A
DOS 2.0 format ted disk  jus t  can't  hold as
muc h inf ormat ion as one format ted wit h
DOS 2.5. so the '<' and '>' charac ters  are
used to show those fi les on a DOS 2.5 disk
that  won' t  be seen i f  us ing DOS 2.0.

AM  I  DENSE ABOUT

DE NS I TI E S ?

While on the subject  of  DOS 2.5. a let ter
f rom Robert  Franc is  of  Neath. West Gla-
morgan asks for some c larifi cat ion:
-
I
'
m 
c
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n
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disk  magazine.  some of  the disks require a
double density  drive. Are all 1050's  double
dens it y? I f  not, how wil l  I  k now i f  my 1050
is double dens ity? The 'BIG Demo' works
on my  1050 - does this  mean my  drive is
double dens ity?
Do any  of  the Brit ish companies  (e.g. Al lan
tis. Alternat ive Software.  Zeppelin ,..) st ill
produce 8-bit  games? It is a shame that
Atari does not re-release the 130XE. I f  the
Spect rum can be a success. the 130XE at a
cheap price should do t v ei lr
The subject  of  disk dens it ies  has  cropped

up recently_ Dean Garraghty  (62 Thoms on
Avenue, Balby ,  Doncas ter DN4 ONU) noted
on issue 8 of  his 'Atari News-Disk '  that  he
ILad ". . . recent ly received a 7 1 /2 page com-
plaint  about  this  subject. The whole argu-
ment  is over my descript ions in the PD
catalogue. I  categorise disks as SD and D a

say SD works  ort any  drive. but  DD needs
a 1050.  But.  DD is somet imes used to de
scribe t rue OD disks (180K format) whic h is
used by US doubler and Happy.  The stan-
dard 1050 density  is of ten referred to as
enhanced dens ity  or medium density.  I f
st ick to t wo s imple formats:  s ingle and dou-
ble. we  can avoid confusion." Dean notes
that  in his  PD l ibrary  "... I  only have 2
disks whic h peed a Happy / US doubler
1050 to run, and those disks say that  in
the catalogue. Most  PD comes on SD disks
any way .  Very  very f ew PD disks tor any
other disks for that mailer) need a modifi ed

050 to run."
agree wit h Dean's  v iew - mos t  Atari

sof tware (commerc ial and PD) has  to be
compat ible wit h the vast major i t y  of  drives
and therefore mus t  use the s tandard for-
mat  of  an 810 or 1050.  so in the Atari
Classic world there are only  two s tandard
formats:  Single (SD) and Dual  (DI A  The
relat ively few pieces of  software that  use
180K format ted disks  should be described
specifi cally as such.  I've looked back at
EXCEL's  adverts in NAU and couldn' t  fi nd
any  that  ment ioned "double dens ity" - they
eit her refer to "enhanced dens ity " or 1050
format .  All s tandard 1050s  are capable of
reading disks in the enhanced format  pro-
duced by DOS 2.5 - 40 t racks of  26
128-byte sectors, but  only  1023 sectors

NE T WO RK THE  8-BIT?

Mailbag

available to DOS. When Atari int roduced
the 1050 they soon realised they needed to
maint ain c ompat ibi l i t y  wit h the 810 and
DOS 2.0. so DOS 2.5 was born.  Part  of  the
problem seems to be Atari's  use of  more
t han one descript ion for the f ormat  pro-
duced by DOS 2.5 • in the manual  issued
wit h the XF551 dis k  drive, they  refer to
both 'enhanced density ' and to 'dual dens i-
ty (page 141).

A r t hu r  Morris  f rom Lampeter.  Dyfed has
an interes t ing quest ion whic h one of  our
hardware experts may  be able to shed
sonic light  on
'I am current ly  us ing (and have done so

f o r  several year now) an Atari 130XE cold
1050 drive and fi nd that  (usually) they suit
the work  I ask  of  them very well  mo s t l y
word processing wit h a Panasonic
K,XPI081 printer.  I  also own a 800XL and a
800 machine and have been wondering i f  it
is poss ible to have more than one machine
connected to the disk  drive, TV mid printer.
It would be very convenient to me to have a
INT program and a spreadsheet  naming at
the same t ime in dif ferent  machines wit h
the abilit y  to switch between them without
unplugging one machine and mak ing a
f thysical connection wit h the other. Is tt also
poss ible to t rans fer data o r  storage in the
other machine - or is this ask ing too much?'
Ar t hur  also notes that  he has enjoyed

reading our magaz ine 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-
t ions, so I 'm hoping that  we' ll get a few
let ters on the poss ibilit ies  of  network ing a
group of  Atari 8-bits .  Somet hing should be
achievable - wasn' t  t here at least  one U.S.
Atari Bul let in Board that  ran wit h a num-
ber of  800s linked to a shared pr int er and
hard disk  ...? When it  comes to t ransfer-
r ing data between machines ,  can a com-
munic at ions  program like Kermit  be used
wit h an appropriat e interface/cable be-
tween the computers?

Well,  that 's  it  for another issue. Don' t
forget t hat  Mai lbag is only  as interes t ing as
y our letters, so let 's have some answers  to
the problems  posed this  issue together
wi t h some new topics and comment .  I in-
tend to make Mailbag and interac t ive col-
WW1 so that  means  you need to join in.  I
am wait ing for your letter!

Wri te  to MAILBAG at
Page 6 Publ ishing,

P.O. Box 54,  S taffo rd ,
S T 1 6  / D R
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)(1.IXE UTILITY

KEITRESS
A Reference
Guide to
Atari's Special
Characters

0  ccasionally,  letters appear in "Mailbag" requesting a
listing of the keypresses used to generate the Atari
special graphics characters. How many of us have

problems l inding that issue of their favourite magazine which
provided a table of these characters? A separate list on a sheet
of paper which could he kept handy to the computer  would
tend to solve this problem. To this end. I decided to write a
short program to list such a table on any printer, showing the
graphics character, its keypres,s combination and the decimal
equivalent of the character.
The program does not have any fancy frills. To maintain

compatibil ity with most (if not all) printers. I have kept to
single density bit image graphics (ESCAPE Kb AU text pr ints in
default font and pitch settings as many printers 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 pr inter  on before proceeding. Press any key
and. in a minute.  your  list will be complete. i f you lose it (or
make my mistake and put it away somewhere safe - never to
be seen again) simply pr int out another  one. Now you can
spend more time typing with less time wasted by searching
through back issues for those lost codes.
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by Peter Kirton
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RV 4 6  ?  C H R S ( 1 2 5 T : P O K E  7 5 2 , 1 : P 0 5 1 1 ' 1 0 N  1 1 ,

I l i ?  " R e a d y  t h e  p r i n t e r P O S / T I O N  1 1 . 1 1
:7  " P r e s s  a n y  k e y . . . "

PA 4 2  P O KE  7 6 4 , 2 5 5
T2 4 3  I F  P E E K ( 7 6 4 ) = 2 5 5  T H E N  4 3
PE 4 4  P O KE  7 6 4 . 2 5 5
EN 4 5  7  C H R S ( 1 2 5 ) : P O S I T I O N  " P r i n t s

rig
RE 5 0  L P R I N T  : L P R I N T  : L P R I N T  : 1 P R I N T
LW 5 5  L P R I N T  "  K E Y S T R

OKES f o r  A T A R I  G RAP HI CS  C H A R A C TE R S " : LP
RI O T : L P R I N T

DL 6 8  L P R I N T  : L P R / N T  "  N O R
MAL V I D E O  I N
VERSE V I D E O " : L P R I N T

XK 7 8  L P R I N T  "  F o r  T y p e
D e c i M a l  F o r  T O P e
D e c i m a l "

Sc 7 5  L P R I N T  "  T h i s  T h i s
V a l u e  T h i S
W a t t l e "  T h u s

vti  8 8  L P R I N T
VIC 1 8 0  F I R S T = 8 : L A S T = 2
6
: S E T
= 1

MX 1 1 0  FO R  LO O P = FI R S T T O  L A S T
UV 1 2 8  R E S T O R E  l e s s . t o s e
YR 1 3 0  F O R  X.7-1 T O  8 : R E A D  A: CHAR1 S E X „ I ) .
7
.

CHRS CAl :NE X T I : R E A D  K E Y S I S , D E C I S
XL 1 3 5  I F  X E Y S 1 S = CO P X 4 4 1 "  T H E N  K E V S I S = "

CTRL . "
MC 1 4 8  P A D S = B L A N K S C I . C L E N C O L A N K S l
-
L E N
(
K

E Y 5 1 . 5 ) ) 1 : K E Y S I S T I E N ( K E Y S I S )
. 1
.
1 =
P
A D S

VO I S O  R E S T O R E  2 8 8 8 + LO O P
FE 1 6 0  F O R  X-7.1 T O  8 : R E A D  A : C H A R 2 5 ( I . I ) =

CHR5(11):NENT I : RE AD REv52S, DEc2S
MS l o b  I F  KE Y 5 2 6 = "CO M M A2 " T H E N  K E Y S 2 S = "

I NV  C T R L  . "
DJ 1 7 8  P A R 5 = O L a M R 5 ( 1 , ( L E N t o t a m s
5 ) -
L E N C K

E Y 5 7 S ) ) ) : K E Y 5 2 S ( L E N C K E Y S
2 5 )
.
1 ) =
P A D S

NO 1 8 8  L P R I N T  "  " : G R A P H S j e l l A X I S ; "
* * I t i CE V S I S ;De CtS ;”  " : G R A P H S

TCHO R2 5 :"  " T K E Y S Z S ; D E C Z S
NK 1 9 8  NE X T LO O P
WL 1 , 5  I F  5 E T = 2  TH E M  RE TURN
2b1 ZO O  RE S TO RE  1 8 2 7
V I  2 1 0  FO R  I = 1  T O  8 : R E A D  i l : C H A R I S t I , I 1 = C H

R 5 t A T: N E X T I : R E A D  K E Y S I 5 . D E C I S
JU 2 1 5  P A D S a O L O N X S ( 1 , C L E N ( X L A X X S
) -
L E N
[
K E Y

S I S ) l l : K E Y S I S ( L E N C K E Y S I S l .
1 ) .
p o D S

YX 2 2 0  L P R I N T  "  " T G R A P H S T C H A R I S : "
" : K E Y S I S TD E C I S

KB 2 5 8  S E T = 2 : E I R S 1 .
7
2 S : L A s T m
4 7

RI 2 6 0  G O S UB 1 1 0
HO 7 7 0  L P R / N T  C H R S ( 1 2 ) ;
AT 3 0 8  P O KE  7 5 2 . 0 : E N D
NM 1 0 8 8  D O T&  • , 4 8 . 1 2 8 . 1 2 4 , 6 2 . 1 2
4
,
1 2 8
.
4 8 ,
C

( ) M A I ,



I V 1 8 0 1  D A T A  0 , 0 , 0 , 2 5 5 , 2 5 5 , 2 4 , 2 4 , 2 4 , C T R L
A .  I

TE 1 8 0 2  D A T A  0 , 0 , 0 , 0 , 0 , 0 , 2 5 5 , 2 5 5 , C T R L  B .
2

KZ  1 8 8 3  D A T A  2 4 , 2 4 , 2 4 , 2 4 8 , 2 4 8 , 8 , 8 , 0 , C T R L
C ,  3

KM 1 0 0 4  D A T A  2 4 , 2 4 , 2 4
,
2 5 5 , 2 5 5 , 0 . 0 . 8 . C T R
L

D 4

SN 1 0 0 5  D A T A  2 4 , 2 4 , 2 4 , 3 1 . 3 1 , 8 , 0 , 0 , C T R L  E .
5

DD 1 0 0 6  D A T A  3
,
7
,
1
4 , 2 8 , 5 6 . 1 1
2 , 2 2 4 , 1 9 2 ,
C T R

L F ,  6
C J 1 0 0 7  D A T A  1 9 2 , 2 2 4 . 1 1 2 , 5 6 , 2 8 , 1 4 , 7 . 3 , C I R

t 6 ,  7
PR 1 0 0 8  D A T A  1 , 3 , 7 , 1 5 , 3 1 , 6 3 , 1 2 7 , 2 5 5 , C T R I

8 ,  6
M I  1 0 8 9  D A T A  0
,
0 , 0 , 0 , 1 5 ,
1 5 , 1 5 , 1 5 ,
C T R L  
I
,

9

OR 1 0 1 8  D A T A  2 5 5 , 1 2 7 , 6 3 . 3 1 , 1 5 , 7 , 3 , I . C T R L
J .  1 0

TO 1 8 1 1  D A T A  0
,
0 , 0 , 8 , 2 4 0
,
7 4 8 , 2 4 0 . 2
4 8 . C T R L

K,  I I
KS 1 0 1 2  D A T A  2 4 0 . 2 4 0 . 2 4 8 , 2 4 0 , 8 , 8 , 0 , 8 , C I R 1

L ,  1 7
KK 1 0 1 3  D A T A  1 9 2 , 1 9 2 , 1 1
1
2 . 1 9 2 , 1 9 2 , 1 9 2 , 1 9 2 ,

1 9 2 , C T R L  M ,  1 3
PY 1 8 1 4  D A T A  3 . 3 , 3 . 3 , 1 , 3 . 3 , 3 , C T R L  N .  1 4
DO 1 8 1 5  D A T A  1 5 , 1 5 , I 5 , 1 5 , 0 , 8 , 0 , 8 , C T R L  0 ,

1 5

NL 1 8 1 6  D A T A  0 . 2 4 , 2 4 , 1 2 2 , 1 8 2 , 1 2 2 , 2 4 , 2 4 , C T
R I  P .  1 6

MA 1 0 1 7  D A T A  0 , 0 , 8 , 3 1 , 3 1 , 2 4 , 2 4 . 2 4 , C T A L  0 ,
1 7

GC 1 0 1 8  D A T A  2 4 , 2 4 , 2 4 , 2 4 , 2 4 , 2 4 , 2 4 , 2 4 , C T R L
P .  1 8

OK 1 8 1 9  D A T A  2 4 , 2 4 , 2 4 . 2 5 5 , 2 5 5 . 7 4 , 2 4 , 2 4 , C 1
R I  S ,  1 9

KU 1 0 2 0  D A T A  0 , 2 8 , 6 2 , 6 2 , 6 2 . 6 2 , 2 8 , 0 , C T R L
. 2 0

2 8  1 8 2 1  D A T A  1 5 , 1 5 , 1 5 , 1 5 , 1 5 , 1 5 , 1 5 , 1 5 , C T R L
U . 2 1

H I  1 8 7 2  D A T A  2 5 5 , 2 5 5 , 8 , 0 , 0 , 8 , 8 , 8 , C T R L  V .
2 2

CU 1 0 2 3  D A T A  2 4 , 2 4 , 2 4 . 3 1 , 3 1 , 2 4 , 2 4 , 7 4 , C T R L
N ,  2 3

UM t e z d t  D A T A  2 4 , 2 4 , 2 4 , 2 4 8 . 2 4 8 , 2 4 , 2 4 , 2 4 , C 1
R I  N .  2 4

OK 1 8 2 0  D A T A  2 5 5 . 7 5 5 . 2 5 5 , 2 5 5 , 0 , 8 , 0 , 0 , c T R L
V ,  2 5

KZ 1 8 2 6  D A T A  0 , 0 , 0 , 2 4 8 , 2 4 8 , 2 4 , 2 4 , 2 4 . C T R L
Z
.
,  
2
6

LZ 1 0 2 7  D A TA  0 , 2 4 8 , 2 4 8 , 1 7 4 , 1 7 4 , 1 8 , 1 0 , 6 , 1 E 5
C ( S C ,  2 1

FL 1 0 2 8  D A TA  8 , 1 6 , 4 8 , 3 2 6 , 1 2 6 , 4 8 , 1 6 , 0 , E 5 C
C TR L - ,  7 8

ON 1 0 2 9  D A T A  0 , 8 , 1 2 , 1 2 6 , 1 2 6 , 1 2 , 8 , 8 . E 5 C  C T
RL = ,  2 9

SV 1 8 3 0  D A T A  8 , 1 0 , 5 6 , 1 2 4 , 0 4 , 1 6 , 1 6 . 8 , 1 E 5 C  C
TR L 4 - ,  3 8

TU 1 0 3 1  D A T A  8 , 1 6 . 1 6 , 8 4 . 1 2 4 , 5 6 , 1 6 , 0 , E 5 C  C
T R I  N ,  3 1

GS 1 8 3 2  D A T A  0 , 2 4 , 6 0 , 1 7 6 , 1 2 6 , 6 0 , 2 4 , 0 , C T R L
l b

XM 1 8 3 3  D A T A  8 , 2 4 , 5 8 , 1 2 6 . 1 2 6 , 5 8 . 2 4 , 8 , C I R L
. 1 2 3

AU 1 . 0 3 4  D A T A  0 , 0 . 0 „ 2 5 5 , 2 5 5 , 8 , 0 , 0 , S H I F T  = ,
1 2 4

VD 1 8 3 5  D A T A  0 , 1 2 4 , 1 2 4 , 1 1 2 . 1 2 0 , 9 4 , 7 8 , 0 , E 5
C S H I F T  C L E A R . 1 2 5

TIK 1 5 3 6  D A TA  0 , 1 6 . 5 6 . 1 2 4 . 2 5 4 , 0 , 0 , 0 , E S C  D r
L E T E , 1 7 6

JK 1 0 3 7  D A T A  0 , 0 , 0 , 2 5 4 , 1 2 4 , 5 6 , 1 6 , 8 , E S C  T A
8 , 1 2 7

NO 2 8 8 8  D A T A  2 5 5 , 2 0 7 . 1 3 5 , 1 3 1 , 1 9 3 , 1 3 1 , 1 3 5 ,
2 0 7 , c oMNA2 , 1 . 2 0

ZG 2 8 0 1  D A T A  2 5 5 , 2 5 5 . 2 5 5 , 8 , 0 , 2 3 1 . 2 3 1 , 2 3 1 ,
I O U  C T R L  4 . 1 2 9

AL 2 0 0 2  D A T A  2 5 , 2 5 5 , 2 5 5 , 2 5 5 . 2 5 5 , 2 5 5 , 8 , 0 ,
I N V  C T R L  8 . 1 3 8

NI  2 0 8 3  D A T A  2 3 1 , 2 3 1 , 2 3 1 , 7 , 7 , 2 5 5 . 2 5 5 , 2 5 5 ,
I N V  G I R L .  C , 1 3 1

E l l  7 0 8 4  D A T A  2 3 1 . 2 3 1 , 2 3 1 , 0 . 0 . 2 5 5 , 2 5 5 . 2 5 5 .
I N V  C T R L  0 , I 3 2

ST 2 0 8 5  D A T A  2 3 1 , 2 3 1 , 2 3 1 . 2 2 4 , 2 2 4 , 2 5 5 , 2 5 5 ,
7 5 5 . 1 A V  G I R L  E , 1 3 3

LR 2 0 0 6  D A T A  2 5 2 , 7 4 8 , 2 4 1 , 2 2 7 , 1 9 9 . 1 4 3 , 3 1 . 6
3 , 1 1 1 0  G I R L  F , 1 3 4

SO 2 0 0 7  D A T A  6 3 , 3 1 , 1 4 3 , 1 9 9 . 2 2 7 , 2 4 1 , 2 4 8 , 2 6
2 , I 0 1 )  C T R L  6 . 1 3 5

M X 2 0 0 8  D A T A  2 5 4 . 2 5 2 , 2 4 8 , 2 4 8 , 2 2 4 , 1 9 2 , 1 2 8 ,
• , I N V  C T R L  H . 1 1 6

XL  2 8 8 9  D A T A  2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 4 8 , 2 4 0 . 2 4 8 .
7 4 0 . 1 8 0  G I R L  1 . 1 3 7

MK 2 8 1 0  D A T A  0 , 1 2 8 , 1 9 2 , 2 2 4 , 2 4 0 . 2 4 8 , 2 5 2 , 2 5
4 .1 8 1 .1  C T R L  J , 1 3 8

LO 2 8 1 1  D A T A  2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 1 5 , 1 5 , 1 5 , 1 5 ,
Z110 c T R L  1 1 . 1 3 ,

NJ 2 0 1 2  D A T A  1 5 , 1 5 , 3 5 , 1 5 , 2 5 5 , 2 5 6 , 2 5 5 , 2 5 5 ,
I O U  C T R L  1 , 1 4 0

NJ  2 0 1 1  D A T A  6 3 , 6 3 , 6 3 , 6 3 . 6 3 . 6 3 , 6 3 . 6 3 , 1 H O
CTRL 0 , 1 4 1

r J  2 0 1 4  D A T A  2 5 2 , 2 5 2 , 2 5 2 . 2 5 2 , 2 5 2 , 2 5 2 , 2 5 2 ,
2 5 7 , 1 1 1 8  C T R L  0 , 1 4 2

RF 2 0 1 5  D A T A  2 4 8 , 2 4 0 , 2 4 0 . 2 4 0 , 2 5 5 . 2 5 5 , 2 5 5 ,
2 5 5 .1 0 1 0  G I R L  0 , 1 4 3

✓I  2 0 1 6  D A T A  2 5 5 , 2 3 1 , 2 3 1 , 1 3 3 , 1 5 3 , 1 3 3 , 2 3 1 ,
2 3 1 , I N V  C T R L  p . 1 4 4

JT 2 0 1 7  0 4 1 4  2 5 5 . 2 5 5 . 2 5 5 , 2 2 4 , 2 2 4 . 2 1 1 . 2 3 1 ,
2 3 1 . 1 0 0  c T R L  0 , 1 4 5

Y8  7 8 1 8  D A T A  2 3 1 . 7 3 1 . 2 3 1 . 7 3 1 , 2 3 1 . 2 3 1 , 2 3 1 ,
2 3 1 , I 0 1 1  C T R L  R , I 4 6

MF 2 8 1 9  D A TA  2 3 1 . 2 3 1 . 2 3 1 . 0 . 1 1 , 2 3 1 , 2 3 1 . 2 3 1 ,
[MU C T R L  5 , 1 4 7

ES 2 0 2 0  D A T A  2 0 5 . 2 2 7 . 1 9 0 3 . 1 9 3 , 1 5 3 , 1 5 3 . 2 2 7 ,
2 5 5 , I 0 1 1  C T R L  1 , 1 4 8

JM  2 0 2 1  D A T A  2 4 8 , 2 4 0 , 2 4 8 . 2 4 8 , 2 4 0 , 7 4 0 . 2 4 0 ,
2 4 0 .1 1 1 1 4  C T R L  U . 1 4 9

EH  2 8 2 2  D A T A  • , 0 , 2 5 5 , 2 5 5 . 2 5 5 , 2 5 5 . 2 5 5 , 2 5 5 ,
I O U  C T R L  1 1 , 1 5 8

DI  2 8 2 3  D A T A  2 3 1 , 2 3 1 , 2 3 1 , 2 2 4 , 2 2 4 , 2 3 1 . 2 3 1 ,
2 3 1 , I 0 1 1  C T R L  1 4 . 1 5 1

JR  2 0 2 4  D A T A  2 3 1 . 2 3 1 , 2 3 1 , 7 , 7 . 2 3 1 , 2 3 1 . 2 3 1 ,
I n v  G I R L  0 . 1 5 7

[ 0 2 0 2 5  D A T A  0 , 0 , 0 , 0 , 2 5 5 . 2 5 5 , 2 5 5 , 2 5 5 , I N V
C T R L  V , 1 5 3

DI  2 0 2 6  D A T A  2 5 5 . 2 5 5 . 2 5 5 , 7 , 7 , 2 3 1 , 2 3 1 , 2 3 1 ,
I N V  C T R L  2 , 1 5 4

L J  2 8 2 8  D A T A  2 5 5 , 2 3 9 , 2 0 7 , 1 2 9 , 1 7 9 , 2 8 7 , 2 3 9 ,
2 5 5 „ E S C  S H I F T  0 E 1 E 1 E , 1 5 6

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

2 5 5 , E S C  S H I F T  I N S E R T , 1 5 7
BP 2 0 3 0  D A T A  2 5 5 , 2 3 9 , 1 9 9 , 1 3 1 , 1 7 1 , 2 3 9 . 2 3 9 ,

2 5 5 , E S C  G I R L  1 4 1 1 , 1 5 8
NA  7 0 1 1  D A T A  7 5 5 , 2 3 9 , 7 3 9 , 2 . 7 1 , 1 3 1 . 1 9 9 . 2 3 9 .

2 5 5 , E S C  S H I F T  1 4 8 , 1 5 9
ON 2 8 3 2  D A T A  2 5 5 , 2 3 1 . 1 9 5 . 1 2 9 , 1 2 9 , 1 9 5 . 2 3 1 .

255 ,11111  C T R L  . „ 2 2 4
SS 2 0 3 3  D A T A  7 5 5 , 2 3 / . 1 9 7 . 1 2 9 , 1 2 9 , 1 9 7 , 2 3 1 ,

2 5 5 , I 0 1 1  C T R L  1 , 2 5 1
MO 2 0 3 4  D A T A  2 5 5 . 2 5 5 . 2 5 5 , 0 , 1 1 , 2 5 5 , 2 5 5 , 2 5 5 ,

I O U  S H I F T  = . 2 5 2
KJ 2 8 3 5  D A T A  2 6 5 , 1 3 1 , 1 3 1 . 3 4 3 . 1 3 5 . 1 6 3 , 1 7 7 ,

2 5 5 , E S C  C T R L  2 . 7 5 3
MN 2 0 3 6  D A T A  2 5 5 . 2 3 9 . 1 9 9 . 1 3 1 , 1 , 2 5 5 , 2 5 5 . 2 5

5 , E S C  G I R L  D E L E T E , 2 5 4
UK 2 8 3 7  D A T A  2 5 5 , 2 5 5 . 2 5 5 , 1 , 1 3 1 , 1 9 ' 9 , 2 3 9 , 2 5

5 , r 5 C  C T R L  Z U S E R T . 2 5 5
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Language. I hope you've kept  up so far. I n this  fi nal
part  I wi l l  at tempt  to t ie up sonic loose ends, and

int roduce the odd ext ra c ommand so that  you've seen and
k now about  t hem all.  And as the grand fi nale I present  a table
of  all t he available 6502 ins t ruc t ions  as a k ind of  reference
guide.

In the an earlier part  of  the series we discovered the CLC and
SEC c ommands  whereby  you could set and dear  the carry  fl ag
in the status register.  I l l s  also poss ible to set and c lear other
flags in that  register.  The alterable flags are the Dec imal flag,
the Overfl ow flag. and the I n t emipt  flag. -

SEI and CLI
I l l  begin wit h the int errupt  flag. When this  is set, int errupt

requests are disabled and when c leared int errupt  requests  are
enabled once more.  The c ommands  are SEI (SEt int errupt ) and
CLI (Clea r  I nt emipt )• The only  use I've seen these c ommands
put  to is in Display  List I nt errupt s  (See Lis t ing) where the
c ommand RD (ReTum f rom int errupt ) is used as the DLI
equivalent  of  RI'S (See program lis t ings).

CLV
CLI /  (Clear  oVerfl ow) is  used to c lear the overfl ow flag. Note

that  no equivalent  c ommand exists to set it .

SED and CLD
Lastly art  SED (SEt Dec imal) and CLD (CLear Dec imal) in-

s t ruct ions.  SED enables access to a special mode where num-
bers are represented in a f orm k nown as Binary  Coded Dec im-
al (or BCD).  This  is where the value a by te represents  ranges
f rom SO to $99 (instead of  SO to VP
-  a s  i s  u s u a l .  
I t  i s  
u s e d  
a s

its name suggests to represent  dec imal in a bet ter form. The
lowest nibble (set of  four bits) represents  the unit s  digit  and
the highest  nibble represents  the tens digit  (each digit  of
course goes f rom 0 to 9). There should be no problem in this .
A problem in BCD arises when addit ion or subt rac t ion of  two

numbers  in this  f ormat  occur,

e.g. 8 9 9
+$ I I

In normal binary  addit ion this  would produce an answer of
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howev er as you k now this  is not  acceptable as a Binary
Coded Dec imal number.  The answer is the special mat hs  mode
ment ioned earlier.
Once SED is used to act ivate the BCD mode,  t he more

accepted answer of  99 + I I  appears .  Thai is  110.  In t his  case
$10 in the ac c umulat or and 1 in  the carry  flag. CLD would
ret urn the processor to its  usual addit ion mode.
NOP

complete our look at the mac hine code c ommands  wit h a
c ommand whic h does nothing!  NOP (No OPerat ion) does no-
t hing except delay the processor s light ly ,  hence it  is  quite
useful in delay loops.
The reason, I t hink ,  why  this  c ommand exists at al l  is  that  in

the bad old days of  c omput ing people didn' t  have assemblers
wit h whic h to program mac hine code, they  had to do it by
hand.  So the NOP c ommand was  created by the mic roproce-
ssor designers,  so that  a programmer could leave gaps in his
program (Le, fi lled wit h NOPs) so he could insert  ins t ruc t ions
at a later date wit hout  hav ing to recalculate any  Jumps and
branches  etc.
That 's  nearly  it  except for the table whic h you wil l  not ice

somewhere about  t his  page (or the next).

If you have followed all of  my art ic les you s hould have a good
sound knowledge of  programming in Assembly  Language and
be able to progress onto some very advanced programming,
maybe even writ e your own mac hine code game. To advance
yourself  f rom this  point  I rec ommend Mapping the Atari by
Compute!  as a superb book. And also keeping an eye on this
magaz ine t n e r e  are some super art ic les in back issues if  you
sift t hough them.  Anyway  happy  programming and bye f o r
now at least!
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MNEMONIC ME A NI NG

ADC
AND
ASL
BCC
BCS
BEG
BIT
BMI
BNE
BPL
BRK
BVC
BVS
CLC
CLD
CLI
CLV
CMP
CPX
CPV
DEC
DEX
DEY
EOR
INC
INX
INV
JMP
JSR
LDA
LOX
LOY
LSR
NOP
ORA
PHA
PHP
PLA
PLP
ROL
ROR
Rh
RTS
SBC
SEC
SED
SEI
STA
STX
STY
TAX
TAY
TSX
TXA
TXS
TYA

ADd with Carry
AND with Accumulator
Arithmet ic  Shill Lett
Branch if  Carry  Clear
Branch if  Carry  Set
Branch if  EQual to 0
BIT test
Branch if  Minus
Branch if  Not  Equal to 0
Branch if  PLus
BReaK
Branch if  oVerilow Clear
Branch if  oVerfl ow Set
CLear Carry fl ag
CLear Dec imal fl ag
CLear Interrupt  mask
CLear oVerfl ow flag
CoMPare to accumulator
ComPare to X reg.
ComPare to Y reg.
DECrement
DEcrement X
DEcrement
Exclusive OR with Accum,
INCrement
INcrement X
INcrement V
JuMP
Jump to SubRout ine
LoaD Accumulator
LoaD X
Load Y
Logical Shif t  Right
No OPerat ion
OR with Accumulator
PusH Accurn.  onto stack
PusH status reg. (P) onto stack
Pul l  Accumulator f rom stack
PulL status reg. (P) f rom stack
ROtate Left
ROtate Right
ReTurn f rom Interrupt
ReTu m f rom Subrout ine
SuBtract with Carry
SEt Carry  flag
SEt Dec imal fl ag
SEI Interrupt  mask
Store Accumulator
STore X
STore Y
Transfer Accumulator to X
Transfer Accumulator to
Transfer Stack pointer to X
Transfer X to Accumulator
Transfer X to Stack pointer
Transfer Y to Accumulator

OPERATION

A + 6 A + C > A
A A M › A
C < , „  0 < 0
Branch if  C 0
Branch If C=1
Branch if  Z=1
AA M
Branch If N = 0
Branch if  Z 0
Branch if  N = 1
Interrupt  Processor
Branch If V = 0
Branch if  V = 1
0 ›  C
0 ›  D
0 ›  I
0 ›  V
Compare A
Compare X
Compare V
M - 1 ›  M
X 1  ›  X
Y 1  ›  Y
A v M › A
M + 1 ›  M
X + 1 ›  X
Y + 1 ›  Y
J ump to locat ion
J ump to subrout ine
M ›  A
M ›  X
M ›
0 7 _ 0  C
No operat ion
A v M › 4
A ›  Ms S  -1 ›  S
P ›  Ms S  - 1 ›  S
S + 1 ›  S Ms  ›  A
S + 1 ›  S Ms  ›  P
C < 7 <  C
C 7 . . .  0  C
Return from Interrupt
Return from subroutine
A - M - C > A
1 ›  C
1 ›  D
1 ›  I
A M
X M
Y ›  M
A ›  X
A >
S ›  X
X ›  A
X ›  S
Y ›  A

to M
to M
to M

1 2  3  4  5  6

oh o h
oh o h
- o k
• o h

oh o h  o h
oh o k  o h
ok o h  o k
- o h  o k  X  X

oh o h  o h  X Y  XY -  o k  o k  -
- o h  o h  X  X  -  -  -  -

•
oh
oh
oh

ADDRESSING MODES

oh
oh
oh
oh
oh
ok

oh
oh
oh
oh

oh o h

ok
oh
oh
oh

XY X  -
XY XV -
X X  -
X X  -

XY X
'if ' I
X X
X X

oh o h  X  X  -
oh o h  X  X  -

ok o h  o h  X Y  X

oh -

7 8 9

 oh o k
oh o h

-
oh

o h

o h
o h
o h

o h
o h

ok o k  -

oh o h  ok  X V  XY o k  ok  -

ok o h

oh o k  X  X  •  o k  o k  -
ok o h  -  V  -  -  -
oh o h  -  X  -  -  -  -

FLAGS

C Z  N V  O t h e r

XX X X
X X

XX X
XX X

0

XX X

XX X
XX X
XX X

X X
X X
X X
X X
X X
X X
X X

X X
X X
X X

XX X

X X

0

I,B

X X
X X  X X a l l
XX X
XX X

X X  X X

X X
X X
X X
X X

X X

D = 0
I = 0

D 1
I = 1

ADDRESSING MODES

1 Immediate
2 Direct
3 Zero Page Direct
4 Indexed Direct
5 Zero Page Indexed Direct
6 Indirect
7 Pre-Indexed Direct
8 Post-indexed Direct
9 Relative

A

Meaning of various letters
and notation used

X

A

EOR
7 0

Ms
[C]

Accumulator
Memory location referred to by
instruction
X index

Y index
From - to
AND
OR
Exclusive OR
reference to bits in a byte
Stack pointer
Memory address on the stack
compliment of carry flag

In the informat ion on
address ing modes

oh O h  to use the particular
addressing mode with the
instruction indicated

X O h  to use the X index
Ok to use the Y index

XY Ok ay  to use the X and th
, , Y indices

Indicates a particular
addressing mode isn't
available

A lull line ol dashes indicating
no addressing required with the
oarlicular command

In the informat ion
on fl ags

X a n  X indicates a
particular flag is
affected

0 a  flag is cleared
1 a  flag is set

In the other column any
flag affected is indi-
cated by its letter

List of fl ags and symbols

N Sign (negative) flag
1, Negative numbe-

V Overflow flag
TRUE

B Break command
D Decimal flag

I - Decimal mode
I Interrupt  flag

1= Interrupt requests
disabled

Z Ze ro  flag
1r Result zero

C Ca r r y
. 1, Carryno borrow
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10  ,
2 0  ; D L I  S C R O L L I N G  S 1 A R 5
3 0  B Y  D J L  F E B  ' 9 2
4 0
5 0
6 0  S D L 5 T L . 5 6 0
7 0  D L S T = 2 0 3
0 0  C O L P F - 7 .5 3 2 7 0
9 0  U C O U N T = 5 4 2 8 3
° t o e  8 5 Y N C = 5 4 2 0 2
o l l e  0 1 1 0 z 5 3 7 7 0
0 1 2 0  X P 0 5 M 0 = S 0 0 0 4
8 1 3 0  ( . R A F I I 5 3 2 6 . 5
0 1 4 0
0 1 5 0  ; C h a n g e  D i s p l a y  l i s t
0 1 6 0
0 1 7 0  N = S 8 0 0 8
0 1 8 8
0 1 9 0  ; S a m e  r o u t i n e  a s  i n  p r e v i o u s
0 2 0 0  ; p r o g r a m
0 2 1 0
0 2 2 0  L O A  S D L S T L
0 2 3 0  S T A  D L S T
8 2 4 8  L D A  5 D 1 S T 1 + 1
0 2 5 0  S T A  D L S T / 1
0 7 6 0  L D V  U 7
0 2 7 0  D L O P X  L D A  ( D L S T ) , Y
8 2 8 0  c 1 C
0 2 9 0  A D C  U 1 2 8
8 1 0 0  S T A  ( D L S T ) , Y
0 3 1 0  I N V
0 3 7 0  C P V  1 * 4
8 3 3 8  O N E  D L O P X
0 3 4 0  L W (  1 1 6
0 3 5 0  D L O O P  L D A
8 1 6 8  C L C
0 3 7 0  A D C  U 1 2 8
0 3 8 0  S T A  ( O L S T ) , V
8 3 9 0  I N V
0 4 0 0  C P Y  1 * 2 8
0 4 1 0  O N E  D L O O P
0 4 2 8  L D A  1 * 0 1 I 4 2 5 5
0 4 3 0  S T A  5 1 2
0 4 4 0  L D A  U D L I / 2 5 6
0 4 5 0  5 1 0  5 1 3
0 4 6 0
0 4 7 0  ; S e t u p  P l a y e r  M i s s l e  g r a p h i c
0 4 8 0
0 4 1 0  L O A  1 * 1 7 0  ; s e t  u p
0 5 0 0  S T A  G R A F M  ; h o r i z  m i s s i l e s
0 5 1 0  L D A  n o  ; P u t  m i s s i l e s  o f f
0 5 2 0  S T A  H P O S M O  t h e  s c r e e n
0 5 3 0  S T A  H P O S 8 0 4 1
0 5 4 0  S l A  H P 0 5 8 8 . 2
0 5 5 0  ' S T A  H P 0 s 8 0 4 3
0 5 6 0  L D A  U 0  ; b l a c k  b a c k g r o u n d
0 5 7 0  S T A  7 1 0
0 5 8 8
0 5 9 0  ; S e t u p  p o S i t i O n S  a n d  s p e e d s  o f
O6 8 8  ; s t a r s
0 6 1 8  ; S t x  =  p o s i t i o n  a n d  S P x  =  S p e e d
8 6 2 0  ; X  i n d e x  =  r o w  i n  d i s p l a y  l i s t
0 6 3 0  ;
0 6 4 8  L O X  U 0
0 6 5 0  5 E T L P
0 6 6 0  I D A  R N D
0 6 7 0  S T A  5 T 1 , 8
O6 8 0  J S R  R A N D
0 6 9 0  5 1 0  5 P 1 , X
0 7 0 0  L D A  R N D
0 7 1 0  S I A  5 T 2 . X
0 7 2 0  J S R  R A N D
0 7 1 0  S T A  5 P 2 , X
0 7 4 0  L O A  M I D
0 7 5 0  S T A  5 1 1 , 8
6 7 6 0  J 5 R  R A N D
0 7 7 0  S l i t  5 1
1
1 , 8
0 7 0 0  L D A  R O M
0 7
-
3 0  
S
T
A  
5
7
4
,
8

0 8 0 0  J 5 9  R A N D
0 8 1 0  S T A  5 1
,
4 , X
0 8 2 0  I N X
0 8 3 0  C P X  U 2 3
0 8 4 0  8 N E  S E T L P

0 8 5 0  L D A  U S C O  ; a c t i v a t e  O I L ' S
0 8 6 0  S T A  S O 4 8 1
0 8 7 0  R T S  ; r e t u r n  f r o m  s u b r o u t i n e
8 8 8 0
0 8 9 0  ; r a n d o m  n u m b e r  s u b r o u t i n e
0 9 0 0  ; t o  s e t  s p e e d  o f  s t a r
0 1 1 0
0 9 2 0  11404D L D A  R N D  ; r a n d o m  n o .  0 - 2 5 5
8 / 3 8  A N D  U 3  ; r e d u c e  r a n g e  0 - 1
0 5 4 0  C L C  ; a d d  1  o n  t o  p r e v e n t
8 9 5 0  A D C  U l  ; s t a t i o n a r y  s t a r s
8 / 6 8  9 1 5
0 / 7 0
0 9 8 0  ; A c t u a l  D i s p l a y  l i s t  i n t e r r u p t
0 9 1 8
1 0 0 0  D L I
1 0 1 0  S E T  ; S E I  I n t e r r u p t
1 9 2 0  P H A  ; s t o r e  a c c u m .
1 0 3 0  T X A  ; a n d  X  i n d e x
1 0 4 0  P H A  ; o n  t h e  s t a c k
1 0 5 0  L D A  v C O U N T  ; s c a n  l i n e  v a l u e
1 0 6 0  I S R  A  ; q u a r t e r
1 0 7 0  L S R  A
1 8 8 0  C L C  ; u s e  t o  fi n e
1 0 9 0  5 8 c  n s  ; g r . 1 1  s c r e e n  l i n e  v a l u e
1 1 0 8  T A M
1 1 1 0  C L C
1 1 2 0  A D C  2 0  ; a l t e r  s t a r  c o l o u r s
1 1 3 0  S T A  S 0 0 1 2  ; p l a y e r  •  c o l .
1 1 4 0  S T A  $ 0 0 1 3  ; p l a y e r  I  c o l .
1 1 5 0  S T A  5 0 8 1 4  ; p l a y e r  2  c o l .
1 1 6 0  S T A  S D 0 1 5  ; p l a y e r  3  c o l .
1 1 / 8  S T A  1 4 5 YN C  ; w a i t  a  s c a n  l i n e
1 1 8 0
1 1 9 0  ; u s e  s t a r  p o S i t i o n  v a l u e  t o  s e t
1 2 0 8  ; t h e  h o r i z o n t a l  v a l u e  o f  t h e
1 2 1 0  ; p l a y e r  m i s s i l e
1 2 2 0  ; a d d  o n  s p e e d  a n d  s t o r e . . .
1 2 1 0
1 2 4 0  L D A  3 1 1 . 1 1
12511 S T A  H P 0 5 8 0
1 2 6 8  C L C
1 2 7 8  A D C  5 P 1 , 1 1
1 2 8 0  S T A  5 1 1 , 1 1
1 2 5 0  L D A  5 1 2 , 1 1
1 1 0 0  S T A  N P0 5 1 4 4 1 + 1
1 1 1 0  C L C
1 1 2 0  A D C  3 P 2 , X
1 3 3 0  S T A  5 1 2 , 1 1
1 3 4 8  L D A  5 T 3 , X
1 3 5 8  S T A  H P O S 8 0 . 2
1 3 6 8  C L C
1 3 7 0  A D C  3 P 3 , X
1 3 8 8  5 1 4  5 I 1 , 1 1
1 3 9 0  L O A  5 1 4 , 1 1
1 4 0 0  S T A  OSPOSM O+ 3
1 4 1 0  C L C
1 4 2 0  A D C  S P C X
1 4 3 0  S T O  3 1 4 , 1 1
1 4 4 0  S T A  N I SVPI C
1 4 5 0  ; r e s e t  p l a y e r  M i s s i l e  P o s n .  I A  0
1 4 6 0  ; s o  s t a r  a p p e a r  a s  a  S m a l l  b l o b
1 4 7 0  L D A  U 0
1 4 8 0  S T A  X P O s e i s
1 4 9 0  S T A  H P 0 5 8 0 + 1
1 5 0 0  S T A  1 l P 0 5 8 0 + 2
1 5 1 0  5 1 0  H P 0 s 8 4 1 + 3
1 5 2 8  P L A  ; p u l l  a l l  v a l u e s
1 5 3 0  T A X  ; b a c k  o f f  s t a c k
1 5 4 0  P L O
1 5 5 0  R I X  ; R e t u r n  f r o m  i n t e r r u p t
1 5 6 0
I s l e  ; s p a c e  i n  t h e  p r o g r a m  t o  p u t
1 5 0 0  ; t h e  v a l u e s  n e c e s s a r y  t o
1 5 1 0  ; c o n t r o l  t h e  s t a r s
1 6 0 8  ;
1 .6 1 0  3 1 1  0 1
-
=*
-
4 1
-
4 0

162181 5 P 1  o =1 4 4 4 0
1 6 1 0  3 1 2  f 4 =m 4 4 0
1 6 4 0  5 P 2  * = * * 4 0
1 6 5 0  3 1 3  1 4 =1 4 + 4 0
1 6 6 0  S P 3  0 = 0 + 4 8
1 6 7 0  5 1 4  4 1 :7 * 4 4 0
1 6 4 0  5 p 4  4 4 =4 "4 4 0
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M I C R O  D I S C G P L I A T T

1 0
2 0  ; D I S P L A Y  L I S T  I N T E R R U P T  D E M O  1 0 4 0 8 L W (  1 * 6
3 0  ; B Y  D . J . L E A . . . .  F E B  ' 9 2 0 4 1 8 D L OOP L D A  C D L 5 T ) , Y
4 0 0 4 7 0 CLC
6 0 8 4 3 8 AD C 1 1 1 2 8
6 0 0 4 4 8 ST A ( D L S T ) . Y
7 0  5 1 2 1 5 I L = 5 6 0 0 4 5 0 I N V
8 0  D L S T = 2 0 1 0 4 6 0 C PV 1371
9 0  C O L P F . 5 3 2 2 0 8 4 / 8 ON E D L OOP
0 1 8 8  O C O U N T =5 4 2 1 1 3 0 4 8 0
0 1 1 0  W 5 Y N C
,
. 5 4 2 8 2

0 4 9 0 ; s e t t h e  D i s p l a y  I n t e r r u p t
0 1 2 0  ; 0 5 0 0 ; v e c t o r s  t o  m y  r o u t i n e
0 1 1 8  1 1
,
=
$ 8 6 8 0

0 5 1 0
v 1 4 0 0 5 7 0 (DO U D L I 4 2 5 5  ; h i g h  b y t e  o f  D L I
0 1 5 8  ; S e t u p  D i s p l a y  L i S t 8 5 1 8 ' .T A 5 1 2
0 1 6 8  ; 0 5 4 0 L D A U D L I / 2 5 6  ; l o w  b y t e  o f  D L I
8 1 7 0  L D A  S D L S T I  ; C o p y  d l i s t  v e c t o r s 8 5 5 0 S T A 5 1 3
0 1 8 0  S T A  D I S T  t o  e d g e  z e r o 0 5 6 0 L D A U SC O ; a c t i v a t e  D L L ' s
0 1 9 0  t D A  5 0 1 5 1 ' 1 • 1 8 5 7 0 S T A 5 D 4 0 E
8 2 8 8  S T A  D L S T fl  ; s e t u p  r o u t i n e 0 5 8 0 RT5 ; r e t u r n  f r o m  s u b r o u t i n e
0 2 1 0  ; O S I O
0 2 2 0  ; T h e  f o l l o w i n g  d i s p l a y  l i s t 8 6 8 8 ; D i s p l a y  L i s t  I n t e r r u p t  r o u t i n e
0 2 3 0  ; S e t u p  r o u t i n e  s i m p l y  a d d s  1 2 8 0 6 1 0
0 2 4 8  ; t o  t h e  a p p r o p r i a t e  b y t e s  i n 0 6 2 0 b L I
0 7 5 8  ; t h e  d i s p l a y  l i S t 0 6 3 8 PH A ; s t o r e  a C C U M u l a t o r  o n  s t a c k
0 2 6 0  ; 0 6 4 8 SET ; s e t  i n t e r r u p t  fl a g
0 2 7 8  ; a d d  1 2 8  t o  b y t e s  7  a n d  3 0 6 5 0 L D A VC OU N T ; s c r e e n  l i n e  v a l u e
0 2 8 8  ; 0 6 6 0 ( S R A ; q u a r t e r
8 2 9 0  L D Y  U 2 0 5 7 0 L5 R A
0 3 0 8  DLO P X  L D A  CD11 . 5710
.

0 6 0 0 CLC
0 3 1 8  C L C 0 6 8 0 ADC 2 8  ; a d d  o n  l o c a t i o n  2 8
8 3 2 0  A D C  U 1 2 8 8 7 0 0 5 1 0 MSVOIC ; p a u s e  f o r  a  s r a n l i n e
0 3 3 8  S T A  ( D L S T ) . ' f 0 1 1 0 S T A COLPF. 2 ; s c r e e n  c o l o u r
8 3 4 0  I l l y 0 7 2 0 C LC
0 3 5 0  C P Y  1 * 4 0 7 3 0 ADC ne
0 3 6 0  O N E  D t o P x 0 7 4 8 S T A C O L P F . 1  ; t e x t  c o l o u r
8 3 7 8 0 7 5 8 PL O ; P u l l  a C C U M .  f r o m  s t a c k
8 3 8 8  ; a d d  1 2 8  t o  b y t e s  6 .  t o  2 8 0 1 6 8 0 r 1 ; r e t u r n  f r o m  i n t e r r u p t

THE LAST GUARDIAN

265 C h es t e r  R o ad ,  S t r eet ly,  W e s t  Mi d l an d s .  B 7 4  3E A .  E n g l a n d
Tel:  0 2 1 - 3 5 3 - 5 7 3 0  or  FA X :  0 2 1 - 3 5 2 - 1 6 6 9

N E W  S O F T W A R E  F O R  1 9 9 3
Multi level venical scrolling haIDOI e m up. with brilliant Crystal

clear Grapatics ft sounds
oi t r u e
'  
p l a
y e r  
r e
a l  
t
i
m
e  
A
r
c
a
d
e  
A
d
v
e
n
t
u
r
e

Both of the games above are exclusive  to M icro Discount and available in the
It:Wowing 3  formats DISK £5.95: ALSO HIGH SPEED & STANDARD TAPE r  4.95

TAGALON

'
D

Similar game to M1SsiOn S hark y Ou Scout an alien complex to discover tnoir
.1E1F- La r ge  animated grapimcs C 5 • 9 5  Disk

Your task isle  arrange the pattern on the right side of the screen to the len
Sounds easy' Many levels to exerose the old grey matter. Joystick controDed Clear
graphics E 5 . 9 5  DISk

Ideal tor the budding rock star' Learn to analyse scales. chords N o
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Secret agent Hans Klass needs to penetrate Hitters secret under
ground bunker to steal Me secret tenor weapon plans. Joystick controlled ISUPerb
rirap/mr.s & Animation)  E 5 . 9 5  Disk

Unusual We  tor what must be the most original for 1993' You
• !i l i ,  o f  movie stars against the clock S tunning graphics E 5 . 9 5  Disk

Join the  L.A S wa t team and battle  with armed terrorists to save the
E.7.95 Disk

bit clone of the arcade Operation Wolf All the thrills. fantastic
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E5.95 D isk
A real puzzler based on the Rubik Cute, you move pieces of stone 10

:.arle'n shown on screen Sounds simple e t il Great graphics E 5 . 9 5  Disk
Educational Maths Skills canndge for ages 7 - adult. Help to

Oe)ielop an understanding a t wha t a fraction is and the  relationship between nurverica
and visual images of fractions a t  the same time its a fun game £ 8 . 9 5  ROM

Linkword is a system tor teaching Ian-
c.,ages Much tasth• i • .ii• •iilirTi.il meThorls Each disk will teach you in about 10 hours
a vocabuary of 350  warps ' th e  prrygram contains a  disk master and a n mid.°  tape  to
achieve the correct pronunciation. GERMAN or FRENCH available E 2 2 . 9 5  Disk
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' RALLY SPEEDWAY US.FOOTBALL • KABOOM ' FOOD FIGHT'
Our Normal price  E20.00 Special 4  pack price  E12.50 inc. p p

MIKE DISKS
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SAM H i  5 5 5
Sit FBI fi t RVICE
!WY yt M N  13 Game s) E  a 95
STACK UP 1 - r 4
SIE V( DAVIS SNOOKER E  I  50
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p i o n
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TACTIC S  5 52
ITCHNO NMAJA 2  5 52
I O MAHA* *  rh o . . i e  g an yt r  13 95
IRIERY PRINT i t029 oldw•  r  11 imi
I p ivo t Pu itsti i  I r  4 95

t21 9512 I IMA it mahninne i
VOCEO 11111 SHOP
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IPSTER
GOAL!

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 I hope he'll forgive me jar that (chance would
be a fine thing!).
Comic Relief has been and gone once again but the Jim

doesn't stop there. I hope to continue it jbr those of you
who read this. This month we have the solution to
Snowball (I hope i t ' s  huge!). Anyway stop yapping
and i z z y  wizzy lets get bizzy!

me to publ ish his hard work, so get your
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eye sight „sanity, beauty sleep. artistic integ-
rity and general well being, so everything is the right way
round.  ( I know that It's boring but you can't have everything)

W, I, GET RECORDER,  PLAY RECORDER,  (PRESS SPACE),
THROW RECORDER.  0,  W, N. GET PIE, S. W. U, N, N. D, N, E,
GET SPANNER.  W. S. U. S. S. D, E, E, E, N. GET POLISH, S, W.
W. W, U, N, (WAIT 6 TIMES), LEAP, 0, HIT MAN WITH SPANNER,
O. D, D, SE, S. SW, W, NW,  N, W. W, W, GET COIN. W, S, W. GET
RAZOR, E. N, E, N, E, I, GET HOOK, O. W, I, W, S. S, READ
NUMBERS, N. N, E, O. S. E. E. S. S. W, W.  W, W, S. I, PUT COIN
IN BANDIT,  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, S. S. S. D, D, 0,  D, E, 0,  N, E, E, E, E, N, N,
W. W, N. I, W, B, S, READ NUMBERS,  E, S. E, U, NE, E, CUT
ROPE WITH RAZOR,  GET ROPE, W. SW, D, W, N. N, N,  0,  N, W,
I. ASK FOR 12 APOSTLES, READ BOOK, 0,  E, N, NW, N. N, N,
N, W, S, W. W, W. GET GLOVES, E. S. S, GET CLIP, N, N, E, E,
N, E, S. SE, I, 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, S.
STAND, W, SE, S. 0,  NW, N, N. NE, E, E, E, E, S, S. W, SW. GET
TYRE, I, GET COVER, 0,  NE, E, N. N. W, W. W, W, SW. S. W, N,
N, SWIM, (PRESS SPACE), S. W. WAVE COVER, DODGE. W. N.
I. GET TOWEL, 0,  DROP PIE, N. N.  W,DIG, GET GUN, NW, NE, E,
E. OPEN DOOR, I, E, N. GET SKIS, S. W. 0,  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, 0,  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, I. DRIVE, DRIVE. DRIVE, GALOOP,
DRIVE, O. S. OPEN DOOR, E, I, N. 0,  S. 0,  U, N. 0,  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, S, TYPE
18970, S. OPEN DOOR WITH SCREWDRIVER,  S. KILL THE
GENERAL WITH RAZOR ( D A  D A  C Y A N ! ! ! ! )

16 I s s u e  61 - New Atari User
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A plethora of tips for F A N T A S T I C  S O C C E R  come from
John Huhboek and Paul  Gilmore from Liverpool. When you are
r unni ng i n to tackle the opposi tion keep your  finger  on the
button and you will easily get the ball and send the opposition
flying. When shooting.  r un to the corner  of the area and keep
the finger  on the button and aim for  the goal. I I  there are no
players between the goal and you then you'l l  have lobbed the
goalie and scored i n the top comer .  Whe n you ar e trying to
run faster .  j ust keep sl ide tackl ing and you'l l  end up  goi ng
much faster  a nd always pi ck t he  defence that  ha s  the  five
defenders whi ch makes i t the  best for  this type of  game.
Hold the joystick down and to the left i f  you ar e the whi te

player or  down and to the r ight i f  you ar c the red player

Last. but  not  l east,  J ohn thr ows i n  a  coupl e o f  ti ps for
R A M P A G E .  On some bui ldings you can cl imb to where the
windows end a nd punc h the  bui l di ng as much as  you l i ke
which gives you points beyond points.  Also when your  par tner
(lies and tur ns back i nto a human.  von can ism over  to him
and eat hi m (or  her!) •

402
Yet again G A U N T L E T  has given rise to another  tip, this

time from Stephen I largreaves of Crewe. I f  you find it hard to
pass tr icky rooms that only have enough keys to get out in the
tight sequence then what you have to do is as follows. In Iwo
player mode both players can pick up the same key, enabl ing
the room to be completed easily. All you have to do is both
move to collect the same key (from the adjacent spacel at
exactly the same time. Incidental ly this can also be used for
collecting food and potions.

I thi nk this is a first in that we have a quick tip for A L T E R -
N A T I V E  R E A L I T Y  from Fr ank Cunni ngham of Stirling in
Scotland. l ie says that the riddle of the doors of Acrimimirils
Tomb is 2. I ,  I .  2, 2, (second door, first door,  first door.  second
door, second door).

FABULOUS THREESOME
Hints for T A P P E R ,  T W I L I G H T  W O R L D  and F R E D
come from Lee Nelson of Woolwich.

First of all when you lose all of your lives in T A P P E R .
simply press lire to restart where you left off. This can be done
indefinitely.

If you see cracks in any of the walls. in T W I L I G H T
W O R L D  it is very likely that there is an entrance to a secret
level there.

On level six of F R E D .  try to stay on the top platforms for as
long as possible as there are many bonuses to be had.
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has now fi nally  come. He prov ides us now wit h t he
complete solut ion to S N O W B A L L  f rom Level 9. I ts  a

bit big,  what  follows  below is the full complete solut ion.  wri t t en
the right  way  round ('cos it takes  too long the other way!). l i e
also prov ided me wit h some maps  but  I can't  promise that
they'll appear this  issue 'cos there's nine pages of them! I f  they
don't  appear this  issue then they ' ll be wit h you short ly  O.K.?
Remember that  the solut ion is round the right  way  so that

PUNCH DOG = K I W I '  DOG (s imple really!)

Let's go!!!

Open the eoffin by pul l ing the lever. Get out  and go North to
the mort uary  ent rance.  Summon anot her coffin by press ing
any three but tons .  Go south and use the coffin to go t hrough
the t rapdoor in t he ceiling to the next  level. Go Nort h again
and leave t hrough t he mort uary  door,  avoiding Night ingales  at
all costs, Travel east unt i l  you reach a but t on in the floor.
Press this  but t on once to call the lif t .

Enter the lif t  and af ter the door has closed go down t hrough
the floor. Cont inue descending unt i l  you reach a pit  wi t h  a
toolbox in,  Af ter tak ing this  toolbox go up t hrough the lif t  and
beyond unt i l  you come to a t rapdoor at the top of  the shaft.
Open this  door. Once t hrough go South unt i l  you come to an
airlock. The t rip is long so don't  be fooled by repet it ive loca-
tions.

Once in the airlock  you wi l l  fi nd two but tons  - green and
yellow. The rule wit h airlocks  is that  the green but t on opens
the door you have jus t  come t hrough whils t  t he yellow but t on
opens the door you are about  l ogo  through.  I n t his  case the
green but t on wi l l  open the nort h door and the South door wil l
he opened by the yellow but ton.
Go through the South door unt i l  you reach the smooth

cylinder, Go down f rom the smooth cy linder into the massage
parlour and get on the couch. Wait  there for one t urn and then
get off. Hay ing a message enables you to carry  more items.
Staying on the couch has very serious consequences ( n o
prizes for guessing what  they  are!)
After hav ing the message go east and gel t he stacker lif t  but

leave the scalpel. Ret urn to the smooth cy linder and go South
to the cyladder. Wait  here for a robot  to approach and follow it
down. You can t ry  before a robot  arrives  but  you wi l l  be
rejected.

Now go North f rom the large low room_ t hrough the library ,
into the mempak  archive.  Get t he mempak  and ret urn to the
library. Insert  the mempak  int o the v iewer and then examine
the viewer. Two codes wil l  be given - yours  and the c rew
member you are supposed to wake. Mak e a note of  the crew
member's as it is  v itally  import ant .  Us ing the sc rewdriver f rom
the toolbox get t he batpak  f rom the viewer.
Now go to the cards and examine the airbed_ You wi l l  fi nd
some LED's. Upon ex aminat ion it  wi l l  be discovered that  they
are in fact a diagnost ic  probe.  Go to the cupboard to the North
of the diner and get both cup and lamp.  Ret urn to the diner
and insert  the cup into the machine_ Af ter fi ll ing the cup wit h
thin lent il cus tard go to the holoprojec tors  South of  the S.W.
freezer control.  Once there search the body and take (he
bracelet, neck lace and Kev lar leotard.
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a complete w a l k - t h r o u g h
by S imon  Carter

1

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

Ret urn to the diner and enter the date. This  wil l  br ing you
close to the damaged janit or druid.  When you fi nd h im at tach
the diagnost ic  probe to him.

Once you have found out  whic h part  he requires  look for it in
the s urrounding area. When I l l s  in y our possession give the
part  to the droid and he wil l  give you a bubble helmet
Now you need to oblain the lance f rom the drold handl ing the

stores. This  is accomplished by the f ollowing method:
1. Get the red t icket  f rom the red t icket mauhine.
2. Swap the red t icket  for a red form.
3. Get  the green t icket  f orm the green t icket machine.
4. Swap the red f orm and the green t icket  for an orange form.
5. Get anot her red t icket,
6. Swap the red t icket  and the orange form tor a yellow form.
7. Get anot her green.t icket,
8. Swap the green t icket  and the yellow form for a green form.
9. Get anot her red t icket.
10. Swap the red t icket  and green f orm for the lance. (phew!)

Now go to the narrow Marbon cy linder and enter the airlock.
Remember here to wear the leotard and helmet .  Also insert  t he
batpak  in the lamp.  You are now ready to t raverse the Web.
This  wil l take you to the snowlield below the plat f orm A.
Summon the monorai l  and use it  to go to plat f orm B. Ent er  the
Snowball Hi l t on and go south unt i l  you reach a s tore room
wit h a fl ask of  air and an aerosol can. At tach the flask to your
helmet  and place the can in the toolbox.  Now close the toolbox.

Ret urn to Plat form B and vis it  Plat forms  D. F and II.  At  D get
the shovel. At  F
.
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linked cy linders.  At  H go to the large hanger and get the
ceramic  armour.  Now go to Plat form C and dig in the snow by
the ladder to fi nd the keys to the snowdozer.  Ent er the snow
dozer itself  and get t he lire ex t inguisher.  Leave the snowdozer.
Once you are next to the ladder drop every thing except t he
cup,  leotard,  bracelet ,  s tacker lif t  and the helmet .  By  now you
need to wake the crew member to obtain the security  code for
the door in the "Hilt on".

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

Colour  1. Mort uary  door - Blue or green.
Colour  2. Colour  of freezer disk.
Colour 3. Sec tor on the corridor.
Colour 4. Level of  freezer disk.
Colour 5, 6,  7. Coffi n code itself.

Ret urn to the fi rst  airlock  you used and go North.  Ex amine
the bracelet  you removed f rom the body regularly .  I t  wi l l  have a
series of  colours on it .  When the last c olour is the same as

it goes on over here
New Atari User' Issue 6]  1 7
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The plea goes out  again for more maps  and
stuf f  to be sent in,  it 's  get t ing rather bare here
in the den and it  needs fi ll ing up. Has  anyone
got the solut ion and maps  to Worm In Para-
dise. I have seen the maps  before but  111 be
blowed if  I can fi nd the issue of  Atari User
that  they appeared in.
Anyway.  see you next  t ime.  Br ight  eyed and

bushy  tailed ready for plenty  of  exclusive t ips.

QUICK E S  Q U I C K  E S QUICK E S  Q U I C K  E'S

Two Quickies from Fred Meijer at t he Netherlands. First up is another for F R E D .  If you type in
CHAOS then you can select the starting level by pressing 0 to 9.
Secondly in M I S S I O N  S H A R K .  if you type in the name of the author JANUSZ PELC then

you can also select the starting level by pressing 0 to 9.

colour 2 On the c rew members  code go down the ramp in the
same colour section. Go East or West unt i l  you fi nd the lif t
but ton.  Summon the lilt  and go to the level corresponding
colour to number  4 above. i f  number 4 was blue then you
wmi ld  press the blue but t on in the lif t .  Leave the lif t  and go
East or West check ing 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 mort uary  corresponding to number
above. Now press the three but t ons  that  are the same colours
as 5, 6 and 7 above. Take the coffin that  appears  to the revival
mac hine whic h is to the nort h of the l i f t  To lif t  t he coffin you
need the stacker lif t .  Remember that  you s t ill have to avoid the
Night ingales.  Once the c rew member  is awake give t hem the
cup wit h the t hin lent i l  custard.  They  wi l l  t hen give you t he
code for the security  door.  You can now ret urn to the door and
go through.  From the forest glade go Nort h East and get t he
silver t ray and fl ute.  Go also to the observatory  and get t he
dark  glasses. From the pink  room you need to get t he cat.
Return to Plat form C and go down to the snowdozer.  Wear the

ceramic  armour  and (lark  glasses and mak e sure you are in
possession of  the lance and l ink ed cy linders.  You can now
repair the snowdozer t rack.  Us ing the keys you found in the
snow enter the snowdozer.  s tart  it  by t urn ing the key.

Now make sure you have got the toolbox.  s ilver t ray. fl ute,  cat
and t ire ex t inguisher.  Go to Plat form D and descend the
ladder.  From the bot tom go North.  t hrough the ice t unnel unt i l
you reach the massive waldrold.  Here you can open the toolbox
wit h the aerosol in it. From here c l imb Jacob's ladder unt i l  you
reach the wide ledge. Drop the cat. This  wil l  go about  remov ing
the s lime to let you carry  on. Cl imb the ramp arid when you
reach the T-junc t ion wave the s ilver tray. Then mak e your way
to the cont rol room.  Alt er entering you wi l l  see a terroris t  wi t h
a rat her menac ing bomb.  Now play  or blow the fl ute whic h wil l
shat ter the bomb.  You now have to ex t inguish the fl ames wit h
the fi re ex t inguisher us ing PRESS EXTI NGUI SHER.  You can
now ret urn the ship to auto pilot  by  pul l ing another lever.

it I x "  x i  4o 41

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

Jus t  one cry for help this  issue. LID.  Bax ter of Hove is absolutely  s tuck on Q U E S T R A U
hope that  I have spelt t hat  correct ly  it  could be Q U E S T R O N )
He asks where is the t rumpet ? I t h ink  that  he's  done every thing right  but  t here mus t  be one

t hing wrong.  Also when he has crossed the sea and gone Into the dungeons  he cannot  get out  -
the game stops and an error message is produced.  It is  dif ferent  each lime.  l ie  asks if  there is
something wrong wit h the game or the disk  or is he doing something wrong.
Right  so, t here is this  issue's challenge. Don' t  s tand there reading this.  get busy  and solve L.D.

Baxter's problem.

SCORING
You score points  for each of  the following achievements

I. Opening the ('offin.
2. Summon ing  another coffin.
3. Reaching the lop of the elevator shalt .
4. Being massaged.
5. Us ing the cy ladder.
6. Us ing the video v iewer.
7. Fi l l ing the square cup.
8. Us ing the screen at freezer cont rol.
9. Repair ing the janit or drold.
to. Obt aining the lance.
11. Wak ing the frozen c rew member.
12. Learning the security  code.
13. Opening the security  door.
14. Repair ing the snowdozer t rack.
15. St art ing the snowdozer.
16. Remov ing the massive waldroid.
17. Clearing the wide ledge of  slime.
IS. Des t roy ing the portable laser.
19. Remov ing the hijacker f rom the cont rol room.
20. Ret urn ing the ship to autopilot .

Somet imes  af ter complet ing one of  these tasks the score
doesn't  register,  however' the score wil l  usually  be updated
later.

GE NE RAL HI NTS

To avoid the tedious  web journey  vollec i thc  handgun and
step off the web. Wait  unt i l  t he game says you had bet ter
match speeds. Then you should SHOOT GUN. This  wil l  place
you below one of  the plat forms.  This  is however a one-way
journey .  To ret urn use the spidroid hopper in the "Hi l t on'
whic h wil l  take you back  across the web. I t  can also be used to
ret urn to the ''l lit ton",
In t he area beyond the security  dour use the holowand f rom

the snake pit  t o dispel the I llus ions.

Send your hints, tips and maps to

The Tipster
New Atari User

P. a  BOX 54
Stafford

ST16 1DR

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

HOW TO CLAIM
If you see your name in this column
Just dr op us  a  l ine a nd say *My
name i s    a n d  I  claim m y tree
Tipster cassette a nd simply tell us
which cassette you would like (give
an alternative lust in case). We will
whip i t oi l  to you poste haste (or
straight away). It you prefer you can
always give us a ring instead on the
usual number
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sof tware originat ing in Poland
and Germany  it 's easy to over-

look the c ont inuing enthus iasm of  8-bit
supporters  on the other side of  the At lan-
tic. While Atari Corporat ion at t empt  to
reverse t heir losses wit h promises  of Fal-
cons. Jaguars  and other exotic creatures.
several other organisat ions  have re-
mained loyal to the 8-bits .  Aerion Soft-
ware of New York  is a new company  to
the Atari scene and its Pres ident  Emin
Kaunis says that  ins pirat ion has  been
gained f rom the lack of  qualit y  in current
computer games. He aims  to fi ll t he gap
with inexpensive,  user-f riendly ,  enjoyable
software. A tall order?
Aerion's FURY is described as an ac t ion

adventure t hough in realit y  it 's a s imple
shoot 'cm up.  Your joyst ick cont rols  an
unnamed hero whose role is to rec laim

MATH ENCOUNTER
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rams  that  aim to teach mat hs  do
so by c reat ing a game whic h is

dependant  on the user ans wering a num-
ber of numerical problems.  Mat h En-
counter is no dif ferent  but  is  somewhat
unique in being one of  the very earliest  of
this type of program that  looks  as good
today as when it  was  fi rst  released.
The fi rst t hing that  sets Mat h Enc ount er

apart  is that  it  comes as a ROM cart ridge
so is accessible to every Atari owner.  The
second is that  it  was  designed and prog-
rammed by Professor John Y. Hs u who.
presumably,  is  qualifi ed in the educat ion
field. It certainly  looks that  way  when the
quality of  the program is considered.  The
game itself  is quite s imple wit h f our alien
spacecraft at  the top of the screen and
your 'Hypersonic Miss ile Craf t '  at t he hot
tom. You choose the s tart ing level and
the disc ipline f rom addit ion,  subt rac t ion.
mult iplicat ion and div is ion and the fi rst
problem comes rol l ing along tht- foot of
the screen.
On the fi rst few levels the problems  are

land invaded by an evil wizard named
Tahun Cat l in.  There are five dif ferent
worlds  (tree, rock,  alien,  insect  and fire),
each const ruc ted f rom several screens
viewed f rom an overhead perspect ive.
The minut ely  proport ioned hero can walk
and lire s ingle shots in any  of  the joyst ick
direct ions.  Your aim is to annihi lat e a
variety  of  adverse inhabit ant s  who other-
wise fi re back at you. You mus t  also
collect various  objects that  could be to
y our  advantage. Some items  bring you
extra health,  some extra wealth and

others  are rat her un-
pleasant!  Occas ionally
you may  enter a shop
and prov iding you've
at tained suffi c ient  cash
you can purchase spe-
cial capabilit ies  , fas ter
walk ing speed. inc reased
fire power,  fi reballs ,  con-
fus ion spells,  l imit ed
shields  and 'Armage-
ddon'  smart  bombs .
However.  I completed
the fi rst  level wit hout  re-
qu i r ing any extras.
Aerion describe the

quite easy and you have a good deal of
t ime to work  out  the answer.  Each of  the
f our craft at the top of  the screen has  a
number,  only  one of  which is  correct.
You s imply  fi re a miss ile at the ship you
t hink  has  the right  answer.  I f  correct you
score points  and the next problem rolls
on. but  i f  you did not  get it  r ight  then the
correct  ship begins to fl ash al lowing you
to shoot  it  and progress to the next prob-
lem. I nit ial ly  the problems  are quite easy
and most  c hi ldren who have learned
basic mat hs  sk ills  should be able to cope
and have fun doing so. On the fi rst  two
levels the screen can be frozen al lowing
the child,  or a parent .  to s tudy  the
answer.  On the highest  levels however
even the most  agile minded adult  may
fi nd things  a lit t le harder!
Levels 5 and 6 increase the arcade ele-

ment  of  the game requir ing you to keep
an eye on fuel,  avoid meteorites  and col-
lect fuel pods as you at t empt  to answer
the quest ion.  These levels force you to
retain the problem in y our mind rat her
than s tudy  it on screen for it is  easy to

The Wrath of
Taliun Cathu
graphitss as 'state of  the art '  but  I 'm not
sure whic h decade they are referring to.
The scenes are very s t raight f orward in-
deed and the text is excessively fuzzy and
diffi cult  to read. Some of  the nast ies are
quite well drawn but  the game is c learly
confi ned bY unsophis t icated program-
ming techniques.  Sound elk-cts and
mus ic  are basic, in more ways t han one!
Play ing Fury  is like entering a t ime-

warp.  I t 's  reminiscent  of  those addict ive
lit t le arcade games of  the early  1980's  -
good fun,  but  a mi l l ion miles  f rom the
technical s t andard of  modern-day  enter-
t ainment .  I had high hopes but ,  sadly.  I
mus t  conc lude that  Aerion wil l  have to do
muc h bet ter t han this  if  they arc to
accomplish t heir President 's  c ommend-
able objectives.

Aerion Sof tware can be reached at P.O.
Box 1222,  Rf tx-rdale Station, New York,
NY 10471-1222.  1 ISA,

Title:
Supplier:
Price:

- Format:
Reviewer

FURY
Aerion Softwa re
$ 2 4 .9 5  inclusive
Disk
Paul  Rixon

l inger in the path of  a falling meteorite
whi le work ing nut t he answer by look ing
at t he problem.
The graphics  are fairly  s imple but  quit e

adequate for this  type of  program but
what  has  kept  the program relevant
today is a good. s ound unders t anding of
the methods  of  teaching maths .  There is
jus t  the right  balance of  game play ing
and teaching.  mak ing Mat h Enc ount er
Ideal for all ages. The only  t hing that
seems to be miss ing is the abilit y  to mix
problem types but  then c hildren are nor-
mally  t aught  only  one concept at  a t ime
so this  is not  a major  problem.
The surprise is that  t his  profess ionally

produced and boxed program has, seem
ingly .  only  jus t  surfaced in the UK.  I t
s hould certainly  have been available f rom
the beginning but  we should be grateful
that  t here it d id not  disappear long ago
as most  educat ional programs  have
done. Defi nitely  one to put  on y our edu-
cat ional s hopping list.

MATH ENCOUNTER
Supplier: M i c r o  Discount
Price: £
5 . 9
5
Format: R O M  c a rtr idge
Reviewer: Le s  E l l ingha m
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TRANSDISK IV

20 I s s u e  151 - New Atari User

SOLVING SOME PROBLEMS

0  h  no!  not  anot her art ic le on TransDis k  IV, haven' t
i here been enough already? Well,  t his  art ic le is dif fe-
rent.  While all other art ic les have taken a look at  this

bril l iant  piece of  software and pointed out  a few problems.  t his
art ic le ac tually  looks at how to solve them!

ENHANCED DENSITY PROBLEMS
The first problem is  wit h the 1050 drive. Whereas  810 users

can use DOS 2.0 and XF551 owners  can use a double dens ity
DOS (SpartaDos  or Mydos  4.0) to t rans fer TransDis k  fi les f rom
one disk  to another,  us  1050 owners  are s tuck wit h a lit t le
problem.  DOS 2.5. and in tact all other enhanced density
DOS's. mess up the Trans Dis k  menu and therefore cause all
sorts of t rouble.  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. That 's  200
sectors s t raight  down the drain on every disk  you use. What  a
waste! On top of  that.  if  TransDisk  does save any games onto
these sectors (which wi l l  happen when all other sectors are
full).  t hen these games too wil l  become u n a
-
c e e s s i b l e  t o  
D O S

2.0. Now,  at last,  t here is an alternat ive.
The fi rst t hing to do is to format  a disk.  It really  is necessary

that you s tart  of f  with a totally  blank  disk  so don't  t ry  to use a
disk whic h has  already got some fi les on it !  This  disk  mus t  be
Formatted wit h DOS 2.0, Do not  t ry  to use DOS 2.5 since
Listing, I  only  works  wit h DOS 2.0. Now go back into Basic.
and type in program lis t ing 1. check ing it as you go wit h TYPO

• • •C5  1  R E M
OH 2  R E M  i s
Z14 5  R E M  U
X I  4  RE M  n
SG S  R E M  n
MC 6  R E M  U  N E W  A T O P '  U S E R  -  A P R I L  1 ' 9 3  U
CV 7  R E M
MN 8  R E M
F E 1 2 0  R E S T O R E  1 0 0 0 : E W E N  U 1 . 0 , 0 . " 0 : M D F O O S

•
•

T AAH S O I S K F I X
L i s t i n g  1

b y  R a p h a e l  E s p i n g )

VG 1 . 1 0  R E A D  D : I F  1 7 = - 1  T H E M  I S O
MX 1 4 0  P U T  U 1 , 0 0 1 O  1 T 8
LH 1 5 0  C L O S E  U 1
TM 7 0 0  : ?  " A L L  D O N E t ' '
MN 1 0 0 8  D A T A  2 5 5 , 2 5 5 , 4 8 , 1 1 7 . 7 0 , 1 1 7 , 1 6 V . 1
7 6 , 1 4 1 , 1 0 , 1 7
5 8 1 8 1 0  D A T A  1 6 7 , 1 7 8 , 1 4 1 , 4 7 , 3 1 , 1 6 9 , 1 7
4 , 1 41 , 6 0 , 3 1 , 1 0 9
OB 1 0 2 8  D A i n  1 7 6 , 1 4 1 . 5 1 , 3 1 , 1 1 5 / , 2 1 2 , 1 1 . 4 1 .
5 2 , 3 1 . 1 1 . 9 , 1 1 6
EA 1 0 3 0  D A T A  1 4 1 , 5 3 , 1 1 , $ 6 , 2 2 4 , 2 , 2 2
5
,
2 , 4 8 ,

1 1 7 ,  1

Listing 1

Raphael Esptno has some
answers to some of the more
difficult aspects of transferring
from tape to disk

Once this  is done, save it  onto your blank  (1isk, and then
RUN IL I f  all goes well then you s hould be presented wit h the
All Done!  message. Next  go back Into DOS 2.0 (by typing DOS).
and select t he L opt ion (BINARY LOAD) f rom the menu,  and
when asked for the fi lename type in MDFDOS and press
RETURN.  Af ter that  you s hould press RETURN again.  Now if
you look in the top right  hand corner of  the screen you wi l l  see
that  ins tead the usual DISK OPERATING SYSTEM II VERSION
2.0s message. a new DISK OPERATING SYSTEM II VERSION
2. 0TD message wil l  be displayed.  wi t h the 2.0TD in inverse
video. The I D s tands for TransDisk ,  and is there to remind you
that t his  DOS can ONLY be used wi t h Trans Dis k  game mc nu
disks. WARNING:  DO NOT TRY TO USE TI I IS DOS wr r H ANY
OTHER DISKS since you may  corrupt  them.  Also do not  save
any other fi les onto the DOS 2. 0TD disk  except for Lis t ings 2
and 3.
You s hould now save the DOS t iles onto your disk  by us ing

the H opt ion f rom the menu (WRITE DOS FILES). and then
clearly  label this  disk  so that  you don't  inadvertent ly  use it  for
any t hing other t han Trans Dis k

II' you have managed it  this  far then congratulat ions .  you can
now fully  use Trans Dis k  IV along wit h y our 1050 drive.

SALVAGING CORRUPT DISKS
The remaining problem now is what  to do wit h those Trans-

Disk  IV disks whic h were corrupted wit h DOS 2.5. The best
t hing you can do is to format  a blank  disk  us ing TransDisk  IV
and the same menu (XT or XL/ XE) as the disk  you want  to fix.
Then us ing your new DOS 2.011) copy all the fi les f rom the
corrupted disk  to the new one, us ing the 0  opt ion (DUPLICATE
FILE). Do not use the J opt ion (DUPLICATE DISK) since this
would corrupt  y our new disk as well.  Final ly  you can re-format
y our corrupted disk  wit h Trans Dis k  IV ready to save any new
games on it.

GAMES WON'T WORK?
If, l ike me. you have found that  some of the games listed in

New Atari User's  list  of  games that  have been successfully



CS 1  R E M
UM 2  R E M  I S
AV 3  R E M  u
M I  4  R E M  u
SG 5  R E M  U
MC 6  R E M  U  N E W  A T A R I  U S E R
CV 7  R E M
NM 0  R E M
I M  1 1 0  " O P A T I E N C E  P L E A S E "
DU 1 2 0  C K = 0 : R E S T O R E  1 0 0 0 ; 0 = 3 0 0 0 0
VG I S O  R E A D  D : I F  0 = - 1 .  T H E N  I S O
KG 1 4 0  P O K E  0 , D T C R = C R + 0 : 0 = 0
-
# I T G O T O  1 3 0
QV 1 5 0  I F  0 ( 3 0 5 5 0  T H E N  ?  " N O T  E N O U G H  D A T A

EN D
KO 1 5 5  I F  0 ) 3 0 5 5 0  T H E N  ?  " T O O  M U C H  D A T A
, ,
"

:E N O
LW 1 6 0  I F  C K ( > 6 8 7 8 1  T H E N  ?  :
7  " E R R O R  I N  
0

AT A S T A T E M E N T S ,  P L E A S E  C R E C K " : E N D
Z I  1 7 0  " O " : ?  " I N S E R T  B L A N K  C A S S E T T E  A N D

P R E S S  R E T U R N "
nm 1 8 0  O P E N  U 1 , 0 , 1 2 8 . • C : " : P O K E  0 5 8 , 1 1 : P O K

E 8 5 2 . 4 8 : P O N E  8 5 3 , 1 1 7 : P O K E  8 5 6 , 3 8 : P O K E
8 5 7  • 2  : 1 =U S 0  CADR ( " h h I Z L V t r ' )  ,  1 6 )

L P I S O  C L O S E  N I
HL 2 0 0  ?  : ?  A L L  D O M E ! "
ZD 1 0 0 0  D A T A  • , 5 , 1 2 8 , 4 . I 9 2 , 3 , 1 . 6 9 , 6 0 , 1 4 1 , 7

. 2 1 1 , 1 6 9 , 0 . 1 3 3 , 1 8 , 1 6 9 , 2 0 4 , 1 3 3 , 1 1 , / 6 9 , 8
, 1 3 3

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

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

GK 1 8 3 0  D A T A  1 6 / . 0 , 1 4 1 , 1 4 , 2 1 2 , 1 7 3 , 1 . 2 1 1 , 4
1 . 2 5 4 , 1 4 1 , 1 , 2 1 1 , 1 6 1 0 . 1 S 2 , 1 3 3 , 2 0 6 , 1 6 S
t
6 4
, 1 3 3 . 7 0 4 , 1 7 7

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

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

W5 1 0 6 0  D A T A  7 0 6 , 1 7 7 , 7 0 3 . / 4 5 , Z 0 5 . 2 0 0 . 2 0 0 ,
2 4 9 , 2 3 8 , 2 0 4 , 2 3 8 , 2 8 6 , 1 6 5 , 2 0 4 , 7 8 1 , 6 , 7 8 8 ,
2 3 5 . 1 6 0 , 0 , 1 7 7 , 2 0 3

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

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

T R AM S D I S K F I N
L i s t i n g  2

b y  R a p h a e l  [ S p i n °

A P R I L  1 9 9 3  U

List ing 2

WE

MG

JG

GG

I Q

0 2

DC

Vto

WE

OW

LW

XX

OD

7 3 , 1 , 7 1 1 , 4 1 , 2 5 4 , 1 4 1 . 1 .6 , 1 6 , 2 4 9 , 2 4 , 9 6 , 1
2 1 1 , / 6 . 0
I I I SO  D A T A  1 6 9 , 0 ,
. 1 2 , 1 4 1 , 8 2 . 3 , 1 6 2
1 . 6 7
1 1 0 0  D A T A  3 , 1 6 9 ,
1 , 8 5 . 3 , 1 6 9 . 4 . 1 4 1
. 1 6 2

X6  1 1 1 8  D A T A  1 6 , 3 2 , 8 6 . 2 2 8 , 1 6 9 . 7 , 1 4 1 , 8 2 . 3 ,
1 6 1 0 . 2 5 5 . 1 4 1 , 8 8 . 3 . 1 4 1 , 0 / . 3 , 1 6 1
1
. 1 2 8 . 1 4 1 ,
8 4 , 3

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

1 4 1 , 4 7 , 2 , 1 4 1 , 7 0 0 , 2 , 1 6 9
. 1 6 . 3 7 , 8 6 , 7 2 8 . 1 6 9 . 3 . 1 4

9 2 . 1 4 1 , 8 4 , 3 , 1 6 / , 2 0 5 , 1 4
, 9 0 . 3 , 1 6 1 , 1 2 8 , 1 4 1 . / 1 . 3

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

3 2 . 0 6 . 2 2 8 , 1 6 1 1 . 2 5 5 . 1 4 1 . 2 5 2
2 8 1 , 3 3 , 2 4 0 , 1 3 8 , 7 8 1 , 6 2 , 7 4 8

•
8
0
,
3
.
1
3
3
.
2
0
3
,
1
7
3
,
8
9
,
3
,
1
3

3 , 2 0 4 , 1 6 9 , 1 2 , 1 4 1 , 8 2 , 3 , 1 6 2 . 1 6 , 3 2 . 8 6 , 2 7 8
, 1 6 9 . 0
1 1 6 0  D A T A  1 . 4 1 . , 7 7 , 0 , 1 6 9 , 2 1 0 , 1 4 1 . 2 8 8 , 2 , 1
6 5 , 2 0 4 , 7 4 , 1 3 3 , 2 0 6 , 1 6 9 , 8 , 1 3 3 , 2 8 5 , 5 6 , 1 6 5
.2 0 3 , 2 2 9 , 2 0 5
1 1 7 0  D A T A  1 3 3 , 2 0 7 . 1 6 5 . 2 0 4 , 2 2 9 , 2 0 6 , 1 1 3 ,
2 0 8 , 1 6 S , 2 5 5 , 1 4 1 , 2 5 2 . 2 . 1 6 / , 3 . 1 4 1 , 0 2 , 3 „ 1
6 5 . 8 . 1 4 1 , 5 8
1 1 0 8  D A T A  3 , 1 6 9 , 1 2 8 , 1 4 1 , 9 1 , 3 , 1 6 1
1
, / 7 , 1 4
1 , 8 4 , 3 , 1 6 9 . 2 0 8 , 1 4 1 , 8 5 . 3 . 1 6 2 , 1 6 , 3 2 , 8 6 . 2
2 0 , 1 6 /
1 1 9 8  D A T A  1 1 , 1 4 1 , 0 2 , 3 . 1 6 5 , 2 8 5 . 1 4 1 , 0 8 , 3
. 1 6 5 , 2 8 6 . 1 4 1 , 8 1 0 . 3 . 1 6 S , I 2 8 , 1 4 1 , 8 4 , 3 , 1 6 S
, 4 , 1 4 I
1 2 8 0  D A T A  8 5 , 1 . 1 6 2 , 1 6 . 3 2 , 8 6 , 2 2 8 , 1 6 9 , 1 2
•1 4 1 , 8 2 , 3 , 1 6 2 , 1 6 . 3 2 , 8 6 , 2 2 8 , 1 6 S , 2 5 5 . 1 4 1 1
, 2 5 7 , 2
1 2 1 8  D A T A  1 6 9 ,
3 , 1 6 9 . 1 2 8 , 1 4 1 .
, 2 8 5
1 2 2 8  D A T A  I A I ,
9 , 1 1 . 1 4 1 , 8 2 , 3 ,
4 . 3 . 1 6 5
1 2 3 0  D A T A  2 8 6 ,

3 , 1 4 1 , 8 7 , 3 . 1 6 9 , 8 , 1 4 1 , 9 e .
9 1 . 1 , 1 6 9 , 9 2 , 1 4 1 , 8 4 , 3 , 1 6 1

8 5 . 3 , 1 6 2 , 1 6 , 3 2 , 8 6 . 2 2 8 , 1 6
2 4 . 1 6 5 , 2 0 5 , 1 0 5 , 1 2 0 , 1 4 1 , 0

1 8 5 , 4 , 1 4 1 , 8 5 , 3 , 1 6 5 , 2 0 7 , 1
4 1 , 8 8 . 3 . 1 6 5 , 2 0 8 . 1 4 1 , 8 / . 3 . 1 6 2 . 1 6 , 3 7 , 8 6 ,
2 2 8 , 1 6 9

21
) 
1
2
4
8  
D
A
T
A  
1
2
,
1
4
1
,
8
2
,
3
.
1
6
2
.
1
6
.
3
7
,
8
6
,
2
2
8

,1 6 / , 1 1 4 , 1 4 1 , 2 0 0 , 2 , 1 6 / . 8 . 2 0 8 , 2 5 2 . 6 7 . 5 8
, 1 5 5 , 0 , - 1

transferred will not work on your  1050 cirive. then the most
likely problem is that DOS 2.5 corrupted the game file. In this
ease you should try to pass the game(s) from cassette to disk
again. but this time use an uncor rupted disk. Hopeful ly 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
1011).  cannot copy the boot sectors, and on the 1050 drive
not all the sectors above 908 can be copied. This is not a
problem if you only want to copy game files. but i f 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
sector editor/copier or some similar program to copy these
sectors from one disk to another.

OUT OF MEMORY PROBLEMS?
The other problem that I've set out to solve affects all unex-

panded 800XL and 65XE owners (and indeed all 64K
machines). I f you own one of these machines then you will

most l ikely know that there are some games which simply
can't be transferred to disk due to lack of memory. I f you do try
to transfer one of these games. then after about 15 minutes or
so of loading the game you are presented with the OUT OF
MEMORY! message. Highly frustrating. You may think you can
use the APPEND function on these games, hut 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
cassettes. What's worse some of the best games tall into this
category - Zybex, Hardbal l .  Fantastic Soccer. Kick Off, Cosmic
Pirate amongst others.
So what can you do about it? Well wouldn't it be nice if you

could somehow split this long file into two shorter ones, which
could then be loaded with TransDisk IV? Well, that is exactly
what program Listing 2 does. Perhaps I should warn you
before going any fur ther  that it takes around an hour  to pass
each of these games onto 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 hi a minute or so,
and no more BOOT ERRORS! Anyway let's get on with it. All
1050 owners should first modify DOS 2.0 as described above,
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810 users should use s tandard DOS 2.0. and XF551 owners  a
Trans Dis k  IV compat ible double dens ity  DOS (SpartaDos  or
Mydos 4.0). Now type in Lis t ing 2 check ing it wi t h  TYPO 111.
Save it  to disk,  and then repeat t he process for Lis t ing 3. 1050
owners  should save both these programs  onto t heir DOS
2.0(ID disk,  all other drives can use any disk  they  want ,
You wi l l  now need a blank  cassette. Any  good qualit y  60 or 90

minut e cassette should do. i f  you are tempted to use a lower
qualit y  cassette, t hen remember that  the bet ter the cassette,
the higher the chances of  a successful t rans fer on y our fi rst
at tempt .  The process is as follows:

St ep 1:  Firs t  insert  y our blank  cassette int o your recorder,
rewind the cassette to the beginning,  t hen wind it  on a couple
of  counts to get i t  past  the leader. LOAD and RUN Lis t ing 2
f rom disk.  You s hould now hear two beeps. Press down bot h
the PLAY and RECORD but tons  on y our cassette recorder and
then press the RETURN key. The program s hould now save
itself  to cassette. The t irs t  s tep is now complete.  You need only
do t his  step the fi rst  t ime round,  af ter this  the program wi l l  be
saved on y our cassette and you can then use it  as many  t imes
as you wish.
St ep 2: This  step is only  necessary if  the game that  you want
to t rans fer has a loader rout ine.  A loader is a short  piece of
code whic h loads in,  (usually ) displays  a loading screen and
then loads in the game itself  f rom the cassette. I f  the game
doesn't have a loader then sk ip this  step. l i l t  does then you
should pass this  loader onto a disk  in the us ual way. That  is
boot u p  wit h Trans Dis k  IV. select the s tandard cassette read
opt ion,  select a one stage load, and then when it  has  fi nished
loading,  save it  to a disk  us ing the Writ e opt ion.  The only
dif ferenee is that  this  the should be saved to disk  wit h a . LDR
extension ins tead of  the usual .013,1 extension.  So if  for exam-
ple you were t rans ferring Zybex, t hen you would save the
loader onto y our disk as ZYBEX.LDR.  This  t ile should be saved
onto a Trans Dis k  XL menu disk.  I f  the game has more than
one 'loader' before the main piece of  code, then you s hould
load t hem all in together (by us ing a mul t ip le stage load, wi t h
as many  stages as loaders '),  and then save the fi le wit h a . LDR
extension.
Note: It is a good idea to reset the cassette c;Ounter to 000 before
you start  t rans ferring the loader,  and then make a note of  the
counter when the loader has been t ransferred.  Just in case a
loading error occurs later on. I f  this is the case, then you should
rewind the cassette back to the beginning,  reset the counter.
and then wind it  on to the noted value. ready f or  o u r  next
attempt.
Step 3;  Put the cassette onto whic h you saved Lis t ing 2 in
y our deck, rewind it  to the beginning,  swit ch y our c omput er
AND disk drive off  (after remov ing the disk  fi rst!) and then
press PLAY and swit ch y our COMPUTER ONLY back on again
while holding down both the START and OPTION keys. and
then press RETURN.  The program should now load f rom cas-
sette. Once it has  loaded you should hear one beep, and then
the cassette should stop. I f  this doesn't  happen.  t hen rewind
and t ry  again.  I f  af ter a few goes you s t ill haven't  got it
work ing.  then Lis t ing 2 has  most  likely  not  been saved proper-
ly. so you mus t  repeat  step I  again.
Note: Even i f  you do have to repeat step I .  you do not have to
repeal step 2. Step 2 need only  be done once for each game that
you wis h to transfer.
Step 4:  Now wind y our blank  cassette on a couple of  counts,
then replace your cassette wit h the cassette game you wis h to
t ransfer and press PLAY and then RETURN.  The game wil l  now
start  to load. I f  at any  t ime the cassette stops and the screen
t urns  RED,  t hen a loading error has occurred.  I f  this  happens
then you wil l  need to rewind the cassette (see note on step 2 if
the game has a loader),  and repeat  steps 3 and 4 again.  I f
however the cassette stops, you get a GREEN screen and you
hear two beeps then the load was  successful.
St ep 5:  You should now insert  y our blank  cassette, reset the
cassette counter back to 000.  depress both the PLAY and
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RECORD keys on y our deck and press RETURN.  The game wil l
now be saved onto y our blank  cassette in two halves. Once the
fi rst  hal f  has fi nished saying,  the cassette wil l  s top and you
wil l  hear another two beeps. When this  happens  writ e down
t ile value of the cassette counter and press RETURN.  The
second half  will now be saved.
St ep 6:  You have now split  the large fi le int o two smaller parts.
This  new vers ion of  the game. saved in two halves on y our
cassette is totally  useless on its  own and i f  you do at tempt  to
boot  it  then you wi l l  s imply  get a boot  error.  Now you need to
boot  up wit h Trans Dis k  IV and rewind y our cassette unt i l  t he
c ount er reads 000. Then us ing the Standard cassette read
opt ion f rom the menu,  pass the fi rst  half  onto a Tmns Dis k  XL
menu disk  in the normal  way. spec ify ing a one stage load.
When sav ing this  fi le use a .1 ex tens ion ins tead of  a .013J
extension. Then repeat  process for the second half ,  only  this
t ime use a .2 extens ion.  Again i f  you were t rans ferring Zybex
you would save the fi rst  fi le as ZY1-3EX.1 and the second one as
ZYBEX.2.  I f  you get an error when loading the fi rs t  half ,  t hen
rewind the cassette back to 000 and repeal t his  step again.  I f
you get an error while loading the second half  then rewind the
cassette back to the counter value that  you wrote down in step
5 and t ry  again.  I f  you get  several cassette read errors ,  always
in the same place when us ing Trans Dis k  then the most  likely
problem is  that  t he fi le has not  been saved properly .  i f  this
happens  then you s hould go back to step 3, and s tart  again.
Note: All fl ies should be saved under the same fi lename. tv ith
only  the extender changing. So in the Zybex example the fi les
should be saved as ZYBE2C.LIM, ZYBEX. I and ZYBEX.2 for the
loader Of there Ls onel, fi rs t  and second halves respectively. i f
you don't  use this convent ion then Lis t ing 3 wi l l  Na l
-  w o r k .  A sanother example Hardbal l  could be saved as I IARDBALLLDR.
liARDBALL.  I and HARDBALL.2.
St ep 7:  if  you have made it  t his  far, t hen the hardes t  part  has
been done and all t hat  is lef t  is to l ink  the fi les back together
again.  This  is cons iderably  eas ier and muc h less error prone
than s plit t ing them up was. This  is where Lis t ing 3 comes in.
You s hould now re-boot .  LOAD Lis t ing 3 f rom disk  and RUN it.
You wi l l  now be asked for a fi le name.  I f  you want  to see the
disk direc tory  then you s hould press RETURN on its  own at
this  stage. Otherwise you s hould type in the same fi le name
that  you used to save the fi les to disk .  but  WI Tl i o t r r  the
extension.  So if  you were t rans ferring Zybex. the fi les for which
were saved as ZYBEKLDR.  ZYBEX.  I. ZYBEX.2.  you would
s imply  enter ZYBEX,  no D: is necessary. but  it  wi l l  s t ill work  if
you do inc lude one. For  s implic ity ,  only  one disk  drive is
supported,  so people who own two drives wil l  s t ill have to swap
disks like the rest of  us. You wi l l  now be asked if  the game had
a loader.  I f  it has then press Y otherwise press N. All you have
to do now is f ollow the prompts .  These prompt s  wil l  ask you to
Insert  the right  disks at the right  t imes.  The source disk(s) are
those onto whic h you saved the split  fi les (ZYBEX. I . DR
ZYBEX.  I AND ZYBEX.2 in the example),  and these wil l  be
referred to by the name of t h e  file. So you wi l l  be asked to
insert ,  f or example,  the ZYBEX. LDR disk  or the ZYBEX.2 disk
or whatever.  The des t inat ion disk  is the disk  on whic h you
want  the fi nal work ing vers ion of  the game to be saved on.
Both the source and des t inat ion disk  mus t  be TransDisk
menu disks.  The source and des t inat ion fi les may  be on the
same disk,  or they may  all be on dif ferent  disks,  it  is ent irely
up to you. You mus t  however have enough free sectors on the
des t inat ion disk  to lit  the whole joined fi le in.  As a guide you
wil l  need to add up the number  of  sectors taken up by the
loader (if  there is one), and the fi rst  and second halves of  the
game. So if  for example the length of  the fi l e s
-
w e r e  a s  f o l l o w s :ZYBEX, LDR =  1 6  SECTORS

ZYBEX.  I =  198 SECTORS
ZYBEX.2 2 .  197 SECTORS

TOTAL =  41 I SECTORS



Listing 3
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you would need at least 411 f ree sectors on y our des t inat ion
disk.
If you have the appropriate number  of  free sectors or more left

on your des t inat ion disk  then you are okay. otherwise you wi l l
need another des t inat ion disk  that  has  enough free sectors on
i t  One thing to note is t hat  the loader,  and the two halves of
the game do not  all have to be on the same source disk,  each
file can be on a separate disk  if  you wis h.  I f  both the source
and des t inat ion are the same disk, t hen there is no need to
swap disks when prompted.  Just press RETURN.  The des t ina-
tion file wi l l  now be saved wi t h an .0B.1 ex tender and can be
run in the normal way.  I f  at any  t ime an error occurs, you wi l l
be informed of  this. I f  at any  t ime you mak e a mis take and you
want to restart  the program then stop the program wit h the
BREAK key and type RUN (and press RETURN).
Note: Lis t ing 3 wi l l  not  delete the .LDR, I  o r  .2 files, so if  you
want to get r id of  them af ter they have been linked.  t hen you
will have to delete t hem wit h a DOS.

NOT SO COMPLICATED
The above procedure can seem quite complicated at fi rst ,  but

you will soon get t he hang of it. I n fact mos t  of  the s tuf f  is quite
obvious (like press RETURN or press PLAY and RECORD!).  I f
however you do wish to have a couple of  'pract ice' runs ,  t hen
you can use a cassette game whic h has a very short  loading
time, and whic h you have preferably  already t rans ferred to
TD4 in the usual manner.  Us ing a short  cassette for prac t is ing

has the advantage that  it  wil l  normal ly  take only  10 to 15
minut es  to go t hrough the whole procedure.  and It gives you
confi dence to tackle the longer games.

TECHNICAL NOTES
The cassette loader program ( l is t ing 2) is  rat her c rude since

by necessity it  has  to take up very lit t le memory .  therefore
leav ing as muc h as poss ible for the game. I t  even switches the
screen of f  to gain an ext ra 1K of memory .  and the main code
itself  is ac tually  hidden in the RAM under the O.S. ROM's .  this
means  that  it  should be poss ible to pass a game even if  ii uses
up all 48K of  RAM.

Lis t ing 3 should only  be used wit h Atari Basic  and not  Turbo
Basic, I f  you do t ry  and use it  wi t h  Turbo Basic then it  wi l l  lock
up. The reason for this  is that  the program assumes that
certain areas of  memory  wi l l  be empty,  whic h wi l l  be the case
In Atari Basic  but  not  in Turbo Basic. Sorry ,  but  I wanted to
keep the lis t ing as short  and as s imple as possible, and
besides there is no real gain f rom us ing this  program in Turbo
Basic anyway.
Finally ,  you wi l l  only  be able to pass s tandard cassettes wit h

these programs.  Any  cassettes that  have been saved in the
non-s t andard f ormat  wil l  not  load int o Lis t ing 2. I have not  yet
come across any non-s t andard f ormat  cassettes whic h can't  be
t rans ferred in the normal way  on a 64K machine,  but  there
may  be some out  there.
I hope that  you can now t rans fer all those problem tapes.
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XLIXE PROGRAMMING

SLIME BLASTERS
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BLASI ERS and,  al t hough s imple,  it  demons t rates  the
use of the three machine-code rout ines  contained wit h-

in the I NVADERS game. publ is hed in the last  issue. I f  you
have the Invaders  lis t ing then you can save yourself  some t ime
by LISTing out lines  24100-24248 and us ing these as the basis
of this  issue's lis t ing.  The lis t ing is heavily  REMed and should
be fairly  easy to unders tand.  so type it  in and don' t  forget to
save a copy before you RUN it .

HOW TO PLAY
The game involves two players. us ing both joyst icks. who

move Ships along the edges of the display.  blas t ing globules  of
space-slime. The fi rst s hip to reach the target  score, set before
play ing,  wins !
Once you have fi nished play ing the game, you may  want  to

use the rout ines  that  move the ships. s ound the effects and
move the missiles.  In Your own program.  I f  so then read on.

HOW TO USE
THE ROUTINES

The sprite (known on the Atari as a player) and miss ile
rout ines  work  in conjunc t ion wi t h the [ 'MG (Player Miss ile
Graphics) system. Before calling the rout ines  you mus t : -

I S t o r e  all data for the player images and sound effects in
memory  - Lines  140 - 415

2 S e t  up your display (Playfield) - Lines  700 - 728
3 B e f o r e  each game, c lear a page at 1536 and store

movement  table - Lines  730 - 732
4 S e t  up the PMG system - Lines  750 - 755
5 i f  you are us ing the sound rout ine,  enter a line equal to

line 795

THE SPRITE ROUTINE

To use the sprite rout ines  you mus t  have some sprite shape
data in memory .  The c omput er interprets  this  data in the same
way as GRAPHICS 0 font  data.  the dif ference being that  sprite
data can be more t han eight  bytes long.

The format  for the sprite call is:-

CALL-USA (SPRITE, SPRITE, SPR. PMB, IMG, FLN, FNM,
ATP, ASP, DIR, LNX, S T X .  STY. YMN, YMX. PSX,
PSY, CLN, CVL)
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The parameters  in this  call are as follows

SPRI TE - Range:  Not  Valid
This  is the address of the rout ine,  whic h can be stored any-
where in available RAM.  As you can see, it  has  to be entered
twice at the beginning of the calling c ommand

SPR Ra n g e :  0  - 3
•I'his is the sprite number.  equal to the player number

PMB • Range:  See text
This  is t he base page of  your PMG area (PMG AREA/256),  I f
you use a dif ferent  PMG area to the one in Lis t ing 6, t hen it
mus t  be on a 2K boundary

I MG - Range:  Not  Valid
This  is the address of the image data for this  part ic ular sprite.
If there is more t han one f rame to y our sprite,  t hen each f rame
should be the same size and be placed in memory .  one after
the other

PLR - Range:  l  - 64
This  holds  the length of  a f rame,  even if  there is only  one

FNM - Range:  I  - 255
This  holds  the number  of  f rames

ATP - Range: See text
This  is the Animat ion Type:-

0 -  Wrap around animat ion
(e.g. I ,  2. 3. 4 - 1.  2. 3.  -  I .  2. 3. 4)
I = Rebound animat ion
(e.g. I ,  2. 3. 4 - 4.  3. 2,  I  -  1. 2, 3,  4)

Adding a 2 t o ATP will direc t  the rout ine to test joyst ick 2, as
long as joyst icks have been enabled wit h DI R

ASP - Range: I  - 255
This  is the Animat ion Speed, 1=East 2 5 5
,
V e n i  S l o w continued on page 28
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0 1 1 1 0 6
/
7 4 2 4 4  D A T A  0 3 0 0 A5 C F 9 1 C 1 1 1 0 A4 0 0 C 0 0 4 D 0 0 4 1

OU •  G E  E R A T
,
R

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

6, 915, 0 , 13 . 8 , -2
Y5 3 0 7 8 0  D A T A  1 3 0 , 1 9 5 , 6 7 , 1 0 , 0 , 0 , 0 , 0 , 0 ,
8 , 8 .0 , 1 9 4 , 6 7 , 1 1 1 ,

-
1

BOTTOM S H I P  D A T ACF 3 0 9 9 1  R E M
JM  3 1 0 8 8  D A T A  1 2 9 , 1 5 3 , 1 0 9 , 2 5 5 ,
2 5 5
.
1 8 2 , 0 , 0

•
0
,
0
,
0

BE 3 1 0 0 2  D A T A  1 2 3
,
,
2 4 , 1 8 / . 2 5 5 , 2 5
5 , 1 0 7 ,
0 , 6 8

, 0 , o , o
CG 3 1 0 0 4  D A T A  1 2 9 . 1 5 3 , 1 0 9 , 2 5 5 , 2 5
5
.
1 0 2 , 0 , 3

4 , 6 0 , 0 , 0
SS 3 1 0 0 6  D A T A  1 2 / , 2 4 1 1 , 1 8 9 , 2 5 5 , 2 S 6 , 1 0 2
, 0 , 6 8,1 4 , 6 8 , 0 ,

-
2

TA 3 1 1 1 1 0  R E M
zR  3 1 0 1 5  D A T A  0 , 8 , 8 , 0 , 8 . 1 0 2 . 2 5 5 , 2 5 5 , 1 0
9
, 1

5 3 , 1 2 9
GO 3 1 6 1 6  DATA 0 , 1 4 , e , s e , e , 1 0 7 , 2 5 5 , 2 5 5 , 1 . 8
9
,

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

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

-
2

MO 3 1 0 2 4  R E M
DE 3 1 0 5 0  D A T A

. 0 , 0 , 0 ,
-
2

1 5 3 1 0 5 5  D A T A  1 6 , 1 1 1 , 1 6 , 1 0 ,
0 , 0 , 0 , 0 , 0 , 0 , 0 , 0• , 0 , 0 ,

-
2

GT 3 1 0 6 0  D A T A  0 , 0 . 0 , 0 ,
0
.
0
,
0
,
0
,
0 , 0 , 0 , 0 , 0 , 0

, 8 , 8 , 0 .
-
2

OT 3 1 0 6 5  D A T A  0 , 8 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 ,
0
,
6 4
,

6 4 , 8 4 . 0 4 , 6 4 , - 1  •

TOP S H I P  D A T A

M I S S I LE  D A T A

D M  - Range: See text
A value f rom 0-7

(0=Up 1 = Up / Ri g h t  2 = R i g h t  3 = Do wn / Ri g h t
4=Down 5 =Do wn / L e f t  6 =L e f t  7 =Up / l 4 . i l l

Us ing a value of  128 would Select Joyst ick Cont rol (See ATP).
add to this : -

+ I (No upwards  movement )
+2 (No downwards )
+4 (No lef twards  movement )
+8 (No right wards  movement )

These values can be combined (e.g. 1+2 = 3, No Vert ical Moves)

LNX - Range: 1 - 255
This  is the length to move horizontally .  When us ing joyst ick
control,  t his  equals  the coordinate at whic h the sprite wil l
stop, when mov ing left

LNY - Range: 1 - 255
This  is the length to move vert ically.  When us ing a Joystick, it
Is equal to the coordinate at whic h the sprite wi l l  stop. when
mov ing right

S T I  Ra n g e :  1 1 6
This  is a horizontal s tepping c ommand (e.g. 1 moves  one step
at a t ime.  2 moves two steps at a t imel,  in effect, it  changes the
speed

STY - Range: 1 - 16
Vert ical Stepping.  This  value should not  exceed the number  oi
zeros that  you have inc luded at  either end of  your image data,
if It does, (hen your sprite wil l  not  c lear itself  properly
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YPIIN - Range: 32  - 212
The sprite wil l  not  be plot ted,  unless  I l l s  higher t han this
vert ical coordinate.  When us ing a Joystick. t his  becomes the
coordinate at whic h the sprite wil l  stop. when mov ing upwards

Y MX  - Range:  32 - 212
The sprite wi l l  not  be plot ted,  unless  it is  lower t han this
vert ical coordinate.  When us ing a Joystick, t his  becomes the
coordinate at whic h the sprite wi l l  stop. when mov ing down-
wards
In SLI ME BLASTERS YMN and YMX were used to l imit  the

s lime to the area between the horizontal bars

PSX - Range:  See text
This  is the init ial horizontal pos it ion (48-200).  A value higher
than 255 wi l l  tell the rout ine to get t he pos it ion f rom this
memory  locat ion (e.g. 1650 wil l  tell the rout ine to look into
locat ion 1650 for the pos it ion)

PSY - Range:  See text
This  is the init ial vert ical pos it ion (32-200).  Values  higher the
255 react in the same way as PSX

CLN Ra n g e :  See text
II t his  is equal to 128,  then no collis ion detect ion wi l l  take
place. Values  should equal: -
0. Player to Play ileld Coll is ion
2. Player To Player Collis ion (See TECHNI CAL INFORMATION)

CVL Se e  text
This  is the value that  the rout ine compares  the collis ion
registers with.



For playfi eld collis ions  the value should be:-
1 (Coll is ion wit h Colour 1. Loc. 7081
2 (Collis ion wit h Colour 2, Loc. 7091
4 (Collis ion wit h Colour 3, Loc. 7101
8 (Collis ion wit h Colour 4, Loc. 711)

These values can be added together.  For  example.  in the
INVADERS game.  alien collis ions wit h the shield were detected
with a value of  I I .  whic h equals  collis ions wit h 1, 2 and 8_
For player collis ions the value should be:-

1 (Coll is ion wit h Player 0)
2 (Collis ion wit h Player 1)
4 (Collis ion wit h Player 2)
8 (Collis ion wit h Player 31

These values can also be added together.  Once a collis ion is
detected, depending on whic h sprite It is. one of  the f our
locations at 1687-1690 is cleared, s t opping the sprite.  Also,
one of  the f our locat ions at 1788 - 1791 is  set to I ,  indic at ing a
hit. I n lis t ing six. Locat ion 1687 is assigned the variable GO,
whils t  1788 is ass igned the variable HIT.
Sett ing STX. STY. LNX and LNY to zero wil l cause the sprite to

be plot ted and immediat ely  disabled,  t u rn ing  the rout ine into a
plot t ing rout ine.  This  is used to plot  explos ion f rames,  where
horizontal coordinates  can be found at locat ions  1764-1767
and vert ical coordinates  at 1768-1771.  These should be assig-
ned to PSX and PSY (See lines  4750-4795),

MISSILE 0 : 0, 1 , 2 .
3MISSILE 1 : 0, 4. 8. 12

MISSILE 2 : 0, 16. 32, 48
MISSILE 3 : 0, 64, 128,  192

THE MISSILE ROUTINE

The format  for the miss ile c ommand is:-

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

The parameters  in t his  call are as follows

MISSILE Ra n g e ;  Not  Valid
See text for SPRITE

PMB•256 - Range: Not Val id
This is the PMG base page x 256.  equal to the PMG area

MSL - Range: 0  - 3
This is the miss ile number

SWT - Range: Not Valid
This should be set to 3

MOD - See kW

A speed value. in the range 1 - 32.  s hould be mult ipl ied by
two, then if  you wish,  add ;-

+128 S t o p s  miss ile mov ing off the top or bot tom,  then
reappearing

+I  = The rout ine t reats  PSX & PSY as memory  locat ions
Remember, the higher the speed the more zeros there mus t  be
in the miss ile image data

FX - Range: 0 - 255
This offset is added to the init ial horizontal pos it ion

OFF - Range: 0  - 255
This offset is  added to the init ial vert ical pos it ion
DIR S e e  text
A value in the range of  0-7 (Sec DI R in sprite rout ine explana-

t ion).  t hen if  you wish,  add one of  these values:-
+128 = Wait  for t rigger I
+64 = Wait  for t rigger 2

CLN Ra n g e :  See text
A value of  128 disables collis ion detect ion,  whils t  a 0 tests for
Miss ile to Hayfi eld collis ion and a 2 tests for Miss ile to Player
collis ion (See TECHNI CAL INFORMATION)

CVL - Range:  See text
Values  tested for are ident ical to the CVL in t he sprite rout ine
explanat ion_ The relevant  HI T loCat ion wil l  hold the miss ile
number  (1-4). that  regis tered the collis ion.  useful for scoring
(See lines 5000 - 5004)

LNX Ra n g e :  1 2 5 5
The length to move horizontally

LINIY - Range: I  - 255
'The length to move vert ically

PSX - Range:  See text
This  is the init ial horizontal coordinate of  the miss ile (48-192),
but  i f  a 1 has  been added to MOD,  t hen the value is t reated as
a memory  locat ion.  For  example,  by  set t ing it t o one of  the
players horizontal pos it ions  11764 1767).  the miss ile wil l
appear to have been fi red f rom the player (Sec Lines 900-945)

PSY Ra n g e :  See text
Ident ical to PSX except for vert ical player locat ions,  held in
I 768-1771.  and a normal pos it ion range of  32-208

I MG - Range:  See text •
This  is the address of. the miss ile image data.  Depending on
the miss ile that  you are wr i t ing data for, t he values are dif fe-
rent ,  each of  the miss iles  are two bits  wide and possible data
values are:-

FLN Ra nge :  1-32
Thts  is the length of  the image data

STP Ra n g e :  See text
This  value is ignored when it  is zero, else it  is  assumed to be
the address of  the f our bytes, f rom whic h one is c leared on a
collis ion

M T  - Range:  See text
This  value is ignored when it  is zero, else it  is  assumed to be
the address of  the f our bytes f rom whic h one is set to the
miss ile number  that  caused the collis ion
If you are detect ing a miss ile to playfi eld collis ion,  then STP

and HI T are ignored.  When a collis ion wit h the playfi eld
occurs, one of the four locat ions  s tart ing at 1632.  wi l l  be set to
the miss ile number  11-41 t hat  caused it. Af ter collis ions,  mis -
sile horizontal coordinates  can be f ound at  1584.  1586.  1588
and 1590,  whils t  vert ical co-ordinates  can be found at  1600_
1602, 1604 and 1606.  for miss iles  0 to 3 respectively.
Miss ile collis ion with:

Colour 1 (Loc. 708) -  1632
Colour 2 (LOC. 709) = 1633
Colour  3 (LOC. 7101 = 1634
Colour  4 (Loc. 711) 1 6 3 5

All f our miss iles  use the most  recent ly  entered STP and HI T
values. I n short ,  you cannot  have dif ferent  S W and HI T values
for each miss ile.
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TECHNICAL INFORMATION
As the sprite rout ine stands,  the collis ion detect ion works  in

EXCLUSIVE mode.  As an example,  a CVL value of  5. work ing
In Sprite To Mayfi eld mode,  would not  s top the sprite unt i l  it
had hit  both,  colours  I  ( B a n d  3(4).
You may  wis h the rout ine to work  in NON-EXCLUSI VE MODE

whic h would.  us ing the values in the above example.  s top the
sprite i f  it had hit  eit her colour 1 ( I) or colour 3(41.
As an example of  the problems  encountered us ing EXCLU-

SIVE mode,  i f  you played the I NVADERS game you probably
not iced y our ship did not  always  die when it  collided wit h an
alien.  This  was because ship collis ion detect ion was carried
out  in BASIC, as us ing the rout ine would have meant  t hat  in
order for the ship to die. it  would have had to collide wit h all
three aliens.  Us ing NON-EXCLUSI VE mode would have cured
this. but  would have also meant  t hat  the aliens  would have
exploded on hit t ing one of  the buildings ,  as I wanted t hem to
appear to move in f ront  of  the buildings .  EXCLUSI VE mode
was used.
To use the sprite rout ine wit h NON-EXCLUSI VE mode,  whic h
stops the sprite if  any of  the condit ions  tested for are t rue,
enter this  line af ter the rout ine has  been placed in memory : -

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

To restore EXCLUSI VE MODE.  whic h only  stops the sprite if
all condit ions  tested for are t rue.  use:

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

The miss ile rout ines  always operate in NON-EXCLUSI VE
mode.

Locat ions
53248 • 53251 are Miss ile To Mayfi eld Registers
53252 - 53255 are Player To Play lield.Regis ters
5:1256 - 53259 are Miss ile To Player Registers
53260 - 53263 are Player To Player Registers

A zero s tored in 53278 clears all collis ion registers.  but  should
not be used if  the sprite and miss ile rout ines  are detect ing
collis ions.
If you are going to test the above locat ions  f rom BASIC, when

also us ing the sprite and miss ile rout ines ,  t hen remember that
they can be unreliable,  as in the INVADERS game.
There are a couple of  disadvantages to us ing the sprite and
miss ile rout ines : -

I None of Page 6 (1536 1 7 9  I l l s  available,  except for
(1644-1664)

2 Both immediat e and deferred VBIs are used

SOUND EFFECT ROUTINE
This  rout ine can be used to play  up to lour sound effects

s imultaneous ly .  is  totally  relocatable.  runs  in the vert ical
blank  and is table driven.  The rout ine ut iliyes the t imer 2
int errupt  and its  vector.
To call the rout ine:

C A L L
,
L I S R  
( N
O I
S E
.  
N
O
I
S
E
.  
S
P
E
E
D
.  
N
U
M
B
E
R
.  
T
A
B
L
E
)

NOISE - Range:  Not  valid
This  is the address of the rout ine and Is entered twice

SPEED - Range:  I  - 255
The lower the value the quicker the sound is played. All effects
take t he last speed entered
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NUMBER Ra n g e :  0  - 3
This  is t he number  of the eiTect

TABLE - Range:  Not  valid
This  is the address of the c ommand table,  the s t ruc ture of
whic h is:-
Lst entry:  This  should equal 0, 1 o r  2

0 and I  are t reated as a switch.  0 stops the effect.
whils t  1 s tarts  the effect f rom the beginning.  I f  the
effect is  current ly  play ing when a 0 is stored as the
first value,  it  wi l l  s top after, reaching the end of  the
table. 2 tells  the rout ine to t reat  the next  three
values in the table as follows: -

1st value:  Memory  locat ion low-by te
2nd value:  Memory  locat ion high-by te
To convert  a memory  locat ion int o low-by t e/ high-by t e format
you use:- 1 1 1 ( 1 1
-
1
-
. I NT 
( A D D R E
S S /
2 5 6 1 :  
L O
W  
= A D
D R E
S S -

HI GH* 256
Variables  cannot  be used in data s tatements,  therefore the
h igh / low values should be calculated pr ior to s toring them in
DATA lines.
3rd value : Effect plays when this  value is found in the
prev ious ly  defi ned memory  locat ion
An example of  us ing 2 as the fi rst  value is:-

[LINE No. I DATA 2, 132, 2, 0,
Wi t h  its second and t hird entries,  it  references, 132+ (2x256)
. 644.  Locat ion 644 holds  the value for t rigger one, whic h when
pressed ret urns  a zero, hence the 41.11 entry.
Next conies  the ac tual sound c ommand values:-

0 - Should be put  at t he end of  every c ommand lis t
1 - Should be followed by a channel number,  0 - 3
2 - Should be followed by a pit ch value.  0 - 255
3 - Should be followed by a v olume/ dis t ort ion value:-

Volume = Range;  0-15
+ Dis t ort ion •• 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,  whic h vary wit h

the pit ch value
4 - Should be followed by a delay value, 1 - 255
Us ing this  inf ormat ion wit h 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

Start ing wit h ent ry  five:-
1. 0 U s e  sound channel zero
2. 100 S e t  pit ch value to one hundred
3, 170 U s e  pure tone (160), t hen add a v olume of ten
4, 50 H o l d  the note for a count  of  fifty
3. 168 Q u i e t e n  it
3. 164 A n d  again
3, 160 S i l e n c e
0 T e l l s  the rout ine to begin again

Once this  line had been POKEd int o memory  and called, the
rout ine would wai l  f or t rigger one, t hen the effect would be
repeated unt i l  t rigger one was released. I f  you don' t  want  any
res idue sound,  t hen you mus t  always s ilence your effect at the
end of  the table.  Remember to give each new effect, up to a
ma x i mu m of  four, a dif ferent  s ound channel.  otherwise one
effect wi l l  interfere wit h another.

Well,  that 's  all there is. I hope you have f ound the past s ix
lis t ings useful and I look  f orward to seeing your efforts in NEW
ATARI USER.
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ERROR MESSAGES
A
1
1  
y
o
u  
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i
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t
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b
i
t  
o
w
n
e
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s  
o
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t  
t
h
e
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e  
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t
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e
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t
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r
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that I have writ t en a new error code lis t  to add on to
y our Atari manual,  This  is bas ically  a t rans lat ion of  the

Error Messages found in the back of  your manual  that  you
refer to when you or the c omput er make a mis take.  These are
the numbers  displayed on-screen such as "Error 137",  whic h
when you look  it  up is 'Trunc at ed Record - This  error typically
occurs when the record being read is larger than the max imum
record size specified in the call to CM.  IBASIC"s max imum
record size is 119 bytes.)' I  luh? Maybe you don' t  really  under-
stand that  but  wi t h  my  new lis t  of  error messages you are
going to be able to unders t and at least some of the computers
int ractable mysteries.

Error 2 - Insuffi c ient Me mory
You a re  too ig n o ra n t  t o  v eer u n d e rs t a n d  t he  in t r ic ac ies  o f  a
computer_

Error 3 - Value error
You fat, to display  the social princ iples  or s tandards  neces-
sary to be cons idered a func t ioning member of / he human
race,

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

Error 5 - S tr ing Length Error
The length of  Iteine you cut is too short  to use as a subst itute

f or gOLIT shoelace.

Error 8 - O ut Of Data
This is  the ninet ies. You're st ill liv ing in the sixties, (Peace
mid love, brothers  and sisters.)

Error 12 - Line  Not Found
„lust for a change, the computer is act ing stupid.  not  you.

Error 20 - Device Numbe r Error
First you must  learn !Lou t o count before numbering your
devices.

Error 130 - Nonex is tent Device
It is necessary jot
- y o u  
t o  
r e m e m
b e r  
t h a
t  
y o
u  
a r
e  
o n
l y

dreaming of  gelling a print er in the future. I t  isn't  there yet,
Rozo.

Error 138 - Device T i m e
-
o u t

Your printer needs to interlace wit h the coach,

Error 141 - Cursor Out Of Range
If the cursor is gy  site screen, how the hell am I expected to
find if?

Error 142 - Serial Bus Da ta  Frame Overrun
haven't quite fi gured this one out yet. but  I suspect it has

something to do wit h people ly ing flat (VERY fiat) on the
pavement wi t h lots of  blood around_

Error 144 - Device Done  Error
Another one of  the k a l  whic h you can blame on the
computer.

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 p l
.
o p l e  o u t .

Error 171 -Inva l id POINT
You won' t  Win main;  debates us ing these,

Error 1 9 9  - SU Error
SU stands for Stupid User. This  is the source (699.5% of
computer Trors .

WHAT'S ALL THAT PRINTED
STUFF IN THE BOX?

It is a proven fact that  when users  complain of  not being able
to unders t and a program.  9 t imes  out  of  10 they have not even
bothered to read the does. You' ll have to t rus t  me on this  one,
but  t he one reason doc ument at ion is writ t en is  to explain the
program.  The manuf ac t urer didn't  pay  someone big bucks to
do all t hat  wr i t ing for no reason.
I am one of  the worst  of fenders  in this  regard.  I t  brings  back

f rus t rat ing memories  of  assembling various  items. I have the
habit  of  not reading the ins t ruc t ions  unt i l  I have done some-
t hing whic h is un ,
d o a b l e ,  
W h y  
I  
d o n ' t  
r e a
d  
t h e
m  
i
n  
t h
e  
fi
r s
t

place and avoid the problem is one of  life's unexplained mys-
teries.
I l l s  s imply  an uns tated fact of  computer life that  c omput er

users wil l  not  read does unt i l  af ter they have sat and screamed
obscenit ies at the mac hine for periods  of up to half -an-hour.
Af ter they have that  out  of  their systems, they  wil l  sit  down
and look up t heir problems  in the manuals '  list of  contents and
t urn to the page indicated to fi nd out  what  they 're doing
wrong.  We c omput er users like to t hink  we're more intelligent
t han the general populat ion so you would t hink  we would have
enough brains  to learn how to do s omet hing before at t empt ing
it wi t h  no idea of  how or what  it 's  supposed to do. But  t hen
you would also t hink  we'd be smart  enough to play a game
wit hout  bec oming addic ted to it, and we've all played games
unt i l  the wee hours  of  the morning at one t ime or another,
haven't  we?
Speak ing of lack of  grey mat ter,  why  is it  t hat  it  takes a major

disaster such as hav ing typed for 8 hours  s t raight  and l i n
-
g e t -
t ing to writ e it  to disk  or make a bac k -up before the new user
remembers  that  t he number  one rule for c omput ing is AL-
WAYS MAKE A BACK-UP.  Remember this  the next  t ime you
wis h to fl ush y our c omput er down the toilet .
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XLI
X
E
T
U
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O
R
I
A
L  
l '
I
E
T
A
r
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a
r
s
i
s
o
m
m
o
r
t
m
,
v
,
:
p
f
,

000 29 00 04 80 DD 00 OA 00
008 10 00 14 00 lA 00 20 00
016 26 00 2C 00 32 00 37 00
etc

PICK A CARD
YOUR CARD IS ...?

The NAU Mailbag c olumn received the f ollowing let ter f rom
Nigel Ludlow of Radslock,  Bath:
'I use Atari's  Home Filing Manager quite a lot, h i d  it  handy

f o r  addresses. etc. Today.  when I loaded it. I  imagine it part ially
crashed, as l_found some of  the informat ion miss ing on most
'cards'. For instance, the name and fi rst line of  the address
have 'disappeared'  and the rest of  the address has  moved up
into its place. When this  happened.  it  also seemed to writ e a
number of  blank cards. something that  is supposed to be
impossible.
I wasn' t  that  worr ied as I thought  I could examine the disk

sector by sector and retrieve the informat ion manually .  ut ilis ing
'Disk Editor'  (Page 6 PD Library  disk  5). However,  it  seems
At ar i  in their infi nite wisdom.  have built  in enough protection.
even on a DATA disk, t hat  I am unable to get around.
Does anyone have any  ideas  on how I can c ircumvent  this  and

get at  my  data?"
I was surprised at Nigel's  comment  about  "protec t ion".  so I

decided to invest igate f urt her in order to prov ide an answer in
the Mailbag column.  I t  soon became apparent  t hat  the answer
was going to he a long one whic h would take up a whole
c olumn.  so my  reply  to Nigel has  become this  art ic le.

TAKE A CARD, ANY CARD
I booted up my  copy of  Page 6's PD 'Disk  Editor'  and pro-

ceeded t o examine the Home Fi l ing Manager (11FM) manual
that  is  held as a 11FM data fi le on the reverse side of  the 11FM
disk  that was  supplied wit h 1050 packages. The results  of  my
invest igat ions revealed that  HFM data disks do not use the
s tandard Atari DOS disk  f ormat  wit h the direc tory  s tart ing in
sector 361 and  each 128-by te data sector hav ing 125 bytes of
data wit h linkage inf ormat ion In the last  3 bytes. Instead,  on a
HFM data disk,  sector 348 contains  an index  to the cards
wi t h in the file. Us ing the 'Disk  Editor'  ut ilit y ,  t he hexadec imal
display of  sector 348 for the HI M manual  begins  as follows:

byte
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A PAIR TO OPEN
Each pair of bytes holds  a value in Least Signifi cant  By t e/

Most Signifi cant  Byte (LSB/ MSB) format .  Each s ingle byte can
hold a value up to 255.  so to hold values greater than 255.  the
number  is broken down int o two parts  MSB (the number

Allan J. Palmer explains
how to solve some problems

i f  your Home Filing Manager
cards are playing up

div ided by 256 and rounded down to the nearest  whole num-
ber) and LSB (the original number  minus  the LSB) - mul t ip ly
the MSB by 256 and add the LSB to get the value. The Atari
stores the LSB fi rst  In a pair  followed by the MSB.
So. in sector 348.  the fi rst  two bytes hold the number  of

*cards' in the fi le, in this  case 80029 (hexadec imal) whic h
equals  dec imal 41. Each of  the next 41 pairs  of bytes holds  the
start  sector of each card in its  fi led sequence. Thus ,  the fi rst
'card s t art s  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 SOODD (221). the t hird 'card' s tarts  in sector 8000A
11()1. and so on.

Next, going to sector 4 (the start  of  our fi rst  *card' in this  file),
the 'Disk  Editor'  hexadec imal display  ends wit h the following
line:

byte

120 04 0 0  0 5  0 0  0 0  0 0  0 0  0 0

Here, we fi nd that  bytes 120 & 121 hold the value of  $0004
141 - t he s tart  sector of  this 'card',  and bytes 122 & 123 hold
$0005 [51 - the next  sector of  this 'card's ' data Mov ing  onto
sector 5, we fi nd that  It 's "Disk Editor'  display  ends with:

byte

120 0 4  0 0  0 6  0 0  0 0  0 0  0 0  0 0

s howing that  the next  data sector for this  card is $0006 [6]. We
ran  follow this  chain on t hrough sectors 7. 8 and 9 in sequ-
ence to where we l ind sector 9 ends with:

byte

120 0 4  0 0  0 0  0 0  0 0  0 0  0 0  0 0

This  t ime bytes 122 & 123 contain 80000 [01 s ignify ing the
end of  this 'card'.
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TENTH ANNIVERSARY
DEMO DISK

C e l e b r a t e  w i t h  o u r  n e w  d e m o  d i s k

*  D o u b l e  s i d e d  d i s k  w i t h  6  d e m o s
*  S c r o l l i n g  m e s s a g e s
*  G r e a t  M u s i c
*  S p i n n i n g  l o g o s  a n d  m o r e

Al l  d e m o s  a r e  in  B a s i c  w i t h  a d d e d  mac h ine : .
c o d e  r o u t i n e s  s o  t h a t  y o u  c a n  c h e c k  t o  set . '
h o w  t h e s e  g r e a t  e f f e c t s  a r e  a c h i e v e d
A UNIQUE MEMENTO OF 10 YEARS ATARI SUPPORT

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  ease characters are
easily recognised in the 'Disk Editor' display, but upper  case
and special characters aren't. The reason for this I realised.
after consul ting 'COMPUTEI '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 I CODE (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 number
also represents the order of the character within character  set
memory.

MARKED CARDS
I 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
S0004. This setting of the top-most bit is the means which
indicates that a 'card* is 'marked',  which results 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/ or  l inkage has got
screwed up somewhere, resulting in the start sector of each
'card' being offset from the true start position.

REVERSED CARDS
After carrying out the above investigations. 1 found a program

In the June 1988 issue of "Atari User" (Vol. 4 / no 2) by Gordon
Sinclair which converts I I FM tiles to standard Atari DOS text
files which can be read by a word processor program. Gordon
did not describe the I I FM file format in the text accompanying
the article, but  by working my way through the BASIC state-
ments, I 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 EIFM disk should have the hex
values E0 00 3F here. I f the HEN file contains more than 63
cards, the Index in sector 348 continues into sector 349.
Within a card data sector, 38-chrcter  lines of text are held in
bytes 2 to 39. 42 to 79, and 82 to 119 (byte number ing starts
from 0 as per the 'Disk Editor ' display).

MORE TRICKS
In looking through other  references. I found that Derryck

Croker (a long time Atari Classic owner) produced a uti l i ty that
allows you to print only a certain number  of lines from HFM
'cards', set the number  of blank spaces between cards, and set
printer control codes - this util ity appeared in issue 13 of '8:16'
the magazine produced by the Bour nemouth and Poole Atari
User Group (BaPAUG).
Is there anyone who can provide us with any more details oil

HFM? Are there any utilities waiting to be publ ished which
give us additional facilities for this useful Atari product'?

New Atari User • Issue ó I 3 3



)(LAE PROGRAMMING

REGISTER No.
AND LOCATION

ASCII No. PRINT TYPE

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

Some Basic Notes on 111
GRAPHICSAnn 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  locat ions  708 to 712) and they can cater for half
the charac ter set - i.e. 64 characters  - at  a t ime.  Each of  the 64
available characters  can be printed in any  of  4 colours,  wi t h
the 5th regis ter (register no. 4: locat ion 712) being used for the
background colour.  The dif ferent  colour registers can be ac-
cessed by the way the s t ring is print ed on the screen - capitals
for register 0, inverse capitals  for register 2, etc. You can also
use CHRS and COLOR to select a charac ter and register,  These
take the f orm PRINT CHRSIX) or COLOR X followed by a PLOT
c ommand where "X" is  the ASCII number.
The relat ionship between colour registers. pr int  type and

ASCII numbers  is shown in Table 1.
To change a c olour in a regis ter f rom its default  value,  jus t

use the c ommand SETCOLOR n,C.L where "n" is the regis ter
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

34 i s s u e  a 1 - New Atari User

luminanc e you want  (0-14).  Alternat ively ,  you can POKE the
s hadow memory  locat ion for the regis ter wit h (16°C)+1, where
-
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is a constant .

THE PROGRAM
The lis t ing shows a select ion of  menu screens whic h show the

dif ferent  ways  colours  can be used and charac ters  printed in
Graphics  1 and 2. Al l  the screens use the START and SELECT
console keys to move between and pick  menu opt ions.

M e n u  O n e :  The menu opt ions,  whic h are held as DATA
statements.  are read and print ed on the screen at rows  5 . . .  11
and 14 (LINE 1030).  The CHRS1101 in LINE 1020 produces  an
asterisk  us ing the lower case regis ter I  (locat ion 709).  This
sets up the screen display.
You press SELECT to move the asterisk.  The variable RR

holds  the current  row number  of the as terisk  and R holds its
prev ious  pos it ion.  LI NE 1080 blanks  out  t he old as terisk  (by
pr int ing a space) before pr int ing the new one at t he updated
locat ion.

M e n u  T w o :  The menu opt ion names  are print ed out  on
rows 3. 4.  5 and 6 (LINE 2020).  The variable R defi nes the row
number  for the "current " or highlighted name.  This  is printed
in a dif ferent  c olour to t he other names and is updated when
you press SELECT.  LINE 2075 sends the program of f  on a
dif ferent  (one line) s ubrout ine depending on the value of  R:-
This  print s  the "current " name in lower case (register 1: loca-
t ion 709) and puts  the prev ious ly  highlighted name back into
capitals  (register 0: locat ion 708).
The "COLOR 35" in LINE 2030 ident ifi es  a "tt" s ign us ing

regis ter 0 (locat ion 708)- This  is print ed around the screen
us ing the PLOT and DRAWTO commands .

M e n u  T h r e e :  Normal ly  the 64 characters  accessible in
Graphics  1 and 2 cover the fi rs t  two pages of  the ROM charac-
ter set. These comprise ASCII numbers  32 to 95.  whic h means
you don' t  get cont rol charac ters  or lower case letters. You can
access the second hal f  of the charac ter set by us ing POKE
756.226 - This  direc ts  the c omput er to page 226 in ROM for its
characters.  Menu Three does this  (LINE 3000).
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A Graphics 1 or 2 lower case screen puts  hearts  in all its
blank  spaces because the second hal f  of the charac ter set does
not have a "space" symbol.  LINE 3010 gets over this  problem
by mak ing the "hearts" colour regis ter the same colour as the
background screen (viz. POKE 708,0 - t he background at
location 712 is  already 0). Anot her solut ion would be to rede-
fine a character as a space.
The menu itself  is very s imi lar to Menu One. This  t ime the

opt ions are at rows  3. 4.  5 and 6 because we're us ing a
Graphics 2 screen and CHRS(18) produces  the symbol f ound
on the CTRL- R key. Symbol movement  and opt ion select ion are
the same as Menu

M e n u  F o u r :  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 s ubrout ine at LINE 4100 draws  a "box"

around the name at  row R us ing the symbol and colour
det ermined by the variable CC. Spaces ICC-.321 are used to
blank  out the 'old' box and then plus  s igns us ing regis ter 3 at
locat ion 711 (CC=139) are drawn at  the new locat ion.

Next issue
Graphics 3 to 7 and
text in Graphics 8
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Software

FANCY A ROUND?
A round a t  the  loca l  g o l f
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available for the Atari 8-bit  mic ros .  This  idea took me
af ter several t rials  in this  sport .  I mean the real sport !

Playing golf  in France is muc h more expensive t han in Eng-
land.  however and I wondered I I I  could recover the same
feeling on my  screen as I felt  on the green, Well.  I  haven't  been
disappointed.  For this  review. I have separated min iat ure golf
games f rom the 'big" golf  game. Alt hough both are fun.  it 's
rat her easier to compare i hem by  category.

THE EARLY DAYS
My fi rs t  t ry  at this  sport  was  via H A Y D E N  G O L F  pro-

duced by Hayden Book  in 1983.  The game inc ludes  on-screen
Ins t ruc t ions  where the c omput er asks a few quest ions  and
then draws  the fi rst  hole.  When play ing the game each hole
has a top v iew and a s ide v iew at the same t ime on the screen.
In the top view, you wi l l  be able to see the tee and flag.
I nformat ion for driv ing and put t ing is given on a s tatus line
(hole number,  dis tance f rom hole, par,  number  of  strokes).
The c omput er then asks you the c lub you want  to use.

Ans wer by t yping a number  followed by W (for wood).  or I (for
iron).  The pit c hing wedge and the sand wedge being available
by t yping respect ively 101 and I I I .  Next  the s t rength (0 to 10)
and the direc t ion (by a value number  between 0 and 360) can
be selected. On the green, as wit h most  golf  games, only
s t rength and direc t ion are asked. A help chart  is also given by
typing the let ter C f rom the prompt  inf orming you the current
score and display ing a lis t  of  woods and irons  and t heir
corresponding average distances.
The playfi eld displayed f rom the top v iew oilers  a v iew wit hout

any trees. On the green, the playfi eld displayed is bigger
of fering a muc h bet ter v iew of  your s ituat ion.  I fi nally  disco-
vered in play ing this  game that  up to 4 players can play  and
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select t heir  handicap.  I n some retailer's  catalogues you wi l l  see
this  game called C H A M P I O N S H I P  G O L F .  Remember it 's
a keyboard driven game! As to my  verdict ,  I would say that  i f
snot  the best golf  game but  t hen it  was  produced in 1983!

IT 'S A FUNNY OLD GAME
Next. I  played G O L F  C H A L L E N G E  whic h is. in my

opinion,  one of  the funnies t  golf  games rev iewed here. Why ?
Because the play ileld is  very s imple alt hough well designed.
This  one offers a top v iew inc luding trees, water,  greens and
y our player who has the saine appearance as the tennis  player
f rom the Atari cart ridge!  You manipulat e the player and mak e
h im walk  near the ball and t hen make the c lub go round unt i l
it hits the ball. On the green. which increases in size when you
enter it, t he act ion is the same. It is  the player's  movement  and
the way he hits  the ball that  makes  this  ent irely  Joystick driven
game quite funny .

GETTING BETTER
The following two vers ions of  golf on XL / XE are of  higher

qualit y  t han the prev ious  ones_
I muc h prefer M A X I  G O L F  produced one year later in

1984 by Adventure Internat ional.  The game comes on four
disks and is of  top qualit y  wit h great  graphics  and the real
feeling of play ing golil This  vers ion is more sophis t icated than
the prev ious  one because of  the display  screen of fering a v iew
of  all the fairway.  I nc luding trees, bunkers ,  sand t raps,  rivers,
water plans,  and even y our player's  feet. You can feel the
dif ference by Just wat c hing the presentat ion screen wit h cros-
sed c lubs  supported by int roduc tory  mus ic ,  The main charac-
terist ics of  this game are the display  of  the golfer's progress in
a chart  and overall t he nice top v iew of  the playfi eld wit h
several obstacles. This  display  of the game makes  it  quit e
attract ive. The bot t om of  the screen offers data on c lubs,
strokes, wind,  s t rength,  length.  number  of shots, curve and
direc t ion,  Anot her good point  f or this  game is that  it  is Joystick
driven,
You can follow the fl ight  of  your ball af ter your shot hoping

that  it  doesn't  hit  a t ree or fall in the water.  This  game is also
dif ferent iated f rom the others  by the inc lus ion of  a course
des igner giv ing you the poss ibilit y  to bui ld y our own fairway.

THE MASTER GAME!
Now for the grand mas ter - L E A D E R  B O A R D  produced

by Access in 1986.  This  s t unning vers ion of  golf really  made
me speechless the fi rst  t ime I saw it  as I discovered a 3D



playfi eld and out s t anding player animat ion.  Graphic ally  une-
qualled in the XL world of  golf  games, the 8-bit  vers ion gives
the same feeling as the ST version. This  game makes  me t hink
of the Interac t ive CD machine,  recent ly  int roduced by Philips .
which has  a golf  game quite s imi lar to LEADER BOARD.
The only  t hing I would have liked to see on the XL adaptat ion

Is the top view, whic h has  been inc luded in many  other
adaptat ions of  this game, as well as trees whic h don't  appear
In our machine's  version.  In my  opinion,  t his  game is the most
complete golf  game for the Xl . / XE as you can play up to 4
players wit h dif ferent  levels (novice, amat eur,  profess ional) and
select 18. 36.  54 or 72 holes (you mus t  have a lot of  spare t ime
ahead for this  one!). On the inf ormat ion side, the game gives
you every thing you need:  hole number,  par number,  course
number,  s t rength (graphically  displayed),  dis tance f rom hole.
possibility  of  slice, wind  direc t ion etc.
With the addit ion of  L E A D E R  B O A R D  T O U R N A -

M E N T  addit ional courses are available but  the playfi eld s t ill
has no trees and no less water (the init ial vers ion could mak e
you t h ink  you are play ing on is lands!).
There are some details  in the Leader board's  series that  really

give life to the game. The player's  animat ion,  of  course, but
also the effect of  the wind direc t ly  s hown and applied on your
ball af ter your shot. There is also the small is land displayed
under your player's  feet i f  your ball has  fallen in a corner of the
grass as well as the noise of  your ball hi t t ing the flag. I f  you're
an 8-bit  addic t  as I am,  you can't  miss  play ing this  game wit h
friends and good deal of  spare t ime.

ALMOST THE LAST
The last c ommerc ial XI. golf  game is P R O  G O L F  produced

by At lant is  sof tware whic h dates f rom 1988.  This  version offers
the greatest amount  of  opt ions that  can be defi ned.  Wit h a top
view of  the playfi eld,  the game lets you choose if  you want  a
championship or a prac t ice run,  a s ingle round and medal or
championship tees. Then,  you dec ide whet her you want  ran-
dom or user defi ned ground (dry. wet  „J .  variable or constant
wind as well as its speed and direc t ion.  Finally ,  you select y our
club, direc t ion and force of  shot by pus hing the two let ters 0
and Pon  your keyboard_ l i t h e  top v iew is not  so well des igned
as in Mad  Golf.  t he fun of  it is that  the c omput er displays
comments af ter your shot  - i n  light  rough g o o d  lie" - for
example. On the green, the display  expands and the hole is
drawn wit h c omplement ary  data s howing the slope.

A BONUS
P R O F E S S I O N A L  G O L F ,  t he 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 wit h a wide range of  top profess ion-
al golf  players all over the world.  Consequent ly ,  the scoreboard
displays your pos it ion among the 38 other players (as in USA
Cross Count ry  Road Race). A bui l t - in cons t ruc t ion set opt ion is
also inc luded for those of  you who want  to create t heir own
fairways.

BACK ISSUES
The following back issues of

NEW ATARI USER are still available
Issue 31 s s u e  43 s s u e  53
I ssue 33 s s u e  44 s s u e  54
I ssue 34 s s u e  45 s s u e  55
I ssue 36 s s u e  46 s s u e  56
I ssue 37 s s u e  47 s s u e  57
I ssue 38 s s u e  48 s s u e  58
Issue 39 s s u e  49 s s u e  59
Issue 40 s s u e  50 s s u e  60
I ssue 41 s s u e  51
Issue 42 s s u e  52

DI S KS  ARE  AV AI L ABL E
F RO M  I S S UE  14  O N W A R D S

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
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Each disk is £2.95. Postage FREE in U.K.
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ACCESS and VISA accepted. Telephone 0785 213928

GOLF AT THE SEASIDE
In the fun wor ld of  miniat ure golf  comes M I N I A T U R E

G O L F  P L U S  produc ed by Xlent  sof tware in 1985 and pub-
lished on the Ant ic  disk  o f J une / J u ly  1990 (Vol. 9,  No.2). This
game offers a close up v iew of  the whole of  the play lield,  as it  is
s maller than in the real game.  You have to use and inc lude the
borders  in y our strategy as in a bi l l iards  game. Your shot has
to be well aimed and wi t h  the correct  s t rength or your ball
could come back to your prev ious  situat ion_ Direc t ion and
angles have to be serious ly  cons idered to meet the goal. Origin-
al challenges are offered wit h dif ferent  obstacles dur ing play
such as mov ing walls  in the middle of  the play lield.  I f  you don' t
want  to play  the set holes  any more,  you can bui ld y our own
wit h the cons t ruc t ion set opt ion inc luded.

FOR THE PROS?
I don' t  k now if  Nick laus  or Balesteros played these games

before earning thousands  of  dollars  (I really  don't  t h ink  so),
but  t here is, in these XL games, a vers ion for each of  you.
LEADER BOARD for the fast player that  doesn't  want  to get
more involved in the game and wants  fun f rom the start .  MAXI
GOLF for the more technical player that  wants  to see a larger
play lield f rom the top view. PROFESSIONAL GOLF for bui lding
y our own playfi eld,  and MI NI ATURE GOLF for the bil l iards
player that  wants  to s tudy  the angles and direc t ion in a
s maller display!
Hope to see you soon on the greenI ll

New Atari User Issue 61 3 7



RIXE PROGRAMMING
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light  blue text on a dark er blue background in Mode a
Many  Atari users  would like an easy way  to get dif fe-

rent  coloured f ort y -column text int o t heir own programs  and
indeed there was a let ter in issue 46 of  New Atari User ask ing
for a program to explain how to do this- Al t hough the words
'stric t ly  not  possible' and 'c lever programming'  were men-
t ioned, it  is ac tually  very s imple to achieve, al t hough of  course
there are a few limitat ions !

TWO COLOUR LIMIT?
First ly ,  Mode 0 only  allows  two shades of colour to be used;

locat ion 710 holds  the value for the bac k ground colour and
709 the text brightness.  The resolut ion of  the screen in this
mode is 320x192_ To achieve mult ic oloured text, we mus t  fi rst
use a mode whic h uses a lower screen resolut ion,  and conse-
quent ly .  s light ly  c hunk ier graphics.  Fortunately .  160x 192 is
adequate for this  purpose and is  used in many  games instead
of the normal mode 0 text. However,  whereas  normal  charac-
ters are defi ned on an 8x8 pixel grid,  these charac ters  are
l imit ed to 4x8_ One pixel mus t  be used for a
-
b l a n k  c o l u m n  
a n d

row between the charac ters  (otherwise the let ters  would run
into each other),  so only  3x7 pixels  are ac tually  available for
charac ter data. This  poses a few problems  for certain wide
let ters of the alphabet  such as the 'w' or 'nf .  but  wi t h a
well-des igned font,  they  can be made to look pret ty  acceptable.
Some charac ters  are even more diffi cult  to achieve, such as the
't1t' or b u t  we can't  have our cake and eat it ) Anot her
problem is that  each font holds  128 characters,  so only  three
full sets of  26 let ters can be incorporated,  (alt hough inverse
mode uses an ext ra colour register!) and even if  the charac ter
set was  larger,  the Atari XL/ XE only  has five colour registers
and one of  those is for the background,  so the l imit  is  four
dif ferent  colours  of  text per screen!

CREATING A FONT
Program I  c ont ains  a data set f or a mult ic oloured font  and a

save rout ine to put  the font  onto disk  (or tape) very quick ly .
This  font is  a modifi ed vers ion of  the Atari charac ter set whic h
gives you four dif ferent  colours  for your text plus  all t he other
normal  charac ters  (punc tuat ion.  numbers .  etc.) except the
Cont rol characters  (keyboard graphics).  The cont rol charac-
ters' data has been replaced wit h another alphabet  as have the
lower case letters. Once you have typed in the program (and
saved a copy!') run  it  and the new font wi l l  be writ t en to disk
as a 9-sector file, To save the font to cassette, s imply  change
the 'D: t o  a 'CI ' In both programs.
The second program is used to load the created font and

displays a message in f our colours:  yellow (normal text), red
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Rober t  S t u a r t  provides
a  rou t ine  to get  a w a y

f r o m  those bor ing
G r a p h i c s  0  d isp lays

(lower case text). blue (cont rol characters) and green (inverse
cont rol characters).  The normal  Mode 0 display  lis t  is altered
to that  of  a f our colour mode for this  program wit hout  the need
to call up Mode 12 or 13. Possible uses for this  font  Inc lude
coloured text for adventure games. fl ashier int ro screens. more
at t ract ive s tatus lines  for arcade games. and count less other
uses for whic h monoc hrome text is unwant ed.  The four col-
ours  used in the above program can of  course be changed to
whatever hues  you wish.  Poke locat ion 708 wit h 14 if  you want
ordinary  whit e text. St ick  to a black  background for your
mult ic oloured text and you' ll have less problems,  as the main
charac ters  (yellow letters, numbers ,  punc t uat ion.  etc.) have
been spec ially  smoothed out  for greater c larity  on a black
screen. I f  more t han four colours  are needed, t hen a display
list  int errupt  mus t  he used,  whic h would give up to four
dif ferent  colours  on every screen line,  but  that 's  another story
and another art ic le'
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Program 1 - Creating a font

GU BA 3 0 0 D AT A 2 0 , 1 6 , 1 6 , 1 6 , 1 6 , 1 6 , 2 0 , 00 R E M  M U L T  C I L O U R  T E X T  C R E A T O R
PV 1 R E M  ' 4 B E R T  S  L I A

-
T  1

GO 3 0 5 D AT A 6 4 , 1 1 2 . 8 8 , 2 2 0 , 2 8 , 5 2 , 4 , 0
DH KK 3 1 8 D AT A 8 8 , 1 6 , 1 6 , 1 6 , 1 6 , 1 6 , 8 0 , 02 R E M  F O
NO 3 R E S T O R E  5 : F O R  F = 0  T O  1 0 7 3 : R E A D  K : P O k 8 6 3 1 5 D AT A 0 , 2 2 0 , 6 6 , 0 . 6 , 0 , 0 , 0

3 5 6 4 0 + F , X : N E X T  F I V 3 7 0 D AT A 0 , 0 , 0 , 0 . 0 , 0 , 8 4 , 0
OK 6 C L O S E  6 1 1 :0 P E N  1 $ 1 . 0 , 0 ,

6
D : M U L T I C O L . F N T

DO 3 2 5 D AT A 7 0 4 , 1 1 6 , 6 4 , 6 4 . 2 2 0 , 4 6 . 0 , 0
CD 3 3 0 D AT A 4 6 , 2 0 4 , 2 0 4 , 2 5 7 , 2 0 4 . 2 0 4 , 2 0 4 . 0

TO 7 P O K E  8 5 0 , 1 1 : P A K E  8 5 2 , 0 : P A K E  0 5 3 , 1 4 0 : PV 3 3 5 D AT A 2 4 0 , 2 0 4 , 2 0 4 , 2 4 0 , 2 0 4 , 7 0 4 , 7 4 0 , 0

PO KE 0 5 6 , 0 : P O K E  6 5 7 , 4 G I 3 4 0 D AT A 4 8 , 2 0 4 , 1 1 2 , 1 / 2 , 1 / 2 , 2 0 4 , 4 6 . 0
MN 8 X X = U S R  T AD R  ( “1 1 6 6 D A.

,
6 2 6
•
1  ,  
1 6 )  : C L O
S E  
X I

OE 3 4 5 D AT A 2 4 0 , 2 0 4 , 2 0 4 . 2 6 4 , 2 0 4 . 2 0 4 , 7 4 0 , 6
KU 10 DATA 8 . 8 . 8 . 0 . 0 . 8 , 8 , 0 AO 3 5 0 D AT A 2 5 2 , 1 1 2 , 1 1

1
2 , 2 4 0 , 1 9 2 ,
1 1 2 , 2 5 2 . 0

RC 1 2  D A T A  1 6 , 1 6 , 1 6 , 1 6 , 1 6 , 0 , 1 6 , 0 U S 3 5 5 D AT A 7 5 2 , 1 1 2 , 1 6 2 , 2 4 0 , 1 1 2 , 1 / 2 , 1 / 2 , 0
L F 1 5  D A T A  6 8 , 6 0 , 6 0 , 6 , 0 , 6 . 0 , 0 AN 3 6 0 D AT A 4 8 . 2 0 4 , 1 1 2 , 1 1 2 , 7 0 4 . 2 0 4 , 4 8 , 0
AN 2 0  D A T A  6 6 , 6 6 , 1 6 8 , 6 6 , 1 6 0 , 6 6 , 6 8 , 0 TF 3 6 5 D AT A 2 0 4 . 2 0 4 . 2 0 4 . 2 5 2 . 2 0 4 , 2 0 4 . 2 6 4 , 0
TG 2 5  D A T A  2 2 0 , 6 4 , 0 0 , 2 2 6 , 2 0 , 6 4 , 7 7 0 , 0 KC 3 7 0 D AT A 2 5 2 , 4 0 , 4 8 , 4 8 , 4 8 , 4 8 , 2 5 7 , 0
PV 3 0  D A T A  1 6 6 , 1 1 6 , 2 0 , 2 2 0 , 8 0 , 1 2 4 , 6 0 , 0 KG 3 7 5 D AT A 6 0 . 1 2 . 1 2 . 1 2 , 1 2 . 2 0 4 , 4 0 . 0
P r 3 5  D A T A  2 2 6 , 6 8 . 2 2 0 , 1 6 , 7 4 4 , 6 0 , 2 2 0 . 0 PT 3 8 0 D AT A 2 6 4 , 2 0 4 , 2 4 0 , 2 4 0 , 2 4 0 , 2 0 4 , 2 0 4 , 0
BN 4 0  D A T A  1 6 , 1 6 , 0 . 0 . 6 , 0 , 0 , 0 X P 3 0 5 D AT A 1 . 2 , 1 6 2 , 1 6 2 . 1 1 0 2 . 1 6 7 . 1 1 2 , 2 5 2 . 0
BE 4 5  D A T A  5 2 , 1 6 , 1 6 , 1 6 . 1 6 , 1 6 , 5 2 , 0 U B 3 1 0 D AT A 2 0 4 , 2 5 2 , 2 5 2 , 2 0 4 , 2 0 4 , 2 6 4 , 2 0 4 , 0
UB 5 0  D A T A  2 0 , 4 . 4 . 4 , 4 , 4 , 2 8 , 0 OS 3 9 5 D AT A 2 4 0 , 2 0 4 , 2 0 4 , 2 0 4 , 2 0 4 , 2 8 4 , 7 8 4 , 8
Z Z 5 5  D A T A  0 , 6 6 , 2 2 0 , 0 4 , 2 2 6 , 6 6 . 0 , 0 0

1
1

4 0 0 D AT A 4 0 , 2 0 4 , 2 0 4 , 2 0 4 , 2 0 4 . 2 0 4 , 4 8 , 0
PE 6 0  D A T A  0 , 1 6 , 1 6 , 0 4 , 1 6 , 1 6 , 0 , 0 LG 4 0 5 D AT A 2 4 6 , 7 0 4 , 2 0 4 , 2 4 0 . 1 1 2 . 1 1 2 , 1 1 2 . 0
EU 6 5  D A T A  0 , 0 , 0 , 6 , 1 6 , 1 6 . 1 1 2 , 0 I V 4 1 0 D AT A 4 8 , 2 0 4 , 2 0 4 , 2 0 4 , 2 0 4 , 2 4 0 , 6 8 , 0
JU 7 0  D A T A  0 . 0 , 0 , 0 4 , 0 . 0 , 0 , 0 P Z 4 1 5 D AT A 2 4 0 , 2 0 4 . 2 0 4 , 2 4 0 , 2 0 4 , 2 0 4 , 2 0 4 . 0
HO 75  D A T A  0 , 0 . 0 , 0 , 1 6 , 1 6 . 0 . 0 TJJ 4 2 0 D AT A 6 0 , 1 6 2 , 1 9 2 , 2 5 2 . 1 2 , 1 2 , 2 4 0 , 0
AO 0 0  D A T A  4 , 5 2 , 2 0 , 2 2 0 , 6 0 , 1 1 2 . 6 4 , 0 RW 4 2 5 D AT A 2 5 2 . 4 6 , 4 8 , 4 0 , 4 0 , 4 0 . 4 8 , 0
U I 0 5  D A T A  2 2 0 , 6 6 , 1 1 0 , 0 4 , 1 1 6 . 6 0 , 2 2 0 , 0 TU 4 3 0 D AT A 2 0 4 , 2 0 4 , 2 0 4 , 2 0 4 , 2 0 4 , 2 0 4 , 2 5 2 , 0
I L 1 0  D A T A  4 6 . 0 6 , 1 6 , 1 6 , 1 6 , 1 6 , 0 4 , 0 JU 4 3 5 D AT A 2 0 4 , 2 0 4 , 2 6 4 , 2 6 4 . 2 6 4 . 7 5 2 , 4 6 , 0
ZIT / 5  D A T A  5 2 , 4 . 4 . 2 2 0 , 6 4 , 6 4 , 2 1 2 , 0 WM 4 4 8 D AT A 2 0 4 , 2 0 4 , 2 0 4 , 2 0 4 , 7 5 7 , 2 5 2 , 7 0 4 . 0
HP 1 0 0  D A T A  1 0 2 . 4 , 4 , 2 0 , 4 , 4 , / 2 . 0 D i 4 4 5 D AT A 2 0 4 , 2 0 4 . 2 0 4 , 4 0 . 2 6 4 , 2 6 4 , 7 0 4 . 0
F P 1 0 5  D A T A  4 . 5 2 . 2 0 , 2 1 2 . 6 8 , 0 4 , 4 , 0 I C 4 5 0 D AT A 2 0 4 , 2 0 4 , 2 0 4 , 4 8 , 4 0 , 4 6 , 4 6 , 0
I L 1 1 0  D A T A  6 4 , 6 4 , 2 2 6 , 4 . 4 , 6 8 , 2 2 0 , 0 KM 4 5 5 D AT A 2 5 7 , 1 2 , 1 2 , 4 6 , 1 1 2 . 1 1 2 , 2 5 2 , 0
MN 1 1 5  D A T A  6 4 , 6 4 , 6 4 , 1 2 , 6 0 . 6 6 , 2 2 0 , 0 OA 4 6 0 D AT A 4 8 , 2 2 0 , 0 4 , 0 4 , 1 1 6 , 1 6 . 4 8 . 0
SX 1 2 0  D A T A  8 4 , 4 , 4 , 4 , 4 , 4 , 4 , 0 UM 4 6 5 D AT A 6 . 1 6 , 6 4 , 2 2 6 , 1 6 , 1 6 . 6 . 0

A l 1 2 5  D A T A  2 2 0 . 6 6 . 6 8 . 2 2 6 . 6 6 , 6 0 , 2 2 0 , 0 UM 4 7 0 D AT A 0 . 1 6 , 1 6 , 6 4 . 2 2 6 , 1 6 , 0 , 0
BA 1 3 8  D A T A  2 2 0 , 6 8 , 6 0 . 2 1 2 , 4 , 4 , 4 , 0 VT 4 7 5 D AT A 0 % 1 6 , 1 1 2 , 6 4 , 1 1 2 , 1 6 , 0 , 0
KC 1 3 5  D A T A  0 , 1 6 , 1 6 . 0 . 1 6 . 1 6 . 0 , 0 TO 4 6 0 D AT A 0 , 1 6 , 5 2 , 8 4 , 5 2 , 1 6 , 0 . 0
5 K 1 4 0  D A T A  6 . 1 6 , 1 6 , 0 , 1 6 , 1 6 . 1 1 2 , 0 PH 4 0 5 D AT A 4 6 , 2 2 0 , 8 4 , 8 4 , 6 4 , 7 2 0 , 4 8 , 0
XN 1 4 5  D A T A  1 2 , 5 2 , 2 2 0 , 1 1 2 . 7 2 6 , 5 2 , 1 2 . 6 VK 4 6 0 D AT A 3 2 , 1 3 6 . 1 3 6 , 1 6 6 , 1 3 6 , 1 3 6 . 1 3 6 . 0
k r 1 5 0  D A T A  6 , 0 , 0 4 , 0 , 0 , 6 4 , 0 . 0 0 6 4105 D AT A 1 6 0 , 1 3 6 . 1 3 6 . 1 6 0 , 1 3 6 , 1 3 6 . 1 6 0 , 0
OW 1 5 5  D A T A  1 9 2 , 1 1 2 , 2 2 6 , 5 2 , 7 7 6 , 1 1 2 , 1 1 2 , 0 Zir 5 0 0 D AT A 3 2 , 1 3 6 , 1 2 6 , 1 2 0 , 1 2 0 , 1 3 6 . 3 2 , 0
AP 1 6 0  D A T A  2 2 0 , 6 6 , 4 , 5 2 , 2 0 , 0 , 1 6 , 6 KB 5 0 5 D AT A 1 6 6 . 1 3 6 . 1 3 6 . 1 3 6 , 1 3 6 , 1 3 6 . 1 6 6 , 0
D V 1 6 5  D A T A  0 , 7 2 0 . 6 0 , 1 1 6 , 6 2 . 6 4 , 2 2 0 , 0 i N 5 1 0 D AT A 1 6 6 , 1 2 6 , 1 2 0 , 1 6 0 , 1 2 8 , 1 2 8 , 1 6 0 , 0
MP 1 7 0  D A T A  2 2 0 , 6 8 , 6 6 , 6 4 , 6 0 , 6 0 , 6 8 , 0 UM 5 1 5 D AT A 1 6 6 , 1 2 0 , 1 2 0 , 1 6 0 , 1 7 6 , 1 7 6 , 1 2 6 , 0
ML 1 7 5  D A T A  1 2 , 6 0 , 6 0 , 9 2 , 6 8 , 6 8 , 9 2 , 0 VH 5 2 0 D AT A 3 2 , 1 3 6 . 1 2 8 . 1 2 0 , 1 3 6 , 1 3 6 , 3 2 , 0
NB 1 8 0  D A T A  2 2 0 , 6 8 , 0 4 , 6 4 . 6 4 , 6 0 , 2 2 0 , 0 UM 5 2 5 D AT A 1 3 6 , 1 3 6 , 1 3 6 , 1 6 0 . 1 3 6 . 1 3 6 , 1 3 6 , 0
PY 1 8 5  D A T A  9 2 , 6 0 , 6 6 , 6 0 , 6 8 . 6 8 , 1 2 , 6 EU 5 3 0 D AT A 1 6 8 , 3 2 . 3 2 , 3 2 , 3 2 , 3 2 , 1 6 0 , 0
A0 1 9 0  D A T A  8 4 , 6 4 , 6 4 , 8 0 , 6 4 , 6 4 , 6 4 , 0 214 5 3 5 D AT A 4 0 . 0 , 6 , 0 . 6 , 1 3 6 . 3 2 . 0
YM 1 9 5  D A T A  8 4 , 6 4 , b 4 , 8 0 , 6 4 , 6 4 , 6 4 , 8 GM 5 4 8 D AT A 1 3 6 , 1 3 6 , 1 6 0 , 1 6 0 , 1 6 0 , 1 3 6 , 1 3 6 . 0
SO 7 0 0  D A T A  7 2 0 . 6 0 , 6 4 , 7 6 , 6 8 . 6 0 , 2 2 0 , 0 CG 5 4 5 D AT A 1 2 0 , 1 2 0 , 1 2 0 , 1 2 0 , 1 2 6 , 1 2 6 . 1 6 0 , 0
SP 2 0 5  D A T A  6 0 , 6 0 . 6 8 . 6 4 . 6 0 , 6 8 , 6 6 .

0
WI 5 5 0 D AT A 1 3 6 , 1 6 6 , 1 6 0 , 1 3 6 , 1 3 6 , 1 3 6 , 1 3 6 . 0

ON 2 1 0  D A T A  6 4 , 1 6 , 1 6 , 1 6 , 1 6 , 1 6 , 8 4 , 0 AS 5 5 5 D AT A 1 6 0 , 1 3 6 , 1 3 6 , 1 3 6 . 1 3 6 . 1 3 6 , 1 3 6 , 0
AZ 2 1 5  D A T A  2 0 . 4 . 4 , 4

‘
4 . 6 6 . 2 2 0 . 6

WX 5 6 0 D AT A 3 2 , 1 3 6 , 1 3 6 , 1 3 6 , 1 3 6 , 1 3 6 , 3 2 , 0
TE 2 2 0  D A T A  6 0 , 1 1 6 . / 2 , 6 0 , 1 2 , 1 1 6 . 6 8 , 0 PS 5 6 5 D AT A 1 6 0 , 1 3 6 . 1 3 6 , 1 6 0 , 1 2 0 . 1 2 0 . 1 2 0 . 0
A l 2 2 5  D A T A  6 4 , 6 4 , 6 4 , 6 4 , 6 4 , 6 4 , 0 4 , 0 R V 5 7 0 D AT A 3 2 . 1 3 6 . 1 3 6 , 1 3 6 , 1 3 6 , 1 6 8 , 4 e . 8
DV 2 3 0  D A T A  6 6 , 1 1 6 , 6 4 . 1 1 6 . 6 6 . 6 6 , 6 0 , 0 L i 5 7 5 D AT A 1 6 0 , 1 3 6 . 1 3 6 , 1 6 0 , 1 3 6 , 1 3 6 , 1 3 6 . 0
TB 2 3 5  D A T A  1 2 , 6 8 , 6 8 , 6 0 , 6 8 , 6 8 . 6 6 , 0 NW 5 8 0 D AT A 4 0 , 1 2 0 , 1 2 6 . 1 6 6 , 8 . 6 , 1 6 0 . 0
NM 2 4 0  D A T A  2 2 0 . 6 0 , 6 8 , 6 6 . 6 0 , 6 6 , 2 2 0 , 0 1 0 5 8 5 D AT A 1 6 0 , 3 2 , 3 2 , 3 2 , 3 2 . 3 2 . 3 2 , 0
ES 2 4 5  D A T A  9 2 . 6 8 , 6 0 , 1 2 . 6 4 . 6 4 , 6 4 , 0 WI 5 1 0 D AT A 1 3 6 . 1 3 6 , 1 3 6 , 1 3 6 . 1 3 6 , 1 3 6 . 1 6 8 , 0
AJ 2 5 0  D A T A  2 2 0 , 6 6 . 6 0 , 6 8 , 1 1 6 , 1 2 , 2 1 2 , 0 MN 5 1 5 D AT A 1 3 6 , 1 3 6 „ 1 3 6 , 1 3 6 . 1 3 6 , 1 6 8 , 3 2 , 0
AU 2 5 5  D A T A  1 2 , 6 8 , 6 8 . 1 2 . 6 0 , 6 8 , 6 6 , 0 AP 6 0 0 D AT A 1 3 6 , 1 3 6 , 1 3 6 . 1 3 6 , 1 6 8 , 1 6 0 , 1 3 6 . 0
I N 2 6 0  D A T A  2 1 2 . 6 4 . 6 4 , 2 2 0 , 4 , 4 , 9 2 , A SL 6 0 5 D AT A 1 3 6 , 1 3 6 . 1 3 6 . 3 2 , 1 3 6 , 1 3 6 , 1 3 6 . 0

ME 2 6 5  D A T A  0 4 , 1 6 , 1 6 , 1 6 , 1 6 . 1 6 , 1 6 . 0 1 0 bl e D AT A 1 3 6 , 1 3 6 , 1 3 6 , 3 2 , 3 2 , 3 2 , 3 2 . 0
AC 2 7 0  D A T A  6 8 . 6 6 , 6 6 , 6 0 , 6 0 , 6 8 , 2 2 0 , 0 U E 6 1 5 D AT A 1 6 6 , 0 , 0 , 3 2 , 1 2 0 . 1 7 6 , 1 6 0 , 0
K I 2 7 5  D A T A  6 6 , 6 6 , 6 0 , 6 0 , 6 8 , 2 2 0 , 1 6 , 0 S I 6 2 0 D AT A 4 6 , 2 2 0 . 8 4 , 1 1 6 . 6 8 . 1 6 , 2 7 0 , 0
UD 7 8 0  D A T A  6 8 , 6 8 , 6 8 , 6 8 , 8 4 , 1 1 6 , 6 8 , 0 K t 6 2 5 D AT A 1 6 . 1 6 , 1 6 , 1 6 , 1 6 , 1 6 , 1 6 . 0
V J 2 0 5  D A T A  6 0 , 6 6 , 6 6 . 2 2 6 , 6 0 , 6 0 . 6 8 . 0 JN 6 3 0 D AT A 8 4 , 8 0 , 1 2 , 1 1 6 , 6 0 , 1 2 . 6 , 0
ZO 290 DATA 6 8 , 6 0 , 6 6 , 2 2 0 , 1 6 , 1 6 , 1 6 , 1 3 F A 6 3 5 D AT A 4 , 5 2 , 2 1 2 , 8 4 , 2 1 2 , 5 2 , 4 , 0
uft 2 1 5  D A T A  6 4 , 4 . 5 2 , 2 2 0 , 1 1 2 , 6 4 , 6 4 , 0 JO 6 4 0 D AT A 6 4 , 1 1 2 , 1 2 , 8 4 , 1 2 , 1 1 2 , 6 4 , 0
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mEGAMAGAZINE
reviewed by Paul Rixon
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changing news. rev iews and topical inf ormat ion among
'specialised' c omput er users. The expense of  print ing

magazines on paper has proved a major  incent ive for small-
scale publis hers  to search for other means  of  communicat ion.
Disk  mags  can also act as  a point  of  dis t ribut ion for the latest
public  domain sof tware and are therefore readily  accepted by
users. I recent ly  received the fi rst  f our issues of  a public at ion
designed exclusively  for the benefi t  of  Atari owners .  You may
have heard the name MEGA MAGAZINE.  a disk  mag created by
Freddy  Offenga (aka Frankens tein) of  'Big Demo' fame and
dis t ributed by A.N.G. sof tware of  Holland.  You may  not have
heard that  Mic ro Discount  are now handl ing UK sales, thereby
remov ing the hassle and addit ional expense of  overseas
payment .
It's safe to say that  Mega Magaz ine is unl ik e other disk  mags

you may  have encountered.  In counnon wit h most ,  each issue
is supplied on a double-s ided fl oppy and follows  a fairly  con-
sistent  f ormat  - s ide one contains  a wide variety  of  textual
mat erial whils t  s ide two is reserved for program files. However,
the text part  isn' t  as dul l  as you might  expect. The disk  boots
up wit h an impress ive menu system accompanied by excellent
music .  The art ic les load separately  f rom disk  and,  due to the
compress ion techniques  employed,  there is  a LOT to read! The
text v iewer is ex t remely  user-f riendly  and lets you scroll back
and forth at dif ferent  speeds, us ing joyst ick-controls.  You can
choose almost  all the opt ions  wit h a joyst ick  - the only  excep-
t ions are console-key presses to s ilence the background mus ic
or toggle output  to a printer.
Regular features established in the launc h issue inc lude hint s

and t ips for popular games. programming tutorials ,  demo
reviews, a subs tant ial Lynx  sect ion. a mai lbag and a c olumn
especially for heavy metal freaks. There are twenty-seven text
items in issue one wit h subjects  ranging f rom 3D vector
graphics  to the story of  the High Tech Team and what  hap-
pened to t heir Plat inum demo.  The fl ip side is packed full wi t h
challenging screen fi les designed for use wit h the Boulderdash
Cons t ruc t ion Set.

A mo n g  many  art ic les in issue two there's  a lis t  of  illegal
assembler opcodes, a rev iew of  the Blac k  Magic  Com-
poser and full details  of  an Atari 8-bit  stereo upgrade.

The Lynx sect ion offers news, rev iews and t ips  on established
tit les. Side B contains,  by  popular demand,  no more Boulder-
dash screens! Instead there are three excellent  demos f rom
Turkey .  Norway  and Poland wi t h the usual mix t ure of  serol-
lers, mus ic  and special graphic  effects (love the Black  Lamp
music!),  as well as a shareware archiver wit h full ins t ruc t ions
so you can access several other compacted fi les on the disk.
Some of  these relate to the art ic les (for example,  programs  to
use wi t h the stereo upgrade) whi le others  prov ide source code,
ut ilit ies  and pic tures.
Issue three invest igates f ractal graphics,  hardware enhance-

ments,  compress ion techniques.  CSS produc ts  and muc h
more. The f ractals  art ic le is accompanied by a demo of  the
mandelbrot  set  and ut il it ies  to help you explore and create
y our own f ractal drawings .  Elsewhere there's a demo of  a
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Polish game called Tanks  - it  looks impressive!  - and another
convent ional demo f rom Turkey .  There's  more inf ormat ion on
stereo enhancements  and a source code lis t ing f rom part  of  the
At ari Expo II demo,  so you can fi nd out  how they do it!

T h e  f ourt h issue takes a look at games f rom A.N.G. and
Zeppelin Games,  demos  f rom various  sources and
Wos illm's  Disassembler.  It also invest igates display  list

interrupts ,  happy  faces and philosophical mat ters .  As well as
two lively demos the program sect ion contains  an innovat ive
module player f rom Poland t hat  uses sound-t racker 'MOD' fi les
converted f rom the ST and Amiga.  I t 's  accompanied by three
example modules .  There's  a program to unc ompac t  LZW files,
one to check that  y our RAM bank s  are in work ing order and
anot her that 's  handy  for those who use a BBS to download
disks  as s ingle fi les - it  converts fi les to disks and vice versa.

I could fi ll up the rest  of  the magaz ine desc ribing the content
but  you wi l l  already  realise that  Mega Magaz ine is packed to
the last  byte wit h inf ormat ion,  reviews,  programs ,  demos  and
almos t  any t hing to do wit h the world of  Atari 8-bits .  There is a
bias t owards  programming topics and issues of  a technical
nat ure t hough the authors  are aware of  the need to cater for
'average' users. I f  you're exclusively interested in games you'll
probably  fi nd it  disappoint ing.
Unf ort unat ely  i mus t  end by drawing your at tent ion to the

warn ing  whic h appears  in the int roduc t ion of  every issue.
Mega Magaz ine contains  some language that  would not  be
cons idered suitable for children.  Given that  many  Atari-owning
c hi ldren wi l l  fi nd the remaining art ic les of  great interest ,  and
that  many  adult s  would prefer the of fending material to be
removed,  it 's  a mystery  to me why  the Edit or doesn't  make an
effort to c lean up the magaz ine's  content .  Apart  f rom this  one
drawback .  Mega Magaz ine is t ruly  amazing!

MEGA MAGAZINE is published by A.N.G. sof tware,  Ridderkerk-
sestraat  60, 3114 RI (  Schiedam,  Net herk mds  and dis t ributed
In the UK by Micro Discount. 265 Ches ter Road. Streetly. West
Midlands ,  B74 3EA. Telephone (021) 353 5730.  The price is ,C3
each for issues 1-4 or .E10 for the set.
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one. called A DA K  is
an arcade adventure

f rom Avalon in Poland and has
been import ed to the UK by
Mic ro Discount ,  who special-
ise in of fering formerly  undisc -
overed produc ts .  Alt hough the
program contains  a few Polish
screen prompt s  this  is not  a
problem as the meaning is
generally  obv ious  and an En-
glish t rans lat ion of  the play ing
Ins t ruc t ions  is supplied.
It would seem that  aliens

have invaded the nearby
planet  of  Adax and the Space
Defence Force have commis -
sioned t heir most  dependable

Title: A D A X
Publisher Av alon/ Mic ro

Discount
Price: f . - 5 . 9 5
Formal
.  
D i s
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(or is that  expendable?) em-
ployee - that 's  you • t o invest i-
gate the s ituat ion.  I t  doesn't
take you long to discover that
the nast ies have const ruc ted a
mil i t ary  base and are planning
to launc h a mass ive at tack on
Earth itself .  Needless to say,
y our new miss ion is  to wipe
out  the l i g  and see the
meanies  out  of  town!
The game k icks off, rat her

worry ingly .  in a sty le s imi lar
to Green Beret  and s imi lar
shoot 'em ups.  There are
dozens of  guards for your man
to avoid and your plat f orm
j u mp i n g  sk ills  are v igorous ly
tested. Fortunately .  it  soon be-
comes apparent  that  there's
more to Adax than s imply
blas t ing the baddies.  In l ine
wit h all arcade adventures
there arc various  objects you
wi l l  have to fi nd and ut ilise in
order to successfully  complete
y our miss ion.  When you come
across a l ikely -look ing box of

0  r t g inal ly  launched as
separate budget -
priced disk  games.

Boing ll and Speedfox cart now
be obtained f rom Kent -based
Tiger Developments  in the
form of  a single compilat ion.
The fi rst vers ion of  Boing.

which was inc luded wit h one
of the Excel disk  magaz ines
(see NAU issue 59). ran along
s imilar lines to Bounder - a
popular jumping game on
various mic ros  and k nown to
Atarians in the guise of  Grem-
lin's Trailblazer.  Boing II is
based on a s imi lar  princ ipal
but also inc ludes  a shoot  'em

t ip element .  The game is a
horizontal sc roller and y our
joys t ick  cont rols  a small
bounc ing ball as it  t ravels  on a
lengthy  journey  over hazar-
dous  territory .  You mus t  take
care not  to fall t hrough gaps
Into the sea or collide wit h
alien mat ter,  s ince eit her
event wi l l  result  in the loss of
life. You can shoot at  the
at tack ing nast ies for t empor-
ary  respite t hough ammun i -
t ion is limited.  Luc k i ly  there
are bonus  squares prov iding
such useful effects as addi-
t ional ammo,  smart  bombs
and l imit ed miss ile protect ion.

goodies you can inspect  the
contents  before dec iding
whet her to keep or discard
them. I f  you wish,  you can
swap a new it em for one you
already have. Miss iles  are
obv ious ly  useful for dealing
wi t h  the oppos it ion's  defences
but  you' ll also need keys to
access dif ferent  sect ions of  the
base. Ult imat ely  you're expec-
ted to locate six fl oppy disks
that  contain the enemy's
strategic plans  (backups,  what
backups  ...?) and plant  a
bomb in the power s tat ion for
the grand,  booming,  fi nale!
A great  deal of  effort has  been

The graphics  and s ound
effects are adequate.  Boing II
is a s imple but  addic t ive
game, and it 's  wort h persever-
ing to experience the later
levels (or you can use cheat
mode instead!),
A highly  advanced parallel

universe is the set t ing for
Speed Fox, yet another game
that  has  been jus t ifi ed by  the
need to save innocent  c it izens
f rom an imminent  alien
attack. In contrast  wi t h  the
imaginary  universe,  the screen
design is ac tually  rat her basic
- each level is presented as a
s ingle screen. Your objective is
to z ip around the playfi eld col-
lec t ing enemy cells (they be-
long to a genet ically  en-
gineered mons ter,  apparent ly )
whils t  avoiding the unrelent -
ing cross-fi re f rom two alien
spaceships pos it ioned eit her
side. A t ime l imit  adds  to the
challenge and there are bonus
pills  on offer to give you spe-

invested in the v isual design of
M a x  - there's  no shortage of
colour,  detail and imaginat ion.
The game also benefi ts f rom
good animat ion and clever fea-
tures  such as lif ts and a high-
speed t ransporter.  The back-
ground mus ic  isn't  bad
t hough a s ilent  mode can be
chosen if  preferred,
Well.  I 'm impressed!  Ma x  is

an al l -round high qualit y  pro-
duc t ion wit h enough ac t ion
and int r igue 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.

BOING II SPEEDFOX
eial powers  such as jumps
and temporary shield. Due to
the rapid speed of action and
the fact  that  y our ship is l i -
mit ed to vert ical and horizon-
tal movement ,  Speed Fox is
not  an easy game to contend
with.  it  may  not  be long be-
fore. l ik e me, you decide to
re-boot  and t ry  another round
of  Boing II instead/
Boing I l ls  a reasonably  en-

tert aining game t hough Speed
Fox is unlikely  to hold y our
at t ent ion for long. Casset te
users present ly  miss  out  but
Tiger Developments have hin-
ted at future plans to offer a
c ompilat ion tape of  their re-
cent releases.

Tit le B O N G  II &
SPEEDFOX

Publisher: Tiger Developments
Price: £ 4 9 9
Format
.  
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puzzle should be
f amil iar to PC users

since a very s imi lar game
k nown as Minesweeper is
bundled as s tandard wit h
copies of  the mult i - t as k ing de-
sktop env ironment  Microsof t
Windows  3,1. I t  mus t  be one
of  the most  f requent ly  played
games at the expense of  com-
merc ial organisat ions !
The player of BOMB is faced

wit h a large grid of  rather dull
squares and a joyst ick  oper-
ated cursor.  The objec t  of  the
exercise is to c lear the grid of
dangerous  mines  whic h have
been concealed under some of
the squares. By  plac ing the
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Publisher Ke-Sof t
Price: D M  14,80
Format:  D i s k

Rev iewed by Paul Rixon

cursor on a square and press-
ing either the space bar or
joys t ick  t rigger you mus t  de-
cide whet her the underly ing
territory  should be des ignated
a mined or safe area respec-
tively. To help you in this
seemingly  foolhardy  task the
safe areas, once revealed, are
labelled wit h numbers  repre-
sent ing the quant it y  of  mines
in the immediately  s urround-
ing squares. Once you've suc-
cessfully c leared a s mall por-
t ion of  the grid you can apply
certain rules  of  logic t o replace
the element  of  guesswork that.
would otherwise be required.
For example,  i f  you uneart h a
mine wit h an adjacent  safe
square labelled • • t h e r e  can
be no more mines  s urround-
ing the lat ter.
You've got t o move quick ly

since your t ime allowance is
limited.  I t  doesn't  pay  to take
chances - if  you fail to correct-
ly ident if y  the nature of  a
square the game is  abrupt ly
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leased three disks  in
t heir Player's Dream

series of compilat ions .  The
first ins t alment  (see NAU issue
53) is  present ly  the only  one
available wit h Englis h ins t ruc -
t ions, t hough Kc-Soft  are well
able to prov ide a t rans lat ion if
there's suffi cient  demand.
PLAYER'S DREAM III compris -
es three games t hough at  pre-
sent only  two wil l  interes t  the
majori t y  of Brit ish players  -
the t hird is  a German-only
tex t /graphics  adventure.  For-
tunately  the other two prog-
rams,  J ump and Overblow.
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contain English messages.
J u mp  is a revamped vers ion

of a very old arcade game
that 's  intended to s t retch y our
powers  of  eye-to-hand co-ordi-
nat ion.  The joyst ick com-
mands  a ball whic h is perched
on a plat f orm const ruc ted
f rom four small squares.  Every
few seconds a t ile at the end of
the plat f orm dissolves and
subsequent ly  reappears  some-
where around the f ront ,  giv ing
the effect of  movement  in a
snake-like fashion.  To avoid
los ing the ball you've got to
ensure it  keeps rol l ing to the
f ront  of  the plat form.  On the

ended. At  fi rst  t he task seems
almos t  imposs ible but  addic -
t ion sets in as you gradually
improve your play ing techni-
que. You can move up t hrough
a total of  twenty levels, the
later stages of fering dif ferent ly
shaped grids  cons t ruc ted f rom
a greater quant it y  of  squares.
Eventually  it  becomes more a
case of  luck t han judgement !

Graphics  are no more t han
func t ional (the all-too-f re-
quent ly  experienced game over
sequence is  part icularly  unim-
pressive) whi le a reasonable
tune accompanies  gameplay.
Unf ort unat ely  my  copy of

PLAYER'S DREAM III
fi rst few screens this  is rela-
t ively s imple but  when the
game speeds up y our reac-
t ions  are severely tested!
There are several opport uni-
t ies to obtain bonus  points
t hough on higher levels (there
are fi f teen altogether'  but  the
score wil l  probably  be the
least of  your worries!  J ump re-
lies on s imple graphics  and
sound.  but  the game is sur-
pris ingly  addict ive.
Overblow is a rat her unus ual

two-player s t r aw*
,  g a m e  
t h a t
combines  a hint  of  Othello
wi t h a f airground scenario!
The players take t urns  to
place coloured balloons  on a
large grid and aim to end up
wi t h  the highest  number  of
their indiv idual colour.  I f  de-
sired, a player can choose to
infl ate one of the ex is t ing bal-
loons. Af ter several "blows' the
balloon explodes and spawns
new balloons  in the f our adja-
cent pos it ions.  These may
already be occupied by  oppos-

B-orob contained a small bug
that  came to light  upon the
complet ion of  a dozen games.
The program froze at the start
of  the t hirt eent h round and
refused to accept input s  - Ke-
Soft have assured me this  wil l
he fi xed in the release version_

Bomb is not  one of  Ke-Soft's
most  pres t igious  efforts but
i t s  an addic t ive puzzle. none
the less.
At present  it 's only  available
direct  f rom 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,  whic h are there-
by t rans ferred to the current
player,  or s imilar balloons
whic h are then infl ated in the
same way  as before. Wit h
careful p lanning it 's possible
to set of f  a chain reac t ion and
radically  change the grid's
complex ion in a s ingle move!
Overblow is much.  muc h
easier to play t han it  is to ex-
plain.  True two-player games
are few and far between but
this  one is a fi ne example.
Despite the inc lus ion of  a

German adventure Player's
Dream III is  well wort h invest i-
gat ion.  Ch'erblow is a nice
game for two players while
J u mp  prov ides a useful
bonus.

Title: P L A Y E R ' S  DREAM III
Publisher: Ke-Soft
Price D M 1 4 , 8 0
Format:  D i s k

Rev iewed by Paul Rixart
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latest production is a
horizontally scrolling

shoot 'ern up with a host of
Added complications. The
game is a combined effort by
Neil 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 Repti l ian 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,

7

Title: L I Z A R D

Publisher: Tiger Developments
Price: S . 4 . 9 9
Format D i s k

Reviewed by Pout Rixon

you'll  surely want to play your
part in defending mankind!
Your  joystick manoeuvres a

jet-packed character who is
not unl ike the one in Mission
Zircon - for some reason I find
his manner  rather  unconvinc-
ing/ You can scroll in either
horizontal direction thr ough
the alien world which is de-
fined by a stunni ng assort-
ment of colourful backdrops.
Robert Stuar t 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 unti l  you hi t them!
The continuous waves of
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

windl ing 8-bit sup-
port in the UK seems
to have been coun-

tered recently by an upsurge
of activity overseas. I n parti-
cular. Poland has unexpected-
ly emerged as a valuable
source of high qual i ty soft-
ware. A fine example is HANS
KLOSS - an arcade adventure
from Avalon of Poland impor-
ted to this country by Micro
Discount. I t'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 dur ing the

height of World War  II. Hitler
has instructed his scientists
to develop a new, powerful
missile that will thwar t 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 bui l t and
launched.  They have now de-
cided to urgently despatch
their most experienced and
successful 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
oppor tuni ty 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 you've got to
collect up letters and arrange
them in a colour-coded group.

The letters form a password
that will enable you to log onto
a computer  terminal. in order
to obtain 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 of the
central character, is a
graphical success. Tiger De-
velopments' software improves
with every release - this is
their best yet!

HANS ROSS
levant documentation.
Your  part in all this is to help

Hans Moss 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 dr ink to re-
plenish your  steadily depleting
reserves. There are numerous
lifts to help you get ar ound
but also some nasty traps to
catch you out! Conspicuous
nasties aren't too difficult to
overcome but tr ip-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, heal th and
number  of items collected. The
pleasantly detailed scenes 'flip'
as you walk or j ump through
screen boundaries.  Animation

of the central character, who
is rather green to say the
least, is good qual i ty stuff. The
lifts scroll smoothly and the
joystick controls feel respon-
sive and comfortable. A good
sound-track accompanies the
action - for once I preferred
not to turn it oil!
Wi thout doubt.  Hans Moss is

one of the best arcade adven-
tures to hit the Atari world for
ages. I  blame it entirely for
missing the copy deadline this
issue! I f  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: H A N S  KLOSS
Supplier Avalon/Micro

Discount
Price. E 5 . 9 5
Format: D i s k

Reviewed by Paul Rixon
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by Patt i Robinson,  I le has  writ t en a quiz  program for
y oung children ant i wanted to mak e it  more challeng-

ing by set t ing t ime l imit s  on the answers.  I nit ial ly  I was  just
going to send a quick  reply  t alk ing about  the bui l t - in t imers  in
the Atari operat ing system, but  then I t hought  a bit  f urther.
and realised that  t he problem was  not so very easy. A s t raight -
forward t imer is not  dif fi cult  to implement .  but  a t imer which
wil l  display  cont inuous ly  on screen while s omet hing else use-
fi ll is  being done by the c omput er is rather more diffi cult  in
Basic. So I t hought  I had bet ter prove my coricept  by incorpor-
at ing it in a lit t le general knowledge quiz  of  my own.  it  works .
as you wi l l  see if  you type in the lis t ing.

THE BUILT IN TIMERS
The f undament al princ iple of  the t inning is in memory  loca-

t ions 18. 19 and 20. Together these three can mak e quite a
useful clock, wi t h accuracy that  is  good enough for most  short
and medium t ime requirements ,  t hough they are probably  not
accurate enough for a c lock that  runs  day in and day out.
loc at ion 20 is the fi rst  part  of  the t imer.  I t  counts  up in jiffi es -
that  is fi f t ieths  of  a second in the UK and s ix t ieths of  a second
in the USA. The dif ference mus t  have s omet hing to do wit h
electric mains  f requencies and the ref resh rates of  television
sets (also 50Hz  here and 60 Hertz  in the Unit ed States), This
counter counts  up f rom zero to 255 and then resets to zero as
locat ion 19 inc rements  by one. Simi lar ly  locat ion 18 incre-
ments  every t ime memory  locat ion 19 gets to 256 and resets in
its t urn to 1.
You can work  out  that  locat ion 20 counts  f rom zero to

255 / 50  (5.12 seconds) and then resets so locat ion 19 counts
in intervals  of 5,12 seconds to 5 , 12256(1310_72 secs or 21
minut es  and 50.72 secs). Locat ion 18 only  inc rements  every 21
minut es  and 50.72 seconds. so it  does not  reset unt i l  93 hours
12 minut es  and 24.32 seconds have elapsed. This  should be
quite enough for any Atari applicat ion.  so I wi l l  not  t ry  to work
out  a rout ine that  takes account  of  the clocks all reset t ing to
zero at  t hat  t ime.
This  clock system can be used in Basic  programs  by PEEKing

locat ions (18), (19) and (20) and then perf orming a lit t le mathe-
mat ics.  Lines  600 and 601 o f  the l is t ing t urn the peeks into
elapsed t ime in whole seconds. I could well have left out  t he
PEEK(18) t erm for use in t his  program as I would not  expect to
give anyone more t han 21 minu t es  to answer a s ingle quest ion.
but  inc luding it  gives you a more general ease for modifi cat ion
and use in other programs

PROGRAM FLOW
The other aspect of  t iming us ing Basic that  has  to be consi-

dered carefully  is program fl ow. The main loop of  the program
mus t  iterate reasonably  quick ly  and cont inuous ly .  and each
iterat ion mus t  have an element  that  redraws  the clock counter
to the current  set t ing.  l i t h e  program it erat ion stops - f or
Instance to get an input  by  INPUT or GET - t he updat ing of  the
clock display  wil l  also stop. o f  course the t imers  keep running,
but  i f  you cannot  see where they have got to they are not  muc h
Use.
So. if  we mus t  not  use INPUT or GET for keyboard input ,  how

can we mak e the program interac t ive? I made the quiz  mult iple
choice so that  a s ingle key press could be used for an answer.
Now, the answer lies in the s ubrout ine that  s tarts  at l ine 800.
What  this  does is look  in memory  locat ion 764 to fi nd the code
of the last key pressed. l i n o  key has  been pressed the value is
255 all the other keys have dif ferent  values called keycode
values. Unf ort unat ely  these values are neit her the same as the
ATASCII  values (that  is what  you get f rom the ASC funct ion).
nor the same as the I CODE value (that  is the value you have to
Poke int o screen memory  to display  a character on screen).
and y our Basic manual  wi l l  not  tell you either.  There is a book
called Compute's  Third Book of  Atari whic h has  a whole
Appendix  devoted to the various  kevcodes. buil I don' t  k now if
i l l s  s t ill available.  You wi l l  just  have to fi nd the codes for
yourself  -the very short  program lis t ing will help.  For the
benefi t  of  this quiz  wit h a choice of  three answers  we only  need
to k now that  press ing 1 result s  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 t he variable IN to 0 (no key pressed), 1, 2 or 3 as
appropriate.  Final ly  locat ion 764 is reset to a value of 255
before ret urning f rom the subrout ine.
All this  may  sound a bit  complicated,  but  it  al lows  the

program to keep recyc ling t hrough lines  110.115.120.125 and
the subrout ines  they call unt i l  a key is pressed. and in each
cycle t he LOOKUP s ubrout ine at l ine 600 updates  the timer_
When a key is pressed the t imer stops.
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THE  QUIZ
I wil l  not  go t hrough the whole program line by line as it is

only designed as a vehic le for the t imer demons t rat ion.  but
here are a few notes for anyone who wou
.  I d  l i k e  t o  
t a k e  t h e
advice Ed Hall  gave in the last  issue. Go ahead and change it.
polish it  or even mut at e it  to an unrecognisable perfect ion.

Firs t  you wi l l  l ind that  there are only  three s imple quest ions
in (his  quiz. It is  very easy to expand the scope however as the
quest ions and answers  are all contained in data s tatements
start ing at l ine 1001.  The data format  is:

Question, Choice 1, Choice 2, Choice 3, Number of the correct
answer, Number of seconds allowed for answering. •

The data should be s t rung 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 I est i-
mate there is room for about  400 quest ions,  I f  you want  t o set
up sets of specialist  ques t ions  you could type data fi les and
LIST them to disk  or LIST -
C : "  t o  
c a s s e t t e .  
T h e s e  
c o u l d  
t h e
n  
b e

ENTERED and used wit h the same f undament al quiz  program
(Lines I t o  810). I f  you do this  make certain t hat  all your data
sets have the same line numbers ,  then each set when loaded
will completely  overwrite any set used earlier.  I f  you have a
disk drive it would be quit e 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  quiz subjects before you start .  You mus t  leave
the last line of  data (2000) intac t  as the program recognises
the XXX data as the end of  the game and exits (Line 50) wi t h a
message. Otherwise you wi l l  get an error message when the
program runs  out of  data.
Just one caut ion wit h the quest ions and answers.  I have

allowed 36 characters  ( inc luding spaces) for each quest ion and
12 for each answer.  I f  you fi nd this  too rest ric t ive you can

w8  I  R E M  * * * * m-x* * * -1 1 :4 :4 :4 1 :1 mmme x* Nimme immillimme

CR 2  R E M  *
EU  4  R E M  *
XU 5  R E M  *
CO b  R E M  *
OG 7  R E M  *

T U T O R I AL  S U B R O U T I N E S
G ET  T H E  K E Y C O D U

b y
I a n  F a n l a y s o n *

E l  M  R E M  *  N E W  A T A R I  U S E R  -  A P R  1 9 1 3  *
NW 9  R E M
AY 1 0  R E M

GO 2 0  O P E N  O 1 . 4 , 0 , " K : " : G E T  8 8 1 , A :C 1 0 5 E  a t
GO 3 8  ?  T H E  K E Y C O D E  O A L U E  F O R  " ; C t i R S ( A ) ;

"  I S  " : P E ( K ( 7 5 4 )
RH 4 0  G O T O  7 0

change the DI M set t ings in l ine 21. but  rc iocuiber that  t he
Atari screen is only  40 characters  wide (38 If you do not reset
the left margin) and if  you go beyond this  you wi l l  have to be
careful that  the quest ion does not end up wit h a word broken
between two lines.
There are several other enhancements  you could mak e to

Improve the v isual appeal of  the game wit h colour and maybe
us ing other graphic  modes.  You could add some sound effects
and keep a score table s howing how many  ques t ions  were
answered correct ly  and how long they took. I wi l l  leave it  to
y our imaginat ion - get  your encyc lopedias out!!  I f  you create a
masterpiece I would very muc h like to see a copy.

You can wri te  to me Ian Finlayson a t
60 Rounds tone  Crescent,

East Preston.
West Sussex
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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 i f that's the case this program
could be the solution to your problems. Not only does it keep
track of up to a maxi mum of 10 players scores, but also
displays possible finishes automatical ly (al though actually get-
t ing such fi nishes is a totally  dif ferent  storvi).

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 to press any key.
You are then required to enter the type of darts game you

want.  Enter  "I" for the standard three legs wins a set format,
or "2' to select a straight forward number  ° Names 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 unti l
the appropriate player is highl ighted and then pressing START
l i the cursor reaches the bottom of the list wi thout a player
being chosen it automatical ly 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 unti l  someone actually finishes. As a side-
line a mini  table of results is displayed at the bottom of the
screen 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 match format chosen at the start.

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 tur n (i.e.
1,2 or 3). You are then presented with the main results table
showing the winners results as compared with h the best results
obtained dur ing the match and who achieved these teats.

Most of these statistics, like finishing score and number  of
darts to check out in, are fairly self explanatory, however the
lowest score only registers if you have to get a score greater
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. Fur thermore the "aver-
age score" refers to a players average when that person re-
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Richard Welsh presents a
simple program that  proves
to be surprisingly useful for
those who like to throw the
odd arrow or two

I  FRE DD I L L

NAME

F R E D
Y O UR S C O R E  I S  1 W 7

WHAT D I D  Y O U  S C O R E  ?
F I N I S H  ; I I ,  T 1 6  D I G

S C O N E  N I G H  I  H I G H  S E T S
PIM TCNI  L E G  I  L E G S

1117 I  1 0 12117 1 2 • 1  ± u i
:  :

quires a score greater than 100 and is trying to score as highly
as possible. whereas the "true average" reflects even
,  s c o r eobtained, and how finishing affected 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 -
1
Y .
,  h o w e v e r

as the Atari 1029 cannot pr int control characters very easily
the border to the table is transformed from these control
characters to asterisks.
Alternatively pressing "I" will display each players individual

results for highest and lowest scores, along with the two
average score statistics for the last leg, results which can also
be pr inted out by pressing "P".
Pressing any other  key whilst on the main results table will

start the next game, wi th the computer  automatically calculat •
trig who is to throw first and prompting them to enter their
score.



, E S ( s ) , G 5 c . / . e S ( e ) , I $ ( 8 ) , J S ( i ) , K S c i e l
DM 2 0  D I M  C C 1 0 1 , E C 1 8 1 , I ( 1 0 ) , J ( 1 0 ) , H ( 1 0 ) , M

( 1 0 ) , R ( 1 0 ) , 1 . 1 ( 1 0 ) , X ( 1 0 ) , 5 E 1 ( I 0 )
LIG 3 0  G R A P H I C S  8 : S E T C O L O R  2 , 0 , 0 : C O L O R  I
EC  4 0  P O K E  1 6 , 6 4 : P O K E  5 3 7 1 4 , 6 4 : P O K E  7 5 2 , 1
L E 5 0  ?  "  A D V A N C E D  D A R T S  C A L C U L A T O R "
HR 6 8  7  :
7  "  
1
3
Y  
R I
C H
A R
D  
W
E L
S
H .
" ;

0 2  7 0  G O S U B  1 4 2 0
PO 9 0  G O SU I S  2 2 3 0
IN' 1 0 0  G R A P H I C S  0 : S E T C O L O R  2 , 0 , 0
NR 1 1 0  P O K E  7 5 2 , 1 : P = 0 : 0 = 0 ; 5 = 1 9 1 L = 0 : G = 1 0 0 :

T = 0 :0 = 0 :G A M E m 0 t T 1 t = 0 :P O K E  1 6 , 6 4 : P O K E  5 3
7 7 4 , 6 4

RO 1 1 5  R E M  L I N E  1 2 0  U S E  H E O N W O N  ( S C  C T R L
T AO ,  O E1 'JO W0 g  E S C  S H I F T  T A D  A N D
( S C  C T R L  •

Fl  1 2 8  ?  "
C  
0  
O  
U
O

0#444“
X J  1 4 6  G O S U O  1 7 7 0
I L  1 5 0  T R A P  1 1 0 0
MM 1 6 0  G O S U B  1 8 4 0
RH 1 . 7 0  ?  " N W
cm 1 8 0  G O S U D  2 1 0 0
OE 1 9 0  0 7 . 1 4 1
XR 2 0 0  P O S I T I O N  1 7 , 0 : 7  0 S c l . 8 e c e - t ' , e u e 2 ;

: P O S I T I O N  1 0 , 2 : ?  "  Y O U R  S C O R E  I S  • • ; C C 8

VW 2 1 8  I F  C ( 1 1 ) ( 1 7 1  T H E N  G O S U B  2 3 0 0

NZ  2 2 6  T R A P  1 8 7 6 : P O S I T I O N  1 1 1 , 4 : ?  -
W H A T  D I•  Y O U  S C O R E  - ;
I C  2 3 8  I F  C ( 8 ) ( 1 0 8  T H E M  P O S I T I O N  2 9 , 4 ; ?

8 4 4 . . ;
KM  2 4 8  I N P U T  D
HZ 2 4 5  R E M  L I N E  2 5 0  U S E  E S C  C T R L  2 ,  A N D

B10100W04 C T R L  D E L E T E  1 1 K S P
Hw 2 5 0  I t  0 > 1 8 0  O R  0 ( 8  T H E O  P O S I T I O N  2 9 , 4

• •
O
U
L
L
I
K
I
L
L
r ;
:
G
O
T
O  
2
4
6

BM 2 7 0  I F  C C 8 1 - 0 < 0  O R  C ( 0 ) - 1 ) = 1  T H E M  '  : • • •
SOR R Y Y O U ' V E  O U S T  " F O R

DE L = 1  T O  5 0 0 : N E X T  D E L : G O T O  3 5 5
1 0  '

WC W O O  I F  O ( D  T H E M  0 7 . D : F S = A 5 C 1 4 . 0 * ( 0
-
1 ) , 8
4 4

11)
SA 2 9 0  I F  c ( e ) > t e e  T H E N  G O S U O  2 0 2 0
WF 3 0 0  I F  C ( 1 1 1 ( 1 0 0  T H E N  G O S U O  2 0 7 0
OL 3 1 8  I F  e ( e ) < 0  T H E N  1 1 ( 8 ) = D
C P 3 2 0  I F  1 ( 8 ) ( D  T H E N  I ( B ) = 1 )
MC 3 3 0  C ( B ) C ( U )
-
0
wm 34e u(e )=ute34 .e
XY 3 5 0  I F  C ( 8 ) = 4 1  T H E N  G O T O  4 2 8
PD 3 5 1  G O T O  3 6 0
UO 1 5 5  I F  C ( 1 3 ) > 1 0 0  T H E N  X ( 8 1 .
-
1
-
X ( 0 1 . 1

LC 3 6 8  1 1 ( 0 ) = 6 ; ( 8 ) + 3
MN 3 7 0  0 = 0
4
1
RR 3 8 0  I F  D ) A  T H E N  1 1 =1
PS 3 9 0  7  " 8 "
R I  4 0 0  G O S U O  2 1 6 8
L V 4 1 0  G O T O  2 0 0
AA 4 2 0  P O S I T I O N  1 , 2 2 : 7  - H e w  M AN Y  D A R T ' .  D I

D Y O U  F I N I S H  I N  " ;
TN  4 3 8  G O S U O  2 2 3 0
EX 4 4 0  I F  2 6 4 9  O R  M I  T H E M  P O S I T I O N  3 5 , 2

2
7  
”
e
•
:
G
O
T
O  
4
2
0

F L  4 5 0  R ( 0 ) 7 R ( 0 ) 4 2 - 4 0 :
7  " 8 "HT 4 6 0  POKE 8 2 , 0
114 4 7 0  P O S I T I O N  e
o
e :
,  /

CS 1 P E N
FR 2 R EM  n AD VAN C ED  D A R T S C AL C U AL T O R u
O f 3 R EM  n b y  R i c h a r d W e l s h
SF 4 R EM  n
OM 5 R EM  n MEW A T A R /  U S E R -  A P R  1 9 9 3 n
C X 6 R EM
NM 1 R EM
ve l e DI N A S ( 8 e ) , e S ( e ) . c $ C 1 1 ) , e 5 ( e ) , ( S ( 8 )

D A R T S
C A L C U L A T O R

UU 4 8 0  ?  " A  W I N N E R  O F  T H E  G A M E
11":

N X 4 9 0  7  " I \
- / I
•
' ;

y v  5 0 0  '  " I /  I 1
N
1
/
4
1
"
;

AO s i e  ?  -11  i m a m o m e l
E S T  I I " ;

U P 5 2 8  7  " I I  1

OC 1 1 " ;530 ?  " I l F i n i s h i n g  s c or e  1
I I " ;

LPL; 5 4 0  ?  " 1 1  1
II

ZD 5 5 0  7  " I I H i - s c o r e
.
1 0  l e g  
1
u z  5 6 8  ?  1  1

KIK 5 7 8  ?  " I I  L o w e s t  s c o r e  I  1
I I
-
;

WO 5 8 0  ?

fi " ;
I J  5 , 0  ?  . . 1 1  A v e r a g e  s c o r e

1 1 ”;
U0  6 0 0  ?  " 1 1

GE 6 1 0  ?  " I I  T r u e  a v e r a g e

VS 6 2 0  ?  " 1 1  1
11";

DR 6 3 0  7  " I 1 N u m b e r  o f  d a r t s  I
I I " ;

O f  6 4 0  7  " I I  t o  c h e c k  o u t
I I " ;

XV 6 5 0  7  " I \

DC 6 6 0  ?

;
SK 6 7 0  ?  P R E S S  ' I
,  F O R  a  
H A R D  
C O

P Y 1 " ;
I R  b e e  ?  1  ' X '  F O R  I N D I V I D U A L  D A T

A
KG 6 9 0  ?  "  I  A N Y  O T H E R  K E Y  T O  C O N T I N

UE " ;
RH 7 0 0  "

T Z  7 1 0  I F  P ( D  T H E N  P = D : E S = A S ( 1 . 8 0 1 ( 1 1 - 1 ) , 8 0
8 )

I N  7 2 0  I F  5 4 R ( 8 )  T H E M  S = 1 1 ( 1 1 ) :G 5 . 7 . 4 $ ( 1
4
0
1 6
( 8

-
1
)
.
0
*
(
1
)

C I  7 3 0  I F  V ( I 1 ( 8 ) 4 4 3 f R ( 0 )  T H E N  6 .7 .U ( 0 ) * 3 1 R ( 1 1
) : 1 5 = A 5 ( 1 4 - 8 0 ( 1 1 - 1 ) . 8 * 8 )

L X  7 4 8  I F  1 ) ) 1 4 1 0  T H E N  G O S U O  2 0 7 0
F e  7 5 0  P O S I T I O N  2 6 . 1 ;
7  
A S C 1 4 8 R C D - 1 )
, 8 1 4 8 ;

OD 7 6 0  P O S I T I O N  2 1 , 6 :
7  DMS 7 7 8  P O S I T I O N  2 6 , 6 ?  P
GL 7 8 8  P O S I T I O N  3 0 , 6 :
7  E SGS 7 / 0  P O S I T I O N  2 1 , 8 : 7  I ( 1 3 )
P I  8 8 0  P O S I T I O N  2 6 , 1 1 :
7  0I I I  8 1 0  P O S I T I O N  3 0 , 0 :
7  E ST V 8 2 0  P O S I T I O N  2 1 . 1 0 :
7  ( ( D )ST  6 3 0  P O S I T I O N  2 6 , 1 0 :
7  GI f  8 4 0  P O S I T I O N  3 0 . 1 . 0 : ?  D S
VZ  0 5 0  P O S I T I O N  2 1 , 1 2 ; ?  I N I C M C O I / x ( 0 ) . 8 . 5

CT 8 6 0  P O S I T I O N  2 6 . 1 2 :
7  I N T ( T 4 0 . 5 )YE 8 7 0  P O S I T I O N  3 0 , 1 2 : 7  M S
T X 0 8 6  P O S I T I O N  2 1 , I 4 : *  I N T ( 3 * U ( 0 ) / R C H ) 4 0

. 5 )

G J O S O  P O S I T I O N  2 6 , 1 4 ; ?  I N I C V + 0 . 5 )
Z Y 9 0 8  P O S I T I O N  3 6 , 1 4 : 7  I S
I Y  9 1 8  P O S I T I O N  2 1 , 1 5 ; ?  1 1 ( 0 )
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D A R T S
C A L C U L A T O R

HA 9 7 0  P O S I T I O N  2 6 , 1 6 : 7  5
C I  9 3 0  P O S I T I O N  3 8 . 1 6 : 7  G $ ;
T 0  9 4 0  G O S U B  2 2 3 0
RA 9 5 0  I F  2 7 7 3  T H E N  G O S U B  1 2 7 0 : G O T O  4 6 0
JG  9 6 0  I f  1 7 8 0  I A E A  G O S U B  1 1 1 0 : G O T O  4 6 0
SK 9 1 0  P O K E  8 2 . 2 : 0 = 8
H P 9 0 0  I F  G A M E 7 2  T H E N  J ( 6 ) = J C 1 1 1 . 1 .
Z I  9 / 0  I F  G A M E = 1  T H E N  G O S U B  2 2 6 0
ET  1 8 0 0  F O R  E = 1  T O  A
NG 1 0 1 0  I ( F ) = 0 : C ( F ) = 5 0 1 : R C F ) = 0 : E ( E ) = 1 8 0

: 1 1 1 1
-
1 7 0 : 0
( E ) 7 0
: X C F )
= 0

DO 1 0 2 0  N E X T  E
MC 1 0 3 0  L = 1 . . 1
S I  1 8 4 e  I F  L A  T H E N  1 = 0
ON 1 0 5 0  G O T O  1 / 0
5.4 1 8 6 0  R E M  R I E M M 5 1 7 . 1 1
-
4 7 1 1
-
4 1
-
C T M E 1 4 4 1 A

ZU 1 8 7 0  P O S I T I O N  3 0 , 4 : 7
GB 1 0 8 8  P O S I T I O N  2 , 6 : 7

M A M M A
PC 1 0 9 0  G O T O  7 7 0

MS 1 1 0 0  7  : ?  " K W " : ?  : ?  : 7  "  F L I A Z V I A U D I S U M
TER  A L O E

AC 1 3 2 0

I .

TO 1 3 3 0

1
:
G
O
T
O  
1
5
0

PR .U T  0  P .  I T S

PL  A S  • E
-  N T  
R

SC 1 1 1 0  R E M
PC 1 1 2 0  T R A P  1 2 6 0
KT  1 1 3 8  O P E N  1 1 1 , 8 , 6 , " P : "
PA 1 1 4 0  P R I N T  M I : P R I N T  M I
A7  1 1 5 0  F O R  V 1 = 0  T O  1 9
PV 1 1 6 8  P R I N T  1 1 1 1 " . • ;
FD 1 1 7 0  F O R  X I = 0  T O  3 9
AN 1 1 8 0  L O C A T E  M I , Y 1 , C M A R
OF 1 1 9 0  I F  C H 4 R > 1 2 2  O P  C H A R M  T N E N  C

H AR =4 2
X0  1 7 0 0  P R I N T  A l : C A R S ( E H A R ) , :
J J  1 2 1 0  N E X T  X I
MA 1 2 2 0  P R I N T  M I
TH 1 2 3 0  N E X T  V I
HZ 1 2 4 0  C L O S E  A l
AS 1 2 5 0  R E T U R N
GG 1 7 6 0  P 0 5 1 1 1 0 0  8 , 2 1 :
7

INERRO 5 R I N I

MMEEMINUMEN " : F O R  D E L L  T O  3 0 0 : N E X T  D E
L :G O T O  1 2 4 0

U V 1 2 7 8  R E M
FU  1 2 8 0  F O R  F = I  T O  A
FT 1 2 9 0  P O S I T I O N  5 , 1 : 7  " N A M E  O F  P L A Y E R

-  " ; 4 S C 1 + 8 * C F - 1 2 , 1 1 * F ) ; "
AG I s o m  P O S I T I O N  1 0 , 3 ! ?  "  " : P O S I T I O N  1 5

I N D I V I D U A L  R E S U L T S  A
- ,  S

1 S T A T I S T I C S " : P O S I T I O N  1 8
I I  I I

P O S I T I O N  2 , 6 : 7  "
1 " : P O S I T I O N  1 8 . 7 :
7

P O S I T I O N  1 8 . 8 : 7  "  1
" : I ( E ) : P O S I T I O N 1 0 , 9 7 "

P O S I T I O N  1 0 , 1 0 :
7  "" . E ( E ) : P O S I T I O N 1 8 , 1 1 : 7

ve  1 3 4 0  P O S I T I O N  1 8 , 1 2 : 7  "
" : I N T E M C F 1 / X ( F ) . 0 . 5 ) : P O

S I T I O N  1 8 . 1 3 7
KO 1 3 5 0  P O S I T I O N  1 8 , 1 4 : 7  "

1 - 1 - 1 - 4 4 4  " ) / A T C 3 A U C F ) / 0 1 f 1 + 0 . 5 1 :
P O S I T I O N  1 0 , 1 5 :
7  "  "T J  1 3 6 0  P O S I T I O N  2 . 1 6 : 7  "

1 " : P O S I T I O N  2 , 1 7 :
?

JF  1 3 7 0  P O S I T I O N  1 8 , 1 8 : 7  -  -
: P O S I T I O N  8, 2 1 : ?  " I I
E V  1 3 8 0  G O S U B  2 2 3 0 : I F  Z = 8 0  T H E N  G O S U B  1

1 1 0 ;G O T O  1 2 9 0
EP 1 3 9 0  N E X T  1 -
All 1 4 0 0  R E T U R N
CC 1 4 1 0  R E M  W U R A M A D A A

t G  1 4 2 0  F O R  0 = 0  T O  2
VD 1 4 3 0  0 7 8 1 1  1 7 : C = 2 5 : D = 1 4
JF  1 4 4 0  R E S T O R E  1 5 4 0 + t 1 0 1 1 A ) : p L O T  1 1 , c + ( o

$ 5 0 )
KR 1 4 5 0  F O R  x = 1  T O  D
NV 1 4 6 0  R E A D  F , F : D R A W T O  E . F 4 1 0 1 1 5 0 1
JV  1 4 7 0  N E X T  X
LG 1 4 0 0  P L O T  2 4 , 2 5 4 ( 0 0 5 0 ) : 0 0 A W T O  9 0 , 7 5
4 ( O AS O )
WU 1 4 9 6  A = A 4 1 : I F  A = 3  T H E N  G O S U B  1 5 8 0 : G O

TO 1 5 2 0
EC  1 5 0 0  I F  0 . 7 1  T H E N  0 = 2 4 : C 2 1 : D = 9 : G O T O

1 4 4 0
LD 1 5 1 0  I F  4 = 2  T H E N  C = 2 1 : G O T O  1 4 4 0
I P  1 5 2 8  N E X T  0
AS 1 5 3 0  R E T U R N
RG 1 5 4 0  D A T A  2 1 , 2 1 . 1 2 3 . 2 1 . 1 4 4 , 1 7 , 2 0 7 . 1 7 .
2 2 2 . 1 9

#
2 3 1 ,
2 3 , 2
9 0 , 2
5 , 2 3
1 , 2 7 .
2 2
2 , 3
1
,
2 8 7
.

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

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

ON 1 5 7 0  R E M  I M I I M 5 TI M M I N1 I M I TW I S AW 1 Al l a t t l
EP 1 5 8 0  X = 1 3 5 P : y
-
2 5
4 ,
( 0
8 -
5 0 )

NO 1 5 0 5  R E M X A N D  V  A R E  T H E  T E X T
C O
-
O R
D I
N A
T E

G I  1 5 9 0  I f  0 = 0  T H E N  K S  7 " P R E S S  A N Y "
ON 1 5 0 0  I F  0 = 1  T H E N  K $ = "  K E Y  T O  "
KV 1 6 1 0  I F  0 = 2  T H E N  K 5 7 "  C O N T I N U E
JO 1 6 2 0  P = P E E K ( 0 8 ) + 2 5 6
1 1
P E E K ( 8 1 ) : D = C X /
8
/
4 1 1

Y
-
4
1
0
4
0

VC 1 6 3 0  L = P + 1 )
WV 1 6 4 0  F O R  C H A R = I  T O  1 0
V I  1 6 5 0  J S
-
K S ( C H A
R , C H A R
) : A = A S C
( J S )

OM 1 6 4 3 8  I F  0 ) 1 2 7  T H E N  4 = A
-
I 2 8
E 0  1 6 7 0  I F  1 0 3 1  A N D  A ( 9 6  T H E N  A = 4 - 3 2 : 6 0

TO 1 6 / 0
GN 1 6 0 0  I F  4 < 3 2  T H E N  4 = 4 + 5 4
VD 1 6 9 0  C = 5 7 3 4 4
4
4 :
8
8

I U  1 7 8 0  F O R  B Y T E = 0  T O  7
CO 1 7 1 0  P O K E  L . B Y T E 0 4 0 . P E E K ( C s B Y T E )
H I  1 7 2 0  N E X T  B Y T E
AC 1 7 3 0  L = 1 . . 1
I V  1 7 4 0  N E X T  C H A R
BC 1 7 5 0  R E T U R N
0 0  1 7 6 0  R E M
MU 1 7 7 0  P O S I T I O N  3 , 1 2 : 7  " W H A T  G A M E  F O R M A T

DO Y O U  M A R T  T O  U S E " : P O S I T I O N  -
( I )  L E G S  A N D  S E T S "

Z A 1 7 8 0  P O S I T I O N  8 , 1 6 :
7  " ( 2 )  
N U M B E R  
O f  
( . 1 1

M ES W O N '
BA 1 7 9 0  G O S U B  2 2 3 0
KY 1 8 0 0  I F  2 ( 4 9  O R  1 ) 5 0  T H E N  7  " W I N
-
: G O T 0

1 7 7 0
L A 1 8 1 0  G A M E = Z
-
4 8 : 7  " 1 1 "
AV 1 8 2 0  R E 1 U R N
GA 1 8 3 0  R E M

T YPE O F  G A M  C H O S  N

• N A M E  A N D  W H O
THR • WS PS

OR 1 8 4 0  P O S I T I O N  2 , 1 : 7  -  H O W  M AN Y  P L A Y E R S
AR E T H E R E  " : P O S I T I O N  3 1 , 1 : 7  " 1 . +
1 1
1 : I N

PU T A
MW 1 8 5 0  I f  0 ) 1 0  T H E N  G O T O  1 1 6 8
AG 1 8 6 0  a s c l ) .
-
v
,  
" : D S ( 0 *
D ) . "  .
: D S (
Z ) = D
S

E0  1 8 1 0  F O R  B = I  T O  A
L i  1 8 8 0  P O S I T I O N  2 8 , 3 :
7  
" E L I E U U M U L I " : P o
s

I T I O N  4 , 3 : 7  " E N T E R  N A M E  O F  P L A Y E R  “ : 1 ) ;
" ; : I N P U T  O S

DU 1 8 9 0  A S ( 1 + 8 1 * ( 8 - 1 ) , 0
1 1
6 ) = B I : c (
0
)
- 5 0
I : H

( 8 ) = 0 : 1 ( 8 ) = 0 : J ( 8 ) = 0 : R C O ) = 0 : E ( B ) = 1
8 0
: M C

6 ) - 0 : 1 1 ( 0 ) = 0 : 1 4 1 8 ) - 0 : S E I C B ) =
0ON 1 / 8 0  P O S I T I O N  8 , 1 0

1
8 :
7  A S ( 1
. 1 .
8 * ( 8
-
1 ) ,

8118)
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C L 1 1 1 8  N E X T
CH 1 1 2 8  P O S I T I O N  3 , 1 :
9  " " : I F  4 ;7 1  T H E N  L O R E

TURN

AD  1 9 3 0  P O S I T I O N  2 , 3 : ?  " E N T E R  T H E  P L A Y E R
WHO W I L L  T H R O W  F I R S T " : ?  : ?  "  P R E S S  O M
WHU T O  M O V E  D O W N  A  R O W  "

XV 1 9 4 0  7  "  A N D  M E M  T O  S E L E C T  T H E
P L A Y E R "

RE 1 9 5 0  I F  L A  T H E N  1 . 8 : T H = 8

PM I 9 6 8  F O R  0 0 = 1  T O  6 : L O C A T E  7 4 0 0 , 1 1 4 1 , 8 6
: 0 6 = 8 8 4 1 2 6 : P O S I T I O N  7 4 0 0 , 1 1 4 1 : 1  C H R S ( 1 3

114):11FMT A A
WV 1 1 7 0  F O R  D E L L  T O  3 8 :1 4 E X T  D E L
DR 1 9 8 0  I F  P E E K ( 5 3 2 7 9 ) = 5  T H E N  P O S I T I O N  8 ,

A S ( 1 4 . 0 0 1 _ 1 1 * ( 1 . 1 ) 2 : 1 = 1 . 4 1 : T H = 1 : 6 0
TO 1.1050

ZN 1 1 1 8  I F  P E E K ( 5 3 2 7 9 ) z 6  T H E N  R E T U R N
UT 2 0 8 0  G O T O  1 9 8 0
MS 2 0 1 0  R E M C H EC K L O W E S T  S C O P E  • 1 4 .

I n i TTNE M ZI E W I TI TFI KAI l l g i r fl A
PH  2 8 2 0  I F  t t O ) > o  T H E N  E ( 8 )
-
0
U K 2 0 3 0  I F  G > E ( 8 )  T H E N  G =E 1 8 1 :0 5 L ' AS 1 1 4 8 1 1 . (

1 1
-
1 )
.
0 *
1 1
1

GO 2 0 4 0  M ( 8 ) m M 1 1 5 1 4 . 0 : ) 1 ( 8 )
,
X 1 8 1 4 . 1
AP 2 0 5 0  R E T U R N
FR 2 8 6 0  R E M
801 2 0 7 8  I F  T ( M ( 1 1 1 ) 0 9 4 ( 8 )  T H E N  T = M ( 0 ) / X ( 0 ) : H

6
,
A
5
(
1
4
8
0
1
8
-
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m
0
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AY 2 0 6 8  R E T U R N
AE 2 0 9 0  R E M
E I  2 1 0 0  P O S I T I O N  2 , 8 : 9

E0  2 1 1 0  9  N A M E  ' S C O R E !  H I G H  1  H I G H  11
G A M E S , "

W1 2 1 2 8  I F  G A M E = 1  T H E N  P O S I T I O N  3 2 , 9 : *
1  -
5

E I S

MG 2 1 3 0  ?  " 1  M 0 T C H I  L E G  I
I
"UK 2 1 4 0  I F  G6 1 4 1 E=1  T H E N  P O S I T I O N  3 2 , 1 0 :

7 L E G S "
YZ 2 1 5 0  ?  1

r o  2 1 6 0  F O R  F = 1  T O  A

TB 2 1 7 8  P O S I T I O N  2 , 1 1 4 F : 1  " 4 " T A $ 4 1 4 8 o c u
-
1
)
,
8
*
F
)
;
"
1  
"
:
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(
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)
)
"
2
1  
"
;
H
C
F
)
;
1  
-
;

I C F 1 2 "2 1  " 2 . 2 ( F ) )
. 0
2 1 " )

WM 2 1 8 0  I F  C A M E = 1  T H E N  ?  "   4 1
,
4 - 4 - " v 5

E T I E ) ; ” 2
4 . 4 - -
; J ( F ) ; " 2
1 " )

EM 2 1 , 0  N E X T  E
R I  2 2 8 0  1  : ?  " ,  •

AH 2 2 1 0  R E T U R N
PH 2 2 2 0  R E M
GE 2 2 3 8  P O K E  7 6 4 , 2 5 5
UC 2 2 3 5  O P E N  U 2 . 4 , 0 , " 1 ( : " : G E T  1 1 2 , 2 :C L O S E  U

2
AD 2 2 4 0  R E T U R N
R I  2 2 5 8  R E M
L E 2 2 6 8  J C 0 1 = J ( 0 ) + 1
JO 2 2 7 0  I F  J ( 8 ) = 3  T H E N  S E T ( 0 ) = S E 1 C 8 2
-
1 1 : E 0

R F = 1  T O  i c k :J C I F 2 =0 :N E X T  F : L = T H : T H
-
z I M I :
GOSU O 2 2 8 6

BC 2 2 8 0  R E T U R N
I S  2 2 0 5  I F  T H = A  T H E N  T H = 0
CA 2 2 6 6  R E T U R N
MO 2 2 1 8  R E M
MC 2 3 0 0  R E S T O R E  2 4 1 0 :4 1 7 .4
L P 2 1 1 0  I F  C ( 8 ) ( 1 1 /  T H E N  R E S T O R E  2 4 5 8
01) 2 3 2 8  I F  C ( 0 ) ( 1 8 4  T H E N  R E S T O R E  2 5 1 0
N i  2 3 3 0  I F  C ( 8 ) ( 6 8  T H E N  R E S T O R E  2 5 6 0
UG 2 3 4 0  / F  C ( 8 ) ( 2 8  T H E N  R E S T O R E  2 % 9 0
RM 2 1 5 0  R E A D  0 . C S

SC OR E T A B L E

WORK O U T  S E T S

D AR T S F I N I S H E S

D A R T S
C A L C U L A T O R

EL  2 3 6 0  I F  C ( B ) 0  T H E N  P O S I T I O N  " 1

I N I S H  : " ; C S : N
-
1 6 3

F S 2 3 7 0  I F  C ( 0 ) > 0  T H E N  N z I 6 3
•  2 3 8 0  N =4 1 4 1
i l l  2 3 9 0  I f  N . 1 6 4  T H I N  R E T U R N
RE 2 4 0 0  G O T O  2 3 5 0
D V 7 4 1 0  D A T A  1 7 0 , 1 7 0  1 2 8  5 8 , 1 6 7 , 1 2 0  1 1 9

0 , 1 0 4 , 1 7 0  1 1 8  5 0 , 1 6 1 , 1 2 0  1 1 7  5 8 , 1 6 8 , 1 7
O 1 2 0  0 2 0 , 1 5 8 . 1 2 0  1 2 0  0 1 9

✓J  2 4 2 0  D A T A  1 5 7 , 1 2 8  1 1 9  0 2 0 , 1 5 6 , 2 2 0  1 2 0
0 1 0 , 1 5 5 , 1 7 9  1 1 9  0 1 9 , 1 5 4 , 1 2 0  T 1 8  0 2 0 , 1 5
3 , 1 2 0  T 1 1  0 1 8 , 1 5 2 , 2 2 0  7 2 0  0 1 6

OU 2 4 3 0  D A T A  1 5 1 , 1 2 0  2 1 7  D 1 7 , 1 5 0 , 2 2 0  1 1 8
O1 8 , 1 4 9 , 1 2 0  2 1 9  0 1 6 . 1 4 8 , 2 2 0  1 1 6  0 7 0 . 1 4
7 , 1 2 0  1 1 7  0 1 8 . 1 4 6 , 1 1 2 0  1 1 8  0 1 6

KK 2 4 4 0  D A T A  1 4 5 , 1 2 0  1 1 5  D 2 0 ,
1 4
4 , 1 1
0  I z o

D 1 2 , 1 4 3 , 1 2 8  1 1 2  0 1 6 , 1 4 2 , 1 2 0  1 1 4  0 2 0 , 1 4
1 , 1 2 0  T I  0 1 2 , 1 4 0 . 2 2 8  2 2 8  D I O

P8  2 4 5 0  D A T A  1 3 9 , 1 7 0  7 1 3  0 7 8 . 1 4 8 . 1 2 0  T I O
O1 2 , 1 3 7 . 2 1 1  1 1 6  0 1 6 . 1 3 6 , 2 2 0  T 2 0  0 8 , 1 3 5
, T 2 0  1 1 5  0 1 5 , 1 3 4 , 1 2 0  1 1 4  0 1 6

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

EG 2 4 7 0  D A T A  1 2 7 , 1 2 0  2 1 7  0 6 , 1 2 6 , 1 1 /  T 1 1  D
1 6 , 1 2 5 , 1 2 0  1 1 1  0 4 , 1 2 4 , 1 2 8  1 1 6  8 6 . 1 2 3 , 1
2 0  1 1 3  0 1 2 , 1 2 2 . 1 1 8  1 1 8  0 1 6

I P  2 4 8 0  D A T A  1 2 1 , 2 1 9  2 1 6  0 8 , 1 2 0 . 1 2 0  2 0  0 2
0 . 1 1 9 , 1 7 0  1 1  0 2 8 , 1 1 8 , 1 2 0  1 8  0 2 0 , 1 1 7 , 1 1
9 7 0  0 7 0 , 1 1 6 , 1 2 0  2 8  0 1 8

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

O J 2 5 0 0  D A T A  1 0 9 , 1 2 8  1 7  0 1 6 , 1 0 8 , 2 2 0  1 6  D I

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

J5  2 5 1 0  D A T A  1 0 3 , 1 1 7  2 0  0 1 6 , 1 0 7 , 1 2 0  1 0  D I
6 , 1 8 1 , 1 1 7  1 0  0 2 8 . 1 0 8 , 1 2 8  0 2 0 , 9 9 , 2 1 9  1 8

O1 6 , 9 8 , 1 2 0  0 1 9 , 5 7 , 1 1 9  0 2 0
Me 2 5 2 0  D A T A  9 6 , 1 2 8  D 1 8 , 9 5 , 1 1 9  0 1 9 . 9 4 , 1 1 8

0 7 0 , 9 1 , 1 1 9  0 1 8 , 1 2 . 2 2 0  0 1 6 . 9 1 , 2 1 2  0 2 0 ,
/ 0 , 1 ' 1 8  0 1 8 , 0 9 , 1 1 9  0 1 6 , 0 0 , 2 1 6  0 7 0

•  2 5 1 8  D A T A  0 7 , 1 1 7  0 1 8 . 8 6 , 2 1 8  D 1 6 , 8 5 , 2 1 5
O2 8 , 8 4 , 1 2 0  0 1 2 . 8 3 , 2 1 2  0 1 6 . 8 2 , 5 0  0 1 6 . 8

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

O0 , 7 5 , 1 1 3  0 1 8 , 7 4 , 1 1 4  0 1 6 , 7 3 . 1 1 1
,  0 0 , 7 2, 1 1 6  0 1 2 , 7 1 . 2 1 3  0 1 6 , 7 8 , 1 1 0  0 7 8

CG 2 5 5 0  D A T A  6 / . 2 1 1  0 1 8 , 6 8 , T 2 0  0 4 , 6 7 , 2 1 7
O8 , 6 6 , T 1 0  0 1 8 , 6 5 . 1 1 9  0 4 , 6 4 , 2 1 6  0 0 , 6 3 , 1
13 0 1 2 , 6 2 , 1 1 4  0 1 0 , 6 1 , 1 1 5  D 8

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

F Z  2 5 7 0  D A T A  5 0 , 1 0  0 1 6 , 4 9 . 1 2  0 1 6 , 4 8 . 1 0  D I
6 , 4 7 , 1 5  1 1 1 6 . 4 6 . 1 4  0 1 6 , 4 5 , 1 3  0 1 6 , 4 4 , 1 2
0 1 6 . 4 3 , 1 1  0 1 6 , 4 2 , 1 0  0 1 6 , 4 1 , 9  0 1 6

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

O1 6 . 3 6 . 0 1 8 . 3 5 , 3  0 1 6 , 3 4 , 0 1 7 . 3 3 , 1  0 1 6 , 3 2
, 0 1 6 , 3 1 , 1 5  0 8 , 3 8 , 0 1 5 , 2 / , 1 3  D O

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

DR 2 6 8 0  D A T A  1 5 , 7  0 4 , 1 4 , 0 7 , 1 3 , 5  0 4 . 1 2 , 0 6 ,
1 1 , 3  0 4 , 1 0 , 0 5 . 1 , 1  0 4 , 8 , 0 4 , 7 , 3  0 2 „ 6 . 0 3 ,
5 . 1  0 2 , 4 , 0 2 . 3 . 1  0 1 , 2 , 0 1
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contact contact contact contact

FOR SALE
3-BIT SYSTEM: BOOXL, 65XE,
1050 disk drrve i needs repairs
XCl2  tape deck PR Centrorees
interlace leads. PSLLs. books.
magasines, over 50 PO disks. over
50 games on tape. socne on drsk.
Paper Clip word psooessor E150
Call Scott on 081 505 9152
(London)

II-BIT SYSTEM: Atari 400. 64k
wilr. Wee's/eller keyboard. 410 re-
corder. 810 disk drive (US Doub-
lers two joysticks 1 5 0  d isks in
lockable hokles, over 500 games
many boxed. many Atari tutor
books. magazines Inc Page  6
issues t o  59. 16 US mags and
many others. Cost over E500.
accept EI S° o.n o H . Langston tel
061 442 6049

XE SYSTEM : 130XE, 1050 dish
drive, loyst ick. a ll boxed. in  excel
lent condition YAM manuals, power
supplies. cables. Miner ROSA,
i
-
1
2
5
.  
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e
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e
.  
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:sigma) boxed software M in i
OfIce I t  Rescue on Fraclulas and
Haliblazer. E5 each. Tel Jim  on
0652 656445 after 6  pm

ADVENTURERS; Alter reading
John White's series on writing
iidventure games I  present my
srst adventure Th e  Cave" written

Turbo Basic I f  you wciald le e  a
:sess tree e l charge then please
send a disk, complete with return
postage to Mr John Foskett. 26
Sucklanct Road, Kingston-upon-
rhames. Surrey K i t  38G

8-BIT SYSTEM: Alan 410. 1010
tape deck. Graphs( AT and Micro!).
rent interfaces Ata ri Art ist with
Touch lateet, US Doubler with
Spartaclos Construction Kit  books.
magazines cassettes d isks. Te l
John on 0332 361516 after Som

VARIOUS HARDWARE; Oludata
Microlese 82A printer and Xelec el-
terface. E50 130XE and non work-
mg 130XE plus Happy 1050 and
1010, E150; BOOM. and 1050
'hardly used) with Phonemark cas-
sette. El  10. 800X1 and non work
mg 800XL with Flarnbit 1010. E313.
CompletePage  6 (issue I t o  60)
all bound o t t e rs Complete Atari
User. 2  vOIS bound o t t e rs 30+
Analogs o t t e rs Selection of soft
ware with each system and othes
software, manuals and books.
toesticks. paddles and light pen
Phone Redid!. Surrey 0737
/67390

XE SYSTEM: I  30XE. 1050 disk
drive. XC12 cassette rectorate 2
loystrcks. 20 Page 6  magazines
games disks about 70, blank d isks
about 60. 1050 and Atari 130XL
owners manual, 30 games cassel
tes Will se ll everything for E250
Buyer to  collect. Write to M . G E
Dixon. 46 Stanley Road, Scun
thorpe. DNI S SAO or phone 0724
86867

XL SYSTEM : Must sell due to un-
employment 2 5 6 k XL (Rev. Gl.
E45 in t  postage (have 4 to get rid
of) Also  I  Meg plus XE,  £70 one
postage have  2 to sell) 1010  cas.
setts. deck. E17 Inc, postage. Al)
exceltent condition 5 0  Cassettes
lapprox 1, E35 isc 2 0  d isk games
(approx ). E30 Inc Al l  software on-
gnat Contact Mark on 075.
1344650

THE COMPLETE KIT: Alan 800XL
and 130XE, 1050 disk drive steh
Happy Chip. Touch Tablet. 30
disks full of games 1 5  cliskS 01
Adventures loads of utility d isks
and Page 6 Disks. magazines
Page 6  ro  3  to 53 and a  few Atari
User Bo o ks Mapping the Atari.
Atari Basic Faster and Better plus
Owners manuals Hints,  t ips and
demos D isk boxes and joyst icks.
Otters around E300 n  f o r  this
large VGC collection Phone Tony
on 0203 670230 Buye r to remove
Coventry

MAGAZINES: AmericareCanadian
ANALOG and ANTIC magazines
for sale ANAL OG from Aug. 85 to
Jan 81 ANTIC from Jan 83 to Jan
67 Of fe rs Please contact Vic on
0602 253644

XL SYSTEM : Atari 800XL. 1050
disk drive (with Stage 2  cOnver
son) da ta  Cassette, cassette
games. 600 games ton diSkS),
magazines, leads etc. El 00 0  41.0.
Tel 021 502 2181

M A I M :  The Tyne and Wear Atari
User Group bi-monthly newsletter
and disk. Issue I  now available for
CI .50, Issue 2 out mid March at
EI.95 E l  1 for a full year's sub-
scription Newsletter contains ars
cies. reviews letters and helpful
info for a il 8-BIT owners Th e  d isk
is lu ll of games demos. utilities
Send your request to TWAUG
P 0  Bo x El Wallsend, Tyne 8
Wear N E2 B 6D0

XE SYSTEM ; 800XL 1050 disk
dnve. 1010 tape deck. Touch t a b
let and Alan Artist software Ba r
gain at E110 o n o  Phone Peter
0203 691392

TAPE SYSTEM: Atari 65XE with
XC12 eataLiOrder plus 3 lossecks,
le  Page 6 magazines. over E150
worth of games Ot ters Ca ll David
Fare on 0492 596109

VARIOUS: e0OXL. 65XE. 1010
data recorder. 410 data recorder
working but no power pack. two
foysticks 8 2 2  printer with 2 ro lls of
paper, ROMs, tapes, books and
leads N o  settle Buyer collects or
pays postage. E100 the lot Te l
0304 612716 (Sandmen)

VARIOUS: 800XL (needs transfor-
mer) 1010  d isk drive plus R V
portable, E100 o  P A G S  6
Issue 7  to 60, £50. Page 6  Issue
disks 28 to 60 E30  Leaderboard
Alan Smash Hits 1, Red Rat 4 star
compilation Transdisk IV, E4 each
Various other d isks Buyer
- c o l l e c t s .Ring Dublin 8484300

HARDWARE; 800XL for sale E30 :
1010 cassene recorder. E10. 2
Alan loyst icks. E8 or E3 each Al l
with leads but all unboxed On e
leystick is slightly faulty but It
Wnle to Nicky Bason 209b Ha r
lesden Road. Willesden. London
NV11
1
0 
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D  
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GAME SYSTEM: Atari XE console
with keyboard and light cptin leads.
power supply, instruction book with
ROM cartridges Tennis. Caverns
of Mars Joust, Donkey Kesel. De-
fender Bu g  Hunt E4 5  Te ll 0827
285748

XE SYSTEM : 65XE boxed with
XC12 data recorder and loyst ick
Also 1050 d isk drive. works okay
but requires a  power pack Also
some booksmagazines and
games. E80 T n  le a d s  0512
585498

800XL DISK SYSTEM : EICOXI
,:velh upgrade and omniview 80
Chris), 2 d isk drives i l  Happy rev
7) 850  interlace, 12004- Citizen
pnnter Complete set of Atari User.
many manuals and books E500
o n e  Richard Pearson 34 ,  invur
ness Close Coventry. CV5 7NA
Tel 0201  407138

XE SYSTEM ; 130XE, XF551 and
Indus GT disk drives, Atari
SMMEI04 printer with Graphics AT
interlace. vanous software Inc,
Mini 011ice II, MAC 65 assembler
plus Mapping The Atari and Tech
fecal Reference Notes. E200 °M e
PAGE 6 magazines issue 1 to  450
complete. offers Bu ye r collects un-
less local Te l,  021 422 3052 even-
ings (Birmingham)

DISK BOX: Golding flip-top com-
plete with 10 dividers arid two
keys Ho lds up to 00 3.5 d isks
Cost E9 99, will se ll for E4.50 0 n O.
Write to A Marsh. 1 . Underhill Cot-
tages. Peene Newington. Foams
lone Ke n t  CT 1.8 88E

SWAP: BBC -
1 3
- 
c o m p u
t e r  
a n
d

Cumaria 4 0
.
8 0  
t w i n  
d i s
k  
d r i
v e .

View wosd processor on ROM.
manuals parts 1 and 2, a ll in per
ted wosking order Swa p  for
130XE p lus 1050 disk drive or sell
for CI 20. Te l 0942 896538 after
Spm

BOOKS: 35 different books for
Atari 13 txt from E2 to E9 each ins
postage To o  many to list  here but
write with S A E o r  list  M r. J
Stall, 22 Gavesworth Close,
Bramhall. Stockport SK7 28EI

XE SYSTEM : 65XE. XC l2  and
1010 recorders. manuals, 50
games, 3  ROMs, 3  poysticks. less
mags Will split  E50  Write  to A
McNab, 132 o re st  Road, New
(Merlon. Newark Notts N0.22 9 0 5

PRINTERS ETC.: 1029 printer
with software. E 70, 1027 printer
with software. E55. Phonersark
cassette unit, E15, 2 old 400 com-
puters 16k, no PSL1, 800XL tautly
no PSU Of fers. Over 150 original
cassette games. S.A E f o r  list
Contact Harry, 30 Frantield Road.
London N5 I  ULII. Te l. 081 801
2969 evenings

XE SYSTEM ; 110XE. 1050 d isk
WIVE with write protect ve tch .
games and Old ies in disk box. All
very good condition E120 o.n.o
Tel Hinckley (0455) 730696

XL SYSTEM : 800XL 1010 tape
recorder (requires power SuPOI19•
all other leads aeria l 1  loystick, 17
games on tape mesas Alan
Users. £40o n 0 X E  SYSTEM
-XC12 tape recorder, a ll leads. 2
mysacks 2 3  games t o  New Atari
Users (issues 43 5 2 1 . Atari
Adventures book, little used and in
excellent condition, E65 o n  o Also
Atari 2600 games console very
old, no aerial n o  power supply
Many games hence E15 o  n o
Contact Paul on 1,0407) 810184
Anglesey. Alter 7 pm

VARIOUS: 65XE. 130XE. 1050
with software. XC l2  (turbo) with
Rambit software. 50 cassette on
ginaks, 17 ROMs log d e la i l s
.
o l t e r S
vette to Attab AS. 77. Grasmere
Avenue, Slough Be rks SL ?  5JE
Items sold separately

SYSTEM 3  SOFTWARE! 65XE
upgraded to 130XE. 1050 d isk
drive, all leads and power' packs.
lOySlice and d isks with games on.
E125 plus postage D isks - Rescue
on Fractulas Sp y Hunter, Aztec,
Axis Assassin, Fighter Pilot Sp y
versus Spy. Tomahawk Th e
Gnomes. Crumbles Crisis, Beer
Belly Burl at E3 each plus postage
Games on tape D a r t s 180  Th e
Pay Oft, Stratosphere, Apocalypse
Elektraglide. The Goomes at E2
each plus postage J . Serie:San. 10
Ballot Hill CresCent, Bilsborrcse. Nr
Preston, Lams, PR3 ORX. Tel
0995 40128

XE SYSTEM : 130XE with 1050
drive. 1010 tape deck. loyslick etc
E120 o n  o Also  loads of games
and utilit ies on d isk from 50p each
Send s  ae . for list  John . Station
Farm. Elmham, Dereharn. NR20
5HH Te l. 0362 668245

XL SYSTEM : 800XL all Chips
SOcketted, ideal for RAM upgrade
Omnimon and internal Centronics
printer board lifted 1050  disk dnvs
with Happy (Laser) upgrade. On
goal packing E170 101 0625
420782

XL SYSTEM : 800XL with disk
drive, primes data recorder, corn.
We s  lockable d isk box with loads
ot d isks. (eystick, printer paper.
toads of Atari User mags Ideal for
word processing Ot te rs please
Tel 021 354 5613 (Birmingham)

WANTED
EXCHANGE: WjIlinp to swap an
excellent Condition XM301 modem
for the TanTalit or any other e m s .
Write to Nir Darey. P C  B 6002.
Acco Israe l 3720

SPANISH; Heil]  is needed from an
Alan samaritan. EnglistsSpanish
tutorialS required on d isk for either
Me XUXE or ST systems. Please
drop me a line if  you Can help.
Charles Smith. 93  Preachers Lane,
St. Ebbe's Oxford, OXI  I  AT

TAR1TALK: TanTalk 8-bit to 16 bit
lead wanted So I can transfer my
files loan  S rE Writ e  to Chas
Smith 9 3  Preachers Lane, St
Ebbe s Oxford OX1  1RT

XE WANTED; Atari 130XE wo rk
mg bu t  power supply not essen
Sal Mart in Beswick, 115 Ingram
Road. Holbeck Leeds LS11 9RH
tel 0532 770487

STRIP POKER: Anyone got a
copy of any Strip Poker game on
tape or d isk for Alan XL.XE?
Please help. Tel Leeds 0532
585498

DR. LOGO: Documentation
manuals o  books etc , tor DR
LOGO I  believe this session 01
Logo came tree with the ST at ce i
,stage Te l. 0623 534811

RADIO SOFTWARE: Can anyone
let me ease a d isk copy of the
Hammel R I TY CW erogram that
will save the message and holding
buffers to  d isk Also  a copy of Me
result Basic and ihe book The First
Book of Machine Language by
Richard Mansfield. Please ring
Harry on 0787 493136

MAGAZINES: Wanted to °omelets
collection PAGE 6  magazines 1 to
19 inclusive, old Alan User maga
eries vol I  issues El to 12 trick(
sive. Mr. S Berry,  17 Old Pond
Road, Ashford, Kent TS,123 2 0 X
Phone daytime 0233 610014
evenings 0233-645494 ju st  name
your price

SOFTWARE: Old game wanted
Called Great American Cross
Country Road Race on d isk or ca .
sette Also  on d isk or cassette
Bounder fl y Michael A Baxter C .
Tim on e81 778 7060 alter 6pm
Mon

PENPALS/HELP
ISRAEL: 8-bit Atari programmer
looking for other serious program
mer to exchange into; t ips Write  to
Nit Darey. P 0 6 . 6002. Acre
Israel 3720

HELP: We own an 800XL aria at
XMM801 printer H a s anyone got
copy of Printshop and related
Translator d isk they are prepared
to sell es swap? P. Bramlet, 15
Parstoe Street Bundaberg,
Queensland. Australia 4670

HELP: Can anyone supply me w i
Sense instructions for the Wizard
Adventure Creator iPAGE 6  Disk
0129) as I lust  cant  work out hoe
10 use it  11 anyone can help please
write to Kevin Cooke. 36 Budde
-
i
Lane St  Thomas. Exeter. Deis°.

TRANSOISK: Has anyone made a
cs. ttie games that are not on

the Transdisk list but can still be
transferred? If you can help isiss
write to Kevin Cooke, 36 Bs
, -Lase, St  Thomas. Exeter, S,  •

QUICK!: Contact wanteid se t
lucky owners of this excellent nee
programming Language called
OUICKI to swap knowledge pros
rams, games and anything else
you can think of Write  to J
Haworth. 86  Ashlree Road. Omits,.
Leics 1 E2  5TO

CONTACT: All 8  bit COnt3CIS re
quired se rious and games users
Friendly correspondent Al l  letters
answered T im  Mason 3 4  Pers
berton House High  Level Drive
London SE26 6XW

ST HEL P: Help wanted M mat"
my new 520ST work as good
my faithful 130XE PD  such as
word processors icons and such
programs as AlanWriter and Print
Shop Contact W Digg ins. 15
Edinburgh Plaoe, Armley L e e &
L512 3 1
,
1 0  
o r  
p h
o n
e  
0
5
3
2  
7 9
6 1
1 5
3

CONTACT i s  F R E E  o f  cha rge  a n d  m a y b e  u se d  b y  a n y
genuine At a ri e nthusia st fo r conta ct ing othe r owne r, . Amy
Notice m a y be  I nclude d e xce pt those  offe ring software  only
f o r  p l a t  o r  C i e l l i t i n g t  o r  M e r l e  o f f e r i n g  i t e m s  f o r  s a l e  c o m -

me rcia lly. The  Ed ito r rese rves the  right  to  o m it  or e dit  any
notice  re ce ive d a t  h is discresion_  I f  space  is  t igh t . notice s
may be  shorte ne d end a dd r m a y  be  omit te d with  on ly
telephone numbe rs be ing publishe d.
Send yo u r  C ON TAC T n o t ice  t o  C ON TAC T,  PAG E 8 ,  P.O.

Bo x 5 4 . Sta f ford . 8T113 in f t .  Ple a se  writ e  yo u r not ice  on
a separate sheet of paper. not as part of  a letter.

FOR SALE WANTED P E N  PALS A D V I C E  HELP
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TRE ACCESSORY SHOP

FOR XL/XE

520ST TO PHILIPS 8533 MONITOR £12.95

FOR  S T

NA

XLXE 1 METRE SERIAL CABLE t 8.95 JOYSTICKNOUSE EXTENDER C 5.95
850 INTERFACE TO ST C 8.95 2 METRE CENTRONICS CABLE C 7.95
XL XE TO MONO MONITOR £4.95 3 METRE CENTRONICS CABLE E 9.95
XLXE TO SCART C 5.95 ST TO 850 INTERFACE E 8.95
XLJXE TO COMPOSITE VIDEO 3.95 ST NULL MODEM CABLE (2m.) r 8.95

2 METRE FLOPPY DISK DRIVE £15.95
GENERAL C A B LES 520ST TO PHILIPS 8533 MONITOR £12.95

REPLACEMENT JOYSTICK CABLE NA 1 0 4 0 S T
,
5 2 0 S TF
M 
T O  
S C
A R
T

£12.95
3 METRE JOYSTICK EXTENSION £4.95 M O N O

-
C O L O
U R  
S W
I T C
H  
U
N
I
T

£19.95
CENTRONICS PRINTER EXT. (1 in.) £14.95 PAIR OF MIDI LEADS £8.95
cEoloNics PRINTER EXT (2 m.) t16_95 ST TO HITACHI TV E11s95
CENTRONICS PRINTER EXT. (3 m,) C10_95 520ST TO PHILIPS 8833 Mk 2 £11.9511

ISSUE 6 1

NEW and EXCLUSIVE
ENIGMATIX!
HYPNOTIC LAND
THE TENTH ANNIVERSARY DEMO DISK
Cheek out inside front corer and page 5 for full details

PACMAN
V% hat can you sav? Surely  one ot
the all t ime arcade classics that
should be in everyone's  collec-
tion. A  game that  can be played
by adults  and c hildren alik e wit h
equal fasc ination, Very  few o f
these RO Ms  are lef t  now and
your collec t ion is  not completewithout  this  all t ime classic. Soon
it wi l l  be gone forever.

ROM CARTRIDGE

Originally 1
.
1 2 . 9 5

OUR PRICE E6.95

ARCHON
A unique battle combining CICMCIIIN
of Fantasy with the stratep of  the
chessboard. Your men represent the
forces of good and evil and when they
each occupy the same square the
board bursts into life with banshees,
goblins and sorceresses. ib i s  cast
spells, throw flames, esen take on
each other's shapes and characteris-
tics. You can play the light  or the
hark either alone or with another
player. t o t a l ly  unique game.

ROM CARTRIDGE
Originally £14.95

OUR PRICE E7.95

C A B L E S
Some cables are quite diffi cult  to fi nd 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

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

H O W  T O  O R D E R
When you receive your copy of  New Atari User you will fi nd an order form
enclosed detailing every item available this  issue s im p ly  complete and
return II, 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 lorget you can also telephone your order and pay by c redit  Card -
lust pick up that phone and dial 0785 213928 and your order will be on its
way within 24 hours

KENNEDY APPROACH
One of  the most unique s imulat ions  cyer
featuring fully  authent ic  speech synthesis
us you t ry  to c ont rol the fl ight  o f  airc raf t
into y our choice of  the airports .  A real
life s imulat ion us ing 31) graphics  this
wil l  test y our concentrat ion.  reac t ion and
common sense to the f u ll as you t ry  to
cope wit h  s low planes. fast jets  and even
Concorde in changing weather and wit h
%arious emergencies.

Originally 1'14.95
OUR PRICE E5.95 DISK ONLY

PANZER GRENADIERS
In this  exc it ing solitaire wargame
you make the decis ions for a reg-
iment o f  the elite armoured infan-
t ry  attached to the Panzer Grena-
diers. Y o u r  forces also inc lude
mortar.  art illery .  Panzer IV,
Panther and Tiger units . The Rus-
sian enemy is  direc ted hy the com-
puter whic h wi l l  fi ercely  challenge
iott with its own complement of
infantry, tanks and ant i-lank guns.
Three levels of  diffi culty ,  joys t ick
control. hi-rts  graphics.

Originally £19.95
OUR PRICE, C9_95 DISK ONLY

D U S T  C O V E R S
We st ill have many  dust  covers in stock but  due to massive
price increases in the cost of our preferred material it  is
doubt ful whether we will be able to obtain dust  covers  of the
required quality  in future. Buy now while you can.

FOR  XL/XE
6 5 X E
400
800
800XL
130XE
410 OLD Cas s et t e
410 NE W Cas s et t e
1010 Cas s et t e
) ( Ci f  Cas s et t e
XC12 Cas s et t e
810 Dis k  Dr iv e
1050 Dis k  Dr iv e
1020 Pr in t er
1027 Pr in t er
XMM801 P r i n t e r

01.17
E4.95
E4.85
SOLD 0
1
.11
SOW OJT
SOLD CUT
E3.25
E3.25
E3.25
SOLD CUT
E3.95
SOO OUT
SOLD OUT
E4.35
E5.95

FOR S T
ME G A  ST CO MP L E TE  SCAD OUT
ME G A  K E Y B O A RD S CA D OUT
1 0 4 0 S TS TE  E 4 . 9 5
520STFMI STE E 4 . 9 5
Sing le  SF Dr iv e  E 3 . 9 5
St ac k ed SF Dr iv es  £ 4 . 3 5
SM124 Mo n i t o r  E 5 . 9 5
SM125 Mo n i t o r  E 5 . 9 5
SI1/4112245 Mo n i t o r  E 5 . 9 5
S MM8 0 4  Pr in t e r  £ 5 . 9 5
PHI LI PS 8533 Mon i t o r  E5.95

Covers  for many  other Printers
and Monitors  are in stock f rom
E4.95 - please ask for details-

Most of our dust covers are of translucent (see-through) PVC with piping
to match the colour of the computer and look particularly attractive but
later stocks may be of beige colour PVC

PUBLIC DOMAIN
The Accessory Shop has the largest  and best select ion of
PUBLIC DOMAIN and SHAREWARE DISKS available for the
Atari Classic.  You will fi nd the latest updates enc losed wit h
every issue of New Atari User.  Treat yourself  to some
stunning programs  at minimal cost

New Alum User • isuie 6 I 51



G A M E S
TRIVIAL PURSUIT

MSK ONLY

The classic hoard game t rans lated to the
Atari wit h  added ques tion power.  Now you
can ans wer questions presented wit h  mus ic
and graphic s  as well as s t raight  text. An
ideal family  game or one you can play on
y our own. Ov er 21.1NMI questions and all the
mechanics of  the game taken care of  hy the
computer.  Tr iv ia  has never been so much
fun and has never been available before at
this price!

Originally El 4.95
SOLD OUT

SPEED HAWK
One of  M a ri a last  games lo r the 9-bit
can n o w be yours at budget p rice !  A
smoothly scro lling  arcade game in
which you must  defend the ring  worlds
of your so la r system from p ira te s.

t •ASSETTE O NL Y
( ) r i g h t / W e  1 8 . 9 5

OUR PRICE E2.95

STAR RAIDERS II
The original Star Raiders  updated
with better graphics  and sound. A
great follow up to an all t ime clas-
sic that set new s tandards

RO M c A R TR I D G E
Nor m a l l y  C14 . 95

OUR PRICE £795

SUN S TA R
The Sun Star is  the fastest and
most powerful craft ever built  and
you must pilot  it  to recover crys-
tals from the solar grid.  A s light ly
different arcade game.

tols ts  ( ) N I .

OUR PRICE E2.95
SMASH HITS 7

Four great games - Colossus Chess
Electraglide, Blue Max and Alley

Cat This  sold Out very quickly last
time!

DISK
O r i gi na l  pr i ce f 1 4 . 9 5
OUR PRICE £3.95

FOOTBALLER OF THE YEAR
You're a 17 year o ld  apprentice in  the
ath Division  with  o n ly E5,000 and 10
goals to you r name. Have you  got what
it takes to cope with  the trauma of
transfer deals, in iu ries and other match
day problems?

S S E 1 7 1 ?  O N L y
OUR PRICE £1.95

CRUMBLE'S CRISIS
Captain Crumble is a unique Eng lish
creation w ill warm your heart too as he
rushes atOund t rying t o  round up the
Fuzzies who have escaped horn the
Inter-galactic zoo.

D I S K  O N L Y
O r i gi na l l y  I 9 - 9 5
SOLD OUT

BLUE M A X
Everyone must have heard of this
World War Two 3-D fl y ing game.
We no longer have the ROM car-
tridge but this  c lassic can be
yours  on disk  for a lowly  sum

DNI S  t r s t . N

OUR PRICE £2.95
S P I N D I Z Z Y

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

DI SK O NLY
O r i gi na l  pr i ce C9. 95

OUR PRICE £4.95
PA C - M A N

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

ROM CAR t•Ritht;F:
O r i gi na l  pr i ce I
-
1 2 - 9 5
OUR PRICE £6.95

KENNY DALGLISH SOCCER MANAGER
The ult imate in  loo tba ll management games. For the fi rst  t ime in  a loo lba ll
management simula tor Stunning top-notch lu ll co lou r graph ics with  a tun-packed
game design wh ich  w ill leave you breathless with  it s great leatures. I t  has an
amazing eaSy to use icon-drive p lay system and the excit ing  gameplay includes:
lu ll four d ivision  league, detailed graphic h igh lights,  board o f  d irecto rs for detailed
performance reports, detailed game strategy, halt-t ime updates, subst itu tes. in -
juries, suspensions, f u ll transfer market and lo ts,  lo ts more!

CASSETTE ONLY O U R  P R I C E  C2_95

LEAGUE CHALLENGE
M anage y our  fa v o u r i te  fo o tb a l l  te a m
your way. Now is you r chance to  go to r
Division One. Maybe even win  the
League and Cup double. Who  knows,
you may even find the manager's job  is
more difficult than you thought.

C A  S S E T T E  O N E  Y

OUR PRICE Cal .95
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WAR GAMES
NATO COMMANDER

You are commander of Nato and
your task is to defend Europe
from Sov iet invas ion. Top class
graphics, fi ve scenarios

DI S K
O r i g i na l  pr i ce  ( 1 4 . 9 5
OUR PRICE E5.95

DECISION IN THE DESERT
Take command at ihe Battle of El
Alamein. You can lead either s ide
in this  accurate s imulat ion from
the creators  of F-15 Strike Eagle

DI S K
O r i g i na l  pr i ce  £ 1 4 . 9 5
OUR PRICE E7.95

DECISION IN ME DESERT
Take command at the Battle of El
Alamein. You can lead either side
in this  accurate s imulat ion from
the creators of F-15 Strike Eagle

,
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O r i g i na l  pr i ce  . ( 14 . 95
OUR PRICE E5.95
PANZER GRENADIER

A wargame of German armoured
infantry on the Eastern Front.
Five his torical s imulat ions , sk ill
levels. joystick  control,  graphics

DI S K
O r i g i na l  pr i ce  . 119_95
OUR PRICE E9.95

F I E L D  O F  F I R E
From t h e  sands o f  North  Af r ica  and the  beaches o f  Normandy t o  the  b ridges 01
The Ro a r and  th e  fo re st s o f  Th e  Ardennes yo u ' ll lead  Ea sy Company in t o  the
crucia l batt les o f  World  w a r i t  Th is line  tact ica l simula t ion is  h isto rica lly accurate
and requires good planning and execut ion to  recreate o r alter h isto ry. To heighten
the rea lism  and  im m ed iacy du ring  p la y. specia l attent ion h a s been g ive n  t o  the
Hi-Res co lo u r g raph ics a rid  l ive ly so u n d  e t tects.

DISK ONLY O U R  P R I C E  E6.95

NIBBLER
Slinking through an unknown land Nib-
bler finds h im se ll in  an iridescent world
of constant change. As  t ime g rows short
his body g rows longer and he r isks run-
ning in to  h imse lf . Can he survive?

DISK ° S I N
O r i gi na l  pr i ce .E9.95

OUR PRICE JUST C1.95II

FS2 SCENERY DISKS
WE HAVE A LIMITED

NUMBER OF SCENERY
DISKS IN STOCK
AT 0 4 .9 5  EACH

- PLEASE PHONE
FOR DETAILS

SIMULATIONS
MIG ALLEY ACE

An aerial combat s imulat ion set
in Korea with 3D graphics , cock
-pit ins trumentat ion, dif ferent sk ill
levels and much more

D i s k
O r i g i na l  pr i ce  f  14_95
OUR PRICE E6.95

COLOSSUS CHESS 4
Cla im s t o  be  the  best  ch e ss p rog -
ram o f  a ll. Th e  w rit e rs o f  Sa rg o n I l l
wou ld  d isa g re e . bu t  the re  is  n o
doub t h is i s  a  l in e  ch e ss sim u la t io n
p a rt icu la rly f o r advanced  p la ye rs

CA S S E TTE  O N L Y
O r i g i na l  pr ice.  1 1 4 . 9 5
OUR PRICE E6.95

ADVENTURES/ROLE PLAYING
THE ETERNAL DAGGER
Many cons ider the SS! role-play-
ing games to be among the best.
This  is the follow up to the bes t
-selling Wizard's  Crown

Di sk
O r i g i n a l  pr i ce  1
.
2 4 . 9 5
OUR PRICE £8.95

JEWELS OF DARKNESS
Three superb, classic,  adventures with
lu ll co lour g raph ics. Choose from Col-
ossal Adventure, Adventure Quest o r
Dungeon Adventure as you  take on the
challenge of the myth ica l wo rlds cre-
ated b y Level 9 . The Premier co llect ion
nicely packaged with  a  64 page book

D  E T P :I S K  t  )R  C A S S T
OUR PRICE E5.95

J I N X T E R
An adventure f rom Magnetic
Scrolls, the team that set new
standards in adventure des ign
Requires 1050 or XF551 drive

DI S K
O r i g i na l  pr i ce  . 119. 95
OUR PRICE E7.95

L A N C E L O T
Level 9  recreate the t ime of wizards
and the Kn igh ts o f  the Round Table in
a three part adventure spanning the
complete saga of the quest fo r the Holy
Grail Su p e rb ly researched and superb-
ly writ ten  th is lest  adventure is fu ll of
atmosphere and h igh ly recommended.

D I S K  11)R ,
t  •
A S S E T
T I :

OUR PRICE E5.95

1 .  SEVERAL OTHER ITEMS AVAILABLE FROM TIME TO TIME - PLEASE ENQUIRE



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 n e w kin d  o f  weapon . Th is sc i- l i  a rcade  gam e
features e xce lle n t  sm o o t h  scro llin g ,  in cre d ib le
terrain. ve ct o r g ra p h ics se ct io n s a n d  Subterra -
nean ca ve rn s. Fa st  re a ct io n s and  a  co o l n e rve  a re
a n e ce ssit y. M u sic b y  Da vid  Wh it t a ke r

KIKSTART
The ultimate off-road motorbike scramble simula-
tor. Guide your rider carefully over the obstacles
in t h is a ll a ct io n  sim u la t o r f o r 1 p la ye r a g a in st  the
computer o r  2  p la ye rs aga inst  each  o th e r a s we ll
as Me clock

180
What ca n  we  sa y?  A g rea t  d a rt s ch a lle n g e . Eig h t
opponents. digitised speech. two player option.
live joystick control, lull matchplay scoring, a
sense of humour. superb playability, this one has
it all!

SIDEWINDER II
It is 27 years since the final battle ot the war with
the a lie n s. 27 ye a rs o f  peace  have  re igned  in  the
Western Sp ira l Ar m  o f  the  Ga la xy. Al l  t h is is
about t o  change . St e p  aboard  yo u r cra f t  and  p re -
pare t o  defend m a n kin d  in  t h is a ll a ct io n  sp a ce
blast

GHOSTBUSTERS
Has a n yb o d y seen  a  g h o st ?  Mat te r o f  f a ct  ye s
they have  A l  t h is ve ry m om en t  h u n d re d s o f
ghosts are making their way to the infamous
spook central, Only you can save the world from
a d isaste r o l  b ib lica l p ro p o rt io n s. So  go  and  sh o w
sem how yo u  d o  it !

NINJA
Blasts the b e ll o f f  a ll Other m a rt ia l a r t s games!
That's a ll i t  sa ys o n  the  in la y!  Som eone  su re
reckons t h is is the  b e st  punch ing ,  kickin g ,  d u ck-
ing and div ing game around

ROCKFORD
The o n ly t rue  a rcade  ve rsio n  o f  the  c la ssic gam e
Boulderdash. The re  a re  f o u r le ve ls o n  each  o f  l ive
different worlds with four screens on each level.
It a ll adds u p  t o  e ig h ty t o t a lly d if fe ren t  p la yin gscreens.

INCLUDES FREE GAM E -CRYSTAL . RAI DER

PROTECTOR
Assigned to  Fort  Rucker, the US Arm y Helicopter
Training Schoo l based in  the Nevada desert, you r a im
Is to  become the best chopper p ilo t  th is side  oil the
Iron curta in . A real Protector!  yo u r m ission  consist s
of a  strategic battle o f  wits between yourse lf  and
either another p ilo t  o r a  computer contro lled RPV

ROGUE
You are the ROGUE. Your mission is to search
the Dungeons of Doom for the Amulet of Vendor.
In the dungeons you will fi nd many things to aid
the g u e st  f o r the  Am u le t . Yo u  w il l  a lso  encoun te r
fearsome monsters and fi endish traps that will
cha llenge a ll yo u r  sk i l ls

UNIVERSAL HERO
Only seven seconds lett to  save the planet! Universa l
Hero h a s to save h is skin  and everybody e lse
.
s b y
finding b it s to  repair a shutt le to  get to a planet to
pick up  the spares to  mend a space freighter wh ich  is
out Of contro l arid about lo  b low h im and h is chances
of gett ing back to  earth to atoms.

HENRY'S HOUSE
Little Henry  has  ah r un t, t i e  m us t nav igate h is  way  thr ough
the royal household to fi nd the cure Avoiding all the
obs tac les  in his  path, hor n ter r ible toothbr us hes , thr ough
pes titerous  par r ots  and c hefs  c has ing chickens , to  a  fi nal
encounter with the  vicious vampire  Acknowledged by all
reviewers as one a t the best Atari genies a l all lithe

BOMB FUSION
A t e rro r ist  gang  h a s p lan ted  b o m b s th roughou t
the Sellerscale Nuclear Processing Plant and you.
as ex super hero iex after the •Boris Affair') have
to go in and save the plant and possibly the
Northern Hem isphe re  f ro m  d e st ru ct io n

MILK RACE
Cyclin g  1.000 m ile s is  n o  mean feat  -  and  yo u
cou ld  end  u p  fee ling  p re t t y exhausted  b y the  t im e
you've fi nished playing this superb race simula-
t ion designed  e sp e cia lly in  co n ju n ct io n  w it h  the
Milk Ra ce

G U N  L AW
Four mon ths ot b loody alien a t tacks have taken the ir
toll -  a ll the su rviving  inhabitants have fled and arson
attacks have been made on you r weapon stores, they
destroyed what you  cou ld  rio t  ca rry away Yo u  are left
to ligh t  alone against ru th less and b loodth irsty kille rs
with just  a sing le  machine gun

REVENGE II
The Muta ted 90 too t  h igh ,  la se r sp it t in g  death
came ls have  rebe lled  a g a in st  t h e ir ca p to rs the
Zzyaxians and are out tor revenge! All action,
h ig h ly g ra p h ica l sh o o t -e m -u p  f ro m  Je f f  M in te r

DESPATCH RIDER
Join the growing band of street demons - those
tearless hordets who terrify the population o f  the b ig
cit ies to  get the parce ls through. Plan you r moves to
make some money, but don 't  take too long - lim e  is
always short . Ga in  an instant macho rat ing and be a
despatch ride r with  th is a ll act ion simula t ion

I N VA S I O N
Mobilize  yo u r  u n it s and  prepare  f o r  ba t t le . Th is a ll
act ion  sp a ce  co n fl ict  re q u ire s skill,  st ra te g y a n d
tactics. You must destroy the weather control
sta t ion in  o rd e r to  w in  the  ba t t le  b u t  e ve ry m o ve
you m a ke  the enem y w il l  coun te r,  and  t h e y're
wa ilin g  f o r yo u  t o  m ake  ju st  o n e  fa ta l s l ip  u p

•

LOS ANGELES SWAT
Specia l Assig n m e n t . Re scu e  the  h o sta g e s f ro m
the t e rro rist  g a n g s h o ld in g  ou t  in  We st  L .A. Clean
up the streets. Blow away the bad guys and be a
hero o n  n e t wo rk T.V.!  Fa il a n d  yo u  w o n t  be
com ing  b a ck t o  wa tch  it . Al l  a ct io n  jo yst ick bend-
ing co m b a t  f o r  those  w it h  the  sk i l l  t o  su rvive !

SPEED ZONE
Enter the  Speedzone in  a  f ra n t ic de fence  a g a in st
marauding alien forces. A survey ship sent into
the area co m e s unde r a t t a ck. As  an e n e m y ve sse l
draws closer your -
S T A R F I R E
-  
c l a s s  
a t t a c
k  
c r a
f t

is launched
•

FEUD
To w in  a t  Feud  yo u  m u st  -
o u t - s p e l l
-  y o u r  
r i v a l

Wizard Leanoric, In Kleke's herb garden you will
find the ingredients for your spells but tread care-
fu lly a s st range  t h in g s ca n  happen in  t h is game
of magic and mystery

PANTHER
Save the  la st  h u m a n s o n  Xe n o n  before  the  a lie n
hordes t u rn  t h e m  in t o  Su n d a y roast !  Take  yo u r
ground a t tack sh ip  th rough  t h is 3D scro ll in g
mega shoo t -em -up  w it h  g rea t  g ra p h ics and  unbe -
lievab le  so u n d t ra ck

Any one cassette E1.95 - any two £3.50 - any three E5.00 - any 4 E6•50 - any five E7.50
or select ANY TEN CASSETTES FOR JUST E9.50!

All prices  are inc lus ive of postage

LOADS MORE SOFTWARE ON DISK, CASSETTE AND ROM ON THE NEXT PAGE!
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GAMES
MOON PATROL
Your beat: Sector Nine, home of the roughest.
toughest thugs in the galaxy- Great 3D graphics
and good music in this arcade conversion.
ROM N o  1 1 2  95 S O L D  OUT

MISSILE COMMAND
Another of the all-time classic arcade games that
nas you defending cities from missile attack. For
one or two players.
ROM Nor m a l l y  114,95 O U R  PRICE E5_95

ZAXXON
One of the all time classics for the Alan, Zaxxon set
new standards with its unique 3 dimensional battle-
field and great graphics
DISK Nor m a ,
1
.
1
y  £ 9 9 5  
O U
R  
P R I
C E  
C 2
_ 9
9

TAIL OF BETA LYRAE
Our A-Z of Atari Software series says "The ultimate
'Scramble' clone with superb graphics and music."
A great horizontal scroller
CASS O U R  PRICE JUST 99p

FIGHT NIGHT
Fight Night brings you all the thrills of the boxing
ring as you face the most brutal lighters ever in five
separate battles. I/2 players.
ROM Normaliv ,
(
214 9 5  
O U R  
P R I
C E  
E 7 .
9 5

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 E4,95

MICRO ENQUIRER
A large tormat Wok 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
l
a
u
t
o
i
s
t
l
e
d 
o
n
c
e 
£
5

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
Pubhshed pnce15.95 O U R  PRICE £1.50

WRITING STRATEGY GAMES
It you are tea 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 15.95 OUR PRICE £1.50

GAMES
ZORK 1
One of the most famous adventures of all time.
Classic Infocom in the original box and packaging.
A real bargain!
DISK Or i g i na l r y  C29 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 112.95 O U R  PRICE E6.95

EASTERN FRONT (1941)
the classic war simulation by Chris Crawlora Mat
astounded Atari users when it was released Based
on Operation I3arbarossa on the border of Russia.
ROM Normaily 112.95 O U R  PRICE E6.95

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 N o r m a l l y  e995 O U R  PRICE E3.95

ONE ON ONE
Play basketball with two of Americas top players in
this great sports simulation which features realistic
offensive and defensive moves
ROM Nor m a l l y  114.95 O U R  PRICE E6.95

CAVERNS OF MARS
Winner of one of the first Atari programming com-
petitions, this was one of the first vertical scrollers
and remains much sought after - LAST FEW WITH
OUT BOX BUT WITH FULL ORIGINAL MANUAL
DISK L O W  PRICE C4.95

KABOOM
Challenge the master bomber as he tries to bomb
you out of sight. Great fun, especially for the kids
who will love it
ROM O ngi na Ny  f 12.95 SPECIAL PRICE E2.95

RIVER RAID
One of the classic scrolling games in which you
fight your way up river, bombing and shooting ev-
erything insight
ROM Or i gOa t r y  C14.95 SPECIAL PRICE £3.95

MAXWELL'S DEMON
A simple yei challenging puzzle game which will get
you totally addicted. In fact two games in one for
double the fun
DISK O ngi na l l y  19.95 O U R  PRICE C1•99

MR ROBOT & HIS ROBOT FACTORY
One of the most famous platform games that has
you running and lumping over everything in sight. A
really classy game
DISK O r g n e y  1'9.95 O U R  PRICE £1.99

STRANGE ODYSSEY
At the galaxy's rim, there are rewards aplenty to be
harvested from a long-dead alien civilization. Fabu-
lous graphic adventure
DISK Ofigina price £1995 O U R  PRICE E7,95

SEVERAL OTHER GAMES
AVAILABLE IN VERY
LIMITED QUANTITIES -

PLEASE ENQUIRE

APPLICATIONS
LETTER WIZARD
For those who need a tittle more sophistication in a
word processor, Letter Wizard gives you all of the
features you would expect
DISK Original Price EIS' 95 N O W  £5.95

INVITATION TO PROGRAMMING 2
Entitled Writing Your Own Programs, comprises
TWO cassettes and TWO workbooks and does not
require Invitation To Programming
CASS Original Price 112 95 O U R  PRICE E2.95

MUSIC PAINTER
An exciting educational program that helps to teach
music by using colours instead of notes. For chil-
dren or adults alike
DISK Ongena l l y  114.95 O U R  PRICE £7.95

PROOFREADER
Users ot Atanwnter will be delighted with this, the
long lost spelling checker for the Atanwriter car-
tridge!
DISK O U R  PRICE E5.95

BASIC CARTRIDGE
Some programs, especially some early public do-
main programs won't run on the XliXE but they will
if you plug in the old version of Basic
ROM O U R  PRICE £3.95

EDUCATION
JUGGLES RAINBOW
A first computer experience tor children aged 3 to 6
that leaches the concepts of above, below, left and
right plus letter recognition
DISK OUR PRICE £5.95

JUGGLES HOUSE
Another for 3 to 6 year olds teaching the concepts
of inside, outside, upper and lower with Juggles
HOLJSe and Toyshell
CASS O U R  PRICE E5.95

SPECIAL OFFER • PURCHASE BOTH
JUGGLES PROGRAMS FOR JUST £9.95!

THE PAGE b

TENTH ANNIVERSARY
DEMO DISK

Celebrate with our new demo disk

•  Doubie sided (Ask with 6 demos
*  Scrolling messages
*  Great MUSiC
*  Spinning logos and more

At demo are An Basic wtth added machine code
•'ouhnes so that you can check to see how these
yeat effects are achieved

A UN1QIT MEMENTO Of 10 YEARS ATARI SLPPORT

ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM ENCLOSED WITH THIS ISSUE OR WRITE TO
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

TELEPHONE ORDERS ACCEPTED ON 0785 213928 USING VISA, ACCESS or SWITCH
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is being advert ised on
Satellite television.

there's a novelty!  I t  is quite
possible that  some readers
may have seen this  game in
mot ion before t heir very eyes.
The idea behind t he game is

for one of  three redoubtable
Doctors and an equally  reli-
able assistant  to defeat the the
mons ters  of  metal.  The open-
ing sounds  inc lude quite a
good rendit ion of  the famous
Saturday  Af ternoon (now Fri-
day night ) elec t ronic  mus ic .
together wit h a reasonable
rendit ion of  the Doc t ors  face.
Unfort unately  once the op-

t ion to choose y our player
and,  i f  two are involved,  assis-
tant. has  been taken the ac-
t ion begins  wit h lit t le warning.
Graphically  reminiscent  of
Psygnosis wit h fast. colourful
sc rolling and bold art work  the
Doctor fl ies across the screen
on a f orm of  jet bike blowing

FACTS
Title: A R O U N D  THE WORLD
Publisher: Floppyshop 8 Pixel

Shop
Price: £ 9 . 9 5
Reviewer: Damon Howarth

SIGHT & SOUND
Nothing excessive either way,
generally  quite appropriate-

GAMEPLAY
Controlling takes some get t ing
used to, it  is quite frustrating
times

VERDICT
Yes'. Well its  O.K. but

away any t hing in
his path.  The sad
t hing here is that
like many  horizon-
tal s c roll ing games
there is no back-
t rack ing and no stopping.  The
game also runs  so quick ly  the
react ion t ime needed even at
the easy stage is phenomenal.
Should you c lear stage one.

stage t wo appears so quick ly
that  the player needs to avoid
bl ink ing or he wil l  fi nd hims elf
ex terminated.
Possibly this  is jus t  acceptable
since pract ice does al low you
to be ready in t ime but  I  mus t
admit  I only  managed to see
most  of  these screens by us ing
the reviewer's  cheat mode en-
closed wit h the disk. Ei t her I
am aging rapidly  or games like
this  are becoming a mit e too
fast f or the ordinary  mortal.
Surpris ingly  when not  cheat-

ing I was  quite enthralled wit h
both the game and my  own

)11

he independent  small
programmer is mak ing
a comeback to the ST1

Whet her this  is representat ive
of  the problems  s urrounding
the ST sof tware market  or jus t
demons t rat ive of  the pul l  t hat
the mac hine has for ordinary
programmers  I shall leave you
to decide.
The game comes on one fl op

py and is  a pleasant ly  con-
s t ruc ted entert ainment  wit h-
out  the hype. Bas ically  the
game is a hunt  the key in the
screen type of  affair. in many
ways reminiscent  of  Rockford
and his  relat ions.  The pic torial
content  is a 31) perspect ive
that  feels like the older Ult i-
mate games or even Batman.
I was pleasant ly  surprised by

incompetence,  there was a de-
fi nite challenge and a genuine
desire to have another go
t hroughout  the game. I was
most impressed by the Psyg
nosis like screens and the
posit ive cont rol recognit ion.  I
played this  before seeing the
telev is ion advert isements  and
t hought  t hat  the representa-
t ions  quite accurate. Three
cheers for Admiral's  honesty!
Alt hough not  really  the Doe-

t ors  personal style • perhaps
a graphic  adventure would be
bet ter next t ime - t his  t ries to
maint ain some faith wit h the
original and the sprites are
certainly  recognisable.  This
game is a mus t  for all fans of
Doc tor Who and those who
like fast shoot  'em ups.

•

this  game In so
muc h as it  had a
most acceptable
soundt rack  and a
fairly  f riendly .  i f

not  confus ing,  cont rol system.
The joyst ick needs some
wielding to obtain the desired
results  but  the sprites  are
large enough to make this  an
ent ert aining romp.
Owing to the nature of  the

big f riendly  look ing sprites.
even the bad guys look cute
and this  is helpful because
they tend to spoil y our day on
a regular basis. The game
boasts lots of special devices
to propel you about  the screen
whic h inc lude teleporters  arid
switches to operate various
pieces of  machinery .
The game played in a f riendly

but  somewhat  dif fi cult  man-
ner and there were t imes  I
wondered why  I was  quite as
fascinated wit h it  as I was.

FACTS
Title: D A L E K  ATTACK
Publisher: A d mi r a l  Sof tware
Price: £ 1 6 . 9 9
Reviewer:  Da mo n  Howarth

SIGHT & SOUND
Surpris ingly good both in noises
and pictures-

GAMEPLAY
A bit  too last and furious
although prac t ic e will help a
great deal-

VERDICT
Fine, probably  the best of the
three games  I have seen this
month - worth buy ing-

A R O U N D
THE WORLD

There seemed to be art inbui l t
bias t owards  f rus t rat ing the
player that  could leave you on
the br ink  of  t hrowing the
whole t hing away, but  then a
s light  g l immer would appear
and the whole t hing became
far more entertaining.
I fi nd it  hard to be object ive

about  t his  game, it  looks and
feels like a game f rom the ear-
lier days of  the ST. Indeed it
almos t  felt l ik e an 8-bit  game
but  every so of ten it  delivered
a nudge to the mental facul-
t ies that  made the style seem
irrelevant .  This  is a lowish
priced mai l  order game and in
many  respects the purchaser
is not  going to be disappointed
wi t h  it .  Sadly  you can't  t ry  be-
fore buy ing.  On balance the
producers  have t ried hard and
achieved a mark et able game.
Maybe it  wi l l  grow on me af ter
repeated plays t hough I 'm not
quite sure.

New Mori User - Issue 61 5 5
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Visual Research (AVR) t he undis put ed mas ters  of  digital
sound s ampling on the ST have ilnally  produced a full

16-bit  vers ion of  their f amous  Replay sampler.  I t 's called Re-
play 16 and is  now available via Mic rodeal for just  E129.95.
If you read my  "Sample This ! " series t in issues 50 to 54) you' ll

already k now about  AVR and t heir sainpling products .  These
have ranged f rom the s imple.  inexpens ive Mas tersound II,
t hrough various  fl avours  of  the basic Replay cart ridge.  Stereo
Replay for stereo sampling,  to the excellent Replay  Profession-
al, They  all suf fer f rom one basic l imit at ion t hough - they 're
based on 8-bit  s ampl ing resolut ion whic h compromises  their
sonic performance.  Despite its name even Replay Professional
can't  compete wit h t rue profess ional samplers .  whic h are cap-
able of  delivering CD sound quality .  That  is achieved t hrough
16-bit  resolut ion and a 44KHz  s ampling rate - and Replay 16
now has  these!
The package inc ludes  a large L-shaped cart ridge:  f our double

Desk F i l e  8 1 0 6  E d i t  D i n  F i l t e r  Confi gure

(16 b i t  Mena)
of 1.853165 at 12118Nz Mam :  2Isto

11:\11011YOMM.OVR CH bi t Mono)
2s of 1.81832s at 22851Nz Na  :  151sio, 12

:  L t 1 4   12.,0111•   ro 1
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Replay's main editing screen
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CD quality
sampling
with
Replay 16

sided disks  containing the sof tware:  and a comprehens ive
Ins t ruc t ion manual,  r ing bound for convenience. The cart ridge
has two phono sockets, one each for input  and out put  of  mono
audio signals.  There's  also a s mall  rotary  cont rol used for
set t ing input  s ignal sensit iv ity .  The sof tware runs  in med ium
or high resolut ion on any  SHE) or Tr  wit h a double s ided disk
drive.  However,  I  MB is a prac t ical mi n i mu m memory  size, and
to fully  exploit  it  you really  need more - muc h more!
Ins tallat ion is easy - jus t  s lide the cart ridge into the STs

cart ridge port ,  boot  up the sample edit ing program,  and you
can start  ex periment ing wit h the ready -made samples  pro-
vided, The editor wil l  play  samples  t hrough the TV/ moni t or
speaker.  but  f ar bet ter resy lts  are obtained by connec t ing the
cart ridge's  OUT socket to an ex ternal amplifi er and speakers.
To record y our own samples  you also need to connect a s ignal
source to the cart ridge's  IN socket, and for both func t ions  you
need to supply  your own connec t ing cables. Mos t  people use
their hi-fi  as a s ignal source and amplifi cat ion.  so a couple of
ordinary  phono-t o-phono l e a d s  wil l  probably  suffice,
As wi t h Stereo Replay the sof tware for Replay 16 was de-

veloped f rom that  used in AVR's expensive Pro-Series s ampler
packages. In fact I suspect  it 's  ac tually  recycled Stereo Replay
software,  as it  does inc lude stereo func t ions  even t hough the
hardware is mono only. Perhaps  there's a Stereo Replay 16
cart ridge to follow?

REPLAY DESKTOP
The sof tware contains  too many  features to cover in f ull here.

so I ' ll describe just  the main  ones. Despite its complex ity  AVR
have managed to make the programs  easy to use, main ly  by
exploit ing a graphical user interface based on the -
R e p l a yDesktop".
The heart  of  Replay 16 is its sample editor,  used for recording

new samples.  edit ing and process ing them in various  ways,
and saving t hem on disk  for later use wit h the MIDIPlay  and
Drumbeat  programs  prov ided.  The editor boots up into the
Replay Desk top onto whic h you can open windows  for various
funct ions .  Like the GEM desk top this  has a menu bar across
the top prov iding access to v irtually  all the editor's  facilit ies.
For ease of use many  of  these are also available v ia mouse
selectable icons on the desktop or direc t ly  f rom the STs
keyboard.
The area below the menu is  div ided into three areas, these

being the "t ransport " controls,  t he block cont rol panel:  and t in'
maindes k t op area. The mouse operated t ransport  cont rols
work  like a tape recorder's,  prov iding a convenient  means  of
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recording and play ing samples.  and "fas t -forwarding" or "re-
winding" them.
The main desk top area init ially  displays  icons used for load-

ing, saving, and delet ing samples:  for accessing MIDI  keyboard
facilit ies: and for invok ing the sample sequenc ing features.
After loading samples they appear on the desktop as named
icons. By  c lick ing on one you open a
resizable. movable,  zoomable edit ing
window in whic h its  waveform is  dis-
played. You can c ont inue loading sam
pies int o memory  unt i l  it 's  full,  and up
to seven of  them can be displayed
s imultaneous ly ,  each in its  own win-
dow. Replay  16 can handle samples  in
AVR. 8SVX-IFF.  and AIFF formats,  and
other formats  can be read but  may  re
quire f urt her adjus tment  before use.
All or part  of  a sample (k nown as a

"block") can be manipulat ed in its  win-
dow us ing the edit ing tools prov ided.  Af ter defi ning a block to
the editor addit ional icons appear in the block cont rol panel.
These invoke the more c ommon block  edit ing act ions such as
cut t ing,  past ing,  and copy ing blocks wi t hin a sample,  or even
f rom one sample window to another if  you want  to bui ld
compos ite samples  f rom several dif ferent  ones. You can also
change the volume level of  a sample:  reverse it to play  back
wards:  fade it  I n/ out :  repeat  it  to fi ll a given space: and
superimpose samples.  Special tools  are prov ided for locat ing
opt imum sample looping points  (for lengthening playback
durat ion wit hout  t ak ing up ext ra memory ),  and even for dis-
guis ing those annoy ing audible glitches whic h often occur at
loop joins.

FILTERS AND EFFECTS
The editor inc ludes  various  sound process ing facilit ies in

addit ion to the phys ical edit ing funct ions.  You can digitally
fi lter the sound wi t h  adjus table low pass. high pass. band
pass, and notch fi lters,  perf orm bass and t reble enhancement
and spot f requency  boost ing,  and remove DC bias. There's  also
a Fast  Fourier Trans f orm func t ion to help you analyse a
sample's f requency content  before dec iding whic h fi lters  to
use. The usual Replay  special effects arc  inc luded too, al lowing
you to add a degree of  reverb, echo, and fl ange effects to the
basic sample.
Replay 16 supports  the MI DI  Sample Du mp  s tandard.  This

was originally  designed to allow interchange of  samples be-
tween dedicated samplers ,  but  its use is open to interpretat ion
and resultant  dif ferences in implement at ion by ins t rument
manufac turers  have rendered it  less useful t han intended,  I t
can also be used to upload/ download samples  between com-
puter and sampler for storage and edit ing purposes.  Edit ing
samples on a c omput er screen is muc h easier t han hy ing to do
it on a dedicated sampler's  t iny  LCD panel,  hence MIDI  Sample
Dump's  inc lus ion in Replay  16. AVR c laim it  work s  OK wit h
Akai's popular SI 000 and S950 samplers .  but  you could have
t rouble if  us ing other models.
Another new feature is sample sequencing.  This  allows  you to

load several dif ferent  samples  into memory ,  subdiv ide each
into named "sect ions".  then t rigger their playback  in any  order
f rom a "cue list",  whic h can be built  up us ing the sequencer's
editor. I t  works .  but  fac ilit ies  are fairly  l imit ed at present.  AVR
say they 'll develop t hem f urt her if  there's a demand.  According
to the manual  the sequencer is also meant  to have a "sync"
facility for driv ing external MIDI  devices, but  t his  hasn't
ac tually  been implement ed yet.
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MORE DRUMS
AVR have always  inc luded a d r u m mac hine program wit h

t heir samplers,  and the vers ion inc luded here is called Drum-
beat 16.  I ts d rum k it  now holds  up to 30 dif ferent  samples.

any f our of  which can be played s imul-
taneously .  Dr u m sequences are built
us ing the usual grid editor arid pat -
t ern/ s ong s t ruc ture,  and the program
can hold up to 10 songs of  up to 100
pat tern ent ries  each, selected f rom 50
dif ferent  pat terns .
On the MIDI  side, Drumbeat  can sync

to an ex ternal MI DI  c lock (e.g. f rom an
ex ternal sequencer) or can act as  the
mas ter clock whic h ex ternal se-
quencers  can follow.  It can also t rans-
mit  a MIDI  Note On message to t rigger

an ex ternal synth sound whenever a sample is played.  You can
even at tach up to six MI DI  d rum pads  and t rigger the samples
f rom these.
I was  pleased to fi nd AVR have inc luded Replay Professional's

MIDIPlay  keyboard emulat or in this  package. This  allows  you
to play  samples  held in the STs  memory  direc t ly  f rom a MI DI
keyboard or external MI DI  sequencer.  You can load up to 128
samples  into it and map each one to a s ingle key or group of
keys on a MI DI  keyboard,  f rom where they can be played. Four
dif ferent  keyboard maps  may  be used and you can switch
between t hem as required.  As  wit h Drumbeat ,  up  to four
notes / samples  can he' played s imultaneous ly .

QUALITY SOUND
mus t  say I was impressed wit h Replay  16's  sound quality .

Its 16-bit  resolut ion and s ampling rates of  up to 501il lz  do
make a dif ference, as demons t rated by the ready -made sam-
ples prov ided.  One part icularly  good one is of  a female scat
s inger.  Her  delivery of  that immort a l  l ine "doo-dow-n-doo-
dop-hop-dandum-bow•uh-wow-ow „. . " is so s tart lingly  realis-
tic I couldn' t  leave it  alone. I kept  play ing it  loudly  unt i l  my
wife threatened to do something dis t inc t ly  unmus ic al  wi t h the
cart ridge!  The Drumbeat  demo song is excellent  too, produc ing
Impress ively  solid rhy t hm sounds  f rom the samples  provided.
Home made samples  can also sound jus t  as good. I t ried

s ampl ing sounds f rom a Yamaha PSS-790 synth and then
compared t hem by alternately  play ing the sample and the
original synth sound.  They  were very close in quality ,  wi t h
perhaps  jus t  a t ouc h more background noise in the sample.
My son Pete then decided he'd like to t ry out  Replay  16 and (as
11 y ear olds will) t ried s ampl ing various  sounds of  flatulence.
I le added some reverb, reversed the sample,  and played the
resultant  s ound back at t hunderous  volume via the
Serious stuff.  t his  sampling!  I t 's a good t hing his  Mu m was out
at t he t ime - i f  the scat s inger upset her just  t h ink  what  this
could have done!
Compared wit h prev ious  AVR offerings Replay 16 sounds

cleaner,  smoother,  and generally  suffers f rom less background
noise and dis tort ion.  This  assumes you take care recording the
samples,  of  course. It 's s t ill poss ible to produce awful results  if
you don't  use high qualit y  s ignals  input  at  t he opt imum level.
Overall t hough,  it 's the best s ounding sampler I've ever used
on (he ST. and in spite of  its inev itable compromises  it 's s t ill
very usable,  mus ically  speaking.  I f  you want  16-bit  s ampl ing
but  can't  af ford a dedicated profess ional level ins t rument  f rom
Akai or Roland then mak e sure you audit ion Replay  16.
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VIDEO MASTER
A n e w  craze is sweeping the IBM PC world.  This  is the
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graphics  integrated int o c omput er applicat ions,  So
what 's  new about  t his? Well,  it  inc ludes  the use of  live-mot ion
video (l ips  and high qualit y  sampled stereo sounds  in addit ion
to the usual c omput er generated variet ies. Sound can also be
generated f rom ex ternal sound synthesisers  via MI DI  (one
reason why  General MI DI  came into being),  or f rom specialised
add-on sound boards.  Mul t imedia features can be incorpo-
rated int o many  types of applicat ion,  but  it 's part ic ularly
at t ract ive for those of an interac t ive nature,  for instance edu-
cat ional programs,  games,  and s imulat ions ,  or for produc ing
audio/ v is ual presentat ions .
You can now buy  "mul t imedia PCs" ready confi gured for

mul t imedia use, whic h inc lude a powerf ul processor,  large
memory ,  hard disk,  high resolut ion colour graphics,  a good
qualit y  sound board,  and a CD-ROM drive.  The last  named is
required as t rue mul t imedia applicat ions  often have enormous
disk storage requirements .  and the CD-ROM's  600MB capacity
is ideal for the job.
Aut hor ing your own mul t imedia presentat ions  requires  even

more hardware and sof tware,  as you need to add the means  of
s ampling the sound and v ideo mat erial required.  edit ing them,
and bui ld ing t hem into fi nished mul t imedia products .  General-
ly the k it  to do this  is very expensive.

M U LT I M E D I A ON ATARI?
Why  am I t ell ing you all this? Well,  it 's  jus t  to put  this  latest

produc t  f rom Mic rodeal int o context  wi t h the mains t ream
c omput er world.  Video Master is an at t empt  to put  a low cost
mul t imedia playback  AND aut hor ing capabilit y  into the hands
of Atari users  - it 's  a v ideo digit iser and sound s ampler com-
bined in one unit ,  complete wit h s of t warr for produc ing your
own mul t imedia presentat ions.  Like Microdeat 's  sound sam-
pling produc ts  it  was developed by  Audio Visual Research
(AVR).
To run  it  you' ll need a mi n i mu m of  an ST(E) or Falcon wit h

1MB memory .  a double s ided fl oppy disk  drive, and a c olour
TV/ moni t or .  Larger memory  and a hard disk  are recommen-
ded, but  not  mandatory .  You' ll also need a source of  video and
audio s ignals  - v ideo can be captured f rom the VIDEO (not RI")
out put  of  a domest ic  video recorder,  camcorder,  or video
camera,  whi le audio can come f rom the separate AUDIO out -
put  f rom the same sources or f rom a hi-fl .  Walk man,  or
s imilar.
The Video Mas ter package contains  a double s ided disk  hold-

ing the software: a t r i-c olour fi lter set (red, green, and blue
fi lters for use wi t h  v ideo cameras):  a large "L-shaped" cart ridge
containing the sound and v ideo digit is ing hardware:  and an
ins t ruc t ion manual.  The program disk  inc ludes  both ST and
Falcon versions of  the code, mak ing this  one of the fi rst
programs  released to exploit  the Falcon's  new graphics  capabi-
lit ies. No connec t ing leads are inc luded,  as these depend on
the anc illary  v ideo and audio equipment  you intend us ing,  Two
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phono-t o-phono leads are of ten all that 's  required though.
Af ter connect ing up you may  need to adjus t  two cont rols  on

the cart ridge - these set cont ras t  and black  levels to suit  y our
v ideo equipment .  The t iny  knobs  are very fi ddly  to t urn wit h
y our  fingers, but  the ends are s lot ted to take a sc rewdriver
blade, whic h makes  the job muc h easier.

VIDEO CLIPS
So, what  can you do wit h Video Master? Firs t ly ,  it  can record

video c lips at up to 25 f rames per second, the s tandard rate for
recording live-mot ion video (or 301ps for overseas use). You can
also choose f rom several s lower f rame rates, and there's  even a
t ime-lapse fac ility  for c apt uring s ingle f rames at any  desired
Interval (hours  apart  i f  required!).  Us ing this  wit h a v ideo
camera you can speed up act ion that 's  normal ly  too s low to
see, e.g. a fl ower bud opening.  There are some res t ric t ions
though.  Despite colour s ignal input .  Video Mas ter only  records
in monochrome.  Also, the captured c lips  fi ll only  one quarter of
y our monit or screen.
Secondly, Video Mas ter can produce 16-level greyscale s t ill

pic tures  f rom a v ideo source hav ing a good s t i l l-f rame capabil-
ity. Or.  i f  you have an elec t ronic  colour split ter box (not
supplied) you can produce s t i l l-f rame pic tures  in colour.  Alter-
nat ively,  camcorder or colour video camera owners  can pro-
duce colour s t ill-f rames by tak ing three separate "snapshots"
of  a subject  t hrough the t r i-c olour fi lter set prov ided,  and then
use the progranf s  "colour merge" fac ility  to produce a colour
pic ture.  The Si'  version of  the program handles  colour pic tures
either in 16 colour Degas format  or 512 colour Spec t rum-512
format .  I FF 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, Unl ik e
mot ion v ideo c lips the s t i l l-f rame pic tures  may  be full screen
size if  required.
I used Video Mas ter wit h a 1MB STE and fi rst  t ried recording

f rom an old Toshiba Beta v ideo recorder.  This  worked fi ne for
mot ion video, but  wasn' t  very good on s t i l l-f rame as the Toshi-



ba's pause mode wasn' t  really  up to it. Bot h aspects were fi ne
when us ing a newer Panasonic  VHS mac hine though.  I didn' t
have access to a camcorder or video split t er so couldn' t  t ry  out
the colour s t il l-f rame facilit ies.
Video c lips can be edited to remove unwant ed sect ions or

indiv idual v ideo f rames,  and you can also insert  blank  f rames
or f rames "grabbed" f rom an ex ternal v ideo source. A c lip can
also be reversed, so the ac t ion runs  bac k ward& You can even
import  pic t ures  produced by other means  (e.g. a paint  prog-
ram) f rom disk  and insert  t hem int o an ex is t ing clip.

SOUND SAMPLES
Video Mas ter also records monophonic  digit ised sound at

s ampling rates up to 15KHz.  I i can do this  s imult aneous ly
wi t h v ideo c lip recording,  so you capture the video AND its
associated s ound in one pass. Or,  you can record v ideo and
sound separately  (f rom completely  dif ferent  sources if  required)
and play t hem back together.  You can even add sounds  recor-
ded wi t h  a separate sound s ampler to y our video clips. A
looping point  may  be set both for the video and audio,  so the
c lip and its  sound wi l l  play  back repeatedly  unt i l  s topped.
The sound sof tware inc ludes  fac ilit ies found in AVR"s Replay

sound s ampling packages. These allow you to set the s ampling
rate; display  the sample wav elomi onscreen: cut  sect ions f rom
it: fade it  in / out :  reverse it: and increase or decrease its
v olume by chosen amounts .  You can also load and save sam-
ples independent ly  of  video c lips for greater fl ex ibility .
Af ter edit ing you can assign a c lip (or even a s t ill f rame) and

its s ound to a key on the STs  keyboard and t rigger it  by
press ing that  key. You can load several such c lips  and f rames
into memory  s imultaneous ly .  assign t hem to dif ferent  keys.
and play  t hem in any  order s imply  by press ing the appropriate
keys.
The next  stage is to automate the key depressions via Video

Master's video sequencer,  al lowing you to seatnlessly join a
series of  dif ferent c lips  to f orm short  "fi lms" complete wit h
audio soundt rack .  However,  all c lips used have to be in mem-
ory s imultaneous ly ,  so to do any t hing wort hwhi le you really
need large amount s  of  memory  and a hard disk  to store
every thing on.
A completed "fi lm'  can be dis t ributed to y our f riends on

fl oppy disk  (assuming it  wi l l  ill! ) us ing VidiPlay,  the auto-
boot ing player program prov ided.  This  also allows some flexi-
bilit y  in presentat ion.  such as pos it ioning the quart er screen
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EASE OF USE?
Video Mas ter is fairly  easy to use once you k now what  you're

doing.  I ts  user interface isn't  exact ly intuit ive.  alt hough AVR
have t ried hard to make it  f riendly  by represent ing the prog-
ram's  major  func t ions  as four "cards",  each accessed by c lick-
ing on its "index  tab".  The hardest  bit  to ass imilate was the
video sequencer.  and I experienced some t rouble wit h this.  It
didn' t  always  work  as expected, part ic ularly  when sav ing sequ-
ences, and I s t ill haven't  f athomed out  whet her these quirks
are really  bugs or something I've misunders tood.
Talk ing of  bugs, Video Mas ter contains  a real beauty.  I f  you

try to save a s t i l l-f rame out  to disk  the program ac tually  saves
an image of  the fi le selector screen instead!  AVR have come
clean and warn about  this  in a README fi le on disk,  and also
explain a very messy c ircumvent ion procedure.  They  really
should have fixed this  problem before releas ing the program.
One annoy ing "feature" is that  when set t ing up to record you

can only  moni t or  incoming video OR sound via the computer's
moni t or  screen - not  bot h together.  I f ound t his  so irr i t at ing
eventually  connected a separate TV to the v ideo recorder's  RF
out put  jus t  for setup monit or ing purposes.
Anot her problem I had was  running out of  memory .  but  t his

wasn' t  Video Master's  fault .  Mul t imedia  gobbles memory  and
I MB just  isn't  adequate for doing any t hing really  serious. OK.
it 's enough to play around wit h,  and for doing s imple video
pic ture grabs for import ing into paint  and desk top publ is hing
programs  - but  not  i f  you want  to use live-ac t ion video clips.
Af ter loading the program there's  room for jus t  98 f rames of
v ideo - that 's  under 4 seconds runn ing  t ime at 25 fps. Record-
ing sound as well reduces  this  even further.  There are ways of
economis ing on memory .  such as us ing s lower f rame rates,
looping f rame groups  so they repeat  play,  or  even us ing st ill-
f rames.  Wit h a lit t le ingenuit y  you can probably  make quite
subs tant ial mul t imedia presentat ions,  but  I MB  s t ill c ramps
y our style. 2MB is far better,  wi t h more if  possible.

In s ummary ,  Video Mas ter delivers a lot f or its ask ing price
and generally  works  surpris ingly  well.  I wouldn' t  describe it  as
the "ult imat e mul t imedia s y s t em, :  as stated on the packag-
ing, as it  doesn't  begin to compete wit h what 's  available in the
PC world,  but  then at  this  price level you wouldn' t  expect It.
Also, f rom the number  of  lit t le quirk s  (bugs?) the sof tware
exhibit s  I get the feeling It's been rus hed onto the market  and
would have benefi ted f rom a l i t t le more test ing and develop-
ment  work .  Nevertheless,  despite its  l imit at ions  I 'm sure many
people wil l  fi nd serious uses for it - even l i l t ' s  just  as a s imple
video f rame grabber and sound s ampler rather than as a
proper mult imedia aut hor ing toollt it .

Product: V I D E O  MA S TE R
Producer: M i cro d eal / AV R
Price: £ 6 9 , 9 5
Reviewer: Jo h n  S Davison
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After word  processing, the  most
poptdar of personal computer appli-
cations has to be the database. Com-
puters are. after all intr ins ically  de-
signed to save. store, recall and cal-
culate large quantities of information.
Whether it's customer details, phone
numbers or cooking recipes a compu-
ter can carry out fi ling tasks more
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-
tion. Meanwhile. public  domain au-
thors have helped to/I ll the gap with
some very projessional software

A COMPETENT
START

For relat ively s mall applicat ions .
F I R S T  B A S E  is a competent  solut ion.
i t s  a memory  res ident  system whic h
means that  all the data entered is init ial-
ly held in the memory  of  your ST. The
more memory  you have, the more records
can be stored. I t  wi l l  work  wit h 512K
machines  t hough a megabyte wi l l  be
needed for any thing other t han small
quant it ies  of data. Because manipulat ion
of  the database doesn't  require disk  ac-
cess. Firs t  Base performs  c ommon tasks
very quick ly  indeed.  I t 's also very easy to
use. Most  program opt ions  can be selec-
ted eit her wit h the func t ion keys or by
c lick ing on pul l -down menu opt ions.  You
can step t hrough the records in sequence
or search for those containing a specified
st ring.  You can also sort  records into
ascending or descending order.
The database is s tored on disk  as three

separate fi les. 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 to
a t hous and characters  whic h In t urn
may comprise up to eleven fields. This  IS
rat her restric t ive by commerc ial s tan-
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dards  but  poss ible applicat ions  inc lude
lists of  addresses, v ideo tapes. compact
discs or computer game collect ions. I n
the lat ter case you can mak e use of  the
'Cat t le'  ut i l i t y  supplied whic h reads disk
direc tories  into Firs t  Base format .  Cathie
asks you to specify the required fi le ex-
tens ions and t hen searches y our disk  for
mat c hing files. I t  creates a database wit h
fi le names,  sizes and suffi c ient  space for
you to add a desc ript ion of  the content .
There is plenty  of  documentat ion on this
disk,  t hough it 's unlik ely  you'll need to
read it !

THE ULTIMATE
CARD INDEX

When B.Ware's  commerc ial Super Card
index  was rev iewed in NAU issue 44 it
received some very favourable comments .
B.Ware later released an updated vers ion
and have now made the original S UP E R
C A R D  1 . 3  available as shareware.  I f
you fi nd it  useful you are asked to sub-
mi t  the modest  s um of  .E5 (it  originally
cost five t imes  this  muc h) and in ret urn
you' ll receive a manual  and a discount  on
the upgrade.
Super Card is k nown as one of  the

easiest to use databases for the S T It 's
based on a card index  princ ipal and is
s imi lar to Firs t  Base in that  all the data
Is held and sorted in memory ,  unt i l  vou

decide to save it  onto disk. An unus ual
feature of  Super Card is that  it  doesn't
bot her wit h fi eld 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. As s uming suffi cient  memory  you
could have up to 32767 records • more
t han enough for most  purposes.  You can
locate indiv idual records manual ly  or by
specify ing search 'fi lters'.  A fi lter consists
of a charac ter s t ring that  can be used
wit h AND or NOT operators  to search for
records containing,  or  not containing.
part ic ular words  or phrases. Once the
matches have been displayed you can
sk ip back and forth t hrough the cards
and copy, delete, edit ,  add to or print
each one.
The report  fac ilit ies are l imit ed (since

you can't  specify fi eld names) but  you
can modif y  the margins ,  spac ing and the
subset  of  lines to be output .  B.Ware
c laim to have successfully  used Super
Card for their own cus tomer records. so
users should have no problems  adopt ing
it  for t heir own applicat ions.
In addit ion to Super Card 1.3 the disk

contains  demo versions of  several other
ELIA/are produc ts  - Super Card 2. Mas ter
Time,  B.Spell.  School Time Maths  and
Play Spell.  They 're supplied in  compacted
f orm and you are prompt ed t hrough the
process of  insert ing disks to expand the
fi les for use. This  means  there is ac tually
several disks  wort h of  software squeezed
into the us ual space available!



GETTING MORE
SOPHISTICATED
If your database needs require a more

sophist icated produc t ,  FA S TB A S E  may
be the answer.  Alt hough this  is a share-
ware vers ion and rest ric ts  you to a max -
i mu m of  ten fi elds  in records of  up to ten
thousand characters,  and five s imult ane-
ous databases, these l imit at ions  are not
ungenerous.  For the reasonable price of
twenty  pounds  you can send for the
latest vers ion whic h is supplied wi t h a
profess ionally  typeset manual.  Fastbase
incorporates  many  features that  are nor-
mally  f ound only  in expensive c ommer-
cial of ferings. These inc lude a relat ional
query  system, password protected access
and GDOS compat ible output .
The fi rst  step to ut i l is ing FastBase is, of

course, to create a database. To do this,
you s imply  choose the type of  the fi elds
required and assign each wit h a unique
name.  Four  fi eld types are supported -
character,  numeric ,  date and calculated.
Any  of these can be des ignated as 're-
quired'  so that  the user will be forced to
enter valid data.  Calculated fi elds may
contain s imple formulae,  such as mul t i -
ply ing one fi eld by  another,  or can be
highly  complex  us ing func t ions  and nes-
ted brackets.  There are more t han t hirt y
bui l t - in mat hemat ic al and fi nanc ial func-
tions. To v iew the database records you
s imply  open up a window,  whic h can
then be moved and resized freely in the
usual manner.  The record layout  is ini-
t ially  rat her unappealing but  you can
move fi elds around the window us ing the
mouse to drag t hem into pos it ion.  Each
field can have its  characteris t ics  changed
so that  dates and numeric  values are
format ted in a specific way  - for example.
negat ive values can have brackets  placed
around them,  a currency  prefi x can be
used. dec imal places can be set and zero
values can be suppressed.  in  addit ion to
s toring tex tual data you can at tach im-
ages to your records_ The image may  be a
file in Degas, !MG.  Neoc hmme or Tiny
format  and wi l l  be automat ically  sensed
by the fi le extension.  Only  the fi le name
of the image is ac tually  stored s ince the
image itself  is loaded when required.
To help you deal easily  wit h subsets of  a

large database, Fas tBase allows  vou to
mark  records for f uture select ion in a
group. These can t hen be extracted to
disk, print ed separately  or have other
operat ions performed on them.  A fac ility
Is prov ided wi t h in the search mec hanis m
for the automat ic  select ion of  matching
records. You can also 'reverse' the selec-
t ion.  so t hat  non-mat c hing records are
flagged. FastBase offers a powerful
method of  performing searches: t he fi lter.
This  allows  you to enter a f ormula,  in
muc h the same way  as a calculated field.
whic h is  then applied to all records to
det ermine those that  produce a mat c hing
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result .  It wi l l  even let  you
refer to parallel records in
anot her database.

Queries  prov ide the most
powerful and fl ex ible
met hod for interrogat ing
the database and custo-
mis ing the report ing of re-
sults. Each query  is given
a name,  a fi lter (as de-
scribed above) and a 're-
port  s t ring'  that  defi nes
exactly what  wi l l  be re-
ported on records that
satisfy the fi lter.  The report  it ems  can be
field names,  quoted s t rings  or formulae.
Three but tons  - screen, dis k  and pr int er -
are used to specify where the report
s hould be sent to. You can save query
defi nit ions  to disk  and subsequent ly  re-
load up to twenty  into memory .  I f  you
have already entered data into anot her
database applicat ion and it  can out put
us ing comma separated ASCII  format ,
you can easily import  t his  data into Fast-
Base. Likewise,  you can export  data in
the same c omma delimited format .
Another handy  feature of FastBase is  the
'mailshot '  opt ion.  This  lets you create
personalised let ters  to f riends or c lients
us ing details  held in a database, by  in-
sert ing special c ommands  into your
ASCII doc ument  fi le. An example is in-
c luded to guide you t hrough the method,
You wi l l  apprec iate that  Fastbase has

numerous  opt ions  and only  a few can be

,
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I FILE NAME: MERMEN
2 SIZE 4 8

DISK NUMBER: 463
4 SONG TITLE 6o STRING SEARCH (nst rise sensitive)

Enter String:

Field' x r n 40JY

PIRSTRASE for s imple applicat ions

xlescribed in the space available here. I t 's
probably  the most  sophis t icated tool you
can obtain wit hout  pay ing for a commer-
c ial package - at  least you can af ford to
give it  a test!

THE WINNER!
I 'm pleased to announce that  the free

educat ional gift of fered in issue 59 has
now been c laimed!  The winner is M r .
,John Hubboc k  f rom Liverpool.  Congrat u-
lat ions  to h im and loud tuts  all round to
everyone else who didn' t  bot her to write!
Finally .  i f  you're wondering how you can
obtain a database of  more t han eight
hundred disks  in the Page 6 s
-
r  l i b r a r y .
the answer is to get a copy of  the Page 6
Catalog Disk.  Check  the box below for
details.  See you again soon!

HOW TO GET THEM
The disks featur ed in PO Wor l d can be obta i ned from the  P AG E  6 ST library. W he n
refer r ing to a specifi c disk please use the uni que  r efer ence code for  identifi cation.  A
pr i nted catal ogue descr ibing all  the l ibrary disks in detai l  is avai lable fr om  P AG E  6
at a cost of  E1,95, r e fundabl e  agai nst the fi rst few disks ordered.  Thi s  i ncl udes a
c opy  of THE  P AG E  6 CATALO G  DI SK which is other wise pr i ced at f t  The  disks
featur ed this i ssue are:

S T5 5 7  S UP E RCARD 1.3
ST609 FAS TBAS E
S T632 FI RS T BAS E  AND I NFO DI SK

P r i c e s  f or  s t a n d a r d  di s k s  a r e  £ 2 . 9 5  e a c h or  £ 2 . 5 0  e a c h  for  fi ve  or  m or e
b u t  pr i c e s  a r e  l ow e r  for  m e m b e r s  o f  the  P A G E  6  S T  C l ub

Wr i te  to P A G E  6,  P . O .  B o x  54 ,  S ta f for d,  S T 1 6  1 D R
T e l e p h o n e  0 7 8 5  2 1 3 9 2 8  w i th c r e di t  c a r d  or de r s
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PAGE 6t0 GAMES MASTER
Being asked to writ e a feature
about  your career may  sound
very fl at tering,  but  it 's  ac tually
quite a diffi cult  t h ing to do.
Desc ribing your t r iumphs  and
agonies is very diffi cult  to
wi t hout  coming across as
being a bit  pompous  and
aloof. What  follows  is a brief
descript ion of  how work ing for
this  10 year old t ome has hel-
ped my  career t remendous ly .
What  you're holding in y our
hand has  probably  helped me
more t han any t hing I have
ever done.  Alt hough not
necessarily the magaz ine wit h
the largest  c irculat ion,  New
Atari User has acted as a more
than ample plat f orm f rom
whic h to base a career in
writ ing.

Being a reader of  what  was t hen Page 6 magaz ine at  a very
y oung and tender age it  was  8-bit  computers  that  were all the
rage. Games consoles such as the Atari VCS and the Intelliv i-
s ion were decidedly passe and poo-pooed by the general pub-
lic. However every thing was t urned on its  head wit h the release
of  the Atari 520ST.  Super graphics  and tons  of  memory  meant
that  1 6
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It was  at t his  point  that  I dec ided to have a bash at  the old
wr i t ing lark.  My  Dad (yes John S. Dav ison and J ohn Dav ison
jilt '  are related!) had been wr i t ing art ic les about  fl ight  s imula-
tors for some t ime and I t hought  it  looked like a pret t y  good
way of  blagging free games. Af ter all,  when you're only  14 years
old, any  way  of  get t ing some free sof tware has to be a good
thing.
Af ter knock ing out  a rev iew of  the then "state of  the art "

sports game - Wint er  Games - I was  mos t  surprised to receive
a let ter which read s omet hing along the lines of  "... y o u
fancy doing this  on a regular basis?' Obviously .  I didn' t  have to
t hink  too hard as to my  reply,  and I was  soon regularly
receiv ing ST games to cast my  discerning eye over.
All this  went  on for some quite cons iderable t ime unt i l  it  got

to that  awf ully  dis t ress ing part  of  life - the dreaded A levels
and the ensuing prospect  of  job hunt ing.  Eck!  As any 18 year
old wi l l  wit hhold,  the idea of  ac tually  going out and fi nding a
job is not the most  t hr i l l ing prospect. "Hard work '  and  "earn-
ing a l iv ing'  are two expressions that  wil l  s t rike fear Into the
heart  of  any lazy sod who's  jus t  left  school.
Af ter bumming  around t hrough a couple of cop-out  jobs

dur ing the s ummer  (Marks  and Spencer may be a superb
employer but  i f s  hardly  awe inspiring).  I  came across a job
advert at  Database publicat ions  (now k nown as Europress  and
also t he people who published the original Atari User Maga-
zine) f or a pos it ion on ST Action. Af ter apply ing and being
rejected, I  soon received a phone call ask ing me if  I'd like to be
a part  of  their new "exc it ing-and-terribly -secret -so-don' t -tell-
anyone" project  - Games-X.  the UK's  fi rst  week ly  games mult i -
f ormat  magazine,  Wit hout  the wri t ing experience gained at
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

got t his  job. As muc h as
teachers and "vocat ional
advisers" tell you.  it  really  isn't
the qualifi cat ions  that  get you
the job you want  - especially
in the journal is m indus t ry .
Most  employers  seem far more
concerned wi t h y our experi-
ence than whet her or not  you
have A-level English.
The move to Database was a

major  upheaval involv ing mov-
ing f ront  the sunny  c limes of
Cambridge to the dreary  and
dec idedly  wet weat her of the
Macclesfi eld area, jus t  south
of  Manchester.  Not  only  was
this  a job move, but  also the
big step away f rom home.
Games -X t urned out  to be a

brief  success and af ter nearly
a year of  publis hing a Smash

Hits  style c omput er mag it was  fi nally  dec ided that  the mag
should be folded. In it 's  place came the dec idedly  dreadful GB
Act ion - a dedicated Game Boy mont hly  magazine.  At  this
point  a number  of  things happened whic h completely  changed
my  career. The job began to spiral downwards  in t erms  of
personal sat is fact ion and the prospect  of  redundancy  seemed
to loom ever near.  Secondly,  the publ is her f rom Europress
Interact ive.  Hugh Gollner,  lef t  the company  and decided to
form his  own publ is hing company  - Maverick  Magazines.
Numerous  members  of  the Europress  Interact ive staf f  were

tempted away  to the new company  where two magaz ines were
to be publis hed - Cont rol,  a Super Nintendo specific magaz ine
and Mega Drive Advanced Gaming,  a Mega Drive magazine.  By
May 1992 the company  was  up and ready for act ion.
Beginning my job at the new company  I soon worked my  way

up f rom staf f  writ er to joint  Deputy  Edit or on Mega Drive
Advanced Gaming (where Hugh.  the publ is her and MD res ided
as Editor).  Wit h the Mega Drive receiv ing so muc h at tent ion in
both the specialis t  and general press the job has  changed quite
cons iderably  f rom the old days at Page 6. The magaz ine is
c urrent ly  selling between 45. 000 and 50, 000 copies a mont h
and has  contacts around the world inc luding America and
Japan.  Being an int ernat ional mac hine there are t imes  when
it's necessary to pop over to the States to have a peep at t he
latest gear and the chance to go to something like the Wint er
CES in Las Vegas is not  the sort  of  t hing you want  to miss!
Work ing wit h a mac hine that  receives so muc h exposure also

means  that  f rom t ime to t ime the journalis t s  manage to grab
the odd few seconds of  fame. The now inf amous  'IN programme
- Gaines  Mas ter has t urned to the video games media for it 's
rev iew sect ion and on a number  of  occasions I have had the
priv ilege of being locked in a lit t le recording s tudio wit h the
likes of  Dominik  Diamond to record a number  of  games
reviews.
Look ing back, it  seems hardly  feasible that  work ing on a very

loose f reelance basis for a bi-mont hly  Atari magaz ine could
result  in a number  of television appearances  in f ront  of  about
3 mi l l ion people! Seems a bit  scary when you t h ink  about  it !
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S o f t w a r e  I n fi n i t y
642 East Wal ing  Avenue
State College,  PA 16801
Good PD select ion. Have jus t
begun mark et ing commerc ial
games f rom overseas
D a t a Q u e  S o f t w a r e
PO Box 134
Ontario,  011 44862
Turbo-816 16-bit  upgrade
board.  TransKey  hardware for
us ing IBM keyboards  on the
8-bit ,  and ot her hardware
Ba r e  C o m p u t e r V i s i o n s
2730 Scott Boulevard
Santa Clara,  CA 95050
TeL (408) 986 9960
Huge select ion of  software and
hardware items. Also some
new commerc ial games, un-
available elsewhere
S a g a m o r e  S o f t w a r e
2104 Arapahoe Dr
Lafayette. IN 47905
Good PD/ s hareware select ion
wit h extensive doc ument at ion
C h a n g e  I n  H e a t
12 Bella Vis ta Place
Iowa City ,  Iowa 52245
Independent  programmer has
produced 2 excellent  c ommer-
cial quali t y  games for the 8-bit
B r e s n i k  S o f t w a r e
555 Ware Street
Mansfi eld,  MA 02048
Another independent ,  produc -
ing good educat ional sof tware
M t r a B a s i c
10 East 10t h Street
Bloomsburg.  PA 17815
8-bit  speciality  sof tware
N E R D S  S o f t w a r e
18 Wendy Drive
Farrningville,  NY 11738
Printshop related sof tware
LB C o m p u t e r s
9244 S.W. Beaverton-Hills
Hwy
Valley Plaza Shopping Center
Beaverton, Oregon 97005
(503)297-8425
B e l l C o m
PO Box 1043
Peterborough.  Ontario.
Canada K9J 7A5
The largest l ' 1)/ s hareware
select ion

C o m p s u l t
PO Box 5160
San Luis  Obispo.  CA
93403- 5160
Closeout i t ems  galore

A t a r i  S u p p o r t
The Atari 8-bit  computers  are, wit hout  quest ion. the finest home computers ever des igned and can
st ill hold their own against  any  home computer. More powerful than any  8-bit  and much eas ier to
access t han any  16-bit ,  it  is a great pity  that  sof tware and hardware support  Is dwindling.  You
can s t i l i j i nd  support  for your machine. though.  and this direc tory  should get you on the right
track. I t  is by no means  comprehensive and we would be happy  to receive details  of  any other
companies, any where in the world that  s t ill support  AiarL

We cannot  guarantee what  response you might  gel i f  you writ e l o
w l y  o f  t h e s e  c o m p a n i e s ,  
b u t

give it a try. they  need your support  as much as you need theirs. St ick a couple of  Internat ional
reply  coupons in an envelope and, u
-
y o u  d o n ' t  g e t  
a  r e p l y ,  
t h e  
m o s t  
y o u  
l o s e  
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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 inf ormed if  you fi nd good support  s
f o r  y o u r  A t a r i  C a s s i e .

N o  Fr i l l s  S o f t w a r e
800 East 23rd Street
Kearney, NE 68847
Closeouts & Print  shop
graphics
M i l e s  B e t t e r  S o f t w a r e
219/ 221 Cannoc k  Road.
Chads moor
Cannock ,  Staf fordshire
WS11 2 DD
England
Surely  k nown to everybody
and,  apparent ly  highly  regar•
ded in the USA
B a c m u n  S o f t w a r e
1671 Eas t  16t h Street,
Suite 629
Brook lyn,  NY 11229
PD t heme disks

A l p h a  S y s t e m s
1012 Sicyland Drive
Macedonia,  OH 44056
Ut ilit y  sof tware & hardware
Am e r i c a n Te c hna v i s i on
15338 Inveniess  Street
San Leandro,  CA 94579
(510) 352 5639
Large select ion of  commerc ial
sof tware at c loseout prices,
and hardware replacement
parts
B e s t  E l e c t r o n i c s
2021 The Alameda,  Suite 290
San Jose, CA 95126
(408) 243-6950
Known as the Atari hardware
store. I f  they don't  have the
part  you need, nobody  does
B R E  S o f t w a r e
352 West Bedford Ave.
Suite 104
Fresno, CA 93711
PD/ Shareware
C i k T  C o m p u t e r A c t i v e
PO Box 893
Clinton,  OK 73601
P h a n t o m s  A t a r i  8 - b i t
Box 331 LeViSa Road
Mout heard.  KY 41548
N e w e l l  I n d u s t r i e s
P.O. Box 253
Wylit ,  TX 75098
Tel. (2141442 6612

I n n o v a t i v e  C o n c e p t s
31172 Shawn I )rive
Warren,  MI  48093
(313)2 9 3 - 0 7 3 0
Accessories, hardware,  PD
software

C S S
PO Box 17660
Rochester NY 14517
(716) 429 5639
Speciality  hardware items.
8-bit  repair service
S a n  J o s e  C o m p u t e r s
640 Blossom Hil l  Road
San Jose, CA 95123
(408) 995 5080
New and recondit ioned hard
ware and sof tware

Eas t  Ha r t f or d Com put e r
202 Robert  Street
East Hart f ord.  CT 06108
Discont inued sof tware for all
computers
A e r i o n  S o f t w a r e
PO Box 1222
Riverdale Stat ion.  NY, NY
10471-1222
Markets  a new 8-bit  c ommer
vial game
T o a d  C o m p u t e r s
556 Balt imore Annapolis  Blvd
Severna Park.  Mary land
21146
(301) 544-6943
Now offers a select ion of  soft-
ware and recondit ioned
hardware
Gratin I nter nati onal
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Dorset,  B HI 2  2BN
Hardware and sof tware,  in-
c luding ICD produc ts
TWAUG
P.O. Box  8
Wallsend
Tyne & Wear
NE28 6DQ
Regular news let ter wit h disk
available to members  and
non-members
NOSAUG
S. ,J_ Murray
71 Walk er  Road
Tony .  Aberdeen
AB!  3 DL
Scot land
Producer of the excellent dis k
magaz ine FUTURA,  also avail-
able on tape
Mi cr o Di scount (Derek Fern)
265 Ches ter Road
Street ly.  West Midlands
(021) 353 5730
Large select ion of  commerc ial
software, also hardware and
replacement  part s

T i g e r  D e v e l o p m e n t s
26 Menz iers  Avenue
Walmer,  Deal
Kent
CT14 7QZ
Commerc ial  8-bit  sof tware

N e x t ,  i s  a  l i s t  o f  m a ga -
z i ne s  s t i l l  s u p p o r t i n g
t h e  8 - b i t  At a r i .
ATARI  CLASSICS
170 Sproul Road/ Rt .  352
Frazer
PA 19355-1958
USA
A new bi-mont hly  magaz ine
formed by a number  of dedi-
cated users  to keep the 8-bit
alive in the States
Cur r ent Notes
122 Nort h J ohns on Road
Sterling,  VA 22170
A t ruly  excellent  Atari-oriented
magazine,  s upport ing both8-bit  and ST
A t a r i  I n t e r f a c e
3487 Braebum Circ le
Ann Arbor,  MI  48108
(313) 973-8825
A magaz ine support ing both
8-bit  and ST, wi t h  input  f rom
Atari User Groups  in the US.
Canada and the UK.  They also
produce a mont hly  8-bit  disk
Ne w  Atar i  User  (PAGE 6)
P.O. Box  54
Stafford, STI 6  11)R
England
0785 213928
A profess ionally  produced
magazine s upport ing both
8-bit  and ST, also large PI)
l ibrary  for both mac hines  and
commerc ial sof tware
E X C E L  ( R o b e r t  S t u a r t )
21 St ronsay  Way
Broornlands
Irvine, St rathc lyde
KA1 1 111Z
Scotland
Disk based magazine and
commercial software

This  l is t  was  o r ig in a l ly  pub
lis hed by  the US d is k  magaz ine
A I M in J u ly  1991 a n d  updat ed
by S t ourb r idge  Us er Group
whos e addres s  you w i l l  fi nd  In-
c luded above. Many  t hank s  to
them and  to a l l  who  are s t i l l
s u p p o r t in g  the 8 bit .  Long may
it  cont inue
Please keep us in f o rmed  ( f  you
k now o f  any amendments .
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Z O R K  I  D I S K  ONLY
The Infocom classic and the adventure game that changed the way
all future adventures were written, The Great Underground Empire
of Zork is well documented by now and thousands of players have
become addicts graduating to Infocom's more difficult adventures.
Zork i is the ideal introductory level adventure for beginners or
those with a little experience. If you have never ventured under-
ground before now is the time to try, I ts never been cheaper to
expand your universe! Classic original Intocom packaging with
excellent manual and a map.

O U R  S P E C I A L  t w i t  ( l c  I
O F F E R  P R I C E  1 . , Z . V U :

LOWEST EVER PRICE ROMS!
KABOOM
Challenge the Mad Bomber  as he tries to bomb you out of
sight. Can you catch his bombs and dowse them in time?
Or would you like to be the Mad Bomber and try to flatten
one of your friends? Lots of excitement for one or two
players in this addictive arcade game that won awards for
Best Audio and Visual Effects when it was first released.
Simple yet addictive.

ROM CARTRIDGE
OUR PRICE E2.95

RIVER RAID
This best-selling, all out battle adventure from Activision
will have your palms sweating as you fly up river bombing
enemy bridges, avoiding lethal choppers and hot air bal-
loons. Can you survive tar enough up river to discover its
secret? Few can. Now this 1 or  2 player game can be
yours at the lowest ever price. Bombs away!

ROM CARTRIDGE

FREE
Yes a 0. 95 Datasoft game absolutely FREE when you
spend over ,110 with the Accessory Shop. Check out the
offers on this page and on the Accessory Shop pages
inside and send or phone your order. I f  it comes to more
than HO (excluding postage) we'll enclose a copy of this
Pacman type game absolutely FREE i f you ask for if.*

*NOTE the game is on disk only and will only be sent to those who
specifically  request a copy with their order

FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY
SHOP AND AN ORDER FORM ARE INCLUDED WITH EVERY ISSUE

OUR PRICE E3•95

with orders over £10

CHECK OUT
THE ACCESSORY SHOP

PAGES FOR MANY
MORE BARGAINS!

SUPER SPECIALS
MAXWELLS DEMON
Check out the review in issue 49. Paul Ri on found this
simple game to be quite addictive and at this price can
you afford not to become addicted! Ifs a different type
of game, more in the Tetris mould than an arcade game
It sure makes you think and the price won't break you if
you don't get fully hooked.
DISK O NLY  Re c om m e nde d price £9.95
SUPER SPECIAL JUST E1.99

MR ROBOT & HIS ROBOT FACTORY
One of the most famous of platform games that has you
lumping over tire, running over breadmills and bombs.
climbing ladders, sliding down poles and more with
some great graphics. Master all 22 screens if you can
and then create your own for neverending fun. This is
what platform games are all about.
DISK R e c o m m e n d e d  price
ONLY  1 ' 9 . 9 5  on disk
SUPER SPECIAL JUST E1.99

ZAXXON
One of the all time classics for the Atari, Zaxxon set new
standards when first issued arid was copied many
times. Pilot your craft across the unique 3 dimensional
battlefield shooting enemy fuel tanks, anti-aircraft tanks
and missiles before launching off through space for the
ultimate conflict with a mighty robot - few have got this
fart Zaxxon. often copied, never bettered and NEVER at
this incredibly low price!
DISK
ONLY
SUPER SPECIAL JUST E2.99

Recommended price
f9.95 on dick

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


