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REGULAR CASSETTE BARGAINS FROM PAGE 6

You know that these cassettes can work out at only 95p each
but now you have OVER 40 TO CHOOSE FROM - check the
Accessory Shop pages in this issue and mix ‘n’ match from

this page and the price can be as low as 95p each!

TRANSMUTER

A new kind of weapon. This sci-fi arcade game
features excellent smooth scrolling, incredible
terrain, vector graphics sections and subterra-
nean caverns. Fast reactions and a cool nerve are
a necessity. Music by David Whittaker

PROTECTOR

Assigned to Fort Rucker, the US Army Helicopler
Training School based in the Nevada desert, your aim
is 1o become the best chopper pilot this side of the
Iron curtain. A real Protector! Your mission consists
of a strategic battle of wits between yourself and
either another pilot or a computer controlled RPY

REVENGE Il

The Mutated 90 foot high, laser spitting death
camels have rebelled against their captors the
Zryaxians and are out for revenge! All action,
highly graphical shoot-em-up from Jeff Minter

KIKSTART

The ultimate off-road motorbike scramble simula-
tor. Guide your rider carefully over the obstacles
in this all action simulator for 1 player against the
computer or 2 players against each other as well
as the clock

ROGUE

You are the ROGUE, Your mission is lo search
the Dungeons of Doom for the Amulet of Yendor,
In the dungeons you will find many things to aid
the quest for the Amulet. You will also encounter
fearsome monsters and fiendish traps that will
challenge all your skills

DESPATCH RIDER

Join the growing band of street demons - those
fearless horders who terrify the population of the big
cities to get the parcels through. Plan your moves to
make some money, but don't take too long - time is
always short. Gain an instant macho rating and be a
despatch rider with this all action simulation

180

What can we say? A gréat darts challenge. Eight
opponents, digitised speech, two player option.
live joystick control, full matchplay scoring, a
sense of humour, superb playability, this one has
it all!

UNIVERSAL HERO

Only seven seconds left to save the planet! Universal
Hero has to save his skin and everybody else’s by
finding bits to repair a shuttle to get to a planet to
pick up the spares to mend a space freighter which |s
out of control and about to blow him and his chances
of getting back to earth to atoms.

INVASION

Mobilize your units and prepare for battle. This all
action space conflict requires skill, strategy and
tactics. You must destroy the weather control
station in order to win the battle but every move
you make the enemy will counter, and they're
walting for you to make just one fatal slip up

SIDEWINDER II

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

HENRY’'S HOUSE

Litthe Henry has shrunk. He must navigate his way through
the royal household to find the cure. Avolding all the
abstacles in his path, from terrible toothbrushes, through
pastiferous parrots and chefs chasing chickens, to a final
ancounter with the viclous vampire! Acknowledged by all
reviewers 85 one of the best Atari games of all time

LOS ANGELES SWAT

Special Assignment. Rescue the hostages from
the terrorist gangs holding out in West L.A. Clean
up the streets. Blow awa'l.r the bad guys and be a
hero on natwark T.V.! Fail and you won't be
coming back to watch it. All action joystick bend-
ing combat for those with the skill to survive!

GHOSTBUSTERS

Has anybody seen a ghost? Matter of fact yes
they have! At this very moment hundreds of
ghosts are making their way to the infamous
spook central. Only you can save the world from
a disaster of biblical proportions. So go and show
‘em how you do itl

BOMB FUSION

A terrorizt gang has planted bombs throughout
the Sellerscale Nuclear Processing Plant and you,
as ex super hero (ex after the ‘Borls Affair’) have
to go in and save the plant and possibly the
Nerthern Hemisphere from destruction

SPEED ZONE

Enter the Speedzone in a frantic defence against
marauding allen forces. A survey ship sent into
the area comes under attack. As an enemy vessel
draws closer your "STARFIRE" class attack craft
is launched

NINJA

Blasts the belt off all other martial arts games!
That's all it says on the inlay! Someone sure
reckons this is the best punching, kicking, duck-
ing and diving game around

MILK RACE

Cycling 1,000 miles is no mean feat - and you
could end ug feeling pr exhausted by the time
you've finished playing this superb race simula-
tion designed especially in conjunction with the
Milk Race

FEUD

To win at Feud you must "out-spell” your rival
Wizard Leanoric. In Kieke's herb garden you will
find the ingredients for your spells but tread care-
fully as strange things can happen in this game
of magic and mystery

ROCKFORD

The only true arcade version of the classic game
Boulderdash. There are four levels on each of five
ditferent worlds with four screens on each level.
It all adds up to eighty totally different playing
BCIeens.

INCLUDES FREE GAME - CRYSTAL RAIDER

GUN LAW

Four months of bloody alien attacks have taken their

tall - all the surviving inhabitants have fled and arson
attacks have been made on your weapon stores, they
destroyed what you could not carry away. You are left
to fight alone against ruthless and bloodthirsty killers
with just a single machine gun

PANTHER

Save the last humans on Xenon before the alien
hardes turn them Into Eundnz roast! Take your
ground attack ship through this 3D scrolling
mega shoot-em-up with great graphics and unbe-
lievable soundtrack

Any one cassette £1.95 - any two £3.50 - any three £5.00 - any 4 £6.50 - any five £7.50
or select ANY TEN CASSETTES FOR JUST £9.50!

All prices are inclusive of postage

CHECK THE ACCESSORY SHOP PAGES FOR MANY MORE BARGAINS

USE THE ORDER FORM ENCLOSED OR PHONE YOUR ORDER TO PAGE 6 AT 0785 213928
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Dreaming of my Ataril

SUBSCRIPTIONS

Annual subscription rates (6 issues)

UK £15.00
Europe (Air Mail) £17.00
Elsewhere (Surface) £17.00
Elsewhere (Air Mail) £23.00

Overseas rates reflect only the difference in postal cosis

NEW ATARI USER ON DISK

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

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

Please make cheques payable to PAGE 6

PUBLISHING and send to the Editorial

address shown below

SUBMISSIONS

PAGE & welcomes and encourages its readers to
submit, articles, programs and reviews for publi-
caticn. Programs must be submitted on disk or
cassette, articles should wherever possible be
submitted as text files on disk. We seek to en-
courage your participation and do mot have strict
rules for submissions. If something interests you,
write a program or article and subrmit it!

All onginal articlas, programs and other matenal
in NEW ATARI USER is copyright of the author
as credited. All uncredited material is copyright
PAGE 6. Unless containing the by-line "All Rights
Reserved’ amy material in NEW ATARI USER
may be reproduced by User Groups and other
non-profit making organisations provided that the
author's name is included and PAGE 6 is credited
as the onginal publisher. Permission to publish
alsewhere should be obtained from PAGE 6 or
the author. Editors of mewsletters reproducing
material are requesied io send a copy of the
relevant issue to the Editorial address of PAGE
6. Whilst we take whatever steps we can to
ensure the accuracy of articles and programs and
the contents of advertisements, PAGE 6 cannot
be held liable for any erors or claims made by
advertisars.

ATARI (TM) is a registered trademark of ATARI
CORP. All references should be so noted.
NEW ATARI USER is an independent publication
and has no connection with Atarl or with any other
company or publisher.
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THE CREDITS

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

Les Ellingham apologises that this issue is a
little late but there were many other things to
do this time that ate into the production time
available. Keep taking the tablets, though,
and it all gets there in the end

Sandy remains as cheerful and helplul as
ever running around picking up soltware and
throwing scraps to the wolves

Paulette still manages to keep smiling
through thick and thin. If I could be serious
in this column then [ would thank her for all
the support she has given us but I can't do
that can [?

And a big graci to Grazia who came in and
helped us send out the last magazine. Mind
you she thought that she was having a nice
day out, little did she realise what Paulette
means when she tells people they can sit
around in the office for a couple of hours!

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

John § Davison Stuart Murray

John Sweeney Paul Rixon
Damon Howarth lan Finlayson
Allan J. Palmer The Tipster

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

Well, fust trwo more this time to provide the inspir-
atlon and keep the old grey matter alive. Need-
less to say, the first was Van Morrison but Too
Long in Extle is not one of his better efforts. There
are a_few great songs there but too few to put this
anyuwhere near the top of the pile. He km-f:.::l
sapying it°s fust a job and sometimes you begin fo
belleve it. The other was Runrg who, despiie the
rather pedestrian chart single, have turned out
another cracker in Amazing Things. Seeing them
on Top of the Pops really does prove that anmazing
things can happen, [ can well remember when
only you and me knew aboul Runrig and o
only knew because [ mentioned them here! Would
dearly have loved Neil Young's Unplugged but
had to make do with another spin of Harvest
Moon, still as good as it ever was. Or was that
Talking Heacds?

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

FPAGE 6 shows just what you can die with your Atari, NEW
ATARI USER kas always been created entirely with Atari
equeipwment, initially on the X1 but move lately with a Mepa
ST and orher suff, who meeds PC's or Macs! With the
exceplion of the final ouiput on a Linotron and the use of an
in-haouse repro camera for the photos and lstings everything
is done on the 5T. Hordware includes a Mega 5T2 fuppraded
to S b, SMI25 Monitor, Supra 30Mb Hard Disk, an Afari
Laser Printer, Citizen 12410 printer, Philips CME833 monitor,
I0XE, XFS5] disk drive, 810 disk drive, 850 interfoce, NEC
8021 printer. Principal software used is Provext and Fleet
Street Publisher 1.0, (hher software incliedes Kermit, Tari-
Talk, Turbo Basic and various cusiom written programs on
the XL/XE. Articles and programs submitted on XLIXE dizks
are subfected o varions cuifin written prograis before
being transferred acrosx to the 5T via TARITALK. All major
editing is done with Provext and pages are laid oni with Fleet
Streel Publisher. A disk with the finished pages ax Postecrips
Silex is xent 0o a typeseifing bureau fo be output on o Linotron
and, hey presto, finished pages are sent back exacily as you
see them. It really does work! AN that is lefi is to drop in the
listimgy and phodos.

Well, it's mot queite ax easy as that bur yirn et the idea!

lssue &3 - Mew Afari Liser

ON YOUR SHOULDERS

There are still all sorts of folks all over the world doing their best to support the Atari but the
lowest part of the pyramid, the part on which everything depends, is you. Without your
involvement everything will collapse.

Over in North America (actually Canada) one of the one-man companies that have supported
Atari users for many years is Belleom who have given the Atari users’ community solid support
in the field of public domain and shareware programs. In their last mailing, however, they
stated that, unless Atari users really showed their support by May of this year they would
abandon the Atari market and go over to the Mac. | don't know what happened but if their
response was anything like the response we had from our last issue, | can assure you that
they are now gone from the Atari scene.

I have said often enough in this column that everything we do, everything we sell, supports
the production of the magazine and without your support we cannot continue. It's the pyramid
again with the magazine at the top, the software and public domain in the middle and you at
the bottom. If you go away things start to fall. | can understand that there is little new software
around and you might have everything that there is on offer but there is no way that you have
every new PD disk that we put together, so why have the PD sales declined so dramatically?
It's time for you to do something to show your support.

MAKE A COMMITMENT

to buy at least two PD disks each issue

That’s £5 spent every two months, surely your Atari is worth that?

There are a fair few of you who buy much more than that every time and our thanks go out to
you, but there are an awful lot more that don't bother. Yes, | know that money is tight, but if
you don't invest just a little in your hobby there will be eventually be nothing left for you to
invest in.

Okay, so you don't have a disk drive.

MAKE A COMMITMENT

to buy at least two items of software each issue

Maybe £5 to £10 every two months, surely your Atari is worth that?

If every disk subscriber bought two PD disks every issue and every cassette owner bought
two items of software then not only would the future of New Atari User be secured for years to
come, we could actually start to expand the magazine once again. You could end up with
more 1o read, more to do and more enjoyment from your machine than ever before

Think about it now. Buy those two disks, buy those two items of software, buy a little more if
you can, it's the future of your hobby you are investing in. We don't want to have to say what
Belicom found it necessary to say. It's Atari all the way for us, it's just up to you to show the
commitment.

J'_”.t 1 fﬁtl'r:_qgam
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Review

Ithough it could be the latest simulation of Nigel Man-
A sell's Indyear racing, QUICK is in fact a programming

language for your Atari 8-bit. It's produced by Power
Per Post of Germany and distributed in the UK by Dean
Garraghty, who has also translated the user documentation.
Of course, Turbo Basic has already established itself as THE
replacement for Atari's built-in offering, so where does Quick
fit in?

The authors of Quick aimed to provide a language that could
boast the benefits of assembler - speed and power - without
the normally associated overheads of programming time and
effort. Quick is a structured language which means that.
unlike Basic, it doesn't rely on line numbers and therefore
helps to avoid the bad programming techniques that these
inevitably encourage! It incorporates many functions that are
usually unobtainable without resorting to machine code -
playing digitised sounds, dealing with player missile graphics
and accepting input from an ST mouse for example. The Quick
compiler transforms your typed-in source code listings into
machine code *.obj’ files which can then be run using the 'L’
Load option from DOS. The resulting code is, according to the
authors’ benchmarks, considerably quicker than Atari Basic,
Turbo Basic and Kyan Pascal. Only Action beat Quick (by a
mere 2 seconds) in a race to compute nearly two thousand
prime numbers, and Atari Basic trundled home almost six
minutes behind!

-

COMPREHENSIVE PACKAGE

The package comprises a single sided disk containing the
Quick compiler, program editor, system libraries [source code
files containing pre-defined sub-routines) and several demon-
stration samples. The various componentis are accessed by a
shell (or options menu) which loads on power-up and swaps
the editor or compiler into use as required. The system will run
on all XL/XE machines (except the somewhat rare 1200XL)
and DOS 2.5 is recommended. Users with more than 64K gain
a useful speed advantage by the automatic creation of a ram-
disk which is subsequently used during the compilation pro-
Cess,

All Quick source code listings have a common structure. The
first optional sections contain a list of included libraries and
variable definitions. All global variables - those which are
visible throughout the program - must be declared before the
main program begins. so that the compiler can maintain a
table of the variables used. Bytes, words and array variable
types are supported (but not floating point). The main program
begins with the key-word MAIN, ends with ENDMAIN and may
call any number of subroutines which are surrounded by
PROC (name) and ENDPROC. Variables may be passed to
subroutines, and local variables (which are visible only inside
the routine, though they always retain their values) may be
used as well. Quick incorporates around SIX1y program state-
ments. some of which are similar to Basic, some from assemb-
ler or 'C" and others completely unique to Quick. Initial im-

BEST BE QUICK!

Paul Rixon checks out a

new language being used
to write many of the new
programs from Germany

pressions are that the language is fairly technical in nature
and probably ideal for assembler users who want to speed up
their development cycle. However, after some practice and
examination of the demo programs supplied it begins to seem
less complicated!

Quick provides a screen-based text editor, unlike the line-
based editor built into Atarl Basic. You can use the cursor
keys to scroll through the text, press Return to insert a new
line, insert tabs (for indenting program structures) and insert
new sections of code at any position. Control-key functions
allow you to delete lines, define and copy blocks of text, search
for specific text sequences and perform many other useful
tasks. The editor is equipped with all the facilities you are
likely to need in constructing Quick source code - my only
criticism is that the cursor is fixed in a central screen position,
so that pressing the up and down cursor keys moves the
screen rather than the cursor. This seems rather unnatural at
first. though it shouldn't take long to get used to.

COMPILED CODE

The Quick compiler translates your source code {albeit quite
slowly without the benefit of a ramdisk) into machine code in
three stages - first the variable assignments, then the straight-
forward key words, and finally runtime subroutines which
include the more complex facilities for mouse handling and
digitised music. You simply enter the name of the source file
and the compiler reads each line from disk [or ramdisk) in
order to create the final .obj file.

Though it's not intended for the novice user, those who are
interested in programming languages really ought to take a
look at this one. A large proportion of new commercial games
(especially those from Germany) are now being written in
Quick and with a small amount of perseverance, vours could
be the next! A final thought ... Quick magazine - a disk mag
produced by PPF to explain the ever expanding features of the
language - has published an enhancement for Quick that
enables your Atarl to perform multi-tasking (running two prog-
rams simultaneously). Is there no limit to the power of the
8-bits?

QUICK is published by Power Per Post of Germany and
distributed in the UK by Dean Garraghty, 92 Thomson
Avenue, Balby, Doncaster, DN4 ONU. The price is £15
plus £1 to cover postage and packaging.

Mew Atari User - lssue &3 5



Well, the letters keep coming in!
Thank you to all who included
words of encouragement and
appreciation (including Oliver Har-
rison, Dave Deeming, Freddy Van
Heijning, Diane Heyes, H S Wood,
Bill Jackson, David L Wadman,
Arthur Morris, Avram Dumitrescu,
Derek Fern, Bill Diggins and De-
nnis Fogerty). Without more ado,
on with this issue's letters.

Allan J Palmer. Mailbag Editor

Allan J Palmer

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

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

Issue &3 - Mew Atari Lser

Mailbag

PRINTERS, INTERFACES
AND WORD PROCESSORS

A regular Mailbag correspondent is H S
Wood of Bradford, West Yorkshire. He has
used Phil Cardwell’s "Page Six Writer"
since it was published in issue 50 and has
“..Jound it to be an excellent word proces-
sor. There was just one initlal snag be-
cause | use a joystick port printer interface.
The solution was to boot the compulter
using my Eprom Monitor. A secondary
problem was that if I pressed RESET [ lost
iy printer routines. The cure to this was
abuious!

Recently, while writing a longer than
usual report {with "Page Six Writer”), 1
found that the page headings gradually
wandered down the pages giving a most
ragged effect, and I decided that something
had to be done. The fault is caused by the
clash between the program ‘page-eject’ and
the printer ‘page-eject’ routines. It might be
overcome by the use of the "Wait' command
but then [ would lose the effect of my prin-
ter buffer.

I cured the problem by replacing the three
carriage return calls at hex 355C with 5
bytes to send the code S80C to the printer,
The remaining 4 bytes were filled with NOP
cocdes SEA, This change can be done by
modifying the bytes directly in the disk
sector without changing the program in any
other way. However, I decided that while I
was at it I might as well cure the RESET
problem. This is a more involved change
because it means adding 20 hex bytes into
the initialisation (first) sector and this in
turn means changing the program. The
extra bytes save the HATAB address from
location S0318B/8031C and restore {t when
RESET is pressed. I detail the method for
curing the page heading bug below. If there
is any interest, I will send details of the
RESET amendment.”

Page Heading Change for "Page Six Writer”
by H § Wood

{1) Format a blank disk using DOS 2.5 and
add the DOS and DUP files. It is essential
to use a newly formatted disk because if
a mistake is made, you could corrupt
other files on the disk, and the sectors
will not be in the right place.

(2) Copy the "Page Six Writer" machine
code onto the disk under the filename
WRITE.CMD

(3) Using a seclor editor load in sector
S0080 - this is the sector to be changed.

i4) Check bytes 7 to 15(807-50F) which
should be:

20 DC 35 20 DC 35 20 DC 35
If the byles do not have these values then
you are in the wrong sector.

{5) Replace the bytes with:
A9 0OC 20 E6B 35 EAEAEAEA

(6] Resave the sector and reboot the com-
puter using this new disk. Finally. from
DOS load WRITE.CMD and if all is well
the program will work normally. It is re-
commended that you keep this program
separately until you are satisfied with it.

A fax from "Mr Micro Discount” himself,
Derek Fern, has some answers Lo ques-
tions in issue 62's column:

“For S W Berry, the only method I am
aware of to hook up a serial printer with an
Atari &-bit machine is via the 850 interface.
The serial port on the 850 gives all the
handshaking lines required. But beware -
using this set-up can limit the software you
use. Some of the more recent DTP packages
will only run correctly with a Centronics
parallel printer.

In reply to Steve Shearing, for some time
Micro Discount combined with Dave
Richardson of Rambit, have produced and
marketed a modified High Speed tape ver-
sion of the original AtariWriter. It is not
possible to use a spell checker or proaf
reader with tape based systems because
you do not have the random access facility
used with a disk drive, you can only read
data as it passes the heads. The method to
adopt when you have upgraded from tape
to a disk system is to load your tape files
with the Turbo AtariWriter, then save these
out on to a blank tape in standard C: slow
speed. Now load your disk version of Atar-
iWriter Plus and load from tape. When
loaded you can resave your file to disk or
spell check it."

HOME FILING MANAGER

Dave Deeming from Gillingham has some
comments on Atari’s "Home Filing Mana-
ger" utility:

T wish to extol the virtues of the superb
HFM program - I find it so useful for all
types of data handling, and [ feel that its
main benefit lies in lis ability to search_for
a phrase across an entire data disk, and
not just within certain fields, as on a con-
ventional database such as MiniOffice II.

To illustrate, supposing you were to keep
a diary and wanted to find how many days
you had noted that the sun had shone, or
that rain occurred (according to whether
you are an optimist or a depressivel] - a
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diary kept on the HFM would be easily
accessible for this data, but how would you
organise such information in a diary on a
conventional database, via fields? A word
processor (likke AtariWriter Plus) could
obuviously be used to keep a diary, but the
means of searching the entire disk for a
phrase would be very tedious, as it would
have to be done file by file.

Now for a couple of questions. Is there any
way that HFM can be converted to work in
true double density, including the ability to
convert all existing single density data
disks to double density?

l Is there a utility available which will enable
cards to be transferred easily from a data
disk of one title to one of a different title
which already has a number of cards writ-
ten fo it?"

Well, I suspect that it would be possible
but long-winded to write some form of
patch that would enable HFM to work in
true double density. As indicated by my
article describing the format of the HFM
data records in issue 61, yvou would need
to cater for a larger table to record the
start sector number for each data card.
Anyone care to take on this as a chal-
lenge? As for yvour second question, 1 am
unaware of a utility to merge HFM files -
does anvone know of one? However, | am
confident that it would be a relatively
stralght-forward task to write such a util-
ity program. The information needed is
again in my article in issue 61 and good
old Atari BASIC {or TurboBASIC) would be
quite adequate to do the job.

NEW GAMES FOR THE
ATARI CLASSIC

Coming back to Derek Fern's fax [ find
some information concerning some new
games that may be coming our way. Derek
continues:

"Over the last few months | have received
lots of new soffware samples from contacts
in Holland, Germany and Poland - serious
stuff as well as some brilliant games. So
Jar I have not been disappointed with any 1
have seen! But to get these games over in a
Jorm acceptable to UK. Atari users is very

! difficult. The producers require a minimum
commitment to produce English text ver-
sions and {f it is a serlous program, con-
verting text from a Polish multi-page manu-
al is a big investment in time and money,
So it's up to you, the user If you want to
see all this new software - do something
about it - support the people who are work-
ing hard on your behalf to keep costs as
low as possible and provide you with soft-
ware from all over the world.
My own experience with "Last Guardian"
and "Tagalon" brought home just how much
these games cost to produce. [ invested
over £5300 to obtain the rights to produce

L
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these excellent games only to find they are
passed around by so called Atari User's.
Some of the new releases from Poland such
as KULT, CAPTAIN GATHERE and BATTLE-
SHIPS have already hit the pirate circuit,
even before I have had a chance to prepare
the English version. It may not surprise you
that these titles will now be dropped from
my future list so the pirates have once
again succeeded in depriving the genuine
Atari User access to this new softuware,

The most successful imported softiare this
year without doubt has been "Operation
Blood" and the MEGA-Magazine disks. This
software contains protection that stops it
being copied on Lazers or Happy-equipped
drives. All future releases, such as "Opera-
tion Blood" for the Light Gun(!), "Chaos
Music Composer”, sterep sound versions of
"Draconus” and "Zybex", and "Brundies"
will include this type of protection. But this
means that disks cannot be mass produced
as each disk is individually protected and
this will have some influence on the final
retail price.

It always makes me wonder, when [ see
advertisements in Atari User or Micro Mart
Jor complete set-ups for sale which include
300 plus disk games, how long have these
users have been collecting, and how much
have they contributed to the downfall of the
Atari 8-bit machine. Have you got software
in your collection with title screens that
include names like ROB C, IAN K, JON C.
or THE BURTON BANDIT ? - If you hauve, it
is llegal pirated software! [ appreciate that
as a producer and distributor of software
my views may be regarded as biased, but
that view is based on 10 years' experience
of the Atari 8-bit scene."

MUSICAL TASTES
& SOFTWARE GEMS

Ray Pawson from Muswell Hill, London
N10 writes with regard to our Editor’s
choice of music:

"...d feel on this occasion I must write to say
I support his views on Nanci Griffith's new
album ‘Other Voices. Other Rooms'. It really
is an excellent album, I saw Nanci Griffith
in concert at the Royal Albert Hall during
her current tour and it was well worth the
money.” Moving on to the Atari Classic. Ray
continues, "In ‘The Classic PD Zone' Stuart
Murray asks why there was never any
Atari 8-bit cookbook. You can tell Stuart
that there was. It was called "The Celebrity
Cookbook"” and was published in 1987 by
Merrill Ward; it was also issued in ST and
Amiga formats. I don't think it was ever
imported into the UK. It had a very unusual
protection scheme which required the user,
on booting up, to enter a three digit security
code which would be different each time
the program was loaded.

On to a question - is Alan Reeve of Reeve-
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Soft who gave us DiamondGOS still in busi-
ness? I'm just wondering i any further
applications or even any desk accessories
have been developed for use with Di-
amondGOS?"

Issue 6 of Dean Garraghty's Atari News-
Disk included an article by Alan Reeve
that appeared on a U.5. BBS, which con-
cluded "... Anyway, we're sold out of Di-
amond carts and gelling more would be
rough. We've been in contact with some
people about taking over the project with
no success, We still offer support as best
as we can, but aside from that we're no
longer involved in any significant 8-bit de-
velopment. That's the current state of
things."

But is there a group of Diamond users
out there somewhere who have produced
accessories?

Ray turns to Steve Shearing's issue 62
gquestion about a "word finder", "...the only
program I have been able to find is an
anagram solver called ‘Anagrammatic’ writ-
ten by Humphrey Walwyn and appeared in
‘Sixty Programs for the Atari 400 /600XL /
800" published in 1984 by Pan Books/
Personal Computer News (ISBN 0 330
28481 9) at £5.95. It's not quite what Steve
is after, but it's all I could find.

Finally, does anybody know where [ can
abtain a copy of SynTrend which was pub-
lished by Synapse?”

SEEING THE LIGHT

Oliver Harrison from Rotherham, South
Yorkshire reports that:

"I have recently acquired a Light Gun at a
car boot sale for £4. [ also have ‘Crossbow’
face!), *Crime Buster', ‘Bug Hunt’ (ugh!) and
‘Barnyard Blaster'. Is there any P.D. soft-
ware which supports the light gun and are
there any books which give information
about programming the Light Gun? Also, |
would recommend that all Light Gun own-
ers take a look at Ke-Soft's catalogue as
they market a Light Gun game called 'Geis-
terschloss"."

Referring back to issue 680, my reply to
Christian Delilis gave some information
about light pen programming which is
essentially the same device as a light gun -
see (Old) Atari User Feb. 1988 for an arti-
cle by Andre Wiley on programming for a
Light Gun; and if you can find a copy of
"The Creative Atari”, this will also help.

NEWS FROM BELGIUM

Freddy van den Heijning writes again
from Belgium:
"Thank you very much _for publishing my
letter. I originally wrote some time ago, so |
already knew more about "Manager-3003"
las described in issue 61). [ did not know
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that there was a utility for the 1029 printer.
But did you know that the program also
contains a game called "Elevator Re-
palrman”?

There was no reply to my question about a
user group in Belgium or the Netherlands. |
was disappointed to find that the 8-bit
Atari was dying over here, but I will hang
on! There is some good news, someone
Jfrom England wrote to me so [ have a new
pen pal to swap hints and tips with."

You say you've had no reply about a Bel-
gium or Dutch user group? Well, read on
Freddy and get in touch with our next
correspondent ...

NOTES FROM THE
NETHERLANDS

A lengthy letter from Bill Walraven of P,
Lammekensstraat 6, 4827, Cm Breda, The
Netherlands contains a number of ques-
tions and comments - unfortunately with
the full Mailbag this issue, 1 won't have the
chance to cover all of them, so expect more
of Bill's comments next issue. In the
meantime, Bill starts off by asking:

‘Can yeu publish the address of the Atari
club in Spain?*

The only Spanish address | could find in
Page 6's Contact file was Stephen Wilds,
c/Payesas 30, 07460 Pollena, Mallorca,
Spain who has contributed to the maga-
zine in the past. perhaps you should drop
him a line? (I have a feeling that Stephen
may now have returned to the UK, or was it
the other way round? Ed.) 3

Bill also suggests including the German
club ABBUC in our Resource File. OK Bill,
[ would - but you didn't include the full
details in your letter! Bill also says that
you can write to his address about "...my
club, BRAC, for 8-bitters. We have a hard-
ware section that installed my ramdisk,
Q-Meg+printer output, etc. I would be de-
lighted if any Page 6'er if in the region
would drop in."

Bill gives these tips for users of the 1020
Plotter:

"A common malfunction on the 1020 plotter
is that a small plastic gear on the metal
transport axle splits - I think due to differ-
ences in thermal expansion. Prise the gear
off. slightly enlarge the central hole until
the crack remains closed when mounted.
Then using instant glue (cyano compound),
put a drop in the crack and on the axis and
put the gear on the axle.

You can refill 1020 pens by putting them
"tip up’ in hot water (just off the boil) until
no more bubbles escape. then quickly dip it
"tip down’ In ink (use only water based ink
without particulate matter) e.g. Higgins
Drawing ink 450444. Also a LDR (light sen-
sor) fitted on the 1020, you can convert it to
a scanner and scan pictures.”

Innovative Concepts in the States mar-
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keted a similar device which would fit on a
dot-matrix printer (minus the ribbon) and
scan pictures fed through the printer - it
was reviewed in the October 1988 issue of
ANTIC.

Bill has a question about issue 59:

"...on page 11 of that issue, the TextConver-
ter program is printed with neither elucida-
tion nor copy on the disk. Could you rectify
these omissions?"

Looking back at that issue. I note there's
not much in the way of description but the
listing is a simple demonstration of con-
verting text between upper, lower and in-
verse characters by using the logical oper-
ators to test the input values. The listing is
on my copy of the issue 59 disk as file
A4CONV.SRC.

Finally (for this issue) Bill notes that com-
plete hard and software instructions for a
light pen are included in the book "The
Creative Atari”. This book reprints most of
the "Outpost: Atari” columns and other
Atari Classic articles that appeared in
"Creative Computing" magazine in the
early 1980s. This may help Christian De-
lilis whose letter appeared in issue 60 and
may be useful for Oliver Harrison.

SCROLLS AND SPRITES

Further to D Bennett's question last issue
about reading scrolling messages, Avram
Dumitrescu from Belfast, Northern Ireland
suggests the following:

"To read a scrolling message _from a Page 6
magazine disk on an ordinary Graphics 0
screen, enter the following program with
the magazine disk in drive 1 {use Control+]
to pausel:

10 OPEN #1.4,0,"D:INTRO.DAT"
20 GET #1,X: IF X=0 THEN 7" “: GOTO 20
30 7CHR$(X+64);: GOTO 20

Note the space printed in line 20 and the
use of the semi-colons (;) in lines 20 and
30."

Now some requests from Avram:

"I've noticed a trend towards utilities and
‘serfous’ applications in Page 6. Is there a
chance of publishing a decent sprite editor
that will do the following:

a) create sprites at least 32 lines high,

b} use all 5 sprites (including the missiles),
c] pasition the players (in any of the 3 sizes
and colours) anywhere on the screen to
create images wider than 8 bits,

d} include commands like reverse, invert,
inverse, elc.,

e] allow multiple images to be created to
make animations?

Can New Atarl User possibly start a prog-
ramming column for exotic features of the
“Atari Classic? Robert Stuart started the ball
rolling with his great "Special FX' columns a
while ago. Could "Special FX' be continued
dealing with fancy things like starfields,

parallex scrolling, soffware sprites, etc., i.e.
the kind of thing found in demos and
games but not usually documented in
books or magazines? A column like this
could only survive with input from demo
writers and game authors - I'm sure there
are plenty out there!"

Sounds like some good fodder for future
article there. How about it experts?
‘Finally, does anyone know how to transfer
picture files betiveen the Classic and the
ST? I have tried in the past with Taritalk
but end up in_failure. Any help would be
greatly appreciated. "

ST DOWN UNDER

Ted Fletcher from Lesmurdie, Western
Auslralia has some ST-related comments:
I started taking ‘New Atari User' just after
I got STOS and [ find it more relevant to me
than the ‘glossies’. I read every page and
enjoy the 8-bit section. I'm hoping that you
will support the ST as you do the Classic
when the ST's turn comes to be ‘the old
machine’. I would like to ask a_few ques-
tions about STOS:

Have Europress stopped supporting STOS?
Iwas worried about STOS not being so
attractive to your mag due fo incompatibil-
ity with TOS 2,but in ST Format 43 there is
a fix for the compiler and it said there was
a_fix for the interpreter in ST Format 41;
will these be available as PD?

What happened to the STOS User Club
Newsletter? I'm still owed 5 coples - my
last one was 12A. I didn’t get any reply
Jrom my letter to Aaron Fothergill, and are
the editions before number 7 available,
maybe on disk?

I think I read that Signa Press have gone
out af business - {f so, Is that mine of
information ‘The Game Maker's Manual
and Real-Time 3D Graphics_for the Atari
ST still available? We could do without
losing any publications for the ST. Now that
STOS 3D has appeared on a cover disk,
will you be featuring it?

Just one more thing. a little tip I found out,
the ACCNEW ACCLOAD"" on Shift-F7 was
no use as it simply loaded up all the acces-
sories that it could from the disk; so [
changed it to ACCLOAD" with one set of
inverted commas. Now to load say the
sprite accessory, press Shift-F7, type in
sprite - no need to put in .ACB or the final
inverted commas - just press return.”

I'm afraid I'm no ST expert (or even
owWmer), so it's going to be up to Les to
answer these ... (0.K. here goes ... I'm
dafraid that STOS seems to be dead now, or
at least terminally ill. and the STOS column
was dropped because it was becoming next
to impossible to find new things to write
about. Europress are now only pushing the
Amiga and it seems unlikely that STOS will
receive further support. Sad, but that is the
way aof the computer world nowadays. Ed.)




MODERN LANGUAGES

J Ford of Hornchurch, Essex reporis that
he is “...trying to use FORTH but am having
difficulties. I belleve I can manage the
Stack and Reverse Polish Notation suffi-
ciently for my purposes, but having made
up a screen including a new definition of
the word CREATE, when I LOAD the screen
I either get 'DEVICE NAK' or ‘CREATE not
unigue’ follmwed by a system crash. The
definitions appear correct as they have
been accepted individually when typed [n
directly. I have tried using this on both a
S00XL and a 130XE, but get the same
results. A further problem is that I have
been unable to print out the VLIST,
although I did do this a long time ago. The
other main problem is what do all the
WORDs mean? I have found out that CRLP
tells the printer to do a line feed, but what
does .LP mean? [ should be pleased if
someone could throw some light on these
problems. I have studied 'Starting Forth’
and the instructions on the disk but
obviously I am missing something."

ANALOG magazine issues 13 - 31 fea-
tured a FORTH column which may be of
assistance If vou can find back issues,
Maybe there's a reader who can provide a
tutorial?

On the subject of languages, | still haven't
received a detailed response yet to John
Young's issue 61 letter about "Ace C" and
is it really usable? However, Danliel Car-
rodno from Roguebrune sur Argens in
France sent me an interesting letter (mak-
ing excellent use of “Daisy Dot III'). He
writes:

"Is Ace C a bad program? [ don't know but I
used it to make the patch program [ am
sending you. The only thing I am sure of is
that Ace C doesn't like a modified DOS."
And on the disk Daniel supplied was a
utility which runs with Daisy Dot 111 to
automatically copy fonts from floppy to the
D&: RAMdisk. Users of the shareware ver-
sion of DD which allows multiple fonts
in the same document will recognise how
useful this is to speed up processing when
DDII has to read new fonts from disk. So
we have someone who has successfully
used Ace C and provided a working prog-
ram. (Incidentally DDIII itself is written in
C and Machine Language. )

TAPES AND DISKS

Two questions from B H Saundersofl
Bracknell, Berkshire:
"Why don’t you release more software on
cassette because you have a very big PD
collection and so many Atarl Classic own-
ers don't have disk drives?"

I'm sure Les has answered this question
before - basically, when Page 6 has tried

selling PD software on cassette before,
there has been very little response. This
coupled with the cost of producing casset-
tes (which is done by a specialist firm, not
in-house like disk duplicating) means that
it has been nol been economic to do this.
"Also where can you buy a new’ disk drive
Jor the Atari Classic. I can not_find any
shop or advert in New Atari User?”

No new disk drives are available. You'll
have to rely on adverts like Derek Fern's
Micro Discount in issue 62 for recondi-
tioned drives.

Mr Saunders may be interested in a letter
received from David L Wadman of Hove,
Sussex. Among his comments, David men-
tions that T am currently starting a mainly
tape based magazine ‘'W.AM." (World Atart
Magazine) which should be available free
by sending a tape and postage to me.
When the first issue is ready | will send a
copy to New Atari User.”

Good luck with the project David. That
does jog my old memory cells a litile. Does
any Atari old-timer (like me) remember a
cassette-based ‘'magazine’ for the Atari
400 /800 called ‘Network” that was adver-
tised in 1981 or 19827 I think only one
issue was ever produced - 1 might even
have my copy stored away somewhere!

DOCUMENT PRINTING

Dennis Fogerty of Salisbury, Wiltshire
writes: "I have been puiting Page & Library
Disk DS#69 NEW DIGITAL EDITOR through
its paces and find it an exciting program. It
certainly brings Desk Top Publishing to the
Atari Classic, although disk swapping does
become tiresome. I wonder {f any reader
has modified it to accomodate two drives?
The disk also contains that well known
graphics printer driver ‘Billboard’, which
has always been a_favourite of mine.
Howeuver, on this disk "Billboard" has a
bug. Whenever Sideways print is selectec
from the menu it throws an Error 12
(GOSUB, GOTO or THEN referred to a non-
existent line number),

Anybody who requires the sideways for-
mai should List line 1370 and note the last
statement, which reads:

IF UPR=NZ2 THEN 18
This should be corrected to:

IF UPR=NZ2 THEN 1860
and sideways printing will run a treat.

On a different note - could you elaborate in
your column on the definition of 'Text File
on disk' which appears in your footnote
requesting letters. Similarly Les states the
same on page 3 concerning submissions.
Did you say: ‘Not another ignoramus'? |
must confess to being just that - on compu-
ter maltters at least! Please bear with me,
This letter has been produced with the aid
of TextPro v4.54 and, when saved, | pre-
sume it will be a disk text file. But does it

Mailbag

appear the same on your screen, especially
if you are using a different W/ P, say, First
Xlent or Protext, etc. I have checked the
index of "Your Atarl Computer” {which tells
me most things) but can find no reference to
text files. Maybe there is a different method
more sultable. Please let me know. After
all, we who bombard you with reams of
written words want to make your life as
easy as possible.”

Well Dennis, thanks for your input, and
to the best of my knowledge, all Alari word
processors save documents to disk as
straight Atari DOS files containing the text
you've typed but with their appropriate
control commands embedded. (Speedscript
doesn’t, so don't use it to send in disks.
Ed.). As a result it is perfectly possible for
me to load your TextPro file into PaperClip
and view it sensibly on screen. All I've done
after loading your file into PaperClip s to
go through and edit out the TextPro con-
trol commands. In fact, as PaperClip is the
word processor that I'm most familiar with
but I sometimes require more varied prin-
ted format, 1 will drafl a document using
PaperClip initially, save the file to disk in
PaperClip, then load the file into TextPro
and use a TextPro macro to apply format-
ting commands before saving this file from
TextPro and then going to Daisy Dot [II to
finally print the whole thing! Any Atari
word processor should be ahle to provide
me wilth a usable file. The only exception
might be Letter Perfect which [ believe
uses a custom DOS, but [ believe there is
even a utility to overcome this (on Page 6
PD Library disk DS83).

FINALLY ...

From Shayne M. Dutton (aged 10), Nant-
wich, Cheshire:

"I've got an Atarl B00XL and I wanti to
know how fo program my own game and
pictures. So can you please help me."

As you can see, | save the easy ones for
last! (At the bottom of the letter, Les has
written "Allan - how many pages do you
want to reply??")

I'm rapidly running out of room Shayne,
but try and get hold of books like “Your
Atari Computer’ or ‘Easy Programming for
Your Atari Micro’. Many recent issues of
‘New Atari User’ have leatured good tuto-
rials like those articles by Ann O'Driscoll.
Daniel Lea, Steve Lakey and Ian Finlayson.
Don't expect the answer to appear in just
one short article - yvou need to learn and
experiment, start small and build up.
Don't forget to look at the listings for the
games that have appeared in this and
other magazines, learn from them and
understand how they work ...

And on that note, this is an exhausted
Mailbag Editor signing off for another
issue!
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XL/XE SOFTWARE

WHAT ARE YOU WORTH?

t is a great and increasingly rare pleasure to come across

a significant new piece of software for the Atari Classic

computers, particularly software that is a "serious” appli-
cation rather than a game. So | am delighted to have the
chance to review The Home Accountant by Continental
Software.

Although the program is new to me, and probably to all of you
as well. I note that it has a copyright date of 1983, Continental
Software Is not one of the recent European software houses
producing Atari programs, but an American company and this
program has been available in the USA for aboul ten years, but
has only recently become available over here through Derek
Fern at Micro Discount.

FIRST IMPRESSIONS

Like much of the serious (and expensive) software of its day
The Home Accountant is professionally packaged. It comes in a
boxed ring binder of American type (three holes and approxi-
mately AS size). In the binder is the manual and plastic
pockets for the disk and warranty card. It also contains some
publicity material about NEBS computer forms. This is re-
levant as it includes continuous cheque forms and the prog-
ram has a cheque printing capability. g

Do not ignore the manual! Like most of you I like Lo get
straight into a program without reading the instructions, and
then complain that it is not user friendly when [ get stuck, but
with this program I very strongly recommend thal you read the
manual thoroughly before you start or work through the
manual slep by step as you set up and start the Prograi.

HARDWARE REQUIRED

The Home Accountant needs a minimum 800 /800XL with
48K memory and a single disk drive, also a printer if you wani
printed output. A 132 column printer is recommended. but
132 columns is available with compressed printing on many
80 column printers and this is quite adequate.

WHAT DOES IT DO?

I thought from the title that this would be a simple program
for keeping in touch with your current account and maybe a
credit card. It is in fact much more capable than that and can
do all of the following:

@® Monitor transactions in cash. chequebooks. credit
cards, income, expenses and other assets and liabililies

® Track up to 50 budget categories

@® Flag items for later recall for tax purposes
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Ian Finlayson checks
The Home Accountant
not a new program but
still an excellent buy

® Secarch for and display transactions by date, cheque
number, payee, amount, budgel calegory etc.

@® Keep track of up to 5 cheque books wilh a separate
cash account for each

® Handle up to 5 automatic monthly transactions for
each cheque book

® Reconcile bank statements

® Print cheques

® Print a variety of reports

® Print bar graphs comparing budget and expenditure,
line graphs of expenditure (up to 3 calegories), trend
analysis graphs

® Calculate net worth

GETTING STARTED

1 would normally recommend you to back up your program
disk before getting started but with this program it does not
work. The programs come on a two sided single density disk
which seems to copy OK using the ordinary DOS duplicate
disk command. As the programs are written in BASIC 1
thought the copy would run correctly, but it does not. 1 expect
that a little patient examination of the BASIC code would
reveal how the copy protection works so that a back up can be
kept, but [ have not had time to look. 1 have an enhanced 1050
disk drive and SpartaDos so it would be nice to take all the
programs from both sides of the disk supplied and put them
on one side of a double density disk to save some disk swap-
ping, but this would also require some careful examination
and modification of the menu siructure and relationship be-
tween the programs.

Mo back up of the program disk then, so the next step Is to
read the manual, follow the instructions and initialise a data
disk on which to save your own accounting data. Once that is
done I recommend that you work through the manual setting
up a dummy set of accounts and make yoursell really familiar
with the program overall. The manual has a tutorial style
which leads you through all aspects of the program. It is quite




MICRO DISCOUNTT

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

NEW SOFTWARE FOR 1993

[SIENRE MLl lewel vertical scrollng shool “em up. with brillian crystal
clear graphics & sounds
EEEEIGER Single or true 2 player real time Arcada Adventurs
Both of the games above are exclusive to Micre Discount and avallable in the
following 3 formats DISK C5.85: ALSO HIGH SPEED & STANDARD TAPE £4.85

A Similar game o Mission Shark, you scout an alien complex to discover their

plans. Large animated graphics £5.95 Disk

Sea this month's Disk Raview. Excellent new game from Poland
£5.95 Disk

N Wour task s to arrange the patlesn on the righl sice of the scréen 1o the lelt
Sounds easy! Many levels lo exercise the old grey matier. Joystick controlled, Clear
graphics.

£5.95 Disk

LIS ideal for the budding rock starf Learn to analyse scales, chords. Mo
mnead o read shesat music. Shows graphic displaya of fretboard notes and fingening
positions. Also comains print-oul facility for dol matris primbers. E10.95 Disk

Secret agent Hans Kioas naads to penetrate Hitler's sacret under-

ground bunker to steal the secret terror weapon plans. Joystick controlled. [(Supart
Graphics & Anamation)
HNY'S PROB
re-assamble pictures of movie stars aganst the clock. Stumming graphics
LA, SWAT
Mslagrs
ERATION BLD

£5.95 Disk
M=) Unususl tithe Tor what must be the most original for 19931 You
£5.95 Disk
Joim the LA Swal team and batile with armed 1erronisls 1o save the
£7.98 Disk
m) B8-bit clong of the arcade Operation Waoll, All the thrills, tantastic
animation including helicopters, armed cars, grenades, throwing knives. £5.95 Disk
A real puzzier based on the Rubik Cube, you move pleces of stone 1o
malch a patlern shown on Screéen. Sounds simple, eh! Greal graphics £5.95 Disk

LSRNy Maw animated advendune from Poland, Good graphics & souwnd
£6.99 Disk
Eatm e RSy St Educational Maths Skills carridge lor ages 7 - adull. Halp 1o

develop an understanding of what a fraction is and the relationship between numerical
and '-'lsual Hﬂagaﬁ of fractions, at the same time it's a fun game £8.95 ROM
S Bl Linkwaord is a system for teaching lan
guages, Much faster than normal methods, Each disk will teach you in aboat 10 hours
a vocabulary of 350 words. The program contains a disk master and an audio tapa ta
achieve the correct pronunciation. GERMAN or FRENCH available £22.95 Disk

E GAMES CA

RTRILMGES

* RALLY SPEEDWAY * U.5.FOOTBALL * KABOOM * FIGHT MIGHT *
Our Mormal price £20.00 Special 4 pack price C12.50 Ine. p/p

XL/XE DISKS

ALTERMATE REALITY (Dungeon] 1 085
ALTEAMATE REALITY {The Dy © 983
ATARI WRITER PLUS [Word pes|  £24 95
AUTO-DISFL £13.05
BATTLE CRINSER (Shatagy Asv ] E10.05
BLINKY'S BCARY SCHODOL T a8s
CHESSMASTER 2000 i B85
CHIPMLINE [Hack up wbiity} 34,00
DRACINLIS L6853
FRED 495
FANTASTIC SOGEER 4 85

F-15 STRIKE EAGLE

F5 2 SCEMERY DISK (JAPAN
F5 3 SCEMERY DISK (G0N FRAM |
GALINTLET

GALUNTLET {Deaper Dengeans)
MWHULIEE"I’ LI o

HOME ACCDUNTANT [Accounts)

=T
e

S

""‘h-’h-"'\::l’h_-"h'_-_-‘r'h
TP B e U G oL . Pl s A A 00 A0 o 0
=1
=il

INFILTRATOR &0
LAS WEGAS CASING ]
LANCELOT [Adventure] o
MEGA-BLAET [PD shool am wp) a0
MERCEMARY Lii]
MIHAR FORCE L -
MOLNTAIN BIKE AACER T 5
HINJA COMMANDO £ 4.95%
WEWS AOOM (Disik Top "||I| L1500
PHINT SHOM |t|u|k T4 00
PRINT LAB v 3.2 (3 Lk } £3589
FAUBBER STAMP |Printer uI|I|1|.I L1500
SILENT SERVICE [4-X
SPY v 5PY (] games] ES30
ETACK E 4 565
STAR W, £ 500
5T EVE I"ﬁ'l'l'i HSHOOEER E4.50
SUMMEA GAMES E 5.5
SUFERSCRIPT (word processor) ©10.95
TECHND NINLS £ 5.5
TOMAHAWK (helicopter pame)  E13.55
TRICKY F"RIHT |1I'I"' utility] E B.50
E 4,55

£20.95

27,85

SHOF - E15.00

GHOP COMPANEDN 14,50

aarshoat) £ 0.0

L 4.95

E 4.55

STARTER BOOK PACK 1
2 BOOKS

FOR THE PRICE OF ONE!!
1305E HANDBOOK, 246 pages

XL/XE CAHTHIDGES

30 TiG-TAG Ci08s

ACE OF ACES TS0
AT.ﬁHI WRITER (word procsso) 1995
BALL BLAZER E &S00
BATTLEZDI E &0
BARNYAID ALASTER [LAameeg) £ 500
BILUE MAZ E 500
CAVERNS OF MaARS €950
CENTIFEDE E 9,54

CHPLIFTER 1)

EFIME BLUESTER (LiGun re E21.5

CROSSEAW | LGun reg 21,50
CRYETAL I:ﬁﬁTLF'S- E15.00
OARK CHAMBERS E10.85
Did DL T B.95
EASTERN FRONT i 4,50
FINAL LEGALY E10.85
QAT £1a.as
INTE THE CAGLES MEST e1r 50
JOUST £ 500
HAHATERRA InER ]
LINKING LDGIC |Educatonal| Cloas

1Y

MA&TH ENCOUNTER [Baucational)

ME PACKAN C10.9%
MARID BRAOS 1095
MON PATROL [ ]
MBINIGHT MAGIC £ 500

LIPEDE 'y -]
F‘-N'._EI E &0
POLE POSITION £500
OBEAT E %568
QIX £500
RIVER RAID E 35
RESCLE OM FRACTULAS ETSD
ROBOTRON 2088 E 6o
ST&R RARIERE | £ 500
STAR TREK 1% 7%
SEYWRITER (Bducational) E500
TENMIS E 00
THIMNDER R0 [ 1
TYPD ATTACK (Educationall E 500
P FOR GRAARS | Educstieul | LRas

THE CREATIVE PRINT MASTER:
lustrated book with aver 250 de-
signs. Get the most oul of PRINT
SHOP or MNEWS ROOM, Lsam di-
sign lips wsed by profassional amisis

HARDWARE &

UPGRADE KITS

ATARI 105D DIEK
ATAR D2 DATA

L
W uur.1 EMSAMCTER
KFEAT SIRGLE CIIVE LG RADE
0 LERS
" I.il N AFIN FOm100S &
XCiF RECORDERE L1500
DUTCH MEGA MAGATIMNE ON DISK

ISBUES Ho. 1-2-3.4-§

E1300 for the sl or £300 aach nc. B

TAPES

TAPE STARMTER PACK 1: Compilbrborn of
stanined Ioemat inpes. B Bocks . our rormal
price e this pach would be T14.00
SPECIAL OFFER PRICE E7.68 mokadang
puragE - Conients: 5 &
Mk Corrrmird C
Tutt-Frul, Cannbaly, Spead Hiwe
v pss T SN0 (rogram Book and
Emay Frogramming for e Aan Maors's bock

COMING S00N ‘'THE BRAUNDLES'
RELEASE DATE END OF AUGLIST
PLEASE PHONE FOR LATEST IN-

FORMATION AND PRICE

New New New for
Turbo Tape Users

Mowe you cam mes some of Ehoss
famdasfic mew Canfinamndsl demas

OHL

E12.95 T fes COMBING § dBmo BOreenE
PLUS EASY PROCAAMMIMNG
FOR YOUR ATARI MICRO DE-RE ATARI: promrctee e g L gl —drap sl
The Agari Users Bible E12.08 o ric HAON SARED T

e, o e L SYSTEM L2758 ine, pip

Thals in only @ very armed sampke of oue Atar §-500 range, for full detslls check out lesue 10 af our 32 page caliiogue.
Singde capias avalable far 80p. To reglster for reguiar sclitions send powr name and il postsl sddress. The cost of
Mls servhod 18 Jist E360 far & coples |1 svavy B waeks) E6.00 Europe: £10.00 Elsswhare

Prices on sV of the abowe dams, uniess sizled, do nod include post and packing Merslors pleaes Sorlac! bl
oroeving with defalls of your requirements fo confirm seallahility and postage. Allow 28 days for delivary

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

thorough but just a bit difficult to understand in places on
first acquaintance. If you plunge straight in and try to set up a
real sel of accounts without an overall feeling for the program
you are almosl certain to make mistakes which will be rather
frustrating.

Once you are familiar with the program you can set up your
own budgetary system. [t will be useful to have historical data
available (old bank statements ele.) so you can make good
estimates of budget. 1 have only had a week to play with the
program, and so | am not familiar with all the details. but it
does seem to me that the setting-up process is [airly complex.
Mo doubt once you have taken the trouble to set the system up
carefully it will be comparatively easy to keep accounts up to
date on a regular basis.

OVERALL ASSESSMENT

The programs overall are comprehensive, indeed you can
derive a figure which indicates what your overall financial
status is (your "net worth®) if yvou complete all parts of the
data, but it is this broad capability that also makes the
program a little daunting. If all you want is to balance one
cheque book the learning curve associated with The Home
Accountant may be Loo steep.

Although it runs compelently on a single disk drive the
program would run more easily with less disk swapping on a
two drive system, but there are very few of us in UK who have
the luxury of two drives.

A maximum of 5 automatic transactions which repeat every
month seems a bit limiting in these days of direct debils and

YES .. IT'S COMING!

AMS 7

The Bingley Hall
STAFFORD
Saturday 13th November

See you there!

standing orders, but as the program allows tracking of five
checkbooks it should be possible to circumvent the limit by
pulting some of the recurring payments in "dummy” cheque
accounts and thus process up to 25.

It is interesting to see that this complex application is writlen
wholly in Atari Basic - the programs can be listed for analysis
and no doubt you could learn a lot from doing so. but they are
not commented with helpful REM statements and so could be
quite hard to follow.

| do not know what this program cost when it was first issued
in the USA, but the current Micro Discount price is £12.00. At
this price The Home Accountant is really excellent value. Can
vou afford not to keep all vour financial affairs under control?

Mew Atari User - lssue &3
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THAT'S NEAT!

SOME HANDY HINTS

ow often do some of us long-
H term Atarians take advantage of

the Atari’s most simple funec-
tions? Often? Very often? All the time?

Well, I've just come back from Germany

where 1 was helping my sister get ac-
guainted with her recently purchased
Atari and, until then, I never realised just
how many seemingly unimportant tech-
niques one needs to know to work the
Atari 8-bit. Here is a very simple. vet
informative article explaining just some
of our Atari's seemingly unimportant
tricks. Some you will already now but it's
handy having them all together.

CONTROL-1 - is possibly the most
used. It's a pause/unpause toggle for any
print being listed on the screen, inside or
outside of almost every program. Basic or
Machine-code. This can also be simulated
in programs with values 255 and O
POKEd into 767 for screen pause and
unpause, respectively.

CONTROL-2 - is buzzer sound.

CONTROL-3 - causes Error 136. Some
Basic programs disable the Break key,
but they can still be broken into by press-
ing this key when the program is awaiting
an input, To prevent this. the input must
be TRAPped.

SHIFT-TAB - can be used to set a tab
anywhere across a text-line. Useful when
editing Basic/assembly programs,

CONTROL-TAB - will clear the tab set
with the shift-tab.

BREAK-KEY - can be disabled by POKE
16.64 and POKE 53774.64.

LISTING - Listing of Basic programs can
be prevented by adding a POKE 202, 1
within the program itself. This way, if the
program was to be broken into, it would
be automatically erased.

RESET-KEY - can be TRAPped with
POKE 2,52, POKE 3,185 and POKE 9.2.

lsswe &3 - Mew Atari Llser

Andrew C. Thompson
presents a handy guide
to a few tricks that you

might not know about

When Reset is pressed an error will occur,
thus, the Basic program can TRAFP Reset
to any line. All the POKES and the TRAP
must be sel up each time Reset is press-
ed. It can also be forced to coldstart the
computer with a value of 1 POKEd to
location 580. Poke with zero to revert (o
normial.

WARMSTART - can be done with
X=USR{58484). Otherwise knowmn as
pressing Resel.

COLDSTART - can be done with
X=USR[58487). Otherwise known as turn-
ing the computer off and on.

BYE - in Basic can also be achieved with
X=USR({58481).

LEFT MARGIN - can be changed by
-location 82. A value 0 is useful when
typing in program listings, whereby all
the screen columns are accessible, giving
an extra 6 bytes to each program line.

RIGHT MARGIN - is changed af loca-
tion 83. Similar to - Left margin.

INPUT /OUTPUT - through the cassette
or disk-drive can be made silent with a
POKE 65,0, POKE with non-zero to turn it
back on.

DISKS - can have data written to both
sides by notching an identical hole on the
opposite side of the disk. Believe it or not,
I have written letiers to several people
who never knew about this.

MUSIC - can be played from the cassette
unit and through the TV speaker with a
POKE 54018,52. A value of 60 will turn it
off. My music system tends to wake
everyone up, so this is a good resort when
programming in the early hours of the
morring.

SCREEN - display width can be altered
to narrow, standard or wide with values
33. 34 and 35 respectively POKEd to loca-
tion 559.

CAPS-LOCK - can be turned on or off
with values 64 and O put at location 7UZ.
Control-lock can be forced with a value of
128,

TEXT - can be opague. inversed and
turned upside down with varfous vralues
POKEd to location 755. It can also be

Jforced in inverse mode with POKE

694,128 and reversed with a value of 0.

CHARACTER-SET - can be chosen at
location 756. Value 224 is standard. Pok-
ing with 204 gives international charac-
ters under the control-key presses. Non-
capitals are also obtainable on graphics 1
with a poke value of 226.

ESCAPE - characters, such as the
arrows, can either be acted upon or dis-
played on the screen with values () and
any non-zero value POKEd into location
766,

CURSOR - can be be turned invisible
with a non-zero value POKEd to 752, and
returned to normal with 0.

KEYBOARD - keys can be detected by
peeking location 764. A value of 255
means no key has been pressed, other
values are particular keys. These values
tend to be a total mix-up, though on XL's
they can be converted to ASCII equiva-
lents by taking the PEEKed value of
address
PEEK[{121)+256*FEEK|122)+PEEKI764).

SCREEN - vertical adjustment can be
performed by changing the value in loca-
tion 560 between 9 and 31. An explosion
effect can be achieved in a game by pok-
ing random values between this range
successively.

PRINT - all output that normally goes to
the screen can be sent to the printer with
POKE 838,166 and POKE 839,238, Re-
turn to normal with POKE 838,163 and
POKE 839,246, On the XL. the 4 values
are 202, 254, 175 and 242 in the above
order, respectively.
continued wr




Odds & Endos

MYSTERY MAN REVEALED

You may recall the review of Video Title Shop from the last
issue which was uncredited. Well the author has come forward
and is Chris Thorley stationed in RAF Bruggen. Chris has
offered to do a follow up article on using Video Title Shop -
what do you think?

ATARI
LCILLASSICS

FOR THE DEDICATED 8-BIT USER!!

Covering the 400/800, XL/XE/XEGS
Published bi-monthly by the user community
Software-hardware: Reviews, Tutorials, Mods

SOFTWARE FROM GERMANY

Chris Thorley - see above - has also offered help in obtaining
software from Germany where the Atari Classic is still well
supported. If you get in touch with him. Chris will purchase
any software you want locally and you can pay him in sterling
taking all the pain out of buying in foreign currencies. You can
get in touch with Chris at 31 SQN, RAF BRUGGEN, BFPO 25

Free personal ads for our paid subscribers!

Subscriptions: U.K./ Europe
AIRMAIL  $38/yr
Canada 3rd Class  $30/yr
US.A. 3rd Class  $25/yr
AC Software Disk (3/yr) Worldwide  $9/yr
Remit is US funds only, please

LEAGUE ORGANISER

You may recall a letter from Ed Hall some time ago asking if
anyone could program a league organiser for different sports.
Well we had one or two submitted - and thanks for those - but
have now received a super version from Adrian Hyland which
seems to cover everything any organiser could want. The prog-
ram is accompanied by very full documentation on the disk.
Because of the size and nature of the program it is not suitable
for publication in the magazine and is, perhaps, too specialised
for a Bonus so we have included the program in our PD library

Editorial Offices: 179 Sproul Road/Rt. 352
Frazer, PA 19355 U.S.A.

as a special. If you organise any kind of league - football,
squash, darts, chess ete. - check it out, it is well worth a look.

Ben Poehland, Managing Editor

FINE SCROLL - can be enabled at loca-

tion 622 with a value of 255. Disabled
with 0. Try enabling. calling Graphics O
and listing a long program.

KEYBOARD - can be disabled with a
POKE 621,255. It can be enabled with a
value of 0.

INITIAL KEY DELAY - is at location
729, 0 for no repeat, 1 for fast and 255
Jor very slow. XL only.

KEY REPEAT RATE - is at 730. Simi-
lar to 729 except for all repeats after the
initial keypress. XL only.

KEY CLICK - is at location 731. 0
means sound on and 1 is off. XL only.

HELP-KEY - can be _found at memory
location 732. A value of 17 means help is
pressed, 81 means shift and help whilst
145 means control and help. I have
actually had a value of 209 in this regis-
ter. XL only.

CONSOLE-KEYS - can be found at
location 53279. A value of 3 means Op-
tion is pressed. 5 means Select and &
means Start. Multiple combinations can
be detected also.

THAT'S NEAT!

RANDOM - numbers betiveen 0 and 255
can easily be obtained by peeking loca-
tion 53770.

MEMORY - can be cleared from Basic,
at the speed of machine-code, by using
locations 88, 89 and 106 in conjunction
with the screen clear function. Just set 88
and 89 to the LSB and MSE start
address, and set 106 to the MSB end
address. Then, when a Basic clear func-
tion is issued, all this memory will be
zeroed. This is especially useful for clear-
ing PMG’'s or strings.

BASIC - can be switched off with POKE
1016, 1. Pressing reset will boot DOS.

DOS - access can be disabled _from Basic
by changing locations 10 and 11. Try
POKEing 10 with 203, 11 with 0 and 203
with 96.

VERIFY - can be turned off when using
DOS by POKEing 1913 with 80. A value
of 87 turns it back on. Note that all DOS
alterations will only remain permanent

when a new DOS has been written to a
blank disk.

WILDCARD - asterisk (*) can be altered

by putting the new wildeard ASCII code
at location 3783.

FILENAME - character range can be

altered to accept punctuation, numbers
and non-caps with POKE 3818.33 and
FOKE 3822,123.

DUP - can be called up with

X=USR{6518] if it has previously been cal-

led from Basic. Note that this is very fast,
but is not always reliable.

AUTORUN FILES - can be prevented

Jfrom loading when a DOS disk is booted,

by successively pressing break when you
hear - pips - through the TV speaker. If

READY does not appear then press Resel.

REVISION DATE - of your Atari is in
day, month and year order, and is at
locations 49154-49156.,

Well now, don't forget, if there are any
other little tricks that you think should
be known then send them in to the
magazine - perhaps to the Mailbag sec-
tion - we may even gel enough for
another article.

Could this be the start of a replacement
for Mapping The Atari!l!

Mew Afari User - lssue &3
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XL/XE TYPE-IN

BUY WORD

14

Buy Word is a simple word game based on the "hangman” concept. Words or phrases -

by
Ann O’Driscoll

such as television

programmes, film titles, famous quotations or whatever - are loaded in from disk or cassette and you must

guess what they are by picking letters to fill in the dashes. You get 200 credits to start and you can use these

to buy letters.Frequently used letters like "A" and "E" are expensive, while less common ones like "J" and "Z"

are cheap. You may also take letters for free and place them at specific positions in the word /phrase, or you

may try and guess the whole answer in one go. You gain credits for correct quesses, but points are deducted

if you are wrong. The game ends after 12 rounds, provided you have enough credits to last that long.

PLAYING A GAME

The round number. the amount of credits and, for disk tsers,
the name of the word file, are shown at the top of the game
screen. The secret phrase is shown as a series of dashes, with
each dash indicating a missing letter. The letters appear at the
end of the screen along with the available options - buy a
letter, take a letter or guess the phrase. To select an option,
move the joystick left or right and press fire over the highlight-
ed choice.

When vou pick the BUY LETTER option. you must select the
letter you want with the joystick. A PMG "square” highlights
the different letters and the price of each one is shown in a
value box as it is highlighted. If you choose correctly the letter
is inserted wherever it occurs in the phrase. Once a letter is
bought its cost is deducted from your credits and its value
goes to 0 for the rest of the round.

You select letters in a similar fashion for the TAKE LETTER
option. This time, however, you have to nominate the exact
position of the letter too. Move a "cross” under the dashes with
the joystick and press fire at the chosen place. For instance. if
one of your words was "TH-" you might chance putting an "E”
after the H. Your score goes up by twice the value of the letter
if you guess correctly. 5 points are deducted if you are wrong.

lssue &3 - MNew Atari Lser

You may pick the GUESS PHRASE option at any stage in the
round. The cross moves under each missing letler and you
type in your guess for that position. You get 50 points plus 5
points for every correctly typed letter if you are right. If you are
wrong your score goes down by 50 points, the word/phrase is
shown in full and the game moves on to the next round.

The game ends if you become bankrupt, or after 12 rounds of
play. At that stage you can quit or have another go. With the
play again option you may either use the same word file or
load another one in from disk or cassette.

MAKING A WORDFILE

There are 15 records in each word file and 12 of these are
chosen randomly for each game. Records should be in capital
letters only and each can be up to 32 characters long. You just
input the records one after the other. pressing RETURN after
each one. The records are saved after the last one has been
entered. Disk users are prompted to give a filename to the
records and this is automatically given the extender " WRD".
Onece a file is created, yvou may either play a game with it,
make another file or quit the program.

——————




BUY WORD

(1] .4
uJ
oH
Iy
FM
ap
L1
HO
uz
BR
FF
op

(]

LT
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EJ

M

5T
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HI
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RI

EH

oo
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oA
TH
EB
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B REM iS00 a0 - e

Z REHM ™ BUY HORD Ead

I REM % by Ann 0'Driscoll *

4 REM M = P

5 REM ® MEHW aTaARI USER - ale 1993 =

B REM ook oS0 00 0 oD o e

7 REM

38 WNR=A1S5:LR=ZZ2:LL=3I7:PXB=55:PYB=1X4:HP

B=53Z248:NB=-15Z2: PMB-NE~8 :POKE 186,PMB-1
iPHBASE-PMB%Z56 :RAMB=-NB*256

48 MES=S88:S5CRN=548;:FNAM=688;:CLOSE H3:
OPEN HX . 4,8,"K:™

58 DIM RECS (NR™LR) ,F CNR) , A5 CLR) ,BS CLR)
JBLECLLY ;LVCZE6) ,0PS (LL®I+33 , M5 CLL)Y ,LS(
13 ,FILESC14) ,MC5C34)

68 BLSCLY="" ":BLSILLY=" “:BLSC(Z)=BLS
78 OPS="[IFEWNSSIdT TAKE LETTER GUESS
PHRASEBUY LETTER GUESS
PHRASE"™

75 OPSELENCOPS)+1)="BUY LETTER TAKE L
ETTER HEFELETEEE:c0T0 1808
ES LT3 W SUBROUTIMES 5S88 - 950
588 POSITIOM 1,Z1:7 MS:SOUND @,P,18,172
iFOR D=1 TO Z8:MEXT D:50LUND 8,8,8,8
518 FOR D=1 TO 488:NEXT D:POSITIODN 1,2
1:7 BLS:RETURN

548 GRAPHICS @:DL=PEEK(SG6B)+ZS56%PEEK (S
61) :POKE DL+6,6:POKE DL+7,7:POKE 716,08
!POKE 789%,28:POKE 752,1

558 POKE 16,64:POKE S3I774,64:!:POKE 82,0
iPOKE B8Z,32:RETURN

688 7 CHRSC(LZS);:POSITION @,1:7 M5:7
? t{IF FILES="D:" THEN 638

618 7 s INSERT TAPE":? :7 “a PRESS PL
AY":IF MSCL,13=""5" THEN 7 " AND RECOR
n!l

628 ? :7 "a PRESS RETURM ON COMPUTER'"™:

GOTD 728

638 IF M$CL,13=""1"" THEM G668

G648 POSITIOM 8,5:7 BLS:POSITION B8,5:7
“INPUT FILEMAME:- ":7 :7 FILES;:INPUT

NS:!IF AS=""" OR LENIAS)I>8 THEN G648

650 FILES(3Z)=A5:GOTOD 718

G680 CLOSE HZ2:0PEN HZ,6,0,"D:%. HRD" ;P05

ITION B,X:7 “READING DISK DIRECTORY...
":DIR=—-1 .

665 POSITION @,6:7 ‘s PRESS TO
SEE THE MEXT FILE":POSITION 8,8:7 '@
PRESS TO PICK A FILE™

678 INPUT BZ,a5:DIR=-DIR#1:IF LEMNIAS) {1
7 THEM LN=G6608:GOTOD 938

688 POSITION 0,17:7 "HAINEREE ":a5(C
3,18) :GET #I,K:0N K=155 GOTO 698:0N K=
32 GOTO G78:G0TD 686

698 FOR N=Z TO 18:IF ASIWN,NI=" * THEM

FILESCI)=A5CI,N—-1):POP :GOTO 718

708 MEXT N:FILESCI)=AS5(3.18)

718 FILESCLENCFILES)#1)="", HRD""

728 CLOSE Hi:0PEN 81,.I0.6,FILES:RETURMN
928 POSITIOM 8,18:7 "[JERROR "':PEEK (195
Ji*" at LIME ";PEEKCLB6)+ZS6MPEEK(187) ;
1! Press a key":GOTO 250

238 POSITION 8,168:7 "Mumber of files
ound = ";DPIR:? "Put in another disk an
d Press a key™

948 POSITION 8,17:7 BLS

958 GET M3 ,K:CLOSE H1:CLOSE #HZ:POSITIO

N 8,18:7 BLS5:7 BLS:GOTO LM

7992 REM INTRODUCTIOM

1888 GOSUB SCRN:POSITIONM 14,8:7 "Prese
Nting*" :POSITION 23,1:7 "b u vy W o r d
"y

ig18 7 " ¥You must try to work out the
hidden words which appear on the sc
reen as a"

1828 7 “"series of dashes: EFach dash in
dicates a Missing letter.":7?

NF

iy

5A

L 1.4

03

P

uy

BY

KH

¥p
aF

3

UH

RG
HI

s
HS
ZF
M
1.4
KC
uu

BP

KZ
vo
NE
uc

EU
L3

TB

KC

KK

18Z8 7 "You get 288 credits to start o
ff and youcanm use these to buy letters
s Which cost";

1848 ? "different amountis. ¥You may als

0o take letters for free and try to

position

1858 7 "them correctly in the word, or
Yyou Ccan guess Tthe whole answer. You

gain credits";

1868 7?7 ""for correct guesses but there

are PEnalties if you get it wron

g. The aim"

1878 7 "is to gain as many points as p

ossible. The gawme ends if Yyou run out
of credits"

1888 7 "(you lose) or after 12 rounds

af play.™

1118 POSITION @,21:7 "ESATCEEE LO0aDp FIL

E EEETTE MaKE FILE™

11728 IF PEEK(S3IZ279){>6 AND PEEK(S3IZ7%)
>3 THEN 11278

11Z8 M5=""load word file":IF PEEKI(S53279

3=3 THEN H5(1,4)="make"

1148 POSITION 8,Z1:7 * PRES

s cC PRESS D *

1158 GET HI,K:IF K{)67 aND K<{>68 THEN

1158

1168 FILES=CHRSIK) :FILESCZ,2)="":":IF M

£C1,13=""1" THEN I009

SL-LLIN-Id M MAKE aWD SAVE 7000 - ZZ50

28088 ? CHRSC(125) ::POSITIDON 22,1:7 MS5:7
£?

2818 7 "» You must input 15 words or p

hrases.":?7 :7 " Each can be up to 32

characters long.":?

28028 7 "a Use capital letters omly':?
:? & Press RETURN after each entry.':

? “s440 Press BRAELEM to begin.*™

ZBI8 IF PEEK(S3IZ79){}6 THEN Z83e

2848 7 CHRS(125); :RECS(1)="" " :RECS (MR™

LRI=*" "“:RECSC(Z)=RECS:POSITION ®,1:7 "i

nput records"™

2858 FOR MN=1 TD MR

28060 POSITIOMN B, I+N:7 "[";M;"] ';

2878 INPUT AS:IF aAS5=""" THEN Z0G8

2080 RECSILRMIN-1)+1,LR%IN-1)+LENLAS))
“a%:aS=""INENT N

2188 LN=Zi88:TRAP %28:T0=8:M%(1,3I)=""sa
v GOSUBE FMAM

Z118 FOR M=1 TOD NR:AS-RECS(LR™CM-1)+1,

LR*M) : 7 H1;A5:MEXT N:CLOSE #1

ZZ08 7 CHRSC(LZ5);:POSITION 2Z,1:7 "FIL

E SAaVED"™

ZZ18 POSETION 8,.5:7 "Press BEE to

play with this file":7 :7 “Press

(M to make another file*

2278 * :7 "press HEE to quit':POKE 7

64,255

2238 IF PEEK(7641 (}28 aMD PEEK(5IZ279)¢{
*6 AND PEEK(S3279){>3 THEN 2Z3I@

2248 ON PEEKI(764)=28 GOTD SZ06:0M PEEK
[(53IZ79)=6 GOTD 4828

2258 FILES-FILESC1,2):GOTD 20480

2999 .

Ie08 POSITION @,21:7 ™ PLEASE HAI
a minute.... aFDR N=B TO Z255:

POKE PMBASE+10Z4+M, B8 :MEXT N

I8l8 RESTORE 3Ie@Z8:FOR N=8 TO 11:READ D
:POKE PHEBASE+N,D:NEXT M:FOR N-©8 TD 11:
READ D:POME PHMBASE+Z8+M, D:NEXKT N

INZO DATA 255,129,129,.129,129,129,129,
129,129,129,129,255,9,9,9,8,9,.8,98,.0,8,
8,8,8

3838 RESTORE G6008:FDOR M=8 TO 86:REaD D
:POKE 15XIG4+N,D:NEXT N

I048 FOR M=1 TO I4A:READ D:!MCS(M,MN)=CHR

continued wr
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SID) :NEXKT N:MH-USRIADR (MCS5) , RAME)

3858 FOR N=1 TO 46%8:READ D:POKE RAMB+
A6®MB-14+N,D:POSITION Z1,21:7 INTI{46—N/B
I MIIMERT N

48800 LN-4088:TRAP 920:I0=4:G05UB FNAM:
FOR M=1 TO WNR:INPUT Bi;A%5:RECSI(LRWIN-1
YL, LRMN) A5 :NEXKT M:CLODSE mni

4828 PP=-PEEK{559) :POKE 559,08:GRAPHICS

@:POKE 82 ,.0:POKE 752,1:DL-PEEKCS568)+Z5

GHPEEK [S61)

4838 POKE DL+3I,PEEKC(DL+I)+Z:FOR M=6 TO
Z4:POKE DL#N,PEEKIDL+N)+2:NEKT N

4048 POKE 788,144:P0KE 709,124:POKE 71

8,8:POKE 711,52:POKE 712,26!:POKE 756,N

B

4858 FOR N=8 TOD 29 STEP Z?2:POSITIDN M,

@7 "yeziizii:@BY:POSITION N, L1:7 [

1" :zPOSIT

ILES) :
4878 POSITION 1,1:7 "I *:POSITION I
8,1:7 "HIEASRE":IF LF>Z THEN POSITION
19-IMTCCLF-63/72);1:7 FILESCI,LF-4)
40808 POSITIOM @,1Z2:17 “Yiiiisssssssssss
ER AR E R AR PR AR L
4898 POSITION ©,13:7 "L A B C P E F G
HI JKLMI|ILVALUE |*
4188 POSITION ©,14:7 [
lc ™
4118 POSITION 8,15:7 "L N O P O R S5 T
UwvseENXYZIL (R
4128 POSITION @,16:7 “{;is55i5535333:::
iissasissisi=%isisaa="
41328 FOR MN=1 TO MER:FC(N)=8:MEHT N:HO=1:
POSITION 1,18:7 OPSCHOD,.LL) :AM=288:POKE
5592.PP
4148 POKE 704 ,220:POKE 53286,08:POKE 55
9,58: POKE S3277,2:POKE 6Z3,1:POKE S427
9.PHMB
4199 REM
4788 FOR ROUND=1 TO 1Z:POSITION 7,1:7
ROUND : POSITION 32,Z:7 aM;"™ =
4718 RESTORE 4228:FOR N=1 TO 26:READ L
ILVEN) L : NEXT N =
4278 DATH 6,4,5,6,9,3,7,3,8,1,3,6,6,6,
TeS,3,6,7,7,7,2,3,2,2,1
478 D=INTC(RND (B)#NR+1):IF FL0) {8 THE
N 4238
4748 FIOD)=1:AS=RECSCLR¥*I(Q-1)+1,.LR™*0) 6
SC13="" " BSILENCASII="" ":BS(Z2)=BS
4250 POSITION 1,.6:FOR MN=1 TOD LEMCAS):I
F ASIN,. NI {3™ " THEN 7 "W "::GOTO 4270
AZ6@ T U w;
4278 MENT M:P=15:MS$="MISE JOYSTICK TO
SELECT":GOD5UB MES
PSS-Sl SELECT OPTION |
4Z88 IF MNOT STRIGC(B) THEN 4358
4Z18 S=STICK(®) :IF 5=15 THEN 4388
4Z28 HO-XO+LL¥(S5=7 AND HO{7S5)-LL™({5=11
AND. XO>LL)Y
4ZZ8 POSITION 1,18:7 OPS(MO,HO+LL-1):F
DR N=1 TO 4:S50UND @,26,16,8:FOR D=1 TO
S:NEXT D:5DUND B,D,8,8
4348 NEXT MN:GOTD 4388
4358 IF HO=75 THEN 49%08
468 M5="USE JOYSTICK TO PICK A LETTER
Hap=15:IF HD=1 AMDP AM=8 THEM MS$="'YOU H
AVE MWD MONEY TO BUY™:P=88
4376 GOSUB MES:IF P=88 THEM 4300
4399 REM
4488 IF NOT STRIGCA) THEM 4588
4418 S=STICK(8) :IF S=15 THEN 4458
4420 M-USRILSI6, PMBASE+Z8, PMBASE+18244
PY8,12)
44380 PHB=-PHA+8%(5)4 AMD 548 aND PHB{14
9)-BM{5>8 AND S5{(1Z7 AMD PHB>S5SS5)

ou
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4448 PYB=PYB+16%(5=1F aND PYB{150)-16%
(5=14 AND PY8>134)

44580 H-USR(1536, PMBASE, PMBASE+1824+PY8
#12)

4468 POKE HPO,PHO:H=(PHB-55)/8+1:IF PY

8=158 THEN H=N+13

4478 POSITION 3II,15:7 LVIHK)

4488 GOTOD 4488

4499 REM ENSAEETITECTEN

4588 IF LUCKI=8 THEN M5="THAT ONE HAS

BEEN PICKED ALREADY*:P=88:G05UB MES:G0

TO 4388

4518 IF H0D<)1 THEWM 4788

4599 REM

4688 BU=B:IF LUCHI>»AM THEN MS="YOU CAM
T AFFORD THAT ONE.";:P=88:G0T0 4668

4618 AM=AM-LV(X) (LVCKI=8:POSITION 32,2
1?7 AM;Y™ "ILS=CHRS5(K+64) :FOR MN=1 TO LE

HiAa%)

4628 IF ASIN,N)=-L%¥ THEN BU=1:POSITION

W,5:7 L5:S0UND 9,68,18,1Z:FOR D=1 TD 2
B:MEXT D:SOUND 9,0,0,0:B5(N,MICLS

4638 MENT M:P=15:MS="HELL COME":IF BU=
8 THEM HMS="YOU'RE OUT OF LUCK THIS TIM

E":P=88

4648 POSITION 33,15:7 LVIK):IF BS$=-as 7T

HEN 4988

4668 GOSUB MES:GOTO 4368

AL --- TakeE a LETTER —--—-]

4708 XL=0:POSITION ML,.7:7 " 1 ":M$=""MP

LACE THE LETTER"™:P=15:G05UB MES

4718 IF WOT STRIGC8Y THEN 4888

4728 S=STICK(8):IF 5=15 THEN 4718

4730 HL-KL#+1%¥(5=7 AMD HL{LEN{AS)-1)-1%
(5=11 AND HL>8)

4748 POSITION XL,7:7 ** 1 “:50UNMD 8,28,

i8,8:FOR D=1 TO L1LO:NEHT D:50UND 8.8.0,

a8

4758 GOTO 4718

4880 A=HL+1:LS=CHRS (G4+H)

4818 IF A5CA,AI=LS THEW POSITION A,5:7
LS :AM=aM+Z¥LUCK) :BS (A, A)=LS : M5=""G00OD

GUESS!"™:P=15:G0TD 4848

4828 IF aAs$tha,ad)=" " OR BSta.ad {3 " TH
EN M5="Y¥OU CAN'T PUT IT THERE'"™:P=88:6G
05UB MES:GOTD 4718

488 MS-"HRONG! 5 POINMTS DEDUCTED":P=8

B:aM=aM-5:IF aM{@ THEM 4378

4840 POSITION 32,2:7 aM;™ ":IF aSz=BS

THEN 4%a88

4858 GOSUB MES:POSITIOM ML+1,7:7 " ":G

0TOD 4388

FETTICI N --- GUESS THE PHRASE - -—-_}

4988 GU=8:P=1S:MS$=""TYPE IN THE MISSING
LETTERS":GOSUB MES

4918 FOR N=1 TO LEMLASI:IF AS (N ,N)=" "
OR BSCN,M) (" * THEM 4958

4926 POSITION MW,.7:7 "1":POKE 764,255
4938 GET #3,K:1IF K{65 OR K>98 THEN 473
a

4948 LS=CHRSCIK) :BSCN,NI=LS5POSITION M,
5:7 L5:POSITION M,7:7 " ":GU=GU+1

4958 MEXT M:IF B5=aA5 THEN aM-aM+S@+ (GU

#5) :GOTD 4988

4959 REM --- GET IT HWROMG ——-

4968 AM=AM-S0:POSITION 1,9:7 aS:M5="Y0
U'RE HMROMG':P=88:IF AM}8 THEN 49%9%6
4978 M5=" YOU ARE BANKRUPT*":POSITIOM
32,2:7 "8 "“:P=EA:GOSUB MES:POP :GOTO
S108

4979 REM -—-- GET IT RIGHT ---

4988 P=15:M5="YOU'VE CRACKED IT!"

4998 GOSUB MES:POSITION 3Z,2:7 amM;"™
:FOR MN=4 TO 9:POSITIOM 1,M:? BLS:MNEXT
N

S0BB MENT ROUND

S829 REM

16
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58I8 AM-AM-ZO8:MS5="YOU GAINED ":IF amM{
8 THEM M5=*" ¥YDU LODST *":aM=ABS{aM)

S840 MFC(LENIMSI#+1D=S5TRS (AM) : M5 CLENCHMS)
+13="" POIMTS"

5058 RESTORE S@60:FOR N=1 T0 &6:REaAD a:
SOUMD 8,A,.10,8:FOR NN=1 TO 18:MEXKT MM:
SOUND 9,8,8,8:NEKT N

58568 DATA 72,64.60,72,64,72

5188 FOR N=5 TO 11:POSITIOM @,N:7 BLS:
MEXKT M:POSITION 15,5:7 *HAGENIIII
5118 POKE S53277.0:POKE 623,.4:POKE 704,
8:POKE 764,255

S5i78 POSITION 9,8:7 MS5:POSITION 11,21:
? YBLAY AGAIN (Y /N)7?":GOSUB S170:IF K=
76 THEN SzZ0@

5138 POSITION 6,Z1:7 "USE THE SAME FIL
E (Y/N)?":GOSUB S178:IF K=69 THEM 4828
5140 MS5="1oad a file":FILES=FILES(L1,2)
:GOSUB SCRAM:GOTD 49088

5178 GET #3,K:IF K{>78 aNDP K<{>8% THEM
5178

5188 POKE 764 ,255:RETURMN

52880 GRAPHICS O:POKE B2,Z:PDKE 75Z.8:C
LR :EMD

5999 REM

60868 DATA 104,201,3,208,81,104,13%,225
,104,133,274,104,133,227,104,133,226,1
84,13X,279,1084,133,2726,169,0

G818 DATA 133,230,133,231,168,177,224,
145,226,24,169,1,1081,224,133,224,16%9,6
181,225,133 ,225,24,169,1

6828 DATA 101,.226,133,226,169,68,181,22
7,1%%,227,24,169,1,181,238,133,230, 167
+8,1901,231,133,231,24,165

68XI8 paTA 228,197,238,208,206,165.229,
197,231, 708,200,96
6999 REM CHAR SET
7088 DaTA 194,104 ,133,207,104,133,286,
169,0,133,.204,169,224,132,205,162.,4,16
8,8,177

7818 DATA 704,145%,206,136,2086,7249,238,
205,230,207 ,202,208,242,96

8999 REM
@88 DaTA 8,63,51,51,51,51,63,8,8,12.6
@,17,12,17,.63,8,98,63,51,3,63,48,63,0.8
,6%,3,3,63,3,6%,8

2818 DATA B,48,48,48,51,63,3,9,0,63,48
,6%,%,51,6%,8,68,6%,48,6X,51,51,63,.6,0,
63,3,3,3,3,3.8

9826 DATA V,63,51,63,51,51,63,8,8,6%,5
1,63,3,3,63,0

9838 DATA ©,0,178,170,85,685,0,6,0,8,85
,85,178,176,8,0,3%6,36,37,X7,42,42,0,08,
24,24,88,88,168,168,90,0

9048 DATA ©,0,42,42,37,37,36,36,8,63,3
s15,12,12,8,12,8,98, 166,168, 68,08, 24,24
3858 DATA ©.63,51,51,63,51,51,0,08,63,5
1,63,51,51,63,8,9,63,51,48,48,51,63,8,
8,60,51,51,51,51,68,0

9868 DATA B,63,48,60,48,48,63,0,0,63,4
8,60,48 ,468,48,0,08,63,48,48,51,51,63,8,
#8,51,51,63,51,51,51.8

9878 pATA ©,63,12,12,12,12,63,0,08,3,3,
5,35,51,63,8,0,51,51,63,60,51,51,0,0,48
,48 ,48,48,48,63,0

880 DATA B,51,63,6X,51,51,51,.8,08.63,5
1,51,51,51,51,8,98,6%,51,51,51,51,63,0,
8,63,51,51,62,48, 48,08

8% paTa 9,63,51,51,51,51,63%,12,09,63%,
51,51,608,51,51,8,8,6%,48,6X,3,3,63,0,80
63,12, 12,412,142,12.,9

9188 DATA 9,51,51,51,51,51,6%3,8,8,51.,5
1,51,51,63,12,9,9,51,51,51,63,6%,51,6,
8,51,51,60,15,51,51,8@

%119 DPATA 8,51,51,63,12,12,12,0,0,63,3
+12,12,48,63,08,36,36,36,%6,%6,3I6,316,3I6
,2,8,8,21,.8,8,8,8

9120 DATA ©,4,4,21,21,4,4,0

DISK

BONUS
ATARTRIS II

by Steve Budrys

QUITE POSSIBLY THE BEST
VERSION OF TETRIS EVER!

You know the game but check these features

# 1 or 2 players or 2 players in cooperation

Single pieces or multiple pieces

Choose how the pieces rotate - All, Most, Some, Few
or, for the ultimate challenge, Mone!

Alignment guide on or off

Start at any level from A to Z

Preview 1 piece, 4 pieces or none

Rotate clockwise or anti-clockwise

High Score Table and Save

A A A A%

NO version of Tetris has ever had this many features before - and
this great game is the BONUS on this issue’s disk.

And you also get ...

FORTRESS

A shareware version of the arcade Tetris
designed and programmed by Zark Wizard!

If you want to try an alternate version of the arcade classic,
here's your chance - one of these great games is sure to
become your favourite!

ATARTRIS II and FORTRESS are the BONUS prog-
rams on the Issue 63 disk. Disk subscribers will
receive their copy with the magazine but the
Issue 63 disk is also available separately for just
£2.,98, Order your copy from PAGE 6, P.O. Box 54,
Stafford, ST16 1DR or by phone to 0785 213928
using gour Access, Visa or Switch card.
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ROBOTECH
RULES!

nother issue another column, this one is going to be
much smaller than usual but that doesn't matter as the

tips are still top class.

Coming your way next time will be hints on Zero Wars, and
Tail of Beta Lyrae but this time we have the complete solution
to Tarkus and the Crystal of Fear and some cracking stuff an
Mission Zircon

Crashing headlong into the deluge of epistles _from you tip-
pers we now have the following to offer you for your delecta- |
tion and delight. '

A very small tip

David Moss of Dorchester gives us this tip for MEDIATOR. Iif you put a
weight on the space bar then you will slow the game down enough for
you to progress to at least the fourth level.

i R i ML i
Tarkus & The Crystal of Fear

18

We have received this time a mammoth collection of tips, the
likes of which haven't been seen between these covers for
many months. From someone describing themselves only as
Robotech in Greater Peterborough (???) there first comes a
complete solution io TARKUS & THE CRYSTAL
OF FEAR.

You will need spells. The 6 spells are obtained by :

spell. Then go to the Crystal World (world number two), go |
all the way to the right end of the world, dodging the arrows

and ghosts as you go (it's not really all that difficult), then drop
down onto the first platform, cast the ARMOUR spell (by
pressing 2 on the keyboard) to gel past the ghost, and then
drop off the platforms until you reach the larger platform with

a one way passage through it (the one with an arrow pointing
downward in it). Keep going through these one way passages
until you reach the first of your Crystals of Emotion. Pick this

ITEMS SPELL up and then drop down to ground level (through the final one

2 ROCKS FLY way passage). Once on the ground walk left and pick up the

2 CRYSTALS FREEFALL two tl'r}r:illuls-: th;lssi .::’F znw]n llher? Htlf:_'-.-'l IIIIIH_'y' come I:: hau;d}fir
later!), then wa ack a little way and line yourself up ha

I:I‘? gHD‘IFSDTilil_Pjs ROCK 3 LgﬁqNDSUPFFHT way Inbetween the two candelabras hanging from the two big

1 CUP, 1 HdCK ENERGY Ert‘hf‘s- Now cast 1|‘11t' F"LYI:ipr]l;. press ltmjnyshrk::ntt?? fand

1 CUP, 1 CRYSTAL FREEZE eep it pressed) and you should soar up into the skies. Once

Of the above there are only two that are not really necessary
Lo finish the game, they are FREEZE and ENERGY spells,
however il is a good idea to always keep FREEZE and
ENERGY spells in reserve, you never know when you might
need them. If you ever find that your energy is dropping
dangerously low then use the ENERGY spell to replenish
your supplies.

In order to get a spell, collect a pair of items as shown above,
and then take them to the cauldron on the right most edge of
the Magic World (world number 3 from left to right), once
there touch the cauldron and press the letter C on your
keyboard, this will then create the spell ready for you to use.

All of the objects needed are in plentiful supply (at least to
begin with) on the appropriate world. To get one stand over one
of the boxes and press P on the keyboard. If, after you have
picked up an object, you then want to drop it, simply stand
over an empty box and press the P key.

The following solution is not the only one possible, indeed
there are several other variants, but this one is, I belleve, the
quickest and probably the easiest. You still need to be quite
good al dodging all the nasties that pop up all over the place,
but you should be able to do that without too much trouble
after you've played a couple of times - remember always keep
an ENERGY spell in reservel!]

The first thing you should do is to mix an ENERGY spell -
just in case, After that pick up an ARMOUR and a FLY

lssue &3 - New Afari User

yvou are past the narrow entrance then fly towards the right.
When you reach the far right end of the screen you should be
able to exit the level easy enough, just go back the way you
came in, dodging the nasties. Don't forget to avoid that one
way passage downward on the way out, If you do happen o [all
down it then you will be stuck!

Now get the FLY, FREEFALL, TRANSPORT and
ARMOUR (and ENERGY if you happen to need it) spells
and go to the Gold World (Lthe fourth one), jump over the
first gap and drop down through the second one (the deep
ane). Use the FREEFAILL spell before you land to avoid
injury. Once on the bottom go to the right, dodging the cruci-
fixes, until you reach the 3 platforms with a gap above them.
Jump up onto the platforms and through the gap, come to a
rest on the left hand side of the gap. and when the crucifix on
the opposite side is its lowest point you should be able to jump
over it without difficulty. Then jump up the platforms and keep
on going upwards until you reach the key. Pick this up then
Jump down the platforms again until you reach the bottom
level. Now go all the way Lo the left hand edge of the screen
(don't forget to avoid the nasties), climb up the first 6 platforms
. o to the transporter (that sirange looking cabinet sort of
thing on your right). Stand in it and use the TRANSPORT
spell. When the number 2 appears press the fire button and
vou will be transported to the Crystal World (level 2). Walk
up to the wall and press the U key on your keyboard, the wall
will now open. Go through and pick up the key, then walk
back to the transporter and use the FLY spell to get out and

|
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fly across to the right hand side of the screen (do be careful
with the arrows!). You can now leave this world in exactly the
same way as you did before (again watch out for that one way
passage!). Now go to the Magic World, go down as far as
you can, go to the right hand side of the screen and run
through the corridor to the left dodging all those nasties as you
go, when you reach the wall, press the U key on the keyboard
to unlock the wall and pick up yvour second Crystal of Emotion.

Now get the ARMOUR, FREEFALIL and TRANSPORT
spells again, go to the Gold World, down the deep crevice
(remember to use FREEFALL), and to the transporter just
like before, but this time transport to the Rock World (level
1), once there use the ARMOUR spell to get past the Nasties,
walk left, drop down to the level below, walk right, pick up the
key, and get out through the one way passage. Whilst you're
down here you might as well pick up two more rocks, and then
climb up the platforms to get out of here. Go up to the top of
the level, go all the way to the right until you reach the wall
with the Crystal behind it, use the U key to unlock it, go
through and pick up your third Crystal of Emotion.

Now get the FLY, FREEFALL and TRANSPORT spells,
go to the Gold World, down the crevice to the transporter
and transporl Lo the Magic World (level 3). Drop down to
the ground level, and run left to pick up the key. Watch out for
those 4 cards though! It is possible (and quite easy really) to
get past them without them touching you. Get the key and go
all the way to the right end of the screen and touch the far
wall, then go up the platforms. through the one way passage,
and then leave the level,

Now get the FLY, FREEFALL and TRANSPORT spells,
go back to the Gold World (again!), down the crevice (you
should know all this by now), then to the right, climb up the
platforms, only this time don’t stop at the transporter, but
keep on going up as high as you can go. Then use the FLY
spell to get up to the top platform where the final Crystal is,
unlock the wall, and go through, Make sure you jump over the
one way passage and pick up the Crystal, then go down the
way passages, go to the transporter (beam me up Scotty!!) and
transport to level 3. Now run all the way to the right hand side
of the screen and touch the right hand wall. and then get out
just as you did before. Exit the level and you should receive
yvour final reward!!!!

TARKUS AND THE CRYSTAL OF FEAR IS COMPLETE!

ONE ON ONE

If when you get the ball in
ONE ON ONE BAS-
KETBALL, vou are [acing
your opponent, press the fire
button quickly to turn around,
putting your back between the
ball and your opponent.

Also, when playing against the
computer, be Dr. J. Erving as he
is the faster and does not tire
out so easily.

We seem to have lost where this
one came from - so thanks who-
ever you arel

Now for a couple of tips from Robotech on MISSION ZIRCON - ancther of Tiger Developments’ games

Level 1 may seem a little difficult after the first few games, but once you get used lo it is quite easy. Use the sensitive sefting (press
1 on your keyboard) for the first half of level 1 (inside the space craft) and the fast sefting (press 2 on your keyboard) from there on.
inside the spacecraft you only get attacked by 3 waves of aliens. Learn where these appear and the game will become much easier.
Moving about inside the space craft is a bit tricky, especially exiting through that narrow gap at the end. Parsevere and you will find
that it isn't that difficult after all. | can judge position for that final exit 85% of the time now!

On level 2 watch out for the Tidal Waves, these always occur at set points in the level, so learn where they show up.

Once you (finally) make it to the TEK SHOP, first buy the Super Gun, and then (credits allowing) the Rocket Launcher and the
Shield, in that order. Only buy extra lives after you have bought the Super Gun and Rocket Launcher (that's what | do at least and

Level 3 and 4 are pretly easy, but level 5 is a real pain. The best strategy is lo stay as close o the middle of the screen as possible,
only moving up and down slightly to blast holes in the incoming waves of aliens. Walch out for the tendrils. When one comes at you
then move either forwards or backwards fo get out of its way, try lo avold moving up and down as much as possible. Watch out for
that last tendril, it can sometimes appear in mid air just when you thought you were safe!

One other tip concerns your method of firing. To fire just press the trigger button and keep it pressed for a continuous (well almost)
stream of bullets instead of prassing and releasing the trigger each time you wish to fire. Now this may seem obvious but you'll be
surprised, the thing is that if you use the second method of firing instead of the first then you will find yourself exiting the TEK SHOP

Finally the cheat mode (which is heavily hinted at in the instructions) is activated by pressing the three keys on the leftmost side of
your keyboard (if you can't work it out from that then what are you doing?). Using this you can then experience the end of game

FREE CASSETTES!

if your hint, tip or map is used by
The Tipster you can claim a FREE
CASSETTE (from those currently
available fram The Accessory
Shop) but you won't get one if you
don’t send something 1o The Tips-
ter - get tipping nowl

HOW TO CLAIM

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

--- dit dit dit --- dot dot dot --- dit dit dit --

Henry Knowles needs help on Alternative Reality
: The City and Zork I Any one have the full solution
to these or any other adventure games? If so there's a very
ElﬁSE‘I“-"iIlg cause waiting 1o receive them.

One thing that | will say before | go for this issue is that
Robotech can contact me on Telnet 128.39.145.226 login .
skynetl <CR> <CR> and then contact your old Iriend The

Tipster.

Until next issue | will say au revoir, auf weidersehn and
goodbye and I'll leave you with this final word. I NEED
LETTERS, SOLUTION, MAPS, AND
QUICK AND CHEERFUL TIPS.

All that's left for me to say is that the address is as normal and
everything sent will get into the magazine sometime. Write to

The Tipster
Page 6 Publishing
P.O. BOX 54
Stafford
ST16 1DR

COME ON TIPPERS - KEEP THE TIPSTER IN TIPS
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CONVERSIONS

his set of four programs might be useful to assembler
programmers or anyone else who needs to convert
decimal numbers to hexadecimal or binary and back

again.
The ATARI uses values from O to 255 so all programs check

that the number entered is within the allowable range. If there

is an error the TRAP instruction prevents the program stop-
ping and loops back to line 30.

DECIMAL TO HEX

Lines 60 to 75 do the conversion with numbers greater than 9
being changed to the hex values A to F;

10REMDECIMALTOHEXADECIMALCONVERTER
15SREMBY DAVID LAMONT 1992

20DIM A$(1),B$(1)

30 TRAP30:? "ENTER ANUMBER.(0 TO 255)===>";
35INPUT X

40 IF X<>INT(X) OR X<0 OR X>255 THEN GOTO 30
507 :? "DECIMAL *;X;" ISHEXADECIMAL *;

60 A=INT(X/16):A$=STR$(A)

65IF A>9 THEN A$=CHR$(A+55)
70B=(X-INT(X/16)*16):B$=STR$(B)

75IFB>9 THENB$=CHR$(B+55)

997 A$;B$:GOTO 30

CHARACTERS TO
NUMERICS

This one convertsacharacter string tonumerics,

10 REMHEXADECIMAL TO DECIMAL CONVERTER
15REMBY DAVID LAMONT 1992
20DIM X$(2)

J30TRAP230:? "ENTERAHEXNUMBER (00 TOFF)===>";

35 INPUT X%
40IFX$(1)<"0"ORAX$(1)>"FF"ORX%$(2)<"0"OR
X$(2)>"F"THEN 30

507:7? "HEXADECIMAL":X%."ISDECIMAL";
GO0A=ASC(XE):IF A>=64 THEN A=(A-55)*16:GOTO 70
65 A=(A-4B)*16

70B=ASC(X%(2)):IFB>64 THENB=B-55:GOTO &80
75B=B-48

807 A+B

997:G0T0O 30
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by David Lamont

DECIMAL TO BINARY

This one checks the value of the number entered and assigns a
1 or O to each of the eight bits.

10 REMDECIMALTOBINARY CONVERTER

15s REMBY DAVID LAMONT 1992
30TRAP30:?"ENTERANUMBER (0 TO 255)===>",;
35INPUT X

40 IF X<=>INT(X)OR X<00OR X>255THEN GOTO 30
S507:7"DECIMAL*;X;"ISBINARY ";

55 A=0:B=0:C=0:D=0:E=0:F=0:G=0:H=0

EOIF X>=128THEN X=X-128:A=1

TOIF X>=64 THEN X=X-64:B=1

BOIF X>=32 THEN X=X-32:C=1

QDIFX>=16 THEN X=X-16:D=1

100 IF X>=BTHEN X=X-8:
110 IF X>=4 THEN X=X-4:
120 IF X>=2 THEN X=X-2:
130IF X=1 THENH=1
1407 A;B;C;D;E;F:G;H
1507 :GOTO 30

E=1
F=1
G=1

BINARY TO DECIMAL

Thisonedeterminesthe lengthofthe binarynumber
and startsatthe Least Significant Bit (LSB or bit 0].

The conversion takes placein the loopiromline 50 to
B0.Line 70iswhereeachbitis multiplied by the bit
value(lto 128). Variable Zisthebitvalue whichis
doubled each time. Variable Disacumulative decim-
alvalue.

10 REMBINARY TODECIMAL CONVERTER

15REMBY DAVID LAMONT 1992

20 DIM X§(9)

30 TRAP30:7:?"ENTER ANUMBER":?"(0TO
11111111}:::}":

35INPUT Q:X$=STRS$(Q):X=LEN(X$):Z2=1:D=0

40 |F X>8 THEN 30

50 FORQ=XTO1STEP -1

60 A=VAL(X$(Q,Q)):IFA>1 THEN 30

70A=A*Z:Z=2*2:D=D+A

BONEXTQ

1607 :? "BINARY ";X$;" ISDECIMAL ";

1707D

180 GOTO 30




TIGER DEVELOPMENTS

FOUR NEW RELEASES!

Wi have recently ganad the exclusive rights 1o produce and sell the following two great
Polish gamas. ir the LIK

MIECZE VALDGIRA
Dan't be put off by the name! This is a superb arcade adventure. Incredibly smooth
graphics, lnads of screens and great musse make this one of the bast games of 1S Iyps

DISK ONLY £4.99
KULT

Kult Is & suparb fast achon sheot'am up. it featureas beautifully drawn mode 8 graphics,
great music, lols of extra weapons to collect and some great aliens io blast. Kull is &
wary addictrve game. DISK DMLY £4.99
MNote: We are allowed to sell a limited number of the above games ouiside the UK -
ordar aarly from overseas o avoid disappolintment

Arvd from our own prografimers ...
THE CITADEL

This arcade game featuras 28 colouriul levels, with boulders, blocks, pils, Bombs and
teleportars, Can you work out all the puzzies to escape the Citadel befora tims runs oul?
This fascinating game fealures & password system o anable you to stan at any level

DISK ONLY £2.99
TARKUS AND THE ORBS OF DOOM
This follow up 1o the very popular Tarkus and the Crystal of Fear is an arcade adventura
for ane or two players simultaneously. This time Tarkus has the halp of his giant pet
chicken, Aguatarkus, to help him through the mystanous worlds 1o collect the Orbs of
Doom and prevent the end of the word! DISK ONLY £2.99

The abowe teo mind-bending games can be ordered on a double pack too!

THE CITADEL' TARKUS Il DOUBLE PACK DISK ONLY £4.99

Dean Garraghty Software
For Atari XL/XE software!

@ PD library. We currently have 166 disks (mostly double sided) in
our PD library. These are not just re-vamped Page 6 disks. Many of
the disks are not available elsewhere in the UK. Prices range from
£1.25 to £2 a disk, depending on how many disks you are ordering

@ News-Disk. We publish an on-disk newsletter, called News-Disk.
We have produced 12 issues of this so far which can be bought as a
back issue pack for just £5.95. These disks are packed with articles
from all around the world. A subscription to the News-Disk costs
just £5 for 4 issues

® Commercial Software Publishing. We sell some unique commer-
cial software products in the UK. We have our own Digi-Studio
digitized music system available at the new low price of just £6.95.
We also distribute most Fower Per Post products in the UK. This
includes the QUICK programming language at £12.95 (new low
price!), the Screen Aided Management 80 col. desktop at £12.95,
Quick Ed font editor (with mouse and touch tablet facilities) at
£4.95, and three games: Rubber Ball, Glaggs It, and Mine Sweeper
at £4.95 each, or all three for £12.50, Details of these are in our new
printed catalogue

Sitill available
LIZARD Battle your way around the Reptikan System in this horizontaily scrofiing
shoot ‘em up. Destroy the solar cells to bring down the force-fields protecting the huge
mionatars which are waiting on sach planet. New Alan User lssue 61 their Dest patl
DISK OMLY £4.99
TARKUS AND THE CRYSTAL OF FEAR A besi-selling scrolling
arcade advaniure. New Atarf Liser [ssue 58 A big thumbs up ho ihe author of Tarkus
DISK OMLY £4.99
COMPILATION TAPE 1 Msion fircon, Tarkus and the Crystal of Fear,
Boing i and Spead Fox on one taps CASSETTE £7.99

THE TIGER DEMO Playable demos of five ol Gur gamas on one public
domain disk DISK DMLY £2.99

MISSION ZIRCON DISK £4.99 BOING Il DISK £2.99
SPEED FOX DISK E2.99 BOING II/'SPEED FOX DISK £4.99
PROG. WORKSHOPS 1 - 4 DISK sach E3.99

We are always looking out for quality software, whether it i gameas or more Senous

programs. If you have written anything that you think we may be interasied in, why nol
sand i o us with a view o publshing

Send SAE for further details of the above products
Please make cheques/PO's payable to Tiger Developments

Please note our new address:
TIGER DEVELOPMENTS, 159 WARLEY ROAD, HALIFAX,
WEST YORKSHIRE HX1 3TW, ENGLAND

BACK ISSUE

The following back issues of
NEW ATARI USER are still available

@ New and used software and hardware, We also buy and sell used
software and hardware. You can also exchange your unwanted items
for P.D. disks from our library. The software and hardware is then
sold off cheaply. Give us a ring if you have something to sell

To receive our latest 20 page catalogue of P.D. and commercial
software items, please send an AS sized stamped addressed envelope
to:

D.G.S., 62 Thompson Ave., Balby, Doncaster, DN4 ONU
Or phone us on: (0302) 855026

NORTH OF SCOTLAND ATARI USER GROUP

FUTURA

THE ULTIMATE ATARI 8-BIT EXPERIENCE
ISSUE 8 OUT NOW

ISSUE 9 - OUT 1st SEPT.
Price: DISK £1.95 each (£11.00 for 6 issue subscription)

PRINTED COPY & ISSUE CASSETTE £3.95 Issue 31 Issue 43 Issue 53

It s e Ie FLSrUtan [isat Menct 7 FOr & Eaizoie N Issue 33 Issue 44 Issue 54

A e e AR Hi. eoE® Issue 34 Issue 45 Issue 55

Issue 36 Issue 46 Issue 56

NOSAUG PD Issue 37 Issue 47 Issue 57

Issue 38 Issue 48 Issue 58

THE NOSAUG ATARI 8-BIT PUBLIC DOMAIN LIBRARY :55"5‘ gg :55"9 gg :55"9 gg
100+ double sided disks of the highest quality including many o e oo responie

NOSAUG theme disks Issue 41 Issue 51 Issue 61

e.g. SPORTS EXTRAVAGANZA MEGABLAST Issue 42 Issue 52 Issue 62

THE TOP MEGADEMO
TEXTPRO V4.54+

QUICK LANGUAGE DEMO
| LOVE MY ALPHABET

BEST OF ANALODG
PARROT Il DEMO
URBO BASIC PRD. KIT
SUPERDOS V5.1

Prices: 1- 4 disks £1.95 each/ 5+ disks £1.50 each
Special offer: 10 NOSAUG PD disks for £10 {offer ends 30th September)

THE NOSAUG PD CASSETTE LIBRARY

15 cassettes featuring the very best in XL'XE public domain software
e.g. GAMES 1-4, UTILITIES, AMAZING DEMOS, KIDS FUN etc.
Prices: 1 - 3 cassettes £2.95 each/ 4+ cassettes £2.50 each
All NOSAUG PD cassettes contain & - 12 programs
(that's 20 - S50p per programl)

Full NOSAUG PD listings available with Futura issue 8 or by SAE

Please make cheques/PO's payable to 5.J. Murray and send to:
NOSAUG, ¢jo S.J. Murray, 71 Walker Road, Torry, Aberdeen, AB1 3DL,
Scotland

DISKS ARE AVAILABLE

FROM ISSUE 14 ONWARDS
BACK ISSUES are £2.00 each in the UK (inc. post & packing),

£2.50 for Europe or surface mail elsewhere and £3.50
for Air Mail outside Europe. Prices include postage
ISSUE DISKS are for any 48k or 64k B-bit Atari
Each disk is £2.95. Postage FREE in U.K.
Overseas add £1 per order (any number of disks)

Send your order to

PAGE 6, P.0. BOX 54, STAFFORD, ST16 1DR, ENGLAND

ACCESS and VISA accepted. Telephone 0785 213928
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ife can be hard on the other side of the world, especial-
I ly if you bought an ATARI 800XL during the big home

computer push of the mid eighties only to find yourself
stranded with no support after a couple of years, but I have
persevered and with the help of scarce software, books and
magazines the B00XL is still used for school projects, home-
work, correspondence and record keeping. It may not be as
sophisticated as more modern computers but it still does the
job I originally bought it for.

Problems do still arise from time to time especially when I get
creative and try to write games, BASIC games can be slow and,
in spite of the wonderful colours, can look ordinary. That's
when 1 decide to try things that other people had put in their
programs only to find I couldn’t follow their code.

Program listings are fine for typing in and running but are
hard to learn from. My aim here is to explain what I have done,
why [ have done it and, most importantly, how. I am no expert
in BASIC programming but there may be something here that
will help you.

The first thing [ learnt to do to when wriling programs was
redefining character sets. Then followed player/missile
graphics and a nifty machine language routine for fast P/MG
vertical movement. A new thing [ have been using lately to
speed things up is dividing my games into two programs. The
first redefines character seis, sets up P/MG, includes a title
screen, has instructions and then loads part two. Part two
contains the essential code for the game and runs faster
without all the distractions of part one.

All these things are contained in my latest game "Dangerous
Dungeons”.

BUILDING A DISPLAY

Character graphics is one of the easiest ways Lo gel a graphics
display on the ATARIL. Individual characters within the set can
be changed to suit any purpose and it's relatively straightfor-
ward

To redefine characters you must first copy the normal charac-
ter set from ROM to RAM. Before you can do that you must
first find it. The normal character set resides in 2K of ROM

Figure 1
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beginning at the location determined by the contents of loca-
tion 756. The starting address must be found and this is done
by multiplying the contents of location 756 by 256. My prog-
rams, therefore, contain the following statement:

CHORG=(PEEK(756)*256)

Now that the character set has been found the next step is to
find somewhere to copy it to. Location 106 contains the page
number of the top of memory. In all the examples 1 have seen
the op eight pages are kept free from use by BASIC so [ use
the following statement:

CH=(PEEK(106)-8)*256
The character set is then copled from ROM to RAM by using;

FOR Q=0 TO 511
POKE CH+Q,PEEK(CHORG+Q)
NEXT Q

The next thing that has to be done is to tell the computer to
use the new character set. This is done with

POKE 756,CH/256

Every time you change graphics modes within a program you
must execute this statement.

To modify characters vou will need to fill an 8x8 grid. Each
character is made up of eight rows or bytes. A byte is eight
binary digits, or bits. Each bit has a value from 1 to 128 and
they are added to find the total for each byte. The eight byte
values are then POKEd into the appropriate character in the
new set in RAM.

My programs now have the complete set redefined to one that
[ think looks better than the standard one in ROM. For exam-
ple you can see from Figure 1 that the letter "A” is made up of
elght bytes with values of 56, 124, 254, 246, 246, 246, 246
and 0.

In Listing 1, line 1040 reads from the data lines the address
of each character (the internal code*8) followed by the values
for each of the eight bytes. These are then POKEd into that
address in the new character set.

Lines 1055 to 1070 contain the data for special characters
such as #, 5, @ ete. Lines 1080 to 1110 have the numbers O to
g9 plus the "1" symbol. Lines 1120 to 1200 have the data for
letters "A” to "Z".

As well as modifying some special characters 1 have also
redefined "J", "@" and "X" to represent the player character in
the game.

HANDLING VERTICAL
MOVEMENT

Vertical movement of P/M graphics in Basic can be done bul
it needs a special machine language routine. It took me a long
time to work this one one out because, although it was con-

e ———————
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INGEONS

David Lamont presents his
latest game and explains
how it was written to help
you write a game of your own

tained in some listings 1 have, there was no explanation.
This method uses the command

X=USR(1536,loc,START +old, START +new)

X iIs a dummy variable, anything can be used. Location 15386
is where the machine language routine can be found. Variable
"loc” is the memory location where the data for a player or
missile is stored. START+old is the current vertical location,
START+new is where the image Is to be relocated.

It is best to clean out locations 1536 to 1792 to ensure no
unwanted data corrupts the routine. I use

FOR Q=1536 TO 1792
FPOKE Q,0
NEXT Q

Now POKE the data in starting at location 1536. Lines 2100
to 2102 contain the machine language code for vertical #/M
movement. Lines 2110 to 2115 contain the images of each
player. The first number in each data line is the size of the
player. The rest is the data that determines its shape, just like
character graphics. This program uses three different shapes.
Any player can be any of the defined shapes.

The next thing to do is to find free memory to store the P/M
details. Use location 106 again:

MYBASE=(PEEK(106)-24)

You will see that I have left the top 24 pages free to ensure the
redeflined character set is not disturbed. POKE this value into
location 54279 to tell the computer what page number to go to
for P/M data.

The start of P/M information is found by taking the page
number and multiplying it by 256,

START=MYBASE*256+384

[ have also added an extra 384 bytes because a small amount
of space is kept free. The rest is divided into 128 byte sections,
one for the four missiles and one each for the four players.
Everything is now ready to be used.

MK 1 REM e -
EG Z REM = DANGEROUS DUNGEOMNS *
EZ I REM % Listing 1 ﬂ
FF 4 REM = by Pavad Lamont "
IZ 5 REM % ———-————m e "
FD 6 REM % NEW ATARI USER - aAlUG 13933 =
Q0 7 REM S 0000 00
NN 8 REM

MH 58 GOSUB 16008

TP 988 GOSUB BO88

UL 999 RUM "D:DUNMGEOMNZ'

HN 18088 GRAPHICS O:POKE 718,52:POKE 712,9
9:POKE 752,1:Z=243

IN 19818 POSITION 12,9:7 "N :
POSITION 12,108:7 "HNEASCANTECE": POSI
TION 12,11:7

4M 1820 POSITION 12,13:?7 " '
(POSITION 1Z2,14:7 * SE ]

ITION 12,15:7

GS 1825 CHORG=C(PEEK(75G)%256) :CH= (PEEK (18
6)-8) %256

S5C 1838 FOR 2=0 TO S11:POKE CH+Q,PEEK(CHO
RG+0) : Z=7Z-8.1:POSITION 18,12:7 ;INTLIZ)
1™ ":MEXKT @

PT 1848 RESTORE 1855:FOR I=1 TO 46:READ A
DDPR:FOR J=8 TO 7:READ C:POKE CH+ADDR+.J
LCI!MERY J:Z=Z-8.5

HY 1858 POSITION 18,12:7 ;IMTCZI ;'™ "":MEXT

I

0P 1855 DATA 256,251,251,251,.08,191,191,19
1,8,488,28, 183,183,103 ,62,24,74,30,472
.56,230,230,230,124,24,24,128

GV 1860 DATA 37,8,117,1720,749,143,143,170
,112,48,608,102,1082,182,255, 255, 255, 255
+224,231,153,231,153,231,153,231,24

GA 1878 DATA 72.7.5.5.253,165,165,165,7,2
4,247 ,157,245,7,226,175,185,239,740,62
+8,8,16,6Z,4,6;16

Yo 1680 DATA 12728,174,23I8,23I8,254,254,754,
174,8,1%6,56,248,56,56,56,254,254,8,14
4,174,198,28,117,254,254,254,8

¥YH 1890 DaTa 152,254,28,120,28,206,254,12
4,8,160,228,220,220,220,254,26,28,0,16
8,254,224,257,14,238,254,124,0

HC 1108 DATA 176,126,224,252,2308,236,254,
124 ,0,184,254,14,14,28,69,126,120,08,19
2,174,238,124,238,254,254,124,0

continued overleaf e

Have a look at lines 9521, 9541, 9561, 9581 and 9615 in
Listing 2 to see how the P/M players are used. | use a variable
name for the location of the player's shape data, e.g.
WIZ1=1580, LIB1=1601. START+Y1 is the vertical location that
a missile is to be erased from and START+YNI1 is its new
vertical location. Adding 128, 256. 384 or 512 identifies play-
ers 1 to 4 respectively. By using a different location in lines
9521 and 9615 you will see that player 1 can be used as two
different shapes.

I also try to make my programs as modular as possible. This
means that [ can copy sections from one program to another
rather than start from scratch.

PLAY THE GAME!

To play Dangerous Dungeons type in and save each program.
Load and run program one which will in turn run program
two. Program two can be run over and over again but if you
happen to press RESET at any time then you must start again
with program one,
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DANGEROUS DUNGEONS
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1118 DATa 208,124, 238,126,14,238,254,1
24,0,8,124,124,124,124,0,124,124,0
1128 DATa 264,56, 174,254,246 ,246,246,2
46,0,7272,252,230,252,230,254,254,252,0
L280,126,224,224,224,254,254,126,0
1138 DaTha Z88,748,236,23I8, 754,254,252,
248,80 ,296,254,224,252,224,254,254,254,
B,I04,254,224,252,240,2408,2408,240,0
1148 DaTa 312,126,224,238,226,254,254,
126,0,320,246,246,254,246,246,246,246,
B,328,254,174,124,124,174,124,254,80
1158 DATA X36,0,24,218,251,251,255,254
.124,344,206,220,248,252,222,222,222,0
» 352,224 ,274,724,224,254,254,254,8
1168 bATA I68,198,238,254,254,238,238,
238,0,366,230,246,754,254,254,2386,238,
8,376,124,238,235,238,254,254,124,08
1176 DaTaA 3I84,252,238,238,252,240,240,
248,080,392 ,124,126,62,254,254,14,126,56
.,488,257,198, 254,252,222 ,22%2,22%,8
1188 DaTAa 408,126,224 ,124,6,254,254,25
2,8,416,254,124,124,124,124,124,124,8,
424,246,246, 246, 246,254,254 ,124,0

1198 DATH 432,246,246 ,246,254,124,56,1
6,808,448 ,238,238,238,254,254 ,238,1%8,. 08,
448,62,126,174 127 ,127,112,176,28

1208 DATA 456,2368,238,1724,56,124,174,1
Z24,8,464,254,30,60,120,254,254,254,08
2088 REM

2838 FOR 0=1536 TO 1792:POKE 0,0

2048 Z=Z-08.1:POSITION 18,12:7 ;INTC(Z);
woa: MEXNT O

2858 CODE=1536:FOR A=8 TO 7S:READ B:PO
KE CODE+&,B:Z=Z-9.1

2855 Z=7-0.1:POSITION 18,12:7 ;INTLZI);
" WiNEXNT A

2868 MYBASE-PEEK(186)-Z4:POKE S4279,MY

‘BASE:POKE 559,46:POKE S3277,3:POKE 623

16 3

2888 START-MYBASEXZS6+I684:FOR CLEAR=®
TO 6X2:POKE START+CLEAR,B:Z=Z-9.1

7885 Z=Z-@8.1:POSITION i8,12:7 ;INTIZ);
" Mi:MEXT CLEAR

2168 DATA 194,162,5,104,14%,228,202,16
+250,198,770,198,227,.168,0,177,224,178
7181 DATa 168,165,22X,.7408,9,169,0,145,
222,136,208 ,249,138,168,165,221,248,7,
177,224 -

7182 DATA 145,220,136,2788,249,96

2119 DATA 19,8,:0,60,118,255, 255,255,225
5,126,680

2112 DATAH 9,4,8,60,126,255,25%5,255,126
, 68

Z115 DATA 19,68,126,219,219,255,195,125
5,126,36,182

6088 REM

6818 GRAPHICS Z:POKE 788,52:POKE 712,1
LZ:POKE 71@,113:POKE 752,1

6815 POKE 756,CH/s256

6028 T H6;" L

6838 7 16;" DANGEROUS DUNGEOMNS""

6848 7 N6

6858 7 B6;" a*

6855 7 H6

6868 7 B6;" HAaGICAL™

6865 7 H6

6878 7 n6;" OADVENTURE""

Gese T B6;" o

6188 FOR M=1 TD G6:READ A.B

6118 SOUND ©,A4,18,.8:S0UND 1,A72,18,8:F
OR D=8 TO B%78:MEXKT D

6128 SOUMD @,8,0,8:50UND 1,8,8,0

6130 MEKT M

6280 DATA 171,2,191,2,143,2,127,1,95,1

L1135, 4
6518 7 17 " PRESS [[ANI OR
n!

6638 POKE S3279,0:POKE 732,80

6640 IF PEEK{S3279)=6 THEN RETURN
6645 IF STRIGCB)=0 THEM RETURM

6658 IF PEEECTIZ)=17 THEN GOTO 7888

uu
SH
oY

B.J
HG

MH.J

uT

HL

IZD

nI

RZ

PS5
YT

GL

HG

J
BD

ac
56
Hu
LG
TR
Li 4
HO

TV
GZ

CcB
PH

oM

ve

HZ
HY

Fi
ZE
LT
BI
4%
KT

op

D.J

6668 GODTD 6640

7888 REM ENTEETTE

7885 GRAPHICS ©9:POKE 718,188:PO0KE 712Z,
188: POKE 789,12:POKE 752,1

7018 7 DANGERDUS DUNGEONSH
7828 7 A great disaster has befallen
Castle®

78380 7 "Braintree the ancient home
of the*

7848 ? "wizards. Invaders have destroy
ed the"

7858 7 "Great Library and the books of
magic"

7855 7 '“"gnce securely chained and pad
loCcked"

7868 7 "lie scattered below. Random ma
gic is"

7878 7 "leaking from the books and
doing'™

7888 7 "nasty and unpredictable thi
ngs."

78%8 T "already several wizards have

been'
7ia8 7 "turneéd into fruit and the lib
rarian"™
7118 7 "is now an orange bug."
7128 7 :7 "“"You are MHWizard 3Ird Class
Hindrush"
7138 T ""the Unsteady. You have been
chosen™
7148 7 "to go into the dungeons and
return'
7158 7 "the books, chain, padlock and
key To"
7168 7 "the Great Library."™
7178 T (7 "“"Keep an eye out for some fr
uit and a"
7i80 ? "hug while you are down there."™
7458 T 7 PRESS [([EMI TO CONTIM
UE"™
7468 POKE 7IZ.0
7498 IF PEEKC73I2)=17 THEN GOTO 7500
74925 GOTD 7498
7588 T "R¢
7518 T "Use the joystick to move lef
t and"™
7528 T ""right.
" “Flll
7538 T "If you Ffall more than one le
vel at™
7548 T "3 time it will hurt."™
7558 7 7 "When wou have collected
all of the"
7568 * “j;tems on each sScreén Wake your
way to"
7578 7 "“"the top right corner toc 90 O
nto the'
7588 T "mext one."™
7598 7 17?7 “"There are ten screens to d
o but you"
7688 ? "must hurry before your Time ru
ns out'
7618 T ""and Castle Braintree is destro

Use the trigger to ju

yed in"

76Z8 T "a cataclysmic burst of random
Magic."

7638 T T " Good luck!™

7938 7 :? PRESS T0O BEGI
-II

7935 POKE 53Z79.,8

7948 IF PEEKIS53279)=6 THEMN RETURNMN

7945 IF STRIGC(E)=8 THEN RETURN

7960 GOTO 7748

7999 RETURMN

8889 GRAPHICS 17:POKE 71Z,3I5:POKE 708,

ez

4885 POKE 756,CH/s256

8018 POSITION 7,6:7 #6;"PLEASE":POSITIE

OM B,8:7 O6;"'HATT"

6020 POSITION 3,10:7 o6 ;" "HWMHILE PROGRA
“IPOSITIOM 7,12:7 #6;"S5TARTS"

89%% RETURMN
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DANGEROUS DUNGEONS

2] 4
EG
FX
Iz
FO
oo
L L]
AD

RN
FP

VL

ur

IG

HY

oP

aF

5F

NT

LJ

sB

vs

CL
GH

TL

vz

KL

ZL

ZJd

bV

1 REM W R b B
Z REM = DANGERDUS DUNGEDNS L

3 REM ¥ Listing 2 L3

4 REH = by David Lamont Ed

S REM % == cccesccccceaee e

6 REM % NEMW ATARI USER - alG 1993 =

T OREM R R B b

8 REM

38 LIFE=3:LEVEL=S:!LOCK=0:KEY=8:FalLL=6;:

CHAIN=®: PHF=8 : TURN=®

40 SCORE=9:B00K=0:TIME=70:MAN=2

58 KS=INT(RND (8}#5)+1:LS5=INT (RND (1) ®5)
#1:CS=INTCRND (O3 %5 +1

55 HP1=53248:HP2=53249:HPI=53I250:HP4=5
IZSL:HMLI=SI252 1HMZ=5I253 i HMI=S5I254 : HM4
=53265

60 HIZ1=1588:HWIZ2-1580:HIZI=1591:HIZ4=
1591 :LIB1=1601

65 MYBASE-PEEK(106)-24:5TART=MYBASE®ZS
64384

78 CH=(PEEK(1856)-8) %256

75 GRAPHICS 17:POKE 709,17:POKE 768,28
Z:POKE 712,227:POKE 710,246

88 POKE 16,64:POKE S53774,64:POKE 752,.1
85 POKE 784,3I7:POKE 705,1%6:POKE 786,5
Z:POKE 787,148

98 POKE 756,CH/256

95 POKE S559.46:POKE 53277,3:POKE 623,1
?

9% COSUE 9000

188 REM

185 STK=STICK(83

186 IF STRIGCOI=@ AND JUMP{S THEN GOSU
B 888

118 IF STK=7 THEN GOSUE 408

148 IF STK=11 THEN GOSLE 588

158 IF PICKUP=@ aMD PH=19% aND PY=4 THE
N GOSUEB Ieee .

168 IF LIB=1 AMD G1<{258 THEN GL1=GLl+4:P
OKE HP1,G1

288 LOCATE PH,PY+Z,FL:IF C(FL<{>192 aND
STRIGEBY=1) OR CFL{>19%Z aAND JUMP=5) TH
EM GOSUB 988

218 TURN=TURM+1:IF TURN=28 THEN GOSUB
708

228 IF TURM=2S5 THEN GOSUB 750

248 IF PEEK(53Z2523=9 aND LIB=1 THEN PO
KE HP1,08:GOSUB 1488

258 IF PEEK(S3252)=9 THEN POKE HP1,08:G
0sUB Zi@8

255 IF PEEK(S3IZ53)1=9% THEN POKE HPZ,0:G
OSUE Z108

268 IF PEEK(SZIZ54)=9% THEM POKE HPI,0:G
0SUB Z1@8

265 IF PEEK(SI255)=9 THEN FPOKE HP4,8:G
0SUB Z188@

I60 IF FL=192 AND FALL<® THEN GOSUB 16
T

378 IF FL=19Z THEM JUMP=®:FALL=6

390 TIME=TIME-PEEK(C19):POKE 1%,8:POSIT
ION 16,2Z:7 #6;TIME;" ":IF TIME=@ THEN
GOTO 1688688

399 GOTO 108

488 REM

au
GE

L.
GN

HE

PF

T
aT

JO
GY

LK
GO

IJg

HY

KY

PG

ZL
i
ca
F.J

Lv

GG

PN

L'
LH
GZ
JL
UG
PF
HD
JP

Ay

SH

W

5F

485 IF PH=19% THEN RETURN

418 NPH=-PH+L:NPY=-PY:LOCATE MNFK, NPY,PILl
ILOCATE WPX,MPY+1,PZ2

478 IF PZ1=192 OR PZ2=19%2 THEN RETURNM
4380 POSITION PH,.PY:? H6:"™ ":POSITION P
H,PY+1:7 HE;» »

448 POSITION MPH,NPY:7? H6 ;"B :POSITION
NPE, NPY+1:7 HBE;"]1":PEK=-NPH:PY=-NPY

458 IF PZIL1=I5 OR PZ1=ZI7 DR PZ1-41 THEN
PZ-PIZ1:GDOSUB 600

455 IF PZ2=3I5 OR PZZ=3I7 OR PZZ=41 THEM
PI=ZPZZ:GOSUE G880

4608 IF PZi=68 OR PZZ2=-68 THEN GOSUB Z88

8

478 IF PIl1=6Z OR PZZ=6Z THEN GOSUB 1Z@
a

498 MAN=2

499 RETURM

588 REM

585 IF PX=@ THEM RETURN

518 NPX=PH-1:MPY=PY:LOCATE NPX,NPY,PZl
ILOCATE WNPH,NPY+1,PZZ

520 IF PZ1i=192 OR PZ2=192 THEN RETLURN
530 POSITION PK,PY:? ME;" “:POSITION P
K,PY¥1:7 B6;"™

548 PﬂﬁITIﬂl.IPH..P?:? HEG:"Er:POSITION
NP, NPY+1:7 BE;"[":PH=-NPK:PY=-NPY

558 IF PZ1=T5 OR PZ1=3I7 OR PZ1i=41 THEN
PIZPZ1:GOSUB G588

555 IF PIZ=I5 OR PZZ=37 DR PZIZ=41 THEN
PZ-PZZ:GOSUB &880

560 IF PZ1=680 OR PZZ-68 THEN GOSUEB 2880
a £

5780 IF PZ1=-62 OR PZZ2=-62 THEN GOSUB 128
a

5980 MAN=1

599 RETURN

[ TTI- 13 WHOUE ONTO ITEMS]

618 IF PZ=35 THEN POSITION 8,1:7 H6 ;"4
":CHAIM=1

615 IF PZ=XI7 THEN POSITION 18,.1:7T m6;"
(M LOCK=1

628 IF PZ=41 THEN POSITION 12,1:7 m6;"
IV NEY=1

62Z% PICKUP=-PICKUP-1:SCORE=SCORE+109:P0
SITION 2,1:7 #16;SCORE

638 FOR P=15 TO @ STEP -2

BI5 SOUND B,Z8,18,P

G648 FOR DD=1 TO I:NEKT DD

645 MEKT P

658 FOR P=15 TO0O @ STEP -2

655 S0OUND @8,ZT7.18,P

668 FOR DPD=1 TO IX:NEXT DD

665 MEKT P

678 SO0UNMD O,8,8,8
599 RETURNM

788 REM L IXNIEH:EETS I
781 YHS4:HA-INTCRNDCBI®19341:LOCATE K1
L¥a,C1

TOZ YB=8:HZ-INTI(RND(BI®19)+1 :LOCATE M2
LYB,C2

783 YCS1Z:KI=INTCRND(B)#19)+1:LOCATE H
F,¥C,C3

continued wr
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DANGERQUS DUNGEONS

ZG

(1]4]

Ju

RC

KF

EK

HM

Ku

K5

aM
JB

pI

on

JT

IX
HU
amW
HKE
uM

Ha

Y5
by,

PrJ

PT

ZF
BG
HH
ax
LH
HE
HE

704 YD=16:HA-INT(RNDCBI#19)+1:L0OCATE X
4,YD,.C4

705 YE-ZO:HS=INT(RND (8)%19)+1:LOCATE X
5.YE.CS

715 SOUND 2,28,2,5

728 IF C1=3Z OR C1=2Z41 OR CL=258 THEN
POSITION Hi,YA-1:7 #6;">":POSITION M1,
Yo:? H6;"} " :POSITION X1, Ya+1:7 RG>
725 IF C2=32 OR C2=2Z41 OR C2=258 THEN
POSITION H2Z,¥YB-1:7 M6;">":POSITION NZ,
YB:? HG:">":POSITION HZ,YB+1:7 H6; ">
7I8 IF C3=37 OR C3I=2?41 DR C3=258 THEM
POSITIONM X3, ¥C—1:7 HM6;">":POSITION X3,
YC:? B6;")>":POSITION X3, ¥YC+1:7 ME;">"
735 IF C4=32 OR C4=241 DR C4=258 THEM
POSITIOM H4,¥YD-L1:7 H6;"2"POSITION K4,
YR:? BGE;">"":POSITION Hd,¥YD+1:7 HG6;">'
748 IF C5=32 OR C5=241 DR CS=258 THENMN
POSITION HS,YE-=L1:7 HE6;"2}":POSITION K5,
YE:7 B6;">" :POSITION X5, YE+1:7 BE;">"
745 IF Ci=241 OR C2=241 OR C3I=Z41 OR C
4=-741 OR CS5S=2Z41 THEN GOSUB 1288

746 IF CL=2Z59 OR CZ=2Z58@ OR C3I=256 OR C
4=2%8 OR C5=258 THEN GOSUB 1788

749 RETURN

758 IF Ci=32 OR C1=Z41 OR Cl=258 THEN
POSITION K1,YA-1:?7 #6;" “:POSITION K1,
¥YO:7 6™ ":POSITION K1, Ya+l1:7 HG6;"™ "
755 IF C2=32 OR CZ=241 DR C2=258 THEN
POSITION MZ,¥YB-1:7 H6;"™ " :POSITION KZ,.
¥B:7 #6;" ":POSITION HZ . YB+1:7 B6;" **
768 IF C3=32 OR C3I=241 OR C3I=258 THEN
POSITION HK3I,YC-1:7 H6;"™ ":POSITION K3,
¥YC:7 HG6;"™ ":POSITION XI,YC+Ll:T7 HG;" '
765 IF C4=32 OR C4=2Z41 OR C4=258 THEN
POSITION H4,¥YD-1:7 B6:"™ ":POSITION X4,
¥YO:7T HG6;" ":POSITION Hd,¥DH#1:7? HG;" "
778 IF CS5=3Z OR CS5=2Z41 DR CS5=258 THEM
POSITION MS,YE-1:7 HMG6;*" ":POSITION XS5,
YE:7 HG6;"™ ":POSITION KS,YE+L1:7 H&6;" "
788 TURN=O

795 SOUND Z,8,.8,8

799 RETURMN

88 REM

801 LOCATE PK,.PY-1,PZ:IF PZI=192 THEN J
UMP=5: RETURM :
885 POSITION PH,.PY:? H#HE6;"™ ":POSITION P
H,PY+1:7 m6;" *

815 IF PZ<{»192 THEN PY=PY¥-1

828 IF MAN=1 THEM POSITIOM PH,PY:? H6;
"GP :POSITION PH . PY#1:7 HG6;"["

825 IF MAN=Z THEM POSITIONM PX,PY:? 116;
T :POSITION PH,PY+L:7 H&6;"1"

838 IF PZ=35 OR PZ=37 OR PZ=41 THEM GO
SUE GaB

848 IF PZ=60 THEMN GOSUB 2889

858 IF PZ=62 THEWN GOSUB 1288

895 JUMP=JUMP+1

892 RETURM

%88 REM

981 JUMP=5

985 POSITION PHR.PY:7? H6;" ":POSITION P
H,PY+1:7 HG;"™ *

FH
b

TH
TG

FB
ay
PL
LH
BR

BE
HF

EL
HO
IR
PR
BY

Zu
FC
orT
IC
HN
UH

CcZz

CH
FT

PC
IH
AH

BY
In
cv
Z0

oJd

SH
JP
[1]¢]
CS
L
Ia

918 PYZPY+1

528 IF MAN=1 THEM POSITION PX,PY¥:7 H6;
"E pOSITION PH,PY4+L:? B&:"["

925 IF MAN=2 THEN POSITION PH,.PY:7 H6;
"B POSITION PE,PY+L:7 HE6;"1"

238 IF FL=-68 THEN GOSUB Z888

948 IF FL=6Z THEN GOSUB 1288

958 IF FL=I5 OR FL=I7 OR FL=41 THEN GO
SUB 688

995 FALL=FALL-1

299 RETURM

1888 REM

1085 DH=PH:DY=PY+L:IF DH=19 THEM DX=18
1616 POSITION PH,PY:? #16;" ":POSITIONM
PH,PY+1:7 #6;% o

1928 POSITION DX.DY:7 n6;"fs"

1838 FOR PDP=15 TD @ STEP -2

1848 SOUND @,50,8,DD

1858 FOR P=1 TOD 16-DD:NEXT D

1868 S0UMD 6,.8,0,D

1878 MEXT DD

18698 FOR D=1 TD Z88:MNEKT D

1188 LIFE-LIFE-1:POSITION 7,23:7 H6;LI
FE:IF LIFE=8 THEN GOTO 18888

1118 FOR P=15 TO 8 STEP -2

1126 SOUND @,27,18,P

1138 FOR DPD=1 TO I:MENT DD

1148 NEXT P

1158 SOUND ©,8,0,0

1168 POSITIOM DH,DY:? #&6;"™

ii78 IF MaN=1i THEN POSITION PH.PY:? 16
"B POSITION PH, PY+1:7 HE:"["

1168 IF MAN=2Z THEN POSITION PX,PY:? H6
IEIPOSITION PH,PY+#1:7 #6;"1"

1199 RETURMN

1288 REM
1218 SOUND 2,28,2,.5

1228 FOR D=8 TO SO:MEHKT D

1238 SOUND Z,9,8.8

1Z1i8 GOSUB 758

1328 GOSUEB 1888

1329 RETURMN

SPTTNCIONCAP TURE BLG)

1485 POKE S53278,255

1418 SCORE=SCORE+508:POSITION Z,1:7 H6
ISCDRE:LIB=2

1428 FOR S5=258 TO 2@é8 STEP -4

1425 SS=INTIRND(B)%i08)+1

14Z8 SOUND B,55,10,8:50UND 1,557°2,18,8
1448 MEXT 5

1458 SOUND @,9,0,8:50UND 1,0,8,8

1499 RETURN

z088 UP BOOKS

Z818 PICKUP=PICKUP-1:SCORE=SCORE+18:8B0
OK=BOOK+1:POSITION Z,1:7 #6;SCORE

z@28 FOR 5=258 TO 158 STEP -4

28I8 SOUND ©,5,10,8:50UND 1,5-188,18,8
Z848 MENT 5

2058 SOUND ©,8,0,0:50UND 1,8,08.8

2899 RETURMN

2188
2185 POKE S3I278,255:PICKUP=PICKUP-1
2118 SCORE=SCORE+286:POSITION 2,1:7 H6

26
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CK

JK
uL
CH
¥B
HE
PK

HA
IB

aF
L

uz

KG

IT
aE

GLU
oF
WM
HB
IE
IE
HVY
Py
BG
co
zZo
Fs
vy

50

uJ
IN

VH

va

L

0z

KJ

GH

G.J

ISCORE:HIZARD=WIZARD+1
2128 FOR S=258 TOD 2868 STEP -4

2125 SSTIMTCRND () %1863 +1

2138 SOUND B,55,10,.B:50UND 1,55+188,180
, 8

Z148 NEKT 5

2158 SOUND ©,8,8,8:S0UND 1,0,8,8

2199 RETURMN

1000 REM

3001 TURN=O

JPB5 SOUND Z,8,0,0:PO0KE HPL,D:PDKE HPZ
+B:PDKE HPI,B8:POKE HP4,0

Igl1e IF SCR=1& THEN GOTD 4688

I0Z0 T HG;"R":POKE 71Z,50:POKE 788,702
Z821 POSITIDN B,8:7 HH;"™

I825 POSITION 5,2:7 #i6;"HELL DONE"™
3626 POSITION X,4:7 t6; TFELRE
m.ll

I8Z8 POSITIONM 1,7:7 H6;"YOU HAVE COMPL
ETED"

IB8I5 POSITION 6,9:7 NG} SCREEN ";:SCR
3848 POSITION 2,12:7 #6;"BUT THERE'S 5
TILL"

3845 POSITION I,14:7 96;""MORE WORK TO
oo™

IS8 POSITION 5,18:7 H6;"KEEP GOINMG!"™
I068 POSITIOM 8,28:7 16;"

L1

Xie8 FOR P=188 TO 59 STEP -7

3118 SOUND 1,P-20,14,8

Z178 SOUND ©,P,10,8

Z1ZI8 FOR D=1 TO 18:NMEKT D

3148 MEKT P

168 SOUND 1,8,0,0

I178 SOUND ©,8,8,0

X185 FOR D=1 TD 100:NEXKT D

3198 GOSUB 9888 £

3199 RETURN

4608 REM

4618 GRAPHICS 1:POKE 756,CH/256

4615 POKE 16,64 :POKE S3774,64:POKE 752
« 1

AGZ8 SETCOLOR @,1,1Z2:PODKE 710,113:PDKE
712,113

4625 SETCOLOR 1,1,1%2

4638 POSITION @,9:7 H6;"

4635 POSITION 3,2:7 #6;"CONGRATULATION
5It

4648 POSITION 3,4:7 u6; " [TWEL

m'l-l

4645 POSITION 3,6:7 HE6;"YOU HAVE SAVED
1]

46580 POSITION Z2,.8:7 HE;"CASTLE BRAINTR
EEI'

4655 POSITION S5,1Z2:7 #6;"YO0U RESCUED **
:POSITION 9,13:7 H6;MIZARD:POSITION 7,
14:7 16;"HWIZARDS"

4668 POSITION 6,16:7 #6;"aND SAVED *:P
OSITION 9,17:7 #6;B00K:POSITION 8,18:7
H6; ""BODKS™

4670 POSITION ©,19:7 6"

DANGERQUS DUNGEONS

HE
EM
0J
OF
10
HZ
JF
SE
bI
1E
uz

HH

arT

YD

o8

50

oy

GK

LM
05

SE3S o

RZ
BT
FY
BP
NG

Iz

HEB
JK
Z0
NI

.

=1
e
AL
Eu
KZ

oG
oL
cCY
1]

L
&k

4710 FOR P=188 T0 5@ 5TEP -2

4715 SOUND 1,P-2Z9,14,8

4728 SO0UNMD 6&,P,18,8

4725 FOR D=1 TO 19:MNEXT D

47X8 NEXKT P

4748 SOUND B8,.8,0,8

4745 SOUND 1.8,8,8

4768 GOTD 183289

7999 RETURM

888 REM

9881 T H6;"K":POKE 709,12:PO0KE 788,282
:POKE 712,227 :POKE 718,246

9882 IF LIB=1 THEM LIB=8:POKE 784,37
9885 SCR=S5CR+1:POKE 19,0:POKE 53256,9

9818 POSITION @.,8:7 HG6;" 5]
creang

‘9628 POSITION 2.,1:7 ®6;SCORE

5848 POSITION 16,1:7 #6;5CRH

9858 IF CHAIN=1 THEN POSITION 8,1:7 H6

HL

9868 IF LOCK=1 THEN POSITION 18,1:7 86

Hil

5878 IF KEY¥=1 THEN POSITIOM 12,1:7 B6;

sy

5188 FOR Y=2 TO0 22 STEP 4

9118 FOR M-@ TO 19

9158 POSITION M,Y¥:? B6; "D

2168 MEXT

F178 MEKT ¥

9180 POSITION @,23:7 n6;" IITE “;LIFE

9198 POSITION 18,2X:7 H6;:;" LR *;TIME

CECUM T NEEMOVE SOME BRICKS

2I85 FOR ¥Y=6 TO 18 STEP 4

9386 FOR HM=1 TD &

9318 D=INT(RND (D) 19} +1

9Z15 LOCATE Q,Y,Z:IF Z=3Z THEM GOTO 93

i8

9I28 POSITION Q,.Y:7? H6;™ *

9325 MEHT H

9326 MEKT ¥

9335 REM

9348 PH=B:PY=28

SI58 POSITION PH.PY:? 86; " :POSITION

PH,PY+1:7 H&E;"1"™

P IR A BLOCATE BOOKSH

9418 REMH BS=INT(RND (B)%12)+5

2411 BS=INTC(RND (D) *1}+5:B5=B5+5CR

9415 FOR B=1 TO BS

9428 Y=INT (RND (D) %53 +1:¥V=y¥*d

5425 M-INTIRND L) #19) +1

9438 LOCATE H,Y,C:IF H<{}® aWwp H{>1i% TH

EN LOCATE M-1,Y.C3I:LOCATE X+1,Y,CZ

9435 IF C24>3IZ OR C<>32 OR CIE{3>32 THEN
9425

5448 POSITION H,Y:? HG;"{"

34580 PICKUP=PICKUP+1

2468 MEXKT B

9568 REM

518 HWY=INT(RND C(@)®5)+1:YNL=-14+ (HY*16)
FHY=HY®4

9515 HWH-INT(RND (1)%19)+1

9520 LOCATE MWK, WY, MWC:IF HWC{>XIZ2 THEN 95

i@ continued
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Mailbag Extra

MORE TRANSDISK
SOLUTIONS

ollowing Daniel Baverstock's let-
F ter in issue 62 identifying difficul-

ties in using TransDisk IV, I've
had some replies on the subject. 1 owe
Bill Jackson of Leven, Fife an apology. If
I'd spent a bit more time researching last
issue's Mailbag, | might have remem-

density avallable. On a standard 1050 this
would be enhanced density; however, on a

US Doubler 1050 {or XF-551) it would be
true double density. This is why you can't
copy files from your old disks to your new
ones, since DOS 2.5 does not support true
double density, and DOS2.0TD handles

60% SUCCESS RATE BUT

HELP STILL NEEDED

M R Gardiner of Haverhill, Suffolk is
another Keen advocate of TD IV:

"I must say TransDisk IV is one of the best
uttlity programs in my collection. I have had
about 60% success rate with my transfers,
but now I need help. Could you please tell
me If there s an updated guide to titles that

bered his article in issue 57 of "New Atari TransDisk IV enhanced density only. But it
doesn't maftter anyway, since you can't
boot a double densifty XL/ XE/XT menu
disk from a enhanced 1050 for reasons too

complicated to go into here. Formatting XL/

User" on TransDisk IV which outlined the
cause of Daniel's problem. Thanks for
reminding me Bill.

In the meantime, Raphael Espino (who

28

wrote the issue 61 article describing
ways Lo overcome TDIV problems) has
written in with the following information:
"First, this is TWO problems. not one, and
neither are anything to do with the
130XE. I would like to set the record
straight at this point, because despite
what may have been written elsewhere,
XT and XL menus created on a 64K
machine WILL work on a 130XE. | know
this for a fact since menus created on my
G65XE run with no problems on my 130XE.
The first problem is that Daniel’s old
disks will not load on his enhanced 1050
disk drive. The solution (s to reconfigure
the drive. A suitable program _for doing
this appeared (n New Atari User issue 46
(page 12) written by Phil Cardwell. You
need to run his program listing 1. and
then change the number of sectors per
track from 18 to 26, leaving all the other
parameters unchanged. Now stick one of
your old XL /XT disks in your drive and
reboot, you should find that it will now
work. Note: you only have to reconfigure
your drive once when you switch it on.
After you have done it, it will stay with
these new settings unitfl you switch the
drive off again. It should also be noted
that there is a bug in Phil's program. The
first word on line 200 reads DESNITY,
this should be changed to DENSITY, also
there is a line missing which should read:

1045 POKE CONFIG+5 DENSITY

Now for the second (and hardest) prob-
lem, the problem of formatting new disks
on an enhanced 1050. When _formatting a

disk, TDIV automatically selects the "best”

Issue &3 - Mew Atari User

XE/XT disks from outside TransDisk IV is
possible but difficult. Basically what you
have to do is_format a disk in enhanced
density using DOS 2.5, then you need to
take one of your old enhanced density
disks (XL or XT depending on which mernu

you want) and by using a sector duplicator,

copy across sectors 1 - 3, 360 and 920 -

1040 (all values are inclusive and in decim-

all. If you have an old XL/XT menu disk
which you formatted but never copled any
games onto than use it as the source disk.
Otherwise you will need to use a sector
editor after copying the sectors across to
modify sector 360. What you hauve fto do is
set bytes 1 and 3 within the sector to 139
and bytes 2 and 4 to 3, then set all byles
Jrom 10 to 125 inclusive to a value of 255
(that's counting the first byte in the sector
as byte 0, the second as byte 1, etc.). The
disk should now work!

As you can see this is not very easy to do.

and including a_full description plus a cou-
ple of programs to do this would need a
whole article to itself. I have known aboul
these problems for some time now, but
have only just got round to_fixing them. |
am planning on writing another article on
TransDisk I'V with a couple of programs

which will fix all these problems, and allow:

you to set up any disk with an XL/XE/XT
menu in any density. This, however, will
take me some time. Once it is written I will

submit it to NAU for Les to publish. Hopeful-
ly with this information, Daniel will be able

tee use his old disks even if he can’t_format
any new ones yet.’

Thank yvou Raphael for such an informa-
tive and prompt reply.

have been transferred, because try as |

might, I cannot transfer "Red Max"®, "Ace of

Aces", "Kennedy Approach”, "Conflict in

VietNam" and "Darts”. I would be grateful

Jfor any information that you may have.”

Dave Deeming of Gillingham, Kent and P
A Cole of Ashford, Kent both note an
annoyance with the result of transferring
games with TransDisk IV. Dave writes:

"I have successfully transferred a cassette
version of "Earthquake - San Francisco

1906". Unfortunately, when the you need to
save the game at a convenient point. it can
still only be saved on cassette - is there any
way the save procedure can be modified to

Junction _for disk?"

And Mr Cole reports:

"I have transferred "Mr Robot" and "Polar
FPierre" (both by Databyte) onto disk, and
looking at the sectors with a disk editor, [

find that the disk commands are in the

tape version. How can I get them to save to
disk? Maybe someone can look into this to
see (f it is possible by changing some bytes
in the appropriate sectors?”

LK. TDIV experts - has anyone got a
definitive list of what games can be
transferred by this utility from tape to
disk? And is there anyone who can

come up with a way to invoke the Save

Game to Disk features?
If you can shed more light on these

problems or have any tips to help

Transdisk users drop me a line at
Mailbag.
Allan J Palmer




DANGEROUS DUNGEONS
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521 K=USROLS53I6,WIZL,STARTH+YL+128,5TAR
THYNL+128) :Y1=Y¥YNL

9525 CH=-INT(RND(B)H188)+1:IF CH}S8 THE
M POKE HPL,48+ [MX¥8) : PICKUP=PICKUP+1
9526 IF CH{S® aND LIB<}Z THEN LIB=1
530 HY-INTC(RND (B)MS5I+1;:YNZ=-14+ (HYH1E6)
iHY=HY®4

2535 HHZ-INTCRNDCL1I®193+1:IF WMZ=HX TH
EN 5535

3548 LOCATE MWXZ,HY,HC:IF HC<>3Z THEN 9
538

2541 K-USRILS5I6, WIZZ, START+YZ+256, 5TAR
THEYNZ+Z256) :YZ=-YNZ

3545 CH=INTIRND(DI#¥1883+1:IF CH}SO THE
N POKE HPZ, 48+ [MHNZ®B) :PICKUP=PICKUP+1
550 HYSINTI(RND (81 ®5) +1:VNI=14+ (HY%LE)
P HY =HY*4

I555 MWHI-INTIRND CL)®19)+1:IF WHI-HXZ O
R HHI=HM THEMN 9555

356@ LOCATE MWMI,MHY,MC:IF HC{>3Z THEMN 9
558

561 H-USRCLSI6,MIZI,START+YI+I84,S5TAR
THYNI+IB4) :¥YI=YNI

¥565 CH=INTIRND (B)¥188)+1:IF CW})58 THE
N POKE HPI, 4B+ {WMHI®E) : PICKLUP=PICKUP+1
570 WY=INTCRMDCBI®S5)+1;YNA=14+ (HY*16)
I HY =HY %4

575 HHA-INTCRND (1)¥193+1:TF MN4=HX OR
HHA=HHZ OR MHA=HHI THEN 9575

3580 LOCATE WM4,WY,HC:IF HC{>3Z THEM 9

578

2581 H-USRILSZI6,MIZ4,START+Y44512,STAR

THYN4A+S12)  Yd=YH4

2585 CH=INT(RND(8)%188)+1:IF CH})S8 THE
N POKE HPA4,48+% (HH4%8) : PICKUP=PICKUP+1

7688 REM

9685 IF LIB=9 OR LIB=Z THEN 97880

9610 HY=-INTI(RND(B)®4)+1: ¥ NL=-14+ (HY®L1E)D
9615 H=oUSROLSIG,LIBL,STARTH+YL+128,5TaAR
THYN1+1Z8) :¥Y1=¥YN1

9678 CH=INT(RNDC(@8)*188)+1:IF CHW}S8 THE
N LIB=90:G0TD %780

9638 LIB=1:G61=5:POKE S53256,1

9788 REM [ITENARTLECAE

8718 IF KS<{}SCR THEMN %888

I7Z0 KY=INT(RND (@) #5) +1:KY=KY*4

9730 KK=INT(RND (1)%19)+1:LOCATE KH,KY,
KC:IF KC{)>3ZIZ THEN %738

9748 POSITION KK, KY:? HE;")"™

97580 PICKUP=PICKUP+1
08 REM IEFNFTLIN:IES
9818 IF LS<{>SCR THEM 29780

9828 LY-INTI(RND (8)%5)+1:LY=-LY¥*4

9830 LH=INT(RNDC(1)#19)+1:LOCATE LH,LY.
LC:IF LCA>3I2 THEN 9838

9848 POSITIOM LK,LY:7? B6)"%"™

9850 PICKUP=PICKUP+1

7988
99318 IF CS{>SCR THEN RETURM

9928 CY=INTI(RND (B)#5)+1:CY=CY¥*4

3938 CH=-INTCRND C1D)%193+1:LOCATE CX,CY,
CC:IF CCc{>»3I2 THEN 9338

79248 POSITION CH,CY:7 MG;'n*"

2750 PICKUP=PICKUP+1
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9999 RETURN
10888 REM

18665 SOUND Z,8,8,.8

18919 GRAPHICS Z:POKE 756,CH/156

108280 POKE HPL1,0:PODKE HPZ,9:POKE HPI,8
:POKE HP4,8

18038 POKE 16,64:POKE S53774,64:POKE 75
Z,1

19048 POKE 53279.0:POKE 73Z.@

188580 POKE 712.Z:POKE 718,2:POKE 706, 1
93

18868 SETCOLOR 1,1,18@

19865 IF LIFE=® THEN GOTO 18118

ie87e 7 146

18875 7T 06" pe
le888 T H6;'" THE RANDOM MAGIC™
10885 7 16;" IS5 TOO STROMG"
iee%8 T UG

188935 T ®H6;'" IT HAS DESTROYED*
18188 T H6;" EVERYTHING"
18185 7 H6;" o3

18186 GOTOD 18158
igi118 ? @6

18115 7 #6;" "
18128 7 H6;" YOUR MAGIC HaS™
18125 7 ®#6;" RUN OUT"

18138 7 Hb6

18135 ? HM6;" CASTLE BRAIMNTREE™
18148 7 u6;" I5 DDOMED '™
18145 7 v "
18158 FOR P=15 TO @ STEP -2

18168 SO0UND ©,88,.8,P
18178 FOR D=1 TO 15-P:MEHT D
18188 MEXT P

18198 SOUND ©,8,8,0

18z88 REM [EED
18218 RESTORE 11818

18228 FOR Z=1 TO 11

18238 READ MOD,LE

18248 YES=NO+78

19258 SOUND @,NO,18,8

18268 SOUMD 1,YES,18,.8

18278 FOR DUR=® TD 1S¥LE:NMEXT DUR
18288 SOUND ©,08,0,80

18298 SOUND 1,08,0,80

19388 NEXKT Z

18328 T “KVU:? ;3w

I To END™

18348 REM START OR OPTIOM
18358 POKE S53279.,0

1888 IF PEEK(S53Z793<)>3 THEN 18386
18381 H-USRCLSZI6, MIZL1,S5TART+Yi+4178,5Ta
RT+41Z283

L8I82 H-USRCLSI6,HIZZ,START+Y2+256,5TA
RT+Z562

19383 H-USRCLSI6, WIZI,START4+YI+384,5TA
RT+IB4)

10384 H-USRIL536,WIZ4,5TART+Y4+512,5Ta
RT+512)

18398 GRAPHICS @:EMD

11888 REM DEADP MARCH DATA

11819 DATA 81,3,81,2,81,1,61,3,68,2,72
21,72,2,81,1,.81,2,85,1,81,4

PRESS
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he CLASSICPD ZONE

Painting
Pictures ...

Welcome to another journey into the Classic PD
Zone! Along the way you'll encounter a strange
and powerful race of beings. They hail from the
planet Atari8 and go by the name of the Pudoso;
otherwise known as Public Domain Software. This
time they have sent an artist and an entertainer.
Shall we see what the have to offer? Here goes ...

rt programs are abundant on the 8-Bit Atari. Commer-

cial releases have included Atarl Artist. Technicolour

Dream and Design Lab. The public domain is also
represented with BBK Artist, GTIA Sketchpad, Graphics Work-
shop and many others. So, is Pixel Artist Deluxe
merely another one to add to the list? Let's see ...

Pixel Artist Deluxe (PAD from now on) is described by iis
author Art Horan as "a feature-packed paint program”. It is
programmed in Action! and machine language. The program is
controlled by a series of menu-bars which are accessed by one
of three ways: pressing the spacebar, moving the cursor to the
top of the screen. or pressing the right button on a graphics
tablet. Almost every option can be directly accessed with the
kevboard. :

The combination of menu-bars and keyboard makes PAD a
joy to use. There are fourteen options on the main menu-bar
which runs across the top of the screen: Palette, Draw, Line,
Box, Oval, Fill, Rays, Zoom, Where, Undo. Tablet, Clear, Disk
and Quit. There are also sub-menus within a number of these
options.

The first option on the main menu bar is Palette. There are
four main features within Palette: Choose, Set, Speed and
Bend.

Choose allows you to control the use of brushes, colours and
patterns. All three can be changed both quickly and easily by
on-screen selection. There is a range of six brush types, four
colours and sixteen patterns to choose from. Additional op-
tions at this sub-menu are Spray (an adjustable spray-can
effect) and Solid (which allows solid shapes to be drawn in-
stead of outlines).

By selecting Set, you can alter and set the colours and
patterns from the complete palette of 256 colours. Two vertical
colour bars appear superimposed over your picture. By moving
your joystick or tablet stylus left or right you can alter the
colour. The luminance of this colour can then be altered by
moving up or down. It's as simple as that! Just press the
button to select the colour or hit the spacebar to restore the
old colour.

You can also design new patterns by picking a section from
your picture or choosing colours from the palette.

Speed allows complete control over the speed of the cursor. A
fast setting is recommended for a Tablet. This option could be

used to slow down a joystick-controlled cursor for young
children.

The final option within the Palette sub-menu is Bend. This is
an amazing option which allows you to place two bends in a
line. You can toggle Bend on and off at this sub-menu. Once
activated, you can design curved lines with ease. Just select
Line from the main menu-bar and draw a line as normal (i.e.
plot beginning - plot end). Next, select the first bend by plotting
a third point. A second bend can then be added by plotting a f
fourth point. It takes a little practice before you get used to the
bending process but after a few on-screen scrawls yvou soon get
the hang of it. L

There are seven painting options on the main menu-bar,
Draw allows free-hand drawing (great for the kids!); Line cre-
ates a line or bend between plotted points; the Box option
creates on-screen squares or boxes (depending on whether or
not the Solid option is activated); Oval is similar 10 Box except
it creates circles and ovals; the Fill option allows you to shade
enclosed areas with the current colour; Rays draws a series of
lines which radiate from a fixed point; and finally Zoom allows
magnified drawing and editing around the cursor (x8 magnifi-
cation). Both the magnified area and the relevant part of the
picture can be seen whilst drawing in Zoom mode.

Before placing any line or shape onto your picture you are
shown what it will look like and asked for confirmation. This
allows for a last minute change of mind.

Where is a neat little option which gives you the horizontal
and vertical coordinates of the cursor. It also temporarily
replaces the cursor with a larger flashing rectangle. This is
great for identifying the cursor whilst working with a small
brush.

Undo is a powerful option which lets you undo your mislakes
{very useful when working in the wee hoursl). Every time you
select one of the painting options above, your work Is stored in
a buffer area in the computer’s memory. If you change your
picture and decide you don't like it, you can retrieve the earlier
version from the buffer.

By selecting Tablet you can toggle between joystick and
graphies tablet control of the cursor. PAD will work with both
the Koala Pad and the Atari Touch Tablet. Art Horan mentions
in the PAD documentation that the routines for the Touch
Tablel are experimental (he only had access to the Koala Pad).
However, 1 used PAD with my Touch Tablet for over an hour
and successfully used all the options without any problems
whatsoever.

The Clear option clears the screen, and requires an exira
press of the button for confirmation (again. very useful when
working late).

Disk reads disk directories, and loads and saves pictures in
Micropainter or Koala / Atari Artist format. 1 liked the idea of
displaying the first letter of any Micropainter file in inverse
(this is of great help in identifying files). At the Disk sub-menu
you can also store up to ten configurations of your favourite
colour, pattern and cursor speed settings. By entering zero at
the prompt. you can change the boot-up configuration.

The last option on the main menu-bar is Quit. This allows a
smooth exit to DOS,

As you can see, PAD offers a wonderful range of options and
Art Horan is fully justified in describing it as "feature-packed”.
I still can't believe this program is in the public domain - it is
comparable with any commercial B-Bit art package! The ease
with which you control all of the options is amazing. You can
use the joystick, tablet or keyboard - whichever you prefer. By
using the keyboard you can switch from one option to another
by simply pressing two keys,

Almost all of the usual art options are included (only Mirror
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and Text are missing). The Zoom option is a big improvement
over the AtariArtist equivalent. These usual options are com-
plimented by a wide range of extras. | particularly liked Bend,
Airbrush and Where. Also, it was great to be able to control the
speed of the cursor - [ could slow it down for detailed drawing.
FPAD is a very classy piece of programming. Right from the
‘turning-page’ effect on the title screen to the graceful exit to
DOS I was extremely impressed. Art Horan must be congratu-
lated for creating such a wonderful program and releasing it
into the public domain. Pixel Artist Deluxe V1.3 is undoubted-
ly one of the best art programs available for the Atarl Classic.

CLASSIC PD ZONE RATING : 92%.

In a Surfer’s
Paradise

"It's a sunny day at Malibu and the smell of suntan lotion
lingers in the air. Off in the distance you see some killer waves.
You pick up your board, and out you go!”

This is a brief excerpt from the iniroductory scrolling message
to C.A. McClellan and Eric Small's Surf’s Up. As you've
probably guessed by now, Surf's Up Is a sports game in which
you play the role of a surfer riding the Malibu waves. You must
use your skills to avold a wipe out and become a true Hot Dog.

There are three levels to complete at three increasing difficul-
ty settings (Surfer, Beach Bum and Hot Dog). In other words.
to become a true Hot Dog yvou must master nine wave
sessions.

You begin as a Surfer as yvou enter the first level. Your goal is
to paddle out to the surf by using your joystick to negotiate the
waves before they crest. If vou're on a wave as it crests ... WIPE
OUT! Big waves are quite tricky as you must paddle backwards
at exactly the right moment. If you're not careful you’ll be
thrown off your board ... WIPE OUT! However, the bigger the
waves negotiated, the more points awarded.

Along the way you can collect floating prizes (umbrellas,
suntan lotion, etc.). If you catch six prizes you gain an extra
surfer (very handy for later levels).

Now and then a feeding octopus will appear just below the
waves. You must pass over him and avoid his grabbing tenta-
cles. If he touches your board you are thrown into the water ...
WIPE OUT!

If you manage to paddle over all the waves and avoid the
octopus you will soon find yourself approaching a buoy. This
signals the end of the level.

The second level is out on the surf. Here you must surf along
a wave whilst avoiding rocks. whirlpools, killer sharks and
angry turtles. This level is tough. It is quite tricky avoiding all
the nasties because you are continually pulled into the wave.

with Stuart Murray as your guide

You don't have stay right on top of the wave - when you get a
chance yvou can "boogie on out to the prizes and rack up the
points”, The 3D perspective on this level is a little off and takes
a few wipe-outs to get used to it.

In level three you must try to get back to the beach on top of a
"knarley wave" (a giant wave to us land-lubbers). However, a
troplcal storm is brewing and lightning bolts can strike at any
time. You must stay on the wave and avoid the lightning bolts
to make it safely to the beach.

If you make it through all three levels you are given a message

by this real cool surfer dude. Hey, I'm even speaking like a Hot
Dog now (man).

You are now a Beach Bum and must battle through the levels
again. However, they are now even lougher to master. For
example, whilst paddling oult to the surl, the octopus feeds a
lot faster. Also, you now have to dodge low-llying gulls. It is
here that | have a minor gripe: the gulls fly at the same speed
as the waves! In other words, il a gull is flying just above a
wave crest you cannot avoid it ... AUTOMATIC WIPE OUT! It
would have been more sensible to program the gulls to fly
slower than the waves. Thankfully, this is corrected on the Hot
Dog level (the gulls fly faster than the waves so look out).

By the time you become a Hot Dog everything is really tough!
Surfs up offers a challenge for all age groups. [ haven't yet
become a true Hot Dog but I'm working on it.

I really enjoyed playing Surl’s Up. As soon as you load the
disk you realise that it's something special - there is a burst of
music and the title screen comes surfing into the centre of
your TV screen. The graphics are of a high quality and very
colourful. The gameplay is great fun on the first two levels.
Level three became a little easy but then I did play the game
for quite a few hours. The background music throughout is
very catchy and creates a bouncy atmosphere for the game
(the second verse is brilliant). Good news: if vou are wiped out
you don’t have to begin the level again; you emerge from the
water after the next wave. Also, bonuses carry over to the next
level.

Surf's Up has the feel of one of those 1983 /84 Synapse
games. It oozes with quality! You can tell that the program-
mers were attempting to sell it to a software company (they lefi
the top of the title screen empty so that they could add a name
above 'presents’). Why it was never released commercially I'll
never know. The game was written in 1984 and | have to say
that it is better than many of the commercial releases of the
time. Put simply, Surfs Up is a PD sensation dude!

CLASSIC PD ZONE RATING: 91%

Thank-you for flying Air Atari8. We hope you
enjoyed your journey. The Pudoso were indeed a
very powerful race. I'm sure we will meet them
again when we return to the Classic PD Zone next
time. Until then ... Segaiscrap (that's Pudosian_for
keep 8-Bitting!). The Atari Classic: 2001 here we
come!

This issues reviews are:

DISK #72 - SURF'S UP
DISK #141 - PIXEL ARTIST DELUXE
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XE TYPE-IN

PACMANIA

by John Young

TURBO BASIC

The program is written in Turbo Basic and must be compiled
before it can be played [hence there is only one ghost, as the
compiler dislikes array arithmetic).

Turbo users might like to note that another feature in Turbo
Basic not supported by the compiler, as well as those listed in
John White's article in Issue 51, is the use of SOUND on its
own to turn off all sound.

Surely this game needs no introduction.
Control your Pacman using the joystick,
eating the dots and avoiding the poiso-
nous green mushrooms. Power pills (large
dots) let you eat the chasing ghost. The
mushrooms change into apples that can

be eaten for bonus points.

lssue &3 - New Atari User
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REM
REM = POCHAN *
REM = by -
REM ¥ John Youwng ]
REM % Turbo Basic:needs compiling *
BEM B —— e e e i
REM % MEW ATARI USER - auc 1933 =
REM 0T B
REM

EXEC REDEFINE

EXHEC COLOUR

EXEC PHMINIT

EXEC aRRAY

{111

EXEC MEHGAME

78 EXEC MAZE

75 EHEC GHDRAMW

&8 REPEAT

98 EHEC PACDRAaM

3% REM

188 po

118 OM PACDIR EXEC PACUP,PACRI,PACDN,P
acCLE

120 PACCHT=PACCHMT#+¥1

130 IF PACCHNT=8

148 PACCNT=¥8

158 PACH=PACH*HORIZ (PACDIR) :PACVU=PACU+
VERT IPACDIRI

168 IF U=5 THEN SOUND 8,188,108, 6:5C=5C
+5:DL=DL-¥1:EHEC SCORE:IF DL=X8 THEM 5
OUND B,0,.8,B:EXIT

165 SOUMD @,8,8,0

178 IF U=164 THEN IF APPL:SC=5C4+508:EKLC
C SCORE:ELSE IEMIT :ENDIF

L88 IF UL=6 THEN EHEC POHERON

185 IF PEEK(S53I2603=2 THEN IF POHER:S50U
MO 8,58,8,8:FHEC GHDRAMW:S5C=5C+188:EXEC
SCORE:ELSE :EMIT :ENDIF

198 PLOT PACH,PACY

700 LOCATE PACH+HORIZ (PACDIR) , PACV+VER
TIPACDIR) U

210 IF U=3I5 THEN PACDIR=¥A8

220 JOYDIR=JOYST(STICK(XB))

238 IF JOYDIR{»PACDIR aNDP JOYDIRC>x@
Z4@ LOCATE PACHAWORIZ CJOYDIR) ,PACVHVER
TCJO¥DIRY . C

258 IF C4}»35 THEN PACDIR=JOYDIR:U=C
268 EMDIF

278 ENDIF

280 EXEC MOVEGHOST

798 IF POMER THEWN EXEC SIREN

I00 FRUCHNT=FRUCHNT+¥1:IF FRUCNT)>S@88 THE
W FRUCNT=X0:EXEC FRUIT

318 FOR D=1 TO Z4:MEXT D

328 LOOP
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up
RG
KX
Lrl]
oM
EE
SN
TF

K
L
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M

EY
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KI
PY
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uR
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uF
J@

HT
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La
(4]4]
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Jifk
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UH
LT
ND
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L a—

45
vz
LD
RZ
aa

Tzu REH

I3I9 IF DLYY@:EXEC DIE:ELSE :5C=5C+588:
EHEC MAZE:EXEC GHDRAMW:EMDIF

T48 UNTIL (LIVES{a)

IS8 LOOP

Iy ==

488 PROC POHMERDM

418 PDOHMER=¥1:5IRCNT=¥8

428 NTEA=47:NTEB=37:5TP=—9.4

438 POHCHNT=X@:PITCH=NTEA

448 SC=SC+25

458 EXEC SCORE

455 ENDPROC

459 -—

468 PROC SIREN

478 PITCH=PITCH+5TP

d475 S0UNMD L,PITCH,18,18:POKE 7084,Z211-P
ITCH

488 IF PITCH=MTEB THEN SIRCHMT=S5IRCHT+X
L:IA=NTEA:NTEA=-NTEB: NTEB=A:5TP=—5TP
485 IF SIRCHT=POHLEN THEN POHER=X8:POK
E 784,86:50UND 1!.!“!.

498 ENDPROC

499 ==

588 PROC SCORE

518 SC5=""eeaea'

528 SCLS$=S5TRS(5C)

SI8 SCSIG-LEN(SCL5))=SCLS

548 POSITION 8,8:7 #H6;5CS

568 ENDPROC

599 —-

688 PROC DIE

685 S0UMD 1.8,8,8

618 NB=17:PACY=PACY-7!POKE 784,14
628 MOVE ADRIANGELS) ,PACAD+PACY ,NB
638 FOR X=PACY TO -7 STEP -X1

648 EXEC Pacup

658 SOUMD @,S580+H 2,109,080

668 FOR D=8 TD 3I8:MEXT D

678 NEXT H

675 SOUND 8.8,8,8

688 IF LIVES>® THEN PLOT Z28-LIVES.®
685 LIVES=LIVES-1

698 ENDPROC

699 -=

7808 PROC FRUIT

718 MOVE CHBASE+3Z,AaDRI(TEMPS) .8

728 MOVE CHBASE+S56,CHBASE+IEZ,; B

730 MOVE ADRC(TEMPS) ,CHBASE+56,8

748 IF APPL:SETCOLOR 2,1Z,6:aPPL=¥X8
758 ELSE :SETCOLOR 2,3,6:APPL=¥1

768 ENDIF

F78 ENDPROC

799 ==

#88 PROC PacupP

618 MOVE PACAD+PACY,PACAD+PACY=X1,NB
828 PACY=PACY-%1

838 ENDPROC

899 --

288 PROC PACRI

318 PACH=PACH+Z1

928 IF FACING=X8® THEN MOVE ADRI(PRIGHTS
), PACAD+PACY  MB:FACING=%1

9I8 PDKE S53IZ48,PACH

948 EMDPROC

999 --—

1888 PROC PACDN

1818 —HOVE PACAD+PACY,PACAD+*PACY+XL1,MNB
18290 PACY=PACY+X1

YL
HP
RE

50

CK
Yo
KR
(L]
VE
MW
P
KT
Iv
RE
B
YR
HY
EP
v
Sh
YT
KK

5F
BH
Yy
KZ
KL
uG
PY
IR
AB
Zh

LH

Iv
ZG

aE
RK

HD
oy
Ip

F3
Ga
ZF
EV
TH

FH
HP
FO
ZB
HM
JZ
5I

FU

GG

ZT
¥F

1838 ENDPROC

18099 —-

1188 PROC PACLE

1118 PACH=PACH-¥1

1128 IF FACING=%x1 THEN MHOVE ADRI(PLEFTS

3, PACAD+PACY , NB:FACING=%8

1138 POK. S53748,PACH

1148 ENDPROC

119 —

1288 PROC GHUP

1218 MOVE GHAD*GHY ,GHAD+GHY-X1,MB

1228 GHY=GHY-¥1

1238 ENDPROC

1299 ——

1X88 PROC GHRT

1I18 GHE-GHH+¥%1

i13Zz8 POKE S53IZ249,GHH

1338 ENDPROC

1399 --

1488 PROC GHDM

1418 —-MOVE GHAD+GHY ,GHAD+GHY+X 1, NB

1428 GHY=GHY+¥%1

1438 ENDPROC

1499 ——

1588 PROC GHLE

1518 GHX=GHK-¥1

15I8 POKE S53I249,GHH

1548 ENDPROC

1599 ——

1688 PROC MOVEGHOST

1685 OM GHDIR EXEC GHUP,GHRI, GHDM, GHLE

1618 GHCMT=GHCNT+%1

1628 IF GHCHNT=8

1638 GHCHT=%8

1648 GHH=GHH+HORIZ (GHDIR) : GHV=-GHU+UVERT
(GHDIR)

1658 LOCATE GHHAHORIZ (GHDIR)Y , GHV+VERTC

GHDIRY T

1668 IF T=3IS THEN MWALL=X1

1678 TRYDIR=8

1688 IF GHDIR MOD 2=1

1698 IF GHH{PACH:TRYDIR=2

1788 ELSE :IF GHH)YPACH THEM TRYDIR=4:E

NDIF

1718 ELSE

1728 IF GHV{PACV:TRYDIR=3

1738 ELSE :IF GHUDPACYV THEM TRYDIR=L1:E

HNBIF

1748 ENDIF

1758 EMEC TRY

1768 TRYDIR=@

L7868 WHILE (HALL)

1798 TRYDIR=TRYDIR+%1:IF TRYDIR=S5 THEM
TRYDPIR=1:GHDIR=GHDIR-1

1888 EMEC TRY

1818 HEND

1828 ENDIF

18Z8 ENDPROC

183% —-

1848 PROC TRY

1858 IF TRYDIR MOD Z{()GHDIR MOD Z AND
TRYDIR{>®@

1868 LOCATE GHH*HORIZC(TRYDIR) , GHV+VERT
(TRYDIR), T

1878 IF T{»3I5 THEN GHDIR=TRYDIR:IF HAL
L THENM HALL=X8

1888 ENDIF

1898 EWNDPROC

189%% --
continued wr
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FM
0G
50
KEY
Iv
av
ER
FY
KF
ML
J0
LAl
Fd
YH
Ju
au
JE
EC
BZ
1z
FH
LP
M
ow
1]
RL

M
K5
zZT
JE
cp
JK
B
EH
3K

oF

Th

oL
CE
F4
HS
GB
MY
RHE
ap
YB
uL
i 8
KU
cZ
IB

Ll

oC

Qc

LH

KD
oe

1988 PROC REDEFIME

1985 CHP-PEEK(1@6)-1Z2:CHBASE-CHP®*Z56
1916 POKE LB6,CHP:GRAPHICS 1+16
1920 MOVE PEEKL(7S6)I®ESG6,CHBASE, 10:4
1730 RESTORE X0

1949 FOR CHaAR=I TO 8

194% - F CHAR=-E THEMN READ &

1958 FOR H=8 TD 7

1960 READ A:POKE CHBASE+CHAR®HEA K, 4
L3978 NEKT H

1968 NEKT CHaR

1985 POKE 756; CHP

1998 ENDFPROT

129% ==

2088 PROC MaAZF

Z2poZ POKE 559.,0

78S CLS HE:POSITION 6,2

ZOALG 7 6 EEEEHE I
2815 ? H6:"Hy31/11777711790 0
2620 7 NG "'Hy By T DN 0
2038 7 H6;"thvvirbharrrrrrrra#y;
7048 7 6 ''He sy Oy TSty Hy H
2050 7 86 "By iy B R
268 7 36 ;' 't ity 0 EEe e By B Ha R
2878 7T 6 ;"' P B 00 Ty T B S 30
2068 7 HE; Iy i Hy iy g 0
TR0 7T 16 iy HIHI, Iy o By BEIHIS I
2168 ? #6;"thabharr bk 0"
2118 7 16 ;" It U B FE ST 1Y
2120 7 H6:"HMha37117719777991101 8
Z138 7 N6 Hy Gy BTG, Uik #
2149 7 H06; " thar1rBrakhathaaan;
2158 7 106 "By DHEENy ST ISRy 6

2168 7 #6;"ti1/ /17111190 R

Z1768 7 6 U HITEEII R I

7175 LEV=LEU+¥1:IF LEV MOD 4=-8 THEM PO
HLEM=POMLEN-¥2 :LIVES=LIVES+X1:IF POHLE
M=8 THEN POMLEN=¥Z

2177 IF LEUV{18:POSITION 9,0:7 $86;"8";L
EV:ELSE :POSITION 9,6:7 B6;LEV:EMDIF
2180 COLOR 13I6:FOR HK=i TD LIVES:!PLOT 2
O-H,B:MENT K

#2185 EMEC SCOFRE:DL=161

7186 FRUCHNT=¥9:IF APPL THEM EXKEC FRUIT
198 ENMDPROC

z199 =~

2708 PROC COLOUR

2210 SETCOLOR 8,8,4

2228 SETCOLOR 1,1,18@

2230 SETCOLOR 2,12,6:APPLZXD

2258 POKE 711,86

2260 POKE 705,14

2798 EMDPROC

2299 --

2308 PROC PHINIT

2305 DIM PLEFTS5(18) ,PRIGHTSC18) ,GHOSTS
€18) ,ANGEL5€17)

2310 PHP=CHP+4:PMBASE-PHP*256

2128 PACAD=PHMBASE+1024:GHAD-PMBASE+L1ZE
a

232% MOVE Z2800,Pacal,512

I3I0 RESTORE 3188

2349 FOR H=1 TO 1@8:REaAD A:PLEFTSCH,H)=
CHRS5(A) :NEXKT X

ZI50 FOR H=1 TO L1@:READ A:;PRIGHTS(H, H)
SCHRZ (A :NEKT K

2I680 RESTORE 3120

2365 FOR ¥=-1 TO i16:REaAD A:GHOSTS(IK, :3=
CHRS (A) :NEXT H

aJd

HY
EY
Fi
ZK
HH
HH
Fd

LS
HH
L

BP
an
HJ
YR
aM
Fa
HY
T
un
DF
FD

M
ER
Zc
¥a
GF

S
uT

frly
KF

UK

RO
o
YC

MO
LR
La
44
¥YI
LN

oG
BM
LG
ED
HR
aG

PJ

LV

HI

KT

N

MU
L

2367 FOR X=1 T L7:READ A:ONGELS (K,H)=
CHRS (A) :NEXT H

2I78 POKE S42792,PHP

ZI80 POKE S53277.2

7385 POKE £23.,1

2379 ENDPROC

£xZ99 -

400 PROC PAaChRAM

7486 POKE 784,86:PO0HER=¥0:50UND 1,80,
a

2407 MOVE 220008,PACADFPACY ,NB

7418 PACH=7:PACK=120:POKE 5S3248,PACHK
2415 TF GHV{8:PACY=18:PACY=L7S:ELSE :P
ACU=I:PACY=55:ENDIF

2428 MOVE ADRI(PLEFTS) ,PAcCAD+PacCY, 1@
~470 PACDIR=XB:FACING=¥@:PACCNT=X&
7448 MB=10:LOCATE PACH,Pacv,U

7450 COLOR 32 :

2468 POKE 559,586:POKE S3I278,8

2478 ENDPROC

2499 —-—

2580 PROC GHDRAMW

2518 MOUE 22000,GHAD+GHY, 18

7528 GHH=1B:GHH=128:POKE 53247, GHK
2538 GHY=8:GHY=95:MOVE ADR(GHOSTS),GHA
D¥GHY ;18

2548 GHCNT=¥8:GHDIR=X3JI:HALL=X@

2545 POKE S53278,90

2558 ENDPROC

25929 ——

F7EAB PROC aARRAY

2605 DIM JOYSTC15)

2618 RESTORE IZ00

2628 FOR K=5 TO 15:READ A:JOYSTOK)-A:N
EXT X

675 DIM HORIZ (4) ,VERT C4)

?6I0 FOR H=1 TOD 4:READ A:HORIZ (H)=-A:HNE
HT H

2648 FOR X=1 TO 4:READ A:VERTI{H)I-A:!NEM
TH

2650 DIM SC5(5),5C15(5) , TEMPS (8)

2698 ENDPROC

2699 =

2708 PROC NEWGAME

2718 SC=¥B:LIVES=%3:LEV=VO:POHLEN=10
2728 POSITION 5,2%:7 m6; EEFERGLE
2738 REPEAT :UNTIL CPEEKCS3IZ79)=6)
2746 ENDPROC

2999 ==

I080 DATA 255,255,255,255,255,255,255,
255

I810 DaTha ©,126,255,255,24,24,12,12
ie?8 DATH @,0,0,24,24,8,08,8

Ia30 paTa 0,0,724,60,60,24,0,0

I040 DATH B,16,60,126,126,126,126,60
1099 —-

Ii00 DATA O,60,126,247,127,63,31,254,6
8,0

110 DATA O,60,126,239,254,252,248,127
, 60,0

1120 DAThL O,60,126,90,126,126,66,126,8
4,8

ILI0 DATa &,195,102,36,231,36,231,36,6
@,126,7219,255,255,195,12¢,68,0

IL99 --

izap paTh @,0,2,0,0,€,4,0,3,1,90

3Z1i8 DATA O,1,0,-1

220 paTa —L,08,1.8
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XL/XE software

O nly a few educational programs
have been aimed at older chil-
dren and Fraction Fever is one
such, proclaiming on the box ‘ages 7 to
Adult’.

Fraction Fever is an arcade game of the
platform variety that aims to teach frac-
tions, not only in the accepted sense of
mathematics but also visually, so that
the learner develops a feel for fractions
and is able to estimate quite accurately
what relationship part of a given object
bears to the whole. The aim in Fraction
Fever is to control a spinning top which
bounces sideways along a horizontal
platform in the centre of the screen.
knocking out incorrect answers for
points and identifying correct answers to
ride an elevator to the next level.

At the top centre of the screen is a
fraction expressed in conventional
mathematics terms such as 3 over 6 or 7

FRACTION FEVER

over 8. At the fool of the screen is a
‘Radar’ which gives a visual guide of the
position of the correct answer on the
platform. Each platform is several
screens wide so that the radar becomes
essential to determine which way to go.
When you initially play vou will be con-
fused for the instructions seem to indi-
cate that the fractions are counted from
right to left along the radar whereas they
are really counted in the more conven-
tional left to right. Suppose for example
that you need to find the fraction 3/4
(three quarters), you try and judge that
distance from the left of the radar and
maove your top along to the correct posi-
tion. You will pass on the way visual
representations of fractions in the form of
say, 8 circles with 4 coloured in. If you
bounece on one of these then you score
extra points bul you need to be careful
because each bounce leaves a hole in the
platform and if you need to come back
you can quile easily fall through to a
lower level.

Once you have identified, and bounced
on, the correct answer then an elevator
lifts you up to the next level. If you are
lucky you might go right through gaps in
the floors above and jump two or three
levels at a time. Conversely if yvou fall
through a hole, and your luck is out, you
could go back several levels.

QUICK ED

his program lets you re-design
I your Atarl’s character set. Why

should you want to do this? Well,
you might want to add a touch of class to
your lext-based programs or maybe form
a detailed backdrop for a game using
several characters merged together. With
Quick Ed you can carry out the process
gquickly, easily and with several useful
tools at hand,

First you must select an input device,
There's a generous choice of joystick, ST
mouse or touch tablet. For users of the
latter a paper template is supplied so it's
easy to locate the functional areas. This
also opens up the possibility of designing
your characters on photocopied paper
grids and transferring them to computer
via the touch tablet. At last another use
for the tablet!

Quick Ed's screen area is divided into
five sections. At the top left there's a box
containing the characters available for

re-definition. To choose a character, you
move the.screen pointer over the charac-
ter required and press a button - the
character is then transferred to a large
8x8 grid in the centre of the screen. At
the top right there's an area you can use
to store characters - perhaps to check
how they look when placed alongside
each another. To the left of the main grid
there are some icons that give you access
to the principal functions. You can load
and save character sets, view the stan-
dard Atari set, copy characters between
different sets (Quick Ed can deal with
two sels at once) and select the one you
want to work on. To the right of the main
grid there's a selection of drawling facili-
ties.

Editing a character couldn’t be easier.
You can point at individual squares of
the grid and click to toggle them ‘on’ or
‘off . The drawing options let you scroll
the character in any direction, mirror the

As the levels increase so the manner in
which the fractions are depicted changes.
At first they are filled circles which you
can get used to quite quickly but they
later change to squares,. bar graphs and
alternative mathemaltical numbers such
as 1/2 for 3/6. When the symbols are all
mixed up it becomes much harder to
think quickly and identify the correct
answer. You have 20 levels in all and by
the time you reach the top your mental
arithmetic skills will be finely honed.

Fraction Fever is much more of an
arcade game than most educational soft-
ware and can easily be played as a
straight game. Where it scores is that the
player almost subconsciously learns the
concept of fractions and begins to very
quickly estimate parts of a whole. This is
very similar to exercises a child will come
across in school and will be useful in all
sorts of situations in later life.

Fraction Fever scores highly as a simple
game and an educational tool and will
not be wasted on any child who is begin-
ning to learn more advanced maths. It
comes on a ROM cartridge so you just
plug in and go. At £8.95 it is not a bad
investment and will teach the concept of
fractions to whoever is playing whether
they realise they are learning or not.

Title: FRACTION FEVER
Publisher: Spinnaker Software

Supplier: Micro Discount
Format: ROM cartridge
Price: £8.95

Reviewer: Les Ellingham

design in a horizontal or vertical plain,
clear or fill the grid and invert the cur-
rent definition. Unfortunately the in-
structions don't explain how to use the
resulting data in your own programs,
though it's a relatively straightforward
process of loading the numbers into free
BRAM and pointing the character base
register (V56) to the correct location.

In conclusion, if you're looking for a
good character set editor ... this is it!

Quick Ed is distributed in the UK by
Dean Garraghty, 92 Thomson Avenue,
Balby, Doncaster, DN4 ONU.

Title: QUICK ED

Supplier: PPP/Dean Garraghty
Price: &£ 5.00

Format: Disk

Reviewer: Paul Rixon
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SUBBROUITINLE

John Foskett has
banished the
boring Graphics O
screen _forever
with this exciting
routine for multi-
coloured text
screens

he Colour Extension Subroutine or CES was written as
I an extension to Graphics 0, to provide a colourful

screen for displaying text such as in an adventure
game, etc. Each Graphics O line and the characters printed
upon each line can be coloured independently. However, the
rules for Graphics 0 must still apply, in that the character
colour is merely a different brilliance of the line colour that
they are printed on. "

For text input purposes such as that required for an adven-
ture game, a flashing cursor is provided. also all the inverse
characters flash along with the cursor to enable flashing
prompis, titles, warnings, ete. to be used.

A keyboard lock is provided to ensure that only uppercase
characters can be typed from the kevboard for text input
purposes, again, such as for an adventure game.

CES contains its own modified Graphics O display list which
enables a lined screen to be used. Also it disables the attract
mode and disables the Control-1 stop-start facility.

CES DESCRIPTION

CES is a machine code program that is VBI and DLI driven,
therefore its operation is completely independent of Basic. CES
uses four of the unused page zero registers, two for its own use
and two to interface with Basic to enable it to be controlled.

Loaded into page six, CES consists of five seis of data and
alters three vectors Lo point to the correct parts of CES. The

Issue &3 - Mew Atari User

five sets of data are the VBI data, the DLI data, the line colour
data, the character colour data and the modified display list
data.

THE COLOURS

As stated above there are two sets of data which control the
colours, they are the "Line Colour Data” and the "Character
Colour Data”, Both sets of data consist of 23 statements each
to control both the line and character colour for lines 1 to 23,
The first statement found in each set of data controls the
colour of line 1 and the colour of the characters on line 1
respectively, the second data statement in each set, controls
line 2, the third, line 3, etc. Line zero (the top line) is controlled
by registers 709 and 710 (or the SETCOLOR commands) in the
normal way.

Since the DLI section of CES is constantly reading the data
from where it is stored in page six, it is just a matter of poking
the correct register to alter a certain colour. Once poked the
colour will remain until it is once again altered.

The location in page six for the colour of line 1 is location
1619, for line 2 is location 1620, up to location 1641 for line
23. The location for the colour of the characters on line 1 is
1642, the characters on line 2 is 1643, up to location 1664 for
the characters on line 23.

THE KEYBOARD LOCK

CES makes use of location 203 to control the keyboard lock.
When this location contains a zero, the keyboard lock is
disabled, allowing the use of all the usual characters, but
when this location contains a non-zero value, the keyboard
lock is enabled allowing only uppercase characters to be used.

The keyboard lock ensures that the keyboard is locked into
the uppercase mode even if the CAPS key or the inverse key is
accidentally pressed.

When the keyboard lock is enabled. all lowercase and inverse
characters can still be printed to the screen, the keyvboard lock
merely prevents them from being typed in at the keyboard.
This register may be altered under program control.

THE FLASHING CURSOR

CES uses location 204 to control the cursor flash. When
location 204 contains a zero, the cursor and all inverse charac-
ters assume their normal state (i.e. not flashing). When this
location contains a non-zero value, the lashing of the cursor

continued wr




[ SION

= =
OB 18 REM p 1 6,144 ,64,16,48
HC Z© REM |[COLOUR EHTENSIOM SUBROUTINE | DM 418 7 "N E X a MPLE P ROGR
RG 38 REM | {or CES)» 1 FECEEE':” *44 COLOUR EXKTENSION SUBROUT
¥F 48 REM | MWritten by | IME or CES"
PH 50 REM |John Foskett Movember 1992| KY 428 7 "PhHritten by":? “hkkeJohn Fosket
ID 68 REM | For NMew Atari User 1 ey ) For Mew atari User*
JY 78 REM | { CT 438 7 * pedicated to Muriel, my moth
LEC 88 REM | bedicated to my mother 1 er'
o4 98 REM L < ¥.J 448 REM
FT 188 REM Subroutine HP 458 POKE 16Z9,5Z:POSITION 2,11:7 “HIGH
EH 118 GRAPHICS @:RESTORE 178:I-8 LIGHTING OPTIONS: A MENU PERHAPS*
0 128 READP J:IF J}—1 THEW POKE A1S53I6+I,.J: ZH 468 FOR I=1i TO &:POKE 1638+I,188:P05IT
I=TI+1:60T0 120 ION 2,I#12:7 “"HMenu option ";I:NENT I
¥Y 1380 REM > RE FC 478 POKE 1648,68:7 " A8 CHANGE
0G 148 POKE S4286,08:PO0KE S46,0:POKE 54%,6 EXIT": POKE 559,34
IPOKE S12,57:POKE S13,6:POKE S4286,192 DR 468 POKE 16S4+4I,C:FOR J=8 TO IB8:MEXT J
!POKE 568,129%:POKE 561.6 iPOKE 1654+41,18:IF PEEK(SIZ79)=3 THEN
0B 158 POKE 203I,1:POKE 204,16 s5z8
H5 168 REM UK 498 IF PEEK(53279)=5 THEM C=14-C
Sp 178 DATA 72,169,0,133,77.141,255,2,133 5M 588 I=TI+1:IF I}7 THEN I=@
+»28%9,230,208,165,28X,248,10,169,0,141, G4 Sid GOTD 488
182,2,169,64,141,198,2,165,284,240 GH 528 REMH
up 188 pATA 17,165,208,3I7,204,197,204,248 UM 538 GOSUB 718:POKE 16Z9,186:POKE 1631,
+9,288,12,141,243,2,104,76,138,194,1639 68:POKE 1632,68:POKE 1634,52:POKE 752,
+2,76,48,6,169,0,76,40,6 a
UG 156 REM WL AC S48 ? “ALTER FLASH RATE: PEEK(284)=";aA
PC Z88 DATA 72,138,72,238,209,166,20%,234 SH 558 7 "JEnter a number between 8 and 7
,2‘34,234,189,#:,5,:41.34.:35.1:5,1:5,6 55 and then press return."
141,23 ,288,104,178,1084,564 ¥YP S68 POSITION 2,16:7 "POKE 284,";:PODKE
NI SU NN Line Colour [ats | 764,255 :INPUT H16;A%:IF as=""" THEN 618
00 220 DATA 148,148,148,148,148,148,148,1 MF 570 A=ASCIAS) :IF A{48 OR A>57 THEN 618
46,148,146,148,1408,148,1408, 148,146,148 OF S88 A=VALAS) :IF a4Y255 THEWN 618
#2480, 140,540,140, 145, 140 ¥C 598 POKE 204,0:POSITION 30,.11:7 " ¢
SIS N N Character Calour Data € a:POSITION Z,16:7 *° g0
MR Z48 DATA 28Z,70Z,70%,707,202,2902,202,2 T0 S68
8Z,I0Z,2902,2902,20F,2902,702, 202,202,202 SC 688 REM
.282,282,202,202,202,202 EN 6168 POKE 204,16:G05UB 718:POKE 162%,18
HR 258 REM ELTTINSTFEIETIET ST 9:POKE 1631,68:POKE 1632,68:POKE 1634,
Uy 268 DATA 117,48,194,64,156,8,138,8,138 52
+9,138,8,139,8,139,08,130,8,130,0,139,9 PD 628 POKE 752.,8:7 "ENTERING CHARACTERS:
s138,8,138,8,13Z8,8,13I8,08,138,8,138 UPPERCASE ONLY"™
EY 270 DATA ©,139,0,130,.0,130,0,139,8,138 FH 6ZI8 7 "“4Try entering some lowercase an
+8,138,8,138,0,130,09,138,65,129,6 d some inverse Characters....+"
AX Z8e End of Pata Marker HL 648 POKE 754J255;'Igpu1‘ A5 :L=LENCAS) : IF
GP 2379 L{1 OR L>3S THEN &78
R 0o GC 650 POKE 1636,176:7 "#You can't enter
an Iie them, can you 7779 ;B=1
as 3ze BS 668 REM CE
. - IN 676 POKE 204,16:POKE 1649,26:POKE 1663
% N0 ;B:POKE 752Z,1:POSITION 2,22
¥YP IS8 AN ERGHMPLE PROGRAM JC 688 IF B=8 THEN 7 “EEEEETNITETITR
ZC 360 REM —-—-————=—=— = mem———————————— '
TR 378 TRaAP G70:PDKE 75Z,1:PDKE 16Z4,176: TC 698 7 "“HOECITTICTANEENLT :FOR I=8 T0 1
POSITION 1,6:7 “PRESS ENLXN] 7O SEE THE 898 :MEXT I:RUM
EXAMPLE PROGRAM™ KJ 7688 REM HRAEEEEEAT IR EELL
CL 388 IF PEEK(53I272){()6 THEM 388 QH 718 POKE 752,1:FOR I=8 TO 13:POKE 1627
I¥Y 398 POKE 559,8:DIM A5(I6) :A=16:B=8:C=1 +T,148:POSITION 2,I49:7 ™
4 "IMEKT I
TF 488 RESTORE 488:FOR I=1 TO0 S:READ J:PO JK 728 POSITION Z,11:RETLURM
KE 162041, J:NEXT I:POKE 718,28:DA&Ta 17 I
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PHA

Txé

FHA

INC 28%
LDx 289
HNOP

NOP

NOP

LDAa 1418,X
5TA 53272
L& 1441 ,X
5Ta 53271
FLA&

Tk

PLA

RTI

CEMDZ

Source code for the Display List Interrupt
and Vertical Blank routines

and all inverse characters is enabled, the flash rate being
dependent upon the value location 204 contains.

For an even flash with an equal mark-space ratio (on-off
times), the value should be a multiple of two. 16 is the most
suitable value which gives a good lash rate. A "1" gives a very
fast flicker whilst a value of "128" gives a very slow flash rate.
Any value may be used to generate some different flashing
effects, it is recommended to experiment with this.

Any time, whether or not flashing is enabled, the cursor may
be "turned off" by using POKE 752,1 in the normal way.

A SECOND CLOCK

Although location 208 is used by CES itself to regulate the
cursor flash rate, being incremented at each VBI, it may be
used as a second clock in the same way as location 20. This
location may be PEEKed, but it should not be POKEd. If
FOKEd under program control, a disruption to the flash
rhythm will result.

REGISTER 209

This location is used by CES as a counter to synchronise the
colours lo the correct screen lines. This location is incre-
mented each time the DLI is called by the display list, which is
23 times. Thus location 209 inerements to 23 before it is reset
to zero by the VBI. This register tells the DLI where to read the
data from in page six to load into the appropriate two hard-
ware colour registers. If this location was to be POKEd under
program control, then a sudden Micker of the sereen colours
will result creating an amateurish and an untidy appearance.

WHY NOT “WSYNC”’

The usual way of synchronising the loading of the hardware
regisiers is (o use the "WSYNC™ register at location 54282,
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PH&

LD H@
5Ta 77
&Tha 7&7
STAa 28%
INC 288

i CHARACTERS
LD& 263
BEQ CHARAC
LDA #HE
STAa &74
L& #H&4
STa 782
CHARAC

; CURSOR
LDé 284
BEQ OM
LDvy 288
AMD 284
CHMF 284
BEG ON
OFF
CURSOR
5Ta 755
PLA

JMP 47882

i CURSOR ON
oM

LDA #2

JMP CURSOR
; CURSOR OFF
OFF

LD #e

JHMP CURSOR
<END>

When used, the colours of the lines were found to be rock
steady, but they wobbled when text was printed to the screen
creating a nasty amateurish appearance. Instead of using the
WSYNC register, three "NOP" instructions were used to suffi-
ciently delay the loading of the hardware registers to ensure
that the loading is actually done "off screen” providing colours
that remained rock steady at all times.

THE DISPLAY LIST

The display list data is a normal Graphics O display list
maodified to call up a DLI interrupt 23 times. Zeros have been
ineluded in the display list to produce the lined screen. Some
of the lines may be removed by simply removing the relevant
Zeros Lo give a partlally lined screen. Since the loading routine
continually loads data until it reads a "-1". the actual number
of statements is therefore unimportant.

THE BASIC LISTING

The Basic listing comprises of CES itself followed by an
example program to show some of the potential of CES.

CES is the top part of the listing down to the data statement
-1 which is the end of data flag. [




Review

GEM for the 8-bits? Not
quite, but SAM - an abbrevia-
tion for Screen Aided Manage-
ment, and not to be confused
with the classic Software
Automated Mouth - is an 80
column desktop environment
for the XL /XE complete with
windows, pull down menus,
ST mouse support and lots of
other GEM-like features. Un-
like some other 8-bit OS en-
hancements SAM requires no
tinkering with the hardware.
Written by Harald Schonfeld
and Andreas Binner and ori-
ginally published in the "Atari
magazin’, the software and
accompanying documentation (25 pages of A4 - but no index)
have now been fully translated for English-speaking users.

SAM is basically a collection of useful DOS lunections together
with several inbuilt applications and utilities. The front screen
comprises five drop-down menus - File, Directory, Utilities,
Info/Access and Exit. To view the underlying options you have
to move a screen pointer with the joystick or mouse onto the
required menu, and then press the trigger or mouse button.
You can then point to the desired function and click again to
invoke it. The mandatory 80 column display is quite readable
on a monitor though TV users may need to book a check-up at
the Opticians!

The File menu incorporates eight common DOS functions:
Lock. Unlock. Delete, Rename, Formal, Disk Copy, Read Sec-
tor and Write Sector (but no Copy File - a strange omission).
When the selection of a file is required a window opens up in
the centre of the screen and the screen pointer can be used to
scroll through a list and mark the chosen item. The Disk Copy
option seems excessively keen on disk swaps, though this will
be no concern to multiple-drive users. Another niggle is that
the Read Sector option seems prone to causing lock-ups if
non-sensible values are entered. Otherwise, everything acts as
expected. The Directory function is given a sub-menu of its
own since, in addition to the expected file listing, there is an
option to create and edit Exira Disk Information (EDI). EDI
takes the form of up to sixteen 80 character lines which can be
atiached to a disk and stored without any loss of normal disk
space. The idea is to replace the need for "Read Me' files, and
modestly assumes that the disk's next recipient will also be a
SAM user!

Under the Utilities menu you'll find Character Set Editors for
designing mono and colour character sets (which can then be
used in your own programs), a card filing system, a Memory
Monitor, a Text Processor and a paint program. All use the
SAM 80-column display and interface methods, including
moiise or joystick selection [though sometimes Keyboard in-

THE SAM

DESKTOP SYSTEM

reviewed by Paul Rixon

puts are required, even when
a 'hands-off method could
have been implemented).

SAM Memobox, the card fil-
ing system, allows you to cre-
ate and manage 96 data cards
on a specially formatted work
disk which may contain up to
sixteen lines of 32 characters.
A separate catalogue file helps
you keep track of the con-
tents. You can subsequently
search for specific text (includ-
ing wildcards) in the catalogue
or in the cards themselves.
You can also create input
masks to simplify data entry
and print out the data display-
ed during edit, show and search options. SAM Texter is a text
processor that greatly benefits from the 80 column display
mode. You can insert, delete, move, copy and clear text as well
as specify margins and alignment. When it comes to produce a
hard copy you can select printer attributes such as Pica/Elite,
Condensed, Expanded, Bold, Italic and NLQ modes (an Epson
compatible printer is required). SAM Painter offers the usual
drawing functions such as Line, Rays, Box, Frame. Circle, Fill,
Zoom and several others. You can choose from five brush sizes
or a spray can effect and include up to 128 colours in one
picture! The end result can then be saved to disk and printed
using eight grey-scales.

Finally, the Access/Info menu provides a launching pad for
SAM accessories which are available separately from the pub-
lisher or can be written by those familiar with assembler. IU's
important to note that normal machine code or Basic prog-
rams can’'t be invoked from the SAM desktop - vou should
think of it as a completely new operating system. SAM Fireball
is supplied as an example accessory and will be well received
by Breakout fans. This variation of the game (which also uses
the standard SAM interface) has four difficulty settings ranging
from beginner to invisible!

SAM ls, without doubt, an extremely clever feat of 8-bit
programming. Its usefulness as a desktop system is dimin-
ished by its inability to launch ‘'normal’ programs though the
inbuilt accessories provided, and the option to add more, go
some way Lo alleviate this problem. TV-based users are unlike-
ly to be satisfied but others should be impressed by the
innovation.

The SAM Desktop System is published by Power Per
Post of Germany and distributed in the UK by Dean
Garraghty, 92 Thomson Avenue, Balby, Doncaster, DN4
ONU. The price is £12 plus £1 to cover the cost of
postage and packing.
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LIGHTS, ACTI

You probably know the Atari Classic by his arcade
games. This time I'm going to tell his story under the
Hollywood lights. There is quite an amount of software
adapted from the big screen to the screen of our
machines which might seem obvious when your consider
that Atari was owned by the movie producer Warner! I
will present you all of them, or rather all of which I know
and have played with on the XL /XE, converted from
movies, TV series or cartoons.

LEADER OF THE PACK

1 will begin with a little trivia. Which is the most productive
firm for these adaptations on the 8 bit? The winner is DATA-
SOFT with seven adaptations among which we can count
ZORRO, GOONIES, CONAN, DALLAS QUEST, NEVER ENDING
STORY. BRUCE LEE and 221B BAKER STREET (as it relates
to Sherlock Holmes),

Let's begin to explore the Datasoft world with THE
GOONIES, adapted on XL in 1985 from the Warner Bros’
release and which really respects the soul of the movie. The
programmers have succeeded in keeping the team together by
having two characters controlled by only one player with sever-
al screens in which you have to think of the appropriate action
which will enable you to pass on to the next level. Each action
is straight out of the movie like making the money machine
maker work. A great success from Datasoft as almost every
adaptation from this software house has been, perhaps one of
the best in XL history!

Next came ZORRO, produced the same year, which really
puts you in the same world as the hero's one, that is o say the
ranch, bar, cavern, fortress, etc. allowing you to fight the
soldiers and also to solve the puzzles and consequently adopt
the right action for each screen. A game that can't be missed
anyway (except for the boring music) as it neatly combines
action and reflection. You do have to take care which version
you use as two versions have been produced, one for tape
users and another for disk users which has more screens.
Let's have the last one for more fun!

| have seen Schwarzy in CONAN THE BARBARIAN
but I didn't like the computer adaptation produced in 1984 as
the colours aren't great and the character throws his sword
really far killing everything on his way ahead and back. Not
one of the best.

THE FIRST MOVIE

You probably wonder what are the first and last adaptations
on XL from the movies. The first movie game translation was
DARK CRYSTAL from Sierra-On-Line released in 1982
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(hey, that's 11 years ago and I am still using my XLI). This
comes on three double sided disks, that is to say that this first
one came on 6 sides - a feature length game? This is a classic
adventure game based on the movie's story, where you can
talk with those strange creatures seen in the picture.

Talking about adventure type games, | have had a look at the
SCOTT ADAMS / ADVENTURE INTERNATIONAL titles which
appear to refer to movies, and discovered that a significant
amount of movie based software had been produced: MIS-
SION IMPOSSIBLE (1982), HULK (1984] - bul where
is Bruce Banner?, SPIDERMAN (1984) BUCKAROO
BANZAI HUMAN TORCH and THE THING
{1985). These kind of games are very similar and it is quite
difficult to be really addicted to them as graphics are not so
great and they are without music. On the contrary, adventures
such as DALLAS QUEST or THE NEVERE-
NDING STORY are good enough to recover the spirit of
ithe cinema with elements such as music, people, text and
adapted graphics.

HI SPOCK!

On the TV side, serles like STAR TREK have given life Lo
software adaptations on the XL as far back as 1983 with a
game based on the movie produced by Paramount Pictures. Hi
Spock! Sega produced a nice STAR TREK version where
your spacecraft has to clear each zone from the aliens. The
upper part of the screen seemed like Asterolds, and the lower
part had a sight screen and a bigger view of the aliens coming
near,

Also from Sega is BUCK ROGERS "Planet of
Zoom" produced in 1983 in which you are piloting a space-
craft in a 3D area and have to pass beiween two tower loca-
tions as well as avoiding and destroying alien spaceships. This
game had a very original concept when it went out in stores. It
has been used 6 years later in the Atari version of CYGNUS
X1 produced in 1989 in which the background is perhaps
nicer than the Sega's version but presents less interest due to
the existence of only one alien spaceship to be destroyed at a
time and to the difficulty of moving your spaceship. Moreover,
the Sega's XL version can be joystick or keyboard driven, offers
5 lives and a really better animation whereas the above men-
tioned Atari game offers only 3 lives.

GREETINGS PROFESSOR FALKEN ...

With those famous three words, you have probably recognised
"Joshua', the computer of the movie WARGAMES which
jor 1 should say who) began the "global thermonuclear war"
The XL version of this movie was produced by Coleco in 1984
under a licence from United Pictures. It is really addictive as il
puts you in front of the same situation described in the movie,
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ION ...

Patrice Robert investigates
the adaptations of big
movies, series, comics and

cartoons to the Atari Classic

where you see missiles, strikes points and satellites maoving
around the USA on your computer screen. The "defcon status”
and the time remaining displayed on the board hang you to the
movie’s atmosphere,

This game makes me think of modern times where informa-
tion. its access and its ownership means power and money. It
reminds me of Activision's strategic game HACKER where
the information has to be tracked along with several spies in
order to complete a full page message. If you saw the recent
movie SNEAKERS starring Robert Redford, you probably have
a better understanding of what I mean. The Atari 8-bit is also
an example of this technological war that has just begun. That
sometimes make me think that the world is going crazy when
looking at the incredible penetration of the computer in mod-
ern societies just ten to twelve years after its introduction in
most firms.

MY NAME IS BOND ...

Talking of information and spies reminds me that I haven't
vel mentioned THE spy. [ mean 007, JAMES BOND who
has also been adapted twice to XL world.

Firstly came the Parker game, in 1984, where you control a
speedboat and later, in 1987, he appeared in Domark's LIV -
ING DAYLIGHTS (see Atari User Vol. 3 No.4, August
1987, page 8) which includes 8 levels, in which 007 has to
shoot the enemies (as he has a wide range of weapons), and
avoid the bullets. The most outstanding thing about this game
is that every level puts you in a really multi-horizontal scroll-
ing scenario and offers multi-screen action full of colours. The
concept of this game could be taken to create a light-gun
driven game. It would be a success!

USE THE FORCE LUKE!

According to my 8-bit knowledge, the only movie to have been
adapted several times on the XL/XE is STAR WARS. The
first time was from Parker who released a cartridge represent-
ing a spaceship fight whose scenario was based on the STAR
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RAIDERS ROM from Alari. Then came THE EMPIRE
STRIKES BACK. Finally, THE RETURN OF
THE JEDI ended this trilogy all three parts of which have
been adapted. Before that Domark (initially developed by Zep-
pelin) produced its own version of the original first part,
STAR WARS (sce issue 39 of N.A.U., page 45). Both the
Parker and the Domark / Zeppelin versions are very similar as
they sit you in the cockpit of a spaceship trying to destroy
those X-wing fighters and finally the Death Star. Three paris of
the movie are represented from the X-wing scene, via the
growing lowers, to the inside of the Death Star.

Well, that's four games from a movie trilogy adapted to our
8-bit machine, not so bad for a single concept movie! But what
a movie wouldn't you say!

WHO YOU GONNA CALL?

GHOSTBUSTERS on XL from Activision (see Atari
User from October 1986, vol. 2 No. 6, page 16) was one of the
biggest movie conversions to the 8-bit world. The introduction
speech synthesis recreates perfectly the atmosphere of the
movie. This adaptation from the Columbia Pictures’ movie lets
you drive special anti-ghost cars through invested towns and
finally face the Marshmallow man. Quite every machine must
have an adaptation of this movie. Well done Activision! But
why didn't you produce the second part which appeared on ST
and Amiga?

Hi, ELLIOTT!

If you had a VCS from Atari in the 80's, you can’t have failed
to play E.T. PHONE HOME. On the XL/XE, the
graphies are clear and well coloured, starring Elliot who tries
lo recover all the phone pieces. If you succeed in assembling
all the pieces and go in the right place in the forest, you will
see the mother spaceship landing and will hear the digitized
voice of E.T. A classic game that must have been played and
known by every Atarian. [ just regret one thing which is that
when Atari was a Warner company, it could have produced
more movie adaptations on the 8-bit micro of this stature.

MORE STRANGE PEOPLE

During this short review, you probably couldn't have failed to
notice that many games converted from movies began life in
the comics - Hulk, Human Torch and the Thing ete. I would
really like to see more of them on our machines and why not
an arcade version of the X-MEN, THOR or the SILVER
SURFER?

On the cartoon side, Wali Disney have starred Mickey Mouse
on the XL in MICKEY IN THE GREAT OUT-
DOORS (see Atari User vol. 4 No. 7, November 1988, page
10).

Some cartoon characters have recently come along to the
XL/XE, like the famous Hanna-Barbera ones in YOGI
BEAR (Greed Monster and Great Escape - see N.A.U. issue
51, page 41) and also RUFF & REDDY (see N.A.1J. issue 49,
page 42), both from Hi-Tec. According to my knowledge, these
are some of the latest conversions from cartoons to our 8-hii
machine. DONALD from Ke-soft, produced in 1992, is the
most recent one, with master music pieces from Rondo Vene-
ziano which really sound great. You should hear it.

continued wr
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WELCOME TO THE JUNGLE!

Coming [rom "out of the jungle” as the title says is not only
initially a comics star, but also a TV and movie star who has
appeared in many different bodies but stayed the same good
man o the animals. You recognise him, of course, TAR-
ZAN. Converted to our machine by Coleco (who first de-
veloped it for their game console on ROM cartridge) in 1984,
the Edgar Rice Burroughs' character, Tarzan, evolves among
monkeys, gorillas, hidden snakes and bananas, and jumps
from creeper to creeper. climbs trees, dives in the river and
swims and is even pursued by crocodiles. As in his movies,
yvour XL character has to liberate the monkeys from the hun-
ters who also try to shoot him. Atari had exploited the same
topic in 1982 with JUNGLE HUNT, based on the game of
Taito America called Jungle King, itself based on the character
of Tarzan or Indiana Jones. This game offers 4 different action
screens and horizontal scrolling, both well designed. and a
wonderful jungle background with a great amount of colours,
especially those green shades. Both are worth playing.

MANY REGRETS

One of my biggest regrets is that when Atari belonged to the
big movie producer, WARNER Communications, it didn't de-
cide to make games of their biggest productions. They would
have been a huge success! This makes me think of FIREFOX,
which was produced by the Warner team and about which 1
had saw a advert in an issue of the French magazine “Tilt’,
saying it was to be adapted on C64. Apple and Atari XL. Has
anyvbody seen the XL version?

However, the big movies have been explored by some soflware
producers such as Activision who didn’'t buy the rights of the
movie "Indiana Jones®, but published two games based on his
character. which were both a huge success in the XL/XE
world. I speak of PITFALL 1 and PITFALL 2 respec-
tively released in 1982 and 1984. Lucasfilm, the movie produc-
er of "Raiders of the Lost Ark" (vou will note that the under title
of PITFALL 2 is "lost caverns” not so far from the second’s title
episode, is it?) could have adapted their movie to the Atari as
they produced many excellent games for the XL like Ballblazer,
Eidolon, Koronis Rift and Rescue on Fractalus, are all exam-
ples of their superb talents.

However, David Crane, the creator of the Pitfall series has
created a similar character to Indiana called Harry Pitfall,
presented as an adventurer, that had to be guided through a
maze of jungle scenes, trying to collect the most treasures in
the shortest possible time. Didn’t this make you think of a well
known scenario? Congratulations are due to the programmer
who included in his games the much needed elements to make
the player feel as close as possible to the movie star. There are
jungle creepers, treasures, snakes, scorplons, ladders, dan-
gders, traps ... and you find yourself guiding a hero that had to
jump onto crocodiles’ mouths to pass some guicksands, and
trek into deeper forest by underground and skyborne actions!
David Crane must have hit the jackpot when he released those
games as they are very similar in spirit to the referred movie.
Being not a fool, he did it again with GHOSTBUSTERS. which,
according to the Activision's advice, has sold over 500,000
copies in the all-format computer world.

| think Activision's programming team well understood the
point that suececess can be close at hand by taking a movie’s
hero and his environment and then including both in a com-
puter game, MASTER OF THE LAMPS, produced in
1985, has also explored the old movie theme of Ali Baba. Sit on
a magic carpet and you are flying in the air in an outstanding
3D action scene before meeting a genie.
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However, some big movies such as RAMBO or COMMANDO
which both exist respectively for the ST and the VCS, haven't
been turned on to the XL/XE. Why not?

FIGHTING FIT

Many of us would have liked to see those big fight movies on
our computer screens but don’t be too disappointed. some
other titles give an alternative way of destroying those ‘bad
guys’. For the specific killer player, take a look at GREEN
BERET from Image Software, which includes horizontal
scrolling but lacks the final touch that puts a game up at the
top. There are, however, very nice backgrounds during the
player's evolution. In the same mould, WHO DARES
WINS II from Tynesoft offers a vertical fighting progression
but is no more successful than the previous one. And then
came LOS ANGELES SWAT (also based on an old TV
series called SWAT) starring a team of three cops guided by
yvoursell through a town under siege in which you have Lo clear
enemiles throwing grenades at you, without killing those quiet
grandfathers walking down the street.

More recently 1 discovered OPERATION BLOOD from
Mirage and ANG software which is graphically very near the
classic OPERATION WOLF. Those Polish programmers are
really good!

What I've always been waiting for, however, is JACKAL from
Konami which even had published an advance notice for the
XL version in Atari User (see [ssue of Nov. 1987, vol. 3 No. 7,
page 2). Did it ever appear?

GOING THE OTHER WAY

Some sofltware publishers feel the need to get movie stars
converted to their games as it probably boosts their sales, bul j
some computer characters have taken the opposite path from I
the computer to TV. [ want to speak of the greatesl Mister of all
computers, PAC-MAN who was converted lo cartoons some
years ago and POLE POSITION has also followed the
same way. What a success for NAMCO and ATARI, respectively |
creator and publisher. Some others like MLARIO have a
great career and, of course, SUPER MARIO
BROTHERS has just been released in the cinema, What
about MONTY, the hero of Montezuma’s Revenge who could
have made nice transformation to the big sereen as well as Q
BERT. Both, however, have stayed in the shadows.

Each adaptation gives life to my Atari and creates fun in my
own life because when [ play one of these games | remember
the movie or the cartoon | saw when [ was kid. But these i
adaptations are not just echoes of the past as Ke-soft, Hi-Tec
and ANG software are continuing the tradition with more
recent adaplations. DONALD and other Hanna Barbera dedi-
cated games are proof of it!! |

I hope that you have enjoyved this trip to the movies and,
maybe, found out about a few games that you didn’t know
existed. As a conclusion, I would like to roll the credits and say |
hello to some French friends of mine who form a major part of i
my Atarian life. Hi to Jean-Claude, Pierre-Andre, Christian and |
many more. | know that they are all subscribers to this great |
magazine and will read my article if published. l
1 also would like to say hello to Atarians all over the world
who can write to me if they want: !

Patrice ROBERT 7, bd Marcel Pourtout |
2500 Rueil Malmaison FRANCE }
|
|
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XUXE GAMES ... XUXE GAMES ... XLUXE GAMES .

DARKNESS HOUR

niroducing the latest Pol-

ish import from Micro

Discount - called DARK-
NESS HOUR. This one's an
arcade adventure with plenty
of levels, loads of screens and

! seemingly no shortage of

action.

According to the instruction
slip (not to be sneezed at - or
yvou might lose it!) an evil sor-
cerer has Invaded your coun-
trv and bewitched the souls of
its faithful knights. They have
all been transmogrified into
butterflies and scattered far
and wide across the land.
Your task, of course, is to
search for and rescue these
strangely encapsulated crea-

Title: DARKMESS HOUR
Publisher: Avalon/Micro
Discount
Price £5.95
Format: Disk
‘Reviewead by Paul Rixon

n issue 60 [ reviewed a

new game from Ke-Soft

called Bomb and men-
tioned that it was based on a
PC Microsoft Windows prog-
ram named Minesweeper.
Now, from PPP of Germany
comes none other than
MINESWEEPER!

MNaturally there’s little differ-
ence in the nature of game-
play, though PPP's version is
more faithful to the Windows
original. The playfield com-
prises a grid of squares, hid-
den under some of which are
dangerous mines. Your objec-
tive is Lo correctly distinguish

tures so that law and order
may be restored. As the souls
are only visible at night yvou
have a very limited timescale
in which to complete your
mission (a clever ‘rising sun’
indicator gives vou a fair idea
of the period remaining) and
various nasty guards help to
ensure that your progress isn’t
too straightforward.

In order to locate the five
captured souls on each level
you're required to run around
the levels and find keys to
open doors, some of which are
intended to catch you out as
they don't actually lead to
anything worthwhile. Some
areas are protected by ani-
mated nasties which you can
eliminate with your unlimited
supply of swords (just as well
since otherwise they instantly
kill you on contact). You can
also jump onto, or over, other
obstacles. Transporter pads
help to move you around the
levels though some problems
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the clear squares from those
that contain mines. When you
uncover an empty square, a
number is displayed Lo inform
yvou the number of mines lo-
cated in the adjacent squares.
Using rules of logic (and occa-
sionally pure luck) you can
gradually ‘sweep’ the entire
grid. You must use an ST
mouse or joystick to click a
screen pointer over the clear
squares. [t's also useful to
pinpoint the mined squares so
vou don't inadvertently select
them later, but to do this
vou've gol to hold down the
shift key as you click on the

will only be solved through
trial and error over several
attempts - annovingly. vou've
got to start from the beginning
when your lives are depleted
or the time limit expires.

The main playfield and other
objects, including your own
character, are relatively large
in size and therefore clearly
defined. The scenery is nicely
shaded and generally well de-
signed, using a variety of
styvles over the different levels.
Animation is also beyond cri-
ticism. The screens ‘flip° as
your character moves across
the boundary into new loca-

button. This is not exactly
easy when two hands are re-
quired for the joyvstick, and
unnecessary when using a two
button mouse - [ can't help
feeling the author could have
chosen a better method.

The game offers [our levels
which differ in the number of
squares and the correspond-
ing intensity of mines - from
an 8x8 grid 1o a massive
JO0x20 variety. There's a time
restriction of 10 to 60 minutes
though you'll need to do a lot
better than this to achieve a
Food placing in the disk-
stored high-score (or low-
score) table. The program
maintains a different table for
each level so there's no confu-
sion when comparing times.

Minesweeper scores more
highly than Bomb in the
graphics department.
Although simple, the display
is well drawn and incorporates
some nice effects - indeed, it's
a fine advertisement for the
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tions and the jovstick re-
sponse is predictable, giving
the game an approachable
feel. A series of boxes below
the playfield illustrate your
current holding of keys, lives
and souls. Appropriate music
- which can be silenced -
accompanies the action
Aside from the inability to re-
sume play on a previously
completed level, Darkness
Hour is a very competent
game with a strong quality of
addictiveness and many com-
mendable features. Arcade
adventure fanatics would be
well advised to investigate.

MINESWEEPER

Quick programming language
used to develop the software
(see review elsewhere in this
issue). My only criticism is
that the squares could be
slightly larger, as the smallest
grid appears rather lonely in
the centre of a mainly blank
screen! If PC Minesweeper is
anything to judge by, this
game should be very popular
indeed.

Minesweeper is distributed in
the UK by Dean Garraghty, 92
Thomson Avenue, Balby, Don-
caster, DN4 ONU. Dean also
distributes the PPP games
Rubber Ball and Glaggs It,
both of which received favour-
able reviews in Issue 53,

Title: MINESWEEFPER
Publisher: PPP
Distributor: Dean Garraghty
Price: £5
Format:  Disk

Reviewed by Paul Rixon
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XEGAMEUTILITY

BOULDERDASH

SCREEN
COPIER
ORGANISER

he main aim of this program is to copy your Boulder-
I dash game screens created from the Construction-Kit
in one pass. Prior to the existence of this utility,
copying my Boulderdash game-screens was a bit of a drag, to
say the least! With a one drive system it was occasionally
necessary to swap between the source and destination disks
about 40 times just to copy 20 screens!

Being a Boulderdash Freak, I have made over 180 screens
and copying them one at a time was out of the question, so |
wrote this utility!

The program is fully remarked and shouldn't need much
explanation.

INPUT

Type in the listing and save it to a formatted DOS 2.5
diskette. When you run the program, it will ask you to insert
the source diskette that you want to copy the game file from,

If there are any game flles on the inserted disk, they will be
listed on the screen. Just type in the game filename along with
its .GAM extender and the program will read in all the screens,

OUTPUT

The output disk must already be DOS formatted, and when
you confirm your output with a "Yes" prompt, the game will
then be written to the destination disk in the drive.

The program also allows you Lo write the same game again,
otherwise it will re-run.

ORGANISATION

There is also one other feature that the program offers. All the
screens in the output game file will be written in the order they
are played. This reduces loading time, as well as wear and tear
on the drive head jumping up and down the disk.

Well. if you are a Boulderdash [reak like me, | hope you will
find this program as useful as I STILL do!
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REM * BOULDERDASH SCREEN Ed
REHM ® COPIER AND ORGANISER -
REM = by andrew C. Thompson -
REM M ———————— e e s m————————— -

REM # MEW a4TaRI USER - aAlG 1333 #*
FEE P o -0 -

BNOU R EN -

1XZ2 REM %3 NI

1iZ6 DIM D5C19) ,ESC15) ,CI05¢7),LSC(B2)
1Z8 DIM GS5C648) ,F5(48%13+8) ,55C1)

146 GRAPHICS ©
148 LIST 118,126

158 7

152 ? "THIS PROGRAM WILL COPY YOUR"
154 7 "BOULDERDPASH GAMES OF UP TO*
156 7 "48 SCREENS IN OME Pas5*"

158 7

1686 7 "“THE FINISHED COPY WILL BE®™
162 7 "“ORGAMISED SUCH THaT a4LL THE™
164 7 "SCREENS HWILL BE IM THIER"
166 7 "CORRECT PLAYING ORDER'

168 REMH

178 REM *3» EINETHSE

172 REM

174 I=1

176 GOTOD L78+4%(I1)0)

i78 7

188 MO GAMES ON THIS DISK®

2
]
184 7 "INSERT YOUR BOULDERDASH'
? “GAME DISK"
e
198 7 “PRESS RETURMN";
192 KEY=155
194 GOSUB 468
196 GOSUE 484
198 GOTO 178+28% (1))
208 REM
282 REM %3
284 REM
Z86 bS="'Di:"
zo8 7
Z18 7 “GAME MWAME- " ;D5;
212 INPUT H1G6ES
2id4 DSCAIZES
Z16 REM
Z18 REM 3 [
2280 REM
222 CIOS=""hi@l® VEs
224 REM
226 REM PLA

by

Andrew C. Thompson




%P 228 REM LDX n510 RE IB® REM
AR 230 REM JSR SE456 ar 382 REM % T LGEESINE
50 ZIZ REM RTS R0 IB4 REM
RF 2Z4 REM SI I86 DS="pL:"
RL ZI6 REM TH IBB D5C4)=ES
EG 238 REM % AR LIS KT 398 azabRI(GS)
U 248 REM AP 3I92 auxli=a
KD Z4Z A=-ADRIGS) AP 394 ICCOM=11
YH 244 aUuxi=4 UF 396 L1=-ASCCLS5C1})
GI 746 ICCOM=7 UG 398 LZ-ASCCLSCZ))D
I0 Z48 L1=252 MM 488 CLINE=488:GOTD S18
Ia 250 LZ=25% av 482 REM
MN Z52Z CLIME=254:GOTO 518 LO 484 REM %3
PF 254 L5C1)=CHRS (PEEK (85612 AH 4866 REM
a0 256 LSCZ)=CHRS (PEEK(B857)) DF 488 7
RY 258 REM PG 418 A=-aDRIS5)
SBE 268 REM *= FUTEE:-1ENTTEE T IAAE EJ 412 C=8
RF 262 REM RP 414 DS=mipy:n
IF 264 I=8 CL 416 DS CA)=FSCCHLT+1 , CHL1Z+1L+11)
IF 266 5=0 IF 418 7 ,Dp5C4)
JO 268 GOTO 27842 IPEEKC(A+I) {)>46) LP 428 Li=-ASCCLSCCH™Z4+33)
UF Z78 S=S5+1 MU 422 LZ=ASCIL5C(CHZ+41)
KL 272 I=I+132 NB 424 CLINE=4Z26:G0O0TO 518
PY 274 GOTO ZEO+14ANITI)40%1iT+8-13 o0 426 A=A+SAS
RT 276 REM 0L 428 C=C+1
HMDP Z78 REM »* R LE E IB 4380 GOTO 414+Z4%(C}S5-1)
RD 288 REM RE 432 REM
DB 287 7 HH 434 REM %3
IL Z84 GOTO ZBG6E+1ZH(53>8) RN 4I6 REM
HN ZB6 7 "THERE ARE N0 SCREENS IN THIS™ DL 438 7
FY 288 7 "“"GAME FILE:'™M BL 448 7 E5;" HAS BEEN COPIED™
un 798 STOP HE 442 7 "HWRITE AGAIN? >
BL Z9Z REM BI 444 KEY=89%
IV 2%4 REWM *» [ASEERTITTITILRE IE 446 GET HI,K
RX Z96 REM AV 448 IF K=89% THEN GOTOD 352
JZ 228 B=A Uy 458 RUMN
PP IBB az-abBIsS)y RF 452 REM
EG 382 c=@ TF 454 REM %3
Zn IB4 FS=" O0Z 456 REM ¥ —————
RS I86 DE="D1:' RH 458 REM
GC 388 I=8 RE 468 REM
HI I18 GOTOD I1Z+40%(C}5—-12 RH 462 REM
IC 312 H=-PEEK(B+C®1I+I) : KD 464 REM ¥+ [FAXNENATI
JB 14 GOTO Z164Z2MIM=ZI2) RT 466 REM
SH I16 DSECLENMEDSY +L)=CHRS (WD NI 468 CLOSE H3
RC 318 I=I+¥*1 ON 4780 DOPENM BI 4.8, "K:"
KZ 328 GOTO FL1Z+10™CIX11) HY 472 GET HI,K
¥L Z22 FSICRLIZH+1I=DSL4) DU 474 GOTD 47Z2+4MIKEY=K)
I5 374 FSILEMIFS) #1)=" ¥ AG 476 RETURN
Ia ¥26 7 ,DS5C4) 58 478 REM
RO IZ28 REM LE 488 REM * [BEIHISGLEL
cCB XIa RL 482 REM
RA 332 REM MO0 484 CLOSE H2
NP IZ4 CLIMNE=ZI6:GOTD S1i@ i SE 486 OPEM ®Z,7,08,"D:%,caM"
FE I36 LSILENILS) #1)=CHRS(PEEK (855)) GT 488 I=8
GF 338 LSCLENILSY+1)=CHRS(PEEK(857)) cZ 498 7
CZ I48 a-a+580% CZ 492 INPUT BZ;D5
HH I42 C=C+1L KA 494 GOTO 4964+6#ED5C1,33>=""G688")
POl I44 GOTO I86 BN 496 I=I+1
RO X456 REM EN 4%8 7 ,D%
BD 348 REM 3 RH 588 GOTO 492
ay IS8 REM ZH 582 RETURN
CH 352 = RC S84 REM
HL 354 7 “INSERT YOUR DESTIMATION" HO S86 REM %3
MZ IS56 7 "DOS-FORMAT DISK"™ RO 588 REM
ro 358 7 UD 518 HI-INTCASZ256)
ZJ X68 7 "PRESS RETURN" HL S12 LO=-A-C(HI®Z256)
PE I6Z K=155 LP S14 CLOSE B1
ZIN I64 GOSUB 468 ZN S16 OPEN 11, AalUM1,0,DS
RS I66 REM ZPF 518 POKE 858,ICCOM
FJ 368 REM %3 54 520 POKE 852,L0
RC 378 REM MC 522 POKE 853,HI
T I7Z2 7 "“CONMFIRM! HRITE? 2>*; b 524 POKE 856,L1
BN I74 KEY=8?% EH 526 POKE 857,L2
ZU I76 GOSUB 468 PO 528 MN-USRCADRICIOS))
ps 378 7 LH S3I8 CLOSE mi

0 532 GOTOD CLIME

L
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lan Finlayson’s

TUTORIAL

T INAKE

A SIMPLE
CROLLING
MESSAGE

or this edition of Page 6 [ have here a short but sweet
subroutine. It is taken and modified from a much more

complex program sent to me by Mr N C Williamson and
I thank him for it. His big program is a disk based weather
forecast application. in which he has used a great range of
menuing and prompting methods to keep the whole applica-
tion lively and varied. If you are interested in meteorology (that
is weather forecasting, not small heavenly debrisll) you will
find the program interesting. You can get in touch with Mr
Williamson through me if you send me a stamped sell addres-
sed envelope.,

Anvhow back to the little subroutine. What it does in general
terms is take a text string (that is a message!) and print part of
it on the screen then, after a short pause. move everything one
character to the left and print it again. This is repeated until
the end of the message is reached and then starts again
making the text appear to scroll continuously through the
"window” on the screen. To stop the abrupt jerk thal occurs
when the text restarts the first little bit is rewritten at the end
of the string giving a continuous flow until the message is
deliberately interrupted.

THE LISTING

The program listing has three examples of the scrolling mes-
sage. The actual messages are held in string AS and can be
seen in lines 20, 50 and 175/ 176. The strings can be as long
as vou like, but make sure the DIM statement in line 20 is as
long as the longest string you use.

I will explain the first example and leave you to follow the
others.
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In line 20 AS is dimensioned and defined. When
writing your message the last few characters should be
the same as the first to avoid a jump as the message
loops back to the beginning. Repeat a length of message
equal in length to the display window.

Line 25 clears the screen. In many instances you will

want to insert your message in a particular space on the

sereert so you will not want this clear screen command. |
have only put it in because 1 do not want the screen
cluttered with whatever is there when you RUN these
examples (you will see that it is not in examples two or
three).

Line 30 sets the variable values for the first example. C

is the column and R is the row of the start point of the

message on screen (remember to count from the top left
of the screen). L is the length of the "window" in which
the message is displayed. D is the delay constant. the

bigger this is the slower the movement of the message. X

is sel to 1 because it can be left in an unknown state if

the subroutine is used more than once in a program.

Finally M is the total length of the message - characters

and blank spaces.

Line 35 is not really part of the tutorial, it is just a
conventional static prompt before line 40 goes to the scrolling
subroutine.

Line 1100 is the start of the subroutine. The POKE turns off
the eursor so that it does not flicker distractingly as the
message scrolls through.

In Line 1120 the cursor is positioned at the start of the
message window and then in line 1130 a section of the mes-
sage L characters long is printed.

Line 1140 increments X by one, and If X is grealer than the
length of the message less the length of the message window it
resets to the beginning,

Line 1150 is a delay that slows the message so il can be
read. If you can read fast try setting D=1 in line 30.

Line 1160 is the test condition for moving on to the next part
of the program. I have just used a test for any key press (see
the articles in the last two magazines), but you can put in
whatever condition vou wish. If no key is pressed the sub-
routine goes on to line 1170 and loops back to line 1120 where
the message is printed again but one character to the right. If a
key is pressed it jumps to line 1180 where the POKE turns the
cursor back on and control RETURNS to the main program.

Example 2 is very similar to example 1, then in example 3 |
have drawn a box and put a longer scrolling message in it. |
hope this gives you some ideas for including this simple tech-
nique in your own programs. If you want help with BASIC
programming or wish to have your name forwarded to Mr
williamson in connection with the weather forecast program,
write Lo me with a SAE. My address is

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




GRALIN International

5% discount 5 Pledse indic
aksovergi0 SUrtmer Cartridge Sale i

Ace Of Aces ... 896 £12.%0 Final Legacy ... 899 £9.00 One-On-One

Archon ..o £59 fd4w Food Fight ....£55% f4.50 Basketball .. £495 £4.00
Asteroids ... 5699 £59 Galaxian .......£538 £850 Pengo ..o 99 £4.00
Ballblazer .....049 4.0 Galo ... £995 £9.00 Pole Position ...... 8598 £4.50
Barnyard Blasier £50¢ f£4.5¢ Hardball ......... 5485 £4.00 Realsports Foothall . £486 £4.00
Blue Max ....... fhos £4.00 Jousl............. £39¢ £9.00 Rescue on Fraculus #5798 £4.50
Caverns Of Mars £59¢ £4.50 Jungle Hunt ... £H=9% £9.00 Retum of the Jedi £995 £8.00
Crossbow ......... fhbes £12.50 Kaboon .......... 5298 £200 River Raid....... e £l
David's Midnight Lode Runner ... 859 £4.50 Robotron: 2084 .. £59¢ £4.5

Magic ......B59% 450 Mastentype ... 595 £3.00 Star Raiders ........ 8099 £5.90
Defender ........ 89 £550 Millipede ....... £h9s L1.50 Star Raiders I ... 8598 £4.50
Deluxe Invaders Hb9s £4.00 Missile Command 498 £4.00 Super Breakout ... £595 £1.5
Demo Canridge £+ £12.50 Moon Patrol ... 8595 £4.50 Tennis ......oue0 98 £d.00
Desent Faleon ... £595  £4.50 Necromancer ... £495 £12.50 Thunderfox ........ £9:95 f8.00

m%ﬁ;ﬂmlﬁ ﬁ:: Please send cheques/POVIMO's o Gralin International, Dept

Donkey Kong ... £%4 £5.71 P63, 11 Shallite Road, Parkstone, Poole, Dorset BH12 2BN

WO L RE M e oo - - e e
Donikey Kong Jor £59¢ £750 P&P: UK - £1.50. ECC - £2.50 + 10% value of goods.

CR Z REM % TUTORIAL SUBROUTINES * :

DT 4 REM % SIMPLE SCROLLING MESSAGES % Eastern Front ... £49s £4.00 il edialinnged donm

HU S REM % by "

CD & REM * Ian Finlayson o

0G 7 REM ¥————cmce—- HEEETIEN Ma IR S S *

YI 8 REM % MEW ATARI USER - AUG 1993 % Dus I COVEH

ayY 198 REM

UT 19 REM %%% FIRST EXAMPLE

MM z8® DIM A% C1602 :as5=" 1T T

" THREE FOUR FIVE SIX SEVEM E
[TGHT HWIME  TEW  OHNER

KM 25 7 CHR5C125)

IK 38 C=12:R=10:L=10:D=Z0:H=1:M=88

UBE IS5 POSITION 6,.8:7 "PRESS A KEY TO CONT
IMUE™

MR 48 GOSUB 1108

IN 49 REM %¥¥ SECOND EXAMPLE

TZ 58 AaS="{{{{{{{PRESS5 aAN¥Y KEY TO END THI
S DEMONSTRATIONC {{{L{{{{LLLLLL{LLLL{APR
E5S aNY KEY"™

M) 68 C=7:R=L1LZ:L=Z0:D=48:H=1:M=88

MU 78 GOSUB 1180

DV 79 REM ### DRaW BOM FOR IRD EXAMPLE

Ul 88 DIM ROMSC13)

Uy 98 RESTORE 1088:READ al,az,a3

DL 188 ROMWSCL,1)=CHRSCAL) :*OR R=2 TO0O 12:R®
OMS (R, RI=CHRS (AZ) :NEXT RIROWS (13,13)=C

SALE

We still have the following dust covers available for clearance

ONLY £2 each!

plus 50p per order postage

ATARI 8-BIT ATARI ST

600X L Computer 1040ST (FM)

800 Computer S20ST(FM)

400 Computer 354 or 314 Disk Drive
810 Disk Drive 2 x 354 or 314 stacked
X011 Cassette SM124 Monitor

1010 Cassette SM125 Maonitor

410 Cassette 5C1224 Monitor

1027 Printer SM1225 Monitor

B22 printer XXMM BO1/804

MM 801/804

R

ES
LS
DX

Fa
TO
L

Ca

Ji

oL
aT
bW
=1, |
I
EG

1I80 ROWSCL,L)=CHRSCAL) :FOR R=2Z TOD 12:R
OHS IR, RI=CHRSCAZ) :NEXT R:ROMS(13,13)=C
HRS a3}

148 POSITION 11,15:7 ROMWS

159 RESTORE 18Z28:REaAD al,a2,A3

1680 ROMSCL,iY=CHRSCAL) :FOR R=2 TD i2:R
OWS (R, RI=CHRS CAZ) I1NEXT R:ROWS(13,133=C
HRS (A3

178 POSITION 11,16:7 ROMS

174 REM ¥¥¥ THIRD EHAMPLE

175 AS="(-~<{--THIS IS THE LAST EMAMPLE
{==TRY ONE OF YOUR DMMN{——{——-{——{-—-{——-(
il Gt Bttt 2 o L

176 A5C8i,1i68)="{-—<{-—~YOULU CaN ADD IMPA
CT AND ATTRACT ATTENTIOM TO PROMPTS-{(-
=== == === (== THIS"

237 REM ¥%x DATA FOR BOX DRaAMW

1188 POKE 752,1

1128 POSITION C;R

11T0 7 A5CH, H+L)I

1146 H=H+1:IF H>M-L THEN H=1

1156 FOR DELAY=1 TO D:MEXT DELAY

11680 KEYP-PEEK(764) :IF KEYP{}Z55 THEM
POKE 764,255:G0OT0 1188

1178 GOTO 1170

1180 POKE 752,0:RETURN

HRS CAZ) PRINTERS
DU 118 POSITION 11,14:7 ROWS ALPHACOM 81 EPSON RX80 F/T
KN 120 RESTORE 1816:READ A1,02,43 AMSTRAD DMP 2000 GEMINI 10X

BROTHER HRS JUK| 5500
BROTHER HR20 MP165

BROTHER M1009 MEC P&

CITIZEN 120D NEC F2200

EPSOM FX80 PAMASONIC 1080
EPSONM FX80 F/T PAMNASONIC 1082
EPSOMN FX85 FPANASONIC KXP 1081
EPSOM FXBS F'T FPAMNASOMNIC KXP 1001
EPSOMN FX105 PANASONIC KXP 1092
EPSON GXB0 PAMASONIC 1180
EPSON LOS00 SEIKOSHA GP100
EPSON LQB00/sheet feed SEIKOSHA SP1200A1
EPSON LQ2500 SHINWA CFPB0A
EPSON LXBD SHINWA MP135
EPSON LX80 F/T STAR LC2410

EPS0OM LX86 STAR NB2410

EPSON LX800 STAR NL1O

EPSON LX2500 STAR NX10

EPSOMN MX80 F/T STAR MNX15

EFPSOMN MX100 TAXAMN KP810

LY 1808 C=1Z2:R=15:L=18:0=20:H=1:M=160 EPSON RX80
OV 200 GOSUB 1168

CEM 1701

FERGUSON CM14 PHILIPS 8533

VB 1888 ﬂlﬂTh 17,18,5 FIDELITY CM14 TV PHILIPS MODEL 20

Y0 1818 DATA 124,372,124 PHILIPS 8501 PHILIPS CMB520

TY 1020 paTa 26,18,3 b =

FT 1899 REM #%% SCROLLIMNG MESSAGE ROUTINE Check your equipment today - if it's not covered up

get a dust cover before they are all gone

REMEMBER ALL COVERS £2 each
but please add 50p p&p per order

Orders accepted by cheque, postal order, Access, Visa or Switch

PAGE 6 PUBLISHING, P.0. BOX 54, STAFFORD, ST16 1DR
Tel. 0785 213928
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LYMX: Atari Lynx with 15
gamas inc. Warbirds, Stun Aun-
ner, California Games, Chack-
ered Flag, Blue Lightning and
Batman Returmns. Also carrier
case, mains adaptor, ComLynx
cable for two player link up and
all instructions. The lat for £250
o.n.0, Please phone Jamas on
0707 330393

MEMORY EXPANSION: Yorky
258K expansion box to fit 64k
Alari BO0XL, new, unused, £E50,
also Atari 130XE, XC12 data-
corder, joystick plus games
(30+), £125. Contact Steve on
0622 757338

SOFTWARE & BOXES: Moun-
tain King ROM cartridge from
GBS software complete with box
and manual, Super Huey on
disk complate with box and
manual. Also very rare boxes
(without software); Dragon Rid-
ers of Pern, Pitstop Il, Fun With
Art, World Karate Championship
fram Epyx; Coconotes from
CBS; Ballbkazer, Eidolon, Ho-
ward The Duck, Ghostbusters,
Spindizzy from Activision, Minja
(very rare Amarican box) from
Mastertronic. | don't sell these
items, | swap them with old Atari
baxes or software made befora
1983 during the Warner Com-
munications period. Send me
your proposition, | will answer
you. Berthault, Plerre-Andre, 9
Rue De La Tour, 75116 Paris
France

MIXED BAG: 130XE, £E50;
XC12 new & boxed, E10; 1027
printer, £25; Midi Mastar || com
plete, £15; Digi Drumn Il and Re
play disks, £8 the set. Movie
Maker, Video Title Shop, Turbo
Basic, Transpack IV, all with
manuals and/or instructions, £8
each post paid. Books -
Graphics Handbook, Games for
the Atarl 400/800, The Easy
Guide 10 Your Atari G00/800XL,
all £5.50 post paid; blank 5.25°
disks qgty. 40. £12 post paid.
Disks - Star Rakders ||, Mercen-
ary & Sacond City, Pokey Play-
ar; Atarl User issue 20, 34, 48,
55 as a set; Atari User Library
dizks 24, 45, 35, 65 as a set; all
the above £3 post paid. Also
mixed bag of typed in games on
disk, about 12, Contact Syd on
0293 511708 (Crawley, Sussex)

GOOD ORDER: 130XE, XC12
datacorder, all leads and manu-
als, power pack, lots of car-
tridges and cassettes, joystick,
trackball, PAGE & mags, £65
o.n.o. AF. Surrey, 39 Luton
Road, Faversham, Kent ME13
BHO. Tel. 0795 535133 any
time

HARDWARE: 600XL, Atan
1064 memory upgrade, 1010
data recorder, 1050 disk drive
Philips portable b'w television,
F.C.C. parallel printer interface,
£150 o.n.o.; 130XE, XF551 disk
drive, XC12 data recorder,
XEP20 80 column display adap-
tor and AtariWriter 80, Philips
BO monochrome monitor, £250
o.n.o. Call 081 807 2258 for de-
tails of the above and available
software/applications or write to
81 Kenton Road, Kenton, Har
row, Middx, HA3 DAH

lsswe &3 - Mew Adari User

FOR SALE ..

SURPLUS: Reducing large sys
tem to more usable size. 1 Mag
XE, 256k XL, 6 x 105(0's, 850,
1010, XC12 panter interface
etc. etc. Please send SAE to
M.G. Rice, 29 Copse Road, Fly-
mouth, Devon, PLT 3PZ or
phone 0752 344650

XL SYSTEM: 800XL (neads
attention), two 1010 recorders
{1 for spares only), 1050 drive
with W_P. switch, leads and
power pack plus 70 disks, 5 car-
tridges, some cassettas, touch
pad and paddies. Also Atari
User magazines June 85 to
April 88 (2 missing), four from
wolume 4 and PAGE 6 issue 28
onwards (2 missing). E75. Cash
preferred. Could deliver locally.
Phone Sue Thompson 0532
B70212 (Kippax area)

XE SYSTEM: 130XE with XC12
tape deck, Invitation to Prog-
ramming 1, 2, 3, Easy Program-
ming ook, 5 games and a car-
tridge also included, £95. Also |
have an BOOXL with tape deck,
5 games and a cartridge, £50. A
joystick with each. Phone John
on (051) 523 9966

XE SYSTEM: 65XE computer
with 1050 disk drive fitted with
US Doubder, joystick and over
100 games, £110. Tel. Sheffield
306795

XE SYSTEM: 130XE, 1050
drive, 1027 LQ printer, B850 in-
terface (necessary if upgrading
printer), all manuals, joystick,
Mini Office, Visicale, Atari Witer
Plus and several gamas, £E100
Phone D81 979 0856, Buyer col-
lects (Hampton, Middx.) or pays
postage

COMPLETE SYSTEM: 130XE
with parallel printer interface
and Ultramon fitted, 1050 with
US Doubder, 1050 with Happy, 2
1010 recorders, 850 interface,
touch tatdet with Atari Artist car-
tridge, Voice Master, Pilot, Mic-
rosoft Basic 2 and Assembler
Editor cartridges, Replay car
tridge, Mapping The Atari book.
I also include around 50 casset-
te games, 15 original disks and
a few PD disks, Offers around
£275 welcome. | will throw in a
very old but fully working 800 as
well. Flease contact by phone
on [0522) 546145, Please leave
your phone number with my
HUMAN answering machine if |
am nat in or write with your offer
to lan Wiseman, 13 Swift Gar-
dens, Lincoln LN2 4MA

SOFTWARE: | have Tank Com-
mander, Transmuter, Arkanoid,
On Cue, Thrust, Storm, Power-
down, Gridrunner, Kikstart,
Zybex, Tanium, BC's Quest for
Tires, Galactic Empira, Dam-
busters, Starfish, all original
cassettas. All 15 for £25 or any
reasonable price, highest bidder
gets tham, no splits. Write to A.
Bonisema, Euvelgunnerweg 10,
8723 CT, Gronigen, Holland. Or
maybe swap cassettes for
something else

XE SYSTEM: 130XE, Compu
terhouse controller card, 1050
disk drive with readwrite swilch,
Happy, US Doubler, joysticks
lots of books, games, mags efc
£150 o.n.0. Tel. 0343 842283

BOOKS ETC.: Atari B-bit books
magazines and some disks for
sale to anyone interested. Send
SAE for list to J B Staff, 22
Gawsworth Close, Bramhall
Stockpon SK7 2BB

MACHINE CODE SYSTEM:
MAC/ES assambler cartridge
and manual, £40; Machine
Code Tutor (2 cassettes and
manual), £10; De Re Atari, £10;
Technical Reference Notes,
£15; Machine language For the
Absolute Beginner, £4. Tel. 0908
671133 or write to 564, Bossiney
Place, Fishermead, Millon Keynes
MKE 2EG

ST AND XL: 520STFM, mouse,
joystick and 10 games, £125;
BOOXL, 1050 disk drive, loads of
software (games, adventures
and serious) plus loads of
books, £125. Phone 0832
TBOTET

XE DISK SYSTEM: 130XE.
1060 disk drive, Midi Il music
interface, joystick, disk box
some software and blank disks
many magazines in binders,
£110 ovno. will deliver if be-
rween Leics and Yorks, Also
Atari 400 and 410 recorder,
joystick, some software on tape
and ACM, 800XL with one key
not working. Offers. Tel, 0572
TT0544

PRINTER AND MORE: 1029
dot matrix printer, £50 hardly
used and many games on cas-
safte, a bargain at only £1 - £2
Marw top titles, For further infor-
mation please phone Faisel on
071 359 6924 on weekdays
after 5.30 or at any time on
waekands

XL SYSTEM: 800xL, 1050 disk
drive, 1010 tape deck plus old
800 and 810 disk drive. Soft-
ware on cart., disk and cassette
inc. Midi Master, Replay Sam-
pler, Star Raiders, Dalender.
Manuals, books and mags inc.
De Ae Atari and Mapping The
Atari. Only £150 the lot. Phone
Paul on 0903 BB4073 after Spm

VARIOUS: SupraModem 2400
plus. Excellent condition, under
a year old, boxed with manual,
ST lead, mains unit, varous PO
Comms softwara. Has only
been used for 1 hour. R@ason
for sale - not my scenel Price
£88; Software on cassatte,
Zybex, Mirax Force, Feud
Titan, Boulderdash IV, King of
the Ring, Cosmic Pirate, Master
Chess, Space Rider Jet Pack
Co.,BMX Simulator, Despatch
Rider, Chuckie Egg, Thrust,
Atari Writing programs 1 & 2 +
Atari joystick Sketch Pad and
sample programs, Hardball,
Tomahawk, Gauntlet, All £2
each or £15 for the lot, postage
extra (heavy cassettes). Smash
Hitz 7, Atari Compilation &, £3
each or £5 for both, plus 50p
p&p. Most of the games are
within one year old. Tel. Bright-
on 0273 BE3630 or wrile 10
Daniel Baverstock, 199 Mackia
Avenue, Paicham, Brighton,
BN1 BSE

WANTED

ADVENTURE WRITER: Or is it
Adverture Creator? Carridge
reqguired, must have decent in-
structions but I'l either pay a
good price or | might swap it for
something alsa_ If you can help,
please contact Kevin Cooke, 35,
Buddle Lane, St. Thomas, Exe-
ter, Devon EX4 1JH

MAGS: Old ANTIC/ANALOG
mags wanted. Also PAGE 6
mags issue 32 or earlier. Disk
nol necessary. Also want origin-
al copies of Basic XL, Basic XE
and Microsoft Basic |l - must be
complete with manuals. Write 1o
Dave, Pen-Tyddyn, Capel Coch
Llangefni, Anglesey, Gwynedd
LL7 7UR

SUPERBASE: Wanted, a copy
of Superbase 123 database
program. Phone Ashford, Kent
0233 645494 after Tpm or write
to Mr. 5 Berry, 17 Old Pond
Road, Ashford, Kent TH23 20X

WANTED: Any information,
manuals, user guides, hand-
books on the Indus GT for Atari
XE. Also a power supply adap-
tor for Indus GT. Please contact
Jack lies. Tel. Rickmansworth
720756, | will pay any reason-
able price or cost involved. 43,
Fuller Way, Croxley Green,
Rickmanswaorth, Herts, WD3
aPL

WORLD CUP MANAGER:
Wanted on cassefta, also Table
Football. Will pay generously or
swap. | have a few rare games.
Write to Simon Reader, 8 S5t
Peters Close, Brimsworth,
Rotherham, 5. Yorks S60 Sk

FUN WITH ART: Cartridge wan-
ted. Good condition, anginal in-
structions. Will pay good price
and all Airmail postage costs
Wit to G.T. Lyons, 304 Bay
Street, Brighton-Le-Sands,
NSW 2216, Australia

SOFTWARE WANTED: Pre-
ppie | on tape, The Freazer by
Digicomm on disk. Please write
to Mr. P.A. Cole, 29 Frttenden
Close, Stanhope, Ashford, Kent
ThZ3 25X

PEN PALS/HELP

PROGRAMMERS: Are you an
avid Atari programmer? Want to
know more about your favourite
machina? Or do you want help
with graphics or sound for a
game you're writing? Then why
not join The Atari Classic Prog
rammer's Club! Send SAE for
turther details to; ACPC, Pen
Tyddyn, Capel Coch, Llangefni,
Anglesey, Gwynedd LLT7 TUR,
Walas

ST OWNERS: | am looking to
start up a disk magazine 1o
entar into the public domain. No
monay is invalved whatsoever.
If you have any ieas, prog-
rams, pictures, articles, reviews
etc. which you would ke to put
in the catalogue then please
send them (preferably on disk)
to A. Marsh, 1 Underhill Cot-
tages, Peena, Newington, Faol-
kestone, Kent CT18 BBE

THE GRIM REAPER: Issue 10
now available for your XLXE
To receive a copy send a disk
and SAE to TGR, 17 Litton
Bank, Gamesley, Glossop,
S5K13 9HF, TGR will not run on
B0 drives.

CONTACT: | own a 65XE and
1050 drive with doubler chips. |
would like to make contact with
other users with a similar setup
Please write to: Jefirey Michas|
Foster, 57 Ripley Close, Sal
ford, M5 4BY

TWAUG: Tyne and Wear Atan
User Group. A bi-monthly newshet-
ter and disk for the Atar 8-bit com-
puter, The newsletter consists of
32 pages full of artiches, reviews
and many useful hints and lips

For further information, write to
TWALUG. P.O. Box B, Wallsemnd,
Tyne & Wear, NE28 600

PENPALS: Wanted to swap
games, tips etc. | have quite a
large amount of gamas mainly
sport sims and arcade adven-
tures. Write 1o Simon Reeder, 8
5t. Peters Close, Brimsworth
Rotherham, S. Yorks 560 SNJ

HELP: Someone wanted who
can teach me assambly lan-
guage or can someone give me
some sart of documentation
about this type of programming.
Everybody's welcome, maybe
we can start a sort of exchange
assembly club or such. What ya
think? Write o A. Bontsema,
Euvelgunnarweg 10, 9723 CT,
Gronigen, Holland

MAMNUAL: Could anyane help
with getting the manual of the
Panasonic KX-P 1081 printer,
also looking for some spare
parts for this printer such as the
paper lever for holding down the
paper and something that used
1o be on the printer but | don't
know what (| found the printer).
Write to A. Bontsama, Euvel-
gunnerweq 10, 9723 CT, Gro-
nigen, Holland

PRINTER HELP: | have a
Citizan 120D+ printer and am
not sure if | have set it up cor-
rectly. Has anyone got any
notes they are willing o offer on
how to do this? In particular how
to use with AtariWriter Plus,
Please write to Diane Heyes

13, Verna Street, Ramsbotiom,
Nr. Bury, Lancs BLO 8HZ

CONTACT Is FREE of charge and may be used by any
genuine Atari enthusiast for contacting other owners. Any
notice may be included except those offering software only
for sale or exchange or those offering ftems for sale com-
mercially. The Editor reserves the right to omit or edit any
notice received at his discresion. If space is tight. notices

may be shor
telephone nur

Send your CONTACT notice to

ed and addresses may be omitted with only
ers being published.

“ONTACT, PAGE 6. P.O.

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

. WANTED ... PEN PALS ... ADVICE ... HELP ...




THE ACCESSORY SHOP

ISSUE 63

ALL NEW SOFTWARE!

SPITFIRE ACE

Another cracking flight sim from Microprose. Set
in World War Il, this challenging simulation will
see you sent on missions to Cologne, London
during the blitz, France for the D-Day invasion
and Morth Africa. Outstanding graphics, multiple
scenarios, head to head combat for one or two
players. Spitfire Ace comes from the writers of
F-15 Strike Eagle and Silent Service so you know
it's going to be good.

OUR PRICE £5.95

CASSETTE
ONLY

We are pleased to present dozens of items which
have not been featured before in the Accessory
Shop and there’s more to come in future issues.
We've invested in this stock to help support your
Atari over the coming year and we are relying
on you support us. Keep the Atari flag flying
high!

REMEMBER -
MAKE A COMMITMENT

WIZARD OF WOR

: Descend into the Dungeons with your
g | e squadron of Worriers to battle a host of

g monsters both visible and invisible and the
Wizard himself. Survive the changing pat-
terns of mazes, fight in the arena, the Wor-
lord Dungeon and the Pit. Can you defeat
the Wizard of Wor?Recommended by John
Sweeney in a past issue of NAU,

O’RILEY’S MINE

Help O'Riley dig deep underground in search of
coal, oll, gold rubies and diamonds in the out-
back of California. Great dangers await in the
mine and various unknown creatures have been
disturbed by O'Riley's digging but they can be
killed by dynamite. This is of course if you can
place it correctly. If you don’t you could blast
through to a subterranean river in which you will
surely drown.

ROM
CARTRIDGE

OUR PRICE £6.95

CASSETTE
AND DISK

OUR PRICE £4.95

BARNYARD
BLASTER

Get yourself a light gun and have
some fun with some real down-
on-the-farm target practice.
There's critters, bottles and wvar-
mits everywhere in the barn, in
the yard and out on the cornfield.
If you can't hit the moving
targets you can play havoc with
the veggies. If you get hold of a
light gun then Barnyard Blaster
is fun all the way.

ROM CARTRIDGE
OUR PRICE JUST £5.95!

RAMPAGE

Iit's rough and tumble all the
way as you control three in-
credibly nasty characters
which bear a remarkable re-
semblance to King Kong,
Godzilla and Wolf-man
through an orgy of destruc-
tion in Chicago, Mew York
and San Francisco. You have
150 days of destruction in 50
different cities. Time for
some revenge!

DISK ONLY
OUR PRICE £3.95

SHANGHAI

One of the most addictive and
most relaxing games of solitaire
is Shanghai, based on the classic
Chinese game of Mah-Jong. The
object is simply to remove all the
tiles by matching pairs which can
be slid out either right or left. It's
50 simple that you might wonder
where the challenge is, but the
144 tiles can be laid in an almost
infinite number of ways and you
will never play the same game
twice. Can you beat your last
score? You will want to try again
.. and again.

DISK ONLY
OUR PRICE £3.95

TOUCHDOWN
FOOTBALL

Yes it's real American football on
your Atari with great 3-D graphics
and animation for 1 or 2 players.
Choose offensive or defensive play
and be ready to run hard. Don't
worry if you don't know the rules,
as everything Is explained. Your
players are controlled by the joys-
tick which gives eight types of
move depending on the type of
game you are playing. It will take a
while to master but when you are
up and running the adrenaline will
be running high!

DISK ONLY
OUR PRICE £3.95

RUFF AND REDDY
IN THE SPACE ADVENTURE

Ruff and Reddy have agreed to test Professor Flipnoodies Pocket Rocket, At blast
off something goes terribly wrong and the rocket spins wildly out of control,
heading off into deep space. It crash lands on a planet inhabited by small blue
aliens. Some of these have been lost on another planet and the only way that Ruff
and Reddy will escape is to find the missing aliens. Great cartoon fun with

excellent graphics.

CASSETTE ONLY

OUR PRICE £2.95

YOGI BEAR & FRIENDS
IN THE GREED MONSTER

Yogi's Treasure Hunters receive a call from Top Cat saying "All the
toys in the world have been stolen”. It's their job to find out what has
happened to them. Excellent graphics, animation and cartoon fun
make this a great addition to your collection. Reviewed in New Atari

User and highly recommended.

CASSETTE ONLY

OUR PRICE £2.95

R T PP
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More new software

TEMPLE OF APSHAI

A classic role-playing game in which you
can explore 200 rooms trying to discover
up to BO treasures. You will meet skele-
tons, zombies, spiders and wraiths on
your travels and you must choose whether
to fight or flee or bargain for weapons and
treasure. This graphics based RPG is of
intermediate difficulty for ages 10 to adult.

CASSETTE
ONLY

OUR PRICE £5.95

RESCUE AT RIGEL

A role playing game set in the science
fiction universe of Starfleet Orion in which
you must find your way through a maze of
corridors, chambers, graveshafts and tele-
portals to try and rescue 10 of your col-
leagues taken prisoner and held in a maze
like alien moonbase. This real time game is
different every time you play and is recom-
mended for ages 10 to adult

OUR PRICE £5.95

CASSETTE
ONLY

CANYON CLIMBER

Picture yourself at the foot of the Grand Ca-
nyon with the Colorado river at your feet with
the only way out up the sheer walls. You will
need to keep your wits about you as you
climb, for mountain goats, savage Indians
and flying birds will all try and knock you off
the sheer cliff face. You have dynamite
though and if you can place it just right you
might, just might, get to the top

OUR PRICE £3.95

CASSETTE
ONLY

DATESTONES OF RYN

More role playing adventure in the Dunjon-
gquest series in which you are working against
the clock to recover the Datestones of Ryn
which have been stolen by a band of rogues.
This game is in real time so it's a 20 minute
race against the clock to find the blaggards
and recover the stones. It's a different game
every time you play so if time runs out you
can try another day.

OUR PRICE £5.95

CASSETTE
ONLY

CROSSFIRE

You are alone in a deserted
city surrounded by aliens who
shoot lasers from every direc-
tion. Your movements are con-
fined but you haven't given up.
If you are to survive you'll have
to concentrate on where the
shots are coming from other-
wise you'll be caught in the
CROSSFIRE. One of those fair-
ly simple yet highly addictive
games.

CASSETTE ONLY
OUR PRICE £2.95

THE E FACTOR

The E factor represents the amount
of time the energy sources on the
planets in our galaxy will last. Many
planets need emergency fuel cap-
sules delivered if they are to sur-
wvive. You must plot the interplanet-
ary course and guide your craft
through the quadrants filled with
obstacles such as space mines,
alien fighters and spinning aster-
oids. Can you complete a mission
and deliver your energy crystal be-
fore another planet calls on your
services?

DISK ONLY
OUR PRICE £3.95

THE COUNT

One of Scott Adam’s famous
graphic adventures in which
you awake in an antique brass
bed in a dank, desolate castle.
It soon looks like you are
going to meet a certain toothy
Transylvanian Count who goes
by the name of ... Draculal Will
you escape or become one of
the living dead? An adventure
with full graphics, moderate
level for ages 10 to adult.

DISK ONLY
OUR PRICE JUST £2.95!

ARCHON

A unigue battle combining ele-
ments of fantasy with the strate-
gy 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. They
cast spells, throw flames, even
take on each other's shapes and
characteristics. You can play the
Light or the Dark either alone or
with another player. A totally uni-
que game.

ROM CARTRIDGE
OUR PRICE £7.95

ESCAPE FROM DOOMWORLD

A three stage arcade space game in which you must first find the
energy cells, key, map and rocket then fly your ship to pick up the
scientists stranded on Doomworld, Finally you must locate and
pick up three bombs that will destroy the planet and the aliens
who were responsible for the capture of the scientists. An enter-

taining arcade romp.
DISK ONLY OUR PRICE £3.95

KING OF THE RING

Well, you see, Harry there ain't been too many boxing games on the Atari
but this one's a real cracker. Guide your boxer through training and fight
preparation to grab a chance at the World Champlonship. There are up to 20
opponents, 8 rounds per contest and If you can win just four fights you gel
the chance to fight for the title, It's thrills and fun all the way in this unique
combination of strategy and arcade action.

CASSETTE ONLY OUR PRICE £3.95

SNOKIE

In the frozen north lives a little known race called ‘sno-birds’, highly
intelligent creatures that are good at jumping but who cannot fly. The
particular bird in this arctlc remp Is called Snokie and he has been
separated from his girtfriend Cara by evil ‘grodies’ who are holding her
prisoner in a deep snow cave. Can you help Snokie find her? 1 or 2 players,
animated graphics, high speed or normal play with seven time controlled

game phases.
CASSETTE ONLY OUR PRICE £2.95

S.S. ACHILLES

An alien life-form has breached your star ship's security systems
and is growing at an alarming rate. Can you keep the toxic fungus
and its fast travelling spores at bay while you salvage what you
can from the ship? You must keep vital corridors open and check
the scanners for new growth, but above all you must ensure that
your escape route to the shuttle is kept open.

DISK ONLY OUR PRICE £3.95
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YOURS FROM ONLY 95p EACH INCLUDING POSTAGE

Prices start at £1.95 each and reduce according to how many you buy ...
you can mix these with our regular cassettes shown on the inside front cover

Now you have OVER 40 cassettes to choose from!

TWILIGHT WORLD

Enter the Twilight World. Equipped with the
latest in anti-gravity pods and Laser weaponry,
hII.'I.Iu your way through each of the sleven

ing their fier y devicus in-
hlblunll along the way. & game 'I'rqrn Atari
themsetes!

. AZTEC CHALLENGE

| Al the ancient Mexican pyramid of Tenochtitisn
i the Aziec gods have demanded a human sacri-

i fice, You are one of the chosen! Your only hope
|| of escape is to survive a series of tests in

i which your agility and stamina are pushed to

b| the limits. Over the centuries your race has

| deweloped amazing abilitles i running, jumping
and leaping - your only chance of surviving the

epic Artec challengs.

WORD OLYMPICS

A marvellous educational game of skill, reac-
tiom and intelligence. Play Waord Olympics on
your own or against a friend and ses just how
quickly you can solve the anagrams. Six reces
can be chosen with up fo 5§ modes of operation.
An entertalning diversion for those who like
wiord gAMmes

. QUEST FOR ETERNITY

s your chance to become an Overlord of the
Universe. It's time 1o take the lest. Faillere
maans a fale worse than death, a wisit from the
Battlegroms of Vragus V. &l you have 1o 8o |8
gt & disused lebsportal booth to wark. Unfor-
tunately it's 2,000 light years away on & slighily
hostile planel. An adveniure set aboard a space
ship that will accept 98 verbs and 162 nowuns

SCREWBALL

You sre Screwball and yvou have 5) seconds fo
change the colour of sl the squares that sur-
roiend you, Menscing you all the time are the
Biack Bugs, and they sure are mean, They aven
cheat by somatimes nol even walking on the
agquares. Kill the bugs by digging holes for
them to fall through.

MOUNTAIN BIKE RACER

Ther mpuntain bike (s the witimate all-terrain
cycle and this game has you on the mosi hazar-
dous course you can imagine. Hang on as you
race against the clock and buy the tools ywou
naesd to halp you on your way

STACK UP

Thi ultimale arcade gamea, mixing fasi reac-
tions, skill, and brain punishment in superbly
mddictive quantities, Disintegrate the stacks and
gather the huge scores that glve you access bo
. the pressure frames, Stack Up is & must for all
arcade freaks - stack untll you dropl The Clas-
sic version of Tetris,

LEAPSTER

Henry Leapsier just has to get to school on
Eime. He must frovel across bowen, Through
hiisaes, & missile hase (weird lown thisl), a
grave yord and finally to school, He must col-
lect objects on each screen whilsl being pur-

L . susd bry coars, missiles, troops, zombles stc. If

you make it fo school you still have to avoid the

paper planes, armows and springs thal drop
fraem the floor above. Weird or what?

CLOAK OF DEATH

Strarnge whil bets you'll accept after a few pinis
in thee bocal. 'Easy’, you said, 'Stay a night in the
ol house, it's only been emply for 30 years'.
These words echa in your head s the door
closes behind you. Try 8 you mighl, you can't
open it sgain. 5o you begin a graphic advemure
o try and escape. Somehow you will wiah hai
¥ hadn't sccepbed that bet!

ARCADE FRUIT MACHINE

Arcade Frult Machine has all the featlures aaso-
clated with the best bandits in one fantastic
machine. The specially developed CASH ‘n'

! . GRAB machine requires you io use your braing,

L or it will clean vou out, Arcade Fruit Machine is
. no simulation - i is the real thing!

THRUST

The resistance is about fo launch a major offen-
&lve against the Intergalactic Empire. They have
caplured several battle-grade starships but they
lack the power sources. ¥You have 1o anter the
Empire’s storage planels and steal the sup-
plies. Batteries of guns make the task one that
only tha besl players will survive, Fast, colowr-
ful, exciting sction all the way.

MORDON’S QUEST

Thia advanture lakes plece over many
thousands of years and it |s your gussi o save
tha universe Trom destruction. Your journeys
will take you to many fascinating worlds both
ancient and futuristic snd you will have adver-
saries 1o outwitl and hazards to overcome. Are
you prepared o tackle this complex texi sdven-
ture with over 150 locations?

DIAMOND MINE

Guide the pipe through the mine towards the
dismonds avoiding walls and bugs. H you hit a
wall or bug then twice as much pipe |s lost. If
you reach the diamonds or the plpe |8 aaten by
bargs only that length is used. Each level the
pipe gets shorber, How long can you survive?

ONE MAN & HIS DROID

Time is againat you in your efforts to round wp
th alien sheep and 1o (eleport them back to
earth in this fasl moving, colourful arcade)
strategy gamae. Foriunately, your taithiul droid
who can Ty, dig and tunnel is & your side

O hasriie Bl

CHUCKIE EGG

Whio'd have thoughtl & country farmyard could
| be so stresstul? You must collect all the eggs

bafore this nastien ol oul and a8 ug all your
corn, watch oul for the crary duck - il she gets
ol of the cage, you're in real irowbles! You musi

. collect all the eggs to procesd 1o the next

DEATH RACE

Drive &t speeds of up o 300 mph theough fown
and counbry, day and night, 1o overlake the TO
Cars that |ef yoin stalled on he slarting grid.
Your reactions will need to be like ightning as
thi slightes! mistake will mean inglan death.

.| Can you save Penguin Willy from the ferocious

miutant sea lions? Stun them by knocking them
againgt the walks or crush them 1o a horrifying
denth with sliding ice blocks. High speed
arcade action game, full colowr graphics and
mausic.

. UP, UP & AWAY

Fill up with batane gas and ballast and away
you go. The skill lewel you have chosen varies:

C e wimd, number of lives, sand and Tusl levels,

Ignite the gas and you rise up, release hot air

. and you descend. Dumping ballast helps if the

a8 rums oul. Watch out for punkoids, kamikare
pllots, seagulls and aven lightning, I8 danger-
ous up thers!

| ROBOT KNIGHTS

£ Can you save Futureworld? As a Robol Knight
| you are equipped for the job. The threat of the
. evll Otio's monster creation could destroy the

whale of Fuluréeworld. You will, of course, have

@%F to defeat Otio's guards the Zombies. ¥ our mis-

slan s to waork your wy through Ots's
dungean, find the laboratory and destroy Otto
and his monster.

% BMX SIMULATOR

A brilllant version of the spic Cad4 gama. Eye in
the sky viewing - amazing realistic simulation,
the starling ramp, burms, bemps, waler
splashes eic. all have realistic effect on the
rider. Two player option and seven diffgnant
courses will test sven the besl games player

ASTRO DROID

Alone you must take on the might of the Rel-
dan's mega invasion ship. The target is Earth
and you are the only thing in the way, As the
most destructive maching in the known gakaxy,
you have the ability 1o transform into an imvisi:
ble attack fighter. Your wits and firs power are
the anly things that will win the day! Destroy or

be destroyed.

SOME TITLES ARE IN SHORT SUPPLY SO PLEASE SELECT A FEW ALTERNATIVES
Any one cassette £1.95 - any two £3.50 - any three £5.00 - any 4 £6.50 - any five £7.50
or select ANY TEN CASSETTES FOR JUST £9.50!

All prices are inclusive of postage

CHECK THE INSIDE FRONT COVER FOR ANOTHER 20 CASSETTES T0 CHOOSE FROM!
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Some new ... some old ...

THE ETERNAL DAGGER

DISK
ONLY

A highly recommended follow up to
Wizard's Crown, this fully graphics based
fantasy role playing game will keep you
entranced as you battle through the wilder-
ness in search of the enchanted weapon
that alone can save the folk of Middle
World. Full of magic, mystery and intrigue
this is one of the best adventures on the
Atari.

OUR PRICE £6.95

BATTALION COMMANDER

CASSETTE
ONLY

An exciting real-time tactical game with you as
lieutenant colonel in charge of an entire
armoured battalion. Choose from five different
scenarios from a training mission against a
Soviet tank battalion to tough assignments
against the Chinese. You can adjust the relative
strengths of your forces and the opposition and
choose from 40 different terrain maps and five
different scenarios. Enough variety to last for
yaars!

OUR PRICE £4.95

QU ESTRON

A fantasy adventure with full graphic play set in
a magical world. The book of Questron enclosad
will tell you of its History, Tales and Monsters as
you, a mere surf but appointed by the king as
Defender of the Realm, explore an unknown
world. If you can find Mantor and steal his Book
of Evil Magic your task will be done but that is a
long way away both in time and travel. Train and

TRAILBLAZER

A classic 3-D game in which you control
your ball on an ever changing grid rushing
towards you at breakneck speed. Keep an
eye on the task set and try to avoid the
chasms on either side. Hard to explain, but
great fun to play with superb graphics, this
is one of the classic games on the Atari.
For 1 player or 2 players together with split

DISK
ONLY

fight hard and you will succeed.

OUR PRICE £5.95

DISK
ONLY

screen action.

OUR PRICE £3.95

FIELD OF FIRE

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

DISK ONLY

OUR PRICE £6.95

PACMAN

What can you say? Surely one of
the all time arcade classics that
should be in everyone's collec-
tion. A game that can be played
by adults-and children alike with
equal fascination. Very few of
these ROMs are left now and
your collection is not complete
without this all time classic.
Soon it will be gone forever.

ROM CARTRIDGE
OUR PRICE £6.95

TRIVIAL
PURSUIT

The classic board game translated
to the Atari with added question
power. Now you can answer ques-
tions presented with music and
graphics as well as straight text. An
Ideal family game or one you can
play on your own. Over 3,000 ques-
tions and all the mechanics of the
game taken care of by the compu-
ter. Trivia has never been so much
fun and has never been available
before at this price!

DISK ONLY
NOW ONLY £2.95!

PANZER
GRENADIERS

In this exciting solitaire wargame you
make the decisions for a regiment of
the elite armoured infantry attached to
the Panzer Grenadiers. Your forces
glso include mortar, artillery, Panzer
IV, Panther and Tiger units. The Aus-
sian enemy is directed by the compu-
ter which will fiercely challenge you
with its own complement of infantry,
tanks and anti-tank guns. Three levels
of difficulty, joystick control, hi-res
graphics.

DISK ONLY
OUR PRICE £7.95

DECISION IN THE DESERT

Take command atl the Battle of El Ala-
mein. You can lead either side in this
accurate simulation from the creators
of F-15 Strike Eagle

CASSETTE
OUR PRICE £5.95

DECISION IN THE DESERT

Take command at the Battle of El Ala-
mein. You can lead either side in this
accurale simulation from the creators
of F-15 Strike Eagle

DISK
OUR PRICE £6.95

MIG ALLEY ACE

An aerial combat simulation set in
Korea with 3D graphics, cockpit in-
strumentation, different skill levels and

much more DISK
OUR PRICE £6.95

COLOSSUS CHESS 4

Claims to be the best chess program of
all. The writers of Sargon Il would dis-
agree, but there is no doub this is a fine
chess simulation particularly for adv-
anced players

CASSETTE ONLY
OUR PRICE £3.95

STAR RAIDERS Il

The original Star Raiders updated with
better graphics and sound. A great fol-
low up to an all time classic that set
new standards

ROM CARTRIDGE
OUR PRICE £7.95

BLUE MAX

Everyone must have heard of this
World War Two 3-D flying game. We no
langer have the ROM cartridge but this
classic can be yours on disk dirt cheap!

DISK ONLY
OUR PRICE £2.95

SUN STAR

The Sun Star is the fastest and most
powerful crafl ever built and you must

pilot it to recover crystals from the
solar grid. A slightly different game.
DISK ONLY

OUR PRICE £2.95

FS2 SCENERY DISKS

WE HAVE A LIMITED
NUMBER OF SCENERY
DISKS IN STOCK
AT £9.95 EACH
- PLEASE PHONE
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ZAXXON

One of the all time classics for the Atar, Zaxon set
new standards with its unigue 3 dimansional battle-
field and great graphics

CASS OUR PRICE £2.95
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 OUR PRICE JUST 95p
FIGHT NIGHT

Fight Night brings you all the thrills of the boxing
ring as you face the most brutal fighters ever in five
separate battles, 1/2 players,

ROM OUR PRICE £7.95
SPEED HAWK

One of Atari's last games for the B-bit can now be
yours at budget prica! A smoothly scrolling arcade
game in which you must defend the ring worlds of
your solar system from pirates.

CASS OUR PRICE £2.95
NATO COMMANDER

You are commander of Nato and your task is to
defend Europe from Soviet invasion. Top class
graphics, five scenarios

DISK OUR PRICE £5.95
PANZER GRENADIER

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

DISK OUR PRICE £7.95
NIBBLER

Slinking through an unknown land Nibbler finds
himself in an iridescent world of constant change
As time grows short his body grows longer and he
risks running into himsedf. Can he survive?

DISK OUR PRICE £1.95!!

KENNY DALGLISH
SOCCER MANAGER

The ultimate in football management games. Every-
thing you could ever think of is included in a foothall
management simulator - stunning top-notch full col
our graphics and a fun-packed game design.

CASS OUR PRICE £2.95
JINXTER

An adventure from Magnetic Scrolls, the team that
set new standards in adventure design Reguires
1050 or XF551 drive

DISK OUR PRICE £7.95

JEWELS OF DARKNESS

Three superb, classic, adventures with full colour
graphics. Choose from Colossal Adventura, Adven-
ture Quest or Dungeon Adventure as you take on
the challenge of the mythical worlds created by
Level 9. The Premier collection nicely packaged
with a 64 page book

CASS OUR PRICE £5.95
LANCELOT

Level 9 recreate the time of wizards and the
Knights of the Round Table in a three par adven-
ture spanning the complete saga of the quest for
the Holy Grail. Superbly researched and superbly
written this text adventure is full of atmosphere and
highly recommendead,

DISK OR CASSETTE
OUR PRICE £5.95

ZORK 1

One of the most famous adventures of all ime.
Classic Infocom in the original box and packaging
A real bargain!

DISK 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 lackles, select plays and mora.

ROM OUR PRICE £7.95
EASTERN FRONT (1941)

The classic war simulation by Chris Crawford that
astounded Atan users when it was released. Based
on Operation Barbarossa on the border of Russia.

ROM OUR PRICE £6.95
SUPER BREAKOUT

Breakout was the onginal simple yet totally addic-
tive game and this enhanced version will provide
even more addictive fun. Needs paddles

ROM OUR PRICE £3.95
ONE ON ONE

Play basketball with two of America’s top players in
this great sports simulation which features realistic
offensive and defensive moves

ROM OUR PRICE £7.95
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
QUT BOX BUT WITH FULL ORIGINAL MAMUAL -

DISK LOW PRICE £4.95
MAXWELL'’'S DEMON

A simple yet challenging puzzie game which will geat
you totally addicted. In fact two games in one for

double the fun
DISK OUR PRICE £1.99

MR ROBOT & HIS
ROBOT FACTORY

One of the most famous platform games that has
you running and jumping over everything in sight. A

really classy game
DISK OUR PRICE £1.95

STRANGE ODYSSEY

At the galaxy’s rim, there are rewards aplenty to be
harvested from a long-dead alien chilization. Fabu-
lous graphic adventure

DISK OUR PRICE £4.95

APPLICATIONS

LETTER WIZARD

For those who need a little more sophistication in a
word processor, Letter Wizard gives you all of the
features you would expect

DISK NOW ONLY £5.95

INVITATION TO
PROGRAMMING 2

Entitled Writing Your Own Programs, comprises
TWO cassettes and TWO workbooks and does not
require Invitation To Programming 1

CASS OUR PRICE £2.95
MUSIC PAINTER

An exciting educational program that helps to teach
music by using colours instead of notes. For chil-

dren or adulls alike
DISK OUR PRICE £7.95

BASIC CARTRIDGE

Some programs, espacially some early public do-
main programs won't run on the XLXE but they will
if you plug in the old version of Basic

ROM OUR PRICE £3.95

EDUCATION

JUGGLES RAINBOW

A first computer expenence for children aged 3to 6
that teaches the concepts of above, below, left and
right plus letter recognition

DISK OUR PRICE £5.95
JUGGLES HOUSE

Ancther for 3 to & year olds teaching the concepts
of inside, outside, upper and lower with Juggles
House and Toyshelf.

CASS OUR PRICE £5.95

BOOKS

EASY PROGRAMMING FOR
YOUR ATARI MICRO

This book went out of print 3 years ago and we
have been searching for a replacement ever since
We are absolutely delighted to have found more
stocks of one of the best beginner's books ever
published.

REDUCED PRICE £4.95
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

OUR PRICE £1.50

WRITING STRATEGY
GAMES

If you are fed up with simple arcade style games
but are not sure of the maths required in writing
‘thinking' games like chess here is a book that will

help you out.
OUR PRICE £1.50

ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM ENCLOSED WITH THIS ISSUE OR WRITE TO
PAGE 6, P.O. BOX 54, STAFFORD, 5T16 1DR

TELEPHONE ORDERS ACCEPTED ON 0785 213928 USING VISA, ACCESS or SWITCH
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PD

Paul Rixon’s

WORLD

THE STRANGE
WORLD OF
ALTERNATIVE
LANGUAGES

In the last instalment of PD
World we examined the subject of prog-
ramming languages and specifically fo-
cused on the ‘'mainstream’ packages
such as Basic, C and Modula-2. This
time we're going to look at a selection of
more specialised languages, some of
which are well known in the academic
and scientific worlds. The languages may
be different but you can rest assured
that all the programs have one thing in
common - they have been eritically
assessed by Page 6 to ensure they meet
the demanding standards of the ST Lib-
rary. If a disk’s not brimming with good
gquality and value, you won't find it here!

OOPS!

One subject that's currently a “hot’ topic
for discussion in the computing media is
object oriented programming, or OOP for
short. As the breakthroughs in comput-
ing technology continue to push hard-
ware components to their limits, human
programmers may find it increasingly dif-
ficult to cope. A method is required to
simplify the representation of coding
problems so that the complexities of en-
lire systems are masked by a number of
smaller modules, each of which can be
maintained in their own right. XLISP is
an experimental programming language
merging some features of the more gener-
ally recognised LISP language with OOP
extensions. XLISP has been designed to
aid research into OOP techniques using
various small compulers - in the past,
versions have also been produced for
MS-D0S, Macintosh, Amiga and CP/M
machines.

lssue &3 - New Atari User

Many traditional LISP functions are pro
vided within XLISP and, in addition.
XLISP provides a data type known as
‘object’. An XLISP object consists of a
structure containing a pointer to the ob-
ject’s class [or object type) and an array
containing the values of the object’s inst-

ance variables (information about the ob-
ject). Officially, there is no way to see
inside an object (look internally at the
ralues of its instance variables) so the
only way (o communicate with the object
is to send it a message. The way in which
the object acts upon the message it re-
celves - and thereby produces the desired
result - Is independent of the surround-
ing program code and should therefore
be very easy to comprehend and main-
tain - well, that's the theory anyway! The
documentation is quite extensive but it
assumes some knowledge of LISP and a
basic understanding of OOP techniques
A standard version of LISP, known as
Common Lisp and given the abbreviated
title C-LISP, is also available.

NO ICONS

Despite its title, ST ICON has abso-
lutely no connection with icons - in fact
it's not particularly graphical at all! ST
Icon is a high-level programming lan-
fuage with many facilities for processing
strings and lists. It supporls many data
types including variable-length strings,
lists, sets and tables with all their associ-
ated access methods. ST leon also has a
goal-directed evaluation mechanism (or
s0 we're told!) that allows concise prog-
ramming tasks to be formulated easily.
Some of ST Icon’s features are compara-
ble to a language called SNOBOL4, which
is more widely known. Possible applica-
tions include text analysis and genera-
tion, document formatting, symbaolic
mathematics and artificial intelligence.
Developed by the Icon Project at the Uni-
versity of Arizona, ST Icon is produced
for free distribution and entails no licens-
ing or restrictions of use. As with X-LISP
there is certainly no lack of supplied
documentation and commercial publica-
tions are also available on the subject.
Not one for beginners this, but those with
an interest in programming styles will
find it quite intriguing.

SPORTING
STRIPES?

No, this has nothing to do with Lotus
Cars - ELAN 1 is actually a language
developed in 1974 by a group at the
Technical University
of Berlin as an alternative teaching lan-
guage to BASIC, and subsequently
approved for use in German secondary
schools. Elan is intended to teach the
subject of systematic programming tech-
niques - top down programming using
suitable control structures and data
structures, bottom-up programming
using procedure and type declarations,
plus a number of related programming
styles such as recursive, modular and
syntax-directed programming (phew!). If
these terms are unfamiliar don’t worry
too much as Elan- 1 promises to help you
discover exactly what they mean! As with
most language disks the documentation
does not tell you how to program - it
assumes the reader has a good know-
ledge of general programming methods
and concentrates on the special features
of the language. The manual starts with
an example session, introducing the
reader in a hands-on fashion to the use
of the Elan programming environment.
The second parl commences with an
overview of the full Elan language in the
form of annotated syntax diagrams. This
leads on to a description of the user in-
terface of the programming environment
and then several more ambitious exam-
ples. For those who want Lo learn more, a
commercial reference has been pub-
lished.

PROLOG

There are several other languages in
the public domain which are aimed pri
marily at those who are already familiar
with, or are currently studying, the sub-
ject matter. PROLOG, for example,
contains no documentation other than
briefl installation notes (a full manual is
supplied but written in German). The
user is referred to Clocksin and Mellish's
book ‘Programming in Prolog’. The ST
version is said to conform closely to thai




described in this book so anyone with
knowledge of Prolog should not encoun-
ter problems. There are various sample
programs included so you should at least
be able to gain some idea of how it works.
Similarly, FORTHMACS is a version
of the Forth language based around the
famous Emacs text editor. The author
claims

the program is virtually bug free, having
spent four years working on different im-
plementations. Instructions comprise an
Emacs guide and a list of Forth keywords
- but no introduction to the language, so
the acquisition of an appropriate manual
musl be considered essential.

OH NO, IT’S
IN GERMAN!

If all else fails. you may consider an
attempt to decipher the German instrue-
tions supplied with certain public do-
main disks. If this is the case, a utility
disk named TEXT TRANSLATOR
may prove to be rather handy. The disk
contains an upgrade to the translation
package TXLat which originally appeared
on an earlier library disk. There are two
main programs - one providing a ‘brute
force’ word for word translation of an
ASCII file from a foreign language into
English, and one helping to update the
system’s dictionary file. The package is

aimed at users who have no knowledge of

the language from which they are trans-
lating. It simply replaces words in the
source file with their English equivalents,
according to a dictionary listing stored
elsewhere. The program makes no
attempt to re-arrange words where the
rules of grammar differ between English
and the source language - the context of
each word is ignored. Although this isn't
ideal, it's surprising how much informa-
tion you can glean from instructions that
would otherwise be incomprehensible!

A fairly large German dictionary is sup-
plied, though the software has been de-
signed to allow the easy expansion of
existing dictionaries and the creation of
new ones for any language. A very com-
prehensive instruction file is provided on
the disk (written in English. of course!).
The software will operate on a 5205T
with one doubled sided disk drive but
this confliguration may prove frustrating
when it comes Lo editing dictionaries -
certain documented bugs may also be
encountered. Apparently the author s
now working on a translator for binary
files so that German programs can also
be converted. Sounds inleresting)

GFA HELP

Mow for an update on last issue's delve
into ‘mainstream’ languages. Users of the
commercial system GFA BASIC can now
get even more assistance following the
release of THE ULTIMATE GFA
DATABASE. It's nol actually a data-
base program but rather a collection of
references to articles in disk magazines,
ST Format and GFA User. The article text
is not on the disk itself but you are direc-
ted to the publication which may have
the answer you've been searching for.

A CENTURY!

Believe it or not, the Page 6 ST library
will shortly be topping a total content of
one thousand disks! If you receive the
regular Library Updates you will know
that a new PD catalogue is being pre-
pared and, as a result, some early disks
are due to be removed from the library.
Until August 315t members of the PAGE
6 5T Club can purchase any of the first
500 disks al the ridiculously generous
price of £1 each (subject to a £5 mini-
mum order), whilst non-members should
also order their requirements as soon as
possible to avoid future disappointment.
Al present details of the library re-shuffle
are unknown but this could be your last
chance to obtain some of the great prog-
rams featured in past PD World columns.

NO WINNERS

Finally. an announcement regarding
last issue’'s mystery competition. The
fabulous prize of six weeks holiday for
four in Bermuda was on offer to the first
person who spotted that the Sobozon C
compiler should in fact have been refer-
red to as the Sozobon C compiler. Unfor-
tunately no entries were received by the
closing date - shame about that!

The disks featured in PD World can be obtained from the PAGE & ST library. When referring fo a
specific disk please use the unigue reference code for identification. A printed catalogue
describing all the library disks in detall s available from PAGE & at a cost of £1.95, refundable
against the first few disks ordered. This includes a copy of THE PAGE 6 CATALOG DISK which
is otherwise priced at £1. The disks featured this issue are:

ST30 ST ICON LANGUAGE

S5T32 XLISP V1.7

STI57 FORTHMACS

ST227 ELAN 1 PROGRAMMING LANGUAGE

ST
SITUATIONS
VACANT

Due to the departure or demise of a
couple of STs we need a couple of
people to take over the PD WORLD
column and do some ST games
reviews

You need to be able to write reviews
(it is not as easy as it might seem)
and you have to want to do it for the
love of it, or the buzz of seeing your
name in print, as we cannot pay the
going rates for freelance journalists.
What you will get is loads of free PD
disks or a few free bits of ST soft-
ware. Not all of it will be good but
you might end up with rather a nice
collection for the cost of a few
thousand words of comment. That's
not so bad is it?

If YOU are the right ST person to
take over FD WORLD or write some
reviews, drop us a sample review
and we'll see what happens

Write to Les Ellingham at
PAGE 6 Publishing, P.O. BOX 54,
STAFFORD, ST16 1DR

SUPPORT YOUR ST

ST857 PROLOG

STrio C-LisP

S8T766 TEXT TRANSLATOR

5T824 THE ULTIMATE GFA DATABASE

Prices for standard disks are £2.95 each or £2.50 each for five or more
but prices are lower for members of the PAGE 6 ST Club
Write to PAGE 6, P.O. Box 54, Stafford, ST16 1DR
Telephone 0785 213928 with credit card orders
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FlightSimulation

ORBITER

I ‘ve tried several Space Shuttle simulation programs over

Views 5Special Leamunication Mission

B File Game

the years, but on the whole I've found them disappointing.

They seem to concentrate on simulating procedures rather
than action, and for some reason rarely exploit the Atari sound
and graphics capabilities. Perhaps Orbiter will prove the excep-

tion? M File bame Views Special Communication Wissien

It's actually a_fairly ancient program, dating from 1986. This Al T e —
was the year Space Shuttle Challenger exploded shortly after CEENE WL a0 =L
lift-off killing the whole crew, so the program’s authors dedi- e _E"' e : et L T
cafed Orbiter to their memory - a thoughtful touch. It's supplied 5‘5 . ‘.‘ IEE [a]e]s 7 N i -
on fwe single sided disks and runs on any Atarl ST(E) with at = L L bt 1 o (]
least 512K memory and a colour TV/ monitor. Two disk drives ] g * oo L8
are supported if you have them. The package also includes a 74 i

page instruction manual (written_for the Apple Macintosh ver-
sion), a supplementary Atari instruction sheet, and a "quick
reference” sheet listing all the program’s commands.

Orbiter has a number of scenarios including training, de-
ploying and retrieving satellites, rendezvousing with and repair-
ing satellites, and variations on these themes. You can choose
the type of mission you'd like, or let Mission Control decide. You
can also choose which mission phases you'd like to fly - launch,
orbil (including the main mission task), and landing, or any
combination of these.

SYNTHESISED SPEECH

I was pleasantly surprised to hear synthesised speech over
the title screen - a promising sign, even though the speech
sounds rather "robotic”. In fact speech is used throughout the o .

; Z : . % : S Fire suppression system engaged,
simulation, representing the voice of the Mission Controller who Fire Suppressed!
literally talks you through the mission. Unfortunately there's not -
much else in the way of sound - speech, engine noise, and the
odd bang and ping just about cover the program'’s sonic reper-

toire!
The programmers have obviously tried very hard to make this Seven S tag es

simulation as detailed as possible, and have included a vast

amount of the Shuttle's instrumentation and controls. In fact, ]
her are far (0o in a Shuttle

oW
Fut lilut the Fire in the Aft Statien

!
PHI ?ut the Fire in the Aft Statien

oW
Fut out the Fire in the Aft Statien
Now!

; many control panels
Title: ORBITER and computer dis- :
Publisher: Spectrum Holobyte plays to show
: £ onscreen at once with lg
Price: Varies any clarity. This prob-
Reviewer: John $ Davison Ve has epn soloed
by dividing the ST's

56 Isswe &3 - Mew Atari User




-
-

File bame Uiews Special Communication Hission

Emganes

Lantraol
raLen e i
¥ 5
AL : Auite Shut Sewi Endble
[T n
T e Pk
I S 1UF L
B e 5ils 0f0d T 1 mPU Fauled |
1n o At o8 AR Fanlea 62
GRAIn o Mo admelraia | &

iter, this 15 Coentrol,

g-1aench program by !ntrmg 0P
181 PRO, ower.

elaunch to Lawnch nrusrin loaded.
U's iucrtssfullE started.

biter, this is Lontrol, external
ank pressure levels look goed for
launch, ower.
brbiter, this is Control, clese ET
WEnts now, owver,

ST

etatal Hafn, Buiten
F13

rbi this ontral, y

achisved 2 suhie orbut, ower.
Orbiter, this 1s Comtral, please open
the bay deors to reduce internal
heat, over. *

Telescope Headang and Velcity
Quject Headung Fiicki-gE Vau! <N
et Velpoaty FLIck B Yau! b2
itarctinl s MO 1EE Velicn/s) I8 118

B
T Wt 1B

Lagkers)
IO WEEERE Lol AENRER Locll DERERE

monitor screen into_four "windows" into which you can load
your choice of panels, displays, or even the view outside the
Shuttle. The only problem is knowing which panels you need
when, but you learn this with practice.

You can select a training mission to begin with, which steps
you through all the tasks involved in launching the Hubble
Space Telescope and returning safely to Earth. Mission Control
provide step-by-step instructions, both spoken in that robotic
style voice and displayed on one of the Shuttle’s computer
display screens. There's also additional information available
in the instruction manual. Once you've got the hang of things
you can mouve on to "real” missions.

@~~~ -~

ROBOTIC ARM

In addition to launch, orbit, and landing procedures you also
have to handle various mission specific tasks. This can involve
deploying satellites using the Shuttle's Remote Manipulator
System, a robotic arm designed for lifting satellltes into and out
of the cargo bay. You may also have to find and repair malfunc-
tioning satellites; or capture them, load them into the cargo bay
and return them to Earth. You could even be asked to add new
modules to a space station, which may involve a space walk
using the strap-on jetpack system known as the Manned Man-
oeuvring Unit. There are also various hazards (such as fires)
and Shuttle malfunctions (like engine faillures) to contend with.
Most problems can be dealt with by pressing the appropriate
button, but some simply cause the mission to end abruptly -
usually with your immediate demise. Very frustrating, as you
have no control over this.

Orbiter sounds complicated, but seems to require very little
real skill to use. Almost everything has been automated, so
your role consists mainly of loading appropriate programs into
the Shuttle's onboard computer and pushing butfons to initiate
automatic procedures. True, you can perform some tasks (e.q.
landing) in manual mode, but for me even this didn't boost the
interest level much.

Although the instrumentation graphics are quite well handled
there's not much else to see. You can look through the Shuitle's
windows and get an occasional glimpse of a satellite, the Earth,
the Moon, and a_few stars (which’ inexplicably change position
in a crazy, random way). The graphics for these are crudely
drawn and very poorly animated. The landing phase graphics
are particularly disappointing - I'm sure I've seen better results
on a Sinclair ZX81!

Orbiter has done nothing to change my view of Shuttle simula-
tors. It's certainly more comprehensive than anything I've seen
before, but it's still really just a complex procedure simulator. [
just didn’'t get that feeling of real involvement in the action -
there's nothing to give you that buzz of excitement you get from
using a good flight simulator, for instance. Poor graphics
obviously don’t help, and nor do _frequently aborted missions
through random failures beyond your control. In fact it doesn’t
take much for the program to become frustrating and boring to
use. Regreitably, I can't really recommend Orbiter - it's likely to
be of interest only to confirmed Shuttle freaks!
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ST GAMES

ust when yvou though it was safe
J to go back to your computer! A

huge number of ST owners must
have become seriously addicted to the
original Lemmings and had that addic-
tion fuelled by Oh, No. More Lemmings!
but. just as most of you have finally
fought the temptation to try one more
time, along comes whole tribes of
Lemmings!

Surely they can't make three games oul
of the same idea? Well, it all depends on
how many changes are made to the con-
cept and [ can tell you that Psygnosis
have made such significant changes that
you are sure to become addicted once
again. This time, there is so much depth
to the game that your addiction is liable
to become much more serious. No matter
how difficult you thought the original
Lemmings, this is seriously harder.

ALL OVER THE WORLD

In Lemmings 2 Tribes there are not only
a dozen different worlds to explore and
save the tribes in, but also a whole host
more Lemmings to contend with. [ don’t
mean more in numbers but more Lem-
mings with more skills than ever before.
You will also find some of your past
friends missing on many SCreens, espe-
cially the most useful of all, the Blocker.

Issue &3 - Mew Atari Usar

In this new game there
are several ways of
blocking the advancing
hordes but they are
much more subtle.

Gone are the days
when you could put a
couple of blockers
either side of the
advancing army and
leisurely figure out
what to do. There is
however pause (or
‘paws’) mode and I
highly recommend
that you use it on each
new level to give your-
self a chance.

‘WE CAN DO ANYTHING!

The Lemmings now are divided into
groups with various allied skills and so
we now have eight Lemmings with difTe-
rent Wind Skills, eleven with various
Ground Removing Skills, seven with dif-
ferent Building Skills, half a dozen with
Shooting Skills, ten sorts of Movement
Skills and another ten with skills that
don't fit a particular category. All in all,
that's a lot of different types of Lemming
to remember! Luckily you can practice
before trying to save lives for real, and
you can pick eight different types per
tunr which you can use on a choice of
four practice screens, Practice really Is
essential to see just how each of the
skills is used. For example Club Bashers,
Fencers, Bashers and Miners all cut
through the landscape ahead but they all
do it in a slightly different way and it is
important to know which one to use.

Any skill can be given to any Lemming
as before but some of the skills are tem-
porary and some are permanent so you
do need to plan ahead and try and re-
member which skills have been given to
which Lemmings. The Lemmings are big-
ger and more animated than before but,
even so, it is still hard to figure out which

YES .1

is which when there are 60 or so running
about!

As complicated as it is to remember
each skill, things can get even harder
when certain skills require outside influ-
ence as well. Take the Wind Skills for
instance. Here you can have Ballooners,
Surfers, Twisters and Parachuters who
will all do the obvious but who will only
progress in the right direction if you use
a fan to blow them along. Careful use of
the fan is essential if you want to make
use of these skills before they disappear.
Twisters can, for example, be blown into
the ground to make tunnels but as soon
as they leave the ground their skill is lost
so you need that practice screen once
again.

NOW IT'S FOR REAL!

Let’s suppose that you have practised
all of the skills - that is all 52 of them! -
and you want to start saving some lives.
You now have a choice of twelve different
lands to play in, arranged on a map in
similar fashion to Disneyland with each
radiating from a central spiral. Of course
the aim in each land is the same, to save
all the Lemmings, but this map idea adds
a great deal of variety to the game and is
more challenging than simply reaching
level 56, or whatever, on one standard
playing field. The aim in each level is to
pick up a Gold Talisman by saving all of
the Lemmings. If one or two die along the
way then you can make do with a Silver
or Bronze Talisman instead but once you
have figured it out you are sure to wanl
to go back and try the screen again to gel
that Gold. The objective is to save at least
one Lemming from each tribe through 10
levels of his world picking up a piece of
the Talisman as you go. Pieces of the
Talisman are taken to the central ark to
be joined with other pieces. If you can
complete all the levels in all twelve lands
you will have formed the complete Talis-
man which lets all of the Lemmings
escape from the island. Some chancel




IT'S MORE LEMMINGS!

IT GETS HARDER!

As hard as it is to remember what all
those Lemmings can do, things are made
harder by the fact that only the number
of Lemmings saved on one level can be
taken to the next. If vou just about
scrape through one screen you are un-
likely to have enough Lemmings left to
conquer the next so you need to keep
playing a level until they are all saved.
Once a level is completed you can play it
again, return to the map to choose
another land or save the game. The last
option seems sensible or you will find the
hours slipping away and dawn breaking
outside!

The other thing that makes life difficult
is that vou cannot choose what skills
your Lemmings can have. On each level
you are allocated a select number of
skills and the number of Lemmings that
have each skill. You will often find that
skills yvou could really use are not avail-
able and not enough Lemmings with a
particular skill to go round. On each level
the skills and numbers are carefully
chosen for you so that, used correctly,
you can solve the puzzles. Make one mis-
take though and you will run out of a
skill just when you need it. In this case
there is no option but to Nuke the lot, as
before, only this time they will each
scream oult as they are blown to bits! If
you carefully study each level (use that
pause mode as soon as they drop
through the trapdoor) then you can work
out just where and when to use the skills
you have, but several levels do appear to
have a number red herrings so it is not
always obvious.

BETTER ALL ROUND

One of the refinements, and presumably
one of the reasons that Lemmings 2 will
only work on 1 Meg machines, is the
addition of sampled sound to the pro-
ceedings. Great fun can be had by just

listening to what is
going on. Il a Lem-
ming falls to his
death, a piercing
death vell will be
heard. If he just
falls and stuns him-
self, an ‘Owww' is
muttered as he lies
in a heap with stars
twirling around his
head. A few seconds
later he will be up
and running. The
best sound of all

h ‘i"‘ﬁ?&’!‘i

though is the Yip-
pee’ as a Lemming
reaches the exit.
Sixty Yippee, yip-
pee, vippee's in a
row, however can
sound a mite
strange!

Almost every
aspect of the game
has been improved
over the previous
versions from the
variety of skills
available, to the
graphics in-the
various worlds, to
the variety of puz-
zles. There is much more musiec, added
sound effects, many more levels and bet-
ter animation than before and Lemmings
2 will have you more hooked than ever.

Cancel all your engagements, tell the
lads you can't make it to the pub, be-
cause you are going to be saving Lem-
mings almost every night of the week.
Unless of course it drives you completely
up the wall because it is so damned
hard!

Games like this shouldn’t really be
allowed or, at least should have warnings
about the degree of addiction likely to be
encountered. There is no government
warning on the box, though, so
approach It carefully if vou are the type
that gets easily addicted.

Yes it's a real cracker.

*Seriously
addictive °

LEMMINGS 2
the TRIBES

Psygnosis
£29.95

Reviewed by Les Ellingham
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Motator is supplied with a large number of printer
driver files, known as "printer adaptations". Bul guess
what? There's no Star SG-10 adaptation provided.
However, there is an editing facility for customising the
supplied adaptations to suit any printer, so at worsl we
could build one ourselves.

DIP SWITCHES

Before doing that the manual suggests you try all of the
supplied adaptations for your make of printer in case
one of them works anyway. We did,. and they didn't. The
5G-10 is Epson compatible so we also tried various
Epson drivers, but all we succeeded in doing was driving
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THE ALBATROSS

John S Davison’s has
made good progress on
the ambitious project
started last issue

friend Derek West and 1 are using our Atari ST's to

publish sheet music for The Albatross. This, if you re-
member, is a march originally written for the RAF bands by
composer Greta Wilens, which didn't get published through
her normal channels. At the end of the last article the hand-
written score for the 21 part band arrangement had been
entered into Notator, our chosen software package for the
venture, and we were about to start experimenting with print-
ing. This article describes the fun and games we had trying to
get the music onto paper in saleable form.

To produce printed music your printer has to be capable of
working in graphics mode. Music contains lots of curved and
sloping lines and edges, so a high resolution mode is needed
for good results - the higher the better. Low resolution results
in jagged edges and stepped lines which just Isn’t good enough
for professional use. Ordinary 9-pin dot matrix printers oper-
ate at 72 dots per inch, which is inadequate for our purposes.
9-pin microfeed and 24-pin printers push this to 180dpi,
which is just about acceptable. For truly professional looking
output you really need a laser or ink-jet printer operating at
300dpi or more. Our original plan was to use my Star 50-10
9-pin microfeed model for the whole job, but then we decided
we'd use this just for the basic layout and proofing work, then
borrow or hire something better for output of final masters
from which the band copies could be produced.

I n the last issue [ began telling you the story of how my
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the printer crazy with data streams it couldn’t under-
stand, Just before il became totally demented we re-
membered ...... DIP switches! A quick check established
they were set incorrectly for what Notator was trying Lo
do. Once corrected we found the Star NL-10 microfeed adapta-
tion supplied produced good results with the SG-10, The only
irouble was that it took about ten minutes to print out a page
of music, which was far too slow when you're experimenting
and need quick turnaround. So, we switched to my 9-pin IEM
ProPrinter which is about twice the speed, but again had lo
waste time finding a suitable printer adaptation.

As described in the last article we initially entered only the
"bare bones" of the score, i.e. the basic musical notation
without any performance symbols or text. Initial tests pro-
duced very encouraging results - the music looked clean and
clear on the printed page. both for the full score and the
individual instrumental parts which we extracted from it.
There were a couple of problems though - the 21 staves of the
conductor's score wouldn't fit onto an A4 page, and Notator
wasn't labelling the staves with instrument names in the
traditional way, It positioned them above each stafl instead of
in the left margin in front of it. Hmmmm!...we decided to press
on and solve these problems later.

The next step was to add performance markings to the basic
music notation. These include such things as slurs and phrase
marks: staccato dots; "hairpins” to indicate crescendo/decres-
cendo effects; text symbols for dynamics (pp, mf, fT. etc.);
repeat bar markings; rehearsal marks; and so on. We also
needed to add text for the title, credits, and copyright notice.
Instrument name subtitles also needed adding to the top of
individual instrument parts.

Adding performance markings is easy with Notator - just
point and click on the symbol you need, point and click where
you want it positioned, and it's there. If it's the wrong size you
can stretch or shrink it, and even alter the curve of phrase
marks or the angle of the hairpin lines for the best aesthetic
effect. You can then slide the symbol around with great accur-
acy for final positioning. Notator really is excellent in this area.

TEXT PROBLEMS

Adding text caused us headaches, but as with most things
once you know what you're doing it's easy. Nolalor comes set
up with one internal text font in three sizes, and at 72, 180,
and 300dpi resolutions for use in screen display and the three
main types of printer. These can be scaled to produce several
additional sizes, but as they're bit-mapped fonts the results
tend to be less than professional looking.

To get round this you can also load in up to 13 additional
GDOS bit-mapped fonts. Our version of Notator (SL 3.16)
provides two main text fonts (Helvetica and Times Roman

L
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by GRETA WILENS
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Two pages _from the final laser printed score reproduced here at just over 40% actual size.
On the left is the_full arrangement for the conductor and right is the part_for Oboe. Twenty-one
such parts, one for each instrument, have to be produced

equivalents) plus supplementary symbols and chords fonts in
the three required resolutions. The text fonts are supplied in

10. 12, 18, and 24 point sizes and may also be scaled. but with
the same limitations as the internal font.

We chose 18 point Times Roman for the main title and 10
point for everything else, and after much headscratching and
manual studying found out how to correctly load and use
them. You can also apply variations to the basic font - making
it bold. underlined, boxed. italic, etc. We put this to good
effect, for example by using a bold 18 point title, and boxed
bold 10 point for instrument names on the individual instru-
ment parts.

There then followed a period of extreme frustration. We tried
to get the main title, composer's name. and arranger’s name
centred on three lines at the top of the first page of the score.
This just would not work - we'd get it nicely positioned on the
screen, but the layout was completely messed up when printed
out. We eventually got the printout looking right by trial and
error - sliding the text items around relative to each other on
the screen until the printout came out correctly. But the
screen layout then looked completely wrong. What's more, the
required screen positioning seemed to be completely different
on every instrumental part. This was crazy - whatever hap-
pened to WYSIWYG? After much messing around we eventual-
ly hit on the answer. We'd missed the vital fact that you can
ask Notator to automatically justify the text yvou enter - it can
be left, right, or centre justified on its line. Once selected it
looked right on the screen AND in the printout every time. Ever

felt like a complete idiot? This was one of those times!

PAGE LAYOUT

The next stage was to get the instrumental parts nicely laid
oul so they could be easily read by the musicians. Nolator lets
yvou choose the number of bars of music to be printed on each
line. This is a good starting point, but doesn’t take the number
of notes in each bar into account. Sometimes there's only one
note, but there could also be dozens. In the latter case the
music could become unreadable. with the notes erammed
tightly together. Notator’s print preview mode gives you a
rough representation of the whole page layout and lets you
quickly shuffle bars from one line to another until the layout
looks right. The performance markings don't always move
correctly though, so a little editing is also sometimes neces-
sary. In spite of this the feature is extremely useful, avoiding
the need for lots of trial printouts.

One essential task was to print copyright notices on each
sheet. After our months of hard work we wanted to discourage
people from simply photocopying it. Unbelievably, Notator
doesn’t include a copyright symbol, not even in the suppleme-
ntary symbeol set, so we had to use straight text. I had prob-
lems positioning it too - each instrumental part is spread over
two pages, but didn't fill the second page. Notator wouldn't let
me pul the text at the very bottom of the second page - it had
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Pesk File Functions
1 Flt/Picc

to go under the last line of
music. which was a pily.

S0, with everything done we
printed out some sample parts

HOBTATOR

L
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easily onto A4 with room to
spare, but 1 thought it was too
small to be useful. Derek soon

3.16 (c) 1337 Lengeling/Ac
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dispelled these [ears however,
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on the IBM ProPrinter and saying it was perfectly adequ-
Derek l:lm:i them away to try THE ALBATROSS fme forlmzdu::ung from. Prob-
out with the 5t. Neots town by GRET A WILENE em solved.
band. He returned with bad i g Cletti The instrument name prob-
news. The music was too Fiamiee &8 ——— k ~ lem was harder to r.rar.k._ )
small for the musicians to i o L Ein £ Notator has a margin facility
read comfortably. E ';1”_ = ' s0 you can leave blank space
Aaaaarrrrgggghhhhh!!! e e T 2 T |==—1| on the left of the staves, but
We'd already noticed that > ';@k — = I there doesn't seem to be an
Notator produces different Oboe > Lk = =i :,_ { = = | obvious way ol putting text
sized output on different W == - : = d intoit. As with the copyright
makes of printers, but none of —= B symbol problem [ find it very

ours (Star, IBM, or Panasonic)

produced quite the required size. For experimentation we then
borrowed an IBM 4019 laser printer from a [riend. and once
again went through the process of finding the correct printer
adaptation. This time we were lucky - although Notator didn't
have an IBM 4019 adaptation, it did have one for a Hewlett
Packard Laserjet. The 4019 has an HP Laserjet emulation
mode, and the adaptation worked OK with this.

We then had to rethink the fonts, as to fully exploit the laser
printer we needed 300dpi fonts. These take up a lot of memory
in the ST, and sure enough when we tried to load 300dpi fonts
AND the full score we got the dreaded "No Memory® message.,
However, there was enough available for handling individual
instrumental parts at 300dpi.

THE IBM TOUCH

A few quick tests showed the IBM laser printer produced
superb quality output at the right size. After a little re-editing
of the layout we tried to print the first instrumental part. And
guess what? Our page of outpul was [ar too big for the 4019%'s
memory - it only had 512K, which was fine for general use but
not enough for full page graphics at 300dpi! It's expandable up
Lo 3.5MB. butl we weren’'t about to spend the serious money
required for this. Was there no end to the hassle?

After more headscratching we decided it ought to be possible
to run the laser printer at 150dpi resolution, using Notator's
180dpi fonts. We even found an HP Laserjet printer adaptation
ready made (o do this. And it worked! True, the printout wasn't
as nice as 300dpi, bul it was the right size and perfectly
usable. At last, we were getting somewhere. Bul there was still
a slight snag. Notator insisted on printing each page TWICE
and sometimes threw in a couple of blank sheets for good
measure - that's four pages for every one we requested! We
knew the printer was OK, as il worked fine with other software.
The software supplier's help-line people are now investigating,
but we don't have an answer yet.

It was now time to solve the two problems with the conduc-
tor's score. How could we format and size it so it fitted onto an
Ad page and still remain readable, and also position the in-
strument names in their traditional places? We didn't want to
use larger size paper so that left only two options - squash the
staves closer together or make the printout physically smaller
somehow. The first option is easy with Notator: using the
mouse you just drag each stave to the required distance from
the one above it. We tried this, but on printout the page looked
unacceptably cramped. So, it had to be smaller output (after
we'd spent ages making It bigger for the instrument parts!).

MNotator has a "miniaturise” setting, which reduces the size of
any or all staves Lo about half size. Using this the score fitted
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hard to believe that Notator's
authors left out such a basic requirement. Perhaps there's
some arcane way of doing it we haven’t discovered yel?
The brilliant idea of transferring a .IMG file from Notator to
the TimeWorks 2 desktop publishing package and adding the
text there failed when TimeWorks wouldn't read Notator's .IMG
files for some unfathomable reason. In desperation we settled
for a very messy two-pass printing approach. We printed the 1

instrument names down the lefi-hand side of the page with i
TimeWorks, then put the paper through the printer again and I
printed the score (with a wide left hand margin) using Notator. i

Hopefully the staves lined up with their associated text. At the I
time of writing we still haven't perfected this. but we're nearly
there and should be able to produce the final master sheets |
SO0,

PRACTICALITIES |

But now we have a new set of problems - how Lo produce
something practical from the masters. Separate A4 sheets are
no use on a music stand, they have to be bound together so
they don't fly about or get out of sequence. Each instrumental
part is two pages long, so the obvious solution is to pholocopy
the A4 masters side-by-side onto an A3 sheet then fold it in
halfl to make a two page A4 booklet.

The conductor's score is rather more difficult. It's ten pages
long so we’ll have to photocopy pairs of A4 masters onto A3
sheets, fold them down the middle, then staple them together
to make a ten page Ad book. We're also including a title page
produced with TimeWorks to add the finishing touch. To com-
plete the package the score and parts will be put into a neat
plastic wallet to ensure everything stays in good condition
when not in use.

We're now forming a music publishing company, provisionally
called Albatross Music, to market the finished product and are
about to mailshot bands likely to be interesied in adding The
Albatross to their repertoire. In the highly unlikely event that
anyone reading this would like more details. please contact
Derek West on 0480-219035.

So, Notator and the ST finally proved themselves up to the
task we set them. Many of the problems we hit were of our own
making, but we were still a little surprised at some of the
igenerally minor) deficiencies we found in Notator. Just goes to
show - you have to use a soltware package on REAL work to
find its limitations.

It's taken many months of hard work to get to this stage, and
all we need now is to sell a few copies of the music so Greta's
creation can get the public performances it deserves. I'll be
happy if we cover our costs. We might even make a profit, but
I'll believe that when I see it!




HAVE YOU GOT YOURS YET?

THESE GAMES HAVE BEEN WRITTEN FOR YOU
GIVE THE WRITERS YOUR SUPPORT NOW

ENIGMATIX!

A superb new arcade game which will prove a challenge to even
the most seasoned player. Control the bounce of a ball to jump
onto various platforms and find the exif, picking up points on the
way. Sounds easy? What if some of the blocks disappear after the
Sirst 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 all that
reverse control on some screens and 32 levels of increasing
difficulty and you have a game that will challenge you to the limit.
If you do manage to beat all 32 levels then the fun only just begins

Jor there is a level editor to enable you to create whole new games - -
of your own. * Smaat'h horizontal and vertical
scrolling

DISK ONLY Price £6.95  * one or two piayers

* Access to any level already

EXCLUSIVELY FROMPAGE §  * Tevel editor to design your own

games

A BRAND NEW BRITISH GAME OF THE HIGHEST QUALITY

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

for the XL/XE. There are

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

being released for the XL/
XE but we have always

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

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

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

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

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

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

addictive computer game

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

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




. FREE

WITH ORDERS OF £15 OR MORE

Yes, a ROM CARTRIDGE absolutely free if you order software
from The Accessory Shop that comes to £15 or more (excluding
postage). Designer’s Pencil is a graphics and sound based
programming language that anybody can use to create great
pictures and sound on the Atari - even if you haven’t got a clue
how to program in Basic! It could give you hours of fun and a
great sense of achievement when you create something really
good - and it won’t cost you a penny!

Claim your free copy of DESIGNER’S PENCIL
when you spend £15 or more on your next order

FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY
SHOP AND AN ORDER FORM ARE INCLUDED WITH EVERY ISSUE
CHECK OUT
sy 7 ORK 1 oscony [tk
lhes auﬂ’.'::: :l;!in:».\:da
p— The Infoecom classic and the adventure game that changed the way PAGES Fon MA"Y
A . '3_ - all future adventures were written. The Great Underground Empire
z t S RS oot 1o Indtieey i maare el e MORE BARGAINS!

Zork | is the ideal introductory level adventure for beginners or
those with a little experiance. If you have never ventured under-
: ground before now is the time to try, it's never been cheaper to

expand your universel Classic original Infocom packaging with
excallent manual and a map.

orren price £2.95!

SUPER SPECIALS

MAXWELLS DEMON

Check out the review in Issue 49. Paul Rixon found this
simpie game 1o be quite addictive and at this price can
' you afford not to become addicted! it's a different type
of game, more in the Tetris mould than an arcade game.
L it sure makes you think and the price won't break you if
you don't get fully hooked.

DISK ONLY Recommended price £9.95

TRIVIAL PURSUIT SUPER SPECIAL JUST £1.95

The most famous board game of all time on your Ataril

Trivial Pursuit on your Atari takes on a new dimension - HR RO&{]T & HIS ROBOT FACIIDRY

not only are there questions to answer but graphical ﬁm ;f the mg:ama:i plarfgm ;HHE;' m:t hr:}:g:u
puzzles to solve and tunes to guess, sometimes played ITERNIA]. CAVBY. B, Fan I““’ i h
backwards! Over 3,000 questions makes Trivial Pursuit the ﬂﬁﬁmﬁﬁ 'ﬂg,m ,“%?."fnmnm
ultimate quiz experience for family and friends and then create your own for neverending fun. This is
what platform games are all about.
DISK ONLY DISK Recommended price
9.95 on disk
A SUPER PRICE - JUST £2.95! el -
0 ETA LYRAE SUPER SPECIAL JUST £1.95

Our A-Z of software says "The ultimate Scramble clone M?ﬁmw“ for the Atari, Zaxxon set new
with superb graphics and music. This humdinger of a ;tmﬁ; :um ﬂm;nlmed nﬂng m'qmp:lluﬁd H::rly L
horizontally scrolling shoot ‘em up was written by Phillip mes. I Craft acrass e Lnigls nsiona
Price with music by Gary Gilbertson. They later went on to MMme fﬁﬂ?&?ﬁm:mﬂ@ﬁ
write the Alternate Reality games". One of the few original ultimate conflict with a mighty robot - few have got this
classics, right up there with the top arcade games of all for' SEnEDu, GIWO SOPIN, NAVEr Duterad Ana NEYVEN St

time. Give you eyes, your ears and your reactions an i
unfn:rgettalzle tra::lﬂ ot 5 CASSETTE Recommended price

! ONLY £9.95 on cassefie
ONOg Aggg%lésgrf:\? ZISp' SUPER SPECIAL JUST £2.95
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




