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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 exit, picking up points on the
way. Sounds easy? What if some of the blocks disappear after the
first bounce? What if some of the blocks are uni-directional
bouncing 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
for there is a level editor to enable you to create whole new games
of your own.

* Smooth horizontal and vertical
scrolling

* Excellent music

* One or two players

* Access to any level already
completed after every 4 levels

DISK ONLY Price £6.95
EXCLUSI VELY FROM PAGE 6 * ;:::::dimr to design your own

A BRAND NEW BRITISH GAME OF THE HIGHEST QUALITY
LOWER

TR | BACK 1SSUES

NEW

The following back issues of
NOW YOU CAN ENJOY THE PROVEN CASSETTE TO DISK
TRANSFER SYSTEM AT A SAVING OF £7!

XL/XE machines
@ Full step by step instructions

@ Handles cassettes that require 64k
memory

NOW WITH DETAILS OF OVER 300 GAMES
SUCCESSFULLY TRANSFERRED

TRANSDISK IV IS NOW JUST £12.95
ONLY FROM PAGE 6!

Send a cheque or postal order with the order form enclosed or
just write. Credit card orders accepted by telephone on 0785 213828

Issue 31

Issue 44

DISKS ARE AVAILABLE

NEW ATARI USER are still available

Issue 55

Issue 33 Issue 45 Issue 56

Ay ‘ i . Issue 34 Issue 46 Issue 57
Transdisk is a simple to use utility that will transfer Issue 36 Issue 47 Issue 58
H - : Issue 37 Issue 48 Issue 59

most cassette games to disk easily and quickly SR s e Rl
Issue 39 Issue 50 Issue 61

@ Handles any type of cassette @ Handles cassettes that load Issue 40 Issue 51 Issue 62
format extra levels Issue 41 Issue 52 Issue 63

- : Issue 42 Issue 53 Issue 64

@ Allows several games onone disk @  Use all available memory on Ealieh loouc 54 isui

FROM ISSUE 14 ONWARDS

BACK ISSUES are £2.00 each in the UK (inc. post & packing),
£2.50 for Europe or surface mail elsewhere and £3.50

for Air Mail outside Europe. Prices include postage
ISSUE DISKS are for any 48k or 64k 8-bit Atari
Each disk is £2.95. Postage FREE in U.K.
Overseas add £1 per order (any number of disks)
Check latest leaflets for any special offers

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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‘The magazine
for the Dedicated
Atari User’

Your support s needed, now!

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 reflact only the difference in postal costs

NEW ATARI USER ON DISK

A disk containing all of the 8-bit programs
from each issue of NEW ATARI USER is
available either separately or on suberip-
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 encouranes its readers to
submit, aricles, programs and reviews for publi-
cation. Programs must be submitted on disk or
cassette, articles should wherever possible be
submitted as tent files on disk. We seek to en-
courage your participation and do not have strict
rnules for submissions. If something interests you,
write & program or article and submit it

All original articles, programs and other material
in NEW ATARI USER is copyright of the author
as cradited, All uncredited material is copyright
PAGE 6. Unless containing the by-line 'All Rights
Reserved’ any material in NEW ATARI USER
may be reproduced by User Groups and other
non-profit making organisations provided that the
author's name is included and PAGE 6 is credited
as the original publisher, Permission to publish
elsewhere should be obtained from PAGE 6 or
the author. Editors of newsletters reproducing
material are reguested to send a copy of the
relevant ssue 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 advertisaments, PAGE & cannat
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.
MEW ATARI USER is an independent publication
and has no connection with Atari or with any othar
company o publisher.
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ISSN No. 0958-7705
THE CREDITS

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

Les Ellingham is going to turn over a new
leaf for 1994, be more positive and stop
dreaming and is going to get down to plan-
ning what to do with all the money when he
wins the pools

Sandy is going to stop dreaming in 1994 and
get down to planning all the holidays and
whether to have the new swimming pool
heated

Paulette is going to stop dreaming for 1994
and plan her life with the new man that is

ing to stick with her and give her every-
thing she wants

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

John 5 Davison Stuart Murray

Paul Rixon Ian Finlayson
Allan J. Palmer Nic Bavington
Mark Stinson The Tipster

All other contributors for this issue are indi-
vidually credited alongside their articles or
programs. Thanks to everybody for sharing
their enthusiasm with other Atarl uscrs.

Aln't Christmas nice sometimes? This Is the first time
[ have circulated a wish list of CO's and, sure enough,
several presents looked aboul 5 Inches square in-
stead of being soft and squidgy. Just before Christ-
mas, as a special treat. I had Mary Chaplr-Coanpen-
fer's COME ON, COME ON which has done much o
gel me through the end of last year and the beginning
of this. The pressies included Bob Dylan’s GOOD AS |
BEEN TO YOU (a huge disappointment), 10,000 Man-
lae's MTV UNPLUGGED which was surprisingly better
than their last studio album and The Alblon Band's
RISE UP LIKE THE SUN - how's that for a real oldie?
It might be 15 years old but The Gresford Disaster s
siill @ stunner, Whatever happened e John Tams?
Next up was Chris Rea's EXPRESS0 LOGIC which is
ane of those that seemed really flal on first heartng
but improved and improved on each play, and then
The Saw Dactors ALL THE WAY FROM TUAM which is
brilliant, Al first I thought il was jusi the same as
their first album but after a_few plays it gatned an
identity of iis own and has been on the deck much
loreger than the others. It's greal getting new music
and it is still surprizing how much it helps (o get
everything done. [f it ever comes o pass that the
music dies then the only alternative [ can think of is to
retire io Florida and. maijbe, vistt Disney World every
week!

The next issue of NEW ATARI USER could feature
YOUR article or program,
a0 SEND IT IN NOW!

PAGE & shows just what you can do with youwr Alari. NEW
ATARI USER has always been created entirely with Atari
equipment, initially on the XL but more tately with a Mega
5T and other sinff, who needs PC's or Macs! With the
exceprion of the final output on a Linotron and the use of an
in-house repro camera for the photes and listings everything
is done on the 5T, Hardware incliudes a Mega ST2 {upgroded
1 4MB), SMI25 Monitor, Suprx 30Mb Hard Disk, an Atari
Laser Printer, Citizen 124D printer, Philips CMES33 monifor,
1I0XE, XF351 disk drive, £10 disk drive, 850 interfioce, NEC
8023 printer. Principal software used is Protexs and Fleet
Street Publisher 1.0, Other software includes Kermis, Tari-
Talk, Turbo Basic and various cusiom wiilen progrims o
the XLIXE, Articles and progroms submitted on XLIXE disks
are subjécted fo various custom wrHten Progroms before
being iransferred across fo the ST vin TARITALE. All major
editing is done with Protext and pages are leid ot with Fleet
Sireet Publisher, A divk with the finixhed pages as Postsoript
Siles ix sent fo @ fypesetting buredn to be autpul on @ Linotron
and, hey presto, finished pages are sent back exactly as you
soe them. It really does work! AN that ix left is fo drop in the
listings arnd phoios.,

Well, it’s mot quite as easy as that bur you get the idea!

Issua &é& - Mew Alari User
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C'MON FOLKS!

market for the Atari Classic. There is no doubt that the number of users has

dropped off and that sales of software are nowhere near what they were a
couple of years ago, yet support for your machine seems to be growing. The crunch for
1994 will be whether the market is going to be big enough to support all those who
want to bring you sustenance for your Atari in the next year or so.

g s we begin a new year it might be time to reflect on the current state of the

Let's take a look at the folks who are supporting you at the moment. As well as
ourselves, and The Page 6 Accessory Shop which is vital in supporting production of
the magazine, we have Derek Fern's Micro Discount, Gralin International and Dean
Garraghty Software all supplying commercial software and other products. This year
they will be joined by ANG Software from Holland and KE-SOFT from Germany, both
of whom will be selling their own commercial products direct to the end user. If you
want magazines, mostly on disk, you can turn to Stuart Murray at NOSAUG, Dean
Garraghty Software and TWAUG who are now joined by ANG Software with their new
diskmag and KE-SOFT with a new printed magazine with disk. The PD scene, which
we introduced to the UK and which at one time was a major support for the magazine,
is flooded with support from ourselves, Stuart Murray, Dean Garraghty. TWAUG and
others. On top of this we have the Atari Classic Programmer's Club trying valiantly to
introduce new commercial software and several more in the wings thinking that they
can join in. Perhaps the only company not clashing with any other, and with truly
independent products, is Tiger Developments and good luck 1o them.

In a large market all of these companies would survive and prosper but I do wonder
whether there is enough money in Atari Classic owner's pockets to provide everyone
with sufficient return. One or two suppliers are beginning to get a little paranoid and
there is a certain amount of bitching behind the scenes as people try to protect their
share of the market. There have even been threats of withdrawal of support for New
Atari User and rumours of petitions asking readers not to subscribe. Pathetic or
what? Those involved are only hastening the demise of the Atari Classic and shooting
themselves in the foot.

If everyone was making a fortune from supporting the Atari Classic none of this
would be going on as everyone would be too busy bult there are no fortunes to be made
in the Atari community. Those of us who have been supporting the Classic from the
beginning are still doing so out of some kind of love and loyalty and just aboul
scraping a living.

So what's the message in all this? Users will support those who they consider are
most important to their own interests and, with limited funds available, that's how it
should be. Commercial supporters of the Classic (and that includes User Groups)
should begin to realise that a small market needs to be carefully cultivated. Attacking
other supporters will only alienate those users who are loyal and will serve only to
lessen support for those who are attacking or criticising. Everyone is entitled to
opinions on the support and service they receive but to try and use bully boy tactics
against others is counter-destructive.

Over in the States they have a strong sense of ‘community’ and have talked of ‘the
Atari Community’ for many years. In this country we don’t think too much of
community. preferring to go our own ways, but everyone reading this is linked
together by the most remarkable true home compuler ever made and we all need to
work together - and that means everyone - if we want the Atari Classic to survive.
Communities live together and support each other, let’s see if 'the Atari Community’
can stay together in the coming year.
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News ...News ... News ... News ...

A NEW DISK MAGAZINE
- FROM HOLLAND

ANG Software from Holland have intro-
duced a new disk magazine, advertised
elsewhere in this issue, but this is a disk
magazine with an amazing new feature -
you get to choose a commercial game free
with each issue!

The dizkmag is called THE BEST OF
POEKEY magazine and Issue 1 is available
now. On side A you will find 55k of tex-
tfiles carefully ‘packed’ so that there is
room for your choice of a free commercial
game - chosen from over 20 games written
by, or marketed by, ANG. The textfiles on
Issue 1 include: Editorial - welcoming
readers etc., Mailbag - featuring letters
and adverts from subscribers, Machine
Code for beginners - learning to program in
machine code, Turbo Basic for beginners -
learning to program in Turbo Basic, Pack-
ers and Crunchers - how do they work and
how to make them, Sampling - what is
sound, what is digital ete., Game Tips -
how to solve games and codewords, Pre-
view - a preview of the newest game T-34,
Highscore List - who's got the bet scores,
Sorting in Turbo Basic - a special by the

Comtech crew, The Making of Video Games
- a series by Frankenstein and more.

Over on side B of the disk vou'll find a
selection of software supporting the tex-
tfiles together with programs such as Un-
iciern, an Arkanoid clone, Spaeeball, a one
or two player ball game, Five to Five, a
good Polish demo from Mirage plus a Disk
to Tape converter and others.

THE BEST OF POKEY is available from
ANG on subscription at a price of £12 for 3
issues, £22 for 6 issues and £42 for 12
issues. These prices include postage and
VAT and also the cost of the commercial
game, so for around £4 or less you can get
a disk mag and a commercial game. How's
that for value?

ANG will also send you their catalogue
free of charge which will include full de-
tails of The Best of Pekey and other maga-
zines and software. At the very least you
should send for the catalogue.

ANG can be contacted at ANG Software,
Ridderkerksestraat 60, 3114 RK Schiedam,
Holland, Tel, [fax: +31 - ()10 427 17 32.

MICRO
DISCOUNT
NEWS

Remember the disk interface announced
by Micro Discount a couple of years ago?
Well, after two years development, the de-
vice should be available early this year
with a target release date of March, The

interface will allow any 65%" or 34" standard

PC mechanism or 5T drive to be connected
to an Atari B-bit and formatted up to 720k.
The price of the interface will be under £50
and with drive mechanisms on offer at
shows for as little as £25 a disk drive for
your Atari will be a reality at the lowest
price ever,

Micro Discount are also developing a true
8-bit sound interface which will allow you
to reproduce sounds as good as on the ST
or PC. This will be an external module that
Jjust plugs into the joystick ports, so over-
coming the main fear of many users of
opening up their Atari and wielding the
soldering iron.

Micro Discount are at 265, Chester Road,
Streetly, West Midlands B74 3EA

RIGHTS TO
ZEPPELIN GAMES

Miero Discount have announced that
they have now purchased the rights to
the Zeppelin range of Atari 8-bit
games 20 look out for some interesting
re-releases in 1994, A total of 18
games should be wending your way.

RAMBIT STILL
AROUND!

Following our review of Micro Discount’s
Turbo tape deck last issue we received a
call from Dave Richardson of Rambit who
was unhappy as he felt that the article
gave the impression that Micro Discount
are the Turbo producers rather than retail-
ers of Rambit products. Dave Richard=on
assures us that Hambit is still around and
still owns the copyright to the Turbo-tape
system and the various specialised loaders
in the Turbo software. As far as we know,
Micro Discount are the only company to
sell a tape deck with a Turbo enhancement
ready fitted and that is what the review
was about, but we are happy to put the
record straight.

Thinking that Micro Discount are the
‘Turbo’ people is, perhaps, understandable
since they have been the main promoters of
the device in the past yvear or so and it is
several years since we have heard any-
thing of Rambit. However Rambit is still
active producing the Turbo versions of soft-
ware marketed by Micro Diseount and
what is more they also run a trouble shoot-
ing and tricky conversion service whereby,
for little more than the return postage cost,
they will attempt to place Turbo versions
on Side 2 of the original tape, as done for
Micro Discount. As an example he has re-
cently converted PAGE 6 WRITER, pub-
lished by New Atari User, for a reader who
was having difficulties.

You can get in touch with Rambit at 16,
The Green Thurlby, Bourne, Lincolnshire
PE10 0OHB or telephone 0778 424450,
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MAZE PRINT MISSING LINE

The MAZE PRINT listing in Issue 65 had a line missing. Just drop in the following:
30 GRAPHICS 4:POKE 708,179:POKE 712,39:POKE 710,39

otherwise you won't be able to see what is going on!

SWIFT SPREADSHEET

With very little serious software now available announcements of re-releases of guality
application software are most welcome. The Atari Classic Programmer's Club have
acquired the rights to Audiogenic's SWIFT SPREADSHEET.

The manual has been re-written for the Atari version and the product repackaged and
the new version was released towards the end of last year. It retails for £12.95 on disk
with a cassette version promised at £9.95. We hope to bring you a full review of the Swift
Spreadsheet shortly but can certainly recommend the product to anyone requiring

spreadsheet facilities on their Atari Classic.

Swift Spreadsheet can be obtained from ACPC, Pen-Tyddyn, Capel Coch, Llangefni,

Anglesey, Guynedd LL77 TUR.

Mew Afari User - lssue &6



News ...News ... News ... News ...

NEW
AM S SPRING SHOW

AMS is now the highlight of the year for Atari Classic owners unsold at the end of the show! You would alse have had the

and in 1994 you will be able to get double the enjoyment as the opportunity of meeting the folks behind KE-SOFT from Germany
organisers have added a new show in the Spring. You'll find full and ANG from Holland since they both made the trip across the
details of the dates and venue elsewhere in this issue. Channel just to meet you.

If you missed AMS 7 last November, then you missed what was The weather for AMS 7 was appalling so maybe that was one
probably the best supported event for the Atari Classic owner excuse, but make sure that you give your support for future AMS
with most of the companies and individuals providing products events which are now the only national forum for the supporters
and services for the Atari in attendance. Attendance from users of your computer. In the next issue we will give you a rundown of
was, however, down guite a lot on previous years and if you were all the exhibitors of interest who will be attending the Spring
one of those who didn't attend you missed a lot of fun, and a lot of event so that you don't miss out. Finally a note to exhibitors - if
bargains. You could have picked up 800XL’s for a fiver, 810 disk vou are planning to attend the Spring AMS pleaze tell us, and
drives for £25 and 1050 disk drives for prices lower than they give some details of what you will be showing, so that we can give
have ever been. Incredibly some of these bargains remained you full publicity in the next issue,

INTRODUCE A FRIEND

AND GET A FREE ACCESSORY SHOP VOUCHER WORTH £5!

Yes, that’s right. Introduce your friends to New Atari User and we'll send you a voucher for £5 for every new subscriber you
introduce. The voucher can be used for XL/XE or ST PD disks or any commercial software or other items from the PAGE 6
ACCESSORY SHOP, either in part payment or full payment.

All you need to do is put your name on the subscription form below and then persuade a friend to subscribe. Photocopy the form or
give us a ring if you would like a few more forms for other Atari users.

In order to qualify for the free voucher you must be an existing subscriber to New Atari User and the person you introduce must

be a new subscriber. Persons who have previously subsecribed are not counted as new subseribers unless their previous subscription
expired over 12 months ago.

YOU CAN HAVE AS MANY VOUCHERS AS YOU WISH -
EVERY NEW SUBSCRIBER INTRODUCED BY YOU GETS YOU A £5 VOUCHER

| want to show my commitment to Atari by subscribing to NEW ATARI USER I was introduced to NEW ATARI USER by
Please commence my subscription for SIX issues from *The Current/Next Issue

* Delete &g appropriate

Subscription no.

| e R e R ST e B RS L LT R |:| | encloss Chattel Ra eI
Address........cocesesenines i MO 1 %) B8 1 | [PV L2 LS e PLEASE MAKE PAYABLE TO PAGE 6 PUBLISHING
|:| | wish to pay by Access/Visa/MasterCard/Eurocard
Card No:

N L e S R i B2 EEEEEEEnEEEEEEEE
.......................................................................................................... Expirydate: [_|[_ ][ ][]

Please debit my credit card with the amount shown above
ORDINARY SUBSCRIPTION .
Elsewhere Surface £17.00 Elsewhere Air £23.00 LT 1|11 ] (- R PP S PP
DISK SUBSCRIPTION DATA PROTECTION ‘ACT: petails of your

subscription will be held on computer - please tick this
Elsewhere £42.00 box if you DO NOT wish this to be done

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

. lssue &6 - Mew Alari User




e Sharward Services presenfss . . .

Radio Rally & Electromcs Fair

SATURDAY 16 APRIL 1994
Bingley Hall, Staffordshire Showground

Weston Road, Stafford

Off the A518 Stafford-Uttoxefer Road
AA Signposted from Junction 14 on M6

Enfrance - Adult £2 - Children under 14 Free

Advance/Fastlane Tickets - £1.50
fincludes FREE Show Guide worth 50p)

All formafts supporfted, including: IBM PC, Amiga,
Arari ST / 8 bitf, Games Machines, Acorn efc efrc.
Hardware, Soffware, Accessories, Radio, Safellite,
Media Supplies, Complefe Systemns, Prinfers efc.

Traders welcome - please confact rhe organisers
for defails, stands from Jjust £50.

SHARWARD SERVICES
Urland Centre - 2 Uprland Road - Ipswich - P4 5BT
Tel - 0473 272002 Fax - 0473 272008

For your diary -

Autumn Show (AMS8) - Sarfurday 12 November 1994




Last year .. this year?

For your old Mailbag Editor, it's
that difficult time of year - the
latest issue of New Atari User has

Jjust been published, the copy date
Jor the first issue of 1994 is
already looming, and Christmas is
Jast approaching! Although you
won't be reading this peerless
prose until the beginning of Febru-
ary, it has to be collated well in
advance. So apologies if this Mail-
bag turns out to be somewhat
slimmer than usual but the Stage-
coach _from darkest Stafford has
only had the opportunity to deliver
a small amount of correspondence
so far...

Allan J Palmer
patiently waits in
the hot seat at the
Mailbag office each
issue waiting for
your letters on all
things Atari

GET INTO PRINT!
Write to MAILBAG at
Page 6 Publishing
P.0. Box 54, Stafford,
ST16 1DR

lssupe &6 - Mew Alari User

SOFTWARE - RATINGS,
UNDISTRIBUTEDS AND A
GUIDE

An anonymous letter writer [rom parts un-
known (please sign your letters and in-
clude your address on it, Mailbag {tems get
separated from orders and other corres-
pondence) has a few interesting thoughts:

"Why not give precise ratings of the soft-
ware you test, like many other mags do?”

I seem to remember Les commenting on
this in a previous issue. When it comes
down Lo it, ratings still tend to be subjec-
tive and what appeals to one person may
not rate highly with another. Personally, |
wonder how you can really rate software
on a percentage scale? Perhaps Stuart
Murray could give us his insight on how he
applies a percentage scheme to his PD
reviews. What do others think?

The letter continues "Ouver 10,000 prog-
rams of all sorts have been written since
the B-bit range appeared In 1979/80. Each
Jfuture issue of NAU could bring the oppor-
tunity fo build up a very complete guide to
existing soffivare on the Atari Classic. Of
course, this is a tremendous and ambitious
project but the number of 8-bit owners in all
countries {and therefore the different prog-
rams everyone has) could make this
possible.”

1 think Kirk Ruebottom's "A - £ of Golden
Oldies" which ran in issues 50 - 55 was a
very impressive attempl to document a
great part of the Atari Classic commercial
software library. I assume the '10.000" fi-
gure quoted must include PD software as
well. Yes it would be a very interesting
project, but the time and energy to actual-
Iv compile such a major list would be con-
siderable. Any volunteers?

And more ... "As we all know, numerous
software companies announced products
Jor the XL /XE that very few people or no-
body saw. Some were even written but
never saiw the light of day for the com-
panies feared that the XL/ XE sales figures
would not be high enough to ensure prafit.
If the Atari 8-bit market is definitely lost,
why not put those "lost" games oul via the
PD scene?"

There have been one or two articles in
previous issues about "lost” software, Can
anyone give a clear picture of the intrica-
cies of copyright and what prevents such
software becoming available through FD
channels or other means? And how do you
seek permission from Companies that no
longer exist?

S

SID’S BITS AND PIECES...

Regular correspondent Sid Berry from 17
Old Pond Road. Ashiord, Kent TN23 2QX
sent in a letter which just missed the
deadline for the last issue. Sid wrote that
he was due to go in to hospital for an
operation "...and may be laid up for some
time afterwrards - | may not be able to write
again for some time so with regard lo issue
64, the first comment is for Les, Mr Elling-
ham, Top Dog, Numero-Uno, etc., -. as you
can see from the comments above I will be
latd up at home after my operation and
while I am I would be able to check out the
article on Expanding Your Atari if you
would like and this would keep me out of
trouble with the lady wife. (We'll have to
call a close to this subject I'm afraid as |
have absolutely no idea where the unpub-
lished parts of this series now are ...
maybe returned to the original author ...
maybe among the two van loads of stuff
that had to go down the tip when we
moved offices! Sorry hardware freaks! Les)

“In response to the debate on Home Filing
Manager, and Nigel Ludlow the reason I
stopped using it apart from the copy
routines not working, was the awful layout.
If I wanted to use index cards I would do
so but with all the capabilities of the Atari
going to waste I decided to write my own
Jfiling system that could be used as a dala-
base. This was quite good until I wanted to
store my record collection and could not fit
it all in the memory or on one disk.

"As to the debate on AtariWriter+ [ use this
all the time, mainly in connection with
waork. [ had to produce an applications list
with retail prices and cross references to
other manufacturers’ part numbers ancd
cost prices. [ had intended (o use a data-
base until I found how restricted they could
be: so in desperation I used AW+ and
although it {s not ideal it does allow me io
produce a good looking document laid out
how I 'want it. [ am still looking for a good
database with_flexibility and access to
hard drives. The finished document is 200
characters per lineg on 15 inch wide paper
so the 255 characters per scrolling line on
the AW+ display is ideal to work with and
with search and replace both up and down
the file it works well with the only dravw-
back being memory - even with 45K per file
it requires 20 disks to store all the data!l

"The problem with the bank switching sys-
tem on the 130XE or upgraded 800XL is
that AW+ was written around a 128K sys-
tem and (s unaware of extra memory. If 1
ever have time [ will investigate this_furth-
er. As fo Richard Preston’s problem with
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the KXP1123 printer I also use a Panaso-
nic, among others a KXP1592 multi mode
wide carriage printer, and have constructed
with AW+ and the printer manual several
drivers for different functions. This is easy
to do and all the instructions are in the
AW+ user gulde.

“In reply to B Rogers of Southampton [
have just obtained a 850 interface very
cheaply because it had no manual or psu -
this works fine with the Newbury printer
via the serial port which can be accessed
Sfrom AW+ with the Print R1: command, ete.
The 850 handler is part of AW+ and is
installed at boot-up. Just one question_for
Mr Rogers - did he ever belong to the Atari
user group that used to meet at the Bold
Forrester? I used to belong to that group
before moving to Kent,

*Just a quick note to Daniel Carrodano |
am sorry I have not replied to your last
letter, I took it to work to photocopy as |
send coples to my brother-in-law in Port-
smouth and it fell into the cleaning tank in
the workshop and was destroyed! If you
would like to write again with your address
I will be more careful promise.

"Also in reply to Fred Meijer, I also use
Eurocheques for orders in Europe but _for
America I have found that credit cards are
the cheapest way to purchase and most
American suppliers expect customers (o
pay this way,

"And also to David Bennett from Coventry
- this problem with the 1050 drive not read-
ing enhanced disks could be a_fault, or
most often that the head requires cleaning.
A dirty head will read data from sectors
below 720 but because of the layout of
tracks on the disk those nearer the middle
are packed tighter together. These sectors
are only used in enhanced mode and |
would suggest David cleans the head and
sees f this solves his problem; and while
on the subject of disk drives, if Mr J R lles
has been unable to find a power pack for
the Indus GT drive I could make some sys-
tem test's on this drive for him and calcu-
late the power requirements and if need be
construct a power supply for him. If this
would solve his problem please contact me
at my home address.

"And a few words_for Mr E Macinerney - if
he uses DiskBase with SpartaDos, he can
set up a RAMdisk to sort in, this is much
quicker; also, SpartaDos has a valid point/
note routine and can be used to copy date-
base files without losing track of sector
pointers - unlike Dos 2.5.

"And finally I wish Nell Taylor from Horn-
dean, Hants good luck with the user group.
Before moving to Kent I lived in Portsmouth
and still have a_few contacts in the area |
will contact them and make sure they are
aware of your endeavour."”

Well 5id. 1 trust that in the weeks since
your letter arrived and the publication of
this issue, you have emerged fit and well
from hospital and are on the road to recov-
ery. Thank you for one of your usual in-
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teresting letters. If [ had a prize to award
for regular letter-writing in terms of quan-
tity and content, I would have to award it
to Sid - unless of course anybody else
would like to write more regularly and on a
wide range of topics. Perhaps I should ask
Les if we can afford a small prize for the
"Star Letter of the Month"?

PAGE 6 WRITER

Denham Phipps from Bradford, West York-
shire reports that he has discovered two
undocumented features of Phil Cardwell's
‘Page 6 Writer’ (featured back in issue 50).

"Pressing CONTROL + O gives you the
option to exit to DOS. I haven't tested this
thoroughly as I don't have a disk drive and
am using the cassette version. Secondly, if
you press RESET, the computer appears to
lock up, and all that hard work is lost... but
pressing BREAK twice will return you to
Page & Writer complete with your work
intact!

"While I'm on this subject, I wonder if
anyone has a solution to a problem I have
using Page & Writer - it does not like mixing
elongated text (especlally when centred)
with normal text (T use a 1029 printer).
Incidentally. if anyone has problems using
this program te print using the international
character set, the answer is simple, while
setting up the control characters for the
1028, assign to a key of your choice the
ATASCII codes for the characters you want,
For instance, if you want to print the pound
sterling sign, you could give inverse-E a
value of 27 and inverse-W a value of 23
{codes for ‘Escape’ and ‘International char-
acters’ respectively) and inverse-H a value
of 8 (code for the pound sterling symbol).
Then to get your symbol, at the appropriate
point in your text you press SELECT-
+SHIFT+E, SELECT+5HIFT+W, SELECT-
+SHIFT+H - this should work, but I must
admit that I haven't tested it fully yet..."

SOME QUESTIONS

Denham also raises some final questions
that will be of interest to other users as
follows:

"{1) Is SpeedSeript v3.0 any good?

(2) Will Digital Editor or anything like it be
available on cassetie?

(3] Has anyone ever heard of the Atari
1450XLD computer or the VCS
2600,/5200 keyboard?

(4) Are Allernative, Harlequin, or Fantasy
still producing games for the 8-bit?"

Thanks for your tips and comments, De-

nham. Regarding your questions: (1) I've

never used the product, but it’s companion

SpeedCale (also from COMPUTE! magazine

was a good basic spreadsheet; any com-

ments from other readers? Would anyone

 Mailbag

like to write a feature comparing different
word processors? (2) | doubt that you'll see
a cassette version of Digital Editor because
it would be very impractical to consider the
loading of different fonts and Print Shop
icons, etc. on a regular basis from tape -
it’s the sort of application that really needs
arandom access device, i.e. a disk drive;
(3] back in 1983, Atarl announced their
new XL range - 600XL, 800XL, 1400XL
and 1450XLD - you should be familiar
with the 600XL and 800XL models as they
did enter production;: however, although
publicised [photographs appear in the July
and December 1983 issues of ANTIC
magazine) the 1400XL and 1450XLD never
entered production! Just to whet your
appetite, the specification for the 1400XIL.
was 64K RAM, built-in BASIC (Rev. B),
diagnostics, programmable function keys,
a built-in modem and a voice synthesiser!
The ‘D’ suffix on the 1450XLD indicated
that it had the same specification as the
1400XL but with a built-in 5.25 inch disk
drive (1050 model) and with an expansion
bay space for a second drive!! Disappoint-
ing, isn't it? Would anyone care to consider
an article on building a pseudo-XLD
machine?; and (4] no!

DATABASE DECISION

Martin Andrews from Derby has "...a very
large collection of CDs, LPs and cassettes,
which I would like to put on a database.
This will be updated once epery week or so.
Can you please point me in the right direc-
tion as to which database would be the
most suitable, i.e. will accept possibly
thousands of entries, is_fairly easy to set
up and s convenient to add to and sort. |
have got AtariWriter+. Minl-Office I and
File-1t Il amongst others, but haven’t done
much with them. I don't want to start off
with the wrong one and have to transfer
everything. Is there a purpose made prog-
ram in the public domain which will
already be suitable for my needs?

Perhaps vou should talk to Sid Berry -
see his comments above on databases and
recording information. This of course
could be the subject of another article for
the magazine (hint) - a comparison of
various database programs. The Page 6 PD
Library has DiskBase (DS 38).

CB OR NOT CB

Back in issue 64, Arthur Morris enquired
about using CB to transmit Atari data.
Nick Ashby from Ruislip in Middlesex
responds:

"I am afraid this is a no no, only telephony
(i.e. speech) is allowed to be broadcast via
Citizens Baned (CB)."

Mew Atari User - [ssue &6 9
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GENEALOGICAL
PROBLEMS

Nick Ashby is also ".__having problems
trying to run the Genealogy program (Page
& PD disk DS29) using double density _for-
matted disks. I was hoping that I could
increase the data file capacity and
although I have transferred the program
and files to double density disks (formattecd
by MyDOS) using SpartaDOS, the program
will not run properly.”

I suspect Nick, that the program's record
handling routines, to cater for the inser-
tion, amendment and deletion of records,
are built around "standard" Atari DOS
constraints (i.e. maximum number of sec-
tors, ete.) . Writing the program to cater for
various density formats may have made
the operation too complex - the author
may not have had access to a double de-
nsity drive. Maybe someone out there has
developed a patch which can be applied to
allow Genealogy to support a different de-
nsity structure.

M.U.L.E. Players

Jason Kendall from Bourne, Lancashire
was pleased to see his letter printed in
issue 65 and reports that he's already had
a reply to his Contact column plea for help
with Ultima. Now he knows that there are
people out there who do respond to ques-
tions, he's got another one for us:

"I have recently been playing a ‘golden
oldie’ - M.U.L.E. from Electronic Arts. This is
one of the few games to accommodalte 4
players, i.e. 4 joysticks at once. On other
similar games such as Dandy Dungeons
{Page 6 PD Library disk 73), you can control
players 1 and 3 with one joystick and plaly-
ers 2 and 4 with the other (much better on
Dandy Dungeons than normal 2 player
mode!). With M.U.L.E. the 130XE only
warks on the 1 or 2 player options. The
game recognises players 1, 2 and 4 on the
starting screen (as their 'stick' messages
light up). I thought that the XE had hard-
ware to enable ports 3 and 4 to be on
joysticks 1 and 2 respectively. I have tried
using the 800 Translator disk, buf this has
no effect. Can anyone tell me if a 4 port
adaptor could be made, or do I need to
obtain an old 8007"

| think the confusion here is that the XE
Operaling System actually maps the
values for joysticks 1 and 2 into the sha-
dow registers (locations 634 and 635) for
slicks 3 and 4, this doesn’t mean that it
will use those values lo act as ‘pseudo’
jovsticks. M.U.L.E. is probably written to
expect responses for joysticks 3 and 4 on
PORTB (location 54017) - that's fine on the
800 machine, but the XL and XE
machines do not have a physical PORTE.

|ssue &é - Mew Alari User
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this location is used for memory manage-
ment so no chance of using 4 players on a
130XE... unless of course someone Knows
better?

SOLUTIONS OR NOT?

Kevin Cooke from Exeter in Devon has
been tempted to write following Eddie
Cousins' comments last issue about game
solutions appearing in magazines, Kevin
notes "...Despite supplying some of the
hints { solutions in the last couple of Tipster
columns, I have rarely used solutions to
complete a game prematurely, as I don’
wish to waste my money on something that
won't challenge me. At the end of the day it
comes down to how much self control you
have. If you haven't completed a game, just
don't read its solution. On the other hand,
when you are stuck, the solution is there
for you to use!”

CLeaRing ERROR 9

B Rogers sends a nole regarding Ian Fin-
layson's Variable Lister Tutorlal in issue
65. lan noted that GOTOIng the routine a
second time generates a "Error 9" because
WORDS is already DIMensioned. Mr Ro-
gers suggests inserting a CLR command
before WORDS is DIMensioned so that
subsequent calls of the routine find
WORDS un-DIMensioned and the DIM
statement then operates without generat-
ing the Error message,

PRINTER SOLUTIONS

Another regular correspondent. B Rogers
from Seuthampton writes with some
answers to questions raised in issue 65:
"Jack Barnes writes about printer prob-
lems he is having with a serial printer. It
should be noted that only 3 wires are RE-
QUIRED for correct function of a RS232
interface: these being TX Data, RX Data,
and Ground. Others are desirable, but not
essential. Assuming Mr Barnes has wired
the cable correctly, (the correct pinout is
actually printed on page 55 of issue 65).
the most likely problem is a lack of under-
standing of the implications of using a se-
rial printer. First, it should be noted that
most commercially produced saoftuware will
not recognise the printer as being present,
since the assumption (s often made that the
printer will respond to the "P:" device. Atar-
iWriter is, I believe, one exception to this
rule, since it allows for the definition of
custom printer drivers. The solution is as

follows - send output to the "R:" handler

instead. Obviously, LPRINT, LIST "P:", etc.
will not work. To_fully understand how to

get the printer running, study should be
made of the "R:" device protocols and, to a
lesser degree, the XI0 command. What fol-
lows should serve as a warning to eager
bargain hunters. It is absolutely essential
that before buying that "woenderful bar-
gain", one fully considers exactly what it is
and how one intends to use it. Failure to do
so may result in burnt fingers.

"Ray Powson wants to know about printer
buffers. Since these devices are connected
either by a RS232 or Centronics [nterface,
they do not need to be ‘Atarl compatible’,
The best place to find printer buffers is to
look in magazines such as Computer Shop-
per. The one I purchased about two years 2
ago has 256K RAM on board, and cost
about 25 pounds. Price may be somewhat
higher at the moment due to an (artificial)
increase in RAM prices.” r

Thanks for all the information and sug-
gestions, Mr R; I'm sure our readers will
find this of interest.

WHICH LIGHT GUN GAME?

Finally, Kevin Cooke has a question:

"While looking at (Old) Atarl User maga-
zine Volume 3 number 8, I noticed a game
Jor the Light Gun on the front cover - the
game appears to be called ‘Trouble Shooter’
- I have never heard of this game, but the
magazine description of it sounds like ‘Bug
Hunt'. Can anyone tell me whether it was
re-named for release?"

Over to the Light Gun fanatics...

And with that, it's time for me to get this
Mailbag column in the post, hopefully to
meet the pre-Xmas copy date! I loole for-
ward to hearing from you all in 1994, Let's
have lots of discussion of all things Atari to
teake us through 1994!

A DEDICATION

This year I'd like to dedicale the column to
Don Bell of Ontario, Canada. Don has run
the excellent BellCom FD Library for the
Atari Classic since 1986. BellCom has al-
ways been a friendly and professional
operation. Sadly, the level of interest in the
Atari Classic line has dropped to a point
where Don finds it is no longer practical to
keep the BellCom Atari §-bit PD Library
running; and consequently the service
closed on 315t December 1993, Thank you
Don for your support of the Atari Classic
and the greal service you gave the Atari
S-bit community during the last ¥ years.
Good luck in your future ventures!

Allan J. Palmer
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A Happyv New Year!

From A ‘crazy’ New Generation software

They call us ‘crazy’ because of;

Our incredible prices for software & hardware

We won't give you details about our prices in this advert,
but | can promise you that you will be amazed' Some of
the disk software which is © by ANG-Software:

Bang! Bank! Dark Abyss Fureka
Johnny's Trouble Mines Oper. Blood
Saper Constructor Shit! STPlayer

Special Forees Thinx ML Drumedit
Some of the titles which are distributed by ANG:

Adax Convicts Drap It

Fred+ Mission Hans Kloss Humanoid

Magia Krystaly Miecze Valdgira Muff & Drunt
Neron Saper Tac-Tic
And, of course, we do have a lot of cartridges and

hardware like cables, printer interfaces, speedy’s, joys-
ticks, stereo upgrades, samplers etc.

The Best of POKEY Magazine

A disk magazine and commercial game on one disk! Every
month a commercial game (selected by yourself!!) and a
disk magazine with textfiles about games, programming.
tips, mailbag etc., and, of course, nice programs to play
with or to use. See the preview of Issue 1 in this New Atari
User for more information. You will also receive every two
months our catalogue for free!

NORTH OF SCOTLAND ATARI USERS GROUP

FUTURA

THE NOSAUG NEWSLETTER

A BI-MONTHLY PUBLICATION ON DISK OR
CASSETTE/PRINTED COPY FOR YOUR ATARI 8-BIT

Editorial, news, trivia, reviews, competitions, programming etc.
plus ... top quality software from Futurians and the
public domain

SEND £1 FOR A SAMPLE DISK OR £2 FOR A CASSETTE/PRINTED COPY
FUTURA ISSUE 11 - OUT NOW

FUTURA ISSUE 12 - OUT 1st MARCH

Prices: DISK £1.95 each (£11 for & issue subscription)
CASSETTE + PRINTED COPY £3.95

Back issue disks 1 - 10 are still available at only £1.50 each

NOSAUG PD

CASSETTE LIBRARY

The very best in public domain software on cassette for your Atarl XL/XE
e.9. GAMES 1-4, UTILITIES, AMAZING DEMOS, MUSICAL MADNESS,
KIDS FUN, FUTURA ISSUES 1 - 10
* NEW TITLES = UTILITIES 2, BEST OF ANTIC, FUTURA ISSUE 11 =
(Full cassetie listings available with Futura 11 or by SAE)
Prices: 1 - 3 cassettes £2.95 each
4 - 6 cassettes £2.50 each
7 + cassettes £1.95 each
Please make cheques/p.o.’s payable to 5.J. MURRAY and send to:

NOSAUG, 71 Walker Road, Torry, Aberdeen, AB1 3DL, Scotland

NOSAUG - AN ATARI 8-BIT USER GROUP!

Mega Magazine

The one and only diskmagazine for all ‘freaks’. Issue 7 will
soon be available, again filled with brilliant textfiles and
pregrams for those who want to get all out of their machine!

Our free bi-monthly catalogue

Software, hardware, special offers, newsfile, ANG news
etc. You will get this one every two months for free as long
as you order at ANG Software. Drop a line for the first one
and get the latest game from ANG for free!

For all Dutch and Belgium readers

Er is ook een disk Magazine in uw esigen taal'! Ondertus-
sen Is reeds nummer 37 uitgekomen. Elk magazine bevat
ongeveer 100 kilobyte tekst over programmeren, software,
hardware projecten, handleidingen, etc. Naast deze teksten
krijgt u Demoversies van commerciele games, goede public
domain software, handige utilities en speciaal voor het
magazine geprogrammeear-de software, U kunt ons schri-
jven, faxen of bellen voor verdere informatie’

A New Generation Software
Ridderkerksestraat 60
3114 RK Schiedam - Holland
Tel/FAX +31 - (10 427 17 32

NOSAUG PD

DISK LIBRARY

OVER 100 DOUBLE SIDED DISKS FEATURING
THE VERY BEST IN PUBLIC DOMAIN AND
SHAREWARE FOR YOUR ATARI 8-BIT

The following disks are a small selection from our listings:

UTILITIES
PAGE EDITOR V3.3 - A powerful DTP package
SOUND MONITOR PROFESSIONAL - Amazing music program. 20
tracks included
1029 UTILITIES - Powerful utilities for your Atari 1029 printer
THE NOSAUG PALETTE - Mine art packages on one disk!
GAMES
TETRIS TERROR - Seven of the best Tetris clones on one disk
THE LOADED BRAIN - Concantration game with excellant animated

raphics
BE$19CIF ANTIC GAMES - Lols of classic titles from Antic magazine
TRAVELLERS 1 + 2 - Two versions of this brilliant game on one disk
DEMOS
THE HALLE PROJECT - The official continuation of the Hobbytronic

(2 disk set with bonus demos included)
THE TOP MEGADEMO - WFMH classic 2-part megademo!

EDUCATION
NOSAUG EDUCATION 1 - Selection of quality educational programs
BEST OF ANTIC EDUCATION - Education for all age groups

DISK MAGAZINES
INSIDE INFO - Australian disk magazine by ACE - NSW
MAGIC - American disk magazine. Lots of software on each disk
OL' HACKERS NEWSLETTER - The best American disk newsletter
START - The last Antic programs released

PLUS MANY, MANY MORE! SEND £1 FOR NOSAUG PD CATALOGUE
PRICES: 1 - 4 disks £1.95 each
5 - 9 disks £1.50 each

** SPECIAL OFFER: 10 + disks £1.00 each **
Please make cheques/p.o.'s payable to 5.J. MURRAY and send to:

NOSAUG, 71 Walker Road, Torry, Aberdeen, AB1 3DL, Scotland
NOSAUG - AN ATARI 8-BIT USER GROUP!

Mew Atari User - lssue 66
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Ann O’Driscoll concludes
her series on the
Graphics modes of the
Atari with the modes that
are generally thought to
be available only on the
XL/XE models but are in
fact available to all

GRAPHICS 9 to 15

sraphics 9 to 15 are made up of 3 screen types: The GTIA
modes [(Graphics 9 to 11) which allow the use of extra colours,
two multicoloured text modes (Graphics 12 and 13) and two
high resolution drawing or map modes (Graphics 14 and 15).

THE GTIA MODES

Graphics 9 to 11 are called the GTIA modes because they use
the Atari's GTIA chip. These modes were not accessible rom
BASIC on the first Ataris, which had a CTIA chip instead. All
three screens have the same dimensions (80 across by 192
down), they do not have text windows and they do not have
screen borders.

GRAPHICS 9 uses only 1 colour but this can appear in 16
different luminances on the screen at the same time. The
background screen colour is controlled by register 4 at mem-
ory location 712 and you can set it using POKE 712,C*16 or
SETCOLOR 4,C.0 where "C" is the colour number (0-15) that
vou want. The Tuminance’ or last value in the SETCOLOR
command doesn’'t have to be 0, but this value is usually
chosen as il enables the full range of luminances to be shown.
Mext, you use the COLOR command to change the luminance
of this colour so that you can see things printed on the screen.
While the color command would normally use values in the
0-15 range, you can in fact use any number in the 0-255 range
and not get an error message,

|ssiwe &G - Mew Alari User

10es on..

GRAPHIC

GRAPHICS 10 uses 9 colour registers in all. As well as the
5 "standard" registers at memory locations 708-712, this mode
also allows access to the 4 extra colour registers at locations
704-707 which are normally used for player missile graphics.
You must POKE values into locations 704-707 but you may
use SETCOLOR or POKE to place colours in the registers at
locations 708-712. The COLOR command is then used to pick
a register as follows:

COLOR 0 = location 704(background)
COLOR 1 = location 705
COLOR 2 = location 706
COLOR 3 = location 707
COLOR 4 = location 708
COLOR 5 = location 709
COLOR 6 = location 710
COLOR 7 = location 711
COLOR B = location 712

One thing to note is that in this mode, memory location 704
holds the background screen colour generally held by register
4 (location 712). Location 712 acts as a "normal” colour regis-
ter in Graphies 10.

GRAPHICS 11 uses 16 different colours which can appear
on the screen at the same time. All of these must have the
same luminance, which is controlled by register 4 at memory
location 712. You can set it using POKE 712.L or SETCOLOR
4.0.L where "L" is the luminance number (0-15) that you want.
You then use the COLOR command to select the different
colours for printing on the screen.

A DEMONSTRATION

LISTING 1 is a simple program to show the 3 GTIA modes in
operation and give an idea of the range of colours available on
these screens. The "G RAP HIC 5" letters and numbers 9, 10

——



EH 1 REM

EV 2 REM B SOME BASIC MOTES ... o
MM I REM & on Graphics % to 15 @
GT 4 REM &8 by Ann 0'Driscoll H
CP 5 REMH - "
UH & REM B MEH ATARI USER E
HE 7 REM 1 January 1994 0
FE 8 EEH amm FABEA@dmdmb AR AR E R AR AR OB

NO 2 REH

FE 30 REM BB T TEA T

BE IZ REM

AL 58 CLR :GRAPHICS @:POKE 717,148:POKE 7
64,255 :POKE 75Z,1:7 "GRAPHICS 9 TO 11
bEmt.:? " wi

s5U 68 7 "4HTESOTIE CHANGES COLOUR/LUMIMNA
MCE":? "+BEEITEE MOVES TO THE NEKT MOD
Eii

ZT 78 POSITION Z2,28:7 "“"MPress any key to
begin*

Ul 88 IF PEEKC764)=255 THEN 886

MO 98 GOTO Iee

BD 39 REM --—- DRAMWM LIMES —--—-

SI 189 FOR MN=8 TO 168:PLOT H,N+Y:DRAMWTO X+
6, M+Y:NEKT M:RETURN

UK 118 FOR N=8 TO 18:PLOT H,N+Y:DRAHTOD X+
G,N+*Y:NEKT M:RETURMN

DN 128 FOR N=8 TO 1:PLOT M+X¥,8:DRAWTO N+X
;B8 IMEXT M:RETURN

YD 13I8 FOR N=8 TO L:PLOT M+M,B8+Y:DRAOMTO M
+H,¥+40: NEXT N:RETURMN

MM 148 FOR W=1 TO 1:PLOT 8,Y+N:DRAMTO 75,
Y+MINEKT N:RETURMN

UV 145 FOR N=@ TO L:PLOT WN+H,118:DRAWTD M
+H,198:NEXT MN:RETURMN

5K 149 REM -- G.R.A.P.H.I.C.S5. LETTERS

S0 158 H=8:GOSUB 1268:Y=78:G0SUB 110;:¥Y=0:6G
OSUB 188:H=7:Y=4d8:G05UB 1Z8:X=3:GOSUB
188 : RETURN

KD 155 H=11:GOSUB 1Z8:Y=-48:G0SUB 118:Y=8:
GOSUB 188:H=-16:Y=0:GOSUB 130:H=-18:Y=48
{GOSUBE 138 :RETURMN

CF 168 H-2Z:GO0SUB 178:Y=8:GOSUB 118:V=48:
EOSUEB 118:H=29:GOSUB 178:RETURN

TI 165 H=I2:GOSUB 128:¥=8:GOSUB 110:Y=40:
GOSUB 118:K=3I9:¥=8:GOSUB 1I0:RETURM

EZF 178 H=4Z:GOSUB 1Z0:Y=48:GO0S5UB 116:H=49
:EOSUB 120 :RETURN

QH 175 H=S4:GOSUB 176:RETURM

UH 188 X-S58:605UB 1Z8:Y=8:GOSUB 118:Y=78:

i GOSUB 118:RETURM

Listing 1

CT

SH

CT

]
FD
oK
RY
up
KM

Yo

o

P

JG
JH
M
HiX
(1], ]

QF
FH
Gl
FR
El

IG
Ga

185 H-68:Y=70:GOSUB 118:Y=40:GO0SUB 1186
iI¥Y=B0:GOSUB 110:GOSUB 1I8:K=75:Y=48:G605
UE 1Z8:RETURM

299 REM ——— GRAPHICS 9 -==

388 GRAPHICS 9:SETCOLOR 4,18,0

316 FOR WM=1 TO 8:COLOR MMN:GOSUB 145+M
MES:MEXT NN

328 FOR MNN=1 TO 16:COLOR MN:Y=8B+NN:GO
SUHBE 148:MNEXKT MM

338 COLOR 1Z:H=32:¥=118:G05UB 130:COLOD
R 13:¥-118:G0SUB 118:COLOR 14:¥=148:G0
SUHB L119:COLOR 15:H=48:GOSUB 145

48 IF PEEKISIZ79) {33 aND PEEK(SIZ79) <
G THEW I48

298 IF PEEK(S5IZ79)=6 THEN 488

368 COL=COL+1:IF COL>16 THEN COL=@

370 SETCOLOR 4,COL,.8:cOT0D 48

99 REM ——— GRAPHICS 18 -———

488 GRAPHICS 18

418 POKE 764,0:POKE 705,116:P0OKE 766,72
4:POKE 787,148

428 POKE 786,.68:POKE 709,7Z:POKE 710,8
4:POKE 711,96:POKE 717,104

4I8 FOR NN=1 TO B:COLOR MN:GOSUB 145+M
NES: Y=G8+MM: GOSUB 148:NMEXHT NN

448 COLOR I:FOR MM=1 TO Z:H=Z4+NN%7:GCO
SUB 145:NEXT MM:H=I8:¥Y=119:GOSUB 118:Y
Zig@:GOSUB 118

458 IF PEEK(SIZ79)4{}X aNMD PEEK (5312793 ¢
>6 THEM 458

468 IF PEEK(S3IZ279)=6 THEN 588

478 FOR M=704 TO 712:IF PEEK(M)}Z58 TH
EM POKE (N} ,B:GOTOD 498

4880 POKE M, PEEKIM)+Z

498 HEHT N:GOTO 458

4%% REM ——- GRAPHICS 11 —---

588 GRAPHICS 11:SETCOLOR 4,6,8

518 FOR MM=1 TO 8:COLOR MM:GOSUB 145+M
H¥S :HEXT MM

SZ8 FOR MM=1 TO 16:COLOR MM:Y=G8+MM:GD
SUB 148:NEXT MM

538 FOR WNN=1 TO Z:COLOR FEMN I H=ZII+NM: G
DSHB 145:XN=I9+NN:GOSUB 145:MEXT MM

948 IF PEEK(SEZ7?) ()X AMD PEEK(S5IZ?79) ¢
26 THEN S48

558 IF PEEK(53279)=6 THEM GO@

S68 LUM-LUM*1:IF LUM)16 THEM LUM=8

578 SETCOLOR 4.,9,LUM:GOTO S48

688 POKE 764,255:POKE 75Z,0:END

1

and 11 are set up using PLOT and DRAWTO subroutines and a
different color /luminance is chosen with the COLOR eommand
before each routine is called up. The default settings initiated
in LINES 300, 410-420 and 500 may be changed if you press
the OPTION key. while pressing START brings you on to the
next sCreen.

If you want to take a further look at the GTIA modes, a good
place to start might be some early disks from the Page 6 Public

Domain Library. Disk #16 has two drawing programs. one in

Graphics 9 and the other in Graphics 11, while Disk #2 has
some Graphics 10 demos.

continued 1=

REGISTER 708 REGISTER 709 REGISTER 710

TABLE 1

REDEFINITION OF "O" USING
DIFFERENT COLOUR REGISTERS

00000000 ( 0)
00010101 (21)
00010001 (17)
00010001 (17)
00010001 (17)
00010001 (17)
00010001 (17)
00010101 (21)

00000000
00101010
00100010
00100010
00100010
00100010
00100010
00101010

(0) 00000000 (0)
(42) 00111111 (63)
(34) 00110011 (51)
(34) 00110011 (51)
(34) 00110011 (51)
(34) 00110011 (51)
(39) 00110011 (51)
(42) 00111111 (63)
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EX 1 REM Hi i e 1 EEERARAREEREnE

CV Z REM T SOME BASIC WOTES ... "
MM I REM 1 on Graphics 9 to 15 #
GT 4 REM 1 by ann 0'Driscoll un
G5 AEN B et e e u
UM & REM B HMEH ATARI USER i ]
HE 7 REM 1 January 1994 "
FE a LR T H

9

BE IZ REM

5T 48 CLR :POKE 186,160:DIM M5 (3I4) :RESTOR
E SB:FOR M=1 TO 3I4:READ M:HS5(N,N)=CHRS
(M} :MEXT N

OC 58 DATA 104,104, 133,287,104 ,13X,206,16
9,8,13%,204,169,224,1%Z%,285,162,4,1606,
8,177

BO 55 DATA 204,145,706.136,208,249,236,26
5,230,787 ,202,708, 242,96

AE 68 MB=1Z8:RAMB-NB®ZS6:HH=USR{ADRIMS) R
aMB)

HU 65 RESTORE 88:FOR N-RaMB+16%8 TO RAMBY
ZG6¥B-1:READ B:POKE N.B:NEXT N

DF 86 DaTa B,21,17,47,17,47,17,21

GH B1 DATA B,17,12,12,12,17,12,63

JS 82 paTa 8,21,.1,1,21,16,16,21

TZ 83 pATA B,63,3,3.63,3.3,63

LS 84 DaThA 8,32,X2,32,34,42,2,2

GE 85 DATA B,21,16,16,21,1,1,21

AM B6 DATA B,32,32,32,42,34,34,42

OK &7 pATA ©,42,2,2,2,2,2,2

A0 88 DATA B,21,17,17,21,17,17,.21

QE 69 DATAH B,63,51,51,63,3,3,3

GCB 94 REM se TAKE THE REM aHaY FROM LIME

CH 95 REM e® 9% IF YOUR ATARI CaM'T

JY 96 REM s® GCCESS GRAPHICS 17 TO 15

Of 97 REM e DIRECTLY FROM BASIC

DL 98 REM 44

Listing 2

MH 99 REM GOTO S88

HH 199 REM == GRAPHICS 15 INTRO SCREEMN

RF 2868 GRAPHICS 15:POKE 752,1:POKE 764,25
S:MH=B

af 218 FOR W=8 TO 159 STEP I:COLOR HMN:PLO
T 79,0:DRAHTOD N,79:PLOT 79,159%:DRAHTO
M,79:HN=HNN+1:IF HMN>I THEN MNN=8

HU 228 MEHT N I

KL 238 7 * +Press for Graphics

]_III
HO Z48 IF PEEK({S5I279) (56 THEN Z480
LD 299 REM ——— GRAPHICS 12

HE I86 GRAPHICS 1Z2:POKE 75Z,1:POKE ]‘.QE,HBI
-1:POKE 756,RaMB/256

Ga X168 POSITION B.4:7 H6;*"1 2 3 4 5 6 7 8
9 @ :POSITION 6,7:7 H6;™18 Z1 3IZ 43 5

6 87 23
LY Zz8 T ™ 4Press for Graphics
1:8[

3I3e IF PEEK(53272)<{)6 THEN 338

99 REM ——— GRAPHICS 1X

OR 488 GRAPHICS 13:POKE 186,MB-1:POKE 756
,ROMB/ 256

CR 418 POSITIOM 8,Z:7 W6;"1 2 X 4 5 6 7 &

9 @:POSITION 8,6:7 HE:"18 21 3I2 43 S5

& 87 %Iv
JO 428 POKE 764 ,255:END
PH 493 REM —-—-— SET UP AMTIC 4

¥YZ 588 GRAPHICS H:bL:PEEE‘559]*255*FEE[!5I
61) :POKE DL+T,PEEK(DL+3)+2

AL 518 FOR M=6 TO 24:POKE DL+N,PEEK(DL+N)
+2:NEHT MW

¥YC 528 POKE 186,MB-1:POKE 756,RaHB/SZI56

Z¥ 538 POSITION G,4:7 "1 2 3 4 5 6 7 8 9
8" :POSITION &,7:7 *"18 Z1 32 43 56 87 9
3"

LM 548 POSITION 2,20:END

XL/XE
GRAPHICS MODES

sraphics 12, 13, 14 and 15 are 4 modes which cannot be
called up directly from BASIC on the older Atari computers. It
is, however. still possible to access these extra screens on the
400/ 800 machines by using a little programming, and an
example of this is given in LISTING 2.

GRAPHICS 12 AND 13 are multicoloured text modes. In
Graphics 12, each character is the same height as a Graphics
0 character (8 scan lines) and you can fit 40 characters across
a line of screen. You can also fit 40 characters across the
screen in Graphics 13, except this time the characters are 16
scan lines high (double the Graphics 0 height).

You really have to define your own character set to use these
modes because, while each character still uses 8 bytes of
memory (i.e. fits on an 8x8 grid), the computer reads the bytes
in pairs of bits rather than singly and only displays 1 bit per
pair (4 per & line byte). The pixels are double the Graphics 0
width so the characters are still the same size. Each "bit pair®
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specifies the colour register which the bit uses. With 4 possible
2 hit combinations, you can therefore have 4 colours within
each character. The combinations are:

00 = register 4 (location 712)
01 = register 0 {location 708)
10 = register 1 (location 709)

11 = register 2 (location 710) OR

register 3 (location 711) if in inverse mode.

Character definition may still be done on an 8 X 8 grid: If a bit
is "off” you put in a 00 to select the background colour register;
if it is "on" you put in a 01, a 10 or a 11 depending on the
colour you want. Table 1 might throw some light on how this
works. It shows how one character - the 0 - was actually
redefined for LISTING 2 (explained below] using register 708
and what the bit pattern would have looked like if the same
character had been produced using registers 709 or 710. The
numbers shown in the brackets are the decimal values which
are POKEd into the RAM character locations to produce the
chosen figure: in this case the numbers under Register 708
were used (LINE 80).




GRAILIN International

StereoPlus UEﬁrade sivsoreRe IR
Hardware upgrade for BU0XL & B5130XE that doubles |
the number of sound channels & can provide steren
sound. Upgrade consists of PCB which holds 2 POKEY |
chips. If your original POKEY is in a socket installation
only requires soldering of 2 wires and drilling of holes in
case for phono sockafs, Upgrade is Gumby compatible.
. Fullinstructions and demo disk supplied.

MidiMaster Il ............. LoD

Complete low cost Midi interface for the Atari Classic
range of computers. 8 track sequencer. Music players.
CZ & DX voice editors, Interface plugs inlo SI0 chain.
Softwara supplied on disk.

Replay Sound Sampling System ...£25.00
Hardwara cartridge thal enables any 48K Atari Clazsic 1o
sampleirecord sounds which can be played through the
TVimenitor. Replay is not required o play them.
Software includes sampler, Digidrum, Digisynth and
details on how to use sounds within your own pragrams.

DigiDrum Version Il .........cccocconneen. £3.50

Arari ST Software
Acticn Service / Alpha Waves / Arlura / Baltleships /
Beyond the Ice Palace / Blasteroids / Chicago 90 / Crack
Down / Dark Fusion / Deflekior/ Dogs of War/ Eagle's
Rider / Eye of Horus / Future Dreams / Gambler / Ghouls
' Ghosts / Go-Moku / Renju /HATE/ Highway Patrol 2
! Jumping Jacksen | Krypton Egg / Leviathan / Liberator /
Mugshot! { Murder In Venice [ Mystical / Operation
Neptune [ Qutcast / Passing Shot ! Phobia / Phoenix /
Pop Up / Powerplay / Quest for the Time-Bird / Rally
Cross [ S.W.LV, / SDI { Silkworm / Spherical |
Spidertronic / T.N.T/ The Light Corrider / The Toyottes /
Timeblast / Trauma / Turbo GT / Tusker / Warlocks Quest
/ Xenon / Z-Out
£350each or &frf12o00
Stk dmbed so please indicale atemane ohoces

Plaase send cheques / PO / IMO's to Gralin Infemational, Dept
Pifi, 11 Shillto Foad, Parksione, Poole, Dorset BHIZ 2BM

{ Eastemn Front......

P&P: UK-E1.50. ECC - £2.50 + 10% value of goods.
NEW PRODUCT GUIDE AVAILABLE - PLEASE SEND SSAE |

Zeppelin Software

4 for £10.00
Arcade Fruit Machine /
Cavemia / Jocky Wilson's
Darts Challenge / Kenny
Dalglish Soccer Manager /
Les Veqas Casino / Mirax
Forca / Ninja Commander
Speed Ace / Stack Up /
World Soccar [ Zybex
Af ies o disk @ i Sted somol
Sl e IRICARe SaTIes

Cartridge Packs
Pack A: Asteroids. Pango,
Defender, Designer Pencil,
Kaboom, Tennis & Masterype
Save £15, now only £12.00
Pack B: 5iar Raiders, Dig
Dug, Mecromancer, River
Raid, Donkey Kong Jnr,,
Robolron: 2084 & Galaxian
Save £20, now only £22.00

Dean Carraghty Software

For Atari XL/XE Software!

* PD Library * Commercial Software Publishing * Magazine Publishing * New &

Used Hardware & Software * Software Hardware bought, sold, & exch
EEWaTENs . G e
Disk - £4.95 Rambit Turbo Tape - £5.254

Turbo Load Kits - We row sell Rambit turbo load kits for 1010 and %012 data TECOIErS,
Comes with solder-in kit (with fitting instructions) and conversion schware an tapa. The RAambe turba loader
will allow you to load converted tapes 6 times faster than a standard data recorder. Lats of oonvarted
tapes are availabis, including 5 from DGS. Kit price: £13 inc. péip. Ov, lef us fit one for you. yaur
1070 or XC12 with £18.50 and we'll send your data recorder back Turbo charged!

Rambit Tape Users - Wenow have the new PEP game Bomibi an Turbo tape farmad.
Price: £5.25, (r, buy & along with Rubber Ball Glaggs M and Minesweeper for just £15.95

* P.D. on Rambit and Standard load tape *
We now have some P.D, avadable on standard and tebo kead formats, Write for catalogue,

ANl prices quoted include first class PEP. For a fuler lsing of our progucts, see ow ad in
New Atar User Issug 84, or send 2 x 18p stamps for our £5 page catalogue. Other
couninies send 3 Infernational Reply Coupons.

D.G.S., 62 THOMSON AVE, BALBY, DONCASTER, DN4 ONU, ENGLAND
Phone: (0302) 855026 International: +44-302-855-026

Other Cartridges

Cavems of Mars ........ £4.00
Donkey Kong............. £5.00

Final Legacy ......
GRARMTEG
Jungle Hunt ..............

New 1010
Program Recorders
£12.50 each

Reconditioned 1050
Disk Drives
Includes PSU & 510

£70.00 each
LR petiers ool e T000 8 TS

SEND A CONTRIBUTION!

Remember it’s your contributions that
keep New Atari User alive. Whether it’s
a set of mini programs like those in pre-
vious issues or a comprehensive techniec-
al article, or an arcade game we want to
be able to give other Atari users the
opportunity to enjoy your work.

Look out your programs, polish them up
and send them in!

Some basic notes o ... GRAPHICS

GRAPHICS 14 AND 15 are like Graphics 6 and 7
respectively, except that each pixel is one scan line long in-
stead of the 2 used in Graphics 6/7. This means that you get

very high resolution screens (160 x 192; or

160 x 160 with a

lext window) which are most suitable for drawing. The colour
use is the same as Graphics 6 and 7 - Graphics 14 uses
register 4 (location 712) for the background and register O
(location 708) for drawing points. Graphics 15 uses registers 1
and 2 (locations 709 and 710) for points as well.

AN EXAMPLE

LISTING 2 redefines the 10 number keys

(0 to 9) to show

Graphics 12 and 13 in operation. The introductory screen,

beginning at LINE 200, draws a pattern in
show the high resolution of this mode. The
duplicated in RAM by the routine at LINES
data is POKEd into the number key locatio

Graphics 15 to
character sef is
40-60 and the new
ns by LINE 65: LINE

80 holds the data for the new 0, LINE 81 the data for the new
1. and so on. The characters were designed on graph paper

and the data numbers to be poked into the
locations were worked out manually. Such
adequate in this case because there were o

specific memory
a method was
nly 10 characters

involved, but you might find it handier to use a font editor if
you were planning on redefining the full character set. Steve
Lakey's Font and Display Editor on New, Atari User Issue Disk

continued

#58 is an easy to use editor program which allows you to
redesign fonts in Graphics 1 or Graphics 12, and in fact uses
Graphics 12 as the default. The new character set is called up
by LINE 300 (for Graphics 12) and LINE 400 (for Graphics 13).

MAKING AN
XL /XE SCREEN

The last few lines of listing 2 show how you can set up your
own Graphics 12 screen by amending the pre-programmed
display list for Graphics 0. In a display list instruction byte,
the number "2" means show a Graphics 0 line and "4" means
show a Graphics 12 line. These are called Antic mode num-
bers. The numbers for the other XL/XE screens are 5
(Graphics 13), 12 (Graphics 14) and 14 (Graphics 15). LINES
500-510 set up a Graphics 0 screen, find out where the display
list starts and replace most of the 2s with 4s, the last few lines
were left in Graphics 0 so that the "Ready" prompt would be
displayed normally when the program ended. LINE 530 prints
out the numbers in Graphics 12. The only difference between
this line and LINE 310 is that the #6 is gone: This is because
the computer thinks it is still working in Graphics 0. Finally,
you must take the REM away from LINE 99 (thus bypassing
the lines which call up Graphics 15, 12 and 13 directly) to
bring this section of the listing into operation. ]
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DISK DIRECT
HEAD

16

XE UTILITY

seen that in many cases the directory contains a head-

er of some form giving details like a title, version, date,
etc. Such a header could be written to a newly formatted disk
by using a disk sector editor but this can be confusing and
time consuming, since it must always be remembered how a
disk stores its data. In order to overcome these problems in a
user friendly way, "Disk Directory Header" was born.

Disk Directory Header can create a header consisting of up to
eight lines, completely filling the first directory sector if re-
guired where each line can consist of up to eleven characters,
the normal file name length.

Disk Directory Header V. 2 provides nine standard headers
which can be selected from the main menu as well as allowing
you o ereate a custom designed header.

THE SCREEN

The top section of the screen comprises of the title. The
central and the lower sections comprise the main working part
of the screen.

B y reading the directory of commercial disks it can be

USING THE
DIRECTORY HEADER

When Disk Directory Header is first run, the centre section
contains a menu and a prompt. To select one of the nine
standard headers, press the appropriate number key, the
menu will be erased and the chosen header printed in its place
on the left side of the screen. If the chosen header requires a
date then this will be requested before prompting for the
formatting details.

As a part of the main menu, the bottom line of the screen
contains a small two option menu, as a reminder, that at any
time START can be used to cycle through the background

colours whilst SELECT is used to reset the colour back to blue.

If a custom designed header is selected from the menu. the
menu is again erased and the necessary details printed to
enable its construction. As each line is entered, it is printed to
ihe screen and a menu is displayed on the bottom line. Select
"N" to continue and enter the next line, "P" to exit early and to
prepare the disk or ESCAPE to exit back to the menu. If and
when an eighth line is entered, the 'N/F/ESCAPE" menu is
bypassed and control is passed directly to the 'Prepare disk’
section.

Issue &é - Mew Atari User

PREPARE DISK

This section is entered after a header is completed and RE-
TURN pressed, ESCAPE will exit back to the menu.

Prepare disk allows a disk to be first formatted in either single
or enhanced density, ESCAPE again is used to exit. "S" is
pressed to select single density or "E" is pressed for enhanced
density. After selecting, "CAUTION' is displayed on screen re-
quiring "Y" to be pressed to continue. Any other key will return
back to the previous stage to select the format density.

Upon pressing “Y", the disk which is currently in drive #1 is
formatted and the header written into the directory. After this,
the disk’s directory is read and printed to the right hand side
of the screen to confirm its presence.

Once the header has been written and the directory display-
ed, the option to write the DOS.5YS file is given. Upon pressing
"Y", the directory display on screen is erased and the DOS5.5YS
file written to the disk and locked. The disk's directory is then
once again read and displayed.

Regardless whether or not the DOS.SYS file has been written
to the disk, the option to prepare another disk with the same
header is presented. Pressing "Y" will allow the format density
for this disk to be selected. Any other key will exit back to the
ImMEent.

MODIFYING THE
STANDARD HEADERS

Naturally the standard bullt-in headers will need to be amen-
ded to incorporate the users name rather than my own name.
The standard headers are stored at the end of the listing in the
form of basic DATA. When modifying the headers, the single
line format must be maintained due to the way that the
program selects the various headers. Each set of header DATA
terminates with the ‘@ character which is most probably the
least likely character required for a header. It can be used
within a line of characters but must not be used alone. The




John Foskett’s Disk Directory
Header published in Issue 65
proved to be very popular

with lots of contribution
disks arriving at New Atari

- User with custom headers.
Just as we published the
| v 2 original a new, easier to use,
" version arrived and we malke

no apologies for so quickly
presenting Version 2 of this
great utility

limitation of a maximum of eight lines where each line com-
prises of a maximum of eleven characters must also be main-

tained. The main menu should also be modified to reflect the
changes made, V- 2

If & modified header needs a date, then its position must be
considered so that the details can be printed within the header

REM

on screen and for inclusion into the string for writing into the 6 .1 T i
first directory sector of the disk. For this reason it may prove #H 2 MRS 1. THE piakx ':'I'_‘ET’T""Y eapER 1
mnre (!Otl‘u'f‘.n.itrll to leave the date position where it is and to ;: : :E: : “,.nm:‘!:;lﬁ:hzlrnskﬂt :
simply modify the header around it. T e L R S R i
¥M & REM |Pubklished by New atari User |

¥4 7 REM | January 1394 |

a J

TECHNICAL DETAILS "o 3 mem

Kit 78 NO—9:GRAPHICS MO:M16-16:POKE NiG,G6d
A VBI routine is used to control the background colour :POKE 53774,64:POKE 55%,N0:POKE 712,N0
cycling, to disable the attract mode and to disable the RN AUA.: Saan

of N, : ; _ : IC B8 REM ————— e
CONTROL-1 stop-start toggle. It also provides an optional Tl Print Heny o e—
keyboard lock to ensure that only the normal uppercase char-

O 198 EXIT-M8:MUM=-MNO:GOSUE 1Z80

acter set ASCII codes can be used when selecting from the RE 110 GOSUB B48:KEY=K—-48:IF KEY{N8 OR KE
menus. This part of the VBI cancels any accidental operation ¥)N? THEN 118
of the respective two keys. The keyboard lock is disabled when UH 128 ISUSROADRCES) ,N3I,183 :IF XEYZNS THE
the custom designed header is selected to enable the use of all N GOSUB 3I30:GO0TD 458
characters. KJ 13I8 GOSUB B78:IF EMIT=NL THEM 188
gt ey ; OC 148 GOTO 488
All text erasing is achieved by using a machine code routine SR ERE Meee o L R

which defaults to erasing the lower section of the screen only,
unless otherwise set up.

| BB 166 REM EIREST TR

| ¥ 176 OPEN HML,K4,M0," K:":I5=" ":I5(MH}=

The cursor used within the data entry section is ‘player zero', | o TS ENZI =TS 1 [S=": p=NE: COTO 268
its colour is also controlled by the VBI according to the back- GK 180 POKE 764,255:GET HM1,K:IF K=NiS55 T
ground colour. A small machine code routine is used to ensure HEM IF IS{}*' THEM CLOSE HMNi:POKE 5324
that the player zero stripe is clear before the cursor is defined. 8,M8:RETURN

A small machine code routine is used to access the internal LM 178 IF K=M155 THEM 188

routines enabling data to be written to the disk. MZ 288 IF K=W27 THE_'I CLOSE $iH1:POKE SIZ48

LHB:GOTO 298

WM 716 IF K)Z6 AND K<IZ OR K}124 OND K{12
8 OR K)NL1SS AND K{168 OR K=2Z54 OR K=25
S THEN 258

A custom display list enables the use of a mixed mode texi
SCTeen.

The machine code routines are stored in the form of relocat-
able machine code strings. The display list is also stored as a
relocatable string, the strings being directly defined to elimin- continued =
ate initialising time caused by the loading of data.
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DISK DIRECTORY HEADER v. -

FL 278 IF MUM=N1 AND (K{48 OR K»}573 THEN
258

Ji 238 IF P{MaAX THEM P=P+H1:POSITIOM H+P-
Mi,V:7 CHRS(K) (I5CP,PI=CHRS (K}

RN Z48 IF P=HMAX THEN POSITION H+P-MN1,V:7
CHRS CK) : IS5 (MAX, MAX) =CHRS (K2

EV 258 IF K=126 aND P)W8 THEM I5cp,P3z=" v
tISIPI="":P=P-HL: POSITION H#+P, V7 = M

RK 268 POKE SIZ48, 40+HEMA+P*N4+ (P O MAND N
F

PF 278 GOTO 159

co 288 REW

¥p 298 IF KEY=HM@& THEN POP

In I88 POP :GOTO 188

KX T18 REM =====———— s e —m———————

TZ 328 REM

Aa¥ 338 POSITION MZ_ NIXI:? "CUSTOM HEADER":S5
ECS=" ":SECSCHML28)=" “:SECSINZI=SECS:L
IME=NG:PGI4=NO:P7BZ=-64

JZ Z48 ISUSROADRIES) D :LIME=LINE+ML:POSITI
ON NZ,N14:7 "ENMTER LIMNE *‘;LINE;"™:"

FU I58 7 “phetfrg—————m————m wiF ULEIGHT L
INES MAKIMUM EXIT"

DH I68 MAX-HML1L:H-M14:POKE 5%i,M1:POKE 674
,P6E74 :POKE 7OZ,P7OZ;:GOSUB 178:P6Y4=PEE
K(694) :P7TOZ-PEEKC(7B2Z) : POKE 591, N8

RP I78 J=LINEMMLE-HN15:SECS (J)="bL¥veee :5EC
SCJENSI=IS

HH 388 POSITION MWZ, NMI+LINE:? LIME;": ";I%
tIF LIME=M& THEM RETURN

ZJ 398 I-USRCADRCES? I :POSITIOM Mi,Mi%:? ™
N3 eEXxIT HECE MEHT LIME PREPARE
[ 1]

CF 488 GOSUB A48:IF K=MZ7 THEN POP :GOTOD
iea

aQpF 418 IF K=78 THEN 48

HH 428 IF K=86 THEN RETURN

HT 48 GOTO 488

KK 448 REM .

CM 458 IF LIWME<LNS THEN J-(LINE®MLiG+M1}:53E
C5CJI=""9"; SECS (NL2B8)="9":5EC5 (J+N1) =5E
cC5ed

LI 468 REM

US 478 REM

JC 488 I=USRCIADRC(ES)) :POSITION uz,u14-? "
PREPARE DISK":D5S=H®

HNU 498 ? "4SELECT DENSITY TO FORMAT:"™:7 *'
++E5E eEXIT W3 EMHaNCED BEE SINGLE
1]

Ta S88 GOSUB B848:IF K=M27 THEN 188

YH 518 IF K=83 THEM PREP=H8:PREP5=""SIMGLE
":60TO 558

5¥Y 528 IF K=69 THEN PREP=M1:PREPS="EMHAMNC
ED":GO0TD 558

ME 53I8 GOTO 588

PB 548 REM

RC 558 I-USRIADRCES) ) :POSITIOM MZ,M14:7 **
PREPARE DISK+'":? PREPS;" DEM
SITY SELECTER™

IC 568 7 "+4PRESS T PREPARE DISK IMN
PRIVE 1*;

0 578 GOSUB 840:IF K{>8% THEM 488

YF 588 ISUSROADRCES)) :POSITIOM MWZ, ML4:7? *
PREPARING DISK IN DRIVE NUMBER 1"

UH S98 7 “4FORMATTING DISK IM *;PREPS;" D
ENSITY":7 "HWRITING WITH VERIFY4'":7? PHS
:UVERIFY=PEEK (N1913X) : POKE N191X.87

HWZ 688 IF PREP=M@ THEN HID Z53,HBM1,NE8.NS,
Ith:lb

BB 618 IF PREP=1 THEN XID Z54,HML1 NE,NB8,"
D:l'l

UM 628 REM

VD 638 BUF=ADRC(SECS) :HI-INT(BUF/-NMZ56) :LD=
BUF-HIMMZISE

LK

SR

oM
TJd

Bp
as

YP
HF

cu

aF

HF
cC

LM
Fa |
RH

up

oH
LE
LM
1%

LK
HF

EO

HS

PH

Pl

oT
NF

ou
GM
FH

50

RC

FH
GR
LZ
(9]

G648 POKE 769.M1:POKE 778,87 :PODKE 772,L
0:POKE 773,HI:POKE 778,185:POKE 773,NL
: I=USK CADR CBHS) )

658 I=USRIADRCES) ,NL1G6, N4) :POSITION NZ,
Mi6:7 "DISK FORMATTED AMD HEADER HRITT
EN":GO05UB 796

(YT Hrite DO5.5YS (¥) 7 |

678 POSITION NZ,MN19%:7 "PRESS IKE TO HWR
ITE DO5.5YS FILE™:GOSUB B48:IF K{>89 T
HEN 728

688 )
698 DS=ML:I= usn:nbntfsi MZ, MiB,MZ8,3I7)
1I-USRIADRCESY ,M16,N4) : POSITION N2, H16
:? "WRITING DOS.S5YS HWITH VERIFY+4*

788 7 PHS:0PEN HMNL,N8,M8,"D:DO5.5Y5":C
LOSE HMLIXIO 35,8M1,M8,N8,"D:D0S.5Y5":
GOSUE 728

i@ REM

728 POKE MA91I,VERIFY:I-USRI{ADRCES)):P
OSITIOM MNZ,M14:7 "DISK PREPARED IN DRI
VE 14

7I8 7 PREPS;" DENSITY MITH";:!IF D5=N@
THEM 7 "“0OUT";

748 ? " DpOS.5¥5":? "“LIPRESS I TO PRE
POARE AMDTHER DISK'

7580 GOSUB B8498:IF K<>82% THEM G070 1809
768 I-USRIADRLES) ,M3I,Mi1,M28,3I7):60T0D
488

F7a
788 int Disk Dairectory
798 POKE BZ, NZO:POSITION NZB HNI:? *DIS

K DIRECTORY" :0PEM HM1, MG, N8, "D :¥ "

888 INPUT BNL:MS:? MS:IF MSOINL,NL1) OO's

* THEM CLOSE HON1:POKE 82Z,M2:RETURN

618 GOTD &8a8

e e e e e
830 REM

848 PDKE 754 255 OPEN BN1 N4 NP, "K:":G
ET ©N1,K:CLOSE #M1:RETURN

838 HEN -t et e e ——
ETT N A Print Standard Headers

8678 POEKE S91 . N8:I=Ne:POSITION N5, NI:7
“HEADER: ";KEY:RESTORE KEYHNZO-MZ8+165
]

BB8 READ HS5:IF HS )@ THEM SECSCIMMLG
FH1I=""LPPP¥ : SECS (THNLG+NE) =HS : POSITIO

W M4, H4+X:7 HS:I-I+H1:GODTO 888

898 IF KEY{M4 THEN 1158

LT Exit/Continue

918 POSITION NZ, N19:7 MES

9728 GOSUB G640:IF K=W2Z7 THEN EKRIT=1:RET
LRN

938 IF K=M1S55 THEN %68

948 GODTD 928

958 REM TR 2

968 I-USRCADRCES2) :POSITION MZ, Mi4:7
PLEASE ENTER THE FOLLOMIMG":? "4444ENT
ER NUMERALS OMLYk EXITHE#4™
978 IF KEY)NI aMpP KEY{N8 THEN 1868

988 REH

998 MAX=NZ:H=Z4:MUM=M1:7 ""ENTER MONTH:
1 o0 12 >4——*

1988 GOSUB 178:MTH=UALCIS) :IF MTH{NL 0O
R MTH>1Z THENWM POSITION Z4 M16:7? ™ ":G
0OTD 1888

1818 RESTORE 1258:FOR I=Hl1 TOD MTH:READ
HTHS:MEXT I:IF KEY=H8 THEWN I=71i:POSIT
ION M5,MNB

1828 IF KEY=N9 THEN I=87:POSITIDN N5.,N

b | 9

1838 M5=-MTHS:GOS5UB 1Z38

1848 REM NTEEETFEE

1858 I-USRCADRCES) ,H1S5,H4)

1068 MAN=NA4:H=N15:HMUM=1:POSITION MZ,M1

18
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FI
ES
aa
oo
EV
FC
as
SB
:11]
CK
D
IM
AD
oB
RK

GF

PZ
K

oo
T
Ev

CY

L&

P

En

oM
oM
RJ
EZ

EG

ZP

LH
PO
oo
JP
UM

Al

6:7 “ENTER YE&R: }4———"»

1878 GOSUB 178:YEAR=VALCIS) :IF YEAR{19
23 OR YEAR}ZO48 THENM POSITION M15,M16:
f it “:a0T0 1878

18088 XF KEY=N4 THEN I=59:POSITION N9, 7
18978 IF KEY=NS THEN I=91:POSITIOMN N9 .HW
7

1188 IF KEY=NG6 OR KEY=7 THEN I=187:P05
ITIOMN N?,NM18

1116 IF KEY=N8 THEN I=76:POSITION W18,
NB

1128 IF KEY=NY? THEN I=9Z:POSITION M18,
[}

118 MS=STRSC(YEAR) :GOSUB 1239

1148 REM
1158 I-USRCADRCES)) :POSITION NZ.M19:7
MES

1160 GOSUE 848:IF K<{)NZ7 AND K{*M155 T
HEN 1168

1178 IF K=N2Z7 THEN EXIT=Ni

RNl W Blank (¥) Roemaining SECS
11980 ISLENC(SECS)+N1:IF I{NM1Z8 THEN SEC
SCII=""9" :SECSINL12B) =% :SECSC(I+N1) =SEC
SLIY

12880 RETURN

1218 REMH

1278 REM ST ENETEIET;

1238 ? M5:SECS(I,I-NL+LENCM5))=M5:RETU
RrM

fFT -1l Months Data (for Header)
1258 DATA JAMN,FEB,HAR, APR, MAY , JUNE , JUL
¥,alU&, SEPT,DCT, MOV, DEC

1768 REM ———=—— e e
1278 REM

1788 ITUSR(ADRCES) ,MNT,18) :POSITION NG,
HI:? “THE MENU OF STANDARD HEADERS"™
1298 7 8. CUSTOM DESIGN":? 1. GEMNERA
L PRESENTAION":? ™2, GEMNERAL FREE PRES
EMTATION"

1T88 7 "I, SINGLE PROGRAM FREE PRESENT
ATION":? 4. GEMERAL COPYRIGHT™:7 "5,
PROTECTED PROGRAM COPYRIGHT"

1318 ? "6. PROTECTED PROGRAM PRESENTAT
ION'*:? "7, PROTECTED SHAREWARE PROGRAM
":% g, DATED GEMERAL PRESENTATION"
1328 ? "9, DATED GENERAL FREE PRESENTA
TION":7 “44PLEASE SELECT OPTION: 8 to
',ll

1338 POSITIOM MZ,M19:7 “EEITHE] CYCLE coO
LOUWRS EISNAS] RESET":POKE 559,58:P0
KE 71Z,M0:RETLRN

1348 REM ————— == — e
1358 REM EEEETRENTETE

1368 TRAP 1I68:CLOSE #M1:POKE M1913,VE
RIFY:P=PEEK(195) i M5="LINSPECIFIED ERROR
am

1378 IF P=138 OR P=139 THEN MS="MO0 RES
PONSE FROM DISK DRIVE"™

1388 IF P=173 THEN M%="CANMOT FORMAT D
ISK"

1I98 I-USRCADRCES)) :POKE 82,N2:POSITIO
M MZ,M14:7 “ERROR *";P;" ENCOLUNTERED':
T M5

1488 ? “++IOS0LTH PREPARE DISK
A eEXITiLE

1418 GOSUB B48:IF K=M27 THEN 188
1478 IF K=N15S5 THEM 488

14380 GOTO 1418
1448 REM ————————
1458 REM

1468 M1=1:MZ=MI+ML1:NI=NZ+ML1:N4=NI+NL1:N
S=M4+NLING=NS+NL: NB=NE+NZ: NI=NE+NLINLE
SHIFHL:HL1=NAG+NL :H14=N11+NZE

1478 MAISSNI4+HLIMLI=MLS+H4:NZO=NLI+NL:

EaCa

DISK DIRECTORY HEADER v. -

SE

as

HY

F5

PO

Ja
SH

NF

Zfn

PH

GHM

KY

La

P
YR

PY

op

PU

as
a3F

RO
S5H

™
ab

TI
nu

MZ7=MNLP?+N8:NL1ZO=N16%NE : N1SS=NL1ZO+NZ7 N
Z2S6=NALGAMZ : N191Z=1513

1488 TRAP 1368:POKE 788,58:POKE 711,74
PMAK=NLL: MH=MAK+#NL:U=N16:0IM C5E173,PH
S§C15) ,ESc138)

1498 DIM PREPSIMB8) ,HSCNL1) , XI5 (HMH) , M5 (N
273 ,MESCIZ) ,SECSIML28) , MTHS (N4 ,DHS (N5
},VBIS(78) ,DLS (T4 ;

1588 SECS='" “:SECSIN1ZB)=" " :SFECSINZI=
SECS

1518 MES="ECIRITCE CONMTINLUE}
EXHIT":PHS="PLEASE HMAIT....":DLS="ppBF
SN/ B LLLELE LD

1528 ES="hWERsShhTELAITTEEN RwhhiIOhh T

B Lyt il R iR PR P K e ML Ny WL Pk &
[ £LVGR JPAnuigoMe M TN ) LS P rHHD O F g
1538 ESC101) ="1TEI4i ORI Y COTIEEL T

BRI CLLER : DHS ="'k SElev

1548 VBIS="HO"IHall B0 [lia? Flewdd BEFRE
- i LGN B i FEEVIYGEGETE i vmlE B
i 0 T : 5= hhi T TRl e
1558 I-ADRIDLS) :HI=INT(I/M256) :LO=I-HI
¥HZS56:DLS CLENCDLS)Y +M1) =CHRS CLOY :DLS C(LE
MCDL5) +M1) =CHRS CHI)

1568 POKE 560,L0:POKE S61,HI

1578 I-ADRIVBIS) :HI-IMTCI/MZ563 :LO=I—H
INMZ56:POKE S4286,N0:POKE S48,L0;:POKE
549,.HI:POKE S54286,255

1588 REM

1598 ST=IMTI(PEEK(742Z) /N8)—N1:POKE S477
P, 5THNE : POKE SIZ277,NZ:POKE 784 ;158
1688 I-USRIADRICS) ,STHZ848+1024) :FOR T
SNl TO NE:POKE STH284B+121541,N15:MNEXT
I

1610 REM HEETIEIEITTE

1629 POKE 752,N1:7 "N the disklredi
rectory header*:? VERSION IIkFe<[ym
kh [ETEE" : RETURN

1638 REM -———————=memmmmae
1648 REM

1659 bATA p——, | PRESENTED]. |BY
JOHN F |, e 2

1669 REM

1678 DATA p——, |PRESEMTED|.] FR
EE BY [, |J.FOSKETT|, l————

1688 REM
1698 DATA Py , | a 1.1 PR
OGRAM |, |PRESERTEDP],| FREE BY |,]J.Fos
KEFT |, b————l @

1788 REM

1748 paTa r—————, |COPYRIGHT],|.J.F
OSKETTI.1l ) | ———e 1

1728 REM

1738 pATA ., |PROTECTEDI.| PR
OGRAM |, |COPYRIGHT|, |J.FOSKETT],l tc3

] r e ] 1B

1748 REM

1758 PATh e ——— l a I I IPR‘EI
TECTED|.,| PROGRAM |, |PRESENTED], IBY Jo
HM Fl,] «c2 |, ———

1768 REM

1778 pATA Py , |PROTECTED], | SHA
REWARE] , | PROGRAM |, —————f | J.FOS
KETT|.] «C3 l—

1788 REM
1798 PATA r————, | PRESENTED], |BY
JOHN Flrh-_'"_!rl 14 b

[ e— | . B 2
18868 REM f
1818 DATA r———, | PRESENTED|,.| FR

EE BY |,1J.FOSKETT], i, |
I, bl @
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XL/XEsoftware

GUARANTEED

world. Before the likes of Ke-Soft and A.N.G. arrived on the scene

there were few to speak of, but German and Eastern European
programmers have now emerged as experts in the field. As T've disco-
vered, the stream of new and sometimes Innovative puzzles is far from

drying up.

P uzzle games are a relatively new phenomenon in the Atari 8-bit

MINES

MINES is another clone of the popular mine-hunting puzzle game
which PC users will find lurking in every copy of Microsoflt Windows.
Having previously reviewed both Ke-Soft's Bomb and FPF's Minesweeper
I'm wondering how to deseribe this game without duplicating the same
paragraph!

You are faced with a grid of squares, some concealing mines (hence the
title) and others quite harmless. Using the joystick as a pointing device
and depressing the trigger for short or long periods you are asked to
identify the safe and dangerous areas respectively. To reduce the guess-
work, upturned safe squares display a numeric digit which indicates the
number of adjacent mines. It's a race against the clock but it pays to
consider the logic since you are permitted just one incorrect selection -
any more mistakes and your mine sweeping days are over! There are
twenty different grids for each of three difficulty settings. Thanks to the
inherent addictiveness of Minesweeper and a competent helping of musiec
and graphics, MINES is a very playable game indeed. This is the best
clone so far.

THINX
Top - MINES Bottom - THINX

The Comtech Crew, who are (apparently) known in the world of dermo Ri'!ght - WHOGPS 2
programming, have come up with a puzzle game on the theme of shifting

tiles. THINX, in common with many puzzles, involves the manipulation S AP ER

of symbolic squares in a confined area. There are five designs of tile
linked to astronomy together with ‘special’ tiles, walls and exploding CONSTRUCTOR
mirrors. Your objective is to bring tiles with a similar appearance
together and thereby make them disappear - the intention being to clear
a whole screen before the countdown timer signals your demise. A

For those keen addicts of Saper, A.N.G. have now
joystick cursor is used to direcl the movement. z i h

released the SAPER CONSTRUCTOR. a utility
Sounds too easy? Well, naturally there has to be a complication and, in that enables vou to edit the levels of this excellent

this case, certain reﬁlrirtinm:. are imposed _nn the moves. T.htf! mai:; puzzle. It can handle both Ke-Soft and Avalon
problem seems to be that a tile can only slide along the adjoining edges
of two or more adjacent tiles. Special tiles can move along diagonals too
and don’t have to be removed, whilst exploding mirrors demolish the
surrounding walls and flip the position of other tiles. You must be very
careful not to end up with tiles that have no matching partners. It's a lot
easier to play the game than explain the rules, but the authors have at
least attempted the latter by supplying a detailed instruction leaflet. obviously vou will need Saper to make use of the
Thinx incorporates good graphics and music and is one of those games Saper Constractar il ves, it's well worth

that seems Lo offer lasting appeal. having.

versions of the game and includes sixty four of the
original levels in memory, so that they can be
modified as required. The editor lets you "paint’
game features onto the levels and subsequently
gave them to a datafile or Saper disk for immediate
play. There's not much more to be said, other than
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by Paul Rixon

WHOOPS 2

In case you want more of the same, WHOOPS 2 s a variation on
the Thinx concept. As before, the playfield is viewed from over-
head and comprises several walls configured differently on each
level. There are various symbols contained within the playfield
boundaries and your aim is to bring matching ones into contact,
whereupon they explode and disappear. When you push on the
joystick all the symbols are propelled in the corresponding direc-
tion and continue to move until they collide with an obstruction.
Certain symbols, suitably described as 'heads’, cannot be re-
moved but initially serve to assist you in the task of steering the
others into matching groups. Later on they also become a real
nuisance!

Because there are so many new positions to comprehend after
each move, this game presents a real challenge. It seems straight-
forward on level one but there are thirty-nine other screens to
master with increasingly complicated layouts. You only have sixty
seconds to complete each stage, but it's worth taking time out to
appreciate the nice graphics and pleasant background music.

These are just a few of the mind bending games ['ve come across
in recent weeks. Puzzle enthusiasts now have an extensive range
of software to choose from - but for me the biggest challenge is
finding time to play them alll

MINES, WHOOPS 2, THINX and SAPER CONSTRUC-
TOR are distributed by A.N.G. Software who can be
Jound at Ridderkerksestraat 60, 3114 RK, Schiedam,
Netherlands - look for their advertisement in the

pages of New Atari User.

MICRO DISCOUNT

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

SO YOU WANT NEW SOFTWARE FOR YOUR ATARI!

In 1993 we introduced the following 18 new titles

ADAX

ARTEFACT

BANG BANK

DARKNESS HOUR

DRACONUS "NOW WITH STEREQ SOUND'
EUREKA

HANS KLOSS

IMAGINE

MICROX

MIDNIGHT

MIECZE VALDGIRA Il

OPERATION BLOOD Joystick or LIGHTGUN
SOUND TRACKER PLAYER

SPECIAL FORCES

THE BERUNDLES

THE CURSE

THINKER

ZYBEX "NOW WITH STEREOQ SOUND"

Throughout 1984 you will see lots more
-the FIRST is HUMANOID £6.95
Watch out for future New Atari User, TWAUG and Atari Classics
reviews - that's if the reviewers can keep up with us

NEW SOFTWARE FOR RELEASE IN 1994

BATTLESHIPS - INSIDE - SEXVERSI - HELIX
NAJEMENIC - TANKS - STEREO DRUM EDITOR
VICKY - DARK ABYSS - T-34 - WHEEL OF FORTUNE

SEE FULL DETAILS OF THE GAMES ABOVE PLUS A WHOLE BANGE OF
HARDWARE INTERFACES AND DEVELOPMENT PROJECTS IN OUR 32
PAGE DATA-BASE CATALOGUE. TO OBTAIN A COPY JUST SEND A 50p

POSTAL ORDER OR EQUIVALENT IN STAMPS

ATAIRI
L CILASSIICS

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

Free personal ads for our paid subscribers!
Subscriptions: U.K./ Europe
ATIRMAIL
Canada Surface
U.S.A. 2nd Class
AC Software Disk (3/yr) Worldwide
Remit in US funds only, please

$38/yr
$30/yr
$25/yr
$9/yr

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

Ben Poehland, Managing Editor
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Review

ur German 8-bit friends at KE-Sofl have recently
0 released an arcade adventure for the Atari XL /XE
and Light-gun. Geisterschloss is KE-Soft's answer (o
Crossbow by Atari Corp.

The game comes in a large orange box with a well-drawn skull
on the front cover. Inside you'll find the game /editor disk. an
A4 pad of grid maps. 8 small wooden figures in different
colours, 12 keys (yellow tiddly-winks), and documentation in
German. Luckily enough, 1 also had some brief docs in English
by Kemal Ezcan himself, However, even without these, the
game is very simple Lo follow.

In Geisterschloss you must guide your character through a
castle which is laid out in a grid of up to 8 x 8 rooms. As you
travel through each room you must draw the castle on your
grid map and move your wooden figure to show your current
location. It's like a mixture between an arcade adventure and a
board-game!

Scattered throughout the castle, there are a number of boxes
containing numbers. These numbers form a code which will
allow you to exit the castle. However, the rooms of the castle
can contain many different things. There are ghosts, keys,
teleporters, earthquakes, ete.

PLUG IN THE GUN

Upon booting the game disk, you are greeted by a title screen
displaying a blocky "Geisterschloss”. Nexl up is the game
selection menus. Everything is controlled via the light-gun.
vou must even ‘shoot’ the letters of your name - a nice touch!
A small cross-hair is used to target numbers and letters.

After selecting all your game options, you must ‘'shoot” a level
to play. There are 20 castles on the disk (A-T). They begin with
30 rooms on level A and increase to 64 (8 x 8) on levels L-T!

Next, the main game loads from disk whilst an atmospheric,
gloomy castle appears on the screen with a big black door. A
good introduction to the game.

You appear as a chunky character (very like the Troll in
Archon) at the centre of the screen. There are passageways
which take you through the castle rooms. To exit to an adja-
cent room you must shoot the door; you will then run off the
scereen and appear in that room. It is at this point that you
really notice the poor response of the light-gun. At the edges of
the screen the cross-hair becomes very "sticky” and you end
up simply touching the screen with your light-gun to gain a
good shot. This becomes increasingly annoying!

The rooms of the castle are all drawn in block graphics.
Although very colourful, they are not of a high standard. There
are four different background designs covering the 8 vertical
levels of the grid map. 1 call them Steel, Brick, Stone and Irom.

|ssue G - Mew Atari Lser

GESTERYCH

Stuart Murray tests a new
game from Germany that
is part board game, part
computer game - and
requires a light gun

As I've already mentioned, you must find the boxes which
contain the code numbers. However, to open a box you must
get a key - these can only be attained by defeating a ghost!

When you find a ghost in one of the rooms (it's the white thing
ihat looks like a deformed polo mint!) you must shoot it with
the light-gun. The ghost can be one of two things - a key or a
secret door. Whichever one it is, you must play a game 1o
defeat it.

If it's a key, the game is to protect the key as your character
iravels from the left of the screen to get the key at the right. A
number of ghosts will try to grab the key - shoot them or loose
the game! Your character moves VERY slowly in this game s0
you'll have to shoot many ghosts, and they speed up after a
while! If you manage to grab the key you are returned to the
room and allowed to take a yellow tiddly-wink to show that you
have one key. This is then placed in your name box at the top
of the grid map.

SECRET DOORS

If the ghost is not a key, it will be a secret door. You must
then play a similar game. except this lime you have to protect
your character from the ghosts as he tries to reach the door
handle at the right-hand side of the screen. If you make it 1o
{he handle, a secret door [or doors) will appear when you
return to the room.

When you find a box, you must shoot it 1o reveal the code
number. It will only open if you have a key! Write this number
in the room on your grid map.

There are several other obstacles along the way. Sometimes,
when travelling from room to room, you'll get caught in an
earthquake. You must play another light-gun game to gain
entry to the next room. In the earthquake game you must




w1

shoot falling rocks (they look like giant blocks of cheese from a
Tom and Jerry cartoon!) before they hit the ground or land on
your head (ouch!),

On later levels, you'll encounter the teleporters. Like the
earthquake, you'll get caught in a teleporter between rooms.
You must then shoot your way out. This time, laser beams
appear from the bottom of the screen. These must be shot
before reaching ground level or you will be teleported to
another room in the castle!

Some rooms flip by 180 degrees as you enter the room - |
liked this a lot; it is a fun addition to the game which makes
travelling throughout the castle a little more challenging.

Also, In some rooms the lights will go out and you are
randomly sent through one of the doors. This is NOT fun and
can become VERY annoying after you've been returned
through the same door five or six times!

FINDING YOUR WAY OUT

Alter finding all the keys and unlocking the code numbers,
you must make your way Lo the castle exit (a large black cirele
with an "X" inside). Here you must enter the correct code by
shooting the numbers. The numbers are taken in order from
left to right and top to bottom on the grid map. After entering
the code, your score is displayed and the game ends.

As you can see, Geisterschloss sounds like a great new
action-packed game for the light-gun! However, before vou
rush out for your Eurocheque or DM's, | must say that
although it sounds great, it isn't! That's the problem with this
game - when you describe the gameplay it sounds like an
enhanced version of Crossbow. Unfortunately, it is nothing
more than a poor cousin!

The gameplay is let down badly by poor light-gun response,
As you get closer to the left and right edges of the rooms, it
becomes almost impossible to shoot correctly without sticking
your light-gun about 5mm from the TV screen! No other
light-gun game has this problem.

The graphics are colourful but they're not up to much. A good
description is "blocky", Sound is basically the odd click, hiss or
hum.

This game is definitely not for inexperienced game players!
The game screens, especially the earthquake game, become

VERY fast and. with the poor response from the light-
gun, almost impossible for younger children. Althou gh 1
personally liked this difficulty level, a range of easier
settings would have been of benefit to younger game
players,

Also, earthquakes occur far too often! After two or three
of them they simply become annoying! However, 1 did
like the teleporter game with its laser beams which
sound like the car from Pole Position.

Geisterschloss is basically a hunt and shoot game.
There's a lot of shooting! Shoot door, shoot ghost, shoot
door, shoot rock, shoot door, shoot rack, shoot door,
shoot laser beam, shoot door, ete., ete. Sounds boring?
It is! The board-game section is neglected and doesn't
add much to the game except to display your current
lecation and the amount of keys held (easily remem-
bered without all the fuss!),

AT THE END .. NOTHING!

At the end of the game, after battling your way through
all of the rooms and entering the exit code, you are simply
returned to the game option screens. There is no little cartoon:
no picture; not even a big "Well done!”. I hate it when games
end like this!

I tried playing Geisterschloss with a friend to see if multiple-
players would change my attitude to the game. Although it was
slightly more fun, my opinion of the game itself remained
unaltered. However, I can imagine it being more fun with three
or four players in competition (although such a game will
involve an awful lot of light-gun swapping).

In days gone by, I would have advised you to try Geisters-
chloss before you buy it. However, this is impossible today so
I'd only recommend this game to those of you who have money
to burn and are desperate for some new light-gun software. As
a full-price game, Geisterschloss is, in my opinion, over-priced!
True, I do like the effort spent on the packaging and game
pieces, but the game itself is of budget quality (i.e. under five
pounds). There simply isn't enough to this game to hold your
interest for more than a few hours.

On the plus side, there is a very good Editor program on Side
B of the disk. It is entirely keyboard controlled and very simple
Lo use (there are on-screen insiructions). Use CRTL-L and
CTRL-S to load and save respectively. Also, use CRTL-C to
check the grid before saving - I liked this part!

KE-Soft have released some great games in recent years,
including Zebu-Land, Atomit II, Dredis, Sogon. Techno Ninja
and Zador II. Unfortunately, as much as I'd like to, I cannot
add Geisterschloss to this list,

Title: GEISTERSCHLOSS
FPublisher: KE-Soft

Supplier: KE-Soft, ¢/0 Kemal Ezcan
Format: Disk [Light-gun required!)
Price: £12.50 + £5 P&P

As a footnote to this review, despite some negative remarks
regarding Geisterschloss, I urge you to support Kemal Ezcan as
soon as possible, otherwise he may soon become disenchanted
with the Atari 8-bit! In my last KE-Soft list, Kemal mentioned
that he accepts British pounds. Send a couple of International
Reply Coupons for his lists, and please consider ordering some-
thing. We cannot afford to loose KE-Soft to the 16-bit market!
Send to: KE-Soft, c¢/o Kemal Ezcan, Frankenstr.24, W-6457,
Maintal 4 oder Telefon, Germany.-
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having difficulty with the manuals which come on disk

with some of the public domain software. I understand his
problem. The manuals are usually written by the same author
who wrote the program, and he must be very familiar with all
aspects of the Atari Classic. This very expertise is a disadvan-
tage when writing a manual as It is too easy to assume that
the reader is also familiar with all the basics of using the Atarl,
and therefore the trap is to present the information about the
program in a way that is incomprehensible to a newcomer who
is just getting fo grips with the practical use of his computer.

1 have therefore decided to switch from BASIC tutorials to
tutorials about the use of some of the practical programs in
the Page 6 Public Domain Library. I will start with Textpro and
will take two (or maybe three) issues to try and give a step by
step guide to its use. This time I will cover the absolute basics.

I have had a letter from a fairly new Atarl user who is

INITIAL
PREPARATIONS

Before you do anything else 1 strongly recommend that you
make a backup copy of the Textpro program disk; also make
sure that you have a blank formatted disk available for saving
vour documents. A duplicate Textpro disk can be made using
DOS option J if you do not have any better program for this
task. Just follow the prompts - it will take a bit of disk
swapping. Remember this is a double sided disk so you need
to duplicate both sides.

Side B of the disk has the Textpro documentation on it. If you
wish to print out the documentation boot side 2, make sure
your printer is on line and select which part of the documenta-
tion you want. The menu suggests there are 3 parts to the
documentation:

1. Using Textpro (22 pages)
2. Keyboard Macros (9 pages)
3. Textpro extensions (6 pages)

Nevte that part 2. Keyboard Macros is on side A of the disk, so
the *2k must be turned over to print it. The print is well laid
ovy, Faon my Deskjet printer each page was slightly further
down the page until eventually the bottom of one page ran over
to the top of the next. Maybe it works out better on a sprocket
feed dol matrix printer. Yon can also look at this documenta-
tion from within Textpro if you want to save paper as | will
describe later.

KEY CONVENTIONS

Textpro uses quite a number of key combinations. I will use
square brackets to indicate the various special keys on the
Atari keyboard and a + to show where these are used in
combination or in combination with any other alphanumeric

lssue &6 - Mew Alari User

character. For example [SELECT]+[CONTROL]+L means hold
down SELECT and CONTROL and press L.

BOOTING UP AND
GETTING STARTED

Now put away your original Textpro program disk, insert the
duplicate in your drive and switch on your computer in the
normal way. Do not hold OPTION as Textpro automatically
disables Basic.

In this first article I will describe how to get started in Textpro
and lay out a straightforward letter. | guess home word proces-
sors are used more for letter writing than anything else. Once
you have a nice letter layout prepared in a form that pleases
you it 15 easy to save it and use it again and again.

Once the program has loaded you will be presented with a
rather daunting blank screen with one line of text across the
top: "TEXTPRO 1.2a with Extension 2.5¢" is what the latest
version from the Fage 6 library shows. This does nol seem very
helpful, but if you just launch in to a bit of typing you will find
that you can enter text in a manner that is very similar to the
normal Basic editor screen. Try experimenting a little - you will
notice first that Textpro starts up with a different font from the
one you are used to. The letters are rather squarer.

If you type to the right hand edge of the sereen you will see
that word wrap is automatic - any word which does not fit on
the end of the current line will move to the start of the next. As
with most word processors you can just keep typing till vou
reach the end of a paragraph, you should not put in a carriage
return (or [RETURN] as it is on the Atari) at the end of a line.
When you do use [RETURN] you will see a bent arrow symbol
On SCreen.

If you press [DELETE BACK SPACE] it deletes the previous
character (to the left of the eursor) while if you do the same
with [CONTROL] pressed the character under the cursor is
deleted. [CONTROL] with the arrow keys moves the cursor
around the text.

When you have finished playing about and your screen is
getting cluttered try [CTRL]+H - this moves your cursor (o the
Home position at the top left of the screen. Now press
[CTRL]+D. The line at the top of your screen will go red and
show the text "Delete (S, W,P): RETURN to exit". You can delete
text by pressing W to delete a word, S to delete a sentence (Lo
the next full stop or exclamation mark or question mark], or P
to delete a whole paragraph. Keep pressing P until you have a
clear screen, then press [RETURN].

UNDERSTAN
EXT




ADDRESSEE
GOES
HEERE

Dear

60, Roundstone Crescent
East Preston
West Sussex BN16 1 DQ

10 December 1993

Yours sincerely,

Ian Finlayson

The sort of letter template you are aiming for. Of course you
can vary the layout in any way you wish

A LETTER FORMAT

Now we will set up a letter. The default settings in Textpro are
suitable for most printers which use American Quarto
(8.5"x11") or A4 paper and for a normal “typewriter” font like
Courier with a pitch of 10 characters per inch. If you press
[OPTION]+9 you will see a rather jumbled screen showing the
print commands with default values after a > symbol. The
essentials are:

Columns across (that is page width in characters) 80
Left margin 5

Right Margin (measured from the left edge) 75

Page length (lines) 66

Top margin 5

Bottom margin (measured from the top edge) 58

These can be changed, but for now we will stick with the
defaults. To get rid of the Print Command help screen press
any key and you will be returned to the blank text screen.
Don’t be worried about remembering the [OPTION]+9 key
press, Textpro is full of help, and pressing the [HELP] button
on your computer will bring up the top level help screen which
tells you how to find all the other help screens.

I apologise for continually wandering away from the main

u topic - laying out a letter - but I think it is probably easiest to
introduce each concept in some detail as it arises. [ am
beginning to see why many instruction manuals are so un-
readable, it is not easy to be thorough, clear and suceinet at
the same time! Now we will start.

Type [SELECT]+c at the same time and a small inverse ¢
appears on your screen. This means "centre the text in this
line between the left and right edges of the paper”. Then type
the first line of your address and end with [RETURN] (giving the
bent arrow symbol). Then [SELECT]+c again and the second
line of address and so on. The text does not move before your
eyes as it would in a commercial "what you see is what you
get" word processor, it stays at the left margin, but it will be
centred on the page when you print. Centred text is not
centred between the margins so if you move the margins,
centred text will appear to be off to one side though it is still
centred on the page. The inverse characters do not print.

After your own address put two [RETURN]s then [SELECT]+e
and a date. Select e moves the text in that line across to align
with the right margin. Then type two more [RETURN]s and
then on successive lines "ADDRESSEE[RETURN] GOES[RE-
TURN] HERE[RETURN]". Now type two more [RETURN]s and
then "Dear [RETURN][RETURN]". Now type "Start of main text"

and 3 or 4 [RETURN]s, [SELECT]+c "Yours sincerely”, 5 or 6
[RETURN]s and your own narmne.

Now that we have created the bare bones of a letter form it is
sensible to save it. Put a blank formatted disk in vour drive
and press [CTRL}+s the top line will show "Save File>D:". Type
"lethead” (upper or lower case) and [RETURN] and the file will
be saved to disk.

PRINT OUT

If you have an Epson or Epson compatible printer you can see
how this looks in print by pressing [CTRL]+p, the top line on
your screen changes to "Print File=P:". Make sure your printer
is on line and press [RETURN]. If your printer is not ready
Textpro will pause a few seconds and drop you back into the
editor. Your printout should be like Figure 1. If your layout is
not satisfactory you can make adjustments by putting control
codes in the first line. The print commands help page is
activated with [OPTION]+9. Some of these are a little compli-
cated and I will come back to them later, but most are
straightforward - just put in [SELECT)+appropriate letter then
appropriate number. For example to move the right margin in
from its default position (75) type [SELECT]+r followed by 60
(no spaces) and your text width will be reduced by 15 charac-
ters. Use the lower case letters - upper case does not work,
Experiment with the letter format to set it up to vour prefer-
ences. In the next issue I will go into some of the more fancy
capabilities of Textpro.

If you want to look at the Textpro documentation without
printing it out you can load the files and use the [DOWN
ARROW] to scroll through them. The main file can be loaded by
inserting the Textpro disk with the back side upwards and
typing [CTRL]+L, then TEXTPRO.PRT[RETURN], to read about
keyboard macros or macro extensions use the file names
MACRO.PRT or EXTEND25.PRN. These are printer files, not
true Texipro files, so if you want a printout it is better to use
the procedure mentioned earlier than to try printing from
within Textpro.

If you have specific questions about Textpro please write to
me with a SAE and | will try té find an answer for vou. My
address is:

Ian Finlayson, 60 Roundstone Crescent, East

Preston, West Sussex, BN16 1DQ
@
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DISK BONUS

ARENA

A fully playable shareware

number of pods to gei and bonus time limit. If the
level is successfully completed the bonus time remain-
ing is added to your score, otherwise a life is lost and
the level is re-entered. You start with 3 lives.

At the end of each level the status screen is display-
ed and your score is calculated. The total of inserted/
deleted blocks is subtracted _from your score, so don't
Jjust go putting blocks everywhere if you want a high
score! Each pod home scores 500 points.

You may see letters scattered in some of the levels.
These are Bonus tokens and can be:

p - Extra Points

T - Extra Bonus Time

L - Extra Life

? - Any of above or Mystery Effect

version of a quality game

by A. Guillaume

The object of the game is to get a set amount of
Power Pods info the Exif on each level. The Pods come
out of the pod bay at the start of each level and move
around the playfield. When a Pod hits a wall it turns
left and carries on, you must work out how to move
the Pods to your best advantage. All you can do as
the player is move a cursor on the playfield and Insert
and Delete walls to influence the Pod’s movement.
The playfield scrolls up/down the screen to allow
access to the rest of the level. If a Pod hits any of the
moving scenery it is killed. The Exit is an opening/
closing square, and several of these are located at the
top right of level one.

Use a joystick in port O to control the cursor. The fire
button will either insert a wall if the cursor is over a
blank space or delete if it is over a destructible space.
Your inserted walls are aliways destructible but most
of the scenery isn't. You must get the required number
of pods lo the exit before the Bonus timer runs out.

Each level is loaded as required and has a different

Press SPACEBAR for PAUSE during the game, and
ESC to quit.

After every tenth level a password is awarded. Press
SELECT on the Title screen to enter a password. Enter
a_false password to begin at level one again.

Press SPACEBAR or wait at the Title screen to see
the High score table.

Press FIRE button to start game.

~ ARENA
THE FULL VERSION

THE NEW ATARI USER
ISSUE 66 DISK

ARENA is the BONUS on the Issue 66 disk of New

This version of ARENA is a fully playable demo version
hut with only 13 levels available while the full version has
50 lives - and a disk based High Score Tablel One pass-
word has been included from the four available and Is
different from the full game.

Atari User which alse contains all of the other programs
from this issue ready to run. Disk subseribers will receive
their copy with the magazine but the disk is also available
separately for just £2.95.

Send vour cheque, postal order or Aceess/Visa details to
PAGE 6. P.0). Box b4, Stafford ST16 1DR or order by
telephone using your credit card on 0785 213928

The full version will challenge your skills to the lmit and
will keep vou occupied for a long. long time, For a copy of
the full version of the game please send a cheque for
£5.00 (overseas please add £2 and rémit in Sterling) to:

Visionaire Software, 30A High Street, Alcester,
Warwickshire, B49 5AB ENGLAND
Please make cheques payable to A. GUILLAUME

lssue 66 - Mew Atari User
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NH Z REH = : TUTORIAL TIME »*
! KJ 3 REM # BRAIM TEASER SOLUTION »
AT 4 REM * by ROALD SUND, NORWAY L
EM 5 REM 0o b0 0600 S-00-0 -
DU 6 REM % NEW ATARI USER - FEB 94 %
EQ 7 REM 00 bi b - o090 00 e -3
. NN 8 REM
In Issue 64 Ian Flﬂ[ﬂgﬁﬂﬂ GP 18 DIM GRIDPCLS},LIMECL7),GRIDS (163 :COU
produced a challenge for any sl
3 BX 20 OPEN H1,4,0,"K:"
reader to write a program to TI 36 7 “Press 1 for waxiwum number of 1i
solve a brain teaser - here is the s o
winning entry BR 48 MAXMINZMAKMIN-48:IF MANMIN{L OR MoK

MINYZ THEN 30

LL 58 CLOSE m1

LH 68 POKE 752,1:7 CHR5C12Z5) ;" Best so fa
| ittt

BUT FIRST, A PRINTER TIP G 78 MAH=O!HMIN-18:ROW=2Z:COL=1

LPF 188 FOR COUNTER1=@¢ TO G

In issue 64 the Tutorial was about printing boxes. Henry Holder has IW 110 FOR COUMNTERZ=COUNTERL+L TO 7
sent me a tip for Seikosha printer owners. If yvou add the following line LT 1280 FOR COUNTERI-COUNTERZ+1 TO 8
to the program it will work correctly on a SL-90 printer. 00 1380 FOR COUMTER4A-COUMTERI®+1 TO 9
70 DIM P$(5) :P$(1,1)=CHR$(27) :P$(2,2)=CHRS$(7) :P$(3,3)= PJ 148 FOR COUNTERS=COUMTER4+1 TO 18
CHR$(27) :P$(4,4)=CHR$(116) :P$(5,5)=CHR$(1) :LPRINT.P$ SH 150 FOR COUNTERG=COUNTERS+1 TO 11

VF 168 FOR COUNTER7=COUNTERG+1 TO 1%
¥O L7V8 FOR COUNTERS8=COUNTER7+1L TO 13

; THE COMPETITION BE 180 FOR COUNTER9=COUNTER8+1 TO 14

TH 198 FOR COUNTERLB=COLUNTER?+L TO 15

The clear winner of the challenge in Issue 64 with the only complete UZ 288 FOR LOOP=® TO 15:GRIDCLOOPI=@:MEHT
solution was Roald Sund from Trondheim in Norway. His solution is LOGP

printed here. [ am sure you budding BASIC programmers will learr.
something by tracing it through. I have added one line - line 512 - as 1
hate sitting watching a screen where nothing is happening - it is too
tempting to break the program to see if anything has gone wrong! This CCOUNTERSI =1

program in particular can leave you wondering what is happening as LB 220 GRID(COUNTERG)=1:GRID(COUNMTER7Y=1:
there are 8008 possible combinations for the ten counters and the
program has to search through them all. Line 512 is just a counter
which runs at the top of the screen to show how the search is

IU 218 GRIDCCOUMTERLI)=1:GRIDICOUNTERZ)=1:
GRIDCCOUNTERII=1:GRID ICOUNTER4) =1:GRID

GRIDCCOUNTERS)=1:GRID(COUNTERII=1:GRID
CCOUNTERLIBI=1

progressing, BZ 218 LIME(B)=GRIC(O)+GRIDPCL) +GRIDCZ) +GR
I first tried this program under Atari BASIC to check it works correct- IpL3)
]'.1"'" but it was [ﬂklﬂg 50 Iﬂng that I loaded Turbo BASIC and ran it UK 248 LINELL)=GRIDC4)+GRIDCS) +GRIDC(G6) +GR

again, With Turbo BASIC it does about 180 iterations per minute and
takes approximately 45 minutes to check all combinations. Under
Atari BASIC it does about 72 iterations per minute and would take

IDC?Y
¥0 258 LINE(2)=GRID{BI+GCRID(9I+GRIDCLO)+G

about 1 hour 50 minutes. | also tried to compile the program in Turbo RIDCLLD
BASIC for real speed, but kept getting an error. Perhaps one of you IV 7260 LINECI)=GRIDC12)+GRIDCLII+CRIDCLAD
Turbo BASIC experts can tell me why? +ERID CL5)

Well done Roald, vour prize of Pinball Construction Set should be with o : &
you long before this issue is published. e Lt e
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continued

oI
™
PS5

HC

G.Jt

KZ

GH

HO

PL

FY

HH

2780 LINE(4)=GRID{0)+GRIDC4)+GRIDCE) FLR
IDC1i2)

280 LINE(SI=GRIDCL) +GRIDCS)#*GRIDI{I)+GR
IBELT)

298 LIMNEC(B)=GRIDC(2)+GRIDCGI+GRIDC1A8)+G
RIDC14)

I8 LINEC(7I=GRIDCII+GRIDI7I +GRIDC11)+G
RIDC15)

310 LINEC8)=GRIDI(Z)+GRID V)

378 LIMEC?)=GRIDCL}+GRID (6)+GRIDC11)
736 LINECL8)=GRIDI(BY+GRID(S)+GRIDC18)+
GRIDCLSY

Z40 LINECL1)=GRIDC4)+GRIDC(?)+GRIDCL4)
X568 LIMECL1ZI-GRID(BI+GRIDC(13E]

I8 LIMEC(LIIC-GRIDC(L) #*GRID(4)

I78 LINEC143=GRID (2} +GRID(5)+GRID(ED
I88 LINEC1S5)=GRIDC(3Z)+GRIDC(6) +GRIDCID+6
RIDC1ZD

Z90 LIMEC(LI6) =GRID(7}+GRIDCLA) +GRIDCLID
406 LIMELL7)=GRIDC11}+GRIDL14)

418 LIMES=B:FOR LOOP=8 TO 17:IF LINECL
OOPI=2 OR LINECLOOPI=4 THEM LIMES=LIME
S+l

428 HNEHT LOOP

438 IF MAXHIN=1 aMpd LIMES{Mal THEN 588
440 IF MAHMIN=Z AND LIMES}MIM THEN S508
450 FOR LOOP=1 TO 16:GRIDSC(LOOPI=CHRS(
168-1Z2¥GRIC(LOOP-122 : MEXT LOOP

468 POKE 82,COL:POSITIOM COL.ROMW:? LIN
ES;* lines"

470 FOR LOOP=1 TO 16 STEP 4:7 GRIDFCLO
OP,LODP+I) :NEXKT LOOP:?

488 COL-COL+#16:IF COL>48 THENWN COL=1:RO
H-ROH#*G:IF ROMYZ3I THEN ROM=23

498 IF COL»1 AMD ROM»17 THEM ROMW=17
588 IF LIMES)HMAK THEN MANZLINMES

518 IF LIMES{MIN THEN MINZLINES

517 COUMT=COUMT+1:POSITION Z7.8:7 "“TRI
ES = “;COUNT;

578 MEHT COUNTER1O:HEHT COUMTER?:MEMT
COUNTERE:NEHT COUMTER7 :MEXT COUNMTERG:P
OME 77.1

538 WEXT COUMTERS:MEKT COUNTER4:MEHT C
OUNMTERI :MEXKT COUNMTERZ:MEXT COUNTER1
S48 POKE £2,2:POKE 75Z2.8

lssue &6 - Mew Atori User

XL/XE TYPE-IN

SPACE
CHECK

PACE CHECK is a "Mastermind" type game which uses
S redefined characters in the shape of spaceships in-

stead of the conventional pegs or coloured squares. It
is played on an Antic 4 graphics screen. The aim of the game is
to duplicate a sequence of 4 pictures set by the computer in as
few moves as possible. A correct picture in the wrong place is
shown by a white symbol, while a black symbol indicates a
correct plcture in the right place. The purpose of these is to
give you clues as to whet her or not you are guessing in the

right direction.

USING THE PROGRAM

On running the program you will see 4 spaceships in a line to
the top left of the screen. Move the joystick up or down to
select a different picture; move the stick left or right to pick
different spaceships on the row. Press fire when you are happy
with your selection for the whole line. The computer will then
assess your guess and print a black spacecraft for each picture
vou got exactly right (Le. correct ship, correct position] or a
white spacecraft for each picture you gol nearly right (i.e.
correct ship, wrong position). The process continues on the
second and subseguent rows until you either guess correctly
(vou win) or you run out of screen (you lose). A panel to the
right of the screen shows your score - this is based on how
quickly you can crack the sequence. You are given a "go again"

option after 3 rounds of play.

by
Ann O’Driscoll
and

Phil Cardwell
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[E

HY
SH
EH

ET

[H
CF
IF
ZR
oM

DG

MJ
L
NF

RZ

DY

Fd }}
LE

JiL

FF

eu

DG

NT

LP

oR

HY

D

Zn
LS
EZ
PB

SN
Zo

Iz
UF

HU
FD

JL
BG
UM

cCJ

18 REM o rt ot oS5 0 MM IR0 3003 DM

Zd REM = SPACE CHECK k]
I8 REM = by *
48 REM = Phil Cardwell & »
58 REM * aAnn D*Briscoll *
6O REM M ————mmme o
78 REM ¥ MEH ATARI USER - ALG 1993 »*

SO BB oo e -0 0 - B
188 DIM CC5C1824) :GOSUB 658

118 PIC=150:UPDN=-180:CHECK=408:5CORE=8
IGAME=1

128 DIM PSC2),ASCL2),DAS5C13) ;a5="abcde
fohi ik1":DAS CLI="0":DAS (1) ="0": DAS £2)
—pas

138 DIM ACI),ZC1,3) ,ES5CLB) ,F5C18) :ES=*
qrrrererrrs"  FS=""urrrererery™

148 GOTOD 218

158 REM FRAaW SYHBOL ROUTIMNE

168 POSITION C,R:? PS:SOUMP O,PP,16,12
iFOR D=1 TO S@:MEHXT D:SOUND 9,8,8,8:RE
THURMN

178 REM HOVE UP-DOWM ROLUTINE
188 P-ACCHZ-1) /%) :P=P+2%(5=14 AND P<{7)
=ZMLS5=1I AND PY2) :PS=ASIP,P+1)

138 C=HZ:R=Y2-1:A(CHZ2-13/3)-P:GOSUB PI
C:RETURM

FA LA W GAHE SCREEN BIT |

218 GRAPHICS 8:POKE 852,8:POKE 752,1:P=
1iR=—Z:¥Z2=—1:POKE 756, MTOP

228 POKE 708,122:POKE 7089%,14:POKE 718,
B:POKE 712,56

Z39 DL-PEEK(568) +Z56%PEEK (561 : POKE DL
+3,PEEK(DL+3)+Z:FOR M=6 TO Z8:POKE DL+
N,PEEK(DL+N)+2: NEXT N

Z48 FOR M=8 TO Z:4G=-INTCRMD{8)®*7)+1:IF
A Z-INTCAS2) THEN Aaz=a+1:IF A=8 THEN a-=
1

258 Z(B,MI-n:Z0L, NI=AIACNY=1:NEXT N
260 FOR N=B TO 18 STEP 18:POSITION 79,
M:? ES:POSITION 29,N+9:7 FS5:MEXKT M

Z78 FOR N=1 TO 11 STEP 168:FOR M=0 TO 7
IPOSITION 29, M#N:? "t :pOSITION 38, M&N
7 "WCINEXT M:MEXT M

288 POSITION Z1,4:7 “"SPACE":POSITION 3
1,5:7 “CHECK"

298 POSITION 31,13:7 “ROUMD™:POSITION
33,14:7 GAME:POSITION 31.16:7 “SCORE"™:
POSITION 33,17:7 SCORE

I88 FOR N=8 TO 19:POSITION 13,M:7? "p':
MEHT N

318 R-R+Z:PS=A5(1,2):PP=6B:FOR C=1 TO
18 S5TEP Z:6O05UB PIC:MEXT C

IZ8 HZ=L1:¥2=YZ4+2:GOTO I88

338 IF NOT STRIGIB) THEN GOTO CHECK
349 SSSTICKOB) (PP=£8:IF 5=15 THEN 338
58 IF 5=13 OR 5=1i4 THEN GOSUE UPDN
360 MI-HZ4IH(S=7 aMD HZ{18)-3I%[5=11 aM
b K2>1)

3780 POSITION HLi,¥1:7 = w

188 POSITION X2,¥2:7 "“"mn":Hi=HZ2:¥1i=Y2:
GOTO 38

EELINU LN CHECK ROW BIT
488 T=8:TT=8:FOR M=8 TO J:IF ACMI=Z(1,
H) THEN T=T+i:ZC1,MI=-1:ACMI=—-1

418 MEKT M

4Z8 FOR I=9 TO 3:IF ACIY=-1 THEN MNEKXT
I:60TD 458

438 FOR J=© TO I:IF ACId{>ZC1,J) THEN
MEKT J:NEHT I:GOTOD 458

440 TT=TTHLIZCL, J)=-1:POP :NEKT I

458 IF MNOT T THEMN 488

468 PS=ASC9,10) :PP=48:FOR N=1 TOD T:C=1
S+IMM I GOSUB PIC:FOR D=1 TO ZI@:!:MEXT D:N
EXT M

4786 IF T=4 THENWN S48

Jos

VH
ZI

PH
IC

KK
U

an
CF

HD
a8 §
MG
HC
HC

HHN
L

ZH
CH

HH
ap
EK
Ha
TX
FH
Ly
kB
e
o
vB
cc
DF
HU

HG

EH

488 IF MNOT TT THEM S88

4%8 PSzASCLL,12):PP=128:FOR N=1 TO TT:
CZiZ+IXTH+IMN: GOSUB PIC:FOR D=1 TO ZI08:MN
EXT D:MEXT N

588 FOR N=8 TO 3:ZCL.M)=ZCB,M):AaCNMI=L1:
MERT N:FOR W=8 TO 15 STEP 1S5:POSITIOM
H, R+1:7 DAS:NEKT M:IF ¥2<{19 THEN ZIi0
518 REM

5280 PP=ZB0:R=YZ2+1:FOR H=8 TO Z:A=Z(B,MN
I:PS-ASCA, A1) IC=NMIHLI:GOSUB PIC:MNEXT
M:GOTD 578

5I8 REM

348 SCORE-SCORE+L:IF ¥Z{13 THEN SCORE=
SCORE+1:IF ¥Z{9 THEN SCORE=SCORE+1

558 POSITIOM I3X,17:7? SCORE

968 REM TS
579 GAME-GAME+1:IF GAME}Z THEM G678

588 POSITION 9,27:7 “PRESS FIRE™

598 IF STRIGIB) THEN 598

688 GO0TD 218

UFE:R I PLAY AaGAIW BLIT

620 POSITION 5,22:7 “PRESS ¥ TO PLAY O
GAIN":CLOSE HI:0PEN H3,. 4,8, "K:"

638 GET HI,K:IF K=89 THEN RUN

648 GRAPHICS O:POKE 82,2:POKE 752,0:CL
" :END

6580 MTOP-PEEKC(186) —4

&68 POKE 1686 ,MTOP-4:GRAPHICS 8

678 D-PEEK (148) +PEEK(L41) %256 :R=PEEK (1
T4 +PEEK (1351 %256

GB8 Q-HTOPHZS6-D:RL-INTLO-Z256) :ToO-R1*
7256

G98 POKE R+2,T:POKE R+I,R1

788 CCSILENICCS) +1) ="vyyevoreplliiplyy
fEfvwvwwillf fllfvll o (/|LovFlLDFFPt6T60F;
velligyewy_+1lls_svpallape:

710 CCSILENICESY +1)="#f {J{fovwil|{liyyy
TYerlinervvi{ vVevReseerlliee /M LospeerIIII 7
ool ("RE cggrizpTeerd T

728 CCSOLEMICCS)I+1)="weaIi?ieergrd 7oy
FETITITON T IIdd 99 r 17 I3 799 2320 rppplligll
Powllellp /s Lgls segel vwd g

738 CCSCLENICCSI+1) ="48L" Loswe{ " Lylyy
CENNeI PP 2T IIPN?I2II7ow7I0BI7 oo IIIIC
YPTR(E08Tvw7R(0B0VPTRATII T

749 CCSUILEMIGCCSI41)="933733Iee7i0as ayy
241 NI {ZIVVOR000 TYPITIIIIPPIIIINZ
PEPIIITITWRIIICOOPRTITIIN

758 CCSILENICCSI+1)="9733{Iivwraridopy
RN eI I I TP SOISIITINVIGYN 3
PRIZITINR pyTd, (a7eweliii g

768 CCSILENICCS) +1)="9840L8 Jepydlill gy
dtocvvveewvevllvk baouoa bvvepupasi diJdaa4
JJJJ{!!”'L‘J{I&L‘*"NE!}LL‘"

78 CCSCLENMCCCSa+1d =" _+t8p{IdTIpa+_%4 F
4 N%a +7 HIVPPWy 4 o o XTTFIERL u o « P9 TTT0vew
villvvvvevvevevvlllvewwI T

788 CCSILEMICCS)+1)="""1twwitvooyriiiiliy

*villver il ity ({44 Crvrr vl I AATTIOOOOD
Bvevll} -y e s v TIITIII

798 CCSCLENCCCS) #1)="illiinpeexsxsi{Livy
L{4ilyppiil {lyplgdplyppls {2 Lpppl {4 (L
$¥Y rlill rYYaTPULP Tw FaRubas |

808 CCSCILEMICCS) +1)=""9aPLLUPE& W Lllll.d ue
w uud vew suued PUlsTTeulw 7I00F vo I INYI6
ve iAo IF D vewidd, 2o

818 CCSILENCCCS) +1) —wwdTARIvvISvew
A4dddd) PP 11 PVVULNP PRSP T T { { S 245004
Tl TTPP M A {4444

8280 CCSCLENCCCSI +L0=""9of{L{FfOPOref}" xv
01'*ﬂivﬂt{i4&(0¢LL+Lhiivixlnf/fjﬁaxs*j
Wikt & pLgpr

838 CCS (650, B858)=CHRS (I4) :POKE 756, MTO
P:RETURM
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TAYLOR’

A few words first to Paul Taylor of Gateshead before we gel on
with his tips. I have finished that book, I have to get up to go to
Universily and the radio's on Radio One. There you sce it does
pay to ask questions!

Paul's gems are many so here we go.

TOMAHAWK

On TOMAHAWEK how do you control the RUDDER and select
NEXT (TARGET, BEACON and HELIFAD)? Simple, says Paul.
vou use the keys in the inlay. Ah yes but try a joystick in port
2 and see what you get. Ah ha! the left and right are the rudder
controls and the fire button is the NEXT button. Good or
what? (Paul can't remember what the up and down do as it's
been a long time since he last played this game).

TAPES happily loading and then all of a sud-
den BOOT ERROR at the same

point every time. Well all is not lost, simply copy the tape on a
tape to tape deck. Remember that this copy is purely for your
use and should not be given, lent, or loaned to anyone else.
Paul managed to get AMERICAN ROAD RACE working
again after the coffee incident. The backup loads quite well. He
also used this on KNIGHT ORK which had thrown a wob-
bler. Remember that you must keep the TREBLE high and the
BASS low.

JET BOOT JACK

Play on the Practice (P) levels and it's easier Lo
unlock the screens. Once unlocked, you can play
a screen on any level up to 5.

ELECTRIC
STARFISH

data. Change 03 to (for example) OA. Change the number after
the comma at the end of the line to end with 77 instead of 70,

Ever had your favourite tape game go
screwy on you? You know the scene,

CLOAD the game and
then when il is loaded list
1030. Look for the bit
which says A903 in the

then press RETURN. Run the program and you now have 10

lives ($0A). Other values up to FF are legal bul remember to
change the checksum. For example 520 (from

8 $03) lives requires 99

|ssue &6 - Mew Atari User

=" [changed from 70) as
the last two digits.

Well Christmas has come and
gone and I hope you had a very
nice one and that Father Christ-
mas brought you everything that
you wanted. I presume that we
all over indulged in the Season’s
spirits, I know I did, I'm still
trying to sleep it off! Anyway this
isn't getting the work done so it's
time we got on with the order of
the day and produced another
Tipster column.

TIPS

TURBO CHARGER
OR TURBO CHANGER?

Paul says that Rambit (as used in Derek Fern's Turbo Loader)
is handy for adding extra lives, time etc. to games. Paul has
changed ZYBEX, PREPPIE, AZTEC, CLUMSY COLIN,
TIGER ATTACK and more besides, Paul says thal he is
working on the bug in Rockford but he's progressing slowly,
not helped by the fact that he can't write a disk header for a
program that he coded to help him.

Mo how to do these alterations to the ab
0 NES i I : dDove
PLEASE games so that they can be included in this

PAUL!

TWILIGHT WORLD

To complete level one of TWILIGHT WORLD you will have
to follow Toby Knowles of London instructions that are short,
precise and easy to follow. Ready? O.K. lets go!

Go up to the top. go right and collect the key. Now go back
down to the bottom. Finally, go left and take the 5th door from
the right (it's the one with no keys in 1)

There 1 told you it wasn't very complicated,

alc

MORE ETTERS., MORE LETERS . MORE LETERY.

Paul Taylor would like help on KNIGHT ORK (PART ONE)
He'd like a solution and [ know that at least one of you out
there has the game so get going and win the Tipster of the
Issue award.

Denise Ward of Auckland in New Zealand has dropped me a
line (hi! 1 did think of you on Christmas Day 13 hours early
cooking your turkey in the heat of the mid day sun!!l). Denise
would like hints and tips on Level 8 of MEDIATOR the one
after the one with the two portraits, as she has absolutely no
idea what to do and loses all of her lives trying to [ind out. Also
she would information on any games that have 4 players on
screen at once, either 48K or 64K.

I would like to hear more from you Paul on

column.

e ————



XUXEUTILITY —

EX 1 REM IIn R R T
LP Z REM H# FILE SEGMENTER n
NK I REM 11 by David Sargeant ]
CO 4 REM H ———— e e
UL 5 REM H MEH ATARI USER - ]
HD 6 REM &t January 1994 1
Fn ? REM it PEEEE ST EEEHEAA A P A AR AT FRE AR A RN MR NN B g
MM B REM

ME 188 REM ILISSTINEIS

We have received a surprising number of

enquiries over the years from readers who
want to split up large files to fit into their
Sfavourite word processor. David Sargeant
comes to the rescue with just the program

When I get new software, the accompanying document files are
usually in the wrong format for my printer and using DOS to print
them gives an unsatisfactory result. I prefer to load these files into
my Word Processor, re-format them and print them correctly,
although I sometimes have problems handling large document files
because they do not fit into my Word Processor's text buffer. I now
use File Segmenter to divide the offending file into manageable
portions,

Before running the File Segmenter program make sure that you
have enough disk space to take the segmented document file. You
need about the same amount of empty sectors that the original file

37T

=1
TR

HP

OH
SN

E.J
5I

4o

ap
SN

uo
UF

118 GRAPHICS 8:POSITION 8.0:7 “W3ETEE
B w2y

128 BSIZE-16384:DIM BUFFERS (BSIZE)

138 DIM MC5(39) ,FILENAMESC(12) ,FILEINS C

14) ., FILEOUTSC14) , DLUMMYS C1)

149 FILEINS="D:":FILEOUTS="D:SEGMENT.?

o

158 BUFFERS (1)='" "“:BUFFERS(BSIZE) =" *;

BUFFERS (2) =BUFFERS

1680 BUFFER-ADR(BUFFERS5) : SEGMENT=1

178 FOR I=1 To I%:READ A:MCSCI,I)=CHRS

CA) i NEXT I

188 REM HANMFINETLES

138 7 :7 “"Enter file name DI} :INPUT

H16;FILENAMES : FILEINS (I} =FILENAMES

P L A N THPLT A OUTPLT

218 OPEN $Z.4,9,FILEINS

228 ? :? “"Insert source disk, press [[3

EIELT ' ; : IMPUT #2116 : DUMMYS

238 BYTES=USR (ADR (MC5) + 32,7 ,BUFFER,BSI

ZE) :EOF=tBYTES{BSIZE)

248 FILEOUTSC11,113=STRS(SEGHENT)

Z58 7 :1? "“Insert destination dishk, Pre

ss [J3TELF; : INPUT B16; DUMMYS

Z60 OPEM HI.8,8,FILEOUTS:? HI;"Segment

I SEGMENT

278 7 "Writing segment " SEGMENT:BYTES

CUSRCADRCHMCS) , 48, 11,BUFFER,BYTES) : CLOS

E ux
occupies. The size of each section is set in the variable BSIZE and is IX 268 IF NOT EOF THEN SEGMENT=SEGMENTSL
currently at 16K. You can alter this if you wish depending on your :G0TO 23Za
system’'s memory and the size of the text buffer in your Word OR 298 CLOSE B2:? :? “Completed™:END

Processor.

When you run the program just follow the on-screen prompts to
enter the name of the source file and to insert the source or destina-
tion disks. Each segment is written along with its segment number
and stored under the name SEGMENT.(#).

BE
oG

Ja

IE

388 REM [FEH ‘AOUTEUT DATA

18 DATA 134,134,1B4.1?0,154,1a4,15?,5
ﬂr,x.l“,xﬁ?.53.3.1:4.15?,63

328 DaTa 3,1&4,15?.?3.3.104;15?;?2.3,3
2,86,276,189,73,3T,133

338 patTn 213,189,72,3,133,712,96

DON'T LET THE TIPSTER FADE AWAY!

(As Garry Glitter would say)

COME ON ... COME ON

As you can see this issue is not as long as I would like but I only got three letters and there is
only so much else that you can write in support of them. The only thing that I can say is that 1
need your letters and maps to keep this column going. Remember that this is your column and
whatever you send in will appear in the column. (If I don't get something from you I'll print all of
the lyrics to the Garry Glitter song next time!)

Send in all those letters that you have, along with the maps, to :

THE TIPSTER
NEW ATARI USER
PAGE 6 PUBLISHING
STAFFORD
ST16 1DR

FREE CASSETTES!

If your hint, tip or map is used by
The Tipster you can claim a FREE
CASSETTE {from those currently
available from The Accessory
Shop} but you won't get one If you
don’t send something to The Tips-
ter - get tipping nowt

HOW TO CLAIM

if you see your name in this column
Just drop us & line and say ‘My
name is ... 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
straight away). If you prefer you can
always give us a ring instead on the
usual number

Mew Atari User - [ssue &6
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Mark Stinson begins a new series
of reviews that concentrates on
games that have become
‘classics’ in the world of the
Atari Classic. Many of the classic
games for the Atari are long
gone but the difference in this
series is that all of the titles
reviewed are still available - and
no collection will be complete
without them!

THE TAIL OF
BETA LYRAE

The Tail of Beta Lyrae is a game which is well known Lo most
long standing Classic owners. It will run on all formats:
400,800 & XL /XE and is available from Page 6 on disk and
casseite. The game was released back in 1983 by Databyte and
is probably one of the few games most of us go back to time
after time. The game is of a similar nature to the arcade game
Scramble which was a huge success. Other variations are
available, such as Alr Strike. Of its genre, this Is in my opinion
the best of its kind. At 95p on cassette and £1.85 on disk il
simply can’t be missed,

The game story is well thought out, and instructions for play
are given in the packaging and on the disk. The box is a slim
plastic sleeve which helps greatly with neat storage.

The Tail of Beta Lyrae is set in a dust and plantetoid tail of
the stellar twins Beta and Lyrae. The tail of the stars were a
result of escaping gas and dust from the violent gravitational
interaction of the twin bodies. The gas and dust combine with
remnants of the system's inner planets, which, due to unstable
orbits, had exploded eons before. The result was an outer tail
teeming with planetoids of various sizes.

lssue &b - Mew Atari Usar
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The Tail of Beta Lyrae - one of the few games that
has absolutely everything!

Colonists made settlements on these planetoids and mined
them for precious metals which are to be found deposited in
large quantities. In recent times a nomadic race of aliens have
taken occupation of the tail, after continuous attacks on the
colonists. Survivors are now terminated on site. As il you
didn’t know already. your job Is to destroy the alien war
machine and return the colonists to their rightful place.

In the game you play the part of a Galactic Wing Commander
assigned to the Beta Quadrant. The mission will take you
through a myriad of terrains, and will pit your wits against a
plethora of different hazards. Your battle for each quadrant
takes you through a mountainous terrain, through caverns,
and over city settlements. If you survive for long enough, the
computer will locate and take you fo the alien power gener-
ators. With their power source at your mercy the aliens flee,
and you get the opportunity to destroy their retreating fleet.
You will then be taken to the next nearest alien presence. As
you travel to the sector you will again need all of your skill to
navigate through the debris of the tail.

The program allows you to choose from up to four players,
five or seven wings (ships), and six levels. I have only ever
played at the lowest level and I dread to think how difficult the
higher levels must be. There are many targets to destroy
during your mission, including communicalion antennae,
alien vessels, plasma cannons, command centres, mining in-
stallations, lasers, missiles, asteroids. scanners and alien out-
posts. Points are obtained for destroying any alien installations
and hardware, although the main task is to survive through
the sections of the quadrant to find the alien power generators.
Some great effects are employed in the game, with large explo-
sions on destroying the bigger targets. You have to be careful
not to destroy any target at too close a range though. or you
may be destroyed by the debris.

REVIEWED THIS ISSUE

THE TAIL OF AIR RESCUE FOOTBALL
BETA LYRAE

Publisher: Databyte Publisher: Aflantis  Publisher: Atari
Frice: £1.95/95p Price: £2.95 Price: £7.95
Disk or Cassette Cassetle only ROM only

All these titles are currently available from the PAGE 6 ACCES-

SORY SHOP and some may be available from other advertisers
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The game is great to play, and has a high addiction factor, but
it is by no means easy. Points are lost each time you fire, and it
is very easy to blast away all your points very quickly early on
in the game. Some of the obstacles presented during the game
are very difficult to pass. For example, cannons fire vertically
from the ground and are very often protected by mountains. To
pass these particular nasties lakes some considerable skill.
Worse still are certain weapons which cast out a huge gravita-
tional force which pulls you towards them at high speed. If you
hit them, or any object in between, you are obliterated. There
are also a number of indestructible barricades which can make
navigation a nightmare. The gameplay is also very fast which
makes each mission all the more challenging. The game makes
good playing for novices and experts alike, and will just keep
you coming back for more.

So, If you think you're up to the challenge strap yourself into
the cockpit of your wing. put your pilot skills and warrior skills
to the test and destroy the enemy. Remember, only a few have
what it takes to make the mark, and you are the Galactic Wing
Commander.

In the Tail of Beta Lyrae vou get excellent gameplay, superb
graphics, fast action, and good sound effects and music. Add
to this the ineredibly low price and it's a sure fire winner. Buy
it now.

AIR RESCUE

Air Rescue is an excellent budget game from Atlantis, featur-
ing you as a helicopter pilol charged with the task of rescuing
expatriate Britons from the midst of civil war. The cassette
inlay informs vou that ‘peace has been shattered as the Milit-
ary Junta moves against the popular uprising. Civil war rages,
forcing expatriate Britons into hiding to escape the guns, tanks
and missiles of the opposing armies. There is only one way to
get them out - AIR RESCUE'.

The game is similar to one or two other games in which your
task is Lo air lift survivors whilst avoiding enemy fire - most
notably Choplifter by Broderbund. After having played Air
Rescue for only a matter of minutes it became obvious that
this one is by far the most well implemented version, and
definitely worth buying even if you, like me, already own one of
the other similar games,

Air Rescue has clear, colourful, well defined graphics, adequ-
ate sound effects, and a simplicity of play that makes the game
a winner from the start. Small touches such as the ground
shaking when the chopper is hit also add atmosphere to the
game. There are ten levels of increasing difficulty, the latter of
which will keep the most seasoned of games players chal-
lenged. Level O presents a screen which comprises a home
base (the Hospital), trees, shrubs, houses and land based
artillery. The object of the game is to navigate the helicopter
near enough to houses to land and pick up the Britons whilst
avoiding the scattered objects mentioned, plus gunfire. Level 0
did not present much of a challenge, and after one or two
collisions with trees and the like, I completed the rescue and
moved on to level 1. At this peint [ wished [ had stuck to
adventuring! I found myself under fire from the artillery, from
tanks, and from deadly missiles. On top of this, flocks of birds
sent my chopper flying about madly in an effort to keep it in
one piece, The game kept me coming back for more and [ am
now up to level four, in which the computer presents a streng-
thened force with much more fire power.

In summary, | would not hesitate to recommend this one to
any games fan, especially at the price. You can't lose. Good
news also for disk drive owners is that this one is Transdisk-
able - XTMENU, non standard read, default settings.

FOOTBALL

(the American version)

Football is one of the later releases of Atarl Corp. under their
series RealSports ™. It is a simulation of American football,
into which a great deal of material has been absorbed - mainly
a very extensive set of rules and play formations.

Before playing Atari Football I knew very little about the
game, other than that it appeared similar to rugby except that
the ball is thrown forwards rather then backwards. Basically,
the object is to beat the opposing team by scoring touchdowns
in the End Zone, field goals and safeties. The first two scoring
methods are equivalent to a try and conversion in rugby. I am
not completely clear on a safety, but it has something to do
with the defensive player furthest back on the field. Needless
to say, there are a lot of rules to digest, especially if you know
little or nothing about American football, but it is well worth
the effort when you get to play the game.

Football is very unusual as games go. The difference with
Football is that it is designed specifically as a two player game.
There is a player v computer option, but it is not a full game,
rather a practice forum in which you can learn set moves and
the art of passing. The game therefore requires two joysticks,
even in the player v computer option (you alternate between
the two teams - the computer controls all defensive actions).

The game commences with options for a full game or practice
game. Game length can be set at six minute or fifteen minute
quarters. Once you commence play you must select your
offensive formation out of fifteen variations. The defence then
chooses a formation from five variations and the action begins.

First the ball is ‘snapped’, or passed to the Quarterback. The
Quarterback changes colour and you gain control of his move-
ments. It is up to you to select where vou wish to throw the
ball, and your aim is to direct the ball to a runner at one or
other side of the pitch. Once the ball reaches your other player
(if it isn't intercepted) then your control switches from the
Quarterback to the receiver. You must keep the ball moving
towards the opposition’s End Zone where you can score a
touchdown or field goal. The defence will be relentless in trying
to prevent this, and if you fail to advance ten yards in four
plays. you lose the ball.

The instructions for the game are quite comprehensive, and
even include a playcard giving detalls of offensive / defensive
plays and tactics which is placed between the two players. The
game is certainly novel, however, in order to get the most out
of it you must have a partner to play with.

reviewed by

Mark Stinson
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WINDOW

very poinl on your Atari's graphics or text screen has
E its own memory location in RAM. Different graphics
modes use different amounts of memory so the size of
the "screen RAM" area varies with the graphics mode. Howev-
er, It always begins immediately above the display list and you
can find the starting memory location with

PEEK(88) + 256*PEEK(89)

TABLE 1 shows the amount of screen RAM used by the
different graphics modes. It can be seen that there is a huge
variation In memory usage, with high resolution screens such
as Graphics 8 (192 lines at 40 bytes per line) needing 32 times
as much memory as a low resolution mode like Graphics 2 (12
lines at 20 bytes per line).

All the points on your text window screen are stored in RAM
too. The pointers for this area are at locations 660 (low byte)
and 661 (high byte], so

PEEK(660) + 256*PEEK(661)

gives you the starting address. In all modes, the text window
screen begins above screen RAM at memory location 40800
and uses 160 bytes (4 lines of Graphics 0 at 40 bytes per line].
This brings you to the top of RAM at memory location 40960
(called RAMTOF).

TABLE 1
SCREEN RAM BY GRAPHICS MODE

NUMBER OF BYTES
FULL SCREEN  SPLIT SCREEN*

GRAPHICS
MODE

2 5 240 200
SO G 480 400
0 960 ¢

5, 12 960 800
6 1920 1600
7,14 3840 3200
9, 10, 11 7680 5

8, 15 7680 6400

* plus 160 bytes for the window

Issue &6 - Mew Adari Lser

SAVING AND LOADING
SCREENS

PROGRAM 1 uses the information we have on screen RAM to
show how a graphics screen can be saved to disk and then
loaded back in again. The program selected communications
channel number 1, which uses memory locations 848 to 863,
for output (saving) and input (loading). The routine beginning
at LINE 500 is used to move the screen data. LINES 510-520
POKE values into some of the channel's memory locations,
while the machine code sequence at LINE 530 takes care of the
actual data transfer. The 1/O channel bytes are altered as
follows:

START+2: We must tell the computer whether we're putting
(saving) or getting (loading) data. POKE an 11 to put data, or 7
to get data. These variables are defined in LINES 210 (saving)
and 410 (loading].

START+4 AND START+5: We give the computer the start-
ing memory address that the data is to be transferred from
[saving) or to (loading), in low byte /high byte order. In our
case, this will be the PEEK({88) (low byie) and PEEK(89) (high
byte) memory locations, as this is where screen RAM begins.

START+8 AND START+9: We tell the computer how much
data is to be transferred by POKEing in the low byte and high
byte respectively of the number of bytes being moved. The
program uses the difference between RAMTOF and screen
RAM start to tell us this (LINES 240 (saving) and 440 (loading),
although not all these bytes are used - For instance, a
Graphics 7 screen occupies locations 36960 to 40159 (3200
bytes, as shown in Table 1), so there are 640 free bytes before
text window RAM starts at 40800. These bytes are used for
screen RAM in Graphics 7+16, where there is no text window.
LINE 520 converts the bytes figure into the highest whole
number divisible by 256 (the high byte) and the remainder (the
low byte].



Ann O’Driscoll gets to
grips with the part of
memory you see each
time you use your Atari
and shows you how to
perform a trick or two

The colours and graphics mode are transferred using BASIC,
at LINES 220-230 and 420-430. This listing uses a Graphics 5
screen, which can be amended by changing LINE 110. As
might be expected, the high resolution modes take up much
more space on the disk than the low resolution ones. For
instance, a Graphics 7 screen uses 33 sectors (as against 10
sectors for our Graphics 5 one here).

INTERNAL CODES AND
WRITING TO SCREEN RAM

The numbers held in the screen RAM memory locations are
the Atari internal codes for the characters. These codes are
derived from the order in which the characters are stored in
ROM. They are not the same as the ASCII characters but it is
possible to convert from one to the other, as shown in Table 2.
In practice, the codes works like this: Suppose you print the
letter "A" somewhere on your screen. If you PEEK the RAM
location which holds this point you'll get the value 33, because
this is the internal code for "A" (i.e. 65 - 32; see Table 2). You
can also print things on the screen by POKEing directly to
screen RAM. Again, you must POKE the internal code rather
than the ASCII value of the character.

PROGRAM 2 modifies a Graphics 7 display list to include a
line of Graphics 0 and then uses screen RAM to display the
text message. LINE 120 changes the 36th row (DL+40) into a
Graphics 0 line, and LINE 220 calculates where screen RAM
begins for the modified line: Each Graphics 7 line gets 40
bytes. The first starts at SCRN (defined in LINE 210), the
second at SCRN+1*40, and so on, with the 36th starting at
SCREN+35%40. The FOR-NEXT loop converis the ASCII code of

continued wr

Ji 188 REM

05 182 REM

N5 189 REM ] SCREEM FIRST

ME 118 GRAPHICS 5:POKE 752,1:FOR ROM=8 TO
I¥:COLOR ROM:PLOT 8,ROM:DRAHTD 79,RO0MW

PROGRAOM 1: SCREEM SAVESLOAD

!NEXT ROMW
LK 1zZ8 7 "M PRESS 0 WEY":POKE 764,255
AU 13I8 IF PEEK(7G64)=255 THEN 138

LY Zaa
ar 28z
NH Z89%
BY Zi@
=11
ay Z19
YK 22a
ET 22%
DY 238
HT N
GH 2I% REM d o 5IZE ; fAMount o
f bytes to be saved is area between scC
reen RaM start and top of RAOM
G5 Z40 RAMTOP=PEEK{10G)®Z56:5C=PEEK(BB)+2
S6XPEEK (89) : BYTES=RAMTOP-SC+1

{4, SAUVE ROUTIME
REM

IS, OFEM CHAMMWEL H1 FOR OUTPUT

ELOSE 11i:0PEM H1,8,0,"D:PICTURE™:F

£ L8

REM E_GRAPHICS
PUT H1,PEEKCB7)
REM

FOR N=704 TO 7iZ:PUT #M1,PEEKI{N):NE

BT 249% REM NI EEECTIRELTS

T™E 258 GOSUB 518

Al { LI M - Back TO GRAPHICS @

ENM Ii1f GRAPHICS @:POKE 752,1:POSITION Z,1
f:? “FOUR GRAPHICS SCREEN"™:7 "“MHAS BE

EN 5SAVED OM DISK'™

AP IZA T "HPRESS A KEY
64, 255
CY IXI8 IF PEEKI764)=255 THEN IZ@

TO RELOAD"™:POKE 7

KC 4808 REM BN -TDEEDIEECTEE SN 4 6B

oUv 487 REM

ST A M DPEM CHANNEL #1 FOR IMPUT

KP 418 CLOSE H1:0PEN 11 .4,8, "D:PICTURE™:F
=

IR PRI LOaD GRAPHICS HODE and go in

To that mode

DF 428 GET B1i,G:GRAPHICS G

Al 42% REM ENTTETNTEEE and put the val

I ues in the colour registers

GJ 438 FOR N=784 TOD 71Z7:GET #i,.C:POKE N.C
INEXT W

HK 439 REM BUFFER SIFE: - BELLUEAE:
f bytes to be loaded i5 area between s
creen RAM start and top of RAM

Gl 448 RAMTOP-PEEK (106)¥256:SC-PEEK(88)+Z
SEMPEEK (89} :BYTES=RAMTOP~-5C+1

BY 449 REM UP TRANSFER ROUTIME

TD 458

JH 468

KT 589

FD S18

FIMND

CALL
GOSUB 518
POKE 764,255:END

REM EEEETTECTIRETTEN
I0OCB=B48:POKE IOCB+2,F:POKE IOCB#4
»PEEK (88) :POKE IOCB+5,PEEK(8Y)

UE 528 HI=INT(BYTES/256) :LO=BYTES-HI¥256:
POKE IOCB+8,L0:POKE IOCB+9,HI
FK 538 I-USRC(ADR("hhhIZLUEF') , 16) : RETURN
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GPF 180 REM

as 182 REM

B0 189 REM

GC 118 GRAPHICS 7:DL-PEEK{S568)+Z56%PEEK(S
61)

CH 128 POKE DL+48,2

WL 138 FOR ROMW=@® TO 38 STEP S:COLOR ROMW:P
LOT 8,ROW:DRAWTO 159, ROH:PLOT ©,R0W+40
(DRAHTO 159, ROW+40:NENT ROMW

LRIl - FIND RaM FOR (TEKT LINWE |

TZ 218 SCRN=PEEK(88)+I56%PEEK(83)

AW 228 SCoSCRN+T3S5%40

o) 249 REM

MD 258 DIM ASC(I9):a5="e This is a line of
-

W) 268 FOR N=1 TO LEN(AS) :S=ASCLAS(N,H))

Ug 278 IF S5¢32 OR £5>127 AND S5<{1608) THEN
5=5+64:6G0T0 Z9@

RK z&8 IF (5331 aWb 54{%63 OR (52159 aMD S
52241 THEN 5=5-32

NH 289 REH
WO 298 POKE SC—1+M,SIMEHT N

PROGROM 2: MRITING TO RaM

each character in our message string into an internal code
(either by adding 64, subtracting 32 or doing nothing, depend-
ing on its value) and POKEs the answer to screen RAM.

SCREEN RAM
AND DISPLAY LISTS

The 5th and 6th bytes of a display list instruction set tell
Antic what part of memory to show on the screen. In the
normal course of events, these will be the memory address
pointers for the start of screen RAM in low, high byte order.
For example, in Graphics 0 these bytes hold 64 and 156 so
ANTIC puts the contents of memory location 40000
(64+256*156) up in the top left of the screen, the contents of
location 40001 in the next place to the right and so on, with
the contents of memory location 40959 down in the bottom
right hand corner. As this is a Graphics 0 screen, Antic knows
it must go on to a new line after every 40 bytes and also that it
must show 960 screen bytes allogether.

SCREEN FLIPPING

The next few listings show some effects which can be
achieved by telling Antic to look somewhere else in memory for
the screen bytes. PROGRAM 3 is a small "screen flipping"
demo in which the computer swaps between some Graphics 1
screens when you press the console keys. LINE 110 sets up a
new screen to begin at memory location 21504 (0 + 256*84).
When SELECT is pressed, LINE 200 directs the computer o
display this screen by putting its low and high byte pointers
into the display list's "screen” locations. LINES 130 and 210
work in the same way for the second screen, called up with
OPTION. Pressing START enables the main screen by sending
the program to LINE 150.

lssue &b - Mew Atari User

GY 180

5 182 REM

TFARUCER TN - SET UP THO MEH SCREEMNS |

IM 118 GRAPHICS 1:POKE 88,8:PDKE 87,84

ML 178 POSITION 8,3:7 ;"SCREEN OME™

0f 138 GRAPHICS 1:POKE B88,.8:POKE 89,88

Un 148 POSITION 3,6:7 #H6;"screen two'

ML 149 REM IMSTRUCTIOM SCREEM

PE 158 GRAPHICS 1:DL=PEEK(S608)+256MPEEK (5
613

IB 160 POSITIOM B,4:7 H6;" SCREEN
OME™:7 #M6:7 M6:7 #6;" LGN SCREEN 2'
HiCl «

FR 178 7 H6:7 H#6;" start THIS SCREEN"

pDZ 180 IF PEEKIS3IZ7914}S AND PEEK(532793{
3T AND PEEKLSIZ7214{}6 THEWN 188

HY 199 REM CHOMGE DL+d4 AND DL*5

MN 788 IF PEEK(S3IZ733=5 THEN POKE DL+4,8:
POKE DL+5,84 :

ST 218 IF PEEK(53Z279)=3 THEN POKE DL+4,8:
POKE DL+5.88

FP 2I6 IF PEEK(S53279)=6 THEM 158

0F %48 GOTO 188

SCROLLING AROUND
MEMORY

PROGRAM 4 takes things a bit further by changing the
display list screen memory pointers every time the arrow keys
are pressed. Up or down increments or decrements the
address which ANTIC uses by 40 (because there are 40 bytes
per Graphics 0 line). The left and right arrows increase and
decrease the RAM pointers by 1 byte. This gives us vertical and
horizontal scrolling over the computer's memory, within the
maximum / minimum limits set by LINE 140,

HORIZONTAL SCROLLING

If you examine the horizontal scrolling, you may notice that
what is scrolled off the screen in one line becomes scrolled on
the screen in the next line. This happens, of course, because
the bytes are stored consecutively, with the graphics mode
telling Antic when to go on to the next line to give the 2
dimensional effect. The final listing, PROGRAM 5, gets around
the problem by putting the line to be scrolled into its own
memory area. A customised display list is set up to call up the
new line and then to direct Antic back to showing the normal
screen RAM.

First we reserve an area at the top of memory and define our
message string. The starting letters were repeated at the end to
give a wraparound effect and stop the message "jumpin g" after
each display sequence (LINE 140). LINE 150, which puts the
string into the reserved area, uses a shortened version of the
technique covered in PROGRAM 2, as we've only got capital
letters this time. We will scroll the 10th line (DL+14) of a
Graphics 0 sereen. LINE 170 finds out where screen memory
starts for the following line and puts the answer in high
byte/low byte format. LINES 200-240 set up the new display
list in Page 6 of memory. The first 14 and the last 17 bytes are
copied directly from the normal display list as they don't



JZ 188 REM
@5 187 REM
CI 118 GHRAPHICS B:DL=PEEK(568) +Z256%PEEK (S
GLY
DX 128 POSITION 2,18:7 "4 HAY SCROLL: USE
ARROM KEYS OR ESC*™:CLOSE Hi:0PEM #H1,4
£ NE
MH 139 REM EFEEYYECECTIEEEM cefine DM an
d set its min and max limits;: opening
value is screen RaM start
TE 148 DM-PEEK(DL+4)+ZIS56%PEEK (DL+5) : MAH=S
a888 : MIN=I0080
CR 1427 REM ETEFEWEAXTE
HWH 158 GEY H1,K:IF K=2Z7 THEN 179
DK 154 REM fAdd 1 byt
e To or subtract 1 byte from Display M
emory;: keep within limits
FH 155 DPM=DH+1I¥IK=43 AND DH{MAKI -1¥{K=4Z
AND DM>HIN)
HH 15% REM Add 48 bytes
ta or subtract 48 bytes from Display
HMemory; heep within limits
PM 168 DM=DM+48%{K=45 AND DM{MAH) -48MIK=6
1 AND DHM>MINI
Ia 169 REM Convert DM into
high and low bytes and POKE the values
into the display list
Kit 178 HIZINT(DPM/256) (LO-DM-(HI®¥256) : POKE
DPL+4,LO:POKE DL+5,HI
0Z 179 REM Go ba
€k to LIHE 158 to wait for keypress: i
ncrement DM and repeat. .
HZ 188 GOTOD 158
EI 187 REM IETENEIFENITEEITTFE End the
Program
HZ 198 GRAPHICS @:CLR :END

PROLHAM 4: SCROLLING

change (LINES 200 and 230), LINE 210 puts a 3 byte Load
Memory Scan instruction into the display list to tell Antic to
show the reserved area, beginning at page 156, on the next
line, This is followed by another LMS (LINE 220] to tell the
computer to go back lo showing the regular screen RAM: The
pointers for the 11th line of the Graphics 0 screen were worked
out in LINE 170. LINE 240 enables the new list. The scrolling
routine at LINES 250-260 works by incrementing the low byte
pointer for the line by 1 until it gets to 215, bringing it back to
0 and repeating the sequence, where 215 is a full page less 40
bytes per Graphics 0 line.

GOING FURTHER ..

Some of the listings here could be adapted for use in your
own programs. For Instance, the sereen swapping technique
from PROGRAM 3 might be used in a game - the instructions
could be stored on a separate screen which is called up when
say. the HELP key is pressed. Or perhaps PROGRAM 5 could
be adapted as part of a title screen, with the scrolling message
saying "press a key to continue .." In this case, if you change
the screen to Graphies 1 or 2, you should remember that these
modes only use 20 bytes per line, so LINE 170 will have to
change too. In any event, all the listings have plenty of REMs
to help you along the way as you experiment.

QE

o5

EX

5P

LH

TP

Tix

KI

&H

GC

N

BC
FL

E

GB

ZL

K.J
aM

LIRS

PEL-RN A FROG 5i HORIZOMTAL SCROLL

182 REM

118 CLR :GRAPHICS G:POKE 752,1:POKE 76
4,255 :P=08

119 REM Move ramto
P down 4 pages to page 156

1286 POKE 106,156

1Z? REM

138 DIM A5C3IL)  BSCZ55) :AaS5="HORIZONTAL
SCROLLING DEMHO. .. "":FOR N=1 TO B

140 BSCILIXCN-1)+1,T1%NI RS NEXT M:B5C2

49) =“HORIZON"

IRR NN PUT MESSAGE IN MEMORY: — NS
vert ASCII to internal code and POKE s
tring into reserved RaM area

158 SCR=Z256%156:FOR M=1 TO LENC(BS) :POK
E SCR+M,ASCI(BS (N, N))-ZZ:NEXT N

137 REM

168 SCPEEKC(88) +2S6MPEEK (89)

170 SCZ=SCHLe%40:H=INT(SC2/256) :L=5CZ—
H*Z 56

199 REM

288 DLZPEEK(SGO)+256%PEEK{SGL) :FOR N=0
TO 13:POKE L1SI6+M,PEEKC(DL+MN) :NEXT M
218 POKE 1536+14,66:POKE 153I6+1%,0:P0K

E 15X6+16,156

228 POKE 1536+17,66:POKE 1536+18,L:P0OK
E 15I6+19,H

230 FOR N-8® TO 16:POKE 1S53IG+Z8+M, PEEKC
DL+16+H) : NEXT W

248 POKE 560,8:POKE 561.,6

24% REM HINTEDEFEONTESEITEEN To show
the mEssage in the reserved BAM area
at page 156

258 P-P+1:IF P}Z15 THEN P=@

268 POKE 153I6+#15,P:FOR D=1 TO SO:NEKT

D

278 GOTO 258

INTERNAL CHARACTER CODES

INTERNAL
CODE

64 - 95
96 - 127
128 - 191
192 - 223
224 - 255

TABLE 2

ASCII NO.

HOW TO CHANGE
ASCII TO CODE
0-63 subtract 32

add 64
no change
subtract 32
add 64
no change

32 -95
0-31
96 - 127
160 - 223
128 - 159
224 - 255
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At last, LEMMINGS comes
to the Atari Classic with ...

ere at last! Yes, the eagerly awaited conversion

of Psygnosis’ classic arcade game Lemmings

has arrived some two years after German pub-

lishers Ke-Soft first commissioned work on the
project. Some thought THE BRUNDLES would never see
the light of day but Ke-Soft are not inclined to make
rash promises. Indeed, they said it would be good and
they weren't kidding!

Lemmings (or Brundles) are small arctic redents who
are renowned for having scant regard _for their own
safety - if there's a _fire they are burned, if there's a
mangle they go_for a spin, if there's a hole they fall
straight in! The only way to prevent the Brundles mar-
ching headlong into potentially fatal situations is to tell
them exactly what to do instead. This is where you
come in. By prompting individual Brundles to carry out special
activities you can help them avoid the deadly consequences of
their ignorance - or at least save enough bodies to qualify for the
next round of mayhem!

The input device in this game can be a joystick, mouse, CX-85
numeric keypad or Suncom Animation Station. A mouse is ideal,
though I've found the game is still eminently playable using the
standard joystick option. If you don't have a mouse you might
consider buying one to play Brundles - needless to say. Ke-Soft
can offer you a good deal on one of these!

The Brundles fall into view through a small trapdoor. The speed
at which they do this varies from level to level though it's possible
to increase the rate if desired. There are ten different landscapes
- from dark caves to power stations, secret woods and the depths
of a volcano - visited over a total of one hundred levels (only sixty
levels are supplied with early release copies of the game, the
remainder will be available free of charge on application to
Ke-Soft).

To complete a level you are required o guide at least the
specified number of Brundles to the exit hut within a
restricted time period. Depending on the allocation of
special functions to the level concerned, you can issue
various commands to the Brundles to ensure they are
safely homeward bound. Instructions may be issued by
clicking the screen cursor on a corresponding icon in the
lower part of the screen, and then selecting a particular
Brundle to carry out the chosen activity. With your help a
Brundle can assume the role of a Climber (able to climb
high walls), Floater {able to survive a fall from a great
height), Blocker (able to stop other Brundles passing a
given point), Bomber (able to self-destruct and demolish
the immediately surrounding walls), Builder (able to con-
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THE BRUNDLE

Title: THE BRUNDLES
Publisher: Ke-Soft

Supplier: Micro Discount
Price: £15.00

Format: Disk

Reviewed by Paul Rixon

struct stairway-type bridges) or Digger. Diggers come in three
varieties having an ability to dig straight ahead, straight down or
diagonally in direction. To successfully tackle each level you'll
need to discover the correct combination of activities to save a
sufficient number of Brundles - but one slip and all could be lost!

The first few screens are reasonably simple to master and serve
mainly to introduce you to the different features of the game. The
activities are only allocated in the quantities required, thereby
providing you with a subtle hint of appropriate tactics. Later on,
howeuver, the difficulty rating is stepped up. The number of Brun-
dles to rescue is increased whilst the time allowed to do it is
reduced. the routfe from entrance to exit point may not be at all
obvious and the activities supplied may not seem appropriate. But
that's the fun of Lemmings! It may take hours and hours of
Jrustrated experiments to find the solution to a level but the feeling
of satisfaction when you finally crack the puzzle is unmatched by
any other computer game. Fortunately each level has an associ-
ated code word displayed at the start so, as long as you remem-

ber to write it down, you can always continue playing where

you left off.

The Brundles is, without exaggeration, a visual masterpiece
that has to be seen to be appreciated. The scenarios have
been meticulously drawn with a highly commendable use of
colour and animation. The ten landscapes are accompanied
by their own corresponding theme tunes (for example, Grieg's
‘Hall of the Mountain King') and the overall effect suggests
that the game's two years of development have certainly not
been wasted. From the title page to the interlude screens and
the scrolling levels themselves, it's clear the author has
spared no effort to obtain perfection.

This is definitely the most exciting new release for some
time and due appreciation should be shown to Ke-Saoft for
supporting the speculative development of an amazing game.
The Brundles is quite simply an essential component of any
respectable games collection - it's right up there with Lode Run-
ner, Star Wars and Rescue on Fractalus. What more can be said
than ... buy it today!

Now, as they say, other news: Ke-Soft have recently announced
the first English language edition of ZONG, their regular paper-
based Atari magazine. Ke-Soft's proprietor Kemal Ezean has
promised more English Zongs in the future - providing enough
interest is displayed by British readers. A full review will appear
next issue but, in the meantime, don't hesitate to check it out.

Mew Abari User - Issue &&
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XL/XE software

he title page of this unusual
I game is accompanied by one of

the most original examples of
music to have featured in an Atari game
since ... maybe The Tail of Beta Lyrae?
Anyway, if you're Into computer music
then you'll want to acquire BANG! BANK!
straight away, purely as a great example
of what can be achieved with your Atari.

Incidentally, the game screens and in-
struction sheet suggest that this game is
actually named Bank! Bang!, though
we'll stick with the outer packaging
which has it the other way around! The
story is that a town's bank manager has
received a tip off suggesting that a group
of desperate bandits are planning to rob
his premises. He's decided to place an
armed guard on the door, just in case the
rumour is true. Guess who's been volun-
teered to help?

Your screen view comprises three large
doorways, underneath a collection of
small boxes. The doors open and close at
random to reveal either a saloon girl, a

he authors of BOMBEI - the latest

I Power-Per-Post import to arrive

from DGS - were also responsible
for creating the amazing QUICK prog-
ramming language reviewed in Issue 63.
Naturally, they used Quick to write this
game!

You are requested to guide Bombi
[maybe Mr. Blobby in a blue outfit?)
through sixteen dangerous platforms
which are littered with explosives. Bombi
has to prime the bombs and avoid getting
caught in the resultant blast. The plat-
forms are drawn using the 3-D graphics

Issue &6 - New Atari User

ANG! BANK:

BOMBI

customer or a bandil with
a gun. You've got Lo make
a quick decision as to
whether you should fire at
these characlers or leave
them well alone. If you
don't tackle a baddie
you'll be shot yourself and
lose a life - but if you harm an innocent
customer then you'll lose one anyway!
For shooting the bad guys you gain
points and dollars. Your aim is to fill
three boxes corresponding to the current
screen with dollar tokens before you
move onto the next set of doors. There
are four sets to the first level and you can
access different sections by scrolling
across when all the doors are closed.

In later stages you meet some new char-
acters, such as Jake the Gunfighter (who
mustn't be shot before he’s drawn his
gun) and Pete the Mexican Bandit. Also,
the number of bad guys is increased
while the doors open and close at a more
frequent rate. The game is intended to

style of Marble Madness, such that
the joystick diagonals must be
used to control movement. Sur-
rounding the platforms is a "deadly
abyss”, 50 vou must be very careful
not to steer Bombi over the edge.
When Bombi touches a Bomb, its
detonator is immediately triggered
and there is only half a second’s
chance to vacate the square!

There are three different types of
bomb. Small bombs will only des-
troy their own square S0 you can
quickly step aside to avold injury.
Medium sized bombs also wipe out the
four neighbouring squares. which may
contain their own bombs and thereby set
ofl a chain reaction. The largest bombs
affect the eight neighbouring squares, so
you’ll need to have an escape route plan-
ned before tackling any of these, To fin-
ish a level you must detonate at least
ninety percent of the bombs, without
harming Bombi, and also catch a bonus
cross which jumps around the platform
at random.

Well, I've made quite an effort to master
this game but [ have to conclude that,

siretch your powers of hand-to-eye co-
ordination to the limit. It succeeds.

Bang! Bank! is a pleasantly original
game and is blessed with the great
graphics and sound effecis that seem Lo
be a trademark of Mirage. The quality of
this and other recently imported games is
quite stunning. If you haven't tried any of
them yet, you have quite a surprise in
storel

Title: BANG! BANK!
Publisher: Mirage/A.N.G.
Supplier: Micro Discount/A.N.G.
Format: Disk

Price: £5.95

Reviewer: Paul Rixon

: *w-_ T

sadly, the frustration factor (or ease of
dying) is simply far too high. The author
has put lots of effort into the visual com-
ponents of the game but then forgotten to
inject that essential ingredient - playabil-
ity. The resultant series of screens may
he very pretty to look at but they don't
substitute for an addiclive game, Better
luck next time chaps!

If you own a light gun you'll no doubt be
pleased to learn that DGS have just re-
leased a light gun game called Alien
Blast. For Rambil tape users they have
also transferred Rubber Ball, Glaggs It
and Mine Sweeper Into turbo format. Fin-
ally, it has been announced that the
News-Disk publication (described in
Issue 64) has been renamed The Atari
&-Bit News-Paper to reflect the fact that's
it's now distributed on real paper! Re-
views of these productis will be coming
soon to NALL

Title: BOMBEI
Publisher: Power Per Post
Supplier: DGS

Format: Disk

Price: £4.95
Reviewer: Paul Rixon
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ood news for Operation Wolf

fanatics! Hot on the heels of

AN.G.'s excellent Wolf clone
Operation Blood comes SPECIAL FOR-
CES. or Operation Blood II, from Poland's
talented Mirage Software programmers.

You are alone in the centre of a battle-
field, equipped with a rapid-fire machine
gun and a small quantity of grenades,
Your view is through the sights of your
gun, and your orders are to wipe out
anything that moves - except, of course,
Red Cross nurses transporting the in-
jured to safety. As you blast away at
cnemy commandos, tanks, jeeps, fighter
planes, boats and other adversaries, the
tally remaining for each category is up-
dated on a status line. You need to anni-
hilate the specified quotas before you can
progress to the following level.

Tour supplies of bullets and grenades
are limited, so it's wise to keep an eye
open for bonus packages, which drop
from the sky by parachute. An accurate
shot will add the contents of a package to
your inventory, but meanwhile you must

OPECIAL FORCES

avoid taking too many hits
from the ever persistent
opposition. Their wish is
to zap vour energy level to
the point of expiry. For-
tunately. vou have some
lives in reserve! Tactics?
I'm tempted to suggest
that you should close your eyes and
keeping hitting the trigger, but hardened
Woll addicts will no doubt have a strate-
gy based on the fire power of the various
enemy units, conserving energy and
making every shot count (but how do you
survive level two?!).

The graphics are fairly well detailed,
though rather lacking in colour (why do
games of this type always have such drab
colour schemes?), Animation techniques
have been expertly used to deliver a good
deal of simultaneous action without com-
promising the speed of play. The title
page is particularly appealing and music
(which isn't heard during the game itself)
is top notch stull. If you have a mouse,
yvou'll be pleased to know the authors

BATTLE SHIPS

ho wants a game of battleships?
For those who do, A.N.G. Sofi-
ware have discovered a new

game from Poland's Mirage Software cal-
led (wait for it ...) BATTLE SHIPS.

The game kicks off with a neat loading
sequence featuring an excellent battle
ship drawing and a snazzy ‘mirrored’
prompt for you to flip the disk onto side
E. After a somewhat alarming memory
‘uncrunching’ routine, the title page is
revealed. This again is a marvellously
artistic affair with re-defined characters
forming the menu text and superb battle

ship drawings used as a backdrop
to the game’s title. From this
screen you select whether to play
against a human or computer
simulated opponent, in the former
case using either one or two joys-
ticks. Pressing Start launches into
the game itself.

As you'd expect the first task is to
place some battle ships (five in all)
onto the battle grid. There are five
classes of ship which occupy be-
tween two and six grid squares,
Using a joystick controlled screen
pointer you must select each ship from a
panel on the left of the screen, then set
the respective position on a battle grid of
four hundred squares to the right. When
you're satisfied with the layout of your
fleet, you can click on an ‘end’ icon to
continue play,

If you've opted to challenge the compu-
ter the next cycle of events involves little
interaction from you. First you observe
the computer marking its shots against
the grid, then you can sit back and watch
the battle commence to the panic-strick-
en tones of an apt jingle. When this

have included an option for mouse as
well as joystick driven operation.

The instructions contain a reminder
that real war Is no fun at all and Special
Forces is not intended to suggest it can
achieve anything other than misery and
destruction. However, since the majority
of computer games involve some kind of
violence, I guess the moral arguments do
not need to be specifically directed at this
one.

Title: SPECIAL FORCES
Fublisher: Mirage/A.N.G.

Supplier: Micro Discount
Format: Disk
Price: £6.95

Reviewer: Paul Rixon

rather lengthy but graphically pleasing
spectacle is over, it's your lurn to play
hunt the ship. Initially you have twenty
shots at the grid but the number is re-
duced if any of your ships are sunk by
the opposition. A status panel indicates
the strength of your fleet and, when the
worst comes to the worst, replaces strick-
en vessels with *S0S’ symbols, When a
player wipes out the other's entire fleet, a
teleprinter pops up to announce the
victor,

Until now the best batileships game I'd
encountered was a type in listing from
the long defunct Big K magazine. Battle
Ships surely takes its place as the ulti-
mate version of this incredibly addictive
game. Mirage have gone to town with
brilliant graphical effects and good
music. A splendid effort!

Title: BATTLE SHIPS
Publisher: Mirage
Supplier: A.N.G. Software
Format: Disk

Price: £4.00

Reviewer: Paul Rixon
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The CLASSICPD ZONE

SOMETHING
SERIOUS ...

Red Alert! We have crash landed on an alien planet deep
inside the Classic PD Zone. It is known only as ‘P6". Due
to engine failure we cannot take-off and must therefore
negotiate with the local inhabitants, the P6ers. They
have offered us a new hyper-drive engine if we under-
take an examination of three Pudosian offerings they
have received via mail order from the planet Atari8. We
have agreed the terms and await the offerings...

LEAGUE ORGANISER

LEAGUE ORGANISER is a unique piece of software which
will allow you to organise and schedule leagues of up to 31
teams. Whether you play in the local football league or run a
weekend chess league, this program will be of some use to you
in eliminating all the gruelling hours of organising league
fixtures.

The disk is double-sided with the documentation on Side B.
I'm one of those people who never read docs before using a
program, so I booted Side A first. A good title screen appeared
on the screen (always a good start!) and was soon followed by
the main menu, which was split into three sections: the title
bar, the main window (featuring the options available) and the
sub-menu (general information and error messages).

Hmm! After unsuccessfully attempting to select an option, 1
decided it might be best to read the docs before progressing
any further. I therefore flipped the disk, loaded the docs menu
and printed them. Sixteen pages later and they were printed!
The program actually allows you to set the size of your page
before printing. 1 suggest you use a page length of about 60
lines for normal A4 sheets.

The documentation is a joy to read! It takes no more than
fifteen minutes and tells you everything you need to know,
without ever getting too technical. At the end there is a small
example which takes you through each stage of setting up a
league.

Getting back to the program itsell, we were at the main
menu.., There are eight options available at this menu: Edit
Team Names, Edit Season, View Fixtures, Save File, Load File,
Disk Directory, Delete File and Format Disk. Each option is
selected by using the cursor and arrow keys and then pressing
Spacebar.

The DOS-type options are self-explanatory. It is the first three
options which make League Organiser tick.

Edit Team Names allows you to enter and edit the names of
up to 31 teams (or players). This should be more than enough
for the vast majority of league tables. Entry is quick and easy.

Next up is Edit Season. This option creates the season to be
played. It begins by requesting the season starting date. You
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enter this in Day/Month /Year format. The screen then speedi-
ly displays the calendar of the month you have chosen. A
cursor highlights the first day of the season. A very profession-
al touch!

Next, you must mark the first day of the season and follow it
with the final day. After doing this a window will appear within
which you can enter weekly time slots over the marked period,
i.e. when the games are to be played and the number of
playing areas available.

A quick press of the Return key and you are back to the Main
Menu. The next step is to create the fixture list. Select View
Fixtures from the menu and you will be requested to choose
either the whole fixture list or an individual team. After making
your selection you can enter who is playing at home and who
is playing away. If at this point you'd like to print the fixture
list you just hit Spacebar. I suggest thal you position your
print head at the top of your paper as the list uses an enlire
page before moving onto the next.

League data can be saved to disk at the main menu by
selecting Save File. On Side B you'll find the example league
under the filename EXAMPLE.LGE. Use Load File to load it
into memory.

I found League Organiser to be a very professional plece of
software. It has the feel of a program which was written by
somebody who takes great pride in his work, and indeed the
Atari 8-bit. The author, Adrian Hyland, even states in the
documentation that his main inspiration behind League Orga-
niser was a letter which was published in New Atari User issue
55 (Hi Ed!).

The print option is very useful and allows both whole and
individual fixture lists to be printed (very handy for making
sure that everyone arrives on time!).

| see League Organiser as the first step to an expanded
program featuring all the options above plus a "Manager”
program to control the league in progress, i.e. results, current
standings, etc. How about it Adrian?

If you are involved in a league of any kind you really should
check out League Organiser - it'll save you many hours of
organisation and do all the tricky calculations for you (e.g. how
many games are played when 29 teams play each other three
times?) Before blowing yvour mind, just boot up your drive and
let League Organiser do all the work for you!

CLASSIC PD ZONE RATING: 81%

LOOK TO THE STARS

LOOK TO THE STARS features six astronomy programs
for all you budding Patrick Moore's out there. The programs
are Moontracker, Star Gazing, Planetarium, Horizon, Star En-
counters and Marooned in Space.

The first program on the disk is a very interesting and quite
unique piece of software. MOONTRACKER is divided into
two parts. Part 1 (Moontracker) will display the positions of the
sun and moon for any date. It will also give you the moon
phase. Part 2 (Moonplanter) is described as a "computerized
farmer’s almanac". In other words, it's a farmer’s calendar
which gives you the best days to perform certain farming
tasks, according to the position and phase of the moon. The
farming tasks included are planting. watering, cultivation,
pruning, harvesting, canning and cutting timber. The prime,
good and fair days are given [or a sele cted month and year.



Included with the Moontracker documentation is an interest-

ing section on calendars and planting by the moon. I can't ever
see myself actually putting this new-found knowledge to use
but it was an interesting read nevertheless.

Next up on the disk is STAR GAZING. This program is
subtitled "A Winter Astronomy Quiz" and that's exactly what it
is, albeit a very basic one (there are only five questions to
answer). However, there Is a Review option which goes through
all of the constellations and shows them in the graphics
window.

PLANETARIUM is a small graphics demo which cycles
through various constellations. It is very similar to the Review
option in Star Gazing.

The next two programs are aimed at experienced astronomers
and photographers. HORIZON is a coordinates calculator
which gives you the height and direction of a celestial object,
As a briel point of note, Horizon was programmed in December
1878 - that's FIFTEEN years ago! I love examining old prog-
rams like these!

STAR ENCOUNTERS is another old program, this time
from 1979. It calculates the distance between the Earth and a
selected star. The author advises the use of a star atlas when
using Horizon or Star Encounters.

The final program on Look to the Stars is MAROONED IN
SPACE. Programmed in 1981, from a version for the TRS-80
computer (Scott Adams’ old favourite), Marooned in Space is
an interesting little program which disguises itself as a quiz.
You are trapped on a planet and your only chance of escape is
to use the clues given to identify the name of the planet.
Simple. but good fun!

Overall, Look to the Stars brings you the unique Moontracker,
two small quiz games, a basic graphics demo and two old
astronomy utility programs. OK, so it's not a spectacular disk
but it does seem to offer a good mixture of programs. Moon-
tracker and Marooned in Space are both very good! The other
four programs will only be of interest to you if you enjoy the
charm of old programs or if one of your main hobbies is
astronomy. A breath of [resh air from the usual onslaught of
arcade games and disk utilities.

CLASSIC PD ZONE RATING: 73%

‘mended to everyone, CHIL-

with Stuart Murray as your guide

CHILDRENS’
SONGS

I thought I'd briefly men-
tion a disk which my four
year old cousin has recom-

DRENS"® SONGS features 37
songs for the young at heart. The
songs include many timeless classms
such as Pop Goes The Weasel,
Teddy Bear's Picnic, Waltzing

Matilda, Popeye, Old McDon-
ald, etc.

Childrens’ Songs is a Compos-
er's Jukebox II disk. The songs are

played via an on-screen keyboard. Each 5
nole is represented by one of four colours. The *
effect works well and adds to the feel of the disk.

All 37 songs can be played antomatically one after the other,
The program then goes back to the first song. You can there-
fore let it play on for as long as you wish. You can also select
individual songs to play back.

My young cousin Lewis loved this disk - [ could tell by the
silence as he stared at the TV screen (although after a few
songs he did ask "where's the dinosaurs"). However, he's star-
ted to ask his mum and dad for an Atari. [ guess style runs in
the family!

Childrens’ Songs is one for kids under five.

CLASSIC PD ZONE RATING: 72%

SEE-YA!

The P6ers have agreed to assist us with the replace-
ment of our hyper-drive engine so we will soon be taking
off. Prepare yourself for the force of the boosters by
shouting... Gameboyiscrap! That's the local lingo_for
Long Live the Atari 8-bit! Fifteen years and still going
strong! Until next time... Use your 8-bit long and prosper!

This issue's reviews have been:

DISK DS#95 - LEAGUE ORGANISER
DISK #93 - LOOK TO THE STARS
DISK #133 - CHILDRENS’ SONGS

P.5. The answer to the League Organiser question is 1218,
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DISK FILE
MANAGER

David Sargeant brings
you a ‘front-end’ program
for using DOS utilities
and controlling programs

Computer, | am sure you have found the usual DOS

prompt very intimidating. It is usually just an under-
line character or a greater-than sign with no indication of how
to carry on. You have to refer to the manual to find out. By
using a program loosely termed a ‘Front End’, a PC can be
made much more user-friendly.

As part of the boot process the ‘Front End’ program is loaded
and run automatically. A menu is displayed from which yvou
have instant access to DOS utilities and program execution,
No more typing long-winded commands at the system prompt.
Now all you have to do is choose an item from the menu. Just
a few key strokes are required to perform your task.

As far as | am aware there is no 'Front End’ available for an
Atari Classic computer. Since such a program is very useful in
the PC world, a similar utility ought to be available to make the
Atari more accessible. BASIC does have the X10 command that
can be used to perform DOS tasks, so it would seem possible
to write a menu program that provides these useful functions.

Disk File Manager is a straight-forward Atari BASIC program
.although I have used a little machine code as BASIC Is slow in
some aspects. It provides you with access to DOS utilities and
programs can be loaded or run with only a few key presses.
Follow these steps Lo create the necessary files and a boot
disk:

F or anyone who has used an IEM-compatible Personal

1. Type the listing and save it to disk in LISTed format as
DFM.LST, (this is your back-up copy. keep il safe).

2. Save it agaln n SAVEd format as DFM.BAS,
3. Format your boot disk and pul the DOS files on it.
4. Copy the DFM.BAS filé onto your boot disk.

B. To get DFM.BAS to load and run autematically on booling
your system, it is necessary to have an autorun file. Use
the SETUP.COM utility supplied with DOS 2.5 to create an
AUTORUN.SYS file on your boot disk to load and run the
BASIC program.

Use this new disk to boot your sysiem in the normal way.
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USER GUIDE

After a short initialisation routine the main screen is display-
ed together with the main menu. From this and subsequent
menus you indicate your choice by pressing the highlighted
character,

BASIC - This terminates the program returning you to the
normal default screen with the READY message. You can
also end the program by pressing the ESCAPE key.

DIRECTORY - You are prompted to type a file specification
which must comply with the normal DOS file naming rules.
For example, *.* is used to indicate all files and *.L3T means
all files with that particular extension. If you just press the
RETURN key without typing anything, the program assumes
the default specification of *.*.

The files which match the specification are then read into
the directory buffer and the file and sector counts are dis-
played. The first block of 32 files is transferred from the
buffer to the screen. If there are more than this number of
files in the directory buffer, the next block can be displayed
by pressing the Space bar.

Note that LOAD/RUN and UTILITIES are not available until
the working directory has been read into the buffer.

FORMAT - A disk can be formatted in single or enhanced
density. Press the respective key of your choice or any other
key to abort.

LOAD/RUN - Choose this option to execuie a file. The
LOAD/RUN menu is displayed and the first file is highlight-
ed. You can press the Space bar to display the next file block
if you want. Indicate the file on which you want to work by
pressing the relative cursor key to highlight it. then select
from the menu.

ENTER - You are returned to the normal default sereen. The
commands NEW and ENTER "Difllename.ext" are displayed
and can be executed in direct mode, The cursor is placed
over each command in turn. Press the RETURN key to ex-
ecute this or the BREAK key to abort.

F
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S sass

HY Z REM 8 PISK FILE MANAGER H

LT ¥ REM 21 by u

¥YF 4 REM 1t David Sargeant i

56 5 REM ff ——————mm = e 1

RB & REM # HEMW ATARI USER — DEC 1953 n
1Y 7 REM Stnssssss s s S T TR

NN &8 REH

GL 14 GOTO 28868

Yn 1888 REM

IH 1618 THINDPEX=®:GOSUB 13Z00:FILE=L1:HIGH
LIGHT=8:RETURM

DK 1588 REM

PO 15198 GOSUB 1I488:IF I=0 THEN DIRSPECS=
a3 WY

¥M 15280 DIRECTORYSC(1)=" "“:DIRECTORYS (1088
}="" " DIRECTORYSC(Z)=DIRECTORYS

0 1538 FILESPECS="D:*:FILESPECS(I)=DIRSP
EC5:HI0 I,.M1,6.8,FILESPECS :NUMFILES=8:
USED=89

BJ 1548 INPUT #1,FILES:IF FILESC18,16)="s
ECTORS' THEM 1588

HO 1558 HUMFILES=-MUMFILESYL:P=-OFFSET {(NUMF
ILES)

0pF 1560 DIRECTORYSC(P,.P+1G6)=FILES

HE 15768 USED=USEP+VALIFILES (15,173} :GOTOD

1548

ZB 1588 HIO 12,.H1i,08,8,"D::UNUSED=VaL CFIL
E5€C1.33)

PT 1598 POSITION 8,18:7 H6:" “:pOSITION
8,18:7 #6;MUMFILES

PC 1608 POSITION 24,18:7 H6;" iPDSITI
OM 24,18:7 #6;USED

JR 1618 POSITION 34,16:7 H&E:" HIPOSITI

ON 34,18:7 H6:UNMUSED; : IF LUMUSED=9%9% TH
E- ? "ﬁ;ll+ll

Kf 1628 DIRIN=1:FILEBASE=IZ:G0SUB 5506:RE
TURN

K1 2888 REM

H 2818 POSITION 3,19:7 H6;"Format densit

| s et - AR b T B = T S N T
¥y — Hingle [Enhanced"
NJ 2828 KEY-PEEK(764):IF KEY=255 THEN 787
a

BT 2830 IF KEY=-42 THEN MID 254.81.,8,8,"D:

BY 2848 IF KEY=62 THEM HIO 253,#1,0,0,"D:
"

BT 2858 POKE 764,255:RETURMN

vQ 2588 REM

LH 2518 IF MNOT MUMFILES THEN RETURN

CJ 2528 GOSUB 18288:REM Menu

¥YH 253I80 GOSUB Sa88:REM Get option

YO0 2548 IF KEY=28 THEN GOSUB 6868:RETURN

WM 2558 GOSUB 180008:REM Get file info

JH 2568 IF KEY=4Z THEN POP :GOTO 10486:RE

H Enter
AS 2578 IF KEY=8 THEN POP :GOTO 186968:REH
Load
FE 2568 IF KEY=48 THEN POP :GOT0 10860:RE
H Run

5G 2598 GOTO 2538

Us Iees REM EEENIE:

FM I8180 POSITION 3,19%:7 H6:"Insert SyYstem
disk — [[Hd to abort™

0U Z8Z8 KEY=PEEK(764) :IF KEY=255 THEN I8z
a

JC X8I0 IF KEY=Z8 THEN POKE 764,255 :RETUR
N

HY I848 HIO I,81,4,0,"D:DUP,S5YS":HI0 12,3
1‘5‘.“'||D=n

CI X858 POP :GOSUB 4586:POKE 764 ,255:D05

AKX I5e8 REM

LI I518 IF NOT NMUMFILES THEN RETURM

BV I528 GOSUB 11668:REM Menu

¥¥Y X530 GOSUB S8688:REM Get option

¥P 3548 IF KEY=28 THEN GOSHUHB GA66:RETURN

HM I558 GOSUB 18060:REM Get file info

BEX I568 IF KEY=18 THEN GOSUB 11788:REM Co
PY

a0 X578 IF KEY=58 THEN GOSUB 11488:REM De

continued wr

LOAD - Read a BASIC program into memory.
RUN - Read a BASIC program into memory and run it.

SYSTEM - You are prompted to insert your system disk.
Press the ESCAPE key to abort or any other key to continue.
If the disk drive can access the DUP.SYS file, it is loaded and
run, otherwise, the process is aborted.

UTILITIES - Choose this option to access the disk utilities.
The menu procedure is the same as that for LOAD/RUN.

COPY - The highlighted file is read into the input/output
buffer and you are prompted to type a new name. Type this
and press the RETURN key. The file in the buffer is written to
the disk using the new name.

If you just press the RETURN key at the prompt without
typing a new file name, the program assumes that you want
to copy the file to another disk, in which case you are
prompted to change disks. When you have done so press the
RETURN key and the file is written using the same name as
the original.

Whether you copy to the same disk or to another one, the
disk directory is read again to show that that it has been
updated.

The size of the input/output buffer is set by the variable
BSIZE at 12800 bytes (103 sectors). Any file greater than this
limitation should not be copied using this program, although
you are [ree Lo alter the size of this buffer to suit your needs.

DELETE - See note.
LOCK - See note.

RENAME - You are prompted to type a new name for the
highlighted file. Type this and press the RETURN key. If you
just press the RETURN key at the prompt without typing a
new file name, the renaming routine is aborted, After the file
has been renamed the disk directory is read again to show
the alteration.

UNLOCK - See note.

VIEW - a BASIC program saved with the LIST command. You
are prompted to type a line number in the range 0-32767. If
the number is outside this range (i.e. not an acceptable line
number), you are returned to the menu. If you just press the
RETURN key at the prompl without typing a line number, the
program is listed from the beginning. Otherwise, the program
lisling is started from the line number that you have Indi-
cated.

NOTE: when a file has been locked, unlocked or deleted the
directory bufler and the screen are updated to show these
various changes.

WRITE DOS - You are prompted to press Y to write the
DOS.5YS file to the disk or any other key to abort. Note that
the DUP.SYS file is NOT written as well. Use COPY from the
utilities menu to copy an existing DUP.SYS file to your new
disk.
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I586 IF KEY=8 THEN GOSUB i1i6868:REM LoC

k

3598 IF KEY=48 THEMN GOSUB 118608:REM Re

o He

I688 IF KEY=11 THEN GOSUB 12888:REM Un

lock

I618 IF KEY=16 THEN GOSUB 1Z2Z80:REM Vi

ew

I628 IF UPDATE=1 THEMN GOSUB 15Z28:UPDAT

E=8

I6IA IF UPDATE=Z THEN GOSLUE 13I080:UPDA

TE=8

I648 GOTD 3538

4888 REH

418 POSITION JT,1%:7 B6;"

to write DOS™

4828 IF PEEK(764)=255 THEM 4828

48Z8 IF PEEKI(764) =43 THEN XHIO 3,H1.,8,8

D005, 5YS5" 1 HIO 12,81,8,8,"D0:"

4848 POKE 764,255 :RETURN

4588 REM

4518 POKE 559,8:POKE 186, RAMTOP: GRAPHI

CS B:POKE 730,KEYREP:TRAP 40080 :RETURN

5888 REM

5616 POSITION 3,19:7 He:"0ption
":CHARFLAG=1: PDK

Press 0

E 764,255

508728 POSITION COL,ROM:? #16;CHRS(CHARFL

AGHIB+IZ)

5038 FOR FLASH=1 TO 3I8:IF PEEK{7G64) {}2
55 THEM POP :GOTO S858

S848 MEXT FLASH:CHaRFLAG= (CHARFLAG=8):

GOTO S8ze

5858 IF HWOT CHARFLAG THEM POSITION CO

L.ROM:7? 1¥6; CHRS (62)

5868 KEY=PEEK{(764) :IF KEY=3II AND DIRIN
THEN GOSUB S588:POKE 764 ,255:60T0 S8Z
a

S8780 IF KEY=6 OR KEY=7 THEN GOSUB G800
:POKE 764,255:G60T0 5628

5888 POKE 764 ,255:RETURN

5508 REM

5518 FILEBASE=FILEBASE+32:IF FILEBASE}

64 THEN FILEBASE=1

5528 IF FILEBASE)HUMFILES THEN FILEBaS

E=1

5538 P=OFFSETC(FILEBASE) :POSITION ©,1

5548 FOR I=1 T0O 16:7 H6;" ";DIRECTORY
SCP,P*16) ;" “;DIRECTORYSC(P+17,P%#33):P
=P+I4 :NEXT I

5550 FILE=1:IF HIGHLIGHT THEN GOSUE &8
68

55680 RETURNM

68880 REM (RIS RN {8
6818 IF MWOT HIGHLIGHT THEN RETURMN

6828 DIR=G:DIR=DIR+({(KEY=7 AND FILE{3Z
GNMD FILEBASE4FILE{-NMUMFILES)-(KEY=6G aN
0 FILE>1)

6839 IF DIR=0 THEN RETURM

6848 ADDR=HLADDRCFILE) :K=USRCADRIMC1S)
s ADDR)

6058 FILE=FILE+DIR

6868 ADDR-HLADDR CFILE) : H=USR{ADR (HC153
sADDR} :RETURM

18088 REM
18618 P=DFFSET(FILEBASE+FILE-1):FILESP
ECS="p:"

19828 FILES=DIRECTORYS(P,P+162

18838 STATS=FILESC1,1):P=3

18848 FOR I=3 TO 10:TEMPS-FILES(I,I)
18858 IF TEMPS{}"™ * THEM FILESPECS(P,P
IZTEMPS : P=P+1

198668 MEXT I:IF FILESC11,113="" "* THEMN
RETURN

180878 FILESPECSIP,PI="_.":P=-P+1

18888 FOR I=11 TO 13I:TEMPS=FILES(I,I)
18898 IF TEMPS<>'" * THEM FILESPECS(P.,P
ISTEMPS: P=P+1

BH
oB
b

AK
oy
HH
JI
umM
aH
LD

LZ

EH

G5

RK
KV

ZG

1K

KE

PK

KX

ap
LD
DI
EK

Zn
RF
HE
uJ
G

oG

aH

TH

FL
oa

PE
RY

FY¥
ED

CH
LY

EF

18188 NEKT I:RETURM

162006 REM

18218 THINDEX=1:GOSUB LIZAA:FILE-1:HIG

HLIGHT=1:G0O5UB GOG6O:RETURM

10488 REM

18418 GOSUB 4588:POSITION 1,2:7 “NEWY

18420 POSITION 1.5:7 "ENTER '";:CHRS5(34

J;FILESPECS ;CHR5C(34) :POSITION 1,8:END

18688 REM

18619 GOSUB 4588 ;:L0AD0 FILESPECS

ICECT IR UN & "“"SAUE'"d PROGRA

18818 GOSUB 4588:RUM FILESPECS

11808 REM MERINESTEETECTN

119818 THINDEX=Z2:GOSUEB 13Z8B:FILEZ-1:HIG

HLIGHT=1:GO5UB G660 :RETURN

117288 REM

11218 IF STATS="D'" THEM RETURN

112286 XIO 3,41,4,8,FILESPECS:BYTES-USR

(ADRCMCZ5) , 7, BUFFER,BSIZE) : XXI0 12,.41,0

'-'"b‘=..

11230 GOSUB 1Z26O8:IF IX*1 THEM FILESPEC

SIII=FILENAMES:GOTOD 11278

11248 REM [H: ‘Change disks

112568 POSITION 3,19:7 HG;" In

sert disk'™ :

11268 IF PEEK(764)=255 THEN 11768

112786 REM

11288 HIO XI,.81.8,.8, FILESPECS:BYTESZTUSR

CADR(MCZ5) .11 ,BUFFER,BYTES)Y : KIO 1Z.11,

8.8,"Dp:"

11298 POKE 764,255:UPDATE=1:RETURN

11488 REM

11418 IF STATS<>"™ * THEM RETURM

11428 HIO 33,.81.8,0,FILESPECS:5TATS="D

“: CHARCODE=3I6:UPDATE=Z : RETURN

11688 REM

11618 IF STAT$<>"™ " THEN RETURMN

11628 KID 35,.H1,8,08, FILESPECS:STaTS="'%

Wi CHARCODE=L1®:UPDATE=2 :RETLRN

11888 REM

11818 IF STATS<>" *“ THEN RETURN

11878 GOSUB 1260808:IF I=8 THEN RETURN

118%Z8 FILESPECSIP,P)="" " FILESPECS(P+1

I=FILEMNAMES

11848 HIO IZ,H1,8,0,FILESPECS:UPDATE=L

'RETURM

172888 REM

12818 IF STATS{>*"¥" THEM RETURNM

1208286 XIO 36,H1,6,0,FILESPECS:STATS=""

“:CHARCODE=8: UPPATE=2Z : RETURN

17788 REM [EIdT

12218 IF STATS=""D" THEN RETURM

12228 GOSUB 12Z680:IF NOMATCH THEM RETO

-]

12238 POKE 559,8:POSITION I,19:7 #§;"
L1

127248 PDKE B9 ,.VSCRMHI:POKE DLIST+9,UsC

RMHI

122580 THIMDEK=3I:GOSLUB 132688:7 #H6;CHRSC

125) :POSITION 9,8:POKE 559,34

12268 7 H6:BUFFERSC(1,BYTES);:IF PEEK(B

43>17 THEN GOSUB 1Z2488:1IF ESC THEN 1227

98

12278 BYTES=USRCADRIMCZ%) ,5,BUFFER, 128

):IF BYTES THEN 12268

12288 GOSUB 12488

12298 HIO 12,81.0,8,"D:"

12IZ88 POKE 69,SCRMHI:POKE DLIST+9,SCRM

HI:THIMDEX=Z:GOSUE 13XZ88:POKE 764,255

RETURM

1Zz488 REM [T T H TR T EEIAS T EEITTE]
12418 ESC-=8:PODKE 764,255

174728 IF PEEK(7641=28 THEN ESC=1:POKE
764,255 :RETURN :

12430 IF PEEK(764) {»33 THEN 1Z4Z8
12448 7 N6:CHRSI125) :POKE 764,255:P0SI
TION 8,8:RETURN

172688 REM

46
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KI 12618 POSITIOM 3,19:7 #6;"Mame D:"
BEJ 172628 HIO 3I.01.4,8,"K:":FILENAMES=""
Hix-e
LT 12638 GET il . KEY:IF KEY=155 THEN XIO 1
Z,m1,8,.8,"D:":RETURN
ML 17648 IF (KEY=1Z6 AMDP I>®) THEN FILENA
MESCI,I)=" ":I=XI-1:POSITION COL+I,ROMW:

T H6;T :GO0TO 12638
MF 12650 IF I=12Z THEN 17638

HK 12668 IF MNOT (KEY=46 OR (KEY>=48 aMND
KEY{=57) OR (KEY>=65 AND KEY<{=981) THE
N 12636

JH 12678 POSITIOM COL+I,ROMH:? #6;CHRS CKEY
II=I+1:FILENAMES (X, I3=CHRSLKEY) : GOTO
172630

oM 17888 REM

GHM 12819 POSITIONM X,19:7 H6;"Enter starti
ng line »*

0Y 172828 HIO I,81,4.0,"K:":LINES=" LLE
I=a

Z0 12830 GET 11 KEY:IF KEY=155 THEN XID 1
Z,841,8,8,"p:":6GO0T0 128860

IF 12848 IF (KEY=12Z6 AND I}8) THEN LIMES(
I, I)=" ":T=T-1:POSITION COL+I4+14,R0MH:"7
#H6;:" ";:GOTO 1ZBI0

TC 172858 IF I=5 THEN 128386

IU 12868 IF NOT (KEY>=48 AWND KEY{=S57) TH
EN 17838

KC 12878 POSITIONM COL+I+14,.ROM:? $16:CHRSC
KEY) iI=I#1:LINESCII,I)=CHRS(KEY) :GOTOD 1L
Z63I8

[ B B A BLet line pnumbericheck it

AZ 172898 NOMATCH=8:IF I THEN LIME=VALILIN
ES)!IF LINE>ZZ2767 THEN NOMATCH=1:RETUR
N

5M 12998 HIO 3I,#81.4.0.FILESPECS

UM 129186 BYTES=USRCADRC(MC2%5) ,5,.BUFFER, 1278
3:IF I=8 THEN RETURHN

DC 12928 IF BYTES—8 DR PEEK(764)=28 THEN
172980

GP 12938 PLIMES=" ":FOR I=1 TO S:TEMP
S=BUFFERSCI,I)

IH 12948 IF TEMPS=" " THEMN POP :GOTOD 1296
a

NG 12958 PLINESCI,II-TEMPS:NEXT I

¥K 12968 PLIME=VAL CPLIMESY :IF PLIME}=LIME
THEN RETURM

oY 12978 GOTO 12916

KJ 12986 HIO 12 . 81.08.,.8,"D:":NOMATCH=1:POK
E 764,255 :RETURN

RZ 13006 REM [MTT NS4

05 13818 P=-OFFSET(FILEBASE+FILE—1):ADDR=H
LADDRECFILEY

BH 13828 DIRECTORYSIP,PI=STATS5:POKE ADDR-
2, CHARCODE : RETURM

KD 13288 REM

HJ 1T210 PAGE=TEHTHINDDHITHINDEKX)

JX 13228 POKE DLIST+#30,8:POKE DLIST+3IL1,Pn
GE:RETURN

UG 13488

HH 1Z418 POSITION X, 19:7 ME:"Spec D:™

EG 13428 XTI0 I.H1.4,8,."K:":DIRSPECS="

" T=8

LP 13430 GET M1, KEY!IF KE¥Y=155 THEM KIO 1
Z2,11.8,.8,"D:":RETURN

FH 13448 IF (KEY=1Z6 AND I}8) THEN DIRSPE
CHCI,I)=" "“:I=T-1:POSITION COL+I,ROMW;7
mE:" “"iGO0TO 13438

LE 1T458 IF I=1Z2 THEMN 13438

MP 1468 IF NOT (KEY=4Z OR KEY=46 0OR KEY
=63 OR CKEY)=48 aMDP KEY{(=S57) OR (KEY:=
65 AMD KEY<{=983) THEMN 13438

JO 13478 POSITION COL4#I,ROM:? B6:CHRS IKEY
1:I=I+1:DPIRSPECSCI,I)=CHRS (KEY) :GOTOD 1
I4AZA

TS 13688 REM

LN 1%X618 ERROR=PEEK({195) : POKE 764,255

HH 1I628 POSITION Z,19:? #6;:"Errorf ":ERR

OR:'"— Press key to continue®™
[H— e

DISK FILE MANAGER
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13638 IF PEEK(764)=255% THEWR 13630
13648 HID 12.H1.8,8,"D:":POKE 764,255:
TRAFP 1I600:RETURNM

20888 REM

28818 GOSUB ZS58B0:REM Initialise

2820 GOSUB 1008:REM Main menu

28838 GOSUB S888:REM Get option

280048 IF KEY=Z1 OR KEY=2Z8 THEN 281Z8:R
EM Basic

28058 IF KEY=S58 THEN GOSUB 1508:REM Di
rectory

288680 IF KEY=S6 THEN GOSUB Z006:REM Fo
rmat

ZBa70 IF KEY-8 THEN GOS5UB Z500:G0TO Z0O
BZB: REM Loadsrun

20880 IF KEY=62 THEN GO5UB 3886:REM Sy
stem

Z88%8 IF KEY=11 THENM GOSUB 3I500:GOTO 2
NOZONEM UTtilities

28188 IF KEY=46 THEN GOSUB 4800:REM Hr
ite bOS

Zai1e8 GOTO 28638

28178 REM

20130 GOSUB 45808 :SETCOLOR 1,9,2:SETCOL
OR Z2,0,6:5ETCOLOR 4,9,2:END

25088 REM

25819 REM [(EEEOETETIIS

25828 GRAPHICS 12:POKE 5597,8:RAMTOP=PE
EKCLIBG)

25038 MEMUS-HAMTOP-4:TOPLINE=MENUS—1:V
SCRMHI=TOPLINE-S

25048 POKE 106,VSCRNHI:GRAPHICS LZ:POK
E 559,8:POKE 186, TOPLINE

25858 SCRNLO=PEEK(B8) :SCRMHI-PEEK L&) :
KEYREP-PEEK [(7I0) : PODKE 730.,1

25068 POKE 16,64 :POKE 53774 ,64:POKE 52
+1:POKE 83.39:POKE 752.,1

25878 SETCOLOR 1,8,2:SETCOLOR 2,0,6:5E
TCOLOR 4,9,%

FEG DA S et uUp display ‘l1ist

Z5898 DLLO=1Z8:DLHI=-TOPLINE:!DLIST=DLLO
+Z56MDLHI

Z51688 FOR I=8 TO I7:READ A:POKE DLIST+H
I,6:NEHT I

25118 POKE DLIST+4,0:POKE DLIST+5, TOPL
INE

25128 POKE DPLISTHG,SCRNLO:POKE DLIST+9
: SCRNHE

25138 POKE DLIST+3I6,DLLO:POKE DLIST+I7
+DLHI: POKE S568,DLLO:POKE 561 ,DLHI

25140 REM EETEETTENETTY
25150 POKE 88,08:POKE 89, TOPLINE

25168 POSITION B,8:7 HG6;*™ »?} DIS
K FILE MAMAGER << 5t
Z5178 POKE 38,SCRMLO:POKE 89, SCRMHT

FEEE LIS BSet up text Windows

Z5198 DIM TEXTHINDOHC3I) ,HENULINES €I8)
Z5Z288 FOR I=0 TO Z:PAGE=MENUS+I:TEKTHI
MDOMHEIY=PAOGE

25219 POKE 668,8:POKE 661, PAGE

23220 FOR J=8 TO I:READ MEMULIMNES:POKE
656,J:POKE 657,1:7 MENULIMES; :NEXT J:
MEKT I

252Z8 THINDEH=0:GOSUB 13260
Fa v I BT nitialise variables

25258 DIM FILESC(17) ,DIRECTORYS CL7%64),
MCL15C21) ,MC25C368) ,0FFSET (64 ,HLADDRC(IZ
b

252680 DIM FILESPECS (383 ,DIRSPECSC12),F
ILENOAMES €12) ., TEMPS (1) ,STATS€1) ,LINES (5
1,PLINESCS)

Z5Z78 BSIZE-12880:DIM BUFFERS (BSIZE)
Z5288 BUFFERSC1)=" " :BUFFERS(BSIZE) ="

":BUFFERS C2) —cBUFFERS

252%8 BUFFER=ADRCBUFFERS) :COL=18:ROM=1

FIDIRIN-B: UPDATE=S:TRAP 13688

25388 REM

25318 FOR I=1 TO Z1:READP A:MC15(I,I)=C

continued
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DISK FILE MANAGER

HRS CAad : NEKT I Ka 25530 paTa |
LE 25328 FOR I=1 TO 38:REaAD A:MCZ25(I,I)=C Spacelll
HRS LAY :NEXT I MY 25548 DaTa | Enter MWoad Eun
EL AT R A B0 fFfsats into DIRECTORY l
HO 25%48 P=1:FOR I=1 TO 64:0FFSET(I)=P:pP= TR 25556 DaTa |
PH17:NEKT I |
Th 25350 REM FEIEEEEFETELEESET T KLl 25568 DATa b
VL Z5I668 ADDR=SCRNLO+ZS6¥SCRNHI+44:FOR I= e e
i1 TO 32 STEP 2 LK 25578 patTa | BHopy Hename
TG ZSI78 HLADDRCII =ADDR:HLADDR(I+1) —ADDR+ Spac el
13 Za 25588 DaTa | [Delete Mnlock
¥R 25360 ADDR=ADDR+48:NEXKT I 1
KI 25398 REM HM 25598 patTa | Mock Hiew
HZ 25400 POSITIOM 1,17:7 H6:", CEsc BB
3 JZ 25668 DaTa |
IM Z5418 POSITIOM 1,16:7 #6;"|Files: 5 e S
ctors—Used: Free: Ji JT 25618 DaTa
Ul 25476 POSITIOM 1,19:7 m6:"| S RS
s LF ZS56Z0 DaTa | Press : ENREIAD for next
EG 75438 POKE 559,34 :RETURN page I
01 25448 REM KC 25630 paTa | BT for wmenu
CO 25458 DPATA 11%,117,16,66,0,8,48,66,0,0 1
+2,2,2,2,2,2 KP 256480 DATAa &
EQ 254608 DATA 2,2,2,.2,2,2,2,2,2,2,2,2,2,6 s
G,9.8 LM 25650 REM [EEERET hiight file nhame
IJ 25470 DATHR 2,2,2,65,8,0 IM 25660 DATA 104,104,13%,204,1604,133,263
H5 25480 REM .168,8,177,203,7%,128,145,28%,7688
¥t 25490 paTa | [Hasic Moaad/run  [Eri TU 25678 DATA 192,11,288,245,96
te EEEED | Tt T W Data for disk inputsoutput
aL 25508 paTta | Birectory Bustem oo ¥ 25698 DATAa 184,162,16,104,184,157,66,3
5 [+ = ,104,157,69,3,104,157,68,3
KN 25518 DpaTa | FHormat Mtilities GK 25798 DATA 104,157,73,3,104,157,.72,3.3
| E=c [ 2,86,228,189,73,3,133,213
KE 25528 DaTa L ®Z 25718 DATH 189,72,%,13X,7212,.96
R e ) L ]
L]
PROGRAM Numerics FLASH Loop counter for flashing

VARIABLES

Strings

FILES Each entry in the disk directory
is read into FILES prior to being stored
in DIRECTORYS

DIRECTORYS Disk directory

DIRSPECS File specificalion for direc-
tory access

FILESPECS File specification for disk
access

STATS Status of file {locked, unlocked
or deleted)

TEMPS Temporary storage

FILENAMES New name for copy or
rename routines

MC1$ Machine code to highlight a file

MC285 Machine code for disk in/output

BUFFERS Input/output buffer

MENULINES Menu data is read here
prior to being printed in the text
window

LINES Starting line number for viewing
a program

PLINES Program line number in buffer

Arrays

OFFSET File offsets into DIRECTORYS

HLADDR Screen addresses for file
highlights

TEXTWINDOW Text window addres-

ses for menus

BSIZE Size of buffer used for file input/
output

BUFFER Address of input/output
bufier

BYTES Number of bytes passed to/
received from input/output routine

RAMTOP Top of RAM - moved to re-
serve space for the menus, the top line
and the viewing screen

SCRNLO Low byte of address of top of
screen RAM

SCRNHI High byte of above

VSCRNHI High byte of viewing screen
RAM

DLIST Display list address

DLLO Low byte of above

DLHI High byte of above

MENUS High byte of address where
data for the menus is stored

PAGE Page counter for the above

TOPLINE High byte of the address
where data for the top line is stored

TWINDEX Indicates which menu to
access, ([range 0-3)

COL Cursor column position

ROW Cursor row position

KEY Value of keyboard input

NUMFILES Number of files loaded into
DIRECTORYS

USED Number of sectors in use

UNUSED Number of sectors not in use

FILEBASE Indicates which block of
files to access in the program, (1 or
33). The maximum number of files in
the buffer is 64 and they are accessed
in blocks of 32

FILE File counter

CUursor

DIR Direction of highlight, -1 =up 0=
no movement 1 = down

LINE Starting line number moved from
LINES for comparison

PLINE Program line number to be
compared

ADDR Current address being pro-
cessed

KEPREP Store for the key repeat de-
fault value

UPDATE Initially set to 0 - set to 1 or 2
after a disk operation depending on
type performed, l=read directory
2=update screen

CHARCODE ASCII of prompt char-
acter

I Loop and string position counter

J Loop counter

A Data read here prior to being stored
in a machine code string

P String pointer

X Dummy used in USR routine

ERROR Error number

Program flags
-in all cases 0 = off 1 = on

DIRIN Disk directory read into DIREC-
TORYS

HIGHLIGHT Highlight file

CHARFLAG Character Lo be printed to
prompt user for keyboard input

NOMATCH Matching line found in the
program buffer

ESC Escape key pressed
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THE ACCESSORY SHOP

ISSUE 66

CLASSIC ROMS

XA TY=0 AVAILABLE AGAIN!

At last a good flight simulator once again! Although

not a straight flight sim, this excellent World War Il r -

game has all the challenge and sense of flying that you A Iﬂt Gft{l-l?'gﬂm{i‘s th‘_lt Iﬂng time owners r'EgﬂI‘d

would expect from a flight simulator. Ace of Aces puts as the original classics have been unavailable

you In the cockplt of a Mosquito, the maverick RAF " "

fighter bomber that shot down 659 enemy aircraft and for some time but we are delighted to be able to

800 V-1 Buzz Bombs In WW2. 's a white knuckls acrial bring you, once again, a selection of those clas-
sic cartridges - including some of the best
games ever for your Atari. If these games are

not in your collection, your collection is not

combat situation with the gut-wrenching pressure of
engine. The adrenaline will be flowing!
complete. And if you are a new owner these are

anemy confrontation. Four missions to challenge you -
OU R P RICE 27'95 guaranteed winners - grab a couple today!

RESCUE ON FRACTULAS T LODE RUNNER

ROM
CARTRIDGE

of attack from the intelligence reports and start thal

Back again, but only for a short time. One of
the most highly rated and challenging platform
games of all time that let's you play forever!
Uniquely for a ROM game, Lode Runner allows
you to create your own games and levels, if
you have a disk drive, with its built in editor.
Run, jump and blaze your way through the
catacombs in 75 challenging levels before you
start to design your own. Sure to be in great

demand but we only have a limited stock.
addictive, totally compelling.
ROM

OUR PRICE £7.95 CARTRIDGE OUR PRICE £7.95

POLE POSITION § MILLIPEDE JOUST

One of the all time classics available again. S

You need to rescue the Ethercorps pilots stran-
ded on the planet Fractulas by flying your
rescue craft in through the mountains and
completing the tricky landing. You don't have
long as the pilots will soon die in the poiso-
nous atmosphere. Designed by George Lucas,
of Star Wars fame, and regarded the turning
paint of home computer game design. Part
flight simulator, part arcade shoot, totally

ROM
CARTRIDGE

Forehands and backhands, driv-
ing approach shots, angled vol-
leys, overhead smashes and
tricky lobs - you've got all the
strokes in Tennis! Plus a wicked
serve that goes where you want
it. Here's the action packed game
that challenges you to play at
your best. Play singles against
the computer or another player
or doubles against another play-
er. Either way the action is fast
and furious.

ROM CARTRIDGE
OUR PRICE £6.95

Everyone has heard of Pole Posi-
tion, the racing game that in-
spired almost every racing game
since. It may be the original and
some other games may have
added features but Pole Position
still retains its challenge after
many years. One of those games
that has exactly the right balance
of game play and graphics to
make it a classic that will last
foraver. If it is not in your collec-
tion, make amends now while it
Is still available

ROM CARTRIDGE
OUR PRICE £5.00

Creepy crawly bugs like jumping
spiders, buzzing bees, bouncing
beetles, mosquitoes, dragonflies,
inchworms and earwigs have in-
vaded your garden patch - and
you've got to blast fast to get rid
of them! But watch out! The mil-
lipedes are the most insidious in-
sects of alll Fast action graphics
and real bug sounds make this
game just like the arcade smash
hit. Usas joystick or TRAK-BALL.

In days of olde when knights
were bolde - they never saw
anything like this! You don
your helmet, hoist your lance -
and mount your ostrich to do
battle with the evil Buzzard
Riders in deep space! Pter-
odactyls to the right of you,
alien eggs to the left - learn to
fly so you won't die so very far
from home. All the thrills of the
arcade game for one or two
players.

ROM CARTRIDGE
OUR PRICE £6.95

ROM CARTRIDGE
OUR PRICE £5.95

ALL ITEMS ON THIS PAGE ARE

BASKETBALL

The original basketball game gets back to basics but, like the VCS version, is lots
of fun. You can dribble, shoot, pass, block shots and even make steals. Flve
different game variations allow up to four players to compete on the 300/800 and
two on the XLXE. Sometimes, like the early games, simple graphics can mean
addictive play and a lot of fun!

ROM CARTRIDGE
OUR PRICE JUST £4.00!

NEWLY FEATURED THIS ISSUE -
ALSO NEwW ARE OGRE AND
BATTALION COMMANDER ON

DISK - SEE OVERLEAF
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More new software

Challenge the Ogre, a cybernetic supertank program-
mied to coldly annihilate anything in its path. Set on
21st century battlefields, this game of strategy s for
elther one or two players. Conventional forces such as
nuclear-armed tanks, speed vehicles, howitzers and
infantry must be skilfully deployed to defend a com-
mand post. The composition and placement of units is
critical in destroying the Ogre which has multiple
weapon systems and thick armour plating. Ogre is an
adaptation of a well-respected board game and will
appeal to all strategy fans. A game editor is Included
for lasting appeal.

OUR PRICE £6.95

St The Bt 1 Hsg

DISK
ONLY

BATTALION COMMANDER

NOW ON DISK!

An exelting real-time tactical game with you as
lisutenant 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 years!

OUR PRICE £5.95

DISK

DRUID

Another classic in which, as Last of the Great
Druids, you wander through the Dungeons of Aca-
manter with your mighty Golem by your side on a
quest to destroy the four demon princes. As you
delve deaper into the dungeons you will find
chests containing spells of formidable power to
aid you and Pentograms of Life which will heal and
revitalise you. Excellent graphics and superb
gameplay have made this one of the best arcade
adventures on the Atari.

DISK
ONLY

OUR PRICE £3.95

FOOD FIGHT

Charley loves to eat. One day he visits the
carnival and heads straight for the Food Fight
contest. Help Charley hurl mounds of fabulous
food at disgruntled chefs. Spinach, bananas,
tomatoes, watermelon will be thrown about as
you try and make the chefs retreat. You are
after the giant ice cream cone that awaits if you
make it across the screen. Enjoy the fight ...
and the mess!

OUR PRICE £7.95

ROM

CENTIPEDE | ASTEROIDS | ARCHON | HARDBALL

Imagine you live in an en-
chanted mushroom patch fil-
led with bothersome bugs.
Get those Centipedes with
your bug blaster. Watch out
for the spiders, fleas and
scorpions, they all have
magical powers - and they
are after you! 1 or 2 players

ROM CARTRIDGE
OUR PRICE £5.00

Asteroids surround you! Use
your photon cannon to de-
fend your spacecraft from a
field of astercids. These
enemy asteroids become
progressively smaller, swif-
ter and more dangerous.
Watch out for enemy saucers
too! For 1 or 2 players.

ROM CARTRIDGE
OUR PRICE £5.00

A unique 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

All the thrills of American baseball
can be yours on a summer after-
noon in the ballpark. Sit behind
home plate, along the left fleld line,
down the right field line or join the
manager in the dugoul. Look owver
the pitcher's shoulder as he throws
the next ball. You control all the
action of the batsmen, pitchers and
fielders as you try and battle your
way to the top of the league. An
exciting game for one or two
players,

ROM CARTRIDGE
OUR PRICE £7.95

PLASTRON

Take your place in a small band of pirates out to steal fossil fuels from
the biggest corporation in the galaxy. You must guide your shuttle
craft along the surface of the planet Plastron to collect as much fuel
as you can from the heavily defended mine zones and then rendez-
vous with the supply tank at the end of each level. Plastron got a good
review in Mew Atarl User and has some excellent graphics.

cASSETTE ONLY OUR PRICE £2.95

BATTLECRUISER

If you are a wargamer who has fought land battles before then you may
need to learn new skills to do battle at sea. Battlecrulser gives you the
opportunity to recreate naval engagements during Word War | between
Graat Britain and Germany or the World War Il surface battles between
Britain/France and Germany/Haly. There are 79 classes of ship to control as
every aspect of famous battles is recreated. An extensive manual gives
details of all of the ships and guides you through every aspect of play.

DISK ONLY

OUR PRICE £7.95

US FOOTBALL

ROM

cartringe OUR PRICE £7.95

American Football is a big craze in
this country and you can now play at
home. Outsmart the defence, pass
with amazing accuracy, run with
speed and agility, make tackles, select
offensive and defensive plays and
more. You can take on the computer
in a practice game or challenge a
friend to a dramatic video bowl game
of your own in a packed stadium. All
the thrills of the gridiron
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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

Emter the Twilight World. Equipped with the
latest in anti-gravity pods and Laser weaponry,
battle your way through each of the sleven
dungeons defeating their flendishly dovious In-
habitants along the way. & gams from Atarl
thamsalves!

AZTEC CHALLENGE

Al the ancient Mexican pyramid of Tenochtittan
the Artec gods hawe demanded a human sacri-
fiee. You are one of ihe ehosen! Yaur anly hope
of escape |s to survive a serles of tests In
which your agility and stamina are pushed to
thee Bmits, Over the centuries your race has
developed amazing abilities in running. jumping
and leaping - your only chance of surviving the
epic Artec challenge.

§ FRUIT MACHINE SIMULATOR

Code Mastars verslon of the frull machine that
theay claim ia the first real Trull machine simula-
b, Festures include Cash Box, Mudge Box

| (with Compu-Nudge and Nudge Bank), Skill

i Climb, Winning Streak, Cazh Gamble, Holds
and Mega-Holds, Skill Chances and Party Time
§ Mcoter.

MICRO RHYTHM

Microrhythm converis your compuler into a
programmalbile drum aystem. Al of the realistic
drum sounds were digitised using the Replay
sampling system and eight drem sounds can
be arranged in 26 different drem patterns.

| Annoy the neighbours without buying a drum
kit!

EAGUE CHALLENGE

| Manage your favourite football 1eam your way.
| Mo more matches kst because the managper
chasa the wrong team o played & wrang com-
| Bination, Now i's yous chance 1o go Tor Divi-
ston One or win the league and cup double,
'‘ou may even find the manager's job is harder
heir you imagined!

§ DARTS

Step up o the oche and enjoy all of the Tun of
compatition dans thal includes three dart
games for the price of one. A choice of these
popular games: 501, Round the Board and
Crichet are available In this package.

' PHANTOM

| Something strange has bean happening, some-
thireg quite unnatural. At first no-one took much
notice. Those who had experienced it were con-
sidered crackpots but now the number of crack-
pots were too numencus - something strangs
was indeed golng on. Anothaer cracker from

8 Zeoppelin Gamas,

MR DIG

#An old favourite in which Mr Dig has to dig for
hidden food supplies in the 'Meands’ territony
below ground. As he digs he can eat cherries of
crush the Meaniess with apples. Special treats
earn axira points and & Magic Power Orb can
kil all the Meanies.

ON CUE

Controd that cue ball! & challenging real lite
simulation which combines Pool and Snocker
on the same cassette, An absolute must for
bnih enthuesiaats and baginners: alike. If you
have aver wanted to be at the Crucible taking
part in the World Championships, now's: your
chance to practice.

§ FOOTBALL MANAGER

1 Manage the team of your choice. Features in-

“| clude Transter Marked; full League tables; in-
uries; save game facllity; promotion and re-
hﬂIHnn FA Cup matches; managerial rating; 4
divisions; as many and you like; pick
your lu-m for each match and seven skill

R lavals,

i STRATOSPHERE

It's fiwe years on, the battle for human life has
been successful but only to a point. The rem-
mants of the alien force still menace Earth and

| It's your task to destroy them once and for adl,

il Some really excellent graphics add spice to this
" space shoot ‘em up,

MOLECULE MAN

Loat in & mare with 258 locations you must

= Tight against time and lethal radiation 1o survive
o and teleport 1o safety. Also included is an casy
4 to use, Maze Designer which will allow you o
edit the existing game or create a new version.
Nice 3-0 graphics as you locate and fit 16
cirouit boards fo escaps

s SPACE WARS

Hideous aliens, ground bases bristliing with
guns, fiendish flying formations and an astercid
belt or three just fo lkeep you on your toes] Al
you've ever wanted from o shoot “am up with
Incredible playability makes this & must Tor any
A eTicus gama player. Ba warned, i's not for

%Y wimps. Be good of be gonel

LAS VEGAS CASINO

Save your money ye! agaln by staying at homa
bt this time you can visit many difterent tables
L@ In the Casino. Choosa from Black Jack, Craps,

‘8 Baccaraf or Roulette, names that conjure up the
s Atmosphers of the Las Vegas casinos, a world
 of nigh stakes, You hawe $1,000 but the fsckpat
of 350,000 i waiting!

All prices are inclusive of postage

CHECK THE INSIDE BACK COVER FOR ANOTHER 20 CASSETTS TO CHOOSE FROM!

FREE - MASTER CHESS when you order 3 or more cassettes

SIDEWINDER

The original Sidewinde: has you flying the high-
tech Sidewinder hunter-killer helicopter through
speciacular underground caverns, past the

{¢ enemy defences and sscurlty systems to yousr
i} home base on the hospitable surface. More

cif graal graphics from Zeppelin Games

L MAD JAX

Someons has been lobbing shells into your
nice, cosy litlle domed city threatening to force
the population out into the edicactive waste-
lands catside. Take up the fast sction &s you
race your heavily armad buggy through the
enamy dfences. Fight off their forces and
B survive or your city dies with you.

POGOTRON

Wou have been strandsd on 8 hostile planet,
Alone, axcepl Tor the urbo-pogo’, the anly
means of transport. You have the plans for a
space ship and the search is on to find the
equipment and then build the space ship to
escape. The final danger s the Guardian who
must be destroyed before you can be Tres.

DAWN RAIDER

Fly your heavily armed helicopter gun-ship into
i fortified complex of The super criminal that
Is hodding the world 1o ransom with his nuclear
armed rockets. Guide your gun-ship through
the great underground cavern, shooting and
bombing the defence systems o stop the des-
truction of the world's citles.

CRYSTAL RAIDER

Solve the problems and collect the crystals.
Fitty fiendish fatal patterns to be solved] Hours
of mind and joystick beanding emerainment for
those wha like thelr games bo infuriate the parts
ather software cannot reach! Mot really an
arcade adveniure but & series of logic problems
1o 1ax you all the way.

| PENGON

Can you save Penguin Willy from the ferocious
mutant ses Bons? Stun them by knocking them
against the walls or crush them 1o a homrifying
death with sliding ice blocks. High spaed
arcade action game, full colour graphics and
music.

§ BMX SIMULATOR

A brilliant version of the epic CB4 game. Eye In
¢ the sky viewing - amazing realistic simulation,
W the starting ramp, burms, bumps, water

§ % splashes eto. all hawe realistic affect on the
| rider. Two player option and sewen different
courses will lest even the best games player.

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!
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Still more choice

ROCKET REPAIR MAN

Burled somewhere in the underground maze of
cavarns of the planet Leskos are essential
components of your Astro-ship. Get into your
space suit, strap on your Jet Pack and begin
the most terrifying descent imaginable. You
must collect pieces of a rocket in which you
can escape but beware the dreaded Neutino
Ghosts and the Quark Phantoms out to stop
you. Another neat game from Red Rat.

SILICON DREAMS

Taking the role of Kim Kimberley you are a leading
participant in the colonisation of Eden, a planet
prepared for human habitation by an advance
guard of intelligent robots who battle with the
native and highly aggressive fauna. In this highly
structured and realistic environment you must
move your mind into the twenty-third century. Sili-
con dreams comprises three excellent graphics
adventures - SNMOWBALL, RETURN TO EDEN and
THE WORM IN PARADISE from Level 8, the mas-
ters of adventure

onty OUR PRICE £3.95 DISKOR - OUR PRICE £5.95
EW YORK CITY ||NIGHT MISSION PINBALL

-
a“~%
e

Welcome to The Big Apple. This hurried jungle
of steel, concrete and glass bristles with fasci-
nating sights and more than its share of dan-
ger. From the placid greenery of Central Park,
there is no city in the world like New York, and
boy are you about to find that out! As a visiting
tourist you only have a limited time to see all
the sights, but New York City has a little more
excitement, a little more danger in store than a
mere sightsesing trip to the zoo!

OUR PRICE £3.95

= e e

DISK
ONLY

The ultimate arcade simulation with five bumpers,
seven stand-up targets, nine rollovers, two spin-
ners and much more. So realistic you have to
insert a quarter before you can play. So true to life
you can even tilt the computer! Might Mission Pin-
ball offers ten different modes of play for 1 - 4
players. Forty user-adjustable parameters allow
you to create your own custom garmes or redesign
any play mode to your own specifications. Beauti-
fully packaged and with an excellent manual, Night
Mission Pinball will save you money by keeping
you away from the arcades!

OUR PRICE £7.95

DISK
ONLY

GAUNTLET

THE DEEPER DUNGEONS

If you have the original Gauntlet
disk then you will know how
good the game is and will want to
extend play with the Deeper
Dungeons. Owver 500 new
dungeons are here for you to ex-
plore. This is the way to ravive
your interest in Gauntlet and play
on for many more hours or days!
This is a data disk only and re-
quires the original Gauntlet disk.

DISK ONLY
OUR PRICE JUST £2.95

RAMPAGE

It'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, New York
and San Francisco. You have
150 days of destruction in 50
different cities. Time for
some revenge!

DISK ONLY
OUR PRICE £3.95

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-
vive. 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

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-
Iy simple yet highly addictive
games.

CASSETTE ONLY
OUR PRICE £2.95

ATARI USER TOOLKIT

Mow programmers without a disk drive can take advantage of prog-
ramming aids normally the preserve of disk drive owners. The Toolkit
adds several commands to Baslc such as Delete a block of lines,
Renumber programs, Change variable names, List Variables, Remowve
all REMs, Convert Hex to decimal and Print listings to Epson compati-
ble printers. Just boot the tape and all these additional commands are
ready to use with your next program.

CASSETTE oNLY OUR PRICE £2.95

AIR RESCUE

Peace is shattered as the Military Junta moves against the popu-
lar uprising. Civil war rages forcing expatriate Britons into hiding
to escape the guns, tanks and missiles of the opposing armies.
There is only one way to get them out ... Air Rescuel A cracking
arcade game based on the classic Choplifter. Fly your copter and
rescue your fellow countrymen but don't get shot down.

cASSETTE ONLY OUR PRICE £2.95

THE LIVING DAYLIGHTS

Control James Bond through eight fast and furious levels from Gibraltar to
Afghanistan and you will encounter the SAS (Iriendly), the KGB (not so
triendly) and enemy helicopters (very unfriendlyl). Your are up agalnst Brad
Whittaker, international arms dealer and megalomaniac, Necros, his ruth-
less sidekick Killer and Koshkov, the double dealing KGB General. You may
fall in love with the beautiful Czech cellist Kara, but can you trust her?

DISK ONLY OUR PRICE £3.95

MONTEZUMA’S REVENGE

Wherever there's mind-bending mystery, hair-raising adventure and non-
stop action, Panama Joe is sure to be there. In Montezuma's Revenge he
gets more than he bargained for as you help him through 100 danger filled
chambers in the Aztec emperor's fortress. The stakes? Priceless treasure.
Finding the necessary keys, torches, swords and amulets is no easy task as
Joe tries to avold deadly snakes, spiders and bouncing skulls. Disappearing
floors, bridges and laser walls are no picnic either!

DISK ONLY OUR PRICE £3.95
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Some new ... some old ...

THE ETERNAL DAGGER

Atari.

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

OUR PRICE £6.95

BATTALION COMMANDER

years!

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 varlety to last for

OUR PRICE £4.95

SCOOTER

Scooter needs your help to get
through the eight levels of his
enchanted building. Inventive
traps and unusual gimmicks
abound. Weird sounds have been
heard from the new building and
the construction men are
spocked. What could it be? It's
your job to move Scooter up
through the eight levels to find
the secret. But don't think it's
going to be an easy task!

DISK ONLY
OUR PRICE £3.95

LASER HAWK

Your Laser Hawk helicopter is
ready to go, but are you? To des-
troy the five command centres of
the evil Proc Irata, your ship will
have to outfly or blast away its
incredible defence systems
which include air cannons, smart
missiles, falling meteorites, heat
rays and high level bombers. Eye
stunning graphics and unbeliev-
able non-stop action make this
game a winner!

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 ... Dracula! 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!

BALLBLAZER

The year is 3097 and you are the
contestant in the most competi-
tive and by far the most popular
sport in the universe. Jump im-
mediately into head-to-head ac-
tion against a friend or hone your
skills against a selection of
Droids. Either way, you're in for
the match of the century! Excel-
lent graphics and split screen ac-
tion have made this one of the
Atari classics.

DISK ONLY
OUR PRICE £3.95

KNOCKOUT
BOXING

Challenge for the Heavywelight
Championship of the World by box-
ing your way past nine progressive-
Iy more skiful opponents. You will
need speed and skill to deliver body
weakening stomach punches,
points scoring head jabs or deadly
upper cuts. Your must remember to
keep your guard up or the referee
will soon be counting you out.

CASSETTE ONLY
OUR PRICE £3.95

JUNO FIRST

A fast and furious space shoot ‘em
up translated from Konami's early
arcade machine of the same name.
Dozens of allen craft will attack
from all sides and you must be
quick to blast them away and earn
your bonuses. i you feel that you
are going to die then you can take
the last resort and warp away
through a kaleldoscope of colour.
Similar to invaders, this fast shoot
‘em up will appeal to any arcade
game fanatic.

DISK ONLY
OUR PRICE £3.95

TRIVIAL
PURSUIT

The classic board game translated
to the Atarl with added question
power. Now you can answer gues-
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 axciting solitaire wargame you
make the decisions for a reglment of
the elite armoured infantry attached (o
the Panzer Grenadiers. Your forces
also include mortar, artillery, Panzer
IV, Panther and Tiger unlts. The Rus-
sian enamy |8 directed by the compu-
ter which will fiercely challenge wou
with s own complement of Infantry,
tanke and anti-tank guns. Thres levels
of ditficulty, joystick control, hi-res
graphics.

DISK ONLY
OUR PRICE £7.95

DECISION IN THE DESERT

Take command at the Battle of El Ala-
mein. You can lead either side in this
accurate simulation from the creators
of F-15 Sirike Eagle

CASSETTE
OUR PRICE £5.95

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

The writers of Sargon Il would dis-

agres, but there is no doub this is a fine

chess simulation particularly for

anced players

adw-

CASSETTE ONLY
OUR PRICE £3.95

EXTRA CASSETTES

WE HAVE A NUMBER
OF OTHER CASSETTES
BUT ONLY IN SMALL
QUANTITIES
- PLEASE PHONE

BLUE MAX

Everyoneé must have heard of this
World War Two 3-D flying game. We no
lomger have the ROM cartridge but this
classic can be yours on disk dift cheapl

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

MAKE
A
COMMITMENT

BUY
SOMETHING EXTRA
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GAMES

ZAXXON

One of the all time classics for the Atar, Zaxxon set

new standards with its unique 3 dimensional battle-
field and great graphics

DISK/CASS OUR PRICE £2.95

TAIL OF BETA LYRAE

Owur A-Z of Atari Software series says "The ultimate

'‘Scramble’ clone with superb graphics and music.®
A great horizontal scroller

CcAsS OUR PRICE JUST 95p

FIGHT NIGHT

Fight Might brings you all the thrills of the boxing

ring as you face the most brutal fighters ever in five

separate battles, 1/2 players.

ROM
SPEED HAWK

One of Atari's last games for the 8-bit can now be
yours at budget price! A smoaothly scrolling arcade
game in which you must defend the ring worlds of
your solar system from pirates.

CASS
PANZER GRENADIER

A wargarme of German armoured infantry on the
Eastern Front. Five historical simulations, skill
levels, joystick control, graphics

DISK
NIBBLER

Slinking through an unknown land Nibbler finds
himself in an iridescent world of constant change.
Ag time grows short his body grows longer and he
risks running inte himself. Can he survive?

DISK
JINXTER

An adventure from Magnetic Scrolls, the team that
set new standards in adventure design Requires
1050 or XF551 drive

DISK

OUR PRICE £7.95

OUR PRICE £2.95

OUR PRICE £7.95

OUR PRICE £1.95!!

OUR PRICE £7.95

LANCELOT

Level 9 recreate the time of wizards and the
Knights of the Round Table in a three part adven-
lure 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 recommended.

DISK OR CASSETTE
OUR PRICE £5.95

ZORK 1

One of the most famous adventures of all time.
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
defance, make tackles, select plays and maore.

ROM OUR PRICE £7.95
EASTERN FRONT (1941)

The classic war simulation by Chris Crawford that
astounded Atari users when it was released, Based
on Operation Barbarossa on the border of Russia.

ROM OUR PRICE £6.95
SUPER BREAKOUT

Breakout was the original simple yet totally addic-
tive game and this enhanced version will provide
even more addictive fun. Needs paddies.

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-
OUT BOX BUT WITH FULL ORIGINAL MAMNUAL -

DISK LOW PRICE £4.95
MAXWELL’S DEMON

A simple yet challenging puzzle game which will get
you totally addicted. In fact two games in one for

double the fun
DISK OUR PRICE £1.99

MR ROBOT & HIS
ROBOT FACTORY

One of the most famaus platform games that has
you running and jumping over everything in sight. A

really classy game
DISK OUR PRICE £1.95

ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM ENCLOSED WITH THIS ISSUE OR WRITE TO
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

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 adults alike
DISK OUR PRICE £7.95

BASIC CARTRIDGE

Some programs, especially some early public do
main programs wan't run on the XLXE but they will
if you plug in the old version of Basic.

ROM OUR PRICE £3.95

EDUCATION

JUGGLES RAINBOW

A first computer experience for children aged 3 to 6
that teaches the concapts of above, below, left and
right plus letter recognition

DISK OUR PRICE £5.95
JUGGLES HOUSE

Another for 3 to 6 year olds teaching the concepts
of inside, outside, upper and lower with Juggles’
House and Toyshelf.

CASS OUR PRICE £5.95

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
publizhed.

REDUCED PRICE £4.95
ATARI ADVENTURES

An excellent book written by adventure expert Tany
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

TELEPHONE ORDERS ACCEPTED ON 0785 213928 USING VISA, ACCESS or SWITCH
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FOR SALE

XE SYSTEM: 130XE plus 1050
drive, Epson LX800 printer (litthe
uged), printer (Merface, alko 14"
codour TV, Plus Mini Office I, Atari
Planetarium, several coples of
New Atari User with disks, mosthy
still wrapped. As well as these
there are two small black computer
stands and some other cddments -
all for £225. Tel. Ron on 0440
63002

GOOML SYSTEM: 600XL, XC12
tape deck, 18 games tapes and 2
programming books, all in good
waorking orger. £25 plus £5 p&p
unless collected. Phone Charles
on 081 462 5476 day or evening

GOOD HOME WANTED: 800xL,
1050 'Hapgpy' disk drive, 850 inter-
face, drawing tablet, 100's of soft-
ware fitles, mags including PAGE
B nos 1 - 25, MOMNITOR, ANTIC,
COMPUTE, ATARI USER, ACE
etc. (piles of each), loads of boaks.
This is the deal of the century! Amy
affer considered. Contact 0621
BO1074 (ask for Kim)

XL SYSTEM: BOOXL computer,
1050 disk drive with 50 disks,
£125, As new 850 Interface with
manual, power supply, printer lead
for Centronics type printer, £50.
Original software - Warngame Con-
atruction Set, £12; Time & Magik,
Hawkguest, Maths Blasier and
Word Attack, £10 each. Too much
to list, Tel, 0673 843421 and ask
for Dave:

BOOKS/SOFTWARE: The Con-
cize Atari STEB000 Programmer's
Rederence Guide by K. Peal, £8;
Microsoft Write WP, £5; K-Spread
3, £10; F19 Stealh Fighter, £10;
F1 Grand Prix, £10; Monulator, £5.
ANl plus postage, all with ariginal
docs efc. Write 1o Paul, 17, Spring
Road, Clifton, Shafford, Beds
SG17 SARE

XE SYSTEM: One upgraded
(256k) 130XE computer complete
wilh cables and psu and joystick.
One upgraded 1050 disk drive
(pzeudo Hapoy fitted) complete
with cables and psu and write pro-
tect'disable switch. One black and
white manitor (a5 new), One Micro-
line 824 printer phus eatec’ printer
interface. Several Atari manuals
and books, Flus minimum 100
disks of software giving compra-
hensive coverage. Also docume-
ntation, £300. Phone Derek (0637)
BT7T38 (Newquay)

XL SYSTEM: BOOXL, XC12 Data
recarder, joystick plus magazines,
manuals iz, plus over 130 games
an cassatte, mostly in ariginal
boxes - £60 o.n.0, Phone Leads
0532 585498

COMPLETE SYSTEM: 800XL,
1050 disk drive with US Doubles/
Sparados upgrade, XC12 recorder
{faulty), 1029 printar, all leads and
manuals supplied, Lols of software
on disk, carndge and cassette in-
cluding Mini Office I, F51l and
much more. Also back Issues of
Atari User and Page 6, many
books and 2 joysticks. £180 o.n.o,
inc. postage. Will theow in a Mic-
roprint Interface (£31.95) for frae.
Mo splits. Richard Keogh, 26 Au-
burn Heights, Athlone, Co, West-
meath, Eire

CLASSIC ATARI SETUP: 800XL,
XF51, XC12, Centronics printer
cable with mterface, All powar
packs, DOS 2.5, DOS XE,
MYDOS, Mini Office 1, Atari Tool-
kit, AgarWriter, Turbo Basic and a
number of Page 6 disks. Various
manuals. £125. D.G. Shipley. Tel
0621 7AT747 (Essex)

DRIVE ETC.: 1050 drive fitted with
Happy (lasar) enhancement,
BOOXL with Centromics printer in-
terface fitted internally. Omnimon
machine ¢ode monitor chip fitted
Original packaging. £130. Tel,
0625 420782 (Macclesfield)

CASSETTES/MAGS: | have a
nurmber of cassettes, magazines
and books for swap or sale. | might
mave just what you want. Write to
J. Adams, 42 Upper Craigour,
Hgaemaun: Est., Edinburgh EH17
TSF

ATARI SYSTEM: 800XL, XF551
disk drive with 20 original boxed
games and & quantity of Page &
library disks, 800 48k computer,
1020 printer, 410 cassefte deck
with 8 games, ICD Printer Inter-
tace, paddle controllers, De Re
Atari manual, large quantity of
PAGE & and Atani User maga-
Zines. £125. Buyer collects or pays
postage. D. Naylor, 147 St
Andrews Road, Coulsdon, Surmay.
Tel. 081 658 2810

XL SYSTEM: Two B00XL and
1050 disk drive systems, ome with
integral printer interface. Bath sys-
lem$ complete with all cables,
manuals and boxed. Offer includes
joystick and some software. £100
each systam. Tel. Macclesfield
[0625) 501534

BOOXE SYSTEM: BOOXE with 1050
digk drive with Lazes and US
Doubler, brand new printer never
used, touch tablet, games car-
tridges, hundreds of games on
disks, blank disks, lots of old
PAGE & magazines. £300 o.n.o,
Phone (0203) 222114 after Gpm.

BOOXL SYSTEM: BOOXL keyboard
with 1010 recorder and joystick,
complete with all original leads,
manuals etc. and boxed. All like
new, very light use by one adult.
£580 a.n.o. Tel. Eastbourne (0323)
728022 day/evening

SURPLUS EQUIPMENT: Atari XE
plus 1050 disk drive, EBD ing. post-
age o.n.0.; B0 budget cassetbes (in
a casa), 60 inc. p&kp oun.o; 40 full
price software disks, £3 - £5 each
{less wihere appropriate) or £140
for all 40 (nc. plp); PAGE &/NAL
isswes 27 -62, 50p each PLUS
pép. PAGE G/MAL) lssue disks 34,
a9 and 41 - 63, £20 inc. p&p for all
25; Vanous books (De Re Atari,
Mapping The Atari eic.), £10 sach
inc, pdp. Open to offars on every-
thing. Ring YORK [0804) 702416
(4 - Bpm Mon 1o Fri, any time
wiakends). Ask for Matt.

VARIOUS: Atari S205TFM, £90;
Atari B205TE, £105; Atari 400,
E285; Atari 800, £40; Atarl BOOXL
(no PSLU) with Datacorder, £45;
Alari 130XE with Datacorder, £E80;
Atari 1050, £85; Atari XL/XE 80
column/Centronics interface, £25;
Trakball, £B. Also books, cable and
connactors (which | can make info
full cables if required (not ribbaon)).
Most items comea with axiras and
all are in good working arder,
Prices include postage. Tel. Martin
on Yaovil (0835) 25074, I'm not
leaving the Atari scene, I'm Kesp-
ing my 10405TE and hoping to get
a Jaguar and possibly Lynx., Also
wanied cheap 256k SIMMS and
upgrade STE's or 1 Mag SIMMS
Mat interested in PC standard fast
SIMMS with parity, cheapo slow
non-parity SIMMS will do, Lastly
buy 'Fromtier Elite 2' far your 1
Mg ST/E. I've seen the Amiga
varsion and the ST version should
be even batler

WANTED

SHANGHAI and TAI PEI: Also
any clones of the same except
Gernini and Zandos, Must be suit-
able for BOOXL and 1050. Please
state price. Adrian F. Lines, The
Hollias, Herne Comman, Herme
Bay, Kent CTE TLA

INSTRUCTIONS: Wanted for cas-
sette wersions of Night Mars {in-
cluding leading mstructions) and
Ricochel. Also a working 1050
drive and software wanted. J
Adams, 42 Upper Craigour, Rose-
mount Est, Edinburgh EH1T T5F

LOTS OF STUFF!: Tha following
wanted: 850 Interface handbook/
manual; 1050 senice manual;
Atari Tech, Ral, Motes, instructions
for Kennedy Approach; Superscript
Disk (own got damaged) - manual
nit requiresd; cartridge for Action
Toolkil; cariridge for MAC/ES Tool-
kit; Inside Atan Basic; Basic Refer
ence Manual; Electronic Computer
Projects: 101 Tips and Tricks for
Atari Computers; Super Archiver |I;
Touch Tablet; Trakball; Leader-
board Golf; Atari Aces; program
which enables B-bit Atari to be
used as security system; Invitation
o Programming 1; Colossus 4
Chess on disk; Mickey In The
Great Qutdnors; Lapées Philo-
sophorum; De Re Atani (updated
warsion). Please stale paces of
can exchange books, disks, carls
etc, A, McGrath, 41 Belvedere
Place, Dublin 1, Eire

BOOKS: Has amyone got a copy
of the books MATILDA THE COM-
PUTER CAT andfor SCHOOL
DaY's (both published by Creative
Pastimes]. If you can help please
write with price datails 1o Kevin
Cooke, 368 Buddle Lana, 5t. Tho-
mas, Exater, Devon EX4 1JH or
tel. (0302) 431192

DISK DRIVE: Wanted, XF5351 disk
drive with leads etc., must be
reasonably priced and in excellent
working order. Also wanted all
Atari BO0XLAESXE disk, tape and
ROM games software collections.
Also SoftScan’s Alchemist tape 1o
disk transfier utility. If you can help
with any of the above pleasa call
Cfard (DBES) 773288

MANUAL: Manual for the 65XE
wanted, to purchase or loan for
photocopy. Tel. 081 851 0865

MANUALS/LEADS: Manuals and)
or leads for the following needed:
Atarl 1050 disk drive, BOOXL com-
puter and 1029 printer or where o
oet hold of them please. London
ared. Phone Dick on 071 585 0251

WANTED: The Assembler/Editor
cartrigge. Good price will be paid.
Contact Steve on (0827) B9SER5
(any simitar programs on disk/cas-
sefte considerad)

PEN PALS/HELP

NEW USERS: Hi, our names are
Richard {15), Stephaen (13), Martin
{12), Sam (3] and Kay (&). Our
auntie has given us our compuler,
We are able 1o wse her software
which is on both disk and cassette
and would like 1o hear from other
users for swaps and help. Plaase
wrile 1o us - Adams. 42 Upper
Craigour, Rosemount Est., Edin
burgh EH17 75SF

BASILDOM: Any Atari 8-bitber in
Basildon area to pul heads
together, Swap tipsfideas efc.?
Phone Mick on 0268 554991

SPANISH CONTACT: | own an
BOOXL with 410 cassette and 1050
disk drive. | would like to make
contact with other users from
avarywhera. Also PAGE &, AMA-
LOG and similar mags wanied. |
also need some help on some
games - Cloak of Death, Pothale
Pete and Space Lobsters. Pleass
write 1o lgmacio Montoya c) El
Greco, 8, 03016 Alcante, Spain

CONTACTS WANTED: | am &
lang time Classic user of 11 years
with a karge setup and interasts in
games and hardware. And has
anyone got or have knowledge of
a Hard Drive interface, All replies
gratefully received, Phona ar write
o Bradd France, 10 Beaton Close
Willenhall, West Midlands W13
2B0). Tel. 0902 634332

CONTACT is FREE of charge and may be used by any

genuine Atari
notice may be

thusiast for contacting other owners. Any
uded except those offering-software only

for sale or exchange or those offering items for sale com-
mercially. The Editor reserves the right to omit or edit any

notice received at his dis

jion. If space is tight, notices

may be shortened and addresses may be omitted with only
telephone numbers being published.

Send your CONTACT notice to CONTACT, PAGE 6, P.O.
Box 54, Stafford, ST16 1DR. Please write your notice on
a separate sheet of paper, not as part of a letter.

FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HE

STILL SOME DUST COVERS LEFT

AT ONLY £2 each!

We still have quite a few dust covers left for the less common equipment, so this is
your chance to get it covered for nominal cost. We DO NOT have covers for 800XL,
XE models or 1050 drives but you may be lucky with the older models of computers,
drives and cassettes. We DO NOT have covers for Atari printers or Citizens but you
might be lucky with Epson, Brother, Panasonic and Star printers and one or two
others. Give us a ring and we'll tell you if we've got the cover you want

PHONE PAGE 6 ON 0785 213928 - THEY CAN'T LAST FOREVER!
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BACK TO
BASICS

fter compleling the Making Music article for the last

issue I suddenly felt guilty about how much I now

assume the reader already knows about MIDI and
electronic music making. There must be many people just
starting to use, or considering using, their Atari compuler as a
music production tool, who need to learn about the subject
from scratch. It's nearly five years (yes, really!) since [ wrote
the ariginal MIDIot's Guide series of articles about MIDI so,
like John Major. I've decided it's time we went back to basics.
Over the next few issues | intend Lo look at MIDI again,
starting with the basic concepts then moving on to consider
how you can begin using your computer to help fulfil your
musical aspirations,

Let's start with considering WHY you'd want to use a compu-
ter for music making. After all, musicians have managed
perfecily well for centuries without one, so why start now?
Well, the computer has evolved into a marvellous general
purpose tool for the musician, so why not use one il it can
help? It can provide musical education; help compose new
music; provide assistance with musical arrangements; dener-
ate accompaniments; print out sheet music: and even record
and playback complete musical works.

Most of this would be impossible without the parallel evolu-
tion of electronic musical instruments such as MIDI equipped
synthesisers and their domestic offspring the "poriable
keyvboard” (aka "home keyboard"). as produced by Yamaha and
Casio. The synergy resulting from the combination of compu-
ters, electronic instruments, and MIDI caused a revolution in
music making that's still in progress today. Unbelievably,. Atari
were probably the catalyst that caused the explosion in MIDI's

John S Davison’s
regular guide to
music making
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popularity, They fitted their computers with the hitherto mis-
sing, essential link between the computer and electronic in-
struments. I'm talking about the ST's MIDI ports. of course,

MIDI’S ROOTS

So, what is this MIDI thing and why is it so important? To
answer this let's look al where MIDI came from, and start
learning some of its arcane jargon as we go. MIDI is an
acronym for Musical Instrument Digital Interface, and it was
originally designed in the early 1980's as a standard way of
connecting logether electronic musical instruments from diffe-
rent manufacturers, so you could control and play the sounds
generated by one from the keyboard of another - as long as
they were both MIDI equipped.

The "Digital” part of the name refers to the method used Lo
send the conirol commands belween instruments. They take
the form of electrical pulses, each of which can be considered a
binary digit, or "bit", with a value of zero or one. For transmis-
sion and storage purposes MIDI packages these pulses
together in groups of eight to form a "byte” - a master stroke on
the part of MIDI's designers, as this is one of the basic units of
data storage used in computers.

The MIDI Standard defines the pulse/bit pattern generated
and transmitted when an instrument performs a given action.
and hence the bit pattern in the byte used to represent it.
Similarly it specifies the effect that value has on an instrument
receiving it. In other words it defines the language (or "pro-
tocol") used by the instruments to communicate with each
other.

Communication between two MIDI instruments takes the
form of MIDI "messages”, and each message usually consists of
one, two, or three bytes depending on its type. The first byte is
usually a "status byte”, which tells the receiving instrument
what action to perform. The rest are "data bytes”, providing
more detailed information about the action.

To illustrate the principle, let's consider what happens when
you press a key on a MIDI keyboard to play a note. The
instrument generates a MIDI message consisting of a status
byte and two data bytes in this case. The status byte contains
a value defining it as a "Note On" [i.e. start playing) command.
The first data byte specifies which note to play [i.e. its pitch),
and the second one how [ast the key was pressed (i.e. its
"velocity”, which can be interpreted as how loud the note
should be played). The three bytes are then transmitted out
through a MIDI port on the keyboard, along a MIDI cable
which is plugged into it, and into a MIDI port on an instrument
on the other end of the cable, which then receives and acts
upon them. If set up correctly it immediately begins playing
the specified note using its own sound generating circuitry at
the specified volume. When you release the key, a "Note Off
command is transmitted in similar fashion and the attached
instrument stops playing the note. Simple really, isn't it? This

e
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is just one type of MIDI command. there are lots of others as
we'll see later,

THE INTERFACE

The "transmit” and "receive” actions reflect the "Interface" part
of MIDI. An interface is simply a boundary between two things,
in this case two electronic musical instruments. It has two
main properties, namely the language used for cormmunication
across the interface (as discussed above), and the physical
means of achieving the transfer. The latter includes the elee-
trical characteristics of the communication link, and the speci-
fication of plugs, sockets, and cables used for the connection.

MIDI uses a serial link. In other words, the individual bits
making up each byte in a MIDI message are sent between
instruments one alter the other as a stream of bits via a single
wire. The receiving instrument reassembles the bit stream
back into bytes prior to interpreting them as MIDI messages.
This method was chosen as it costs much less to implement
and is simpler to use than a parallel transmission system,
where all eight bits would be transmitted simultaneously using
eight separate wires. The only potential snag is the speed of
the link - it has to be fast enough to handle the data transfer
without perceptible delay. The MIDI Standard requires that
data will be transferred at a rate of 31,250 bits per second,
which is more than adequate for mosl users,

Originally there was a choice of plug and socket types used
for connecting instruments, but the industry pretty quickly
standardised on just one - the infamous "five-pin DIN" series of
connectors as found in many hi-fi systems. For full MIDI
facilities each instrument needs three DIN sockets, usually
labelled as MIDI IN, for incoming MIDI messages; MIDI OUT,
for outgoing messages; and MIDI THRU, for onward transmis-
sion of messages received via MIDI IN.

Connection between instruments is achieved using a MIDI
cable, which has a five-pin DIN plug on each end. Only three of
the pins are used in MIDI applications (the middle three), so
it's unwise to use ordinary hi-fi DIN cables for MIDI as the pin
connections may be unsuitable and cause problems. It's safer
ta buy proper MIDI cables from your local musical instrument
shop.

The simplest MIDI connection is between a pair of instru-
ments, allowing the sounds of Instrument B to be played from
the keyboard of Instrument A. In this case you'd connect a
MIDI cable from the MIDI OUT of A to the MIDI [N of B - and
start playing. Transmission is ONE WAY ONLY, so if you also
want to reverse the process and play A's sounds from B's
keyboard without having to mess around reconnecting the
cables. you'll need another one-way connection, this time from
B's MIDI OUT to A's MIDI IN.

That accounts for the IN's and OUT's, but what about MIDI
THRU? Its lunction is to allow you to connect additional
instruments into your system. Continuing our example above
you'd connect a cable between the THRU socket of Instrument
B and the IN socket of Instrument C, a process known as
"daisy-chaining”. Then any MIDI messages arriving at B's IN
socket would also get forwarded via its THRU to C's IN - and
may be actioned by C as well as B. So, from A's keyboard we
can play both B's and C's sounds. This process can be repe-
ated with additional instruments, and all their sounds would
be accessible from A’s keyboard.
d.dditional instruments, and all their sounds would be acces-
sible from A's keyboard,

MIDI CHANNELS

In the above scenario all the instruments would play at the
same time, and we might not want that. Wouldn't it be nice if
we could "aim" MIDI messages so we could play selected notes
on a specific instrument? Well, we can - using MIDI's "chan-
nel” concept,

MIDI has 16 transmit/receive channels. Essentially these are
just number tags added into the status bytes of MIDI mes-
sages. A MIDI instrument can be set to insert a given channel
number into each status byte it generates, and is then set to
transmit on that MIDI channel. Instruments may also be set to
receive and act only upon messages containing a given chan-
nel number, and to totally ignore all others, In the example
above if instrument A was set to transmit on channel 1, B set
to receive on channel 2, and C to receive on channel 3, then
when A's keyboard is played only A's sounds would be heard
(assuming A always sounds when its keys are pressed). B and
C would ignore the messages, as they're all tagged for channel
L. If A’s transmit channel is then changed to channel 2, then
you'd hear A's and B's sounds. If it's changed to channel 3
yvou'd hear A's and C's sounds. Get the idea?

IU's possible to transmit a stream of messages on different
channels, and even though you can use up to 16 channels all
the MIDI data still goes down a single cable, The message
filtering is handled electronically by each instrument, allowing
each one to be played and controlled selectively. This is one of
MIDI's cleverest features.

I've actually simplified the description above, as some instru-
ments can operale in any of several MIDI "modes” which affect
the number of channels they receive on. It's an unnecessary
complication for now, so I'll come back to it in the next izsue
when we look more closely at MIDI instruments.

THE COMPUTER
CONNECTION

We've already noted that MIDI messages use a similar form of
data representation to that used by computers. Why don’t we
fit MIDI sockets to a computer and connect it into a MIDI
system? We could then run software on it to read and record
MIDI messages from an attached keyboard, store them. and
transmit them back later so the computer could "play” the
attached instruments. These were Atari's thoughts when de-
signing the original ST, which was launched with MIDI ports
fitted as standard, and have remained a unique feature of Atari
computers ever since,

An explosion of MIDI equipped electronic music hardware and
music related software followed which brought undreamed of
creative possibilities to the world's musicians. In fact, it went
further than this, because it soon became apparent that you
didn’t need to be able to play an instrument in the traditional
sense Lo make exciting music using these new facilities. But
that’s another topic for later discussion.

That's all for now. In the next issue we'll have a closer look at
the dilferent MIDI commands available, and how MIDI hard-
ware and software uses them,
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ADVENTURE

GRANDAD

AND THE SEARCH FOR THE SANDWICHES

arly last year the Shareware
scene was treated to a wonderful-

ly humorous, off-beat, graphic
adventure game called Grandad and The
Search [or the Holey Vest in which an
unlikely hero wandered around his
house looking for his vest. Now we have
Grandad 2 and another treat!

Boot up the disk and, in cinema style,
the message is displayed "JUST WHEN
YOU THOUGH IT WAS SAFE TO WEAR
YOUR STRING VEST ... HE'S BACK ...
BUT THIS TIME HE'S MEANER ...
TOUGHER ... SMELLIER! ... HE IS
GRANDAD ... AND HE IS A MISERABLE
GIT!". And so the tone of humour is set,
and if this tickles yvour funny bone you
can look forward to some wonderful com-
ments throughout the game.

After the intro, Grandad gets out of his
wheelchair, his trousers fall down. and
he falls flat on his face. Unperturbed he
climbs aboard his motorised trike, in his
underpants, and proceeds to the park.
Somewhere in the park he has lost his
sandwiches and he needs to find them as

he is getting peckish. With your help,
perhaps he will. The sandwiches are
actually in Funland and you won't get in
without registering, but there is a great
deal of fun to be had in the park first

with quite a few loca-
tions to explore and
people to talk to be-
fore you need to
register.

Grandad first
appears outside the
toilets and, sure
encugh, you can
trundle him into the
Gents, and the
Ladies, to read the
Graffiti on the walls!
A greal opportunity
for you to discover
what's in the teilets
you are not normally
allowed into! With
this dubious pleasure over, Grandad can
zoom off to find people to talk to. Every-
one you find will be rude to Grandad, but
Grandad can hold his own. As often as
not he's the one ta start the abuse!
Almost every exchange is humorous with
plenty of Monty Python thrown in as
when Grandad meets a foreign tourist
and says ‘Flease fondle my bultocks'! The
foreign tourist presents one of the first
problems as he asks Grandad to take his
picture. Doing so gains you your first
puints but then giving the camera back
proves to be a rather tricky problem.
The tourist turns out to be a nasty
picce of work and will stab you
when you give the camera back
causing the game to be over. I you
leave the scene with the camera,
however, the police will be called
and you will find yourself down the
local nick with the game over,
Tricky! There are plenty of other
ways Lo die but instead of having to
start over again, the clock is just
wound back a lew moments and you
can play the scene again. Wouldn't
yvou just love it if all adventures
were like that?

If you do manage

GRANDAD 2 is available as shareware from
PAGE 6 on a two disk set for just £2.50 (£1.95
Jor members of the PAGE 6 ST CLUB). The
registration fee is £8 and worth every penny!

to get away then
vou can have a
nice conversation
with the local
policemnan but. of
course, being
Grandad you are
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likely to make some silly remark like
‘Cor, there's a smell of pork around here'!
Further along vou can meet a fisherman
who threalens to ram his rod down your
throat and a tramp who's too drunk to
really care. Grandad treats them all the
same and doesn’'t make it easy to find
someone to help him in his quest for
those sandwiches.

Control is entirely by jovstick with set
choice actions, which can increase the
difficulty in several situations as you
can’l always do what you might want.
Conversations are all by multiple cholce
selection with appropriate answers but
once you have acted, a suitable alterna-
tive response is given next time you talk
to the same person. Games can be saved
and loaded so you can carry on where
you left off, if life in the park geis too
[rustrating.

The graphics are top class with every
seene drawn to perfection, and with
sound effects ranging from the engine of
Grandad's trike, to birds chirping, the
click of a camera and more. Grandad's
trike glides smoothly about and the
whole game conveys a truly professional
approach. This is one of the few share-
ware releases where you will not beg-
rudge having to register to see the rest of
the game.

Without doubt Grandad 2 is one of the
best shareware releases of all time and
one which gives you plenty of scope be
fore you need to register. If only they
were all as good as this,



——neil

b

ST software

PINBALL MAGIC

inball, face the facts, is coming

back in favour of the space invad-

ers machine, Now it's hit the ST/
3TE in the guise of Pinball Magic from
the re-release of the Loriciels game on
the KIXX budget label. Basically you
have 12 tables that have to be completed
by collecting the letters in the right order
and then trying, and I stress the word
trying, to go through the exit at the top of
the screen to the next level. The game is
fast and uses the keys for the flippers
and ball release. The instructions for the
games kKeys are a little wrong but a litile
experimentation will help you find them.
The game allows you to play a two player
game by alternating at the keyboard.

The sound effects are of the normal

beep, bleep and warble that you might
find on the average pinball machine.
There aren't any of those flashy tunes
that you gel when you play the real
machines that are themed. The graphics
on the back of the box for the ST make it
look like it might have Commodore G4
graphics but yvou are comforted by the

THOMAS THE TANK 2

ith little new software being re-
leased now aimed at younger
players this game based on

such a well known character will be more
than welcome for those whose family
share the ST.

Unlike previous programs based on
well-known characters, this is not an
educational offering but a straight race
game that can be played by one player
against the computer or by two players
head-to head. It is, perhaps, too difficult
for the youngest of players but should
appeal to ages from 5 or 6 right up to
those just reaching their teens.

The aim is to race against your oppo-
nent along a track (or road) that has
marny obstacles and dead-end branch
lines, in an attempt to beat your oppo-
nent and sel a new course record. There
are four courses to choose from including
the Postal Run and a Woodland Glade
and you can choose any of the well
known engines as well as Bertie the Bus.,
The Fat Controller counts you down and
the race is on. As this Is a race against

real graphics which are
very close to the Amiga’s.
The graphics are impor-
tant in that they add real-
ism to the gameplay and
make it more interesting,
The graphics achieve this
to a certain extent but
some of the colour combinations would
make my user interface lecturer cringe!

Game play is not quite like that of Pin-
ball Fantasies on other machines but
then again this one did come out before
that game so in that respect it very good.
Play is basic and on only one screen but
the ball can be released at varying speeds
to give you more control over it. On the
subject of control there’s a bug in the
program that means that the ball gets
stuck between two bounce pads on the
second level and just stays there bounc-
ing back and forwards totting up vour
score for evermore until you tilt the table,
handy for high scores but totally boring
to play.

This game should keep vou going for a

the clock, as well as your opponent, the
temptation is to shoot off at high speed
but you'll soon run into trouble. As well
as those dead-ends you must stop at
signals and avoid other trains which tend
to have a habit of reversing along the
line. Jumping a signal or crashing will
have you standing still for several
seconds as a punishment as you watch
the other train continue on his journey.
Failing to spot an obstacle on the track
will have the same effect.

The action takes place on a split screen
demanding that you keep an eye on your
opponent’s progress as well as your own,
and you must also keep an eye on the
fuel gauge. Racing hard will soon have
you running out of water, or out of petrol
if you are Bertie, and you must find a
water tower or garage to stop and refuel.
If you don't you won't get far.

The graphics, from the opening sequ-
ence of a book showing the story and
credits right through to the race tracks
and the record score tables, are excellent
and there is a choice of continuous

week or two but not for that long unless
you're a total pinball junkie but then you
probably won't have time for this game,
‘cos you'll be too busy playing the real
thing! One thing that is missing is a level
select or save game feature so that you
could build on those high scores. There
is a level select of sorts bul its a bit
Kludgy and doesn't always work properly.

This offering has a nice game in there
somewhere but it's finding it that takes
patience. If you do then you'll enjoy it but
if you find knocking a small metal ball
around a table mind numbingly boring
then avoid this like the plague,

The average games player will find that
this game will keep them happy for the
next month or so, definitely worth a look,

Title: Pinball Magic
Publisher: Lorciels / KIXX
Price: £9.95

Reviewer: Nicholas Bavington

music or just sound eflects. The chal-
lenge is just about right with record race
times of around one and a hallf minutes
which will give children of all ages some
thing to aim for without boredom setting
in. With short races the temptation to
play again and again is ever present.
And, of course you can change engines
next time, With eight engines and four
courses there are a lot of records to aim
for!

Thomas The Tank 2 is an excellent
game for young players and is highly
recommended.

Title: THOMAS THE TANK 2
Publisher: Alternative Software
Supplier:  Various

Price: Check your supplier
Reviewer: Les Ellingham
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AWARDS

APTITUDES ana
APPLICATIONS

In PD Roundup this time I thought I'd
take a look at some applications for
your ST. After all, computers are sup-
posed to be of some practical use
aren't they? From the many types of
applications available I've chosen an
award malker, an aptitude test, and
a calendar.

AN AWARD FOR
EVERY OCCASION

AWARD MAKER is a program which
helps you design and print award certifi-
cales. After loading has completed you
arrive at the main menu which offers 11
options: Style Number, Title Font, Title,
MName,/Text Font, Text, Signature, Date,
Border Style, Border Colour and Import
Pleture. It is mainly around these options
that Award Maker works.

Style Number loads in the style of award
vou want to use. As far as | can tell there
are 286 award styles to choose from! You
just enter the number required and it
loads from disk. However, there is no
style list so you will have to note the
numbers as you use cach one. I've used
the first 60 so far and these include Writ-
ing Award, Student of the Year, Certifi-
cate of Promotion, Photography Award,
etc. With over 280 on the disk I'm sure
you'll find something for your needs. If
you can't find something ready made you
can use some of the existing styles to
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Stuart Murray

for wibmitting his colums
bafore the copy deadinesl|

k

What better way to say thanks than a personalised award?

create your own personalised award. To
do this vou just use the Title Font and
Title options from the main menu. Title
Font allows you to select one of the four
fonts provided (Old English, Script Italic,
Book Serif and Modemn) or load in your
own font. There is a font preview box
which shows the selected fonl.

Many of the award styles include pie-
tures. For example, the Geography
Award features a world map and a globe.
This makes the final result very profes-
sional. The later styles on the disk allow
vou to use the Import Picture option
which will load your own pictures.

The Name/Text Font option changes the
font for the name to which the award is
being presented (set by using the Name
option). The same font is then used for
the lines of text underneath the name.
These lines can be used to describe the
award or achievement. Just use the Text
option to format the text.

Next up is Signature. This uses a very
small font to print the name of the per-
son signing the award. This is printed
underneath a line, above which a space
is lefi for the signature.

After completing the Signature you
move on to Date. This sets the date on
which the award is to be presented.

Border Style and Border Colour must be
used to select a border for your award.
There are eight impressive borders on the
disk, ranging from a simple outline to
some detailed patterns,

This version of Award Maker is a beta
test version. However, | found very little
wrong with it. The only bug was in the

border selection screen. where junk
appears in the border selection windows,
Also, the border names are not shown
you must click on an empty space. As
soon as you click in the empty box a new
border will load and the junk will dis-
appear. Move the cursor up or down and
click again to change the border. When
you use the program you'll see what [
mean. To assist you with your selection
there is a large border preview box which
shows a corner of the selected border.

After selecting an award type, entering
the data and selecting a border you move
onto the print menu. There are three
options here: Preview Award, Align Paper
and Print Award.

Preview Award is a very handy option
which lets you check the whole award
before sending it Lo your printer.
Changes can be made at this point by
selecting any of the main menu options,
accessible from the print menu.

I've printed out quite a few awards and
haven't experienced any problems. There
are a whole range of printer drivers in-
cluded with Award Maker, including
Epson.

All in all, Award Maker is a very profes-
sional program which is quick and easy
to use. | couldn’t find any documentation
on the disk but 1 got by nevertheless,
However, a complete list of all the award
styles on the disk would have been very
handy! Use the Preview option at the
print menu to note the award style num-
bers. With 286 on the disk. this will take
yvou a couple of hours!

After gaining experience with the prog-



ram and creating an award style number
list vou will be able to design and print
an award for any event within five mi-
nutes! Good stuff!

COMPUTERIZED
SELF-ANALYSIS

APTITUDES is a program which will
analyse your aptitude, personality and
motivation and then output the results in
three bar graphs. From here, it will offer
you a choice of occupations which are
best suited to your strengths and weak-
[ESSES.

The program is split into two parts. Part
1 is the Aptitude Test: a series of tests
which collates all the data required for
analysis in Part 2, the results section.

Upon loading the Aptitude Test you are
warned that it will take an hour to com-
plete. Please heed this wamming! If you are
not prepared to spend an hour or so
answering the guestions and solving the
puzzles then you will not gain full use of
this program.

The Aptitude Test is serles of seven tests
and two questionnaires. They are VERY
detailed with each test containing dozens
of questions or puzzles. The seven areas
tested are Numerical Reasoning, Acuity
Skills, Verbal Reasoning, Analytical Abil-
ity, Technical Ability, Spatial Ability and
Perceptual Ability. These range from
speed mathematies to physies problems
to visualizing 3D objects. There are strict
time limits to each test which can some-
times be very hard to beat!

As each test is completed you are shown
yvour score in the form of a bar chart.
Performance is measured by how high
the bar reaches up the graph.

After battling your way through all
seven tests you move on Lo the two ques-
tionnaires. First up is the Personality
Guestionnaire which asks how you and
others see yourself. Next comes the Moti-
vational Questionnaire which makes you
choose between two tasks or careers. You
must award three points between the two
choices available.

The results of both questionnaires are
again shown in the [orm of a bar graph.
Your personality and motivational char-
acteristics are shown in different graphs.

It is at this point that you save all of
your results to the Aptitudes disk and
then load Part 2, the results section.
Here you load your results from the disk
and examine them on the bar graphs.
There is a handy X-Ray mode which
allows you Lo superimpose all three
graphs on top of each other. If you wish,
you can also print the graphs.

From here, the program will analyse

vour aptitude, personality and motiva-
tion and offer vou advice as to the type of
jobs which are best suited to you. You
may be quite surprised at how close the
suggestions are! | know | was, It has
advised me to pursue a literary or crea:
tive career - exactly the type of career I'm
pursuing! Some may say that this makes
the program a waste of time but I dis-
agree - it was an interesting hour spent
answering the questions. Also, the re-
sults in programs such as these always
malke for a good read, espe-
cially when the analysis is

You save, load and read information in
three separate modes: Holidays & Special
Events, Appointments and Almanac.
Appointments mode saves by the year,
e.g. 14th April 1994, Almanac mode
saves by the date, e g. the second Satur-
day of April. You can save one special
event entry per date on the calendar and
ten appointment entries. Special events
are marked in blue print. Appointments
are marked in red.

Other options available are Print, Month

Printer

Optisns

January O 1994 16:03

Febreary 1394

being performed on your own 3 Hoa Tans = Fot oat
personal characteristics. AR 1 R i 5
The only drawback [ can see et el
to Aptitudes is that after tak- || 3 - : " = Hocoras
ing the test, analysing the re- 13 m :.. T et & .*-f 1
sults and printing the graphs, R R e B
the program becomes pretty “ H e onpavan| o A |
useless, [ suppose you could - = =
test friends and family and i B2
compare results - that would
be interesting! Amyway, if vou |“— . o R— L

J K e T " smy | [seas me]| | momw | [erers | [ e 'I:LI:I:"II [(199s | [ vamen |
look closely on the disk, you'll ==l nles A lg s aalas al -

lind two bonus programs
which increase the value.
THE REVENGE DOCUMENT DIS-
PLAYER 2 is a good text file displayer
and MIKE'S PERPETUAL CALEN-
DAR is a useful calendar program. These
two programs compliment Aptitudes and
altogether they make for a very good

disk.

I'M LATE, I'M LATE!

The final application program for review
in this issue’s ST Public Domain Round-
up is ST ALMANAC V2.0. This Share-
ware program [reg. $10) describes itself
as, "an easy lo use, all-purpose calendar
and planner to keep track of holidays,
special events, birthdays, appointments
and anything else you wanlt Lo keep an
up-to-date record of." Now. il your life is
as unorganised as mine, you may find ST
Almanac to be very useful indeed!

The documentation provided is very
good but, again, you don't really need it.
ST Almanac is very user-friendly with
lots of click-on selections available. You
can inerease a month or year, select or
mark a day for appointments or special
events, read about worldwide holidays or
the birthdays of famous people, ete.

Scan [shows all appointments), Year
View (shows the variety of events that
have occurred over a year - these can he
edited with a word processor] and Editor
(lets you edit the data for a particular
date in any of the three available modes).

As you can see, ST Almanac will cover
almost all of your needs for a calendar
program. Also on the disk are two auto-
boot programs which show messages
upon booting the disk. REMINDER is for
general messages. ALMAVIEW is used in
conjunction with ST Almanac - it scans
the files created by 5T Almanac and dis-
plays any special eventis scheduled for
that day.

The ST has a wonderful wealth of quali
ly application softiare! With those re-
viewed in this column you will be able to
remind yourself to print an award for a
successful aplitude lest (grin).

ROUNDUP RATINGS:

ST921 Award Maker 87%
ST713 ST Almanac 84%
ST701 Aptitudes 82%

The disks featured in this review are all available from
the Page 6 ST Library. Check the latest ST catalogue and
updates or phone 0785 213928 for further information.

ROUNDUP conducted by Stuart Murray

Mew Atari User - lssue &6

61




ROLEPLAYING

real abandoned space ships float

aimlessly through space infested

by the forces of Chaos. Only the
legendary and heavily armed Space
Marines can purge the evil forces from
these hulks.

That's the story but what about the
game? The game will be familiar to those
of vou who have played Games Workshop
games before such as Warhammer
40,000 or Warhammer. There are three
separate "chaplers” of Space Marines”
which you can choose from, they are
"Blood Angels”, "lmperial Fists”, “Ultra
Marines” and "Fluffy Bunny Feet” (I don't
think that last one is quite right. do you?
- Ed) You have at your disposal up to 5
Marines in each team lead by a Marine
Commander. You must board the space
hulks and destroy the forces of Chaos
that permeate them. The game allows
vou to choose your team and what
weapons they carry. Remember big heavy
weapons may be incredibly powerful bul
you can't move very fast with them and
vice versa with light weapons.

You can set up your commander with
his personal weapons and give him spe-
clal orders for double movement per
turn, or fire, or any number of other
options each specific to each chapter.,
You can carry more and more special
orders as you begin to complete mis-
sions. You must also equip vour marines
with such things as photon grenades,
melta grenades, targeters, combi
weapons, digital weapons and all manner
of destructive things too numerous to
mention here. Once you've fully equipped
yvour team, and you must otherwise you
can't go any further, you begin the first of
20 missions and progress to the hulk
itsell. That's were the fun really begins.

Exiting the docking claw you move your
men out and you soon discover that you
can move, fire, fight hand to hand, use a
backpack weapon, open a door, scan for
enemies and issue orders. You move your
team and issue lire orders for each man,
The firing is usually a very complicated
matter invalving immense multi-sided

Title: SPACE CRUSADE
Publisher:  Gremlin/GBH Gold
Price; £9.95

Reviewer. Nicholas Bavington

lsswe &6 - Mew Alari User

SPACE CRUSADE

dice, weapons tables
and rulers but this is
all done for you by
the computer, Select-
ing a marine will
highlight those char-
acters that he can
fire at and then the
computer takes over
and rolls the approp-
riate number of dice
for each character, It
then works out
whether the turn was
a hit or a shot into
the floor or celling.
The same thing hap-
pens when the fighting is hand to hand
where you can only fight the thing next
to you, The forces of Chaos range from
sretchins through Orks, Chaos Marines,
Soulsuckers, Androids and the formid-
able war machine, the Dreadnought.

All movement, scans, backpack
weapons, orders and door opening lakes
place on a 2 dimensional view, much like
Gauntlet. All the fight scenes take place
in a 3D isometric perspective which has
the character firing their weapon and the
hit on the charaeler being seen. This may
result in a satisfying explosion or a ka
ching as the bullet ricochets off the
armour of the enemy and vice versa. You
may move all of vour characlers and
those of the other's teams and then your
turn 1s over and its the tum of Chaos. At
this point you will see a message that
informs you of a random incident that
affects you such as one of your marines
being out of ammoeo or that Chaos has
experienced a fire frenzy. These can
sometimes can be bad or good and its
only down to luck as to whether it helps
you or not.

The missions that are available are wide
and varied with rescue, seek and destroy
and scuppering missions that kKeep you
interested for a long while. There are 20
missions available in this game and there
is a facility to load up separate mission
disks that broaden the appeal of the
game. The ability to save your teams sta-
tus after each mission is a nice leature
and the fact that you can save many
different games for each of the three
teams allows for dilferent teams with dif-
ferent missions from each of the chap-
ters.

Sound for the game is actually not too
bad. You get a nice tune while your

selecting your team and equipment and
the tune continues throughout the game.
It is varied and written well enough as to
be not too tedious. The sound eflects are
those normally associated with a game
like this, spartan gun noises and explo-
sions. The gun noises are not actually
that convincing because the same noise
is made for a small bolt pistol as for an
auto cannon. That said, the sound is
appropriate and doesn’t get on your ner-
ves as some other games do.

Graphics for the game are nice and de-
tailed and even when on the small scale
overhead view of the hulk vou can still
work out which is the commander and
the normal Marine, The game holds true
to the Games Waorkshop style of design
and graphics. The graphics hold your in-
terest and make it more interesting.
When on the 3D view you see all the
details of the marines uniform including
the insignia and battle honours.

This game scores very, very highly on
the playability and lastability stakes and
this is what you’ll probably buy the game
for. This s one game that [ am personally
going to be playing for many months (o
come. The playahbility is perhaps down to
the fact that the game draws you in and
makes you start to think like a Marine
and about what you are doing. Time
spent playing this is measured in hours
rather than minutes, there’s no such
thing as a short game of Space Crusade,
it's all or nothing! Many months from
now you'll wonder what sort of battle
strategy game you ever played belore this
came into your life.

Time for me to gel back to the game and
flush into hyperspace the evil and scurvy
forces of Chaos. It's going to be a long
time before [ tire of Space Crusade,



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!

FREE - MASTER CHESS vhen you order 3 or more cassettes

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 lo Forl Rucker, the US Army Helicopter
Training School based in the Nevada desert, your aim
Is to become the best chopper pilot this side of the
Iron curlain. A real Protector! Your mission consists
of a stretegic battle of wits between yoursell and
either another pliot or a compuler controlled RPYV

REVENGE Ii

The Mutated 90 foot high, laser spitting death
camels have rebelled against their captors the
Zzyaxians and are out for revenge! All action,
highly graphical shoot-em-up from Jetf 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 to 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 whao lerrify the population of the big
¢ities to gel the parcels through. Plan your moves fo
make some money, but don't take too long - lime is
always short. Gain an instant macho rating and be a
despatch rider with this all action simulation

180

What can we say? A great darts challenge. Elght
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 is
out of control and abouwt to blow him and his chances
of gelting back lo earth lo atoms.

INVASION

Maobilize your units and prepare for battle. This all
action space conflict requires skill, strateqy and
tactics. You must destroy the weather control
station in order 1o win the battle but every move
you make the enemy will counter, and they're
waiting for you to make just one fatal slip up

SIDEWINDER Il

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 cteil"lige. Step aboard your craft and pre-
:lretio de mankind in this all action space
as:

HENRY’S HOUSE

Litile Henry has shrunk. He must navigate his way through
the royal household to find the cure. Avoiding all the
obstacles in his path, from terrible toothbrushes, through
pestiferows parrots and chets chasing chickens, 1o a final
encounter with the viclous vampire! Acknowledged by all
reviewers as ane of the best Atari games of all time

LOS ANGELES SWAT

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

GHOSTBUSTERS

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

BOMB FUSION

A terrorist gang has planted bombs througheut
the Sellerscale Nuclear Processing Plant and you,
as ex super hero (ex after the '‘Boris Affair') have
to go in and save the plant and possibly the
Northern Hemisphere from destruction

SPEED ZONE

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

NINJA

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

MILK RACE

Cycling 1,000 miles is no mean feat - and you
could end up feeling pretly 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 he arden 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 aach of five
different worlds with four screens on each level.

It all adds up to eighty totally different playing

screens,
INCLUDES FREE GAME - CRYSTAL RAIDER

GUN LAW

Four months of bloody alien attacks have taken their

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

PANTHER

Save the last humans on Xenon before the alien
hordes turn them into Sundaz roast! Take your
ground attack ship through this 3D scrolling
mega shoot-am-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




FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY |
SHOP AND AN ORDER FORM ARE INCLUDED WITH EVERY ISSUE
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= SUPER SPECIALS

MAXWELLS DEMON

Chack out the review In lssue 49. Paul Rixon found this

SOME SUPER BARGAINS! | sttt
of game, mare in the Tetris mould than an arcade game.
L o It sure mllusr ou think :nd the price won't break you If

wou don't get fully hooked
DISK ONLY Rewmmemied price £9.95

SUPER SPECIAL JUST £1.95

MR ROBOT & HIS ROBOT FACTORY

e of the most famous of platform games that has you
jumping over fire, running n'-rar breadmills and hnmhea
climbing ladders, sliding down poles and more with
somme graat graphlcs. Master all 22 screens if you can
and then create your own for neverending fun. This is
what platform games are all about.

DISK Recommended price
ONLY £9.95 on disk

SUPER SPECIAL JUST £1.95
ZAXXON

One of the all time classics for the Atarf, Zaxxon set new
standards when first issued nn&muﬂplﬁdmﬂ

times. Pilot your craft acroas the unigue 3 ﬁmumlml
battlefield shooting enemy fuel tanks, anti-aircraft tanks
and missiles before launching off through space for the
uitimate conflict with a mighty robot - few have got this
far! Zaxxon, often copled, never bettered and MEVER at
this incredibly low price!

R CASSETTE Recommended price
YiTasTE ONLY £9.95 on cassette
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




