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HAVE YOU GOT YOURS YET?
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 Os  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.
I f  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.

DISK ONLY Price £6.95
EXCLUSIVELY FROM PAGE 6
A BRAND NEW BRITISH GAME OF THE HIGHEST QUALITY

IRANSDISKIV
NOW YOU CAN ENJOY THE PROVEN CASSETTE TO DISK

TRANSFER SYSTEM AT A SAVING OF f
1
7!Transdisk is a simple to use utility that will transfer

most cassette games to disk easily and quickly
•  Handles any type of cassette

formal
•  Allows several games on one disk
•  Handles cassettes that require 64k

memory

NEW
LOWER
PRICE!

•  Handles cassettes that load
extra levels

•  Use all available memory on
)(LAE machines

•  Full step by step instructions

NOW WITH DETAILS OF OVER 300 GAMES
SUCCESSFULLY TRANSFERRED

TRANSDISK IV IS NOW JUST E12.95
ONLY FROM PAGE 6!

Send a cheque or postal order with the order form enclosed or
lust write. Credit card orders accepted by telephone on 0785 21 3928

*  Smooth horizontal and vertical
scrolling

*  Excellent music
*  One or two players
*  Access to any level already

completed after every 4 levels
*  Level  editor to design your own

games

The following back issues of
NEW ATARI USER are still available
Issue  31 I s s u e  4 4  I s s u e  5 5
Issue  3 3  I s s u e  4 5  I s s u e  5 6
Issue  3 4  I s s u e  4 6  I s s u e  5 7
Issue  3 6  I s s u e  4 7  I s s u e  5 8
Issue  3 7  I s s u e  4 8  I s s u e  5 9
Is s ue  3 8  I s s u e  4 9  I s s u e  6 0
Issue  3 9  I s s u e  5 0  I s s u e  61
Issue  4 0  I s s u e  51 I s s u e  6 2
Issue  41 I s s u e  5 2  I s s u e  6 3
Issue  4 2  I s s u e  5 3  I s s u e  6 4
Issue  4 3  I s s u e  5 4  I s s u e  6 5

D I S K S  A R E  A V A I L A B L E
F R O M  I S S U E  1 4  O N W A R D S

BACK ISSUES are1.2.00 each in the UK (inc. post & packing).
£250 for Europe or surface mail elsewhere and E3.50
for Air Mail outside Europe. Prices include postage

ISSUE DISKS are for any 48k or 64k 8-bit Atari
Each disk is E2.95. Postage FREE in U.K.

Overseas add El per order lany number of disks)
Check latest Leaflets for any special offers

Send your order to
PAGE 6, P.O. BOX 54, STAFFORD, STIS 1DR, ENGLAND

ACCESS and VISA accepted. Telephone 0785 213928

BACK ISSUES



'The magazine
for the Dedicated

Atari User'

UK E25_00
Europe E32.00
Elsewhere (sea) E32.00
Elsewhere (Air) E42.00

Your support is needed, now!
SUBSCRIPTIONS

Annual subsc ript ion rates  (6 issues)
UK
Europe (Ai r  Mall)
Elsewhere (Surface)
Elsewhere (Air  Mail)

Overseas rates reflect 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 subcrip-
tion• Single price E2.95 per disk, Subscrip-
tion rates (6 issues)

E15.00
El TOO
E
-
I  
T
O
O

E23.00

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

SUBMISSIONS
PAGE 6 welcomes and encourages its readers to
submit, articles, programs and reviews for publi-
cation, Programs must be submitted on disk or
cassette, articles should wherever possible be
submitted as text t ies  on disk. We seek to en•
courage your participation and do not have strict
rules for submissions. If something interests you,
write a program or article and submit it!

All original articles, programs and other material
in NEW ATARI USER is copyright of the author
as credited. All uncrerlited material is  copyright
PAGE 6. Unless containing the by-line All Rights
Reserved a n y  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 o f  newsletters reproducing
material are requested to send a  copy of  the
relevant issue to the Editorial address of PAGE
5. Whilst we take whatever steps we can 10
ensure the accuracy of articles and programs and
the contents of advertisements. PAGE 6 cannot
be held liable for any errors or claims made byadvertisers.

ATARI (TM) is  a registered trademark of ATARI
CORP. A l l  references should be  s o noted.
NEW ATARI USER is an independent publication
and has no connection with Atari or with any other
company or publisher.

The next issue of
NEW ATARI USER

will be on sale 31st March
Editorial copy date is 21st February
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Issue 6 6  -  February /March 1 9 9 4

P R C o G R A I V I S
DISK DIRECTORY HEADER V.2

An i m p r o v e d  version o f  last issue's smash  h i t
SPACE CHECK

Solve th e  puzzle  o f  th e  ships
FILE SEGMENTER

Split u p  th o se  l a rg e  fi les
DISK FILE MANAGER

A ' f r o n t  e n d '  u ti l i ty fo r  yo u r  Ata r i

F E A T U R E S
SOME BASIC NOTES ON  GRAPHICS

An n  O'Dn 'sco l l  ch e cks  o u t  Gra p h i cs  9  to  15
UNDERSTANDING TEXTPRO

A n e w  tu to r i a l  series f r o m  Ia n  Fin layson
BEYOND THE WIN D OW

A l o o k  a t  h o w  scre e n  m e m o r y  is o rg a n i se d

R E V I E W S
GUARANTEED TO BLOW YOUR MIN D

Reviews o f  MINES.. IH IN X  a n d  WH OOPS 2
GEISTERSCHLOSS

Part b o a r d  g a m e ,  p a r t  c o m p u t e r  g a m e
SOFTWARE CLASSICS

A n e w  series o n  classic C lassic so f tw a re
THE BRUNDLES

The b e s t  re lease  fo r  years?
BANG! BANK! a nd  BOMBI
SPECIAL FORCES a nd BATTLE SHIPS

S T  F I L E
MAKING MUSIC 5 6
Bock to basics on Midi
GRANDAD 2 5 8
Searching for his sandwiches
PINBALL MAGIC and
THOMAS THE TANK 5 9
PD ROUNDUP 6 0
SPACE CRUSADE 6 2
Re-released at a budget price

DEPARTMENTS
EDITORIAL
NEWS
MAILBAG
DISK BONUS - ARENA
TUTORIAL TIME EXTRA
THE TIPSIER
THE CLASSIC PD ZONE
THE ACCESSORY SHOP
CONTACT

16

29

31

44

12

24

34

20

22

32

38

40
41

4
5
8

26
27
30
42
49
55

Editorial address: P.O. Box M, Stafford, ST16 1DR, ENGLAND Tel. 0785 213928
Editor & Publisher: Les Ellingham - Advertising Sandy Effingham
Printed Oy Stephens & George. Merthyr Tydfil 0685 5351 • Pape layout by PAGE 6

Compugraphic output by ALL SET Phototypesetting 0782 624183 ° o v a t io n  by Ebony 0579 47880
NEW ATARI USER is published hi .monthly on the last Thursday of the month prior to cover date



PAGE 6 PUBLISHING's E
d e : e e l / t e
a ATA R I

Issue 66
F eb ru ary/March  1994

'The  Ma ga z i ne  for
the  De di c a te d  Ata r i  Us e r '

ISSN No, 0958-7705

THE CREDITS
All of  the usual s tuf f  is on page 3 but  here are
the people who made this  issue possible,

Lea Effi ngham is going to turn over a new
leaf for 1994, be more pos it ive 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 s lop dreaming in 1994 and
get down to planning all the holidays  and
whether to have the new s wimming pool
heated
Paulet te is  going to stop dreaming for 1994
and plan her life with the new man that is
going to stick wit h her and give her every-
thing she wants
The Regular Contributors .  who provide the
backbone of  the magazine and can generally
be relied upon to conic up with good art ic les
and reviews. are

J ohn S Dav is on
Paul Rixon
Allan J. Palmer
Mark Stinson

Stuart Murray
Ian Finlayson
Nic Bavington
The Tipster

All other cont ributors  for this  issue are indi-
v idually  c redited alongs ide their art ic les  or
programs. Thanks  to everybody for sharing
their enthus iasm with other Atari users.

Ain 't  Christmas nice sometimes? This is t h e ilt st  t ime
have circu lated a  w ish  list  o f  (Ars and. su re  enough.

several presents looked about 5  Inches square in-
stead o f  being sq lt  and squkim i. Ju st  before Christ-
mas, a s a  specia l t re a t  I  had Mort, Chapin-Carpen-
ter's COME ON. COME ON wh ich  P1/12•;• done much to
get me through the end o f  last yea r and the beginning
of ib is. The pressies included Bob Dylan 's i;0 0 1 ) AS
BEEN TO YOU ta huge disappointment). 10 .000 Man-
Jac's M TV UNPLUGGED wh ich  w a s surp rising ly better
than the ir lost  studio album and The Alb ion Boners
RISE UP LIKE THE SUN ' how's that for a  rea l oldie?
fr might be 15 years o ld  but The Gresford Disaster is
st ill a  stunner, Whatever happened to John Tams?
Next u p  wa s Chris Rea's EXPRESSO LOGIC which is
one o f  those that seemed re a llyfi a i ( n ip s /  hearing
but improved and intprinseci art each p lay,  and  then
The Sate Doctors ALL THE WAY FROM TVAM wh ich  Is
brilliant. At  fi rst  1 thought i i wa s just  the some a s
their fi rst  a lbum but  after a f ro
,  p l a y s  i t  
g a i n e d  
a n

identity o f  i s  own and has been on the deck moth
longer than the others. I t s  great getting new m u sk
and it  is sn it  surprising how much It he lps to get
everything done. VI I  ever comes to pass that the
musk
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retire to Florida and, magbe. visit  Disney World  every
iveek!

The next  issu e  o f  NEW ATARI  USER cou ld  feature
YOUR a rt icle  o r p rog ram.

so SEND I T IN NOW!

PAGE 6 Maws nor what you can Jr with your Atari. NEW
(TAN  USEk has aluoys been crewed entirely with Atari

equipment. initially on the XL but more Weir with a Mega
ST and other guff who "weds Pe -
1  o r  H a i ' s !  
W i t h  
t h e

exception of the final output on a Lindstrom and the use of an
in-house repro camera for the photos and limin
g
,  e
v e r y t h i n g

is dear on the ST Hardware includes a Mega S12 "Upgraded
to a lb),  541125 Stimitor. Supra 3031b Hard M k  an Atari
Laser Printer, Citizen 1240 printer. Philips ('M883.3 monitor.
130XV. it5 5 1  disk drive, SO) disk drive, 1450 interface, NEC'
MUD printer Principal software used is Protest and Fleet
Street Publisher Mt. Other software includes Kermit, Tan..
Talk. Turbo Bask and various CalASOIN written programs on
Ike XLAE. Articles and programs submitted an N W T  disk
,are subjected to various custom written programs before
being traasferred across to the ST via T A RITALA..411 naiTiOr
editing is done with Protest and pages are laid our with I ke "
Street Publisher. A disk •eith the .
fi n i t h e d  p a g e s  
a s  
P o s t s c r i p t

files is sent to a typesetting bureau to be output on a Linotron
and, hey presto, finished pages are men: back exactly as you
vee them. I f really does work! AD that is left is to drop in the
listings and photos
-
.
Well, it's not quite as easy nr that but you get the idea!

4 I s s u e  66 - New Atari User

C'MON FOLKS!

A
s  
w
e  
b
e
g
i
n  
a  
n
e
w  
y
e
a
r  
i
t  
m
i
g
h
t  
b
e  
t
i
m
e  
t
o  
r
e
f
l
e
c
t  
o
n  
t
h
e  
c
u
r
r
e
n
t  
s
t
a
t
e  
o
f  
t
h
e

market  for the Atari Classic. There is no doubt  that  the number of users has
dropped off arid 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 c runch for
1994 wil l  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.

Let's take a look at  the folks who are support ing you at the moment .  As well as
ourselves. and The Page 6 Accessory Shop which is v ital in support ing produc t ion of
the magazine,  we have Derek Fern's  Mic ro Discount ,  Gralin Internat ional and Dean
Garraghty  Sof tware all supply ing commerc ial sof tware and other products.  This  )rear
they will be joined by ANG Software f rom Holland and KE-SOFT f rom Germany.  both
of whom wil l  be selling their own commerc ial products  direct  to the end user. I f  you
want  magazines, most ly  on disk, you can t urn to Stuart  Murray  at NOSAUG, Dean
Garraghty  Sof tware and TWAUG who are now joined by ANG Software wit h their new
diskrnag and KE-SOFT wit h a new printed magazine wit h disk. The PD scene, whic h
we int roduced to the UK and whic h at one t ime was a major support  for the magazine.
Is flooded wit h support  f rom ourselves, Stuart  Murray .  Dean Garraghty .  TWAUG and
others. On top of  this we have the Atari Classic Programmer's  Club hy ing valiant ly  to
int roduce new commerc ial software and several more in the wings t hink ing that  they
can join in.  Perhaps the only  company  not c lashing with any other, and wit h t ruly
independent  products,  is  Tiger Developments  and good luck  to 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 prov ide everyone
wit h suffi c ient  return.  One or two suppliers  are beginning to get a lit t le paranoid and
there is a certain amount  of  bitching behind the scenes as people t ry  to protect t heir
share of the market .  There have even been threats of wit hdrawal of support  for New
Atari User and rumours  of  pet it ions ask ing readers not  to subscribe.  Pathet ic or
what? Those involved are only  hastening the demise of  the Atari Classic and shoot ing
themselves in the foot.

If everyone was mak ing a fortune f ront  support ing the Atari Classic none of this
would be going on as everyone would be too busy  but  there are no fortunes to be made
in the Atari communit y .  Those of  us who have been support ing the Classic f rom the
beginning are st ill doing so out of  some k ind of love and loyalty  and just  about
scraping a liv ing.

So what 's  the message in all this? Users wil l support  those who they consider are
most import ant  to their own interests and, wit h limited funds  available, that 's  how it
should be, Commerc ial supporters  of  the Classic (and that  inc ludes User Groups)
should begin to realise that  a small market  needs to be carefully  cult ivated.  At tack ing
other supporters  wil l only  alienate those users who are loyal and wi l l  serve only  to
lessen support  for those who are at tack ing or crit ic is ing. Everyone is ent it led to
opinions  on the support  and service they receive but  to t ry and use bully  boy tactics
against  others is counter-destruct ive.

Over in the States they have a strong sense of  *community  and have talked of 'the
Atari Communit y '  for many  years. In this  count ry  we don't  t hink  too much of
c ommunit y ,  preferring to go our own ways. but  everyone reading this is linked
together by the most  remarkable t rue home computer ever made and we all need to
work  together - and that  means everyone - i f  we want  the Atari Classic to survive.
Communit ies  live together and support  each other,  let 's see if  'the Atari Communit y '
can stay together in the coming year.

E t r
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A  N E W  D I S K  M A G A Z I N E
F R O M  H O L L A N D

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 disk/nag is called THE BEST OF

POKEY 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 etc,, 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 BasW a  special by the

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 5l/4" or 31/2" standard
PC mechanism or ST drive to be connected
to an Atari 8-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 E25 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
just 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

Comtech crew, The Making of Video Games
- a series by Frankenstein and more.
Over on side B of the disk you'll find a

selection of software supporting the tex-
tfiles together with programs such as Un-
icorn, an Arkanoid clone, Spaceball, 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 E12 for 3
issues, E22 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 - WHO 427 1732.

RIGHTS TO
ZEPPELIN GAMES

Micro  Discount have announced that
they have now purchased the rights to
the Zeppelin range of Atari 8-bit
games so 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 Richardson
assures us that Rambit 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 year 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 Discount 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 ThuHby, Bourne, Lincolnshire
PEW 011B or telephone 0778 424450.

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 an

S W I F T  S P R E A D S H E E T
With very little serious software now available announcements of re-releases of quality

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. I t  retails for E12.95 on disk
with a cassette version promised at E9.95. 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, Llangelni,
Anglesey, Gwynedd LL77 7UR.

New Mari User - issue 66 5
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AMS
A M S  is now the highlight of the year for Atari Classic owners
and in 1994 you will be able to get double the enjoyment as the
organisers have added a new show in the Spring. You'll find full
details of the dates and venue elsewhere in this issue.
I f  you missed AMS 7 last November, then you missed what was

probably the best supported event for the Atari Classic owner
with most of the companies and individuals providing products
and services for the Atari in attendance. Attendance from users
was, however, down quite a lot on previous years and if  you were
one of those who didn't attend you missed a lot of fun, and a lot of
bargains. You could have picked up 800XL's for a fiver, 810 disk
drives for 1:25 and 1050 disk drives for prices lower than they
have ever been. Incredibly some of these bargains remained

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

'Delete as appropriate

Name

ORDINARY SUBSCRIPTION
Elsewhere Surface E17.00 Elsewhere Air E23.00

DISK SUBSCRIPTION
Elsewhere E42.00

ANEW
SPRING SHOW
unsold at the end of the show! You would also have had the
opportunity of meeting the folks behind ICE-SOFT from Germany
and ANG from Holland since they both made the trip across the
Channel just to meet you.
The weather for AMS 7 was appalling so maybe that was one

excuse, but make sure that you give your support for future AMS
events which are now the only national forum for the supporters
of your computer. In the next issue we will give you a rundown of
all the exhibitors of interest who will be attending the Spring
event so that you don't miss out. Finally a note to exhibitors - if
you are planning to attend the Spring AMS please tell us, and
give some details of what you will be showing, so that we can give
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 Ata ri User and we'll send you a voucher for E5 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 fu ll payment.
A ll you need to do is put your name on the subscription form below and then persuade a friend to subscribe. Photocopy the fo rm 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 subscribed are not counted as new subscribers unless the ir 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

I was introduced to NEW ATARI USER by

Subscription no

I enclose Cheque/Postal Order for E
Address  P L E A S E  MAKE PAYABLE TO PAGE 6 PUBLISHING

I wish to pay by AccessiVisaNasterCardiEurocard
Card No:

M O D Ifl EDElLEE1L1LH
E x p i r y date:E L I E

Please debit my credit card with the amount shown above
Signature
DATA PROTECTION ACT: Details of your
subscription will be held on computer please tick this
box if you DO NOT wish this to be done
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Sbarward Services Presents

pring Lf 1(.;:vo„owJ10•:L icro h o w
Radio Rally 8c Electronics Fair

SATURDAY 16 APRIL 1994
Bingley Hall, Staffordshire Showground

Weston Road, Stafford
Off the A5I8 Stafford-Uttoxeter Road

AA Signposted from Junction 14 on M6

Entrance - Adult E2 - Children under 14 Free
Advance/Fastlane Tickets - £1.50
fincludes FREE Show Guide worth 500

All formats supported, including,' IBM PC, Amiga,
Atari ST /  8 bit, Games Machines, Acorn etc etc.
Hardware, Software, Accessories, Radio, Satellite,
Media Supplies, Complete Systems, Printers etc.
Traders welcome - please contact the organisers

for details, stands from Just 130.
SHARWARD SERVICES

Upland Centre - 2 ()Nand Road - (pswich a (P4 56T
Tel - 0473 272002 F a x  - 0473 272008

For your diary -
Autumn Show fAMS81 - Saturday& November 1994



Mailbag
Last year  t h i s  year?

For your old Mailbag Editor, i t's
that difficult time of year - the
latest Issue of New Atari User has
just been published, the copy date
fo r  the first issue of 1994 is
already looming. and Christmas is
fast approaching! Although you
won't be reading this peerless
prose until the beginning o f Febru-
ary, i t has to be collated well in
advance. So apologies i f  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.O. Box 54, Stafford,
ST16 1DR
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SOFTWARE - RATINGS,
UNDISTRIBUTEDS AND A
GUIDE
An anonymous  let ter waiter f rom parts  un-
k nown (please sign your letters and in-
c lude your address on it. Mai lbag items get
separated f rom orders and other corres-
pondence) has a few interes t ing thoughts:
"Why not give precise rat ings of  the soft-

ware you test, like many  other mags do?"
I seem to remember Les c omment ing on

this  in a previous issue. When it  comes
down to it, rat ings  st ill 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  ins ight  on how he
applies a percentage scheme to his  PD
reviews. What  do others t hink?
The let ter cont inues "Over 10.000 prog-

rams  or all sorts have been writ ten since
the 8-bit  range appeared in 1979/ 80.  Each
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tunity to build up a very complete guide to
exist ing sof tware on the Atari Classic. Cif
course. this  is a t remendous and ambit ious
project but the number of  8-bit owners  In all
countries (and therefore the dif ferent  prog-
rams everyone has) could make this
possible."
I t hink  Kirk  Ruebot torn's  "A - Z of  Golden

Oldies" whic h ran in issues 50 - 55 was a
very impress ive at tempt  to document  a
great part  of  the Atari Classic commerc ial
sof tware library .  I assume the '10.000' fi -
gure quoted mus t  inc lude PD sof tware as
well.  Yes it  would be a very tnterest ing
project, but  the t ime and eneriz;  to ac tual-
ly compile such a major list  would be con-
siderable. Any  volunteers'?
And more " A s  we all know,  numerous

sof tware companies announced products
f o r  the XL IXE that very few people or no-
body saw.  Some were even writ ten but
never saw the light  of  day [or the com-
panies  feared that  the XLI XE sales figures
would not be high enough to ensure prglit•
I f  the Atari 8-bit  market  is defi nitely  lost.
why  not put  those 'lost" games out via the
PD scene?"
There have been one or two art ic les in

previous issues about  "lost" software. Can
anyone give a clear pic ture of the int rica-
cies of  copyright  and what  prevents such
software becoming available t hrough PD
channels  or other means? And how do you
seek permiss ion f rom Companies  that  no
longer exist?

SM'S BITS AND PIECES...
Regular correspondent  Sid Berry  f rom 17
Old Pond Road. Ashford.  Kent  TIN123 2QX
sent in  a let ter which jus t  missed the
deadline for the last Issue. Sid wrote that
he was due to go in to hospital for an
operat ion ". . .and may  be laid up for some
t ime af terwards  - I may  not be able to writ e
again for some t ime so wit h regard to issue
64, the fi rst comment is for Les. Mr  Effing-
ham, Top Dog. Nuntero-lino.  etc., a s  you
can see f rom the comments above I wil l  be
laid up at  home after my operat ion and
tvhile I am I would be able to check out the
art ic le on Expanding Your Atari y
- y o uwould like and this would keep me out q l
trouble wit h the lady  wile.  (We'll have to
call a close to this  subject  I 'm af raid as I
have absolutely  no idea where the unpub-
lished parts  of this  series now are
maybe returned to the original aut hor
maybe among the two van loads of s tuf f
that had to go down the t ip 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 f mrn the copy
routines not  work ing,  was  the awf ul layout .
If I wanted to use index cards I would do
so but  with all the capabilit ies of  the Atari
going to was te I decided to writ e my own

_filing system that could be used as a data-
base. This  was  quite good unt il I want ed to
store my  record collection and could not  fi t
it all in the memory  or on one disk.

As to the debate on AtariWriter+ I use this
all the time, mainly  in connection wit h
work.  I  had to produce an applicat ions list
wit h retail prices and cross references to
other manufacturers ' part  numbers  and
cost prices. I had intended to use a data-
base unt il I  found how restricted they could
be: so in desperat ion I used AW+ and
although it  is not ideal it  does al low me to
produce a good looking document  laid out
how 1 want  it. I am st ill looking for a good
database wit h fl exibility  and access to
hard drives. The fi nished document is 200
characters per line on 15 inch wide paper
so the 255 characters per scrolling line on
the At ii+ display  Is ideal to work  wit h and
with search and replace both up and down
the fi le It works  well  with the only draw-
back being memory  - even wit h 45K per fi le
It requires 20 disks to store all the data!

The problem wit h the bank switching sys-
tem on the 130XE or upgraded 800X1. is
that AW+ was  writ ten around a 128K sys-
tem and is unaware of extra memory.  I f
ever have t ime I will investigate t his f urt h-
er. As to Richard Preston's problem wi t h



the 1001123 printer I also use a Panaso-
nic, among others a 10CP1592 mult i mode
wide carriage printer,  and have constructed
wit h AW+ and the printer manual several
drivers ibr dif ferent functions. This  is easy
to do and all the instruct ions are in the
AW+ user guide.

"In reply  to B Rogers of  Southampton
have just  obtained a 850 interface very
cheaply because it had no manual or psi.' -
this works  fi ne wit h the Newbury  printer
via the serial port which can be accessed

f rom AW+ wit h the Print  R c o mma n d ,  etc.
The 850 handler is part  qf  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 I

am sorry I  have not replied to your last
letter. I  took it to work  to photocopy as I
send copies to my  brother-in-law in Port-
smouth and it  fell into the cleaning tank  in
the workshop and was  destroyed! l f  you
would like to writ e again wit h your address
I wil l  be more careful promise.

"Also in reply  to Fred Meijer,  1 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 to
pay  this way .

"And also to Dav id Bennett  f rom Coventry
- this problem wit h the 1050 drive not read-
ing enhanced disks could be a fault .  or
most often that  the head requires cleaning.
A dirt y  head wi l l  read data f rom sectors
below 720 but because of  the layout  of
tracks on the disk  those nearer the middle
are packed t ighter together. These sectors
are only used in enhanced mode and I
would suggest Dav id cleans the head and
sees i f  this solves his problem; and while
on the subject of  disk drives. i f  Mr J R Iles
has been unable to fi nd 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 y
- n e e d  b econstruct a power supply for him. I f  this
would solve his problem please contact me
at my  home address.

" A n d  afet v  words  for Mr E Macinerney • he uses uses DiskBase with SpartaDos, he can
set up a RAMdis k  to sort  in, this  is much
quicker: also, SpartaDos has a valid point /
note rout ine and can be used to copy data-
base files wit hout  losing track of  sector
pointers - unlike Dos 2.5.

"And fi nally  I wish Neil Tay lor f rom Horn-
dean. Hants  good luck with the user group.
Before moving to Kent  I lived in Portsmouth
and st ill have a Jew contacts in the area I
wi l l  contact them and make sure they are
aware of  your endeavour,"
Well Sid. 1 t rus t  that  in the weeks since

y our let ter arrived and the publicat ion of
this  Issue, you have emerged fi t  and well
f rom hospital and are on the road to recov-
ery. Thank  you for one of  your usual in-

terest ing letters. I I I  had a prize to award
for regular let t er-writ ing in terms of quan-
t ity  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 af ford a small prize for the
"Star Letter of  the Month"?

PAGE 6 WRITER
Denham Phipps f rom Bradford,  West York-
shire reports  that  he has discovered two
undoc ument ed features of Phil Cardwell's
Page 6 Writer'  (featured back In issue 501_
"Pressing CONTROL + Q gives you the

opt ion to exit  to DOS. I  haven't  tested this
thoroughly as I don't  have a disk  drive and
am us ing the cassette version. Secondly, i f
you press RESET, the computer appears to
lock up, and  all that  hard work  is lost.., but
pressing BREAK twice wil l  return you to
Page 6 Writer complete wit h your work
intact!
"While I 'm on this subject. I  wonder I f

anyone has a solut ion to a problem I have
using Page 6 Writer i t  does not  like mix ing
elongated text (especially when centred)
wit h normal text (I use a 1029 printer).
Incidentally,  i f  anyone has problems using
this program to print  using the internat ional
character set, the ans wer is simple, whi le
setting up the control characters for the
1029. ass ign to a key of  your choice the
ATASCI1 codes for the characters you want .
For instance. i f  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 ' Internat ional 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+SHIFT+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 fi nal quest ions
that  wil l  be of  interest to other users as
follows:
(I ) Is SpeedScript v3.0 any good?
(2) Will Digital Editor or anything like it be

available on cassette?
(3) Has  anyone ever heard of  the Atari

I 450XLD computer or the VCS
2600/ 5200 keyboard?

(4) Are Alternative. Harlequin,  or Fantasy
st ill producing games for the 8-bit?"

Thanks  for your t ips and comments ,  De-
nham_ Regarding your quest ions:  (1) I've
never used the product ,  but  it 's companion
SpeedCalc Ialso f rom COMPUTE!  magazine
was a good basic spreadsheet: any  com-
ments  f rom other readers? Would anyone

like to write a feature comparing dif ferent
word processors? (2) I doubt  that  you' ll see
a cassette version of Digital Editor because
it would be very Imprac t ical to consider the
loading of dif ferent fonts and Print  Shop
Icons. etc. on a regular basis f rom tape -
It's the sort  of applicat ion that  really  needs
a random access device, i.e. a disk drive;
13) back in 1983.  Atari announced their
new XL range - 600XL.  800XL,  1400XL
and 1450XL0 - you should be f amil iar
wit h the 600XL and 800XL models  as they
did enter produc t ion:  however,  alt hough
public ised (photographs appear in the July
and December 1983 issues of  ANTIC
magazine) the 1400XL and 1450XLD never
entered produc t ion!  Just  to whet  your
appetite, the specifi cat ion for the 1400XL
was 64K RAM, bui l t - in BASIC (Rev_ B).
diagnostics, programmable func t ion keys.
a bui l t - in modem and a voice synthesiser!
The 'D' suffi x on the 1450XLD indicated
that  it  had the same specifi cat ion as the
1400XL but  wit h a bui l t - in 5.25 Inch disk
drive (1050 model) and wit h an expans ion
bay space for a second drivel!  Disappoint -
ing. isn't  it? Would anyone care to cons ider
an art ic le on bui lding a pseudo-XLD
machine'?; and (4) no!

DATABASE DECISION
Mart in Andrews  f rom Derby  has "...a very
large collection of  CDs. LPs and cassettes.
which I would like to put on a database.
This wi l l  be updated once every week  or so.
Can you please point me in the right  direc-
tion as to which database would be the
most suitable.  Le. wi l l  accept possibly
thousands of  entries. is  fairly  easy to set
up and is convenient to add to and sort_ i
have got Atari Writert, Mini-Offi ce Hand
File-I t  II amongst others. but  haven't  done
much wit h them. I  don't  want  to start of f
wit h the wrong one and have to t rans fer
everything. Is there a purpose made prog-
ram in the public  domain which wi l l
already  be suitable for my needs?
Perhaps you should talk  to Sid Berry .

see his  comments  above on databases and
recording Informat ion.  This  of  course
could be the subject  of  another art ic le for
the magaz ine (hint ) - a comparison of
various database programs.  The Page 6 PD
Library  has DiskBase IDS 38).

CB OR NOT CB

Mailbag

Back in issue 64, Art hur Morris  enquired
about  us ing CB to t ransmit  Atari data.
Nick Ashby f rom Ruis l ip in Middlesex
responds:
"I ant af raid this is a no no, only  telephony

(Le. speech) is allowed to be broadcast  via
Cit izens Band (CB)."
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Mailbag

GENEALOGICAL
PROBLEMS
Nick Ashby Is also ".. .having problems
try ing to run the Genealogy program (Page
6 PD disk DS29) using double density  for-
mat ted disks. 1 was hoping that  I could
increase the dat a/ l ie capacity and
although I have t ransferred the program
and fi les to double density  disks (formatted
by My D05) us ing SpartaDOS. the program
wi l l  not run properly . "
1 suspect Nick,  t hat  the prograni's  record

handl ing rout ines.  to cater for the inser-
t ion.  amendment  and delet ion of  records.
are built  around -
s t a n d a r d "  
A t a r i  
D O S

const raints  (Le. max i mum number of sec-
tors, etc.) Wr i t i n g  the program to cater for
various  density  formats  may  have made
the operat ion too complex  - the author
may  not  have had access to a double de-
ns ity  drive. Maybe someone out  there has
developed a patch whic h can be applied to
al low Genealogy to support  a dif ferent  de-
ns it y  s t ruc t u re .

MILLE. Players
Jason Kendall f rom Bourne,  Lancashire
was pleased to see his  let ter print ed in
issue 65 and reports  that  he's already had
a reply  to his  Contac t  c olumn plea for help
wi t h Ult ima.  Now he knows that  there are
people Out there who do respond to ques-
t ions, he's got another one for us:

'I have recently been play ing a 'golden
oldie'  - M.U.L.E. f rom Electronic Arts. ThLs is
one of the few games to accommodate 4
players,  i.e. 4joys t icks  at  once. On other
s imilar games such as Dandy  Dungeons
(Page 6 PD Library  disk  731, you can control
players  I  and 3 wi t h one joyst ick and play-
ers 2 arid 4 wit h the other (much bet ter on
Dandy  Dungeons than normal 2 player
mode!). Wit h M U L E .  the 130XE only
works  on the I  or  2 player options. The
game recognises players  I ,  2 and 4 on the
start ing screen (as their 'stick' messages
light up). I  thought that  the XE had hard-
ware to enable ports 3 and 4 to be Ott
joyst icks 1 and 2 respectively. I  have tried
using the 800 Trans lator disk, but  this has
no effect. Can anyone tell me I f  a 4 port
adaptor could be made, or do I  need to
obtain an old 800?"
I t hink  the confus ion here is that  the XE

Operat ing System ac tually  maps  the
values for joyst icks 1 and 2 into the sha-
dow registers (locat ions 634 and 635) for
st icks 3 and 4, this  doesn't  mean that  It
wi l l  use those values to act as 'pseudo
joyst icks. M.U.L.E.  is  probably  writ ten to
expect responses for joyst icks 3 and 4 on
PORTB (locat ion 54017) - that 's  fine on the
800 machine,  but  the XL and XE
machines  do not have a physical PORTB,
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this locat ion is used for memory  manage-
ment  so no chance of us ing 4 players on a
130XE... unless  of  course someone knows
better?

SOLUTIONS OR NOT?
Kevin Cooke f rom Exeter in Devon has
been tempted to write following Eddie
Cous ins ' comments  last issue about  game
solut ions appearing in magazines. Kev in
notes "...Despite supply ing some of  the
hints /solut ions in the last  couple of  Tipster
columns, I  have rarely  used solut ions to
complete a game prematurely ,  as I don't
wish to was te 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. I f  you haven't  completed a game, jus t
don't  read its solut ion. On the other hand,
when you are stuck, the solut ion is there

f o r  you to use.'"

CLeaRing ERROR 9
B Rogers sends a note regarding Ian Fin-
layson's Variable Lis ter Tutorial in issue
65. lan noted that  GOTOing the rout ine a
second t ime generates a "Error 9" because
WORDS is already DIMensioned.  Mr  Ro-
gers suggests insert ing a CLR command
before WORDS is DIMens ioned so that
subsequent  calls of  the rout ine fi nd
WORDS un-DI Mens ioned and the DI M
statement  then operates wit hout  generat -
ing the Error message.

PRINTER SOLUTIONS
Another regular correspondent .  H Rogers
f rom Southampton writes  wit h some
answers to quest ions raised in issue 65:
"Jack Barnes writes  about  printer prob-

lems he is hav ing wit h a serial printer.  I t
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-
s tanding of  the implicat ions gf  using a se-
rial printer.  First.  it  should be noted that
most commerc ially  produced sof tware wil l
not recognise the printer as being present.
since the assumpt ion is often made that the
printer wil l respond to the "P:" device. Atar-
tWriter is. 1 believe, one exception to this
rule, s ince it allows  for the defi nit ion of
custom printer drivers. The solut ion is as

f ol lows  - send output to the "R:" handler
instead. Obviously,  LPRINT, LIST "P", etc.
wi l l  not work.  To fully  unders tand how to

get the printer running,  s tudy  should be
made of  the "R:" device protocols and, to a
lesser degree, the XIO command.  What f ol-
lows should serve as a warning to eager
bargain hunters. I l l s  absolutely  essent ial
that before buy ing that  "wonderful 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 Pawson wants  to k now about  printer

hinters. Since these devices are connected
either by a RS232 or Centronics Interface,
they do not need to be 'Atari compatible'.
The best place to fi nd printer buffers is to
look in magazines such as Computer Shop.
per, The one I purchased about  two years
ago has 256K RAM on board,  and cost
about  25 pounds.. Price may  be somewhat
higher at the moment  due to an (art ifi cial)
increase in RAM prices."
•I'hanks for all the inf ormat ion and sug-

gestions. Mr  R; I 'm sure our readers wil l
fi nd this  of  interest.

WHICH LIGHT GUN GAME?
Finally ,  Kevin Cooke has a quest ion:

'While looking at (Old) Atari User maga-
zine Volume 3 number 8, I noticed a game

f or  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 descript ion of  it sounds like 'Bug
Hunt '.  Can anyone tell me whether it was
re-named for release?"
Over to the Light  Gun fanatics...

And wit h that, it 's  t ime for me to get this
Mailbag column in the post. hopefully  to
meet the pre-Xmas copy date! I  look for-
ward to hearing f rom you all in 1994.  Let 's
have lots of  discussion of  all things Atari to
take us through 1994!

A DEDICATION

This year I 'd like to dedicate the column to
Don  Bell  of  Ontario, Canada.  Don has run
the excellent Bel lCom PD L ib ra ry  for the
Atari Classic since 1986. BellCorn has al-
ways  been a f riendly  and professional
operat ion. Sadly,  the level of interest in the
Atari Classic line has dropped to a point
where Don fi nds it  is no longer pract ical to
keep the BellCom Atari 8-bit PD Library
running:  and consequently the service
closed on 31st  December 1993, Thank  you
Don for your support of  the Atari Classic
and the great service you gave the Atari
8-bit  community  during the last 7 years.
Good luck in your future ventures!

A llan  J. Painter



A Happy New Year!
From A 'crazy' New Generation software

Bang! Bank! Dark Abyss Eureka Software, hardware, special otters. newsfile, A NG newsJohnny's Trouble Mines Oper. Blood etc. You will get this one every two months for free as longSaper Constructor Shit! STPlayer as you order at ANG Software. Drop a line for the first oneSpecial Forces Minx TM L Dru med it and get the latest game from ANG fo r free!

They call us 'crazy' because of:
Our incredible prices for software & hardware

We won't g ive you details about our prices in this advert,
but I can promise you that you will be  amazed! Some o f
the disk software which is b y  ANG-Sottware:

Some o f  the titles which a re  distributed by ANG:
,4dar C o n v i c t s  D r o p  It
Fred+ Mission H a n s  Moss H  umanold
Magia Krystaly M  iecze Valdgira Muff &  Draft
N eron S a p e r  T a r - l i e

And, o f  course, we  do have a  l o t  o f  c a r t r id g e s  and
h a rd wa re  like  cables, prin ter 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  commercia l game (selected b y yourself!!) and a
disk magazine with  textfi les about games, programming.
tips, mailbag etc., and, o f  course, n ice  programs to  play
with o r to use, See the preview of Issue 1 in  this New Atari
User fo r more information. You will also receive every two
months o u r catalogue fo r free!

Mega Magazine
The one and only diskmagazine for all 'freaks'. Issue 7 will

soon b e  available, again fi lled with  brilliant textfiles and
programs for those who want to get all out of their machine!

On fr e e  bi-monthly catalogue

For all Dutch and Belgium readers
Er is ooic een disk Magazine in uw eigen taal! Ondertus-

sen is reeds nummer 37 ultgekomen. Elk magazine Pevat
ongeveer 100 kilobyte tekst over programmeren, software,
hardware prolecten, handleidingen, etc. Naast deze teksten
kriigt u Demoversies van commerciele games, goede public
domain software. handige utilit ies e n  speciaa l vo o r he t
magazine geprogrammeer-de software. U  kunt ons schin-
jven. faxen o f  bellen voor verdere informatie!

A N e w  Generati on  S o ftware
Ridderkerksestraat 6 0

3114 R K  Schiedam -  Ho l l an d
Tel / FAX  + 31 -  (0 )10  4 2 7  1 7  3 2

NORTH OF SCOTLAND ATARI USERS GROUP

F U T U R A
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 Futorians and the
public domain

SEND El FOR A SAMPLE DISK OR E2 FOR A CASSETTEPRINTED COPY
FUTURA ISSUE 11 -  OUT NOW
FUTURA ISSUE 12 O U T  1st MARCH

Pr i ces: D I S K  £ 1 . 9 5  e a c h  (Ell  for  6 issue subscription)
C A S S E T T E  +  P R I N T E D  C O P Y  E 3 . 95

Back issue disks 1 - 10 are still available at only E1,50 each

NOSAUG PD
CASSETTE LIBRARY

The very best in public domain software on cassette for your Atari )(LAE
e.g. GAMES 1-4, UTILITIES, AMAZING DEMOS. MUSICAL MADNESS,

KIDS FUN. FUTURA ISSUES 1 - 10
NEW TITLES r UTILITIES 2, BEST OF ANTIC, FUTURA ISSUE 11

(Full cassette listings available with Future 11 or  by SAE)
Prices: 1  -  3 cassettes E2.95 each

4 - 6  c a s s e t te s  E 2 . 50  e a c h
7 + c a s s e t t e s  E 1 . 95  e a c h

Please make cheques:p.o.'s payable to S.J. MURRAY and send to:
NOSAUG, 71 Walker Road, Tory. Aberdeen, AB1 3DL, Scotland

NOSAUG - AN ATARI 8-BIT USER GROUP!

NORTH OF SCOTLAND ATARI USER GROUP

NOSAUG PD
D I S K  L I B R A R Y

OVER 100 DO UBLE  SIDED DISKS FE ATURI NG
THE VERY BEST IN PUBLIC DO MAI N AND

S HARE WARE  FOR Y OUR ATARI  8 -BIT
The following disks are a small selection from our listings:
UTILITIES

PAGE EDITOR V3.3 - A powerful DI P  package
SOUND MONITOR PROFESSIONAL - Amazing music program. 20tracks included
1029 UTILITIES Powerful utilities for your Atari 1029 printer
THE NOSAUG PALETTE - Nine art packages on one disk!

GAMES
TETRIS TERROR - Seven of the best Tetris clones on one disk
THE LOADED BRAIN - Concentration game with excellent animated

graphics
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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 megaderao!
EDUCATION

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

DISK MAGAZINES
INSIDE INFO - Australian disk magazine by ACE - NSW
MAGIC Americ an 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 fr  FOR NOSAUG PO CATALOGUE
PRICES: 1  -  4 di sks E1.95 each

5 - 9 di sks f1. 50 each
"  SPECI AL OFFER:  10 + disks E1.00 each "

Please make cheques,;p.o.'s payable to S.J. MURRAY and send to:
NOSAUG, 71 Walker Road. Torry, Aberdeen, AB1 3DL, Scotland

NOSAUG - AN ATARI 8-BIT USER GROUP!
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UM TUTORIAL

Some basic notes on Hi
GRAPHICSAnn O'Driscoll concludes

her series on the
Graphics modes of the
Atar i  with the modes that
are generally thought to
be available only on the
XL/XE models but are in
f a c t  available to al l

GRAPHICS 9 to 15
Graphics  9 to 15 are made up of  3 screen types: The GT1A

modes (Graphics  9 to I I )  whic h allow the use of extra colours,
two mult ic oloured text modes (Graphics 12 and 13) and two
high resolut ion 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 f rom
BASIC on the fi rst Maris ,  whic h had a CT1A chip instead. All
three screens have the same dimens ions  (80 across by 192
down),  they  do not  have text windows  and they do not  have
screen borders.

G R A P H I C S  9  uses only  1 colour but  this  can appear in 16
dif ferent  luminanc es  on the screen at the same t ime.  The
background screen colour is cont rolled by  register 4 at mem-
ory locat ion 712 and you can set it  us ing POKE 7 1 2 . 0 1 6  or
SETCOLOR 4,C,0 where "C" is the colour number (0-15) that
you want .  The luminanc e'  or last  value in the SETCOLOR
c ommand doesn't  have to be 0, but  this  value is usually
chosen as it  enables the full range of  luminances  to be shown.
Next, you use the COLOR c ommand to change the luminanc e
of this  colour so that  you can see things printed on the screen.
While the color c ommand 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.
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G R A P H I C S  1 0  uses 9 colour registers In all.  As well as the
5 "s t andard registers at memory  locat ions 708-712,  this  mode
also allows access to the 4 ext ra colour registers at locat ions
704-707 which are normally  used for player miss ile graphics.
You mus t  POKE values into locat ions 704-707 but  you may
use s E Tc o L o R or POKE to place colours in the registers at
locat ions 708-712,  The COLOR c ommand is then used to pick
a register as follows:

CO L O R 0  = locat ion 704(background)
C O L O R  1 = locat ion 705
C O L O R  2 = locat ion 706
C O L O R  3 = locat ion 707
C O L O R  4 -  locat ion 708
CO L O R 5 = locat ion 709
CO L O R 8  = locat ion 710
CO L O R 7  = locat ion 711
CO L O R =  locat ion 712

One t hing to note is that  in this  mode, memory  locat ion 704
holds the background screen colour generally  held by  register
4 (locat ion 712). Locat ion 712 acts as a "normal" colour regis-
ter in Graphics  10.

G R A P H I C S  1
1  u s e s  
1 6  
d i f f e r
e n t  
c o l
o u r
s  
w h
i c
h  
c
a
n  
a p
p e
a r

on the screen at the same time_ All of  these mus t  have the
same luminance,  whic h is cont rolled by register 4 at memory
locat ion 712.  You can set it  us ing POKE 7121  or SETCOLOR
4, 01  where "L" is the luminanc e number (0-15) that  you want .
You then use the COLOR command to select the dif ferent
colours for print ing on the screen.

A DEMONSTRATION
LI STI NG 1 is  a s imple program to show the 3 GTIA modes In

operat ion and give an idea of the range of  colours available on
these screens. The "G R A P H I C  S" letters and numbers  9, 10

1



6 4 , 2 5 5 : P O K E  7 5 2 „ 1 : '  -
G R A P H I C S  
9  T O  
I I

D E M O ":'
,5 U  6 0  1 '  " 4 . M E 1 L P E M .  C H AN G E S  C O L O U R / L U M I N A
N C E " : ?  " A C U M E N  M O U E S  T O  T H E  N E X T  M O D
L “

Z T  7 0  P O S I T I O N  2 , 2 8 : ?  " P r e s s  a n y  k e y  t o
b e g i n ”

UU 8 8  I F  P E E K C 7 6 4 3 = 2 5 5  T H E N  8 0
MO 9 0  G O T O  3 8 0
BD 9 9  R E M  - - -  D R A W  L I N E S  - - -
S I  1 0 0  F O R  N = 8  T O  1 0 : P L O T  X , N 4 Y : D R A W T O

6 , N + V : N E X Y  m :R E T U R N
OK 1 1 8  F O R  N = 0  T O  1 0 : P L O T  X , N f V ;D R A W I T O  X +

8 , N + Y : N E X T  N :R E T U R N
DM 1 2 0  F O R  N = 0  T O  1 : P L O T  N e X , 0 : D R A W T O  N I X

, 8 8 : N E X T  N :R E T U R N
UP 1 3 8  F O R  N = 0  T O  1 : P L O T  W o U , O + V :D R A W T O

4
-
H
,
y
+
4
0
:
N
E
X
T  
N
:
R
E
T
U
R
N

XX 1 4 0  F O R  N = I  T O  1 : P L O T  8 , V
4
U : D R A W T O  7 6 ,

N :R E T U R N
U V 1 4 5  F O R  N O  T O  I : P L O T  0
4
1 1 , 1 1 0 : D R A W 1 0

. 1 X , 1 5 0 :N E X T  N : R E T U R N
5K 1 4 9  RE M  - -  G . R . A . P . A . I . C . S .  L E T T E R S
SO 1 5 0  X = 8 : G O 5 U 5  1 2 0 : Y = 7 8 : G O S U O  1 1 0 : V = 0 : G

O SU B 1 0 8 : X = 7 : Y = 4 0 : G O 5 U B  1 1 0 : X = 3 : G O S U B
1 8 0 :R E T U R N

KD  1 5 5  X = 1 1 : G O S U B  1 2 0 : Y = 4 0 : G O S U B  1 1 8 : Y = 0 :
GOSU B 1 0 0 : X = 1 6 : Y = 0 : G O 5 U 8  1 3 0 : X = 1 0 : Y = 4 0
:G O S U B 1 3 0 : R E T U R N

CIF 1 6 0  X = 2 2 : G O S U B  1 2 0 : V = 0 : G O 5 U B  1 1 0 : V = 4 0 :
GOSU B 1 1 0 : X = 2 9 : G O 5 U 8  1 2 0 : R E 1 U R N

T I  1 6 5  X = 1 2 : G O 5 U B  1 2 0 : Y = 0 : G O 5 U B  1 1 0 : Y = 4 0 :
GOSU B 1 1 0 : X = 3 9 : Y = 8 : G O S U B  1 3 8 : R E T U R N

Z r  1 7 0  X = 4 2 : G O S U 5  1 2 0 : Y = 4 0 : G o s U O  1 1 0 : X = 4 9
:G O S U B 1 2 8 : R E T U R N

OH 1 7 5  X = 5 4 : G O S U B  1 2 0 : R E T U R N
VM  1 8 0  X = 5 8 ; G O 5 U B  1 2 8 : Y = 0 ; G O 5 U B  1 1 0 : y = 7 0 :

GOSU B 1 1 0 : R E T U R N

EX 1 REM

710

R EM  U SOM E B A S I C  N O T E SC u 2
MM 3 REM U o n  G r a p h i c s  9  t o  1 5  U
GT 4 R EM  U b y  A n n  W O r m s c o l l
CP 5 REM  U

(34)

UM 6 REM  U NEW A T A R I  U S E R
H E 7 REM  U J a n u a r y  1 9 9 4
F E 8 REM

(34)

REM

(51)

MO 9
F E 3 0 REM L I S T  I :  G R A P H I C S  9  T O  1 1
BE 3 2 R EM

(34)

AL 5 0 C LR :G RAPHI CS 0 : P O K E  7 1 2 . 1 4 8 : P O K E  7

REGISTER 708 REGISTER 709 REGISTER 710
00000000 (0) 00000000 (0 ) 00000000 (0)
00010101 (21) 00101010 (42) 00111111 (63)
00010001 (17) 00100010 (34) 00110011 (51)
00010001 (17) 00100010 (34) 00110011 (51)
00010001 (17) 00100010 (34) 00110011 (51)
00010001 (17) 00100010 (34) 00110011 (51)
00010001 (17) 00100010 (34) 00110011 (51)
00010101 (21) 00101010 (42) 00111111 (63)

Listing 1

C T 1 8 5  X = 6 8 : V = 7 0 : G O S 1 J O  1 1 0 : Y = 4 0 : G O S U 8  1 1 0
:V = 8 :G O S U B  1 1 8 : G O S U B  1 3 0 : X = 7 5 : V = 4 0 ; G O 5
UB 1 1 8 : R E T U R N

DU 2 9 9  R E M  - - -  G R A P H I C S  9  - - -
UB 3 0 0  G R A P H I C S  1 : S E T C O L O R  4 , 1 0 , 0
U K 3 1 0  F O R  AN 7 . 1  T O  8 : C O L O R  N N :G O S u c t  1 4 5 4 N

N n 5 :N E X T  A N
OD 1 2 0  F O R  N N = 1  T O  1 6 : C O L O R  N N :Y = 8 8 • 1 0 4 :G O

SU B 1 4 0 : N E X T  U N
SW 3 3 0  C O L O R  1 2 : X = 1 2 : Y = 1 1 0 : G O 5 U B  1 3 8 : C O L O

1 3 : Y = 1 1 0 : G O 5 U B  1 1 0 : C O L O R  1 4 : V = 1 4 8 : G O
SU B 1 1 0 : C O L O R  1 5 : X = 4 0 : G O S U B  1 4 5

CT 1 4 8  I F  P E E K ( 5 1 2 7 9 3 0 3  A N D  p r E k c 5 3 2 7 9 ) <
> 6  T H E N  1 4 8

DN 3 5 8  I F  P E E K / 5 3 2 7 9 / = 6  T H E N  4 0 0
FD 1 6 8  C O L = C O L 4 1 : I F  C O L > 1 6  T H E N  C O L = 0
OK 3 7 0  S E T C O L O R  4 , C O L , 0 : G O T O  3 4 0
RY 1 9 9  R E M  - - -  G R A P H I C S  1 0  - - -
UP 4 0 0  G R A P H I C S  1 8

KM  4 1 0  P O K E  7 0 4 , 0 : P O K E  7 0 5 , 1 1 6 : P O K E  7 8 6 , 2
4 :P O K E  7 0 7 , 1 4 8

YO 4 2 0  P O K E  7 8 8 , 6 8 : P O K E  7 8 9 , 7 2 : P O K E  7 1 0 , 8
4 :P O K E  7 1 1 , 9 6 : P O K I  7 1 2 , 1 0 4

OA 4 3 8  F O R  N N = 1  T O  8 : C O 1 O R  N N :G O S U B  1 4 5 . 0
N N 5 :V = 8 8 s N N :G O 5 U B  1 4 8 : N E X T  N M

P J  4 4 0  C O L O R  3 : F O R  N N = 1  T O  1 : 0 = 2 4 4 U N * 7 : G O
SU B 1 4 5 : N E X T  N N : X = 3 8 : Y = 1 1 8 : G O 5 U B  1 1 0 ; Y
= 1 0 8 :G O 5 U B  1 1 0

GA 4 5 0  x r  P E E K C 5 3 2 7 9 ) 0 3  A N D  P E E K C 5 3 2 7 9 “
> 6  T H E N  4 5 0

ER  4 6 8  I F  P E E K ( 5 3 2 7 9 ) = 6  T H E N  $ 8 0
WO 4 7 0  F O R  1 1 =7 0 4  T O  7 1 2 : I F  P E E K C M > 2 5 0  T M

EN  P O K E  C N ) , 8 : G O T O  4 / 0
JG 4 8 0  P O K E  M , P E E KC W ) - 0 - 2
JM  4 9 8  N E X T  0 : 6 0 T O  4 5 8
SW 4 9 9  R E M  - - -  G R A P H I C S  1 1  - - -
MK 5 8 0  G R A P H I C S  1 1 : S E T C O L O R  4 , 0 . 0
uM  5 1 0  F O R  N A = 1  T O  8 : C O L O R  N N :G O S U B  1 4 5
4 -
0

N e 5 :N E X T  M N

OF 5 2 0  F O R  1 1 1 1 =1  T O  1 6 : C O L O R  N N :Y = 8 8 - 1 U N :G O
SU B 1 4 8 :1 1 E1 4 1  M N

FM  5 3 0  F O R  111174. T O  2 : C O L O R  9 4 . 0 0 :X = 3 3 4 . 0 0 1 G
OSU B 1 4 5 :0 = 1 9 + 1 4 0 :G O S U B  1 4 5 :1 1 E1 4 1  U N

GL 5 4 0  I F  P E E K ( 5 1 2 7 9 ) ( > 3  A N D  P E E K ( 5 3 2 7 9 ) (
> 6  T H E N  5 4 8

FR  5 5 0  I F  P E E K C 5 1 2 7 9 2 = 6  T H E N  6 8 0
SP 5 6 8  L U M = L U M 4 . 1 : I F  L U M ) 1 6  T H E N  L U N = 8
I G  5 7 0  S E T C O L O R  4 , 0 , L U M : G O T O  5 4 0
GA 6 0 0  P O K E  7 6 4 , 2 5 5 : P O K E  7 5 2 , 8 : E N D

and 11 are set up us ing PLOT and DRAWTO subrout ines  and a
dif ferent  c olor/ luminanc e is chosen wit h the COLOR command
before each rout ine is called up.  The default  sett ings init iated
in LINES 300.  410-420 and 500 may  be changed if  you press
the OPTION key. whi le press ing START brings you on to the
next screen.

If you want  to take a f urt her look at the GTIA modes, a good
place to start  might  be some early  disks f rom the Page 6 Public
Domain Library .  Dis k  #16 has two drawing programs.  one in
Graphics  9 and the other in Graphics  I I .  while Disk  #2 has
some Graphics  10 demos,

continued 11='

TABLE 1
REDEFINITION OF "0" USING

DIFFERENT COLOUR REGISTERS
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List ing 2

EX MH 9 9  R E M  G O T O  5 0 01 R E M
C V 2 R E M  U  S O M E  B A S I C  N O T E S MN 1 1 9  R E M  - -  G R A P H I C S  I S  I N T R O  S C R E E N
KM 3 R E M  U  o n  G r a p h i c s  1  t o  1 5  U R E 2 0 0  G R A P H I C S  1 5 : P O K E  7 5 2 , 1 : P O K E  7 6 4 , 2 5
GT 4 R E M  U  b y  A n n  O ' D r i s c o l l 5 : N N = 0
CP REM  U AA 2 1 0  F O R  0 1 =0  T O  1 5 9  S T E P  3 : C O L O R  N N : P L O
UM 6 R E M  U  N E N  A T A R I  US E R T 7 9 , 8 : 0 8 8 1 4 1 0  0 , 7 9 : P L O T  7 9 , 1 5 1 : 0 8 0 1 1 1 0
HE 7 R E M  U  J a n u a r y  1 / 9 4 0 , 7 9 : N N = N N + 1 : I F  N N ) 3  T H E N  N N = 0
F E HU 2 2 0  N E X T M8  R E M
NO 9 R E M KL 2 3 0  ?  "  * P r e s s  M U U E U U M  f o r  G r a p h i c s
AC 3 0  R E M  I L / S T  N G  '  G R A P H I C S  1 2  + 1 2 •
BE 3 2  R E M HO 2 4 0  I F  P E E K T 5 3 2 7 1 1 0 6  T H E N  2 4 0
S I 4 8  C L R  : P O K E  1 0 6 , 1 6 0 D I M  M 5 ( 3 4 ) : R E S T O R LD 2 9 9  R E M  - - -  G R A P H I C S  1 2

E 5 0 : F O R  N = 1  T O  3 4 : R E A D  N : N S ( N , N ) = c m R S JIG 3 0 0  G R A P H I C S  1 2 : P O K E  7 5 2 . 1 : P O K E  1 0 6 , 0 8
( M ) N E X T  N - 1 : P O KE  7 5 6 , R A m 0 / 2 5 6

OG 50 D A T A  1 0 4 , 1 0 4 , 1 3 3 , 2 0 7 , 1 0 4 , 1 3 3 , 2 8 6 , 1 6 GA 3 1 0  P O S I T I O N  8 , 4 7  U 6 ;
-
1  2  3  
4  5  
6  
7  
8

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

9 0 " : P O S I T I O N  8 , 7 t ?  t 1 6 , 1 "1 0  2 1  3 2  4 3  5
6 8 7  9 3 "

BO 5 5  D A T A  2 0 4 , 1 4 5 , 2 0 6
•
1 3 6 , 2 0 8 , 2 4 2 3 0 , 7 0

LA' 3 2 0  ?  "  4 P r e s s  M E M .  f o r  G r a p h i c s
5 , 2 3 0 , 2 0 7 , 2 0 2 , 2 0 8 , 2 4 2 , 1 6 1 3 "

AE 6 0  Noz . t 2 8 : RAm O m M 6 * 2 5 6 : X X = U5 RTADR( M S ) , R WM 3 3 0  I F  P E E K ( 5 3 2 7 9 1 0 6  T H E N  3 3 0
AM R ) MB 3 9 9  R E M  - - -  G R A P H I C S  1 3

MO 6 5  R E S T O R E  8 0 : F O R  N =.R AM 0 + 1 6 + .8  T O  R A M S + OR 4 8 0  G R A P H I C S  1 3 : P O K E  1 0 6 , N 8
-
1 : P O K E  7 5 6

2 6 * 8 - 1 : R E A D  B : P O K E  N A T : N E X T  N , R A M 8 / 2 5 6
D P BO D A T A  0 , 2 1 , 1 7 , 1 7 , 1 7 , 1 7 , 1 7 , 2 1 CR 4 1 0  P O S I T I O N  8 , 2 : ?  U 4 5 q "1  2  3  4  5  6  7  8
OH 8 1  D A T A  0 , 1 2 , 1 2 , 1 2 , 1 2 , 1 2 , 1 2 , 6 3 9 0 " : P O S I T I O N  0 . 6 ?  1 1 6 " 1 0  2 1  3 2  4 3  5
J S 8 2  D A T A  0 , 2 1 , 1 , 1 , 2 1 , 1 6 , 1 6 , 2 1 6 8 7  9 3 "
T Z 8 3  D A T A  0 , 6 3 , 3 , 3 , 6 3 , 3 , 3 , 6 3 JO 4 2 0  P O K E  7 6 4 , 2 5 5 : E N D
1 5 8 4  D A T A  0 , 3 2 , 3 2 , 3 2 , 3 4 , 4 2 , 2 , 2 PH 4 9 9  R E M  - - -  S E T  U P  A N T I C  4
GE 85  D A TA  0 , 2 1 , 1 6 , 1 6 , 2 1 , 1 , 1 , 2 1 V Z 5 0 0  G R A P H I C S  0 : 0 1 = P E E K C 5 6 0 ) + 2 5 6 * P E E K C 5
AN 0 6  D A TA  0 , 3 2 , 3 2 , 3 2 , 4 2 , 3 4 , 3 4 , 4 2 6 1 1 :P O K E  D L + 3 , P E E K E D L + 3 1 + 2
OK 87 D A T A  0 , 4 2 , 2 , 2 , 2 , 2 , 2 , 2 AL 5 1 0  F O R  N = 6  T O  2 4 : P O K E  D L + N , P E E K C D 1

4
0 )

AD 88 D A T A  0 , 2 1 , 1 7 , 1 7 , 2 1 , 1 7 , 1 7 , 2 1 4
-
2
:
N
E
N
T  
N

OE 8 1  D A T A  0 , 6 3 , 5 1 , 5 1 , 6 3 , 3 , 3 , 3 VC 5 2 0  P O K E  1 0 6 , 0 8
-
1 : P O K E  
7 5 6 , R A M
8 / 2 5 6

C 8 1 4  R E M  e e  T A K E  T H E  R E M  A W A Y  F R O M  L I N E Z Y 5 3 0  P O S I T I O N  8 . 4 : ?  " 1  2  4  5  6  7  8  9
CM 9 5  R E M  • e  ' /  I F  Y O U R  A T A R I  C A N ' T 0 " : P O S I T I O N  8 , 7 : ?  " 1 8  2 1  3 2  4 3  5 6  8 7  9
i v 9 6  R E M  u s  A C C E S S  G R A P H I C S  1 2  T O  1 5

31110
OA 9 7  R E M  a s  D I R E C T L Y  F R O M  B A S I C LM 5 4 0  P O S I T I O N  2 , 2 0 : E N D
D L 9 8  R E M  4 4

X L / X E
GRAPHICS MODES

Graphics  12, 13,  14 and 15 are 4 modes which cannot  be
called up direct ly  f rom BASIC on the older Atari computers.  I t
Is. however,  s t ill possible to access these extra screens on the
400 / 800  machines  by us ing a lit t le programming.  and an
example of  this is given in LISTING 2.

G R A P H I C S  1 2  A N D  1 3  are mult icoloured text modes.  In
Graphics  12, each character is the same height  as a Graphics
0 character (8 scan lines) and you can fi t 40 characters across
a line of  screen. You can also fit 40 characters across the
screen in Graphics  13. except this  t ime the characters arc 16
scan lines high (double the Graphics  0 height).
You really  have to defi ne your own character set to use these

modes because, whi le each character s t ill uses 8 bytes of
memory  (I.e. fi ts on an 8x8 grid),  the computer reads the bytes
in pairs  of bits rather t han s ingly  and only  displays 1 bit  per
pair (4 per 8 line byte). The pixels are double the Graphics  0
widt h so the characters are st ill the same size. Each "bit  pair"
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specifies the colour register which the bit  uses. Wit h 4 possible
2 bit  combinat ions ,  you can therefore have 4 colours wi t hin
each character.  The combinat ions  are:

0 0  -  register 4 (locat ion 712)
0 1  = register 0 (locat ion 708)
1 0  = register 1 (locat ion 709)

1 1  = register 2 (locat ion 710) OR
register 3 (locat ion 711) if  in inverse mode.

Charac ter defi nit ion may  st ill be done on an 8 X 8 grid:  I f  a bit
is 'of f '  you put  in a 00 to select the background colour register;
If it is  o n  y o u  put  in a 01, a 10 or a 11 depending on the
colour you want .  Table I  might  t hrow some light  on how this
works.  It shows how one character - the 0 - was ac tually
redefi ned for LISTING 2 (explained below) us ing register 708
and what  the bit  pat tern would have looked like if  the same
character had been produced us ing registers 709 or 710.  The
numbers  shown in the brackets are the dec imal values whic h
are POKEd into the RAM character locat ions to produce the
chosen fi gure:  in this  case the numbers  under Register 708
were used (LINE 80).
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StereoPlus 1.Wade  E2 9 , 9 9  Zeppelin Software

Ace Of Aces E12.50
Archon E4,50
Blue Max E4.00
Caverns of Mars E 4 , 0 0
Donkey Kong E5 00
Eastern Front E4.00
Final Legacy E9.00
Gala E9.00
Jungle Hunt , E9.00

Hardware upgrade for B L  & 65130XE that doubles
the number of sound channels & can provide stereo
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 phone sockets. Upgrade is Gumby compatible.
Full instructions and demo disk supplied
MidiMaster II  E 2 5 . 0 0
Complete low cast Midi interface for the Atari Classic
range of computers. 8 track sequencer. Music players.
CZ & DX voice editors, Interface plugs into SIO chain.
Software supplied on disk.

Replay Sound Sampling System ...E25,00
Hardware cartridge that enables any 48K Atari Classic to
sampleirecord sounds which can be played through the
TV1monitor. Replay is not required to play them.
Software includes sampler, Digidrum. Digisynth and
details on how to use sounds whin your own programs.
DigiDrum Version II E 3  50

Atar i ST Soft tare
Action Service / Alpha Waves 1 Artura /Battleships /

Beyond the Ice Palace i Ellasteroids / Chicago 90 I Crack
Down Dark Fusion 1 Detlektor / Dogs of War I Eagle's

Rider Eye of Horus Future Dreams I Gambler Ghouls
'n Ghosts 1 Go-Moku 1 Renju H,A.T.E 1 Highway Patrol 2
Jumping Jackson' Krypton Egg I Leviathan' Liberator!

Mugshol! / Murder In Venice / Mystical I Operation
Neptune I Outcast Passing Shot !Phobia / Phoenix /
Pop Up/ Powerplay Quest for the Time-Bird Rally

Cross S.W.I.V. 1 SDI / Silkworm / Spherical
Spidertronic / TALI/ The Light Corridor I The Toyottes

Timeblast Trauma / Turbo Gil Tusker / Warlocks Quest
Xenon / Z-Out

f3.50 each o r  . 1  tor 11200
SrOeir $ 0 , P l e a S e  07okattet alternarWe &Vests

Please send cheques PO 1 IMO's to Gralin International, Dept
P66. 11 Shillito Road, Parkslone, Poole, Dorset SH12 2BN
P&P: UK Et E C C  • E2.50 + 10% value at goods.
NEW PRODUCT GUIDE AVAILABLE • PLEASE SEND SSAE

AN EXAMPLE

4 for £10.00
Arcade Fruit Machine!

Cavemia /Jacky WilSDn'S
Darts Challenge /Kenny

Dalglish Soccer Manager /
Les Vegas Casino Mirax
Force I Nina Commander!
Speed Ace Stack Up!
World Soccer Zybex

4,RIeso  s!..0 •%94111 .
4 ,
4 E 6
4
' 4 - 1 4

so p•aase rafwa. a t vr
,
w l i r t krCartridge Packs

Pack A: Asteroids. Pengo,
Delender, Designer Pencil,
Kaboom, Tennis & Mastertype
Save E15, now only El 2.00
Pack 13: Star Raiders, Dig
Dug, Necromancer, River
Raid, Donkey Kong Jnr.,
Robotron. 2084 & Galaxian
Save E20, now only E22.00

Other Cartridges

New 1010
Program Recorders

E12.50 each
Reconditioned 1050

Disk Drives
Includes PSU & SIO

E7000 each
occ,-4,,av bt woo hws

SEND A CONTRIBUTION!
Remember i t's your contributions th a t
keep New Atari  User alive. Whether it's
a set of mini programs like those in pre-
vious issues or a comprehensive technic-
al  article, or an arcade game we want to
be ab l e to  give other Atar i  users th e
opportunity to enjoy your work.
Look out your programs, polish them up
and send them i n!

Some basic notes on ill GRAPHICS
G R A P H I C S  1 4  A N D  1 5  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 resolut ion screens (160 x 192: or 160 x 160 wit h a
text window) which are most  suitable for drawing.  The colour
use is the same as Graphics  6 and 7 .  Graphics  14 uses
register 4 (locat ion 7121 for the background and register 0
(locat ion 708) for drawing points.  Graphics  15 uses registers 1
and 2 (locat ions 709 and 710) for points  as well.

LI STI NG 2 redefi nes the 10 number keys (0 to 9) to show
Graphics  12 and 13 in operat ion.  The int roduc tory  screen.
beginning at LINE 200,  draws  a pat tern in Graphics  15 to
show the high resolut ion of  this mode. The character set is
duplicated in RAM by the rout ine at LINES 40-60 and the new
data is POKEd into the number key locat ions by LINE 65: LINE
80 holds  the data for the new 0, LINE 81 t he data for the new
I, and so on. The characters were designed on graph paper
and the data numbers  to be poked into the specific memory
locat ions were worked out  manually .  Such a method was
adequate in this  case because there were only  10 characters
involved, but  you might  fi nd it  handier to use a font editor if
you were planning on redefi ning the full character set. Steve
Lakey's Font  and Display  Editor on New Atari User Issue Disk

Oean Pr:arraghty goftware
Ft:pr. i t t e i r i  1 1 E 1 - / X
-
E  S o f t t o c t s
-
I

PD Library s Commen2ial Software Publishing * Magazine Publishing *New &
Used Hardware & Software * SoftwareMardware bought, sold, & exchanged

NEW ITEMS A l i e n  B l a s t  -
.A  n e w  
v e r s i o n  
c r  
S p a c
e  
I n v a
d e r s  
f o
r  
h g
h t  
g
u
n

users. Requires any XUXE (64k c mere) and a t ip  gin
Disk - E4.96 Rambil Turbo Tape - E625

T u r b o  L o a d  K i t s  - lye row sell Rarnbit turbo bad kits for 10Ib and XC12 data recorders.
Comes with seder in kf renth fittN inse=l0n5:. arip COaYerSiM software on tape. The Ronk)/ hebo loatle•
wil allow you to load conyerie4 tapes 6 Ines taster than a stardard data reoorder Lots of ready oomened
laces are ayailatike, incluilnp 5 lion
- D O S .  K i t  
p r i c e :  
E l  
3  
I n c .  
p & p .  
O r ,  
l e t  
u s  
fi t  
o n
e  
t o
r  
y o
u .  
S e
n d  
y o
u r

1010 or XC12 wtth E19,50 arid we it send your data recorder back Turbo charged!
R a m b i t  T a p e  U s e r s  -  We nwo ha.re the new PPP garre Bomb' on Turbo :ape forma:.

Price: E5.25, Or, brjya along with Rubber Ball Glaggs a n o  Miresweeper for lisst E15•95
*  R D .  o n  R a m b l t  a n d  S t a n d a r d  l o a d  t a p e  '

We ha* have Saha RD, available on standard and turbo load formats. Wrde for Catabaue
AR prices quoted kvkine  first class P&P Fo r a fuller sating o f  Our products, see our art ,
r7New Atari User Issuer 64. o r send 2 x 1.9p stamps tor our tree 25 page c a t a
,
o g u e . O t h e r

countries t•ond 3 laternAtronal Reply Coupons.

M.S., 62 THOMSON AVE, BALBY, DONCASTER, DN4 ONLT, ENGLAND
Phone:10302) 855026 International: +44•302.855-026

continued
#58 is an easy to use editor program whic h 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
X L / X E  SCREEN

The last  few lines of lis t ing 2 show how you can set up your
own Graphics  12 screen by amending the pre-programmed
display list for Graphics  O. In a display  list ins t ruc t ion byte,
the number  "2" means  show a Graphics  0 line and "4" means
show a Graphics  12 line.  These are called Ant ic  mode num-
bers. The numbers  for the other XL/ XE screens are 5
(Graphics 13), 12 (Graphics  141 and 14 (Graphics  151. LINES
500-510 set up a Graphics  0 screen, fi nd out  where the display
lis t  starts and replace most  of  the 2s wit h 4s, the last few lines
were left in Graphics  0 so that  the -
R e a d y "  p r o m p t  
w o u l d  
b e

displayed normally  when the program ended, LINE 530 print s
out  the numbers  in Graphics  12. The only  dif ference between
this line and LINE 310 is that  the 46 is gone: This  is because
the c omput er thinks  it  is s t ill work ing in Graphics  O. Finally .
you mus t  take the REM away f rom LINE 99 (thus bypass ing
the lines which call up Graphics  15, 12 and 13 direct ly) to
bring this  section of  the lis t ing into operat ion.  •
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seen that  in many  cases the direc tory  contains a head-
er of  some f orm giv ing details like a t it le.  version. date.

etc. Such a header could be writ t en to a newly  format ted disk
by us ing a disk  sector editor but  this  can be confus ing and
t ime consuming.  since it  mus t  always be remembered how a
disk  stores its data. I n order to overcome these problems  in a
user f riendly  way. "Dis k  Direc tory  Header" was born_
Disk  Direc tory  Header can create a header consis t ing of up to

eight  lines.  completely  fi ning the fi rst  direc tory  sector if  re-
quired where each line can consist  of  up to eleven characters.
the normal fi le name length.

Disk  Direc tory  Header V. 2 prov ides nine s tandard headers
whic h can be selected f rom the main menu as well as al lowing
you to create a cus tom designed header.

THE SCREEN
The top sect ion of  the screen comprises of  the t it le. The

cent ral and the lower sections comprise the main work ing part
of the screen.

USING THE
DIRECTORY HEADER

When Disk  Direc tory  Header is fi rst  run.  the centre sect ion
contains a menu and a p romp t  To select one of  the nine
s tandard headers.  press the appropriate number key, t he
menu wil l  be erased and the chosen header printed in its place
on the left s ide of  the screen. I f  the chosen header requires  a
date then this  wil l  be requested before prompt ing for the
f ormat t ing details.
As a part  of  the main menu,  the bot tom line of  the screen

contains  a small two opt ion menu,  as a reminder,  t hat  at any
t ime START can be used to cycle t hrough the background
colours whils t  SELECT is used to reset the colour back to blue.
If a cus tom designed header is selected f rom the menu,  the

menu is again erased and the necessary details printed to
enable its const ruc t ion.  As each line is entered,  it  is printed to
the screen and a menu is  displayed on the bot tom line.  Select
"N" to cont inue and enter the next line.  -
P "  t o  e x i t  e a r l y  
a n d  t o
prepare the disk  or ESCAPE to exit back  to the menu.  I f  and
when an eighth line is entered. the 'N/ P/ ESCAPE'  menu is
bypassed and cont rol is passed direc t ly  to the 'Prepare disk'
section.

16 I s s u e  66 - New Atari U501

HEAD
PREPARE DISK

This  section is entered after a header is completed and RE-
TURN pressed, ESCAPE wil l  exit back to the menu.
Prepare disk allows a disk  to be first format ted in either s ingle

or enhanced density, ESCAPE again is used to exit. "S" is
pressed to select s ingle density or "E" is pressed for enhanced
density. Af ter selecting, 'CAUTION' is displayed on screen re-
quir ing "Y" to be pressed to cont inue.  Any other key wil l ret urn
back to the prev ious stage to select the format  density.
Upon press ing -
Y " ,  t h e  
d i s k  
w h i c
h  
i s  
c u r r
e n t l
y  
i
n  
d r
i v
e  
#
1  
i
s

format ted and the header writ t en into the directory.  Af ter this.
the disk 's  directory  is read and printed to the right  hand side
of the screen to confi rm its presence.
Once the header has been writ t en and the direc tory  display-

ed, the opt ion to write the DOSSYS fi le is given. Upon press ing
-
Y
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fi le writ t en to the disk and locked. The disk's directory is then
once again read and displayed.

Regardless whether or not  the DOS.SYS fi le has been writ t en
to the disk, the opt ion to prepare another disk wit h the same
header is presented. Pressing "Y" wil l  allow the format  density
for this  disk to be selected. Any  other key will exit back to the
menu.

MODIFYING THE
STANDARD HEADERS

Naturally  the s tandard bui l t - in headers wil l need to be amen-
ded to incorporate the users name rather than my  own name.
The s tandard headers are stored at the end of the lis t ing in the
form of  basic DATA.  When modify ing the headers, the s ingle
line format  mus t  be maintained due to the way that  the
program selects the various headers. Each set of  header DATA
terminates  wit h the c h a r a c t e r  which is most probably  the
least likely  character required for a header.  It can be used
wit hin a line of characters but  mus t  not  be used alone. The



,

limit at ion of  a max imum of  eight lines where each line com-
prises of  a max imum of  eleven characters  mus t  also be main-
tained. The main menu should also he modifi ed to refl ect the
changes made.
If a modifi ed header needs a date, then its pos it ion mus t  be

considered so that  the details  can be printed wi t h in the header
on screen and for inc lus ion into the s t ring for writ ing into the
first direc tory  sector of  the disk. For this  reason it  may  prove
more convenient  to leave the date pos it ion where It is and to
s imply  modify  the header around it.

TECHNICAL DETAILS
A VBI rout ine is used to control the background colour

cycling, to disable the at t ract  mode and to disable the
CONTROL-I  s top-s tart  toggle. I t  also provides an opt ional
keyboard lock to ensure that  only  the normal uppercase char-
acter set ASCII  codes can be used when select ing f rom the
menus .  This  part  of  the VBI cancels any accidental operat ion
of  the respect ive two keys. The keyboard lock is disabled when
the cus tom designed header is selected to enable the use of all
characters_
AU text eras ing is achieved by us ing a machine code rout ine

whic h defaults  to eras ing the lower section of the screen only,
unless otherwise set up.
The cursor used wit hin the data ent ry  section is 'player zero',

its colour is also controlled by  the VBI according to the back-
ground colour.  A small machine code rout ine is used to ensure
that  the player zero st ripe is clear before the cursor is defi ned.
A small mac hine code rout ine is used to access the internal

rout ines  enabling data to be writ t en to the disk.
A cus tom display  list enables the use of  a mixed mode text

screen.
The machine code rout ines  are stored in the form of  relocat-

able machine code strings. The display list  is also stored as a
relocatable st ring,  the st rings being direct ly  defined to elimin-
ate init ial is ing t ime caused by the loading of data.

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
original a new, easier to use,
version arrived and we make
no apologies for so quickly
presenting Version 2 of  this
great util ity

DISK DIRECTORY HEADER V. 2
GX 1  R E H
OK 2  R E M  1  I H E  D I S K  DI RE CTO RY  HE ADE R
SU 3  R E M  1  V e r s . o n  I I
OA 4  R E M  1  H r i t t e n  h y  J o h n  F o 5 k e t t
TU  5  R E M  1
VN  6  R E M  j P u h i l s h e d  b y  N e w  A t a r i  U s e r
V J  7  R E M  i  J a n u a r y  1 9 9 4
GU 8  R E M
NO 9  R E M

KA 1 0  N 0 = 0 : G R A P H I C 5  N O : N I G = 1 6 : P O K F  N 1 5 , 6 4
:P O KE  5 3 1 ? 4 , 6 4 : P O K E  5 5 9 , 1 4 0 :P O K E  7 1 2
•
N 0
:G O SU 8  1 4 6 0

I C  8 8  R E M
RH / 0  R E M
OZ 1 0 0  E X I I
-
N 8 : N U M = 0
0 : 6 0 5 1 1 0  
1 2
8 0

RH 1 1 0  G O S U B  8 4 0 : K E V - 7 4 (
-
4 8 : I F  K E Y ( N O  
O R  
K C

'
,
O
N
,  
T
H
E
N 
1
1
0

UH 1 2 0  I = U 5 R ( A D R ( E S ) , N 3 . 1 8 ) : I F  KC Y =1 4 0  T H E
N G O S O 8  3 3 8 : G O T O  4 5 8

ICJ 1 3 0  GO5 0 1 1  0 7 0 : I F  E X I T = N 1  T H E N  1 8 0
OO 1 4 0  G O T O  4 8 0
LD I b u  R E M

BB 1 6 8  R E M  E l fi l l i M E M I I M M I l l
HK 1 7 0  O P E N  H N I , N 4 . 1 4 0 , " K : " : 1 8 = “  -
: I S C M X ) =”  " :

1
S t
N 2
) = I
S :
1 5
= ” 1
P =
N O
: G
O T
O  
2
6
0

GK 1 8 0  P O K E  7 6 4 , 2 5 5 : G E T  U N 1 , K : I F  K=1 4 1 5 5  T
HEN I F  r s o - •  T H E N  CLO S E  W N1 :P O KE  5 3 2 4
8 , NO :RE TURN

LM  1 9 0  I F  K = N I 5 5  T H E N  1 0 0
MZ 2 0 0  I F  K = N 2 7  T H E N  C L O S E  U N i : P O K E  5 3 2 4 8

• N O ! G O T O  2 9 8
WM 2 1 8  I F  K > 2 6  A N D  K ( 3 2  O R  K > 1 2 4  A N D  K ( 1 2

8  O R  K ) N 1 5 5  A N D  K ( 1 6 0  O R  K = 2 5 4  O R  K = 2 5
5  T H E N  2 5 0

P r  m  e n u  a n d  S e l .  t -

c o n t in u e d  0
-
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DISK DIRECTORY HEADER V. 2

I I

FL 2 2 8  I F  8 8 8 = 8 1  A N D  C K < 4 8  O R K ) 5 7 1  T H E N
2 5 0

JO 2 3 0  I F  P <MAX  T H E N  P = P + 8 1 : P O 5 I T I O N
C H R S C K 1 : I 5 I P , P ) = C H R 5 C K I

RN 2 4 8  I F  P =MAX  T H E N  P O S I T I O N  1 1 4
-
P
-
8 1 ,
0
7 ?

C H R 5 ( K ) : I 5 ( M A X , M A X ) = C H R 5 C K )
EV 2 5 0  I F  K = 1 2 5  A N D  P 5 8 8  T H E N  I S ( P , P 3 = "  "

: I S ( P ) : P = 1
1 -
8 1 : P O S I T I
O N  
H I F P
, V : ?

AK 2 6 8  P O KE  5 3 2 4 8 , 4 8 . . 8 6 8 4 4 P * 8 4 + C p 0 M A X ) * *
4

PF 2 7 0  G O TO  1 8 8
CO '7 8 8  RE M  x i  P O
-  O r  P O P /
P O P
VD 2 , 8  I F  KEY=118 T H E N  P O P
I O  3 0 0  P O P  ; G O T °  1 8 8
KX 3 1 8  RE M
T i  3 2 8  R E M  C u s t o m    L o o .
AX 3 3 0  P O S I T I O N  8 2 , 8 3 : ?  "CUS TO M  H E A D E R " : 5

E C5 =" " : 5 E C 5 C 8 1 2 8 5 = "  " : 5 E C 5 ( 8 2 ) = S E C 5 : 1
I NE = N0 : P 6 / 4 = 8 0 : P 7 0 2 = 6 4

J Z 3 4 0  I = U S R ( A D R C E 5 ) ) : L I N E = L I N E # 8 1 : P O S I T I
ON 8 2 , 8 1 4 i ?  " E N T E R  L I M E  " ; L I N E : , " : "

Fto 3 5 8  ?  " I d :
,
4 4 4 4 . 4    
" :
?  
" 4 E
I G H
T  
L

I NE S  MAX I MUM E S C A P E  E X I T "
DM 3 6 8  M A X = 8 1 1 : 8 = 8 1 4 : P O K E  5 1 1 , 8 1 : P O K E  6 9 4

, P 6 9 4 :P O KE  7 8 2 , P 7 8 2 1 G 0 5 0 6  1 7 8 : P 6 9 4 = P E E
K ( 6 9 4 ) : P 7 8 2 = P E E K ( 7 8 2 ) : P O K E  5 9 1 , 8 0

RP 3 7 0  J = L I N E 8 8 1 6
-
8 1 5 : S E C S I E J 3 = "
6 . 6 6 0 " : S E C

$( J 4 8 5 ) = I 5
mm 3 8 8  P O S I T I O N  8 2 , 8 3 4 L I N E : ?  L I N E ; " :  " U S

I F  L I N E = 8 8  T H E N  RE TURN
ZJ  3 9 8  I = U S R ( A D R ( E 5 ) ) : P 0 5 I T I O N  8 1 , 8 1 9 : 7

M O M S  E X I T  M a t M  NE X T L I N E  M W M  P RE P ARE

CF 4:118 G 0 3 H 8  8 4 0 : I F  K = 8 2 7  T H E N  P O P  : G O TO
l e e

OP 4 1 8  I F  K = 7 8  T H E N  3 4 8
WH 4 2 0  I F  K = 8 0  TH E N  RE TURN
MT 4 3 0  G O TO  4 8 8
KK 4 4 0  R E M
CM 4 5 0  I F  L I N E < N e  TH E N  J = C L I N E * 8 1 6
.
0
.
8 1 ) : S E

C5 ( J )  = " , "  : SECS C8128) 17-"Ir• : SECS ( J + N 1 )  =SE
C$C J )

L I  4 6 0  R E M
VS 4 7 0  R E M
JC 4 8 8  / = U S R ( A D R I E 5 1 3 : P O S I T I O N  8 2 , 8 1 4 : 7

PREPARE D I S K " : D 5 = 8 8
MU 4 9 e  -2
, 
" 4 S E
L E C T  
D E
N S
I T
Y  
T
O  
F O
R M
A T
: "
: ?

44MP41RM E X I T  M U M  ENHANCED M O M  S I N G LE

B l a nk  Cm )  R e m a i n i n -  S E C

S e l e c t  F o r m a t  D e n s i t

REM E I N E E I K E T E M I

TA 5 8 8  G O 5 U8  0 4 0 : I F  K = 8 2 7  TH E N  1 8 8
VH 5 1 8  I F  K = 8 3  T H E N  P R E P = 8 0 : P R E P 5 = " 5
,
I N G L E

":G O TO  5 5 8
SY 5 2 8  I F  K = 6 9  T H E N  P RE P = NI : P RE P 5 = "E 8 HANC

ED":G O TO  5 5 0
ME 5 3 0  G O TO  5 8 0
P8 5 4 0  R E M
RC 5 5 0  I = U 5 R ( A D R C E S ) 1 : P O S I T I O N  8 2 , 8 1 4 : ?

NOOMUMMO P RE P ARE  D I 5 K 4 " ; ?  P R E P S ; "  DE N
S h y  S E LE CTE D

ZC 5 6 0  ?  " 4 4 P R E 5 5  MO M T O  P RE P ARE  D I S K  I N
DRI VE  I " ;

Zo 5 7 e  G 0 5 8 8  8 4 8 : I F  K 0 8 3  THE M  4 8 0
UF 5 8 0  I = U S R ( A D R C E S ) ) : P O S I T I O N  8 2 , N 1 4 : ?  -

PREPARING D I S K  I N  D R I V E  NUMBE R

I .

118 5 9 0  ?  " 4 FO R M A TTI N G  D I S K  I N  " ; P R E P $ ; "  D
E N S I T Y " : ?  " W R I T I N G  W I T H  V E R I F Y 4 " : ?  P14$
:8 E RI FY =P E E K(1 1 1 1 1 3 ) :P O KE  8 1 9 1 3 , 8 7

142 6 0 0  I F  P R E P = 8 8  TH E N  X / 0  2 5 3 , 1 ; 8 1 , 8 8 , 8 8 ,

BB 6 1 0  I F  P R E P = 1  TH E N  X I O  2 5 4 , U N 1 , 8 0 , 8 0 .
-
UM 6 2 8
8 0  6 3 0  O U F = A O R ( S E C 5 ) : 8 / = I 8 T ( O H F / 8 2 5 6 ) : L O =

B U F - 8 I * 8 2 5 6

LW 6 4 0  P O KE  7 6 5 O i 1 : P O K E  7 7 8 , 8 7 : P O K E  7 7 2 , L
0:PO KE 7 7 3 0 : I : P O K E  7 7 8 , 1 8 5 : P O K E  7 7 9 , 8 1
: I = H 5 R ( A D R ( 8 1 1 5 ) )

SR 6 5 8  / = 8 S R C A D R ( E S ) , 8 1 6 , 8 4 / : P 0 5 1 T I O N  8 2 ,
1416:? " D I S K  FO RMATTE D A N D  HE ADE R M R I T T
E N " : 6 0 5 U 8  7 9 8

5M 6 6 0  RE M
TJ  6 7 0  P O S I T I O N  8 2 , 8 1 9 : ?  "P RE S S  MUM TO  WR

I T E  DO S . S Y S  F I L E
-
: G O S U B  
8 4 0 : I F  
K < > 0
9  
I

HEN 7 2 8
BP 6 8 8  RE M
0 5  6 / 8  0 5 = 8 1 : I = U S R C A D R ( E 5 ) , 1 4 3 , 8 1 8 , 0 1 2 0 , 3 7 )

: I = U 5 R ( A D R I E S ) , 8 1 6 , 8 4 ) : P O S I T I O N  8 2 , 8 1 6
:? " W R I T I N G  0 0 5 . S Y S  W I T H  8 E R I F Y 4 4 "

GM 7 8 0  ?  P HI S :oP E n 1 4 8 1 , 8 8 , 8 8 , 0 : D O S . S Y 5 : C
LOSE 8 1 8 1 : X I O  3 5 , 1 1 8 1 , 8 8 , 8 8 , " D : 0 0 5 - 5 Y 5
-
:
GOSUB 7 9 8

VP 7 1 8  RE M
UF 7 2 8  P O KE  8 1 5 1 3 , V E R I F V : I = 8 5 R ( A D R ( E 5 ) ) : P

0 5 I T I O N  8 2 , 8 1 4 : 7  " D I S K  P RE P ARE D I N  D R I
VE 1 4 "

CU 7 3 8  ?  P R E P S ; "  D E N S I T Y  W I T H " ; : i f  0 5 = 8 0
THEN ?  " O U T " ;

OF 7 4 8  ?  "  D 0 5 . S Y S " : ?  " 4 4 P R E 5 5  M M .  TO  P RE
PARE ANO THE R D I S K "

8 f  7 5 0  GOSUB 8 4 8 : I 1  s c O e s  TH E N  G O TO  1 8 0
CC 7 6 0  I = 8 S R C A D R C E 5 ) , 8 3 0 8 1 1 , 8 2 0 , 3 7 1 : G O T O

4 8 8
L8  7 7 0  RE M
ZM 7 8 0  RE M

PM
PO
OT
MF

8 / 0

9ze
URN
93e
-
9
4
8

950
9 6 8

W r i t e  ,
0 5 , S
Y S  
C V
)  
?
W
r i
t
e  
D
0
5
.
S
Y
S

D i s k  P r e • a r e d

P r i n t  D i s k  D i r e C t O r
RX 7 5 0  P O KE  8 2 , 8 2 0 : P O S I T I O N  8 2 0 , 8 3 : ?  " D I 5

K D I R E C TO R Y " : 0 P E N  8 4 4 1 , 1 1 6 , 1 4 8 , "0 : * . m "
OLI 8 0 0  I N P U T  U N I ; 4 1 5 : ?  M 5 : I F  M $ ( 8 1 , 8 1 ) ( 5 " *

"  THE M CLO S E  UM I : P O KE  0 2 , 8 2 : R E T U R N
OH 8 1 8  GOTO e e e
LE 8 2 8  RE M
L8 e3e REM immummmm.
MG 8 4 8  P O KE  7 6 4 , 2 5 5 0 P E 8  U N I . 8 4 , 8 e , " K : " : G

ET U N 1 , K : C L O S E  U H L: R E TU R N
LW 8 5 8  R E M
HF 8 6 8  RE M
AD 8 7 0  P O KE  5 9 1 , 8 8 : 1 = N 8 : P 0 5 I T I O N  8 5 , 1 1 3 : ?

"HE ADE R: " : K E Y : R E S T O R E  K E Y 8 8 2 0
-
8 2 8 4
-
1 6 5

8
EO 8 8 8  RE AD 8 5 : / f  8 5 0 " 6 "  TH E N  S E C S C I A M I 6

4
-
8
1
)
=
"
6
.
1
P
6
4
7
"
;
S
E
C
S
(
I
A
N
1
6
4
8
6
)
=
1
1
5
:
P
O
S
I
T
I
O

8 4 , 8 4 4 I : ?  8 5 : I = I 4 N I : G O T O  8 8 0
XM I F  KE Y < N4  TH E M  1 1 5 8

/ 0 0DO R E M
l i e  1 1WY P O S I T I O N  2 , 8 1 9 : ?  MIES

HS G O S U O  8 4 0 : I F  K = 8 2 7  TH E N  E X I T = 1 : R E T

P r i n t  S t a n d a r d  H e a d e r s

I F  K=8 1 . 5 5  TH E N  9 6 8
GOTO / 2 0
REM K E I M I L I Z E T I E .
I = U S R E A D R E E 5 I I : P 0 5 I T I O N  8 2 , 8 1 4 : ? •

PLEASE E N TE R  T H E  F O L L O W I N G : ?  " 4 4 4 4 E N T
ER NUME RAL5  O N L Y )  • E N E M .  E X I T t t t t "
978  I F  K E Y 5 8 3  AND  K E Y ( 8 8  TH E N  1 0 6 0
/ 8 8  RE M N R I E E Z E I E C M

DU
GM
FW 9 9 8  M A X = 8 2 : 1 1 = 2 4 : N U M = 8 1 : ?  " E N TE R  MO NTH:

1 t o  1 2  5 4
- -
"

BN 1 0 0 8  G 0 5 8 8  1 7 0 : M T H = V A L ( I 5 ) : I F  1 I TH ( 8 1  0
R M T H > I 2  T H E N  P O S I T I O N  2 4 , 8 1 6 : ?  "  " : G
OTO 1 6 0 0

50 1 9 1 8  RE S TO RE  1 2 5 0 : F O R  I = N 1  TO  p r m e E e e
MTHS:NEXT I : I F  K E Y = 8 8  THE N X = 7 1 : P O S I T

I O N 8 5 0 4 8
RC 1 8 2 0  I F  K E Y = N 9  TH E N  I = 8 7 : P O S I T I O N  8 5 , 8

F8  1 8 3 0  MS =MTH5:G O S UB 1 2 3 0
GR 1 9 4 0  R E M
L i  1 0 5 0  I = 8 5 1 1 ( A D R ( E 5 ) , M 1 5 , 8 4 )
GA 1 8 6 8  M A X = 8 4 : 8 = 1 4 1 5 : N U M = I : P O 5 I T I O N  8 2 . 8 1

G et  Y e a r
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6 : ?  " E N T E R  Y E A R ;  > 4
- -
- - "

F I  1 0 7 0  GOSUO 1 7 0 : Y E A R = V A L C I S ) : I F  Y E ARC1 9
/ 4  O R  Y E A R > 2 0 4 8  TH E N  P O S I T I O N  0 1 1 5 , 8 1 6 :
? "  " : 6 0 T O  1 0 7 8

ES 1 0 8 8  I F  KE Y = N4  TH E N  I = 5 9 : P O 5 I T I O N  N 9 , 7
OR 1 0 9 0  I F  K E Y = N 5  TH E N  1 = 1 : I : P 0 S I T I O N  0 1 9 , 8

9
0 0  1 1 0 0  I F  K E Y = N 6  O R  K E Y = 7  T H E N  I = 1 0 7 : P 0 S

I T I O N  8 9 , 1 1 1 0
EV 1 1 1 0  I F  KEY. :118 TH E N  I = 7 6 : P O 5 I T I O N  N 1 0 „

118
PC 1 1 2 8  I F  KETT-119 T H E N  I = 9 2 : P O S I T I 0 N  8 1 8 ,

8 9
GS 1 1 3 0  MS =S TRS (Y E AR) :G O S UO  1 2 3 8
58  1 1 4 8  R E M
AO 1 1 5 8  1 = U 5 R ( A D R ( E S ) ) : P O S I T I O 8  8 2 , N 1 9 ) ?

MES
CK 1 1 6 8  G O SUB 8 4 0 : I 1  K 0 N 2 7  A N D  K 0 N 1 5 5  T

HEN 1 1 6 8
TD 1 1 7 0  I F  11=1127 T H E N  E X I T = N 1
WX 1 1 8 0  R E M
I N  1 1 9 0  I = L E N C S E C 5 7 4
.
8 1 : I F  I < N I Z O  
T H E N  
S E C

S C / S = "
1
1 " : S E C
S t N 1 2 8
1 = " 8 " :
5 E C S C
I 4 8 1 1 =
S E C

$( I )
AD 1 2 8 8  RE TURN
08 1 2 1 8  R E M
RK 1 2 2 8  RE M
GE 1 2 3 0  ?  M S : 5 E C S C I , I
-
N 1
4
L E N ( M S ) ) = M S : R E T U

RN
1
2
1 
1
2
4
8 
R
E
M

PE

E x i t / C o n t i n u e

B l a nk  ( e )  P e m a i n i n •

P r i n t  a n d  L o a d  S E C  D a t a

M ont hs  D a t a  ( t o r  H e a d e r )
111 1 2 5 8  D A TA  J A N , F E S , M A R , A P R , M A Y , J U N E , J U L

Y , AUG , S E P T, O CT, NO V , DE C
0 0  1 2 6 8  RE M
111 1 2 7 8  R E M
EV

M a i n M e n u
1 2 8 8  I =US RCADRCE S 1 , 1 1 1 3 , 1 8 ) :P O S I TI O N 116,
N 3 ) ?  " T H E  ME NU O F  S TANDARD 8 E ADE RS "

CY 1 2 9 0  ?  " 8 .  CUS TO M  D E 5 I 6 1 1 • ) ?  " 1 .  G E NE RA
L P R E S E N TA I O N " : 7  " 2 .  G E NE RAL FR E E  P RE S
E NTO TI O N"

LA 1 3 0 0  ?  " 3 .  S I N G L E  PROGRAM FRE E  P RE S E NT
A T I O N " : ?  " 4 .  G E NE RAL C O P Y R I G H T " : ?  " 5 .
PROTECTED PROGRAM CO P Y RI G HT"

PC 1 3 1 0  ?  " 6 .  P RO TE CTE D PROGRAM P RE S E NTAT
I O N " : ?  " 7 .  P RO TE CTE D SHAREWARE PROGRAM
" : ?  " O .  D A T E D  G E NE RAL P RE S E NTATI O N"

EA 1 3 2 8  ?  " 9 .  D A T E D  G E NE RAL F R E E  P RE S E NTA
T I O N " : ?  " 4 4 P LE A S E  S E LE CT O P T I O N :  8  t o

PK 1 4 3 8  P O S I T I O N  1 1 2 , 0 1 1 9 :? •  S TART C Y C LE  CO
LOURS C O M M  RE S E T": P O KE  5 5 9 , 5 8 : P 0
KE 7 1 2 , 1 1 8 : R E TU R N

OM 1 3 4 0  RE M
ON 1 3 5 0  RE M
RJ 1 3 6 8  TR A P  1 4 6 8 : C L O S E  1481 :P O KE  1 1 1 9 1 3 , 8 E

R/ FY : P = P E E KC1 9 5 1 : 1 1 $ = "UNS P E CI FI E D ERRO R

E r r o r  I r a -

E l  1 3 7 0  I F  P = 1 3 8  O R  P = 1 3 9  THE M  m S ="m o RE S
PONSE FRO M  D I S K  D R I V E "

EG 1 3 8 8  I f  P = I 7 3  TH E N  MS ="CANNO T FO RMAT D
I S K "

PA 1 3 9 0  I = U5 RCADRCE S 4 2 : P O KE  8 2 , N 2 : P 0 5 1 1 1 0
N 1412.1114:? "E RRO R " ; 1
1
; "  
E N C O U N T E R E
D 4 • :

? M S
1P 1 4 0 8  ?  " 4 4  RE TURN P R E P A R E  D I S K  M U M

E X I T I M "
MU 1 4 1 0  G051111 8 4 0 : I F  K=1127 TH E N  1 0 8
LH 1 4 2 8  I F  K = 8 1 5 5  TH E N  4 8 0
PO 1 4 3 0  G O TO  1 4 1 8
0 0  1 4 4 8  RE M
JP 1 4 5 0  RE M
VW 1 4 6 e  011=1:112=111+811103=11124111:114=113481:8

5 =  N 6 - 1 1 5
4
1 1 / . : 1 1 8 =
1 1 6 4 8 2 : 8
9 = 8 8 4 1 1 1
1 N 1 8

z
1
1
9
4
8
1
:
0
1
1
1
=
1
1
1
8
+
1
1
1
1
0
1
1
4
=
N
1
1
4
1
1
3

A l  1 4 7 0  N
1 5
= 8 1 4
4
1 1 1 : 8 1
9 = 8 1 5 +
1 1 4 : N 2
0 = N I V 4
N I :

I n i
t i a
l i s
e

DISK DIRECTORY HEADER V. 2

S e t - U .  P M G

P r i n  T i t l e S

He a de r  2

He a de r  3

He a de r  A

H e a de r  5

H e a de r  6

He a de r  7

He a de r

m 2 7 7 - 1 1 w 9
4
. m e :
1 1 1 2 8 = e l e
m l e : m t 5 5 .
7 . e l z e i l o 2
7 : e

e56=m16Am22m1513=1113
RD 1 4 8 0  TR A P  1 3 6 8 : P O K E  7 8 8 , 5 8 : P O K E  7 1 1 . 7 4

:MAX =N1 1 :MX =MAX 4 1 1 1 :8 =N1 6 :DI M C S C 1 7 1 , P M
$C 1 5 4 , E S ( 1 3 0 )

HR 1 4 / 8  D I M  P RE P S C8 8 1 „ 1 1 S CN1 1 1 , I S CMX ) , MS CK
2 7 ) , M E S ( 4 3 ) , S E C S ( 8 1 2 8 ) , M T H S ( N 4 ) , D H S I N S
, , V 8 I S ( 7 1 1 ) , D L S C 3 4 1

SE 1 5 8 0  S E C S "  " : S E C S C N 1 2 8 3 = "  ":S E CS C1 4 1 1 =
SECS

OS 1 5 1 8  M E S = " 1 1 Q / A = 1 .  CO NTI NUE 4  N A O R O M g .
E N I T " : P M S P I E A S E  1 4 A / T . . . . " : D L S " e p O f

e l E N / / / / 1 + 1 1 1 1 1 1 1 1 1 1 + 1 1 1 1 1 + 1 A "
11%) 1 5 2 8  E S =” 14P r ashhr t: l hh:KE I WI  r 3 . 84412hhal l E l f

c r-EW fr1212.‘eCLIK(Ne
EIMMEIMHAe01:112v

1 5  1 5 3 8  E S C 1 8 1 4 n= " 3 1 -
1
4 0 1 =
1

. •:DHS ="41  s r . "

PO 1 5 4 8  V BI S ="KI 1 , 3 / 1 . 1 1  IGIO L I A O  M o n  -  P I  0 •livr3 moo ihcumm
i p c )
4
P o
.
: c
$ =
-
h h n
N I C
I M 0
4
,
1 1 4
0 C 0
0 6 0
4 -

MM 1 5 5 8  1
= 8 0 1 4 (
1 4 L S ) :
H I = I N T
E I /
1 1 2 5 6 3
: L O = I -
H I

1 1 1 1 2 5 6
: D L S C L
E N ( D L S )
.
8 1 ) = C H
R S ( L O ) :
D L S C L E

NC141.5141111=CHRS(HI )
JA 1 5 6 8  P O KE  5 6 0 , L O : P O K E  5 6 1 , 1 1 I
SW 1 5 7 8  I = A D R C U B I S ) : H I = / N T C l / N 2 5 6 1 : L 0 = / - 1 1

14401256:POKE 5 4 2 8 6 , 1 1 8 :P 0 1 1 E  5 4 8 , L O : P O K E
5 4 9 , 8 : I : P O KE  5 4 2 8 6 , 2 5 5

RP 1 5 8 8  RE M
1A 1 5 9 8  S T= I NT1 P E E KC7 4 2 3 / 1 4 8 1 -1 1 1 :P O KE  5 4 2 7

9 , S TANO :P O KE  5 4 2 7 7 , 1 1 2 : P O KE  7 0 4 , 1 5 8
PH 1 6 0 8  I = U S R C A D R ( C S ) , S 1 * 2 8 4 8 4 1 8 2 4 1 : F O R  I

=111 T O  NEI :PO KE 5
7 4 1
2 0 4 0
4
1 2 1 5 4 1 , 8 1 5 :
N E X T

GM 1 6 1 0  R E M
KY 1 6 2 0  P O KE  7 5 2 , 0 1 1 : ?  " 8  t h e  d i s 1 0 4 4 - d i

r e c t o r y  h e a d e r " : ?  "  V E R S I O N  / 1 0 4 1
-
(
-
M M

10 f o s k e t t • R E T U R N
OP 1 6 3 0  R E M
OC 1 6 4 0  R E M  H e a d e r  1
LA 1 6 5 0  D A TA

JOHN F I ,
PA 1 6 6 0  R E M
YR 1 6 7 8  D A TA  •  , I P R E S E N T E D I A  F R

EE B Y  1 . 1 J . F O 5 K E T T 1 ,
PV 1 6 8 0  RE M
OP 1 6 9 8  D A TA  . 1  A  1 . I  P R

OGROM 1 , I P R E S E N T E D 1 , 1  F R E E  B Y  1 , 1 J . F 0 5
K E T T I ,  , e

PU 1 7 8 0  R E M
WV 1 7 1 0  D A TA  •  , I C O  P Y R I G H T I , I j . P

O S KE TT1 , 1  ( C )  I
,US 1 7 2 8  R E M

5 f  1 7 3 8  D A TA  , I P R O T E C T E D I A  P R
OGRAM 1 , 1 C O P Y R I G H T 1 , 1 J . F 0 S K E T T I , 1  C C )

•
eRO 1 7 4 8  R E M

SX 1 7 5 0  D A TA  I , I P R O
TE CTE D1 . 1  P RO G RAM 1 , I P R E S E N T E D 1 , 1 5 Y  J O
MN F I , I  ( C )  , e

SO 1 7 6 8  RE M
MG 1 7 7 8  D A T A  A P R O T E C T E D I . I S M A

REWORE1,1 PRO G RAM 1 . 4 . - - - - - - - - 4 , 1 J . F O S
K E T T I , I  C C )  1 ,  •
, eTM 1 7 8 8  RE M

AD 1 7 9 8  D A T A  •
JOHN F I ,  . 1

•
,
e

TX 1 8 8 0  R E M  H e a d e r  9
NU 1 0 1 8  D A TA

EE B Y  1 . 1 . 1 . F O S K E Z T I .
, e

A P R E S E N TE D 1 , 1 8 Y

,e

, I P R E S E N T E D I , I B Y
1
,

AP RE S E NTE D1 , 1  F R
, 1

•
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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 I've disco-
vered. the s t ream of  new and somet imes innovat ive puzzles is far f rom
dry ing up.

MINES
MI NE S  is another c lone of  the popular mine-hunt ing puzzle game

which Pt us ers  wil l  fi nd lurk ing in every copy of Microsoft  Windows.
Hav ing prev ious ly  reviewed both Ke-Soft 's Bomb and PPP's Minesweeper
I 'm wondering how to describe this  game wit hout  duplic at ing the sante
paragraph!
You are faced wit h a grid of  squares, some concealing mines thence the

t it le) and others  quite harmless.  Us ing the joyst ick as a point ing device
and depress ing the t rigger for short  or long periods you are asked to
Ident ify  the safe and dangerous  areas respectively. To reduce the guess-
work .  upt urned safe squares display a numeric  digit  which indicates the
number of  adjacent mines.  i r s  a race against the clock but  it  pays to
cons ider the logic since you are permit ted jus t  one incorrect  select ion -
any  more mis takes and your mine sweeping days are over! There are
twenty  dif ferent  grids for each of  three diffi culty  settings_ Thank s  to the
inherent  addict iveness of  Minesweeper and a competent  helping of mus ic
and graphics,  MI NE S  is a very playable game indeed. This  is the best
c lone so far.
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THINX
The Comtech Crew,  who are (apparent ly ) k nown in the world of  demo

programming,  have come up wit h a puzzle game on the theme of shif t ing
tiles_ THI NX ,  in c ommon wit h many  puzzles. involves the manipulat ion
of symbolic  squares in a confi ned area. There are five designs of  tile
linked to as t ronomy together wi t h 'special' t iles, walls  and exploding
mirrors .  Your object ive is to bring t iles wit h a s imilar appearance
together and thereby  make t hem disappear - the intent ion being to clear
a whole screen before the countdown t imer s ignals your demise. A
joyst ick  cursor is used to direct  the movement .

Sounds  too easy? Well,  nat ural ly  there has to be a complicat ion and.  in
this case, certain res t ric t ions  are imposed on the moves. The main
problem seems to be that  a t ile can only  s lide along the adjoining edges
of two or more adjacent  t iles. Special t iles can move along diagonals  too
and don' t  have to be removed, whils t  exploding mirrors  demolish the
s urrounding walls  and fl ip the pos it ion of  other tiles. You mus t  be very
careful not  to end up wit h t iles that  have no mat c hing partners.  It 's a lot
easier to play the game than explain the rules. but  the authors  have at
least at tempted the lat ter by supply ing a detailed ins t ruc t ion leaflet,
Thinx  incorporates  good graphics  and mus ic  and is one of  those games
that  seems to offer las t ing appeal.

CORE T /ME ki

Top - MINES B o t t o m  - THINX
Right - WHOOPS 2

SAPER
CONSTRUCTOR

For those keen addic ts  of Saper. A.N.G. have now
released the S A P E R CO NS TRUCTO R.  a ut il it y
that  enables you to edit  the levels of this excellent
puzzle. I t  can handle both Ke-Soft and Avalon
versions of the game and Inc ludes sixty four of  the
original levels in memory,  so that  they can be
modifi ed as required.  The editor lets you 'paint '
game features onto the levels and subsequent ly
save t hem to a datafi le or Saper disk for immediat e
play_ There's not  muc h more to be said, other t han
obviously you wil l  need Saper to make use of  the
Saper Cons t ruc tor • and yes, it 's  well wort h
having.
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WHOOPS 2
In case you want  more of the same, WHOOPS 2 is a variat ion on

the Thinx  concept. As before, the playfi eld is v iewed f rom over-
head and comprises several walls  confi gured dif ferent ly  on each
level. There are various symbols  con tamed wit hin the pla3rfield
boundaries  and your aim is to bring matching ones int o contact.
whereupon they explode and disappear.  When you push on the
joyst ick all the symbols  are propelled in the corresponding direc-
t ion and cont inue to move unt i l  they collide wit h an obst ruc t ion.
Certain symbols.  suit ably  described as 'heads', cannot  be re•
moved but  init ially  serve to assist you in the task of  steering the
others  into mat c hing groups. Later on they also become a real
nuisance!
Because there are so many  new posit ions to comprehend af ter

each move, t his  game presents a real challenge. I t  seems st raight -
forward on level one but  there are t hirt y -nine other screens to
mas ter wit h increas ingly  complicated layouts. You only  have sixty
seconds to complete each stage, but  it 's wort h t ak ing tune out  to
appreciate the nice graphics  and pleasant  background music .

These are jus t  a few of the mind bending games I've come across
in recent weeks_ Puzzle enthus ias ts  now have an extensive range
of sof tware to choose f rom - but  for me the biggest challenge is
fi nding t ime to play  them all!

MINES, WHOOPS 2. THINX and SAPER CONSTRUC-
TOR are distributed by A.N.G. Software who can be

found at Ridderkerksestraat 60, 3114 RK, Schiedam,
Netherlands - lookfor 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
• I  •v
ARTEFACT
BANG BANK
DARKNESS HOUR
DRACONUS "NOW WITH STEREO SOUND•
EUREKA
HANS KLOSS
IMAGINE
MICROX
MIDNIGHT
MIECZE VALDGIRA II
OPERATION BLOOD Joystick or UGHTGUN
SOUND TRACKER PLAYER
SPECIAL FORCES
THE BRUNDLES
THE CURSE
THINKER
ZYBEX "NOW WITH STEREO SOUND"

E5.95
E9.9.5
E5.95
E5.95
E6.99
£5.95
E5.95
E6.98
E6.95
E7.95
E7.95
E5.95
E6.95
E6.95

£15.00
E6.95
E5.95
E5.95

Th ro u g h o u t  1994 y ou wi l l  s ee lo t s  mo re
- the  F I R S T  is H U M A N O I D  1 '6 . 9 5

Watch out for future New Atari User. TWAUG and Atari Classics
reviews - that's l i t he  rev iewers can keep up with us

NEW SOFTWARE FOR RELEASE IN 1994
B A T T L E S H I P S  - I NS I DE  - S E X V E R S I  - H E L I X

N A J E M E N I C  - T A N K S  - S T E R E O  D R U M  E D I T O R
V I C K Y  - D A R K  A B Y S S  - T- 3 4  - W H E E L  O F  F O R T U N E

SEE FULL DETAILS OF THE GAMES ABOVE PLUS A WHOLE RANGE OF
HARDWARE INTERFACES AND DEVELOPMENT PROJECTS IN OUR 32
PAGE DATA-BASE CATALOGUE To  OBTAIN A COPY JUST SEND A 60p

POSTAL ORDER OR EQUIVALENT IN STAMPS

AT M U
CLACE=C2

FOR THE DEDICATED S-BIT USER!!

Covering the 400/800, XIAEAEGS
Published hi-monthly by the user community
Software-hardware: Reviews, Tutorials, Mods
Free personal ads for our paid subscribers!

Subscriptions: U.K., Europe
AIRMAIL $38 / y r

Canada Surface $301y r
U.S.A. 2nd Class $25/y r

AC Software Disk (3/yr) Worldwide $ 9 / y r
Remit in US funds only, please

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

Ben Poehland, Managing Editor
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R e v i e w

0  u r  German 8-bit  f riends at KE-Sof t  have recent ly
released an arcade adventure for the Atari ' MO M
and Light -gun.  Geisterschloss is KE-Soft 's  answer to

Crossbow by Atari Corp.
The game comes in a large orange box  with a well-drawn skull

on the f ront  cover. Ins ide you'll fi nd the game/edit or disk, an
A4 pad of  grid maps,  8 small wooden fi gures in dif ferent
colours.  12 keys (yellow t iddly -winks).  and documentat ion in
German.  Luck ily  enough,  I  also had some brief  does in English
by Kemal Ezcan himself .  However,  even wit hout  these, the
game is very s imple to follow.

In Geisterschloss you mus t  guide your character t hrough a
castle which is laid out  in a grid of up to 8 x  8 rooms. As you
travel t hrough each room you mus t  draw the castle on your
grid map and move your wooden fi gure to show your current
locat ion.  I t 's like a mix t ure between an arcade adventure and a
board-game!
Scattered t hroughout  the castle, there are a number of  boxes

containing numbers .  These numbers  form a code which wil l
al low you to exit the castle. However,  the rooms of the cast le
can contain many  dif ferent things.  There are ghosts. keys,
teleporters.  earthquakes.  etc.

PLUG IN THE GUN
Upon boot ing the game disk.  you are greeted by a t it le screen

display ing a blocky "Geisterschloss". Next up is the game
select ion menus.  Every thing is cont rolled v ia the light -gun.
You mus t  even 'shoot ' the let ters of  your name - a nice touch!
A small c ross-hair is used to target numbers  and letters.
After select ing all your game opt ions,  you mus t  'shoot' a level

to play. There are 20 castles on the disk (A-T). They begin wit h
30 rooms on level A and increase to 64 (8 x 81 on levels 1.,-T1
Next, t he main game loads f rom disk whils t  an atmospheric .

gloomy castle appears on the screen wit h a big black door.  A
good int roduc t ion to the game.
You appear as a c hunk y  character (very like the Troll in

Archon) at  the centre of the screen. There are passageways
whic h take you t hrough the castle rooms.  To exit to an adja-
cent room you mus t  shoot  the door; you wil l  then run of f  the
screen and appear in t hat  room.  It is at this  point  that  you
really  not ice the poor response of the light -gun.  At  the edges of
the screen the cross-hair becomes very "st icky" and you end
up s imply  touching the screen wit h your l ight -gun to gain a
good shot. This  becomes increas ingly  annoying!
The rooms of the castle are all drawn in block graphics.

Alt hough very colourful,  they  are not  of  a high s tandard.  There
are four dif ferent  background designs covering the 8 vert ical
levels of  the grid map.  1 call t hem Steel, Brick ,  Stone and Iron.
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Stuart Murray tests a new
game from Germany that
is part board game, part
computer game - and
requires a tight gun

As I've already ment ioned,  you mus t  fi nd the boxes which
contain the code numbers .  However,  to open a box you mus t
get a key - these can only  be at tained by defeat ing a ghost!
When you fi nd a ghost in one of the rooms (it 's the white t hing

that  looks like a deformed polo mint ! ) you mus t  shoot  it  wit h
the light -gun.  The ghost can be one of  two things - a key or a
secret door.  Whichever one it is.  you mus t  play  a game to
defeat it.
If it's a key, the game is to protect  the key as your character

travels f rom the left of  the screen to get the key at the right .  A
number  of  ghosts wil l t ry  to grab the key - shoot  t hem or loose
the game! Your character moves VERY s lowly  in this  game so
you'll have to shoot many  ghosts, and they speed up after a
while!  I f  you manage to grab the key you are returned to the
room and allowed to take a yellow t iddly -wink  to show that  you
have one key. This  is t hen placed in your name box at the top
of the grid map.

SECRET DOORS
l i t he  ghost is not  a key, it  wil l  be a secret door.  You mus t

then play  a s imilar game. except this  t ime you have to protect
your character f rom the ghosts as he tries to reach the door
handle at the right -hand side of  the screen. I f  you make it  to
the handle.  a secret door (or doors) will appear when you
ret urn to the room.
When you fi nd a box, you mus t  shoot it  to reveal the code

number.  I t  wil l  only  open if  you have a key! Writ e this  number
In the room on your grid map.
There are several other obstacles along the way. Somet imes .

when t ravelling f rom room to room. you'll get caught  in an
earthquake.  You mus t  play another l ight -gun game to gain
ent ry  to the next room.  In the earthquake game you mus t



shoot falling rocks (they look like giant  blocks of  cheese f rom 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 mus t  then shoot your way  out. This  t ime,  laser beams
appear f rom the bot tom of  the screen. These mus t  be shot
before reaching ground level or you wil l  be teleported to
another room in the castle!
Some rooms fl ip by 180 degrees as you enter the room - I

liked this  a lot: i t  is  a fun addit ion to the game which makes
t ravelling t hroughout  the castle a lit t le more challenging.
Also. In some rooms the lights  wil l go out  and you are

randomly  sent t hrough one of the doors. This  is NOT fun and
can become VERY annoy ing after you've been returned
through the same door five or six t imes!

FINDING YOUR WAY OUT
After fi nding all the keys and unloc k ing the code numbers .

you mus t  mak e your way to the castle exit (a large black circle
wi t h an "X" inside).  Here you mus t  enter the correct code by
shoot ing the numbers .  The numbers  are taken In order front
left to right  and top to bot tom on the grid map_ Af ter entering
the code, your score is displayed and the game ends.
As you can see, Geisterschloss sounds like a great new

act ion-packed game for the light -gun!  However,  before you
rus h out  for your Eurocheque or DM's.  I mus t  say that
alt hough it  sounds great, it  isn't! That 's  the problem wit h this
game - when you describe the gameplay  it  sounds like an
enhanced version of  Crossbow. Unfortunately ,  it  is not hing
more t han a poor cousin!
The garneplay is let down badly  by poor l ight -gun response.

As you get closer to the left and right  edges of  the rooms, it
becomes almost  imposs ible to shoot correct ly  wit hout  s t ick ing
y our l ight -gun about  5mm f rom the TV screen! No other
light -gun game has this  problem.
The graphics  are colourful but  they're not  up to much,  A good

descript ion is "blocky". Sound is basically  the odd click, hiss or
hum.

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

VERY fast and,  wit h the poor response f rom the light -
gun,  almost  imposs ible for younger children.  Alt hough I
personally  liked this  diffi culty  level, a range of  easier
sett ings would have been of  benefit to younger game
players.
Also, earthquakes  occur far too often! Af ter two or three

of  them they s imply  become annoy ing!  However.  I did
like the teleporter game wit h its  laser beams whic h
sound like the car f rom Pole Posit ion.
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  rock, shoot  door.
shoot laser beam, shoot  door,  etc.. etc. Sounds  boring?
It is! The board-game section is neglected and doesn't
add muc h to the game except to display your current
locat ion and the amount  of  keys held (easily remem-
bered wit hout  all the fuss!).

AT THE END NOTHING!
At the end of  the game, af ter bat t l ing your way through

all of  the rooms and entering the exit code, you are s imply
returned to the game opt ion screens. There Is no lit t le cartoon;
no pic ture:  not  even a big Wel l  d o n e ,  I hate It when games
end like this!

I t ried play ing Geisterschloss wit h a f riend to see if  mult iple-
players would change my  at t itude to the game. Alt hough it  was
s light ly  more fun,  my  opinion of  the game itself  remained
unaltered.  However,  I can imagine it  being more fun wit h three
or f our players in compet it ion (although such a game wil l
Involve an awf ul lot  of  light -gun swapping).

In days gone by. I  would have advised you to t ry  Geisters-
chloss before you buy  it. However,  this  is imposs ible 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 qualit y  (Le u n d e r  five
pounds).  There s imply  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. I t  is ent irely  keyboard cont rolled and very s imple
to use (there are on-screen ins t ruc t ions).  Use CRTL-L and
CTRL-8 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,

inc luding Zebu-Land,  Atomit  II. Dredis ,  Sogon, Techno Ninja
and Zador II. Unfortunately ,  as muc h as I 'd like to. I cannot
add Geisterschloss to this  list.

Title:
Publisher
Supplier:
Format :
Price:

GEISTERSCHLOSS
KE-S oft
KE-Sof t ,  c i o  Kemal  Ezean
Disk (Li ght-gun required!)
£12. 50 + £5 P&P

As a footnote to this rev iew,  despite some negat ive 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 i In my  last  KE-Soft list, Kemal ment ioned
that he accepts Brit ish pounds. Send a couple of  Internat ional
Reply  Coupons for his lists, and please consider ordering some-
thing. We cannot af ford to loose ICE-Soft to the le-bi t  market !
Send to: ICE-Soft. c / o Kemal Ezcan, Frankenst r.24,  W-6457.
Maintal 4 oder Telefon, Germany, -
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hav ing diffi culty  wit h the manuals  which come on disk
wit h some of  the public  domain software. I unders tand his

problem.  The manuals  are usually  writ t en by the same aut hor
who wrote the program.  and he mus t  be very f amiliar wit h all
aspects of  the Atari Classic.  This  very expert ise is a disadvan-
tage when wri t ing a manual  as It is too easy to assume that
the reader is also f amil iar wit h all the basics of  us ing the At ar i
and therefore the t rap is to present the inf ormat ion about  the
program in a way that  is incomprehens ible to a newcomer who
Is jus t  get t ing to grips  wit h the prac t ical use of  his computer.
I have therefore decided to switch f rom BASIC tutorials  to

tutorials  about  the use of some of  the pract ical programs  in
the Page 6 Public  Domain Library .  I wi l l  s tart  wit h Tex tpro and
wil l  take two (or maybe three) issues to try and give a step by
step guide to its use. This  t ime I wil l  cover the absolute basics.

INITIAL
PREPARATIONS

Before you do any thing else I s t rongly  recommend that  you
make a bac k up copy of the Textpro program disk; also make
sure that  you have a blank  format ted disk available for saving
y our documents .  A duplicate Textpro disk can be made us ing
DOS opt ion J if  you do not  have any  better program for this
task. Jus t  follow the prompts  - it  wil l 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 documentat ion on it. I f  you

wis h to print  out  the documentat ion boot  side 2. mak e sure
your printer is on line and select whic h part  of  the documenta-
t ion you want .  The menu suggests there are 3 part s  to the
documentat ion:

1. Us ing Textpro (22 pages)
2. Keyboard Macros 19 pages)
3. Tex tpro extensions (6 pages)

Note that  part  2. Keyboard Macros is on side A of the disk, so
the - - k  mus t  be t urned over to print  it_ The print  is well laid
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down the page unt i l  eventually  the bot tom of  one page ran over
to the top of the next. Maybe it  works  out bet ter on a sprocket
feed dot  mat r ix  printer.  You can also look at this  documenta-
t ion f ront  wit hin Tex tpro if  you want  to save paper as I wi l l
describe later.

KEY CONVENTIONS
Tex tpro uses quite a number of key combinat ions .  I wil l  use

square brackets to indicate the various special keys on the
Atari keyboard and a + to show where these are used in
combinat ion or in combinat ion wit h any  other alphanumeric
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UNDERSTAN DI
TEXT IF

character.  For example [SELECTHCONTROLl+L means ho ld
d o wn  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 automat ically
disables Basic.

In this  fi rst art ic le I wil l describe how to get started in Tex tpro
and lay out  a s t raight forward letter. I guess home word proces-
sors are used more for let ter writ ing than any thing else. Once
you have a nice let ter layout  prepared In a form that  pleases
you it  is easy to save it  and use it  again and again.
Once the program has loaded you wil l  be presented wit h a

rather daunt ing blank  screen wit h one line of text across the
top: "TEXTPRO 1.2a wit h Extens ion 2.5e" is  what  the latest
version f rom the Page 6 l ibrary  shows. This  does not  seem very
helpful.  but  if  you jus t  launch in to a bit  of typing you wi l l  fi nd
that  you can enter text in a manner that  is very s imilar to the
normal Basic editor screen. Try  experiment ing a lit t le - you wil l
not ice fi rst  that  Textpro starts up wit h a dif ferent  font  f rom the
one you are used to. The let ters are rather squarer.
If you type to the right  hand edge of  the screen you wil l  see

that  word wrap is automat ic  - any  word which does not  fi t on
the end of the current  line wil l  move to the start  of  the next. As
wit h most  word processors you can jus t  keep typing t ill you
reach the end of  a paragraph.  you should not  put  in a carriage
ret urn (or [RETURN] as it  is on the Atari) at t he end of a line.
When you do use (RETURN] you wil l  see a bent  arrow symbol
on screen.
If you press [DELETE BACK SPACE] it  deletes the previous

character Ito the left of  the cursor) while if  you do the same
wit h [CONTROL] pressed the character under the cursor is
deleted. [CONTROL] wit h the arrow keys moves the cursor
around the text.

When you have fi nished play ing about  and your screen is
get t ing c lut tered t ry  [CTFILI4H - this  moves your cursor to the
Home posit ion at  the top left of  the screen. Now press
(CTRLI+D. The line at the top of your screen wil l go red and
show the text "Delete (S.W.P): RETURN to exit". You can delete
text by  press ing W to delete a word.  S to delete a sentence (to
the next full stop or exc lamat ion mark  or quest ion mark),  or P
y o u  to delete a whole paragraph. Keep pressing P until ) have a
clear screen, then press (RETURN].

1
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A LETTER FORMAT
Now we wil l  set up a letter. The default  sett ings in Tex tpro are

suitable for most  printers  whic h use American Quarto
(8.5"x l I ") or A4 paper and for a normal -
t y p e w r i t e r "  f o n t  
l i k e
Courier wit h a pitch of  10 characters  per inch.  I f  you press
[OPTION]f9 you wil l  see a rather jumbled screen showing the
print  commands  wit h default  values af ter a > syrnbol. The
essentials are:

Columns across (that is page width in characters) 8 0
Left margin 5
Right Margin (measured from the left edge) 7 5
Page length (lines) 6 6
Top margin 5
Bottom margin (measured from the top edge) 5 8

These can be changed,  but  for now we wil l s t ick wit h the
defaults. To get r id of  the Print  Command help screen press
any  key and you wi l l  be ret urned to the blank  text screen.
Don' t  be worried about  remembering the [OPTION]4-9 key
press. Tex tpro is full of  help, and press ing the [HELP] but t on
on y our computer wi l l  bring up the top level help screen whic h
tells you how to fi nd all the other help screens.

apologise for cont inually  wandering away f rom the main
topic - lay ing out a let ter - but  I t hink  it  is probably  easiest to
int roduce each concept in some detail as it  arises. I am
beginning to see why  many  ins t ruc t ion manuals  are so un-
readable,  it  is not  easy to be thorough,  c lear and succinct  at
the same t ime!  Now we wil l start.
Type [SELECTIA-c at the same t ime and a small inverse c

appears on your screen. This  means  "centre the text in this
line between the left and right  edges of the paper
-
.  T h e n  t y p e
the fi rst  line of  your address and end wit h [RETURN] (giv ing the
bent  arrow symbol).  Then [ S E L E C
-
1 ] +c  a g a i n  
a n d  t h e  
s e c o n d

line of  address and so on. The text does not  move before your
eyes as it  would in a commerc ial "what  you see is what  you
get" word processor. it  stays at the left margin,  but  it  wil l  be
centred on the page when you print .  Cent red text Is not
centred between the margins  so if  you move the margins ,
centred text wil l  appear to be off  to one side though it  is st ill
centred on the page. The inverse characters do not print .
Af ter your own address put  two IRETURNIs then (SELECT14-6

and a date. Select e moves the text in that  line across to align
wi t h  the right  margin.  Then type two more [RETURN]s and
then on successive lines -
A D D R E S S E E I R
E T U R N ]  
G O E S I
R E -

TURN] HEIRE[RETURN]".  Now type two more [RETURN]s and
then "Dear [RETURNIIRETURN]".  Now type "Start  of  main text"

ADDRESSEE
GOES
HERE

De a r

S t a r t  o f  ma in  t e x t

60 ,  Ro u n d s t o n e  c r e s c e n t
E a s t  P r e s t o n

Wes t  Sus s ex  B N 1 6  1 DQ

Y o u rs  s i n c e r e l y ,

I a n  F i n l a y s o n

i d  Dec ember 1993

The sort of letter template you are alming_for. Of course you
can vary  the lay out in any  way  you w is h

and 3 or 4 [RETURN]s. [ S E L E C
-
1 1 +c  Y o u r s  
s i n c e r e l y " .  
5  
o r  
6

[RETURN]s and your own name.
Now that  we have created the bare bones of  a let ter form it  is

sensible to save it. Put  a blank  format ted disk in your drive
and press [CIFILFs the top line wil l  show "Save Fi le>a".  Type
le t head
-  
( u p
p e r  
o
r  
l o
w e
r  
c
a
s
e
)  
a
n
d  
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be saved to disk.

PRINT OUT
If you have an Epson or Epson compat ible printer you can see

how this  looks in print  by  pressing ICTRLI+p. the top line on
your screen changes to -
P r i n t  F i l e > 1
3
: " .  
M a k e  
s u r e  
y o u
r  
p r i n
t e r

is on line and press [RETURN]. I f  your printer is not  ready
Textpro will pause a few seconds and drop you back into the
editor.  Your print out  should be like Figure 1. I f  your layout  is
not  sat isfactory you can make adjus tments  by put t ing control
codes in the fi rst line.  The print  commands  help page is
act ivated wit h LOPTION]+9. Some of  these are a lit t le compli-
cated and I wi l l  come back to them later,  but  most  are
s t raight forward - jus t  put  in [SELECT]tappropriate letter then
appropriate number.  For example to move the right  margin in
f rom its default  pos it ion (75) type [SELECTl+r followed by 60
(no spaces) and your text widt h wil l  be reduced by 15 charac-
ters. Use the lower case let ters - upper case does not  work .
Experiment  wit h the let ter f ormat  to set it  up to your prefer-
ences. In the next  issue I wil l go into some of  the more fancy
capabilit ies  of Textpro.
If you want  to look  at the Textpro documentat ion wit hout

print ing it  out  you can load the fi les and use the [DOWN
ARROW] to scroll t hrough them.  The main fi le can be loaded by
insert ing the Textpro disk wit h the back side upwards  and
typing [CTRL]+L, then TEXTPRO.PRT[RETURN],  to read about
keyboard macros  or macro extensions use t he fi le names
MACRO.PRT or EXTEND25.PRN.  These are print er files, not
t rue Textpro files, so if  you want  a print out  It is bet ter to use
the procedure ment ioned earlier t han to t ry  print ing f rom
wit h in Textpro.

If you have specific quest ions about  Textpro please writ e to
me wit h a SAE arid I wil l  t ry  td fi nd an answer for you. M y
address is:

Ian  Finlayson, 6 0  Roundstone Crescent, East
Preston, West  Sussex, BN16 1DQ
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DISK BONUS

A
R
E
N
A

A fully playable shareware
version of a quality game
by A. Guillaume

The object o f  the game is to get a set amount o f
Power Pods into the Exit on each level. The Pods come
out o f  the pod bay at the start  of each level and move
around the Mayfield. When a Pod hits a  wa ll it  turns
left and carries on, you must  wo rk out how to move
the Pods to your best advantage. A ll you can do as
the p layer is move a cursor on the p layfield and Insert
and Delete wa lls to influence the Pod's movement.
The p laylie ld  scrolls up /  down the screen to a llow
access to the rest of the level. I f  a Pod h its any o f  the
moving scenery It is killed. The Exit is an opening /
closing square, and  several o f  these are located at the
top right o f  level one.
Use a joyst ick in port 0 to control the cursor. The flre

button wi l l  e ither insert a wa ll i f  the cursor is over a
b lank space or delete if  it is over a destructib le space.
Your inserted wa lls  are a lwa ys destructib le but most
o f  the scenery isn't. You must  get the required number
of pods to the exit before the Bonus t imer runs out.
Each level is loaded as required and has a d ifferent

THE NEW ATARI USER
ISSUE 66 DISK

A R E N A  is the B O N U S  on the Issue 66 disk  of New
Ma r i  User whic h also contains  all of  the other programs
fr0111 this  issue ready to run.  Disk  subscribers  wi l l  receive
their copy with the magazine but  the disk  is also available
separately  for jus t  E2.95.
Send y our cheque, postal order or Access/Visa details to
PAGE 6,  P.O. Box  54. Staf ford,  ST16 I DE  or order by
telephone us ing your credit  card on 0785 213928

•••,.
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number of pods to get and bonus time limit.  I f  the
level Is successfully completed the bonus t ime remain-
ing is added to your score, o therwise a life is lost and
the level is re-entered. You start  with  3 lives.
At the end o f each level the status screen is d isp lay-

ed and your score is calculated. The total o f  inserted/
deleted blocks is subtracted from your score, so don't
ju s t  go putting blocks everywhere I f  you wa n t  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 E x t r a  Points
T - Extra Bonus Time
L - Extra Life
? - Any o f  above or Mystery Effect

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 wa it  at the Title screen to see

the High score table.
Press FIRE button to start game.

ARENA
THE FULL VERSION

This  version of A R E N A  is a fully  playable demo version
but  wit h only  13 levels available while the full version has
50 lives - and a disk based High Score Tablel One pass-
word has been inc luded f rom the four available and is
dif ferent f rom the full game.
The full version will challenge your sk ills  to the l imit  and

wi l l  keep you occupied for a long, long t ime. For a copy of
the full version of  the game please send a cheque for
E5.00 (overseas please add E2 and remit  in Sterling) to:
Visionaire Software . 3 0 A High Street, Alcester,

Warwickshire ,  8 4 9  5AB ENGLAND
Please make cheques payable to A. GUILLAUME
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THE THE CHALLENGE
In Issue 64 Ian Finlayson
produced a challenge for any
reader to write a program to
solve a  brain teaser - here is the
winning entry

BUT FIRST, A PRINTER TIP
In issue 64 the Tutorial was about  pr int ing boxes. Henry  Holder has

sent me a t ip for Seikosha printer owners.  I f  you add the following line
to the program it  wi l l  work  correct ly  on a SI--90 printer.

70 DIM P$(5) :PS(
-
1 ,
1 ) . = C H R
S ( 2 7 )  :
P S ( 2 ,
2 ) = C H
R S ( 7 )  
: P $
( 3 .
3 ) =

CHRS(27) :PS(4,4)=CHRS(116) :PS(5,5)=CHRS(1) :LPRINT.PS

THE COMPETITION
Thec lea rv Anne ro f t hec ha l l enge in I s s ue64v dd l t heon l y omip le t e

solut ion was Roald Sund f rom Trondheim in Nionvay. His  solut ion is
print ed here. I am sure you budding BASIC programmers  wil l  lean_
something by t rac ing it t hrough.  I  have added one line - line 512 - as I
hate s it t ing watching a screen where nothing is happening - it  is too
tempt ing to break the program to see if  any thing has gone wrong!  This
program in part icular can leave you wondering what  is happening as
there are 8008 possible combinat ions  for the ten counters  and the
program has  to search t hrough them all.  Line 512 is just  a counter
whic h runs  at the top of  the screen to show how the search is
progressing.
I fi rst  t ried this  program under Atari BASIC to check it  works correct

ly, but  it  was tak ing so long that  I loaded Turbo BASIC and ran it
again Wi t h  Turbo BASIC It does about  180 iterat ions per minut e and
takes approx imately  45 minutes  to check all combinat ions .  Under
Atari BASIC it  does about  72 iterat ions per minut e and would take
about  I  hou r  SO minutes .  I  also t ried to compile the program in Turbo
BASIC for real speed, but  kept  get t ing an error.  Perhaps one of you
Turbo BASIC experts can tell me why?
Well done Roald.  your prize of  Pinball Cons t ruc t ion Set should be wit h

you long before this  issue is published.

E I  1  R E M

NX 2  R E M  *  T U T O R I A L  T I M E

X J 3  R E M  *  B R A I N  T E A S E R  S O L U T I O N

AT  4  R E M  *  b y  R O A L D  S U R D ,  N O R W A Y

EM  5  R E M  * * * * o f * * * * * * * * * - * * * * * o f b o o m m o m e m b o o m m

DU 6  R E M  *  N E W  A T A R I  U 5 E R  F E B  9 4  *

Eo  7  R E M  mAlowfbubwwwwwwfmobwmfx-woomotabbobwwwf*

AN  6  R E M

GO 1 0  D I M  G R I D ( 1 6 ) , L I N E ( 1 7 ) , C R I D S C 1 6 1 1 : C O U

HT7.4)

OK 2 0  O P E N  1 1 1 , 4 , ' 4 C : '
•
T I  4 0  ?  * * P r e s s  1  f o r  m a x i m u m  n u l a b e r  o f  l i

n e s  o r  2  f o r  m i n i m u m  " ; : G E T  1 1 1 , M AN M I
II

BR 4 0  M A X M I N z M A X M I N - 4 6 : I F  M A X M I N ( 1  O R  M A X

14114)2 T H E N  4 0

L L  S O  C L O S E  8 8 1

LH  6 0  P O K E  7 5 2 , 1 : ?  C H R S ( 1 2 5 ) ; "  B e s t  s o  f a

r :
•
•0 6  7 8  M A X = 0 : M I N = 1 6 : R O W = 2 : C O L = 1

L P I S O  F O R  C O U N T E R 1 7 .0  T O  6

I N  1 1 0  F O R  C O U N T E R 2 = C O U N s L R I . L  T O  7

L T  1 2 8  F O R  C O U N T E R 3 m C O U N T E R 2 f 1  T O  8

0 0  1 3 0  F O R  C 0 U N T E R 4 C O U N T E R 3 4 1  T O  ' 9

P J  1 4 8  F O R  C O U N T E R 5 =C O U N T E R 4 4 1  T O  1 8

Sit  1 6 0  F O R  C O U N T E R 6 =C O U N T E R 5 4 1  T O  1 1

OF 1 6 8  f O R  C O U N T E R 7 =C O U N T E R 6 f 1  T O  1 2

YD 1 7 0  F O R  C O U N T E R 8 C O U N T E R 7 + 1  T O  1 3

01) 1 8 0  F O R  C O U N T E R 9 =C O U N T E R 8 f 1  T O  1 4

TM 1 / 0  F O R  C O U N T E R I O = C O U N T E R / f t  T O  I S

U L 2 0 0  F O R  L O O P = 0  1 0  1 5 : G R I D ( L O O P ) = 0 : N E X T

L OOP

111 2 1 0  G R I D ( C O U N T E R 1 ) = 1 : G R I D ( C O U N T E R 2 ) = 1 :

G R I D ( C O U N T E R 3 ) = 1 :G R I D ( C O U N T E R 4 ) = 1 :G R I D
ccounTER51=1

1 6  2 2 0  G R I D ( C O U N T E R 6 ) = 1 : G R I D ( C O U N T E R 7 ) = 1 :

G R I D ( C O U N T E R 8 ) = 1 :G R I D C C O U N T E R / 3 = 1 :G R I D

( C O U N T E R 1 8 ) =1

8 1  2 3 0  L I N E ( 0 ) z G R I D ( 0 ) + G R I D ( 1 ) 4 G R I D ( 2 ) . G R
I D ( 3 )

U X 2 4 0  L I N E ( I ) = B R I D ( 4 ) + G R I D ( 5 ) + G R / D C 6 ) + G R
I D C 7 )

YO 2 5 0  L I N E ( 2 ) = G R I D ( 8 )
4 -
G R I D ( 9 ) + G R I D ( 1 0 ) - 1 6R I D C 1 1 )

1 0  2 6 0  L I N E C 3 ) = B R I D ( 1 2 ) 4 G R I D C 1 3 3 4 6 R I D C 1 4 1
f C R I D E I S T

continued m r

New Aron User - Issue 66 2 7



1

BA

YF

5 F

KT

28 I s s u e  66 New Aim User

--
E 
E
X
T
R
A

continued

PS 2 7 0  L I N E C 4 ) = 1 . R I 0 ( 0 ) + G R I 0 ( 4 ) + G R I D E
8 ) +
G R I D ( 1 2 )

Wo 2 8 0  L I N E ( 5 ) = G R I D ( I ) + G R I D C 5 ) + G R I D C
9 ) +
G R I D ( 1 3 )

V I  2 9 8  L I N E ( 6 ) = G R I D C 2 ) + G R I D C 6 O + G R I D C
1 8 1 +
G R I D ( 1 4 )

CU 3 0 0  L I N E ( 7 ) = G R I D C 3 1 4 G R I D ( 7 ) + G R I D C 1
1 )
+ G R I D ( 1 5 )

O i  3 1 0  L I N E A 8 ) = G R I D ( 2 ) + G R I D C
7
)TN 3 2 0  L I N E ( V ) = G R I D ( 1 )
4
G R / D ( 6 ) + G R I D C
1 1 1
P5  3 3 8  L I N E C I e l z G R I O ( 8 ) + G R I D ( 5 ) + G R I D
( 1 0 ) +G R I D ( 1 5 )

3 4 0  L I N E C 1 1 ) = G R I D ( 4 ) + G R I D (
9
) + G R I D
( 1 4 )
3 5 8  L I N E C 1 2 ) = G R I D ( 0 ) + G R I D (
1 3 )3 6 8  L I N E ( 1 3 ) = G R I D C 1 ) + G R I D C
4 )
3 7 8  L I N E ( 1 4 ) = G R I D ( 2 ) + 6 N I D C 5 ) + G N I D C O
)

RC 3 8 0  L I N E ( 1 5 ) = G R I D ( 3 ) + G R / 0 ( 6 ) + G R I D
( 9 ) +
G R I D ( 1 2 )

RI 3 9 0  L I N E C I 6 ) = G R I D ( 7 ) + G R I D ( 1 0 ) + G R I
0
C
1 3 )
DE 4 0 0  L I N E ( 1 7 ) = G R I D C I I I
4
G R I D ( 1 4 )MY 4 1 0  L I N E 5 = 0 : F O R  L O O p = 0  T O  1 7 : I F  L I N E ( L

0 0 P ) = 2  O R  L I N E ( t 0 O P ) = 4  T H E N  L I M E S  L I N E

5 + 1

NZ 4 2 0  N E W T  L O O P

MC 4 3 0  I F  M A X M I N = I  A N D  L i m E 5 < m a x  T H E N  5 0 0

MC 4 4 0  I F  M O H M I N = 2  A N D  L I N E S ) H I N  1 H E N  5 0 0

PR  4 5 0  F O R  L O O P = 1  T O  1 6 : G N I D 5 C L O O P T = C H R
5
C 1 6 0 - 1 2 1 4 G R I O C L O O P

-
1 T 1 : N E X T  
L O O P

PP 4 6 8  P O K E  0 2 , C O L : P O S I T I O N  C O L , R 0 1 4 1 ?  L I N

E 5 ;
-  
l i
n
e
s
*
*

TG 4 7 0  F O R  L 0 0 P = 1  T O  1 6  S T E P  4 : ?  G R I D 5 ( L O

O P . L O U P + 3 ) :N E H T  L O O P : ?

G J 4 8 0  C O L = C O L + 1 0 : I F  C 0 0 4 0  T H E N  C O L = 1 : R O

1 4 - 1 0 1 4 1
.
6 :I F  
R 0 1
0 2 3  
T H
E N  
R
0
M
= 2
3

NE 4 9 0  I F  C O L > 1  A N D  R O W > 1 7  T H E N  R 0 W 1 7

111 5 8 8  I F  L I N E S ) M A X  T H E N  H A X z L I N E 5

GM 5 1 0  I F  L i m e s t h i m  T H E N  H I N = L I N E S

HO 5 1 2  C O U N T . C O U N T + 1 :P O S I T I O N  2 7 , 8 : ?  ” T R I

ES " : C O U N T ;

Pt  5 2 0  N E X T  C O U N T E R I O :N E X T  C O U N T E R 9 :N E X T

C O U N T E R 8 :N E N T  c o U N 1 E R 7 : N E N T  C O U N T E R 6 :P

OKE 7 7 , 1

F Y 5 3 0  N E X T  C O U N T E R S :N E X T  C O U N T E R 4 :N E X T  C

O u N T E R 3 :N E N T  C O U N T E R 2 :N E X T  C O U N T E R 1

NM 5 4 0  P O K E  0 2 , 2 : P O K E  7 5 2 , 0

)(OE TYPE•IN

SPACE
CHECK

S P A C E  CHECK is a "Mas termind" type game which uses
redefi ned characters in the shape of  spaceships in-
stead of  the convent ional pegs or coloured squares. It

is played on an Ant ic  4 graphics  screen. The aim of  the game is
to duplicate a sequence of  4 pic tures  set by the computer in as
few moves as possible. A correct pic ture in the wrong place is
shown by a white symbol,  while a black  symbol indicates a
correct pic ture 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  direc t ion.

USING THE PROGRAM
On running the program you wi l l  see 4 spaceships in a line to

the top left of  the screen. Move the Joystick up or down to
select a dif ferent  pic ture;  move the st ick left or right  to pick
dif ferent  spaceships on the row.  Press fi re when you are happy
wit h your select ion for the whole line. The computer wil l  then
assess your guess and print  a black spacecraft  for each pic ture
you got exactly right  (i.e. correct  ship.  correct  pos it ion) or a
whit e spacecraft for each pic ture you got nearly  right  (i.e.
correct ship.  wrong posit ion). The process cont inues on the
second and subsequent  rows unt i l  you either guess correct ly
(you 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
quick ly  you can crack the sequence. You are given a "go again"
opt ion after 3 rounds  of play.

by
Ann 0
9
D r i s
c o l l

and
Phil Cardwell

(



M Y  1 0  R E M  1.141-1PHlit 0140-1111-111-14-1**11-11-X-11-M11114-11-1(Wwitillit
SH 2 8  R E M  *  S P A C E  C H E C K
EH  3 6  R E M  *
T J  4 0  R E M  *
ET  5 0  R E M  *
CU 6 0  R E M  *

CF 7 0  R E M  *  N E W  A T A R I  U S E R  -  A U G  1 9 9 3
I F  8 0  R E M
ZR  1 0 8  D I M  C C S ( 1 6 2 4 ) : 6 0 S U B  6 5 0
5M  1 1 8  P I C = 1 5 0 : U P D N = 1 8 0 : C H E C K = 4 0 8 : 5 C O R E = 8

;G AM E =1

DC 1 2 0  D I M  P S ( 2 ) , A S ( 1 2 D A 5 ( 1 3 ) ; A S = " a b c d e
f 9 h i j k l " : 0 0 $ ( 1 1 = " 0 " ; D A S ( 1 3 ) = " 8 " : D A S ( 2 )
=D AS

MH 1 3 8  D I M  A ( 3 ) , Z C I , 3 1 , E S ( 1 0 ) , F S ( 1 0 ) : E S = "
t
I
r
r
r
r
r
r
r
r
s
"
:
F
S
=
"
u
r
r
r
r
r
r
r
r
v
"

MJ 1 4 0  G O T O  2 1 8
VL  1 5 8  R E M

1IF 1 6 8  P O S I T I O N  C , R :
,  P S : S O U N D  
8
. P P ,
1 0 , 1 2

;F O R  D = 1  T O  5 0 : N E X T  D :S O U N D  0 , 0 , 8 , 8 : R E
TU R N

R Z 1 7 8  R E M

D V 1 0 6  P =
0
( ( X 2
-
1 ) /
3 ) : P = P
+ 2 * C 5 =
1 4  
A
N
D  
P
(
7
)

-
2
*
(
5
=
1
3  
A
N
D  
P
)
2
)
:
1
2
S
=
A
S
(
P
,
P
4
1
)

RD 1 9 0  C = X
2
: R - V 2
-
1 : 1 1 ( 0 1 2
-
1 1 ( 3 ) = P :
G O S U B  
P
I

C :R E T U R N
ZU  2 0 0  R E M

LD  2 1 0  G R A P H I C S  0 : P O K E  8 2 , 0 : P O K E  7 5 2 , 1 : p =
1
:
R
-
-
2
:
V
2
=
-
1
:
P
O
K
E  
7
5
6
,
M
T
O
P

J L  2 2 8  P O K E  7 0 0 , 1 2 2 : P O K E  7 0 9 , 1 4 : P O K E  7 1 0 ,
0 : P O K E  7 1 2 , 6

F F  2 3 0  D L = P E E K ( 5 5 6 1 + 2 5 6 * P E E K ( 5 6 1 ) : P O K E  D L
+ 3 , P E E K E D L + 3 1 + 2 :F O R  0 4 =6  T O  2 0 : P O K E  D L +
N , P E E K( D L + 1 4 ) + 2 :0 4 E X T

DU 2 4 0  F O R  N = 8  T O  3 : A = I N T E R N D ( 0 ) * 7 1 + 1 ; I F
A l 2 = 1 1 1 T ( A / 2 )  T H E N  A = 0 4 1 : I F  A = 8  T H E N  A =
1

DG 2 5 0  Z ( 0 , 1 1 1 = 0 : 2 ( 1 , 0 1 ) = A : A ( N ) = 1 ; N E X T  N
X V  2 6 0  F O R  N = 0  T O  1 6  S T E P  1 0 : P O S I T I O N  2 9 ,

N :'
)  
E
S
:
P
O
S
I
T
I
O
N  
2
1
,
1
1
+
9
:
?  
F
S
:
N
E
X
T  
N

MT 2 7 0  F O R  N = I  T O  I I  5 T E P  1 0 : F O R  1 1 =0  T O  7
: P O S I T I O N  2 9 , M + N : ?  " t " : P O S I T I O N  J O , M + N
;?  " W " : N E X T  M ; N E X T

L P 2 0 8  P O S I T I O N  3 1 , 4 : ?  " S P A C E " : P O S I T I O N  3
1 , 5 ; ?  " C H E C K "

OR 2 9 8  P O S I T / O N  3 1 , 1 3 : ?  " R O U N D " : P O S I T I O N
3 3 „ I 4 : ?  G A M E : P O S I T I O N  3 1 , 1 6 : ?  " S C O R E " :
P O S I T / O N  3 3 , 1 7 : ?  S C O R E

MY 3 8 0  F O R  N = 0  T O  1 9 : P O S I T / O N  1 3 . 0 : ?  " p " :
N E X T  N

ZD 3 1 0  R = R + Z : P S = 0 S ( 1 , 2 ) : P P = 8 0 : F O R  c = /  T o
1 0  S T E P  3 :6 0 5 1 1 6  P I C : N E X T  C

MD 3 2 8  X 2 = 1 ; Y 2 = Y 2 + 2 : G o T O  3 0 0
2 0  3 3 1 0  I f  N O T  S T R I G ( 0 )  T H E N  G O T O  C H E C K
L S 3 4 6  5 = S T I C K ( 8 ) : P P = 0 0 : L F  5 = 1 5  T H E N  3 3 0
EZ  3 5 0  I F  5 = 1 3  O R  5 = I 4  T H E N  G O S H O  U P O N
PO 3 6 0  X 2 = X 2 + 3 * ( 5 = 7  A N D  1 1 2 < 1 6 1
-
3 * ( 5 = 1 1  A N

D X 2 1 1 )
5 0  3 7 0  P O S I T I O N  X I . Y I : ?  "
2 0  3 0 0  P O S I T I O N  X 2 , V 2 : 7  " f t n X 1 = X 2 : Y 1 = y 2 :

GOTO 3 3 8
I Z  3 9 0  R E M
OF

MU
FO

b y
P h . 1  C a r d w e l l  6
An n  0
•
D r i 5
c 0 1
1

C H EC K R O W  B I T

GAM E S C R E  B I

*

DRAW S Y M BO L  R I U T 1 N E

4 e e  T z e : T T = e : F O R  1 4 =0  T O  3 : I F  A ( N ) = Z C I ,
111 T H E N  T = T + 1 : Z ( 1 , 1 4 ) =
-
1 ; A C N ) = - 1
4 1 8  N E X T  N
4 2 0  F O R  1 = 0  T O  3 : I F  A C I ) = - 1  T H E N  N E X T
I : G O T O  4 5 0

N V 4 3 0  F O R  J = 0
NE X T  J ; N E N T

J L  4 4 8  T I = T T + 1 1
OG 4 5 8  I F  N O T
VM  4 6 8  P S = A S C / ,

3 + 3 6 0 :G O S U O
E X T  N

C J 4 7 8  I F  T = 4  T H E N  5 4 0

TO 3 : I F  e l m O z ( l , J )  T H E N
I :G O T O  4 5 8
Z ( 1 , J 1 = - 1 : P O P  : N E X T  /
T T H E N  4 8 8
1 0 1 : P P = 4 8 : F O R  N = 1  T O  T : C = I
P I C :F O R  D = 1  T O  J O : N E X T  D : N

l w  4 0 0  I F  N U T  I T  T H E N  5 0 0
VW 4 9 8  P S = A S ( 1 1 , 1 2 ) : P P = 1 2 0 : F O R  N = I  T O

c = 1 3
4 -
3 * T
1 ,
3 * m :
G O S
U B  
P
I
C
:
F
O
R  
D
=
I  
T
O  
3
6
:
1
4

E X T  D : N E X T  N

Z I  5 8 0  F O R  N = 8  T O  3 : 2 ( 1 , 1 1 ) = Z ( 0 , 0 ) : 0 ( 0 ) = 1 :
NE X T  N : F O R  1 1 =0  T O  1 5  S T E P  1 5 : P O S I T I O N
N , R + 1 : ?  D A S : N E X T  N : I F  V 2 < 1 9  T H E N  3 1 0
5 1 0  R E MPH

I C 5 2 0  P P = 2 0 0 : R = V 2 + 1 : F O R  N = 8  T O
) ; P S = A S ( A , A + 1 ) : C = N * 3 + 1 : G O S U B
N;G O T O  5 7 0
5 3 0  R E M
5 4 0  S C O R E = S C O R E + 1 : I F
S C O R E - I - I :I F  v 2 ( 9  T H E N
5 5 0  P O S I T I O N  3 3 , 1 7 : ?
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T AY L O R ' S  T I P S
A few words  fi rst  to Paul Tay lor of  Gateshead before we get on

wit h his  t ips. I have fi nished that  book, I have to get up to go to
Univers ity  and the radio's  on Radio One. There you see it  does
pay to ask quest ions!
Paul's gems are many  so here we go.

TOMAHAWK
On T O M A H A W K  how do you cont rol the RUDDER and select
NEXT (TARGET. BEACON arid HELIPAD)? Simple,  says Paul.
you use the keys in the inlay.  Ah yes but  t ry  a joyst ick in port
2 and see what  you get. Ah ha! the left and right  are the rudder
cont rols  and the fi re but t on is the NEXT but ton.  Good or
what? (Paul can't  remember what  the up and down do as i t s
been a long t ime since he last  played this  game).

SCREWY
TAPES

JET BOOT JACK

ELECTRIC
STARFISH

30 I s s u e .  68 - New Atari User

Ever had your favourite tape game go
screwy on you? You k now the scene.
happily  loading and then all of  a sud-
den B O O T E R R O R  at the same

point  every t ime.  Weil all is not  lost, s imply  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 A M E R I C A N  RO A D RA CE  work ing
again af ter the coffee inc ident .  The backup loads quite well.  He
also used this  on K N I G H T  O R K  which had t hrown a wob-
bier.  Remember that  you mus t  keep the TREBLE high and the
BASS low.

P l a y  o n  t h e  P r a c t i c e  (P) l ev e l s  a n d  i f s  e a s i e r  t o
u n l o c k  t h e  s c r e e n s .  O n c e  u n l o c k e d ,  y o u  c a n  p l a y
a  s c r e e n  o n  a n y  lev e l  u p  t o  5 .

CLOAD the game and
then when it  is loaded list
1030. Look  for the bit
whic h says A903 in the

data. Change 03 to (for example) OA. Change the number af ter
the c omma at the end of  the line to end wit h 77 instead of  70.
then press RETURN.  Run the program and you now have 10
lives ($0A). Other values up to FF are legal but  remember to

change the checksum.  For example 920 (f rom
603) lives requires 99

(changed f rom 70) as
the last two digits.

TURBO CHARGER
OR TURBO CHANGER?

Paul says that  Rambit  (as used in Derek  Fern's  Turbo Loader)
is handy  for adding extra lives, t ime etc. to games. Paul has
changed ZYBEX,  PREPPI E.  AZTE C,  CLUMS Y  COLI N,
T I G E R  A T T A C K  and more besides. Paul says t hat  he is
work ing on the bug in Rockford but  he's progress ing slowly.
not  helped by the fact that  he can't  writ e a disk  treader for a
program that  he coded to help him.

MORE
PLEASE
PAUL!

20c 20c

Well Christmas has come and

gone and I  hope you had  a very
nice one and that Father Christ-

mas brought you everyth ing that
you wanted. I  presume that we
all over indulged in  the Season's
spirits. I  know I did. I 'm st ill
trying to steep it  off! An ywa y th is
Isn't getting the wo rk done so it 's
time we got on wit h  the order of
the day and produced another

Tipster column.

I would like to hear more f rom you Paul on
how to do these alterat ions  to the above
games so that  they can be inc luded in this
column.

TWILIGHT WORLD
To complete level one of TWI L I G HT WO RL D you wil l  have

to follow Toby Knowles of  London ins t ruc t ions  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 bot tom. Finally ,  go lef t  and take the 5th door f rom
the right  (it 's the one wit h no keys in it).
There I told you it  wasn't  very complicated.

M
r
.
%

20c 21k 20c

MORE LEUES MOH LEITERS ,s MORE
Paul Tay lor would like help on K N I G H T  O RK  (PART ONE)

He'd like a solut ion and I k now that  at  least one of you out
there has the game so get going and win the Tipster of  the
Issue award.
Denis e Ward of Auck land in New Zealand has dropped me a

line (hi! 1 did t hink  of  you on Chris tmas  Day  13 hours  early
cook ing your turkey  in the heat  of the mid day sun!!!). Denise
would like hints  and t ips on Level 8 of  ME DI A TO R the one
after the one wit h the two port raits .  as she has  absolutely  no
idea what  to do and loses all of  her lives t ry ing to fi nd out.  Also
she would inf ormat ion on any  games that  have 4 players  on
screen at  once, either 48K or 64K.



Xt/XEUTILITY

FILE SEGMENTER
We have received a surprising number of
enquiries over the years from readers who
want to split up large files to fi t into their
favourite word processor. David Sargeant
comes to the rescue with just the program

When 1 get new software, the accompany ing document  fi les are
usually  in the wrong format  for my  printer and us ing DOS to print
them gives an unsat is factory  result ,  I  prefer to load these fl ies into
my  Word Processor, re-format  them and print  t hem correct ly.
alt hough I somet imes  have problems handl ing large document  fi les
because they do not  fi t into my  Word Processor's text buffer,  I  now
use File Segmenter to div ide the of fending fi le into manageable
port ions.
Before running the File Segmenter program make sure that  you

have enough disk  space to take the segmented document  fi le. You
need about  the same amount  of  empty sectors that  the original fi le
occupies. The size of  each sect ion is set in the variable BSIZE and is
current ly  at 16K.  You can alter this  i f  you wish depending on your
system's memory  and the size of  the text buf fer in your Word
Processor.

When you run the program Just follow the on-screen prompts  to
enter the name of the source fi le and to insert  the source or des t ina
-t ion disks. Each segment  is writ t en along with its segment number
and stored under the name SEGMENt le l .

I ( A s  Garry Gl i t ter  would say)

COME ON COME ON

Send in a l l  those letters tha t you have, a long w i th the  maps, to :

T H E  T I P S T E R
N E W  A T A R I  U S E R

P A G E  6  P U B L I S H I N G
S T A F F O R D

S T 1 6  1 D R

E X
L P
MX
CO
UL
HO
F 0
MN
ME
ST

5 P
YR

OR
BE
QG

1 R E M
2 R E M  U
3 R E M  U
4  R E M  U
5  R E M  U
6 R E M
7 R E M
8 R r m
1 8 0  R E M  D E E C U E M P g
I L O  G R A P H I C S  8 : P O S I T / O N  1 1 , 8 : ?
I L E  5 E G M E N T E R
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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 muc h else that  you can writ e in support  of  them. The only  thing that  I can say is that  I
need your letters and maps  to keep this  c olumn going. Remember that  this  is your c olumn and
whatever you send in wi l l  appear in the column.  (I f  I don't  get something f rom you p r i n t  all of
the lyrics to the Garry  Glit ter song next t ime!)

F I L E  5 E G M E N T E R
by  D a v i d  5 a r g R a n t

• ?
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DON'T LET THE TIPSTER FADE AWAY!

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

JO 3 2 8  D A TA  3 , 1 8 4 - 1 . 5 7 , 7 3 , 3 , 1 8 4 , 1 5 7 , 7 2 , 3 . 3
2 , 8 6 , 2 2 8 , 1 8 9
. 7 3 , 3 , 1 3 3L E 3 3 8  D A T A  2 1 3 , 1 8 9 , 7 2 . 3 . 1 3 3 , 2 1 2 , / 6

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

HOW TO CLAIM
It you see your name in this column
Just dr op us  a  l ine a nd say 'M y
name I s    a n d  I  claim m y  free
Tipster cassette a nd simply tell us
which cassette you would like (give
an alternative lust in case). We will
whip i t off to you poste haste (or
straight away). if you prefer you can
always give us a ring instead on the
usual number
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THE TAIL OF
BETA LYRAE

Ma rk  Stinson begins a  new series
of reviews tha t concentrates on
games tha t have become
'classics' in the world o f the
A tar i  Classic. Many of the classic
games for the A tari are long
gone but the difference in this
series is th a t a l l  o f the titles
reviewed are still available - and
no collection wil l  be complete
without them!

The Tail of  Beta Lyrae is a game which Is well k nown to mos t
long s tanding Classic owners,  I t  wil l  run on all formats:
400/ 800 & XL/ XE and is available f rom Page 6 on disk  and
cassette. The game was released back in 1983 by Databyte and
is probably  one of  the few games most  of  us go back to t ime
after t ime.  The game is of  a s imilar nature to the arcade game
Scramble whic h was a huge success. Other variat ions  are
available,  such as Air Strike.  Of  its genre, this  Is In my  opinion
the best of  its k ind.  At 95p on cassette and 11.95 on disk  it
s imply  can't  be missed.
The game story is well t hought  out, and ins t ruc t ions  for play

arc given in the packaging and on the disk. The box is a s lim
plast ic  sleeve whic h helps great ly  wit h neat  storage.
The Tail of  Beta Lyrae is set in a dus t  and plantetoid tail of

the stellar twins  Beta and Lyrae. The tail of  the stars were a
result  of  escaping gas and dust  f rom the v iolent  grav itat ional
interac t ion of the twin bodies. The gas and dust  combine wit h
remnant s  of the system's inner planets.  which,  due to unstable
orbits,  had exploded eons before. The result  was an outer tail
t eeming wit h planetoids  of various sizes.

32 I s s u e  66 • New Mari User
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The Tail o f Beta Lyrae - one of the feu, games that
has absolutely everything!

Colonis ts  made set t lements on these planetoids  and mined
them for prec ious metals  which are to be found deposited in
large quant it ies .  In recent t imes a nomadic  race of  aliens have
taken occupat ion of  the tail,  after cont inuous  attacks on the
colonists. Surv ivors  are now terminated on site. As if  you
didn' t  k now already. your Job is to destroy the alien war
machine and ret urn the colonists to their right ful place,
In the game you play the part  of  a Galact ic Wing Commander

assigned to the Beta Quadrant .  The miss ion wil l  take you
through a my riad of  terrains,  and will pit  your wits  against  a
plethora of  dif ferent hazards, Your bat t le for each quadrant
takes you t hrough a mount ainous  terrain,  t hrough caverns,
and over city sett lements. I f  you surv ive for long enough, the
computer wil l  locate and take you to the alien power gener-
ators. Wit h their power source at your mercy the aliens flee,
and you get the opport unit y  to destroy their ret reat ing fl eet
You wil l  then be taken to the next nearest  alien presence. As
you travel to the sector you wi l l  again need all of  your sk ill to
navigate t hrough the debris  of  the tail.
The program allows  you to choose f rom up to four players.

five or seven wings  iships). and six levels. I have only  ever
played at the lowest  level arid I dread to t hink  how diffi cult  the
higher levels mus t  be. There are many  targets to destroy
dur ing your miss ion.  I nc luding communicat ion antennae.
alien vessels, plasma cannons. c ommand centres, min ing in-
stallat ions,  lasers, missiles,  asteroids. scanners and alien out -
posts. Points  are obtained for dest roy ing any alien Ins tallat ions
and hardware,  alt hough the main task is to survive t hrough
the sect ions of  the quadrant  to fi nd the alien power generators.
Some great effects are employed in the game, wi t h large explo-
sions on dest roy ing 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
BETA LYRAE
Publisher:  Databy te
Price: .L1.95/95p
Disk  or Cassette

AIR RESCUE FOOTBALL

Publisher:  At lant is
Price: E2,95
Cassette only

Publisher:  Atari
Price: £7.95
ROM only

All these tit les are current ly available from the PAGE 6 ACCES-
SORY SHOP and some may  be available f rom other advert isers



The game is great  to play, and has a high addic t ion factor, but.
it is  by no means easy. Points  are lost each t ime you fi re, and it
is very easy to blast  away  all your points  very quick ly  early on
in the game. Some of  the obstacles presented during the game
are very diffi cult  to pass. For example.  cannons  fi re vert ically
f rom the ground and are very often protected by  mountains .  To
pass these part icular nast ies takes some considerable skill.
Worse st ill are certain weapons whic h cast out  a huge gravita-
t ional force which pulls  you towards  t hem at high speed. I f  you
hit  them, or any object in between, you are obliterated.  There
are also a number  of indest ruc t ible barricades whic h can make
nav igat ion a nightmare.  The gameplay  is also very fast whic h
makes  each miss ion all the more challenging.  The game makes
good play ing for novices and experts alike,  and wil l  jus t  keep
you coming back for more.
So, if  you t hink  you're up to the challenge s t rap yourself  into

the cockpit  of  your wing,  put  your pilot  sk ills  and warrior sk ills
to the test and destroy the enemy, Remember,  only  a few have
what  it  takes to make the mark ,  and you are the Galact ic Wing
Commander.
In the 'rail of  Beta Lyrae you get excellent gameplay,  superb

graphics.  fast act ion, and good sound effects and music.  Add
to this  the inc redibly  low price and it 's a sure fi re winner.  Buy
it  now.

AIR RESCUE
Air Rescue is an excellent budget  game f rom At lant is ,  featur-

ing you as a helicopter pilot  charged wit h the task of rescuing
expatriate Britons  f rom the mids t  of  civil war.  The cassette
inlay  informs  you that  'peace has been shat tered as the Mil it -
ary J unt a moves against  the popular upris ing.  Civ il war rages,
forc ing expatriate Brit ons  into hiding to escape the guns, tanks
and miss iles  of  the oppos ing armies_ There is only  one way to
get t hem out  • AIR RESCUE'.
The game is s imi lar to one or two other games in whic h your

task is to air lif t  surv ivors whils t  avoiding enemy fire - most
notably  Choplif ter by Broderbund_ Af ter hav ing played Air
Rescue for only a mat ter of minutes  it  became obvious that
this  one is by far the most  well implemented version, and
defi nitely  worth buy ing even if  you. like me. already own one of
the other s imilar games,
Air Rescue has clear, colourful,  well defi ned graphics.  adequ-

ate sound effects, and a s implic it y  of play that  makes the game
a winner f rom the start.  Small  touches such as the ground
shak ing when the chopper is hit  also add atmosphere to the
game. There arc ten levels of  increasing diffi culty,  the lat ter of
whic h wil l  keep the mos t  seasoned of  games players chal-
lenged. Level 0 presents a screen whic h comprises a home
base (the Hospital),  trees, shrubs ,  houses and land based
art illery .  The object of  the game is to navigate the helicopter
near enough to houses to land and pick  up the Britons  whils t
avoiding the scattered objects ment ioned,  plus  gunfi re.  Level 0
did not  present  muc h of  a challenge, and after one or two
collis ions wit h trees and the like, [ c omplet ed the rescue and
moved on to level 1. At  this  point  I wished I had stuck to
adventuring!  I f ound myself  under fi re f rom the art illery ,  f rom
tanks, and f rom deadly  missiles. On top of this, flocks of birds
sent my  chopper fl y ing about  madly  in an effort to keep it  in
one piece. The game kept  me coming back for more and I am
now up to level four,  in whic h the computer presents a streng-
thened force wit h muc h more fi re power.

reviews for the Atari Classic

in  summary ,  I 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 s tandard read, default  settings.

FOOTBALL
(the American version)

Football is one of  the later releases of Atari Corp.  under their
series RealSports  I t  is a s imulat ion of  American football,
Into which a great deal of  material has been absorbed - mainly
a very extensive set of  rules and play formal ions.
Before play ing Atari Football I knew very lit t le about  the

game, other than that  it  appeared s imilar to rugby  except that
the ball is t hrown forwards  rather then backwards_ Basically,
the object  is to beat the oppos ing team by scoring touchdowns
in the End Zone, fi eld goals and safeties. The fi rst  two scoring
methods are equivalent  to a t ry  and convers ion in rugby.  I  am
not completely  c lear on a safety, but  it  has something to do
wit h the defensive player furthest  back on the field. Needless
to say, there are a lot of  rules to digest, especially  if  you k now
lit t le or nothing about  American football,  but  it is  well wort h
the effort  when you get to play the game.
Football is very unus ual as games go. The dif ference wit h

Football is that  it  is designed specifi cally as a two player game.
There is a player v computer opt ion,  but  it  is  not  a full game.
rather a pract ice f orum in whic h you can learn set moves and
the art  of  passing. The game therefore requires  two joysticks,
even in the player v computer opt ion (you alternate between
the two teams - the computer controls  all defensive actions).
The game commences wit h opt ions for a full game or pract ice

game. Game length can be set at six minut e or fi fteen minut e
quarters.  Once you commence play you mus t  select your
offensive format ion out  of  fifteen variat ions.  The defence then
chooses a f ormat ion f rom five variat ions and the act ion begins.

Firs t  the ball is 'snapped',  or passed to the Quarterback .  The
Quarterback  changes colour and you gain cont rol of  his move-
ments. I l l s  up to you to select where you wish to t hrow the
ball,  and your aim is to direct  the ball to a runner at one or
other s ide of the pitch.  Once the ball reaches your other player
( l i l t  isn't  intercepted) then your cont rol switches f rom the
Quarterback  to the receiver. You mus t  keep the ball mov ing
towards the opposit ion's  End Zone where you can score a
touchdown or field goal. The defence wil l  be relent less in t ry ing
to prevent  this, and if  you fail to advance ten yards in four
plays. you lose t he ball.
The ins t ruc t ions  for the game are quite comprehensive,  and

even inc lude a playcard giv ing details 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 mus t  have a partner to play with.

reviewed by
Mark Stinson
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XLIXE TUTORIAL

BEYOND THE
WINDOW

GRAPHIC
MODE

NUMBER OF BYTES
FULL SCREEN SPLIT SCREEN*

2 , 3 240 200
1, 4 , 13 480 400
0 960
5, 1 2 960 800
6 1920 1600
7, 1 4 3840 3200
9, 10 , 11 7680
8 ,1 5 7680 6400
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its own memory  locat ion in RAM. Dif ferent  graphics
modes use dif ferent  amount s  of' memory  so the size of

the "screen RAM a rea  varies wit h the graphics  mode. Howev-
er. it  always begins immediately  above the display list  and you
can fi nd the s tart ing memory  locat ion wit h

PEEK(88) + 256*PEEK(89)

TABLE 1 shows  the amount  of screen RAM used by the
dif ferent  graphics  modes. I t  can be seen that  there is a huge
variat ion in memory  usage, wi t h high resolut ion screens such
as Graphics  8(192 lines at 40 bytes per line) needing 32 t imes
as muc h memory  as a low resolut ion 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 locat ions  660 (low byte)
and 661 (high byte), so

PEEK(660) + 256*PEEK(661)
gives you the s tart ing address. In all modes. the text window
screen begins above screen RAM at  memory  locat ion 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  locat ion 40960
(called RAMTOP).

SCREEN
TABLE 1

RAM BY GRAPHICS MODE

* plus 160 bytes for the window
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SAVING AND LOADING
SCREENS

PROGRAM I  uses the inf ormat ion 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 c ommunic at ions
channel number  1. whic h uses memory  locat ions 848 to 863.
for output  (saving) and input  (loading). The rout ine beginning
at LINE 500 is used to move the screen data.  LINES 510-520
POKE values into some of  the charmers  memory  locat ions.
while the machine code sequence at LINE 530 takes care of  the
actual data transfer.  The 1/ 0 channel bytes are altered as
follows:

S TA RT+ 2 :  We mus t  tell the computer whether we're put t ing
(saving) or get t ing (loading) data. POKE an 11 t o put  data, or 7
to get data.  These variables are defined in LINES 210 (saving)
and 410 (loading).

S T A R T + 4  A ND S TA RT+ 5 :  We give the computer the s tart -
ing memory  address that  the data is to be t ransferred f rom
(saving) or to (loading), in low by t e/ high byte order.  In our
case, this  wil l be the PEEK(88) (low byte) and PEEK(89) (high
byte) memory  locations, as this  is where screen RAM begins.

S T A R T + 8  A ND S TA RT+ 9 :  We tell the computer how muc h
data is to be t ransferred by POKEing in the low byte and high
byte respect ively of the number of  bytes being moved. The
program uses the dif ference between RAMTOP and screen
RAM start  to tell us this  (LINES 240 (saving) and 440 (loading),
alt hough not  all these bytes are used - For instance. a
Graphics 7 screen occupies locat ions 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 fi gure into the highest  whole
number  div is ible 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 t ransferred us ing BASIC.
at LINES 220-230 and 420-430.  This  lis t ing uses a Graphics  5
screen, whic h can be amended by changing LINE 110. As
might  be expected, the high resolut ion modes take up muc h
more space on the disk  than the low resolut ion ones. For
Instance, a Graphics  7 screen uses 33 sectors las against  10
sectors for our Graphics  5 one here).

JD  1 0 8  R E M
QS 1 8 2  R E M
MS 1 0 9  R E M

PR OGR AM  i :  S C R E E N  • V E / L I A D

-  D R A W  5  ' E ' E N  F I R S T

S AV E  R O U  N E  2 1 0  -  2 5 0

OPEN  H . N M E  M I  F O R  ! . I P  I

"ME 1 1 0  G R A P H I C S  5 : P O K E  7 5 2 , 1 : F O R  R O W = 0  T O3 9 :C O L O R  R O W :P L O T  0 , R O W :D R A W T O  7 9 , R O W:N E X T  R O WL K 1 2 0  ?  . 4  P R E S S  A  K E W . : P O K E  7 6 4 , 2 5 5AU  1 3 8  I F  P E E K ( 7 6 4 ) = 2 5 5  T H E N  1 3 0LU 2 8 e  R E MAT  2 0 2  R E MNH 2 0 /  R E MD V 2 1 0  C L O S E  M I : O P E N  U 1 , ” D : P I C T U R E " : F= 1 1
AV 2 1 9  R E M  A V E  G R A M I C S
VK 2 2 0  P U T  1 1 1 , P E E K ( 8 7 )
ET  2 2 9  R E M
D V 2 3 0  F O R  N = 7 0 4  T O  7 1 2 : P U T  M I , P E E K E N ) : N E

MT N
GM 2 3 9  R E M  F I N D  B U F F E R  S I Z E :  -  A m o u n t  o

f  b y t e s  t o  b e  s a v e d  i s  a r e a  b e t w e e n  s c
r e e n  R A M  s t a r t  a n d  t o p  o f  R A M

GS 2 4 0  R A M T O P = P E E K ( 1 0 6 ) M 2 5 6 :5 C = P E E K C B B 1 o 2
5 6 M P E E K ( 8 9 ) : B V T E S = R A M T O P
-
S C + 1

BT  2 4 9  R E M
T 0  2 5 0  G O S U B  5 1 0
R I  3 0 9  R E M
EN  3 1 0  G R A P H I C S  0 : P O K E  7 5 2 , 1 : P O S I T I O N  2 , 1

0 : ?  "0 0 1 O U R  G R A P H I C S  S C R E E N " : ?  " ' H A S  B E
EN  S A V E D  O N  D I S K
-

-  B A C K  T O  G R A P H I C S  0

INTERNAL CODES AND
WRITING TO SCREEN RAM
The numbers  held in the screen RAM memory  locat ions are

the Atari internal codes for the characters.  These codes are
derived f rom the order in whic h the characters are stored in
ROM_ They are not  the same as the ASCII characters  but  it  is
possible to convert f rom one to the other,  as shown in Table 2.
In pract ice, the codes works  like this:  Suppose you print  the
let ter "A" somewhere on your screen. I f  you PEEK the RAM
locat ion whic h 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 direct ly  to
screen RAM. Again,  you mus t  POKE the internal code rather
than the ASCII value of  the character,
PROGRAM 2 modifi es a Graphics  7 display list  to inc lude a

line of Graphics 0 and then uses screen RAM to display  the
text message. LINE 120 changes the 36th row (DL-1-40) into a
Graphics  0 line.  and LINE 220 calculates where screen RAM
begins for the modifi ed line: Each Graphics  7 line gets 40
bytes. The fi rst  starts at SCRN (defi ned in LINE 210), the
second at SCRN+1•40.  and so on. wi t h the 36th s tart ing at
SCRN+35*40.  The FOR-NEXT loop converts the ASCII code of

AP 3 2 0  ?  " 4 4 P R E S S  A  K E Y  I O  R E L O A D ' :  P O KE  7
6 4 , 2 5 5

CY 3 3 0
KC  4 0 0
OU 4 0 2
OF 4 0 9

I F  P E E K ( 7 6 4 ) = 2 5 5
REM
REM
R EM

T H EN  3 3 0
OAD  R O U T I N E  4 1 0  -  4 6 0

OPEN  C H • N N E L  U 1  F O "  N P U

continued omb

KP 4 1 0  C L O S E  M I : O P E N  M 1 , 4 , 0 , " D : P I c T U R E ” : F
=7

T V 4 1 9  R E M  • A D  G R A P H I C S  M O D E  a n d  g o  i n

0 0
TO
JW
KT

t o  t h a t  m o d e
OF 4 2 0  G E T  M I . G : G R A P H / C S  G
AD  4 2 9  R E M  L O A D  C O L O U R S  a n d  p u t

u e s  i n  t h e  c o l o u r  r e g i s t e r s
G J 4 3 0  F O R  N = 7 0 4  T O  7 1 2 : G E T  M I , C : P O K E  1 1 . 0

:N E X T  N
MK 4 3 9  R E M  F  D  S U F F E R  S I Z E :  -  A m o u n t  o

b y t e s  t o  b e  l o a d e d  i s  a r e a  b e t w e e n  s
c r o o n  R A M  s t a r t  a n d  t o p  o f  R A M

GU 4 4 0  R A M T O P = P E E K C 1 0 6 ) * 2 5 6 : 5 C = P E E K ( 8 8 ) . 2
5 6 * P E E K ( 8 9 ) : B I T E S = R A M T O P - 5 C + 1

C AL L  U P  I R A  S E E R  R O U T I N E4 4 9  R E M
4 5 0  G O S U B  5 1 0
4 6 0  P O K E  7 6 4 , 2 5 5 : E N D
5 0 9  R E M -  T O  8  R O  T I N E

t h e  v a t

FO 5 1 0  I 0 C 0 = 8 4 4 5 :P O K E  1 0 C 8 4
,
2 , F : P O K E  I 0 C 0 f 4

, P E E K ( 8 8 ) : P O K E  I O C B 4 - 5 , P E E K ( 8 9 )
UE 5 2 0  H I = I N T ( I I V T E S / 2 5 6 ) ! L O = W f T E S - N I * 2 5 1 6 :

PO KE I 0 C 8 4 8 , L O : P O K E
F K 5 3 0  I =U S R C A D R C "h h h M L U M O "1 , 1 6 / :R E T U R N
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6 P i 0 0  R E M

0 5  1 8 2  R E M

BO 1 0 9  R E M

GC 1 1 0  G R A P H I C S  7 : 0 L a T E E K t S b 6 ) + 2 5 6 * P E E K ( S

6 1 )

CM 1 2 8  P O K E  1 1 1 ..+ 4 0 , 2

8 L  1 3 8  F O R  R O W O  T O  3 6  S T E P  S : C O L O R  R O W : P

L OT  0 , P O W : D R A W T O  1 5 9 , R O W : P L O T  0 , 8 0 M 4 4 0

:D R AWT O 1 5 9 , R O W
- 1
4 0 : N E X T  
R O W

DM 2 6 9  R E M  E M 3 I C I N E F I T I Z I E W 1 1 4 : 1 1 1
1
C C I A l lT i  2 1 0  5 C R N = P E E K ( 8 8 ) + 2 5 6 * P E E K ( 8
9
)AN  2 2 6  S C L
-
S C R N 4 3 5
. 4
4 0

D J  2 4 5  R E M

ND 2 5 6  D I M  A S ( 3 9 ) : A S . " 4  T h i s  i s  a  l i n e  o f

G R AP H I C S

-  S E T  I V  C R E E H  F R S T

-  C O M F I ER  A S C I  ,
T O

WJ 2 6 6  F O R  0 . 1  T O  L E N ( A S ) : S = A 5 C ( A S ( N , N ) )

UG 2 7 0  I F  5 < 3 2  O R  C S ) 1 2 7  A N D  5 ( 1 6 0 )  T H E N

5 7 . 5 4
-
6 4 : G
O T O  
2
9
0

RK 2 8 0  I F  ( 5 ) 3 I  A N D  5 < 9 6 )  O R  ( 5 ) 1 5 9  A N D  S

5 < 2 2 4 )  T H E N  5 . S - 3 2

NM 2 8 9  R E M

NO 2 9 6  P O K E  S C - 1 4 N , S : N E X T  N

-  P O K E  C O
,  T O  
S C
R  
E
N

each character in our message s t ring into an internal code
(either by adding 64, s ubt rac t ing 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 lis t  ins t ruc t ion set tell
Ant ic  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  locat ion 40000
(64+256156)  up in the top left of  the screen, the contents of
locat ion 40001 in the next  place to the right  and so on, wi t h
the contents of  memory  locat ion 40959 down in the bot tom
right  hand corner.  As this  is a Graphics  0 screen, Ant ic  knows
it mus t  go on to a new line after every 40 bytes and also that  it
mus t  show 960 screen bytes altogether.

SCREEN FLIPPING
The next  few lis t ings show some effects whic h can be

achieved by telling Ant ic  to look somewhere else in memory  for
the screen bytes. PROGRAM 3 is a small "screen fl ipping"
demo in whic h the computer swaps between some Graphics  I
screens when you press the console keys. LINE 110 sets up a
new screen to begin at memory  locat ion 21504 (0 + 256*(34),
When SELECT is pressed. LINE 200 directs the computer to
display this  screen by put t ing its low and high byte pointers
Into the display list 's "screen" locat ions.  LINES 130 and 210
work  in the same way  for the second screen, called up wit h
OPTION. Pressing START enables the main screen by sending
the program to LINE 150.

36 I s s u e  66 - New Atari User

C V 1 0 0  R E M  E t h D I P L E a d i M I R E U I M A I M 4 A 2 2 1 A 1 1 1
OS 1 0 2  R E M

BZ  1 0 9  P E M
I N  1 1 0  G R A P H I C S  I : P O K E  8 8 , 6 : P O K F  8 9 , 8 4

M t  1 2 0  P O S I T I O N  0 , 3 : ?  1 1 6 ; " 5 C R E E N  O N E
-OA 1 3 8  G R A P H I C S  I : P O K E  8 8 , 0 : P O K E  8 9 , 8 8
VA 1 4 8  P O S I T I O N  3 , 6 ;
1
'  
1 4 6 ; ” s c r e e n  
t w o "

ML 1 4 9  R E M

OF 1 5 0  G R A P H I C S  1 : 0 L = P E E K C 5 6 1 1 )
4 .
2 5 6
8
P E E K t 5

6 1 1

I B  1 6 0  P O S I T I O N  0 . , 4 : ?  2 1 6 ; "  u g m m u  S C R E E N
O N E " : ?  U 6 : ?  1 t 6 : ?  M M R I M  S C R E E N  2 "

:?  1 1 6
FO 1 7 0  ?  1 1 6 :?  M s : "  s t a r t  T H I S  S C R E E N "
DZ 1 8 0  I F  P E E K ( 5 3 2 7 9 ) 0 5  A N D  P E E R ( 5 3 2 7 9 ) (

> 3  A N D  P E E K 4 5 3 2 2 9 1 0 6  T H E N  1 8 0

x v  1 9 9  R E M

MN 2 0 8  / I  P E E K ( 5 3 2 2 5 ) . 5  T H E N  P O K E  O L 4 4 , 0 :
PO KE 0 1 1 _ 4 5 , 8 4

ST 2 1 0  I F  P E E K C 5 3 2 2 / 1 = 3  T H E N  P O K E  0 1 _ 4 4 , 0 :

POKE D L 4 5 , 8 8
F P 2 3 0  I F  P E E K ( 5 3 2 2 1 ) = 6  T H E N  1 5 0
0 1  2 4 0  G O T O  1 8 0

N i l  S C R E E

-  I N  T . U C T I O N  S C R E E N

-  CHAN E  + 4  A N D  D L +  •

SCROLLING AROUND
MEMORY

PROGRAM 4 takes things a bit  f urt her by changing the
display lis t  screen memory  pointers  every t ime the arrow keys
are pressed. Up or down inc rements  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  vert ical and
horizontal sc rolling over the computer's  memory ,  wi t h in  the
ma x i mu m/ mi n i mu m limit s  set by LINE 140.

HORIZONTAL SCROLLING
If you examine the horizontal scrolling,  you may  not ice 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, wi t h the graphics  mode
telling Ant ic  when to go on to the next line to give the 2
dimens ional effect. The fi nal lis t ing,  PROGRAM 5, gets around
the problem by put t ing the line to be scrolled into its own
memory  area, A customised display  lis t  is set up to call up the
new line and then to direct  Ant ic back to showing the normal
screen RAM.
Firs t  we reserve an area at the top of  memory  and defi ne our

message string.  The s tart ing letters were repeated at the end to
give a wraparound effect and stop the message "Jumping" af ter
each display  sequence (LINE 140).  LINE 150,  whic h puts  the
s t ring into the reserved area, uses a shortened version of  the
technique covered in PROGRAM 2. as we've only  got capital
letters this  t ime.  We wil l  scroll the 10th line (DL+14) of  a
Graphics  0 screen. LINE 170 fi nds out  where screen memory
starts for the following line and puts the answer in high
by t e/ low byte format.  LINES 200-240 set up the new display
list in Page 6 of  memory.  The fi rst  14 and the last 17 bytes are
copied direct ly  f rom the normal display  list  as they don't



P R .  R A M  4 :  S C R O L L I N G

0 - 63
64 - 95

32 - 95
0 - 31

96 - 127 96 - 127
128 - 191 160 - 223
192 - 223 128 - 159
224 - 255 224 - 255

JZ  1 0 0  R E M

OS 1 8 2  R E M

C I  1 1 0  G R A P H I C S  0 : D L = P E E X 4 5 6 8 1 + 2 5 6 * P E E K 4 5
6 1 1

D X 1 2 0  P O S I T I O N  2 , 1 0 : 7  " 4  M A Y  S C R O L L :  U S E

AR R OW K E Y S  O R  E S C " : C L O S E  1 2 1 :0 P E N  1 1 1 , 4
, 8 , " K : "

NH 1 3 9  R E M  D e fi n e  D M  a n

d s e t  i t s  a n  a n d  m a x  l i m i t s ;  o p e n i n g
v a l u e  i s  s c r e e n  R A M  s t a r t

TE 1 4 8  D M = P E E K T O L
4 ,
4 , 4
-
2 5 6
-
3 4 p E E K T o T 4 5 T : m a x
= 5

0 8 e 0 : M / N = 3 0 0 0 0
CR 1 4 9  R E M

MN 1 5 0  G E T  M I , K : I F  K = 2 7  T H E N  1 9 0

DK 1 5 4  R E M  T / R I G H T  A * R O W S :  A d d  I  b y t

e t o  o r  s u b t r a c t  1  b y t e  f r o m  D i s p l a y  M

e m o r y ;  k e e p  w i t h i n  l i m i t S
EX 1 5 5  0 4 1 =D M + I M C K=4 3  A N D  D m < M 0 X T
-
1 e c K 7 - 4 2AN D  D P O M I N T

MN 1 5 /  R E M  U P / D O W N  A R R O W S : A d d  4 8  b y t e s

t o  o r  s u b t r a c t  4 8  b y t e s  f r o m  D i s p l a y
M e m o r y ;  k e e p  w i t h i n  l i m i t s

PM  1 6 8  D M = 0 0 4
-
4
-
4 8 * ( K = 4 5  
A N D  
D M ( M A
X ) - 4 8 *
( 1 4 = 6

1 A N D  D P O M I N )

I A  1 6 1  R E M  T E L L  A N T  :  C o n v e r t  D M  i n t o

h i g h  a n d  l o w  b y t e s  a n d  P O K E  t h e  v a l u e s

i n t o  t h e  d i s p l a y  l i s t
KO 1 7 8  M I = I N I C O M Z 2 5 6 1 : 1 _ 0 = D M
-
( M I * 2 5 6 ) : P O K ED L + 4 , L O :P O K E  0 1 . + 5 , H I
OZ 1 2 9  R E M  • n i n E N Z W T a i r r n I T 4 . 1  G o  b a

c k  t o  L I N E  1 5 0  t o  w a i l  f o r  k e y p r e s s ;
n c r e m e n t  D M  a n d  r e p e a t . .

N Z 1 8 8  G O T O  1 5 8

E I  1 8 9  R E M  W H E N  E  C  /  P R  S S E D :  E n d  t h e
p r o g r a m

H Z 1 9 8  G R A P H I C S  0 : C L I T  : E N D

P R E S S  A  K E Y :

change (LINES 200 and 230). LINE 210 puts  a 3 byte Load
Memory  Scan ins t ruc t ion into the display  list  to tell Ant ic  to
show the reserved area, beginning at page 156, on the next
line. This  is followed by another LMS (LINE 220) to tell the
c omput er to go back to showing the regular screen RAM: The
pointers  for the I l t h  line of the Graphics  0 screen were worked
out  In LINE 170,  LINE 240 enables the new l is t  The scrolling
rout ine at  LINES 250-260 works  by inc rement ing the low byte
pointer for the line by I un t i l  it  gets to 215.  bringing it back  to
0 and repeat ing the sequence, where 215 is a full page less 40
bytes per Graphics  0 line.

GOING FURTHER
Some of  the lis t ings here could be adapted for use in your

own programs.  For instance, the screen swapping technique
f rom PROGRAM 3 might  be used in a game • the ins t ruc t ions
could be stored on a separate screen whic h Is called up when
say, the HELP key is pressed. Or perhaps  PROGRAM 5 could
be adapted as part  of a t it le screen, wit h the scrolling message
saving "press a key to continue. ,." In this  case. if  you change
the screen to Graphics  1 or 2, you should remember that  these
modes only  use 20 bytes per line, so LINE 170 wfi l have to
change too. In any  event, all the lis t ings have plenty  of REMs
to help you along the way as you experiment .

p d o w n  4  p a g e s  t o  p a g e  1 5 6

SP 1 2 0  P O K E  1 0 6 , 1 5 6

HD 1 2 9  R E M  . 2 1 8 M M I C I 4 . 1 M B A I L I L M I t .

LH 1 3 8  D I M  A S ( T 1 ) , 5 $ ( 2 5 5 ) : A S L
—
m o o l z O N T A L

S C R O L L I N G  D E M O . . .  " : F O R  N = I  T O  a

Tp 1 4 0  0 5 ( 3 1
4 4
C M
-
1 T
+ 1 , 3 1 0 N ) =
0 5 : N E N T  
a :
U S
( I

4 9 ) =
-
N o R
I Z O
N "

TG 1 4 9  R E M  P U T  M E S S A  E  I N  M E M O R Y : -  C o n

v e r t  A S C I I  t o  i n t e r n a l  c o d e  a n d  P O K E  s

t r . n g  i n t o  r e s e r v e d  R A M  a r e a

X I  1 5 0  S C R = 2 5 6 * 1 5 6 : F O R  N = I  T O  U E 0 1 4 E :S T :P D X

E S C R
4
N , A 5
C ( 8 5 (
N
o
m ) )
-
3 7 : N
E N T  
N

GM 1 5 5  R E M  I L E C I A M M I T A I M I C a l a i l r n

GC 1 6 0  S C =P E E K4 8 4 1 1 4 . 2 5 6 M P E E ( 4 8 9 )

NC 1 7 0  S C 2 = S C
4 -
1 0 m 4 0 : H = I N I
( 5 C 2 / 2 5 6 ) : L
= 5 C 2 -

M w2 5 6

PROG1 0 0  R E M
1 8 2  R E M

1 1 0  C L R  : G R A P H I C S  0 : P O K E  7 5 2
0
1 : P O K E  7 64 , 7 5 b : P = 8

1 1 5  R E M  R  R U E  H E M '   :  M o v e  r a m t o

EC 1 9 9  R E M

EL 2 0 0  O L = P E E K ( 5 6 8 ) 4 2 5 6 0 P E E K T 5 6 1 ) : F o p  N O
TO 1 3 : P O K E  1 5 3 6 + 1 4 , P E E K T D E S N I :N E X T  N

RP 2 1 0  P O K E  1 5 3 6 + 1 4 , 6 6 : P E K E  1 5 3 6
-
4 1 5 , 0 : P 0 KE 1 5 3 6 + 1 6 , 1 5 6

E a  2 2 8  P O K E  1 5 3 6 + 1 7 , 6 6 : P 0 X E  1 5 3 6 4 1 8 , 1 : P 0 x

E 1 5 3 6 .4 1 1 , 1 1

GB 2 3 0  F O R  N = 0  T O  1 6 : P O K E  1 5 3 6 4 2 8 . 4 M , P E E K 4
D L + 1 6 .6 1 1 :1 4 EXT  0 4

Z L  2 4 0  P O K E  5 6 0 , 0 : P O K E  5 6 1 , 6

0.404 2 4 9  R E M  T o  s h o w

t h e  m e s s a g e  i n  t h e  r e s e r v e d  R A M  a r e a

a t  p a g e  1 5 6

K J  2 5 8  P = P + I : I F  P > 2 1 5  T H E N  P = 8

AM  2 6 0  P O K E  1 5 3 6 + 1 5 , P : F O R  D = I  T O  S O : N E X T

O I  2 7 0  G O T O  2 5 8

PO KE D I S P L A Y  L  T :  -

TABLE 2
INTERNAL CHARACTER CODES
INTERNAL A SC II  NO. H O W  TO CHANGE

CODE A S C I I  TO CODE

subtract 32
add 64
no change
subtract 32
add 64
no change

•
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At last, LEMMINGS comes
to the Atari Classic with 111
H e re  at last! Yes, the eagerly awa ited  conversion

o f Psygnosis' classic arcade game Lemmings
has arrived some two years after German pub-
lishers Ke-Softfi rst  commissioned wo rk on the

project. Some thought THE BRUNDLES wou ld  never see
the light of day but Ke-Soft are not inclined to make
rash promises. Indeed, they sa id  it  wou ld  be good and
they weren 't  kidd ing !
Lemmings (or Brandies) are sma ll arctic rodents who

are renowned for having scant regard for the ir own
safety - i f  there's a fi re  they are burned. i f  there's a
mangle they go for a spin. I f  there's a hole they fa ll
stra ight in! The only wa y  to prevent the Brundles mar-
ching headlong into potentia lly fa ta l situations is to tell
them exactly wh a t  to do instead. Th is is where  you
come in. By prompting ind ividua l Brandies to carry out special
activit ies you can help them avoid the deadly consequences o f
their ignorance - or at least save enough bodies to q u a lif yfo r the
next round o f  mayhem!

The input device in th is 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 st ill eminently p layable using the
standard  Joystick option. I f  you don't have a mouse you might
consider buying one to p lay Brundles - needless to say, Ke-Soft
can offer you a good deal on one of these!

The Brandies fa ll into view through a sma ll trapdoor. The speed
at wh ich  they do th is varies from level to level though it 's possible
to increase the rate i f  desired. There are ten different landscapes
-f ro m d a rk caves to power stations, secret woods and the depths
o f  a volcano - visited over a total o f  one hundred levels (only sixty
levels are supplied with  early release copies o f  the game. the
remainder wil l  be available free of charge on application to
Ke-Soft).

To complete a level you are required to guide at least the
specified number of Brundles to the exit hut with in  a
restricted t ime period. Depending on the allocation o f
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 o f  the screen, and then selecting a part icu la r
Brundle to carry out the chosen activity. With  your help a
Brundle can assume the role o f a Climber (able to climb
high wa lls).  Floater (able to survive  a t a l l f ro m a great
height). B locker (able to stop other Brandies passing a
given point), Bomber (able to self-destruct and demolish
the immedia te ly surrounding wa lls).  Bu ilde r (able to con-

38 I s s u e  66 - New Atari User

•  •  If •  q
, •  
•  
e . •
• • •
, • 0 •
,
,

5 01114:111e
il
6112 
o l i f e j l
e p i l t o 1
1 2 0 1 1
N 9 1 1
=
1

tilfsaticiftemmilwrierzt z r e



THE 8RUNDLES

Title:
Publisher:
Supplier:
Price:
Format:

T H E  B R U N D L E S
K e - S  oft
M i c r o  D i s c o u n t
o f ' 1 5 . 0 0
D i s k

R e v i e w e d  b y  P a u l  R b c o n

stmct  sta irway-type  bridges) or Digger. Diggers come in three
varieties having an ab ility to d ig stra ight ahead, st ra igh t  down or
d iagonally in direction. To successfully tackle each level you 'll
need to d iscover the correct combination o f activities to save a
sufficient number of Brundles - but one slip  and a ll could be lost!

The fi rst few screens are reasonably simple  to master and serve
ma in ly to introduce you to the different features o f  the game. The
activities are only allocated in the quantities required, thereby
providing you with  a subtle h int o f  appropriate tactics. La ter on,
however, the d iffi cu lty rating is stepped up. The number of Brun-
dies to rescue is increased wh ilst  the t ime a llowed to do i t  is
reduced, the route from entrance to exit point may not be at a ll
obvious and the activities supplied may not seem appropriate. But
that's the fun o f  Lemmings! It may take hours and hours o f

f rust ra ted  experiments to find the solution to a level but the feeling
o f satisfaction when you fi na lly crack the puzzle is unmatched by
any other computer game. Fortunate ly each level has an associ-
ated code word  d isp layed at the start so, as long as you remem-

ber to write  it down, you can a lwa ys continue playing where
you left off.
The Brundles is, withou t  exaggeration, a  visua l masterpiece

that has to be seen to be appreciated. The scenarios have
been meticu lously d ra wn  with  a h igh ly commendable use o f
colour and animation. The ten landscapes are accompanied
by the ir own corresponding theme tunes (for example, Grieg's
'Hall o f  the Mountain King') and the overall effect suggests
that the game's two  years o f  development have certainty not
been wasted. From the tit le page to the interlude screens and
the scrolling levels themselves, it 's clear the author has
spared no effort to obtain perfection.

This is definite ly the most exciting new release for some
time and due appreciation should be shown to Ke-Soft for
supporting the speculative development o f  an amazing game.
The Brundles is quite simp ly an essentia l component o f  any

respectable games collection - i t s  righ t up there with  Lode Run-
ner. Sta r Wars and Rescue on Fractalus. What more can be sa id
than b u y  it today!

Now, as they say, other news: Ke-Soft have recently announced
the fi rst  English language edition o f  ZONG, the ir regular paper-
based Atari magazine. Ke-Soft's proprietor Kemal Ezcan has
promised more English Zongs in  the future - provid ing enough
interest is d isp layed by Brit ish  readers. A f u l l  review wil l  appear
next issue but, in  the meantime, don 't hesitate to check it out.
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BANG! BANK!
T h e  t it le page of  this unus ual

game is accompanied by one of
the mos t  original examples of

mus ic  to have featured in an Atari game
since ... maybe The Tail of  Beta Lyrae?
Anyway,  if  you're into computer mus ic
then you' ll want  to acquire BANG! BANK!
s t raight  away, purely  as a great example
of what  can be achieved wit h your Atari.
Inc identally ,  t he game screens and in-

s t ruc t ion sheet suggest that  this  game is
ac tually  named Bank!  Bang!,  t hough
we l l  st ick wit h the outer packaging
whic h has it  the other way  around!  The
story is that  a town's  bank  manager has
received a t ip off  suggest ing that  a group
of  desperate bandit s  are planning to rob
his  premises.  He's  decided to place an
armed guard on the door.  Just in case the
rumour  is t rue.  Guess who's been volun-
teered to help?
Your screen v iew comprises three large

doorways. underneat h a collect ion of
small boxes. The doors  open and close at
random to reveal either a saloon girl.  a

BOMB

he authors  of  BOMBI  - the latest
Power-Per-Post import  to arrive
f rom DOS - were also respons ible

for c reat ing the amaz ing 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 outfi t?)
t hrough sixteen dangerous  plat forms
whic h are lit tered wit h explosives. Bombi
has to pr ime the bombs  and avoid get t ing
caught  in the resultant  blast.  The plat -
forms arc drawn us ing the 3-D graphics

4 0  I s s u e  66 • New Atari User

customer or a bandit  wit h
a gun.  You've got to make
a quick  decis ion as to
whether you should fi re at
these characters  or leave
them well alone. I f  you
don't  tackle a baddie
you' ll be shot  yourself  and
lose a life - but  if  you harm an innocent
cus tomer then you'll lose one anyway!
For shoot ing the bad guys you gain
points  and dollars.  Your aim is to fi ll
three boxes corresponding to the current
screen wit h dollar tokens before you
move onto the next  set of doors. There
are four sets to t he fi rst level and you can
access dif ferent  sections by scrolling
across when all the doors are closed.
In later stages you meet  some new char-

acters, such as Jake the Gunfi ghter (who
mus tn' t  be shot before he's drawn his
gun) and Pete the Mex ican Bandit .  Also.
the number of  bad guys is increased
while the doors open and close at a more
f requent  rate. The game is intended to

style of  Marble Madness, such that
the Joystick diagonals  mus t  be
used to cont rol movement .  Sur-
rounding the plat f orms  is a 'deadly
abyss", so you mus t  be very careful
not  to steer Bombi over the edge.
When Bombi touches a Bomb,  its
detonator is inunediately  t riggered
and there is only  half  a second's
chance to vacate the square!
There are three dif ferent  types of

bomb.  Small  bombs  wil l  only  des-
t roy their own square so you can
quick ly  step aside to avoid injury .

Medium sized bombs  also wipe out  the
four neighbouring squares. whic h may
contain their own bombs  and (hereby set
off a chain react ion. The largest  bombs
affect the eight  neighbouring squares. so
you'll need to have an escape route plan-
ned before tack ling any of these. To fi n-
ish a level you mus t  detonate at least
ninety  percent of  the bombs,  wit hout
harming Bombi,  and also catch a bonus
cross whic h Jumps around the plat f orm
at random.
Well,  I've made quite an effort to master

this game but  I have to conclude that.

SCORE 000300 L I M E  OZ L E 0 E L
.
0 1

stretch your powers  of hand-to-eye co-
ordinat ion to the limit .  It succeeds.
Bang! Bank !  is a pleasant ly  original

game and is blessed wit h the great
graphics  and sound effects that  seem to
be a t rademark  of  Mirage. The qualit y  of
this  and other recent ly imported games is
quite s tunning.  I f  you haven't  t ried any  of
them yet, you have quite a surprise in
store!

Title:
Publisher:
Supplier:
Format:
Price:
Reviewer:

Title:
Publisher:
Supplier:
Format:
Price:
Reviewer:

BANG! BANK!

Mirage/A.N.G.
Micro DiseountIA.N.G.
Disk
,C5.95
Pau l Rixon

sadly. t he f rus t rat ion factor (or ease of
dying) is s imply  far too high.  The author
has put  lots of effort into the v isual com-
ponents  of the game but  then forgot ten to
Inject that  essent ial ingredient  - playabil-
ity. The resultant  series of screens may
be very pret ty to look at  but  they don't
subst itute for an addict ive game. Bet ter
luck  next  t ime 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 Rarnbit  tape users they have
also t ransferred Rubber Ball,  Glaggs It
and Mine Sweeper into t urbo format .  Fin-
ally, it  has been announced that  the
News-Disk  publicat ion (described in
Issue 64) has been renamed The Atari
8-Bit  News-Paper to reflect the fact that 's
It's now dis t ributed on real paper!  Re-
views of  these produc ts  will be coming
soon to NAU.

BOMBI
Power Per Post
DGS
Disk
,E4.95
Pau l  Rixon
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SPECIAL FORCES
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fanatics! Hot  on the heels of
A.N.G.'s excellent Wolf  clone

Operat ion Blood comes SPECIAL FOR-
CES. or Operat ion Blood II, f rom Poland's
talented Mirage Software programmers .
You are alone in the centre of a bat t le-

field_ equipped wit h a rapid-fi re machine
gun and a small quant it y  of  grenades.
Your v iew is t hrough the sights of  your
gun.  and your orders  are to wipe out
any t hing that  moves - except. of  course.
Red Cross nurses  t ransport ing the in-
jured to safety. As you blast  away  at
enemy commandos,  tanks.  jeeps, fi ghter
planes, boats  and other adversaries, the
tally  remaining for each category is up-
dated on a s tatus line. You need to anni-
hilate the specified quotas  before you can
progress to the following level.
Your supplies of  bullets and grenades

are limited,  so it's wise to keep an eye
open for bonus  packages. whic h drop
f rom the sky by parachute.  An accurate
shot wil l  add the contents of a package to
3'our inventory ,  but  meanwhile you mus t

avoid t ak ing too many  hits
f rom the ever pers istent
opposit ion.  Their wish is
to zap your e n e r o  level to
the point  of  expiry. For-
tunately.  you have some
lives in reserve! Tact ics?
I 'm tempted to suggest
that  you should close your eyes and
keeping hit t ing the t rigger,  but  hardened
Wolf  addicts wil l no doubt  have a strate-
gy based on the fi re power of  the various
enemy units .  conserv ing energy and
mak ing every shot count  (but  how do you
survive level two?1).
The graphics  are fairly  well detailed.

though rather lack ing in colour (why do
games of  this type always have such drab
colour schemes?). Animat ion techniques
have been expert ly  used to deliver a good
deal of  s imultaneous  act ion wit hout  com-
promis ing the speed of  play. The t it le
page is  part icularly  appealing and mus ic
(which isn't  heard during the game itself)
is top notch stuff. I f  you have a mouse.
you' ll be pleased to k now the authors

BATTLE SHIPS
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For those who do. A,N.G. Soft-
ware have discovered a new

game f rom Poland's Mirage Sof tware cal-
led (wait  for it  ...) BATI 'LE SHIPS.
The game kicks of f  with a neat  loading

sequence featuring an excellent bat t le
ship drawing and a snazzy 'mirrored'
prompt  for you to fl ip the disk onto side
B. Af ter a somewhat  alarming memory
' unc runc hing rout ine,  the t it le page is
revealed. This  again is a marvellous ly
art is t ic  af fair wit h re-defi ned characters
f orming the menu text and superb bat t le

ship drawings  used as a backdrop
to the game's t it le. From this
screen you select whether to play
against  a human or computer
s imulated opponent .  in the former
case us ing either one or two joys-
ticks. Pressing Start  launches  into
the game itself.
As you'd expect the fi rst  task is to

place some bat t le ships (five in all)
onto the bat t le grid.  There are five
classes of  ship whic h occupy be-
tween two and six grid squares.
Us ing a joyst ick cont rolled screen

pointer you mus t  select each ship f rom a
panel on the left of the screen, then set
the respective pos it ion on a bat t le grid of
four hundred squares to the right .  When
you're sat isfied wit h the layout  of  your
fleet, you can click on an 'end' icon to
cont inue play.
If you've opted to challenge the compu-

ter the next cycle of  events involves lit t le
interac t ion f rom you. Firs t  you observe
the computer mark ing its shots against
the grid,  then you can sit  back and watch
the bat t le commence to the panic -s t rick-
en tones of an apt  jingle.  When this

have inc luded an opt ion for mouse as
well as joyst ick driven operat ion.
The ins t ruc t ions  contain a reminder

that  real war is no fun at all and Special
Forces is not  intended to suggest it  can
achieve any thing other than misery  and
dest ruct ion.  However,  s ince the majorit y
of  computer games involve some k ind of
violence, I guess the moral arguments  do
not need to be specifi cally directed at  this
one.

Title:
Publisher:
Supplier:
Format:
Price:
Reviewer:

SPECIAL FORCES
Mirage/A.IV.G.
Micro  Discount
Disk

Pau l  Rixon

rather lengthy  but  graphically  pleas ing
spectacle is over, it 's  your t urn to play
hunt  the ship.  I nit ially  you have twenty
shots at the grid but  the number is re-
duced if  any of your ships are sunk  by
the oppos it ion.  A status panel indicates
the s t rength of  your fleet and,  when the
worst  comes to the worst ,  replaces strick-
en vessels wit h 'SOS' symbols. When a
player wipes out  the other's ent ire fleet, a
teleprinter pops up to announce the
victor.

Unt i l now the best bat t leships  game I 'd
encountered was a type in lis t ing f rom
the long defunct  Big K magazine.  Bat t le
Ships  surely  takes its place as the ult i-
mate version of  this inc redibly  addict ive
game. Mirage have gone to t own wit h
bri l l iant  graphical effects and good
music.  A splendid effort!

Title: B A T T L E  SHIPS
Publisher: Mi rage
Supplier: A . N . G .  So f t w are
Format: D i s k
Price: £ 4 . 0 0
Reviewer: P a u l  Rixon
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TheCLASSICPD Z O N E

SOMETHING
SERIOUS
Red Alert! We have crash landed on an alien planet deep
inside the Classic PD Zone, I t  is known only as •P6'. Due
to engine fa ilure we  cannot take-off and must therefore
negotiate with  the local inhabitants, the P6ers. They
have offered us a new hyper-drive engine i f  we under-
take an examination o f three Pudosian offerings they
have received via  ma il order from the planet Ata ri&  We
have agreed the terms and a wa it  the offerings...

LEAGUE ORGANISER
L E A G UE  O RG A NI S E R is a unique piece of  software which

wi l l  al low 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 wil l  be of some use to you
in el iminat ing all the gruell ing hours  of  organis ing league
fi xtures.
The disk is double-s ided wit h the documentat ion on Side B.

I 'm one of those people who never read does before us ing a
program,  so I booted Side A fi rst. A good t it le screen appeared
on the screen (always a good start!) and was soon followed by
the main menu.  whic h was split  into three sections: the t it le
bar.  the main window (featuring the opt ions available) and the
s ub-menu (general inf ormat ion and error messages).
Hmin!  Af ter unsuccessfully  at tempt ing to select an opt ion,  I

decided it  might  be best  to read the does before progress ing
any further.  1 therefore fl ipped the disk, loaded the does menu
and printed them.  Six teen pages later and they were printed!
The program ac tually  allows you to set the size of  your page
before print ing.  I suggest you use a page length of  about  60
lines  for normal A4 sheets.
The documentat ion is a joy to read! I t  takes no more t han

fi fteen minut es  and tells you every thing you need to know,
wi t hout  ever get t ing too technical.  At  the end there is a small
example whic h takes you t hrough each stage of  sett ing up a
league.
Get t ing back to the program itself, we were at the main

menu. . .  There are eight  opt ions  available at t his  menu:  Edit
Team Names.  Edit  Season, View Fix tures.  Save File, Load File,
Disk  Direc tory .  Delete File and Format  Disk,  Each opt ion is
selected by us ing the cursor and arrow keys and then press ing
Spacebar.
The DOS-type opt ions  are self -explanatory.  I t  is the fi rst  three

opt ions  whic h make League Organiser t ick.
Edit  Team Names allows  you to enter and edit  the names of

up to 31 t eams  (or players). This  should be more t han enough
for the vast majorit y  of  league tables. Ent ry  is quick  and easy.
Next up is Edit  Season. This  opt ion creates the season to be

played. I t  begins by request ing the season s tart ing date. You
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enter this  in Day / Mont h/ Year  format .  The screen then speedi-
ly displays the calendar of the mont h you have chosen. A
cursor highlights  the fi rst  day of  the season. A very profession-
al touch!

Next, you mus t  mark  the fi rst  day of the season and follow it
wit h the fi nal day. Af ter doing this a window wil l  appear wit hin
whic h you can enter weekly  t ime slots over the marked period,
i.e. when the games are to be played and the number of
play ing areas available.
A quick  press of  the Return key and you are back to the Main

Menu.  The next  step is to create the fi x ture list, Select View
Fix tures  f rom the menu and you wil l  be requested to choose
either the whole fi x ture lis t  or an indiv idual team. Af ter mak ing
y our select ion you can enter who is play ing at home and who
is play ing away. I f  at this point  you'd like to print  the fi x ture
list  you jus t  hit  Spacebar.  I suggest that  you pos it ion your
print  head at the top of  your paper as the list uses an ent ire
page before mov ing onto the next.
League data can be saved to disk at  the main menu by

select ing Save File. On Side B you' ll fi nd the example league
under the fi lename EXAMPLE.LGE.  Use Load File to load it
Into memory .
I f ound League Organiser to be a very professional piece of

software. I t  has the feel of a program whic h was writ t en by
somebody who takes great pride in his  work ,  and indeed the
Atari 8-bit .  The author,  Adrian Hy land.  even states in the
documentat ion that  his  main inspirat ion behind League Orga-
Mser was a let ter which was published in New Atari User issue
55 (Hi Ed!).
The print  opt ion is very useful and allows both whole and

Indiv idual fi x ture lists to be printed (very handy  for mak ing
sure that  everyone arrives on t ime!).
I see League Organiser as the fi rst step to an expanded

program featuring all the opt ions above plus  a "Manager"
program to cont rol the league in progress, i.e. results,  c urrent
standings. etc. How about  it  Adrian?
If you are involved in a league of  any k ind you really  should

check out  League Organiser - it ' ll save you many  hours  of
organisat ion and do all the t ricky calculat ions for you (e.g. how
many  games are played when 29 teams play each other three
times?) Before blowing your mind.  jus t  boot  up your drive and
let  League Organiser do all the work  for you!

CLASSIC PD ZONE RATING: 8 1 %

LOOK TO THE STARS
L O O K  TO THE  S TA RS  features six as t ronomy 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 fi rst  program on the disk is a very interes t ing and quite

unique piece of software. MO O NTRA CK E R is div ided into
two parts. Part  I  (Moont racker) will display  the pos it ions of the
sun and moon for any date. I t  wil l  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
whic h gives you the best days to perform certain f arming
tasks, according to the pos it ion and phase of the moon.  The
f arming tasks inc luded are plant ing,  watering,  cult ivat ion,
pruning.  harvest ing,  canning and cut t ing t imber.  The prime,
good and fair days are given for a selected mont h and year.
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Inc luded wit h the Moont racker documentat ion is an interest -
ing section on calendars  and plant ing by the moon.  I can't  ever
see myself  actually  put t ing this new-f ound knowledge to use
but  it  was an interes t ing read nevertheless.
Next up on the disk is S TA R GAZI NG.  This  program is

subt it led "A Winter As t ronomy Quiz" and that 's exactly what  It
is, albeit  a very basic one (there are only  five quest ions to
answer).  However,  there is a Review opt ion whic h goes t hrough
all of  the constellat ions and shows t hem in the graphics
window.
P L A N E T A R I U M  is a s mall graphics  demo whic h cycles

t hrough various  constellat ions,  I t  is very s imilar to the Review
opt ion in Star Gazing.
The next  two programs  are aimed at experienced as t ronomers

and photographers .  HO RI ZO N is a coordinates calculator
whic h gives you the height  and direc t ion of  a celestial object.
As a brief  point  of  note, Horizon was programmed in December
1978 - that 's  FIFTEEN years ago l I love examining old prog-
rams  like these!
S T A R  E NCO UNTE RS  is another old program,  this  t ime

f rom 1979.  I t  calculates the distance between the Earth and a
selected star.  The aut hor advises the use of  a s tar at las when
us ing Horizon o
r  S t a r  
E n c o u n
t e r s .

The fi nal program on Look to the Stars is MA RO O NE D I N
SPACE.  Programmed in 1981.  f rom a version for the TRS-80
computer (Scott Adams' old favourite).  Marooned in Space is
an Interes t ing lit t le program whic h disguises itself  as a quiz.
You are t rapped on a planet  and your only  chance of escape is
to use the clues given to ident ify  the name of  the planet.
Simple.  but  good fun!
Overall.  Look to the Stars brings  you the unique Moont racker,

two small quiz  games. a basic graphics demo and two old
as t ronomy  ut il it y  programs.  OK. so it 's not  a spectacular disk
but  it  does seem to offer a good mix t ure of programs. Moon-
t racker and Marooned in Space are both very good! The other
four programs  wil l  only  be of  interest to you i f  you enjoy the
c harm of  old programs  or if  one of  your main hobbies is
as t ronomy.  A breath of  fresh air f rom the usual ons laught  of
arcade games and disk  ut ilit ies .

CLASSIC PD ZONE RATING: 7 3 %

CHILDRENS'
SONGS
1 thought  I 'd briefl y  men-

t ion a disk  whic h my  four
year old cous in has recotn-
mended to everyone, CHI L -
DRE NS •  SONGS features 37
songs for the young at heart .  The
songs inc lude many  t imeless classics
such as Pop Goes The Weasel.
Teddy  Bear's Picnic, Waltz ing 't
Mat ilda,  Popeye. Old McDon-
aid.  etc.
Childrens '  Songs is a Compos-

er's Jukebox II disk. The songs are
played via an on-screen keyboard.  Each
note 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 automat ically  One after the other.

The program then goes back to the fi rst song. You can there-
fore let  it  play  on for as long as you wish,  You can also select
indiv idual songs to play back.
My  young cousin Lewis loved this  disk - I  could tell by the

silence as he stared at the TV screen (although af ter a few
songs he did ask "where's  the dinosaurs").  However,  he's s tar-
ted to ask his  mu m and dad for an Atari.  I guess style runs  in
the family!
Childrens '  Songs is one for k ids under five.

CLASSIC PD ZONE RATING: 7 2 %

SEE-YA!
The P6ers have agreed to assist us with  the replace-

ment o f our hyper-drive engine so we  wil l soon be taking
off. Prepare you rse lf fo r the force o f  the boosters by
shouting... Gameboyiscrap! That's the local lingo for
Long Live the Atari 8-bit! Fffteen years and st ill going
strong! Until next time._ Use your 8-bit long and prosper!

This  Issue's reviews have been:

DI S K DS#95 L E A G U E  ORGANISER
DI S K #93 - LOOK TO THE STARS
DI S K #133 - CHILDRENS' SONGS

P.S. The ans wer to the League Organiser question is 1218.

with Stuart Murray as your guide
New Atari User' Issue 66 4 3
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DISK FILE
MANAGERDavid Sargeant brings

you a 'front-end' program
f o r  using DOS utilities
and controlling programs

F o r  anyone who has used an IBM-compat ible Personal
Computer,  I am sure you have found the usual DOS
prompt  very int imidat ing.  I t  is usually  Just an under-

line character or a greater-t itan s ign wit h no Indicat ion of  how
to carry  on. You have to refer to the manual  to fi nd out .  By
us ing a program loosely termed a 'Front  End'.  a PC can be
made muc h more user-f riendly .
As part  of the boot  process the 'Front  End'  program is loaded

and run automat ically .  A menu is displayed f rom which you
have ins tant  access to DOS ut ilit ies  and program execution.
No more t yping long-winded c ommands  at  the system prompt .
Now all you have to do is choose an item f rom the menu.  Just
a few key strokes are required to perform your task.
As far as I 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 s imilar ut i l i t y  ought  to be available to make the
Atari more accessible. BASIC does have the X10 c ommand that
can be used to perform DOS tasks, so it  would seem possible
to writ e a menu program that  provides these useful funct ions.
Disk  File Manager Is a s t raight -f orward Atari BASIC program

,although I have used a lit t le machine code as BASIC Is s low in
some aspects. It prov ides you wit h access to DOS ut ilit ies  and
programs  can he loaded or run wit h only  a few key presses.
Follow these steps to create the necessary files and a boot
disk:

1. Type the lis t ing and save it to dis k  in USTed format  as
OFM.LST, (this is your back-up copy, keep it safe).

2. Save it again in SAVEd format  as DFM.BAS.

3. Format  your boot disk  and put  the DOS files on it.

4. Copy the DFM.BAS fi le onto your boot disk.

5. To get DFIVI.BAS to load and run automat ically  on booting
your system, it  is necessary to have an aut omnfi le.  Use
the SETUP.COM ut ility  supplied wit h DOS 2.5 to create an
AUTORUN.SYS.fi le on your boot disk  to load and run the
BASIC program.

Use this  new disk to boot your system in the normal way.
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USER GUIDE
After a short  init ialisat ion rout ine the main screen is display-

ed together wit h the main menu.  From this  and subsequent
menus  you indicate your choice by pressing the highlighted
character.

B A S I C  - This  terminates  the program ret urning you to the
normal default  screen wit h the READY message. You can
also end the program by pressing the ESCAPE key.

D I R E C T O R Y  - You are prompted to type a fi le specifi cat ion
whic h mus t  comply  wit h the normal DOS fi le naming rules.
For example,  ••• is used to indicate all fi les and * 1ST means
all fi les wit h that  part icular extension. I f  you jus t  press the
RETURN key wit hout  t yping anything,  the program assumes
the default  specifi cat ion of

The fi les which match the specifi cat ion are then read into
the directory  buffer and the fi le and sector counts are dis-
played. The fi rst block of  32 fi les is t ransferred f rom the
buf fer to the screen. I f  there are more than this  number of
files in the direc tory  buffer,  the next block can be displayed
by press ing the Space bar.

Note that  LOAD/ RUN and UTILITIES are not  available unt i l
the work ing directory has been read into the buffer.

F O R M A T  - A disk can be format ted in s ingle or enhanced
density. Press the respective key of  your choice or any  other
key to abort.

L O A D / R U N  - Choose this  opt ion to execute a fi le. The
LOAD/ RUN menu is displayed arid the fi rst fi le is highlight -
ed_ You can press the Space bar to display  the next fi le block
if you want .  Indicate the fi le on which you want  to work  by
press ing the relat ive cursor key to highlight  it ,  t hen select
f rom the menu.

E N T E R  - You are returned to the normal default  screen. The
c ommands  NEW and ENTER -
D ; fi l e n a m e . e x t "  
a r e  
d i s p l a y e
d

and can be executed in direct  mode. The cursor is placed
over each c ommand in turn,  Press the RETURN key to ex-
ecute this  or the BREAK key to abort.



L O A D  - Read a BASIC program into memory .

R U N  - Read a BASIC program into memory  and run it.

S Y S T E M  • You are prompted to insert  your system disk.
Press the ESCAPE key to abort  or any  other key to cont inue.
If the disk  drive can access the DURSYS file. it  is loaded and
run,  otherwise,  the process is aborted.

U T I L I T I E S  - Choose this  opt ion to access the disk  ut ilit ies.
The menu procedure is the same as that  for LOAD/ RUN.

C O P Y  - The highlighted fi le is read into the input / out put
buf fer and you are prompted to type a new name.  Type this
and press the RETURN key. The I lk  in the buf fer is writ t en to
the disk  us ing the new name.

If you jus t  press the RETURN key at the prompt  wit hout
typing a new fi le name,  the program assumes that  you want
to copy the fi le to another disk. in whic h case you are
prompted to change disks. When you have done so press the
RETURN key and the fi le is writ t en us ing the same name as
the original.

Whether you copy to the same disk  or to another one, the
disk direc tory  is read again to show that  t hat  it  has been
updated.

The size of  the input / out put  buf fer is set by  the variable
BSIZE at 12800 bytes (103 sectors). Any  fi le greater than this
l imit at ion should not  be copied us ing this program,  alt hough
you are free to alter the size of this buf fer to suit  your needs.
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1
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1 5 6 0  D I R E C T O R V S ( P , P + 1 6 ) = F I L E S
1 5 7 0  I I S E D = U S E D + V A L C F I L E S ( 1 5 , 1 7 ) ) z G O T O

Oil 3 0 2 0
8

K E Y = P E E K 1 7 6 4 1 : I F  K E
.
V = 2 5 5  T H E N  
3 0 2

1 5 4 0 JC 3 0 3 0 I F  K E
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P
O
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7
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2
5
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T
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-
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.
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8
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E
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C I 3 0 5 0  P O P  : G O S U B  4 5 0 0 : P O K E  7 6 4 , 2 5 5 ; 0 0 5
PC  1 6 0 0  P O S I T I O N  2 4 , 1 8 : '  n 6 ; "  " : P O S I T I AM 3 5 8 0 R EM  E D E R E M P U

ON 2 4 , 1 8 : ?  1 1 6 ;1 1 5 ED L I 3 5 1 8 I F  N O T  N U M F I L E S  T H E N  R E T U R N
JR  1 6 1 0  P O S I T I O N  3 4 , 1 8 : 7  n 6 ; "  " : 1
)
0 5 I T I

BV 3 5 2 8 GOSU B 1 1 0 0 0 : R E M  M e n u
ON 3 4 , 1 6 : 7  1 1 6 ;1 1 N U S E D ;: I F  U N U S E D = 9 9 9  T H ,

i
r
s
t

1 5 3 0 GOSU B 5 1 1 8 0 :R E M  G e t  o p t i o nEN  ?  1 4 6 : " + " VP 3 5 4 8 I F  K E Y = 2 8  T H E N  G O S U B  6 8 6 0 : R E T U R NKA 1 6 2 0  D I R I N = 1 : F I L E 8 A 5 E = M 3 : G O S U O  5 5 8 8 : R E
TURN

WN 3 5 5 0 GOSU B 1 8 8 1 1 0 :R E M  G e t  fi l e  i n f o

KJ
BX 3 5 6 8

Pc,
I F  K E V = 1 8  T H E N  G O S U B  1 1 7 0 0 : R E M  C o2 0 8 0  R E M  F O R M AT

2 0 1 0  P O S I T I O N  3 , 1 9 : ?  n 6 ; " F o r M a t  d e n s i twe O J 3 5 7 8 I F  KE V =5 4 1  T H E N  G O S U B  1 1 4 8 8 : R E M  D e

continued . -
D E L E T E  - See note.

L O C K  - See note.

R E N A M E  - You are prompted to type a new name for the
highiighted file. Type this  and press the RETURN key. I f  you
jus t  press the RETURN key at the prompt  wit hout  t yping a
new fi le name,  the renaming rout ine is aborted.  Af ter the fi le
has been renamed the disk  directory  is read again to show
the alterat ion.

U N L O C K  - See note.

V I E W  - a BASIC program saved wit h the LIST command.  You
are prompt ed to type a line number In the range 0-32767.  i f
the number is outs ide this  range (1.e, not  an acceptable line
number),  you are returned to the menu.  I f  you jus t  press the
RETURN key at the prompt  wit hout  t yping a line number,  the
program is lis ted f rom the beginning.  Otherwise,  the program
lis t ing is started f rom the line number that  you have indi-
cated.
NOTE: when a fi le has been locked,unlocked or deleted the

directory  buf fer and the screen are updated to show these
various changes.

W R I T E  D O S  - You are prompted to press Y to writ e the
DOS.SYS file to the disk or any other key to abort .  Note that
the DURSYS fi le is NOT writ t en as well.  Use COPY f rom the
ut ilit ies  menu to copy an ex is t ing DURSYS fi le to your new
disk.
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DISK FILE MANAGER
T e t e

K5  3 5 8 0  I F  K E Y = 0  T H E N  G O 5 U 0  1 1 6 8 0 : R E M  L o c

VZ  3 5 9 0  I F  K E Y = 4 8  T H E N  6 0 5 1 1 0  1 1 8 0 0 : R E M  R e
n a m e

OC 3 6 0 8  I F  K E Y = I l  T H E M  G O S U O  1 2 8 0 8 : R E M  U n
l o c k

AC  3 6 1 0  I f  K E Y = I 6  T H E N  G O S U B  I 2 2 0 0 : R E M  V i
o w

OG 3 6 2 0  I F  U P D A T E = I  T H E N  G 0 5 U 8  1 5 2 0 : U P D A T
E = 0

SZ  3 6 3 8  I F  U P D A T E = 2  T H E N  G O S U B  1 3 0 0 6 : U P D A
T E =0

SF  3 6 4 8  G O T O  3 5 3 8
OU  4 8 0 0  R E M
Z K 4 0 1 0  P O S I T I O N  3 , I / : ?  U 6 , : "  P r e s s  l a

t o  w r i t e  D O S "
UK 4 0 2 0  I F  P E E K C 7 6 4 1 = 2 5 5  T H E M  4 0 2 0
CT 4 0 3 0  I F  P E E K C 7 6 4 I = 4 3  T H E N  X I O  3 , 3 * 1 , 0 . 0

,
-
D
;
D
O
S
.
S
Y
S
"
:
N
I
O  
1
2
,
H
1
,
8
,
8
,
"
o
:
-

O5  4 8 4 0  P O K E  7 6 4 , 2 5 5 : R E T U R N
V I  4 5 0 0  R E M
L E  4 5 1 0  P O K E  5 5 9 , 0 : P 0 K E  1 0 6 , R A M T O P :G R A P H 1

C 5  0 : P O K E  7 3 0 , K E V R E P : T R A P  4 0 8 0 8 : R E T U R N
AA 5 0 8 8  R E M
0 0  5 8 1 0  P O S I T I O N

R E S E T  S  P E E N  D E F A U L T S

3 , 1 9 : ?

E 7 6 4 , 2 5 5
BO 5 0 2 0  P O S I T I O N  C O L , R O N : ?  U 6 :C H R S C C H A R F L

AG N 3 8 + 3 2 )
OG 5 0 3 0  F O R  F L A 5 t 1 = 1  T O  3 0 : I F  P E E K C 7 6 4 1 0 2

5 5  T H E N  P O P  : G O T O  5 0 5 8
MN 5 0 4 0  N E X T  F L A S H :C H A R F L A G = C C H A R F L A G = 0 ) :

GOTO 5 0 2 0
PO 5 0 5 8  I F  N O T  C H A R F L A G  T H E N  P O S I T I O N  C O

L , R O W :?  U 6 :C T I R S C 6 2 )
E J  5 0 6 0  K E Y = P E E K C 7 6 4 ) : I F  K E Y = 3 3  A N D  D I R I N

T H EN  G O S U B  5 5 8 0 : P O K E  7 6 4 , 2 5 5 : 6 0 1 0  5 8 2
0

AC 5 0 7 0  I F  K E Y = 6  O R  K E T = 7  T H E N  G O S U B  6 8 0 0
:P O KE  7 6 4 , 2 5 5 : G O T O  5 0 2 8

CF 5 0 8 0  P O K E  7 6 4 1 , 2 5 5 :R E T U R N
OK 5 5 0 0  R E M
SH  5 5 1 8  F I L E 8 4 5 E = F I L E B A S E • 3 2 : I F  F I L E 0 o S E >

6 4  T U E N  F I L E B A S E = 1
H I  5 5 2 0  I F  F I L E O A S E ) N U M F I L E S  T H E N  F I L F B A s

E = I
R Y 5 5 3 0  P = O F F S E T C F I L E B A S E I : P 0 5 I T I O N  8 , 1
FO 5 5 4 0  F O R  I = 1  T O  1 6 : '  3 * 6 : "  -
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PROGRAM
VARIABLES

Strings
F I L E $  Each ent ry  in the disk direc tory

is read into FILES prior to being stored
In DIRECTORYS

D 1 R E C T O R Y $  Disk  direc tory
D1 RS P E C$  File specifi cat ion for direc-

tory access
FI L E S P E CS  File specifi cat ion for disk

access
S T A T $  Status  of  file (locked, unlocked

or deleted)
T E M P $  Temporary  storage
FH, E NA ME S  New name for copy or

rename rout ines
M C  I S Machine code to highlight  a fi le
M C 2 $  Machine code for disk I n/ out put
B U F F E R S  I nput / out put  buf fer
ME NUL 1 NE $  Menu data is read here

prior to being printed in the text
window

L I NE S  Start ing line number for v iewing
a program

P L I NE $  Program line number in buf fer

Arrays
O F F S E T  File offsets into DIRECTORYS
H L A D D R  Screen addresses for fi le

highlights
T E X T W I N D O W  Text  window addres-

ses for menus

Numer ics

B S I ZE  Size of buffer used for fi le input /
o u t p u t

B U F F E R  Address of  input / out put
buf fer

B Y TE S  Number of bytes passed t o/
received f rom input / out put  rout ine

RA I A TO P  Top of RAM • moved to re-
serve space for the menus,  the top line
and the v iewing screen

S CRNL O  Low byte of  address of  top of
screen RAM

S CRNHI  High byte of  above
V S C R N H I  High byte of  v iewing screen

RAM
DL I S T  Display  list  address
D L L O  Low byte of  above
D L H I  High byte of above
M E N U S  High byte of  address where

data for the menus  is stored
PAGE Page counter for the above
TO P L I NE  High byte of the address

where data for the top line is stored
T W I N D E X  Indicates whic h menu to

access, (range 0-3)
CO L  Curs or column pos it ion
R O W  Cursor row posit ion
K E Y  Value of  keyboard input
N U M F I L E S  Number of files loaded into

DIRECTORYS
US E D Number of sectors in use
UNUS E D Number of  sectors not in use
FI L E B A S E  Indicates which block of

Ides to access in the program,  (1 or
33). The max imum number of  files in
the buf fer is 64 and they are accessed
in blocks of  32

FI L E  File counter

•

F L A S H  Loop counter for fl ashing
c u r s o r

D I R  Direc t ion of  highlight ,  -1 = up 0 =
no movement  1 = down

L I NE  Start ing line number moved f rom
LINES for comparison

P U N E  Program line number to be
compared

A D D R  Current  address being pro-
cessed

K E P RE P  Store for the key repeat de-
fault  value

U P D A T E  Init ially  set to 0 - set to 1 or 2
after a disk operat ion depending on
type performed,  I  =read direc tory
2=update screen

C H A R C O D E  ASCII  of  prompt  char-
acter

I Loop and s t ring posit ion counter
J  Loop counter
A  Data read here prior to being stored

in a machine code s t ring
P St ring pointer
X  Dummy  used in USR rout ine
E R R O R  Error number

Program flags
- in all cases 0 = off 1 = on

DI R I N  Disk  direc tory  read into DIREC-
TORN'S

H I G H L I G H T  Highlight  fi le
C H A R F L A G  Charac ter to be print ed to

prompt  user for keyboard input
N O M A T C H  Mat c hing line found in the

program buf fer
E S C Escape key pressed
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CLASSIC ROMS
ACE OF ACES

At last a good flight simulator once again! Although
not a straight flight aim, this excellent World War II
game has all the challenge and sense of flying that you
would expect from a flight simulator. Ace  of Aces puts
you In the cockpit of a Mosquito, the maverick RAF
lighter bomber that shot down 659 enemy aircraft and
500 V-1 Buzz Bombs in WW2. I fs a whde knuckle aerial
combat situation with the gut-wrenching pressure of
enemy confrontation. Four missions to challenge you -
select your weapons. watch your fuel, decide your plan
of attack from the intelligence reports and start that
engine. The adrenaline will be flowing!

ROMCARTRIDGE O U R  PRICE E7.95

1RESCUE ON FRACTULAS

ROMCARTRIDGE O U R  PRICE £7.95

TENNIS
Forehands and backhands, dr iv-
ing approach shots, angled vol-
leys, over head sm ashes  a nd
tricky lobs -  you've got al l  the
strokes in Tennis! Plus a wicked
serve that goes where you want
it. Here's the action packed game
that challenges y ou t o  pl ay a t
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 E6.95

One of the all time classics available again.
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
point of home computer game design. Part
flight simulator, part arcade shoot, totally
addictive, totally compelling.

POLE POSITION
Everyone has heard of Pole Posi-
tion, the  r acing gam e tha t  i n-
spired almost every racing game
since. It may be the original and
some othe r  gam es m ay have
added features but Pole Position
still retains i ts  chal lenge after
many years. One of those games
that has exactly the right balance
of gam e play a nd graphics t o
make i t  a  classic that will last
forever. If it is not in your collec-
tion, make amends now while i t
is still available

ROM CARTRIDGE
OUR PRICE E5.00

B A S K E T B A L L
The original basketball game gets back to basics but, like  the VCS version, is lots
el tun. You ca n dribble ,  shoot,  pa ss. b lock shots a nd even ma ke  ste a ls. F ive
different game variations a llow up to four players to compete on the 400100 and
two on the  XU XE. Sometimes, like  the early games, simple  graphics ca n mean
addictive pla y and a  lo t  o f  fun!

ROM CARTRIDGE
OUR PRICE JUST E4.00!

AVAILABLE AGAIN!
A lot of the games that long time owners regard
as the original classics have been unavailable
for some time but we are delighted to be able to
bring you, once again, a selection of  those clas-
sic cartridges - including some of the best
games ever for your Atari. I f  these games are
not in your collection, your collection is not
complete. And if  you are a new owner these are
guaranteed winners - grab a couple today!

LODE RUNNER 1

ROMCARTRIDGE O U R  PRICE E7.95

MILLIPEDE
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 all! Fast action graphics
and real bug sounds make this
game just like the arcade smash
hit. Uses joystick or TRAK-BALL.

ROM CARTRIDGE
OUR PRICE E5.95

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.

JOUST
In days of  olde when knights
were bolde -  they  never s aw
anything l i k e  t his !  You  d o n
your helmet, hoist your  lance -
and mount  your ostrich t o do
battle wi t h  t he  ev i l  Buzzard
Riders i n  deep space!  Pt er-
odactyls t o  t he r ight  o f  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 f or  one o r  t wo
players.

ROM CARTRIDGE
OUR PRICE E6.95

A L L  I T E M S  O N  T H I S  P A G E  A R E
N E W L Y  F E A T U R E D  T H I S  I S S U E  -
A L S O  N E W  ARE  O G R E  A N D
BATTALION COMMANDER ON
D I S K  - S E E  O V E R L E A F
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More new software
Challenge the Ogre, a cybernet ic supertank program-
med to  co ld ly annihilate anything in  I ts path. Set on
Na t  century battlefields, th is game Cl strategy is for
either one o r two players. Conventional forces such 88
nuclear-armed tanks, speed vehicles, howitzers and
infantry must  be skilf u lly deployed to defend a com-
mand post . The composit ion and placement o f  units is
crit ica l in  destroying the Ogre wh ich has mult ip le
weapon systems and th ick armour p lat ing. Ogre is an
adaptation o f  a well-respected board game and w ill
appeal to  a ll strategy fans. A game editor is included
for last ing appeal.

DISKONLY O U R  PRICE E6.95

D R U I D

DISK
ONLY

Another classic in which, as Last of the Great
Druids, you wander through the Dungeons of Ace-
mentor with your mighty Go!ern by your side on a
quest to destroy the four demon princes. As you
delve deeper 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 t h is one  o f  the  b e st  a rcade
adventures on the  At a r i.

OUR PRICE E3.95

CENTIPEDE
Imagine y o u  l i v e  i n  a n  e n -
chanted mus hroom patch fi l-
led w i t h  bot hers ome bugs .
Get t hos e  Cent ipedes  wi t h
your bug blaster.  Wat c h out
f or t h e  s p iders ,  fl eas  a n d
s c orp ions ,  t h e y  a l l  h a v e
magical powers  -  a n d  t hey
are af ter you!  1 o r  2 players

ROM CARTRIDGE
OUR PRICE E5.00

ASTEROIDS
Asteroids surround you!  Use
your phot on c annon t o  de-
fend y ou r  spacecraf t  f rom a
fi eld o f  as t e ro ids .  Th e s e
enemy  a s t e r o i d s  b e c o me
progress ively  s maller,  s wi f -
ter a n d  m o r e  dange rous .
Watch out  for enemy saucers
too! Fo r  1 o r  2 players .

ROM CARTRIDGE
OUR PRICE E5.00

PLASTRON
Take your place in a small band of pirates out to steal foss il fuels from
the biggest corporat ion 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  lank  at the end of each level, Plas tron got a good
rev iew in New Atari User and has some excellent graphics.
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BATTLECRUISER
If you are a wargarner who has fought land battles before then you may
need to learn new skills to do battle at sea. Battlectuiser gives you the
opportunity to recreate naval engagements during Word War I between
Great Britain and Germany or the World War II surface battles between
Britain.france and Germanytaly. There are 79 classes of ship to control as
every aspect of famous battles Is recreated. An extensive manual gives
details o l  a ll o f  the sh ip s and  g u id e s yo u  th rough  e ve ry aspect  o f  p la y.

DISK ONLY O U R  P R I C E  E7 .9 5
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BATTALION COMMANDER

DISK

N O W  ON DISK!
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 re la t ive  st reng ths o f  yo u r f o rce s and  the
opposit ion  and ch o o se  f rom  40 d if fe rent  te rra in
maps and fi ve  d if fe rent  scenarios_ En o u g h  va rie t y to
last f o r years!

OUR PRICE E5.95

FOOD FIGHT
Charley loves to eat, One day he v is its  the
carnival and heads s traight 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 fi ght
and the mess!

OUR PRICE E7.95

ARCHON
A un ique  bat t le c ombin ing e le -
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 s a m e  s q u a r e  t h e  b o a r d
bursts in t o  l i f e  wi t h  banshees ,
goblins  a n d  sorceresses .  They
cast spells ,  t h row fl ames, ev en
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 E7.95

ROM
CARTRIDGE

HARDBALL
All the thrills  of  American baseball
can be  yours  on a  summer after-
noon I n  t he ballpark . S i t  behind
home plate, along the left field line,
down the right fi eld line or Join the
manager in the dugout. Look over
the p it ch e r 's sh o u ld e r a s h e  t h ro w s
the n e x t  b a l l . Y o u  co n t r o l  a l l  t h e
act ion o f  the  ba tsmen,  p it ch e rs a n d
fi e lders a s  yo u  t r y  a n d  b a t t le  yo u r
way t o  t h e  t o p  o f  t h e  le a g u e . A n
e xc i t in g  g a m e  f o r  o n e  o r  t w o
p layers.

ROM CARTRIDGE
OUR PRICE E7.95

U S  F O O T B A L L
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 pract ice game or challenge a
friend to a dramat ic  v ideo bowl game
of your own in a packed stadium. All
the thrills  of the gridiron

OUR PRICE E7.95



20 NEWLY FEATURED CASSETTES
YOURS FROM ONLY 95p EACH INCLUDING POSTAGE
Prices start at E1.95 each and reduce according to how many you buy a n d
you can mix these with our regular cassettes shown on the inside front cover

Now you have OVER 40 cassettes to choose from!
TWILIGHT WORLD
Enter the Twilight World. Equipped rolth the
latest in anti-gravity pods and laser weaponry,
battle your way through each of the eleven
dungeons defeating their fiendishly devious In.
habitants along the way. A game from Atari
therneelver

AZTEC CHALLENGE
Al the antient Mexican pyramid of Tenochtitlan
the Aztec gods have demanded a human marl.
flee You are one of the chosen' Your only hope
of escape is to survive a la na i  of tests in
which your agility and starnire are pushed to
the I n n  Over trio centuries your race has
developed amazing abilities in running, lumping
and leap no y our  only chance ol surviving the
epic Aztec challenge

FRUIT MACHINE SIMULATOR
Code Mestere verilion Of the fruit rneChint that
they claim ia the rest real fruit machine airnula.
tor. Features include Cash Boa, Nudge Box
(with Conspu-Nudge and Nudge Bank!, Skill
Climb, Winning &reek, Cash Gamble, Holds
and Mega•Holds, Skill Chances and Party TOM
Me te r.

MICRO RHYTHM
klicrorhythrn converts your computer into a
programmable drum system. All of the realistic
drum Wand*  were digitised using the Replay
sampling system and eight drum sounds can
be arranged in 29 inherent drum patterns.
Annoy the neighbours without buying a drum
kitl

LEAGUE CHALLENGE
Manage your favourite football team your way,
No more matches lost becautle the manager
chose the wrong team or played a wrong com-
bination, Now Its  your chance to go for Dlvi-
liOn O r  win the league said cup double.
You may even find the manager's fob is harder
than you imagined!

DARTS
Slap up to the oche and enjoy all of the run ol
competition darts thin includes three dart
game* leir the price of one. A choice of these
popular garnet, 501. Round the Board and
Cricket are avslable in this package.

' P H A N T O M

Something strange has been heppening. some-
thing guile unnatural A l first no-one took much
notice Those who had experienced it were con-
sidered crackpots but now the number of crack.
pots were too numerous - something strange
was indeed going on. Another cracker from
Zeppelin Games.

•

MR DIG
An old favourite in which Mr Dig has in dig for
ludden food supplies in the 'Meanie' territory
below ground. As he dig, he can eat cherries or
engin the Mienlika with *poles Special treats
earn extra points and a Magic Power Orb r,an
kill all the Merenes

ON CUE
Contra.' that cue ball! A challenging real hie
nimulation which COMbine. Pool and Snooker
on the same cassette. An absolute mull! tor
130th enthusiasts *nil beginners eiBuir i f you
Mae aver wanted to be at the Crucible taking
part in the World Chernplonships, now's your
chance to practice.

FOOTBALL MANAGER
Manage the learn of your choice. Features in.
dude Transfer Market, full League tables: In-
juries; save game hickey; promotion and re-
legation; FA Cup matches; managerial rating. 4
divisions: as many settee.* and you like; Pith
your team for each match and seven skill
levels.

STRATOSPHERE
It's live years on. the battle lor human Me has
been successful but only to a point. The rem-
nants of the alien torce still menace Earth and
Its your task to destroy Marro once and tor ell.
Soma realty exceaent graphics add *glee to this
apace shoot tom up

MOLECULE MAN
Lost in a maze with 250 locations you must
right against lime and lethal radiation to survive
and teleport to safety. Also included is an easy
to use. Maze Designer winch will allow you to
edit the existing game or create a new version_
Nce 3-D graphics as you locate and hi IS
circuit boards to escape

SPACE WARS
Hideous aliens, ground bases bristlthg with
guns, fiendish flying formations and an asteroid
belt or three pat to keep you on your M el! All
you've ever wanted from a shorn am up w n
Incredible playncony makes thiti a must tOr any
rierious game player Be warmed, it's not for
wimps. Be good or be gone!

LAS VEGAS CASINO
Save your money yet again by staying at horns
but this lime you can visa many dMerent lebles
in the Casino Choose from Black Jack, Craps,
Baccarat or Roulette, names that conjure up the
atmosphere ot the Loa Vegas casinos. a world
of high slakes, You have $1,000 but the packint
of $50000 is waiting!

All prices are inclusive of postage

SIDEWINDER
The original Sidewindei has you flying the high-
tech Sidewinder hunter-killer helicopter through
sped/pouter underground caverns past the
enemy defences and security eystems to your
home base on the hospriable surfeel. More
great graphics from Zeppelin Games

MAD JAX
Someone has been lobbing sheik into your
reite. cosy little domed city threatening to force
the poputabon out into the radioactive wests
lands ou tside . T ake  up th e  te st actio n  OS yo u
race your heavily errned buggy through the
enemy defences Fight Oft their forces led
survive or your city dee with you.

POGOTRON
You have been stranded on a hostile planet,
alone . e xe ilytt fo r the  -
h a r b o
-
p o u g o ' ,  
t h e  
o n l y

Means Of transport. You have the plane tor a
space ship and the search is oat to find the
equipment and then build the space ship to
escape. The final danger lathe Guardian who
must be destroyed before you can be tree,

DAWN RAIDER
Fly your Messily armed helicopter gun-ship into
the fortified complex or the super criminal that
is holding the world to ransom with has nuclear
armed rockets. Guide your gun-ship through
the greet underground cavern, shooting and
Nanking the defence systems In slop the des-
tru ctio n  o f the  Wo rld ' ,  citie s.

CRYSTAL RAIDER
Solve the problems and collect the crystals
Fatly hendian total patterns to be solved
, H o u r sof mind and joystick bending entertainment for
those who lake their games to infuriate the parts
other Bottom* cannot reach' Not really an
arcade adventure but a series of logic problems
to lax you all the way.

PEN GON
Can you save Penguin Willy horn the ferocious
mutant sea bons? Stun them by knocking them
against the awaits or crush thern to a horrifying
death with sliding ice blocks. High speed
arcade action game, lull colour graphics and
music.

BMX SIMULATOR
A brilliant version of the eptc CM  game. Eye in
the sky viewing -  amazing realistic simulation,
the starting ramp_ burrns, bumps, water
splashes etc. all have realistie effect on the
rider. Two player option and seven dittereM
courses will test even the best genies player.

Any one cassette E1.95 - any two E3.50 - any three E5.00 - any 4 E6.50 - any five E7.50
or select ANY TEN CASSETTES FOR JUST E9.50!

CHECK TH E  INSIDE BACK COVER FOR A N OTH ER  2 0  CASSETTES T O  CHOOSE FROM!

FREE - MASTER CHESS when you order 3 or more cassettes
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Still more choice
ROCKET REPAIR MAN

Burled somewhere in the underground maze of
caverns 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 terrify ing descent imaginable. You
must collect pieces of a rocket in which you
can escape but beware the dreaded Neutmo
Ghosts and the Quark Phantoms out to s top
you. Another neat game from Red Rat.

DISKONLY O U R  PRICE E3.95

NEW YORK CITY

DISK
ONLY

Welcome to The Big Apple. This  hurried jungle
of steel, concrete and glass bris tles with fasci-
nating s ights and more than its  share of dan-
ger. From the plac id greenery of Central Park,
there is no city in the world like New York, and
boy are you about to fi nd that out! As a v is it ing
touris t you only  have a limited t ime to see all
the sights, but New York City has a lit t le more
excitement, a lit t le more danger in s tore than a
mere s ightseeing trip to the zoo!

OUR PRICE E3.95

GAUNTLET
THE DEEPER DUNGEONS
If you have the original Gauntlet
disk the n y ou wi l l  k now  how
good the game is and will want to
extend pl ay wi th the Deeper
Dungeons.  O v e r  5 0 0  n e w
dungeons are here for you to ex-
plore. This is the way to revive
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 E2.95

RAMPAGE
It's rough and tumble all the
way as you control  three in-
credibly na s t y  char acter s
which bear  a remarkable re-
semblance t o  Ki ng Kong.
Godz i l l a a n d  W o l f - m a n
through an or gy of destruc-
tion i n  Chi cago,  Ne w  Yor k
and San Francisco. You have
150 days of destruction in 50
di ffer ent ci t i es.  Ti m e  f or
some revenge!

DISK ONLY
OUR PRICE E3.95

ATARI USER TOOLKIT
Now 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 Basic such as Delete a block of lines,
Renumber programs, Change variable names, List Variables, Remove
all REMs, Convert Hex to dec imal and Print lis t ings  to Epson compati-
ble printers. Just boot the tape and all these addit ional commands are
ready to use with your next program.
CASSETTE ONLY O U R  PRICE E2.95

THE LIVING DAYLIGHTS
Control Ja me s Bond through e ight fast and furious le ve ls from Gibra lta r to
Afghanistan and you will encounter the SAS (friendly),  the  KGB (not so
friendly) and enemy he licopte rs (ve ry unfriendly!). Your are  up aga inst Bra d
Whittaker,  International a rms dealer and megalomaniac,  Necros_ h is ruff)•
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 O U R  PRICE E3.95

SILICON DREAMS
Taking the role  of Kim Kimbe rle y you are a  leading
participant in the  colonisa tion 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 ce ntury. Sili-
con dreams comprise s three e xce lle nt gra phics
adventures -  SNOWBALL. RETURN TO EDEN and
THE WORM  IN PAR AD I SE from Leve l 9, the  ma s-
ters of adventure

DISK ORCASSETTE OUR PRICE E5.95

NIGHT MISSION PINBALL
NIC.1 iT PAISStONrfr -!.11411111LL

LOW;

The ultima te  arcade simula tion with five  bumpe rs.
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 ca n even t ill the  computer! N ight M ission Pin-
ball offe rs ten different modes of pla y for 1 -  4
players_ Forty user-adjustable  parameters a llow
you to create your own custom garnes 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!

DISKONLY O U R  PRICE E7.95

THE E FACTOR
The E  factor represents the  a mount
of t im e  the  e ne rgy source s o n  the
planets in our ga la xy will la st. M a ny
planets need emergency fuel cap-
sules delivered if  they are to sur-
vive. You must plot the interplanet-
ary course and guide y our c raft
through t he quadrants fi lled wit h
obstacles such as  space mines .
alien fi ghters and spinning aster-
oids. Can you complete a miss ion
and deliver your energy crystal be-
fore a nothe r p la ne t  ca lls o n  yo u r
services?

DISK ONLY
OUR PRICE E3.95

CROSSFIRE
You are alone i n 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'l l  be  caught i n the
CROSSFIRE. One of those fair-
ly simple yet highly addictive
games.

CASSETTE ONLY
OUR PRICE E2.95

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 A i r  Rescue! 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 O U R  PRICE E2.95

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 a s you he lp him through 100 danger fille d
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 avoid deadly snakes. spiders and bouncing skulls. Disappearing
floors, bridges and laser walls are no picnic either!
DISK ONLY O U R  PRICE E3.95
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Some new some oldIll
THE ETERNAL DAGGER

DISK
ONLY

A highly recommended follow up to
Wizard's Crown, this fully graphics based
fantasy role playing game will keep you
entranced as you battle through the wilder-
ness in search of the enchanted weapon
that alone can save the folk of Middle
World. Full of magic, mystery and intrigue
this is one of the best adventures on the
Atari.

OUR PRICE £6.95

SCOOTER
Scooter needs your  help to get
through the  eight levels of  hi s
enchanted bui l di ng.  I nventi ve
traps a n d  unus ua l  gi m m i cks
abound. Weird sounds have been
heard from the new building and
the c ons t r uc t i on  m e n  a r e
spooked. What could i t be? I t s
your j ob t o  m ove Scooter  u p
through the eight levels to fi nd
the secret.  But  don't  think i t's
going to be  an easy task!

DISK ONLY
OUR PRICE E3.95

- KNOCKOUT
BOXING

C h a l l e n g e  f o r  t h e  H e a v y w e i g h t
C h a m p i o n s h i p  o f th e  W o r l d  b y  box -
ing y o u r  w a y  pa s t n i n e  pr ogr e s s iv e -
ly m o r e  s k i l fu l  o p p o n e n ts .  Y o u  w i l l
ne e d s pe e d  a nd  s k il l  to  de l iv e r  b o d y
w e a k e n i n g  s t o m a c h  p u n c h e s ,
po ints  s c o r i n g  h e a d  Jabs  o r  d e a d l y
uppe r  c uts .  Y o u r  m u s t r e m e m be r  to
k e e p y o u r  g u a r d  u p  o r  t h e  r e fe r e e
will s o o n  b e  c o u n t i n g  y o u  o u t .

CASSETTE ONLY
OUR PRICE E3.95

DECISION IN THE DESERT
Take command a t the  Battle  of El Ala -
mein, You  ca n lead e ither side  in  this
M ura ta  simula tion from the  creators
of F-15 Strike  Eagle

CASSETTE
OUR PRICE E5.95

EXTRA CASSETTES
WE HAVE A NUMBER

OF OTHER CASSETTES
BUT ONLY IN SMALL

QUANTITIES
PLEASE PHONE

LASER HAWK
Your Laser  Haw k helicopter i s
ready to go, but are you? To des-
troy the five command centres of
the evil Proc Irate, your ship will
have to outtly or  blast away i ts
incr edible de f e nc e  s y s te m s
which include air cannons. smart
missiles, falling meteorites, heat
rays and high level bombers. Eye
stunning graphics and unbeliev-
able non-stop action m ake this
game a  winner!

DISK ONLY
OUR PRICE E3.95

JUNO FIRST
A fa s t a n d  fu r i o u s  s p a c e  s h o o t  ' e m
up tr a n s l a te d  f r o m  K o n a r n i ' s  e a r l y
a rcade  m a c h i n e  o f  th e  s a m e  n a m e .
Dozens o r  a lie n  cra f t  w i l l  a t t a ck
fr om  a l l  s i d e s  a n d  y o u  m u s t  b e
quic k  t o  b l a s t  th e m  a w a y  e n d  e a r n
your bonuse s. it  yo u  re e l tha t yo u
are g o i n g  t o  d i e  th e n  y o u  c a n  ta k e
tha  l a s t  r e s o r t  a n d  w a r p  a w a y
thr ough a  k a l e i d o s c o p e  o f  c o l o u r .
S imila r  t o  inv a de r s ,  th i s  fa s t  s h o o t
'ern u p  w i l l  a p p e a l  t o  a n y  a r c a d e
ga m e  fa na tic .

DISK ONLY
OUR PRICE 0.95

MIG ALLEY ACE
An a e ria l comba t  simula tion se t  in
Korea wit h  3 0  gra phics,  cockp it  in -
strumentation, different skill le ve ls and
much more

DISK
OUR PRICE E6.95

BLUE MAX
Everyone m u st  ha ve  he a rd o f  t h is
World War Two 3-0  flying game. We  no
longer have the ROM cartridge but this
classic can be yours on disk dirt cheap!

DISK O NLY
OUR PRICE E2.95

BATTALION COMMANDER
An exciting real-time tactical game with you as
lieutenant colonel in charge of an entire
armoured battalion. Choose from five different
scenarios from a training mission against a
Soviet tank battalion to tough assignments
against the Chinese. You can adjust the relative
strengths of your forces and the opposition and
choose from 40 different terrain maps and five
different scenarios. Enough variety to last for
years!

CASSETTEONLY O U R  PRICE £4.95

THE COUNT
One o f  Scott Adam 's  fam ous
graphic adventur es  i n  w hi c h
you awake in an antique brass
bed in a dank,  desolate castle.
It s o o n  l o o k s  l i k e  y o u  a r e
going to meet a certain toothy
Transylvanian Count who goes
by the name of D r a c u l a !  Will
you escape or  become one  of
the l iving dead? An adventure
with ful l  gr aphi cs ,  m oder a te
level for  ages 10  to adul t.

DISK ONLY
OUR PRICE JUST E2.95!

T R I V I A L
P U R S U I T

The  c la s s ic  b o a r d  g a m e  tr a n s l a te d
to  t h e  A ta r i  w i t h  a d d e d  q u e s t i o n
powe r , N o w  y o u  c a n  a n s w e r  que s -
ti o n s  p r e s e n t e d  w i t h  m u s i c  a n d
gr a phic s  a s  we l l  a s  s tr a ight te x t.  A n
Idea l fa m i l y  g a m e  o r  o n e  y o u  c a n
play  o n  y our  o w n .  O v e r  3 ,0 0 0  que s -
tions  a n d  a l l  th e  m e c h a n i c s  o f  th e
ga m e  ta k e n  c a r e  o f  b y  th e  c o m p u -
ter . Tr iv ia  h a s  ne v e r  b e e n  s o  m u c h
fun a n d  h a s  n e v e r  b e e n  a v a i l a b l e
be for e  a t  th i s  p r i c e !

DISK ONLY
NOW ONLY E2.95!

COLOSSUS CHESS 4
G le ir r o E o  t Q  b  t r i o  b e e t  c h e n n  p r o g r a m  c o t
EMIL T h e  w r i t e r e  c r t  S n r o a c i r a  I I I  m o c o u l c i  a r s , -
n o r n e ,  Q u t  t h e r E o  i n  r i c o  c l o o m b  t h i n  i n  n  fi n e
c l i n n e  e l m u l a t i c o r o  p c o r t i o t r i e r l y  to m e r
-  E A C I N . 9 . -E a n i c e c i l  p l a y e r n

I I C A & S S  r i N  1 _ "1 1 "

c ( J F  I R I c  a  3 _ 9 5

FS2 SCENERY DISKS
WE HAVE A LIMITED

NUMBER OF SCENERY
DISKS IN STOCK
AT E9.95 EACH
PLEASE PHONE

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. Jum p im-
mediately i nto head-to-head ac -
tion against a friend or hone your
skills a ga i ns t  a  se l ecti on o f
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 E3.95

PANZER
GRENADIERS

In this  e x c iting s olita ir e  wa r ga m e  y ou
make th e  de c is ions  fo r  a  r egir m int
the  e lite  a r m our e d infa ntr y  • tta c he d to
the  P a nz e r  Gr e na die r s .  Y o u r  fo r c e s
also Inc lude  m or ta r ,  a r ti l le r y , P a nz e r
ihr% P a nthe r  a nd  T ige r  unite .  T h e  R us -
sian e ne m y  Is  dir e c te d b y  the  c om pu-
ter w h i c h  w i l l  fi e rce ly  c ha l le nge  y o u
with I ts  o w n  c om ple m e nt o f  infa ntr y ,
tanks a nd anti- tank  guns . Thr e e  le v e ls
of d i ffi c ul ty .  J oy s tic k  c o n tr o l .  h l - r e s
graphics.

DISK ONLY
OUR PRICE E7.95

M A K E
A

C O M M I T M E N T
BUY

SOMETHING EXTRA
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GAMES
ZAXXON
One of the all time classics for the Atari, Zaxxon set
new standards with its unique 3 dimensional battle-
field and great graphics

DISK/CASS OUR PRICE E2.95
TAIL OF BETA LYRAE
Our A-Z of Atari Software series says The ultimate
'Scramble' clone with superb graphics and music.•
A great horizontal scroller

CASS OUR PRICE JUST 95p
FIGHT NIGHT
Fight Night brings you all the thrills of the boxing
ring as you face the most brutal fighters ever in five
separate battles, 112 players.
ROM O U R  PRICE E7.95
SPEED HAWK
One of Atari
-
s  l a s t  
g a m
e s  
f o
r  
t h
e  
8 -
b i
t  
c
a
n  
n
o
w  
b
e

yours at budget price! A smoothly scrolling arcade
game in which you must defend the ring worlds of
your solar system from pirates.

CASS O U R  PRICE E2.95
PANZER GRENADIER
A wargame of German armoured infantry on the
Eastern Front. Five historical simulations, skill
levels.loystick control, graphics
DISK O U R  PRICE E7.95
NIBBLER
Slinking through an unknown land Nibbler finds
himself in an iridescent world of constant change.
As time grows short his body grows longer and he
risks running into himself. Can he survive?
DISK O U R  PRICE E1.95!!
J INXTER
An adventure from Magnetic Scrolls, the team that
set new standards in adventure design Requires
1050 or XF551 drive

DISK O U R  PRICE E7.95

LANCELOT
Level 9 recreate the time of wizards and the
Knights of the Round Table in a three part adven-
ture spanning the complete saga of the quest for
the Holy Grail. Superbly researched and superbly
written this text adventure is full of atmosphere and
highly recommended.
DISK OR CASSETTE

OUR PRICE E5.95
ZORK 1
One of the most famous adventures of all time.
Classic Intocom in the original box and packaging
A real bargain!
DISK S U P E R  PRICE E2.951
US FOOTBALL
American Football is now a big craze in this country
and you can now play at home. Outsmart the
delence, make tackles, select plays and more.
ROM O U R  PRICE E7.95
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 O U R  PRICE £6.95
SUPER BREAKOUT
Breakout was the original simple yet totally addic-
tive game and this enhanced version will provide
even more addictive fun. Needs paddles.
ROM O U R  PRICE E3.95
ONE ON ONE
Play basketball with two of America's top players in
this great sports simulation which features realistic
ottensive and defensive moves
ROM O U R  PRICE E7.95
CAVERNS OF MARS
Winner of one of the first Atari programming com-
petitions, this was one of the first vertical scrollers
and remains much sought after - LAST FEW WITH-
OUT BOX BUT WITH FULL ORIGINAL MANUAL •

DISK L O W  PRICE £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 O U R  PR IC E El .99
MR ROBOT & HIS
ROBOT FACTORY
One of the most famous platform games that has
you running and iumping over everything in sight. A
really classy game
DISK O U R  PRICE 0 .95

APPLICATIONS

LETTER WIZARD
For those who need a little more sophistication in a
word processor, Letter Wizard gives you all of the
features you would expect
DISK N O W  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 O U R  PRICE E2.95
MUSIC PAINTER
An exciting educational program that helps to teach
music by using colours instead of notes. For chil-
dren or adults alike

DISK O U R  PRICE E7.95
BASIC CARTRIDGE
Some programs, especially some early public do-
main programs won't run on the Xt_IXE but they will
if you plug in the old version of Basic,
ROM O U R  PRICE E3.95

EDUCATION

JUGGLES RAINBOW
A first computer experience for children aged 3 to 6
that teaches the concepts of above, below, left and
right plus letter recognition
DISK O U R  PR IC E E5.95
JUGGLES HOUSE
Another for 3 to 6 year olds teaching the concepts
of inside, outside, upper and lower with Juggles'
House and Toyshelf.
CASS O U R  PRICE E5.95

BOOKS
EASY PROGRAMMING FOR
YOUR ATARI MICRO
This book went out of print 3 years ago and we
have been searching for a replacement ever since.
We are absolutely delighted to have found more
stocks of one of the best beginner's books ever
published_

REDUCED PRICE E4.95
ATARI ADVENTURES
An excellent book written by adventure expert Tony
Bridges covering adventures in general and show-
ing how you can write your own adventures

OUR PRICE E1.50
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 E1.50

ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM ENCLOSED WITH THIS ISSUE OR WRITE TO
PAGE 6, P.O. BOX 54, STAFFORD, ST16 IDR

TELEPHONE ORDERS ACCEPTED ON 0785 213928 USING VISA, ACCESS or SWITCH

54 I s s u e  66 - New Atari User



contacta..contactii.contacta.. contact

FOR SALE
XE SYSTEM : 130XE plus 1050
drive. Epson LX800 printer (little
used), printer interlace, also 14'
colour TV. Plus Mini Office II, Atari
Planetarium, several copies of
New Atari User with disks, mostly
still wrapped. As well as these
there are two small black computer
stands and some Other oddmeres -
all for E225. Tel. Ron on 0440
63002

600XL SYSTEM: 600XL XC12
tape deck, 18 games rapes and 2
programming books, a ll in good
working order E25 OleS E5
unless collected, Phone Charles
on 081 462 5476 clay or evening

GOOD HOME WANTED; 800XL.
1050 'Happy' disk drive, 850 inter-
lace, drawing tablet, 100's of soft-
ware titles, mags including PAGE
6 nos 1 2 5 ,  MONITOR, ANTIC.
COMPUTE, ATARI USER. ACE
etc. (p iles of each), loads 01 books.
This is the deal of the cenlury! Any
offer considered_ Contact 0621
891074 lash fo r Kim)

XL SYSTEM: 800XL computer,
1050 disk drive with 50 CITSI(S,
E125. As new 850 Interlace with
manual, power supply, printer lead
tor Centronics type printer, E50.
Original software - Wargame Con-
struction Set, E12, Time & Magik.
Hawkquest, Maths Blaster and
Word Attack. E 10 each. Too much
to list . Tel 0673 843421 and ask
for Dave

BOOKS 'SOFTWARE: The Con-
cise Atari ST68000 Programmers
Reference Guide by K. Peel. Eg:
Microsoft Write WP, E5; K-Spread
3, E10, F19 Stealth Fighter, El 0;
F1 Grand Prix, El  0: Moriulator, ES.
NI plus postage, a ll with original
coca etc. Write to Paul, 17, Staring
Road, Clifton, Shefford, Beds
SG17 SHE

XE SYSTEM: One upgraded
(256ht 130XE computer complete
with cables and psu and joystick.
One upgraded 1050 disk drive
(pseudo Happy fitted) complete
with cables and psu and write pro-
lea:disable switch. One black and
white monitor a s  new), One Micro-
line 82A printer plus 'Xiatec' printer
interface. Several Atari manuals
and books. Pius minimum 100
disks of sollware giving compre-
hensive coverage. Also docume-
ntation. E300, Phone Derek (0637)
877739 (Newouay)

XL SYSTEM: BCOXL. XC12 Data
recorder, joyst ick plus magazines,
manuals etc p lus Over 130 games
on cassette, mostly in original
boxes - E60 an.o, Phone Leeds
0532 585498

COMPLETE SYSTEM: 800XL,
1060 disk anve wan US Double
,
/
Spartados upgrade, XC12 recorder
(faulty), 1029 plater, a ll leads and
manuals supplied. Lots o l software
on d isk cartridge and cassette in-
cludiog Mini Office II, FSII and
much more. Also  back issues of
Alan User and Page 6, many
becks and 2 joysticks. E180 o.n.o.
inc. postage. Will throw in a Mic
roprint Interface (E31.95) for free.
No spirts. Richard Keogh, 26 Au-
burn Heights, Athlone. Co. West-
meath, Eire

CLASSIC ATARI SETUP: 800XL,
XF51, XC 1 a  Centronics printer
cable with interface, All power
packs, DOS 2.5. DOS XE,
MYDOS, Mini Office II, Atari Tool-
kit, ManWater, Turn° Basic arid a
number of Page 6 d isks. Various
manuals. E126. D.G. Shipley. Tel.
0621 7137747 (Essex)

DRIVE ETC.: 1050 drive tilted with
Happy (laser) enhancement,
800XL with Centronics printer in-
terface fitted internally. Omnimon
machine code monitor chip fated
Original packaging. E130
0625 420782 (Macclesfield)

CASSETTESNAGS: I  have a
'lumber of cassettes, magazines
and books for swap or sale I  might
nave just what you want. Write to
J. Adams, 42 Upper Creigour.
Rosemount Est.,  Edinburgh EH17
7SF

ATARI SYSTEM: aooxL. XF551
disk carve with 20 original boxed
games and a quantity or Page 6
library desks. 800 48a computer.
1020 printer, 410 cassette deck
with Ci games, ICD Printer Inter-
lace. paddle controllers, De Re
Atari manual, large quantity of
PAGE 6 and Atari User maga-
zines E125. Buyer collects or pays
postage. D . Naylor, 147 SI
Andrews Road, Coulsdon, Surrey.
Tel 081 668 2610

XL SYSTEM: Two 800XL and
1060 disk drive systems, one with
integral printer interface. Both sys-
tems complete with a ll cables,
manuals and boxed. Otter includes
joystick and some Software ElCO
each system. Tel. Macclesfield
(0625) 501 534

800XE SYSTEM: 800XE with 1050
disk drive with Lazer and US
Doubler, brand new printer never
used, touch tablet, games car-
tridges, hundreds of games on
disks, blank disks, lots of old
PAGE 6 magazines £300 a n d
Phone (0203) 222114 alter 6prn

800XL SYSTEM: 800XL keyboard
with 1010 recorder and joystick,
complete with all original leads.
manuals etc and  boxed Al l  like
new, very light use by one adult.
E50 o.n.o. Tel. Eastbourne (0323)
728022 dayievening

SURPLUS EQUIPMENT: Atari XE
plus 1050 disk drive. COO inC post-
age o n e , . 60 budget cassettes (in
Li case). EEG inc. p&p o.n.o.; 40 full
price software disks. E3 • E5 each
(less where appropriate) or E140
for all 40 line  p &p ; PAGE 6:NAU
issues 27 -62, 50p each PLUS
p&p. PAGE 6
,
N A U  
I s s u e  
d i s
k s  
3 4
.

39 arid 41 -  63, E20 inc. p&p for all
25: Various books (De Re Atari,
Mapping The Atari etc.), El 0 each
inc. p&p. Open to offers on every-
thing. Ring YORK t00041 702416
(4 - Bern Mon to Fri. any time
weekends). Ask for Matt.

VARIOUS: Atari 520STFM, E90;
Atari 520STE, E105: Alan 400,
E25: Atari BOO, E40; Atari 800XL
(no PSU) with Datacorder, E45,
Atari 130XE with Datacorder, EBO,
Atari 1050, E85; Atari xl.,•n(E 80
columniCentionics interlace. E25:
Trakball, Ea  Also books, cable and
Connectors (which I can make into
full cables if  reouired (not ribbon)).
Most items come with extras and
all are in good working order.
Prices include postage. Tel. Martin
on Yeovil (0935) 25974. I 'm not
leaving the Atari scene, I 'm keep-
ing my 1040STE and hoping to get
a Jaguar and possibly Lynx. Also
wanted cheap 266k SIMMS and
upgrade STE's or 1 Meg SIMMS
Not interested in PC standard fast
SIMMS with parity, cheapo slow
non-parity SIMMS will do Last ly
buy 'Frontier Elite 2 ' for your 1
Meg SPE. I 've seen the Amiga
version and the ST version should
be even bettor

WANTED
SHANGHAI and TM PEI : Also
any clones of the same except
Gemini and Zandor, Must be suit-
able for 000XL and 1050. Please
state price. Adrian F. Lines, The
Holaes. Herne Common, Herne
Bay. Kent CT6 7LA

INSTRUCTIONS: Wanted tor cas-
sette 'versions of Night Mars (in-
eluding loading instructions) and
Ricochet Also  a working 1050
drive and software wanted J
Adams, 42 Upper Craigour. Rose-
mount Est Edinburgh EH17 7SF

LOTS OF STUFF!: The following
wanted: 850 Interface handbook:
manual: 1060 service manual;
Atari Tech. Ref, Notes; instructions
for Kennedy Approach; Superscript
Disk (own got damaged) - manual
not required; cartridge for Action
Toolkil, cartridge for MAC.:65 Tool-
kit; Inside Atari Basic: Basic Refer
ence Manual; Electronic Computer
Projects, 101 Tips and Tricks for
Atari Computers: Super Archiver II:
Touch Tablet Trakball. Leader-.
board Goff, Atari Aces: program
which enables 8-but Atan to be
used as security system; Invitation
to Programming 1; Colossus 4
Chess on disk; Mickey In The
Great Outdoors. Laps Philo-
aophorum: De Re Alan (updated
version). Please slate paces or
can exchange books, disks, carts
etc, R. McGrath. 41 Belvedere
Place, Dublin I . Eire

BOOKS: Has anyone got a copy
of the books MATILDA THE COM.
PUTER OAT and:or SCHOOL
DAYS (both published by Creative
Pastimes). If you can help pease
write with price details to Kevin
Cooke, 36 Buddha Lane. St . Tho-
mas, Exeter. Devon EX4 1JH or
let. (0392) 431192

DISK DRIVE: Wanted, XF551 d isk
drive with leads etc.. must be
reasonably priced and in excellent
working order. Also  wanted all
Atari adoxli65xE disk, tape and
ROM games software collections.
Also SoftScans Alchemist tape to
disk transfer utility I t  you can help
with any of the above please call
Oxford 10865) 773288

MANUAL: Manual for the 65XE
wanted, to purchase or loan for
photocopy. Tel. 081 851 d e w

MANUALS.'LEADS: Manuals and:
or leads icir Me following needed:
Atari 1050 disk drive. 800XL com-
puter and 1029 printer or where to
get hold of them please London
area Phone Dick on 071 6850251

WANTED: The Assembler:Editor
cartridge Good price will be paid.
Contact Steve on (08271 895885
(any similar programs on disk:oas•
sette considered)

PEN PALS/HELP
NEW USERS: Hi, our names are
Richard (151, Stephen (13). Martin
(12). Sam (9) and Kay (8). Our
auntie has given us our compute,
We we  able to use her software
which is on both d isk and cassette
and would like to hear from other
users for swaps and help. Please
write to us - Adams. 42 Upper
Craigour, Rosemount Eat, Edin-
burgh EH17 7SF

BASILDON: Any Atari 0-bitter In
Basildon area to put heads
together, swap lipandeas etc.?
Phone Mick on 0268 554991

SPANISH CONTACT: I  own an
800XL with 410 cassette and 1050
disk dnve I  would like to make
contact with other users from
everywhere. Also  PAGE 6 . ANA-
LOG and similar mags wanted. I
also need some help on some
games • Cloak of Death, Pothole
Pole and Space Lobsters Please
write to Ignacio Montoya c) Et
Greco, 8 . 03016 Akoante. Spain

CONTACTS WANTED: I am a
long time Classic user of 11 years
with a  large setup and interests in
games and hardware. And has
anyone got or have knowledge of
a Hard Drive interface. All replies
gratefully received. Phone or write
to Bradd France, 10 Beaton Close
Willenhall, West Midlands WV13
2B0 Te l 0902 634332

CONTACT is FREE of  charge and may be used by any
genuine Atari enthusiast for contacting other owners. Any
notice may be included except those offering software only
for sale or exchange or those offering items for sale com-
mercially. The Editor reserves the right to omit or edit any
notice received at his discresion. I f  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. 8T18 1DR. Please write your notice on
a separate sheet of  paper, not as part of  a letter.

FOR SALE WANTED P E N  PALS A D V I C E  HELP

STILL SOME DUST COVERS LEFT
AT ONLY £2 each!

We sti l l  have qui te a few dust covers left for the less common equipment,  so this is
your chance to  get i t  covered for nominal  cost.  We DO NOT have covers for 8002EL,
XE models or 1050 drives but you may be lucky wi th the older models of computers,
drives and cassettes.  We DO NOT have covers for  Atari  printers or  Citizens but you
might b e l u cky w i th  Epson, Brother,  Panasonic an d  S tar  printers an d  one o r  two
others. Gi ve us a r ing and we'l l  tel l  you i f  we've got th e  cover you want

PHONE PAGE 6 ON 0785 213928 - THEY CAN'T LAST FOREVER!
N e w  At a ri User - Issue 6 6  5 5
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BACK TO
BASICS

A f t e r  complet ing the Mak ing Mus ic  art ic le for the last
issue I suddenly  felt guilt y  about  how much I now
assume the reader already knows  about  MIDI  and

electronic mus ic  mak ing.  There mus t  be many  people just
s tart ing to use, or cons idering using, t heir Atari c omput er as a
mus ic  produc t ion tool,  who need to learn about  the subject
f rom scratch. I t 's  nearly  five years (yes, really!) s ince I wrote
the original MIDIot 's  Guide series of  art ic les about  MIDI  so,
like John Major.  I 've decided it 's  t ime we went  back to basics.
Over the next few issues I int end to look at MIDI  again,
s tart ing with the basic  concepts then mov ing on to cons ider
how you can begin us ing your computer to help fulfi l your
mus ical aspirat ions.
Let's s tart  wit h cons idering WHY you'd want  to use a compu-

ter for mus ic  mak ing.  Af ter all,  mus ic ians  have managed
perfect ly well for centuries wit hout  one. so why  start  now?
Well,  t he computer has evolved into a marvellous  general
purpose tool for the mus ic ian,  so why  not use one if  it can
help? It can prov ide mus ical educat ion;  help compose new
mus k :  prov ide assistance wit h mus ical arrangements :  gener-
ate accompaniments ;  pr int  out  sheet mus ic :  and even record
and playback  complete mus ical works .
Most  of this would be imposs ible wit hout  the parallel evolu-

t ion of  electronic mus ical ins t ruments  such as MIDI  equipped
synthesisers and their domest ic  of fspring the "portable
keyboard" (aka "home keyboard").  as produced by Yamaha and
Casio. The s y nero  result ing f rom the combinat ion of  compu-
ters, elec t ronic  ins t ruments ,  and MIDI  caused a revolut ion in
mus ic  mak ing that 's  s t ill in progress today. Unbelievably .  Atari
were probably  the catalyst t hat  caused the explos ion in MIDI 's

John S Davison's
regular guide to
music making

popularity .  They  fi tted their computers  wit h the hitherto mis -
sing. essent ial l ink  between the computer and electronic  in-
s t ruments .  I 'm talk ing about  the STs  MIDI  ports.  of  course.

MIDI'S ROOTS
So, what  is this  MIDI  t hing and why  is it  so import ant ? To

answer this  let's look at where MIDI  came from, and start
learning some of its arcane jargon as we go. MIDI  is an
acronym for Mus ical I ns t rument  Digit al Interface, and it  was
originally  designed in the early 1980's  as a s tandard way of
connect ing together electronic mus ical ins t rument s  f rom diffe-
rent  manufac turers ,  so you could cont rol and play the sounds
generated by one f rom the keyboard of another - as long as
they were both MIDI  equipped.
The "Digital" part  of  the name refers to the method used to

send the control c ommands  between ins t ruments .  They  take
the f orm of  electrical pulses, each of  which can be cons idered a
binary  digit ,  or 'bit ",  wi t h a value of  zero or one_ For t ransmis -
sion and storage purposes MIDI  packages these pulses
together in groups of  eight to form a "byte" - a mas ter stroke on
the part  of MIDI 's designers, as t his  is one of  the basic unit s  of
data storage used in computers .
The MIDI  Standard defi nes the puls e/ bit  pat tern generated

and t ransmit ted when an ins t rument  performs  a given act ion.
and hence the bit  pat tern in the byte used to represent  it.
Similarly  it  specifies the effect that  value has on an ins t rument
receiv ing it. In other words  it defi nes the language (or "pro-
tocol") used by the ins t ruments  to communicate wit h each
other.
Communic at ion between two MIDI  ins t rument s  takes the

form of MIDI  "messages", and each message usually  consists of
one, two,  or three bytes depending on its  type. The fi rst byte is
usually  a "status byte". whic h tells the receiv ing ins t rument
what  act ion to perform.  The rest are "data bytes", prov iding
more detailed inf ormat ion about  the act ion.
To illus t rate the princ iple,  let 's cons ider what  happens  when

you press a key on a MIDI  keyboard to play a note. The
Ins t rument  generates a MIDI  message consis t ing of a status
byte and two data bytes in this  case. The status byte contains
a value defi ning it  as a "Note On" (1.e. s tart  play ing) command.
The fi rst data byte specifies whic h note to play (i.e. its  pitch).
and the second one how fast t he key was pressed (i.e. its
"velocity", whic h can be interpreted as how loud the note
should be played). The three bytes are then t ransmit ted out
t hrough a MI DI  port  on the keyboard.  along a MIDI  cable
whic h is plugged into it, and into a MIDI  port  on an ins t rument
on t he other end of  the cable, whic h then receives and acts
upon them.  I f  set up correct ly it  immediately  begins play ing
the specifi ed note us ing its own sound generat ing c ircuit ry  at
the specified volume. When you release the key, a "Note Off '
c ommand is t ransmit ted in s imilar fashion and the at tached
I ns t rument  stops play ing the note. Simple really,  isn't  it? This

1
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is jus t  one type of MIDI  command,  there are lots of  others as
we' ll see later.

THE INTERFACE
The "t rans mit " and ''receive" act ions reflect the "Interface" part

of  MIDI.  An interface is s imply  a boundary  between two things,
in this  case two electronic  mus ical ins t ruments .  I t  has two
main propert ies,  namely  the language used for c ommunic at ion
across the interface (as discussed above), and the physical
means  of  achieving the transfer.  The lat ter inc ludes the elec-
t rical characteris t ics  of  the c ommunic at ion link ,  and the speci-
fi cat ion of  plugs. sockets, and cables used for the connect ion.
MIDI  uses a serial link ,  I n other words, the indiv idual bits

mak ing up each byte in a MIDI  message are sent between
Ins t ruments  one after the other as a s t ream of  bits via a single
wire,  The receiv ing Ins t rument  reassembles the bit  s t ream
back into bytes prior to interpret ing them as MIDI  messages.
This  method was chosen as it  costs muc h less to implement
and is s impler to use than a parallel t ransmiss ion system,
where all eight  bits would be t ransmit ted s imultaneous ly  us ing
eight  separate wires.  The only  potent ial snag is the speed of
the l ink  - i t  has to be fast enough to handle the data t ransfer
wi t hout  percept ible delay. The MIDI  Standard requires  that
data wil l  be t ransferred at a rate of  31,250 bits per second,
whic h is more t han adequate for most  users.
Originally  there was a choice of  plug and socket types used

for connect ing ins t ruments ,  but  the indus t ry  pret ty  quick ly
s tandardised on jus t  one - the infamous  l iv e-p in DIN" series of
connectors  as found in many  hi-fi  systems. For full MI DI
facilit ies each ins t rument  needs three DIN sockets, usually
labelled as MI DI  IN, for incoming MIDI  messages: MI DI  OUT,
for outgoing messages: and MIDI  THRU,  for onward t rans mis
-sion of  messages received via MIDI  IN.
Connec t ion between ins t ruments  is achieved us ing a MIDI

cable, whic h has a fi ve-pin DIN plug on each end.  Only  three of
the pins  are used in MIDI  applicat ions  (the middle three), so
It's unwis e to use ordinary  hi-fi  DIN cables for MIDI  as the pin
connect ions may  be uns uit able and cause problems.  I t 's safer
to buy  proper MIDI  cables f rom your local mus ical ins t rument
shop.
The s imples t  MIDI  connect ion is between a pair of  inst ru-

ments.  al lowing the sounds of  Ins t rument  B to be played f rom
the keyboard of  Ins t rument  A. In this  case you'd connect a
MIDI  cable f rom the MIDI  OUT of A to the MIDI  IN of  B - and
start  play ing.  Transmiss ion is ONE WAY ONLY, so i f  you also
want  to reverse the process and play A's sounds f rom B's
keyboard wit hout  hav ing to mess around reconnect ing the
cables, you' ll need another one-way connect ion,  t his  t ime f rom
B's MIDI  OUT to A's MIDI  IN.
That  accounts for the IN's and OUTs ,  but  what  about  MIDI

THRU? Its func t ion is  to allow you to connect  addit ional
ins t rument s  into your system. Cont inuing our example above
you'd connect a cable between the THRU socket of I ns t rument
B and the IN socket of  Ins t rument  C, a process k nown as
"daisy-chaining".  Then any MIDI  messages arriv ing at B's IN
socket would also get forwarded via its THRU to C's IN - and
may  be act ioned by C as well as B. So, f rom A's keyboard we
can play  both B's and C's sounds. This  process can be repe-
ated wit h addit ional ins t ruments ,  and all t heir sounds would
be accessible f rom A's keyboard.
d.ddit ional ins t ruments ,  and all t heir sounds would be acces-
sible f rom A's keyboard.

MIDI CHANNELS
In t he above scenario all the ins t ruments  would play  at the

same t ime, and we might  not  want  that.  Wouldn' t  it  be nice if
we could "a im
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on a specific ins t rument? Well,  we can - us ing MIDI 's  "chan-
nel" concept,
MI DI  has 16 t ransmit / receive channels.  Essent ially  these are

jus t  number  tags added into the status bytes of  MIDI  mes-
sages. A MIDI  ins t rument  can be set to insert  a given channel
number  into each status byte it  generates. and is then set to
t rans mit  on that  MIDI  channel.  I ns t rument s  may  also be set to
receive and act only  upon messages containing a given chan-
nel number,  and to totally  ignore all others, I n the example
above if  ins t rument  A was set to t rans mit  on channel 1, B set
to receive on channel 2, and C to receive on channel 3, t hen
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
1. I f  A's t rans mit  channel is then changed to channel 2. t hen
you'd hear A's and B's sounds. I f  It's changed to channel 3
you'd hear A's and C's sounds. Get the idea?
It's possible to t ransmit  a s t ream of  messages on dif ferent

channels,  and even though you can use up to 16 channels  all
the MIDI  data s t ill goes down a s ingle cable. The message
fi ltering is handled elect ronically  by each ins t rument ,  al lowing
each one to be played and cont rolled selectively. This  is one of
MIDI 's  cleverest features.
I've ac tually  s implifi ed the descript ion above, as some ins t ru-

ments  can operate in any  of several MI DI  "modes" whic h affect
the number of channels they receive on. It 's an unnecessary
complicat ion for now, so c o m e  back to it  in the next  issue
when we look more closely at MIDI  ins t ruments .

THE COMPUTER
CONNECTION

We've already noted that  MIDI  messages use a s imi lar form of
data representat ion to that  used by computers.  Why  don't  we
fit MI DI  sockets to a computer and connect it  into a MIDI
system? We could then run sof tware on it  to read and record
MI DI  messages f rom an at tached keyboard,  store them,  and
t rans mit  them back later so the computer could "play" the
at tached ins t ruments .  These were Atari's  thoughts  when de-
s igning the original ST. whic h was launched wit h MIDI  ports
fi t ted as s tandard,  and have remained a unique feature of  Atari
computers  ever since.
An explos ion of  MIDI equipped electronic mus ic  hardware and

mus ic  related sof tware followed which brought  undreamed of
creat ive possibilit ies to the world's  mus ic ians .  In fact, it  went
further than this,  because it  soon became apparent  that  you
didn' t  need to be able to play an ins t rument  in the t radit ional
sense to make excit ing mus ic  us ing these new facilit ies. 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 dif ferent  MIDI  commands  available,  and how MIDI  hard-
ware and sof tware uses them.

•
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A D V E N T U R E

GRANDAD
AND THE SEARCH FOR THE SANDWICHES
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scene was  t reated to a wonderful-
ly humorous ,  off-beat,  graphic

adventure game called Grandad and The
Search for the Holey Vest in whic h an
unlikely  hero wandered around his
house look ing for his vest. Now we have
Grandad 2 and another treat!
Boot up the disk  and,  in c inema style,

the message is displayed "J UST 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
GITI". And so the tone of humour  is set,
and if  this t ickles your funny  bone you
can look forward to some wonderf ul com-
ments  t hroughout  the game.
Af ter the int ro.  Grandad gets out  of  his

wheelchair,  his  t rousers  fall down,  and
he falls  flat on his  face. Unpert urbed he
c limbs  aboard his  motorised t rike,  in his
underpants .  and proceeds to the park.
Somewhere in the park  he has lost his
sandwiches and he needs to fi nd t hem as
he is get t ing peckish. Wit h your help,
perhaps  he will.  The sandwiches  arc
ac tually  in Funland and you won' t  get in
wit hout  regis tering,  but  there is a great
deal of  fun to be had in the park  fi rst

58 I s s u e  66 - New Alan User

wi t h quite a few loca-
t ions to explore and
people to t alk  to be-
fore you need to
register.
Grandad fi rst

appears  outs ide the
toilets and,  sure
enough.  you can
t rundle h im into the
Gents, and the
Ladies, to read the
Graffi t i on the walls!
A great  opportunit y
for you to discover
what 's  in the toilets
you are not  normally
allowed into!  Arith
this  dubious  pleasure over, Grandad
zoom of f  to fi nd people to talk  to. Every-
one you fi nd wil l  be rude to Grandad,  but
Grandad can hold his  own. As often as
not  he's the one to start  the abuse!
Almos t  every exchange is humorous  wit h
plenty  of  Monty Python t hrown in as
when Grandad meets a foreign touris t
and says 'Please fondle my  buttocks'!  The
foreign touris t  presents one of  the fi rs t
problems as he asks Grandad to take his
picture.  Doing so gains you your fi rst
points  but  then giv ing the camera back

proves to be a rat her t ricky problem.
The touris t  t urns  out  to be a nasty
piece of  work  and wil l  s tab you
when you give the camera back
caus ing the game to be over. I f  you
leave the scene wi t h the camera.
however, the police wil l be called
and vou will fi nd yourself  down the
local nick  wit h the game over.
Tricky!  There are plenty  of other
ways to die but  instead of  having to
start  over again, the clock is just
wound back a few moments  and you
can play the scene again. Wouldn' t
you jus t  love it i f  all adventures
were like that?

GRANDAD 2 is avai lab le as sh arew are from
PAGE 6 on a  two d isk set for just .C2•50 (41.95
f o r  members o f  the PAGE 6 ST  CLUB). T h e
reg ist rat ion  fee is .C8 an d  worth  every penny!

can

If you do manage
to get away  then
you can have a
nice conversat ion
wit h the local
policeman but ,  of
course. being
Grandad you are

likely  to make some silly  remark  like
'Cor. there's  a smell of  pork around here'!
Furt her along you can meet  a fi sherman
who threatens to ram his  rod down your
throat  and a t ramp who's  too drunk  to
really  care. Grandad t reats them all the
same and doesn't  make it easy to fi nd
someone to help h im in his  quest  for
those sandwiches.
Cont rol is ent irely  by joyst ick wit h set

choice actions, whic h can increase the
diffi culty  in several s ituat ions  as you
can't  always do what  you might  want .
Conversat ions are all by mult iple choice
selection wit h appropriate answers  but
once you have acted, a suitable alterna-
tive response is given next  t ime you talk
to the same person. Gaines can be saved
and loaded so you can carry on where
you left  off, if  life in the park  gets too
f rus t rat ing.
The graphics  are top class wit h every

scene drawn to perfect ion,  and wit h
sound effects ranging f rom the engine of
Grandad's  t rike,  to birds  chirping,  the
click of  a camera and more.  Grandad's
t rike glides smoothly  about  and the
whole game conveys a t ruly  profess ional
approach.  This  is one of the few share-
ware releases where you wil l  not  beg-
rudge hav ing to register to see the rest of
the game.
Wit hout  doubt  Grandad 2 is  one of the

best shareware releases of  all t ime arid
one whic h gives you plenty  of  scope be-
fore you need to register. I f  only they
were all as good as this.
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leased now aimed at  younger
players this  game based on

such a well k nown charac ter will be more
than welcome for those whose family
share the ST.

Unlike prev ious programs based on
wel l -k nown characters,  this  is not  an
educat ional of fering but  a s t raight  race
game that  can be played by one player
against  the computer or by two players
head-to head. I t  is, perhaps,  too diffi cult
for the youngest  of  players but  should
appeal to ages f rom 5 or 6 right  up to
those just  reaching their teens.
The aim is to race against your oppo-

nent  along a t rack tor road) that  has
many  obstacles and dead-end branch
lines, in an at tempt  to beat your oppo-
nent  and set a new course record. There
are four courses to choose f rom inc luding
the Postal Run and a Woodland Glade
and you can choose any of  the well
k nown engines as well as Berne the Bus.
The Fat  Cont roller counts  you down and
the race is on. As this  is a race against

Alt MAGIC
p
a
l
b
a
,  
f
a
c
e  
t
h
e  
f
a
c
t
s
,  
i
s  
c
o
m
i
n
g

back in favour of the space invad-
ers machine,  Now it 's hit  the ST/

STE in the guise of  Pinball Magic  f rom
the re-release of  the Loric iels  game on
the KDOC budget  label. Bas ically  you
have 12 tables that  have to be completed
by collec t ing the let ters in the right  order
and t hen hy ing,  and I stress the word
try ing,  to go t hrough the exit  at  the top of
the screen to the next level. The game is
fast and uses the keys for the fl ippers
and ball release. The ins t ruc t ions  for the
games keys are a lit t le wrong but  a lit t le
experimentat ion wi l l  help you fi nd them.
The game allows you to play  a two player
game by alternat ing at the keyboard.
The sound effects are of the normal

beep, bleep and warble that  you might,
fi nd on the average pinball machine.
There aren't  any  of  those flashy tunes
that  you get when you play  the real
machines  that  are themed.  The graphics
on t he back of  the box for the ST make it
look like it  might  have Commodore 64
graphics  but  you arc  comforted by the

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 interest ing.
The graphics  achieve this
to a certain extent but
some of the colour combinat ions  would
make my user interface lec turer 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 vary ing speeds
to give you more cont rol 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  tot t ing up your
score for evermore unt i l  you t ilt  the table.
handy  for high scores but  totally  boring
to play.
This  game should keep you going for a

THOMAS THE TANK
the clock, as well as your opponent ,  the
temptat ion is to shoot off at h igh speed
but  you' ll soon run into t rouble.  As well
as those dead-ends you mus t  stop at
s ignals and avoid other t rains  which tend
to have a habit  of  reversing along the
line. J umping a s ignal or c rashing will
have you s tanding st ill for several
seconds as a punis hment  as you watch
the other t rain cont inue on his  journey.
Fail ing to spot an obstacle on the t rack
wil l  have the same effect.
The act ion takes place on a split  screen

demanding that  you keep an eye on your
opponent 's  progress as well as your own.
and you mus t  also keep an eye on the
fuel gauge. Rac ing hard wil l  soon have
you running out of  water, or out  of  petrol
If you are Bett ie,  and you mus t  fi nd a
water tower or garage to stop and refuel.
If you don' t  you won' t  get far.
The graphics,  f rom the opening sequ-

ence of  a book showing the story and
credits right  t hrough to the race t racks
and the record score tables, arc  excellent
and there is a choice of  cont inuous

week or two but  not  for that  long unless
you're a total pinball junk ie but  then you
probably  won't  have t ime for this  game.
'cos you' ll be too busy play ing the real
thing!  One thing that  is miss ing is a level
select or save game feature so that  you
could bui ld on those high scores. There
is a level select of  sorts but  its a hit
k l u d g  and doesn't  always work  properly .
This  of fering has a nice game in there

somewhere but  it 's fi nding it t hat  takes
patience. I f  you do then you' ll enjoy it  but
if  you fi nd knock ing a small metal ball
around a table mind numbingly  boring
then avoid this  like the plague.
The average games player will fi nd that

this  game wil l  keep them happy  for the
next mont h or so, defi nitely  wort h a look.

Pin b al l  Magic
Publisher: L o rciels /  KDOC
Price: £ 9 . 9 5

Reviewer: N ich o las  Baying ton

mus ic  or just  sound effects. The chal-
lenge is just  about  right  wit h record race
t imes of  around one and a half  minutes
whic h wil l  give children of  all ages some-
thing to aim for without  boredom set t ing
in.  Wit h short  races the temptat ion to
play  again and again is ever present.
And, of  course you can change engines
next t ime.  Wit h eight engines and f our
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:
Publisher:
Supplier:
Price:
Reviewer:

THOMAS THE TANK 2

Alternative Software
Various

Check your supplier
Les Effingham
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S T  PUBLIC DOMAIN

AWARDS
APTITUDES and
APPLICATIONS
In PD Roundup this time I thought I'd
take a took 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 Foe chosen cm
a w a r d maker ,  a n  apt i tude test, a nd
a  calendar .

AN AWARD FOR
EVERY OCCASION
A W A R D  MAI LER is a program which

helps you design and print award certifi-
cates. Alter loading has completed you
arrive at the main menu which offers 11
options: Style Number,  Title Font.  Title.
Name/Text Font.  Text, Signature,  Date.
Border Style, Border Colour and Import
Picture. I l l s  mainly around these options
that Award Maker  works.
Style Number  loads in the style of award

you want to use. As far as I 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 each 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. Wi th over 280 on the disk I 'm sure
you'll find something for your needs.
you can't find something ready made you
can use some of the existing styles to

6 0  I s s u e  66 'New  Mori User
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create your  OW11 personalised award. To
do this you 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 Modem) or load in your
own font, There is a font preview box
which shows the selected font.
Many of the award styles include pic-

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
you 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 left 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 outl ine to
some detailed patterns.
This version of Award Maker  is a beta

test version. However, I found very little
wrong with it. The only bug was in the
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What better way to say thanks than a personalised award?

border selection screen, where junk
appears in the border selection windows.
Also, the border names are not shown-
you must click on an empty spare. 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 I
mean. To assist you with your  selection
there is a large border preview box which
shows a comer  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 cheek the whole award
before sending it to 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. I  couldn't rind any documentation
on the disk but I 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
you a couple of hours!
After gaining experience with the prog-



ram and creat ing an award style number
lis t  you wil l  be able to design and print
an award for any event wi t hin five mi-
nutes!  Good stuff).

L E I I I I M I M I E I
1 1 1 : 2 1 1 • 1 1 1 1

Sr • t g  N e s  . c l  t h u r s  F r i .  1 s t

ST713 ST Almanac 84%

I• • • • • . ,
t  • • • d • v . a .

2
a r t i O n O . o •

DAV

I 4 5

G 7 8 '9 ID 11 I t
L l i n e d . . . f t ,
41th . . . a . . .

11

Z r

14
Vs

• • • •

15 /
E h r . o •

1 6 4
hS . , .

1. ••• . . . . . .

1 7
L
I
I
•
6  
t
i
l
l  
l
e

Polo

I I

2 1 71
M a s h  L E m l  ion

P l e a d . .

71 24 7 5 1
r i n
- 
t r
•

26

27 21

Lt
r
—
.
.
.
.
.
.
.
.
-
.  
1

maw -
a
—
ri  
I  
m
E
r l
d  
I  
•
•
•
•
•  
I  
I  
r
o
g
i
n  
I  
I  
t
o
m
s
.  
I  
L
i
r
s

mom
I Amman. II masa I I 'mega I I wag I laashoomel I mi. I  Iatst I  F. 's

ST921 Award Maker 87%
ST713 ST Almanac 84%
ST701 Aptitudes 82%

COMPUTERIZED
SELF-ANALYSIS

A P T I T U D E S  is a program whic h wil l
analyse your apt itude.  personalit y  and
mot ivat ion and then out put  the results  in
three bar graphs.  From here, it, will offer
you a choice of  occupat ions which are
best suited to your s t rengths and weak-
itesses.
The program is split  into two parts. Part

1 is  the Apt itude Test: a series of  tests
whic h collates all the data required for
analys is  in Part  2, t he results  section.
Upon loading the Apt it ude Test you are

warned that  it  wi l l  take an hour  to com-
plete. Please heed this  warning!  I f  you are
not prepared to spend an hour or so
answering the quest ions and solv ing the
puzzles then you wil l  not  gain f ull use of
this  program.
The Apt it ude Test is series of  seven tests

and two quest ionnaires.  They are VERY
detailed wit h each test containing dozens
of  quest ions or puzzles. The seven areas
tested are Numeric al Reasoning.  Acuit y
Skills,  Verbal Reasoning,  Analy t ical Abil-
ity, Technical Ability ,  Spat ial Abilit y  and
Perceptual Ability .  These range f rom
speed mathemat ics  to physics problems
to v isualiz ing 3D objects. There are st ric t
t ime l imit s  to each test which can some-
t imes  be very hard to beat!
As each test is  completed you are shown

y our score in the form of  a bar chart.
Performance is measured by how high
the bar  reaches up the graph.
Af ter bat t l ing your way t hrough all

seven tests you move on to t he two ques-
t ionnaires .  Firs t  up is the Personality
Ques t ionnaire whic h asks how you and
others  see yourself .  Next comes the Mot i-
vat ional Ques t ionnaire which makes  you
choose between two tasks or careers. You
mus t  award three points  between the two
choices available.
The results  of  both ques t ionnaires  are

again shown in the form of  a bar graph.
Your personality  and mot ivat ional char-
acterist ics are shown in dif ferent  graphs.
I l l s  at this  point  that  you save all of

y our results  to the Apt itudes  disk and
then load Part 2, the results  section.
Here you load your results f rom the disk
and examine t hem on the bar graphs.
There is a handy  X-Ray mode which
allows you to superimpose all three
graphs  on top of each other.  I f  you wish.
you can also print  the graphs.
From here, the program wil l  analyse

your apt itude.  personalit y  and mot iva-
t ion and offer you advice as to the type of
jobs  which are best suited to you You
may  be quite surprised at  how close the
suggestions are! I k now I was. I t  has
advised me to pursue a lit erary  or crea-
tive career - exact ly the type of career I 'm
pursuing!  Some may  say that  this  makes
the program a waste of t ime but  I dis-
agree - it  was an interes t ing hour spent
answering the quest ions.  Also, the re-
sults in programs such as these always
make for a good read, espe-
c ially  when the analysis is
being performed on your own
personal characterist ics.
The only  drawback  I can see

to Apt itudes  is that  af ter tak-
ing the test, analys ing the re-
sults and print ing the graphs,
the program becomes pret ty
useless. I  suppose you could
test f riends and family  and
compare results  - that  would
be interest ing!  Anyway,  i f  you
look closely on the disk, you' ll
fi nd two bonus  programs
whic h increase the value.
T H E  RE V E NG E  DO CUME NT DI S-
P L A Y E R 2  is a good text t ile displayer
and MMCE'S P E RP E TUAL CALEN-
D A R  is a useful calendar program.  These
two programs compliment  Apt itudes  and
altogether they make for a very good
disk.

I'M LATE, I'M LATE!
The fi nal applicat ion program for review

in this  issue's ST Public  Domain Round-
up is S T A L MA NA C V2. 0.  This  Share-
ware program (reg. $10) describes itself
as, a n  easy to use, all-purpose calendar
and planner to keep t rack of  holidays,
special events, birthdays,  appointments
and any thing else you want  to keep an
up-to-date record of." Now,  if  your life is
as unorganised as mine,  you may  fi nd ST
Almanac  to be very useful indeed!
The documentat ion prov ided is very

good but ,  again,  you don't  really  need it.
ST Almanac  is very user-f riendly  wit h
lots of  c lick-on selections available.  You
can increase a mont h or year. select or
mark  a day for appointments  or special
events, read about  worldwide holidays or
the birthdays  of  famous people. etc.

You save, load and read inf ormat ion in
three separate modes: Holidays  & Special
Events. Appointments  and Almanac.
Appointments  mode saves by the year,
e.g. 14t h April 1994.  Almanac  mode
saves by the date. e.g. the second Satur-
day of April.  You can save one special
event ent ry  per date on the calendar and
ten appoint ment  entries. Special events
are marked in blue print .  Appointments
are marked in red.
Other opt ions available arc Print ,  Mont h

Scan (shows all appointments).  Year
View (shows the variety of  events that
have occurred over a year - these can be
edited wit h a word processor) and Editor
(lets you edit  the data for a part icular
date in any of  the three available modes).
As you can see, ST Almanac  wil l  cover

almost  all of  your needs for a calendar
program.  Also on the disk are two auto-
boot programs  which show messages
upon boot ing the disk. REMI NDER is for
general messages. ALMAVI EW is used in
conjunc t ion wit h ST Almanac  - it  scans
the fi les created by ST Almanac  and dis-
plays any special events scheduled for
that  day.

The ST has a wonderful wealt h of  quali-
ty applicat ion sof tware!  With those re-
v iewed in this column you wi l l  be able to
remind yourself  to print  an award for a
successful apt itude test (grin).

ROUNDUP RATINGS:

The  disks fe a tur e d in this  review are  a l l  a v a ila ble  from
the Page 6  ST Library . Check the  la tes t  ST ca ta logue  a nd
updates  or  phone 0 7 8 5  2 1 3 9 2 8  for  fur the r  infor m a t ion.

ROUNDUP conducted by Stuart Murray
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aimless ly  t hrough space infested
by the forces of  Chaos. Only  the

legendary and heavily  armed Space
Marines  can purge the evil forces f rom
these hulks .
That 's  the story but  what  about  the

game? The game wil l  be f amil iar to those
of  you who have played Games Workshop
games before such as Warhammer
40,000 or Warharinner.  There are three
separate "chapters" of  Space Marines "
whic h you can choose f rom, they are
"Blood Angels",  "I mperial Fists",  "Ult ra
Marines " and "Fluf fy  Bunny  Veer II don't
t h ink  that  last one is quite right ,  do you?
- Ed) You have at y our disposal up to 5
Marines  in each team lead by a Marine
Commander.  You mus t  board the space
hulk s  and destroy the forces of Chaos
that  permeate them.  The game allows
you to choose y our team and what
weapons  they carry. Remember big heavy
weapons  may be inc redibly  powerful but
you can't  move very fast wi t h t hem and
vice versa wit h light  weapons.
You can set up your c ommander wit h

his  personal weapons  and give h im spe-
c ial orders  for double movement  per
turn,  or  fire. or any number  of other
opt ions  each specific to each chapter.
You can carry  more and more special
orders as you begin to complete mis -
sions, You mus t  also equip your marines
wit h such things  as photon grenades.
meita grenades, target ers, combi
weapons, digital weapons  and all mariner
of destruct ive things  too numerous  to
ment ion here. Once you've fully  equipped
y our team, and you mus t  otherwise you
can't  go any further,  you begin the fi rst of
20 miss ions  and progress to the hulk
itself. That 's  were the fun really  begins.
Ex it ing the dock ing c law you move your

men out  and you soon discover that  you
can move, fi re, fi ght hand to hand,  use a
backpack weapon,  open a door,  scan for
enemies and issue orders. You move your
team and issue fi re orders  for each man.
The fi ring is usually  a very complicated
mat t er involv ing immense mult i•s ided

I

Title
Publisher:
Price:
Reviewer:

SPACE CRUSADE
Gremlin/GBH Gold
£9.95
Nicholas Bavington
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dice, weapons  tables
and rulers  but  this  is
all done for you by
the computer.  Select-
ing a marine wil l
highlight  those char-
acters that  he can
fire at and then the
computer lakes over
and rolls  the approp-
riate number  of' dice
for each character.  I t
then works  out
whet her the t urn was
a hit  or a shot  into
the fl oor or ceiling.
The same thing hap-
pens when the fi ght ing is hand to hand
where you can only  light  the thing next
to you. The forces of Chaos range f rom
Gretehins  t hrough Orks, Chaos  Marines.
Soulsuckers,  Androids  and the formid-
able war machine,  the Dreadnought .
All movement ,  scans, backpack

weapons, orders  and door opening takes
place on a 2 dimens ional view, muc h like
Gaunt let .  All the fi ght  scenes take place
In a 3D isomet ric  perspective which has
the character fi ring their weapon and the
hit  on the character being seen. This  may
result  in a sat is fy ing explosion or a ka-
ching as the bullet  ricochets off the
armour  of the enemy  and vice versa. You
may move all of  your characters and
those of  the other's  teams and then your
t urn is over and its the t urn of Chaos. At
this  point  you wil l  see a message that
Informs  you of  a random inc ident  that
affects you such as one of your marines
being out  of  ammo or that  Chaos has
experienced a fi re frenzy. •I'hese can
somet imes can be bad or good and its
only down to luck as to whether it  helps
you or not.
The miss ions  that are available are wide

and varied wit h rescue, seek and destroy
and scuppering miss ions that  keep you
interested for a long while.  There are 20
miss ions  available in this  game and there
is a facility  to load up separate miss ion
disks that  broaden the appeal of  the
game. The abilit y  to save your teams sta-
tus af ter each miss ion is a nice feature
and the fact that  you can save many
dif ferent games for each of the three
teams allows for dif ferent  teams wit h dif -
ferent miss ions  f rom each of  the chap-
ters.
Sound For the game Is ac tually  not too

bad. You get a nice tune while your

select ing your team and equipment  and
the tune cont inues t hroughout  the game.
It is varied and writ t en well enough as to
be not too tedious.  The sound effects are
those normally  associated wit h a game
like this, spartan gun noises and explo-
sions. The gun noises are not  ac tually
that  conv inc ing because the same noise
is made for a small bolt  pis tol as for an
auto cannon.  That  said, t he sound is
appropriate and doesn't  get on your ner-
ves as some other games do.

Graphics  for the game arc nice and de-
tailed and even when on the small scale
overhead v iew of' the hulk  you can s t ill
work  out  whic h is the c ommander and
the normal Marine.  Ti le game holds  t rue
to the Games Workshop style of  design
and graphics.  The graphics  hold your in-
terest and make it  more interest ing.
When on the 3D v iew you see all the
details  of the marines  uni f orm inc luding
the ins ignia and bat t le honours .
This  game scores very, very highly  on

the playabilit y  and las tabilit y  stakes and
this  is what  you' ll probably  buy  the game
for. This  is one game that I  am personally
going to be play ing for many  months  to
come. The playabilit y  is perhaps  down to
the fact that  the game draws  you in and
makes you start  to t hink  like a Marine
and about  what  you are doing. Time
spent play ing this  is measured in hours
rather than minutes ,  there's no such
t hing as a short  game of  Space Crusade,
it's al l  or nothing!  Many  months  f rom
now you'll wonder what  sort  of  batt le
s t ratez t  game you ever played before this
came into your life.
Time for me to get back to the game and

fl ush into hyperspace the evil and scurvy
forces of  Chaos. It 's going to be a long
t ime before I t ire of  Space Crusade,
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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 n e ce ssit y. M u sic b y Da vid  Wh it t a ke r

KIKSTART
The u lt im a te  o f f -road m o t o rb ike  scra m b le  sim u la -
tor. Gu id e  yo u r  rid e r ca re fu lly o ve r  the o b sta cle s
in t h is a ll a ct io n  sim u la t o r t o r 1 p la ye r aga inst  the
computer o r  2  p la ye rs aga inst  each  o the r as we ll
as the clock

180
What can we say? A great darts challenge. Eight
opponents, digitised speech, two player option.
live joystick control, full matchplay scoring, a
sense of humour, superb playability, this one has
it a ll!

SIDEWINDER II
It i s  27  ye a rs sin ce  the lin e l bat t le  o f  the wa r w it h
the a lie n s. 27  ye a rs o f  peace have  re igned in  the
Western Spiral Arm of the Galaxy. All this is
about to change. Step aboard your craft and pre-
pare t o  defend m a n kin d  in  t h is a ll act ion  sp a ce
blast

GHOSTBUSTERS
Has anybody seen a ghost? Matter of fact yes
they have !  At  t h is ve ry moment  hundreds o f
ghosts are making their way to the infamous
spook central. Only you can save the world from
a d isa st e r o f  b ib lica l p ro p o rt io n s. So  g o  and sh o w
'em h o w  yo u  d o  it !

NINJA
Blasts the  be lt  o f f  a ll o ther mart ia l a rt s games!
Tha t 's a ll i t  sa ys on  the in la y!  Someone su re
reckons this is the best punching, kicking, duck-
ing and diving game around

ROCKFORD
The o n ly t rue  a rcade  ve rsio n  o f  the cla ssic game
Boulderdash. There are four levels on each of live
different worlds with four screens on each level.
It all adds up to eighty totally different playing
screens,

INCLUDES FREE GAME - CRYSTAL RAIDER

PROTECTOR
Assigned to Fort Rucker. the US Arm y Helicopter
Training School based in  the Nevada desert, your aim
Is to  become the best chopper p ilo t  th is side o f  the
Iron curtain, A real Protector! Your mission consists
of a st ra teg ic battle of wits between yourse ll and
either another p ilo t  o r a computer controlled RPV

ROGUE
You are the ROGUE. Your mission is to search
the Dungeons of Doom for the Amulet of Vendor.
In the dungeons yo u  w il l fi nd  m a n y t h in g s t o  a id
the quest for the Amulet, You will also encounter
fearsome monsters and fi endish traps that will
challenge a ll yo u r  sk i l ls

UNIVERSAL HERO
Only seven seconds  le ft to save the  pla ne t! Universal
Hero has to save h is skin  and everybody e lse 's by
finding b it s to repair a shutt le to ge l to a planet to
pick up the spares to  mend a space freighter wh ich is
out o f  contro l and about to b low h im and h is chances
of gett ing back to  earth to  atoms.

HENRY'S HOUSE
Lillie 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
pestiferous parrots and chefs chasing chickens. to a final
encounter with the vicious vampire! Acknowledged by all
reviewers as one of the best Atari games of all time

BOMB FUSION
A terrorist gang has planted bombs throughout
the Se lle rsca le  Nuclea r Pro ce ssin g  Pla n t  and yo u ,
as ex super hero (ex after the 'Boris Affair') have
to go in and save the plant and possibly the
Northern Hemisphere tram destruction

MILK RACE
Cycling  1,000 m ile s is n o  mean fea t  • and  yo u
could end up feeling pretty exhausted by the time
you 've  fi n ished  p la yin g  t h is supe rb  race  sim u la -
t ion designed  e sp e cia lly in  co n iu n ct io n  w it h  the
Milk Race

G U N  LAW
Four months of b loody alien at tacks have taken their
toll - a ll the su rviving  inhabitants have tied and arson
attacks have been made on your weapon stores, they
destroyed what you cou ld  not carry away. You are left
to fight  alone against ru th less and b loodth irsty kille rs
with lust  a sing le machine gun

REVENGE II
The Mutated XI 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 Jeff Minter

DESPATCH RIDER
Join the growing band o f  street demons - those
fearless horders who terrify the population o f  the b ig
cit ies to get the parcels through. Plan your moves to
make some money, but don I  take too long • t ime is
always short . Ga in  an Instant macho rating and be a
despatch rider with  th is a ll act ion simulat ion

INVASION
Mobilize your units and prepare for battle. This all
act ion sp a ce  co n fl ict  re q u ire s skill,  st ra tegy and
tact ics. Yo u  m u st  d e st ro y the  weather co n t ro l
station in order to win the battle but every move
you make the enemy will counter, and they're
wait ing  f o r yo u  t o  make ju st  one  fa ta l sl ip  u p

LOS ANGELES SWAT
Special Assignment. Rescue the hostages from
the terrorist gangs holding out on West L.A. Clean
up the streets. Blow away the bad guys and be a
hero on network TN.! Fail and you won't be
coming back to watch it. All action joystick bend-
ing combat for those with the skill to survive!

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

FEUD
To win at Feud you must "out-spelr' your rival
Wizard Leanoric. In Kieke's herb garden you will
find the ingredients for your spells but tread care-
fu lly a s st range  t h in g s can  happen in  t h is game
of magic and mystery

PANTHER
Save the last humans on Xenon before the alien
hordes turn them into Sunday roast! Take your
ground attack ship through this 3D scrolling
mega shoot-em-up with great graphics and unbe•
lievab le  so u n d t ra ck

Any one cassette E1.95 - any two E3.50 - any three E5.00 - any 4 E6.50 - any five E7.50
or select ANY TEN CASSETTES FOR JUST E9.50!

All prices are inclusive of postage

CHECK THE ACCESSORY SHOP PAGES FOR MANY MORE BARGAINS
USE THE ORDER FORM ENCLOSED OR PHONE YOUR ORDER TO PAGE 6 AT 0785 213928
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FREE

a K  I  D I S K  ONLY
The Infocom classic and the adventure game that changed the way
all future adventures were written. The Great Underground Empire
of Zork Is well documented by now and thousands of players have
become addicts graduating to Infocom's more diffi cult adventures.
Zork I Is the ideal introductory level adventure for beginners or
those with a little experience. If you have never ventured under-
ground before now is the time to try, it s  never been cheaper to
expand your universe! Classic original Infocom packaging with
excellent manual and a map.

O U R  S P E C I A L
O F F E R  P R I C E  E 2 . 9 5
1SOME SUPER BARGAINS!

TRIVIAL PURSUIT
The most famous board game of all time on your Atari!
Trivial Pursuit on your Atari takes on a new dimension -
not only are there questions to answer but graphical
puzzles to solve and tunes to guess, sometimes played
backwards! Over 3
5
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ultimate quiz experience for family and friends
DISK ONLY

A SUPER PRICE - JUST E2.95!
THE TAIL OF BETA LYRAE
Our A-Z of software says The  ultimate Scramble clone
with superb graphics and music. This humdinger of a
horizontally scrolling shoot 'ern up was written by Phillip
Price with music by Gary Gilbertson. They later went on to
write the Alternate Reality games". One of the few original
classics, right up there with the top arcade games of all
time. Give you eyes, your ears and your reactions an
unforgettable treat!

ON DISK JUST El .95!
ON CASSETTE ONLY 95p!

WITH ORDERS OF £15 OR MORE

Yes, a ROM CARTRIDGE absolutely free if  you order software
from The Accessory Shop that comes to 1'15 or more (excluding
postage). Designer's Pencil is a graphics and sound based
programming language that anybody can use to create great
pictures and sound on the Atari - even if  you haven't got a clue
how to program in Basic! It could give you hours of fun and a
great sense of achievement when you create something really
good - and it won't cost you a penny!

Claim your free copy of DESIGNER'S PENCIL
when you spend LI o r  more on your next order

FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY
SHOP AND AN ORDER FORM ARE INCLUDED WITH EVERY ISSUE

CHECK OUT
THE ACCESSORY SHOP

PAGES FOR MANY
MORE BARGAINS!

SUPER SPECIALS
MAXWELLS DEMON
Check out the review In Issue 49. Paul Rixon found this
simple game to be quite addictive and at this price can
you afford not to become addicted! Its  a different type
of game, more In the Tetris mould than an arcade game.
It sure makes you think and the price won t break you if
you don't get fully hooked.
DISK ONL Y  Re c o mme n d e d  price £995
SUPER SPECIAL JUST 0 . 9 5

MR ROBOT & HIS ROBOT FACTORY
One of the most famous of platform games that has you
jumping over fire, running over breadmills and bombs.
climbing ladders, s liding down poles and more with
some great graphics- Master all 22 screens if you can
and then create your own for neverending fun. This is
what platform games are all about.
DISK R e c o m m e n d e d  price
O NL Y  0 . 9 5  on disk
SUPER SPECIAL JUST El .95

ZAXXON
One of the all time classics for the Atari, Zaxxon set new
standards when first Issued and was copied many
times. Pilot your craft across the unique 3 dimensional
battlefield shooting enemy fuel tanks, anti-aircraft tanks
and missiles before launching off through space for the
ultimate confl ict with a mighty robot - few have got this
far! Zaxxon, often copied, never bettered and NEVER at
this Incredibly low price!
CASSETTE
ONLY

Recommended price
19.95 on cassette

SUPER SPECIAL JUST E2.95

ALL ITEMS MAY BE ORDERECi 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 0705 213928


