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The Resource for the ATARI CLASSIC and the ATARI ST

FOUR GREAT PROGRAMS
ON THIS ISSUE'S DISK!

FOR THE ATARI ST
ST ZIP
The best file compressor so far
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More MIDI basics
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FOR THE ATARI CLASSIC
THE CATALOGUE

A software cataloguing sys-
tem that can be adapted to
any record keeping use

GRAVITY AND ORBITS
S o m e  t e c h n ic a l  b a c k g r o u n d

QUADRUPLE DISK BONUS COMPLETE TIPSIERINDEX!
ADDING COMMANDS TO ATARI BASIC

PLUS TYPO 3... INSTANT MENUS NEW MAGS DISPLAY LISTS SWIFT SPREADSHEET and a whole lot morel



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 i f  some of the blocks disappear after the
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bouncing you back the way you came? What i f  some blocks have
to be used as lifts to reach inaccessible areas? Add to all that
reverse control on some screens and 32 levels o f increasing
difficulty and you have a game that will challenge you to the limit.
I f  you do manage to beat all 32 levels then the fun only just begins
fo r there is a level editor to enable you to create whole new games
of your own.

DISK ONLY Price £6.95
EXCLUSIVELY FROM PAGE 6

*  Smooth horizontal and vertical
scrolling

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

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

games

A BRAND NEW BRITISH GAME OF THE HIGHEST QUALITY

Igen
NOW YOU CAN ENJOY THE PROVEN CASSETTE TO DISK

TRANSFER SYSTEM M
A 
S A V I N G  
O F  
1 1 !

Transdisk is a simple to use utility that will transfer
most cassette games to disk easily and quickly

•  Handles any type of cassette
format

•  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
XLYE 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
just write. Credit card orders accepted by telephone on 0785 213928

BACK ISSUES
The following back issues of

NEW ATARI USER are still available
I s s u e  3 3  I s s u e  4 5  I s s u e  5 6
I s s u e  3 4  I s s u e  4 6  I s s u e  5 7
I s s u e  3 6  I s s u e  4 7  I s s u e  5 8
I s s u e  3 7  I s s u e  4 8  I s s u e  5 9
I s s u e  3 8  I s s u e  4 9  I s s u e  6 0
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I s s u e  4 0  I s s u e  51  I s s u e  6 2
I s s u e  41  I s s u e  5 2  I s s u e  6 3
I s s u e  4 2  I s s u e  5 3  I s s u e  6 4
I s s u e  4 3  I s s u e  5 4  I s s u e  6 5
I s s u e  4 4  I s s u e  5 5  I s s u e  6 6

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 are £2.00 each in the UK (inc. post 8t packing),
£2.50 for Europe or surface mail elsewhere and E.3.50
for Air Mail outside Europe. Prices include postage

ISSUE DISKS are for any 48k or 64k 8-bit Atari
Each disk is £2.95. Postage FREE in U.K.

Overseas add LI per order 4kny number of disks)
Check latest leaflets for any special offers

Send your order to
PAGE 6, P.O. BOX 54, STAFFORD. ST16 1DR, ENGLAND

ACCESS and VISA accepted. Telephone 0785 213928



'The magazine
for the Dedicated

Atari User'

UK £25.00
Europe C32_00
Elsewhere (sea) 02 . 00
Elsewhere (Ai r ) £42.00

UK E15_00
Europe (Air  Mail) £17.00
Elsewhere (Surface) E17.00
Elsewhere (Ai r  Mail) £23.00

Your support is needed, now!
SUBSCRIPTIONS

Annual subscription rates (6 issues)

seas Wes reflect only the &Manioc* 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-
hon. Single price C2•95 per disk. Subscrip-
tion rates (6 issues)

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

SUBMISSIONS
PAGE 6 welcomes and encourages its readers to
submit. articles. programs and reviews for publi-
caterer,. Programs must be submitted 041 disk or
• ,
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submitted a s  t e xt  fi le s o n  d isk. W e  se e k t o  e n -
courage your participation and do not have strict
rules for submissions i f  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 uncredded 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 organisat ions 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
6. Whils t we lake whatever steps we  can t o
ensure the accuracy 01 a rt icles and & w a r n s  and
the contents of advertisements. PAGE 6 cannot
be held liable for any errors or c lams made by
advertisers.

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 of  publisher

The next issue of
NEW ATARI USER

will be on sale 31st May
Editorial copy date is 18th April
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More MIDI basics
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Definitely the best file compressor
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THE CREDITS
All of the usual s tuf f  is on page 3 but  here are
the people who made this  issue possible.

I s  Effi ngham sort of  had the fl u, or s leeping
sickness, for (his  issue but  managed to stay
;iviriike jus t long enough to
Sandy  is going to be a lot bus ier f rom now on
tsee nex t  item) so make allowances! She will
be doing all of  the mail order. copying. order
tak ing and loads more that  needs to be done
whils t  pray ing for warmer weather t its  bloom.
ing freezing in the offi ce!)
As so we say goodbye to Paulet te who has
found herself  a full nine job but  can't fi nd the
time to spend all the money  that she's now
earning! A heartfelt  thanks  to Paulette for
s t ick ing with us  for so long and for doing
every thing we could have asked. i f  only  limes
were better, we would all s t ill be together but
she's promised to keep in touch (that's  what
S t a c y  s a i d ! i

Talk ing of Stacy  she has promised to come
and help us send this  Issue out but  that 's  in
a couple of weeks t ime so we ll see what
happens!
The Regular Cont ributors ,  who prov ide the
backbone of the magaz ine and can generally
be relied upon to come up with good art ic les
and reviews. are ...•

John S Davison
Pa ul F a xo n
Alla n  J .  P a lm e r
M a rk S t in so n

Stuar t Mur ray
Ian Finlayson
Nic Bavington
The Tipster

All other c ont ributors  for this  issue are indi-
v idually  c redited alongs ide their art ic les  or
programs. Thank s  to everybody for s haring
their enthus ias m with other Atari users.

M ain m us i c  Ins p i r a ti on  th i s  r im e h a s  b e e n  M a r y  Cha-
pin-Carpenter who I  mentioned Iasi t ime but d idn 't
haue room to espancl upon. He r two a lbums fshe's
actualty rna lle jou r) have been on a lmost non-stop for
about three months. i  wa s quite thrummed to fi n d  that
she had been rioted Country Music Female Singer ett
the Year in  1993. does that mean I  now have to buy
Tammy Wyne ire  and Dairy Parton! i  can 't  t h ink w h y
she Is considered a  country sinner. but  if  people need
pigeon holes. I  guess there's nowhere else to put her.
Only tine nett
,  C I )  
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to snap up before it  d isappeared and that 's by Robin
Wiitionestrt and John Renbourn entit led WHEEL OF
FORTUNE. Not a t  a ll bad. especia lly i f  you h a m  a
Robin Williamson  absession! That 's about if . I 'm  o f f
now to  record a few o f  these to listen to  in  the Easie r
holRiatts !

The  n e x t issue  a l  N E W A TA R I  U S E R  c ou ld  fe a tu r e
Y OU R  a r t i c l e  o r  p r o g r a m ,

so S E N D  I T  IN  N O W !
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14023 pr inter . P r inc ipal software used is P rotec t and fl ee t
Street Publisher  3.0. Other  software includes her n ia, Tan-
Talk  Tur bo B as k  and ser ious custom %linen p n v ta n “  on
the I L A E .  A r tic les  and  programs submitted on 111,e,VE disks
are subjected to var ious custom wr itten programs Wa r e
heing trans fer red across to  the S T v ia l A t t l IA L i k •  A ti  major
editing a  done with P r oter t and pages are la id oat with E lea
Street Publisher  I  disk  wi th the fi nished pages as Postscrim
l i k s  rn sent (e a tr peua ing  bureau to be output on a tinon- on
and, hey  presto, fi nished p o r n  ate sent back exactly  as you
see then,. I t  really  does wor k ! .411 that is k i t  is to  drop in  thr
listings and photos
14 a ' ,  not quite at easy as dun but you gel the '
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A MIXED BAG
This  issue we' ll have a real mixed bag editorial as several unrelated topics come to

mind.  The fi rst is  how quick ly  the ST seems to have gone the way  of the Atari Classic.
Or has  it?
Did you k now that  Atari haven't  ac tually  been selling the ST in the UK for about  s ix

months? We had a lot of  calls at the end of  last year f rom folks ask ing where they
could buy  an ST as they could not  fi nd one in t heir local shops. Silica Shop sold out
long before Chris t mas  and it  t urns  out  that  Atari had not  been import ing any
machines  into the UK for several months .  In February  they changed their minds  and
began import ing machines  f rom the USA, but  how many  sales had they lost in the
meant ime? Atari's  recent  efforts have been in promot ing the Falcon or,  rather,  jus t
hoping that  someone would buy  one. Remember the Falcon? It was  Atari's  latest best
c omput er in the world.  but  how many  Falcon owners  do you k now? The Falcon looks
as l i l t  wil l  be as popular as the u m m  t h e  W e l l ,  in a couple of  years t ime you
won' t  remember the Falcon either!
If you check the Mailbag c olumn this  issue you wi l l  fi nd a let ter f rom a Frenc h Atari

fanat ic  who says t hat  the shop where he worked s topped selling Atari sof tware when
the mac hines  were no longer being sold and this  is what  is now happening to the ST.
All of  the big stores have dropped ST sof tware and very few of the major  publishers  are
releas ing ST t it les. Whose fault  is it? Well,  it  was Atari who s topped import ing the
machines,  so you tell me.  Atari seem to have found themselves a unique niche. The
only  t hing they can do well is fail to sell the amaz ing computers  they produce.  Ah well,
there are rumours  that  they are going to buy  EuroDisney .  so we' ll see what  happens
then!

LACK OF INTEREST?
The other topic touched upon by our French f riend is the store where he work ed

c omplaining that  they weren't  selling Atari sof tware when,  all the t ime,  they  failed to
ment ion that  they sold Atari sof tware in t heir adverts. Well,  you might  remember in
the las t  issue I asked companies  that  were going to the upc oming SAMS show in Apri l
to let us  know what  they wil l exhibit ing.  Well,  only  one exhibitor bothered to get in
touch and that  was  Dean Garraghty ,  all the others  we had to chase. I  am amazed that ,
of all the folks who are s upport ing the Atari,  only  one had enough presence of  mind to
realise that  you can't  expect cus tomers  to come and see you unless you let  t hem k now
you'll be there. Maybe it 's that  old Atari at t it ude that  has  rubbed off?

NEW USERS START HERE
We've had quite a few new readers in recent  mont hs  that  have had problems  in t yping
in the lis t ings  and I realised that  we had fallen int o the old t rap of assuming that  all
Atari users k new every thing about  their computer.  We used to publis h the TYPO
Listing everY issue but  dropped it  many  years ago on the assumpt ion that  everyone
would have a copy. That 's  not  the case of  course, so for the benefi t of  those who have
been myst ifi ed by those s t range two let ter codes that  the Atari won' t  accept, we are
publ is hing the TYPO 3 lis t ing again this  issue. I f  you have never used TYPO before, get
it up  and running,  it 's  a real mirac le of  a program.

A DEAD LASER
One of  the real problems  of  st ick ing wit h a minor i t y  interest  computer is when things
go wrong.  Hal f  way t hrough this  issue there was a big bang f rom the direc t ion of  my
SLM804 laser printer and a dis t inc t  lack  of  the annoy ing whir r  of  the fan. I t  was dead!
This  means  that  there may  well be one or two mis takes in this  issue since proofi ng the
mag on a dot mat r ix  is such a s low process that  I would have to s tart  work  on Issue
68! I t  also means  that  I have to t ravel half  way across the count ry  to fi nd someone
who is wi l l ing (or able) to repair it . I f  I had bought  an Apple Mac for desk top
publ is hing I could have taken it  down the road. And to t hink  that  a few years ago Atari
t ried to push the ST as an ideal DTP system. It would mak e you laugh.  i f  you weren' t
c ry ing so much.

Ettin9fiam
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Mailbag
Keep 'ern coming!
Although this wil l  be appear-
ing in the Apr il/May 1994
issue, this wil l  be my fi rst
Mailbag column compiled In
1994. I'm pleased to see an
interes t ing and varied selec-
tion of  letters again p l e a s e
keep them coming!

Al lan J  Palmer is •

sitting in the hot
seat at  the sorting
office awai t ing
your letters on al l
things Atar i  - get
writ ing!

Write to MAILBAG at
Page 6 Publishing

P.O. Box 54
Stafford

ST16 1DR
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THANKS

Mark  Watson of  Bridlington asks for
t hanks  to be passed on to Daniel Bayer-
stock for his  correspondence,  and to
Andrew Lak in-Hall  for helping to build a
robot  before going on to several other
subjects.

AMS

Mark  does not  regret  at t ending AMS 7 and
sends these comments :
"The amount  of  Atari support  was  ex-

t remely good and there were all sorts of
bargains  - Zrvocon at 25p. Rescue on Frac-
talus ROM at  ..C2.50. 810 drives for £15!
Among the new items on sale were Quick -
an excellent  language that  1 recommend,
Brundles  - a s t raight  copy of  Lemmings
albeit  very Jerky. and a number of hard-
ware kits inc luding Micro-Discottrit 's Stereo
Upgrade.  Quite a lot of  overseas visitors
were there. ANG had some excellent soft-
ware and were advert is ing a new disk
magazine. Ke-Soft  were also in at tendance
and on the DGS s tand was  Harald Schon-

j e l d  (author of  Quick). DGS had their refor-
mat ted Atari News-Paper (no longer a disk).
Despite the show being so good. the num-
ber of  people at tending was  quite small.
Hopefully  more people wi l l  at tend the next
show. "

MUSIC CONSTRUCTION SET

Another quest ion f rom Mark  is;
"Does anyone k now how to print  to an

Epson compat ible printer f rom Electronic
Art s '  Music Construct ion Set? I bought  this
disk  unboxed f rom AMS without  instruc-
tions and can't  work  out the printer codes."

USER GROUPS?

Mark  Watson has also been t h ink ing about
s t arl ing up a User Group for the Atari
Classic in the Yorkshire area. I f  anyone
has any  advice or wants  to be part  of  the
group,  please contact  Mark  at 122 St.
James Road, Bridl ingt on,  N. Humbers ide.
Y015 3NJ.

Miss J Adams  asks if  there is a User
Group in the Edinburgh area. I f  there is,
please drop a note to Mailbag.  In the

meant ime Miss  Adams.  drop a line to
Stuart  Murray ,  NoSAUG (North of  Scotland
Atari User Group,  71 Walk er Road. Torry .
Aberdeen AB1 3DL,  or to TWAUG (Tyne
Wear Atari User Group).  P.O. Box  8. Wall-
send, 'Ni le 44z Wear NE28 6DQ - eit her of
whom may  be able to put  you in touch
wit h someone to fi x  your 130XE that  keeps
c ut t ing out.

PLAY THE GAME!
From Bas ildon in Essex. we have a let ter
f rom M. Tomlin.  self-confessed W.A.C,O.
(that 's Whacky  Atari Classic  Owner),  Mr
Tomlin is disappointed that  hav ing respon-
ded by telephone to a request  in the Con-
tact c o lumn for Classic sof tware and offer-
ing to send the advert iser a printed lis t  or
a disk  fi le on receipt  of  a disk  and/ or  SAE.
the advert iser was unwi l l ing to send even a
SAE I s h a r e  Mr Ts  f rus t rat ion,  he's offer.
log help but  the person who wants  it  can't
be bothered to cont ribute. . .
Money  is t ight .  so Mr Tomlin is  ask ing

"...is it  possible to make up the cable that
plugs  into the I / O port wit h the centronics
plug on the other end to connect a t hird
Party printer? Two plugs and a cable can-
not be that  hard to make up - I cannot
af ford to buy  one, (unless qf  course there
are other electric components in the
assembly). 1 am good wit h a soldering iron
and can get both plugs i f  I can fi nd out
whic h plug goes to which pin on both
ends."
It's not  as easy as that ,  Mr  Tomlin,  as the

Atari Classic does not  have an inbui l t  Cen-
t ronics interface so this  has to be bui l t  into
the cable or as a separate interface. Some
projects have been published over the
years and a k it  is available f rom Mic ro
Discount  but  there are no short  cuts. Your
best bet  if  you want  to save money  is to
ask Mic ro Discount  for details  of  their kit .

1050 PROBLEMS

Two readers are hav ing problems  wit h
their 1050 drives, Paulo Rodriguez.  R. Dr.
Sidonio Pais 27 R-C.  2675 Odivelas. Por-
tugal cannot  save fi les or even format  a
disk  (errors  144.  138).  however the load
Funct ion works  perfectly.
Well,  I mus t  refer to the Mailbag column

of New Atari User issue 50 and to quote Mr
Effi ngham.  himself :
"We have answered this one several t imes

before. Quite often the only thing that  is
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ACE C WORKS!

wrong is that  the felt pad that  holds the
disk  onto the read/  write head has become
compacted so that  there is not  enough
pressure to hold the disk  agains t  the head,
Just remove the case and you wi l l  see a
small arm Just behind the spindle which
holds the disk  centre. You can lif t  this a
lit t le and you wi l l  see a small felt pad
about one eighth of  an inch square on the
top (facing down).  Grab a paperclip,  opened
out, and very carefully  roughen up the sur-
f ace of  the pad tak ing great  care not to
touch the head underneath.  You should

fi nd  that, once you put  it  all back together.
the drive writes  again.  This  work s  in nine
cases out  of  ten but  tIs you have the unlucky
tenth one, then you' ll have t ofi nd some-
where to get it repaired. "
Thank s  for the help,  Lesl

Dennis  Saunders  fi nds that  somet imes
the busy  light  does not  come on af ter in-
sert ing a disk and t urn ing the lever, and
somet imes the busy light  remains  on and
fails to go out.  Can anyone advise how to
rectify these faults?

DISK BOXES
Kevin Cooke f rom Exeter.  Devon is  worried
about  "...the availabilit y  q15 1 / 4 " disk
boxes. Argos and Index seem to have stop-
ped selling them, as  have the main chain
stores. Perhaps the Page 6 Accessory Shop
would consider selling them as people wi l l
need disk  boxes as  long as they need st ill
need disks."
How about  it. Les? Would the Accessory

Shop consider 5 1 / 4" disk  boxes as a vi-
able item? (They are not that  easy t ofi nd.
our regular disk  supplier has now stopped
stocking them but  we' l l  have a look round.
Ed.)

Back in issue 61, J ohn Young asked if
anyone could demons t rate that  'Ace C'  on
Page 6 PD disk  DS#18 works,  As men-
t ioned previously.  I 've received an example
disk  f rom Daniel Carrodano showing that
the produc t  is usable,  and now I have
some correspondence f rom Dav id Sargeant
of  Grantham,  Lines  who thinks  that
"...(Ace CI is excellent. In September last
year I started a college course in program-
ming in C and I fi nd 'Ace C' very useful in
helping me wit h my  studies. I  have writ t en
several programs and they all compile and
run perfectly. The only  system crash I have
encountered was  due to my own fault .  I t
appears all the program fl ies have to be on
the same disk  since disk  swapping is not
supported. I  do not  have *Deep Blue C'
though, so I cannot comment  on Mr Young's
problem of  t ransferring programs.  but  Ac e

C• defi nitely  does work .
In case it  would help anyone. here is a

descript ion of  how I create an executable
program wit h 'Ace C.
Before you start  make a system disk  wit h
these files:

DOS. SYS
DtIP.SYS
AUTORLIN.SYS
COMPILER.COM
LINK.COM
ACECI OCCC

ENGLOADOBJ
ENGINE.OBJ

Normal DOS 2.5

Text Editor
Compiler
Linker
Library  of  pre-defi ned
Cf unc t  ions
C Engine. The coding
whic h makes  the lan-
guage interface wit h
the Atari

I Boo t  the system wit h the Option key held
down and the Autorun fi le executes the
Text Editor.  I  have t ried several editors
wit h success. but  I  prefer TextPro.

2 Ty pe  your C source program and save it
wit h the extender '.C'; a dif ferent  exten-
der or a fi lename containing numbers  is
not allowed.  Exit  the Text Editor back to
DOS.

3. Choose DOS Opt ion L and execute the
compiler.  At  the prompt.  type the source
fi lename - wit hout  the extender ('.C• is
assumed).  The source fi le is compiled
into pseudo-code and the result ing fi le is
stored wit h a ' .CCC' extender. Return to
DOS.

4. Choose Option L again to execute the
linker. At  the prompt.  t ype the compiled

fl iename - wit hout  the extender (' ,CCC
• i sassumed). The pseudo-code l i e  is pro-
cessed along wit h the C library  and the
C engine files to produce an executable
binary  fi le wit h a ' . COW extender. Re-
turn to DOS and try running your new
program f rom Opt ion L.
-

Thank  you Dav id for that  mini-t ut orial .
Has this  helped anyone?

NEW NOTES FROM THE
NETHERLANDS
Bill Wairairen f rom Breda,  the Netherlands
was pleased to see some answers  to his
quest ions  in an earlier issue. He's writ t en
again wit h some more observat ions whic h
I'll comment  on.  if  applicable.  as we go
through.  He starts:
"What 's  the status of  Turbo BASIC? How
PD is it ? In Holland and England it  Is avail-
able as PD but  it  was  published by 'Happy
Computer'  In Germany . "
Turbo Basic has certainly  been accepted

around the world as public  domain,
alt hough as it  originated as a t ype-in
magaz ine lis t ing it 's t rue s tatus may  not  be
stric t ly  public  domain.  Mos t  Atari maga-
zines copyrighted their programs  but

C2-P2
C3-P3
C4-P4
CS-Ps
C6-P6
C7-P7
C8-P8
C15-P9
C13-PI  I
P12-P32
Cl  I -P16.19
thru 30

Mailbag

allowed free dis t r ibut ion af ter a short  l ime,
t hus  retaining the copyright  but  also re-
leas ing the material int o the 'public  do-
main' .  The Americ an magazines Ant ic .
Analog and Comput el f ormally  agreed that
all of  their lis t ings  could be public  domain
and Page 6 has  never objected to c ircula-
t ion of  its lis t ings  In the public  domain,
alt hough the copyright  is s t ric t ly  ours  as
the original publisher.  This  is a complex
issue and it  probably  won't  serve the Atari
c ommuni t y  muc h by t ry ing to confuse the
issue. Jus t  accept that  almost  every user
in the world has  come to accept Turbo
Basic as 'public  domain'  but  don't  t ry  to
incorporate it  into any  sof tware that  is to
he sold commerc ially  and you s hould be
quite safe.
"With reference to Jack Barnes ' printer con-
nection query  in issue 65, f or my Star LC-
10-850 I received the following advice f rom
Star:
(note C = 850.  P = printer pin)
Ci  -P I S t r o b e .  computer says

"DATA READY'
= DO dataline
= DI  dat al ine
= D2 dataline
= D3 dataline
= D4 dataline
= 1)5 dataline
= D6 ciataline
= 1)7 dataline
= Busy, printer says "WAIT"
= Error detected by printer
= CND.  s ignal ground

and the following can be done but  are not
essent ial
C9-P36 =  Select In. print er "knows"

computer is on
P16.P 19-P30 may  all be wired to each other
P I 7  is preferably  connected to wire mesh of
cable mant le if  present
P34 et, P35 are unconnected
Thank s  for that  info, whic h should help a
few Star owners,  Bi l l  cont inues  wit h a
quest ion:
"Where can I  fi nd a program that  shows  a

complete disk  track, e.g. sectors (128 or
256 bytes) and all Inter sector bytes?
I am uns ure what  you mean by a com-

plete t rack and inter sector bytes. Page 6*s
DS* 5 'Disk  Editor'  has proved useful for
me in ex amining the content  of  disks. Any-
one care to suggest more powerful(?) ut i l i-
ties?
"Can vector fonts be generated on the Atari
Classic? i.e. fonts where the let ter is drawn
In lines directed by  coding the angles be-
tween points. Bez ier curves seems to be the
answer,  but  my  math is not up to i t _
I Inunm? Good as it  is, is  our beloved

Atari Classic  powerful enough to cope wit h
this? Prove me wrong someone, please.
Bill goes on to say that  J. Dijk s t ra's  printer
t ip in issue 64 is only  for G.E. pr int ers  and
comments  that .  "in response to R Pawson's
enquiry  in issue 64. build•it -yourseif  pro-
jec ts  and instruct ions and ready  modes  are
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st ill available in Germany.  e.g. I  got a spare
WEFAX intedace there. Interested?
Next the program "Flower Garden" in issue

61 - I typed It In pract ically  ident ical f rom
an issue of  MICRO in 1983!  But  It's nice to
have it revived.
Les comments  on this  one - the program

was sent in to us about  three years ago by
Anastasios Bonidis  and we had no reason
to suppose that  it  was  not  his  own work ,  I t
could well be that  he s ubmit t ed it  to Mic ro
many  years earlier.
"/ want  to learn Forth. Who can help?

would like to writ e a program that  could
autorun f rom a disk . "

Forth seemed to gain populari t y  in the
1980s but  appears  to have lost ground to
C. There were a number  of  art ic les in ANA-
LOG magaz ine - issues 13 to 31.
Thanks,  Bill.  for a number  of  interes t ing

comments  that  may  well s t imulate corres-
pondence for f ut ure issues.

FROM ST to XL/XE
Bill Diggins  of  Leeds was pleased to see the
art ic le "...by Peter Hall in issue 65 about
the t rans fer gri l les  across to the ST. I f  Peter
wi l l f orgiv e me, as comparat ively  newcom-
ers like me fi nd it a bit  hard to unders tand
the princ iple could I suggest that  Peter
gives af t i l l  schematic diagram detailing all
the necessary hardware and sof tware in
their relat ive posit ions wit h connections. I
am certain that  any  further informat ion
would be most  welcome to many  more peo-
ple other than me. '

BR ANNOUNCEMENTS!

Our regular correspondent  f rom South-
ampton.  Brad Rogers isee, he does have a
fi rst name!) responds to some points  in
prev ious issues:
"In reply  to Sid Berry.  I  didn' t  ever go to

the Bold Forrester meet ings as I was  una-
ware of  any At ari User Groups meet ing in
Southampton at  the time.
In reply  to Denham Phipps '  enquiry  about

the 1450XLD,  you neglected to ment ion the
1200XL which ac tually  s aw dis t ribut ion in
the USA for a limited period of  time. Fea-
tures of  the machine inc luded:
- the possibility  of  bypassing the built -in

operat ing system,
- the ability  to disable the keyboard.
- the int roduct ion of  the XL features (inter-

nat ional character set, fi ne scrolling, etc.)
The second of  thesefeatures would he

quite useful, but  bypass ing the OS? Short
of  writ ing your own f rom scratch, what  on
earth was  the point? One fi nal point  about
the XL computers, i f  you've ever wondered
why  the key layout  in the keyboard test
rout ine doesn't  look any thing like your
keyboard. it 's  because the one displayed
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belongs to the 1200XL_
Does anyone remember Atari announc ing

a CPI M module for the XL range?"
The reason I didn' t  ment ion the 1200XL

was that  it  predated the other XL models
t hat were announced together about  a year
later.  The 1200XL was almost  a pilot  for
the new range. the later models  correc t ing
some of  the problems  found wit h the
1200XL. I suppose if  I wanted to do a
complete his tory  of the range we could
have inc luded the 65XEP or the 65XEM:  or
how about  'Infi nity ',  t he Integrated com-
binat ion of  spreadsheet, word processor
and relat ional database for any  64K 8-bit
Atari? Or going f urt her back int o history,
what  about  the 815 disk  drive?
Back in the Marc h 1985 issue of  COM-

PUTE!. Bil l  Wilk ins on noted in his  "Ins ight :
Atari" c olumn that  the keyboard self-test
layout  does not  show any Cont rol+Shif t
combinat ions ,  and it  can't  see Cont rol-1 or
Break. On the 1200XL,  addit ionally  the
Cont rol+f unc t ion key combinat ions  don't
display  properly .

RESET, RAMdisks and
Other Questions
We now have a number of  quest ions f rom
Andrew McIntosh of  Bonnybridge.  St ir l ing-
shire which,  again,  c o m m e n t  on as we
go along.
"Can you help me locate an art ic le that  I
think  was  in either Page 6 or NAU about
programming the Reset key in BASIC?"

I t h ink  the art ic le you are look ing for is
No Ent ry ! " by Phil Cardwell  on page 34 of

issue 44 of  New Atari User.
"Is it  possible to have two RAMdtsks avail-
able at the same t ime on a 256K machine
and, i f  so. how?
As Daniel Carrodano has sent .me a disk

whic h creates an env ironment  for Daisy
Dot  i l l  us ing 2 RAMdisks  on a 130XE.  I
don't  believe there can be a problem in
creat ing 2 RAMdisks  on a 256K machine.
"Is It possible to ut ilise extended memory
and RAMdisk  also at the same t ime and, i f
so. how? On my  256K machine in DOS 2.5
the max imum size of  the RAMdisk  available

#only gives 1010 free sectors ins tead of
MyDOS where it  gives 1540 free sectors, Is
there any  way  I can set the RAM disk  size
to use a total of  128K of  extended memory.
rather than us ing all the I 92K?"
The best reference I've f ound for 256K

machines  and RAMdisks  is one I've men-
t ioned before in this  column:  Tim Patrick 's
'Smart RAM 2.5' in the September 1989
Issue of  ANTIC (vol. 8 / no  5),
"For some t ime!  have been considering
gett ing MIDIMas ter II: however,  is  there any
commerc ial package that  supports the MIDI
interface for the Atari 8-bit?"
This  sounds  like a ques t ion for J ohn S

Davison.  or anyone else wit h (Atari) Clas-

sic mus ic  interests.  (MidiMas t er comes
wit h its  own sof tware.  Ed. )
"In issue 45, Robert  Crewe and Andrew
Hooter described the connection of  an Atari
Classic to a VCR. I  have t ried this just  to
get the video tuned to the Atari.  I  did get a
pic ture through the v ideo on to a TV but the
pic ture was  very faint.  Can anyone tell rue
how to get a good picture either through an
aerial or monitor lead?"

Unfortunately ,  I  have no experience of
connec t ing my  Atari to a VCR. Can anyone
assist?
"I have been able to pick up copies of  PAGE
6 issues I t o  12 and f rom Issue 14 on. but  I
have been wondering what  happened to
Issue 13? Addit ionally ,  what  was  disk
DS#16 in the 8-bit  PD Library?"
Issue 13 mus t  have sold out  quick ly !  Disk

DS#16 was 'Database 3'. I  believe it  was
wi t hdrawn because it  was  buggy. but  I 'm
sure Les wi l l  c onfi rm the reason. (It was
h u g ' !  Ed.)
"I have been t ry ing to renumber the RAM-
disk  in DOS 2.5 to "1)2;". Raphael Espino
told me that the RAMdisk  Is in fact an
integral part  of  the DOS.SYS,fi le and the
fi le  RAMDI SKCOM is merely  a program
that formats and copies DUP,SYS and
MEM.SAV to the RAMdisk.  Raphael also
wrote a short  program that  would change
the RAMdis k  number in RAMDI SKCOM fi le
and make the required pokes and press
reset, then go to DOS rewrit e DOS/  DUP

fi les  to disk. The pokes he has used are
s hown in the program below.  But  when I
reload the customised version, RAMDISK-
.COM formats drive "DI : " instead of  "D2:".
Can anyone tell me why  It's doing this and
how to correct it?
The follotv ing performs Raphael's  changes
in Turbo BASIC:

0
1 REM DONE BY RAPHAEL JAMES ESPING
2
5 RAMD=2; REM NEW RAMdisk NUMBER
10 DIM DATS(1067). D A
-
V S ( 1 0 6 7 ) =  
"

20 OPEN #1,4,0,•D1 :RAMDISK COM*
30 BGET 41 ADR(DATS).1067
40 CLOSE #1
50 DATS(670. 670). CHRSI RAMD)
60 DAT8I807,8071..CIIRS1RAIVID)
70 DATS(856,856).CHRS(RA/v ID)
80 DATS(1017. 1017). CHRBI RAMD)
90 OPEN N1. 8, 0, 131: RAMDI SKCOM"
100 BPUT # I ADRiDATS). 1067
110 CLOSE 401
199
200 POKE 1920,RAIVID:POKE
2951RAMD: POKE 4191, RAMD
210 POKE 1802.3:  REM ACTIVE DRIVES,
ONE BIT PER DRI VE 2 0 0 0 0 0 0 1 1
(DRIVES 1.2)
220

I haven't  fi gured out  the problem wit h
Raphael's  program - I suspect  the POKEs
(it does the same for me. f ormat t ing DI : ),
but  I have found a solut ion.  Once again,  it



comes f rom one of  Bill Wilk inson's  "In-
sight: Atari" columns :  this  t ime f rom the
Augus t  1986 issue of  COMPUTE!  The fol-
lowing short  program is for use wit h RAM-
DISICCOM. Af ter you boot  DOS 2,5 and
RAMDISICCOM,  runn ing  this  short  BASIC
program changes the DOS memory  loca-
t ions so that  the RAMdisk  is addressed as
D2: (or any other drive in the range D2:  to
DM:I.

100 REM
110 REM - - - -  REPLACEBAS ====
111 REM BY BILL WILKINSON
112 REM COMPUTE! AUGUST 1986
120 REM
130 REM A program to replace 08: with
140 REM Dn: where n is any drive
150 REM number from 2 to 7 (or even 8)
160 REM
170 IF PEEK(1802)<128 THEN PRINT "No
RAMdisk installedr:STOP
180 REM
190 RAMDRIVENUM=2:  REM Change this as
desired
200 REM
210 POKE 1920.RAMDRIVENUM
220 POKE 2953.RAMDRIVENUM
230 POKE 5439.48+RAMDRIVENUM
240 POKE 1802.PEEK(1002)-128
250 REM (for changes to line 260, see "Map-
ping the Atari")
260 IF PEEK(1802)=1 AND
RAMDRIVENUM=2 THEN POKE 1802,3
270 DIM 1NIT$(4)
280 F O R M  TO 4:READ DATA
290 INITS(I)=CHRS(DATA):NEXT I
300 DATA 104,76,224,7
310 JUNK=USR(ADR(INITS))
320 REM
330 REM Verify it worked
340 REM
350 DIM DRIVES(6)
380 DRIVES,-"Dn:*."
370 DRIVES(2.2)-CHRS(48-FRAMDRIVENUM)
380 REM
390 OPEN #1.6,0,DRIVE$
400 TRAP 430
410 GET #1,BYTE: PRINT CHRS1ByrE);
420 GOTO 410
430 END

Remember.  don't  t hank  me - t hank  Bill
Wilk inson!

1027 SPARES
Finally ,  Dennis  Saunders  would also like
to k now where he "...can obtain new type
characters for a 1027 printer to replace the
dis integrated originals . "

A VIEW FROM FRANCE

Mailbag

I've been an Atari Classic enthus iast  since 1983.  In France. the Atari XL / XE has never
been great ly  loved by the public  but  those who have bought  one have enjoyed it so much.
that very f ew of  them sold it. I  don't  k now i f  a lot  of  French Atari users subscribe to PAGE
6 but  I personally  t hink  that  even i f  we are not too many ,  we really  apprec iate our Atari
Classic,
During 1989.  1990 years, I  worked for a magaz ine called A
,
I 1 C R 0  N E W S  w h i c h  
w a s

selling the Atari 800XL for 200 French f rancs t.C221. They really  didn' t  care about  the Atari
Classic but  I t ried to test the most  sof tware possible. Of  50 tests I 've done, less than 15
have been published.  In France when you purchased your Atari 800XL.  you could buy
some sof tware at the some shop but  when the stocks of  Atari8 0 0 X L  were fi nished, they
stopped selling the sof tware.  The argument  was  • no more computer, no more sof tware
because not enough money  could be made import ing Atari sof tware.  A shop I was  work ing
wit h called COCONUTS tried to cont inue selling Atari classic sof tware but  when you take a
lot of  advert is ing in computer magazines and you don' t  say that  you sell Atari sof tware,
it's sure that you're not gonna sell a lot !
They used the same recipe as some sof tware houses that  I won' t  name "We are st ill loyal

to the French Atari Classic community ,  we  cont inue to sell the programs".  Sure they do,
but  when more than 2000 people who have bought  an Atari 800XL at  200 francs don't
k now any  source of  Atari sof tware,  t heir computer is going to,fiffiSti in the closet stuck
between the soldering iron and the vacuum. So in 1990, we  have lost a lit t le bit  more than
2000 French users, You k now what ,  I  hate French people, they  only  t hink  of  themselves!

Every t wo months NEW ATARI USER gives you the abilit y  to explore Atari programming.
They sell Turbo Basic and they surely  have the biggest public  domain library  ever seen in
Europe. Their issue disk  is full of  tricks and good programs.  So that 's  very s imple.  in
1994. it  never has been so easy to learn Atari programming.
Now i f  only 25% of the European Atari Classic (a dream last  night  told me 50%!)

community  could program real commerc ial sof tware,  it  would react ivate the market .  But  it
doesn't  s lop there. I 'm sure you've seen a lot  of  sof tware houses for the Atari 8-bit  in
recent t imes (ANG. TIGER. ICE-SOFT ...) but  they all have the same problem - they don' t  sell
enough of  their programs to make profits. But  does there have to be profi t? Supposing we
could sell our own Atari sof tware to other users who don't  have the t ime to program. we
could then earn some money but  we would not spend this money on video, alcohol or
whatever,  we would reint roduce it in the Atari market .  I t  would be a closed circle which
could be very polveYal.
Some of you have surely  seen the beaut iful movie BOYZ 'N THE HOOD directed by John

Singleton. In one scene. Larry  Fishburne explains to his "brothers" a method of  escaping
f rom the whit e conspiracy about  black people (if  there is one and NEW ATARI USER is not
a polit ical publicat ion).  His  idea was  s imple - don't  spend any  more money on guns sold
by whi t e people, don' t  consume any  more drugs sold by black  dealers but  imported at the
beginning by  whit e people. Create black  indust ry  /culture and make it  work  independent ly

f r om other markets.  That 's  where the parallel comes in. I f  we could use the same idea in
the woric rs  Atari market  (because the problem doesn't  exist only in Europe but also in
Aust ralia,  South America ) ,  we could make it  as act ive as it  was  at  the beginning of  the
eight ies and maybe more!
To tell you the truth. I 'm now programming my  s
fi r s t  r e a l  c o m m e r c i a l  
p r o g r a m  
t h a t  
w o n ' t

be expensive and all the money I wi l l  earn wit h this one. I  wil l  reint roduce in buy ing f rom
other suppliers  or companies. In France, we  say "Charite bien ordonne commence par
s oi-meme
-
.  I n  
E n g l
i s h  
-  
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P.S. 1 don't  eat ,frogs! It's t ime to be a real communit y

TIME TO GO
That  Just about  wraps  up another Mail-

bag column.  I might  now be able to fi nd
some t ime to play 'Brundles i  Or catch up
on some of  my other correspondence.. .
In the meant ime,  don' t  forget to drop us a

few lines  wit h any  quest ions you have or
suggestions. How about  your personal Top
Tens of  favourite programs? What 's  your

Pierre Andr e Ber t haul t-Meca
Par is

favourite Adventure? Whic h word proces-
sor is the best? What  strategy game keeps
you glued to your Atari Classic  for hours?

One fi nal thought ,  "The New Adventures
of Superman" iBBC1 l i s  a great  series -
very def t ly  handled,  port ray ing Lois and
Clark  wi t h character.  But  Perry  White
being an Elv is  fan? Great  Caesar's  Ghost!

Up, Up  and Away!
ilf.w Atari User - Issue 67 9
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SWIFT
SPREADSHEET
Les Effi ngham checks out
a  rar i ty  - a  newly released
applicat ion program for the
Atar i  Classic
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years ago with the result that very few companies
bothered to develop serious application software and

those who did seldom promoted it widely. A case in point is the
Swift Spreadsheet.  developed in 1985 by Audiogenic. a com-
pany much more widely known for their games on the Spec-
trum and other machines. Now The Atari Classic Programmers
Club have bought the rights to this little known piece of
software and given us all the oppor tuni ty to put the Classic to
serious use.
Swift does not carry the reputation of Visicalc but it is a very

competent spreadsheet that should cope with most needs of
Classic owners. Most of the common uses of spreadsheets are
accommodated and,  thanks to some quite powerful extra func-
tions. some rather more complex applications can be handled.

STARTING UP
The first thing to impress is the fact that the program will

recognise what type of computer you have and will load the
appropriate version of the program. On the 800XL.  or 65XE,
the spreadsheet consists of 26 columns and 254 rows whilst
on the 130XE there are 64 columns and 254 rows. The two
versions are not directly compatible al though you can inter-
change them if you use only the first 26 columns,
Swift works in exactly the way you would expect a spread-

sheet to work with text or numbers entered into cells from the
keyboard and a number  of formulas available for specific
tasks_ The program automatical ly distinguishes between text
and numbers when entered and has a number  of formatting
options. For  numbers you can denote negative values by using
brackets, a minus sign or the letters 'DR' to indicate a debit.
Currency can be in .E or 8, commas can be added every three
digits. zeroes can be suppressed and precision can be up to 8
digits. The choice of configuration is yours.
Other ways to format the spreadsheet include the option to

alter the column widths either by individual column or global-
ly. a feature which is. surprisingly, missing on some spread-
sheets. Altering column width is achieved by using the cursor
'arrow' keys so that you can immediately see the result. A
much more powerful  feature allows the screen to be split into
Iwo independent sections. either vertically or horizontally.
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which can be synchronised or not. Such an option is vital for
any large application.

M O V I N G  AROUND
Enter ing information into a cell is achieved either with the

Return key or wi th the arrow keys which will immediately
move you to an adjacent cell. As well as moving a single cell in
any direction, key combinations allow you to move up or down
by 20 cells at a time or to home the cursor to the top cell of the
visible screen or the top of the spreadsheet. Strangely there
does not seem to be an option to move several columns at
once.

Many operations can be performed on ranges of cells. As well
as formatting a selected range you can copy a range of cells
elsewhere on the worksheet, erase a range or sort a range
alphabetically. This last option can prove a superb accompani-
ment to a word processor. for example the Tipster index in this
issue was first entered and sorted on a spreadsheet before
being typeset. A selected range can be saved and loaded into
another  worksheet or can be printed out

CALCULATING
AND FUNCTIONS

The real power of a spreadsheet is determined by its abilities
to calculate and 'to perform specified functions. Swift recalcu-
lates automatical ly as data is entered but this can be disabled
and done manual ly when the worksheet gets to be quite large.
Automatic recalculation can slow things down quite consider-
ably on a large worksheet. You can choose the method of
calculation, either by row then column or vice versa as a
different result could be obtained depending on how you have
used your formulae.
The functions available in a spreadsheet ultimately determin

its strengths and weaknesses and I am pleased to say that
Swift has a very impressive array of functions available. The
most common formula adds the contents of a specified range
of cells but Swift can also give you the lowest or highest values
in a range. can average a range. count the number  of cells with
values, return the square root and calculate the variance or
standard deviation of a range.
Non-arithmetical  functions include IF A N D  and OR enabl ing

actions to be taken depending on results of calculations,
together with the ability to j ump to other  cells with a GOTO
command and print out a range dur ing recalculation. Other
functions include the ability to prompt the user to input
numbers or text into a given cell.
One of the most unusual  functions,  and one that is not found

on some more complex spreadsheets. is the LOOKUP function
which enables the worksheet to be used as a sort of automatic
database. You can, for example. enter  a selection of products
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autumn,  Sharward Services feel
that  the t ime may now be right  to

extend the All Mic ro Show to a twice year-
ly event wit h a Spring show due to take
place on Saturday 16th Apri l  at the Bing-
ley Hall  in Stafford. Given the appalling
weather on the day of last November's
event, a touch of Spring sunshine wi l l  be
more than welcomed by exhibitors  and visi-
tors alike.
Readers of New Atari User will,  of  course,

be primari ly  interested in what  they can
fi nd for their Atari but  there wil l  plenty  of
interest on the other stands. Those sup-
port ing the Atari Classic wi l l  inc lude

P A G E  6  who,  along with t heir usual
stock of commercial software and back
issues of New Atari User wi l l  have a selec-
t ion of 'one-off commercial items as well as
the X L =  PD LIBRARY, available to
order on the day.

M I C R O  D I S C O U N T  wit h t heir range

wit h t heir prices in one part  of  the worksheet  and then use the
LOOKUP func t ion to copy the price alongs ide produc t  inf orma-
tion entered into another  section of the worksheet. This is a
little difficult to visualise but.  very simply, it would enable the
user to enter any product from a stock list and have the price
shown immediately alongside. Qui te impressive.

PROGRAMMABLE
Unusual ly Swift is fully programmable so that more advanced

users can create short  programs  of  act ion that  wil l  be acted
upon whenever recalculat ion is performed.  Any  of the available
func t ions  can be inc luded and the manual  gives some gui-
dance alt hough it  is  far f rom adequate.  A general book on
spreadsheets should give you many  ideas although.  of  course
not all of  the func t ions  of spreadsheets like Lotus  1-2-3 wil l  he
available wit h Swif t .

EASE OF USE
Swif t  is the ideal spreadsheet  for those who want  s omet hing

that can be used with (he minimum of knowledge. Almost
every thing you might  need is Inc luded and the manual  gives a
s tep-through example.  al t hough this  might  have you almos t  in
tears! One very frustrating feature is that a calculation that
ends in a number  too big to fit in the width of a column gives
an error message rather t han a series of  asterisks like most
spreadsheets, and you wi l l  encounter this  wi t h the example
given. I spent a good many minutes trying to figure out what I

of disk software imported f rom the Cont i-
nent, Turbo load cassettes and the new
range of software f rom Zeppelin retailing
at an amazingly  low price.

DEAN GARRAGHTY SOFTWARE
wil l  bring along their range of commercial
products which,  as well as being for sale,
wi l l  be demonstrated to interested part ies.

GRALIN INTERNATIONAL intend
to hold a clearance sale of  several stock
lines as well as of fering special prices on
regular items so some bargains may well
be found.

Also in attendance wil l  be T. WA. U. G who
wi l l  welcome you for chat and advice.
ST owners wi l l  also have a great deal

more to see this t ime as the organisers
have persuaded some real heavyweights to
come along. These include ATARI  ST
US E R magazine and ATARI  ST REVI EW
along wit h several other companies retail-
ing ST equipment  and software.
Of  course it 's not only direct ly  related

Atari products that  are of interest..
S.A.M.S. is  the place to get all those sun-
dries such as disks, l is t ing paper, printer
ribbons and all sorts of hobbyist hardware.
Almost  everything you can think  of in the
anc illary  line wil l  be available somewhere.
Don't  forget that  there is also a huge Bring
and Buy  corner so that you can pay for the
t rip by bringing along some surplus equip-
ment.
The number of stands represent ing the

Atari far outnumber those for any other
micro so S A MS .  is certainly the place to
be for every Atari owner this spring. Last
November you could pick up a work ing and
tested disk drive for E25 or an 800)(1, for
spares for a fiver. Who knows what, bar-
gains there wil l  be this Spring_
See you there!

CLASSIC PD ZONE
and ST ROUNDUP
We apologise to readers for the lack of these two
popular columns this issue due to circumstances
beyond the editor's control. Hopefully full ser-
vice will be resumed next issue.

had done wrong before realis ing the problem.  I f  you ever get an
error t ry  s imply  ex tending the widt h of  the column,
The manual  with the review copy really lets the package down

as it  is writ t en for the Commodore version of  the program.
Alt hough ACPC prov ide a reference card giv ing the Atari ver-
sions of the Commodore keys, following the example in the
manual ,  translating every command as you go through.  is
extremely frustrating. To be of use the example should be
completely reworked showing the Atari equivalent. Indeed the
whole manual  should be rewritten rather than relying on the
addendum sheet provided. I understand that ACPC do have
this in hand and can now provide a version with a new
manual .

COST AND AVAILABILITY
The Swif t  Spreadsheet  is available exclusively t hrough The

Atari Classic  Programmer's  Club,  c urrent ly  in a number  of
versions. The vers ion wit h the Commodore manual  and origin-
al packaging.  as reviewed. is  E9.95 on disk  wit h a reduced
price of E7.99 for ACPC members .  The new version wit h a
rewrit t en Atari manual  is  E12.95 reduc ing to t  10.95 for mem-
bers. Also being developed is a cassette version whic h wil l
retail at E7.95 or a Turbo load cassette at E9.95.  Furt her
details  on these versions. and poss ibly  on special cus tomised
versions. are available f rom ACPC.
Swif t  is certainly  a competent  produc t  and can be highly

recommended to any  user who wants  to use their Classic  for
home or bus iness fi nance or s imi lar applicat ions.  You can get
your copy f rom ACPC at  Pen-Tyddyn.  Capel Coch.  Llangelni,
Anglesey, Gwynedd LL77 MR.
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UM APPLICATION

THE CATALOGUE
Robert de Letter wrote
this cataloguing system
f o r  his software collec-
tion but the program can
be used for many other
record keeping purposes

This excellent d isk based cataloguing system can easi-
ly be adapted to su it  any purpose where  the in formation
to be stored requires on ly one line. I t  is based on a series
o f  alphabetical files, one for each le tter o f the alphabet.
which are loaded as required. Once in memory the
retrieval o f  data is extremely fast. The program can
easily be adapted to su it you r own purposes by simp ly
changing a j e w  headings with in  the Basic program.
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program to store your sof tware collect ion- Wit h each
let ter IA.2) you can save up 320 entries,  mak ing a

total of  8.320 t it les. Alt hough the fi les are stored as let ters of
the alphabet ,  you are not  rest ric ted to us ing them in that  way.
you could,  for example.  use let ters like Q and X to store
miscellaneous items.

PREPARING YOUR DISK
To set up  the system you wi l l  need, fi rst ly,  to format  a disk,

writ e the DOS fl ies to that  disk  and then delete DUP.SYS. Next.
copy Turbo Basic as AUTORUN.SYS to the SCS disk. Now boot
Turbo Basic and type in lis t ing I  (use TYPO 3!). Once you have
typed in the program correct ly.  save the program to your SCS
disk as AUTORUN,BAS.
After c learing the computer's  memory  (NEW). type in Lis t ing 2

(no need to save it ) and RUN it  wit h your SCS disk in drive
Twenty -s ix  fi les (SOFTWARE .A to SOFTWARE.Z) wil l  be writ t en
to the SCS disk and you are ready to start  us ing the program.
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USING THE CATALOGUE
There is no need to explain SCS really,  as the program is

quite s imple to use, jus t  follow the prompts .  Press ing ESC
brings  you back to the menu at any  t ime and somet imes  an
empt y  RETURN performs  the same act ion-
Thirt y -eight  characters  are available for each ent ry  (e.g.

'SOFTWARE CAT.SYSTEM P-I ) Ut i l i t y  120B') but  you are not
restric ted to the format  s hown by the heading which you can
change if  you wish.  You may  also want  to make other changes
to the program.
The print er out put  is set up  in line 1530 whic h is set for my

G.E. pr int er (condensed print ):  some changes may  be neces-
sary for your print er so check your print er manual.  In line
1350 instead of  my name,  type in your name in lower case
inverse characters.  Owners  of  an older 400 or 800 mus t  leave
out  *POKE 729, TWPOKE 730,963' in line 1810.  as s uming of
course they have a copy of  Turbo Basic that  wil l  run on the
400/8001.
SCS uses two machine language rout ines ,  and because I s t ill

don't  k now how that  language works  I borrowed the rout ines
f rom other authors .  The LINES rout ine is by Len Golding f rom
At ari User. J une '86 and the Sort rout ine comes f rom C.F.
Fogarty  and was published in ANALOG 8 bit  extra.
The program is designed as a disk  based system but  tape

users could alter the program alt hough they wil l need one tape
for every letter!!

TH E C A T A L O G  -  —  L 5 I T I N G  2Z T  1  R E M
WI  2  R E M

RN 1 0  D I M  F S E 1 2 )
VP 2 0  1
-
S = " 0 :
S O F T
W A R E
.

AM  3 0  F O R  X = 6 5  T O  9 0

C 5  4 0  U 5 C 1 2 , 1 2 ) .7 - C H R 5 1 1 0

ZW 5 8  O P E N U 1 , 8 , 0 , F 5 : C L 0 5 E  M I
N i  6 0  N E X T  X
GM 7 6  C L R  : E N D

Listing 2 - Run this to create 26 alphabetical disk
fi les for your data. There is no need to keep this
program after it has been run



EX 1  R E M
I X  2  R E M  U
FU  3  R E M  U
OZ 4  R E M  U
NC 5  R E M  U

60
,
11
11

T H E C A T A L O G U E
>> T U R B O  B A S I C  < <
b y  R o b e r t  d e  L e t t e r

GS 6  R E M  U  N E W  A T A R I  U S E R  -  ' A P R I L  9 4  U
FD 7  R E M
MN 8  R E M
L B 1 0  R E M • F T H AP E  C A T A L O G U I N G  S Y S T  M

b R . D E  L E T T E R  -  C )  P A G E  6
U L  2 9  E X E C  I N I T : I F  P E E K C 1 5 3 6 ) = 7 0  T H E M  E X E

C L I N E S
DC 3 8  E X E C  T I T L E : G O N  M E N U
YZ  4 0  - -
HV S e  R E M  m a m m a l
AT  6 8  C I S  ; P O K E  7 8 9 . T W
-
7 . 2 : P O K E  
7 1 8 , 7 . 8 : P O K

E 7 1 2 , X 3 * X 2 : ?  " 4 4 4 4  W H I C H  L E T T E R  • ; : G C
I  K : ?  C H R S T I O

)111 7 0  I F  k = T 5  T H E M  G O N  M E N U
JG 8 0  F S C T I C T I O = C H R S ( K ) : o p E N

T R AP 1 0 8 : X = X 1 : Y = T E
BF  9 0  I N P U T  N X I : L S : R S ( X , Y ) = L S : X = X + T E : y = v *

T E :G O T O  9 0
1 0 0  I F  R $ = " "  T H E N  ?  " 4 4 E M P T Y  F I L E  e " : P
AU 5 E 7 0 : G O N  M E N U

JE  1 1 8  ?  " 4 5 E A R C H  F O R  : " : P O K E  7 5 2 , X 0 : 7  : I
N PU T I S : P O K E  7 5 2 . 7 . 1 : ?

PP 1 2 8  I F  I S • •  T H E N  G O N  M E N U
SC 1 3 0  N = 7 . 0
RD 1 4 0  C I S
AJ 1 5 0  I = U I N S T R C R S , I S , N ) : I F  I = x 0  T H E N  2 1 0
YY 1 6 0  X = I  D I V  T E : ?  R S C X * T E . K I , X * T E + T ( )
FU  1 7 0  I F  P E E K C 0 4 1 = 2 1 : ?  " 4

M E W I M E L E G E M I r l G E T  K : I F  K = T S  T H E N  G
OU M E N U

FO 1 8 0  N = X N T E f T E : G O T O  1 4 0
J A 1 1 0  E N D I F
FU  2 0 0  N = X * T E 4 T E : G O T O  1 5 8
H S 2 1 8  7  " 4
- - - -  
l a b o o t
h e r  
s e a
r c h  
?  
-  
g E N
I
-
f H E

Nu
PT  2 2 0  G E T  k : I F  K 0 6 5  A N D  K O T S  T H E N  2 2 0
UP 2 3 0  I F  K = T S  T H E N  G O U  M E N U
HE 2 4 0  C L S  : 7  : ?  : G O T O  1 1 0
J 8  2 5 0  - -
T V 2 6 0  R E M
XC 2 1 0  C I S  : P O K E  7 1 0 , 1 3 8 : P O K E  7 0 9 , 7 . 0 : P 0 K r

7 1 2 , 9 8 : 7  " 4 4 4 4 . M a I K M E M E E M r )
UU 2 8 0  G E T  K : 7  c H K S E K T : I F  K r . T S  T H E N  G O U  M

EN U
Yid 2 9 0  F S C T M , T 1 4 1 = C H R S I K T :X = 7 . 1 :Y = T E :O P E N  N

7 . 1 , F , X 0 , F S : T R A P  3 1 8
OP 3 8 8  I N P U T  N X 1 ; L S : R S C X , Y ) = L S : X = X 4 T E : Y = V

+ T E :C T = C T + 7 1 :G O 1 O  3 0 0
OH 3 1 0  I F  L E N < R S 2 = 1 2 1 2 0  T H E N  C L S  ; ?  4 4 4 8

M d U A M M A H I M M I N M E r : 6 6 5 u s  1 5 8 8 : P A U S E  8
8 :G O U  M E N U

YD 3 2 8  T R A P  N M E N U :C L S  : P O K E  7 5 2 , 7 . 4 0 : P O S I T I
ON 7 . 1 , F : ?  T L S .
1 ,  "k 6 "

AU 3 3 0  P O S I T I O N  7 8 , X 2 * X 3 : I N P U T  L S
LU  3 4 0  I F  I S m
,
"
,  A N D  
5  
T H E
N  
4 6
8

OX 3 5 0  I F  L S  T H E N  G O U  M E N U
KM 3 6 0  I F  L E N ( L S ) < T E  T H E N  L S C L ( N ( L S ) f ) : 1 ) =

"  " : G O T O  3 6 0
FO 3 7 0  P O K E  7 5 2 , k 1
NE 3 8 0  ?  " 4 4  O K '  )  •
YG 3 9 0  G E T  K ; I F  k < > 8 9  A N D  K 0 7 8  T H E N  3 9 0
RD 4 0 0  I F  k = 7 0  T H E N  P O K E  7 5 2 , 7 : 0 : ?  " t O " : G O

To 3 . 1 0
HT 4 1 0  R S ( X , Y ) L S : C I = C T 4 X 1 : S = 7 : 1 : I F  C T > 7 1

T H EN  E X E C  S O R T
CI 420 ? -4mmaamai4umum-
OW 4 3 8  G E T  K : I F  k 0 8 9  A N D  K 0 7 0  T H E N  4 3 8
OE 4 4 0  I F  K = 8 9  T H E N  X = W I T E : Y = Y . T E : I F  L E N C

R S ) =1 2 1 .2 8  T H E N  ?  "
4
.
1 1 1 1 1 1 0 1 2 1 1 L
I M E M . M r : G O

SU B 1 .5 8 0 :1 5 0 T O  4 6 0
OG 4 5 0  I F  K. :1 5 9  T H E N  3 2 0
CL 4 6 8  ?  " 4 M a i n a a M M E E . M r : T R A P  4 0 0 : X = k 1 )

Y = T E :C L O S E  1 1 7 .1 :0 P E N  8 3 7 . 1 , F * F , X 0 , F S
NIL 4 7 8  7  U T A 4 R S C X , Y 1 : X = X + T E : Y = Y e T E : G 0 T O  4

7 0
L J  4 0 8  G O U  M E N U

AD D

P r e s s  a n

Turbo Basic
J0  4 9 0  - -
Z F  5 8 0  R E M
I D  5 1 0  C L 5  : P O K E  7 1 8 , 7 . 2 : p 0 k E  7 0 9 , T M
-
X 2 : P O

KE 7 1 2 , F + F
0K 5 2 8  ?  i ?  : ?  l i n a i l m m u n u m . ; : G E T  K : F S

C T W , T I O = C H I T S C K ) : I F  T H E N  G O U  M E N U
RD 5 3 0  C L 5  : O P E N  U X I , F , x 0 , U S : T R A P  5 9 0 : P O S

I T I O N 7 1 . 7 . 0 7  T L S : ?  U L S
OG 5 4 0  I N P U T  U Z I : L S : 7  L S
KD 5 5 0  I F  P E E K ( 8 4 ) 2 1  T H E N  ?  : ?  "N M E M M E AM

1:1137111E01137=MI L4EECPCI MEMI " : GOTO
7 0

PC 5 6 8  G O T O  5 4 0
PS 5 7 0  G E T  K : I F  k z T 5  T H E N  G O U  M E N U
OS 5 8 8  C L S  : P O S I T I O N  7 . 1 , 7 . 0 :G O T O  5 4 0
I P  5 9 0  : ?  •  P R  5  A M Y  K Y

" : G E T  K : G O N  M E N U

O r d ?  Y / N

o r d  1  Y / N

R EAD

JH  6 0 0  - -
Bp  6 1 0  R E M  M I A M A R A O
DU 6 2 0  C L 5  : I F  C  T H E N  P O K E  7 0 9 , 1 6 4 + K I : P 0 K E

7 1 0 „ 5 4 : P O K E  7 1 2 , 5 8 : 6 0 1 0  6 4 8
0 0  6 3 0  P O K E  7 0 1 , T W : P O K E  7 1 0 , 3 6 : P O K E  7 1 2 . 9

VC 6 4 0  X = K 1 : Y = T E : X X = 7 . 1 : Y Y = T E
AC  6 5 8  ?  " 4 4 4  W H I C H  L E T T E R  • . ;
UU 6 6 0  G E T  K :
7  
C H R S ( k )
: I F  
K = I
S  
T H
E N  
G
U
N  
M

EN U
N J 6 7 0  F S C T W . T W ) = C H R S C K ) : O P E N  t 1 7 . 1 , F , X 0 , F S

:T R A P  6 9 8
E V  6 0 0  I N P U T  N X I : L S : T S ( X , Y ) = L S : X = W I T E : Y = Y

f T E :C T = G T + 1 . 1 :G O T O  6 8 0
UC 6 1 8  I F  T S z " "  T H E N  7  " 4 E M P T Y  P I L E  ! " : G o

SU B 1 5 8 0 : P A U S E  6 8 1 6 0 1 *
I D  7 0 8  X = 7 . 1 : Y T E : L z L E N ( I S )
YU  7 1 8  ?  "4 4 4 E1 1 4 0 1 4 5 E o r  W I C K  ? "
I P  1 2 0  G E T  K : I r  k O b b  A N D  K ( > 8 8  T H E N  7 2 0
AB 7 3 0  I F  k = 8 8  T H E N  C I S  : G O T °  9 6 0
R J 7 4 0  C L 5
JW 7 5 0  L S = T S T X , Y ) : P O S E T I O N  7 . 1 , F f X 1
7  L S : G0 SU B 1 5 7 0 : I F  C  T H E N  8 5 8
UU 7 6 8  P O S I T I O N  7 . 1 , T M : ?

•

C H AN GE

C h a n . e  t h i s  r e c

GU 7 7 8  G E T  K : I F  K O T S  A N D  K ( > 7 8  A N D  K o l i s
THEN 7 7 0

F J  7 8 0  I F  K = 0 /  T H E N  5 = 7 . 1 :G O T O  9 3 0
T I  7 1 0  I F  K = 7 8  T H E N  0 2 0
PA 8 0 0  I F  S  T H E N  R S ( L E N C R S ) + 7 . 1 ) = I S C X , L E N c

T M : C O T O  8 3 0
KZ  8 1 0  G O U  M E N U
T V 8 2 0  R S < X x , Y V ) = L S : X N = X X
4
T E : Y Y = Y Y . T E : I F

V O L  T H E N  X = X + T E : V = V
4
T E : G O T O  7 5 0

E r  8 3 0  I F  C T > X 1  T H E N  E X E C  S O R T
PM 8 4 0  6 0 1 0  4 6 8
JL  8 5 8  P O S I T I O N  7 . 1 „ 1 1 4 :7  • D e l e t e  t h i s  r e C

C S 8 6 0  G E T  k : I F  K O T S  A N D  K < > 7 8  A N D  K 0 8 9
T H EN  8 6 0

T A 8 7 8  I F  k m 7 8  ' I N EPT  R S C X X , Y Y ) = L S : X X = X W I T E
: Y Y = Y Y 4 T E : G O T O  9 1 0

DE 8 8 0  I F  K = 8 9  T H E N  5 = 7 . 1 : 6 O T O  / 1 8
NY 8 9 8  I F  S  T H E N R S T L E N ( R S ) * X 1 ) = I 5 C X , L E N T

T S i ) : G O T 0  4 6 8
KY  9 0 0  G O U  M E N U
KX  9 1 8  I f  V O L  T H E N  X = X 4 T E : Y = Y f T E : G O T O  7 5

PK 9 2 0  G O T O  4 6 8
o o  9 . 1 8  P O S I T I O N  K I , T 6 4 ) ?  "

" : P O K E  7 5 2 , 7 . 8 : P o S I T I 0 N  7 1 , F :
? T L S : P 0 s I T I 0 N  7 . 0 , F 4 7 . 1 : I N P U T  E S

RX 9 4 8  I F  L E N ( L S ) ( T E  T H E N  L S ( L E N ( L S ) + 7 . 1 ) =
" : G O T O  1 4 8

KW 9 5 0  P O K E  7 5 2 , X 1 : P O 5 I T I O N  X I , F ; F O R  ) 4 7 . 1
TO T E : ?  " : : N E X T  N : P O S I T I O N  X 6 , F 4 7 . 1 :

? "  " : G O T O  8 2 0
RO 1 6 8  O S = T S
JV  9 7 8  ?  4 4  S e a r c h  f o r  " : P O K E  7 5 2 , 7 8

:7  ; I N P U T  I S : P O K E  7 5 2 , 7 1 : ?
CO 1 8 0  I F  I S = " "  A N D  5 = 7 . 1  T H E N  a fi e
ON ' l i e  I F  T H E N  G O U ME NU
JC  1 8 0 0  N = X 0
I G  1 0 1 0  C L S
AY 1 0 2 0  I = U I N S I R ( T S , I S , N ) : I r i z r . 8  T H E N  ?
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THE CATALOGUE
"4 • C E E N U E E E E M E U M ":G O S U O  1 5 8 8 : P A U S E  T E .
T W :C L S  : G O T O  9 7 0

ON 1 0 3 8  M I  D I U  T E : C L 5  : P O S I T I O N  K I , F
1 1
7 . 1 :

? T S ( X * T E E X L , I M I T E E T E ) : 0 = X
1
I T E
4
X 1

LO 1 8 4 8  I F  C  T H E N  1 2 0 8
UD 1 0 5 0  P O S I T I O N  X l , T W : ?

• :6 0 5 U 0  1 5 7 0
SX 1 0 6 0  G E T  K : I F  K 0 7 8  A N D  K 0 8 9  T H E N  1 0 6

8
x o  1 0 7 8  I F  K = 7 0  T H E N  C I S  : G O T O  1 7 0
I N  1 0 8 0  S = X 1
N A 1 0 9 0  I f  C  T H E N  1 2 2 0
D J l i m o  P O S I T I O N  X I , T W : ?

" : P O K E  7 5 2 , 7 . 0 : ?
L Z  1 1 1 0  P O S I T I O N  Z I . F ; ?  T L S : P O S I T I O N  7 .0 .1 F

* X I : I N P U T  L S : P O K E  7 5 2 , 7 . 1 : 7
VL  1 1 2 0  I F  L E N C I S ) ( T E  T H E N  L S E L E N ( L S ) * 7 1 )

= "  " : 6 0 T O  1 1 2 0
CM 1 1 3 0  T S ( 0 , 0 ? 3 7 ) = L S : R S = T S : I F  C T ) X I  T H E N

EXEC  S O R T
LH  1 1 4 0  T S = R $
E l  1 1 5 0  C L S  : ?  " 4 4 0 0 n t i n u e  o r  g O B t m e m u ”
AD 1 1 6 8  G E T  K : I F  K 0 6 7  A N D  K O T 5  T H E N  1 1 6

0
WC 1 1 7 8  I F  K = 6 7  T H E N  C L S  ; C O T O  9 7 0
MN 1 1 0 0  I F  5  T H E N  4 6 8
OP 1 1 9 0  G O U  M E N U
MX 1288 POSITION 7.1,T14,-.. ”mummilaavamin

•:1 6 0 5 U 0  1 5 7 0
PU 1 2 1 8  G O T O  1 0 6 8
HD 1 2 2 0  I F  C T = X 1  T H E N  C L O S E  U Z I : O P E N  U X I ,

F E F , X 0 , F S : G O U  M E N U
DZ 1 2 3 8  I F  0 = 7 . 1  T H E N  T S = R S ( O E T E , L E N ( R S ) ) :

GOTO 1 2 6 0
U J 1 2 4 0  I F  0 = L E N ( R S ) - 3 7  T H E N  T S = R S E X 1 , 0 - X

1 1 :G O T O  1 2 6 0
MP 1 2 5 8  T S = R S ( X i
3
O -
X i ) : T S E L E N
E T S ) 4 X 1 ) =
R S 1

0 4 T E , L E N U R S »
14T 1 2 6 8  I t S = T S : G O T O  1 1 5 8
WD 1 2 7 8  - -
XX 1 2 0 0  P R O C  S O R T
EU  1 2 9 0  A = U 5 R ( A D R ( S 0 R T S ) , 0 0 R ( R S ) , C 1 , T E , 2 0

, X I )
V I  1 3 8 0  E N D P R O C
UN 1 3 1 8  - -
Z J  1 3 2 0  U  M E N U
TC 1 3 3 8  G R A P H I C S  X O : E X E C  B R E A K : D L = D P E E K ( 5

6 0 ) : P O K E  D L E X 3 , 7 1 : P O K E  D I E 7 . I E 7 . 3 , 7 . 3
.
E 7 . 3 :
PO KE D L + 7 , 7 . 3 1
1 .
F . 3 : P O K E  
D L E 8 .
7

HU 1 3 4 8  P O K E  7 1 0 , 9 6 : P 0 6 1 E  7 1 2 , 1 1 4 4 7 . 2 :P O K E  7
8 9 , T W :P O K E  7 0 8 , 7 . 2 : P O K E  7 5 2 , X 1

1 .
1
F 
1
3
5
0  
P
O
S
I
T
I
O
N  
F
.
K
O
:
?  
"
-
-  
5
.
C
.
5
.  
-
-
”
;
P
O

S I T I O N  7 . 2 , X 1 : ?
R E 1 3 6 8  C L O S E  I I Z I : C L O S E  1 2 .7 .2 :C =7 .1 1 :S=7 :1 1 :C T =

X O : R 5 " : T S = •
4
" : L S =
. 4 4
" : I S • . : T R A P  
U M
E N
U

TM 1 3 7 0  P O S I T I O N  X 8 , 4 : P O K E  1 1 2 , 1 W :?  : ?
111 A D D " : ?  : ?  -
1 4 1 0 1  
R E A D " :
?  :
?  
-
M g  
D
E

L E T E
-
: ?  
: ?  
* .
n
a
p  
C
H
A
N
G
E
-

KA 1 3 8 0  ?  : ?  -
1 E 1 2 1  
S E A R C H
" : ?  
: ?  
-
U M  
P
R
I

N T " : ?  : ?  " U M  E X I T "
GO 1 3 9 0  G E T  K : K = K
-
4 8 : I F  
K < K 1  
O R  
1 0 7  
T H E
N

1 3 9 0
J 2  1 4 0 0  G R A P H I C S  X O : E X E C  B R E A K : P O K E  8 2 , X 1

:P O KE  7 5 2 „ X l
UM 1 4 1 0  P O K E  1 5 4 0 , P E E K t 8 8 ) : P O K E  1 5 4 1 , P E E K

( 0 9 ) : P O K E  5 6 0 , 7 . 0 : P O K E  5 6 1 , X 3 m X 2
F P 1 4 2 0  O N  k  G O T O  2 7 0 , 5 1 0 , 1 4 3 8 , 6 2 8 , 6 0 , 1 4 6

8 , 1 5 5 8
MN 1 4 1 0  C = X 1 : 6 O T O  6 2 0
U V 1 4 4 8  - -
WM 1 4 5 0  R E M  M I LUM M UM
u u  1 4 6 0  c L 5  : P O K E  7 1 2 , T M : ?  " 4 4

c o r d  ?  4
e / N

c o r d  7  ,
e / N

r o b e r t  d e  l e t t e r

P I N T E R  t h e n  • r e s s  a  I c e

C h a n 4 e  t h i S  r e

P R E P AR E  P
4
:
6
0
5
1
3
0  
I
s
a
e

:G E T  K
CA 1 4 7 0  " 4 . n p a r E a r g a l l E 4 : r ; : G E T  K : I F  K = T

5 T H E N  G O U  M E N U
I R  1 4 0 8  F S ( T W , T 1 4 1 =C H R S ( 1 ( 2 1 ?  C H R S ( K )
ZC 1 4 9 0  X = Z I : V = T E : O P E N  1 $ X I , F , 7 . 0 , F S : T R A P  1

5 1 0
E x  1 5 0 8  I N P U T  U X I ; L S : R S ( X , 1 1 ) = L S : X = W E T E : V =

V E T ( :G O T O  1 5 0 8
CP 1 5 1 0  I F  R $ =
•
• "  
T H E N  
?  
• • 4

NO E N T R I E S  1
4

Turbo Basic
" : G O S U B  1 5 8 8 : P A U S E  4 0 : 6 0 1 *  M E N U

C l  1 5 2 8  T R A P  U M E N U :O P E N  U X 2 , F . F , X 0 , " P : ” : X
= X l : V = T E

I A 1 5 3 0  ?  U X 2 ; C H R S ( T 5 ) ; C 1 1 R 5 ( 2 0 ) ; "  1 " ;5 1 S C X
. . Y / ; : X = 1 1
-
E 1 E : 1 ( = V
-
E T E : I F  
,
i ) L E
N E R
S )  
T
H
E
N  
?

1 * 7 .2 :6 0 1 *  M E N U
R E 1 5 4 0  G O T ( )  1 5 3 0
ST  1 5 5 8  C L R  : P O K E  8 2 , X 2 : 6 1 4 0 P H I C S  X 0 : E N D
NG 1 5 6 8  - -
PT  1 5 7 0  F O R  D = 1 . 5  T O  0  S T E P  - 0 . 1 : S O U N D  7 . 0

, 5 2 , 1 8 , D : N E N T  D : R E T U R N
OX 1 5 0 0  F O R  D = X 1  T O  X 2 : S O U N D  X 1 , 2 8 , X 2 , 1 5 :

P AU S E  X 3 : 5 0 U N D  7 1 , x 0 . x 8 , X 8 : P A U S E  X 3 : N E
x i  D : R E T 0 R N

WP 1 5 9 0  - -
D J 1 6 0 0  P R O C  L I N E S
1114 1 6 1 0  F O R  A = 7 . 0  T O  5 4 : R E A D  D : P O K E  1 5 3 6 4 A

, D : N E X T  A
1314
. 
1
6
2
0  
D
A
T
A  
1
6
,
1
6
,
0
0
,
6
6
,
2
5
5
,
2
5
5
,
8
,
2
,
8
,
2
,

WC 1 6 3 8  D A T A  0 , 2 , 0 , 2 , 0 , 2 , 0 , 2 , 8 . 2 , 0 , 2 , 8 , 2 ,

Z A 1 6 4 8  E N D P R O C
WF 1 6 5 8  - -
GD 1 6 6 8  P R O C  T I T L E
FM 1 6 7 0  G R A P H I C S  X O : E X E C  B R E A K : P O K E  7 5 2 , 7 .

1
DO 1 6 0 0  ?  " 4 4  4 4 4 4 4  N a m m m ia m m a m m e * * * * * * * * * * * *

11114-1ePsHi4k41141.• : ?  4  4  * i t
I V  •

F E  1 6 9 8  ?  "3 3
-
0
.
*  
S O F T W
A R E  
C A T A
L O G U
I N G  
5 . 1
4
5 T

EN * " : ?  " 4 4 * *

KY  1 7 8 0  ?  " 4 4
.
1 *

” 4 4 4 *

* •
UR 1 7 1 0  ?  " 4 4 4 *  B y  R O B E R T  D E  L E T T E R

" 4 4 4 *
* •

HE 1 7 2 0  ?  "
4 4 4
4 m

•
4
-
0
-
1
.
4
*

KL  1 7 3 0  ?  F O R  P A G E  6
* " : ?  " 4 4 4 *

* •

N k 1 7 4 8  ?  " a 4 - 4 *
?  4  4 4-11

U m  1 . 7 5 0  ?  " * + • *
-
1 4 - 1 4
-
0 1
-
0 1
-
P H O I
-
W I I
-
1 1
-
0 1 4 1
-
0 1 4 1
-
W O H • H t - N
-
1 1
-
1 1
-
1 1
-
O H *
-
0 H 1

*-14444...

Z Z  1 7 6 8  P A U S E  1 4 5
Z L  1 7 1 8  E N D P R O C
WO 1 7 8 8  - -
PF  1 7 9 0  P R O C  I N I T
ON 1800  r=4 :Tw1 2 :T5 =2 7 :TE=3 8 :c a m r s u r to ,

I S ( T E ) , I S E T E I , R S ( 1 2 9 2 8 ) , T S ( 1 2 9 2 1 1 ) , S O R T
S ( 3 2 8 1

RC 1018  pIpi  TLS(TE3,m_ScTE]:FSz"D:sorTmaR
E .  " : P O K E  7 2 S , T M : P O K E  7 3 0 , X 3

C L 1 8 2 0  T I A =
•
1 0 1 1 1 1 . 1 1
1 1 t 1 ( 4 1 1 1
M M O M M E M I
N I M M I M M

' : U L S ( 7 . 1 )
-
" :
1 A L S ( T E )
-
" : 0 L

scr.23=u1.$
OF 1 8 3 0  S O R T S ( X 1 , 7 5 ) = 9 3 1 M i l Z G E O I C H E F : M hwommu•hnmnuhnolmitzinhnohnmhimhhnohnoo,

minnagaganartloma-
VS 1 8 4 8  S O R T S ( 7 6 . 1 5 8 ) = " c u m w o m m u m u a l c

wameurummi

N O.

Wx.cEW
4
1 4  
x . b E
t 4 4
6  
X
0  
M
X
.
P  
N  
X

*ammo..
SA 1 8 5 8  S O R T S ( 1 5 1 . , 2 2 5 ) = ”C r I EwunamoolanuaNmalcrtativiastrunacomA

otamswEnanacccumm.
FD 1 8 6 8  s oRTS  (226 3 0 0 )  -
" s E i t l r l  
K E I Z T E M I E L L
I K ]

I M G E  P  X . 6  T X c  U X  U N  4 1 X0  X X P  N1
4 l o w 7 0 4 1unnhomwmusu roma-

DB 1078  s oRTs (3 8 . 1 . 3 2 8 )= -1 1 Z I MMO UBI L I E
GELITCETAGLie•

ZO 1 0 0 0  E N D P R O C
WV 1 0 9 8  - -
5 6  1 9 0 0  P R O C  B R E A K
ZC  1 9 1 0  P O K E  I 6 , 6 4 : P O K E  5 3 7 7 4 , 6 4
Z A 1 9 2 8  E N D P R O C
WF 1 9 3 0  - -

b 0 7 . 0  c  P  X
XO d  X X P  p

•
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F e a t u r e

8-BITS, ST'S AND
STEAMROLLERS

here is always some controversy regarding the relative
merits of the 8-bi t and ST. and user groups can spend
much time debating this topic. I would like to take this

oppor tuni ty to expound on the computer  I use and why it is far
superior to the ST. You got It. I  manufacture these insightful.
intelligent and thought-provoking articles on an 8-bit.
My I  30X1.
-
2. i s  
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bother to spend the time chronicl ing it. I could be delving into
something important,  like why I always vote for the best
candidate, only to watch hi m/ her  become an excelling incom-
petent when elected. I have no chauvinistic feelings here.
Women have proven themselves to be as ignorant,  biased and
opportunistic as men when the trough beckons.

0  h,  well. Back to the subject at hand.  The main reason
the 8-bi t is superior Is price. After all, being cheap is
the number  one reason given for buying an Atari. The

8-bi t today can be picked up for anywhere from 20 to 75
dollars used. Don't go looking for a new one: Atari  quit manu-
facturing them when it appeared they might become wildly
successful. Compare this price to a 1040 STe and you will be
forced to admit defeat before I go any further.
8-bit software is easier to use. This is because any time there

is an increase in memory, some idiot programmer will fill it up.
This is the main reason you want to avoid at all costs an IBM
486. With that much memory, your  word processor will do an
untold number  of things you will never have occasion to use.
But you'll have to learn it simply because it's there. This is the
same line of reasoning given by other idiots for why they climb
mountains.  At least you won't get a frostbitten nose trying to
conquer a piece of software. And if you lose your  grip on your
computer  chair, it isn't 1500 feet straight down to the floor.
The mouse is another  good reason to avoid an ST. It used to

be when you had a Model T Ford that any repairs could be
accomplished in your own backyard. Try doing this on your
computerized BMW that cost 660,000 and has turbocharging.
fuel injection and a compact disc player. Adding mice to
computers just gives one more thing to go wrong. And it will.
But not on my XE.

T
h
e  
8
-
b
i
t  
h
a
s  
a  
s
m
a
l
l
e
r  
f
o
o
t
p
r
i
n
t  
(
s
q
u
a
r
e  
i
n
c
h
e
s  
o
f  
d
e
s
k

space it occupies) than an ST. This allows you to put
Important things like a six-pack of beer on those bare

areas of desk for the times you are so angry you wish you had
never heard of the word "computer
-
.  T h i s  h a p p e n s  
t o  
m e  
m o r e

often than I am willing to admit.  One of these days I will be
able to afford my dream car. a 57 T-Bird with a supercharged

by Gordon F. Hooper

427 in it. Then,  my life's objective realized. I will leave two
strips of rubber fifty-one and a hal f feet long by eighteen
Inches wide before r unni ng over whatever computer  I happen
to be using at that point in time.
The single-sided drives of the 8-bit also have an intrinsic

advantage over the double-sided ST drives. Because you get
aerobic exercise flipping disks, you don't run the risk of be-
coming a complete computer  nerd.
To connect a printer to the 8-bit requires an interface rather

than a simple Centronics connection cable required to wire it
to an ST. This fact causes the 8-bil  owner to exercise his
intelligence trying to coordinate DIP switches on the interface.
The ST owner, meanwhile.  mindlessly connects the Centronics
cable between the computer  and printer and then has to spend
two and a hal f days trying to think of something intelligent
enough to dump out to the printer.  In that length of time, the
8-bit owner normally has had enough time to reason out how
to set the DIP switches. I f he hasn't figured it out by then, it is
considered a wise idea to get the steamroller keys out of his
sight_

T h e  8-bit's 5 I  / 4 Inch disks are vastly superior to the
ST's 3 1 / 2  inch versions because the smaller an item
is. the easier it is to lose. I l l  have a deadline coming up

in 10 minutes.  I want to be looking for the biggest disk
possible. It's too had the 8 inch disk is no longer available
because I will lose anything not stapled to my body. Compare
it to losing your pin and my crowbar In a shag rug. I'll find my
crowbar and be committing B and E's long before you even
realize the only way to find your pin is to walk barefoot
through the rug unti l  an excessive amount of pain causes you
to indulge in words your mother  never taught you.
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the irrefutable evidence of the superiority of the 8-bi t
compared to the ST. However, to be fair about it. I feel I

have an inherent duty to present the other side of the story.
After due consideration, the only advantage I can see to the

ST is that it is heavier. This is a distinct advantage when
killing rats in your basement.  but I'll leave it to the ST owncrs
to fill us in on any other supposed benefits. •
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R e v i e w F e a t u r e

READ ALL ABOUT IT!
Z O N G  wa s  created in 1989 by Ke-Soft. I t 's a printed
magazine for German Atari 8-bit  users and is accompanied by
a disk  containing various  software. I described the May  1992
edit ion in a prev ious art ic le but  could not  really  recommend it
to English readers  since, like me. they  would probably  not
unders tand the content !  However,  f ol lowing discussions wit h
Mic ro-Discount ,  Ke-Soft 's  proprietor Kemal Ezcan decided to
produce a l imit ed print  run of  an English language Zong.  This
was fi rst of fered at the All Mic ro Show in Staf ford last  Novem-
ber. and is s t il l available f rom Mic ro Discount  - whi le stocks
last.
The magaz ine comprises  twenty -four A4 pages. and a double

sided disk  at tached to the ins ide f ront  cover. The fi rst five

pages are mainly  devoted to reviews of Ke-Soft games such as
Bomb,  The Brundles and Donald.  A couple of  golden oldies -
Final Legacy and Star Raiders  II - are also described (both can
be purchased f rom Ke.Sofi ).  The next  sect ion suggests handy
cheats for eighteen different games, including Artefakt Przod-
kow. To use some of the cheats you need a 'freezer' program
(hat lets you change the memory  contents of a runn ing game.
while others require a sector editor to modif y  specified bytes.
For adventurers ,  maps  of  Alternate Reality  - The City,  Zork  II
and Blade of Blackpoole are provided and elsewhere some new
public  domain disks are reviewed. A 'workshop'  sect ion discus-
ses different sorting algorithms with several examples and
there is a lengthy tutorial  on games programming in Tur bo
Basic. There are more programming problems  solved in the
remainder of  the work s hop section, whic h features a s imple
v ideo-t it le program and an i l lus t rat ion of  BIG text. The c los ing
pages detail the contents of  the at tached disk.

Paul Rixon tries to fi nd
what else there is to read
about the Classic and
comes up with two other
magazines for you

16 I s s u e  67 - New Atari User

G A

e a t ( )  g
N e w s  & R e
v
i
e

Cheats  & Ha ps
W
o
r
k
s
h
o
p
s

,
o
f
t
w
a
i
r
e  
D
i
s
k

l id to

On side A the disk presents seven programs. Berg Shooting is
a simple 'hi t-the-target' game and Castles of Confusion is a
neat arcade adventure,  the object  being to collect t reasures
and fi nd y our way to an exit. I nvent ion No. 13 is a mus ical
masterpiece by none other t han Mr Bach (an Atari addic t  too?).
In Zauber Wald II you become a daring Wizard who needs to
retrieve a hidden t reasure and avoid a mons ter at the same
time. Mouse is a sliding-tile based puzzle in which you have to
form a path for the advancing mouse, to help him reach the
cheese. Sabotage is another  shoot-em up.  this time set in the
headquarters of Dr Barnuse. whilst Suicider should be a min-
ing expedition - but all I encountered was a Basic run-time
error! On side B you will find a commercial product from
Ke-Soft, though I won't name it since the title isn't exactly
tactfully worded! Suffice to say you may utter something simi-
lar dur ing play.
If you'll excuse the odd dud game (or twol.  Long is well wort h

an investment .  The writ t en content  centres largely  on Ke-Soft
products.  but includes such highlights as the game writing
tutorial. The availability of future English Zongs will ultimately
depend on your response to this first edition. Why not try one?



A.N.G. ROM CARTRIDGES
Thes e ROM cart ridges  will be available at  these prices for the

following t wo months .  See our catalogue for more tit les!
As s embler Editor
Ace of Aces
Crystal Cas t les
Caverns  of  Mars
Desert  Falc on
GATO
Hardball
Loderunner

E4.00
£7.00
£ 7 0 0
£4.00
£5.00
E7.00
£5 00
£6.00

Miss ile Co mma n d
Moon Pat rol
Pole Pos it ion
Rescue on Frac talus
Robot ron 2048
Super Breakout
US Football
Video Easel

Now available at ANG Software for £4.50 per cassette!
Bang! Bank!, Dark  Abyss!, Deimos,  Drop It, Eureka,

Goldhunter,  G uard ,  I ma g in e  Mic ro x ,  Mons t rum,  S O S  Sat urn

Issue 1-6 £2.50 each or 0 2 . 5 0  for the set. excl. p&p
Issue 7  (2 disks!) is  out  now!  excl. ;p&p E3.00

• a l s o avai l abl e  fr om  Mi c r o Di scount,  o u r  U K  di str i butor !

E4.00
C4_00
C3_00
£5.00
£4.00
E3.00
E5.00
£3.00

DONKEY KONG GAMEKIT (INCL. 2 joysticks) E 9 . 0 0

A.N.G. DISKETTE SOFTWARE
All titles available at ANG for E5.00 per disk!

Adax. Ax ilox , Bang!  B
a n
k ! *
.  B a t t l e  
S h i p s ,  
C h a o
s  
M u s
i c  
C o m
p o s e
r ,  
D a
r k

Abyss*, Darkness  Hour,  Deimos* ,  Fred+Mis ja.  Guard,  Hans  KloSS,
Humanoid* .  Hy draulik .  I mag ine ,  I ns ide,  K u l l ,  M a g ia  Kry s talu,  Mic rox ,
Miecze Valc igira, Midnight* ,  Mines ,  Mons t rum,  Neron,  Operat ion Blood,
Saper. S aper Cons t ruc tor,  Soundt rac k er Player* ,  S O S  Saturn,  Spec ia l
Forces . Th e  Greates t  Hit s  (FM S o f t wa re ) ,  Think er* ,  Thinx ,  Whoops  2

• a l so avai l abl e  fr om  Mi c r o Di scount,  o u r  U K  di str i butor !

A.N.G. CASSETTE SOFTWARE

MEGAMAGAZINE*

ORDER FORM
Please make a copy of this page and send this form to:

A NEW GENERATION SOFTWARE
RIDDERKERKSESTRAAT 60

3114 RK SCHIEDAM, NETHERLANDS
telltax +31 -  (0)10 4 27 17 32

(From UK dial 010 31 10 4271732)

I want to order the following Items.

11ANG Catalogue with FREE game!
Into about the best of POKEY f r e e

e

Megamagazine 1 -  6
Megamazine 7

171

Subtotal 1
Orders over E30.00 less 10% discount -  E
Subtotal 2 (if applicable)
Post & Package +  E  2 .  00
Total amount

PAYMENT
Please send cash, Eurocheques or IMO's.

Eurocheques only accepted in Dutch Guilders (r1.00 f 3 . 00 )
Cash in US Dollars ( f  1.00 ,  $1.50)

READ ALL ABOUT IT continued
T H E  A T A R I  8 - B I T  N E W S - P A P E R  has
taken the place of  a prev ious ly  published disk -mag.  Re me m-
ber the News-Disk? Dean Garraghty 's  regular disk-based
magazine has now migrated to paper format ,  and has accord-
ingly  been renamed THE ATARI 8-BIT NEWS-PAPER (a de-
script ive t it le,  albeit  not  too snappy!).  I ts cons t ruc t ion takes
the form of  an AS booklet ,  wi t h a card cover and around

twenty pages of fairly small print. The standard spiel on the
contents page inf orms  us that  readers ' submiss ions  are en-
couraged (In fact.  essent ial) and rewarded by free PD disks
f rom the DGS library .
Issue one k icks off  with a gaming column,  covering reviews of

Tiger Developments '  releases Kult  and Mierze Valcigira. There
follows an in-dept h rev iew of the Panasonic  KX-P1123 printer.
whic h appears to be a good choice for anyone seeking a budget
priced (but  high qualit y ) dot mat rix .  There is an art ic le describ-
ing the procedure for adding a urrite protect  switch to your
1050 disk drive (at your own risk ! ) and a keen Atarian just ifi es
his loyalty to the 130XE. In the final two pages, the history of
computers is discussed from the Pascaline mechanical calcu-
lator of 1642 to the launc h of  the 6502 chip.  as implement ed
in your favourite mic ro (but  not hing worth ment ioning has
happened since then!).
The second issue begins wit h a very detailed report .  by  sever-

al authors ,  of  the seventh All Mic ro Show. The gaming column
continues with a look at the Brundles. Ke-Soft's brilliant Lem-

mings  clone (but  watch out  for more vers ions coming soon?).
Gaming fanat ics are also t reated to a round-up of Tetris clones
in both the commerc ial world and public  domain.  I f  you have
purchased QUICK - t he powerful new programming language
f rom Germany  - you' ll be delighted to fi nd the fi rst  ins t alment
of  a Quick  t ut orial series. In the hardware section. the answer
to 1050 disk drive noise problems  is revealed - all you need is
foam and W1340I ANG's stereo upgrade module, available from
Gralin and Mic ro discount ,  is  rev iewed in favourable terms and
fi nally  there is a rev iew of  PD software, all available f rom DGS.
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sustain support  for your machine,  you should certainly  con•
s ider subsc ribing to the Atari 8-bit  News•Paper.  The biggest
advantage is that ,  unl ik e a disk-based magazine,  you can
sample this  one over breakfast !

USEFUL INFO
Z O N G  is  published by Ke-Soft of  Germany but  the
English edit ion is dis t ributed by  Micro-Discount,  265 Chester
Road, Street ly ,  Sut ton Coldfi eld.  West  Midlands ,  1-174 3EA.
The price is £4 Inclusive.

T H E  A T A R I  8 - B I T  N E W S - P A P E R
Is published by 1)GS who are located at i i2 Morrison Ave-
nue, Balby .  Doncaster,  DN4 I _  A f o u r
-
i s s u e  s u b s c r i p t i o n
costs £6.
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XL/XE Trouble Shooting
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Steve Hooper has a few
ideas for problem tapes
that anyone can try. I f
you have problems with
tapes, t ry  these ideas be-

fore binning them or
sending them back to
where they came from
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(and who hasn't?) will,  no doubt ,  have experienced
problems  at some t ime or another wit h this  temper-

amental piece of  hardware.  Alt hough arguably  95% reliable,
your recorder can. somet imes,  s toop to the same efficiency
level as an XCI O joyst ick af ter a light  gri l l ing wit h Warhawk .
The cassette recorder forces you to t hink  ahead.  You have to

adapt  some of your life to it. You have to take into account  its
capabilit ies  as a peripheral.  You have to make decisions. You
have to t hink  'I want  to play  Gaunt let  short ly  (in an hour / not
at all).  so if  I s tart  the load procedure now (8 hours  ago/never),
the probabil i t y  of  it ac tually  loading wil l be 5% (75% /0%), af ter
I have had three pint s  of tea and watched the wors t  hit s  of
Eldorado. '
Even t hought  the Compac t  Cassette can be. at  its  best.

ex t remely  reliable (surely  beat ing the fl oppy disk hands  down
as a reliable recording medium),  we st ill end up wit h LOAD
ERRORS occasionally.  The error isn't  exact ly reported in the
most graphic  detail possible when boot ing games f rom col-
ds tart  - a LOAD ERROR is flagged to the unsuspec t ing user,
and the tape stops (if  you're lucky).  I 'm not  on my  soap box,
but  why  can't  an error number  be displayed? Somet imes  the
problem is about  as obv ious as why  Atari decided to stop
manuf ac t ur ing any thing and every thing associated wit h the
combined words  'Atari' and 'eight-bit ' .  Unfortunately .  the re-
corder is not very  helpful at giv ing excuses, whereas  Atari
Corp.  I UK) are really  rather good at giv ing excuses ... er.  I
mean, reasons.
What  do you do, then,  s hould you be unf ort unat e enough to

encounter a LOAD ERROR?
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BLAME THE CASSETTE
If your new piece of  software doesn't  load fi rst  t ime but  old

Favourites do. the Finger of  Suspic ion mus t  surely  point  to the
ac tual cassette itself  or, specifi cally,  the phys ical tape held
wi t h in  it. The recorder can't  be expected to read data f rom a
tacky cassette!
The tape ins ide the cassette can become too t ight ly  wound on

the spool wit h the result  that ,  when you at tempt  to load the
program,  the tape moves too s lowly  across the read head, or
fl uctuates in speed (this  is technically  k nown as Wow and
Flut ter).  I f  the tape is t ight ly  wound,  the recorder's  relat ively
f ragile motor s t ruggles to play  the tape at the near constant
speed that  the Operat ing System requires  for correct  data
t ransfer to the computer,  res ult ing in a LOAD ERROR. The
O.S. is  quite clever in this  respect. because it  works  out  the
speed of  data t ransfer (the Baud) at t he start  of  each record
us ing mark er characters  on the tape. The input  rate is
assumed to be a nominal  600 baud (600 bits  of  data per
second). but  is adjus ted by the O.S. t o account  for drive motor
variat ions  (that  is, dif ferent  speeds) and st retched tape.
Theoret ically ,  baud rates in the range 318 to 1407 baud could
be handled but ,  on a prac t ical level, t his  is probably  not the
case. The t rouble is, i f  a s ignifi cant  speed change occurs in the
middle of  a record,  it  is unl ik ely  that  the Operat ing System
could compensate and you would be on the receiv ing end of  a
load error!  In part icular,  poor qualit y  cassettes can also cause
load errors  if  the tape snags against  the ins ide of  the cassette
shell or on the guide wheels.  For this  reason avoid cheap and
nasty  '20p market  s tall'  cassettes for your own recordings  if
possible and writ e to your MP if  you fi nd that  commerc ial
of ferings are not  up to scratch (see what  k ind of  response you
get!).

WHAT CAN YOU DO?
have explained the main problem wit h cassettes, but  what

can you do about  it?
l i t h e  cassette is t ight ly  wound then t ry  repeatedly  forward

winding the tape on the spools. Check  the results  by winding
one of  the spools in the correct  direc t ion us ing a penc il - i f  it
seems diffi cult  to t urn t ry  this  idea a few more t imes. Af ter-
wards.  not  only  wil l  you be very fed-up,  but  you might  also
have a cassette whic h wi l l  now load fi rst  t ime,  and on subse-
quent  occasions. Note that  t his  method is more useful for long



tapes. as they  tend to get more t ight ly  wound
Do this  wit h all blank  cassettes and new

software you buy  as well,  because when a
tape leaves the factory, the spools might  be
packed too loosely or too t ight ly .  Repack ing,
us ing the met hod described,  evens the tapes
out and makes  for bet ter tape al ignment  and
loading or recordings.

GIVE IT  A CLOUT!
So, what  else can you do? Hit  the cassette against  a table a

couple of  t imes! Alt hough this  sounds  ridiculous ,  by doing this
you wi l l  feel muc h bet ter (unless you have a hangover).  You
wil l  probably  also fi nd that  the tape 'sits' properly  ins ide the
cassette shell,  reduc ing the likelihood of  the tape snagging.
Don' t  be too enthus iast ic ,  otherwise you may  fi nd that  the
cassette wi l l  have dissociated itself  into many  dif ferent ly
shaped pieces which cannot  be reassembled.
A permanent  solut ion to these problems  is to make a bac k up

copy of all sof tware that  you use regularly  (as I* sure many
readers do). Many  older games II say games because there is
lit t le serious sof tware available to cassette users - no Super-
script .  News Stat ion,  Page Marshal,  News Room. Print  Shop
etc.) are imposs ible to replace new.

Blank  cassettes are usually  well made and.  i f  a good copy is
produced.  your program wil l  load perfect ly  many  t imes  over.
whic h has got to be good news for your sanity!  Two or three 15
minut e plus  loaders can be fi t ted on one side of  a D90.  Of
course, i f  commerc ial tapes were a bit  more reliable,  you
probably  wouldn' t  need to copy them to make t hem load in the
fi rst place.
I recall hay ing to move tape f rom an original cassette shell to

one belonging to a blank  cassette, jus t  to get a game to load
(there's that  word againli.  The game was Loco (by Mligata) and
had been stored by a f riend in his  loft for many  years, af ter his
800XL gave up the ghost and kept  div ing into Self-Test. The
cassette had got a bit  damp and buck led but ,  fortunately .  it
was held together by screws as opposed to being of the moul-
ded type. The t ransplant  was effective. I f  you buy  (or inherit?)
any  software like this,  why  not give this  idea a t ry? As a last
resort though. dus t  remember to rewind the tape to the begin-
ning and only  handle the plast ic  tape leader. Lif t  the two
spools off the opened, fl at  shell and carefully  place t hem into
the new shell.  Mak e sure the leader is directed around the
guide wheels  and t hrough the plast ic  runners ,  otherwise the
tape could get damaged and tangled.  Then s imply  screw on the

other half  of the new cassette shell,  fairly  loosely but  so that
the spools don't  fall out  of  place (why does it  sound so s im-
ple?). You wi l l  have to repack the spools whic h is the reason
for not  t ightening the shell t ight ly .  otherwise the tape might  get
jammed.  When you are sat isfi ed every thing is work ing as it
should and is v is ibly  okay, t ighten the screws.

COULD I T  BE YOU?
Other points  to cons ider inc lude check ing that  you are follow-

ing the loading Ins t ruc t ions  properly  (then who doesn't?). Does
the OPTION key really  need to be held down as well? Some
games would have you believe they need BASIC to run,  when
they don't .  Correc t  me If  I am wrong,  but  I t h ink  some of  the
Mas tert ronic  range suf fer f rom incorrect  print ed loading in-
s t ruc t ions.  Certainly .  Crys tal Raider and L A  _ Swat  are two
examples whic h require both START and OPTION to load.
Always wind the tape of f  the leader to the start  of  the con-

t inuous  tone - the computer doesn't  t hen get confused wit h
random garbage noises that  come before.
Get to k now the Noisy  I / O feature.  This  is prov ided so that

the success of reading the tape can be determined - t his  is
really  only  available wit h CLOAD.  We've all heard those weird
noises t hrough the TV loudspeaker before (and we've t urned
the volume down before the neighbours  s tart  complaining.  eh!
- echoes of  the 65XE Us ing Manual  c oming in there, sorry),

LET'S BLAME THE RECORDER
So what  of  the recorder itself'? Keeping the erase and read

heads clean of  magnet ic  part ic les  is a necessary ent ry  on the
'mus t  do after 20 hours  use' list.  Large amount s  of  magnet ic
part ic les left on the heads can scrape away the tape on other
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cassettes wit h the result  that .  in ex t reme c ircumstances,  bits
of  data can be lost.  You'd be forgiven for wondering what  this
is all about .  as this  subject isn't  even ment ioned,  for example.
In the XC12 owner's  manual.  Head c leaning is not  a lux ury  -
it's certainly  not  expensive. Ear c leaning sticks are available
From your local chemist ,  as is isopropanol alcohol - a c leaning
solut ion.  Cassette retailers  probably  sell the all- in-one k its
f rom Allsop and ON (at a price these handle the c leaning
process automat ically ).  You will,  of  course, need to c lean all
parts  of the mec hanis m in contact  wi t h the tape - t his  inc ludes
the pinch roller and capstan as well,  Press PLAY on the
recorder.  type POKE 54018.52 and press RETURN to gel the

roller and capstan s pinning so that  they  can be cleaned cashPress RESET when you have finished.

USE ANOTHER RECORDER?
If you are absolutely  fed up wit h y our recorder,  there's  no

reason why  you could not  use an ex ternal tape recorder or
deck to make better, more reliable,  recordings  at least.  You'
s t ill have to use your Atari recorder for loading purposes as the
interface is required for this  process. I f  you have a tape
recorder (or tape deck) wit h s tandard phono line-in sockets.
details  of  how to make the appropriate connec t ing lead and
other valuable info can be found in J ohn S Davison's  Sound
Recording art ic le on pages 34 and 35 of  Issue 34 of Page
6/NALI.
On the subject  of  cables. i f  you are cont inually  get t ing load

errors,  check that  the serial cable is pushed home correct ly
and that  all metal lugs  in the serial cable connector are c lean
of corros ion and locked int o pos it ion correct ly.  I f  one or more
lugs are corroded,  it  is useful to remove t hem for c leaning
purposes. The lugs ate made of  springy me t
•
a l  a n d  c a n  b e
removed wit h the plast ic  ' t riangle'  cover off. By  press ing on the
notch on the top of  a lug wit h the end of  a small screwdriver,
the lug can be unlocked and removed.  I t  wi l l  relock when
pushed back into pos it ion f rom the other direc t ion.

NOT THE TRACKING!
I should ment ion t rack ing (Azimuth).  The t rack ing screw

allows minor  adjus tments  to the pos it ion of  the read head so
that  inf ormat ion is  read at an opt imum f rom the tape. the
opt imum pos it ion for the read head being perpendicular to the
tape path.  Trac k ing affects the c larit y  of signals being read of f
the tape, however,  s mall variat ions  in correct  t rack ing do-not
mat ter when reading jus t  two dif ferent  s ignal f requencies
(5327 Hz for a 1-bit  and 3995 I lz  for a 0-bit  wi t h the Atari
system). however l i t he  t rack ing is way  off line then load errors
may  occur. Ideal t rack ing becomes import ant  when us ing
Rambit  Turboload tapes, where there is lit t le room for error
dur ing the fast data t ransfer.  Beware,  t hough.  because any
recordings made wit h the t rack ing in its original pos it ion may
Fail to load after the t rack ing has been re-aligned,  part ic ularly
l i l t  was far of f  line in the fi rst  place. Hav ing said that .  I haven't
experienced any  problems  wit h this.
If you t h ink  the t rack ing in your recorder may  need altering,

and aren't  sure how you should go about  It. here's  how!  Alter it
at your own risk!
First ly.  you wil l  require a small Philips  type screwdriver.  Type

POKE 54018.52 to t urn on the cassette motor and open the
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BACK ISSUES
The following back issues of

NEW ATARI USER are still available
I s s u e  3 3  I s s u e  4 5  I s s u e  5 6
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I s s u e  41  I s s u e  5 2  I s s u e  6 3
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BACK ISSUES are 0. 00 each in the UK (inc. post 8t packing),
£2.50 for Europe or surface mail elsewhere and 1.350
for Air Nail outside Europe. Prices include postage

ISSUE DISKS are for any 48k or 64k 8-bit Atari
Each disk is £2.95. Postage FREE in U.K.

Overseas add LI per order any number of disks)
Check latest leaflets for any special offers

Send your order to
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND

ACCESS and VISA accepted. Telephone 0785 213928
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Figure I
View of  tape mechanism w ith  play  depressed

I / O audio channel.  Lis ten to a cassette wit h data on it  or.
alternat ively ,  an old mus ic  cassette whic h you wouldn' t  dare
lis ten to in public  any  more.  EJ ECT the tape and press PLAY
once more.  Frac t ionally  t urn the adjus t  screw in one direc t ion
(the adjus t  screw is direc t ly  below the notch in the case, t o the
left of  the read head). Lis ten to the tape again.  l i t he  sound has
become more dull.  t urn the screw in the opposite direc t ion and
lis ten again.  As vou mak e these fi ne adjus tments ,  a point
should be reached where the sound is at  its  brightest  and
cleanest to the human ear. The t rack ing is now set properly .

That 's  it - some ideas whic h may  go some way  to ensuring
y our cassette recorder behaves itself. I f  you have a spot of
bother.  t ry  t hem (the spot wi l l  c lear up immediately ).



TYPO 3
Here is  our unique TYPO 3 program which we recommend that all
readers use when typing in programs. This  ut ility  will ensure that
each line you type in is  correct as you type it in. No more worries
about which lines  you may have typed in wrongly  when a program
won't  run. This  vers ion is  fully  reset proof so that it will remain in
memory  at all times.

WHY USE TYPO?
The program lis t ings  in NEW ATARI USER are prepared carefully  to
ensure that they can be typed in as easily  as possible. Before typing
any lis t ings  ensure that you are familiar with the use of the Shift and
CONTROL and INVERSE keys as out lined In your computer manual.
The lis t ings  are prepared to match exactly  what you seen on screen.
By us ing TYPO 3 you can ensure that you type in the programs
EXACTLY as they are printed. Remember, a s ingle typing mistake
may mean that a program will not run.

WHAT ARE THOSE CODES?
Each line of a program printed in NEW ATARI USER begins  with a
special two letter code, THESE SHOULD NOT BE TYPED IN. They  are
compared with a s imilar code produced by the TYPO program for you
to check whether you have typed the line in correctly . IF YOU HAVE
NOT ALREADY TYPED IN THE TYPO 3 LISTING. PLEASE DO SO
NOW. The program can be used as you type in each line of a program
or to check an already typed program_ The code for each line should
match but if  you have problems  check the CONTROL characters
shown in your manual, as the most common mistake is us ing a
CONTROL character incorrectly . TYPO 3 cannot check whether a line
has been missed, so if the TYPO codes match and you s t ill have
problems in running a lis t ing count the lines  in the program and
ensure that none are miss ing. If the TYPO codes match, there are no
miss ing lines  and the program s t ill does not run. LIST it to cassette or
disk us ing LIST "C:" or LIST "D:fi lename*, switch off the computer,
re-boot and then ENTER the program us ing ENTER "C:" or ENTER
"D:fi lename". Save this  vers ion in the normal way.

HOW TO USE TYPO 3
1. Type in the lis t ing carefully  for, although you can use TYPO to

check itself  (see 6 below). il may not work  if you have made
mistakes.

2. SAVE or CSAVE a copy of the program.

3. Each t ime you want to type in a program lis t ing run TYPO 3 fi rst,
The program will ins tall a machine code rout ine in memory  and
then delete itself. Now type in a line as shown in the magazine.
exc luding the fi rst two letter code, and press return.

4. A two letter code will appear at the top left ol your screen. If this
code matches the one in the magazine, carry  on and type the
next line. Note, the code will not match if you use abbrev iations
if you prefer to use abbrev iations, LIST the line you have just
typed, move the cursor to that line and press RETURN. The code
should now match.

5. If the code does not match, use the edit ing keys to correct the
line and press RETURN again. Repeat if necessary until the
codes match.

6. To check a line that you have already typed, LIST the line, place
the cursor on that line and press RETURN.

7. When you have fi nished a lis t ing, jus t SAVE or CSAVE it in the
n o rm a l w a y.

You  ca n  t yp e  in  a  p ro g ra m  w it h o u t  u s in g  T YPO  3  a n d  t h e n  ch e ck  i t
by SAVEing or CSAVEing a copy of the program, running TYPO 3 and
then LOADing or CLOADing your program and proceeding as in s tep
6 above,

Always SAVE or CSAVE a program before running it and always use
TYPO 3 before telling us  that a program will not run.

HOW TO TYPE IN THE LISTINGS
AND GET THEM RIGHT FIRST TIME!

OUR UNIQUE LINE BY LINE CHECKER
WORKS ON ALL ATARI XL/XE

and earlier 8-bit machines
ON I P  P E N  TY P O  I I I  b y  A I Q C  H e n s o n  J u n e  V P

6 5

D E 2 8  R E M  A  p r o o f r e a d e r  f o r  A N T I C  a n d  P A G
E

5 G 1 0 0  G R A P H I C S
MG 1 1 0  F O R  1 7 1 5 3 6  T O  1 7 9 1 : R E A D  C i :C I T z C K + A :

PO KE I , A : N E X T
CC 1 2 8  I F  C K 0 3 0 7 6 5  T H E N  " E r r o r  i n  D A T A

s t a t e m e n t s  -  C h e c k  T y p i n g " : E N D
YM  1 3 0  A = 0 5 0 1 1 5 3 6 /

U T 1 4 8  : ?  " T Y P O  I I I  i s  U p  a n d  r u n n i n g " .
N EW

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

RR 1 0 4 0  D A T A  1 8 9 , 0 , 7 2 8 , 1 5 7 , 7 9 , 6 , 2 3 7 , 7 7 4
TO 1 8 5 0  D A T A  1 5 , 2 0 8 , 2 4 5 , 1 6 9 , 9 3 . 1 4 1 , 8 3 , 6
KC 1 0 6 0  DATA 1 6 9 , 6 , 1 4 1 , 5 4 , , 6 - 1 7 3 , 4 , 2 7 a
EU 1 0 7 0  D A T A  1 0 5 , 0 , 1 4 1 , 9 5 , 6 , 1 7 3 , 5 , 2 2 0
OK 1 0 8 0  D A T A  1 8 5 , 0 , / 4 1 , / 6 , 6 , 1 6 1 . 0 , 1 6 2
KK 1 0 5 0  D A T A  1 , 1 4 / , 2 0 3 , 2 0 2 , 1 6 , 2 5 1 , 9 6 , 0
ZR  1 1 0 8  D A T A  0 , 0 , 0 , 6 , 0 , 0 , 0 , 0
LD 1 1 1 0  D A T A  8 , 0 , 8 , 8 , 0 , 0 , 3 2 , 3 1 4
JM  1 1 2 8  D A T A  6 , 8 , 7 2 , 2 0 1 , 1 5 5 , 2 4 0 , 5 5 , 2 1 0
T V 1 1 3 0  D A T A  2 0 3 , 1 3 3 , 2 0 9 , 1 3 0 , 7 2 . 1 6 9 . 8 . 1 1 3
TM  1 1 4 0  D A T A  2 0 8 , 1 6 2 , 8 , 1 8 , 3 8 , 2 0 8 , 6 , 2 8 9
M f  1 1 5 0  D A T A  1 4 4 , 7 , 2 4 , 1 8 1 , 2 8 3 , 1 4 4 „ 2 , 2 3 0

R L 1 1 6 8  D A T A  2 0 8 , 2 8 2 , 2 0 8 , 2 3 V , 1 3 3 , 2 0 7 , 2 4 , 1
6 5

TM  1 1 7 0  D A T A  2 0 4 , 1 0 1 , 2 0 7 , 1 3 3 , 2 0 4 , 1 6 5 , 2 0 5 ,
1 0 1

AM  1 1 8 0  D A T A  2 8 8 , 1 3 3 , 2 0 5 . 1 6 5 , 2 0 6 , 1 0 5 , 8 . 1 3
3

OH 1 1 9 0  D A T A  2 0 6 , 1 8 4 , 1 7 0 , 1 8 4 , 4 0 , 9 6 , 1 3 8 , 7 2
MR 1 7 0 0  D A T A  1 5 2 , 7 2 , 1 6 7 , 0 , 1 3 4 , 7 0 7 , 1 3 4 , 7 0 8
GF 1 2 1 0  D A T A  1 6 0 , 2 4 , 6 , 2 0 4 , 3 8 , 2 0 5 , 3 8 , 2 0 6
EA 1 2 2 0  D A T A  3 8 , 2 8 7 , 3 8 , 2 0 8 , 5 6 , 1 6 5 , 2 0 7 , 2 3 3

TM 1 2 3 0  D A TA  1 6 4 , 1 7 0 , 1 6 6 , 7 0 0 , 7 3 3 , 2 . 1 4 0 , 0
SK 1 7 4 8  D A T A  1 3 4 . 2 0 7 , 1 3 3 , 7 0 8 . 1 3 6 , 2 0 8 , 2 2 7 ,

1 6 2

C8  1 2 5 0  D A T A  8 , 1 6 5 , 2 0 7 , 1 3 3 , 2 0 4 , 1 6 5 , 7 8 8 , 6
ON 1 2 6 8  D A T A  7 8 4 , 4 2 , 2 0 1 , 2 6 , 1 4 4 . 4 , 2 3 3 , 2 6

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

BC  1 2 0 0  D A T A  1 2 8 , 1 4 5 , 8 8 , 7 0 0 , 1 / 2 , 4 0 , 2 0 8 , 2 4

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

a
NO 1 3 1 0  D A T A  3 2 , 6 9 , 6 , 1 8 4 , 1 6 8 , 7 6 , 1 5 3 , 6

TYPO 3 READY TO RUN
if  yo u  p re f e r  n o t  t o  t yp e  i n  t h e  l i s t in g  a b o ve ,  y o u  c a n  o b t a in  a  c o p y
of TYPO 3 ready to run on cassette or disk  for jus t  £1.50 inc luding
postage. Send a cheque or pos tal order.  o r quote y our Access o r
Visa number,  t o  t he us ual address . Be s ure t o  s tale whether y ou
want the dis k  o r cassette vers ion.  TYPO 3 is  available f rom PAGE
6, P.O. Box  54, Stafford, ST16 1DR. Telephone orders  for payment
by c redit  c ard accepted on  0785 213928,
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JUNGLE HUNT
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had a s imple game that  they
could ac tually  get near to com-

plet ing? Whether for your own ageing
react ions or a y oung child's  play, J UNG-
LE HUNT could be the game you're look-
ing for.
Savage cannibals  have k idnapped your

darling,  and you mus t  rescue her before
they t urn her into their latest take away
meal.  Swinging f rom rope to rope and
brav ing the underwat er depths,  you
mus t  rescue her before their cook ing pot
is ready for the fi nal ingredient .  Fail,  and
they may  well have taht  ex t ra ingredient
for supper.
So goes the story of  this game that  was

actually  copyrighted in 1987.  I  remember
fi rst play ing it  on my  ATARI 2600 (about
6 years ago). and when I saw that  Mic ro
Discount  had it  in stock for my  XL/X.E. I
had to get another copy. The act ion
starts off in a Jungle where all you see in
f ront  of  you is a v ine that  you feel you
Just have' to j ump to. Press ing the fi re
but ton wil l  make you do this  and vou wi l l

then see another vine, s winging in a dif -
ferent  pat tern.  This  wil l  carry  on for
about  another 15-20 vines when you wi l l
get to the next  level, but  don't  expect this
s imple s ounding task to be easy as a
small error of  Judgement wi l l  send you
c rashing down to the Jungle below.
On the next  level you wil l  fi nd yourself

s wimming through the forest river but
wat ch out  as crocodiles are c ommon and
murk y  water can pus h you s t raight  int o
their wait ing jaws. I f  you s hould fi nd a
crocodile get t ing too close for comfort ,  a
quick  s tab wit h your knife should do the
trick,  but  do not  rely  on this  as the suc-
cess rate isn't  very high.  You wil l  also
need to keep an eye on your air gauge
and come up for air whenever it  gets a bit
low. Should you get past this  level, you
wi l l  fi nd yourself  running along and
dodging boulders  by either Jumping or
duc k ing their bounces. This  level is prob-
ably  the hardes t  as I can usually  get to it
but  die while t ry ing to get past  it.
At the fi nal level you wil l  be conf ronted

wi t h  two of the cannibals  who you mus t

MARIO BROS
M a n y  of  you may  have seen the

latest Mario games on the Nin-
tendo consoles, and some of

You may  even (s in of  sins) own one of
these consoles yourself .  But  how many  of
you k now that  the original Mario Bros.
game is available for the Atari? Probably
not  many  of  you. t he reason being that  it
has only  recent ly  appeared in the UK
thanks  to Mic ro Discount .
In case you don' t  k now (or have Just

come back f rom a decade on Mars!).
Mario and Luigi are a pair of  plumbers
whose ant ics  are set in a p lumbing sys-
tem. Their  task is to k il l the various  nas-
ties that  are prevent ing them f ront  t ak ing
a bath (what  I want  to k now is where
they intend t ak ing it!).
These creatures can only  be disposed of

by Jumping up and t humping  the ground
direct ly  beneath them,  and then giv ing
them a good k ick  to knock t hem out  of
the plumbing.  Some of the later noshes
may require more t han one t hump before
they can be k illed though.  and as the
levels get higher.  you can bet  that  you' ll
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be int roduced to more and more Flashes.
The easiest to k ill are the SHELLCREEP-
ERS who only  require one t hump.  but
the more diffi cult  FIGHTERFLYS wil l  hop
around mak ing it more dif fi cult  to hit
them. Anot her nasty  to wat c h out  for is
the fi reball who may  spin about  the level
to hinder your progress even more.
One helpful feature is the "pow" block

that  you can hit .  whic h wil l  act as if  you
had Just given all of  the nast ies on the
fl oor a punch.  This  can only  be used
three t imes though,  so use it  wisely.  Af ter
complet ing every few levels, you are given
a chance to collect all of  the coins on the
screen before the t imer at the top runs
out.  Complet ing this  wil l give you a nice
lit t le bonus  before put t ing you onto the
next level.
Alright ,  so the game's ideas are a lit t le

weird.  but  what  is the actual gameplay
like? Well,  the graphics  feel jus t  s light ly
dis appoint ing at fi rst ,  but  this  isn't  quit e
so not iceable as you get int o the game.
The sound is also a lit t le basic (a cute
tune on the games t it le screen and

Jump over to reach your sweetheart .  At
this  point  you mus t  Jump and grab her at
the right  t ime or fall int o the cook ing pot
yourself .
Alt hough this  game Is of ten thought  of

as a game for young children,  it  has to be
said that  it  is  also quite a challenge for
adults ,  especially  on the harder sk ill
levels. Even on the easiest sk il l level.
of ten can't  complete the t hird level,
whic h shows how challenging it  really  is.
Alright ,  the graphic's are very s imple.  and
the sound consists only  of lit t le bleepy
tunes. The game however,  is great fun to
play, and it  should be considered a defi -
nite purchase for anyone wit h young
children.
Don' t  expect fl ashy v isuals or sounds  if

you decide to buy  this  game, but  do ex-
pect a game that  y our children wil l  love
and you wil l  probably  fi nd yourself  play-
ing more of ten t han you would care to
admit .

Title:
Supplier :
Format:
Price:
Rev iewer:

JUNGLE HUNT
Micro  Discount
ROM
•C5.00
Kevin Cooke

•

41

various  other small sound effects in the
game), but  the gameplay  makes up for
this  as it  is  pret ty  addict ive, even if  your
character's  speed is a bit  f rus t rat ing.  The
two player opt ion also makes  the game
bet ter as It is  a t rue two player game (i.e.
you both play  on the same playfi eld at
once).
The main ques t ion of  a game has to be

"would I buy  it  again?".  Well,  it  is  a lit t le
expensive, but  there again it  is  on ROM
cart ridge,  so will load s t raight  away  wit h-
out  any  problems.  I  probably  would get it
again,  even if  only to play a proper two
player game. I f  you do buy  it  you can be
sure of a challenging game, and some-
thing to come back to again and again.

Title:
Publisher :
Supplier :
Format:
Price:
Rev iewer:

MARIO BROS.
A t ar i  Corp.
Micro Discount
.C.10.00
ROM
Kevin Cooke



MICRO DISCOUNT

ARTEFACT E 9.95 • NINJA COMMANDO E 1.95
BANG BANK E 5.95 OPERATION BLOOD
BLINKYS SCARY SCHOOL E 1.95 'Joystick or Lighlgun

-
E 5,95

• CAVERNIA E • PHANTOM E 1.95
DARKNESS HOUR E 5.95 • SIDEWINDER E 1.95
DARK ABYSS E 5.95 • SPEED ACE E 1.95
DRACONUS *Stereo Sound' E 6.95 SPECIAL FORCES
EUREKA 2 5.95 •Operation Blood 2• E 5.95
• FRUIT MACHINE E 1.95 SOUND TRACKER PLAYER E 6.95
HUMANOID 2 5.95 Tracker Music Files
• *KENNY DALGLISH" Pack 1:19 Rudy to Play NiO43 Mel E 4.95

SOCCER MANAGER E 1.95 Pack 2; 16 Ready to Play MN Files E 4.96
• LIVING DAYLIGHTS E 1.95 Or buy both packs tot E 5.130
NIICROX E 6.95 THE BRUNDLES
MIDNIGHT E 7.95 'Lemmings Clone' £15.00
MIECTIE VALOGIRA II E 7.95 THE CURSE E 6.95
• MIRAX FORCE E 1.95 ZYBEX "Stereo Sound • E 5.95

265 Chester Road, Streetly, West Midlands. 1374 3EA. England
Tel: 021-353-5730 or FAX: 021-352-1669

DISK SOFTWARE

B O O K S
ZO NG  MAG AZI NE

In En g l ish  w it h  D isk'
D.O.S. 2.5 with full
manual

E 4 .0 0

E 9 .9 5

COME AND SEE US AND
DEMONSTRATIONS OF

NEW UNRELEASED
SOFTWARE AT THE

SPRING ALL MICRO SHOW

HARDWARE
ATARI XC12 DATA Recorders
New Light GUNS
Printer interlace
•T• SIG connector kit
Write Protect Switch Version 2
Rambit High Speed Tape
Conversion Kit
Pokey Stereo Up-Grade kit

E28.00
E24.95
E31.95
E 8.95
E 7.95

E13.50
E22.50

PLUS A FULL RANGE OF SPARES - HIGH SPEED TAPES AND ROM CARTRIDGES

if  you have not yet regis tered on our DATA-BASE do it now and save
money. ft only  costs £3.60 for the UK, £5.00 for Europe or f  10

ELSEWHERE in the world via Air Mail. You then receive every eight
weeks our 32 page catalogue of  new software and hardware plus

speciai prices on selected items e.g. Normal price for CROSSBOW
ROM f1e.50 price to Data-Base members  £10

NTATIU
C CIACOHCO

FOR THE DEDICATED 8-BIT USER!!

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

Subscriptions: U.K.!  Europe
AIRMAIL $ 3 8 1 y r

Canada Surface $ 3 0 1 y r
U.S.A. 2nd Class $ 2 5 / 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

DO YOU WANT TO LEARN TO PROGRAM?

Order  your  copy t oday f rom
P A G E  6,  P . O .  B O X  54 ,  S T A F F O R D ,  S T 1 6  1 D R  Telephone 0785 213928

ACCESS and VISA accepted =Ak,

Ther e are very few books stil l  avai lable to help you to learn
pr ogr ammi ng on the Atar i  Classic but you can stil l  buy one of
the best.  Easy Programming for  the Atar i  Micros star ts r ight
at the begi nni ng wi th setti ng up and typi ng a few simple
commands and takes you r ight thr ough to being able to wr i te
your  own programs.  Ther e are several  appendices wi th much
useful  i nfor mati on i ncl udi ng a ful l  descr iption of the BASIC
commands,  all of the Error  Codes wi th hi nts on how to avoid
them,  and ful l  detai ls of the character  set.
I f  you work your  way thr ough this book you will  have a good
solid base to begin the more advanced techni ques whi ch you
can discover  in the many tutor ials in New Atar i  User

EASY PROGRAMMING FOR THE
ATARI MICROS
Originally published by Shiva Publishing at 1'6.95

O U R  P R I C E  E 4 .9 5  plus El p&p
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TIPSTER

Hi there, it 's me. No it 's not the Tipster but the boss man

himseil. Th is issue I have decided to give The Tipster a
rest, a n d  to give you a lit t le  t ime to get some more hints,
tips, cheats, maps and solutions coming in. Don 't  wo rry
though because there is st ill a Tipster column, o f  sorts.
this Issue wh ich  may we ll turn out to be one o f the most

useful columns o f  all.
Over the past months several people have asked i f  we

have published t ips for certain games and, wh ile  I  was
sure we had, I  couldn't remember where or when. So I
wa s st ruck with  the idea o f  putting together an index for

The Tipster's column. I  was surp rised  to d iscover that
The Tipster actua lly began life in Issue 38 - that wa s
back in June 1989. nearly four years ago! I wa s even

more surprised to d iscover that, during  that t ime The
Tipster had published over 320 hints, t ips. maps or
solutions for no less than 224 different games! That's
absolutely astonishing. Maybe  one reason fo r the tips
drying up in recent months is that we 've  a lready covered
all o f  the games that most people are like ly to come
across!

An ywa y,  here is the promised index, I t  lists a ll o f  the

games that have been covered and gives some further
information i f  maps or complete solutions have been
given. O f  the rest, the hints or tips could range from a
simple one line tip to a near complete expose. it  wa s an
impossible task to give more deta il in the index. Most
the magazines in wh ich  these columns appeared are st ill
available as back issues so you can order them i f  your

collection is incomplete.
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An index to games for which hints, tips, maps or
solutions have been published in The Tipster col-
umn from Issue 38 up to Issue 66

Sof tware T y p e

180!
ACE OF ACES
ACTI ON BI KER M a p  and Hints
ADVENTURELAND S o l u t i o n
AGENT 009
AI RSTRI KE II
ALTERNATE REALITY
ALTERNATE REALITY: THE CITY
ALTERNATE REALITY: THE DUNGEON
ARCADE FRUIT MACHINE
ARCHON
ARKANOID
ASTEROIDS
ATARI ARTIST
AZTEC
B.C.'s QUEST FOR TIRES
BASIL THE GREAT MOUSE DETECTIVE
BLINKY'S SCARY SCHOOL
BLINKY'S SCARY SCHOOL
BLUE MAX
BOULDER DASH
BOULDERDASH II
BOUNTY BOB STRIKES BACK
BREATH OF THE DRAGON
BRUCE LEE
CALIFORNIAN RUN
CAPT. STICKY'S GOLD
CENTIPEDE
CHIMERA
CHOP SUEY
CITADEL. THE
CLOAK OF DEATH
CLOAK OF DEATH
CONAN THE BARBARIAN
COSMIC PIRATE
CRUMBLES CRISIS
CRYSTAL RAIDER
CRYSTAL RAIDER
CYBERNOID
DALLAS QUEST
DARK CRYSTAL, THE
DAWN RAIDER
DEATH RACE
DECATHLON
DEFENDER
DESERT FALCON
DESMOND'S DUNGEON
DESPATCH RIDER
DOMAIN OF THE DEAD
DONKEY KONG JR.
DRACONUS
DRACONUS
DUNGEON ADVENTURE
ELECKTRAG LIDE
ELECTRI C STARFI SH
ENCOUNTER
ESCAPE TO TARG: MERCENARY I

Issue(s)

56
41/48

42
64
52

46/48/60
61

43165
43156

51
55.62
43/53
46150

39
48
41

50/51
45

Map and Solut ion 4 6
39/48/57

52
39

49/51/53/54
45
45
51
53
46

Map and Solut ion 4 1
51 56

65
38
39
54

4147
4144
40/50

Map 5 4
40

Solution 4 3
Map and Solut ion 4 0

62
47

49/65
46
52
56
54
50
40

Hints and Map 3 9
46

Solution 5 3
50
66

58

Hints and Map
Full Solut ion



TIPSTER INDEX
Software T y p e Issue(s) Software Type Issue(s)

ET PHONE HOME 49 MAZE WAR 55
EXTI RPATOR 41/51 MEDI ATOR 38149/63
F-15 STRI KE EAGLE 40 MERCENARY 50
FANTASTI C SOCCER 61 MI DNI GHT MAGI C 48
FEUD 44 MIG ALLEY ACE 62
FIGHT NI GHT 54 MI LK RACE 46
FLIGHT SI MULATOR II 38 MINER 2049'er 40/51/53/55
FOOTBALL MANAGER 52 MI RAX FORCE 39
FOOTBALLER OF THE YEAR 57,164 MISSILE COMMAND 46/48
FRED 61 MISSION SHARK Map 58
FUSE BOX 59 MISSION SHARK 61
GALACTI C CRESTA 48 MISSION ZI RCON 55/63
GALAXI AN 53 MOLECULE MAN 47/49/56
GAUNTLET 40160."61/65 MONTEZUMA'S REVENGE Map 57
GEM WARRI OR 65 MR. DO 59
GHOSTBUSTERS 47/65 MYSTERY FUN HOUSE 53
GHOSTCHASER 40 NATO COMMANDER 47
GHOSTCHASER M a p 45 NINJA Hints and Map 38
GOONIES. THE S o l u t i o n 54 NINJA 49
GREEN BERET 50 O W E S  FOLLI ES 47
GUILD OF THIEVES,  THE 56 ONE MAN AND HIS DROI D 49
GUNFI GHTER M a p 47 ONE ON ONE 63
GUNFI GHTER 55 OPERA HOUSE 44
GUNLAW 56 OPERATI ON BLOOD 64
GUNSLI NGER S o l u t i o n 47 ORB OF ZARRAMI ER 55
HACKER 39/52/58 PANTHER 47
HARDBALL 58 PAY-OFF,  THE Solution 45
HARDHAT MACK 45 PERISCOPE UP 51
HAWKOLIEST 45/46/65 PHANTOM 39
HEAD OVER HEELS 46/50 PHARAOH'S CURSE 40
HEAD OVER HEELS M a p 55 PHAROAH Map and Hints 60
HENRY'S HOUSE 39/54 POLAR PIERRE 58
HOT BLOX 52 POLE POSITION 46/48
HOT ROD RAI DER 50 POTHOLE PETE 46
HOVVER B O W E R 48149 POWERDOWN 44
INDIAN GOLD S o l u t i o n 59 PREPPIE 54
I NFI LTRATOR M a p  and Hints 5 9 PRICE OF MAGI K 40/47
INGRID'S BACK S o l u t i o n 57 PRICE OF MAGI K Map and Hints 54
I NTERNATI ONAL KARATE 39/49/57/62 PRO MOUNTAI N BIKE SI MULATOR 53
JET BOOT JACK 66 PROTECTOR 65
JOE BLADE M a p 48 QUASI MODO 41/56
JOE BLADE 2 M a p 48 QUEST FOR ETERNI TY Solut ion 42
JOE BLADE 2 52 OUESTPROBE II 53
JUNGLE HUNT 51 RAMPAGE 48/61
KARETEKA 47 REAL SPORTS TENNI S 53
KENNY DALGLI SH'S SOCCER MANAGER 54/57 REBOUND 48
KICK OFF 51/53/55/57/60 RED MOON Hints and Maps  5 0
KING OF THE RING 55 RESCUE ON FRACTULAS 54
KNOCKOUT BOXING 45 RETURN TO EDEN 53
LA.  SWAT 41 RICK HANSON 61
LANCELOT S o l u t i o n 52 ROBIN HOOD 60
LAPIS PHI LOSOPHORUM M a p  and Solution 5 3 ROCKFORD 41/65
LAS VEGAS CASI NO 3 8 / 5 1 / 6 0 ROGUE 54
LASER HAWK 4 5 / 5 2 RUFF AND REDDY 50
LAST Va, THE M a p  4 3 RUFF AND REDDY Map 51
LEADERBOARD 40 SCAPEGOAT Solut ion 57
LEAGUE CHALLENGE 39/60/64 SCREAMI NG WI NGS 4660
LIVING DAYLI GHTS.  THE 49.'50 SILENT SERVICE 65
LODE RUNNER 50/53 SNOWBALL Solut ion 61
LORDS OF TIME S o l u t i o n 51 SOCCER 65
MAD JAX 49/55 SPACE RIDER 65
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Sof tware

SPEED ACE
SPEED ZONE
SPELLBOUND
SPI DERMAN
SPIKY HAROLD
SPIN DIZZY
SPOOKY CASTLE
SPY HUNTER
SPY VS SPY
SPY VS SPY 1
SPY VS SPY II
SPY VS SPY III
STAR RAI DERS
STAR RAI DERS II
STAR TREK
STAR WARS
STARCROSS
STARQUAKE
STAROUAKE
STORM
STRANDED
STRANGE ODYSSEY
STRIP POKER
SUMMER GAMES
SUPER SOCCER
TAGALON
TAIL OF BETA LYRAE.  THE
TANK COMMANDER
TAPPER
TARKUS AND THE CRYSTAL OF FEAR
TARKUS AND THE ORBS OF DOOM
THRUST
TIMESLIP
TOMAHAWK
TRACK AND FI ELD
TRANSI TI ON
TRON
TWI LI GHT WORLD
ULTI MA IV
UNI VERSAL HERO
VALLEY,  THE
VOODOO CASTLE
WAR HAWK
WARRI ORS OF RAS
WEREWOLF
WHI RLI NURD
WINTER OLYMPI AD
WI NTER OLYMPI AD 88
WI NTER WALLY
WORD MAZE
WORLD SOCCER
YOGI BEAR - GREED MONSTER M a p  and Hints
YOGI BEAR - GREED MONSTER S ol ut i on
ZEBULAND
ZERO WARS
ZETA BOMB,  THE
ZORK
ZORRO
ZYBEX

W o w ,  t h a t ' s  s o m e  l i s t !
26 I s s u e  67 - New Atari User

Ty pe I s s u e ( s )

47/51165
47

Map and Solut ion 4 2
Solut ion 5 6

40
52/53
51155

49
44
57
57
57
53
41
55
47
60
40

Hints and Map 4 3
Map 4 4
Solut ion 4 9
Map and Solut ion 5 8

43
60
60
64
64
41
61

Solution 6 3
65

41/56
47

53(54/62/66
53
62
55

41.46161166
60
47
49

Map and Solut ion 5 6
56
46

Map and Hints 6 0
40
47
55
41

Map 6 2
4915051

52
54
58

55/64
49
64

43/46
45/47/49155

THE TIPSTER BOOK
Compiling this index has been an amazing insight into the

depth of material that has been covered by The Tipster,
material that would make a great reference book. So how
about it? I.Vould you be interested in buying The Tipster's
Reference Book to Atari Games? (It might not be called that
Qts course). To make it viable we would need to be able to
sell at least 100 copies so we are asking you to write to us if
YOU would be interested in buying a copy. I f  20 people write
in to say they are interested then we will go ahead with the
ultimate hints and tips book for the Atari Classic. I f  we
don't get that many letters, then I'm afraid that it is a no
go.

It's up to you - do sou want it?

BACK NEXT ISSUE
The Tipster wi l l  be back with  you next issue and the

hints and t ips are a lready ro lling in. but we  need more.
One great th ing about the index in th is issue is that you
can check the games wh ich  have not been covered. Do
you have a game that is not included here? Can you
give some h in ts or tips on how to p lay it?  Maybe a ma p
or a complete solution? Send it to us and we ' ll make
other Atari users • lives more interesting. Start wo rking
on it now and get it to us quickly.

Here's the address:

T H E  T IPSTER
NEW ATA R I  USER

P.O. B O X  54
STAFFORD
ST16  1 D R

Come on I'm not giving The Tipster more than one issue's rest!!

THE TIP YOU NEED FOR JUST El!
That 's righ t ,  m a n y  o f  the b ack issues a re  only
,e1 each  - so ch eck t he index f o r t he g ame you
are  s t u c k  o n  a n d  sen d  a w a y  f o r  t h e  issu e -
you' ll  p ro b ab ly g et  a  lo t  m o re  besides!

The ad d ress i s  t h e  sam e a s  ab o ve -  cheques,
postal o rd ers -  even  mo n ey -  accepted!



A QUAD DISK BONUS!
FOUR great programs to enjoy! A quiz program, a n  adventure

and TWO arcade games. Something for al l  the family!

by David Preston
Onti t O  4 2 1 .  W A t  MEE 15. -
11
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So you t h ink  you k now a t hing or two about  Pop Mus ic? Try
this  pop quiz  and you might  well be lef t  a lit t le dis illus ioned
wit h the extent  of  your knowledge!
Pop Quiz  presents  you wit h a series of  quest ions based on

pop mus ic  of  the past 20 years or so in a number  of  rounds  of
10 quest ions each. There are 50 points  on offer each round but
you' ll have to be top notch to score highly .  Unl ik e many  games
whic h present  you wi t h a choice of  answers, t his  one requires
you to type in your answer and,  by  apply ing a degree of
art ifi c ial intelligence,  wi l l  award you points  even if  you only  get
close to the correct  answer.  Once you bave exhausted all the
quest ions supplied you can add your own wit h a ut i l i t y
Inc luded.
Don' t  like pop mus ic? Well,  this  program can easily  be adap-

ted to any  type of quiz. you Just can jus t  delete the ex is t ing
quest ions and add your own wi t h in the program.  Give it  a t ry
for family  fun or for a challenge down the local c lub or pub.

BREAKDOWN
by Peter Kirton

You are nice and warm ins ide your car. dr iv ing in terrible
bleak condit ions.  You can see only  about  three met res  ahead
and the road is winding up a hill.  You lose faith in y our car as
it s tarts  to miss  out  and fi nally  the mot or stops altogether.  I t  is
raining and, in the dis tance to the right  of  your car, you can
see a faint  light .  Your bat tery  is fl at  and not hing works.
Perhaps someone at t he nearby  house can prov ide a spare
battery. Lit t le do you expect the adventure in store before you
regain the safety of  your car.
This  t radit ional text adventure comes f rom an Aus t ralian

reader so you might  need to k now a t hing or two about  Aussie
land as you t ry  to fi nd your way  into the mys terious  house.
Then again,  maybe not.  One t hing is sure, you wil l  need all
your wits  about  you as you t ry  to solve the many  puzzles
whic h abound.

P O P  Q U I Z  B A S E  HUNTER

I.
m4IP

•

BirA

An enemy ship hides  on the left s ide of  the screen protected
by a force fi eld of  pulsat ing rainbow pat terns  that  circles before
it In the vastness of  space. Agains t  a background of  stars and
alien planets  your t iny  craft has to penet rate the force fi eld and
destroy the enemy but  the task proves harder than it  seems_
The propuls ion system on your craf t  is Jammed so you can

only  cont rol your pos it ion by  constant  manoeuv ring.  fi ring 'on
the illy' at the force fi eld and hoping that  you wi l l  get a shot
through.  The gaps created also enable the enemy to shoot  at
you so you mus t  be cons tant ly  aware of your pos it ion.
Chances are that  he wil l  get you before you get him!
Base Hunt er  is a great lit t le arcade game that  is very chaI•

lenging.  I f  you can surv ive - and succeed - then you certainly
have what  it  takes to be a great  arcade player.

ELEVATOR REPAIRMAN
For a s imple divers ion

try and get the elevator
repair man up to the top
of  the bui ld ing to fix
those darn elevators that
keep going up and down
wit hout  s topping.  Trou-
ble is  that  he wi l l  have to
c l imb the ladders  to the
top as he can't  s top the lif ts  and the ladders  are either side of
the building.  This  means  that  he' ll have to dodge the lif ts  on
every fl oor and it  ain' t  easyl
Elevator Repair Man is a s imple game that  is hard to play  and

wil l  prov ide many  an hour of  challenge and enjoyment  to
players of  all abilit ies.

This Q U A D R U P L E  E I C I A T L I S  is avail-
abl e on the  I ssue 6 7  di sk  whi ch di sk  subscr i ber s wi l l
receive wi th the i r  magaz i ne.  The  di sk is al so avai l -
abl e s e pa r a t e l y f or  just £ 2 9 5 .  For  your  copy of  the
above pr ogr ams.  pl us  al l  of  the other  pr ogr ams fr om
thi s i ssue r eady to r un.  send your  cheque or  postal
or der  for  .C2.95 to Page 6.  P.O.  Box  54.  S ta f for d.  S T 16
1DR.  Or  you can or der  w i th Access or  Visa by post or
by te l ephoni ng 0 7 8 5  2 1 3 9 2 8 .
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Les El l ingham turns
of f  the CD to l isten to
sampled sound from
the Atar i  Classic

0  n e  of  the mos t  benefi c ial effects that  the ST and Amiga
have had on the Atari 8-bit  is in pus hing the capabili-
ties of  the machine way  beyond what  was  prev ious ly

thought  possible.  Almos t  every aspect of  the 8-bit  has  been
pushed beyond prev ious  boundaries  in recent  years and sound
s ampling is one such area.
Alt hough there were some experiments  in sound s ampling in

the early days. notably  t hrough the Parrot  sampler.  mos t
users, and developers, felt  t hat  the l imit ed memory  of the 8-bit
was capable only  of a few seconds of  sampled sound.  Now,
thanks  to the borrowing of techniques pioneered on the ST,
sampled sound is readily  available on your-Atari Classic
alt hough it  s t ill has some limitat ions ,
Soundt racker is a sample player and converter developed by

A.N.G. Sof tware in Hol land and Mirage of  Poland whic h can
play, or convert .  *MOD* Ries created on ST, Amiga or IBM
machines.  'MOD'  fi les are complete tunes  that  have been
sampled and edited to give. usually ,  quite long pieces. They
may  not exact ly resemble the originals  as the samples  are cut
about  and repeated to extend their play ing t ime on l imit ed
memory  machines  (even 1 Megaby te on the ST is l imit ed for
proper s ampling purposes).  but  they  are generally  recognis-
able.

WHAT'S  I T  FOR?
Sound modules  are st range things  that  seem to serve no

other purpose than to let an Atari owner exc laim 'Wow, I didn' t
know my  computer could do that '  or 'Look how great my
computer is'. I cannot  fi gure out  what  else a couple of  minutes
of  sampled mus ic  does. I t  surely  can't  be for lis tening pleasure
as a CD.  cassette or even a humble t rans is tor radio can knock
spots of f  any sampled mus ic  available on a home computer.
Am I miss ing something?
As far as the Atari Classic  goes, the pride in hearing a very

humble computer (in memory  terms) knock  out  several mi-
nutes  of  properly  sampled sound is indeed jus t ifi ed and
Soundt racker is a good tool to impress  your mates with,  The
first t ime you hear it, you wi l l  be amazed but  af ter that  the
thril l quick ly  facies. There is a certain exc itement  in seeking
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out  more 'modules '  to t ry and hear jus t  how great your Atari is,
but  Fin not  sure how long the interest  wi l l  last.

QUALITY OF SOUND
AND P R E S E N TAT I O N

The qualit y  of sound f rom Soundt racker is generally,  but  not
always, very good. cons idering the memory  l imit at ions  of the
computer,  but  it  can't  be apprec iated on paper,  you jus t  have
to lis ten to it. Qual i t y  of presentat ion is another mat ter.
Soundt racker is presented in f ul l  colour 'wrap around the

disk ' packaging which is fi ne given the l imit ed market  nowa•
days but  a lit t le more t hought  could have been given to the
Inst ruct ions.  Seeing as the program does not hing more t han
play  or convert  sound samples  you might  t hink  that  very lit t le
ins t ruc t ion is needed.  and so do the authors - Most  of  what  you
need is there but  i l l s  so annoy ing when s imple ins t ruc t ions
are omit ted.  The disk  boots up to an int roduc t ion screen whic h
jus t  hangs  there, not hing tells you that  you have to press
START. You are then presented wit h a s imple choice of  three
opt ions:  Play samples. or covert MOD files in either 64k  or
128k. You select opt ion 1 and a very small menu appears  in
the middle of  the screen wit h a one line ins t ruc t ion s tat ing
'ESC - menu SPACE for Directory '.  You press the space bar
and n o t h i n g  happens.  Nowhere does it  tell you that  t he
MO D files are on the back of  the disk. Once you have fl ipped
the disk  and pressed the space bar again a choice of  three
modules  appears.  one of  which you can select and load by
us ing the cursor keys and Return.
Your choice on the main disk  is JMJ,  FLETCH or ALF. No

furt her inf ormat ion is given so you select one hoping that  you
wil l  learn more when it  loads. The sample loads in and is ready
to play  but  you s t ill don't  k now what  tune you are going to
hear,  maybe the graphics  wil l  help? No luck  as the graphics
consist only  of  a sort  of  vert ical oscilloscope that  t hrobs  in t ime
wit h the mus ic .  To be honest  you are lucky  to get any  graphics
at all given the fact that  almos t  all the memory  is required for
processing the sample,  but  it  would s t ill be nice to know what
tune you are supposed to be l is t ening to. i f  only to judge how
good it  should be.
Maybe you t h ink  this  is jus t  nit -pic k ing but  it  would have

been so easy to give some inf ormat ion on the ins t ruc t ion sheet.
Even the names of  the tunes  would help but  the whole pack-
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• QUICK £13.95 PRINT FILER L 4 .95
'QUICK WITH

5.25 T

TASKMASTER .E 4.95.
SUPPORT DISK L i  *150 • RAM BI T KIT £13.50
QUICK SUPPORT DI SK I L 4 .95 ALIEN BL AST 4.95

*  ALL 4  ABOVE GAM ES

113.95 DEMO M AKER E 3 .9 9
DIGI-STUDIO E 6 .9 5 NEWS-DISK BACK
RUBBER BAL L L 4 .95 ISSUES I  • i  4 6.95
GLAGGS I I ! L 4 .95 MAGAZINE SUBSCRIPTION 6.00
MINESWEEPER L 4 .95 MAGAZINE BACK
BOMB! L 4 .95 ISSUES 1 5 /1 6 L 1 .00  cavil
ALL 4  ABOVE BLANK 5 .25  D SD D
GAMES TOGETHER E 15 .95 DISKS p e r  20 f  7 00

* RUBBER BALL 5,25 T ALIEN BL AST £5.25
*GLAGCS rTI 5.25 T P.D. GAM ES PACK I It 2 .00  I  &
* MINESWEEPER E 5 .25  T PD . GAM ES PACK 2 L 2 0 0  &
*HOMBI L 5 .25

*  ALL 4  ABOVE GAM ES TOGETHER for L  I 6 .50

J V K W  I T E M S
S A M B u d g e t  - A new accessory disk for the SAM desktop system
Budget is  a spreadsheet for use with SAM. and so uses 110 colunit iN
and has mouse and joys tick  in p u t  Requires  SAM. P R I C E  £8.95
S A M  U t i l i t y  E x t e n s i o n *  1 - Another new disk  for use with SAM.
Contains  SAM Convert to convert text fi les to and f rom SAM Texter
lormat,  and SAM Creator to convert pic ture fi les to and from SAM
Painter format Requ ires  SAM. P R I C E :  E3•95
M A Z E  G A M E S  1 - Two re-releases sold as one pack. Contains  the
classic games Jawbreaker and Mouseattaek  sold under license from
hr original programmer.  Available on disk. s tandard tape. and
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age would have muc h more appeal i f  it gave details  of  what  the
samples were, where they came f rom and how they were
processed. Simple details  like this  add a degree of  professional-
ism to commerc ial sof tware but  are,  sadly,  all too of ten miss ing
nowadays.

MORE SAMPLES
Once you have lis tened to the three samples  prov ided on the

program disk  you can purchase addit ional MOD disks and
three are available so far. Each of  these is double s ided but  my
crit ic isms of the lack  of inf ormat ion prov ided wit h the main
program apply  doubly  so wit h the ext ra modules-
Wit h these data disks you get a photocopied sheet of  packag-

ing to whic h the disk  envelope is s tuck and no ins t ruc t ions  or
inf ormat ion other than Fo r  use wit h Soundt racker vers ion 2
only!!! ' The back of  the package even has the words  PD Soft-
ware covered by a s t icker say ing 01993 FM Software!  I k now
that  packaging costs money.  but  a lit t le t hought  and care costs
not hing and it  would be so easy present  these 'commerc ial'
of ferings in a more profess ional way.
The Atari Classic vers ions of  MOD fi les are 'MD8'  illes and on

MD8 fi les I  you get s ix modules  wit h no inf ormat ion at all,  not
even the fi lenames whic h can only  be obtained f rom DOS or
the Soundt racker menu_ Some names  can be worked out  like
'ANGELDLIS or 'MOONLIGH'  but  what  on earth is  '033'? I
played it  and I s t ill haven't  got a clue! MD8 fl ies 2 gives you
another six fi les and MD8 fi les 3 gives you seven more.  The
same crit ic isms apply  to these, what  is ' K I M'  or -
A P C " ?would love to know what  these various samples are, where
they came f rom,  how they were created but  I am left guessing.
I suspect that  the publishers  don' t  k now themselves hav ing

C o m e  and me e t
G R A L I N  I n t e r n a t i o n a l

at the forthcoming
S p r i n g  A l l  M i c r o  S h o w
Clearance sale on all R OM, Disk &

Cassette software.
Special low prices on Gralin's own

Products, including StereoPlus.
See issue 66 of New Atari User for current special offers.

For latest product guide please send SSAE to Grail::
International, 11 Shillito Road, Parkstone, Poole, Dorset

SEND A CONTRIBUTION!
Remember i t ' s  y o u r  c ont r ibut ions  t h a t
keep New Atar i  User alive. Whether it's
a set o f  mini  programs l i ke  those i n
previous issues or a comprehensive tech-
nical  arti cle,  o r  a n  arcad e gam e w e
want to be able to give other Atari  users
the opportunity to enjoy your work.
Look out your programs, polish them up
and send them i n !

merely  downloaded t hem f rom a bullet in board and run t hem
t hrough the converter_
The qualit y  varies f rom sample to sample,  pres umably  due to

the equipment  and care taken in s ampling the original.  The
shorter fi les are of  good qualit y  but  some longer fi les like the
mys terious  '033' sound rather like a badly  t uned radio.

STILL WORTHWHILE?
Many  of the comments  in this  rev iew have been quite negative

but .  I believe, right ly  so. A commerc ial of fering should have a
degree of  care and at tent ion paid to it. There is not hing wrong
wi t h the Soundt racker program itself.  it  does exact ly what  it  is
supposed to. but  i l l s  a 'bare bones' program that  could be
great ly  enhanced wit h some slick presentat ion.
Is it  wort h buy ing? Well,  i f  you are fascinated by the prospect

of hearing sampled sound on your humble Atari Classic  then
Soundt racker cannot  be faulted.  I f  you want  more,  t hen the
module disks are essent ial unless  you have access to an ST or
Amiga wit h the abilit y  to port  fi les across to your Atari.  I f  you
have you can convert  fi les yourself  for free.
If you love your Atari to bits  then you might  well want  to hear

what  the lit t le fellow can do when the sound chip is pushed to
the limit s .  Expect  to be amazed but  don't  expect to come back
t ime and t ime again like you would wit h a good game_ Good as
it is.  a budget  CD will beat sampled c omput er sound any day -
and that  goes for the ST and the Amiga too!

SOUNDTRACKER 2 .0  is ava ilab le  from Micro Discount
at £6.95 or direct from A.N.G. Micro  Discount can also
supp ly you with  the add it iona l module d isks

•
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Much Classic software
has now disappeared but
Mark Stinson concen-
trates on the classics of
Atari  software that have
one vital difference - they
are still available!

RESCUE ON
FRACTALUS
Rescue on Frac talus  is probably  the most  f amous  game rc-

leased on the Atari Classic k nown to. i f  not owned by.
thousands  of  Atarians.  Many  Classic owners  would vote this
one to be the game on the Atari 8-bit .  a sent iment  I agree wit h
completely.
Rescue on Frac talus  was produced by Lucasfi lm Games, and

was originally  released in the mid 1980's .  I bought  the cassette
version when it  was fi rst  released arid spent  many ,  many
hours  glued to my  joystick. The game is now available on ROM
from the Page 6 Accessory Shop. [ was  always happy  to wait
the long load t ime for this  game. but  now I have the ROM
version it  is pret ty  well in constant  use.
The game is set amids t  a life and death s t ruggle whic h is

raging t hrough the galaxy. The host ile daggi race are threaten-
ing the f uture security  and peace of  the ent ire galaxy. The
threat  has now become crit ical as the daggi have dug in on the
inhospitable planet  k nown as Frac talus .  Ethercorps  pilots
were holding their own against  the Jaggi b u t  since the digging
in on Frac talus ,  large numbers  of  pilots have been taken out
by the enemy. It is  our job to take light ly  armed rescue vessels
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Rescue on Fractalus is regarded by many as the
best Atar i game ever!

down to the planet  surface and rescue the downed pilots.
A mot her ship takes air pilots  to wit hin booster range of  the

planet 's  surface, but  f ront  the moment  we enter the planet 's
atmosphere we are on our own.  The miss ion is very diffi cult ,
and very dangerous.  The Jaggi have ins talled gull  emplace-
ments  on mount a in tops. Fly ing In the f ormidable t errain of
Frac talus  is diffi cult  enough,  but  t hen coping wit h the Jaggi
defences makes  the most  seasoned of  pilots easy prey. On top
of  this there are programmed saucers whic h lock on to ships
and can Infl ict  serious  damage if  not destroyed before impact .
Rescue on Frac talus  is a real test of  your skills.
Once play is underway  you fi nd yourself  in the cockpit ,  wi t h a

cont rol panel and v iewscreen above. The v iewscreen presents  a
panoramic  v iew of  the planet  as the craft  is guided by the pilot .
There are a few game cont rols  to learn,  t hough t hank f ul ly  not
many.  These are for thrus t ,  boosters.  weapons,  systems. land-
ing, and air locks. There is also a v isual read out  for a number
of  funct ions such as alt itude,  art ifi c ial horizon,  compass,  gun
sights, shields,  long range scanner,  pilot  range indicator,  ener-
kv level. wing clearance, and a target ing scope. The target ing
scope is  part icularly  useful for al igning the ship for at tack on
targets before they are in v isual range.
The game offers a great  many  levels of  miss ion diffi culty .  The

selected level affects the number  of  pilots to rescue, and
whether or not  night  fl ight  wi l l  be necessary. Once you reach
or select level 16 you have to contend wit h both day and night
fl ight,  as the planet  rotates so fast that  it  only  has nine minut e
days. Coping wit h the miss ion in complete darkness is ex-
t remely  diffi cult ,  and mus t  be completed us ing ins t ruments .
You mus t  use your long range scanners  to locate ships whic h

have crashed on the planet  surface. These usually  contain
s t randed pilots.  Try  to destroy any gun emplacements  nearby
and then land wi t h in a short  range of  the s t randed ship.  I f  you
do not  destroy enemy guns  they can lock on to you whi le you
are grounded and unable to defend yourself .  All being well you
wi l l  have landed wi t h in pilot  range of  the s t randed ship.  and
you then t urn of f  your systems. This  alerts  the s t randed pilot
to your presence and he or she wil l  make their way  to you.
This  is where the programmers  fi nis hing touches make this
game a classic. You watch as a lit t le dot  in the dis tance gets
bigger and bigger.  unt i l  a pilot  can be seen runn ing towards
you. Once the pilot  arrives  he or she knocks on the air lock
door.  You s hould now open the air lock to let the pilot  on
board.  I f  you don't ,  the knock ing cont inues  but  s lows as the



pilot  dies gradually  in the cyanit ric  acid atmosphere!  I f  you
t urn on your systems inadvertent ly  you can also fry the pilot
ins tant ly .  Be warned,  some ships  contain Jaggi.  I  nearly  died
wit h f right  when ins tead of  the usual k noc k ing of the pilot ,  a
huge and very ugly  alien appeared outs ide the v iewscreen and
started to smash his  way  in. Only  one t hing to do. f ry  him!
There is too muc h in this  game for me to do just ice to in this

review, but  rest  assured,  t his  is a classic if  there ever was one.
The programmers  have put  real effort int o this  game. and it
shows. The game is s imply  of the very best qualit y ,  and I
cannot  fi nd any  single reason for complaint .  The outcome of
the programmers  at tent ion to detail allows  the game to pass
the ult imate test t h i s  game Is addic t ion at  its  highest.  I f  you
don't  own it ,  you are miss ing a t rue classic.

SPACE WARS
Space Wars is a budget  of fering f rom Byte Back,  a sof tware
publisher that  released a number  of  good quali t y  budget
games before going the way  of most other Classic supporters .
The game is based on the usual 'blast  em fi rst  and worry

later' philosophy,  a point  whic h is acknowledged on the inlay,
albeit  a lit t le tongue in cheek. In fact. the whole scenario for
the game is set out  in this  fashion:  the inlay  opening wit h 'Out
in the dark  depths  of  space lurked a race of  beings so un-
speakably  nasty  and unsoc iable,  they  wouldn' t  even talk  to
each other.  Their whole society was based on pass ing notes
around and us ing computers  to calculate who had been the
nast iest that  day. Games were out '.  The scenario goes on to
explain that  af ter an ambassador f rom Eart h was  caught
play ing a computer game he was beheaded and war declared,

In the game you cont rol one powerful war ship.  and only  one.
Once you have been destroyed that 's  it. no second or t hird ship
to cont inue with.  ins tead of  three ships crou get a shield whic h
can ifortunately ) wit hs t and a fair bat tering before leav ing you
completely  unprotec ted.
After boot ing the cassette you are sent to face the fi rst  wave of

nasties. shield intac t  and t rigger fi nger at the ready. Alien
ships  or bases drop down the screen f rom above as the pace
starts off  f rant ic  and gets worse!  These nast ies drop down at
you, drop off  the screen and somet imes  come back for a
second shot  f rom behind.  Thoroughly  nasty these aliens (Re-
gens) are! I f  you are lucky  enough to keep your shields and
ship intac t  t hrough the ons laught  you zoom up the screen
through a 'wave completed* banner.  The next  stage is an
asteroid belt  whic h you have to navigate t hrough each t ime
you successfully  complete a level. From here on in the nast ies
get nast ier,  and the •Pac-Man t humb'  threatens  to end your
game. No softies here please. this  one Is tough.
The game does dif fer s light ly  f rom many  other shoot -em-ups

in that  some aliens  contain special prizes. These are usually
bonus  points.  hut  some can affect the game. In this  respect t he
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game is s imilar to Arkanoid,  For example.  some aliens  contain
a 's low' act ivator,  mak ing other aliens easier to k ill.
The fi nal verdict  is  that  this  may  be s imilar to other games

you have, but  it  is s t ill a wort hwhi le addit ion to any  arcade
collect ion,  especially  at the price. I l l s  also Transdiskable:  XE
Menu System. Standard tape read. 2 s t age
,
. .TRIVIAL PURSUIT
The board game. Triv ial Pursuit .  is surely  k nown to ever

body. It has  become the favourite of  many  people. both for
general f amily  fun and for entert aining guests. I t  had to be
only  a mat ter of  t ime before a c omput er house took the basic
concept of  the game and ported it  to computer.  Domark  took
the honours ,  and the disk  vers ion for the Atari Classic was the
result .  All c redit  mus t  go to Domark  for produc ing an excellent
game whic h can give hours  of  amusement .
The basic game is no dif ferent  to the board game, so those of

you that  have played Triv ial Pursuit  wi l l  soon adapt  to its
c omput er equivalent .  For those of you that  haven't  played the
game. a brief  explanat ion is in  order.  You are presented wit h a
board of  dif ferent coloured locat ions.  inc luding a cent ral hub
and six outer cont roll ing sections. You t hrow a die tor a dart
on the computer vers ion) and select an appropriate square to
move to. To move on you mus t  answer a subject  quest ion
det ermined by the colour of  the square you are on (unless you
land on a 'free throw').  The object of  the game is to visit  each of
the six special squares and answer a ques t ion correct ly.  then
ret urn to the hub and answer the fi nal ques t ion to win,
In my  opinion,  the computer vers ion surpasses the board

game wit hout  doubt .  The c omput er allows muc h greater flexi-
bil it y  In play  by use of  graphics and mus ic .  For example.  some
quest ions  in the c omput er game involve naming a piece of
mus ic  played by the computer.  or ident if y ing a count ry /objec t
displayed graphically  on screen. Also available are ins tant
stat ist ics for current  state of  play. and even a graphical repre-
sentat ion of  the rat ios of  quest ions answered correc t ly  by each
player.  A masterpiece of  programming brings you an eminent ly
playable game whic h can be enjoyed by the whole family .
Special at tent ion to detail on the computer vers ion adds

subs tant ially  to the atmosphere of  the game. The quest ion
Master is a lit t le animated man called TP. who walks  f rom the
v iew of  the board to his s tudy  to ask the quest ions.  I f  you take
too long to answer the ques t ion put  by TP he gets a lit t le
impat ient  and starts  to tap his  foot! I f  he asks a mus ic
quest ion.  he walks  over to his  stereo and plays it: you can even
see a min i  graphic  equaliser at work !  Quest ions  involv ing a
graphic  display  are s hown on a portable movie screen, and
game length is measured by a lit  candle in IP's  study!
The game has to be seen to be believed and is a t r ibut e to its

programmers .  who produced such a high qualit y  piece of  work.
I have absolutely  no hes itat ion in rec ommending this one • its
bri l l iant .
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ADDING NEW COMMA!
TO ATAR II f  you are fascinated by

the additional commands
available in Turbo Basic,
you might like to know
whether you can extend
Atar i  Basic yourself.
Well, Len Golding knows
how to do it  and shares
the secrets with you
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several useful commands .  There's  no Renumber.  Auto-
number  or Delete, for example.  and no direc t  access to

DOS ut ilit ies  wit hout  loading the ent ire DUP.SYS package. You
can, of  course, writ e your own mac hine code rout ines  to add a
few of these features, but  they would normal ly  need to be
accessed t hrough the USR func t ion - a rather cumbersome
and error-prone technique.
Wouldn' t  it  be nice to emulate commerc ial toolk it  programs.

and Just type HEN or DEL or DI R whenever you want  one of
the new rout ines? The problem is. of  course. t hat  Basic wil l
usually  give you ERROR 17 if  you t ry  to type any  word whic h is
not in its  vocabulary.  And Basic lives in ROM,  so you can't
alter it  in any  way. So how is it  possible to insert  new
commands?

To unders tand the answer.  you' ll need to k now a fair amount
about  machine code, and quite a bit  about  the Atari's  operat -
ing system, so the technique is not  for beginners.  Also, it 's  not
really  suitable for cassette users, because of  the inconvenience
of hav ing to load a lengthy  autoboot  tape before you can do
any programming.  But  for the growing army  of  machine-code
programmers  wit h disk  drives, here's how to add your OWD
direc t -mode commands  to Atari Basic.

32 i s s u e  67.  New Atari User

SNEAKING PAST BASIC
First ,  how can we sneak a word like DI R past Basic,  wi t hout

t riggering the error message? The answer is that  we writ e a
rout ine whic h intercepts  the c ommand before Basic sees it,
executes our new command,  t hen changes the c ommand word
Into a nice s t raight forward REM before handing it  on. This
cons Basic into t hink ing that  you've jus t  typed "REM" and hit
Return,  so it  obedient ly  print s  "READY'  and forgets the whole
thing,  never suspect ing what 's  been going on behind its back.
Intercept ing the c ommand is a bit  t ricky,  s ince we have to

modif y  the Display  Editor.  This  is a "device handler" in the
operat ing system, whose func t ion is to cont rol data t ransfers
between keyboard and screen. It 's in ROM, so we can't  alter it
direct ly ,  but  it  can be copied int o RAM. where modifi cat ions
are easy to make.

Every device handler has a table of pointers,  called a "vector
table". This  tells it  where to fi nd the various  rout ines  whic h it
might  need - rout ines  such as Open,  Close, Get characters.
Put characters  and so on, Anot her table, called HATABS,  holds
the addresses of all the vector tables. Every  t ime a handler
rout ine is called,  the operat ing system fi rst  examines  HATABS
to fi nd the appropriate vector table,  t hen examines  that  vector
table to locate the specific rout ine it needs.
Whenever you press RETURN.  the Operat ing System calls the

Edit or handler v ia HATABS.  looks to see whic h line the cursor
Is on, t hen uses the Editor's  GET CHARACTERS rout ine to
copy the whole of  that logical line f rom the screen int o a buffer.
Basic then examines  the buf fer to discover what  you've typed.
sorts t hrough its vocabulary  to fi nd a mat c hing word or words
and takes appropriate act ion.
To intercept  this  process, we mus t  fi rst  writ e a new GET

CHARACTERS rout ine,  and store it  safely somewhere in RAM.
Then we copy the Editor's  vector table f rom ROM into RAM.
where we can change it  easily. The t hird address in this  vector
table points  to the Editor's  normal GET CHARACTERS rout ine,
and we alter this  so that  it  now points  to the new rout ine we've
writ ten.  Final ly  we change HATABS (which is already  in RAM)
so that  every t ime the Editor is called, it  jumps  to our new
vector table rat her than (he original ROM one.
The new rout ines  are protected by changing the MEMI , 0

pointer,  to reserve space at the low end of  user RAM.  This
ensures that  our rout ines  wil l always occupy the same area
regardless of the host  computer's  memory  size, so we can use



NDS
II BASIC

non-relocatable mac hine code. Ty ping NEW won' t  erase it, and
we can easily  make it  immune to RESET.

A READY WRITTEN
ROUTINE

Now take a look at the source lis t ing.  Every thing f rom line
180 to line 700 - except for the JSR GODOS at line 390 - is
executed dur ing power-up.  The COLDST sect ion t raps  the
RESET rout ine and copies the Editor's  vector table f rom ROM
Into RAM. at  a place we've called NEWTAB.
Every thing f rom WARMST to line 700 is executed again

whenever you press RESET. I t  s tarts by doing the normal DOS
init ialisat ion,  t hen changes the screen border colour,  so that
you get a "f ull screen" effect. This  is a convenient  way  of
reminding you that  the new rout ines  are ins talled and ready.
for act ion.  The rest of  WARMST ensures that  various  pointers
stay as you want  them,  despite the RESET rout ine.  The
HATABS ent ry  is altered at l ine 520.  and the GET CHARAC-
TERS pointer ins ide our new vector table is changed at l ine
570.
Whenever a key is pressed, the OS Jumps t hrough HATABS to

NEWTAB,  and thence to our new GET CHARACTERS rout ine
at line 860.  This  starts by execut ing the original GET CHAR-
ACTERS rout ine in ROM.  then checks whether it  was the
Ret urn key whic h set things  moving.  I f  so, ENDLI NE saves all
the values whic h wil l  need to be res tored when cont rol is
eventually  handed back to Basic,  then SETEOL uses sub-
rout ine HUNT to see whet her the text buf fer contains  one of
our new commands .  I f  not, I t  lets Basic have the unchanged
line for processing as usual.
If HUNT fi nds the c ommand in COMTBL (line 1390).  it  stores

its address in a page zero pointer (COMPTR).  Lines  1090 to
1140 force this  address into the operand of  JSR EXECUTE.  so
that line 1170 produces a JSR to the rout ine whic h imple-
ments  that  part ic ular command.

ERASE (line 1190) t urns  the text in LBUFF into a full s t op.
Basic's abbrev iat ion for REM - followed by a carriage return.
Then all flags and registers are restored to their original
values, and the s imulated REM s tatement  is passed to Basic
for processing.  This  results  in the normal "READY" inessogr

Source
Code
Listing
overleaf

All our new c ommands  are held in a table s tart ing at line
1390. Ent ries  can vary in length.  but  they all s tart  wit h the
two-by te address of  their corresponding rout ine.  This  is fol-
lowed by  the c ommand name in ASCII  code, wi t h the last  let ter
typed in inverse to indicate end-of -ent ry .  You can easily add
new c ommand names  of your own.  but  the table mus t  end
wit h 0, and line 1560 puts  three in for good measure.
At present  all c ommands  except RUN,  DOS and D1R jump

s t raight  to RTS ins t ruc t ions .  You won' t  get an error message if
you type any of  these, but  of  course not hing wil l happen unt i l
you insert  appropriate rout ines.
The D1R c ommand - line 1890 - illus t rates  the k ind of  rout ine

you wi l l  need to write.  I t  s tarts  by check ing that  the next
non-blank  charac ter af ter the c ommand "DIR" is  a carriage
return.  Any t hing else means  that  there's a syntax error,  so the
rout ine exits via DERDN. s toring an error number  at the
address labelled ERRNUM (line 740).
l i t h e  c ommand is acceptable, DI R fi rst closes channel 1. then

re-opens it  to read the direc tory  f rom Disk  1. Since we've asked
It to search for "D: •, ' " (line 2400),  all records in the direc tory
wi l l  be printed,  along wit h the "free sectors" fi gure.
The RTS at line 2320 sends us back to ERASE (line 1190),

where the text buf fer is changed to s imulate a REM statement ,
then Basic  is allowed to take cont rol

AUGMENTING
EXISTING COMMANDS
RUN and DOS illus t rate a dif ferent  k ind of  command.  These

words  already  exist in Basic 's vocabulary,  so we're jus t  au-
gment ing their normal rout ines .  RUNGO (line 1690) s imply
restores the default  border colour,  and DOSGO (line 1760)
restores default  values for DOSINI  and the Edit or vector table.
But  in both these cases Bas ic  mus t  now carry  on process ing

the c ommand,  so we can't  do an RTS to ERASE. Instead, t wo
PLA ins t ruc t ions  remove the ret urn address f rom the processor
stack. t hen JMP HANDBACK gives cont rol to Basic wit hout
af fect ing the text buf fer.  This  means  that  Bask' wil l  receive the

continued on page 37
New Alan Use( - Issue 67 33
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Read each record in turn into our reseved bufferto read directory

o

Branch on error(all records)

LDA LBUFF,X

addr



Adding Commands to Atari Basic
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Interested in Turbo Basic?
Check this out 1 ]
)avai l ab l e from  the Page 6 XL L i brary

c ommand "RUN" or "DOS".  as t hough not hing had intervened.
The subrout ines  SKIPBLANK and HUNT are explained in the

source lis t ing.  They  can be called f rom other parts  of  the
program when ext ra c ommands  are inserted_ so you can use
them easily  for your own rout ines.  Not ice that  we indicate
success or failure of the rout ine by set t ing or c learing the
"carry" fl ag This  is a useful trick_ since it  allows  us to deter-
mine the f ol low-up act ion wit h jus t  one ins t ruc t ion:  BCC or
BCS-
The ent ire machine code program mus t  be loaded and init ial-

ised before Basic takes control,  so the source lis t ing is desig-
ned for assembly  into an AUTORUN.SYS file. I f  you're us ing
Atari's  own Assembler Editor_ the c ommand wil l  be:
ASM. ,AD:AUTORUN.SYS.
When the aut orun fi le has been successfully  loaded_ the

screen border wil l  change colour and you can t ry  t yping any of
the c ommands  in COMTBL.  You wi l l  see that  no error mes-
sages appear.  and Basic ignores most  of  the c ommands  com-
pletely.
RUN will restore the black border,  but  the full-screen effect

can be restored by press ing RESET. DI R wil l  pr int  the full disk
directory  on screen. Ty ping DOS wil l  erase all the machine
code rout ines ,  as their home is invaded by DURSYS.  In this
event_ you wi l l  have to go t hrough the power-up procedure
again to re-enable your new commands .

•

DS11105 ..TURBO BASIC PROGRAMMER'S KIT
Three disk  set. The essential accessory for anyone who programs
in Turbo Basic at beginners or intermediate level. Not only do you get
expanded documentation but also tutorials on creating Turbo prog-
rams in a structured manner with examples of often used procedures
Disk 1 has fully expanded documentation on Turbo Basic itself
every new command illustrated by example and with program listings
There is  also full information on the Compiler with step by  step
illustrations on how to compile your own program and create autoboot
disk. Here you will also find amendments to Turbo Basic that bring
small improvements in its use. On disk 2 you will find The Turbo
Journal, a newsletter style presentation giving step by step instructions
on creating a  program in Turbo Basic with each module explained.
Here is how you team to write structured programs so that Turbo oar
run at its best. Disk 3 gives a further instalment of The Turbo Journal
with tutorials on How to Use Module, How To Use Arrays and How
to Do Sorting, each illustrated by practical examples. On the other side
of the disk are over two dozen ready to use routines that you can
combine with your own programs to do a myriad of task from acces-
sing disk drives, to displaying text on screen or printer to sorting and
much more. You can save t ime and enhance your programs but
simply importing one of  these routines.

*  THREE DISK SET
*  FULLY EXPANDED DOCUMENTATION
*  COMPILER INSTRUCTIONS
*  DOZENS OF PRE-WRITTEN ROUTINES
*  SEVERAL TUTORIALS
*  A MUST FOR THE TURBO PROGRAMMER

Three disks that will enable you to get  the very best from Turbo
Basic, ev en i f  all you ever do is  compile the odd program.

Three disk set E5.95

New Alar, User Issue 67 37

I f  same, go check next character Get length of curent entry

STA COMPTR

3810 EQUAL

match not

Now check

no match
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telling it -how to show data on the screen. The ATARI
has some pre-programmed display  lists whic h are gen-

crated automat ically  when you give a graphics  command.  You
can also set up your own display  lists, or alter the ones that
are there already.
The display  list  s tarts  immediat ely  above the memory  area

used for programming.  You fi nd it  by
PEEK(560)+256•PEEK(561).  Dif ferent  display  lists use dif ferent
amount s  of  memory_ For instance.  the Graphics  2 display  lis t
only  takes up 24 bytes, whi le the GTIA display  lists (Graphics
9 to I I )  each use 202 bytes. The details  are shown in Table 1.
So what  k ind of  values do you get when you PEEK the display

list  locat ions? The numbers  fall into dif ferent  groups  depend-
ing on the display  list ins t ruc t ion:

Bla nk  scan l ine  ins truc tions  [Numbers 0, 16, 32, 48, 64,
80, 96, 1121: Blank  scan lines arc  lines wit h no text. They  are
used, f or example.  for the border at the top of  the screen and
also to split  up  the screen display.  An indiv idual scan line is
one pixel deep and is obtained by put t ing a 0 (zero) in the
display  list. You use the number  16 to get 2 scan lines. 32 for
3 scan lines and so on in mult iples  of 16 up to 112 for 8 scan
lines_ Eight  blank  scan lines  equates to the height  of  a
Graphics  0 character,

D i s p l a y  t ex t  i n s t r u c t i o n s  [Numbers 2, 3, 4, 5, 6, 7]: The
number 2 is used tor a Graphics  0 line.  6 for a Graphics  1 l ine
and 7 for a Graphics  2 line.  You need to redefi ne your charac-
ter set t o ut ilize the others:  4 and 5 are for Graphics  12 and 13
respectively and 3 is for a character set whic h is 10 scan lines
high.

TABLE 1
NUMBER OF BYTES USED BY

DIFFERENT DISPLAY LISTS

BYTES G R A P H I C S  MODES

24
32
34
54
94

174
176
202

2 and 13
0
1, 3 and 12
4 and 5
6 and 7
14
8 and 15
9,10 and 11
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Display  graphics ins truc tions  [Numbers 8. 9, 10. 11. 12,
13, 14,  15]: These numbers  are used as follows:  Numbers  8 to
11 are for Graphics  3 to 6 respectively; number  12 is for
Graphics  14. number  13 is  for Graphics  7, number  14 is for
Graphics  15 and number  15 is for Graphics  8 to 11 inc lus ive.

J ump a nd Load Memory  ins tructions  [Numbers 1, 64,
651: Load  Memory  Scan (LMS). indicated by the number  64.
means  load a memory  address. The ins t ruc t ion is always
followed by 2 other bytes, the 2nd and 3rd being the low and
high bytes respect ively of  the memory  locat ion in question_
JUMP,  indicated by the number I .  nieans  go to a part ic ular
locat ion in memory .  and it  is  always used in conjunc t ion wit h
an LMS ins t ruc t ion so that  Ant ic  knows  where to j ump to.

The text and graphics  display  ins t ruc t ions  are s ummaris ed in
Table 2. Inc identally ,  other display  effects - such as sc rolling
and int errupt s  - are achieved by set t ing ("t urning on") some of
the high bits  in the ins t ruc t ion bytes i.e.

Enable v ert ic al  s c rol l ing:

Enable hor iz ont a l  s c rol l ing

Enable an in t er rupt :

Set bit  5 of  the ins t ruc t ion
(add 32)

: S e t  bit  4 of  the ins t ruc t ion
(add 16)
Set bit  7 of the ins t ruc t ion
(add 128).

LOOKING AT
A DISPLAY LIST

PROGRAM 1 asks you to input  a Graphics  number  between 0
and 15 and then print s  out  the display  list for that  mode on
the screen. I f  you t ry  out  a few dif ferent  numbers  you wi l l  see
that  they all more or less follow the same format :
Firs t .  112,  112.  112:  This  means  show 8 blank  scan lines
three l imes  -Le. 24 scan lines (the height  of  3 Graphics  0
characters) in all.

Nex t ,  3 numbers :  These tell Ant ic  what  part  of  memory  is to
appear on the screen. The fi rst  number  is a Load Memory  Scan



( LISTS
TABLE 2

DISPLAY TEXT/GRAPHICS
INSTRUCTIONS

2 G R A P H I C S  0
3 N o t  available in BASIC
4 G r a p h i c s  12
5 G r a p h i c s  13
.6 G r a p h i c s  1
7 G r a p h i c s  2
8 G r a p h i c s  3
9 G r a p h i c s  4

10 G r a p h i c s  5
11 G r a p h i c s  6
12 G r a p h i c s  14
13 G r a p h i c s  7
14 G r a p h i c s  15
15 G r a p h i c s  8 to 11

ins t ruc t ion (64) plus  a display  text /graphics ins t ruc t ion (2 or 4
to 15). The other two numbers  point  to the s tart ing address of
the screen data. This  memory  area is called "screen RAM" and
it is located between the display  list and the top of RAM.

Next,  a  series of  the same number : These are the display
text or graphics  ins t ruc t ions .
Next,  the numbers 66,  9 6  and 159: These are more instruc-
t ions to Ant ic  telling it  what  part  of  memory  to show. This  t ime
we're dealing wit h the text window:  66 means  Load Memory
Sc ani641plus  I  mode 0 line (2). 96 and 159 are the low byte,

continued o r
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SR 4  R E M  *
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MT 6  R E M
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b e r  t h e  c o m p u t e r  w i l l  p r i n t  i t s  d i s p
l a y  l i s t "

GP 1 2 0  7  " o n  t h e  s c r e e n  a n d  a s k  y o u  t o  e n
t e r  a n o t h e r  n u m b e r .  I n p u t  ' I S '  t o
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high byte pointers  to the s tart  of  text window screen memory .
whic h starts at  memory  locat ion 40800 (96 + 256* 159) for all
Graphics  modes.

Next ,  t he numbers  2, 2,  2:  These are the remaining three text
window (Graphics  0) ins t ruc t ions .

Fina l l y .  3  more numbers :  These direc t  Ant ic  back to the
beginning of the display  list  so that  the process can be repe-
ated for the next  screen f rame.  The fi rst  number  is always 65,
c ompris ing a Load Memory  Scan 1641 and a J ump (I ) ins t ruc •
hon.  The other two are the s tart  of the display lis t  address in
low, high byte order.

A few of the display  lists are a lit t le more complicated t han
this  because they have a 3 byte LMS ins t ruc t ion somewhere
around the middle.  You can see this  wit h Graphics  8 to 11 and
wit h Graphics  15. This  arises because these modes use a lot  ol
memory  - more t han 4K - for their screen display.  Ant ic  mus t
have a LMS Ins t ruc t ion for every 4K of  memory  because it  can't
deal wit h more than this  amount  in one cont inuous  block,
Also. Graphics  9 to 11 don' t  have the "66, 96.  159,  2, 2, 2"
sequence because these modes don't  have text windows .

ALTERING
A DISPLAY LIST

Display  lists can be altered easily  because they are located in
RAM. All you have to do is POKE new ins t ruc t ions  into the
chosen display  list locat ions.  For instance.

10 OR. 0:0L,PEEK(560)+256*PEEK(561)
20 POKE DL+15,7
30 POKE DL+16,7

puts  two lines of  Graphics  2 text  around the middle of  a
Graphics  0 screen. Generally  speaking.  you can mix  graphics
and text modes any  way  you want ,  a l t h o u g h
-
y o u  s h o u l d  w a t c h
out  for a few things.

First ,  the screen is only  phys ically  capable of  showing 192
vert ical scan lines of  graphics / tex t  at  a t ime,  so your new
display  list should reflect this.  For instance,  Graphics  0 char-
acters are 8 scan lines high and you can fi t  24 rows of  them on
the screen; Graphics  2 characters  are 16 scan lines high,  so
you can only  fi t 12 rows into the same space. Table 3 gives
details  on scan lines used by dif ferent  modes. Simply  div ide
the scan lines into 192 to see how many  rows  of characters or
graphics  lines can be accommodated on the screen.
Secondly. dif ferent  modes  use dif ferent  amount s  of bytes per

line and your screen display  can get a bit  confused If you
replace *high memory  l ines  wit h ' low memory '  ones or vice
versa, For example.  the following lis t ing replaces the second
row of  a Graphics  0 screen (40 bytes per line) wit h a row of
Graphics  1120 bytes per line):

10 OR 0:0L-PEEK(560)+256*PEEK(561)
20 POKE DL+6,6
30 FOR N-0 TO 3:? 'LINE •:N:NEXT N

If you RUN this  you wi l l  see that  the text gets displaced half
way across the screen alter the Graphics  I  row.  This  is be-
cause the screen display  is s t ill work ing in terms  of  40 bytes
per line. The usual solut ion is to put  in compensat ing rows to
br ing the pos it ioning back into sync. For instance,  in this  case
a second 20 byte line,  such as

25 POKE DL+7,6

returns  the alignment  to normal.  Table 4 shows the bytes per
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TABLE 3
NUMBER OF SCAN LINES PER

CHARACTER/BLOCK IN THE
DIFFERENT GRAPHICS MODES

SCAN
LINES

16
8
4
2
1

GRAPHICS MODES

2, 13
0 ,1 ,3 ,12
4,5
6,7
8, 9, 10, 11, 14 ,15

BYTES/
LINE

10
20
40

TABLE 4
BYTES PER LINE IN THE

DIFFERENT GRAPHICS MODES

GRAPHICS MODES

3 and 4
1, 2, 5, 6, and 14
0, 7, 8, 9, 10,11
12,13 and 15

line used by each of  the Graphics  modes.
Thirdly .  you mus t  remember that  the computer wil l  cont inut
,to "think ",  and accept commands ,  in terms of  the original

screen display  rather t han the amended list. For instance,  I f
you put  a Graphics  2 l ine on a Graphics  0 screen, t hen you
s hould use the normal  PRINT command,  rat her t han PRINT
#6, to display  text.

That  jus t  about  covers the basics on display  lists. The best
way  to fi gure out  what  you can do wit h t hem is to experiment .
At t he end of  the day, even if  you mess up the screen totally ,
jus t  remember that  the original display  list  address is res tored
when you change graphics  mode - so s imply  type Graphics  0
and start  again!

SCREEN RAM
A knowledge of  screen RAM becomes useful as you delve

deeper into display  list modifi cat ions .  For instance,  i f  you put  a
text ins t ruc t ion on a graphics  screen, you can use screen
memory  to display  your message, as the normal PRINT com-
mands  don't  show characters in the drawing modes. This  is
among the topics covered in my  art ic le in Issue 66 of New Atari
User - check it  out!
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- so It's just as well that Micro-
Discount prefer to call it plain

ARTEFACT instead! The game is one of
MD's latest Polish acquisitions stemming
from their  exclusive distr ibution arrange-
ment with Holland's A.N.G.
Artefact is an arcade adventure in the

traditional mould,  wi th the usual  helping
of objects to utilise, nasties to avoid and
locations to explore. Acting out the pre-
stigious role of Mark Graham - *the
Earth's greatest secret agent' - you en-
gage upon a top-priority mission to re-
cover a lost spaceship. To you will need
to collect dozens of artefacts and deter-
mine exactly where they must be used, to
enable your progression into new areas
of the sprawling moon-base.
The scenes are drawn using high-re-

solution mono graphics with excellent
use of shading and animation effects.
Sound, however, is strangely subdued.
Mr Graham - who is dressed as an astro-
naut-- is large, intricately detailed and
well animated.  I le can walk in either
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MV2) is. as you might have
guessed, the sequel to Miecze

Valdgira which was reviewed back in
issue 65. Micro-Discount have obtained
the successor title from Polish software
house A.S.F. and have provided an En.
gush translation of the instruction book-
let (the game itself contains Polish text).
MV2 is supplied in a relatively lavish box
which additionally holds a cardboard
code table that's required as part of a
copy protection system. When prompted.
you have to enter an appropriate four
character code from a selection of 255
possibilities.
We're told that King Aida
-
.  w h o ' s  
w e l l

known to the kingdom of Ilelgorti. has
discovered that a bloodthirsty knight

direction, stoop to pick up
artefacts and 'fly' by firing his
jet-pack. The jet responds
realistically and requires
some practice to avoid over-
shooting the intended target.
Al though there are literally
dozens of objects scattered
throughout the moonbase, you can only
hold three items simultaneously.  When
you pick up an object, it's placed in one
of three 'windows' below the main play-
field- I f all windows are full you must
either exchange an existing object for the
new one, or 'use' something at an
appropriate location. For  example. a key
will open up a locked door, and poison
can dispose of a nasty - but some of the
problems aren't quite as obvious!
Occasionally you're asked to enter a

security code, You must refer to the card-
board photocopy-unfr iendly table of pass
codes supplied with the game. and enter
the four characters corresponding to hex
digits displayed on-screen. The proce-
dure is reasonably straightforward and

MIME VALDGMA
named Zenon has stolen the
'magic eye of cyclops'. Zenon
is using the power of this eye
to invade the tranqui l  green
land of Dale and, to restore
peace, he must be stopped.
The King has decided to track
down Zenon,  re-capture the

eye and thereby free Dale from the hor-
rors that might otherwise unfold.  Your
job in this arcade adventure is to man-
oeuvre the King through a variety of
screens, collect objects that may be use-
ful later on and endeavour to avoid nas-
ties. When you come across something
worth retaining, you can deposit it into
one of three 'pockets'. Obviously you'll
then need to find out where the item
should be used.
Graphics are generally well done. Initial

ly I was worried the brownish colouring
of the first few rooms would set the stan-
dard for the game, but later scenes are
much more pleasantly shaded. Detai l  is
good and the various nasties are certain-
ly not lacking animation. The main
screen portion is bordered by high-re.

must be a sensible anti-piracy measure -
but mind you don't lose that cardboard!
It seems that when your niission is com-

plete you are treated to a short Um'.
though I've a feeling I may not sample
this potential  delight for some time.
Artefact is an enjoyable arcade adven-

ture blessed with an outstanding
graphical component.  The asking price
may be slightly higher than average, but
the game itself will not disappoint.

Title: A R T E P A K T  PRZODKOW
Publisher: A .S.F .
Supplier: M i c ro - D i sco u n t
Format: D i s k
Price: £ 9 . 9 5
Reviewer: P a u l  Rixon

solution drawings of a treasure chest and
other artefacts, together with a read-out
of your remaining lives and current
score. You can choose to have con-
tinuous musical accompaniment,  or
sound effects only if preferred.
MV2 is a competently programmed

game but loses some playability through
the lack of English screen text. You will
need to write down your perception of the
objects found (not always easy!) against
the Polish descriptions, or simply use
them by trial and error. Micro-Discount
say they're going to provide additional
help in due course. Hopeful ly this will be
in the form of a translation sheet fi r  all
items, as this would improve the playa•
bility rating no-end.

Title: M I E C Z E  VALDGIRA
Publisher: A .S.F .
Supplier: M i c ro - D i sco u n t
Format: D i s k
Price: . C 7 . 9 5
Reviewer: P a u l  Rbcon
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GRAVITY AND 0
Learning a  programming
language is only one part  of
writ ing a  successful prog-
ram. Even i f  you are an ex-
pert  in Atar i  Basic you wi l l
not be able to create prog-
rams i f  you don't under-
stand the theory behind cer-
ta in concepts. Here John
Young explains how gravity
can be simulated in your
programs
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thing from science. in this case the Law of Gravity. The
program listed is written in standard Atari Basic, but

runs quicker with Turbo flask-. It plots the path of a satellite
orbiting the Earth. By changing the initial situation, it is
possible to get a range of different trajectories.
The Law of Gravity was proposed by Isaac Newton as long ago

as the seventeenth century and is. at first glance, simple: two
point masses will attract each other with a force inversely
proportional to the square of the distance between them. This
means that if you move two masses twice as far apart,  the
attraction is quartered (Le, divided by 2 squared). I am reluc-
tant to put an equation in. as I 'm sure it will put people off, but
It simply means what I have just said in words, and the
program I am going to introduce relies on it.

MI  and M2 are the masses (measured in kilograms) and r is
the distance between them. G is what is known to us jargon
junkies as a constant of proportionality, and it is just a
number  which tells us how big the forces are. The minus sign
means the force is attractive.
The situation we are going to apply this Law to is a satellite

orbiting the Earth. The Law also applies to everything else
(actually this isn't quite true, but we'll let it passl. so there will
he a force between two jam jars on your ki tchen table, bui  this
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Force - G * M  I *M2 /

is so small compared with the forces between the earth and
each jam jar that we don't notice.
The satellite thing is quite topical. as we can pretend it is the

Hubble space telescope (well it was topical when this was
written), but it could he the moon.
We need to know what happens to the satellite when the

gravitational force acts on it, and we are indebted to Mr
Newton again, because his Second Law of Motion is F=Ma
(mass * acceleration). Rearranging this gives a=F/ M.  There is
thus an acceleration on the satellite given by the force acting
on it divided by its mass, the force being given by Newton's
Law of Gravity above. Acceleration is just the rate of increase
of velocity, but in a specific direction, which in this case is
towards the Earth.
Because we have a satellite which has a velocity in a certain

direction, and has a force on it. and hence an acceleration
towards the Earth (which is likely to be a different direction;
see diagram 1), we have to use x and y components of velocity
and acceleration. Now, we pretend that the acceleration is
constant over a small time interval (say DT seconds. where DT
is a fraction). This means that the change in a component of
velocity in a time DT is just the component of acceleration at
that time multipl ied by DI .
I shall now describe the program, which plots the path a

satellite will take if placed above the Earth with a certain
velocity (if still, the satellite will fall straight towards the
Earth). The path will be in two dimensions only as, provided
the satellite is not moving into or out of the screen to begin
with, there is no force to make it do so.

Lines 20 to 80 set various constants used. These include the
position and velocity of the satellite. Line 90 calls a subroutine
to draw a disc to represent the Earth.  The movement loop first
uses the acceleration due to the force of gravity to change the
velocity ilines 210 & 220),  as described in the previous para-
graph, and then changes the position (lines 230 & 2401, pre-
tending velocity is constant over the time interval DT.  Final ly
the position is plotted onscreen and collision with the Earth is
checked for.
The approximation of constant acceleration mentioned above

can lead to problems. I f the calculated path of the satellite is
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Diagram i

Satellite

Earth

Velocity
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RBITS
not smooth it  is likely  that  this  is not  the t rue path,  and the
value of  DI  used needs to be reduced.
The box shows exact ly how I got the f ormulae used in lines

210 and 220.  but  you can ignore this  if  you want .
As printed,  the program places the satellite above the Earth.

t ravelling parallel to the surface below with speed UX. This
results  in a very nearly  c ircular orbit .  Changing UX (line 60)
Changes the behav iour of  the satellite s ignifi cant ly .  Try  the
values 15, 6 and 5. For  the lat ter two DT needs to be reduced
to 0.2. I n all cases the orbit  is an ellipse, and the size and
shape depends on 1.1X. For the value 15 the ellipse is very
large. and goes of f  the screen, giv ing error 3 (going off the other
side gives error 141).  When UX is 6. the orientat ion of  the
ellipse changes as the satellite moves. Reduc ing UX to 5 gives
an ellipse whic h goes t hrough the Earth,  so the satellite
crashes.
I haven't  ment ioned how satellites get int o orbit  in the fi rst

place. A rocket, or the space shut t le for American ones, is  used
to accelerate the satellite t hrough the s t rong gravity  close to
the Earth.  You can sec why  this  is necessary by set t ing the
init ial pos it ion close to the Earth's  surface (e.g. X.O.  Y=I  I ) and
giv ing the init ial velocity a vert ical component  (UY not zero).
You wi l l  fi nd this  has to be very large to avoid an immediat e
crash.
The princ iples  out lined here could be used as the basis for a

game. For example a satellite could be given rocket t hrus ters
cont rolled by the player,  who mus t  guide the satellite into a
stable orbit .  I f  anyone could writ e such a game and make it
playable.  I 'm sure it  would s tand a good chance of  being
inc luded in the magazine.
That 's  it f or now,  and I hope some of  this was interest ing.

thagram 2

Earth
—

\

Accet

X S a t e l l i t e

FEEDBACK PLEASE!
I t hought  that  I 'd t ry  something a bit  dif ferent  f rom the usual

puzzle games but  it 's quite diffi cult  to k now where to pitch this
art ic le so I would apprec iate any  feedback t hrough Mailbag.  I t
would be useful to fi nd Out i f  you fi nd this  sort of  material
Interest ing, and whet her more or less depth is wanted,

E l  I  R E M  1141414(41-114HH1414(444HH1411H14•114146414HIFIG*A4HHI

0 8  Z  R E M  *  O R B I T S  P R O G R AM  I :  S A T E L L I T E  *
EA 3  R E M *

F L  4  R E M  *  B y  J o h n  Y o u n g
EC  5  R E M  *
EN  6  R E M  *  N E M  A T A R I  U S E R  -  A P R I L  * / 4  *
EO 7  R E M
MN 8  R E M
P P  1 0  G R A P H I C S  8

I T  1 5  S E T C O L O R  2 , 0 , 0 : C O L O R  1
D 1 9  R E M   1 1 1
-
4 1 K 4 f r I A T T .
r
1

U F 2 0  X H A X = 2 0 0
CM 3 8  G M = 1 0 0 0 0
F Z  4 0  R = I 0
T Z  5 0  X 0 = 0 : Y 0 = 8 0
OK 6 0  U X = 1 1 : U Y = 0
R J 1 0  F T = 2 0 0
RR 0 0  D T = 8 . 5
ML 9 0  G O S U B  1 0 0 8

GR 9 9  R E M   4 1 0 1 1 E A T L E 1 1
WS 1 0 0  X = X e : Y = Y e
PK 1 1 0  U X = U X : U Y = U Y

BT  1 9 9  R E M  E Z I M E fi l l E M M I A W I L .
F A 2 0 8  F O R  1 = 0  T O  F T  S T E P  D T
GO 2 1 0  U X = V M
-
G M * X * E X A 2 .
1 Y A 2 1 A - 1 . 5
* 0 I

HG 2 2 0  U Y = V Y
-
G M * V * ( X .
2 . 1 Y .
,
2 ) A - 1 . 5 * D I

F A 2 3 0  X = X + U X * D T
F Y  2 4 8  Y = V + V Y * D I
GG 2 5 0  P L O T  1 6 0
4 .
X * 0 0 1 X M A X ,
6 0 4
-
Y * 8 0 / X H A K

R 0  2 6 8  I F  5 O R I X A 2 . Y .
,
2 1 ( R  T H E N  
P R I N T  
" G R A
% .

1 1
1 1
! "
: E
N
D

KM  2 7 8  N E X T  T
OH 2 8 0  E N D
2 1  ' 9 9 9  R E M
X X  1 0 0 0  S R = R * 8 0 / X M A X
UN 1 0 1 8  F O R  S Y =
-
S R  T O  
S R

TM 1 8 2 8  5 X = S O R I 5 R 2
-
5 Y A 2 .RU 1 0 1 8  P L O T  1 6 8 s 5 X , 8 8 + 5 Y : D R A W T O  1 6 0 - S X , 8

0 + St t
Y J  1 0 4 0  N E X T  S Y
AO 1 0 5 8  R E T U R N

()R AW P L A N E T

TECHNICAL DETAILS
Here is the detailed stuff. It is meant to bo read in conjunction
with the main article.

The force between two masses is given by
Force = -G*M 1 *M2/r
2

The acceleration of the mass M2 due to this force is force/mass,
so

AcceLA= -G*M1/r
2

Splitting this into components (see diagram 2) AX and AY

AX = A*cos T = A* X/SOR (X
2
+Y
2
)

AY = A*sin T = A* Y/SQR (X
2
-4 -Y
2
)

Putting in the expression above for A

AX = -GM* X/(X
2
- t-Y
2
)
3
.
2

AY = - GM * Y / ( X
2
4 - Y
2
)
1 2

(GM is a new constant equal to G*Ml)

These expressions are used in lines 210 and 220 of the program,
the changes in velocity components being these multiplied by DT
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B e f o r e  I s tart  the next  part  of  the Textpro tutorials  I
would like to thank  J ohn Bunt ing for his  let ter.  He
wrote to advise on the c omment  I made about  the

Tex tpro manuals  pr int ing progressively further down each
page. As this  can be a rec urr ing problem I wi l l  go int o it  a bit
f urther and pass on his  advice.
Two things  cont ribute to the phenomenon.  I t  usually  occurs

when the sof tware uses line feeds to advance the paper to the
top of  next page. The paper in the USA is nearly  all quarto (8.5"
by I I " )  unlik e ours  whic h is A4 I 11.625" long).  Mos t  con-
t inuous  print er paper follows the American s tandard (t rue A4
can be obtained,  but  is rather diffi cult  to fi nd and generally
more expensive), but  s ingle sheet printers  in t his  count ry  are
more likely  to use A4. At  the normal 6 lines per inch the US
paper can accommodate 66 lines while A4 can in theory  take
89, so if  the print  c ommands  are made line by line wit h no
page break  c ommands  a print er us ing A4 cont inuous  paper
wi l l  s tart  to print  the fi rst  lines of the second page at the
bot tom of  the first_
I use A4 paper in my  HP Deskjet .  and so if  my reasoning

above was correct  each page of  the pr int out  would be 3 lines
higher on the page t han the prev ious one, but  in fact it
ac tually  moves DOWN! !  So what  is going on? Ink jet  printers
have unprint able areas at the top and bot t om of  the page due
to the paper handl ing mec hanis m (the rollers  that  hold the
paper in place). The max imum number  of  lines I can mak e it
print  is 67. I f  I jus t  print  a s t ring of numbers  down the page
us ing a very s imple one line program:

10 FOR X=1 TO 701RX:NEXT X
I get I  t o 64 on the fi rst  page and 65 to 70 at the top of  the
second. This  is ev ident ly  what  the document  pr int ing program
of  Textpro achieves - two lines short  of  the US quarto 66 and
so my print out  s lips two lines down the page each t ime.
There is one more problem that  can beset you if  you invest  in

t rue A4 cont inuous  paper for a printer.  The paper length
(11. 625) is not  a whole number  of  sixths of an inc h - this
means  that  there are not  an exact number  of lines on a page. it
is 0.125 or one eighth of  an inch out  f rom the line above and
0.042 or one twenty -fourth f rom the line below. This  can cause
a print  out  to wander very s lowly  up or down the page.
probably  only  not iceable when a mult i-page document  is
printed.

BACK TO TEXTPRO
Moving on f rom the absolute basics of  Textpro int roduced last

time. I have prepared a let ter for us to manipulat e into a bet ter
form. I assume that  you do not  want  to learn to type. jus t  to
use Textpro.  so the bare text of  the let ter is on this  issue's disk
as LETTER.TXT.  What  I have done is type the text of  a let ter (a
totally  fi ct it ious one) wit hout  any  cons iderat ion for format .  jus t
typing and put t ing in a [RETURN] at the end of  each paragraph
and a second [RETURN] where I want  a whole line space
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between paragraphs.  I f  you pr in t  it  out  as it  s tands it  looks like
fi gure 1. Probably  the easiest way  to load this  is to put  the
Page 6 disk  in your drive and type [CTRL]+rn. This  wil l  lis t  all
the files on the disk, Use the arrow keys to move the highlight
onto LETTER,TXT and type [CTRId+L.

FORMATTING
Firs t  we need to format  the let terhead (as we did last t ime -

remember?).  Firs t  mak e certain that  your cursor is in insert
mode. Type ICTRLI+land look at the top line of  your screen. I f
it says "Replace Mode" press [CTRL]+I again and it  wil l  read
"Insert  Mode".  Now move to the beginning of each of  the fi rst
three lines and insert  [SELECTI+c to centre them,  and at the
beginning of  the date line put  [SELECT]+e to align i i wi t h the
right  edge.
The line that  s tarts  "Account  No -  is the let ter t it le or

reference so we wil l  underl ine it. Move your cursor to the
beginning of the line and type [SELECTI+o. ISELECT]+e and
ISELECT]+c only  affect the line they are in, but  [SELECT]+u is a
toggle that  switches underl ine on unt i l  it  is  used again to t urn
It off. [CTRL]+z wil l  move the cursor to the end of  the line to put
the second [SELECTI+u in place.
In t he line that  s tarts  "I tem" we need to put  a ISELECT]+o at

the start  and end of  each word as the three words  are headings
for the c olumns  of  data following.  I n Tex tpro every thing is
underl ined inc luding spaces when ISELECT]+u t urns  underl ine
on, so i f  you do riot  want  to underl ine spaces it  is necessary to
switch on and of f  for each word.  Do not  worry  that  insert ing
the [SELECT]+u characters  upsets the al ignment  of  the head-
ings wit h the c olumns  - these characters  do not  take space in
the print ing,  only  on the screen.
It would be a good idea to indent  the columns  of  data f rom the

main text. Pos it ion the cursor on the line above "I tem" (it  is
Just a "bent  ar row
-  
[ R E T U R N
]  
s y m b o
l ) .  
N o
w  
p r e
s s  
I S E
L E C
1 I
+ 1

followed by 10 (with no space between).  This  changes the left
margin f rom the default  (5 characters) to 10. This  mus t  be
restored to normal below the tabulat ion,  so go to the line above
"Tak ing them in order. . . " and type [SELECT1+15 (not fi f teen.
small I and 5).

SEARCH AND REPLACE
Enough of  format t ing,  lets go on to something a bit  dif ferent.

Search and replace can be a very useful tool part ic ularly  in
long documents .  For instance when I was preparing this  doc ii-
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merit  I realised that  P I N +  and [SELECT)+ would be c oming
up several t imes,  and as my  typing sk ills  are not  very good
such unus ual characters  s low down my  progress markedly .  So
I jus t  put  in ccc for [CTRLI f  and sss for [SELECT]+ and then at
the end did a global search and replace of  each in t urn.  This
also works  wit h acronyms.  You can use the abbrev iated f orm
while t yping and then expand to the full f orm for the conveni-
ence of  your readers.

In Tex tpro there are two ways to do search and replace.
Global replace is done wit h [CTFILI-i-g. Firs t  remember that  the
replace starts at the cursor pos it ion and goes on to the end of
the document ,  so use two [CTRL)-th's to get to the top of your
document  (Home) before you start .  Cont inuing wit h our let ter
to the fi c t it ious Bui lding Society type [CTRL)+9 and the prompt
"Find: " appears  in the top line.  Type in "Indirec t " and hit
[RETURN] (note the capital I in Indirect).  The prompt  in the top
line changes to "Change to:", so type in "Direc t ".  Now as soon
as you hit  [RETURN) the search and replace goes quick ly
t hrough the whole document .
If you sc roll t hrough the document  you wi l l  see that  the

correct act ion has  been taken in the table and the t it le of  the
Direc t  Debit  paragraph.  but  there is s t ill an "indirec t " in the
body text of that paragraph.  This  has not  been changed be-
cause the search and replace is case sensit ive and wil l  only
fi nd exact matches.  Let  us  change this  one us ing the other
method.
Go back to the top of  the document .  Now type

[SELECT]+ICTRL1.0. The "Find" prompt  appears  again.  Type in
-
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the "Change to:" prompt  appears.  Type in "direc t
- a n d  [ R E -TURN]. This  t ime not hing seems to happen.  We have set up  the
search and replace s t rings  (they each can be up  to 30 charac-
ters long),  but  the search has not  yet been carried out .  Type
[CTRLI-t-f and the cursor wi l l  jump to the fi rst  occurrence of  the
search s t ring "indirec t ",  I f  we want  to replace it  [SELECTI+c will
carry  out  the change. otherwise another [CTRI•]4 wil l move on
to look for the next occurrence.  I n our document  there are no
more occurrences so "Not  f ound" appears  in the top line. This
method for search and replace is longer and s lower t han the
global method that  we used fi rst ,  but  it  is muc h safer as you
get a chance to rev iew each replacement  before i l l s  acted on.
As hit t ing [RETURN] terminates  input  at both the "Find: " and

"Change to:" prompts  you may  t hink  that  you can not  search
and replace a [RETURN]. Fort unat ely  the authors  of  Textpro
realise that  this  would be a very useful feature (and one that  is
not  available in many  other word processors) so they made it
possible_ I f  you want  a [RETURN] in the search or replace
st rings put  it  in by press ing [ESCAPE] then [CTRL)+. At  this
stage you may  wonder why  this  is useful - one example would
be edit ing a pre-format ted doc ument  fi le f rom another (non--
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p u ssle d  b y  t i l e  f o l l o wi n g  i t e m s ,  e ach  o f  wh i ch  1 1  d e scri b e d  i i  d e t a i lL ate r-

! te e
. 1 2 3 4
sUite 4 1
0012384%
0120023

Data
1 Jam  1 1 9 4
5 l e a  1 1 9 4
5 J a n  1 9 9 4
IS  J i l l  I S . .

T akin g  t h e .  i n  o r d e r , -

h o a C r i p t i O n
T r • P i a a c t I O a  C h a r g e
S tan d in g  O rd e r
D u p l i cate  e n t r y
I n d i re c t  D e b i t

-n  T ran ase t i o n  Ch arg e

L wi s h  t o  q u e ry t h e  2 5  p o u n d  T ra n s a c t i o n  ch arg e -  I  u n d e rsto o d  a t  t h e
t i e .  Ope ne d m y acco u n t  t h a t  I  wo u l d  n o t  h ave  t o  p a y  an y  b an k ch arg e !.
I t  I  k e p t  t h e  Acco u n t  co n t i n u o o e l y i n  c r e d i t -  I  kn o w t h e t  t h e  b a l an , e
d i d  ) u s t  d i p  b e l o w z e ro  f o r  a  d ay  d u ri n g  t h e  l a s t  acco u n t i n g  p e ri o d ,
b u t n o  ch arg e  wa s  mad e  a t  t h a t  t i m e .  s o  wh y be rn i t  ap p e are d  n o w.
.n  s t an d i n g  O rd e r

Se cond ,
h e  
s t a n
d i n
g  
o r
d e
r  
p
a y
m
e
n t  
o
n  
5  
J
a
n
u
a
r
y  
-  
t
h
i
s  
s
h
o
u
l
d  
b
e  
f
o
r  
a
n

amount a t  I S  p o u n d s,  b o t  ap p e ars i n  t h e  • t ate m e n t  w i t h  a n  ad d i t i o n a l
IS p e n ce  ad d e d _  I s  t h i s  a  .
h i d d e n .  b a n k  
c h e r g e f  
I  
d e  
n o t  
r e c a
l l

se e ing  a n  a b o u t  ch arg e s f a r  d i r e c t  d e b i t s  i n  y o u r co n d i t i o n . .
r Wro n g  ae o e n t

Z n t ry 0 0 1 2 3 9  se e S a t o  h ave  e rro n e o u sl y d e p l I ce te d  t h e  1 0  p o u n d  p aye e s!
an d .  i n  t h e  p re vi o u s t ran i se ct i o n  ( 0 0 1 2 ) . i .  T h i s  e h o o l d  i n  f a c t  b epounds.

./1 i n d i r e c t  D e b i t

F i n a l l y  t h e  I n d i r e c t  d e b i t  h a .  ch an g e d  f r o ,  e a r l i e r  m o n th s.  i n c re a s i n g
b y 4  p o u n d . -  I l l e a  t h i n  i n c re a s e  o r i g i n a t e d  f r o .  t h e  p aye e  o r  i s  i t  y e tan o th e r o f  y o u r  b o o kke e p in g  e r r o r s ?

1 a w a i t  y o u r i n v e e t i g a t i o n  an d  r e p l y  o f  t h e se  q u e st i o n s w i t h
imp atie n ce  an d  s o . .  an n o yan ce ,

YO U,. f e i t h f u l t y

l u l l  r i  n i a y r O M

F i g u r e  1 .  The 'bare bones" letter as it  wou ld
appear without the effect o f fo rrna tt ing  - check
overleaf to see the effect o f a fe w simp le  commands

Textprol source. The source document  might  have each line
format ted wit h a [RETURN) at the end and you want  to s t rip
these out  t o make cont inuous  text up to the paragraph end.
This  can be done quick ly  by the f ollowing sequence:

I. Search for paragraph ends (usually  [RETURN] [RETURN])
and replace wit h any  unus ual s t ring (say ##).

2. Search for line ends (single [RETURN]) and replace wit h a
single space.

3. Search for ## and re-insert  the paragraph breaks  1[13E-
TURN) [RETURN)).

INTRO TO MACROS
Now we wil l  take a fi rst  look at macros.  Tex tpro has a very

powerful mac ro capabilit y  that  allows you to automate the
things  that  you do most  regularly  and I wi l l  revis it  t he subject
In a later art ic le,  but  this  t ime I wi l l  jus t  show you how to load
and use one of  the macros  supplied on the Tex tpro disk.
Firs t  go to the top of  the let ter again.  Now type ICTRI I+v  and

the top line wi l l  prompt  "Load Macro>D: ".  Type NUMBERMAC
and [RETURN), t his  loads the macro.  When act ivated this
mac ro scans t hrough the doc ument  and if  it fi nds  ".n "any

continued d r
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where it will replace it with a number  in sequence
from I  to 50. This provides a handy way of auto-
matically number ing paragraphs after you have
completed a document,  allowing you to shuffle the
order of the paragraphs as much as you like dur -
ing the creation wi thout having to worry about
changing the numbering.  Now you know why ".ri
Is typed at the start of each paragraph.  Just hit
[START] and watch. The macro first saves your
piece in a temporary file TEXTPRO.TEM so if any-
thing goes wrong you can get it back.  Then it goes
on to change each ,n to a number .  Scroll through
the letter and you will see the numbers in place.
You may have noticed that the NUMBER macro
disables the Help system. This is because the help
is itself a macro. I t can be restored by [CTIRL]+v
TEXTPRO.MAC.

PAGE BREAKS
Before you pr int out your text it is best to look at

the page breaks to make sure that you are not
splitting the text at a bad point.  Take your cursor
to t
h e  
l
a
s
t  
l
i
n
e  
o
f  
t
h
e  
l
e
t
t
e
r  
a
n
d  
h
i
t  
(
C
T
R
L
I
-
t
w

(where am I?). I f your letter is still the same as
mine after all the changes the top line on your
screen will show "Page 2, Line 20". This is where
the cursor position will appear  on the printed
page. Go up to the heading "4. Direct Debit" and
press [CTRLI-iw again. This time you will get "Page
I, Line 5 6 .  Line 58 is the last line on the page and
line 6 the first line of text on the next page with
the set up that we have. so we are now just above
the end of the page. You can move the cursor
through the text to find the last word on page I
t[SHIFT]+[RIGHT ARROW] will take you along a
word at a time). I make the last word "by" in "..
increasing by 4 pounds ..".
It would really be better l i the whole of paragraph

4 was on the second page. Move your  cursor to the
start of the line "4. Direct Debi t .." and type
[SELECT)+n - this forces the end of page. I f you
move your cursor down to the bottom line of the
document and type [CTFIL]+w again you will get
"Page 2. Line 23" showing that 3 lines have been
pushed down from page

Well. I  must end here, Al though this article
seems to have grown very quickly, I have not
covered as much ground as I expected. I am find-
ing Textpro quite a complex word processor, but
that means it is also very capable and can be
tailored to suit a great variety of needs. I f vou have had
particular problems with Textpro please write to me and I will
try to solve them for future articles.

My address is:
Ian  F in layson, 6 0  Roundstone Crescent, East
Preston, West  Sussex, B N 16 Itigo
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Th e  M a n a g e r
W o o l y  N a t i o n a l  B u i l d i n g  S o c i e t y
R u s t i n g t o n
W e s t  S u s s e x  5 5 0 0  I Z Z

D e a r  S i r ,

ACCOUNT N O 1 F 9 J T h 4 J

I w r i t e  t o  e n q u ire  a b o u t  some  a n o m a lie s w h ich  I  h a ve  n o t ice d  i n  t h e
m o n t h l y  s t a t e m e n t  f o r  t h e  a b o v e  a c c o u n t  s e n t  t o  m e  l a s t  w e e k .  I  a m
puzzle d  b y  t h e  f o l lo w in g  i t e m s,  e a ch  o f  w h ich  i s  d e scr ib e d  i n  d e t a i l
la t e r .

1121 D a t e
001234 1  Ja n  1 9 9 4
509847 5  Ja n  1 9 9 4
00123849 5  Ja n  1 9 9 4
000023 1 8  Ja n  1 9 9 4

T a k i n g  t h e m  i n  o r d e r : -

I . T r a n s a c t i o n  C h a r g e

60 R u u n d s t o n e  C r e s c e n t
Ea st  Pre st o n

W e s t  S u s s e x  B N 1 6  I D Q

ra fira iLit i2 1 3
T ra n sa ct io n  ch a rg e
Sta nding o r d e r
D u p lica t e  e n t r y
I n i r e c t  D e b i t

10 F e b r u a r y  1 9 9 4

I  w i s h  t o  q u e r y  t h e  2 5  p o u n d  T r a n s a c t i o n  c h a r g e .  I  u n d e r s t o o d  a t  t h e
t i m e  o p e n e d  m y  a c c o u n t  t h a t  I  w o u l d  n o t  h a v e  t o  p a y  a n y  b a n k  c h a r g e s
i f  I  k e p t  t h e  a c c o u n t  c o n t i n u o u s l y  i n  c r e d i t .  I  k n o w  t h a t  t h e  b a l a n c e
d i d  j u s t  d i p  b e l o w  z e r o  f o r  a  d a y  d u r i n g  t h e  l a s t  a c c o u n t i n g  p e r i o d ,
b u t  n o  c h a r g e  w a n  m a d e  a t  t h a t  t i m e ,  s o  w h y  h a s  i t  a p p e a r e d  n O W .

2 . S t a n d i n g  O r d e r

Second t h e  st a n d in g  o r d e r  pa yme nt  o n  5  Ja n u a ry -  t h i s  sh o u ld  b e  f o r  a n
a m o u n t  o f  1 5  p o u n d s ,  b u t  a p p e a r s  i n  t h e  s t a t e m e n t  w i t h  a n  a d d i t i o n a l
15 p e n c e  a d d e d .  I s  t h i s  a  " h i d d e n "  b a n k  c h a r g e ?  I  d o  n o t  r e c a l l
s e e i n g  a n y t h i n g  a b o u t  c h a r g e s  f o r  d i r e c t  d e b i t s  i n  y o u r  c o n d i t i o n s .

3 . W r o n g  A m o u n t

En t ry 0 0 1 2 3 9  se e ms t o  h a ve  e r ro n e o u sly d u p l ica t e d  t h e  1 0  pound pa yme nt
m ade i n  t h e  p r e v i o u s  t r a n s a c t i o n  ( 0 0 1 2 3 0 ) .  T h i s  s h o u l d  i n  f a c t  b e  1 8
p o u n d s .

4 . D i r e c t  D e b i t

F in a l ly  t h e  d i r e c t  d e b i t  h a s cha nge d f ro m  e a r l i e r  m onths,  in c r e a s in g
by 4  p o u n d s. H a s  t h i s  in cr e a se  o r ig in a t e d  f ro m  t h e  p a ye e  o r  i s  i t  y e t
a nothe r o f  y o u r  b o o kke e p in g  e r r o r s?

I a w a i t  yo u r  in v e s t ig a t io n  a n d  r e p l y  o f  t h e se  q u e st io n s w i t h
i m p a t i e n c e  a n d  s o m e  a n n o y a n c e ,

Y o u r s  f a i t h f u l l y

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

F i g u r e  2 .  File  letter after the formatting commands have Laken
effect. Note the centred headings. underlin ing, indentation and num-
bering o f paragraphs. The page break occurs before heading number
4, a lthough we  have put the two  pages together to save space

•

TE X TP RO is ava i l ab l e  from  T h e  PAGE
6  PD L i b r ar y  a t  th e r eg u l a r  pri ce o f
£ 2 . 5 0 .  S en d  a cheque or postal  order,
or  o rder  w i th  V i sa or Access,  to
Page 6, P.O. Box 54,  S tafford,  S T16 1TB.

Telephone 0785 2 1 3 9 2 8



UM PROGRAMMING

INSTANT ERIS
by David Sargeant

A programming t ip for fellow Atarians  - always  save the back
issues of  New Atari User,  they  can give useful hint s  on future
programming projects. There was an interes t ing art ic le in
Issue 45 f rom Ian Finlayson about  screen fl ipping.  This  pro-
vides a way  of  s toring more t han one screen image in the
computer's  memory  and ins tant ly  'fl ipping between these as
they are needed. A s imilar technique can also be used to fl ip
the text window.  I originally  developed this  to make menus
ins tant ly  accessible, but  you might  fi nd other uses. Here is a
short  program to demons t rate my  meaning.

D E M O N S T R A T I O N  •  This  jus t  shows how to print  text to
the main screen. Note the use of  the PRINT#6 command.
Alt hough this  screen is used for text, the c omput er regards
this  as Graphics  One. Text  does not  scroll as in a normal
screen, so be careful of  print ing outs ide the borders.

C H A N G E  M E N U  - After the menuing system has been
init ialised,  it  is all cont rolled by the variable TW1NDEX wit h
the range of  0-2 to indicate one of  the 3 menus  in the system.
This  variable is used to access the array  TEXTW1NDOW to fi nd
the high byte of  the storage address for the respective menu.
ithe low byte is always T h e s e  2 bytes are then copied to the
text window pointers in the display list which has the effect of
the menu being displayed Instant ly .

I N I T I A L I S E  - Thr oughout this initialisation routine the
screen display  is t urned of f  by s toring 0 in address 559,  I t  is
t urned on again by  s toring 34 i n  the same address,

R E S E R V E  S P A C E  - The text window in a graphics mode is
in mode 0 and requires  160 bytes (40 bytes per line,  4 lines).
There are 3 menus  in this  demons t rat ion and I want  to use a
page for each, so 3 pages need to be reserved behind RAMTOP
for this .

C H A N G E  D I S P L A Y  L I S T  F o r  this demonstration I need
a main text screen of mode 0 proportions (20 rows. 40 col-
umns ) and a normal mode 0 text window (4 rows .40 columns l
for menus .  I have chosen to adapt  a s tandard mode 12 screen,
it  is really  for mult i-c oloured text, but  it  gives the right  number
of  rows and columns  and it  automat ically  provides a text
window.  I ts  display  list can then be altered to print  normal  text
by changing it  to Ant ic  mode 2.

SET  UP MENUS IN  T EXT  WINDO W - For each menu
in t urn the high byte of its s torage address is copied to the
array  TEXTWI NDOW and the text window RAM addresses
660,661 (text  window equivalents  of 68.89) are updated.  The 4
menu lines are read in t urn f rom the data s tatements  and
stored by set t ing the cursor to the top of the text window and
print ing in the normal way. Af ter the menus  have been pro-
cessed. the variable TW1NDEX Is set and the menu display ing
sub-rout ine is called to begin the demons t rat ion.

m o  I  R E M  * WwwwwwwWWWWWW- 6 - 0 - 0 1 . - R - 6 4 0 - 0 4 4 1 .0 WWWww
ZH  2  R E M  *  I N S T A N T  M E N U S
VZ  3  R E M  *  b y  D a v i d  S a r g e a n t
5 0  4  R E M  *
LO 5  R E M  *  N E W  A T A R I  U S E R  -  A P R / 1  ' 5 4  *
WI  6  R E M  l i a m * * * * * * * * * P H R
-
* * * * * * * * * * *
NM 7  R E M
GL 1 4  ( O T O  2 0 0 0 0
WM 1 0 0 0  R E M  F I W a i r id u l1 1 4 4 4 M
UP 1 0 1 0  P O S I T I O N  5 , 2 9  U 6 :
-
. M . M I M M O M M M

I .1 1 1 :1 1 1 1 t 1 1 1
-XL  1 8 2 0  P O S I T I O N  1 2 . 6 : '

,  
U b : " D e m o n s t r a
t i o n

811

mm 1 0 3 0  I F  P E E K C 7 6 4 ) = 2 1 1  T H E N  P O K E  7 6 4 , 2 5 5
:R E T U R N

OW 1 0 4 8  I F  P E E K T 7 6 4 1 3 3  T H E M  P O K E  7 6 4 , 2 5 5
:G O SU O  1 0 8 0 0

0 0  1 8 5 8  G O T O  1 0 3 8
AR 1 6 0 0 0  REM HMOMMAMAAT
OS 1 0 0 1 0  T W I N D E X = T M I N D E X + 1 ; I F  T M I N D E X ) 2

H EN  T W I N D E X = 8
MV 1 8 8 2 0  T W H I = T E X I M I N D O N C T M I N D E X I : P O K E  0 1

I 5 T 4 2 6 . 0 : P O K E  D L I S T . 2 7 . I M N I : R E T U R N
r e  2 0 0 0 0  R E M
D e  2 0 0 1 0  G O S U B  2 5 0 0 0 : R E M  I n i t i a l i s e
SS 2 0 0 2 0  G O S U D  1 0 0 0 : R E M  D e m o n s t r a t i o n
UU 2 8 0 3 0  P O K E  5 5 9 , 8 : P O K E  1 0 6 , R A M T O P :G R A P H

I C S  0 : E N D
GE 2 5 0 0 8  R E M  M m u m u m m H O p M E
T X 2 5 0 1 0  R E M  M I M M M O O M M M R M
ZG 2 5 8 2 0  G R A P H I C S  1 2 : P O K E  5 5 9 , 0 : R A M T O P = P E

E KC 1 8 6 ,
e l  2 5 8 3 0  M E N U 5 = R A M T O P - 3 :P O K E  l e b , m i r A u s : G A

AP M I C S  1 2 : P O K E  5 5 / . 8
ES 2 5 0 4 0  S E I C O L O R  1 , 0 , 2 : S E T C O L O R  2 . 0 , 6 : 5 E

TC OLOR  4 , 9 , 2
M J 2 5 0 5 0  P O K E  0 2 , 1 : P O K E  0 3 , 3 9 : P O K E  7 5 2 , 1
VX 2 5 0 1 , 0  R E M  E a r i r r n i l a r r n a
r
M t r i a
D T  2 5 0 / 0  D I
-
I 5 T P L E K (
5 8 0 2 • 2 5 5
.
1 0 P E t R t 5
8 1 1

J i  2 5 0 0 0  P O K E  D L I S T I 1 , 6 6 : F O R  T O  2 4 : P 0
KE D L I S T + I . 2 : N E X T  I

/ R 2 5 0 / 0  REM ODBMII  . 1 2 7 / M
KU 2 5 1 0 8  D I M  T E X T W I N D O W ( 2 1 . 1 / N E S T S 8 i
VF 2 5 1 1 8  F O R  1 = 2  T O  8  S T E P  - I
PR 2 5 1 2 0  P A G E = M E N U 5 4
,
I : T E X I M I N D O N T I 1 z P A
G E

GM 2 5 1 3 0  P O K E  6 6 0 , 0 : P O K E  6 6 1 , P A G E
T E 2 5 1 4 0  F O R  J = 0  T O  3 : R E A D  L I N E S : P O K E  6 5 6

, J : P O K E  6 5 7 , 1 7  L I N E S : : N E X T  J : N E X T  I
MO 2 5 1 5 8  T M I N D E X = 2 :6 0 5 U I S  1 0 0 0 0 : R E M  S e t

r s t  M e n u
SN  2 5 1 6 0  P O K E  5 5 9 , 3 4 : P O K E  7 6 4 , 2 5 5 : R E T u R N
UT 3 0 0 8 0  R E M
I S  3 0 0 1 0  D A T A

ZFI 3 0 0 2 0  D A T A  i  m e n u  H 3
n e x t  m e n u  1

uo 3603e DATA 1

JO 3 0 0 4 0  D A T A  g

J I  3 0 0 5 0  D A T A

Z I  3 0 0 6 0  D A T A  1  M e n u  H 2
n e x t  m e n u  1

U E  3 0 0 / 0  D A T A  1

KE 3 8 8 8 0  D A T A

J V  3 0 0 9 0  D A T A

X I  3 0 1 0 0  D A T A  1  M e n u  u l
n e x t  m e n u  1

U J 3 0 1 1 0  D A T A  1

J J  3 8 1 2 0  D A T A

mAIA •  • R A M  CONTROL

N D O  A

1

1

OMMR0 t o  s h o w

M * M S .  t o  e x i t

ormn to show
• g g =  t o  e x i t

ommmn to show
N A M  t o  e x i t

New Mori User - Issue 67 4 7



contact „. contact III contact contact

FOR SALE
FREE ADVENTUREIII : Alter my
first adverture Th e  Cave, I now
Present my second adventure writ-
ten for the Alan Classic. 'Ye  Ol(1e
House'. To recerve a copy corn.
pletely free ot charge. send a d isk
with SAE to Mr. John Fostretl, 26
Auckland Road, Kingston•upon-
Thames Surrey KT1 3 8 0

CASSETTES: Atari games, a ll at
E1,50 each Yo g i. Ninia comman-
do, Mario Bros Icarti, River Raid
,
:
c
a
r
t
)
.  
G
r
e
e
n 
B
e
r
e
t
.  
S
u
p
e
r  
H
u
e
y
,

Mercenary 1 A l l  cassettes and
leads more. Will post. Mr M . Ben-
nett. South Lodge, Whitewebbs
Park. Clay Hill, Enfield. Middx.
EN2

800XL SYSTEM: 800XL. 1E60
diSk dilvfi, 1010 recorder (may
need Menton) Software consists
of Fields of Fire, Leaderboard,

Pursuit, Silicon Dreams, Za k
1. Deadline, Eastern Front. The
Pay-Off and various Other Atari
User d isks E100 for the lot! May
be able to deinter in Yorkshire or
the North-East, Call Eric Watson
on 0609 778761

XE SYSTEM : 130XE with Ultra-
mon and Centronics printer inter-
lace built in; 1050 disk cirm3 with
Happy built in. 1010 cassette re-
corder (reliable Japanese made
unit). Complete system including
manuals and original games on
cassette and disk Al l  in  good con.
drbon. can be shown working
V110 or near offer. Please phone
Ian Weernan for more details on
Lincoln (0522) 546145 (Sundays
onlyq

GAMES & STUFF: A number of
Atari Classic cassette games from
El each, or buy the lot for E30 -
will swap for 850 interlace and ST
to XL cable Modimaster. ES (hardly
used) Many Atari ST games for
sale includrig Star Wars. Gauntlet,
Midwinter. Carrier Cormsand trom
£3 each . the lot Inc E35 Also
need to clear out my ST mags
Send SAE for fists to: David
Danes, Pen.Tycidyn. Cape! Cacti.
Llangefni. Anglesey. Gwyeedd
LL77 7UR - or e-mail me on,
M8I1009306rriMermac.uk

CLASSIC ATARI SETUP: 800XL,
disk drive XF551 tape  drive XC12,
Centronics printer cable with inter-
face All power packs, DOS 2 5.
DOS.XE. MYDOS, Ming Office
Atari Tootle( Alan Writer. Turbo
Basic and a  number of Page 6
disks. Venous manuals. Et  25
Derek Shipley. 18 Hester Place.
Burnham-on-Crouch. Essex. Tel
0621 784747

4 8  i s s u e  0 7  - N e w  Atom User

XL SYSTEM : 800XL, 64k. 1050
disk drive. 1010 and XC12 tape
decks Excellent condition, leads
and manuals supplied, £70 ono.
Software (over 100 games •  Page
6 and PD) for above, a ll original On
disk,tassillOM, E50 ono Technic-
al Reference Manuals. El O. De Re
Alan, El l )  1 2  assorted Mari
Books. E2D ors) 9 2  assorted Men
U se r Ar ia lo g
,
Pa g e  6  
m a g s
.  
£ 1 5
.

Will accept £150 for the lot Te l
Nottingham (0602
.
1 
8 2 1 8 7 9
RARE AMERICAN SOFTWARE:
All the games inentiOned are com-
plete with manual and box. Most of
them are very rare. moreover they
are brand new, most never used!
Mountain King (ROM), E6; World
Karate Champonship (Epyx disk),
E6, Super Huey (Cesrai disk). E4,
Fun With Art (Epyir ROM) £6 ,
Phamah's Curse ISynapse cass )
£4, Ghostbusters (Activision dist il.
£3. Zaxson lorigrnal Datasoft
cass). E
-
3 . I f  
y o
u  
c h
o o
s e  
t
w
o  
i
t
e
m
s

or more. add Cl and you'll receive
according to your choice. Nino
American disk versron) o r Nibbler
(disk). European postage is 20% of
total order, packing is free. You
can pay by hickag sterling notes in
a 5.25 dusk. it 's much faster than
normal P.O. or you can write me
first to check the items you want.
Berthault, Pierre-Andre. 9 Rue De
La Tour 751 16 Pans. France.

CASSETTES; Over 50 cassettes,
venous garries old and 'sew, 10
'Old Atari User magazines. E25
inc. postage Phone Jason on
0778 426409

GAMES CONSOLE: Large version
26(() garnes console in great COn
,dition with rare H E RAD cartridge
and Donkey Kong. Margate (like
Defender). Paanan Phoenix. Mini-
ature Golf and Combat On e  Alain
joystick Al l  for £17 (Inc. p&p) Also
XtreE software on cassette, d isk
arid ROM Send SAE to Oar
,Baverstock. le g  Mackie Avenue,
Patcham, Brighton, E Sussex BN1
8SE o r phone 102731 883630

XE SYSTEM; 65XE. XC12 recor-
der ITurbol, 2  joyst icks 1029 prin-
ter
: 
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(Turbo) Al l  manuals and boxed.
E100 o n  a M a y split. Phone 0803
835431. S. Devon

VARIOUS: 1060 d isk drive, E75
1010 recOrdar, v g c  with instr
Offers for Page &New Atari Usei
issue I t o  16. 17 to 59 with d isks.
Alan User Vol. 1 t o  4, Ant ic Vole 1
to 45 various, Analog Nos 1 2  to
45. Can deliver locally, otherwise
buyer pays postage. Phone John
Funbrelge Wells) 08912 863281
tof details of books and software
also available

HARDWARE & BOOKS: Offers
please invited for 8 0 0  tilted with 3
16k RAM boards and 10k ROM.
0X853 spare memory board: set
connecting leads. 2 transtormer
units; 410 recordtir; 25 C15 Cas-
settes; 2  Joystick controaers
(boxed': 4  Basic cartridges
Assembler Editor Cartridge &
does, Graph-lt cassettes & does.
Paoman ROM, Atari 400•600 User
Manual: 400.600 Hardware manu-
al. 4 0 0
,
8 0 0  
O p
e r a
t i n
g  
S
y
s t
e
m

Source Listing. 4004300 Technic-al
Reference Notes; De Re Man,
4 0 0
,
6 0 0  
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11 dreerent books Cr, the Alan inc.
Mapping and Your Atari Computer
Arthur Aylieff . 18 Lynwood Chase.
Bracknell Berksh ire  R012 3.JT.
Tel 0344 54480

PRINTER: 1029 printer, excellent
condition with manual and soft-
ware. £50. Phonemark cassette
deck, CIO. Loads of cassette
games. Send s.a.e. for full fist
Disk adventure Enchanter from In-
locorn. original box and docu-
ments, E10. Harry, 30 Framlield
Read, London N5 IUU. Tel. 081
801 2969 evenings

XE SYSTEM : 65XE with XC12 re-
corder w it h  High Speed Rambe
upgrade), 2  joysticks, over BO
games on RONAlcassette. NM I
wags 3110 66. Atari Writer and
Basic Tutor * I' (includes program
ming literature and software!. All
items boxed and in immaculate
condition E120 o n a Te l 0782
516200 (Stokeon.Trent)

COMPUTERINIIVE; Alan 130XE
and a Happy Disk Drive (1050) kdr
sale I  wish to sell it  tot E400 sterl-
ing inc. postage. I f  someone is in-
terested either Waite to me, Paul
Farruiga, a l 11 St . Paul Street,
Loge, LOA 03, MALTA or contact
me on the phone at (0356 800706
between 8pm and 1 Opm Sunday to
Friday and from 2 3Cpm to 4.30prn
on Saturdays

XL SYSTEM: 800XL plus 1050
disk drive, boxed, a ll cables and
manuals Tw o  systems £85 each
one with printer interlace Other with
joystick. Tel Macclesfield 0625
501534

XE'St Three Atan 65XE's as new
E20 each or three for E55. One
Alan 65XE. sight  fault. £10. Power
supply, new f"12 Te l 0203
501404

WANTED
SOFTWARE; Archon II, Winter
Events. Winter Olympiad -
8 8  a n dRawkquest on  disk. Phone Jason
an 0778 426409

WANTED URGENTLY: Zorli II or
Spellbreaher by inlocom. Originals
only please I  will pay E5 each or
will exchange for disk games -
arcade o r adventure. Contact Mark
Stinson on 0952 641360 or at 7,
Arleston Lane Wellington, Tellord
TF1 2LT

FLIGHT SIMULATOR II : Complete
set of manuals lot Whit version
wanted. Reasonable price paid
Write to N . Henry, 3  Coral Close.
Ballinagarvey, Ballymoney. Co.
Antrim, BT53 7PH

SOFTWARE: I  am !oohing for
Broderbund's 'Karatelia' on ROM.
'Koronis Rift' horn Lucasfilm, re-
leased b y Act ivism  in 1985 on
disk and Tynesoft's 'Winter Olym-
piad '88' I  will pay generously for
all, especially Karateka. in  good
condition (box, instructions etc I . I f
you have them but they aren't in
great condition. phone and I shall
still buy for a lower price, Dan
Baverstock on Brighton (0273)
883630

INTERFACE: Cheap 850 interface
and ST to XL cable wanted Write
to: David Davies. Pen-Tyddyn,
Capel Coch, Llangelni, Anglesey.
Gwyne00 LL77 7UR - or e-mail me
on. MBITDC93060neswaculu

POWER SUPPLY; 1050 (UK)
PSU, must be working and in  good
condition, send me offers including
p&p Contact Mr. A. McIntosh. 21
Roman Road, Bonn/bridge Slid -
ingshire, FK4 2DE. Scotland

BLACK MUSIC COMPOSER: Has
anyone written any music files for
'Black Music Composer' and can
anyone roll me if  there is a version
that is MIDI compatible. Contact
Mr. A. McIntosh 21 Roman Road,
Bonnybricige, Stirtingshrre. FK4
2DE Scot land

REPAIRS; Wanted person or com-
pany that can repair and service
my Atari e-bit equipment, must be
cheap and reliable or does anyone
have the 8 1 0 1 0 5 0
1
0 2 9  
h a r d w a r e

technical manuals. either Original
or photocopy for sale Or Can lend
me a copy. Contact Mr. A. McIn-
tosh, 21 Roman Road. Boenyb-
ndge, Stirlingshire FK4  2DE,
Scotland

TOUCH TABL ET: Atari Touch
Tablet with AtariArtisi caresdge,
must have protective nylon sheet
over tablet surface (a g. good con
dition with a ll pixel sensors Sine-
 honing) Phone Tunbridge we lls.
Kent 10892) 549780 any time
(answetphonel.

TUTORIALS: Atari language tuto
,nal tapes wanted, e  g Conversa-
tional English. French. Spanish Or
programming tutorials with casset-
te based speech. Phone Tunbridge
Wells. Kent (0892) 549780 any
time (answerphone)

TOUCH TABLET: Wanted Touch
Tablet tC.
, 
8 0 0
X L .  
R
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M  
c a
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AlanWriter, SpartaDos etc Phone
Alan Turnbull on 0670 822492

CHIP: Wanted Controller chip No.
CO25953 for upgrading Atari 85XE
to 13oxE. Also  Happy chip set Iry
upgrading 1050 disk drive. Tel
0203 501404

PEN PALS/HELP
PROGRAMMERS CLUB: Thui
Atari Classic Programmers Club
needs more members I I  you e a r l
help to get the most Out of the
Atari. then p in  us now. Member-
ship fees to suit most pockets.
Also the chance to write your ow,
commercial software from designs
already la id  out with  graphics and
sound provided. For info, send an
SAE to ACPC, Pen-Tyddyn, Capel
Coch. Llangeks, Anglesey. Gwynedd
1177 TUB. You can o  mail us On
M8ITDC9306@nereac uk

PENPALS: Wanted Atari 8-tot
penpals with a disk drive I  have a
256k Alan 800XL. 810, Cued 1050
and 1029 printer, around 500
disks, most of Page 6, Atari User,
Monitor. N.A.U.. TWAUG and
some Antic and Analog 'nags. 23
boo ts , In t°  programmong lan-
guages like 'Assembly', 'C , 'Pas-
cal' Tu rb o  Basic'. stripy FRP
games lee  Ultima and the like and
some arcade games I  am 27,
single and unemptoyed I  have had
an Atari 8  bit since 1985. Contact
Mr A  McIntosh. 21 Roman Road.
Bonnybridge, Stelingshire FK4
20E, Scotland

CONTACT is FREE of  charge to subscribe rs and ma y be used
by a n y ge nuine  Ata ri e nthusia st f o r conta cting othe r own•
Cr,, An y notice  m a y be  include d e xce pt those  offe ring soft -
WS= o n ly f o r sa le  o r  exchange o r  those  offe ring ite m s fo r
sale comme rcia lly. The  Ed ito r reserves the  right  t o  o m it  o r
edit a ny notice  re ce ive d a t h is discre sion. I f  space Ls t ight .
notices m a y be  shorte ne d mnd addresses m a y be  om it te d
with o n ly te le phone  numbe rs be ing publishe d.
Send yo u r C ON TAC T n o t ice  t o  C ON TAC T. PAG E ft. P.O .

Box 8 4 . Sta f ford . ST 1 8  I D E .  Ple a se  writ e  yo u r o o lice  On
a se pa ra te  she e t  o f  pa pe r. n o t  a s p a rt  o f  a  le t t e r .

FOR SALE WANTED P E N  PALS A D V I C E  H E L P

S T I L L  S O M E  D U S T  C O V E R S  L E F T
A T  O N LY  0e2 e a c h !

W e  s t i l l  h a v e  q u i t e  a  f e w  d u s t  c o v e r s  l e f t  f o r  t h e  l e s s  c o m m o n  e q u i p m e n t .  s o  t h i s  i s
y o u r  c h a n c e  t o  g e t  i t  c o v e r e d  f o r  n o m i n a l  c o s t .  W e  D O  N O T  h a v e  c o v e r s  f o r  8 0 0 X L ,
X E  m o d e l s  o r  1 0 5 0  d r i v e s  b u t  y o u  m a y  b e  l u c k y  w i t h  t h e  o l d e r  m o d e l s  o f  c o m p u t e r s ,
d r i v e s  a n d  c a s s e t t e s .  W e  D O  N O T  h a v e  c o v e r s  f o r  A t a r i  p r i n t e r s  o r  C i t i z e n s  b u t  y o u
m i g h t  b e  l u c k y  w i t h  E p s o n ,  B r o t h e r ,  P a n a s o n i c  a n d  S t a r  p r i n t e r s  a n d  o n e  o r  t w o
o t h e r s .  G i v e  u s  a  r i n g  a n d  w e ' l l  t e l l  y o u  i f  w e ' v e  g o t  t h e  c o v e r  y o u  w a n t

PHONE PA G E  6  O N  0 7 8 5  2 1 3 9 2 8  - THEY CAN'T EAST FOREVER!
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CLASSIC ROMS
RESCUE ON FRACTULAS

One of the all t ime c lassics available again.
You need to rescue the Ethercorps pilots  stran-
ded on the planet Fractulas by fl y ing your
rescue craft in through the mountains  and
complet ing the tricky  landing, You don't  have
long as the pilots  will soon die In the poiso-
nous atmosphere. Des igned by George Lucas,
of Star Wars fame, and regarded the turning
point of home computer game design. Part
fl ight s imulator,  part arcade shoot, totally
addictive, totally  compelling.

ROM
CARTRIDGE O U R  PRICE £7.95

134NL_LEI L A Z E  Ft

Raffillener

The year is 3097 and you are the contes-
tant in the mos t  compet it ive and by far
the most  popular sport  in the universe.
Jump immediately  into head-to-head ac-
t ion against  a f riend or hone your skills
against  a select ion of  Droids.  Either way,
you're in for the match of  the century!
Excellent graphics  and split  screen ac-
t ion have made this one of the Atari
classics.

ROMCARTRIDGE O U R  PRICE E7.95

TENNIS
Forehands and backhands, dr iv-
ing approach shots,  angled vol -
leys, over head sm ashes  a n d
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 bes t .  P lay  s ing les  agains t
the c omputer o r  another p lay er
or doubles  agains t  another play -
er. E ither way  the ac t ion is  fas t
and furious .

ROM CARTRIDGE
OUR PRICE E6.95

POLE POSITION
Everyone has heard of Pole Posi-
t ion, t h e  ra c in g  g a me  t ha t  i n -
spired almost every racing game
since. I t  may  be the original and
some o t h e r  g a me s  m a y  hav e
added features  but  Pole Pos it ion
still re t a ins  i t s  c hallenge a f t e r
many years. One of  those games
that has exactly the right  balance
of g a me  p la y  a n d  graphic s  t o
make i t  a  c las s ic  t hat  w i l l  las t
forever. It it  is  not  in your collec -
tion, mak e amends  now while  i t
is s t i l l available

ROM CARTRIDGE
OUR PRICE E5.00

B A S K E T B A L L
The original basketball game gets back to ba sics but, like  the VCS version. is lots
of fun Y o u  ca n dribble ,  shoot,  pa ss,  b lock shots a nd even ma ke  ste e ls. F ive
different game variations a llow up to tour players to compete on the 400.800 and
two on  the  XL I E . Sometimes, like  the  e a rly games, simple  graphics ca n mean
addictive pla y and a  lot  o f  fun!

ROM CARTRIDGE
OUR PRICE JUST £4.00!

AVAILABLE AGAIN!
A lot of the games that long time owners regard
as the or iginal 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 i f  you are a new owner these are
guaranteed winners - grab a couple today!

LODE RUNNER
Back again, but only  for a short time. One of
the most highly  rated and challenging platform
games of all lime 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 des ign your own. Sure to be in great
demand but we only  have a limited stock.

ROM
CARTRIDGE O U R  PRICE E7.95

MILLIPEDE
Creepy c rawly  bugs  lik e jumping
spiders, buz z ing bees, bounc ing
beetles, mosquitoes , dragonfl ies ,
inchworms  and earwigs  have in-
vaded y our garden patc h -  and
you've got  to blas t las t  to get rid
of them! But  watch out!  The mil-
lipedes are the mos t ins idious  in-
sects of  all!  Fas t ac t ion graphics
and real b u g  s ounds  mak e t h is
game jus t  lik e the arcade smash
hit. Uses joystick or TRAK-BALL.

ROM CARTRIDGE
OUR PRICE E5.95

JOUST
In da y s  of  ol de  w hen knights
were bol de  -  the y  never  s a w
anything l i k e  thi s !  Y o u  d o n
your helmet,  hoist your  lance -
and m ount your  ostr ich to do
battle w i th t h e  e v i l  Buz z ar d
Riders i n  d e e p  s pa c e !  P te r -
odactyls t o  t he  r i ght o f  y ou,
alien eggs to the left - learn to
fly so you w on't die so very far
from home. All the thrills of the
arcade ga m e  for  one  o r  t w o
players

ROM CARTRIDGE
OUR PRICE E6.95

M A N Y  I T E M S  O N  T H I S  P A G E  A R E
N O W  I N  L I M I T E D  S U P P L Y  S O W E
A D V I S E  E A R L Y  P U R C H A S E
SEE ALSO OGRE AND BATTALION
COMMANDER ON DISK OVERLEAF
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More new software
4:3 G  IR E.

Challenge the Ogre, a  cybernet ic supertank program-
med to co ld ly annihilate anything in  it s peth. Set  on
21st cen tu ry batt lefields. th is game o f  strategy is for
either one o r two p layers. Conventional forces such  as
nuclear-armed tanks. speed veh icles,  howitzers and
infantry must  be skilf u lly deployed to defend 8 com-
mand post  Th e  composit ion and placement o f  un its Is
crit ica l in  destroying the Ogre wh ich  has mult ip le
weapon systems and t h ick armour p lat ing. Ogre is an
adaptation o t  a well-respected board game arid w ill
appeal t o  a ll st ra tegy fans. A game editor is included
for last ing appeal.

DISKONLY O U R  PRICE E6.95

FIGHT NIGHT
vriA'r NEHT

Fight Night brings  you all the thrills  of the
boxing ring as you face five of  the most brutal
fi ghters ever. Its fi ve separate battles are total
war with relentless action. The Box ing Con.
structor Set allows  you and your opponent to
create your own perfect boxers, selec ting sta-
mina. intellec t and style. Train, spar and step
into the ring to pit  your perfect boxer against
the computer or another opponent. For one or
two players.

ROM O U R  PRICE E7.95

CENTIPEDE
Imagine you l ive i n a n e n-
chanted mushroom patch til-
led wi th bother some bugs.
Get those Centi pedes wi th
your bug blaster. Watch out
for t he  spiders,  fl eas  a nd
scorpions,  t he y  a l l  ha v e
magical powers -  a nd they
are after you! 1 or  2 players

ROM CARTRIDGE
OUR PRICE E5.00

, L A W

• f r r i

ASTEROIDS
Asteroids surround you! Use
your photon cannon t o  de-
fend your  spacecraft from a
field o f  aster oi ds.  The s e
enemy as te r oi ds  be c om e
progressively smaller,  swi f-
ter a nd  m or e  danger ous .
Watch out tor enemy saucers
too! For  1 or  2 players.

ROM CARTRIDGE
OUR PRICE E5.00

O N E  O N  O N E
Play basketball with two of America's
top players in this great sports simu-
lation which features realistic offen-
sive and defensive moves, fatigue fac-
tors, hot streaks, a shot clock, even
Instant replay and a shattering back-
board! Like the game of basketball
itself, One-on-One rewards you for
playing with your head as well as your
hands. Master the joystick moves,
sharpen your timing and hone your
reflexes. Jump! Shoot! Score!

ROM
CARTRIDGE O U R  P R I C E  E 7 . 9 5

BATTALION COMMANDER

DISK

N O W  O N  D ISK!
An e xciting re a l-lime  ta ctica l game with you a s
lieutenant colone l in charge  of an entire  a rmoured
battalion. Choose  from five  different sce na rios from
a t ra in in g  m issio n  a g a in st  a  So vie t  tank ba t ta lion  t o
tough a ssignme nts aga inst the  Chinese . You can
adjust the re la tive  stre ngths of your lorce s and the
oppositiOn and choose from 40 different terrain
maps a nd five  different sce na rios. Enough va rie ty to
last f o r ye a rs!

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 disgrunt led 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!

nom O U R  PRICE E7.95

ARCHON
A un ique  bat t le  c ombin ing  e le -
ments of  fantasy with the s trata.
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
burs ts  I n t o  l i f e  w i t h  bans hees ,
goblins  a n d  sorceresses .  They
Cast s pells ,  t h ro w 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

HARDBALL
All t h e  t h r i l ls  o f  Am e r ica n  b a se b a ll
can b e  yo u rs o n  a  su m m e r a fte r-
noon i n  t he ballpark .  S i t  behind
borne pla te . a long the  le ft  fie ld line .
down the  right  fie ld line  o r lo in  the
manager in  th e  dugout. L o o k o ve r
the pitche r's shoulde r a s he  throws
the n e xt  b a ll. Y o u  co n t ro l a ll  t h e
action o f  the  ba tsme n. pitche rs a nd
fi e lde rs 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 gue . A n
e xcit in g  g a m e  f o r  o n e  o r  t w o
players.

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 practice game or challenge a
friend to a dramatic video bowl game
of your own in a packed stadium. All
the thrills of the gridiron

ROM
CARTRIDGE O U R  P R I C E  E 7 . 9 5
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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 with the
latest in antigrevity pods and Lassr weapoiwy,
bathe your wary through each of the eleven
dungeons detesting their hanOistity devious im
heatitants along the way A  germ horn Atari
themselmel

AZTEC CHALLENGE
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the A lec  gods Imre demanded •  human sacri-
fice Y ou ere one of the chtmeol Ylew only M os
of OSCOI30 4  10 Survive, series or test* in
which your aglitly end stamina are pushed to
Me limits. Over the centuries your race he•
developed arnanng abilities in m u m s  jumping
and leaping - your only Mance of s i r i n g  dm
epic A le c  challenge.

FRUIT MACHINE SIMULATOR
Code Master, version el the fruit machine that
they claim la the bon foal hort machine eirnula-

104- P a s c u a l : 1  u l
- B o x
(With k )  Skill
Climb. Winning Sirmit Cash Gamble. Hold.
and Mega-Holds Skill Chance* end Party M O.
Meter

MICRO RHYTHM
Microrhythm converts your computer into a
programmable drum system All al the realistic
drum sound. were digitimd using the Replay
sampling system and eight doom sounds can
be arranged m 29 different drum pattern..
Annoy the neighbours Mahout buylog a drum
kit

LEAGUE CHALLENGE •
Menem your favourtte looltiall learn your way
No more Matche, lost became the manager
chose tho wrong team or pleyed a wrong cont.
M ullion Now its  your chance 10 go for Elovi-
Mon One or win the league and cup doubie.
You may even find the manager's job is herder
then you imagined
,

DARTS
Step up to the oche md enjoy all of the tun Of
competition darts Mal includes thrm dart
games for the prim Of Om A  choice of these
papule. grimes, SOL Round the Board and
Cricket are aveinbie io ttm package

PHANTOM
Something strange Plea been happening, some-
thing quite moatural A l first no-one took much
nOtice. Those who had experienced it were Con-
stdered creek-pots but now the mother of creck•
pots were too ournerom • something strange
roes indeed going on Another Cracker front
ZePPelo
, 
G e r
m s

MR DIG
An tort favourite in which Mr Dig has to dig lot
hidden food suppelee in the Meanie territory
below ground A t he drys he can eat cherries or
cru sh  the  Me an ie s with  ap p le s S p e cial  tre ats
tern extra points and a Magic Power Orb can
M t all the Meentes

ON CUE
Ceintrol Mel cue ball' A Challenging real lila
elfnulabon which comboves Pool and Snooker
Om the same cassette An absolute must for
both enthusiasts and beginners Mike i t you
have ever wanted to be al the Cruclbee taking
part in the World Championiehips now's your
ellaMte to practice

FOOTBALL MANAGER
Manage the learn at your choice. Features In---1 j

j elude Transfer Market: lull League tholes; tel-
lungs SAVO game facility. promotion end RV
legato.,; TA Cup matches; managerial rating;
divisions an many mesons and you like pick
your learn for each metch end seven skill
levels

STRATOSPHERE
I I I  The years on, the bathe for human Ille has
beren successful but only to a pool* The ren,
mamba of the alien force MN menace Earth end
tr •  your tacit to destroy them once and for ail
Some really •ecellent grapnics odd spice to this
space shoot en, up.

MOLECULE MAN
Loot in a mime with 254 Ideation. you muM
fight against lime and IMMO radietam to eurrive
and Miefoon to safety Ale0 Included is an easy
SO use. Mare Designer which will Meow you to
edit the existing gama of create a new version.
Nice 3-0 graphics as you locale and tri 15
circuit boards to eatelw

SPACE WARS
hideous alien., ground bases bristling with
guns. 1101111010 h yin g  laminations an d  an  aste ro id
belt or three just to keep you on your toes
, A l lyou're ever wanted from a shoot 'sot up witti
incredible playability maim this a must for any
Venous germ player. Be warned, Its  not for
wimps Bie good or be gone.

LAS VEGAS CASINO
Save your rnoney yet again by staying al home
but this time you can visit many Oifferene tables
in 100 Casino Choom from Block -MCA, Craps,
Baccarat or Roulette, names M N Cianyure up the
atmosphere of the Las Vegas Casinos, a world
of high slakes. You hove 11.000 but the jackpot
Of $-90.000 is wafting'

All prices  are inc lus ive of  postage

SIDEWINDER
The original S.OestinOw hal you flying the high-
tech Sidewinder hunter-killer helicopter through
spectacular underground caverns, past the
enemy defence* and 110011171y system' 10 yoor
horn& h ale  0 0  th e  h o sp itab le  a t l a s , '  M o re
groat graphics horn Zeppelin Games

MAD JAX
Soften:me has been lobbing Melts into your
...ce cosy Mlle domed city threateriong to lorde
the population out iMo the rertmaction mete-
land. outside. Take up the last achan as you
rec• your heavily armed buggy through the
enemy defence.. Fight off their forces and
Surely* Or your city dies with yOu.

POGOTRON
You have been stranded on a Moable planet,
alone. except for the turbo-pogo th e  only
means of transport Y ou have Me plans tor a
space ship and the search 4  on to find the
atonement end then build the space ship to
escape The final danger is the Guardian who
musl be destroyed before you can be free

I I I I  DAWN RAIDER

Fly your heavily armed helicopter gun-ship into
the 1011r1ied COMMAS of the super rnmirtal
I I  ho ld ing  th e  vatu ld  to  ran so m with  h is n u cle ar
armed rockets. Guide your g u n
-
s o u p  t h r o u g h
O w g re e t unallagrO ood cave rn ,  e hodling  an d
bombing the defence system. to slop the des
troction of the Worlds

1 1 1  CRYSTAL RAIDER

Solve the problems end collect the crystals.
Fifty iterMith fatal patterns to he solved! Hour.
of mind arid mystick bending entettainmenli for
those who like their games to intonate the parts
otter Software cannot reach' Not rattily an
arcade adventure but a IMMO of logic probleMa
to tax you all Me way.

PEN GON
Caro you save Penown Willy from the lecocksua
Motent sea hon0  Stun them by knocking them
against the walla or crush Mein to a horrilynnig
death vett, sliding ice blocks High speed
ercade action game full colour graphics and
mans
,
c

BMX SIMULATOR
A brilliant version ol the epic Cm gams Eye in
the 211 a
the
e .  b ,  tplaa MI h e

g
a
t
f
i
g
l i
o
n
,

rider Two player option and seven different
commie will test even the best games player

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

CHECK THE INSIDE BACK COVER FOR ANOTHER 20 CASSETTES TO CHOOSE FROM

FREE - M A S T E R  CHESS when you order 3 or more cassettes
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Still more choice
ROCKET REPAIR MAN

Buried somewhere in the underground maze of
caverns of the planet Leskos are essential
co m p o n e n t s o f  yo u r  Ast r o - sh ip . Ge t  in t o  yo u r
space suit, s trap on your Jet Pack and begin
the most terrify ing descent imaginable. You
must collec t pieces of a rocket in which you
can escape but beware the dreaded Neut ino
Ghosts and the Quark Phantoms out to stop
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 t les  with fasci-
nating s ights  and more than its  share of dan-
ger. From the plac id greenery  of Central Park,
there is  no c ity  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 s ights, but New York City  has a lit t le more
excitement, a lit t le more danger in s tore than a
mere  sig h t se e in g  t r ip  t o  t h e  zo o !

OUR PRICE E3-95

GAUNTLET
THE DEEPER DUNGEONS
If yo u  h a ve  t h e  o rig in a l Ga u n t le t
d isk t h e n  y o u  w i l l  k n o w  h o w
good the  ga me  is a nd w ill wa nt  to
ex tend p l a y  w i t h  t h e  De e p e r
Dungeons .  O v e r  5 0 0  n e w
dungeons are here for you to ex-
plore. Th is  IS the way  t o  rev iv e
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 r ough a nd tum bl e  al l  the
way as you control  three in-
credibly na s t y  char acter s
which beat 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 orgy 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 c i t i es.  T i m e  f or
some revenge!

DISK ONLY
OUR PRICE E3.95

P L A S T R O N
Take your place in a small band of  pirates out to steal foss il fuels  f rom
the biggest corporat ion in the galaxy. You must guide your shutt le
craft along the surface of the planet Plastron to collect as much fuel
as you can from the heav ily  defended mine zones and then rendez-
vous with the supply  tank at the end of each level. Plas tron got a good
review in New Atari User and has some excellent graphics.

CASSETTE ONLY O U R  PRICE E2.95

THE LIVING DAYLIGHTS
Contro l Ja m e s Bo n d  th rough  e igh t  fast  and  f u r io u s le ve ls f ro m  Gib ra lt a r t o
Afghan istan  and yo u  w i l l  encoun te r the SAS (f riend ly),  the  KGB (no t  so
f riend ly) and  enem y h e lico p t e rs (ve ry un f riend ly! ). Yo u r  are u p  aga inst  Bra d
Whittaker,  internationa l a rms dea le r and mega lomaniac. Necros,  h is ruth-
less sidekick killer and Koshkov, the double dealing KGB General. You may
fall in  love  with the  beautiful Cze ch ce llist  Kara ,  but ca n you trust her?

DISK ONLY O U R  PRICE E3.95

SILICON DREAMS
Taking the  ro le  o f  Kim  Kim b e rle y yo u  a re  a  lead ing
participant in the  colonisa tion of  Eden,  a  plane t
prepared for human habita tion b y an advance
guard of  Inte lligent robots who battle  with the
native and highly a ggre ssive  fauna. in  this highly
structured a nd re a listic e nvironme nt you must
move your mind Into the twenty-third century. Sili-
con dreams comprises three excellent graphics
adventures - SNOWBALL, RETURN TO EDEN and
THE WORM  IN PAR AD I SE f ro m  L e ve l 9, the  m a s-
ters of adventure

DISK ORCASSETTE OUR PRICE E5.95

NIGHT MISSION PINBALL

OGliC

The uhima te  a rcade  simula tion with five  bumpers,
seven stand-up targets,  nine  rollove rs,  two spin-
ners and much more . So  re a listic you ha ve  to
insert a  quarte r before  you ca n pla y. So  true  to lite
you can even tilt the computer! Night Mission Pin-
ball offe rs ten diffe rent mode s of pla y for I  -  4
players. Forty user-adjustable  parameters a llow
you to create  your own custom games or redesign
any pla y mode  to your own spe cifica tions. Be a uti-
fully packaged and with a n e xce lle nt manua l. Night
M ission Pinba ll will sa ve  you mone y by keeping
you away from the arcades!

DISKONLY O U R  PRICE E7.95

THE E FACTOR
The E  fa ctor re pre se nts the  a mount
of t ime the energy sources on the
planets in our galaxy will last. Many
planets need emergency fuel cap-
su les d e live re d  i f  t h e y a re  t o  s u r -
vive . Yo u  m u st  p lo t  t h e  in te rp lane t -
ary c o u r s e  a n d  g u id e  y o u r  c r a f t
through t h e  qua dra nts fi lle d  w it h
obsta cle s su ch  a s  sp a ce  m in e s,
alien fi ghte rs a n d  sp in n in g  a ste r-
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
se rvice s?

DISK ONLY
OUR PRICE E3.95

CROSSFIRE
You a r e  a lo n e  i n  a  des e rt ed
city sur rounded by  al iens w ho
shoot lasers from every direc-
tion. Your  movements are con-
fined but you haven't given up.
If you are to survive you'l l  have
to concentr ate  o n  w her e  t he
shots are coming from other-
wise youl l  be  caught i n the
CROSSFIRE. One of those fair-
ly simple yet highly addictive
games.

CASSETTE ONLY
OUR PRICE E2.95

BATTLECRUISER
If yo u  a re  a  wargamer w h o  h a s fough t  la n d  b a t t le s be fo re  then yo u  m a y
need to learn new skills to do battle at sea. Battlecruiser gives you the
opportunity to recreate naval engagements during Word War I between
Great Brita in a nd Ge rma ny or the  World Wa r II surfa ce  battles between
Brita in:France  and Ge rma ny 'Italy. There  are  79 cla sse s of ship to control a s
every a spe ct of famous ba ttles is recreated. An  e xte nsive  manua l give s
deta ils o f  a ll o f  the  sh ip s and g u id e s yo u  th ro u g h  e ve ry a sp e ct  o f  p la y.

DISK ONLY O U R  PRICE E7.95

D R U I D
Another cla ssic in which. a s La st of the Grea t Druids,  you wander through
the Dungeons of Aca ma ntor with your mighty Goie m b y your side  on a
quest to de stroy the four demon prince s. As you de lve  deeper Into the
dungeons you will find che sts conta ining spe lls of formida ble  power to a id
you and Pe ntogra ms of Life  which will hea l and re vita lise  you. Exce lle nt
gra phics and supe rb gameplay have  made this one  of the be st arcade
adventures on  the  At a r i.

DISK ONLY O U R  PRICE E3.95
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Some new some old
THE ETERNAL DAGGER

DISK
ONLY

A highly recommended follow up to
Wizard's Crown, this fully graphics based
fantasy role playing game will keep you
entranced as you battle through the wilder-
ness in search of the enchanted weapon
that alone can save the folk of Middle
World. Full of magic, mystery and intrigue
this is one of the best adventures on the
Atari.

OUR PRICE E6.95

SCOOTER
Scooter needs your  help to gel
through the  eight levels of  hi s
enchanted bui l di ng.  I nventi ve
traps a nd  unus ua l  gi m m i cks
abound. Weird sounds have been
heard from the new building and
the c o n s t r u c t i o n  m e n  a r e
spooked. What could i t be? I t's
your j ob t o  m ove  Scooter  up
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 n d  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  j a b s  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 b e 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 .

CAS S E TTE  O NLY
OUR PRICE E3.95

DECISION IN THE DESERT
Take COrnmand a t th e  B a ttle  o f  E l A la -
mein. Y o u  c a n  le a d e ithe r  s ide  i n  th i s
accurate simulation from the creators
of F• 1 5  S tr ik e  E a gle

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 T o  des-
troy the five command centres of
the evil Proc Irate, your ship will
have to outfl y 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
ra ys a nd h ig h  le ve l b o m b e rs. Eye
stunning g ra p h ics a n d  u n b e lie v-
able non-stop action make 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 e m i ' •  e a r l y
a r c a de  m a c h i n e  o f  th e  s a m e  n a m e .
D oz e ns  o f  a l i e n  c r a f t  w i l l  a t t a c k
fr om  a l l  s i d e s  a r i d  y o u  m u s t  b e
quic k  t o  b l a s t  t h e m  a w a y  a n d  e a r n
y our  bonus e s _  I f  y o u  fe e l  t h a t  y o u
are  g o i n g  t o  d i e  th e n  y o u  c a n  l a k e
th e  l a s t  r e s o r t  a n d  w a r p  a w a y
th r o u g h  a  k a l e i d o s c o p e  o f  C o lour .
S imila r  t o  inv a de r s ,  th i s  fa s t  s h o o t
'em 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 n a ti c .

DISK O NLY
OUR PRICE E3.95

MIG ALLEY ACE
An a e r i a l  c o m b a t  s i m u l a ti o n  s e t  i n
Korea w i t h  3 1 )  g r a ph ic s .  c o c k p i t  i n -
s tr um e nta tion. diffe r e nt s k ill  leve ls  a nd
much m or e

DISK
OUR PRICE E6.95

BLUE MAX
E v e r y one  m u s t  h a v e  h e a r d  o f  t h i s
Wor ld Wa r  Two 3 - 0  fl y ing ga m e . W e  no
longer  ha v e  the  R OM  c a r tr idge  bu t this
classic can be  yours  on disk  dir t c he a p!

DISK ONLY
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 E4.95

THE COUNT
One of  Scott Adams famous
graphic adventures i n whi ch
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 cer tain toothy
Transylvanian Count w ho goes
by the name of D r a c u l a !  Will
you escape or  becom e 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 e s ic  b o a r d  g a m e  tr a n s l a te d
to  t h e  A t a 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 a l e  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
pla y  o n  y o u r  o w n  O v e r  3 .0 0 0  que s -
tions  a n d  • I l  t h 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  t h e  c o m p u -
ter. T r 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 l  th i s  p r i c e !

DISK O NLY
NOW ONLY E2.95!

F52 SCENERY DISKS
WE HAVE A LIMITED

NUMBER OF SCENERY
DISKS IN STOCK
AT £9.95 EACH

- PLEASE PHONE

BALLBLAZER
The year is 3097 and you are the
conlestant 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
Drolds. 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 th is  • s c h lng  s olita ir e  w i n g e r . .  y o u
M ane th e  de c is ions  fo r  a  r e gim e nt o f
the  e lite  a r m our e d infa ntr y  a tta c he d to
the  P a n z e r  Gr e na die r s ,  Y o u r  fo r c e s
also inc lude  m e n e t ,  a r ti l le r y . P a nz e r
IV. P a nthe r  a n d  Tige r  uni ts .  T h e  R us -
sian e ne m y  in dir e c te d b y  the  c o m p u
te r w h i c h  w i l l  fi e rc e l y  c h e l l e n g e  y o u
with i ts  o w n  c om ple m e nt o f  infa ntr y .
la nk •  a nd a nti- ta nk  guns . Thr e e  leve ls
of d i ffi c u l ty ,  j o y s ti c k  c o n tr o l ,  h i . r e s
graphics.

DISK ONLY
OUR PRICE E7.95
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GAMES
ZAXXON
One of the all time classics tor the Atari, & m o n  set
new standards with its unique 3 dimensional battle-
field and great graphics

DISK/CASS OUR PRICE £2.95
TAIL OF BETA LYRAE
Our A Z of Atari Software series says Th e  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 lighters ever in five
separate battles, 1/2 players.
ROM O U R  PRICE £7.95
SPEED HAWK
One of Atari's last games for the 8-bit can now be
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 £2.95
PANZER GRENADIER
A wargame of German armoured infantry on the
Eastern Front. Five historical simulations sk ill
levels, joystick control, graphics
DISK O U R  PRICE £7.95
NIBBLER
Slinking through an unknown land Nibbler finds
himself in an iridescent world of constant change.
As time grows shod his body grows longer and he
risks running into himself Can he survive?

DISK O U R  PRICE C1.95!!
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

ZORK
One DI the most famous adventures of all time
Classic Infocom in the original box and packaging.
A real bargain!
DISK S U P E R  PRICE E2.95!
US FOOTBALL
American Football is now a big craze in this country
and you can now play at home. Outsmart the
defence, make tackles, select plays and more.
ROM O U R  PRICE £7.95
EASTERN FRONT (1941)
The classic war simulation ay 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-
five 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
offensive and defensive moves
ROM O U R  PRICE E7.95
MAXWELL'S DEMON
A srrtple yet challenging puzzle game which will get
you totally addicted I n  fact two games in one for
double the fun

DISK O U R  PRICE £1.99
MR ROBOT & HIS
ROBOT FACTORY
One of the most famous platform games that has
you running and jumping over everything in sight A
really classy game
DISK O U R  PRICE £1.95
LANCELOT
Level 9 recreate the time ot 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

APPLICATIONS
LETTER WIZARD
For those who need a hake more sophistication in a
word processor. Letter Wizard gives you all of the
features you would expect
DISK N O W  ONLY E5.95
INVITATION TO
PROGRAMMING 2
Entitled Writing Your Own Programs, comprises
TWO cassettes and TWO workbooks arid does not
require Invitation To Programming I
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 £7.95
BASIC CARTRIDGE
Some programs. especially some early public do-
main programs won't run on the XLIXE but they will
if you plug in the old version of Basic.
ROM O U R  PRICE £3.95

EDUCATION
JUGGLES RAINBOW
A first computer experience for children aged 3 to 6
that teaches the concepts of above, below, left and
right plus letter recognition
DISK O U R  PRICE E5.95
JUGGLES HOUSE
Another for 3 to 6 year aids leaching the concepts
of inside, outside, upper and lower with Juggles'
House and Toyshett.
CASS O U R  PRICE E5.95

BOOKS

EASY PROGRAMMING FOR
YOUR ATARI MICRO
This book went out of pnnt 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 book 5 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 £1.50
WRITING STRATEGY
GAMES
If you are fed up with simple arcade style games
but are not sure of the maths required in writing
'thinking' games like chess here is a book that will
help you Out.

OUR PRICE 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
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HARD DRIVIN'
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This  is now one of  the best t imes  to purchase a hard
drive for your computer.  Why? The cost of  course. Wit h

many  models  dropping as muc h as £100 since the beginning
of the veal
-
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fi rst t ime.  Power wit hout  the price (remember that  old slogan!).

So what  is a hard drive? Well.  it  Is usually  a grey metal box
that  makes a loud humming  noise and lives under your moni-
tor and requires  one more power socket t han you have. I t  is
made up of  four main parts.  whic h are as follows:

1) The Host  Adaptor
2) SCSI Drive
3) Power Supply  and Fan
4) Case

T H E  H O S T  A D A P T O R  converts  the s ignals  f rom
the STs  DMA port  into SCSI s ignals  (Small Comput er System
Interface or scuzzil.  al lowing connect ion to such exotic things
like CD ROMS.  Flopt ical and Opt ical as well as hard drives
originally  designed for the MAC and PC. There are several host
adaptors  on the mark et  at present.  They  are I CD Link.  GE Soft
and FAST Cont roller.  They  can allow up to eight  SCSI devices
to be connected.  I use the GE Soft adaptor connected to 40mb
drive and have no complaint s  at present ,

A  S C S I  D R I V E  i s  a black  box about  the same size as
the 3 I  /2 inch drive ins ide the ST. I t  contains,  v ac uum sealed,
a rigid my lar coated disk  that  revolves around ten t imes  faster
than a fl oppy disk  does. Dat a  is accessed f rom the disk  by a
pair of read/ writ e heads whic h live about  the widt h of  a smoke
part ic le away f rom the surface of  the disk.
If you are planning on bui ld ing your own hard drive. SCSI

drives can be picked up quite cheaply  second hand or at
computer auct ions.  I f  you do this,  make sure von do by a
SCSI. not  an I DE or RLL as they wil l  not  work  on the ST wit h
any of current ly  available host  adaptors,

P O W E R  S U P P L Y  A N D  F A N  -  These two items
are the cause of that noise pollut ion f rom your drive. I t  is okay
if  you use your computer in an office, as this  noise soon gets
drowned out  by  other things.  At  home this  is a dif ferent
mat ter.  The noise can be very dis t rac t ing when you are con-
cent rat ing hard when programming or word-process ing.  A
good solut ion to this  is a CD player.  Metallica and The Best of
The Doors  CDs  play ing in the background!  The power supply
should be at least able to power two drives in case you decide
to expand y our data storage capacity.

T H E  C A S E  i s  the fi nal part  of  the hard drive. They  are
made out  of  steel, are indes t ruc t ible and could survive a direct
hit  f rom a scud missile.  Their made Job is to keep all the
electronics safe f rom any  harm - cats, dogs. children etc. - but
also doubles as a s tand for your monit or so you don't  lose any
desk space. Again.  i f  planning to build your own make sure the
case is big enough to fi t every thing in.

S c o t t  D u r o s e  B r i n d l e y
e x p l a i n s  w h y  y o u  s h o u l d
c o n s i d e r  a  h a r d  d r i v e  f o r

y o u r  S T

WHY DO YOU NEED ONE?
If you are us ing your ST for serious applicat ionS such as DTP,

WP, Graphics  and Mus ic ,  fl oppies are not  really  good enough.
They  are s low and have a fi nite storage capacity  and endless
disk s wapping can become tedious  and can also reduce the life
of  your disk  drive. Muc h of  the serious  sof tware nowadays
comes on three or four disk  and their out put  fi les can run int o
Mbs  ins tead of  K. Wit h all t his  data in one easily accessible
place there is no need to go rifl ing t hrough your disk  box
look ing for Disk  #4 or that  disk  wit h all your.  I MG pic tures  you
spent hours  convert ing,  only  to fi nd that  you format ted it  by
mis take last night .
If you play  games on your computer you may  t hink  a hard

drive is Just for those people who are int o that  serious  stuff.
Well,  you're wrong.  Like serious software, games are c oming on
more disks. The "Insert  Disk  N3 into Drive A - can really  put  a
downer or your game-play  when you are in the middle of
c ommit t ing genocide on some alien race. Alt hough not  all ST
games wil l  ins tall on a hard drive (sof tware companies  are
worried about  piracy.  al t hough nearly  all PC games are hard
drive compat ible! ).  some do like the excellent  Civ ilizat ion whic h
I recent ly  purchased because of  this fact.
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are now jus t  as rare as a commerc ially  produced STE
game I upgraded to a 16-Bit  machine.  Af ter a mont h.  I

had expanded it  to 1Mb and was busy  digit is ing my favourite
bits  f rom my  video collect ion wit h the excellent Video Master.
The fi les created by  this  were enormous  and required a great
deal of  storage space and numerous  floppies. I  never really  had
any  spare disk  when I needed one. So I bought  one and have
never looked back  since.
If this art ic le has mad up your mind,  go out  and buy  a hard

drive. They  are a great deal cheaper and of  a higher qualit y
t han a few years ago and very rarely  disgrace themselves by
c rashing (touch wood!).
If you are planning to build your own hard drive,  you need to

purchase a DMA.  SCSI cables and a power supply  to complete
the kit .  All you need to assemble it  is a couple of  screw drivers,
pliers,  pat ience and a few cups of  tea. I f  on the other you don't
want  to bother wit h all the DIY stuf f  Just buy  one, the prices
are quite remark able now.  When buy ing.  make sure the drive
has a DMA t hru port .  is  auto boot ing and auto park ing.
So go on, go out  and buy  it. I t  wi l l  the best t hing you have

bought ,  except for the ST itself  of course! Af ter a while,  you
may  be wondering how you surv ived wit hout  one
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MORE MIDI
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MIDI .  covering its roots, how it works ,  and some of  the
jargon associated wit h it. We' ll now expand on this  and

also look at the basic items of  mus ic  hardware needed if  you
want  to start  exploring the exc it ing world of  music  mak ing via
MIDI .
The fi rst  essent ial is s omet hing to produce mus ical sounds.

whic h means  adding some form of  MIDI  equipped synthesiser.
There's a mind-boggl ing choice of  kit available,  ranging f rom
cheap and cheerful "home keyboards" cos t ing f rom around
£200 up to unbelievably  expensive profess ional s tudio qualit y
synthesiser keyboards.  As wit h computers  the rate of  develop-
ment  of  electronic mus ic  equipment  is  f righteningly  fast, so
todays  hot  technology is obsolete in a depress ingly  short  t ime.
The ups ide of  this is that  there's  a fl ouris hing second hand
market ,  so you can easily  pick up fi rst  class equipment  at a
f ract ion of  its new price. I 'd advise the complete beginner to
buy  f rom a reputable mus ic  dealer though,  as he'll help you
choose the best ins t rument  for your needs land budget!).
Hopefully ,  hav ing read the rest  of this art ic le you' ll have some
idea of the main cons iderat ions  involved.
There are two main classes of  MIDI  ins t rument  - the "MIDI

sound source" and the "MIDI  cont roller",  alt hough the two are
often combined in a s ingle unit  as in the ubiquit ous  synthesis-
er keyboard.  The sound source generates audible sounds
under the cont rol of  an inc oming MIDI  message s t ream. The
MIDI  cont roller is the device (such as a keyboard) whic h
generates that  s t ream.  I f  supplied wit hout  an integrated MI DI
cont roller the sound source is us ual ly  k nown as a -
M I D Iexpander module".  A keyboard wit hout  a s ound source is
k nown as a ' mo t he r
-  o r  
" m a s t e r "  
k e y b o a
r d _  
M o t
h e r  
k e y
b o a
r d

and expander may  be connected by a s tandard MI DI  cable. as
out lined to the last

John S Davison's
regular guide to
music making
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SOUND SOURCE
Each ins t rument  manuf ac t urer tends to employ  his  own pet

technolokv for generat ing sounds. Some use pure mathemat ic -
al synthes is  of  sounds, others  rely  on manipulat ing digital
recordings  of real sounds  as a basis,  and yet more ut ilise a
mix t ure of  the two. The end result  is audible sounds  whic h can
be played over a wide range of  pitches and t hus  be used to
make music .  Many  ins t rument s  are now "General MIDI " com-
pat ible.  whic h means  they have a s tandardised set of  charac-
terist ics inc luding a c ommon set of  sounds. A General MIDI
c ompliant  sound source is a good s tart ing point  for the
beginner.
One very Important  cons iderat ion is sound quality .  Dif ferent

ins t rument  models  (even f rom the same manuf ac t ureri  often
have their own dis t inc t ive sounds,  and jus t  because two in-
s t rument s  have a set t ing called "piano" doesn't  mean both
accurately  mimic  a piano.  One may  sound like a Steinway
concert  grand and the other like a nurs ery  toy, When choos ing
an ins t rument  make sure you LISTEN to it  fi rst, especially  to
those sounds  you k now you' ll use f requent ly .  Pianos,  guitars ,
and massed s t rings  are of ten a disappointment ,  so pay part i-
c ular at tent ion to these if  they're import ant  to you. Price plays
Its part  too - you get what  you pay for, so don't  expect a £200
home keyboard to sound as good as 1,300 model.
If you're interested in produc ing your own customised sounds

you s hould ensure your choice of  ins t rument  has "voice patch
edit ing" capabilit ies  and can upload/ download patches via
MIDI .  Some cheaper models  don't  have these features, whic h
us ually  means  you're s tuck wit h the sounds  the manuf ac t urer
provided.  Mos t  ins t rument s  f rom respected companies  such as
Roland and Yamaha do permit  edit ing,  but  check before
buy ing jus t  in case.

POLYPHONY AND
MULTI -T IMBRALITY

There are two other very import ant  synthesiser characteris -
t ics to check when choos ing an ins t rument  The fi rst  is  the
number  of  notes it  can sound s imultaneous ly ,  k nown as the
ins t rument 's  level of  "polyphony".  Many  old synthesisers,  such
as certain models  f rom the legendary  Moog stable, were l imit ed
to play ing one note at a t ime and were k nown as "monophonic "
Ins t ruments .  They  were great for play ing earthshak ing bass
parts  or searing solo lines, but  less suited to background pads
as they couldn' t  play  chords. Later models  were -
p o l y p h o n i c " ,and could play  many  notes at once. Today,  s ix teen note
polyphony  is commonplace,  wi t h t hirt y  two not unus ual.  For
general use I 'd rec ommend sixteen notes min imum,  but  get
more if  possible.
The second characteris t ic  is the number  of dif ferent sounds

(or t imbres ) that  can be played s imultaneous ly ,  k nown by the
ugly t erm "mul t i - t imbra l i t y
-
.  I t ' s  t h i s  
w h i c h  
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synthesiser the abilit y  to sound like a complete band.  For
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example.  It might  play  a bass guit ar line,  a wide select ion of
d rum k it  sounds,  s t ring section chord back ing,  rhy t hm guit ar
part ,  and piano solo - all at the same t ime!  I 'd rec ommend
eight  way  mul t i - t imbral i t y  as a mi n i mu m - any  Less would
probably  prove restric t ive in the long run.
The sound source can't  f unc t ion wit hout  input  f rom a MI DI

cont roller of  some descript ion.  This  is a device capable of
generat ing and t rans mit t ing a MIDI  message s t ream to tell the
sound source what  to play. The most  popular cont roller is the
MI DI  keyboard - a piano-s ty le keyboard whic h generates Note
On, Note Off. and other MIDI  messages as you play it. In
addit ion its  keys are of ten "velocity" and "af tertot t ch
- s e n s i t i v e ,so let me explain these a lit t le more.

VELOCITY
AND AFTERTOUCH

On a piano if  you press a key gent ly  the sound plays quiet ly .
Hit  it  harder and you get a louder sound.  In fact. it 's  usually
the SPEED of key depress ion rather t han the force applied
whic h affects the volume of  sound produced.  A MIDI  keyboard
elec t ronically  measures  the speed lor "velocity") wit h whic h you
strike each key and t urns  this  int o a numeric  value between 0
and 127.  This  velocity value becomes part  of  the Note On
message - it 's  the second data byte, i f  you remember the
message s t ruc ture f rom the last issue. When the message is
received by a s ound source it  s tarts  play ing the specified note
at the volume indicated by the velocity value. This  makes the
keyboard -
t o u c h  
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quis ite for expressive performance.  For this  to work  both
keyboard and sound source have to be velocity sensit ive. Not
all are,  so beware.
The velocity value isn't  rest ric ted to cont roll ing sound volume,

it can also be used to vary other characteris t ics  of  the sound,
typically  a s ounds  overall tone or t imbre (e.g. "brightness").
This  is useful,  for instance,  when us ing a t rombone sound.
Hit t ing a key harder could change the sound f rom a soft and
mellow tone to an aggressive rasp typical of  a t rombone being
blown enthus ias t ically !
"Af tertouch" is the name given to the way  a keyboard re-

sponds to cont inued downward pressure applied to a key after
originally  being depressed by your finger. As you "lean" on a
note and change the pressure a series of  MIDI  "Channel
Pressure" messages are generated,  the number depending on
how quick ly  you apply  or remove the pressure.  Each message
consists of  a status byte ident if y ing its type and channel
number,  plus  two data bytes linked to form a single binary
number  in the range 0 - 16383 refl ect ing the pressure applied.
A sound source receiv ing the messages could be set up to add
vary ing levels of  vibrato, t remolo,  wah-wah,  or s imilar effect to
the basic sound,  depending on the af tertouch value - the
purpose again to add expression to your play ing.  Channel
pressure applies  globally  to all notes current ly  sounding on the
channel,  even if  you've t riggered af tertouch on jus t  one of  the
keys. Once more both keyboard and sound source have to be
af tertouch capable.  These features aren't  usually  found on
lower priced ins t ruments .
There's a more complex  form of  the above inc luded on very

expensive keyboards,  I t 's  called "Polyphonic  Key Pressure",
whic h allows  you to apply  a dif ferent  amount  of  aftertottch to
each note sounding.  I t  also generates vast amount s  of MIDI
data, as effectively each note has its own s t ream of  pressure
messages.

WHEELS AND PEDALS
Piano keys aren't  the only  cont rols  used. Most  keyboards

have a t humb wheel for vary ing the pit ch of  a note as it 's
played (known as "pitchbend"),  and a "modulat ion" wheel for
vary ing the level of  other effects applied to a sound,  such as
vibrato.  Somet imes  there are joystick, s lider,  or rotary  cont rols
for adjus t ing addit ional variable elements  of  a sound where
you need to prov ide a specific data value to get the effect you
want .
There may  also be input s  for pedals.  us ually  a "volume" pedal

for set t ing the overall volume level of  the ins t rument  (not  to be
confused wit h velocity, whic h applies  to indiv idual notes) and a
"sus tain" pedal whic h works  like its piano equivalent .  caus ing
notes to cont inue play ing unt il you release the pedal.  There
may  also be a socket for a "breath cont roller",  a pressure
sensit ive device a player holds  in his  mout h so he can play the
keys wi t h both hands  and s t ill vary some characteris t ic  of  the
sound by vary ing his breath pressure.
When act ivated, mos t  of  these cont rols  make use of  the
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to the sound source, wi t h data sent depending on the type of
cont rol.  Some, such as the modulat ion wheel,  are classed as
"cont inuous  cont rollers",  whic h means  they generate a series
of  messages refl ect ing a cont inuous ly  changing set of  values
whic h vary smoothly  between two l imit s  as the cont rol is
moved. Others,  such as the sus tain pedal.  are s imple on/ of f
switches wit h essent ially  two values indicat ing the current
pos it ion of  the switch,  e.g. sus tain on, or sus tain off. The
pit chbend wheel generates Its own special message - the Pitch-
bend Change message. It 's dif ferent  f rom the others as the
wheel may  be moved either way  f rom its preset cent ral posi-
t ion, to vary the note up or down in pitch.  The cent ral pos it ion
has a value of  8192. rol l ing it  f orward gives a max imum value
of 16.383.  and pul l ing it  back a mi n i mu m value of  0.
Finally ,  there could be one or more switches used for sending

specific cont rol values to a MI DI  sound source, for ins tance to
change f rom a piano sound to a v iolin sound.  The switch is
us ually  associated wit h a means  of  sett ing a specific numeric
value, usually  in the range of 0-127.  so when the switch is
operated the chosen value is t ransmit ted.  MI DI  achieves the
sound change via its "Program Change" message.

WHO NEEDS A
KEYBOARD!

Can't  play  a keyboard? Never mind,  keyboards  aren't  the only
form of  MIDI  cont roller.  Ot her poss ibilit ies  inc lude MIDI  d rum
pads - hit  these wit h your hands  or st icks to generate MIDI
Note On/ Of f  messages you can use to t rigger d rum sounds  - or
any other sounds  for that  mat ter.  Clarinet  or sax players  can
use "elec t ronic  wind ins t ruments ",  whic h are played like a
c larinet  or saxophone but  produce MI DI  message s t reams
based on the player's l ip pressure,  breat h velocity, and fi nger
pos it ions ins tead of  mak ing audible sounds,  Guit aris t s  can
use a MIDI  guit ar whic h generates MI DI  messages f rom s t ring
movement  and fi nger posit ions.  St il l no MIDI  bagpipes yet.
though!
Based on our defi nit ion above a computer can also be consi-

dered a MIDI  cont roller when runn ing appropriate software,
We'll purs ue this  topic  f urt her next t ime.

•
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than ever in this re-release of the
Lucasfilm game of the thi rd "Jones"

film.
The game, as you may already know if

you've seen the film, has you, as Indy. .
engaged on one of the most famous
quests of history. The quest is for the
Holy Grail, the cup that caught the blood
of Christ at the crucifixion which is said
to bestow eternal life on those that dr ink
from it. For  this reason the Grail has
been sought for centuries by those
wishing to use its powers.
In The Last Crusade, you must try and

find the Grail because your father has
gone missing while in search of it. You
are called in to find it. and your father, to
stop the Nazi's from creating a super
army with its powers. The quest will lead
to thril l ing encounters in Venice, Bavar-
ia. Berl in and Palestine as you encounter
all sorts of nasty characters on your  jour-
neys, all of whom want the Grail's
powers,

A LITTLE HELP
One item that may be of use to you is

the Grail Diary that your  father has com-
piled over 40 years of hard research. it
has all the secrets that will lead you to
the Grail  provided you can understand it
Fully. To this end you are given a copy of
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the diary in the
game box and it
contains all the
notes and drawings
that Henry Jones,
your  father, has
made. I t is advis-
able to read this as
It aids you on your
journey and pro-
vides valuable
knowledge
throughout the
game. I t is also
worth reading be-
cause it has some
humorous refer-
ences to Henry's

disgust in his young son, who goes off on
all sorts of wild goose chases and won-
ders what he might go after next, the Arc
of The Covenant perhaps?
The game is protected by a subtle code

system that masquerades as a transla-
tion that you have finally done for Mar-
cus Brody. Once this Is out of the way
you can get to grips with the adventure
Itself.

PLENTY OF
ATMOSPHERE

This particular game is the adventure
version of the film as opposed to the
arcade version and Is much the superior
of the two versions. The adventure game
is much more closely related
to the film than the arcade
game ever was. I t uses much
of the atmosphere of the film
to set the scene and to make
the game all the more in-
teresting to the adventurer.
One example is when you
find the diary or have to
pacify your irate students
before you can get into your
office. The game trips along
quite merrily with you hav-
ing control of either Indy or
his fattier Henry.

MAINTAINING
INTEREST

Play begins with you returning to your
university after finally finding the cross
or Coronado.  It continues the close asso-
ciation with the film throughout but with
enough flexibility so as not to be boring
and linear. There needs to be a lot of
thought given to playing a game such as
this. as it isn't something that is going to
be finished in a lunch-hour .  I  should
imagine that a game of this size would
take someone like me several days to
complete. but you may take more or less
depending on your experience and enjoy-
ment of this type of game. The diversity
keeps the interest alive as you can go
flying as you flee the German castle.
travel to Berlin to retrieve the Diary and
finally discover the final  resting place of
the Grail.
The Last Crusade works on the tried

and tested Lucasfilm interaction techni-
que that has proved so popular  in games
like Monkey Island and Kings Quest. I t
works by you specifying an action and
then clicking on the object that you want
to perform an action on. either in the
scene or  from the inventory that the
character is carrying. The action is then
carried out or you are told, in a polite
way, that it doesn't do anything. This
kind of interaction makes the game more
interesting when you play it because you
get a nice animated sequence if you are
on the right track,



Wit h this  interac t ion,  you ac tually  be-
come muc h more involved t han if  you
were jus t  to type in c ommands  as has
always been the case in the past wi t h
adventures.  I can hear the cries now.
f rom the diehard text adventurer,  of  the
lack of  imaginat ion required f rom the
player, whic h may  be just ifi ed,  but  many
of us jus t  like to play  games, not  s it  down
and blow our minds  on excruc iat ingly
diffi cult  puzzles after a hard days work
(when has a s tudent  ever done hard work
- Ed!).

THE LOOK
OF THINGS

The graphics  are not  the best to ever
grace the Atari but  can be forgiven due to
the fact t his  is a graphical adventure •
more about  game play  and involvement ,
t han pret ty  pic tures.  The graphics  do,
however,  hold t rue to the Lucasfi lm un-
writ t en philosophy  of  apply ing the most
appropriate graphics  to the game. I tems
that  can be used are easily  ident ifi able,
but  not  to the extent  that  you can see
what  is a useful i t em and what  is scen-
ery. That  might  seem a lit t le unf air but  it
is all too easy to confuse the two if  not
t hought  about  carefully  beforehand.  The
characters are animat ed well wi t h Indy
and the others walk ing nicley, and appa-
rent ly  t alk ing when they have a message
to say. A nice touch that  gives the game a
lit t le polish.
Sound is  min imal  wit h jus t  a bleepy

tune knocked out  at the beginning dur-
ing the t it les. The t it les feature the young
Indy fl eeing along the top of a t rain and
fi nally  falling t hrough the roof  of a car-
riage. Otherwise there are very, very
occasional spot  effects so don't  buy  the
game if  you are expect ing sonix  that  wil l
b low your socks offi What  there is s imply
highlight s  the fact that  you have done
something that is  useful isomet imes! )
Movement  of  your character is t hrough

the mouse or the cursor keys. You s imply
point  at the pos it ion you want  to walk  to
and Indy or Henry  walks  there.  This  is

A D V E N T U R E

the same wit h the act ions that  have to be
performed,  but  his  t ime you somet imes
have to give two c ommands  in one such
as "Use the mallet  on the bell" and then
see what  happens.  Somet imes  nothing,
somet imes  a lot. I t  all depends on what
you have done previously.  You can load
and save your current  pos it ion and store
it on a separate blank  disk. You can store
more than one game and so bui ld up a
library  of important  t urn ing points  in the
game to come back to in the f uture to t ry
out  alternat ive moves.

NOT PLAY
IN A DAY!

You won' t  be disappointed wit h the
length of  t ime that  this  game wil l  keep
you enthralled.  Penc il in several days of f
to play  it  to the full.  Las tabilit y  is a per-
sonal t hing but  even those people who
have very lit t le
interest  in adven-
tures wil l be in-
terested by the
Indiana Jones
connect ion.  Prob-
ably  just  about
the ent ire popu-
lat ion of  England
know of  Indy be-
cause of  his,
seemingly,  uni-
versal at t rac t ion.
The whole feel of

The Last Crusade is one of class, sophis-
t icat ion and quality .  This  is a game that
has had a lot  of  work  put  int o it. The feel
of the game is just  r ight  and it  combines
the ideal balance of  atmosphere and
cerebral s t imulat ion to keep you interes-
ted. injec t ing an element  of  humour
whils t  s t ick ing closely to the fi lm.  I t  is the
k ind of  game that  you wi l l  be coming
back to for more several mont hs  f rom
now.
It might  be a lit t le while since It fi rst

came out  but  wi ih  the current  state of
the ST games scene, it  is  a welcome addi-
t ion.  The overall feeling is that  you have
one hel l  of  a game to get stuck into,

ADIOS!
So, as the sun sets over old England.  I

pick up my  bat tered Fedora.  bu l lwh ip
and Magnum and head out  in search of
the one t hing that  all men seek. -
P o w e rand glory  k id.  power and glory! !"

INDIANA JONES AND THE LAST
C R U S A D E  (THE ADVENTURE GAME)
Publ ished by Ki xx XL
ST and Falcon - Har d  drive i nstal l ab l e
Price £ 1 4 . 9 9

Reviewed by Nicholas Bavington

New Atari User - I s e  67 5 9



S T R e v i e w

FILE TYPE UNCO MPRESSED ARC 5.01 LZH V6.02 ZIP V2.1 ZIP V2.2

DEGAS.PI3 32 , 066  bytes 7,314 4 ,964 4 ,904 4 ,904
PROGRAM21.PRG 136,333 bytes 109,991 66 ,162 64 ,009 63 , 910
T EXT 21 . T XT 32 ,032  bytes 11,152 9 ,789 9 ,613 9 ,578

S T Z 1
11
,
There are several fi le
compression utilities
available for  the ST but in
our opinion the easiest to
use is ST ZIP. Here G.
Richard Yamagata ex-
plains the ins and outs o f
a program you may well
come across on your next
public domain disk

THE HISTORY
OF COMPRESSION

Compress ion of  programs has long been popular in the world
of telecommunicat ions .  Alt hough modems  have become faster.
growing f rom the days of  300 characters  per second lepil to
14.400 today. c omput er programs  and fi les have become lar-
ger. Compress ion of  the fi les to smaller packages, like 116k  for
the STZIP21.ZIP fi le that  was 26 I k  uncompressed.  is needed to
keep connect  t ime short  and,  consequent ly ,  long distance
telephone charges down and fees for us ing premium services
like Compuserve at a min imum.
In the stone age of  ST comput ing.  the fi rst  program and fi le

format  that  was  widely  used was  something called
SQUEEZE.PRO.  To uncompress  a fi le you used the apt ly
named UNSQUEEZE.PRG.  This  was extensively used by the
early  ST magazines to give t heir readers  more programs  t han
normally  allowed on the early  320k  s ingle s ided disks used in
those bygone days of ST comput ing.

ARC.TTP replaced this  system of  programs.  ARC not  only
compressed and uncompressed your fi les. it  gave you a full
c omplement  of  tools and c ommands  whic h allowed you to
compress a group of  files together.  Whole applicat ion packages
wit h resource files, data fi les and accessory files could be
compressed into a s ingle fi le. An early  example of  this is the
SLM driver ARC fi le that  contained all you needed to set up
and confi gure your system to use the SLM 804 laser printer.
This  contained the program that  went  int o the AUTO folder.
accessory programs  and some fonts.
ARC was  replaced by L a t . =  as the method of  choice for fi le

compress ion.  LZH not  only  placed at  your disposal a bat tery  of
tools for compress ing files, it  was more efficient in its  com-
pression. LZH is now being supplanted by  STZ1P.1'TP for
reasons that  wi l l  become apparent  as the features of  STZIP are
enumerated and explained.
Actually ,  STZIP Is a misnomer.  This  ZIP program runs  on any

of  the ST computers  (TOS 1 to 1.6) and wil l  uncompress  the
ZIP fi les compressed wit h PRZIPv2.04. present  on any  bullet in
board service that  supports  IBM and PC clones. Since TOS 1.4
support s  the IBM 720k  format ,  STZ1P is the perfect compress-
ion program for you on y our ST system if  it has IBM emulat ion
capabilit ies  l ie.  Supercharger.  PC Di t t o  etc.).
STZIP wil l also uncompress  fi les that  have been processed by

the Unix  system's Info-ZIP programs.  This  gets a lit t le muddy
for neophyte users operat ing in either TOS or UNIX.  STZIP
c ommands  and s t ring func t ions  are ident ical to those of  M i l l '
for MS-DOS systems. UNI X has its own way  of doing things
and may  give some ST users a panic  at tack.

THE ACID TEST
Table 1 direc t ly  compares  the compress ion efficiency of ARC.

LZH and STZIP. LIE' v2.2 c learly  has the best compress ion,
mak ing the smalles t  fi les. The LZH system and ZIP v2.1 are
compet it ive wit h ZIP v2.2. I f  you are us ing a 14,400 baud
modem,  you wi l l  not  not ice the 0.09% more efficiency of  v2.2
versus 2.1. I f  you are us ing a 1200 baud modem,  this  can
mean minut es  more t ime on-l ine for larger files.
The areas where the LZH system lags far behind are in the

ease of  usc and cost. ZIP has an ext remely  f riendly  GEM
interface and can be operated ent irely  by us ing the mouse.  The
LZH system. supplied as LI IARC602.TTP,  uses a c ommand

T a b l e  1 :  Shown are the sizes of fi les  that  have been compressed us ing ARC. 1211 and ZIP. This  comparison gives an idea of  the
efficiency ctl
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bytes. The version number tested is indicated.
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F i g u r e  ./.  Shown is the main window menu of  STZIP. Except for the disp ayed
version number,  the window is the s amef or v2. I .  v2.2 and v2.3. All selections
are made bu us ing the mouse. File names can be entered by hand

tine system, where you have to have the commands memorised
or written out for reference for typing in. The ARCSHELL
program makes LZH and ARC more user friendly, but by the
time you have sent in the shareware fees for LHARC and
ARCSHELL you have spent over 830.  STZIP is postcardware.
All the author.  Vincent Pomey. asks is that the users of STZIP
send a nice postcard to his address in France.

NUTS AND BOLTS
Version 2.1 comes as a self-extracting ZIP file. After double

clicking on STZIP_21.TOS. i t uncompresses itself and you will
soon have six files: README,  STZI P. DOC
• S T Z I P . P R O ,s r z i p _ o
-
o .  
W H A
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E W  
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n
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Z I
P T
O S
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supplied as a ZIP file that contains the same files for 2.1 pl us a
file called ZI KI RTTP.  I f you pr int out the does. you have 1 ri
pages of reading.
Using the SI ZI P program could not be easier. It

is intuitive and the does may be superfluous for
experienced users of ARCSI I ELL Double click
the program and it first asks you for the name of
the ZIP file you wish to work upon.  I f you have
an improved item selector, such as the one of
TOS 1.4 or Universal I tem Selector, you can
select a pre-existing ZIP file with a click of the
mouse. IF you are creating a ZIP file, you type in
the file name, i.e. ABC.ZIP.  I f you are a TOS 1.2
or earlier user with more than one drive, you will
have to type in the path file on the directory line.
This is no different than for any other file selec-
tion.
Once the ZIP file has been designated. you enter

into the STZIP program proper. The screen is
shown in Figure 1, The ZIP file name that I chose
is DISK_I_ZIP and is shown at the top of  the left
hand file selector menu.  I have chosen drive A for
the right hand menu.  STZIP has an improved file
selection interface. You can choose any drive or
partition that is active on your system. Since I

!LHARC .11TP
ARC . I T A
ARCSHELL,ARG
EXTRACT ,CF6
EXTRACTA,PAG
LHARC , I T A
README . 1ST
SIZIA , C F 0
SUP , DO C
SUP . P AG
UNLZ11161.1
4
110
ZIA2TOS .P110

DISK

A Fr e e  t  l ai d tits

have a hard drive wit h part it ions  C to G. those
are shown.  Floppy  users wil l be given only  two
t imices,  A and B.
To compress  a fi le. Just c lick  on the fi les you

want Zipped in the r ight-hand menu,  highl ight-
ing them,  and c lick  on t he Compress  fi les box
with the arrows showing file movement from
r
i
g
h
t  
t
o  
l
e
f
t
.  
Y
o
u  
c
a
n  
c
a
n
c
e
l  
a
n
y  
o
p
e
r
a
t
i
o
n  
a
t  
a
n
y

lime by hi tting the IESCI key. I f  you want to
insert a comment that will flash on the screen
whenever the ZIP field is uncompressed.  Just
click on the menu bar containing the file name
which.  in this  case, is  DiSk_121P.  A window wil l
open that will let you type in your comment.  This
feature will only function in version 2.1. The
same option displays the status of the compress-
ion. in terms of the size of the compressed and
uncompressed file or folder and the number  of
files present in the ZIP file for v21. and v2.2.
Extract is the intuitive reverse of Compress.

You click on the files you want uncompressed in
the left-hand menu.  choose the file directory you
want these to go to on the right and click the
Extract fields box with the arrows going left to
right.

If you do not have an empty disk to place the uncompressed
files on. you can click on the Format box and a nifty formatter
comes up that is user configurable. You can make the disk
access fast by skewing the format or you can format for high
capacity with up to 83 tracks (if your drive is capable) and 10
sectors per track. You can experiment for the fastest and most
efficient format settings for your  floppy drives.

If you want the files to go to a particular folder. the CrealDir
box allows you to create a folder. I f you need to delete a folder
or the ZIP is creating a conflicting folder name (you cannot
have two folders with the exact same file name), Just use the
Delete function to delete it. This can also be used to delete
files.
What makes STZIP superior to LHARC is the ability to embed

comments into the ZIP file and the abil ity to make the files not
only self-extracting but able to extract out to the folders that
the person who compressed t hem wanted t hem to go to. No
more hav ing to to read the does to ensure that  you have the

cont inued
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bar. I n this case, the fi le name DI SKJ . ZI P occupies the menu bar
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proper fi les in the proper folders to get that  unc om•
piled STOS program to work.  An example of this is
that  the DEFAULT. ZI P fi le has the folder ST_ZIP_2.1
compressed and wi l l  uncompress  that  folder wit h all
six of  the fi les of  1.2. I f  you wis h to t urn of f  this
feature when ex t rac t ing files, c lick  and x -out  the
Recurse subdirs  box at the bot tom of  the STZIP
window.  The ext ricated fi les wil l  be writ t en to the
selected direc tory  and no folders wil l  be created.
The Check Zip opt ion wi l l  got t hrough the extrica-

t ion algori t hm and tell the user i f  the ZIP fi le wil l
correct ly  uncompress  to usable fi les. The Confi g
opt ion allows  the user to select the c riteria by which
the fi les are ordered in the displays for the ZIP file
and the drive or part it ion.  You can select whic h of
the f our algorit hms  available you wi l l  use for com-
pression. You can set the program to delete all t iles
as they are added to the ZIP fi le or query  for deletes.
Other opt ions  are lis ted, but  have lit t le ut i l i t ar ian
use.
The Add mode select ion can switch STZIP f rom

compress ing to adding all fi les selected to the ZIP
file or to 'f reshen o r  'update' them.  Freshen adds
the fi le if  it has a date newer than the one in the ZIP
file. Updat e wi l l  add the fi le if  the fi le is newer or is
not  in the ZIP file- The select ion date c riteria for
these t wo act ions is set by  the user.
An interes t ing feature is the abilit y  to encrypt  a ZIP

file_ When the user compresses to a ZIP file, he can
designate a password.  l i t h e  password is not  input
into the SWAP program when the ZIP rde is unc om-
pressed. the ext ract ion is aborted,  This  is an excel-
lent method of  ensuring the privacy of  files when
us ing public  bul let in board services.
The most  useful feature of  the SI ZI P system for the

PI) uploader is the abilit y  to create self -ext ract ing
files. The ZIP2TOS,PRG wil l  ask for the user to
select a ZIP file to make into a self -ex t rac t ing TOS
file. This  means  the end user does not  have to have
a copy of  STZIP to uncotnpress the files. You jus t
copy the fi le to an empty  disk or part it ion,  double
click on it  and it  extracts ott t  to all the folders and
files that  were placed into the TOS fi le by
ZI1'2TOS.PRG.
Of  the two,  vers ion 2.1 is  my  favourite,  because of

the func t ional c omment  opt ion.  Vers ion 2,2 has
fixes for bugs that  are experienced bv users of
vers ion 2.1. in med ium resolut ion.  Vers ion 2.2 also
has a feature where you can select indiv idual com-
pressed fi les in the ZIP fi le for out put  to a printer.  I f
you regularly  use a monoc hrome monit or,  you wi l l
be jus t  as happy  us ing v2.I  ins tead of  v2.2.
All told.  STZIP is superior to LHARC and ARC and

recommend us ing it f or all your compress ion needs,
especially if  the person you are sending the fi le to
has t rouble work ing ARC.TTP. LHARC. TI P and/ or
Arcshell.

This  ar t ic le fi rs t  a p p e a r e d  in t he  Dec  ' 9 3 / J a n
*94 edition o f  Current Notes. a h igh ly recom-
mended US publication covering the ST and
Classic machines. Curren t  Notes is we ll wo rth
subscrib ing to and subscription deta ils can be
obtained from CN Subscriptions. 122. N. John-
son Road, Sterling, VA 20154, USA.
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REGULAR CASSETTE BARGAINS FROM PAGE 6
Y o u  k n o w  t h a t  t h e s e  c a s s e t t e s  c a n  w o r k  o u t  a t  o n l y  9 5 p  e a c h

b u t  n o w  y o u  h a v e  O V E R  4 0  T O  C H O O S E  F R O M  -  c h e c k  t h e
A c c e s s o r y  S h o p  p a g e s  i n  t h i s  i s s u e  a n d  m i x  ' n '  m a t c h  f r o m

t h i s  p a g e  a n d  t h e  p r i c e  c a n  b e  a s  l o w  a s  9 5 p  e a c h !

1 FREE - MASTER CHESS when you order 3 or more cassettes I
TRANSMUTER

A new kind of  weapon. This e e l-li a rcade game
features e xce lle nt smooth scrolling,  incre dible
terrain, ve ctor gra phics se ctions and subterra-
nean ca ve rns. Fa st re a ctions and a  coot nerve  are
a ne ce ssity. M usic b y David Whittaker

KIKSTART
The ultima te  off-road motorbike  scra mble  simula -
tor. Guide  your ride r ca re fully ove r the obsta cle s
in th is a ll a ction simula tor for 1 pla ye r aga inst the
compute r or 2  players aga inst each other a s we ll
as the  clo ck

180
What ca n we  sa y? A great da rts cha llenge . Eight
opponents. digitise d speech,  two player option.
live  joyst ick control,  fu ll ma tchpla y scoring,  a
sense of  humour,  supe rb pla ya bility,  this one ha s
it a ll!

S IDEWINDER II
It is 27 ye a rs since  the  fina l battle  of the  wa r with
the a lie ns. 27  ye a rs 01 peace  have  re igned in the
Western Spira l Arm  of the  Ga la xy,  All this is
about to cha nge . Ste p aboard your cra ft and pre -
pare to defend ma nkind in this a ll action spa ceblast

GHOSTBUSTERS
Has a nybody se e n a  ghost? Matter of fact ye s
they have! At  th is ve ry moment hundre ds of
ghosts are  ma king the ir wa y to the  infa mous
spook ce ntra l. On ly you ca n sa ve  the  world from
a disa ste r of  biblica l proportions. So  go and show
'em how you do it!

N I N J A
Bla sts the  be lt oft a ll other martia l a rts games!
That's a ll it  sa ys on the  Inlay! Someone  sure
re ckons this is the  be st punching,  kicking,  duck-
ing a nd diving game a round

R O C K F O R D
The only true  arcade ve rsion of the  cla ssic game
Boulderdash. There  are  four le ve ls on each of five
different worlds with four scre e ns on each le ve l
It a ll a dds up to e ighty tota lly different pla ying
screens.

INCLUDES FREE GAM S -  CRYSTAL RAIDER

PROTECTOR
Assigned to Fort Rucker, the US Army Helicopter
Training School based In the Nevada desert, your aim
is to become the best chopper pilot this side of the
Iron curta in. A real Protector
,  Y o u r  
m i s s i o n  
c o n s i s t s

of a strategic battle of wits between yourself and
either another pilot or a computer controlled RPV

R O G U E
You are  the  ROGUE. Your mission is to se a rch
the Dunge ons of Doom for the Amule t of Ye ndor.
in the  dungeons you will find ma ny things to a id
the que st for the Amule t. You will a lso encounte r
fearsome monste rs and fiendish tra ps that will
challenge a ll your skills

UNIVERSAL HERO
Only seven seconds left to save the planet! Universal
Hero has to save his skin and everybody else a by
finding bits to repair a shuttle to get to a planet to
pick up the spares to mend a space freighter which is
out of control and about to blow him and his chances
of ge tting back to ear th to  a toms ,

HENRY'S HOUSE
Little 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 chats chasing chickens, to a fi nal
encounter with liNf vicious vampire! Acknowledged by all
reviewers as one of the best Atari games of all time

B O M B  FUSION
A te rrorist gang ha s planted bombs throughout
the Se lle rsca le  Nucle a r Proce ssing Pla nt and you,
as e x supe r hero (e x after the  •Boris Affa ir')  have
to go in and sa ve  the  plant and possib ly the
Northern Hemisphere  from de struction

MILK R A C E
Cycling 1,000 mile s is no mean teat - and you
could end up fee ling pre tty exhausted by the  time
you've  finished pla ying th is superb ra ce  simula -
tion designed e spe cia lly in conjunction with theMilk Race

G U N  L AW
Four months of bloody alien attacks have taken their
toll -  a ll the surviving inhabitants have fled and arson
attacks have been made on your weapon stores, they
destroyed what you Could not ca rry away. You are left
to fight alone against ruthless and bloodthirsty kille rs
with iust a single  machine gun

REVENGE II
The Mutated 90 foot high,  la se r spitting death
camels have  rebelled a ga inst the ir ca ptors the
Zzyaxians and a re  Out for revenge! All action,
highly gra phica l shoot-am-up from Je ff M inte r

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

I N VA S I O N
Mobilize  your units and prepare  for battle . Th is a ll
action spa ce  conflict re quire s skill,  stra tegy and
ta ctics. You must de stroy the  weather control
station in orde r to win  the  battle  but e ve ry move
you ma ke  the  enemy will counter,  and the y're
waiting for you to make  just one fa ta l slip  up

LOS ANGELES SWAT
Specia l Assignme nt. Rescue  the  hosta ge s from
the te rrorist ga ngs holding out in We st L .A. Clean
up the  stree ts. Blo w a wa y the  bad guys and be  a
hero on ne twork Ta t !  Fa il and you won't be
coming ba ck to wa tch it. All a ction joyst ick bend-
ing comba t for those  with the  skill to  survive !

SPEED Z O N E
Enter the  Speedzone in a  fra ntic defence aga inst
marauding a lie n force s. A surve y ship sent into
the a rea  come s under a ttack. As an enemy ve sse l
draws close r your • STARF1RE' cla ss a ttack cra ft
is launched

FEUD
To win  a t Feud you must 'out-spe ll' yo u r riva l
Wizard Leanoric,  I n Kie ke 's herb garden you will
find the  Ingredients for your spe lls but tread care -
fully a s strange  things ca n happen in th is game
of ma gic and myste ry

PANTHER
Save the  I a si huma ns on Xe non before  the  a lien
hordes turn them into Sunda y roast! Ta ke  your
ground a ttack ship through this 3D scrolling
mega shoot-em-up with great gra phics and unbe-
lievable soundtra 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 0.50!

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



Z 4 D R K  I  D I S K  ONLY
The Intocom classic and the 'adventure game that changed the way
all future  adventures were  writte n. The  Great Underground Empire
of Zork is we ll documented b y now and thousa nds of pla ye rs have
become a ddicts graduating to infocom's more  difficult adventures.
Zork I  I s the  idea l introductory le ve l adventure  for beginners or
those with a  litt le  experience . I f you have  never ventured under-
ground before  now is the  time  to try,  i t s  never been cheaper to
expand your unive rse ! C la ssic origina l I nlocom pa cka ging with
excellent manua l and a  map.

O U R  S P E C I A L  n
i
l  c h E
O F F E R  P R I C E  1 . 4 , • :

SOME 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 3,000 questions makes Trivial Pursuit the
ultimate quiz experience for family and friends
DISK ONLY

A SUPER PRICE - JUST E2.95!
THE TAIL OF BETA LYRAE
Our AZ  of software says "The ultimate Scramble clone
with superb graphics and music. This humdinger of a
horizontally scrolling shoot 'em 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 E1.95!
ON CASSETTE ONLY 95p!

FREE
WITH ORDERS OF £15 OR MORE

Yes, a ROM CARTRIDGE absolutely free if you order software
from The Accessory Shop that comes to £15 or more (excluding
postage). Designer's Pencil is a graphics and sound based
programming language that anybody can use to create great
pictures and sound on the Atari - even if you haven't got a clue
how to program in Basic! It could give you hours of fun and a
great sense of achievement when you create something really
good - and it won't cost you a penny!

Claim your free copy of DESIGNER'S PENCIL
when you spend LIS or more on your next order

FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY
SHOP AND AN ORDER FORM ARE INCLUDED WITH EVERY ISSUE

CHECK OUT
THE ACCESSORY SHOP

PAGES FOR MANY
MORE BARGAINS!

SUPER SPECIALS
MAXWELLS DEMON
Check out the  re vie w In issue  49. Pa ul RINOn found this
simple gams to be quite addictive and at this price can
you afford not to become addicted! Its a different type
of game, more in the Teiris mould than an arced, game.
it sure makes you think and the price won't break you if
you don't get fully hooked,
DISK ONLY Rec ommended price £9.95
SUPER SPECIAL JUST El .95

MR ROBOT & HIS ROBOT FACTORY
One of the most famous of pla tform ga me s that has you
jumping ove r fire ,  running ove r breadmilla  and bombs..
climbing ladders,  sliding down pole s and more  with
some great gra phics,  M aster a ll 22 scre e ns If you ca n
and then create  your own for neveranding tun. This la
what pla tform games a re  a ll about.
DISK R e c o m m e n d e d  price
ONLY  0 . 9 5  on disk
SUPER SPECIAL JUST El .95

ZAXXON
One of the a ll lime  cla ssics for the  Ata ri,  Za xxon se t ne w
standards when first issued and was copied many
times. Pilot your craft across the unique 3 dimensional
battlefield shooting e ne my fue l tanks,  anti-a ircra ft ta nks
and missile s before  la unching off through spa ce  for the
ultimate conflict with a  mighty robot -  few have  got this
far! Za xxon. often copie d. ne ve r bettered and N EVES a t
this I ncre dibly low price !
CAS S E TTE  R e c o m m e n d e d  price
ONLY 0_95 on cassette
SUPER SPECIAL JUST £2.95

ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ENCLOSED OR BY WRITING TO
THE ACCESSORY SHOP. PAGE 6. P.O. BOX 54, STAFFORD, ST16 1DR

CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928


