
Support the XL/XE?Not me

but you can
Page 6 supports your Atari with the world's

oldest and best dedicated magazine
as well as the world's best PD library
as well as providing commercial software

Don't be like the guy abovereturn the favour
Keep supporting Page 6
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0 AUTO FUNCTIONS KEYS

Add DOS commands at the touch of a key!
WRITING A GAME
All you need to get you started
0 STILL WAITING FOR GO?

The chequered history of Atari
I Now an even easier way toEVEN EASIER RUNNING• autorun binary programs
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MAKING MUSIC
Will MIDI become obsolete
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future standards?
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This issue's

EDITORIAL 4
MAILBAG 6
THE TIPSTER 10
DISK BONUS 177

Thanks
Les Ellingham puts it all together and fillsup the gaps but the real thanks goes to thefollowing who made this issue possible
Sandy Ellingharn who takes care of all the()Mee work. advertising and mail order
For their regular contributions

John S Davison S t u a r t  Murray
Paul Rixon N i c  Bavington
Ian Fin layson M a r k  StinsonAllan J. Palmer The-Tipster

For their contribtiliOtIS this isstie
Andy Guillaume A n n  0•DriscollLes Williams A n t o n y  Weir
John Young R o b e r t  de LetterBenjamin Arnold A ndy McAtearChris Thorley P e t e r  Kern sonPierre Andre Berthault-Meca

Special mentions to
AU those readers who took the trouble of
sending us Christmas cards with their mes-
sages of support- Much apprecialed.

Some of these folk have supported us from almost
the beginning and without them we would not behere. Some are having articles published for the firsttime. All are to be thanked for sharing their enthu-siasm with all who read New Atari User

PAGE 6 shows just what you can do with your Atari.NEW ATARt USER has ahvays been created entirely withAtari equipment, initially on the XL but more Lately witha Mega ST and other stuff, who needs PC's or Macst
Hardware includes a Mega ST2 (upgraded to 4Mb).
SM 125 Monitor, Supra 30Ilifb 'lard Disk, a LIP LaserjetIll Citizen I24D printer, Philips CM8833 monitor.130XE, a couple of 1050 disk drives, 850 interlace, NEC8023 printer. Principal software used is Protext andFleet Street Publisher 3.0. Other software includes Ker-mit, TariTalk. Turbo Basic and various custom writtenprograms on the MIKE. Articles submitted on )31XEdisks are transferred across to the ST via TARITALK.
Programs are coded on the XE and printed out directlyfor pasting in after the typesetting is completed. Allmajor editing is done with Protext and pages are Laid outwith Fleet Street Publisher, Each page is output directlyfrom Fleet Street to a HP laseryt III which producesfinished pages exactly as you see them. All that Is left isto drop In the listings and photos.
Well. It's not quite as easy as that but you get the ideal

HOW IT'S DONE
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Otw of the great joys of musical traptran
anartists or new works almost by accident. This h
q
p
p er w d
-

recently with Mike Oldfield whose Attest work Ls The Sangs IDistant Earth a title that! irnmethately reooynised as o
f
°

Arthur C. Clarke's novels. Being a total deocsee and collector
or Arthur C. Clarke I had to have die CB whatever the music
might be like. As tt turns out it is excellent, urry atmospheric.and capturing the true feeling of travel and ille in worlds
beyond the Earth, 111 have to re read the book note! Among
the Christznas presents was Transmitting lAve from %nig
which, although there Is notheig new, is as brilikirti as anything they haw done. Reinforced by an appearance cin the TV
on New Year's Eue they have to be close to bring the best
band around. Thai Hogmanay program tt
&e
lf w a s  c u i  
i n s p i m

lion wah Mary and Frances Mark, Aly Bain, Nana Griffith
and Runrig all together. Whoever managed to get that togedter
for one of the raasi popular broadcasting slots of the yeardewroes to be put in charge of an entire Tv channel. That
mould really be worth watching! Final i•ptration this ISSUE is
Neil Young. who again was on the TV briefly over New Year,with Sleeps With Anyols which I discovered at a ridiculous
price in Woolworths among the hall price tinsel and baubles.
Not /acne tnspiring but with same vend good songs spoilt miyby one track aptly called Piece of Crapt

CONTRIBUTIONS
Wf thout contributions from its readers, NEWATARI USER would not be possible. PAGE 6 wel-
comes and encourages its readers to submit,articles, programs and reviews for publication.Programs must be submitted on disk or cassette,articles should wherever possible be submittedas text files on disk. We seek to encourage your
participation and do not have strict rules forsubmissions. If something interests you, write aprogram or article and submit it!

COPYRIGHT
All original articles, programs and other material inNEW ATARI USER remain the copyright of the au-thor as credited. All uncredited material is copyright
PAGE 6. Permission must be sought by enyoricwishing to republish any material. Whilst we takewhatever steps we can to ensure the accuracy ofarticles and programs and the contents of advertise-ments, PAGE 6 cannot be held liable for any errorsor claims made by advertisers.
ATA Pi (TM) hi registered trademark of ATARI CORP. MIreferences shook] be so noted NEW ATARI USER le anindependent publication and has no connection with Atari Orwith any other company of publisher.

Editorial address: P.O. Box 54, Stafford, ST16 1DR, ENGLAND Tel. 01785 213928
Editor & Publisher: Les Effingham • Advertising: Sandy Ellingham
Page layout by PAGE 6 - Printed by Dolphin Press, Fife, Scotland 0592 771652
NEW ATARI USER Is published bimonthly on the last Thursday of the month prior to cover date
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Editorial

EN I REM
SZ 2 REM U A N A L O G U E  CLOCK a
SG 3 REM n b y  Andy Guillaume
OD 4 REM U
YE 5 REM U NEW ATARI USER -  FEB 1 /95  U
FC 6 REM
NM 7 REM
SC 28 DEG :DIM C5C366),SNI366):GRAPHICS X

0:SPEED=50
NO 30 FOR 147-X0 TO 366:POSITION X0,) 0: ?  36

6
-
N
;
"

":CS(N)=COSCIO:SN(N)=SINCN):NEXT
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expected one or two dissenting remarks yet. almost without exception. the
comments where very positive with one reader writing to say that Issue 69

was the best ever! The single correspondent who made any form of criticism suggested
that the price should now be reduced but that fails to take into account the cost of
producing a quality magazine and the costs Incurred over the past couple of years of
keeping the format in its previous incarnation for as long as we could.

So most people seem happy with the new style of New Atari User (the debate about
whether to call it Page 6 again
.
has n o t  
b e e n  
s e t t l e d ! )  
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ensure that we can continue with a quality magazine for several more years. What we
need now is a continuing supply of good quality articles and programs for us to feature
and for you to share with your fellow enthusiasts. As I have said on many occasions
before we need your contributions to keep up the interest in the magazine.
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need are programs that are well documented. We have a vast number of
programs received over the years which are good enough to be included in

the magazine but which have no accompanying documentation. It is almost impossible
to take someone else's programs and write about them, only the author knows how they
came to be. The important thing is to write down all the information you can about any
program that you submit. i have said many times before, and repeat it again, that you donot need to be a professional writer so don't worry if you can't write flowing prose. Just
put down all the detail and if it needs knocking into shape then I'll do that when it is
published.

We particularly need longer or more complicated programs that we can use for Disk
Bonuses as these are now in very short supply. We also need shortish programs with
covering articles to include in the magazine. These can be anything you want, from a
routine to include in other programs. to useful utilities, fun demos or simple games. If
you find it interesting and enjoyable. chances are others will too. If you can't come up
with something to contribute, drop us a line and tell us what you would like to see
published and we can then run a column with your 'wants' which. hopefully, will spur
others to come up with the articles and programs.

0  ne of the most strange things to have happened in the past three or fourmonths is that many of you have stopped writing. Since just before Christ-mas we have received fewer letters for Mailbag, fewer Tipsier hints and fewer
Contact notices than ever before. What's happening? Have all the regular correspondents
run out of things to write? have you all been too busy? Whatever the reason please get
your pens or word processors out again and write to us. Mailbag is an important part of
the magazine that can keep people interested and spur them on to new things so let's
have your reaction to letters published and new subjects raised for others to react to.

The drop in the Contact column has bee quite amazing but since many of the past
notices were from people selling their ti-bit systems I am not really bothered. The more
people who hang on to their Atari Classics the better! Perhaps the drop coincided with
the decision to charge for the service, but that has now been reversed and the column is
free to subscribers. Use it to get in touch with your fellow enthusiasts.

That's all - now let's hear from you with all those great programs and articles which I
know are out there just waiting to be shared with others.

4 P a g e  6°s New Atari User
Les Effingham
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clock for your computer
mom, just turn your Classic

Into a neat timepiece! Although this
Is just a straightforward simulation
of an analogue clock which has little
direct use, the routines may well
prove useful for timing routines
within your programs.
Once the program is up and run-
ning. you just type in the start timein twelve hour format and, after the
screen has been setup, just pressany key to start the clock ticking.
The program waits until the correct
amount of jiffies at location 20
(RTCLOK byte 3) have passed. then
updates the 'second' hand which in
turn updates the 'minute' and 'hour'
hands. An array of Sin and Cos
values is used for extra speed.
The time of one "program second" isset at SPEED on line 20. This is the
amount of jiffies to be counted be-
fore the 'second' hand is to be updated, and is set to 50 for a stan-
dard U.K. XL. Those in the U.S.A.
etc. will have to lower or raise this
value to suit. Notice that seconds
and minutes are increased in steps
of 6, this is because they are anglesnot real values and are calculated
from the entered time. (i.e. 360
degrees/60 seconds or minutes = 61The 'hour' hand Is moved at the
same time as the 'minute' hand so
that it moves during the hour. if thiswas not so the 'hour' hand would
Skip from hour to hour giving a
rather jerky movement.

by
Andy Guillaume

' TICK-TOCK!
FX 40 HMF=0.5:INPUT "Enter Hours,Minutes”

:HR,MN:SEC=XO:MIN=MN*6:HOUR-COR*3,81-4((
MN DIU HMF)14)

KB SO GRAPHICS 8.16:POKE 709,18:POKE 710,
xo:COLOR XL:CX=15/:CY=95:5X=CX:5V=CY
-
3IA 60 1IHX=CX+(SNCINT(HOUR))*50):HHY=CV-CC
S(INTCHOUR))*50):MHX=CX+ISNEMIN)*70):Mov=cy-ccsoull)Nie)

OJ 70 FOR 111L90 TO 9I:CIRCLE CX,CY,N:0I(XT
N:FOR 14.."):0 TO 359 STEP 6:PN=cx+IrsilicH)*
8 0 ) : P Y = C Y
-
C C 5 ( 1 4 ) * 8
0 )

RR BO PLOT PX,PY: IF M O D  30)=X0 THEN FO
R I=X0 TO 7.2:CIRCLE PX,PY.I:NEXT I

MH 90 NEXT N:PLOT CX,CY:DRAMTO SX,SV:PLOT
CX,CY:DRAMTO IlliX,11HY:P101 CX,CY:DRAMT

0 MOX,MHY:GET N:POKE 20,X0
MT 100 SS=PULK(20):IF 5S<SPEED THEN leo
All 110 POKE 2 0 , 5 5
-
S P E E D : S E C =
S E C
+ 6 : C O L O R

8:P1OI CX,CY:DRAMTO SM,SY:SX=CX+ISNCSE
Cl*30):SY=CY-(CS(SEC)N30)

UP 120 COLOR Xl:PLOT CX,CY:DRAWTO SX,SY:P
LOT CX,CY:DRAWTO HOX,MHY:PLOT CX,CY:DR
AUTO MHX,MHY

DI 130 I F  5EC(350 THEN 100
DA 140 SEC=XO:COLOR XO:PLOT CX,CY:DRAWTO

M H X , M O Y : M I N = M I N
4 -
6 : M H X = C X +
( S N ( M I N ) * 7 8 ) :

M H Y = C Y
-
( C S C H I
N ) 0 7 8 )

BG 150 COLOR Zl:PLOT CX,CY:DRANTO MHX,MRY
tHOUR=HOURsomF:IF HOUROINTIMOUR1 THEN
170

LI 160 COLOR XO:PLOT CX.CY:DRAMTO HOX,MHY
:OttlizCX+(SN(OOUR)*50):OHY7.CY-(C5(MOUR)
*50)

MI 170 COLOR XI:PLOT CX,CY:DRAMTO
UT 180 POKE 77,X0: IF  MI10360 THEN MIN=MIN

-
3
6
0

IE 1 / 0  I f  HOUR)360 THEN HOUR=OOUR-360
LH 200 GOTO 100

Page 6's New Atari User 5



Mailbag

354 POS.C4,C10:? "Lge 1 2 3
355 POS C4,C11.t? "Med 4 5 6
356 POS.C4,C12:?"Sml 7 8 9

Welcome to 19951 Hope
you've all adjusted to
the new format NEWATARI USER. Let's have
some letters about this
please! As it stands
(perhaps due to Xmasand New Year celebra-
tions) we haven't re-
ceived much in the way
of contributions for
MAILBAG this time, so
this looks as though it's
going to be my shortestcolumn. Please make it
your New Year's resolu-tion to write more let-
ters - If you don't write.
how can we judge y
. t h eClassic Atari is still
holding your interest?

6

So let's boldly go whereno letter column has
gone before and dig in
to this month's postalmiss Wes

Allan J. Palmer

MAGAZINE
FORMAT
Editor's note: We actually re-
ceived many letters on the
subject of the future format of
the magazine than appear
here, and thanks to everyone
who LITChie, but these toere
not passed on to Allan as
many of the comments weresimilar and I did not think a
whole Mailbag of nearly iden-
tical letters would be very in-
teresting! We have had a
good number of commentssince Issue 69 went out,
mostly on the telephone. andall bar one have been most
favourable. Check the edito-
rial this issue for more detail.Back to Allan
Brad Rogers from South-
amp ton sent these thoughts
before the new format
appeared: "Obviously the
magazine will remain as a
subscription only publica-
tion. If printing the magazinein A5 format is cost effective,
then so be it. However. I
would prefer to see listings
left in the magazine (despite
being a disk subscriber), so
my preference would be for
A4 format, but cheaper
paper. Newsprint would be
too nasty to contemplate
though! I would like to see
the order form kept separate
from the magazine, since
Loathe cutting magazines.
Yes. I know about photo-
copiers, but not everybody
has free access to one. If the

Page 6's New Atari User

order form were just a blank
pro-forma, rather than a unt.
que one, then there would be
no need to print new forms
for every issue. This implies
that I have no objection to
putting the list of new PD
disks in the magazine. The
name? My preference is for
PAGE 6', since that's how I
still refer to the magazine. ST
coverage? If the past is any-
thing to go by, it seems to me
that Page 6/NAU will be the
only mag providing coverage."
Also before getting issue 69,
Frank Atkin from Gosport.
I hints wrote: re  the A4/A5
format, it is the contents that
matter, and jilt to all our
benefit go to A5, if not then
keep to A4. TWAUG has an
A5 format good value for
money and like NAU is very
much looked forward to."
T Thanks for your thoughts
Brad and Prank: what did
you think of issue 69?

AU TOOLKIT
Brian Arnold of Worthing Sus-
sex has a plea for help:
"Has anyone managed to
transfer to disk the old Atari
User TOOLKIT tape?! have
had no success at all, even
by using TRANSDISK IV. I
end up with a screen full of
garbage. and get the same re
suit if I try direct loading of
the tape.
- am sure the Atari User
Toolkit was available on disk
so it should work.

POWER PACKS
Prom Southampton, Brad Ro-
gers provides fin response to
enquiries in issue 68) this in-
formation about power packs
u
s
e
d  
b
y  
A
t
a
r
i  
8
-  
b
i
t
s
:

'This list is by no means ex-
haustive, but for what it's
worth, here goes
Description Voltage Current CDC
130XE Computer 5V 2.5A DC
410 Tape Deck 6V 1.8A DC
800 Computer 9.5V 1.5A DC
850 Interlace 9 V  3A AC
1050 Disk Drive 9V 3A AC
XEP80 Display 9V  0.5A DC
Card
XF551 Disk Drive 9V 3A AC
So, M. Tomlin is using a suit-
able PSU for his disk drive. It
should be stated that the
above are minimum require-
ments. and meatier PSU's
can't do any harm. Further.
it may be inferred from the
above list that all Atari 8-bit
disk drives use the same
power unit. If this should
prove not to be the case,
don't blame me!''

Thanks for the information
Brad; can anyone provide
further ig)date to this table?

8-BIT VIRUSES?
Self-styled W.A.C.O., M. Tom-
lin of Basildon in Essex:
"—was wondering if any AtariClassic user has had trouble
With a computer virus? I
Would like to ask the readers
out there for input on this

THUNDER ISLAND
Brian Arnold of Worthing, West Sussex feels "Thunder island*
in issue 68 was v e r y  good type-in. but I found it some-
thing of a nuisance to have to keep the article handy in order
to refer to the Game Options table with its many levels. I
therefore thought it would be a good idea to have this table on
the title screen, for case of reference. I renamed LANTERN as
LAMP, and with a good deal of abbreviation managed to get it
all in. Lines 340-370 should be re-typed as shown below. No
other changes are needed. I hope others will find this useful.
340 POS. C10,C4:? "ONE = "
351 POS. C4,C6:? "SEM FOR PLYERSME FOR LEVEL"
352 POS. C4,C8:?"01233= 1 3 5 : 1 = "
353 P .  C4,C9:? "LAMP ESYmedHRD LMP1 IMP2 ESYmedHRD"

1 PLAYER:DA357 POS. C4,C13:? •
358 POS. C4,C14:?"
359 POS. C4,C15:? • M e d  Still 16 17 18"
360 POS. C4,C16:? " 2 8  29 30 Sml Lge 22 23 24"
361 POS. C4,17:? " S m l  Med 25 26 2T'
362 POS. C3
1
18:? 
" U
M  
T
O  
P L
A Y I
S m i  
S
i
m
i  
7  
8  
9
"

365 SKILL=C1:LEVELP=C1
370 POS. 27,C4:? SKILL; FOR X=C1 TO 100:NEXT X

PLAYER:DA

Editor's note: You will have to experiment with the spaces to
get the table correct Using a typeface like this means that the
characters have proportional widths so do not match exactlo
with what will appear on screen.

one as I have never seen any
8-bitter say they have."
! I'm not aware of any
viruses existing on 8-bitmachines, but I have the
vague feeling of somebody
writing on this subject in the
dim and distant past_ Cart
anyone comment on the sub-
ject? IThe Compute book

Page 6's New Atari User

Lge Lge 1 2  3"
Lge Med 10 11 12"
Lge Sml 13 14 15"
Med Lge 19 20 21"

10 11 12 Med Med 4 5 6"

Computer Viruses had awhole section on the Atari
8-bit but the viruses did not
appear to be as serious as on
other computers. Unfortunate-
ly the book is now out of
print. I have never come
across any virus similar tothose common on the ST but
they do, apparently, exist' Ed.1
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MONITOR
FOR AN XL?
Peter Foote of Yeovil.. Some-
rset would ltke to thank "...all
those who contribute to New
Atari User. The articles pro-vide a valuable service to •
those of us who are still in,
the dark." Thanks Peter, it's
gratYYing to know that people
do appreciate other people's
efforts. Peter goes on to reportthat his colour TV used with
his Classic Atari Is now de-
funct and Is "—contemplating
the purchase of a monitor.
What type of monitor can be
connected to the XL compu-
ter? Can you suggest any
models and where they can
be acquired from?"
'T Right, let's here it from theassembled mosses - what
sorts of monitors are used out
there? (Don't forget Peter
you'll need to make a cable
that provides the appropriate
connections - something I'm
sure we've covered in pre-
vious issues of the magazine).

EXPANDING
THE ATARI
Peter Foote of Yeovil also asks"...back in issue of 32 of NAU,
a column called 'Expanding
Your Atari' was started byMark Fowler. Was the series
ever completed or was it heldover?"
t I  think Peter, that nofittilt-

er articles were forthcoming,and there was concern about
the safety aspects of connect-
ing an Atari to other electrical
equipment. Perhaps ouresteemed Publisher can add a
few words._ IThe major prob-lem tvcts that there were a
number of errors in the arti-cles which one or two readers
brought to my attention. As!have never been a hardware
bid there was no way of
checking whether the remain-
ing articles were accurate so I
decided to give the series the
chop. Better that than have
someone blow up their be-
loved Atari!]

DISK BOXES
In reply to queries in previousissues about the availability
of 51/4
- 
d i s
k  
b o
x e
s ,  
K
e
v
i
n  
C
o
o
k
e

from Exeter, Devon reports
that he has found a good
source in Dean Garraghty -
you should find a DaS advert
In arty recent issue of NAUwith contact details.

VIDEO
CONNECTIONS
In the last issue, I asked if
anyone hod ideas about
using a Classic Atari connec-ted to a video recorder, Kevin
Cooke (of Exeter Devon.
again) responded as follows:"I do not own the Video Title
Shop program at present but
hopefully Ill get the chance
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to try it out in the future.
However, the video link canalso come in handy when
playing games and trying towrite the solution for the
Tipster. By playing the game
through (while recording it)
and then watching it from the
video at your own pace, you
can see exactly what moves
you made, making it easier to
draw maps and write solu-
tions. I was also intending touse the link to create an
advertisement as part of my
GCSE coursework In myMedia Studies lesson at
school but, unfortunately. I
didn't get around to makingthe cable until after the
hand-in date. I may still use
the link for my final project
though and, if I do, I'll try to
send you a copy of IL"Thanks for the comments,
Kevin, and good luck with
your project.

LIGHT GUN
GAMES
Following Jason Kendall's en-
quiry about light gun games
for the Classic Atari, Kevin
Cooke (still of Exeter. Devon)sends these notes:
"Jason should perhaps take alook at Patrice Robert's arti-
cle in NAU issue 54 detailing
CROSSBOW, BARNYARD
BLASTER. CRIME BUSTER
LIGHT GUN BLASTER and
GANGSTER VILLE. I also
own ALIEN BLAST. a Space
Invaders clone that works

•
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BLAST is available from Dean
Garraghty. BARNYARD
BLASTER, CROSSBOW and
CRIME BUSTER may still be
available from Derek Fern's
Micro-Discount, and LIGHT
GUN BLASTER is available
on Page 6's PD Library disk
pedrokko 4. The only game I
have yet to track down is
GANGSTER VILLE - does
anyone know where it isavailable from?"
? Once again, Kevin. thanks
for your input!
Well, I'm afraid that's it -that's ALL the mail received
in time for this issue (and
even now I'm twining past
Les' original deadline so you
might not actually see this in
issue 70 - and if you don't
you can't actually be reading
this can you? i Imrrurun... is
this the first case of a Classic
Atari time paradox? Send for
Agents Mulder and Scully
from the X-Files? Nah, know-
ing our luck we'd probably
end up with Mr. ',Robby and
Danny Baker!!!
Don't forget to tvrite...
Air your views on all things Atari or help your
fellow users with their queries - even ask for
help yourself. It's all interesting, if only youwrite it down. Here's the address:

MAILBAG
NEW ATARI USER

P.O. BOX 54, STAFFORD
ST16 1TB

FOR THE FUTURE?
What would you like to see in future issi ?s of New
Atari User? Are there specific tutorials you would
like to see? Is there a program that you have never
szen before on the Atari or one which might he.tp
you with a particular task? Perhaps you are stuck
on a section of a program that you have been
writing for years. If that's the case someone read-
ing New Atari User could help you
One idea we have had for a while is a sort of

programmer's clinic or 'How do they do that?' in
which readers could write in with questions for
simple programming routines and others could
provide the answers. For example how to you write
a timing routine that continues counting as you
Input text from the keyboard? How can you disable
all keys except Y and N? How do people move the
directory on a disk so that it can't be read withDOS?
There are hundreds more questions like these and

we could run them as an extension of Mailbag by
publishing a selection of programming questions,
followed the next issue by, hopefully, some of the
answers. Whatever the question, someone, some-
where knows the answer.
That's one idea for a future column but there

must be many more so write in and tell us so we
can give you what you want. The address is below.

Page 6's New Atari User
Ain't Et better to write to NAL/7
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The TIPSTER The WoR

ET H u b 0* 531441 Ignore
Inner Ring 0 177147 354294
Inner Ring 0 59049 118098

Ring 0 19683 39366
Ring 0 6561 13122

Central Ring 0 2187 4374
Central Ring 0 729 1458
Central Ring 0 243 486

Ring 0 81 163
Ring 0 27 54

Outer Ring 0 9 18
Outer Ring 0 3 6
Walkaway 0 1 2• Start point

61 HALLE 71 FORCE
62 MUSIC 72 SUDAN
63 RADIO 73 CRUEL
64 PSYCH 74 SONIC'
65 SOUND 75 TUTOR
66 CODEX 76 STYLE
67 HEART 77 ELTON
68 CHILD 78 RESET
69 WALLS 79 BOARD
70 JOYCE 80 FRESH

81

808182
531441
276721

SE
430
-243
187

SE -177147 SEE. -162

83

99574

93

25
SE -59049 S SE.E. •18

85

40525

95

7
SEE. •39366 SE

E.
.6

87

1159

97

1
&SSE - 729 SE.

MICRO
89

430

99

0

81 BOHEM 91 OPONG
82 ETHIC 92 FLOOR
83 SAMBA 93 BORIN
84 ORDER 94 INTER
85 CENTS 95 PRIDE
86 POUND 96 BLACK87 OCEAN 97 EPROM
88 TEKNO 98 MICRO
89 OJDAG 99 ?
90 SPOON 100 ?
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buried beneath a mound of Christmas
pudding laced with sherry, brandy.

rum and other liquids that help to keep Christ-
mas merry. By the time he emeiges he'll be
trying to get that Falcon of his to perch on his
wrist! Luckily we can turn this Lssue's column
over to a guest Tipster- Mr. Les Will -  who
provided enough feedback on Issue 68's tips
to fill the column. Your regular Tipster will be
back next time - pmvidect of course that you
keep those hints and Ups corning - but mean-
while its goodbye to him and hello, and
thanks, to Les.
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New Atari User and we'll He up a lot ofloose ends.

Start here
Coloured tile system.
The ET system colour coding, and how to use thesystem, is a stinker!
The colour coding is based on the resistor colour
code (if the player is not familiar with this code I
don't know how it could be interpreted)
The tile coding is therefore:-

BLACK=0
ORANGE=3
BLUE.6
WHITE=9

BROWN.1
YELLOW=4
VIOLET=7

RED=2
GREEN=5
GREY=8

When you go into the ET system it will be seen thal
there are 7 colour codes The first colour shows you
which system you are in (there are systems around
the ET Roundabout) e g. system 0 (Black) is the
southerly one, system 3 (Orange) is the easterlyTHE BRUNDLES 0 0 0 0 0

On my disk there is no problem with Level 61 i.e. it scrolls to the left to reveal the home. I agree
with Peter's comments about Level 60 -if you Nuke'em the lock-up is even more spectacular
than exploding just one Brundle! As a follow-up here are most of the other codes.

Level 98 is impossible with the 60s time limit! Even if the •-• key is depressed immediately the
START key is depressed. and held down until the fall rate Is 99, the last drop takes 35s. Since
It then takes 35s for the Brundle to walk from the drop-zone to home, a minimum time limit of
70$ is required i.e. 75s-80s is more realistic.Any known fix with a disk editor?-
10 P a g e  6's New Atari User
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INPARIDISE
Once you have verified that you are in the re-
quired system, the first colour can be ignored.
When you arrive at the walkaway of the required
system. go N 12 times to get to the ET hub (there
is a quicker way, but I will leave it for you to find!).
In each system there are 1.000,000 locations, i.e.
4,000,000 in all of which only 6 have to be visited!
1 have found that the only locations you need to
use are the Easterly ones shown in the table
below, the numbers being the resultant decoded
colours.

Notes:-
(1) To get to 13122 go S.S.S S.E.E
(2) To get to 2187 go S S,S,S.S.E
(3) The sum of the locations visited must equal

the required address e.g.
S S.S.S.E.E.S.E.S_S_S.S S.S.S will get you tothe door of address 15309 i.e. 13122+2187

(4) For directions S.E. you can use SE.RETURN TO EDEN
Take the LOG to the island,
leave the DRY BULB on the
ground and SQUEEZE LOG.

Page 6's New Atari User

A worked example.
Assume the address you require has been giventhe colour code BROWN GREY BLACK GREY
BROWN BLUE RED.
Decoding gives 1808162 i.e. the address is
808162 in system 1. Go to the ET hub and work
out the required directions as follows:-

Now go S. and you will then enter the required
address - I hope!
WARNING - If you start the adventure anew all
the addresses will have been changed!
Curfew
The only purpose I can remember for the curfewis to swell the coffers of the local Fuzbots and to
make the player bankrupt. If this happens you
are slung in jail and the key is then thrown away!
If you spend your first night at your home in bed
when the curlew begins you earn 40 points. It is
also to your advantage to watch the TV - many
useful commercials are broadcast. (SAY HOME
on any road and you get a free ride home!)
Note your colour coded address and, by using
the earlier explanation of the ET system, see if
you can find your own way home from the ET
hub. I hope you looked in the criminal's wallet
before handing it in! End here

but turn the page for more gsr
11



MICRO DISCOUNT
DISK SOFTWARE AW147

ARTEFACT E 9.95 SEXVERSI E  5.95 ATARI 1020 4 COLOUR PRINTER PLOTTERS E25
.
0
0

BANG BANK E 5_95 SOUND TRACKER E 5.95BATTLE SHIPS E 4.50 SPECIAL FORCES E 6,95 ATARI UGHT PEN 81 CARTRIDGE SOFTWARE E19,95HUMANOIDINSIDEIMAGINE
E 5.95E 5.95E 6,95

TAGALON E  5.95
TECHNO NINA E 5,95THE LAST

WillTRONICS 256k 800XL UPGRADE (PART KIT)MICRO PRINT CENTRONICS INTERFACE'FOXLINIC. Cables ard software that enable
El 0,00
t a
mDALLAS QUESTDARKNESS HOURE 9.95E 5.95 GUARDIAN E  5.95THE BRUND1ES E15.00

you to transfer 6les between PC K
ITa t T n d e 2 P 5 C . o
s r T S K I r r E s E .
9 3 5 2

DARK ABYSSMIECZE VALDG4RA I E 5.95E 7.95 BRUNDLES EDITOR E 7.50THE CURSE E  6.99 720k 31i" DISK DRIVE INTERFACE *Olt to ordor
i
E65.00

T-34 130XE Polish tank battle gameMIDNIGHTMICROXOBLITROID
E 6,95E 6.95E 6.95

DROP IT (30 TETRIS) E 5.95VICKY E  5.95
MEGA MAG 7(2 disks)E 4.00

ZONE PATROL The shoot 'am up game Atarinever released E 4 . 9 5PRINT LAB XE (requires 130XE)
You can now run Atari 8-bit software on your Pa 1020i1029/Epson printer Wily disk1050 DRIVE MECHANISMS New/unused E6.95

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

PC XFORMER antyE.21.00
NOW AVAILABLE!MENU PRINT £6.95

The new disk cataloguing system from David Davies

taadry sealed units direct from Atari USA E25_00(why repair when you can just rewace?) e a c h
NOW PRINT IN COLOUR ON YOUR 10291

1029 COLOURED RIBBONS
Black E6.50 - Rod, Blue, Yellow E7.50

FULL DETAILS OF ALL THE SPECIAL OFFERS IN DATA-BASE CATALOGUE No. 16
60 pence for a single copy or £3.60 (postal order) UKfor 12 issues. £6.00 Europe; £10 elsewhere Air
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The TIPSIER
Fooled Ya!
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It's only some help needed!

HELP ME!
Now it is my turn to seek help for an Adven-
ture please. In LEATHER GODDESSESOF PHOBOS

(a) Where can 1 find the Photo of Jean
Harlow?

()) flow do I get past Thorbast when out-
side the spaceship (even when I get his
sword I can't do it),

Page 6's New Atari User

IT'S OVER
And so ends this guest edition of The Tipster.
The next one is up to you. Christmas is over,
this is 1995 and we need another whole year
of tipping, hinting, mapping and solving frorrz
you lot. Dig out your favourite games and tell
us how you crack them. Dig out you not so
favourite games, work out where you got
stuck, and ask for help - someone knows theanswer.
Write it all down - send it all in. There were

whispers that The Tipster was going to take
easy in 1995 but that's not the case is It? Boli
him with mail - start writing nowt

Send it all to:
THE TIPSTER

NEW ATARI USERP.O. BOX 54STAFFORD
ST16 1DR

L/KM
'Mb

MALWRITING A GAME
Programming a game
of your own can be
quite complex but it
need not be difficult.Ann O'Driscoll shows
how to get started
with a simple idea
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not as difficult as some people im-
agine. The trick is to start simple

and build it up from there. This article ex-
plains how programming a small, uncompli-
cated maze game might be approached. WhileIt doesn't have "extras" like user defined
graphics, it does have some of the features

. found in "real" games like sound. sawing and
a reason for playing. In other words, the
framework is there for the program to be
developed into your own personalised game.
In approaching any program from scratch.

It's usually a good idea to Jot down a few ideas
On what you want the program to do. before
You go near the keyboard. This would include
deciding on the type of game screen you want.Whether movement routines should use the
keyboard or Joysticks and, of course, the over-
all purpose of the game itself. For instance. in
a maze game the starting point might be a
character who can't move through walls, but
after that a number of scenarios are possible:

Page 6's New Atari User

Should something follow the character, so
that he has to find the way out quickly? Or
perhaps he should collect "treasure" from cer-
tain places within the maze? Should there be
a time limit? What happens when the playerwins or loses?
Let's assume that, following an analysis like

this, we decide that our game will have the
following features: The "action" will take place
on a Graphics I screen. The '4" symbol willbe used for the walls of the maze and the
Inverse 's" symbol to represent the maze char-
acter, We will put "dots" or full stops on all
the places in the maze where there is not a
wall, and the character, moved with the Joys-tick, must move over or "eat" the dots. The
game will end when all the dots are gone. A
timing routine will be included to give some
incentive to play. and we'll put a "Play again"
option in too. Next, we'll put these ideas into a
program, step by step:

STEP 1 - Build the Maze
The maze shape is defined by the DATAstatements at LINES 800-940, with each
DATA line representing a separate row of the
maze, The "a" symbol is used for the walls
and the "." for the spaces in between. Because
the maze is symmetrical, the first line is thesame as the last, the second is the same as
the second last, and so on. Our maze is 15
rows long (15 lines of data) and 15 columns
wide (15 character spaces across for each
line). This size Just about suits the Graphics I
screen (20 long by 20 across); we might

13



change the maze size if we used
another graphics mode.
LINE 25 of the program DIMensions a

string called WS which is big enough
to hold a single row of the maze data.
LINE 50 puts the computer into
Graphics I mode (and turns off the
cursor) and LINE BO places the maze
data on this screen: The "RESTORE
800" command simply tells the com-
puter to start looking for the data at
LINE 800. The FOR NEXT loop reads
the first row of data (at LINE 800) and
prints it on the screen beginning atcolumn 2, row 2. It then reads the next
row (LINE 810) and prints this under-neath at column 2. row 3 and so on
until all the data has been read.

STEP 2 - Create theEater and move him
Our "eater" Is very simple - an inverse•41,. character which we decided on ear-
her. LINE 30 sets up a string called ASto hold the character. This means that.
11 we want to show the eater on the
screen, we can use "? #6
-
,AS" t o  
d o  s o .

LINE 80 sets the initial co-ordinates or
"starting point" for the eater at the middle of
the maze (column 9 and row 9) and prints iton the screen.
In BASIC games, simple animation or move-
ment effects can be achieved by printing a
character, rubbing it out and then printing it
again at a new position. 'Rubbing out" either
means putting back the old background or
something else. In this program, we want our
character to "eat" the dots as he passes over
them, so we will print a space when he leaves.
Also. if he moves into a blank area to begin
with, we will 'erase" him when he goes by
reprinting the space again. LINE 35 sets up a
string called 13S to hold one blank character
to be used in the rubbing out routines. Now
14

EX i  REM UtUttlISIttUMUURISIISIUMUntuttlutumm
utzt
ZS 2  REM U W R I T E  A GAME ftVK 3  REM II b y  Ann 0
.
D r i s c o 1 1
11X 4  REM U A  MAZE DEMO
HC 5  REM U - - - - - - - - - - - - - - - - - - - - - - - - - -  n
YE 6  REM U NEW ATARI USER -  FEB 1
9 9 5  uFD 7  REM MIS121211111=MUltlititr4mmut
tutti
NM 0  REM
WW
ZL
XV
BO
CZ
CA
GG
08
OK
WW
10
VJ
Cw
BG

PE

25 DIM W5(15):REM Maze wa ll
30 DIM AS(I):AS"0":REM Eater
35 DIM escil:BS=" ":REM Blank SPace
40 BT=I00:REM I n i t i a l  time t o  beat49 REM
50 GRAPHICS I:POKE 752,1
59 REM - -  DRAW MAZE WALLS
68 RESTORE 800:FOR N=0 TO 14:READ 145POSITION 2,14-1-2:? S16:145:NEXT N
69 REM P U T  IN  TIME To BEAT
70 POSITION 2 ,0 :? U6:"best time ":BT
79 REM - -  PUT IN  EATER
88 X2=9:Y2=9:PO5ITION X2,Y2:? 116:A5

89 REM - -  WAIT FOR KEYPRESS
= p l a y
98 ? CFIR5(125):"4
MEM. = End"
100 I F  PEEK(53279106 AND PEEK(53279)(
)3 THEN 100

UT 105 I F  PEEK(53279)=3 THEN GRAPHICS 0:p
OKE 752,0:CLR :END

TK 109 REM - -  BEGIN GAME SOUND
KW 118 FOR P=I88 TO 8  STEP -4:SOUND 8,P,1

0,12:NEXT P
114 REM - -  SET TIMER
115 ? CHRS(125):POKE
119 REM

IA
KO
CO
JZ
ML
UM
OP

SET UP GAME SCREEN

START

11.0:POKE 20.0

OP

GAME LOOP
.1.20 SC=0:GoTo 250
149 REM - -  JOYSTICK ROUTINE
158 5=5TIcKCO2:IF S=I5 THEN 158
160 X2=X2+CS=7 AND X 2 ( 1 6 )
-
( 5 = 1 1  A N D  
X 2
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we can use "? #6:138" to indicate that the eater
has left a particular screen position.
The program uses X2 and Y2 to show the
current column and row positions of the eater
and X1 and Y1 to show the previous or 'old'
column and row positions. Moving the Joys
-tick right or left updates the X2 position; LIP
and down movements update the Y2 position.
X2 and Y2 must keep within the maze limitstoo: Neither X2 or Y2 can fall below 2 or go
above 16 because this is where we've put our
maze on the screen. The compact routine atLINES 150-170 takes care oral] of this. First.
the computer is told to stay at LINE ISO if the
joystick is stationery (5=15). LINE 160 adds I
to the value of X2 lithe Joystick is poshcd

>2)
ok 170 V 2 = V 2
,
f ( 5 = 1 3  
A N D  
Y 2 ( 1 6
) -
( S = 1 4  
A
N
D  
Y

2)
-
2
1

zA L80 POSITION Xl,V1 :7  U6;135:REM Rub outold pos it ion
T
G 
1
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0 
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row, a s c i i  code
TR 200 IF  0=35 THEN SOUND 0,150,18,0:FOR

D=1 TO 28:NEXT D:souND 8,0,0,0:X2=X1:Y
2 =
,
( 1
: G
O
T
O  
2
5
8
:
R
E
M  
H
i
t  
w
a
l
l

gz 2 /8  IF  0=46 THEN SC=5C+1:REM H it  dot
TM 258 POSITION X2,Y2:PRINT U6:AS
AA 268 I F  SC=118 THEN 300
joi 270 X1=X2:Y1=Y2
0A 280 GOTO 150
OG 299 REM
WI 300 T=INT(CPEEK(19)*256+PEEK(20))/58)
OP 310 P=I20:IF T(BT THEN BT=T:P=12
gz 320 POSITION 12,8:7  1:16:BT:" "
ZO 330 FOR N=1 TO 3:SOUND 0,P,10,8:FOR D=

I TO 40:NEXT D:SOuND 0,0,0,0:NEXT N
RK 340 GOTO 68
YE 799 REM
ZJ 888 DATA ISUUMIUSUSUSUUltuttl
OY 810 DATA U
JM 828 DATA U.UU.UU.UU.UU 0
AS 830 DATA U.0
MK 840 DATA U . . . U . U . U . U  0
J5 850 DATA U.UUU.U.U.UUtt 0
AY 860 DATA U  a  UOM 870 DATA uuuu.sas.nn.nnau
BC 880 DATA U  U  U
KA 890 DATA U.UUU.U.U.UUU 0
MD 900 DATA U . . . U . U . U . U  0
AP 910 DATA U.0  U   U
JN 920 DATA U.UU.UU.UU.UU 0
PO 930 DATA U
/5 940 DATA UU:UUUmUuuUUUUUU

GAME OVER :  NO DOTS LEFT

DA A FOR THE MAZE

right tS=7). provided X2 isn't at the maximumvalue, The same line subtracts 1 from the
value of X2 if the joystick is pushed left
(S=11). provided X2 is above the minimum.
LINE 170 follows the same principles for up
(S14) and down (S=13) movement, and up-
dates Y2 accordingly.
LINE 250 of the listing prints the eater at the
new X2. Y2 position. LINE 270 then turnsthese co-ordinates into the "old" co-ordinates
SO that the eater may be rubbed out, and
LINE 280 sends the program back to get the
next X2 and Y2 values. At this stage we are
Well on the way to completing the movement
loop routine, which now looks like this:
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LINE 150-170 Update X2 and Y2LINE 180 Rub out at Xl. Y1
LINE 250 Print eater at X2, Y2
LINE 270 Set XI = X2 and Y1 Y2 (i.e.
store last positions)LINE 280 Go back to LINE 150

STEP 3 -Put in theSTART Routine
As LINE 80 has our eater stuck in the
middle of the maze, now might be a
good time to move him into the game
by introducing the START routine.LINE 90 clears the text window and
invites the player to press the START or
OPTION console keys. LINE 100 waits
until one or other is pressed. LINE 105
ends the game if you press OPTION.
otherwise the main play loop begins.LINE 110 has a short sound routine to
get the player ready and then LINE
120 "catapults" the eater into the mid-
dle of the Joystick movement routine (to
LINE 250). If you test the program at
this stage you will find that, while the
eater moves quite well. it erases every-
thing it passes by - including the mazewalls. Also, while it eats the dots, the

'game' goes on forever, even when the screen
is cleared. We can take care of problems
If we check the caters screen co-ordinates
when he moves:-

STEP 4 - DetectingScreen Positions
Having updated the screen co-ordinates atLINES 160-170 and rubbed out the old loca-

tion at LINE 180, we next find out what is at
the eater's new screen position. Obviously, we
can't have him walking through the walls of
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the maze. We also want to know when a dot is
"eaten". The Atari uses the LOCATE command
to give the ASCII code for the character resid-
ing at particular screen co-ordinates. It takes
the form

LOCATE column, row, ASCII code
All the ASCII codes are given at the back of

your computer manual. The ones we're in-
terested in are the hatch symbol (ASCII=35)
for the walls and the full stop symbol
(ASCII=46) for the dots.
LINE 200 checks to see If the new position
contains maze wall (Q=35). As moving into a
space occupied by the wall is not allowed, the
computer gives a "disapproving" sound. Next.the "old" or last co-ordinates are restored - in
_her words, the computer is told to forget

about the proposed move and the wall co-
ordinates are dropped. Then the program issent on to LINE 250
LINE 210 checks to see if the new position
contains a full stop (Q=46). Our game specifi-
cation says the asterisk character must "eat"
or move over all the full stops. so we'll need to
keep a track of when he meets these. The
simplest way to do this is to have a counter or
score which goes up by I when X2. Y2 hits a
dot. LINE 210 does this, having set the score
at 0 before the game started (LINE 120). LINE
250 prints the eater over the dot. There are
111  dots in the maze altogether. When the
game starts, our eater is *sitting' on a dot inthe middle of the maze. This means he must
eat 110 dots to dear the maze and end the
game. LINE 260 sends the program to the
game over routine when SC reaches 110.
Otherwise, the X1 and Y I co-ordinates are set
up and the Joystick movement loop continues.
as explained above in Step 2.

STEP 5 - Put in a Timer
As it stands, the game isn't much good be-
cause. even though it works, there's no incen-
tive to play - there are no "buddies". there's no
16 Page Cs New Atari User

"high score", and it doesn't really matter if
you take all day to clear the maze. With Just a
kw extra lines of programming. we can rectif
y
this by introducing a timing routine:
LINE 115 sets two of the Atari's "rmaltime

clock" registers (at memory locations 19 a
n
d
20) to zero before the game starts. LINE 300
reads them at the end to see how man
yseconds have elapsed 'The contents of mem-
ory location 20 go up by I every 1/50 seconds
and, when it reaches 255 (after 256/50 or 5.1
seconds) it nudges memory location 19 up b
yone, goes back to 0 itself and starts increme-
nting again. It follows that the value in mem-
ory location 19, found by PEEK(19), tells us
that that location 20 has gone from 0 to 255
that many times. Each time took 256/50
seconds. so PEEK(19) X 256/50 plus
PEEK(20)/50 gives us seconds taken to com-
plete the game. This is what LINE 300 calcu-
lates. LINE 310 compares this value with the
previous "Best Time" (BI) and updates if
appropriate.

STEP 6 - Final Routines
Now all that remains is for us to put in the

"game over and "play again" options. LINE
330 looks after the two possible "game over"sounds. The second value in the Atari's sound
command controls the pitch. The game uses
one pitch (P=12) when the previous best time
is beaten and a different pitch (P.120) other-
wise. These values are set in LINE 310. The
initial time to beat is set at 100 in LINE 40.
Finally. LINE 340 directs the program back toLINE 60. the maze is redrawn and the compu-
ter waits for START (new game) or OPTION
(finish up) to be pressed.

and that's about it Additional features like
a title screen, obstacles which prevent a clear
run through the maze. or perhaps a "level 2 If
'level I" is completed within a certain time -
may all be incorporated once the basic build-•ing blocks are in place.

DISK BC0NUS
AN AD VENTURE DOUBLE!
THE SINCLAIR EXPERIMENT

by Antony Weir
Somewhere in the heart of England. the notorious professor Sinclair works on his amazing discovery •

Chronokinetics that's time travel to you and me. He has threatened to transport the Earth back to before the
beginning of time if his demands are not met. Realising that this would mean the resurrection of the ZX-80, the
WS° (World Security Organisation) sent you and a certain 'Miss X
- t o  b r i n g  S i n c l a i r  
t o  j u s t i c e  
a n d  
d e s t r o y  
h i s

machine. You were both caught by Sinclair's hoods, You have managed to escape, but Moss X is still a prisoner.
You find yourself alone and unarmed in an unfamiliar town, with your companion to rescue and a mission still
,
3 
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The Sindair Experiment is the usual type of text adventure with the standard two word vocabulary. Nouns can
be shortened to just the first four letters but note that verbs must be typed in full. To play, simply boot the disk
with Basic but ensure that the disk is left in the drive as the program accesses various files during play.
There is both a Cheat mode and a Help facility. The cheat mode enables you to go direct to certain locations.

While holding CONTROL, type LOC. Press ESC and type ESC CONTROL followed by a space. Then type
in the number of the location you wish to go to.
There is a separate HELP program that can be calted up from the main game. To use it, first save your current

status (SAVE GAME). Now press P at the location where you need help. Remember the number and type HELP.
You will see a menu giving you three types of clue. Give your location number and you will receive some sort
of hint as to what to do next You can then go back to the menu and select option 6 to return to the main program.Restore your position (LOAD GAME) and you can carry on

SPACE WRECK
by John Young

In this adventure you find yourself mamoned on a wrecked spaceship drifting in an asteroid belt, your objective
is simply to get yourself rescued.
Commands can be either one word or verb-noun, and you need only type the first four letters of each. The

State of play can be saved to disk, this being advisable before doing anything that may be dangerous. The
!ofowing is a list of oftemused commands. but quite a few others are possible.
ONE WORD: NORTH (N). EAST (E), SOUTH (Si. WEST (W). UP (U). DOWN (D), SAVE. LOAD (RESTORE).
INVENTORY (I), QUIT (Q)
VERB-NOUN; TAKE (GET), DROP (LEAVE). EXAMINE (LOOK). OPEN, CLOSE. FIT (FIX). REMOVE. GIVE

If your attempt to communicate is not understood, try rephrasing a, and remember that all valid commands mustmake•sense in two words. A last hint: EXAMine everything.
Even it you have never played an adventure before you should find these two programs enjoyable. Give them a go!

THE ADVENTURE DOUBLE is available only on the New Atari UserIssue 70 disk. Disk subscribers will have received their copy with
the magazine but the disk can be ordered separately for /2.95 frontPACE 6. P.O. BOX 54, STAFFORD, ST16 1DR. Access or Visa
orders can be accepted by telephone on 0785 213928THE NAU ISSUE DISK OFTEN CONTAINS EXTRA BONUS PROGRAMS NOT LISTED IN THE MAGAZINE
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THE CAVES °FORM
Robert de Letter
demonstrates with
his first ever game
that you do not need
fancy machine code
programming to
write a quality game
just imagination
and Turbo Basic!
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1984 I always wanted to write a game.
Some utilities I wrote have been pub-

lished in Page 6 as has a word game (Guess
and Count). Some time ago I finally decided to
write a platform or 'run and jump' game.The Caves of Ctullii is based around a Ger-
man Public Domain program The Dungeons
of Xotha', I always loved that game so I de-cided to use it as a basis and enhance the
original to use some of the excellent features
of the Atari.] rewrote the whole character set,
added a wizard, some more dungeons. most
sound effects, booby traps, magic and an exit
to the next cave. After a couple of weeks I
decided to re-write the whole program in
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Turbo Basic to try and speed it up. I now
really have seen the speed of that langruage!One of the reasons I like this game is that it
Is written for us older people! No dull chasingmonsters and no clock whose only purpose isto reach the zero counter in no time at all. If
you think, however, that it is going to be easy,think again. It isn't!
There are no fancy player missile graphics
controlled by machine language as all player
movement is done by COLOR, PLOT and LO-CATE commands. The COLOR command
accepts both Atasci and Internal codes, so
several colours can be plotted in a Graphics I
screen. Turbo Basic allows plenty of speed
using just Basic commands. in fact in some
sections I have had to slow the programdown.

THE STORY SO FAR
In the Hyborean age, Cohnan was sent out

by his King to find the 'Necronarnicon% thefabled book of death. a book that gives you
unlimited power. Cohnan has journeyed far torecover the book which was last located in the
Cthonka hills, but one of the Guardians of the
book, the beautiful witch Winonkha. has mis
-led Cohnan and he is stranded in The Caves
of Ctuthc. lie must go through 10 caves be-
fore he can enter the Dragon Room where he
believes the book may lie.The doors of each cave are guarded and earl
only be opened by bribery. Cohnan (you)
must collect 10 gold pieces in every cave be
-

fore you can open the door to the next
dungeon. In each level you also have to meet
the invisible Wizard who will give you an
amulet. You can open the door without
amulet, but don't forget it. there is no way
back! When you have reached the final cave
you must give CTULHI 10 amulets to becomefree.
Finding the wizard is not a difficult task, but
the wizard is placed randomly in every cave.
The sooner you meet him the higher your
score is. In the seventh dungeon you have the
chance to gain an extra amulet. I will not tell
you how, although it's very easy you will
probably never find it!.
Once an amulet is yours
It is placed at the top ofthe screen. In the third
and ninth caves you
Rain a life. I realise, pro-
fessional players do notneed an extra life but
Other players may soon
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lose interest if they die time and time again.
You can only move left and right but you can

jump by pressing the trigger and moving the
joystick in the desired direction. Most caves
need a certain strategy in order to collect all
the gold pieces. You will find teleporters. dis-
appearing bridges and some nasty things.
That's really all I have to tell you about thecaves.

KEEPING SCORE
At the top of the screen you will see (from left
to right): your score, the amulet symbol.
Turbo Basic's internal clock (TIMES) just to
see how long it takes to find the wizard yourlives and the number of' the cave.
The less time it takes to open the door the
higher your bonus points are. If you quit the
game and decide to play again press RESET
before running the program again.
As I said earlier! have had to slow the game

down but if you want to see Turbo Basic in all
Its glory leave out some of the PAUSE com-
mands. especially PAUSE %2 in line 200.
I had originally planned to have a good fight

against the dragon in the final cave but I ran
Into a memory conflict. If somebody has a
solution, please let me know.
The game starts with a smashing 'Curtain
Raiser' written by Daniel Lea and published
earlier in New Atari User. If you are still an
avid user of our wonderful 8-bit computer.
Daniel, I wonder if you have more of these
magnificent little gems?
So. that's all. Enjoy the caves and Good Luck.

THE LISTING
The Caves of Ctulhi is included on this issue's diskready to run. If you would like to type in the listing
(remember it is written in Turbo Basic) a printed copy
with full TYPO 3 codes can be obtained free of charge
from New Atari User. Check the inside back cover fordetails of how to obtain a copy.
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Features
and CDPHOMSTILL WAITING FOI
THE HISTORY OF ATARI

Atari have gone
from being a small
games console
manufacturer to
being a  small
games console
manufacturer. But
something must
have happened
along the way?Pierre Andre
Bert hault-Meca
investigates and
reports
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would like to apologise for a phrase in
an article I wrote for New Atari User a

few issues ago which has been very badly
received in France. The line "I hate French
people. they only think of themselves" was
written when I was very angry at certain
French companies not supporting the Atari.
Let me ensure French readers that I am very
proud to be French and I'm also very proud of
my culture, so don't worry French readers I'm
not a threat to the nation!
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take a look how Atari have fared over
the years. so let's begin at the very

beginning and take a trip through good times
and bad to see where we are today.

1 9 4 4  Nolan Bushnell is born.

1 9 6 0  Nolan Bushnell studies eke-tricity in his college. During
the summer of the same year. he takes a Job
In charge of an attraction park. Hc will say
later: ''l always had a weakness for frivolity.
So I told myself that technology could also
lead to pleasure ..."

1 9 7 1  Inspired by the computer workof his colleague at university.
Nolan Bushnell creates and manufactures his
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first video game "COMPUTER SPACE". Too
advanced for its own epoch. the game will be
a commercial failure.

1 9 7 2  Not discouraged by this down-turn. Nolan Bushnell founds
his own company which he calls ATARI
(which in Japanese means checkmate in the
GO game) and releases "PONG" on the mar-
ket. At this time the market was represented
only by the arcade games that you can see in
a pub or bistro. PONG was an incredible sue-
mist Legend says that Nolan Bushnell cre-
ated ATARI with 8250, a bottle of rum and a
garage. He will say later: -
E v e r y t h i n g  
i s  
t r u e

except the garage, it was the bedroom of my
daughter that
! 
t r a n s
f o r m e
d  
i n t
o  
a  
l a b
o r a
t o r
y . "
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cessful that ATARI decides to
start developing a 'VIDEO COMPUTER SYS-
TEM" while continuing to release new gamesonto the arcade market.

1 9 7 6  ATARI releases the "VIDEOCOMPUTER SYSTEM 2600" or
'VCS 2600. This new video game machine is
so successful that by 1984 18 million units
will have been sold in the world and by 1990.25 million!1978With the sales of the VCS2600

and its controlling position inthe arcade market. ATARI has become a SI5
million empire. In the same year, Nolan Bush-
nell sells ATARI to WARNER COMMUNICA-
TIONS. A condition of the sale is that Nolan
Bushnell won't form any company able to
compete with ATARI within the next 8 years.19781979WARNER. now owner of

ATARI. decides to release the
ATARI 400/800 computers
but only in the American and

Canadian markets. The development of these
computers started under Nolan Bushnell's
presidency but WARNER BROS. decide to
accelerate their final release (simply because

APPLE had not yet released the APPLE II and
WARNER didn't want to delay their entry into
this new market). In a few years time the
400/800 will be sold in Europe.19791980Even though they are very ex-

pensive, the ATARI computers
find their public. The fact that
they have great graphics (128

colours with the MIA chip). four sound chan-
nels and incredible games (STAR RAIDERS
was already there!) makes them much more
attractive than the APPLE II (one colour and
no sound). At this time, with the 400/800
computers and the VCS2600. ATAM really
was the master of the computer gamesmarket,

1 9 8 2  ATARI decides to release anew range of home computers.
the XL line. Totally compatible with the
400/800 range, the XL will have a new
graphic chip - the GT1A chip - which can give
256 colours at the same time: a revised Oper-
ating System and a new design. The first
machine to see the light of day should have
been the ATARI 1200XL. In parallel with the1200XL. ATARI released the VIDEO COMPU-
TER SYSTEM 5200. Totally compatible with
the VCS2600, the 5200 has improved
graphics and sound and competes with the
CBS COLECOVISION system in the United
States.1983
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The ATARI 1200XL has not
really been well received by

the critics. ATARI therefore decide to speed up
the launch of the 600XL. the 800XL. the
1450XL and its disk drive based version. the
1450XLD. The sales didn't take off and to the
tell the truth, the real winner in the home
computer market this year is the COMMOD-ORE 64. We must even admit that a lot of
400/800 users have gone over to the COM-
MODORE camp. Even Sid Meier, the world
famous programmer of Microprose. moved to
the C64. The ATARI machines were really
equal to (and in graphics and sound even
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better than) the C64 and the price was the
same so why did Atari not succeed? The C64
was, of course. totally new and the ATARI XL
machines were called by the critics the "new
old range of ATARI computers" but that's notall.
Do you know a chap named Morgan, James

Morgan (not Bond. James Bond)? This man
was president of ATARI for one year and ahalf. When WARNER realised what a disaster
the launch of the XL range has been, they
decide to engage James Morgan who was, at
the time. president of Philip Morris. the
cigarette manufacturer, When James Morgan
arrived, he made redundancies (under WAR-
NER there were 9500 employees and when
Morgan left there were only 5000 left). Unableto reduce the cosi of manufacture of the com-
puters. the first decision he took - still very
contested today - was to freeze all hardware
and software development for three months.
This period was really crucial, as all the com-
petitors were launching new improved hard-
ware and ATARI was definitely losing the bat-
tle against COMMODORE. as it turned out,
forever. Morgan. attempting to stay in the
market of the $500 home computer where
COMMODORE was predominant. costs ATARI
a one year delay in the market, Also, a bad
choice of chip manufacturer means that the
XL machines are only available for seven
months of 1984 and the impossibility of malt-
ing a profit in 1984 leads WARNER to sellATARI.1984In June. at The Consumer

Electronic Show in Chicago.ATARI releases its new VIDEO GAME SYS-
TEM: THE ATARI 7800. The critics said only
one thing "terrifying". The ATARI CLASSIC
possibilities in sounds and graphics were
really surpassed. The ATARI 7800 will enjoysome success in its own market, before the
Sega and Nintendo invasion. Even in 1994,
the 7800 is still a good buy. with many incre-
dible and recent games. During July and Au-
gust. negotiations take place between TRA-
MIEL TECHNOLOGY, a company created by

22 P a g e  6rs New Atari User

Jack Tramiel (ex-president of COMMODORE)
and WARNER COMMUNICATIONS which h
a
,
decided to sell ATARI to anyone who can pa
yfor it. (During 1984. WARNER needed a lot of
capital to finance a fight against Rupert Mur-
doch. the press magnate, who wanted to tak
econtrol of WARNER BROS.).
One month before these negotiations. ATARI

announces catastrophic results. In 1983, fo
reach dollar of material sold. ATARI lose
s s ocents and its market activity is equal to onlyhalf of the activity of 1982. ATARI lost 538.6million dollars on a turnover of 1.1 billion
dollars. In the first four months of 1984. the
loss was "only" 35 million dollars. ATARI had
drifted a long way from the 323 million dollar
profit and 2 billion dollar turnover of 1982.
An agreement was signed with Jack Tramielfor Warner to sell Atari for $240 million but
the transaction was very unfavourable for
WARNER which was not receiving actual
cash, only stocks.
One week only after having bought ATARI.Tramiel made 900 redundancies in the

States. There were only 200 people left in the
Sunnyvale headquarters (only financial ser-
vices, development and the directors). Thefactory in El Paso (Texas) closed and the con-
tract with the firm which was manufacturing
the 800XL was broken. The 800XL would,
henceforth, be manufactured in Taiwan. Tra-
miel said 'The video games market, as the
home computer market. is still full of possibi-lities, and we had to give ATARI a new men-
tality for a new departure".

1 9 8 5  During the Consumer Electro-nic Show in Las Vegas (only
six months after the purchase of ATARI by the
Tramiel Family). ATARI was showing six new
computers: the ATARI 65XE. XEM, XEP and
the ATARI 130XE for the eight bits (Only the65XE and the I 30XE will be released! and the
ATARI 520ST and 104051' for the sixteen bits.
This was a real declaration of war against IBM
and APPLE - a real sixteen bit at the price of
the old ATARI 800! - a fight that ATARI will
win in Europe. 1985 represents the last year

of disk based software produced by ATARI for
the 8-BIT.

1 9 8 6  The ST is a hot seller inEurope. The 130XE has a dis-
creet carter.

1 9 8 7  At the Consumer ElectronicShow in Las Vegas (January).ATARI releases the X1-2 VIDEO GAME SYSTEM
which is nothing else than a 65XE with a
separate keyboard and a light gun. TheXEGS. as we call it. has never been a hot
seller. ATARI could have modified the internal
hardware to improve the graphics and sounds
but they did nothing. The only good newsfrom the launch of the XEGS comes from the
fact that a lot of "oldies but goodies" games
become available on cartridge. Atari also re-
leases the MEGA ST systems. In Europe. the
ST really becomes predominant and the
COMMODORE AMIGA is really far behind. In
France, many consider the XEGS to be an
error, if ATARI really wanted a game system.
why not simply improve the ATARI 7800
situation against Sega and Nintendo?1988ATARI releases the STACY

which is an ST portable. The
critics will find it very useful but ATARI in-stead tries to create another new market in
presenting the PORTFOLIO. an IBM compati-
ble portable which is no bigger than a VCR
tape! On the 8-BIT scene. ATARI presents the
XF551, the now famous double density drive.1989The last cartridges are re-leased for the ATARI CLASSIC
and the last hardware improvement for the
8-BIT is the XEP80 extension which gives the
CLASSIC real 80 column ability. Word proces-
sing WYSIWYG (What You See Is What You
Get) is no longer science fiction for 8-BIT
Owners. ATARI also releases the LYNX (de-
veloped by EPYX), a portable colour video
game system, and improves the SF internal
hardware: The ST becomes the SIE (4096
colours etc.).

19901994No more development for the
ATARI CLASSIC computers.ATARI will release the ATARI
IT. the FALCON and the

JAGUAR. ATARI will also make a lot of effort
to release great games for the LYNX (which is.as the 7800 was, a success even if the sales
stay way behind Sega and Nintendo).1995Software for the ST goes the

same way as the XL/XE with
most companies announcing their last ST title
(and many more not even bothering). ATARI
concentrate entirely on the Jaguar. Manufac-
turing is now done by IBM and games are
developed by outside companies.

A N D  Wi th the exception of theATARI CLASSIC and the
ATARI ST. it t h a t .  at. in the
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released a lot of machines which haven't been
a great success but have found a small pub-
lic. Can we hope that ATARI will be. as in the
past, one of the top video games enterprises
with the Jaguar? I would hope so, as the
Jaguar has had some incredible reviews in
France and in the States. But Atari have only
this year to get it right as companies like Sony
and Nintendo will launch machines as good
as the Jaguar by the end of the year. These
companies can afford to spend more on
advertising than Atari's entire turnover,1996Will ATARI join Commodore

(who would have expected
them to go into liquidation?) or will they final-
ly turn their success with invention into the
long awaited suceesss in the market place?

I hope you have enjoyed this travel through
ATARI history. In my next article I will explain
everything about the cartridges released by'
ATARI for the 8-BIT. A lot of mysteries will be
solved. You will know everything (references.
revisions, boxes and different packaging. un-
available cartridges etc.). Sec you then! •
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between Earth and Ataritt we have
agreed to take part in a musical show-

case on the planet Denim/. known throughout
the Classtc PD Zone as the Planet of Song.
Here is the complete showcasefrom Earth.

SWEET MUSIC
Let's start with music that owes its very

being to the Atari computer. MUSIC SHOW
showcases music specifically written for com-
puter games and comprises a collection of 28music tracks taken from 16 commercial
games of the 1980s.
After a very impressive introduction, featur-

ing a colourful kaleidoscope pulsating to the
main music from Draconus, you are pre-sented with the first of two menus, At these
menus you can play popular tracks by Adam
Gilmore. Chris Murray, Rob Hubbard and a
host of other Atari 8-bit programmers. The
tracks come from games such as Winter
Olympiad 88, Draconus, BMX Simulator.Submission, Red Max, Warhawk, etc.
Obviously. if you own most of the games then
Music Show will not have anything new to
offer you. I suppose there is still the advan-
tage of having all the tracks together on onedisk.
If you don't own many of these games and

you're a fan of computer music then you
really should listen to some of the tracksincluded. There are six excellent tunes from
Draconus, two from Milk Race which are not
to be missed, and some excellent main
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themes from Storm, Extirpator and Jet Set
Willy.
Music Show is a good disk for showing offyour Atari 8-bit's musical capabilities,

CLASSIC PD ZONE RATING: 73%
AND THE BANDPLAYS ON...

If you prefer music that's not written for
computer games you can check out a coupleof other music disks.
MUSIC PLAYER I contains 18 tracks - 9

classical and 9 contemporary. They range
from compositions by Bach and Beethoven to
modern rock tracks. You simply move the
cursor up and down the list of tracks and
select one by pressing Return. Once selected,
you move onto the main playback screen.
Here the track is played both audibly and
visually. A large horizontal graphic equalizer
pulsates to the track whilst an on-screen
keyboard displays the notes being played,
MUSIC PLAYER 2 is exactly the same

program. only the tracks arc different. This
time there are 14 tracks for you to enjoy.
Overall. the Music Player disks are quite

enjoyable. The graphic equalizer and on-
screen keyboard certainly bring life to the
tracks. Nothing new, but a good effort never-theless.

CLASSIC PD ZONE RATING:
MUSIC PLAYER 1: 70%MUSIC PLAYER 2: 69%

AND ON...
Kemal Ezcan of KE-Soft is known to enjoy

composing music on his Atari 8-bit. If you
own any of his PI) or commercial programs
vou will no doubt have heard his work.
SUPER SOUND contains the Supersynth-

esizer file player by Kemal Ezcan and a collec-tion of 26 musical tracks. Some of the tracks
are good. some are average and some, unfor-
tunately. are awful. Just listen to the terribleversions of the Dallas theme and Axel F. -
you'll soon be reaching for the power switch
at the back of your computer (after you've had
a good laugh).
Thankfully. most of the tracks are either

good or average. All of them are written in
BASIC so could easily be used in your own
programs. They range from original composi-
tions to cover versions of popular songs (Ox-
ygene Part 2. Telstar. Spanish Eyes. Popcorn,
etc.). A good example of a musical showcase
programmed in BASIC.

CLASSIC PD ZONE RATING: 67%

•..AND ON!
For many, the name Gary Gilbertson con-

jures up images of wonderfully original com-
positions. If you have experienced the songs
during the opening sequences of Datasoft's
Alternate Reality series then you'll know what
in expect from the next disk.
A.M.P. MUSIC is a demo disk of eight
songs, all written by Gary Gilbertson. Play-
back is via Philip Price's Advanced Music Pro-cessor (AMT.). Back in 1982. Price and Gil-
bertson authored the now classic shoot-ern-
up Tail of the Beta Lyrae (released by Data-
roost in 1983). A.M.P. V3.0 came out soon
after. Next came many more versions of
A.M.P. and a host of new songs throughout
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1982 and 1983. Their greatest work was still
to come. Alternate Reality: The City was re-
leased by Datasoft in 1985. Gary Gilbertsonwent on to write the music for Alternate Real-
ity: The Dungeon (1986). Philip Price pro-
duced many different versions of AMT. (I
believe V I 1.4 was his final version),
Gary Gilbertson's work is impressive no mat-
ter which version of A.M.P. is utilized for play-
back. The mix of programming and musicaltalent is there for all to see on A.M.P. Music.
In action A.M.P. is a joy to watch as well aslisten to. It centres around a black screen and

four thin bars. These are coloured blue, pur-
ple. red and green. Each represents a channel
of sound during playback. They move left and
right across the screen as the notes change.
and increase and decrease in height depen-dent on the level of volume.
The early versions of A.M.P. look basic. Thebars are too thin and look like cocktail sticks.

They flash quickly and arc hard to follow attimes. The mid-late versions of A.M.P. are
much more impressive and very similar in
presentation. They begin with a title screen
displaying the version number and song title.
The playback screen is more polished. The
bars are thicker (they look like coloured pen-cils) and their movement is smoother. There
Is also the advantage of timed lyrics which are
displayed at the centre of the screen line by
line superimposed over the bars. It all worksvery well!
The eight songs on the disk are split into two
groups: Four from 1982 (with playback on
early versions of A.M.P.) and four from 1983
(played on the more familiar version). All eight
songs on the disk are excellent. The four from
1983 are quite simply superb! Here are some

with
Stuart Murray as
your Tour Guide
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brief descriptions beginning with those from1983:
Face is a long collection of different pieces. It

sounds very much like a Star Trek movie
soundtrack. Passionately and Ali Were I are
wonderfully bouncy tunes with sing-a-long
lyrics. You can't help but join in! The final
track from 1983 is Say the Things. It is a love
song with humorous lyrics. e.g.

Can this really be.
You're eighteen
I'm ninety-three.
It must be love"

The lyrics for Passionately, All Were l
a n dSay the Things have the advantage of high-
lighted syllables whilst each line is displayed.
This allows you to sing-a-long with ease.The four 1983 tracks alone make the disk
excellent value for money, however them is
more A.M.P. magic to enjoy with the songsfrom 1982 included as a bonus. Alien is a
spooky, unpredictable instrumental track
with great atmosphere. Arab Navy and Post
Navy are again instrumental tracks. They are
both very fast and sound like part of a laser
lightshow. Post Navy is longer and has more
going on. It even slows down in the middle
and transforms into a love song.
F-og sounds like a song from a stage music-

al. It. has some lyrics which scroll slowly
across the top of the screen (unfortunately
not in tempo with the music). You could see
Philip Price was moving towards his morefamiliar version of A.M.P. at the time.
With eight excellent songs together on one

disk, A.M.P. Music is outstanding both in
quality and value for money. If you enjoy
computer music you really should get this
disk. Gary Gilbertson is a master at world

CLASSIC PD ZONE RATING: 88%
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MORE A.M.P. MAGIC
If you would like to hear more A.M.P. tracks

by Gary Gilbertson then Cheek out MORE
PASSIONATE MUSIC. It contains the four
songs he wrote for Datamost ('Robotman%
'Airstrike"Cosmic Tunnels' and "Monster
Smash') as well as a first cut of 'Alternate
Reality' which sounds nothing like the final
version. Also on the disk is a very interestingtext file containing a brief history of A.M.P.

CLASSIC PD ZONE RATING: 84%
I hope our friends from Atari8 enjoy Earth's

musical showcase. Let's Just hope that whenwe attend the Pudosion showcase there is no
need to use our special-edition Air Atciri8
sound deflectors. The last time these were
mode standard issue was during a mission
back on Earth many. many years ago. The
misskin was to Stafford. UK. where three Air
Atari8 representatives had to negotiate with
Page 6 Publishing. The editor was playing his
CD's when they arrived! Ortiy one representa-
tive returned to headquarters, and he was on
the edge of insanity grasping his ears and
pleading
.
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those Scottish bands like Runrigi Ed.!
Say it loud, *8-bit and proud!'

The disks reviewed have been:
DISK 69 - MORE PASSIONATE MUSIC
DISK 131 -AMY. MUSIC
DISK 172 - MUSIC SHOW
DISK 206 - MUSIC PLAYER I
DISK 213 - MUSIC PLAYER 2
DISK DS61 - SUPER SOUND
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1:r HARDWARE WAREHOUSE: Kardware pronicts tutonasand reviews
o SOFTWARE SCENE: Defaried reviews of rho latest soft-

ware releases
* ADDING A MOUSE: Usrig a mouse wrth your Atari 8-brt
tt 9-BIT TRIVIA: IMNOSNV and humorous Mina about you'XL, X E
• SLAMMIN": The Sound Monitor Professionau' column
•  FUTURA FEEDBACK: Answers to your Questions
-
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the L/SA
•:1 ATARI 9-BIT BOOKSHELF: Intormanon ano reviews of

XL XE pubircations
ir HINTS AND CHEATS: Get the most from your games•  FUTURA COMPETITION: Lots of owes rob. MNI
• VCS FUTURA: The C011.1Mn for Atari VCS enlhusiasts
o THE BLACK AND RED: Aran Jaguar Column

Forthcoming Columns
*  DIP ATARIB: DesAtop oubl.shing on your Atari 8-bot
o IF ONLY I COULD: Hop and acherce on usmg your Atari torts full porenrol
o THE XLIE INTERVIEW: intenneots soth promtnent figuresthe XLXE work,

The regular coiumns are complimented by a selection of new
and ongval articles covertng almost every aspect ot ALM 8•Ivcomputing Of COWS& on each Future dna you'll find hots of kr
quabry PD software and new anginal Mies programmed byFurura subscnbersNINA ISSUE 14. OUT NOW!
FUTURA ISSUE 15 - OUT MARCH '95

Special °Hors:
O Any 6 back issues for only £7.50
O All 13 back issues for only £16

Prices; E1,95 each - El0 lor a 6-issue dish subscriplion
Back Issue disks 1 - 13 are still available at only E1.50 each
Send El or a large SAE for the Future Sample Issue
Please make cheques/p.o.'s payable to S.J. Murray and send toNOSAUG, P.O. BOX 10001, PETERHEAD, AB42 6ZN

NCXSALTO - AAT ATARt a-nrr USER GROUP?!

A
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NORTH OF SCOTLAND ATARI USER GROUP
NOSAUG PD LIBRARY NOSAUG PD CASSETTES

OVER 150 DOUBLE-SIDED DISKS FEATUR-
ING THE VERY BEST IN PUBLIC DOMAIN
AND SHAREWARE FOR YOUR ATARI 8-BIT
The foltowng Lisks aro a gnat stoop
,
" k o r n  o u r  
c u r r e n t  
c a t e c g o o

THE NOSAUG PALETTE - 9 an programs on one disk' PixelArtist Deluxe 1 3, BBK Artist, Mandela GTIA Sketchpad,Excel Ai, Graphics Workshop Escher Sketcher, Etch-a-Sketch, Keystroke Artist
SPORTS EXTRAVAGANZA VOL 2 - Fairway ChallengeNV MC Sly, Wand Cup 96 OlynTsc 100m Dasn Jun' Kingt
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GREAT GAMES VOL 2 • Andrciton, Tactic Derr, DarlistarBlack Hole, Bar of Fortune, Trident
THE HALLE PROJECT 1994 • 7-part Megademo
MAGIC - Excellent disk magazine from the USA
A_I,M. • Man interlace Magazine disks All 25 issues areavailable each packed with quality software
All NOSAUG PD disks are priced at only £1.50each (any amount)

The very best in public domain software
on cassette for your Atari XLXE

Mies anadabJe eickele:
GAMES 1 4 UTILITIES, AMAZING DEMOS. MUSICALMADNESS. KIDS FUN, FUT URA ISSUES I. 12New lilies available noun
UTILITIES 2 - Keystroke Anis! Antic Music Processor 2 'withICuf music tracks). 1020 Cassette Inlay Label Maker. Cur-rent Foreign Exchange, The Tapester, Video Tiller
BEST OF ANTIC GAMES Rebound, Uncle Henry s NuclearWaste Dump, Biffdrop. Happylace Revers', Monster Match,Maze Maniac, Qualm, E-Racer
BEST OF ANALOG GAMES - Planetary Delence, CloudHoppe
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Race In space Cosnsc Glob Retrofire, The Electrogds
EDUCATION. Spell Blast, Alpha Run, Alphabet Train, TheCounting Game, Copy Cat, The Reading Program,
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All NOSAUG PD cassettes are supplied on qualityC60 tapes complete with documentation,Price E2.50 each
Send El or a large SAE for a copy of the new NOSAUG PD catalogue

Please make cheques/p.o.'s payable to S.J. Murray and send to
NOSALIG, P.O. BOX 10001, PETERHEAD, AB42 6ZN
NCXSAUG A N  ATARI 8-13.17
1 U S E R  
G R O W " !
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TURBO
lUVF[E = [I

MINITURBOS2
Quite a few issues ago we re-
introduced the idea of five-liners'
or mini programs in the hope that
it would encourage you to submit
your own collection of of
programs. Only a few of you did
but, Andy Guillaume gives it a
second go with this new collection
for you to enjoy. Don't expect
miracles in a few lines but do
expect a bit offun for just a few
minutes typing.

TURBO MINI 2  -  (MICK PMG'Sou I  RIM
00 2  REM
BO 20 GRAPHICS 7.41:FOR N=1536 TO 1545:READ

8:POKE N,B:NEXT N:DATA 28,8,8,65,127,
127,65,8,8,28

MC 30 PMG=40168:5CN=DPEEK188):X=1.08:Y=100
MS 40 FOR N=X8 TO 3:POKE 5 3 2 4 8
4
1 1 , X . C N i e l o T

:POKE 5 3 2 5 6 4 - N
o
X 0 : P O K E  
7 0 4 + 1 4
g
C C M . X 1 ) *
X 2

GM 50 MOVE SCN,PMG+1.024.1(256*N),256:MOVE
1 5 3 6 , P M G 4
-
1 0 2 4 4
-
( 2 5 6 * N ) + Y ,
1 0

MG 60 NEXT N:POKE 54279,PMG/256:POKE 5327
7,x3:POKE 551,58POKE 523.7.1

b And.) Guillaume

LINE COMMENT/USAGE
20 Pokes Graphics data into 1536

onwards
30 Setup variables
40-50 Set X-position, Width, Colour

28 P a g e  6's New Atari User

TURBO MINI 1  -  INTEREPERENCEMD 1  REM
00 2  REM
NI 3  REM
DF 20 FOR N=1.536 TO 1791:POKE N,RAND(8)10:

2:NEXT PI
WK 30 GRAPHICS 2O:MOVE 1536,705,8
CIA 40 FOR M=141 TO 79:FOR Y=X8 TO 191
AZ 50 COLOR RANDC8)+X1:PLOT M,Y
DI 68 NEXT Y:NEXT X
KW 70 MOVE 1536.RAND(244),785,8:GOTO 70

And Uil aume

The first mini. which I have called INTERFERENCE,
Is just another small GR.10 effect that produces a
sort of interference pattern.
LINE COMMENT/USAGE

20 Se tup  Colour sets
30-60 Draw screen (Random Dots)
70 M o v e  random colour set into palette and

loop

60

M INT
IThe next mini. MINI PMG, shows a
quick method of setting up Player
Missile Graphics. It uses the MOVEcommand to clear the PMG DMA
area by moving blank screen data
there. The loop serves to setup each
of the 4 Players' Parameters and
again uses MOVE to define them.

Erase then Plot Player
Set PMBASE, GRACTL,
SDMCTL, GPRIOR

i i : i i i  a
Do you fancy a neat little demo

effect in your programs? Well the
next program. WAVE. shows a waveeffect on a line of text. This is accom-
plished by a brute force method and
again uses MOVE to copy the
appropriate GR,8 line to the relevant
position. The positions are calcu-
lated first and stored in arrays of
Frame number and X-position of
each angle for extra speed. Then
eight lines of the message are drawn
using the TEXT command and
stored using MOVE, each line being
shifted one pixel right to give a
smooth effect. The program then
loops for each line of the GR.8 data
increasing the angle accordingly and
loops around again to continue theeffect.
Try changing the Angle Step. AS at
line 60 for smoother or steeper
angles.

by
Andy Guillaume

del
To end off with, how about a crazy
effect that's of no use except to scare
your friends into thinking that their

• Atari has gone to pieces! The last
mini turns your editing screen up-
side-down. so you have to look at the
picture upside-down in a mirror for
normal viewing!A hardw-are 'feature' at CHACT
(755) turns the characters upside-
down. but I've never thought of a use
for it before. Change the 6 in line 80
to 2 to slip into a different paralleluniverse!

TURBO MINI -  WAVE DEMOMY 1  REM
00 2  REM
NI 3  REM
RO 20 DEG :GRAPHICS XO:DIM FI081359),MTA8

c35/):POKE 7 5 2 ,1
BM 38 FOR AN=ZO TO 359:POSITION X0,X0:? 3
110 48 X1=INTCC5/NCAN)*30)):FR=X1 MOD 8:X2

=X1 DIV 8 : IF FR(X8 THEN FR=FR-1-8:x2=X2-
X1

YR 50 FTABCAN)=FR*328:XTABT0N)=X2:NEXT AN
ZI 60 GRAPHICS 24:POKE 709,X0:POKE 718,X8

:AN=X0:5CM-70PEEK(88):DE5=SCN+(91*40):D
AT=35008:A5=6:COLOR X1

MB 70 FOR Nz7.8 TO 7:TEXT 8 8
4 .
N , N * 8 , " .
1 1 2 l ' 1 . R

“:NEXT N
PS 80 MOVE SCH,DAT,2560:CL5 u6:POKE 709,1

0
IJ 90 FOR N=X0 TO 7
U8 180 FR=FTABCANJ:M2=XTABCAN):FROM=DATe1

N*40)+FR:DE5T=DE5+01*4814X2:MOVE FROM,
DE5T,40:ANzANIIU5

sz 118 I F  AN)359 THEN AN=AN-360
IN
, 
1
2
0  
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E
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T  
N
:
A
N
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AN=AN+360
SK 130 GOTO 10

b A nd Guillaume

DEMO 8  A .D .G

LINE COMMENT/USAGE
30
-
50 
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60-80 Setup GR.mode and "TEXT" data
90-120 Loop for each line to display
_100 Get frame, position per angle
„120 End loop. Reduce angle for next display

frame
130 Loop back to restart sequence

TURBO MINI 4AC 1  REM
MB 2  REM
DO 3  REM
NJ 4  REM
IU 28 GRAPHICS X9:5CINzDPEEKT88T:DL=1536:0

LPmDLIX1
ZC 38 POKE DL,112:PnKE DL.X1,1.12:PoKE

X2,112
SA 40 FOR N:=23 To xe STEP -X1
A( 50 POKE DLP„66:DPOKE 1 ) 1 _ 1
2
4
-
X 1 , S C N I
-
C M * 4 0 )

:DLP=DLP4X3
KM 68 NEXT N
IA 70 POKE DLP,65:0POKE D L P I
,
X 1 . D L
XF 80 POKE 755,6:DPOKE 568,DL

Parallel Universe
b A nd Guillaume
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XL/XE SOFTWAREC MOO
THE HIGHEST LEVEL
T his issue brings to you a review of twogems for the trusty a-bit. To be moreaccurate, this month's Software Clas-
sics column is a review of six games. but in
two boxes, each offering outstanding value for
money.
Many of you will be aware that my real

Interest is adventures, but in order to keepthis column well balanced I have not reviewed
any adventures, until now. The two sets ofadventures I have chosen to review this issue
are Lancelot and Silicon Dreams. Before writ-
ing the reviews I checked some old issues of
Page 6 in order to price the games and ihis is
what I turned up - Lancelot was released in1988 and cost ,E15. Silicon Dreams was ori-
ginally sold as three separate adventures:Snowball. Return to Eden and The Worm in
Paradise at .g12 each. So, the total cost of
buying these adventures was 1.511You can
now buy the whole lot from New Atari User fora termer. That has to be the best sale of this
New Year.
I bought these adventures more or less as

they were released. however Silicon
Dreams was subsequently substantially
Improved with a  more advanced
parser. so I b o u g h t  them
again, and i t  was wellworth it. B o t h  sets of

adventures
were writ-

ten by Level9, who were
one of the

world's best
adventure wri-

ters. They were
even put on a par

with Infocom. in some American magazines.
30 Page 6's New Atari User

SILICON DREAMS
Silicon Dreams is a trilogy of three entirely

separate adventures set in the twenty third
and twenty fourth centuries. Part one takes
place on board the colonisation ship Snow-
ball. The vast amount of space to be crossed
by the ship necessitates travel in hibernation.
However, you are woken prematurely and
realise that something must be wrong, dis-
astrously wrong.
Snowball is a huge game. and I do mean

huge. The original version boasted some 7000
separate rooms. At the time, playing Snowballon a 64k XE. I didn't believe that the adverts
could be accurate. I don't think the editor
believed this either, as he raised the pointwith the Austin brothers at Level 9 in an
Interview back in issue 34. Their reply was
'they are all rooms in which you can leave
objects' - not that you would want to of
course! The updated versions of the three
games, including Snowball, boasts over 13
million rooms. Heaven help you if you get lost! -
Second in the trilogy is Return to Eden. tThis Is one of my personal favourites. with

some really excellent puzzles to solve, Having
just saved the Snowball, you art found guilty.
unjustly, of trying to sabotage the ship. Your
only option is to escape to the planet Eden.
and evade the anger of your your shipmates.
Once you have escaped to the planet. your
adventure really begins. Eden is home to a
plethora of strange flora and fauna that pose
great difficulties to your very survival. Indeed,
your only chance is to find your way to the
city of Enoch, Ik prepared for the adventure

of a lifetime.
The concluding part of Silicon Dreams is
The Worm in Paradise. The adventure
takes place some 100 years after the previoustwo adventures. You are a citizen of the
Enoch megapolis of Eden. a place that is
almost perfect. but not quite. No one in their
right mind would want to challenge the sys-
tem. Would you? Again, this is a fantastic
science fiction world created by the Austin
brothers at Level 9.
The Silicon Dreams trilogy are standard text
adventures, but with graphics: there are some
six hundred illustrations covering the three
games. My only criticism of the set is the
Inclusion of graphics, which I feel add little to
the atmosphere. The analogy I draw is that a
great novel would not benefit from pictures.I lowever, this criticism is a little unfair as the
graphics can be switched off if. like me. you
prefer pictures generated in your own mind.
prompted by rich prose.

LANCELOT
The second game reviewed this issue is Lan-
celot. again by Level 9. Lancelot can only be
described as a masterpiece. and a tribute tothe detailed work of the Austin brothers.
As you will have guessed. Lancelot is the

story of King Arthur and the Knights of the
Round Table. It is refreshing to see the story
from a different perspective. I.e. that of Sir
Lancelot, as Arthurian tales usually centre
around King Arthur. Your five pounds buys
you three adventures that will last a long time
unless you are a true expert.
It will be immediately obvious to anyone whois familiar with the Grail romances that an

awful lot of research has gone in to this game.
You will find that thc entire plot, people,reviewed by Mark Stinson
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places and events follow the romances close-
ly, particularly Le Morte D'Arthur. The real
magic in this game is the way that the puzzles
and problems set in the adventure slot in with
the story so seamlessly. When you play the
game you actually feel embroiled in the plot.
and the 14th Century story, told through
generations, comes alive.
The setting for the first part of Lancelot is In
and around Camelot. where it is your aim to
become knighted and rise to the position of
best knight through valorous deeds in Logris.
The game kicks off with trying to reach Came-
lot, but to do so you must first pass the Black
Knight... The second part of the adventure
takes place in Logris where your task is to
free all the captive knights. and enable Gala-
had to return to Camelot. So. with all the leg
work done, you finally move on to the con-
cluding part of the adventure - the quest for
the Holy Grail - the goal that many havedreamed of.
Lancelot is truly captivating, and will keep

you amused for months. The game is Level 9
at its best and is not surpassed by any adven-
ture in my opinion. One of this game's
strengths, as with Silicon Dreams, is the userInterface. Some of the useful features incor-
porated include an UNDO feature, RAM
saves, GO TO and RUN TO options which
make the game that much friendlier to oper-
ate. The XL/XE version is text only.
I can only say that you really should try

these classic adventure games, even (especial-
ly) if you have never tried an adventure be-
fore. At under 41.70 per adventure you get areal some real classics on disk, with excellent
instructions and a novella in each box. Try it.
give your brain some exercise, and be hooked!
Usually games such as these are only avail-

able on disk but unusually both Lancelot andSilicon Dreams are still available on both disk
and cassette, so that every Atari owner can
enjoy them. No excuses!
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•••••AUTO FUNCTIONAEYS
Boot up Benjamin
Arnold's program
when you start a
programming ses-
sion and you will
have many DOS and
other functionsavailable at the
press of a key

A
u
t
o  
F
u
n
c
t
i
o
n  
K
e
y
s  
i
s  
a  
m
a
c
h
i
n
e  
c
o
d
e

program which sits inside your com-
puter from startup and provides many

facilities to go with normal BASIC. The main
part of the code is over 2 KBytes long, yet due
to advanced programming techniques only
page 6 of available RAM is actually taken up
by the program. However, once the routine is
running under no circumstances must you
use any program which uses the shadow RAM
under BASIC. This includes programs such
as RDBASIC in SpartaDOS or the Atari UserToolkit.
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THE FUNCTION KEYS
The program gives you the following options

CTRL+4
CTRL+5
CTRL+6
CTRL+7
CTRL+8
CTRL+9
CTRL+0
SFIFT+CTRL+4
SHFI+CTRL+5
SHFI+CTRL+6
SHF7+CTRL+7
SHF7+CTRL+8

Keyboard Click on/off
Cursor ontoti
Leh margin 0/2
Catalogue drive 1
Binary load
Help
Go to DOS
Control Panel
Rename tile
Erase file(s)
Protect file(s)
Unproteci tile(s)

COMPATIBILITY
I have tested the program on SpartaDOS 3.2

and Atari DOS 2.5, but it should work with all
versions of SpartaDOS and Atari DOS. It may
also work with others such as MYDOS• It will
work on the Atari 800XL. 65XE (both ver-
sions) and I3OXE. It should also work on an
expanded 600XL. However. it will not work on
the old 400/800 due to the different memoty
map.

SETTING UP
Everything you need is contained in the

program SETUP.BAS which is on this Issues'sdisk or available from New Atari User as a
type-in listing. Either run the program from
the Issue disk or type it in and save it to a
separate disk. Following this, format a fresh
disk and write DOS to it. Then, load SETUP-
.13AS. insert the new disk and type RUN.
Three files will be written to the disk - SHA-
DOW.013,1, FKEYS.COM and INIT.013J. Next.
you must do different things depending on
the DOS you are using.
For Atari DOS, rename the file INIT.01k1 to

AUTORUNSYS, reboot and then you arcdone.
For SpartaDOS. the procedure is different. If

you are using Spartal)OS 3 then you must
create a STARTURBAT batch file containing
the commands KEY OFF followed by IN-
ITOBLI. After this, the program is ready for
use. If not using SpartaDOS 3 you must re-
name INITOBJ to INrEcom and create a
STARTUP. BAT file which simple does INIT.
During loading the screen turns black, but

once loaded, the program performs almost
identically with either DOS. The only major
difference is that when returning from DOS,
in DOS 2.5 you must press reset to clear the
system and to re-run Function Keys. In Spar-
taDOS this isn't necessary.

A WARNING
Before I come on to describe each function, it
Is important to say that if you arc going to use
page 6 for another program. please type
POKE 9.1 and press Reset before commenc-
ing. If at any other time the system crashes.
you may be able to restore it safely by holding
down Option as you press Reset, typing POKE
9.1 and re-running Function Keys.

EXPLAINING
THE KEYS

The first two keys (CTRL+4 and CTRIA5)
are self explanatory. They work as soon as
you press the key. and are toggles_ The only
quirk on CTRL+6 (Left margin) is that once
the left margin has been moved, it may move
in either direction. Catalogue (C1RL+7) is
easy - it simply does a full catalogue of the
disk in drive 1. It will also give an expanded
catalogue if Spartal)OS is being used.
CTRL+8 (Binary load) is very useful, as it
fills a function which is missed out of BASIC-
the facility to load machine code. After press-
ing this, you are prompted for a filename e.g.
DI -
.
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load address, but will not load if it is not a
binary file. Once it is loaded, you can run it
with USR.
help (CTR1+9) is simple - it gives a complete

list of all the functions. and DOS (CTR.L+0) is
just as easy. However. be careful as in DOS
2.5 you could accidentally press this and lose
your program.
Leaving Control Panel aside for the time

being, the remaining functions are easy. From
SLIFT+CTRL+5 to SHFT+CTRL+8, they are
rename, delete, protect and unpmtect disk
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flies. They can all use wildeards except re- •name. They all ask for a filename. and then
do the Job. Currently. SlIFT-o-CTRIA-9 and 0
are undefined i.e. they do nothing. a built-in

with

A CONTROL PANEL Control Panel
Control Panel (SliFT+CTRL+4)
.
is v e r y  u s e -

ful. For example, some people don't like thenormal colours of the Atari screen and Con-
trol Panel will give you the chance to change
them for good. You are presented with a
menu, and must type in the number of your
choice. Each one is presented with the cur-
rent value in IIEX. You type in the identifier
(down the left hand side of the screen) or 0 to
exit. However, to bring about the changes you
must press Reset. To type in the new value,
always type in two HEX digits.
The two margin selectors only take effect in

graphics 0 and therefore, neither can be lar-
ger than 627 (39), Also, be sure that the left
margin is less than the right margin!
The three colour options are self explana-
tory, and can be anything from SOO to SEE.'(0-255).
The last two are different_ 10 sound can only
be 0 or 3 (type 00 or 03) and makes no
difference in SpartaDOS 1 or 2. If it is 3. you
can hear disk, printer, cassette etc. sounds, If
It Is 0, these are barely audible. Cursor statusIs also useful. The usual values arc as
follows:-

34

00 : No cursor, inverse goes to normal01 : No cursor, inverse vanishes
02 : Normal setting03 : Cursor on but in-

verse goes to blocks04 : No cursor. inverse
goes to normal and
text upside down06 : Cursor on, inverse
usual and text up-side down.
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If you do anything silly, you can always
press option whilst holding Reset and re-load.

PERMANENT
CHANGES

The disadvantage with the above system is
ihat you must reset the values each time you
switch on. but there is a way around this as
well. Perrnamnent changes can be achieved
by altering the SETURBAS program.
On line 2070, there are 6 values - 35, 2. 39.

202. 148.0. Ignoring the first, they are Left
margin. Right margin, Pen colour, Paper col-our. Boarder colour, Just alter these to the
values your require.
The first number is special, and must be

dealt with in binary. In binary 35 = 00100011. The first four bits are the cursor status
(0010=2) and the second four bits are the 10
sound (0011=3) these can also be changedand the number re-calculated.
Once you have made changes to the SETUP-

.13AS program. resave it and run it again to
make the changes permanent. •

THE LISTING
AUTO FUNCTION KEYS is available ready torun on the Issue 70 disk and also as a TYPO
coded type
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subscribers free of charge. Check out the in-
side back cover for details.

ReviewARENA
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tively new
game from

Andy Guillaume.whose good work
has previously fea-tured on Page 6
issue disks and in
the PD library. Ademo version of
ARENA was included
as a disk bonus with
Issue 66 of NAU, but
the full release must be acquired directly fromVisionaire Software.
You are employed as the Supervisor of a

futuristic power plant. Unfortunately, due tothe actiAties of certain rebellious forces, sev-
eral volatile power pods have escaped from
the main reactor housing. They are floating
through the ha7ardous rooms of the plant
and you have responsibility for guiding them
back to the main reactor. The pods move in a
predictable, but not particularly helpful. pat-
tern - they keep travelling in a straight line,
and turn left if there's something in the way.
You can't control their movement directly but.
using a Joystick, you can build and destroy
walls in the open space to influence the sub-
sequent course of events. It's important you
don't allow pods to collide with 'matter con-
verters' since these tend to vaporise every-

thing oncontact.
•Graphics arcfunctional
rather than
spectacular.The lower

•  Title: ARENA
O Publisher: Visionaire

Software
O Format; Disk
O Price: - 0 5 .0 0
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screen portion is
occupied by a status
panel informing youof the ever decreas-
ing bonus score enti-
tlement (once it hits
zero you've lost alife), the number of
pods requiring cap-ture and the number
that are currently'in' or 'out' of the
destination reactor.

Above this panel you'll observe the walls,
moms and other scenery representing the
power plant - this area scrolls vertically to
reveal over two screens worth of playfield for
each level. An orange outline cursor Identifies
the position where walls may be constructed
or removed. Bonus tokens scattered through
the levels can earn you extra points, time and
lives. You initially have three lives but to
avoid the frustration of inevitable mishaps. a
password system is invoked after every tenth
level. A high score table is maintained ondisk.
Although at first Arena appears to be fast-

paced, it's really more of a logical puzzle. It's
wise to carefully consider each layout before
you commence the process of building walls
and manoeuvring pods. With fifty screens to
master, this is a game that should keep you
occupied for hours.
Arena may be obtained from Vlsioncaire Soft-
ware, Write to Andy Guillaume, 30A High
Street, Aleester. Warwickshire, 849 5A8 to
order or cheek the price.

reviewed by Paul Rixon
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ReviewSTATION PALL
Another Infoco s Classic
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have read any of my articles and re-
views will have undoubtedly guessed

my bias towards adventure and particularly
my preference of the Infocom range.
I make no apologies for my leaning towards

Infocom which. sadly. no longer produce
adventures for the Classic. if you are even
remotely interested in adventure and have
never tried an Infocom then you must buyone now, while there are still some available. I
have stocked up on all those available from
the various suppliers, and still have 12 to
play. Why not contact Derek Fern of Micm
Discount. or Page 6 and try one out? If you
can obtain an Infocom you would be hard
pressed to find a better adventure than Sta-
tionfall which is quite simply brilliant.
Stationfall is the sequel to the hugely suc-
cessful Planetfall (although you need not have
played this to play Stationfall).
Along with the disk you will find the now

famed selection of goodies contained in each
Infocom. There is the ever helpful officialtechnical manual, which is a must for all
players, especially the beginner. Along with
this there is a supply of forms which will be
needed during the game, a full set of station
blueprints, and a badge sporting the caption
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'boldly going where angels fear to tread'. With
badge sewn firmly on to your tunic, and
administrative forms in hand, you commence
your adventure

BOLDLY GOING
Once you have the disk booted up you find

yourself on the SPS Duffy. a huge Federation
Stars hip among whose crew you are but a
lieutenant 1st Class (which is a step up from
your rank as Ensign 7th Class in Planetfall).
Reading through your paper work you find a

robot authorisation form, spaceship activa-
tion form. and an assignment completionform. You will see that this latter form is an
Instruction to fly to Space Station Gamma
Delta Gamma 777-0 59/59 to collect '24 pal-
lets of request for stellar patrol issue regula-
tion black form binders request form forms' -
thrilling stuff. if only life were that simple.
Before you depart on your mission you must

visit the robot pool to appoint a companion on
your mission. There are three robots to
choose from, but however hard you try you
always end up with the co-star on this epic
mission. Floyd. Floyd is a boisterous little
robot who was also your companion in Plane-
tfall. He really is the central attraction in
Stationfall, and hours of fun are to be had
watching his comic behaviour, He is playful.
moody, and at times unreliable on your mis-sion, which makes him all the more 'human'.
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THE DEPARTURE
The reunion over, you are now ready to com-
mence your mission to the space station and
to get there safely you must fly a spaceship
presently docked on the east side of the SPS
Duffy. The truck is mostly automated so that
you need not worry about elementary space-
ship physics. You will, however, be requiredto enter the time code on the truck's
keyboard. If you make an error here you will
certainly regret III I remember the reverse
thrusters bursting into life after a short trip
and the truck coming to a halt in empty
space. You have no fuel. and your only relief
is by way of an emergency beacon, operated
by pressing the appropriate button. Having
pressed this button I listened, with a cold
shudder, to a recorded voice as it tried to
calm me: 'there is nothing to worry about.
nothing can go wrong <skip> go wrong <skip>
however. if you are successful in program-

ming the spaceship accurately, you will short-
ly be greeted with the incredible sight of a
huge Space Station looming up before you.You can see that attached to this miracle of
technology is a seedy looking space village
which has grown in an uncontrolled manner
over the years (obviously no Town Planners in
this neck of the woods!).
Before long the ship glides gracefully into a

docking bay. lIaving collected your belong-
ings, such as food and forms, you are ready to
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begin the quest. You leave the ship with Floyd
in tow, and enter the Space Station.

THE SPACE STATION
The Space Station is pretty big, so there's
plenty to explore. One of the first things that
strikes you as you roam the place is the
distinct lack of human activity. This is parti-
cularly strange when you study the bluep-
rints and find that the ship's complement is
usually 43. comprising 36 crew. 6 officers anda Station Commander.
The station is split into three main areas; theCentral Command Module, which is on 9
levels; a Scientific Sub Module: and also the
village. At various locations In the station you
will find bits and pieces to aid you on your
quest. For example, film spools are dotted
about and these can be very useful sources ofinformation when read on the machine In the
library. The Commander's log also makes in-
teresting listening, and gives you a further
Indication that something must be awry.
It appears from a recent entry that the crew

were tracking an alien ship as it approached
the Space Station. The ship. it transpires. was
brought into one of the docking bays for ex-
amination. The remains of a long dead alien
lifeform. and a curious pyramid were found
aboard the ship. Extensive biological/scien-
tific investigations ensued (as a second prior-
ity to the main raison d'etre of the Station -
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printing!).
Since the arrival of this ship

and its strange cargo all ofthe electronic devices on
board have been acting
strangely. This is particularly
concerning when you consid-
er that all of the doors on the
eship are electronically oper-
ated and soon start 'snapping
at your heels', The Space Sta-
tion is also maintained by
welder robots who constantly
check the integrity of the
hull. When they start to mis-
take you for a hole in need of
repair don't hang about!
Later, even Floyd seems to
change.
You will very quickly realise

that your original mission is
no longer of primary import-
ance, and that you have tonow find the cause of these
strange happenings, Should
you fail, then life as we know
It may never be the same
again.
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IN SUMMARY
Stationfall is an excellent

adventure which will keep
you on your toes, and which
poses some real good pmb-
'erns to solve. Having saidthat, it is not so hard as to
cause undue difficulty to the
average adventurer.
Stationfall is no longer easy

to find but If you can locate a
copy then I would strongly
suggest you buy it immedi-
ately. •

STATIONFALL
THE FULL SOLUTION

If you have not yet played Stationfall, then I would recommend
that you skip this section as it will reveal all of the actions
necessary to complete the game. If, however, you are stuck thenyou will find your answer(s) here
E, N. INSERT ROBOT FORM IN SLOT. TYPE 3. S, E. OPEN HATCH.ENTER TRUCK, TAKE KIT, CLOSE HATCH, SIT. INSERT ACTIVATION

FORM IN SLOT, TIME. ENTER CODE FROM SHEETS SUPPLIED, WAITUNTIL YOU ARRIVE AT THE STATION, STAND, OPEN HATCH, LEAVETRUCK. E. D, 0, OPEN CAN, GET FORM. NW_ GET DRILL, SE, U. U. U,U. NW. OPEN PRESSER, PLACE CRUMPLED FORM IN PRESSER,CLOSE PRESSER, START PRESSER. STOP PRESSER. OPEN PRESS
ER, GET FORM, E, 0, D. SE, SE, E. OPEN KIT. OPEN BOTTLE, EATSOUP. LOOK UNDER BED, GET STAMP, STAMP VILLAGE FORM,DROP STAMP, W, NW, S, INSERT VILLAGE FORM IN SLOT, S. S, NE,
NE. SE, INSERT ID IN MACHINE, START MACHINE, TYPE 7, STOPMACHINE, GET CARD, (NEVER CARRY THE ID WHILE WEARING OR
CARRYING THE BOOTS - THE MAGNETIC FIELD WILL RUIN IT), NW,SW, SW, N, N, NW, 0, SE, INSERT ID CARD IN READER. N. GET GUN,S. W, U. SE, S. W, WAIT UNTIL FLOYD ARRIVES. FLOYD GET MEDIUMBIT, GET MEDIUM BIT, E, N, E. S. E, DRILL SAFE, REMOVE SMALLBIT, DROP SMALL BIT, INSERT MEDIUM BIT. DRILL SAFE, DROPDRILL, W. NW. S. S, S, NE. NE. NW, EXAMINE CEILING. OPEN PANEL.
GET STICK. SE, DOWN. SW, S, SHOOT BOX. GET COIN, N. SW. GETCAN. NE, NW, N. N. N, SE, E. GET IN BED. WAIT, GET OFF BED. GETGUN. CAN. KIT, STICK, W. NW, S. S. S. SE. SE. NW. NE. U. N. E,
BREAK MIRROR, GET FOIL, W, S, NW, OPEN CAGE, NE, SPRAY CAN,W. SPRAY CAN. W, SPRAY CAN. W, NW, NE, INSERT COIN IN
MACHINE, TYPE 6, PLACE STICK OVER HOLE. GET TIMER, SW, SE,
SPRAY CAN. NW, SPRAY CAN. SW, SPRAY CAN, U, SPRAY CAN, U,SPRAY CAN. SW, OPEN PULPIT. PRESS SWITCH. SPRAY CAN. HOLDLEASH, OPEN STAR, GET DIODE, D, DROP CAN, E. U. S. GET
DETONATOR, OPEN IT. REMOVE BLACKENED DIODE, EAT GRAYGOO, DROP BLACKENED DIODE, NW, D, WAIT, WAIT, WAIT, FLOYD
HELP ME (AFTER BEING SHOT), GET ALL, E, E. E, GET LAMP. W, S,SE, E. SPIN WHEEL, U. OPEN LOCKER, GET SUIT, WEAR IT, D. W. WSE, D. GET BOOTS, WEAR BOOTS. W. NE, OPEN INNER, ENTER
INNER, CLOSE INNER, OPEN OUTER, TURN ON LIGHT, OUT. READLABEL, PLACE CYLINDER IN BOTTLE, CLOSE BOTTLE, CLOSE KIT.
IN, TURN OFF LAMP. CLOSE OUTER, REMOVE SUIT AND BOOTS,DROP THEM, OPEN INNER, IN, U. N. N, W, W. W. NW, SW, GET ALL,SE, SE, E, ATTACH TIMER TO DETONATOR, DROP THEM, OPEN KIT.
OPEN BOTTLE, GET CYLINDER, ATTACH IT TO DETONATOR, PLACECYLINDER IN HOLE, LOOK. SET TIMER TO 25, W. WAIT. E. GET KEY,W, NW, NE, NW, N. N. N, U. (LIGHTS GO OUT), TURN ON LAP, GETBOARD, D. S. S, W, GET JAMMER, ATTACH BOARD TO JAMMER, E. S.SW, (PLEASE NOTE. YOUR INVENTORY MUST BE: FOIL, JAMMER. 20
PRONG FROMITZ, KEY. LAMP, GUN, KIT). DROP KIT, U. U. U. U.UNLOCK BIN WITH KEY. OPEN BIN, GET ALL, OPEN GRATING,ENTER AIR SHAFT. SET JAMMER TO 710, TURN IT ON, 0, D, 0, D. D.D. D. KICK GRATING, TURN OFF JAMMER, U, SHOOT FLOYD, PUTFOIL OVER PYRAMID.

Simple really'
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/KEEVEN EASIER RUNNING!
by Andy McAtear

I have just read the article in Issue69 which is called *EASY RUNNING*
and I have written a short Basic
program which I have called MAKE-COM. which should make things
even easier!
Type in the short program pre-sented here and save it as MAKE-
COM.BAS. Then, providing that
three simple steps are followed. the
program will take away all the brain-
work and give you 'Easy Running'
programs automatically!
I. LOAD the Basic loader then UST

it back to the same disk with the
extender "LIS". (e.g. -
D : P O D Z .LIS1.

2. Ensure that the object code filehas the extender "OBS
- a n d  
t h a t
both files are on the same disk.

3, RUN "D:MAKECOM. BAS" from the
disk and follow the prompts.

You will be asked for the filename of
the game you wish to convert. This
must not have an extender. (e.g.
PODZ). The program then searchesthrough the "LIS" file for the relevant
addresses. It then asks that you pre-pare a disk for the "COM" file. You
can use the same disk, although Iuse a disk with a menu file on it. ilit
RETURN and the file is written to
disk and that's it.

IL 1  REM
Ha 2  REM U
MT 3  REM U
UK 4  REM U
XR S REM U

MAKECOM
by

Andy McAlear

FU 6  REM U NEW ATARI USER -  FEB 1775 U
IR 7  REM
MN 8  REM
Sit 10  DIM I5C120),FUSC20),IS(3),NUMSE21:M

E P L
-
L F R
E ( 0
)
-
5 8 0
: D I
M  
F
$
C
I
M
E
M
)
:
F
S
=
"  
"
i
F
S
t
M
E

en=" ":F5(2)=FS:FISS="0:"
OP 2 0  ?  CHRS(125):1 : 7  "  E nte r  08J fi l e n a

me (NO EXTENDER":? i ?  ENS:
OV 30  INPUT U16:IS:FUS(3)=I5:FUSCLEN(FNS)

. 11=".LIS"
PU 40  OPEN U1,4,0,FNS:INPUT U1,I5 :FOR L=0

TO 2:NUM-1:READ TS
BI 5 0  GOSU8 5 8 0 : I f  NUM=-1 THEN INPUT UL, I

S:GOTO 5 8
CI 188  NUMS(L)=NUM:NEXT L:ADDLO=NUMSCO):A

DDHI=NUM5(I):INIT=NUM5(2):CLO5E $11.
JF 128 INITHI=INTCIMIV/256): INITI.0=INIT
-
1

NITHI*256
LC 130 FUS(LENtENS31-2)="08J":0pEN U1 ,4 ,8 ,

ENS
00 140 A=ADR(FSJ:AHI=INTCA/256):ALO=A-ANI

*256:POKE 858,7:POKE 852,ALO:POKE 853 ,
AHI:POKE 856,255:POKE 857,255

LD 150 X=USR (ADR ("bbICIVEr') .16) ; P056=PEEK
(856):P857=PEEK(857):CLOSE 41

OW 155 FIN=P856.1P857*256fADDLO4ADDHIN256-
1 : F I N H I = I N T ( F I N / 2 5 6 ) : F I N L O = F I N
-
F I N H I * 2
56

VZ 168 ENS(LEN(INS)-2)="COM":? : ?  "Prepar
e Disk  f o r  ":ENS:? : 7  "  and press MEW"

EL 165 I F  PEEK(53279)06 THEN 165
BP 170 OPEN n1 ,8 ,0 , imS:Put t11,255:PUT Ul ,

255:PUT U1,ADDLO:PUT 111,000HI:PUT U L F
INLOIPUT n l
o
r I N H I

nK 180 POKE 850,11:POKE 852,ALD:POKE BSI,
Atli:POKE 856,P856:POKE 8 5 ,
,
, P 0 5 7 : X = H s i t t
ADR ("iiiihOLVf2") • 16)

VI. 190  PUT U1,224:PUT it1 ,2 :PUT U1,225:PUT
U1,2:PUT U1,INITLO:PUT nI , INITHI :CL0 5

• n i
VJ 200 ? : ?  INS;" i s  now 011 the disk in  d

rive  Ul":END
IC 500  TRAP 518:FOR N=1 TO L E N ( I S )
-
3 : I F  I

5 0 g , x 4
-
2 3 = T S  
T H
E N  
N u M
= U A
L ( T
S c x
4 . 4
3 1 )
: P O
P

:RETURN
SH 510  NEXT X:RETURN
WM 608 DATA 852,853,USR
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SIGHT AND SOUND
•

Chris Thorley
explains exactly how
to connect your Atari
Classic to your VCR
so that you can video
your favourite games
while you play or en-
hance your homemovies
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should want to connect their Atari to a
VCR in the first place. Well, I for one regularly

DIAGRAM 1

ATARI V C R
SWITCH

BOX I

TV
AERIAL IN

RR' OUT'

RF IN  1
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use mine for producing video titles for my
home movies. You may also be stuck on a
certain part of a game and by recording your
gameplay you may be able to spot something
happening on one part of the screen that
could be missed when you are concentrating
hard on something else. Of course, you can
also use a video to provide irrefutable proof of
that fabulous high score. With a good VCR.
and a lot of patience, you can also produce
your own animated sequences.
As you can see there are many uses that

your Atari and VCR could be put to. Now.where to start?

TUNE IN
Firstly you need to tune a channel on your

W to your VCR. This may be done by using
the test signal (two white vertical bars) pro-
duced by the VCR itself. Once you are satis-

fied that you are fully tuned
in you can now connect yourAtari to your VCR. This is
simply achieved by connect-
ing the switch box at the
back of your Atari to the RF
or aerial 'in' socket at the
back of your VCR (Diagram
1). I should, of course, say
that your Atari, VCR and TV
should be turned off when
making these connections!
You should now load a
program into your Atari (use

a cartridge if you have one),
Next, ensuring all connec-
tions are made. your VCR is
tuned to your TV and you
have a pmgrain loaded, turn
on your TV and VCR. II youare very lucky you should
now see the loaded program
on your TV screen. If not,
don't panic. This probablymeans that your Atari is not
tuned in to your VCR. Select
a channel on the VCR and
carefully tune it until you get
the picture from your Atarion the TV. Simple, isn't it?

DOES IT
LOOK
OKAY?
Well, we've now got what we

wanted_ Or have we? One of
the problems with thismethod of connection is that
the output from the Atari's RF Modulator
doesn't appear to be very stable, especially
when connected through a VCR. You'll notice.
after a short period of time, that the picture
starts to drift off-tune. Evidence of this may
be a bending of the picture in one of the topcorners of the TV. or an increased level of
background noise through the I'V's speaker,
The reason for this 'drifting' is the method
used to connect all these pieces of equipmenttogether. Your Atari sends to the RI-
- m o d u l a -tor a composite video signal. This is in turn
Converted to an RV (TV-type) signal. This sig-
nal is then received by the input circuitry of
the VCR which converts this signal back
down to composite video. This process is
again repeated when the VCR sends a picture

In the TV. The original signal from the Atari is
constantly being degraded by all this proces-
sing and it comes as no surprise that another
method of connection was thought of to over-
come this problem.

THE MONITOR
CONNECTION

The solution to this problem tics in the useof the Monitor socket, on the rear of the Atari.
next to the switch box socket. Pins 3 (audio
out). 2 (ground) and 4 (composite video) re-
quire connecting on a suitable 5-pin Din type

Page 6's New Atari User 4 1
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mace by Verbatim. E2.70 (1 box), E5.00 (2 boxes) including p&p. Bargain! Call for prices on 10+ boxesLockable 50 capacity 51/4 disk storage box: £5.50 including p&p.
ST/AMIGA SWITCHABLE MOUSE. Shaped like a real mouse! Bargain at E9•99 inc. p&p.Perfect for use with Ouick,.SAM etc.
WANTED: Your unwanted Atari hrirriturzreisoftware. We buy disks, tapes, carts, books,mag disks and any Atari related hardware. Phone now for an immediate offer! Stocksof used hardware/ sqltware arc altvams available for sale.

NOTE We ore now ollotued to sell Power Per Post products to any country except Germany, Austria and Switzerland
All prices quoted include UK p&p. For a trao copy of our 25 page catalogue of PD and
Commercial software, please send 2 x 25p stamps (3 IFIC's for non UK customers) to:H.S., 62 THOMSON AVE BALBY DONCASTER, DN4 ONU

, E N G L A N DPHONE: (01302) 855026. Mobile: 0378-590259

AIP

SIGHT AND SOUND
plug (Diagram 2). These should be connected
to plugs at the other end that will allow con-
nection to your VCR. In my case they are
phono type plugs. one for video and one for
audio (Diagram 3). On connection, and selec-
tion of the correct channel since you are now
using a different Input path. you should
notice a much more stable picture and im-
proved sound quality. As a comparison youcan leave the switch box connected and
switch between the different inputs.

You should now be able to make acceptable
video recordings on your VCR. To get the
most out of your Atari and VCR you will have
to find suitable programs to run. One such
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program does exist that will allow you to cre-
ate visual masterpieces at a stroke (well
almost). That program is 'Video Title Shop',
and is one that I gave a favourable review to
In NAU 62. You should also give your art
packages a try, maybe even recording your
artistic prowess on video to show to your
non-Atari owning friends.
Well, that's all for now. I would welcome any
comments, critical or otherwise, regarding the
article, even hints and tips on how to improve
on my own efforts. Also. if you have come
across any programs that would seem ideal
for an Audio/Video application I would love to
hear from you. One last point. I won't accept
responsibility for any terminal meltdowns to
computers and/or VCR's as a result of this
article. If in doubt, consult a qualified person
before connecting any electronic equipment
together. Good luck! •
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win the lottery. You, too, can be a
mega-rich rock star and groove into

' the pop scene overnight with a little help from
your faithful Atari 8-bit. Well, maybe it's not
quite that easy but with GMACKER possibili-ties abound!
GTracker is a sequencer. which means it's a
program that can play digitised sound sam-
ples in a user-specified sequence. The reason
for doing this is that sound samples consume
large chunks of memory (or disk space) andare therefore impractical to use for more than
a few seconds. By sequencing a relatively
small selection o f
-
d i g i t i s e d  
m u s i c  
' c l i p
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can put together an impressively lengthy
composition. All you need is some sample
data and a set of sequence instructions.
GTracker enables you to create the latter.
whilst the samples must be supplied by you
in -
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routines are supplied.
The GTracker File Editor is required to cre-
ate a -
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list of commands that tell the sample player
which memory addresses should be used.
and for how long. in order to achieve the
desired sounds. There are four types of in-
struction, though only one of these is needed
to execute the principal function - it consists
of start and end memory addresses together

•  'Title:
Publisher:

0  Form0 Price:

GTRACKER
Visianaire Software
Disk
.C5.00
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You don't need an ST
to enjoy sampledsound - your AtariClassic isn't as humble
as you might think!

with a speed parameter. An End instruction
prompts the sample player to stop running.
Restart asks it to loop back to the beginning
of a sequence. and Delay performs theobvious function. The GTracker TRS File Play-
er - located on the flip side of the disk -
translates your sequence and sample files.
enabling you to demonstrate the success, or
otherwise, of your efforts.That's all there is to it! It has to be said that
you probably need to be 'into' sound sampling
already if you want to get the most out of
GTracker. It's not. a complex system and it's
not particularly user friendly, but you should
be able to achieve some good results.
Visionaire say they are hoping to release
stereo and XE specific versions of GTracker
soon, and updates will be offered to existing
users. Public Domain disks containing sam-
ple files are also promised. Meanwhile a PDversion of GTracker is available from Page 6
for those who want to see its capabilities.
Cfra.cker may be obtained from Visionaire

Software. Write to Andy Guillaume. 30A High
Street, Alcester. Wanvickshire, 1349 51113 to
order or to check the price.

reviewed by Paul Rixon
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Many dedicated Atarians
have the occasional desire
to poke about in the innards
of their computer or
peripheral devices. Peter
Kerrison dedicates this
article to all those for whom
things may have gone wrong
once in a while

MOSFE'T 100- 200
CMOS 250- 2000
1TL 300- 2500

ACTION COMMON HIGH
Walking across carpet 12.000 39.000
Walking on vinyl floor 4,000 13.000
Working at a bench 500 2,500

0  ne area of electmnics which is nowshowing itself to be a major 'compo-
nent killer* is static electricity. Static

discharges are all around us all the time, but
as they have to be in excess of 3.000 volts
before you feel It (that's just a tingle) and over
5.000 volts before you see it. most people
don't understand the damage it can do. Static
discharges cost companies hundreds of
thousands of pounds a year. in fact when the
problem was investigated it was found to be
on a much larger scale than anyone appreci-
ated. By examining components under a
scanning electron microscope static damage
is easily recognised. It was discovered that
components can be degraded by static. caus-
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ing pattern sensitivity (where certain bit pat-
terns cause problems). decrease in perform-
ance characteristics, premature failure or in-
termittent problems. This is added to the
problem of destroying the component com-
pletely.
As this 'degrading' ability of static is not fullyappreciated. it is still not given the respect it

deserves by the majority of people who handle
components and printed circuit boards on a
regular basis. Many companies are now
embarking on educational programmes fortheir staff to teach them how to handle static
sensitive devices both new and faulty (we
don't want initial problems compounded by
static induced problems).
The difficulty that arises in educating people
to use anti-static measures is that they don't
really believe in them. Oh. they will push an
EPROM into conductive foam or wrap a cir-
cuit board in aluminium foil, but only for
transportation. These sort of safeguards must
be used every time the device is removed fromIt's circuit.
As VLSI chips (Very Large Scale Integration)

achieve greater circuit densities the insulating
layers between individual conductive pathsbecome thinner and can therefore be dam-
aged by relatively low voltages. Typical voltage
levels necessary to damage a component are:

while typical voltages generated are:

To bring the problem to a personal level. this
could have happened to you already without
knowing. Have a think - that last chip you
changed - did you touch it 2 weeks, a month.
6 weeks before? According to the latest re-
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Charge on a conductive material will equalise
itself over the whole surface area. Merely
grounding the material will remove thecharge.On non-conducting materials this practice
will not work as the charge can vary greatly
from One point to another. This has to bedealt with using an ionised air blower - a
device which bathes the area with positive
and negative ions which are attracted to the
charged areas of non-conductors and cancel
them out.
We can now go on to describe the measures
that can be taken against static. Both in order

to produce a totally static free
area and also to guard
against the more commonstatic associated

problems.

WHAT CAN I DO ABOUT IT?
In an ideal world

Ideally all static sensitive devices should be
handled in a static safe work area. This can
be defined as an area where static electricityis discharged at the same rate at which it
charges. Therefore no static build up canoccur. In order to achieve this we have to
drain all conductive materials to earth. This
can be achieved by using a conductive work
surface connected to ground via a I MegOhmresistor (to limit current flow), You should use
a conductive mat and wear a wristband - both
connected to earth via 1 MegOhm resistors.
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This will protect the components and circuit
boards from any static charge on conductivematerials used in the work area
This only takes care of the conductors. Forthe non-conductors an ionised air blower
should be installed to completely bathe the
work area. Any components or circuit boards
carried away from the area should be placed
in static shielding bags and sealed for com-
plete protection. This would complete the sta-tic safe work area - at some cost It is true but
for companies spending thousands of pounds
on components and circuit boards it is a wiseInvestment.

In the Real World
What about us? Wc can't go installing ion-

ised air blowers, I hear you cry!! Well for the
average Marian who wants to stave off the
anti-social lightning here's a few Ideas.
1. Make yourself a conductive work surface

that is connected to ground with a I
MegOhm resistor. Not too tough for a
bright lad like you!

2. Get a wrist-strap and use it! Something like
a 3M Charge Guard 2066. It is comfortable
to wear, easy to use and effective.

3. Make yourself a clip to connect between the
ground of the unit you are working on and
the conductive work surface. A couple of
crocodile clips will do.

4. Only use a soldering iron with a grounded
tip.

5. Those non-conductors? Keep them away -
no exceptions! I have a picture of the dam-
age done to a chip by a polystyrene coffee
cup.

When you have seen the damage it can do.
you realise that these simple precautions cansave a lot of he,artache.
All _facts and figures supplied by 3M UK plc
courtesy of their !lead Office at Bracknell. En-
gland. probably the world leaders in staticcontrol.
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contains ten games sharing a com-
mon educational theme. They are

mainly aimed at young players who have re-
cently been introduced to the confusing world
of numbers and alphabets. The programs use
Basic so you can examine the listings and
perhaps pick up some programming tips for
no additional charge!
First up. Spel'blast is a variation on the

hangman theme. You are asked to guess and

UTILITIES 2
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cassette inlays, calculate exchange rates,
cheat at arcade games or design videotitles. UTILITIES 2 from the NOSAUG PD

cassette library is one for you!
Artistic types will enjoy Keystroke Artist, a

drawing tool based upon straightforward
keystroke commands. It may not be feature
packed but it's not bad for a quick doodle.
Antic Magazine's Antic Music Processor is
well regarded by disk users but has not pre-
viously been released on cassette. Thanks to
some hard work by NOSAUG. anyone can
now sample the musical delights of this excel-
lent machine code utility. It enables times to
46 Page 6's New Atari User

then spell a word chosen from one of three
alternative categories - computers. animals.
and musical instruments. The player's objec-tive in Alpha Run is to manoeuvre a small
vehicle over the numbers 1 to 9 or letters A to
Z in sequence. whilst avoiding the screen
boundary and other obstacles. Meanwhile
Alphabet Train presents a fun way to learn
spelling. A word is displayed and the player
selects corresponding letters from railway
wagons which scroll horizontally into view,
Correct letters are deposited onto a truck and
if there are no mistakes the word is whisked
off screen to make room for the next one.
The Counting Game asks, simply. how
many symbols are shown? Success is re-
warded by a cheery jingle and graphical sequ-ence. Marathon Maths involves a race be-
tween two players. The first one to highlight
the solution to a multiple choice maths ques-
tions gains several paces towards a finishing
post. If the answer's wrong however, the
opponent gains ground instead. In Math
Attack you can select the type of questions
(multiplication, division etc) and also max-

be composed. quickly and with minimal
effort. by anyone who can read sheet music.
The music player utilises all available voices
over a range of five and a half octaves. and is
accompanied by an attractive light bar dis-
play. Four good tunes are also supplied on
tape.
With the help of Current Exchange you can

discover how much your foreign currency is
worth, but first you'll need to type in the
up-to-date exchange rates. Why not use a
calculator instead? On a more practical note,
the 1020 Cassette Inlay Maker is - as its
name suggests - for 1020 plotter users, Its
function is to create blank inlays for placing
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Copy Cat is an exceedingly addictive (well Iwas ho(ked!) 'Simon Says' game. Using a
joystick. you have to repeat the demonstratedsequence of coloured lights and correspond-
ing sounds. The Reading Program is anothermemo
ry 
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users. A short story is displayed and then
removed from view. You must answer ques-
ti9ns based on the story - not as easy as youthink! Next. Fun With Words comprises an
anagram quiz and a simple hangman game.
Last (and also least) is Guess My Number, a
space filler that requires you to guess anumbed!).
In the event that you don't find any of these
programs useful, the good news is that they'resupplied on a good quality C60 cassette!

•  Title: C 1 2 :  EDUCATION
O Publisher: NOSAUG
O Format: Cassette
O Price: .C2 .95
Reviewed by Paul Rixon

Inside cassette boxes - handy if you need to
re-use old tapes.
If you're keen on arcade games but find them

too hard, The Tapester (originally publishedby NAU) claims to have an answer - that is, if
your game is one of the fourteen recognised
titles. All you do is choose the game that's
giving you grief, run The Tapester and then
load up the game itself. In Batty Builders you
become immune to bricks and dynamite, in
Panther you gain infinite lives and in Hover
Bower you can start at level sixteen! Finally.
Video Titier allows pages of text to be input
and saved in a sequence to record for yourvideo intros and credits. The text is faded out

Page 6's New

CONTRIBUTIONS
YOUR contributions are the
lifeblood of New Atari User

All of your contributions arewelcome but at the moment
we need more

GAMES LISTINGS
BONUS PROGRAMS

However don't stop sending in
other articles and programs. If
something interests you, youcan be sure it will interest

someone else so write it
up and send it in - NOW!

gradually to give your titles a professional
appearance. Printed instructions providehints on the technicalities of video connec-
tions and editing techniques.
Overall. Utilities 2 is a mixed bag but is

worth having for the Antic Music Processoralone. Contact NOSAUG for details of other
PD tapes available.

•  Title: C 0 9 :  UTILITIES 2
O Publis her: NOSAUG
O Format: Cassette
O Price: . C 2  •95
Reviewed by Paul Rixon
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LZIT t)TIME
Action Form • • • • E i rNotes
Font change \F tD:Filename.Ext) Dx:Filename.Ext is name of font file

(must be available to DDII at printtime). DDII assumes .NLQ if Ext isomitted
DenSity change l'_)(1-4) 1 - Single, 2 - Double,3 - Double Draft, 4 - Quadruple
Spacing change S(0-9 or A-K) From 0 - no space to 9 approx. 1.5characters spacing
Left Align \i_
Centring \C
Right Align \Ft
Justify W Makes both left and right marginsstraight. Do not justify last line of aparagraph (add \i... at end of para-graph)
Right Margin \M(0-9 or A) 1 - 0.5", 2 - 1", 3 1.5" etc. 0 - none,A - 5" (on 8.5" paper)
Bold \B toggle
Double Wide NV toggle
Underline \U toggle
Append A(Dx:Filename_Ext) insert on its own line - Chains textof Dx:Filename.Ext at end ofdocument
Position Tab i, Sets a Tab at current column

position
Execute Tab \T Adds spaces to next tab stop
Erase Tabs \E Erases all Tab Settings
Include fileVerbatim \V (Dx:Filename.Ext) Includes file Dx:Filename.Ext byteby byte in the document (e.g. toembed picture file)
New Page \N Forces start of new page

by Ian Finlayson

DAISY-DOT II
GOING DEEPER
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use of Daisy Dot II. and at the same time
John Bunting described how to use

Daisy Dot in a much more advanced way with
Page 6 Writer and Spartados. If you havehardware that will accommodate a RAM disk
it is a good idea to experiment with it - you
will find you can gain significant speed In-
creases with any program that accesses the
disk drive regularly as disk access to the RAM
disk is almost instantaneous. Anyhow I will
continue at a more basic level expanding on
my last article and showing how to change
the format of your document on the fly.Vvre saw in issue 69 how to set the overall
format of the document as you prepare toprint it. These various formats and fonts can
be turned on and off inside your document if
you want to highlight a word or sentence by
boldening. Italicising or centring for example.There are 17 commands which can be embed-
ded, and all am done in a similar way. Go
back to your favourite word processor - the
commands have to be put Into your text be-
fore you go to DDII for printing.

A SIMPLE EXAMPLE
Lets take one specific example before lookingat all the available commands. We will embol-

den and underline the phrase "within 7 days"
In the sentence -
Y o u r  
r e p l y  
i s  
r e q u
i r e d  
w i t
h i n

7 days or further action may be taken!"
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To start to insert a command in your text all
you have to do is type a backslash \. You ma
ynot find this as easy as you expect! In Tex-
tpro, for instance. (SHIFTP moves the cursor
back one word! You have to type (ESCHSHIEftto put the backslash into your document. If
you are using another word processor that
has a special function attached to the [SHIFIT,combination look in the detailed instructions
to find out how to generate a \ on its own.
After the backslash you type the required
command string. Don't worry about upper orlower case letters, both are treated the same
by DDII. The command for bold is i and for
underline Is U. Both these are -
t o g g l e "  
c o m -
mands - that means you use the same com-mand to turn the feature on and to turn it off.
So to get the format we want for our sentenceit should look like this:
-
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i
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e
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s \U \ B or further action may be taken!"

GENERAL USE
Embedding other commands is done in the

same way. though they are not all Just asingle character. You can see in the table the
form of each command. The italic script in
brackets shows what kind of input is accept-
able. Do not type the brackets and do not
leave any blank spaces that are not part of
the original text as DIM considers spaces to
be part of the text, not part of the embeddedcommands.
A word of caution about the embedded for-

matting commands is necessary. Although
DDII ignores these your word processor does
not, so if you put long commands into a text
line your word processor will treat them as
text and insert a carriage return to start a
new line. When DDII removes the formattingcommand the line can become too short and
It will look rather peculiar. If you want to
avoid this problem try as far as possible to
add format paragraph by paragraph. The
commands can then be put in on the blank

DAIVDOT 2 - Embedded Commands
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line between paragraphs. This is particularly
important for the long commands those thatinclude a filename. Where it is essential to
format small bits of text within a paragraph
try not to use too many commands at once.
For example \ \  U \DI to turn on Bold.
Underlined. Single density text followed by
NB\11.1\D2 to revert to normal effectively adds
two seven letter "words" to the line in your
word processor.
DaisyDot ll does not have a'WYSIWYG (what

you see is what you get) capability so inevit-
ably there has to be a bit of trial and error.
Keep some old paper handy for your first
print out and check that the layout is entirely
satisfactory before printing final copy. At first
It may seem a bit tedious but you will soon
gain experience and the improved final
appearance of your document is well worththe effort_

DETAILED NOTES
I do not expect you to want many \ charac-

ters in your documents (unless you are going
to write an article about DDIIII) but If you do
it can be achieved by preceding each \ with
another \. So \ \ prints as \ and \ \ \ \ printsas \ \
Most of the embedded format commands are

easy to use if you follow what is in the table.
but one or two are probably not fully self
explanatory so here are a few amplifyingnotes.
AUGNMENT - The individual commands are
probably self explanatory. but It may not be
so obvious that you can use more than one
alignment command In the same line. Let's
take an example. If you are writing a long
document you may like to have a top line on
each page which has the Chapter number onthe left the document name in the centre and
the page number on the right. This can bedone as follows:
\LChapterl \CMy Autobiography \RPage I
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Start the next line with the alignment com-
mand that is in use in the main body of the
document (\J or \L usually). If your word
processor has the ability for headers and foo-
ters you can put a line like this into the
header to be automatically printed on every
page.
TABS - Aligning text correctly in columns can
be difficult if you try to do it with spaces. but
DDII makes it easy. First turn o i l
-
e x is t in g
tabs with \E. Then as you type in the head-
ings for your columns you can set up the
tabs, for example:
SURNAME \ PFORENAME \PADDRESS
Now as you type in the text for the columns

Just put in the \Ts to align to the tabs:
Finlayson \Tian \ T60 Roundstone Crescent
Easy isn't it? Just one further point - if you

want to centre or right Justify the whole blockof columns it is essential that each line is the
same length - otherwise everything will turn
out ragged again. To achieve this Just put an
extra \P at the end of the first (heading) line
at the point where you want the line to endand a \ T at the end of all the other lines.
GRAPHICS - Embedding a graphic is possible
using \V, but this is something I have not yet
tried. There Is a Basic program on side B ofthe DDII disk called Billboard. This allows
you to change the size of Micropainter files to
suit your document. As I understand it the
graphics capability only allows full width
graphics - DDII can not wrap text around a
graphic. If you have used graphics In DDII
why not write a short article or a letter to New
Atari User and share your experience.
That's all for this time. I will go on to theDDII font editor and other extras in the next
time. Meanwhile if you have any specific tips
or questions about DDII please write to me.
Ian Pinlavson. at 60 Roundstone Crescent
East Preston, West Sussex BN 16 I EV and I
will try to include you in the next article.

The Accessory Shop
ISSUE 70

••••••• CONTINUING CLASSICS
Although there is no new software nowadays there is still a chance

to buy the classics from yesteryear. Stocks are dwindling though andthis could be the last chance to complete your collection Buy now!

ASTEROIDS
Asteroids surround youl Use
your photon cannon to defend
your spacecraft from a field of
asteroids which become progres-
sively smaller, swifter and more
dangerous. Watch out for enemy
saucers !00
1 F o r  
I  
t o  
4  
p l a
y e r
s

ROM CARTRIDGEOUR PRICE £5.00
LIMITED STOCKS

MILLIPEDE
Creepy crawly bygs Hite Jurnong spo-
ol buzzing bees, bouncing beetles.
rmsdurtoes dragonflies inch worms
and earwigs nave -nvaded your little
garden pat& and you have to blast
last to get rid or themi Fast action
graphics and great sound Use yOur
Trak-gall for even greater play power

ROM CARTRIDGEOUR PRICE £5.00
LIMITED STOCKS

POLE
POSITION

THE racing game for the Atari
Classic. Very little has im-proved on this winning formulathat bnngs untold tun to youngand old alike.

ROM CARTRIDGEOUR PRICE E5.00

DEFENDER
An alViirne classic from the arcazes
Akens have swarmed over your planet
attempimg to capture humanoids and
transform them into destructive
Mutants Fonunately you command
Defender, the most deadly spaceship
ever keep an eye on the radat tor the
next attack wave 1 or 2 players

ROM CARTRDIGE
OUR PRICE £5.00

LIMITED STOCKS

KABOOM
The Mao Bomber is back and
intent on blasting you to kingdom
come unless you can get yourbuckets of water out in time to
catch and diffuse the bombs.
One of the simplest concepts yet
highly entertaining, especially forthe kids.

ROM CARTRDIGEOUR PRICE E3.95
LIMITED STOCKS

TENNIS
Forehands and backhands driving
acproach shots angled volleys over-
head smashes and triCtty lobs - you ve
got all the strokes in Tennis' Heves
the action packed game that chal-lenges you to play at your best Play
singles against the computer or
another player or doubles against
another payer

ROM CARTRIDGEOUR PRICE E5.00
LIMITED STOCKS

GALAXIAN
Swarms of Drones EMISSarteS and
Hornets lead the way in attack ano
protect the Commanders whp guide
the force Your only hope is to blast
them out of the sky before they
destroy you True classic excite-
ment that can still give you sweatypalms 10 skill levels

ROM CARTRIDGEOUR PRICE £5.00
LIMITED STOCKS

MUSIC PAINTER
An excging educationw program that
helps to leach must by using colours
instead ol notes Charge the frheen
supplied songs to feature different in-
struments, make the notes longer orshone, or transcrobe your own songs
No musical knowledge required to
make your own great music

DISK ONLY
OUR PRICE £4.95

LIMITED STOCKS

10-PRINT
Owners or the 1029 printer psi have
to have this superb utilsy that enables
program listings to be printed out with
all the control characters (lust as yousee in New Atari User) as well as
printing in any choice of font Full in-structions are included for you to printOut yOur Wars and other documentsin any font you choose

DISK ONLY
OUR PRICE E4.95

PAGE 6 EXCLUSIVE
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ROM CARTRIDGES
All brand new in original boxes, mostly shrink wrapped

ONE ON ONE
Play basketball we two DI Americas lop players in this
great sports simulation which features realistic ollensive
arid defensiva moves fatigue factors, hot streaks a shotcrock, even instant replay and a shattering backboard'
Like the game ol basketball itself, One-on-One rewards
you for playing with your head as well as your hands
Master the joystick moves sharpen your liming and
hone your reflexes Jump' ShootI Score'OUR PRICE E6.00
US FOOTBALL •
American Footaall is a big craze in this country and you
can now play at home Outsmart the defence, pass *eh
amazing accuracy, run with speed and agility, maketackles, se4ect offensive and delensive plays and more
You can lake on the computer in a practice game or
challenge a trend to a dramatic video bowl game CA
your own in a packed stadium All the thrills of the
gridiron OUR PRICE £6.00
SUPER BREAKOUT
Breakout was tne original simple yet totally addictive
game and this enhanced version vdtl provide even moreaddiciive fun Neects poodlesOUR PRICE E3.95

There are very few
ROM cartridges left
now for the Atari -

complete your collec-
tion while you can

SILICON DREAMS
Taking the role of Kim Kimberley you are a leading
participant in the colonisation of Eden, a planet
prepared for human habitation by an advance guard
of intelligent robots who battle with the native ad
highly aggresswe fauna. In this highly structured
and realistic environment you must move your mind
into the twenty-third century. Silicon Dreams is three
excellent graphics adventures - SNOWBALL, RE-TURN TO EDEN and THE WORM IN PARADISE
from the masters. Level 9OUR PRICE E5.00

FIGHT NIGHT
Fight Night brings you all the thnlls ol the boxing ring as
you lace live 011110 most brutal fighters ever Its five
separate battles are total war with relentless action The
Boxing Constructor Set allows you and your opponent to
create your ovm perfect boxers, selecting stamina. intel-lect and style Train, spar and step into the nag to cal
your perlect boxer against the computer or another
opponent. OUR PRICE E6.00
POLE POSITION
Everyone has heard of Pole Position, the racing gamethat inspired almost every racing game since, It may be
the original arid some other games may have added
features but Pole Position still retains Is challenge after
many years One of those games that has exactly the
right balance Of game play and graphics to make it afclassic that will last lorever It it is not in your cialleCtionmaze amends now! OUR PRICE £5.00
HARDBALL
All the thribs of American tese0all can be yours on a
summer afternoon in the ballpark Sit behind home
plate, eking the left held line, down the right field line or
join the manager in me dugout. Look over the pitcher'sshoulder as he throws the next ball You control all the
action of the batsmen, pitchers and aelders as you try
and battle your way to the top of the league An exciting
game for one or two playersOUR PRICE t6•00
BASIC CARTRIDGE
Some programs, especially some early public domain
programs won't run on the )(LIVE hi,1 they Will it you
plug in the old version Of BasicOUR PRICE E2.95

DISKS
ZORIC 1
The Infoopm classic and the adventure game that
changed the way all future adventures were written.The Great Underground Empire of Zork is well docu-
mented by now and thousands of players havebecome addicts graduating to Infocom s more diffi-cult adventures. Zork I is the ideal inuoductory level
adventure for beginners or those with a little experi-
ence If you have never ventured underground be-
fore now is the time to try, its never been cheaper
to expand your universe! Classic original intocom
packaging with excellent manual and a map.OUR PRICE E2.95
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DISKS DISKS
pANZER GRENADIERS
tn Vas exciting solitaire wargarne you make the deci-
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attached to the Panzer Grenadiers Your forces also
include mortar, artillery, Panzer IV. Panther and Tiger
units The Russian enemy is directed by the computer
welch will fiercely challenge you With as own comple-ment of infantry, tanks and anti-tank guns Three levels
of difficulty, joystick control, hi-res graphicsOUR PRICE £5.00
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evel 9 recreate pholTimethe Round Table in a three pea adventure spanning the
complete saga of the quest for the Holy Grail Superblyresearched and superbly written this text adventure is
lull of atmosphere and highly recommendedOUR PRICE E5.00
RAMPAGE
It's rough and tumble all the way as you Control three
incredibly nasty characters which bear a remarkableresemblance to King Kong, Godzilla and Wolf-man
through an orgy of destruction in Chicago New York
and San Francisco You have 150 days of destruction in
U) different cities Time for some revenge'OUR PRICE E3.95
THE E FACTOR
The E factor represents the amount of time the energy
sources on the planets in our galaxy Will last Many
planets need emergency fuel capsules delivered if they
are to survive You mast plot the interplanetary course
and guide your craft through the quadrants tilled veal
obstacles such as space mines, alien fighters and spin-nmg asteroids Can you complete a mission belore
another planet calls on your services'?OUR PRICE £3.00
DRUID
Another classic in which, as Last oh The Great Druids
you wander through the Dungeons of Acamantor kWh
your mighty Golem by your side on a quest to destroy
the lour demon princes As you delve deeper into the
dungeons you will and chests containing spells of for-
midable power to aid you and Pentograms of Life which
Will heal and revitalise you Excellent graphics and su-
perb gameplay make this one of the best arcade gamesOUR PRICE £3.95
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GAUNTLET THE DEEPER DUNGEONS
ii YOU have the original Gauntlet disk then you will
know how good the game is and will wart to extend
Play with the Deeper Dungeons. Over 500 newdungeons are here for you to explore This is the way
to revive your interest in Gauntlet and play on for manyor hours or
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a data disk only ande
OUR PRICE E2.95
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NEW YORK CITY
Welcome to The Big Apple This hurried jungle of steel.
concrete and glass bristles with fascinating sights and
more than Is share of danger From the piacid greenery
of Central Park. there is no city in the world like NewYork, and boy are you about to find that out' As a
visiting tourist you only have a limited time to see all The
sights but New York City has a little more excitement, a
little more danger in store than a mere signiseeing trip tothe zool

OUR PRICE E3.95
BALLBLAZER
The year is 3097 and you are the contestant in the most
competitive and by tar the most popular sport in the
universe Jump immediately into head-to-head action
against a Inena or hone your skills against a selection of
Drods Either way, you're in for the match of the cen-
tury' Excellent graphics and split screen action havemade this one of the Atari classics

OUR PRICE £3.95
JUNO FIRST
A Iasi and funous space shoal em up translated fromKonami s early arcade machine of the same name
Dozens ol alien craft van attack from all sides and youmust be quick to blast them away and earn your
bonuses If you lee that you are gong to die thee you
can take the last resort and warp away through akaleidoscope of colour Similar to invaders this last
shoot 'ern up will appeal to any arcade game fanaticOUR PRICE £3.95
JUGGLES RAINBOW
A first computer experience for children aged 3 to 6that leaches the concepts of above, below, left and
ngla plus letter recognition allowing Caldron to enjoy
learning with colours and music and games they can
create and play themselvesOUR PRICE E2.95
THE LIVING DAYLIGHTS
Control James Bond through eight fast and furious
levels from Gibraltar to Afghanistan and you will encoun-
ter the SAS (trendy), the KGB (not so friendly) and
enemy helicopters (very unfriendly') You are up against
Brad Whittaker international arms dealer and megalo-maniac, Necros, his ruthless sidekick and Koshkov, the
double dealing KGB General You may fall in love with
the beautiful Czech cellist Kara but can you trust her?OUR PRICE E2.95

NIBBLER
Slinking through an unknown land Nibbler ands himsell
in an iridescent world of constant change As time grows
shed his body grows longer arid he risks running intohimself Can he survive'?OUR PRICE E1.00
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CASSETTES at just 95p each!
180
A great dais criallenee Eight oppo-
nents. dgrOsed speech, two player op-tion lee lay slick control, ful matchplay
scoring, a sense of humour, superbplayability
BOMB FUSION
A lerronst gang has planted bombe
throughout the Sellerscale Nuclear Pro-cessing Plant and you have to go inand save the plant and possibly the
Northern Hernsphere from destruction
DESPATCH RIDER
Jon the growing band of street demons
who tartly the population of the beg
cities to get the parcels through Planyour moves to make some money. but
dont lake too long • t me is alwaysshoe Gain an instant macho rating and
be a despatch rider with this simulation
FEUD
To win at Feud you must -
o u t - s p o i l 'your real Wizard Leanonc In Kiekeherb garden you will find the ingredients
for your spells but tread carefully as
strange things can happen in els game
or magic and mystery
FOOTBALL MANAGER
Features include Transfer Mar kat, full
League tables •niures, save gamefact ny promol or and relegation, FA
Cup matches, managehat rating, 4 divi-
sions, as many seasons and you Like
pick your team using seven sell levels
GHOSTBUSTERS
Has anybody seen a ghost' Matter of
fact yes they havel At the very momenthundreida ol ghosts are malung their
way to the infamous spook central
Only you can save the world from adsastsr of bcal psoportions
GUN LAW

our months of bloody alien attacks
have taken their toll - all the surviving'
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have been made on your weaponstores You are left to fight alone
agaire ruthless and bloodthirsty Niterswith lust a single machine gun
HENRY'S HOUSE
Little Henry has shrunk He must navi-
gate his way through the royal house-hold to lind the cure Avoiding all the
obstacles in his path horn terriole
toothbrushes, through pest derous par-
rots and chels ceasing chickens, to afinal encounter with the V
,
C IO U S 
v a m p i r e

INVASION
Mobilize your units and prepare for bat-tle This al action space conflict re-
quires sett. strategy and tactics You
must destroy the weateer control Stationin order to win the battle but every
twee you make the enemy will counterand they re waling For you to skp up

KIKSTART
The ottirnate off-road motorbike scram-
ble simulator Guide your nder carefully
over toe obstacles in this all action
simulator for 1 player against the com-
puter or 2 players against each Other aswell as the clock
KNOCKOUT BOXING
Challenge for the Heavriveight Chem-ponsep of the World by boxing your
way past nine progrcistrvely mare skilful
opponents You wit' need speed andskis to deliver stomach punches, points
scoring head olas or deadly upper cots
Your must keep your guard up or thereferee will count you out
LOS ANGELES SWAT
Rescue the hostages. from the terrorist
gangs holding OUT ;n West L A Cleanup the streets Blow away the bad guysand be a hero or network TV I Fail and
you wont be corning back to watch it
All action poystick bending corstal forthose with the skill to survNel
MILK RACE
Cycling I ,000 nese is no mean feat -
and you could end up teeing prettyexhausted by the time you've fins hed
playing this superb race simulation de-signed with the Milk Race in mind
MR DIG
An old favourite in which Mr Dig has to
dig for hidden food suedes in theMeanie territory berm ground As he
digs he can eat cherries or crush theMeares with apples Special treats
earn extra points and a Magic PowerOrb can tell all the Meanies
NINJA
Blasts the belt oft al other martial arts
garrwsi That s all it says on the inlay'Someone sure reckons this is the best
punching, lucking, ducking and diving
game around
ON CUE
A challenging real Me simulation whichcombines Pool and Snooker on the
same cassette An absolute Must for
both enthuSrasts and beginners alike 11
you have ever wanted to be at theCrucible flows your chance
PANTHER
Save lee last humans on Xenon before
the alien hordes turn them into Sunday
roast' Take your ground attack ship
through this aD scrolling mega shoot-ern-up with great graphics and unbe-lievable soundtrack
PENGON
Can you save Penguin Wily from theferocious motel sea lions' Stun them
by knocking them against the walls cscrush them to a horritying death with
sliding ice becks High speed arcadeaction game, great graphics and music

PLASTRON
Take your place in a small band of
pirates out to steal lossil fuels frOM the
biggest corporation in the galaxy Youmust guide your shuttle craft along thesurface of the panet Plastron to collect
as ouch fuel as you can from the
heavily defended mine zones and the
,IEVICIOTVDUS with the supply tankPROTECTOR
Assigned to Fort Rucker, the US ArmyHelicopter Training School your aim isto become the best chopper pilot this
side of ins Iron curtain Your mason
consists of a strategic battle of wits
between yourself and either another
pilot or a computer controlled RPV
ROGUE
You are the ROGUE Your mission is to
search the Dungeons of DOOM For theAmulet of Vendor In the dungeons you
veil find many things to aid the quest forthe Amulet You veil also encounterfearsome monsters and fiendish traps
that will challenge al your stulls
REVENGE II
The Mutated 90 toot high, laser sprung
death came bs have rebelled against
their captors the Zayatrians and are out
for revenge Al action, highly graphicalshoot-emup from Jett Minter
ROCKFORD
The only frue arcane version of the
ciatec game Boulderdash There arefour levels on each of five different
worlds with four screens on each level
It all adds up to eighty totally dtlerent
play ing screens
SIDEWINDER II
IT is 27 years since the final battle of thewar with the aliens 27 years of peace
have reigned in the Western Spiral Armof the Galaxy All the is about to
change Step aboard your craft and pre-pare to defend mankind it this all action
space blast
SPEED HAWK
A smoothly scrolling arcade game in
which you must defend the ring worlds
of your solar system from space pi-rates You alone can plot the single
sealer lighter to undertake the task of
destroying the mutant guardian that
protects the fleet of pirate shps
SPEED ZONE
Enter the Spesozone in a frantic de-
!eve against Marauding alien forces Asurvey ship sent into the area 0Ornesunder attack As an enemy vessel
draws closer your "STAR Ft RE classattack craft is launched

MORE 95p CASSETTES
ON THE NEXT PAGE I
C-
V
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CASSETTES
SILICON DREAMS
Talerg trio role of Kim Kimberley
you are a leading participant in thecolonisation of Eden a planet pre-
pared for human habitation by an
advance guard of intelligent robotswho battle with the native and highly
aggressive fauna In this highlystructured and realistic environment
you must move your mind into thetwenty-third century Silicon Dreams
is three excellent graphics adven-
tures - SNOWBALL. RETURN TO
EDEN and THE WORM IN PARA.
DISE from the masters Level 9OUR PRICE E5.00
DECISION IN THEDESERT
Take command at the Battle of El
Alamein You can lead either side in
this accurate simulation from the
creators of F-15 Strike EagleOUR PRICE E5,00
LANCELOT
Level 9 recreate the time of wizards
and the Knights of the Round Table
in a three pan adventure spanning
the complete saga of the quest For
the Holy Grail Superbly researched
and superbly written this text adven-
ture is full 01 atmosphere and highlyreCOrn m ended
OUR PRICE E5.00

BATTALION
COMMANDER
An exciting reai-time tactical gamewith you as lieutenant colonel in
charge of an entire armoureo batta-
lion Choose from ttve different KR•
nanos !rem a training missionloam a Soviet tank battalion to
laugh assignments against the
Chinese You can ad/list the relativeStrengths of your loroas and theoPPosition and choose from 40 dale-
Feat maps and 5 ditterent scenariosOUR PRICE E2.95

MORE 95 p CASSETTES
STAR RAIDERS
aattle against the the Zylon empire in
your star shp in what a probabiy the
most famous computer game ever This
Full version of the ciaseic game is MCPWavailable on cassette complete with ful
✓atruclons Can you alive to be with
• the program that people bought anAtari fora

TAIL OF BETA LYRAE
Our A-Z of Atari Software series saysThe ultimate Saamble clone with su-
perb graphics and rrusc " A great hori-zontal scroller

CROSSFIRE
You are alone in a deserted city sur-
rounded by aliens who shoot lasers
from every direction You II have toconcentrate on where the shots are
Wrong from otherwise you II be caughtin the CROSSF IRE One of those lairty
simple yet highly addictive gamesOUR PRICE E2.95

TWILIGHT WORLD
Enter the Twright World Egut:ped with
the latest in anti-gravity pods and Law
weaponry, battle your way through eachof the eleven dungeons defeating their
fiendishly devious inhabitants along the
way A game from Atari thernsolvest
UNIVERSAL HERO
Only seven seconds left to save theplanet' Universal Hero has to save his
skin and everybody else s by finding
MIS to repair a shuttle to gel to a planetto pick up the spares to mend a space
fregeter which is Out of control andabout to blow him and his seances of
getting back to earth to atoms

COLOSSUS CHESS 4
Claims to be the best chess prog-
ram of all The writes of Sargon III
would disagree. but there is nodoubt this is a fine chess simulation
particularly tor advanced playersOUR PRICE E2.95

ST SOFTWARE
MUGSHOT
Have some fun with your ST creat-
ing lots of hilarious •mugshols to
entertam your family sod friends

* Extremely easy to use* Full documenishon
* Several Print option.* Great or the Will
•  Coiour or P4000

Treat the kids to a fun
program that will keepthem quiet for hours.
MOW available/ram PAGE 6 at the
LOW. LOW price tjust 43.96DON'T MISS OUTI

GEOGRANY IVOR
Help you childree milt ter bresitedso cr the

*aid a expand your Oen urweise
GEOGRAPHY TUTOR presents
maps and statistical databases of allof the countries of the world

* Colour or Mono
* Fully scours?* mope
* Check population size
* Discover each country*. size* Hear National Anthem.
• Ouiz options - identify coun-

tries. capitals and more
* Corn
-
pare 
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which are AtolirM or highly
poptstatect etc.

MSc excellent educational
program it now evelLabiefromPAGE 6 at the LOW. price of
Just /Of .95 • order your copy NOw!

ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORMENCLOSED WITH THIS ISSUE OR WRITE TO
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

TEL ETWONE ORDERS ACCEPTED ON 01785 213928 USING ACCESS OR VISA
Page 6's New Atari User 5 5



11(ChfrMUSIC
with John S DavisonMIDI
FUTUREPROOFING
M IDI has now been with us for a longtime, around eleven years in fact,

and it's a tribute to its designers
that it's managed to keep up with users' re-
quirements during this time. They knew it
was unrealistic to try to think of every possi-
ble function to include in the original specifi-
cation, as unforeseeable requirements were
bound to arise once MIDI got out into the real
world and people began using it in anger. A
degree of "futureproofing" was required to
allow additions to be made later, and they
delivered this through the "System Exclusive'
class of MIDI messages.
Actually, futureproofing wasn't originally the
prime role of System Exclusive, but its tur-ned out to be a convenient vehicle for deliver-
ing extensions subsequently made to the
basic MIDI specification. Its original intended
use was to provide an open-ended means of
supporting manufacturer specific hardware
features found on particular makes of synth-esisers. drum machines. and other MIDI de-
vices. These included the uploading and
downloading of single voices or banks of
voices between a storage device and synth-
esiser. and remote editing of voice parameters
to produce new patches. However, there arenow two subclasses of System Exclusive -
those used for manufacturer specific opera-
tions, and the so-called "Universal" operations
through which major MIDI extensions have
been implemented.Different manufacturers use their own prop-
58 P a g e  6's New Atari User

rietary methods of handling things like du
ing voice patches and voice patch editing. to
fit in with their own internal hardware design.
MIDI doesn't speci
f
y o r  
r e s t r i c t  
t h e  
h a r d
w a r e

design or architecture of the devices using it.
so this doesn't transgress any MIDI stan-dards. It does mean that manufacturers can
take advantage of any new developments in
sound generation technology in new models,
so this too in its way can be thought of as
futurepmofing from the hardware aspect- A
brand new synthesiser model using a com-
pletely unique. innovative method of generat-
ing its sounds will still work with the basic
MIDI functions - but specific support software
then has to be written using System Exclu-
sive to achieve the type of voice patch library
and editing functions mentioned above. Let's
take a quick look at how this works, using a
voice dump message for an E-mu Proteus
synthesiser as an example.

SYSTEM EXCLUSIVE
System Exclusive messages form part of the

MIDI message stream like any other message,
so the first requirement is that they should
identify themselves. This is achieved by a spe-
cial System Exclusive status byte having the
hexadecimal value FO. which effectively warns
the system that what follows may be specific
to a particular manufacturer's device. Follow-
ing this the message needs to indicate themanufacturer and model of device involved in
the operation. A specific hexadecimal code
value has been allocated to each registered
manufacturer, for example 41 for Roland. 43for Yamaha. and 18 for E-mu. Device model is
also coded. and the Proteus may be identified
by the value 04. for example. There may be
more than one Proteus synthesiser in your
system, and this is handled by allocating a
single byte serial number to each one. Then
by including the appropriate serial number in
the message the operation can be aimed at
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Beyond this header the content may vary

depending on the requirements of the opera-tion. In our example the next byte would be a
code indicating that the data following repre-
sents Proteus preset voice data, and after this
would be sets of data fields carrying the pre-
set voice number and parameter values defin
ing it as required by the Proteus sound gener-ation architecture. Finally. a marker is
needed to indicate that the end of System
Exclusive data has been reached, achieved via
a status byte with the value hexadecimal F7.
There's one more thing usually included in
System Exclusive messages carrying lots ofdata - and that's a simple form of error detec-
tion. MIDI cables aren't the most reliable
means of transferring data from one device to
another, so some means of detecting trans-
mission errors is needed. This is usually
achieved via a simple checksum technique.
for example summing the value of all data
bytes. dividing the result by 128. and usingthe remainder as the checksum value. The
sending device appends this value to the end
of the data and the receiving device recalcu-lates the checksum from the data it receives
and compares it with the appended value. Ifthe two agree, then the data transfer is
deemed to be correct and the receiving device
sends a positive acknowledgment (ACK) mes-sage to the sender. If not, an error has occur-
red and the receiver sends a negative acknow-
ledgment (NAK) to the sender and transmis-
sion then has to be repeated until an equal
cheeksum comparison is obtained.

UNIVERSAL OPERATIONS
The other subclass of Systems Exclusive

messages cover Universal operations, and
these are further subdivided into three types,known as Non-Commercial, Non-Realtime.
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Have some fun with your ST creating lots
of hilarious 'mugshots' to entertain your
family and friends

* Extremely easy to use
* Full documentation
* Several Print options
* Great for the kids!
* Colour or Mono

Treat the kids for Christmas to a fun prog-
ram that will keep them quiet for hours.
Now available from PAGE 6 at the

LOW, LOW price of just f.3.95DON'T MISS OUT!
and Realtime. The first named is used typical-
ly in educational applications so won't be dis-
cussed further here, but we'll see examples of
the other two shortly. In fact, I've alreadymentioned two Universal Non-Realtime mes-
sages - the ACK and NAK messages cited
above. They apply to data transfers between
any two devices, no matter who manufac-tured them. and hence are "universal
- i nscope.
When samplers arrived on the music making
scene a few years back they brought a new
problem with them. The raw material for
sound generation wasn't just a bunch of pa-

Page 6's New Atari User 5 7
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rarneters required by a particular synthesis-
er's architecture, but also included -
d i g i t a lrecordings" of the sounds themselves. And
guess what? Different manufacturers use dif-
ferent formats to internally store all this sam-
ple data. so transferring (a.k.a. dumping)
sounds from Sampler X into Sampler Y (of a
different make) doesn't usually work, It's pos-
sible to record Sampler X's sounds onto audio
tape and then resample them into Sampler Y.
but there's an unacceptable loss in sound
quality using this method. The answer is to
use a 'Sample Dump Standard' (SDS) to
allow direct transfer of samples in a commonformat from one device to another via MIDI.
and this has been added to MIDI as a Univer-
sal Non-Realtime System Exclusive based
function.
A typical dialogue between two MIDI devicesinvolved in an SDS transfer begins with an

SDS dump request from the dump receiver to
the dump sender. The dump sender responds
with a dump header containing the basic phy-
sical details about the dump. such as number
orbits in each sample. sample rate, sample
length. loop points, and similar - enough toenable the receiver to reconstitute the sample
in its own internal format. This is followed by
a series of "data packets", each carrying 120
bytes of sample data plus appended check-sum for error checking. The usual ACK/NAK
interchange takes place following the trans-
mission of each packet as required to achieve
a successful sample transfer from one deviceto the other.
All of these arc Universal Non-Realtime Sys-
tem Exclusive messages. as the data is in a
standard format by the time it's transmitted.
But there's a slight snag. How does the data
get into that format? The answer is that eachmanufacturer has to include appropriate code
to support SDS within the operating systemof the device. Because of the compromises
made in its implementation not all manufac-
turers have given their support to SDS. which
means it isn't the panacea everyone was hop-
ing for. But. it does work between devices that
support it. and has proved very useful to
58 P a g e  6's New Atari User

sampler users needing this type of function.

MIDI TIME CODE
As mentioned in the last issue professional
music, film, and video studios tend to use
SMFTE timecode for synchronising together
various pieces of audio. film, and video re-
cording equipment. When MIDI gained wide
acceptance these studios needed to integrate
It into their existing working methods so it tooneeded to embrace SMiTIE timecode, but
MIDI wasn't designed with this in mind. The
original solution was to build special synchro-
nising equipment which read externally gen-erated SMP1E code and converted it in-flight
to MIDI clock and Song Position Pointer mes-
sages. This was expensive, and also tedious touse as SMIYIE knows nothing about tempos.
so tempo maps of each MIDI song also had to
be built and input to the synchroniser for
setting and changing the songs tempos at the
appropriate points. Smooth tempo changesfor accelerandos or rallentandos were not
easy to achieve. Also. MIDI had no means of
directly handling the hours. minutes.
seconds. and frames time stamp format that
SMVIE uses, which made life very difficult for
those wanting to synchronise MIDI sound-
tracks with SMPTE encoded film or video
sequences. 'Me answer was another MIDI ex-tension known as MIDI Time Code (MTC) -
again achieved via System Exclusive.
Actually. mit isn't itself a timecode. It's
really just a mechanism by which SMPTEtimccode can be carried inside a MIDI system.
And once there, any software timestamping of
MIDI events (e.g. as in a sequencer) can bemade to work in terms of the same units and
hence permit synchronisation with externalSMPTE devices. M're has been added to MIDI
as a Universal Realtime System Exclusive
based function - plus a special message in the
System Common class. These allow timing/
positioning information in SMPTE format tobe sent round a MIDI system just like MIDI
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sive and easier to use than the old pre-MTC
synchronising kit. It also usually incorporatesthe facility for striping a tape track with
smpTE timeeode. so this hardware provides a
user with a self-contained SMPTE facility
when used with an MTC equipped sequencer
package and multi-track tape recorder. The
major sr MIDI software manufacturers suchas E-Magic (for Creator/Notator) and Stein-
berg (for Cubasel produce SMPTE interfaces
to complement their sequencers.

MTC SETUP
Another flavour of m
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specific MIDI events to given SMVIE frame
positions. This is similar in some ways to the
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in that you compile a "cue list" defining events
you want to happen at specific times. The
soundtracher program is normally used to fire
off musical samples or sound effects to per-
form a piece of music, but its MTC cousin has
a much wider scope. Not only can it trigger a
sampler, but it can also perform such tasks
as remotely controlling the operation of a
multi-track tape recorder or CD player viaMIDI messages, Of course, these devices need
a suitable control interface to enable this to
happen, but many items of studio equipmentnow have these fitted as standard or as anoption.
Communication between the devices invol-
ved is handled by the MTC Setup facility,
Implemented via Universal Non-Realtime Sys-
tem Exclusive messages. Event timing is
available to an accuracy of one hundredth of
a frame and data sent can include strings of
MIDI data for whatever purpose you require.
This whole area is probably overkill for

•

COMERCIAL ST SOFTWAREGEOGPANY TUTOR

Help your children with their knowledge of the
world or expand your own universe

GEOGRAPHY TUTOR presents maps
and statistical databases of all of the countries
of the world

* Colour or Mono
* Fully accurate maps
* Check population size
* Discover each country's size
* Hear National Anthems
* Quiz options - identify countries,

capitals and more
* Compare countries to find which

are Muslim or highly populated etc.
* Many more options
This excellent educational

program is now available from
PAGE 6 at the LOW, LOW price of
just .C3.95 - order your copy NOW!

amateur use, but is very important in the
professional world. Also. It does mean that
the amateur can start out using a subset of
the techniques the professionals use then ex-
pand into the higher realms of MIDI as his
talents, aspirations, and requirements grow.
And that's no bad thing for the budding
recording stars of tomorrow. •
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COIN-OPCLASSICS
If you want to play clas-

sic coin-op games on yourST then check out the
many titles available as
public domain or share-
ware. The Page 6 ST Lib-
rary features many im-
pressive coin-op clones. In
this issue's PD Roundup I
will examine some of the
best titles available. So
let's boot up your ST and
travel back to the early
1980s when games oozed
playability and lOp's
were lOp'st

byStuart
Murray

60
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shoot-em-up! In it
you had to protect

humanoids by destroying
wave upon wave of alien
crafts with your spaceship'Defender'.
For Defender freaks there is

OFFENDER (1MB) - an
almost exact clone of the
arcade coin-op. The vector
landscape. scanner, laserbeams, smart bombs. huma-
noids, landers, pods. etc. are
all there, along with digitized
sound effects. The garnep lay
Is a touch sluggish but cer-
tainly fast enough to keep
you blasting.CYBERNETLX is a fast,
smooth and glossy version of
Defender. The gameplay suf-
fers slightly in that it doesn'tfeature the element of de-
fending humanoids. The ob-
jecdve is simply to blast ordie! However, there is the
advantage of multiple power-
ups.
Cybernetix boasts digitized

sound and speech. colourful
graphics (the spinning 31)
asteroids are particularly im-
pressive). lots of differentaliens and killer game play!
Impressive, frenetic and chal-
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lenging. this one will stay In
your drive for ages!

ASTEROIDS
Asteroids holds great affec-tion for me. I must have
spent a fortune in ten pence
pieces playing the original
coin-op. The concept like all
great games. was simple.
Destroy the circling asteroids
with your ship before they
crash into you. The coin-op
Featured simple vector
graphics with little mom than
a few -
b l e
e p s
"  
a
n
d  
" b
a
n
g s
"  
f
o
r

sound effects. However. It
was addictive in the extreme!
ASTEROIDS is written

by those protectors of the
classic coin-op. Sinister De-
velopments. This clone
brought the memories flood-
ing back. It is based heavily
on the original. The jag'.
vector graphics and sparsesound effects create the "leer
°fan old arcade machine.
The gameplay is fun and
addictive, although perhaps a
little too fast early on. Even
the enemy spaceships look
like the originals!

PAC MAN
No need to describe this old

friend! Pacman took the
world by storm back in 1982
and is still a great game
today.PACMAN ST was fea-
tured the last time PD
Roundup reviewed games
(Oct/Nov 1993). It Is theclosest version to the coin-op
and is an essential addition
to your software collection!

For something a little diffe-rent check out RACMAN
(1MB). This is an amazingPacman clone with 100
levels, digitized sound and
surprises by the barrow load!
There are six ghosts plus
cameo appearances by othercreatures, The levels are
creatively designed with each
having a personality of itsown. e.g. the level entitled
Doctor Who' features Daleks
and "Exterminate!" samples.
Other highlights include puz-
zle boards secret warps anda rather novel *Kill to Eaten'
ratio for each ghost. The
gameplay is smooth and re-
sponsive. The constant
changes keep the game fresh.Haernan Ills Pacman withPersonality.

MRS MUNCHIE ( MB) is
a very good clone of Ms Pac-
man. It has all the original
playability plus many extra
features, including digitizedsound effects, 20 different
maze styles. 200 levels and a
Top 10 highscore chart.
There are many game charac-ters. As well as Mrs Munchie
there are six ghosts, The
Munchiernator. Happy Bee.
Lightning Bolt. Maze Bug
plus lots of pick-ups (includ-
ing the very useful Zap!

smartbomb). Joystick re-
sponse is a little slow butnot so as to affect the
addictive game play. For
young children there is a
handy Kids Mode featur-
ing slower gameplay.
dumber ghosts and fewer
bad guys to worry about.
Mrs Munchie is yet

another example of a classic
coin-op title which is still as
enjoyable today as it has al-
ways been!

SPACE
INVADERS

As the main instigator of the
coin-op revolution. Space In-
vaders is probably the best
known coin-op of them all. It
is well represented on the ST.Two of the latest versions are
Space Invaders and ST Re-view Invaders
Budgie UK's SPACE IN-VADERS is the closest to

the original. It features two
modes of play. Classic Mode
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Is presented as the original
coin-op and Modem Mode fe-
atures sharper graphics. Iliked the Classic Mode a lot -
It plays just like the coin-op
(except the missiles travel
faster) and features almost
identical presentation. in-
cluding the invader designs.
spaceships. bases. etc. It's
like being back within the
rows of Space Invader
machines again!ST REVIEW INVAD-
ERS is a colourful version.
Animated aliens and a wavy
ground level create a "boun-
cy" feel to the game. There
are also some digitized sound
effects. Very playable.

GALAXIAN
Sinister Developments have

also produced GALAXIA/V,
a clone of the original coin-op
In which you had to fight offwaves of invaders which
swooped at you in formation.
Galaxian was always a tough
game to play - much more so
than Space Invaders. You
had to carefully manoeuvre
your ship to avoid the swoop-
ing aliens. Also, you could
only fire one missile at a
Ume. This made pinpoint
accuracy a necessity.
Sinister's version is as toughas ever. It has all the ele-
ments of the coin-op (even
the original title design is dis-
played at the main menu). Besure to remove the bottom
border of the screen (use the
Options menu) as this gives
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you the full play area.For another version of Gala-
)(tan check out irivsEc-
TROID. This is a manic ver-
sion! The style is different
you must shoot waves of
swarming insects. There are
many different types of insect
(both big and small!) and
sampled sound effects are
used to good effect. Furious
•action!

ROBOTRON
Robotron was a fast-action

arcade game in which youhad to defend the human
race against the Robotn)n
armies. This involved racing
about the screen rescuing
humans and blasting thewaves of Grunts. Hulks. Elec
Erodes. Progs and Spheroids.
The game play was a killer!In 1991. Jeff Minter decided
to create the definitive ver-
sion of Robotron. 'Flie result
was LIAMATRON, which
he described as, —
90s 
u l t r a -
violence in its very essence!".
Llamatron is packed with
sampled sound effects. There
are screams, explosions and
animal sounds galore! The
game play is pure Jeff Minter!
You control a -
t o t a l l y  
h a r d
laser-spitting llama". The hu-
mans have been replaced
with sheep. llamas. camels
and goats! The enemies arenow Coca Cola cans, house-
plants. hamburgers, etc.
Even some original Space In-
vaders make an appearance!
Add to this lots of power-ups
62

and you have a real cracker
of a game!
The ultimate objective of
Llarnatron is to destroy theOzric Tentacle of level 99 and
get to Herd Heaven on level
100. Along the way you'll ex-
perience software program-
ming at its best. Llarnatron is
Robotron gone crazy!

CENTIPEDE
Sinister Developments have

also authored a version of
that 'king of the trackball'
coin-op, Centipede. Back in
1982, the lOp's were flowing
and the trackballs smoking
whenever Centipede was in
the arcade. Centipede was
basically Space Invaders in

ROUND-UP RATINGS:
OFFENDER (imB) (ST662)
CYBERNETDC (ST885)
ASTEROIDS (from ST745)
PACMAN ST (ST515)
HAGMAN H (IMB) (ST540)
MRS MUNCHIE (1 MB) (from ST804)
SPACE INVADERS (from Budgie 24)
ST REVIEW INVADERS (from ST888)
GAIAXIAN (from ST888)
INSECTROID (ST860)
LLAMATRON (ST500)
CENTIPEDE (from ST888)

the garden. Instead of killingaliens, you had to kill cen-
tipedes. scorpions, spiders, 1etc. It was faster than most
shoot-cm-ups of the time
very addictive to play!Sinister's CENTIPEDE
( I MB) is a very professional
piece of programming. It cap-tures the whole feel of the
arcade coin-op. The action is
smooth and the presentation
polished. Great stuff!

AND THERE'S
MORE.

and

Check the Page 6 ST Libfor details of more classic
coin-ops. You can never have
too much of a good thing!

83%
84%
87%
8,8%
8,8%
79%
82%
74%
8,2%
75%
96%
80%

All disks are available from the PAGE 6 ST Library
- check the latest catalogue or updates or phone

0785 213928 for further information
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800XL SYSTEM: 800XL. 1050
Disk Drive, loads and loads of
games, cartridges, magazinesand books, All good working
order. C75 Tel. 0506 433760
8-BIT SOFTWARE: A collec-
bon of around 240 disks, cas•
settes and ROMs (all genuine
originals). Please write for ex-tensive list to Paul, 17, Spring
Road, Clifton, Shetford, Bed.
tordshire SG17 5RE
MICROPROSE ST GAMES: F-
19 Stealth Fighter and Formula
One Grand Prix, both originals
in 'as new' condition. Best offer
will be accepted. Write to Paul,
17, Spring Road, Clifton. Shef-ford, Bedfordshire SG17 SRE

WANTED
ADVENTURES: For the ST or
MAE, any of the following -
Spellbreaker, Beyond Zork,
Plundered Hearts, Wishbringer,Moonmist. Leather Goddesses,
Mid Forever Voyage, Planetfall
or Suspended. I can offer
some great ST and XL/XE ti-
tles in return. M. Stinson, 7
Arleston Lane, Wellington, Tel-ford TF1 2LT. Tel. 0952
641360

WANTED
MAGAZINES: Is there someone in
the UK who is willing to help me to
complete my collection of PAGE 6
magazines? I only need issues 1 to
9 inclusive Good price and postagepaid. Could also swap for other
magazines (ANTIC, Atan User or
other issues of PAGE 6), hardware
(e.g. The Alien Voice Box), or ori-ginal software too ROM, disk or
cassette). Please just let me knowwhat you wish and make an offer
to: John van dot Spool, Groenes-
tem 1, 3334 CG Zwrdrecht. TheNetherlands

FREE TO SUBSCRIBERS
The CONTACT column Is free of charge to subscribers who
wish to sell their equipment or contact other readers. Spaceis limited so we request that entries be kept as short as
possible. Extremely long entries may be heavily edited or
Ignored. Send your CONTACT notice on a separate sheet of
paper Inot as part of a letter) to:CONTACT, PAGE 6 PUBLISHING, STAFFORD, S116 IDR

FOR SALE WANTED PEN PALS ADVICE HELP

PROGRAM LISTINGS
As most program listings would take up several pages of NEW ATARI
USER we no longer publish those listings within the magazine. The
programs are available ready to run on the Issue Disk which isavailable for each issue, details of which are found on the DISK BONUS
page. If you prefer to type the programs in yourself, every listing,complete with TYPO codes. is available to subscribers free of charge.
Either drop us a line or telephone and ask for the listings you requirequoting the Issue number and the title.
Write to usrnvos, NEW ATARI USER, P.O. BOX 54,
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