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Thanks
Les Ellinghant puts it all together and fillsup the gaps but the real thanks goes to thefollowing who made this issue possible
Sandy Effingham who takes care of all theoffice work, advertising and mail order
For their regular contributionsJohn S Davison A l l a n  J. PalmerPaul Rixon S t u a r t  MurrayAnn °Driscoll
For their contributions this issue

Andy GuillaumeMiguel LetemplierC AyresFrank WaitersJames MathrickJohn Foskett

Robert de LetterDaniel l'ellandGraeme FenwickKevin Cooke
Joel Goodwin

APOLOGIES
I am still extremely poor in acknowledgingcontributions so I apologise to everyonewho has sent in stuff arid thought it hasgone through the wormhole. The intentionto reply to everyone Is there but the timeseems to drift by. If you have not heard.thank you and keep watching the mag. youmight be surprised.

HOW IT'S DONE
PAGE 6 shows just what you can do with your Atari.NEW ATARI USER has always been created entirely withAtari equipment. initially on the XL but more lately witha Mega ST and other stuff, who needs PC's or Macsi
Hardware includes a Mega ST2 (upgraded to 4Mb),SM125 Monitor. Supra 30Mb Hard Disk. a HP Laserjet
III. Citizen I24D printer, Philips cmss:13 monitor,130XE. a couple of 1050 disk drives. 850 interface. NEC8023 printer. Principal software used is Pretext andFleet Street Publisher 3,0 Other software includes Ker-mit. TarlTalk, Turbo Basic and various custom written
programs on the XL/XE. Articles submitted on XL/XEdisks are transferred across to the ST via TARITALK.
Programs are coded on the XE and printed out directly
for pasting in after the typesetting is completed. Allmajor editing Is done with Pretext and pages are laid outWith Fleet Street Publisher, Each page is output directlyfrom Fleet Street to a HP Laserjet III which produces
finished pages exactly as an
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to drop in the listings and photos.
Well. it's not quite as easy as that but you get the idea!

Inspiration
After a long bleak period some new music at last but not
what you might expect On holiday in Dorset last m
o n
th
we discovered a shop that sold gemstones and ovinerais
and Native Americwijewellery. They also had several
quite obscure CD's of music that embraced the Native
American CIALUT an a similar vein to Sacred Spirit) and a
listen to a couple meant that the holiday spending money
had to be sacrificed  Thefirst is called The Music of the
Grand Canyon by Nicholas Gunn and is inspired by a
long visit to the Grand Canyon. Many people would call if
'New Age' but It is much more that Just 'Maranon music'.
Infra. totallii excellent The other is Dream Song by The
Lillie Wolf Band, based much more On spiritual chants
but quite modem_ One of the singers appears to be Rita
Coolidge's daughter tor sister?) and Robbie Robertson is
credited- Another excellent one with one track that goes
straight into my all tirne jiwourile top ten_ What tow to
discover some new music and actually be able to buy

CONTRIBUTIONS
Without contributions from its readers, NEW
ATARI USER would not be possible. PAGE 6welcomes and encourages its readers to sub-
mit, articles, programs and reviews for publi-
cation- Programs must be submitted on diskor cassette, articles should wherever possible
be submitted as text files on disk. We seek toencourage your participation and do not
have strict ru les for submissions. If some-
thing interests you, write a program or arti-cle and submit it!

COPYRIGHT
All original articles, programs and other material inNEW ATARI USER remain the copyright of the au-thor as credited. All unc-redited material is copyrightPAGE 6, Permission must be sought by anyonewishing 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.
ATARI (TM) is s registered tradwnwit of ATARI CORP. Allreleretices should Ii. so noted. NEW ATARI USER. ol
independent poldication and hes no connection with Alen or
with any other company or publisher.
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- there are burning issues to raise or obvious matters to talk about. Other
times I have to think hard about what to say. This is one of those times!

Over the past couple of months things have ticked over quite satisfactorily. Renewals
have come in. there have been a few contributions and the regular correspondence
but no nasty surprises! One thing that could be better is the orders we have had for
the PD Library, but then we have had very little new stuff and it is all becoming
extremely hard to find. If anyone has any public domain material we haven't used
before, please send it in as the PD library continues to be a major support for the
magazine.
Contributions come in from regular supporters like John Foskett James Mathrick,
Andy Guillaume and others to whom I apologise for omitting (haven't heard from Arm
for some time!) but* of course, we still need more. If you have any interesting
programs or ideas for articles, please have a go at writing them up. We can't
guarantee that it will be used but there is a pretty good chance that anything sent in
will find its way into the magazine. What we could really do with is more software
reviews since with so little new software being released it is becoming very difficult to
find anything to review. If you have some software that is still available (for example
from Micro Discount) and we haven't reviewed it. please write a review so that other
owners can find some new software. If you have bought something recently from an
obscure source, you could review that and let us know where you got it from.
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Internet and the World Wide Web is something that I have mixed feelings
about but I keep finding out about specialist pages (like Arthur C Clarke and

The Incredible String Band!) that I would just love to access and, for a while. I get a
strong desire to join in. The trouble is. the Internet is a bit like a credit card - loads of
goodies that don't cost anything, until you get the bill at the end of the month! Over
the years I have become extremely wary of anything that doesn't have the price up
front. I have had some nasty shocks from time to time! In truth I would love to dabble
with the Internet but then again I would love to go to Disneyworld but I can't afford
either. For the time being the Internet is like the Holiday program - loads of wonderful
locations that only other people can afford. If you are able to join in. I wish you luck
and lots of enjoyment with your surfing time.
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Les Effingham
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Mailbag
THE
SAGA
CONTINUES

Allan was on holiday in
August and so was I so
the necessary transfer
of paper from here to
there didn't happen
again. So it's me once
again putting it together
but it's you who supply
all the Interesting let-
ters so skip this bit and
read the column, really
to be spurred into put-
ting your own pen to
paper or fingers to
keyboard for next time.

6

Les Ellingham

DISAPPOINTMENT
AT AMS
Our first letter comes from De-
borah Clarke who lives in
Bourne in Lincolnshire and
she opens with a matter close
to home: "This is the first
time of writing to you for me
although I have been a reader
of your magazine for the last
five years. There are two sub-
jects that I want to writeabout
Firstly disappointment at

the lack of support for theLincolnshire AMS. After sev-
eral years of driving over toStafford for the show. some
distance for us. we were
rather pleased at the chance
of a more local show, howev-
er we were extremely dis-
appointed to find only twoAtari 8-bit stands. It didn't
take us long to look at every-
thing on display so it was
quite a short visit. Why didothers think it not worth the
effort of attending? Surely the
publicity from any show is
helpful?
On a more positive note I
have recently started to usethe Internet and have man-
aged to find some really use-ful stuff out there. We have
been trying to beat Ultima III
for about the last two years
but had come to a stop due
to lack of ideas. I was very
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surprised to find loads of in-formation on all the Ultimas
on the Internet, primarily
from the USA. I printed off
quite a few articles including
a 'Walkway through Ultima
III' and several hints pages.We've tried them out and
made huge progress not
cheating too much thought I
intend to keep looking for
more good old 8-bit stuff and
was pleased to find that there
Is still support out therer

Its a shame that you were
disappointed with the Spring
AMS, Deborah, but at least
you got to see a couple of
Atari supporters. I didn't
think that there would be any
there. The problem is that Lin-
colnshire is perceived by
many to be a bit 'out in the
sticks' and maraj of us won-
dered what sort of attendancethere would be at the event.
With extra petrol costs and
added journey time and no
indication of the likely attend-
ance many of us thought itnot worthwhile. Whilst the
Bingley Hall is hardly the
easiest place to get to. espe-
cially y
- 
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Stafford itself is quite central
and easily accessible from all
parts of the country and sothe attendance seems to be
quite high from both the pub-lic and exhibitors.
As regards the Internet, this
really seems to be taking off
with 8-bit folk, so I hope that

anyone who finds interesting
material regarding the Atari
will report It to us so that we
can share the Informationwith other readers.

A MIXED BAG
Joel Goodwin Is a regular con-
tributor and correspondentand here comments on sever-
al things from recent issues:
In response to James Mar-
tin's question about Sega
Joy-pads (Mailbag. issue 77) I
can confirm the jo)pads are
fully compatible with the
Atari 8-bit computers. The
button 'B' acts as the trigger.I have not been able to read
the 'A' or 'START
- 
b u t t o n
s  
b u t

the 'C' button has a peculiar
effect on the paddle values (I
do not recall what it Is pre-
cisely).
I would like to point out that

my program Matchbox (disk
bonus, issue 76) was origin-
ally intended to be played inBasic. The bonus side of the
Issue disk automaticallyloads Turbo Basic so the
gameplay and sound effects
are too fast. This may seem
like a minor point but the
game was intended to have a'sedate' feel and the faster
speed works against it.In John Foskett's article
Character Set Copier and Re-
definer (issue 77), a fast

method for redefining the
character set is presented.The method is limited to a
maximum of 32 characters. If
anyone is interested in rede-
fining more than 32 charac-ters at a time then I would
recommend they load the
character set from cassette or
disk. This is more efficient in
the sense that the character
set is not in memory twice at
any one time (e.g. such as in
strings or DATA statements
and the character set mem-
ory) and is quicker than
reading from DATA state-ments. The drawback Is that
you will need slightly diffe-rent versions for cassette and
disk.
Lastly. just to clear up any

inadvertent confusion I may
have caused, contrary toAvram Dumitrescu's article
Please Release Mc (issue 77),
Adam Billyard did not inform
me that he has games which
are as yet unreleased."
t I apotogise for presenting
Matchbox in aform that was
not originally intended but I
really did not notice any dif-
ference in play and as the
other program on the disk
needed ntrbo, it seemed sen-
sible to boot up the menu
using Turbo. I have just
looked at the program again
using both Turbo and normal
Basic and think that you
might be worrying unneces-
sarily, as the pauses you
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have put in make the program
perfectly playable. In fact I
prefer the slightly 'zippier' feel
of the Turbo version. 1 doubt
that anyone else would have
noticed but, nevertheless, the
program should have been
presented as intended If any-one wants to run Matchbox
from Basic, just use the menu
on side 1 of the disk to 'Go To
Basic', flip the disk and type
In RUN -
D , M
A T C
H B O
X . B
A S "
,

TECHNICAL STUFF
Our plea last issue for read-
ers to write in as soon as they
can certainly spurred MikeBalderstone into action. He
received his issue 77 at lun-
chtime and dashed this letter
off the very same day! Mike's
main topic addresses the
technical side of things: "Yes.
Brad Rogers, I'm sure that
there is enough interest in in-
terfacing PC hard disks, and
3.5" floppy drives, with800XL's and 130XE's to be
worth publishing all available
details, and prices if known.There must be hundreds of
PC hard disks of less than
100MB and 720k 3.5" drives
(not to mention 5,25" drives)
which are on the second-
hand market because PC
owners have updated their
systems.We also need to know exact-

7



ly which types of each sort of
drive to look for at the many
computer/ham radio fairs
about the country. and how
to identify them. If what Brad
appears to be saying (i.e. thatthese interface devices can
handle more than one drive
at a time) then it could really
be the answer to our prayers.
Imagine your 800XL hooked
up to a 50Mb hard disk. a720K 3,5" and a 5 25" drive
all at oncel What about CD
ROM and WORM drivesfil
Seriously. I for one wouldlike to see more technical de-
tails of some of these possibi-
lities, for I suspect that whilemost of us cannot sort out
the complexities of disk
drives, there must be many
of us who. like myself, workIn electronics or allied trades
and are perfectly competent
to make up cables, assemble
printed circuit boards from
kits or parts or even PCB
plus parts list, and fit disk
drives and power units into a
perfectly proper and safe
housing. Of course. I realise
that a magazine such as P6
(sorry, NAU) must carry dire
warnings about such activi-
ties, and nobody who is not
fully competent should mess
about with mains voltages;
nevertheless, there is a lot of
pleasure and satisfaction the
be had from this aspect of
our hobby,
Many of the articles and let-

8

ters in recent issues have led
me to wonder if the popularly
perceived gulf between and
Atari 8-bit system and theearlier versions of the PC is
as great as we have come to
believe. For example, Justhow close is an Atari DOS 2.0
single sided single density
disk to an MS-DOS single
sided single density disk, and
are they cross-readable? We
only need a real PC interface
expert to answer a few ques-tions of this nature, and to
supply interface circuit basicdetails. and I am sure that
firms like Micro Discount will
be pleased to supply finishedInterfaces or even kits for
those unable or unwilling toconstruct their own. Whatev-
er happened to Len Golding?
I acquired around Christ-

mas a second-hand IBM PS/
2 55SX (386). which has onlya 30MB hard disk and a 4MB
extended RAM, which I'm
told isn't even enough for
Windows 3.1; but then I'm
not sure that I even want to
spend the money to try (for
certain. in vain!) to keep up
with the PC world. My main
interest in computers, and
what first got me hooked, is
the challenge of program-
ming; and apart from the
convenience of word proces-
sing. spreadsheets, and simi-
lar useful applications, this
remains my main interest
I would like to be able to
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work at 8-bit tasks on the
PC. if only to use those oddmoments and breaks at
work, as now with this letter,
but it needs the ability totransfer at least unformatted
text files between Atari and
PC, and between 5.25" and
3.5" disks, particularly if Les
is to use them for the mag.
Before 1 lash out real moneyon PCXformer etc. 1 want to
find out precisely whether itwill do this, and if it will allow
my grandsons to play all
those games off the P6 issue
disks, before starting them
on programming or whatever
takes their fancy.It looks as if in the PC world
at least. BASIC in its newer
forms such as QBASIC and
Visual Basic is becoming an
important language for prog-
ramming (or "customising")
within applications, so all the
hours spent struggling with
any version should be to
some advantage, in spite of
those who have in the pastdecried it. I have found it re-
latively easy to translate and
move relatively complex prog-
rams of the "Input data:Cal-
culate results: Print output"
type between Atari 8-bit.BBC-B and PC standards:
the only tedious part being
the Inability to transfer files
rather than retype them.
So far I have totally failed to
find any sort of PC magazine
which caters for my sort of

interests as outlined above,
unless any reader can help?
Perhaps Les might start a PC
section with an emphasis on
programming to make the
most of popular applications.like PCXformerr

Thanks, Mike, for some
Interesting comments which
might spur some debate fromother readers I have never
really seen the need for artyinteraction between the 8-bit
and the PC. having never had
access to a PC. but I am be-
ginning to be convinced that
there could be quite a wide
interest in such rnatters, espe-
cially as many people nowseem to have access to a PC
at work. If arudone wants to
start up a column on 'PC mat-
ters' please let me know. One
small point that many readers
might like to know is that I
can accept articles and letters
on 3.5" disk formatted with
MS-DOS provided that the
disks are formatted in 720k
density (is this single density
on the PC?) and not in high
density. Anything submitted
on 5.25" disk is transferred
over to the ST anyway andsubmissions on 3.5
- d i s k ssave a little time. Keep it to
text only though. as I can't
transfer programs back to the

TO PD
OR NOT TO PD?

Not a great deal of response
to the idea of making commer-
cial software available in the
public domain but ow
-
fi rst l e t -
ter comes from Kevin Cooke
who has the following to say:
"In response to Brad Rogers
and Les's debate over makingcommercial software into PD
- there are so many problemswhich would first need to be
discussed at great length.
Firstly comes the legal argu-
ment. Although the programs
may not be currently avail-able, the fact remains that it
is still someone's copyrighted
software. If people want it
enough to copy it. then sure-
ly there IS a market albeit
tiny compared to today's PCmarkets.
We then have the questionof which software can be

copied and which is "out ofbounds". Who would decide
this? who says that the soft-
ware Is definitely not beingsold somewhere and that
copying it will not deprive
someone of the profit that
they deserve for supporting
the 8-bit? For example Derek
Fern. Richard Gore. Page 6
etc. have all, at some time or
another, found stocks of "un-
available software". Then we
have the question of who
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would distribute this soft-
ware. A business supportingthe 8-bit could not do so in
case of any legal action andso the task would be left to
normal users. But, let's face
It. if a game has been un-
available and people wanted
It, many users would have
already copied it anyway- Pi-
rates do not require an "offi-
cial approval" to copy things -
if they want the software they
copy it anyway.
Another problem is that. If
people can get "free" older
software (much of which is
still very good). how long be-
fore they stop buying new
software? And if people can
copy older software, how long
before they start to copy new
software as well? Don't get
me wrong. I'm not necessarily
against the idea of copyingolder software but I can seen
some big problems with theidea,"
T Some interesting thoughts

from Kevin here but I feel that
making older software freely
available will help to support
those currently selling soft-
ware rather than harming
them. Why? Well, 10 years
ago several hundred pieces of
software a year were beingreleased and there was
enough variety to satisfy any
owner, there was always
something you hadn't tried If
you fancied a new piece of
software and very few people
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software cwailable. Nowa-
days with only a handful of
new programs a year it is per-
fectly possible to own every-
thing currentiy available and
still want more. When you get
to the stage that there is no-
thing more you can buy, you
start to get bored and
perhaps move onto other
things, like a PC? Every time
someone moves away fromthe Atari there is one less cus-
tomer for whatever new soft-
ware might come along next
year. If hundreds of 'obsolete'
programs were to becomeavailable on the PD scene
then this might encourage
people to stick with the 8-bit
and therefore remain poten-
tial customers for future new
releases. Who loses?
How about another view,
this time from James Austin
who says: As to whethercommercial software should
become PD yes! PROVID-ING It is not available from
any other source. This
should exclude any new soft-ware and software still avail-
able from places such asMicro Discount and DOS.
This proposal could prove
useful in reviving sources of
long-lost software but shouldnot be allowed to become a
piracy free-for-all if it is intro-
duced. If it is. the losers
would be everybody in the
10

Atari scene. The last thing wewant to do is close down the
few remaining Atari re-tailers."
I You know, this is a subject
ideally suited for discussion
on the Interroet, maybe it
already is? Almost all of the
companies or individuals who
own the rights of 'obsolete'
Atari software could be con-
tacted by someone, some-
where, on the Internet and
could post written permission
for free use of their software
on a special page. Does any-
one know y
- t h i s  
h a p
p e n
s  
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n

any of the various Atari
forums, or how about some-
one raising the topic for dis-cussion?

MORE ON JOYPADS
Kevin Cooke also confirmed
that the Sega Joypad can be
used with the Atari. in much
the same way as Jae/ Good-win, but also recommended
the Cheetah Bollistick (which
we reviewed some time ago).
He has two and say they
have given great service.
James Austin also scuds that
the Sega joypads work but
says to be careful not to force
the joystick connector into the
ports as the connectors onlyhave small holes and do not
push fully into the ports.
James also says that. theore-
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tically, the little known Segamouse could also be used
with an Atari and wonders if
anyone has tried it.
Finally, Daniel Yelland form

Stafford says that he owns a
MegaDrive as well as his
Atari and he uses the MegaD-
rive joystick for both
machines. The 'IT button is
again the fire button.

TEXTPRO
James Austin from Sitting-bourne in Kent has some in-
formation that might be of use
to those of you who are fol-
lowing our TextPRO series:
"Regarding the TextPRO Mac-
ros series currently running
In the magazine I give here
updated information on themacro commands featured in
part 2 of the series in Issue
77. May I also inform youthat TextPRO is indeed PD.
Regarding the information in
Current Notes, the 'share-
waxe' aspect of the programIs that the author doesn't dis-
tribute the program except to
registered users. These usersare, however, allowed to dis-
tribute it freely to everyoneelse.
Version 5.0 of TextPRO has
several changes in its macrocommands from version
4.56XE macro system, which
Is currently being covered in

the magazine.
There is supposed to be a
change in the function of the
EESCI<ICONIROLLIMI>
macro key but the docume-ntation on version 5 doesn't
say exactly what it is! The
other major change is with
the IESC)<ICONTROLUPI>
macro key. This macro key inversion 4.56XE and earlier
versions was used only priorto CONTROL Y load com-
mand. In version 5.0 this key
Is used to perform selective
branching of a macro when
certain logical conditions aremet.
When used prior to the loadcommand it behaves as it did

In earlier versions. branching
Immediately to thc pre-selec-
ted macro key in the newly
load macro. When used prior
to the 'ASK YIN' command
IIESCI<ICONTROLI JAl>) it
will branch to the pre-selec-
ted key if the answer is nega-
tive. If there is no pre-selec-
ted key the macro will ter-
minate. When used prior to a
load (CONTROLL) commandthe macro will branch to the
pre-selected key if there is an

WRITE TO US!
Air you views on all things Atari or help
your fellow users with their queries. Say
something controversial, or helpful. butabove all say it in writing to the Atariworld. The address is alongsirk- Do itnowl

Incomplete load. In other
words if the message "Links
Active" comes up on the com-
mand line after loading.
When used prior to a delete
(CONTROL_D) or find (CON-
TROL_") operation the macro
will branch to the pre-selec-
ted key if the string is NotFound".
I am just sending this info

in to try to complete the pic-
ture regarding the macro sys-tem in later TextPRO versions
and also to help anyone who
Is finding that version 5.0 is
not behaving exactly as It
should do after trying the
samples In the articles.
Has anyone got Information

on version 5.2, or Indeed a
copy of ter

And yet again we reach the
end of another Mailbag.
Please keep your letters com-
ing In response to this issue
and start raising some new
topics. Don't tel all the in-
teresting stuff get lost on the
Interne& there are still a lot of
us who don't have access.

MAILBAGNEW ATARI USERP.O. BOX 54STAFFORDST16 1TB
Page 6's New Atari User

BACKISSUES
Back issues of

NEW ATARI USER
are still available
from ISSUE 31
up to ISSUE 77

except for
the following

ISSUES 32 and 35 - SOLD OUTISSUEDISKS
All issue disks
from ISSUE 14
ONWARDS are
still available

DON'T FORGET!
ISSUE DISKS

1 to 13
now available!

Check the Accessory
shop order form forfurther details

and prices
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FL,
PROGRAMMING
THROWING AWOBBLER
More great
programming
tricks from
Andy Guillaume

0  h. No. Somebody's switched mymonitor stand for a plate of Jelly! It
must be those pesky Aliens again -

they've probably come from Comet liyakauke.
Time to call 'you know who". Wait a minute
(Alien Warileet False Alarm), it's only my
Wobbly screen demo!
This is a version of the Wavy-screen effect as

seen in many European demos. This one is
very simple, intended only to demonstrate the
method, but it looks quite nice all the same.
The effect here takes place on your normal
GRA/ editing screen, so you can type in. list
programs or even do a Disk directory while
the screen moves around (in a similar way to
my BOUNCE program from NAU #65).
Type in the main program and SAVE it as

"WOBBLER.BAS". If you RUN this now, you
will get an ERROR- 6 ?DATA AT LINE 160.
This is because you must provide some more
12 Page 6's New Atari User

DATA for the effect. Now do a NEW and type
In any (or all) of the effect routines. These give
different styles to the movement. Save each InLIST format Le. LIST "D:SINEWAVE.WOB"
and Re-load the main program. Next merge in
the required effect routine, e.g. ENTER
"D:SINEWAVE.WOB". and RUM

HOW IT WORKS
A New Display List (DL) is created by the

program (lines 90-130). This consists of two
112's for 16 blank lines at the top of the
display. Then a 112+128 which sets the firstDLI call on the next blank line. Next comes a
list of 24 (one for each GR.0 line) sets of three
bytes. The first byte sets GR.0, Load memory
scan, Horizontal scroll (i.e. 2+64+16=82), and
DL1 enable (+128). The next two specify the
address for the screen data per line. Afterthese the 65 means Wait for VBLANK and
then comes the address for the New DL, NDL.
The DLI is called on each line and sets the

scroll register from a set of data stored at
SCT. Each time the VBI runs (after each
screen frame has been displayed) the data at
SCT is moved down a byte so that the move-ment is transferred down the screen a line at
a time. The new value for the scroll register at
the top line of the display is taken from the
effect routine DATA statements (you can see
this in the Assembler listing).
The program itself is pretty self-explanatory.

EX 1 REM 1111018110111811011118111N181111l11881101 HT
VO 2 REM 1 WOBBLER W W
SO 3 REM 1 b y  Andy Guillotine I  RO
HB 4 REM 1   I UEY 5 REM 1 NEW ATARI USER - SEP 96 1
FC 6 REM 1401118141#01111414011110111811111111888111 Rz
AY 18 REM M L
SD 45 REM  Setup Pointers N WAG 58 NOL=45856:OL1=4861DIV81=11633
MX 68 CLIND-10688:TMR40681:RTME48602:CU AL

R48683:MAX40604:SCT40685DAT40678 2C
WA 65 REM  Poke in OLT and V81 code
XL 70 RESTORE 1018:FOR *DU TO DATAI:RE DH

AD 8:POKE N
I
B : N E X
T  N  
O
N

RI 75 REM  Setup OR Mode 8
F2 88 GRAPHICS Z8:SCN=OPEEK(138):POKE 731
1 u F•I
MN 85 REM  Make new Display List T R
LV 98 POKE NDL,112:POKE NOLV.1
1
112:POKE N

OL47.2
1
248:P
PMDLe
a 
D
P

YL 188 FOR NeA0 TO 23
GX 118 POKE P P
1
8 2 + 1 2 8 :
O P O K E  
P P 4 M
I
S C N - 7
.  
F
C

2:PP=P147.3:SCN=SCN+41

128 NEXT N
130 POKE PP
1
65 :DP
OKE 
P P 4 7
. 1
1
N O L

135 REM  Initialise Variables
148 POKE CLINE
9
7.8:POKE 
T M R , X 1
: P O K E  
R T
M

E
1
7
.
1
:
P
O
K
E  
C
U
R
,
%
0

158 POKE MAX,48155 REM  Poke in DATA table
168 RESTORE 2018:FOR Wag 10 DA
-
WEEK
(MAX)-%1:READ B:POKE N
1
B : N E Y T 
N

165 REM  Start WOBBLING!!
170 POKE 5 4 6
1
4 1 : P 0 1 E  
5 1 2
1
1 / 1 : P
O K E  
5

4286
1
192:
U0X
E 
5 6
0
1
N D
L

1000 REM  DL1 VEI Code
1818 DATA 7 2
1
1 3 8
1
7 2
1
1 7 4
1
8
1
6
1
1 8 9
)
5
1
6
1
1 4

1,18,212,141
1
4
1
212
1
2384
1
6
1
184
1
178

1828 DATA 1 8 4
$
8 4
1
7 2 0 3 8
1
7 2
1
1 6 9
$
8
1
1 4 1
$
8

,8,216,1
1
6
1
286
1
42
1
173
1
2
1
6
1
141
5
1

1138 DATA 6 0 6 2
1
2 2 0 8 9
1
5 , 6 0 5 7 , 6
1
6
1
2 8 2

0 6
1
2 4
7
1
1 7
4
5
3
1
6
1
1 9
9
1
11
2 0
5
1
1 4
1 ,
5

1148 DATA 6
5
2 3 8
1
3
1
6
1
1 7 3
1
3
1
6
1
2 8 5 0
1
6
1
2 8

8,5,10,0,141
1
3,6,114,178,
184

1858 DATA 76,226
9
192Underline INVERSE CHARACTERS [ CONTROL +CHARACTER • < =INVERSE CONTROL + CHARACTER

Because of the interference between the Key-
Click and the WSYNC timing. I've turned off
the Key-Click at line 80 (location 731). The
screen and DL is Setup as described above.
CLINE and CUR are reset at line 140. To alter
the speed of the effect, change RIME to the
required value, with a I meaning every VBI
(also line 140). The number of DATA bytes inthe effect routine is set with MAX at line 150.
Notice that the effect routines change line 150
to give the correct number of bytes.
The first screen location is subtracted by 2

fine 110) to give as normal a look as possible
to the screen. This is due to the scroll register
moving data ONTO the screen as it is in-creased from 0 to 8, so the offset shifts the
data (when at 0) into a visible area. Also the
value of the Left-Margin (location 82) is im-
portant. At default., 2, the screen looks OK.

Poke it with 0 and you will see the screen
move off into the offset 2 bytes mentionedabove, and these two move onto the end of the
previous line! Like I said, it only looks good
because this Left-Margin gap is what is scrol-
led onto the end of the previous line, leaving it
blank. The two lower case p's you can see
being scrolled onto the end of the last line of
the display are the data stored above the
screen display. These are locations 49152 and
49153 which you can't alter due to them
being in the OS-ROM! You could alter the DL
to look to any part of the memory though.
You can put 9's into the data bytes for the

effect but you will see the right-hand end
pixel of one line appear at the start of the
next Any number above 9 seems to somehow
alter the mode line displayed and usually re-
sults in a crash! I think this is something to

Page 6's New Atari User 1 3



XJ 158 POKE MAX
/
168

GA 2800 REM  WOBBLE
WJ 2810 DATA 4
1
5
/
6
/
7
/
7
1
8
1
7
1
7
/
6
1
5
/
4
1
2 , 1
1
8 ,

8
/
8
/
8
1
8
1
1
/
2
1
4

XF 2828 DATA 4
1
5
1
6
1
6
5
7
1
7
1
7
/
6
/
6
/
5
/
4
1
2
/
1
/
1
/

0
/
8
1
8
1
1
1
1
/
2
/
4

DN 2838 DATA 4
/
4
1
5
1
6
/
6
$
7 0
1
6
1
5
/
4 0
1
3
1
2
1
1 ,

1
/
1
/
1
/
1
/
2
/
3
/
4

CV 284e DATA 4
1
4
1
5
1
6
;
6 4
1
6
1
6
/
5
/
4
/
4
/
3
1
2 0 ,

1
/
1
/
1
/
1
/
2
/
3
/
4

HP 2858 DATA 4
/
4
/
5
/
5
/
5
1
6
1
5
1
5
1
5
1
4
1
4
1
3
/
2
1
2
1

2
/
2
1
2
1
2
/
2
/
3
/
4

IL 2868 DATA 4
/
4
/
4
/
5
/
5
/
5
1
5
1
5
1
4
/
4
1
4
1
3
1
3
/
2
1

2
/
2
/
2
/
2
1
3
/
3
1
4

NF 2878 DATA 4
1
4
1
4
/
4
/
4
/
5
/
4
/
4
/
4
/
4
/
4
1
3
/
3
/
3
1

30
/
3
/
3
/
3
/
30

AS 2800 DATA 4
/
4
/
4
1
4
/
4
/
4
1
4
1
4
1
4 0
)
4
1
4
1
4 0
p

4
/
4
/
4
1
4
/
4
/
4
1
4

14

WOBBLE.WOB

VS 158 POKE MAX
1
112

PR 2898 REM  RIPPLE
682818 DATA 4
/
4
1
4
/
4
/
4
/
4
/
4
/
4
/
4
/
4
/
4
/
4
/
4
/
4
/

4
/
4
/
4
/
4
/
4
1
4
/
4
/
4
/
4
/
4

GE 2928 DATA 4
/
4 0
1
4
1
4
1
4
1
4
/
4
/
4
/
4
/
4
/
4
/
4
1
4 ,

4
1
4
/
4
/
4
/
4
/
4
/
4
1
4
/
4
1
4

GH 2830 DATA 4
1
4
;
4
1
4
/
4
/
4
/
4
/
4
/
4
/
4
/
4 ,4
1
4
/
4
1

4
1
4
/
4
1
4
1
4
1
4
/
4
/
4
/
4
/
4

WU 2848 DATA 4
1
4
1
5
p
6
/
6
5
7
/
7
1
7
/
8
/
8
/
8
/
8
/
8
/
7
/

7
/
7
1
0
6
1
6
1
5
1
4
1
4
1
3
1
3
/
2
1
1
1
1
1
1
/
9
/
8
/
0
/
8
/
8
1
8
1

8
/
1
/
1
/
1
/
2
1
3
1
3

RIPPLE. WOB

THE WOBBLE
EMUS

RZ 158 POKE MAX
1
48

PR nee REM  SINEWAVE
WL 2810 DATA 4
1
4
/
5
/
6
1
6
0
7
1
7
;
7
1
8 ,8
/
8
/
8
/
8

7
7
7
/
6
0
6
/
5
/
4
1
4
1
3
;
3
7
2
1
1
/
1
0
/
0
/
8
/
8
/
8
,

8
/
1
1
1
0
/
2
1
3
1
3

8
171
1
e'

srNEWAVE.WOB
UO 158 POKE MAX,88MU 2888 REM  SMOOTHER SINE
12 2019 DATA 4
/
4
/
4
/
5
/
5
/
5
/
6
/
6
1
6
/
6
/
7
1
7
1
7
/
7
/

7
/
7
/
8
,
8
/
8
/
8
,
8
,
8
/
8
/
8
1
8
/
7
1
7
1
7
1
7
1
7
1
7
/
6
/
6
/

6
/
6
1
5
/
5
/
5
/
4
/
4
/
4
/
3
1
3
/
3
1
3
/
2
/
2
1
2
/
1
/
1

LC 2028 DATA 1
/
1
/
1
/
1
1
8
1
0
1
8
/
8
1
8
/
8 ,9
/
8
/
8
/
8
/

1
/
9
/
8
/
8
/
1
/
1
/
1
/
1
1
1
4
/
2
1
2
0
1
3
1
3
/
3
/
4

SMOOTHER .WOB

YU 15e POKE MAX
/
79

PO 2880 REM BLIP
BP 2818 DATA B A B
I
B
I
B
I
B
/
B A B A B A B
I
B ,

8
/
8
/
8
/
8
/
8
/
8
/
8
/
8
1
8
/
8

BS 2929 DATA 8
/
8
/
8
/
1 3
1
8
1
8 0
1
8 , 8 A 8
I
8 A
/
8 ,

8
I
8
I
8
/
8
/
1
3
/
8
/
0
/
8
1
1
3
/
8

BV 2839 DATA 8
/
8
/
8 0 3 , 1 3
/
8
/
B
/
8
/
9
/
8
/
8
/
8
/
8
/
8
1

8
/
1
1
1
8
1
8
1
8
1
8
1
8
/
8
/
8
g
8

HA 2840 DATA 6
1
4
/
2
/
8
/
2
1
4
1
6

BLIP.WOB

TV 150 POKE MAY
/
16

LX 2988 REM  TRIANGLES
WF 2818 DATA 8
1
7
$
6
1
5 0
/
3
1
2
1
1
1
0
1
1
1
2
1
3
/
4
/
5
/

6
/
7

TRIANGLE. WOB

Save these in LIST format, LOAD
main program and ENTER the effect
desired before RUNning

Page 6's New Atari User

do with the width of colour-clocks acted upon
by the scroll register in each particular mode.
Set too high a value in a particular mode and
AN
-
11
C 
c
a
n
' t  
c
o
p
e
.

Its easy to see how to create other effects
using the same DU but a different VB1, by
altering the way that the VBI manipulates thescroll data. You could make the DL1 load new
screen addresses (from a table in the same
way as the scroll data) into the DL each time
and change these within the VBI as well, to
give a wider range of movement across thescreen.

THE WOB FILES
The individual effect routines are given as
type-in listings and are also on this issue's
disk. They are as follows:

SINEWANTEMOB - Quite obvious really?
SMOOTHER.WOB - A smoother Sinewave.

TRIANGLEMOB - Triangle waveform. Try
changing RIME to slow It down a bit.
RIPPLEWOB - Lines 2010-2030 keep the
lines at a central position. Line 2040 thencause a Sinewave.

BLIP.WOB - Lines 2010-2030 keep the lines
at the right-hand limit. Line 2040 puts a
quick triangle wave in.
WOBBLEMOB - Gives a Sinewave motion
that starts with a large amplitude and getssmaller.

THE ASSEMBLER
LISTING

Only two small routines are required, a Dis-
play List Interrupt (DLI) to set the scroll regis-
ter as required per line and a Vertical Blank
Interrupt (VB1) to update these values. Equ-
ates used are X111/B1 which gives the point to
jump to after your VBI is finished, WYSNC
which is used to make the change in the
scroll register at the END of the currentscreen line and HSCROL which is the Hard-
ware Scroll register. The code starts at 1536 -
Page 6 as ever - with the first lines reserving
some bytes for the variables used within the
routine and the table of scroll values (24
bytes Le. 0 to 23). The DATA for the effect
routine will be stored after the code routines.
so DATA is set at line 580. You only use this
as a pointer so only one byte is reserved.

THE DU
The first thing that any DUI should do is to

save any CPU Registers (A, X or Y) that will beused within the routine. Push these to the
Stack as on lines 160-180. The DL1 is called
on every screen line, 24 for GR.O, so the first
thing it has to do is determine which line it's
been called on. This is where CLINE (Current
screen Line) comes in. This is used as an
Index into the table of scroll bytes at SCT, the
required value being loaded into the X regis-
ter. After the byte is retrieved it is first stored
at WSYNC to force the processor to wait until
the end of the current scan line before pro-
ceeding with the next instruction. If you look
carefully at any Inverse blocks on the screen
while the routine is running you can see
where the top pixel line lags behind, due to
each GR.O line consisting of eight scan lines
and the WSYNC effect acting upon the top

Page 6's New Atari User 1 5



11 MOHLER
28 ;By Andy Guilla
30 ;March 1996 for
48 ;58 X I1
1
JB1
=493
78

60 WSYNC.54282
78 HSCROL=54276
88 1=1536
98 CLINE 1=141
8188 TIMER 1441
0118 RTIME 14+1
8128 CURRENT 1441
0130 MAXIMUM f=I41
6141 SC7 14424
0158 DLI
0160 PHA
8178 TXA
8188 PHA
6198 LDX CLINE
8280 LDA SCT,X6218 STA WSINC
8228 STA HSCROL
8238 INC CLINE
8248 PLA
8258 TAX
0268 PIA
8278 RTI
8288 VBI
8290 PHA

ume
NAU
;VBI Exit to OS
;Wait for SYNC reg
;Horiz Scroll reg
;Line counter
;VBI Timer Counter
;VBI Timer Reset
;Pointer into DATA
;Number of DATA
;Scroll table
;Push A
;X into A
;Push A
;Get line number
;Get scroll byte
;Wait for SYNC
;Update scroll reg
;Next line
;Pull A
;A into X
;Pull A
;Return from DLI
;Save A and X same

.as DLI does0388 TXA
8318 PHA
8328 LDA 118 ; B  into A
0338 STA CLINE ;Reset line nuaber
0340 DEC TIMER ;Decrease Timer
8358 BNE EXIT ; I f  () 8 then EXIT
8368 LDA RTIME ;Get Timer Reset
8378 STA TIMER ;Store at counter
8388 LDX 822 ; 2 2  bytes to copy8398 COPYLOOP
8480 LDA SCT
p
X ; G e
t  
b y t
e

0418 STA SCT41
1
X ; S t o r
e  i n  
n e x
t  
l o
c

8420 DEX ;Decrement X
8438 BPL COPYLOOP ;If )-1 then LOOP
8448 LOX CURRENT ;Get DATA pointer
8458 LDA DATA,X ;Get byte
8468 STA SCT ;Store in line 8
8476 INC CURRENT ;Increase pointer
0486 LDA CURRENT ;Get pointer
8498 OMP MAXIMUM ;At last line?
8508 BNE EXIT ; I f  No then EXIT
8518 LDA NO ; 8  into A
8528 STA CURRENT ;Reset pointer8530 EXIT
8540 PLA ;Restore A and X
8558 TAN ; a s  before8568 PIP
8578 MP XITVBI ;Continue OS VBI
0588 DATA 1441 ;Store for DATA

scan line.
The byte is then stored to the Horizontal

scroll register (HSCROL) which actuallymoves the scan line. CLINE is then increased
by one (line 230) so that at the next DLI call it
knows that it
4
s a t  
t h e  
n e x
t  
l i n
e .  
T h
e  
r e g
i s t
e r s

are restored and the routine exited using an
R11 - Return from Interrupt - instruction.

THE VBI
A VBI is called every time that the screen

display has finished being updated so is use-
ful for changing anything on screen smoothly.
16 P a g e  6's Ne

as the action occurs between screen frames.
The registers are saved as before, even though
this is not really neeescstry but is done here
for completeness. CLINE is reset (lines
320-330) and the Timer counter is decre-
mented (line 340). If it has not reached zero
yet the routine jumps to EXIT to finish the
VBI and carry on. If zero is reached then the
counter is loaded with the Reset value to
re-start the Timer (lines 360-370).
The scroll table data is then moved up in

memory with the COPYLOOP routine. X is
used as an index and starts at 22. This is
because you must start at the end of the table
and work backwards storing a byte in the

w Atari User
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MICRO DISCOUNT
265 Chester Road, Streetly, West Midlands. B74 3EA. EnglandTel: 0121-353-5730 FAX: 0121-352-1669

Internet/e-mail: 101755.2443@compuservecom

NOW AVAILABLE
Catalogue No. 18 - price £1.50

40 pages of software and hardware
including PC )(Former 3.5 on CD ROM

the "POOL DISK" CD ROM
containing 600Mb of 8-bit PD software

SEE ViColl ALL AT AMS

next highest location (i.e. byte 22 goes into
byte 23, then byte 21 goes into byte 22 etc.) -
lines 400-430. Note that I've used a BPL be-
cause 1 still want to jump back when X is
equal to zero (line 430).
After the bytes are moved up in memory

(which is down on the semen!), the top line isupdated with the next scroll DATA for
whichever effect routine your using. X isagain used as an index (from the CURRENT
pointer) into the DATA area, so this is limited

STUNNING DEMOS!
On this issue's disk you'll find some stunning demos from Andy which use the techniques
outlined in this article. The first is PSYCHO LINES which creates amazing, pulsating patterns
on screen similar to some of the screen savers used on the PC, You can set various
parameters to try and create your own effects orjust let the program choose the effects foryou. Either way the effects are superb.
BIG WAVER is a really psychedelic picture mover that will take any standard picture and doweird and wonderful things with it. Perhaps the best demonstration Is the Visionaire

Software logo which is stretched and distorted into tmimaginable shapes in a constandyflowing patterrn. The effect is mesmerising- Check it out!
Page 6's New Atari User

to 256 bytes in length. The byte is loaded and
stored at SCT (lines 440-460). The CURRENT
pointer into the DATA area is then updated to
look at the next byte and compared with
MAXIMUM to see if it's reached the end or not
(lines 470-490). lilt hasn't you jump to EXITagain, If it has then reset CURRENT to 0
(lines 500-520).
Upon reaching EXIT, you simply restore the

CPU registers and jump to the VBI exit point -which is the start of the OS VBI routine. •
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PROGRAMMING

Andy Guillaume has
some routines that
you might find use-
ful when you want to
include pictures in
your games or
programs

T
h
i
s  
p
r
o
g
r
a
m  
a
l
l
o
w
s  
y
o
u  
t
o  
l
o
a
d  
a
n
d

save in Atari Vertically Compressed
(VC) format (as used by Atari artist

and several other programs) and standard 62
sector format with options for Colour bytes
and Data offset distances. This means that
you can load/save any format in several
Graphics modes.
From the Main menu, use the following keys:
L Load VC file. A disk directory is shown for

the current filename extender(see below).
Enter filename only or press Return for
the menu.

S Save VC file. Enter filename or hit Return
for the menu again.

18 P a g e  6's New

PICTURE COMPIESSIQIi
F Set Filename extender. Type in letters for

the required extender, and press Return.
G Set Graphics mode. Type in the required

number. Legal inputs arc 9.10 .11 .24
(8+16) and 31 (15+16). (All 7680 byte
modes)

✓ View picture. Shows picture in current
GR. mode and colours. Any key to returnto the menu.

C Set colour Registers. Current values are
shown for all nine registers. Press 0-8 to
select a register to alter, and type in the
new value. Press V to ViCW the picture or
M for the menu.

O Load standard format file. Disk director)
, shown. Type the filename or press Re-turn for menu.
A Save standard format file. Type thefilename or Return for menu.
D Number of Data offset Bytes. If the

picture information does not start at the
beginning of the file, you may specify up
to 7680 offset bytes. These wfil be skip-
ped and then the following bytes used for
data upon loading.

B Number of Colour Bytes. If colour regis-
ter information is needed, you can spe-
cify up to 9 bytes to be loaded or saved at
the start or end of the file, and an offset
into the colour registers. The first prompt
is for the number of bytes at the start of

Atari User

TIPS
by Robert de Letter
One common problem is restricting keyboard response to a selected number of keys such as Y and N
for yeas and no answers. Normally you would use:

GET KEY: IF KEY <>89 AND KEY <>78 AND KEY <>65 THEN GOT°
The problem with this is that you need to look up the ATASCII values of the keys and ii there are
several responses or you want to trap lower case response as well the statement can get quite
unwieldy.Instead of this use:

REPEAT: GET KEY: A=ANSIR(YNA*,CHRVKEY)):LINTIL. A
The beauty of this is that you can easily add the keys you want into the string with little effort,
This tip from Robert leads on to a follow up which will also save you time and memory. Normally you

would follow up the the first statement by something like:
IF KEY = 89 THEN
IF KEY 78 THEN
IF KEY 65 THEN

but you can take advantage of the value returned to A by putting the action you wish to be taken on,
say, lines 101,102 and 103 then simply stating on your next line after getting the key:

GOTO 100+A

the file, Le. before the graphics data. If
the colour bytes are stored after the
graphics data then enter a negative num-
ber. The next prompt is the offset into the
registers. This number is added to 704
(Reg. 0 Address) to give the load address
for colour bytes.
For example, Micropainter uses 4 colour
bytes at the end of the file with a register
offset of 3. However, notice that the back-
ground colour is first then the three play-
field colours, and is thus loaded to and
saved from register 707 (704+3) in the
program. Just copy the value to and from
register 712 on the Set colour registers
screen after loading and before saving to
maintain compatibility. Type B. -4 <Re-turn>, 3 <Return>. Screen shows: 4 at
End >R3

NB. Data and Colour offset bytes are only
used when loading and saving standard (Un-
compressed) format files. Values set are
ignored when handling VC files, as all nine
colour bytes are stored automatically. Any
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Data offset bytes are always read first, then
any Colour bytes.

took the VC routines from Flower Garden
on the issue 61 disk, these were very messy
and in arrays. I don't like this method and
just saved the array contents to disk, a little
tinkering about later and I think you'll agree
that my routines are much much better.
I also disassembled them but the compac-

tion method is quite complex so I'll skip ex-
plaining it, but it works fine in this incarna-
tion. Program breakdown is above, also look
at the disk directory routine, (FILES proce-
dure in the program)

THE LISTING
Picture Compression is a long listing
which would take over four pages to
print. It is therefore on this issue's disk
ready to run and also available on re-
quest as a Typo-coded listing to type in.•
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Its The TIPSTER
33 34 35 roof 36 37

29 30 31 32

19 20 21 22 23 24 25 26 27 28

lift 12 13 14 15 16 17 18

6 78 9 10

2 3
.
4

5

1 The map shows the location of thefollowing objects:

'This time we have all those hints and
tips that we promised at the end of the
last issue. The cupboard is now bare,
except that _Tames Mathrkkhas sent
in a couple of pages of stuff that we
will use next time, Thanks Nimes. As to
the rest of you, don't just sit on your
kryboards, have something for the
next one

VIVE LE TIPS!
Some very welcome tips from across the Chan-
nel (or through the Chunnel) come from Miguel
Letemplier in France.SPEED ITAwg Press Shift and ESC
for complete invincibility
YOGI BEAR AND THE
GREED MONSTER: During the
intro screen again press SELECT+OPTION-
+START simultaneously and press the trigger
on joystick I. Then release all keys and enjoyunlimited lives!
CAVERNIA: Back in issue 71 a tip sup-
plied by Richard Gore and Ivan Mackintoshsays that typing STEVIE NICKS makes it
possible to jump to the next level but what they
don't tell you is that typing in TANISIN en-
ables you to start directly from level 8.
Merci beaucoup, Miguel!
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A TRIO OFTASTY TIPS
Denial Yelland lives just clown the road from The
Tipster in Stafford and has been busy giving his
Atari a run through with a selection of great
games. Here's what he has found out that could
be useful to you
STAR RAIDERS II
II you are low on energy and all of your space
stations have been destroyed then warp to the
nearest star and your energy will be refilled. After
this has happened warp away quickly or the hullwill overheat.
DAVID'S MIDNIGHT MAGIC
To shake the machine press up and down quickly
on the joystick. This can knock the ball back into
play if you don't have a Magi-Save Magnet.
PROTECTOR
Let your opponent collect the pieces of the bomb
and take the finished bomb out of his base. Drop it
in your base, pick it up again and drop it in youropponents base to win the gameOLYMPIC SER
From Jason (presumably Kendall. the note
got separated from an order) is a tip to avoid
dead ends in OLYMPIC SKIER. Hold tight
andgoLALLRLRLRRAFINISH (go on
then, try reading that while skiing at full pelt!)
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SPEILILBCoUNTID
In Issue 76 Daniel Yelland asked for some help with SPELLBOUND and now
C AYRES from Wood Green in London has provided a map and plenty of clues tohelp you get through the game.

1. POWER PONG PLANT2. SHIELD
3. PUDDLE4. POCKET LASER
5. BROKEN TALISMAN6. STICKY BUN
7. BOOK OF RUNES8. GOLD GOBLET9. TUBE OF GLUE
10. TRUMPET11. CRYSTAL BALL
12. BOOK OF SHADOWS
13. BRICK

THE MAP

14. EMPTY BOTTLE15. GOLD BAR
16. CANNON BALL17. BLUE CRYSTAL18. WHITE GOLD RING
19. KEY20. ENGRAVED CANDLE
21. PEWTER TANKARD22. MIRROR
23. SAXOPHONE24. TELEPORT KEY25. RED HERRING
26. GLOWING BOTTLE
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27. TELEPORT PAD28. INSTRUCTION BOOK29. RED CRYSTAL
30. ANCIENT SCROLL31. GREEN CRYSTAL
32. JAVELIN
33. FOUR LEAF CLOVER
34. BOTTLE OF LIQUID35. RUNESTONE36. PRISM
37. WAND OF COMMAND

more isw
21



THE CHARACTERS
GIMBAL, THE WIZARD_ will give you help with the RELEASE spell
D IOR  - give him the MIOLNIR and he will help you get into the lift and also at the tower
FLORIN THE DWARF
- _  g i v e  h i m  
t h e  
B O T T L E  
O F  
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D  
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e  
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again and it will restore your energy. If you have the TUBE OF GLUE and the BROKEN
TALISMAN, give them to him and command him to help. He will then mend the talisman andIt will become the MAGIC TALISMAN
ORIC THE CLERIC - give him the CRYSTAL BALL and he will help you get into
the MOST MAGIC ROOM with the CRYSTALLIUM SPECTRAL'S spell
SANSZIN DIE s mo N g  _ give him the JAVELIN and he will help you at thepit
ELFRAND 'PEE 9IALFE-01/1EN- give him the TRUMPET and he will help
you at the wall after TIIOR has helped you at the tower
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SECRET TUNNEL entrance
THE BAgkt,CHEE - command this character to help and she will give you some clues

THE SPELLS
The spells and their uses are as follows:Fugklivicus TRarEcrficulf
To east this spell you will need the RED HERRING and the POWER PONG PLANT. This
will protect you in the gas roomARMougus PHotroNjous
To cast this spell you will need to stand in the puddle at the SECRET TUNNEL entrance. This
will enable you to go through the dark rooms without the GLOWING BOTTLE
CANDELIUM ILLUMINATLIS
To cast this spell you will need the ENGRAVED CANDLE and the SHIELD. You will also
need the FOUR LEAF CLOVER in the room. When you have lit the candle you can use it toread the ANCIENT SCROLLTRogEor THysicAl, BOTYY
If you get the CRYSTAL BALL and the MAGIC TALISMAN you may cast this spell which
will enable you to teleport to any character in any room
22 P a g e  6's New Atari User

1MORE TIPS
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CIUSTALL SPECIRAL
For this spell you will need the THREE CRYSTALS and the WHITE GOLD RING. You will
also nee to give the CRYSTAL BALL to ORIC and summon him to the MOST MAGIC
ROOM. When the spell has been cast you will need to throw the THREE CRYSTALS atGIMBAL to free him
RELEASE SPELL
To make this work you will need to be in the room with GIMBAL after he is freed. When the
spell is cast you will have to summon the characters in this order - ELRAND, SAMSUN.
THOR, ROSMAR. BANSHEE. FLORIN. ORIC and last of all. GIMBAL. Make sure that all of
the characters are at full strength before you summon them
Finally a couple of clues to help you on your way.
To get past the tower you need to take the two lumps of brickwork from the wall after ELRAIND
has blown a down. You can then drop them on top of each other near the tower_
To find the BANSHEE you can drop the al-OWING BOTTLE after casttng the ARMOURIS

PHOTONICUS spell.
If a character does not want to be summoned or commartded by you then try to command it to behappy.

This is not the complete solution to this game but there is enough there to enable you to finish
it. After all why should I ruin your enjoyment in working out the other puzzles to get to theend?

+ + + + + + + + + +  +  + •  •  •  + + + + 4 •  •

Graeme Fernvick up in Bonnie Dundee
brings us a couple of useful cheats on two
popular games:INTERNATIONAL KARATE
sion, if you want to fight in a particular coun-
try but aren't good enough to get there, leave
the game on demo mode. When it has reached
the screen you want to fight on. take the disk
out and press START. Voila!
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initials) on the title page give you invulnera-
bility
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James Mathrick will bring you help next issue
on ALMRNATE REALITY, RAMPAGE, THE
LIVING DAYLIGHTS. POLE POSITION. LAN-
CELOT and HARDBALL but he would like
some help on the followingrrIoNTICit1-1

-
1
-

11A.VITJFEQUM1"EIFLUIEF
WICEIMC.

Do you know anything about these games? Ifso please send them in for the next issue (i.e.
do it now!)
As usual all stuff goes to:THE TIPSIER, NEW ATARI USER
P.O. BOX 54 STAFFORD, ST16 1TB
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Frank Walters
continues his
exploration of the
macro command
of TextPRO with a
practical example
for printing
envelopes
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TextPRO command keys and given
some examples on how they might be

used. This issue I am going to show you howto create two useful TextPRO macros. The
first will print addresses from an address list
directly onto envelopes. It will work with a
single address or you can select which
addresses to print, and which to skip. from a
list of addresses. After experimenting with
using two banks. I found a better way of
doing it using a single bank so that a 48kAtari can use the macro. The second macro
will find any address in your list from a
search string and extract the address for use
In a letter or single envelope. If you have to
print many envelopes, such as for club mail-
ings, this is a much nicer way than printing
labels and sticking them on the envelopes. It
Is much more personalised for business let-
ters. Labels on letters look like what they are
- bulk mailing. I, personally, pay little atten-
tion to mail I receive with a pasted label on
the envelope.
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PRINTER
REQUIREMENTS
For the envelope macro, called EN-

V.MAX, you must have a printer that
will allow you to print an envelope
using friction feed and you must dis-
able the paper-out switch either by
dip-switch or software command.
The ENV. MAX I explain here defines
Inverse <Y> as the Epson compati-
ble paper-out disable command.
This is critical because the envelope
is not long enough to prevent the
printer from stopping before printing
the entire address due to the paper-
out switch becoming exposed as the
envelope moves up the roller. If your
printer is not capable of both the
above requirements, then ENV. MAX
Is not for you. Read how to create an
address list, then skip down to theFIND, MAX section.

TYPING THE
ADDRESS LIST
First I should describe how to make the

address list. It simply consists of a text file
with addresses typed in sequence, one below
the other. The only limitation is that each
address must consist of exactly four lines of
text. each line followed by a carriage return. If
an address only needs throe lines, simply add
a carriage return on a blank line for the
fourth required line. Do not skip a line below
a four line address in your list. Example:

John Doe
Company Name

NEW KEYBOARD CONVENTIONS
Since our listings have been getting pretty unwieldy,

we're going to streamline our conventions for the
complex entries a bit. Keys on the keyboard are
surrounded by brackets. [START] means the START
key. Inverse characters are bracketed by 'less than'
and 'greater than' symbols. <=> means inverse
which is entered from the keyboard by first holding
down [SELECT] then typing the L=1 key, Multiple key
strokes are indicated by an 'underline' symbol or
connecting the indicated keys. CTRL indicates a 'con-
trol character', which means the [Escape] key mustbe pressed prior to entry. [CTRL_G] indicates that
you would first press [Esc] once then hold down the
[CONTROL] key while pressing [G]. <CTRL_G>
means to first press [Escape] once, then hold down
[SELECT], then hold down [CONTROL] and , while
holding down both of these keys, press [G]. [SHIF-T_INSERT] and [SHIFT_DELETE] are also "con-
trol characters" requiring [Esc] to be pressed prior to
the rest of the indicated entry. [CONTROL] JG] is
not to be a control character, so no [Esc] is required;
just hold down [CONTROL] while typing a [G]. The
same is true for [SHIFT]IG].

Street Address
City. State ZIP
Mary Smith
Street Address
City, State ZIP
[RETURN]

The [RETURN] key Indicates a blank line
with just a carriage return in your text file.
Name your address list ADDRESS.A or use .B
for business, .0 for club etc. You can have
more than one address list and even duplicate
addresses for ease of printing envelopes from
one list or another. Let me clarify something.
You will have the option of printing or skip-
ping over any address in the list when usingthe macro.

Page e's New Atari User 2 5



ENIT.MAX ALGORITHM
The way ENALMAX works is for the macro to

load the address list from disk and then cre-
ate the print format and return address
ahead of the first address in the list. The
<Rol command is used to restrict printing to
page I only. and the <n> next page command
Is inserted following the first address so the
remainder or the list is not printed. After each
envelope Is either printed of the address skip-
ped. the address is deleted and replaced by
the next address on the list, using the delete
and replace functions.

CREATING ENV.MAX
Table I shows ENII.MAX in its entirety. Now

I will take the macro apart. line by line, so
you can see how it works.
<i-><CTRL_Y> Active macro> ENV.MAX
[RETURN]@<.><CIRL_P>8,<CTRL A>Load
ADDRESS list[RETURN]
The first line is just the macro identification
line, in the next line, the autorun macm (@)
will execute when you load the macm using
[START] from the default cl'EXTPRO.MAX)
macro. TextPRO 5.0 uses inverse <CTRL_P>
to predefine the alternate macro command if
you reply No to the Ask < C I
-
A L A >  
m a c r o .

For version 4.56. you cam eliminate the<CTALP>& from this line, since & is the
default macro when No is the reply. The
<CTRLA> is used to ask whether you want
to load the address list, since you may
already have the address you want to print inthe editor.
[CTRL_H][CIRL J-I]ICTRL_LIADDRES-
S.A<CTRL_I4RETURNI

26

You want to Home the cursor to the topbefore loading the address list. After the load
file command, the filename is typed by the
macro and then the <CIAL_I> input mode is
entered so the user can either accept the
default address filename or change the file
extension before hitting [RETURN] to exit the
Input mode.
<CTRL_G>&&<._
-
><CTRL_F><n>[
RETURN]

This is the Goto command to the lit1 key
macro, which is where the macro logic con-
tinues if you had skipped the load-address
function by replying No to the Ask macro
command. [81.] defines the "Find" string with
Inverse <CTRL_F>. The "Find" string. in this
case, is inverse <6>, which will be used to
delete the address which has just been prin-
ted or skipped.
<CIRL_X>[CTRL_EIIRETURN)[5 spacesl<END OF LIST> - Press < HELP
>[IR ETU FIN]
[RETURN)
Inverse <CTRL_X> turns off the screen for

speed while the macro is typing on the screen,
starting at the end of the address list
[CIRLE]. The next line is added to the end
of the address list so you can see when you
are done using the list
[CTRL_FICIRL_H]<CTRL_D>PPPP[RE-
TURN]
This homes the cursor to the top of the

address list and deletes the first address (4
lines) into the paste buffer and exits the de-
lete mode with [RETURN].
[SHIFT_INSERT]ISHIFT_INSERT]<Y>.56<Z>-57[RETURN]
<43,>1<t>0 <I>0<p>24[RETU RN]
Remember to press [ESC) before each[ S W
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ter is printed in the macro. The remainder
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TABLE 1 - ENV_MAX
<I-><CIRLY> Active macro> ENV.MAX[RETURN]
@<-><CTRL_P>8,<CTRL_A>Load ADDRESS list[RETURN1[CIRL_Fi][CTRL_H][CTRL_LADDRESS.A<CTRL_I>[RETURN)<CTRL_G>&&<-><CTRL_F><n>[RETURN]<CTRL_X>[CTRL_E][RETURN]
15 spaces)<END OF LIST> - Press < HELP >[RETURN)[RETURN)
[CTRL_HI[CTRL_H]<CTRLD>PPPP[RETURN][SHIFT_INSERT][SHIFT_INSERTI<Y>.56<Z>=57[RETURN]<8(>1<t>O<I>0<p>24[RETURN]<Y>Your name[RETURN]
Your Street address[RETURN]Your City, state ZIP[RETURN][RETURN]<d>5<l>30[RETURN)
<ni >[ESC][SHIFT_INSERTI< ADDRESSES REMAINING >[ESC]ISHIFT_IN-SERT)< >[RETURN]
[SHIFT_DELETE]1CTRLACTRL_Ri<CTRL_Z><CTRL_G><22-><CIRLY><HELP> Exit <START> Print <OPTION_0> Skip[RETURN]#<=>[CIRL_P][RETURN]
<CTRLG>00<->[CTRLF]IRETURN]
[CIRL][CTIRLDFPPP[RETURN]
[CTRL-4CTRLIRJ<CTALG><2>?<=>[CTFIL 1-1][CTRLH]

<CIRLV>Y<Z>IRETURNI[CTRLP][RETURN]
[CT RI_J-1]<CT RLV>Y[CTR LV]rEXTPRO. MAX[ RETURN]

and next line are printed to the screen when
the macro is being executed to format the text
for the envelope. Inverse <Y> and <Z> are the
equates for the Epson/Panasonic paper-out
switch disable and enable commands. respec-
tively. Insert the correct codes for your prin-
ter, I I
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printing at page 1. <t:>op margin O. <I>eft
margin 0, <page length 24.
<Y>Your name[RETURN]
Your Street address[RETURN1Your City, state ZIP[RETURN)[RETURN]
<Y> disables the paper-out switch. You can

follow it with other upper case inverse letters
to set your own font, NLQ, etc. Follow these
printer codes immediately by your name and
return address using up to four lines. If you

only need three lines. include the extra [RE-TURN] on the fourth line.
NOTE: Be sure you have configured TextPRO
to "Add ESCape" characters using the
[CTRL] J;1 command. It is best to save your
configuration after setting this. Reply (Il] to
the C/R and Linefeed prompts and ry] to the
"Add ESCape" prompt ESCape (ASCII 27) will
be sent by TextPRO whenever it encounters
an inverse upper case letter. This is essential
since the Epson paper-out disable command
is actually 27. 56.
<d>5<l>30[RETURN]
Down 5 lines and left margin 30 following

return address, for printing the "to address"
on legal-sized envelopes. For smaller en-
velopes. adjust these accordingly. I found for
Print Shop Card sized envelopes, <d>7<l>15
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works nicely. I made up a duplicate ENV
macro with these parameters instead andnamed it ENV2.MAX
<ni >[ESC1[SHIFT_INSERT]< ADDRESSESREMAINING > IESCHSHIFTINSERT]< >[RETURN]
This Is a tricky line to type. Hold [SELECT]

to type the inverse <ni> and space. You hit[ESC] twice to print the escape character in
the editor. Then type [ESC] a third time be-fore typing [SHIFT_INSERT] to type the in-verse down arrow. [SELECT] while typing the
text message and repeat the escape sequence
again. It should show two down arrows poin-ted to the addresses below that line once the
macro is executed. The line ends with an
inverse space <space> before the [RETURN].
[SHIFT_DELETE][CTRLACTRL_R]<CTRL_Z_><CIRL_G><22•><CTRL_Y><HELP> Exit <START> Print <OPTION_O>
Skip[RETURN]
'This is another tricky line Remember to

press [ESC] to type the SHIFT and CTRLcharacters on the screen. <CTRL_Z> turns
the screen back on. Following <CTRLY>,
the remainder of the line is simply text, thebrackets around the <START> and <OP-
TION> indicate you type the words in inverse
by holding [SELECT]. The text will appear as
a prompt in the status line when you run themacro.
#<.•>[CIRL_PIRETURN]
This line defines the [START] key to print
the first envelope.
<CIRL_G>00<>[CTRL_FIRETURN]
This line defines Coto macro 0 (zero). The
[OPTION_O] (zero) macro will delete text fromcursor to the "Find' character, which is the
address that was just printed, so the [START]
key and the [OPTION]JO] key will delete thataddress.

28 Page 6's New Atcul User

[CTRL_.][CTRL_DIPPPP[RETURN]
This moves the cursor (arrow) down one lineto delete the next 4-line address into the
paste buffer.
[CTRL_][CTRL_R]<CTRL_G><2>?<.>ICT-RL_Hl[CIRL_H] <CIRL_V>Y<Z> [RE-TURNIICTRL_PNRETURN]
This moves the cursor up one line and re-

places the new address from the paste buffer,
Goto macro <2>, which reprints the status
line message. The [HELP] key [?) macro isdefined to home the cursor and delete text
below the cursor instead of clearing thescreen, which retains the filename of the
address list in memory. It then types and
prints <Z> to restore the paper-out switchfunction before re-loading 1EXrPRO.MAX
from disk, which is the last entry:
[CTRL_H]<CTRL_V>Y[CIRL_VITEXTPRO-
.MAX[RETURNI
Remember <CTRLY> is inverse and

[CTRL_V] is not.

USING ENV. MAX
This is the easy part. Just insert your en-

velope, flap open. into the printer. Set frictionfeed and use the linefeed button to align the
top edge of the envelope with the print head.
on the line where you want to print yourreturn address.
If TEXTPRO.MAX is loaded, press [START]

and type ENV and hit [RETURN]. If TEX-
TPRO.MAX isn't loaded, simply load the
macro with the [CONTROLL[V] command.
At the prompt to "Load ADDRESS list" press

or INI. depending on whether you have theaddress already in the editor. Remember.
when loading the address list, you can change
the filename using the backspace before you

press [RETURN]. Wait patiently while thescreen is turned off as the macro is format-
ting the envelope address for printing.When the screen turns back on again, followthe instructions on the status line:
[HELP]: Quit and load TEXTPRO.MAX
[START]: Print envelope and move next address

into position
[OPTIONL JO]: Skip current address and move

next address into position
An alternate method is to press [CON-

TROLLY] to print the current address with-
out deleting it so you can print several dupli-cate envelopes at once. You can also print a
self-addressed return envelope by swappingthe 4-line return address with the "to"
address and using [CONTROLL[P] to print.
Put your correct return address back before
printing any more envelopes. CAUTION: If
you move the cursor to edit anything beforeprinting, be sure you return the cursor to the
first letter of the top line of the current 'To"
address before pressing [START]. The delete
function will delete from the cursor position.
so you must have the cursor at the start of
the address to delete the entire address after
printing it.

A SECOND MACRO
Our second macro is FIND.MAX. This macro

uses the same address file as ENV.MAX. The
purpose is to find an address to Include in the
salutation portion of your business letter and
add it to the paste buffer for easy placement.
i will not go into full detail on typing FIND-

JAM( since you should be able to work it out
from ENINT.MAX. The complete macro is shownIn Table 2 overleaf.

USING FIND.MAX
You must have your ADDRESSA (or other)

address list on drive 1. If you have TEXIPRO-
.MAX loaded. press [START]. type FIND andpress [RETURN]. If not, load FIND.MAX via
[CONTROLL[V]. You will be prompted to
enter the Find: string. The macro defaults tolower case since the Find Function is case
sensitive, Type a portion of the name you
wish to find In the address list. Use [SHIFT]
for typing upper case letters and press [RE-
TURN]. Reply [Y] to "Clear Screen" prompt
unless you forgot to save the file in the editor.
If you answer (NI. you can save the file in the
editor and continue with the macro by press-
ing [START] for the "Clear Screen" prompt.Answer M and the ADDRESS,A file will be
selected to load but you have to press [RE-TURN] to load the default name. You can
backspace to change the default name on the
command line if you want, then hit[RETURN].The macro will then move the cursor down to
the first occurrence of your Find string and
the menu will appear on the status line:
Okay? Yes No (up down arrows) Find AddressQuit
Answer i f  it found the address you are

looking for. It will delete it into the paste
buffer, clear the screen, replace the addressand load TEXTPRO.MAX from disk.
Answer (NI to look for the next occurrence of

your Find string. If it cannot find any more
matches, the cursor will step right, one word
at a time, whenever you hit [NI. With TextPRO
5.0 you will get a "Not Found" message. in-
stead. In either case, you can then use one of
the other options of the menu to continue or
quit.
Use [up] or (down] cursor keys (without

tcommou) if you had searched for a string
Page 6'5 New Atari User 2 9



TABLE 2 - FIND_MAX
<i><CIRLY> Active macro> FIND.MAX[RETURN]@<->[CTRI__T]i_<CTRI__F><CTRI__1>[RETURN]<CTRL_G>1$#<.><CTRL_A> Clear the Screen[RETURN]ISHIFT_CLEARIY<CTRL_G)-(11><-)4CTRL_KliCTRL_LIADDRESS_A<CTRI__6[RETURNI
<CTFILP><3>[CTRI__F]<CTRI___G><22><-><CTRI__M>Okay?<Y>es<N>o[ESC](CTRL [ESC][SHIFT_INSERT]<A>ddress <F>ind <Q>uit[RETURN]
<CTRL G><2>N<-><CTRL_G>nn<=>[SHIFTA<CTRI.J
3
><3>ICIRL fl

<CTRL_G><2>Y<.><CTRL G>yy<.).[CIRL_ORCTRL_D]PPPP[RETURN][SHIFT_CLEAR]Y[CTRL R]<CIRL_G>?q<=><CIRL_G>?a<=>[CTRL J-1][CTRI__H] <CTRL_G)-(1)4<-><CTRLF><CTRI__1>[RETURN][CTRLHI[CTRL_H]<CTRL_P)-(3,4CTRL_Fl<CTRL_G><2>?<CTRL_Gx1-<=>[CTRI__Q][SHIFT_-].<.>[CTRLS][SHIFT_.]&<--->[CTRL_H]<CTRLY>Press <START>to run again[RETURN]?<-><CIRL_G>//<->[CTRL_H][CTRI__Hl<CTRL_P)-(i).[CTRLY] TEXTPRO-.MAX [RETURN]<3=><CTRLY>Not found - Press any key[RETURN]<CTRL_K><CTRL_G><2>[RETURN]

not on the first line of the address. Move the
cursor to the first line of the address before
replying FYI to the prompt or it will not delete
the entire address to the paste buffer. You
only need the lupl cursor but I included the
Mown' in case you hit lupl too many times.

lAiddrese is to load a different address file
from disk.

Mind Is to enter a different Find string.
Igiult will re-load TEXIPRO.MAX if you do

not find what you are looking for.
What have you accomplished? If you found

your address. it is both on the screen and in
the paste buffer. I normally then begin my
letter and use [CONTROLLER] to replace the
address from the paste buffer to the editor
when I reach that portion of the letter. I also
have a macro to type the heading of my letterand if I use that after FIND.MAX. it will auto-
matically type everything (prompting input
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mode for the date) and add the address from
the paste buffer at the right place in theletter.

FINAL COMMENTS
I hope you find these macros useful. I just

used my ENV macro to address five letters to
congressmen and the Federal Aviation Admi-
nistration concerning a proposed change in
aviation services. It was really quite efficient
and no trouble at all to use. The hardest part
is learning how to insert the envelope into the
printed
This article originally appeared in the U.S.
magazine Current Notes which, alas, no longer
caters for the Atari Classic. •

DISK BONUSDRAGON LORD
by Robert de Letter

Dragonlord is a fantasy adventure game for one player. The object is to find the dragon
In the dungeon maze. To do this, you mustn't allow your hit points or strength to drop
to zero, you must make sure that you have plenty of food to eat, and you must fight and
slay the many ores and guards as they will try to keep you from your goal.
To kill the dragon you need: a sword, an amulet and a brew. The amulet will protect you
against the dragonfire, and the brew gives your sword more power. If you stumble upon
the dragon without a sword, amulet or brew he'll kill you instantly. If you happen upon
a teleporter. you'll be magically moved to a randomly selected room, If you don't have thebrew, the amulet and a sword there Is a one in ten chance that the selected room will
contain the dragon.
You must buy the brew and a sword in the store (touch the i n  a room and you're in

the store). The amulet is hidden in the dungeon. Whenever you start a game go to the
store and buy some food and a sword, then go to the magician and pay him 8 gold piecesfor a directional clue - your position relative to that of the amulet.
Whenever your strength falls below 20 you will automatically drink a serum (if you have
any on hand). One thief will steal half your gold, another thief steals your sword. If this
happens. immediately buy another sword as you can't survive without one. It's the only
thing you can buy without having enough money.
Each time you move, you lose I strength point, without food 2 points! When you leave

a room it will be empty. the only exceptions being the teleport rooms. When you enter an
empty room there is a one in four chance that an ore or a guard will follow you.
Casting a spell allows you to move instantly to any room of your choice. To cast a spell

touch the icon in the upper left corner of the room. Use the joystick to increase or decrease
the number of the room, then press the trigger. Viewing the map is a free command, touch
the 'M placed in the lower right corner. The rooms are numbered from I (upper left) to77 (lower right).
Besides an amulet clue, the magician can also give you a dragon clue - your position

relative to that of the dragon. STR and !IP points can be improved by the same magicianGood luck.
This great program is the BONUS on this issue's disk. If you are not a disk

subscriber you can still obtain a copy for £2.95 from NEW ATARI USER, P.O. BOX 54,
STAFFORD, ST16 ITS. Please make cheques payable to PAGE 6 PUBLISHING or

order by telephone with your Visa or Access card on 01785 241153
Page 6's New Atari User 31



The CLASSIC

Oh dear! Although Stuart said last time that
he hoped to be rescued, little did he realise
that he would be severely punished for the
damage caused to his ship In Issue #741 The
very people who sent him on his mission have
sentenced him to the most heinous punish-
ment possible - having to park up his belong-
ings and move house! Thus, that particular
story ends once and for all and, until his
sentence is complete, I have been assigned to
take over the Classic PD Zone from the comfort
of my computer room - I don't think Stuart will
be going on any more spare-missions In a
hurry!!! Stuart should be bock in an issue or
two's time but. until then, ill be taking you
through this issue's wares! Game on!

THE TROUBLE
WITH COMPUTER
GAMES...
TROUBLE WITH THE BUBBLE (IW113
from now on!) is one of those games that
makes you realise the trouble with computer
games in general - they're so addictive!-
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some spookyish, fairly good music. A stab at
the START button starts the disk loading
again, ready for the main game. The first
thing that strikes you about -
1 W 1 B  i s  
t h e
graphics - for a PD game, they're actually not

PD ZONE
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too bad - nothing mind-blowing but fine for
the job. Someone has put a fair bit of effort
into designing them and this sort of thing
helps to boost what could be classed as an
"average" game into a higher division.
One thing that stands out from the rest of

the screen is a largish bubble. Your task,
should you choose to accept it is to man-
oeuvre the bubble from the right-hand side ofthe screen to the left-hand side whilst avoid-
ing hitting any piece of scenery - bubbles are
delicate little objects after all! However, Its
not as easy as all that because you don't
directly control the bubble at all but rather an
arrow which is capable of sending gusts ofwind towards the bubble. To make matters
worse, whether you are blowing the bubble or
simply letting it stand still whilst you have a
think, gravity starts to take effect and the
bubble gradually moves downwards with the
potential to hit a piece of scenery below. To
increase the difficulty, various objects whizz
across the screen and, should they hit yourbubble, it will burst in no uncertain terms!
You are granted approximately 30 seconds

per level (although this is measured in "air"
units which gradually decrease as time ticks
by) before your bubble explodes of naturalcauses.
The author thoughtfully included a high-
score table for those that are good enough to
gain entry. I won't tell you what my highest
score was but hopefully a bit of practice will
Improve itM
Soundwise. TWTB is average with only the

1
undwise. TW113 is average with only the
sound of gusts of wind as objects whizz by in
the game itself - no music plays throughout
the game at all. However, the difficulty curve
is just right, not too hard but certainly not a
piece of cake!
Where TWTB really stands out, however, is
In the garneplay factor. More addictive than
any hard drug (so they tell me!) and a fractionof the cost. Trouble With The Bubble is an
essential purchase - make an addition (or
should that be an addiction?) to your PD
collection today!

...IS THAT
THEY'RE TOO
HARD TO MASTER!
Disk #146 contains two games - TRIDENT

and KARATE MASTER. By far my favourite
of the two games is Karate Master - a gem of a
one-player fighting game.
The game first kicks off with a bfippy oriental
tune and the title of the game. followed by a
little more loading. Here, a man dressed in a
karate gi (suit) throws a series of kicks before
a message on screen asks whether you re-
quire instructions. After you've read the in-
structions. or straight away if you didn't ask
for them in the first place. the disk loads in a
little more information and you are asked to
sign up for the karate competition. After typ-
ing in your name, the screen goes black for a
few seconds and the actual game screen
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appears.
The object of the game is simply to fight your
opponents. one at a time, and to score ten
hits against them before they do the same
against you. Your fighter is moved by the left
and right arrow keys whilst a press of the A
key makes him throw a random number of
kicks to either the face, stomach or knees
(oops - what happened to the rule about "no
hits below the belt?!!!). However, the real skill
lies in knowing when to move forwards andattack and when to move backwards - some-
thing that takes a while to learn.
The main game screen will probably shock

you the first time you see it, simply because
for a PD game the graphics are very good. If
I'm correct, the two fighters and the anima-
tion have been pulled straight from the com-
mercial "Karateka" game. The screen Is very
nice looking with flags of various countries at
the bottom of the screen and even your oppo-
nent's name displayed!
Each opponent appears to fight differently

and they get progressively harder 'The Red
Baron" is fairly easy meat but by the time you
meet people like 'The Fox". the challenge has
Increased considerably. With every fight won,
your grade increases - you start at Shodan
(1st degree) and can eventually reach Judan
(10th degree) with practice.
Overall, Karate Master is almost perfect. The

only slight let down is that sometimes the

byKevin Cooke
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gir_efs
AMS 96
The famous AMS computer show celebrates its
10th birthday this year at the usual venue of The
Bingley Hall in Stafford. This year's show is on
Saturday 9th November opening at 10am. Make a
note in your diary now.
Unfortunately Page 6 won't be there due to other

commitments (besides we haven't got much left to
sell now!) but you should still fmd plenty of Atari
interest At the time of writing we know that you
will be able to see Micro Discount (Derek Fern),
TWAUG and LACE whilst Dean Garraghty is
going to make a late decision due to other work
commitments. The organisers also tell us that
there is 'someone from Bristol' also supporting theAtari. Wonder who that can be?
When you add together all the other bargains, like

second hand equipment, blank disks (54/4" disks are
becoming hard to find now), cables and more, you
are in for a good day. Be sure to be there!

keys don't respond straight away. However,
this appears to be when the opponent is wait-
ing to make a move so. if you are trying to
kick and it's not worldng, it's best to take a
step backwards out of your opponent's reach/
Karate Master is a first class game and wellworth the cost of the disk alone.
Trident, put on the disk to fill it up. Is a fun,
but much less involving game in which the
screen is divided into smaller squares. At thecentre of the screen is the USS TRIDENT
(your base) and at the beginning of every
round, enemy missiles appear around the
edges of the screen. It is your job to launch
missiles and steer them, using the joystick. so
that they collide with the missiles of the
enemy. Sounds complicated? Ifs not - in fact,
It's a fairly easy challenge for anyone who
plays games a lot. On the other hand, it's a
well done version of this type of game and
worth having for the occasional play.
Overall, this disk is highly recommended,

mainly for Karate Masten
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NEW ST MAG
ST FORMAT has finally folded leaving no maga-

zine at your newsagents supporting the Atari. We
understand, however, that. an intrepid trio of ST
owners/writers are getting together to produce a
new magazine called ATARI COMPUTING.
Whether this will be available through the newsa-
gents or just on subscription is unknown.
If you would like more information on this maga-

zine get in touch with the publisher as follows:
Atari Computing Group, Mike Kerslake, 42 Larch
Hill, Handsworth, Sheffield 59 4A,J. Telephone/
FAX 0114 2618940. EMAIL mkerslake@cis.compu--linkco.uk.
ST owners might also like to know of the ATARI

WRINHLIES CLUB which caters for the 'old men'
of the ST scene. Details from Atari Wrinklies Club,
60 Crumpsall Street, Abbey Wood, London SE2
OLR Telephone 0181 311 2397. EMAIL korn-
bytkix.compulinkco.uk.

The CLASSICPD ZONE
RATINGS:
1146 KARATE MASTER (and TRIDENT) 88%
1201 TROUBLE WITH THE BUBBLE 86%

BACK TO THE ARMCHAIR!
Oh well, that's it for this issue! As I said,
Stuart should be back soon, if not for the next
Issue then for the one after. In the meantime,
why not consider buying something from the
Page 6 PD library - everything you buy will
help to ensure the future not only of the
magazine but also of your computer. Enjoythe rest of the issue! •

Features
and WHOM

XL v ST A SCORE DRAW?
Could this be the
ultimate sacrilege?
Does Kevin Cooke
really advocate sell-
ing your Classic to
buy an ST? Maybe
not, read on to findwhether a committed
8-bit supporter can
be converted
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perspective. A year ago. I swore that I
would NEVER, EVER, EVER buy an

Atari ST. I was an 8-bit supporter through
and through and saw no need to own anyother machine. Besides, at that time, even
second-hand STs were selling for ridiculous
prices which I was not prepared to pay for a
machine that was rapidly losing ifs following.That was then.
Now. I own an ST. The factor which even-

tually made me change my mind was the
price of second-hand ST's. Forget the idea of
buying a new ST - not only would it not be awise economic choice but it is now almost
impossible as Atari decided to drop thatmachine in favour of their new wonder, the
Jaguar (I could question how much effort
Atari have put into supporting even the
Jaguar but then that's another story!). You
may still be. like I was, totally against the idea
of buying an ST but I would advise you to
think about it carefully - the time has never
been better. Let me tell you of my experiences
and help you to make the choice.

BUYER BEWARE
I eventually purchased my ST when I saw it
for sale in the local newspaper. Priced at l40
for the machine with some software I thought
that it was worth having a look at The best
piece of advice I can give to you [(you want to
buy an ST Is to buy one which is not too
cheap. Although mine appeared to be a bar-
gain. at the end of the day I got what I paid for
it. Despite having a fairly thorough demon-
stration of the machine at the house by the
bloke of who was selling it, It soon emerged
when I was back home that the machine was
faulty. When looking at a prospective porch-
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ase. always check that:
- the mouse port (port #0) works.
- the keyboard works (try to test every key in
a word processor if possible).

- that the disk drive Is capable of loading
• software (again, try to test more than one
tware (again, try to test more than onedisk).
- that the disks coming with the machine
which you particularly want all load cor-
rectly and haven't been formatted overt
- if the seller claims that the machine has
had it's memory upgraded to above that
which it would normally have (i.e. 1/2 meg
for a 520STFM or 520STE and 1 meg for a
1040ST), ask to see some software that
uses this extra memory to prove that it IsIndeed fitted.
- ideally. get a friend who owns an ST
already to check it over for you Obviously,
with the number of ST owners rapidly de-
creasing, this may not be possible but
have a go - it could save you a fortune in
the long run.

Ten pounds for an ST may seem like a bar-
gain but if it doesn't work or it "needs atten-
tion" and you don't know anything about the
STs internals then it 'ain't worth a thing! Best
of all, get a written receipt stating that the
machine is in full working order and pay by
cheque if possible - at least you may be able
to stop the cheque if the machine turns out to
be faulty in the next day or two. I would
advise you ALWAYS to buy locally - problems
are easier to sort out in person than by letter
or phone and the seller may even offer you
some help when needed! This will also pre-
vent damage occurring during transit Of
course, don't be silly and pay something like
£500 for an ST no matter what other things
are thrown in. If you are willing to spend that
much on another computer then invest in a
PC and find out what complications reallyare!
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SETTING IT UP
Once you've bought an ST. you obviously

need to set It up. One thing to take into
account is that the ST has three different
screen "resolutions" - low res and medium rcs
will work on an ordinary TV (although some
characters may be hard to read in medium
res mode) but hi-res mode NEEDS a highresolution monitor to work at all - be careful
as some programs (especially some utilities)
will only work in hi-res mode. Hi-res emula-tors for TV's ARE available but most software
will function so much better on a proper hi-
res monitor that you'll probably end up
buying one out of frustration anyway! Of
course, hi-res monitors display images only in
shades of grey and so aren't really suitable for
game playing. Another thing to look out for is
that there are different types of ST available
and, as I mentioned earlier, each has a diffe-
rent memory size and version of the OS (oper-
ating system). Ideally you need at least a 1
meg machine (although a /2 meg machine
may do if you only intend to play older
games). You'll need to be prepared for the fact
that some programs will only work on an STE
and NOT the STFM whilst some programs willnot work on the STE! If in doubt, ask the
person or company who is selling the soft-
ware! Software that says "TOS 2.6 RE-
QUIRED" will only work on the sTE, as far asI know.

WHAT CAN
I DO WITH IT?

Take your pick, basically!
For games, the ST is good. Although many

games aren't any more playable on the ST
than on the 8-bit some are graphically very
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Impressive. At the moment, the ST is in much
the same situation as the 8-bit (but with a few
more users) in that most commercial support
has moved onto the 32-bit games-machines
and the PC. However, this does mean that
there are some REAL bargains to be had from
the remaining sources of ST software. If you
used to envy ST owners with their range of
games a few years back, why not invest in
some of them? As I suggested before, don't be
taken in just by flashy graphics - many of the
best games are still those with the least-
flashy graphics. I would suggest that you tryLEMMINGS. CANNON FODDER, TILE SEC-
RET OF MONKEY ISLAND, KICK OFF It and
STREET FIGHTER II for the best in graphics
and gameplay. However, don't forget that
some games require certain machine types
and amounts of memory. Page 6 back issuesare an Invaluable source of software reviews.
For serious software, the ST is both good

and bad! Generally. printing is easier than on
the 8-bit as you just load in a printer driver
and away you go! No messing around with
those dip-switches! Most programs print in a
high resolution to give excellent quality print.
even on a dot matrix printer. However, you
may encounter a long pause whilst the prog-
ram works out how to print the page in such
a good-looking resolution!!!
Word processing on the ST is also both good

and bad. Sr word processors generally havemore features available that their 8-bit coun-
terparts (e.& spell checkers, multiple font-
styles on screen, etc.) but I personally still
prefer word processing on the 8-bit, the 8-bit
programs Just have a nicer, more personal
feel about them. Besides, some of the 'impor-
tant" features on the ST such as spell-check-
ers tend to be so slow that they aren't worth
using anyway!
Desk-top publishing, or DTP. is something

which is infinitely better on the ST than on
Page 6's New Atari User

the 8-bit. Programs such as TIMEWORKS
are very good and make designing a page as
easy as ABC! The ST still doesn't rank as high
as a PC for DTP but for a fraction of the price
(and hassle of getting the program to actually
work!), who cares! Once you've tried DTP on
the ST you may never look at your 8-bit DIP
programs in a good light again!
Spreadsheets generally appear to be better

on the ST, probably due to the fact that a
mouse can be used to quickly move from cell
to cell. Databases are also good on the ST.
Not necessarily better than on the 8-bit but
just as good.
PD libraries are a source of valuable software
games, utilities, even specialist interest

disks (Star Trek fans may be in their ele-
ment!). Give Page 6 a ring for details of their
PD library - that alone may persuade you tobut an ST!
Of course, you have got other applications

which are possible on the ST sound sam-
pling. midi, telecommunications. etc. I can't
really say that I've had any experience in
these fields but, if that's what you're really
interested in, there will certainly be some-
thing to suit your needs! Be warned though -
even with today's low software and hardware
prices. investing in these areas could work
out to be expensive indeed.
So. the million dollar question has to be

"would I give up on my 8-bit in favour of my
ST?". The answer would have to be a "no" but,
then again, having tried the ST I'm not sure
that I could easily give up on that either!!! I
still prefer my 8-bit but the two computers
complement each other
- s o  v e r y  
w e l l  
t h a t  
b o t h

are worth having. Next time you're feeling a
little low, why not consider buying an ST?
After all, with 'TWO Atari computers you'll be
showing interest in more Atari products at the
same time than Atari have ever managed tont•
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THEY DO THAT?
James Mat hrick asks
a few questions that
he hopes YOU can
answer and
Les Effingham throws
in a little of his
meagre knowledge
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Issues, but I hope it has not been
given up as a bad idea - it will provide

a link between programmers, and will allow
these programmers and their software (which
may eventually end up in PD libraries!) to
develop with help from others. Below are
some questions which I have had some diffi-
culty ir, answering, a couple of which' have
already raised in a Mailbag letter, although 1
hope they are not discounted for this reason. 1
am in desperate need of answers to all these
questions.
How do you move the disk
directory so that it cannot be
read from DOS?
I was told that each sector has a separate

header telling DOS which sector it is. so that
when DOS looks for a sector, it works out the
track number, and then searches the track
for the relevant sector header. So. as a
method of software protection, programmers
plaocd identical headers at the start of every
sector, therefore making it pot luck as to
which sector DOS reaches first and displays.
38 P a g e  6's New Atart User

Also, should the disk directory sectors be
given a nonexistent or unknown header, then
they would not be able to be read by DOS.
However, studying the Disks and DOS arti-
cles in previous issues, these make no refer-
ence to such a header - does this mean that
the solution is purely hardware and not
attainable through software?
CI:;) I  think you are barking up the wrong
tree with sector headers. Maybe other compu-ters use this method but not the Atari which
always stores the directory in sectors 360
onwards. It is in fact quite simple to change
the position of the directory so that it can only
be read by the DOS on the same disk and not
by any other DOS. Somewhere among the mil-
lions of bits of paper at Page 6 is the precise
answer to this question, but I can't find The
method is something like copying the existing
directory to a new location (of your choice)
using a sector copier. locating that part of DOS
that tells it where the directory is and chang-
ing this to the new location. Next you resate
the modified DOS and then wipe out the old
directory at location 360, by copying blank
sectors on to it. I believe that the full technique
was given in a book entitled Software Protec-
tion Techniques (or something similar). Has
anyone got a copy, or know the answer to the
problem?

How can you corrupt DOS 2.5
so as to make it accept illegalfilenames?
One solutionl was Oven is: Boot your DOSdisk, then POKE 3818.0: POKE 3822,127.
Then save the modified version of DOS by

using option H to write out new DOS files.
You can then use illegal filenames (including
clear screen characters to stop directories
being listed!)
However, the article from which 1 got this

Information neglected to state which version
of DOS this was with and, as of yet I have not
managed to make it work, usually ending up
with a DOS disk that crashed or locked up
upon booting.
(:!,C> The above solution applies to the origin-
al DOS 2,0. If you are using DOS 2.5, as
almost everybody is, then the answer is POKE
3774•rtl: POKE 3778.n2 where n 1 is the low
ATASCH value of the range of characters you
want and rt2 the high. Using 33 as n1 and
123 as rt2 gives you the full range of punctua-
tion, numbers and lower case letters for your
filenames but you can use arty numbers be-tween 0 and 255 to include all control charac-
ters, or a limited nwnber of control characters.
You will need to experiment though as you
may find problems, for instance Including
and ? as acceptable filename characters will
lose you the facility of us (rig these as wad-cards.
Once you have done the POKEs above you

rewrite DOS using option H. There Is no need
to reformat the disk you have booted from as
the new DOS will overwrite the old (but don't
use your master copy!)

How can you perform various
(audio-visual) tasks while
loading programs?
I included this question in my last Mailbag
letter - my best guess was that a new inter-
rupt drive was set up. However this is pure
guesswork.

How can you maintain a
steady screen display whilst
replaying digitised sound?
As this usually produces large distortion in
the sampled sound. I assume the distortion is
due to the fact that the computer spends
Irregular amounts of time on its 'housekeep-
ing' routines e.g. maintaining screen display,
scanning keyboard etc. How to get round thisdon't' know.

How can you compress data?
Other than in standard text files where you
can use one graphics character to represent a
frequently occurring group of many charac-
ters, I am in serious need of algorithms to
crunch picture and sound sample files.
(:!,(> There are classic algorithnts for com-
pressing data and I'm sure that techniques
applicable for other computers could be adap-
ted for the Atari. In the meantime check out
Andy Guillaurne's Vertical Compression
routine in this issue which may well help with
graphics.

q
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Editor's comments: We tried to make
this a regular column some time ago but no-
thing rmtch came by way of answers or ques-
tions. I still think this Is a good idea for a
continuing dialogue in the magazine so gf you
know the answers to any of the above, please
write them down for inclusion In the next
Issue. If you have any questions of your own,
send them in. Someone has the answers, The
truth is out there!
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PROGRAMMING LR 9991 REM MOTIVATION T21579:RETURN
VD 9992 REM J o e l  600dwin 31 10119 REM MOTIVATIEN VB1
TC 9993 REM NEW ATARI USER - March '96 MS 18128 DATA 8,0,162,4,173,47,2

1
9
1
1
1
141
9

CO 9994 REM INITIALISE MOTIVATION 4 7
1
2 0
4 1
1
8 ,
2 1
2
9
1 6
9 ,
3 ,
1 4
1

HB 9995 REM Inputs: DY 18138 DATA 2 9
1
2 8 8 0 7 3
1
111
1
2
1
9
1
1 6
1
1 4 1
9
1

NS 9996 REM RES=resolution 1 or 2 4or 11
1
2
0
4
1
1
2
7
1
2
8
8 ,
1
7
3
1
4
3
1
6
1
2
4
8
9
3
1
7
6
1
9
8

JN 9997 REM single or double line S8 18148 DATA 2 2 8
1
1 7 3
1
4 1
1
6
1
1 8
1
1 0 , 1 3
1
4 1 , 6 ,

ER 9998 REM PMBASE=page number where 180803
1
41
1
6
1
1800
9
13
1
41
1
6
1
141

FJ 9999 REM PM memory begins OE 10158 DATA 12,288,172,41,6,185,242
1
60

HH 18880 DIM MOTS(50)1
1 M A 6 E A D
R ( 4 ) , C O L
O U R (

4 1
9
2 0
1
6
9
1 3
8
1
1 8
1
1 6
8 ,
2 4
,
1 8
9 ,
1 1
,
6 ,
1 2
1 ,
8

4 )
1
H
P
O
S
( 4
) ,
V
P
O
S
M
I
S
I Z
E
( 4
) :
R
E
S
T
O
R
E  
1
8
8

OH 18168 DATA 6 ,141
1
139
1
6
1
185
1
1
9
6
1
141048

88 ,6,189,15,6,248
1
9
1
168
1
169
1
1
1
153
1
255

NE 18810 RES=3-RES FU 10178 DATA 2 5 5
1
1 3 6
9
2 8 8 , 2 5 8 , 1
3 8
1
1 8 0 6 8
1

AT 18828 FOR 1=1578 TO 178I:READ 8:POKE I 189,21,6
1
224
1
4
1
248
1
5
1
157
1
8
1
288
1
288
1
22
1

,B:NEXT 1:POKE 1586
1
16IRES-4

141
LL 18038 FOR 1=1 TO 58:READ 8:110T$(1)=CHR NO 18180 DATA 7

1
2 8 8 , 2 4 ,
1 8 9
1
2 8
1
6 0 4 1
5
6
1
2 8 8

VID:NEXT I 1
1
0
9
,
2
8
1
8
1
1
4
1
,
5
,
2
8
8
,
1
1
9
,
2
8
,
6
0
4
1
1
4

Oa 10840 IF RES=1 THEN LO=128:HI=P1BASE+1 MP 18198 DATA 2 8 11
1
2 4
1
1 8 9
1
2 6
1
6 0 5 7 0 0
1
6
9
1 2

JW 18058 IF RES=2 THEN LO=0:H1=PMEIASE+3 1,6,6041,2310
1
185
1
1
1
6
1
141
1
232
1
6

PU 18068 FOR 1=8 TO 4:COLOUR(1)=704+1:SIZ BG 18281 DATA 1 8 5
9
3 1
1
6
1
1 4 1
9
2 2 8 0 6 , 1 4 1
1
2 1 9 ,

E(1)=53256+100S(1)=1557+1:VPOS(1)=15 6 ,185 ,32
1
6
1
141
1
229 ,6
1
141 ,221
/
6
1
173
1
255

62+1:1MA6EADR(D=1567+1X2 IP 18218 DATA 255,157,15,6,168
1
240
1
9
1
185
1

ZE 18878 POKE IMA6EADR(I)
1
42:POKE 
I M A G E A D

2 5 5
1
2 5 5
1
1 5 3
,
2 5 5
,
2 5 5
,
1 3 6
,
2 8 8
,
2 4 7
,
2 8 2
1
1 6

R(I)+1
1
6:PO
KE 
1 5 5
1 + 1
1
8 : N
E X T  
I :
C O
L O
U R
( 4

028
1
76

).711iSIZE(4)=1577:POKE SIZE(4)
1
8

KP 18220 DATA 98,228
1
2,4
1
2
1
8

NE 10888 POKE 1 5 4 4
1
( 1 . 0 = 0 ) 1 ( 2 5
6 - 1 . 0 / 4 L 0 - 1
: P

JC 18229 REM MOT$ DATA
OKE 1 5 4 5
9
H I : A D
D R = L 0
0 11 2 5
6 : F 0 R  
1 =
0  
T
O

711 18238 DATA 184
1
184
1
133

3 OS 18248 DATA 2 0 8
1
1 8 4 , 1 3 3 , 2
8 7 , 1 8 4
1
7 3
1
2 5 5
1

RO 18898 LO=1.0+128KRES:IF LO:256 THEN LO= 1 3 3 , 2 8 6
1
1 8 4
1
7 3 , 2 5 5 ,
1 3 3 , 2 8 5
, 2 3 8
1
2 8 5
1
2 0 8

1:HI=H1+1 9
2
1
2
3
8
1
2
0
6

LC 18188 POKE 1536+1X2
1
(1.0=8)X(256-
LO)q0

114 18258 DATA 169,8,168
1
145
1
2117
1
288
1
288
1
2

-1:POKE 1537+M
I
HI:NEXT 
1

, 2 3 0
1
2 8 8
1
2 3 8
i
2 0 5 ,
2 8 8 ,
2 4 5 ,
2 3 8 ,
2 8 6
1
2 8 8
1
2

MN 18118 1=USINADR(MOTC
I
ADDR,(PMBASE1256

41069
1
7

+18241RES)-AD)iPOKE 54279,P1BASE:HAL DI 18268 DATA 162,6068,44,76
1
92,228

MOTIVATION
Joel Goodwin
shares a neat PMG
machine code
routine with you
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y ou're designing a great program. Allyou need is some nice player-missile
graphics to complete it. But - sigh -

you have to light your way through all those
POKEs and PEEKs to get anywhere. Nice hori-
zontal motion ... but vertical motion is a Joke.
Well, hey!! might just have the thing for you!
Let me introduce you to "Motivation' a nice
piece of machine language which allows you
to focus on the graphics rather than all that
programming.

GETTINGMOTIVATION
To use Motivation, you must include the

Motivation initialisation subroutine in your
own program. To get it up and running you
have to do three things:

1. Decide which PM resolution you want.
Set the variable RES to be 1 for single-line resolution or 2 for double-line re-
solution. (Remember that single-line isthe finer one)

2. Reserve enough memory for the player-
missile graphics. You know, the usual
messing about with RAMTOP, memory
location 106. When you've done that set
the variable PMBASE to be the page
number that the player-missile memorystarts from.

3. 00SUB 10000
Page 6's New Atari User

1

Underline INVERSE CHARACTERS [ J= CONTROL + CHARACTER - < > : INVERSE CONTROL + CHARACTER
After your program has finished step (3) then

It is ready to use some motivated player-
missile graphics.
Okay, I lied about the missile graphics. Butit's not all bad. What Motivation does is turn

the four missiles into one player, so you don't
have four missiles but you do have five
players!
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So how do you use these live players? Well
Motivation has set up some variables which
makes all that memory map checking a thing
of the past. All you do is POKE through thevariables, like thus:

150 POKE HPOS(0),100
This would give player 0 a horizontal posi-
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lion of 100. Or
225 POKE SIZE(4),3
This would give player 4 quadruple width.

The number in brackets is always the playernumber. from 0 to 4.
Here is the list of all of the variables Motiva-

tion sets up for you to use, where p is the
player number.

HPOS(p) Hor izontal position
VPOS(p) Ve r t i c a l  position
SIZE(P) S i z e  (width) 0=norrrial

1=doub1e 3=quadruple
COLOUR(p) Colour
IMAGEADR(p) Two-byte image address
HALT H a l t  flag (special, see later)

But let's discuss exactly how you would go
about putting some players onto the screen.

MANIPULATINGTHE PLAYERS
First thing you have to do is give a player an

Image. The best way of doing this with Moti-
vation is put the image into a string. Now say
we wanted to have a player in the shape of an'A'. Well, the data for an A could be:

350 DATA 24,60,102,102,126,102
And this is what we would actually do:

300 DIM A$(7)310 FOR WI TO 7:READ D: A$(1)=D: NEXT I
320 DATA 6,24,60,102,102,126,102

The important point is that Motivation looks
for the first byte to tell it how much graphicsdata there is. So here we have said that the 'A'
shape has 6 bytes of graphics.
How would we give a player this shape? We

need to work out the address of the shape in
memory. We would do this by the following

42 P a g e  6's Ne

set of commands:
330 IMAGE.-ADR(A$):H1=INT(IMAGE)/256:1_0=IMAGE-HI*256

This has converted the image address into
the standard two-byte form of an address. We
would then pass on the image to Motivation.
For instance, for player 3:

340 POKE IMAGEADR(3),LO:POKEIMAGEADR(3)+1 , HI
'Men we could POKE IIPOS(3) with the hori-

zontal position. VPOS(3) with the vertical
position. SIZE(3) with the size and
COLOUR(3) with the colour. And that is all
there is to using Motivation.

I LIED AGAIN!
Motivation is essentially a Vertical Blank In-

terrupt (VBI). What this means is that Motiva-
tion is activated every 1/50th of a second and
it proceeds to check all of the inputs from the
programmer through HPOS(x). VPOS(x) andso on.
The problem is that because it works so fast,

and BASIC works so slow, you might end up
with Motivation being activated when you
have only POKEd the one-half of an Image
address (recall that you have to do make tWo
POKEs to set an image address). This means
there will be an unsightly flash of garbage on
the screen when you arc POKEing an imageaddress.
There are two solutions to this. One is that

you should only change image addresses
when players arc off screen (i.e. when you
have POKEd HPOS(x) with 0). This is fine but
means animation cannot be achieved by
POKEing the image address - you would have
to physically change the image data.The second solution which is in-built into
Motivation is the HALT flag. You can effective-
ly turn Motivation off while POKEing an image

to Atari User

EX 1 REM NNNINNNN888088880811881088811888
IR 2 REM • MOTIVATION DEMO 1 N
IL 3 REM N b y  Joel GoodwinHB 4 REM II   I t
DV 5 REM N NEW ATARI USER -MARCH '96 N
FC 6 REM 111188184811111188111888111188811801
NM 7 REM
OD 58 RES=2:PMBASE=PEEK(186)-4:POKE 106
1
P

MBASE-1:GRAPHICS 8:POKE 718,18:PONE 75
2
1
1
:
?

ME 68 GOSUB 18880
XF 78 DIM IMA6ES(17):? :? :? 'EESCJAB1

Move the joystick!'IH 88 RESTORE :FOR 1=1 TO 17:READ 0:IMA3E
1(1)=CHR1(0):NEXT I

RD 98 IMADR=ADR(IMA6ES):HI=INI(IMADR/256)
:1.0=IMADR-HIX256

GA 188 H=180:V=58:POKE COLOURM
$
150:POKE

SIZE(8),3
14J 118 POKE HAL7,1:POKE IMA13EADR(0)
1
1O:PO

KE 1MAGEADR(8)+1,HI:P0KE HPOS(8),H:POK
E VPOS(8),V:POKE HAL1,8

KZ 120 POKE HPOS(8),H:POKE VPOS(8),VPS 138 S=STICK(8):1F S=14 THEN (.=V-(V)16)
:COTO 128

CW 148 IF 5=13 THEN V=V+(V(96):6010 120
MN 158 IF S=Il THEN H=H-21(H)413):GOTO 128
GS 168 IF 5=7 THEN il=11+2W4(176):6OTO 128
NB 178 GOTO 138
MI 280 DATA 1 6
1
1 2 9
1
1 2 9
1
1 5 3 , 1 5 3
,
1 8 9 , 1 8 9
, 2 5

5
1
2
5
5
,
2
5
5
,
2
5
5
1
1
8
9
,
1
8
9
,
1
5
3
,
1
5
3
,
1
2
9
1
1
2
9

MV 9991 REM  MOTIVATION
MI 9992 REM  Joel Goodwin - June 1995
KJ 9993 REM
VZ 9994 REM  INITIALISE MOTIVATION
HB 9995 REM Inputs:
MS 9996 REM RES=resolution 1 or 2 for
JN 9997 REM single or double line
ER 9998 REM PMBASE=page number where
FJ 9999 REM PM memory begins

HH 18881 DIM M1TT$(58)
1
IMA6EADIN4)
1
COLOUR(

4),HPOS(4),VPOS(4)
1
SIZE(4):RESTORE 
1 8 8

88
NE 188113 RES=3-RES
Al 10028 FOR 1=1578 TO 17131:READ B:POKE I

,B:NEXT 1:POKE 1586
1
161RES-4

IL 10838 FOR 1=1 TO 58:REAO B:MOTS(1)=CHR
VID:NEY7 I

00 18848 IF RES=1 THEN 1.0=128:HI=PMBASE+1
JW 18858 IF RES=2 THEN 1.0=0:111=P1BASE+3
PU 18868 FOR 1=8 70 4:COLOUR(D=784+1:SI2

E(I)=53256+1:HPOS(I)=1557+1:VPOS(I)=15
62+1:IMA6EADR(I)=1567.1X2

ZE 18878 POKE IMAGEADR(1),42:POKE 1MA6EAD
R(I)+1
1
61PO
KE 
1 5 5
1 + I ,
8 : N
E X T  
1 :
C O
L O
U R
( 4

)=711:S1ZE(4)=1577:POKE 5I2E(4)
5
8

NE 18888 POKE 1544,(1.0=8)1(256-1.0)+1.0-1:P
OKE 1545,HI:ADDR=1.01011X256:FOR 1=8 TO3

RO 18898 1.0=1.0+128IRES:IF 10=256 THEN LO=
8:H1=H1+1

LC 18188 POKE 1536+112
1
(1,0=8)X(256-1.0
)+LO

-1:POKE 1537+1X2,HI:NEXT 1
MN 18118 I=USEADR(MOTS),ADDR
I
(PMBASEX256

+1824IRES)-ADDR):POKE 54279,PMBASE:HALT=1579:RETURN
JN 18119 REM  MOTIVATION VBI
MS 18128 DATA 0
1
8
1
1 6 2 , 4 , 1
7 3 , 4 7 , 2
, 9 , 8
1
1 4 1
1

4 7
1
2
1
1 4
1
1
8 ,
2 1
2 ,
1 6
9 ,
3 ,
1 4
1

DY 18138 DATA 29,208
1
173
1
111
1
2
1
9
1
16
1
141,1

11,2,141,27,2013
1
173
1
43
1
6,240
1
3
1
76
1
98

SB 18140 DATA 228,173,41
1
608,18
1
13
1
41
1
6
1

1 8
1
1 8
,
1 3
1
4 1
1
6 0
8 ,
1 8
,
1 3
,
4 1
,
6 ,
1 4
1

DE 18158 DATA 1 2
1
2 8 8 0 7 2 ,
4 1 , 6
1
1 8 5
1
2 4 2
1
6 , 1

4 1 , 2 8 , 6
1
1 3 1 3
1
1 8
1
1 6 8 , 2 4 ,
1 8 9 , 1 8
1
6
/
1 2 1
1
0

OH 18168 DATA 6,141,139
1
6
1
185
1
1
1
6041,148

,6 ,18905
1
6
1
248
1
9068
1
169
1
1
1
153
1
255

FU 18178 DATA 2 5 5
1
1 3 6 , 2 8 8
$
2 5 8 , 1 3 8 , 1
8 , 1 6 11 ,

1 8 9
1
2 1 0
5
1
2 2 4
,
4 , 2
4 8
/
5
1
1 5 7
1
8 , 2
1 8
1
2 8 8
1
2 2
;

141

, Underlie INVERSE CHARACTERS [ I = CONTROL + CHARACTER • < =  INVERSE CONTROL + CHARACTER
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address. You would use
400 POKE HALT,1

to tell Motivation to stop. Then you would
POKE your image address, for example

410 POKE IMAGEADR(4),LO:POKEI MAGEADR(4)+1
and then you would tell Motivation to con-
tinue again by using

ND 18188 DATA 7,288,24,189,28,6041,6,288
,189,28,6041
1
5
1
288089,20,6
041,4

MP 18198 DATA 288,24089
$
26
1
6057
1
18,602

1 , 0
/
6
1
1 4
1 , 2
3 1 ,
6 p
1 9
5
1
1
1
6
1
1 4
1
;
2 3
2
1
6

BO 18280 DATA 185,31,6041,228
1
6041,219
1

6085,32,6041,229
1
6
1
141
1
228
1
6073,255

IP 18210 DATA 2 5 5
1
1 5 7 0 5
1
6 0 6 8
1
2 4 8
1
9
1
1 8 5
1

255,255,153,255,255,136,288,247,202,16
,128,76

KP 10228 DATA 98,228,2,4,2,8
JC 18229 REM  MOTS DATA
Zti 10230 DATA 184,184,133
Os 18240 DATA 288084
1
133
1
287p184 ,73
1
255 ,

1 3 3
;
2 8 6
1
1 8 4
1
7 3
1
2 5 5
1
1 3 3
1
2 8 5
1
2 3 8
,
2 8 5
,
2 1 8

'
2
,
2
3
8
,
2
8
6

UA 18258 DATA 1 6 9
1
1 0 6 8 , 1 4 5 ,
2 8 7 , 2 8 8 , 2
8 8 , 2

1
2
3
8
1
2
8
8
5
2
3
8
,
2
8
5
1
2
8
8
,
2
4
5
,
2
3
8
,
2
0
6
1
2
8
8
,
2

41,169
1
7

DI 11268 DATA 162,6,168,44,76,92
1
228

44

Underline: It'NERSE CHARACTERS • [ = CONTROL +CHARACTER • < > = INVERSE CONTROL + CHARACTER
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420 POKE HALT,0
You may find these extra couple of POKEs

slow things down a little and so it is up to you
which approach you take.
Note that when Motivation is stopped it does

not mean all of the players will disappear. All
it means is that players will not be updated
(position, size etc.) until you turn it back on.

OTHER THINGSWORTH KNOWING
Refrain from POKEing any of the player-mis-

sile memory locations. Use Motivation's POKE
variables e.g. HPOS, VPOS, SIZE. You are
allowed to POKE the priority register. 623,
but you will find that the bit corresponding to
"turn the four missiles into a fifth player is
permanently on. You can also POKE the
SDMCTL register, 559, but there you will find
the relevant bits which activate the players
are permanently on. It Is best to POKE to 559
as if player-missile graphics are not in use.
For example:

POKE 559,0 turn off screen
POKE 559,34 - turn on screen

One thing Motivation does not interfere withIs the collision detection mechanism. You can
still POKE to HrrcuR (53278), and PEEK the
collision detection registers as normal. Justremember that the four missiles are now one
player. player 4.
Talking about the four missiles as one play-

er, you will need to bearin mind that the
colour of player 4 is the same as the colour of
playfield 3_ That is. if you POKE COLOUR(4)
then you are actually POKEing direct to loca-
tion 711, Le, Just like using a SETCOLOR
3.x,y command.

You can also POKE directly to the player-
missile memory. There is nothing "illegal"about this but be warned that Motivation will
not care for anything you smuggle in throughthe back door.
Motivation uses nearly all of page 6 of mem-

ory. only locations 1782-1791 are free. Also.
when initialistng. Motivation will use memory
locations 205-206 but once it is up and run-
ning these locations are free for your programto use.
Motivation works by erasing old player im-

ages and drawing new ones constantly. If you
have very large images you may find that your
program begins to slow down_ This is one
price you have to pay for Motivation's sim-
plicity.

THE LAST WORDS
There are two demo programs. The first Is a
simple one designed so that you can read the
program to help you get to grips with Motiva-
tion. All it does is move around a large player
using joystick input.
The second is well, a bit of fun really.
Motivation isn't perfect but I'd guess that it's

a damn sight easier than setting up player-
missile graphics from scratch. 1 hope youthink so too.

NOTE: Listing 2 is too long to
Include in the magazine and istherefore on this issue's disk as a
ready to run program. It is also
available as a Typo-coded printedlisting on request.
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A SUMMARY OF THE
PROCEDURE

1. Put RES=1 or 2 for single Of double-lineresolution.
2. Reserve memory for the player-missile

graphics. Set the variable PMBASE to be
the page number that this memory startsfrom.

3. GOSUB 10000 to initialise Motivation.
To give a player an image, put the image

data into a string but the first byte of the string
must be the number of graphics data bytes
there are, The address of this string must be
divided into its 1.0 and HI parts which must be
POKEd into IMAGEADR(p) and
IMAGEADR(p)+1 respectively, where p is the
player number.
Other characteristics can be set by POKEing

HPOS(p), VPOS(p), SIZE(p) and COLOUR(p).
To avoid garbage Hashes when setting an
image address, POKE HALT with 1 before
setting the image address, and POKE with 0when finished.

THE TRUTHIS OUT THERE
At least irs in the PD library this month -
check it out to discover everything youdidn't know about the X RIES

With thanks to Kevin Cooke
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Features
and ©MONSA GLORIOUS FUTURE?
Is James Mat hrick
dreaming or could
there really be a
future for Atari?
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Les in the March/April edition, about
the Atari Time Machine may have

classed it as a space filler, a trip Into the
fantastic by an over-worked editor, or an ela-
borate April Fool Practical Joke. Or. if you
believed it, you may have agreed. that due to
Atari's incompetence. it had no future. Let me
tell you, it does, or did, or will, because I havebeen there and I have returned from the fu-
ture with a story to tell.

For some time t h e  Atari
8-bitters had been left in the lurch, left to
fend for themselves and provide their own
support. Thus, they had become a super-race
of programmers. but still had riot the recogni-tion this deserved.
In early 1996. the editor of the world's oldest

and best dedicated 8-bit magazine sat down
and wrote an article, a mere trip into thefantastic about an Atari Time Machine.
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Some distance away
the Tramiel household. Jack spluttered noisi-
ly over the breakfast table. lie calmed down.
placed his bank statement back on the pile of
junk mail, and started to mop up the cham-
pagne that was now dripping off the side ofthe table.
Ills eldest, Sam, thundered down the stairs

and bounded into the dining room, flinging
open the door and causing the junk mail to flyaround the room.
"Crow up" muttered Jack "you're over forty".

leaning over to retrieve the letters from thefloor.
"Dad, you know British Rail ..." whined Sam.
"Son, I'm not getting you any more com-

panies" muttered Jack, regaining the last of
his mail. "Especially considering the situa-tion.
- 
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table to Sam. who studied it with some diffi-
culty.
"So. Cr..this is bad then?" guessed Sam.
Jack nodded silently and munched thought-
fully on his smoked salmon. Things had got
bad, and they might get worse. Money was a
scarce commodity and purse strings would
have to be controlled. Hell, he might have to
sell some of his houses, and the yacht would
have to be history.
The butler brought in more food, and Jack
rummaged around in the junk mail, and
found a diamond in the rough - a one-off
subscription to the resource for the Atari
Classic and Atari ST. He slid open the en-
velope, and slid out the magazine, pausing to

quietly admire the quality appearance from
pink cover to pink cover. He sighed slightly atthe insults thrown at him from the back
cover, but then again. he'd got used to them a
long time ago. his mind wandered as he flick-
ed through the magazine, revering the sheer
grittiness and perseverance of the publishers
and contributors to continue carrying the
Atari torch, What he needed, he thought, was
inspiration, in order to stop Atari PLC from
collapsing.
His eyes fixed suddenly on an article, It'stitle read "ATARI SAVED!". He scanned over

the various insults. and then sat back, pick-
ing the caviar from his teeth and consideringthe idea. Time travel. Wow!
Twenty seven seconds later, he had a
headache, and needed help working stuff out.
He called the butler over and whispered to
him. Sam sucked loudly at his champagne
through his straw.
The butler wheeled over a computer, the
letters "ATARI 800XL
- 
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plate on the keypad. Jack looked quizzically.
He had never really been a computer man,
but he'd had this computer since at least
Thursday, as someone had told him they were
antiques. He waited.
"Jeeves. it's not doing anything."complainedJack.
The butler leant over.
-
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muttered the butler.
Jack leant forward, eyeing the butler withdistaste, and flicked the switch. He sat back,
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e

silent,
licked, and fell

scoleanmputteforrvrbecardpeagd' clicked, keys. sir"
Five minutes, and thirty-three ERROR mes-
sages later, Jack got up and walked to the
window. He needed help. Ile would also start
Saving money, too.

keves, get the car. I'm off to our thought-tank"
"The ear has a puncture. sir"Damn it Get another." ordered Jack- After

all, Mercs weren't that expensive. Computers
were though. Apparently.

A few years later Atari
had long since folded. The Atari Time
Machine project had stopped short due tolack of funds. In order to raise funds. Atari
had sold the Time Travel software rights to
Sega. who now owned three-quarters of the
world's wealth. The software did the job, but
barely, and didn't quite work completely onthe Atari hardware - in fact, the time machine
managed to eradicate itself and several large
cities out of existcnix• and therefore never
actually existed at all.
It was about this time that a programmer,

driven insane by the infinite variations and
add-ons of modem PCs, released two deadly
viruses into the world. One was a computer
virus, transferred by the Internet and disks.
that eventually led to the simultaneous col-
lapsing of every Internet link in the world. The
second, more deadly, virus, attacked more
organic systems, humans in fact.It was a variation of thc 'flu virus, which
synthesised nitroglycerine and stored it in a
purpose-constructed vacuole, which was then
ignited by a high output of metabolic energywhen the virus died. The result of this, due to
the quick spreading of the virus throughout
society and the human body. was that almost
everybody in the world spontaneously ex-
ploded. Almost everybody.
The long-suffering and gritty Atari classic
programmers appeared to be immune to both
viruses. The computer virus immunity was
easy to explain, as no commercial software
passed between the superior machines any
longer, and very few were connected to the
Internet. The biological virus immunity.
however, was harder to explain, but was attri-
buted mainly to the high caffeine levels in theblood (from obscene amounts of cold coffee
taken in late at night) and the semi-cataleptic
state this, and very late nights in front of long
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programs, produced.Because of this, the world was devoid of all
technology. (as even toasters were linked up
to the Internet in those days) and human life,
except for the Atari programmers and their
trusty 8-bits. They. too, would have died out
also. if one of their number had not disco-
vered a top secret military coffee mine, whichsustained their semi-conscious existence
from then on.
One of them, called Mykl. one day uncovered
the plans for the Atari Time Machine on a PD
disk, aptly labelled 'Diversions'.
The programmers, well used to fitting mem-
ory upgrades and such like, managed to re-construct the machine and correct the soft-
ware for it One of their number, namely me.
was volunteered to take the one-way trip back
to the twentieth century to warn of the im-
pending disaster.
I would have gone back then, but by some

freak of nature, it started to rain cold coffee.
In the year-long burst of hyperactivity and
twitching that followed, the programmers
managed to repopulate the world.
The world is now (then?) a utopia of Atari
8-bit programmers. where all software and
hardware is fully compatible. and where qual-
ity software is commonplace.
I came back, reluctantly, three years after

then, and my message is this. We have a
glorious future - if you stick by your machine
and by your principles, you will survive when
the world collapses. We can make the world a
better place. Remain faithful, and carry on
believing.

O K , somaybeitmaynot
happen exactly like that (Cod knows, it may
have already). and I may not have exactlytime travelled back from the future, but this
little bit of fantasy does go to show the sheer
quality of us Atarians. How many non-Ata-
rians out there can program their computers?
How many know the inner workings of their
48 P a g e  6's New Atari User

computer? How many even know what the 'K'
rating means? Not as many as 8-bit owners. I
would guess.
The software coming out for the Atari at the
moment pushes it beyond its limits and capa-
bilities - how many PC programmers can
claim that of their software? It may be true
that only when one is restricted (in terms of
capabilities of the hardware) and discovers
one's limits, can one be truly free and pro-
duce high-quality results. Modem PC prog-
rammers are lost in almost limitless memory
and hardware, and never have to juggle with
capacities and capabilities. and the result is
ANOTHER mediocre (in respect to the poten-
tial of the machine) blat-cm-up arcade game.
How many commercial text adventures do

you see on PCs? A program where you actual-
ly have to know how to READ and THINK
without having to rely on itchy trigger fingers?
Not many, again.
Because of the restrictions and compromises

of the Atari. the Atarians have become a bet-
ter quality of person - when they encounter a
problem or impossibility, they will find a way
around or under it and produce the result
they want, without necessarily sticking more
memory in the machine or upgrading their
soundblasters - compromise without loss.
And so, we become more adaptable and re-
sourceful. So hang in there - we are the mas-ter race.
To be fair, we haven't got everything going for

us. Years ahead, when scientists are strug-
gling to create artificial intelligence. we Ata-rians will know that Atari created it in the
early '80s in the 8-bits. How else do you
explain the computer locking up In exactly
the same point in a program again and again
when it gets bored? Or the computer scramb-
ling a particular file it doesn't like, or it throw-
ing up random errors when its not happy with
your DLIs? I blame artificial intelligence.
although again, it instills us with patience
and perseverance, adding to our sheer
quality.

So we are not part of a computer ring, but
more of a religion, a small group of elite prog-
rammers. The worshippers. I reckon, can be
separated into two groups - the thinkers and
the programmers.
The thinkers are those with the ideas - grand
and incredible plans for software and games,
ideas. which, to be quite frank, the non-Ata-
dans lack. (Let's face it. if they're not open-
minded enough to have an 8-bit, how great
can their mind be?) They may also have ideas
about how to improve programming, and get
round those little niggles that have prevented
great things happening on the Atari. Whatev-
er the ideas, the thinkers lack the necessary
programming knowledge or feeling to imple-
ment these Ideas. I. myself, belong to this
group. although. through great perseverance.
my programming capabilities are advancing
In leaps and bounds.
The second group is the programmers -
those with the natural feeling for program-
ming, who can basically take an idea and
make it a reality, given enough cold coffee and
an assembler, compiler or whatever. They do.
however, lack the divine inspiration of the
thinkers, and spend their time improving ex-
isting programs or upgrading previous ideas.
There are the rare few, the thinker-program-mers, who have the ideas, and the means to
make them real. If you are one of these, and
you have not yet produced any software for
the numerous PD collections. WHY NOT? You
are letting the Atari slip quietly out of exist-
ence, so start coding!
For the rest of us, the less gifted. who fall

Into either of the categories, the solution
seems simple - let's combine talents - stop
being separate units of Atari users, watching
the few thinker-programmers striving to keep
the Atari alive, and become a single Atarianorganis
m
.
The problem is how to achieve this. Small
Marian communities have set up. e.g. Aura,
WFMH, Hardsoft etc. and have produced
quality software. Surely in the scattered
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thousands of users out there, there are think-
ers and programmers in close enough proxim-
ity to produce software.
Otherwise, extend the 'How do they do that?'

column into a sort of Programmer's challenge
- send in your problems with programming.
and let others help you out.
Also, other than offering yourself as a pen

pal. a thinker and programmer contact ser-
vice could be set up. Surely the thinkers outthere have had ideas for software, but have
thought them stupid or impossible ideas - let
the programmers decide whether they are im-
possible. Likewise, the programmers out there
would surely like a challenge or problem, but
have thought their talent is useless, riot good
enough or wasted on a dying community.
Snap out of iti Let's get together and make
this world an 8-bittier place!
For those who claim to be of neither group,

articles, hints and tips are well within your
capabilities - even a letter to the Mailbag
expressing your opinion of the Atari situation
would help us Atarlans - everyone has some-
thing which they can submit to Page 6 and/or
similar 8-bit magazines.
Overall, it can be seen that a lot can still be

done, and the possibilities can never end. If
we all pulled together, the 8-bit can survive
well into the next century.

DISCLAIMER: Although the Tra-
miels were mentioned in the story. I do notwish to ridicule or embarrass them (or be-
come engaged in a law suit) I think that they
art all great guys, and that they all weigh
their weight In gold. I would gladly shake any
of them warmly by the left fool
Should you wish to agree. disagree. com-

ment. send words of support etc. or offer/
exchange Ideas/programming skills write
either to Page 6 (address in front cover), or
me, James Mathrick. at 58 Whichers Gate
Road, Rowlaruls Castle, Hants, P09 6BB •
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a utility program. to provide sub-menus
with various ways of exiting. In most

cases after selecting a potentially destructive
function from a menu, a sub-menu is display-
ed giving the option to continue or exit
perhaps by pressing RETURN or ESCAPE or
even by pressing either 'Y' or 'N' for Yes or No.
Sometimes a specific key. such as ESCAPE
must be pressed to exit, maybe to exit from
an error trap routine for example. When dis-
playing instructions on screen, it may be
more convenient to allow any key to continue,
but a specific key such as BACK SPACE to
allow a previous screen to be redisplayed or
again ESCAPE to exit.
The machine code routine presented here

performs these three functions, each of which
is automatically determined by the number of
parameters used in the call. The routine willhold the current screen until..-

1. Either of two keys are pressed
2. A specific key is pressed
3. Any key is pressed

A great routine to allow
you to select specific
keys to exit from a
section of your program
50

by John Foskett
USING THE ROUTINE
Each of the routine's three functions are

described separately as follows....

1. EITHER OF TWO KEYS
The routine will exit only if either of two keys
are pressed when using two parameters asfollows....

KEY.LISR(ADR(HOLD$),A,B)
Where 'A' and 'B are the hardware codes for
the chosen two keys required for exit. To
determine which of the two keys were press-ed. the routine returns a value of ONE to
BASIC if the key representing the first para-
meter in the call is pressed and a ZERO lilt isthc second.

2. A SPECIFIC KEY
The routine will exit only if a specific key is
pressed when using one parameter asfollows....

KEY=LISR(ADR(HOLD$),A)
Where 'A' is the hardware code for the speci-
fied key required to exit.

3. ANY KEY
The routine will exit if any key is pressed if
used without any parameters as follows....
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The hardware code for the key pressed is
returned to BASIC so that the actual key
pressed can be detected.

SOME EXAMPLES
KEY=USR(ADR(HOLD$),12,28)

This would be used to hold the screen where
either RETURN or ESCAPE is to be pressed to
exit, all other keys being ignored. If RETURN
Is pressed. then KEYa I because 12 is the
hardware code for the RETURN key which is
the first of the two parameters in the call. If
ESCAPE is pressed. then KEY() because 28
is the hardware code for the ESCAPE key
which is the second parameter in the call.

KEY=USR(HOLD$),43,35)
This is the same as above except that the
routine only responds to the Y and 'N' keys.43 is the hardware code for Y and 35 for 'N'
and therefore KEY= I only lithe 'Y key is
pressed.

KEY=USR(ADR(HOLD$),28)
This is used to exit where a specific key is
pressed, in this case the ESCAPE key because28 is the hardware code for ESCAPE.

KEY=USR(ADR(HOLD$))
This would be used to hold a screen where
any key Is used to exit. If the key pressed wasthe SPACE-BAR, then KEY=33 because the
hardw
-
are 
c o d
e  
f o
r  
t
h
e  
S P
A
C
E -
B
A
R  
i
s  
3
3
.

HOW THEROUTINE WORKS
There is only one extra memory location

used in the routine which is the zero page
location 203. If required. this may be replaced
with any of the unused locations anywhere inRAM.
The first operation of the routine is to place a

zero into locations 203 (PEEKADD), locations
212 and 213 and then to load the X registerwith 255 and store it in location 764 to cancel
any key press that may eidst A value of 255
In location 764 means that no key has been
pressed. The next operation is to remove the
first parameter from the stack to determine
which of the routine's three functions to per-
form. If the parameter was a zero, then con-
trolls passcd to the ANY KEY section. but lilt
was I, then control is passed to the SPECIFIC
KEY section. If the value was greater than 1
(that is 2). then control is passed to theEITHER OF TWO KEYS section.
Apart from the start of the routine as de-

scribed above, the routine Is basically split
Into three separate sections. each of which is
described separately. In order to understand
the following descriptions. It is important to
note that location 764 always stores the hard-
ware code for the last key pressed.

1. EITHER OF TWO KEYS
This section first removes the two para-meters from the stack and stores them in the

X and Y registers respectively after which a
loop (LOOP1) is entered where they are con-
tinually compared with the contents of loca-tion 764. If the contents of location 764 is
equal to the contents of the X register then
the loop is exited via the label EXITI. but lilt
equals the contents of the Y register, then the
loop is exited via the label EX1T2. Since loca-
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HY 18 REM XXIXIXXXXIM1111XXIIIXIIIIIll
YV 28 REM X 1OLD SCREEN X
III 38 REM 1 A MACHINE CODE ROUTINE X
CT 48 REM X WITH DEMONSTRATION PROGRAM X
CU 58 REM X X
TC 60 REM X BY JOHN FOSKETT SEP'96
RD 78 REM X FOR NEW ATARI USER X
IF 88 REM YIXI1111MIXIXIIXIIII11111X1X
EG 91 DIM HOLDS(67)
SG 188 HOLDS=
1
)I , l (E>K<E)
T(E)11
1

I E S C
I
I N S E
R T 1 (
N ) i 1
8 1 4 1
1 A l 2
1 Y 1
h h l h
h

(1:11flgOlL1181k1H1PDIAl<E)K<E)TI.1
hh111187(i)1.111181R(;)-11111(E)K(E)TI.li

GO 118 REM
00 128 REM
FS 130 REM  DEMONSTRATION PROGRAM
AS 140 GRAPHICS 8:POKE 16
1
64 :POKE 
5 3 7 7 4
1
6

4:POKE 752,1
KG 150 ? 1
1 E S C
, C L E
A R 1  
H O
L D  
S C
R E
E N  
M
A
C
H I
N

E CODE ROUTINE":? I IESC
I
TABRESC
I
TAB114

RITTEN BY':? "IESC,TABIIESC
I
TAB1
IESC
1
LEF
T1J
OHN 
F O
S K
E T
7 '

NX 168 ? :? :? :? 'SELECT OPTION REQUIRED
.....:? :? :? '1. PRESS EITHER OF TWO
KEYS TO EXIT'

JN 170 ? :? '2. PRESS ONE KEY 10 EXIT (ES
CAPE)':? :
1 
' 3 ,  
P R
E S
S  
A
N
Y  
K
E
Y  
T
O  
E
X
I
T
'

CB 188 POKE 764
1
255:OPE
N 1 1
1
4 , 1 ,
1
K :
1
: 6 E T

11
1
11
:C
L
O
S
E 
1
1
1
:
1
(
4
-
4
8
:
1
F  
K
(
1  
O
R  
K
)
3  
T
H
E

N 180
CF 198 POSITION 9
1
5:
7 "   
T H I S  
I S  
E X A
M P L
E  
I

EXT
KW 288 FOR 1=6 TO 18:POSITION 2
1
1:? I A A A A

NIAWAPAAAPAWAWIMAAAPAAALAA':? :
1

:NEXT I
TK 218 ON K GOSUB 258,341,408El 220 REM •  Exit to Re-Run
VP 238 ? :? :? 'PRESS  RETURN  TO RUN AGA

INIESC
p
BELLP
:POKE 
7 6 4
1
2 5 5 :
1 = U S
R ( A D
R ( H

OLDI),12):RUN
LC 248 REM ---------- _____________ ------
IJ 250 ? 'PRESS I  OR N TO EXIT'
GY 268 I=USR(ADR(HOLDS)
1
43
1
35)

BL 278 ? ifESC,CLEAR1
1
:? :? ' Y O U  
P R E S S E
D

THE ';DV 288 IF I THEN?
PR 298 IF NOT I THEN ? 1
0 ) * ;CR 308 ? KEY':? :? :? 'THIS WAS ACHIEVE

D USING LINE....
1
:LISI 2 6 8

K1 318 ? :? 'WHERE....":? :? '43 IS THE H
ARDWARE CODE FOR "Y":? '35 IS THE HAR
DWARF CODE FOR 'N"

ZD 328 RETURN
LB 330 REM
UP 348 ? 'PRESS  ESCAPE  TO EXIT'
SG 358 I=USR(ADR(HOLDS)
1
28)
LI 368 ? sIESC
I
CLEAR1":? 
: ?  
' T H I S  
W A S  
A C
H

IEVED USING LINE....
1
:LIST 3 5 8

RA 370 ? :? 'WHERE...':? :? '28 IS THE H
ARDWARE CODE FOR (ESCAPE)'

ZP 380 RETURN
LN 390 REM
YJ 408 ? 'PRESS  ANY KEY  TO EXIT'
PW 418 I=USR(ADR(HOLDE)
EL 428 ? 'CESC
I
CLEAR1
1
:? : ?  
' T H I S  
W A S  
A C
H

IEVED USING LINE...I:LIST 418
VG 438 ? :? 'THE HARDWARE CODE FOR THE KE

I YOU':? 'PRESSED IS ';I
ZI 448 RETURN

Underline: INVERSE CHARACTERS • [ ] = CONTROL + CHARACTER • < =  INVERSE CONTROL + CHARACTER

tion 212, the low byte of the value for return-
ing to BASIC has been previously zeroed, exit-
ing via the label EX1T2 (where the match was
with the Y register) returns a ZERO to BASIC.
Exiting via the label EXITI (where the match
was with the X register) returns a value of
ONE to BASIC.
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2. A SPECIFIC KEY
This section first removes the one parameter

from the stack and transfers it into the X
register which is then continually compared
with the contents of location 764 within a
loop (1,00P2). The loop is only exited when

- - A

Ii

UA 10 REM IIIIIX11111I1I1XXX1IIIIIIIXI
RY 28 REM X HOLD SCREEN
Al 30 REM X MACHINE CODE ROUTINE I
110 48 REM X CHARACTER STRING WRITER X
CP 58 REM 1 BY JOHN FOSKETT SEP'96
UF 68 REM IIIIIXXXXIIXIIIIIIXIIIXXXIII
Fl 70 GRAPHICS 0:POKE 16
1
64 :POKE 
5 3 7 7 4
1
6 4

:DIM F$(14):Fi="0:STRING„LST"
KF B1 POKE 752
1
1:? : ?  
" C H A
R A C T
E R  
S T R
I N G  
W

R1TER':? :? 'PRESS START TO BEGIN'
PT 98 ON PEEK(53279)06 GOTO 91:? :? 1
14R1TING TO DISK - PLEASE 1AIT

1
:RESTORE :
0

PEN 111
1
8
1
8
1
F$

WM 188 REM  Write MC Strino
KW 110 ? 8 1 ;
1
1 8 8 H O
L D S =
1
; C H R S (
3 4 ) ;

AM 128 READ J:1F J(8 THEN 158
XI 130 ? 111;CHRS(J);:G010 128
BS 148 REM End
GZ 158 ? t1;CHRS(34):CLOSE 111:? :? 'FILE

WRITTEN IN THE LIST FORMAT':? :? *FILE
NAME: ';F$(3);IIESC,BELLMEND

EE 168 REM  Machine Code Strino Data
OF 170 DATA 169,0,133,213
1
133,212,133,213

062,255,142,234,2,114,240,38,201,1
1
24
0 , 2 5
1
1 0 4 ,
1 8 4 ,
1 7 8 ,
1 8 4
1
1 8 4 ,
1 6 8 ,
2 3 6 ,
2 5 2

JG 188 DATA 2 ,240
1
7
1
204
1
252 ,2 ,248
1
8
1
2013
1
2

4 4
1
1 6
9
1
1 ,
1 3
3 ,
2 8
3
1
1 3
3
1
2 1
2 ,
9 6
,
1 8
4 ,
1 8
4
1
1 7

8 , 2 3 6
1
2 5 2 , 2
)
2 8 8 , 2
5 1
1
9 6
9
2 3 6
1
2 5 2
1
2 , 2 4 0

20 198 DATA 2 5 1
1
1 7 3
1
2 5 2
1
2
1
1 3 3 , 2 8 3
1
1 3 3
1
2 1 2

1
9
6
1
-
1

location 764 contains the same value as the X
register and when equal, the specified key has
been pressed and the loop exits via RTS.
3. ANY KEY
The X register and location 764 was initiallyloaded with 255 at the start of the routine

prior to entering this section where they are
continually being compared within a loop
(ANYKEY). The loop is only exited when loca-
tion 764 does not contain 255 which results
When ANY key is pressed. When the loop isexitej. the value contained in location 764 is
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loaded into locations 203 and 212 for return-
ing to BASIC,

THE DEMO PROGRAM
The actual machine code routine is the

string immediately below the REM header and
the rest of the listing is the demonstration
program.
The demonstration program Is basically di-vided into 3 sections to demonstrate the

routines three functions which are selected
from the menu. The screen is filled with ex-
ample text together with an exit prompt anduses the routine to hold the screen.

COMPILER PROBLEMS
There is a small bug in thc Turbo BASIC
compiler which prevents the USR command
from returning the correct value to BASIC via
the equating variable. This problem is accom-
modated within the routine by loading the
hardware code of the key pressed into loca-
tion 203 as well as for returning to BASICwhich can then be PEEKed In the normal
way.

TYPING THECODE STRINGMACHINE
Because of the difficulty involved with typing

machine code strings, the second program
has been included to write the string for you
from a bank of numeric data. Simply run the
program and press START after which the
string will be written to disk using the filename "STRING.I.Sr in the LIST format. It is
then a simple matter to ENTER the stringfrom disk. •
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THE ACCESSOV
. S H O PDISKS DISKS

NIBBLER
Slinking through an unknown land Nibbler finds himself
in an iridescent world Of constant change. As lime grows
short tits body grows longer and he riSkS renning intohimself Can he survive?

CLOSEOUT PRICE 50p plus sop p&p
RAMPAGE

Its rough and tumbie all the way as you control threeincredibly nasty characters Which bear a remarkable
nasemblance to King Kong. Godzilla and Woa-man
through tte orgy of destruCtion in Chicago. New York
and San Francisco. You have 150 days of destruction in
50 dftront cities. Time for some reverigel
CLOSEOUT PRICE £1.00 plus 70p p&p

LANCELOT
Level 9 recreate the time of wizards and the Knights of
the Round Table in a three part adventure spanning the
complete saga ot the quest for the Holy Grail. Superblyresearched and superbly written this text adventure is
lull of atmosphere and highly recommended

CLOSEOUT PRICE E1.00 plus 90p p&p
JUGGLE'S HOUSE
Another twat program tor 3 to 6 year olds teaching the
concepts of inside, outside, upper and lower with Jug-gles house and toyshop
CLOSEOUT PRICE £1.00 plus 70p p&p

LAST FEW ROMS
BASIC CARTRIDGE
Some programs, especially some early public domain
programs won't run on the XIIXE but they will if you
plug in the old version of Basic.
CLOSEOUT PRICE E1.00 plus 70p p&p

DESIGNERS PENCIL
A new programing language that is based around the
creation of graphics screens Difficult to explain but
worth a go at this price'
CLOSEOUT PRICE £1.00 plus 70p p&p

DRUID
Another classic in which, as Last of the Great Druids.
you wander through the Dungeons of Acarnantor with
your mighty Goiem by your side on a quest to destroy
the lour demon princes. As you delve deeper into the
dungeons you will find chests containing spells of for-
midable power to aid you and Penlograms of Life which
will heal and reveatise you. Excellent graphics and su-
perb gameplay make this one of the best arcade games.CLOSEOUT PRICE E1-00 plus 70p p&p
MAXWELL'S DEMON
A simple yet challenging puzzle game einich will gel youtotally addiaed Two games in one for double the tun

CLOSEOUT PRICE 50p plus 50p p&pCASSETTES
BATTALION COMMANDER
An exciting real-lime tactical game with you as lieute-nant Colonel in charge of an entire armoured battalion.
Choose Ism the different scenarios from a training
mission against a Soviet tank battalion to lough assign-
ments against the Chinese. You can adjust the relative
strengths of your forces and the opposition and choose
from 40 different maps and 5 different scenarios
CLOSEOUT PRICE E1.00 plus lOp p&p

Transfer thesecassettes to disk!
'MANSDISK IN

is still available
Tells you how to transfer the soft-
ware shown opposite but you can
do many more - over 300 programs
successfully transferred!
TRANSDISK IS NOW ONLY £9.95(
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,
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AVAIALABLE ONLYFROM PAGE 6
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BARGAIN CASSETTES
Your choice of

any 5 cassettes for £1.50 plus 80p p&p
any 10 cassettes for £2 .00  plus £1.20 p&p
1
8
0

Eight opponents digitised speech, two
player option live poystica control. fullmatchplay sconng, superb playability_
BOMB FUSION if
A terrorist gang has planted bombe in
the Nuclear Processing Plant and youhave to go in to save the plant
DESPATCH RIDER
Join the growing band of west demonswho terrify the population of the bigcities to get the parcels through.
FEUD
You must 'out-sper your rival Wizard
Tread carefully as strange things canhappen in this game of magic
FOOTBALL MANAGER
Everything you might want in a man-agerial simulation Far too many tea-ms* to describe. but you won't be dis-appointed
GHOSTBUSTERS
At this very moment hundreds of ghostsare making their way to the infamous
spook central Only you can save theworld from disaster
GUN LAW
Four months of bloody alien attacks
have taken thee toll. You are left to fightalone against ruthless and bloodthirstykillers with lust a single machine gun
HENRY'S HOUSE /
Little Henry has shrunk and must navi-
gate he way through the royal house-hold to find the cure. Voted one of the
all time great games
INVASION
Mcbilze your units and prepare for bat-tle. This all action space conflict re-quite skill, strategy and tactics
KIKSTART
The ultimate of-road motorbike scrambit Guide your odor over the obstacles
in this great game for 1 or 2 players

LOS ANGELES SWAT if
Rescue the hostages from the terroristgangs holding out in Wee L A Clean
up the streets. Blow away the bad guys
MASTER CHESS
An excellent chess simulatioe with all
the coned moves, various openings, infact everything to keep you challenged
MILK RACE
Cychng 1,000 miles is no mean lee -
and you could end up feeling prettyexhausted by the time you've finished
MR DIG
An old favourite in whch alr Dig has todig for hidden food supplies in the
Weenie' territory below ground
NINJA
Blasts the belt off all other Martial artsgamest It says on the Someone
sure reckons this is the best pialching.twang, ducking and diving game of all
ON CU E i f
A challenging real Me simulation whichcombines Pool and Snooker on thesame cassette An atssokee must for
both enthusiasts and beginners alike.
PANTHER v o "
Save the last humane on Xenon. Take
your ground attack ship through the 30
scrolling rnega shoot-ern-up with greatgraphics and urbehevable soundtrack
PENGON
Can you save Penguin Willy from theferocious mutant sea hone? Stun them
by knocking them against the walls Orcrush them with siding ICO blocks
PLASTRON
Take your placer a small band ofpirates out to steal foul fuels from the
biggest ociporation in the galaxy
PROTECTOR
Assigned to the US Army HelicopterTraining School your aim is to becomethe bee chopper plhot in the Wes:

REVENGE II
The Mutated 90 loot high, laser spittingdeath camels have rebelled againsttheir capfors the Zzyasians and are outfor revenge! A Jeff Minter classic
ROCKFORD
The only true arcade version of the
classic game Boulderdash Explore 4levels on each of 5 different woad,
SIDEWINDER II
It is 27 years since Ma final bottle of thewar with the aliens. All this is about to
change. Step aboard your craft to de-
fend mankind in this space blast
SPEED HAWK
Defend the ring worlds of your solarsystem from space pirates. Another ofthe Vaal space games

SPEED ZONE i t
Enter the Speedzone in a frantic die
lime against alien forces. A surveyslap comes under mace and your-
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STAR RAIDERS if
What more can be said. Probably thebest computer game in the world - ever I
TAIL OF BETA LYRAE
Our A-Z of Atari Software series saysThe ultimate Scramble done with su-
perb graphics and MuSbt •
TWILIGHT WORLD"
Equipped with the latest in anti-gravitypods and Lase weapoery. battle yourway through each of eleven durbgeona
UNIVERSAL HERO,
Only seven seconds left to save theplanet I Universal HiNO has to save he
skin and everybody else's by findingbits to repair a shottle

TRANSDISK IV
shows you how totransfer these to disk!

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

TELEPHONE ORDERS ACCEPTED ON 01785 241153 USING ACCESS OR VISA
Page 6's New Atari User 55



ST PUBLIC DOMAIN

HeIk there, and welcome
to the ST PD Zone! If
you've read the 8-bit sec-
tion, you'll already know
that I'm doing the columnthis time as Stuart is mov-
ing house! I must confess
that I've given over to my
gaming bias this issue
and so I am bringing you
reviews of two top-quality
games. Without any more
watering, here are thosereviews!

THEY'RE COMMOUT OF THECTODDAM' WALLS!
ALIENS (ST937) is. as the
name suggests, a game based
upon the film of the samename. The disk starts off
with a very impressive demo
incorporating digitised stills
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byKevin
Cooke

OUNDUP
and sound elippets from the
film, e.g. -
T h e r
e ' s  
n o t
h i n
g

back here", "Look. I'm telling
you. there's something mov-
ing and it ain't us!", etc. After
this impressive start, the disk
is accessed again and the
main game screen appears.
Aliens is basically a semi-
strategic arcade game, a little
In the style of Hero Quest yetnot shown from a true 3D
perspective. The object of the
game is to get your marinesfrom the left hand side of the
screen to the exit on the
other whilst avoiding or kill-
ing the Aliens on the way. If
you think this sounds sim-
ple, don't bet on it!!!
The majority of the screen is
divided up into squares. Only
one marine may occupy a
square at a time, and each
marine may only make one
move at a time, be It aiming/
shooting his weapon or mov-
ing, before control is taken of
the next marine. After everymarine has had two moves,
the turn ends and the aliens
get a chance to attack.
Should they land on the
same square as a marine,
you may have time to shoot itdead before it kills the com-
mando. On the other hand,
you may nod Although you
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can shoot without aiming.
aiming first (using up one of
your turns) greatly increases
the damage that is done.Aliens is one of the most im-
pressive PD games I have
ever seen. Graphically, the
game Is very good. The aliensand marines are well drawn
and, at the bottom of the
screen is a digitised picture
of whichever marine you are
controlling. Also in this sec-tion are the rnarine'S name.
health condition, weapon. fir-
ing range. etc. Depending on
which weapon you have, the
accompanying fire even
changes - a lovely touch.
Each weapon even has it's
own digitised sound!
Weapons include flame-
throwers (great!), pistols.
machine guns and shotguns!
The digitised sounds and

graphics really make the
game - at various Intervals,
marines shout things such as
"move it!" and "they're closing
In!". If you've seen the Alien
films and enjoyed them,
you'll love this as it captures
the mood and atmosphere
perfectly. If you haven't seen
the films, buy this anyway
and waste away those pre-
cious hours! Yes, it's truly ex-cellent!!!

WHAT'S THIS
ABOUT A GLASSBUTTOCK?!
GLASS BUTTOCK OF
THARG (ST993), hereafter
referred to as CBOT, is yet
another excellent game from
the author of the "Grandad"
series of games.
The story goes that many

years ago on the island of
Tharg„ Queen Esmerelda suf-
fered a nasty accident involv-
ing a goat, some soft cheeseand an electric sander! Con-
sequently. her left buttockwas sliced offl To combat this
problem, a witch from a
neighbouring island was cal-led in to make a new buttock
from glass. When the Queen
found that she kept sliding
off of her throne, the witch
was banished. However, be-
fore leaving the island she
put a spell on the buttock
which, when the Queen died,allowed it to take control of
the whole island. Your task is
to control 12 citizens of lharg
In an attempt to overthrowthe buttock!
When the disk starts to

load, you are greeted with a
Tracker tune of some synth-
style music. Soon enough, a
screen appears from which
you can either read the
amusing background story
and instructions or choose to
go straight to the game.
The first game screen to
appear is split vertically inhalf. The left half of the

screen shows a map of the
island whilst the right half
shows pictures of your twelve
characters: Mr Bean, Inspec-
tor Morse, Sheik Yerbouti,
Jimmy Hendrbc, Sergeant
Wilson, Jeremy Beadle,
Timothy Lumsdem AllanB'Stard. Kathleen Turner,
Kim Bassinger. Captain
Picard and, of course. Gran-
dad himseill Each picture
has been hand-drawn but in-
credibly well - many of them
look as if they've been scan-
ned (except Kim Bassingerwho looks a bit like a
bloke!!!). By clicking the poin-
ter on any of these charac-
ters, you take control of them
and the screen changes to a
first-person perspective of
that character's view. By
clicking on the turn-left.
turn-right and move forward
arrows, you can walk yourcharacter around the island.
The characters start off on
their own but, by visiting thevarious castles scattered
around the Island, more sol-
diers can be recruited to join
the ranks. To help you with
finding the castles, they are
shown on the main map
along with your character's
own position.Each character can make
up to 20 moves per turn.
After every character has

ROUNDUP RATINGS:
ST937 - ALIENS 9 3 %
ST993 - GLASS BUTTOCK OF THARG 89%
Page 6•s New Atari User

moved or you choose to end
the turn, the enemy soldiers
get a chance to move around
the island and attack you.
Should you survive such an
attack, you can either run
away or choose to stay and
fight.Your eventual aim is to
reach the castle on the North
of the island but, as this
game is only the shareware
version, you have to register
the game with the author to
be granted access.
The graphics throughout the

game are superb. from the
pictures of your characters tothe character's view of the is-
land, everything is done inlots of humorous detail. The
game mechanics also make it
extremely easy to play - you
hardly even need to read the
instructions to be able to play
It.? The game was written in
STOS so, if you're wonderingwhat can be done with it,
take a look at this!
The registration fee is only£5 and, to be honest, once

you've played the game. I'm
sure you'll want to register to
get into the castle.Overall, The Glass Buttock
Of Tharg Is another excellent
game. The author should be
proud of his efforts and hissense of humour, come to
think of KM •
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John S Davison
explores theInternet and
discovers all
the wonders
of a brave newelectronic
world

JUST HAVING
A CHAT
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several ways people can cormnunicatewith each other via the Internet. For
personal one-to-one communication we've
discussed e-mail; for sharing your thoughts
with groups of people we've looked at Usenet
and Its newsgroups; and we've examined the
World Wide Web as a means of displaying
information to the world at large. However.
none of this takes place in real time - the
activities arc more like writing letters or dis-
playing posters on a wall. Wouldn't it be nice
If you could hold live conversations with peo-
ple wherever they are on our planet - for the
price of a local phone call? Well, you can -
using Internet Relay Chat (IRC).
In concept it's similar to the real-time local
"chat" facilities available (even to Atari users)via standard communications software on
many bulletin board systems - but it works
on a global basis. Unfortunately IRC needs
special software and I've not yet found an
Atari version anywhere. Ifyou know of any-
thing. please let me know and I'll publicise ithere. I've included IRC in this series for com-
pleteness of coverage of Internet applications
- and who knows. someone might yet produce
an Atari IRC program. I currently use IRC via
an IBM PC running a program called mIRC,
with Internet connection via CompuServe.
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DALect phecnix.deLnet (USNliNottet pecl
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MULTI-CHANNEL CHAT
IRC began life in Finland in 1988. and since
then its use has spread across the world. It's
a multi-user, multi-charmel "chat" system
allowing people to converse in real time via
messages keyed in at their computer
keyboards. It works via a world-wide network
of IRC server systems all linked to the Inter-
net. By connecting to one of them using an
IRC client program you can gain access to theIRC "channels" it handles. A channel is a
place In cyberspace where people can meet (a
sort of virtual conference mom), and each Is
usually devoted to a particular topic of con-
versation. You then "Join" a selected channel.
at which point you'll be in the company of
like-minded people scattered all over the
world. You'll see conversations taking place
between them displayed right there on your
computer screen - as they happen. You parti-
cipate in the conversations simply by typing
comments on your keyboard. Anything you
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Choosing an
IRC server
prior to con-
nection

type is immediately broadcast to everyone
else on the channel and displayed on their
screens, and they can respond accordingly.
IRC gained widespread fame in 1991 duringthe Gulf War. First hand news of the hostili-

ties were broadcast live from the area by IIRCusers, while other users all around the world
gathered on appropriate channels to hear
about and discuss what was happening. A
similar thing happened in 1993 in the coup
against Boris Yeltsiri, when eye-witnesses in
Moscow gave live reports on the action there.
When you log onto a server you can request
a list of the channels it's handling, and the
server will display them on your screen. There
are often hundreds of channels in use at any
one time, so deciding which to pin can be a
problem in itself. If you're a complete IRC
beginner (like me) it's probably best to find
one of the "general" channels where you can
Just pop in for a friendly chat on any old topic
with whoever you find there. These channelstend to have names like "hot tub" or have the
word "cafe" or "bar" somewhere in their title.
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listing
showing
some of the
290 chart-
nets avail-
able on the
DALnet ser-
ver in Char-
lotte, North
Carolina
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BAD TASTE WARNING!
Much is made in the media of pornography

on the Internet. but I've found that it's gener-
ally not that evident and doesn't really leap
out at you as the Press would have you be-
lieve. Except on MC. that is. When perusing a
full channel listing you're likely to see chan-
nels with rather sick pornography related ti-
tles as well as others in pretty bad taste.
You'll probably also experience foul language
on some channels. So, if you're easily offen-
ded, you shouldn't use IRC. However, there
are plenty of other good, wholesome channels.
but if there's really nothing that appeals. you
can even start your own channel.
Channel topics range from the deadly

serious, through outrageously funny, to the
downright weird. eccentric, and sick. I've even
occasionally stumbled upon Atari related
channels, but so far have found no-one logged
Into them. I guess they must belong to
cyberspatial Atari clubs who meet there at
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specific times. Just because a channel is lis-
ted doesn't necessarily mean there's anyone
actively using it at that time. It's possible to
list only active channels, so you can quicklyfind someone to talk to.
You don't use your real name on !RC. but

operate with a "nickname" instead. This can
be anything, as long as no-one else is already
using it. For instance. I sometimes use SAX-
MAN or IIORNBLOWER (as one of my in-
terests is playing saxophone). Your nickname
appears on other users' screens as a prefix to
anything you type in, so everyone knows who
typed it. You'll be addressed by your nick-
name when anyone speaks to you directly.The nickname also enables other users to aim
private messages directly at you, without
other users seeing them, or even to invite you
Into a "private conversation" group with oneor more other selected users. A further func-
tion available via private linking is to directly
connect two users' computers together andtransfer files between them.
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WATCH OUT,BOTS ABOUT!
There's something else to beware of in IRC -

the "Hots" (short for mBots)• These are like
"automated characters" in adventure games,
and are in effect simulated people. i.e. soft-
ware creations that behave like real people.
You can talk to them and they'll respond,
often quite convincingly, so it's sometimes
difficult to spot them. Eventually, though,
they give themselves away by the nature of
their responses. Bets are completely banned
On some servers, while on others they have to
be registered with the system operator.
Here's one little Bat anecdote - I arranged to

meet two friends at a certain time in a Cyber-
cafe channel on a particular server. We all
logged on around the appointed time and
were each greeted in turn by someone with
the nicimam
e 
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Corwersa-
tion In
progress
on the
"happy-
hours"
general
chat
channel

making smalltalk and asked us what drinks
we wanted to ordert Entering into the spirit of
things. one of my friends (no really, it wasn't
me) happily "chatted-up' WAITRESS until
someone else in the Cybercafe eventually
pointed out that WAITRESS was a Hot, which
caused much amusement at my friend's
expense.
Going even further down this route. in the
strange world of IRC you can be yourself. or
pretend to be anyone or anything else youwant and no-one will know the difference.
Obviously, on the channels devoted to
"serious" discussion you'd keep your own per-sona, but some of the wackier channels en-
courage totally eccentric behaviour and role-
play. Sometimes this can even break out
spontaneously on a normally sane "cafe"
channel, perhaps using IRC's facilities to de-
scribe actions in the third person rather than
Just transmitting first person conversation.
For instance, I could generate a message on

other users' screens saying "SA)CMAN takes
Page 6's New Atari User 8 1



out his saxophone and starts playing it loud-
ly". Someone called CAT might pick up on this
and respond with "CAT rams a bread roll
down the saxophone to cut the noise down."
Others might then Join in to develop thesituation. Meanwhile, "normal" conversation
between others on the channel continues
while increasingly bizarre, surreal actions are
going on in the background. You never know
what's going to happen. and It can get very
entertaining.

BEHAVE, OR ELSE,,.
It's also possible to trigger sound effects on

other users' computers directly from your
keyboard, which can also be amusing if used
In moderation. On the other hand, you can
easily annoy people if you're too disruptive
and the channel operator could then kick you
off the channel. If you're a real nuisance you

NAU INTERNET CONTACT LIST
The following is a list of NAU readers who'd welcome e-mail from other Atari users. It you'd like

to be added to this list please drop me an e-mail note at the address shown,
John S Davison
Derek Fern
Joel Goodwin
Gordon Hooper
Fred MeijerAnn O'Driscoll
Allan Palmer
Paul Rixon
Brad Rogers
Henning Wright
Bryan Zillwood

100256.1577@compuserve.com
derek@dtern,demon,co.uk
j.f.goodwin@reading.ac.uk
ua558©treenet,victoria.bc.ca
pokeyfrn@worldonline.n1
annod@iol.ie
100644.1040@compuserve.com
p_rixon@oscartab.dernon.co.uk
brad@planosa.demon.co.uk
kofta@algonet.se
ID.j.zillwood@exeter.ac.uk
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could find yourself permanently excluded
from that channel, and if you're a real world-
class pest you could even get locked out of all
channels. The software has procedures avail-able to enforce this.
Some channels are devoted entirely to real-

time role-play and many of these are based on
Star Trek related scenarios. For example
there are several UIP (United Interstellar
Planets) channels where Trekkies can get
together to carry out missions on simulated
starships. Many of these channels are run
from the USA, which means the hours of play
are often inconvenient for players elsewhere
In the world. However. there's now a Euro-
pean UIP channel with more suitable operat-
ing hours for the UK. Participants can choose
their race (Human, Klingon. Vulcan, etc.) and
position (science officer, helmsman, chief en-
gineer. chief medic. etc.). then role-play im-
provised missions in real time via IRC. Now
that's what I mil creative use of technology! •

contact contact a. a contact
FOR SALE

MODEM: Misco Super Plus (approved
for UK connection) complete withcable for connection to 850 interlace
plus telephone exlension cable Pre-
sumed working but never tested.
hence 'sold as seen' at CS plus p&pTel (01392) 431192 and ask for Kevin
INTERFACE: 850 interlace withmanual, PSU, 10 cable and brand new
cable allowing connection to a Centro-nics printer I'm almost certain that itsworking but as I've never tested It,
'sold as seen' at £15 plus p&p. Tel
(01392) 431192 and ask for Kevin
XE SYSTEM: 65XE computer. XC12
laps recorder treed with RAMBIT fastloader (10 MOWS program loads in 12seconds!). 1029 printer and spare rib-bon, some games, some programs, all
on tape, user handbooks. Buyer col-
lects Or pays carnage Price E60 00.Tel. Frank Men On 01329 319968
(Farehem)
XL SYSTEM 800XL computer usedtor one hour only, almost brand new
plus 1010 program recorder also used
tor one hour only, some games andprograms. Complete with all powersupplies and leads Buyer collects orpays carnage. Pnce C30_00. Tel,Frank Atkin on 01329 319968
(Fareharn)

BOOKSHA RDWA COM pute I
books • Mapping The Atari, First Bookof the Atari, Second Book of The Alan,Third Book of The Atari, First Book of
Atan Graphics. Second Book of Atari
GraptiPcs; Your Alan Computer, TheAlan Assembler. Disks etc. - Atari
DOS 3, Mini Office II, Tricky Tutorials,Basic Commander, Alanwmer ROM.Alan 400/800/XL mouse with GOS de-
sklop, Home Filing Manager. I/O lead,The Pill (hardware), Hardware to
make 3 Pills, Protector 2 canncige,Technical Reference Notes, Basic Re-
Serene's Manual, 6001300XL Field Ser-vice Manual, 850 Interlace Manual.
Alan User magazines Issues 54 to 58,Computel magazines 1962/3_ Fewother bits and pieces, phone for listand prices_ MaJC0fri on 01709 876306
130XE SYSTEM: 130XE (boxed).
1050 disk ilnve, 1029 printer (boxed)with spare ribbon, all manuaks, disksor Mini Office II and many others
Price E55 of DEW oiler. Also PhilipsGreen monitor, £30 o.n.o. Phone
01223 873076 (Carribndge)
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WANTED
LAZER DISK: Disk wanted to control
1050 Lazar chip Please phone Johnon 01235 817670 or write to 15 War-
ner Crescent, Didcot. Oxon OX11 BUY
VIDEO TITLE SHOP: Has anyone gota copy at the Vkleo Title Shop pack of
disks for Atari XI/XE? Paul Etrarniey,15 Parsloe reot
. 
B u n d a
b e r g ,

Queensland, Australia 4670
WARGAMESSIMIULATIONS: Broad-
sides (SSI), Napo4eon at Waterloo
(Krenteck), Conflict in Vietnam (Mic-roprose), Rome and the Barbarians
(Krenteck). Excalibur (AFX), RailsWest (SSI) Ban Pleumeekers,
Btuoirate 39. 8-3800 Sint-Truiden,
Belgium Tel. /32/11674076 Fax/32112747184
MAGAZINES : PAGE 6 Issues Ito 18
Antic Issue 1 Brut Pleumeekers,
Witle-Brugstraat 39. 8-3800 Sint-Trutden, ersigiorn. Till /32/11674078.Fax /32/12747184

FREE TO SUBSCRIBERS
The CONTACT column is free or charge to subsvribers who
wish to sell their equipment or contact other readers. Space
is limited so we request that entnes 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 (not as part of a letter) to:
CONTACT, PAGE 6 PUBLISHING, STAFFORD, STI6 MR

FOR SALE WANTED PEN PALS ADVICE HELP
PROGRAM LISTINGS
Certain program listings which are too long to include in the magazine may
be obtained free of charge as printed listings to type in. All programs are,however, included on the Issue Disk which is available with each issue.
Remember this disk also includes BONUS PROGRAMS which do not appear
In the magazine. If you would like the type-in listings please write or telephone
Indicating which listings you require. Please note that there are not necessarily
extra listings for every magazine.
Write to LISTINGS, NEW ATARI USER, P.O. BOX 54,
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