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Editorial

us!

| . sﬁ% READY FOR TAKE-OFF?
| 1823 YN, Lo

* Special Offers on items from The PAGE 6 5 i A

Accessory Shop and PAGE 6 LIBRARYT This could be the start of something big. After a com-
paratively quiet period since Jack Tramiel took the reins
Atari look like making big moves in Europe at last. The

PCW show at Olympia looks to be the focal point for any-

[s]

l * Chat about your probléms

> " one interested in Atari as detailed in the preview else-
i’a‘l JIR g i L ST S S I where in this issue. Many of us have been to exhibitions in
;F} ::,':;j'-. fam)  back issues. the past and we have nearly all come away extremely
’li e o disappointed at the lack of support for Atari and have pro-

* Bua all 50w aisiiis raied bably vowed not to bother next time. | hope that PCW 85

will be different (not least because we will be there!) and
will be the turning point for Atari users in this country
whether those new to the Atari world or those, like me,
who have been there since the days of the £345 16k400
and the £645 16k 800. Can the complete ST package
really be just over £100 more than that price?

Meet MARK HUTCHINSON
of 'FIRST STEPS' fame!

Only a short editorial this issue to give us room for a
plug for our stand at PCW besides which you won’t have
time to read much more if you want to type in Castle

Morgue! w’\//(/\
7 - with the Multi-Viewterm/Datatari
modem serial interface plus software FU LL
D B M SOFIW ARE package from Miracle Technology.
: PRESTEL
This unigue comms package gives FO R

presents ATARI* users full Prestel* facilities,

including graphics, and allows access AT AR I

to Micronet*, Viewdata systems, telex,

PHRAZAC WAR : 16k 100% machine code all | .. tronic il ol St v v Us ERSI
action arcade game. Wave after wave of Phrazacians | ..., .c0s Datatari handles baud -
are waiting atthe edge of the galaxy to fight your ATl | .. ¢1500/75 75/1200, 12001200,
fighter. Sharp, colourful graphics make this one of | 545,300, 850 interface not required.
the best space games available for the Atari

For models 400, 800, 600XL, 800XL,
VARS REVENGE : 32k Adventure game. An B5XE, B5XEM and 130XE used with
adventure unlike any other. Go through an enchanted | suitable modems.

forest, fight dragons, enter the Gyropod and use your
knowledge of computer hacking to break into the | To get your ATARI on-line, all the way,
Zech computer systems. clip the coupon today.

Please send me

PROGRAMMERS: We are always on the lookout for || [ Muti-viewtsm/Datatari packages @ £59.95

nc VAT + £1.15 UK P/P.
new programs. Contact us at the address below. |
r_] | enclose cheque/postal order

O charge my Access/Visa card no:

PHRAZAC WAR 16k cassette £6.95 inc p&p. expirydate .. ../....f
VARS REVENGE 32k cassette £6.95

|
|
n
|
|
|
= |
|

Marme
Both games are compatible with XL's e
address
Postcode .. ........

Make cheques, P.0O.'s payable to T_HADE i i

D.B MESSEU ENQUIR]ES e

1 1C-herrsr Holt Avenue WELCOME prriansysti ool > MlRAClE

. St Peters Street, Ipswich IP11XB.

Heaton Mersey, Stockport, SK4 3PT Tel 0473-50304. ﬁﬁTECHNO[O_GY

"reg'd tracke marks of the companss concamesd
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Atari will be giving the 520 ST its offi-
cial European launch at the PCW
Show at Olympia in what will be
possibly the biggest display Atari has
vet arranged in the U. K Jack Tramiel
thinks it is important - he will be there
on the opening day.

Turn right through the main doors
of Olympia and you will come to the
first of Atari's THREE massive stands
demonstrating not only the 520ST
but the 130XE range and plenty of
software. The display, with almost
three times more floor space, should
far outdo any other manufacturer.
Details of exactly what Atari will be
showing were not available at the
time of writing but there is no doubt
that you will find more of interest at
this year's show than ever before.
One major innovation is that third-
party software houses will be demon-
strating their software on one of the
Atari stands and will give owners the
chance to see the very latest software
for both the 8-bit and ST machines.

Rumours in the trade say that over
100 new software items will be un-
veiled. Among those to look out for
either on Atari's stand or elsewhere

are

* Chipsoft with a new database for
the 8-bit range called MICROBASE
+ which can be interlinked with
Atariwriter and has an average search
time for any record of just 1.5 seconds
Also to be shown will be an Integrated
Accounts package for the ST.

* English Software who will be shou-
ing their latest releases and their first
program for the ST.

* Level 9 with Red Moon promising
‘something special for the Atari ver-
sion and ‘possibly’ their first release
for the ST.

* Database Publications who, as well
as Atari User, should have the first of
several software releases.

* Precision Software with Superseript
for hands on testing as well as Super-
Type - a new typing trainer.

* Liamasoft with live demos of Colour-
space accompanied by the best in
rock music and ‘possibly’ early devel-
opments for the ST. Also, not to be
missed, Jeff Minter's very own psy-
chedelically painted 130XE' The
only one of its kind!

Plus ... who knows? There are
bound to be a number of companies
introducing software for the ST who
have never written for Atari before.
Atari say that over 100 development
packages have been sold in the UK
and many software houses pre-
viously ‘unknown’ to the Atari world
are preparing to support the ST and
XE in a big way.

PCW 85 is not to be missed. Maybe
the prototype for the first Atari User
Show? The show is held at Olympia
and opens to the public from 6th
September to 8th September.

MORE FROM
LUCASFILM

Hot on the heels of the (final)
official versions of Rescue on Fractalas
and Ballblazer come two new games
from Lucasfilm and Epyx scheduled
for U.S. release in the autumn.

KORONIS RIFT is a strategy game
set in the future in which you are a
techno-scavenger searching for artifacts
left behind by a coalition of races that
once inhabited the galaxy. You dis-
cover a weapons testing ground and
drop on the surface of Koronis to
scavenge. [he rift is a huge Grand
Canyon like chasm through which
vou must fly but the game features
also a deal of strategy to reach this far.
One of the Lucasfilm team describes
the play as ‘much the same as a text
adventure’. The animation is similar
to Rescue on Fractalas but also includes
incredible GTIA animation produced
by Jim St. Louis who was responsible
for the robot and spacecraft on Atari's
demo disk

The second game is EIDOLON
which takes you back in time to the
19th century. The Eidolon is like a
magic time machine in which you
explore an immense cavern on a
voyage of discovery. This one is said
to use animation techniques never
before used in home computers of
the kind used for current commercial
cartoons. Certainly two to look out
for.

BOUNTY BOB STRIKES BACK - CHEAPLY!

GRAPHICS AND
KUNG FU!

English Software will shortly be
releasing a new Graphics Arts package
for use on 48k systems. They say it
includes all of the features of existing
graphics programs with the added
ability to lift and place individual
images from within a picture. This is

After a long wait and a shock £50 ROM from the U.S A (see letters issue
16), Bounty Bob Strikes Back was released by U.S.GOLD in late July on 64 k
cassette for just£9.95 or 48k disk for £14.95. The cassette version will only
run on the 800XL or 130XE because of the massive amount of code originally
contained in the 40k ROM. 400/800 owners who feel peeved by a 64k
cassette should bear in mind that a game of this size would not normally make
it to cassette at alland Geoff Brown of U.S. Gold told us that Big Five had no
intention of releasing any version other than the ROM.The cassette and disk
versions are only available via U.S.Gold in a rare deal that gives U. K. owners
an advantage over the U.S. for a change.

Bounty Bob may have been a long time striking back but U.S. Gold promise
that their future Atari releases will appear at the same time as Commodore
versions.

the one feature that makes many of
the dedicated graphics computers so
powerful and it will be interesting to
see on the ATARL

For those with less artistic inclinations
English Software have announced
what they say is ‘the first Atari Kung-
Fu game programmed in the UK.
Requiring48k it will pit two Kung-Fu
experts against each other in one or
two player combat The game is
entitled CHOP SUEY and will retail
at £8.95
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Readers write

ANYONE IN CARDIFF?

Dear Editor,

[ would be grateful for your assis-
tance in printing the following plea
for help.

I have'output, do you have‘input’
and live in the Cardiff area? If so and
you are interested in joining or form-
ing an Atari User Group please con-
tact me at the address on this letter.
You may even find a computer being
put to uses that you had not thought
of. | look forward to hearing from all
you Atari enthusiasts in the wilds of
the Cardiff area.

Yours faithfully,
Raymond Price,
Mandeville House,

9, Lewis Street,
Canton,
Cardiff
1027 PRINTER
Dear Les,

[ was particularly interested in Phil
Rae's article in issue 16 regarding
Atariwriter and the 1027 but [ was a
bit concerned about his suggestion to

re-ink the roller using ordinary stamp _

pad ink During seven years as a
franking machine engineer, | came
across a number of inking rollers that
had been re-inked with this stuff and
it invariably ruined them After a
while the thin endorsing ink (which is
made for rubber stamps) begins to
dry and leaves a tacky, impermeable
glaze over the surface. Itis very much
better to use the thicker ink that is
specially formulated for use with
metal dies such as automatic enumer-
ators and cheque signing machines. |
have successfully, and repeatedly
used this type without any sign of
glazing.

A few more tips. If you select Prin-
ter Option 2 you can use [nverse
Video to underline but your line feed
instructions in the formatting block
are ignored and you must insert your
own returns where you require dou-
ble spacing If using Alog Pagewriter
CTRL-O starts underlining and CTRL-
N stops it. When using Letter Perfect,
select E for Epson printers rather

6 PAGE® - lssue 17

than Atari and CTRL-V, 15 starts
underlining and CTRL-V,14 stops
it

| hope that these tips will help
others with the 1027.

Best Regards,

Keith Berry,

Birmingham

ILLOGICAL ADVENTURES?

Dear Les,

| have recently finished The Sor-
ceror of Claymorgue Castle’ and
there are a couple of points you
might like to publish to aid anyone
who is getting frustrated by it. Firstly,
the American for cupboard appears
to be cabinet Secondly, and much
worse, Scott Adams has chosen, for
some unfathomable reason, to define
a new meaning to the word WALK.
Whereas RUN, CLIMB and GO appear
to be entirely synonymous, WALK
means, illogically, something entirely
different! 1 would be grateful if any-
one can explain why there are certain
places where I can GO or RUNin, but
not out, though [ can WALK out and
certain very similar places where [
can GO and RUN both in and out but
| can't walk in or out What does
Scott Adams think WALK means?

Infocom was never like this. Having
survived some Vogon poetry, I am
now attempting to persuade a door
that [ am intelligent, but | am confi-
dent that the solution will be more
interesting than guessing that WALK
and RUN bear no relationship to
one another!
Yours,
John Sweeney,
Nottingham

VAL+GET=PROBLEM

Dear PAGE 6,

I have a tip for anyone who is hav-
ing problems when using the VAL
and GET functions in the same
program.

An error occurs when you use the
VAL function to convert a numeric
string to a numeric value. The VAL
function alters the BASIC buffer
pointer INBUFF to point to the string
where the value is to be taken. Then
when you do a GET function the
character you GET will be stored in
the string that VAL used instead of
the location pointed to by INBUFF.
The value in INBUFF would be cor-
rect ifthe VAL routine in the O.S. had
re-initialised INBUFF but it doesn’t

The pointers for INBUFF are stored
at locations F3, F4 hex or 243,244
decimal so all that is needed to clear
this bug is to use the following POKEs
after all the VAL statements in your

program.

POKE 243,128:POKE 2445

Remember you only need to use

this POKE if you are using both VAL
and GET functions.

Yours faithfully,
Martin D. Bann

PLEASE WRITE TO US! We get
plenty of letters about problems
with typing or asking questions
but not many general letters that
would be interesting for other
readers if published. If you have
a hint or tip or have discovered
something, share it with others.
Please make sure that your letter
is clearly headed READERS
LETTERS.
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ptility

RENUM

RENUM will renumber any of your programs with a simple
USR call. Programs will be renumbered in increments of 10
starting at line 10. Line numbers embedded in line statements
will be taken care of but the program cannot change
variables such as LINE=100. These will have to be changed
by hand

The program may be used by disk or cassette users but
has been written for a48k machine. The code is relocatable
and the Data in line 230 which refers to the starting location
of the routine can be amended for a machine with less

memory.

To renumber is simple, just RUN this program, LOAD
your program to be renumbered and type in direct mode
A=USR(32678). If you have relocated the routine use the

new starting location in the USR call

ET 1 REM i b S -

HU 2 REM = RENLUM »

RO T REM %= by »*

RM 4 REM % MARY LYNCH *

EC 5 REM # ———mmmeee e e m *

IZ 6 REM % PAGE & MAGAZINE — ENGLAND ¥

ED 7 REM -tk - oo -

NN 8 REM

PG 178 READ aAl,AZ

PZ 188 FOR A=Al TOD AZ .

BU 198 READ ¥

EL Z88 POKE aA.H

CS 218 MNEXT A

NUY 228 END

HM 2Z0 DATA 3IZ2768,33IZ16

BAa 2490 DATAHA 104,165,136,132,203,165,137;,1
1X,284,168

51 258 DATA Z2,177,283,141,90,6,200,177,203
141

YE 268 pDATA 1,6,200,148,2,6,172,2,6,177

FO 278 DATA 203,201,108 ,240,22,2601,11,248,
i8, 261

EQ 280 DATA 12,240,14,701,13,246,10,201,31
5,248

IB 298 DATA 6,201,23,240,2,201,24,248,118
281

B0 I08G DATA 4,2708,28,208,177,203,201,14,72
48,187

MM 318 DATA 238,2,6,172,2,6,204,1,6,248

TY 328 DATHA 75,177,20F,201,18,208,239,240
88,208

FO XI0 DATA 174,201,7.208,34,238,2,6,172,
2

WF X498 DATH 6,204,1,6,240,50,177,203,201,
27

JrR IS8 DATA Z08,239,200,204,1,6,2480,38,17
7,283

H0O X680 DATA 2Z01,14,246,53,238,2,6,208,153
;281

EF 370 paTa 30,208,23,238,2,6,172,2,6,204

SK X880 DATA 1,6,240,12,177,203,201,23,240
227
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by Mary Lynch

%98 DATA
,284

4008 paTa
0

418 pATA
.6

420 paTa
3,238
430 pATA
77

201,24,240,27,208,233,172,1,56
0,6,249,92,177,203,141,1,6,298
i4@,2,6,20838,208,208,168,2368,2
172,2,6,177,20%,201,14,208,22

Z2,6,288,162,0,162,6,133,207,1

4490 DATA 203,149,212 ,232,280,198,287,2
08,246,32

450 DATA 210,217,165,136,133,208,165,1
37,133,209

460 DaTA 169,0,133,205,133,206,24,165,
205,185

478 DaTa 10,133,205,165,206,185,6,133,
286, 160

480 DaTa ©,165,212,209,2088,208,72,200.
165,213

490 DATA 209,208,208,65,240,10,240,93,
240,173 .

500 DATA 208,169,208,148,240,146,165,2
85,133,212

510 DATA 165,206,133,213,32,170,217,17
2,2,6

528 DaTaA 162,0,169,6,133,207,181,212,1
45,203

5390 paTaA 200,232,198,207,208,246,173,2
,6,24

540 DATA 105,6,141,2,6,205,1,6,240,208
558 DATA 168,177,203,201,18,240,197,20
8,129,168

560 DATA 2,177,208,24,101,208,13%,208,
169, 0

570 DATA 101,209,133,209,160,0,177,208
,201,0

580 DATA 208,140,200,177,208,201,128,2
88,133,240

590 DATA 201,173,0,6,24,101,203,133,20
3,169
600 DATA
83,201
610 pATA
,208,136
620 DATA
84,169,0
630 DATA
5,108,133
640 DATA
,8,165
658 DATA
83,160,2
668 DATA
9,0,101
670 DATA
,0,208

0,101,204,13%,204,160,8,177,2
0,208,143 ,200,177,203,201,128
165,136,133 ,203,165,137,133%,2
13X,205,133,206,24,165,205,10
?285,165,206,1085,08,1XX,206, 160

285,145,703 ,200,165,206,145,2

177,203 ,24,101,2083,133,203,16

204 ,133,204,160,0,177,203,201

680 DATA
ez, 26

209,200,177,203,201,128,2088,2
O
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Adventure

O. MAGAZINE

ADVENTURES

If you're a real Adventure addict, you'll be overly aware of
the fact that you just can't afford to buy all the two hundred
or so Adventures available for the Atari. If you did buy them,
you'd soon be flat broke!

So how does the idea of free Adventures sound? Just for
a change, let's take a look at all those type-it-in-yourself
Adventure listings from magazines.

KIDNAPPED by Peter Kirsch (SoftSide July 1981):

You have been kidnapped! You awaken on the ninth floor
of a strange building to find that your kidnapper has left you
unattended. You must try to escape from the building one
floor at a time. Each floor is independent of the others. You
cannot carry items from one floor to another and you can-
not return to a previous floor. Everything you need to
escape from a given floor can be found on that floor! This
makes you feel like you're playing nine mini-Adventures
rather than one big Adventure.

Kidnapped was originally written for the TRS-80. The
Atari version did not appear until some months later. The
puzzles and storyline are fairly simple and this leads me to
believe that it may have been one of Peter Kirsch's early
attempts at an Adventure. He later became a prolific
Adventure writer and was responsible for many of the
excellent SoftSide ‘Adventure of the Month' series. These
later Adventures show much greater depth and originality.
Nevertheless, Kidnapped is a lot of fun and is ideal for
beginners.

THE CURSE OF THE PHARAOH by Peter Kirsch (SoftSide
March 1982):

A curse has been placed on the land following the theft of
the two rubies which served as the eyes of the Pharaoh Ick-
abathan's mummy. You must attempt to break the curse by
recovering the lost rubies from within the Pharaoh’s pyramid
and return them to the mummy.

The Curse of the Pharach is an illustrated Adventure. It
didn't actually appear as a printed listing in SoftSide, but
was included on the Atari Disk Version. Unlike Kidnapped,
it was written specifically for the Atari and appears to be an
experimental attempt at writing an Adventure with graphics.
Although the graphics are crude, it is the only illustrated
Adventure | have seen that resides completely in memory
and does not require any disk access. It's generally fairly
easy and is again suited to beginners.
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by Garry Francis of Sydney, Australia

ESCAPE FROM THE DUNGEON OF THE GODS by Ray
Sato (SoftSide # 30):
As a member of a band of rebels planning to attack the evil
King Safuis II, you have been captured by the King's secret
police and thrown into the Dungeon of the Gods. Legends
say that the dungeon contains a special chest called the
Chest of the Gods which has the power to destroy the king
and his forces. Your job is to escape from your cell, find the
Chest of the Gods and any other treasures and ultimately
escape from the dungeon so that the rebels can use the
power of the chest to overthrow the evil King

Escape from the Dungeon of the Gods was originally writ-
ten for the TRS-80, but an Atari translation appeared in the
same issue. One noticeable feature was that all the string
assignments and DATA statements in the listings were
encoded to prevent giving away clues as the program was
typed in. This was a good idea, but it made typing a real
headache and slowed the adventure down during execu-
tion. This one will appeal to fantasy lovers.

OPERATION: SABOTAGE by Ray Sato (SoftSide #32):
The aliens from the distant planet Zekloke have established
a large military complex on Mars which presents a great
threat to Earth. Your job is to sneak into the alien complex
and destroy it, but you must also find the plans for a power-
ful defence shield which are known to be hidden in the
complex.

Operation: Sabotage is another program written for the
TRS-80 with an Atari translation appearing in the same
issue. It was again encoded to prevent giving away clues
when the program was typed in and hence suffers the same
disadvantages as Escape from the Dungeon of the Gods.
Nevertheless, it s worth typing in. This one will appeal to the
science fiction freaks, but don't expect anything too deep.

ADVENTURE IN THE FIFTH DIMENSION by Brian
Moriarty (AN.A L O.G. Computing Issue 11):

The Declaration of Independence has been stolen from its
impenetrable display case by alien beings from the fifth
dimension. You are a top-notch private investigator who
has been hired by the government to retrieve the Declara-
tion. You must search the city of Washington for clues, find a
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way into the alien universe, find the Declaration and return
it to the police station.

Adventure in the Fifth Dimension is an all text Adventure,
but as it is written specifically for the Atari, it runs much
faster than the SoftSide Adventures. Moriarty has used a
couple of machine language routines to speed up execution
and has also used a sensible screen layout | liked the way it
changed colouss for different ‘dimensions’. Very enjoyable

CRASH DIVE! by Brian Moriarty (A N.A L O.G. Computing
Issue 18):

You are a crewman aboard the USS Sea Moss - a Nawy
submarine patrolling the North Atlantic - when a routine
maintenance job in the forward escape tube saves your life.
While locked in the airtight tube, a saboteur gasses the
remainder of the crew. It's obvious that someone wants to
steal the sub - perhaps for the experimental sonar-jammer
that makes the sub ‘invisible’ to enemy sensors. Your job is
to prevent the sub from falling into enemy hands. This
entails finding a way to survive the poisoned atmosphere,
getting the submarine underwater so that the enemy can't
board it and finally destroying it!

Crash Divel is unique amongst the Adventures reviewed
here in that it is written in machine language. It is a great pro-
gram in every sense - execution speed, playability and
display. The latter is very imaginative, though simple, and
uses some of the Atari's special features.

HOUSE OF SECRETS by David Blease (Page 6 Issue
10):

You have inherited an old mansion which is rumoured to be
built on the remains of a much older building used by an evil
warlock Legend also says that the warlock owned a fortune
in gold. Your job is to explore the mansion and attempt to
find the gold.

House of Secrets needs no introduction to regular Page 6
readers. It was the giant program from the special Adven-
ture issue and was voted second in the last annual readers’
poll The Adventure itself is a lot of fun, but is let down by
words being split in half at the end of lines and some nasty
punctuation. XL owners beware! You'll need a translator
disk for House of Secrets to run properly because the scroll-
ing routine doesn't work with the XL's display handler.
(There is a small bug but it is still playable on the XL and XE
Ed)

ADVENT X-5 by J.D. Casten (Antic November 1984):
You are the sole crew member aboard the Advent X-5, a
space ship designed to transport small animals. On the way
to Klybex-6, a meteor storm forces you to crash land on
Klybex-7. You must get to the emergency shuttle and blast
off for the nearest starbase.

J.D. Casten is the author of a couple of Antic's most pop-
ular arcade games including the excellent Risky Rescue and
its sequel Escape from Epsilon. The arcade games are very
good, but [ can’t vouch for the Adventure as | haven't had a
chance to play it yet.

ADVENTURE AT VANDENBERG A F.B. by Tom Hudson
(AN.ALO.G. Computing Issue 27):
As areporter for the ‘' Daily Babble, it is your job to follow up
on a hot story. In doing so, you overhear some terrorists
discussing a plot to destroy the Air Force's newest space
shuttle. A bomb has been placed somewhere on the Air
Force base and it is set to go off at 9 o'clock - just seconds
before the launch. When you report this to the local police
station, they won't believe you, (They must have read your
stories about Bigfoot being an alien.) Soit's up toyou to save
the space shuttle all by yourself

Tom Hudson is a long time staff memberof AN AL O.G.
and has built up an almost cult following with his numerous
tutorials, programmer's aids and especially his machine
language arcade games. He was never thrilled about
Adventures until he played Brian Moriarty's Crash Dive! He
enjoyed it so much that he went back and played Adventure
in the Fifth Dimension. He was hooked. Writing an Adven-
ture was obviously the next step and Adventure at Vanden-
berg AF.B. is the result It is based around the same
structure as Brian Moriarty's Adventure in the Fifth Dimen-
sion and was inspired by the space shuttle complex at Van-
denberg Air Force Base. This one's quite hard in the early
stages. Be prepared to die a lot!

PORTRAIT DUNGEON by Paul Coppins (Computer &
Video Games April 1985):

Ihaven't played Portrait Dungeon yet. Unfortunately, [ can’t
even tell you what it's about, because I lent the magazine to
afriend who promised to type it in. | assume that the author
is the same Paul Coppins who assists with Computer &
Video Game's Adventure columns, so it should be interest-
ing to see what he comes up with.

CONCLUSION:

Of the ten Adventures I've come across and reviewed
here, I've played eight and found them all to rate some-
where between good and excellent You may have trouble
finding the old issues of SoftSide (as they've gone out of
business), but try your utmost to get all the rest, especially
the AN.ALO.G. ones because they're great!

| realise there's probably a few more Atari Adventures in
other magazines. If you know of any, please send me a copy
of the article and program listing. Or better still, send a copy
of the program on disk and I'll send you some of the above
Adventures in exchange (4 Adventures per disk). Also feel
free to write to me about the column. I'd appreciate the
feedback

Garry Francis

Atari Computer Enthusiasts (N.S.W.)
Adventure S.LG.

GP.O. Box 4514,

Sydney,
N.SW. Australia 2001 =
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Gcames

by Geoff Thompson

You -must shoot the moving targets by using the joystick
to position the cross over the target and then pressing the
button. The most important target is the one that moves

across the windows of the house. Hit 15 of these and you go
, on to the next level miss 10 and the game is over. The
inverse number on the far right of the score line shows the
number of misses. The flag and plane are bonuses but you
only have 25 bullets per level The space bar will pause and
re-start the game.

e Wit
N\ /7= "% TYPING IT IN
‘Efl\ -
i f‘/ #~  (assette and disk users should type in listing 1. SAVE or

CSAVE a copy, then RUN the program. Answer the
cassette/disk question accordingly and the program will
then check each line of data and create a boot tape or disk
version. To load the boot tape, remove all cartridges then
turn on the computer while holding down the START key.
Disk users should type in listing 2 and save with whatever
filename vou wish on the same disk as “D: TARGET.OBJ".
You can then RUN the program by typing RUN “Dr(your
filename)”.

TARGET PRACTICE should work in 16K cassette
systems, but there may be some screen interference
when it loads.

IS % REM SHOOTIMNG GALLERY LOADER
HP 16 OPEN #1i,4,08,"D:TARGET.O0BJ"
IL 28 POKE 8%58,7

HY I8 POKE 852,0:POKE 85%,53

RO 48 POKE 856,255:POKE 857,255
50 58 H=-USRCADR ("hhhGLVUE'') 163
MY 68 CLOSE Hi1:A-USR(14592)

Listing 2
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EI
KD
RO
JP
TC
ED
Jé
EP
P

nH

EG

1] .4

no

YO

JH

HC

LY
up

HF
F
G.J
¥C
Ch
CH
L&

HK

HK

oI

HT
PJ

Mn

TIN
LLE

¢
R

1nﬁnmﬂmﬁm
Z REM = SHOOTIMG GALLERY *
3 REM #* by 1
4 REM * GEOFF THOMPSON -
5 REM # E
6 REM ¥ ——————————=———————————————=— »*
7 REM ¥ PAOGE 6 MAGAZINE - ENGLAND *
HREHWHMWW
I B | OADER ROUTINE FROHM S
A ANALOG MAGAZINE 4
18 TRAP 28:? CHRS(C125) :POKE 7108,8:7 :7?

“ CASSETTE (@), OR
DSK:IF DSK>1 THEN 1@
i5s paTa ©,1,2,3,4,5,6,7,8,9,9,8,8,0,08,
6,0,16,11,12,1%,14,15
28 DIM DATSI91) ,HEXH(22) :FOR X=0 TO 22:
READ M:HEHKCHI=M:NEXT H:LIME=998:RESTOR
E 1008:TRAP 78:7 :2? " CHECKING DATA"™
25 TOTAL=0:LIMNE=LIMNE+18:7 "LINE:";LINE
sREAD DATS:IF LENCDATS) <>98 THEN 188
28 DATLIN=PEEK(183) +PEEKC(184)%256:IF D
ATLINSYLINE THEN 7 "LIME *';LINE;" MISS
IMG'' ;:END
Z8 FOR H=1 TO 89 STEP Z:Di1i=-ASCIDATS(H,
H))—48:D02=A5CI(DATS(K+1,H+1))—-4B8:BYTE=H
EHID1LIMIG+HEXH(D2)

40 IF PASS5=2 THEN PUT H#H1,BYTE:NEHT H:R
EaDP CHKSUM:GOTOD 25

S8 TOTAL=TOTAL+BYTE:NEXT H:REaAD CHKSUM
:IF TOTAL=CHKESUM THEN 25

68 GOTD 186

65 IF PA55=2 THEN FOR X=1 TO 78:PUT H1
,B:NEXT H:CLOSE B1:END

78 IF PEEKC195)<*6 THEN 189

&8 IF PASS=0 THEN 12@

85 IF NOT DSK THEW 1é8a

98 CLOSE #1:END

180 FOR H=1 TO 78:PUT H1,8:MNEXKT H:CLOS
E #1:END

118 7 :7 :0PEN H1,8,128,'"C:'":RESTORE 2
B0:FOR H=1 TO 40:READ M:PUT 1m1,N:NEXT
H

128 IF MNOT DSK THEN 148

1Z6 OPEN #1,8,0,"D:TARGET.O0BJ* :GOTO 15
a

148 7 :7 * READY CASSETTE aAMDP PRESS RE
TURN":DPEN H1,8,128,""C:"":RESTORE 280:F
OR H=1 TO 40:READ MW:PUT H1,N:MEXT H
1586 2 :? "HWRITING FILE":PASS=Z:LIME=99
@:RESTORE 1080:TRaAP 70:G0TO0 25

188 ? "BaAD DATA: LIME ";LIME:END

208 DATA ©,21,216,52,08,57,169,0,141,47
,2,169,60,141,2,211,169,6,141,231,2,13
T,14,169,122,141,232,2

218 DpaTA 13X,15,169.8,133,10,169,57,13
Z,11,24,96

CISK €12 ; :INPUT




cD

HH

EK

IH

ar

LI

BI

MR

HH

NI

BI

DK

Fall 8

BL

RI

HF

IC

1600 DATA 000000P000000BDND0ORONBTOE0D
0000000000000 00PONDDRODO0B7EE0000B000
egefddopRO00000RO000DR000, X0

191@é DATA 00000000000 7010Z080000000000
000000000000 00E7R102030000000000000000
2000000000000 A000BBBAT , 43

19z DATA 0190Z2010Z08000000000000000000
60070102010 2068000000000000000000000000
800800000007 010201020102,51

i838 DATAH OB50DDDODD9000D0DDODOTOLBZBA102
810Z0800000000000000000000000000000000
01029010Z0102010200000009 ,62

1049 DATA 0OO0OPO0P19Z0102Z010Z01020000
A80P0GNPRDDORO0O0PDOD00DDDOVDZO1020102
2107201 0000000950000000002 , 15

i1e5e pATA ©192010201020100000000000000
08000 00A0NAAN00AAAO1AZA506A50601020000
0009000200000 10205060506, 72

1868 DATA GlO0Z000000000DOE00DDOO00GDOOROG
000000000 ZP10I040304020100000009000000
fe0Zo10I0403040201000000,52

ie7e DATA 6000000000 EO0RDDOOGE0O0ROG1
8Z2050605060102010201020102010201020506
050601020000000000000000, 68

1888 DATA 00000000000 E0000D0Z0103040304
8290102010201 020102901020102040304020100
fdo00PABO0ODROR1OZ2B10201,59

18%8 DATA 9Z291020192010201020102018205
060506010201 02010201020102010201020800
000092910201020102010201, 86

11880 DATA 020102010201 0201030403040201
8Z910Z91020102016201020102050000010201
0Z010Z010Z2010Z20102010201,79

1ii1ié DATA 9201020506050601020102010201
02010201020102010208000201020506050601
8281850605060 20102010304 ,125

1128 DATAH 03I04020102010506850602010205
A6050601020801020103040204020102030403
0401070190201020102010201,126

1138 DATA 928304030401 020103I0403040201
0290720192050605060102010506050602010201
0791920190201 020105060586, 132

1148 DATA 0Z0190Z0506050601020101020103
2480402010203 04030401020102000CACHBA1L
0Z010Z03I04030490102010304,150

1158 DATA 93I04020102020102010201020162
eilozZoelezeliozelezoilecCecacecezeiezeiezel
620192010201020162010201,114

1160 DATA 9lO201020102010Z010201020162
8i10z810zZecececocole2oiezol0z20102810201
628102010201 0282010208162,116

1i1i7e pATA ©1020102010Z0102701020102010C
fCececozelezol16Z0162010201020102010201
0201919201 020190201020102,109

1188 DATAH 91PZB10Z0102010Z20CHACOCACOLDZ
010701970102010201902010920102801020201082
010201902901 02019201020102,1180

1198 DATA 918Z2010COCOCOCO2010201020102
elezelezeil10201820102010100000000000000
0000 ABAAAAAALO000EA0NG08, 80

i1i28e DATA 000DEODO0000DDOODD0DOODRORDOD
0000000000000V O00DPDOD000R00DDDO00D00D
0B 0RO00BO0DRADDOBR000, 0

1218 DATA 9009000 0PRDERRORD0DOBRDOADO0OD
Lililiididi il pedih il gelihebililegeidelibiRididedelebifilidigige)
obpOBObPAE0O0PORAAO0O0RR00, 0

1278 DATA 00000000 0D0RDOGO0DDRGOB00DOODOO
il b ds LR e R R Ll de FedsdidaeliRudlda i QiR dedelilididiRigils]
B0BZO65E4A7008DPCHGOZA286D,1221

1230 DATA B7D4N9IEBDZFOZAZOZBEGFOZEBBE
ippeade7azZICAadD6ZOSCE4dASCEBDDOBOBZADICED
818Z2A9COBDBED4AY4ABBDCZB2Z, 4983

1248 DATA AZOOBLAZIIESDOOIGEBEGT7ODOFSAD
94a80I0BZA9IDBDIL0Z2A9208D000GEDB1OG2Z0OBT
ICADLFDBZY01DOOAADIFDBZ2ZY 4490

0OH

DT

N5

aY

MF

JO

KT

ED

uT

uxr

EL

s

aH

NT

oF

RT

vI

BS

ER

P

NY

fak

Fu

HY

1258 DpaATA GLFOF94C70I9ADB40Z2DOEAAIBDED
B186A%0Z28DFI02Z2A97780I002A93IDEBEI102A200
ABDBZBDDIFA90ABDIL0GBDIZ, 4457
1260 DATA B68DIZIO6AY7BEBDZAGGAI4186DZBO6
ZB873CZO6F3CZRPEAZIIAYBOEDLIEDOEBDINBGBD2ZF
aec&DI806GEDITOGED4ATOGEDOL, 3560
1279 DATA DZZOPEIAAD4AIO6DOFBZOIDIAZOESD
IAZ06Z23B2Z01CICZOBB3IAZOF63I94CCII9BDBIZE
270206 CBEBERZBDOF460A700,4886
1280 DATA 8D41068D4Z068DIFOG6E8ADICOGFA
260900BDICOGEBDLEDPOAZOPBEIBOGAYDABDIERG
Z20AZ2ICEE4Z206A%018DIEGAGBAD , Z681
1298 DATA 258DIBOGZOAZIC6E0ADIDOGDODBLEGD
A?BOBDIDOGBDIEDDASLI4E6DIEAGAYESBDIBAG2ZE
AZIC60AaZe0AD1OCADBFDBEDD, 4371
1Xe8 pATA FAGOAD7BOZB8DZCOGBDLEDOZ901D0
GICEZBO6ADZCOG2IBBDROIEEZADGADZCAGZID2
OB IEEZBOGADZCOGZo04D003 ,3I731
13186 DpATA CEZAGGADZABGCICEBDOBICEZABGAD
ZA06CP?2CPOOIEEZADGADZBOGCYEZDOBICEZBOG
ADZBOGCIZYDOVIEEZBOGAZ00,4544
1128 pAaThA BG64DACZBOGBDFBIE?9082CCEBEBED
dsroFd4abzab68b00DBEOADIFOGCYLI9DBBLIGEAD
840Z2CDZ2EOGFOLFBDZEDECH00,4912
131180 DATA DO1BAYZEBDZDOGBD40B6EEIFOGAY
0180IEOGAFLIDEBDIBO62ZOAZICEOCETILOGFOO160
ADIZO6B8D3I106ADIABGEFOBIAC, I845
1I40 DATA 253IBADOGADZZYB7FOFY>AABDOBIFBD
I5806BD0ABIFBDIGAG6ABAIRLBEDINO6AZOBBED1LOIF
900 ZECBESEQOCDPOFAGBEEZF ,A772
1158 DATA 86ADZFOAGC?15DBZ9A%0088DI00GED
ZFOG8DRZDPOEE4106AE4106A02Z7BD2BIF290206
ACIGAGAZPOBAP900ZECBEBES, 4208
1608 DATA OCDOF7GOEEISOGADISOGEBDOZDOGO
CEII0G6FOO1LGHADIZO6BDIIOCADIGCOGFOOBI4ACCE
ZIBADBADZ22901DBZ6AICEBBDCT 4763
1378 DATA OZA200MOSOBDACIF99002FCBESER
BEDAF4A9D2Z2B8DIF06EDOIDOAYOLIEDITOEEDIBOE
60A208A9888DCINZ2ABT77BCTIY, 4885
1I88 pATA OGBDZZIF99002FCEBEBEOOIDOF4A9
7FEBDOIDOATOLEBDIBO660ADITOGDOI7ADIAGEDO
16CEZI06ACI?O6CA4EDBBGAD , 4847
13%8 DATA B168DIAG6G6OAZOBZONFIBGOEEIY06
ACZI906CO7EBDOOCAIOOBDIEOGBDIAD62097ICED
AZOBZOAFIBGOCEI?B6ADI?06,I839
1488 DATA BDBIDOCILEFOO160A?008DI7O6ED
J8062097IC60AD4AZ206CY20FDOZZ2Z20EATYABILCAZ
1Cz28DpD3I9%A9018DZEAGADL1Z28D ,4254
1419 DATA IBOGZOAZICCEIZO6ZOIDIAGBGBAC
26X%ab4106Cr0AFB016OAZOBADBBBOYDBIEYDBZ
BECBEBERZGDOFAADPFFEDIBOG , 4755
1426 DATA Z0IDIACEIBOGDOFBGEG6BACASIAZ
8BpGEABDZAYACEBDOLDZAYSOBDIFNGZOIDIACEIY
860OF860A9700AAFDOBZCIDOD 4745
1438 pATA ZEPDOOZFCADDBF460A900A28697D00
ZFCADBFAGREEIERGAEIBBGCEIEOGDOOLIGOBDOZ
BECI21O2FOO86201L72DO2ZP64ACAS ,47Z2
1448 DATA ICAY109DOZOGCA4ACAEIC4A8A9T48D
Alb48D18DOASIBBDOID4A6EB40ADFCOZCIZIDBOD
AFFFSDFCOZADAI0G49FFBD4Z,5181
1458 DATHA BGBAD4AIBEFOBIACHZE4ADBLIAGFOLS
CEQOOOGDOODAYZOBDODDGEADFID2Z49028DFI024C
GZEAEECOOZADZDOGFOADAA4A, 4457
1460 DATA BDOIDZA90ABDOZDZCEZDOGAD40DDG
FO4BAP008D4006ADBCDE2Z904FOZLEEICOGAYD0
ACIGO6AZOOZO4EIBAYODED IO, 4186
1478 DATA B6EBDZFOGEDOZDOADIZOAGEDILIOGAC
fF13rADOCDOCYOEBDOLFEEIDOGZO?7ICAY00BD IS
ecEDIAGGEDIVOEADIZOGEDIZ, I60T7
1480 DATA O6ZD0483IA4ACHZEAT7O7O7FOAZOZ06F8
70440835040404040404040404040404040404
0404040404 044177ID707070,2118
1438 DATA 7O787047B7ID707V0B77O78707006
707006700670707002419%4AID00D000DDD0D7400
610G672006700650074000080, 2949

continued on page 54
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DE RE PIRACY

Confessions of a pirate
by L.J. Silver

This article was received anonymously
together with two double sided disks of
‘wunavailable’ software and is completely
genuine It is published to highlight many
of the problems that have caused ATARI
to have so little software support in this
country and in the hope that a few owners
will think twice if they are offered illegally
copied software. ATARI now has the great-
est chance it has ever had to make an
impact in the UK Will you help or
hinder?

Piracy must be eliminated now, or
more companies will go down, pro-
gramming talent will be lost and fewer
people will want to enter the software
industry if it cannot provide worth-
while employment. Piracy can be
stopped, or at least diminished, and in
this article 1 hope to point everyone
concerned in the right direction for
the longterm good of the industry.

1 am a software pirate myself, so
why am [ revealing all this? Well, |l am
as keen an Atari enthusiast as all of
wumdlm“ntﬁtaﬂtuhunumhﬂ
one, where it deserves to be. However,
the parasitic nature of software piracy
will never allow our favourite mach-
nes to achieve pole position, unless it
is destroyed at source. | could just
gilve the names of all the definite
pirates | know of (about twenty - some
in respectable positions in computer
firms) but l won’t- I'd be risking more
than losing my hardware! If Atari and
the software companies want piracy
to end then they must do the work,
after all, they were the main cause.

More than five years ago, when the
400 and 800 were still in their infancy,
Atari were charging about £30 or
more for rubbish like Asteroids. With
the lure of advertising most owners
were ‘stung’ by the extortionate prices,
whilst the people at Atari smirked as
they reaped in millions. The average
Atari owner had only a few programs.
Then the battles started with Comr
modore, Texas Instruments, etc -
they reduced their software prices to
below £15 but Atari did nothing, they
continued at £30 per game. Many
owners became fed up with this. A
great many moved to other machines
and found they could afford three
times as much software. Others dis-
covered they could easily copy their
friends’ tapes and disks since at that
time software protection hardly exis-
ted. Atarl, and other companies,
should have supported their custo-
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mers and sorted out the problems
vears ago, but they didn’t and deser-
ved to go down, losing customers to
Commodore on the way. | am sure the
new Atari will have learned someth-
ing from that incident.

More money was spent on protec
tion techniques but all the while the
pirates became more proficient at
breaking protection and were now
able to copy any software easily. If
Atari and the software producers wan-
ted to attract customers to buy their
software then they needed to reduce
prices of ALL software to below £15,
or else justify how they can expect
users to pay out half the price of a
television licence, but it didn’'t hap-
pen until quite late. The effect of the
Atarli con-trick was that very few
national magazines even mention
Atari products, many people prefer
inferior machines because they are
better supported and small com-
panies go into liquidation. Piracy is
just the ordinary man’s logical reac-
tion to the greediness of the short
sighted software manufacturers.

O.K. WHAT CAN BE DONE?

Firstly, let's see how a pirate obtains
software. There are basically three
different types of pirate.

{(a) There are those who just receive
software for their own use - mainly
cassette users - and don’t have the
technical ability to copy software.

(b) Those who provide software to
their friends (myself included). We
select software that we or our friends
want and then get it from a type (c)
pirate. We stock no rubbish - disk
space is too valuable, so we have only
about 200 programs each. We also
have many utilities for copying disks,
tapes and ROMs and are all disk drive
owners primarily responsible for sup-
plving class (a) pirates.

(c) The copiers and suppliers who
distribute to (a) and (b). They all have
Archiver chips (or similan fitted to
their drives, enabling them to copy
any software. They have every utility
available for copying They have most
of the games available for the Atarl
not just 200 games, more like 200
disks with up to eight games per side.
H they don't have your requested
game in their vast disk library then
they can get it within a week The
copiers gather at each others' homes
(or user group meetings) for massive
games transfers.

I —

Pirates can get games that will never
be released to the public or games two
or three months before official release.
All of the following were available
about three months before the official
US.release datee Donkey Kong
Junior, Millipede, Track and Field,
Vanguard, Dimension X, Blue Max
2001, New York City, Quasimodo,
Alley Cat, Decathlon, Pitfall I, Zenji,
Ballblaster, Rescue at Fractalus, BC's
Quest for Tires, Bruce Lee, Spyhun-
ter, Flight Simulator I, Wargames,
Frogger I1, Stealth, Dropzone, Asylum,
Archon II, Ghostbusters, Electrician
Some of the foregoing and many of
the following games will probably
never be released or have disap-
peared from the market or turned up
for Commodore 64 machines pri
marily because they have become so
widely distributed that the manufac-
turers do not consider an Atarirelease
worthwhile. You may never see: Past-
finder, Designer's Pencil, Zone Ranger,
Last Starfighter, Centipede 16K, Final
Legacy, Mario Bros, Atari Soccer,
Crystal Castles, Air Support, Mr Do's
Castle, Juno First, Up'n’'Down
Adventurewriter, Whistler's Brother.
All of these are excellent games and
many were obtained from inside Atari
and Activision.

_If nothing positive is done to combat
piracy then it will inevitably continue
until no software companies support
Atari machines. Then everybody loses.
So what can be done? If the software
companies really don’tknow, here are
some possible means of bringing the
pirates to justice:

The larger companies must together
strive for harsher punishments for
those who copy and distribute software,
e.g. removal of all hardware and soft-
ware with bankrupting penalties.

Private investigators should be em-
ployed who can track down pirates all
over the couniry. The best places to
look are at many user group meetings,
where all sorts of leads can be obtained
Take a look at ads in national magazines
which read ‘Atari games swap/sell.
From these you can obtain large lists
of software - obviously all copies and
all at ridiculous prices. Incidentally
the magazines themselves must take
a great deal of the blame here for
providing one of the major outlets for
piracy.

Finally take a look at some of the
software hire clubs and at certain of
the retail shops in nationally known
hi-fi retailers.

continued on page 25,
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POWER WITHOUT THE PRICE

THE NEW ATARI S20ST
Linder the new leadenhip of Jack Tramial (formes boss and founder of Gommesdors
Busirmis Machinga), Alas Corparsl arkad IhRil aniry mlo tha wodld of
Barhifisa/ parsOnal COMmpaulers wilh @ machsne whech eaves (b compatition standirg
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Precision Software Ltd.

There are something like a dozen word processors available for
the Atari micros, at least there are if you know where to get them,
so do Atari users need another one? The answer is yes, provided it
is good, easily available and at the right price. Does Precision
Software's Superscript fit the bill? Again the answer is yes. In fact
for the serious Atari user would go so far as to say that Superscript
is the most important piece of software to have been produced so
far by a British company.

Although there are many word processors the only one that has
been widely available and the one with which most users are
familiar is Atariwriter and Superscript beats Atariwriter hands
down. Superscript gives you not only powerful text manipulation,
but also a unique facility to define your own printer driver using a
simple text document plus a built in spelling checker with a British
dictionary. It is a powerful program and comes with a pretty hefty
manual which is needed to understand all of its features.

FOR 800XL AND 130XE

First of all take note that Superscript is written for the 800 XL and
the 130XE Read that literally, it will not work on the 400 or 800.
The reason is simply that it takes full advantage of the XL and XE
facilities and offers full interational characters, including that
elusive £ sign on screen. In addition it is the first program that [am
aware of to take advantage of the extra64 kin the 130 XE by allow-
ing two documents to be worked on in memory at the same time.
More about this later. The first thing you need to do with
Superscript is to sit down and work through the tutorial which is
essential if you want to use the program to the full It is possible to
compose simple documents by just following the screen prompts,
but ignore the manual and you will miss out on many powerful
features.

So, boot up Superscript and you will be prompted to Insert an
Existing Work Disk, Create a Training Disk, Create a New Work
Disk or Create a Dictionary Disk The dictionary disk is easily
created, it is just copied from the back of the master disk onto a disk
of your own and may as well be created at the same time as your
Training Disk Select Create a Training Disk and several files which
give exercises to be used with the tutorials will be copied onto your
disk. The Training Disk and the normal Work Disk primarily con-
tain a‘Defaults’ file which is booted each time to set up the printer
driver and certain program parameters which are completely user
defined. You can set screen and text colours, margins, standard
printing features, screen width or even assign special features to
any key on the keyboard and boot these in as standard every time
you use your work disk More of these later, let's go back to the
tutorial

THE TUTORIAL

You start by loading in a letter to use as practice for the standard
features of editing and to learn how to view and print documents
which is fine for beginners and will get you used to using a word
processor. Experienced users could skip this but may miss out a
few tips to short cuts in using Superscript by doing so. The tutorial
then goes on to'Cut and Paste’ editing which simply means mov-
ing blocks of text around from single words to whole paragraphs
before introducing one of the really powerful features of Super-
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script - the ability to do mathematical calculations on tables within
the text.

Here also is introduced another fine feature. Atariwriter is
limited to a40 column screen and it is virtually impossible to set out
any sort of table without much trial and error. Superscript allows
you to define the width of the text screen to a maximum of 240
columns and will scroll across and back as you reach the screen
imits Tables could not be simpler, you just type them exactly as
vou want them to appear on paper.

MATHEMATICAL FEATURES

Using the mathematical features seems at first quite complex
but a sample document is included and once mastered the techni-
que is simple yet powerful, Each column in a table is defined as a
numerical tab at the position of the decimal point, which inciden-
tally can be set as desired, and figures are entered by tabbing
across and pressing RETURN at the end of the line. Enter as many
rows as you wish and finish off with a row of dashes and you are
ready to calculate totals. Simply place the cursor at the end of a
line, enter a few keystrokes and the line total will be entered in the
final column. Calculate each line in this way and then place the
cursor at the foot of the table. A few more keystrokes and every
column in the table will be totalled automaticall Any figures
included in brackets or with a minus sign will be subtracted and the
program has facilities for division and multiplication as well In fact
all of the commands to calculate a table can be included in a format
and can be executed with just two keystrokes. There is an example
included in the tutorial Just run it and watch, you'll be amazed!

MAIL MERGE

Next comes Mail Merge which allows you to take a standard let-
ter and ‘personalise’ it by automatically inserting names and
addresses or other information within the standard letter. An
example is again provided. The procedure is somewhat lengthy
but once set up is easy to use. Your letter is composed as one file
and the information you wish to insert, in the example names and
addresses, is composed simply as another text file You then
smply insert markers in your letter, which can be conditional, and
start printing. This is where the 130XE is used to good advantage
for you can have your letter in the upper half of memory with the
merge information in lower memory thus eliminating disk access.

The use of conditional markers makes the mail merge another
powerful feature. You can forinstance set up afile, ormultiple files,
containing a full list of contacts or addresses with as much detail as
you wish and then print letters to them according to conditions laid
down in your main letter. You could forinstance write only to those
in London or you could exclude London addresses. You could
write only to male or female contacts or, if you keep your contact
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file up to date, only to people who have expressed an interestin a
particular product or service. ltis obviously not as powerful as a full
database program but for simpler situations is more than
adequate.

The tutorials finish here but the majority of the manual is
unread! There is more that you can do with Superscript Let's take a
look now at the editing features as controlled by the keyboard. At
first sight any action seems unnecessarily complex requiring the
SELECT key to be pressed followed by selection of the feature
required and then selection from a sub-menw In some cases a
further menu is presented. If you don't study the manual you could
waste a lot of ime performing almost any function but once you
have executed a particular action, no matter how complex, it can
be repeated by simply pressing CONTROL-R. In fact most of the
commonly used editing features can be accessed by using CON-
TROL with an appropriate character. There are several really neat
features here such as changing words between upper and lower
case. CONTROL-F will change a word from upper to lower case
but on first press will leave the initial letter as a capital in caseitis the
start of a sentence. Press again and this turns to lower case. If you
prefer to use the cursor movement keys without holding CON-

TROL simply change them so that the cursor movement is stan-
dard and the arithmetical signs are accessed with CONTROL!

USER DEFINED KEYS

What if you need to repeatedly use a series of commands? Easy,
just assign these commands to any key on the keyboard in either
upper or lower case. Press ESC followed by the key and the pro-
gram will perform the action you have assigned. Almost anything
can be assigned to a key from passages of text to single commands
or series of commands. Your name and address for instance can
be inserted in a document with two or three keystrokes. It can even
be automatically centred or ranged right. Often used words can be
inserted at a stroke or the cursor can be moved as desired. Several
examples are given in the manual but the applications are limited
only by your imagination. Suppose for example you often
franspose two characters. Simply assign a key to reverse them,
place the cursor on the first character and change them about. You
can change disk drives, obtain a directory, initiate a search ex-
change dates and much more. All that seems quite powerful, but
the real beauty lies in the fact that every key stroke you define can
be made permanent so that the keyboard is configured to vour
specification each time you boot up a work disk If you wish you
can have different configurations for different tasks and change
midway through a session. You may not appreciate the power
untii you have used it, but what it basically means is that
Superscript is not a program to which you need to adapt but a pro-
gram which adapts to you. Your working version of Superscript
will be exactly that, your own personalised program.

LAYOUT FEATURES

Before | go on to the search and replace functions and spelling
checker, a brief word about the layout capabilities as regards the
printed document All the expected facilities such as setting
margins and page lengths, centering and justifying text, including
headers and footers are there as well as page numbering but a few
more features are included. Margins as well as page numbers can
be offset alternately so that if you are producing a bound docu-
ment the wider margin will always be in the centre of the pages. To
produce a double-sided document you can print odd numbered
pages first, turn the paper and then print even numbered pages
Four levels of indent can be set and released as desired allowing
hanging indents, such as you see in numbered paragraphs, to be
easily produced. A nice report is included on the training disk to
illustrate many of these features.

SEARCH AND REPLACE

One of the useful features of a word processor is the ability to
find words quickly throughout the document and replace or
amend them and Superscript naturally has this feature. You may
change all occurences of a word or verify each change or simply
find a particular word to position the cursor for editing It was here
that | found one of the few limitations of Superscript as it cannot
search for spaces. | often used Atariwriter to check for and replace
inadvertent double spaces in a document. A useful feature of the
Search facility is to search forward or backward so you do not need
to go to the start of the document for multiple searches.

THE SPELLING CHECKER

Sonow let's assume that you have typed your document. Before
you print it you will want to make sure that the spelling is correct so
a few keystrokes (or assigning these to a particular key) brings the
spelling checker into action. If you have two drives insert the spell-
ing checkerinto drive 2 and the program will look for it first in drive
1 and then in drive 2. If it is not in either you will be prompted to
insert it The first action is to analyse your document. You will be
told how many words have been used, how many sentences there
are and how many paragraphs as well as the average word length.
Then the spelling will be checked in alphabetical order throughout
the document This method is slow but it works well and incorrect
or unrecognised words will be highlighted for action as they are
reached. You may either accept the word in which case all further
occurences will be ignored, ignore the word so that it will be
flagged again if found or have the program leam the word and
insert it in the dictionary for future use. Words which you use often
can thus be added to the dictionary automatically so that each time
vou use the spelling checker, its vocabulary expands. If a word is
incorrect you simply edit it and resume the check When it is
finished vou can replace the original document on disk with one
keystroke. One point to bear in mind is that, being a British pro-
gram it checks for English and not American spellings!

The spelling checker has other uses. You can use the disk as a
straight dictionary. If you don't know how to spell a word just look it
up by typing the first few characters and you will be shown all of the
words that begin with those characters. Whilst the program cannot
check grammar, you can display all of the words used with their fre-
quency so that you can see if for example you have used ‘nice’ or
‘great’ too many times

CONCLUSIONS

Superscript's manual is several times the size of this magazine so
you can see that it is possible only to scratch the surface in a review.
The program was originally written for the Commodore but the
Atari version is no straight*dump' to another computer. In fact Pre-
cision Software have produced a remarkable program especially
since the first time they touched an Atari was only four months
before producing this version of Superscript In that short time
they have discovered and used more of the facilities of the XL and
XE computers than many of the well established companies in the
States that have been writing for Atari for years. | will finish by
repeating that for the serious user this is the most important pro-
gram to appear this side of the Atlantic. It heralds the final recogni-
tion of the Atari as a serious computer, something we have known
all along.

Superscript is scheduled to retail at £69.95 - the same price as
the Commodore version. If you think that is expensive compare it
with Atariwriter at £39 plus a printer driver at £20 and a spelling
checker at £30. You will save £20 and believe me you will get
much more for your money. w
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GETTING UP TO ANTICS

by Steve Pedler

Most owners have heard of Atari's ability to re-define
characters even if they are not sure how itis done. Character
graphics are a quick, versatile and memory efficient way of
developing game playfields and simple animation. In this
article I will show you how to use two of the least understood
of the text or character modes.

One problem with using character graphics is that the
best looking characters are only available in Graphics 0,
which only allows one colour. In Graphics 1, characters can
be any one of four colours, but the loss of resolution makes
them look rather chunky. What would be most useful
would be a graphics mode with the resolution of Graphics 0
but with more than one colour available, preferably without
using extra memory. It would be even better if the characters
themselves could be made up of more than one colour.
Well, believe it or not just such a mode is available on the
Atari. It is known as Antic 4 or on the XL and XE machines
as Graphics 12. Antic 5 (Graphics 13) is a similar mode but
with less resolution. These modes are used extensively in
commercial games, but for some reason tend to be less used
by the ordinary Atari user. I suspect that this is partly due to
lack of awareness of the existence of these modes and partly
due to the need fora little extra programming in order to use
themn.

a tutorial on

Why Antic 4 and 5? As many of you know, Antic is the
chip inside the Atari directly responsible for producing the
display on the TV screen. It recognises 14 different graphics
modes (numbered 2-15 by Antic) plus the three GTIA
modes, but unfortunately not all of these modes are directly
available from BASIC, at least in the400/800. l understand
that all but one of these modes can be called from BASIC in
the XL models, however all the programs in this article
should work equally well on both XL, XE and older
machines. Antic4 and 5 can therefore be termed as two of
the‘hidden’ modes. The other three are Antic3, 12, and 14
and would perhaps be a suitable subject for another
article.

How then do we get into these modes? Antic is told how
to display data on the screen by means of a set of instruc-
tions called the Display List. This isn’t intended to be an arti-
cle on display lists as such (yet another article!) so sufficeitto
say that to use Antic4 or 5 we must either set up our own
Display List or modify an existing one. (XL or XE users can
simply use a Graphics 12 or 13 statement).

Antic 4 is similar to Graphics 0 in screen format and
memory requirement so to use it we merely change the
existing Display List We can find the start of the list easily
enough by PEEKing memory locations 560 and 561.

DG 5 REM ANTIC MODES LISTING 1

LP 10 GRAPHICS @ »

5U 280 DL=PEEK({SG60)+256%PEEK(561)

TH I8 POKE DL+Z,68:FOR J=6 TO 28B:POKE DL+
J,4:NERT J

¥H 48 LIST

Listing 1

EH 5 REM AMTIC MODES LISTING 2

LF 18 FOR J=8 TO ZI:READ MN:POKE 1536+.J,N!:
HEKT J

RP 20 GRAPHICS L1:PDKE 1536+4,PEEK(88):POK
E 1536+5,PEEK(89) : POKE 1552,PEEKI(660):
POKE 1S5S ,PEEK(661)

MR I8 POKE S6@,8:PDKE 561,6:POKE 87,0

OR 35 FOR J=8 TO 9:POSITION 8,.

MI 48 7 H6;"ANTIC MODE 5"

JL 45 NEXKT J

¥T S8 END

oP 180 DATA 112,112,112,69,0,6,5,5,5,5,5,
5,5,5;5,55,“,’.2,2.2,55,&.5

Listing 2

FI 5 REM ANTIC MODES LISTING 3

TO 18 GOSUB 1080:GO05UB 1280

WK S8 RAMTOP=PEEK(106) :POKE 106,RAMTOP-8

MO 68 GRAPHICS ©9:DL=PEEK(560)+2S56%PEEK (56
13

II 78 POKE DL+3,68:FOR J=6 TO 2I:POKE DL+
J,4:NEXKT J:POKE DL+24,132

LK 88 OURCHAR= (RAMTOP-4)%256:A-USR(1664,0

URCHAR) : GOSUB 1400:P0OKE 756, RAMTOP-4

BD 90 POSITION 2,18:7 " a B aB FLE "™

MUl 95 POSITION 2,21:? " a B aB FE"™

LG 180 GOTO 108

MO 1088 RESTORE 11868:FOR J=8 TO II:READ N
{POKE 1664+J,M:NEXRT J:RETURN

¥YW 1108 DATA 104,184,1F3,215,104,133,214,
169,224,133,21%3,169,0,13%

RJ 1185 DATA 212,162,4,160,08,177,212,145

WA 1118 DpAaTA 214,200,708,249,2390,213,230,
215,202,208,242,96

MJ 1199 REM DLI SET-UP

OF 1208 POKE S4286,192:POKE S13,6:PO0KE 51
2,164 :RESTORE 1228

GU 1216 FOR J=8 TO 2S5:READ N:POKE 1708+J,
M:iMEXT J

IXK 1228 DATA 72,169,224,141,10,212,141,2,
212,169,148,141,24,208,169,202,141,23,
208,169,0,141,26,208,104,64

AM 1238 RETURMN

HP 199 REM NEMW CHARSET DATA

TK 1488 RESTORE 1S80:FOR J=8 TO 7:READ N:
POKE C(OURCHAR+ZII®E) +J,NINERT J

UM 1418 FOR J=0 TD 7:READ N:PODKE (OURCHAR
+97%8) +.J,H: NEXT J

MV 142@ FOR J=8 TOD 7:READ MN:PODKE (OURCHAR
+5SHBY +.J, N NEXT J

EN 1588 DATA ©,252,704,204,252,204,204,0

NO 1518 DATA ©,84,68,68,84,68,68,0

BZ 15?8 paTh ©,168,136,136,168,136,136,0

A5 1538 RETURMN

Listing 3
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Antic modes 4 and 5

Without further ado therefore, type in and run Listing 1.

Notice that the default background colour to Antic 4 is
black Notice also that you can't read the characters! Why
this should be so we will discuss later. In all other respects
Antic 4 is treated as Graphics (0 by the Operating System
and all of the screen editing and cursor control features will
work normally. You will stay in this mode until you do
another Graphics call or press System Reset

Antic5 is alittle more difficult The problem is that there is
no other mode available with equivalent resolution
Graphics 1 has 20 x 20 resolution giving double width
characters, plus a text window, while Graphics2 has20 x10
resolution giving double width, double height characters.
Antic5 however has40 x 10 resolution (normal width, dou-
ble height characters), assuming a text window is added
The easiest solution is to construct your own Display List
and place it in a protected area of memory such as page six
To do this, type in and run Listing 2.

A brief word concerning this program may be helpful
Line 10 readsthe data for the new Display Listand POKEs it
into page six of memory. The only data we don't have is the
starting location of screen memory and of the text window
memory, and this is represented by the zeroes in line 100.
Graphics 1 needs the same amount of memory as Antic5
(even though the screen format is different) and calling
Graphics 1 in line 20 automatically allocates the correct
amount of RAM. Locations 88 and 89 point to the start of
screen RAM, and 660 and 661 point to the start of text win-
dow memory. The values in these locations are then
POKEd into the appropriate places on page six. Line 30 re-
directs the Display List pointer to our new list One further
problem is that although we know that40 characters can be
printed per row, the Operating System thinks it is in
Graphics 1 (from line 20) and will only allow 20 characters
to be printed per line. We can trick the computer into think-
ing it is in Graphics 0 (40 characters per row) by POKEing
87 with zero, which allows us to use this mode fully. Having
opened channel 6 to the screen by the Graphics call in line
20, we must use this channel to print onto the Antic5 part of
the screen. One final snag to watch for here - only 10 rows
are available for printing (not counting the text window) but
the OS, thinking it is in Graphics O, will allow you to print up
to 24 rows without returning Error14 1 - cursor out of range.
Attempting to print outside of this 10 row limit may cause
interference with the OS RAM below screen memory, caus-
ing a program crash.

Let us return to why the text is not readable in these two
modes. As you know Atari characters are constructed ona
arid of 8 x8 pixels. Each pixel can either be‘on’ or‘off (Le. lit
or unlit), so that the letter ‘A’ for example would be made up

continued overleaf

Precision Software’s

for your

Atari 800XL and Atari 130XE

r
t The Intelligent

Word Processor
If you need & sophushicaled and powerlul word processor . 1his is ihe wimahe
Trevor Doherty, Commodore Horizons July 1985

What is Superscript ? -

Superscript combenes word processor, spelling checker, calculator and mailmerge
tacility, all n one package. 50 Superscript gives you all the lools you need 1o
produce mgh quality reports, tables, lists, personalized letters and even labels
quickly and efficiently . Superscript is a remodeled and vastly enhanced version of
the popular Easy Script and Easy Spell programs that have sold more than
350,000 copsas worldwide, 50 you KROw you can rely on i

Simple for the beginner

fyou are & newcomer o word processing, Superscript's simple command meanus
put you immediately al ease

Each command is a single word, and for each command there's an extra line of
halpiul description. To saléct a command, you simply mowve the cursor, Yow don't
even have lo type the command |

Once you are more familiar with Superscripd, you can bypass the menus

Powerful for the experienced user

Superscript also gives you the ability to cut work down fo a minimum by stonng your
own command seguences or text on single keys. This means thal with a sangle
keystroke you can reproduce commonly used phrases of multi-line addresses from
aglossary, load in document lormats or execule a pre-programmed sequence of
operations. Thal's infeligence !

Editing options

Superscript gives you all the editing options of a business-style word processor, with
full blpck manipulation for cut-and-paste; overtype or text inserbon modes: search
and replace with pattern matching and optional case discrimination; backward
search; case shifis for single words or larger blocks of text. And mwch more

Good with numbers

Superscript allows you o extend your editing line up to 240 columns for wide
documents like financial statements, and with decimal tabs it's sasy to anter
properly justified tables of numbers

Superscript’ s complete set of calculator lunchons can be used interactvely, or
you can oparale on numbers rom the text of your document. Apart from the usual
mathematical functions like add, subiract, multiply, divide, and percentages, you
have the ability to add rows, columns or even whole tables

Good with spelling, too

The built-in spedling checker goes nght through your text, checking the unigue words
against its dictionaries, and stopping at each one it does not recognize. You have the
opticn 1o cofrect the error, learn the new word or ignora it. Superscript has its own
30,000 word dicticnary. In addition, it Stores i words as it learns them

Mailings with Superscript

Parsonalized mailings are easy with Superscipl. ¥ou can enter the data manually or
usa data extracted from your spreadsheet or database. Merging can ba selectve
with equal-1o/ not-equal-to logic. A mailing labets template is included 10 help you
complete your mailing and you can alter the template to swit your own label format.

Also available on Commodore 64 and 128, and Apple /'c and /e,

Suitable for all ages, Supertype guides the
novice typist towards complete typing
proficiency, using proven keyboard training
techniques. All the family can learn o touch-
type at home, acquiring a valuable skill.

An endlessly patient tutor helps you to
improve your productivity without expensive
typing classes or traval.

1 TR S e
The Professional
Keyboard Trainer
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Getting Up to Antics continued

like this:

In Antic4/5 however, each character is constructed on a
4 x8 grid, with each pixel beingtwice as wide as a Graphics0
pixel (technically, one colour clock wide). Either half of the
pixel may be litindependently of the other, so that the pixel
may also determine colour. The pixel configurations and
the colour registers used are shown in Table 1.

Using this chart, you should be able to define your
characters in any desired colour or combination of colours.
If you look at the above diagram of ‘A’ in this light, you will
see that although retaining the shape of the letter, the
character is in a mixture of different colours, making it dif-
ficult to read. Antic4/5 characters must be designed to take
this into account. The letter ‘A’ in Antic 4/5, Setcolor 0,
should look like this for example:

In order to use other colour registers it would of course be
necessary to define the letter in a different fashion.

One problem with re-defining characters is that they will
no longer be readable in Graphics 0. This is unfortunate if
your programs use on-screen prompts or user inputs that
you want to be readable. However, we can change the
characters back to the original set in mid-screen by using a
Display List Interrupt. Listing 3 is an example of character
re-definition and a Display List Interrupt to set up Antic 4
with four lines of Graphics 0 at the bottom of the screen. It
re-defines the characters A, a and Control-A as upper case
‘A’ in three colours, and then prints them and their inverse
video counterparts to the Antic4 screen. It also prints them
to the Graphics 0 window to show the use of the DLL

The DLI also restores the default background, border,
and character luminance colours so that you can alter the
colour registers as much as you like without making the text
unreadable. The DLIitself and the machine code routine to
move the old character set into RAM are kept as separate
subroutines for use in your own programs.

Note that the screen does not have a true text window.
Anything printed here will normally scroll into the rest of the
screen with further inputs or prompts but line 100 prevents
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GJ 5 REM ANTIC MODES LISTING 4

NR 55 RESTORE 65

LK 60 FOR J=8 TO 23I:READ N:POKE 153I6+.J,N:
NEXT J

HHM 65 DATA 112,112,112,69,08,08,5,%5,5,5,5.,5
,5,5,1%%,66,0,0,2,2,2,65,8,6

RU 70 GRAPHICS 1:POKE 1536+4,PEEK(88) :POK
E 1536+5,PEEK(89) :POKE 1552,PEEK(G68)
POKE 1553 ,PEEK(661)

NF 75 POKE 560,0:POKE 561,6:POKE 87,90

AR 98 POSITION Z.8:7 m6:" a B a B FII ™

B5 95 2 2 *“ a B aB FFL"

Listing 4

HK S5 REM ANTIC MODES LISTING S

II 1589 DATA 8,92,76,76,92,76,76,0

YU 1518 DATA ©,172,140,148,172,140,140,0
IH 1520 DATA 0,148,132 _,137,148,132,132,0

Listing 5

this. To see the effect, press BREAK and then RETURN
several times.

The program will need to be changed for Antic 5.
Substitute the lines in Listing4 for their counterparts in List-
ing 3.

Two points to note. Firstly, the characters don't look as
good as they do in Graphics 0, because we are defining
them with less resolution (4 x 8 as opposed to 8 x 8 pixels).
Secondly, note the curious way in which inverse video is
treated. Those pixels used with only one half of the pixel lit
are unaffected, but those with both halves lit (using Setcolor
2) change colour (to Setcolor 3) in inverse video. This gives
us four colours on screen, but only three in any one
character.

So far, | have made no mention of the best feature of
these modes- the ability to use characters consisting of up to
three colours. For a brief example, substitute the lines in
Listing 5 for their counterparts in Listing 3. You should see
each letter ‘A’ appear in two colours.

| appreciate that ‘A’ in two colours is not the most exciting
thing you've ever seen, but bear with me a moment. Of
course, if you want full multicolour text on your Atari, you
will have to redesign all the characters. | will leave this for
you, but note two things. Firstly, you will lose some of your
character set - whichever you choose to redesign. In the
above example, we lost the lower case and Control-A
characters. Secondly, design is greatly helped by a charac-
ter generator utility which supports Antic4/5, my own per-
sonal favourite is‘ Magic Window' from Quicksilva. The best

Pixel configuration Setcolor Register Default colour
Om 0 708 orange
| 1 709 green
L] . 710 dark blue
B E (inverse 3 711 red/purple
00 (background) 4 712 black

Table 1




IL 5 REM ANTIC
LL 87 GOTOD 2150
JH 1488 RESTORE 1500
UQl 1410 FOR J=©0 TO0 S11:READ N:POKE OURCHA
RtZ4+J, N
EF 1428 MEXT J:POKE 708, 24:POKE 70%,214:P
OKE 718,14
£ZZ 1508 DATA O
Ca 1518 DaTa @
Ca AS5Z8 DATaA @
CH 15306 DATA B
o
a

MOCES LISTING 6

(-

Ca 1548 DATA
pp 1558 DATA
EQx 1568 DATA
CW 1570 DaTA
IC 1580 DATA
JF 1598 DaTa
HA 16808 DaThA
EB 1618 DaTA
EE 1628 DaTaA
EH 16X8 DATA
EK 1640 DaAThA
L 1658 DATA
aT 1660 DATA
AW 1678 DATA
BE 1688 DATA O
DK 16990 DATA @
abk 1700 DATA 8

a

a

a

,8,08,0,0,252,252,170
12,13,1%,1%,13,12,12,170
8,85,85,85,85,0,0,0
,0,85,21,5,1,0,0
z,2,85,85,85,85,85,21
178,170,85,85,85,85,85,85
18,178,85,85,85, 85,85, 85
10,178,85,85,85, 85,85, 85
1e,170,85,85,8%5, 85,85, 85
19,1706,8%5,85,685,85,65, 85
#,8,85,85,85,85,64,80
9,0,0,0,0,0,0,0
8,0,0,0,8,0,0,0
6,08,0,2,10,40
,8,0,128,8,0

YZ 1718 DATA
¥Y 1728
WP 173X0
4
HP 1748
RJ 1750
EL 176@
RG 1779
3J 1788
PT 179%8
ap 1800
00 1810
DT 1828
QF 18I@
ua 18489
KK 1858
E: 1868
JL 18789
M 18688
IY 1898
FE i%68

Listing 6

DaTa
DaTh

DaTa
DATA
DATA
DATA
DATA
DATA
DaThA
DAaTH
DAaTA
DaTA
DATA
DATA
DATA

0,42,170,170,169,169,1,0
8,170,170,90,86,86,84,80
160,128,170,170,170,170,0,0
9,0,170,170,170,176,0,0
8,2,170,170,176,170,0,0
42,171,175,170,176,170,0,0
251,235,171,165,149,149,21,5
188,175,171,170,106,106,64,0
9,08,0,0,255,0,0,1
8,0,0,0,255,0,0,85
®,0,0,0,255,2,2,85
9,0,10,170,170,170,170,85
8,0,170,170,176,170,170,85
pAaTA ©,80,160,166,170,1760,1760,85
paTA ©0,90,0,0,08,0,128,85

pATA 6,9,0,8,8,06,08,84

DATA 5,21,21,85,86,14,3,0

5K 13186
PY 13208
DH 1938
KO 1340
OH 1958
HH 1968
JB 19378

DaTA
DAaTA
DaTh
CAaTH
DaTh
DaTa
caTa
catTa
DaTA
CaTA
DATA
bata
DaTh
DATA
DaTh
DaTa
DAaTA
DaTa
DaTA
bAaTA
DATA
DaTa
paTa

85,85,85,169,170,170, 168,255
85,685,85,85,85,40,48, 255
85,85,85,85,85,162,162, 255
85,85,85,85,85,138,138, 255
85,85,85,85,85,40,40, 255
85,85,85,106,170,170,42,255
85,85,85,85,148,176,192,0
9,0,0,192,195,197,199,245
9,2,0,0,255,85,255,85
9,170,8,8,8,88,89,89
e,170,2,2,2,2,6,86
#,168,08,0,0,85,85,85
6,9,06,8,0,85,85,85
®,1,1,5,5,85,85,90
84,85,85,85,85,85,85,169
247,197,199,192,192,0,0,0
255,85,255,2,0,0,0,0
89,89,89,170,4,1,15,15
86,86,86,170,64,0,192,192
85,85,85,168,0,0,0,0
85,85,85,0,0,0,0,0
85,85,85,1,0,0,0,0
85,85,84,0,64,48,0,0

BH 1978
Qs zZeee
HK 2010
RY 2820
oo 2e3e
HK 2040
NH 2058
NP 2060
SF 2e7e
Iu zese
b5 2Ze%e
CD 21080

NB Z12@
KI 2138
abd z2i4@
aL Z1iS5e
BP 2151

RETURMN
REM PRINT CHARACTERS
THIS

REHM IN:T-TH4 LISTING HORK IM

HY 2152 REM [Idz[H:0:030
REM IS

POSITION 2,1:7

TO USE *PRINT
Z160-2230
nRSKET ()x

Hb' !

=

POSITION “H,-./012

:

POSITION "I456787: 56

E
o]
[
W
-]

POSITION niL=>70AB

POSITION “"CDEFGHIJ CHEFG

T 2218 POSITIOM "KLMNOPOR {LMHO

up 2278 POSITIONM "STUUHKYZ 5TUU

— k4 o o
v =
i g
»
1 J

UF 22380 POSITION s A_wE |

KN ZZ248 POSITION Z2,2Z1:7 ""These colours ar
e only a suggestion. Alter them as
much as you like!"™

RE 2258 GOTO 2258

of the public-domain programs is probably ‘Create-a- Font’
published in Analog magazine (February 1984 issue).
Compute! magazine published a very useful utility called
‘Antic Aerobics' in October 1983 specifically for the crea-
tion of pictures using groups of multicoloured characters.

Listing6 is a subroutine intended for insertion into Listing
3 above. The characters were created with ‘Antic Aerobics’
and if you can be bothered to type in all that data you will get
a better idea of exactly what can be achieved in these
modes.

Not only do Antic modes 4 and 5 allow you to create
superb displays they give you the versatility of character
graphics (including animation) and considerable memory
savings. Consider for example that whilst Antic5 pixels are
the same size as those in Graphics 7, Antic 5 requires only
0.5K memory while Graphics 7 uses nearly4 K

| hope this article has started you thinking about the *hid-
den’ Atari graphics modes and | look forward to seeing
more programs appear in PAGE 6 using them. ™

FREEWAY ACE PROBLEMS?

Several readers had problems with FREEWAY
ACE from issue 16. The listing is correct as printed
but the program will not run if TYPO Il has been
used to check it The solution is simply to LIST the
program to disk or cassette using LIST “C.” or
LIST “D:FREEWAY.LST", switch off the machine
and then re-enter using ENTER “C:” or ENTER
“D:FREEWAY.LST". This version, which will run
perfectly, should then be saved in the usual way.

The problem is that PLAY$ must be the first
string dimensioned in view of the way the Player
Missile Graphics are set up and the strings already
used by TYPO prevent this.
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cames

)@( A AP

by Allan Knbpp

. . for 2 plavers '

X-Y-Zap is a two p]aya;gammn which the players amm
co-operation rather thah competitiol. Two jaysﬁcks ares.
required in ports 1 and 2% Eachmpfayer controls a tracker,
one along the X-axis adjamﬂ to the gn;d and the, Dthﬁ #
along the Y-axis.
The object of the game is for enchﬁayerto line ﬂwirtrat- '
ker up with the spark which is maﬁng inside thegrid. When
both players press their fire buttong together ameutralizer
will appear at the intersection of each tracker's axis. If thc. ;
spark is hitthe score isincreased and a ﬁew spark aping
the centre of the grid. A player cannotimove his ker p
whilst his fire button is pressed and shoufd the ﬁrk hit.a
tracker a life will be lost 4 ,

T T — —

I y [
J EI 1 REM % : TO S:READ N:GO2% (X)) =CHRS (N
! KE 2 REM * H-Y-ZAP * 3 :NE :

[ RO I REM % by " 17 - TO S:READ N:GOIS C(H)=CHRS (N L
/ IS 4 REM * ALLAN KNOPP * ): W 1
EC 5 REM ¥ —————c—me e mm e e e e - i8 3 TO 8:READ MW:G15 (HI-CHRS (N)

IZ 6 REM % PAGE 6 MAGAZINE - ENGLAND * =H;£ H
O 7 R E M et e el e e e TET 18 OR =1 TOD 8:READ WN:GL15C(H)=CHRS (N -
QM 100 REM T IANERT X P
G 105 GOSUB 720:60S5UB S60 #ﬁ;;‘_gjn FOR K=1 TO 8:READ M:G125CH) =CHRS (N
ML 118 REM "I INEXRT X
ZU 115 REM GH 195 FOR H=1 TO 8:READ M:G1IS5(X)=CHRS (N -
DR 120 DIM PB15C7) ,PB25(7) ,PB3IS(7) JINEKT H
RJ 125 DIM GOS(8) ,GO15(8),6025(8),6035(8) CK 200 FOR X=1 TO 8:READ M:505 CHI=CHRS (M)
,G15€8) ,G115€8) ,G125(8) ,G135(8),505(8) INEXT X
,5015(8) ,5025(€8) ,5035(8),5045(8) US 2085 FOR ¥=1 TO S8:READ M:5015(K)=CHRS (N s
IP 136 DIM PHMOUS(108) ,P05(308) : MOVEZADR (P 3 :NEXHT X
MMOYS) :FOR H=1 TO 100:READ N:PMMOVS (H) WG 210 FOR H=1 TO S8:READ M:S5025(H)=CHRS (N
ZCHRS (N) :NEXT H:REM J :MEXT H
MJ 135 REM KW 215 FOR X=1 TO 8:READ M:50Q35(X)=CHRS (M ¢
SR 148 FOR H=1 TO 7:READ N:PB8S5 (H) =CHRS (N) 3 INERT X i
THEKT H YK 2ZZ0 FOR X=1 TO B:READ M:5045(H)=CHRS (N
LM 145 FOR H=1 TO 7:READ N:PB1%(X)=CHRS (N JINEHT H
JINEXT M ZB 225 PMBASE=INT ({(PEEK(145)+3)/4)%4:POKE
MA 150 FOR H=1 TO 7:READ N:P025(X)=CHRS(N 54279,PHMBASE : REM
J:NERT H AZ 230 POKE 53275,32 :
M0 155 FOR H=1 TO 7:READ MN:POIS(K)=CHRS(N RN 235 PMB=PMBASEM256
) :NEXRT M CZ 240 PHD=ADRIPBS5) :REM
IY 160 FOR H=1 TO S:READ N:GOS5(H) =CHRS (M) CL 245 PME=AGDR(PO15) :PMF=ADR(PB25) : PMG=AD
:MEMT R(PDIS)
BT 165 FOR H=1 TO S:READ W:GO15 (K)=CHRS (N JM 2580 GUA=ADRI(GOS5) :GUB=ADR(GO1S5) : GUC=ADR -
JINMEXT M (GBZS5) :GUD=ADR (GBIS)
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CH

EU

IP
HM

us
HH

HB

¥

Y
Do
HG
Al
KL
¥s
uT
Ui
ZY
FM

FO

GH
KK
PY
FK
Up
0.J
RJ
us
Zp
BT
BH
K
MNH
IK
C5
TF

HU
ML
cpP
(1]:]

IP

IH

LD

(1], ]
FP
oc
uu
CH
IN
GJ
H.J
BP
BD
0s
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255 GAA=ADRIGLS) :GAB=ADR(GL115) : GAC=ADR
(G125) : GAD=ADRIGL13IS)

268 SON-ADRISNS5) :S5OA=ADRCSOLS5) :SOB=ADRC
SNZ25) :SOC=ADRISOIS) : SOD=ADR(5045)

265 POKE S55%,46:POKE S53I277,3:REM CAGAE
D MA
z270
275
z248
280 REM

285 H=1Z28:¥=64:G=1:GG=18:YS5=28:H5=68:L
=5:5C=0

290 HI-8-INTI(RND(B)%*16) :YI=8-INT (RNDCO
Y16

295 POKE S53278,1:POKE S3I263,0:POKE 532
60,0 :POKE 77,0:REM
ESET ATTRACT HMODE

IB8 HoH+HI:Y¥Y=Y+YI

305 GG=GG*16:IF GG>250 THEM GG=18

I10 SO8=STICK(@):5TO=STRIGLO)

I1S S1=STICK(C1) :STA=STRIGCL)

X280 POKE 787,66

POKE 623,1
POKE 706,54:POKE 785, Z200:P0OKE 704,

325 IF STB=1 AND S0=14 THEN Y5=Y5-6
JIID IF STB=1 AND 5S8=1X THEN Y5=YS+6

3I5 IF STi=1 AND S1=11 THEN H5=K5-6
348 IF 5Ti=1 aAND S1=7 THEN HS=HS+*+6

I45 IF ¥5<{Z@ THEN ¥5=Z0:IF ¥S5>188 THEN
¥Ys—1e8

IS8 IF H54<68 THEM HS=68:IF X5>185 THEN
HS5=185

355 IF H{68 THEMN H=68:G0T0 365

I68 IF H>185 THEN K=185

I65 IF Y<Z@ THEN ¥Y=2@:GOTO ZI8@6

I70 IF Y»>188 THEN Y=188

375 POKE 5ZI2786,1

I80 G=G+1:IF G*4 THEN G=1

385 IF G=1 THEN PHACSPMD:GU=GUA:GA=GAA
I980 IF G=2 THEN PHA-PHME:GU=GUB:GA=GAB

I?5 IF G=X THEN PMA=PMF:GU=GUC:GA=GAC
488 IF G=4 THEN PMA=-PMG:GU=GUD:GA=GAD

485 ATUSRI(MOVE,X.PMB,PHMA.X,Y,7)

418 SOUND 8,100,122 14:50UND> 8,0;8,8

415 ASUSRI(MOVE,2,PMB,GU,185,Y5, 5]

428 A=SUSRI(MOVE,1,PMB,GhA,HS5,1088, 8)

425 IF ST@=8@ AND ST1=0 THEN GOSUB 595
438 IF PEEK(I(SIZ63)>1 AND PEEK(S5IZ63) {9
THEN GOSUB G648

4TI5 IF RND(B)>8.75 THEN 298

448 GOTO I8

445 REM

458 DATA 216,104,104 ,104 ,13X,213,104,2
d4,185,2,133,206,104 ,1X3,285,184,133,28

4,104 ;133,203 ;104,104 ;133,288

455 DATA 1.4;1“4;133;2&$;1E‘;1&4124:1B

1,209,1X%,207,166,21X,248,16,165,205,2
4,185,128,133,205, 165,206, 105

460 DATA ©,13X,206,202,208,240,160,0,1

62,8,196,289,144,19,196,287,176,15,132
2 212,138,168,177,20X,164

465 DATA 212,145,285,232,169,0,248,.4,1
69,08,145,205,200,192,128,208,224,166,2
13,165,208, 157,0,288, 96

478 REM

475 DATA 66,129,60,36,60,12%,66

480 DpATA 129,24,36,66,36,24,129

485 DATA 24,36,66,153,66,36,24

498 paTA X6,66,15X,608,153,66,3I6

495 DATA 51,68,255,17,1682

508 DATA 153,34,255,13%6,51

585 DaTa 204,17,255,68,153

518 DpATA 182,136,255, 34,204

515 DATA 40,108,198,146,170,198,68,56
520 pATA 40,.40,84,146,13I0,68,68,56

525 DaTa 56,.56,.84,68,68,68,68,56

530 DATA 40,40,40,40,40,40,40,40

CS
HR
ocC
EX
1)
TT
Jo

a0

NL

KP
LT
FC
TB

va

DL

VE

P

JH

NB
CF
(111

RK

M

SR
ZG
L
uo
GK
TH
FF
oY
CZ
CR
YO
MO
i
Fa

TD

VR

DG
u.J
DG

Zp

S35 DaTA
548 DaTA
545 DATA

8,0,0,24,24,8,0,0
8,0,24,60,60,24,0,0
8,24,608,126,126,60,24,0
ss@ paTa 24,60,126,255,255,126,60,24
555 pDATA 60,126,255,255,255,255,126,60
S60 REM
565 GRAPHICS 7+16:COLOR 2:FOR H=28 TO
1T9 STEP 6:PLOT X,0:DRAMTD H,95:NEXT M
578 FOR K=@ TO 95 STEP 6:COLOR Z:PLOT
20 ,H:DRAMTO 139, H:NMEHT X
5§75 COLOR 1:PLOT 28,95:DRAWTO 20,8:DRA
WTO 1X9.@
S80 POKE 718,9B8:POKE 789,54:POKE 788,1
4
S85 SOUND 1,249,190,2:50UND 2,251,10,2
598 RETURMN
59Z REM
595 POKE S5X278,1:A-USRC(MOVE,8,PMB,50,H
S,¥5,8) :SOUND ©,220,12,14:FOR H=1 TO 1
S:MEXT W
600 A=LUSR(MOVE,®,PMB,504,H5,Y5,8) :SOUN
D ©,224,17,14:FOR M=1 TO 15:MEXKT M
685 A=LUSR(MOVE,®,PMB,50B,H5,Y5,8) :SO0UN
D 8,228,12,14:FOR W=1 TO 1S:NEXT MW
610 A=USRI(MOVE,B,PMB,50C,HS,Y5,8) :SOUN
D 8,232,12,14:FOR W=1 TO 15:NEXKT W
615 A=USR(MOVE,®,PMB,50D,HS,¥5,8) :SOUN
D 9,236.12,14:FOR H=1 TO 15:MEHT MW
620 IF PEEK(S53260))6 aND PEEK(S53I268) <9
THEN ¥S5=20:KS=68:H=128:Y=64:G05UB 630
625 A-LUSR(MOVE,®,PMB,50,0,0,8) iRETURN
630 FOR HW=150 TO0 28 STEP -5:S50UMD O, M,
18,14 :NEXT W:SOUND ©,8,0,8:POKE 53278,
1:POKE S3I260,0:POKE S53I26X,0
615 SC=SC+10:RETURM
6X7 REM
6480 POKE S53278,1:POKE 53I263,0:FOR H=0
TO ZO:SOLUND 8,255-MW,17,14:POKE 705, W¥l
@:POKE 706,255~ (W%10) : NEXT W
645 SOLND ©,0,.0,0:POKE 705,200:P0OKE 76
6.54
650 POKE 53278,1:POKE S3I263,0:YS5=2Z0:XS
=68:A=USR(MOVE,2,PMB,Gl, 185,Y5,5) : A=US
RCMOVE, 2,PMB,GA,HS5,108,8)
655 H=128:Y=64:46=USRC(MOVE,3,PHMB,PHA, X,
Y.?)
660
665
670
675
688
685
6908
695
700
705
718
715

L=L-1

IF L{8 THEN GOTO 675

RETURN

POKE SIZ77.0

GRAPHICS Z+16

POKE 786,102:P0OKE 789,138

IF SC)HSC THEM HSC=5C

POSITION 4,5:7 #6;"your score ";scC
GRAPHICS 2Z:POKE 710,8:POKE 752,1
POSITION 4,10:7 #6; R IEEEATrIA"
IF PEEK(SI279)<>6 THEN 718

GOSUB S60:GO0TO 265

728 GRAPHICS Z:POKE 710,0:POKE 752,1
725 FOR H=1 TO G6:POSITIOMN 5,¥:7 n6;"["
:PDSITION S, X—-1:7 a6;" "

7Z0 SOUND 8, M%5,16,14:FOR W=1 TO 18:MNE
KT W:POKE 708,132:MEXT H

735 FOR Y=18 TO 6 STEP -1:POSITION Y,7
7 HE6;"Y":POSITION Y+1,7:POKE 711,74:7
ﬂﬁ;ll‘ (1]

740 SOUND 0,Y®5,108,14:FOR W=1 TO 10:NE
HT MW:NEMT Y:POKE 708,142:FOR W=1 TO 18
tHEXT W

745 POSITION 7,7:? H6:"-zap"

758 7 MRITTEN BY ALLAM KNOPP"
755 FOR M=1 TO 65:SOLUND ©O,W%4,8,14:P0OK
E 709,RND (B) %150 : NEXT MW:SOLUND 0,0,0,0:
POKE 709,255:FOR W=1 TO 100:MNEXT W

7680 RETURN O
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Solo Flight
Microprose

(distributed in the U.K. by U.S. Gold)
48K disk or cassette
£14.95

Flight simulator programs for micros have become
increasingly popular over the past year and there is now a
good selection available for the Atari. Unlike the D.AC.C.
simulator (reviewed in Page 6 issue 9), Solo Flight is based
on flying a small single engined aircraft in a variety of loca-
tions in the U.S.A On booting the disk, you are given the
main menu from which you may select either the Practice
Flying mode or the optional Mail Pilot game. If “Flying” is
chosen, you may also choose the type of flying you wish to
practice - this may be Clear Weather, Landing practice,
Windy Conditions or Instrument Flight Rules (low cloud
and so poor visiblity). You can select the state in which to fly
(Kansas, Washington or Colorado) and this is important
since it is much more difficult to fly in mountainous
Colorado with its tiny airfields than it is in nice flat Kansas.
To play Mail Pilot needs a good working knowledge of how
to fly the aircraft and so it is best to start with Practice
Flying, .

The main flying screen starts with your plane grounded
on an airfield somewhere in the state of your choice, and
your first task therefore is to take offt The screen itself is
divided into two halves. The top part shows the view out of
the front window (though you can look out of the sides or
behind by using the arrow keys). One slightly odd feature is
that you can also see a small picture of the aircraft in the
middle of the screen. This is intended to aid the user in
determining the attitude and height of the plane, since it
also casts a shadow. Although a little unrealistic, it is
necessary and you very quickly get used to it The bottom
half is a comprehensive set of instruments including the
usual altimeter, fuel gauge, airspeed indicator etc, and also
Instrument Landing System and VOR navigational indic-
ators. Some of these instruments are dials and others are
digital readouts. Controls are provided by joystick and
keyboard. The stick controls climb, dive and bank while the
keyboard controls the flaps, brakes, landing gear and throt-
fle (with the 0 - 9 keys a la Star Raiders). Thereis a pause key
which is absolutely essential since there is no autopilot in
this plane and you could easily crash into a mountain while
reading the instructions!. In-flight emergencies can be
simulated for practice purposes.

Take-off is straightforward. Simply taxi to the end of the
runway, set flaps, apply full power, and pull back on the stick
when the speed is 85 knots or more. You inevitably make
mistakes the first few times. It's surprising how much dif-
ference trying to take off with the brakes applied or with no
flaps actually makes!

Once up, you can fly around as much as you like until
your fuel runs out, but you can’t relax - just as in a real plane
you must watch your instruments and make numerous
small corrections to keep correct course and height In
Washington and Colorado you must also watch out for
mountains and avoid flying into them. The mountains are
one of the few negative aspects of the program, being
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depicted on the screen as white outlines only (ie. you can
see through them) which makesit hard at first to realise what
they are and how close you are to them. Fortunately, their
heights are given on the state maps in the program's
documentation and with a little practice it is easy to fly
over them. \

The next hurdle is to land, and this is considerably more
difficult than take-off. You must get the approach condi-
tions - airspeed, rate of descent, nose pitch etc. just right or
you will stall, bounce or simply run off the end of the runway.
Failure to lower the landing gear leads to an embarassing
crash. The package insert gives some good guidance on the
landing procedure, but it is still very much a matter of prac-
tice. It is also essential to practice routine scanning of the
instruments and flying in windy conditions before trying [FR
flying This is very difficult at first since once above the cloud
ceiling you can no longer see anything out of the window!
Finding somewhere to land demands an understanding of
VOR navigation - a system which allows you to work out
R AT MR P B B AR 54 B A AP it H

Reviewed by Steve Pedler

your current position and that of nearby airfields by means
of radio beacon cross-bearings. Again, this is well explained
in the documentation.

Having mastered the control of the aircraft, you can then
go on to try the Mail Pilot game included in the package.
This requires you to deliver five bags of mail to the correct
destination in the least amount of time. Not only do you
have to be able to navigate correctly, but as the game pro-
gresses the weather deteriorates and mechanical emergen-
cies may develop (especially at the higher difficulty levels).
After each delivery you are shown a map of the route you
took to arrive at your destination, and on difficult airfields in
bad weather you may have flown all over the place before
arriving If you crash, the program will tell you where you
went wrong At the end you are given a score depending on
the number of successful deliveries, degree of difficulty and
technical competence in flying the plane.

Overall, this is a very worthwhile program to own. Once
you master the principles of flying the plane, there is the
challenge of learning to fly by instruments and the immense
satisfaction of bringing the plane in safely with an overheat-
ing engine in terrible weather on a difficult airstrip. Instru-
ment flying is very well catered for and the package offers
the facility of designing your own approaches to any one of
21 different fields! The documentation is excellent and
supplies all you need to know about flying the aircraft No
program is perfect, and I did have one or two small com-
plaints. | have already mentioned the mountains, and some
of the instruments use artifacting for additional colour,
which made the fuel gauge in particular difficult to read
Other than that, it is very good indeed and can be
heartily recommended. °
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SOFTWARE
a copy of
SOFTWARE DOWN IN PRICE
HARDWARE AND PERIPHERALS Reader Fred Owens has kindly donated a copy of
130XE 128k COMPUTER - fully compatible £165 Spartados, worth nearly£40, as a prize for a disk
with existing software | utilities competition. ¥
I "
5205T512k COMPUTER/500k 3 DISK i?l'HI'U'E £675 All.you have to do is ite a short utility for
B O DR 240 disk users. Perhaps the most useful would be a
ig;g E%?gt: ﬁgfﬁiﬂER E gg - routine that formats disks with bad sectors (it
1029 DOT MATRIX PRINTER £190 can be done) or one which restores deleted files.
1050 DISK DRIVE £190 | How about a routine which moves the directory
1027 LETTER QUALITY PRINTER £240 | to another location and giues justa message on
QUICKSHOT 11 JOYSTICK £ 9 e
the normal directory. Perhaps you have more
SOFTWARE ideas.

ROM ... ROM... ROM... ROM.... Please submit your entries on disk, which will
S T A be returned, preferably with a brief explanation
MINER 2049er Rsn  BCs QUEST FOR TIRES 1275 of the program. Don't forget your name and
STAR RAIDERS Qo ROBOTRON 2084 14.25 i
'F;r'.;\::ir';‘ foir 2 : ASSEMBLER EDITOR 2195 address and mark your letter ‘SPARTADOS
FATEALL | 1750  LOGO AND MANUALS 55 0 COMPETITION. The winning entry will be pub—

CASSETTES .... CASSETTES ....CASSETTES lished for the benefit of other readers.

HI-JACK 48K 650 CQRCUS Sen wns Many thanks to Fred for donation of the prize.
HARD HAT MACK 48K 850 KISSING COUSING 4RK 595 Now it's up to you to win it!
747 FLIGHT SIMULATION 48K 850  SPIDER INVASION 16K 850

ARCHON 48K 905 THE E-FACTOR 16K HS5(

RIVER RaID 16K  H &I ME L TEHAW N 16K 850

ATEALL I 48K &S50 ZAXNON 16K 12.75

COLCKSSLIS CHESS 45K 85D POLE POSITION 48K HAI

DROP ZOME 48K HEOD NG DLIG qEK B3l

MR DO 48K HE( SOLO FLIGHT 48K 1275

FAaC MAN 32K 850 F15 STRIKE EAGLE 48K 1275

BOULDER DASH 32K 1275 HATO COMMANDER 12K B

BRUCE LEE iZK 1275  SUBMARINE COMMANDER 32K 750 DE RE PIRACY
QUIASIMODO 48K HB50 FORT APOCALYPSE 12K 850

TANK COMMANDER 32K 750 COMBAT LEADER 48K 1275 Cﬂl‘ltiﬂ‘llﬂd
BLUE MAX 12K BS0 DaM BLUSTERS B850
DRELBS 32K RBR5D HOAVER BOVYER 12K 650
SNOKIE 16K B50 LONE RAIDER 16K 950
SMASH HITS each3ZH 1275  SPIDERMAN 16K 675 To prevent piracy in the future, the
ATTACK MUTANT CAMELS 16K 650 CLAYMORGUE CASTLE 16K B7T5
THE I-Lu:l.h 16K 675 {t‘.?[]‘-‘:x'-‘\l ADVENTURE 32K 850 cost of all software must be reduced
FANTASTIC FOUR_ 16K 675 LORDS OF TIME 32K 850 to justifiable and affordable prices.

NGO AT B S50 TG g e The moles inside Atari and Activision

| THE TIME MACHINE 16K

RETURN TO EDEN 12K B50  ANY S ADAMS 16K 675 must be dug out and prosecuted. Atari
EMERALL 15LE 32K 595 ADVENTURE h 2

MACHINE CODE TUTOR 32K 1275 games must become more widely

available than just through mail order

DISKS ... DISKS ...DISKS ... - department stores in my area only

stock one or two Atari titles and these

ARCHON 1275 DalLAS QUEST 1275

MURDER ON ZINDERNEUF 1275  THE HULK are never demonsirated by the

SPARTADOS 1.5 FANTASTIC FOUR 15.25 H

il e i e e 21 95 computer-ignorant staff. Atari should

HARD HAT MACK 1 CONAN 12.75 hold user shows of its own to attract

LS DOUBLER 754 [DECH Z0ME 1275 ew ft“

EXODUS UILTIMA I 1675 QUASIMODO 12.75 people to huy ﬂlﬂ i $0 are a“d

SAGH ADV. 1 -6 each 1525  FOLE POSITION 12.75 advertise effectively to get the message

BEACH HEAD 1275 SOLO FLIGHT 12.75 =]

GHOSTBLUSTERS 1275 COMBAT LEADER 12.75 acToss ﬂlat ATAH[ IS BE&“

DAMBUSTERS 1275 DG DUG 12.75 It will take a lot of teamwork and

BRIUME LEE 12.75 MR DO 1275 .

F 15 STRIKE EAGLE 1275 SPIDER INVASIOMN 12.75 muscle to beat th“ plrate&, Mﬂ'st

NATO COMMANDER 1095  BOULDER DASH 13.95 importantly, Atari and other producers

FORT APDCALYPSE 1275 ODLOSSUS CHESS 100,95

ot ey in must try to analyse and understand

;:]-_r E. ir.:\i'rLi1i¢ 1275  SPIDERMAN 1525 the needs of the paying public- or they

MEL TN 12.75 CLAYMORGLE CASTLE 1525 -

T e ik e P ; 4550 will feel cheated and retaliate by means
already experienced by the previous

Software available from £2.95 Atari

My reason for writing is that I can
now see hope with the new Atari of a

NEW TITLES AVAILABLE IMMEDIATELY ON RELEASE

Efnd Ehequfsfp.ﬂ.ls to Prices include postage a“d VAT h.ltl.l[E WhE[E .ﬁ.tﬂl’i iﬁ III.ltI‘Ih{‘!r e
SUNARO SOFTWARE (P6) That is if that is what you and I - and
P.O.BOX 78, MACCLESFIELD, CHESHIRE, SK10 3PF I ATARI - want. LONG LIVE ATARI ¢
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Reviewed by Ann Ramkaran
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Reviewing a language is rather difficult
as, to some extent, whether vou like it or
hate it depends on what you want to do
with it. As | use Atari computers in a school,
| was particularly interested in the educa-
tional uses of Logo.

The Atari version of Logo is written by
Logo Computer Systems of Montreal and
is a full implementation, not just turtle
graphics. It comes in the usual, somewhat
extravagant, Atari packaging as a cartridge
and two manuals. The manuals are much
better than usual and are very useful so that
it is possible to get on reasonably well
without buying extra books. Some of the
sample programs in the reference manual
are actually usefull One of the manualsis a
153 page introduction to Turtle graphics
and the other is a 209 page reference
manual

WHAT DOES LOGO DO?

Logo allows the user to define proce-
dures and once defined these stay in
memory (unless erased) so they can be
used repeatedly. Recursion is allowed so a
procedure can call itself. Procedures reside
in an area of memory called ‘workspace’
and the entire contents of the workspace
can be saved on disk or tape.

One of the best features of Logo is, of
course, Turtle graphics. The Atari version
offers four turtles which can move inde-
pendently and have seperate speed control
Commands to move are easy as are turning
commands. Error messages are beautifully
explicit. For example "l don’t know how to
_____ " A pleasant change from the error
numbers given by Atari Basic.

The Atari version differs from many
others in allowing collision detection. This
is easily available by setting up ‘WHEN
DEMONS'. Once the demons are enabled
they remain active until cleared. This
example shows how easy it is to set up
collision detection:

WHEN 19 [INSTRUCTION LIST]

When Turtles 0 and 1 collide (event 19)
the specified instruction list or procedure is
executed. Position of the joysticks and use
of the fire button can also be detected.

It is a pity, given the graphics capabilities
of the hardware, that there is no choice of
graphics mode available. The lines drawn
by the Turtles are relatively low resolution
which limits some possible applications. A
shape editor is provided allowingup to 16

different shapes to be designed and held in
memory. The shape of the Turtle can be
changed to any one of these very rapidly,
allowing simple animation.

As well as supporting Turtle graphics,-
Logo also provides useful list processing
and has abilities for file handling This
might well be of interest to those who find
the lack of proper string arrays in Atari
Basic a handicap, however, as with all
interpreted languages, this type of program
runs slowly and offers few advantages over
something like Microsoft Basic Il If you
need fast list processing and string hand-
ling, look for a language which is written for
the purpose.

EASY TO START

At entry level (Turtle graphics) Logo is
easy to understand. A six year old can get
the Turtle moving and draw on the screen.
At a more advanced level the language, as
might be expected, becomes more difficult
and is no easier than Basic.

From an educational point of view Logo
is interesting to work with. It undoubtedly
helps children to learn about problem
solving The big advantage over structured
Basic is that the graphics are easy, children
like ta draw things on the screen and are
therefore better motivated. As relatively
few commands are needed to get started it
is easy enough for young children to use.
The Turtle graphics are excellent for inves-
tigating simple geometry. It is probably best
used with groups of children by explaining
the commands available then allowing the
children to work out their own procedures
to solve problems which as far as possible
they choose themselves. In this way the
children learn from their own experience.

I would recommend Logo to anyone
using the Atari computers in education and
also suggest it to parents who bought the
computer in the hope that their children
would learn more than how to zap aliens!!

Logo should be available from local
suppliers at approximately £60. Educa-
tional users should be able to get a discount
if they contact Atari at Slough.

Anne Ramkaran is a teacher in
Liverpool She has a set of programs
developed for the school for creating text
files in Greek. These are ondisk and can be
printed to a 1020 printer when required
Anne is happy to supply the package to
anyone interested free of charge if they
send a blank disk plus return postage to
her at318, Aigburth Road, Liverpool L17
6AA
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With a I.IFEHME WARRANTY

Bmt of 10 51 [ S&faﬂﬂl&nk Disks including Iabels and write protect tabs
i oY B

Buy 5 Boxes and get a FREE Storage Case worth over £10!!!
50 51" SS/DD Blank Disks in a FREE Perspex Storage Case

ony £49- 5.

Goods dnpltch:d same day . . . . Disks 1st class post, Hardware — parcel post
Postage & Packing . . . . Add £1 Mptrboxofdlilu, £2.00 per box of 30 and £3.00 per item of hardware
Please send cheques/postal orders to:-
Compumart, (Dept. P6 )
71 Gracedieu Road, Loughborough,
Lelcs. LE11 OQF Tel: (0509) 262239
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All the kingdoms of the known world have a Princess
but many have sinister and evil beings that seek to gain
power by kidnap and ransom. The beautiful Princess
Maecina has been captured by such wretches and is held
captive deep in the recesses of the Castle Morgue. As
principal knight of the kingdom you have spent many
months searching for the Princess and have come at last
to the drawbridge of the mighty Castle Morgue. The
princess lies close at hand and your task is nearly com-
plete but there are many dangers lurking within. Canyou
overcome these dangers and reach the Princess? Havw
ing found her are you then strong and clever enough
to escape?

Castle Morgue is a text adventure in similar vein to
House of Secrets (PAGE 6, Issue 10) but has many
————w improvements. The split screen is redrawn during the
vertical blank period getting rid of those occasional
glitches of colour. The response time remains very fast
) and the screen layout has been improved. There are43
~_ locations and a large vocabulary. As before every pro-
blem has a logical solution and there are no ‘magic’
words.

Typing it in should be easier as there are few graphics
characters used and only the occasional command
needs to be abbreviated The program just squeezes into
— 32k Be sure to SAVE a copy before running and if using

f cassette | recommend that you CSAVE at least two
copies. The program can be typed in several sections by
using LIST to save each section and ENTER to combine
all sections into one program that can then be saved

—_—

!

If you want to play Castle Morgue without getting clues from
the listing or just don’t fancy all that typing disk users can
obtain a copy of the Issue 17 disk from PAGE 6 priced £3.95
and cassette users can obtain a tape direct from the author.

- Send £2.50 to David Blease 31, Melcombe Avenue, Wey

' mouth, Dorset DT4 7TF. Tel 0305 771230. Please remember
to include your name and address and ensure they are
n!egihie_
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by David Blease

MZ
HF
HQ
HQ
ED
JA
EP
TR

oz

Ax

PE

FM

Ay

uz

BM

¥5

M

Zp

YH

LJ

a

i * CA3TLE MORGUE -
2 .2 an *
k4 * adventure k2
4 * by *
5 * DAVID BLEASE »
6 e £
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FORE BB W T e
FA {2 LUSE POKE 82,8 INM DIRECT MODE TO
18 RESTORE 2881:G05UB 2800:GRAPHICS Ca
!POKE 186,123 :GRAPHICS CO:POKE 718,162

iPOKE 712,163:POKE 82,CO:POKE 752,C1
11 POKE 16,112 :POKE S3I774,112:POKE 170
1,PEEK(88) :POKE 1702,PEEK(89) :POKE 178 .
8,ca

12 POSITION C1I,CB:7 "Helcome to ":POS
ITION C12,C1:?7 "FEEITCENIETE":POSITIO -
N 11,C2:? “by David Blease':?

13 7 "You command me with 2 word phras
es5,":? "I understand many words and so
me single letter commands, .9 N,5,E,H
Juau_u

14 7 ""aAlso O for quit/ssave game and I
To take an inventory of what I am carr

ying."

15 ? :? “If one word doesn't work try
another with a similar meaning."™
16 7 :7 "4 beautiful princess lies inc

arcerated in a castle hidden deep
the forest."
17 7 7 ""There are many problems to so0
Ive and dangers along the way. You'
11 need all your skills to rescuée her
L1}
18 POSITION C8,2Z2:7 ""Please wait for g
uidance "
280 GOSUB ZOAOZ:0PEW HCL1,C4,CO,"K:":POSI
TION CB,ZZ:7 "MOow Press
"":GET HC1,L
21 7 CHRS$C125):7 "Do you wish to resto
re a previously saved game?" GET B
Ci,L:IF L<>78 AND L<>89 THEN 21
22 CLOSE HCLi:MES=MS5(613,6208) :LOCS=M5(C
1,C14)

in




3 Sfoii) | TN

L —_

b, 0
2X IF L=89 THEN GOSUB 1908:M=-A4S5C{(ME5(C
8,C83)

25 ? CHR$(125) :POKE 559,CO:POKE S68,Ca
iPOKE 561,C6:POKE 559,I4:POSITION C8,C

ie

26 A=USRCADRIRS5)) :GOTO TOP

IO L=Cl14#%(ASCI(MES(C8,C8))—-49)+C1:RETUR

M

31 HE=USRICH;:LOC8;N,C7) :H=HE+C7:RETURN
32 IMN=USRICH,ME,N,C7) :RETURMN

33 GOSUB ZXIZ:IF IN THEM RETURN

Z4 POP :7 "I"'m NnOot carrvying it":RETURN

25 GOSUB I1:IF HE THEMWN RETURN

36 POP :? "I don't see it here'":RETURMN

X7 HE=USR(CH.,LOCS,aDRI{"/") ,C7):IF HOT
HE THEN ? "I"11 need fewer ob_jects he

re!"":POP :RETURN

I8 H-HE+4C7:RETURN

X9 IM=USRICH,ME,AaDRC("/ ") ,C7):IF NOT I
M THEN 7 *"I'm carrying too much!":pPop
tRETURN

480 RETURN

d1 GOSUB ZTZ:IF IM THEN RETURN

42 GOTOD IS5
48 ? "Impossible':RETURN

49 7 "How?":RETURN

52 7 "I don't understand.":RETURM

S 7 "EhT?":RETURN

54 7 "It's shut"":RETURN

55 7?7 "It won'"t move'"':RETURMN

56 7 "It is open":RETURM

57 7 "I see nothing special.":RETURN
58 T "I've found something!"™:? :RETURN
52 7 "It's empty.":RETURN

68 7 "I don*t see it here.' " :RETURN

61 7 "“"You'wve already done that!":RETUR
N

62 7 "Mothing happens.":RETURN

63 ? "I can't.":RETURN

64 7 "Please be serious!":RETURN

66 7 "IT's stTuck.":RETURN

67 7 ""Be more specific":RETLURN

68 7 "It's too high up.":RETURN

62 7 "I can't take that!":RETURM

8 7 "It is closed":RETURM

71 7 "“Forget it!"™:RETURN

88 7 "in a dark mysterious forest":RET
UuRN

81 ? "in a clearing.There is a cottage

here'":RETURN

8% ? "inside the cottage.":RETURM

81 ? "in the forest,the trees thin out

tothe south."":RETURN

B4 7 "in a clearing.There
here'"": RETURN

85 GDTD 82

86 7 "in the forest,there seems to be

a break in the trees to the south.":

ETURNMN

87 7 "in front of the drawbridge of a
Mysterious castle.":RETURN

88 7 "by the castle mdDat.The forest is
impenetrable here.":RETURN

is a cottage

89 ? "at the base of the castle.There
i5 a window here.":RETURN

28 ? ""in a cold wine cellar.":RETURN
21 7 "on a wide marble staircase.":RET
URM

22 7 "at the tradesmen's entrance.Ther

(-] is a button here.":RETURN
2 GOTOD =21
24 7 "in the
2% 7 ""in the
96 GOTO 91
27 7 ""in the

castle kitchens.":RETURN
pantry!" i RETURN

dining room.There's a
fireplace here and a door.'"':RETURN

98 7 ""at the top of the staircase.Ther

are guards ahead.'"":RETURN
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22 7 "in the food lift.There's a knob
here.":RETURN

188 GOTO 929

181 GOTOD 99

182 ? **in the servant’s quarters.*"!RET

LRMN

18 7 ""squeezed inside the old firepla

ce. There 15 a loose brick here.":RETU

21 .]

184 ? "in a cold musty old room.There

is acoffin in the corneéer.":RETURN

185 7 "inside the coffin.Yet another
button here.":RETURN

186 ? "in some sort of study.":RETURN

187 7 "in a low passageway,":RETURN

1898 7 "in a small deserted library'":RE

TURN

189 GOTO 187

118 2 *"in the castle armoury.'":RETURN

111 ? "in a ladies cloakroom.Fortunate

1y no ladies!":RETURMN

112 ? "“"in a secret laboratory.":RETURN

11 ? "in a beautiful drawing room.':R

ETURN

114 2 "im an overgrown garden.fuite
confusing!" :RETURN

115 GOTOD 114

116 GOTOD 114

117 7 “"at the base of a tall tower.Hig

h up is a window.":RETURN

118 ? "inside the tower.'"!:RETURN

119 ? "near the top of the tower.There

ic a door here.":RETURN

128 7 "Trapped in a small bedroom,with

a window high up." :RETURN

121 7 "flying away with the beautiful
princess to live happily ever afte

"“"HWell done!" :RETURMN !

"at the bottom of the well.":RET

gl
122 2
URN
i@
131
132
133
134
135
136
137
138
139
141
142
143
144
145
146
147
148
149
150

151
153
156
158
168
161
i63
165
166
167
169

DaTa
paTa

Some juicy apples
A rope

DAaTA A broomsStich

DATA an axe

DaTA a4 crate of wine
pATA A4 bOottle

DaATA A cake

paTA A file n
pATA A large pumpkin

paTa Some matches

raTa broomstick

DaTA Power pack

pATA lantern

DATA lantern {1it)

CaTh book

DaTh key

DATA Dynamite

DAaTA 4 blanket

DATA 4 short fuse

DaTaA The beautiful Princess

pATAa handle

paTh painting

DaTh coffin

DATA large safe

paTa grating

raTA hook

DATA well

ATA coDk

DATA butler

caATA an unconscious butler!?
DATA A wiZzard %
178 DATA A sign ;
288 ? :GOSUB IB:MSIL,L+CLII-LOCS:MESCC _ __.

8,CB)=CHRS (M) :GOSUB 3I@:LOCS=MSIL;;L+C13

2

281 A-USRC1L718) :4a=USRC1570) i
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282 IF M=91 AND MOUNSC75,75)="">'"" THENM
POSITION C8,C4:? "IIENEEETIETEETITN
EId " : H=CB:A-USRI(1657):GOTD 360

S 20X IF RS5="DEAD'" THEN POSITION C10,C2Z:

? "You have died...":H=C6:POKE 1788,X:

A=USRI(1657) :GOTD i8io

204 POSITION CB,CH:7?

+{M—48)

206 POSITION CO,C3:7 ""Possible exits a

re;";:L=C8:FOR I=C1 TO C6:IF LOCS(I+C1

s I*C1I 2"/ THEM T DIRSKI,IX ;" ";:L=C1

287 MNEXT I:IF MODOT L THEN 7 ""Mil"'

208 L=CO:K=C6:FDOR I=C8 TO0 Cid4:a=-aAaSCI{LO

CSCX,IX)-48:IF A=—1 THEN MEXT I:GOTD Z

13

209 RESTORE 1Z9+aA:REaAD B%:IF NOT L TH

EN POSITION CO,C5:7 "Visible objects :

"iL=CA1

218 IF L=Ci1 THEN POSITION CO,H:? BS:¥=

HK+C1:MEXKT I

Z1X POSITIOMNM CO,M:7 "

“I am "';:GOSUB 79

"iK=K+C2:POKE 1

700, K :A=USRI1657)

388 IF RS5="END*" THEN ? ;7

GOTO 1810

Iei TRAP 300:? :? "[(EIEEEINEEETY';:1
MPUT R5:TRAP 40000 :L=-LEMCR5):IF NOT L
THEN GOSUB S3I:GOTO I@0

X822 IF L=C1i THEN V5-RS5:GOTO XZe

ZO8ZX IF RS="HELP'" THEMN GOSUB 6X:GOTO I8

]

304 M=USRICH, ADRIRS), ADR (™

C2 THEN GOSUB S3I:GOTO Z8a :

I05 US-RSC(CL1,H—-C1):IF X=C3I THEMN VS5(CZI,

Cd) =" ¥

306 IF K=C4 THEN VUS(C4,C4)="rm"

3867 A-USR(DE, ADRC(VERBS)-C5,V,45)

308 IF MNOT 4 THEN GOSUB S52:GOTO 306
I09 NSRS IH4CL,LI:L=LENINS):IF L{CZ TH

EN GOSUB SZ:GO0TOD Zaa

T10 IF L=C2Z THEMN NS CCI,C4) =""am

IT11 IF L=C3Z THEM NS(C4,C4)=rimn

I12 L=USRCDE, ADRCNOUNSI-CS5,N,56):IF N

OT L THEN GOSUB S2:GO0TO I00

I1T NS=CHRS(IL) :HX=H-64

314 IF H»Z4 THEMN H=M-24:G0TO I17

I15 ON X GOSUB I50,400,470,430,4408,470
,5208,568,570,5680,590,600,605,800,615,6
30,640,650 ,660,680,7008,710,720,730

I16 GOTO 300

317 ON X GOSUB 768,770,780,790,800,610
Zi8 GOTO ZoOe

328 L=USRC(CH,ADRCDIRS) ,V,C8):IF
THEM GOSUB SI:GOTO I06

I21 IF L>C6E THEM 338

322 L=L+CL1:M=ASCCLOCSCL,L)):IF M=47 TH
EN 7 "You Can't go that way'!":M-ASC(LO

C5¢CL1,C13)2 :GOTO 360

323 IF M>65 THEM RS5S=NOUMN5(55,55)

324 7 OKS:GOTO TOP

338 IF L<>C7 THEN 348

II1L L=CB:? "I am carrying:":FOR I=C1 T
0 C7:H=ASCC(MESC(I,I))—-48:IF H=—1 THEN N

EXT I:GOTO IX4

RU IIZ RESTORE 1Z9+H:READ RS5:? RS:L=C1:NE

KT I

II4 IF MOT L THEN 7

II5 GOTO I00

I40 GOSUB 1910:G0T0 I00

I58 REM

I51 IF L<90 THEN GOSUB 41

352 L=L-48:R$=LOCS5C(CL1,C1):IF L>59 THEM
57

35X IF L<2X THEN ON L GOTO X61,57,358,

57,57,156,57,57,57,57,357,356,57.,359,3

60,362,57,57,3I6%,57,%65,57

BF IS4 IF L{42 THEW ON L-22 GOTD 3I67,57.5

4,369,59,371,56,373,57,57,374,3I75,378,

Py

"HWell DPone*:

"y ,LIIIF M

NOT L

""MOothinmg!"
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57,360,381 ,363,384,3I85

455 ON L-41 GOTO 387,398,57,57,57,78,3
924,374,70,56,395;,396,57,57,57,57,57,57
356 ? "It's full of BLOOD.":RETURN

I57 7 "“"The power pack is mMmissing":RETU
RN

I58 T "It is5 energised.":RETURNM

IS? 7 "The lantern is5 off.":RETURN

I60 T "The lantern is on."!RETURN

I61 ? "“"They are cooking apples.":RETUR
L]

362 T ""Spells for every occasion''":RE
TURM

363 7 "It is a fire blanket.*" :RETURN
365 7 "Aah.The g9irl of your dreams!":R
ETURMN

I67 ? "It is crooked.":RETURN

I62 T "There's a man inside with stran 1

ge teeth.'"":RETURNMN

I71 ? "It is locked."':RETURN
I7E 7 “"There is something under
ETURMN
I74 7
375 7
378 7
388 7
TURM
381 7
I8x 7
TURMN
Ig4 7
185 7
I87
ias
IB89
390

it."IR

"It is dark and deep.'"":RETURN
“The rope is attached.":RETURN
""Have you any apples?"":RETURN
"Looks like a heavy drinker!":RE

""He"s out cold'"":RETURN 9 %
“*"He"'s looking for something.'":!RE "

"He's still looking.":RETURN
“Try reading it.":RETURN

IF RS$=""B" THEN 3I71

IF RS="H'" THEN 391

GOTO &0
IF RS$S="B"
I91 IF RS="X"
392 GOTO 68

393 ? “The handle is Missing.":RETURN
394 ? "This is it all right.":RETURN

395 ? “"There's a good fire going.":RET
URMN

I96 ? “The fire is out.":RETURN

400 REM

401 GOSUB 3I2:IF IN THEN ?
carrying it!":RETURN -

4082 GOSUB 3I9:IF L)>77 THEN 69 : P
483 RS=-LOCS(C1,C1) :GOSUB 35 v =
404 IF RS=""[" AND NOUNS(7S,75)='")>*" THE i
N GOSUB 36 3

485 IF RS$="U'"" AND NS$="'2"" THEN 763

486 IF L<71 THEN LOCS(H,H)=*""/*"!MES (IN,
IN)=NS:GOTO 410

487 GOTO 55

410 A=USRC(CH,ME,ADRC";*),C7):IF A AMND

USRCCH,ME, ADRC('"="") ,C7) THEM NS$="="":G605
U I2:MESCIN,INX="/":GOTO 412

411 7 OKS:POP :GOTO TOP

412 HS=";":GOSUB IZ:MESC(IN,IMI="{"":NOU
NS I(68,68)=""¢":7 "The broom is energise
d.":POP :GOTO TOP

428 REM

421 GOSUB IZXT:GOSUB 3I7:RS=LOCS(C1i,C1)
422 IF RS<}"B" THEN 424

423 IF N5=""C" AND NOLUN5(C(ZO5,Z205)="'d" T
HEMN 7 "“"The fire is now out.":NOLUNS (285 .
s 2853 ="

424 LOCSCH,H)=NS:MESCIN,INY=""/":7 DKS5:

THEN 57
THEN 393

"I'm already

? :POP :GOTO TOP

430 REM :

431 IF L>7@ THEN 52 1
432 GOTO 67 4
448 REM

441 GOSUB 3II:RS=LOCSCCL,C1)

442 IF N$="1" AND RS$=''?" THEN ? "'Than .

ks luv-you'll need this"'-she hands me ;
a cake":MES(IN,IN)Y="7":GOTO 468
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44 IF MN%=""5"" AND RS5=""G'"" THEN ? *“Thans
h.The lash chap left thish—he hands me
a lantern,.":MESCIN,IN=">":GOTD 461
445 IF NS$="@" AND USRI(CH,LOCS,ADR ("W
+C7) THEN MESCIN,INI=""/":7 "Thanks—-now

if I had a pumpkin...":GOTO 458
446 IF NS=""9"' AND USRI(CH,LOCS, ADRC'"H"")
+C7) THEN MESCIN,INI="/":7 “pha—he mut
ters something & disappears":GOTD 459
447 IF N5=""6"" AND USRCCH,LOCS,ADR(".J'")
+C7) THEN MESCIN,IMI=""/":GOTOD 462
4580 GOSUB I7:GO0SUB 62:GOTD 474
458 MNOUNS (160,160) ="K :NS="W'":GOSUB I1
ILOCSCH,HY=""H": RETURN
459 NS="H":GOSUB I1:LOCSCH,H)="C*":POP
:GOTO TOP
460 NOUNMS(150,150)=""T":N5="5":GOSUB 1
ILOCSCH . HI="T": RETURN
461 NOUNS (15S5,15S)="Y" NSl : GOSUB i
ILOCSCH, HY ="' : RETLURMN
462 NOUNMS(125,125)="K":? "He changes i
nto a bat and flies away'!":NS="Ju:GO0S5U
B J1:LOCSCH,HY="K":RETURN
4780 REM
471 IF L»>116
z
472 RS=LOCS(C(C1,C1)
47X A=USRICH,ADRC'"ZL\"),N,C3):IF
A THEN 482
474 IF RS<{)"B'" THEN 478
475 IF MS=""Z"" THEN &3X
476 M=ASCC("P'™):7 ODKS$S:POP
478 IF RS<>"X'* THENWN 68
479 IF NS=""\'" THEN 7 OKS$:M=ASCC(""Y"):PD
P :GOTO TOP
4880 GOTD 5S4
481 IF N5="1"" THEN &3
482 IF MNS=""A" AND RS="'2v
ASCL"I*"") :POP :GOTO TOP
483 IF HE:IIAH ﬁup n,:usll
ASCC("6") : POP :GOTO TOP
485 IF -5=nhn aND Es:"ﬂ"
486 IF NS5S=""#" AND RS=1'gu
ut how?":RETURN
488 IF NS$=""a" AMD RS$=""9" THEN ? "“Glub'
Glub!*":GOSUB 1888:R5="DEAD":POP :GOTO
TOP d
498 A=USRICH,ADRI("bC") ,N,CZ)Y:IF
THEN 588
491 IF N5$="b" AND RS$="":"" THEN 54
492 IF RS="':" THEMN 7 OKS:M=ASCC(":"):PO
P :GOTO TOP

THEN L=L-116:POP :GOTO X2

NOT

:GOTOD TOP

THEN ? DKS:M=

THEN 7 OKS:M=

THEN 63

THEN 7 *“"'Yes-b

NOT A

49%3 IF RS4{}"“¥" THEN 500

4%4 A-USRECH,ME,ADRC("I') . C7):IF NOT A
THEN 68

495 AZUSRECH,ME,ADRC(ME'') ,C73:IF NOT &

THEN 7 "What about ";:RESTORE 150:REA
D BS:? BS:RETURN
496 RS="END":M=ASC("Z'"):POP :GOTO TOP
588 IF N5=""d" AND RS=""B"" THEM 7 "I'm O
n fire!'!":GOSUB 1800:R5="DEaAD'"':POP :GOD
TO TOP
581 IF NS="'e'" AMD RS5=""B'"" THEM ? O0K$:M=
ASCI"'H")}:7? "“"That was the doorbell.":?
CHRS$C(253):7 :MSI182,182)="6":GOTO 515

582 IF NS="'j" THEN 49
S83 IF NS$=""1"" AND RS=""B'" THEN 7 OKS$:M=
ASCC"H") :POP :GOTO TOP
584 A=USRICH,ADRC{"IJK"),M,C3):IF
A THEN 518
585 GOSUB IS5:IF NS="I"
aTD 7e
586 IF N5=""J" THEN RS$="DEAD'':? "Someth
ing just bit me on the neck...":GOSUB
i898:7 “"I'm dead!"™:POP :GOTO TOP
588 IF N5=""K'" THEM ? O0K5:M=aAsSC("J'"™ :PO
P :GOTD TOP
518 A=USRICH,ADRC'OR"™) ,N,C23:IF MNOT A

NOT

THEN GOSUB 63:G
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THEN 514 —
511 GOSUB IXIS5:IF NS=""0'" THEN ? "I'm fal _-
1ling!":RS$S="DEAD' :GOSUB 1880:POP :GOTOD -

TOP ;
S12 IF NS="R" THEN 7 OK$:M=ASCC"["):P0 ——
P :GOTD TOP ‘

S13 IF L>92 THEN 63

514 GOTO 52

515 NOUNS (205,205)="1":POP
528 REM

521 R%$=LOCS(C1,C1)

522 GOSUB I1:IF MOT HE THEN 540
523 A=USRC(CH,ADRC"“IJK") ,N,CZ) 1 IF
A THEN 530

524 IF NS="I" THEN ? OKS$:NOLUNS (125,125
I=UJUILOCS CH, H) =" J" ;RETURN

525 GOTO 61

iGOTO TOP

NOT

5ZI8 IF MS$=""L'" THEN 63

532 ASUSRICH,ADRC''NO"') ,N,CZ):IF NOT A
THEN 548

5XIX GOSUB 6X:GOTOD 66

548 A-USRCCH,ADPRC"Z[\"),N,CI):IF NOT

a4 THEN 547

541 IF RS="B' AND NS5="Z'" THEN ? "It's
locked." i RETURN

542 IF RS="B" THEN ? OKS:GOTO S6&6 -
S4F IF RS="H'" AND NS5=""\" THEN 56

544 IF RS="H'" THEN 798 s
S46 IF RS="¥" THEN GOSUB 63:GOTO 55

547 IF RS="8'"" AND N5="_"" THEN 55 —_—
548 A-USR(CH,ADRC("bC") ,N,C2):IF NOT & - -
THEN 554

549 IF RS5="':'"" AND NS5=""b'" THEN 63

558 IF RS5="":"" THEN 56

552 IF RS=""Y" THEN 56 p—

554 ASUSREICH, ADRC(S562*") ,N,CIZ2):IF NOT FE
i THEN 48

555 GOTO 62 }

568 REM

561 GOSUB I1:IF MNOT HE THEM GOSUB I2:

IF NOT IN-THEN 564

564 A-USRICH,ADRC('bC') ,N,CZ) :IF
THEN 48

565 RS=LOCSC(CL,C1):IF RS="":"" AND USR(C
H,ME, ADRC"'4") ,C7) THEN 7?7 "ELIFELI''":NOUMN

§£C200,200)=""c"":RETURN

NOT a&

S66 IF RS="":"" THEN 63

567 IF RS=""¥Y" THEN 552 =
569 GOTOD 48

578 REM

571 GOSUB 41:G0TO &2

588 REM

581 IF N5{>"yY'" THEN 588

582 RS=-LOCS(CL,C1):GOSUB IS:IF RS='"=*

THEN 7 "“[HAT bell when delaveringgi{ag

URM

S8F IF RS$="'8" THEN 7 "[{XTIRI":RETLURN
584 IF RS="U*" THEN 7?7 "[I'EETETTOED : RE

TURMN #

588 IF NS='""@'" THEN GOSUB XIX:? "It is w
ritten in a strange language.":RETURN
589 GOTO S2

590 REM

591 IF L>»S7 THEN 48

GOSUB II:IF MS=""1'"" THEN 7 OKS:" a
bit Sour!":MESCIN,INI="/":RETURMN

59X IF NS="7" THEN GOSUB 3I7:7 *“Chomp,C
homp-ODUCH!CLANG'*"":GOSUB SB8:MESC(IN,IN)=
MAMILOCSCH, HY="8": POP :GOTOD TOP ¢
595 IF N$=""9%" THEM 7 OKS$;:MESC(IN,IMI="
A" ? "Yugh!":RETURN .
596 GOTOD 64 o
6808 REM

e
681 GOSUB ZII:IF WNS="'5'" THEN 7 "I'm tee :
total.":!RETURN
68X IF N5="'6'"" THEN 7 "Yugh!!":G0TD 71 '

e

592

684 GOTOD G4

. = —
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685 REM

686 IF L<{95 THEN 52

687 RS=LOCSCCL,C1):IF MNS="_"" AMD RS="8
* THEN 78
688 IF NS=""a"
de." :RETURN

THEN GOSUB 63:7 "—to0 Wi

682 GOTOD 52
615 REM
616 IF MNS=""f'"" THEMN 698

617 IF L>»89 THEN 52

618 GOSUB 41:IF N54{}"G" THEM 628

619 7 "fAha-a secret exit MORTH!'":NOUNS
!129,12512“H":LDB$IH.H]="H“:Lﬂ¢$tC2,c2
J=VL":? :POP :GOTO TOP

628 IF NS=""H" THEN &1

621 IF USRICH, ADR{"IJKLNO'"Y , N,C6) THEN
63X
622
623
BZS
638

IF N5=""P" THEN G664.

IF NS=""#'" THEN 6980

GOTOD 52

REM

631 IF L>780 THEN 52

632 GOSUB ZIZ:A-USRC(CH,ADRC';{I>7?"3 ,.N,C
531 IF NOT A THEN 52

63 IF NS="";" THEMN 62

64 IF NS="{" THEN 7 OKS:NOLMNS(60,68)=
WEINIMES (IN,INI=""3";:7 "I'm floating!":R
ETURN

635 IF NS$=""3" THEN &1

6I6 IF N5=""2" THEN ? OKS$:NOUNS(?75,75)=
P IMES CIM,IN)="7?":RETLURN

637 IF NS5="7" THEN 61

638 GOTO 52

648 REM

G641 IF L>78 THEWN 52
642 IF NS="E' THEN

ETURN

643 GOSUB ZZ:A-USRI(CH,ADR("; {3"') ,N,C3I)

GOSUB 41:7 "“"HWOM'':R

:IF NOT A THEN 52

644 GOTO 633

658 REM

651 RS=-LOCS$(CL1,C1):IF USRCCH,ADRC'"'_#")
+M,C2) AND RS5="8'" THEN &8

652 IF MNS="j"" AND RS$=""U'" THEN 68

654 IF C(NS="R'" OR WN$=""2'') AND RS=""IL[" T
HEN ? OK$:M=ASCC("U'"") :POP :GOTO TOP

655 IF RS$="'U"" ANMD USRCCH,ADRC'@QR"),N,C
2) THEN 511

656 IF (MS="R' OR M5=""2'") AND RS="U" T
HEN 7 DK$:M=ASC("I['):POP :GOTO TOP

658 GOTO S2

668 REH

661 IF L{78 THEN 52

662 IF L>89 THEN RS=LOCS(C1,C1):GOTOD &
66

663 GOSUB IS:IF USRICH,ADRC("GHIJKLMNO'')

+sM,C8) THEN 55

G664 IF HNS="P'" THEN ? O0OKS$:? “"The wall r
evolves! 1" M=M+*CL:POP :GOTO TOP
665 GOTOD &2

666 IF USRICH,ADRC"ZI[\_bCf") , N,C?)
N 55

667 IF N${)"g" THEN &2
668 IF RS='""D" OR RS="E"

""Whoops!":POP :GOTO TOP
669 IF R5=""F'" THEN 62

678 IF RS="="" DR RS5="'J"" THEM
672 GOSUB 3I6

6880 REM

681 IF L<78® THEN 52

682 IF L>89 THENM RS=LOCSE(C1,C1):GO0TOD &
as

682 GOSUB ZIS5:IF USRCCH, ADRI"GHIJKLNOP'
3,N,C9) THEMW 55

684 GOTO 62

685 IF USRECCH,ADRC"ZIN_bcC'"') ,N,C63 THEMN
55

6B6 IF MS{»'"g'

THE

THEN M=M+C1:7

62

THEN 692
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687 IF RS="E"

“"Whoops!":POP
G688 IF R5=""D'" THEN 62

689 IF RS="'="" THEN 7 "It's the doorbel
1.":? CHR5(Z253) :RETURN

638 IF RS=""J'" THEN 7 "'a secret exit in
the room appears":M5(I40,3I40)=""K":RET

URN

6921 GOTOD 6@

692 IF NS<{>"f" THEN 62
69X IF RS="H" THEN M=M+CL:7

revolves!":POPF :G0TO0 TOP

694 GOSUB 36

788 REM

781 IF N5<{}'"a'" THEN 52

782 RS=LOCS(C1,C1):IF RS5="9" THEN 7 OK
S$:M=M+C1:POP :GOTD TOP

OR RS="'F" THEN M=-M-C1:7
:GOTO TOP

“The wall

783 IF RS="":" THEN ? OKS:M=M-C1:POP :G
oTo TOP

784 GOSUB I6

718 REM

711 IF L>78 THEN 52

712 GOSUB IJI:IF NS{>"'2" THEWN 7 "Try th

e rope.":RETURN

71 IF LOCS(CL,C1)=""U*"" THEN GOSUB 3I7:N
$=""Q":GOSUB IL:LOCSCH,HI="R":NOLUNS5C145
14A5IRYNS=2": GOTO 421

714 GOTO 62

720 REM

721 IF L<80 THEMN 64

722 IF L>89 THEN 725

72X A=USRICH, ADRC"ESTUVHN'') ,N,C7) : IF
NOT A4 THEM 64

725 RS=LOCSCC1,C1):IF NS="h'" aAND RS="C
" THEN 728

#26 IF USRCCH,LOCSB,ADRC"'J") ,C7) aAND NS
=""h'* THEN NS$="J":GO0TO S86

F2Z7 GOSUB 35

728 GOSUB 63:7 "HWot allowed " :RETLURMN
738 REM

731 IF L>68 THEN 53

7X2 A=USRICH,ADRC":>7?B") ,N,C4) :IF NODT
A THEN 740

734 GOSUB IXI:IF NS="">"" THEN 7 OKS:MNOLUMN

S(75,75)=""?":MES CIN,IN)=""7";: POP
TOP

735 IF NS=""?"" THEN 61
736 IF M5=""B'* THEN 7
ETURN

7EZ7 IF NS5="":" THEN 7 OKS5:GOSUB 1800:7
“"It's gone out!"":RETURN

748 IF NS{>"D*" THEN 52

741 A=USRICH,ME,aADRC(*":'") ,C7):IF HNOT &
THEN 49

742 GOSUB XZ2:IF IM THEN ? "Drop
St."!RETURN

74X GOSUB JI1:IF NOT HE THEN I8
745 ? “"Fizz":LOCSCH,H)=""/":GOSLUB 1888:

IF USRC(CH,LOCS8,ADRC"B"') ,C?7) THEN 747
746 GOSUB 6Z:POP :GOTOD TOP

747 NS$S="B":GOSUB 3I1:? "B-0-0-M"':LOCS(H
'H]:Ilfll

750 IF LOCSCCL,C1)4>»"K'"™ THEN 7 *"The gu
ards heard the bang...*"*:R5="DEaD":POP
:GOTOD TOP

751 7 "“"The safe disintegrates!";NS="L"
:GOSUB Z1:LOCSCH,HY="'=":POP :GOTO TOP

1GOTO

“Try the fuse,'":

it fir

768 REM

761 IF L>78 THEN 52

762 GOSUB IS5:GOSUB I9:IF HWNS{>'2'" THENW
52

763 IF LOCSC(CL1,C1) {>"U" THEN 406

764 7 OKS:LOCSCH,HI="/"":MES(IN,IN)=N5:

IF USRCCH,LOC8,AaDRC''Q"),C7) THEN POP :
GOTO TOP

765 HNS=""R":GOSUB Z1:LOCSCH,H)="'0"" :MNOUN
S5(145,145)="0"": POP :GOTO TOP

lssue 17
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778 REM

771 A=USRICH,ADRI"2_"),N,.C2):IF NOT &
THEMN 52
772 IF WS5="2" THEN GOSUB IZ:? "Try tyi

ng it.":RETURN

774 IF LOCSCC1,C1)=""8" THEN GOSUB S4:7
“*and "' :GO0TO0 55

779 GOTOD 68

788 REM

781 IF L>9%3 THEN 5Z

B2 n!:LDtEICi,El):ﬁ:uﬁltﬁu,ﬂbﬁt"l[&"l
+M,CX) :IF NOT 4 THEWN 787

783 IF RS{>"B" THEN &3

784 IF NS=""Z7"" AND USRC(CH: ME, abR{""a") ,C
7) THEN ? OKS:NOUNS(178,178)=""[":RETUR

]

785 IF NS$="'Z'" THEN 49

786 GOTO 61

F87 GOSUB 41:IF NS$="'L'"" THEN 63

788 GOTOD SZ

798 REM

731 A-USRICH,ADRI{'"OR"3 ,N,C2):IF NOT &
THEN 795

792 GOSUB IS:IF NS=""0'" THEN 713

#93 GOTD 61

795 AZUSREICH,ADRC"ZL[A\") ,N,CI):IF NOT

i THEN 52

796 IF LOCSCCL,C1) {>"¥" THEMN 53

F97 IF NS='""\"" THEN ? ""Try opening it."
{RETURN

798 NS="F":GOSUB 3I2Z:IF

“"No handle!* :RETURN

799 MESCIN,INI=""/"":7 OK$:MOUNSCL170,170
ISUN":RETURN

800 REM

801 A=USRICH,ME,ADRC"'8") ,C73:IF
THEN 49

802 GOSUB 41:A=USRC(CH,ADRC'NO'3 ,MN,C2):

IF MNOT & THENM 52

880 IF M5=""0"" THEN 61

804 GOSUB 3I7:7 OK5:GOSUB SB:LOCSCH,HI=

""" :GOSUB I1:LOCSCH,HY="0":NMOUNSC135,1

I53=""0":POP :GOTO TOP

818 REM

811 IF NS5=""7?" THEN GOSUB IIZ:MESCIN,IM)
SR NOLUNS (75,75)="3":7 DKS$:POP :GOTO

Top &

812 IF NS<{>"“d" THEN 52

81X IF LOCSCCL,C1)=""B"" AND USRICH,ME,n

DRE"C'™) ,C7) THEN NS="C":GOTO 421

814 GOTOD 49

18080 FOR I=CO TO S58:NEXT I:RETURMN

1818 7 :7 "Play again?":INPUT RS5:IF RS
CC1,C1)=""Y" THEN RUN

1829 GOTO 1828

1988 REM RESTORE

1981 CLOSE HC1:TRAP 1901:0PEN HuCi,C4,C

B,"K:":? MEDPIAS:IMPUT MS:NS=NSC(C1,C1)
1%8Z2 L=USRICH,ADRC"DT*"I ,N,C2):IF L=C@

THEN CLOSE HCL1:RETURMN

1982 TRAP 198X:? PREPS:GET HC1i,L:CLOSE
#C1

1984 VYS="D:ADVENT.SAVU":IF N5=""T'" THEM
US=""'C:"": POKE 764,C12

1985 POKE S559,CO:0PEN HCL1,C4,CO,VS:TRA
P 1989:FOR I=C1 TD 526 STEP 185:INPUT

HCL,BS:MSCI,I+184)=BS NEXT I

1986 FOR I=C1 TO 219 STEP S55:INPUT HC1
+BS:HNOUNS (I, I+54)=B5:MEXT I:CLOSE HC1:
POKE 559,34

1987 MES=MS(61X,628) :GOSUB I0:LOCS=M5C
L,L+C13)

1988 POKE 559,34:TRAP 4000:RETURM

1989 7 "SI : TRAP 4000 :RETURN

1918 REM SAVE

1911 OPEN HC1,C4,CHO,"K:":? “"Type 5 to

save game or RETURN to quit":GET HC1,L
:IF LE>BT THEN CLOSE HC1:MEW

MOT IM THEMN 7

NOT A
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1912 TRAP 1912:7 MEDIAS:INPUT N5:N5=N5
(C1,C1):L=USRCCH, ADPRC"DT*"*) ,N,.C2):IF L=
C® THEN CLOSE HCL1:TRAP 4000:RETURN
191X TRAP 191X:7 PREPS5:GET HC1,L:CLOSE
Hci

1914 VS="D: ADVENT.SAV" :IF M5S=""T" THEN
US="C:": POKE 764 ,C12

1915 POKE S59,CO:0PEN HC1,C8,CO,VUS:TRA
P 4000:MS5C(613,620)-MES:GOSUB IO:MSCL,L
+C1XI-LOCS

1916 FOR I=C1 TO 526 STEP 185:7 HC1:MS
(I, I+104) :NEXT I

1917 FOR I=C1 TO 219 STEP 55

1918 7 HCL;MOUNS(I,I+54)

1919 MEHXT I:CLOSE HCL1:POKE 559,34

1920 RETURMN

1999 END

2000 READ CO,C1,C2,C3,C4,C5,C6,C7,C8,C
9,C18,C12,C1ZX,C14, TOP:RETURN

2881 pATA @,1,2,%,4,5,6,7,8,9,18,12,13Z
14,200

2002 DIM M5(6I0) ,LOCSC14) , NOUNS(275) ,V
ERB5(228) ,DIRS(CB8) ,0K5(C2) ,R5(28) ,MES(

C8),v5C(12) ,N5(C4) ,MEDIAS(12) ,PREPS(I7)
2883 DPIM DESC101),BS5C188)

2084 V=-A4ADRIVS) :N=ADR (NS5) :ME-ADR (MES5) : D

E-ADRIDES) : LOC=ADR(LOCS) : LOCB=LOC+C7?
2005 MSICLY=""/" ;M5 (484)=""/": MS(C2)=M5:
FOR I=485 TO 630:M5(I,I)=""/":NEXT I:DI
RE="NSEMUDIO' : DKS=""0K"

2006 MEDIAS=""Tape or Disk":PREP5=-"Read
Yy Blank tape or disc & press RETURN"
2088 NOUNS="APPLLIROPEZAMEM4AWINESCRATSE
OTTGBLOOGCAKE7FILESPUMPIMATC : BROD : PACK
ZPOME-LANT>LAMP>BOOKCKEY*ADYNABBLAMNC"
20809 DES=""FUSEDPRINEHANDFPAINGCOFFISAF
ELGRATHHOODKPHELLOACDOKSBUTLUMIZAMSIGNYD
OORZFOREICOTTADRAM_CAST®MOATaWINDL"
2818 NOLUMS CLEMCMOUMS)+C1)=DES

2011 DES=-"FIREJBRIC fKNOBgBUTToGUARKMAMN
HhPASSiTOME JLIFTENORTUSOUTVEASTWHEST XU
PHM¥yDOMHNZ"

2817 MOUNSCLENMCNOLNS)+C13=DES5

2013 VERBS="EMAMALOOKATAKEBGETHBDROPCT
HROCUSE¥DGIVEEGO¥%FENTEFCROSFOPENGBREA
HSMASHTOUCIREAD JEATHKSHALKDRINL JUMPM"
2814 DES="HELPNMOVEOSTRAOONMMPRIDEQMOU
MOCLIMRPULLSPUSHTPRESTSHWIMUTIE®UKILLMWA
TTAHLIGHHUNTIYLOWEZUNLD LFIX®\MEND""
Z015 VERBS(LEMI(VERBS)+C1)=DES

2816 DES="REPAMNFILEIEHXTIASMOTA"

2817 VERBS(LEW(VERBS) +C1)=DES

2820 FOR I=Ci1 TO 682 STEP Cil4:READ LOC
SIMSII,I+LENCILOCSII=LOCS :NEXKT I

2021 M5C(613,628)="/////7/7/71":LOCS=M5(C1
LC14) :MES=MS(613X,6208) : M=ASC (""1")

2025 DATA L/2/777,2078777,3772/7/771,475
FRAS SAS PP B FSAF2A, 7785777 ,B2779/7
Y. W IBIA NI 32 e rs, rr=r):
2826 DATA =/ /7 X/ /Y, 2/ /27 al,2/0D}/ /5,07
FEFLF i ,A77BRCY ,B/FEQ/ /G, CA /7 Fita,Drrrs?
i i dd [N dddd e Tddidddd N Tddddd
2027 DATA I/ /7 /R 7T, /X777 kP77 /77L, LM
BN/ ML/ /7B, N/ 70L/ 7,077 7N/ 7BD P/ 7/
BA/P,AQP/ /77 /H, R/ 7S/ 7, SRTST//

2028 DATA TS5SUS//79,U 0/T/77¥Q,VU/ W7, H
FENSRS RPN NI AP PP PEZA PP 777 L L2772 7U
FF

28Z08 FOR I-15SI6 TO 1S69:READ Aa:POKE I,
AINEXKT I

2021 pATA 112,112,112,66,8,
y2,2,2,66,64,156,2,2,2,2,2,
Jzazazjljﬁﬁ;ﬂpﬁ-

2032 FOR I=1570 TO0 1592:READ A4:POKE I,
BINMEXRT I

20X DATA 104,165,84,133,203,141,248,2
,169,0,133,88,169,124,133,89,169,0,133
,B84,13X,85,96

124,2,2,2,2
2,2,2,2,2,2
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High

SOHOW:oftware

Quality - Low Cost

600XL & 800XL

162 Leicester Road, Narborough,

ATARI 400,800,

WOOTTON COMPUTERS

116, Edleston Road, Crewe, CW2 7HD
Tel: 0270 214118

'

LEIFPS[EF%P‘-Ire Tele (05331863310 iﬂn!::r;l:ii:;nmpmrr + 34" 500k disk drive & HiRes £74999 P.OLA {: E
130XE 128k computer 16999 158,00 .: %
e I-f— B0 XL 64k computer 12999 7995 E m
1 BROML 64k computer + QIX « JOYSTICK 147.97 HB9.95 =3
| 1010 program recorder 3499 3299 5’ -]
¥ | 1050 disk drive & D05 3 19999 175.00 : -
Fim e B0 XL & 1010 cassette inc. Invitation to Programming. 137 98 129.00 m :'.—1
:__ Pole Positlon and Joystick ﬁ =
BOONL & 1050 disk drive inc. Home Filing Manager, Fay 25994 240,00 un
N Hf & Gamesmaster diski® 95
* Olevel GEOMETRY £ 9-5() each MANNESMAN TALLY MTS0+ PRINTER (100 cps) 24999 219.99
s ENGLISH = PRINTER INTERFACE B9.95 79.95
% Olevel LETTER QUALITY DAISY WHEEL PRINTER  SPECIAL OFFER  £233.00
Revision / learning aids. VOICE SOUNDTRACK US DOUBLER & SPARTADOS 7999 7699
VISICALC 4999 4799
* G EOGHA{]U'Z £ 6 'SOEBCI'I Paddles o 99 Touch Tablet & Atari Art 4999 46,99
ot Trakball 17 .99 Ai;ﬁjnyaﬂ;ks 7.50
1 - Great Britain & Ireland Asteroids .. Basketball .. Caverns of Mars . Centipede .. Chess
2 - United States of America Galaxian_ .. Jungle Hunt .. Lone Raider... Missile Command ...
Pengo .. Pole Position . Qix ... Space Invaders . Star Raiders . Super
3 - Europe Breakout all a1 9.45 each
4 - Asia Defender .. Dig Dug .. Donkey Kong Jr . doust
My Pacman ... Robotron all at 13.99 each
* HISTORY MAKERS ~ £6-50 ombms 245 St 1oy it o
Energy Crar 945 Logo & Manuals 5500 Vouch Typing
» > E
Who did what? When? Learn the famous names E b ek Conraii | g e T 1899 Video Easel 2099
States and Caphals B899 Microsofl Bask: 4699 Assembler Editor 20,99
£ 5“ GrapheIt 11.99 Mickey in the Grest 2345 Conversational French 20,99
* DOODLEBUG 6 i Haome Filing Manager Outdoors & nihers
. & Pay (O 1499 My First Alphabet 1899 lavitation to
Drawing fun for all ages. Kingdom 6.9 Music Composer 2099 Programming | 9.45
Seram 9.45 Paint 27 99 Juggles House 18.99
* 4-LETTER WORD £6-50 g
"_ HALVE YOUR DISK COSTS - DISK E
‘Mastermind type game with letters instead of colours. NOTCHER ... ONLY £5.991 CO.C disks (S5/DD) 10 in box  16.99
Memorex disks (5% DD} 10 in box 19,99
. i Curmana disks 10 in library case 19.99
Write or phone for further details UNIBOX - HOLDS 80 DISKS - ONLY £10.95  Blank cassertes 10 of C20 500
Al garmes are available on cassette only and require 16K Ram and BASIC cartridge, "Wood style disk cabinet lor 60 disks 1695 2000 sheets fanfold paper 11 x9.5 1599
l\& Free post and packing. Trade snquiries welcoms. All subject to availability. Prices include VAT
Post & packing extra - ring for price
——
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CASTLE MORGUE continued

Z8X4 FOR I=159%3 TOD 1656:REaAD A:POKE I,
A:NEXKT I

Z80X6 DAaTA 169,2,168,6,152,6,6,200, 234,
164,6,208,247,169,66

2837 pATA 153,6,6,200,165,2089,15%,6,6,
2009,165,208,15X,6,6,200,169,2,15%,6,6,
208,192 ,25,208,246,169,64,141,198

Z03i8 DATA 2,169,8,141,2409,2,169,64,141
+»190,2,169,0,141,182,2,76,95,2286

Z0490 FOR I=171@ TO L7I7:READ A:POKE I,
A:NEXT I

2041 DpATA 104,169,124,13%3,204,169,0,13
2,203,168,145,203,200,192,255,208,249,
145,202 ,230,204 ,165,204,201,127,208,23
4,96

2042 FOR I=A7Z8 TO A780:READ A4:POKE I,
A:NEXT I:CH=171I8

2043 DATA 104,104,133 ,206,1084,133,205,
104,133,204 ,164,133,203,169,0,168,133,
213,177,203 ,133,7207,104,104,168

2044 DATA 136,486,190, 165,287,209,2605,20
8,247,200,132,212,96,169,0,133,212,96

29045 FOR I=1 TO 77:READ A:DESCI,I)=CHR

Fu

DK

GB

M

HL

BF

MO

HG

a5

$CA) :NEXT I

2047 DATA 104,104,133,206,104,133,205,
104,133,204,104,133,203,169,0,133,213,
104,104,170,202,240,49,24,165,205, 1685,
5,133

2848 DPATA 205,165,206,105,0,133,206,24
,160,9,177,203,209,205,208,231,200,177
,203,209,205,208

2049 DATA 224,200,177,203,209,205,208,
217,200,177,20%,209,205,208,210,200,17
7,205,133,212,96,16%,0,133,212,96
2858 FOR I=1657 TO 1698:READ A:POKE I,
AINEXT I

2052 DATA 104,165,203,133,84,173,166,6
,133,2086,133,89,173,165,6,133,209, 133,
88,174,164,6,232,24,165,209,105,40
2053 DATA 133,209,165,208,1085,0,133,20
8,224,0,202,208,238, 96

2855 FOR I=C1 TO Cil4:READ A:RSC(I,I)=CH
RS CA) INEXKT I

2856 DATA 104,120,169,57,141,34,2,169,
6,141,35,2,88,96

2060 RETURN ]

Al — ———
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In
Stock!

only

£743

DISKS

3% SS/DD £4.60
%" DS/DD £6.95
3% HEADCLEANER £14.95
ALL MAKES IN STOCK

——— SOFTWARE

HABA CHEQUE KEEPER

|/ SONMne I‘ nance |'|‘:] ol Tl
HABA COM
Communication Sof

J-

fware

HABA HIPPO °'C’
Powerful ‘C" Lanquaage

HABA CALC

&
HABA WORD
Coming Soon
Call for more

Software

ATARIE®FI]

NOW
AVAILABLE!

ATARIDSTE]

COMPUTER SYSTEM
COMES COMPLETE WITH
3%" 500K DISK DRIV
HI-RES MONOCHROME MONITOR
MOUSE, TOS, BOS, LOGO
BASIC, GEM WRITE, GEM DRAW
GEM DESK TOP, DEMO

S520ST LEADS

5205T to

Printer

Centronics
£24.99
MIDI to MIDI LEADS
£19.95
MOLSE EXTENSION LEADS
£14.99

2205T o M

[J :l [.-l LEAD

SOFTWARE
EXPRESS|//

INTERNATIONAL

31 STONEYHURST ROAD, ERDINGTOMN, BIRMING HAM
TELEPHONE (021) 384 5080

TO ORDER YOUR 520ST WRITE OR PHONE TO

Hi

TELEPHONE ORDERS NOW BEING TAKEN

ST HOTLINE
(021)384 EIIBII

NMOTE ALL ORDERS TAK
' OR DEPOSIT WIL E
ORDER IS R

FLE ASE
PaY ME M

i M OWITH |['||| FULL
NOT | L ;'-.-{I L2 J1TIL YOI
ADY TO BI .Z-I "}.i';‘-.T{_i" :j

TRADEMARE OF ATARI CORP, LTD

ATARI IS THE REG

ALL IMFORMATION CORRECT AT TIME OF GOING TO PRES:
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THE SOFTWARE REVIEWS

MR DO
Datasoft
48k cassette
£9.95

MR DO is a straight conversion of the
arcade game of the same name. Having
been slightly disappointed by the Atari
version of DIG-DUG (though an imp-
roved version of the 16 K ROM is appar-
ently available in the States) [ was anxious
to see how well this version of MR DO
from Datasoft compares with the arcade
original

The game is a long loader - well over
15 minutes, in fact - and quite obviously
uses every single byte of the specified

MR DO

VERSUS
MR DIG

48 K. Whether it's worth the wait or not is
another matter!

The action takes place in a field, of all
places, during cherry harvest time. The
idea is to guide MR DO around the
screen collecting the cherries whilst
defending yourself against the inevitable
monsters. MR DO's main weapon is his
magic powerball, which he throws at the
monsters in order to destroy them. It
takes a little while for the ball to return to
his hand though, so you will have to seek
out alternative ways to dispose of the
monsters. Dotted about the field are
several giant apples. These can be
dropped onto the monsters for large
bonus points. Boss monsters appear at
various stages during the game. The
Boss monsters carry letters correspond-
ing to the word ‘EXTRA' at the top of the
screen. If you knock out all the individual
letters making up the word 'EXTRA’ you
gain a bonus MR DO. A nice little
animated sequence accompanies this
event and gives you a short break from
the proceedings Time to catch your
breath before returning to the action
again.

Other types of monster you will
encounter are henchmen - these appear
along with the Boss monster and can be
tumned to harmless apples by knocking
out the Boss monster - and diggers. Any
monster can turn into a digger, and these
are particularly dangerous as they can

dig tunnels through the soil to get at
MR DO

Watch out for the lucky diamonds
which spill out of the apples on very rare
occasions (make that extremely rare as |
never came across one). These are worth
amassive 8000 points, but, more impor-
tantly, they enable you to exit that par-
ticular screen without having to kill the
remaining monsters

The sound effects are excellent in this
game and the tunes are sufficiently
muted so as not to annoy you too much.
In any case, they can be tumed off
altogether by pressing the'S' key. There
is also a facility for left-handed players,
which involves pressing the ‘L’ key and
revolving the joystick a quarter turn
dockwise. A good idea this, and one
which other programmers may like to
COpy.

Sadly, the graphics just aren’'t up to
scratch considering the amount of mem-
ory used. My main criticism concerns the
game characters, which are rather poorly
defined Colour choice could also have
been better, [ feel and joystick control is
awkward and sluggish. | found myself
getting caught out far too easily, mainly
because MR DO wouldn't respond quic-
kly enough to the controls. The fact that
the monsters move at almost twice the
speed of MR DO doesn't exactly help
matters! [ found this a difficult game to
get to grips with.

MR DIG ..... Microdeal ..... 32k cassette .....

£6.50

Considering that Microdeal first made their name releasing software for the

by Jim Short

dreadful Dragon 32 computer, and having had first-hand experience of one of
their previous efforts for the Atarl, namely ‘Danger Ranger, you could hardly
blame me for not expecting a great deal from MR DIG. However, | must admit |
was pleasantly surprised. MR DIG is a splendid implementation of MR DO and is
far and away the best Microdeal game l've ever seen

Gameplay is fairly authentic to the arcade original, although there are one or
two minor differences which may or may not be due to copyright reasons. MR
DIG is much easier to play than the Datasoft version. It allows you to select from
ten levels of difficulty ranging from ‘Big Baby's Level (easy) through to
‘Masochist's Level (impossible). During the course of the game itself you must
complete a combination of several screens on the one level before advancing
onto the next level so you are given a better than even chance of getting the
hang of the game early on before things start to get tricky.

On the whole the graphics are excellent The various game characters are
colourful detailed, and easier to make out than their Datasoft counterparts. |
particularly like the diggers in this game - they are very reminiscent of the ‘snap-
jaws in DONKEY KONG JNR. One tiny criticism concerns MR DIG's powerball
It is dull blue in colour and also a bit on the small side. Consequently you cannot
dwaus see if it has returned to MR DIG's hand unless you have bionic eyesight!
Joystick response is faultless though, and gives the Datasoft game a proper
showing-up in this department.

Sound is generally good, if rather brash at times. Unfortunately, there is no
way vou can turn it off from the computer, so 'm afraid you're stuck with it unless
vou turn it off altogether via the TV set

MR DIG doesn't have the fancy animated sequences of its American rival, but
it does have a ‘Hall of Fame' high score table which the Datasoft version

lacks.

SUMMARY

Purists may well prefer Datasoft's MR
DO as the gameplay more closely follows
that of the arcade original If you're a hot-
shot at the arcade game you will certainly
find MR DO more of a challenge than
MR DIG. Personally, I felt that MR DO
was a little too hard and [ think MR DIG
will appeal to a wider range of com-
puter gamesters

In a game versus game comparison, |
must plump for MR DIG. At £6.50 it is
one of the |,'|||_-'.-:||'_,-|._'*-.1 Qoo ;I|'.J-'.|'1':.' Atari
games on the market. Incidentally, MR
DIG was programmed
grammer, Rita Jay. She deserves ten oult
of ten for this effort Let's hope we see
more games of the calibre of MR DIG for
the Atari from other British software
companies in the near future

|"'|I' a | .r'llll._ pro-
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DECATHLON
Activision

Fancy yourself as the next Daley
Thompson? Activision's DECATHLON
gives you the chance to become the
world’s No. 1 computer athlete.

After booting up the game you are
given the option of taking part in a full-
blown Decathlon or any of the ten
individual events, these being 100 metres,
Long Jump, Shot Put, High Jump, 400
metres, 110 metres Hurdles, Discus
Pole Vault, Javelin and 1500 metres.
You also have the choice of a 1-4 player
game. In a 1-player game, you compete
in each event for the highest possible
points total Onthe track, you run against a
computer opponent who acts as a ‘pace
man’ to spur you on to, hopefully, greater
things. In 2-4 player games, the players
compete against one another and the
winner is the player who finishes with the
highest number of points.

You control your athlete via the joys-
Iick. To get him to run yn::-u must tc-ggle

PITFALLIII- I.OST
CAVERNS
Activision

32k cassette

This game must be one of the best
games available for the Atari at the
moment You play the part of Pitfall
Harry back in search of treasures, but
this time in the lost caverns of Machu
Pichu. He is a very active character, not
only running and jumping but also
dimbing swimming and going up in
balloons. There are many dangers facing
him such as bats, scorpions, frogs, birds
and electric eels.

Fitfall Harry has to hunt through the
hundreds of screens to find three objects, a
woman called Rhonda, a cat and a ring
Gold bars are scattered about on your
way and these give you extra points. An
unusual part of this game is that you do
not lose lives when you come into con-
tact with a creature, you just return to the
last cross you ran over, losing more
points the further you are from it I
managed to get all three objects and
thought | had completed it, but no, there
was another level which 1 have not yet
finished This next level is even more
amazing and more difficult than the
first.

The graphics are superb and the game
is accompanied throughout by pleasant
lively music, which changes when you go
up by balloon or are sent back to a cross.
PITFALL Ilis well worth buying at a very
reasonable price of £9.95.

Jeremy Askew

the joystick back and forth (left and right)
as quickly as possible. All jumping and
throwing actions are carried out by pre-
ssing the firebutton. Your ultimate
success at each event depends primarily
on your stamina with the joystick and
your timing with the firebutton. Toggling
the joystick back and forth at high speed
is incredibly energy-sapping and by the
time you have completed all ten events
vou'll probably feel as if you've just taken
part in a proper Decathlon - | know |
did!

The computer rewards you with a fan-
fare if you score 1000 points or over in
any event. This is more easily accom-
plished on the field than on the track [
managed to score over 1000 points on
every single field event, but the track
events were beyond my capabilities,
despite the fact that | was using a genuine
arcade joystick specially adapted to fit
rmy Ataril

Graphically, this game is very good.
The stadium looks exactly like a stadium

and comes complete u.nth grandstand

Rl iR

H.E.R.O
£18.95

and cheering crowd. Sound is adequate
without being anything out of the ord-
inary. Serolling is excellent - as it always
is on the Atari - and the animation is
superb - quite the best 've seen on this
type of game. If you've seen the terrible
animation of the athletes in ‘L A GAMES
1984’ then you'll appreciate what I'm
talking about!

DECATHLON is my own personal

favourite of all the Track and Field type
games currently on the market, mainly
because it is so easy to play and also has
far more variety than the others. |1 par-
ticularly like the pole vault and high jump
events, but in saying that, | found the
1500 metres a bit boring and the 400
metres to be an absolute killer. Minor
quibbles apart, this is an excellent game
and a worthwhile investment at only
£9.95.
A postscript- DECATHLON is a joystick
destroyer Do not attempt to play this
game unless you have an extremely
ruaged joystick, preferably of the micro-
amtc:h vaﬂel'y'"

..... Activision ..... 16k ROM .....

Activision are currently converting their top VCS games to run on the Atari
Home Computers, usingthe advanced capabilities of the computers to produce
much improved versions of all their popular games. H ER O. is one of the recent
conversions and, for my money, is Activision's best game to date.

You control Roderick HERO in his mission to rescue trapped miners from
their underground ‘prisons’. Roderick is kitted out with all the latest equipment
including a miniature jet heli-pac strapped to his back and eye-level lasers built
into his helmet. He also carries a supply of dynamite which he uses to blast his
way through solid rock walls blocking the various tunnels and passageways. He
must then negotiate the labyrinth of tunnels and vertical shafts in order to find
the miners who are trapped deep underground. There is only one miner to be
rescued on each level of play but HERO has to travel deeper and deeper on each
level in his bid to locate the miners. Once rescued the miner will give a wave of a
hand whereupon you advance to the next level of play.

HEROQO will encounter spiders, snakes and other assorted nasties on his travels
which he can dispose of with a quick blast of his lasers. Unfortunately the inhabi-
tants of the tunnels tend to lurk in unexpected places and when faced with a
choice of passageways a wrong decision invariably proves fatal for our HERO
costing him one of his allotted lives. As with most other games, once you
memorise the screen layouts, you will know which passageways are safe and

which are best avoided

Some of the tunnels are illuminated by lamps. These are usually positioned in
the vertical shafts and HERO must take care not to accidentally knock them out
otherwise the whole screen will be plunged into darkness. Definitely not the best
way to go about things! In the higher levels of the game , HERO will face many
more hazards such as radio-active walls and lava pools which he must negotiate
either with the aid of a raft or by precision flying. The choice is yours.

HE.R Q. is a game which merits the highest possible praise. The graphics are
outstanding with horizontal and vertical scrolling up to the usual standard.
Sound is excellent and special attention has been paid to the use of colour with, |
suspect, extensive use of Display List Interrupts for all those extra colours. Activi-
sion certainly know how to get the best from the Atari.

If you are looking for a highly original game with multi levels of play, a game
which is a constant challenge and also one which you will not tire of too easily,
t.’nen locrk no further. H.E RO is the garne for you
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DESMOND’S
DUNGEON
Creative Sparks
16k cassette
£8.95

In the past ['ve always viewed the news
of a recent release from Thorn EMI with
mixed feelings, let's face it, they are har-
dly in the Synapse class. Since switching
over to market their software under the
‘Creative Sparks' banner however, they
have improved no end. Two of their pre-
vious efforts - JAVA JIM and SPECIAL
DELIVERY were both original and highly
entertaining games, and now, with the
release of DESMOND'S DUNGEON,
they have come up with a game which
proves that the programmers at Creative
Sparks are trying to compete with the
best.

i The game scenario is as follows

| Desmond has accidentally sturnbled
across a seemingly abandoned dungeon
filled with gold. All he has to do is round
up the gold and make his escape. Asyou
would expect, his task is not quite so easy
as it first appears. The gold is scattered
about over several levels of the dungeon
and Desmond must gain access to all
these levels with the aid of a series of lad-
| ders - a customary item in this type of
game. To make things a little more dif-

S R P R

ficult, Desmond can only carry one bag
of gold at a ime and he must deposit
each individual bag in the ‘treasure
chest at the top of the screen before
heading off in search of another one.

Huge spiders patrol the dungeon
levels. Desmond must avoid them by
jurmnping over them or by dodgingup and
down the ladders whenever the spiders
are approaching. If he comes into con-
tact with a spider he will be momentarily
stunned and it will also cost him some
power. He begins the game with three
lives and a full quota of power. Each time
his power is reduced to zero he loses a
life and you then have to tackle that par-
ticular screen all over again.

Predictably, the spiders are not
Desmond’'s only worry. The evil old
Baron who owns the dungeon is not
about to give up the gold without a fight,
and he flies across the top of the screen
in his plane, bombarding Desmond with
an assortment of missiles. Each direct hit
will cost Desmond some of that precious
power, but avoiding all the various objects
is more difficult than you can imagine.
The Baron's missiles are very unpredict-
able and have a nasty habit of taking an
unexpected ‘bounce’ in Desmond's
direction.

If Desmond manages to get through
the dungeon screen unscathed you then
advance onto the vault screen. Here
Desmond must transfer his gold into the
vault with the aid of a mechanical grab at

R R e e I e

GYRUSS ..... Parker Bros

16k ROM.....

In Gyruss you are controlling a spaceship which is flying from Neptune to
Earth. The ship can move in a circular pattern around the screen. Flying from
Neptune to Earth is not as easy as it sounds. The intervening space is crowded
| with several types of enemy spacecraft and you must destroy as many as possi-

ble in order to reach Earth safely,

| Thefirst type of enemy are planes which are high-speed attack vehicles flying

in several different formations. They may appear from far out, in front of vou, or
they can launch a surprise attack and come speeding past you from behind.
These ships can shoot missiles at you, but they don't stop there. If they get half a
chance theyll fly themselves straight into you There are also molecular
satellites, so named because they look like giant molecules. These appear in
| threes, fly in formation and shoot missiles at you If you destroy the middle
satellite you can fire double bullets. The third type of enemy spacecraft is the

o electromagnetic wave satellite. These come in pairs, shooting a deadly wave of

energy between them. There are also meteors coming from out of the distance,

which you must avoid.

Each time you destroy a wave of enemy spacecraft your vessel ‘warps
through space, getting closer and closer to Earth. On your way you pass the
outer planets: Neptune, Uranus, Saturn, Jupiter and Mars. Each time you reach
a planet you play a‘chance stage’. In these stages you get a chance to destroy
enemy ships for bonus points. The spacecraft don't fire and cannot destroy you
You can get over 10,000 points during the chance stage, so shooting skill is a
definite help here. Bonus ships are awarded at 60,000 points and every

100,000 points after that.

GYRUSS is in the shoot-'em-up class, but is definitely something special
Something that makes the game extra special is the great music played
throughout. I'm sure this will be a very popular game.

Jeremy Askew

the top of the screen. Once again, the
Baron and the spiders will make things
as difficult for him as possible. If you
complete this screen you then progress
to the next level of play, where the whole
process begins again. In the higher levels
of play, Desmond must avoid fires and
collect keys to recover bags of gold
which are out of reach behind locked
doors. All in all there is plenty to keep
even the most dedicated gamester occu-
pied for hours.

DESMOND'S DUNGEON is a classy
piece of software from start to finish,
right down to the colourful title screen
which kicks off the program. Graphics,
sound and colour are of the highest
quality and the animation, particularly of
Desmond himself, is quite excellent. A
further interesting feature is that you can
start the game from any level, providing
you have attained that level in a previous
game. No more having to start from level
1 all the time!

DESMOND'S DUNGEON is the best
16K program l've seen in a long, long
time. THORN-EMI (Creative Sparks)
deserve a great deal of credit for suppont-
ing the Atari faithfully over the years.
Atari owners should repay that loyalty by
purchasing this game. At £8.95 (cassette)
it's an absolute steal, especially for those
people who still haven't had their com-
puters upgraded yet

Reviewed by Jim Short |

BC'S QUEST FOR
TIRES

Sierra On-Line
16k ROM

This game is set in the Stone Age with
the player controlling a caveman called
BC. who rides on a stone wheel B.C.
has to complete various stages having
many hazards on his way to finding his
girlfriend. To avoid the hazards he can
jump, duck, go backwards and forwards
and increase or decrease speed. The
game is set on a multiple scrolling screen
which is very cleverly done. B.C. is in the
foreground which scrolls quite fast The
background and clouds both also scroll
at different speeds. The graphics are
very good and are created in a cartoon
style. The game is amusing in places,
especially when a cavewoman says
‘JUMP SUCKER'. It's a shame the game
is not very addictive. This is because
once you have completed it there is not
much of a challenge left Itis nota gamel
play a lot, maybe just once in a while to
show off its graphics.

Jeremy Askew
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HOMEWORD INCREASE YOUR MAGNIPRINT 11
STORAGE
The Personal WORD AND TRIPLE YOUR THE ULTIMATE
PROCESSOR SPEED! GRAPHICS PRINTING
1984 outstanding PACKAGE

software AWARD Introducing the US DOUBLER
Simple - versatile - effective. US DOUBLER increases your

storage to 180k, and is totally compat-
HU_'HEW{}HD is a witing tool g b other double-density disks, all .
designed for the home. It offers the g, ATARI and all ATARI 1050  Print your ATARI graphics like you've
power of a ﬁﬂphlﬁ'{ﬂat‘_@d word processor  y 1 qeioc never seen before! MAGNIPRINT Il is
without the complications. Use HOME- New SPARTA DOS CONSTRUC- the most powerful print utility available
WORD to write school assignments, 115N SET will triple your speed. True  for your computer. It is the only software
shopping lists, letters, business memos double-density. ATARI1050 (oneanda  that can accurately print GTIA modes
and reports HOMEWORD makesput- | ¢ o doncit) and single density.  with 16 shades. Prints all graphic modes
ting your ideas on paper a snap. Time/ Day/ Date on your files. Ram Disk Can blow up your pictures to wall sized

An easy to follow audio cassette will t P e S -
oduts vou'la HOMEWORD ad = posters. Special option lets you centre

ke you step by tep through ts opere-  FREE SPARTA DOS CONSTRUC- [ PR ©7 7E Pase [eeePe vou
tion MNo complicated commands to TION SET when you buy the with TMFCRDPA[NTEH, FUN WITH

Emimﬂﬂgwne in wur_lf]am:f .:m US DOUBLER! ART, PAINT, SUPER SKETCH, ATARI
MEWORD in a matter AL A

of minutes. The menu features [ICONS A hardware/software combination, TA?UCH Lottty e
(pictures). These ICONS make HOME- installation required, complete instruc- ARI LIGHT PEN GRAPHICS, B/
WORD a joy to use tions provided GRAPH, GRAPHICS MAGICIAN and

Other features include MOVE TEXT/ £79 95 e D5 :
s ple pictures. Add text to your pic-
COPY TEXT/ ERASE TEXT/ INSERT tures. Allows you to print the whole

ERASEEE;’TE:;T%’E;IWW HSE EITI;? THE ULTIMATE screen or any selected portion of the

screen.
INCLUDE DOCUMENT/ UNDERLINE WAR GAME FREE with every MAGNIPRINT II -
TEXT and JUSTIFICATION. SIMULATIONS! PRINTALL PRINTALL prints your

many others. Includes many beautiful

A full B0 characters per line enables programs and files just as they appear on
you to view your documents as they will STRATEGIC SIMULATIONS your screen. It clearly prints all ATARI
appear in printed format Use with any Broadsides 4165 graphic characters including INVERSE
printer. many other fine features make Eagles 4165 characters. This alone is worth the

HOMEWORD a great WORD Reld of Fire 4165

Ce
PROCESSOR Objective Kursk T
50 Mission Crush 41.65
Disk £48.95 Colonial Conquest 4165 Disk £25.95
Computer Quarterback LR A IR
Gemstone Warrior 41.65
ARCADE Six Gun Shootout 4165
BOULDER DASH G/D 1495 Rails West 41.65 SEE YOUR LOCAL
OIL'S WELL CART 1495 The Cosmic Balance 4165
BCS QUEST CART 1495  Cosmic Balance Il 4165 DEALER NOW!
MR ROBOT DISK 14.95 B/through in Ardennes 62.35
MINER 2049 er CART: +aiphs - Hpantion Madkt Garden 62.35
Carrier Force 62.35 TRADE ENQUIRIES
Kampigruppe 62.35
gl Reforger 88 6235 Tel 01 723 0562
FLIGHT SIMULATOR II 48.95 Computer Ambush 62.35
War in Russia e R T OIS

All products are available from
SILICA SHOP 01-309-1111 SOFTWARE EXPRESS 021-384-5080 SILICON CHIP
0753-70639 ASWOOTTON & SONS 0270-214118 PEATS ELECTRONICS IRELAND
01-749972/3/4 RADFORD HIFI Ltd 0272 428247 MICROBYTE 051-630-6933
THE AMV SHOP SUNARO SOFTWARE and other good computer shops.

If you have any problems in obtaining any of these products then you can order direct
All cheques/ PO should be made payable to ZOOMSOFT

Post to ZOOMSOFT, 46 HUNTSWORTH MEWS, LONDON, N.W.1 6DB
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MATTHEMWS LABEL MAKER *
REM * PAGE & MAGAZIME — ENGLAND =

Tk MR

N
]
m
z
*

JG 18 DIM ASCZE0) ,INS(S8) ,0UTSC408) :aS="

: er “:aS(28@8)=" ":aS$(2)=aA%
a, CF 20 HMAX=I4:YMAX=8:K=@:Y=0:LBL=1:5BL=4:
! el LA=Z:LD=1:POKE 82,2:POKE 718,144

| ! |a" CF 30 OPEN M3, 4,0,"K:"

FWM 480 DIM SPCS$C16) :5PCS5="

OF 168 REM

'by UQ 116 REM 8t n
CF 120 REM ## Matthews' Label Maker u
S UL 130 REM 1 "

B0 140 REM # A public domain program # ,
! w Jone BJ 150 REM # for the editing and "
i M&tthe JH 160 REM # printing of labels on the
UL 170 REM n atari computers. n
' VE 180 REM n n
HK 198 REM 82 This program will print =
] LI 200 REM ## any size of label, on any #
d RU 218 REM ##  format of label paper, ®
BN 220 REM %t from one to three wide. #
ol T‘],_Iﬁver BX 238 REM fi{three copies will be madeln
. ith any P UK 240 REM B t
1 ﬂmew GR 250 REM 1 All size labels can be #
J Gom?& KH 2680 REM ## used, with any spacing #
1 SL 270 REM © between them, n
UF 280 REM 1t n
UL 298 REM B Commonly printed labels B
i NT X088 REM #can be saved for later use.i
1 Us X180 REM B 2]
i PB 3280 REM #f Underline and enlarged #
| : JH 330 REM ## text on EPSON printers is #
| This program started because | could not find a local pm 340 rREM n available. "
. supplier of one across labels but it has since grown intoa va 358 REM n n
1 comprehensive label program offering full editing, saving FZ 368 REM # This program was written =
d loading facilities, the ability to modify parameters and a HE SrREE N by P E R s -,
and loading tacilities, the ability to modity p PN 380 REM ## Prestel Mbx 0919996027 8
full Help screen. It should be compatible with any printer yy 385 rREM © -

although, as written, the advanced facilities of enlarged, 0z 39%8 REM

I
'ﬁ underlined or ‘thick’ text apply only to the Epson printers. TP 480 ? K¢ Matthew's"
i‘ Labels can be defined to any size within reasonable limits "¢ 495 * ™ AR
I | and can be printed one, two or three across with as many as 5 '
!' 100 down although this could be increased if desired. Inter cw 407 2 = public domain"

ii label gaps and label sizes are all catered for and inline WP 41@ 2 32 1% :.? . Use C[CONTROLI-
3 editing with insert/delete character or line are included g ::; ;:;u:'e::aa

Error messages are given and error trapping is included.  z¢ s@e GET HI,a:IF a<3I2z THEN GOTO 700
l The program is not intended to be a mailing list handler WM S18 IF a>124 aND A<128 THEN GOTO 700

but the ability to save and load labels to cassette or diskis UX S2@ IF A>154 AND A(168 THEN GOTO 780

. : : - UK 538 IF a>252 THEN GOTO 700
provided. The filename C: should be used for cassette and S8 TR Tl e SR S Rl . Ty ch E

— e ———

All functions are covered on the Help screen but [ suggest TO see {
: that on first use you fill the label screen with charactersand DX S68 H=8:Y¥=¥+1:IF Y=YMAX THEN ¥=0
1 print two labels to see how the format matches your own 39 S79® POSITION 2,124v:? '3Y;:COTO0 506

i labels. Make sure that djust th ter f b I I e URTEE S
: you adjustthe parameter lor number  ,y gj@ IF XN=XMAM THEN X=0:GOTO0 650
of labels across first. Label size and inter label gapscanthen m 620 IF Y(® THEN Y=¥YMAX-1:GOTO 650
be adjusted to suit. When you are satisfied thatyouhavethe LJ 638 IF Y=¥MAX THEN Y=@0:G0TO0 6589
optimum label specification, save it as BLANK.LBL. This ©# 656 POSITION 24X,124YV:? *3%;:60T0 508

then be used as a template each time you wish to define BESERE . R PR T e L LEDT R,
can then be us Lo y SC 710 IF A=28 THEN Y=Y-1:GOTO 6080

or print a label NS 720 IF A=38 THENM X=X-1:GOTO 600
The special facilities of the Epson are contained incontrol MP 738 IF A=31 THEN H=H+1:G0TO0 600

and Escape characters between lines 2200 and 2300 and YU 748 IF A=125 THEN GOTO0 66

v . ¥G 750 IF A=126 THEN GOTO 920
these can be changed to suit your own printer. ¥ 0 T Giir Tukh i=»1Vin EDTo b

GY 778 IF A=155 THEN K=0:Y¥=Y+1:GOTO 6080
MF 788 IF a4=1 THEN H=8:GOTD &50
GL 728 IF A=26 THEN H=HMAK-1:G0TOD 658

e
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PR
HI
FO
vJ
FP
UR
Zu
uc
YO
HEK
uR
TE
NT
JG
co

FHM
T5

MI

FM
TI

oo

I0

oB
IXI

us

PL

Fap 8

vy

an

IK

RD
Iy

EE
aL
HY
(i 10]
TZ

3B

FH
oo

JL

LI

Fi

CB

aeo
818
aze
830
G40
850
a86oa
865
a7e
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IF
IF
IF
IF
IF
IF
IF
IF
IF
IF

A=Z THEN M-INTC(HMAN/2) :GOTO 608
fA=156 THEN 940

=157 THEN GOTO 98a

A=Z1 OR A=S THEN GOTO 1150

A=8 THEN 1300

6=13 THEMN 1500

A=16 THEWN THK=@:GOTO Zo00@

A=Z255 THEN 1270

A=280 THEN THK=1:GOTO 2600

=19 THEN Z100

IF A=127 THEN 3260

IF A=254 THEN 1258

890 GOTO 5680

900 POSITION 2,21:7 *
EENTTEM" :GOSUB 1200:IF A<>89 THEN 580
918 AS="" ":A5C280)="" ":A5(2)=A5:K=0:Y=
H:GOSUB 1800:G0TO0 560

928 IF H=0 THEM GOTO S508:REM DELETE
930 HoH—-L:T=R+L+(ISHYI 1A5CT,TI=" ;7 =
€ €£;:GOTO S86

948 POSITION 2,21:7? "
ST : GOSUB 1280:IF aA<>89 THEN S80
958 IF Y=YMaX—-1 THEN GOTO 978

960 FOR I=Y TO YMAMH-Z:T=CI®IS53I+1:45(T,
T+I4)=A5CT+I5,T+69) :NEXT I

970 T=C(CYMAK-1)%ISI+1:AS(T, T+3I4)="

i GOSUB
1088:60T0 Sa8
2880 POSITION Z,21:7 * IMNSER

ST :GOSUB 12080:IF aA<>89 THEN 500
385 IF ¥=YMaK-1 THEN GOTO 995
990 FOR I=YHAM-Z2 TO ¥ STEP —-1:T=(I®IXI5]
+1:ASITH+IS, T+69I=ASIT, T+3I4) :NEXT I
995 ToIYMIS)+L:ASIT, T+I4)="
“:GOSUB 1000:G
oTO0 S88
1888 REM
1898 POSITION 2,11
1188 ? ""p";:FOR I=1 TO HXMaX:?
T L7 gty
1118 FOR I=1 TO YMAX:?
l|+q..l|l;
1128 FOR I=1 TO HMAM:7?
i L =
1186 FOR I=YHMaK-1 TO 8 STEP

Tt D NEX
e | IMEXT I:?
e et CMERT 137

~1:7 Mg

FOSCII®ISI+1, (I®ISI +HMAKD :NEXKT I:7 ""43
1148 GOTO 1248

1158 IF A=21 THEN aA=20

1168 IF A=5 THEN &=19

1178 GOTO S48

1288 POSITION 2,22:7 ™

SURE 7 (YN

1210 GET HI,A:IF A<>8? aAMD a<>78 aMD a4
£3110 AND A<>121 THEN 1218

1228 IF aA=121 THEN A=87

12%8 POSITION 2z,21:7 "[X¥EY"

1249 POSITION Z+#X,12+4¥:7? "3'"; :RETURN
1258 IF H=3I4 THEN GOTO 1260

1255 T=C(Y®IS5I+1:FOR I=XK TO ZII:AS5CT+I,T
+II=-ASCTHI+L, THI+AD (NEXKT I

1260 ASCT+34,T+I4)=" ":GOSUB 18086:GOTO
S88

1278 IF K=34 THEM GOTO 1280

1275 T=C(Y®IS)+1:FOR I=-34 TO H+1l STEP -
1:ASITHI, T+IX=SASCTHI-1,TH+I-13 :MEKT I
1280 ASITH+H,T+HI="" ":GOSUB 1888:G0TOD S

ea
ize8 ? “K J. T
T
"
1Ti@ 7 vy T
_I‘“
1328 7 *| L[CTRL1+ | Actionm initiated

VI

=1, |

oL

BI

RU

RS

vu

15

va

Al

K3

RO

ZB

G3

LM

KE

CT

FB

JV

va

LY

PC

oG

HC

HH
TS
KD
FA
ur
H
cC.J

FR

1Z38 2 ) ¥
_____*"
13490 ? | Aa,C,7Z | Move cursor in lin
e, I"
1342 T | DELETE | Delete char, mouve
line.|"
1345 7 "'| INSERT | Insert space,move
line.|"
1Z586 7 | U t%4) | uUnderline On/0ff
lll
ize8 7 **| E (ke) | Enlarged On/Off
II-I
1x78 2 "'} +
_____p-
13z88 7 | o | | Modi fy parameters
Jine .
1398 7 | 5 | Save current label
III
i4e88 7T | L | Load a label
III
1418 7 | P | Print label(s)
II-I
1428 7 | T I Thick printing.
III
1438 7 | i
_—-.lll
1448 7 ""|[SHIFT] with [DELETEl1 or [INS
ERT1 |
1458 7 "| act on whole lines of the la
bel. |
1468 7 "|To clear label, use [SHIFT]IC
LEAR] |
1465 7 "t
—
1474 2 ™ Press any key to continu
- gl
1480 GET BHI.4:GO0TO 488
1508 ? "Ki RS L LT
"y wu PARAMETER SETTINGS Sl
R L TR ¢
1518 ®* ::® b " 1. Label width Ccharac
tersl = "';HMAH
1528 ? 27 * 2. Label depth (lines)
= "";YMAX
15X8 7 7 " X. Lines between labels
= II;LBL
i548 % ;17 * 4, Spaces between labels
= u:5BL
1558 ? 12 w» 5. Wumber of labels acros
= = "W:Lb
1568 7 7w 6. Number of labels down
- FI:LD
1588 POSITION 2,19:7 Press nu
ber to change, UHEE | or [RETURM
1 to exit. o
1598 X=8:Y=98
1688 GET #3,a4:IF A=155 THEN GOTO 400
1618 IF Aa<49 OR A>54 THEN GOTOD 1688
1628 POSITION Z,18:7 "[FITETTY';
1630 A-A-48:0N A GOTD 1640;1650; 1666 ;1

670,1680,16%8
1648 7 * Enter new label width'":T=34:
B=S:GO0SUB 1800: HMAK=-A4:GOTD 15808

1658 2 " Enter new depth for label":T
—8:B=3Z:GOSUB 1880:YMAH=-A4:!:GOTOD 1508
1660 7 * Enter new line spacing"™:T=9:

B-1:G0S5UB 1888:LBL-A:GO0TD 1568

1678 7 " Enter new number of spaces":
T=15:B=-1:G05UB 1880:5BL=-A:GO0TO0 1508
1688 27 " Enter number of labels acros
S":T=3:B=1:G05UB 1890:LA=A:GOTO 1568
1698 7 " Enter number of labels down"
i T=100:B=1:G05UB 1800:LDP=4:GO0TO0 1568

-
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Matthew’s Label Printer continued

op
oL

GM
HO

urT
cB

aZ
PI
HE
KP
N.J
0.J
E.J

F35

MH
PB

op
G
HD
on

¥i
ER

HU
NL
HK
Y
S
AN
VK
MT

PH

KJ

GA

PE
oI

BO

&u

UL
LB

RH

JD

¥P

42

1808 POSITIOM Z,Z1:TRAP 18Z0:INS="":TN
PUT IMN%

1804 IF INS="""" THEN POP
1806 A-INTIVALCINS))
1818 IF a<B OR A>T THEN
? "(out of range error-
YY" :GOTO 1860

1828 TRAP 400080 :RETURMN
1838 POSITION 2.20:7 "MEntry error-
ease retry+ITIT:GOTOD 1800

2080 B-O:U=1:E=-0:REM PRINT ROUTIMNE
28180 TRaP 2350

2020 POSITION 2,21:7

[RIMTIMGEH

2180 FOR ¥P=-8 TO YMAM-1:HP=0:E=8
2200 INS=""":FOR I=1 TO HMAK:T=-I+(YP=%*IS
}:A-ASCCASCT,TX):IF A4»3Z1 THEN GOTO 225
a
2210
ZZ15

:GOTD 1586

POSITION 2,20:
Please retrydl

Pl

IF a<*28 THEN 2230

U=-W:IF U=1 THEMN INSCLENC(IMNS)+1):=
“"E-B8 ":GOTO 2255:REM UNDERLIMNE OFF
2220 INSCLEMCIMNS)+13='" E—-1":GOTOD 2255:

REM UNDERLIME OM

2230 E-E+1:IF E*1 THEN Ez=@©

2235 IF E=1 THEM IMSCLENCINSY+1)=""_
P=HP—-2:G0TO 2Z55:REM ENLARGE OMN

2240 INSCLENCINSY41)=""a":HP=HP-1:G0TO
2255 :REM ENLARGE OFF

2250 INSCLENCINS)Y+1)=CHRS (A}

Z2255 HP=-HP#+1+E:IF HP<{HKMAX THEMN MNEXT I
2257 IF E=1 THEN INSCLENC(INS)I+1)=''g'
2268 IF THK=1 THEN OUTS5="EEEG"

2261 IF THE<>1 THEN OUTS=tmmn

2262 OUTSCLENIOUTS3I+13=INS

2263 IF LAXL THEN OUTSCLENCOUTSI+1)=5P
EE:i,SBL::DUT$!LEH(BHT5)+1):IH$

2266 IF LAX2 THEW OUTSILENCOUTS)Y +1)=5P
C5C1,SBL) :OUTSCLENCOUTSI+1)=IN5

2278 LPRINT OUuUTS

2288 MEXT YP

2298 FOR I=1 TO LBL:LPRINT :NEXT I
23808 B=B+1:IF B<LD THEN Z188

2318 7 “[XXXYEY':GOTOD 400

2358 ? "Kidd

L]

2368 7 ;? 1?2 w
rinter"

2I70 ? 1% 1F 1?7 17 17T 17T 1T 1T 1% iR oMW

| Press any key to continuelFI- 3 gE::

X,4:G0TD 488

X0 POSITION 2,18:7 "pPlease enter the
filename'" :POKE 702,64

3818 POSITION Z2,Z1:TRAP X018;:INS=""v:THN
PUT IMNS

Z828 IF INS=""" THEN POP :GOTO 488

3022 IF LENCINS) {3 THEN INSCLENCINS)+1
,:l'l LR

3825 REM Before entering the next line
;2 type POKE 82,98 to set the margin.
3030 IF INSCL,2)C>"D:*" AND INSCL,Z) ("

DL:" AND INSC1,3)<>"DZ:' aND INSC1,2)¢

PUC:* THEN OUTS=INS:INS="D:":INS5C3)=0U
TS

040 TRAP 40000 :RETURN

X108 7 "Ry} _u:?

b | SAVE LABEL (LFR-Sl

SN

118 7 44444440 previous file will be
erased if it has the same

Same '

Z128 GOSUB ZI088:TRAP II00:0PEN H4,8,0,

INS:FOR I=1 TD Z80:PUT H4,ASCCASCIII:N

EXT I:7? H4;XMAK:? #4;:YMAM

130 7 H4;LBL:? H4;SBL:7 B4;LA:7 H4;LD
tCLOSE B4A:GOTD 480

of ¥

Please check your p
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THE KUNG-FU CHALLENGE!
For ATARI 400/800/600 XL/

800 XL/1350 XE—48K—

Cassette £8.95. Diskette £12.95

from

ENGLISH SOFTWARE

NS n

GUSH 25 TWARE:
“536

3
WARE

THANK YOU ANALOG

We have been asked by ANALOG magazine to

point out that the Basic Loader used for Carols in
issue 13 and in other programs was developed by

Tom Hudson and originally published in ANALOG.
We apologise for not giving credit where it is
due.

If contributors use routines from other pro-
grams would they please include REM statements
in their programs indicating sources so that orig-
inal authors receive due credit.

FY

BY

A

ur

5Z

Al

IX

3200 7 “Red e —————

& LOADl LABEL S-Sl
e————

X228 GOSUB IOA0D:TRAP IZ00:0PEN f14.,4.0,

INS:FOR I=1 TO Z80:GET H4,A:05(I)=CHRS
€A :NEXKT I:INPUT H4,HMAXK:INPUT R4, YMAX
3230 INPUT H4,LBL:INPUT #4,SBL:INPUT 2
4,LA:INPUT H4,LD:CLOSE H4:X=0:Y=XK:GOTO
488

2X08 TRAP Z3I00:CLOSE BH4:TRAP 400006

IXI18 7 "KRidddd _
i LR 1111
B T T

X228 7 17 7 m Please check your dis
k drive.,"

3338 ? 7 1?7 :1? "Error number '';PEEK(1
25):7 :? “"File ";IN5

3348 T 7T 1T T M Press an bk & t
MEETEITIE; :GET #3,A:GO0TO 400 0




A special offer for
User Group members!

Here’s your chance to make sure of a
regular copy of Atari User — the
independent magazine that's become the
premier source of information on the
whole range of Atari microcomputers.

Each month brings you a choice selection
of first rate programs, powerful utilities,
easy to follow articles and invaluable hints
and tips — plus full coverage of what’s
happening in the world of the Atari, with
in-depth reviews of all the latest products.

If you want to know all there is to know
about your Atari micro, Atari User is
essential reading!

ORDER NOW!

Pleases send me the next 12 issues of Atari User at the specially
reduced User Group members’ price of £9 (nomal price £12),
Please indicate method of payment.

I:i Access/Mastercard/Eurocard
J (| L i 1 ] L A i i I L i A 'l ]

E] Barclaycard,/Visa

[ S N — ] i | 1 i L i L i L 1 1

D Cheque/PO made payable to Database Publications Lid

Mame

Address

Signed

Send to: Atari User, FREEPOST, Europa House,
68 Chester Road, Hazel Grove, Stockport SK7 5NY.

(Mo stamp needed if posted in UK)




The Software
Factory

31 STONEYHURST ROAD, ERDINGTON,BIRMINGHAM ,B2a BHA,.
TELEPHONE 021 350 89415 TELEX 84:DDS118 (TLGOLD)

i ” R, i

IMPORTERS OF AMERICAN SOFTWARE BOOKS & MAGAZINES: PLUS EDUCATIONAL SOFTWARE

l UTILITY SOFTWARE M 0--5‘_
. Op

@ s s ACTIONL . o i e < £86.99 ACTION!TOOLKIT........... £ 34.99 S
ey MAC/B.. ... 00iis £8699 MAC/65TOOLKIT............ £ 34.99
S RTER RARIC ML - oo £69.99 BASIC XL TOOLKIT...........£3499
N s, £3499 THE WRITERS TOOL KIT ....... £ 86.99

(AUTHORS OF ATARI! BASIC & ATARI DOS 2.5) 'XE' RANGE COMING SOON!

Nan U
gﬁe AMERICA’S TWO LEADING Afﬁo'tﬁ
ATARI SPECIALISED MAGAZINES Analog ‘9}&
The ATARI Resource — s SR _
. £350 I BOOKS & MAGAZINES c“;"g";;‘““
ATAR|! BASIC FASTER AND BETTER . .. .... £ 16.95 (DISK AVAILABLE SOON})
ABC s OF ATARI COMPUTERS .. ...........£14.95 (DISK AVAILABLE SOON)

EDUCATIONAL SOFTWARE |

MATHS FoRr SENIOR SCHOOLS. O-LEVEL, CSE & GCE

The first course to cover the full five year sylabus. The five packages contain
‘"HELP' pages, tests, timings with percentage marks. Available on Cassette and
Diskette. Each pack contains a full index of subjects covered.

Cassette £ 9.95 Each. Diskette £ 12.95 Each.

AVAILABLE FROM: Software Express International (021) 384 5080 . . . . Microbyte (051) 630 6933
A.S. Wootton & Sons (0270) 214118 . . . . Silica Shop (01) 309 1111 . . . . Zoomsoft (01) 723 0562
Computer World (021) 643 9100 . . . . Intoto (0602) 410987 . . . . Radford Hi-Fi (0272) 428247/8
Software City (01) 352 9220 . . . . Peats Electronics (00) 01 749972/3/4 . . . . Oddem (0734) 474768
Wrexham Computer Centre (0978) 358832 . . . . York Computer Centre (0904) 641862

l DEALER ENQUIRIES WELCOME |

O-LEVEL MATHS AVAILABLE FROM CENTRESOFT & S.0.L. Ltd. (EXPORT ORDERS WELCOMED)

PLUSALL GOOD ATARI STOCKISTS !

OMNITRENDS UNI/VERSE SOON




SETCOLOR (SE.)

This will set up the colour registers for the PLOT/
DRAWTO graphic mode commands, and the PRINT #6;
commands in text modes. They are directly linked with
COLOR. There are five colour registers (0-4) accessible
through this command, but other registers can be called
using POKE statements. Each register is set at a particular
colour, called a default colour. These can be changed using
SETCOLORR, C, Iwhere R=colour register, C=colour, and
F=intensity (brightness). This can be put directly into memory
by POKE (location), 16*C+1 A table follows giving all the
relevant details. :

SEO POKE 708 CAPITALS

SE1 POKE 709 INVERSE CAPITALS

SEZ POKE 710 LOWER CASE/WINDOW/
BORDER

SE3 POKE 711 INVERSE LOWER

SE4 POKE 712 BACKGROUND

.In graphic modes, SE. will colour a point Which one
depends on the mode called. For more detail it is best to
consult a tutorial.

SGN
Returns the sign of a number. It will return for a negative
number, 1 for a positive number, and 0 if the value is 0.

Example: X=SGN(-10))

SOUND (S0O.)

This opens a sound channel in the form, SO. C, N, D, V,
where C=channel (0-3), N=a note between 0 and 255,
D=distortion (0-15), V=volume (0-15). Experimentation
with this will demonstrate all the effects By using FOR/
NEXT loops and N or V other, more intricate, effects can be
obtained.

Example: 10 FOR N=0 TO255 STEP5: FORV=15
TO 0 STEP -1: SO0,N,10,V: NEXT V-
NEXT N

SQR

Returns the square root of any positive number. Dueto the
nature of the floating point ROM, some roots may work out
to decimal places, eq 2.9999 instead of 3. To get round this
just multiply by 10, add 1, divide by 10, and take the integer.
If the answer will have decimal places, vou will need to use
100, 1000, ete. to work out the correct solution.

Example: X=SQR(100})

STATUS (ST.)
Used to determine the condition of a file opened for input
only. XIO is a safer and better form. It will store the error

by Mark Hutchinson

Write to Mark Hutchinson
at

P.O.BOX 123, BELFAST,
BT10 0DB

A-Z OF BASIC PART4

number in the variable. See DOS 2 manual for an example
program.

Example: 10 STATUS #1, VARIABLE

STEP

Used with FOR/NEXT loops to increment or decrement
the loops by more or less than the default value of 1. See FOR
and NEXT.

Example: 10 FORV=15 TOO0 STEP-1: 5O.0,10,10,V:
NEXT V

STICK

This will read the position of the designated joystick The
four sticks can be PEEKed directly from locations 632-
635.

Example: 10? STICK(0): GOTO10 :REMTo find the

number returned for each handle position

STRIG

This will read the trigger of the joystick They can be
directly PEEKed from locations 644-647. As for PTRIG,
O=pressed, 1=not pressed.

Example: IF STRIG(0)=1 THEN ? “*NO"

STOP (STO.)

This is used in the deferred mode to return a program to
direct mode without closing files or sound. It will display
“STOPPED AT LINE xxx". The program can be restarted
with CONT. When stopped, you can print current variable or
string values for program testing

STR$

This will change a number into a string. It is similar to
defining a string, but you can change a variable to a string,
whereas you cannot define a string from a variable. Mainly
used to do computations on strings.

Example: A$=STR$(100): REM *** Means A$=100

THEN
Linked with IF. When the IF part of the conditional state-
ment is true the THEN part is carried out.

TO
Linked with FOR/NEXT to give the limit of the variable.
See FOR and NEXT.

TRAP(T.)
Normally an error during the running of a program will
stop and transfer it to direct mode. This can be tedious, asthe

o
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program will have to be restarted each time. TRAP, with a
line number, will send the program to this line number to give
an indication of what has occurred. The program can then be
automatically restarted by GOTO [the routine that caused
the error]. TRAP must be reset each time by TRAP to a line
that does not exist in the program (normally 40000 - an
illegal line outside the computers range). This is useful in
debugging a program, but comes into its own when you need
to stop stupid user responses that would cause a crash. In the
following example, if the input is not a number, the user will
be told this and given another chance to enter a response,
instead of seeing ERROR 8. Try entering your name to the
program instead of a number, then delete line 10 and do the
same again.

Example: 10 TRAP 100
20 INPUT A
30 0O.K™:. END
100 ? *INPUT A NUMBER™
TRAP 40000: GOTO 10

USR

This gives entry to a machine language (ML) program
starting at the memory location stated. Normally it will return
avalue to the variable in the command, but most times this is
not required. Several numbers, variables, or strings can be
included in the brackets. These will be used by the ML
program and are held on the program stack until needed, ie.
moving memory from one location to ancther. If the program
is held in a string, the USR function can go to the current
address of this string(it can be anywhere in memory) by using

the ADR function.

Examples 10 X=USR(1536)
10 Y=USR(ADR(A$))
10 Z=USR(1536, ADR{A%), ADR(B%$))

VAL

This is the opposite of STR$. It will return the value of
string number so that string computations can be per
formed.

Example: 10 A$=100: A=SQR(VAL(A%)): ? A

XIO (X))

This is for general I/ O operations and is handy for such
things as reading a disk directory without recourse to DOS. It
comes in the form X110 COMMAND, #n, nl, n2, file, wheren
is the device number, nl and n2 are control bytes, mostly set
at 0, and file is the filename to be operated on. For the fill
function, it will be“S:” for screen and the device will be #6_A
list of command numbers is given below.

Examples:

3 OPEN 18 FILL
5 GET RECORD 32 RENAME FILE
T GET CHARACTERS 33 DELETE FILE
9 PUT RECORD 3o LOCK FILE

11 PUT CHARACTERS 36 UNLOCK FILE

12 CLOSE 37 POINT

13 STATUS 38 NOTE

17 DRAW LINE 254 FORMAT DISK

A new column by Mark Hutchinson begins shortly

HAVE YOU GOT YOUR COPY

OF THE BEST CLUB
MAGAZINE IN
BRITAIN?

Filled from cover to
cover with:

® Galvanising
Games

® Tantallising
Tutorials

® Mind-boggling MM,
Machine Code &

® Lotsa Listings g.""=="

® Topical Tips R i

® Realistic Reviews

""‘;'-—c —
l'l'huﬁ_ L T -

Send a cheque/'P.O. for £4-00, made payable to the
‘U.K. Atari Computer Owners Club', for your four issues
subscription now. Or send £1-30p (which includes P&F)
tor a sample copy, to see what the magazine offers

Don’t delay do it today!!

THE U.K. ATARI COMPUTER OWNERS CLUB
I3 P.0. Box 3, Rayleigh, Essex.

Independent User Group
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THE ULTIMATE POOLS PREDICTION PROGRAM

@ MASSIVE DATABASE Poolswinner is a sophisticated Pools
prediction aid. It comes complete with the largest dalabase
available - 22000 matches over 10 years. The database updates
automatically as resulls come .

@ PREDICTS Not just SCOREDRAWS, but AWAYS, HOMES
and NO S5CORES.

@ SUCCESSFUL SELEC guaraniee that Poolswinner performs
sigmificantly better than chance

@ ADAPTABLE Probabilities are given on gvery fixture -
choose a8 many selections as you need for your bed. The
precise prediction formula can be set by the user - you can Bazed with detaged
develop and test your own anigque method. INSTUCton Bookiar
SIMPFLE DATA ENTRY All team names are in the program. Simply type in the reference
nurmbers from the screen. Or use FOUGEN 1o produce fixture list sutomatically {ses below)
DISCMICRODRIVE COMPATIBLE Tapes supplied with conversion instructions
PRINTER SUPPORT Full hard copy printout of data if you have a printer

AVAILABLE FOR Spectrum (48K}, Commodore 64, VIC 20 |+ 16K), AMSTRAD
BBC B, Atari (48K), ZX81 (16K}, Dragon, Apple I, ELECTRON

PRICE £15.00 {all inclusive)

CUW/TNNTD

Mg
Y i

AT LAST: No more struggling for hours to get the
F]XGEN 85/5 fixmare list into the computer. FIXGEN has been

programmied with all English and Scottish
fixtures for 19856, Simply type in the date, and the full fixture list is

generated in seconds, Fully compatible with Pooclswinner.
POOLSWINNER with FIXGEN E16.50 (all inclusive)

NG'TTIISTHTIPSTEI!

E:UL.I!I:‘WIJU VET

_ COIIRSEWINNERW PROGRAL, Coursemaoe

PUNTERS COMPUTER PROGRAM and occagional punters alike,
‘r'm. can develop and test your own unique Winning system by adjusting the
analysis fermula, or use the progeatn ih simple mode. Coursewinner V1 uses
statistical analysis of major factors including past form, speed ratings, course
statigtics, prize money, weight, going, trainer and jockey lorm ete, etc. I
outputs most likely winners, good long odds bets, lorecasts, iricasts etc. The
database includes vital course statistics for all British courses. You can update
the database - never goes out of date
AVAILABLE FOR Spectram (48K, Comamedare 54, BBC (B), AMSTRAD, Atari [45K), Apple
PR-ICE £15.00 (all inclusive) includes Flat AND National Hant versbons
s

) EN

phone 24 hrs WTTWAR phone 24 hrs

37 COUNCILLOR LANE, CHEADLE, CHESHIRE. & 061-428 7425

Send Cheques'POs for return of post service to
— i —




AS.WOOTTON & SONS,
116, Edleston Road,
Crewe,

CWz 7THD

Tel 0270 214118

Nothing but ATARI Auth-
orised Service Centre with
fast turnaround of all
repairs. The usual range
plus printers,  joystick
inserts, extensions leads at
good prices Try us for
repairs or purchases.

COMPUTER CENTRE,
174, High Street,
Hornchurch,

Essex

Tel Hornchurch (04024)
75613 or 44255

We have a large range of
software, hardware, print-
ers, interfaces. magazines
and books. Full support
given to interfacing, word
processing etc. Computer
repairs. We specialise in all
home computers. Mail
Order or personal callers
welcome.

YOUR
SHOP
COULD
BE
HERE

GOTO DIRECTORY

The GOTO DIRECTORY is a guide to retailers who
provide product support for Atari Many of these
retailers will supply Mail Order so if you have trouble
finding a supplier, turn to the GOTO DIRECTORY.

Retailers who are interested in an entry in this feature
are invited to contact the Editor on 0785 41153.

%

PEATS ELECTRONICS,
25, Parnell Street,
Dublin 1,

Ireland

Tel (00)01 749972/3/4

We stock a full range of
Hardware, Software, Inter-
faces, Printers and acces-
sories. The fullest support
for Atari in Ireland Mail
Order throughout the U K

MICROBYTE,

11, Seaview Road,
Liscard,

Wallasey,

Merseyside, L45 4QW
Tek 051 630 6933

Tired of high prices, poor
service and hidden charges
from other Mail Order
retailers? Try us for the
latest titles and U S. mags.
Visitorcallanytimeup to 7
p.m.

SOFTWARE EXPRESS
31, Stoneyhurst Road,
Erdington,

Birmingham, B24 8HA
Tel: 021 384 5080

We are a company dedic-
ated to supplying ALL vour
Atari needs, which also
includes a PERSONAL
IMPORT SERVICE and an
out of warranty repair ser-
vice. For sales and service
phone 021 384 5080.

JENNINGS STORES,
248, Hertford Road,
(Nr. Green Street),
Enfield,

Middx

Tel 01 804 1767

Verv large range of English
and American software
available as well gs the
very latest in hardware.

NORMAN AUDIO LTD.
51, Fishergate,

Preston,

Lancs

Tel 0772 53057

Authorised Atari Service
Centre. Dealers in Atari
products since 1978
Competitive prices and full
after-sales back up. Pers-
onal service or Mail
Order.

TRIONIC,

144 Station Road,
Harrow,

Middx, HA1 2RH

Tel 01 861 0036

Software, peripherals,
books and magazines. A
comprehensive range for

Atari, Amstrad,
Commodore and
Spectrum. Try our late

night shopping. Open 10
am. to 8 p.m Monday to
Saturday. Give us a call or
pav us a visit

RADFORD HI-FI LTD.,
52, Gloucester Road,
Bristol

Avon

Tel 0272 428247

We stock and support a
comprehensive range of
products for Atari Huge
range of software from
educational to  small
business (plus games of
course). Word processing
packages. Printers. All for
the best computers! ST's
available from stock

YORK COMPUTER
CENTRE,

7. Stonegate Arcade,
York

Tel 0904 641862

Top American and English
software - over 1000 titles!
Hardware, books,
magazines, accessories If
vou need anything for vour
Atari, try  Yorkshire's
widest and most compre-
hensive range of products
for vour machine

LIVERPOOL

THE FOOTBALL MANAGER GAME FOR THE
48K ATARI (inc. XL) FEATURING

The full first division programme, together

* NOW AVAILABLE FOR YOUR 48K ATARI *

&

with all F.A.Cup, Milk Cup, and European Cup
games

Varying skill and stamina levels, scouts reports,
injuries, team and tactics selection, full league
table, managerial rating and save game facility.

Available on CASSETTE ONLY at £9.45 from

D.Corbishley, 212, Walmersley Old Road,
Bury, BL9 6SA

For 1-5 players
Smooth, colourful, machine-code action
‘Place Your Bets facility — 10 race cards
Bankroll Table.
XL & XE compatible.
PRICE £8.99 DISK/ £7.99 CASSETTE, BASIC REQUIRED
Cheques/PO's to: Anvil Software, 258 High St, Gt. Wakering, Essax
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ONE OF THESE
COOLD
BE YOURS

HOW?

By writing an article or

During 1985 we will be giving away an AtariWriter cartridge to the author of the best article published in each issue and a Paint
cartridge to the author of the best program submitted. All contributions will be re-considered prior to publication of each issue so
that if you do not receive the award for a particular issue, your article or program will still be in the running for the next issue. In addi-
tion to this all articles or programs published will still be eligible for awards in the annual Readers Poll so it really is worth writing an
article or sending in a program.

Articles may be on any subject of interest to Atari users and should be at least one magazine page length. Diagrams, charts, illus-
[ trations or even photographs(!) may be included if you wish. Programs can be for any memory size and may be games, utilities or

l o e sending a program to PAGE 6
|

more serious programs provided they are of general interest. If possible please submit articles and programs ona DOSZ.0 or DOS
2.5 disk (which will be returned or replaced if requested by a disk from the PAGE 6 Library). Any D05 2.0 compatible word pro-
cessor may be used. If you do not have a disk drive, please use cassette but ensure that TWO copies are recorded, one of which
- should use LIST“C:". Hard copy listings of programs are NOT required but documentation explaining how to use the program
should be included. Typewritten or handwritten articles are still welcome if you cannot manage disk or cassette and will be given
equal consideration. Written program listings will not however be accepted. Come on, let's see your articles and programs.

& Best of luck!

This issues awards go to Steve Pedler who receives Atarwriter for his article on Antic modes and to David Blease
who receives Paint for yet another mammoth adventure!

- ¥

Pt Software-... ALSO AVAILABLE

—_—T

FRUIT PICKIN (16k) Pick the fruit from the orchard whilst
avoiding several colourful nasties (telephones, potted plants, cheese-
burgers and more). Extended use of P M.Graphics provides up to nine
individually moving ‘sprites’ five of which are multicoloured With
increasing difficulty levels. total M/L game action for super smooth
movement and animation. Even the worst games player can't lose at this

OVER 80 DIFFERENT COLOURS CAN

r———y———

BE DISPLAYED AT ONCE 25 £2.95
* INTERRUPT DRIVEN CURSOR ALSO AVAILABLE ** NEW PRICES **
' * 4 BRUSH SIZES FRUIT SALAD (16k) Mastermind typé game using colourful
] *+ 3 BRUSH SPEEDS : graphic fruits instead of boring pegs. The various game options make this
! a challenge for adults and with the ‘fun graphics’ and ‘total joystick input
* AIR BRUSH MODE an instructive entertainment for younger children. One or two players.
« PLOT £2 95 !
* Order both FRUIT SALAD and FRUIT PICKIN for only
* DRAWTO £4.50 ** j
{ * FILL

* DRAW CIRCLE
* SAVE PICTURE

BLﬂCHJﬂ.CK{l'ﬁkJ Features realistic hi-res card display. Can you

break the bank? £195

* LOAD PICTURE PICTUREPUZZLE (32 k) Watch the picture jumble itself up. Can

| * SEPARATE PROGRAM TO DISPLAY you recreate .rhe original picture? Twdihi-res pictures to choose fr-:;T '.:‘E1
* DEMO PICTURE PICTURE difficulty levels £2.95

PICTURE TORMENT {161(;! Picture is rotated "‘Rubik' style
horizontally and vertically. It is then up to you to sod it out. 20 difficulty
levels: Also include bonus program to design your own pictures for use in
Cheques & P.0.'s to the puzzle. £295
P.F. SOFTWARE

14. KIRKSTALL AVENLUE,

LITTLEBOROUGH Prices inc. p&p. Owverseas orders for single
LANCS OL15 9JA programs please add £0.50
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1020 printer

lIN LAY
CIARDS

by Stephen Taylor /

If you are a cassette user with a 1020 Printer/Plotter you
may find this program useful

| found that the inlay cards for my cassettes quickly
became tatty so this program was developed to print new
inlays. The paperitself is too thin to use alone so I either stick
it to a piece of card or insert it behind the existing inlay. Just
RUN and print!

HO 1 REM eI e el of ookl ol
FU 2 REM % 1820 CASSETTE LABELS -
RT 3 REM % by -
ZK 4 REM % STEPHEN TAYLOR »
SR S REN # ————————reccccrccccccea—— »
PB & REM * PAGE 6 MAGAZINE - ENGLAND
MWL 7 REM 5o ik iek- I oo 0 - Ioo-o-oeE-
NN & REM

WZ. S50 DIM TITLESC15)

NI 60 GRAPHICS ©:7 :7 * CASSETTE INLAY
| PRIMNTER 1670

KB 78 SETCOLOR 2,3,0:SETCOLOR 4,4,0:7 :7
:? 1?7 :? YINPUT TITLE OF CASSETTE (MAX
IMUM 15) CHARACTERS ";:INPUT TITLES

VI 160 OPEN #3,8,0,"P:"

JB 102 7 BI;"E\MH®IXCA"

QU 208 REM

EY 910 FOR Y=40 TO 330 STEP 20

LV 920 7 H3;"MO,";-Y:? #3I;" D435, ;Y

MJ 930 NEKT ¥

HW 1000 REM

MO 1180 RESTORE 12680

MF 1200 READ X,Y

CJ 1202 IF H=999 THEN 2500

HO 1204 IF X=888 THEN A=410:B=-340

VZ 1220 7 HI;"MY;K+A;",";-Y+B

NF 1225 READ X,Y

RY 1238 7 HI;"D";X+A4;",";-Y4B

OC 1240 GOTO 1206

JZ 1259 REM

UK 1260 DATA ©,0,470,0,470,0,470,520,470,
520,08,520,0,330,470,330,0,390,470,39%0

IV 1270 REM

OL 1280 DATA 225,39,225,320

JF 1281 pATA 216,328,218,39

UZ 1282 DATA 195,39,195,320

QZ 1283 DATA 180,320,180,39

TM 1284 DATA ©,39,0,320

s 1285 DATA 435,39,435,320

NN 1286 DATA 428,3I2d,428,39

PJ 1287 DATA 405,39, 405,320

VUH 1288 DATA XI98,328,398,I9

al 1290 DATA 888,888,888,888

KA 2259 REM

QB 2260 DATA 27,1,30,1,27,2,30,2,27,3,30,
1,27,4,30,4,27,5,30,5,26,6,30,6,25,7,2
9,7,25,8,29,8,24,9,29,9,22,10,28,180

XK 2262 DATA 1,11,27,11,1,12,26,12,1,13,2
4,13,1,14,21,14,1,18,30,168,1,19,30,19,
1,20,30,20,1,21,30,21,1,22,30,22

EH 2264 DATA 1,26,21,26,1,27,24,27,1,28,2
6,28,1,29,27,29,22,36,26,30,24,31,29%,3
1,25,32,29,32,26,33,30,33,26,34,30,34

FZ 2266 DATA 27,35,30,35,27,36,38,36,27,3
7,30,37,27,38,30,38,27,39,.%0,39,999,99
9,999,999

IH 2500 REM

FK 2510 7 83;"S1%CI%M460, -I8B%QI*PATARI"

IK 2520 7 HI;"'S2HOONCZHMS, —-Iexpa

PY 2530 ? #3;"'C3I%*M230, -30%pPB"

0B 2535 ? #I;"a3"

HN 2540 FOR I=1 TO LENCTITLES)

ZV 2545 SH=SH+2S

RG 2550 7 HI;“M";28+SH;",";-3I65

0Z 2568 7 HI;"P";TITLES(I,I)

FU 2578 MEXT I

AR 2580 7 HUI;"C2%MO,-T40%D400, -I40%D408, -
IB8O%D8, -I80%DB, -3I40"

IF 2582 7 #3I;"M5,-I45%DI95, ~-345%D395,-375
#DS, -I75%DS5, —-I45"

OR 2590 7 HI;"HC2¥MO, -5%D22,-5%D22,-I5%DD
, —35%D@, -5"

JD 2595 ? H3I;"CI%M2Z2S5,-SHDZ47,-5%DZ47,-35
#D225, -35%D225, -5

MW Z600 ? H3;"M0,-680":CLOSE H3I

TR 2700 2 “K“:? :2 2 :? :7 :? “DO YOU Ha

HT AMOTHER CASSETTE IMLAY /G *“;:
INPUT TITLES:IF TITLES="Y" THEN RUN
FF Z710 END 0

BLACKTHORN  erecrronics

PRINTER INTERFACE FOR ATARI 400/800/XL/XE

Requires no additional software. Powered from computer. Compatible with
ATARIWRITER VISICALC ete Connects to EPSON. CENTRONICS
CANNON BROTHER. Plugs into serial [/ O socket Includes extension /0
sacket Complete with connecting leads PRICE £79.95
RS232 INTERFACE FOR ATARI 400/800/XL/XE
Connects to mast MODEMS. PRINTER S ar other RS232 interfaces. Comes
-\J.II:-I F‘.l-:!"'.l I,-.ll'l'.ll_;:'r!’l‘ rllr "-I"l.|1|'r|. id SC O CASSEne) .‘.\r_-'rll-_'r.-lru |r||,_||,|r and Iju:pur
baud rates from 75 baud 1o 2900 baud Powered from computer. Plugs into
serial [/ O socket Includes extension [/ O socket PRICE £69_95

Send s.a e for full information

BLACKTHORN ELECTRONICS
ARDLEIGH ROAD, DEDHAM, COLCHESTER, ESSEX, €07 6EE
Phone COLCHESTER (0206) 323120 (after 6.30 pm.)
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and get them right!

The program listings in PAGE 6 are prepared carefully to
ensure that they can be typed in as easily as possible. Before
typing any listings ensure that you are familiar with the use
of the Shift and CONTROL and INVERSE keys as outlined in
vour computer manual The listings are prepared to match
exacily what you see on screen. Every character that you
may see in a listing is included in the chart below for cross
reference. By using TYPO Il you can ensure that you type in
the programs EXACTLY as they are printed. Remember a
single typing mistake may mean a program will not run.

WHAT ARE THOSE CODES?

Each line of a program begins with a special two letter
code. THESE SHOULD NOT BE TYPED IN. They are used
by the program TYPO II to check that you have typed each
line correctly. IF YOU HAVE NOT ALREADY TYPED IN
THE TYPO II LISTING PLEASE DO SO NOW. The program
can be used as you type in each line or to check an already
typed program. The code for each line will match but if you
have problems check the listing conventions below car
efully, you are most probably typing a CONTROL character
incorrectly. TYPO Il cannot check if a line has been missed
if you have problems in running a listing count the lines in
the program and ensure none are missing [If the TYPO
codes match and the program still does not run, LIST it to
cassetie or disk using LIST “C" or LIST “D-filename”,
switch off the computer, re-boot and then ENTER the pro-
gram using ENTER “C:" or ENTER “Ixfilename”. Save this
version in the normal way.

HOW TO USE TYPO II

1. Type in the listing carefully for although you can use TYPO
I to check itself (see 6 below) it may not work if you have
made mistakes.

2. SAVE or CSAVE a copy of the program.

3. Each time you want to type in a program listing RUN TYPO
II first. You will be asked to' Type in a program line’. Type ina
line as shown in the magazine excluding fhe first two letter code
and press RETURN.

4. The line 'will re-appear at the bottom with a two letter
code. If this code matches the one in the magazine carry on
and type the next line.

5. If the code does not match, press RETURN and the line
will re-appear at the top. Use the editing keys to correct the
line and press RETURN again. Repeat if necessary until the
codes maich

& g’
& qu " - 4 toqq i
& & oAl & S o >
.5 sFTIE o Sy & s S Fof
< Lt*\%&%'qq; 3 a:c' C& '\{E.‘?. Ji:-?\* ~P$tbqt‘ s ‘;:' (.:Sy\*f
1 LI ! | e B E B R
2 “ o f 0 F P
3 n T g Ml ¢ @ N\ 2
4 B 5 B h @ v D 4 F
5 ¥ i @ T H « TF
6 @ & H Jm 9 . |
4 S ' | k K-Ag Mgl
8 B e @ 1 0 L .
B ¢t @O »n O M B " =
e @ >» B U T S - R
{ K o @ o « "1
> A P B P BB =+ E
2Ly s - F B 9 N o & r B
b B @ 1 B r R B - =
c @ ¢ 4 U s S + o
d e @B 4 t T s 0O
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6. To check a line you have already typed, type an asterisk(*)
followed by the line number with no space between. The line
will appear and can be edited as in step 5.

7. When you have finished a listing type the word END and
press RETURN. This will delete TYPO II and you can then
save your program.

You can type in a program without using TYPO II by
having a LISTed version of TYPO on disk or cassette. To
check your listing ENTER vour TYPO listing, type GOTO
32000 and follow step 6 above.

Always SAVE or CSAVE a program before running it

WB IZO@8 REM TYPO II BY ANDY BARTON

UM IZ018 REM VER. 1.8 FOR AMTIC MAGAZIME

H5 I2020 CLR :DIM LIMESC120):CLOSE #Z:CLO
SE #3

BM ZZ03I0 OPEN H2,4,0,"E":0PEN HI,5,08,"E"

¥C 228490 7 “K";POSITION 11,1:7 "IN SWE*

EM ZIZ858 TRAP ZIZP40:POSITION Z2,3:7 "Type
inmn a program line"

H5 ZZ2060 POSITIOM 1,4:7 " “;INPUT HZ;LINME
$:IF LINES="""" THEN POSITION 2,4:LIST B
:GOTD IZ068

HH ZZ878 IF LINESCL,1)="%" THEN B=VALCLIM
ESC2,LENCLINES)?) :POSITION 2,4:LIST B:
GOTD IZ068

MX 3ZZ880 IF LINES="END" THEN 32238

JH 2898 POSITION 2,1637 “CONT":B=VAL(LIN
ES) :POSITION 1,3:7 " ";

HNY XZ2108 POKE 842 ,13:5TOP

CN IZ110 POKE B42,12

ET ZZ2i28 7 "“"SN":POSITION 11,1:7 "EEIZINTE
"“:POSITION 2,15:LIST B

CE ZIZ13I8 C=@:anNs5=C

QR 32148 POSITION Z,16:INPUT HI;LINES:IF
LIMES="""" THEN 7 "LIME ";B;" DELETED":G
oTD XIZase

YUY IZ1S58 FOR D=1 TO LENILINES) iC=C+1:ANS=
ANS+ (ICHASC(LINESCD,D)3) : NEXKT D

HJ I2160 CODE=INT(AMS/676)

JH IZ178 CODE=AMNS—(CODE®E7E)

EH ¥Z188 HCODE=INT.CCODE~Z26)

BH I2198 LCODE=CODE-{HCODE®Z&6)+65

HBE XIZ288 HCODE=-HCODE+&S

IE 32218 POSITIOM ©,16:7 CHRS(HCODE) ;CHRS
(LCODE)

VG 32278 POSITIOM 2,1X:7 "“"If CODE does no
t match press and edit line a
bove.":GOTD IZase

PD IZZI8 TYPO=XZ2000

NO 32248 POSITIOM 2,2:7 “'R™

RH XZ258 FOR DEL=TYPD-18 TO TYPO+158 STEP

i@

DK 322680 7 DEL:MEXT DEL:? "POKE B42,12:7
CHR$C1L25) :CONT™

UK 32270 POSITION @,8:POKE 842,1X:5TOP

JF IZZ88 IF TYPD=3Z888 THEN TYPO=TYPO+158
iGOTD IZZ40

P
o ALl sy
& eﬁéﬁe-& s
adk oo
,‘P-:‘Hi" ‘“‘o\_di‘;:' Q’k' - 05# CI}Q \.éi'g

u @ u ff] o = k& ESC ESC

v @ v m | B + ESC CTRL -

w g M E e n 4 ESC CTRL =

x B ® B &+ = €« ESC CTRL +

v M v B 1§ i + ESC CTRL *

z H zz A +« g K ESC SHIFT CLEAR

- B - B 4 "ESt DELETE

= BH I N ¥ ESC Tab

i A : B + D B ESC SHIFT DELETE

+ O ~» B I ESC SHIFT INSERT

» o ~ B B ESC CTRL Tab

. B © 0B » E ESC SHIFT TasB

- B 1 0B ¢« QO @ ESC CTRL 2

s B ? B Bl ESC CTRL DELETE
I ESC CTRL INSERT

B INVERSE SPAcCE




contact

ANALOG 29: The only one l've missed
since issue 1 so you see how desperate it
il Good price paid for mint condition
copy. Les Ellingham ¢/o PAGE 6

SYSOPS: We have a letter from Paul
Camerano of Montreal Canada putting
forward an idea of exchanging message
bases between his BBS and boards in the
UK If you are interested in pursuing this
idea (it sounds like a good one), please
send as.ae. to Les Ellingham at PAGE 6
and we will send you a photocopy of
Paul's letter.

U.S.DOUBLER: Can anyone tell me
how to use the Ultraspeed 1/O without
SpartaDos? Steve Hind, 28, Chapel Lane,
Ravenshead, Nottingham, NG15 9DA

BACK ISSUES: Issues 1 - 7 wanted,
any condition or even photocopies. Will
pay or exchange ANTIC Vol2 No.3,
Vol3 Nol or ANALOG 19 and 26.
Flease Help! Andrew Thompson, 135,
Henllys Way, 5t Dials, Cwmbran, Gwent,
SWales.

ATARI 1200XL: Does anybody know
where | can get hold of a 1200XL? 've
written to all the good retailers in the U. &
with no luck Gerald Forrester, 109,
Sandpiper Place, Greenhillss East
Kilbride, G75 8UP, Scotland.

EMPIRE OF THE OVERMIND: | have
mapped hundreds of locations but still
have no idea of how to conquer Over-
mind. Can anyone help? Please contact
Rick Gillman, 34, Moorcroft Road,
Moseley, Birmingham, B13 81X Tel
021 449 2007

BACKISSUES: [ssues1 and 2 of PAGE
6 wanted in good condition. Photocopies
accepted. Will offer exchange. Contact
Geoff Webb 5, Shipston Road, Coventry,
CV2 3AH or Tel Coventry 443963

DOES ANYONE have a program, or
the knowledge to write one, which will
plot full size model aerofoil sections on
my Epson printer. | can offer in exchange
a program which will calculate model

dider performance Gordon Tarling
Uxbridge (0895) 51551.

ARROW OF DEATH Pt 1: Could any-
one tell me how to get into the ‘giant
building’ without tripping? What do you
do with the rope and hook? How do you
get into the cave without being killed?
David Rutter, 30, Birchgate, Bucknall,
Stoke-on-Trent, ST2 8JT. Tel 0782
281599 (after4 p.m.)

WANTED: 810 disk drive. A E.Daffurn,
24, Winterbottom Road, Hesters Way,
Cheltenham. GL51 OHR

ATARI 1029 PRINTER: For sale. Offers
to Phil Brown, 57, Bank 5t Newquay,
Cormnwall Tel Newquay (06373) 2511

PEN PALS: | would like to correspond
with other B00XL and cassette owners
anywhere in the world. [ am 11 years old.
David Swan, 13, Ramsay Court, Craigs-
hill Livingston, EH54 5NH, Scotland.

ARROW OF DEATH Pt. 2: Help! | am
stuck at the grill on the stone slab. In
return for help on this | can give help on
Arrow of Death Pt 1, Stranded, Adven-
tureland and even Boulderdash. Also |
am just beginning Assembly language
and would like to swap ideas or learn
along with someone else. Andrew
Thompson, 135, Henllys Way, St. Dials,
Cwmbran, Gwent S. Wales

LOGO: Atari owner anxious to contact
other users of LCSI LOGO to exchange
ideas. Tel Stan on 051 734 3490.

PEN PALS WORLDWIDE: Pen pals
with Atari 800/ XL and disk drive wanted.
Mark Jones, 18, Cadoc Road, W. Pon-
tnewydd, Cwmbran, Gwent, NPd4 1HA

TIME MACHINE: Can anyone tell me
how to get into the Police Box and/or
how to remove the metal plate on the
Grassy Plain? Mark Jones, 18, Cadoc
Road, W. Pontnewydd, Cwmbran, Gwent,
NP44 1HA

NEW FOR OLD: Would anyone swap a
810 disk drive and 410 cassette for my
1050 disk drive and 1010 cassette? M.
Myring, 15, Breeze Hill Road, Atherton.
Lancs. M29 9R..

810 DISK DRIVE: Wanted URGEN-
TLY or has anybody got an AtariB00 (not
X1) for sale? Mark Jones, 18, Cadoc
Road, W. Pontnewydd, Cwmbran, Gwent,
NP44 1HA

EXCHANGE OR SELL: 100 assorted
computer magazines, Kevin Keegan hand-
held soccer game, Microvision Hand-
held computer games system (inc 1
cartridge). £30 the lot (will split) or will
swap for any printer that plugs in directly
(will pay difference). Alan Wheatley, 48,
Cameron Crescent, Buckie, Banffshire,
Scotland, AB5 1AD.

HAM RADIO: Anyone interested in
using their Atari for radioc communica
tions. | would like to hear from youw [ am
currently running RTTY and CW transmit
and receive and would be only too glad to
help or just talk to anybody who is interes-
ted. John Sheppard, 37, Oakfield Road,
Kingswood, Bristol, BS15 2NT.

RAM PACKS: Two 16k RAM packs
(CX853) and one BASIC cartridge (CXL
4002) for sale. Realistic offers please to
Doug Ryder on Brownhills 379098.

SNOWBALL: Does anyone know how
to get the BATpak from the video viewer?
Contact Phil O'Dea, 19, Park Avenue,
New Earswick York YO3 8DB

NOTTINGHAM USER GROUP: The
Nottingham Micro Club is made up of
several user groups covering most home
micros. The ATARI group meets on the
second and fourth Mondays of each
month. All are welcome. The club meets
at the Castle Gate Congressional Federa-
tion Building- opposite Marks & Spencer
- in the centre of Nottingham. Meetings
start at 7.30 p.m. For further details con-
tact Steven Hind, 28, Chapel Lane,
Ravenshead, Nottingham, NG15 9DA
Tel 0623 795371.

LADS ASSEMBLER: Has anyone got
the LADS Assembler program from
Computel's Second Book of Machine
Language up and running on cassette
with an 800XL? I cannot get it to boot
Pease help. Les Isbister, 1, Mulberry
(lose, Biggleswade, Beds. SG18 O0HU

COMING SOON

A GRAPHICS ISSUE

We have a number of reviews and utilities for the

TOUCH TABLET and would like to put together
a special graphics issue. Your contributions on
a graphics theme are required We are par-
ticularly interested in a good drawing or graphics
program. Send it in!

YOUR HELP PLEASE!

DRAUGHTS from issue 17 runs on the XL or
XE but not on the 800 and I cannot figure out
why. If any reader can come up with an explana-
tion and suggest a fix I would be most grateful

Les Ellingham
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Most of you know about the modem offering com-
munication between computers via the telephone line but
there is another way! The ham radio enthusiasts amongst
you will have heard of this mode of transmission, it is called
RADIOTELETYPE or RTTY for short. Are there any hams
amongst page 6 readers ?

RADIOTELETYPE

RTTY was originally developed for teleprinters but now
that microcomputers are easily available noisy greasy tele-
printers like the Creed 7b are being replaced so the
enthusiast can come in from that cold drafty garden shed to
the warmth and comfort of the living room but due to the
completely different systems it is not possible to just plug in
and gol! The coding system used in RTTY is the Baudot or
Murray system using5 bits instead of the 7 or8 bits used by
computers in the ASCII standard. In addition the baud rate
is much slower (50/75/110) due to the mechanical nature
of the_original equipment.

First let me explain what RTTY is - it it a method of send-
ing and receiving messages by radio. | must make it clear
that if you want to transmit or send a message you must
have the appropriate transmitting licence to do so legally so
this limits the field a bit but all is not lost. If you have a radio
with a short wave band tune in and listen to all those bleeps
like morse code sounds. Not all of those sounds are morse,
some of the very fast sounding ones are’in fact RTTY signals
and as these are ordinary audio signals they can be recor-
ded on an ordinary cassette recorder which can save the
sounds for you to play back later.

In order to understand these signals you will need a
decoder - a sort of modem - which plugs into either the
earphone socket or extension speaker socket on the radio
or your cassette and another lead to plug the decoder
(modem) into the computer. Once you have this all you
basically have to do is tune in your radio until you hear those
funny bleeps whilst watching your tv monitor screen for the
printed messages to appear. Be warned though, you are
likely to see things like press reports covering news to and
from newspapers much of which is copyrighted and any
information accidentally obtained by scanning the band
should not be be revealed to a third party. Some of the com-
mercial users transmit messages in some sort of code,
usually in blocks of 5 characters,and although you will see it
on screen it will be meaningless. Don't think that your
decoder has gone wrong, it just prints data as it is received in
the same way it was sent.

There are many ham transmissions both in the UK &
U.S. A and to a lesser degree worldwide and several factors
affect reliable reception of the signals. The performance is
dependent on the type of radio receiver of course and is
usually proportional to cost but there are other things like
52 PAGEG - lssue 17
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the time of day, the weather (yes, really) and choice of fre-
quency which will affect results.

There has been quite a lot published on this subject
elsewhere so | will not go into too great a detail here but |
think that many PAGE 6 readers will be surprised to learn
that their computers can be used like this.

GETTING CONNECTED

If your interest has been sufficiently aroused you will by
now be asking how can a decoder be obtained and what
make is the best. | feel it would be out of place in a column
such as this to list specific items so | suggest that you contact
a specialist ham radio shop. If you want to buy one ready
made you might even get one off the shelf but it may cost
you in the region of £150 to £200 for a ready built unit
which might also decode morse code into printed words
and come complete with built in AMTOR satellite link! If you
want to build a simpler unit yourself, many excellent designs
exist and a unit will cost you from £15.00 to £50.

This sort of equipment nowadays usually has RS232¢
connecters so assuming that you have a suitable interface
already for use with your ATARI you should be able to con-
nect up. A printer (even a cheap one) will come in handy
too.

One final thing to remember is that computers need
software to enable them to know what to do with the infor-
mation coming in from the radio modem just as a telephone
modem does. Several programs do exist, although | don't
know of any commercial packages for the Atari The UK
Atari Computer Owners Club have published programs for
use with radio or morse or you might like to write your
OWN.
| hope that this article has shown that there are wider uses
for your Atari. I think it is important that we do not fall into
the trap of looking at our hobby with blinkers on - there is
more going on in computing than you think Althoughthisis
a specialist subject everyone should be made aware of just
what can be done so that people can then start to specialise
in areas that interest them. This is similar to the situation 10
vears ago when many people who had electronics as a
hobby realised that it was possible to build a computer and
get it running. The problem then was that few people knew
high level languages like BASKC (which is now a run of the
mill standard) and there was'fio sound, no colour and no
graphics so what few gamg,;fhere were had to be question
and answer type games People persevered though and
now look at what can pe done. Who knows what may
become of using computers on the airwaves.

Let me know via PAGE 6 how far you can stretch your
imagination and what you are you using YOUR computer
for, maybe something gpecial like ROBOTS ? ™
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DUST COVERS

Don't risk a breakdown of your precious equipment

through dust and dirt or spilt coffee! Protect all of your
equipment with a customn made dust cover. Natural
PVC with a brown trim - easily folded away when your
equipment is in use. Easily fitted with all peripherals.
joysticks ete. in place

N
ow for jgﬂXE
400/800/600X1L/800XL/130XE £3.95

410 Old Style Cassette * £2.95
410 New Style Cassette £2.95
1010 Cassette £2 95
810/1050 Disk Drive £3.95
1020/1027 Printers £3.95

*old style does not have a pause
button.

Also tor all popular printers (normally £3 .95 for small/
medium size and £4 .95 for large printers)

DISK/CASSETTE CARDS

Ll

Keep track of your Disk insert cards.

programs easily and Pack of 25.
tidily. Cassette inlay cards.
Pack of 25.

£1.00 each pack inc. postage,

PAGE 6 BINDERS

with FREE index!.

NOW AVAILABLE! Superb binders to keep all
vour copies of PAGE 6 in mint condition. Each
binder holds 12 issues securely and safely. Fora
limited period each binder will come with a
comprehensive index to the first 12 issues of
PAGE 6 completely FREE! Turn your PAGE 6
magazines into a permanent reference
collection.

Binders £3.95 EACH plus 30p p&p each.

THE PAGE 6 LIBRARY

Available to subscribers only. the PAGE 6 LIBRARY
is a fine collection of Public Domain programs from

dl ]Ll'l"ll;_{ Thi-_‘ ut:-r'hi }‘iLJ‘.\Iiir't’[:.H E]f user-written ['flf[ ?L]Tc!'l"!"'.‘_‘-

(including machine-code) at very little cost. Available
on disk only. Send a stamped addressed if you have

not had current details

ORDER ALL ITEMS ON THIS PAGE FROM
PAGE 6 MAGAZINE
P.0.BOX 54,
STAFFORD |
ST16 1DR

Please make cheques payable to PAGE 6.

. (e e ——————————————————————————————
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Bug club call

Well, could I begin by apologising for missing the last couple
of BUG CLUB CALLs but | was a bit late for the copy dates. |
did actually apologise in the last issue for missing the issue
before but | was a bit late with that tool. | am trying to make it
a reqular feature. Basically, amongst a lot of uninteresting
writing, the crux of the last column was informing everyone
that we have changed the location of our meetings, due to
the conversion of the Matador into a temporary swimming
pool The Matador has since re-opened but we like our new
place so much we have decided to stay. You can now find us
at THE ROYAL GEORGE, Digbeth High Street Itisdirectly
opposite St Martins Church, a stone's throw from the
Matador.

So, what's been happening since then? Well, most of it
seems old hat now, and what doesn’t will do by the time you
read it but I don't intend to miss the deadline this time!

Some months ago we had a Macintosh brought in to play
around with to show what kind of a machine the ST would
be like. Then, some weeks before they were available,
Software Express let us borrow a 130XE to play around
with for the night. A couple of weeks later we received a pre-
sent from John Spring, proprietor of Computer World in
Broad Street We cannot thank him enough for the dona-
tion of a 130XE to the club. At the next main meeting we
had a visit from Paul Woakes of ‘Encounter fame. He
brought along a prototype of his new game ‘Mercenary for
us to play with and even asked for our ideas and criticisms.

Now, if you thought the graphics on Encounter were stun-
ning you want to see what is coming up this time.

And now it is time to thank Andre Willey again By the
time this goes to print, the 520 ST should be available and
most of you will have seen it, but it's only June at the
moment and last week good old Andre managed to gethold
of not just the computer but a 3%" drive, monitor and prin-
ter too. It is very impressive but just a little too large to fit on
my desk! We did have a little trouble with the printer but it
was only development software.

A new section has now been established within the club. |
don’t know what you'd call them but they get their kicks by
ripping machines apart and adding things to them and inter-
facing and serial bussing and that kind of thing, If that's your
scene then you need to look up Wilf Coton to find out what
they're about.

There is also some very good user written software being
demonstrated and developed atthe club. Scamp and Russ's
Character Editor are two excellent examples. They make
my programs look silly in comparison. So if you want to see
the new generation of computer millionaires in action you
should be at BUG on a Thursday night! We know there area
lot more users out there that are not members yet so why
don’t you drop in one night and see what we can interest

you in.

Mike Wilkinson

SHOOTING GALLERY
continued from page 13

La 1588 DATA 90000000 7OAO7Z00610063007408
6200610065000 0PROG2Z2TIY002V252F26260024
282F2D303I2FZEPOOOEGEFF2,2220

OH 1518 DPATA OBFBELEVESOODGOOEDELEVELFAED

EEES200000000P0R0OESEEEVECELEEE4OB0000
egpeeb0ReDBBO0EERDOROR00, 4612

HU 1528 DATA 00000000 800B3I8IZ2Z253IIITI00BIB4
A1B2B4000000000000000000000000000NA0B
00000000 RROOAAFFFFFFFFFF , 25680

MM 1538 DATA FFFFAAFEFEFEFEFEFEFE40404040
4049040550101 01010101815555404040404040
4855010101016810101010106, 3716

EDP 1549 DAaTA QO6LELEVEVE4040D08DOF4AFAFDFDOL
8180101010101 01A2FDFSFSDSDSS55596ATESESE
2ESE05505909905009590055959,4814

Up 1558 DATA S57S7S5EDED75555533I23I2F3Z2251a
1016101000 2C25T6252C1A10110022TI52C2C25
ZAZII1A1010002829T4XI31Aa10,2264

IM 1568 DATA 100090000000000000000080A7AL
ADASBAAFBEENASBEZE00000000000000000000090
089814140808000851917135,2374

KR 1578 DATA S191ADOB7B7B9BBIBIBIBIL18245a
ASBDASSAZ4183CFEVEALOI7FFFIB81COO7F7F7F
FF7F7F7FOB908919293949596, 5835

FPr 1588 DATA 27928%%8Aa00000000000000000008
000 ADRAAOO0EEPAEAEARDEEOD00200000000
aphboe000PR00000BERE00000, 594

O
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SPIRALS

We don't receive a great deal of good quick-to-type
demos so this one by Brian Hills of the Asterix Users
Group in Brighton is most welcome. Type it in, you'll
enjoy it!

J&a 1 REM SPIRALS BY BRIAN HILLS

Pa 10 DIM ASCZ7):FOR A=1 TO Z7:REaAD B:AS5(
fi, 4 =CHRS CBY : NEXT @

5J 20 FOR I=1 TO 8:POKE 704+I, (I-1)%I2+22
:NEXKT I:GRAPHICS 10:SETCOLOR 4,8,8

KV I0 DEG :R=24:C=1:PLOT 39,190

HPF 48 FOR E=0 TO 24

HZ 45 POKE 77,8

BW S0 FOR A=0 TO I60 STEP 10:R=-R-©0.025

IJ 60 H-R®STIHIA) : Y=R™¥COS (A) %4

MK 70 DRAMTOD H+3I9,¥495

ES 80 COLOR C:C=C#@.3®% IF C>8 THEN C=1

JL 98 NEHT a:MNEXT g

FG 95 FOR REP=1 T# S8e

WP 188 H-USRC(ADR ii:l?ﬂ& D=1 TO 48:NEXT
D:NEXT REP:R!

K5 116 DaTa 18 4.162,8 172,193,2,189,194,2
,157,193,2 232,224 5,144,245,140,200,2
,96,65,65, 23.,65,6% g5

y * O




) EUROPES LEADING SOFTWARE
‘ATARI’
waLorer  EXIPRESS
SPECIALISTS  |NTERNATIONAL
\ ¢
3 HARDWARE _\r- SIMULATION Y'_ STRATEGY R
130 XE COMPUTER 128K 169.99 | Sublogic FS. 11 (D) 44.95 Broadsides Dl 33.95
BOOXL 1010 PACK including Softwarg 129.99| F 15 Strike Eagle (D) 14.95 Colosuss Chess 3.0 (C/D) 9.95. 12.95
800XL 1050 PACK including Software 249.99| solo Flight (C/D)  9.95/14.95 | Combat Leader (C/D) 14.95
1029 DOT MATRIX PRINTER 199.98 | Space Shuttle (R} 19.95 Computer Ambush (D] 49,95
WS2000 MODEM 149.55| Spitfire Ace (C/D)  9.95/14.95 | Cosmic Balance D) 33.95
MODEM INTERFACE co'w Viewterm software 59.95 Cosmic Balance 11 (D) 33.9%
JOYSTICKS s ~J Eagles D) 3395
PADDLES FROM THE SOFTWARE FACTORY Field of Fire (D) 33.95
\ MATHS FOR CSE/GCE 'O’ Level Fortress D) 29.50
4 BOOKS A set of Five programs (available individually) which not | Nato Commander (C/D) 9.95/ 1495
: only test proficiency but also instruct Odessa Chess 7.0 (D) £3.40
De Re Atari . 17.00 | vears 1- 4, & 5 (Revision) ¢/d each 995/ 12.95 Rails West (DI 62.75
Your Atari Computer {inc.XL) Centronics Printer Interface Soon Reforger 88" (D) 45.95
MHFJ[_J“"IEI the Atari 12.60 | Character Editor / Animator Soan Sargon 11 (Chess) (D] 16.95
AtariBasic Source Book 12.60 L i <
Atari XL Handbook 5.95
Technical Reference Notes 17.00 ENTERTAINMENT
Afcafje &_Graphms Design 12.80 BC's Quest for Tires (R} 1495 Fort App C/D 9.95/14.95
'b‘tarf Basic Faster & BE.UEF 16.95 Boulder Dash (C/D) 14.95 Miner 204%er (C) 12.95
Atari User Encyclopedia 17.20 Bio Defence C/D) 9.95/14.95 Mr Do [C)  9.95
k * 75p post & packing A Bruce Lee (C/D) 1495 Pac Man C) 995
' Conan (D} 1495 Pitfall 11 iR) 19.95
ADVENTURE Dig Dug 8.95 Quasimodo (C/D} 9.95/1495
Dropzone (C/D) 9.95 /1495 Smash Hits 1 CD 1495/17.95
Adventure Quest 9.95 | Decathlon (R} 19.95 Smash Hits 11 C/'D 1495/ 17.95
Beyond the Infinite POA | Ghostbusters (D} 14.95 Smash Hits 111 C'D  14.95 ' 17.95
Cut Throats (D) 29.95 |H.E.R.O. (R} 1995 Snokie c'D 895/ 14.95
Deadline (D) 37.95 Kissin' Kousins ({C) 6,95 Summer Games (D} 33.70
Dungeon Adventure (C) 9.95 L y.
Emerald Isle (C] 6.95 \
Enchanter D 37.95 . .!NFUEDMS INVISICLUES UTILITY
Hitch-hikers Guide to the Galaxy (D) 29.95 |Hitch Hikers Guide 6.95 Basic Routines c/D) 795 1195
Tl".l':" Hulk (C/D) 9 a5 1?95 Cut Throats 595. Action (R] 86.99
infigel D) 39.95 |Suspect ; i Action Tool Kit (D 34.99
Lards of Time iC) g gg Available Now Basic XL (R} 69 99
Mask of the Sun (D) 43.95 | ALL OTHER TITLES ALSO AVAILABLE | Basic XL Tool Kit (D} 14 99
Saga 1-5 D) 17.95 / MAC 65 (R) 86.99
Seastalker D) 32.95 COMING SOON MAC/65 Tool Kit (D) 34.99
Sorcerer D) 39.95 |s520 ST _ : Sparta DOS {al} 39.95
Starcross (D) 32.95 C/w Disc Drive y
Suspect D} 37.95 B/W Hi-Res Monitor 79999 ﬁ1
Suspended (D) 27 95 | Omnitrends Universe & Product Guide NEW FROM 0.S.S.
Wishbringer {Infocom) JuLy | Blue Max 2001 _
Witness o) 37.95 | Dambusters T"“ Writers Tool (D & R}
Zork 1. 11 111 29 g5 | Electrician State of the Art Word Processor
; K ennedy Approach S0 Good Mike's Collared the First One!)
MAGAZINES New York City 86.99
ATARI USER 1.00 PAGEG .80
\ ANTIC 350 ANALOG 3.00 oA o ¥
f
gy
A 4 Y
SEND SAE FOR OUR PRICE LIST. HOTLINE
CSOSHS v (021) 384 5080
ERDINGTON, BIRMINGHAM B24 8HA
k. il




INTERNATIONAL

..And you thought (& 4t'l°.§‘s'1$25“a‘n“‘u

you'd seen a Karate game  a ﬂask Ataris at ONLY

As you know, like the Martial Arts, Perfection

Is the only accepted standard, so plav nothing \
until you play — SYSTEM 3's — INTERNATIONAL KARATE-

SYSTEM 3 SOFTWARE. SOUTHBANK HOUSE, BLACK PRINCE ROAD.|LONDON SE1 '% 01 735 8171. Ex. 68
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