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KABOOM

Challenge the Mad Bomber as he tries to bomb you out of
sight. Can you catch his bombs and dowse them in time?
Or would you like to be the Mad Bomber and try to flatten
one of your friends? Lots of excitement for one or iwo
players in this addictive arcade game that won awards for
Best Audio and Visual Effects when it was first released.
Simple yet addictive.

ROM CARTRIDGE

OUR PRICE £2.95
RIVER RAID

This best-selling, all out battle adventure from Activision
will have your palms sweating as you fly up river bombing
enemy bridges, avoiding lethal choppers and hot air bal-
loons. Can you survive far enough up river to discover its
secret? Few can. Now this 1 or 2 player game can be
yours at the lowest ever price. Bombs away!

ROM CARTRIDGE

OUR PRICE £3.95

MASTERTYPE

Mow anyone can learn to type whilst playing a challenging
game. Mastertype was one of the original ‘game based’ typing
tutors which requires you to zap enemy words as they
approach from the four corners of the screen. But it not really
a game for, before you realise it, you will become quite
proficient on the keyboard as you progress through 18 les-
sons of increasing complexity.

OUR PRICE £2.95

ROM CARTRIDGE

with orders over £10

Yes a £9.95 Datasoft game absolutely FREE when you
spend over £10 with the Accessory Shop. Check out the
offers on this page and on pages 47 to 51 and send or
phone your order. If it comes to more than £10 (excluding
postage) we’ll enclose a copy of this Pacman type game
absolutely FREE if you ask for it.*

*NOTE the game is on disk only and we will not therefore include a
copy automatically unless you order contains disks

FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY
SHOP ARE ON PAGES 47 to 51. AN ORDER FORM IS ON PAGE 52

SUPER SPECIALS

ATARI SMASH HITS 7

FOUR of the best games for the Atari in one pack at
the amazingly low price of just £2.99. Are these sub
Eu.nllry 2 Mo sir! Not with Colossus Chess 3.0,
Il:tmgida, Blue Max and Alley Cat as the selection,
one of which would be a ain at £2.99 but you
all four! You had batter hurry

DISK ONLY Recommended price £14.95
SUPER SPECIAL JUST £2.99

MAXWELLS DEMON

Check out the review in Issue 49. Paul Rixon found
this simple game 1o be quite addictive and at this
price can you afford not to become addicted! t's a
ditferent type of ?amn, mare In the Tetris mould than
an arcade game. It sure makes you think and the
price won't break you if you don’t get fully hooked.

DISK ONLY Recommended price £9.95
SUPER SPECIAL JUST £1.99

MR ROBOT & HIS ROBOT FACTORY

One of the most famous
mtlgﬂlplng over fire, run :ﬂ over breadmills and

, climbing ladders, sliding down poles and
more with some great graphics. Master all 22 screens

if you can and then create your own for neveranding
fun. This is what platform games are all about.

DISK OR Recommended price
CASSETTE £7.95 cassette/£9.95 disk

SUPER SPECIAL JUST £1.99
ZAXXON

One of the all time classics for the Atari, Zaxxon set
new standards when first issued and was copied
many times. Pllot your craft across the unique 3
dimensional battlefield mnnﬂn%:'nm fuel tanks, .
anti-gircraft tanks and missiles before launching off
through space for the ultimate conflict with a mighty
robot - few have got this far! Zaxxon, often copied,
nevar bettered and NEVER at this incredibly low
price!

DISK OR Recommended price

CASSETTE . £7.95 cassettel£9.95 disk
SUPER SPECIAL JUST £2.99

ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ON PAGE 52 OR BY WRITING TO
THE ACCESSORY SHOP, PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928
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INVADERS

A classic in Turbo Basic
- it's FAST!

SUBSCRIPTIONS
Annual subscription rates (6 issues)

UK £10.00
Europe £15.00
Elsewhere (sea) £15.00
Elsewhere (Air) £21.00

Overseas rales reflect only the difference in postal costs
NEW ATARI USER ON DISK

A disk containing all of the 8-bit programs
from each issue of NEW ATARI USER is
available either separately or on subcrip-
tion. Single &:riue £2.95 per disk, Subscrip-

tion rates (6 issues)
UK £25.00
Europe £32.00
Elsewhere (sea) £32.00
Elsewhere (Air) £42.00

Flease make cheques payable to PAGE 6
PUBLISHING and send to the Editorial
address shown below

SUBMISSIONS

PAGE & welcomes and encourages its readers to
submit, articles, programs and reviews for publi-
cation. Programs musi be submitted on disk or
cassette, aricles should wherever ba
submitted as text files on disk. We seek fo en-
mura?e your participation and do not have sinct
rules for submissions. If samething interests you,
write a program o article and submit it! A ri-
ate payment will be made for all published prog-
rams and articles, all payments being mads at the
and of fhe second month shown on the cover of
he 1Issue concemed.

All original articles.é:lmgrams and other matarial
in NEW ATARI LISER = copyright of the author
as credited. All uncredited material is igght
PAGE 6. Uinless containing the by-line 'ﬁ?ﬁ%ﬂls
Reserved' any material in NEW ATARI USER
may be reproduced by User Groups and ather
non-profit making organisations frmrid-ad that the
" author's name is included and PAGE § is credited
as the original gutlﬁsh-ar. Permission_to_publish
elzewheare should be oblained from PAGE 6 or
the author. Editors of newsletters reproducing
material are requesled 1o send 3 copy of the
relevant issue to the Editorial address of PAGE
6. Whilst we take whatlever steps we can to
ensure the accuracy of arickes ancf rams and
the contents of adverlisemeants, P, & cannot
be held liable for any errors or claims made by
advertisars.

ATARI ([‘,T'# is a registered trademark of
ATARI CORP. All references should be so
noted. NEW ATARI USER is an independent
publication and has no connection with Atari
or with any other company or publisher,

The next issue of
NEW ATARI USER
will be on sale 25th July
Editorial copy date is 17th June
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VBI SCROLL by Daniel Lea

Add your own smooth scrolling messages

THE A-Z OF GOLDEN OLDIES by Kirk Ruebottom
Every software collectors dream guide!

WRITING ADVENTURES Part 3 by John White
This instalment includes a full type in adventure
BUDGET DELIGHTS by Paul Rixon

Yes, someone is still supporting the Ataril

PAGE 6 WRITER by Phil Cardwell
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the Dedicated Atari User’

ISSN No. 0958-7705
THE CREDITS

Al of the usual stuff is on page 3 but here are
the people who made this issue possible.

Les Ellingham pressed on as usual doing all
ol the typesetiing, layout, paste up. photo-
graphs ete. whilst desperately trying Lo lose
some weight, get fit and do a lot of school
wirk with Sean. It ain't all possibie!

Sandy carried on as usual chasing the ads,
booking some of the days out and looking
alter the office

Paulette amazed us all by slotting right in
and nol getting thrown by anything. She even
int out the hoover and cleaning stull after a
ew days and slarted washing down the
desks! Musl have been the farmyard smells
still lingering!

The Regular Contributors. who provide the
backbone of the magazine and can generally
be relied upon to come up with good articles
and reviews, are ...

Mark Hutchinson John S Davison
John Davison jr John Sweeney
Paul Rixon Damon Howarth
lan Finlayson Peter Hickman
N.B. The Tipster also contributes

All other contributors for this issue are indi-
vidually credited alongside their articles or
programs. Thanks te evervbody for sharing
thelr enthusiasm with other Atari users.

Goodness knows what the cover is going 1o
be, il will probably be a photo by Paul Ling-
waood [then again it might not be!)

So wwehat has inspired the creation of this (ssue?
Paud Brady with a superb track called Nobody
Knows from an album that most people dismis-
sl Joni Mitchell_for anather atbum that you
fave (o listen (o, Christy Moore for anather good
one if you skip the track about the Birmingham
Six, a bit of Clint Black and Bob Dylan whose
three CI boolleg series set proves just how grecal
he is and conlinues o be. Of special note is Series
of Dreams brillinnily produced by Daniel Lanois.
Chris Ren was disappointing. At this very mo-
ment Mira are hn‘ngirH bacle memories of the
Incredibie String Band and Dr. Sirangely Strange,
You were right. Rob! Also picked up three Run Rig
singles al a Colleciors Fair, excellent as usual
Sadly, with the current economic climate, new
redeases worth having are becoming few and far
berlueer.

NEW ATARI USER is the magazine,
PAGE 6 is the concept. Wherever you sec
PAGE 6 you'll know what it means!

The next issue of NEW ATARI USER could
feature YOUR article or program,
so SEND IT IN NOW!

R e ————— A T
PAGE & shows fusi wliai yor can do with yoer Alari. With
tive exceprivn of fral ewtput en o Linetror and wse of o repro
camera for the Hitings and photes, the magazine iv prepoared
eatirely with Atord bazed equipment and seffware < nof o
Macintesie or {BM in sight! Hardwere used incindes LICXE,
T58 disk deive, 810 disk drive, 410 castetie foccazivnaliy!l,
N0 fmterfoce, NEC 8023 prister, JOSOST, SMI24 Monitor,
Arari SHX bord disk dve, Cremdue [oorep disk drive,
Ep.um RX I printer, Kyocerm loser priader, Micrasiuffer
printer buffer, Software ircindes Superseript, Turbo Basic,
Kermidt, PC Tugercompr, TARISTALK, Pring Wiz, S5TWrilter,
Profext awd Fleer Street Publisher.

Articles aind prograurs snbmitted on XLXE disks are subjec-
Teel fo varteiny cusboun weilten programs before being fransfee-
redd acrmss fo thee ST vig TARE-TALK. AN sajer editing 1x
dinre with Frovext and pages wre loid ot with Fleet Sireer
Prblisher. A disk with the fTnished pages is sent up o o
typesening burean te be ontpicd on @ Linotron 300 ard, ey
presio, finished pages are sent back. 18 really does work - af
Teest! AN thart §x deft ds fo drop fa the Ustings ard photas, Well,
it's Jnd queite s easy @x that, bl von gef the e’

|ssue S0 - Meaw Atari User

AN IMPORTANT MESSAGE!

Welcome to the 50th Issue of FAGE 6 (or New Atari User as it is now known). Fifty
issues represents well over eight years publishing of a magazine for the Atari 8-bil
and we have now outlived almost every other magazine. In the States, where it all
began, the Atari 8-bit magazines have now gone and the ST magazines are going the
same way. We have survived because we take a totally different view to magazine
publishing. With no staff, just freelance contributors, we can afford to continue
supporting the Atari 8-bit even when the advertising drops off and the sales dip but
how much longer can we do that?

It would be nice to say "Things have never been better, here's to the next 50 issues’
but we have to be realistic. You will have noticed that the advertising in these pages
has dropped almost every issue till we are now left with the dedicated few and there is
not much chance of us picking up more whilst we continue to support the 5-bit Atari.
In the newsagents we have been fighting an uphill battle for the past year, as have
many specialist publishers, and we have to face the fact that the newstrade is not
interested unless a magazine sells in considerable numbers. The big problem with the
newstrade is that we don’t see the sales figures for a particular issue until at least
four months after that issue went on sale and if we are losing money then it could be
six months before we are able to adjust. With little advertising support that is no
longer sensible.

So what can we do? Pack up? Not if we can help it! What we will have to do in the
foreseeable future is go back to being a subscription only magazine for the enthu-
siasts who still really care about the 8-bit Atari and hope that enough of you do care
enough to subscribe and get your friends to subscribe. To make it viable for us to
continue to provide a magazine of the same quality we need at least 5,000 subscri-
bers. That shouldn't be too hard, if just one in three of you who buy the magazine in
the newsagents subscribe we will be there easily.

Watch out for an announcement in the next couple of issues to see which way things
go. And don't go around saying that we are packing up, it simply isn't true. If you
don’t want us to support your Atari any longer then we will pack up but I don’t believe
that will happen. | strongly believe that vou will support us all the way.

IT’S UP TO YOU!

The future of New Atari User [or we might go back to calling it PAGE 6!) is in your
hands. When the time comes you will need to show your commitment just as we do
every issue.

In the meantime you can help right away ...

WRITE FOR US

We are virtually out of games programs to publish. Someone reading this has written
some reasonable games, so dust them off, write a short description and send them in.
Send in all sorts of other programs as well. In fact send in anything that you feel will
interest your fellow Atari users.

We need articles on programming, reviews of rare software, anything and everything
to do with Atari. If you have written something for your local User Group newsletter,
send us a copy and we'll republish it (providing your group doesn’t mind). You will be
supporting the Atari community and you'll also get paid for it, anything between £20
and £150! It makes sense to share your knowledge and so help ensure the survival of
the Atari 8-bil community.

We do have a few nice articles lined up. There are a couple of very good articles
coming in the next issue from Ann O'Driscoll who most probably never thought they
would be accepted, but she got out the word processor and had a go. She ended up
with two very nice articles on writing quiz programs and using strings. Thank you
Ann, your efforts will see their reward in the coming issues. What Ann can do. many
others can do, so start thinking, get writing and help to ensure that this magazine
remains as interesting as it has always been.

With your help, both in contributing and in subscribing, maybe we will. after all be
able to say "Here's to the next 50 issues’]

_LrE = E!E :E'I'EHIIIIE.L'! n

NEW ATARI USER is created with FLEET STREET PUBLISHER

from Mirrorsoft




PAGE 6 ON THE ROAD!

Come along and see us and maybe pick up some bargains

IN THE MIDLANDS

THE ALL FORMATS
COMPUTER FAIR

SUNDAY JUNE 9th
10 am to 4 pm

National Motorcycle Museum, Birmingham

Opposite the NEC on Junction 6 of the M42/A45
Added attraction - visit the Motorcycle Museum

IN THE SOUTH
LONGLEAT

AMATEUR RADIO RALLY

SUNDAY 30th JUNE
10 am to 4 pm

Longleat House, Warminster, Wilts.

Added attractions - Longleat House, The

Lions of Longleat - CRAFT FAIR on site
Pick up some bargains for your Atari (Gralin International also attending)

then take the family around the attractions. Camping/caravanning nearby
at Longleat Caravan Club site (Tel. 098 53663)

A GREAT FAMILY DAY OUT

Cartridge Software

£5.50 each Ballblazer
Hardball Rally Speedway
Lode Runner Missile Command
Rescue On Fractulus River Raid
US Football £6.50 each
Desert Faleon Archon
Pole Position Battlezone
Tennis Midnite Magic
Eastern Front(1941) Fight Night
Barnyard Blaster*
Unboxed:£1.50 each
QIX
Galaxian
Eastern Front
Asteroids

*Requires Light Gun

Plug in & go communication
software and modem interface
Multi-Viewterm & Datatari Serial Interface
C/D dual pack Only £24.95

ANTIC magazines and software still
available (send SSAE for list):
Magazines

Magazine with Issue disk ...£2.49
Issue disks only

Software

New titles now available.

Come and meet us at the

] 34th Longleat Amateur |

1 Radio Rally I
30th June - Longleat House

l 2 miles west of Warminster
Other attraction: Craft Fair

L---_-_-----

Moon Patrol
Star Raiders 11
Food Fight
One on One

We will have a selection of software old and new from The Accessory Shop at
both these events plus lots of other stuff that isn’t listed. Bargains from 99p!

GRALIN
INTERNATIONAL

SUMMER SALE

APX Collections
Disk - £8.00 per set

Set 1: Preschool Games: Counter:
Mathematic-Tac-Toe; Magic Melody Box
Set 2: Developers Disk; Dsembler; Family
Cash Flow; BLIS

Set 3: BASIC Utility; Instedit:
Enhancement To Graph-It; Word
Processing Combo

Set 5: Keyboard Organ; Player Piano;
Graphic Sound Demo; Insomnia

Set 6: Blackjack Tutor; Ultimate
Eenumber Utility; Block'em; Phobos

Cassette - £4.00 per set
Set 1: Text Formatter; Sound Editor:
Decision Maker; T: Text Display; CRT
Terminal Emulator
Set 2: Mugwump; Babel; Block'em; Phobos
Set 3: Typo Attack; Counter; Memory
Match; Morse Code Tutor
Set 4: Quarxon; Solitaire; Pro Bowling;
Codecracker
Set 5: Extended WSFN; Banner Generator;
Instedit; Ultimate Renumber Utility;
Dsembler
Set 6: Blackjack Casino; Dice Poker;
Mankala; Lookahead
Set 7: Avalanche; Attank!; Space Trek;
Salmon Run
Set 8: Player Piano; Terry; Space Chase;
Magic Melody Box

Disk Software

£2.00 each
Asylum
Bishops Square
Jeepers Creepers
Juno First
Pacific Coast Highway
Pole Position
Pooyan
Rosen's Brigade
Sea Bandit
Survivor
Tapper

£4.00 each
Smash Hits 6
Smash Hits 7
Timewise

Crypt of the Undead
Dodge Racer
Dragon's E\;JE
Escape from Vulean Isle
Hard Hat Mack
King Arthurs Heir
Maltese Falcon
Mission Asteroids
Morloce's Tower
New York City
Nightmare
O'Rileys Mine
Phantom
Up'N'Down

Flight Simulator II

PS Graphics 1,2 & 3

Microsoft BASIC

Data Perfect

BASIC Compiler

Pilot (CX405)

) BT e T
DOS XE with Manual

Ordering Information

£1.50 for orders under £50 l

£4.00 for magazine orders ||
Overseas orders extra

I Please send ordersto 11 Shillito Road l
| Parkstone, Poole, Dorset BH122BN
SSAE for latest catalogue detailing our

other software and hardware products |

E}r the Atari 8 bit.

Mew Atari User - lssue 50 5
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Issue 30 - Mew Atari User

Mailbag

BEWARE

I wonder if any reader of
New Aiari User can throw
any light on an advert that
appeared in Issue 45 in the
Penpals section. The advert
was for a new User Group
called Atari Addition of 1,
Brodmeadow Green, Stow-
land, Bilston, West
Midlands.

I sent off for details and
recelved a letter telling of a
bi-monthly newsletter and a
starter pack of two free
disks. The subscription for
one year plus free disks was
£6.50 which I though
seemed good value so I sent
a cheque last September. It
was cashed within a few
days but to date [ have not
received a thing from them.
Even an enquiry asking
them what was happening
has been ignored.

As New Atari User is the
mainstay of the Atari 8-bit I
feel that if this was a con I
was not the only one to fall
for it, so maybe you could
find something out for me?

T. L. Bingham
Lincoln

To date we have not been
able to discover more, and we
have not had any other com-
plaints so it could be a num-
ber of things. The notices in
the penpals section are all
taken in good faith and in
deerd those that ook suspi-
cious to us in the first place
are never printed, but af
course some problems may
occur when sending money to
‘unknown' persons. In the ma-
Jority of cases it is simply over
enthusiasm by someone who
thinks they can run a User
Group but then finds that it is
not as easy as they thought.
Perhaps this is the case here?
The chap that placed the
notice was Lee Stark so

perhaps you could do the de
cent thing, Lee, and get in
touch with Mr. Bingham and
let him have his money back?
In the meantime if any other
reader has had similar prob-
lems do let us know and if
this is not an isolated incident
we will ensure that appropri-
ate action is taken,

MORE DISK ROOM

I would like to know if there
is an easy way of putting
more than one program on
a disk? A silly question
perhaps but let me explain.

When I type in certain
programs from your mag
such as Snakes and Ladders
an AUTORUN.SYS file is cre-
ated. This is all very well
but a lot of disk space is left
just begging to be used.
Would it not be possible to
write a small routine incor-
porating all the AUTORUN-
.5YS files for the programs
on the disk? The routine
could have its own AUTO-
RUN.SYS to display an on
screen menu displaying the
contents of the disk.

Is there a program avail-
able to do this or would I
have to write my own? If so
could you refer me to an
appropriate book as my

programming abilities are
rather limited.

Kevin Traylor,
Dover

ALUTORUN.SYS files are gener-
ally created for convenience to
save the user from remember-
ing filenames. It is much nea
ter to just boot up a disk and
have the program run even
though, as you say, a lot of

disk space appears to be was-

ted. All this ‘wasled’ space
can be used however, in a
number of ways. Frstly there
is nothing to stop you using

the disk to store other prog-
rams as long as you don’t
sape another program called
AUTORUN.SYS (for it will over-
write the first onel. You can
write as many other programs
Lo the disk as you want, but
af course you cannol wse theat
disk to boot up with. Just use
another DOS disk and swap
over when you want to run a
program. Secondly you can
change the filename in the
majority of cases to any name
ending in “OBJ (or any other
extension) and run the prog-
ram _from DOS, although in
rare cases this will not work.
If you change the name from
AUTORLUN.SYS to SNAKE.OBJ
using option E of the DOS
menu, you can run the
SNAKE.OB.J program _from
DOS option L. If you renarme
the file you can then use the
disk for other programs that
create AUTORUN.SYS files, re-
naming each as you go.

Onee you have renamed the
Jiles there is nothing to stop
you putling a mern on the
disk to select each file,
although again in rare cases it
may not work. There are
many different menu prog-
rams and you will have to ex-
periment to find a menu that
will work with all the prog-
rams you have. The Issue
disks that are available with
each issue of New Atari User
wark on this basis and, if you
buy one of these, you can
take off the Menu and the
ALUTORUN.SYS file that runs
the Menu and transfer them to
your own disk. Be warned
though that the menus are dif-

Jerent, depending on whether

there are machine code prog-
rams on the particular disk so
you will have to choose the
right one! There is also a disk
in the PAGE & LIBRARY that
has nothing but a selection of
menus on it and there is
bound to be one there that will
waork_for you.

Experiment and you will find
that you should be able to use
all of your disk to the full. One

final warning, don't try to

sape programs to commercial
disks as, although they may
have lots of spare space, quite
ofien the directory has been
moved and you will most like
Iy overwrite the original
program.



DISASTER!

I have an Atari 65XE and
am new to programming.
After spending many long
hours typing in a very long
program I decided to save it
on tape. I suppose because I
was tired, I typed CLOAD
instead of CSAVE and press-
ed the Return key. In sheer
panic I pressed the Break
key and after a few seconds
the 'READY' prompt came
up. I listed the program and
to my sheer horror nothing
came up. I lost the whole
program.

Can you tell me if there is
a way of restoring a prog-
ram after making such a
stupid mistake.

A. Hoyle,
Hull

Haven't we all done this at
some time? Whenever the
CLOAD or LOAD statement is
typed, the first thing that hap-
pens is that the computer
issues a NEW commuand to it-
self clearing out the various
tables it has set up ready for
the program to be loaded. As
this is the very first thing to
happen, you would not be
able fo press the Break key in
time fo save the program. It is
effectively lost, however I do
recall reading somewhere that
the NEW commuand does not
actually delete the program

from RAM and it is possible to

recover it with another ufility.
I cannot trace the source of
this so moybe another reader
could discover something and
mayhbe let us have a program
we could publish?

ENCOURAGEMENT

I'm pretty new to the com-
puting scene although I've
had a Spectrum for about
four years but hardly ever
used it. About 6 months ago
my son took a fancy to his
friend’'s 800XL because it
had a slot in the top! I
bought it for him for £6.50
and was amazed at the qual-
ity compared with the Spec-
trum. I then bought an 810
disk drive for £35 and really
became enthusiastic, no
more hours of typing fol-

lowed by ‘CRASH!' followed
by five minutes reloading if
you had been lucky enough
to save it to tape.

Since then I've been
amazed at how much sup-
port the 8-bit still has and
it's a marvellous way to
learn computing at budget
prices. I've noticed in read-
ing back numbers of various
Atari support magazines a
constant theme of poor
after sales support by Atari
themselves and original
high prices for software
compared to Sinclair, hence
the Spectrum still has sev-
eral magazines on sale in
the high street shops and a
healthy supply of new soft-
ware whereas the vastly su-
perior Atari 8-bits are hav-
ing a bit of a hard time.

If newsagents are reluctant
to order your mag ‘on spec’
they might perhaps be pre-
pared to display a mock
cover drawing attention to
your existence. A lot of my
Atari colleagues didn't
know that you were alive
and kicking!

John Perrin,
Folkestone

What a lucky man! An S00XL
Jor £6.50 and a disk drive for
£35. Any more were they
came from, John! As to the
newsagerts, we have all but
given up, having done every-
thing we can to get the news-
trade to pay attention but it is
a losing battle. Why keep a
specialist magazine on the
shelf for a couple of weeks
when You Car um over
dozens of Mutant Turtles and
Kylie mags? It is now up to to
the likes of you to spread the
word., If you have Atari own-
ing friends that don’t know
about us, get them to post off
£10 for a subscription. You
know they won't be wasting
their money and you will be-
nefit as well in the long run by
helping to ensure that we
keep going as long as those
great Atari machines are
crouned.

WON'T WRITE

I own a 1050 disk drive
with a US chip but I have a
problem with it or it could

be the computer. It has
stopped formatting and will
not write either yet it will
still read. Can you help?

William Hunsley,
Troon

If you check back through the
letters column we have
answered this one several
times yet we still get lots of
letters like this. Quite often
the only thing that is wrong is
that the felt pad that holds the
disk onto the read/wrile hecad
has become compacted so
that there is not enough press-
ure to hold the disk against
the head. Just remouve the
ease and you will see a small
arm just behind the spindle
which holds the disk centre.
You can lift this a little and
you will see a small felt pad
about one eighth of an inch
square on the top (facing
down). Grab a paperclip,
opened out, and very carefully
roughen up the surface of the
pad taking great care not to
touch the head undemeath.
You should find that, once you
put it all back together. the
drive writes again. This works
in nine cases out of ten but {f
you have the unlucky tenth
one, then you'll have to find
somewhere to get it repaired.

PILLOCK!

I have a complaint to put to
all the software companies
who are supposed to be sup-
porting Atari! I first got an
Atari 800 in 1979 which
cost me nearly £400. Them
days there was software
availability but it was very
costly, average price was
about £25. Nowadays there
are many, many Atari users,
the software prices have
come down and that's great
but where is the software?
I took a bus ride to what
was known as Atari World to
purchase some software and
it was dismal! There was
about 20 titles for the B-bit.
I myself own about 1,500
titles, such as Crystal Cas-
tles, Master of The Lamps,
Super Pacman, Mario Bros
plus many others which are
unavailable to many Atari
users. [ have about 1,100 ti-
tles that are pirated, a few I

friends have ripped it off.

have mentioned. Why aren’t
there games being re-
leased? Master of The
Lamps has one of the best
graphics screens I have
seen on an B-bit, it has bril-
liant music which definitely
puts the Commodore to
shame but the game has
never been released on the
Atari. I played it about 5
years ago on the C64 and
then came across a copy for
the Atari 8-bit.

So all you software com-
panies out there just read
this and remember Atari
users aren't losers, it's you
who don't make the money.

8. Dite
Manchester

A genuine letter! So come on
saftware companies get some
more software out because
Mr. Dite is running out of
things to rip off. If you spencd
six months developing a good
game and then pay for all the
artwork and packaging, dupli-
cation etc., you will be
guaranteed to sell at least one
copy but that one copy should
keep thousands of Atari users
happy when Mr. Dite and his

Good deal, eh? [ just can't
understand why the software
companies don’t release new
stuff for the Atari, can you?

1029 EXTRA DUMP

I am hoping that your read-
ers may be able to help me i
with a problem that I have |
with my 1029 printer.

I have been in search of a
screen dump routine that
will allow me to dump a
standard screen but I also
want to be able to dump an
extra bit so that the dum-
ped image will cover the
width of a standard A4
page. I have written soft-
ware that allows me to take
a 62 sector screen and
scroll it so that [ can add an
extra bit at the side thus if I
can find a printer routine to
dump it, it will allow me to
dump the full width. I would
be grateful if anyone can
help with such a routine.

S.M. Harvey 5
Alton |
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DISK BONUS

THE AMULET

An Adventure by Peter Lister

Many of vou may remember The Amulet being commercially released a while ago and reviewed by
John Sweeney in these very pages. Now disk subscribers and others can get this great adventure
absolutely free on the back of this issue’s disk!

THE LEGEND OF
THE CIRCLE OF NINE

iwhich you need to read to understand the adventure)

Many years ago, in the area we now call The Desolate
Lands' there dwelt a nation born of wizards and witchas
There was strong magic in those days and those who
could manipulate the magic became powerful leaders,
each with a following of loval supporters

Throughout ‘The Bitter Years' many fierce batiles were
fought between the opposing followers of the warlocks
and witches, often resulting in tragic loss of human life,
but seldom really affecting the leaders themselves. This
all changad with the arrival of Gadora. Some say she was
the deyil herself, others have darker thoughts, but most
agree that it was Gadora who brought about the forma-
tion of “The Circle of Ning",

Her strategy of war was simple. Her spells were cast 1o
weaken the wizards and witches, then her soldiers rode in
and killed them. The people conceded. Some of the finest
areas fell under her command and her army pillaged and
rapad the population.

Mearly a third of the known world fell to her, before the
remaining ning leaders realised that they must join forces

PLAYING THE AMULET

Your instructions to the program can be in varous
forms, the simplest being single letter abbreviahons
of the most popular commands. The following are
valid single letter commands

N - Move Marth A - Again

S - Move South I - Inventory
E - Move East L - Look

W - Move Wes! Q - Quit

U - Move Up X - Index

D - Move Down
The following 2 letter commands will also be
acceplad

ME - Move Mortheast
NW - Move Morthwest

SE - Move Southeast
SW - Move Southwest

The program accepts some single word instruc-
fions. Examples and brief explanations are

AGAIN - Repeats last command

BRIEF - For seasoned players, who know their way
about. Doesn't load or display location description
from disk

FULL - Loads and displays lacation description
from disk on 1st visit only. NOTE that in ithar
BRIEF ar FULL mode the LOOK command will
always load and display full location deseriptien
INDEX - Checks disk for saved games and displays
to screen, then provides opticn fo SAVE or RES-
TORE currant game

INVENTORY - Lists everything that you are
carrying

QUIT - End current session

RESTORE - Restare game from disk ar memory
SAVE - Save current game to disk or memory
WAIT - Do nothing for 1 move

lzsue 50 - Mew Atari User

if she was to be defeated. A pact was entered, & demon
summoned and ‘The Circle of Nine' was foundead.

The combined powers of the circle members prevailed
and Gadora was denied her desire to conguer. Such was
her strength howewver, that even the might of the Circle
could not destroy her entirely, she was stripped of her
powers and exiled farever from the known world.

Then began the era that was to be rermembered as The
Golden Years', an age of unprecedented enlightenment.
Thie wizards and witches still rubed the land but instead of
using their magic against each other, they joined forces
and created new spells. Spells that brought water to the
arid deserts, a new hardier grain to the fields and catte
that grazed contented in the new green pastures. The
people grew strong in the shade of the Circle’s protection
and they crafted in leather and wood, bronze and iron
and brawed fine wines

As news of the ‘Gircle of Ning' and their spells spread,
50 more and more travellers came to view these evenis
for themselves. Many brought their families and many
sattled and the community flourished and prospered.

The members of the Circle rejoicad in the knowledge
that thay were well loved by the people of the land and
from time to time certain special spells would be cast for
the peoples entertainment and enjoyment. In returr, the
penple continued to provide food, wing and clothing for

Getting The Best From The Parser

The program recognises many verbs and nouns
plus some adjectives and conjunctions but expects

your input to fall within one of the following patterns:

(W = Verb, A = Adjective, N = Noun, C = Conjunction)
VN e.g. EXAMINE SCREEN

VAN e.g. KICK SLOPING SCREE

YMCN e.g. THE ROPE TO THE BOAT
VANCM  e.g. GIVE HOLLOW LOG TO HERMIT
VNGAN  e.g. OPEN DOOR WITH SMALL KEY
VANCAN a.g. PUT BENT NAIL IN SMALL FIRE

You will see that under the above system, the
maximum number of words expected in one phrasa
is gix. If you enter mora than six words in a phrase,
you will be asked to rephrase it. Similarly, it your
input dossn't fall inte one of the above groups, you
will be asked to rephrase it.

Mext the parser checks your words against its own
memaory and will inform you of any words it doesn’t
understand and, finally, the parser will attempt to
axecute your instructions and the praogram will re-
spond accordingly.

There are a couple of special cases of input
involving the word ALL, that will anly work with the
verbs TAKE and DROP e.g. TAKE ALL ivisible
objects) and DROP ALL {carried objects).

You can alse use the word BUT in conjunction
with the above commands e.g. TAKE ALL BUT
SCREE or DROP ALL BUT LOG

Multiple Input

The full stop ' and comma ',' are reserved for
multiple input. Although you are limited fo a max-
imum of six words per phrase you can actually
enter up 1o two full lines of input. Separate phrases
or instructions should be separated with *.' or *. e.q.
GO NORTH, TAKE LOG, LOOK. U. D. INDEX

Y¥ou should not end your input with a full stop as

the Circle members, as their fathers and forefathers had
done.

The golden years lasted for several generations but, it is
said all good things come to an end and, sadly, the
golden years were to prove no exception. As one summer
came 1o a close and the autumn leaves were browning on
the trees there came news to the Gircle of a new settler in
a Western land and her name brought shivers (o the
minds of the Circle members.

Ledara was her name. She was a new young witch with
a small following of soldiers and peasants. She denied
the Circle’s right 1o rube and rejected their intarvention in
her atfairs.

P.K. Psantam (who that year was 1st speaker in the
Gircle) was convinced that she was & reincamation of
their arch anemy Gadora and the rest of the Gircle wene
concerned over ber apparent disregard of their well
gstablished rights in the area.

Little is known of what happenad next. Some say that
Ledora trapped the members of the Circle and others
belisve it was the Circle themselves who cast a wrong
spell but the end result is now history. Suddenty, one
autumn evening, the Magic went away.....

The story continues on the disk

the program will expect another instruction and will
dizplay an error massage.

Saving and Restoring Games

There is an internal save feature which allows you
{0 save your current situation in memaory (very
useful just befare you try something dangerdus!)
You ean also Save and Restore o and from disk.
You will need a blank disk formatted in DOS 2.0 or
2 5. You can have as many "Saved Game' disks as
you wish but each can only contain 10 saved
gamas (0 - 9)

Screen Colour

You can adjust the screen colour to suit your taste
by repeatedly pressing the OPTION key.

Help

Ii you type HELF at any time you will be referred 10
this section. There are many problems to be solved
and clues are embodied in the text massages you
receive.

Remember o examing everything you find, nearly
all objects have use within the framewark of the
adventure. Some of the characters you meet may
help you, but then again ... some may not!

THE AMULET is the BONUS on this
Issue’s disk which disk subscribers will
already have received with the magazine.
The Issue disk also contains all of the
programs from this Issue ready to run and
can be purchased separately for just £2.95
from PAGE 6, P.O. BOX 54, 5TA FFORD,
ST16 1DR. Credit card orders may be
telephoned to 0785 213928.




EXCEL DISK MAG [[[("guranavicermare b

travelled and man
No. 2 [Mﬂy 1991) more the number IY

IS OUT NOW! bureau services| have
visited. Varied arethe
FOR XL/XE MACHINES WITH ANY DRIVE servicesofferedby
This issue contains a lot of fun for you and your Atari most, but all are _[pere ’
Contents include games, reviews, articles and great pretenders. For none

graphics and music all over the place. We hope you like have the sheer power
it as much as the first issue!ll!

No. 2 OUT NOW! No. 3 OUT JUNE 30th!
PRICE £3.95 each

3 ISSUE subscription costs £10.95!

SPECIAL OFFER: If you missed our first issue, buy it
now with Issue 2 for ONLY £5.90 and SAVE £2!

Available from:

EXCEL, 22, LEWIS WYND, BROOMLANDS, Dedicated 24 hour Bulleti

+ Colour scanning + Hi Res |

IRE'IINE!. STRATHCLYDE, KAII lHL, SCUTLA‘JD prices « Authorised App[.i C

Apple and Atari comput

v Ad ﬁmufs

from IBM,

i |

Please make all cheques/p.o.’s payable to R. Stuart font design - Works emputers Unlimited
Bureau - Authorise entre with Dedicated
STOP PRESS: Two programs from our first training facilitias experienced deslgn tralners

issue are NOW AVAILABLE ON CASSETTE -

Character Editor and Amnesia at £3.95 each N peaenbi R for all your nesl design & autpat /7

MICRO DISCOUNT

for Atari 8-bit spares and repairs

DISKS |

Reconditioned 1010 Data Recorders for XL/XE computers £15.00 F.16 Strike Eagle £ 9.95 Trivial Pursuit (Genius edition £ 4.95

Reconditioned XC12 Data Recorders for XL/XE computers £20.00 Fiight Simulatgr I £13.50 Visicalc [ ] :

Reconditioned 130XE computer complete with power pack £49.95 Hell Cat Ace gti;h :LHB demo disk fgg-gg
F wars .

Reconditioned 65XE computer complete with power pack £35.00 Zaxxon

£4.00
: : £ 4.00
MD3 mk2 Centronics Interface now complete with leads  £34.00  proncerr’ o i et ey
ATARI 850 programmable interface RS232/Centronics £40.00 AHernate Reality (City) £ 9.95 Crusade in Europe £ 2.50
High Quality Dust Covers for 130XE; 800XL; 600XL; 1029; 1050  Alternate Reality (Dungeon) £ 9.95 Temple of Apshai (Trilogy) £ 2.50
4 a” one p"nu Eq_‘m] eal:h Ghostbusters £ 8.00 Video Title Pack £15.00
Infiltrator £12.50 Movie Maker £ 8.95
ATTENT’ON ALL TAPE USERS Hacker £ 5.50 AtariWriter Plus £ 8.95
Sea Bandit £ 3.50 Newsroom £15.00
Upgrade your 1010 or XC12 recorder and Turbo-Load Spy Vs. Spy (Trilogy) £ 4.00 Atari Mind Mazes £ 7.50
converted tapes 600% faster than standard format. Mercenary + 2nd City £ 5.00 Auto Duel £12.50
Complete conversion kit £15 Quasimodo E 4.50 Hawkquest £9.95
NOW AVAILABLE FOR THE FIRST TIME: ih
LRk ol e Pﬁa}ﬂ ];EHS DEL.;(_:?HT (DISK) - A 1029 screen dump utility - 7
Turbo Format Onl ! i
A A RO will load and dump files from the following formats: Technicolour ;

Over 30 commands Inc. zoom, fill, 128 colours, line, D.I"Eﬂm, Mliﬂfﬂ'Pﬁ‘J.ﬂfEr, Atari Afﬁstj Atari Paint or Koala Pad
box, circle, airbrush plus gallery viewer, high speed

picture load/save and demo pics ~ E7.50 All items offered on a first come basis, so phone to reserve
TURBO BASIC now available on tape in High Speed and receive a quote for post & packing on your total order
Format complete with full documentation £ 375

The following tapes are available in DUAL FORMAT - Every order placed will recelve a free copy of our 12 page
standard format Side A - Turbo Format Side B. 8-bit software/hardware and spares price list

All one price £ 4.50 each
MNINJA COMMANDO - TITAN - TOMAHAWE
- BETA LYRAE - THUNDERFOX Phone
Coming soon in dual format J
** ACE OF ACES - DRACONUS - HAWKQUEST ** for further details
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NOW YOU CAN ADD YO
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NOT YOUR AVERAGE SCROLL

The fairly short BASIC program presented here (Listing
1) will print a scrolling message at the top of your screen
in Graphics Mode 2, whilst retaining the normal editing
screen below. This program can be quite easily inte-
grated into, say, a title screen for a game; telling you
instructions and other useful information.

So what, you might say! You've already seen a jerky
BASIC scroll and expect something similar, but this prog-
ram has a number of features which make it stand out
from the rest!

Firstly it is @ machine code routine which conirols the
scrolling and this runs in a Vertical Blank Interrupt
which means you can have other things, such as BASIC
animation, going on at the same time. Secondly it man-
ipulates the Display List and smooth scroll registers so
that the message scrolls perfectly smoothly. Finally I
have added to the machine code routine, a Display List
Interrupt, which enables an effect whereby the middle
section of the characters, vertically, is brightest and the
luminance decreases towards the edges.

You'll see what I'm on about if you type in Listing 1.
which is the BASIC program which achieves the VBI
scroll.

LIMITATIONS

As you will discover in any routine there are always
limitations! However the limitations-in this program are
not at all serious.

The biggest is the BASIC program’s use of page 6
($0600-$06FF), so you will need to adapt your program
if you have some code requiring this useful RAM area.
You could use a memory block mover (such as the ones
featured in Steve Williamson's Machine code library) to
move routines in and out of page 6 as required or, if you
have an assembler. you can alter the source code listing
(Listing 2) to your requiremerits.

The other limitation is that colour register O (location
708) is used in the routine, so unless you want other text
or graphics to be the same colour as the scroll text do not
use this register. Again assembler language users can
alter the source code to their taste.

ALTERING THE SCROLL

The actual message displayed is stored in DT$ from
lines 70 ta 90. One important note is to remember to put
20 spaces (or full stops etc.) at the beginning and end of
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your message otherwise you will not get a smooth tran-
sition at the end, when the scroll restarts.

Do you like the scroll at the top? Perhaps you want it at
the bottom? Unfortunately this is not a simple taslk, and
requires manipulation of the display list (see Andrew
Weir's Display list article or Mapping The Atari for infor-
mation). To give you a start, however I will show you
how to get the scrolling line at the bottomn of the screen.

Retype line 150 to read:

150 DATA
112.112,66,255,255,2(20times),240,87,255,255,65,255,
255

(Note the 255's are dummy bytes where the required
locations are filled in by the program)
Line 40: change the POKE DL+6,PEEK(88) to POKE
DL+3,PEEK(88) and change the POKE DL+7.PEEK(89) to
POKE DL+4,PEEK(89)
Line 130: change POKE DL+2,STL to POKE DL+L-4,5TL
and change POKE DL+3.5TH to POKE DL+L-3,.5TH

Change line 190 to:

190 X=USR(1536,DL+L-4}

(Note DL = the start address of the display list. L = the
length of the display list and STL and STH indicate the

high and low bytes of the start address of the scrolling
message)

Other information you might like to know is how to turmn
the scroll off! To turn off simply type the following com-
mands into your program or in direct mode.

POKE 54286.64
POKE 546.95
POKE 547,228
GRAPHICS 0

This should be enough to get rid of it on all machines!

CHECK OUT THE SOURCE
CODE MAESTRO!

As mentioned before I have also included the source
code for the machine code routine for all you assembly
language programmers out there! This is for examination
and _for use in machine code programs, but it is at the
moment designed to interface with BASIC, so you must
design a machine code routine to do the same job as the
Basic program, i.e. set up the display list. The program
is well annotated and you should have no problems.

MESSAGES TO YOUR

‘E



YOUR OWN SCROLLING

EI L R R R L R E R ISV VIR T I

Zb 2 n:: # UBI SCROLL = 6):POKE PL#2,5TL:POKE DL+3,5TH:? "R

RH 3 REM = a scrolling message " LP 148 REM X

CJ 4 REM » whith runs in a YBI i MK 158 DATA 248,87,255,255,112,.66,255, 255

HH 5 REM % by DANIEL LE& i iR BT 2.2 0, 200008, 9,2,%,2,2,2

ED B REM ¥ “c- oo = - 22,2,2,2,86%5, 255,255

BZ 7 REM % HNEM ATARI USER ~ JUNE 1991 # 0K 160 REM [IETY AC 0 i

EP B REM 000 ai 00 M0 B M W M3 VK 178 RESTORE 2ZZO:FOR I=@ TO 17%:READ MC

NO ? REM IPOKE 1S36+I,MCINERT I

LY 18 POKE 106,144:L=34:GRAPHICS 5:DL=PEE . EU 188 POKE 559,34;POKE 708.9
K(560) +256%PEEK (5610 : P=PEEK (S68) +L : TF e A8 RERIRSA0SH. DLY2)
P}255 THEN P=P-256:POKE 89,PEEKCS61)+1 UD Z08 POKE 788,INTI(PEEK(Z8)/Z2)M2

G5 Z0 POKE 559,0:POKE S4786,192 LT 218 GOTO 2@8 '

KV 30 REM Un 228 DATA 104,104,133 .206,104,133,205,1

TR 48 POKE 88,.P:FOR I=06 TO L-1:READ #:POK 60,8,177,205,141,176,6,13%,2083,160,1,1
E DL+I,A!NEXT I:POKE DL+6,PEEKCBE) : POK 77,205,141,177,6,133,204,16%
E DL+7,PEEK (892 (POKE B7.0:POKE 703,24 RC 230 DATA 51,141,34,2,169,6,141,35,2,16

ST 58 DIM DTS(280) :15T-144%256 9,128,141,9,2,169,6,141,1,2,169,7,141,

UL L M THE SCROLL MESSAGE] 175,6,96,173

BL 78 DTS=v._ ..., A HELLO ME GS 240 DATA 196,2,141.178.6,24.105, 16,141
W ATARI USER READERS. THIS IS5 A SCROLL +179,6,206,175,6,173,175,6,16,48,169,7
¥ MESSAGE BY DAN OF HUMBERSIDE ' 2141,175,6,165,283

IC 808 DTS{188)=",,, TO CHANGE THE COLOUR M5 258 DATA 24,105,1,13%,203,165, 204,105,
OF THE SCROLL PRESS BREAK (DOM'T WORRY B,13%,204,160,0,165, 203, 145, 285, 1608, 1,
THE SCROLL STILL MWORKS BEC™ 165,204 ,145,205,160,21 177

FM 98 DTS{198)="aUSE IT RLUNS IN A4 VUBT.3 T HiU 268 DATA 2863,201,64,20808,18,173,176,6,1
HEN POKE 788 MWITH A& MULTIPLE OF 16.... 33,203,173,177,6,133,204,173,.175,6,141
BYEIIL, ., ., R e +4,212,76,95,228,72.120

DO 188 D=LENIDTS):FOR I=1 TO D:POKE ST+I- 0K 270 DATA 173,176,.6.141,10,217,141,22,%2
L,ASCIDTSCI, I3 -32:MEXT I:POKE ST+D,G4 68,238,176,6,2308,178,6,17%,178,6,2085,1

LRSS WP OKE DLIST HITH ADDRESSES OF 79.,6,208,233,206,178,6

BH 128 REM on 280 DATH Z06,178,6,173,1708,6,141,18,21

PJ 136 POKE DPL+L-1,PEEK(S560)::POKE DL+L,PE Z2,141,22,2098,205,196,2, 208, 236,104 ,64,
EK(S561) :STH=INT(ST/256) 1 STL=ST- (STH*2S 7.,8,8,90,0 .I

Listi 1 P
nglabove By Damniel Lea

Listing 2 below

ig VBI SCROLL ROUTIME

28 BY DANTEL LEA BI78 5Ta YFINE 8720 BNE MSSCL2 ;data

I8 ; FOR MEW ATARI USER - KXK 91 axae 07308 RESET

48 3 BI%e RTS 0748 LDA SCRHM ;reseéet the scroll

5@ HSYNC=S4282 :Mait for horiz. SYNMC. fabn a7sa  5Ta PoS iback to the start
&8 TCOL=S53278 ;Colour To be changed Bd1e 8768 LbA SCRHH+L

78 STCOL=708 ;Shadow of colour B4z e77e  sTa POSHL

B8 PaS=783 ;P9 B reg used for B43@8 LDba STCOL ;5et regs. for DLI a78e MSSCLZ

98 SCRAT=ZAS :temp. starage G448 5TA LCOL ° jusage 8738 HIEND LBA YFIME

8188 HSCROL=S4Z76 ;HOriz. scroll reg. 2458 CLC Ba@Ed  STA HSCROL

eLLD ®=Ss08 G488 ADC Hi6 BBLE  JMP EB8AET

B1Z8 PLA ;discard no. param. 8478 5ThA LCOLG [IFO G L Y To CHOMNGE THE Col DUR S

8138 PLA ;load in the address of the BdBG MESSCROL asze

8148 5Ta SCRST#1 [DList where the 8438 PDEC YFIWNE ;S5mo00th Scroll @848 PHA ;Store accumulator on stack
a1sSe PLA iseraliling BE580 LDA YFIME ;temporary regs. e858 SEI

B168 STA SCRST joCCcurs 8518 BPL MSEND jif Lless than @... a868 DLPL LDA LECOL

BL78 ;use The contents of this to BsZe Lba B7 ithen reset Ba7ve 5T HIYMNC jwait for EOL
@BLB8 :find the start of the message 85I S5Ta YFINME aaRo 5TéA TCOL ;=tore new colour
BL%8 LDY He 8548 LIMC anse INC LCOL ;increment

azZes Lpba (SCRSTI.VY @858 LDa PS5 ;increase position on arne IMC LCOL jthe colour

BZ18 STa SCRHM 8568 CLc iline by one a%ie Lba LCOL

BZZ@ STa PBS B578 abc BL LEFa: CMP LCOLC

BII8 LDY Hi e588 STa PEs Lk A BME DLP1 jing colour

BZ48 LDA ESCHSTI,Y @598 LDA PBS+] 0948 DLPZ2 DEC LCOL [decrement

BZ58 STA SCRHN+L G688 apc HE B350 PEC LCOL jthe colour

BZE8  STA PBS+) 0618 STA PB3+L 0368 LDA LCOL jload new colour
8278 :Store UBI and DLI vectors 0620 COPY jcopy new position inte the a3 7e STH HEIYNC ;wait for EGL
@80 LDA BUBI&ZSS 0638 LDY B8 Pisplay List @288 5Th TCOL jstore colour
@298 STa S48 8648 LDa PAS 33111 CHP ATCOL jcompare to start
aIas LDA BUBI/ZGE BESE STa (SCRSTI,Y 1888 BNE DLPZ jnot = . .carry on
BIig S5Ta 547 B66B LBY HI 1818 PLO ;pull accumulator bachk
aIze Lpa BDLIEZSE 86780 LbA PBS+L 1928 RTI ;return from BLT

aII8  S%Ta S12 BE88 5TA (3CRASTY .Y 18X9 ¥YFIME .BYTE 7 jstore for hscroll
B340 LDA HDLISZSE B5%8 LDY mIl 1840 SCRHK .HORD 8 ;used in UBI

BI58 5Ta Six area Lba [(PeS).V¥ 1858 LCOL .BYTE ® jused in

BI6R LDa AT aFie CHP HG64 jdetect for end of 1868 LCOLC .BYTE @ ;pLI .

PROGRAMS .... NOW Y

3
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A-Z OF ATARI SOFTWARE

THE A-Z OF GOLDEN

(AND NOT SO GOLDEN)

OLDIES

I hope that the three hundred or so small reviews in this series will enable new and old Atari owners lo evaluate games they may
have missed, compare my reviews with games they already have, or help them in choosing games they may be thinking of acquiring.

These mini-reviews by no means include every piece of Atari XL/ XE software ever released. They represent, rather, a summation of |
my involvement with the 8-bit during the period of 1982-88. Here, you will (hopefully) find objective reviews of every game or utility 1 |
either owned, played. used or borrowed during those years. This series should serve as a useful guide to the major, and not so
major, releases of yesteryear.

The bulk of the reviews concern software released in the mid 1980’s. At that time you could walk info your local softivare store and
always find new Atari releases. Today, alas, this does not hold true. Your best chances of finding some of the items mentioned
throughout this series is probably through the advertisements found elsewhere in these pages. Also, always keep an eye on the
second-hand market.

Conirary lo what other computer owners may think, the Atari X1./XE range is still the best 8-bif compuler system around. However,
it is my opinion thal only a select number of games exploited its audio-visual capabilities to the full.

Atari software these days, is not too easy to_find. The items in this series marked ‘scarce’ should prove to be an even greater
challenge than usual for software hunters.

Happy computing, and keep the Atari 8-bit alive!

KEY TO ABBREVIATIONS USED THROUGHOUT

Star Ratings:- arc arcade game

* poor plat platform game

* i poormediocre sim simulation

* K mediocre strat strategy game

* K i mediocre/good adv text adventure

* & ok good gr adv text adventure with pictures

* & ki good/excellent frp fantasy role playing game

* k k& excellent arc/adv arcade game with puzzle solving/mapping etc.
it) game is available on tape
(d) game is available on disk
(r) game is available on ROM cartridge
bud budget priced game (£1.99-£2.99)

& mid mid-priced game (£3.00-£8.99)
C omplle d by full full priced game (£9.00+)
imp game is (or was) only available on import from
America

scarce no price range available, because game is very

Kirk RuebOttom difficult to get hold of

The price and format (tape, disk etc.) ranges quoted are inten-
ded as guidelines only. Games which were originally available
on tape and disk can now be found on cartridge and vice-versa.
This can also alter the price of the game in question.
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ACE OF ACES * Kk i
arc/sim Accolade/U.S. Gold 1988 (t,d) full
This is a reasonable attempt at a simulation of World War |l aerial
‘combat. Flying your plane over Europe, you encounter German
ME109’s, U-Boats, trains etc. The flight simulation part of the prog-
ram (you feel as if you really are flying above the clouds) works
pretty well, but the game is let down by some average graphics and
and poor choice of colour. Nevertheless, flight simulator buffs may
get a kick out of it.

ACTION BIKER *
arc Mastertronic 1986 (1) bud

Mastertronic’s first effort for the Atari had you guiding Clumsy Colin
through a city complete with obstacle course, roller coaster, jump
ramps and many other features in an attempt to find items related to
his motorbike. Initial impressions of the game (and its angled 3-D
effect) are pleasing, and it does have some merit in the playability
department. However, you soon notice the poor scrolling and lack-
lustre sound effects and realise why it was a budget game.

ADVENTUREWRITER * k
ut Atari 1984 (d) full

As its name implies, this utility will help you to write a computer
adventure. Unfortunately, your adventures cannot contain graphics
and can only cater for verb-noun commands. ‘Adventurewriter’ is
fairly easy to use and comes with a large instruction manual, but its
scope is somewhat limited because of today's emphasis on colourful
pictures and complex parsers.

AIRSTRIKE * i
arc English Software 1982 (t,d) scarce

This one is basically an early *Scramble’ clone and nothing more. i.e.
a horizontally scrolling *blast everything that moves' type of game.
Eight years ago it was considered fairly good. Nowadays it seems a
little primitive. One of English Software's (where are they now?) first
Atari releases,

AIRWOLF (See ‘BLUE THUNDER’)

ALI BABA AND THE 40 THIEVES * * %
frp Quality Software 1982 (d) scarce
An early attempt at capturing the spirit of fantasy role playing on
computer. You play the part of Ali Baba or one of his friends and
attempt to rescue a fair princess. On the way you do battle with
various nasties, and of course the 40 Thieves. All commands are
input by joystick as you guide your character over the colourful
multi-screen playing area. Not technically brilliant perhaps, but ‘Al
has a certain atmosphere and excitement which many other role
playing games lack.

ALLEY CAT XXX
arc Synapse/U.S. Gold 1987 (t) bud

‘Alley Cat’ has humour, good graphics, excellent sound and is a joy
to play. You may feel you're taking part in a cartoon as you help
Freddy the cat avoid mad dogs, electric eels, sweeping brushes,
other cats and lots more. This is definitely NOT a platform game.
There has never been anything quite like it before or since. Unique
and brilliant.

ALTERNATE REALITY: THE CITY & % % %
frp Datasoft/U.S. Gold 1986 (d) full

A stunner. The opening demo and character creation sequence
remains one of the best graphic and sound treats on the Atari
(indeed, ANY 8-bit computer). In the game you find yourself walking
down 3-D streets, entering bars, smithies, banks and such like. The

A-Z OF ATARI SOFTWARE

sun rises and sets and day blends into night. You may find yourself
actually 'living' your character. The only drawbachks to 'The City' are
an over-emphasis on combat, too little interaction with the townspeo-
ple, and frequent disk swapping. But for all this, it remains a classic.

ALTERNATE REALITY: THE * % Kk K
DUNGEON
frp Datasoft/U.S. Gold 1987 (d) full

This is the second instalment in the now defunct series. Graphics
and sound are of the same high standard as 'The City' although
there is a little less use of colour. The main gameplay is essentially
the same, but with a greater emphasis on interaction and puzzle
solving. The designers spent a lot of time on The Dungeon’ and it
shows. One of the best fantasy role playing games on computer, and
also one of the few games to make use of the 130XE’s extra
memory.

AMAUROTE * % %
arc Mastertronic 1987 (t) bud

Fairly classy game from Mastertronic, one of their multitude of
releases for the XL/XE. Graphics, although monochrome, are pleas-
ing to look at and the music is well done. ‘Amaurcte’ is unusual, a
shoot 'em-up cum strategy game where you blast away at insects
from an arachnoid vehicle. It may well appeal to more discerning
gamers as well as joystick bashers. Recommended, especially at the
price.

APPLE PANIC *
plat Broderbund 1982 (t,d) scarce

Much copied (| don't know why) platform game in which you guide a
little fellow up and down ladders to dig holes in platforms for nasties
to fall through. Once they fall in a hole you fill it in again to kill them.
Graphics and animation are very poor. This game would look more
at home on the old Atari VCS.

ARCHON * % ¥
strat Electronic Arts 1983 (t.d,r) full

An interesting and much admired piece of soft-
ware. |s it a game of chess or is it a sort of shoot
‘em up? Well, in fact ‘Archon’ is both. Mythical
monsters take the part of chess pieces as you
manoeuvre them across the board to gain strate-
gic positions. When an opponent enters the same
square you are switched to a combat screen
where the two monsters battle {or shoot) it out.

ARCHON II: ADEPT
strat Electronic Arts

Heavily borrowing from the original, ‘Adept’ features a completely
re-designed board (hence new strategy), different monsters (hence
new combat technigues), and slightly better graphics. Love them or
hate them, the ‘Archon' games are certainly unusual, but also
possibly slightly overrated.

ARDY THE AARDVARK * %
arc Databyte 1986 (1)  mid

This one has you steering Ardy’'s tongue through a maze-like ants'
nest in his quest for food. Look out for worms though, because then
you have to retract his tongue pretty sharply. "Ardy’ is highly amusing
at first (do you know of any other games which feature an ever-
lengthening tongue as a weapon?), but its appeal dwindles after a
few plays.

* * i
1984 (t,d) full
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ARKANOID
arc Imagine Software

Clever 'Breakout’ inspired game. Using your
bat, you must knock out all the bricks on
thirty-two different screens (and very pretty
they are too). Features include multiple
balls, a catching bat, various nasties and a
lot more. What ‘Arkanoid' has plenty of is
playability. Mot a game to stimulate your
brain, but ideal to develop your hand-eye
co-ordination.

ASTEROIDS * X
arc Atari 1981 (r) mid

'Asteroids’, that Golden Oldie where you move a litthe ship around
the screen, blasting away at looming rocks which shatter and
become smaller rocks etc. did make an authorised appearance on
the 8-hit, courtesy of this Atari cartridge. Basically, a no-frills conver-
sion written in about 5K of code! For die-hard shoot ‘em up addicts
only.

ASTROCHASE * *
arc First Star Software (c,d) scarce

Its graphics are nice and its tunes are good, but ‘Astrochase’ is
beginning to show its age. You'll probably tire quickly of shooting
your way across a four-way scrolling space battlefield, defending the
garth from various meanies. Best effect is the exploding earth scene
at the end of game, when the screen bursts into brilliant light.

ASTROMEDA * * K
arc Rhino Marketing/Budgie 1987 (t) bud

A challenging shoot'em up at a nice price. It's all done in “Uridium’
style as you guide your spaceship over a horizontally scrolling
background. Nothing new here, but what sets it apart from the crowd
is its terrific sound and above average graphics.

ASYLUM * kK
gradv U.S. Gold 1984 (t.d) full

A frustrating adventure with good graphics and an enormous voca-
bulary. You move around the 3-D maze of the Asylum using the
cursor keys, with all other interaction (e.g. talking to people) being
typed as a command in the usual adventure style. Puzzles are
tough, and mapping is not made easy by the intricate design of the
maze.

ATARI CASSETTE ENHANCER * Kk if
ut English Software 1983 (i) scarce

A useful utility containing features such as flashing cursor, variable
list, line renumber, naming of cassette programs, catalogue prog-
rams on cassette, auto line numbering and a lot more. If you do not
yet own a disk drive, but do a bit of programming or typing in of
listings then A.C.E. can be highly recommended (if you can find it).

ATARIWRITER * * Kk
ut Atari 1982 (r) full

A good all-round word processor from Atari and for Atari machines.
The only drawback with ‘Atariwriter’ is that it is unable to display 80
column text. Available on cartridge, and its descendant ‘Atariwriter +
is also available on disk.

ATTACK AT EP-CYG * *
arc Bram Inc. 1982 (r) scarce

Weird and very little-seen shoot'em up which requires the Translator
disk to work on XL/XE machines. You move your saucer craft
through screen after screen of planet terrain (depicted in a 2-D

* * ir
(td) full
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side-on view) and blast enemy installations and ships using a cursor
which moves independently of your ship. Controls are hard to get
used to and the overall standard of graphics and sound make this
one so-so.

ATTACK OF THE MUTANT * % 17
CAMELS
arc Liamasoft 1984 (1) bud

Jeff Minter was a renowned programmer on other 8-bit machines, so
when he decided to convert ‘Camels’ to the Atari everyone waited
with bated breath. But, apart from some nice audio-visual effects |
feel he could have done better {the whole program uses about 10K
of code!). Mastertronic re-released this at a budget price, so it's
warth adding to the collection.

AUTODUEL * Kk *
frp Origin/Microprose 1986 (d) full

Unfortunately, as with all Origin programs for the Atarn, they opted for
high {320x200) resolution and a technigue known as artifacting to
obtain more than the restrictive two colours of this Atari graphics
mode. Result; fine if you have an American T.V., but on British tellies
colours appear as black, white and purple. Don't let this distract you
too much from what is otherwise an imaginative and involving game.
It's a bit reminiscent of ‘Mad Max' but on a large role playing scale.
Well designed, with a lot of depth.

BALLBLAZER * k Kk iF
arc Activision/Lucasfilm 1985 (t,d,r) full

Waonderfully weird game of a futuristic sport for
one or two players. A split-screen technigue
allows each player to have his own first person
perspective view of the pitch. As each player
battles for the ball, the ground whizzes past at
an alarming rate. Much of merit to be found in
this one, especially the brilliant graphics and
sound.

BALLOONACY *
arc Microvalue/Tynesoft 1986 (t) bud

This farmed part of the ‘Four Great Games' compilation which
retailed at £3.99. Taking that into consideration, 'Balloonacy’ works
out at roughly £1. It's not even worth that. Don't waste your time
guiding a little fellow with a spiked helmet to burst falling balloons,
unless you like making your Atari look like a ZX81.

BALLYHOO * Kk
adv. Infocom 1986 (d) full

Whether or not you rate ‘Ballyhoo’ will depend on how much you like
adventures, and whether you prefer reams of text description to
pretty pictures. This one from Infocom, set in a circus, is chock-
a-block with atmasphere. You have a limited time to discover what
has happened to the circus owner’s daughter. It plays like a detec-
tive story, and some of the replies to your input are hilarious. Its only
drawback is the annoying disk access after every move, which slows
the game down considerably.

BATTLECRUISER * kK
strat S5k 1987 (d) full

Highly detailed computer wargame concerning ship to ship combat in
World Wars | and Il. Graphics are merely functional and play second
fiddle to the wealth of game options, commands and strategies.
Technical and complex, requiring extensive reading of the large
game manual. A cerebral challenge for discerning wargamers.

o




B.C.’S QUEST FOR TIRES * K
arc Sierra On-Line 1983 (t,d) mid

Initially hilarious, but ultimately monetonous game, programmed with
tongue in cheek. You contrel B.C. on his stone-age monacycle,
dodging boulders, trees, diving tortoises etc. There is a nicely done
horizontally scrolling background of sky and mountains. Comical
graphic touches are provided by B.C.’s various types of crashes.
Easy to complete on the easiest skill level, so you may tire of it
quickly.

BEACH HEAD % e
strat Access/U.S. Gold 1984 (d) full

This multi-load game is made up of several different scenarios or
mini games. These include navigating your ships throu gh a mined
sea passage, shooting fighter planes from the sky, sinking enemy
ships, and leading a tank assault en the beach head itself. The mini
games range from being bad to very good (the ship to air combat
sequence is probably the best). Definitely one to consider acquiring.

BEACH HEAD 2 * * *
start Access/U.S. Gold 1986 (d) full

Unlike its predecessor, ‘Beach Head 2’ is set completely on land and
has you parachuting your assault force onto an island, rescuing
hostages, making your escape, and finally confronting the Dictator.
The four mini games are, on the whole, well done {with the exception
of the dreadful ‘Escape’ sequence). Added interest is provided by the
two player option and the ability to play either the good guy or the
Dictator. Also included are some nice graphics and unusual sound
effects.

BEER BELLY BURT'S BREWBIZ * %
plat Americana/U.S. Gold 1986 (1) bud

This game is neither good nor bad, being merely a run-of-the-mill
platform game. If your tastes lean towards dodging things, running
and jumping around platforms and finding keys to get to the next
screen, | suppose you could do worse than spend £2.99 on ‘Beear
Belly.

BLUE MAX * kK
arc Synapse/U.S. Gold 1983/1985 (t,d,r) mid

‘Blue max' was one of the first home computer games to feature a
diagonally scrolling screen (a la 'Zaxxon'), giving it a fair 3-D effect.
You are in a World War | bi-plane and you strafe, dogfight and bomb
your way through the adeguately drawn battlefields. Solid arcade
action. Hailed in 1983 as 'superb’, ‘Blue Max’ still holds its own fo
this day.

BLUE MAX 2001 * W
arc u.S. Gold 1985 (t,d) mid

This sequel was programmed by the same person, put into a
futuristic setting and maintained essentially the same gameplay as
the original. But what went wrong? Your spaceship looks like a polo
mint, it's darn near impossible to control, and the game just fails to
grasp one’s attention. Altogether a pretty awful game in anyone's
books.

BLUE PRINT * * if
arc C.B.S. 1983 (r) scarce

A cute little game in which you must collect items to assemble a
steam engine. Once assembled, you can shoot the bad guys who
are chasing your girl at the top of the screen. Unusual, with features
too numerous and weird to go into here. A good game for joystick
contortionists.
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BLUE THUNDER *
arc Richard Wilcox Software 1984 (t) scarce

An abysmal horizontally scrolling ‘shoot-em’up’. Criginally released
as ‘Blue Thunder' and then bought up by Elite Software and re-
named ‘Airwolf to cash in on the craze at that time. Hands up if you
bought both without realising.

B.M.X. SIMULATOR * % K%
arc Codemasters 1986 (i) bud

A challenging and involving budget release
which simulates a race between two B.M.X.
bikers over many different courses. The on-
screen view is an overhead one, with each
player looking down on the well drawn courses
and racers. Watch out for sharp bends, obsta-
cles, hills, and of course the other player. Great
fun, especially for two players, and that Ron
Hubbard (remember him?) soundtrack is excel-
lent.

BOULDERDASH * * * %
arc First Star Software/ 1984/ (t,d) bud/
Prism Leisure 1987 mid

Brilliant. The gameplay and itg intricacies are almost impossible to
sum up in a few sentences. Rockford is after gems, but he must
watch out for falling boulders. One of those rare arcade games which
will appeal to the ‘thinking' person as well as the joystick basher.
Nice use of colour, exemplary scrolling and perfect sound. All in all,

a sublime piece of software.

BOULDERDASH 2 * % K i
arc First Star Software/ 1985/ (t,d) bud/
Prism Leisure 1987 mid

More of the same from the talented First Star team. This time out
each screen is a little harder and will require some logical thinking
and experimenting to complete. There's the added bonus of an
excellent title screen as well. | prefer ‘Boulderdash’, probably be-
cause it is a little easier.

BOUNTY BOB STRIKES BACK * K K ir
plat U.S. Gold 1986 (t,d) bud

One of the best all-round platform games. ‘Bob’ is the sequel to the
seminal ‘Miner 2049°er’. There are 25 different screens to be jumped
through, all brilliantly designed and nicely coloured. The high score
and introductory screens are charming. Old computer magazines are
chock full of hints and tips for this game.

BROADSIDES * * Kk
strat S.S.1 1983 (d) full

If you fancy yourself as Commander of a ship in the days of sail,
fighting the French, Spanish and Americans, then this game is for
you. Game mechanics cover sailing, cannon loading and firing, wind,
ship boarding and much more. Don't expect marvellous graphics, but
do expect excitement and terrific playability. Easier to get into than
mast Strategic Simulations games.

BRUCE LEE * % %
plat Datasoft/U.S. Gold 1985 (t,d) mid
'Bruce Lee’ was one of the first beat ‘em up games, yet it falls more
easily into the platform game category, because of its emp hasis on
running, jumping and dodging through a multitude of screens. Nice
graphics, very playable, and with a neat two player option.

Mew Atari User - Issua 50 15




- A-Z OF ATARI SOFTWARE

16

BUBBLE TROUBLE * *
arc Players Software 1987 (t,d) bud

One in a series of quickies from this budget software house, Full
marks for ariginality, but none for long lasting interest. You're a
bubble in a bath, trying to eat other smaller bubbles whilst dodging
rubber ducks, spiders and hairbrushes(!). Players Software certainly
know how to use the audio-visual capabilities of the Atari to good
effect, but they waste their talents on games of little substance.

BUCK ROGERS * i
arc Sega 1982 (r) scarce

An average implementation of the old coin-op game, featuring most
of the elements found in the original, but without the graphical treats.
If you enjoy 3-D shoot'em ups you may like it, but don't pay too
much for it and don't expect too much from it.

CAPTAIN STICKY’S GOLD * *
arc English Software 1982 (1) mid

This game shines in the graphics and sound department, with some
amazing opening music. Gameplay proves to be a little disappointing
though. "Sticky” tends to turn up on English Software compilations,
s0 buy it in this form if you can (it makes a good budget game).

CARNIVAL MASSACRE G
arc Thorn E.M.l./Creative Sparks 1983 (r) mid

Save everyone from the madman at the fair, and catch them as they
fall from the big wheels and roller coasters. Sounds interesting, but
the game turns out to be monotonous and dull. Average graphics
and annoying continuous music may find you reaching for the ‘off’
switch after a short while.

CAVERNS * ¥k 5F
arc Titan Software 1982 (t) scarce

‘Caverns’ is written in Basic, but don't let that detract you from what
is a reasonably entertaining, tricky arcade game. You'll need nerves
of steel as you guide your ship from one side of the screen to the
other, through caverns, lazer fields, rock formations and gates. This
one poses a tricky challenge for software hunters. Released in '82, |
haven't heard or seen anything concerning it since ‘83,

CAVERNS OF ERIBAN * T
arc Firebird 1986 (t)  bud

A shoot 'em up which owes a lot to ‘Thrust’ (also from Firebird). You
pilot your ship through a cavern system in an attempt to deliver
supplies to mining depots. However, the caverns have their own
defence systems which blast away at you if you come near them.
Average graphics and difficult game controls make ‘Eriban’ almost
instantly forgettable,

CAVERNS OF KHAFKA * K
plat Cosmi/Top Ten 1983/1987 (t) bud

This is a platform game with some of the smallest graphics |'ve ever
seen on the XL'XE. The scrolling screen is cluttered with features
{most of them hazards) and there is the usual plethora of objects to
collect. Gameplay, however, remains like a hundred other platform
games.

CAVERNS OF MARS * X
arc Atari 1981 (t) bud

A patchy, unfinished look is the distinguishing feature of this old
shoot ‘em up. Basically, it's a vertically scrolling blast, with tons of
baddies on screen at once. Once you've reached the bottom of the
complex, you plant a time bomb and then you must get back out in
the time provided. Exciting, but the poor graphics and sound gener-
ally dampen any appeal the game has.
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CHIMERAH * %
arc/adv  Firebird 1986 (1) bud

Visually excellent game in which you are a robot charged with the
task of exploring and then blowing up a large space ship. There are
sixty-four detailed rooms to explore and lots of things you can pick
up and make use of. The pause mode for ‘Chimera’ is a visual
delight. The game's only letdown is that it moves too slowly.

CHOP SUEY * % 57
arc English Software 1985 (t,d) mid

Programmer Adam Billyard generally did a good job on this martial
arts simulation (he later did the much better *Elektraglide’, also for
the Atari). In ‘Chop Suey' you control a karate fighter and play
against either the computer or another human opponent in an arena
setting. There are only nine moves at your disposal (a bit of a
limitation if you are used to International Karate's sixteen). Animation
of the fighters is smooth enough, but the background graphics did
need more detail.

CHOPLIFTER * *
arc Broderbund 1982 (r) mid

Original when it was first released, but now showing its age some-
what. You control a helicopter in this horizontally scrolling shooter (a
sort of laid back ‘Defender'). Animation of the helicopter was praised
highly back in ‘82, but now it would hardly merit consideration. The
sound is awful, no doubt due to the fact that this was converted from
the Apple computer (which has poor sound facilities).

CLAIM JUMPER * W
arc Publisher unknown 1983 (t) scarce

Remember the old 'Cutlaw’ game of the late Seventies? Well, ‘Claim
Jumper' owes much to that, but it also contains a lot of new features,
improved graphics and humorous sound effects. As well as shooting
the other player, your cowboy sprite must watch out for tumbleweed
and snakes. He must also collect gold bars and claim deeds which
he can deposit at the local bank and assay office. Good fun,
especially for two players.

CLIPPER * K
strat Program Design Inc. 1983 (t) scarce

A rarely-seen piece of software which puts you in charge of a Clipper
ship, delivering goods from East America to San Francisco by way of
Cape Horn. Events to watch out for include storms, crew mutinies,
running aground and a lot more. Although the game is written in
Basic, some of the graphical displays (e.g. the bow of your ship) are
quite pleasing. Overall though this one's a little short on substance
and is too easy to complete.

CLOAK OF DEATH * Kk 37
gradv  Bug Byte 1986 (t) bud

Okay adventure, written in Basic but with some machine code
routines. Some of the pictures are good, and the plot (alone in a
haunted house), although a little trite, does have a deal of atmos-
phere. If you can put up with the limitations of its parser, this one is
worth getiing if you like adventures.

COHEN’S TOWERS * K
plat Datamost/Databyte 1986 (i) mid

This game has you playing the part of the Boss's nephew, delivering
mail bags to the mail drops situated on various floor of an office
building. There is plenty of jumping, climbing and dodging to do, and
the game is reasonably addictive. Graphics and sound are adequate,
nothing more.
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COMPILATIONS

This is a list of the major compilation releases for the XL/XE
together with the games they feature. Most of the games in the
compilations have their own review elsewhere in this series.

ARCADE CLASSICS
arc Datasoft/U.S. Gold
FPole Position, Mr Do, Dig Dug, Pacman.

BLUE RIBBON GAMES DISK *
arc Blue Ribbon 1986 (d) mid
Nightmare Maze, Castle Assault, Screwball, Darts, Diamond Mine.

FOUR STAR COMPILATION 1 * K K
arc Red Rat 1987 (t.d) mid

Escape From Doomworld, Panic Express, Domain of the Undead,
Laser Hawk.

FOUR STAR COMPILATION 2 * Kk Kk il
arc Red Rat 1987 (t,d) mid
Screaming Wings, Crumble's Crisis, Disc Hopper, The Search.

* % i7
1986 (t,d) full

FOUR GREAT GAMES 1 T
arc Tynesoft 1987 (t,d) mid
Jet Set Willy, Balloonacy, Wizard, Pengon.

FOUR GREAT GAMES 2 * *
arc Tynesoft 1987 (t,d) mid

Mouse Trap, Who Dares Wins 2, Killa Cyecle, Spacehawk.

GREATEST HITS 1
arc Databyte
Astro Chase, Flip 'n Flop, Bristles.

PLATFORM PERFECTION * k k&
arc U.S. Gold 1987 (t,d) mid
Bounty Bob Strikes Back, Zorro, Bruce Lee, Ghost Chaser,

* K oif
1986 (t,.d) full

SHOOT ‘EM UPS * Kk *
arc u.s. Gold 1987 (t,d) mid

Dropzone, Fort Apocalypse, Super Zaxxon, Bluge Max 2001.

SMASH HITS 1 * k k
arc English Software 1984 (t,d) mid

Jet Boot Jack, Dan Sirikes Back, Hyperbiast, Captain Sticky's Gold,
Firefleet.

SMASH HITS 2 * * i
arc English Software 1985 (t,d) mid
Jet Boot Jack, Stranded, Diamonds, Robin Hood, Citadel Warrior.

SMASH HITS 3 * * X
arc English Software 1985 (t,d) mid

Alrstrike 2, Batty Builders, Neptune's Daughter{?), Breath of the
Dragon, Jet Boot Jack.

SMASH HITS 4 * K iF
arc English Software 1986 (t,d) mid
Chop Suey, Hijack, Kissin' Cousins, Firechief,

SMASH HITS 5 * * Kk
arc English Software 1986 (t,d) mid
Chop Suey, Elekiraglide, Mediator, Quasimado.

SMASH HITS 6 * % Kk

arc English Software 1986 (t,d) mid
Elektraglide, Timeslip, Fort Apocalypse, Drelbs.

SPOT THE BALL
arc Creative Sparks

Soecer, Snooker,

* & v
1986 (t.d) mid

COLLAPSE * ur
strat Firebird 1986 (i) bud

One of Firebird's first {and worst) releases for the Atari. The game
screen is made up of a grid of sticks and bridges and you hop
around the screen trying to change all the grey sticks to blue. Then
you must make them collapse on top of one another. Fairly poor
graphics and functional sound abound in 'Collapse’.

COLONIAL CONQUEST * % kK
strat S.S.1. 1985 (d)  full

Superb tactical game modelled on the likes of ‘Risk’ and ‘Diplomacy’.
The scene is either the late 19th Century or the eve of the outbreak
of World War | (you have the choice). The objective is to invade and
colonise other countries, whilst defending your own territory from the
six other players (human or computer). With several humans playing,
the fun increases because you can have diplomacy sessions and
double dealing etc. Graphics are blocky but colourful and the game
system is easy to pick up and a joy to interact with,

COLONY * K i
strat Mastertronic 1987 (t) bud

Interesting litthe game in which you take the part of a robot who must
lock after and organise a space colony. Things to keep you occupied
include ordering goods, erecting fences, growing food, killing alien
invaders etc. Graphics and sound are run of the mill, but the
gameplay of ‘Colony’ is involving and unigue. One to consider.

COLOURSPACE * K K
ut Llamasoft 1985 (t) mid

Another of Jeff Minter's weird and wonderful creations. ‘Colourspace’
is described, quite rightly, as a light synthesiser. With it you can
create a whole barrage of Kaleidoscope-like effects. It's not a game,
in fact it doesn't really fit into any category, but if you fancy creating
colourful visual patterns/eftects (maybe to music) then this piece of
software will be for you.

1O B CONZTINUED
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PROGRAMMING

the programming of text adventures, the complete listing
in Basic is given of my "MetMan" adventure.

The program code is compatible with the following computer
languages: Atari Basic, Turbo Basic and the Turbo Basic
compiler, the last two being public domain programs available
(only on disk) directly from New Atari User. The same code is
used for all three versions.

The Atari Basic version runs the slowest of the three, and
there is an irritating delay of about 1 - 2 seconds while each
action entered by the player is processed. Turbo Basic oper-
ates at roughly three times the speed of Atari Basic. and this is
perfectly acceptable. The compiled version appears to run
about as [ast as a ‘proper’ machine code adventure; actually it
runs about ten times faster than Atari Basic,

I n this, the third article of a four-part series describing

PROGRAM ECCENTRICITIES

The need to provide an adventure program common to Atari
Basic and the Turbo Basic compiler has resulted in a few
peculiarities in the program code. Note, for example, the com
bination of lines 50 and 200. This type of problem will be
dizcussed in the fourth article [next issue).

Lines 8005, 8085, 8205 and 8255 have REMarks saying
"ONLY FOR COMFPILER". In fact, it won't do any harm if you
leave these lines in for the other Basic versions.

When you type in the DATA statements. be sure to type in the
spaces as shown. Otherwise, the sentences will not be format-
ted correctly when printed onto the screen.

The problem of the POP command was discussed in the
preceding article. Line 9155 illustrates the use of two POP
commands to leap out of a double-nested subroutine after a
command to QUIT. This is bad practice. but is intended to
provide illustration of the use of the POP command.

In the first two articles, several points were illustrated with
exemplary lines of code. In order to prevent the reader gues-
sing too easily what is going on, some of the names of variables
given earlier have been changed for "MetMan". For example,
the original string ROOM$ has become AS$.

The BREAK key has caused me a little conceptual difficulty.
Atari’s insensitive positioning of this key next to RETURN
means that cccasionally the player may unintentionally inter
rupt the game. In compiled Turbo Basic, this means the loss of
the complete game status.

On the other hand, it should be possible for the reader to
interrupt a tutorial program like "MetMan" in order to see what
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is happening. Accordingly, line 25005 disables the BREAK key.
Leave this line in while playing the adventure, delete the line
before examining the adventure.

In this connection, lines 30000 to 30020 are not used in the
adventure at all. However, they do provide a means of checking
program status in mid-game. You can do this by pressing the
BREAK key (in Basic only), then type GOTO 30000, Finally,
type CONT to continue the adventure (if you are Iucky; de-
pending on where the break occurred).

Naturally, this status check can not be used if the BREAK key
is disabled. I would advise using the check routine only after
vou have completed the adventure.

SAVE/LOAD

"MetMan" permits the player to save and load part-completed
games from disk. If you have a cassette player, replace the
words "D:ADV. DAT" with "C:" in lines 9143 and 9313. Inciden-
tally, cassette users will unfortunately not be able to use Turbo
Basic, so they will have to endure a slightly slower program
version.

PLAYING THE ADVENTURE

The introductory text in the program is, I hope, entirely
self-explanatory. Type in two word commands (verb-noun) for
action, but some one-word commands will be recognised.
These include:

HELP, LOAD, SAVE, N, S, E, W, U, D, QUIT and INVEntory.

"MeiMan" is a very easy adventure to play, being intended
primarily as an introduction to the genre. It should be quite
robust to erronecus input, having been well-tested during
development by several players.

There are 36 mappable locations, although you do not need to
enter them all to complete the game. Be sure to draw a map!
These locations are somewhat lost within the huge, 300 ele-
ment room array. The original intention was to provide a
general framework into which larger adventures could later be
introduced. However, 36 locations compares favourably with,
say, the adventures of the Scott Adams series.




In part 3 John White

brings you a full adventure
illustrating the concepts
learned so far - you can
study the listining and
play the game!

€3 1 REM SoosrEHncrrriEri T ME 1418 DaTA 151,152,155 ,158,161,164,165,

MF 2 REM 1t ME THAMN n 186,167 ,168,171.172,176,181,182,18Z,18

IH 3 REM © by John F. Hhite <3 4,185,-1

EF 4 REM I Writing adventures Series # HB 1428 DaTa 125,124,126,144,146,15%, 165,

Tl BT o e e o ekt e e L S L iA72,181,185,-1

MU & REM 1 MEW ATARI USER - JUME 1991 ® JT 1499 REM %% READ M/C DATa w=

CY ? nE" ErEELEESEES@TATOPAEEMEEA AR A g a e B BB AR AR A R AR B VH 1588 RESTORE ZEEDEII;'

NN 8 REM Ia 1519 READ A:IF A=—-1 THEW RETURM

0G 18 DIM ASCI00) , B5C(100) ,CONCL1A8) ,HID(18 HI 1520 POKE 1i536+Y,.a4:I=-I+1:G0T0 1518
8),C5(500) ,VERBF(Z0) , NOUMNS C2B) LP 1999 REM WHDESCRIPTION #%

OF 15 DIM VWORDS (S88) , MHORDS (588) , HONS (25 OB 2888 RESTORE Ze@0G+PRESPOS
J,NM5C28),UU5(28) ,CODES (4 GW 2885 IF PRESPOS=164 AND LIGHT=8 THEN 2

FY 28 asCcil="0":aA5(308)="R":A5(2)=Aa5 aze

UE I8 START=115:PRESPOS=START:MONO=&: TURN TH 2818 7 REAQD BS:? :7 BS:?
=100:INV=Z AG 202 RETURN

T 3% GOSUB Z5080:REM e INTRO e aT 2112 paTa The boiler room, 1

JP 37 GOSUB 1588:REM ¥ H4CHINE CODE ROUT ¥R 2115 DATA Outside a large tall buildin
INE *x 9.2

HD 48 GOSUB 1088:REM IMIT BJ Z117 DATA The toilets,@

KO 45 MESS=83:GOSUB 3936:INPUT BS CD 2122 DATA The west end of a corridor,®
44 S8 0-12000+ (PRESP0OS-1088)%10:G05UB 260 Sk SIAv Uiia BE L iiny caisiaeros
TL 68 GOSUB Z2008:REM DESCRIPTION ST 2124 DATA INn a long corridor,®

TG 78 GOSUB 3800:REM CONTENTS UP 71725 DaTa In the reception foyer of Th
JA 58 GOSUB Se888:REM EXITS e Meteor- ological Office,3

ME 98 GOSUB 6686 :REM INPUT S0 2126 DaTa In a long corridor,®

ML 188 GOSUB 7888:REM MOVE 00 2127 DATAa The intersection of Ttwe long
LK 118 IF MONO}TURN THEN 19000 corridors, e

Ra 158 GOTO 5@ FY 2128 DaTA The east end of a long corri

HD Z08 GOTO @
HH 999 REM %% INIT % £z
JAa 1080 RESTORE 1408

dor. Pust lies everywhere, 9
2132 DaTa 4 low-slung cei1ling with wir

[-F-1 dangling., @
CN 181@ REaAD “‘Iﬁ ﬁ—‘* VTHEN 18489 HM 2137 DATA Gleaming MWalls reflect the p
LY 1628 ﬂ$‘n,',— a alished floor of a3 NArrow passage. @

MK 1838 GOTD 818

A0 2147 DATA A bright cafeteria,o

BR 1648 READ B:IF B--1 THEN 1398 WF 214X DATA A Narrow Passageway, 4

MW 1858 aScB,B8)='av YR Z144 DATA A boX cupboard, i@

PL 1068 GOTO 1848 GX 2146 DATA A StCong-room, @

A7 1308 K-0:RESTORE ZZO0:GOSUBE 1350 ik Bihy BAYE &t iakt iond toen b

MK 1310 VHORDS=CS:VH-HH GB 2148 DATA & cloakroom lined with cloth
DA 1376 K=1:RESTORE X281:GOSUB 1358 ek

DA 1330 MMORDS=CS:MW-WW:CC=J-1 e R S R R

KI 1348 CORES=STRSCIMY (RND (O)%186633 iRETU Aib 9IRS BAve & bbbk tait it Gvndrsa supa:

RN
YE 1I88 g8zt y-g1—1
Il 1368 READ BS:IF BS-'"-1'" THEM HH-1-1:RE

Ture, @
NZ 2155 DaTa The Presenter's O0Fffice, D
TH 2158 DPatTad a4 north-bound Corruidor,a

TURN 5L 2161 DATA A room lined with a row of d
ER L3178 BSCLENCBS) #13 = YiBSTBS (1,40 1R e

EaD B:iBS(LENMCBS) +13 “CHRS(B) :CH CLENICS) o PP R R PR S O e

1) -B%

ng sound,?

G5 1375% IF K=1 THEM READ B:COMCJ)=B:REaD ZZ 2165 DATA AN Office clean and spartan

B:HIDCA}-B

with littlie vaisible, %
LY 1380 J=J+#L1:I=145:G0TO0 LIG6O WC 2166 DATA A TV Studio extending as far
IH 149080 DaTA 112,115,117 ,12%,123,124,125, as the Bye can see,B
:ztizz?a123-13?'13?-1*2*1‘3-1“-1‘i*1‘ GW 2167 DATA A dusty old room. abandoned

confinued =
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METMAN
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computer tapes lie everywhere,d

Zi68 DATA Worth end of a corridor,@

2171 DATA KiTchens.,1l1

2172 paTa Storage rooms, o

2176 DaTa Side office,B

7181 pAaTa aAnother storage room. Piles

of Ccartonsstrewn around,

2182 DATA Guard's restroom,B

2183 DATA Backh ExXit. 8

2184 paTa Backward,5S

2185 PAaTa & dilapidated old garage,B

ZZo@ DATA W ,I.E ;4,0 5,5 ,6,HEST

, 3, EAST, 4, NORTH, S, S0UTH,. &, U4 +7.UP,.7,.D
B, D0HN, &

2718 DATA HIT,1,STRIKE.1,A4TTACK,1,KILL

L1,BEAT,1L,5CREAM, Z,54Y,2,KICK,1

7728 DATA TAKE,.9,.DROP.10, INVENT 11 ,CLT

HMB,12,DESCEND,&,ASCEND, 7, HELP, 13, SAVE,

id4, 00T, 15, EXAMINE , 16, L00K, 16

22%8 DATA GO,17,.KISS,18,L0CK,19, UNLOCK

, 20, 0PEMN, Z?1,CLOSE,22,5HUT 22 ,.EAT,2Z,DR

THK, 24

2740 DATA LIGHT,Z25 ,UNLIGHT,Z26,RUB,Z27,1

NSERT , 28, JUMP .29, THROH,; 18 ,GIVE, 10, PUT,

28, TYPE, 30,L04D,31,%,11.~-1

2999 REM #¥ CONTENTS ¥

XpA8 FOR I=1 TO CC

I0@s IF PRESPOS=164 AND LIGHT=8 THEN I

Bza

ZAA7 IF CONCI) <>PRESPOS THEN 3828

I810 RESTORE 3I20@+I1:READ BS:READ B:IF

B=5 THEMN MOMS=BS

Z0is IF Bz=1@ THEN 2620

3016 T BS

Z017 IF I=1 AND CONEi73=1 THEHW HMES5:=77

:GOSUB 999617

INZA MNEMT I

38380 RETURM

X199 REM WX MOLUM,STATE.LOCTH.HIGDEN ¥

320 DpaTha 3208,1,1.,989

3Z01 DaTa TORCH,1,1,9

I7202 DATa HHISKEY,1,1.8

X283 pATA FRIDGE,Z,172.0

37264 DATA BUILDING 10,115,8

I285 pPATA TELEVISION,1,182.,89

I286 DATA COMPUTER,3,164,8

207 DATA CUPBDARD,18,144,1

IZ08 DATA SAFE (OPEN) ,Z,146,2

3269 DATA MOMEY,1,6,0

1210 DATA XEY,1,188,8

3211 DATA SAUSAGE, 1,142,898

1212 DATo BEERCAMN,1,151.0

Z21F DATA CARTON,1.181.18

3214 paTa CHART;1;,176,9

I215 DATA CHAIR,1,152.,8

X216 DATA TAPE,1,167.8

I217 DATA BATTERY,.1,185.,8

X218 DPATA BUCKET,1,0,2Z8

3219 DATA UMBRELLA,1,165,08

1220 paATA SHNOMW,1,.1.,8

3221 DATA HWALLS,.18,137,8

3222 paTA GUARD,S,115,8@

122X DpATHA BRIBED GUARD,.IX.1.0

32724 DATA RECEPTIONIST.S,125,8

3225 DATA CLEAMER (TIRED),S5,14X.0

I226 DATA CLEANER (SEATED) ,3,1.8

3227 DATA TUCREMW,S5,166,8

3228 paTa DOG,5;,;154,0

X229 DpAaTa DOE (SLEEPING) . X,1.,8

I2Z0 DATAH PRESENTER,Z,15%5.0

3231 paTa DODOR (LOCKED) ,5,147,9

3232 paTa DDOOR COPENM) ,X,1.,8

I222 DATH COMBINATION LOCK,S5,165.8

3234 DATA CEILING,18,132.8

3235 pATa TOILET 1@8,117,8

I2I6 DATA BOILER,18,112.0

I2Z7 pATH DUSTBINS,16,161,.8

3238 pAaThA BAR,10,151,@

2239 DATA CAFE,108,142.8

1248 pATA GARAGE,190,185.0

X741 DpATA YOARD,10,164,0

31242 DATA OFFICE,18,176,0
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X243 DaTa FOYER,18,125,08

X744 DATA WIRE,10,132.,8

I745 DATA EXTINGUISHER.1,178,8

I246 pATAO COAT,1.148,0

IZ47 DaTh KITCHEN,108,171.8

1248 pAaTH FIRE,S5.171.,8

Z74% paATaA -1

4999 REM %% EXHITS 7 W

5008 H=PRESPDS:? :7 "“"Spme exXits are: "
»

50180 IF a5(H-1,4-1)3<{}"'0" THEN 7 "W ";
5028 IF ASCH41 H+13X{3"0D'" THEM 2 “E ":
58I8 IF AS(H—-18,H-182 {}"0*" THEN 2 "5 *
¥

S840 IF ASIH+18,H+102 {}"'0" THEN 7 "N *
?

5050 IF AS(H-1A0,K-188) {}"0'" THEM 7 "D
llj

5860 IF ASCH+100,¥+1080) (3"0" THEW 7 U
LR Y

S878 T :RETURM

5999 REM ¥ THNPUT

688 M=D:!T7 17 17 "HWHAT NOW? *;:INPUT B
5

6010 GOSUB B000:REM HXPARSER

6028 GOSUB 82Z00:REM ®MASSESS INPUT %%
6030 GOSUE &508:REM %% ACTION MM

6078 IF AS(PRESPOS+H, PRESPOS+H)="8" TH
EN G888

6072 MESS=56:IF A5 (PRESPOS+X,PRESPOS+H
3I=""1" THEM MESS5=68:7 MHOMNS:" ";

6075 GOSUB 9996
6076 GOTOD GABB
6088 LIGHT=B:IF COMC{1)=8 aND HIRC(LI=1F
THEN LIGHT=1

6890 RETURN

6999 REM ¥¥ MOVE ¥

7088 PRESPOS=PRESPOS+H

7810 O=CONCZO) :TEMP=CONCi8):TIF Q=172 0

R (0=1 AND TEMP=172) THEN 7838

7BZ0 MONO=MONO+1:TIF COMCZ0)<{>1 THEN MO
NO=HMDND+4

78I8 RETLRN

7999 REM %% PARSER ¥w

8988 K-USRI1536,ADRIBS) ,LENIBS) ,ADR "

"y ,13

8085 K=-PEEKC(1637) :REM ONLY FOR COMPILE

R

80190 IF K=8 THEN VERBS=BS:MOUNS="":GOT

0 B840

BDZ® VERBS=BS5(1,K)

8038 MOUNS=B5(K+1,LENIBS5))

B0IS IF LENINOUMNS)>Z AND MOUWNSCL,13="

" THEN NOLUN5=MOLUNS(2,LENCNOUNS)) (GOTD

8835

B8040 WNS=NOUNS:VVS-UERES

BA58 VERBS (LEMIVERBS) +13="" "IYERBS=
VERBS5(C1,4)
BO068 MOUNS (LEMINOUNSY +13="" " NOLNS=

NOLINS €1, 4)

088 K=USRC(1536,ADR (VHORDS) , LEN CVHORDS
2 ,ADR CHOLUNS) LENCHOUNS)Y )

A085 K=PFEK(16X7)!REM OMNLY FOR COMPILE
R

#0898 IF K<{>0 THEN UVERBS=HNOUNS; NOUNS="
6160 RETURM

8197 REM %% ASSESS INPUT ¥

8208 ACTION=O:K=USR{L15I6,ADRIVHORDS)Y,L
ENI{VWORDS5) , ADR (VERBS) ,LEN(VERBS))

8205 K=-PEEK(1637) :REM ONLY FOR COMPILE
R

§218 IF K<>8 THEN ACTION=ASC CVHORDS CK+
4,K+43)

§240 ITEM=O0:IF MOUNS="
Z18:RETURN

8z45 STATE=@:iI=1
6250 K=USR(1536, ADR (NHORDS) , LEM CHHORDS
3 ,ADR{NOUNS) ,LEN(NDLNS))

8255 K=PEEK(1637):REM OMNLY FOR COMPILE
R

BZ68 IF K48 THEN STATE=ASC (NMORDS (K+4

" THEN STATE
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LKT43) :ITEM=INT(K/5) #1

867288 RETURM

B49% REM w& ACTIOMN *%

8508 IF STATE=A THEN MESSZS8:GO0SUB 299
6G:7 MNS:" is":RETURN

B505 7 “O.K., ":7 (H=99:0=ACTIONM18+9%00
G:LOSUB 208

AS06 IF K=99 THEN MESS=77:G05UB 9996 !X
=a

8587 2 :RETURM

98808 H-O:MESS=0:GOSUB 9996:7 WU5;"' 50
Mething' :RETURN

9818 H-B:MESS=1:GOSUE 9996:RETURNM

9070 H=A:? MMNS:MESS=27:GOSUB 9996 :RETUR
M

9930 H=—-1:RETURN

5048 H=-+1:RETURN

9050 H=+18:RETURN

9060 H=—-16:RETURN

9870 H=+108:RETURN

088 H=—108:RETURN

9098 H=A:IF CONC(ITEMI {})PRESPDOS THEM ME
55=51:G05UB 9996 :RETURM

9992 IF STATE}Z THEM MESS=SZ1GOSUB 999
G:RETURN

4393 IF STATE=2 THEN HMHESS=59%:GOSUB 999
6:RETURM

9894 IF INVY>S THEM MESS=53:G0SUB 9996:
RETLRN

9995 THU=IWU+1:CONCITEMI=0:RETURM

9100 H=@:IF CONCITEM) {>8 THEN MES55=54:
GOSUB 9996 :RETURM

9182 COMCITEMI =PRESPOS:INV=INV-1

9183 IF ITEM<{}Z8 OR PRESPOS{}155 THEN
21689

8164 FOR K=72 TO 74:MESS-K:GOSUE 9996
NEHT K:MONO=TURN+1

2185 7 7?7 HMESS=928:GOS5UB %99%6:7 (GOTO
2155

9189 RETURM :

9118 H=D:MESS=55:GOSUB 9996:7 iIF INY=
@ THEN MESS=9Z:GO0S5UB 9996:7

5111 TEMP=PRESPOS:PRESPOS=8:GOSUE I606
9114 PRESPOS=TEMP

911% MESS=71:GOSUB 9996:7 TURN—MOND;'
turns"

9119 RETURN

9128 RETURM

9130 H=0:RESTORE Z2008+PRESPOS:READ BS:
READ B

91Z1 RESTORE 150080+5:READ B5:7 BS

2132 RETURM

9148 H=B:MESS=88:G05UB 9996:7 :1MESS=89
1GOSUB 9996:INPUT BS

9143 TRAP 9149:CLOSE H1:0PEM #1,8,8,"D
tADY . DAT

9idd4 7 BL;CC:CS5=ASC1,158):7 #H1;C5:C5=n
$C151,308):7 H1:C5:7 H1;CODES

9145 FOR I=1 TO CC:7 H1;COMCI):7? H#1i;HI
DELXIX:MERT I:? H1:PRESPOS:? $11;MONO
5149 CLOSE H1:TRAP SO:RETURM

21590 H-B:MES5=15:G05UB 92996

5151 TRAP 9151:INPUT BS:IF BSC1,13 {1y
" THEN 915%

9155 POP :POP :1GOTO 19040

9159 TRAP SO6:RETURN

91608 H=9:IF COM(ITEM) {>PRESPOS AMD CON
(ITEMI <*8 THEM MESS=5S1:GO5UB 9996:RETU
RN

9162 MESS=S57:IF HIDCITEM)>B® THEMN HMESS=
SB8:CONCHIDC(ITEM)) -PRESPOS:HID(ITEMI=@
2163 IF ITEM=S5 THEN MESS=63

5164 IF ITEM=1 AND HIDC13<>17 THEM HES
5=8d4

9165 IF ITEM=14 THEN MESS=86

9166 IF ITEM=19 THEM MESS=85

9167 IF ITEM=24 THEN MESS=95

9169 GOSUB 9996 :RETURMN

9178 H=@:IF CONCITEM) {>PRESPO5 THEM ME
6=51:GO5SUB 9996 :RETURN

9171 IF ITEM{}ZIS THEN X=9%

9177 RETURN
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3188 IF ITEM=2Z4 THEN X=0:MES5=18:G05UB
92996 : RETURN

9190 RETURM

97208 H=0:IF CONCL®) {}0 THEN MESS=69:G0

TD 9289

9201 CONC10)=-PRESPOS:MESS=82

89209 GOSUE 9996:RETURM

9218 RETURNM

892280 RETURN

9230 REM #% FalLl THRO TO MEXT LIMNE

9740 X-8:!:IF COMCITEMI {}*PRESPOS5 AND COM
CITEMI <}B THEN MESS=51:GOTO 2249

9241 IF ITEWH{}2Z AND ITEM{>11 AND ITEML
Y1Z THEM MESS=75:GOTO 9249

9747 MESS=Z4:CONCITEMI=1

9249 GOSUB F996:RETURM

92580 RETURN

9768 RETURM

92780 H=0:MES5=27:GOSUB 9996 :RETURN

5280 H=0:IF COMIITEM) €*8 THEN MESS5=54:

GOSUB 9996:GO0TO 9289

9281 CONCLITEM) =PRESPODS

5787 TIF ITEM=17 AND COMNI13=8 THEN HESS
=77 1GOSUB 9996:CONCL7I-1:HIDCII =17 :INV

=TNV=1

9283 IF ITEM=Z0 AND COMLi8)=8 THEN HMES
S=91:GOSUB 2996:CONCZBY=1:HIDC(18)=28:1I
NMU-INU-1

9289 RETURN

972980 RETURMN

9308 HK=B:MESS=79:IF MOUNS{>"COMB" THEN
9TAI '

49301 MESS5=80:GOSUB 9996:INPUT BY%

9382 IF BS$<{>CODES THEN MESS=81:GO0TO 93

a9

93083 MESS=82:GOSUB 11866

9389 GOSUB 9996 :RETURN

9318 M=A:TRAP 9319

9Z1Z MESS=87:1G0O5UB 9996:7 :MESS=89%:G0%

U 2996:IMPUT BS

9X1X CLOSE H1:OPEN #1,4,0,"D:aDV.DAT"

9314 INPUT #L;CC:INPUT H1;a5:INPUT Hi;
C5:IMPUT ©i;:CODES

9Z15 FOR I=1 TO CC:INMPUT Hi:D:COMII)=N
iIMPUT B1;0:HIDLII=Q:NEXT I:INPUT ®1;P
RESPOS: INPUT H1;MONO

9X16 ASILENCASI+1)=CS5

9319 CLOSE H1:TRAP S58:RETURM

9995 REM W SHOM %

9996 RESTORE 18880+HMHESS

9997 READ BS:7T BS;" %: :RETURN

2999 REM *¥ SHOH DATH %

ieaee pata Sorry I don't know how to °*
19801 DATA I'd better not!

10882 DATA Nothing happens

18815 PbAaTA Do vyou really want to quit?
18818 DATA Sair! You go too far.

18823 DAaTAa Ah that's better!

1909824 pATA Ak that tasted good!

18827 DATA I'm not Aladdin — nothing h
appened.

18858 pPATA I don't know what a

18851 pAaTa I don't see it herel

i8852 pAaTA I can't 40 that!
18853 DA I'm carrvying too much. Take
INVENTOry.

18854 DATA I'wm not carrying it!

18855 DpATAa I am carrying. ..

18856 DaATaA Sorry but I can't go in tha
Tt direction

16857 DAaTa I see nothing =special

18858 DATA I see something!

18659 DATA It's too heavy!

180068 DATA won't let me pass

18861 DATA Thank you 5ir. That will do
nicely

18862 DATA Receptionist turns away blu
£hing ;

189863 DATa It's very hot in here!

186064 DATA The snow is melting

10065 DATA That's very kind of you dea

rie
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METMAN

22

GI
Xy

iH
GI
HE

oy
an

KE

UR

ML
Hi
LH
oY
NZ
BH
L
ZF
aX

DM
ac
EH
IT

HD

PH
MT

NT
5.4

YH
BP
e
oY
CI
I0
wy

5H

&I

DX
GM
L L]
BP

GO

EQ
bG
FF
Ta

ZF
FR
Fid

o
BT
DH
GP

10066 DATA Thanks pal. We're off Now.

180867 DATA The computer flickers into
1ife!l

100868 DATA The combination number is

18869 DATA First I need a key!

10878 pATA Dog eats sausages and falls
asleep

18871 DATA Snow will bhe melted in

186872 DATA The snow falls with a sichke

ning plop onto thé presenter's head

180873 pATA and runs in freezing dribul

ets over his hair and head and shrink

5 his

18874 DATA Saville Row suit into a cru

mpled sodden mess.

100875 DaTA What a horrible idea!

iBB76 DATA The snow is in the fridge

18877 DATA The Ttorch is now working

i@a78 paTa IT'S TOO DARK TO SEE!

18879 DATA I don't understand you

1@P88 DATA Type in combination number
i8aasl CaTa HWrong number

1i8ABZ DATA The door SwWings open!

18e8% DATA There appears to be some ki

nd of weather forecast showing.

10084 DaTaA Torch needs a batiery

19085 DATA It's still dripping wet!
18886 DaTA Chart says: ‘Drop snow in

ridge to keep it from melting' :
18687 DATa TURN ONM DISK DRIVE; INSERT

PISK WITH SAaVED GAME

18668 DATA TURM ONM THE DISK DRIVE; INS

ERT & BLAWKDISK

10889 DATA PRESS HHEN READY

18098 DATA CONGRATULATIONS!! This game
is now over.

199891 DATA The snow is back in the buc
ket

18892 DAaTA Nothing at all!

18893 DATA Mothing happens! It's empty
1

ipe94 DATA The coat falls on The f1ame

¢ and smothers the fire

18895 DaTa SLaptl!

16999 REM ¥¥ PAa55S PROTECTION %

11888 IF ASCPRESPOS-1,PRESPOS-1)="i" T
HEN &% (PRESPOS-1,PRESPOS-1):="8"

11818 IF A% (PRESPOS+L,PRESPOS#13="1" T

HEN A5 (PRESPOS+1,PRESPOS+1)=""a"

118280 IF A5{PRESPOS+18,PRESPOS+183=""1"

THEN 45 CPRESP0OS+168,PRESPOS+18)="'8"
11838 IF ASC(PRESPOS-1@,PRESPOS—-183="1"
THEN A5 C(PRESPOS5-18,PRESPOS-168)="8"
11848 IF ASIPRESPOS+188,PRESPOS+i88)=""
1" THEN AS(PRESPDS+108,PRESPOS+i1881="8

11858 IF ASCPRESPOS-188,PRESPOS-10€)="

1" THEN a5 (PRESPOS5-188,PRESP0O5-1881="'8
L1

11068 RETURN

17000 REM % ROOM SPECIFICS ¥

171728 MESS=6X:GO5UR 3336

12121 O=COMCZ0) : TEHP=CONC18) :IF Q=PRES

P0DS OR O=8 THEN 12125

171#Z IF O=1 AND C(TEMP=8 OR TEMP=PRESP
05) THEW 12125

1212% GOTOD 12129

12125 MONO=MONO+18

12129 RETURM

12458 IF COME9) {}PRESPOS THEN 12153

121531 TEMP=COM (223 :CON (223 =CONC23) 1CON |

(2ZI=TEMP:CONCLI]=1

12152 GOSUB 118088:MESS5=61:GOSUB 3336
17159 RETURN

17178 IF ACTION=17 AMD ITEM=3I5 THEN ME
55=23:GOSUB 9996

12228 RETLURHN

12238 RETURN

12240 RETURM

12258 IF ACTION=13 AND ITEM=24 THEN GO
5UEB 11880

12251 IF A5(C(PRESPOS-1,PRESPOS-1)="@" T

EL
EF
EJ
EN
b5
EM
[FRY)
UG
v

LG
F5
Ep
EL
]
TK

GI
ET
ou
oY
EK
Gk

DH
IL

Y
HR

GC
EN
HQ
Pu

GE
EV
EZ
YH
KT

FT
F5

Fu
JE
FX
EuU
ED
EH
EL
o
JI

GI
ET
KH
KN

CR
PG
RF

RQ
HF

UF
HY
(111
GG
GH

HEM MESS=6Z:G05UB 39296

12252 RETURN

12269 RETURMN

12278 RETURN

12288 RETURN

12320 RETURN

12378 RETURN

12428 RETURN

1z438 IF COMCL15) <)PRESP0OS THEN 12432
17431 MESS=65:GOSUB 9396:CONCLSI=1:TEM
P=CONCZ25) :COMCZS) =CONCZ26) :CONIZ6)=TEHP
12432 GOSUB 11880 :
12439 RETURN

12448 RETURM

124688 RETURM

17478 IF CONC18) {}>PRESPDS THEM 12472
17471 GOSUE L1900 :TEMP=COM{Z1) :COMII1l
—CONMCIZ) :CONCIZY=TEHMP:CON{LB) =1

12479 RETURN

17488 RETURN

12518 RETURM

12528 RETURN

12558 RETURN

12559 RETURN

12588 RETURN

126168 RETURN

12648 IF LIGHT=8 THEN MESS=78:GO5UB %3
96:GOTD 12649

17644 IF COMCL16) {}PRESPOS THEN 12649
12645 MESS=B7:GOSUB 2996:7 1MES5=68:G0
SUB 9996:7 CODES
12649 RETURN
12658 RETURN
17668 IF COMNCZ) <YPRESPOS THEMN 12669
12661 GOSUB 11688:MESS=66:605UB 3936:C
OMIZ7I=1:CONC2)=1

12669 RETURM

12678 RETURN

12680 RETURN

127108 IF COMC48) {DPRESPDS THEN 1Z71°9
12711 IF CONC45I=PRESPDOS THEN MHES5=91:

GOSUB 9996

12712 IF CONC46)=PRESPOS THEM MESS=24:
GOSUB 9996:G0S5UB 1180B:CON(48)=1

12719 RETURN

172728 O=CONCZ0) (TEMP=CONC18) IF 0{}PRE
SP05S AMD (0<}1 OR TEMP{>PRESPOS5) THEN

12729 i
12721 MESS=761G0SUB 2996 ! MONO=MOND-1
12722 IF MONO}188 THEMN HONO=188

1272% RETURH

12768 RETURN

172818 RETURMN

17829 RETURM

1283080 RETURN

128408 IF CONCL1) (OPRESPOS THEN 12847
1726841 GOSUB 11008:MESS=70!GOSUB 9996:T
EMP=COMCZ8) :CONCZ8I=COMC29) I CONCZ2%)=TE
HP

172847 CONEC11) =1

12849 RETURN

12850 RETURM

14999 REM %% HELP TEXKT ¥

15888 DATA Try exploring and examining
things

15801 DATA Get out before the ice melt

51

15882 DATA Guards are poorly paid

15883 pATA Try getting very friendly
i5884 paTa Perhaps she wants to Sit do

wn?

15805 DaTA Savage dogs are often poorl

y fed

i5ea6 DATAa You need a key

158667 DATAH Computers neéd tapes

15888 DATA Journalists are hard drinke

rs

15809 DATA Try "TYPE COMBIMATION®

15818 DATA Examine cupboard?

15811 DATA Smother the fire

18999 REM % EXIT *x

19868 7 "“"The snow has all wmelted away"
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RS 19818 ? "There doesn't seem to be much
Point inhanging around."

N@ 19828 7 7 "In any case, two large bur
1y security guards have just arrived t
o Sort me oux!n

{ KF 13838 ? 7 "HELPi1i:1@™

LL 19848 7 :? "AGMOTHER GAME (Y- N} 7 "';:INP
ur B8s

RM 19858 IF BS5="'¥'" THEN RLUM

¥Y 19868 IF BS<)"W' THEN GOTD i9048

Za 19878 END

I M5 2'“'“ l?ﬂTﬂ 194-1!‘.133.243;134;133;242
104,164,141

ZK 28010 DATA 97,656,104 ,133,241,104,133,24
0,104,184

LK 28820 DATA 141,95,6,169,0,141,99,6,141
188

us 20038 DATA 6,172.99,.6,284,97,6,176,46,
177

KH Zoe48 DATA Z4Z,172,1008,6,209,2408,208,2
7,238,99

NW Z8858 DATA 6,238,100,6,172,1688,6,2085,9
8,6

0I 29868 DATA 48,225,238,99,6,173,99,6,56
+ 2X7

PF ZB878 DaTa 28,6,76,87,6,169,0,141,188,;
&

Yo Zedde DATA 2X8,99,.6,208,202,169,68,133,
17,141

0Y zaa%a pATA 101,6,169,0,133,213,.96,68,0,
a

bW Z8180 DATA B,—-1

EZ Z4739 REM %% INTRODLUCTION ¥

B4 25800 RESTORE 25800:GRAPHICS @

B0 Z5085 POKE i6,.64:POKE S53I774,64:REM DIS
ABLE BREaK

SF 25818 REab CS5:IF C5='"-1i' THEN 25638

TY 25028 7 CS5:6G0T0 258180

ADVENTURE

131
HS

ZL

uv

oc

RK

YZ

1]

aor

Ka

CL

I

YZ
YH

D.Jd
I

ES

FT

250638 RETURM

25048 ? " PRESS TO CONMTIMUE"::T

HPUT BS:RETURM

256898 DaTa - An adventure by
John MWhite

251809 DpATA On Friday I listened to the
weather
25118 DpATA It predicted bright sunshin

e.

25128 DATA On Saturday I went out for
a picnic.

25138 DATA It SMOHED!

25148 DaTa Today —-5Sunday— I am standain
g in front of the Met Office clutching

a bucket of snow.
25150 DATA Which I am going to dump on
the preésenter's head.

25168 DATA You'll direct me through th
e labyrinthof the Met Office to find t

he

25170 DATA But he's well—-guarded - I'm

not the only one with a complaint,
25188 DATA * » k3 k3 ] »
* *
25198 DATA Enter two-word commands to
MOVE MEe.
25288 DATAa Some words I usually know a
re:

Z5210 DaTaA TAKE/DROP/IMUVENTORY HELP
252280 DATA You*ll have to find the oth
ers!

25238 DAaTaAa =1

388088 7 “"ITEM"."LOCTN',""WAME'" ,"HIDDEN"
tFOR I=@& TO CC

I08i8 ? I, CONCIY, RESTORE ZI200+4I:READ
BS:? BS,HID(I)

IPBZ8 MNEKT I

forecast.

presenter.

THE SOLUTION

I hope that you enjoy playing "MetMan", but for those who get stuck a
complete solution is provided in coded form.

The key to decoding is this;

Start at the bottom right of the text and work backwards towards the top,
replacing each letter with the one before it in the alphabet. For example,
OBDSFFC FOJNBYF would transliate as EXAMINE BEERCAN.,

For lazy readers, a simpler alternative is provided. Type in all the
solution given below into "AtariWriter”, save the text as "CLUE.TXT", then
return to Basic and enter and RUN the program "SOLUTION.BAS",
below.

This will save a new file "SOLUTION.TXT" to disk. Return to AtariWriter,
load in SOLUTIOMN.TXT, and read off the solution normally.

The last article of this series will look at advanced programming techni-
gues and some programming aids.

XPOT QPSE - XPOT FLBU - UFLDVC NBYF - T -
(SFCNVO OPJUBOJCNPD SFUOF) - OPJUBOJCNPD
FQZU - F - (SFCNVO OPJUBOJCNPD UFH) - FQBU
USFTOJ - X - X - ZFLTJIX FWJH - X - FQBU FLBU - X -
O-0-F-F-ZFLTJIX FLBU - FGBT NBYF - X - SPPE
LDPMOV-O0-0-F-F-F-F-F-T-T-X-X-
ZSFUUBC USFTOJ - IDSPU FLBU - ESBPCQVD NBYF -
F-SJBIDFWJH-F-T-SJBIDFLBU-F-T-T-T-X-
X-X-X-ZSFUUBC FLBU -F - FHBTVBT FWJH-F -F
-F - ZFL FLBU - OPUSBD NBYF - O - UBPD QPSE - O -
O-X-O-FHBTVBTFLBU-0-0-X-X-X-X-X-T-
T-X-UBPDFLBU-F-0-0-F-F-UTJOPJUQFDFS
TTJL - O - ZFOPN QPSE

WARNING - "METMAN"
CONTAINS MACHINE CODE

ROUTINES. BE SURE TO SAVE
THE PROGRAM BEFORE

RUNNING IT

L
GA
ZM
EF
=1
My
cY
L
oM
UF
ua

oz

MK
oo
CE
GJ
FN

KR
PP

HJ
GA
LY

- TR - I B

ie8

1i8 DIM AS5C1008) ,BSC1008)

128

« THT™

138
148
158
168
i7e
i88
1%e
zea
HT™
218
278

ENM a=n-1

238
Z489
258

BEM HE
REM 11
REM B
REM # Hriting adventures Series

BEM B e e e e e e
REM 11 MEW ATARI USER - JUNE 1991

RE M e e T e
REM

SOLUTION
by John F. HWhite

REH
A5="":CLOSE H1:0PEN #1.4,8,"D:CLUE

TRaP 178

GET Hi,B:BS=CHR%(B)
AS(LENCAS)I+1) =B85

GOTO 148

BE="":FOR I=LENCAS) TO 1 STEP -1
BSILENI(BS) +1)=a5(T, I3

HNEXT I

CLOSE H1:0PEN H#1,8,0,"D:SOLUTION.T

FOR I=1 TO LEMCBS)
AZASCEIBSII.IX):IF A>64 AND ad{9%1 TH

PUT #1,4a
MEXT I
CLOSE #Hi .1
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REVIEWS

BUDGET DEL

ave yvou considered abandoning your 8-bit to buy an
H ST7? You may be surprised to learn that many people,

having spent hundreds of pounds on Atari’s latest
hardware, have been quite disappointed with the quality of
many ST games. Dozens of colours and digitised noises are
pleasant, but they don't necessarily make a brilliant game.
What about playability, addictiveness and lasting appeal?
These characteristics seem more prevalent in 8-bit games than
in those produced for the ST, and the latter may cost ten times
maore, s0 why upgrade? The problem is that most software
companies have chosen to concentrate their efforts where they
perceive the greatest profits lie, leaving thousands of disillu-
sioned XL/XE owners with very little to purchase.

company called Byte Back have published over

TWENTY different 8-bit games, and the range con-
tinues to expand. As well as releasing a few original titles, Byte
Back have acquired the rights to re-release some of the top
runners of the eighties, In fact, there’s never been a better
opportunity to obtaln so much great entertainment so cheaply
- you could buy the complete collection for less than the cost of
three full-priced ST packages! It is of course vitally important
to encourage companies such as Byte Back to maintain an
interest in the 8-bil market. All you have to do is buy the
software! With yvour support, but not without it, there should
be many more bargain oldies to enjoy, and hopefully some
original releases too. The future could be rosy! In case you're
not convinced, let's take a brief look at a selection of the
goodies on offer so far.

By far the oldest game in the series is Jon Williams® JET
BOOT JACK. This became an instant hit as one of the first
releases from English Software, who went on to become a
prolific source of 8-bit material. It's an amusing ten-screen
| platform game based upon the exploits of space-age jogger

Jack in a record pressing plant! He wants to amass the
greatest music collection in the world by retrieving musical
notes from the factory. but bugs and gremlins are out to stop
him. There are lifts and conveyors to contend with whilst
Jack's revolutionary jet-powered boots must be re-fuelled at
regular intervals. The graphics are excellent and the sonics
almost equally so0. Jet Boot Jack is still one of the best
platform games around.

Jon Williams was also responsible for TIMESLIP, though
unlike his previous achievement this one didn't receive a great
deal of publicity - perhaps because it's rather difficult to
describe! The idea is that a distant planet is in ‘timeslip’ and to
put things straight you must collect a number of time orbs
from each of its three time zones. The display is split vertically
into three scrolling scenarios - the planet's surface, under-
ground caverns [JBJ makes an appearance herel) and sub-
aqua - which vou can choose to tackle in any order, but strict
time limits are imposed. The graphics are great! Watch out for
a full review coming soon in New Atari User (once ['ve figured
oul how to explain itl).

The bulk of Byte Back's games originate from Red Rat, who

F ortunately, help is at hand. Over the past few months a
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BYTE BACK STILLS CARESA

emerged as the leading Atari publisher after English Software
left the arena. LASER HAWK is a brilliant Scramble clone by
Andrew Bradfield and Harvey Kong Tin, who later produced
the incredible Hawkquest. The original plot spoke of bombing
the headquarters of the evil ‘Proc Irata’ (baclwards?) and rival
computer manufacturers, but Byte Back have amended the
target descriptions to ‘hi-tec industrial eentres’ producing sus-
picious household invaders (I wonder why?). As before your
aim is to negotiate air cannons, robot ships, voleano eruptions,
missile launchers, laser beams and countless other ohstacles
in order to destroy the baddies. Naturally, both graphics and
sound effects are first class.
In ESCAPE FROM DOOMWORLD a group ol scientists
are being held captive on the planet Doomworld and it's your
intention to save them. The task comprises three distinet
stages. the first of which is a platform game involving the
collection of energy cells and several other artifacts. Next you
must rescue the stranded scientists, 'Choplifter’ fashion. be-
fore dropping them back at base. Finally you have to chase
after three bombs which are subsequently used to destroy
Doomworld, thereby completing the mission.
For shoot ‘em up fanatics, DREADNAUGHT is a submarine
adaptation of the famous arcade hit Defender. Basically it's a
two-way horizontal scroller featuring multiple waves of alien
craft whose objective is YOUR destruction - so you'd better zap
them first! Visual delights include well-animated players, an
intricate status panel and a brilliant explosion of particles
when you're hit by an alien missile.
Next guestion - are you brave enough to tackle the dangers of
Evil Otto's dungeons? If =0, then grab a copy of ROBOT
KENIGHTS. In this platform game you're required to prevent
Otto unleashing his monstrous creation to destroy the Future-
world. As a distinguished knight you must battle through the |
nine rooms of Otto’s hideout, avoiding deadly Zombies and
other nasties whilst accumulating energy and treasure, You're
equipped with a handy deflector shield to fend off fire balls,
which is just as well as any contact has a severe effect on your
energy reserve - careful or you could literally lose your head!
You may recall that NIGHTMARES caused quite a stir when
a certain distributor (well known for keeping a massive mailing




IGHTS

ESABOUT YOUR ATAR

list but never mailing anyone!) decided it wasn't suitable for
the general public. It was clearly a ludicrous notion since the
game is simply an unusual shoot ‘em up featuring a host of
superbly drawn monstrosities. Your job is to collect radiant
insects called Airflits and destroy hideous creatures including
demons, werewolves and "‘Monkoids'. Graphically. the overall
impression Is one of great attention to detail.

SPACE LOBSTERS is the unlikely title of an arcade adven-
ture centred on space hero Captain Crumble’s attempts to
salvage the huge colony-ship Colossus, which is drifting help
lessly through the Universe. The problem is that the ship is
swarming with Robo Droids and newly hatched Space Lobs-
ters, and oddly enough human flesh is their favourite diet!
Brilliant music, good graphics and an amusing theme contri-
bute towards an eminently playable game.

Other ex-Red Rat hits to look out for include the excellent
'1942' clone SCREAMING WINGS. the visually stunning
rally simulator SPEED RUN and the exceedingly addictive
CRUMBLE'S CRISIS (coming soon, we're told).

On a less frivolous note, a couple of recent additions to the
series are FIGHTER PILOT and TOMAHAWK from Digital
Integration. Flight simulations are hardly an obvious choice for
"budgetisation” since they're usually supplied with extensive
manuals, charts and other exiras. Byte Back have somehow
managed to condense everything you need to know (I hope!)
onto the cassette inlay which would suggest a fair amount of
experimentation may be necessary. FIGHTER PILOT was ori-
ginally eriticised for its fiddly ‘Lenslok’ protection gadget which
involved positioning a plastic lens against the screen to reveal
an authorisation code. The good news is that now you're
allowed to climb straight into the cockpit without all the
hassle. Once there, you can experience landings, normal flying
and air-to-air combat - in practice mode for beginners or with
log and crosswinds for expert pilots. With no fog, the graphics
are excellent!

TOMAHAWEK is a follow-up simulation based upon the AH-
64A Apache advanced attack helicopter. The controls take
some perseverance but it's well worth the effort as you would
otherwise miss the brilliant 3-D graphics, featuring more than
7000 ground objects! Onee proficient in the basics you can

by Paul Rixon

embark on increasingly challenging missions to liberate the
map from enemy occupation. A detailed review of Tomahawk in
PAGE & #35 described it as ‘a first rate, quality program
offering real challenge ... and lots of excitement’. What more
can I say?

THE BYTE BACK RANGE

(SO FAR)

ASTRODROID

COSMIC PIRATE
DOMAIN OF THE UNDEAD
ESCAPE FROM DOOMWORLD
EXPLODING WALL
FIGHTER PILOT

JET BOOT JACK
LASER HAWK

LITTLE DEVIL

MAD JAX

NIGHTMARES

PLANET ATTACK
ROBOT KNIGHTS
ROULETTE SIMULATOR
SCREAMING WINGS
SPACE LOBSTERS
SPACE WARS

SPEED RUN

TIMESLIP

TOMAHAWK

WAR COPTER

Others may have been released since the above list was
compiled. The games are priced at £2.99 each and are
available on cassette only, directly from Byte Back (Tel.
0536 771429) or from most 8-bit Atari dealers.
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AL/XEUTILITY

PAGE 6 WRITER

A Word-Processor For Atari XL/XE Computers
by Phil Cardwell

never used a word-processor. One of the many reasons
for this could be the expense of buying a commercial

T here will be users in the Atari community, who have EDITING FUN CTIONS

product. Now they have no excuse, because Page 6 Writer is a The editing features built into Page 6 Writer vary slightly from
more or less complete type-in word-processor, based around the normal Atari editing functions, but this should not present
one or two commercial fpublic-domain programs. too many problems.
BASIC USE CTRL + - Moves the cursor one space to the left

CTRL * - Moves the cursor one space to the right

CTRL - - Moves the cursor to the beginning of the
After loading Page 6 Wrlter the screen colours become white previous sentence
text on a black background with a blue bar at the top of the CTRL = - Moves the cursor to the beginning of the next
screen. This bar is the command line and will display various sentence
messages and prompts. Below the command line are a further SHIFT + - Moves the cursor o the beginning of the
18 lines which is known as the 'text area’. This space is used previous word
for entering and editing your document. SHIFT * - Moves the cursor to the beginning of the next
To start using Page 6 Writer all you have to do is begin typing. word
When the cursor reaches the right hand side of the screen it SHIFT - - Moves the cursor to the beginning of the
naturally goes back to the left hand side, one line down. If a previous paragraph
word was being typed at that time, that too is moved to the SHIFT = - Moves the cursor to the beginning of the next
next line, This is called word-wrap and retains a degree of paragraph
readability in your document. When the cursor reaches the
bottom right hand corner of the text area, the screen automa- To inserl a single space use CTRL-Insert. A better idea if you
tically scrolls the text upwards to make way for a new line. want to type in several words is to use SHIFT-Insert as this

will insert 255 spaces. A single character or space can be
deleted by using CTRL-Delete. The effect of SHIFT-Delete

instantly deletes all spaces between the cursor and the begin-
TYPING IT IN ning of the next word.
To quickly move the cursor to the top of the screen, press

CTRL-H. If the cursor was already at the top left corner of the

Listing 1 is the BASIC program and should be typed in. using screen then you will returned to the top of your document.
TYPO 3 to check each DATA line. The listing is a touch on the Similarly to get to the end of your document rapidly, press
long side, so | would suggest you type it in, in two or three CTRL-E.
sittings. Believe me the effort you make will be more than To delete a block of text, press CTRL-D and the command line
warthwhile. will turn red and display the message "ERASE (S, W,F): RE
When the program is RUN an AUTORUN.SYS file will be TURN to exit.". Each time you press S, W or P all text from the
created on disk which will be loaded every time the disk is cursor position to the end of the Sentence, Word or Paragraph

will be deleted. To exit this mode press the RETURN key. If the

When LOADing the program OPTION does not necessarily have 'I;IPTIDN key is h{_‘ld.d_.ln‘.Fle when you press CTRL-D, all iext
from the cursor position to the beginning of the sentence, word

to be held down to disable BASIC. The only difference this makes or paragraph will be deleted.

is that you will get an extra 8K of editing space. When you use the CTEL-D function, the text you have just
deleted isn't completely lost. It is moved to what is known as

booted.
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the 'Delete Buffer'. This prevents you from accidentally erasing
too much text and then having to re-type it all. By pressing
CTRL-R the contents of the Delete Buffer will be inserted at
the current cursor position. The CTRL-R function can be used
until the "Memory Full’ message appears, and can be used as
a very simple cut-and-paste facility to create data tables, etc.

The Delete Buffer is cleared every time CTRL-D is used.

CTRL-I controls the Insert/Typeover toggle and defaults to
Insert mode when Page 6 Writer is first run. In typeover mode
the command bar will turn black as a warning.

If at any time you feel that your document does not come up
to scratch, press either SHIFT-Clear or CTRL-Clear. The com-
mand line again turns red and displays the message "ERASE
ALL TEXT: Are You Sure (Y/N)?". Confirm this by pressing Y’
or abort it by any other keypress. Once an erase-all text
operation has been completed there is no way Lo restore it at
all.

DISK USAGE

A document can be saved or recalled to/from disk or cassette
at any time,

To save your text, press CTRL-8 and the message "Save
[Device:Filename)>" appears on the command line. At this
point type D:FILENAME.EXT and press RETURN. If the SAVE
is successful the message "No Errors” will appear on the
command line, otherwise the "Error #xxx" message will be
displayed.

To load a document into memory, use CTRL-L. The message
"Load (Device:Filename)=" is shown on the command line. As
with the save command type D:FILENAME.EXT and hit RE-

TURN. If the command line turns green when you press CTRL-

L that the existing text will not be wiped out of memory, and
the filename of the document you give will be inserted at the
current cursor position.

DOS FACILITIES

There is an integral mini-DOS menu built in to Page 6 Writer,
the idea for which was derived from the public domain word-
processor TextPro. Access to the menu is gained by pressing
CTRL-M. which displays the directory of the current default
disk drive.

The first noticeable thing about this menu is that the entire
directory of a single density disk can be displayed. However in
order to achieve this the sector count of each file is missing.
When called, this menu highlights the filename in the top
left-hand corner. The highlight bar can be move to any of the
filenames by using the cursor arrow keys, but there is no need
to hold CONTROL down as well.

ESC - Will exit the menu and return you to your
document
CTRL-L - Loads the highlighted file into the word
processor. Any existing document will be

overwritten
CTRL-D - Deletes the highlighted filename
F - Formats the disk in the default drive. There is

a confirm promplt to this option

L - Lock. Protects the highlighted filename from
being accidentally erased
- Unlock. Unprotects the highlighted filename
- Renames the highlighted file. Simply type in
the new filename and press RETURN
1-8 - Gets a disk directory from that drive number.
This drive number then becomes the default,
and a directory will be taken from it if the mini-
DOS menu is left and then re-entered

e

EXTRA FEATURES

A search and replace facility is a major feature of any word-
processor, and Page 6 Writer is no exception. To use this you
must first tell Page 6 Writer the string you want to find. This is
done by holding down OPTION and pressing CTRL-F, to get
the "FINL):" prompt on the command line. After typing the
siring press RETURN, and then to find the first occurrence
press CTRL-F without OPTION. The FIND function is fussy and
distinguishes between cases of letters. So if you asked Page 6
Writer to find "the’ it would not stop at ‘The'. Also Find will stop
at certain words because the string is embedded, i.e. further.

To change the found string, you must first set the replace
string. This is done by holding OPTION down and pressing
CTRL-C to get the "Change To:" prompt on the command line.
Type your desired replacement and hit RETURN. Now to
actually change the string found press CTRL-C.

By combining the keypresses of CTRL-F and CTRL-C we can
effect search and replace. Alternatively you can use the global
function which is accessed by pressing CTRL-G. This will find
EVERY occurrence of the find string and replace it with the
replace string, Use with caution, because if the find string is
embedded within another word, it will produce highly undesir-
able results,

My preference for sereen colour may not be to your taste and
this can be altered as well. Pressing CTRL-B and CTRL-T will
cyele through the colours available for the background and
text respectively.

To some degree, minor typing errors are also catered for. A
common error is to see a character or word that is written in
the wrong case. CTRL-A changes from uppercase to lowercase
or vice-versa. And transposition errors can be fixed by pressing
CTRL-X. The character at the current cursor position is then
swapped with the character on its right.

Another small feature is CTRL-W which displays the amount
of free memory in terms of characters. And by pressing CTRL-
Z you are able to distinguish between true spaces and padded
spaces, the ones that are used to compensate for word-wrap.

That's more or less the basic features of Page 6 Writer. All
that remains now is for you to get familiar with Page 6 Writer
and get ready to print it.

PRINTING

The support that Page 6 Writer offers for printing can be
complicated, yet once mastered, you will be able to see the
power of the array of features. With these new features comes
a whole new set of commands as well.
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To begin printing is simple, press CTRL-P, type the device
and filename (Generally P: although you can print to the disk,
etc.) and you are off. In order to make your document look
presentable, Page 6 Writer uses a set of defaults which can be
altered by the user,

Page 6 Writer requires formatting commands to be entered in
inverse video, but because the normal inverse video key is
disabled, the SELECT key can be used instead. All Sformatting
commands should be typed in lowercase only. There are two
levels of formatting which are called CONTROL and EXECU-
TION. CONTROL mode controls items such as the page mar-
gins, whilst EXECUTION mode commands are carried out
when the line is being printed.

CONTROL COMMANDS

Remember to hold the SELECT key down before pressing the
key.

1 Is used to set the left margin. Any value between 0
and 255 can be used, with 0 representing no margin.
The normal default is 5

r Positions the right margin, with a value from 1 to
255. The normal default is 75. If the right margin
value is less than the left margin be prepared for
some rather unpredictable results

t Top margin position. The number of blank lines o be
printed before the actual text is printed. Defaults to
5. If a header exists, it will always be printed on the
Ltop line(s) of the page

b Bottom margin position. The number of blank lines to
be left at the bottom of a page. before going on to the
next sheet defined as the page length less the value
given here. The default value is 58

f Define footer. Followed by a line of up to 255 charac-
ters, execution formatting commands can be included
in the line. You do not have to set a header to use a
footer or vice-versa

h Define header. As for define footer. If you do not want
the header to be printed on the first page, simply
press the RETURN key before defining the header

i Include a file. If followed by a legal filename (D:file-
name.ext), Page 6 Writer will load the new document
and continue printing as normal. This allows docu-
ments larger than memory capabilities to be printed.
m - Margin release. Used to outdent text, it should
come into operation before a line is to be printed, and
after printing the normal left margin value is restored

n Next page. No value need follow this command

P Page Length counter. Defaults to 69 though this may
have to be altered depending on your paper size

q Quotation. Follow with a line of up to 255 characters.
It works in a similar way to the BASIC REM state-
ment and will not be printed

s Spacing. Defaulis to 1 for single line spacing, use 2
for double, 3 for triple, ete.

W Wait. Useful only to those with letter quality or single
sheet printers, it makes Page 6 Writer temporarily
stop printing until a key is pressed

x Controls the page width and defaults to 80 for
B0-column printers. Use 40 or 132 for others
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] A value after this symbol, indicates what number to
start the page numbering facility with. Defaults to 1

7 This causes Page 6 Writer to start printing only when
the given page number is reached

EXECUTION FORMATTING

These commands can be either at the beginning of, or embed
ded in, a line of text. Again remember to hold down the
SELECT key when entering the key press.

# Causes the current page number to be printed

c Centre a line of text. Place at the beginning of the
line. If you are using a 40 or 132 column printer
remember to alter the page width above, as centring
uses page widith in its calculation

e Edge to right margin. All text on the line following
this command will be blacked flush to the right
margin

u Underline mode. Use one to enable underlining and
one to disable. It will only work on printers that
recognise CHR$(8) and CHR$(95) as the underline
on foff controel codes

As Page 6 Writer was designed to be specific to no printer,
how does one send control codes out? As a practical demon-
stration lets adhere to the Epson standard.

Firstly the Ese character must be defined at the start of your
document. This can by be done by holding down SELECT and
typing an UPPER-CASE letter, followed by the = sign and the
ASCII value for the Esc character. Viz.

E=27

Remember the E will be inverted. The E key has now been
assigned a value of 27 so all that remains to be done is to
define printer codes to other keys, in much the same way.

1=14
2=15

So if we now typed the line:
E1HELLOEZ2

The word HELLO would appear in double-width, because we
had sent the control codes to turn on double-width printing
then off again.

CONCLUSION

All that remains for me to do now is say that | hope to provide
extra add-on routines if there is sufficient interest, such as
word count and 80 column print previewing, at a later date.
Page 6 Writer has been tested with DOS 2.5, DOS XL, Sparta-
DOS with the US Doubler, and only one problem occurred in
using disks that have been formatted in true double density,
heed my warning. :

I hope you enjoy using Page 6 Writer as much as [ enjoyed
writing it. | would also like to extend special thanks to Bev
Prince for a little support and to Charlotte for the inspiration to
finish the program.
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1 REM Attt o
2 REM 1t PAGE 6 WRITER Y
I REM 2t by I
4 REM 1t Phil Cardwell %
5 REM #f —————————— oo "
& REM B MEM ATARI USER - APRIL '91i #
?‘ !E" it i Mttt R R T T T

18 REM

70 DSK=1

I8 TRAP 40000:DATA @,1,2,3,4,5,6,7,68,9
,0,8,6,0,0,0,8,10,11,12,13,14,15

49 DIM DATSC31) ,HEXCZ2) :FOR X=0 TO 22:
READ M:HEH(HI=N:NEXT X:LIMNE=996:RESTOR
E 180808:TRAP 128:% "CHECKIMNG DaTa"

58 LIME=LINE+18:? "LINE:":LINE:READ DA

TH:IF LENCDATS$) <98 THEN 178

60 DATLINSPEEK(183)+PEEKC(LB4)%256:IF D

ATLINSYLINE THEN 7 "LINE *;LINE;" HISS

ING!*™: END

78 FOR H=1 TO 8% STEP ZiDi=ASCIDATSIH,

HI)—48:D2=ASCIDATSCH+1,H+1)) ~4B:BYTE=H
EXIDL)®%i6+HEX (D2)

88 TF PASS=Z THEN PUT #1,BYTE:NEXKT M:R
EaDd CHESUM:GOTO 5@

%8 TOTAL=TOTAL+BYTE:!IF TOTAL»%9% THEM
TOTAL=TOTAL-1888

180 NEXKT K:READP CHKSUM:IF TOTAL=CHKSUM
THEM S0

118 GOTO 178

126 IF PEEKCL95) {>6 THEM 170

1%I8 IF PasS=e THEN 150

140 FOR H=1 TO 89:PUT #H1,0:MEXT M:CLOS

E BL:END

156 ? “INSERT DISK HWITH DOS, PRESS RET

URN"; :DIM INSCL2:INPUT INS:0PEN H1,6,0
, "D AUTORUN. SY5"

168 7 :7 “HRITING FILE":PASS=Z:LIME=9%

B:RESTORE i1000:TRAP 120:GOTO 5@

i?8 7 "BaAD DATA: LINE "1 THE:END

1888 DATA FFFFABLF4ADiIFASBABDFLA4ASBBED

F244A50CBDFI44N50DBDF4444DCE602BDCSBZ2ZR

B8925049CBCDEAAZBDEA4ZFOZ1L, 659

1818 DpATA ZOLFZ25Z2839Z2AA50CBDT6Z5A50D80

F7PZ2SA97S8568CAY25858DAY00ED 440249018509

Z?OECZS4C4NZ60BZOFEZAAA80, 121

1028 DATA PPOOOOOONOOAAA1E1816818130418

BR666666000000000966FF6666FFG6ABLABIEGR

ICAG7CiBdoBAACCHBIAGACCAC, 793

1838 DATA AO0BIBGCIS7ODECC760018183008
G0BDANANIBIAGEAEAE0603I000IGLE0CACACLETR

POPAGEICFFICEEAROOABLEBLIA, 76

1048 DATA 7ELGLG0000000000603AZA600000
PPBA7EGADAADBNDONNABARAATAINEGARAGBCLE
3I060CH0O7CCEDEFGEGCETCO0, I92

1058 DATA 1B8ZB8181818187EBA7CCEOCLIE3IR6E

FEOGOFEBC18I8ABCCE7CABLCICECCCFEACOCABFE

COFCBGEBGCE7FCAB7PCCOFCCEGLCEG, B4

10860 DATA CS7CPAB7ENGDCLIBIVGAG68887CCECSH

7CCHBCHE7CAB7CCACA7EACLEIAAAAOININABZAZA

2000083030803 IRGA000C1LE , 244

1878 pATA Z0683018528CO000007EQEOBTERDGA
381680CHGBCIBIABBICEEOGFCZAFFZLIGC180018

8e7CCEPEPEDCEBICRBFCCEBLE,172

L8888 DATA CEFECECEBBAFCCGECGEFCCH6CEFCABTC

c&eCAcAacec&E7CODFBCCCGCGCECCFEBROFECBCAFC
COCBAFEBBFECACAFCCACACAAAE, 280

1898 DATA 7CCECBDECGCHE7CHABCECHECEFECHBLCE

CGOAA7ELB1B16818187EAOIEACACACACCCTBAACE

CCDBFepDBCCCEABCACACACACH, 278

1188 pATA CBFEMBCEEEFEDGCGECHECGEOBCEEGFG

FERECECHEBB7?CCHECECBCECEFCABFCCBCBCHGFCCR

Coea7CCeCHGCEDEPCOERBFLCCE , 966

11198 pATA C6FCPBCCCGEOBFCCEBCAVCAGCE7CBA

7E18181B818181800CECECECBCECE7CPDCECETE
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CECEGCIABBCECECEDGFEEECE, 234

1178 DATA ABCHCHEHCIBGCCHCHABEH6666ICLE
i8i8@BFESCLIEIOGBCOFEMRLIEIBLIALBLIB1IBLERD
406830180C06008BFA3IAI03I0, 438

1130 DATA JB6IAFO0BBBLCIGLGIDDOODOFGZLFI
iZeP000000000EEBFFOO0000000BBBBBADBTCCE
9393819999EGFCB295829999, 28

1148 DATA BIFCYCCZI99E2ES9CZ7CFCB239%939
999982FCFEBZ9EB49CIESZFEFECACEC2CECCCC
TBFCCZI999E9199C27CFE6E9999 847

1158 DATA B1999999F67F6L7IIZIZVIGL7FIE
E2XZIFTITEICHETCEGIIFZGAIZIFIFIFEGTHACACAC
ACAEAZTCEGI981B16899999E6, 326

11680 DATA EG?F69681919999E67CC2I9993932
CZ7CFECICYCICICECBFA7LC29999599592C%767C
C2C9C9C2ZCY9CIFF7ECIFECEZF 2,323

1178 DATA 993 CI7PEFEC266646464647CFE9999
999999C27CERY9999999C2643BF69999998981
99FGEG9999CZ999999EGERD9, 564

1188 DATA 99CIEGG4647/CFECLIF23ZEACECLFE
7O6B7B607ELGLESRPB163CTELIB181 088881818
L87E3C100000030831IF422EF, 811

1198 pPATA ZIFIFFIBle0Dl806CTESCLOPBBEDA
OBLIBIC7EFEICIB0P000B7CAG7ECE7EODOBCAFC
CeCeCHFCOOORRBTCCECACETC, 4172

iz88 DATA BOAMOGTECGECECGEYEBOOOOO7CCEFE
CA7PCEDBOIEGBFCEREO6006FCAOECECECE7ERR
AACACOFCCECECEDD001800318, 268

1718 DpaTA 18183CiBFR1AGALIBLIB1B100888CEe
CCDBFAECCCHABARIE16818181683ICOBBRRBRBCCFEFE
PECEODRRBAFCCECECECHPDDD, 402

1228 DATA OB7CCHCECGE7CCOCBBAFCCECECEFC
06B6ABTECECECEVERDDOBBFCCOCBCACRDBARAER
JECB/CAGFCOODOIBFEIAZIAZIN, 756

12I8 DATA 1EBBBBBBLECECECEVERABBOBLECE
CE6CIGAE0000CEDEFE?CECOOABRRCE6CIBECCE
BGFCOBCECECGCG7EPODOOBFE, 458

1248 DATA OCISGOFEGEDBOELBLIAIBGI61B1818

18181818181670007018181C1B818FBZIFFZ300
faNoREla3I8l1a0008000801818, 313
12580 DATA 181C1B10Z48B25A45008DI024A581
BDI1Z4ASEZEDIIZAAS8I8DTI4Z4A685F020AT00
SDBFIFAGDBBIFFFFI3FFFFCE, 388
1268 DATA CCBFIFDOFAEEILZ4EEIAZ4EQDOF0
B7CADBERASBADBDPEGRASBSNABSEADPRLIGO1B880
GBS5818D78Z2405808D7 7241880, 169
12780 DATA GS5BIBD7BZ24ASBZBDTAZ4ESN4B4ADE
P4AFEODABFFBYFFFFY3FFFFEBCAFFDAFSCETOZA
CE7BZ4CaADBEAGBAYZECBLE6D, 106
1z68 DATA P0441865588588A5576%0088582148
ADBBIFESBAADBCIFASABBAZBLADBEIFA85914008
Bi8A9997IFCB297FCY5EFA16, 346
1298 DATA CCOCAADBEFBEBBLIBAZIVFCIDBFOOT
BEDABFSACYCA488CEB48CAB0OBII7TIFILEEBCECA
BCDOF61B898652A858ANSBREY, BOE
1388 DaTa BEBSSGEOALDBOIBCHBAIFCCICA4FD
BBAY4BI1B66CA4CFAZ41B8A5B669286588I002EG
B890CZ507Z6ESEDLIFOBI4ACAF, 216
1Zi® DATA 24AS5BABDYSIFASBBBDY63FE0ADBZ
IFESBABDABIFADYLIFASB6ADBIIFESEEE0BCIF
BDIZIFBESB7IBADBSIFEDBIIF, 415
1326 DATA AAASDBABFFCEBBYILIBACBEGSEBYL184A
CBDOFBEGEBCADOFE218A60858CA48DAY0LEBDFE
BZNOOABLEBCFOBG2ZBS4I8CED0, 106
13I8 DATA FEHERZAAZIBFOFEGOZAGEZS5ADIB44
FORGEABBOASIBILEGGZOECZSAC4AZEAITDZOLAIE
A9748DBEIFAYAOBDOZIFADAL, 220
1348 DAaTA IFEDEGIFGDOG8IFSDLL1488DIA4080
E74IBDBERZBDIDA4AIZBEBDICA4AFI4418B690180D
B3IZFADILIAZIBEYBLIBDE93IF3E, 771
1350 DATA ESBABDB7IFIBEIDLBDESIFARFFAD
BF48AS4ABFOL10ADBYIFADBSIFAIB7EDE7IFADLE
BPB9IFGOZOI62DADB2ZIFASEG, BIT

1368 DATA ADBIIFASA7Z208B24200C26A9BLAN
continued =
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BG
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HK

FO

TL

IDZOS9ZSEEBDOEZ60I27IF4CBB27201C26090F
ABIDZO59254900808DIFE0AD, 923

LI70 DATA Z7A90091SBBBL1OFBAIEAASSZAS5SS
£554604082980858C68297FC960600DCY920BAR6
1869404C47263I68E920058C60, 309

13680 DATA ABABBCIBA4BLB68590AB0AECEDI4T
B186498891060D904449018D9B4420862420A2
3500124090880 1FDPBAS 142210 ,127

1398 DATA FAFOAIPRES144C53I26AAA%0BBDLF
CeADAFDACYASDAASAIEO0SDEY4IA0B0ASI09186
ADBDIFFOA78A4BZ0ACZ668AA, 360

14880 DATA SACIIBDOOSAZIEACCEZGBAZCETAZX
Z81AC99CBO6EZI7FC9209060C97EERSCCIECFA
ERCY9SEFOS4C?SFFOS0BA48A0,227

1418 DPATA ABBCE74IB186CYSEFOBSADBEZIFFE
03IZO652CE828ZEZGZ97FADEY4IAMAOI1E6208E
Z4IBASEGEDILIFBESBCASETED, 271

1428 DATAa 9Z3FOSOCY00ER4Z7FFZ7A5S866900
B021ZFASB769000D?23FEGBGDORZEGRB720BBET
4CANZGAEZFZ7DD3IFZ7FAAGCA, 60

1438 DATA DAFA4CAAZECABABAARAIZELBADAY
4BBDGAZ7ABBDEIZ748602301020304050607086
B90CADLALIAL1121T14171818,7

1449 DATA LCIDLELFSCSESF7C7DFEVFICIBFE
FFI8IZ6BZ29F6I93AZB4FZ9C132D5Z98F2BCAZE
AATOSDIBBL27F2IT41ZFECEL, 809

1450 DATA CCZF7IZI96CIZIBOIZAB2783Z2IEIZY
A0ZBGDZEDS280B293AZD192DF72C182BIC2CCL
?BXT4?CZEBZEGAZCADET43I4980, 721

1460 DATA BDE74ZI604DDG6Z2Z49108DO06226G82Z8
162838ASBGEDBBIFASS7EDSCIFBOLDIBADBBIF
EpP82IFESBCEDGIIFOSBCFBAD, 631

1470 DAaTA ASEBGBDBBIFASGE78DBCIFZOOBZ43I8
AD9SIFESAG6858AADIEIFESS7E58BA50AFPOZEE
1818ADBBRRZGFBZ8XFGDBASF , 646

1488 DATA BDBBIFADBCIF69808DBCIFZO6624
ACEEZ2760IBADP1LIFEDASAIFASBCADIZ2IFEDBGEIF
BSECOADCADBAIFED91LIFADBS, 945

1498 DATAH IFBD9Z3FIBASBGEDBZIFBSBCASBY
EDEZIFOSECEOBBADB2IFESE6ADEIIFBSBTERIE
ASBEED91IFASBCASB7ED?23F , 662

1588 DATA BSBCEBOOLG6OAD1IFESO6ADIZIFES
B760A90EEDLFDOADIFDEOCI83IDOLEADICS44CI2ZE
FBL4EEPCA4EESCA4ACEID4420,170

1519 DATA BBZ4Z0BBZ7A97DZ0543I84COCZ6ER
G6DO0ZEGBTACEBZ27A%08801LFDOADLIFDACHGIDE
LEADOCAACHIBZFOLACESCALCE, 343

1578 DATA SCA4EEIDAA4ZOB8B2420BBZ7AI7D20
S43I84COC26A586D002C687C6B64CBB27ASBEBS
BAASE7ESBBEC6EEABFFBLBACY , 973

1538 DATA BAFRR4CISEDODIBEDEF3IBLBACIDE
FOOBCISEFADAB8DOFIFCZBF72960389865BABS
B6ASBBGYARASATACEB2Z7A000, 729

1540 pATA B1BGCIBBFOBBCISEFOOLACEDOFIGD
CEDORBEGA7ASE7CDIZIF9002D0B19B186CYBOF
ECCYSEFAES189865868586A5,250

1558 DATA 87690885874CBB27ADY1IFE5E6AD
923IFE85874CEB27A900808BIFADIZIFIGEIGACD
SIIFBABIADPBIZFEDBCIFZOEE, 387

1560 DaTh ZA4CA43IZ9EE73IZ9EE7I2P9GO00EESZ
Z9EEBIZ9ADB329296FBDAZZ960REASBEASBAAT
B7658BCH8BABFFBLBACIOEFD, 719

1578 pATA @CCIBLFOBECS1FFOB4CISEDADABE
PREBGABLBACIPEFDLIBCIBLIFBLI7CIIFFALICISE
FeeFSBEDREBCGBBASABCDEB2ZIF, 760

i580 DATA BBEZACDDZ9848CCEBCCBFRRABLIEA
CO9BOFBF7EB4CFD28A4BC4ACAGZIADBIIFESB6AD
8IIFBSA74CBBE27A000B166CY, 827

1598 DATA PEFALDCYBIFALICFIFFBEIFIZAFE
1SC9SEFBLICBDAEREGSTASB7CDI2ZIFFOEZIOED
ACAIZI9CHDBBEEGBTASETCDIZ, 444

1608 DPATA IF9005FO0ILAC4IZ9B186CIBAFAEY
CYBEFBESCYB8LFAELCILIFFODDCISEFBDI4CTAZY
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1618 DATA A9BLBDBDIFGOIOASBEEDBZIFASAC
ASB7EDEIIFASACDARIGEGEGOASO6E8580A58785
BlGAIBASOGBSEZ43FFG5808D, 251

16728 DATA FALIFASG7858349FF6E5818DF2Z3FAS
BBBDFIZFASBLEDF4IFASB2BDFSIFEE8OAGESED
FEIFE561I8A0F2IFEDEEIFCD, 767

16Z06 DATA B9IF3010281CZ26A9DBADIDZASI2ZS
A9018DBDIFGAADEDIFESBZADEEIFE583IADF LIF
68564 1B6DEDIFEDEDIFADF2IF, 171

1648 DATA BSBESGDEEIFSDEEIFZA1024a0F3I3F
A580ADF4IFE581ADFSIFBSEEZADFEIFE58IIGAD
P1IFESHZ2B8504ADFAZAEFZAIZ, 233

1650 DaTAa IFESB8IBSBSZOLOZ4ZGADILIIFEDFL
IFED?lEFﬂD?ZSFEDF!SFHD?ZEFEDZG‘BZAZEﬁL
Z870682AZBADEDIFES@LEBDED, 464

1660 DATA IFADEEIFESPOSDEEIFGOZOGEZGHZO
4BZAZ0ALZ2B20682A4C1AZBADIFDBCYBIFODILC
ICZEZ26I92AADI28591201C26, 394

L6708 DATA APE7ABEDZAS9Z5Z06GFZ548200C26
6BZ9SFRF4BCISTDEOIZRABZAZODEZE4CHR2ACT
S3ID889Z04B2ZAZ0B4294C682A,59

1688 DATA CISODBBIZOAGZAZOIBZLACGEZAGE
3BASGEEPGBIFA58CASATEDBCIFASECFALAADEDE
IFE586ADSBCIFAS587A98068514 , 986

1698 DATa SDLFDOASLI4ACYLIEDBFRA4ACBBZTADBZ
IFES86ADBIIFASAVACASZBASE6E858A8582A587
858B8583A00BB1BACYBADOLE ., 677 ;
1788 DATAa CEDAF7ASBBCD?ZIFI88FADILIFES
BAADIZIFESERNABB4CFAZBEGFOZBEBZCOB4C00
ZB1696656A8580A0900658885,514

17198 paTa BLIBADFLIIFESBZOSB4ADIZIFESSS
BSESIBASBOESSZEDFLIFASBLESBIBDFZIFZO1E
Z438ADY13FEDFLIFBD913FAD, 545

1728 DPATA SZIFEDF2IFSD9Z3IFG6RAIFFBDAA4D
ACAFZCAS058DBA40Z204F2CB186C9000801CH4C
429490080 0B40207B2CA900, 971

1738 DATH AEDA48HE0091B6CBCADBFAGRAIOL
BDOA4BATOOEDAB402Z07BZCAI00ADREILE6ACEE
Z271BADY1IFGEDOA4BADIZIFGD, 572

1748 DaTa BB4OCDBSIF00S686B4CCAZC1BAS
86E5806DBN4DBEEBZNSE7E5BL6DAB4DB5833I6AD
531IFESS0A8S840D923IFESS185,699

1758 DATA BS204DZ241BADP1IFGLAA4BBDI13F
ADIZIFGDOBABBDY2IFGOADBEIFA97480BEIF 60
AIFEABIDZ2BS592520A2I8B297F 147

1768 DATA FBF9CY7DFBFSZIDFCISIGBATECEC
E7ZDBBBD1FPOADAFDACIBIFABLEOAIIZBHSILEE
ICZ6AIOCABIEZBS22520042C, 687

1778 DATA FOBI4CEC26AZFATAZOLIFZSZOEC2S
4C4RZ60000B186CYSEFOLICEDOFFEGEBT7ASA7CD
9ZEIFIBEEFRECAC4A325CEDBB2, Td44

1788 DATA EGB74CI4A294586358A0587858BCH
8BABFFBLBACISEFPLLIB8CBFFDPAFSCEEBASBECD
BIIFBBECACDDZITIEIBESBABS , 45

1798 DATA S8AATPBGSBBBSBBIGASEAESE6BSAL
ASBBESE7AS8CDBLZA4BC1BASBAESECES5S8AASEE
E88858B4C4DZDASBABSBBAS, 877

IHBB_DﬁTﬁ 6B8S8VACBB27A9406D0DED4AYFIBD
00824920800 10ZADIAOZE5EBCADILBZBSBDADDE
BE9D72D91BCCACAICDOFGEABO4 , 23

1810 DATA ASSBI18CASSSCEY1B8CABLAASECTI
8CASBBCBEI1LBCAICOBDOED4GBTA7070CIORROO3
8I03030I0303I0IBIOINIESZD, 532

1828 DATA EIZEOI03INIONI0INIAZI1041D7ZD48
Ab7IZo98D0ADABD1BDBBDCOOZADEBIZIBDLTDBAS
916DCEOAZAPOABDCS@ZAIZOED, 876

1830 DATA F48ZAP00BDPBGOZGG40A70880LFDB
ADLFDBCY0IFARIZAZIF92AZB1C26A916A03EZA5Y
25A000B18649802186208B24, 163

1840 DATA ADBPBLB64988%18649328591286F
25795F0940C957000 92080 ZEZ0OC2ZI94CBF ZECY
5I0pAB92E802EZREAZFACEFZE, 340

1858 DpATA CO950DOAYZOBOZEZALAZDACEFZEZS
BEZ7ACACZHASBGESEZEDE7IFASEVESBIBDESIF

lsswe 50 - Mew Atari User




acms

IpP

J0

F5

5I

LJ

HT

oL

HS5

GR

rE

BY

L

HE

GEB

6B8I8ASB6B5B0EDEFIFBDFLIF 481

18608 DATA ASB7BSBIEDEBIFBDFZIFZAFFZOal
E7IFB566ADEBIFASE8720BB244CI5ZEAREZTESSD
B8DI33FAPBOBBCY4IFACFABZAY, D

1878 DATA ZOZOS436AFTEZOS4388CI43IF206F
25ACP43FZCEFATIIOIICILBOAOBAIBOEAZESEZF
BDE74AXBDAZBZACDBZEC?96BF B, 886

igas DATA ASCO7EDOBFEG10B84CB4CDBZEASVE
2054I64CDOZEBSAC2ZI7FCI2098CACI7DBOCACC
933FFBBBASBCEZIVFAZBEBELF, X532

1898 DATA DBAELFDBESBSDABZADBA3IBFIFZIA
5438A9008DE743CB4CDOZEAZOLIBEFOBZAYROIT
BFIF9860A9328591781CEZ6R%,402

19080 DATA CFAR3IDZOSIZSEZON4ZCFOA3IACACESE
ADPFL44850AADF244850BADFI44850CADF 44485
BDAC7AEAGF2FEAIDATYOOBDER 431

1918 DATA 434C7CEZFADBOBPEB4IADBZIFBEAA
ADBIIFBEEB4C9GZFATBOEBDEB4ZASAGESBAASET
858RZIBAD92IFESBBAAEBADDO, 158

1920 DATA B1BAZCEB4IIAAFCYYBDOOEAISELC
C2ZFZPZEZG4CC22FCI5EDOOSAIIBACC2ZZFZOAB
JZ916ACBDODIEGEBCADBL 468, B4A7

1938 DATA ZPACZ6ATIPABIEZASH25AY002058
I0I0402077IFAZTOADBZIFIDA40IADEIIFIDAS
8I38ADYLIFEDB2IFIDABBIAD, 945

19%48 DATA SZIFEDB3IIFIDAFBIATOBIDAZEIZE
EGE4IBBB2ZOGFZFZOZ7IBIOOA4CEEIL9048206F
ZFE8ABCREBOFOZL2848A970D20 ,49

1958 DATA S4ZBAYSLIABIEZOSIZCGOANATBEZE
7630205302096 20A9018DBDIF6DZALCZEATSY
ABIEZBS9254C37IOAEEA43AD , 25

1960 DATA BCOD4AZBI4CSEELARZ7OBEEA4IBDEE
434DPBEVZ248AT40EDBEGBINE6I10220B7ZEGRBD
BERZADI4IFDOOSZOOCZE6A68, 710

1978 DATA 4CI9EZDZESBIBAEEA4ZASBFID4402
AFIFILASBIADI4IFIDABOIAYEDIDAIDIADEDAT
SD4ARTIAYOTIIDLZBILCEOEATH, 236

1988 DATA ASGBGEDSZ2IFSS8AGSBEASBTEDOIIF
B58PESOFOSEAFPRAAICABEILERICIENITIABIE
Z285925A70420583010034C1E,51

1990 DATHE IPASILCICAFPOIZOLIFZSIGEEIRCE
G09003I4C1EIOACSBTLAEEA4IASBGIDA4BIASET
9p4ASOIIBADBAIFESBEI 04803 ,851

2888 DATA ADBSIFESE7ID4983IAYR7IDLAZEIZE
SGE41005CABBFBR1IE6OAEEA4ILBED4B03I6DB2IF
B0I1IFEDA20I6DE8IIFED92IF , 583

Z818 DATA 18ADS1IFGSBEBDILIFADPIZIFESAF
BD9ZIFZOE9ZFADYLIFASAAADIZIFESEEAIOOAE
F18ACEDOFBHDZASOID1IDDILAC, 7OE

ZOGZ0 DATA LEIGAS7DIOS43ISAI6IEGTIL6ZIZA0
ZEZB59254CI7IDAY4DBDDEDAADT7IZ 80D CE0EBD
CEBZADAZIZIBDCEAZEOAZOBEE, 83

2030 DATH E3IFBEEAIFBEEBIFBEECIFIBBLIBA
E918982AC90ABAZ60EEYIF2EEAIFREESIF ZEER
ZFPEEYZFZEEAIFBEEIIFZEEN . 4779

£648 DATA IFBDESIFBDESIFCAEDODAECOBACIZ
Z1FBADESIFODPEAIFFALCIBADEIZFEIDLBDEDIF
APEAIFEIOREBDEAIFEEEBIFDO, 224

28590 DATA BIEEECIFACCAILADEBIFDB8G6B3IBAD
EDIFEDBGIFEDEFIFADPEEIFEDS7IFSDFAIFADEF
IFPBLIOZOLCZEAPACADIEZBSY, 648

2066 DATA 2549818DAD3IFED1IBASBGEEBB6DEF
IFB582a4587858160FO3IFE58IZ8ADY1IFESBBES
B4ADIZIFESB18585186583ICD, 318

ZB70 DATA 853IFI0L1BEALCZ6AINBABIEZASIZS
AJ018DED3IFGAZA4D 24 18ADEFIFASBA6DILIFAD
FIIFQQFBIF!E“EEEﬁIBEIIﬁﬁuﬁlﬂ

Ze88 DaTa 9ZIFBDIZIFASEEESAZASETESEIAD
863FE580ADEB7IFA5812010244CBB27A000B1586
AACBE186889186C88A918660,427

2098 DATA ABBOBLB6ZIIFCOZ1900ACITIBEAOE
Bl86494891364C6EZ8482760858C68237FCYER
BBBBCI40900SEY4B4CBFIZ69, 188

Zi98 DATA ZO0BSSCE8N9YBBBDLIFDOADIFDBCIBI
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PRZ6ZOLIC2Z6A90TA0DIFZIOSPESZOBFZESBDLLIAGDA

BZACACZEAOAABYBFIFFFLZA4G, 165
7118 DPATA CHBCCO94IFDOF44COC26ASE6B5BAAS
B7BSBBAYFFADAFADADDLAZABAD114BFASIEDLY
4ABZBZEZG18AFOOSESRODRER, 710

Z178 DpATA CACSDADBEGBBASHBCDIZIFFAAZBA
IGEBECL148DADD1898658A858CASBB620DE58D
AD91IFCSBCADIZIFESBD9018 , 877

2136 pATA IBASBCEDLLI4P6586800E4BASBDEY
AAASE7EDAF40Z20BB2760201CSFIISATAZ6A09
ABIFZO5925A9018D8D3IF6020, 11"

2146 DATA ICZ6IB8ADB4IFEDILIFAAADBSIFED
32ZF207638AD1BDADIF60054B4505TA4010101
08010050 1BAEOFLZBD 1040680, 477

2150 DATA 46984838ADRB4REDDZ40ADBLLBED
BI409031A9016DFEAZAZ7OAY009D4603904903
498B9D4203AD10402056E408, 592

2160 PATA AT0BEBDFERZZBL1089Z01EI0AZFATA
4C4AZ6ADFFOZDOFB6OABGBAAADLIO4D6DZOLCEE
AYD7ARIEACSEI254C1BI5A%08, 1108

2170 DATS BDLFDBADLFDAC®BIDOOIACAEIDZE
1C26AYBEAOIEZOEY25206FI1AY082Z05B3I01003
ACIBIS2BEFILZBESIIAZORAE, 09

Z188 DATA FOIFOEF7IFSEOCARBERDADBEEGAT
BDA7IIDFIIFESEQRCDOFSASFFADB7 4000540
AZ04BDIZ23I3I9D7448CADOF7AD, 758

Z19%8 DATA BZIFOSSAADSIIFAGABAGRABCSEIL
SE350640CCO540F0R6ADFIIFEDRA64BBI0ALRGT
4CEAISCYSEFRZYYSELLB8CEEE, B4

22080 DATA OG40ADES4OCDFAIFIREGBCIBIFRL
BACYDOFO1ICERG4088DBF4ACYAIFCEBLBACYOD
FOR18BBCYGIFIAIB658ABEAA, 610

2210 DATA ASBEG9POB58BARBBADBT4BCIFFDE
832091 35ADDS40F 003 Z0B935302EQ540A0%03F
SDBFIFAYEABSSEAY40B60F20, 658 :
2228 DATA 9CI7ZOCAISADE7AGCDFDIFIE0IZE
I2ISIBASHAEDSLIFSSACASEBEDS23FASACFR3C
5834AADFAIFFOOBA9ROEDF7IF, 32

2230 DATA BDFCIF20I2ISADBFIFCY45DROFAY
9BZ85438A9BBADIEZRS925206F252027IBAZFA
S/Z0962DAI7DZOS543IB208C26, 378

2248 DATH 4CA4NZGACSEI4IBADFBIFEDO740A8
fE68FOREINB6ZODCISEBDOFAADFEIFFRBLIBDEF
IFAYESBSREAY42858F 205735, 718

2258 DATA S5Z23I6B935205CI72ODCIBZODCISZE
PCISEEPP4NDOOIEERLI4B8ADFFIFDOLFISADORAR
EDPPZ4DADBL4BEDAZ40901620,126

2260 DATA LCZEASEIARIEZOS5925206F2520EG
IIADF7IFFRLIBDAFIFAYELABSBEAY41858FZ8BY
I5209CI7ACFCIFBCA74088F0, 317

2278 DATH OBI00GZODCISBBDAFAGOAIZOACFY
IFBCPG40FBB62Z0973308DOFAGOACFEIF189860
A7408DB740200CISEEDOFAGE, 491

2788 DATA A99BZ0973IZADEGAIFEAIZA?7IIG60
BDRAY4BZITFZOABIZAEISIGDDISIGFAAICADBFE
CERG4B4CZEI7CABABAAABCEE, I61 e
2298 DATA 4PAYIGABAS1B40BD473648BDAETE
48603I8ADAB4065BAB56AN5866900858B4C5834
BiBACISEFABLESECEB4060108, 871

2308 DATA 776C727462736E6B86625703F76860D
71690236AB36B536BF36CY360336DDS3364E37
Z6ECIGOEI7E88I698I678IG6E, 541

2318 DATAH 3665362737503 7CHA%008DO5S404C
ZAIBCBZOB4I18004404C2ZAIECEZOB4TI18D0D240
ADECIFBDOI4B4CZAIGCBZO084, 160

2320 DATA I1B8DBO40ADECIFEDBL404C2ATIECHE
2RB4Z1BDFBIFACZAI6AIROBDFFIFCEB4CZAIGCE
288431 8DF9IF4CEINI6GCEZ064, 906

23Z0 DATA Z1BDFASFACZAIGCEZOB4316DFCIF
4C20AI6CBZO84316DFDIF4C2AI6CE20843I18DFE
IF4CZATGACEB40CEIBAB2032,457

2340 DATA ISEAABEBCOG406DZODTIVASBLCFT7IF
ABBiB1BAYSEZ4ICECCF7IFIBFSFOFICA4CZATE
nsuisncsstnuraaaziurxrts,24amm
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2358 DATA BCFB3FADOLBLEBAIIE442ZCABCCFBIF
SQFSFOFI4CZAIGZRO7I7ACZAIGCEBLIBACTIDFO
8788ADBY404C73I34C8208431,671

2I60 DATA 4BADOS40297FAAGBIDG4A4B282A36
ACAFI72DIA193IGARRLAZOBB1IBACYSEFBACZOAB
IZ290BF IFCBEBEOOEDBEEBEY4 ,522

2I78 DATA ZFAS0B9DBFIFAZGOBEEA4IAIR4ABD
FE4IZ708038180034CDO3I3A90BEGSCEG58F2ZBLF25
ZBEEIBP100I4CDBIIGH6HAZTO, 18

2388 DATA BDEA4I4ACAEI4AA00BCCAFIFFBLIDEL
BEIQLAZOASIZZEY7IZADBDLAOFEBAAIBEZBHZ I
AYSFZ2097IICE4ACHEIVEHACHN, 524

2398 DATE 4BZ297FBDDF4820ABZZ2CY963I0DBLEBIE
ADO44DEDBFIFAAIBEDFIIFABAYZD2Z097IZIEED0
FAACAB4Q4CBCI7CO65DBLITE, 517

2400 DATA ADFAIFEDSFIFIBEDF9IFASAIZOAC
PFI7CO975D008ADRD4AR4901808D40CI23IDOL2ZEC
A840AEOP40ADO1402871368AC,373

Z418 DATEH O84B84CBCITAEC?4REBDG44B282733
ACBCITZEIBZ9294208A%0CED4Z0I2050CE4A200
AFGESD44BZA%TIBBDAS50IA02, 278

72426 DATA BDABOIED490IA4A98I9DA20I4C56E4
ucaixan!uuaEdnaxn:4!!quFFiznaauan4znx
Z8SGE4ACALIBER45IA9BA0E0 , 633

24310 DATA 4¢?aznnnnsnn!34Aanniaunsznnn
D9ZPEGDEADOOBLFI4B297F2C99443006205416
4C9AZB209733683003ICBDRET . 620

Z440 DATA GOBVADFCOZCOFFDRBIAIOOGAADFC
BZCYFFFOF98DYE44AIFFEOFCO22BFFIBASLLAD
SE44CI9COEBO1029IFCIICDOLE, 70T

#2458 DATA ADDE442940F00GSDBEGZADDDGOAD
BEBZ49408DBEGZAYDD60REFE4A4BDLIETIZCERERE
588AC9619006CY7EB002229DF, 363

7468 DATA CYBBFODI6048A%3Z28D600DZAZAFBE
1D ZAOEAEEDAFDCAENIFDOFIGE6RGCEATEEEEE
GEZBZAGFAO7OTS9B69ZDIDTE,I7L

2470 DATA BB6IBOAZAIIDSIFSOEZTAE7AILGEII
IGIBISIZIAZCZOZEGEAOGDZFBO7ZBRBS7I7F 74
F777LI9BOIOI7FEIBICIEGEGE , 408

72488 DATA 64808267 73614C4AZAB0B04B5CSE
AFBASASSIB4ISF7CS68043I808042585A24802T
261B25222158285D4E804D3F , 336

7498 DATA G85Z8045599F545751288823279C
487090 464844886834753410COATEE0E00BLELF
AFEB181598821CI1D16E00 380, 836

2500 DATA 800Z161N608085801B88FDEOOOZE
GEBESQEDBRAALZA005199E1L4171180808088FE

 BB7BFFOGO8B4B8684087130106,795

2518 DATA I9423IA20CEIZADL14BFOLIE6Z0033A
?AF4ZZADOF48C9FFFO0920263A2Z08B244CEL13%
4CACZEAPBBEDLFDBADLFDBCY, 241
7528 DATA @3ID02I201CZ6A913IABIFZASI252A
B7ZEBDZA4BFBREADDOBIBFIF393C40C8CCo43F
DBF44CACZ63IBASOGE562ZEDBE, 870
25I8 DATA 4085BCASB7858IEDAF40058CDO6S
AFFFE0AF401B8AD114065868580A%00656878581
xsﬁp!1IFEEBZBEHdﬂb!23FEE.293
2548 DATA B83I85852010Z2438AD%13FEDL114060
91 IFAD9ZIFE9BB8D92IFADIA4BFOZ98DAA4BAT
888DBE40ZO7EZCAREBBIICAD, 692
2558 DaTa 2BEEiiﬂlﬂECEBCEﬂ4BDBFZLaﬂsﬂE
GD3N4BBS86ASB7E9PBES674CEE2Z7TAIIATEIEZE
Z73IBAZ70A9929D44BZIAIIEDID, 63
2568 DATA 45B3A70590480ZA900%D4903T4986
SL448IAY0I90420I2856E4ZIB5CAYBREDIBAAAE
9a44ﬁ5545b15¢4ﬁ5559b1?44,?52
7578 DOTA EESB44EE9844704CIBIOIFCIZEENR
4ABZ054I8204CIB3I03I3IA900BDIA44204CIBINLT
ZPS4IBEESRA4ADYALACIBEDE , 121
2580 DATA DBAYZEZSS43I84CFITACIOBDREZAYD
OSESECZRAACIBCEECASBCDAF7ACDAIAAZTONIOC
9p4ZP3IZ0S6E4A270BC43I0I6H , 254
7598 DATA 48A99B20543068205436204C3630
ELZOS54Z684C41ZBAZ70A2009D48039049024007
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9p420I4CSEE4Z06FI1202E38, 936

2600 DATA 7U6FI1AS018DFODZESSZAS7DZO54
I8ZBAIIAZAYEIDADLIGA4E5884D1 744856894900
BD1S44CESB44CEIBA44209230 , 422

2616 DATA ZBEFZSAZBLEBEFOOZAEBCIBCIBL99
AFIBIAZCHZ2295FB56CODBCIBEFRBECADOFB4CAl
ICCABABAANBDD1IB48BDDAIB, 29

2628 DATA 4860132E242DIDO4524C55463132
233435363 73I81BOCFS3IBA2ICIFICIOICIIICEE
3CABICAEICAIIDAIDIDIDIDLID, 9T0

2630 DATA IDLDIDIDIDIDIDAIDIDLIDIDAZIDZS
I020923DAELS44FOLFCACAMACLOIC2ZAIZIDAELS
44EBEBECYB44B00DBELS44BD,31

2640 DATA 1B448S88BDL174485894CEEIBZO9E
IDADLIS44CI90690FI3BE906AA4ACLOTICZO223IDAD
1544186906C0984480DEAA4C, 634

2658 DATA 103CAZ88BDY9IEIDECAIESERDIDS
F5A0GB1B1868297F20AB3I2C920FAR49DECAIERCS
CeODDOECBDEBAICIZEDDBLCA, 707

2668 DATA BEL1444A90B89DEC4I60AZ70904203
ADL4449D4GE3IAPAPID4903ATECIDA4BIAT4TID
458I4C56E420433CATZ1ZATT, 57

2678 DaTa 9BICI963D3ICLOOI4CHE5IDZO923ID4L
BEIBZO4IICATZIM4CIFICZ2O04TIICAIZLAACIFIICLA
59IpAYEBARIFZASIZSAT40BD B34

7688 DATA BEGZZOB7ZEAY00BDBEDZADIP4IFFO
ZBEZO4IICAZABACI444A92ZCFIFECAICBEDBFIFS9
EC4ICEESBEC4IFDAFIBCL444, 363

2698 DATA ASAAS9ECAIZRIEIDASZA4C99IC2Z0
JEIDACALICZASIDAITEADIF28592520042CD0
EBZOB9EIDZR4IICAIFELCIIIC, 9688

2788 DaTA ASBCEDOATE4ACSEIBAZ7ASEEA4ZAY
64904A03AP00B56E858F 20433CA%0IZO77ICI0
Z252BLFZ2SZ20EEIOIOLDAZFADA, 483

2718 DATA A97DZOG4A3IG6Z096Z2DZ00CZEAC4AZ6
A7168554A499D2054384C54I88CE84020273IB20
59IDA95108IEZ059250ENG40, 586

2728 DATA AYAAZA7EIBAFFDZES43I8A%8BABIE
2A59725Z206FZ25289E3IDACALICADOCELEBE4L929273D
ADZDEA31B88810F760205930, 363

2730 DATA APLEABIFZOS9Z5ADP2AZIEACS4IBAE
IPN93EGDSO6167652036205772697465720020
6279705066696 C 2043617264, 336

2748 DATA 7765GCHGCAB4S7B697420746F2044
AF5Z0042 756666657 22046756C6COD44656C65
7465202853 ZCHSVECSA2Z298830, 644

2758 DATA ZB417Z65ZB596F75285I7572653F
20Z28592F4AEZ900455241534520414C4ACZ205445
SE5400457261736520265320,11

2760 DATH S72C50Z293AZ0DZCSDADSDICEZOZ 4
BFZEES7A6974005I6L76652Z028446576696365
IN46696C656EGLEDESZYTERB, I59

2770 DATA AS7Z726F722023004257245414820
ABES 7920416 26F7274004EGF204AS72726F 7272
G04CEFELE470784465766963, 975

2788 DATA 65IA46696C656E616D65293E0020
5872657373200 2C5D4DSDZCEOD44313A2AZEZA
GP4D6S6DEF72792046756CAA, 310

2790 DATA JEBLIFGCOG4EGFZB74657B74206%
BEZ062 756666657 20050726 96EV42028446576
B96I6SINAGE96CE56EGLGDES , BT

2800 DATA Z293EDDSB72696E74696E672EZEZE
BRA9GE7TIGS 7274 ZDGEGS7E74207IGBES65TAIC
2870726573 7I20D2CS5D4AD5D2,775

2810 DATHA CEAG46696EG4AIAPRAEGF7420466F
756EGAB04368616E676520546FIA081BL1ELBLF
1BICIBIDZACSD3IC3I 20457869, 336

ZBZ2ZB DATHA ?420¢3#452ﬂﬂd#cE6Fﬁ1542FB304
pZCCADCABSECES 7465 2Z020Z020C66F 72606174
20D56EGCE6F6I6BZOCCEFEI6R, 945

2830 DATH ZOD2ESEEGLEDESZO447269766520
23005 2656E616DES20746FIA00AGEF 72606174
20446973I6B00E2ZB2EIVZOOLF, 759

2840 REM % 8288 BYTES ®

32
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TURBO BASIC |

INVADERS

ave you ever sat down and tried to write a program on
H your ATARI without using the ‘'PRINT' statement ?

That's how this game came about, and without
TURBOQ BASIC, I don't think it would be possible without some
sericus machine code programming,

The first thing to strike me about this language was that it is
not easy to wrile a program in an un-structured way. This
appealed to me at the time, as [ was in my first year of a
B/TEC course, and Pascal was the order of the day. Not being
able to find, (or indeed afford), the DRAPER PASCAL package,
the chance to obtain a structured programming language, and
with a compiler thrown in, was one | readily jumped at. The
range of extra commands it adds to standard BASIC is stagger-
ing, especially if you consider that you also get an extra 2K of
RAM to play with. The speed increase without the compiler
was alone worth the price, but when compiled, it increases to
something of the order of 14-15 times faster than ATARI
BASIC.

S0 with all this extra speed and added commands | set about
seeing if I could write a decent game. The result is a version of
one of the all time classies but without any machine code in
sight. As you can see from the listing, much use is made of the
‘MOVE' statement. What this does is to move a block of
memory of size Cto B, from A ...

MOVE AB.C

It should be noted that A can be the address of a string, an
address in RAM, or an address in ROM. The command can be
used, for example, to easily and quickly redesign a character
set, ([assuming that the data is stored in CHARS) and the only
statements needed are :

TOP=PEEK(106)

POKE 106, TOP-5

GRAPHICS 0

MOVE ADR(CHARS$),(TOP-4)*256,1024
POKE 756, TOP-4)

This is a simple use of the command, (see line 435), although
a very useful one, and easier than the routine given in ISSUE
29, as CHARS can be declared anywhere in the program, at
any time,

HOW THE PROGRAM WORKS

The procedures in the program are all named in such a way
that their purpose is fairly self explanatory, but I will go
through them now, starting at the top.

PROC STR_TEST - checks to see if any of the strings holding
the invaders are empty. If so, it sets them to null, and the
variable DWN to a number to be taken away from LEV at a
later time to determine how far down the rest of the strings
holding the invaders are allowed to go

by A. Edwards

PROC INV_FIRE - initialises the invader fire, and checks to
see if first movement of shot hits player. Also sets AF to
1.{used as BOOLEAN later)

PROC NO_MS - the mothership was missed, reset all MS
related variables and blank out last position

PROC HIT - when any hit by the player is detected, this
routine decides what it was, and how to increment the score.
Incidentally, lines 140 and 145 took about five hours of head

scratching. (They determine which invader in which string was
hit)

PROC FIRE - this initialises the players fire. Also sets FIRE to
1, again for use as a BOOLEAN later

PROC DOWN_1 - moves the bank of invaders down one char-
acter line. Checks to see if player is over-run, if so, calls PROC
RESET

250 #PROG:DO - start of the main loop. This is what holds it
all together: As you can see, there are as few lines here as
possible, every line having an [F statement in it. Line 255
reads the keyboard and assigns a value to key. Note also the
use of those BOOLEAN's here, and also in lines 330,340 and
345. This is a fast way of doing things when you only want a
yes or no answer, or a value of 0 or 1. e.g. In line 340, PX will
be decremented by 0.5 if the key pressed was a "2’
((KEY=23)=1.1/2=0.5), and also 0.5 if the joystick is pushed
left. Line 395 simply LOOF's back to the DO at line 250

PROC STIK - sets up an array, X(15) to hold all the values for
the left - right positions of the joystick. This array is then used
in the manner - XPOS=XPOS+X([STICK(0). therefore, if the
joystick is pushed left, X[STICK(0)) will have the value -0.5, or
the value in X(11)

PROC SET_UP - as would be expected, sets up all necessary
variables and strings, and changes the necessary characters

PROC FILL_ARRAY - fills the 4 arrays that hold the invaders

PROC RESTART - called when the game is over. Sets the
graphics mode 2 and puts score on screen, plus a little anima-
tion and sound to make life interesting

PROC RESET - called when all invaders are removed or bot-
tom row reaches the limit. Gives 500 bonus and sets up next
screen if invaders PROC BORDER - does less now than origin-
ally intended, just a line of inverse spaces now

PROC PAUSED - pauses the game at any point if P is pressed.
Waits for fire button or space-to be pressed. The EXIT in line
660 is from the DO, not the procedure |

PROC HIT PLAYER - the player has been hit, Decrement
lives, check there are lives left, and continue I

Lines 700 and 705 are the character data continued =
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c5 1 nEH H dnadrasnraribEAFAEASARAneanaRERARRBRARER RS
J5 2 REM & INUVADERS n
TD 3 REM # by &. Edwards n
ZL 4 REM 1 Mritten in Turbo Basic - ]
56 5 REM B ———————————— e mm——m— = —— = #
‘MU & REM # HNEW ATARI USER - JUNE 1321 #
clf 7 REH s T T e e R R e e
NN 8 REM

UF 1@ DPOKE 472%80,8
UL 15 CLR :EXREC SET_UP:POKE 55%,34:G08 PR

LY 28 PROC STR_TEST
SK 25 IF NU4S=SPC5(1,38) AND DWN=0 THEN
DHN=88:Ud=0:MOVE ADRC(SPCS) ,INMU+248,2

F:NU4S=

¥J I8 IF MUIS=SPCSC1,38) AND DHN=88 THE
N DHN=166:VI=6:MOVE GDRCSPCS)Y , INMU+168
;I I NVIE="

aoP IS IF MYZ5=5pPCS5(1,30) AND DMNZ=168 TH
EN DHN=240:YZ=0:MOVE aDRISPC3I), INMV+E8
J 29 HUZES

JN 48 IF MULS=SPCS5(1,.3Z0) AMD DHMN=Z48 TH
EN DHN=IZ0O:Vi=0:MOVE ADRCSPCSY , INMV, 29
tHULS=

Wz 45 ENDPROC

TA @ ——==mm————mmmm———esmmm—— s

TP 55 PROC IMU_FIRE

BB GO as-10:aAF=1:POKE RAK,B:RAH=RAN+40
POKE RAK,2:IF PEEKI{RAXK+48)=I THEN POKE
RAH+48,0:EHEC HIT_PLAYER

vB 65 ENDPROC

R e o ot b e e ERE R

¥S 75 PROC MWO_MS

uv B8 HES="'¥9ee i MOVE ADRIMSS) ,SCHLI13+M
SMEZ, 4:H5=B 1 MSH=B: MSS=""{ 4 /"

Up 85 ENDPROC

ITE 9@ ——==m—m e mmmem oo —mmm e e

s 95 PROC HIT

CK 188 SOUND 1,50,10,10:KL=PEEK(SC+BH—4
8):IF KL=4 OR KL=% OR KL=6:MS5=" it
SOLUND X,9,8,0

oY 185 R=Hﬂﬂb(15!*1!+1BH:H5$(2!:5TR$(
R} :POSITION M5M+1,3:7 MS55:PAUSE 1S:L=1
MK 110 S=5+RIMSS=""ePYe  HOVE ADRIMSS)

.5c+118+n5u+3,4:Hﬁ:u:nﬁn:&:ﬂsiz"!11f"

115 ELSE :IF KL=1:5-5+25:INMVS=INUVS+L

TENDIF :ENDIF

CJ 128 IF IMTI(MUI-MU:D=0:ELSE :!0=1:ENDI
F

oI 125 IF KL}196 aNDd KL<Z53 THEN L=1

KC 13I8 IF L THEN L=8:GOTOD 178

Z

A point to note is that the high score is stored in the area of
RAM protected in the SET_UP procedure, allowing the CLR
command to be used. It is then DPEEKed when needed by the
program, or DPOKed when it is to be updated. 1 realise that
this may cause a problem with scores over 65535, but some-
how I don't think that score is likely. (I wrote it and the best I
can do is 24560).

| see no point in giving game instructions, save (o say that the
‘Z and ‘X’ keys may be used for left and right movement, space
bar to fire, ‘P’ to pause, ‘A’ for autofire and °5 to stop autofire.
(a joystick may of course be used, but I sat on mine, hence the
keyboard routines).

There are no frills, the break key is not disabled, there is no
fancy music, and you've seen the game before, but it's still fun,
all the more because now you'll Know how it all works.

I hope this will give you some idea of the speed that TURBO
BASIC is capable of, especially if you notice that the program
here had to be physically slowed down to make it playable
once it was compiled. [ can strongly recommend it to any
programiner, old or new. For the cost of a cheap game, you
could just as easily buy this language and try your own hand.
Have fun with the program, and see if you can be tempted to
write one yoursell,
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cJ 135 POKE SC+BX-48,7:!PAUSE I:!POKE RAN
.8

PI 148 STR=0OBS (LEVU-(BX DIV 40%48-481):H
T=BX MOD 48-INT(MU+U) :IF HT{2Z THEM HT=
2

EE 145 IF HT»27 THEN HT=27

KT i5@ IF STR=8 THEN NVLiS{HT-1,HT+3I)="'%
*¥¥ 554581 GOTO 178

YT 155 IF STR=68 THEN MUZSC(HT-1,HT+I)="
PP 5=5+2516G0TD 178

KE 168 IF S5TR=168 THEN NVUISCHT-1,HT+IX=
ey 55415 GO0TO0 178

JL 165 IF STR=248 THEN MV45CHT-1,HT+33=
II"wi

NV 178 IF A5{8 THEN A5=8

EZ A7S SOUNMD 1,0,8,0:POSITION 8,1:% 5:E
HEC STR_TEST:F5-8:S0UND @8.4,8,F5:POKE
SCHBEH-408,8:50UND 1,36,.8,.45

Uz 1858 ENDPROC

PT 185 —-—————mm o mmm—m———mmmm e

AE 198 PROC FIRE

YK 195 FIRE=1:BH=PH+41:MOVE ADR(BOMS3,5
C+BH, 1 :MOVE ADRCBOVS) ,SCHBH+48,1:1BH=BY
—40:F5=10:S0UND 6,10,8,.F5

UK 288 ENDPROC

PE ZHE we—mmmmm e s m e

JP 218 PROC DOMN_1

JP 215 MOUE ADRCSPCSI+1,INMV, 28 :

JT 228 IF Yz{>@a THEW MOVE ADRISPCSI+1,
NMU+88, 28

UE Z2Z5 IF UI<{>8 THEN MOVE ADRISPCSI+1.I
MHU+168,.28

51 238 IF VU4<>8 THEM MOVE ADR(SPCSI+1,I
HHY+248,28

yJ 215 INC=—INC:LEV=LEV+48:IF LEV-DHN}?¥
1% OR LEVX679 THEN EXEC RESET

Us 748 EMDPROC

PH 245 —————=—==—————c——————sammm———=

TL 2586 B PROG:DOD

HHM 255 KEY=PEEK (7643 :IF (NOT STRIGCO) &
ND NOT FIRE) OR (KEY=II aND NOT FIRE)
THEN EHEC FIRE

IY Z68 IF FIRE THEN MOVE aDRCBOMS) ,SCH+B
K,L:MOVE ADRCBOVS) ,SC+BH+48,1:TF PEEKL
sC+BX-48) {38 THEN FIRE=D:POKE SC+BX,8:
EXEC H

YB Z65 IF HOT 4F THEN RAMN=RAND (Z4)+LEU+
se+6:AN=PEEK(RAX) : IF AX=1 AND NOT AF T
HEN EXEC INV_FIRE

Rp z78 IF KEY=62 AND ATF THEN aTF=8

EE 275 IF KE¥=6Z aND NOT ATF THEM ATF=1

MAIN VARIABLES

NV1$, NV23$, NV3$ and NV4$ all hold the
invaders

SPC$ is a general purpose ‘blanking out’ string

BOMS is the bomb, BOVS is the bomb blanking
string

MS$ is the mothership

PL$ is the player

SH$ is the shields at the bottom of the screen

SCLS$ is the status display line

PX is the player X position

BX is the player bomb X position

RAX is the alien bomb X position

KEY holds the value of any key pressed

SC is the screen address in RAM

PL holds the number of player lives

LEV is the height of the top alien

INC is the alien movement increment

WYV is the number of waves

S is the players score

MSM mothership X position




GH

KF

HL

HO

3N

cu

P

PE

MH

RH

IH

oY

JT

1] 3

KZ

IC

HH
BD

Ui
FG

.
M

5D
oRr
IR

MR
KH

un
PK
EZ
5Y

ZE

HHM

on

Yz

LP

D

1]

Z8@ IF ATF AND NOT FIRE THEW EXMEC FI
RE

z85 IF WOT MS AMD RAND (B00I=7 THEWN M
SHM=B!MS=1:MOVE ADRIMSS) ,S5C+121.4

z98 IF Ui=é AND UZ=Ad aWND V3= aND V4
=@ THEN INVS=Z4:EHKEC RESET

295 IF KE¥Y=18 THEM EXEC PAUSED

Ien INMU=SC+LEV#MV i MOVE ADRINVLS) ,IN
MVU,V1iMOVE ADRINVES) ,INMU+E0,VZ i HMOVE 0
DRINVIS) , INMYU+168,U3

Ias IF AF THEN POKE RAM,B:RAXN-ROX+48
(POKE RAM, 2:PKAF=PEEK (RAX+48) ; IF PKAF=
X THEN EHEC HIT_PLAYER

Iia IF 4F AND PKAF<{}Z AND PKAF<{>@ AN
 PKAF<{}1 THEM POKE RaX+40,0:4F=0:!POKE
Rax, 8

Z15 IF RAH>»960+SC THEN POKE RAX,B:AF
=@:A5%=0

kgt ] IF HOT MY MOD & THEN SOUMD 2,189
s, 18 5H=5H{L

z25 IF MOT SH:MOVE ADRCRVS) ,48136,8:
ELSE :MOVE ADRCLVS) ;48136,8:ENDIF

zIzo FS=F5-CC(F5»8)/2) :IF F5»-0.5 THEM
SOUND B.4.8.FS

335 HMOVE ADRINUA4S) , INMU+Z48 V4 SOUND
Z2,0,0,8:50UND Z,0,0,8:IF FIRE THEN BH
=BH-—-48

Z48 PH=PH=(KEY=Z23) /Z IPH=PX+KI{STICK (D

11:IF PH<2Z1 THEN PK=9%21

45 PH=PH+ (KEY=22)-2:IF PH}956 THEM

PH=956

350 IF FIRE AMD BM<128 THEM FIREZ-O:!:M

OUVE ADRCSPCS) ,SCH+1Z21,38

IS5 IF M5 THEM HSM=MSM+@2.25:IF MSM{3I

5.75 THEN MOVE ADRCMS5) ,SCH1Z1+M5M,4:5

OUND 3,20,14,8

I68 HMOVE ADRIPLS)Y ,PH+SC,3:POKE 77.08:

MU-MU+INC:IF M5M»Z4 THEM EXEC MNOD_MS5

365 IF MU4<1L THEM INC=ABS{IMC)

7o IF AF AMD AaS5»—-1 THEM SOUND 1,38,

8,A5:A5=A5-1

I75 IF MV»® THEN EHEC DOMN_1

zao IF INUS>2Z THEN EMEC RESET:GOTOD

255

385 IF OVER THEN EXEC RESTART

28 IF HOT (PEEK(753)) THEM POKE 764
, 2565

I95 LOOP

4ff ——m—m e

485 PROC STIK

418 RESTORE 415:DIM K152

415 FOR I=1 TO 1S:READ D:MILXI)=D:NEKT
I:DATA BJBIE}GJ 2 5,.5, ‘EJBJ"lEJ_lE'_Is
,8,8,.8.8

428 ENDPROC

RES Mhne e e e

438 PROC SET_UP

435 POKE 186,184:GRAPHICS B:POKE 55793
,64:MOVE S7344,48126,102Z4 :POKE 756,168
IPOKE 82,2

448 RESTORE 700:FOR A4=7 TOD SS:REaD D
IPOKE 4B1Z8+8+A,D:NEHT A:EXHEC S5TIK:PODK

E 752,1:7 :iCLS :DIM SHS(48)

445 R 2 L RELI I L aRELLIZL DO REL]

voweyi[[Javereye ' DIM LVSC8) ,RVS(8)

458 POKE 789%,255:POKE 718,8:!5C=DPEEK
(8B) :DIM HSS (4) ( MSST ey /"

455 DIM SCLSC48)  NULS(IB) NUZ5(IB) . N

YISC30) , NU45C30) ,S5PCS5 (48 ,PLSC3) ,INSS(

53 ,BOMS (L) : INSS=""weewy’

4608 DIM BOUSCL) :PLS="w 9 INSS(3, 3=

MR SPCS (1) = SPCS (40 =V I SPCS (2D =5

PCE:BOMS="" |":BOVS="""":EHEC FILL_ARRAY

465 SCLE="we3n/ 2 WAhAAA¥¥, ) 61 IVevery

W90 OV LALL ¥¥'' I MOUE ADRISCLS) ,SC+40,4
8:HMOVE ADRLSHS) ,840+5C,40

478 PL=5:FOR a=1 TO PL:POKE SC+60+a4,
Z:MEXT &

475 LEV=168:INMC=—(C(1/58) :MU=5:PX=922:
HU=1:7? HWU:PDOSITION ZZ,1:7 DPEEK{(47288)
tEHEC BORDER

480 RESTORE 719:FOR A=1 TO 8:REaAD D:

PJ
54
JH

TG
up
PJ
oR
HF
as
SL

vu
M

KG

FH

G5

HF

HJ

PI

HL

TS

HM

Pz

uH

EC

DX
HJ
PP

M.

HY

v

Yia

PH
v
HS

RP

WY

oK

UM

JH

LYS (A, A)=CHRS (D) : MEXT A:FOR A=1 TO 8:R
EAD D:RVS(A,A)=CHRSLID) :NEKT A

485 ENDPROC

MU e R e S el e i e e

495 PROC FILL_ARRAY

5608 FOR A=1 TO I8 STEP S:MUiLS{A,A+4)
SINSSINVES (O, A+4) SINSS:NUIS (A, A+4)=IMNS
SINVAS (A, A+4)=INSS

5685 NEXT A:Ui=29:02=yi1:U3Z-Ul:04=U1
518 ENDPROC

BLN maiih et oo s s b S R
528 PROC RESTART

625 POKE PH+SC+L,.08:PAUSE 78:SOUND 8,
255,10, 14: SOUND 1,254,10,14:50UND 2,25
I,10,14:POKE S3768,1 :

51a HS=DPEEK (47988 : IF S5>*HS THEN HS=

5

535 DPPOKE 47908 ,H5:GRAPHICS 18:POKE

756, 1L88: SC=DPEEK (B8]

540 MOVE ADRILUS) ,48136,8

545 POSITIOM B,08:7 H6:7 H6:7 B6;" YO
U HAVE LOST !":? HE

558 72 g6;" NI : "5, :? BH6:1P
AUSE 18:POKE 77,8

555 7T H6:7T HE6;'" press start™i? HBY
to play again .." :

568 SC=DPEEKCBB) :FOR A=5C TO SC+139:
POKE A.1:PDKE A—1,0:IF PEEK(S53I279)=6 0
R NWOT STRIG(8) THEN 15

565 PALSE 4:NEHT A!POKE A4-1,0:G0TO0
548

578 FOR A4=8 TO JI:SOUND 4,9,9,08:NEXT
1

575 EMDPROC

R = e e e e

58% PROC RESET

5908 FOR A4=8 TO I:SOUND 6,.68,8,0:MEXT
A:POKE PR+SC+1,0

595 IF INVS<{Z4 THEN EHMEC RESTaRT

688 MU=5:TNC=-0.03125 ! LEV=1608+40%4U
HWU-WU41:INUS=BIEXKEC FILL_ARRAY:DHN=8:P
H=922

6585 POSITION 1Z,15:7 "L - HIN™: M
OVE ADRCSHS) ,B4AB4SC, 48:5=5+508: PAUSE 1
SIPOSITION 13,15:7 * LL

618 KEY=255:IF PLAi1:0VER=1:ELSE :IF

PL}8 AND WU>9 THEN HWY=1:PL=-PL+1:LEV=1i86

8:POKE SC+PL460,3I:ENDIF

615 EMDPROC

BZB ——————— e —

625 PROC BORDER

638 FOR 4=5C+1 TO SC+IB:POKE A,1Z8:N

EKT A

6I5 ENDPROC

GdB ——— s e mmm———————— e

645 PROC PAUSED

650 POKE 764,255:POSITION 17,15:7 "[J

MEED : S0UND 8,18,8,0 :

655 FOR A=8 TO JI:i50UND A,9,8,08:NEXT

a

660 PO :KEY=PEEK(764) :IF KEY=3I3 OR N

OT STRIGEB) :EMIT (ELSE ;POKE 77,8:LO00P
:ENDIF

665 POKE 764,255:POSITION 17,15:% "

"ISOUMD 6,10,8,.F5

678 ENDPROC

T e i s e S et e e e e R

688 PROC HIT_PLAYER

689 ATF=8:POKE RAX,0:MOVE ADRCSPCS),

SC4+60B4PL, 1 :PH=922 :PL=PL-1:1IF PL=® THEN
OVER=1

698 FOR O=1 TO 308;:50UND 3I,RAMD (28] +

I0,6,10:NEXT 0O:FOR 0=18 TD 1 STEP -0.8

S5:SOUND I.50.0,0:MEXT O

695 ENDPROC

700 DATO 16,24,17,74,46,24,12,24,0,24,

36,26,60,126,231,165

785 pATa 9,8,0,1,14,26,26,14,3,60,102,

£31,66,36,126,195,129,0,0,128,112.88.8

8,112.192,36,24,129,90,90,129%,.24,36

718 DATHA 66,36,98,255,195,255,66,129,2

4,36,98,255,231,255,66, 36
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an Finlayson’s
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WHY A HARDWARE
TUTORIAL?

My Atari equipment is getting a bit ancient now and recently
disaster struck. The symptoms were a bit strange, a sudden
switch from normal operation to a screen full of rubbish
combined with a sort of white noise on the sound channel.
This is pretty distracting when you are trying to concentrate on
a bit of work, and it totally disrupts the train of thought. The
symptom was so severe that I assumed that [ had lost my work
(do you have the self discipline to always make backups at
regular intervals?) - so [ set about trying to find the fault.
Switching off and back on did not cure the problem, and nor
did disconnecting and reconnecting the various cable connec-
tions around the computer. | had just decided that something
in the computer, possibly the video output generator had failed
when suddenly everything went back to normal. I made a little
progress [with regular backups this time!) and the good old
Atari kept going for the remainder of the evening.

Next evening | set to work again, but after only about five
minutes the machine failed again. I found that some sembl-
ance of a picture could be restored by taking the tuning of the
TV channel away from its normal set point. With this awful,
but fairly stable picture on screen it became apparent that the
computer was still operating normally, my work was still there
and all the Basic functions were working normally. 1 was even
more certain that my original diagnosis was correct - it had to
be the UHF Video modulator.

This erratic performance by the computer continued for some
time, with periods of normal operation interspersed with break
up of the displayed image, and all the time it got less and less
reliable. Something had to be done, but what would it cost?
Then a kind friend provided the solution, an old 800XL that
had no power supply and was no longer required. | thought my
troubles were over, but after ten minutes with this computer
the fault recurred. The coincidence was too great - both com-
puters could not have identical faults and the problem had to
lie elsewhere, It was
not the TV - that
worked fine whene-
ver the computer
was not connected
to it. It had to be
the power supply.
Fortunately George
(he is the kind
friend mentioned
above) could lend
me a power supply
and this finally
proved the point.
Everything worked
OK on the replace-
ment power supply

|ssue 50 - Mew Atari User

DON'T

IT AWAY!

OR HOW TO REBUILD A POWER SUPPLY

using either of the B00XLs.

| am still not certain why my power supply was causing a
problem. [ would have thought that almost any significant
problem with power would have caused the computer to fail
completely, and can only assume that there was some sort of
noise or interference being generated by a falled component in
the power supply that was disrupting the generated video
picture.

Well I had to find a replacement power supply or fix the one |
had. 1 ended up fixing the old one, and the job was not
particularly easy so | thought I might as well get something out
of the experience by using it as a basis for this article - [ hope
it will be of help to some of you.

DISMANTLING AND
EXAMINING THE OLD

At first 1 thought that once | managed to open the tough black
plastic box of the old Atari power supply it would be a fairly
easy task to locate the faulty component or components and
replace them. How wrong can you be. I prised off the base of
the box with some brute force (there are some plastic supports
inside which have to be broken) and revealed a solid block of
pink potting compound with some terminals sticking up to
which the mains input cable and low voltage output leads were
soldered. These power supplies are certainly not designed to be
repaired!!

stubborn nature I would not let it go, so [ started to

carve away at the potting compound with some care in
case there was a component just below the surface that would
get damaged. It soon became apparent that cutting away with
a hobby knife, however sharp, would take days. I went on to
use a crosscut saw and wood chisels, and soon found that the
contents of the potting compound was in two halves - a fairly
substantial transformer at one end and a tin plate bent around
some electronic components at the other. Once the general
shape of these two units was identified it was not too difficult
to remove the bulk of the pink plastic from around them.

The next step was to get at the plastic inside the box-like tin
plate with enough care to recover the individual components.
It soon became clear that they could not be recovered com-
pletely intact and reusable, but I needed to identify them for
replacement. Eventually all was disassembled and the compo-
nents identified. but the only parts that could be reused, apart
from the transformer, were a small printed circuit board and a
glass fuse in its holder.

H t this point I nearly decided to give up, but being of a




ASSEMBLY o

The diagrams show the layout of the cireuit
Jboard, the layout of the components and the
theoretical cireuit. If you reuse the old lead .
from the power supply to the computer it is |
guite easy to identify the lead with the white el |._'
stripe as the positive and this gets round the G
need to identify the correct pins inside the (o o) B 7]
multi-pin plug. ey
Assembling the components is only a mat-
ter of simple soldering. There are just a [ L~
couple of items to note; first pin 2 on the '
voltage regulator is not connected, just
malke certain it is bent back or cut off s0 as

From Transformer

-

-

N

':i‘-'_.'
f-.“."lir_ bier oriage

lalor

not to touch any other connector. Second,

the two resistors are connected directly to
pin 4 of the voltage regulator if you are
using the Atari PCB design. If you are using
stripboard or your own PCB design it would
seem to me to be better to solder pin 4 to the
board and take off the resistors from adja
cent points. Remember when soldering not
to get teo much heat into the electronic
components, none of those used here are
particularly delicate, but it is a sensible pre-
caution to use a heat sink between the point
of soldering and the component, particularly
for the voltage regulator.

I have one serious caution to pass on to
you (apart from the obvious note that the
leads to the transformer carry full mains
voltage which can give you a nasty shock!).

TRANSFORMER

p Lk v
i =

BRIDGE
RECTIFIER

OUTFI

The power supply delivers quite a high current to the compu-
ter, so the voltage regulator and the bridge rectifier get very
hot. It is essential that these two components are firmly bolted
to a sizeable heat sink before you use the unit to power up
your computer, There is very little heat when the supply is

open circuit, but it heats up rapidly when the computer is
running and you are likely to cook the components if they
don't have a thermal path to take the heat away. | have reused
the tin plate which was around the components in the original
power supply, and that does the job alright, but it does need a
good air circulation.

TESTING

When [ had rebuilt the power supply | checked its output
voltage on open circuit with a small voltmeter and got a
reading of 5.27 volis. This compares with 5.37 volts registered
on a standard power unit. The specification plate on the power
supply indicates 5 volts, but that is probably the on-line
voltage which will be lower. It seemed to be about right so I
plugged into my 800XL, held my breath and switched on. What
an anticlimax, everything was quite normal!

FINALLY

Many thanks to those who have taken the trouble to write to
me. [ am not very good at answering quickly, but I will answer
everyone who includes a stamped envelope eventually. Please
note that | have no knowledge of programming languages other
than Basic, but do keep writing.

My address is 60 Roundstone Crescent, East

THE COMPONENTS

Here is a complete list of the components. Those [ replaced
| bought from Maplin and | include their part identification
number and current price for information.

Recovered from original power supply:
Transformer
Fuse and holder
Printed circuit

New components:

Bridge Rectilier WQs7M 98
Disc capacitor 0. 1uF BX03D 16
Capacitor 100ul JL19V 14
Capacitor 4700uF FMB3E B8
Voltage regulator L200 YY74R 1.46
Resistor 820 MEB20R 03
Resistor 910 MO10R 03

3.78

Of course there will be some postage to add, and if you are
not going to dig through the potting compound to recover
the little PCE you will need a small piece of stripboard to
assemble your circuit on and a fuse and holder - 1.5 amp
should suffice. You should always be able to recover the
most expensive component, the transformer, but the casing
of the power supply will certainly not be reusable, so you
will need a box of some kind.

Preston, West Sussex, BN16 1DQ.
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Another issue, another Tipster columnn, but that's what
its all about isn’t it! With this being the 50th issue you
would expect that I would be giving away huge quanti-
ties of software left right and centre, and so I am but
only if you pay me a substantial amount to my num-
bered Swiss bank account. This issue features full maps
and hints for Red Moon, a whole host of Quick E's and
lots, lots more besides.

So onto this issues tips, maybe you'll find out that you
have been giving the umbrella to the wrong Thrang in
Bloggo's Softwares latest mega adventure. So carry on
reading and be enlightened!

IMMORTAL LIFE

This issues first tips comes from Kevin Beresford of Salford. To start
with he gives us the secret of immortal life in Rufl and Reddy in the
Greal Space Adventure [there's a title and a halfl] If you hold down
HELP, START, SELECT and OPTION when you press fire te start you
begin with infinite time and lives, Kevion also takes the headache oul af
Head Over Heels. If you take Head to Heels' start room and make both
of them face the wall that separates them, then switch auto-fire on on
your joystick and press shift twice every time Heels is at the highest
point of his jump soon Heels will be over the wall and they can join
forees strajght away.

One final one from Kevin is for you power hungry ego-trippers out
there. If you go to location 13-04 in Mercenary then you can blow away
a Commodore sign! (ha ha. chortle chortle, (cue evil laughter!il)]

ST DEMO SECRETS

From my own head comes a sort of exclusive in which I will divuige
the secret or hidden demos in a couple of ST demos.

THE SYNTAX TERROR

Move the selector down to the blank bar in the credits section and
type in the following:
HEMMELHERRGOTTSJESASWILLA
and you should be presented with the screen with all the "uglies” on
it.

THE UNION DEMO

Move "Charlie” along the wall until he comes to a TEX symbaol that is
at his head height and you get what must be the first soundtracker
ever done on the ST.

This issue’s prize winner is Tobias Jorborn so the
HOLOGRAM THINGY is winging its way to Sweden!!

To celebrate our 50th Birthday the prize next time will be

A POCKET COLOUR TV

That's right! Watch your favourite proggies
anywhere, anytime but only if you get som.e
cracking tips or maps off to The Tipster NOW!

Issue 50 - Mew Atari User

THE BIG 50!

BEHIND ENEMY LINES

S A S, trained Tom Dickerson of Ashton, Northants has what can

only be described as a Godsend because he has the complete
solution to €2 IREEN BERET. S0 your mission, if
you wish to accept it Jim, is to destroy all of those nasty enemy
type people with your very own (like mom use to makell)
machete, Uzi 9mm, sawn off shotgun and your Acme "Action
Man" Bazooka and give those naughty enemy type people lead
jacketed hell!!

LEVEL 1

Climb to the top of the red bridge girders and jump from one
to another until they end. When you get to the missile lorries
DON'T climb on top of them as you will probably get killed by
the soldiers. Instead you should go along the bottom of the screen
killing the green soldiers and the grey soldiers from the right by
laying down and knifing them. At the end of the level lie down,
facing right and holding out the knife all the while (hold down
the fire button). You can also shoot the soldiers with the bazooka
if you want.

LEVEL 2

Travel along the bottom of the screen using the bazooka and the
knife as above to kill the soldiers. When the parachutist falls
down lie down facing right and the bombs will not hit you. When
the parachutist lands you can kill him just the same as the other
green soldiers. Do the same for the second parachutist, when you
get to the dogs you can kick, shoot or stab them (kick them by
pressing fire, stab them by lying down and pressing fire. You
don’t have to be lying down to shoot them)

LEVEL 3

Walk along the bottom stabbing and shooting as for level 1. When
you get to a big white building climb to the top and drop off
the end. Kill the parachutist as described in level 2. You will need
the bazooka for the helicopter at the end of the level. To do this
go to the right as far as possible and then face left. As the
helicopter lands and comes towards you shoot it. You will need
to repeat this 3 or 4 times before it ends up as a heap of scrap.

LEVEL 4

Travel along the bottom stabbing and shooting as level 1. Use the
method in level 2 if you encounter any parachutists. At the end
of the level you will have to use the method for the end of level
1 i.e. lic down facing right and hold down the fire button all the
while or you could also shoot them with the bazooka. When
enough soldiers are killed you are greeted with the highly origin-
al message of "MISSION COMPLETE"

Also from Thomas Dickerson is a tip for those who can't cope
with CRYSTAL RAIDER.

If you put a heavy weight on the space bar the game goes much
slower so allowing you to complete it (maybe?).
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QUICK E’s

T start this issues section is one from Gary Snook from
¢ southampton for LAODE RUMNMNER. If you press
- CONTROL - F you get extra lives (up to 100 extra) and CON-
TROL - U to skip levels.

A couple of snippets come from Matthew Graham and James
Hale of Leigh-on-Sea. For- ELERK TR AGILIDIC
there are two tips, the first being that bouncing balls change lane
every bounce and that bouncing balls are the only things to change
lanes. The five objects that are needed 1o get 10 the second level of
BASIL THE GREAT MOUSE DETECTIVE
are as follows:

Cigarette
Gun
Dagger
key
And something that looks like an Alarm clock

Moel Harris of Braunton must have a molten power pack by now
as he sends a vast plethora of tips so lets wade through them all
and see what he's got. First ASTEROIDS - fora
higher score and an extra life just that little bit earlier select the
following:

4 player
Melee combat
Flipover Defence

The other ships (not being able 1o move or fire) are easy meat and
can be picked off quickly. Each ship is worth 1,000 point by virtue
of the flipover defence.

In WORLID SOCCER the only attribute that a
player needs is ability to win a game.

The LIVING DAY LIGHTS has a bug in it
that has reversed the icons for two of the special weapons. These
are:-

The pen is really the ghetto blaster
The ghetto blaster is really the pen

There are some unlisted special keys for IO NWVIA TN
OF THE DEATY and they are:-

OFTION - Music on - SELECT - Music off - START - Pause

(To unpause move the joystick)

Help WANTED ......

(Dead or Alive?)

Well there are just a few wanted tips this issue but all the same I know
that someone out there has the answer either rolling around in their
head or on a piece of paper that is stuck to the bottom of a month old
festering coffee cup (as many of my programs arel],

Yogi may be smarter than the average bear but Alastair Mooney is
having a hell of a time with YOGI & FRIENDS IN THE GREED MONS-
TER. He asks how to rescue Yogi's friends and whalt is the secret of the
blue buttons. Well what are you waiting for get writing!

Steven Head needs help on DOMAIN OF THE DEAD as he is having
great difficulty in completing it. He also wants to know il there is any
way to carty on from where vou lefl off in RUFF AND REDDY, GUNLAW,
SIDEWINDER, GRAND PRIX SIMULATOR and BOMBFUSION,

Flease keep sending in all your hints, tips, maps and solutions or
anything that you have. [ still haven't had any response, apart from
Tobias's, for adventure hints, tips and maps, [ need as many and as
much as possible to make this column the best and most informative in
any Atari magazine! So get out the writing pad and pen and get writing,
It only takes a few minutes work to get world-wide fame and glory,

Send all your hints and tips to:

THE TIPSTER, NEW ATARI USER, P.0. BOX 54, STAFFORD, ST6 10R

RED Moo

There must be a postman in Upplands Vasby that knows the Page 6
address better than any other postman in Sweden.

Following on from his tips from last issue comes Tobias Jorborn's hints
‘n' tips *n’ maps for RED MOON. As usual I've been boiling my brains
by typing in backwards, so much so that m'l won gniklat sdrawkecab!!!

As usual BUR PMAL = RUB LAMP.

RED MOON: CLUES

WOH OT TEG SNIOC: EVAW EHT EOHSESROH.

WOH OT SSAP GOD: NOSIOP EHT TAEM HTIW EHT
SLLIP DNA EVIG TI OT EHT GOD.

WOH OT EGT DROWS: TSAC HSIUGNITXE TA EHT ERIF
EVAW EHT NAF. RAEW SEVOLG OT YRRAC TI.

WOH OT SSAP EHT ELTTIL ELOH: TAE EHT
MOORHSUM.

WOH OT SSAP EHT NAIDRAUG: YRRAC DLARAME.
WOH OT TEG DLARAME: NRUT EHT EFAS.

WOH OT EVOM EHT LLIRG: ESU RABWORC.

WOH OT SSAP EUTATS: RAEW KAOLC.

WOH OT LEVART RETAWREDNU: RAEW SAG KSAM
DNA YRRAC KSALF DNA GNIBUT.

WOH OT EGDOD RETTEB: RAEW GNIR.

WOH OT NEPO SUGAHPOCRAS: YAS SIBO.

WOH OT LLIK YMMUM: YAS NIBALLO.

WOH OT SSAP DICA LOOP: PORD EHT KLAHC KNUHC
NI TI.

WOH OT DLIUB EGDIRB: PORD EHT NROCA TA EHT
MSAHC DNA DAER LLORCS.

WOH OT SSAP ERIPMAV: YRRAC XIFICURC.

WOH OT SSAP DER ENIL: BUR TiI TUO.

WOH OT EES NI EHT MOOR FO

GNIDNILB STHGIL: PORD KCALB LLAB.

WOH OT KLAW NI LATEM MOOR: RAEW STOOB.
WOH OT TAEB EHT NOGARD: EVAW NAF.

WOH OT NIW EHT EMAG: EKAT EHT NOOM OT EHT
ENOTS ESUOH.

TREASURES
The treasures are: PEARL, BOOK, MEDALLION, EMER-

ALD, COINS, BROOCH, SILVER BARS, BLACK BALL and
the CROWN.

HOT ROD RAIDER

Hot Rod Raider from Issue 42 of New Atari User has a useful bit of
programming in it that allows you to use the barriers which appear on
the right hand side to your advantage, when you see one - drive on the
pavement. The enemy vehicle will follow you into the barrier.

OVERLEAF -
MAPS OF RED MOON

MNew Abari User - Issua 50 39
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TOP 5 CASSETTES

Kick Off (Budget) .......... 2.99
Colossus Chess IV ....... 7.95
Atari Compilation .......... 4.99
Plastron ... 7.95
Mig Alley Ace ... 7.95

Cass. Disk
RIERA I T e o pmer sodlngen 20895 995
Smash Hits 1-4 & 7 (ﬂach] .98
Living Daylights ......_...... 299 499
Spy ws Spy Arctic Anfics .. 289 3489
Spy vs Spy Trilagy .. .95 9.95
Polar Pierme ... .00 4,99 {94
Mr Robat ........o.... e 409 684
Beta Lyrae ........... ; 499 6.949
Boulderdash 2 299 699
Arkanoid 905
Trailblazer 9.95
Sola Flight 785
Spyhunter - 13 6.00
Rescue on Fractulas 6.99
Ballblazer ............. 6.99
RRMBENE ..o St 6.09
Plattorm Perfection ... 4.99
Spindizzy ... e 2499 699
Touchdown Football G.0a
Spitfire 40 BN L ar 6.99
B e e i ol 299 699
Druid 4.09
Brian Clough's Football Fort,  8.95 12.95
PO e e - 4899 499
European Super Soccer ... 4.049
Hard Hat Mac ... 4,00
Mew York Gity | L 499
Crumbles Crigis ... 4,99
Freaky Factory : 4499
Starquake ... 4.99
Prappied ... 4.99
Laser Hawk ... 4,99
Colossus Chess 3 ... 4.89
Sidewinder ... 4.99
Joe and the Nuclear Caverns 499
Muchear MicK  .oovveieesvisninns 4.849
Knockout Boxing ... 4,99
BUNSEE e ; 2.99
Cuthbert Goes Walkabout 294
Mig Alley Ace ... 7.95 995
Wintar Events ... 9.95
Night Mission Pinball ...... 6.99
Jump Jet ... Barhir 5.99
International Karate ..., 5.99
Pitstop Il ... ik 6.99
Montezuma's Re.'engc S 4,99
Atari Compilation 4.99
(5 games - Star Raiders, Tennis ate)
Gauntlet + Deeper Dungaons 9.95

TOP 10 DISKS

Flight Simulator Il ......... 14.95
Jewels of Darkness ..... 9.95
Colossus Chess IV ...... 9.95
Draconus ... 6.99
Hawkquest ..........c.coov..... 12.95
Pirate Adventure ........... 4.99
Bop ‘N’ Wrestle ............ 6.99
Silent Service .........co... 9.95
The Count .....ccooovvuvennene. 4.99
Gauntlet & Deeper Dungeons.. 9.95

ADVENTURE/'STRATEGY

Cass. Disk
Flight Simulater 11 ... 14,95
Flight Sim. Scenery Disks
Mos 1-7 each 9.95
Questron 9.95
Field of Flre ......... 7.85
Holbywood H|||m-c 9.95
P e e 9.95
Time & Magik 11.95 11.95
Lurking Horror ... o 11.95
Ingrid's Back . 11.85 11.95
Knight Ore ... .. 1185 11.95
Cloak of Death 284
Gunslinger AL 0.95
Eternal Dagger . 14.85
Theatre Europe 11.95
Carriar Force 16.95
Panzar Granadier 16.95
Battlecrusier ......... 16.95
‘Warship 19.95
Vietnam e 9.95
Caonflict in 'u'|sl1nan'| e 1195 14.95
Crusade in Europe ........... 9.95
Decision in the Desert ... 11.95 14.95
Colossus Chess 4 i Tedia S5
Kennady Approach ... B.A95 1295
Hawkguast S L - | -
LT L | S 995
R e i e e D 095
The Gount ... 4.99
Pirate Adventure 4.99
Scapeghost ... . 12,85 12.95
Silicon Dreams .. . 785 9405
Jewels of Uarkl'll:‘.'Eb 795 905
Rebel Charge ... 19.95
Super Huey 9.95 11.95
Lancelot ... 11.85
Sargen ||l Chess 56.00
Gettysburg o 19.05
Knights of the Desert 9,95
MNato Commander 9.95
R e 14.85
Colonial Conguest ... 16.95

Disk
T fy - | AR L B 14.95
Atari Wiiter Plus  .......coocccieenni 29.95
Planetarium ; .. 16.95
Cut 'n’ Paste ..., 9.95
Vigicale .............. 9.95

XL’XE CARTRIDGES

Missila Command
Star Raiders .........
Galaxian ..
American Football
Tennis

Food Fight
Donkey Kong ...
Pole Position ...
Ms. Pacman .......
Star Raiders Il
Loderunmer ]
Barnyard Blaster {Lightgun) ...... 7.95
Ona on One Basketball
Battlezone

David's Midnight Magic
o) o] R R e e . e Ta0D
Rescue on Fractulas ...

Moon Patrol ...
Robotron 2084 |
[ ] R P S Dy e
H.E.R.O

River Raid
bega Mania
Dreadnaugil Factor

Designers Pencil ..o

Hally Spaadway ... i T
Eastern Front 1541 sdviirserts ot
Skywriter ... .. 4.99
Qix 7.85

FULL RANGE OF ATARI 2600

CARTRIDGES IN STOCK

A COMPLETE SERVICE N COMPUTERS & SOFTWARE

TOP 10 ROMS

Pacman .... PUERES, ¢
Designer's Pencil ........ 4.99
Star Raiders Il .............. 9.95
Donkey Kong Jr... SOLD QUT
Battlezone ..........crureerrre 7.95
Donkey Kong ........ccoeeo.  7.95
Food Fight .......cccrveeen.. 499
Pole Position ................. 7.95
Ms. Pacman ........coverenn 9,95
Galaxian ..........coocrvreenen. 4.99

TOP 10 BUDGET

CASSETTES

Draconus .......ceoeeian
Star Wars ...
Yogi & The Greed Monster
Ruff ‘n’ Reddy 2.99
Joe Blade Il ...........oe.... 2,99
Chuckie Egg .....cccvvunee. 2.99
The Living Daylights ... 2.99
Speed Run .....ocemeinnnne 2.99
Gauntlet ........................ 2.99
Tank Commander ......... 1.99

299
PE ]
2.99

BUDGET CASSETTES

Zeppelin
Draconus
Mirax Force
‘World Soccer s
Phantorm ..._....cooviecrimcrimnrinen ;
Zybax '
Speed Aca o
Las Vegas Gasino
Fruit Machine
Sidewinder DR e o
Fantastic Soccer | ¥
Kanny Dalglish Soccer I'.ﬂan.a-;;u.,r :
Ninja Commander ...

Blinky's Scary Schoal ...
Jocky Wilson Darts |
The Living Daylights
Mountain Bike Aacer

Hi-Teg

Spy vs. S-pw_-.l ok B .
SpY ve Spy Istand Dap"r

Spy v, Spy Arctic Antics
Boulderdash IV
Space Ridar ..
Yogi & The Greed

Ruft 'n' Redd, i
Yopgi's Great Escapa

Byte Back
Robot Knights .................
Jet Boot Jack
Timeaslip ¥
Astrodroid ...
Speed Aun ...
Space Lobster
Fightar Filot
Ereadnauqht

Planet Attack ...,

Mad Jax .. e e
Roulette Simulator ...
Cosmic Pirale Ne
Wan:-::pmr PR R A R
Scraaming Wlngs T e :
Exploding Wall
Little Dewvil ...
Tomahawk ...

Codemasters

Fruit Machine Simulator ..........
B.M.X, Bimulator ...
Transmuter e SR
Fad Max ........occovmrinns

Grand F'rlx Simulator .................
Advanced Pinball Simulator ..
KiXX
Gauntlel

Footballer of thc Year
Hardball

Hit Squad
Grean Beret ...
Arkanoid ...
Head Quver Heels
Atlantis

Dawn Raidar ...

Death Race
Pro Golf

League Cha
Pat Hole Pata
Snc-u-:rl Castle ...
Da}.lllu i Hubh{.r,’
Titan ...

Periscope I.||:- . ELL
Emcounter ...
Guntighter

Crack Up

Survivors ... e e L T
Cops “n° F!-:;-IJ,;-l:r,-,

Alternative
Leapster
Mankey Maglq,

Soccer ... <!
CatHA Tap it

BREEEEEEER8EE
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1.99
1.949

Who Daras Wins II 2.9
Spindizzy .. il el
Fro Mouniain Bike 249

Atarisoft

Speadhawk e g 2L LR S aa
Twilight World 2.99
Heartacha 2.99
Thunderfox 2.99
Slingshot 2.99
Adventuresoft

10 Little Indians  ...................... 2493
Saecret Mission R -
Arrow of Death 1 . 3 e 2,99
Amow of Death 2 ... ... Z a9
Golden Vioyage ... . 299
Mystery Fun Housa e 203
Strange Odyssay . e 298
Wizard of Akyrz ... 299
The Tima Machina ... 299
Adventureland 1 -«
s e e .. 2499
Escapa from Pulsar ¥ ..., .99
Parseus and Andromeda ..., 2.99
Tha Count ... 2.99
‘oodoo Castle ... A 2.99
Waxworks ... .. 2499
Firebird

Vidao Classics ... .. 2493
Matta Blatta 1.99
MicroRhythm 1.93
Thrust A —— 1.99
Chimera | 1.99
Players

Stratosphare 1.99
Taniurn & 1,99
Dizzy Dica 1.99
Bubble Tr|’_||,||_'||1,. 1.99
Joe Blade 11 - 2499
Miscellaneous

SlharWars ... 7.99
Football Marlaucr 4 2.99
Superman A 209
Hiver Raid iy AR LA <t 2.949
TE L R e N ST e, L S
Chuckie Egg e i 2.90
Tank Commander ... 1.98
Pogobron ... 299
Boulderdash 2.99
Boulderdash 11 .. 2.99
Darts 1.949
System & Pools s T e . G
Turf FOFm oo, e 200
Mastertronic

Masterchass

Protector |

Ravenge 1l ...

Crystal Raider

Amaurote ...

Action Bike

Viegas Jackpo
Kikstan

Calany

Feud

Inwasion ...

0On Cua

ENRE O e

Mutant Camels

Milk Race ...

Frenesis |

Panther

Sidewinder 11 AR 3
Despatch Rider ... ; 1.90
Hovar Bowvver .................... 1.89
Molecula Man ..., 1.99
Gun Law e 1.99
Speedzong ..., 2.5
Mimja . o i e e
Ghosthusters Nl T b o T e e
Henry's House e 1288
180! s v . 299
BombRIBION i 1.99

Add 50p to orders less than £ 5.00. All prices correct ai

Mler

219/221 Cannock Road, Chadsmoor, Cannock,
T

Staffordshire, WS11 2DD
Telephone (0543) 466577/8/9

time of going 1o press. Access or Visa orders welcome.

Please add £1 per item for overseas

Please make Cheques or Postal Orders payable to
“MILES BETTER SOFTWARE"

- lsswe 50
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YOGS GREAT ESCAPE

nother weleome game
in Hi Tec's budget
series based on

famous characters from the
cartoon world of Hanna Bar-
bera. Yogi Bear is well known
to thousands of young [and
not-so-voung) TV cartoon fol
lowers for his zany capers in
Jellystone Park and his ever-
more-cunning but not always
successlul attempts to outwit
the Park Ranger.

YOGI'S GREAT ESCAFPE be
gins when Yogi and his faith-
ful friend Boo Boo wake up
from their winter hibernation
to resume the traditional pas
time of relieving innocent
campers of their picnic bas

Title: YOUGI'S GREAT ESCAPE
Publisher: Hi Tec
Price: £2.99

Players: 1
Loading: 15'10"+
Reviewed by Paul Rixon

TELERERY

oy Ton
| i

£

i bo b b o b g

o,

his is the story of two
T brothers, Leanoric and

Learic, who also hap-
pen to be wizards. They had
lived in the small, trangquil vil-
lage of Little Dullford for as
long as anyone cared to re
member, and seemed to spend
most of their time collecting
potions, mixing spells and
doing all the other mystical
things that wizards were
thought to do. The pair had
been known to occasionally
argue (one summer Leanoric
turned his brother temporarily
into a frog) but as long as they
kept themselves to themsel-

|sgue 50 - Mew Atari Llser

kets. A few days into the sea-
son, Ranger Smith recelves
the disturbing news that Jel-
lystone Park is to shut down
and all the animals are to be
shipped off to the zoo. Yogi
hears of the impending clo
gure and decides to head for
the freedom of New York City
before it's too late. With Ran-
ger Smith and pet tracker dog
in hot pursuit, Yogi attempts
to make his great escape.

The adventure kicks off in
Jellystone Park and proceeds
through forest, wild west,
‘Mumbo Jumbo' marsh and
funfair scenarios belore
reaching a conclusion in the
The Big Apple itself. The scen-
ery on each level scrolls hori-
zontally as Yogi runs and
bounds across countless walls
and platforms, his objective to
reach the exit before a count-
down timer signals his
appointment with the zoo.
Snakes, ravines, Indians and
many other nasties musl be

ves, the villagers didn't seem
to mind.

Then one day the peace was
shattered by an enormous
commotion. At first there was
shouting, then explosions,
bangs and other events that
witnesses found too shocking
to discuss! Leanoric later
moved out to a new hut on the
far side of the village. It was
more than a minor disagree-
ment - a feud had begun, and
the villagers knew they had
better not get in the way!

And so the scene is set for
FEUD, a graphical adventure
based on the conjurers’

avoided whilst roast chickens,
toffee apples, hamburgers and
other edible objects should be
consumed to gain a uselul
points bonus at the end of
each section.

Regrettably, with the excep-
tion of Yogi himself, the
graphics fall short of the stan-
dard I'd expect from Hi Tec.
Gameplay is confined to an
unnecessarily small window in
the top two thirds of the
screen and colours on the first
level make Jellystone Park
seemn more like the Sahara De
sert! There are frequent delays
during play since the levels

FEUD

attempts to destroy one
another. You become Learic
whilst the computer com-
mands the actions of Leanoric.
The screen view consists of de-
tailed. well-shaded scenery in
the upper half of the screen
and status information below.
As your character fraverses
the kingdom, the display win-
dow ‘flips’ to reflect the chang
ing locations, To the left, a
spell book illustrates the
magic at your disposal.
Initially you don't possess
any special powers so the first
task is to explore the sur-
roundings for some appropri-
ate ingredients. When you ac-
quire something useful a cor-
responding entry is highlight-
ed in the spell book, but be-
fore you can use a spell you
have to transport the ingre
dients back to base for mixing
in your cauldron. Once you've
found a sufficient number of
spells you should head to-

load in separately from tape -
run out of lives and you have
to rewind back to the begin-
ning. I'd be willing to overlook
these drawbacks if there was
musical compensation but,
alas, the sound effects are
equally unremarkable.

On a positive note, Yogi's
Great Escape is an addictive
game and, though clearly not
in the same class as Ruff ‘N
Reddy (see last Issue), it's well
worth checking out.

Show your appreciation for
Yogi and hopefully we'll enjoy
many more new releases from
Hi Tec.

wards Leanoric and attempt Lo
cast them - but watch out, or
hell do exactly the same to
you!

It's not difficult to get lost in
the kingdom and mapping is
almost essential, Thankfully,
once you've located a ‘teleport’
spell you can return Lo the
cauldron quicker than it takes
to say ‘hocus-pocus’,

This must be one of Master-
tronic's best releases yet.
Great graphics, good sound
and an interesting theme. It's
a pity there's no two player
option as the game would
seem to be an ideal candidate.
For the solo wizard, Feud rep-
resents excellent value.

litle: FEUD
Publisher: Bulldog (Mastertronic)
Price:  £1.99 cassefte

Players: 1
Loading: 20°30"
Reviewed by Paul Rixon
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 INTERNATIONAL KARATE

arate simulations
aren't as abundant on
the Atari as on other

micros but anyone who's ex-
perienced INTERNATIONAL
EARATE (or its American
counterpart, World Karate
Championship) should have
no cause for complaint. Not
only is it a truly brilliant
game, it's arguably better than
the 16-bit conversions!

After loading you're greeted
with an atmospheric sound-
track and a demonstration
giving a taste of the action to
follow. The background scen-
ery is formed by a superb
drawing of Australia’s Sydney
Harbour Bridge and Opera

Title: INTERMATIOMNAL
KARATE
Publisher: System 3
Frice: £6.99 disk
Flayers: 1/2
Reviewed by Paul Rixon

astertronic present
yvel another scrolling
blast ‘em up from PAL

Developments - SIDEWINDER
[I. The title is a bit deceptive
since the game is not actually
related to the original Sidewin-
der, released by Futureware
over four years ago. Fortun-
ately, it's not quite as difficult
either!

In the initial mission briefing
you learn that your planet's
long range scanners have de-
tected a huge mass
approaching from the direc-
tion of an alien home-world,
Reports from scout craft indi

House. In the foreground com-
puterised opponents dive
spectacularly around perform-
ing dozens of different karate
moves. Initial options allow
You to select a one or two
player match and whether or
not to have music and for
sound effects continuing
throughout the game.

In each bout of International
Karate your objective is to in-
flict maximum damage on
your opponent before the ex-
piry of a timer, whilst avolding
injury yoursell. The moves are
carried out by a combination
of joystick directions and trig-
ger presses, giving a total of
sixteen possible actions. Each
successful hit is rewarded by
elther a hall or full point, and
a score determined by the
complexity of the move and
how well it was performed.
The first player scoring two or
more points wins the bout and
gains a bonus based on the
amount of time remaining. If

cate that it's an enemy battle
station, somewhat larger than
the one you destroved in a
previous ‘Sidewinder’ exercise.
A computerised selection pro-
cedure has chosen lucky-old-
you as the only suitable candi
date to attack the advancing
menace. You've been instruc-
ted to infiltrate the station via
an air inlet tunnel - the catch
Is that it's lined with defensive
units, automatic vent doors,
and patrol drones with orders
to prevent your intrusion.
Sidewinder [l is a traditional
vertical scroller - the aim is
simply to survive as long as

the timer runs out completely,
the winner is the playver with
the highest score or, if it's a
draw, the one who tried the
hardest! Later on there are
special stages where you take
a break from fighting and have
to prove your skill at dodging
weapons and smashing piles
of bricks. As you accumulate
more points, you're supplied
with an appropriately coloured
belt and eventually allowed a
slot in the coveted hall of
fame.

The visual delights of this
game have got to be seen to be
believed. The graphics really

possible by avoiding or annihi-
lating the innumerable aliens
and obstacles. Every so often
you're presented with a
chance to collect a floating
capsule that ean add an extra
gadget to your ship, such as
enhanced fire power or a li-
mited protective shield. Any
contact with the surrounding
installations or enemy fire
rapidly reduces your fuel sup
ply. There are three spare
ships in reserve.

Presentation in both the
audio and visual sense Is of a
pleasantly high standard,
from the catchy (and strangely
familiar?) opening music to
the clear, detailed and
smoothly scrolling back-
ground scenery. An unusual
feature of the game is that by
pulling back on the joystick
you can stop the scrolling
completely and give yourself
ample time to work out the
best route through the battle
fleld ahead. This means that

are absolutely stunning! The
disk version features many
additional backdrops of world-
wide landmarks which load in
automatically at regular inter
vals. The animation is fast (the
speed of play can be adjusted)
and incredibly smooth. Music
and sound effects are also first
rare.

Without a shadow of doubt,
International Karate is an all-
time computer classic. If you
haven't got it then you're mis-
sing out on one of the best
pieces of software entertain-
ment ever devised for your
computier.

SIDEWINDER I

Sidewinder II should cater for
a wider range of abilities than
many other games of its genre.
The only bad thing | can find
to say about it is that it's a
rather monotonous challenge
with no surprises to keep you
hooked on the higher levels.
However, this criticism could
be levelled at almost every
other shool ‘em up in exist
ence. Thousands of arcade
addicts don't seem to be con
cerned!

Sidewinder Il iz one of the
best budget-priced shoot ‘em
ups currently available. It's
not a patch on Tail Of Beta
Lyrae (then what is?) but even
so it's well worth the asking
price!

lifle: SIDEWIMDER Il
Publisher: Masterronic
Price: £2.99

Players: 1
Loading: 11'24°
Reviewed by Paul Rixon
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ew B-hit games are
N sadly few and far be

tween nowadays but
it's a good opportunity to ex-
amine some of the older titles
that previously may have been
missed.

Codemasters’ BMX SIMULA-
TOR is quite similar in con-
cept to their Grand Prix Simu-
lator, which I reviewed in
issue 47. The game presents a
series of screen-sized circuits
which the players’ observe
from a birds-eye perspective.
Two small BMX riders line up
on the starting ramp and wait
for the signal - then they're off.
You can opt to challenge the
computer or a human com-

Title: BMX SIMULATOR
FPublisher: Codemasters
Frice:; £2.99 cassette
Flayers: 1/2

Loading: 13'18°
Reviewed by Paul Rixon

hat do Frenesis, Tal-
Wlndeﬁn and Cops ‘n
Robbers all have in

common? The answer is that
in my opinion they're all prog-
rams to avold! Over the years
I've seen brilliant games, aver
age games and terrible games
but these three stand out as
the worst of the bunch. In the
past, Alternative Software’s
policy of re-releasing oldies
has kept them out of the ‘nas-
ties' league table, but this time
| think they've finally outdone
the competition with CASTLE
TOP - a game that can only
really be described as Bad

lzspe 50 - New Atari User

BMX SIMULATOR

petitor, but in either case your
objective is not only to come
home in front of your oppo-
nent but also to finish the race
before the expiry of an in-
creasingly unforgiving timer.
Thankfully controlling the
BMX doesn't involve any 'De-
cathlon’ style stick waggling -
yvou steer with the joystick and
use the trigger for speed ad-
justments,

The graphics are beyond
major criticism, although they
do suffer from the curiously
prevalent drawback of yuldy
brown and yellow colouring -
I'm beginning to wonder if my
monitor is in need of a service!
The scenery includes lots of
obstacles and other features
that should be well [amiliar to
BMX fanatics - 'burms’, ramps
and rough ground to name
but a few.

The sound effects comprise
an excellent introductory tune
by David Whittaker, several
other musical interludes at

with a capital Bl

It's 1502 - Columbus is still
celebrating his discovery of
America, Shakespeare hasn't
been born and Atari has no
more significance than a move
in a Japanese board game.
Anyway. the story is that your
childhood sweetheart and
bride-to-be, Jessica, has been
captured by the evil Lord
Frederick of Alconbury Castle.
Obviously yvou're pretty Keen
to rescue her so, as a noble
knight in shining armour, you
bravely head off for the
tyrant's castle. Meanwhile the
nasty Lord Frederick has. as

various stages of the game
and a not entirely convineing
‘bike’ noise as you furiously
pedal around the circuilts. At
the end of each level you can
select a unique "Action Replay’
function to see how your per-
formance might be improved -
in slow motion, if you wish.
It's just as well there's a two
player option as the solo game
can prove to be more than a
little frustrating. The compu-
terised cyclist enjoys collision
immunity so no matter who
causes a crash, it's always you
who's sent sprawling into a
heap! In all there are seven

CASTLE TOP

yvou might have expected, pre-
pared more than a few sur-
prises to greet you. What you
must do is overcome the dan-
gers, save the day, win the girl
and put a stop to Lord Frede-
rick's reign of terror.

The graphies in Castle Top
leave a lot to be desired. I'm
no historian but I'm pretty
certain the knights of old
didn't turn out in pink hel-
mets and fluorescent green
armour! The animation. or
rather the lack of it, is another
peculiarity - instead of walk
ing, the multicoloured knight
slides awkwardly along on one
foot! When you press the joys-
tick trigger. the knight jumps
with an accompanying beep of
the sort that beginners pro
duce in their first encounter
with the Basic ‘'sound’ state-
mernt!

Your task is simply to guide
the knight across the castle
battlements, leaping where

different circuits. As you prog-
ress through the levels the
time allowance becomes more
and more restricting, to the
extent that eventually you
can't afford to make the slight-
est error of judgement.

Like its motor racing relation,
BMX Simulator is an addictive
game that's best enjoyed as a
one-to-one challenge with a
human opponent. The courses
eventually become so deman-
ding you begin to think they
can't be completed - but then,
maybe it’ll just take one more

£O ..

appropriate Lo avoid spears,
arrows and other unpleasant
objects. The jumps require an
almost impossibly accurate
sense of timing and just when
you think you're starting to
make progress, the smallest
mistake can send you straight
back to the beginning, since
you're only provided with two
additional lives. Annoyingly
you can't commence a new
game with the trigger but are
forced to reach for a console
key instead. More seriously.
the game occasionally crashes
into a weird state of ‘slow-
molion’.

Let's not mince words: [ think
this game is RUBBISH!!!

Tithe CASTLE TOP
Publisher: Alternative Software
Price: £1.99 cassette

Players: 1
Loading: 4'55"
Reviewed by Paul Rixon
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FOR SALE

XL SYSTEM: BOOXL with fwao 1050
disk drivas, 1010 data recorder,
Boss joystick, £500+ games, busi-
ness programs edc, £210 o.n.o,
Ted. (0733) 238082

GEXE: 65XE with XC12 data recor-
dar, £100 worth of software inc.
Assambler Editor, loads of back
issues of Atari User and Page 6
plus few books. Contact Blair on
{0273) 609427 after Gpm or wrile
to 27 Brading Road, Brghton, E.
Sussex, BN2 3PE

XL SYSTEM: 800XL with 1010 re-
cordar, all leads and manweals plus
gamas (approx 30). E75 plus P&P
Phone 0636 710514 after 6pm

CASSETTE RECORDER: 1010
cassefte recorder, unused. £15.
GSXE GAMES CONSOLE with
ligghit gun, 1 built-in game ples two
canridges, almost half price at £60,
still in box, approx 3 dozen casset-
tas for Atari XL, £10. Please con-
tact Jean Circuit at 12 Belgrave,
Lang Marion Road, Appleby in
Westmorland, Cumbria, LA16 6XF
or telephone 07683 51861

G65XE SYSTEM: 65XE complate
with XC12 cassatta, two joysticks,
games on cassetta, 10-PRINT and
Ssmulated Compauter. Mint condi-
tion. £Y0 o.n.o. Also 800XL com-
puter (no power pack), £25. Please
phane (0305) B52276 ask for John
Aston, Dorchester, Dorset

XL SYSTEM: 65XE computer,
XC12 cassette recorder and over
£170 warth of games. Everything
still naw and boxed and in excel-
laml condition. Also includes two
e joysticks. Will sell everything
for £130. No spiits and buyer must
collect. Please ask for Paul Gar
bett &t 21 Harrison Sireet, Blox-
wich, Walsall, West Midlands and
please come afler Epm

1027 PRINTER: 1027 LQ printer in
axcellert condition complete with
PSU, cables eic. Offers around
£40. Phone Mike on 0302 834410
after Gpm

BOOKS ETC.: Zork 1, The Pawn,
ini Cefice |1, Atariwriter Plus,
£7.50 sach. Music Construction,
Smash Hits 7, Mercenary parts 1 &
2, B4 sach. Free postage. Also
books, magazines in binders, lan-
fguages atc., negotiable. Phone
Clive on 0803 755462 evenings/
waakends

XE SYSTEM: 65XE computer con-
sola, XC12 datacorder and 11
games, 2 joyslicks and Flight
Simulater Il, all manuals and n-
structions, baxed, £80 ov.n.o.
ARer Bom. Please contact Richard
an (030678) 327 (Surrey)

XL SYSTEM: 800XL computer,
1010 data corder, over E200 warth
of games, joystick, manuals, leads,
mags e, excellent condition, little
used, bargaln £95. Will not split.
Tel. (02406) 6143 (Aylesbury,
Bucks)

MAGS & XC11: Complete collec-
tion of B-bit Atari User magazines
and PAGE & lssues 7 to 30 in
binders. Also ¥C11 cassefie recor-
der, excellent condition, Ofers to
Adrian on (0707 3303593

DOUBLE SYSTEM: Two 800XL's,
iwo 1050 disk drives, one with US
Doubler, one with 1.5, plate, 1 joys-
tick {Quickshot I} approx 350 disks
im 4 100-cglizk boxes, PAGE 6
leswes 7-41, Tech. Ref. Manual
(400/B00), a few other assorted
manuals and magazines, £250
o.n.o. Contact Meil on Brighton
{0273) 606643 any fime

XL SYSTEM: Atar 800XL compu-
ter, 1050 disk drive, 1010 tape
deck with tape and disk software
and bogks, £100. List of items
available, Tel. (0995) 604219 aler
o,

XL SYSTEM: BOOXL (256k- 130XE
compalible) and 1050 disk drive,
£100. Flight Simulator Il with &
scenery disks, £50. Disk and tape
software and books, list available
Touch tablet with carnidge and
disk software, £20, Tel. (0995)
604219 after Gpm

VARIOUS: Speach Synthesiser
{July August ‘87 Atari User) profes-
sionally made with software and
Instructions, £20; 45 cassettes, all
sorts (no splits), £25. SAE for Est.
Swap both for 210 drive. M.C.
Crasswell, 144 Radipole Lane,
Waymouth, Dorset, DT4 OTG

1050 DISK DRIVE: 1050 drive with
leads, £45 or nearast otfer, Tel
STOKE 286283

SELL/SWAP: Damaged 65XE,
XCA2 recorder, over £250 warth of
soffware, 3 |eysticks and maga-
zines. Will throw in free Atari VCS
with 3 se1s of paddias (XE com-
palibée), touch pad and 16 car-
tridges. £135 o.n.o. or swap for
systern with disk drive. Letters o
Stewan, 62 Poplar Street, Grange-
mauth, Stirlingshire

XE SYSTEM: XE games system,
XC12 tape deck, loadsa games,
£100. Tel. Malc (0246) 205208
after 5 pm (buyer collects)

MAGAZIMES: Afari User maga-
Zines 1985 (May to Nov.), 1988
(March to Dec.), 1987 (May to
Dec.), 1988 (June to Nov.) Atari
ST User 1986 (March to Dec. Vo,
1 Mo, 116 No. 10). 46 in all. In one
lat sake. Ofers to 0776 83265

MAGAZIMES: MEW ATARI USER
& PAGE & magazines - issues 22
24, 29, 30, 31, 35, 36, 37, 39, 40,
41, 4245 all in perfect condition,
as new only IRE1.00 each, a ifrua
giveaway! Write to me please:
Richard Harpur, ¢ Casteredmond
Estate, Middleion, Co, Cork, Ire-
land or FAZ 010-353-21-631965

XL SYSTEM: BOOXL with 1050
sk drive, 1010 data recorder,
leads, manuals, books, maga-
zines, 20 brand new disks, joys-
tick, garmas, ROMs, fapes, disks.
Al you nead for hours of fun. £200
o.n.0. Sold as complete system
onty. Can deliver within reason. tel
Crawa (0270) 873109

EXCHAMNGE: | have recently com
plated the 8-bit disk version of In
fidel and would like to swap it for
any ather Infocam but praferably
Planetfall, | alsa have the fellowing
cassettes 10 exchanga: Pirate
Adveriure, The Count, Quest for
Etemnity, Mordons Quest, Return to
Eden and Hacker. Pleasa contact
Mark on 0530 560062 after pm

XE SYSTEM: 130XE computer
with 1010 data recorder, fouch fab-
let, joystick, manuals, 15 games on
cassetbe, 10 games on disk, axceal-
lent condition, £80. Buyer collects.
Phone Bumham (0628) 663004

BOOKS & SOFTWARE: Mapgping
The Atari (Revised), £6; Assembly
Language Programming, £4: Com-
pute!'s Second Book of Graphics,
E4; Advanced Alari Basic Tubarial,
£3; The Atari Book of Games, £3;
D Fe Atari (with binder], £5; 6502
Assembly Language Programming,
E7; Astronomy with your Personal
Computer, £3; Disk software -
Movie Master, £4; Silicon Dreams,
£5; Jewsls of Darkness, £5. Phone
Andy Furmell on 0522 690825

INTERFACE: Cenfronics intarlace,
suitable for & variety of prinffers,
£18; 40 Great Flight Sim. Adwan-
tures book, £3; Flying For Fun,
general guide 1o what your appe-
tite, £2. Phone Praston (0772}
T25288 after 6.30 pm

HARDWARE: Atari 1027 printer,
£50; XC12 tape reconder, £15;
130XE Secam + XC12 4+ Flight
Simulator + Joystick, £50; 800XL
Secam £20. All plus ghipping and
posting, NEW in boxes. Danial
Carrodano, Les Oliviers B1, 326
Montee di la Calade, 83300, Dra-
guignan, FRANCE

XE SYSTEM: 130XE, 1050 disk
drive with happy enhancement and
gamas, £125 o.n.o. Buyer collecis
or pays postage. contact Pefer
Brazar, 7 Gilas Gardens, Margate,
Keant, CTS 4BD

GAMES MACHINE: Atari 2600
games machine, paddles, leads,
games, E30; Atari 2600 multicar-
tridge with 32 games on i! {In-
cludes River Rald, Berserk, Pac-
man elc, Offers, 800 XL, 1010
tape deck, 1050 disk drive, discs,
games, light pan, v.g.c. E185.
Phane Urfan Redhill 0737 772116
Will split and post.

XE SYSTEM: XE VG5, XC12
datacarder, ightgun (with game],
Flight Simulator Il {on ROM], 1
joystick, £40 worth of casseties, 3
Atari User magazines, all manuals
and keads. Excellent condition, Wil
sell for £115 o.mo. No splits,
Phone 0785 841140 and ask for
Chris between Bpm and 3pm

130XE SYSTEM: 130XE and 1050
disk drive, both in excallent condi-
tign, £150. | can deliver within or
near Essex, otherwise buyer col-
lecls. Ted. D268 TR4E3T

XE SYSTEM: 85XE, XC12 data
recorder, joystick, over £200 worth
af games and mags, £250. Phane
Phil on 0454 311025 after Gpm,
Buyer must callect,

1027 PRINTER: 1027 |atter quality
printer in good condition with ari-
ginal packaging, ©£50. Buyer col-
lects or pays postage, Tel. 0268
TE4B3T

XL SYSTEM: B00XL, 1050 disk
dirive, 1010 cassette. 2 joysticks,
dust covers, 100°s of games on
disk and same on tape. All boxed
and in axcellent condition with all
manyals, £120 anly. Ring Kings
Lynn {0553) 872309 any time.
Bluyer collects

GAMES: | havie some lape based
Seott Adams adveniures and some
other oldies like Wizard of Akryz
lor £3 each. Also other adventures
and gamaes far £1 and a joystick
for £2. Anyone interested? 'Write to
Simaon Fatakis, 16 Lascotts Road,
Wood Green, London, M22 41N

XL SYSTEM: BOOXL, 1050 desk
drive (with Happy], 1010 casselie,
450 games, compbete sel-up,
£360. Tel, 0782 512417

THE COMPLETE QUTFIT!:
200XL, 1050 disk drive, 1029 prin-
ter, Xetlec Centronics Interface|
Mica!), joysticks, loads of software
inc. serious spreadsheet, word-
processor etc. classic games,
TWO bound wolumes of Atarl re-
lated mags, books inc. Mapping
The Atari and ALL units AS NEW
atill with QRIGINAL boxes, Sadly
parting company ALL for JUST
£150. Aing Adam on (DB235)
23501 any tima

XE SYSTEM: 65XE. XC12 data
recordar and 1050 disk drive, £100
worth of software on disk and cas-
satte. Only £150. Tel. Bicaster
(0B6S) 346039

DISK DRIVE ETC.: 1050 disk
drive with £150 worth of software,
1029 dot matrix printer with soft
ware, £90, Tape and ROM car-
tridge software, over 70 titles, only
£30 [no splits). Must sell. Phone
0232 714155

XE SYSTEM: 130XE and data re-
corder; Mapping The Atari;
Assambler Carfridge; over 50
magazines,; carridge games; load-
£a cassettes all in excellent cond-
tion, boxed with relevant manuals,
£100 o.n.0. Contact Dave aftes
Gpm weekdays, any time
weakends on (0652) 34161

VARIOUS: Due 1o the demise of
my BOOXL | have a range of soft-
wiara, hardware {including disk
drivas), books, manuals and
magazines open to sensible offers
Flease write to W. Galashan, 123,
Norbreck Close, Wamington, WAS
25J or phone 0825 723273 after B
pm. For full details send an SAE.

CASSETTE GAMES: Approx 150
games on tape and AOM for XL/
XE. Send £10 for a pot luck asson-
ment o 10 games (all originals).
Also BEXE with power supply, £30
in¢. postage. B. Paterson, 46 Mer-
forn Way. Ponteland. Newcastle-
upon-Tyna

130XE SYSTEM: 130XE, XC12
cassette, XF551 disk drive, 1209
printer, lots of cassatte games,
joystick, manuals etc, £350 0.n.0.
Yorky 256k memory upgrade, new,
unused, £55 no oifers. 5. Young,
94 Mangrave! Avenue, Maidstone,
Kant, ME15 SBE

XL SYSTEM: B00XL, 1050 disk
drivie with LIS Doublar, 2 joysticks,
100 'S disks in boxes full of
pames and wlifties, 4 volumes of
Atari User in folders, few copies of
PAGE & mag with disks, also
some books, £250 o.n.p, Tel, 0753
B53166

XL SYSTEM: 800XL and, 1050
disk drive and 1028 printer with all
cablas, Mini Office 1, £250 for the
lot, no spiitting (inc. dalivery). Ring
Mr. D. Hill 9776 83265 any time

FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HELP ...
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XL SYSTEM: 80001 with 1050
disk drive, joystick plus marny
games and original mangal, £200
or B00XL with 1010 data recorder,
joystick but very few games again
with original manuals, £120; Cen-
tranics Interface and printer cable,
£5. Ring Darren on (0778) 346865
{Peterborowgh) evenings

XL & DISK DRIVE: 800XL and
1050 floppy disk drive, both unbox
ed but with manuals, fully working,
2120 o.n.o. Atan Lynx with 3
games (Klax, Electrocop, Calitarmia
Games), £120 o.n.0. or £200 for
the lot. Buyer collects. Tel. Adrian
(0522) 720872 atter 6.30 pm

XE SYSTEM: 130XE with 1010
data recorder, joysticks, games
and books, hardly used and stored
for the last three years, £125 ono.
Tel. G277 652427 (Essex)

QUICK SALE STE: CQuick sale
wanted for Atarl 520STE with £700
waorth of lop guality software and
E120 worth of mags. £300, no
olars. Ring Matthew on (0483)
720533

GOOXL SYSTEM: 600XL with 62k
expansion, 1050 disk drive with
I.5.P. Plate, 1010 tape deck, 300
disks with 3 disk boxes, all in mint
condition, £295, Buyer oollacts. tel,
0246 236122 after 5.30 pm

MAGS & XCi1: Complete collec-
lin af 8-bit Atari User magazines
and PAGE 6 lssues 7 1o 30 in
binders. Also X011 cassette recor-
der, excellent condition. Cffers 1o
Adrian on (0707) 330393

WANTED

JET SET WILLY: Wantad far XL/
XE. Wil ey £1.50. Tel. Mark on
Mewcasie 091 258 1426 after 5pm
weakdays, any time weakends or
write 1o 11 Percy Court. Percy
Main, MNorth Shields, Tyne & Wear
NEZ28 BIG

FLIGHT SIMULATOR Il: Wanted
on cartnidge with flight manuals
and maps. will pay up 1o £20 inc
post & packing. Write to Malcalm
Attard, Meadow Sweet, Trig il-
Croton, Maxxon, Malta

DOS 2.5: Praferably with manual,
1050 disk drive with leads.
Reasonable prices paid. Contact
Richard Burt, 51 Gracemounrt
Driwa, Edinburgh, EH16 6EZ

DISK DRIVE: Wanted, 1050 disk
drive in working condition with
power pack, Cash walting. Also
Buck Rogers cassefie or disk. Tel.
[Salisbury) 0722 744162

ALTERNATE REALITY: Can any-
ane supply me with a game called
Altarnate Reality and any of the
Accompanying games on disk?
Pleases write to Perry at 138 Jed-
burgh Drive, Darlington, Co.
Dwrham, DL3 SUW

MORE =
OVERLEAF




ACK ISSUE

The following back issues of
NEW ATARI USER are still available

Issue 31
Issue 32
Issue 33
Issue 34
Issue 36
Issue 37
Issue 38
Issue 39
Issue 40

DISKS ARE AVAILABLE
FOR ALL THESE ISSUES

BACK ISSUES are £1.75 each in the UK (inc. post & packing),
£2.40 for Europe or surface mail elsewhere and £3.50
for Air Mail outside Europe. Prices include postage
ISSUE DISKS are for any 48k or 64k 8-bit Atari
Each disk is £2.95. Postage FREE in U.K.
Overseas add £1 per order (any number of disks)

Issue 41
Issue 42
Issue 43
Issue 44
Issue 45
Issue 46
Issue 47
Issue 48
Issue 49

Send your order to

PAGE 6, P.0, BOX 54, STAFFORD, ST16 1DR, ENGLAND
ACCESS and VISA accepted. Telephone 0785 213928

COMING NEXT ISSUE ..

ST EDUCATIONAL SOFTWARE
HAT SOFTWARE
JUNIOR TYPIST

BETTER MATHS
ST PRODUCTIVITY

HOME ACCOUNTS
DGBASE

plus much more

Rest of he war]d £8 (se&) 35?15 (air)
48 Wimborne Road, Oakdale, Poole,
Dorset BH15 3EF

contact extra... contact extra ...

RACING DESTRUCTIOM SET:
Has anyone got this game thay are
willing to part with for under £27
50 contact Steve. Tel. 0423
BE3127

5T OR AMIGA: Must ba in good
conditicn with games, joystick and
rmouse, Will pay up 1o £220. Will
pay for delivery. Tel. 0553 072208
any lime

HAND SCANMNER: Wanted for ST
with software. Up to £130 paid.
Please ring Richard (0BBS) 502547

PHOTOCOPIES: 1028 printer wlili
s from lssue 25 of PAGE 6 wan-
ted. Will pay S0p for phatocopy,
£1.50 lor the wiilities on tape
{either musl come with Instnec-
tions) or £1.25 for the whole maga-
zine. Phane (0274} 612282 and
ask for Denham {aler & pm)

TOUCH TABLET: Wanted with
Atari Artist ROM and manuals,
Smash Hits 3 and Pitfall 11 (disk).
Gary Snook, Southampton 0703
787805

ADVENTURES: All adventures for
XLXE, especially Infocom/Level 9,
baxed and complete if possible.
Any reasonable price paid. Also
any hint sheets 1or all XL adven-
tures wanted. | will pay far post-
age. Saman Wells, 15 Monmouth
Close, Milcham. Surrey, CR4 1X5

HITCH HIKERS: Wanted for XL.
Wil pay £10. Also clue book for
Infpcom's Suspect. Will pay £5
Clive. 0903 755462 evenings,
waakands

STOS LISTINGS: Can anyone
send me some STOS listings pre-
terably on disk or pholocopies,
Willing to pay reasonable price or
will send blank disk. If you can
help please contact Desmond
Townson at Peacehaven, Love
Lane, Bickington, Newfon Abbat,
South Devon TO12 6JT ar tele-
phone 0626 821387

130X%E: Wanted. must be cheap as
| am unemployed. Also Paperclip,
Printshog, 10 Print. Phone Paul
0533 356587

1027 PRINTER: 1027 lattar gquality
primter, must be in good warking
order and cheap. David Turnar, 11
Grundisburgh Road, Woodbridge,
Suffolk, IP12 4HJ. Tel. 0394
383280

F52 SCENERY DISKS: Disk B to
12 for FS2. Tel. Norman 0386
831881 (T don'T think they were
gver issued for the XL, Norm, Ed.)

ALTERNATE REALITY: The
Dungeon , must be in excellem
condition with full instructions, Or-
giral packaging would be appreci-
ated. Also HELP please with AR
The City, any tips, cluas ar
perhaps. 8 map. Contact Mark
Parsons, Kella House, Sulby. |sle
of Man. Tel. (D&24) 897005

ISSUE 25: Copy of the 3 utilitias
incheding a screen dump for the
1029 printer from lssue 25. Also
copy of Graph Maker rom lssue
32 5. Young, 894 Mangravel Ave
nue, Maidstone, Kent, ME15 8BE

DISK DRIVE: Faulty or working
disk drive wanted, Any condition.
Write to Aoy Stewart, 23, Sirode
Road, Wolverhampton, WV2 3ES

PRINTSHOP: Good price paid, de
sperate nead. Contact John on
0303 57245

PENPALS/

CONTACT

GREETINGS SLAVES: Newcomer
1o Atari 8-bit seeking infarmation
on mods, intaracing, also Ham
Radio software. Contact Fred Tho-
masson, 28 Rona Walk, Longsight,
Manchestar, M12 4PW. Phone 061
274 4051

PEMNPALS: One Atari expar seaks
contact o swap technical advice,
tips and programming ideas.
Evaryone from novice to advanced
is invited to write and expand the
world of Atan, All letters answearad
(in tirme}, Write to Phil Cardwell, 36
Heskath Avenue, Blackpool, FY2
A

ULTIMON: Fully working Ultimaon
with Tripler board or Omnimon with
Ramrad, Phone Mike on 0302
234410

XLME PENPALS: | have a 65XE,
1050 drive with US Doubler, XC12
tape deck and a Citizen 120D pein-
ter. 1 would like to hear from any-
one interasted in Swapping games,
hints atc. Write 16 John Coaper,
201, Langer Lana, Chesterield
Derbyshire, 540 2JW

ST PEMPALS: | have a
1060STFM with external 5.25
driva, kots of PD software. Write o
van Dijk Ricky, De Berlaimont-
siraal 10, 2100 Deumne, Belgium

XL/XE PENPALS: | have a BOOXL
and XC12 cassette. | would like to
hear from somacne in the Suffalk
area who would be interasted in
swapping tapes, ideas &lc. Wnle o
James Andrews, 20 Oak Hill, He!
lesley, Woodbridge, Suffolk, IP12
Y

PENPALS/HELP: Designer neads
help. | need mucho macras. Are
tare amy MACRO utilisers that
can send me information on mac-
ros andior some simple and not so
simpla macros for MACES andior
macro assembler? Please help.
Alsg wantad, Bichmans 80 col. w/
p. Andior if you ane & nice person
then ba my penpal, Glenn L. Miller;
57 Parkes Lane, Terranora, NSW
2486, Australia

PENPAL: My name is Emil. | hava
a 130XE and XC12. | have a few
garnes (10}, mostly on cassette
and | would Bke more cassette
games. | live in Holland and thera
i& almost mo programs fo get. Are
you interested? Write 1o Emil Men-
ning, Jinnaveldstraal 1, 6942 HH
Migww-Dijk (Didum), Holland

CONTACT is FREE of charge and may be used by
any genuine Atarl enthusiast for contacting other

OWners.

Any notice may be included except those

offering software only for sale or exchange or those
offering items for sale commercially. The Editor

reserves the right to omit any notice received at

his discretion.

Send your CONTACT notice to CONTACT, PAGE 6,
P.0. Box 54, Stafford, ST16 1DR. Please write your
notice on a separate sheet of paper, not as part of

a letter.

FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HELP
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THE ACCESSORY SHOP

SERIOUS ===
SOFTWARE

This issue we have continued the more software and also introduce
some games software at very special prices detailed on the inside front
cover and in the following pages. Some items are now sold out but
there are still a selection of word processors for you to choose, from
the most simple to the most complex - the choice is yours. Also there is
one comms packages left and lots of educational titles. As always we
are able to offer these items at considerably less than the recommended
price so check through these pages.

-t
Compile your Basic programs into 6502 machine For those who need a little more sophistication in a
mde!_l?nlike other compilers “'I'l'll.‘h_rt‘l;!uirt‘_il. separale word processor, Letter Wizard gives you all of the
run-time program the Datasoft Basic Compiler cre- basic features you would expect plus mail merge,
ates stand alone programs in machine code with the print of selected pages, headers and footers, automatic
added benefit of also creating assembler files that can page numbering and a whole host more print format-
_bi: used with other Assembler programs, {_.uult! b-e-lun ting styles. Although set up for Epson compatible
lldﬂ.ﬂll Wiy lijlll‘ﬂl.l‘ﬂ Assembler, just write a ri.ll._l1.llll: n printers or the NEC 8023, control codes can he sent
B-a.a.m:. L"lJI'I!F]]I.‘ it and study the same routine in direct to the printer, Comes with an easy to learn and
Assembler! use manuwal plus a handy Quick Heference card.
Original Price £29.95 Original Price £19.95 g SK
OUR PRICE £4.95 OUR PRICE £8.95 ONLY
The official PRINT SHOP Graphics Library compris-
es three separate disks each with 120 grluphin gnd a WITH SPELL WIZAHD
PI'H“E[I DU! I"Erf'l"ltht‘f ﬂu]dl} ol !."I.f new icons, Disk 1 All the features of Letter Wizard outlined above hut
covers Holidays, Special Occasions, Sports and more, complete with a 33,000 word dictionary and the abil-
Disk 2 includes Jobs, People, Places, Hobbies and lots ity to create your own special dictionaries by adding
more whilst Disk 3 covers Business, Symbols, Mythol- unrecognised words. Now your word processing can
ogy and others. These are all top quality graphics in take on a new dimension. Only limited gquantities are
the arighual Brodechind Print Shop packagip. available with Spell Wizard so please indicate if you

3 a D will accept Letter Wizard only in the event of this
1l Onglnﬂf Price £12.99 each being sold out (difference in price will be refunded).

osk  OUR PRICE £4.95 each

ONLY SPECIAL - BUY ALL THREE FOR JUST £11.95!

Original Price £29.95
OUR PRICE £9.95 ONLY

INVITATION TO PROGRAMMING

THREE PACKAGE OFFER!

Cassette users wishing to learn Basic programming huve never
hawd it 50 ensy! Alongside the fine programming books we have
avallable, we are now able to offer the full thres part Invitation
Tuo Frogrumming series comprising FIVE cassettes and two
workbooks. The series covers Fundamentals, Wriling Your
Own Programs and an Infroduction to Sound and Graphics.
With these actual, on-screen, examples your programming
ks will come alive wnd you will be writing vour own
programs in no time. Start to program now at our bargain
pricel

Original Price £32.97
OUR PRICE £5.00

CASSETTES

TEXT WIZARD

If you don't need a very powerful word processor but
still want to use yvour Atari to help with producing
written documents Text Wizard could be the answer.
A simple to use and easy (o learn word processor that
has the basic features such as search and replace,
maove and duplicate text and straightforward print
formatting including double column pring out. The
print commands are sei for Epson compatible prin-
ters. Text Wizard will get vou printing without getting
you confused.

Original Price £29.95 DISK
OUR PRICE £7.95 ONLY

TELELINK

The simplest to use comms package ever availahle,
Just plug it in and go! Telelink is a basic, no frills,
communications program that will have you up and
running in no time. Ideal for simple acess of your
lncal Bulletin Board or for access to the major Inter-
national Information Services. Optional dump of buf-
fer to a printer. The most basic of Facilities but the
simplest and guickest to use comms program avail-
able,

Original Price £14.95

ROM

cartrioce  OUR PRICE £4.00

TELETALK

An excellent telecommunications package that has not
heen available for some time. This was one of the firsi
full-featured comms packages and, in Tact, saw sterl-
ing service with PAGE 6 in sending all of the typeset-
ting for early issues over a modem to the typesetters.
We can certainly vouch that this works well! All the
features you could want from a comms package plus a
few you might noi have thoughi of.

Original Price £14.95
SOLD OuUT ONLY

DISK
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MICROSOFT BASIC

Microsoft Basic [1 is now sold out but you can still
practice programming in the standard Basic if you
have a disk drive. Microsoft Hasic is ideal is you want
o convert programs from other machines as il con-
tains many of the commands that are missing from
Atari Basic. You'll be able to share the creation of
programs with other computer owning friends and
mayhe type in and adapt listings written on other
computers.

Recommended price £9.95
OUR PRICE £5.95

DISK
ONLY

CONVERSATIONAL

ITALIAN/SPANISH

Isn’t it about time you went on holiday and really got
to know the people by talking their language? Your
Atari can help with these unigue language cassettes
that combine the Longman spoken word tutorial with
interactive computer graphics. Unlike other compu-
ters the Atari has a genuine sound channel so vou'll
actually hear the words spoken (0 get you to learn
guickly and properly.

Recommended price £29.95 each
OUR PRICE £4.95 each

CASSETTE
ONLY

MASTERTYPE

Mow anvone can learn to type whilst playing a chal-
lenging game. Mastertype was one of the original
‘game based" typing tutors which requires you to zap
enemy words as they approach from the four corners
of the screen, But it not really a game for, before you
realise it, you will become quite proficient on the
keyboard as you progress through 18 lessons of in-
creasing complexity.

Recommended price £14.95
OUR PRICE £2.95

ROM
CARTRIDGE

SCREEN DUMP 1020

Owners of the 1020 printer/plotter will be delighted with this utility
which has been unavailable for a long time. Now AtariArtist pictures
can be dumped to your 1020 in FULL COLOUR. Just boot up the
tape, select your favourite picture and let the software do the rest.

CASSETTE ONLY
Originally £14.95

OUR PRICE JUST £2.95

Ruooks for the Atari 8-bit computers are now becoming
very difficult to abtain with almost all the Compute
fitles mow out of print 50 we are very pleased to have
been able to secure a supply of some of the early British
books covering the XLIXE range. Don't be put aff by the
low prices, we are only passing along the enormous
sawings we have been able to obtain. All these books are
brand new and most are shrink wrapped so vou will find
them of top guality. If youw are interested in program-
miing with your Atari almost all of these books will help
in some way and ai these prices you can afford lo
experiment!

Please note thal because of the high cost of posting
books ordars will only be accepted if the £1.00
pastage charge shown on our arder form is included

EASY PROGRAMMING
FOR YOUR ATARI MICRO

This baenk went out of print 3 years sgo and we have
been searching for a replscement ever since. ¥We are
absolutely delighted to have found more stocks of one of
the hest heginner's baoks ever published. Over the past
couple of years whenever someone has phoned for a
beginners book on programming we have advised then to
try and find a second hand copy of this book - now yon
can buy it once again, brand new! By the end of this
henk you'll be writing your own programs, including
those with Tull graphics and sound.

OUR PRICE £5.95

THE 130XE HANDBOOK

A programming bk which covers not only the machine
mentivned in iis title but alss the 65X E, B0XL and
varlier models. The book will take you from the Nrst
steps in programming up (o writing good, strociured
programs. One chapter is devoted to ihie sound capabili-
ties of the X1L/XE with details of the sound chip itself
allowing yvou to creale more sounds than is normally
possible with Basic. Four chapiers cover graphics includ-
img Display List programming, Player Missile Graphics
and redefining characters. There are extensive appens
dices covering Basic commands, Error codes, sound and
graphics references and much more, An ldeal companion
for novice and intermedinte programmers.

Published price £7.95

OUR PRICE £3.00

ATARI ADVENTURES

An excellent book written by adventure expert Tony
Bridges covering adventures in general and showing how
you can write vour own adventures on the Alari. This
book has in fact formed the basis for some of the
adventure listings that have been published in PAGE 6.
Tony will take you through examples of commiercial
adventares with lots of background to all different 1ypes
of adventure and then show you how all these ideas can
be pul together In your very own adventure. There is a
playable adventare listing called The Eye of The Star

Warrior to show you just how it all comes together. i
Everything you need (o Know o write vour first adven- ) a2 aalh
fure. Published price £5.95

OUR PRICE £1.50

MICRO ENQUIRER

A large format book that covers the world of micros in
general with some specific Atoari sections. The book
contains a kot of worthwhile background information on
home computing and is ideal for those who are recent
converts or who want 0o expand thelr general knowledge
of computers,. It covers all sorts of topics including
Immgunges, bulletin boards, CALDD, Dats Proecessing, Prin-
ters, Artilicial Intelligence and much more. There are a
few Atari specific programs to lllustrate various concepts
but genernlly this book will fulfil & necd to know more
about the world of computing in general. Large lormat
with over 18 pages,

Published price £8.95

OUR PRICE £2.00

WRITING STRATEGY GAMES

If you are Fed up with simple arcade style games but are
not sure of the maths required In writing “thinking"
pames like chess here is a book thet will help you out. Toe
write gumes of strategy requires not only a knowledge of
programming but also of certain mathematical and cod-
ing technigues. This book is pltched at an intermediate
level, nssuming that vou alresdy know same Atari Buasic.
Muachine code programmers are alse catered o with
many hints on how to modily the routines. The book
covers the programming theory behingd intellipent gnmies
hefore moving on to practical examples of setting up a
chess board, moving pieces and plaving through, There
are sample games for draughts, chess and other strategy
BAMES.

Published price £3.95

OUR PRICE £1.50
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JUGGLES RAINBOW

A first computer learning experience for children
aged 3 to 6 that teaches the concepts of above, below,
left and right plus letter recognition allowing the child
to enjoy learning with colours and music and games
they can create and play themselves,

| OUR PRICE £5.95
NOW ALSO ON DISK!

DISK OR
CASSETTE

JUGGLES HOUSE

Another for 3 to 6 year alds teaching the concepts of
inside, outside, upper and lower with Juggles® House
and Toyshelf. each game also includes a *playground’
where children can try out these new ideas for them-
selves.

OUR PRICE £5.95

SPECIAL OFFER - PURCHASE BOTH
JUGGLES PROGRAMS FOR JUST £9.95

CASSETTE
ONLY

PAINT

An excellent painting program that was recom-
= mended for children as well as adults when

¢ released. Very easy to use with all the features
. you might need from an art package together
with a very good manual that goes on to ex-
. plain the relationship between art and compu-
- ters. Excellent for children and of equal value
for adults. Be creative!

Original Price £16.95
OUR PRICE £5.95

DISK
ONLY

MUSIC PAINTER

An exciting educational program that helps to teach
musgic by using colours instead of notes. Change the
fifteen supplied songs to feature different instruments, §
make the notes longer or shorter or transcribe your
own songs. No musical knowledge required to make
your own greal music. Children or adults alike will
get great satisfaction from being able to create their
VEFY OwWn music.

OUR PRICE £7.95

ONLY

- CAVERNS OF MARS

- Winner of one of the first Atari programming com-
petitions, this was one of the first vertical scrollers
and remains a much sought after original game.
Descend through the caverns avoiding mines and
picking up fuel. Highly playable and addictive, only
one or two have made it to the bottom of the cavern
~ to discover the secret that awails them.

* LAST FEW WITHOUT BOX BUT WITH FULL
ORIGINAL MANUAL - LOWER PRICE

OUR PRICE £4.95

TOUCH TYPING

Everyone who uses a computer needs to brush up on
their typing and now you can learn to type like a
professional typist with this complete tutorial. Touch
Typing presents a self paced method of learning by
letting you practice typing letters, sentences and para-
graphs. The compiiter determines words per minute,
number of errors and your weak points. Random
sentences are generated to drill you in those areas,
Contains two cassettes and instruction manual.

Previously £19.95.
OUR PRICE £4.95

CASSETTE
ONLY

TIME and MAGIK

Three of Level 9°s famous adventures in one
package. This includes LORDS OF TIME,
RED MOON and THE PRICE OF MAGIK to
give you many hours of puzzle solving and
exploration of the unigue worlds created by
Level 9. All these games have received top
reviews. Now you can try them at a very
special price

Originally £11.95
OUR PRICE £5.95

DISK
ONLY

TYPO ATTACK

A typing trainer based on the Space Invaders concept |
in which you hone up your typing skills by blasting
falling letters. An enjoyahle way to learn that will
quickly enable you to recognise the keys without
having to look at the keyboard,

Normally £12.95

OUR PRICE £6.95

ROM
CARTRIDGE

SILENT BUTLER

The all round personal finance planner that keeps
track of three bank accounts, maintains income re-
cords, reminds you of birthdays, anniversaries and
important dates and generally Keeps you up to date
on your financial status.

DISK
ONLY

OUR PRICE £6.95

HOME FILING MANAGER/PAY OFF

DISK ONLY

The Home Filing Manager record keeping system that simulates index cards on
your Atari, keeps track of almost anything together with The Pay-0ff Adven-
ture - your chance to sample an adventure in classic style. This two disk set also
includes some top class graphics demaos,

3,
SPECIAIRPRICE - ONLY £1
WHEN PURCHASING ANY OTHER ITEM
AVAILABLE ONLY WITH THE PURCHASE OF OTHER SOFTWARE
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A Punthen Selection

More software for your added enjoyment ranging from adventures to arcade games and serious
software. Check out Visicalc - we only have a few copies left!

PLANETARIUM

Fun or education? Both really in this Fascinating look at the heavens. Over 1200
stars, 8% constellations, the solar system and more than 300 deep-sky objects are
depicted in this program that allows you to view the universe. You can muke
stellar and planetary maps, study eclipses, learn about latitude and longitude
and much more.

1050 DRIVE ONLY  Normally £16.95
Please state when ordering if

you have a US Doubler fitted OUH PHICE E 6.9’5

TAIL OF BETA LYRAE

Our A-Z of Atari Software series says " The ultimate *Seramble’ clone with
superh graphics and music. This humdinger of a horizontally scrolling shoot
‘em up was written by Philip Price, and the music was by Gary Gilbertson.
They later went on to write the ‘Alternate Reality” games." This is one of the
few wriginal “classics’ right up there with the top arcade games of all time. Give
vour eves, ears and reactions an unforgettable treat!

- Original Price £7.95
orcasserre OUR PRICE £1.99

KABOOM NEW!

Challenge the Mad Bomber as he tries o bomb you out of sight. Can you catch
his bombs and dowse them in time? Or would you like to be the Mad Bomber
and iry to Matten one of your friends? Lots of excitement for one or two players
in this addictive arcade game that won awards for Best Audio and Visual Effects
when it was first released. Simple vet addictive.

camoM .= OUR PRICE £2.95

RIVER RAID

This best-selling, all out battle adventure from Activision will have your palms
sweating as you My up river bombing enemy bridges, avoiding lethal choppers
and hot air balloons, Can you survive far enough up river to discover its secret?
Few can. Now this 1 or 2 player game can be yours at the lowest ever price.
Bombs away!

Recommended price £12.95
ROM

CARTRIDGE OUR PHICE £3-95

ATARI SMASH HITS 7

This is incredible! FOUR of the best games for the Atari in one pack at the
amazingly low price of just £2.99. Are these sub quality games? No sir! Not with
Colossus Chess 3.0, Electraglide, Blue Max and Alley Cat as the selection, any
one of which would be a bargain at £2.99 but you get all four! You had better
hurry!

Recommended price £14.95

DIk SPECIAL PRICE £2.99

ZAXXON NEW!

One of the all time classies for the Atari, Zaxxon set new standards when first
issued and was copied many times. Filot your craft across the unigque 3
dimensional hattlefield shooting enemy fuel tanks, anti-aireraft tanks and mis-
siles hefore launching off through space for the ultimate conflict with a mighty
robot - few have got this far! Zaxxon, often copied, never bettered and NEVER

at this incredibly low price!
RRP £7.95 cass/£9.95 disk

ook = OUR PRICE £2.99

THE COUNT

When's the last time you awoke in an antique brass bed in a dank, desolate
castle? If your answer is "never” you've come to the right place! This
marvellous Gothic Adventure will escort you into the weirdling world of a
certain well-knownTransylvanian count, Scott Adams Graphic Adventure #5 is a
Muoderate level adventure ideal for those who have had a little experience.

Original price £19.95

oK OUR PRICE £7.95

TIMEWISE

Why not use your Atari as an electronic diary? Timewise allows you (0 keep
track of all your appointments and important dates on a daily, monthly or
yearly basis. Now you can dispense with your diary and let your Atari do the
work. If you have a printer Timewise allows you to print out the information in
a varicly of ways,

A Originally £22.99
ONLY OUR PRICE £3.95

VISICALC

The world famous Visicale spreadsheet available for vour Atari. Yisicale will
take care of all of your spreadsheet requirements with all the arithmetical
functions you could want on a spreadsheet that is 63 columns wide by 254 rows
deep. All major spreadsheet functions are supported and the program even
allows split viewing windows. Priced at £159.95 when first released!

DISK

onov  OUR PRICE £11.95

PROOFREADER

Users of Atariwriter will be delighted with this, the long lost spelling checker for
the Atariwriter cartridge! Proofreader may be loaded alongside Atariwriter to
give you instant access to a dictionary of 36,000 words. If that is not enough you
can add your own words as you go. Errors are highlighted on screen for
eorrection, unusual words can be saved and you can look up spellings.

DSk OUR PRICE £5.95

MACRO ASSEMBLER

The Macro Assembler will allow you to create your own machine language
pames and applications five times faster than with the Assembler Editor
cartridge and it can assemble a5 many as 1600 symbol definitions with no limit
on program size. You can duplicate code, optionally assemble code and modu-
larise vour program. A Program-Text Editor is included.

bt Normally £19.95
vy  OUR PRICE £7.95

BASIC CARTRIDGE

Why would you want a Basic Cartridge when Basic is already built in to your
machine? Well some programs, especially some early public demain programs
won't run on the XL/XE but they will if you plug in the old version of Basic.
Much more convenient than having to boot in the old Basic from disk and, at
this price, worth having just as a backup.

camoM = OUR PRICE £3.95
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PIRATE ADVENTURE

"¥o ho ho and a bottle of rum ... You'll meet up with the pirate and his dafly
bird along with many strange sights as vou attempt to go from your London Pt
to Treasure Island. Can you recover Long John Siiver’s lost treasures? Happy
sailing matey. Scolt Adams Graphic Adventure #2 brings you a superb Begin-
ners level adventure complete with graphics and ideal for all ages

ke Original price £19.95

ONLY OUR PRICE £7.95

STRANGE ODYSSEY

At the galaxy’s rim. there are rewards aplenty to be harvested from a long=dead
alien civilization. Fabulous treasures ... advanced technologies far bevond human
ken ... All this and more awaits the brave galactic Adventurer. But will vou be
able to recover the wealth and return home? Prepare voursell for a Strange

D vssey! Seoti Adams Graphic Adventure #6 is a Moderate level adventure.

PO Original price £19.95

ONLY OUR PRICE £7.95

HARDBALL

American League baschall at it"s very best. A highly regarded game - check out
the review in Issue 45 “THE best sporis simulation on the Atari’. Look over the
pitchers shoulder as he throws the ball (o the waiting trio of batter, catcher and
umpire, In HardBall you can hit, run, steal, blunt and dive, change the fielders
and do everything you can do in the real game, For one or two players.

B Normally £14.95
cartrince OUR PRICE £7.95

GALAXIAN

Ancther arcade conversion that retains all of the addicliveness of the original
still stands as one of the all time classics. Blast the galaxians as they advance
in formation and pecl off to attack. With one or two players and 10 skill levels
you'll be entertained for a long time. Includes an easy option for beginners.

2 Normally £12.95
carrmnce  OUR PRICE £6.95

STAR RAIDERS Ii

Disk version of this follow up to the greatest compuier game. Your mission is to
pilot the hottest fighter in the galaxy - the Liberty Star - to destroy the entire
Zylon Master Force. Your weapons are: Pulse Lasers, Ion Cannons and Surface
Siar Bursis, Warp between two systems, profecting friendly bases whilst drop-
ping Star Borsts on the enemy. More great action in Star Raiders fashion.

Normally £14.95
OUR PRICE £5.95

DISK

U.S. FOOTBALL

American Foothall is now a big craze in this country and you can now play at
home. Qutsmart the defence, pass with amazing accuracy, run with speed and
agility, make tackles, select offensive and defensive plays and more, You can
take on the computer in a practice game or challenge o friend to a dramatic
video bowl game of your own in a packed siadinm. All the thrills of the geidiron.

Normally £12.95
canrmbce  OUR PRICE £6.95

JOUST

Don your helmet and hoist your lance and climb aboard an ostrich in this
unusual arcade game! Do battle with the evil Buzzard Riders in deep space.
Plerodactyls to the right of youw, alien eggs to the left, vou must learn to fy so
that you won't die so very far from home, All the arcade thrills for one or two
players.

Normally £12.95
ROM

CARTRIDGE OUR PHICE £6 95

RESCUE ON FRACTALUS

Ask old hands what was one of the best games ever Tor the Atari and a good
proporiion of them will say Rescue on Fractalus, This game from Lucasfilm set
new standards in computer games combining a space Aight simulator with a
rescue mission, Super, ever changing, 3-D scenery as you fly through the
muountains to land on the planet and rescue stranded pilots,

B Normally £14.95
cartrnce  OUR PRICE £6.95

BALLBLAZER

Anuther from Lucasfilm. this top gquality split screen game takes place in a
games grenda of the future. You are strapped into a Rotofoll hovercrafi-like
vehicle that skims over the surface of the playficld at 50 metres per second. The
ohject is simple, just release vour Plasmorh through vour spponent’s goal. Twi-
player simultanecus play with first person perspective for both players.

Normally £14.95
ROM

cartrince  OUR PRICE £6.95

SUPER BREAKOUT

Brenkout was the original simple yet totally addictive game and this enhanced
version will provide even more addictive fun, Several variations on the basic
theme are available for one to four players (up to & on the 00080005, NOTE that
this game requires paddle controllers.

Normally £9.95
ROM

cartrnce  OUR PRICE £3.95

STAR RAIDERS 2

The original Star Raiders is updated with better graphics and sound. Your job
is to clear each sector whilst ensuring that the enemy do not overrun planets in
another part of the galaxy, It will take skill in dl.'l."ﬂll‘]“ which sector to warp to,
can you afford to clear a sector or will you have o leave o defend a planet and
refurn later! A great follow up to an all time classic.

Normally £14.95

OUR PRICE £6.95

ROM
CARTRIDGE

LODE RUNNER

Ancther classic, perhaps the best of all platform games. You are a highly trained
Galactic commando deep in enemy lerritory, Your mission s to infilicraie o)l 75
of the enemy’s subterranean levels to recover every last piece of gold. You are
equipped with a laser drill pistol but you'll need cunning, speed and agility,
Lode Runner includes a unique extra that allows you (o create your own levels.

et Normally £14.95
cartrince  OUR PRICE £7.95

TENNIS

Cxreal sports Tun either against the computer or another player, singles or doubles. Forehands
and ek hands, driving approach shots, angled volleys, overhead smashes and tricky bobs -
they are all here. You contrid your position on the cowrt and where vou want te hit the ball.
The electronic scorehoard dis plays the resulis, All the petion withowt the sweai?

Normally £12.95
ROM

cartrince  OUR PRICE £6.95

ONE ON ONE

Flay basketball with two of America’s top players in this great sports simulation
which festures realistic offensive and defensive moves, fatigue factors, hot
streaks, a shot clock, even instant repay and a shattering backboard! Like the
game of basketball itself, One-on-One rewards you for plaving with your head
as well as your hands,

i Normally £14.95
carntrince  OUR PRICE £6.95

FIGHT NIGHT

Fight Might brings you all the thrills of the boxing ring as vou face five of ihe
mist brutal fighters ever. [is five separate battles are total war with relentless
action. The Boxing Construction Set allows you and your opponent o create
your awn perfect boxers, selecting stamina, intellect and style. Step into the ring
to pit your perfect boxer against the computer or another opponent. 172 plavers.

Normally £14.95

OUR PRICE £7.95

ROM
CARTRIDGE

DESERT FALCON

A wversion of the classic Blue Max that linds wyoun Mying across the desert Indiana
Junes style searching for hieroglyphics hidden in the desert sands, You need (o
survive long enough to destroy the howding Sphinx. The longer you survive and
the further you proceed, the more perilous vour mission becomes. IF vou destroy
the Sphinx you get to gain the bonus round for even higher points, Four levels,

Normally £14.95
OUR PRICE £7.95

ROM
CARTRIDGE
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ORDER FORM

ALL ITEMS FOR XL/XE

SERIOUS SOFTWARE GAMES SOFTWARE LAST FEW

Qty. | Tille Price Tolal Qty. | Tithe Price | Total Qty. | Titee Price Total
BASIC CARTRIDGE £3.95 ATARI SMASHHITS7 | £2.99 PAINT £5.95
BALLBLAZER £ 6.95
BASIC COMPILER £ 4.95 C A'U_EHNB OF MARS 605 U.S. FOOTBALL | £6.95
CONVERSATIONAL ITALIAN| £ 4.95 DESERT FALCON £ 705 VISICALC £11.95
CONVERSATIONAL SPANISH | £4.95 ﬁ%ggm %‘?33 Total
TR [ FOHT G _L75
‘ JOUST £6.95 PUBLIC DOMAIN ETC.
JUGGLES HDUSE £ 505 ES_EE:ﬂMMEH g %gg —
JUGGLES RAINBOW | £5.95 MATHEL'S DEOT | Ti%8 Qty. |The e | Tt
JUGGLES RANBOWHOUSE | £ 9.95 MR ROBOT - CASS _| £1.99 ISSUE 50 DISK £ 2.95
JUGGLES RAINBOW - DISK | £ 5.95 g:EH{?:%L-E DISK E ;-g: 8-BIT REFERENCE GUIDE |£ 6.95
LETTERWIZARD [ £8.95 N RIEE—1 coo TURBO BASIC £ 395
LETTER WIZSPELL WIZ | £ 9.95 RIVER RAID £3.95 Total
MACRO ASSEMBLER | £7.95 RESCUE ON FRACTULAS | £6.95
STAR RAIDERS 2 £ 6.95
MICROSOFT BASIC £5.95 STRANGE ODYSSEY | £7.95 R
MUSIC PAINTER £7.95 SUPER BREAKOUT | £3.95 — bl ~TUEaN]
TAIL BETA LYRAE - CASS | £1.99 [T e | Tola
PLANETARIUM £6.95 TAIL BETA LYRAE - DISK__| £ 1.99 TRANSDISK IV £19.95
PRINT SHOP GRAPHICS 1 | £4.95 TENNIS £ 6.95 "
PRINT SHOP GRAPHICS 2 | £ 4.95 THE CONT _ £185 mﬁtme “ Eig:
an ES. -
PRINT SHOP GRAPHICS 3 | £ 4.95 SAXEON - CASS £2.99 T T ==
PRINT SHOP (ALL THREE) |£11.95 ZAXXON - DISK £2.99 Pl :
PROOFREADER £5.95 Total Total
SCREEN DUMP 1020 £2.95 FREE NIBBLER -
SILENT BUTLER £6.95 BOOKS IF ORDER TOTALS £10 or more (ex. postage)
TELELINK £4.00 Qty. | Tile Price Total DISK ONLY - TICK IF REQUIRED D
TEXT WIZARD £7.95 EASY PROGRAMMING | £5.95 TOTALS
TIMEWISE £395 THE 130XE HANDBOOK | £3.00 Soltiiies :
TOUCH TYPING £4.95 MICRO ENQUIRER £2.00 Books ¢
LI ONRTHA L ATARI ADVENTURES | £1.50 Postand Packingonabove £ 1.00
s WRITING STRATEGY GAMES | £1.50 Public Domain £
TOTAL PAGE 6 Software £
Total £

Most goods will be despatched within a few days but please allow up to 28 days for
delivery - Please feel free to copy this form if you do not wish to cul the magazine

TELEPHONE ORDERS 0785 213926

Name [] 1 enclose cheque/P.O. for £
Address ] 1 authorise you to debit my credit card

[Jwisa [Jaccess [ JEUROCARD [ |MASTERCARD

My card number is:

O
A - Expiry date: DD ]:”:l

OVERSEAS postage PLUS 15% 2 Signature

Total £
Please ensure that the name and address shown are
Please make cheques payable to PAGE 6 the same as the cardholders.

POST TO: PAGE 6, P.0. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928  FAX: 0785 54355




Lots of people thought that CADAVER was one of the best
games of last year so in true computer world tradition you
can now play it all over again with extra levels entitled THE
PAY OFF which contains another four levels and 200 rooms.
Will CHUCK ROCK be the next arcade sensation? Judge for
yvourself by the pictures alongside and the review elsewhere,
sure looks good - move over Psygnosis? One of the most
innovative &-bit games has now made its way to the 5T in the
form of ST ENCOUNTER from Paul Woakes and Novagen.
The original of this Battlezone-like game was a sensation
back in 1984 but will it fare as well in the more graphics
dominated ST world? What do you call ‘budget’ price? Some
software companies say that £9.99 is budget in the ST world
others go lower than that but Prism Leisure hope to shake all
the squirrels out of the hen coup with a new budget range
that retails at just £2.99. Don't expect anything too exciting
just yet though as the initial titles are FOOTBALL MANAGER,
KARTING GRAND PRIX and THAI BOXING many of which are
still lying around on some dealers shalves at full price! Still,
if it takes off at this price, no doubt we'll see many of today's
ST classics in your local newsagent alongside the Speccie
games by the end of the year. Are you fed up with Turtles?
Fed up with everyone exploiting the concept? Well now, from
Mindscape, comes CAPTAIN PLANET AND THE PLANETEERS
which certainly does not exploit the Turtles, or does it? “Our
children can inherit a legacy of wastlefulness and pollution ..
or follow CAPTAIN PLANET in his fight to cleanse our fast
deteriorating world. Coming soon, the first ever environmen-
tally conscious and thought provoking software challenge
from Mindscape”. Somehow you get the feeling that between
‘environmentally conscious' and ‘thought provoking' they
have missed out ‘'money making"?

ST adventurers can look forward to 8 meagre handful of
games while [BM owning friends can lock themselves away
forever in the coming months when US GOLD and 551 get
round to their coming releases. 5T owners will get GAUNT-
LET Il - THE FINAL QUEST, a battle in eight lands to be freed
against the forces of evil and CURSE OF THE AZURE BONDS
{already out). What you won't get is EYE OF THE BEHOLDER,
SECRET OF THE SILVER BLADES, POOL OF RADIANCE,
CHAMPIONS OF KRYNN, DRAGONSTRIKE and many more.
You see, the 5T is sort of dead in the States. Still you could
try CRUISE FOR A CORPSE, not exactly fantasy but very
much Murder on the Orient Express, except this one hap-
pens on the Sealink crossing between Dover and Calais (well,
its a bit more exotic than that, but you get the idea).

Let's get serious for a moment. How do you fancy an
intelligent joystick/mouse adapter? Josty UK have developed
ROBOSHIFT which allows a mouse and joystick to be plugged
into the same port on your 5T. Just press the left button on
the mouse or the fire button on the joystick and the device
immediately switches to the appropriate control. Neat eh! No
price given but pop along to your nearest dealer who is
supposed to be stocked up by now. FRONTIER SOFTWARE
seem to need new batteries in their calculators for when
adding the increased VAT to their XTRA RAM products they
have actually got the prices lower! If you haven't upgraded
by now, you should think about it. If you want to supply your
own chips, the the XTRA RAM board can now be had for
£54.99, an extra half meg will cost you £69.99 and a full
2Mb extra is now £159.99 a saving of £30 on the previous
price. If you order direct and can catch them out Frontier
will knock a further 25% off the price! In response to long
delays experienced from some mail order suppliers Frontier
will now guarantee to despatch your order within 48 hours or
else give you back 25% of the price. Now if anyone wants to
slip us a few bob, we'll let you know whan they are closing
down for their annual holidays!

SCENES FROM CHUCK ROCK

A
Chuck is relaxing
with a few beers
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~ The Problems of Reviewing ...
ales of Adventure ...
Words of Wisdom ...
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Have you ever thought about the difficulties faced by the
Reviewer? You go into the newsagent and pick your favourite
magazine (this one hopefully!) off the shelf and expect to find
lots of useful information about the latest and greatest games
for whatever type of software wms you onl). How often are you
disappointed? How many times have you read a review ariel
then looked at it earefully and thought "What have I actually
learned about that game?’, or how many times have you
rushed out to buy a piece of software based on a superb review
only to find that it won't load on your machine, or that even if it
does, then after the first euphoric hour of play the game is s0
boring, bug-ridden, badly documented, difficult, incomprehensi-
ble (French?) or whatever that you give up in disgusi?

There are two main problems. One is that most software is
boring, bug-ridden, badly documented, incomprehensible, ete.
The other is that most reviewers do not play the game for long
enough to realise that jact! Quite often a review copy of a game
will be accompanied by a publicity handout prepared by the
{obviously biased) software distributor. It is amazing how many
of the reviews in the top publications are based almost entirely
on the publicity handout plus the information on the bax cover
and in the instructions. If you have seen all that and played the
game yourself then you can usually tell exactly how far the
reviewer got when he tried playing the game - and it is aften
less than an houwr of playing time!

CONVERSIONS AND BUGS

Some magazines are_full of glossy screenshots and boxes
saying how incredibly mega-fantastic this new game is - but
don't actually tell you how well it plays. or mention that there
are bugs that won't prevent you playing the game, but will stop
you ever finishing it! I hate to try write a review of a game that I
haven't completed as [ know so many that are bug-ridder.

A typical example is Captain Blood - rave reviews when it
came out a_few years ago - but no-one pointed out that the UK
ST conversion had three or_four errors in the answers that the
aliens give you which prevent you getting more than about half
way through the game (how to bypass the bugs was doecu
mented in issue 36, and they were fixed in later releases).

Conversions are where mast of the problems occur. With mod-
ern commercial pressures no-one has time to fully test anything
other than the original version. [ was going to review ‘NAM this
issue, bul it won't load on my STE and it won't save/restore on
my ST. Presumably the original Mac or PC version works OK!
Domark are sending me another copy! Another one that sujf

fered from conversion was Bombuzal. Level 129 appears (o be

impossible - | spoke to the programmer who converted it from
the 64 and he admitted that he got bored testing it around level
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100 and assumed the higher levels would work! Actually most
peaple get stuck much earlier, usually around level 57 - you
have to dodge past a bouncing ball and, even if you succeed,
always run out of time. The first thing you should realise is that
you are wasting your time frying Lo dodge UNDER the ball - I
know it works sometimes - but that is a bug! That is why it is
impossible to do it consistently enough to allow you to solve the
level! It is possible (I am told!), but for those of you who would
like to bypass it, the next password is RING.

The worst conversion ever has to be The President is Missing
on the Atari! The programmer who converted if obviously didn't
understand the game at all so that there are blatant errors such
as input areas which aren't long enough to type in some af the
inputs needed to complete the game! There are countless errors
in the information which you are given and, having borrowed a
PC persion to see how it was supposed to work, I listed THREE
pages of bugs! The game was withdraion - but I have seen
coples still on sale - don't buy it!

NEVER TRUST A REVIEWER

The reviewer is not always to blame - he is often given far too
much to do in far too liftle time - "Please give me an 800 word
in-depth review of this new D&D game by next weekend!". You
then find that the average playing time is 200 hours!

A good example is probably B.A.T. - the first hour or two is
superb since it has excellent graphics and music. But as you gel
further into the game you will find the gameplay is not so great
and the problems are obscure and tedious. I have seen a
number of reviews praising it very highly - ebuviously the revieiw-
ers did not actually try to complete the game!

Another problem is, of course, finding the right revieier to
review a game. Arcade games, text adventures, war sirmula-
tions, RPGs and so on are very different types of games and
appeal to very different types of people. Damon Howarth gave a
glowing review of Metal Masters last issue and recommericed
that you go out and buy it immediately - I found it incredibly
boring. Also in the last issue John Davison Jnr found Mystical
to be a “superb game of superior quality” - | would have pointed
out that it was badly programmed in that the two-player option
doesn’t appear to work, and that it is not good value for money
as my son and I, using an alternative trwe-player strategy -
taking it in tums with the joystick while the second player used
the keyboard to maintain the spell inventory. finished the com-
plete game on about the third attempt! (What John fails to take
into account is that not everyone can _find the Holy Grail! Ed.)

One man's meat is another man’s paison! [ rejected the oppor-
tunity to review both those games as they didn’t appeal o me
personally - we always try to find the right person to review a
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game, but it is not always possible. When reading a review you
always need fo try and work out whether the reviewer is really
into this sort gf game - i he is then you must not be taken in too
much by his praise, if he isn't then you must not be taken in to
much by his disparagement - in other words, never believe
anything you read in a review/!

What do you think? We belleve that here at Page 6 Publishing
we care a little more and try a little harder than the bigger
magazines who churn out glossy reviews with no content - are
we succeeding?

THE BOOK OF THE GAME!

And now _for something completely different ...

Many thanks to Allan J. Palmer of Basingstolke (or Boringdeath
as it is known to those of us who have to work there some-
times!] for bringing my attention to some excellent books based
on the Infocom and Uliima games.

Avon have now published six Infocom books:

The Zork Chronicles by George Alec Effinger

= a_fairly thin _fantasy plot - basically an excuse to visit most of
the locations in Zorkes I, II and III. Quite amusing, but you'll get
most out of it if you have played the games.

Wishbringer by Craig Shaw Gardner

- apparently the incident recounted in the computer game was
only one of a series of strange happenings involving postmen in
Festeron - this tells of another postman entangled in the eternal
baitle between good and evil. All the characters from the game
are there, and again you will get most out of it if you have
played the game.

Planetfall and Stationfall by Arthur Byron Cover -

weird science fiction continuing the adventures from the compu-
ter games. Blather is still around to annoy you; Floyd is dead,
but young Oliver (from Stationfall) takes over as your robot
companion (actually Floyd's ghost is still around and trying
desperately to get you to find him!). The plot tends to ramble a
bit, and the story continues in Futurefall (not yet published) - I
didn’t enjoy these as much as some of the others.

Enchanter by Robin W. Bailey

- the best one so_far - a good fantasy adventure which stands
by itself. but is even more_fun if you have played Enchanter/
Sorceror. It seems that when you stole the scroll from the
Transluceni Rooms in Sorceror you woke the Great Terror, and
although you managed to keep it trapped while you finished the
game, it eventually found its way to freedom and is now poised
to destroy the whole world. A young enchanter, aided only by a
brogmoid and a dryad (see the Infotator from Sorceror for
pictures of them!] are your only allies as you, a young enchan-
ter, set oul to defeat the beast. All your favourite spells from
Enchanter and Sorceror are there - great fun!

The Lost City of Zork by Robin W. Bailey

- if you read the Encyclopedia Frobizzica in the library in
Sorceror then you will know that Duncanthrax (Lord Dimuwit

Flathead's great-great-grandfather] was the King of Quendor
who conguered the lands across the Great Sea which later
became the Greal Underground Empire. The hero is a young
would-be adventurer who sets off to find his fortune in the great
cily of Borphee, insteard gels to be a galley slave on one of
Duncanthrax's war galleys, and ends up trying to defeat the
whole army of Quendor in order to rescue the Borphee Guild of
Wizards. I haven't finished this one yet (deadlines! deadlines!)
but so far it is excellent.

And Popular Library have published a book based on the
Ultima games:

The Forge of Virtue by Lynn Abbey

- another excellent_fantasy adventure which is even more fun if
you have played Ultima IV and for Ultima V. [t is set just before
the beginning of Ultima V - Lord British has disappeared and
the whole world seems to be going wrong. A young adventurer,
with a motley band of helpers sets out fo rescue the fair
Althea's magician brother - fairly standard stuff, but nicely
done and well integrated into the Ultima mythos. The geogra-
phy is all true to the games as you travel the road from Paws to
Britain and beyond, and you meet people like Shamino and
Dupre - your companions in the computer version. Let’s hope
there are more in this series.

Unfortunately you are unlikely to find any of these books in
your local W.H. Smith. They are all American paperbacks - I got
some_from Andromeda (021-643-1999), some _from Forbidden
Planet, New Oxford St., London, and some from a_friend in the
States.

CHESS SIMULATOR

Another offering from Infogrames, this is an excellent computer
chess program - the winner of the British Open PC Chess
Championship 1989. Not as pretty as BattleChess, but much
better at playing chess, and with lots more features for your
£24.99, It claims to be able to play up to 2150 ELO points and
has a facility for assessing your ELO grade. It has all the
Jeatures you would expect in a quality chess game, including
lots of ways of controlling how long it spends thinking so that
you can get it to play quite a strong garme guite quickly.

I did mean to review this some months ago, but I couldnt get it
to Save/Restore a game for me - and the Infogrames people
couldn’t help. I eventually discovered that it is a problem with
the documentation - when you restore your saved game it fust
loads the moves back inte memory - it doesn’t actually restore
the position on the board. To get back to where you were you
have to select Automatie (o replay the moves. The mouse control
is a little arvlaward - you seem to have to bounce the pointer off
the top of the screen to make the menu appear, and it woudld
have been nice to have a single keystroke to allow you to switch
between the board and the display of what the computer is
thinking; but otherwise this is well worth considering if you
want a strong chess program with lots of features for helping
beginners as well.

Double-sided disks only, but if you have a friend with a
double-sided drive he can copy all the files except
CHESS_F.PRG (the French version) to a single-sided disk for
Lol
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COMPILATIONS

wo of the more successful games
I houses around at the moment

have brought out some of their
better games in compilation lormat. From
Domark we have THE WINNING
TEAM consisting of five well respected
games, Escape From The Planet Of The
Robot Monsters (hereon referred to as
Escape) Klax, APB, Cyberball and Vindi-
cators. From those every nice Psygnosis
people comes MONSTER PACK, only
three games here but very strong conten-
ders. Leading them comes Shadow Of
The Beast, backed up by Infestation and
Nitro,

These compilations show examples of
the same types of games taken from dif
ferent angles. The Psygnosis trio all show
the strong art and sound qualities that
the company have been perfecting over
the years. The packaging is a genlly
understated black with muted shades of
purple and the games are examples of
what [ feel to be their best and worst. The
most disappointing game is Infestation
which strikes me as a high-tech version
of the old tank games such as Rommel
and Desert Fox. The object would appear
to be to pick your way through solid state
3D and blow up as many aliens as possi
ble. The graphies and screen handling
seem to let down the good Psygnosis
name and to me this game really lets
down the trio. Possibly | am too hard on
this for had any company other than
Psygnosis offered this it would have re
ceived some extra allowance. Indeed had
their aim been to include a Tank Battle
style of game then Terrapods would,
possibly, have been a better choice.

Nitro is a game [ reviewed in full only a
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WINNERS?

couple of issues ago and this game is still
as good as then. The graphics still hold
the attention and the David Carradine
clones for this Death race type game still
keep the nerve endings tingling, It is
strange to note that the instructions for
Mitro fit in a far smaller space than they
used to! Nevertheless the smooth scroll-
ing racers and the interest of the Lactical
choice of cars maintains the games fla-
vour and excitement.

The jewel In this collection's crown has
to be the classic Shadow Of the
Beast, in its time hailed as a classic and
certainly not diminished by age. It makes
the package worth buying on its own
merit. This must be the ultimate arcven
ture, the development from Psygnosis
own little masterpiece Barbarian, this
wide ranging platform and text game
kept my rapt attention for some consider-
able time. The pictorial and art work in
this work are spell-binding and combined
with some excellent gameplay and music,
prove that age does not wither strong
innovation. Of the three games this has
to rank as my favourite and is a good
indication of the worth of Psygnosis as a
company. All in all this piece save the
compilation from being a good also ran.

The Domark offering is certainly of
stronger pedigree offering only one weak
game in the form of Vindicators. Again
a tank type game it suffers from minimal
instructions and less than atmospheric
gameplay. Indeed it feels as though this
was added as an afterthought to fill the
Winning Team's numbers, Sadly | can
not see why since the other four games
really are quite compulsive. Escape etc.
is a wonderful arcventure romp, in the

cartoon world of "Weird science Fiction”,
The sprites are designed in four colour
comic style and the ray gun effects, walk-
ing radio monsters and slaves in bikinis
all give an RKO Flash Gordon feel to the
game. If Psygnosis are the Salvador Dali
of the computer world then Tengen are
obviously the Andy Warhol. I feel that
this game is possibly overshadowed in
style by Cyberball although as a game
play and free for all enjoyment spectacu-
lar it is excellent.

Cyberball is another game | have had
the pleasure of reviewing, it marks
Tengen's best conversion (o date, not
withstanding Skull and Crossbones,
Sadly | notice it still has the bug that
allows robot players to go out of bounds
and be relocated at the other end of the
field. This is the Gridiron of the future
and if the London Monarchs are any ex
ample the training methods of the pre-
sent. The basic theory is that a team of
specialised robots play a variation of
American football with a nuclear time
bomb. Rather than downs they must
achieve deactivations. It is a strong two
player game with several pleasing
touches. Even the half time marching
band are depicted in robotic form. Again
good value in a compilation.

APB is another cartoon style game, and
again is slightly different. The player
needs to work a policeman’s week with
various arrests and chases. Score too
many demerits and you find yourself
fired and put in the can, do it right and
the boss rewards you with bonuses. This
game becomes addictive once the con-
trols are mastered.

The most infuriating and addictive game
of the bunch is Klax. This a sort of Tetris
variant which needs the player to catch
differently coloured tiles and place them
in slots in varying formations to obtain
set point scores in order to advance. As
with Tetris the theory is simple the prac-
tice devilish.

Overall THE WINNING TEAM is possibly
the best compilation | have come across
it offers variation for all tastes and is the
sort of pack that a new owner could buy
to enjoy themselves at a low cost. MONS-
TER PACK seems less of a bargain, and 1
feel that Psygnosis could have chosen
better options, although Shadow ol the
Beast saves it from being a waste ol
money. If | had to buy just one though it
would be Tengen/Domark’s offering.

THE WINNING TEAM
Domark (Tengen) £29.99

MONSTER PACK
Psygnosis £25.99

Reviewer Damon Howarth




ARCADE

CHUCK ROCK

nother five levels of eight-way-
A scrolling, joystick-driven, beat-

em-up, platform arcade game!
What makes this one so special that you
should go out and spend your hard-ear-
ned pennies on it

Well, the character concept is guite nice
- instead of the usual handsome barba-
rian with bulging muscles you get to play
the part of Chuck Rock, a caveman slob
with an enormous beer-gut! His gorgeous
wife, Ophelia Rocks, has been dragged
away by the evil Gary Gritter (you get to
see all this in the intro) and armed with
nothing but his beer-gut and his size 14
feet Chuck must fight his way across the
prehistoric landscape to rescue her,
meeting all the usual anachronisms
along the way.

The scrolling is nice and smooth and,
although you are basically trying to
travel to the right, you will have to travel
up and down and back to the left to find
your way across the platforms and past
all the traps and monsters. The only use
ful things you will find along the way are
rocks - which you can chuck! But the
rocks are also necessary as umbrellas

and moveable platforms. These will help
you solve some of the problems along the
way. Elsewhere, when you find a seem-
ingly impassable dead-end you will have

Title: CHUCK ROCK
Publisher. Core Design
Price: £24 .99
Reviewer. John Sweeney

to enlist the aid of
certain local crea-
tures like the bronto-
saurus which will
carty you across the
swamp, and a pter
odactyl which will fly
you to an otherwise
un | reachable plat-
form. Usually you
will have to gently
persuade them to
help - this is done by
the simple expedient
of chucking a rock at
their head, or giving them a belly butt
with your powerful gut.

The monsters are many and varied, lots
of thought has gone into making some
interesting variations on the usual crea-
tures - some breathe fire at you, some
divide into smaller and smaller creatures
until they are finally small enough to
stamp on, some even throw snowballs at
you! And of course at the end of each
level vou will find the unavoidable end-
of-level monsters - a Sabre- Tooth Tiger,

a Woolly Mammuoth, a Loch Ness Monster

and so on.

The controls are simple - just use the
joystick to move around, jump and duck,
and the button to pick up and throw
rocks, do a belly butt, or kick (if you are
in the air). Two of the levels have
watery areas which you must swim
through - remembering Lo come up
for air regularly. You get four lives
and you can survive about half a
dozen blows before losing one - but
there is a trail of hearts left by
Ophelia which will restore your
energy. The levels are split into up
to five zones each and if you die you
restart at the beginning of the cur
rent zone.

The graphics are superb through-
oul - not just the monsters and the
animation, but also the back
grounds - the dead dinosaurs littering
level five are a joy to behold!

Chuck Rock is undoubtedly a very high
quality arcade game that will have you
trying over and over again to get just that
little bit further. My only criticism

a very high
quality
arcade game

WOULD have been that you have to start
from the beginning of the game each time
you lose all your lives. However Core
have built in cheats to allow you to res-
tart at any zone and any level, and also
Lo have infinite energy. We will be pub-
lishing those next issue. So if you get fed
up with dying you only have to wait a
couple of months and then you can get it
down off the shelf, dust it off, and have a
go at all the levels you couldn't reach
before! Why can't all arcade games pro-
vide that kind of [acility?

If you have an old ST with an SF354
then it probably won't load (mine won't),
though Core say they can send other
single-sided diskette users a third disket-
te to allow them to play the complete
game on a single-sided drive,

® SIGHT & SOUND - great graphics
lots of humour; usual sort of
arcade pows and zaps

® GAMEPLAY - high quality joystick-
driven arcade game - well ba-
lanced so that you can get a litfle
further each time

@® VERDICT - a must for all arcade
game addicts
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John S Davison’'s
regular guide takes a

ave you ever wished you could play drum
parts straight info a MIDI sequencer running
on your Atari without having to resort to step-
time input or fiddle about using a synth
keyboard? Yes, | mean by beating out the
rhythms using drumsticks or your bare hands! Well,
now you can with the aid of a new product from Yamaha
- the DD-11 Digital Percussion instrument. It's really a
souped-up pre-set drum machine, but to refer to it as
such would do it a great injustice, as it offers so much
more than an ordinary beat box! A quick run down of its
features will soon show you what | mean.

It can play 100 different pre-set rhythms ranging
through various flavours of rock, pop, funk, metal. R&B.
jazz, latin, ete. Each has its own intro and ending pat-
tern plus two different “fill-in” patterns you can trigger at
any time to provide rhythmic variety. It plays them on
instruments selected from its 35 onboard sampled drum
sounds, which include bass and snare drums, toms,
cymbals, congas, bongos, timbales, and other percussive
exotica. In addition it has five "tuned percussion”
sounds - marimba, vibraphone, steel drum, timpani,
and "orchestra hit" which can be played over a one
octave pitch range using the DD-11"s eight percussion
pads and footpedal.

There's also a further set of synth voices including
basses, pianos, brass, and guitar sounds which can be
used to provide an automatic bass/chord accompani-
ment to go along with the drum rhythms. There's even a
built-in chord sequencer allowing the construction of
chord sequences for up to three songs - so the DD-11
can provide a complete drums, chords, and bass back-
ing arrangement for you to play or sing along with. It's
rather like a hardware version of the "Band-In-A-Box”
software package | raved about in these pages a couple
of issues back. It also has a built-in stereo amplifier and
two speakers, so the whole thing is self contained. The
final icing on the cake is that it has MIDI IN and OUT
sockets so you can connect it into an existing MIDI
system and/or to your computer.

PADS AND PEDAL

It's those percussion pads and footpedal that make the
DD-11 so different from ordinary drum machines. The
circular rubber pads are big encugh to hit with drum-
sticks (or your hands if you prefer), and they're "touch”
sensitive, so by hitting them harder you produce a loud-
er sound. Any nine of the DD-11's percussion sounds
can be assigned Lo the pads and footpedal. allowing you
to design your own drumkit. You can then play it as a
drummer would, providing the whole rhythm part your-
self in real-time. Alternatively, you can play along with
any of the pre-set rhythms, adding your own little
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look at a new Yamaha
Drum machine

touches as reguired. It even has a "synchro break” feature,
which cuts out the pre-set rhythms while you play your own
drum fills and solos! If required the footpedal can also be used
as a start/stop switch or for triggering automatic fill patterns,
intro/endings, or synchro break.

When hit, the pads and pedal also generate MIDI Note-On
messages, which are transmitted via the MIDI OUT to trigger
sounds in other instruments in your MIDI setup, or for record-
ing by a sequencer program running in your computer. Once
recorded the rhythms can be edited, quantised, and otherwise
fiddled with in the usual way, then played back on the DD-11
via its MIDI IN connection. So now the DD-11 functions as a
drum expander module! You can also get at the tuned percus-
sion and synth voices via MIDI, so the DD-11 can also act as a
multitimbral synthesiser, albeit a rather limited one.

I have only two criticisms of the DD-11. Firstly, you can't
program your own customised rhythms into the box itsell. You
have to do it externally using a sequencer. Secondly, it doesn't
transmit or respond to MIDI clock messages, so you can't
synchronise it with a sequencer, i.e. lock its playback tempo to
that of your sequencer. But then at this price level you can't
have everything.

HOW DOES IT SOUND?

The DD-11 produces sounds similar in quality to those found
in the latest Yamaha PSS synthesisers, i.e. more than adequ-
ate for home use. They're quite full bodied, clear, and generally
of good quality, especially if played through external amplifica-
tion and speakers via the line-out socket. However I did find
the sample length rather short sometimes, e.g. cymbals don't
sustain as much as I'd like. The tuned percussion is less
successful, in particular steel drums and orchestra hit sound
rather thin. The synth sounds too were no real match for a
proper synth, but then you could hardly expect them to be.

Considering it's much mere than a straight drum machine,
the DD-11 is a real bargain. So, if you're looking to expand the
percussion side of your MIDI setup make sure you check it
out. There's nothing to touch it at its price of £149.95 -
cheaper if you shop around,

In case you're wondering why there's only one page of Making
Music this time, it's because I've had to sacrifice some space to
make way for the Sound Sampling series starting in this issue,
Accordingly, details of the new PSS Soundshifter voice patch
editor promised in the last issue will have to wait until next



EDUCATI ON

MASTER TIME

hose B.Ware guys have
I been busy again, and

this time have come up
with a neat educational program
called Master Time, designed to
help teach children to tell the
time. It's supplied on one single
sided disk and the latest version
runs in colour on any ST/STE.

Master Time consists of five
major sections, called Master
Clock; Master Watch; Master
Time; Play House; and Doodle.
The first three are concerned
with the serious business of
learning to tell the time, while
the last two are bonus games
included as light relief,

There's also an "options" screen from
which you can determine how the prog-
ram operates. You can decide how the
movement of the minute and hour hands
are linked on the analogue clockface
e.g. permitting the hour hand to move
halfway between the hour numerals on
the half hour, or to jump in hourly incre-
ments, or to be completely independent
of the minute hand. It's also possible to
sel the number of questions the program
asks before increasing the difficulty level,
and to decide the form in which the time
is spoken. Yes, this program uses sam-
pled speech, with choice of analogue or
digital style, i.e. whether 10:45 is spoken
as "guarter to eleven” or "ten fortyfive".
Finally, you can also turn the program's
music off, and after hearing it you'll soon
realise the value of this option!

MASTER CLOCK teaches time tell-
ing using an analogue clockface. This
shows quarter and half hour markings
plus the actual minutes value against
each of the normal numerals. The face is
also colour coded to indicate "past" and
"to” the hour. Overall, it's rather like
those kiddies "time teacher” watches
made by Timex and others. The clock’s
hands can be independently moved by
clicking on "hour” and "minute” buttons,

Title: MASTER TIME
Publisher. B. Ware Software
Price: £17.95
Reviewer: John S Davison

and after setting them you can click on a
"mouth” icon, which then speaks the
time in the chosen style. The speech
samples were produced with an ST Re
play cartridge (what else?) and are quite
clear and easy to understand.

The program's voice asks you to set a
specific time on the clock. Actual time
requested depends on the current level
reached - these correspond to full hours,
half hours, quarter hours and "random”
times to the nearest five minute bound-
ary. It's a pity there isn't another level
which goes down to individual minutes,
The requested time is set by clicking on
the hours and minutes buttons as de-
scribed earlier. If correct, the voice con-
gratulates you and you're treated to a
‘musical” reward. Otherwise you can try
again or perhaps click on the "Help" but-
ton, when the program steps the minute
hand then the hour hand to the correct
time, speaks it. resets the hands to 12
o'clock and then prompts you to try it
yourself!

MASTER WATCH is identical in
concept to Master Clock except it uses a
digital watch instead of an analogue
clock. Also, it speaks the time in digital
style unless set otherwise on the
options screen. Incidentally, you
can return to the options screen
at any time to change settings.
Unfortunately this resets whatev-
er module you were previously
using, so rather annoyingly you
have to start again from level 1
when you re-enter it.

MASTER TIME combines the
features of Master Clock and Mas-
ter Watch. You have both time-

pieces onscreen simultaneous-
ly. and can choose to set the
analogue clock to the time
shown by the digital watch, or
vice-versa. There are two speech
buttons, one for each timepiece,
g0 you can independently check
the time currently set on each
one. Normally each would be
spoken in the appropriate style,
but if this is confusing the op-
tions screen allows you to have
them both spoken in either ana-
logue or digital style.

The two bonus games are very
simple but nonetheless I'm sure
children will find them an enter-
taining break from their timetelling les-
sons. PLAY HOUSE is a "Simon” type
game, but instead of having to memorise
an ever increasing sequence of colours
you have to remember the positions of
pigs appearing randomly at the windows
and door of a house. To win a round you
have to click on the windows and door in
the same sequence in which the pigs
appeared at them. DOODLE is a very
simple drawing program which reminds
me of those old "Etch-A-Sketch” toys. It
allows you to construct pictures or pat-
terns from straight lines drawn in any of
elght directions, six colours, and five line
styles. Lines are drawn by clicking and
holding on direction arrows which con-
trol the movement of the drawing stylus,

In summary, I really liked Master Time,
The care put into its design shows every
where - in its visual appeal through big,
colourful graphics; its sensible options;
extreme ease of use: superb Help facility;
and even the inclusion of those two sim-
ple games. However, it's the program's
use of sampled speech which puts it in a
class of its own. So, if you need a prog-
ram to help teach your kids to tell the
time, make sure this one’s on your shop-
ping list.
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RACING

- THE DUEL

&0

TEST DRIVE |1

he original Test Drive, from Acco-
I lade software was received with

mixed reviews. On one hand it
was a novel way of portraying a racing
game - as opposed to the usual run of
the mill ‘Pole Position’ style game, this
was billed as being a race simulator. It
did not however, in my opinion, really
live up to all the hype.

In response, Test Drive I has been re-
leased. This time the graphics and sound
have been improved and you have the
option to load in data disks for both
scenery and the types of car that you are
driving - more about these later. The
basic idea behind the game is that you
are in a racing duel (hence the name)
between two high powered and very fast
road cars. The Ferrari and the Porsche
959 are both capable of speeds in excess
of 200mph and they can scream from O
to 60 in less than four seconds. You
must choose between either of these awe
inspiring cars and race off through all
kinds of different scenery.

At the start of the game you have a
variety of options which you can make
The race will take you across hills, past
lakes and trees and through tunnels.
Along the way, not only must you con-
centrate on winning the race. you must
also contend with the attention of the
over zealous Police department!

Graphically the game is very impressive.
The view of the dashboard is different for
each car, and the view out of the window
is a fast and smooth three dimensional
view of the road as it zooms by. All other
cars on the road are superbly detelled, as
are the trees and rocks as you watch
them fly by at extreme speed.
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Compared to the
original ‘The Duel’
is absolutely su-
perb. It is unbeliev-
able, the difference
in quality between
the two games is
astounding]

THE SUPER-
CARS DISK is
an accessory disk
which contains five
elite automobiles
from around the
world which are all
considered one of the best in their class.
With this disk, you can load and use any
of the following cars.

The 1988 Lotus Esprit Turbo, capable of

160mph is one of the fastest production
cars ever to come out of the UK. The
Ferrari Testarossa is a classic of its time,
$134,000 worth of luxurious perform-
ance, The Porsche 911 RUF is a custom
built, twin turbo 911 which is the king of
the German Autobahns. The 1988 Lam-
borgini Countach is the king of the Su-
percars. Once one of the fastest produc-
tion cars in the world, this is a real stun-
ner. Finally, the 1988 Corvette ZR1 is an
American supercar which was designed
with the intention of producing the
worlds fastest production car.

All of these have their own driving char-
acteristics and design styling, and these
features are all incorporated into this
quite amazing supplement disk for Acco-
lades, ‘The Duel'.

The dashboard fascia of each car 1s
accurately represented on screen, as is
the performance. Ever fancied a goin a
Lamborgini Countach? I know [ have,
and this is probably the closest I will ever
get to having a try!

CALIFORNIA CHALLENGE is
another supplement disk which lets you
drive the car of your choice through the
beautiful and diverse California land-
scape. there are seven races in all for you
to race along and each incorporates all of
the major landmarks of the areas which
you are tearing through. For example, on
the race which takes yvou along the Cali-
fornia and Oregon border you are cata-
pulted into a scenario surrounded by the

beautiful redwood trees. These are cer-
tainly little more resilient than your car
so you'll have to drive carefully!

Other races will take you along the
Santa Barbara coast, and others will
thrust you into the palm tree and beach
filled area of Santa Monica. All of the
scenarios are beautifully drawn and real-
Iy manage to conjure up the image of the
areas which they are trying to portray. As
with the scenery to the main game, the
animation of all of the objects as they
zoom by is beautifully smooth and the
colours are used to a wonderful effect.

s well as the two scenery disks
A mentioned above, there are also a

further two disks available which
I have not been able to get my hands on.
Firstly there is the Muscle cars supple-
ment disk which gives a further five cars
for you to play around in. What makes a
car a ‘muscle’ car [ am not entirely sure,
but no doubt it will be equally as im-
pressive as the Supercars disk. Secondly
there Is a European scenery disk which
is, guess what? A romp across the Euro-
pean countrysidel

Owerall [ was very impressed indeed
with the quality of Test Drive II. The
graphics and sound of the basic game
are of an extremely high quality. The
sound is some of the best quality 1 have
heard on the ST. The atmospheric title
screen music utilizes sampled sounds to
a stunning effect and the game itsell is
filled with sampled sounds of engines
roaring and tyres squealing]

Most of these three dimensional pers
pective racing games are an absolute
bitch to play. Invariably they are difficult
to control and thoroughly boring. The
Duel however, is an absolute pleasure to
play. The graphics are smooth and each
of the cars are surprisingly easy to drive.

The inclusion of an option to use sup-
plement disks is a really good idea, giving
the game much more scope than your
average racing game. This is a thoroughly
original approach to this style of game.
Mormally [ find perspective racers a bit of
a bind, but I can safely say that I really
liked the Duel.

To sum it up, | would have to say that
this 1s much more of a simulator than a
game, and it is something which I can
thoroughly recommend you have in your
collection.

TEST DRIVE II: THE DUEL - £24.99
CALIFORNIA CHALLENGE - £11.99
SUPERCARS -£11.99

From Accolade
reviewed by John Davison jnr




THE UNDEFINABLE!

ALPHA WAVES

Ipha waves are defined as brain

waves emitted when a human is

in a state of relaxation. They were
discovered in the 1920s, and were one of
a quartet of Brainwaves signifving
various levels of mental activity, It was
later proven that various cycles of light
and sound could produce the same
effects on the brain and stimulate certain
moods or attitudes. The discoverer of
these mental facts was a Dr. Hans Berger
although I do not believe that he could
have envisaged his discoveries being
used in such innovative and Gallic ways
as this software now under review man-
ages to show.

The experience, for it can hardly be de-
scribed as a mere game, of Alpha waves
is a little unnerving, for although there is
a possibility of a game for points and
attempls to make goals the subtle side is
the non-competitive relaxation and sti-
mulation mode. This is the sort of prog-
ram Jeff Minter has tried to achieve over
the years and it involves controlling pyra-
mids that gently bounce around conge-
nially coloured rooms looking for an exit.
The game really is that basic, but there
are a gamut of relaxing and peculiar
Jean Michael Jarre type sounds to
accompany this almost free fall like exist-
ence.

The game mode is probably the easiest
concept to grasp thus I shall start there,
The player's objective is to guide a little
pyramid through 256 different 3D rooms.

Title: ALPHA WAVES
Publisher.  Infogrames
Price: £24.99
Reviewer: Damon Howarth

gameplay is quite dif-

Each room offers a
different problem and
method of escape,
although all rooms
have various plat-
forms to bounce
upon to gain the
necessary height to
leave before time
runs out. Although
the concept is ex-
tremely basic the

ficult and once it is
realised that control
over the shape is a
little limited - it can
move forward and backward or left and
right with no real problem - gaining and
maintaining height is all a matter of
propelling the object from various plat-
forms. This mode of propulsion is fine
until you miss the platform you wished
and your pyramid sinks slowly and
gracefully to the floor never to bounce
again. Of course nothing can be so un-
complicated and the game includes some
most disturbing creatures that will try to
"bounce you" out of the way and deflect
you from your intended course. If that
does not make your job hard enough
some rooms need keys to exit and they
too must be found.

Indeed there Is a hint of a platform and
ladders game here although the innova-
tive style tends to disguise this feature
enough to maintain the {llusion of
great originality.

The colours and sound are striking
and most atmospherie, I found my-
sell losing concentration purely be-
cause of the mesmeric effect of the
combination of ocular and aural sti-
muli, the graphic quality is very
strong and needs colour to make
full use of the game. Indeed the
game owes its basic premise to the
sound and colour and thus more
than some games they are its very
foundation.

Once the frustration of bouncing
has reached your playing fingers
then look at the alternative meditational,
non-competitive mode. This allows you to
choose one of the 256 areas which relate
to various areas of the brain. The alleged
effect in "emotion” option is to stimulate
that area of the brain by the focus on
unstressed play and thereby allow an
almost meditational high to come upon

the participant. [ must admit that in
playing this I did not necessarily feel the
inner peace or relaxed attitude the writ-
ings felt | ought to but [ was impressed
with an innovative use of ideas and
psychology in new software,

My overall impression is that the addic-
tiveness of the game will wane fairly
quickly, and that it is a different form of
Marble Madness or similar games. The
fact that the cat actually calmed down
and watched the screens that related to
peace and harmony strengthens the pro-
ducers claims that the colours and music
have an effect. I on the other hand found
it induced frustration at many intervals
and left me feeling that inner relaxation
and peace is better achieved with a good
CD and a glass of finest malt whisky.

If you have pretensions to rediscovering
pop art or hippydom then this software
will certainly bring back memories of
Woodstock and those strange squiggly oil
lamps so beloved of the Beatles and
Timothy Leary. If such references mean
little or nothing to you then definitely try
before you buy, but beware demo ver-
sions may be attuned to your acquisitive
brain centres! Meanwhile I shall settle
back into early Pink Floyd and get the
Kaftan from the wardrobe,

® GAMEPLAY - Fairly psychedelic, easy
to control but possibly a disguised
sheep in hippy clothing

@® SOUND AND GRAPHICS - Both su-
perb, this is the basis of the game and
it shows

@ OVERALL - An interesting experience,
waorth looking at but I prefer real music
and proper light shows

Mew Atari User - [ssue 50 &1
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PD

WORLD

hich aspect of the ST
would you most like to
see improved? The

keyboard? The internal sound
chip? Most people who use their
Atari for purposes other than
playing games would say they'd
like to see a better GEM desktop.
After all, Atari's graphical interface
has changed very little since the
ST first appeared in 1985 and.
whilst it's made a valuable contri-
bution to the ST°s success, similar
environments on other machines
are (as any Macintosh user will

IET

O

Frograms 1

=—————— 0S¥ Desk Calendar =——=

the experienced user.
By far the most useful function of
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VDOS, particularly for hard disk
T owners, is that it enables you to
specify up to 53 files which can
then be executed with a single
mouse-click or key press combina-
tion. The DOS menus have ready-
titled slots for commeon applica
tions but there are also three
empty menus which can be filled
with any type of programs you
wish. Programs that aren't defined
in this way have to be loaded via
an ‘execute’ menu option and the

tell you) considerably more adv-
anced.

Even Atari themselves, who
aren’t renowned for responding to
criticism., have finally recognised
that the time has come for the
original desktop to receive a corm-

normal file selector. The full VDOS

system works in medium or high

resolution only (for mono users

there are also a couple of bonus

i

utilities!) but for those people who
conduct their computing on a tele-

vision, the disk includes a sepa-

prehensive revamp. Last year in
Germany, where Atari have tradi-
tionally been taken more seriously
than elsewhere, they tore off the

rate version. This implements the

‘slots’ facility of VDOS, so you can

have a handy menu of commonly-

wrappers of a brand new desktop

used software, but it doesn't offer

the DOS commands. The whole

designed for the TT workstations.
The TT desktop occupies more
memory than that fitted to current
ST machines which means that
there’s room to pack in a wide
range of improvements. These in-
clude keystroke short-cuts, the
ability to place file icons on the
desktop and a completely revised modu-
lar control panel. Extensive reviews have
appeared in ST World (#53) and ST Appli-
cations (#1). Rumour has it thal the new
desktop will also be fitted to the STE, but
this isn't a great deal of comfort to ex-
isting owners, especially since the new
version is not compatible with pre-STE
ROMSs so hardware upgrades are out of
the question.

The only affordable way for most serious
users to beat those desktop blues is to
invest in a software-based replacement.
NEODESK is the most well-known
commercial solution and has rightly en-
joyed ecstatic coverage in all the major
Atari publications. Neodesk is clearly an
excellent package, but it isn't exactly
cheap - so what about the competition?

Among the earliest successful attempts
to tackle the ST's desktop deficiencies is
a shareware program called VDOS.
This requires a system with two disk

lssue 50 - Mew Atari Lser

— disk is packed with various utili-
ties and ample documentation. If
you find VDOS indispensable. the
authors would appreciate a suit-

VDOS (top] comes with its own accessories whilst
GEMINI (bottom] replaces the whole desktop

drives or at least one megabyte of mem-
ory. VDOS provides an altogether diffe-
rent environment to the traditional GEM
desktop. It doesn't use icons, but it does
have a selection of unusual bottom-up
menus (as opposed to drop-down ones!)
which provide access to a multitude of
DOS

commands, modelled on both the M5-
DOS and UNIX operating systems. They
include the standard disk operations
such as format, copy, delete and others,
and also some less obvious ones that
have to be missed to be appreciated! At
the click of a mouse button you can dis-
play free memory and disk space, check
the status of your printer, search for files
and ‘touch’ them with the current time
and date. There's a built-in screen saver,
a handy on-screen digital clock and a
neat calendar that shows the current
year and month by default. All the op-
tions have keyboard short-cuts to benefit

ahle financial contribution for
their efforts - in return they offer
to send you a comprehensive
manual and regular updates. This
isn't a very new disk so it would be wise
to write first before sending away any
payments to the States (I'd be interested
to hear from anyone who has done so
recently].

ENTER
GEMINI

If VDOS sounds like too much of a
radical upheaval and you'd prefer your
desktop to look more like the standard
Atarl one, why not test drive the
GEMINI DESKTOP! This
famous shareware utility is very much
like Nendesk and although it's obviously
not as powerful, it might well have all the
facilities you need. As suggested by its
name, Gemini wasn't designed as one
program, but two. The thinking behind
the concept is that WIMP environments



are all very jolly for some purposes, but
at other times it would be much easier to
use a traditional Command Line Inter-
preter (CLI). Gemini therefore consists of
a friendly graphical front-end called
Venus and a CLI, known as Muplel
[apparently the name translates from
German into something about a Penguin
who lives in a shell!). Mupfel is an option
on one of the menus in Venus. The CLI
incorporates an inecredible 46 functions
which are generally modelled on UNEX
shell commands. This means you have
either got to get accustomed to typing
things like ‘cat’ and ‘s’ instead of ‘type’
and ‘dir’, or if you don't want to persevere
with UNIX terminology, use the ‘alias’
command to re-define some other words
instead. You can also assign the function
keys to common operations. Start-up
files can be created to permanently confi-
gure the system to your requirements.
Venus presents a host of advantages
over the standard GEM desktop. Instead
of a single disk icon there are 6 to choose
from, and in place of the usual file icons
there are 22 alternatives. You can enter
rules in the form of filename patterns to
determine when the different icons
should be used. The contents of a disk
can be viewed with small or large icons,
or text, with the usual sorting criteria or
in an unsorted state, which is ideal for
re-arranging an AUTO folder. Wildcards
can be entered to mask out unimportant
files. The big plus that's again especially
valuable to anyone with a hard disk is
that file icons can be dragged onto the
desktop. It's then possible to run prog
rams just by clicking on the installed
icon, which aveids having to search for
and open up the appropriate folders. A
minor annoyance, however, is that text
files can only be viewed through the CLI.
If you choose an option by mistake, you
needn't panic as an ‘undoe’ feature will
restore the previous state. There's also a
recoverable trash can that proves its
worth when you suddenly have second
thoughts about deleting that unwanted(?)
file. The disk contains lots of documenta
tion, though the catch is that much of it
is in German! However, enough has been
translated to allow you to fully appreciate
the system. More recent examples of this
disk may well have more English text
than the copy [ received. The Gemini De
skiop is suitable for one megabyte
machines with TOS 1.2 or later, although
you might find an earlier version else-
where for TOS 1.05 which includes
Venus and Mupfel as separate programs.

BACK TO
NEODESK?

So, yvou're still convineced that Neodesk
is the answer to vour problems? Before
you sign away forty pounds of your hard-
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Top - NEODESK, try it as a demo first. Below - other views of VDOS and GEMINI

earmed savings, ask for a copy of the
NEODESK 3.0 DEMO. Like
the Gemini Desktop, Neodesk has both a
graphical interface and its own boli-on
command line interpreter, though it also
boasts a myriad of other exciting func-
tions. Reviews of Neodesk 3.0 have
appeared elsewhere [check out the Edi-
tor's review in NEW ATARI USER #47) so
I don't intend to repeat what's already
been said. Obviously, the publishers
don't want you to just try the demo,
they'd rather you paid for the real thing,
so0 a number of options have been dis-
abled in the freeware version. File copy
and move operations appear to work, but
don't really, and you can't format a disk,
run another program or save the desktop
configuration. You can experiment with
most options, such as the marvellous
icon editor that enables you to define
unique icons for your files, but there's
generally a hitch that prevents you com-

pleting the task - for example, you can't
save the icons you create. Incidentally.
even after you've bought a copy of the
commercial package (as you probably will
once you've seen the demaol) you'd be
wise to explore the Public Domain.

NEODESK ICONS is a disk
containing (as you might expect) dozens
of pre-defined icons to use with Neodesk
- this could be invaluable if (like me) you
don’t have the patience to fiddle with the
icon editor! Anyway, Neodesk 3.0 has
more features than you could possibly
imagine - so why not try out the demo
and see for yourself?

That’s it - don't forget to check the lib-
rary update leaflets or grab a copy of the
PAGE 6 Catalogue Disk for information
on the latest programs. All the disks
added to the library are first subjected to
the rigorous PAGE 6 evaluation proce-
dure. Kinda makes you feel sorry for the
ones that don't get in!

HOW TO GET THEM

5T110 - VDOS

ST407 -

All of the disks featured in PD World are available from the PAGE & ST library. Each has a
unigue reference code which you should use when ordering or making enguiries. Please contact
PAGE 6 if you don't have a copy of thelr Accessory Shop leafiets and check the system
requirements for each disk. THE PAGE 6 CATALOG DISK containing a full list of disk names and
contents is available from the library, priced at £1. The disks referred to in this arficle are:

5T228 - NEODESK ICONS
5T286 - GEMINI DESKTOP
NEODESK 3.0 DEMO

Prices for standard disks are £2.95 each or £2.50 each for ten or more
Write to PAGE &, P.O. Box 54, Stafford, ST16 1DR
Telephone 0785 213928 or FAX 0785 54355 with credit card orders
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SAMPLE THIS!

In which John S Davison discovers
that you can turn sound into music
even without any hardware

echnology has been responsible
I for many major innovations in

the world of music in recent
years, making possible such develop
ments as MIDI, synthesisers, and sam-
plers. The first two mentioned have
already been covered at length in these
pages, but sound sampling hasn't. It's
now time to put that right, so over the
next few issues we'll be looking at how
YOU can start making music (or even
just exciting noises!) using sampled
sound - via your Atarl computer, of
course!

A SAMPLER?

Let's start by defining what a sampler is.
From a musiclan's viewpoint it's similar
to a synthesiser - both are electronic
musical instruments; can produce an in-
credibly wide range of sounds; and can
be played from a keyboard or via MIDIL
But there's one fundamental difference.
Generally speaking, a synthesiser's
sounds are built up from internally gen-
erated sound elements, while a sampler
uses "recordings” of real sounds as its
sonic starting point. It can digitally re-
cord ANY sound directly into its memory:
edit and process it in various ways; then
trigger its playback at any required pitch.
The only problem is, dedicated samplers
tend to be horrendously expensivel

From a technology viewpoint a sampler
is remarkably similar to a computer. In
fact, it doesn't take much additional kit
to turn your Atari into one. It can be
done inexpensively too, bringing sarm-
pling within reach of everyone. We'll be
looking at ways of getting started later,
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but before that let's have a quick look at
how sampling works.

ANALOGUE
TO DIGITAL

All sound can be thought of as pressure
"waves" propagated through the air. We
can pick these
up via a mic-
rophone and

TIME ——

tervals of time (e.g. every 100 microse-
conds); converting each into its numeric
equivalent; and storing the results in an
array in memory. Figure 2 shows concep-
tually how this works - the height of the
vertical lines represents the signal vol-
tage value at each sample point, and the
distance between them the sample inter-
val. This "analogue-to-digital conversion”
is handled by special add-on hardware,
usually provided in cartridge form to plug
into the computer's cartridge port. Once
sampled the signal may then be easily
manipulated by software, e.g. displayed
graphically, edited, saved to disk, replay-
ed, ete.

Surprisingly, your Atari can replay sam-
pled sound without additional hardware,
as it already has a bullt-in "digital-to-
analogue conversion” capability thanks
to its sound chip. It's achieved by revers-
ing the original sampling process - at
known time intervals successive values
from the data array in memory are con-

Figure 1
Original

convert them
into a con-

tinuously

varying signal

voltage which Figure 2
mimics them in Sampling
electrical form. Points

The signal
waveform may
be visualised by

%
S
f i

Analogue
Waveform

rn“'-l ﬂ Figure 3
i?agl;iﬂg{, .!.t:: vol- E I-Lu_,.lj “LLL'JJJ LLUIJ_I Sampled
age again: o Waveform

time, resulting
in something
like Figure 1 for a simple sound. Such a
signal is described as an "analogue” sig-
nal, because of its essentially continuous
nature.

Digital computers like the Atari ST can't
work directly with this analogue signal.
By their very nature these machines can
only deal with data presented as discrete
values. So, the signal must first be digit-
ised - converted into a series of numeric
values representing it - via a technique
known as "sampling”. Basically, this in-
volves "taking a reading” (or sample) of
the analogue signal voltage at known in-

=]
=
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verted into voltages, which eventually
drive a loudspeaker to recreate the ana-
logue sound. If you graphed these dis-
crete voltage values you'd find the overall
signal would only approximate to the ori.
ginal analogue signal, as shown in Figure
3 in exaggerated form. It's unlikely to be
absolutely identical to the original, as
accuracy depends on the "resolution”
and "sampling rate" of the hardware
used, as we'll see later in the series,
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SAMPLING
. FOR EVERYONE

Sampling on the Atari took off around
1986, when a small company called 2-Bit
Systems (yes, the MIDI Master guys!)
produced their innovative Replay car-
tridge. This allowed a 48K Atari 8-hit
machine to sample sounds directly {rom
an analogue audio source, perform sim-
ple editing, and play them back via the
TV /monitor. You could even use the
sounds in your own programs if you
wished - a technique now widely used by
games programmers everywhere.

The package also Included the DigiD-
rum and DigiSynth programs. DigiDrum
turned your Atari into a programmable
drum machine by loading in a set of
sampled drum sounds and playing them
from a simple grid based sequencer.
DigiSynth went further - it could vary the
speed of the digital-to-analogue conver-
sion process and hence replay sounds at
different pitches. allowing tunes to be
plaved on a single sample. Admittedly the
sound quality wasn't marvellous, but this
package set the direction for virtually all
computer based sampler developments
from then on.

Before long 2-Bit Systems launched ST
Replay, bringing sound sampling to the
ST. This used similar principles to the
original Replay, but achieved higher
quality sound through better hardware
and software. Since then 2-Bit have
steadily improved the package, bringing
out successively better versions and
additional spin-off products, such as Re-
play 4, Replay 8, Replay Professional,
and others. They've also changed their
name to Audio Visual Research and
teamed up with Microdeal to market their
products.

ENTER THE
SOUNDTRACKER

Meanwhile, Commodore launched the
Amiga (hiss! bool). I hate to admit it, but
its internal sound chip knocked spots off
the ST's. It was designed from the start to
work efficiently with sampled sound, and
could produce stunningly good results -
in stereo too! It didn't take long for the
Amiga PD programming crews to begin
exploiting this, resulting in the famous
"SoundTracker” programs - a term now
used generically to describe all sample
sequencing programs.

Soundtrackers are like vastly improved
versions of 2-Bit's old DigiDrum/
DigiSynth software. Basically, they allow
vou to load a collection of sound samples
into memory and to trigger thelr play-

back at any pitch from the built-in four
track sequencer. Literally ANY sound can
be used. You could, for instance, play a
tune using the sound of a chainsaw or
breaking glass as well as more traditional
ones! You can usually play up to four
different samples simultaneously, and
rapidly switch between any of the sam-
ples held in memory to obtain a wide
range of different sounds within a music-
al piece.

Even though the original ST's weren't
particularly efficient at
handling sampled sound it
could still be done, and ST
soundtrackers eventually
began appearing. The first
was Microdeal's Quartet.
More recent was the TCB
Tracker, reviewed in Issue
47, There are now Public
Domain soundirackers
available, and the best are
already in the Page 6 PD
Library. They're quite
amazing programs, and de-
serve further mention here.

PUBLIC DOMAIN
SOUNDTRACKERS

There are two main types of ST sound-
tracker. The first is a "player” program.
This simply plays back a soundtracker
music "madule”, which is a file contain-
ing both music data AND the sampled
sounds it plays. Page 6's PD Library now
includes several disks, each containing a
player program plus assorted modules.
These were ported over from the Amiga
(aaarrgghh!), hence their title - Amiga
SoundTracker Volumes 1 to 5. The player
program is very basic - it just loads and
plays music modules. A much nicer play-
er is the Equinox Soundtracker, with its
cleaner user interface and colourful
graphics.

These disks are a revelation if all you've
heard is the 5T's normal weedy internal
sound. The samples provided include
various drum sounds, bass guitars,
synth sounds, brass stabs, strings, sun-
dry sound effects, and even rap style
vocal samples! They're sequenced
together into some very exciting music -
not all te everyone's taste perhaps, but
entertaining nonetheless. Sound quality
can be surprisingly good, especially when
routed through your hi-fi system.

If you want to create your own music
you'll need the second type of sound-
tracker program, of which ST NoiseT-
racker Is an excellent example. In opera-
tion it's almost Identical to the commer-
cially produced TCE SoundTracker men-
tioned earlier, and produces results that
are easily as good.

NoiseTracker is supplied complete with
ready-to-play samples and music mod-
ules, so you can get started right away.
Documentation is provided on the disk,
and the program also has a useful built-
in Help facility. You can load up to 31
individual samples, each up to 64K in
length - memory permitting! Limited
sample editing facilities are available,
and you can save fload individual sam-
ples too. Incidentally, all these PD prog
rams seem Lo use a common format for
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modules and sound samples, allowing
easy file interchange between them.

The music is buill up across four inde-
pendent tracks, giving access to four dif-
ferent simultaneous sounds. It's con-
structed from command steps, each of
which can trigger one note using a selec-
ted sound, optionally with vibrato, por-
tamento, or arpeggio effects applied. Up
to 64 steps are grouped together into a
pattern, and patferns may be strung
together to make up a complete musical
piece. They may also be reused as re
quired where repeats are needed. When
complete the whole piece can be saved to
disk as a module file. Playback can be
through the TV /monitor; or better, direct
to your hi-fi system; or better still, to
your hi-fi through the outputs of a Re-
play, Prosound Designer, or MV-16 sam-
pler cartridge if you have one.

Owverall, NoiseTracker is a fantastic
program and unbelievably good value at
only £2.95 from Page 6. The only thing
missing is MIDI, to allow you to play
samples and/or record into the se-
guencer direct from a MIDI keyboard in-
stead of the ST's keyboard. These are
features currently only found on com-
mercial packages such as Quartet, Mas
ter Sound. and the Replay packages.
which I'll be looking at next time.

That's all for the introduction and a
taste of what's cheaply available. Next
issue I'll continue the theme looking at
commercial packages including Microde-
al's new Stereo Playback cartridge, which
brings superb stereo sound to ALL mod-
els of the ST. Until then, get yourself a
copy of NoiseTracker and start experime-
nting with this fascinating way of making
music with your ST.
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FLIGHT SIMULATION

MIG-29 FULCRUM

t 3:00pm on 30th Au-
A gust 1988 a small piece
of aviation history was

made when two MiG-29's ([NATO
codename Fulerum) landed at
Farnborough, the first Soviet
fighters to land in Britain. Their
thrilling demonstration flights
were the hit of the Farnborough
Air Show and sent the aviation
world wild with excitement.
Since then the afreraft seems to
have become an aeronautical
"status symbal”, and was inevit-
ably destined to star in compu-
ter games and simulations. My
only surprise is that it's taken
so long for the first simulator to appear,
and honours for this go to Domark’s
MIG-29 Fulcrum.

EXTRA GOODIES!

The program is supplied in an enor-
mous colourful box containing one single
sided program disk: a small ringbound
instruction manual: a poster showing a
detailed cutaway drawing of the MiG-29;
and a superb 128 page book packed with
full colour photographs and details about
the MiG-29. This alone would probably
cost about £10 if bought separately.

The program itself follows the usual
combat simulator format, but overall
seems simpler than many other prog-
rams of this genre. There's a training
mission section in which you learn to fly
the aircrafl and o use its weapons sys-
tems on the practice firing ranges. The
weapons include cannons; unguided
rockets; and Aphid air-to-air and Kerry
alr-to-ground guided missiles. With
training completed you ecan try the com-
bat missions, of which there are only five.
These have you snooping on an American
submarine trapped in ice off the Siberian
coast; teaching the Chinese air force a
lesson or two in dogfighting above the
Great Wall of China; shooting up oil rigs
and refineries in the Middle East(!);
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Title: MIG-29 FULCRUM
Publisher: Domark
Price: £34.95

Reviewer: John S Davison
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tracking terrorists inside the USSR and
destroying their base; and finally taking
out a nuclear facility, again in the Middle

East.

SIMPLIFIED
PANEL

The main screen shows the usual in-
strument panel and forward outside
view. [ was disappointed by the panel, as
the instruments are much simplified rep-
resentations of the real thing. Mostly
they're just blank dials with needles,
with no attempt made to put any sort of
numeric scales on them. They all work as
you'd expect, but there's no way of accu-
rately quantifying what they're telling
yvou! They're really only intended as back-
up instruments, for use when your Head
Up Display is out of action. The HUD
normally displays a direct digital readout
of essential flight data such as heading,
height, and airspeed - except when it's
been shot away by enemy fire, of coursel
The navigation system has been simpli-
fied too - all mission waypoints are pre-
sel, s0 you can't enter your owrl.

I was also a little disappointed by the
outside view, as there's not much in the
way of scenery detail - it's mainly clear
sky and either land or sea with odd
squiggles representing roads or waves
and large pyramid shapes representing
mountains on land or islands in the sea.
Potential targets are quite well done
though, these being fairly realistic 3D
graphic creations, They include that sub-
marine; ships at sea (which deal a nasty
line in anti-aircraft missiles!); oil installa-
tions; sundry buildings; and road vehi-
cles. Enemy aircraft are well portrayed

too - and they manceuvre quite
realistically.

You can also view all around
you in 45 degree increments,
and this, coupled with the
pilot's helmet mounted weapon
aiming display, means you can
lock a missile onto its target
without having to fly the aireraft
directly towards it. Sneaky!
Other viewing options include
the "missile's eye view"; outside
views of the aircraft; and views
from the viewpoint of the enemy
and your home base control
tower.,

CONTROLS

Primary flight control can be via joystick,
mouse, or keyvboard and surprisingly [
found I preferred using the mouse. The
aircraft handles very well - not quite in
the ProFlight (reviewed in last issue) or
Flight Simulator II class, but it's close.
The author has obviously tried to keep
the display frame rate high for realism
(by using sparse graphics?) and has also
put a lot of work into the flight dynamics
aspect of the simulation - and it shows!
The aircraft is very manoceuvrable, and
you can even perform the famous "tail
slide” which stunned the crowds at Farn-
borough in 1988! Landings cause most
grief - it took me several attempts to
learn how land in one piece on the run-
way. The key is remembering that the
aircraft isn't necessarily flying in the
same direction the nose is pointing!

BELIEVABLE

My initial reaction to MiG-29 was one of
disappointment. mainly because of the
"simplified" aspects mentioned earlier,
however after flying it for a while and
getting into the missions I found [ really
enjoyed using it! The main reason, as
ever, is that it handles in a believable
manner, so the graphics become of
secondary importance. And the missions,
although not difficult to complete, do
seem to have an addictive quality. Over-
all, I'd rate the program as more of a
“beginner's” flight simulator - it's not
bad, but experienced flightsim fans
would probably expect more for their
money.




ST GAMES ... ST GAMES ... ST GAMES...

- THE LG GANE 0N

Psygnosis game! My
reaction to any of this
COMPAany's wares are

always positive, Psygnosis try
to bring something a little ori-
ginal into their games, even If
it means creating plots from
the worst of pulp science
fiction.

The premise of the Game
Show is to show criminals
being brought to justice, in
the full sight of jaded
gameshow audiences of the
21st Century. Convicted eri-
minals are offered the chance
to undergo quite a severe
bionic operation to become the
half human, half machine that
plays the Killing Game. All the
contestant has to do is climb
threugh a maze inhabited by
unpleasant objects and find
the exit before a liquid that
dissolves organic matter
reaches overflows.

A very simple set of circumst-
ances for the sort of high tec

platform game
that Psygnosis are
becoming synony-
mous with. There
are of course
handy places hid-
ing extra firepower or weapons
to aid the contestant on his
adventure. One nice twist is
that once the contestant has
lost an action replay takes
place allowing the player to
pick up the action at any place
to circumvent the problem
that caused his demise.

The game is a perfect vehicle
for those talents perfected by
Psygnosis, good and smooth
flowing graphics, pacey and
atmospheric music and a
strong playability of difficulty
levels. Perhaps the most re-
freshing thing about them is
of course the are not Arcade
game copies, they are proper
computer games written for a
computer first.

The packaging and strong

artwork available on both the
box and the loading screens
prove further the time the
company puf in marketing a
worthwhile product. It is this
attitude of love and care that
comes through in this game
and excuses a somewhat grue-
some idea explored in the
Running Man creating a plece
of software that is an example
of good science fiction writing,
Needless to say [ enjoyed this
game, and found enough chal-
lenge in it to keep practising
the difficult parts and neither
the cat who went unfed for
twelve hours or the joystick
which is again a melted mess
will forgive me. | can recom-
mend this game for those who
need a thoughtful challenge.

FACTS

Tifle: THE KILLING

GAME SHOW
Publisher: Psygnosis
Frice £25.99

Reviewer: Damon Howarth

SIGHT & SOUND

All the best of Psygnosis, what
maore can be said?

GAMEPLAY

Smooth, fast and inferesting -
no complaints aft all

VERDICT

Another good value Psygnosis
game

FACTS

Title: PROSOCCER 2190
Publisher: Vulture Publishing
Price: £19.99

Reviewer. Damon Howarth

SIGHT & SOUND

Spof fx are reasonable, sprites
jerky and spindly, generally un-
safisfactory

Poor confrol and a tendency to
hang at critical points

A game that will find it difficulf
to compete with the many
other soccer simulafions avail-
able

ro Soccer is set, as the
P title suggests, in the

future and entails in-
door 11-a-side soccer being
played to rules that relate to
five-a-side football and a little
nethall. The action is suppose-
dly non-stop barring time outs
for substitutions and the
game has promise when
viewed [rom its packaging.

It is possible to play with one
or two players and the soft-
ware conveniently allows team
colours to change to avoid col-
our clashes. The game takes
all its timing from American
football but without the
breaks between downs. It is
possible to play the game in
any of player, player/manager
or just management modes

allowing the oper-
ator to either kick
and score, make
tactieal substitu-
tions or both.

The game shows promise but
somehow with {ts somewhat
basic graphic content and very
jerky movements the game
failed to show any real origin
ality or entertainment value, [t
was mechanically proficient
and did what it was meant to
but lacked any of the verve
and vigour of other soccer
games on the market. Player
control felt sluggish and some
what heavy handed, and
although the spindly sprites
are a good size they lack a
certain animistic touch that
allows a player to identify with
the team.

Sound effects are basic and
the ball control and kicking
routines belong to the early
8-bit days and the lack of vi-

PROSOCCER 21%

sion up the pitch make any
but the shortest passes
voyages into the unknown.

While the game gives options
to change the team members
and even the style of play,
touching function keys in my
version caused the game to
hang in a disastrous manner.,
Furthermore the game will
store keypresses and thus it is
possible to see all a teams
time outs disappear owing to
excess tapping of the space
bar to start the game.

On the whole I was not im
pressed by this game, it is a
good idea that has [allen short
in its execution. A sort of
Fourth Division game that
¢ould have been a First Divi-
sion challenger to Kick Off had
a little more care been taken
in preparation and play test-
ing. Try to play it in the shop
first and make your own
judgement.
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ST GAMES

TION

1d West trains adorn

the cover of this parti-

0 cular budget offering

and not surprisingly the game
is about trains. The player is
in control of the mail train
that links the towns of the
West and it is your job 1o en-
sure the train gets through
and thwarts the ‘baddies’ evil
intentions.

The game is joystick control-
led and involves split screen
play. Half of the screen shows
an Old West steam train chug-
ging along the track in search
of mail sacks and water tow-
ers (Lo repair damage it suffers
on the way). The top of the
screen gives a wider range
view of obstacles, potential
route changes and the posi-
tion of the trains and planes
that attempt to stop you.

The train can shoot down the
WWI flying machines with its
smoke stack but has to find
ways lo avoid anything on the

Title: SUPER MONACO
G. P.

Publisher; U.S. GOLD (SEGA)

Price: £25.53

Reviewer: Damon Howarth

SIGHT & SOUND

Good colours and loud music.
A strong arcade conversion

GAMEPLAY

Fast and furious, needful of
some practice to progress past
the first practhice

Nothing to make fthis stand out

from the competition, if you are
a roce game addict then this
will give you your “fix"

saue S0 - New Alari User

track that might
run into it. As the
Eame progresses
becoming more
and more difficult
the obstacles be-
come more varied. For inst-
ance level crossings appear
which do not shield your train
from Kamikaze truck drivers
and the balloons and bombs
that attack from above. The
game is very colourful with
good use of sprites although
there are on occasions some
problems with sprites dis-
appearing and then coming
back out of nowhere.

The game feels as if it has
been programmed in STOS or
something similar, although
there are no credits to suggest
this. This does not, however,
detract from its value as the
game has everything I like to
find in an arcade game. There
is a great deal of originality
and thought present here,

he sounds of stirring
engines and the acrid
smell of racing fuel are
conjured up in this car racing
game which, although It gives
some extra touches, is similar-

T

to the old classic Pole Position.
The player is presented with
the aptions of choosing be-
tween three forms of gear
shift, automatic, 4 and 7 gear
which equate to difficulty
levels as well as control
methods. With this vehicle it
is the contestants aim to fin
ish progressively higher in the
various races of a shortened
Grand Prix season. To qualily
for a race the qualification
time must be achieved on the
practice lap and to qualify for
the next race the player must

plenty of colour and a well
graded difficulty scale. The
only problem that I encoun-
tered was a sporadic unwill-
ingness for the train to do
what I thought it would.

Other small points that irked
me were the way the Kept re-
turning to the beginning after
a terminal crash wiped out my
last life. | would like to have
seen deeper levels, 1 did find
the bonus screens most enjoy
able and shooting flying
planes with a sitting duck
train proves guite therapeutic.

In conclusion this game
offers really good value and
the prospect of enjoyment for
low cost it really is worth the
trial, it can become most
addictive.,

finish progressive-
ly higher up the
order, Ranging
from 7th or better
through to at least
3rd. No Nigel Mansell blow
outs allowed in this game!
The game allows for control
from mouse joystick and
nominally the keyboard
{although this is only acknow-
ledged on the Amiga version ).
Graphically the game Is very
strong giving good views of
both the track and the cockpit
of the car with filled-in 3D
perspective more in the Cut-
run vein than the siripey bor-
ders of Pole Position, The
courses seem to be a fairly
good simulation of the real
thing although when com-
pared to some pure racing
games such as the Ferrari
simulator it {eels very one
dimensional and small in
scope. Perhaps it is because

FACTS

Title: LOCOMOTION
Publisher: Byte Back
Price: £6.99p

Reviewer: Damon Howarth

SIGHT & SOUND

The graphics are generaily
smooth and cheenful and
although some of the sound is
a litile reugh the whole pack-
age Is generally sound

GAMEPLAY

Well graded difficulty levels
with a sense of humour evident
from the programmer

VERDICT

A litile different, worth finding
and adding to your budget col-
lection

SUPERHONACO G

the game was originally con
ceived as a game [or the
arcades that the difference be-
tween joystick bashing and
computer simulating becomes
apparent. As with Pole Posi-
tion and its ilk this is at best a
very good game whereas some
of the better 16-bit racing
games are in lact quasi-sirmu-
lations. This is where the end
user must make their choice.
As a game this software does a
creditable job at entertaining
but as a thought provoking
grand Prix game it fails.

The game also suffers, as
does much of US Gold's
arcade merchandise, by hav-
ing a curt multi-langnage in-
struction sheet. I am always
suspiclous of games whose
manuals spend more writing
on the different variants of
loading a game into one of
many machines than on the
game itself.
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WULLADCRISSONE

o Ho Ho! A swash- joystick waggling Titler, SKULL AND

buckling game fresh to less than nor- CROS5BONES

from the briny me mal effect. On the Publisher: Domark
hearties! This game is in the other hand the Price: £24.99

hack and slash mode associ-
ated with such tasteful and
demure pieces as Barbarian
and Barbarian 2, except this
one is in bright colours, has
very cartoonlike characters
and an adventurous storyline.
Furthermore this can be con-
strued as a team game since
two players may cooperate to
bring about the enemies
downfall.

Briefly the plot consists of the
Pirates One Eye and Red Dog
having their ill gotien booty
transported by some anony-
mous evil wizard to alternate
parts. It is their mission, and
they chose to accept it, to re-
cover the loot by fighting their
way across a myriad of colour-
ful screens. The gameplay in-
volved in this is pretty tricky.
allowing for a great deal of

various action sta
tions planted
about the sereens allow the pi-
rate(s) to perform the athletic
tricks of Douglas Fairbanks
and Burt Lancaster with im-
punity. The game begins fairly
asily although once the first
proper encounter is found the
fighting hots up. There seem
to be very few alternate
strokes however, and turning
your pirate round can occa-
sionally be trickier than run-
ning the enemy through his
gizzard!

Graphically the game oflers
large and friendly sprites
which bleed profusely once a
serious state of injury is
obtained. It is abundantly
clear that this game was made
to attract large audiences on
arcade machines and the

translation is very good in-
deed. The sound is most shan-

ty like and very jolly but | feel
that the control system could
be more responsive, although
the game itself runs quite fast
enough, There is a strong ele-
ment of arcventure and a little
more thought than immediate
ly seems apparent is needed.
Sadly it is extremely strue-
tured and there are no direc-
tion cholces, scenarios come
in strict rote and no save facil-
ity is available. There is
though some opportunity to
replenish lost strength
through munching and slurp-
ing the goodies discovered in
transit and battle.

On the whole a most enjoy
able game.

Reviewer. Damon Howarth

SIGHT & SOUND

Very bright and colourful with
excellent noises and a rollick-

ing good fune

GAMEPLAY

More than aodequate, buf
sometimes a litle haphazard in
its controls

VERDICT

Good fun, slightly messy if you
don't like gore, a must for hack
'n’ slash lovers

FACTS

Title: HARD DRIVIN® 1l
Publisher: Domark (Tengen)
Price: £24.99

Reviewer. Damon Howarth

SIGHT & SOUND

The graphics seem slighily
dated now, although the game
does not suffer by this. The
sound fs reasonable and nof
overly obirusive

GAMEPLAY

Same wonderful skilful game
with a slight touch of extra sea-
soning, most enjoyable

An enjoyable conversion,

much better value than the ori-
gingl, but possibly nof original
enough If you already have the
first one.

ome months ago [ had

the great joy of review-

ing the original Hard
Drivin' and very pleased and
excited with it | was too. Now

the sequel has reared it's
greasy revs and I'm back in
my stunt car seat. For those
who missed the first exirava-
ganza the theory is the same,
two tracks to drive your stunt
sports car around. including
speed trials and the gut wren
ching loop de loop are
included.

The controls are varied to
suit individual tastes and this
particular version has two ex
cellent improvements, firstly it
Is possible to create yvour own
new tracks and secondly it is
possible to play other 16-bit

COMPUter oWners
via the Comms
port.

The graphics
mode is still very
blocky and reminiscent of the
Elite style of 3D speciality pic
tures but the game is very
playable.

There are very few other differ-
ences about the actual game,
indeed apart from the fact that
traffic seems less careful
about you than in the original

[ have grave suspicions that
this is almost the self same
program. The Track editor
though is most entertaining
and thus allows the game a
fresh dimension of interest.
The manual explains in good
detail how to achieve the de-
sired course, indeed one of the
most striking things about
this software was the surpris
ingly efficient manual. Certain
other arcade conversion spe

DRIVIN'I

cialists could take note of how
full instructions add to the
games enjovahbility.

The sounds in the game re
main lairly similar to the ori
ginal, and do not provide any
excitement. Perhaps as tech-
niques for sampling and
sound creating improve re-
viewers become more hlase
about the normal rumbles of
engines and squealing of
brakes, still they are there and
they do add somewhat to the
overall effect.

The course editor is a plea-
sure to use and allows for
either well planned track con
struction or a suck it and see
building method that seems so
beloved of the British Motor-
‘wuy construction units. Every-
thing is menu controlled and
colour co-ordinated. Sadly
only one course may be saved
to disk so reconstruction is for
keeps as it were.
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PeterHickman’s

elcome to another great
issue of New Atari User's
STOS Column (by the way,

did you know that this is the only
magazine you can buy off the
shelf that supports STOS7). [ am
writing this a couple of weeks
before the Computer Shopper
show as [ know for a fact that
Mandarin will not be there ‘cos
they are busy moving offices
(somewhere nice and big | hearl).

Since you will not get this issue
until after the show it's a bit
pointless talking about it, but in
case you were there did you spot
the guy with the pony tail talking
to a wizened old lady and a fellow
who looks as if he were filming a
werewolf movie? One of those
three is me, but which one? .....
In two months time tune in for
the next exciting instalment of
"PICTURES FROM THE SHOP-
PER SHOW" where you can find
out my true identity.

Enough fun, STOS 3D is almost
complete and should be finished
enough for a review for the next
issue (then again .....), STOS Vidi
is complete (thanks to my mate
Terry Mancey who co-wrote and
designed it with me) but it's fu-
ture is undecided at the moment
and finally there is a STOS STE
extension available soon (I ha-
ven't seen it yet but Aaron
Fothergill of the STOS club tells
me it lets you access the Elitter,
new joystick ports, new sound
sample control and loadsa other
bits and pieces).
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COMING SOON ..

As the traditional summer slump for the
computer industry approaches the time
for software development begins. Fun
School 4 is in the early stages of produc-
tion and should be out for the ST in
September’ish, | have seen some early
previews and it looks pretty good.
Another package that is being lined up
for release soon is called Kids Carnival,
release dates are uncertain (it might
make it out before the summer] and this
one looks even better than F54 (which is
quite a feat!). Sources tell me that Kids
Carnival is the start of a new range of
educational software, [ can’t wait to find
put more!

A REAL
CRACKER!

We have one real program now, but wow
what a program it is! Have you ever
looked at those brilliant demos with the
3D shapes made out of different coloured
balls? | have and always wondered how
they could calculate the positions of the
balls that quickly. but then the secret
was revealed - THEY CHEAT! If you pre-
caleulate the position of the balls for
every time they will be plotted you can
store the values in memory and get away
with murder!

The program we have here has been
written by STOS wizz kid Richard Gale
(hi Richard!). It comes in 3 bits and you
really need a [reshly formatted disk to
store the stufl on (you don't want to type
it in and find out there is no way to save
it!). The object that will be drawn is a
nice big Helicopter which rotates and
spins it's rotorblades.

First you must type in that nice long
gprite bank (TABLE 1) into the INPDATA
program stored on your STOS accessor-
ies disk (full instructions for using this

and a replacement for OUTDATA have
been published in a previous issue). Save
the sprite bank as a file called
"HELISP.MBRK".

Okay, done that and saved it? Now type
in FROGRAM 1 and wait for a while, it
will generate 40 frames of the helicopter
and will store the values in bank number
10. After it is finished the program will
save out the bank as HELIBNK.MBK.

I won't do a breakdown of the program
‘cos it's a pretty complicated thingy (I'll
try to do a nice simple one for the next
issue so that I can reveal how to create
your own shapes).

Okay now type in PROGRAM 3, which is
the program which will display the fin-
ished object. It loads the two banks we
have just created so remember to make
sure they are on the same disk. Run it
and be amazed! Okay so it runs a little
bit slowly, but if you own a copy of the
STOS Compiler it really zips along.

SAVING SPACE

Well, as you may have noticed the prog-
rams are slightly bigger this time so
that's all for this issue.

If you want to find out more about the
STOS club write to

Aaron Fothergill
1 LOWER MOOR
WHIDDEN VALLEY
BARNSTAPLE
NORTH DEVON
EX32 8NW

or phone
0271 23544

Remember to tell him where you heard
about the STOS club!




28 rem "~
48 rem -~
S8 rem
Hmd-ﬁlkwuffll:urlnffl fgg-‘-
7@ X=hunt (start{l) to utu-tuh-tmﬁmx Yy
I;deek (X+I#2) : next I

88 DIST=108 : ROTX=@ : ROTV=Q : nr.rrh-% X=8 & ﬂ-l ¢ T2=0

%@ read NUM : NUMFRAMES=8@ : : :

180 dim XINUMY .Y (NUMD 2 m;,m m,ﬂtum » YP (NUM) , BPRT (NUM)
112 erase 1@ 5 rEserve m +1) #4=NUM

120 for 1=1 to NUM 3 fm ;xl{i]-llﬁ t YOI =Ya#s & ItIIﬂIH : next I
1308 -qnhuh H £ m m :

' 150 lmim : w i

1“ -I-C. .-:---c--d-q-qh-,p Milﬂtit‘l‘ﬁ u—_n-.-.-.-————.-.-1-.1-—-.-.-...-...-..-1.-

178 for M.,E-I tl}ﬂ lt'-p 1

188 ROTY=@ = mﬂI’4fﬁ'Ih1 to 5@ ¢ PNT=] : gosub S0B : next I
19@ ROTY=ANBLE#4 : gosub 590 @ for 1=51 to SB : PNT=I : gosub 5@0@ : next I
20@ gosub 42@ : gosub 310

218 next ANGLE ;

220 for Mﬂtumﬂhp 10

230 ROTY=ANGLE : gosub 598 : for I=1 to 5@ : PNT=I : gosub S0 : nm:t!
240

250

248

":‘i'*;'ﬂ : for 1=0 to 15 : colour

ROTY=ANGLE®4 : gosub 598 : for I=51 to 58 1 PNT=l : gosub 500 : next I
gosub 400 : gosub 310
next ANGLE
270 save "HELIBNK.MBE™,1@
280 default
2980 stop
TPA rem oo cneemmnmessaas gl o Bhorm TUUUTEEmmeme e
318 inc FRAME : locate i,ﬂ : print FRAME : if FRAME>NUMFRAMES then bell : print
"Out of frames"™ : end
320 for I=NUM to 1 step—-1
330 X=XP(I) 2 Y=YP(I) : SPRT=BPRTI(I) : MEM=start (10)+FRAME* (NLiM*4)+I=4
34@ doke MEM,X : poke MEM42,Y : poke MEM+3,SPRT
350 sprite 1,X,Y,BPRT @ update
368 next I 1 sprite off 1
X708 screen swap : wait vbl @ cls back
IB@ return
390 r@m T TTUTTTTTAnumaaus Regbh goeg To e sssssesaes
488 SI=NUM : repeat ;
410 if BI<1 then goto 478
428 SI=51/2 1 repeat : FLAG=false
4380 for I=1 to NUM-5I
440 if (IR(I)>IR(I+SI)) and (ZRI(II{>IR(I+5]) or YPII)2YP(I+451)}) then FLAG=true &

swap IR(I+51),Z#(I) : swap XP(I+SI),XP{1) : swap YP(I+81),YP(I} : swap [qft-Listin 1
SPRT{I+51} ,EPRT(I) : ; 4 F
450 next I _ which continues
448 until FLAB=false 5
470 until SI<1 ? w‘th the Sﬂ'ﬂﬂﬂd
488 return
490 rmm -TUUUUTEAtttices paye potation and perspeckive TTT TR column overleaf -
S5@@ XA=X(PNT) 1 YA=Y(PNT) : ZA=Z(PNT) : SPRT=S{PNT) don't forget to
510 XCR=XACIN-—YA*SI# ¢ YCR=XA=STH+YASCIH 1 ICWH=ZA : rem " I " i
520 XD#=XCH#CYN-ICH#SY# : YDH=YCH# : ZDH=XCH*SYS+ICHECY# : rem ~ ¥V ~ type the rest in!
530 XE#=XD# 1 YEWN=YDH*CX#+IDWASKE : IE#=ID#=CXH—YDR2SX® : rem ~ X =
548 XAB=XE#+TX : YAN=YEB+TY 3 ZAWN=IEW+TZ : rem ~ Transform
550 DD#=IA#+DIST : XAS=XARDIST/DD# : YAN=YAR*DIST/DDH 1 ZAH#=DD# : rem °
Perspective "
S&@ IHIPNTI=TA% 1 AP (PNT)=XA#+160 : YP(PNT)=100-YO% : EFRTI‘.P‘H’!’I"HPHT
570 return
580 CX#=cos(rad(ROTX)) : SX#¥=sin{rad{(ROTX)) : return : rem ~ X angle ~
5998 CY#=cosirad(ROTY}) 1 SY#=sin(rad(ROTY}!} ¢ return : rem ~ ¥ angle ~
400 CZ#=cosirad(ROTZ)} : SI#=sin{rad(ROTZ}) : return : rem " I angle °
‘ I e n e ihaL e we waan m Hll:i::lhptﬂ' d.t. .-..--..-...-.-.-.1“-..-"-...-..“.-..."..n-
| 12 load "HELIBNK.MBK",18
| Listing 2 to be 20 load "HELISP.MBK" :
: i 3@ key off 1 curs off 1 flash off : hide on : update cff : auto back off 1 mode
typed in after 2
4@ X=hunt (start (1} to startil)+length{l) ,"PALT"}+4 : for I=0 to 15 : colour
the table over- 1,deek (X+I%2) : next 1 :
been 58 logic=back @ NUM=SE : Y=-148
Ieafhﬂs &8 repeat : FRAME=(FRAME+1) mod 5 : gosub 11@ : ¥Y=¥+4 3 until Y>=0
entered and 7@ repeat : FRAME=(FRAME+1) mod 5 : gosub 110 : until FRAME=4
e 8@ for FRAME=@ to 4 : gosub 11@ : next FRAME
Listing 1 above 98 for FRAME=S to 4@ : gosub 110 : next FRAME
128 goto 70 it
has been run 110 for I=NUM to 1 step—1 : MEM=start (1@) +FRAME*NUM#4+I1%4 : sprite
1,deek (MEM} ,peek (MEM+2) +Y ,peak (MEM+3) : update : next 1 : sprite off 1
128 screen swap : wait vbl : cls back : return

Mew Atari User - [sswe 50 rl |



B e e W K A A A i, W e e S B B V¥ WV T T O e IR

ORIGINAL FILEMNAME : HELISP.MBE

BANK MUMBER : 1 &20 data 5B

BANK LENGTH : 1534 630 data-6,-4,4,1

_________________________________________________________________ 4640 data—4,-4,4,1

! Adrs ! Datas | Check ! 6450 data-2,-4,4,1

{ PERQ ! 1986 1987 QD@ 0017 O0V@ 0544 PADA @S6A | BIDFI ! 66@ data @,-4,4,1

! O21R  DERY +BA0s Q@sC DIOE 2004 OOFE Q1OE *PPRS | IPI9T7 678 data 2,-4.4,2

¥ L]

@EZE | @IE4 RIGE «2004 212 VIPE *0A03 @ZFC QIRE ! 2@F42 ! &80
Q@IC (+DRR4 @BI7E QI0E =202 @23B2 Q10E *0BR4 D24@ ! IADS4 ! data 3,-4,4,3

! B@SZ ! RIQE ~20@4 @4CC QIBE DPBPE SP4l  ACS4  PAPA | 1AZBL ! 690 data-3, e

! P@&d : @777 @SS BI3T 2111 @SI@ 0438 @322 @227 ! BIFCT ! 702 data-1,-3,3,3
Qe73 ! @115 Q003 770 ©7S52 @738 0V0R @787 FETF ! 11DBE | 718 dat

! P8B4 | EQIF COBF B907 BBA7 2083 POII GEPI BRR3I | 20048 | ata-4,-2,2,1

! D294 | BR@7 E007 COOF E@IF FE7F D2@@ @700 @020 | IAA3IB | 728 I:Ia.ta—z, 2.2
@BAd | B7E@ 1E@C QIE@ @@eR IFE@ 23290 OPD0 PER@ ! BLBEID ! 730 data ©,-2,2,1

! PEBES | IFF@ 41B@ 9048 OBOQ 77FS 4998 1448 200@ ! ISFDB ; Dot
@@CA | 43F8 4198 B844 @OB@ F7FC  41AE D@44 BOO@ | 3@7DC ¢ 748 data-6,-1,2,2

: BRD& : FFFC 3F28 COC4 O@B@@ FFFC 1ESE E184 2@0@ ! 3FFCA | S

! PREA ! FFFC P890 7FDd5 OGODR 7FFE 3IXZI@ 4COB 0GBER | 27ECE ! 750 data-4,0,2,5

: P@FS : FFFE ICER 2010 O@2@@ 3SFFE@ @780 1840 20@@ ! 11CEB | 76@ data-2,0,2,1

! @124 ! IFE@ Q9GP ©7EQ OOAR@ B7B@ FFFF FB7F E@IF | IB77D | 77@ data 0,0,2,1

| @114 ! CR@F CO2F G027 Bea7 BA27 Be@7 COOF CReF | SO8S8 | 788 data ? u" b

! @124 ! ERIF FE7F FFFF +02BA D780 OG220 O7EQ 1BP@ | 4P2AT | ata 2,0,2,1

| @13C ! OPER OPA@ IFE@ ZiAPD DESE DORQ@ 37F@  29E@ | @ACZR | 79@ data-2,2,2,5

! @14C | 1470 ODBPA 23IFR O1F@ 4848 BAPA FFFE 2108 | 11BF@ ! 800 data B.2.2.1

! BISC ! 4248 @2@@ 7FFE 3FZ@ 40CE @RA@ TFFFE 1ES@ ! 1DEVE | a WU,<,<4,

! B14C | L1B8 OADA 7FFE DABE IFI@ BABO IFFO  O3I2@ ! 145420 | 818 :

I B17C | FCIe OB0@ JFFR 2480 18458 O020@ IFE@ O92@ | @BEBCE | i e

! BIBC ! @7E0 QOO 0700 0008 <FFRA FBTF FBLF EBIF ! SD&CT ! 820 data-4, 2,0,1

| @1A4 ! COBF COBF CORF CPOF E@IF E@LF FB7F *FF@4 ! 7B7FD ! 838 data-2,-2,0,1
B1Es (4217 G750 OOOP ©7EQ ODEP OOLQ @EEM OFE@ ! 12CD2 ! 840 data @0.-2

| BI1D& | 1180 @450 OPO@ 1BEQ 1180 2870 Q@08 I7F2 ! QASAR | 2 9,1

! BIES& | 1100 2050 O0PRE 3IFFP IFPA 2002 GRBE IFF@ | BFLICE 858 data-6,-1,02,2

! BIF& | 1E4D 2190 DOBR 3IFF@ BRS@ 1FZA 2008 1FED ! BBF4 | B840 data-4,0,0,5

! B20&4 | PIMD 1CAR OOBE I1FER OOP2 0782 OOG@ O7E0 | A4ELD |

| @216 %018 *FF@&6 FB7F F@3F E@IF E@IF E@LF EQIF ! 868508 ! 878 data-2,0,0,1

! 8230 | FOIF FB7F *FFDs *0B1A O7S@ OG22 @780 @182 ! AFESE ! BBO data-0,0,0,1

| @244 | 2840 OOR@ OFCR QIEQ 1240 @222 I1FE@ Q182 | 24B4@ | 9@ data 2.08.8.1

! B274 ! id40 OODR IFER OFBP 1@PE@ 9OPO@ IFEP DE4@ ! DT7E4AR | it

| BZ84 © 1140 OPP@ IFE@ 0250 OF4Q Q00@ BFCA PR@@ ! as1e:d ! 2@ data 4,0,8,2

! @294 ! Q7E0 D2GAA O7ER «00i18 FB7F EQIF COAF BBA7 | 427CC ! 1@ data 5.,8.8

! BZBA ! BPG7 9POT 0PEZ 0203 PEAT EAP7 BRAT COEAF ! 24030 | 9o i i 54

! @2CA | E@IF FE7F *0004 ©O780 DOPE @7BE @7E@ 1B&@ ! IBTEZ | @ data 46,8,0,4
@2DC ! P@VE@ V3IE@ IFE@ 2018 0@P@ OIF@ I7F@ 4008 | ACSBE | 930 data-2,2,0,5
@ZEC ! PEO@ 1DF@ 23F@ 4008 OGOBE 49FE F7FE B8ORS | 1C3IDC !

! @2FC | 2@0@ &1FB 7FFE EPMB4 ORP@ 7FFE 7FFE £0@4 ! ZELIEB ! 740 data B,Z,E,I

! 038C ! PAEA@ 7FFE T7FFE B@G4 Q088 IFF@ 3IFFR 4088 ! 23FDC @ 58

P B3IC ! OadR TFFA TFFR 4008 DPOO@ IFE@ 1IFE@ 2B81@ ! 11FBB @ e
@3Z2C | OPQ@ @ATER O7B0 18940 <2005 O7E@ @0@@ FBTF | 22745 | 76@ data- 6, 4" 4,1

! @I4@ | E@IF COOF 9007 9027 0203 00T BB  0PRT ! 2AR48 ! 270 data—-4,-4,-4,1
@3IS2 ! BEQ7 S0@7 COBF EGIF F87F 0780 ©780 @788 ! IAF3E ! 98@ data-2,-4,-4

! B340 | DOG@ @1E@ IFE@ 1FE@ ©Pe@ 1CDR 2IF@  IFF@ ! BC2SO 9 " +1

! @370 ! PPO@ 3I&48 A9FE T77FE @@R@ 2AsH SSFE A3FE ! 1DCYO ! 9@ data @2,-4,-4,1

! BIE@ | P@@@ BasS4 C9FC F7FC P@@@ 9ES4 EILEC FFFC | 4FA98 1000 data 2,...4, 4,2

! 9392 ! QEPe CEDSd FFEC FFFC @008 E1Ad FFDC FFFC § 5A238 !

! @IA0 ! 20V@ JF&4E FFYE  FFFE  D@B@ ACCE JFIE  7FFE | 2CAFD | 121@ data 3,-4,-4,3

! B36@ ! POO@ 231@ ICF@ SFF@ POD@ 1848 1FED IFE@ | BFEI1@ ! 1020 data-3,-3,-3,3

| BICB | AQOR @788 0760 ATEd OAR@ FFFF  FB7F EA1F | ZEFILID @ A i o

! B3I0@ | COdF COAF ES0R7 BS007 087 807 COBF CRRF | Seese ! 1830 data-1,-3,-3,3
@IEQ ! EQIF FB7F FFFF 0008 0752 0780 @780 O0@@d ! IEF2S ! 1840 data-4,-2,-2,1

! BIFS ¢ P4E@ 1BED@ IFE@ @0@0 1470 2908 37F@ 2022 ! QBESDE@ 1058 data-2.-2.-2.1

| BARS ! BAT@ ISF@ 2IFQ PER@ 7448 49FE  77FE PRP@ ! 19CAB ! 106 2 1 2

! @416 ¢ SES8 41EB 7FFE DOD@ 4008 YFES 7FFE  Q0@@ ! Z8OF@ ! @ data B8,-2,-2,1

. @436 § SchE ar3a SFre eeaw iNLA irie e moes itie ) s i oA

! @445 . P70 @78@ G780 *BOBA ¥FF@4 FA7F FOLF EQIF | SDEAB | 1080 data-4,08,-2,5

! B45@ | COOF COOF COOF COBF E@IF E@IF FB7F »FF@4 | 7BIFD 1092 data-2,2,-2,5

! B472 !+P210 @78@ 0O7E@ O7EQ OPAR @252 ODE@ OFE@ ! 13480 ! 1 2 st

| BA9Q | 2000 DALD ISE@ L1BED 20D 247R 3I9F@ 37F@ | ADAT@ 100 data 2,@,-2,1

! P4A0 ! AODA 2ES@  I1FR IFF@ BRR@ 20D@ 3FF@ IFF@ ! 14060 ! 111@ data 0,0,-2,1

! B4EQ | OOQQ@ Z1B@ IFD@ IFFR OOBY 1FSR  IFA@ IFE@ ! 1205 1120 data 2.0.-2.1

! BACO ! OOP@ ICE@ IF4@ IFEQ 0228 G708 @788 0782 ! B72A@ @ 1 o 2

! @4DQ !#PR12 *FFO& FE7F FO3F EOIF EOIF E@IF EOIF ! B&BSZ ! 13@ data @,2,-2,1

! B4F4 ! F@3IF FA7F »FFB4 #*BBiE 0758 0788 G788 OABE ! AFESC | 11408 =

! BSIE ! PE4@ OYCA OFCO OOB2 LEAPR 11F@ IFER 2022 ! B77E®

! BSZE ! IEAB 11E@ IFE@ OBOA@ IPE@ IFE@ IFEA DB@P2 | BABCE ! 115@ data 0,3,8,9

! @S3E ! 11A@ IFE@ IFE@ @OPP OF42 DFCR OFCO OD22 ! 98020 @ 1160 data-6,4,0,9

! BS4E ! B7ED O7SE O7H0 «B3IC OET4 002 OEYE DPRA@ | 127eB ! 117 20

| BS7E | BEFC POBd oYl OODR OFCA 0OOR BaZE DD ! BZL4B @ data 5‘4’E’E

| DSEE ! QABC +20G4 G024 S850 A414C GO0R OR14 ORR1 | 10865 ! 1180 data-3,4,0,7

I B5%A | 082 «P004s OOES POPR Q114 BB24 AF4AC 4449 | 195BF 1198 data—1.4_. 0.6

| @SAE | 4E4F 0002 9014 0201 DO2Z «~POPs OER7 *PRBS ! P4ETT ! 172 Tkl

| @SCA | PRZ& 4355 5249 SEAP POPP 9018 ODE1 DOBT ! DE4ZE ! 2@ data 1,4,0,46

| B5D4 :=000s ODOT +0QRE OOAE S53I5@ 524D 4158 4E4Z ! I3ISS4 ! 1218 data 3,4,08,7

! PSEE | OPO@ QI10@ @Q0EE S&45 5253 494F  9ET4 @ORS ! 14198 !

! BSFE ! SBFE ODP2 OPPR OC2P O2O¢ DRO2 QOOP@ Q2@ ! @IEFE | 1220 data 5,4,0,8

————————————————————————————————————————————————————————————————— 1230 data 6,4,0,9

END OF BANK

"
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I tis June 7th 1966; A US helicopter
returning troops from a period of R
' R in Saigon crashes in the remote
central highlands of Vietnam. The seven
survivors of the crash must trek across
57 miles of enemy infested terrain in
order to reach the nearest US base at Do
Hoc. You are the leader of this team and
yvou must organise the team so that you
can reach the base. A gruelling test for
the best of teams, but you have the
added disadvantage of having a very li-
mited supply of ammunition and food.
Lost Patrol is a war strategy /arcade
game which is controlled mainly from a
map of the area. You must guide your
small team through the jungle and keep
the morale high. At various poinis you
will find villages where you can speak
with the inhabitants, sometimes they will
prove to be [riendly, sometimes not. On
many occasions on your journey yvou will
be either ambushed or pinned down by a
large group of enemy soldiers. On these
occasions the action swaps to an arcade
sequence where you can shoot the
offending V.C.’s or lob hand grenades at
them. At other times, men who vou have
sent out to ‘scout’ the area will come
across lone soldiers and must engage
them in hand to hand combat. Here the
action again switches to an arcade ‘ka-
rate’ style game where you must beat the
living daylights out of the olfending V.C.
The secret of success at Lost Patrol is
choosing the right man for the job. When

“TINE YIURW v

FIDRN R

Title: LOST PATROL
Publisher. Ocean

Price: £19.99
Reviewer.  John Davison jnr

ARCADE

'LOST PATROL

dealing with a sniper,
you must leave the
shooting Lo your ex-
pert marksman. I
possible, you should
let your resident
black belt at akido
handle the lone sol-
diers. It is all a mat-
ter of personnel man-
agement.

Morale is the other
major factor to be
considered. I have
now been shot, stab-
bed and blown up
multitudes of times,
by my own men. because the morale level
was s0 low. Supplies of food and sleep
are two very important factors when con-
sidering the well being of six other men.
If you can't judge their feelings correctly
then you will have to deal with mutiny in
the ranks.

Graphically the game is fairly impress-
ive. There are some very well drawn
scenes of depressed looking American
soldiers trudging through the Vietnamese
countryside, There are also scenes of vil-
lages and paddy fields. As well as these
‘stills’ there are a number of animated
digitized sequences for you to watch,
such as your group wearily wading
through the swamps. The arcade scenes
are not as stunning in their representa-
tion however. The scenes here are not
particularly well drawn, nor are they
animated well. One ‘bad point’ of
note is the hand to hand combat
sequence, where the animation is so
bad that it is very difficult to control
your character. In terms of sound,
the game does little to inspire the
imagination. The obligatory sampled
machine gun fire is backed by some
dismal music which, thankfully, can
be switched off.

| am not the greatest fan of war
games, especlally games which try
to gain entertainment value out of
sormething as serious as the Viet-
nam war was. Also, the current
state of world affairs does not make the
prospect of playing a game based on a
real war particularly desirable. Lost Pat-
rol is a very violent game, and whilst war
is all about violence, [ don't really see
why we have to have games to glorify it.
Whether Ocean are saying "war is bad
here see for yoursell” or not [ don't know.

However Lost Patrol is not at all my cup
of tea. Despite my personal feelings
however about war games, Lost Patrol,
viewed as simply ‘a piece of software’ is
fairly good, and very adventurous of
Ocean as they are not noted for strategy
gaImes.

Lost Patrol is a very ‘big’ game, it comes
on three disks and there is obviously a
great deal of code. The action is varied
and as a piece of ‘strategy software’ [ can
do nothing but praise it. It does manage
to bring home some of the problems of
command, especially when your men
turn against youlll

My overall conclusion about Lost Patrol
has taken a great deal of thought. Whilst
not ‘approving’ (as it were] of the theme of
the game, | can appreciate that as an
achieverment of programming, it is very
commendable. The game is varied and
complex, and [ can well imagine that any
fans of this style of game will take to it
very well, It is easy to control and user
friendly, and the graphics and sound are
far above average. In terms of presenta-
tion, the only criticism [ could make is
that the instruction book is dreadful!

@ SIGHT & SOUND - The graphics are
mainly very good, although let down in
places. The music is awful and the
sound FfX are reasonable

® GAMEPLAY - A very challenging game
which will take a greal deal of thought
to complete

® VERDICT - Commendahle step avy

Jrom the mainstream arcade scene by
Oeean
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ROLE PLAYING

are an agent of B.AT. - the

Bureau of Astral Troub-
leshooters! Your mission is o
eliminate the evil Vrangor who is
threatening to take over the
planet Selenia with bacterial
warheads, gain control of the
vital energy matter, Khegol,
which makes space travel possi-
ble, and make himself the mas-
ter of the Galaxy!

Your first problem is that you
can't understand half of the in-
habitants - never fear - the right
mouse button gives you access
to B.O.B. - a Bidirectional Orga-
nic Bioputer implanted in your arm. You
could manually select a particular lan-
guage, but a few minutes spent working
out how to program B.0.B. to not only
provide automalic translation, but also
warnings of when you are hungry, thirs-
ty. tired, ill or injured will save you a lot
of time later.

B.A.T. is completely mouse-driven. Nor-
mally the screen shows a superb view of
yvour current location and the mouse icon
dynamically changes to indicate exits,
machines, people willing to converse with
you, people willing to sell you things and
so on. Actions such as conversing,
buying, eating, checking your inventory
are done by pointing at pop-up menus.

If you select a machine then the mouse
is used to drive the machine in an
appropriate manner, e.g. you can fly a
Drag across the desert - this is a flight
simulator where the mouse is used as a
joystick. (I found the controls a little
sluggish - and the lack of a directional
indicator makes navigation nigh on im-
possible!) If you go on the dance floor you
have to click alternately on left and right
at high speed to impress your dancing
partner!

Once you have explored Terrapolis you
could start by playing a primitive arcade
machine in the red light district - a little
care and patience will give you enough

I t is the 22nd Century,. you

Title: B.A.T.
Publisher:  UBlsoft
Price: £29.99
Reviewer. John Sweeney
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money to buy force fields, weapons, and
ammunition so that you can survive
against the robot assassins who are out
to thwart your mission! If one finds you
the screen flips to a shoot-em-up with no
warning - you have a couple ol seconds
to click on your force field and your
weapon, alm at your (stationary] enemy,
then start clicking as [ast as you can in
order to destroy him before he takes
down your foree fields.

The people of Selenia are represented in
different ways. There are people in the
pictures with whom you can have very
limited conversations, but most, includ-
ing all the animated characters who wan-
der across the sereen are just scenery.
There are at least two very important
people whom you have to find and make
friends with - yvou don't get very many
clues as to where and when to find them
- but you will easily recognise them as
they pop up at the side of the screen. But
the most important ones are the wander-
ing inhabitants of the city who do NOT
appear on the screen. Instead your
mouse icon will change to an "interpella-
tion"(!) symbol when one is nearby - click
quickly on the right mouse button and
you get a set of menus so that you can
talk, buy. sell, steal, attack. etc.

Unfortunately all Glokmups look alike,
as do all Skunks, Kradokids and Stick-
robs, s0 you never know if you are talk-
ing to a new one or wasting your time
repeating the conversation you had 10
seconds ago! These guys are critically im-
portant as they have some of the items
you need to progress - e.g. a Xifo Club
Card, a Permit. Unfortunately, it can be
extremely hard to find these and if you
don't do it early enough in the game then
the idiots may have lost them or had

them stolen from them - your
only option then is to start the
| whole game from the beginning
| again!
| Eventually you will reach the
i underground tunnels - these
l can be explored using a truck
yvou can click left, right, forward
or backward. There are three
problems down here - one is the
number of guards - make sure
you are well armed! Second is
the fact that the controls don't
at first appear to work at all -
the secret is to use the RIGHT
mouse button! Third, turning a
corner is VERY confusing. If you
turn left into an open corridor then you
will turn 90 degrees to the left. But if you
turn left into a doorway you will be tur-
ned through 90 degrees to the RIGHT
and end up facing the door which leads
back to the corridor you just came from!
AND, you can't tell whether an opening is
a doorway or a corridor unitil you try it! (I
think French minds must work different-
ly from oursl)

The sound is superb - a variety of loud
tracks which are played through an

MV 16 cartridge which comes with the
game. You need to either plug in some
headphones (alas, there is no volume
control and it is LOUD!) or connect it to
your hi-fi. You DO need to have the
sound on (albeit with the music off) in
order to hear people stealing from you!

@ SIGHT & SOUND - superb pictures,
great soundirack (as long as you carn
reach your hi-fil

® GAMEPLAY - lots of variety, but very
easy to get stuck

@ VERDICT - Could have been great, I
think they tried to put too much in and
failed to maintain the quality
throughout
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CITIZENJJPRINTERS

FREE DELIVERY

Mext Diay - Amywhare in the UK mainland

FREE STARTER KIT

Worth £28.85 - With every Citizen prinfer from Silica.

FREE COLOUR KIT

Worth £39.85 - With Swilt 9 and Swill 24 printers.

< YEAR
WARRANTY

Silica offer a 2 vear warranty {including the priner head)
with every Citizen peinter purchased from Sillca.

WINDOWS 3.0

Free Windows 30 driver - In the Silica Starter Kit

FREE HELPLINE

Technical suppart hedpline open during office hours.

MADE IN THE UK

Citizen printers are manufactured ba high standards.

119255 24 o

Silica presents some greatw'
offers on the award winning
range of high gquality dot
matrix printers from Citizen.
Each Citizen printer is built in
the UK to exacting standards,
ensuring superb reliability
and a very high quality of
output. Our confidence in the
quality of Citizen printers is
such that we are pleased to
offer a unique two year
guarantee with every printer.
Plus, if you purchase your
Citizen printer from us, we
will give you a Silica Printer
Starter Kit (worth £29.95),
| FREE OF CHARGE!

1925k O+
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CITIZEN 120D +

The Citizen 1200+ is one of the UK's best selling
printers. |t has a stylish appearance and excellent
teatures and perlormance for such an inaxpeansive
prirter. Tha 120D+ is available with aither a sarial
of parallel intartace and = an ideal first printer

CITIZEN 124D

The award winning Citizen 124D brings high qual-
1y 24-pin dat matrix printing within evary computar
wsars rgach, It is the ideal choice whara high quali-
Iy printing |& required 81 & budgat price

The Citlzen Swift 9 is perfect for those who require
high quality dot matrix black or eolour printing al a
budget prica. The print quality of Switt 9 rivals that
of olhar manulacturer's 24-pin models,

® 3-pin Impact Printer

SWIFT 24 - COLOUR!

Tha Citizan Swift 24 is ana of Europe’s best salling
printers and has won gwards Including Printer OF
The *ear 1990, Its rapid print speed, quality and
black or calour uptlnn! malca It & natural cholce

Impact Printe

® 24-pin impact Printer

® 9-pin Printhead #® Print Speed 144cps Draft ® Print Speed 132cps Oraft FREE! ® Print Speed 192cps Dm"r FREE! h
® Print Speed 1ddcps Draft ® 2 LQ Fonfs (48cps) ® 3 NLQ Fonts (48cps) COLOUR ® 4 NLQ Fonts (64cps) COLOUR
® 30cps NLO & 3K Buffer ® 2K Buffer KT & 8K Buffer KIT
® Epson & IBM Graphics Emulation & Epson, [BM & NEC P&+ Emulation ® Epzon & IBM Graphics Emulation ® Epson, |BM & NEC P6+ Emulation
® Pull Tractor & Bottom Feed & Advanced Psper Parking & Advanced Paper Parking Advanced Psper Parking
® Superlor Graphics - 240%216dpi ® Superior Graphics - 360x360dpi ® FREE Starter Kit ® FREE Starter Kt
® FREE Starter Kif ® FREE Starter Kit ® FREE Colour Kit # FREE Colour Kit
RRP . LEe) S | RRP ... £292 58 . E2B0.B3 || pEens E426 BB
STARTER KIT ... £2995 STARTER K7 . £2005 g‘.}ﬂ; ;5'11 gﬂ?,g A B

TOTAL W ‘6T TOTAL H'FF- tm- TOTAL RRF: £355, TOTAL RRP: E503.48

SAVING: E112.20 SAVING: E112.30 SAVING: :1:3:1:!; SAVING: £198.15

SIICA PRICE: E151.58 | +VAT = £151.58 ‘snm PRICE: £210.33 SILICA PRICE: 22208 | +VWAT = £222 08 mn:l PRICE: £304.33 +\VAT=£304.33

SHEET FEEDE.FI‘S

FRATHOD 120D .
FRA1Z15 124D/Swifl 9724 .
PRATEZE 124D/5wift 9r24

SERIAL INTERFACES
PRA 1189 1200+ £56.
PRAI209 Swifl 91240 . . B3
PRATTIO Swift 24 .
PRINTER STAND
PRA1242 124D08witt Q524

ORIGINAL RIBBONS

PRINTER
ACCESSORIES

RIB 3520 1200¢/5witt 9 Black . ... £4.11
RIE 3924 1240/Switt 24 Black ...... £4.70
RIE 3956 Switt 324 Colowr ........ 1563
COLOUR KITS
PRATZ3G Swift Qr24 ., .. E38.65

All prices Include 'l.l.'ﬂ.T lnd Fru unllwry.

Every Citizen printer from Slllca, comes complete with the Silica
Printer Starter Kit, including everything you need to get up and run-
nirng with your new printer immediately, FREE OF CHARGE!

& 3% " Dual Format Disk with Amiga & ST Prinfer Drivers

& 31" Digk with Drivers for Microsoft Windows 3

& 2 Metre Parallel Printer Cable

@& 200 Sheets of High Quality Continuous Paper

® 200 Conlinuous Address Labels on Tracior Feed

@ 5 Continvous Envelopes on Tractor Feed
I you alraady own a prinber, and wauld like a Silica Prinder
Starter Kit, you may order ona (ref: KIT S000) far the special
Silich price of £24.95 - €5 off RRP!

NORMAL RRAP

£29.95 {

| SILICA SYSTEMS OFFERS YOU |

MAIL ORDER: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4D}{ T!ll m 3091111
D0am-5.000m

Ordar Lings Opon: Mon-Sat 5. Mo Lades Niy't Cipaning

LONDON SHOP: 52 Tottenham E-mjrt HJ:Ial:I Lﬂﬂdnn W1P DBA
Dpesniing Hours: A0am-E000m

® FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped in the UK,
& TECHNICAL SUPPORT HELPLINE: Team of PC technical experts at your service.

® PRICE MATCH: We normally maich competitors on & “Same product - Same price’’ basis.
® ESTABLISHED 12 YEARS: Froven track record in professional compuler sales.

o £13m TURNOVER (with 60 staff): Solid and reliable with maintained growth

& BUSINESS/EDUCATION/GOVERNMENT: ‘olume discounts available for large orders.

& SHOWROOMS: Demonsiration and training facilities at cur London & Sideup branches.

® THE FULL STOCK RANGE: All of your PC requirements from one supplier

& PAYMENT: By cash, cheque and all major credit cards.

of £13 million. With aur unrivalled axparignce and
pxpartss, we can now claim 1o meet gur customers
reqisramants with an understanding which is sscand
to none. But dan't just kake aur word far it. Completa
and relurn the coupon nov, for our latest Frea
libaraiure on tha Chizen prinier menge and begin ta
paparienca the Sica Systems Sarvice™,

SILICA
SYSTEMS

® FREE CATALOGUES: Will ba mailed to you with affers and sofiware/peripheral details.

Bafara you decide when b Buy your new prinker, we segeest you think very carabully about WHERE you buy it
Consider what il will be ke & lew months alter you have made your purchase, when you may reguire additanal
perpherals or sotteana, or soma technical hedp and advice. And, will the company you buy from consact you with

details af new products? At Silica Systerms, we ansure that you will have nathing o worry about. Silica Systems I I
is o ol 1he UKS Ieading independant compaiar dealans and provides a quaity servics b users al home, in education
and in businass throughout 1ha nation, Silica have been established for aver 12 years, and hae an annual lumeyer

'IH ITI EUI]
MoreSat 5. r“glﬂ paning Fax Moo 071020 4730
S Ifrid B a Floor], ernrﬂ Street, London, WA TAB Tel: ﬂ‘h m 1234
Lais Might: Thumsday unil hrn

- 14Trla Hm Hatheriy s, Sidcup, Kert, DATA 40X Tel: m-alznﬁ
Alory-Gi SO0 ight: Friday unti

PR, o 'R
LONDON SHOP:
Cpaning Hau:n.:

Cipsning Hours:

ﬁ Silica Systerns, Dept 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 40X
(_PLEASE SEND CITIZEN PRINTER INFORMATION )

MriMreiMs: ...

Initials: .....ooeeee. TN e i e A I

Address:

I 0 Shadel SR | RN S W Al S T

A B e e o RN S | 1) o ] HAEr e
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Company Name

Which computer(s). if any, do you own? ...........
P

I . N N N . S " —_—_—
EROE - Adveciead pross and spacilicatione. may shange - Blamss ceturn e csugen lor the sl isfosmatan



Hundreds of disks for both the Atari XL/XE and
the Atari ST but with a difference - every disk
in the PAGE 6 LIBRARY is carefully selected
we don’t throw in everything just to make our
catalogue bigger.

WHO HAS THE BEST PUBLIC DOMAIN LISRARY? 1

Also PAGE 6 are the originators of THE CLIP
ART COLLECTIONS - hundreds of quality im-
ages to include in your DTP creations

CATALOGUES AVAILABLE FOR BOTH XL/XE
and ST - PLEASE PHONE FOR YOUR COPY

= We import books direct from the USA,
@8] particularly COMPUTE! publishers of
i  the best books available for the XL/XE
and ST

SPECIALISTS IN BOOKS FOR FLIGHT
SIMULATOR 2 - SOME GREAT TITLES
THAT YOU DON’T SEE ELSEWHERE

WHO HAS DUST COVERS FOR ALL ATAR!EQUIPHENT?

Keep that equipment free from dust and spills. We have been selling our top
quality dust covers for over five years with thousands of satisfied customers

AND WE SELL ... CABLES, BINDERS,
REFERENCE MANUALS, BLANK DISKS

as well as having regular offers on selected ST and XL/XE software

THE PAGE 6 ACCESSORY SHOP

P.O BOX 54, STAFFORD, ST16 1DR
Telephone 0785 213928 Ask for our FREE catalogues




