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LOWEST EVER PRICE ROMS!

masterType

1116••
M a i l l E M I N I E M M

KABOOM
Challenge the Mad Bomber as he tries to bomb you out of
sight. Can you catch his  bombs and dowse them in t ime?
Or would you like to be the Mad Bomber and try to flatten
one of your f riends? Lots of excitement for one or two
players in this  addict ive arcade game that won awards for
Best Audio and Visual Effects when it  was fi rst released.
Simple yet addict ive.

ROM CARTRIDGE
OUR PRICE E2.95

RIVER RAID
This  best-selling, all out  batt le adventure f rom Act iv is ion
will have your palms sweat ing as you fly up river bombing
enemy bridges,  avoiding lethal choppers  and hot  air bal-
loons. Can you surv ive tar 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

M, "
-
Y P
E
ROM CARTRIDGE

FREE
Yes a .0.95 Datasoft game absolutely FREE when you
spend over 170 with the Accessory Shop. Check out the
offers on this page and on pages 47 to 51 and send or
phone your order. I f  it comes to more than DO (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

OUR PRICE E3.95

Now 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 if. you will become quite
proficient on the keyboard as you progress through 18 les-
sons of increasing complexity.

OUR PRICE E2•95

with orders over £10

SUPER SPECIALS
ATARI SMASH HITS 7
FOUR of the best games for the Atari in one pack at
the amazingly low price of Just E2.99. 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 E2.99 but you
get all four! You had better hurry!
DISK ONL Y R e c o m m e n d e d  price fl4.95
SUPER SPECIAL JUS T E2.99

MAXWELLS DEMON
Check out the review in Issue 49. Paul Rixon found
this simple game to be quite addictive and at this
price can you afford not to become addicted! it's a
different type of game, more 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 luily hooked.
DISK ONL Y R e c o m m e n d e d  price £9.95
SUPER SPECIAL JUST E1•99

MR ROBOT & HIS ROBOT FACTORY
One of the most famous of platform games that has
you Jumping over lire, running over bread mills and
bombs, climbing ladders, sliding down poles and
more with some great graphics. Master all 22 screens
if you can and then create your own for neverending
fun. This is what platform games are all about.
DISK OR R e c o m m e n d e d  price
CASSETTE 1 7 , 9 5  cassettei9.95 disk
SUPER SPECIAL JUST El .99

ZAXXON
One of the all time classics for the Atari. Zaxxon set
new standards when first issued and was copied
many times. Pilot your craft across the unique 3
dimensional battlefield shooting enemy fuel tanks.
anti-aircralt tanks and missiles before 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!
DISK OR
CASSETTE

Recommended price
£7.95 cassettelf9.95 disk

SUPER SPECI AL 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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' The magaz ine
for  t h e  D ed icat ed
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UK £10.00
Europe E15.00
Elsewhere (sea) £15.00
Elsewhere (Air ) £2100

UK £25.00
Europe 02. 00
Elsewhere (sea) £32.00
Elsewhere (Air) £42.00

I N V A D E R S
A classic in Turbo Basic

- it's FAST!

SUBSCRIPTIONS
Annual subscription rates (6 issues)

Overseas rates reflect only the difference in  possai 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-
lion. Single price £2.95 per disk
? S u b s c r i p -tion rates (6 issues)

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

SUBMISSIONS

PAGE 6 welcomes and encourages its readers to
submit, articles programs and reviews tor publi-
cation. Programs must be submitted on disk or
cassede. articles should wherever possible be
submitted as text fi les on disk We seek to en-
courage your panicipation and do not have strict
nileS for submissions. If something interests you.
write a program or article and submit it! Awropn-
ale payment will be made for all published prog-
rams and articles, all payments being made at the
end ol the second month shown on the cover of
the issue concerned.

All original articles. programs and other material
in NEW ATARI USER os copyright of the author
as credited. All uncredited material is  copyright
PAGE 6. Unless containing the by-line All Rights
Reserved any  material in  NEW ATARI USER
may be reproduced by User Groups and other
non-profit making organisations provided that the

- authors name i5 included and PAGE 6 is credited
as the original publisher. Permission to publish
elsewhere should be obtained Iron, PAGE 6 or
the author. Editors of  newsletters reproducing
material are requested to send a  copy ot  the
relevant issue to the Editorial address el PAGE
6 Whils t  we take whatever steps we can t o
ensure the accuracy of articles and programs and
the contents of advertisements. PAGE
.- 6  c a n n o tbe held liable For any errors or claims made byadvertisers.

ATARI (TM)  is  a  regis tered trademark  a t
ATARI CORP. A ll references should be  s o
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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Add your own smooth scrolling messages
THE A-Z OF GOLDEN OLDIES by Kirk Ruebottom
Every software collectors dream guide!
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T HE CREDITS
All ot the usual s tuff  is int page 3 but here are
the people who made this  issue possible,
Les Effi ngham pressed on as usual doing all
of illy  typusvIttng. layout. paste up, photo
graphs etc, whils t  desperately t ry ing to lose
SOIlir weight. get lit  and do a lot of  school
work  with Sean. I t  ain't  all possible!
Sandy  carried on as usual c!hasing the ads,
hook ing some oil he days our and look ing
after the office

Paulette amazed us all by slotting right in
and not get t ing thrown by any thing. She evtnL
got out the hoover and c leaning stuff after a
few days and started washing down the
desks! Must have been the farmyard smells
s t ill lingering!
The Regular Contributors ,  who prov ide the
backbone of  the magazine and can generally
be relied upon to conic up with good artic les
and reviews. are •

Mark Hutchinson J o h n  S Davison
John Davison ir  J o h n  Sweeney
Paul Rixon D a m o n  Howarth
Ian Finlayson P e t e r  Hickman
N.B. The Tipster  also contr ibutes

All other emit ribinors  for this  issue are indi
Nidually  credited alongside their artic les or
programs. Thanks  to everybody for sharing
their enthus iasm with other Atari users,
Goodness knows what the cover is going to

it wi l l  probably  be a photo by Paul Ling.
wood 'then again it  might  not bell
So what has inspired the creation of this issue?
Paul Brady with a superb track called Nobody
Knows front an album Mai most people thstnis •
sed. &SO Mitchell _tbr another album that you

ro Illsten to. Christy Moore for another goixi
one i f  you skip the track about the Iiirmingham
Six, a iit  of  Clint Black and Bob Dylan whose
th r e e  C D  & to i l e t !  Ner ieS  s e t  p r o t i e s i t i s t  h o w  y r iV ti
he is and continues r o
b e .  Q f  
s p e c i a l  
W e  
L S  
S e r i
e s

af ()reams brilhanrlp produced by Daniel 1.0110b1
Chris Ren was disappointing. At this uery roo-
Meld Miro OW bringing back trklitortles of the
Incredible String Hand and Or. Strangely Strange.
l'ou were right. Rob t Also picked up three Run Rig
strigles at a Collectors Fair. excellent as usual.
Sadly. with the current economic climate, raw
releases won't  haring are becoming .
f e whcluteeri.

NEW ATARI USER is the magazine.
PAGE 6 is the concept.  Wherever you see

PAGE 6 you'l l  know what I t means!
The next issue of NEW ATARI USER could

feature YOUR article or  program.
so SEND IT IN NOW!

PAGE o shores :poi s hu t you cam do wi th your  Memo I t  ith
tire ereephron a t  fi nal l impid on a 1.1otenran and a.se o f  a mpra
camera far  the tar ing, and photo,. the magazine is prepared
entirele with -Start baled equipment and v o l t
-
w a r e  •  n o t  a
.1facintroh o r  IB M  in  night! thitr ifwiir i•  ii•,ed includes M A T .
050 disk dr ire, ti l t3 dist. dr ire.. 410 cassette (accatianany !

ms‘e Inter face. NE C i51123 pr inter . 1040,51. 5.41124
S.11204 bar d disk do-ire, Catar ina I  meg i t i a  dr is r .

Epson R V a n  p r im e , Kyocera laser pr inter . Il leows inger
pr inter  ba l k ' . Salmare inehodes Superscript, Toothy Dam ' ,
kerma.. P e ' s ter num s . i t i b T i l . k ,  P r int Wiz , S M
Priotext and Fleet Street Publisher .
.tr fi etel and programs troinnitted an V I2TE  disks are A nk le,
led te rar toits  custom wr itten programs hefare being tratoxir r -
red a r r a ,  to the S t  • ta  Y ' - tI l l - Ttl A  I l l  major  editing IA
done with Protes t and pages Cu'  laid out with Heel  _Street
[ ' H M Os ,  S  disk wi th the fi ntdred pager I% sor t up to a
typesetting bureau ta  be output ore IT tiNOtIvng.M9 and, her
prevto, fi nished pages are sent bar k  i t  really dock wor t -  a t

II that is te l t is to drop is  the lis tings and photo.. i l e a .
Ws s a t gnite as  rosy as that. bet yard get the idea.'
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AN IMPORTANT MESSAGE!
Welcome to the 50th Issue of PAGE 6 (or New Atari User as it  is now known).  Fif t y

issues represents  well over eight years publishing of a magazine for the Atari 8-bit
and we have now out lived 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  dif ferent view to magazine
publishing.  Wit h no staff, jus t  f reelance cont ributors .  we can afford to cont inue
support ing the Atari 8-bit  even when the advert is ing drops off  and the sales dip but
how muc h 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 realist ic.  You wil l have not iced that  the advert is ing in these pages
has dropped almost  every issue t ill we are now left wit h the dedicated few and there is
not  muc h chance of  us pick ing up more whils t  we cont inue to support  the 8-bit  Atari.
In the newsagents we have been l ight ing an uphil l  bat t le for the past year. as have
many  specialist publishers,  and we have to face the fact that  the newst rade is not
Interested unless a magazine sells in considerable numbers .  ' rhe big problem with the
newstrade is that  we don't  see the sales figures for a part icular Issue unt il at least
four months  af ter that  issue went  on sale and if  we arc los ing money then it  could be
six mont hs  before we are able to adjust .  Wit h lit t le advert is ing support  that  is no
longer sensible.
So what  can we do? Pack up? Not if  we can help al What  we wil l have to do in the

foreseeable future is go back to being a subscript ion only  magazine for the enthu-
siasts who st ill really  care about  the 8-bit  Atari and hope that  enough of  you do care
enough to subscribe and get your f riends to subscribe.  To make it v iable for us to
cont inue 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 pack ing up, it  s imply  isn't  t rue.  i f  you
don't  want  us  to support  your Atari any longer then we will pack up but  I don' t  believe
that  wi l l  happen.  I s t rongly  believe that  you wil l  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 t ime comes you wil l  need to show your c ommit ment  jus t  as we do
every issue.
In the meant ime you can help right  away

WRITE FOR US
We are v irtually  out of  games programs to publish.  Someone reading this  has writ t en

some reasonable games. so dust t hem of f  writ e a short  descript ion and send them in.
Send in all sorts of  other programs as well. I n fact send in any thing that  you feel wi l l
interest  your fellow Atari users.
We need art ic les on programming,  reviews of  rare software, any t hing and every thing

to do with Atari.  I f  you have writ ten something for your local User Group newslet ter.
send us a copy and we'll republish it  (prov iding your group doesn't  mind).  You wil l  be
support ing the Atari c ommunit y  and you'll also get paid for it, any t hing between E20
and E150! It makes sense to share your knowledge and so help ensure the surv ival of
the Atari 8-bit  communit y .
We do have a few nice art ic les lined up. There arc a couple of  very good art ic les

coming in the next issue f rom 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 art ic les on writ ing quiz programs and us ing strings. Thank  you
Ann,  your efforts will see their reward in the coming issues. What  Ann can do. many
others can do, so start t hink ing,  get writ ing and help to ensure that  this  magazine
remains  as interest ing as it has  always been.

Wit h your help, both in cont ribut ing and in subscribing,  maybe we will,  af ter all be
able to say 'Here's to the next 50 issues'!

E f
fi
n
g f
i a
mNEW ATARI USER is created with FLEET STREET PUBLISHER 1from Mirrorsoft



PAGE 6 ON THE ROAD!
Come along and see us and maybe pick up some bargains

IN THE MIAANDS
THE ALL FORMATS
COMPUTER FAIR

SUNDAY JUNE 9th
10 a m  to 4  p m

National Motorcycle Museum, Birmingham
Opposite the NEC on Junction 6 of the M421A45

Added attraction - visit the Motorcycle Museum

IN THE SOUTH
LONGUE

AMATEUR RADIO RALLY
SUNDAY 30th JUNE

10 am to 4 pm

Longleat House, Warminster, Wilts.
Added attractions - Longleaf House, The
Lions of Longleaf* - CRAFT FAIR on site
Pick up some bargains for your AMr1 (Gratin International also attending)
then take the family around the attractions. Camping:caravanning nearby
at Long/eat Caravan Club site (Tel. 098 53663)

A GREAT FAMILY DAY OUT

We  wi l l  ha v e  a  s e le c t ion o f  s of twa r e  o ld  a nd  n e w  f r om  T h e  A c c e s s or y  S h o p  a t
bot h  t he s e  e v e nts  p lus  lots  o f  othe r  s tuf f  tha t  is n' t  lis ted. B a r ga ins  f r om  9 9 p!

C a r t r i d g e
E5.50 each

Hardball
Lode Runner
Rescue On Fractulus
US Football
Desert Falcon
Pole Position
Tennis
Eastern Front (1941)
Joust
Pacman
Galaxian
Moon Patrol
Star Raiders II
Food Fight
One on One

S o f t w a r e
Ballblazer
Rally Speedway
Missile Command
River Raid

16.50 each
Archon
Battle zone
Midnite Magic
Fight Night
Barnyard Blaster*
Unboxed1.50 each
COX
Gal aod an
Eastern Front
Asteroids

*Requires Light Gun
Plug in & go communication

software and modem interface
M u l t i
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&  
D a
t a
t a
r i  
S
e
r
i
a
l  
I
n
t
e
r
f
a
c
e

CID dual pack O n l y  £24.95
ANTIC magazines and software still
available (send SSAE for list):
Magazines 0 . 9 9  ea
Magazine with Issue disk  E2.49
Issue disks only  E 1 . 4 9  ea
Software E 6 . 9 9  ea
New titles now available.
r  C om e  and meet us at the 1
I 3 4 t h  L o n g l e a t  A m a t e u r  I

R a d i o  R a l l y 130th June - Longleat House
I 2  miles west of Warminster
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INTERNATIONAL
SUMMER SALE

A P X  Co l l e c t i o n s
D i s k  - E8 .00  p e r  s e t

Set 1 :  Preschool Games : Counter ;
Mathematic-Tac-Toe; Magic Melody Box
Set 2: Developers Disk; Dsembler; Family
Cash Flow; BUS
Set 3 :  B A S I C  U t i l i t y ;  I n s t e d i t ;
Enhancement T o  G r aph- I t ;  W o r d
Processing Combo
Set 5:  Keyboard Organ; Player Piano;
Graphic Sound Demo; Insomnia
Set 6 :  Blackjack Tutor;  Ult imat e
Renumber Utility ; Block'em; Phobos

Casset te - E4.00 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: ExtendedWSFN; Banner Generator;
Instedit; U lt imate Renumber U t i l i t y ;
Dsembler
Set 6:  Blackjack Casino; Dice Poker;
Mankala; Lookahead
Set 7: Avalanche; Attank4 Space Trek;
Salmon Run
Set 8: Player Piano; Terry; Space Chase;
Magic Melody Box

I P&P:

D i s k  S o f t w a r e
E2.00 each

Asylum
Bishops Square
Jeepers Creepers
Juno First
Pacific Coast Highway
Pole Position
Pooyan
Rosens Brigade
Sea Bandit
Survivor
Tapper

E4.00 each
Smash Hits 6
Smash Hits 7
Time wise

13.00 each
Aztec
Crypt of the Undead
Dodge Racer
Dragon's Eye
Escape from Vulcan Isle
Hard Hat Mack
King Arthurs Heir
Maltese Falcon
Mission Asteroids
Morloc's Tower
New York City
Nightmare
O'Rileys Mine
Phantom
Up'N'Down

Visicalc 1 7 . 9 9
Flight Simulator II 1 1 7 . 5 0
PS Graphics 1,2 & 3 1 3 . 5 0 e a
Microsoft BASIC 1 5 . 4 9
Data Perfect  1 4 9 . 9 9
BASIC Compiler / 4 . 9 5
Pilot (CX405) 1 1 5 . 0 0
Cut 'N Paste 1 5 . 5 0
DOS XE with Manual 1 1 2 . 5 0

r  O r d e r i n g  Information
11.50 for orders under 150 I

14.00 for magazine orders IOverseas orders extra

Lbr  the
I h e roPt1ease s
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,

BEWARE

I wonder  i f  any reader of
New At ar i  User can t h row
any  l ight  on an advert  t hat
appeared in Issue 45 in t he
Penpais  sec t ion.  The adv ert
was f or a new User Group
called At ar i  Addi t ion of
Brodmeadow Green.  St ow-
land,  Bi ls t on,  West
Midlands .
I sent  of f  for details  and

received a let t er t e l l ing of  a
b i mo n t h l y  news let t er and a
s t art er pack  of  two f ree
disks. The s ubs c ript ion f or
one year plus  f ree disks  was
£6. 50 whic h I  t hough
seemed good value so I  sent
a cheque las t  September.  I t
was  cashed wi t h in  a few
days but  t o date I have not
received a t h ing f rom t hem.
Even an enquiry  ask ing
t h e m what  was happening
has been ignored.
As New At ari  User is t he

mains t ay  of  the At ar i  8-bit  I
feet t hat  i f  this  was a con I
was not  t he only  one to f all
f or it ,  so may be y ou could
fi nd s omet h ing out  f or me?

T.  L. B ingham
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-
deed those that look suspi-
cious to us in the, first place
are never printed, but  of
course some problems may
occur when sending morwy  to
'unknown'  persons. In the ma-

jori t y  of  cases it  is s imply  over
enthus iasm by someone who
thinks they can run a User
Group but then fi nds 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 wi t h Mr. Bingham and
let him have his money back?
In the meant ime if  any other
reader has had s imilar prob-
/eras do let us k now and if
this is not an isolated incident
we wil l  ensure that appropri-
ate action Is taken.

MORE DISK ROOM
I would l ik e to k now i f  there
is  an easy way  of  put t ing
more t han one program on
a disk? A s il ly  ques t ion
perhaps  but  let  me explain.
When I  t ype in c ert ain

programs  f rom y our mag
such as Snakes and Ladders
an AUTORUN.SYS fi le is  cre-
ated.  This  is  all very  wel l
bu t  a lot  of  disk  space is lef t
j us t  begging to be used.
Wou ld  i t  not  be poss ible to
wr i t e  a s mall rout ine incor-
porat ing all t he AUTORUN-
.SYS fi les  f or the programs
on the disk? The rout ine
c ould have it s  own AUTO-
RUN,SYS to display  an on
screen menu dis play ing the
c ont ent s  of  the disk .
Is t here a program avail-

able to do t his  or would I
have t o wr i t e my  own? I f  so
could y ou refer me to an
appropr iat e book  as my
prog ramming  abil i t ies  are
rat her  l imi t ed.

Kev in Tray lor,
Dover

AUTORUN.SYS files are gener-
ally  created for convenience to
save the user from remember-
ing fi lenames. I t  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 'was ted'  space
cart be used however,  in a
nwnber of  ways, Firs t ly  there
Is nothing to stop you using

the disk  to store other prog-
rams as long as you don't
save another program called
AUTIOREIN.SYS (for it wi l l  over-
writ e the fi rst one). You can
write as many  other programs
to the disk as you want ,  but
of  course you carmot use that
disk  to boot up with.  Just  use
another DaS disk and s wap
over when you want  to run a
program. Secondly you can
change the fi lename in the
majority  of  cases to any name
ending in %OW' (or any other
extension) and run the prog-
ram from DOS, although in
rare cases this wi l l  not work.
I f  you change the name from
AUTORLIN,SYS to SNAKE,0111
using option E of  the DaS
menu, you can run the
SNAKE.ORI  progmmf rom
DOS opt ion L. I f  you rename
the fi le you can then use the
disk  for other programs that
create ALI TORMSYS files, re-
naming each as you go.
Once you have renamed the

,files there is nothing to stop
you putt ing a menu on the
disk  to select each file,
although again in rare cases ft
may not work .  There are
rrtcmy dif ferent  menu prog-
rams and you wi l l  have to ex-
periment  t o j ind  a menu that
wil l  work  wit h all the prog-
rams you have. The Issue
disks that  are available wit h
each issue of  New Atari User
work  on this basis and, i f  you
buy one of  these, you can
take of f  the Menu and the
A l )  TORUN SYS fi le that nms
the Menu and t ransfer them to
your own disk. Be warned
though that  the menus are dif-
ferent .  depending on whether
there are machine code prog-
rams on the part icular disk so
you wil l  have to choose the
right  one! There is also a disk
in the PAGE 6 LIBRARY that
has nothing but a selection of
menus on it  and there is
bound to be one there that  wil l
work  for you.
Experiment  and you wi l l  fi nd

that you should be able to use
all of  your disk to the full. One
fi na l  warning,  don' t  t ry to
save programs to commercial
disks as, alt hough they may
have lots of  spare space, quite
often the directory has been
mooed and you wil l  most like-
ly overwrite the original
program.



DISASTER!
I have an Atar i  6521.E and
am new to programming.
After  spending many long
hours typi ng in a very long
program I decided to save i t
on tape.  I  suppose because I
was ti red.  I  typed CIA)AD
instead of CSAVE and press-
ed the Retur n key.  I n sheer
panic I pressed the Break
key and after  a few seconds
the 'READY' pr ompt came
up. I  l isted the program and
to my sheer horror  nothi ng
came up.  I  lost the whole
program.
Can you tell me i f there is

a way of restoring a prog-
ram after  making such a
stupi d mistake.

A. Hoyle,
I lull

Haven't  we all done this at
some t ime? Whenever the
CLOAD or WA D statement is
typed, t he fi rst thing that hap-
pens is that  the computer
Issues a NEW command to it-
self  clearing out the various
tables it has set up ready  for
the program to be loaded. As
this is  the fiery first thing to
happen, you would not be
able to press the Break key in
t ime to save the program. It is
effectively lost. however I do
recall reading somewhere that
the NEW command does  not
actually  delete the program
f rom RAM and it  is possible to
recover it wit h another utility.
I cannot trace the source of
this so maybe another reader
could discover something and
maybe let us have a program
we could publish?

ENCOURAGEMENT

I 'm pretty new to the coin-
puti ng scene al though 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
fr iend's 800XL because i t
had a slot in the top! I
bought i t for him for  £6. 50
and was amazed at the qual -
i ty compared wi th the Spec-
tr um.  I  then bought an 810
disk dr ive for £35 and really
became enthusiastic,  no
more hours of typing fol-

lowed by 'CRASH!' fol lowed
by five mi nutes reloading i f
you had been lucky enough
to save i t to tape.
Since then I 've been

amazed at how much sup-
por t the 8-bi t sti l l  has and
I t's a marvel lous way to
learn computi ng at budget
prices. I 've noti ced in read-
ing back numbers of various
Atar i  suppor t magazines a
constant theme of poor
after  sales suppor t by Atar i
themselves and or iginal
hi gh prices for  software
compared to Sinclair,  hence
the Spectrum still  has sev-
eral magazines on sale in
the high street shops and a
heal thy supply of new soft-
ware whereas the vastly su-
per ior  Atari  8-bi ts are hav-
ing a bi t of a hard time.
I f newsagents are reluctant

to order  your  mag o n  spec'
they might perhaps be pre-
pared to display a mock
cover drawing attenti on to
your  existence.  A lot of my
Atar i  col leagues di dn't
know that you were al ive
and kicking!

John Perrin.
Folkestone

What a lucky man!  An 800X1.
fOr ..C6.50 and a disk  drive for
£35. Any  more were they
came from. John!  As to the
newsagents,  we have all but
given up. hav ing done every-
thing we can to get the news-
t rade to pay at tent ion but it  is
a los ing battle. Why  keep a
specialist magaz ine on the
s helf  for a couple of  weeks
when you cart turn over
dozens of  Mutant Turt les and
Ky lie mays? It is now up to to
the likes of  you to sprecui the
word.  I f  you have Atari own•
ing f riends that  don't  k now
about  us. get them to post of f
.C10for a subscript ion. You
k now they won' t  be was t ing
their money and you wi l l  be-
nefit as wel l  in the long runt by
helping to ensure that we
keep going as long as those
great  Atari machines are
around.

WON'T WRITE

I own a 1050 disk drive
wi th a US chip but I  have a
problem wi th i t or  i t could

be the computer .  I t has
stopped for matti ng and will
not  write ei ther  yet i t will
still read. Can you help?

Wil l iam Hunsley.
Troon

I f  you check back through the
letters column we have
answered this one several
tithes yet  we st ill 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/  write head
has become compacted so
that there is not enough press-
ure to hold the disk  against
the head. Just remove the
case and you wil l  see a small
arm just behind the spindle
which holds the disk centre.
You cart lilt  this a lit t le and
you wi l l  see a smart felt pad
about one eighth of  an inch
square on the top (facing
dotonl. Grab a paperclip.
opened out, arid very carefully
roughen up the surface of  the
pad tak ing great care not to
touch the head underneath.
You should fi nd that, once you
put  it all back together. the
drive writes again. This  works
In nine cases out of ten but  i f
you have the unlucky tenth
one, then you' ll have to fi nd
somewhere to get it  repaired.

PILLOCK!

I have a compl ai nt to put to
all the software companies
who are supposed to be sup-
por ti ng Atari! I  first got an
Atar i  800 In 1979 which
cost me near ly £400.  Them
days there was software
avai labi l i ty but i t was very
Costly, average price was
about £25.  Nowadays there
are many,  many Atar i  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 Atar i  World to
purchase some software and
it was dismal! Ther e was
about 20 ti tles for the 8-bi t.
I mysel f own about 1, 500
titles, such as Crystal  Cas-
tles, Master  of The Lamps.
Super  Pacman, Mar io Bros
plus many others which are
unavai lable to many Atari
users. I  have about 1. 100 ti -
tles that are pirated,  a few I

have menti oned.  Why aren't
there games being re-
leased? Master  of The
Lamps has one of the best
graphics screens I  have
seen on an 8-bi t,  i t has bril-
l iant music which defini tel y
puts the Commodor e to
shame but the game has
never  been released on the
Atari .  I  played i t about 5
years ago on the C64 and
then came across a copy for
the Atar i  8-bi t.
So all you software com-

panies out there Just read
this and remember  Atari
users aren't losers. i t's you
who don't  make the money.

S. Di te
Manchester

A genuine letter! So come on
sof tware companies get some
more sof tware out because
Mr. Dite is running out of
things to rip of f  I f  you spend
six months  developing a good
game and then patLfor all the
art work  and packaging, dupli-
cation etc.. you wi l l  be
guaranteed to sell at least one
copy but  that one copy should
keep thousands of  Atari users
happy  tvhen Mr. Dite and his

f r iends  have ripped it  off,
Good deal,  eh? l jus t  can't
unders tand why  the sof tware
companies don't  release new
stuf f  for the Atari. can you?

1029 EXTRA DUMP

I am hopi ng that your  read-
ers may be able to help me
wi th a problem that I have
wi th my 1029 pr inter ,
I  have been in search of a

screen dump routine that
will al low me to dump a
standard screen but I  also
want to be able to duznp an
extra bi t so that  the dum-
ped image wil l  cover the
wi dth of a standard A4
page. I  have wr i tten soft-
ware that allows me to take
a 62 sector  screen and
scroll i t so that  I  can add an
extra bi t at the side thus i f I
can find a pr inter  routine to
dump it.  i t will al low me to
dump the ful l  width.  I  would
be grateful  i f anyone can
help wi th such a routine.

S.M. Harvey
Alton
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D I S K  B O N U S

An Adventure by Peter Lister
Many  o f  you may  remember  The Amulet  being c ommerc ially  released a while  ago and rev iewed by
John Sweeney in  these very  pages. N ow  disk  subscribers and others  can get this  great adventure

absolutely  free on the back o f  this issue's  disk !

THE LEGEND OF
THE CIRCLE OF NINE

(which 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 witches
There was strong magic in those days and those who
could manipulate the magic became powerful leaders,
each with a following re loyal supporters.
Throughout 'The Bitter Years' many fierce battles were

taught between the opposing followers of the warlocks
and witches. often resulting in tragic loss at human life,
but seldom really affecting the leaders themselves. This
all changed with the arrival at Galore. Some say she was
the devil herself, others have darker thoughts, but most
agree that it was Gadota who brought about the forma-
tion of 'The Circle of Nine'.

Her strategy of war was simple. Her spells were cast to
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
raped the population.
Nearly a third of the known world tell to her. before the

remaining nine leaders realised that they must join torces

PLAYING THE AMULET
Your instructions to the program can be in various
forms, the simplest being single letter abbreviations
of the most popular commands. The following are
valid single letter commands

N - Move Norlh A  A ga in
$ - Move South I  - Inventory
E Mov e  East I  Look
W - Move West Q u i t
U - Move Up X  I ndex
D - Move Down

The following 2 letter commands will also be
accepted
NE Mo v e  Northeast
NW - Move Northwest

the program accepts some single word instruc-
tions. 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 location description
from disk on 1st visit only. NOTE that in either
BRIEF or FULL mode the LOOK command will
always load and display tall location description
INDEX - Checks disk for saved games and displays
to screen. then provides option to SAVE or RES-
TORE current game
INVENTORY - Lists everything that you are
carrying
QUIT - End current session
RESTORE - Restore game from disk or memory
SAVE - Save current game to disk or memory
WAIT - Do nothing for 1 move

TE E AMULET

SE - Move Southeast
SW - Move Southwest

if she was to be defeated. A pact was entered, a demon
summoned and 'The Circle of Nine' was founded.
The combined powers of the circle members prevailed

and Gadora was denied her desire to conquer. Such was
her strength however, that even the might of the Circle
could not destroy her entirely, she was stripped ol her
powers and exiled forever from the known world.
Then began the era that was to be remembered as 'The

Golden Years', an age of unprecedented enlightenment.
The wizards and witches still ruled 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 cattle
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 brewed tine wines
As news el the •Circle of Nine' and their spells spread,

so more and more travellers came to view these events
for themselves. Many brought their families and many
settled and the community flourished and prospered.
The members of the Circle rejoiced in the knowledge

that they were well loved by the people of the land and
it0111 time to time certain special spells would be cast for
the peoples entertainment and enjoyment. In return, the
people continued to provide food, wine 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:

(V • Verb, A e Adjective, N e Noun. C e Conjunction)
VN
VAN
VNCN
VANCN
VNCAN
VANCAN

e.g. EXAMINE SCREEN
e.g. KICK SLOPING SCREE
e.g. THE ROPE TO THE BOAT
e g. GIVE HOLLOW LOG TO HERMIT
e.g. OPEN DOOR WITH SMALL KEY
e.g. PUT BENT NAIL IN SMALL FIRE

You will see that under the above system, the
maximum number of words expected in one phrase
is six_ It you enter more than six words in a phrase,
you will be asked to rephrase it. Similarly, it your
input doesn't fall into one of the above groups. you
will be asked to rephrase it
Next the parser checks your words against its own

memory and will inform you of any words it doesn't
understand and, finally. the parser will attempt to
execute your instructions and the program will re-
spond accordingly.

There are a couple 01 special cases of input
involving the word ALL. that will only work with the
verbs TAKE and DROP e.g. TAKE ALL (visible
objects) and DROP ALL (carried objects).

You can also 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 a n d  comma ':  are reserved for
multiple input. Although you are limited to a max-
imum of six words per phrase you can actually
enter up to two full lines of input. Separate phrases
or instructions should be separated with o r  e . g
GO NORTH, TAKE LOG. LOOK. U. 11 INDEX
You 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 to a close and the autumn leaves Were browning on
the trees there came news to the Circle of a new settler in
a Western land and her name brought shivers to the
minds of the Circle members.
Ledora was her name. She was a new young witch with

a small following of soldiers and peasants. She denied
the Circle's right to rule and rejected their intervention in
her attairs.

P.K. Psantam (who that year was 1st speaker in the
Circle) was convinced that she was a reincarnation of
their arch enemy Gadora and the rest of the Circle were
concerned over her apparent disregard of their well
established rights in the area.
Little is known of what happened next. Some say that

Ledora trapped the members of the Circle and others
believe it was the Circle themselves who cast a wrong
spell but the end result is now history. Suddenly, one
autumn evening, the Magic went away

The story continues on the disk

the program will expect another instruction and will
display an error message.

Saving and Restoring Games
There is an internal save feature which allows you

to save your current situation in memory (very
useful just before you try something dangerous I),
You can also Save and Restore to 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
games (0 - 91

Screen Colour

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

Help
If you type HELP at any time you will be referred tu
this section. There are many problems to be solved
and clues are embodied in the text messages you
receive.
Remember to examine everything you find, nearly

all objects have use within the framework of the
adventure. Some of the characters you meet may
help you. but Men 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 12.95
from PAGE 6, P.O. BOX 54, STAFFORD,
ST 16 1DR. Credit card orders may be
telephoned to 0785 213928.
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EXCEL DISK MAG

H A R D W A R E D IS K S
Reconditioned 1010 Data Recorders for XIJXE computers E15.00
Reconditioned XC12 Data Recorders for XL/XE computers E20.00

F-16 Strike Eagle
Flight Simulator II

E 9.95
E13.50

Trivial Pursuit 'Genius editor')
Visicalc

E 4.95

Reconditioned 130XE computer complete with power pack E49.95 Hell Cat Ace E 4.00 with tree demo disk E10.00
Reconditioned 65XE computer complete with power pack E35.00
M03 mk2 Centronics Interface now complete with leads E34.00

Zaxxon
Silent Service
Dropzone

E 4.00
E 6,00
E 5.00

Star Wars
Whomper Stomper
Lancelot (adv)

t  3.00
E 8.50
E 2.50

ATARI 850 programmable interface RS232/Centronics E40 .00 Alternate Reality (City) E 9.95 Crusade in Europe E 2.50
High Quality Dust Covers tor 130XE; 800XL: 600X1: 1029; 1050 Alternate Reality (Dungeon) E 9.95 Temple of Apshai iTrilogy) E 2.50

- all one price E4.00 each Ghostbusters E 8.00 Video Title Pack E15.00
Infiltrator E12.50 Movie Maker E 8.95

ATTENTION ALL TAPE USERS Hacker
Sea Bandit

E 5.50
E 3.50

AtariWriter Plus
Newsroom

E 8.95
E15.00

Upgrade your 1010 or XC12 recorder and Turbo-Load Spy Vs. Spy (Trilogy) E 4.00 Atari Mind Mazes E 7.50
converted tapes 600'.  faster than slandard format. Mercenary + 2nd City E 5,00 Auto Duel E12.50

C o m p l e t e  c o n v e r s i o n  k i t  £ 1 5 Ouasimodo E 4,50 Hawkquest E 9.95

No. 2 (May 1991)
IS OUT NOW!

FOR XLIXE MACHINES WITH ANY DRIVE

This issue contains a lot of fun for  you and your Atari
Contents include games, reviews, articles and great

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

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

3 ISSUE subscription costs E10.95!
SPECIAL OFFER: If you missed our first issue, buy it

now with issue 2 for ONLY 15.90 and SAVE E2!

Available from:
EXCEL, 22, LEWIS WYND, BROOMLANDS,

IRVINE, STRATHCLYDE, KAll HI, SCOTLAND
Please make all ehequesip.o.'s p a
y
a b l e  t o  R .  
S t u a r t

STOP PRESS: Two programs from our first
issue are NOW AVAILABLE ON CASSETTE -
Character Editor and Amnesia at 0 .95  each

F ar and wide I havetravelled and many
more the number of
bureau services I have
visited. Varied are the
services offered by
most, but all are mere
pretenders. For none
have the sheer power

DesignCentre NorthEast!
Design Wor ks,  Wi l l iam Street,  Fel l ing,  Gateshead,

Tyne EY Wear  NE 10 OBR

Tel: (0911 495 0066 Modem 1091) 495 3227 Fax (0911495 3225

Our facilities include:
Dedicated 24 hour  Bulletin Board facilities • Colour  A4 proofs
• Colour scanning • Hi Res Unotronic output • Very competitive
prices • Author ised Appl e  Centre • Files accepted fr om  IBM,
Apple and Atar i  computers • Bar Code pr oduction • Custom
font design • Workshops - Accredi ted Computers Unl im i ted
Bureau • Author ised Appl e  Tr aining Centre w i th Dedicated
tr a i ni ng fa c i l i t i e s  a n d  e x pe r i e nc e d d e s i g n  t r a i ne r s

The premier bureau for all your needs In design Er output.

M I C I 1 G P  T I T S C I 4 S P C I AT T
f o r  A t a r i  8 - b i t  s p a t
-
e s  a r i d  
r e p a i r s

NOW AVAILABLE FOR THE FIRST TIME:
TURBO CONVERTED SOFTWARE

Turbo Formal Only
P A I N T B O A R D  D E S I G N i A R T  P R O G R A M :
Over 30 commands inc. zoom, fill, 128 colours, line,
box, circle, airbrush plus gallery viewer, high speed
picture loadlave and demo pics E  7 . 5 0
T U R B O  B A S I C  now available on tape in High Speed
Format complete with full documentation E  3 . 7 5

The following tapes are available in DUAL FO RMAT -
slandard format Side A Tur bo Format Side B.

All one price E 4.50 each
N I N J A  C O M M A N D O  - T I TA N  - T O M A H A W K

- B E T A  L Y R A E  - T H U N D E R F O X

Coming soon in dual format
"  ACE  OF ACES D R A C O N U S  H A W K O U E S T  "

PRINTERS DELIGHT (DISK) - A 1029 screen dump utility -
will load and dump files from the following formats: Technicolour
Dream, Micro-Painter, Atari Artist, Atari Paint or Koala Pad

All i tems offered on a first come basis, s o phone  to reserve
and receive a quote  for post 8, packing on your total order
Every order placed will receive a free copy of our 12 page

8-bit software /hardware  and spares price list

7•50

Pf'orJr9erldietFis DEREK FERN Uil 151 5710
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NOW YOU CAN ADD YO
NOT YOUR AVERAGE SCROLL
The fa irly short BASIC progrwn presented here (Listing
1) wil l  prin t a scrolling message at the top o f  your screen
in Graphics Mode 2. wh ils t  retaining the normal editing
screen below. Th is program can be quite easily inte-
grated into, say, a  title screen for a game: telling you
instructions and other useftil information.

So what, you  might say! You've a lready seen a je rky
BASIC scroll and expect something similar,  but this prog-
ram has a  number of features wh ich  make it stand out
f ro m the rest!

First ly it is a machine code routine wh ich  controls the
scrolling and th is runs in a Vertical B lank Interrupt
wh ich  means you can have other things. such as BASIC
animation. going on at the same time. Secondly it man-
ipulates the Disp lay List and smooth scroll registers so
that the message scrolls perfectly smoothly. Fina lly I
have added to the machine code routine. a  Disp lay List
Intemtpt. wh ich  enables an effect whereby the midd le
section o f  the characters, vert ica lly, is brightest and the
luminance decreases towards the edges.

You'll see what I 'm on about i f  you type in Listing /
wh ich  is the BASIC program wh ich  achieves the VW
scro ll

LIMITATIONS
As you wi l l  d iscover in any routine there are a lways

limita t ions! However the limitations- in th is program are
not at a ll serious.
The biggest is the BASIC progrwn 's use o f  page 6

($0600-$06FF). so you wil l  need to adapt your program
i f  you have some code requiring th is usclit i RAM area.
You could use a memory block mover (such as the ones

featured in Steve Williamson 's Machine code lib rary) to
move routines in and out o f  page 6 as required or. i f  you
have an assembler, you can a lte r the source code listing
(Listing 2) to your requirements.
The other limitation is that colour register 0 (location

708) is used in  the routine, so unless you wan t  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 the ir taste.

ALTERING THE SCROLL
The actual message d isp layed is stored in M S  from

lines 70 to 90. One important note is to remember to put
20 spaces (or fu ll stops etc.) a t  the beginning and end o f

your message otherwise you wi l l  not get a smooth tran-
sition at the end, when the scroll restarts.
Do you like  the scroll at the top? Perhaps you wan t  it at

the bottom? Unfortunately this is not a simple task, and
requires manipulation o f  the d isplay list (see Andrew
Weir's Disp lay list  article or Mapping The Atari for infor-
mation). To give you a start. however I wil l  show you
how to get the scrolling line at the bottom o f the screen.

Retype line 150 to read:
150 DATA
112.1 I 2.66,255.2552(201imes).240.87.255,255.65,255.
255

(Note the 255's are dummy bytes where  the required
locations are fi lled in by the program)
Line 40: change the POKE DLA-6.PE142K(88) to POKE
DL-4-3.PEEK(88) and change the POKE DL-t-7,PEEK(89) to
POKE DL+4,PEEK(89)

Line 130: change POKE DLA-2.STL to POKE DIA-L-4,STL
and change POKE DL-1-3,ST I I to POKE DLI-L-3,STH
Change line 190 to:
190 X=LISR(1536.DL+L-4)

(Note DL = the start address o f  the d isplay list. L  = the
length o f  the d isp lay list and STL and STH indicate the
high and low bytes o f  the start address o f  the scrolling
message)

Other information you might like  to know is how to turn
the scroll oft? To turn o ff  simply type the fo llowing Mtn
-mands into your program or in d irect mode.

POKE 54286.64
POKE 546.95
POKE 547.228
GRAPHICS 0

This should be enough to get rid  o f  it on a ll 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 d isp lay list. The program
is we ll annotated and you should have no problems.

MESSAGES TO YOUR
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FOUR OWN SCROLLING
ET 1  R E M

67: P O K E  0 1 4 2 , S T L : P O K E  0 4 . + 3 , 5 T H :?  " A "ZD 2  R E M  *  0 1 1 1  S C R O L L  *
RN 3  R E M  *  a  s c r o l l i n g  m e s s a g e  * LP I 4 e  R E M  L I S T  D A T A

CJ 4  R E M  *  w h i c h  r u n s  i n  a  U B T  0 MK 1 5 0  D A T A  2 4 0 , 8 7 , 2 5 5 , 2 5 5 , 1 1 2 , 6 6 , 2 5 5 , 2 5 5
NH 5  R E M *  b y  D A N I E L  L E A  * . 2 , 2 , 2 , 2 , 2 , 2 , 2 , 2 , 2 , 2 , 2 , 2 , 2 , 2 , 1 . 2 . 2
ED 6  R E M  M    * „ 2 , 2 , 2 , 2 , 6 5 , 7 5 5 , 2 5 5

OK 1 6 0  R E MDZ 7  R E M  *  N E W  A T A R I  U S E R  -  J U N E  1 9 9 1  *
EP 8  R E M OK 1 7 0  R E S T O R E  2 7 0 : F O R  1 = 0  T O  1 7 9 :R E A D  M C
NO R E M9 :P O KE  1 5 3 6 . I , M C : N E X T  I

LY 1 0  P O K E  1 0 6 , 1 4 4 :L = 3 4 :G R 4 P H / C 5  5 :0 1 . .7 P E E EU 1 0 0  P O K E  5 5 9 , 3 4 : P O K E  7 0 0 8,

K ( 5 6 0 ) 4 . 2 5 6 * P E E K C 5 6 1 / :P = P E E K ( 5 5 0 / 4 1 . : I F mm 1 / 0  ) ( r :U 5 R C 1 5 3 6 , 0 1 4 "2 )

P ) 2 5 5  T H E M  P = P
-
2 5 6 : P O K E  
8 9 , P E E
K ( 5 6 1 ) .
1

0 0  2 0 0  P O K E  7 0 8 I N T C P E E K ( 2 0 ) / 2 T * 2,

GS 2 0  P O K E  5 5 9 , 8 : P O K F  5 4 2 0 6 , 1 9 2 LT 2 1 0  C O T O  2 0 0

KV 1 0  R E M  0 2 1 3 3 .1 0 M EED VO 2 2 0  D A T A  1 0 4 , 1 0 4 , 1 3 3 , 2 8 6 , 1 0 4 , 1 3 3 , 2 0 5 , 1
TR 4 fl  P O K E  8 0 , P : F O R  I . 0  T O  1
-
1 : R E A D  A : P O K

6 9 , 8 , 1 7 7 , 2 0 5 , 1 4 1 , 1 7 6 , 6 1 3 3 , 2 8 3 1 6 0 , 1 , 1
F D L J I , A : N E X T  I : P O K E  0 1 + 6 , P E E K C 8 8 l : P O K 7 7 , 2 9 5 1 4 1 , 1 7 7 , 6 , 1 3 3 2 0 4 , 1 6 9
E 1 5 1 4 - 7 , P E E KC 0 9 / :P O KE  0 7 , 0 : P O K E  7 0 3 , 2 4 RC 2 3 0  D A T A  5 1 , 1 4 1 , 3 4 , 2 , 1 6 9 , 6 , 1 4 1 , 3 5 , 2 , 1 6

S I  5 8  D I M  O T S 1 2 0 0 ) :3 T =1 4 4 . 0 2 5 6 9 , 1 2 8 , i 4 1 , 0 , 2 , 1 6 9 , 6 , 1 4 1 , 1 , 2 , 1 6 9 , 7 , 1 4 1 ,
OX 6 0  R E M  T H E  S C R O L L  M E S S AG E 1 7 5 , 6 , 9 6 , 1 7 3
0 1  7 0  D I T 5 = .  H E L L O  N E GS 2 4 8  D A T A  1 9 6 , 2 , 1 4 1 , 1 7 0 , 6 , 2 4 , 1 0 5 , 1 6 , 1 4 1

N A T A R /  U S E R  R E AD E R S .  T H I S  I S  A  S C R O L L 1 7 9 6 , 2 0 6 , 1 7 5 , 6 , 1 7 3 , 1 7 5 6 , 1 6 , 4 0 , 1 6 9 , 7, „ ,
Y M E S S AG E  B Y  P A N  O F  H U M BE R S I D E . . • ' 1 4 1 , 1 7 5 , 6 , 1 6 5 , 2 0 3

I C  0 0  A T 5 1 1 0 8 ) . . . . .  T O  C H AN G E  T H E  C O L O U R M5 2 5 0  D A T A  2 4 , 1 0 5 , 1 , 1 3 3 , 2 0 3 , 1 0 5 , 2 0 4
4
1 0 5 ,

OF T H E  S C R O L L  P R E S S  B R E A K  ( D O N ' T  WO R R Y 0 1 , 1 3 3 . 2 e 4 , 1 6 0 , 0 , 1 6 5 , 2 0 3 , 1 4 5 , 2 e s , 1 6 0 , 1 ,
THE S C R O L L  S T I L L  W O R KS  S E C . 1 6 5 , 2 0 4 , 1 4 5 , 2 0 5 , 1 6 0 , 2 1 , 1 7 7

FM 9 0  o r S ( 1 5 0 ) .
-
a u 5 E  I T  
R U N S  
I N  
A  
V I I I
. )  
T

MU 2 6 0  D A T A  2 0 3 , 2 0 1 , 6 4 , 2 0 0 , 1 0 , 1 7 3 , 1 7 6 , 6 , 1
HEN P O K E  7 0 8  W I T H  A  M U L T I P L E  O F  1 6 . . . . 3 3 , 2 0 3 , 1 7 3 , 1 7 7 , 0 , 1 3 3 , 2 0 4 , 1 7 3 , 1 7 5 , 6 , 1 4 1

BY E '  I I   S I , 4 , 2 1 2 , 7 6 , 9 5 , 2 2 0 , 7 2 , 1 2 0
DO 1 0 0  D = L E N C D T S l :F O R  I = 1  T O  D : P O K E  S T - F I - OX 2 7 0  D A T A  1 2 3 , 1 7 8 , 6 , 1 4 1 , 1 0 , 2 1 2 , 1 4 1 , 2 2 , 2

1 , A 5 C C D T S C I , I l l - 3 2 :0 4 E X T  I : P O K E  S T 4 - 0 , 6 4 0 8 , 2 3 8 , 1 7 0 , 6 , 2 3 0 , 1 7 0 , 6 , 1 7 3 , 1 7 0 , 6 , 2 0 5 . 1
ON 1 1 0  R E M  P O K L  D I 7 1 , 6 , 2 0 0 , 2 3 3 , 2 0 6 , 1 7 8 , 6a
0i4 1 2 0  R E M 0 0  2 8 0  D A T A  7 0 6 , 1 7 0 , 6 , 1 7 3 , 1 7 8 , 6 , 1 4 1 , 1 0 , 2 1I
PJ 1 3 0  P O K E  A L + 1
-
1 . P E E K ( 5 6 0 ) : P
O K F  
0 1 . 1 ,
P E

2 , 1 4 1 , 7 2 , 2 0 0 , 2 0 5 , 1 9 6 , 2 , 2 0 0 , 2 3 6 . 1 0 4 , 6 4 ,
F K C 5 6 1 ) :S T H . I N T E 5 T / 2 5 6 T :5 I L = 5 T - C S T H * 2 5 7 , 0 , 0 , 0 , 0 •

Listing 1 above

1 6  ;  0 8 1  S C R O L L  R O U T I N E
2 6  ;  B Y  D A N I E L  L E A
38  ;  P O &  M E N  A T A R I  U S E R  -  X M X  9 1
40
50  0 3 Y N C
,
5 4 2 0 2  
; W a
i t  
f o
r  
h o
r i
2 .  
S
Y
N
C
.

6 0  T C 0 L . 5 3 2 7 0  ; C o l o u r  t o  b e  c h a n g e d
70  5 T O 0 1 = 7 0 0  ; S h a d o w  o f  c o l o u r
8 8  P 0 3 . 2 0 3  ; P g  6  T o g  u s e d  f o r
90  S C R S T = 2 0 5  ; t e m p .  S t o r a g e
0 1 0 0  H S C 8 0 1 . . 6 4 2 7 6  ; M o r i . 2 .  S c r o l l  r e g .
0 1 1 0  t i = 0 6 4 0 0
0 1 7 0  P L O  ; d i s c a r d  n o ,  p a r a .
0 1 3 0  P L O  ; l o a d  l o  t h e  a d d r e s s  o f  t h e
0 1 4 8  S T A  5 C R S T * 1  ; D L i s t  w h e r e  t h e
0 1 5 8  P L O  ; S c r o l l i n g
0 1 6 0  S T A  S C R S T  ; o c c u r s
0 1 7 0  : u s e  t h e  c o n t e n t s  o f  t h i s  t o
0 1 0 0  ; fi n d  t h e  s t a r t  o f  t h e
D i l e  L D Y  IS O
0 7 0 8  L D A  ( S C R S T ) , Y
8 2 1 0  S T A  s OR WM
0 2 7 0  S T A  P O%
0 2 3 8  L O Y  N i
0 7 4 0  I D A  C S C R 5 T ) . Y
6 2 5 0  S T A  S C R OM * 1
8 7 5 0  S T A  P 0 1
4
1
8 7 7 0  ; S t o r e  U 8 1  a n d  D I I  u e c t o r s
0 2 0 6  L D A  N u e 1 6 2 8 5
0 2 1 0  S T A  5 4 6
0 1 0 8  1 0 4  0 1 .1 1 1 / ,2 6 6
0 3 1 0  S T 4  5 4 7
0 3 2 0  L O A  0 0 1 1 & 2 5 6
0 3 3 0  S T A  5 1 2
0 3 4 0  I D A  U O L T / 2 5 6
0 3 5 0  S T A  6 1 3
0 3 6 0  L O A  0 7

b y  D a . i i i 1  L e a .
0 1 / 6  S T A  Y F I N E
O1 0 0
0 3 1 0  R T S
0 4 0 6
0 4 1 0  ; E M I S I F I N K C I U M M I I I I M E R E F I a
0 4 2 6  V I T I
0 4 3 0  I D A  S T O O L  ; S e t  r e g s .  f o r  A L I
0 4 4 8  S T A  I C O L  ; u s a g e
0 4 5 8  C L C
0 4 6 0  A D C  0 1 6
0 4 7 0  S T A  L C O L O
0 4 6 0  N E S S C R OL
0 4 9 0  D E C  Y F T N E  ; S m o o t h  s c r o l l
81.80 1 0 0  V E I N (  ; t e m p o r a r t f  r e g s .
es t e  O P L  M S E N D  ; 1 1
,  i e S S  
t h a n  
A . . .

8 5 7 8  L O A  147  ; t h e n  * * * * *
11530 S T A  S E I N E
0 5 4 6  1 I N C
e s s o  1 0 4  0 0 5  ; i n c r e a s e  p o s i t i o n  o n
8 5 6 0  C L C  ; l i n e  b y  o n e
8 5 2 0  A D C  = 1
0 5 8 6  s T A  P 0 5
0 5 9 0  1 0 A  0 6 6 4 1
0 6 0 0  A D C  0 0
0 6 1 0  S T A  P 0 5 . 4 1
0 6 2 0  C OP Y  ; C O P y  n e W  p o s i t i O n  i n t o  t h e
0 6 3 8  L O Y  = 0  ; D i s p l a y  L i s t
0 6 4 0  L O A  P o s
0 6 5 0  5 1 0  C 5 C A S T ) . . 2
0 6 6 0  L b ' ,  I l l
8 6 2 0  I D A  P OS TAI
0 6 8 0  5 1 0  f S C R S T 2 , 8
0 6 9 0  L O Y  0 2 1
0 7 0 8  L O A  ( 1 . 0 5 ) , Y
0 7 1 0  C H I .  1 1 6 4  ; d e t e C t  f o r  e n d  O f

Listing 2 below
0 7 2 0  O N E  P / 5 5 C 1 2  ; d a t a
0 7 3 0  R E S E T
0 7 4 0  L O A  S C A M (  ;  * * * * *  t h e  s t r o l l
0 7 5 0  S T A  0 0 6  : b e a k  t o  t h e  s t a r t
0 7 6 0  1 D A  S C R U M 4 .1
0 7 7 0  S T A  0 0 5 4 1
0 / 0 0  1 I 5 5 C 1 2
0 / 1 0  M E M O  L O A  Y F I N E
0 8 0 0  S T A  H S C R OL
0 0 1 0  J H P  5 8 4 6 3
8 8 2 8  ; M I C E R I M M I I I M a t i a l l a l l a d
8 8 3 0  D L /
0 8 4 0  P H A  i S t o t w  A c c u m u l a t o r  o n  s t a c k
0 0 5 8  S E !
0 8 6 0  6 I 0 1  I D A  L o O L
0 8 7 0  S T A  N S T N O  ; W a i t  f o r  f O L
0 6 0 0  S T A  T O O L  ;  * * * * *  n e w  c o l o u r
0 0 9 0  I N C  L C O L  ; i n c r e m e n t
( 1908 I N C  L O O I  ; t h e  c o l o u r
0 9 1 0  I D A  L C O L
0 9 2 0  C O P  L C O L O
0 9 3 0  O N E  D L P 1  l i n g  c o l o u r
0 9 4 0  D I P 2  D E C  L C O L  ;  * * * * *  m e nt
8 1 5 0  D E C  L O O L  t h e  c o l o u r
0 1 6 8  I D A  L C O L  ; l o a d  n o w  c o l o u r
8 9 7 8  S T A  WS Y N C  ; w a i t  f o r  fl a k
0 1 8 0  S T A  T C O L  ; fl o r a  C o l o u r
0 / 9 0  C O P  S T O O L  ; c o m p a r e  t o  s t a r t
l a n e  O N E  D L P 2  n o t  .  _ c a r r y  o n
1 6 1 0  P L O  ; n u l l  a c c u n u l a t • r  l i e c k
1 6 7 0  R T /  : r e t u r n  f r o m  O L T
1 0 1 0  S E I N E  . B Y T E  7  ; s t o r e  f o r  h s t r o l l
1 8 4 0  S C R I M  . H U R O  •  u s e d  i n  U N /
1 0 5 0  L C O L  0 y
-
1 E  
0  : u
s e d  
i n

1 0 6 0  L C O L C  . 0 7 T F  0  ; O L T •
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A-Z OF ATARI SOFTWARE

T(itINEDIL O SF GOLDENOGOIPEI
OLDIES

1 hope that the three hundred or so small reviews in this series wil l  enable new and old Atari owners to evaluate games they may
have missed, compare my  rev iews wit h games they already have, or help them in choosing games they may  be think ing of  acquiring.
These mini-rev iews by no means inc lude every piece of  Atari XL/  XE sof tware ever released. They represent, rather.  a summat ion of

my  involvement wit h the 8-bit  during the period of  1982-88. Here, you wi l l  (hopefully )fi nd objective rev iews of  every game or ut il it y !
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 rev iews concern sof tware released in the mid 1980's.  At  that t ime you could walk  into your local sof tware store and

alway s  fi nd new Atari releases. Today.  alas, this  does not hold true. Your best chances of fi nding some of  the items ment ioned
throughout this  series is probably  through the advert isements found elsewhere in these pages. Also. a lway s  keep an eye on the
second-hand market.
Cont rary  to what  other computer owners may  think. the Atari )(1.,/ XE range is st ill the best 8-bit  computer system around. However.

It is my  opinion that only  a select number of games exploited its audio-v isual capabilit ies to the full.
Atari sof tware these days. is not too easy to find. The items in this series marked 'scarce' should prove to be an even greater

challenge than us ual/ or sof tware hunters.
Happy  computing, and keep the Atari 8-bit alive!

KEY TO ABBREVIATIONS USED THROUGHOUT
Star Rat ings:- a r c  a r c a d e  game

*  p o o r  p l a t  p l a t f o r m  game
*  A  p o o r / m e d i o c r e  s i m  s i m u l a t i o n
*  *  m e d i o c r e  s t r a t  s t r a t e g y  game
*  *  t t  m e d i o c r e / g o o d  a d v  t e x t  adventure
*  *  *  g o o d  g r  adv t e x t  adventure with pictures
*  *  *  -
•. ! 1 
g o o
d i e
x c e
l l e n
t  
f
r
p  
f
a
n
t
a
s
y  
r
o
l
e  
p
l
a
y
i
n
g  
g
a
m
e

*  *  *  *  e x c e l l e n t  a r c a d v  a r c a d e  game with puzzle solv ing/mapping etc.

(t) g a m e  is available on tape
(d) g a m e  is available on disk
(r) g a m e  is available on ROM cart ridge

bud b u d g e t  priced game (E1.99-E2.99)

Compiled by f u l l  midimp m i d - p r i c e d  game (E3.00-C8.99)
full priced game (E9.00+)
game is (or was) only available on import  f rom
America

scarce n o  price range available, because game is very

K i r k  R u e b o t t o m  d i f fi c u l t  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 cart ridge and vice-versa.
This can also alter the price of the game in quest ion.
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ACE OF ACES
arc/sim Accolade/U.S. Gold 1 9 8 8  (t,d) f u l l
This is a reasonable attempt at a simulation of World War II 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 butts may
get a kick out of it.

ACTION BIKER
arc M a s t e r t r o n i c  1 9 8 6  ( t )  b u d
MastertronicS 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 3-0
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
ut A t a r i  1 9 8 4  (d)  f u l l
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 1 , ! ?
arc E n g l i s h  Software 1 9 8 2  (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 Q u a l i t y  Software 1 9 8 2  (d)  s c a r c e
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 'Ali'
has a certain atmosphere and excitement which many other role
playing games lack,

ALLEY CAT
arc S y n a p s e / U . S .  Gold 1 9 8 7  ( t )  b u d
'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 D a t a s o f t / U . S .  Gold 1 9 8 6  (d)  f u l l
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 3-1) streets. entering bars, smithies, banks and such like. The

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

ALTERNATE REALITY: THE
DUNGEON
frp D a t a s o f t / U . S .  Gold 1 9 8 7  (d)  f u l l
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 lime 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 M a s t e r t r o n i c

A-1 OF ATARI SOFTWARE

1987 (t) b u d

ARCHON
strat E l e c t r o n i c  Arts 1 9 8 3
An interesting and much admired piece of soft-
ware. Is 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.

Fairly classy game from Mastertronic, one of their multitude of
releases for the )(LAE. Graphics, although monochrome, are pleas-
ing to look at and the music is well done. 'Amaurote' 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
garners as well as joystick bashers. Recommended, especially at the
price.

APPLE PANIC
plat B r o d e r b u n d  1 9 8 2  (t,d) scarce
Much copied (I don't know why) platform game in which you guide a
little fellow up and down ladders to dig holes in platforms for nestles
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.

(t,d,r) full

OMR

-
ARCHON II: ADEPT
strat E l e c t r o n i c  Arts 1 9 8 4  (t,d) f u l l
Heavily borrowing from the original, 'Adept' features a completely
re-designed board (hence new sirategy), different monsters (hence
new combat techniques), and slightly better graphics. Love them or
hate them, the 'Archon' games are certainly unusual, but also
possibly slightly overrated.

ARDY THE AARDVARK
arc D a t a b y t e  1 9 8 6  ( t )  m i d
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.

New Atari User - Issue 50 1 3



A-1 OF A TAR/ SOFTWARE

ARKANOID
arc I m a g i n e  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. Not a game to stimulate your
brain, but ideal to develop your hand-eye
co-ordination.

ASTEROIDS
arc A t a r i

(t,d) f u l l

1981 ( r )  m i d
'Asteroids', that Golden Oldie where you move a little ship around
the screen, blasting away at looming rocks which shatter and
become smaller rocks etc. did make an authorised appearance on
the 8-bit, courtesy of this Atari cartridge. Basically, a no-frills conver-
sion written in about SK of code! For die-hard shoot 'em up addicts
only.

ASTROCHASE
arc F i r s t  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
earth from various meanies. Best effect is the exploding earth scene
at the end of game, when the screen bursts into brilliant light.

ASTROMEDA
arc R h i n o  Marketing/Budgie 1987 ( t )  b u d
A challenging shoot'em up at a nice price. Its 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
gr adv U . S .  Gold 1 9 8 4  (t,d) f u l l
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 *
ut E n g l i s h  Software 1 9 8 3  ( t )  s c a r c e
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. It 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
ut A t a r i  1 9 8 2  ( r )  f u l l
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 B r a m  Inc. 1982 (r )  s c a r c e
Weird and very little-seen shoot'em up which requires the Translator
disk to work on XLIXE machines. You move your saucer craft
through screen after screen of planet terrain (depicted in a 2-D
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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
CAMELS
arc L i a m a s o f t

*

1984 ( t )  b u d
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 I
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
worth adding to the collection.

AUTODUEL
frp O r i g i n / M i c r o p r o s e  1 9 8 6  (d)  f u l l
Unfortunately, as with all Origin pro-grams for the Atari, they opted for
high (320x200) resolution and a technique known as artifacting to
obtain more than the restrictive two colours of this Atari graphics
mode. Result; fine it you have an American TV. ,  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
arc A c t iv is ion / luc a s fi lm  1985 (t,d,r) full
Wonderfully weird game of a futuristic sport for
one or two players. A split-screen technique
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 M ic r ov a lue iTy ne s of t  1986 ( t )  b u d
This formed part of the 'Four Great Games' compilation which
retailed at C3,99. Taking that into consideration, 'Balloonacy' works
out at roughly El I t 's  not even worth that. Don't waste your t ime
guiding a little fellow with a spiked helmet to burst falling balloons,
unless you like making your Atari look like a D(81.

BALLYHOO
adv. I n f o c o m 1986 (d)  f u l l
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 atmosphere. 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
strat S . S . I .  1 9 8 7  (d)  f u l l
Highly detailed computer wargame concerning ship to ship combat in
World Wars I 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.
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B.C.'S QUEST FOR TIRES
arc S i e r r a  On-Line 1 9 8 3  (t,d) m i d
Initially hilarious, but ultimately monotonous game. programmed with
tongue in cheek. You control B.C. on his stone-age monocycle.
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
strat A c c e s s / U . S .  Gold 1 9 8 4  (d)  f u l l
This multi-load game is made up of several different scenarios or
mini games. These include navigating your ships through a mined
sea passage, shooting fighter planes from the sky, sinking enemy
ships, and leading a tank assault on 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 A c c e s s / U . S .  Gold 1 9 8 6  (d)  f u l l
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 BREW BIZ
plat A m e r i c a n a / U . S .  Gold 1986 ( t )  b u d
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, I suppose you could do worse than spend Z2_99 on 'Beer
Belly'.

BLUE MAX
arc S y n a p s e / U . S .  Gold 198311985 (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 I bi-plane and you strafe, dogfight and bomb
your way through the adequately drawn battlefields. Solid arcade
action, Hailed in 1983 as 'superb'. 'Blue Max st ill holds its own to
this day.

BLUE MAX 2001
arc U . S .  Gold 1 9 8 5  (t,d) m i d
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 dam 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
arc C . B . S .  1 9 8 3  (r )  s c a r c e
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.

arc
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BLUE THUNDER
arc R i c h a r d  Wilcox Software 1984 ( t )  scarce
An abysmal horizontally scrolling ' s hoo l -em
.
up ' •  O r i g i n a l l y  
r e l e a s e d

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
1986 ( t )  b u dCodemasters

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 F i r s t  Star Software/ 1984 / (t,d) b u d /

Prism Leisure 1 9 8 7  m i d
Brilliant. The gameplay and its 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
arc F i r s t  Star Software/ 1985 / (t,d) b u d /

Prism Leisure 1 9 8 7  m i d
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. I prefer 'Boulderdash'• probably be-
cause it is a little easier.

BOUNTY BOB STRIKES BACK
plat U . S .  Gold 1 9 8 6  (t,d) b u d
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
strat & S i  1 9 8 3  (d)  f u l l
If you fancy yourself as Commander of a ship in the clays 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
most Strategic Simulations games.

BRUCE LEE
plat D a t a s o f t / U . S .  Gold 1 9 8 5  (t,d) m i d
'Bruce Lee' was one of the first beat 'em up games. yet it falls more
easily into the platform game category. because of its emphasis on
running, jumping and dodging through a multitude of screens. Nice
graphics, very playable, and with a neat two player option.
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BUBBLE TROUBLE
arc P l a y e r s  Software 1 9 8 7  ( t
a
d )  b u d
One in a series of quickies from this budget software house. Full
marks for originality, 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 capabifities of the Atari to good
effect, but they waste their talents on games of little substance.

BUCK ROGERS c • - ' ?
arc S e g a 1982 (r )  s c a r c e
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 shoorem 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 E n g l i s h  Software 1 9 8 2  ( t )  m i d
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,
so buy it in this form if you can (it makes a good budget game),

CARNIVAL MASSACRE
arc T h o r n  E.M.1.1Creative Sparks 1983 (r )  m i d
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
arc T i t a n  Software 1 9 8 2  ( t )  s c a r c e
'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, I
haven't heard or seen anything concerning it since '83.

CAVERNS OF ERIBAN
arc F i r e b i r d  1 9 8 6  ( t )  b u d
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 it you come near them.
Average graphics and difficult game controls make 'Eriban' almost
instantly forgettable.

CAVERNS OF KHAFKA
plat C o s m i l T o p  Ten 1 9 8 3 / 1 9 8 7  (t) b u d
This is a platform game with some of the smallest graphics I've ever
seen on the Xl2XE. 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
arc A t a r i  1 9 8 1  ( t )  b u d
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
arciadv Firebird 1 9 8 6  ( t )  b u d
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 tor 'Chimera' is a visual
delight. The game's only letdown is that it moves too slowly.

CHOP SUEY
arc E n g l i s h  Software 1 9 8 5  (t,d) m i d
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 it 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 B r o d e r b u n d  1 9 8 2  ( r )  m i d
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 'Detender'). 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
arc P u b l i s h e r  unknown 1 9 8 3  ( t )  s c a r c e
Remember the old 'Outlaw' game at 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
strat P r o g r a m  Design Inc. 1983 ( t )  s c a r c e
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
gr adv B u g  Byte 1 9 8 6  ( t )  b u d
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. It you can put up with the limitations of its parser, this one is
worth getting if you like adventures.

COHEN'S TOWERS
plat D a ta m os t iD a ta by te  1 9 8 6  ( t )  m i d
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.



This  is a lis t  of  the major compilat ion releases for the XL/ XE
together wit h the games they feature. Most  of  the games in the
compilat ions  have their own rev iew elsewhere in this  series.

ARCADE CLASSICS
arc D a t a s o f t / U . S .  Gold 1 9 8 6  (t,d) f u l l
Pole Position, Mr Do, Dig Dug, Pacman.

BLUE RIBBON GAMES DISK
arc B l u e  Ribbon 1 9 8 6  (d)  m i d
Nightmare Maze, Castle Assault, Screwball, Darts, Diamond Mine.

FOUR STAR COMPILATION 1
arc R e d  Rat 1 9 8 7  (t,d) m i d
Escape From Doom world. Panic Express. Domain of the Undead,
Laser Hawk.

FOUR STAR COMPILATION 2
arc R e d  Rat 1 9 8 7  (t,d) m i d
Screaming Wings, Cnimble's Crisis, Disc Hopper, The Search.

FOUR GREAT GAMES 1
arc T y n e s o f t  1 9 8 7  (t,d) m i d
Jet Set Willy, Balloonacy, Wizard, Pengon

FOUR GREAT GAMES 2
arc T y n e s o f t  1 9 8 7  (t,d) m i d
Mouse Trap, Who Dares Wins 2, Killa Cycle, Spacehawko

GREATEST HITS 1
arc D a t a b y t e  1 9 8 6  (t,d) f u l l
Astro Chase, Rip 'n Flop, Bristles.

PLATFORM PERFECTION
arc U . S .  Gold 1 9 8 7  (t,d) m i d
Bounty Bob Strikes Back, Zorro, Bruce Lee, Ghost Chaser.

SHOOT 'EM UPS
arc U . S .  Gold 1987 (t,d) m i d
Dropzone, Fort  Apocalypse, Super Zaxxon. Blue Max 2001.

SMASH HITS 1
arc E n g l i s h  Software 1 9 8 4  (t,d) m i d
Jet Boot Jack, Dan Strikes Back. Hyperblast, Captain Sticky's Gold.
Fire fleet.

SMASH HITS 2 • 1
1
•
arc E n g l i s h  Software 1 9 8 5  (t,d) m i d
Jet Boot Jack, Stranded, Diamonds, Robin Hood, Citadel Warrior.

SMASH HITS 3
arc E n g l i s h  Software 1 9 8 5  (t,d) m i d
Airstrike 2. Batty Builders. Neptune's Daughter(?), Breath of the
Dragon, Jet Boot Jack.

SMASH HITS 4
arc E n g l i s h  Software 1 9 8 6  (t,d) m i d
Chop Suey, Hijack. Kissin• Cousins. Firechiet

SMASH HITS 5
arc E n g l i s h  Software 1 9 8 6  (t,d) m i d
Chop Suey, Elektra glide, Mediator. Ouasimodo.

SMASH HITS 6
arc E n g l i s h  Software 1 9 8 6  (t,d) m i d
Bektraglide, Timestip. Fort  Apocalypse, Drelbs.

SPOT THE BALL
arc C r e a t i v e  Sparks 1 9 8 6  (t,d) m i d
Soccer, Snooker.

C O M P I L A T I O N S

COLLAPSE
strat F i r e b i r d 1986 ( t )  b u d
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
strat S . S . I .  1 9 8 5  (d)  f u l l
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 I (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
strat M a s t e r t r on ic

AZ OF ATARI SOFTWARE

W C )  I I  W L I N T E I A L )

1987 ( t )  b u d
Interesting little game in which you take the part of a robot who must
look 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 unique. One to consider.

COLOURSPACE
ut l i a m a s o f t  1 9 8 5  ( t )  m i d
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
colourtul visual patternsleffects (maybe to music) then this piece of
software will be for you.
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the programming of text adventures,  the complete lis t ing
in Basic is given of  my "Met Man" adventure,

The program code is  compat ible wit h the following computer
languages: Atari Basic, Turbo Basic and the Turbo Basic
compiler,  t he last two being public  domain programs available
(only on disk) direct ly  f rom 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 irr i t at ing delay of  about 1 - 2 seconds while each
act ion entered by the player is processed. Turbo Basic oper-
ates at roughly  three t imes the speed of  Atari Basic, and this  Is
perfect ly acceptable. The compiled vers ion appears to run
about  as fast as a 'proper' machine code adventure:  ac tually  it
runs  about  ten t imes faster than Atari Basic,

PROGRAM ECCENTRICITIES
The need to provide an adventure program common to Atari

Basic and the Turbo Basic compiler has resulted in a few
peculiarit ies  in the program code. Note, for example. the com•
binat ion of  lines 50 and 200. This  type of problem wil l  be
discussed in the fourth art ic le (next issue).
Lines 8005, 8085,  8205 and 8255 have REMarks  saying

"ONLY FOR COMPILER".  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 correct ly  when printed onto the screen.
The problem of  the POP command was discussed in the

preceding art icle. Line 9155 illus t rates  the use of  two POP
c ommands  to leap out  of  a double-nested subrout ine after a
c ommand to QUIT. This  is bad pract ice, but  is intended to
provide il lus t rat ion of  the use of  the POP command.
In the fi rst  two art icles, several points  were illus t rated wit h

exemplary  lines of  code. In order to prevent  the reader gues-
s ing too easily what  is going on. some of  the names of variables
given earlier have been changed for "MetMan".  For example.
the original s t ring ROOM$ has become A..$.
The BREAK key has caused me a lit t le conceptual diffi culty.

Atari's  insensit ive pos it ioning of this key next to RETURN
means that  occasionally  the player may unintent ionally  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

int errupt  a tutorial program like "Met Man
-  I n  o r d e r  t o  
s e e  w h a t
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Is happening.  Accordingly.  l ine 25005 disables the BREAK key.
Leave this  line in while play ing the adventure,  delete the line
before examining the adventure.
In t his  connect ion, 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 t his  by press ing the
BREAK key (in Basic only), t hen type GOTO 30000.  Finally ,
type CONT to cont inue the adventure (if' you are lucky:  de-
pending on where the break occurred).
Naturally ,  this  status check can not he used if  the BREAK key

Is disabled. I would advise us ing the cheek rout ine only  after
you have completed the adventure_

SAVE/LOAD
"MetMan" permit s  the player to save and load part -completed

games f rom disk. I f  you have a cassette player, replace the
words  "D:ADV.DAT'  wit h "C:" in lines 9143 and 9313.  Inc iden-
tally. cassette users wil l  unfortunately  not  be able to use Turbo
Basic, so they wil l  have to endure a s light ly  s lower program
version.

PLAYING THE ADVENTURE
The int roduc tory  text in the program is. I hope, ent irely

self-explanatory. Type in two word commands  (verb-noun) for
action, but  some one-word commands  will be recognised.
These inc lude:
HELP, LOAD.  SAVE, N, S. E. W,  U.  D.  QUIT and INVEntory .
"MetMan" is a very easy adventure to play, being intended

primari ly  as an int roduc t ion to the genre. It should be quite
robust  to erroneous input ,  hav ing been well-tested during
development by several players.
There are 36 mappable locations, alt hough you do not  need to

enter them all to complete the game. Be sure to draw a map!
These locat ions are somewhat  lost wi t hin the huge. 300 ele-
ment  room array. The original intent ion was to provide a
general f ramework  into whic h larger adventures could later be
int roduced.  However.  36 locat ions compares favourably  with.
say, the adventures of  the Scott Adams series.
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CM 1 8 1 0  R E A D  8 : I F  0 =
-
1  T H E N  
1 0 4 4 1

L v  1 0 2 0  A 5 c 8 . 8 3 = " 0 "
NN 1 0 3 0  G o T O  1 0 1 0

OR 1 0 1 0  R E A D  0 : 1 F  8 = - 1  T H E N  1 3 0 0
MN 1 0 5 0  4 $ ( 1 1 . 8 ) = " 1 "
PG 1 0 6 0  G O T O  1 0 4 0
AZ  1 3 0 0  K = 0 : R E S T A R E  2 2 0 0 : G A S U B  1 3 5 8
MK 1 3 1 0  V W O R D S = C S : V W
-
W W
DA 1 3 2 0  K = L : R E S T A R E  3 2 0 1 : G A S U B  1 3 5 0
DA 1 3 3 0  N o l o R D S = C S : N W W W : C C = J
-
1
KT 1 3 4 0  C O D E S = 5 1 1 / 9 ( I N I C R A D ( 0 ) * 1 0 0 0 ) ) : R E T U

RN
YE 1 1 5 0  C 5 I = 1 : J = 1
1U 1 3 6 0  R E A D  B 5 : I F  8 5 = "
-
1 "  T H E N  W W I
-
I I R E

TURN
ER 1 1 1 0  8 3 1 1 E 0 ( 0 5 ) . 1 1 z .  " : 0 5 = 0 5 ( 1 , 4 ) : R

EAD  0 : 0 3 ( 1 1
-
0 ( 0 5 )
,
1 ) = C H R 5 C
D T : C 5 ( L E N
( C S '

$ 1 )
-
D S

( . i  1 3 7 5  l f  K - I  T H E N  R E A D  O I C O N ( J ) = 8 : R E A D
8 : H I D ( J ) : : 0

ILY 1 3 0 0  J = J f t : I = 1 . 5 : G o t o  1 3 6 8
I N  1 4 0 0  D A T A  1 1 2 . 1 1 S . 1 1 7 , 1 2 7 , 1 7 3 , 1 7 4 , 1 7 5 ,

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

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!

ME 1 4 1 0  D A T A  1 5 1 , 1 5 2 , 1 5 5 . 1 5 0 , 1 6 1 . 1 6 4 , 1 6 5 ,
1 6 6 , 1 6 7 , 1 6 8 , 1 7 1 , 1 7 2 , 1 7 6 , 1 0 1 , 1 0 2 , 1 0 3 , 1 8
4 , 1 0 5 .
-
1

MB 1 4 2 0  D A T A  1 2 5 , 1 2 4 , 1 2 6 , 1 4 4 , 1 4 6 . 1 5 5 , 1 6 5 ,
1 7 2 , 1 0 1 , 1 8 5 ,
-
1

J r  1 4 9 9  R E M  * *  R E A D  M / C  D A T A  * *
AM 1 5 0 0  R E S T O R E  2 0 0 0 0 : I z . 0
I A  1 5 1 0  R E A D  4 ; I F  4 . - 1  T H E N  R E T U R N
H I  1 5 2 0  P O K E  1 5 3 6 + I , A l I m I f 1 : G O T O  1 5 1 0
L P 1 9 9 9  R E M  * * D E S C R I A T I A N  * *
AB 2 0 0 0  R E S T O R E  2 0 0 0 + P R E S P O S
GM 2 0 0 5  I F  P R E S P O S = 1 6 4  A N D  L I G H T = 0  / N E N  2

0 2 0
TM 2 0 1 0  "  R E A D  a S : ?  0 S : ?
AG 2 8 2 8  R E T U R N
AT 2 1 1 2  D A T A  T h e  b o i l e r  r o o m , 1
YR 2 1 1 5  D A T A  O u t s i d e  a  l a r g e  t a l l  b u i l d i n

9 , 2
D J 2 1 1 7  D A T A  T h e  t o i 1 e t s , 0
CD 2 1 2 2  D A T A  T h e  w e s t  e n d  o f  a  c o r r i d o r . °
SE 2 1 2 3  D A T A  I n  a  l o n g  c 0 r r i d o r , 0
S I  2 1 2 4  D A T A  I n  a  l o n g  c o r r i d o r . °
UP 2 1 2 5  D A T A  L n  t h e  r e c e p t i o n  f o y e r  o f  t h

e M e t e o r -  ° l o g i c a l  O f fi c e , 3
5 0  2 1 2 6  D A T A  I t t  a  l o n g  c 0 1 ' r i d o r , 0
0 0  2 1 2 7  D A T A  T h e  i n t e r s e c t i o n  o f  t w o  l o n g

c o r r i d o r s , 0
F Y 2 1 2 0  D A T A  T h e  e a s t  e n d  o f  a  l o n g  c o r n i

d o r .  D u s t  l i e s  e v e r 9 w h e r e , 0
EZ 2 1 3 2  D A T O  A  L o w - s l u n g  c e i l i n g  w i t h  w i r

e s d a n g 1 i n g , 8
HM 7 1 3 7  D A T A  G l e a m i n g  W a l l s  r e fl e c t  t h e  P

o l i s h e d  fl o o r  o f  a  n a r r o w  p a s s a g e . 0
AA 2 1 4 2  D A T A  A  b r i g h t  c a f e t e r t a , 0
WE 2 1 4 3  D A T A  A  n a r r o w  p a s s a g e w a 9 , 4
YR 2 1 4 4  D A T A  4  b o x  c u p b o a r d . 1 0
6 0  2 1 4 6  0 4 1 4  A  s t r o n g
-
r o o m , 0
KF 2 1 4 7  D A T A  A  r i g h t
-
h a n d  t u r n . 6
GB 2 1 4 8  D A T A  4  c l o a k r o o m  t i n e d  w i t h  c l o t h

i n g , 0
DX 2 1 5 1  D A T A  4  c o m f o r t a b l e  6 a r , 0
OU 2 1 5 2  0 4 1 4  A  r o o m  f u l l  o f  s t a c k e d  f o r n i

t u r e , 0
N i  2 1 5 5  D A T A  T h e  P r e s e n t e r ' s  O f fi c e . 0
I N  2 1 5 0  D A T A  A  n o r t h - b o u n d  C O P P s d o r , 0
S I  2 I 0 1  D A T A  A  r o o m  l i n e d  w i t h  a  r o w  o f  d

u s t b i n s , 0
AP  2 1 . 6 4  0 0 1 1 0 1  A  t o M P U t e V  P ) O M  w i t h  a  h o m m i

n g  s o u n d , 7
ZZ 2 1 6 5  D A T A  A n  o f fi c e  c l e a n  a n d  s e a r t a n

w i t h  l i t t l e  v i s i b l e , '
VC 2 1 6 6  D A T A  A  T V  S t u d i o  e K I e n d i n g  a s  f a r

a s T h e  e y e  c a n  s e e , 8
GM 2 1 6 7  D A T A  A  d u s t y  o l d  r o o m ,  A b a n d o n e d

conhhued fi r
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METMAN
c o m p u t e r  t a p e s  l i e  e v e r y w h e r e . 0

WL 2 1 6 6  D A T A  N o r t h  e n d  o f  a  c o r r i d o r . °
FH 2 1 7 1  D A T A  K i t c h e n 5 . . L 1
CX 2 1 7 2  D A T A  S t o r a g e  r o o m s , 0
0 0  2 1 7 6  D A T A  S i d e  o f fi c e , 0
UR 2 1 8 1  D A T A  A n o t h e r  s t o r a g e  r o o m .  P i l e s

o f  c a r t o n s s t r e w n  a r o u n d , 0
JH  2 1 8 2  D A T A  G u a r d ' s  r e s t r o o m . 0
TN 2 1 8 3  D A T A  B a c k  E x i t , e
WE 2 1 0 4  D A T A  O a c k y a r d , 5
VA 2 1 8 5  D A T A  A  d i l a p i d a t e d  o l d  g a r a g e , 8
CL 7 2 0 0  D A T A  W  , 3 , E  , 4 , 0  , 5 , 5  , 6 , 1 4 E S I

„ 3 , E A S T , 4 , N O R T H , 5 , 5 0 U T H , 6 , 0  , 1 , 1 1 P . 1 , 0
, 8 , D O W N , 8

I A  2 2 1 0  D A T A  H I T , I , S T R I K E
t
1 , A T T A C K , 1 , K I L L

. 1 , 8 E A T , 1 , S C R E A M , 2 , S A Y , 2 , K I C K , 1
SE 2 2 2 0  D A T A  I A K E . 9 , D R O P , 1 0 , I N V E N T , 1 1 . C L I

M 8 , 1 2 , D E S C E N D , A , A S C E N D , 7 , H E L P , 1 3 , 5 A V E ,
1 4 , O U I T , 1 5 , E X A M I N E , 1 6 , 1 0 0 K , 1 6

KT 2 2 3 0  D A T A  G 0 , 1 7 , K I 5 5 , 1 8 , L O C K , 1 9 , U N L A c K
, 2 0 , O P E N , 2 1 , C L O S E , 2 2 , 5 H U T , 2 2 , F A T , 2 3 , A R
I N K , 2 4

GJ 2 2 4 0  D A T A  L I 5 H 1 , 2 5 , U N L I G H T , 2 6 o R A 8 , 2 7 , 1
N 5 E R T . 2 8 , J U M P , 2 , , T H R O W , 1 0 , G I U E , 1 6 , P U T ,
2 6 , T Y P E , 3 0 , 1 0 A D , 3 1 , I , 1 1 ,
-
1

UK 2 9 9 9  R E M  * *  C O N T E N T S  * *
OR 3 0 0 0  F O R  I = 1  T O  C C
1 J 3 0 0 5  I F  F R E 5 P 0 5 = 1 6 4  A N D  L I G K I T = 0  T H E N  3

0 2 0
WE 3 0 0 7  I F  C O N C I ) O P R E S P O S  T H E N  3 0 2 0
OF 3 0 1 6  R E S T O R E  3 2 0 0 + I : R E A D  O S : R E A D  0 : I F

6 =5  T H E M  m O N S = B S
WV 3 0 1 5  I F  B = 1 0  T H E N  3 0 2 0
DS 3 0 1 6  ?  O S
L J 3 0 1 7  I F  I = 1  A N D  C O N ( 1 7 ) = 1  T H E N  M E 5 5 = 7 7

:G AS U B 5 9 9 6 : ?
EX 3 0 2 0  N E X T  I
AK 3 0 3 0  R E T U R N
DU 3 1 9 9  R E M  * *  N A U N , S T A T E , L O c T m , H T D D E N
KO 3 2 0 0  D A T A
MN 3 2 0 1  D A T A
JP 3 2 0 2  D A T A
WK 3 2 0 3  D A T A
UM 3 2 0 4  D A T A
FM 3 2 0 5  D A T A
MD 3 2 0 6  D A T A
ZN 3 2 0 7  D A T A
U1  3 2 0 8  D A T A
T V 3 2 0 9  D A T A
Am 3 2 1 0  D A T A
Ki  M I  D A T A
Z X 3 2 1 2  D A T A
F A 3 2 1 3  D A T A
Z E 3 2 1 4  D A T A
AO 3 2 1 5  D A T A
SO 3 2 1 6  D A T A
GH 3 2 1 7  D A T A
GS 3 2 1 0  D A T A
EA 3 2 1 9  D A T A
VT  3 2 2 0  D A T A
VX 3 2 2 1  D A T A
U0 3 2 2 2  D A T A
JO 3 2 2 3  D A T A
I V  3 2 2 4  D A T A
OH 5 2 2 5  D A T A
MA 3 2 2 6  D A T A
VD 3 2 2 7  D A T A
P s 3 2 2 0  D A T A
DT 3 2 2 9  D A T A
I T  3 2 3 0  D A T A
RP 3 2 3 1  D A T A
TW 3 2 3 2  D A T A
L A 3 2 3 3  D A T A
F A 3 2 3 4  D A T A
GM 3 2 3 5  D A T A
/ I  3 2 3 6  D A T A
AJ  3 2 3 7  D A T A
WA 3 2 3 8  D A T A
5 5  3 2 3 9  D A T A
OX 3 2 4 8  D A T A
KA 3 2 4 1  D A T A
AY 3 2 4 2  D A T A

3 2 0 0 , 1 , 1 , 0
T O R C H , 1 , 1 , 0
W H I S K E Y 4 , 1 , 0
F A I D G E , 2 , 1 7 2 , 0
B U I L D I N G , i 0 , L 1 5 , 0
T E L E V I S I O N , 1 , 1 8 2 , 0
C O M P U T E R , 3
$
1 6 4 , 0
C U P B O A R D , 1 0 . 1 4 4 , 1
SAF E C O P E N 3 , 2 , 1 4 6 , 2

M O N E Y , 1 , 0 , 0
K E Y , 1 , 1 6 8 ,
0S A U S A G E , 1 , 1 4 2 , 8
B E E R C A N , 1 , 1 5 1 , 0
C A R T A N , 1 , 1 8 1 , 1 A
C H A R T , 1 , 1 1 6 , 0
C H A I R , 1 , 1 5 2 , 0
T A P E , 1 , 1 6 7 , 6
B A T T E R Y , 1 , 1 8 5 , 0
8 A C K E T , 1 , 0 , 2 8
U M B R E L L A , 1 , 1 6 5 , 0
5 0 4 0 W , 1 , 1 , 0
W AL L S .  1 0 , 1 3 7 , 8
G U A R D , 5 , 1 1 5 , 0
BR I BE D  G U A R D , 3 , 1 , 0
R E C E P T I O N I S T , 5 , 1 2 5 , 0
C L EAN ER  ( T I R E D ) , 5 , 1 4 3 , 0
C L EAN ER  ( S E A T E D ) , 3 , 1 , 0
T V C R E W , 5 „ 1 6 5 , 0
0 0 6 , 5 , 1 8 4 , 0
DOG C S L E E P I N G 1 , 3 , 1 , 0
P R E S E N T E R , 3 , 1 5 5 , 8
DOOR ( L A C K E D ) , 5 , 1 4 7 , 0
DOOR c O P E N 1 , 3 , 1 , 0
C O M BI N AT I O N  L o C K , 5 , 1 6 5 , 0
C E I I I N G , 1 0 , 1 3 7 , 0
T A I L E T , 1 0 , 1 1 7 , 0
B o I L E R , 1 0 , 1 1 2 , 0
D U S T A I N 5 , 1 0 , 1 6 1 , 6
8 4 0 , 1 0 , 1 5 1 , 0
C A F E , 1 0 , 1 4 2 , 8
G A R A G E , 1 0 , 1 8 5 . 0
V A R 0 , 1 0 , 1 8 4 , 8
O F F I C E , 1 0 , 1 7 6 , 0
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U J 3 2 4 3  D A T A  F O Y E R , 1 0 , 1 2 5 , 0
I Z  3 2 4 4  D A T A  W I R E , 1 0 , 1 3 2 , 0
HF 3 2 4 5  D A T A  E X T I N G U I S H E R , 1 , 1 2 8 , 0
SD 3 2 4 6  D A T A  c o A T , 1 , 1 4 8 , 0
JE 3 2 4 7  D A T A  K I T C H E N , 1 0 , 1 7 1 , 8
AO 3 2 4 8  D A T A  F I R E , 5 , 1 7 1 , 0
GG 3 2 4 9  D A T A  -
1VC 4 9 9 9  R E M  * *  E X I T S  9  * *
YR 5 0 0 0  X = P R E S P O S : ?  : ?  . ' S o m e  e x i t s

R1 5 0 1 0  I F  A S C X
-
1 , X
-
1 ) 0 " A "  
T H E N  
9

R5 5 0 7 0  I F  A S E K 4 - 1 , x 4 . 1 3 1 0
-
0
-  T H E N  9

p.

80

a r e  t

" E  " :

I .

Ho 5 0 3 0  I F  ' 1 5 ( X - 1 0 , X
-
1 0 ) 0 " o "  
T H E N  
9  
" S  
"

VS 5 0 4 0  I F  A 5 0 ( 4
,
1 0 , X 4
-
1 0 ) < > " 0 "  
T H E N  
?  
" N

PO 5 0 5 0  I F  A S ( X - 1 6 0 , X - 1 ( 0 6 ) 0 " 0 "  T H E N  9  " D

LA 5 0 6 0  I F  A S ( X + 1 0 0 . X + 1 8 0 ) < > " 0 "  T H E N  9  " U
;

I I  5 0 7 0  ?  ;R E T U R N
MY 5 5 9 9  R E M  * *  I N P U T  * *
HL 6 0 8 0  X = 0 : ?  : ?  " W H A T  N o w ?  " ; ; I N P U T

OD 6 8 1 0  G A S U B  8 0 0 0 : R E M  * * P A R S E R  N *
HO 6 0 2 0  G A S U B  8 2 0 0 : R E M  * * A s s e s s  I N P U T  xvo i
D J 6 0 3 0  G ASU EI  8 5 0 0 : R E M  N
- 4  A C T I O N  
* *
KG 6 0 7 0  I F  A S ( P R E S P O S 4 1 4 , P R E S P O S i X ) = " 0 "  T H

EN 6 0 8 0
WO 6 0 7 2  M E 5 5 = 5 6 : I F  A S C A R E S P O S + X . P R E S P O S t X

1 =
-
1
-  
T
H
E
N  
M
E
S
S
=
6
0
:
?

OA 6 8 7 5  G A S U l l  9 9 9 6
OP 6 6 1 6  G O T °  & A A A
GK 6 0 8 0  L I G H T = 0 : I F  C O N ( 1 ) 0  A N D  fl I D C 1 1 = 1 7

THEM  L I 6 T 1 1 1
OF 6 8 9 0  R E T U R N
MT 6 9 9 9  R E M  I F *  M O V E  N W
TO 7 0 0 0  P R E S P O S = P R E S P O S + X
L A 7 0 1 0  0 = C O N ( 2 0 ) : T E W P = C O N C 1 8 1 : I F  0 = 1 7 2  0

R 1 0 = 1  A N D  T E M P = 1 7 2 2  T H E N  7 0 3 0
I R  7 0 2 0  M O N A=M AN O + 1 :1 F  C O N C 2 0 1 0 1  T H E N  M O

N O=M AN O+ 4
AO 7 8 3 0  R E T U R N
TW 7 9 9 9  R E M  * *  P A R S E R  "M t
MW 8 0 6 0  K = U 5 R ( 1 5 3 8 , A D R C A S ) , L E N C B S / , A D R 1 "

" 3 . 1 1
AK 8 0 0 5  K = P E E K t 1 6 3 7 1 : R E M  O N L Y  F O R  C O M P I L E

PU 8 0 1 0  I F  K = 0  T H E N  U E R B S = B S : N O U N S = " " ; G A T
0 8 0 4 0

AC 8 0 2 0  V E R B S = O S C 1 . K 1
JC  8 0 3 0  N O U N S , 7 - B S C K - 1
,
1 „ L E N ( A S I )
a s  8 0 3 5  I F  L E N ( N O U N S ) ) 2  A N D  N A U N S 1 1 , 1 1 = "

"  T H E N  N o u N S = H O H N S C 2 , L E N E N O O N S » ;6 0 1 0
8 0 3 5

VA 8 8 4 0  N N S =N O U N S :V V S =U E R A S
F Y 8 0 5 0  V E R B S C L E N C V E R A S 1 + 1 1 = " " : V E R E I $ 7 .

vERBSCL,41

MN 8 0 6 0  N O U N S C L E N C N O U N S ) + 1 , =" ":NOUNSNOUNSC1,41
ZE 8 0 8 0  K=U S AC 1 5 3 6 , AO R ( U I W O R D S ) , L E N ( u w o R D S

) , A D R ( N A U N S ) , L E A C H O U N S »
8 1  6 0 8 5  K . P E E K ( 1 6 3 7 ) : R E m  O N L Y  F O R  C O M P I L E

no 6 0 9 0  I F  K O O  T H E N  U E R A S = N o u N S ;N O U N S = "

A l  0 1 0 0  R E T U R N
X4  8 1 9 9  R E M  * *  A S S E S S  I N P U T  N O
LW 8 2 0 0  A C T I O N = 0 :K = U S R C 1 5 3 6 , A D R ( O W O R D S ) , 1

E N ( V W O R D S ) , A D R ( V E R B S ) , L E N C V E R B S ) )
AO 8 2 0 5  K = P E E K ( 1 6 3 7 ) : R E M  O N L Y  F O R  C O M P I L E

SC 8 2 1 8  I F  K O O  T H E N  AC T I O N =AS C C U W AR D S ( K+
4 , 1 ( 4 .4 1 )

GA 8 2 4 0  I 1 E M = 0 : I F  m o u s S = -  -  T H E N  S T A T E
=1 0 :R E T U R N

N I  8 2 4 5  S T A T E = 0 : I = 1
I K  8 2 5 0  K=AS R C 1 5 3 6 , AD R ( N W O R D S ) , L E N ( N w O R D S

) , AD R C N O U N S ) , L E N I E N O U N S »
BD 8 2 5 5  K = P E E K ( 1 5 3 1 ) ; R E M  O N L Y  F O R  C O M P I L E

FN 8 2 6 0  I F  K < > 0  T H E N  5 T AT E =AS C ( N w o R D S ( V 4 - 4



, K + 4 ) ) : I T E M = I N T C K / 5 ) . 1
BT 8 2 8 0  R E T U R N
LW 8 4 9 9  R E M  * *  A C T I O N  * *
I C  8 5 0 0  I F  S T A T E - 0  T H E N  M E S S = 5 0 :G O S U B  9 9 9

5 .  M R S : "  i s " : R E T U R N
Y I  8 5 0 5  .  " O . K .  " : .  : X = 9 9 : 0 = A C T I O N * 1 6 1 . 9 0 0

0 :G O S U B 2 0 0
ZC 8 5 0 6  I F  X = 9 9  T H E N  M E 5 5 = 7 9 :G O S U B  9 9 9 6 l X

=0
UC 8 5 0 7  .  ; R E T U R N
AG 9 0 0 0  X = 0 : M E 5 5 = 0 : G O 5 U B  9 9 9 5 : .  V V S : "  s o

m e t h i n g " :R E T U R N
T E 9 0 1 0  N : . 0 : M E 3 5 = 1 :6 0 5 . U B  9 9 9 5 :R E T U R N
WO 9 0 7 0  X = 0 : .  N N S :M E S S = 2 :G O S U B  9 9 9 6 : R E T U R

AU 9 0 3 0  X . =
-
1 : R E T U R
N

OH 9 0 4 0  1 1 =- 1 - 1 :R ET U R N
NO 9 0 5 0  X = f 1 0 1 R E T U R N
0H 9 0 6 0  N = - 1 0 : R E T U R N
Cu 9 0 7 0  X =.1 .1 0 0 :R E T U R N
DR 9 0 8 0  X =
-
1 0 0 : R E T
U R N

OT 9 0 9 0  X = 0 : I F  C O N C I T E M 1 ( ) P R E 5 P O 5  T H E N  M E
5 5 =5 1 :G O S U B 9 9 9 5 :R E T U R N

VK 9 0 9 2  I F  S T A T E ) 2  T H E N  M E S S =5 2 :G 0 5 1 1 8  9 9 9
6 :R E T U R N

FO 9 0 9 3  I F  S T A T E = 2  T H E N  M E S S = 5 9 :6 O 5 U B  9 9 9
6 :R E T U R N

WL 9 0 9 4  I F  I N V ) 5  T H E N  M E S 5 = 5 3 :G O 5 U B  9 9 9 6 :
R ETU R N

HO 9 0 9 5  I N U = I N V + 1 : C 0 N C I T E M ) = 0 : R E T U R N
UN 9 1 0 0  X = 0 : I F  C O N C I T E M ) 0 0  T H E N  M E S S = 5 4 :

G051111 1 9 9 6 :R E T U R N
PM  9 1 0 2  C O N ( I T E M ) = P R E S P O S : I N V = I N V
-
1
FD 9 1 0 3  I F  I T E M O 2 0  O R  P R E S P O S 0 1 5 5  T H E N

9 1 0 9
TS 9 1 0 4  F O R  K = 7 2  T O  7 4 : M E S S = K : G O S U 8  9 9 9 6 :

NE X T  K:M O N O =T U R N + 1
LR 9 1 0 5  : ?  : M E S 5 = 9 0 : G O S U 6  9 9 9 6 : ?  t G O T O

9 1 5 5
OT  9 1 0 9  R E T U R N
L V 9 1 1 0  N = 0 :M E S 5 = 5 5 :G 0 5 1 1 0  9 9 9 6 ; ?  ; I F  I N V =

O T H E N  N E 5 5 = 9 2 :5 0 1 4 1 8  9 9 9 6 : ?
XO 9 1 1 1  T E M P = P R E S P O S :P R E S P O 5 = 0 :G 0 5 U B  3 0 0 0
SA 9 1 1 4  P R E S P O S = T E M P
DT 9 1 1 5  M E S S = 7 1 :G O S U O  9 9 9 6 : ?  T U R N
-
M O N O : "

t u r n s "
ON 9 1 1 9  R E T U R N
AP 9 1 2 0  R E T U R N
JE  9 1 3 0  X = 0 ; R E 5 T O R E  7 0 0 0 4 P R E S P O 5 :R E A D  O S :

R EAD  B
M I  9 1 3 1  R E S T O R E  1 5 0 0 0 + 0 t R E A D  O S : .  8 $
BA 9 1 3 7  R E T U R N
PO 9 1 4 0  N = 0 :M E S S = 8 8 1 G O S U B  9 9 9 6 ; ?  ; M E S 5 = 8 9

:G O SU B 9 9 9 6 : I N P U T  B S
DC 9 1 4 3  T R A P  9 1 4 9 1 C L O S E  n l : O P E N  $ 1 1 , 8 , 0 , " D

t A D V . D A T "
VY 9 1 4 4  1 1 1 : C C : C 5 = A S 1 1 , 1 5 0 ) : .  1 1 1 ;C 5 :C 8 = A

5 ( 1 5 1 , 3 0 0 ) : ?  1 :1 1 :C S :?  1 1 1 :C O D E S
GZ 9 1 4 5  F O R  I = 1  T O  C C : ?  1 1 1 : C O N ( I ) : ?  1 1 1 :1 1 I

D ( I ) : N E M I  I ; ?  U 1 , 1 P l i t 5 P 0 5 ;?  1 8 1 :M O N O
HU 9 1 4 9  C L O S E  n l : T R A P  5 0 :R E T U R N
ON 9 1 5 0  N = 0 : M E 5 5 = 1 5 : G 0 5 U B  9 9 1 6
CX 9 1 5 1  T R A P  9 1 5 1 : I N P U T  B S I I F  1 1 5 1 1 , 1 / 0 " Y

"  T H E M  9 1 5 9
RK 9 1 5 5  P O P  : P O P  : G O T O  1 9 1 0 4 0
NO 9 1 5 9  T R A P  5 0 :R E T U R N
T 1  9 1 6 0  1 . :5 1 : I F  C O N E I T E M / O P R E S P O S  A N D  C O N

I I T E M 1 ( ) 0  T H E N  M E 5 S = 5 1 : 6 0 5 U 8  9 9 9 5 :1 7 E T U
RN

GM 9 1 5 2  M E 5 5 = 5 7 : I F  H I D ( I T E M ) ) 0  T H E N  M E S S =
5 8 :C O N ( H I D C I T E M 1 ) = P R E S P O 5 : H I D ( I T E M ) = 0

8 Y 9 1 6 3  I F  I T E M = 5  T H E M  M E S S = 8 3
EO 9 1 6 4  I F  I T E M = 1  A N D  H I D C 1 1 0 1 7  T H E N  M E 5

S =8 4
NM 9 1 6 5  I F  I T E M = 1 4  T H E N  M E S S = 8 6
PM 9 1 6 6  I F  I T E M = 1 9  T H E N  M E S S = 8 5
0 5  9 1 6 7  I F  / T E M = 2 4  T H E N  M E S S = 9 5
VIC 9 1 6 9  G O S U B  9 9 1 6 :R E T U R N
OP 9 1 7 0  X = 0 : I F  G O N C I T E M / O P R E S P O S  T H E N  M E

S 5 =5 1 :G O S U B  9 9 9 6 t R E T U R N
I C  9 1 7 1  I F  I T E M 0 3 5  T H E M  X = 9 9
BM  9 1 7 2  R E T U R N

ADVENTURE
XX 9 1 8 0  I F  I T E M = 2 4  T H E N  X = 0 : M E 5 5 = 1 8 : G 0 S U 6

9 9 9 6 t R E T U R N
OK 9 1 9 0  R E T U R N
OH 9 2 0 0  N = 0 : I F  C O 0 1 1 0 1 0 0  T H E N  M E 5 5 = 6 2 : G O

TO 9 2 0 9
OZ 9 2 0 1  C O N ( 1 0 ) = P o r 5 P 0 s : M E 5 5 = 0 2
UU 9 2 0 9  C O S M O  9 9 9 6 :R E T U R N
AO 9 2 1 0  R E T U R N
AR 9 2 2 0  R E T U R N
HL 9 2 3 0  R E M  * *  F A L L  T H R O  T O  N E X T  L I N E
SZ 9 2 4 0  X = 0 : I F  C O N C I T E M ) ( ) P R E S P O S  A N D  C O N

C I T E M 1 0 0  T H E N  M E 5 S = 5 1 :G O T O  9 2 4 9
0
.
1
1
1  
9
2
4
1  
I
F  
I
T
E
M
O
2  
A
N
D 
I
T
E
M
0
1
1  
A
N
D 
I
T
E
M
(

) 1 2  T H E N  M E S 5 = 7 5 :G O T O  9 2 4 9
DO 9 2 4 2  M E S S = 2 4 : C O N ( I T E M ) = 1
VG 9 2 4 9  G O S U O  1 1 9 6 :R E T U R N
BA 9 2 5 0  R E T U R N
BD 9 2 6 0  R E T U R N
VA 9 2 7 0  X = 0 : M E 5 5 = 2 7 : G 0 5 U O  9 9 9 6 :R E T U R N
JG 1 2 8 0  X = 0 : I F  C O N ( I T E M ) ( > 0  T H E N  M E 5 5 = 5 4 :

GOSU B 9 9 9 5 : G O T O  9 2 8 9
MM 9 7 8 1  C O N C I T E M ) = P R E S P O S
SH 9 2 8 2  I F  I T E M = 1 7  A N D  C O N C 1 ) = 0  T H E N  M E S S

=7 7 :G 0 5 1 1 8  9 1 1 6 : C O N C 1 7 1 = 1 : H I D ( 1 ) = 1 7 : I N V

OG 9 2 8 3  I F  I T E M = 2 0  A N D  C 0 N ( 1 8 ) = 0  T H E N  M E S
5 =9 1 :6 0 5 U 1 1  9 9 9 6 : C O N C 2 0 3 = 1 : H I D ( 1 8 ) = 2 0 : 1
N V = I N V
-
1

CT 9 2 8 9  R E T U R N
BM 9 2 9 0  R E T U R N
VT 9 3 0 0  1 1 = 0 : M E S S = 7 9 : I F  N O U N S O " C O M O "  T H E N

9 3 0 9
PR 9 3 0 1  M E S 5 = 8 0 :G O S U B  9 9 9 6 : I N P U T  B S
F Y 9 3 0 2  I F  O S O C O D E S  T H E N  M E S 5 = 8 1 : 6 O T O  9 3

0 9
D5 9 3 0 3  M E S S =8 2 :6 0 5 1 1 0  1 1 0 0 0
UM 9 3 0 9  6051.111 9 9 9 6 :R E T U R N
MX 1 3 1 0  X = O t T R A P  9 3 1 9
BO 9 3 1 2  M F 5 5 7 .8 7 :6 0 5 1 1 0  9 9 9 6 : .  :M E S S =8 9 :1 7 . 0 5

U 8  9 1 9 6 : / N P U T  O S
ZE 9 3 1 3  C L O S E  H I : O P E N  1 1 1 , 4
o
0 . " 1 ) : 1 1 0
1
. P . D A T "

CM 9 3 1 4  I N P U T  H I : C C : I N P U T  t n . : A S : I N P U T  U l ;
CS : I NP UT U l ; C O D ( S

WZ 9 3 1 5  F O R  I = 1  T O  C C : I N P U T  n 1 ; O : C O N 1 / 1 = 0
:I N P U T  n 1 : 0 : H I D C I 1 = 0 : N E X T  I : I N P U T  1 1 1 :P
R E S P O S t I N P U T  1 1 1 :1 4 0 1 4 0

NE 9 3 1 6  A S ( LE N c A S ) + 1 . ) = c $
HP 9 3 1 9  C L O S E  n l : T R A P  5 0 t R E T U R N
SN 9 9 9 5  R E M  * *  51101 .! * *
UY 9 9 9 6  R E S T O R E  1 0 0 0 0 + 1 4 E 5 S
FV 9 9 1 7  R E A D  O S :
,  0 S ; "  
" : : R E T U
R N

011 9 9 9 9  R E M  * *  S N O W  D A T A  N M
ZO 1 0 0 0 0  D A T A  S o r r y  I  d o n ' t  k n o w  h o w  t o
H I  1 0 0 0 1  D A T A  I ' d  b e t t e r  n o t .
EV 1 0 0 0 2  D A T A  N o t h i n g  h a p p e n s
FA/ 1 0 8 1 5  D A T A  D o  y o u  r e a l l y  w a n t  t o  q u i t ?
MS 1 0 0 1 8  D A T A  S i r !  Y o u  g o  t o o  f a r .
EL  1 8 0 2 3  D A T A  A l ,  t h a t ' s  b e t t e r !
V I  1 0 0 2 4  D A T A  O h  t h a t  t a s t e d  g o o d !
DX 1 0 8 2 7  D A T A  I N  n o t  A l a d d i n  -  n o t h i n g  h

a p p e n e d .
PM  1 0 0 5 0  D A T A  I  d o n ' t  k n o w  w h a t  a
1
,
1
0  
1
0
0
5
1  
D
A
T
A 
I  
d
o
n
'
t  
s
e
e  
i
t  
h
e
r
e
!

PM  1 0 0 5 2  D A T A  1  c a n ' t  d o  t h a t !
V P  1 0 8 5 3  D A T I  I N  c a r r y i n g  t o o  m u c h .  T a k e

I N V E N T o r y .
LC 1 0 0 5 4  D A T A  I ' m  n o t  c a r r y i n g  i t !
DO 1 0 0 5 5  D A T A  I  O N  c a r r y i n g . . .
Z J  1 0 6 5 6  D A T A  S o r r y  b u t  I  c a n ' t  g o  i n  t h a

t  d i r e c t i o n
MN 1 0 0 5 7  D A T A  I  s e e  n o t h i n g  s p e c i a l
E P  1 0 0 5 8  D A T A  I  s e e  s o m e t h i n g !
MG 1 0 0 5 9  D A T A  I t s  t o o  h e a v y !
XE 1 0 0 6 0  D A T A  w o n ' t  l e t  m e  p a s s
OH 1 0 0 6 1  D A T A  T h a n k  y o u  S i r .  T h a t  w i l l  d o

n i c e l y
BJ  1 0 0 6 2  D A T A  R e c e p t i o n i s t  t u r n s  a w a y  b l u

s h i n g
I Z  1 0 0 6 3  D A T A  I t ' s  v e r y  h o t  i n  h e r e !
0 5  1 0 0 6 4  D A T A  T h e  s n o w  i s  m e l t i n g
AG 1 0 0 6 5  D A T A  T h a t ' s  v e r y  k i n d  o f  y o u  d e a

r i e
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METMAN
GI
XU

ZX
GI
XR

as
Dv 1 0 0 7 1  D A T A  S now  w i l l  b e  m e l t e d  i n
40 1 0 0 7 2  D A TA  T h e  s n o w  f a l l s  w i t h  a  s i c k e

n i n g  p l o p  o n t o  t h e  p r e s e n t e r ' s  h e a d
KE 1 8 0 7 3  D A TA  a n d  r u n s  i n  f r e e z i n g  d r i b u l

e t s  o v e r  h i s  h a i r  a n d  h e a d  a n d  s h r i n k
s h i s

VP 1 0 0 7 4  D A TA  S a v i l l e  R o w  s u i t  i n t o  a  c r u
m ole. ) s o d d e n  m e s s .

ML 1 0 0 7 5  D A TA  W h a t  a  h o r r i b l e  i d e a !
HO 1 8 0 7 6  D A TA  T h e  s n o w  i s  i n  t h e  f r i d g e
LH 1 0 0 7 7  DATA T h e  t o r c h  i s  n o w  w o r k i n g
DV 1 0 0 7 8  D A TA  1 T . 5  TO O  DARK T O  S E E !
NZ 1 0 0 7 1  DATA I  d o n ' t  u n d e r s t a n d  y o u
OH 1 8 8 8 0  D A TA  T y p e  i n  c o m b i n a t i o n  num be r
WO 1 0 0 8 1  D A TA  W r o n g  num be r
ZF 1 0 8 8 2  D A TA  T h e  d o o r  s w i n g s  o p e n !
AI  1 0 0 8 3  DATA T h e r e  a p p e a r s  t o  b e  s om e  k i

nd o f  w e a t h e r  f o r e c a s t  s h o w i n g .
DR 1 0 0 8 4  D A TA  T o r c h  n e e d s  a  b a t t e r y
AC 1 8 0 8 5  D A TA  I t ' s  s t i l l  d r i p p i n g  w e t !
EH 1 0 0 8 6  D A TA  C h a r t  s a y s ;  . D r o p  s n o w  i n  f

r i d g e  t o  k e e p  i t  f r o m  m e l t i n g '
I T  1 0 0 8 7  DATA TU R N  O N D I S K  D R I V E ;  I N 5 E R T

DI SK W I T H  S A V E D  GAME
HD 1 0 0 8 8  D A TA  TURN O N TH E  D I S K  D R I V E ;  I N S

CRT A  BLANKDI S K
1 0 0 8 9  D A TA  P R E 5 5  RE TUP  W H E N  RE ADY
1 8 8 9 0  DATA CO NG RATULATI O NS ! !  T h i s  ga m e

i s  n o w  o v e r .
10891  D A T A  T h e  s n o w  i s  b a c k  i n  t h e  b u c
k e t
1 0 0 9 2  D A TA  N o t h i n g  a t  a l l !
1 0 8 9 3  D A TA  N o t h i n g  h a p p e n s !  I t ' s  e m p t y

1 0 0 9 4  D A TA  T h e  c o a t  f a l l s  o n  t h e  fl a m e
s a n d  s m o t h e r s  t h e  fi r e

1 0 8 9 5  DATA S L A P ' 10999 REM ** P455 P RO TE CTI O N * *
1 1 0 0 0  I F  A S E P R E 5 P O S - 1 , P R E S P O S - 1 2 1 "  T
HEN 0 S ( P R E 5 P O S - 1 , P R E 5 P 0 5
-
1 ) = " 0 "
1101.0 I F  D S C P R E 5 P 0 5 + 1 , P R E 5 P 0 5 +
1 ,
= "
1
"

HEN A S ( P R E S P O S + 1 , P R E S P 0 5
- 1
1 ) = "
8
"

1 1 0 2 0  I F  A S ( P R E S P 0 5 + 1 0 , P R E S P 0 5
. 1 1 0 )
= "
1
"

THEN A S ( P R E S P O S + 1 0 , P R E S P 0 5
. 1
1 0 ) = "
0
"

1 1 0 3 0  I f  A S ( P R E 5 P O S - 1 0 , P R E S P O S
-
1 0 ) = "
1
"

THEN A S ( P R E S P O S
-
1 8 , P R E S P O S
-
1 0 ) = "
0
"

1 1 8 4 0  I F  AS (P RE S P O S -1 1 0 0 , P RE S P O S +1 0 0 )="
I "  TH E N  A S ( P R E 5 P O S fl o o
j
i i m E m i n s e i g g ) =
. 0

PM
NT

PM

NY
5J

VH

OP
UD
OY

C I

I D

VV

511

1 0 0 6 6  D A TA  T h a n k s  p a l .  W e r e  o f f  n o w .
1 0 0 6 7  D A TA  T h e  c o m p u t e r  fl i c k e r s  i n t o
I i f e !
10068  D A TA  T h e  c o m b i n a t i o n  n u m b e r  I S
1 0 0 6 9  D A TA  F i r s t  I  n e e d  a  k e y !
1 0 0 7 8  D A TA  D o g  e a t s  s a u s a g e s  a n d  f a l l s

G I  1 1 0 5 0  I F  4 S ( P R E 5 P O 5 - 1 0 0 , P R E 5 P 0 5
-
1 0 0 ) = "

I "  THE N 4 S ( P R E 5 P 0 5
-
1 0 0 , P R E 5 P O 5
-
1
0 8
) . = "
0

DX 1 1 0 6 0  RE TURN
GN 1 2 0 8 0  RE M * *  ROOM S P E C I F I C S  * *
NW 1 2 1 2 0  ME 5 5 =6 3 :G O S UO  1 9 9 6
no 1 2 1 2 1  0 = C 0 N ( 2 0 1 : T E M P = C O N ( i 8 ) ( I F  0 = P RE S

POS O R 0 = 0  THE N 1 2 1 2 5
GO 1 2 1 2 2  I F  0 = 1  A N D  ( T E M P . ( )  O R TE MP =P RE 5P

OS) T H E N  1 2 1 2 5
E0 1 2 1 2 3  GOTO 1 2 1 . 2 9
DG 1 2 1 2 5  MO NO =MO N0 . 1
0FF 1 2 1 2 9  RE TURN
TA 1 2 1 5 8  I F  C O N ( 9 ) 0 P R E 5 P O S  THE N 1 2 1 5 9
MR 1 2 1 5 1  T E M P = C O N ( 2 2 ) ; C O N ( 2 2 ) = C O M (
2 3
) : C O M

( 2 3 ) = T E M P t C O N ( 9 ) =
1ZE 1 2 1 5 2  G O MI S  1 1 0 0 0 : N E 5 5 . 6 1 G 0 5 U B  11116

FR 1 2 1 5 9  RE TURN
FW 1 2 1 7 0  I F  ACTI O m = 1 7  AND E TE m =3
,
5  T H E N  M E

5 5 = 2 3 : 6 0 5 U 0  9 9 9 6
DP 1 2 2 2 8  RE TURN
DT 1 2 2 3 0  RE TURN
DX 1 2 2 4 0  RE TURN
GP 1 2 2 5 0  I F  4 C T I 0 N = 1 8  AND T I E M = 2 4  TH E N  GO

SUB 1 1 0 8 0
MP 1 2 2 5 1  I F  A S C P R E S P 0 5
-
1 , P R E S P 0 5
-
1 1 = "
0
"  T
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HEN MESS=621G 05118 9 9 9 6
EL 1 2 2 5 2  RE TURN
EF 1 2 2 6 0  RE TURN
EJ 1 2 2 7 0  RE TURN
EN 1 2 2 8 0  RE TURN
DS 1 2 3 2 0  RE TURN
EM 1 2 3 7 0  RE TURN
DU 1 2 4 2 0  RE TURN
UG 1 2 4 3 0  I F  C O N ( 1 5 ) 0 P R E S P O S  TH E N  1 2 4 3 9
24.0 1 2 4 3 1  M E 5 5 = 6 5 : G 0 5 U 8  9 9 9 6 : C O N ( 1 5 ) = 1 : T E M

P = C O N ( 2 5 ) : C O N ( 2 5 ) = C o m ( 2 6 ) : c o m ( 2 6 ) = T E m p
LO 1 2 4 3 2  GOSUO 1 1 8 0 8
FS 1 2 4 3 9  RE TURN
ED 1 2 4 4 0  RE TURN
EL 1 2 4 6 0  RE TURN
XJ 1 2 4 7 8  I F  C O N ( 1 0 ) 0 P R E S P O S  THE N 1 2 4 7 1
TK 1 2 4 7 1  605118  1 . 1 0 0 0 :TE MP =CO Nt3 1 ) ;CO NC3 1 1

= C O N ( 3 2 ) : C O N C 3 2 1 . TE M P : C O N ( 1 0 ) = 1
GI  1 2 4 7 9  RE TURN
ET 1 2 4 8 0  RE TURN
DU 1 2 5 1 0  RE TURN
DV 1 2 5 2 0  RE TURN
EK 1 2 5 5 0  RE TURN
GD 1 2 5 5 9  RE TURN
EN 1 2 5 8 0  RE TURN
DX 1 2 6 1 0  RE TURN
I L  1 2 6 4 0  I F  L I G H T S  TH E N  ME S S =78:G O S UB 9 9

9 6 : 6 0 T 0  1 2 6 4 1
2.ie 1 2 6 4 4  I F  C O N ( 1 6 ) 0 P R E S P O S  THE N 1 2 6 4 9
MR 1 2 6 4 5  M E S 5 = 6 7 : 6 0 5 U 8  9 9 9 6 : ?  : M E S 5 . 6 8 : G O

SUO 9 9 / 6 : 7  CO DES
GC 1 2 6 4 1  RE TURN
EN 1 2 6 5 0  RE TURN
1(0 1 2 6 6 0  I F  C O N ( 2 1 0 P R E S P O S  THE N 1 2 6 6 9
PU 1 2 6 6 1  GOSUO 1 1 0 0 0 : M E 5 5 = 6 6 : G 0 5 U 8  9 9 9 6 : C

O N ( 2 7 ) = 1 : C O N ( 2 ) = 1
GK 1 2 6 6 9  RE TURN
EV 1 2 6 7 0  RE TURN
E /  1 2 6 8 0  RE TURN
VW 1 2 7 1 0  I F  C O N ( 4 8 1 0 P R E S P O S  TH E N  1 2 7 1 1
MT 1 2 7 1 1  I F  CO N(4 5 )=P RE S P O S  TH E N  ME S S =9 3 :

605110 9 1 9 6
OD 1 2 7 1 . 2  I F  CO N(4 6 )=P RE S P O S  TH E N  M E 5 5 = 1 4 :

GOMM 1 9 9 6 : 6 0 5 1 1 0  1 1 0 0 8 : C 0 N ( 4 8 ) = 1
FT 1 2 7 1 9  RE TURN
F5 1 2 7 2 0  0 . C O N ( 2 0 ) : T E M P = C O N ( 1 8 ) : I F  0 < > P RE

SPOS AND C O O L  O R TE MP (>P RE S P O S ) T H E N
1 2 7 2 9

FU 1 2 7 2 1  ME S 5 =7 6 :G O 5 U0  9
.
9 9 6 : M O N O = M O N 0
-
1

JE 1 2 7 2 2  I F  MO NO >100  THE N HO NO =1 0 8
FX 1 2 7 2 9  RE TURN
EU 1 2 7 6 0  RE TURN
ED 1 2 0 1 0  RE TURN
EH 1 2 8 2 0  RE TURN
EL 1 2 8 3 0  RE TURN
2D 1 2 0 4 0  I F  C O N C L I / O P R E 5 P 0 5  THE N 1 2 8 4 9
J I  1 2 8 4 1  GOSUO 1 1 0 0 0 : N E 5 5 = 7 0 G 0 5 U B  9 9 9 6 : 1

E MP =C0 NC2 8 1 :CO N(2 8 )=CO NC2 1 1 :CO N(2 9 )= T E
mv

MX 1 2 8 4 2  CO N(1 1 . 1 =1
GI  1 2 8 4 9  RE TURN
ET 1 2 0 5 0  RE TURN
KM 1 4 9 9 9  RE M * *  HE LP  T E X T  * *
KW 1 5 0 0 0  DATA T r y  e x p l o r i n g  a n d  e x a m i n i n g

t h i n g s
GI  1 5 0 8 1  D A TA  G e t  o u t  b e f o r e  t h e  i c e  m e l t

s !
CR 1 5 0 0 2  DATA G u a r d s  a r e  p o o r l y  P a i d
PG 1 5 8 0 3  D A TA  T r y  g e t t i n g  v e r y  f r i e n d l y
RF 1 5 0 0 4  DATA P e r h a p s  s h e  w a n t s  t o  s i t  d o

wn?
OH 1 5 0 0 5  DATA S a v a g e  d o g s  a r e  o f t e n  p o o r l

y f e d
110 1 5 0 0 6  DATA Y o u  n e e d  a  k e y
HF 1 5 8 0 7  DATA C o m p u t e r s  n e e d  t a p e s
NZ 1 5 0 0 8  D A TA  J o u r n a l i s t s  a r e  h a r d  d r . n k e

r s
OF 1 5 0 0 9  DATA T r y  * T Y P E  C oM O I N A T/ O W
HY 1 5 8 1 0  DATA E x a m i n e  c u p b o a r d ?
U0 1 5 0 1 1  DATA S m o t h e r  t h e  fi r e
GG 1 8 9 9 9  RE M * *  E X I T  * *
GN 1 1 8 0 0  ?  " T h e  s n o w  h a s  a l l  m e l t e d  a w a y "



PS 1 9 0 1 0  ?  " T h e r e  d o e s n . t  s e e m  t o  b e  M u c h
p o i n t  i n h a n g i n g  a r o u n d . "

NO / 1 0 2 0  ?  ; I  I n  a n y  c a s e ,  t w o  l a r g e  b u r
l y  s e c u r i t y  g u a r d s  h a v e  j u s t  a r r i v e d  t
o s o r t  m e  o u t : .

KE 1 9 8 3 0  ?  : ?  " H E L P
L L  1 9 0 4 0  ?  : ?  "A N O T H E R  G AM E  C V / N I ?  " ; : I N P

UT O S
PM 1 9 8 5 0  I F  O S = " V "  T H E N  R U M
V /  1 9 0 6 0  I F  0 $ 0 . 1 1 "  T H E N  G O T O  1 1 8 4 0
Z A 1 9 8 7 8  E N D
MS 2 8 0 8 0  D A T A  1 0 4 , 1 0 4 , 1 3 3 , 2 4 3 , 1 0 4 , 1 3 3 . 2 4 2

, 1 0 4 , 1 0 4 , 1 4 1
Z K 2 0 0 1 0  D A T A  9 7 , 6 , 1 0 4 , 1 3 3 , 2 4 1 , 1 0 4 , 1 3 3 , 2 4

0 , 1 0 4 , 1 0 4
L X 2 8 0 2 8  D A T A  / 4 1 , 1 6 , 6 , 1 6 1 , 0 , 1 4 1 , 9 9 , 6 , 1 4 1

, 1 0 0
US 2 0 0 3 0  D A T A  6 , 1 7 2 , 9 9 , 6 . 2 0 4 , 9 7 , 0 , 1 7 6 , 4 6 ,

1 7 7
KM 2 0 0 4 0  D A T A  2 4 2 , 1 7 2 , 1 0 0 , 6 , 2 0 9 , 2 4 8 , 2 0 8 , 2

7 , 2 3 8 , 9 1
NH 2 0 0 5 0  DATA 6 , 2 3 8 , 1 0 0 , 6 , 1 7 3 , 1 8 e p 6 , 2 0 5 , 1

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

PE 2 0 8 7 0  D A T A  9 0 , 6 , 7 6 , 8 7 , 6 , 1 6 / , 0 , 1 4 1 , 1 0 0 ,
6

YG 2 0 0 8 0  D A T A  2 3 8 , 9 9 , 6 , 2 0 8 , 2 0 2 , 1 6 9 , 0 , 1 3 3 ,
2 1 2 , 1 4 1

0 1  2 0 0 9 0  D A T A  1 0 1 , 6 , 1 6 9 , 8 , 1 3 3 , 2 1 3 , 9 6 , 0 , 0 ,
0

DM 2 0 1 0 0  D A T A  0 , - 1
EZ  2 4 9 9 9  R E M  * *  I N T R O D U C T I O N  m a -
OA 2 5 0 0 0  R E S T O R E  2 5 0 0 0 : G R A P H I C S  e
8 0  2 5 0 0 5  P O K E  1 6 , 6 4 : P O K E  5 3 7 7 4 , 6 4 : R E M  D I S

ABL E  B R E A K
SE 2 5 8 1 0  R E A D  c S : i f  C $ * - 1 “  T H E M  2 5 0 3 8
T Y 2 5 0 2 0  ?  C S : G O T O  2 5 0 1 8

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 translate 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 -
S O L U T I O N . T X
T "  t o  
d i s k .  
R e t u r
n  
t o  
A t a
r i  
W r i t
e r .

load in SOLUTION.TXT, and read off the solution normally.
The last article of this series will look at advanced programming techni-

ques and some programming aids

XPOT QPSE - XPOT FLBU - UFLDVC NBYF - I  -
(SFCNVO OPJUBOJCNPD SFUOF) - OPJUBOJCNPD
FOZU - F - (SFCNVO OPJUBOJCNPO UFH) - F0BLI
USFTOJ - X - X - ZFLTJIX FWJH - X - RAW FLBU - X -
0  - 0  - F - F - ZFLTJIX FLBU - FGBI NBYF X  SPPE
L D P M O V - 0 - 0 - F - F - F - F - F - T - T - X - X -
ZSFUUBC USFTOJ - IDSPU FLBU ESBPCQVD NBYF -
F - &IBM FWJH - -  T-  &RID FLBU - F - T - T - T -  X-
X - X - X - ZSFUUBC FLBU F  - FFIBTVBT FWJH - F F
- F - ZFL FLBU OPUSBD NBYF - 0  UBPD QPSE - 0  -
0 - X - 0 - F F I B T V B T F L B 1 J - 0 - 0 - X - X - X - X - X - T -
T X  UBPD FLBU -  0  - 0  - F - UTJORJUOFDFS
TTJL - 0  - ZFOPN QPSE

ADVENTURE
DU 2 5 0 3 0  R E T U R N
HS 2 5 0 4 0  ?  "  P R E S S  T O  C O N T I N U E " ; : !

NpuT BS : RE TURN
ZL 2 5 0 9 0  DATA MigUMMEMMM -  An a dv e nt ur e  by

J o h n  W h i t e
UV 2 5 1 0 0  D A T A  O n  F r i d a y  I  l i s t e n e d  t o  t h e

w e a t he r  f o r e c a s t .
OC 2 5 1 1 0  D A T A  I t  p r e d i c t e d  b r i g h t  S u n S h i n

e,
RK 2 5 1 2 0  D A TA  O n  S a t u r d a y  I  w e n t  o u t  f o r

a p i c n i c .
OD 2 5 1 3 0  D A T A  I t  S N O W E D !
VZ 2 5 1 4 0  D A T A  T o d a y  -
S u n d a y
-  I  
a m  
s t a n d i
n

g i n  f r o n t  o f  t h e  M e t  O f fi c e  c l u t c h i n g
a b u c k e t  o f  s n o w .

SW 2 5 1 5 8  D A T A  W h i c h  I  a m  g o i n g  t o  d u m p  o n
T h e  p r e s e n t e r ' s  h e a d .

D I  2 5 1 6 8  D A T A  Y o u ' l l  d i r e c t  m e  t h r o u g h  t h
e l a b y r i n t h o f  t h e  M e t  O f fi c e  t o  fi n d  t
h e  p r e s e n t e r .

KA 2 5 1 7 0  D A T A  O u t  h e ' s  w e l l - g u a r d e d  -  I ' m
n o t  t h e  o n l y  o n e  w i t h  a  c o m p l a i n t '

GR 2 5 1 8 0  D A T A  *

CL 2 5 1 9 0  DATA E nt e r  t w o- w or d comoands t o
move me.

S I  2 5 2 8 0  D A T A  S o m e  w o r d s  /  u s u a l l y  k n o w  a
r e :

YZ  2 6 2 1 0  D A T A  T A K E / D R O P / I N V E N T O R Y / H E L P
vm 2 5 2 2 0  D A T A  Y o u ' l l  h a v e  t o  fi n d  t h e  o t h

e r s !
D J 2 5 2 3 8  D A T A  , - 1
D I  3 0 0 0 0  ?  " I T E M " , " L O C T M " , " N A M E " , " N I D D E N "

:F O R  1 = 0  T O  C C
ES 3 8 0 1 0  ?  I „ C O N ( I ) , : R E S T O R E  3 2 0 0 4 - I :R E A D

O S:? 0 $ , H X D ( I )
F T  3 8 0 2 8  N E X T  /

R ET U R N

WARNING - ' METMAN"
CONTAINS MACHINE CODE

ROUTINES. BE SURE TO SAVE
TH E PROGRAM BEFORE

RUNNING IT

CS i  R E M
'GA 2  R E M  U  S O L U T I O N
ZM 3  R E M  n  b y  J o h n  F .  W h i t e
EE 4  R E M  U  W r i t i n g  A d v e n t u r e s  S e r i e s  U
SG 5  R E M
NV 6  RE M  n  NE W A T A R I  US E R -  J u N E  1 9 9 1  n
CV 7  R E M
NA 8  R E M
OM 1 0 0  R E M
VE 1 1 0  D I M  A S C 1 0 0 0 1 , B S ( 1 8 0 0 )
U A 1 2 0  A S = " " : C L O S E  1 8 1 :0 P E N  U 1 , 4 , 0 , " A ; C L I M

, TX T"
NU 1 3 0  TR A P  1 7 0
OZ 1 4 0  G E T  U 1 , 0 :0 S = C 1 $ R S C B )
WE 1 5 8  AS CLE N( AS 3 4 . 1 ) = 0 5
MK 1 6 0  G O T O  1 4 0
0 0  1 7 8  O S = " " : F O R  I = L E N ( A S )  T O  1  S T E P  -
ICE 1 8 8  0 S C L E N ( O S ) 4 1 ) = A S C / , I )
G J 1 / 0  N E X T  I
FM 2 0 0  C L O S E  U I : O P E N  U 1
r
8 , 0 , " D : 5 O L U T I 0 N . T

X T "
KR 2 1 0  F O R  I = I  T O  L E N C O S /
PP 2 2 0  4 = A S C I 8 S I I , I I I : I F  A ) 6 4  A N D  A ( 9 1  T M

EN 4 = 0
-
1

HJ 2 3 0  P U T  n i , A
GA 2 4 0  N E X T  I
L I  2 5 0  C L O S E  fl i •
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ST? You may  be surprised to learn that  many  people,
hav ing spent hundreds  of  pounds on Atari's  latest

hardware,  have been quite disappointed wit h the qualit y  of
many  ST games_ Dozens of  colours and digit ised noises are
pleasant, but  they don't  necessarily make a bril l iant  game.
What  about  playability ,  addict iveness and las t ing appeal?
These characteris t ics seem more prevalent  in 8-bit  games than
In those produced for the ST, and the lat ter may cost ten t imes
more,  so why  upgrade? The problem is that  most  sof tware
companies  have chosen to concentrate their efforts where they
perceive the greatest profi ts lie, leav ing thousands of  dis illu-
sioned XL/ XE owners  with very lit t le to purchase.

F or t una t e ly ,  help is at  hand.  Over the past few months  a
company  called Byte Back have published over
T W E N T Y  different 8-bit  games, and the range con-

t inues to expand.  As well as releasing a few original t it les. Byte
Back have acquired the rights  to re-release some of the top
runners  of  the eighties. In fact. there's never been a bet ter
opportunit y  to obtain so muc h great entertainment  so cheaply
- you could buy  the complete collect ion for less than the cost of
three full-priced ST packages! It is of  course v itally  import ant
to encourage companies  such as Byte Back to maint ain an
interest  in the 8-bit  market .  All you have to do is buy  the
software! Wit h your support ,  but  not  wit hout  it, there should
be many  more bargain oldies to enjoy, and hopefully  some
original releases too. The future could be rosyl in case you're
not  convinced, let 's take a brief  look at a select ion of  the
goodies on offer so far.
By far the oldest game in the series is Jon Will iams '  J E T

B O O T  J ACK.  This  became an ins tant  hit  as one of  the fi rst
releases f rom English Software, who went  on to become a
prolifi c  source of  8-hit  material,  I t s  an amus ing ten-screen
plat form game based upon the exploits of space-age jogger
Jack in a record press ing plant !  He wants  to amass the
greatest mus ic  collect ion in the world by ret riev ing mus ical
notes f rom the factory, but  bugs and gremlins  are out  to stop
him.  There are lif ts and conveyors to contend wit h whils t
Jack's revolut ionary  jet -powered boots must  be re-fuelled at
regular intervals.  The graphics  are excellent and the sonics
almost  equally  so. Jet Boot Jack is s t ill one of  the best
plat f orm games around.
Jon Wil l iams  was also responsible for TI ME S L I P ,  t hough

unlik e his  prev ious achievement  this  one didn' t  receive a great
deal of  public ity  - perhaps  because It's rather diffi cult  to
describe! The idea is that a dis tant  planet  is in •t imeslip' and to
put  things  s t raight  you mus t  collect a number of t ime orbs
f rom each of  its three t ime zones. The display is split  vert ically
into three scrolling scenarios - the planet 's surface, under-
ground caverns (JBJ makes an appearance herd) and sub-
aqua - whic h you can choose to tackle in any order,  but  strict
t ime l imit s  are imposed. The graphics  are great! Watch out  for
a full rev iew coming soon in New Atari User (once I've fi gured
out  how to explain it!).
The bulk  of  Byte Back's games originate f rom Red Rat, who
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BYTE BACK STILLS CARES Al

emerged as the leading Atari publisher af ter English Sof tware
left the arena. L A S E R HA WK  is a bri l l iant  Sc ramble clone by
Andrew Bradfi eld and I larvey Kong Tin, who later produced
the incredible Hawkquest .  The original plot  spoke of  bombing
the headquarters  of the evil 'Proc 'rata' (backwards?) and rival
computer manufac turers ,  but  Byte Back have amended the
target descript ions to 'hi-tee indus t rial centres' produc ing sus-
pic ious household invaders (I wonder why?), As before your
aim is to negot iate air cannons, robot  ships, volcano erupt ions,
miss ile launchers,  laser beams and count less other obstacles
in order to destroy the baddies. Naturally ,  both graphics  and
sound effects are fi rst class.
In E S CA P E  F R O M  D O O M W O R L D  a group of  scientists

are being held captive on the planet  Doomworld and it 's your
intent ion to save them. The task comprises three dis t inc t
stages. the fi rst of which is a plat f orm game involv ing the
collect ion of  energy cells and several other art ifacts. Next  you
mus t  rescue the s t randed scientists, 'Choplifi er'  fashion,  be-
fore dropping them back at base. Finally  you have to chase
after three bombs which are subsequent ly  used to destroy
Dootnworld,  thereby complet ing the miss ion.
For shoot 'em up fanatics. D R E A D N A U G H T  is a s ubmarine

adaptat ion of  the famous  arcade hit  Defender.  Bas ically  it 's a
two-way  horizontal scroller featuring mult iple waves of  alien
craft  whose objective is YOUR dest ruc t ion - so you'd bet ter zap
them first! Visual delights inc lude well-animated players, an
int ricate status panel ant i a bri l l iant  explosion of  part ic les
when you're hit  by an alien missile,
Next ques t ion - are you brave enough to tackle the dangers of

Evil Ot t o
-
s  
d u n
g e o
n s ?  
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K NI G HTS .  In this  plat form game you're required to prevent
Otto unleashing his mons t rous  creat ion to destroy the Future-
world.  As a dis t inguished knight  you mus t  bat t le t hrough the
nine rooms of Otto's hideout ,  avoiding deadly Zombies  and
other nasties whils t  accumulat ing energy and treasure, You're
equipped wit h a handy  defl ector shield to fend of f  fire balls,
whic h 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  N I G H T M A R E S  caused quite a st ir when

a certain dis t ributor (well k nown for keeping a massive mail ing

1
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list but  never mai l ing anyone!) decided it  wasn't  suitable for
the general public ,  I t  was clearly a ludic rous  not ion since the
game is s imply  an unus ual shoot 'em up featuring a host of
superbly  drawn monstrosit ies.  Your job is to collect radiant
insects called Airlif t s  and destroy hideous creatures inc luding
demons,  werewolves and •Monkoids'.  Graphically ,  the overall
impress ion is one of  great at tent ion to detail.
S P A CE  L O B S TE RS  is the unlikely  t it le of  an arcade adven

ture centred on space hero Captain Crumble's  at tempts  to
salvage the huge colony-ship Colossus, whic h is drif t ing help
lessly t hrough the Universe_ The problem is that  the ship is
s warming with Robo Droids  and newly  hatched Space Lobs-
ters, and oddly  enough human flesh is their favourite diet!
Bril l iant  mus ic ,  good graphics  and an amus ing theme contri-
bute towards  an eminent ly  playable game.

Other ex-Red Rat hits  to look out for inc lude the excellent
1942' c lone S CRE A MI NG  WI NGS.  the v isually  s t unning

rally  s imulator S P E E D RUN and the exceedingly addict ive
C R U M B L E ' S  CRI S I S  lcoming soon, we're told).
On a less f rivolous note, a couple of recent addit ions  to the

series are F I G H T E R  P I L O T and T O M A H A W K  from Digital
Integrat ion.  Flight  s imulat ions  are hardly  an obv ious choice for
"budget isat ion" since they're usually  supplied wit h extensive
manuals .  charts  and other extras. Byte Back have somehow
managed to condense everything you need to know II hopell
onto the cassette inlay  which would suggest a fair amount  of
experimentat ion may  be necessary. FI GHTER PILOT was ori-
ginally  crit ic ised for its fi ddly  lens lok
-  p r o t e c t i o n  
g a d g e t  
w h i c h

involved pos it ioning a plast ic lens against  the screen to reveal
an aut horis at ion code. The good news is that  now you're
allowed to c limb s t raight  into the cockpit  wit hout  all the
hassle. Once there, you can experience landings,  normal fl y ing
and air-t o-air combat. • in  pract ice mode for beginners or with
log and crosswinds for expert pilots.  With no fog, the graphics
are excellent!
TOMAHAWK is a f ollow-up s imulat ion based upon the AH-

64A Apache advanced at tack helicopter.  The controls  take
some perseverance but  it 's  well worth the effort as you would
otherwise miss the bril l iant  3-D graphics,  featuring more than
7000 ground objects! Once profi c ient  in the basics you can

• '  ••A A  • 41. OIE • tA 0 V
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b y  P a u l  H i s x o n
embark  on increasingly  challenging miss ions to liberate the
map f rom enemy occupat ion.  A detailed rev iew of Tomahawk  in
PAGE 6 #35 described it  as 'a fi rst  rate, qualit y  program
of fering real challenge a n d  lots of  excitement'.  What  more
can I say?

THE BYTE BACK RANGE
(SO FAR)

A S T R O D R O I D
C O S M I C  P I R A T E
D O M A I N  O F  T H E  U N D E A D
E S C A P E  F R O M  D O O M W O R L D
E X P L O D I N G  W A L L
F I G H T E R  P I L O T
J E T  B O O T  J A C K
L A S E R  H A W K
L I T T L E  D E V I L
M A D  J A X
N I G H T M A R E S
P L A N E T  A T T A C K
R O B O T  K N I G H T S
R O U L E T T E  S I M U L A T O R
S C R E A M I N G  W I N G S
S P A C E  L O B S T E R S
S P A C E  W A R S
S P E E D  R U N
T I M E S L I P
T O M A H A W K
W A R  C O P T E R

Others may have been released since the above list was
compiled.  The games are priced at E2.99 each and are
available on cassette only, direct ly f rom Byte Back (Tel.
0536 771429) or f rom most  8-bit  Atari dealers.
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)(LAE UTILITY I6
A Word-Processor For Atari XL/XE Computers

by Phil Cardwell
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never used a word-processor.  One of  the many  reasons
for this  could be the expense of  buy ing a commerc ial

product .  Now they have no excuse, because Page 6 Writ er is a
more or less complete type-in word-processor.  based around
one or two c ommerc ial/ publ ic -domain programs.

Af ter loading Page 6 Writer the screen colours become white
text on a black background wit h a blue bar at the top of  the
screen. This  bar is the c ommand line and wil l  display various
messages and prompts .  Below the command line are a further
18 lines which is known as the 'text area'. This  space is used
for entering and edit ing your document ,
To s tart  us ing Page 6 Writer all you have to do is begin typing.

When the cursor reaches the right  hand side of the screen it
naturally  goes back to the left hand side, one line down.  I f  a
word was being typed at that  t ime,  that  too is moved to the
next line.  This  is called word-wrap and retains  a degree of
readabilit y  in your document .  When the cursor reaches the
bot tom right  hand corner of the text area, the screen automa-
t ically  scrolls the text upwards  to make way for a new line.

TYPING IT IN
Listing 1 is the BASIC program and should be typed in using

TYPO 3 to check each DATA line. The listing is a touch on the
long side, so I would suggest you type it in, in two or three
sittings. Believe me the effort you make will be more than
worthwhile.
When the program is RUN an ALITORLINSYS file will be

created on disk which will be loaded every time the disk is
booted.
When LOADing the program OPTION does not necessarily have

to be held down to disable BASIC. The only difference this makes
is that you will get an extra 8K of editing space.
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BASIC USE

EDITING FUNCTIONS
The edit ing features built  into Page 6 Writ er vary s light ly  f rom

the normal Atari edit ing funct ions. but  this  should not  present
too many  problems.

CTRL +
CTRL •
CTRL -

CTRL =

SHI FT +

SHI FT •

SHI FT -

SHI FT =

- Moves the cursor one space to the left
- Moves the cursor one space to the right
- Moves the cursor to the beginning of the

prev ious sentence
- Moves the cursor to the beginning of the next

sentence
- Moves the cursor to the beginning of the

prev ious word
- Moves the cursor to the beginntng of the next

word
- Moves the cursor to the beginning of the

previous paragraph
- Moves the cursor to the begitming of the next

paragraph

To insert  a s ingle space use CTRL-I ns ert .  A bet ter idea if  you
want  to type in several words  is to use SHI FT-I ns ert  as this
wil l  insert  255 spaces. A single character or space can be
deleted by us ing CTRL-Delet e.  The effect of  SHI FT-Delet e
ins tant ly  deletes all spaces between the cursor and the begin-
ning of the next word_
To quick ly  move the cursor to the top of  the screen, press

enc l . -H.  I f  the cursor was already at the top left corner of the
screen then vou wi l l  returned to the top of  your document .
Similarly  to get to the end of  your document  rapidly .  press
CTRL-E.
To delete a block of text. press CTRL-D and the c ommand line

wil l  t urn red and display the message "ERASE (S.W,P): RE-
TURN to exit.", Each t ime you press S. NV or P all text f rom the
cursor pos it ion to the end of  the Sentence. Word or Paragraph
wil l  be deleted. To exit this  mode press the RETURN key. I f  the
OPTION key is held down when you press CTRL-D.  all text
f rom the cursor posit ion to the beginning of the sentence, word
or paragraph will be deleted,
When you use the CTRL-D funct ion,  the text you have just

deleted isn't  completely  lost. I t  is moved to what  is k nown as



the 'Delete Buffer'.  This  prevents you f rom accidentally  erasing
too muc h text and then hav ing to re-type it  all_ By pressing
CTE1L-R the contents of the Delete Buf fer will be inserted at
the current  cursor posit ion,  The CTRL-R func t ion can be used
unt i l  the "Memory  Full" message appears, and can be used as
a very s imple cut -and-paste facility to create data tables. etc.
The Delete Buf fer is c leared every t ime CTRL-D is used.
CTRL-I  controls  the Insert /Typeover toggle and defaults  to

Insert  mode when Page 6 Writ er is fi rst  run.  In typeover mode
the c ommand bar will t urn black  as a warning.
If at any t ime you feel that  y our document  does not come up

to scratch, press either SHI FT-Clear or CTRL-Clear.  The com-
mand line again turns  red and displays the message 'ERASE
A l i  TEXT: Are You Sure (Y/N)?".  Confi rm this  by pressing Y
or abort  it  by any other keypress. Once an erase-all text
operat ion has been completed there is no way to restore it  at
all.

DISK USAGE
A document  can be saved or recalled to/ f rot t i disk  or cassette

at any t ime.
To save your text, press e n t i , - s  and the message "Save

(Device:Filename)>" appears on the command line. At  this
point  type D: FI LENAMEEXT and press RETURN.  I f  the SAVE
is successful the message "No Errors " wil l  appear on the
c ommand line,  otherwise the "Error #xxx." message wil l be
displayed.
To load a document  into memory,  use CTRL-L.  The message

"Load (Device:Filenamel>" is shown on the c ommand line. As
wit h the save c ommand type D: FI LENAME. Ex T and hit  RE-
TURN.  I f  the command line t urns  green when you press CTRL-.
L that  the ods t ing text wi l l  not  be wiped out  of  memory.  and
the fi lename of  the document  you give will be inserted at the
current  cursor posit ion.

DOS FACILITIES
There is an integral mini-DOS menu built  in to Page 6 Writer.

the idea for which was derived f rom the public  domain word-
processor TextPro. Access to the menu is gained by press ing
CTRL-M.  whic h displays the directory of the current  default
disk  drive.
The fi rst not iceable thing about  this  menu Is that  the ent ire

direc tory  of a single density disk  can be displayed. However in
order to achieve this  the sector count  of  each fi le is missing.
When called, this  menu highlights  the fi lename in the top
lef t -hand corner.  The highlight  bar can be move to any  of  the
fi lenames by us ing the cursor arrow keys, but  there is no need
to hold CONTROL down as well.

ESC -  Wil l  e t  the menu and return you to your
document

CTRL-L  -  Loads the highlighted fi le into the word
processor. Any exist ing document  wil l  be
overwritten

CTRL-D -  Deletes the highlighted fi lename
- Formats  the disk in the default  drive. There is

a confi rm prompt  to this  opt ion

'

1-8

- Lock. Protects the highlighted fi lename f rom
being accidentally  erased

- Unlock.  Unprotec ts  the highlighted fi lename
- Renames the highlighted fi le. Simply  type in

the new fi lename and press RETURN
- Gets a disk directory f rom that  drive number.

This  drive number then becomes the default .
and a directory wil l be taken f rom it  if  the mini -
DOS menu is left and then re-entered

EXTRA FEATURES
A search and replace facility is a major  feature of any word-

processor, and Page 6 Writ er is no exception. To use this  you
mus t  fi rst tell Page 6 Writ er the s t ring you want  to fi nd. This  is
done by holding down OPTION and press ing CTRL-F,  to get
the "FIND:" prompt  on the command line.  Af ter typing the
st ring press RETURN,  and then to fi nd the fi rst occurrence
press CTRL-F wit hout  OPTION. The FIND func t ion is fussy and
dis t inguishes between cases of  letters. So i f  you asked Page 6
Writ er to fi nd 'the' it  would not  stop at The'.  Also Find wi l l  stop
at certain words  because the s t ring is embedded,  i.e. further.
To change the found string,  you mus t  fi rs t  set the replace

string. This  is done by holding OPTION down and press ing
CTRL-C to get the "Change To:" prompt  on the c ommand line.
Type your desired replacement  and hit  RETURN.  Now to
actually  change the s t ring found press CTRL-C.

By combining the kcypresses of CTRL-F and CTRL-C we can
effect search and replace. Alternat ively  you can use the global
func t ion which is accessed by pressing CTRL-G.  This  will fi nd
EVERY occurrence of the fi nd s t ring and replace it  wit h the
replace string. Use wit h caut ion,  because if  the fi nd s t ring is
embedded wit hin another word,  it  wil l produce highly  undes ir-
able results.
My preference for screen colour may not be to your taste and

this can be altered as well. Pressing CTEIL-B and CTRL-T will
cycle t hrough the colours available for the background and
text respectively.
To some degree, minor  typing errors are also catered for. A

c ommon error is to see a charac ter or word that  is writ t en in
the wrong case. CTRL-A changes f rom uppercase to lowercase
or vice-versa. And t ranspos it ion errors  can be fixed by pressing
CTRL-X.  The character at the current  cursor posit ion is then
swapped wit h the character on its right .
Another small feature is c r iu . , -w which displays the amount

of free memory  in terms of characters. And by pressing CTRL-
Z you are able to dis t inguish between t rue 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 f amil iar wit h Page 6 Writ er
and get ready to print  it.

PRINTING
The support  that  Page 6 Writ er offers for print ing can be

complicated,  yet once mastered, you wil l  be able to see the
power of the array  of  features. Wit h these new features comes
a whole new set of  commands  as well.
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To begin pr int ing is s imple,  press CTRL-P,  type the device
and fi lename (Generally  P  alt hough 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 Writ er requires format t ing commands  to be entered in

Inverse video, but  because the normal inverse video key is
disabled, the SELECT key can be used instead. All formatt ing
commands  should be [yped in lowercase only. There are two
levels of  format t ing which are called CONTROL and EXECU-
TION. CONTROL mode controls  items such as the page mar-
gins, whils t  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 I s  used to set the left margin.  Any  value between 0
and 255 can be used. wit h 0 represent ing no margin.
The normal default  is 5

•  P o s i t i o n s  the right  margin,  wit h a value f rom 1 to
255. The normal default  is 75. I f  the right  margin
value is less than the left margin be prepared for
some rather unpredic table results
Top margin posit ion.  The number of blank lines to be
printed before the actual text is printed.  Defaults  to
5. I f  a header exists, it  wil l  always be printed on the
top line(s) of  the page

•  B o t t o m  margin posit ion.  The number  of blank lines to
be left at the bot tom of  a page. before going on to the
next sheet  defi ned as the page length less the value
given here. The default  value is 58
Defi ne footer. Followed by a line of  up to 255 charac-
ters. execut ion format t ing commands  can be inc luded
in the line. You do not  have to set a header to use a
footer or vice-versa

•  D e fi n e  header.  As for define looter. I f  you do not want
the header to be printed on the fi rst page, s imply
press the RETURN key before defi ning the header
Inc lude a file. I f  followed by a legal fi lename (Di l le-
name,ext). Page 6 Writ er will load the new document
and cont inue print ing as normal.  This  allows docu-
ments  larger than memory  capabilit ies to be printed.
m - Margin release. Used to outdent  text, it  should
come into operat ion before a line is to be printed,  and
af ter print ing the normal left margin value is restored

•  N e x t  page. No value need follow this  command
•  P a g e  Length counter.  Defaults  to 69 though this  may

have to be altered depending on your paper size
•  Q u o t a t i o n .  Follow with a line of  up to 255 characters,

It works  in a s imi lar way to the BASIC REM state-
ment  and wil l not  be printed

•  S p a c i n g .  Default s  to 1 f or single line spacing. use 2
for double,  3 for triple,  etc.
Wait_ Useful only  to those wit h let ter quality  or single
sheet printers,  i t  makes Page 6 Writ er temporarily
stop print ing unt i l a key is pressed

•  C o n t r o l s  the page width and defaults  to 80 for
80-c olumn printers .  Use 40 or 132 for others
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% A  value af ter this symbol,  indicates what  number  to
start  the page numbering facility  with.  Defaults  to 1
This  causes Page 6 Writer to start  print ing only  when
the given page number is reached

EXECUTION FORMATTING
These commands  can be either at the beginning of, or embed

ded in,  a l ine of  text. Again remember to hold down the
SELECT key when entering the key press.

Causes the current  page number to be printed
•  C e n t r e  a line of text. Place at the beginning of the

line. I f  you are us ing a 40 or 132 column print er
remember to alter the page widt h above, as cent ring
uses page width in its calculat ion

•  E d g e  to right  margin.  All text on the line following
this  command wil l  be blocked fl ush to the right
margin
Underline mode. Use one to enable underl ining and
one to disable. I t  wil l only  work  on printers  that
recognise CHRS(8) and CUIRS(95) as the underl ine
on/ of f  control codes

As Page 6 Writer was designed to be specific to no printer.
how does one send control codes out? As a pract ical demon-
st rat ion lets adhere to the Epson standard.
Firs t ly  the Esc character mus t  be defi ned at the start  of  your

document ,  This  can by be done by holding down SELECT and
typing an UPPER-CASE letter, followed by the = s ign and the
ASCII value for the Esc character.  Viz.

So if  we now typed the line:

E=27

Remember the E wil l  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 muc h the same way,

1=14
2=15

E I I
I E
L L
O E
2

The word HELLO would appear in double-width,  because we
had sent the control codes to t urn on double-width print ing
then oft again.

CONCLUSION
All that  remains  for me to do now is say t hat  I hope to prov ide

extra add-on rout ines  if  there is suffi c ient  interest,  such as
word count  and 80 c olumn print  previewing,  at  a later date.
Page 6 Writer has been tested wit h DOS 2,5. DOS XL, Sparta-
DOS with the US Doubler,  and only  one problem occurred in
us ing disks that  have been format ted in t rue double density,
heed my  warning_

I hope you enjoy us ing Page 6 Writ er as muc h as I enjoyed
wri t ing it. I would also like to extend special thanks  to Bev
Prince for a lit t le support  and to Charlot te for the inspirat ion to
fi nish the program.



, 0 , 0 , 0 , 0 , 8 , 0 , 0 , 1 0 , 1 1 , 1 2 , 1 3 , 1 4 , 1 5
L I  4 0  D I M  D A T S ( 9 1 ) , H E X ( 2 2 ) 1 F O R  X = 0  T O  2 2 :

R EAD  0 :1 1 E X E X 1 = N :N E X T  X : L I N E = 9 9 0 : R E 5 T O R
E 1 0 0 0 : T R A P  1 2 0 : ' P  "C H E C K / M G  D A T A

RH 5 0  L I N E = L I N F 4
-
1 0 : '  
" L I N E : " l L I
N E : R E A D  
D
A

T S : I F  L E N ( D 0 T S ) 0 9 0  T H E N  1 7 0
VC 6 0  D A T L I N = P E E K ( 1 0 3 1 - W E E K ( 1 0 4 1
4 1
2 5 6 : I F  DA T L I N O L I N E  T H E N  " L I N E  -

; L I N E ; "  H I S ST N G
1
" : E
N D

LY  7 8  F O R  X = I  T O  0 9  S T E P  2 :1 ) 1 =A5 C C D AT S C X ,
X 1 1 - 4 0 :D 2 =AS C C D AT S C H 4 - 1 , 1 4 4 1 / 2 - 4 0 :BY T E =H
E X ( D 1 ) 1 1 1 6 + H ( X ( D 2 )

FG 0 0  I F  P A S S = 2  T H E N  P U T  1 1 1 , B Y T E :N E X T  N : R
EAD  C H KS U M :G O T O  5 0

OG 9 0  T O T A L = T O T A L + B V T E : I F  T O T A L ) 9 9 9  T H E N
T O T AL =T O T AL - 1 0 0 0

LR 1 0 0  N E X T  X : R E A D  C H K S U M : I F  T OT AL =C H K5 1 1 1 1
TH EN  S O

OH 1 1 0  G O T O  1 7 0
DM 1 2 0  I F  R E E K ( 1 9 5 ) 0 6  T H E N  1 7 0
DA 1 3 0  I F  P A 5 S = 0  T H E N  1 5 0
DP 1 4 0  F O R  X = 1  T O  0 9 : P U T  1 / 1 „ 0 :N E N T  N : C L O S

E N 1 : E N D
G I  1 5 0  ?  " I N S E R T  D I S K  W I T H  D O S ,  P R E S S  R E T

U R N " : : D I M  I N S ( 1 ) I N P U T  I N S : O P E N  1 1 1 , 0 , 0
, "D :A U T O R U N . S Y S "

RB 1 5 0  : ?  -
W R I T I N G  
F I L E " : P
A S S = 2 :
L I N E = 9
9

a :R E S T O R E  1 0 8 0 : T R A P  1 2 0 : G O T O  5 0
MR 1 7 0  /  " B A D  D A T A :  L I N E  " M I N E : E N D
VO 1 8 0 0  D A T A  E F F E 0 0 1 F 4 D I T A 5 0 A 0 D F 1 4 4 A 5 0 0 0 D

F 2 4 4 A5 0 C 8 D F 3 4 4 0 5 0 D 6 D F 4 4 4 1 1 0 C 5 0 2 0 0 C 5 0 2 2 0
0 9 2 5 A9 C 0 C D E 4 4 2 0 6 E 4 4 2 F 0 2 1 , 6 5 9

DU 1 0 1 0  D A T A  2 0 1 E 2 6 2 0 3 9 2 AA5 0 C 6 D 7 6 2 5 0 5 0 D 0 0
7 7 2 5 0 9 7 5 0 5 0 C A9 2 5 0 5 0 D A9 0 0 0 D 4 4 0 2 0 9 0 1 0 5 0 9
2 0 E C 2 5 4 C 4 0 2 6 0 0 2 0 F 0 2 0 0 0 0 0 , 1 2 1

I C  1 0 2 0  D A T A  0 0 0 0 8 8 0 0 0 0 8 8 0 0 1 0 1 0 1 0 1 0 1 0 0 0 1 0
0 0 6 6 6 6 6 6 0 0 0 0 0 0 0 0 0 0 6 5 F E 5 5 5 6 F F 6 6 0 0 1 0 3 E 6 0
3 C 0 6 7 C 1 0 0 0 0 0 C C D 0 3 0 6 0 C C 0 C , 7 9 3

LR 1 0 3 0  D A T A  0 0 0 0 3 0 6 C 3 0 7 0 D E C C 7 6 0 0 1 0 1 0 3 0 6 0
0 0 0 0 0 0 0 0 1 0 3 0 6 0 6 0 6 0 6 0 3 0 0 0 3 0 1 0 0 0 0 0 0 C 1 0 3 0
0 0 0 0 5 5 3 C E F 3 C 5 6 0 0 0 0 8 0 1 0 1 0 , 7 6

LW 1 0 4 0  D A T A  7 E 1 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 3 0 3 0 6 0 0 8 0 0
0 0 0 0 7 F 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 8 0 3 0 3 0 0 0 0 0 0 5 0 G 1 0
3 0 6 0 C 0 0 0 7 C C E D E F 6 E 6 C 6 7 C 0 0 , 3 9 2

OL 1 0 5 8  D A T A  1 0 3 0 1 0 1 0 1 0 1 0 7 E 6 8 7 C C 6 0 C 1 0 3 8 5 0
F EO O F EO C 1 0 3 0 0 C C 5 7 C 0 0 1 C 3 C 6 C C C F EO C O C O O F E
C O F C 0 6 0 6 C 6 7 C 0 0 7 C C O F C C 6 C 6 , 0 0 4

QU 1 0 6 0  D A T A  c 6 7 C 0 0 7 E 0 5 0 C 1 0 3 0 6 0 6 0 0 0 7 C C 6 C 6
7 C c 5 C 6 7 C 0 0 7 c c 5 C 5 7 E 0 C 1 0 3 0 0 0 8 0 3 0 3 8 0 0 3 0 3 0
0 0 0 0 0 0 3 0 3 8 0 8 3 0 3 0 6 0 0 0 0 C 1 0 , 9 4 4

7P1 1 0 7 0  D A T A  3 0 6 0 3 0 1 0 0 0 0 0 0 0 0 0 7 E 0 0 0 0 7 E 0 0 0 0
3 0 1 0 0 C 0 6 0 c 1 8 3 0 0 0 3 C 6 5 0 6 , C 2 0 F 7 2 1 0 C 1 0 0 0 1 0
0 0 7 C C 6 D E D 5 O C E 0 3 C 0 0 7 C C 6 C 6 , 1 7 2

By 1 0 0 0  D A T A  C 6 F E C 6 C 6 0 0 F C C 6 C 5 F C C 6 C 6 F C 0 0 7 C
C 5 C 0 C 8 C 0 C 6 7 C O O F O C C C 5 C 5 C 5 C C E8 0 0 F EC O C O EC
C O C O F E0 0 F EC O C O F C C O C 0 0 0 0 0 , 2 8 0

Z X 1 0 9 0  D A T A  7 C C 6 C O D EC 6 C 5 7 C O D C 5 C 5 C 5 F EC 6 C 6
C 6 0 0 7 E 1 0 1 0 1 0 1 0 1 0 7 E 0 0 3 E 0 0 0 C O C O C C C 7 0 8 0 C 6
C C D OF EI D 6 C C C 6 0 0 C 0 C 0 C 0 C 0 C O3 2 2 8

OP 1 1 8 0  D A T A  C O F E 0 0 C 6 E E F E D 6 C 6 C 6 C 6 0 0 C 6 E 6 F 6
F ED EC EC 6 0 0 7 C C 5 C 6 C 6 C 6 C 6 7 C O O F C C 6 C 6 C 6 F C C O
C 0 0 0 7 C C 6 C 5 C 6 D E 7 C 0 E 0 O F C C 6 , 9 6 6

HF 1 1 1 0  D A T A  C 6 F C D 8 C C C 5 0 0 7 C C 6 C 0 7 C 0 6 C 6 7 C 0 0
7 E 1 0 1 0 1 0 1 0 1 8 1 0 0 0 C 5 C 6 C 6 C 6 C 5 C 6 7 C 0 0 C 5 C 6 C 6

EX 1 REM
HO 2 REM PAGE 6 W R I T E R 11
GE 3 REM b y /1
U L 4 REM  1 2 P h i l C a r d w e l l
HC 5 REM  1 1 11
WC 6 REM  U NEW A T A R I U SER  -  A P R I L ' 9 1
FD 7 REM
AY 1 0 REM
GO 20 O S K=1
U K 3 0 TR AP 4 0 0 0 0 :D A T A 0 , 1 , 2 , 3 0 4 , 5 , 5 , 7 , 0 , 9

PAGE 6 WRITER
C 5 C 5 6 C 3 0 0 0 C 6 C 6 C 6 6 6 F E E E C 6 , 2 3 4

UK 1 1 2 0  D A T A  0 0 C 6 C 6 5 C 3 0 6 C C 5 C 5 0 0 6 6 5 5 6 6 3 C 1 0
1 0 1 0 0 0 F E 0 C 1 0 3 0 6 0 0 0 F E 0 0 1 E 1 0 1 0 1 0 1 0 1 0 1 E 0 0
4 0 6 0 3 0 1 0 0 0 0 6 0 0 0 0 E 0 3 0 3 0 3 0 , 4 3 0

FO 1 1 3 0  D A T A  3 0 3 0 F 0 0 0 0 0 1 C 3 6 6 3 0 0 0 0 0 0 F 0 2 1 F 3
2 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 F E 0 0 0 0 0 0 0 0 0 0 0 8 8 0 8 0 7 C C 2
9 9 9 9 0 1 9 9 9 9 E 6 F C O 2 9 9 0 2 9 9 9 9 , 2 0

MO 1 1 4 0  D A T A  0 3 F C 7 C C 2 9 9 9 E 9 E 9 1 C 2 7 C F C O 2 9 9 9 9
9 9 9 9 0 2 F C F E 0 2 9 E 0 4 9 C 9 E 0 2 F E 7 E C I C E C 2 C E C C C C
7 0 7 C C 2 9 9 9 E 9 1 9 1 C 2 7 C F 6 9 9 9 9 , 6 6 7

NE 1 1 5 0  D A T A  0 1 9 9 9 9 9 9 F 6 7 F 6 1 7 3 3 2 3 2 7 3 6 1 7 E 3 E
3 2 3 2 3 2 3 2 7 2 C 6 7 C E 6 9 9 9 2 0 4 9 2 9 9 9 9 E 6 7 0 4 C 4 C 4 C
4 c 4 E 4 2 7 c E 6 9 9 0 1 0 1 0 9 9 9 9 9 E 6 , 3 2 6

PO 1 1 6 0  D A T A  E 6 9 9 0 9 0 1 9 1 9 1 9 1 E 5 7 C C 2 9 1 9
.
9 1
,
9 9 9

C 2 7 C F E C 3 C 9 C 5 C 3 C E C 0 F 0 7 C C 2 9 9 1 9 9 9 9 2 C 9 7 6 7 C
C 2 C 9 C 9 C 2 C 9 C 9 F 7 7 E C 3 9 E C 2 F 9 , 3 2 3

HI . 1 1 7 0  D A T A  9 9 C 3 7 E F E C 2 5 6 6 4 5 4 5 4 6 4 7 C F 5 9 9 9 9
9 1 9 9 9 9 C 2 7 C E 6 9 9 9 9 9 9 9 9 C 2 6 4 3 0 F 6 9 9 9 9 9 9 0 9 0 1
9 9 F 6 E 5 9 9 9 9 C 2 9 9 9 9 9 9 E 6 E 5 9 9 , 5 6 4

E0  1 1 0 0  D A T A  / 9 C 3 E 6 6 4 6 4 7 C F E C 1 F 9 3 2 E 4 C E C I F E
7 0 5 0 7 1 1 6 0 7 E 1 0 1 E 0 0 0 0 1 0 3 C 7 E 1 0 1 0 1 0 8 0 0 8 1 0 1 0
1 .0 7 E 3 C 1 0 0 0 0 0 0 3 0 3 1 3 F 4 2 2 E F , 0 1 1

T J  1 1 5 8  D A T A  2 3 3 3 7 F 3 8 1 0 0 0 1 0 0 C 7 E 9 C 1 0 8 8 0 0 0 0
0 0 1 0 3 C 7 E 7 E 3 C 1 0 0 0 0 0 0 0 7 C 0 6 7 E C 6 7 E 0 0 0 0 C 0 F C
C 6 C 6 C 6 F C 0 0 0 0 0 0 7 C C 6 C 0 C 6 7 C , 4 1 2

T X 1 2 0 0  D A T A  0 0 0 0 0 6 7 E C 6 C 6 C 6 7 E 0 0 0 0 0 0 7 C C 6 F E
C 0 7 C 0 0 0 0 3 E 6 0 F C 6 0 6 0 6 0 0 5 F C 0 0 7 E C 6 C 6 C 6 7 E 0 0
0 0 0 0 C O F C C 6 C 6 C 5 0 0 0 0 1 0 0 0 3 0 , 2 6 0

VZ  1 2 1 0  D A T A  1 0 1 0 3 C 1 0 F 0 1 0 0 0 1 0 1 0 1 0 1 0 0 0 0 0 0 0
C C D 0 F 0 C C C 6 0 0 0 0 3 0 1 0 1 0 1 0 1 0 3 C 0 0 0 0 0 8 C C F E F E
D 6 C 6 0 0 0 0 0 0 F C C 5 C 5 C 5 C 6 0 0 0 0 .4 0 2

0 0  1 2 2 0  D A T A  0 0 7 C C 6 C 6 C 6 7 C C 0 0 0 0 0 E C C 5 C 6 C 6 F C
0 6 0 6 0 0 7 E C 6 C 6 C 6 7 E 0 0 0 0 0 0 F C C 5 C 0 C 0 C 8 0 0 0 0 0 0
7 E C O 7 C 0 6 F C 0 0 0 0 3 8 F E 3 0 3 0 3 0 , 7 5 6

OF 1 2 3 0  D A T A  1 E 8 0 0 0 0 0 C 6 C 5 C 6 C 6 7 E 8 0 8 0 0 0 C 6 C 6
C 5 6 C 3 0 0 0 0 0 0 0 C 6 D 6 F E 7 C 6 C 0 0 0 0 0 0 C 6 6 C 3 0 6 C C 6
O6 F C 0 0 C 6 C 6 C 6 C 6 7 E 0 0 0 0 0 0 F E , 4 5 0

U I  1 2 4 0  D A T A  0 C 3 0 6 0 F E 0 E 0 0 0 E 1 0 1 0 3 0 1 0 1 0 1 0 1 0
1 0 1 0 1 0 1 0 1 0 1 0 7 0 0 0 7 0 1 0 1 0 1 C 1 0 1 0 F 0 2 I F F 2 3 0 0
0 0 0 0 0 0 1 0 3 0 1 0 0 0 0 0 0 0 0 0 1 8 1 0 , 3 1 3

NE 1 2 5 0  D A T A  1 0 1 C 1 0 1 0 2 4 0 0 2 5 4 5 0 0 0 6 3 0 2 4 0 5 0 1
OD 3 1 2 4 0 5 0 2 0 D 3 3 2 4 0 5 0 3 0 0 3 4 2 4 A6 0 5 F 0 2 0 0 9 0 0
0 D 0 F 3 F A 0 0 0 1 1 9 F F F F 9 9 F F F F C O
3
3 0 0

NW 1 2 6 0  D A T A  C C O F 3 F D 0 F 4 E E 3 1 2 4 E E 3 4 2 4 E 8 0 0 F 8
0 7 C 0 D O E 0 0 5 0 4 D O D E 6 8 0 5 0 5 6 0 0 5 0 4 1 ) 0 0 1 6 0 1 0 0 A
5 5 8 1 0 0 7 0 2 4 0 5 0 0 0 0 7 7 2 4 1 0 0 0 , 1 6 9

ST 1 2 7 0  D A T A  6 5 0 3 0 1 ) 7 1 5 2 4 A5 1 5 2 0 D 7 0 2 4 E0 A4 0 4 D 0
0 4 F O O D AO F F 0 9 E F E E 9 9 F F F F 0 O C O F F O O F S C E 7 8 2 4
C E7 1 1 2 4 C AD 0 EA6 0 0 9 2 0 C 0 1 0 6 D , 1 0 6

NM 1 2 0 0  D A T A  9 D 4 4 1 0 5 5 5 8 0 5 0 0 A 5 5 9 6 9 0 0 0 5 0 9 1 0
AD 0 0 3 E 8 5 8 4 4 0 1 1 C 3 F 0 S 8 BA2 0 1 4 D BE 3 F 0 5 / 1 0 1 0 0 0
O1 0 0 1 9 9 7 3 F C O 2 9 7 F C 9 5 E F 8 1 6 , 3 4 6

PL 1 2 9 0  D A T A  C C 9 C 4 4 D O E F 0 0 5 1 0 1 1 2 9 7 F C / 0 0 F 0 0 7
0 0 0 0 F 5 AC 9 C 4 4 0 0 C 0 0 4 0 C A8 0 8 0 9 / 7 3 F 9 1 0 0 C 0 C 4
0 C D 0 F 5 1 0 9 0 6 5 0 0 0 5 0 AA5 0 0 6 1 , 1 5 0 6

VF 1 3 0 0  D A T A  0 0 0 5 0 0 E 0 0 1 D 0 0 3 0 C 8 A3 F C C 9 C 4 4 , 0
0 0 0 5 4 0 9 1 0 0 C 0 4 C F 4 2 4 1 0 0 5 0 0 5 9 2 0 0 5 0 0 9 0 0 2 E 6
0 9 0 C 2 5 0 7 2 6 E 0 E 0 1 .3 F 0 0 3 4 C AF , 9 1 6

VS 1 3 1 0  D A T A  2 4 0 5 0 A0 D 9 5 3 F A5 0 0 0 D 9 6 3 F 6 O A6 8 2
3 E 0 5 0 0 0 0 0 0 3 F 0 6 9 1 3 F 0 5 0 6 AD 8 3 3 F 0 5 0 0 0 0 0 C 3 F
1 1 0 7 2 3 F 0 5 0 7 3 0 AD 0 5 3 F E D 0 3 3 F , 4 1 5

PU 1 3 2 0  D A T A  AAA9 0 0 AO F F C 6 0 1 1 .1 0 4 C 0 E 6 0 0 5 1 0 8
C O D O F BE 6 0 0 C AD 0 F 6 9 1 0 0 6 8 0 5 0 C 0 4 0 D A9 0 1 0 D F O
0 2 0 0 0 0 0 1 0 C 1 0 0 6 2 0 5 4 3 0 0 0 0 0 , 1 0 6

I M  1 3 3 8  D A T A  F 6 6 0 2 0 4 2 3 0 E 0 E 0 6 0 2 0 6 E 2 5 4 0 . 9 0 4 4
F 0 8 5 0 0 0 0 A5 9 0 9 1 0 5 2 0 E C 2 5 4 C 4 0 2 6 0 1 7 0 2 0 5 4 3 0
A1 7 4 0 D 0 E 3 F A9 0 0 0 0 0 2 3 1 0 D 0 4 , 2 2 0

NG 1 3 4 0  D A T A  3 E 0 1 ) 0 6 3 F 0 D 0 0 3 , 0 1 ) 1 1 4 0 0 D 3 8 4 0 0 D
E7 4 3 0 D 0 E0 2 0 D 9 D 4 4 6 1 9 2 1 1 0 0 9 C 4 4 0 1 9 4 4 1 0 6 9 0 1 1 1 D
0 3 3 F AD 3 1 0 2 3 0 E 9 0 1 0 D 0 9 3 F 3 0 , 7 7 1

FW 1 3 5 0  D A T A  E 9 0 0 0 0 0 7 3 F 3 1 1 E 9 0 1 0 0 0 5 3 F A9 E F 0 6
0 F 4 0 4 5 4 0 F 0 1 0 AD 0 9 3 F 0 D 0 5 3 F A9 0 7 0 D 0 7 3 F A9 1 E
8 D 0 1 3 F 5 0 2 0 1 6 2 D AD 0 2 3 F 0 5 0 6 , 0 3 9

HE 1 3 5 0  D A T A  AD 0 3 3 F 0 5 0 7 2 0 0 0 2 4 2 0 0 C 2 5 AS O D A0continued d r
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PAGE 6 WRITER
3 D 2 0 5 5
,
2 5 E E D
D 0 8 2 6 0
1 2 7 3 F 4
C 0 0 / 7 2
0 1 C 2
6
A / A F

A0 3 0 2 0 5 / 2 5 A/ 0 0 8 D 8 D 3 F 6 0 8 1 0 , 9 2 1
G I  1 3 7 8  D A T A  2 7 1 1 9 0 0 9 1 5 0 0 0 1 0 f 0 4 9 0 0 8 5 5 2 0 5 5 5

8 5 5 4 6 0 4 8 2 5 8 0 8 5 8 C 6 8 2 / 7 F C / 6 0 0 0 0 D C /
2 0 1 1 0 0 61 0 6 / 4 0 4 C 4 7 2 6 3 8 E / 2 0 0 5 8 C 6 0 , 3 0 1

TS 1 3 0 0  DATA t i e e e t i c
.
5 1 3 4 4 s 1 1 8 6 8 5 9 o m
a c t e a c E 9 4 3

0 1 0 6 4 / 0 0 9 1 8 6 4 D / 0 4 4 4 / 0 1 8 D 9 8 4 4 2 0 8 8 2 4 2 0 A
23 8 0 .0 1 2 4 9 0 0 8 D 1 F D 0 A5 1 4 2 9 1 0 , 1 2 7

BO 1 3 9 0  D A T A  F 0 F 0 A / 0 0 8 5 1 4 4 C 5 3 2 6 A A A / 0 0 8 0 1 F
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DP 2 1 2 0  D A T A  C AC 0 D O O BE 6 8 BA5 8 BC D 1 2 3 F F 0 0 2 8 0
3 6 E 8 E C 1 1 4 0 D 0 D 6 1 8 9 8 6 5 0 6 8 5 8 C 6 5 8 1 5 6 9 0 0 0 5 0 0
AD 9 1 3 F C 5 8 C 6 6 9 2 3 F E 5 0 0 9 0 1 8 , 8 7 7

TP 2 1 3 0  D A T A  3 8 A5 O C E D 1 1 4 0 0 5 8 6 8 0 0 E 4 0 A5 6 D E /
0 0 8 5 8 7 8 0 0 F 4 0 2 0 0 0 2 7 6 0 2 0 1 0 5 F 3 3 5 0 3 4 2 6 4 1 9 0
96 0 3 F 2 0 5 9 2 5 4 9 0 1 0 D 8 D 3 F 6 0 2 0 , 1 1

OF 2 1 4 0  D A T A  1 C 2 6 3 8 AD 0 4 3 F 1 0 9 1 3 F AAAD 8 5 3 F E D
9 2 3 F 7 0 7 6 3 0 4 9 0 1 8 D 8 D 3 F 6 0 0 5 4 0 4 5 0 5 3 A0 1 0 1 0 1
0 8 0 / 0 0 5 0 1 0 0 E 0 F 1 2 0 D 1 0 4 0 0 0 , 4 7 7

ZO 2 1 5 0  D A T A  4 0 9 8 4 0 3 8 A0 0 8 4 0 E 0 8 2 4 0 AD 0 1 4 8 E D
0 3 4 0 9 0 3 1 4 1 0 1 0 D P E O 2 A2 7 0 A9 0 8 1 D 4 8 0 3 / D 4 / 0 3
A 9 8 8 1 1 1 4 2 0 3 6 6 1 0 4 0 2 0 5 6 E
4
8 8 , 5 1
1
2

JE  2 1 6 0  D A T A  A 1 0 0 8 0 F E 8 2 2 0 1 0 0 9 2 0 1 E 3 0 A 2 F 4 / 4
4 C 4 A2 6 AD F F 8 2 0 0 F 0 6 0 4 1 0 0 0 AAAD 1 0 4 0 6 0 2 0 1 C 2 6
A1 D 7 A0 3 K4 C 5 1 2 5 4 C 1 8 3 5 A9 0 0 , 1 1 0

XN 2 1 7 0  DATA 0 0 1 FO O ADI FDO C9 0 3 D0 0 3 4 CAC3 0 2 0
1 C 2 6 0 0 0 E 4 0 3 2 2 0 5 1
1
2 5 2 0 5 F 3 1 A 9 0 0 2 0 5 0
3 0 1 0 0 3

4 C 1 0 3 5 2 0 6 F 3 1 2 0 E 6 1 3 4 2 0 0 0 2 , 1
1
0 1

I f  2 1 0 0  D A T A  F 0 3 F 0 E 1 7 3 1 0 E 0 G 4 0 0 C 0 D 4 0 8 E E 6 4 3
0 0 1 9 7 3 3 1 DF1 0 3 , 2 0 f0 0 CDO F5 A1 FF0 D0 7 4 0 0 0 0 5 4 0
A2 0 4 8 0 1 2 3 3 1 0 7 4 4 0 CAD0 F7 AD, 9 5 0

FO 2 1 9 0  DATA 0 2 3 , 0 5 0 AAD0 3 3 , 0 6 0 0 4 0 0 0 0 C5 1 1 3 4
8 6 3 5 0 6 4 0 C C O 5 4 0 F O O D A D F 5
0
3
,
0 0 0 6 4 0 8 1 0 0 1 0 0 3

4 C E A 3 5 C 1
1
5 f f 0 2 1 1 . 1
0 E 4 4 0 C 0
E E
,
0 4

VY 2 2 0 0  DATA 0 6 4 0 A P 0 6 4 0 C D F A 3 f 1 0 E 8 0 C 1 0 3
,
0 1

0AC1000FO I I CE 06400000F4AC903FC0010ACS 0O
F0 0 1 0 0 0 C 9 0 3 F9 8 3 0 6 3 0 4 0 5 0 A , 0 1 0

OC 2 2 1 0  DATA 6 5 0 0 6 9 0 0 8 5 0 8 A 0 0 0 0 0 0 7 4 0 C 9 F f 0 0
0 3 2 8 9 1 3 5 4 D 0 5 4 0 F 0 0 3 2 0 8 1 3 5 3 0 2 E 0 5 4 0 AD 1 0 3 F
8 0 8 F 3 F A1 E 4 0 5 8 E A1 4 8 0 5 0 F 2 0 , 6 5 0

AC 2 2 2 0  D A T A  9 C 1 7 2 0 C 6 3 5 1 1 0 0 7 4 0 C D F D 3 1 9 0 0 3 2 0
3 2 3 5 3 0 4 5 0 AE 0 1 1 3 F 8 5 8 C 6 5 0 0 E D 9 2 3 F 0 5 0 C F 8 5 C
1 0 3 AAD F O 3 F F 8 8 0 A9 0 0 0 D F 7 3 F . 3 2

MS 2 2 3 0  D A T A  O D F C 3 F 2 0 3 2 1 5 AD 0 F 3 F C 9 4 5 D 0 0 F A/
9 8 2 0 5 4 3 0 A9 8 8 A0 3 E 2 0 5 9 2 5 2 0 6 F 2 5 2 0 2 7 3 8 A2 F A
1 A2 0 9 6 2 D A9 7 0 2 0 5 4 3 8 2 0 0 C 2 6 , 3 7 0

FM 2 2 4 0  D A T A  4 C 4 A2 8 4 C 5 8 3 4 3 8 A0 F 8 3 F E D 0 7 4 0 A8
0 8 0 8 F 0 8 8 3 8 8 6 2 0 D C 3 5 0 0 D 0 F A4 D F 6 3 F F 0 1 1 0 D O F
3 F 8 9 E 5 0 5 0 E A1 4 2 8 5 0 F 2 0 5 7 3 5 , 7 1 8

KF 2 2 5 8  D A T A  5 2 3 6 8 9 3 5 2 0 / C 3 7 2 0 0 C 3 5 2 0 8 C 3 5 2 0
D C 3 5 E E 0 0 4 0 D 0 0 3 E E 1 0 1 4 0 0 D P F 3 F D A1 F 3 0 A0 0 0 4 0
E D 0 2 4 0 4 0 8 1 4 8 E D 0 3 4 0 1 8 1 0 2 0 , 1 2 6

MD 2 2 6 0  D A T A  1 C 2 6 A 9 E 3 6 0 3 E 2 0 5 1 2 5 2 0 6 F 2 5 2 0 E 6
3 3 A 0 f 7 3 F T 8 1 1 8 0 8 F 3 F 4 / E 4 8 5 0 E 4 9 4 1 8 5 8 F 2 0 8 1
3 5 2 0 1 C 3 7 AC F C 3 1 0 C 8 7 4 0 8 0 F 0 . 3 1 7

TM 2 2 7 0  D A T A  0 0 3 0 0 6 2 8 6 C 3 5 8 8 D 0 F 6 6 0 4 9 2 0 AC I F 1
3 F 8 C 0 6 4 0 F 0 8 6 2 0 9 7 3 3 8 8 D 0 F A6 0 6 C F E 3 F / 8 1 8 6 0
0 7 4 0 8 6 0 7 4 0 2 0 0 C 3 5 8 8 0 0 F A6 0 , 4 9 1

OR 2 2 8 0  D A T A  0 9 / 8 2 0 9 7 3 3 A 0 E 6 4 3 F 0 0 3 2 0 1 7 3 3 6 0
0 0 0 1 4 0 2 9 7 F 2 0 4 8 3 2 6 E 3 5 3 6 D D 3 5 3 6 F 0 0 9 C AD O F 8
C E 0 6 4 0 4 C 2 E 3 7 C 6 8 A6 6 6 6 8 C 0 8 , 3 6 1

CA 2 2 1 0  D A T A  4 0 A 1 3 6 4 8 A 9 1 8 4 8 0 0 4 7 3 6 4 8 8 D 4 6 3 8
4 8 6 8 3 8 AD 0 8 4 0 6 5 8 A8 5 8 6 A5 8 0 6 1 0 8 0 5 0 0 4 C 5 8 3 4
0 1 8 6 C 9 5 E 1 0 0 1 0 8 8 C 0 0 4 0 6 0 1 0 , 8 7 1

UM 2 3 0 0  D A T A  7 7 6 C 7 2 7 4 6 2 7 3 6 E 6 8 6 6 2 5 7 0 3 1 7 8 6 0
7 1 6 1 1 1 2 3 6 0 8 3 6 8 5 3 6 0 F 3 6 C 9 3 6 D 3 3 6 D D 5 3 3 6 4 E 3 7
3 6 E C 3 6 0 ( 3 7 0 0 3 6 1 8 3 6 7 8 3 6 6 E . 5 4 1

UT 2 3 1 8  D A T A  3 6 6 5 3 6 2 7 3 7 5 0 3 7 C 0 A / 8 0 8 0 0 5 4 8 4 C
2 A3 6 C O 2 0 8 4 3 1 8 0 8 4 4 0 4 C 2 6 3 6 C 8 2 0 8 4 3 1 0 D 0 2 4 8
AD E C I T O D 0 3 4 0 4 C 2 A3 6 C 8 2 0 8 4 , 3 6 0

MA 2 3 2 8  D A T A  3 1 8 D 0 0 4 0 0 0 E C 3 F 8 D 0 1 4 0 4 C 2 6 3 6 C 8
2 0 8 4 3 1 0 0 F 6 3 F 4 C 2 4 3 6 4 9 0 0 8 0 F F 3 F C 8 4 C 2 0 3 6 C 8
2 0 8 4 3 1 0 D F 9 3 r 4 C 2 A3 6 C 8 2 0 8 4 , 9 0 6

P J  2 3 3 0  D A T A  3 1 8 D F A3 F 4 C 2 4 3 6 C 8 2 0 0 4 3 1 0 0 F 1 3 F

4 C 2 4 3 6 C 8 2 0 8 4 3 1 8 D F D 3 1 4 C 2 4 3 6 C 8 2 0 8 4 3 1 0 D F E
3 F 4 C 2 A3 6 6 C 0 8 4 0 C 0 9 8 4 8 2 0 3 2 , 4 5 7

EH 2 3 4 0  D A T A  3 5 6 8 A 8 8 C 0 8 4 0 6 0 2 0 0 7 3 7 8 8 8 C F 7 3 F
6 0 0 1 0 1 8 4 1 1 E 3 4 1 C 8 C C F 7 3 F 9 0 F 5 F 0 F 3 C 0 4 C 2 A3 6
C 8 6 1 8 AC 9 5 E D AF 9 6 0 2 0 0 7 3 7 8 8 , 2 4 2 continued o r
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UP 2 3 5 0  D A T A  O C F 0 3 F A0 0 1 8 1 8 A9 9 E 4 4 2 C 8 C C F 8 3 F

9 0 F 5 F 0 F 3 4 C 2 A3 6 2 0 0 7 3 7 4 C 2 A3 6 C 0 8 1 8 AC 1 I D F O
0 7 8 8 AD 0 9 4 0 4 C 7 3 3 4 C O 2 0 8 4 3 1 , 6 7 1

GS 2 3 6 0  D A T A  4 8 A D 0 9 4 0 2 9 7 F A A 6 8 / D 6 4 4 0 2 8 2 A 3 6
4 C 4 F 3 7 2 D 3 0 1 1 3 6 A0 0 1 4 2 0 8 0 1 8 AC 9 5 E F 8 0 C 2 0 A0
3 2 1 D 8 F 3 F C D E 8 E O D E D 8 E E 8 E 9 4 , 5 2 2

TO 2 3 7 0  D A T A  3 F A9 0 0 9 D 8 F 3 F A2 6 0 0 E E A4 3 A9 0 4 8 D
E 0 4 3 2 0 0 0 3 0 1 0 0 3 4 C D 0 3 3 A1 0 0 0 5 0 E 8 5 8 F 2 0 1 F 2 5
2 0 E E 3 0 1 0 0 3 4 C D 0 3 3 6 0 6 0 A2 7 0 , 1 8

PM 2 3 8 0  D A T A  0 D E A4 3 4 C 4 E 3 4 A0 0 0 C C 0 F 3 F F 0 1 0 8 1
8 E 3 8 1 A2 0 4 8 3 2 2 0 9 7 3 3 AD O D 4 O F 0 O AA/ 0 8 2 0 1 7 3 3
A9 5 F 2 0 9 7 3 3 C 8 4 C 9 E 3 7 6 8 0 C 0 8 , 5 2 4

YR 2 3 / 0  D A T A  4 0 2 9 7 F 8 D 0 9 4 0 2 0 A 8 3 2 C / 6 3 D 0 1 0 3 5
AD 0 4 4 0 E D 8 F 3 F 4 0 3 0 E D F 9 3 F A8 A9 2 0 2 0 / 7 3 3 0 8 0 0
F 0 AC 0 8 4 0 4 C 8 C 3 7 C 9 6 5 D 0 1 1 3 8 , 5 1 7

AN 2 4 0 0  D A T A  AD F A3 F E D 0 F 3 F 3 D E D F 9 3 f A0 A9 2 0 4 C
D F 3 7 C 9 7 5 & 0 0 8 4 0 0 D 4 0 4
-
9 0 1 8 D O D 4 O C 9 2 3 D 0 1 2 0
C

0 8 4 0 4 E 0 0 4 0 AD 0 1 4 0 2 0 7 1 3 0 4 C , 3 7 3
MA 2 4 1 0  D A T A  0 0 4 8 4 C 8 C 3 7 AE 0 1 4 8 8 0 6 4 4 0 2 0 9 7 3 3

4 C 0 C 3 7 2 E 3 8 2 9 3 1 A 2 0 0 A 9 0 C 0 0 4 2 0 3 2 0 5 G E 4 A
2 0 04 9 6 E 0 0 4 4 0 3 A9 3 8 8 D 4 5 0 3 0 9 0 2 , 2 7 8

MJ 2 4 2 8  D A T A  8 0 4 0 0 3 8 0 4 1 0 3 4 9 0 3 9 0 4 2 0 3 4 C 5 6 E
4 8 C A1 3 8 A2 0 0 0 E 4 8 0 3 8 E 4 9 0 3 8 E F F 0 2 A0 0 8 8 C 4 2 0 3

2 0 5 6 E 4 4 C 4 1 3 0 6 0 4 5 3 0 9 8 0 0 0 0 , 5 3 3
JC  2 4 3 0  D A T A  4 C 7 0 3 0 4 0 0 0 0 C 9 9 4 4 0 6 0 4 8 5 0 5 2 0 A 0

D / 2 8 E 6 0 8 0 0 0 0 8 1 F 3 4 8 2 9 7 F 2 C 9 9 4 4 3 0 0 6 2 0 5
4 3
0
4 C 1 0 1 3 8 2 0 1 7 3 3 6 0 3 0 e 3 C 8 D 0 E 7 , 6
2 0KO 2 4 4 0  D A T A  6 0 0 0 AD F C O 2 C 9 F F D 0 0 3 4 9 0 0 6 0 AD F C
0 2 C / F F F E I F 9 8 D 9 E 4 4 A9 F F O D F C O 2 2 8 F F 3 0 8 5 1 1 0 0
9 E 4 4 C 9 C 0 0 0 1 0 2 9 3 1 ' C / 3 C 0 0 1 8 , 7 8 7

FR 2 4 5 8  D A T A  AD 9 E 4 4 2 9 4 0 F 0 0 6 0 D 0 E 0 2 4 9 0 0 6 0 AD
0 E 0 2 4 9 4 0 0 D 6 E 0 2 A9 0 0 6 0 AE 9 E 4 4 8 D 1 6 3 9 2 C 0 E
0
2
5 0 0 AC / 6 1 9 0 0 6 C 1 7 0 0 0 0 2 2 9 0 F , 3 6 3

YU 2 4 6 0  D A T A  C 1 6 0 1 ' 0 D 1 6 0 4 8 A9 3 2 8 0 0 0 0 2 A2 AF 8 E
0 1 D 2 A0 8 0 8 8 0 0 F D C AE 0 9 F D O F 3 6 8 6 0 6 C 6 4 3 0 8 0
8 86 0 2 0 2 0 6 F 8 0 7 0 7 5 / 0 6 9 2 0 3 0 7 6 , 3 7 1

EL  2 4 7 0  D A T A  8 0 6 3 8 8 2 A 3 9 D 5 3 9 8 0 6 2 7 8 7 A 3 4 0 0 3 3
3 6 1 8 3 5 3 2 3 1 2 C 2 0 2 E 6 E 8 0 6 D 2 F 8 0 7 2 8 0 6 5 7
9 7
F
7 4

7 7 7 1 3 9 8 0 3 0 3 7 7 E 3 8 3 C 3 6 8 6 6 0 , 4 0 0
ED 2 4 8 0  D A T A  6 4 8 8 8 2 6 7 7 3 6 1 4 C 4 4 3 A 8 0 8 0 4 8 5 C 5 E

4 F 8 0 5 0 5 5 9 8 4 9 5 F 7 C 5 6 8 0 4 3 8 0 8 0 4 2 5 0 5
4 2 4 8 0 2 32 6 1 8 2 5 2 2 2 1 5 0 2 0 5 0 4 E 8 0 4 D 3 F , 3 3 6

5 8  2 4 9 0  D A T A  8 0 5 2 8 0 4 5 5 / 1 F 5 4 5 7 5 1 2 8 8 0 2 9 2 7 9 C
4 0 7 D / 0 4 6 4 8 4 4 0 0 8 3 4 7 5 3 4 1 0 C 0 0 7 0 0 0 0 0 0 8 1 E I F
0 F 8 0 1 0 / 5 1 0 0 9 1 C 1 D 1 6 8 0 0 3 8 8 , 8 3 6

L H  2 5 0 0  D A T A  8 0 0 2 1 8 1 4 8 0 8 0 8 5 8 0 1 0 8 0 F 0 0 0 0 0 2 0
6 0 0 ( 0 0 0 0 0 0 0 0 1 2 0 0 0 5 1 9 / E 1 4 1 7 1 1 0 0 0 0 8 0 8 0 F E
8 0 7 D F F 0 6 0 8 0 4 8 0 8 4 0 7 1 3 0 1 D 6 , 7 9 5

E J  2 5 1 9  D A T A  3 9 4 2 3 4 2 0 C E 3 2 4 D 1 1 4 0 F 0 1 6 2 0 0 3 3 0
2 0 F 4 3 2 A D D F 4 0 C 9 F F F 0 0 9 2 0 2 6 3 A 2 0 8 8 2 4
4
C E
1 3 1

4 C 0 C 2 6 A/ 0 8 8 D i F D O AD I F D O C 9 , 2 4 1
TB 2 5 2 0  D A T A  0 3 1 1 0 2 3 2 0 1 C 2 6 4 / 1 3 4 0 3 F 2 8 6 9 2 5 2 0

8 7 2 E 8 D 3 A 4 0 F 0 0 E A 0 0 0 8 9 8 F 3 F 9 9 3 C 4 0 C 0 C C 1
4 3
F
D e F 4 4 C 0 C 2 6 3 8 0 5 0 6 8 5 8 2 E D 0 E , 8 7 0

SG 2 5 3 0  D A T A  4 0 0 5 0 C 4 5 0 7 8 5 8 3 E 0 0 F 4 0 0 5 0 C D 0 6 5
A / F F 8 0 8 F 4 0 1 8 0 0 1 1 4 0 6 5 8 6 8 5 8 0 A 9 0 0 6 5 0 7 8 5 8 1
4 8 AD 9 1 3 F E 5 8 2 0 5 8 4 AD 9 2 3 F E 5 , 2 9 0

TM 2 5 4 8  D A T A  8 3 8 5 8 5 2 0 1 0 2 4 3 8 4 D 1 1 3 F E D 1 1 4 0 0 D
9 1 3 F A D 9 2 3 F E 9 0 0 8 0 / 2 3 F A D 3 A 4 0 F 0 2
1
8 D
0
A
4 0 4 9

0 0 8 0 0 8 4 0 2 0 7 0 2 C 4 8 0 0 8 9 3 C 4 0 . 6 / 2
R7  2 5 5 0  D A T A  2 0 2 E 2 6 9 1 0 6 C 6 C C 3 A 4 0 D 0 F 2 1 8 4 5 8
6 6 D 3 A 4 0 8 5 8 6 A 5 8 7 6 9 8 0 0 5 0 7 4 C 8 0 2 7 4 3 3 A 9 E 3

0 2 02 7 3 8 0 1 2 7 0 4 1 9 9 9 0 4 4 0 3 4 1 9 3 E / D , 0 3
,MG 2 5 6 0  D A T A  4 5 0 3 A 9 0 5 / D 4 8 0 3 4 9 8 0 9 D 4 1 0 3 4 9 0 6
9 D 4 A 0 3 A 9 0 3 9 D 4 2 0 4 2 0 5 6 E 4 3 0 5 C 0 9 0 0
8 0 9 8 4 4 4
E
9 0 4 4 A 5 6 4 / D 1 6 4 4 4 5 6 5 9 D 1 7 4 4 , 7 6 2

ZP 2 5 7 0  D A T A  E E 9 8 4 4 E 1 9 8 4 4 2 0 4 C 3 8 3 0 3 F C 9 2 8 8 0
4 0 2 0 5 4 3 8 2 0 4 C 3 0 3 0 3 3 A 9 0 0 8 D 9 A 4 4 2 0 4 C 3
8 3 0 2
/
2 0 5 4 3 8 E E 9 0 4 4 4 D 1 4 4 4 C 9 0 0 0 0 , 1 2 1

TO 2 5 0 0  D A T A  0 8 A 9 2 E 2 0 5 4 3 8 4 C F 9 3 A C 1 0 8 D 8 E 2 A /
0 5 8 5 8 C 2 0 4 C 3 0 C 6 8 C A 5 8 C D 0 F 7 4 C D 0 3 4
4 2 7 0 4 9 0
C
9 D 4 2 0 3 2 0 5 6 E 4 0 2 7 0 0 C 4 3 0 3 6 0 , 2 5
4AT 2 5 9 0  D A T A  4 0 4 9 1 8 2 0 5 4 3 0 6 0 2 0 5 4 3 8 2 0 4 C 3 8 3

0 E 1 2 0 5 4 3 8 4 1 : 4 1 3 0 4 2 7 0 0 9 0 0 1 D 4 8 0 3 9 D 4 9
0 3 4 9 0 7

9 D 4 2 0 3 4 C 5 6 E 4 2 0 6 F 3 1 2 0 2 6 3 8 , 9 3 6
JT  2 6 0 0  D A T A  2 0 6 F 3 1 0 1 0 1 8 D F 0 0 2 8 5 5 2 A / 7 D 2 0 5 4

3 8 2 0 0 3 3 4 2 8 1 E 3 D 4 D 1 6 4 4 0 5 8 0 4 D 1 7 4 4 0 5 1 3 1 4
9 0 08 D 1 5 4 4 C E 9 8 4 4 C E 9 0 4 4 2 0 9 2 3 0 , 4 2 2

I I  2 6 1 0  D A T A  2 0 6 F 2 5 A2 0 1 8 E F O 0 2 AE 0 C 3 0 C 9 6 1 1 0
9 F 3 5 / 4 3 C O 2 2 1 5 F 8 5 8 C D D BC 3 8 F 0 0 6 C AD 0 1 8 4 C A
13 C C A6 AS AAABD D 1 3 8 4 8 8 0 D 0 3 0 , 2 9

OR 2 6 2 0  D A T A  4 8 6 0 1 3 2 8 2 A 2 D 3 0 0 4 5 2 4 C 5 5 4 8 3 1 3 2
3 3 3 4 3 5 3 6 3 7 3 8 1 8 0 C F 5 3 8 0 2 3 C 1 F 3 C 3 0 3 C 9 3 3 C
8 63 C 4 6 3 C AE 3 C O 3 3 D 1 D 3 D I D 3 D 1 0 , 9 3 0

KT  2 6 3 0  D A T A  3 D I 0 3 0 I D 3 D 1 D 3 0 1 D 3 D I D 3 D 4 7 3 0 2 5
3 D 2 0 / 2 3 D AE 1 5 4 4 F O I F C AC A4 C 1 0 3 C 2 0 9 2 3 D AE 1 5
4 4 E 8 E 8 E C 9 8 4 4 0 0 0 D 6 E 1 5 4 4 8 0 , 3 1

EN 2 6 4 0  D A T A  1 6 4 4 0 5 8 8 8 D 1 7 4 4 0 5 4 9 4 C 0 E 3 0 2 0 1 2
3 D 4 0 1 5 4 4 C 9 0 6 9 0 F 3 3 8 6 1 0 6 0 0 4 C 1 0 3 C 2 0 1 2 3 D 4 0
1 5 4 4 1 8 6 9 0 6 C D 9 8 4 4 8 0 D E A0 4 C , 6 3 4

OM 2 6 5 0  D A T A  1 0 3 C 4 2 0 0 8 D 9 9 3 E / D E C 4 3 E 8 E 0 0 3 0 0
F 5 4 0 0 1 8 1 0 0 2 9 7 F 2 0 A8 3 2 C 9 7 0 F 0 0 4 / D E C 4 3 E 8 C 8
C 0 0 D D 0 E C O D E 8 4 3 C 1 2 E D 0 8 I C 4 ., 7 0 7

I V  2 6 6 0  D A T A  0 E 1 4 4 4 A9 0 0 9 D E C 4 3 6 0 A2 7 0 9 D 4 2 0 3
4 D 1 4 4 4 / D 4 0 0 3 4 9 0 0 9 D 4 9 0 3 0 9 E C 9 D 4 4 0 3 4 9
4 3 9
D
4 5 0 3 4 C 5 6 E 4 2 0 4 3 3 C 4 1 2 1 2 0 7 7 , 5
7BT 2 6 7 8  D A T A  9 0 3 C 1 6 3 D 3 C 1 0 0 3 4 C 6 5 3 D 2 0 9 2 3 D 4 C
8 E 3 8 2 0 4 3 3 C A 9 2 3 4 C 9 1 3 C 2 0 4 3 3 C 0 9 2 4 4 C 9
9
3 C
2 0

5 9 3 0 4 9 6 8 4 0 3 f 2 0 5 9 2 5 4 1 4 0 8 0 , 8 3 4
JZ  2 6 0 0  D A T A  8 E 0 2 2 0 8 7 2 E A9 0 0 8 D O E 0 2 AD 9 4 3 F F 0

2 0 2 0 4 3 3 C 4 2 0 0 AC 1 4 4 4 A9 2 C 9 9 E C 4 3 C 8 8 D 8 F 3 F 9 1
E C 4 3 C 8 E 0 E C 1 4 3 F 0 8 F 3 0 C 1 4 4 4 , 3 6 3

RF 2 6 9 0  D A T A  4 9 0 0 / 9 E C 4 3 2 0 9 E 3 D A 9 2 0 4 C 1 1 3 C 2 0
9 E 3 0 4 C 4 1 3 C 2 0 5 9 3 0 0 9 7 6 A0 3 1 ' 2 0 5 9 2 5 2 0 0 4 2 C 0 0
E B2 0 1 E 3 D 2 0 4 3 3 C A9 F E 4 C 9 9 3 C .9 8 0

AX 2 7 0 0  D A T A  0 5 0 C 8 D 1 4 3 E 4 C 5 E 3 8 4 2 7 0 8 E E 4 4 3 A9
0 4 1 D 4 A0 3 A9 0 0 0 5 0 E 0 5 8 F 2 0 4 3 3 C 4 9 0 3 2 0 7 1 3 C 3
02 5 2 0 1 F 2 5 2 0 E E 3 0 3 0 1 0 4 2 F 4 1 4 . 4 0 3

KU  2 7 1 0  D A T A  4 1 7 D 2 0 5 4 3 8 2 0 9 6 7 D 2 0 0 C 2 6 4 C 4 4 2 6
0 9 1 6 0 5 5 4 4 9 9 D 2 0 5 4 3 0 4 C 5 4 3 8 8 C 0 8 4 0 2 0 2 7 3 0 2 0
5 9 3 6 4 / 5 1 8 0 3 ( 2 0 5 9 2 5 0 E 0 8 4 0 , 0 8 8

FM 2 7 2 0  D A T A  A / 0 8 2 0 7 6 3 1 3 0 9 f D 2 0 5 4 3 8 A9 6 BA0 3 E
2 0 5 9 2 5 2 0 6 F 2 5 2 0 9 E 3 D 4 C 0 1 3 C 4 0 0 C 8 1 0 8 4 9 9 7 3 D
0 D 3 0 8 0 9 1 8 8 8 8 1 0 F 7 6 0 2 0 5 9 3 D , 3 6 3

F e  2 7 3 0  D A T A  A9 1 E 4 0 3 F 2 8 5 9 2 5 0 D 9 A3 E 4 C 5 4 3 8 4 E
3 D A 9 3 E 6 0 5 0 6 1 6 7 6 5 2 0 3 6 2 0 5 7 7 2 6 / 7 4 6 5 7 2 0
0 2 08 2 7 1 2 0 5 0 6 6 6 9 6 C 2 0 4 3 6 1 7 2 6 4 , 3 3 6

GD 2 7 4 0  D A T A  7 7 6 5 6 C 6 C 0 0 4 5 7 8 6 9 7 4 2 0 7 4 6 1 2 0 4 4
4 F 5 3 0 0 4 2 7 5 6 6 8 6 6 5 7 2 2 0 4 6 7 5 8 C 6 C 0 0 4 4 6 5 6 C 6 5
7 4 6 5 2 0 2 8 5 3 2 C 5 7 2 C 5 0 2 1 0 0 3 4 , 0 4 4

TO 2 7 5 0  D A T A  2 0 4 1 7 2 6 5 2 0 5 9 6 F 7 5 2 0 5 3 7 5 7 2 6 5 3 F
2 0 2 8 5 9 2 F 4 E 2 9 0 0 4 5 5 2 4 1 5 3 4 5 2 0 4 1 4 C 4 C 2 0 5 4 4 5
5 0 5 4 0 0 4 5 7 2 6 1 7 3 6 5 2 0 2 8 5 3 2 C , i i

NO 2 7 6 0  D A T A  5 7 2 C 5 0 2 9 3 0 2 0 0 2 C 5 0 4 6 5 D 2 C E 2 0 7 4
6 F 2 0 6 5 7 0 6 9 7 4 0 0 5 3 6 1 7 6 6 5 2 0 2 0 4 4 6 5 7 6 6 9 6 3 6 5
3 4 4 6 6 1 6 C 6 5 6 E 6 1 6 0 6 5 2 1 3 E 0 0 , 3 5 9

NK 2 7 7 0  D A T A  4 5 7 2 7 2 6 F 7 2 2 0 2 3 0 0 4 2 5 2 4 5 4 1 4 8 2 0
4 8 6 5 7 / 2 0 4 1 6 2 6 F 7 2 7 4 0 0 4 E 6 F 2 0 4 5 7 2 7 2 6 F 7 2 7
30 0 4 C 6 F 6 1 6 4 2 0 2 8 4 4 6 5 7 6 6 9 6 3 , 9 7 5

ON 2 7 8 8  D A T A  6 5 3 0 4 6 6 9 6 C 6 5 6 E 6 1 6 D 6 5 2 1 3 E 0 0 2 0
5 0 7 2 6 5 7 3 7 3 2 0 0 2 C 5 D 4 D 5 D 2 C E 0 0 4 4 3 1
3 4 2 4 2
E
2
A

0 0 4 0 6 5 6 0 6 F 7 2 7 9 2 0 4 6 7 5 6 C 4 0 , 3 1 0
Be  2 7 9 8  D A T A  3 E 0 1 3 F 6 C 0 0 4 E 6 F 2 0 7 4 6 5 7 0 7 4 2 8 6 9

6 E 2 0 6 2 7 5 6 6 6 6 6 5 7 2 0 0 5 0 7 2 6 9 6 E 7 4 2 0 2 8 4 4 6 5 7 6
6 9 6 3 6 5 3 4 4 6 6 9 6 C 6 5 6 E 6 1 6 D 6 5 , 3 0 7

YL 2 0 0 0  D A T A  2 1 3 E 0 0 5 0 7 2 6 9 6 E 7 4 6 / 6 E 6 7 2 E 2 E 2 E
0 0 4 1 6 E 7 3 6 5 7 2 7 4 2 0 6 E 6 5 7 8 7 4 2 0 7 3 6 8 6 5 6 5 7 4 2 C
2 0 7 0 7 2 6 5 7 3 7 3 2 0 0 2 C 5 D 4 D 5 D 2 , 7 7 5

ZD 2 8 1 0  D A T A  C E 0 0 4 6 6 9 6 E 6 4 3 4 0 0 4 E 6 F 7 4 2 0 4 6 6 F
7 5 6 E 6 4 0 0 4 3 6 0 6 1 8 E 6 7 6 5 2 0 5 4 6 F 3 A0 0 1 6 1 E 1 8 1 F
1 0 1 C 1 8 1 D 2 0 C 5 D 3 C 3 2 6 4 5 7 8 6 / , 3 3 6

Z E 2 8 2 0  D A T A  7 4 2 0 C 3 D 4 D 2 C C AD C C 6 F 6 1 6 4 2 p C 3 D 4
D 2 C C 4 D C 4 6 5 6 C 6 5 7 4 6 5 2 0 2 0 2 0 2 0 C 6 6 F 7 2 6 D 6 1 7 4

2 0 0 5 6 E 6 C 6 F 6 3 6 8 2 0 C C 6 F 6 3 6 0 , 1 4 5
UV 2 8 3 0  D A T A  2 0 , 0 2 6 5 6 E 6 1 6 D 6 5 2 0 4 4 7 2 6 1 7 6 6 5 2 0

2 3 0 0 5 2 6 5 6 E 6 1 6 D 6 5 2 0 7 4 6 F 3 4 0 0 4 6 6 F 7 2 6 0 6 1 7 4
2 0 4 4 6 9 7 3 6 8 0 0 E 2 0 2 E 3 0 2 0 0 1 1 , 7 5 9

MK 2 8 4 8  R E M  *  0 2 0 0  B Y T E S •
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TURBO BASIC

H a v e  you ewer sat down and t ried to write a program on
y our ATARI wit hout  us ing the 'PRINT' s tatement  ?
That 's  how this  game came about,  and wit hout

TURBO BASIC, I don' t  t hink  it  would be possible wit hout  some
serious machine code programming.
The fi rst  t hing to s t rike me about  this  language was that  it  is

not  easy to write a program in an un-s t ruc tured way. This
appealed to me at the t ime,  as I was in my  fi rst 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 s t ruc tured programming language, and
wit h a compiler t hrown in.  was one I readily  jumped at. The
range of  extra commands  it  adds to s tandard BASIC is stagger-
ing, especially if  you cons ider that  you also get an extra 2K of
RAM to play with.  The speed increase wit hout  the compiler
was alone worth the price, but  when compiled,  it  increases to
something of the order of 14-15 thnes faster than ATARI
BASIC,
So wit h all this  extra speed and added commands  I set about

seeing if  I could writ e a decent game. The result  is a vers ion of
one of  the all t ime classics but  wit hout  any machine code in
sight. As you can see f rom the Listing, muc h use is  made of  the
'MOVE' statement.  What  this  does is to move a block of
memory  of  size C to B. f rom A ...

MOVE A,B,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 quick ly  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 s imple use of  the command,  (see line 435), alt hough
a very useful one, and easier than the rout ine given in ISSUE
29, as CHARS can be declared anywhere in the program,  at
any t ime.

HOW THE PROGRAM WORKS
The procedures in the program arc all named in such a way

that  t heir purpose is fairly  self  explanatory, but  I wil l  go
through them now,  s tart ing at the top.

PROC STR_TEST - checks to see if  any of  the s t rings holding
the invaders  are empty.  I f  so, it  sets t hem to null,  and the
variable OWN to a number to be taken away f rom LEV at a
later t ime to determine how far down the rest of  the st rings
holding the invaders  are allowed to go

by A. Edwards

PROC ory _FI RE - init ialises  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 pos it ion

PROC HI T - when any hit  by the player is detected, this
rout ine decides what  it  was, and how to inc rement  the score.
Inc identally ,  lines  140 and 145 took about  five hours  of  head
scratching. (They determine which Invader in which s t ring was
hit)

PROC FI RE t h i s  init ialises the players fire. Also sets FIRE to
I, again for use as a BOOLEAN later

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

250 #PROG:DO s t a r t  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 hav ing an IF 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 'Z'
((KEY=23)=1, 1 / 2-05) .  and also 0.5 if  the joyst ick is pushed
left. lAne 395 s imply  [OOP's back to the DO at  line 250

PROC STI K - sets up an array.  X(15) to hold all the values for
the lef t  - r ight  posit ions of  the joystick. This  array  is then used
in the manner - XPOS=XPOS+X(STICK(0).  therefore, i f  the
joyst ick  is pushed left. X(STICK(0)) wil l  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 FI L L A RRA Y  - fi lls  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 lit t le anima-
t ion and sound to make life interes t ing

PROC RESET - called when all invaders are removed or bot-
t om row reaches the limit .  Gives 500 bonus  and sets up next
screen i f  invaders PROC BORDER - does less now than origin-
ally  intended.  jus t  a line of Inverse spaces now

PROC PAUSED - pauses the game at any point  if  P is pressed.
Waits  for fi re but ton or space•to be pressed. The EXIT in line
660 Is f rom the DO, not  the procedure

PROC Hrr_PLAVER - the player has been hit .  Dec rement
lives, check there are lives left, and cont inue

Lines 700 and 705 are the character data continued
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CS 1  R E M
J 5  2  R E M  n
TD 3  R E M  1 1
1 1  4  R E M  1 4
SG 5  R E M  U
MV 6  R E M  n  N E W  A T A R I  U S E R  -  J U N E  1 9 9 1
CV 7  R E M
NN 8  R E M
UF 1 0  D P O K E  4 7 9 9 0 , 0
V I  1 5  C 1 R  : E X E C  S E T _ U P : P O K E  5 5 9 , 3 4 6 0 1 1  P R

OG
LU 2 0  P R O C  S T R _ T E S T
SK 2 5  I F  N V 4 S = S P C 5 C 1 , 3 9 )  A N D  0 1
,
4 4 = 8  T H E N

D W N =8 0 :1 1 4 =0 :M O V E  A D R ( S P C S ) , I N M V + 2 4 8 , 2
9 :1 4 1 1 4 5 =
....V J  3 0  I F  N V 3 5 = 5 P C S ( 1 , 3 0 )  A N D  D 1 4 N =6 0  T H E
N D W N = 1 6 0 : V 3 = 0 : M O V E  A D R ( 5 P C 1 ) , I N M V + 1 6 0

N V 3 S = . ' "
OP 3 5  I F  N V Z S = S P C S ( 1 , 3 0 )  A N D  P H 0 = 1 5 0  T N

EN O W N = 2 4 0 : V 2 = 0 : M 0 V E  A D R C S P C 5 ) , I N M V + 8 0
, 2 9 : N V 2 S = " "

JM 4 0  I F  N V 1 S = 5 P C S C 1 . 3 0 )  A N D  D W N = z 4 0  T M
EN D W N = 3 2 0 :8 1 = 0 :M O V E  A D R C 5 P C S ) , I N M V , 2 1

UZ 4 5  E N D P P O C
I A  5 0
TP 5 5  P R O C  I N V _ P I R E
BB 5 0  A S = 1 0 : 4 F = 1 : P O K E  R A N . 8 : R A X = R A X
4 ,
4 0 :

PO KE R A X . 2 : I F  P E E K C R A X
. 1
4 0 1 = 3  T H E N  
P O K E

R A M 4
-
4 0 . 0 :
E X E C  
H I
T _
P L
A V
E R

VB 6 5  E N P P R O C
I C  7 0
Y5  7 5  P R O C  N O _ M S
HO B O  M S 5 = . 0 0 . 4
. .
: M O V E  
A D R ( M 5 S ) ,
5 C * 1 1 9
4 -
M

S M 4 2 , 4 : M 5 = 0 : M S M = 9 : M S S =
- 0
4 m / "

VD 9 5  E N D P R O C
I C  9 0
OS 9 5  P R O C  N I T
CK 1 . 0 9  S O U N D  1 , 5 0 , 1 0 . 1 8 : K L = P E E K ( S C
-
F O X
- 4

0 ) : I F  K L = 4  O R  K L = 5  O R  K L = 6 : M 3 S = "  • . :
SOUND 3 . 0 , 0 , 0

DV 1 0 5  R = R A N D C 1 0 1 8 1 0
1 -
1 0 0 : M 5 S ( 2 ) = S T R S
(

R ) : P O S / T I O N  M 5 M + 1 - 3 : 7  M S S : P A U S E  1 5 1 - = 1
Si(  1 1 0  5 = 5 . 4 n : m 5 $ = . 0 . . . " : M O V E  A D R ( M S S )

, S C + 1 1 1 1 + M S M
4
3 , 4 : M 5 = 8 : M
5
M =
0
: M S S
=
"
0 4 1
/
"

MU 1 1 5  E L S E  : I F  K L = 1 : S = S + 2 5 : I N V 5 = I N V S
. 1 1 :E N D I F  : E N D I F
C J 1 2 0  I F  I N I C M V ) = M O : 0 = 0 : E L S E  : 0 = 1 : E N D I

D I  1 2 5  I F  K L > 1 9 6  A N D  K L < 2 5 3  T H E N  L = 1
XC 1 3 8  I F  L  T H E N  L = 0 : G O T O  1 7 8

I N VAD ER 'S
b v  A .  E d w a r d s

W r i t t e n  i n  T u r b o  B a s i c 11
a

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

I see no point  in giv ing game inst ruct ions,  save to say that  the
'Z' and *X keys may be used for left and right  movement ,  space
bar to fi re.  *V to pause, 'A* for autofi re and t o  stop autofi re.
(a joyst ick may  of course be used, but  I sat on mine,  hence the
keyboard rout ines).
There are no frills,  the break key is not  disabled, there is no

fancy mus ic ,  and you've seen the game before. but  it 's s t ill 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 not ice that  the program
here had to be physically  s lowed down to mak e it playable
once it  was  compiled.  I can st rongly recommend It to any
programmer o ld  or new. For the cost of  a cheap game, you
could jus t  as easily buy  this  language and t ry  your own hand.
Have f un wit h the program.  and see if  you can be tempted to
writ e one yourself .
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POKE 5 C + B X - 4 0 , 7 : P A U 5 E  S P O K E  R A XC J 1 3 5
, e

P I  1 4 0  5 1 1 ) = A B 5 ( L E V
-
( B X  D / V  
4 0 * 4 0
-
4 8 ) ) : N

Y=BM  M O D  4 0 - / N T A M V + 0 ) : I F  H T ( 2  T H E N  H T =
2
1 4 5  I F  H T > 2 7  T H E N  H T = 2 7
1 5 0  I F  S T R = 0  T H E N  N V I S ( H T - 1 , H 1
4
3 ) = “ 0
0 0 0 " : 5 = 5 4 5 8 : G O T O  1 7 8

V I  1 . 5 5  I F  S T 9 = 8 8  T H E N  N V 2 S ( N T
-
1 , H T
4
3 ) =
.

0 . 0 0 ":5 = 5 . 1 . 2 5 :G O T O  1 7 0
KE 1 6 0  I F  s T a z i e e  TH E N  N O 3 S ( H T
-
1 , N T + 3 )
7
.

" v i r e e “ : s = s
4 ,
1 5 1 G o t o  
1 7 e

Jt  1 5 5  I F  5 T R = 2 4 0  T H E N  N V 4 S C H T
-
1 , H T
- 1
3 ) =

" . 0 0 0 ”
NV  1 7 0  I f  0 5 ( 0  T H E N  0 5 = 0
E l  1 7 5  S O U N D  1 , 0 , 0 0 3 : P 0 5 I T I O N  8 . l : ?  S : E

NEC S T R _ T E 5 T : F 5 = 8 : S O U N D  9 . 4 . 8
o
F S : P O K E
5 C 4 1 3 X - 4 0 .0 :5 0 U N D  1 , 3 0 , 0 , 0 5

VZ 1 0 0  EHOPROC
PT  1 8 5
AC 1 / 0  P R O C  F I R E
VW 1 9 5  F I R E = 1 : 0 X = P H + 4 1 : M O V E  AD R I E BO M S ) , S

C -1 0 $ 4 , 1 :M OVE A D R C B O V S 1 , 5 C + 0 X
- 1 -
4 0 .
1
:
1 3
X = B X

- 4 0 :F 5 = 1 0 :S O U N D  0 , 1 0 , e , F S
UK 2 0 0  E N D P R O C
PE 2 0 5
JP  2 1 0  P R O C  D O W N _ 1
JP  2 1 5  M O U E  A D R ( 5 P C S ) F i . I N M V . 2 0
JT  2 2 0  I F  V 2 0 8  T H E N  M O V E  o D e t s p c S ) + 1 , I

H M V-v-8 0 , 2 8
LIE 2 2 5  I F  v 3 ( > 8  T H E N  M O V E  A D R C S P C S )
- 1 -
1 , I

W H0 +1 6 0 , 2 0
S J 2 3 0  I F  V 4 ( > 9  T H E N  M O V E  o p e C s P c S )
-
1
-
1 . , /

N M V + 2 4 0 , 2 8
VJ 2 3 5  I N C = - I N C : L E O = L E V
- 1 -
4 0 : I F  L E V -
D W N > 9

1 9  O R  L E V > 5 7 1  T H E M  E X E C  R E S E T
VS 2 4 0  E N D P R O C
PM  2 4 5
I L  2 5 9  U  P R O G :D O
HM 2 5 5  K E Y = P E E K C 7 6 4 ) : I F  ( N O T  S T R I G C 0 1  A

ND N O T  F I R E )  O R  1 K E V = 3 3  A N D  N O T  F I R E )
TH EN  E X E C  F I R E

I V  2 5 0  I F  F I R E  T H E N  M O V E  o D o C a o m S ) , 5 0
4 .
8

ov a t e e e S ) , 5 C 4 - e x 4 . 4 6 3 , t : I F  P E E K (
S C . 0 X
-
4 0 )
( > 0  
T H
E N  
F I
R E
= 0
: P
O K
E  
5
C
+
B
I
C
,
0
:

EXEC  N
YB 2 6 5  I F  N O T  O F  T H E N  P A N = R A N D C 3 4 ) + 1 E V +

5 C 4 6 X = P E E K ( R A X ) : I F  A X = 1  A N D  N O T  O F  T
H EN  E X E C  I N V _ F I R E

RD 2 7 9  I F  K E V = 6 2  A N D  A T F  T H E N  A T F = 0
EB 2 7 5  I F  K E V = 6 3  A N D  N O T  R I F  T H E N  A T F = 1

CO
X I

MAIN VARIABLES

NV1$, NV2$, NV3$ and NV4$ all hold the
invaders

SPC$ is a general purpose 'blanking out' string
BOM$ is the bomb, BOV$ is the bomb blanking

string
MS$ is the mothership
PL$ is the player
SH$ is the shields at the bottom of the screen
SCL$ 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 lop alien
INC is the alien movement increment
WV is the number of waves
S is the players score
MSM mothership X position



GW 2 8 0  I F  A T E  A N D  N O T  F I R E  T H E M  E X E C  F I
RE

X f  2 8 5  I F  N O T  M S  A N D  R A N D 1 6 0 0 ) = 7  T H E N  M
SM=0:M5=1:MO VE A D R ( M 5 S ) , S C 4 1 . 2 1 , 4

HL 2 9 0  I F  V 1 = 8  A N D  I J 2 0  A N D  V 3 = 0  A N D  V 4
=0  T H E N  1 0 1 1 5 =2 4 :E X E C  R E S E T

HO 2 9 5  I F  K E Y = 1 0  T H E N  E X E C  P A U S E D
SN 3 8 8  I N M V = 5 C + L E V + M V : M O V E  O D R I N V 1 5 1 , I N

M U , V 1 :M O V E  A D R ( N V 2 5 ) , I N M V
- 1 -
8 0 , 0 2 1 M O V E  A
DR( NU3 S ) , I NM V 4 - 1 6 0 , 0 3

Cu 3 0 5  I F  A F  T H E N  P O K E  1 1 1 :0 1 , 0 :R AX =R AX + 4 0
:P O KE  R A X , 2 : P K A F = P E E K ( R A X + 4 0 ) : I f  P K A F =
3 T H E N  E X E C  H I T _ P L A Y E R

P J 3 1 0  I F  A F  A N D  P K A F 0 3  A N D  P K A F < > 0  A N
P KAF < > 1  T H E N  P O K E  R A X . 1 4 0 , 8 1 A F = 0 :P O K E

RAx,e
PE 1 1 5  I F  R A X ) 9 6 0 + S C  T H E N  P O K E  R A X , 0 : A F

= 0 : A S = 0
NM 3 2 0  I F  N O T MU MOD 1  THE N SO UND 2 , 1 0 0

, 6 , 1 0 :S W = S W < > 1
PM 3 2 5  I F  N O T  S W :M O U E  A D R ( R V S ) , 4 0 1 3 6 , 6 :

E L S E  : M O U E  A D R C L U S 1 , 4 8 1 3 5 , 6 : E N D I F
I N  3 3 0  F 5 = F 5 - 1 ( F 5 ) 0 1 / 2 1 : I F  F S ) - 0 . 5  T H E N

SOUND 0 , 4 , 8 , F S
WE 3 3 5  M O V E  A D R ( 0 1 0 4 $ ) , I N M U + 2 4 0 , L
1
4 : S O U N D

2 , 0 , 0 , 0 : S O U N D  3 , 0 , 0 , 0 : I F  F I R E  T H E N  B X
= B X
-
4 0

OY 3 4 0  P X = P X - C K E Y = 2 3 1 / 2 : P X = P X + X I 5 T I C K ( 0
) ) : I F  P H < 9 2 1  TH E N  P X = 9 2 1

JT  3 4 5  P X = P t t e ( K E Y = 2 2 ) 1 2 : I F  P 1 0 9 5 6  T H E N
P X =9 5 6

OE 3 5 0  I F  F I R E  A N D  1 1 X ( 1 2 0  T H E N  F I R E = 0 : M
OVE A D R C S P C 5 ) , s C 4 - 1 2 1 , 3 0

KZ  3 5 5  I F  M S  T H E N  m 5 m r M 5 M 4 - 0 . 2 5 ; I F  1 1 5 1 1 <3
5 . 7 5  T H E N  M O V E  A D R ( 1 1 5 S ) , S C
-
1
-
1 2 1 + M S M , 4 : 5

OUND 3 , 2 0 , 1 4 , 0
I C  3 6 0  M O V E  A D R I P I S I , P X + S C , 3 : P O K E  7 7 , 0 ;

M V = M V + I N C :I F  1 1 5 1 1 ) 3 4
-
T H E N  E X E C  
N O _ M S

HH 3 6 5  I F  M U < 1 . T H E N  I N C = A B S C I N C I
0 0  3 7 0  I F  A F  A N D  A S ) - 1  T H E M  S O U N D  1 , 3 0 ,

0 , 4 5 : 0 5 = A 5
-
1

VG 3 7 5  I F  M V ) 9  T H E N  E X E C  D O W N _ 1
FG 3 6 0  I F  1 0 1 0 5 ) 2 3  T H E N  E X E C  R E S E T :G O T O

2 5 5
S J 3 6 5  I F  O V E R  T H E N  E X E C  R E S T A R T
NO 3 9 0  I F  N O T  ( P E E K ( 7 5 3 ) 1  T H E N  P O K E  7 6 4

, 2 5 5
SO 3 9 5  L O O P
OR 4 0 0
I R  4 0 5  P R O C  S T I K
MR 4 1 0  R E S T O R E  4 1 5 : D I M  X ( 1 5 )
XH  4 1 5  F O R  I = I  T O  1 5 : R E A D  D : X ( X ) = D : N E X T

I : D A T A  0 , 0 , 0 , 0 , . 5 „ . 5 , . 5 . 0 , - . 5 ,
-
. 5 ,
-
. 5

, 8 , 0 , 0 , 1 1
U0 4 2 0  E N D P R O C
PK 4 2 5
EZ  4 3 0  P R O C  S E T _ U P
SY 4 3 5  P O K E  1 0 6 , 1 6 4 : G R A P H / C S  0 : P O K E  5 5 9

, 6 4 :M O V E  5 7 3 4 4 , 4 6 1 2 8 , 1 0 2 4 : P O K E  7 5 6 , 1 6 6
:P O KE  6 2 , 2

MP 4 4 0  R E S T O R E  7 0 0 : F O R  A = 7  T O  5 5 t R E A D  D
:P O KE  4 6 1 2 0 + 0 4
,
A , D : N E X T  
0 : E X E C  
S T I K :
P O K

E 7 5 2 „ 1 : 7  1 C L S  : D I M  S H S ( 4 0 )
ZE 4 4 5  S H 5 = " 1 " 0 . 9 1 1
1
f fl O g V 9
9
9 v i i m e f fl a g .
0 0 . . , M O R I P

ippeimMEDA - . D i m  : V 5 1 6 ) . 1 4 0 4 ( 6 )
HM 4 5 0  P O K E  7 0 9 , 2 5 5 : P O K E  7 1 0 , 0 : 5 C = D P E E K

( 0 0 ) : D / M  M S S ( 4 ) g M S 5 " i l d e "
oci 4 5 5  D I M  5 C I S ( 4 8 ) , 0 1 . 1 1 5 C 3 0 1 , N V 2 5 C 3 0 1 , 0

V 3 S C 3 0 / . 0 1 0 4 5 ( 3 0 ) , 5 P C S ( 4 0 ) , P I 5 ( 3 ) , / N S 5 1
5 1 , BO M S 1 1 1 :I N S S ="4 1 0 1 1 1 1 ."

YZ 4 6 0  D I M  0 0 0 5 ( 1 ) : P I 5 v " I P J D
-
: I N 5 5 ( 3 , 3 ) . 7 .

" 1 . " : S P C 5 C 1 1 = “ 0 . . : S P C 5 C 4 0 1 =
, ,
D " : S P C 5 ( 2 ) = 5
P C 5 : 0 0 M 5 = ” 1 " : 0 0 U 5 . 7 . 0
-
: E X E C  
F I L L _ A R R A Y

L P 4 6 5  S C I S =“0 1 0 3 H / 2 X 0 W W W W k1 1 4 0 .) 6 X 3 0 4 1 0 1 1 1 1 0
4
1
0
/
1
1
)
!
C
O
W
L
6
1
6
1
0
1
1
1
.
"
:
M
O
V
E  
A
D
R
(
S
C
I
S
)
,
5
C
1
,
4
0
,
4

0 :M O V E  A D R ( S H S ) , 6 4 0 1 . 5 C , 4 0
TO 4 7 0  P L = 5 : F O R  A l  T O  P L : P O K E  S C + 6 0
- 1
4 1 ,

3 :0 1 EXT  A
XU 4 7 5  L E V = 1 6 0 : I N C =
-
1 1 ,
,
5 0 ) : M = 5 : P X = 1
,
2 2 :

W V = 1 :?  W U : P O S I T I O N  3 3 , 1 : 7  D P E E K ( 4 7 9 0 0 )
:E X E C  BO R D E R

SW 4 8 0  R E S T O R E  7 1 0 : F O R  A = 1  T O  6 : R E A 0  D :

P r e s s  s t a r t " : ?  1 1 6 : “

L O S ( A , A ) = C H R S I D 3 :N E N T  A : F O R  A = I  T O
EAD  0 :1 1 1 . 1 $ ( 0 , 0 ) =C H R S C D ) :N E X T  A

WR 4 8 5  E N D P R O C
P J  4 9 0
S J  4 9 5  P R O C  F I L L _ O R R A V
JK 5 0 0  F O R  A = 1  TO  3 0  S TE P  5 : 1 , 0 1 5 ( A , 4
4 -
4 )

= I N S 5 : 0 0 2 S C A , A 4 4 ) = I N S 5 : N u 3 S t A , A
4 ,
4 7 = I N 5
$ : 1 1 1 1 4 $ 1 0 , 0
-
4 ) = I N S S

TG 5 0 5  N E X T  A t O 1 = 2 9 :U 2 = 0 1 :1 . 0 3 = V I :V 4 = 1 .
1
1
VP 5 1 0  E N D P R O C
P J 5 1 5
OR 5 2 0  P R O C  R E S T A R T
XF  5 2 5  P O K E  P X + 5 C + 1 , 0 : P A U S E  7 0 : 5 0 U N D  8 ,

2 5 5 , 1 8 , 1 4 :S O U N D  1 , 2 5 4 , 1 0 , 1 4 : S O U N D  2 , 2 5
3 , 1 0 , 1 4 : P O K E  5 3 7 6 8 , 1

DS 5 3 0  H S = 6 P E E K C 4 7 5
1
0 0 ) : I F  5 > 1 1 5  
T H E N  
H s =

5
SL  5 3 5  D P O K E  4 7 9 0 0 , H S : G R A P H I C S  1 8 : P O K E

7 5 6 , 1 6 6 t S C =D P E E K C 6 6 1
VU 5 4 0  M O V E  A D R ( L V S ) , 4 6 1 3 5 , 8
SM 5 4 5  P O S I T I O N  1 1 6 :
,  H I S : ?  
R o b : "  
Y O

U H A V E  L O S T  ! " : ?  0 6
KG 5 5 0  ?  1 1 6 ; "  a n d  s c o r e d : " ; S : " . " : ?  R 6 t P

AU SE 1 0 : P O K E  7 7 , 0
F X 5 5 5  I  3 1 6 :?  1 4 6 ; "

t o  p l a y  a 9 a ‘ n  . . "
G5 5 6 0  S C = D P E E K ( 8 8 ) : F O R  A = S C  T O  S C + 1 3 9 :

PO KE 0 „ 1 : P O K E  A
-
1 , 0 I F  
P E E K ( 5 3
2 7 9 ) = 6  
0

R N O T  5 T R I G C 0 1  T H E N  1 5
HF 5 6 5  P A U S E  4 : N E X T  A : P O K E  0
-
1 , 0 : G O T O

5 4 8
HJ 5 7 0  F O R  A = 0  TO  3 : 5 0 U N D  a , e , 0 , 0 : N E X T

a
WO 5 7 5  E N O P R O C
P I  5 0 8
XL 5 8 5  P R O C  R E S E T
I S  5 9 0  F O R  A = 0  T O  3 : S O U N D  0 , 0 , 0 , 0 : N E X T

* : P O K E  P X + 5 C 4 1 , 0
MN 5 9 5  I F  I N U 5 < 2 4  T H E N  E X E C  R E S T A R T
PZ  6 0 0  M V = 5 : I N C = - 8 . 0 3 1 2 5 : L E V = 1 6 0
1 -
4 0 * W V :

W V = W V + 1 : I N U S = 0 :E X E C  F I L L _ A R R A Y : D W N = 0 : P
X =9 2 2

OX 6 0 5  P O S I T I O N  1 3 , 1 5 1 ?  " B O N U S  -  O N 1 0
-
: M

OVE 4 O R C 5 H S ) , 8 4 0 . 1 - 5 C , 4 0 :5 7 5 + 5 0 0 :P A U S E  I
5 : P O 5 I T I O N  1 3 , 1 5 7

EC 6 1 0  K E Y = 2 5 5 : I F  P L < I : O V E R = 1 : E L 5 E  : I f
P L > 0  A N D  M O 9  T H E N  W V = 1 : P L = P L + 1 ; L E V = 1 6
0 :P O K E  5 C - 1 - P 1 _ 4 6 0 , 3 :E R 0 T E

WE 6 1 5  E N D P R O C
OX 6 2 0
H J 6 2 5  P R O C  BO R D E R
PP 6 3 0  F O R  A=SC 4 1 1 ,  T O  5 C 4 3 8 : P O K E  A . 1 2 0 : 0

E X T  A
N J 6 3 5  E N D P R O C
P0  6 4 8
H a  6 4 5  P R O C  P A U S E D
BD 6 5 0  P O K E  7 6 4 , 2 5 5 : P O S I T I O N  1 7 , 1 5 : 9  ,
1 1 1
,

omngla-:souwe e , 1 8 , 8 , 9
HV 6 5 5  F O R  0 = 0  T O  3 : 5 0 U N D  A , 0 , 0 , 0 : N E H T

VC 6 6 0  D O  : K E Y = P E E K C 7 6 4 > : I F  K E Y = 3 3  O R  N
OT S T R / G C O I : E X I T  : E L S E  : P O K E  7 7 , 0 : L O O P

:E N D I F
VA 6 6 5  P O K E  7 6 4 , 2 5 5 : P O S I T I O N  1 7 , 1 5 ; ?  "

":5013116 0 , 1 0 , 8 , 1
,
5

WC 6 7 0  E N D P R O C
PW 6 7 5
VU 6 6 0  P R O C  H I T _ P L A Y E R
MS 6 6 5  A T F = 0 : P O K E  R A X , 0 : M O V E  A D R E S P C $ 1 .

5 C • 6 0 + P L . 1 : P X = 9 2 2 : P L = P L
-
1 : 1 F  P L O  
T H E N

O VER =1
RP 6 9 0  F O R  0 = 1  T O  3 0 0 1 5 0 U N D  3 , R AN D C 9 0 1 1
1 , 3 0 , 6 , 1 0 : N E X T  0 : F O R  0 = 1 0  T O  1  S T E P  -

0 . 05 :5 0 U N D  3 , 5 0 , 0 , 0 : N E X T  0
wv 6 9 5  E N D P R O C
OX 7 0 0  D A TA  i 6 , 2 4 , 1 2 , 2 4 , 4 8 , 2 4 , 1 2 , 2 4 , 0 , 2 4 .

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

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

JM 7 1 0  D A TA  6 6 , 3 6 , 9 0 , 2 5 5 , 1 9 5 , 2 5 5 , 6 6 , 1 2 5 , 2
4 , 3 6 , 9 0 , 2 5 5 , 2 3 1 , 2 5 5 , 6 6 , 3 6

8 :R

•
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Ian Fin ayson's
L- - 1 DON'T

/%/1 IE THROW
IT AWAY!
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WHY A HARDWARE
TUTORIAL?
My Atari equipment  is get t ing a bit  anc ient  now and recent ly

disaster struck. The symptoms were a bit  strange, a sudden
switch f rom normal operat ion to a screen full of rubbish
combined wit h a sort  of  white noise on the sound channel.
This  is pret ty  dis t rac t ing when you are t ry ing to concentrate on
a bit  of  work, and it  totally  dis rupts  the t rain of  thought.  The
symptom was so severe that  I assumed that  I had lost my  work
(do you have the self  disc ipline to always make backups at
regular intervals?) - so I set about  t ry ing to fi nd the fault .
Swit ching off and back on did not  cure the problem.  and nor
did disconnect ing and reconnect ing the various cable connec-
t ions around the computer.  I had just  decided that  something
in the computer,  poss ibly  the video output  generator had failed
when suddenly  every thing went  back to normal.  I made a lit t le
progress (with regular backups this  t ime!) and the good old
Atari kept  going for the remainder of the evening.
Next evening I set to work  again, but  af ter only  about  five

minut es  the machine failed again.  i f ound that  some sembl-
ance of a pic ture could be restored by tak ing the t uning of the
TV channel away f rom its normal set point .  Wit h this  awful.
but  fairly  stable pic ture on screen it  became apparent  that  the
computer was st ill operat ing normally ,  my  work  was st ill there
and all the Basic func t ions  were work ing normally .  I was even
more certain that  my  original diagnosis  was correct  - it  had to
be the UHF Video modulator.
This  errat ic  performance by the computer cont inued for some

t ime,  wi t h periods of  normal operat ion interspersed wit h break
up of  the displayed image, and all the t ime it  got less and less
reliable.  Something had to be done, but  what  would it  cost?
Then a k ind f riend prov ided the solut ion,  an old 800X1., that
had no power supply  and was no longer required.  I t hought  my
t roubles  were over, but  af ter ten minut es  wit h this  computer
the fault  recurred.  The coincidence was too great - both com-
puters  could not  have ident ical 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. I t  had to be
the power supply.
Fortunately  George
(he is the k ind
friend ment ioned
above) could lend
me a power supply
and this  fi nally
proved the point .
Everything worked
OK on the replace-
ment  power supply

OR HOW TO REBUILD A POWER SUPPLY

us ing either of the 80121XL.s.
I am st ill not  certain why  my  power supply  was caus ing a

problem.  I would have thought  that  almost  any  s ignifi cant
problem wit h 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 failed component  in
the power supply  that  was dis rupt ing the generated video
picture.
Well I had to fi nd a replacement  power supply  or fix the one I

had. I ended up fi x ing the old one, and the job was not
part icularly  easy so I t hought  I might  as well get something out
of  the experience by us ing it  as a basis for this  art ic le - I hope
It will be of help to some of  you.

DISMANTLING AND
EXAMINING THE OLD

At fh-st I t hought  that  once I managed to open the tough black
plast ic 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 1.vrong can you be. I prised of f  the base of
the box with some brute force (there are some plast ic  supports
ins ide which have to be broken) and revealed a solid block of
pink  pot t ing compound wit h some terminals  s t ick ing up to
which the mains  input  cable and low voltage output  leads were
soldered. These power supplies are certainly  not  designed to be
repaired!!
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s tubborn nature I would not let  it  go. so I s tarted to
carve away at the pot t ing compound wit h some care in

case there was a component  just  below the surface that  would
get damaged. I t  soon became apparent  that  cut t ing away wit h
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 pot t ing compound was in two halves - a fairly
substant ial t rans former at one end and a t in plate bent  around
some electronic components  at the other,  Once the general
shape of these two unit s  was ident ifi ed it  was not  too diffi cult
to remove the bulk  of the pink  plast ic f rom around them.
The next s tep was to get at the plast ic ins ide the box-like t in

plate wit h enough care to recover the indiv idual components.
It soon became clear that  they could pot  be recovered com-
pletely intact  and reusable,  but  I needed to ident ify  them for
replacement.  Eventually  all was disassembled and the compo-
nents ident ifi ed.  but  the only  parts  that  could be reused, apart
f rom the t ransformer,  were a small printed c ircuit  board and a
glass fuse in its holder.



ASSEMBLY
The diagrams show the layout  of  the c ircuit

..board. the layout  of the components  and the
theoret ical c ircuit .  I f  you reuse the old lead
f rom the power supply  to the computer it is
quite easy to ident ify  the lead wit h the white
st ripe as the posit ive and this  gets round the
need to ident ify  the correct pins  ins ide the
mul t i -p in plug.
Assembling the components  is only  a mat -

ter of s imple soldering.  There are jus t  a
couple of items to note: fi rs t  pin 2 on the
voltage regulator is not  connected, jus t
make certain it  Is bent back or cut off  so as
not  to touch any  other connector.  Second,
the two resistors arc connected direc t ly  to
pin 4 of  the voltage regulator if  you arc
us ing the Atari PCB design. I f  you are us ing
s t ripboard or your own PCB design it  would
seem to me to be bet ter to solder pin 4 to the
board and take of f  the resistors f rom adja-
cent points.  Remember when soldering not.
to get too muc h heat  into the electronic
components ,  none of those used here are
part icularly  delicate, but  it  is a sensible pre-
caut ion to use a heat  s ink  between the point
of  soldering and the component ,  part icularly
for the voltage regulator.
I have one serious caut ion to pass on to

you (apart  f rom the obvious note that  the
leads to the t rans former carry full mains
voltage whic h can give you a nasty  shock!).
The power supply  delivers quite a high current  to the compt i
ter. so the voltage regulator and the bridge rect ifi er get very
hot. I t  is essent ial that  these two components  are fi rmly  bolted
to a sizeable heat s ink  before you use the unit  to power up
y our computer.  There Is very lit t le heat  when the supply  Is
open c ircuit ,  but  it  heats up rapidly  when the computer is
running and you are likely  to cook the components  if  they
don't  have a t hermal path to take the heat  away. I have reused
the t in plate which was around the components  in the original
power supply,  and that  does the job alright .  but  it  does need a
good air c irculat ion.

TESTING
When I had rebuilt  the power supply  I checked its output

voltage on open c ircuit  wit h a small voltmeter and got a
reading of 5.27 volts. This  compares wit h 5.37 volts registered
on a s tandard power unit .  The specificat ion plate on the power
supply  indicates 5 volts, but  that  is probably  the on-line
voltage which wil l be lower.  I t  seemed to be about  right  so I
plugged into my 800XI.. held my  breath and switched on. What
an ant ic limax .  every thing was quite normal!

FINALLY

At_

Many  thanks  to those who have taken the t rouble to writ e to
me. I am not  very good at answering quickly,  but  I wil l  answer
everyone who inc ludes a s tamped envelope eventually.  Please
note that  I have no knowledge of programming languages other
than Basic, but  do keep writ ing.

My address is 6 0  Roundstone Crescent. Eas t
Preston, West Sussex, BN16

• Tro n s l o rme r

-equ in t o r

• • •
-
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THE COMPONENTS
Here Is a complete list of the components.  Those I replaced

I bought  f rom Maplin and I inc lude their part  ident ifi cat ion
number  and current  price for informat ion.

Recovered from original power supply:
Trans former
Fuse and holder
Printed c ircuit

New components:
Bridge Rect ifi er
Disc capacitor 0.1t iF
Capac itor 100uF
Capac itor 4700uF
Voltage regulator I.200
Resistor 820
Resistor 910

WQ57M . 9 8
BX03D . 1 6
J1.19V . 1 4
FM83E . 9 8
YY74R 1 . 4 6
M82OR . 0 3
M91OR . 0 3

3.78

Of course there wil l be some postage to add, and if  you are
not going to dig through the pot t ing compound to recover
the lit t le PCB you wil l  need a small piece of  s t ripboard to
assemble your c ircuit  on and a fuse and holder - 1,5 amp
should suffice. You should always be able to recover the
most expensive component .  the t ransformer,  but  the casing
of the power supply wil l certainly  not  be reusable,  so you

need a box of  some k ind.
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THE

IMMORTAL LIFE

IPSTER
THE BIG 50!

Another issue, another Tipster column. but that's wh a t
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 hank account. This issue features full maps
and hints for Red Moon. a whole host of Quick es 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 Throng in
Bloggo's Sojlwares latest mega adventure. So carry on
reading and be enlightened!

This  Issues fi rst t ips  comes from Kevin Beresford of  Salford. To start
with he gives us the secret of immortal life in Ru t land  Reddy in the
Great Space Adventure (there's a t it le and a half!) I f  you hold down
11E12. START. SELECT and OPTION when you press fi re to s tart you
begin with infi nite lime and lives. Kev ion also.takes the headache nut of
Head Over Ileels. I f  you take ! lead to Heels' s tart room and make both
of them face the wall that separates them, then switch auto-fi re on on
your joystick and press shift  twice every t ime Heels is  at the highest
point of  his jump soon Heels will be over the wall and they ran join
forces s traight away.
One fi nal one from Kevin is  for you power hungry  ego-trippers  out
here. I f  you go to location 13-0 4  in Mercenary  then you can blow away

a Commodore sign! (ha ha_ chort le chortle, lcue cvii laughterilI )l

ST DEMO SECRETS
From my own head comes a sort ol exc lus ive in which I will divulge

the secret or hidden demos in a couple of ST demos.

T H E  S Y N T A X  T E R R O R
Move the selector down to the blank bar in the credits section and

type in the following:
HEMMELHERFIGOTTSJESASWILLA

and you should be presented with the screen with all the "uglies " On
it.

T H E  U N I O N  D E M O
Move "Charlie" along the wall unt il he comes to a TEX symbol that is

at his  head height and you get what must be the fi rst soundtracker
ever done on the ST.

Thi s  i s s ue 's  pr i z e w i nne r  is Tobi a s  J o r b o m  s o t he
HO LO G RAM THI NGY is w i ngi ng i ts w a y  to S w e de n! !

To celebrate our  50th Bi r thday the pr ize next time wil l  beA POCKET COLOUR TV
T h a t ' s  r i gh t !  W a t c h  y o u r  f a v our i t e  p r o g g i e s
a n y w h e r e ,  a n y t i m e  b u t  o n l y  i f  y o u  g e t  s o m , e
c r a c k i n g  t i ps  o r  m a p s  o f f  t o T h e  T i p s t e r  N O W !
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BEHIND ENEMY LINES
S.A.S. trained Tom Dickerson of  Ashton, Northants has what  can

only be described as a Godsend because he has t he complete
solut ion t o C I
E 1 J  
B E R . U "
-
r .  
S
o  
y o
u r  
m i s
s i o
n ,  
i
f

you wis h to accept it  Jim, is to destroy all of  those nasty enemy
type people w i t h  y ou r  v ery  o wn  ( l i k e  mo m us e t o  m a k e )
machete, Uz i  9mm,  s awn o f f  shotgun and y our  Ac me "Ac t ion
Man" Bazooka and give those naughty  enemy type people lead
jacketed hell! !

L E V E L  1
Climb t o the top of  the red bridge girders  and j ump  f rom one
to another unt i l  they  end.  When you get  t o the miss ile lorries
DON' T c limb on top of  them as you wi l l  probably  get k i l led by
the soldiers. Instead you should go along the bot tom of  the screen
k i l l ing the green soldiers and the grey soldiers f rom the right  by
laying down and k nifi ng them. At  the end of  the level l ie down,
facing right  and holding out  the k nif e all the whi le (hold down
the fi re button). You can also shoot the soldiers wit h the bazooka
if  you want .

L E V E L  2
Travel along the bot tom of  the screen us ing the bazooka and the
knife as above t o k i l l  t he soldiers.  When t he parachut ist  f alls
down lie down facing right  and the bombs wi l l  not hit  you. When
the parachutist lands you can k i l l  h im 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 t hem (k ick  them by
pressing fi re,  stab t hem by  ly ing down and press ing fi re.  You
don't  have t o be ly ing down t o shoot them)

L E V E L  3
Walk along the bot tom stabbing and shoot ing as for level 1. When
you get  to a b ig whit e bui ld ing c l imb t o t he t op and drop of f
the end. K i l l  the parachutist as described in level 2. You wi l l  need
the bazooka f or the helicopter at the end of  the level. To do this
go t o  t he r ight  as  f a r  as  poss ible and t hen face lef t .  As  t he
helicopter lands and comes towards you shoot it .  You wi l l  need
to repeat this  3 or 4 t imes before i t  ends up as a heap of  scrap.

L E V E L  4
Travel along the bot tom stabbing and shoot ing as level 1. Use the
method in  level 2 i f  you encounter any parachutists. At  the end
of the level you wi l l  have to use the method f or the end of  level
1 i.e. l ie down facing right  and hold down the fi re but ton all the
whi le o r  y ou could also shoot  t hem wi t h  t he bazooka. When
enough soldiers are k illed you are greeted wit h the highly  origin-
al message of  "MI SSI ON COMPLETE"

Also f rom Thomas Dickerson is  a t ip f or those who can't  cope
wit h C R Y S T A L  R A I D E R .
II you put  a heavy weight  on the space bar the game goes much

slower so al lowing you t o complete i t  (maybe?).



Q L U C K  E ' s
To start this issues section is one f rom Gary Snook f rom

• Southampton for C I  ID F.: t l  IN IN E-• Ft .  I f  you press
CONTROL - F you get extra lives (up to 100 extra) and CON-
TROL  - U to skip levels.

A  couple of  snippets come f rom Matthew Graham and James
Hale of  Leigh-on-Sea. For U r t
—  I A  
1 3  
I . :

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 fi ve objects that are needed to get to the second level of
B A S I L  T H E  G R E A T  M O U S E  D E T E C T I V E
are as follows:

Cigarette
Gun
Dagger
Key

And something that looks like an Alarm clock

Noel 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 A , . s a
-
F t  -  
f o r  
a

higher score and an extra life just that lit t le bit  earlier select the
following:

4 player
Melee combat
Flipover Defence

The other ships (not being able to move or fi re) are easy meat and
can be picked of f  quickly. Each ship is worth 1.000 point by virtue
of  the fl ipover defence.
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player needs is ability  to win a game.

The I — I V  U N  C4 L I  A  Nt' L.  I  41.3 F I T ' S  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 EP CI  N I  A  I  N
-
F
1
-
1
1
E
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OPTION - Music  on - SELEC7 - Mus ic  of f  - S T A R T  - Pause

(To impause move the joystick)

Help WANTED
1[1:3)4e zurl. c o 3r Alkii.Nrde )

Vrll 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 las many of toy programs are)).
Yogi may be smarter than the average bear but  Alas tair Mooney is

having a hell of a time with YOGI& FRIENDS IN THE GREED MONS-
TER. lie asks how to rescue Yogi's friends and what 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 diffi culty  in complet ing it. He also wants  to know if  there is  any
way to carry on from where you len off in RUFF AND REDDY. GUNLAW
SIDEWINDER, GRAND F M  SIMULATOR arid BOMEFUSION.

Please keep sending in all y our hints, t ips, maps  and solut ions  or
any thing that you have, I s t ill haven't had any response, apart  f rom
Tobias's. for adventure hints , t ips  and maps. 1 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 writ ing pad and pen and get writing.
It only takes a few minutes work to get world wide fame and glory.

RE2, 1169011
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 Jorbom'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  o n  aniklat sdrawkeabill
As usual BUR PMAL = RUB LAW_

R E D  M O O N :  C L U E S

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 O T  SSAP EH T ELTTIL ELOH: TA E E H T
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
NIT.
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 TI 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.

T R E A S U R E S

The treasures are: PEARL, BOOK, MEDALLION, EMER-
ALD, COINS, BROOCH, SILVER BARS, BLACK BALL and
the CROWN.
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Hot Rod Raider from Issue 42 of New Atari User has a useful bit of
programming in it thal 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.
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GAMES

ZeppelinDraconus
W a x  FOIC,

TOP 10 DISKS

2 99
299

Who Dares Win s il • .., ..., .
SpindizzyPro Mountain Bike .

2.99
2.99
2.99

World Soccer

Kick Off (Budget)

299 Atarisoll

14.95 Pacman ..........................

Phantom . . . . . . . . . . .
Zybex

99
7
' 
9
9

Speedhawk
Twilight World

7.95

299
2.99Speed Ace .........

Designer's Pencil

2 99 Heartache

2•99

2.99Las Vegas Casino
Fruit machine
Sidewinder

Colossus Chess IV

2_99
2.99
2.99

Thunderfox
Slingshol . .

9.95

2.99
2.99

Fantastic Soccer

Plastron
Mig Alley Ace

2.99 Adventuresoft

6.99
12.95
4.99
6.99

Donkey Kong Jr... SOLD OUT
Battlezone   7 . 9 5
Donkey Kong   7 . 9 5
Food Fight   4 . 9 9

Kenny Daiglish , •,,, 2.99 10 L il le  Indians

Silent Service

2,99
Ninja Commander

7.95

2 99 Secret Mission . . . . . . . .  •• 199
Blinky's Scary School

4.99

2 99 Arrow of Death 1

Gauntlet

2.99
Jocky Wilson Darts 2.99 Arrow of Death 2

4.99

2,99
The Living Daylights 2 99 Golden Voyage 2,99Mountain Bike  Racer 99 Mystery Fun House 2.99
HI-Tec
Spy vs. Spy . . . . . . . .
Spy vs. Spy Island Caper
Spy vs. Spy Arct ic Ant ics
Eloulderdash IV ........ .••••..
Space Rider

2 99
2.99
2 99
7 99
2 99

Strange Odyssey
Wizard o l Akyrz
The Time Machine
Adventureland
Circus •
Escape from Pulsar 7

2•99
2,99
2.99
2,99
2,99
2.99

Yogi & The Greed Monster 2.99 Perseus and Andromeda 2.99
Ruft 'n• Reddy 2.99 The Count 2.99
Yogi's Great Escape . . . . . . . 7 99 Voodoo Castle 2.99

Byte Back
Waxworks 2.99

Robot Knights 2,99 Firebird
Jet Boot Jack 2.99 Video Classics ,  ............... 2.99
Timeslip , 2.99 Matta Bia la 1.99
Astrodrold . 2.99 MicroRhyttim 1,99
Speed Run 2•99 Thrust 1.99
Space lobste r 2.99 Chimera 1.99
Fighter Pilo t
Dreadnaught •
Space WarsPlanet Attack

2.99
2.99
2.99
2.99

Players
Stratosphere
Tanium

1,99
1.99

MadJax
Roulette Simulate,'

2,99
2.99

Dizzy Dice
Bobble Trouble

1•99
I .99

Cosmic Pirate 2.99 Joe Blade II 2.99
Warcopter .
Screaming Wings
txpioding Wall
Little Devil

2.99
2.99
2•9g
2.99
2.99

Miscellaneous
Star Wars
Football Manager
Superman
River Raid

2.99
2.99
2.99
2.99

Codemasters Tapper 2.99
Fruit Machine Simulator 2,99 Chuckie Egg .......... ,....... 2.99
9,M.X. Simulator 299 Tank Commander .............. • • ...... 1.99
fransmuter 2.99 Pogotron 2.99
Red Max 2 99 Boulderdash 2.99
Grand Prix Simulator 2 99 Bouldentash II 2.99
Advanced Pinba ll Simulate r ....... 2.99 Darts 1.99
! M X
Gauntlet 2.99

System 8  Pools
Turf Form

2•99
2.99

Footballer o f  the Year 2.99 Mastertronic
Hardball 299 Masterchess 1 99
Hit SquadGreen Beret ......................Arkanoid . • •  • .••..••..• ................
Head Over Heels

2 99
2.99
2.99

Protector
Revenge II
Crystal Raider
Amaurote
Action Biker

2•99
2.99
1.99
2.99
1,99

Atlantis Vegas Jackpot 1 9 9
Dawn Raider 1.99 Kikstart 199
Death Race , 2.99 Colony 1.99
Pro Golf 2.99 Feud 1 .

9
9

Panik
l
e
a
g
u
e 
C
h
a
l
l
e
n
g
e

2.99
1.99

Invasion „  ....... ,., .. ., . . . 1 9 9
2.99

Pot Hole Pete
Spooky Castle

1.99
1.99

Last VS. .  ........................
Mutant Camels -  - ,'T 3

Daylight Robbery 1.99 Milk Race 1.99
2.99 Frenesis . .  . . . . . ...... 1 99

Periscope Up 1.99 Panther 1.99
Encounter 2.99 Sidewinder II .  ,  ..,  . . .. . . . . 2 99
Gunfighter 1.99 Despatch Rider . .  . . .  . .  , • . 1 99
Crack Up 1.99 Hover Bovver ......... .. •  . . 1 99Survivors 2.99 Molecule Man 1 99
Cops R o b b e r s 1•99 Gun Law 1 99
Alternative
Leapster
Monkey MagicSoccer . . . .  .........
Castle Top

1•99
1.99

1.99

Speedzone ..................................
Nino
Ghostbusle IS
Henry's House
180!
Bombfusion

2.99
2_99
2.99
1.99
2.99
1 99

TOP 5 CASSETTES TOP 10 DISKS TOP 10 ROMS TOP 10 BUDGET
CASSETTES

Kick Off (Budget) 2.99 Flight Simulator II 14.95 Pacman .......................... 7.95
Colossus Chess IV 7.95 Jewels of Darkness 9.95 Designer's Pencil 4.99 Draconus 2•99
Atari Compilation 4.99 Colossus Chess IV 9.95 Star Raiders II 9.95 Star Wars 2.99
Plastron
Mig Alley Ace

7.95
7,95

Draconus
Hawkquest
Pirate Adventure
Bop 'N• Wrestle

6.99
12.95
4.99
6.99

Donkey Kong Jr... SOLD OUT
Battlezone   7 . 9 5
Donkey Kong   7 . 9 5
Food Fight   4 . 9 9

Yogi & The Greed Monster
Ruff 'n' Reddy
Joe Blade II ........ ..........
Chuckle Egg
The Living Daylights

2.99
2.99
2.99
2.99
2.99

Silent Service 9.95 Pole Position 7.95 Speed Run 2.99
The Count 4.99 Ms. Pacman 9.95 Gauntlet 2.99
Gauntlet & Deeper Dungeons.. 9,95 Galaxian 4.99 Tank Commander 1.99

Cass. Dis k
Kick-Off  2 9 5  9.95
Smash Hits 1 - 4 & 7 (each) 6 . 9 9
Living Daylights   2  99 4.99
Spy vs Spy Arctic Antics 2 . 9 9  3.99
Spy vs Spy Trilogy 7 . 9 5  9.95
Polar Pierre  4 . 9 9  6 9 9
Mr Robot   4 . 9 9  6.99
Beta Lyrae   4 . 9 9  6  99
Boulderdash 2   2 . 9 9  6  99
Arkanoid  9 . 9 5
Trailblazer   9 . 9 5
Solo Flight . . . . .  ........ 7 . 9 5
Spyhunter  6 . 9 9
Rescue on Fractulas   6 . 9 9
Ballblazer ............. 6 . 9 9
Rampage   8 9 9
Platform Perfection   4 . 9 9
Spindizzy .............. ......, 2 • 9 9
Touchdown Football
Spitfire 40 „ •  ••, • .
Draconus
Druid
Brian Clough's Football Fort
Pooyan
European Super Soccer
Hard Hal Mac
New York City • . • , •  •
Crumbles Crisis
Freaky Factory
Slarquake
Preppie 2
Laser Hawk
Colossus Chess 3
Sidewinder
Joe and the Nuclear Caverns
Nuclear Nick
Knockout Boxing . . . . . . . .
Sunstar
Cuthbert Goes Walkabout
Mig Alley Ace
Winter Events . •  .........
Night Mission Pinball

Missile Command
Star Raiders
11alaxian •••
American Football

International Karate
Pitslop II , •  ••• .„..„.
Montezurna's Revenge
Atari Compilation 4 . 9 9
(5 games Star Raiders, Tennis et0.
Gauntlet + Deeper Dungeons 9 . 9 5

tool Fight .......
Donkey Kong
Pole Position
Ms. Pacman
Star Raiders
Loderunner . . . . .
Barnyard Blaster (Lightg.n.
,One on One Basketball
Battiezone

6.99
6.99
6.99

2.99 6  99
4 99

8.95 12.95
4•99 4  99

4.99
4 99
4.99
4.99
4.99
4.99
4.99
4.99
4.99
4.99
4.99
4.99
4,99
2.99
2.99

7 95 9.95
9.95
6.99
6.99
6.99
6.99
4 99

A COMPLETE SERVICE IN COMPUTERS MARI

ADVENTURE/STRATEGY

9.95
14.95
11.95
16.95
16.95
16.95
19.95

Vietnam  . •  9 _ 9 5Conflict in  Vietnam   1 1  95 14.95
Crusade in  Europe   9 . 9 5
Decision in the Desert   1 1 . 9 5  14.95
Colossus Chess 4   7 . 9 5  9 .9 5
Kennedy Approach  8  95 12 95
Havdtquest 7 .
9 5  
1 2  
9 5

Cutthroats 9  95
ZOrk 1   9 9 5
The Count   4  99
Pirate Adventure   4  99
Scapeghost   1 2 . 9 5  12 95
Silicon Dreams . . . . . .  7  95 9 9 5
Jewels ot Darkness   7 . 9 5  g  95
Rebel Charge   1 9  95
Super Huey   9 . 9 5  11.95
Lancelot   1 1 . 9 5
Sargon III Chess   6 . 9 9
Gettysburg   1 9 . 9 5
Knights of the Desert   9 , 9 5
Nato Commander   9 . 9 5

14.95
16.95

Flight Simulator l l  . . . . . . .  1 4 . 9 5
Flight Sim . Scenery Disks
Nos 1-7 each   9 . 9 5
Ouestron   9 . 9 5
Field of Fire   7 . 9 5
Hollywood Minx   9 . 9 5
Jinider   9 . 9 5
Time 8. Maglk   1 1 . 9 5  11.95
Lurking Horror   1 1 . 9 5
Ingrid's Back   1 1 . 9 5  11.95
Knight Om   1 1 . 9 5  11.95
Cloak of Death 2 . 9 9
GLIns linger
Eternal Dagger
Theatre Europe
C
a
r
r
i
e
r  
F
o
r
c
e  
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.
.
.
.
.

Panzer Grenadier
Battlecrusier
W a r s h i p

Colonial Conquest

Cass Dis k

UTILITIES

Mini Office II . . . . .
Atari Writer Plus
Planetarium
Cul 'n  Paste

7.95 D a v i d ' s  Midnight Magic . .
7.95 A r c h o n  ...... ........  . . . .
4.99 R e s c u e  on Fractulas .......
7.95 M o o n  Patrol ...............
7.95 R o b o t r o n  2084 .........
4.99 J o u s t
7.95
7•95 R i v e r  Raid
9.95 m e g a  Mama . . . . . . . .    . . . .
9•95 Dreadnaught  Factor

.. 7 . 9 5  De s ig n e rs  Pencil
7 95 R a l l y  Speedway •••• • ,7.95 E a s t e r n  Front 1941 . . . . .
., 95 S k y w n l e i

Dix

Disk
14.95
29,95
16.95
9•95
9.95

XUXE CARTRIDGES
7.95
7.95
7.95
7 95
7.95
795
7_95
7 95
7.95
7 95
4.99
7 95
7.95
4.99
7.95

'VtSA

BUDGET CASSETTES

RILL RANGE OF ATARI 2600
CARTRIDGES IN STOCK

S e e
0 219/221 Cannock Road. Chadsmoor, Cannock.

Staffordshire. WS11 2DD
Telephone (0543) 466577/8/9

Add 50p to orders less than r 5.00. All prices correct at
time of going to press. Access or Visa orders welcome.

Please add El per item for overseas
Please make Cheques or Postal Orders payable to

"MILES BETTER SOFTWARE"
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YOGI'S GREAT ESCAPE
A
n
o
t  
h
e
r  
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e

in Hi Tec's budget
series based on

famous characters f rom the
cartoon world of  l ianna Bar-
bera. Yogi Bear is well k nown
to thousands  of  young (and
not-so-young) TV cartoon fol -
lowers for his  zany capers in
Jellys tone Park  and his  ever-
more-c unning but  not  always
successful at tempts  to outwit
the Park  Ranger.
YOGI'S GREAT ESCAPE he

gins when Yogi and his  faith-
ful f riend Boo I3oo wake up
f rom their wint er hibernat ion
to resume the t radit ional pas-
t ime of relieving innocent
campers of  their picnic bas

I
T
i
t
l
e
:

YOGI'S GREAT ESCAPE
Publisher: Hi Tec
Price: S 2 _ 9 9
Players: 1
Loading:  15'  I 0"+

Reviewed by Paul Rixon
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brothers,  Leanoric  and
Learic. who also hap-

pen to be wizards.  They had
lived in the small,  t ranqui l  vil-
lage of Lit t le Dullf ord for as
long as anyone cared to re-
member,  and seemed to spend
most of  their t ime collect ing
pot ions, mix ing spells and
doing all the other myst ical
things  that  wizards  were
thought  to do. The pair had
been k nown to occasionally
argue (one s ummer Le-anode
turned his  brother temporarily
Into a frog) but  as long as they
kept themselves to theinsel-

.112 i s s u e  50 • New Atari User

kets, A few days into the sea-
son. Ranger Smith receives
the dis turbing news that  Jet-
lystone Park is to shut  down
and all the animals  arc to be
shipped off to the zoo. Yogi
hears of the impending clo-
sure and decides to head for
the f reedom of  New York City
before it's too late. Wit h Ran-
ger Smith and pet t racker dog
in hot  pursuit .  Yogi at tempts
to make his great escape.
The adventure k icks off In

Jellys tone Park and proceeds
t hrough forest, wild west,
•Mumbo Jumbo'  mars h and
funfair scenarios before
reaching a conclus ion in the
The Big Apple itself. The seen-
en o n  each level scrolls hori-
zontally  as Yogi runs  and
bounds  across count less walls
and plat forms,  his  objective to
reach the exit before a count -
down t imer signals his
appointment  wit h the zoo.
Snakes, ravines, Indians  and
many  other nast ies mus t  be

yes, the villagers didn't. scent
to mind.
Then one day the peace was

shattered by an enormous
commot ion.  At fi rs t  there was
shout ing,  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. I t  was
more than a minor disagree-
ment  - a feud had begun. and
the v illagers knew they had
bet ter not get in the way!
And so the scene is set for

FEUD.  a graphical adventure
based on the conjurers '

avoided whils t  roast  chickens,
toffee apples. hamburgers  and
other edible objects should be
consumed to gain a useful
points  bonus at the end of
each section.
Regrettably, wit h the excep-

t ion of  Yogi himself ,  the
graphics  fall short  of  the stan-
dard I'd expect f rom T e e .
Gameplay  Is confi ned to an
unnecessarily  small window in
the top two thirds  of the
screen and colours on the fi rst
level make Jellystone Park
seem more like the Sahara De-
sert! There are f requent  delays
during play since the levels

at tempts  to destroy one
another.  You become Learie
whils t  the computer com-
mands  the act ions of Leanoric.
The screen view consists of de-
tailed, well-shaded scenery in
the upper half  of the screen
and status informat ion below.
As your character traverses
the k ingdom,  the display win-
dow 'fl ips' to reflect the chang-
ing locations. To the left, a
spell book I llust rates the
magic at y our disposal.

Init ially  you don't  possess
any  special powers so the fi rst
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 t ransport  the ingre-
dients back to base for mix ing
in your cauldron.  Once you've
found a suffi cient number of
spells you should head to-

load in separately  f rom tape
run out  of  lives and you have
to rewind back to the begin-
ning. I 'd be wil l ing to overlook
these drawbacks  if  there was
mus ical compensat ion but ,
alas, the sound effects are
equally  unremarkable.
On a posit ive note. Yogi's

Great Escape is an addict ive
game and, t hough c learly  not
in the same class as Ruf f  'N
Reddy (see last issue), it 's well
wort h check ing out.

Show your apprec iat ion for
Yogi and hopefully  we' ll enjoy
many  more new releases f rom
Hi  Tee_

F E U D
wards  Leanoric  and at tempt  to
cast t hem - but  watch out ,  or
he'll do exactly the same to
you!
It's not  diffi cult  to get lost in

the k ingdom and mapping is
almost  essential.  Thank fully .
once you've located a leleport '
spell you can ret urn to the
cauldron quicker than it  takes
to say 'hocus-pocus'.
This  must  bc one of Master-

tmnic 's  best releases yet.
Great graphics,  good sound
and an interes t ing theme. I t 's
a pity  there's no two player
opt ion as the game would
seem to be an ideal candidate.
For the solo wizard.  Feud rep-
resents excellent value,

Title: F E U D
F
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Price: i 1 . 9 9  cassette
Players: I
Loading: 20'30"

Reviewed by Pout Rixon
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INTERNATIONAL KARATE
K
a
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aren't  as abundant  on
the Atari as on other

mic ros  but  anyone who's ex-
perienced INTERNATIONAL
KARATE (or its American
counterpart .  World Karate
Champions hip) should have
no cause for complaint .  Not
only is it  a t ruly  bri l l iant
game, it 's  arguably  bet ter than
the 16-bit  conversions!
After loading you're greeted

wit h an atmospheric  sound-
t rack and a demons t rat ion
giv ing a taste of  the act ion to
follow. The background scen-
ery is formed by a superb
drawing of Australia's Sydney
Harbour Bridge and Opera

I  Title: I NTE RNA TI O NA L

KARATE
Publisher: System 3
Price: 6 6 . 9 9  disk
Players
- 
I  
/ 2

Reviewed by Paul Rixon

1
SCORE OBOOSOO
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yet another scrolling
blast  'em up f rom PAL

Developments - SI DEWI NDER
II. The t it le is a bit  deceptive
since the game is not  ac tually
related to the original Sidewin-
der. released by Fut ureware
over four years ago. Fort un-
ately, it 's  not  quite as diffi cult
either)
In the init ial miss ion briefi ng

you learn that  your planet 's
long range scanners have de-
tected a huge mass
approaching f rom the direc-
t ion of  an alien home-world.
Reports f rom scout craft  indi-

House. In the foreground com-
puterised opponents  dive
spectacularly  around perform-
ing dozens of  different karate
moves. I nit ial opt ions allow
you to select a one or two
player match and whether or
riot to have mus ic  and/ or
sound elec ts  cont inuing
t hroughout  the game.

In each bout  of  Internat ional
Karate your objective is to in-
fl ict ma idmum damage on
your opponent  before the ex-
piry  of  a t imer,  whils t  avoiding
Injury  yourself. The moves are
carried out  by a combinat ion
of  joystick direct ions and t rig-
ger presses, giv ing a total of
sixteen possible actions. Each
successful hit  is rewarded by
either a half  or full point ,  and
a score determined by the
complex ity  of the move and
how well it  was performed.
The first player scoring two or
more points wins  the bout  and
ains a bonus based on the

amount  of  t ime remaining.  I f

cate t hat  it 's an enemy batt le
stat ion, somewhat  larger than
the one you destroyed in a
prev ious 'Sidewinder exercise.
A computerised select ion pro-
cedure has chosen lucky-old-
you as the only suitable candi-
date to at tack  the advancing
menace. You've been ins t ruc -
ted to infi lt rate the stat ion via
an air inlet  t unnel t h e  catch
Is that  it 's lined wit h defensive
units ,  automat ic  vent doors,
and pat rol drones wit h orders
to prevent  your int rus ion.
Sidewinder II is a t radit ional

vert ical scroller - the aim is
s imply  to survive as long as

the t imer runs  out  completely,
the winner is the player wit h
the highest  score or. i f  it's a
draw,  the one who t ried the
hardest!  Later on there are
special stages where you take
a break f rom fi ght ing and have
to prove your sk ill at dodging
weapons and smashing piles
of  bricks. As you accumulate
more points. you're supplied
wit h an appropriately  coloured
belt  and eventually  allowed a
slot in the coveted hall of
fame.
l i t e  v isual delights of  this

game have got to be seen to be
believed. The graphics really

are absolutely s t unning! Tl ic
disk version features many
addit ional backdrops of world-
wide landmarks  which load in
automat ically  at  regular inter-
vals. The animat ion is fast (the
speed of  play can be adjusted)
and inc redibly  smooth.  Mus ic
and sound effects are also fi rst
rate.
Wit hout  a shadow of  doubt,

Internat ional Karate is an all-
t ime computer classic. I f  you
haven't  got it  t hen you're mis-
s ing out  on one of  the best
pieces of  software entertain-
ment  ever devised for your
computer.

SIDEWINDER II
possible by avoiding or annihi-
lat ing the innumerable aliens
and obstacles, Every so often
you're presented wit h a
chance to collect a fl oat ing
capsule that  can add an extra
gadget to your ship, such as
enhanced fi re power or a li-
mited protect ive shield. Any
contact wit h the s urrounding
ins tallat ions  or enemy fire
rapidly  reduces your fuel sup-
ply. There are three spare
ships in reserve.
Presentat ion in both the

audio and v isual sense is of  a
pleasant ly high standard,
f rom the catchy (and st rangely
familiar?) opening mus ic  to
the clear,  detailed and
smoothly  scrolling back-
ground scenery. An unus ual
feature of the game is that  by
pul l ing back on the joyst ick
you can stop the scrolling
completely  and give yourself
ample t ime, to'work  out  the
best route through the batt le-
field ahead. This  means that

Sidewinder II should cater for
a wider range of  abilit ies than
many  other games of  its genre.
The only  bad t hing I can fi nd
to say about  it is  that  It 's a
rather monotonous  challenge
wit h no surprises to keep you
hooked on the higher levels.
however,  this  c rit ic ism could
be levelled at almost  every
other shoot 'em up in exist-
ence. Thousands  of arcade
addicts don't  seem to be con-
cerned!
Sidewinder I l ls  one of  the

best budget -priced shoot 'em
ups current ly  available.  It 's
not  a patch on Tail Of  Beta
Lyrae (then what  is'.1 but  even
so it 's well wort h the ask ing
price!

title: S I D E W I N D E R  II
Publisher: Mastertronic
Price: i 2 _ 9 9
Players: 1
Loading:  I  1'24'

Reviewed by Paul Rixon
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sadly few and far be-
tween nowadays  but

it 's a good opportunit y  to ex-
amine some of  the older t it les
that  prev ious ly  may  have been
missed.
Codemasters ' BMX SIMULA-

TOR is quite s imilar in con-
cept to their Grand Prix  Simu-
lator,  whic h I rev iewed in
issue 47. The game presents a
series of screen-sized c ircuits
whic h the players' observe
f rom a birds-eye perspective.
Two small BMX riders  line up
on the s tart ing ramp and wait
for the s ignal - t hen they're off.
You can opt  to challenge the
computer or a human corn-

Title: B M X  SIMULATOR
Publisher. Cociemasters
Price: £ 2 . 9 9  cassette
Players: 1 / 2
Loading: 13'15'

Rev iewed by Paul Rixon
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ladega and Cops 'n
Robbers all have in

c ommon? The answer is that
in my  opinion they're all prog-
rams  to avoid! Over the years
I've seen bril l iant  games, aver-
age games and terrible games
but  these three stand out  as
the worst  of  the bunch.  I n the
past. Alternat ive Software's
policy of  re-releasing oldies
has kept t hem out  of  the 'nas-
ties' league table, but  this  t ime
I t hink  they've fi nally  outdone
the compet it ion wit h CASTLE
TOP - a game that  can only
really be described as Had
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ULATOR
pet itor,  but  in either case your
objective is not only  to come
home in f ront  of your oppo-
nent  but  also to fi nish the race
before the expiry of an in-
creasingly unf orgMng t imer.
Thank f ul ly  cont rolling the
BMX doesn't  involve any 'De-
cathlon' style st ick waggling -
you steer with the joyst ick and
use the t rigger for speed ad-
jus tments .
The graphics are beyond

major crit ic ism, alt hough they
do suf fer f rom the curious ly
prevalent  drawback  of yukky
brown and yellow colouring -
I 'm beginning to wonder if  my
monit or is in need of  a service!
The scenery inc ludes lots of
obstacles and other features
that  should be well f amiliar to
BMX fanatics - 'burms ' .  ramps
and rough ground to name
but  a few.
The sound effects comprise

an excellent int roduc tory  tune
by Dav id Whit taker.  several
other mus ical interludes  at

wi t h a capital IT
It's 1502 - Columbus  is s t ill

celebrat ing 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 you're pret ty 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  ent irely  convinc ing
'bike' noise as you furious ly
pedal around the circuits.  At
the end of  each level you can
select a unique 'Act ion Replay'
func t ion to see how your per-
formance might  be improved -
in s low mot ion,  i f  you wish.
It's jus t  as well there's a two

player opt ion as the solo game
can prove to be more than a
lit t le f rust rat ing.  The compu-
terised cyclist enjoys collis ion
immuni t y  so no mat ter who
causes a crash, it 's always you
who's sent sprawling into a
heap! In all there are seven

USTI.
you might  have expected, pre-
pared more than a few sur-
prises to greet you. What  you
mus t  do is overcome the dan-
gers. save the day, win the girl
and put  a s top to Lord Frede-
rick's reign of  terror.
The graphics in Cast le Top

leave a lot  to be desired. I 'm
no his torian but  I 'm pret ty
certain the knights  of old
didn' t  t urn out  in pink  hel-
mets and fl uorescent  green
armour!  The animat ion,  or
rather the lack of it. is another
peculiarity  - instead of  walk-
ing, t he mult icoloured knight
slides awkwardly  along on one
foot! When you press the joys-
t ick trigger,  the knight  jumps
wit h an accompany ing beep of
the sort that  beginners  pro-
duce in t heir fi rst  encounter
wi t h the Basic 'sound' state-
ment !
Your task is s imply  to guide

the knight  across the castle
bat t lements,  leaping where

dif ferent c ircuits.  As you prog-
ress t hrough the levels the
t ime allowance becomes more
and more restric t ing,  to the
extent that  eventually  you
can't  afford to make the s light-
est error of judgement.
Like its mot or rac ing relat ion.

BMX Simulat or is an addict ive
game that 's best enjoyed as a
one-to-one challenge wit h a
human opponent.  The courses
eventually  become so deman-
ding you begin to t h ink  they
can't  be completed - but  then.
maybe it ' ll jus t  take one more
go

TOP
a p p ro p r ia t e  to av o id  s pears ,
arrows and other unpleasant
objects. The jumps  require an
almost  imposs ibly  accurate
sense of  t iming and jus t  when
you t hink  you're s tart ing to
make progress, the smallest
mis take can send you s t raight
back to the beginning,  since
you're only  prov ided wit h two
addit ional lives. Annoy ingly
you can't  commence a new
game wit h the t rigger but  are
forced to reach for a console
key instead. More seriously,
the game occasionally crashes
Into a weird state of  'slow-
motion*.
Let's not  mince words:  I t hink

this  game is RUBBISH! ! !

Title C A S T L E  TOP
Publisher: Alternat ive Software
Price: S 1 . 9 9  cassette
Players: 1
Loading:  4'55"

Rev iewed by Paul Rixon
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FOR SALE
XL SYSTEM : 800XL with two 1050
disk drives, 1010 data recorder
Boss joystick, E500. games, busi-
ness programs etc. £210 o no .
Tel. (0733) 238E182

65XE: 65XE with XC12 data recor-
der, E100 worth of software
Assembler Editor, loads of back
issues of Atari User and Page 6
plus how books. Contact Blair on
;02731 609427 after 6prn o r write
to 27 Bradmg Road, Brighton. E.
Sussex, 9N2 3PE

XL SYSTEM; 800XL with 1010 re-
corder, a ll leads and manuals plus
games (approx 30). E75 plus P&P
Phone 0536 710514 after 6pm

CASSETTE RECORDER: 1010
cassette recorder, unused. E15.
65XE GAM ES CONSOLE with
light gun. 1 buill•in game plus two
canridges, almost haft price at E60,
still in box. approx 3 dozen casset-
tes tor Atari XL, E10. Please con-
tact Jean Circuit at 12 Belgrave,
Long Marlon Road, Appleby in
Westmorland. Cumbria. LA16 6XZ
cr telephone 07683 51851

65XE SYSTEM: 65XE complete
with XC12 cassette, two joysticks,
games on cassette. 10-PRINT and
Simulated Computer. Mint condi-
tion. E70 o.n.o. Also  800XL com-
puter (no power pack), £25 Please
phone (0305) 852276 ask for John
Aston, Dorchester, Dorset

XL SYSTEM:
- 6 5 X E  
c o m p
u t e r .

XCI 2 cassette recorder and over
E170 worth of games. Everything
Still new and boxed and in excel-
lent condition. Also  includes two
new joysticks. We  sell everything
for E130. No splits and buyer must
collect. Please ask for Paul Gar
belt at 21 Harrison Street, Blox-
wich. Walsall, West Midlands and
please come after 6pm

1027 PRINTER: 1027 LO printer in
excellent condition complete with
PSU. cables etc. Offers around
E40. Phone Mike on 0302 834410
after 6pm

BOOKS ETC.: Zork 1, The Pawn,
Mini Office II, Atatiwriter Plus,
E7 50 each. Music Construction.
Smash Hits 7, Mercenary parrs I  &
2. E4 each. Free postage. Also
books, magazines in binders lan-
guages etc., negotiable. Phone
Clive on 0903 755462 evenings:
weekends

XE SYSTEM: 65XE computer con-
sole, XC12 dalacorder and I I
games, 2  joysticks and Flight
Simulator II, a ll manuals and in-
structions. boxed. EBO we f ts
,
.
After eism. Please contact Richard
On (0306781 327 (Surrey)

XL SYSTEM: SOOXL computer,
1010 data corder. over E200 worth
at games, joyst ick manuals, leads,
mags etc. excellent condition, little
used, bargain E95 Will  not split.
Tel (02406) 6143 (Aylesbury,
Bucks)

NAGS SA XC l 1: complete conec-
tion of 8-bi1 Man User magazines
and PAGE 6 issues 7  to 30 in
binders. Also  XCI I  cassette ro c°
,der, excellent condition, Otters to
k l . .a n  o r  :07n7:. 330393

DOUBLE SYSTEM: Two 800X1's.
two 1050 disk drives, one with US
Doubler, one with I S. plate, 1 joys-
tick (Cluickshot lIf approx 350 disks
in 4 100-disk boxes. PAGE 6
Issues 7 4 1 . Tech. Ref. Manual
(400:8001. a few other assorted
manuals and magazines. £250
o.n.o. Contact Neil on Brighton
(02731 606643 any time

XL SYSTEM: Atan aooxi. compu
ter. 1050 disk &rye, 1010 tape
deck with tape and disk software
and books, E100. List 01 items
available. Tel. (0995)604219 after
6Pm.

XL SYSTEM: 800XL (256k- 130XE
compatible) and 1050 disk drive,
E100 Flight  Simulator II with 8
scenery disks, E50. Disk and tape
software and books, list available
Touch tablet with cartridge and
disk software, E20. Tel. 10995)
604219 after 6pm

VARIOUS: Speech Synthesiser
(July:August '07 Alan User) profes-
sionally made with software and
Instructions, E20. 45 cassettes, all
sorts (no splits). E25. SAE for list.
Swap both for 810 drive. M C.
Cresswell, 144 Radipole Lane,
Weymouth. Dorse t  DT4 OTG

1050 DISK DRIVE: 1050 drive wall
leads, E45 or nearest otter. Tel
STOKE 286283

SELL 'SWAP: Damaged 65XE.
XC 2  recorder, over E250 worth of
software. 3 joysticks and maga-
zines Wil l  throw in tree Atari VCS
with 3 sets Of paddles (XE com-
patibki), touch pad and 16 car-
tridges. E135 o.n.o. or swap for
system yelh cksk drive. Letters to
Steven. 62 Poplar Street, Grange-
mouth. Stirlingshire

XE SYSTEM; XE games system.
XCl2  tape deck, loadsa games.
E100. Tel Male 102461 205208
after 5 pm Ibuyer collects)

MAGAZINES: Alan User maga-
zines 1985 (May to Nov.). 1986
(March to Dec ), 1987 (May to
Dee). 1988 !June to Nowt Atari
ST User 1986 (March to Dec. Vol.
I No, i  to No 10 ) 4 6  in a ll. In one
lot sate. Offers to 0776 83265

MAGAZINES: NEW ATARI USER
& PAGE e magazines - issues 22.
24. 29. 30. 31, 35, 36, 37. 39, 40.
41. 42_ 45 all in perfect condition,
as new only IRE1.00 each, a  true
giveaway' Wnle to me please:
Richard Harpur. 4 Castleredmond
Estate. Middleton. Co. Coai_ Ire-
land or FA2 010 353-21-631965

XL SYSTEM; 800XL with 1050
OrSk drive. 1010 data recorder,
leads, manuals, books, maga-
zines. 20 brand new disks, joys-
tick. games. ROMs. tapes, d isks.
Al you need for hours of fun. E200
o.n.o. Sold as complete system
only. Can deliver within reason. tel
Crewe (0270) 873109

EXCHANGE: I  have recently cars•
plated the 8-bit disk version of In
f del and would like to swap it for
any other infocom but preferably
Planettall. I  also have the following
cassettes lo excharige Pirate
Adventure, The Count. Quest for
Eternity. Morclons Quest, Return to
Eden and Hacker. Please contact
Mark on 0530 560062 after 6pm

XE SYSTEM: 130XE computer
with 1010 data recorder, touch tab'
let, joystick, manuals, 15 games on
cassette, 10  games on disk, excel-
lent condition, EBO. Buyer collects.
Phone Burnham 10628)653004

BOOKS I I  SOFTWARE: Mapping
The Atari (Revised), C6. Assembly
Language Programming, E4: Com-
pute's Second Book of Graphics.
EC Advanced Atari Basic Tutorial,
£3. The Atari Book of Games, E3;
De Re Alan with  binder). E5: 6502
Assembly Language Programming.
E7: Astronomy with your Personal
Computer, E3; Disk software -
Movie Master. E4: Silicon Dreams,
ES: Jewels of Darkness. E5 Phone
Andy Furnell on 0522 690825

INTERFACE: Centronics interlace,
sulable tor a variety of printers.
£16; 40 Great Flight Sim Adven-
tures book. E3; Flying For Fun,
general guide to whet your appe-
tite. E2. Phone Preston 107721
725288 after 6.30 pm

HARDWARE: Atari 1027 printer,
E50; XCI 2 tape recorder, £15.
130XE Secam X C l 2  F l ig h t
Simulator •  Joystick, £50; 800XL
Secam E20. All plus shipping and
posting. NEW in boxes Daniel
Carroderio, Les Oliviers 51, 326
Montee de la  Calade. 83300. Ora-
guignan, FRANCE

XE SYSTEM: 130XE, 1050 d isk
drive with happy enhancement arid
games, E125 o.n.o. Buyer collects
or pays postage. contact Peter
Brazier. 7  Giles Gardens. Margate,
Kent, CTS 4BD

GAMES MACHINE: Alan 2600
games machine, paddles, leads.
games. 0 0 : Atari 2600 mulbcar-
tridge with 32 games on t i  fin -
dudes River Raid. Berserk. Pac-
man etc. Offers. 800 XL. 1010
tape deck. 1050 disk drive, d iscs.
games. light pen, si.g.c. E185.
Phone Urfan Redhill 0737 772116.
Will split and post.

XE SYSTEM: XE VGS. XC l2
dalacorder. lightgun (with game),
Flight Simulator I lio n  ROML
joystick. E40 worth of cassettes, 3
Atari User magazines, a ll manuals
and leads. Excellent conrktion. Will
sell for CI 15 o n o  N o  splits.
Phone 0785 841140 and ask tor
Chns between 6pin and 9pm

130XE SYSTEM; 130XE and 1050
disk drive, both in  excellent condi-
tion, £150 I  can deliver within or
near Essex. Otherwise buyer col-
lects. Te l. 0268 7B4637

XE SYSTEM: 65XE, XC12 data
recorder, joystick, over E200 worth
of games and mags, E250. Phone
Phil on 0454 311025 after Spun,
Buyer m us t collec t.

1027 PRINTER: 1027 letter duality
printer in good condition with ori-
ginal packaging. £50. Buyer cou
tem or pays postage. Tel 0268
784637

XL SYSTEM: 800XL, 1050 disk
wwe, 1010 cassette. 2  joysbcks,
dust covers, 100's Of games on
disk and some on tape. All boxed
and in excellent condition with all
manuals. E120 Only. Ring Kings
Lynn 105531 672309 any time

vo' CON)Cts

GAMES: I have some tape based
Scott Adams adventures and some
other oldies like Wizard of Akryz
for E3 each. Also  other adventures
and games for El and a joystick
for E2. Anyone interested? Write to
Simon Fatakis. 16 Lascolls Road
Wood Green, London, N22 QM

XL SYSTEM: 800XL. 1050 disk
drive t w it  Happy i, 1010 cassette,
450 games. complete set-up.
E250. Tel, 0782 512417

THE COMPLETE OUTFIT!:
800XL. 1050 disk drive, 1029 prin-
ter. Xelec Centronics Interface(
Nice!), poysticks, loads of software
inc. serious spreadsheet, word-
processor etc. classic games,
TWO bound volumes of Atari re-
lated mags. books inc, Mapping
The Atari and ALL units AS NEW
still with ORIGINAL boxes Sad ly
parting company ALL for JUST
£150 Pin g  Adam on 106285)
23501 any time

XE SYSTEM; 65XE. XC12 data
recorder a rd  1050 disk drive, E100
worth of software on d isk and cas-
sette. On ly EIS°. Tel. Sicester
(08691 346939

DISK DRIVE ETC.: 1050 disk
dr.ve with E150 worth ot software,
1029 dot matrix printer with sof t
ware, £90. Tape and ROM car-
tridge software, over 70 tales. only
E30 (no splits). Must sell. Phone
0232 714155

XE SYSTEM: 130XE and data re-
corder: Mapping The Mari:
Assembler Cartridge  over $0
magazires; cartridge games; load"
sa cassettes all in excellent condi-
tion. boxed with relevant manuals.
E100 o.n.o. Contact Dave after
5pm weekdays, any time
weekends on (0652) 34161

VARIOUS; Due to the demise of
my 800XL I have a range of soft-
ware, hardware including disk
drives), books, manuals and
magazines open to sensible otters
Please write to W. Gaiashan. 123,
Norbrech Close, Wamngton WAS
2SJ o r phone 0925 723273 after 8
pm. For full details send an SAE.

CASSETTE GAMES: Approx 150
games on tape and ROM for XL:
XE. Send El 0 for a pot luck assort-
ment 0410 games 1all originals).
Also 65XE with power supply. E30
inc. postage, B. Paterson, 46 Mer-
lon Way. Pordeland. Newcastle-
upon-Tyne

130XE SYSTEM: 130XE, XC l2
cassette X F551  d is k  dr ive, 1209
printer, lots of cassette games,
joystick, manuals etc. E350 o.n.o.
Yorky 256k Memory upgrade, new.
unused. £55 no offers. S. Young.
94 Mangravet Avenue, Maidstone,
Kent. ME15 9BE

XL SYSTEM; 800XL, 1050 disk
drive with US Doubler, 2 joysticks,
100 DS disks in boxes full of
games and utilities. 4 volumes of
Atari User in folders. few copies of
PAGE 6 rnag with disks, also
some books, E250 o.n.o. Ter. 0753
853166

XL SYSTEM: 800XL and,1050
disk drive and 1029 printer with all
cables. Mini Office II. E250 tor the
lot, no spiriting (inc. delivery). Ring
Mr. D. Hill 0776 83255 any time

XL SYSTEM: 800XL ve t  1050
disk drive. joystick plus many
games and original manual, E200
or 800XL with 1010 data recorder,
joystick but very few games again
with original manuals. Et a t ; Cen-
tronics Interlace and printer cable,
E5. Ring Darren on (0778) 346865
(Peterborough) evenings

XL & DISK DRIVE:800XL and
1050 Sappy d isk drNe, both unboxf
ad bul with manuals. Wily working,
E120 o.n.o. Man Lynx with 3
games (Kiay. Electrocop, California
Games:, £120 o.n.o. or E200 for
the lot, Buyer collects. Tel. Adrian
(0522) 720872 after 6.30 pm

XE SYSTEM: 130XE with 1010
dale recorder. joysticks games
and books, hardly used and Stored
for the last three years. E125 0 n o
Tel. 0277 6524271Essex)

QUICK SALE STE: Quick sale
wanted for Atari 520STE with E700
worth ot top Quality software and
E120 worth of maga. E300, no
otters, Ring Matthew on (0483)
720533

600XL SYSTEM: 600XL with 64k
expans ion. 1050 disk  dr ive with
1St., Plate, 1010 tape deck. 300
disks with 3 disk boxes, all in  mint
condition, E295. Buyer collects te l.
0246 236122 after 5.30 om

MAGS & X e l l :  Complete collec-
tion of 8-bit Atari User magazines
and PAGE 6 Issues 7 to 30 in
binders. Also XCI 1 cassette recor-
der, excellent condition. Offers to
Adrian on (0707)  330393

WANTED
JET SET WILLY: Wanted 10e XL :
XE. Will pay £1.50 Te l. Mark on
Newcastle 091 259 1426 after 5pm
weekdays. any bale weekends or
write to 11 Percy Court. Percy
Man, North Shields. Tyne & Wear,
NE29 RIG

FLIGHT SIMULATOR I li Wanted
on cartridge with flight manuals
and maps. will pay up to E20 inc.
post & packing. Write to Malcolm
Mart i. Meadow Sweet, Trig il-
Ooton. Naxxon. Malta

DOS 2•5; Preferably with manual.
1050 disk drive with leads.
Reasonable prices paid. Contact
Richard Burt, 51 Gracemount
Drive. Edinburgh. EHI6  6EZ

DISK DRIVE: Wanted, 1050 disk
dnve in working condition with
power pack. Cash waiting Also
Buck Rogers cassette or disk. Tel.
(Salisbury) 0722 744162

ALTERNATE REALITY: Can any-
one supply me with a game called
Alternate Reality and any of the
accompanying games on disk?
Please write to Perry at 138 Jed'
burgh Drive, Darlington. Co.
Durham. D L 3  gLiV i
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BACK ISSUES
The following

NEW ATARI USER
Issue 31
Issue 32
Issue 33
Issue 34
Issue 36
Issue 37
Issue 38
Issue 39
Issue 40

DISKS ARE
FOR ALL TH

back issues of
are still available
Issue 41
Issue 42
Issue 43
Issue 44
Issue 45
Issue 46
Issue 47
Issue 48
Issue 49

AVAILABLE
ESE ISSUES

BACK ISSUES are £1.75 each in the TIR—  (Inc. post & packing),
1.2.40 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 Ll per order (any number of disks)

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

ACCESS and VISA accepted. Telephone 0785 213928

WANTED
RACING DESTRUCTION SET:
Has anyone got Into game they are
willing to part with for under E2
7
1 1
so contact Steve. Tel. 0423
869127

ST OR AMIGA: Must be in  good
condaion with games, joystick and
mouse. Will pay up to E220.
pay tor delivery. Tel. 0553 072309
any lime

HAND SCANNER: Wanted for ST
with software. Up to E130 paid.
Please rtng Richard 1013891 502547

PHOTOCOPIES: 1029 printer utet-
hes horn Issue 25 of PAGE 6 wan-
ted We l pay 50p for photocopy,
E1.50 ler the Wattles On tape
(edher must Come with instruc-
tions) o r E1,25 tor the whole maga-
zine. Phone M2741 612282 and
ask for Denham falter 6 pml

TOUCH TABL ET: Wanted with
Atari Artist ROM and manuals,
Smash Hits 3 and Pitfall II (disk).
Gary Snook, Seuthamplon 0703
7871395

ADVENTURES: All adventures for
XLIXE. especially iniccomiLevel 9,
boxed and complete it  possible.
Any reasonable wo e  paid Also
any hint sheets for all XL adven-
tures wanted I  will pay tor post-
age. Simon Wells, 15 Monmouth
Close. Mitcham Surrey, CR4 I  XS
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HITCH HIKERS: Wanted for XL.
Will pay E10. Also clue book for
Inr000m's Suspect Will pay E5
Clive 0903 755462 evenings.
weekends

STOS LISTINGS: Can anyone
send me sorae STOS listings pre-
ferably on d isk or photocopies.
Willing to pay reasonable price or
will send blank disk. If you can
help please contact Desmond
Townson at Peacehaven. Love
Lane, Bickington. Newton Abbot,
South Devon TO12 6 JI  or tele-
phone 0625 821387

130XE: Wanted. must be cheap as
I am unemployed Also  Paperclip,
Prinishop. 10 Print. Phone Paul
0533 356587

1027 PRINTER: 1027 letter quality
pnraer, must be in good working
order and cheap. David Turner. 11
Grundisburgh Road, Wpm:bridge,
Suffolk, IP12 4HJ. Tel. 0394
383280

FS2 SCENERY DISKS: Ceske to
12 for FS2. Tel Norman 0386
831881 ( I  darn M O  they were
ever iSSUEIfi for the XL /Veen Ed .)

ALTERNATE REALITY.: The
Dungeon m u st  be in excellent
condition with full instructions Ori-
ginal packaging would be appreci-
ated. Also HELP please with A.R.
The City. any lips, clues Or.
perhaps_ a map. Contact Mark
Parsons. Kella House. Sulby. Isle
ot Man. Tel. 106241 897905

COMING NEXT ISSUE
ST EDUCATIONAL SOFTWARE

H AT  S O F T WA R E
J U N I O R  T Y P I S T
B E T T E R  M AT H S

ST PRODUCTIVITY
H O M E  A C C O U N T S
D G B A S E

plus  m u c h  m o r e

ISSUE 25: Copy of the 3 utilities
including a Screen dump for the
1029 printer from Issue 2$. Also
copy of Graph Maker from Issue
32_ S. Young, 94 Mangravel Ave
nue. Maidstone_ Kent, ME15 9BE

DISK DRIVE: Faulty or working
disk drive wanted. Any condition.
Write to  Roy Stewart, 23, Strode
Road, Wolverhampton, WV2 3ES

PRINTSHOP: Good price paid, d e
operate need. Contact John on
0303 57246

PENPALS/
CONTACT

GREETINGS SLAVES: Newcomer
lc Ala
,  
8 -
b i t  
s e
e k
i n
g  
i n
f
o
r
m
a
t i
o
n

on mods, interlacing, also Ham
Radio software. Contact Fred Tho-
reasson, 26 Rona Walk. Longstght,
Manchester, M I2  4PW. Phone 061
274 4051

8:16is the alternative Atari neWsletter
y released quarterly by the,

B o u r n e m o t i t h  8;  P o o l e
A t a r i  U s e r  G r o u p

I t  covers the more serious side of Atari 8
bit computing, and is essential reading for

any Atari enthusiasts.
Subscription rates:

UK 24.00; Europe-  MOO
Rest of the world - E8 (sea), E15 (air)

248 Winthorne Road, Oakdale, Poole,
Dorset BH15 3EF

PENPALS: One Atari expert seeks
contact to swap technical advice.
tips and programming ideas.
Everyone from Wile d  to advanced
is invited to ante arid expand the
world of Alan, All letters answered
(in t imer Write to Phil Cardwell, 36
Hestoeth Avenue, Blackpool. FY2
SiX

ULTIMON: Fully working Ulttmon
with Triple( board or Omnimon with
Ramrod. Phone Mike on 0302
834410

)(LAE PENPALS: I  have a 65XE,
1050 drive with US Doubler. XC12
tape deck and a  Citizen 120D poin-
ter. I  would like to hear from any-
one interested in swapping games.
hints etc. Write to John Cooper.
201, Langer Lane, Chesterfield,
Derbyshire, S40 2JW

ST PENPALS: I have a
1050STFM writ.) external 5.25
drive, lo ts of PD software. Write to
Van Dilk Ricky, De Berlaimont-
straal 10, 2100 Deurne, Belgium

/01.2XE PENPALS: I have a 800XL
and XC12 cassette, I  would like to
hear from someone in tee Suffolk
area who would be interested in
swapping tapes, ideas etc. Wnle to
James Andrews. 20 Oak Hill. Hof
lesley Woodbcdge. Suffolk. IP12
3JV

PENPALS;HELP: Designer neecs
help. I  need mucho macros. Are
there any MACRO utilisers that
Can send me information on mac-
ros ander some simple and not so
simple macros for PAACAS andior
macro assembler? Please help.
Also warded, Flichmans 80 col. w i
p. Anceor ii you are a nice person
then be my penpal. Glenn L M ille r.
57 Parkes Lane, Terranora, NSW
2486, Australia

PENPAL: My name is Eire  I  have
a 130XE and XC12. I  have a low
games (1O), mostly on cassette
and I would Me more cassette
games I  live  in Holland and there
is almost no programs to get. Are
you interested? Write to Emil Men-
ning Jinneveldstraal 1, 6942 HH
Nietne-Diik (Diduml, Holland

CONTACT is FREE of charge and may be used by
any genuine Atari 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.O. Box 54, Stafford, ST16 1DR. Please write your
notice on a separate sheet of paper, not as part of
a letter.

FOR SALE WANTED P E N  PALS A D V I C E  HELP
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OP
SERIOUS
SOFTWARE

DISK
ONLY

BASIC COMPILER
Compile your Basic programs into 6.502 machine
code! Unlike other compilers which require a separate
run-time program the Datasoft Basic Compiler cre-
ates stand alone programs in machine code with ihe
added benefit of also creating assembler tiles that call
be used with other Assembler programs. Could be an
ideal way to learn Assembler, just write a routine in
Basic, compile ii and study the same routine in
Assembler'.

Original Price 129.95
OUR PRICE E4.95

DISK
ONLY

PRINT SHOP GRAPHICS
[he official PRINT SHOP Graphics Library compris-
es three separate disks each with 120 graphics and a
printed out reference guide of the new icons. Disk
covers Holiday's, Special Occasions, Sports and more,
Disk 2 includes Jobs, People. Places, Hobbies and lots
more whilst Dksk 3 covers BUSineSli• Symbols, Mythol-
ogy and others. These are all top quality graphics in
the original Broderbund Print Shop packaging.

Original Price £12.99 each
OUR PRICE E4.95each

SPECIAL - BIT ALL THREE FOR JEST 111•95!

CASSETTES

INVITATION TO
THREE PACKAGE OFFER!
Cassette users wishing to learn Basic prograniming ha le  never
had it so easy! Alongside the fine programming books we have
available, we are now able in 4iner the null three part Invitation
To Programming series comprising FIV E  cassettes and two
workbooks. The series rulers Fundamentals. P i ritiog 'Sour
(Pon Programs and an Introduction to Sound and Graphic
,With these actual, on-screen. eitainples your programming
Intobis will come alive and you will br  wr iting your own
programs in MU time, Start to program now at oar bargain
price!

Original Pricef32.97
OUR PRICE E5.00

TELELINK
The simplest to use COMMS package ever available,
just plug it in and go! Telelink Ls a basic, no frills.
communications program that will have you up and
running in no time. Ideal for simple licts,s of sour
local Bulletin Board or for access to the major Inter-
national Information Services. Optional dump of buf-
fer to a printer. 'I le most basic of facilities but the
simplest and quickest to use comms program avail-
able.

Original Price .E14.95ROMCARTRIDGE O U R  PRICE E4.00

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.

PROGRAMMING

LETTER WIZARD
For those who need a little more sophistication in a
word processor, Letter Wizard gives you all of the
basic features you would expect plus mail merge,
print of selected pages, headers and footers, automatic
page numbering and a whole host more print format-
ting styles. Although set up for Epson compatible
printers or the NE1: 8023, control codes can be sent
direct to the printer. Comes with an easy to learn and
use manual plus a handy Quick Reference card.

Original Pricet19.95
OUR PRICE E8.95 DISK

ONLY

LETTER WIZARD
WITH SPELL WIZARD
All the features of letter Wizard outlined above but
complete with a 33,000 word dictionary and the abil-
ity to create your own special dictionaries by adding
unrecognised words. Now your word processing can
take HI a new dimension. Only limited quantities are
available with Spell Wizard so please indicate if you
will accept Letter Wizard only in the event of this
being sold out (difference ill price will be refundedl.
Original Price £29.95
OUR PRICE E9.95 DISK

ONLY

TEXT WIZARD
If you don't need a very powerful word processor but
still want to use your Atari to help with producing
written documents Text Wizard could he the answer.
A simple to use and easy' to learn word processor that
has the bask features such as search and replace,
Mine and duplicate test and straightforward print
formatting including double column prini out. the
print ct lllll 'lands are set for Epson compatible prin-
ters. Text Wizard will get you printing without getting
IIRJ confused.

Original Price £29.95
OUR PRICE E7.95 DISK

ONLY

TELETALK
An escellent telecommunications package that has not
been available for some time. This was one of the first
full-featured comms packages and, in fact, 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 not have thought of. ,

Original Price £14.95
S O L D  O U T DISK

ONLY
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NEW!

DISK
ONLY

MICROSOFT BASIC
Microsoft Basic II gi now sold out but you can still
practice programming in the standard Basic if  you
hihe a disk drive. Microsoft Basic is ideal is you want
to convert programs from other machines as it 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
maybe type in and adapt listings written on other
computers.

Recommended price 0. 95
OUR PRICE E5.95

NEW!
FS s.e w.
..0MagerType

MASTERTYPE
"Sow anyone can learn to type whilst playing a chal-
lenging game. Masterly pe was one of the original
'game based' typing tutors which requires you to /ap
enemy words as the approach from the four corners
of the screen. But it  not really a game for, before you
realise it. you will heroine quite proficient on the
keyboard as you progress through I ll lessons of in-
creasing complesity•

Recommended price £14.95ROMCARTRIDGE O U R  PRICE E2.95

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 unique language cassettes
that combine the Longman spoken word tutorial with
interact he computer graphics. Unlike other compu•
ters the Atari has a genuine sound channel so you'll
actually hear the words spoken to get you to learn
quickly and properly.

Recommended price £29.95 each
OUR PRICE E4.95 each

NEW!

w
A
i
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CASSETTE
ONLY

SCREEN DUMP 1020 NEW!

Owners of the 1020 printeriplotter will be delighted with this utility
which has been unavailable for a long time. Now AtoriArt ist  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 1
.
1 4 . 9 5

OUR PRICE JUST £2.95

M
A
I
N

BOOKS
Book, fo rth .' Ata ri 8-bit computer, are now becoming

very d ifficu lt  to obtain with  almost a ll the Compute!
titles non' out o f  print so we a rc cce i pleased to have
been able to secure a supply o f  some o f  the early Brit ish
kooks earn ing  the 11./XE range. I.lkon't he put o f f  by the
low prices. we are culls passing along the enormous
saoings we have been able to obtain. Al l  these books are
brand new' and 'mist are shrink wrapped Si. you fi n d
them o f  top quality. I f  you are interested in  program-
ming with  your Ata ri ttintifrAl o il o f  these books w ill help
in sonic way and at these prices you can afford to
experiment,'

Please note that because 01 the high c os t ° l o c a t i n g
books orders  wil l  only  be accepted i t  the C1.00

postage charge s hown on our  Order  form is  inc luded

Published price 17.95OUR PRICE UN

THE 130XE HANDBOOK
A p r o g r a m m i n g  hook  w h i c h  en , Cr,. no t on ly  th e  m ac hine
m entioned i n  i is  t i t l e  b u t a ls o the  65X E . 8 0 0 X L  and
ear l ier  m odels . Th e  book  w i l l  tak e  y ou f r o m  the  fi r s t
steps i n  p r o g r a m m i n g  u p  to  w r i t i n g  good. s tr uc tu r ed
pr ogr am s . On e  c hapter  I .  des is ted to  the  s ound c apahi l i -
ties o f  the X IJ IK E  w i th  deta i ls  o f  the s ound c h ip  i ts e l f
a l lowing y ou Cu c r eate m or e s ounds  than  is  no r m a l l y
possible w i th  Bas ic . Fo u r  c hapter s  cover  gr aphic s  inc lud-
ing Dis play  L i s t  p r o g r a m m i n g , P lay er  W o l k  Gr aph ic s
and r edefi n ing c har ac ter s . The r e  ar e ex tens ive appen-
dices c ov er ing Bas ic  c om m ands , E r r o r  codes , s ound and
gr aphic s  references  and  m uc h  m or e. A n  Idea l  c om panion
for  no ti c e  and  in te r m ed ia te  pr ogr am m er s .

Published price 18.95OUR PRICE ENO

MICRO ENQUIRER
A la r ge  fo r m a t book  th a t  ea ter s  the  w o r l d  o f  m ic ros  i n
general w i th  some spec ifi c  A ta r i  We l to n ,  Th e  hook
c ontains  a l o t o f  wo r thwh i l e  bac k gr ound i n fo r m a l l i m  on
home c om pu ti ng  ar id is  ideal  fo r  thos e w h o  ar e r ec ent
conseets o r  w h o  w o n t to  ex pand the i r  gener a l  k nowledge
o f  c om puter s . I t  c o t e . ,  a l l  sor ts  o f  topics  i nc l ud i ng
languages, b u l l e t i n  boar ds , C A D ,  D a ta  Process ing. P r in-
ters . A r ti fi c ia l  In te l l igenc e and  m uc h m or e . t h e r e  ar e a
less A ta r i  spec ifi c  p r ogr am s  to  Il lus tr a te  v ar ious  concepts
hu t gener al ly  th i s  book  w i l l  fu l fi l  a  need to  k now m o r e
about th e  w o r l d  o f  c om puting  in  gener al . La r ge  fo r m a t
w i th  ov er  I n n  pages.

EASYPROGRAMMING
FOR YOUR ATARI MICRO
th i s  hook  w e n t m i t  o f  p r i n t 3  years  ago A nd w e  base
been s ear c hing fo r  a  r eplac em ent ev er  s ince. We  ar e
.tbsolutely  de l i gh ted  to  hav e fo u n d  m or e  s tocks  o f  one o f
the hes t beginner ' s  book s  ev er  publ is hed. Oy e r  th e  pas t
couple o f  years  whenev er  someone has  phoned fu r  a
beginners  book  o n  p r og r am m i ng  we  h a te  adv is ed then  to
tr y  a n d  fi nd a  second h a n d  copy  o f  th is  hook  -  news y ou
can b u y  i t  onc e aga in , b r and  n e w ! B y  the  end o f  th is
honk  y ou ' l l  be  w i l t i n g  y our  o w n  pr ogr am s , inc lud ing
those w i th  fu l l  gr aphic s  and  s ound.

PrOurni
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OUR PRICE E5•95

ATARI ADVENTURES
An ex c el lent hook  w r i t te n  hy  adv entu r e  ex per t To n y
Br idges  c ov er ing adv entur es  i n  gener al  and  s howing  how
you c an w r i te  y our  o w n  ady entur es  o n  the A ta r i ,  Th i s
book  has  i n  fac t fo r m e d  th e  bas is  fo r  some o f  the
adv entur e l is tings  th a t  hos e been pub l is hed i n  P A GE  r i.
Tony  w i l l  tak e  y ou th r o u g h  ex am ples  o f  c om m er c ia l
adv entur es  w i th  lots  o f  bac k gr ound to  a l l  d i ffe r e n t ty pes
o f  adv entur e and  th e n  s how y ou  how a l l  t h e ,  ideas  c an
be put together In your sery own a
d v
e n
t
u r e
_  -
f t
i r r r  I  
a

playable adv en tu r e  l i s ting  c al led Th e  Eye o f  The  S ta r
Wa r r i o r  to  show y o u  jus t h o w  i t  a l l  comes  together .
E v er y thing y ou need to  k now t o  w r i te  y ou r  fi r s t adv en-
tur e.

= M u m s
5 5

Publish.] price 6.95OUR PRICE E1.50

WRITING STRATEGY GAMES
I f  y ou ar e fed  u p  w i th  s im ple ar c ade s ty le games  b u t  o r e
not s ur e o f  the  m aths  r equ i r ed  i n  w r i t i n g  • th i nk i ng '
games l i k e  chess her e is  a  book  th a t  w i l l  he lp  y ou o u t.  To
wr i te  games  or  s tr ategy  r equ i r es  no t only  a  k nowledge o f
p r og r am m ing  bu t a ls o o f  c er tain m athen ta ti ea l  and  c od-
ing tec hniques . ' fl i ts  book  is  p i tc hed a t an  i n te r m ed ia te
tes ti , as s um ing th a t y ou  alr eady  k n o w  s om e A ta r i  Bas ic .
M ac hine c ode pr ogr om m er s  ar e als o c ater ed For  w i th
many h i n ts  on how to  m o d i fy  the  r outines , t h e  h m i l
covers the  p r og r am m i ng  theor y  h i - h ind i n te l l i gen t gam es
befor e mos  ing tin  to  pr ac tic a l  ex am ples  o f  s etting u p  a
chess boar d , m ov ing  pieces and  p lay ing  th r ough . I  here
are s am ple games  fo r  d r aughts , chess and  o the r  s tr ategy
games. P u b l i s h e d  price t  5.95OUR PRICE E1.50

arritin9 sticrtasy
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1

DISK OR
CASSETTE

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 nith colours and music and games
they can create and play themselves.

OUR PRICE E5.95
NOW ALSO ON DISK!

An excellent painting program that was recom-
mended for children as well as adults when
released. Very easy to use voith 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!

DISK

PAINT

Original Price E16.95
ONLY O U R  PRICE C5.95

LAST FEW!

JUGGLESHOUSE
Xnother for 3 to 6 year olds teaching the concepts of
inside, outside, upper and lower with Juggles' House
and Toyshelf. each game also includes a •playground'
where children can try nut these new ideas for them-
selves.

OUR PRICE E5.95
SPECIAL OFFER - PURCHASE BOTH
JUGGLES PROGRAMS FOR JUST £9.95

CASSETTE
ONLY

MUSIC PAINTER
An exciting educational program that helps to teach
musk by using colours instead of notes. Change the
fifteen supplied mums to feature different instruments,
make the notes longer or shorter or transcribe your
own songs. No musical knowledge required to make
your own great music. Children or adults alike will
get great satisfaction from being able to create their
very own music.

OUR PRICE £7.95 DISK
ONLY

0•00'
ATA
-
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DISK
ONLY

CAVERNS OF MARS
XX inner of one of the first Atari programming com-
petitions. this was one Or the first vertical seroliers
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 awaits them.

LAST FEW WITHOUT BOX BUT WITH FULL
ORIGINAL MANUAL - LOWER PRICE
OUR PRICE E4.95
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DISK
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 MAGI K to
give you many hours of puzzle solving and
exploration of the unique worlds created t)
Level 9. All these games have received top
reviews. Now you can try them at a very
special price

Originally i11.95
OUR PRICE E5.95

• siiem ewer
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SILENT SILENT BUTLER
'Ihe all round personal finance planner that keeps
track of three bank accounts, maintains income re-
cords, reminds you of birthdays, anniversaries and
important chitin and generally keeps you up to date
on your financial status.

DISK O U R  PRICE E6.95ONLY

TOUCH TYPING
Everyone who uses a computer needs to brush up on
their typing and 1110W you can learn to type like a
professional typist with this complete tutorial. Touch
Typing presents a self paced method of learning by
letting vou practice typing letters, sentences and para.
graphs. The computer 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 1'19.95.
OUR PRICE E4.95 CASSETTE

ONLY

TYPO ATTACK
A typing trainer based on the Space insaders concept
in which you hone up your typing skills by blasting
falling letters. An enjoyable way to learn that will
quicidy enable you to recognise the keys without
having to look at the keyboard.

Normally .112.95
OUR PRICE £6.95

TYPO track

O t h
. _

__

ATAP'
ROM

CARTRIDGE

HOME FILING MANAGER/PAY OFF
DISK ON LY

The Home Filing Manager record keeping system that simulates index cards on
your Atari. keeps track of almost anything together with The Pay-Off Adven-
ture y our  chance to sample an adventure in classic style, This two disk set also
includes some top class graphics demos.

SPECIAIVRICE - ONLY 11WHEN PURCHA I NG ANY OTHER ITEM
A VAILABLE ONLY WITH THE PURCHASE OF OTHER SOFTWARE
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C e l t i a e / t  5  d e e d e d *

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 BACK IN STOCK!
Fun or education? Both really in this fascinating look at the heavens. Over 1200
stars, 101 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 make
stellar and planetary maps, study eclipses, learn about latitude and longitude
and much more.

1050 DRI VE ONLY
Please state when ordering it
you have a US Doubler idled

Normally £16.95
OUR PRICE E 6.95

KABOOM
Challenge ihe Mad Bomber as he tries to bomb you out of sight. Can you catch
his lambs and dowse them in lime? Or would you like to be the Mad Bomber
and try  to flatten one of your friends? Lots of elECHCMent for one or two players
In this addictive arcade game that won awards for Best Audio and Visual Effects
when it was fi rst released. Simple yet addictive.
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NEW!

ATARI SMASH HITS 7 NEW!
This is incredible! FOUR of the best games for the Atari in one pack at the
amazingly low price of jusi €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 C199 but you get all four! You had better
hurry!

Recommended price 1
.
1 4 . 9 5

DISK
ONLY SPECIAL PRICE E2.99

THE COUNT LAST FEW!
When's the last time you awoke in an antique brass bed in a dank, desolate
castle? I f  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-know nTransylvanian count. Scott Adams Graphic Adventure 05 is a
Moderate le‘el adventure ideal for those who have had a lit t le experience.

Original price £19.95
OUR PRICE E7.95DISK

ONLY

V I M = LAST FEW!
The world famous Visicale spreadsheet availahle for your Atari. Visicalc will
lake 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 f159.95 w hen fi rst released!

DI SK
ONLY OUR PRICE E11.95

MACRO ASSEMBLER
The Macro Assembler will allow you to create your own machine language
games and applications live limes faster than with the Assembler Editor
cartridge arid it  can assemble as many as 1600 symbol definitions with no limit
on program Sit.e. 1
.
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!arise your program. A Program-Text Editor is included.

Normally,E19.95
DISKONLY O U R  PRICE E7.95

TAIL OF BETA LYRAE NEW PRICE
Our A-i. of Atari Software series says "The ultimate 'Scramble clone with
superb 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 virile the 'Alternate Reality' games." This  is one OF the
few original 'classics' right up there with the top arcade games of all time. Give
your eyes, ears and reactions an unforgettable treat!

Original Price £7.95
DISKOR CASSETTE OUR PRICE E1.99

RIVER RAID NEW!
This best•selling. all out battle adventure from Activision will have your paints
sweating as you fly 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 I or 2 player game can be yours at the lowest ever price.
Bombs away!

ROM
CARTRI DGE

Recommended price .112.95
OUR PRICE £3.95

ZAXXON
One of the all time classics for the Atari, laxxon set new standards when fi rst
issued and was copied many times. Pilot your craft across the unique 3
dimensional battlefield shooting enemy fuel tanks, anti-aircraft tanks and mis-
siles before launching off through space for the LitilMlitt: conflict with a mighty
robot - few have got this far! ZkilaUll, often copied. never bettered and NEVER
at this incredibly low price!

RRP £7.95 casslf9.95 disk
DI SKOR CASSETTE OUR PRICE E2.99

NEW!

TIMEWISE REDUCED PRICE
Why not use your Atari as an electronic diary ? Thriewise allows you to keep
track of all your appointments and important dales on a daily, monthly or
yearly basis. Now you can dispense with your diary and let your Atari do the
work. I f  you have a printer Timewise allows you to print out the information in
a variety of ways.

DISK
ONLY

Originally122.99
OUR PRICE E3.95

PROOFREADER
1;sers of Atariwriter will he 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. I f  that is not enough you
can add your own words as you go. Errors are highlighted on screen for
correction, unusual words can be saved and you can look up spellings.

DISK OUR PRICE E5.95ONLY

BASIC CARTRIDGE
%Sty would you want a Bask Cartridge when Bask is already built in to your
machine? Well some programs, especially, some early public domain programs
won't run on the MA P :  but they will if  you plug in the old version of Bask.
Much more Convenient than having to boot in the old Basic from disk and, at
this price, worth having just as a backup.

CARTRI DGE  RO   O U R  P R I C E  E 3 . 9 5
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PIRATE ADVENTURE
"Yo ho ho and a  bottle  of ruin ..."_  You 'll meet up w ith the pira te  and his danv
bird  a long w it h  many st range sigh ts as you  attempt to  go f r  o u r  Lontitsn fl a t
to Treasure  Island . Can  so n  reenser Long  John St ise e s lost  treasures? Ha p p y
sailing nueley. Scot t  Ad a m s Gra p h ic Adven tu re  en b rings you  a  superb  Beg in -
ner's lese l adsenture complete w it h  g raph ics and idea l f o r  a ll ages

Original price E.19.95
OUR PRICE E7.95D I S K

O N L Y

HARDBALL
Am erican  I  b a s e b a l l  a l i t ' s  s cry best . A  h igh ly regarded game -  cheek out
the re s iew in  Issue 45 T H E  best sports simula t ion  nun the  At a r i ' . L o o k ove r the
pitchers shou lder as he th ro ws the b a ll t o  the wa it ing  t r io  o f  barter, catcher and
umpire . I n  l ia r d i la l l  you  can h it ,  ru n . steal, 1311.i and d ive ,  change the fie lders
and d o  everyth ing  you  can d o  in  the rea l game-. Fo r  one o r I wo  p layers.

NormallyE14.95
OUR PRICE E7.95R O M

C A R T R I D G E

STAR RAIDERS II
Disk sNiE•11 o f  th is f o llow up  t o  the greatest  p u l e r  game. Yo u r  m ission  Is to
pilo t  the hottest fi gh te r in  the galaxy -  the L ib e rt y St a r • to  destroy the  en t ire
Zylent Shuster Fo rce . Yo u r  weapons are Pu lse  Lasers, Ion  Cannons and Surface
Star Bo r s t ,  Wa rp  between t wo  systems. pro tect ing f r ie n d ly bases wh ilst  d rop -
ping St a r  Bu rst s on the enemy. M o re  great act ion  in  St a r Ra iders fash ion.

Normally £14.95
OUR PRICE E5.95D I S K

JOUST
Don yo u r  helmet and  ho ist  yo u r lance and clim b  aboard an  ost rich  in  t h is
umesend arcade game! D o  batt le  w it h  the e vil Bu zza rd  R id e rs in  deep space.
Pterodactyls t o  the r ig h t  o f  yo u . a lien eggs to  the: le f t . you must  lea rn  t o  fl y so
that you  wo n 't  d ie  so ve ry f a r  f ro m  home. A l l  t h y arcade t h r il ls f o r one o r I wo
players.

R O M
C A R T R I D G E

Normally E12.95
OUR PRICE E6.95

BALLBLAZER
Another f ro m  L u ca sfi lm ,  th is top  q u a lit y sp lit  screen game takes place in  a
garrees arena o f  the future_ Yo u  a re  :dropped in t o  a  Ro to fo ll h o se rcra th like
vehicle tha t  skim s ose r the surface o f  the p layfi e ld  a t  50  metres pe r second. 'Ole
object is sim p le . just  re lease yo u r Plasmorb  th rough yo u r opponent 's goa l. Tw o .
player simultaneous p lay w it h  fi rst  person perspect ise f o r both p la ye rs.

Normally E14.95
R O MCARTRIDGE O U R  PRICE E6.95

STAR RAIDERS 2
The o rig ina l st a r  Ra ide rs is updated w it h  be t te r g raph ics and sound. Yo u r  joh
IS to  clea r each sector wh ilst  ensuring  that  the  enent2• d o  not  ove rrun  p lanets in
another pa rt  o f  the ga laxy. I t  w i l l  take  skil l in  decid ing wh ich  sector to  wa rp  to,
can yo u  a f fo rd  t o  clea r a  sector o r  w i l l  you  have to  lease to  defend a  p lanet and
return la te r!  A  great  f o llo w up  t o  an a ll t im e  classic.

NormallyE14.95
OUR PRICE E6.95R O M

C A R T R I D G E

TENNIS
Great spor ts  fan  ei ther  against the c om patet or  ;m other  player , s ingles or  doubles  for ehands
and backhands. drising approach shah. angled solleys, overhead smashes and tricks lobs -
they are all here. You control st illit  ltuniti.u.0 on the court and where you want to hit the ball.
'rile electronic scoreboard dis plays the results. All ih r action without Ilse sweat!

R O M
C A R T R I D G E

Normally E12.95
OUR PRICE E6.95

FIGHT NIGHT BACK IN STOCK!
Fight N ig h t  b rin g s you  a ll the  t h r ills o f  the hosing  r in g  as you  face t
-
o n , ,  n u t  t h e
most b ru t a l fi gh te rs ever. i t s  I lse  separate bat t les are to ta l w a r w it h  re lent less
action. Th e  Bo xin g  Const ruct ion  Set a llo ws you  and yo u r opponent t o  create
your own  perfect boxers,  selecting stamina, in te llect  and  style . Step in t o  the r in g
to p it  yo u r  perfect boxer against the  computer o r another opponent. E2  pheyers.

Normally E14.95R O MCARTRIDGE O U R  PRICE E7•95

STRANGE ODYSSEY
At the  ga laxy's r im ,  there a re  rewards ap lenty to  be bars ested From a  long-dead

alien Ch ilka t it a L  Fabu lous treasures a d v a n c e d  technologies f a r  beyond human
ken A l l  t h is and   a w a i t s  the b rave  ga lact ic Ad s enturer. Bu t  w i l l  you  be
able to  recover the wealth tend re t u rn  home? Prepare  you rse lf  For a Strange
Ody s s ey ! S c o tt  A d a m s  Gr a p h i c  , IK Iv e n tu r e  # o  Is  a  M o d e r a te  lev e l  a d v e n tu r e .

Original  price 1'19.95
OUR PRICE E7.95DI S K

O N L Y

GALAXIAN
Another a cearhe conversion tha t  re ta ins a ll o f  the addict iveness o f  the o rig ina l
and st i l l  stands as one o f  the a ll t im e  classics. Bla st  the  galaxians as they advance
in fo rm a t ion  and peel o f f  to  a t tack. Wit h  one o r  two  p laye rs and 10 skil l  leve ls
yott•II b r  entertained f o r  a  long t im e . Includes an easy op t ion  f o r  beginners.

R O M
C A R T R I D G E

Normally .02.95
OUR PRICE E6.95

U.S. FOOTBALL

R O M
C A R T R I D G E

LAST FEW!
American Footha ll is now a  b ig  craze  in  t h is count ry and  :k Oil can  now p lay a t
h 44444 e. Ou tsmart  the  defence, pass w it h  amazing accuracv,  ru n  w it h  speed and
ag ilit y. make tackles. select of fensive and defensive p lays and m ore . Yo u  can
take on the compute r in  a  p ract ice  game o r  challenge a f riend  t o  a  d ra m a t ic

Oleo howl game o f  you r own  In  a  packed mad  A l l  the  t h r ills o f  the g rid iro n .

Normally E12.95
OUR PRICE E6.95

RESCUE ON FRACTALUS
Ask o ld  hands what  was one o f  the best games ever fi t r the At a r i and a  good
proport ion o f  them w i l l  say Rescue on Fracta lus. i h i s  game: f ro m  L u ca sfi lm  set
new standards in computer games co m b " g  a  space night simula tor with a
resclie mission, Super,  ever changing. 3-13 scenery a s you  fl y th rough the
moontains to land on  the  planet and rescue stranded p ilo t s.

Normally E14.95
OUR PRICE E6.95R O M

C A R T R I D G E

SUPER BREAKOUT
Breakout was the o rig ina l sim p le  se t  to ta lly a d d ict ive  game and t h is enhanced
version w i l l  p rovide  even m ore  add ict ise  f u n . Severa l va ria t ions on the bask,
theme a re  ava ilab le f o r one t o  fou r p laye rs (u p  lo X on the 4010100!1. N OT E tha t
th is game requ ires paddle con t ro lle rs.

Normally ,I9.95
R O MCARTRIDGE O U R  PRICE E3.95

LODE RUNNER
Another classic. perhaps the hest o r  a ll p la t fo rm  games. Yo u  a re  a h ig h ly t ra ined
Galact ic commando deep in  enemy t e rr it o ry,  Yo u r  m ission  is t o  in fi lt ra te  a ll 75
of the enemy's subterranean leve ls to  recover eve ry last  piece o f  weld. Yo u  a re
equipped w it h  a  14riirr d r i l l  p isto l bu t  yo u ' ll need cunn ing . speed and ag ilit y,
Lode  r  includes a un ique ext ra  tha t  a llows you  t o  create yo u r own  leve ls.

Normally E14.95
R O MCARTRIDGE O U R  PRICE E7-95

ONE ON ONE
Play baske tba ll w it h  I wo  o f  Am e rica 's top  p laye rs in  th is great sports sim u la t ion
ss hitch features rea list ic offensive and defensive flumes, fa t igue factors,  hot
streaks, a shot  clo ck. even instan t  repay and a  shat tering backboard !  L ike  the
game o f  basketball it se lf . One-on-t ine  rewards you  f o r  p laying  w it h  yo u r  head
as we ll as yo u r hands.

R O M
C A R T R I D G E

N or ma l ly  E14.95
OUR PRICE E6.95

DESERT FALCON
A ve rsion  o f  the classic Blue  !Sias tha t  fi n d s you fl yin g  across the desert Ind iana
hones style  searching f o r  h ie rog lyph ics h idden in  the desert sands. Yo u  need t o

seers be long  enough t o  destroy the howling  Sp h in x. Th e  longer you  su rvive  and
the f u rt h e r you proceed, the more  perilous yo u r m ission becomes. I f  you destrnv
the Sp h in x you  get t o  gain the bonus round f o r  even h ighe r po in ts. Fo u r levek,

Normally E14.95
R O MCARTRIDGE O U R  PRICE E7.95

New Atari User - Issue 50 5 1



O R D E R  F O R M
L A S T  F E W

Qty. Qty. Title Nice Total

BASIC CARTRIDGE PAINT E 5.95
BASIC COMPILER U.S. FOOTBALL t 6.95
CONVERSATIONAL ITALIAN VISICALC 01.95

Total
DESERT FALCON

GAMES SOFTWARE
Qty. Qty. Title Price Total

BASIC CARTRIDGE ATARI SMASH HITS 7 E 2.99

BASIC COMPILER BALLBLAZER E 6.95

CONVERSATIONAL ITALIAN
CAVERNS OF MARS E 6.95

CONVERSATIONAL SPANISH
DESERT FALCON E 7.95

HOME FILING MAN. PAY OFF
GALA XIAN E 6.95

INV TO PROGRAMMING

HARDBALL E 7.95

JUGGLES HOUSE

FIGHT NIGHT E 7.95

JUGGLES RAINBOW

JOUST t  6.95

JUGGLES RAINBOW1HOUSE

KABOOM t 2.95

JUGGLES RAINBOW • DISK

LODE RUNNER E 7.95

LETTER WIZARD

MAXWELLS DEMON E 1.99

LETTER WIZ SPELL WIZ

MR ROBOT - CASS E 1.99

'MACRO ASSEMBLER

MR ROBOT - DISK E 1.99

MASTERTYPE

ONE ON ONE E 6.95

MICROSOFT BASIC

PIRATE ADVENTURE E 7.95

MUSIC PAINTER

RIVER RAID E 3.95

PLANETARIUM

RESCUE ON FRACTULAS E 6.95

PRINT SHOP GRAPHICS 1

STAR RAIDERS 2 E 6.95

PRINT SHOP GRAPHICS 2

STAR RAIDERS III:DISK) E 5.95

PRINT SHOP GRAPHICS 3

STRANGE ODYSSEY E 7.95

PRINT SHOP (ALL THREE)

SUPER BREAKOUT E 3.95

PROOFREADER

TAIL BETA LYRAE - CASS E 1.99

SCREEN DUMP 1020

TAIL BETA LYRAE • DISK E 1.99

SILENT BUTLER

TENNIS E 6.95

TELELINK

THE COUNT E 7•95

TEXT WIZARD

TIME and MAGIK E 5.95

TIMEWISE

ZAXXON - CASS E 2.99

TOUCH TYPING

ZAXXON - DISK E 2.99
Total

E 6.95

BOOKS
Qty. Tile Price Total

EASY PROGRAMMING E5.95
THE 130XE HANDBOOK E3.00
MICRO ENQUIRER E100
ATARI ADVENTURES t1•50
WRITING STRATEGY GAMES E1.50

TOTAL

SERIOUS SOFTWARE
Qty. Thle Price Total

Total

BASIC CARTRIDGE E 3.95

E 2.95

BASIC COMPILER E 4.95

t 6.95

CONVERSATIONAL ITALIAN E 4.95

E 3.95

CONVERSATIONAL SPANISH E 4,95

E 6.95

HOME FILING MAN. PAY OFF E 1.00
INV TO PROGRAMMING E 5.00
JUGGLES HOUSE E 5.95
JUGGLES RAINBOW E 5.95
JUGGLES RAINBOW1HOUSE t 9.95
JUGGLES RAINBOW • DISK E 5.95
LETTER WIZARD E 8.95
LETTER WIZ SPELL WIZ E 9.95
'MACRO ASSEMBLER E 7.95
MASTERTYPE E 2.95
MICROSOFT BASIC t 5.95
MUSIC PAINTER E 7.95
PLANETARIUM E 6.95
PRINT SHOP GRAPHICS 1 E 4.95
PRINT SHOP GRAPHICS 2 E 4.95
PRINT SHOP GRAPHICS 3

,
E 4.95

PRINT SHOP (ALL THREE) E11.95
PROOFREADER E 5.95
SCREEN DUMP 1020 E 2.95
SILENT BUTLER E 6.95
TELELINK E 4.00
TEXT WIZARD E 7.95
TIMEWISE E 3.95
TOUCH TYPING E 4.95
TYPO ATTACK E 6.95

Total

PUBLIC DOMAIN ETC.

PAGE 6 SOFTWARE
All on disk unless shown

Qty. Title Price Total

ISSUE 50 DISK E 2.95
13-BIT REFERENCE GUIDE t 6.95
TURBO BASIC E 3.95

Total

SPELL ME- Disk

PAGE 6 SOFTWARE
All on disk unless shown

Tide Price Total
TRANSDISK IV 09.95
TARITALK 09.95
MINI OFFICE II E14.95
SPELL ME- Disk E 6.95

Total

ALL ITEMS FOR XL/XE

TELEPHONE ORDERS 0785 213928

Name

Address

Total Order E
OVERSEAS postage PLUS 15% E

Total E

Please make cheques payable to PAGE 6

I I

Signature

F R E E  N I B B L E R  -IF ORDER TOTALS El() or more (ex. postage)
DISK ONLY. TICK IF REQUIRED

TOTALS
Software
Books
Post and Packing on above t  1  .00
Public Domain
PAGE 6 Software
Total

Most goods will be despatched within a few days but please allow op to 2i1 days lot
delivery • Please feel free to copy this form if you do not wish to cut the magazine

111 I  enclose cheque/P.O. for t

I ]  I  authorise you to debit my credit card

E l VISADACCESSEEUROCARDOMASTERCARD
M y cardnumberis :

DLIL 77EIL 00111EI FOLIO
Expiry date: m  D o

Please ensure that the name and address shown are
the same as the cardholders.

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928 FA X :  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
yourself by the pictures alongside and the review elsewhere,
sure looks good - move over Psygnosis? One of the most
Innovative 8-bit games has now made its way to the ST 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 shelves at full price! Still,
if it takes oft 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 a meagre handful of

games while IBM owning friends can lock themselves away
forever in the coming months when US GOLD and SSI get
round to their coming releases. ST owners will get GAUNT-
LET III - 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 XMAS. DRAGONSTRIKE and many more.
You see. the ST 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 Seahnk 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 ST. 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 you169.99 and a full
2Mb extra is now /159.99 a saving of .E.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 when they are closing
down for their annual holidays!

SCENES FROM CHUCK ROCK

while Gary
Gritter makes
off with his
Missus

and on
through the
frozen wastes

Chuck is relaxing
with a few beers

Chuck hunts for
her in the grassy
plain
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The Problems of Reviewing
Tales of Adventure
Words of Wisdom
Hav e you ever t hought  about the difficult ies faced by the
Rev iewer? You go into the newsagent  and pick yourf twourit e
magaz ine (this one hopefully!) of f  the sheil and expect to fi nd
lots of  useful informat ion about the latest and greatest games
(or whatever type of  software turns you on!). How often are you
disappointed? How many  t imes have you read a rev iew and
then looked at it carefully  and thought "What  have I actually
learned about  that  game?". or how many  t imes have you
rushed out to buy  a piece of  software based on a superb rev iew
only to fi nd that it  won' t  load on your machine. or that even i f  it
does. then af ter the first euphoric  hour of play the game is so
boring, buy-ridden,  badly  documented. difficult ,  incomprehensi-
ble (French?) or whatever that you give up in disgust?
There are two main problems. One is that  most sof tware is

boring, bug-ridden.  badly  doctunented. incomprehensible.  etc.
The other is that  most rev iewers do not play  the game for long
enough to realise that fact! Quite often a rev iew copy of  a game
wil l  be accompanied by a public ity  handout  prepared by the
(obviously biased) sof tware distributor.  I t  is amaz ing how many
of  the reviews irt the top publicat ions are based almost ent irely
on the public ity  handout  plus the informat ion on the box cover
and in the instructions. I f  you have seen all that and played the
game yourself  then you can usually  tell exactly how far the
rev iewer got when he tried play ing the game - and it is of ten
less than an hour of  prof/frig t ime!

CONVERSIONS AND BUGS

Some magazines aref ul i  of  glossy screenshots and boxes
say ing how incredibly  mega-fantast ic this new game is - but
don't  actually  tell you how well it plays. or ment ion that there
are bugs that won' t  prevent you play ing the game. but  wil l  stop
you ever fi nishing It! I hate to try writ e a rev iew of  a game that I
haven't  completed as I k now so many  that are bug-ridden.
A typical example is Captain Blood - rave reviews when it

came out a few years ago - but no-one pointed out that the UK
S7 conversion had three or four errors in the answers  that  the
aliens give you which prevent you gett ing more than about hal f
way  through the game (how to bypass the bugs was  docu
mented in issue 36. and they were _fixed in later releases).
Conversions are where most of  the problems occur. With mod-

ern commerc ial pressures no-one has t ime to fully  test any thing
other than the original version. I  was  going to rev iew 'NAM this
issue, but  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  st ill
f ered f mm conversion was  Bombtaal.  Level 129 appears to be
impossible - I spoke to the programmer who converted it  f rom
the 64 wt d he admit ted that he got bored test ing it around level
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100 and assumed the higher levels would work !  Actually  most
people get stuck much earlier, usually  around level 57 - you
have to dodge past a bouncing ball and, even if  you succeed.
alway s  run out of  time. The first thing you should realise is that
you are wast ing your t ime try ing to dodge UNDER the ball -
know it works  somet imes - but  that Is a bug!  That  is why  it  is
impossible to do it consistently enough to al low you to solve the
level! I l l s  possible ( t
a m  t o l d ! ) ,  
b u t  
f o r  
t h o s
e  
o f  
y o
u  
w h
o  
w o
u l
d

like to bypass it, the next password is RING.
The worst  conversion ever has to be The President is Miss ing

on the Atari!  The programmer who converted it  obviously didn' t
unders tand the game at all so that there are blatant  errors such
as input  areas which aren't  tong enough to type in some of  the
inputs needed to complete the game! There are countless errors
in the informat ion whic h you are given and. hav ing borrowed a
PC version to see how it was  supposed to work,  I  lis ted THREE
pages of  bugs! The game was  wi t hdrawn - but I have seen
'copies st ill on sale - don't  buy it!

NEVER TRUST A REVIEWER
The rev iewer is not always  to blame - he is often given far too

much to do in far too lit t le t ime • "Please give me an 800 word
in-depth rev iew of  this new D&D game by next week end! .  You
then fi nd that  the average play ing t ime is 200 hours!
A good example is probably  B.A.T. t h e  first hour or two is

superb since it has excellent graphics and music. But  as you get
f urt her into the game you wil l  fi nd the garneplay is not so great
and the problems are obscure and tedious. I have seen a
number of  reviews prais ing it very highly  - obviously  the review-
ers did not ac tually  t ry to complete the game!
Another problem is, of  course. fi nding the right  rev iewer to

rev iew a game. Arcade games. text adventures, wa r  s imula-
tions, RPGs and so on are very dif ferent  types of  games and
appeal to very dif ferent  types qf  people. Damon Howart h gave a
glowing rev iew of  Metal Masters last issue wt d recommended
that you go out and buy it  immediately  - I found it incredibly
boring. Also in the last issue John Davison Jt ir found Myst ical
to be a "superb game of  superior quality" - I 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, us ing an alternat ive two-player strategy -
tak ing it in turns wit h the joystick tvhfle the second player used
the keyboard to maintain the spell inventory. fi nished the com-
plete game on about  the third at t imipt !  (What John fails to take
into account is that  not everyone can fi nd the Holy  Grail!  Ed. )
One rnan's meat  is another man's  poison! I rejected the oppor-

tunity  to rev iew both those games as they didn' t  appeal to me
personally  - we always  t ry t ofi nd the right  person to rev iew a



game, but  it  ts not always  possible. When reading a rev iew you
alway s  need to t ry and work  out whether the rev iewer is really
Into this  sort of  game i f  he is then you must not be taken in too
much by his praise, i f  he isn't then you must  not be taken in to
much by his disparagement  - in other words, never believe
any thing you read in a rev iew!
What  do you think? We believe that here at Page 6 Publishing

we care a lit t le more and try a lit t le harder than the bigger
magazines who chum out glossy rev iews wit h no content - are
we succeeding?

THE BOOK OF THE GAME!

And now fi r  something completely dif ferent
Many  thanks to Allan J. Palmer of  Basingstoke (or Boringdeath

as it  is known to those of  us who have to work  there some-
times!) for bringing my attent ion to some excellent books based
on the Infocorn and Ult ima games.
Avon have now published six Infocom books:

T h e  Z o r k  C hr onic le s  by George Alec Effinger
a fairly  t hinf ant as y  plot - basically  an excuse to visit most of

the locations in Zorks I, II and III. Quite amusing, but  you'll get
most out  of  it y
- y o u  
h a v e  
p l a y
e d  
t h
e  
g a
m e
s .

Wis hbr ir t ge r  by Craig Shaw Gardner
apparent ly  the incident recounted in the computer game was

only one of  a series of  strange happenings involv ing postmen in
Festemn - this tells of  another postman entangled in the eternal
batt le between good and evil, All the characters f rom the game
are there, and again you wil l  get most out o f  it i f  you have
played the game.

Plane tfall and Stationfall by Arthur Byron Cover.
weird science fiction cont inuing the adventures f rom the compu-
ter games. Blather is st ill around to annoy you; Floyd is dead,
but young Oliver (from Stat ionfall) takes over as your robot
companion (actually  Floyd's ghost is st ill around and t ry ing
desperately  to get you to fi nd him!). The plot tends to ramble a
bit, and the story continues in Future fall (not yet published) - I
didn' t  enjoy these as much as some of  the others.

E n c h a n t e r  by Robin W. Bailey
- the best one so far - a goodfantasy  a c t r x
-
m t u r e  w h i c h  
s t a n d s

by itself, but  is even more fi tn i f  you have played Enchanter/
Sorcemr. I t  seems that  when you stole the scroll f rom the
Translucent  Rooms in Sorcemr you woke the Great  Terror, and
although you managed to keep it t rapped while you fi nished the
game, it  eventually  found its way  to f reedom arid is now poised
to destroy the whole world.  A young enchanter, aided only by a
brogmoid and a dry ad (see the Infotator f rom Sorceror for
pictures of  them!) are your only allies as you, a young enchan-
ter, set out to defeat the beast. All your favourite spells f rom
Enchanter and Sorceror are there - great fun!

The Lost City of Zork by Robin W. Bailey
If you read the Encyclopedia n
-
o b i z z i c a  i n  
t h e  
l i b r a r y  
i n

Sorceror then you wil l  know that Dunccmthrax (Lord Dimwit

geA Poaree, ...S'etiteeeew„v

Flathead's  great-great-grandfather) was  the King of  Quendor
who conquered the lands across the Great Sea which later
became the Great Underground Empire. The hero is a young
would-be adventurer who sets of f  to fi nd his fortune in the great
city of  Borphee, ins tead gets to be a galley slave on one of
Duncanthrox 's  war  galleys, and ends up t ry ing to defeat the
whole army of  guendor in order to rescue the Borphee Guild of
Wizards. I  haven't  fi nished this one yet (deadlines!  deadlines!)
but so far it is excellent.

And Popular Library have published a book based on the
Ult ima games:

The Forge of Virtue by Lynn Abbey
- another excellent fantasy adventure which is even more fun if
you have played Ult ima IV and/ or Ult ima V. I t  is set Just before
the beginning of  Ult ima V - Lord Brit ish has disappeared and
the whole world seems to be going wrong.  A young adventurer,
wit h a mot ley band of  helpers sets out to rescue the fair
Althea's  magic ian brother -f airly  s tandard s tuf f  but  nicely
done and well integrated Into the Ult ima mythos. The geogra-
phy  is all t rue to the games as you travel the road f rom Paws to
Britain and beyond, and you meet people like Sharnino and
Dupre - your companions in the computer version. Let 's hope
there are more in this series.
Unfortunately  you are unlikely  to fi nd any  of  these books in

your local W.H. Smith.  They are all American paperbacks - I got
some f rom Andromeda (021-643-1999).  some from Forbidden
Planet, New Oxford St., London, and some f rom a f riend in the
States.

CHESS SIMULATOR

Another offering from Infogrames, this  is an excellent computer
chess program - the winner of  the Brit ish Open PC Chess
Championship 1989. Not as pret ty  as Batt leChess, but  much
better at play ing chess, and wit h lots more features for your
-C24.99. It c laims to be able to play  up to 2150 ELO points and
has a facility for assessing your ELO grade. I t  has all the
features  you would expect in a quality  chess game, inc luding
lots of  ways of  controlling how long it  spends think ing so that
you cart get it  to play  quite a strong game quite quickly.
I did mean to rev iew this some months ago. but  I couldn't  get It

to Save/ Restore a game for me - and the Infogrames people
couldn't  help. I  eventually  discovered that  it is  a problem wit h
the documentat ion - when you restore your saved game it just
loads the moves back into memory - it  doesn't  actually  restore
the posit ion on the board. To get back to where you were you
have to select Automat ic  to replay the moves. The mouse control
is a lit t le awk ward  - you seem to have to bounce the pointer off
the top of  the screen to make the menu appear,  and it  would
have been nice to have a single keystroke to al low you to switch
between the board and the display  of  what  the computer is
thinking;  but  otherwise this is well  worth considering i f  you
want  a strong chess program with lots of  features for helping
beginners as well.
Double-s ided disks only, but  i f  you have a f riend mith

double-s ided drive he can copy all the files except
CHESS_F.PRG (the French version) to a s ingle-s ided disk  for
yOl4.
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COMPILATIONSWINNER
T w o  of the more successful games

houses around at the moment
have brought  out  some of their

better games in compilat ion ibrniat .  From
Domark  we have T H E  WI NNI NG
T E A M  cons is t ing 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 MO NS TE R  PACK,  only
three games here but  very s t rong conten-
ders. Leading them conies Shadow Of
The Beast, backed up by Infestat ion and
Nitro.
These compilat ions  show examples of

the same types of games taken f rom dif-
ferent angles. The Psygnosis t rio all show
the s t rong art  and sound qualit ies  that
the company  have been perfect ing over
the years. The packaging is a gently
unders tated black wit h mut ed shades of
purple and the games are examples of
what  I feel to be t heir best and wors t  The
most disappoint ing game is I n f e s t a t i o n
whic h strikes me as a high-tech vers ion
of  the old t ank  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 graphics  and screen handling
seem to let down the good Psygnosis
name and to me this  game really lets
down the trio.  Possibly I 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 inc lude a Tank  Bat t le
style of  game then Tempods  would,
possibly, have been a bet ter choice.
N i t r o  is a game I reviewed in full only  a

I T
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1
couple of issues ago and this  game is s t ill
as good as then. The graphics st ill hold
the at tent ion and the David Carradine
clones for this Death race type game st ill
keep the nerve endings t ingling.  I t  is
strange to note that  the ins t ruc t ions  for
Nit ro fi t in a far smaller space t han they
used to! Nevertheless the smooth scroll-
ing racers and the interest of  the tact ical
choice of cars maint ains  the games fla-
vour and excitement.
The jewel in this  collect ion's c rown has

to he the classic S h a d o w Of  t he
Beas t ,  in its t ime hailed as a classic and
certainly  not  diminished by age. It  makes
the package worth buy ing on its own
merit .  This  mus t  be the ult imate arcven-
ture, the development  f rom Psygnosis
own lit t le masterpiece Barbarian,  this
wide ranging plat form and text game
kept my  rapt  at tent ion for some consider-
able t ime. The pic torial and art  work  in
this  work  are spell-binding and combined
wit h some excellent garneplay and music .
prove that  age does not  wit her s t rong
innovat ion.  Of  the three games this  has
to rank  as my  favourite and is a good
indicat ion of  the worth of Psygnosis as a
company.  All in all this  piece save the
compilat ion f rom being a good also ran.
The Domark  of fering is certainly  of

s t ronger pedigree of fering only one weak
game in the form of V ind i c a t o rs .  Again
a tank  type game it  suffers f rom minimal
ins t ruc t ions  and less than atmospheric
gameplay.  Indeed it  feels as though this
was added as an af terthought  to fi ll the
Winning Team's numbers .  Sadly  I 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 Fic t ion
-
.
The sprites are designed in four colour
comic style and the ray gun effects, walk -
ing radio monsters  and slaves in bik inis
all give an RKO Flash Gordon feel to the
game. I f  Psygnosis are the Salvador Dail
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.
Cy b e r b a l l  is another game I have had

the pleasure of  reviewing, it  marks
Tengen's best convers ion to date, not -
wit hs tanding Skull and Crossbones.
Sadly I not ice it  s t ill 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 t raining methods of  the pre-
sent. The basic theory is that a t eam of
specialised robots play a variat ion of
American football wit h a nuc lear t ime
bomb.  Rather than downs  they mus t
achieve deact ivat ions. I t  is a s t rong two
player game wit h several pleas ing
touches. Even the half  t ime marc hing
band are depicted in robot ic  form.  Again
good value in a compilat ion.
A P B  is another cartoon style game. and

again is s light ly  dif ferent.  The player
needs to work  a policeman's  week wit h
various arrests and chases. Score too
many  demerits  and you fi nd yourself
fi red and put  in the can, do it  r ight  and
the boss rewards  you wit h bonuses. This
game becomes addict ive once the con-
t rols  are mastered.
The most  inf uriat ing and addict ive game

of  the bunc h is Ma x .  This  a sort  of  Tetris
variant  which needs the player to catch
dif ferent ly coloured t iles and place them
in slots in vary ing format ions  to obtain
set point  scores in order to advance. As
with Tetris  the theory is s imple the prac-
tice devilish.
Overall THE WINNING TEAM is possibly

the best compilat ion I have come across
it  offers variat ion 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 I
feel that  Psygnosis could have chosen
better options, alt hough Shadow of the
Beast saves it  f rom being a waste of
money. I I I  had to buy jus t  one though it
would be Tengen/ Domark 's  offering.

THE W I N N I N G  T E AM
Domark (Tengen) E29•99

M O N S T E R  P A C K
Psygnosis £25.99

Reviewer Damon Howarth



A R C A D E

CHUCK ROCK
A
n
o
t
h
e
r  
f
i
v
e  
l
e
v
e
l
s  
o
f  
e
i
g
h
t
-
w
a
y
-

scrolling, joyst ick-driven,  beat-
em-up,  plat f orm 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 quite nice

- ins tead of  the usual handsome barba-
rian wit h bulging muscles you get to play
the part  of  Chuck Rock. a caveman slob
wit h an enormous  beer-gut!  His  gorgeous
wife, Ophelia Rocks, has been dragged
away by the evil Gary Grit ter (you get to
see all this  in the int ro) and armed wit h
not hing but  his beer-gut  and his  size 14
feet Chuc k  mus t  fi ght his  way across the
prehis toric  landscape to rescue her,
meet ing all the usual anachronisms
along the way.
The scrolling is nice and smooth and,

alt hough you are basically t ry ing to
travel to the right ,  you wi l l  have to t ravel
up and down and back to the left to fi nd
y our way across the plat forms and past
all the t raps and monsters.  The only  use-
ful things  you wil l  fi nd along the way are
rocks w h i c h  you can chuck!  But  the
rocks are also necessary as umbrellas
and moveable plat forms.  These will help
you solve some of the problems along the
way. Elsewhere,  when you fi nd a seem-
ingly  impassable dead-end you wil l  have
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CHUCK ROCK
Core Design
£24.99
John Sweeney

to enlis t  the aid of
certain local crea-
tures like the bronto-
saurus  which wil l
carry  you across the
swamp, and a pter-
odactyl which wil l  fly
you to an otherwise
un I reachable plat-
form. Usually  you
wil l  have to gent ly
persuade them to
help - this  is done by
the s imple expedient
of chuck ing a rock at
their head, or giv ing them a belly  but t
wit h your powerful gut.
The monsters  are many  and varied, lots

of  thought  has gone into mak ing some
Interest ing variat ions on the usual crea-
tures - some breathe fi re at you. some
div ide into smaller and smaller creatures
unt i l  they are fi nally  small enough to
s tamp on, some even t hrow snowballs  at
youl And of  course at the end of  each
level you wi l l  fi nd the unavoidable end-
of-level monsters  - a Sabre- Tooth Tiger,
a Woolly  Mammot h.  a Loch Ness Mons ter
and so on.
The controls  are s imple - jus t  use the

joyst ick  to move around,  jump and duck.
and the but ton to pick up and t hrow
rocks, do a belly but t ,  or k ick (if  you are

in the air). Two of  the levels have
watery  areas which you mus t  s wim
through - remembering to come up
for air regularly .  You get four lives
and you can survive about  half  a
dozen blows  before los ing one - but
there is a t rail of  hearts left by
Ophelia which wil l restore your
et terv i.  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-

out  - not  just  the monsters  and the
animat ion.  but  also the back-

grounds  - the dead dinosaurs  lit tering
level five are a joy to behold!
Chuck  Rock is undoubtedly  a very high

quality  arcade game that  will have you
t ry ing over and over again to get jus t  that
lit t le bit  further.  My  only c rit ic ism
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WOULD have been that  you have to s tart
f rom the beginning of the game each t ime
you lose all your lives. I  iowever Core
have bui l t  in cheats to al low you to res-
tart  at any zone and any  level, and also
to have infi nite energy. We wil l  be pub-
lishing those next issue. So if  you get fed
up wit h dy ing you only  have to wait  a
couple of months  and then you can get it
down off  the shelf, dus t  it  off, and have a
go at all the levels you couldn' t  reach
before! Why  can't all arcade games pro-
vide that  k ind of  facility?

If you have an old ST with an SF354
then it  probably  won't  load (mine won't),
t hough Core say they can send other
s ingle-s ided disket te users a t hird disket-
te to al low them to play the complete
game on a s ingle-s ided drive.

•  S I G HT & 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 little
further each time

•  VERDICT - a must for all arcade
game addicts
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W I T H  Y O U R  A T A R I

ave you ever wished you could play drum
parts  s t raight  into a MI DI  sequencer running
on y our Atari wit hout  hav ing to resort. to step-
t ime input  or fi ddle about  us ing a synth
keyboard? Yes, I mean by beat ing out  the

rhy t hms  us ing drumst icks  or your bare hands!  Well.
now you can wit h the aid of  a new produc t  f rom Yamaha
- the DD-11 Digit al Percussion ins t rument .  I t 's really  a
souped-up pre-set d rum machine,  but  to refer to it  as
such would do it  a great injust ice,  as it  offers so much
more than an ordinary  beat box! A quick run down of  its
features wil l soon show you what  I mean,
It can play 100 dif ferent  pre-set  rhy thms  ranging

through various fl avours of rock, pop, funk .  metal.  R&B.
Jazz, lat in,  etc. Each has its own int ro and ending pat-
tern plus  two dif ferent  "fi ll-in" pat terns  you can t rigger at
any t ime to prov ide rhy thmic  variety. I t  plays them on
Ins t ruments  selected f rom its 35 onboard sampled drum
sounds, whic h inc lude bass and snare drums,  toms,
cymbals,  congas. bongos. t imbales,  and other percussive
exotica. In addit ion it  has  five ' t uned percussion"
sounds - marimba,  v ibraphone,  steel drum,  t impani,
and "orchestra hit " whic h can be played over a one
octave pit ch range us ing the DD- I l's  eight percussion
pads and footpedal.
There's also a f urt her set of  synth voices inc luding

basses. pianos,  brass, and guit ar sounds which can bc
used to provide an automat ic  bass /chord accompani-
ment  to go along with the drum rhy thms.  There's  even a
bui l t - in chord sequencer allowing the const ruc t ion of
chord sequences for up to three songs - so the DD- 11
can prov ide a complete drums,  chords,  and bass back-
ing arrangement  for you to play or sing along with.  I t 's
rather like a hardware version of  the "Band-In-A-Box"
sof tware package I raved about  in these pages a couple
of issues back. I t  also has a built -I n stereo amplifi er and
two speakers, so the whole thing is self contained. The
fi nal ic ing on the cake is that  it  has MIDI  IN and OUT
sockets so you can connect it  into an exist ing MIDI
system and/ or  to your computer.

It's those percuss ion pads and footpedal that  make the
DI )-11 so dif ferent  f rom ordinary  d rum machines.  The
c ircular rubber pads are big enough to hit  wit h drum-
sticks (or your hands  if  you prefer), and they're "touch"
sensitive, so by hit t ing them harder you produce a loud-
er sound.  Any nine of the DD-1 l's  percussion sounds
can be assigned to the pads and footpedal.  allowing you
to design your own dmmk i t .  You can then play it  as a
d rummer  would,  prov iding the whole rhy t hm part  your-
self in real-t ime.  Alternat ively ,  you can play along wit h
any of  the pre-set rhy thms,  adding your own lit t le
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John S Davison's
regular guide takes a
look at a new Yamaha

Drum machine

touches as required.  It even has a "synchro break" feature,
which cuts out. the prc-set rhy thms  while you play your own
drum fi lls and solos! I f  required the footpedal can also be used
as a s tart / s top switch or for t riggering automat ic  fi ll pat terns.
Int ro/endings ,  or synchro break.
When hit ,  the pads and pedal also generate MIDI  Note-On

messages, whic h are t ransmit ted via the MIDI  OUT to t rigger
sounds in other ins t ruments  in your MIDI  setup. or for record-
ing by a sequencer program running in your computer.  Once
recorded the rhy thms  can be edited, quant ised.  and otherwise
fi ddled wit h in die usual way, then played back on the DI )-11
via its MIDI  IN connect ion.  So now the DD- I I  f unc t ions  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
mul t i t imbra l  synthesiser, albeit  a rather limited one.
I have only  two crit ic isms of the DD-11,  Firs t ly .  you can't

program your own customised rhy thms  into the box itself, You
have to do it  externally  us ing a sequencer. Secondly, it  doesn't
t ransmit  or respond to MIDI  clock messages. so you can't
synchronise it  wit h a sequencer, i.e loc k  its playback tempo to
that  of  your sequencer. But  then at this  price level you can't
have everything.

HOW DOES IT SOUND?
The DI )-11 produces sounds s imilar in qualit y  to those found

in the latest Yamaha PSS synthesisers, Le, more than adequ-
ate for home use. They 're quite full bodied,  clear, and generally
of  good quality ,  especially if  played t hrough external amplifi ca-
t ion and speakers via the line-out  socket. However I did fi nd
the sample length rather short  somet imes.  e.g. cymbals  don't
sustain as muc h as I'd like.  The tuned percussion is less
successful, in part icular 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 t hem to be.
Cons idering it 's muc h more than a s t raight  d rum machine,

the DI )-11 is  a real bargain.  So, i f  you're look ing 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  E149.95 -
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 start ing in this issue.
Accordingly. details  of  the new PSS Soundshif ter voice patch
editor promised in the Last issue wil l  have to wait  unt il nexi



MASTER TIME
T h o s e  B.Ware guys have

been busy again, and
this  t ime have come up

wit h h a neat educat ional program
called Master Time,  designed to
help teach children to tell the
t ime.  It 's supplied on one s ingle
sided disk  and the latest version
runs  in colour on any ST/STE.
Mas ter Time consists of  five

major sections, called Master
Clock: Mas ter Watch: Mas ter
Time:  Play House: and Doodle.
The fi rst three are concerned
wit h the serious business of
learning to tell the t ime, while
the last two are bonus  games
Inc luded as light  relief.
There's  also an "opt ions" screen f rom

whic h you can determine how the prog-
ram operates. You can decide how the
movement  of  the minut e and hour hands
are linked on the analogue clockface -
e.g. permit t ing 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 minut e hand.  It 's also possible to
set the number of quest ions the program
asks before increas ing the diffi culty  level,
and to decide the form in whic h the t ime
is spoken. Yes, this  program uses sam-
pled speech, wi t h choice of  analogue or
digital style. i.e. whet her 10:45 is spoken
as "quarter to eleven" or "ten fortyfive".
Finally ,  you can also t urn the program's
mus ic  off, and after hearing it you' ll soon
realise the value of this opt ion!

M A S T E R  C L O C K  teaches t ime tell-
ing us ing an analogue clockface. This
shows quarter and half  hour mark ings
plus  the actual minut es  value against
each of  the normal numerals .  The face is
also colour coded to indicate "past  a n d
"to" the hour.  Overall,  it 's rather like
those k iddies "t ime teacher" watches
made by Timex and others. The clock's
hands  can be Independent ly  moved by
c lick ing on "h o u r  and "minut e" but tons,
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B. Ware Software
£17.95
John S Davison

E D U C A T I O N

at watch

set watch to clock when

and alter set t ing them you can c lick  on a
mout h" icon, whic h then speaks the

t ime in the chosen style. The speech
samples were produced wit h an ST Re-
play cart ridge (what  else?) and are quite
c lear and easy to unders tand.
The program's  voice asks you to set a

specific t ime on the clock. Ac tual t ime
requested depends on the current  level
reached - these correspond to full hours,
hall' hours, quart er hours  and "random"
t imes to the nearest, five minut e bound-
ary. I t 's  a pity there isn't  another level
whic h goes down to indiv idual minutes .
The requested t ime is set by  c lick ing on
the hours  and minutes  but tons  as de-
scribed earlier.  I f  correct, the voice con-
gratulates you and you're t reated to a
mus ical" reward.  Othenvise you can try

again or perhaps click on the "Help" but -
ton, when the program steps the minut e
hand then the hour hand to the correct
t ime, speaks it. resets the hands to 12
o'clock and then prompts  you to try it
yourselP

M A S T E R  W A T C H  is ident ical in
concept to Master Clock except i t  uses a
digital watch instead of  an analogue
clock. Also, it  speaks the t ime in digital
style unless set otherwise on the
opt ions screen. Inc identally ,  you
can ret urn to the opt ions screen
at any t ime to change settings.
Unfortunately  this  resets whatev-
er module you were prev ious ly
using, so rather annoy ingly  you
have to start  again f rom level I
when you re-enter it.

M A S T E R  T I M E  combines the
features of  Master Clock and Mas-
ter Watch. You have both t ime-

pieces onscreen s imultaneous-
ly, and can choose to set the
analogue clock to the t ime
shown by the digital watch,  or
vice-versa. There are two speech
but tons,  one for each t imepiece,
so you can independent ly  check
the t ime current ly  set on each
one. Normal ly  each would be
spoken in the appropriate style,
but  i f  this is confus ing the Op-
t ions screen allows you to have
them both spoken in either ana-
logue or digital style.
The two bonus  games are very

s imple but  nonetheless I 'm sure
children wil l  fi nd t hem an enter-

taining break f rom their t imetelling les-
sons. P L A Y  H O U S E  is a "Simon" type
game, but  instead of  haying to memorise
an ever increas ing sequence of colours
you have to remember the posit ions of
pigs appearing randomly  at the windows
and door of a house. To win a round you
have to c lick on the windows  and door in
the same sequence in which the pigs
appeared at them_ D O O D L E  is a very
s imple drawing program whic h reminds
me of  those old "Etch-A-Sketch" toys. I t
allows you t o const ruct  pic tures or pat-
terns f rom straight  lines  drawn in any  of
eight direct ions,  s ix colours, and live line
styles. Lines  are drawn by c lick ing and
holding on direc t ion arrows  which con-
trol the movement  of  the drawing stylus.
In summary ,  I really  liked Mas ter Time.

The care put  into its design shows every-
where - in its v isual appeal t hrough big.
colourful graphics:  its  sensible opt ions;
ext reme ease of  use; superb Help facility;
and even the inc lus ion of  those two s im-
ple games. However,  it 's the program's
use of  sampled speech whic h puts  it  in a
class of  its own. So. i f  you need a prog-
ram to help teach your k ids to tell the
t ime, make sure this  one's on your shop-
ping list.

New Atari User' Issue 50 59



R A C I N GTHE DU
T E S T  D R I V E  I I

la and

rg -

T
h
e  
o
r
i
g
i
n
a
l  
T
e
s
t  
D
r
i
v
e
,  
f
r
o
m  
A
c
e
o
-

lade sof tware was received wit h
mixed reviews. On one hand it

was a novel way  of  port ray ing a rac ing
game - as opposed to the usual run of
the mil l  'Pole Posit ion' style game, this
was billed as being a race s imulator.  I t
did not  however,  in my  opinion,  really
live up to all the hype.
In response. Test Drive II has been re-

leased. This  t ime the graphics and sound
have been Unproved and you have the
opt ion to load in data disks for both
scenery and the types of  car that  you are
driv ing - more about  these later. The
basic idea behind the game is that  you
are In a rac ing 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 f rom 0
to 60 in less t han four seconds. You
mus t  choose between either of these awe
inspiring cars and race off through all
k inds  of  dif ferent scenery.
At  the start  of  the game you have a

variety of  opt ions which you can make
The race wil l  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 mus t
also contend wit h the at tent ion of  the
over zealous Police department !
Graphically  the game is very impressive.

The v iew of  the dashboard is dif ferent  for
each car, and the v iew out of  the window
is a fast and smooth three dimens ional
v iew of the road as it zooms by. All other
cars on the road arc superbly  detv.iled, as
are the trees and rocks as you watch
them fly by at  ext reme speed.
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Compared to the
original The  Duel'
is absolutely  su-
perb. I t  is unbeliev-
able, t he dif ference
in qualit y  between
the two games is
astounding!

THE SUPER-
CARS DISK is
an accessory disk
whic h contains five
elite automobiles
f rom around the
world which are all

considered one of the best in their class.
Wit h this  disk, you can load and use any
of the following cars.
The 1988 Lotus Esprit  Turbo,  capable of
160inph is one of the fastest produc t ion
cars ever to come out  of  the UK. The
Ferrari Test arossa is a classic of  its t ime,
$134.000 worth of luxurious  perform-
ance. The Porsche 911 RUF Is a cus tom
built ,  t win t urbo 911 whic h is the k ing of
the German Autobahns.  The 1988 Lam-
borgini Countach is the k ing of the Su-
percars. Once one of  the fastest produc-
t ion cars in the world,  this  is a real s tun-
ner. Finally ,  the 1988 Corvette ZRI  is  an
American supercar which was designed
wit h the intent ion of  produc ing the
worlds  fastest produc t ion car.
All of  these have their own driv ing char-

acterist ics and design styling, and these
features are all incorporated into this
quite amaz ing supplement  disk  for Acco-
lades, 'The Duel' .
The dashboard fascia ()leach car is

accurately represented on screen, as is
the performance.  Ever fancied a go in a
Lamborgini Countach? I know I have,
and this  is probably  the closest I wi l l  ever
get to hav ing a try!

CALIFORNIA CHALLENGE is
another supplement  disk which lets you
drive the car of your choice t hrough the
beaut iful 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 you along the Cali-
fornia and Oregon border you are cata-
pulted into a scenario surrounded by the

beaut iful redwood trees, These are cer-
tainly  lit t le more res ilient  t han your car
so you'll have to drive carefully!
Other races wi l l  take you along the

Santa Barbara coast, and others wil l
t hrus t  you into the palm tree and beach
fi lled area of  Santa Monica.  All of  the
scenarios are beaut ifully  drawn and real-
ly manage to conjure up the image of  the
areas whic h they are t ry ing to port ray.  As
wit h the scenery to the main game, the
animat ion of  all of  the objects as they
zoom by is beaut ifully  smooth and the
colours  are used to a wonderf ul effect,

A
s  
w
e
l
l  
a
s  
t
h
e  
t
w
o  
s
c
e
n
e
r
y  
d
i
s
k
s

ment ioned above, there are also a
furt her two disks available whic h

I have not  been able to get my hands on.
Firs t ly  there is the Musc le cars supple-
ment  disk whic h gives a f urt her five cars
for you to play around in, What  makes a
car a 'muscle' car I am not  ent irely  sure,
but  no doubt  it  wil l be equally  as im-
pressive as the Supercars disk. Secondly
there is a European scenery disk whic h
Is. guess what? A romp across the Euro-
pean countrys ide!
Overall I was very impressed indeed

wit h the qualit y  of Test Drive II. The
graphics  and sound of  the basic game
are of  an ext remely  high quality .  The
sound is some of the best qual i t y !  have
heard on the ST. The atmospheric  t it le
screen mus ic  ut ilizes sampled sounds to
a s t unning effect and the game itself  is
fi lled wit h sampled sounds of  engines
roaring and tyres squealing!
Most of  these three dimens ional pers-

pective rac ing games are an absolute
bit ch to play. Invariably  they are diffi cult
to cont rol and thoroughly  boring.  The
Duel however,  is  an absolute pleasure to
play. The graphics are smooth and each
of  the cars arc surpris ingly  easy to drive.
The inc lus ion of  an opt ion to use sup-

plement  disks is a really  good idea, giv ing
the game muc h more scope than your
average rac ing game. This  is a thoroughly
original approach to this  style of  game.
Normally  I fi nd perspective racers a bit  of
a bind.  but  I can safely say that  I really
liked the Duel.
To s um it  up.  I would have to say that

this  is muc h more of  a s imulat or than a
game, and it  is something which l ean
thoroughly  recommend you have in your
collect ion.
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CALIFORNIA CHALLENGE - V1.99
SUPERCARS - il 1.99
from Accolade
reviewed by John Davison inr



A l p h a  waves are defi ned as brain
waves emit ted when a human is
in a state of  relaxat ion. They were

discovered in the 1920s. and were one of
a quartet  of Brainwaves s ignify ing
various  levels of mental activity. I t  was
later proven that  various  cycles of  light
and sound could produce the same
effects on the brain and s t imulate certain
moods  or at t itudes.  The discoverer of
these mental facts was a Dr.  Hans  Berger
alt hough I do not  believe that  he could
have envisaged his  discoveries being
used in such innovat ive and Gallic  ways
as this  sof tware 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 lit t le unnerv ing.  for although there is
a poss ibility  of a game for points  and
at tempts  to make goals the subt le side is
the non-compet it ive relaxat ion and sti-
mulat ion mode.  This  is the sort of  prog-
ram Jeff Minter has t ried to achieve over
the years and it  involves cont rolling pyra-
mids  that  gent ly bounce around conge-
nially  coloured rooms look ing for an exit.
The game really  is that  basic, but  there
are a gamut  of  relax ing 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 s tart  there.
The player's object ive is to guide a lit t le
py ramid t hrough 256 dif fenmt  3D rooms.
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ALPHA WAVES
Infogrames
£24.99
Damon Howarth

THE U N D E F I N A B L E !

ALPHA WAVES
Each room offers a
dif ferent  problem and
method of  escape,
although all rooms
have various plat -
forms to bounce
upon to gain the
necessary height  to
leave before t ime
runs  out. Alt hough
the concept is ex-
t remely  basic the
gameplay  is quite dif-
fi cult  and once it  is
realised that  control
over the shape is a
lit t le limited - i t  can
move forward and backward or left and
right  wit h no real problem - gaining and
maint aining height  is all a mat ter of
propelling the object f rom various plat -
forms. This  mode of  propuls ion is fine
unt i l  you miss  the plat form you wished
and y our pyramid s inks s lowly  and
gracefully  to the fl oor never to bounce
again. Of  course nothing can be so un-
complicated and the game inc ludes some
most  dis t urbing creatures that  will t ry  to
"bounce you" out  of  the way and deflect
you f rom your intended course. I f  that
does not  make your job hard enough
some rooms need keys to exit  and they
too mus t  be found.
Indeed there is a hint  of a plat form and

ladders game here although the innova-
tive style tends to disguise this  feature

enough to maint ain the illus ion of
great originality .
The colours and sound are s t rik ing

and most  atmospheric .  I f ound my-
self los ing concent rat ion purely  be-
cause of  the mesmeric  effect of  the
combinat ion of  ocular and aural st i-
mul i ,  the graphic  qualit y  is very
s t rong 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
foundat ion.
Once the f rus t rat ion of  bounc ing

has reached your play ing fingers
then look at the alternat ive meditat ional,
non-compet it ive mode. This  allows you to
choose one of the 256 areas which relate
to various areas of the brain.  The alleged
effect in "emot ion" opt ion is to s t imulate
that  area of the brain by  the focus on
unstressed play and thereby allow an
almost  meditat ional high to come upon

Alm

the part ic ipant .  I mus t  admit  that  in
play ing this  I did not  necessarily feel the
inner peace or relaxed at t itude the writ -
ings felt. I ought  to but  I was impressed
wit h an innovat ive use of  ideas and
psychology' in new software.
My overall impress ion is that  the addle-

tiveness of the game will wane fairly
quick ly,  and that  it  is a dif ferent  f orm of
Marble Madness or s imilar games. The
fact that  the cat ac tually  calmed down
and watched the screens that  related to
peace and harmony  st rengthens the pro-
ducers c laims that  the colours and mus ic
have an effect. I on the other hand found
It induced f rus t rat ion at many  intervals
and left rue feeling that  inner relaxat ion
and peace is bet ter achieved wit h a good
CD and a glass of finest malt  whisky .
If you have pretensions to rediscovering

pop art  or hippydom then this  sof tware
wil l  certainly  bring back memories  of
Woodstock and those strange squiggly oil
lamps  so beloved of  the Beat les and
Timot hy  Leary. I f  such references mean
lit t le or nothing to you then defi nitely  t ry
before you buy.  but  beware demo ver-
sions may  be at tuned to your acquisit ive
brain centresl Meanwhile I shall settle
back into early Pink  Floyd and get the
Kaftan f rom 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  g a m e  and
it shows

•  OVERALL - An interest ing experience.
worth looking at but I prefer real music
and proper light shows
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W hic h 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
play ing games would say they'd
like to see a better GEM desktop.
After all,  Atari's  graphical interface
has changed very lit t le since the
ST fi rst appeared in 1985 and.
whils t  it 's made a valuable cont ri-
but ion to the ST's success, s imilar
env ironments  on other machines
are (as any Mac intosh user will
tell you) cons iderably  more adv-
anced.
Even Atari themselves, who

aren't  renowned for responding to
crit ic ism,  have fi nally  recognised
that. the t ime has come for the
original desktop to receive a com-
prehensive revamp. Last  year in
Germany,  where Atari have t radi-
t ionally  been taken more seriously
than elsewhere, they tore off the
wrappers  of  a brand new desktop
designed for the TT workstat ions.
The TT desktop occupies more
memory  than that  fi t ted to current
ST machines  which means  that
there's room to pack in a wide
range of improvements.  These in-
c lude keystroke short-cuts.  the
ability  to place fi le icons on the
desktop and a completely  revised modu-
lar cont rol panel.  Extensive reviews have
appeared in ST World (#53) and ST Appli-
cat ions (#1). Rumour  has it  that  the new
desktop wil l also be fi tted to the STE, but
this  isn't  a great deal of comfort  to ex-
is t ing owners, especially since the new
version is not compat ible wit h pre-STE
ROMs so hardware upgrades are out  of
the quest ion.
The only  af fordable way for most serious

users to heat those desktop blues  is to
ii west in  a sof tware-based replacement .
N E O D E S K  is the most well-k nown
commerc ial solut ion and has right ly  en-
joyed ecstatic coverage in all the major
Atari publicat ions .  Neodesk is c learly  an
excellent package, but  it  isn't  exactly
cheap - so what  about  the compet it ion?
Among the earliest successful at tempts

to tackle the STs  desktop deficiencies is
a shareware program called V D O S .
This  requires a system wit h two disk
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VDUS (top) comes with its own accessories whilst
GEMINI (bottorn) replaces the whole desktop

drives or at least one megabyte of mem-
ory. VDOS provides an altogether diffe-
rent  env ironment  to the t radit ional GEM
desktop. It doesn't. use icons, but  it  does
have a selection of  unusual bot t om-up
menus  (as opposed to drop-down ones')
which prov ide access to a mult i t ude of
DOS
commands,  modelled on both the MS-
DOS and UNIX operat ing systems. They
inc lude the s tandard disk operat ions
such as format ,  copy, delete and others.
and also some less obvious ones that
have to be missed to be appreciatedl At
the click of  a mouse but ton you can dis-
play free memory  and disk  space. check
the status of your printer,  search for fi les
and 'touch' t hem with the current  t ime
and date. There's a bui l t - in screen saver,
a handy  on-screen digital clock and a
neat calendar that  shows the current
year and mont h by default .  All the op-
t ions have keyboard short -cuts  to benefi t

the experienced user.
By far the most  useful func t ion of

VDOS. part icularly  for hard disk
owners,  is that  it  enables you to
specify up to 53 fi les which can
then be executed wit h a s ingle
mouse-c lick  or key press combina-
t ion. The DOS menus  have ready-
t it led slots for common applica-
t ions but  there are also three
empty menus  which can be fi lled
wit h any type of  programs you
wish.  Programs that  aren't  defined
in this  way have to be loaded via
an 'execute' menu opt ion and the
normal fi le selector. The full VDOS

s y s t e m wor k s i n me d i u mo r h i g h
r e s o l u t i o n o n l y ( f o rmo n o us ers

there are also a couple of bonus
ut ilit ies i) but  for those people who
conduct  their comput ing on a tele-
vision, the disk  inc ludes a sepa-
rate version. This  implements  the
'slots' fac ility  of  \MOS. so you can
have a handy  menu of  commonly -
used software, but  it  doesn't  offer
the DOS commands.  The whole
disk  is packed wit h various ut il i-
ties and ample documentat ion.  I f
you fi nd VDOS indispensable,  the
authors  would appreciate a suit -
able fi nanc ial cont ribut ion for
their efforts - in ret urn they offer
to send you a comprehens ive
manual  and regular updates. This

Isn't a very new disk so it  would be wise
to writ e fi rst  before sending away any
payments  to the States (I'd be interested
to hear f rom anyone who has done so
recently).

ENTER
GEMINI

If VDOS sounds like too muc h of  a
radical upheaval and you'd prefer your
desktop to look more like the s tandard
A t a r i  one,  wh y  not  tes t  d r iv e  t he
G E M I N I  D E S K T O P ?  This
famous shareware ut ilit y  is very muc h
like NecKlesk and alt hough it 's obviously
not  as poOierful, i t  might  well have all the
facilit ies you need. As suggested by its
name.  Gemini wasn't  designed as one
program,  but  two. The t hink ing behind
the concept is that  WIMP env ironments



are all %rely jolly  for some purposes. but
at other t imes it  would be muc h easier to
use a t radit ional Command Line Inter-
preter (CU),  Gemini therefore consists of
a f riendly  graphical f ront -end called
.
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(apparent ly  the name t ranslates f rom
German into something about  a Penguin
who lives in a shell!). Mupfel is an opt ion
on one of  the menus  in Venus. The CU
incorporates  an incredible 46 func t ions
whic h are generally  modelled on UNIX
shell commands .  This  means you have
either got to get accustomed to typing
things like 'cat and 'Is' instead of  'type'
and 'dir',  or if  you don't  want  to persevere
wit h UNIX t e rmino l v i ,  use the 'alias'
c ommand to re-defi ne some other words
Instead. You can also assign the func t ion
keys to common operat ions.  Start -up
files can be created to permanent ly  confi -
gure the system to your requirements .
Venus  presents a host  of advantages

over the s tandard GEM desktop. Instead
of  a s ingle disk  icon there are 6 to choose
from, and in place of  the usual fi le icons
there are 22 alternat ives. You can enter
rules  in the form of  fi lename pat terns to
determine when the dif ferent  icons
should be used, The contents of  a disk
can be viewed wit h small or large icons.
or text, wi t h the usual sort ing criteria or
in an unsorted state, whic h 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 wit h a hard disk  is
that  fi le icons can be dragged onto the
desktop. It 's then possible to run prog-
rams  just  by c lick ing on the installed
Icon, whic h avoids hav ing to search for
and open up the appropriate folders. A
minor  annoyance, however,  is that  text
files can only  be viewed t hrough the CU.
If you choose an opt ion by mistake, you
needn't  panic  as an 'undo' feature wil l
restore the prev ious state. There's also a
recoverable t rash can that  proves its
wort h when You suddenly  have second
thoughts  about  delet ing that unwanted(?)
file. The disk  contains lots of  documenta-
t ion, t hough the catch is that  muc h of  it
Is in German!  However,  enough has been
trans lated to allow you to fully  appreciate
the system_ More recent examples of this
disk may  well have more English text
than the copy I received. The Gemini De-
sktop is suitable for one megabyte
machines  with -
r o s  1 . 2  
o r  
l a t e r
,  
a l t h
o u g h

you might  fi nd an earlier version else-
where for •I'OS 1.05 which inc ludes
Venus and Mupfel as separate programs.
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BACK TO
NEODESK?

So, you're s t ill convinced that. Neodesk
is the answer to your problems? Before
you s ign away forty pounds  of  your hard-

fregraps 1 T w o s  /  Pro9ram M P  I  M P  2 I M P  S

earned sayings, ask for a copy of  the
N E O D E S K  3 . 0  D E M O .  Like
the Gemini Desktop. Neodesk has both a
graphical interface and its own bolt -on
c ommand line interpreter,  t hough it  also
boasts a my riad of  other excit ing func-
tions. Reviews of  Neodesk 3.0 have
appeared elsewhere (check out  the Edi-
tor's rev iew 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  t ry  the demo,
they'd rat her you paid for the real thing,
so a number of options have been dis-
abled in the freeware version. File copy
and move operat ions appear to work.  but
don't  really,  and you can't  format  a disk.
run another program or save the desktop
c onfi gura t ion .  Y ou  c an  ex pe r imen t  w i t h
most  opt ions. 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-
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plet ing the task - for example.  you can't
save the icons you create. Inc identally .
even af ter you've bought  a copy of  the
commerc ial package (as you probably  wil l
once you've seen the demo!) you'd be
wise to explore the Public  Domain.
N E O D E S K  I C O N S  is a disk
containing (as you might  expect) dozens
of  pre-defined icons to use wit h Neodesk
- this  could be invaluable if  (like me) you
don't  have the pat ience to fi ddle wit h the
Icon editor!  Anyway.  Neodesk 3.0 has
more features than you could possibly
imagine - so why  not t ry  out  the demo
and see for yourself?
That 's  it  - don' t  forget to cheek the lib-

rary  update leaflets or grab a copy of  the
PAGE 6 Catalogue Disk  for inf ormat ion
on the latest programs.  All the disks
added to the library  are fi rst subjected to
the rigorous  PAGE 6 evaluat ion proce-
dure.  Kinda makes you feel sorry  for the
ones that  don't  get in!

HOW TO GET THEM
All of the disks featured in PD World are available f rom the PAGE 6 ST library. Each has a
unique reference code which you should use when ordering or making enquiries. Please contact
PAGE 6 if  you don't have a copy of their Accessory Shop leafl ets and check the system
requirements for each disk. THE PAGE 6 CATALOG DISK containing a full lis t of  disk names and
contents is available from the library, priced at f  1. The disks referred to in this  artic le are:

Prices for standard disks are £2.95 each or £250 each for ten or more
Write to PAG E 6, P.O. Box  54, Stafford,  S T16  1DR

Telephone 0785 213928 or  FAX 0785 54355 with credi t 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
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for many  major innovat ions in
the world of  music in recent

years, mak ing possible such develop-
ments  as MIDI ,  synthesisers.  and sam-
plers. The fi rst two ment ioned have
already been covered at length in these
pages, but  sound sampling hasn't.  I f s
now t ime to put  that  right ,  so over the
next few issues we'll be look ing at how
YOU can start  mak ing mus ic  (or even
jus t  exc it ing noises!) us ing sampled
sound - v ia your Atari computer,  of
course!

A SAMPLER?
Let's s tart  by defi ning what  a sampler is.

From a mus ic ian's  v iewpoint  it 's s imilar
to a synthesiser - both are electronic
mus ical ins t ruments :  can produce an in-
credibly  wide range of sounds; and can
be played f rom a keyboard or via MIDI .
But  there's one f undamental difference.
Generally  speaking. a synthesiser's
sounds are built  up f rom internally  gen-
erated sound elements,  while a sampler
uses "recordings" of  real sounds as its
sonic s tart ing point.  It can digitally  re-
cord ANY sound direct ly  into its memory :
edit and process it  in various ways: then
t rigger its playback at any required pitch.
The only problem is, dedicated samplers
Lend to be horrendous ly  expensive!
From a technology v iewpoint  a sampler

Is remarkably  s imilar to a computer.  In
fact, it  doesn't  take muc h addit ional k it
to t urn your Atari into one. I t  can be
done inexpensively too. bringing sam-
pling wit hin reach of  everyone. We'll be
look ing at wayS of gett ing 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 t hrough the air.  We
can pick these
up via a Mic -
ro p h o n e  a n d
convert t hem
into a con-
t inuous ly
vary ing signal
voltage which
mimic s  them in
electrical form.
The s ignal
waveform may
be xrisualised by
graphing its vol-
tage against
t ime, result ing
In something
like Figure 1 for a s imple sound.  Such a
s ignal is described as an ' 'analogue" sig-
nal,  because of  its essent ially cont inuous
nature.
Digital computers  like the Atari ST can't

work  direct ly  wit h this  analogue signal.
By their very nature these machines  can
only deal wit h data presented as discrete
values. So, the s ignal mus t  fi rst  be digit -
ised - converted into a series of numeric
values represent ing it  - v ia a technique
k nown as "sampling".  Basically,  this  in-
volves "tak ing a reading" (or sample) of
the analogue s ignal voltage at k nown in-

1
0

TIME

Figure 2
Sampling
Points

tervals of  t ime (e.g. every 100 microse-
conds): convert ing each into its numeric
equivalent :  and s toring the results  in an
array  in memory.  Figure 2 shows concep-
tually  how this  works  - the height  of the
vert ical lines represents the s ignal vol-
tage value at each sample point,  and the
distance between t hem the sample inter-
val. This  "analogue-to-digital convers ion"
Is handled by special add-on hardware,
usually  prov ided in cart ridge form to plug
into the computer's  cart ridge port.  Once
sampled the s ignal may  then be easily
manipulat ed by software, e.g. displayed
graphically ,  edited, saved to disk, replay-
ed. etc_

Surpris ingly .  y our Atari can replay sam-
pled sound wit hout  addit ional hardware.
as it  already has a bui l t - in "digital-to-
analogue conversion" capabilit y  thanks
to its sound chip. I t 's achieved by revers-
ing the original sampling process • at
k nown t ime intervals  successive values
f rom the data array  in memory  are con-

Figure 1
Original
Analogue
Waveform

TIME

TIME

Figure 3
Sampled
Waveform

verted into voltages, whic h eventually
drive a loudspeaker to recreate the ana-
logue sound. I f  you graphed these dis-
crete voltage values you'd fi nd the overall
s ignal would only  approx imate to the ori-
ginal analogue signal.  as s hown in Figure
3 in exaggerated form.  It 's unlikely  to be
absolutely  ident ical to the original,  as
accuracy depends on the "resolut ion"
and "sampling rate" of  the hardware
used, as we'll see later in the series.



SAMPLING
FOR EVERYONE
Sampl ing on the Atari took off around

1986, when a small company called 2-Bit
Systems (yes, the MIDI  Mas ter guysl)
produced t heir innovat ive Replay car-
tridge. This  allowed a 48K Atari 8-bit
machine to sample sounds direct ly  f rom
an analogue audio source, perf orm s im-
ple edit ing,  and play them back via the
TV/ monit or.  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 inc luded the DigiD-

r u m and DigiSynth programs.  DigiDr u m
turned y our Atari into a programmable
d r u m machine by loading in a set of
sampled drum sounds and play ing them
f rom a s imple grid based sequencer.
DigiSynth went  f urther - it  could vary the
speed of  the digital-to-analogue conver-
sion process and hence replay  sounds at
dif ferent  pitches. allowing tunes to be
played on a s ingle sample. Admit tedly  the
sound qualit y  wasn't  marvellous,  but  this
package set the direc t ion for v irtually  all
computer based sampler developments
f rom then on.
Before long 2-Bit  Systems launched ST

Replay, bringing sound sampling to the
s r.  This  used s imilar princ iples  to the
original Replay. but  achieved higher
qualit y  sound t hrough bet ter hardware
and software. Since then 2-Bit  have
steadily improved the package, bringing
out  successively bet ter versions and
addit ional spin-of f  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 wit h Mierodeal to market  their
products,

ENTER THE
SOUNDTRACKER
Meanwhile.  Commodore launched the

Amiga (hiss? boo!). I hate to admit  it ,  but
its internal sound chip knocked spots off
the STs. I t  was designed f rom the start  to
work  efficient ly with sampled sound.  and
could produce s tunningly  good results  -
in stereo tool It didn' t  take long for the
Amiga PD programming crews to begin
exploit ing this, result ing in the famous
"SoundTracker" programs - a term now
used generically  to describe all sample
sequenc ing programs.
Soundt rackers  are like vastly improved

versions of  2-Bit 's  old Dig iDrum/
DigiSynth software. Basically,  they allow
you to load a collect ion of sound samples
into memory  and to t rigger their play-

back at any pitch f rom the built - in four
t rack sequencer, Literally  ANY sound can
be used. You could, for instance, play  a
tune us ing the sound of  a chainsaw or
break ing glass as well as more t radit ional
ones! You can usually  play up to four
dif ferent samples s imultaneous ly ,  and
rapidly  switch between any of the sam-
ples held in memory  to obtain a wide
range of  different sounds  wit hin a mus ic -
al piece.
Even though the original STs  weren't

part icularly  efficient at
handling sampled sound it
could st ill be done, and ST
soundt rackers  eventually
began appearing.  The first
was Mic mdeaf s  Quartet .
More recent was the TCB
Tracker,  reviewed in Issue
47. There are now Public
Domain soundt rackers
available,  and the best are
already in the Page 6 PD
Library.  They 're quite
amaz ing programs,  and de-
serve f urt her ment ion here.

PUBLIC DOMAIN
SOUNDTRACKERS
There are two main types of ST sound-

tracker. The fi rst is a "player p rogram.
This  s imply  plays back a soundt racker
mus ic  "module",  whic h is a the contain-
ing both mus ic  data AND the sampled
sounds it  plays. Page 6's PD Library  now
inc ludes several disks, each containing a
player program plus  assorted modules.
These were ported over f rom the Amiga
(aaarrgghh!),  hence their t it le - Amiga
SoundTracker Volumes 1 t o 5. The player
program is very basic i t  just  loads and
plays mus ic  modules.  A much nicer play-
er is the Equinox  Soundtracker.  wi t h its
c leaner user interface and colourful
graphics.
These disks are a revelat ion Wall you've

heard is the STs  normal weedy internal
sound. The samples prov ided inc lude
various drum sounds, bass guitars,
synth sounds,  brass stabs, s t rings,  sun-
dry sound effects. and even rap style
vocal samples!  They're sequenced
together into some very excit ing mus ic  -
not  all to everyone's taste perhaps. but
entertaining nonetheless. Sound qualit y
can be surpris ingly  good, especially when
routed t hrough your hi-fi  system.
If you want  to create your own mus ic

you' ll need the second type of  sound-
t racker program.  of  which ST NoiseT-
racker is an excellent example. In opera-
t ion it 's almost  ident ical to the commer-
cially produced TCB SoundTracker men•
honed earlier,  and produces results  that
are easily as good.

NoiseTracker is supplied complete wit h
ready-to-play samples and mus ic  mod-
ules, so you can get started right  away.
Documentat ion is provided on the disk,
and the program also has a useful built -
in Help facility-. You can load up to 31
indiv idual samples, each up to 64K in
length - memory  permit t ing!  Limit ed
sample edit ing facilit ies are available.
and you can save/ load indiv idual sam-
ples too. Inc identally ,  all these Pt) prog
rams seem to use a c ommon format  for

modules  and sound samples,  al lowing
easy fi le interchange between them.
The mus ic  is buil t  up across four inde-

pendent  tracks, giv ing access to four dif-
ferent s imultaneous  sounds. It 's con-
structed f rom c ommand steps, each of
whic h can t rigger one note us ing a selec-
ted sound.  opt ionally  wit h v ibrato.  por-
tamento,  or arpeggio effects applied.  Up
to 64 steps are grouped together into a
pat tern.  and pat terns  may  be s t rung
together to make up a complete mus ical
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/ monit or:  or better, direc t
to your hi-fi  system; or bet ter st ill,  to
y our hi-fi  t hrough the outputs  of a Re-
play. Prosound Designer,  or MV-16 sam-
pler cart ridge if  you have one.
Overall.  NoiseTracker is a fantast ic

program and unbelievably  good value at
only  £2.95 f rom Page 6. The only  thing
miss ing is MIDI ,  to allow you to play
samples and/ or  record into the se-
quencer direct f rom a MIDI  keyboard in-
stead of the STs  keyboard.  These are
features current ly  only  found on com-
merc ial packages such as Quartet ,  Mas-
ter Sound,  and the Replay packages.
whic h I 'll be look ing at next Lime.
That 's  all for the int roduc t ion and a

taste of  what 's cheaply available.  Next
Issue I 'll cont inue the theme look ing at
commerc ial packages inc luding Microde-
al's new Stereo Playback cartridge,  whic h
brings  superb stereo sound to ALL mod-
els of the ST. Unt i l  then, get yourself  a
copy of  NoiseTracker and start  experime-
nt ing wit h this  fascinat ing way of mak ing
mus ic  wit h your ST.
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gust 1988 a small piece
of av iat ion his tory  was

made when two MiG-29's  (NATO
codename Fulc rum) landed at
Farnborough.  the fi rst  Soviet
fi ghters to land in Britain.  Their
t hr i l l ing demons t rat ion fl ights
were the hit  of  the Farnborough
Air  Show and sent the av iat ion
world wild wit h excitement,
Since then the aircraf t  seems to
have become an aeronaut ical
"status symbol",  and was inevit -
ably  dest ined to star in compu-
ter games and s imulat ions .  My
only surprise is that  it 's taken
so long for the fi rst s imulat or to appear.
and honours  for this  go to Domark 's
MIG-29 Fulc rum.

EXTRA GOODIES!
The program is supplied in an enor-

mous  colourful box containing one s ingle
sided program disk: a small rf fi gbound
ins t ruc t ion manual:  a poster showing a
detailed cutaway drawing of the MiG-29:
and a superb 128 page book packed wit h
full colour photographs and details  about
the MIG-29.  This  alone would probably
cost about  EIO if  bought  separately.
The program itself  follows the usual

combat  s imulator format,  but  overall
seems s impler than many  other prog-
rams  of this genre. There's  a t raining
miss ion sect ion in whic h you learn to fly
the airc raf t  and to use its  weapons sys-
tems on the pract ice fi ring ranges. The
weapons inc lude cannons:  unguided
rockets: and Aphid air-t o-air and Kerry
air-t o-ground guided missiles. Wit h
t raining completed you can t ry the com-
bat miss ions,  of  which there are only  five.
These have you snooping on an American
s ubmarine t rapped in ice off  the Siberian
coast: teaching the Chinese air force a
lesson or hvo in dogfi ght ing above the
Great Wall of  China:  shoot ing up oil rigs
and refi neries in the Middle East(!):
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Reviewer: John S Davison
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t rack ing terroris ts  ins ide the USSR and
dest roy ing their base; and fi nally  tak ing
out  a nuc lear facility, again in the Middle
East.

SIMPLIFIED
PANEL

The main screen shows the usual in-
s t rument  panel and forward outs ide
view. I  was disappointed by the panel,  as
the ins t niment s  are muc h s implifi ed rep-
resentat ions of the real thing.  Mos t ly
they're jus t  blank  dials wit h needles,
wi t h no at tempt  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  quant if y ing what  they're telling
you! They're really  only intended as back-
up  ins t ruments ,  for use when your Head
Up Display  is out  of  action. The HUD
normally  displays a direct  digital readout
of essential fl ight  data such as heading.
height,  and airspeed - except when it 's
been shot  away by enemy fire, of  course!
The nav igat ion system has been s impli-
fied too - an miss ion waypoints  are pre-
set, so you can't  enter your own.
I was also a lit t le disappointed by the

outs ide view, as there's not  muc h in the
way  of scenery detail - it 's mainly  c lear
sky and either land or sea with odd
squiggles represent ing roads or waves
and large py ramid shapes represent ing
mount ains  on land or is lands in the sea.
Potent ial targets are quite well done
though,  these being fairly realis t ic  3D
graphic  creat ions. They  inc lude that  sub-
marine:  ships at sea (which deal a nasty
line in ant i-airc raf t  missiles!): oil Installa-
t ions: sundry  buildings:  and road vehi-
cles. Enemy  aircraf t  are well port rayed
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too - and they manoeuvre quite
realist ically.
You can also v iew all around

you in 45 degree increments ,
and this,  coupled wit h the
pi lot s  helmet  mounted weapon
aiming display. means  you can
lock a miss ile onto its target
wit hout  hav ing to fly the aircraf t
direc t ly  towards it. Sneaky!
Other v iewing opt ions inc lude
the "miss ile's  eye view"; outs ide
views of  the aircraf t ;  and v iews
f rom the v iewpoint  of  the enemy
and your home base cont rol
tower.

CONTROLS
Primary  fl ight  control can be via joystick,
mouse, or keyboard and surpris ingly  I
found I preferred us ing the mouse. The
aircraf t  handles  very well - not  quite in
the ProFlight  (reviewed in last issue) or
Flight  Simulat or II class, but  it 's close.
The aut hor has obviously  t ried to keep
the display  f rame rate high for realism
(by us ing sparse graphics?) and has also
put a lot  of  work  into the fl ight  dynamics
aspect of the s imulat ion - and it  showsl
The aircraf t  is very manoeuvrable,  and
you can even perf orm the famous  "tail
s lide" which s tunned the crowds at Farn-
borough in 1988! Landings  cause most
grief  - it  took me several at tempts  to
learn how land in one piece on the run-
way. The key is remembering that  the
aircraf t  isn't  necessarily fl y ing in the
same direc t ion the nose is point ing!

BELIEVABLE
My init ial react ion to MiG-29 was one of

disappointment ,  mainly  because of the
"s implifi ed" aspects ment ioned earlier,
however after fl y ing it  for a while and
get t ing into the miss ions  I f ound I really
enjoyed us ing it! The main reason, as
ever, is  that  it  handles  in a believable
manner,  so the graphics  become of
secondary importance.  And the miss ions.
alt hough not  diffi cult  to complete, do
seem to have an addict ive quality .  Over-
all, I 'd rate the program as more of a
"beginner's" fl ight  s imulat or - it 's  not
bad, bu t  experienced fl ights im fans
would probably  expect more for their
money.
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reaction to any of this
company's wares arc

always positive. Psygnosis try
to br ing 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
garneshow audiences of the
2 1st Century.  Convicted cri-
minals are offered the chance
to undergo quite a severe
bionic operation to become the
half human,  hal f machine that
plays the Killing Game. All  the
contestant has to do is climb
through 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 tee

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 i s
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. pacev and
atmospheric music and a
strong playabilitN
.
- o f  
d i f fi c u l t
y

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 put in marketing a
worthwhile product.  I t is this
atti tude of love and care that
comes through in this game
and excuses a somewhat grue-
some idea explored in the
Running Man creating a piece
of software that is an example
of good science fiction wilting.
Needless to say I enjoyed this

game, and found enough chal-
lenge in i t 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. I  can recom-
mend this game for those who
[iced a thoughtful  challenge.

FACTS
I Me; P R O S O C C E R  2190
Publisher: Vul ture Publishing
Price: £ 1 9 . 9 9
Reviewer: Damon Howarth

SIGHT & SOUND
Spot ix are reasonable, sprites
jerky and spindly, generally un-
satisfactory

GAMEPLAY
Poor control and a tendency to
hang at critical points

VERDICT
A gam e that will find it difficult
to compete with the many
other soccer simulations avail-
able
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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
netball. The action is suppose-
dly non-stop barring time outs
for substi tutions and the
game has promise when
viewed from 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 wi thout 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
tactical substi tu-
tions or both.

The game shows promise but
somehow with its somewhat
basic graphic content and very
jerky movements the game
failed to show any real origin-
ality or entertainment value. I 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
al though 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-

FACTS
i d l e :
T H E  
K I L
L I N
G

GAME SHOW
PJblisher Psygnosts
Price: S 2 5 • 9 9
Reviewer Da m on Howarth

SIGHT & SOUND
All the best of Psygnosis, what
more can be scud?

GAMEPLAY
Smooth, fast and interesting -
no complaints at all

VERDICT
AnoMer good value Psygnasis
game

PROSOCCER 1190
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 fallen short
in its execution. A sort of
Four th Division game that
could 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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the cover of this part i-
c ular budget  of fering

and not  surpris ingly  the game
is about  t rains .  The player is
in cont rol of  the mail t rain
that  l inks  the towns  of  the
West and it  is your job to en-
sure the t rain gets t hrough
and t hwart s  the 'baddies' evil
intent ions.
The game is joyst ick cont rol-

led and involves split  screen
play. Hall'  of the screen shows
an Old West s team t rain chug-
ging along the t rack in search
of mail sacks and water tow-
ers (to repair damage it  suffers
on the way). The top of  the
screen gives a wider range
v iew of obstacles, potent ial
route changes and the posi-
t ion of the t rains  and planes
that  at tempt  to stop you.
The t rain can shoot down the

WWI fl y ing machines  wit h its
smoke stack but  has  to fi nd
ways to avoid any t hing on the

FACTS
Title. S U P E R  MONACO

G. P.
Publisher: U.S.  GOLD (SEGA)
Price: £ 2 5 . 5 3
Reviewer: Da mo n  Howarth

SIGHT & SOUND
Good colours and loud music
A strong arc ade convers ion

GAMEPLAY
Fast and furious, needful of
some prac t ice to progress past
the first prac t ice

VERDICT
Nothing to make this stand out
from the competit ion, it  you ate
a race game addic t  then this
wilt give you your 'fi x"
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t rack that  might
run into it. As  the
game progresses
becoming more
and more diffi cult
the obstacles be-
come more %rallied. For inst-
ance level crossings appear
whic h do not  shield your t rain
From Kamikaze t ruck  drivers
and the balloons  and bombs
that  at tack f rom above. The
game is very colourful wit h
good use of  sprites although
there are on occasions some
problems wit h sprites dis-
appearing and then coining
back out  of  nowhere.
The game feels as if  i t  has

been programmed in STOS or
something s imilar,  alt hough
there are no credits to suggest
this. This  does not., however.
detract  f rom its value as the
game has everything I like to
fi nd in an arcade game. There
is a great deal of originality
and thought  present  here.
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engines and the acrid
smell of  racing fuel are

conjured up in this  car rac ing
game which,  alt hough it  gives
some extra touches, is s imilar-
to the old classic' Pole Posit ion.
The player is presented wit h
the opt ions of choosing be-
tween three forms of  gear
shift, automat ic .  4 and 7 gear
whic h equate to diffi culty
levels as well as cont rol
methods.  Wit h this  vehicle it
is the contestants aim to fi n
,ish progressively higher in the
various races of  a shortened
Grand Prix season. To qualify
for a race the qualifi cat ion
t ime mus t  be achieved on the
pract ice lap and to qualify  for
the next race the player mus t

Drivers
0180650

plenty of colour and a well
graded diffi culty  scale. The
only  problem that  I encoun-
tered was a sporadic unwil l-
ingness for the t rain to do
what  I t hought  it  would.
Other small points  that  irked

me were the way the kept re-
t urning to the beginning after
a t erminal crash wiped out  my
last  life. I would like to have
seen deeper levels. I  did fi nd
the bonus  screens most  enjoy
able and shoot ing fl y ing
planes with a s it t ing duck
t ra in  prov es  qu it e  t he rapeu t ic .
In conc lus ion this  game

offers really  good value and
the prospect of enjoyment  for
low cost it  really  is worth the
trial,  it  can become most
addict ive,

fi nish progressive-
ly higher up the
order,  Ranging
f rom 7th or better
t hrough to at least

3rd. No Nigel Mansell blow
outs allowed in this  game!
The game allows for control

f rom mouse joyst ick and
nominally  the keyboard
(although this  is only acknow-
ledged on the Amiga version
Graphically  the game is very
st rong giv ing good views of
both the t rack and the cockpit
of  the car with fi lled-in 31)
perspective more in the Out-
run vein than the stripey bor-
ders of Pole Posit ion. The
courses seem to be a fairly
good s imulat ion of  the real
t hing although when com-
pared to some pure rac ing
games such as the Ferrari
s imulator it feels very one
dimens ional and small in
scope. Perhaps it  is because

FACTS
Title: L O C O M O T I O N
Publisher B y t e  Back
Price: S t 5 . 9 9 p
Reviewer Da mo n  Howarth

SIGHT & SOUND
The graphics  are generally
smooth and cheerful and
although some of the sound is
a little rough the whole pac k -
age is generally  sound

GAMEPLA
Well graded diffi culty levels
with a sense of  humour ev ident
from the programmer

VERDICT
A lit t le different, worth fi nding
and adding to your budget  col-
lecHan

SUM MOHAN GI,
the game was originally  con-
ceived as a game for the
arcades that  the dif ference be-
tween joyst ick bashing and
computer s imulat ing becomes
apparent .  As wit h Pole Posi-
t ion and its i lk  this  is at best a
very good game whereas sonic
of the bet ter 16-bit  rac ing
games are in fact quas i-s imu-
lat ions.  This  is where the end
user must  make their choice.
As a game this  sof tware does a
creditable job at entertaining
but  as a t hought  provok ing
grand Prix game It fails.
The game also suffers, as

does muc h of  US Gold's
arcade merchandise,  by  hav-
ing a curt  mult i- language in-
s t ruc t ion sheet. I am always
suspic ious of  games whose
manuals  spend more writ ing
on the dif ferent  variants  of
loading a game into one of
manly machines  than on the
game it s elf .

II
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buck ling game fresh
f rom the briny  me

heart ies! Th i s  game is in the
hack and slash mode associ-
ated wi t h  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.
Furt hermore this  can be con-
st rued as a team game since
two players may  cooperate to
bring about  the enemies
downfall.
Briefl y the plot  consists of  the

Pirates One Eye and Red Dog
hav ing their ill gotten booty
t ransported by some anony-
mous  evil wizard to alternate
parts. I t  is t heir miss ion,  and
they chose to accept it, to re-
cover the loot by fi ght ing their
way across a myriad of  colour-
ful screens. The gameplay in-
volved in this  is pret ty  tricky,
allowing for a great cleat of

FACTS
ttle: H A R D  DRIVIN' II

Publisher: Do ma r k  (Tengen)
Price: £ 2 4 . 9 9
Reviewer: Da mo n  Howarth

SIGHT & SOUND
The graphics  seem slightly
dated now, although the game
does not sutler by this, The
sound is reasonable and not
overly obtrusive

GAMEPLAY
Same wonderful skilful game
with a slight touch of extra sea-
soning. mos t enjoyable

VERDICT
An enjoy able conversion,
much bet ter value than the ori-
ginal, but  possibly not original
enough if you already  have the
first one.

joys t ick  waggling
to less t han nor-
mal effect. On the
other hand the
vrarious act ion sta
Lions planted
about  the screens allow the pi-
rate(s) to perform the athlet ic
t ricks of  Douglas Fairbanks
and Burt  Lancaster wit h im-
punity .  The game begins fairly
easily although once the fi rst
proper encounter is found the
fi ght ing hots up. There seem
to be very few alternate
strokes however,  and t urning
y our pirate round can occa-
s ionally  he t rick ier than run-
ning the enemy through his
gizzard!
Graphically  the game offers

large and f riendly  sprites
whic h bleed profusely  once a
serious state of  injury  is
obtained.  I t  is abundant ly
clear that  this  game was made
to at t ract  large audiences on
arcade machines  and the
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onic months  ago I had
the great joy of  review-
ing the original Hard

Driv in
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excited wit h it  I was too. Now
the sequel has reared it 's
greasy revs and I 'm back in
my s t unt  car seat, For those
who missed the fi rst extrava-
ganza the theory is the same,
two t racks to drive your s tunt
sports car around,  inc luding
speed t rials  and the gut  wren-
ching loop de loop are
inc luded.
The cont rols  are varied to

suit  indiv idual tastes and this
part icular version has two ex-
cellent improvements ,  fi rs t ly  it
Is possible to create your own
new tracks and secondly it  is
possible to play other 16-bit

t rans lat ion is very good in-
deed. The sound is most shan-
ty like and very jolly  but  I feel
that  the cont rol system could
be more responsive, alt hough
the game itself  runs  quite fast
enough. There Is a s t rong ele-
ment  of  arcventure and a lit t le
more thought  t han immediate-
ly seems apparent  is needed.
Sadly it  is ext remely  struc-
tured and there are no direc-
t ion choices, scenarios come
In strict. rote and no save facil-
ity is available.  There is
though some opportunit y  to
replenish lost s t rength
t hrough munc hing and s lurp-
ing the goodies discovered in
transit, and batt le.
On the whole a most  enjoy

able game,

computer owners
Via the Cornms
port.
The graphics

mode is s t ill very
blocky and reminiscent  of the
Elite style of  31) speciality pic-
tures but  the game is very
playable.
There are very few other dif fer-
ences about  the actual game.
indeed apart  f rom the fact that
traffic seems less careful
about  you t han in the original
I have grave suspic ions that
this  is almos t  the self  same
program,  The Track  editor
though is most entertaining
and thus  allows the game a
fresh dimens ion of  interest.
The manual explains in good
detail how to achieve the de-
sired course. indeed one of  the
most s t rik ing things about
this  software was the surpris -
ingly  efficient manual.  Certain
other arcade conversion spe-

FACTS
Ti:le: S K U L L  AND

CROSSBONES
Publisher Do ma r k
Price: € 2 4 . 9 9
Reviewer Da mo n  Howarth

SIGHT & SOUND
Very bright and colourful with
excellent noises and a rollick -
ing good tune

GAMEPLAY
More than adequate, but
sometimes a nme haphazard in
its controls

VERDICT
Good fun, s lightly messy if you
don't  like gore. a must for hack
'n s lash lovers

HARD HIM' II
cialis ts could take note of  how
full ins t ruc t ions  add to the
games enjoyability .
The sounds in the game re-

main fairly  s imilar to the ori-
ginal,  and do not  provide any
excitement.  Perhaps as tech-
niques for sampling and
sound creat ing improve re-
viewers become more blase
about  the normal rumbles  of
engines and squealing of
brakes, s t ill 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 t rack con-
s t ruc t ion or a suck it  and see
bui lding method that  seems so
.
b
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way  const ruc t ion units .  Every-
t hing is menu cont rolled and
colour co-ordinated.  Sadly
only  one course may  be saved
to disk  so reconst ruc t ion is for
keeps as it were.
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W e l c o me  to another great
issue of  New Atari User's
STOS Column (by the way.

did you k now that  this  is the only
magazine you can buy  off  the
shelf  that supports  STOS?). I am
writ ing this  a couple of  weeks
before the Comput er Shopper
show as I k now for a fact that
Mandarin wil l  not  be there 'cos
they are busy mov ing offices
(somewhere nice and big I hear!).
Since you wil l  not  get this  issue

unt i l  af ter the show it 's a bit
point less talk ing about  it. but  in
case you were there did you spot
the guy wit h the pony tail t alk ing
to a wizened old lady and a fellow
who looks as if  he were fi lming a
werewolf  movie? One of  those
three Is me, but  whic h one?
In two mont hs  t ime tune in for
the next  excit ing ins talment  of
"PICTURES FROM THE SHOP-
PER SHOW" where you can fi nd
out my  t rue ident ity .
Enough fun.  SPOS 3D is almost

complete and should be fi nished
enough for a review for the next
issue (then again )  s T o s  Vidi
is complete (thanks to my mate
Terry  Mancey who co-wrote and
designed it  wit h me) but  it 's fu-
ture is undec ided at the moment
and fi nally  there is a STOS STE
extension available soon (I ha-
ven't seen it  yet but  Aaron
Fothergill of  the STOS c lub tells
me It lets you access the Miner.
new joystick ports, new sound
sample cont rol and loadsa other
bits and pieces).
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COMING SOON
As the t radit ional s ummer s lump for the

computer indus t ry  approaches the t ime
for software development  begins. Fun
School 4 is  in the early stages of produc-
t ion and should be out  for the ST in
Septernber'ish. I have seen some early
previews and it  looks pret ty 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 bet ter than FS4 (which is
quite a feat!). Sources tell me that  Kids
Carnival is the start  of a new range of
educat ional software. I can't  wait  to fi nd
out more!

A REAL
CRACKER!

We have one real program now. but  wow
what  a program it  is! Have you ever
looked at those bri l l iant  demos wit h the
3D shapes made out  of dif ferent coloured
balls? I have and always wondered how
they could calculate the pos it ions of the
balls  that  quickly.  but  then the secret
was revealed - THEY CHEAT!  I f  you pre-
calculate the pos it ion of the balls  for
every t ime they will be plot ted you can
store the values in memory  and get away
wit h murder!
The program we have here has been

writ t en by STOS wizz k id Richard Gale
(hi Richard!).  I t  comes in 3 bits  and you
really  need a f reshly format ted disk  to
store the s tuf f  on (you don't. want  to type
It in and fi nd 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,

Firs t  you mus t  type in that  nice long
sprite bank  (TABLE 1) into the INPDATA
program stored on y our s
-
r o s  
a c c e s s o r -

ies disk (full ins t ruc t ions  for us ing this

and a replacement  for OUTDATA have
been published in a prev ious issue). Save
the sprite bank  as a fi le called
"HELISP.MBK".
Okay, done that  and saved it? Now type

in PROGRAM 1 and wait  for a while,  it
wi l l  generate 40 f rames of  the helicopter
and wil l  store the values in bank  number
10. Af ter it  is fi nished the program wil l
save out  the bank  as HELI ENKMBK.
I won' t  do a breakdown of  the program

'cos it 's a pret ty  complicated t h i n '  (I 'll
t ry  to do a nice s imple one for the next
Issue so that  I can reveal how to create
y our own shapes).
Okay now type In PROGRAM 3, whic h is

the program whic h wil l  display the fi n-
ished object. I t  loads the two banks  we
have jus t  created so remember to make
sure they are on the same disk. Run it
and be amazed! Okay so it  runs  a lit t le
bit  s lowly,  but  if  you own a copy of  the
STOS Compiler it  really  zips along.

SAVING SPACE
Well,  as you may  have not iced the prog-

rams  are s light ly  bigger this t ime so
that 's all for this  issue.

II you want  to fi nd out  more about  the
STOS c lub write to

Aaron Fothergill
1 LO WER MOOR

WHIDDEN VALLEY
BARNSTAPLE

NORTH DEVON
EX32  8NVi

or phone
0271 2 3 5 4 4

Remember to tell h im where you heard
about  the STOS club!



10 r e m
20 r e m
30 r e m

. . .

HELI  DEMO
BY

40 r e m  ^ ^  R I C H A R D  GALE

oNe ,

e s A

50 r e m  ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^  ^ ^ ^ ^ ^ ^ ^ ^
60 m ode 0  :  k e y  o f f  c u r s  o f f  fl a s h  o f f  :  h i d e  o n
70 X = h u n t ( s t a r t ( 1 )  t o  s t a r t ( 1 ) - P l e n g t h ( 1 ) , " P A L T " ) + 4  :  f o r  . 1=0  t o  1 5  :  c o l o u r
I , de e k (X 4 -1 * 2 )  :  n e x t  I
80 D I S T= 1 8 0  z  RO TX =0  s  RO TY =0  :  RO T2 =8  2  T X = 0  :  T Y = 0  t  T Z = 0
4 0  r e a d  NUM z  NUMFRAMES=80
100 d i m  X CNUM) , Y (NUM) , Z(NUM) , S (NUM) , ZS (NUM) , X P (NU1 ) . Y P 4 NUM) , S P RT(NUM)
110 e r a s e  1 0  r e s e r v e  a s  d a t a  10 , (NUMFRAMES4-1)* 4* NU1
128 f o r  I = 1  t o  NUM I  r e a d  X , Y , Z , S ( I )  1  X ( I ) = X * 6  Y ( I ) = Y * 6  m Z ( I ) = Z * 6  :  n e x t  I
130 goe ub  5 8 0  g o s u b  5 9 2  :  g o s u b  6 0 0
148
158 l o g i c = b a c k  s  FRAME =-1
168 r e m  A n i m a t i o n
170 f o r  ANG LE=8 t o  4 4  s t e p  1 0
108 RO TY=0 g o s u b  5 9 0  :  f o r  1 = 1  t o  5 0  :  P NT= 1  s  g o s u b  5 8 0  :  n e x t  I
190 ROTY=ANGLE* 4 :  g o s u b  5 9 0  :  f o r  1 = 5 1  t o  5 8  i  P N T = I  t  g o s u b  5 8 0  s  n e x t  I
206  gos ub  4 0 6  :  g o s u b  3 1 0
210 n e x t  ANG LE
228  f o r  ANG LE =0 t o  3 5 4  s t o p  1 0
230  ROTY=ANGLE ;  g o s u b  5 9 0  :  f o r  1 = 1  t o  5 0  :  P N T = I  g o s u b  5 0 0  n e x t  I
240  ROTY=ANGLE* 4 :  g o s u b  5 9 0  z  f o r  1 = 5 1  t o  5 8  i  P NT= 1  g o s u b  5 0 0  :  n e x t  I
250  gos ub 4 0 0  g o s u b  3 1 0
2 6 0  n e x t  AN G L E
270  s a v e  "HE LI BNK. M BK", 1 0
280  d e f a u l t
290  s t o p
300  r e m - V i e w  a nd  S t o r e
310  i n c  FRAME :  l o c a t e  8 , 8  :  p r i n t  FRAME :  i f  FRAME>NUMFRAMES t h e n  b o l l  :  p r i n t
"Out o f  f r a m e s "  s  e n d
320  f o r  I = NUM  t o  1  s t e p - 1
336  X = X P ( I )  :  Y = Y P ( I )  :  S P RT= S P RT( I )  :  M E M = s t a r t ( 1 0 ) + FRAM E * ( NUM * 4 ) + 1 * 4
348  d o k e  MEM,X :  p o k e  ME M* 2 , Y  p o k e  MEM+3,SPRT
350  s p r i t e  1 , X , Y , S P R T t  u p d a t e
366  n e x t  I  :  s p r i t e  o f f  1
378  s c r e e n  s w a p :  w a i t  v b l  :  c i s  ba c k
388  r e t u r n
390  r e m  D e p t h  s o r t
400  S I =NUM :  r e p e a t
410  i f  S W  t h e n  g o t o  4 7 0
428  S I = S I / 2  a  r e p e a t  F L A G = f a l s e
430  f o r  I = 1  t o  NUM-S I
446  x f  ( Z 0 ( I ) > Z S ( I I - S I ) )  a n d  ( Z * ( I ) < > Z 4 1 ( I + S I )  o r  Y P ( I ) > Y P ( I + S I ) )  t h e n  FLA G = t r ue
swap Z 0 ( 1 4 - 9 1 ) , Z S ( I )  :  s w a p X P ( I - 1 - 5 1 ) , X P ( I )  s  s w a p Y P ( 1 + 8 1 ) , Y P ( 1 1  :  s w a p
S P R T ( I + S I ) , S P R T ( I )
450  n e x t  I
460  u n t i l  F L A G = f a l s e
470  u n t i l  8 I < 1
400  r e t u r n
490  r e m  C a l c .  r o t a t i o n  a n d  p e r s p e c t i v e
500  X A=X (P NT)  Y A = Y ( P N T )  Z A = Z ( P N T )  S P R T = S ( P N T )
510  XCS=XA* CZS-YA* SZS Y CS =X A* S ZS +Y A* CZI S  1  ZCS = ZA :  r e m  -  Z  -
520  XDO=XC0* CYS-ZCa* SYS :  YDS=YCS :  ZDS=XC**SYS-a-ZCSI*CYS :  r e m  -  Y
536  XES=XDS i  YES=YD. * CX* * ZD4* SX11 :  ZE S =ZDS * CX * -Y D* * S X *  :  r e m  -  X  -
540  XAS=XES-1-TX x  YAS=YES+TY i  ZASeZE40.1-TZ r e m  -  T r a n s f o r m
550  DDS =ZAS * DI S T X A 8 = X A S * D I S T / D D 0  s  Y A0 =Y A* * DI S T/ DDS  Z A S = D O S  s  r e m
P e r s p e c t i v e
560  Z* (P NT)=ZA41  t  X P (P NT)=X AS +1 6 8  m Y P (P NI )=1 1 1 0 -Y AS  S P R T ( P N T ) = 8 P R T
570  r e t u r n
580  O X 0 = c os ( r a d( RO TX ) )  s  S X 0 = s i n ( r a d ( R O T X ) )  :  r e t u r n  ;  r e m  -  X  a n g l e  -
598  CY S =c os Cr a d(RO TY ))  s  S Y S = s i n t r a d ( R O TY ) )  t  r e t u r n  :  r e m  -  Y  a n g l e  -
600  C ZS = c os ( r a d( R O TZ) )  :  S Z * s n ( r a d ( R O T Z )  i  r e t u r n  s  r e m  Z  a n g l e

Listing 2 to be
typed in after
the table over-
leaf has been
entered and
Listing I  above
has been run

Left - Listing 1
which continues
with the second
column overleaf -
don't forget to
type the rest in!

10 l o a d  'H E LI B N K . M B K " , 1 0
20 l o a d  "HE LI S P . MBK"
30 k e y  o f f  :  c u r s  o f f  s  fl a s h  o f f  :  h i d e  o n  :  u p d a t e  o f f  :  a u t o  ba c k  o f f  :  m ode
0
40 X = h u n t ( s t a r t ( 1 )  t o  s t a r t ( 1 ) + 1 e n g t h ( 1 ) , " P A L T " ) + 4  :  f o r  1 = 0  t o  1 5  :  c o l o u r
I , deek(X -1 -1* 2 ) s  n e x t  I
no l o g i c = b a c k  1  NUM=5 8  •  Y = - 1 4 0
60 r e p e a t  :  FRAME=(FRAME+1) m od 5  :  g o s u b  1 1 0  :  Y = Y + 4  :  u n t i l  Y > = 0
70 r e p e a t  :  FRAME=(FRAME-1-1) m od 5  :  g o s u b  1 1 0  :  u n t i l  FRA1IE=4
80 f o r  FRAME =0  t o  4  :  g o s u b  1 1 0  :  n e x t  FRAME
90 f o r  FRAME=5 t o  4 0  :  g o s u b  1 1 0  :  n e x t  FRAME
100 g o t o  4 8
110 f o r  I = N U M  t o  1  s t e p - 1  :  ME M=s ta r t (1 0 ) * FRAME * NUM* 4 4 - I * 4  :  s p r i t e
1 , deek(MEM), peek(MEM+2)+Y , peek(MEM-1-3) :  u p d a t e  :  n e x t  I  :  s p r i t e  o f f  1
120 s c r e e n  s w a p w a i t  v b l  c l s  ba c k  s  r e t u r n
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OR I GI N AL  F I L EN AM E :
BANK N U M BER  :  1
BANK L EN G T H  z  1 5 3 6

A d r s  I

H EL I SP.M 8 K

D a t a s

d a t a 4 , 0 , 0 , 2
d a t a 5 , 0 , 0 , 3

Chrock :
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ret urning t roops f rom a period of  R
'n R  in Saigon crashes in the remote

central highlands  of Vietnam. The seven
surv ivors of  the crash mus t  t rek 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
you mus t  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  ammunit ion and food.
Lost Pat rol is a war s t rategy/arcade

game whic h is cont rolled mainly  f rom a
map of  the area. You mus t  guide your
small learn t hrough the jungle and keep
the morale high.  At various  points  you
wil l  l ind villages where you can speak
wit h the inhabitants ,  somet imes they wil l
prove to be f riendly ,  somet imes not. On
many  occasions on your journey  you wil l
he either ambushed or pinned down by a
large group of  enemy soldiers. On these
occasions the act ion swaps to an arcade
sequence where you can shoot the
of fending 11.C.'s or lob hand grenades at
them. At  other t imes, men who you have
sent out  to 'scout ' the area will come
across lone soldiers and mus t  engage
t hem in hand to hand combat. Here the
act ion again switches to an arcade 'ka-
rate' style game where you must  beat the
liv ing day lights  out  of  the of fending V.C.
The secret of  success at Lost Patrol is

choosing the right  man for the job. Vaten
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LOST PATROL
dealing wit h a sniper.
you mus t  leave the
shoot ing to your ex-
pert marksman.  I f
possible, you should
let your resident
black belt  at ak ido
handle the lone sol-
diers. I t  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
mult i t udes  of  times,
by my  own men,  because the 11101 ale level
was so low. Supplies  of  food and sleep
are two very import ant  factors when con-
s idering the well being of six other men,
If you can't  judge their feelings correct ly
then you wil l  have to deal wit h mut iny  in
the ranks.
Graphically  the game is fairly  impress-

ive. There are some very well drawn
scenes of depressed look ing American
soldiers t rudging 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
digit ized sequences for you to watch,
such as your group wearily  wading
t hrough the swamps. The arcade scenes
are not  as s tunning in their representa-
t ion however.  The scenes here are not

part icularly  well drawn,  nor are they

state of world af fairs does not  make the
prospect of  playing a game based on a
real war part icularly  desirable.  Lost Pat-
rol is a very violent game, and whils t  war
is all about  violence. I don't  really  see
why  we have to have games to glorify it.
Whether Ocean arc saying 'War is bad -
here see for yourself ' or not  I don't  know_

animated well.  One 'had point '  of
note is the hand to hand combat
sequence, where the animat ion is so
bad that  it  is very diffi cult  to control
y our character. In terms of sound,
the game does lit t le to inspire the
imaginat ion.  The obligatory sampled
machine gun fi re is backed by some
dismal mus ic  which,  thank fully ,  can
be switched of f

am not  the greatest fan of  war
games, especially  games which t ry
to gain entertainment  value out  of
something as serious as the Viet-
nam war was_ Also, the current

However Losi Pat rol is  riot at all Inv cup
of  tea. Despite my  personal feelings
however about  war games, Lost Patrol,
viewed as s imply  'a piece of  software' is
fairly  good, and very adventurous  of
Ocean as they are not  noted for strategy
games.

Lost Pat rol is a very 'big' game, it  comes
on three disks and there is obviously a
great deal of  code. The act ion is varied
and as a piece of  'strategy software' I can
do not hing but  praise it. I t  does manage
to bring home some of  the problems  of
command,  especially when your men
t urn against  you!!!
My overall conc lus ion about  Lost Pat rol

has taken a great deal of thought .  Whils t
not 'approv ing' (as it  were) of  the theme of
the game, I can appreciate that  as an
achievement  of  programming,  it  is very
commendable.  The game is varied and
complex. and I can well imagine that  any
fans of  this style of game wil l  take to it
very well.  It is  easy to cont rol and user
f riendly,  and the graphics and sound are
far above average. in  terms of presenta-
t ion, the only  c rit ic ism I could make is
that the ins t ruc t ion book is dreadful!

•  S I GHT 82, SOUND T h e  graphics are
mainly  very good. although let down in
places. The music is awf ul and the
sound FI X  are reasonable

•  GAMEPLAY - A very challenging game
which wi l l  take a great deal of  thought
to complete

•  VERDI CT - Commendable step away
f ront  the mains t ream arcade scene by
Ocean
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are an agent of  B.A.T. - the
Bureau of  Astral Troub-

leshooters! Your miss ion is to
eliminate the evil Vrangor who Is
threatening to take over the
planet  Selenia wit h bacterial
warheads,  gain cont rol of the
v ital enemy mat ter.  Khegol.
whic h makes  space t ravel possi
ble, and make himself  the mas
ter of the Galaxy!
Your fi rst problem is that  you

can't  unders tand half  of the in-
habitants  - never fear - the right
mouse but t on gives you access
to B.O.B. - a Bidirec t ional Orga-
nic  Bioputer implanted in your ann.  You
could manual ly  select a part icular lan-
guage. but  a few minutes  spent  work ing
out  how to program B.O.B. to not only
provide automat ic  t rans lat ion,  but  also
warnings  of  when you are hungry ,  t hirs -
ty, t ired,  i l l  or injured wi l l  save you a lot
of  t ime later.

B A T .  is  completely  mouse-driven,  Nor-
mally  the screen shows a superb v iew of
y our current  locat ion and the mouse icon
dynamically  changes to indicate exits,
machines,  people wil l ing to converse wit h
you.  people wil l ing to sell you things  and
so on. Act ions such as conversing.
buy ing.  eat ing, check ing your inventory
are done by point ing at pop-up menus.
If you select a mac hine 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 fl ight
s imulat or where the mouse is used as a
joyst ick.  (I f ound the controls  a lit t le
s luggish - and the lack of  a direc t ional
indicator makes nav igat ion nigh on im-
possible!) I f  you go on the dance fl oor you
have to c lick  alternately  on left and right
at high speed to impress  your danc ing
partner!
Once you have explored 'rerrapolis  you

could s tart  by play ing a primit ive arcade
machine in the red light  dis t ric t  - a lit t le
care and pat ience wil l give you enough
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money to buy  force fields, weapons.  and
ammuni t ion so that  you can survive
against  the robot  assassins who are out
to t hwart  your mission!  I f  one fi nds you
the screen fl ips to a shoot -em-up wit h no
warning - you have a couple of  seconds
to c lick  on your force fi eld and your
weapon.  aim at your (stat ionary) enemy.
then start  c lick ing as fast as you can in
order to destroy him before he takes
down your force fields.
The people of  Selenia are represented in

dif ferent  ways. There are people in the
pic tures  wit h whom you can have very
l imit ed conversat ions, but  most,  inc lud-
ing all the animated characters who wan-
der across the screen are Just scenery.
There are at  least two very important
people whom you have to fi nd and make
friends wit h - you don't  get very many
clues as to where and when to fi nd them
- but  you wil l  easily recognise t hem 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 wil l change to an -
i n t e r p e l l a -t ion"(!) symbol when one is nearby  - c lick
quick ly  on the right  mouse but ton 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,  Kradok ids  and St ick-
robs, so you never Know if  you are talk -
ing to a new one or was t ing your t ime
repeat ing the conversat ion you had 10
seconds ago! These guys are crit ically  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 fi nd these and if  you
don't  do it  early enough in the game then
the idiots  may have lost t hem or had

them stolen f rom them - y our
only  opt ion then is to start  the
whole game f rom the beginning
again!
Eventually  you wil l  reach the

underground tunnels  - these
can be explored us ing a t ruck  -
you can c lick left, right ,  f orward
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 fi rs t  appear to work  at all -
the secret is to use the RIGHT
mouse but ton!  Third.  t urning a
corner is VERY confusing. I f  you

t urn left into an open corridor then you
wil l  t urn 90 degrees to the left. But  if  you
t urn left into a doorway  you wil l he tur-
ned through 90 degrees to the RIGHT
and end up facing the door which leads
hack to the corridor you jus t  came from!
AND,  you can't  tell whet her an opening is
a doorway or a corridor unt i l  you t ry  it! (I
t hink  French minds  mus t  work  dif ferent -
ly f rom ours!)
The sound is superb - a variety of  loud

tracks which are played t hrough an
MVI 6  cart ridge which comes wit h the
game. You need to eit her plug in some
headphones (alas, there is no volume
cont rol and it  is LOUD!) or connect it  to
y our hi-fi .  You DO need to have the
sound on (albeit  wit h the mus ic  of ) in
order to hear people stealing f rom you!

•  S I G HT &  SOUND - superb pictures.
great  soundtrack (as long as you can
reach your h i f f

•  G A ME MA Y  - lots of  variety, but  very
easy to get stuck

•  VERDI CT - Could have been great. I
think  they tried to put too much in and
Jailed to maintain the quality
throughout
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CITIZEN 1 2 0 D +
The Citizen 121:10+ i s  one ot the LIK's bes t selling
printers. It has a sty lish appearance gr to excellent
features and per formance tor  such an inexpensive
printer. The 120D4- i s  available with either  a ser ial
or parallel inter face and a  an d e a l  hrs t pr inter
•  9-pin Printhead
•  Print Speed 144cp9 Dra ft
•  300ps NLO
•  Epson & IBM Graphics Emulation
•  Pull Tractor Bo t t o m  Feed
▪ Superior Graphics -  240x216dp1
•  FREE Starter Kit
RAP c 2 3 1 . 1 1 1 3
STARTER KIT [ 2 9 9 5

TOTAL MP: £263.11
E112.20

SILICA PRICE: E151.51

£129
-EVAT =  C151,58

1 4 4  Drith 2 4  PIN

CITIZEN 124D
The award winning Citizen 1240 brings high dual,
ty 2 4
-
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users reach I t  is the ideal choice where high quali-
ty pr inting is  recuired al  a  budget pr ice
•  24-pin Impact Printer
•  Print Speed 144cps Draft
•  2  LO Fonts (41cp5)
•  BK Buffe r
•  Epson, I BM  & NEC P6 +  Emula tion
•  Advanced Paper Parking
•  Superior Graphics -  360x360dpi
•  FREE Starter Kit
•RP   1 0 1 9 2 . 5 0
STARTER KIT  E2 9 9 .5

TOTAL ARP: E32233
S4 1
,
WG:  
E
1
1
2  
2
0

SILICA PR I M  221133

PRINTER
ACCESSORIES

SHEET FE E DE RS
PRA 4200 1210   E 7 1 . 3 6
PRA 1215 1240/Swift g ra  .... ES8 .7 1 1
PRAl228 1240/Swift 91
1
24 . . . .  
E 4 2 . 0 0

SERIAL I NTE RFACE S
PRA1189 1290+ ( 5 E 4 5
PRAl26/3 Serlfi g/1240 .....   E3 2 .2 5
PRA1709 Swift 24    f 2 5 . 3 3

PRI NTER S TAND
PRAl242 124E1/3w11t 9124 E 2 4 . 0 3

ORIGINAL RI BBO NS
RIB 3520 1200/Swift 9  Black E 4 1 1
RIB 3924 1240/Swift 24 Black E 4 . 7 0
RIB 3936 Swift 9124 Colour ( 1 5 1 3

COLOUR KI TSPRAl236 swift stzt E 3 9 1 5
Alt prices inaLdo VAT and Fro. doilenry

Silica presents some great
offers on the award winning
range of  high quality  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 E29.95),
FREE OF CHARGE!

FREE DELIVERY
Next Ow - Arywhare in the UK mainland

FREE STARTER KIT
Worth E29.95 - With Wen)
, C i t i z e n  
p r i n t e r  
f r o m

FREE COLOUR KIT
Worth E39.95 - With Swirl 9 and Swift 24 printers

2 Y E A R
WARRANTY

Silica offer a 2 year warranty Iincloding the printer head)
with every 0112en printer purchased from Silica.

W I N D O W S  3 . 0
Free Windows 3.0 driver - In the Silica Starter 131

FREE HELPLINE
Technical support helpline open during office hours.

MADE IN THE UK
Citizal printers are manufactured to high standards

PRINTERS

1 92 DC1T 9  PIN

SWIFT 9 - COLOUR!
The Citi left Swill 0 is per lea Sor those who require
high quality  dot m ar l  b l a c k  or colour pr inting at a
budgeb once. The pr int qualny of Swill 9 r ivals that

What manulacturer 's  2 4
-
p i n  m o d i fi e s .

•  apilry impact Printe r
•  Print Speed 192c95 Draft
•  3  NLO Fonts (48cps)
•  R K Buffe r
•  Epson A IBM Graphics Emulation
•  Advanced Paper Parking
•  FREE Starter Kit
a FREE Colour Kit

f 2 B 0 , 8 3
ST
▪ 
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T
E
R  
K
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T  
E
2
0
9
5

COLOUR K i l  £ 4 4 . 6 5
TOTAL RFIP: (355,43

SAVNG E l:1335
SILICA P RICE  E222-011

M E N
COLOUR

KIT

£189
+-VAT i ' 2 2 2 .0 8

1 9 2  CPSDRA FT 2 4  PIN

SWIFT 24 • COLOUR!
Tne Citizen Swift 24 is one or Europe's best sailing
printers and has  won awards Inc luding Pr inter  Of
The Year 1000 I ts  rapid print speed, quality anc
black or  colour options . make It a  natural choice,
•  24-pin Impact Printe r
•  Print Speed 192cps Dra ft

•  4  N W  Fonts (64c951 F R E E )
COLOUR

•  8 K Buffe r K I T
•  Epson, I BM & NEC P6+ EmulatiOn
•  Advanced Paper Parking
•  FREE Starter Kit
•  FREE Colour Kit
RRP 1 . 4 2 1 . 1 8
S TA M
-
E R 
K I
T  
E
2
9
0
5

COLOUR KIT E 4 4 a 6
'MAL M P : 1.503A1

SAWNG E l l a  15
SILICA M IC E , E 314.13

Every Citizen printer from Silica, comes complete with the Silica
Printer Slarler Kit, including everything you need to get up end run-
ning with your new printer immediately, FREE OF CHARGE!
•  3t4" Dual Format Disk with Amiga & ST Printer Drivers
•  31/2" Disk with Drivers for Microsoft Windows 3
•  2 Metre Parallel Printer Cable
•  200 Sheets of High Quality Continuous Paper
•  2 0  Continuous Address Labels on Tractor Feed
•  5 Continuous Envelopes on Mader Feed
If you already own a winter , and am id like a Silica Printer N O R M A L  R A P
Stew Kt, you may crder one Ire KIT 5000) lor the special
S 9 5 lice vice ot EN 95 - ES off laPPI E29 •

FREE! STARTER KIT

•
SILICA SYSTEMS OFFERS YOU

•  FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped in the UK.
•  TECHNICAL SUPPORT HELPLINE: Team ol PC technical experts at your service.
•  PRICE MATCH: We normally match competitors on a "Same product - Same price
- b a s i s•  ESTABLISHED 12 YEARS: Proven track record in professional computer sales.
•  C13 • TURNOVER (with 6 0  sta ff): Solid and reliable with maintained growth
•  BUSINESSIEDUCATIONIGOVERNMENT Volume discounts available for large orders.
•  SHOWROOMS, Demonstration and training facilities at our London & Sicicup branches.
•  TH E FULL STOCK RANGE; All of your PC requirements from one supplier.
•  FREE CATALOGUES: Will be mailed to you with Offers and sollwareipenpharal details.
•  PAYMENT By cash, cheque and a ll mayor credit cards.
Strom you decide when to buy your new printer, we swages! yoL Ihine yory 04rerully about WHERE you buy!!
Consider whot it will be Ate a ten montes alter you have made your purchase, when you may require additional
pen oherals of s on
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rnormerce the 1  Systems Service"

SILICA
SYSTEMS

MAIL ORDER:
!NOW Lines Oman

LONDON SHOP:
Cooney Hours:

LONDON SHOP:
Odenme Hews:taut. smor:H.L.;

1•4 The Mews. Hatierley Rd. Sidcup, Kent. DAI4 4DX 1131: 081-309 1111
Rico-Sat ICOsr,S.03ant N o  Line rage Ocianing F l o k  to  0 0
,
3 0 6  9 E t t

52 lenenham Court Road, London, W1P OBA T e l :  S7I-550 4000
FacniSat 9.30arr4O0om N o  brie r e t" Chaining F a x  No 0
,
• 3 2 3 c t 1 1

Selfridges nst noon. Oxford Street. London, W1A 1A8 le l !  011-029 1234
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1-4 The Mews, Hatherley Rd, Skimp, IOC, 0A14 4DX MI : 081402 Mil
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WHO HAS THE BEST PUBLIC DOMAIN LIBRARY?
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.

Also PAGE 6 are the originators of THE CUP
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

CLIP ART COLLECTION

WHO HAS THE BEST SELECTION Or ATARI BOOKS?
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We import books direct from the USA
Fparticularly COMPUTE! publishers of
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 ATARI EQUIPMENT?
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

• A N D  WE SELL C A B L E S ,  BINDERS,
REFERENCE MANUALS, BLANK DISKS

as well as having regular offers on selected ST and AUXE software

THE PAGE 6 ACCESSORY SHOP
P.O BOX 54, STAFFORD, ST16 1DR

Telephone 0785 213928 A s k  for our FREE catalogues


