A Database Publication




EXPAND THE CAPABILITIES
OF YOUR 8 BIT SYSTEM

Expanding the 1050 disk drive's strength is what ICD's US Doubler is all about. A true
performer in the area of hardware modifications, this chip set quickly transforms your Atari
into a powerhouse, radiating with innovative features never before possessed by a 1050.
Features like true double density for greater storage, single and dual density support, an
accelerated /O rate designed to triple your speed when combined with SpartaDOS and full
compatibility with existing Atari software.

" US Doubler
US Doubler two chip set and fitting instructions £29.95

This Disk Operating System has been widely acclaimed as the best DOS for the 8 bit Atari
range. SpartaDOS from ICD supports everything from 810 disk drives through RAM disks
to hard disks. A special menu allows rapid transfer, erasure and locking or unlocking of files
using only the Space Bar, Option, Start and Select keys. The utility package supplied also
features a 32 character keyboard buffer, intelligent switching between disk densities, a
binary file game menu, subdirectories and time/date file stamping.

SpartaDOS complete with 175 page manual £29.95 aaDDS
THE PERFECT COMBINATION - SPARTADOS AND US DOUBLER - ONLY £49.95 Construction Set

Now you're no longer limited to Atari compatible printers and modems. The P:R: Connection
plugs directly into the serial disk drive port of any 8 bit Atari computer and provides the user
with a standard Centronics printer interface and two RS-232 serial ports. It also draws its
power from your computer which means one less cord fighting for a power point while its
compact size leaves your work space virtually clutter free.

The P:R: Connection's serial ports use a fully compatible R: handler and resemble those of
the 850 interface with the same signals and functions.
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P:R:Connection P:R: Connection and manual £69.95

Supra's MicroPrint is a parallel printer interface for the Atari 8 bit series of computers which Microm
plugs into the computer's serial pe ripheral port and then directly into the printer. It works with

most parallel printers and 8 bit software and includes a built-in printer cable.
MicroPrint £29.95

— 4 The SupraDrive AT 20Mb hard disk for the Atari XL and XE series connects directly to the
il AR ,;.".'-‘-J computer's parallel bus, allowing high speed datatransferrates of 8-10,000 bytes persecond
gyﬁaDrJﬁ (approximately 10-15 times faster than the normal Atari drives).
o The SupraDrive AT stores more than the equivalent of 200 single density Atari disks andcan
— access any information within milliseconds. All this adds up to an extremely efficient system
for the serious Atari 8 bit owner. The SupraDrive ATis supplied with hard disk interface, built-
in power supply, manual and SpartaDOS.

SupraDrive AT ready to plug in and use £749.95

Rambo XL transforms your 800XL into a mighty 256K computer and makes it memory
compatible with the 130XE. Now your XL can support Basic XE extended mode or the
standard RAM disk supplied with Atari DOS 2.5. With the RD. COM handler supplied with
SpartaDOS you get a 192K RAM disk — enough to duplicate a full double density disk inone
pass! You must supply eight 256K DRAMS and the DOS of your choice.

Rambo XL with fitting instructions £29.95

Féo tier ALL PRICES INCLUDE VAT AND DELIVERY
O
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The phenomenal growth in demand
for Atari computers means a much
bigger home for the BIG show...

W&@[} Alexandra Palace

Wood y London
" R N22

Crganised by
Database
Extibitions

e

THREE action-packed
days for Atari owners!

The spectacular Alexandra Palace And that means you can enjoy unique
represents a new showcase for the hands-on experience of programs
fastest-growing range of computers everyone will soon be talking about.
on the market. You'll find some of the best prices
From the exciting games console to around for blank discs, disc boxes and
the ever-popular 8-bit Atari and the other accessories, learn about the many
sensational Mega ST, they’ll all be opportunities to expand your computer
there at the Atari User Show! system, get helpful advice from some of
Some of the very latest software Britain’s leading experts, and so much
will be on show for the first time. more!
r'-"'-'"—""""'"""“'""l
o )RR R eSS |
a free bus service shuttling PRI bl g . Adli 4 Park,
e o e GHOW EREAmmE :
?..’.’.I.Ti'.‘: T\:l;h?r:r::jz:::{ilni N | Totd] e el i
on the MZ5 — and all car parking 0 | enclose a cheque made payable o i 2
is free. l  Database Exnibitions Aptdress e TR e i |
Cut the queues and i e s A e o e A2T1 :
sa}re £1 _per head - l o] S I e R R 5 R O | Y O (O PHOME ORDERS: Ring Show Hotline: 0625 879920 I
with this advance bttt 2ty ANtk OriaTs PRESTEL ORDERS: KEY *89, THEN 614568383
H ] £3 faduits), must be received by MICROLINK ORDERS: MAILBOX 72:MAGOD1T
ticket order £2 funder 16s) Wednesday, April 13. Flease quote credit card numiber and full address A303




Escape

death row|

A BUDGET price multi-level
shoot-'em-up — Zybex — has
been announced by Zep-
pelin Games (091 281 4401).

Zybex, a two-player on-
screen game, sets you on an
almost suicidal mission to
escape death row. To earn a
stay of execution you must
penetrate the heart of many
strange worlds and collect
teleport crystals.

Each crystal gives access
another level even more dif-
ficult than the last. Your goal

Zybex: Level &

is to reach the ultimate |level
and face the find challenge -
Zybex.

The last crystal is all pow-
erful and will ensure the
removal of the death ring
around your neck.

To achieve success you
have to shoot your way
through several bizarre and
colourful waves of aliens,
and find exotic weapons
with differing powers.

Zybex boasts fast scrol-
ling and superb sound

Zybex: Level 8

effects. Company policy is
quality software at a budget
price — hence the tag of just
£2.99 on cassette from Zep-
pelin Games.

ying F: |
Mosquito

THE latest fighter simulation
game for the Atari 8 bit —
Ace of Aces — has been
released by US Gold (021
356 3388)

The program captures the
spirit — and puts you in the
cockpit — of the Mosqguito
RAF fighter bomber of
World War I,

Your task is to down Nazi
bombers, sink U-boats,
outrun V1 rockets and stop
enemy trains.

Fuel and weapons have to
be chosen wisely, as once
yvou're on a mission there is
noe going back.

Price’ £9.99 on cassette
and £14.99 on disc.

More 8 bit games

in the pipeline

DESPITE rumours to the
contrary, Atari is still
committed to supporting
the 8 bit games market.

Certainly the company is
back in the software
producing field itself after a
layoff of more than a year.
That's confirmed by the
recent appearance on tape
of Twilight World, the
forthcoming release of
Thunderfox, and the pros-
pect of popular titles being
re-released on cartridge.

But some software devel-
opers are less than
impressed with the level of
support Atari is prepared to
provide, and note that the
company seems to be direc-
ting most of its attention to
the 16-bit market. And that
in turn could mean less Atari
software.

Red Rat, which has just
launched two twin-packs —
Planet Attack/Mad Jax and

space Wars/Dreadnaught —
is keeping a watchful eye on
sales.

“If these two die the death
that'll be it"”’, said Red Rat's
Harry Madler, “though if a
really good 8 bit game came
through we'd try again”’.

The problem - if there is
one — seems to lie with dis-
tributors rather than with
the software houses or the
buying public.

And with a diminishing
number of companies
prepared to import soft-
ware, Atari users are miss-
ing out on a wealth of titles
available in the States.

Recent releases include
Top Gunner from Micro-
Prose at $19.99 and Chess-
master 2000 from Electronic
Arts at $29.99. Given the
current strength of the
dollar, at those prices it's
worth thinking about buying
direct.

Bigger venue needed for
next Atari show

EACH successive Atari User
Show has left organisers
Database Exhibitions with a
happy problem — how to
find a bigger, better venue
for the next one.

An ever-growing army of
exhibitors and visitors
means the event has const-
antly had be on the move to
larger premises.

Another big increase in
demand for space has dic-
tated that the impressive
West Hall of Alexandra
Palace, London, will stage
the next show in the series
from April 22 to 24,

Other premises that had
coped well enough on
previous occasions could

not meet the additional
requirements — they had
quite literally run out of
space for expansion.

It wasnt easy finding a
new location that was both
large enough to cope with
huge numbers of visitors,
yet prestigious enough to
complement the event. Hap-

pily, Alexandra Palace fits,

the bill in both cases.

Set in 296 acres of rolling
countryside, Alexandra
Palace has been completely
renovated after the dewvas-

tating fire in 1980.

It is one of the most flex-
ible display areas in the UK,
with more than 2,500 sqg
metres of exhibition space.

So there will be no
shortage of room for the
hundreds of hardware and
software special offers
exhibitors have promised to
bring along for Atari users.

The Atari Show runs from
Friday, April 22 to Sunday,
April 24. A money saving
advance ticket order form is
on Page 61.

!
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MUCH MORE THAN A MAGAZINE

Phone us on 0785 57005 for further details
or visit your local newsagent today

PAGE 6 has been supporting Atari
computers for 5 years - coverage now
includes both 8-bit and ST. Get the latest
copy from your local newsagent or by
subscribing.

y

We also support our readers in many other
ways.

* All 8-bit magazine programs on disk
with bonus programs included

* Books for beginners to experts
* Dust covers for all Atari equipment

* The widest range of Atari public
domain software available anywhere

EEEmaE

I RECKON I'LL STAY IN

| ( THIS EVENING, IYE GOT A
FEELWNG SOMETHINGS GOING J°
TO HAPPEN! i

"PESIRE’ LETS ME CONTACT
HUNDREDS OF NEW FRIENDS
... ] NEVER THOUGHT THAT

NOW THAT I HAVE

'DESIRE" T'LL NEVER

SPEND ANOTHER
EVENING IN ALONE !

a
W

TS BECN Mice
TALKING TO vrou

v

‘Desire’ is like an intimate conversation
on your PC screen! Just phone in and
join in for hours of enjoyment. There's no
enrolment fee — just one phone call via
your modem puts you through to a new
world of handy services and fun things to
do. Take a look at themenu. ..

Charge Rate 38p inc. VAT peak & 25p inc. VAT
per min. off peak.

DESIRE

A STRANGER!

CHATTER BOX The interactive message board. Say what you want to say —
stir up a hornets' nest, start up a friendship! See the immediate response!

MAILBOX A handy way to leave messages with friends.

DESIRE CLASSIFIEDS The perfect place to sell your old computers, or find
a top computer job!

GRAFFITI CORNER Whatever you want to say, here's where to say it!

DEBBIE DESIRE’S PROBLEM PAGE Personal, emotional or sexual
problems answered.

LONDON E14 9TW PHONE Now @[@
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Toolkit boost
for old Basic

AT last the gap between the
old Atari Basic and the new
up-to-date Basic XL/XE car-
tridges has been reduced -
by a new low-cost software
package from Atari User.

A major criticism of Atari
computers over the years
has been its less-than-
powerful Basic program-
ming language, which lacks
such rudimentary com-
mands as Renumber and
Delete.

The Toolkit utility, writter
by Mick Randle, remedies
these deficiencies — and
enhances Atari Basic's
capabilities as well.

Designed to work on the
XL/XE machines and the
new XE Games Console, the
Toolkit only takes up 128
bytes of user ram. This is
achieved by placing the
main program into the area
of ram below the Basic rom
chip and bank switching
when required.

When a Basic program is
run the Toolkit will switch
off and to re-enable it you
simply press System Reset.
A help file explaining the
Toolkit can be found on the
disc or tape.

And once it's installed in
the computer you will have
10 new direct-mode Basic
commands at your finger-
tips.

Toolkit's commands
provide more control over
variables, allowing you to
change their names, or to
view each name in memory

together with the line that it
appears on.

And immediate access to
drive directories from Basic
is now possible. A single
command will turn the key-
board click on or off, and a
useful built-in checksum
program sits in memory all
the time.

Editing is easier too, with
commands to delete any
number of lines, renumber
Basic program lines in any
increment and to auto-
matically strip all REM state-
ments from your program
listings.

The Listing command
provides a full printout of
the Atari control characters
on an Epson-compatible
printer, and the program
also offers decimal,
hexadecimal and- binary
conversion from Basic.

It also provides full Eng-
lish error messages, exten-
sive built-in user input error
checking and a forgiving
command syntax.

Price . £7.95 disc, £5.95
cassette.

Mick Randle, the author

The job’s taped

IN search of a production
team for an idea that's still
under wraps, Hewson (0235
832939) has come up with
the novel idea of sending an
audio cassette to interested
candidates.

The cassette lays down
the job specifications — as
you'd expect — but the voice
over has to contend with a
battery of sound effects
gleaned from Hewson's

previous best-selling titles.

Project Four — a five
format game for 8 and 16 bit
machines — isn't scheduled
for release until September,
but the concept is already
drawn up.

All Hewson needs now is
a Project Four team.

They're loocking for a
leader, two coders, a
graphic artist and a free-
lance musician.

i SR S e
B E i
EE' %E awisra Haiee) §
1 1 e 199
AN 9.99
3 4l 2.99
4 | A | Do Masrers 199
5 EDrE;%ﬁLLEH OF THE YEAR 935
6|2 B 199
7 | 8N iieronic 1.99
8 |1 | Mastorsronic 1.99
O | ® |Zisenatve 1.99
10| @ |Fra " 1.99
11| | | Sorene 1.99
12| || | PoLE posirion 12.99
1357 | Pecbing " 1.99
14| o | cr L 199
199 e 9.9
16| @ | actenronic 1.99
17/ 19
184 [Mempose 9.95
19| %7 | Masserironic 299
20| @ [DERECTIVE  Gromin Graghics | 3-99
Compiled by Gallup/Microscope

MNINE new entries in this month’s chart with the spectacular
Ace of Aces going straight to the number two slot. Alterna-
tive, Gremlin and Firebird have each got two new titles in
the Top 20.

Atari is bringing out new titles in addition to the charting
Pole Fosition — look out for Thunderfox coming soon.

March 1988 Atari User 7



Link your Atari to the outside world with...

Microlink

Electronic mail = The cheapest
and fastest form of
communication possible. It costs
the same to send a message to
one mailbox as to 500!

Telex — Link up with 96,000 telex
subscribers in the UK and 1.5
million worldwide. You can even
send and receive telexes after
office hours or while travelling.

Telemessages — Type in your
message before Bpm and
delivery is guaranteed by first
post the next day (except Sunday),
anywhere in the UK and USA.

Tele-booking — Reserve train and
theatre tickets, check flight details
worldwide, or order from a vast
range of products — from flowers
to floppy discs.

Telesoftware — Download directly
into your Atari any program from
the ever-growing library now
available on MicroLink — both
games and utilities.

Company searches — Obtain facts -

about any British limited
company in seconds, and fully
analysed financial information on
over 100,000 major companies.

Translation — Access the biggest
and most up-to-date
multi-lingual dictionary

in the world, with

over 380,000 words.

News — Use the powerful search
commands to pinpoint vital
business information from the
world's leading news services,
newspapers and periodicals.
Radiopaging — If you also have a
pocket radiopager you'll be
alerted each time an urgent
message arrives in your mailbox.
So you're always in touch.

Gateways — Get through to New
York in just five seconds = or key
into the EEC computer in

Luxembourg, which links you to
600 databases throughout Europe.

When you join MicroLink you‘ve got
the world of communications at [
your fingertips — 24 hours a day.
You’ll have immediate access to
ALL the facilities offered by
Telecom Gold ... and a great deal
more besides.

All you need — apart from your Atari
) — is a modem, which plugs into your
telephone wall socket, plus suitable

| communications software.

i = /\3 We have provided two possible

options on the left.

Two recommended packages Whl(.".h&‘u"ar equipment you use,
- you will be able to call MicroLink, j
If you have an 850 interface: open your mailbox, save to disc any :

Pace Nightingale manual modem |  messages waiting for you, and dis-
| i e connect in as little as two minutes
Office Il (£19.95). :

Total price: £136.10.

If you don‘t have an interface:
Miracle WS2000 V21, V23 modem
+ Datatari interface + cable +
Datatari software.

Total price: £7149.95,

With either combination you can
also log on to other databases
and bulletin boards all round the
waorld.

s o

More than %
90 per cent i
of subscribers - ;
can connect to
the MicroLink
computer at

local call |

rates. (

e e e e — — — — — — — — — S S— —— e— — — — —

Please send me full details about MicroLink, and information
sheets about the following hardware and software options
(please tick):

[ Pace package [ Miracle package

TO FIND OUT MORE

MName

Address

Postcode:

Send to: MicroLink, Europa House, Adlington Park,
Adlington, Macclesfield SK10 5NP.




IF you've just learned to program
and don't know what to 1:_lo next,
keep reading. This is the fl_lrst of a
series of articles in wl_m:h we
challenge you to exercise your
new-found skill in Basic pro-
ming.
11:’r'Iﬂtr.nls1:=zur'l;g on this page with The
Challenge itself. You can take up
the challenge at various different
levels of skill, depending how good
u are.
WWE present you with a problem
to solve using your Atari nur.'nputer,
It contains all the information you
need to write the program, and if
you are a reasonably competent
programmer you'll need no further
Ip. :
heruwever, if you are just begin-
ning you might not be ah_le to sort
all of it out. But just thinking about §
the problem and trying out a few
ideas will help you develop your
rogramming skills.
5 \r?hat you're going to need
follows next month: Hints.
in this I'll set out an algorithm
you can use 1o code the problem.
This is simply the method you are
going to use to implement the sol-
ution. It should be rel‘at_welw,r
straightforward to co n'_u'er't it into a
Basic program providing you are
familiar with the language. :
Then, in the May issue, we 1l
present The Solution. | will give
you a simple no-frills program that
will do the job, along with sug-
gestions for further imprfwement.
You can check this against your
own answer and perhaps sort out
any points you had difficulty with.
Remember, as far as a program
is concerned, there are as many
right answers as there are wrong
ones, but the solutions | favour are
imple and readable. :
SITrui?i avoid, as much as possible,
using fancy tricks or sn—a._:al.led
clever programming techniques,
as most of the time they are not
Sary. :
negssﬂn :ru Challenge |, which is set

in a casino . . .

It’s a

programming gauntlet

Mike Cook
throws down the

to all our readers

¥OU are down on your luck, standing
looking at the roulette wheel, when a
shady character tugs at your sleeve.
After exchanging a few pleasantries
he persuades you to slip outside
where he will tell you something to
your advantage.

So after cashing your remaining
chips you follow him out to the alley
behind the casino. He whispers in
wyour ear: “For just a pony, Guv, | can
tell you my foolproof plan to win".

Mavybe it's the drink that softens
yvour heart, or maybe it's the six-inch
stiletto knife you feel poking through
his coat into yours, but you decide to
give him his money and listen to his
advice.

“It's all very simple”, he says, pus-
hing the money into his overcoat
pocket without even bothering to
count it. “Just bet on the red".

Feeling cheated, you ask what hap-
pens if you lose. "Even simpler”, he
replies, “"bet on the red again, but this
time double your stake. If you lose
again, double again, eventually you
will win because red is an even money
chance”.

He continues: “When you count
your winnings you will find that you
are up by your original stake. Drop
your bet down again and do it all over
again. You can't lose”.

With that he slips into the night and
you wander home to think about what
he has said. Any bet on the red, or the
black for that matter, pays even
moneay — what you bet plus your stake
back.

So if you bet a pound and lose, then
bet two pounds and win, you get four
pounds but have only paid out three —

one for the first bet and two for the
second. As the roulette wheel
comprises black and red numbers in
equal amounts, a red is bound to
come up sooner or later. It's true, you
can't lose!

However, you then remember the
green — number zero. It's only one
place on the wheel, but when that
comes up the house wins all bets. That
nudges the odds of the red coming up
slightly away from even, but that is
only one chance in 37.

Yes, it sounds like a really good
scheme, so you go to bed dreaming of
what you will spend your money on.

In the morning, once your head has
cleared, you begin to think and
wonder why, if it is that easy, had that
man not done it and made himself a
fortune?

Glancing over to your trusty Atari
micro you decide to try it out first with
pretend money by writing a program
to simulate a roulette wheel and test
this strategy.

You want to try this not once but
many times to ensure it is no fluke.
You need to know how many bets it
will take to recover your initial outlay
of £2b to the man.

What is the best size of bet? The
larger the bet the faster you will make
money but, also, the more money you
will need when doubling. How much

stake money will you have to have in
reserve? Is it practical?

® So it's over to you. Can you write
the necessary program? If you have

problems, next month’'s hints will
help.
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HAVE you ever been sitting at your
keyboard at three o’clock in the
morning, staring bleary-eyed at a
somewhat fuzzy looking television?
10 PRUNT “DONE" you type through
half-closed eyes...

The result is error = PRUNT indeed!
And as you re-type the offending line,
your faithful friend Basic continues to
monitor your progress, letting you
know whenever your fingers slip off
the keys until finally sleep overtakes
you and you slump over the keyboard.

The other effect that post-midnight
programming has on the cerebral
cortex is to make your brain wander
off at a tangent to the job in hand -
and so it was one cold night about five
years ago when | suddenly thought
“"How does it do it?".

Or more specifically, how does
Basic manage to check your typing so
quickly and, come to that, what does it
do with the line you've typed anyway?

After some research | had established
the fact that a process known as
tokenisation was at work. It seemed
that when you type:

18 PRINT

the computer actually stores the
numbers 10, 0, 6, 6, 32 and 22 in
memory. Hang on a minute, | hear you
cry, that's only six bytes of data stored
—and our program line is eight charac-
ters long. No wonder those programs
only seem to work properly six out of
eight times.

Well, what Basic is doing is making
up a much shorter, coded, version of
your line. In fact, the word PRINT itself
is represented by just a single number
32 — known as a token. The first two
bytes represent the line number and
are followed by two length indicator
bytes — both are six in this case
because the coded line is a total of six
bytes long. The line ends with a termi-
nator byte — the final 22.

But why bother? What's the matter
with storing the whole line of text.
Well, there are a number of advan-
tages to tokenising. In fact you've
already seen a couple of them. To start
with the stored version of the line is
shorter than the original text — often
by a considerable amount. Consider a
line such as:

1408@ POSITION XDISTANCE,YDISTANCE

As a piece of text this line is 35

So you want
to understand

Basic better. ..

No time like the present — start
right now with ANDRE WILLEY

characters long, including the carriage
return at the end. Tokenised it
becomes just nine bytes of data — and
so uses just one quarter of the
memory space which would other-
wise have been required. On average,
a tokenised line is about one-half to
two-thirds the size of the original text

. version — depending on such factors

as the length of variable names and
how long the command words are.

Also, when the tokenisation process
takes place any incorrect statements
will immediately be flagged as ERROR
lines, thus giving you an instant indi-
cation of both the fact that you made a
mistake and also the position within
the line where the tokeniser couldn't
find the syntax it was expecting.

Many computers will let you enter
anything at all as a program line even
if it's complete rubbish — as is often
the case at 3 o'clock in the morning -
and you won't find out until you run
the program.

Speed advantage

There is also an execution speed
advantage to tokenised programs. The
theory goes that the machine code
routine to look up a single byte from a
token table is very much faster than
the code that would have to be used to
search an entire Ascii text line.
However, this speed advantage is
unfortunately lost when you consider
Atari Basic's maths routines, which
could hardly be described as particu-
larly efficient. As with everything else
in life —you win some, you lose somea .
Basic's tokenisation process goes
much further than just coding PRINT,
POSITION and the other major com-
rmands. It also tokenises functions and

operators — such as CHRSE, INT, LEN,
SQR, VAL and so on — and variables.
We'll be looking at statements,
operators and functions in greater
detail next time, but for now let's see
how Atari Basic deals with variables.

As an example, consider this simple
program:

5 LET NUMBER=124

18 PRINT NUMBER

We'll examine line 5 in a moment,
but since line 10 is so similar to the
example we've already looked at let's
see what difference the wvariable
NUMBER makes to the final tokenised
line.

Line 10 now tokenises as 10,0, 7, 7,
32,128, 22. If you've been following so
far you'll remermber that the initial 10
and O represent the line number, and
the next two numbers tell us how long
the tokenised statement is — in this
case seven bytes. As before, the 32
means PRINT and the final 22 is an
end-of-line marker — so somehow 128
must represent the variable NUMBER.

In fact, any token with a value over
127 represents some form of variable
— which may be a normal numeric
type, an array or a string. Each time
you refer to a new variable when
typing in a program - such as
NUMBER in our example — a unique
number is reserved for it. If you enter
another line which contains a new
variable name then it would be as-
signed the next free number — 129 in
this case.

Since a single byte can only store a
value of up to 2556 we find that Atari
Basic can thus only cope with 128 vari-
ables in any given program.

e
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Variable name table

The variable names are stored at the
beginning of the program in a table
known, rather originally, as the vari-
able name table. Each time you use a
variable name when typing in a pro-
gram Basic scans through each entry
in the table looking to see whether
you've used that one before. If you
have it works out the number of the
entry and uses it in the tokenised line.

If it comes to the end of the table
before finding a match it assumes that
yvou have used a brand new variable
name and this will then be added to
the end of the list and its number
recorded for future reference. This
does mean that a lot of mistyped lines
can create an awful lot of useless extra
entries in the wvariable name table,
sometimes causing problems with
more complex programs.

The quick answer is to LIST your
program to tape or disc, then type
NEW and re-ENTER it into memory.
This will force Basic to create a new
table containing only the currently
required variable names.

While a program is actually running
Basic never needs to look at the text in
the name table — since every reference
to a variable is now coded as a
number between 128 and 255. In our

example, each time the token 128 is”

found it knows that we are referring to
the wvariable which we know as
NUMBER.,

Let's now go back to that first line of
our program:

5 LET NUMBER=128

which tokenises into the following
sequence:
5, 0, 15, 15, 6, 128, 45, 14,
65, 18, 0,0, 0,0, 22
Looking at the bits we already know

about, the 5 and the 0 at the start must
be the line number. The two 15s tell us
that the coded line is 15 bytes long
and the 22 at the end signals the finish
of the tokenised line. Since we know
that the 128 refers to the variable
NUMBER you will probably have
realised that the 6 preceeding it must
therefore mean LET.

As it follows straight after the vari-
able name we can safely assume that
the token 45 is the code for the equals
sign, which just leaves us with the
strange sequence 14, 65, 18, 0, 0, 0, 0
to somehow represent the rather
innocuous looking number 120.

This is where the Atari maths system’s
complexities come into their own.
Whereas most micros allow us to
store numbers in a couple of different
ways, Atari Basic allows only the most
complex of these methods.

Some languages would allow us to
place the number 120 into two bytes
as an integer variable. All this means
means is that the number is stored in
memaory in much the same way as we
access memory addresses like the dis-
play list. To get the final value we take
the contents of the first byte and then
add on the second byte times 256. You
might have seen lines such as:

DL=PEEK{56@)+PEEK(561)+254

which use this very method.

This integer system has the advan-
tages of much greater speed and of
using less memory, but it can't handle
numbers larger than 65335 or decimal
fractions such as 1.5 or 0.37.

The alternative system, the only one
available in Atari Basic, is known as
floating point arithmetic which stores

numbers in a scientific form very like
the exponential form you might have
used for large numbers in your own
programs. If you saw 1.5E4 in a listing
you would know that it meant 1.5 x
104, or 1.5 times 10,000.

The digit 14 in our tokenised line
simply tells the computer that a
floating point number follows, and
this is composed of six bytes. The first
of these gives sign information — plus
or minus — and the power of -
exponent — of the number. The other
five bytes give the fractional part of
the number using a system known as
Binary Coded Decimal.

This is not as tricky as it sounds and
all it really means is that each byte
holds two separate numbers — one in
the first four bits and the other in the
second four.

In our example, the first of these five
BCD numbers is 18 which gives us the
binary pattern 0001 0010. The first
0001 is a one in decimal while the
second part, 0010, means two. So our
fractional part is actually 0.12 — see, it
really isn't as difficult as it looked.

We finally have to subtract 64 from

the exponent byte before we use it —
giving us 65 minus 64 — a grand total
of one! Rather than using powers of
10 this system uses powers of 100 to
make the work simpler so our final
floating point number is 0.12 times
100 to the power of one. This is the
same as 0.12 times 100 — or a value of
120, which is what we were hoping
for. Perhaps you now see why floating
point maths takes so long compared
with simple integers.
@ Next month I'll be continuing this
exploration of Atari Basic with a more
detailed look at the tokenising
process, plus a full breakdown of all
the available tokens and what they
represent. | might even manage to get
some sleep in the meantime.

Mapping your micros memory

Location Label Function

128M129 LOMEM Lowest user-accessible memory address

130/131 VNTP Variable Name Table pointer (start address)

1321133 VNTD Variable Name Table dummy (end address)

134/135 VVTP Variable Value Table pointer (variable contents)
136M137 STMTAB Statement Table (first address of tokenised program)
138139 STMCUR Current statement (Last direct command line)

140/141 STARP String/Array pointer (string/array contents address)
142/143 RUNSTK Runtime stack (internal GOSUB/FOR..MEXT addresses)
144/145 MEMTOP | End of current Basic program space

Figure I: Basic's Zero Page Pointer Table

Now that you have a rough idea of
how a tokenised program is made
up, let's take a look at where
everything can be found in your
micro's memory.

All the information we reguire is
held in a table of nine two-byte
addresses held in zero-page
memory as shown in Figure |. Each
of these is referred to as a pointer
because you must use the value

Turn to Page 12 &
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+1 From Page 11

contained within it to point you to
another memaory location.

As | mentioned before, the
second byte must be multiplied by
256 before being added to the first.
The resulting figure is then the
address you actually require.

Locations 128/129 point to the
lowest address in memory that
Basic is allowed to access
(LOMEM). This normally would be
either $700 for a cassette system or
$1CFC if Dos 2.5 is loaded.

If you use another type of Dos
vou will find this location points to
the first free location beyond Dos’s
memory. The next 256 bytes are
reserved as a temporary work area
for the tokenising routines.

Locations 130/131 point to the
address of the Variable Name
Table, 256 bytes on from LOMEM. It
is here that your table of variable
names will be stored, in the same
order that you first referred to
them.

It is worth noting here that string
variables have a $ sign stored after
the name and array names are
followed by a ( sign. The last letter
or symbol of each name entry is
converted to inverse video in order
to let Basic know where one name
finishes and another begins.

Locations 132/133 point fo the
first byte after the Variable Name
Table — which is normally a dummy
zerao byte. If you type in a line con-
taining a new variable name it will
be stored here and this value
moved upwards to the end of the
new name.

Locations 134/135 point to the

address of the start of the Variable
Value Table. ft is here that the
actual contents of your variables
are stored. Each entry in this table
is eight bytes long and may contain
either a floating point number — in
the case of normal variables — or a
further pointer to the actual
address of strings or arrays. See
Figure Il for more information.
Locations 136/137 point to the
address of the tokenised program
itself. If you type in the two line
pragram we have been considering
then you can PEEK from this
address onwards if you want to see
the token structure for yourself.
Locations 138/139 point to the
first byte AFTER the tokenised pro-
gram. It is here that Basic stores
yvour direct command lines while it
works out what to do with them. In
fact, the last direct command line
used will always be available here —
complete with an imaginary line

number of 32,768. Try PEEKing the
address given at 138/139 to find
out.

Locations 140/141 paint to the
first byte after the current state-
ment tokens, and it is here that your
arrays and strings are stored. The
Variable Value Table, in fact, con-
tains offsets into this area in order
to access the various elements of
arrays and strings.

Locations 142/143 point to
Basic’s runtime stack which will

held the return line numbers

for all the GOSUB statements and
FOR ... NEXT loops.

Finally, locations 144/145 point to
the very last byte required for use
by the program — which is also the
end of the runtime stack.

Figure W brings all of this infor-
mation together and shows how
these pointers combine to keep
track of our example program once
it has been tokenised.

Byte number: 1 2 3 4 5 6 7 8
Variable
type
: Entry . . :
Numeric 0o icerine 28 Six byte Binary Coded Decimal number
' Entry Offset from First DIM Second DIM
i 85 | number STARP plus 1 plus 1
; Entry Offset from Current DiMed
String (DIMed) 129 | number STARP length length
Array (unDIMed) 64 Entry not used
number
E Entry
String {unDIMed) 128 Rinir not used

Figure fi: Tvpes of entry in the Variable Value Table

Label MName Bytes Function
VINTP Variable Name Table 78 85 77 66 69 210 Ascii for NUMBER
VINTD Variable Name Table dummy 0 Zero byte at end of Variable Name Table
VTP Variable Value Table 0065180000 BCD contents of variable 0 (NUMBER) = 120
STMTAE | Tokenised program 501515612845146518000022 | 5 LET NUMBER=120
1007732128 22 10 PRINT NUMBER
STMCUR | Immediate Mode statement 012821212515 1368515878 Last direct command used
85 77 66 69 82 46 66 65 83 22 Try working it out!
STARP String/Array contents (None)
RUMNSTK | Runtime stack (None — no program running)
MEMTOP | End of reserved program area iOne byte beyond end of STMCUR)

Figure Il: Areas of memory after a program has been tokenised
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IF, like me, you have numerous discs
full of software ranging from utilities
to arcade shoot-'em-ups you will find
that keeping an ongoing list a bit of a
toil. But with easy-to-use
Alphabet.ABC that tedious chore is
made simpler. You can easily create a
mini database of the programs on
your discs and print them in
alphabetical order.

When you first run the program you
are presented with a menu of six
categories — shown in Table |. When
you have selected the appropriate one
— using keys 1 to 6 — you are asked if
you want to use the international
character set built-in to the XL/XE
computers.

You are then asked whether you
want to load saved data or continue
on to the edit mode. If you choose to
load data type Y and all files on disc
with the appropriate filename for that
category will be loaded.

For example, if the Utilities section
is chosen, the computer will load all
files with the name UT at the begin-
ning. If you choose to go straight to
the edit mode type N followed by
Return and the edit screen will appear.

The number of names that you have
entered is shown at the top of the
screen —this will be one when you first
begin editing. Underneath is the
filename the data will be saved under.
You can now enter any information
about the first file, but remember that
you are restricted to 36 characters at a
time.

The edit line allows you to enter the
program name followed by which disc
it 1s on, the side of the disc and
whether it is loaded from a menu or by

Categories Filenames
Utilities LIT.
Adventures AD,
Arcades AR.
Strategy ST.
Simulations Sl.
Music & Demaos MD.

Table | File categories and filenames

ALAN
McLERNON
offers the
ideal utility
to keep track
of all your
software

(Il |
||-| !.||!|i|! |

a boot load. When you have entered
six names the computer saves them to
disc. If, for example, you chose to
enter names under the utilities
category, the first six would be saved
under the filename UT1.SAV, the
following six under UT2.SAV and so
on.

If at any time you want to finish
editing and have the data sorted in
alphabetical order, type D: followed
by Return.

The computer will load all files on
the disc previously saved under this
category and ask you if you want to
merge them with the data in memory
— just type ¥ or N. The data is then
sorted alphabetically and you are
asked if you want to edit any before
moving on to the next function. After
this you have the option to print out
the data.

You are then asked how many
columns you want — 80 gives a very
even and paper-saving printout. When
the file has been printed you are

| 'IW |
il
|!I!ill|||||!|_lillu i

L

offered the option to save the newly-
amended data file to disc.

If you choose to do so you are
prompted to format a blank disc
before saving the data — just repiy Y or
M. Remember saving the new data will
erase any files on the disc with the
same filenames.

If at any time during the creation of
the data file you notice an error, it is
possible to edit the data. Re-run the
the program and select to load data
from disc. Then select Y to edit it and
enter the number of the file to edit.
Make the new changes and re-save it.

The program is set up to work on an
Atari 1029 printer, but if line 1340 is
changed to:

1340 LPRINT CHRSCZT); CHRS(14);NAMES; L
PRINT :LPRINT

it will work on any Epson compatible
printer.

Turn to Page 14 »
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LB REH N M MR
20 REM * ALPHABET.ABC *
I8 REM * -
40 REM * BY #*
58 REM % #*
&8 REH * ALAN MCLERNONW *
78 REM = *
B8 REM = (cIaTARI USER »

40 REM B o oo M-

168 GRAPHICS @:CLR

110 H¥=12670:EE=I5:POKE 756,224:POKE 7

52,08:007=6

128 DIM ALLS {HN) , GAMES (40) , HORDS (25080,

COUNTS 3D, YMS (3D . HERGES (5) ,NAMES (203

138 OIM DISKSC(LO),COUNTZ5(3Y,a%05),54V

S03) ,PROGRAMS (480 ,NEWDATAS (48) ,LINES (I

71 ,SPACES (L7), TOTALS (45) , PAGES (35D

140 SETCOLOR Z.4,4:POKE 7%2,1

158 REM
MORDS AND THE MAIN STRING ALLS]

168 WORDS=" ":HWORDS(250) =" ":HORDS(2):=
HORDS
1768 ALLS=" “:gLLSCWXI=" “:ALLS(2)=ALLS

188 REM
| DATA INTO STRINGS

198 TOTALS=" You
HAUE & TOTAL OF ":REM FEEETLHE
b ERP | EASE CHANGE PAGE AND PRES)
5 Returng
218 PROGRAMS="PROGRAMME NAME......DISK

SIDE MEMU"
IR LINES = e sl A T s R
R T
730 REM
240 7 CHRS(1251:POSITION 13,2:7 “ALPH#
BET.ABC":POSITION LL,4:7 “"BY ALAN McLE
RNON':POSITION 12,6:7 “(c) ATARI LSER"
758 POSITION 7,10:7 "(II&E 0
TIES I8
68 POSITION 7,1%:7 "([I48
TURES
278 POSITION 7,14:7 "JTI&E

L I

s
288 POSITION 7,16:7 {II&E 0 ITIEITIE
EGY

298 POSITION 7,18:7 "IIEF 3 TTETEG
1]
Iee POSITION 7,20:7 "(IIEE 3
ATORS
I18 OPEN 44,4,08,"K":GET H4,K:CLOSE 14
128 REM
i N D
PRINTER DATA WAME]
118 POKE 756,224
140 IF CHRSCKI="1" THEN DISKS="D:UT
SO NAMES="UTILITIES": SPACES="
"iGDTO 410:REM L5 SPACES

I58 IF CHRS(KI="2" THEN DISKS="D:4D
VI NAMES="ADYENTURES": SPACES-" ]
K ":GOTD 418:REM 15 SPACES
I60 IF CHRE(KI="I" THEN DISKS="D:!AR
U NAMES="ARCADES™: SPACESZY

":GOTO 418:REM 16 SPACES
I70 IF CHRS(K)="4" THEN DISKS5="D:ST
JUUNAHE S="'STRATEGY' : SPACES="

“iGDTO 410:REM L6 SPACES
180 IF CHRS{KI="5" THEM DISKS="D:MD
LU MAMES="MUSIC & DEMOS™:SPACES="

“sGOTO 410:REM 13X SPACES

.

398 IF CHRS(XI="6" THEM DISK5="D:5I
L MAMES=SIMULATORS" : SPACES="
“:GOTO 418:REM 15 SPACES
408 7 "K:POSITION 5,18:7 " PLEASE ENT
ER 1,2,3,4,5 OR 6":FOR N=1 TO GAA:NERT
N:GOTO 148
418 7 CHRSC12S) POSITION I,17:7 "KL
Wl WISH TO USE INMTERWATIONAL |
CHARACTERS Y/ M
420 POSITION 14,20:7 “IRIT0TTE"
£38 OPEN H4,4,0,"K":GET H4,K:CLOSE #4:
IF CHRS (K}="Y" THEN 458
448 GOTOD 478
458 7 :7 "Remember to press CONTROL to
print the international character set
"
468 7 :7 "Press CAPS to return to stan
dard characters.":POKE 756,204:FOR DEL
aYz1 TO 2000:MEXT DELAY
478 7 CHRSC(125) :POSITION Z,11:7 "[IIED
Y/N":OPEN
fd, 4, 8,"K":6ET #d, K:CLOSE 14
488 IF CHRSCK)="Y" THEN 1838
L[ WTAKING AND SAVING DaTA TO DISK
588 COUNTS="1":POKE 752,08
518 FOR W=l TO 218 STEP 35:0IMUM=DIMUM
+1
528 7 "K":POSITION 3,18:7 “INPUT NAHES
DISK NUMBERS AMD SIDE"
538 POSITION 10,4:7 "NAMES EMTERED =
;DINUM:POSITION 18,6:7 "FILE NAME “;DI
SKS
S48 POSITION 3,12:7 PROGRAMS
558 POSITION I,14:7 LINES
566 POSITION 3,18:7 "WRITE b: TO RETRI
EVE DaTa FROM DISK"
578 TRAP LILE:POSITION 2,13:INPUT GAME
$:IF GAMESCL)="D:" THEN 788
SE8 IF LEN(GAMES) {35 THEN 508
598 GOTO 618
GOA FOR G-LEW{GAMES)#Li TO I5:GAMES (M=
" WINERT @
618 MORDS (M) =GAMES(L,15)
628 NEHT N
638 REM
648 COUNT=COLUNT+L
658 COUMTS(L,3)=5TRS(COUNT)
§E8 DISKS(5)=COUNTS
§78 * “K":POSITION 5,10:7 "Zoslddi[W
AR " eIaxs; TR
688 IF LEN{WORDS) (216 THEN 788
698 GOTOD 719
708 FOR L=LEMCWORDS)+1 TO 218:HORDF (L)
=it "aNERT L
718 TRGP 7S0:0PEN H1,B,8,0I5K%
726 7 HL,WORDS
738 CLOSE 81
748 GOTD 510
758 7 “EIODT ":PEEK(195) :? "TIEFNGEAL
| FORMAT OR Return T0 RETRYREPCIIIEREEE
CLOSE #1
760 IF YNSZUF" THEN 7 "[TEARTIETIEE
T :INPUT YNS:IF YNS="Y" THEM TR&P 750:
WID Z54.H1,8,8,"D:1"
778 GOTOD 710
788 7 "K":POSITION 3,10:7 “LLIULTICIH
PROGRAM DATA MOWERNS
798 DLZDL+L:COUMTZHCL, I)=5TRS (OL) s DI5K
551 =COUNTZS: TRAP B50:0PEN BL,4,0.DI5K
§:7 DISKS

REG INPUT Hi,WORDS
BLE ALLS(EE)-WORDS(1l,228)
B28 EE-EE+LEN(WORDS)-10
BI8 CLOSE #1
B40 GOTD 798
858 DL=DL-L:CLOSE HL:POSITION 3,5:7 "3
0 YO WAMT TO MERGE DATA ¥/ " INPY
T YM$:IF YNS="Y" THEN 1890
568 NARES=DL™G: MAH-NAMES¥35:7 "K' :pOST
UL BRI PR GET TING THINGS SORTED PLE]
FATY T CLOSE Bl
B78 POSITION I,17:7 "TITHNITHE ": N4
MES;"=MAMES";" DaTh LENGTH ";MaX:POKE
752,1
828 4LP-@
B98 FOR Z=L TO MAMES
998 K-I¥IS
918 ¥Y=K+35
928 IF Y)MAX THEM 390
918 IF ALLSCY,Y#I4))-ALLSCN, H+I4) THEN
398
340 HORBS=ALLSCY,Y+34)
958 ALLSCY) =ALLS (K, ®H+34)
960 ALLS (H) =HORDS
378 ALLS (MAX+7R)="
380 ALP=ALP+L
399 MEXT Z
1880 IF ALP}® THEN BBe
1810 GOTO 1176
1820 TRAP 1@G@:? “KU:PQSITION 5,15:7
DO YOU WANT TO PRINT YOUR DATA"™:OPEN o
4,4.0,"¥":GET 14K
1638 CLOSE #4:IF CHRSCK)="Y" THEN 1168
1648 GOTO 1798
1858 REM
1868 CLOSE BI:IF PEEK(135)-138 THEN 18
88
1678 POSITION 5,207 "EECTHNTEAE
[TRY AGAINGETCES L]
1886 POSITION 5,26:7 "TECHTILIEECLEY
AT FOR DELAY=L TO 580:MEX
T DELAY:GOTD 1828
ICECIEIEL'L 04D ING HERGE DATA NOW......]
lll
1188 MERGESHMERGE+L:MERGES=5TRS (MERGE) :
DISKSCS,7)=MERGES: IF VAL (MERGES) =108 TH
EN DOT=DOTHL
1110 DISKSCDOTI=", SAU"
1126 7 DISKS
1138 TRAP BGH:DPEM H4,4,8,DI5KS:INPUT
#1, HORDS
1148 ALLS (DL¥E¥I5+I5) “HORDS
1158 DL=DL*L
1168 CLOSE Hi:GOTO 1100
1178 7 “s»
1186 FOR P=L TO MWAMES:PRINT P;" ";ALLS
(P%I5,PXI5+34)
1190 MEKT P
1280 POKE 752,8:7 :7 7 :7 :7 :POSITID
M 5,20:7 DO YOU WANT TO EDIT aMyY DaTa
YN INPUT YNS:IF YMS="Y" THEM 1229
1218 GOTO 1028
1278 7 “ENTER FILE MUMBER TO EDIT OR P
RESS RETURN TO LIST":TRAP
1230:IMPUT 4:IF A}@ THEM 1270
1238 2 “K:POSITION 5,17:7 "HHEM DATA
I5 LISTED PLEASE ENTER
Mo TO EDIT

1240 FOR N=L TO 188:MEKT N
1258 FOR P=1 TO NAMES:PRINT P;" ";ALLS
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Utility

(P#IS, PHIS+I4) :FOR DELAY=L TO I0:MENT
DELAY ! NEKT P

L260 TRAP 1238:INPUT @

1278 7 “K":POSITION 8,13:7 "  "igLLS(
A%IS, A¥IS+T4) :POSITION 16,18:7 "EMTER
THE MEW DaTa“

1280 POSITION 3,12:7 PROGRAMS:POSITION
3,14:7 LINES ! POSITION Z,1T:INPUT NEMWD

ATAS:ALLS (A%I5, AIS+I4) NEHDATAS

1298 GOTO 888

[ECTITITRMATN SCREEN INPUT ERRORS COME
| HERE]

1318 7 "KU:POSITION 5,15:7 "YoU DID MO
T ENTER 4NYTHING "“:POSITION 16,1717 "fj
AN GOTO 538

1328 REM

IR I3 MHEADER FOR PRINTER
1340 LPRINT CHRSC27);CHRS (14) ;SPACES;C

HRE €273 ; CHRS (25 ; NAMES ; CHRE(27) ; CHRS (2

61 :LPRINT :LPRINT

1350 LPRINT PROGRAMS ;"
:LPRINT :RETURN

13168 POSITION 5,17:7 "NOH HOW MANY COL

UMNS" : INPUT PCOL

1378 PB=NAMES:PA=(PB/2):IF PCOL{B@ THE
¥ 1670

1188 IF WAMES) 90 THEN 1488

(RS T T MPRINTING DOUBLE CLOUMM 30 OR

LESS NAME 5]

14808 GOSUB 1348:REM GO TO HEADER

i4ld FOR N=1 TO PA

L1420 TT-N+PA:T ALLS (N®I5, MMIS+I4) 7 17
ALLS(TT®IS, TTHIST4) 7

1430 OPEN H3I,8,0,"P:":7 HI;CHRS(27);CH
RECZI) ;ALLS (HETS, HRIS+34) ;" "IALLY
(TT*3S, TT#I5+34) :CLOSE M3

1448 NEHT W

1450 LPRINT :LPRINT :LPRINT TOTALS;NAM
ES:™ ":NAMES:FOR U=N TO 78:LPRIMT :NEX
Tu

1460 GOTO L1798

1470 REM

(HORE MAME 5|

1488 G-LiR=45:T=45

1496 GOSUB 1340:REM GO TO HEADER

1580 FOR N=& TO MAMES:SA=5A+1

1510 P=RHN:? ALLSINMIS, N#IS+Id):7 :7 4
LLS(P¥35,PRIS+34) 17 ;7

1528 OPEM H3,5,8,"P:":% #I;CHRS(27)iCH
RSCEZD jALLS (M®IS, M¥ISH+34) ;" "OAELS
(P¥I5,PHI5+34) :CLOSE #3

1538 IF N=T THEN 1558
1548 MEKT W

1558 IF MAMES- (W¥2) {38 THEW 1588

1568 GG+IB:iT=G+44:7 PAGES: INPUT YN5:G
D5UB 1T48:REH GD TO HEADER FOR MEW PAG
E

1578 GOTO 1508

1580 A= (NAMES-PFI/2:P=P+i

15%8 7 PAGES:INPUT YMS:XZ-NAMES- [A%2)+
i

i16@6 GOSUE 1348:REM GO TO HEADER aND P
RINT LAST PAGE

1618 FOR Y-MZ TO NAMES-f:WO=Y+a:? ALLS
(Y%I5, YHISHI4):7 17 ALLS (HOIS, HO¥IS543
43:% 17

1620 OPEN HI,8,8,"P:":? H3;CHR5CZ7);CH
R¥(2I);ALLSCY®IS, YHIS+I4) ;" "iaLLY
[HO%I5, HO®IS+I4) i CLOSE #3

1638 MEXT ¥

" PROGRAMS

L6408 LPRINT :LPRINT TOTALS;MAMES:™ “;N
AMES!FOR L=a*Z TO 70:LPRINT :NEKT U
1650 GOTO L1790

1666 REM

1678 PAGE=45:POKE 756,204

1680 LPRINT CHRS{Z7);CHRS (142" "y
CHRSCZ7) ;CHRS [25) ; MAMES ; CHRS (270 ;CHRS (
263 ;LPRINT :LPRINT :REM
1690 LPRINT " ", PROGRAMS:LPRINT

1788 FOR N=L TO MAMES

1718 IF M=PAGE THEN ? PAGES:INPUT YNS5:
GOTO 1718

1728 GOTD 1768

1730 PAGE-PAGE+45

1740 LPRINT CHRS(27) :CHRS (141" iy
CHRTC27) ;CHRS (25D ; MAMES ; CHRS (27) ;CHRS [
26) (LPRINT :LPRINT

1750 LPRINT " ";PROGRAMS:LPRINT

1768 7 ALLS(N®I5,M%I5+34)

1770 OPEN B3,8,8,"P:":? HI;CHRSC(Z7):CH
RECZII;™  ";ALLS (M®I5 N¥I5+34) :CLOSE
I:MEXT N

1788 LPRINT :LPRINT :LPRINT TOTALY:NaM
ES;" ";MAMES:FOR N=N TO 78:LPRINT :NEX
TH

1738 ? "KU:PDSITION 5,13:7 "DO YOU WaM
T TO SAVE YOUR DATA Y/W":IMPUT YMS:IF
YNS="Y"" THENM L848

1888 IF YNS="'N" THEN 1968

1810 GOTO 1738

1828 IF PEEK(L195)=173 THEW POSITION 18
R PR LE AD DISK-DISCARD D

T0 TRY AGAIN.H

1838 INPUT YMS

1848 ? “K":POSITION 5,16:7 "TEEITEGEE

E T0 FORMAT D:1 ¥/ NGERCUITEENTEFS Gl ] E
"y THEN 1B68

1358 GOTO 1918

1868 GRAPHICS Z:POSITION 2,6:7 B6;“ARE
YOU SURE ¥/W":INPUT YW5:IF YMS="¥" TH

EN 1908

1678 GOTO 1918

18808 IF PEEK(195)-169 THEWM 7 "{INTTTE

FILES OM DISK INSERTRERSUMNEW DISK, PRE]

155 Return 70 TRY AGAINEESCISTIER

1898 GOTO 1790

1960 TRAP 1820:7 “K":POSITION 1@.18:7
"ILLRCE K10 254,01 ,8,8,"D:1"

1918 TROP 1686:7 “FTITTHEGLELY (CLOSE B
LIMORDS=" ":HORDS (2583 =" ":WORDS (2) =HO
RDS:5AL=0:DISKS(5,7I="  ":DOT=h

1920 FOR N=3I5 TO MAK¥ STEF 210:MORDS-AL
LECH, N+Z89) :5A1-5A1+1: SAVS=STRECSALD ;D
ISKS (5, 71=5aV8

1338 IF VAL (54U$)=10 THEN DOT=DOT+1
L9348 DISKS(DOTI =", SaUv

1958 7 DISKS:OPEN #1,&,8.0I5K5:7 H1:HO
RDS:CLOSE HL:MENT N

1968 7 “KU:pOSITION 1,06:7 DD YOU MWaN
T TO DELETE (USED FILES) ¥/N."

1976 CLOSE H4:0PEN M4, 4,8, K" GET H4,K
:CLOSE #d:IF CHR$(KD="¥" THEN L9398
1980 GOTO 2828

1998 ? "ENERCE"

z00R DL=@

I018 DL=DL*1:COUMTS (L, 3I=STRS(DLY ;015K
SC5)=COUNTS: TRAP 2870:7 DISKS:NID II,n
1,8,8,0ISK5:CLOSE #1:G0TD Zo1a

I820 GRAPHICS Z+16:COLOR @:POSITION 5,
4:7 B6;"ALL DOME"!SETCOLOR 0,8,3:FOR N
1 TO Z00:MNENT N:END

10 CP1 CYJ | 350 699 (N) | &90 RUD (H)
20 CP2 (3) | 3608 9Ja (1) | 700 G4é (R) |
38 CP3 [N} | 370 98Y (11 710 MKP (&) |
8 CP& (4) | 380 HFO (9) | 720 YJ1 (F)
56 CPS (Y} | 390 &32 () | 730 MAF ()
6@ CP& (7) | 400 4vp () | 74B @YE (A)

T@ CPT (X) | 410 XEN (U) | 750 CHM (W)

BB CPB (B) | 420 ¥LP (P) | 74P DNF (P)
%0 CP? (¥} | &30 8W5 (5) | 77@ RLE (2}
100 944 (C) | &40 R7A (L)Y | 788 LEN fT)
110 P25 (00 | 450 yMa () | 798 X4T (3)
120 J6E (2) | 450 DNW (P) | BE@ TGK (U)
138 %02 (F) | 470 SLE (D) | B1@ CPO (K)
148 SUS (0) | 480 KPV (H) | 8§28 &ia (J)

158 DGS (D) | 498 DYV (¥) B30 MaG (F)
168 540 (S) | 508 7FO (1) B4@ RAF (P)
178 345 (6) | 510 7FV (R) gs0 FST (Y
1808 bUS (D) | 520 wva (R) | BéB éa1 ¢

198 YRHZ (5) | 530 ¥9a (1) 870 B4l ¢

208 TUuL (J) | 548 ULT (&) BEQ E4K (F
210 WaH (M) | 558 ETC (5) | 890 Cu7

220 GFM (L) | S6@ E3M (M) | 900 LOH

238 07T (7) | 570 ML (K) 218 LaT (v
248 USC (K) | 588 NS5T (F) ge@ 841 (W)
250 K&T (G) | 598 mAC (1) 939 A0E (F)
268 HLS (D) | 688 HLO (&) 948 EFU (5)
27B BYS (A [ 418 3NU (R) | 958 H53 (F)
2BB DAY (KD | 420 PCH £¥1 | 940 XRS (M)
290 NNO (7 | &30 07X (@) 7R 640 (5)
300 M1S (T) | &4@ WES (F) 080 WRM (V)
31 0EJ () | 650 Ppe (KD 990 rRA@% (U
320 03U (V) | 440 SA0 (9) pag (40
330 TOT (5) | £7@ PD& (L) | 1018 P1D CR)

3
L1
=
[~ ]

340 B5R (C) | 638 TKS (2) | 1028 ENT (M)

1830 OUW (0} 1378 LkT {?]|1?iﬂ

584 (L)
1848 PFD (B)| 1380 @37 (T)I 1729 @4y (D)
1858 DEN (G)| 1390 DUN (YD1 1730 WTO (&)
18468 875 (3)| 1408 2MP (4D | 1740 HAT (E)
1878 MYT (1)) 1418 56E (T)| 1758 317 (R)
1088 FX4 (YY) 1420 JEM (8)| 17560 CGF (N)
1098 EU3 CAD| 1438 464 (D)| 1770 HM2 (D)
1108 JWS CHY| 1440 NSS (F)[178@ WTY (6)
1118 666 (X)| 1458 Va9 (UY| 1790 UHR (V)
1120 ¥9T (R} | 1440 @2Dp ¢JJ| 18080 ECX (T)
1130 TXL (G} | 1478 OWN (MY 1818 aép (a)
1148 H2W (A)| 1480 524 (4)) 1828 €3Y (T)
1158 T&Y CE)| 1498 36P (8)) 1830 X&& (N)
1168 858 (C)| 158@ 008 (J)] 1840 BN9 (R)
1178 HNA €T)] 1516 SLA (V)| 1858 aFp (NJ
1180 BHN (1)) 1528 ¥12 (C)| 1840 1cW (W)

1198 NUS C(5) [ 1538 BVG (4)[ 1870 akp ¢J) |

1208 HOW €0 | 1540 WWS (63| 1880 KC7 (3)
1210 PSV (R)| 1550 TCN C1D] 1890 arp ()
1220 ANX (¥ 1540 Xav (a)]1988 141 (5)
1230 0KJ €J) ) 1570 @1V (HY| 1918 26K (P)
1248 M3X CAD [ 1588 DG2 (8)| 192@ 88L 1)
1258 JNY (G)| 1598 D3 (C)] 1938 104 (%)
1268 A1C (M) [ 1608 2vP (4) | 1948 706 (K)
1278 2RQ (1)) 1618 W% (F) | 1958 &4ES (G
1288 WG5S (L) | 1420 SEP (V)| 1968 50P (R)
1298 PXV (C) | 1430 PNS (UD| 1978 USU (G)

1388 DAN (D) | 1648 VW& (WJ| 1988 @Jv CH) |

1310 Ued (U) | 1650 a8b (P)[ 1999 Y81 (K)

1320 DFN (V)| 166@ E2N (K)) 2880 01D (9 |
1338 DHN CU) | 1678 6HU (2)] 2010 FHO (D)
13460 920 [;J|‘53E L70 iE;izﬂza BEP (Y)

1358 HDG (93| 1690 357 (M)
1368 AA4 t?ﬁi 1708 F10 (F) |
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. 1) C of

could cause a crash,

data statements it
Get it Right! to

zo remember to USE
check it.

CONVERTER
from Jason Peasgood ]l_H.'IFI =151 TO 1686:READ A:POKE R, A:N
ET R:DATA 104,165, 88,133,0,165,89.133
ve been published ,1.1ﬁa.u,iu4.134.141.15*,5.155.:a,1aa
2 paTa 128,145,0,136,192,255,208,243,1
169,233,145,8,12

to perform the simple task of conver-
ting a decimal number to its binary §8,2,169,162,145,8,109,
aa.159.213,145.a.zan.iﬁﬂ,zzs.iiﬁ,ﬂ.iﬁﬁ

equivalent, but none of them have
169
53,249, 145,0,200
]

worked in quite the same fashion as
this. When first run 1 DbaTa 2472,145,8,2080,1
Jznn.155,111,115.!,1&5,5,lﬁﬂ,ita.liiJi

the program sets

up a machine code routine that

resides in Page 6 — that useful little 656,169, 64,141, 166,6,169,32,141,167,8
area of memory. 163

To obtain a binary equivalent of a 4 DaTa 15,141.163,&.155,3.141.lﬁﬂ,ﬁ.iﬁ
decimal number type the following ‘!.i.lll.l?ﬁ.ﬁ,lﬁ!,i,1&1,1?1,5.15?,,1_.14
expression followed by Return: 1.1?2.5.151,1,15{1.11,1?3.154.5.121.154

/6,48

5 DATA ﬁ,za:,;ﬁa,ﬁ.xz.13?,5,?5,13&,5.3
E,1#5,5,Iﬁﬁ.iii.zid,?.iaﬂ.zzajﬁﬁ.jll.l
5115.153.145.145,5.35.153.1¢4.145.a.95

DECIMAL TO BINARY

MANY programs ha

X=USR{1536,n)

where n is any decimal number from 0
to 255. The computer will then in-
stantly print the binary number on the
inverse line at the top of a Graphics 0

0,8

1 mif (5]
2 SIT LW

3 QXM (L)
KNS (W) L

screen.
Before typing in the program gnter
POKE 82,0 so you can fit in the extra .
length of the lines. Then save a copy ; Boe (18
before running it — if you mis-type the -
R
frfnﬁlg.gq”c FINDER 3
O run again,
=
o _¢

F-
CJeF;?E :;:_IAM BREAKDOWN
cursor ﬂ‘e screen and tyr
Off. Sets the Tﬁ,a,'pn; the
late-

ment 3
: nd dimensiong o

ast wi le
t with a poor me Ctronics enthysi. strings
mory, like m 250 ‘
e. E.ECRS other caloy
A to obtaj 'S against
al c the

Asg
5 You pr{]babjy knﬂw
« Most
4

l - BT

T UR'POKE 7
s t 52.IJTRﬁP L:DT ¥
s :FU;IW.E'ELIB)'.IHPIIT ﬂ$HB:"“aLG
g R=1 1D 12 REQD $ir s
H sl B3, 4.B:1F b5=
; ;: DF=B5 THEN ¥=4

ba=

il :F: IHEN IZB:TIF B=-1 THE
o ".REE: EJIZUH':'.’*Z:? 17 up n i
ﬂﬂ”n; & I Ohms,i 2 .0 '.'ﬂl'i e v
5 e OPEN Hl 4, 8,0 T
R 1By UK GET #1,*'4;1“

irst ry
prﬂ‘mpt 'll("ﬂu tn' [h& prggram w_
© enter the i
; ree

want to che
ck — th
one at a tj ese mu
If at ‘:Inrmfie followed b‘ftﬁbe entered
Y time the comput::udm‘
oesn't

+YELLON, 4
- |1E v
; ﬁn;::JEEJUIGLET,?Jlf? 4 GREEN, 5, 1F5,
[
SIL REY.8, -1 WurTe, 5, -
- UEH,—L‘EL ¥y -l'lcul'ﬂr_.l., 1
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IF you've written any
useful or interesting five

- our pages?

We pay £25 for each one
published.

You should give a full
description of the routine
and any other details that

-
line programs why not WIn £25
send them to us to grace

are relevant. And remem-
ber if you want your
material returning please
enclose a  suitably

Simply send a copy of
the program on disc or
tape together with the

documentation - pref-
erably as a word pro-
cessed file - to:

Atari User, Europa
House, Adlington Park,
Adlington, Macclesfield

IT can be VErY anno
out colours to find o
the same luminance

ne that is exactly readable.
as the text, When

everything you
Isn’t an elegan
the problem,

type and System Reset 10
t way of getting over

Program, type SETC
ying when tr‘ving again and the

. 20 ch
This program provides a constant el L

stamped package. SK10 4NP.
cor ti
COLOUR CONTRAST [t s T L PR 1
from David Manlove vanish fro : Al

m the screen, MNowy

gets up the machine code in Page

what revision of 50 DATA 173,198,2,41,15.2
. . : 12,41,15,201,7.176,8, 15
contrast between background col il i el ol e
and text luminance by checking ihg;: 30 ET?”QES the vectors accordingly. Sl Lot o
: / , anges th [
Jﬁlﬂglmes @ second. So if the screen isa Elankgre isterdﬁiferretd ]
1,:;% t mlnur;’?e text will be dark and utility AR A
e versa, e pmgram uses a vert I :
\ : - 40 Execut i 0
:‘Z;rjs?éanl; l|r-|’rerfu|::t and the VVBLKD messages O an s 50 ;{ﬂ Eg:
r at loc :
Ll taﬂons 548 ant_i 549, 90 The machine code dat 300 (3
at the program is working ments o 50 706 (1)
: 38 T06 (X)

run the
OLOR 2,4,10
text will be gasily

10 SRAFHICS B:FO0R L=1536 7o
DIPOKE L,p:NERT L

8 IF PEEK(47424)=159
ZiPOKE 1566.2377

30 POKE 48,0 POKE 543, 6:PRINT {PRINT
“Demwa, , .

48 FOR L=0 T L35 POKE
0 S:MEXT UMEKT L:PRINT
¥ it yourse]fin

1568 :RE&D

THEN POKE 15536

TI0.L:FOR D=9 T
PRINT '"Now tr

N WA by
R
\
\

is can :
o pgram ram. This c@ is first run.
| RECENTLY started_w““gﬁ : f'r:isgwas when the arfgfrgf the Eight-b‘\"tg
cocounting, Aari 4 Finds the sia ation mark an
for home 2 arose — MY the exclam ound
oblems d sign on data for for the P
when my Pt have a poun ite a in the data
' w| doesnt ‘ded to write ppkeﬁ d
N ?‘E{e} keyboard Sm.lq f?ﬁéﬁna B charac sign. ements for the poun
ine that wo

simply 99

V%kf‘ oo

n.
The program
conve

altering t

but remember 10

it the exclamatio

cter yO
other cha_r'[; 4ata statements.

d to
lso be use
i an mark into any

u require bY simply

PROGRAM EREAK?&T the cha-
Prints a message 1° Sed intg ram
1 r set being MoV and steps
TE_-CT::S the top of memory
5 FbI:Ek eight pages. get INto

3 Puts the oM be seen happening

flen. | €h0S€ g pata stal
this will not sign.

1125317
i
o & POUND SIGN' 756 , RAMTOP

character .

. B il
.2 WpLENSE WLy ;u-.': T::
cwCLAMATION MARKT:S

1 505 (W)
7 8CL (N
3 a90 (5)
L oWLE (W)
5 HHG (W)
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DAM TROUDBELE

ONCE again mankind — or village kind

- is crying out for your help.

Apparently some time ago an
obscure individual by the name of
Mustapha Drink — or Mr.D — decided
to gain control of the Federation for
the Control of Water Supplies.

However, the Federation refused
his cash offer to buy them out, which
left a non too pleased Mr.D in a stin-
king mood.

This was when he decided that if
you can't join them, beat them. So he
decided to destroy all the Federation
reservoirs and cause chaos
throughout the land. Millions of
people will be very upset when they
get up in the morning, grab their tooth
brush, turn on their taps and nothing
comes out.

Now spare a thought for the vil-

By
MICHAEL A.
BAXTER

lagers of Floodsville. They face the
dubious honour of living in the only
place in the country with a surplus of
water — sited next to a huge dam
holding back around 500 million
gallons.

But as luck would have it — and
doesn't it always — you stumble across
a £16 million helicopter gunship.
Using this you may be able to destroy
the missiles that are heading towards
the Floodsville dam and prevent the
impending disaster.

So now the scene is set — only you

stand between the missiles and an
early bath for the village.

Type in the listing, remembering to
check it with Get it Right! and save itto
tape or disc before running it. Be
especially careful when entering lines
1000 to 2403 as these contain a large
amount of machine code.

Three difficulty levels are incorpor-
ated, and you make your choice using
the Select key. The game ends if the
incoming enemy missiles manage to
blow a hole through the dam or if all
your three helicopters have been des-
troyed.

Each wave is progressively harder
than the last — the enemy missiles get
faster and your helicopter is pos-
itioned further away from the dam,
giving you less time to react. Remem-
ber, Floodsville relies on you.

check for end of game

PROGRAM BREAKDOWN
10 — 12 |Initialise variables and strings 500 Clear all sound channels
20 — 25 Setwave parameters and clear all collision 1000 — 1050 Allocate a safe area of ram for the player
detection registers missile graphics and initialise it
50 — 70 Main program loop controlling collision 2000 — 2160 Install the vertical blank interrupt routine
detection and movement of missiles to control the helicopter, animation of the
100 — 110 Move helicopter missile rotor blades and enemy gunfire
150 — 157 Randomly select a new shape and position 2165 — 2167 Set up new screen display list
for the next enemy missile 2180 — 2195 Set up a display list interrupt to change the
200 — 250 Successful end of wave and bonus routine colours :
300 - 330 Collapsing dam sequence and sound. 2200 — 2403 Allocate another area of ram for the new
Check for a new high score character set and define the new graphics
400 — 480 Helicopter explosion, decrement lives and 5000 — 7001 Draw game screen, select skill level and

start the game

o
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Game

N to N10
WAVE Wave ny
mb
LEV  skil leve| =
B$ String

sileg

S;‘.-':" SHCE Score
. His i -

W lig |t

CLEAR
Misx

MHIT

BX, BY
MOVEs

VBINS Cﬂn?afns machi

1 REM ks a oo -t
2 REM * baM TROUBLE *
I REM % BY MICHAEL BAMTER *
4 REM ¥ (CIATARI USER *
5 REM b
18 N=B:NLI=1:NZ2=Z:NI=F:M4=4:N5=5:M6=b6:N
T7iRB=B:N9=9:N1B=10:BN=I7:BY=10:DIST=
B.8:HAVE-NL1:LEV=NL
11 COM MOVES(ZIZ2),B5(NI),SCSEME), HIS (MG
3,LI5INB) , M5 (3D :BS="FJ ":HHIT=53254:HH
IT=53252:CLEAR=5I278:MISK=53258
12 COM UBINS (14} : VBINS="h{L/BWI\ \E#":H
I5-"@"; SCE-HIS:POKE 281,M7:BHIT=53263
13 GOTO 1868
20 LI-M4:HAVE=NL
24 SOUND M,52,Md,N4:POKE CLEAR, M:COLOR
312:PLOT I8,N
25 FOR G=ML TO COUNT:POSITION W3+G, W:?
ME P NEXT 6:MS=STRS (MAVE) :POSITION M8

-LEMCHS] ,N:? WS:TRAP 368

VARIABLES

=
onstants 0—10 used for speed reasons

; i 2
Ontaining graphics for enemy mis-

Lives remaining

Clear collis '
: 10N registers lpeati
n r ca

ﬂ:};gup:&r missile ¥ positiunﬂun
opter hit by missile ~ei:
rh sile colli
Cgertn?f missile screen Coordinate
Ntains machine code m i

ne code tg start the vg|

A,
G General Purpose variables

sion detector

Ei"l‘r:)r‘p mMowvea

Fra il Main Prao: 3
98 IF STRIGCNI=M AND WNOT MSL THEM MSL
N1 :MA-HX 16! YM=PEEK (205) :POXE MPL+YM,
178:DIST=DIST+E.1
55 IF M5L THEN GOSUB 1@@
68 BM=BM-DIST:BM-INMT(BM) :LOCATE BX-M1,
BY ,Z:IF Z=I7 THEN 158
61 POSITION BX,BY:? BS;:SOUND NI,BX,MS
0, N4

62 IF PEEK{MHIT) THEN 151

63 IF PEEKCHHIT) OR (PEEK{BHITICIN AND

PEEK(BHITI {)N4) THEN 480

78 GOTO 58

EE 3, Move Helecopter Missile
188 HK=HX+ME:POKE MISHK,MN:S50UMD Ni,MX,
N, N4:IF MH}Z18 THEM POKE MPL+YM,M:M5L=
NiSOLUND M1, M, M, N:BIST=RIST-8.1

118 RETURM

148 REM ERUFISIT HATLT

143 REM

Choose Mew Co-ordinates

156 POSITION BH-W1,BY:? "(I"; :4=5IN(L)
tPOSITION BX-Ni,BY:? ™ " ie0TO 154
151 POSITION BM,BY:? "0";:A=SINCL):POS
LTION BX,BY:7 " “IPOKE S53278,M:MN=21
B SC=SCHNS SCE=STRS(SC)
152 POSITION 12-LEMCSCS),20:7 SC:COUNT
“COUNT-NL:IF COUMT=N THEN Z@&@
157 POSITION WiG+COUNT W;7 " ©
154 BM=36:BX-BM:BY-ML+INT (RND (N} %16):Z
ZINT CRND CNY#*M4) :MSO=INT CRMD ON) %M 7T) %N 2 :
ON I GDTO 155,156,157
155 B&="}7 ":GOTO 61
156 BS="&D ":60T0 61
157 BS="FJ ":G0TO 61
IRLN 3. W End Of Wave Eonus Routine
288 GOSUB 5S08:POKE 787N
2027 MH-218:GO5SUB 1068:WAVE-HAVE+NL:BONU
S=SeNLEV:GOSUB 228
284 IF LEV{NI THEN POSITIOM N, N:COSLA
5600
285 IF LEUXNL AND HH{128 THEN HX=HR+NS
‘POKE 53248 ,HK:POKE SI249,HR+1E
@6 POSITION BX,BY:? "  '";:BM=I7
218 COUNT=20:MSX=Z18:POKE 787,14:60T0
14
228 RESTORE Z58:FOR G=N1 TO BOMUS5:5C=5
CHML:5CH=STRSCSC) :READ A:IF A=-NL THEN
RESTORE 250:4=M
222 SOUMD N,A,NL1O,MLIB:POSITION 1Z-LENC
SC%),28:7 SC;:MENT GiRETURN
58 DATH 18,39,20,25,22,27,08,13,0,23,98

,23,0,23,8,23,-1
299 REM
388 GOSUB S86:FOR 6=38 TO 1 STEP -1:¥:=
NL+INT (RND (83 %18) :K=INT (RND () %N 3) : SOU
ND 8,80,8,15/G
I81 POSITION K,Y:7? “#';:MEXT G
382 FOR G=N1 TO 18:POSITION N,6:7
" INEXT G:GE=NY
385 COLOR 12Z3:FOR G=18 TO 15 STEP -Ni:
PLOT N,G:DRAWTO 39,G:A=SIN(G):SOUND N,
W10, 8,66:G6=GG-NI :NEXT G:COLOR 122
386 PLOT W,14:DRAMTO 39,14:COLOR 32:PL
OT N,NL:POKE 787,M:MX=210:G605U8 108:P0
KE 784,N:POKE 785, N
387 RESTORE 318:POSITION N18,N18
308 FOR G=N1 TO N9:READ A:7 CHRS (A+128
1;" “;iFOR GG=1 TO S8:MEXT GG:MEXT G
389 FOR G=1 TO 308:NEXT G:POKE 559,M
318 DATA 97,98,99,188,32,181,182,108,1

83
3128 IF VAL (SC5I VAL CHIS) THEM HI$=SC§

318 GQTO 2588

339 REM festroy Heleco

480 K-USRO1748) :POSITION BX,BY:? "
JiME=Z216:605UB 1e88:&05UB S68:POKE 5324

9, HK+NB:POKE 787,N

Turn to Page 20 »

19
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4 From Page 19

48l LI-LI-NL

482 IF LI=NI THEN LIS="f1 4t *»

493 IF LI=NZ THEN LIS="{t "

4Bd IF LI=ML THEM LIS=" "

410 GG=PEEK[Z85) :FOR G=75 TO Wi STEP -

WZ:POKE PLMt1824+GGHRND (M) *NE, PEEK(SI?
78

428 POKE PLM+12BO+GG+RND (N)XNB, PEEK(5
7781

425 POKE 704 ,G/M5:POKE 785,G6/M5:50LND

N,75-G,NB,NB:50UND NL,PEEN(S3770) ,MN8,N
B

4308 MENT G:GOSUB 588

460 Z=USRCL758,PLM,1824) :IF LI=M THEM
I68

478 POKE 53248,HN:POKE 53249, HE+16:POK

E 53256,1:POKE 784,108:POKE 785,18:POKE
285, E6:POKE 286, N2 :K=U5SR(ADR (VBINS))
480 POKE 787,M8:POKE 786,M8:POKE CLEAR
N:POSITION 38,22:7 LIS;:SOUND M, 52,N4
,N6:G0TO 154

FEL 13,0 Clear Al1 4 Sound Channels

5a@ FOR G=M TO W3:SOUND G,M,N,N:MEKT G
:RETURN
995 REM
1688 POKE 559, M:GOSUB 2280:PM=PEEX (186
3-16:GRAPHICS W:POKE 559,M:POKE 54279,
PH:PLH=256%PM: POKE 756,204

1810 RESTORE 1815:FOR I=1748 TD L731:R
EAD A:POKE I,A:WEXT I

1815 DATA 1e4,168,98,16%,226,169,7,76,
97,228,104,104,133,204 184,133,263
18208 DATh 184,133,206,164,137,206, 166,
706,160,0,169,8,145,283,136,208,251,123

8,204

1038 DATH 202,48,6,208,244, 164,205,208
, 248,198,284 ,160,8,145,203,36

1848 Z=USRCL758,PLM, 2048) ; WPL=PLH+1516
NT

1858 POKE 53277,M3:POKE S1278,M:POKE 5
1248, HK:POKE 53256,N1:POKE 623, N4:POKE
285, 108

1998 REM
1999 REM | % Animate Helecopter
7988 IF PEEKCL53I6)=173 THEN 2588

7881 RESTORE 218@:FOR I=1536 TO L673:R
EAD 4:POKE I,n:NEKT I

78@7 ADDR=PLMHLBZ4:HI=INT (ARDR/Z56) LD
-ADDR-2S6%HI:POKE 15%1,L0:POKE 1592,HI

7883 ADDR-PLM1288:HI=INT (ADDR/256):L0
-ADDR-256%HI: POKE 1597,L0:POKE 1598,HI
7084 ADDRA=PLM+18I0:HIZINT (ADDR/256):L0
~ADDR-256%HI:POKE 1623,L0:POKE L1624, HI
:POKE 1642,L0:POKE L643,HI

78085 ADDR=PLM+1847 :HI=INT (ADDR/ 2561 :L0

=ADDR-25E%HI :POKE 1626,L0:PONE 1627,HI
'POKE 1647,L0:POKE 1648,HI

7806 ADDR=PLM+LEE4:HI=INT (ADDR/2563:L0
=ADDR-25E%HI: POKE 1629,L0:POKE 1638,HI
:POKE 1652,L0:POKE 165I,HI

218@ DATA 173,138,6,73,255,141,138,6,1
73,121,6,73,15,141,121,6,173,1208,2,201
7118 DATA 14,248,6,781,13,248,12,208,1
#,165,205,201,42,144,12,198,205,208,8,
165

71208 DATA 285,281,165,176,2,238,7085,16

2,8,164,205,189,128,6,153,0,0,189,123,
&

2138 DATh 151,8,8,768,232,224,9,2008,123
8,165,786,234,233,2,133,206,141,3,1988,
248

7148 DATA I,76,98,228,164,207,153,6808,
pee,153,8,0,153,0,8,173,10,218,41,178

7158 OATA 133,207,168,169,128,153,088,

gee,169,16,153,0,0,169,32,153,0,0,208,
217

2168 DATA 0,15,64,99,63,7,3,1,8,9,255,
128,224 ,248,132,254,252,8

2165 RESTORE 2167:FOR I=1675 TO 1789:R
EAD A:POKE I,A4:NENMT I

2167 DATA 112,11%,80,67,0,08,16,4,4,4,4
yhy g A A 4,4, 4, 144,80,
1,2,2,2,65,114,6

FIRCI 0 Display List Interrupt To
PSR 1.0 Change Screen Colours On
Phr Ml The Last Four Lines
2180 RESTORE 2198:FOR I=1718 TO 1738:R
EAD A:POKE I,A:MEXT I

2198 DATR 72,169,6,141,18,212,141,26,2
98,169,8,141,74,208,169,12,141,23,208,
104,64

7195 GOTD 2588

PICLR (4.0 Define New Character Set]
2288 G=PEEK(186)-M8:POKE 186,6:IF PEEK
{1735) THEN RETURN

7781 RESTORE ZZ1@:FOR I=1 TO 32:READ 4
+MOVES (II=CHRS (A) :MERT I

7718 DATA 184,184,133,204,1084,133,203,

" 184,133,1286,184,133,205,162,4,160,0,17

7,203,145,205,136,208,249,230,284, 230
2711 DATA 2086,202,208,248,%6

7278 G=G-NB:SET=R:G=SET®iI56

2238 Z=USRCADR (NOVES) ,57344,6)

2240 TRAP 2243:RESTORE 2380

2747 READ G:G=C¥MB:FOR I=G TO GN7:REA
D A:POKE SET*2564I,A:MEXT I:60TD 2242
2243 POKE 1735,5ET:RETURN

2388 DATA 65,8,8,127,127,127,128,128,1
20,66,8,9,225, 243,243,243, 243,243

2385 DATA 67,8,8,255,255,255,199,199,1
99,68,8,8,38,159, 159,159,159, 159

2310 DATA 69,8,8,15,31,191,255,255, I55
,78,0,0,0,0,46,48,48,48

2315 DATA 71,129,120,128,112,119%,119,1
19,7,72,243,243,243, 0,255, 255,255, 255
2320 DATA 73,255,255,199,7,231,234,1231
,224,74,159,158 158,158,158, 158,158,8
2325 DATA 75,255,239,79,15,15,15,15,8,
76,48,48,48,48, 48,48, 48,48

2338 DATA 77,60,68,60,68,60,60,60,60,7
8,8,126,254,254,224,224,224, 224

2335 DATA 79,9,60,126,182,182,182,126,
§6,80,8,119,11%,119,119,127,127,62
2340 DATA 61,48,62,63,51,51,51,63,62,8
2,48,49,51,51,51,51,51,49

2345 DATA B3,8,248,248,128,224,128,248
,248,84,60,60,24,8,8,24,24,0

2158 DATA 51,8,62,96,68,6,6,124,08,19,8
9,62,96,96,182,102,62,0

2355 paTa 35,8,62,96,96,96,96,62,0,46,
#,124,182,102,102,1082,102,8

7368 DATA 89,8,15,192,99,63,1,0,8,%8,8
,254,64,240,148,254,252,0

2165 DaTa 13,8,68,182,182,126,182,102,

I,5!.#.124,lii,liﬁ,li#,iﬂ!.!9;'

2370 DATH 7,0,24,24,46,0,0,08,0,16,0,68
,182,182,102,102,60,8,23,0,126,6,6,6,6
16,8

2175 DATA 124,102,182,1082,102,162,182,

iez,10%,13,9,255,255,98,8,255,255,9

2388 DATA 1,192,192,192,192,192,192,19

2,192,3,248,248,248,240,240,248, 240,24

-]

7185 DATA 4,252,252,252,252,152,252,25
2,252,5,155,155, 255,255,255, 255,255,125

5

2386 DATAH 6,179,178, 178,174,178,176,17
é,178,8,0,8,8,8,8,8,8,34

2198 DATA 9,2498,192,8,8,98,8,192,248,18
,5,11,85,255,204,204,207,12687

23195 DpaTa 11,64,88,84,252,284 204,252,

152.L!.I.l,i;l,ﬂl,lﬁi.!i!.251,11.252.2

§2,253,253,255, 243,243,255

2396 DaTa 14,8,88,84,85,255,63,63,1255,

15,85,85,85,255,195,195, 195,255

2397 DATA 26,0,0,8,8,2,18,4%,42,27,8,8
,i,!,ll.165.1?!.1?‘,23.1?!,1?!,1?!,12-

4,1,4,!.!5,1?I,l?I,l?i.lil.li,lﬁ.iﬁ,ii

23198 DATA 39,8,8,63,236,238,61,0,8,31,

15,68,152,252,252,252,68,15,32,194,248
,62,15,15,68,242,192

2399 DATH 36,4,143,60,248,240,188,15,1

31,38,3,12,48,219,219,48,12,3,42,3,12,
12,255,255,12,12,3

2408 PATA 127,8,8,8,85,85,85,85,0,96,12
84,48,15,204,51,204,243,60,123,255,253
,127,155,223,255, 253,255

7481 DATA 127,192,243,127,255,223,255,
753,255,97,255,195,19% 192, 287,195,255
, 155,98 ,68

2482 DATA 255,195,195,265,195,135,19%5,
99,195,195, 255, 255,195,19%5,195,195, 108
' 255,192,192,25¢2,192,192,25%,255,181
2483 DATH 255,195,195,195,195,195,255,
155,1.2.1!5,135,1!5f1?5.155.i!ﬁ,iii,ﬁl
,183,252,195,195,255,252,195,195,195,#
LTI GN 5et Ualues For A New GaMe
2588 POKE 62,M:7 "K'":POSITION N,N:POKE
756, PEEK{17I5) :POKE 752,M1:POKE 1679,
PEEKCE8) :DIST=0.8:BM=36 :BR=BM: HK=70
2581 COUNT=28:POKE 53248, HN:POKE 53243
JHEHLE

2582 POKE L688,PEEK(89):POKE 568,133:P
OKE 561,N6:POKE 512,174:!POKE 513, N6:PD
KE S4786,192

7583 Z-USRC175@,PLM, 2048) :POKE 285,189
+POKE 206 ,MZ:G=HSRCADRCVBINS)) :POKE 78
7,14:POKE 784,12:POKE 785,14

2584 POKE 786,MB:5C=M:S5C5="a"

PR I3 W Screen Display,

08 7 "WAUEY:T MmN 1vd wyyyved spxing

{_- lex!ll

SEA5 7 UEXHU:T? UEEATLT UXEmtr? UeXe

Sga9 T UEKE

5018 7 “EKSY

S011 7 "XEA

5812 T URENEIW

5813 7 "Kaxm

5814 7 “KEES

5015 7 “XrEE

S8L16 7 "EEKKI™

5817 7 “RXENH ' it g
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Game

1 CAJ (W) 202 115 () 09% EK1 (9) 2218 2C4 (7) 2483 ECS (T)
2 CAK (3) 204 TMR (J) 1800 3P6 (E) 2211 DYS (R) 2450 DRP (V)
3 CAL (V) c@5 AHA (8) 18108 FLA (4} 2220 &PH (¥) 2500 DEK (&)
& CAN (4) 206 VAG (Q) 1815 EEM (L) 2230 UMy (0) 2581 POJ (K)
5 CAN (W) 218 490 (G) 1028 N1@ (1) 2240 MBM (0} 25@2 Umo ()
10 WV () g2@ Y52 (@) 1038 awH (U} 2242 WK (V) 2583 RUS (4}
11 W5 (GR) £2? RGR (G) 1048 A17 (G) 2243 FSK (W) 2584 NXJ (1)
12 JOB (6) 230 L9s () 1850 UGR (2) 2308 F&Y () 4999 EWR (5)
SLEELLELEE"; 1 IF  NOT COUNT THEM RETURM 13 QFF (6) 299 EJT (T) 1998 EVN (3) 2305 GVA (4) 50808 160 (N)
28 02p (5) 00 W9s (5 1999 EWN (2) 2310 YAS (M) SP85 H9S (L)
50208 7 "ISCOREIBRAE8+343 | Piq//494309R 24 DP8 (4) 301 NG (V) 2000 RaT (X) 2315 PGE (J) SEE9 LYP (H)
EMAINING' £5 LA (N} 582 235 (A) £B81 FBH (F) 2320 NNS (@) 5810 LRP (KD
5021 7 ,,"3M A 1Helin EE bK2 tgh Egg ;l; [g; EEIE% LUF Eg, ES%; EEE Ex: 5811 LUP (H)
7 ny 34 PR ) 33319 30 Wea (2] J ( 2003 LKX (8) 23 aL (L) 812 NOP (H)
::Iifl L,,F::“g:“:':::mm;f;:ﬂ HIS 55 E90 (2) 307 1LF (6) 2004 WIE () 2335 ADS (L) 5013 NGP (H)
; S 60 YOM (4) 388 AEY (Y) 2805 WRS (7) 2340 1L (() 5814 WIP (H)
5023 7 ,,"¢BY MeDAKTER'36";:POSITION M 81 R&T (1) 309 5Y6 (1) 2006 WX (4) 2345 9AL (6) 5015 MLP (H)
5,M:7 "gea" 62 GTF (5) 310 WET (8) 2188 NHW (&) 2358 Ya5 (R) 5016 MR ()
5868 POSITIOM 32,W:? “LEVEL ";LEV:POKE 63 URM (7) 320 G834 (A) 2110 a3 (E) 2355 0cJd (a) 5817 Jul (E)
599,62 @ KKR (F) 330 RGY (R) 2120 NSO (K) 2368 ¥NG (&) 3818 FHE (E)
9878 IF PEEK({53273)=N5 THEN LEV=LEU+N1 99 p19 (M) 399 ElU (K) 2130 BAA () 2365 ANG (W) 5819 170 (@)
JFOR G=15 TO N STEP -M1:SOUMD M,15,M18 100 CKH (T) 00 P36 (D) 2148 K10 (P) 2370 PUU (P) 5020 58C (E)
yG:NEKT G:IF LEV=N4 THEM LEVY=N1 112 :jg ‘r:l]l igj '355' :a} E*;g n;é {ﬂ i;;; ?i: ;a: Egg" SWM (%)
& 48 pus () P E) 21 W } Q) @822 KUZ (G}
:::: :iTzE::;:“""“ et 149 ONS () 4B3 HOS (X) 2165 643 (F) 2385 RCL (0) 5023 M2a (5)
158 KLW (1) LRL HZE (&) 2167 FX& (3) 2386 0U3 (F) 5068 WGU (1)
5308 FOR G=8 TO 255:50UND 8,255,18,18: 151 3UC (8) 418 511 (6) 2175 DNP (7) 2398 841 (6) 5870 VSA (6)
S0UNDP L,255,18,7:POKE S3768,G:MENT G 152 CEN (W 420 JY1 (6 2176 DPP (3) 2395 USF (M) SEPEA TSM (P)
6888 RESTORE 7Te88:TRAP 28 153 WéH [E] 425 KY1 (L) 2177 DAP (V) 2394 D41 () SE%3 PRO (R
EB28 READ A:SOUND M,4, NL8/N18:G0TD 682 154 PP (A) £30 8x4 (W) 2188 FLZ (7) 2397 EDV (R) 5900 461 (U
8 155 2HK (8} AR CHM, (XD 2198 XYF (7] 2398 LPU (&) 6008 GLO (R)
7688 DATA 186,98, 95,85,90, 88, 85,75, 80, 156 36K (9) 470 H2P (K) 2195 PUN (1) 2399 114 (F) 6020 164 (Y)
157 :.L'IT x?] #EE EDW (D) 2199 pwp (5) 2ol vsm (a) TOR0 AAL (R)
»48,35, 46,36, 35,15, 10,16, 25,15, 14 200 496 (6) 500 134 (9) 2201 OH7 (6) 2402 D3N (2)
7eeL paTh 16,15,5,18,6,5,0,8 oE.
PO BOX 78 MACCLESFIELD CHESHIRE SK10 3PF
Telephone (0625) 25228 /\
ATARI ROMS ATARI CASSETTES ATARI DISKS
12 )] R R S 995 AcoofBces..... ... 8.50 Aternate Reality Il.............. 16.95
Donkey Kong Jnr ............... 1295 ARRAnDld: = VB AT e e S 10.95
Final Legacy ... 12,95  Alan Ages ..o a3 Autockied oo 16.95
[T e st e 208 ARDRG e SRR 8.50 Basil: Mouse Detective ...... 12.75
Maan Patrol oo, 12.95 Basil: Mouse Detective ........ B8.50 Beach Head Il .........c.coevins 12,75
MS PECMIEN oo, 12.95 Colossus Chess V............... el SR 12.75
RoODOWOM oo 12.95 BT | o B B B e e 695 F-15 Str_'il-ce | | . 12.75
TAT s n e g.g5 Football Fortunes ............... 12.75 Flight Simulator Il ............... 39.95
Four Star Games | ............. 6.95 Football Fortunes............... 15.85
ATARI BUDGET CASSETTES Gauntlet (E4K])..............c.....8.50  Gauntiet 64K ........o.o............ 12.75
180 2,93 Deeper Dungeons.............. 495 Deeper Dungeons................ £.95
BMX Simulator ...........ccccceuns 1.95 Gnome Ranger............ccme. 8.50 Gnome Ranger.........ceece. 8.95
Boulderdash .............ccoevenee. 2,95 International Karate............. 595 Guild Thieves 84k .............. 16.95
Boulderdash Il .........ccccvmniaee 2.95 Jewels of Darkness 64K ....12.75 Jewels Darkness 64k......... 12.75
[ 1 el e 3.95 Kennedy Approach ... B.50 HKennedy Approach ............ 12.75
Decathlon ......coooevereesenseees .. 1.85 Leadarboard .........coceemeencenns 8.50 Kl'ligh‘t e e L
5 (1 SR A 1.95 Leaderboard Tournament...4.95 Leaderboard ...........ccce...... 12.75
Football Manager ................. 2,95 Little Devils.......cccrrueeenn. 6.95 Leaderboard Tournament ....6.95
Footballer of the Year ........ 295 Living Daylights ....................8.50 Living Daylights .................. 12.75
Four Giroat Games Hlo......... 495 Mirax Force ........................ 6.95 M|rgx Fprce .......................... 8.95
f NIGhIMEBS .....cococveriresinisvenss 68.95 Mini Office Il .......cccoccen e, 16.95
Four Great Games Il (disc)..5.95 g
; R T e L N R i P T e T e s 16.95
Henry's House...................... 1.85 Platform Perf. E4H ................ 850 Pawn Bdk........cooicerinrsenias 16.95
MEBBIBICNBES .ovorreee e 1-35 Shoot em B e 8.50 Pirate Barbary ...........cccoc.... 8.95
Micro Rhythm ................... 195 SBGREBBAEe s D50 SHONLSONIEF - 12.75
Missing one Droid ................ .95  gilicon Dreams 64k ............ 12.75  Spy V8 Spy H...ocvmmammusionsnes 12.75
O LIV TL- SR 295 spy Vs Spy .. i 8.50  Tomahawk 64K.................. 12.75
Panther .......oueriniceninnenns 295  Tomahawk 64k............ 8.50 Trivial Pursuit ..................... 16.95 L/
TranSmMUDE ....ouiiaaiiesncesns 1.95  Trivial Pursuit ..................... 12.75 Wargame Construction Set 16.95
Univarsal Hem ........ovevies 1.95 Winter Olympics ................... 6.95 Winter Olympics ...................8.95

Please add 50p handling to all orders under £5.
Cheques/PO's payable to: SUNARO SOFTWARE (AU)
Girobank Transcash to account: 664 6638
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USER

Programming becomes so much easier when you've got
the right tools for the job. With this Atari User package
you can add TEN new commands to Atari Basic to
dramatically improve your performance. PLUS your
Atari will generate meaningful error messages
instead of cryptic numbers.

Toolkit automatically boots in from cassette or
disc and makes use of a normally unused area of
memory.

This package of stunning utilities — specially
commissioned by Atari User — is an absolute
must. It comes complete with comprehensive
on-screen instructions telling you how to get the
most from each of the programs. ™

and present
s
the usefu|

Afﬂﬂ USE"}'

Converts

Instantly numbers

renumbers between 3

your Basic decimal, ;
i hexadecimal

and binary.
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R —— T R

£5.95 tape
£7.95 disc
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Feature

THIS drawing program was first pub-
lished in the July 1985 issue of Atari

User. It was written for the Atari ST

by Grant Owen, but due to the lack of
this sort of software for the 8 bit Atari
| decided to convert it.

Although many simple drawing and
doodling programs exist, none of
them allow you to draw a plan view of
a shape and then convert it into a 3D
image and view it from various
angles.

Type in the listing — remembering to
check it using Get it Right! — and then
save a copy to tape or disc. When you
run it follow the instructions that
appear on screen. All the drawing
must be done on the right hand side of
the screen. To define a shape mowve
the cursor — using the joystick plugged
into port one — to a position on the
screen and press fire to plot the point.

Now mowve the cursor to the next
point you require, press the button
again, and the computer will auto-
matically join these points together.
Continue this process until you have
finished your flat design. You are
allowed to plot a maximum of 30
points on screen — if you wish to plot
less than this press Start to finish.

You are then asked how many faces
you require the finished drawing to
have — the maximum number is 30. If
vou choose this the drawing will be a
smooth and rounded shape -
selecting 10 will give a rough profile.

The computer will then work out all
the points it needs to draw for the 3D
shape. When all the calculations have
been completed you are asked to
enter the angle you wish to view it
from. If you enter 0 the computer will
draw a cross-sectional view of the
image. | found that 0.25 and 0.5 were
the best angles to use.

The program was written to work in
graphics Mode 8, but with some work
it can be made to work in a lower
resolution with colour.

1 REM 3D DRANER

2 REM CONVERTED BY ROBIN EDWARDS

3 REM FROM A PROGRAM ORIGINALLY

& REM WRITTEN BY GRANT OUWEN

5 REM {cIATARI WSER

18 RAD

20 GRAPHICS B:SETCOLOR 2,@,B:POKE 752,
1

30 MP¥=200:MPY=20

4@ MAX1=3@:DIN X(31,31),¥(31,31),10(31,
in

v WELCOME TO 30 DRAWER':?

ol 7" PRESS FIRE TO COMTIMUE®

78 IF STRIG(@)=1 THEN 7@

75 7 CHRS(125)

60 DX=160:0Y=96:LET POINT=B:P1=3,1415%
2h

98 COLOR 1:PLOT 16@,1:0RANTD 168,191

e
128
138
148
150
160
178

180
190
200
210
|

230

GOSUB 560

IF STRIGC@)=0 THEN GOSUB 3B@
IF PEEKI(53279)=6 THEN GOTD 164
DX=MPY:DY=MPY

IF POLINT>B THEN GOSUB T4@

GOTO 188

¥ “RUMBER OF FACES-"; :INPUT F

T "1 NOW HAVE TO MORK THIS LOT OUT

IF F=&9 THEN F=49
SN=SINCPISCF/2))

CS=COSCPISCF/2))

FOR L=2 TO F+1

IF L=F/2 THEN 7 "WELL I'M HALF WAY

FOR %=1 TO POINT

248 XK LY=0(K, L=1)+C8-20K,L-1)#3SH

258
260
2rf
HEN
280
290
3@0
319
320
330
340

Test out this neat

rawing routin '
ROBIN EDWARD Y

YK L)=Y(K,L-1)

DK LI=T 0K, L-1) 205+ X K, L=1)%5N
?EIT K:MEXT L:G0SUB 420:1F WN=99 T
GOSUB 418

GRAPHICS B:SETCOLOR 2,8,@:60T0 &@
LET POINT=POINT*1

FLAG=1

7 POINT:" POINTS SET
YOPOINT,1)=DX-140

Y(POINT,1)=DY

Turn to Page 24 »
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4 From Page 23
350 1(POINT,1)=0
360 GX=X(POINT-1,1)4168:6Y=Y (POINT-1,1
] ¥
370 6X2=X(POINT,1)+160:6Y2=Y (POINT,1)
380 IF POINT>1 THEN PLOT GX,GY:DRANTO
812,612 NCkT fai A 4 At
398 1F POINT=MAXI THEN 6070 168 AR e
408 RETURN TP Y i
410 IF STRIG(B)= THEN RETURN e R L )
415 GOTO 410 g P R b o ot
420 7 "INPUT ANGLE “;INPUT NN il ;9? ;;; E;g Ei{ ;j; ;ﬁg ﬁi; :éj
430 GRAPHICS B:SETCOLOR 2,0,0 20 SUR () 270 Uik (3) 520 AXU (6)
440 IF NN=99 THEN RETURN e ol i
450 FOR L=1 70 F 30 vaC (2) 280 PUK (P) 53 P35 (9)
460 FOR K=2 T0 POINT 40 2NL (9) 298 021 (A) 548 TRS (3)
470 H-Iéﬂ:itﬁ-1 L) 58 YOU (K} 3@@ HJT (43 558 RT9 (E)
.80 J:T[H-1 L) RNAZ (= 1.0 60 B1a (X) 310 KF2 (6) 56 VHK (7)
(R s CE LS e 70 GEQ (7) 320 JFT (P) STB LK6 (A)
fo e 75 PWe (R) 330 9P6 (W) 5 NG7 (W)
SO0 W=Y (K, L)-NN#2(K,L) 585 COLOR @:PLOT MPY,MPY:PLOT WPX,MPY+ b gl fag 42 o Egé e age)
518 PLOT H,J:DRANTO N,M 1:PLOT MPX+7, MPY:PLOT MPE+1 MPY+1:COLD 90 63 "” ;"H a6 (1) E“S S3BF ()
520 PLOT N, M:DRAWTO 16BX(K,L+1),¥(K,L R 100 P2) 5) 360 GLN (2) 598 SA9 (P)
+1)=NN*Z(K,L#1) 590 RETURN S RIE (o SIB D 159 TeB bey (D)
530 NEXT K 740 REM 13 i Ry T e e et
540 NEXT L:60TO 420 750 1F NPK=EPK AND NPY=EPY THEN RETURN e PR
355 RETURN 768 COLOR @ * o 160 SHH (7) 400 R&E (K) 770 M&J (32
SEF S=STICKIA) 778 PLOT X(POINT,1)+160,Y(POINT, 1) :DRA 158 Q47 (@) 419 YIS (7) 788 MOY (&)
570 X2=(S5=7)-(5211):Y22(5213)-(5=14) :M NTO EPX,EPY 160 Y00 (€D 415 Q54 (L) 790 el ()
PA=MPX+X2#3:MPY=MPY+Y 243 780 COLOR 1 : 70 CKT (K) 428 WU (H) Ig’ﬁ -:E‘ (1)
575 IF MPX<161 OR NPX=318 OR MPY<1 OR 790 PLOT K(POINT,1)+16@,Y(POINT,1):0RA 180 OHU ©4) 438 UYS (2) 810 mAb (1)
MPY=155 THEN MPX=MPX-XZ#7:MPY=MPY-¥243 WTO MPX,MPY3BR EPX=MPX:EPY=MPY 190 870 (2) 44D 8Y2 (M) okt
580 PLOT MPX,NPY:PLOT MPX,NPY+1:PLOT M 8OO EPX=MPX:EPY=MPY 200 THe. (33 A58 Tak (D)
PX+1,MPY:PLOT MPX4+1,MPY41 §10 RETURN 3 e :

STORT SOFT

MAIL ORDER SPECIALISTS

Special purchase of Certified & Guaranteed Bankrupt Stock 35" SPECIAL OFFERS
100 DS/DD 48TPI Discs 25 SS/DD 135 TPMF1DD) & B0 or 60/90 locking disc box
50 SS/'DD 135 TPMF10D) & 80 or 6030 locking disc box
£29 95 25 DS/DD 135 TPI{MF2DD) & 80 or 60/90 locking disc box
. 50 DS/DD 135 TPI(MF2DD) & 80 or 60/30 locking disc box
Inc Sleeves, Labels, Write protect. 135mi unbrandad 10 P 80 100 500 10
Limited offer while supplies last. in a casa
ALL DISCS CARRY A NO QUIBBLE REPLAGEMENT GUARANTEE, ARE CERTIFIED 100% S50 (WF100) SR AT N e S IRE D, SEiee
ERROR FREE AND COME WITH LABELS, 51 ALSO HAVE SLEEVES AND WRITEPROTECTS, o0 IM200) WINPT TR el e T,
FLIP SIDED DISCS HAVE TWO INDEX HOLES AND TWQO NOTCHES.
ATAR| 5T 1 MEGAEYTE £139.00
AMIGA 1 MEGABYTE £129.00

NGO ADDITIONAL LEADS OR POWER SUPPLY RECQUIRED

ATARI HARDWARE - BARGAIN PRICES
( M 27595

520 STM, SFa54 (0.5 meg driva) ..
520 STM, SF314 {1 mag drive) ... TR e
520 STM, SF354 & SM125 mono ‘monitor .

520 5TM, S5F314 & SM 125 .

BLAMK 5' " DISCS 1040 STF 7 SM125 mona manitor ...
100 DISCS PURCHASED Maga ST (2 megabyte RAM & 1 mag I:I"NEI) g i
DISK NOTCHER FREE WITH EACH 5 I Mega ST (2 megabyts RAM & 1 meg driva) & SM125 . T
UNBRANDED TRIAL 10 25 50 100 libeary case Maga ST (4 megabyts FAM & 1 meg drive) .. it 1 e R Bl g Ly TR
DS 48TPI £5.50 £11.00 £18.00 £35.00 £6.50 All Hardware comes with free dust covers!l All 5Ts come with 5 public domaln discs indudng
DS #TPI £8,50 £13.00 £21.00 £37.00 E7.50 CPM emulator and the arcade game Megarosds, 5 blank discs o 9ot you going or choosa 5
BOX OF TEN BRAMDED PRECISION DS/DD 48 TPl DISCS £6.99 additional discs om our public domain hbrary, Basic language disc and manuals. 520 STM
ONLY ith 1t Word word nd spalling chocke
LOCKING DISC BOXES el i e bl :
5'/," HOLDS 50 E7.95 5%," HOLDS 100 £9.95 COMPUTER ACCESSORIES
;3'.’2" HOLDS 40 £7.95 BO/90 (HOLDS 80 3" or 90 3715 £9.95 5.25" DISC NOTCHE R {Double your disc capacity on a singhe sided drive) .. e a s
DISC CLEAMIMNG KITS Lqml non-abrashee 'jfpﬂ prnmcl your valuabke mare
ANCILLARIES 525 DCK , i 3.5"DCK . i e £4.95
SPECLAL PHI'_."E
STABMAMIGAPC 1512 TO CENTROMICS PRINTER LEAD £7.95 MIOSFT, SMMB04 Printer, SC1224 Colour Menhar, 1t Word & Spol It plus ns “ pEg900
ST TO RS232 MODEM LEAD E7.95 MEGA ST (2 maq), SMMB04, 5C1224, 151 Word & Spall I **£1:250,00"
SWITCH BOX—2 POSITION (e privier 1o 7 compuiars and vioe-varsa) Ceflronics of RS210-pleese spacly  £20 55 MEGA 5T |4 meg), SM215 Mona Monitor, SLMA04 Lasar Printer & SH205 Hard [Diac Drive L2608 .00

Justwrite for more information. Cheques etc. payable to STORT SOFT {International orders add 10°% and remit in pounds Sterling by bank draft or international money order. Write for quote
im any other currency).
ACCESS'MASTERCARD EUROCARDVISA accepted. CREDIT CARD ORDER LIMNE — 0279 83509

24 HOURS A DAY, T DAYS A WEEK - VAT & P.P. INC. NO HIDDEN EXTRAS - WHAT YOU SEE
IS WHAT YOU PAY

18 CROWN CLOSE, SHEERING, BISHOP'S STDHTFOHD, HERTS CM22 7NX
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Brian Jobling, one of the founders of Zeppealin Games and author of Speed Ace

isions of success...

Neil Fawcett takes a look at a new software

company, a new game and its seasoned author

IN an ever-expanding software
~ market it is always pleasing to see a
new product arrive in the office — and

Speed Ace certainly had us all

buzzing.

Itis the first release for the Atariby a
newly formed company, Zeppelin
Games, which decided to enter the
world of budget price software. If all
its products are as good as this one it
can look to a prosperous future.

The game is a one or two player
motorcycle simulation which uses a
split screen display similar to the old
Pitstop Il game. After playing it for a
while | was intrigued to find out why a
full price product of this calibre is
priced at only £2.99. So | packed my
bag and headed for Newcastle-on-
Tyne to talk to the author Brian Job-
ling, who is also one of the founders of
the company.

When you meet Brian the first thing
that strikes you is his age. At 19 he has
already chalked up an impressive list
of games on various computer
formats. His successes on the Atari
came about while he was working for
Tynesoft —Winter Olympics, Phantom,
Who Dares Wins Il and Mousetrap.

| summise that it was the success of
these — especially Winter Olympics
which sold over 4,000 copies in its first
month — that allowed him to buy his

Porsche at the tender age of 18.

When | asked Brian why the game
was so cheap his answer was very
simple: Zeppelin want to show that
high quality software can be produced
and sold at a budget price. It has
certainly done that with Speed Ace.
Unlike most budget companies who
bring out up to 10 titles a month of an
average quality, Zeppelin will only
produce around two or three games a
month. But because more time is
spent an each, the quality will be very
high.

Zeppelin was formed on 30 Septem-
ber last year by Derek Brewster,
Martin O'Donnell and Brian Jobling.

They have their own in-house pro-
grammers and various free-lance
writers and, as well as supporting the
Atari they produce budget games for
other micros.

Derek is the man who got Brian
interested in the world of program-
ming. He was converting games for
the Amstrad CPC, but since then Brian
has moved on to better things. Derek
used to be an editor on a computer
magazine.

With all this experience the com-
pany has the potential to succeed, but
what really sells the products is their

Turn to Page 26 »
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quality. The packaging has been
produced in a very professional way.
Original artwork and eye-catching
style makes the product jump of the
shelf at you. So, best of luck Zeppelin
and keep those quality products
coming in.

NEW RELEASE

As with most budget releases,
Speed Ace is only available on
cassette. Being the first release for
Zeppelin, they will be hoping for a
huge success.

When loaded you are presented
with the main menu from which to
select your race options.

If you choose a one player game
you will race against 19 other
computer-controlled riders on a full
screen. The scrolling is very fast
and simulated speeds of up to 192
kph are possible.

In two player mode you can race
against a friend using a joystick
plugged into port two. The screen
is split into two each half giving an
independent view, with the two of
you being the only riders. This
technique slows the game down a
little, but racing against someone
other than the computer is great
fun.

You can choose between nine
different race tracks with from one
to nine laps on each. The circuits
include Brands Hatch, Silverstone,
Jarama, Paul Ricard and Daytona.

The inlay card says that the com-
puter tracks are identical to the
originals, but not knowing them
personally | can't dispute it —
although Brian assures me they
are.

To control your bike, push for-
ward on the joystick to accelerate
and pull back to slow down. If you
collide with another rider it results
in you temporarily losing control
and it will take you a little time to
regain speed.

Leaving the road or touching the
kerb also slows you down dramati-
cally, so take the bends at a com-
fortable speed and it will pay off in
the long run. | found that under 140
kph was a safe speed for bends.

After a race you are presented
with the score table which shows
the best time for that particular
track and the time you have just
achieved. It also shows what pos-
ition you finished the race and the
best position you achieved.

The graphics are superb and the
scrolling exceptionally well
executed. Sound effects could be
better — a catchy little tune on the
main menu would have been nice.
Having said that the constant

sound of the engine revving and
the crunch as you grate your legs
into the ground as you go round a
corner are adequate.

The feature | really liked was the
way the bike leans to one side as it
goes round corners; this Is
smoothly done and adds the fin-
ishing touch to a super motoreycle
game - the first of its type that |
have seen for the 8 bit Atari’s.

At £2.99 this game is a bargain
and must be a winner for Zeppelin
and Atari computers alike. | will be
very surprised if it doesn’'t turn out
to be one of the best sellers in 1988.

Zybex will be the next release by
Zeppelin for the Atari 8 bit and
although the version | saw wasn't
finished, what | did see was superb.
It promises to astound Atari games
players with its quality and addict-
iveness.

The game involves two rebels —
Rinser and Cassalana — who have
been sent on an almost suicidal
mission to escape the nightmare of
Death Row.

To escape execution they must
go to various strange worlds in the
Czoken system and fight weird and
deadly aliens. From each of these
planets you must collect a teleport
crystal. Each crystal gives you
access to another world until you
reach the restricted levels and face
the ultimate challenge — the Zybex
itself.

If you obtain this it will ensure

that your captors remove death
rings from your necks.

To help you with the mission you
are given the Orbit weapon with
power level one. This can be
increased as the game goes on by
picking up weapons of the same
type.

There are others that you can get
and these include the Rail Gun, the
Wall, the 8-Way and the Pulse. The
game is described as having a sim-
ultaneous two player option — two
players on screen at the same time.
Very nice to watch.

The graphics are stunning and
the music was some of the best
ever on a game for the Atari, and
believe me I've heard a lot.

The graphics for the backdrops
are some of most original | have
seen. A lot of thought has been put
into designing the aliens you fight
and the weapons that you use. All
in all this game is a credit to Zep-
pelin.
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NEWS..

Service —

has new
specialist
role

ONE of the country’s leading
learned societies has joined
MicroLink.

The British Psychological
Society has nearly 12,000
members and is involved
with government, the health
and education services,
academic institutions and
other organisations here and
abroad.

Last year its charter was |

changed to allow it to main-
tain a register of chartered
psychologists which the
general public will soon be
able to consult.

This gives the country a
new breed of chartered spe-
cialists whose education and
professional conduct the BPS
oversees,

The society is no stranger
to the benefits of electronic
mail. For some time its
members who work in
academic institutions have
been communicating via
JANET, the Joint Academic
Network.

By joining a more widely-
used service like Microlink,
BPS members working in all
areas of psychology can now
communicate faster and
more efficiently with the
Society’s offices in Leicester.

In addition the society's
extensive business activities,
which include publications
and software, will be
enhanced by Microlink Email
and telex facilities.

A bulletin board

for business

MICROLINK has joined forces
with the University College of
Swansea to provide a unigue
electronic bulletin board for
businesses.

Subscribers can get advice
free of charge from experts in
various fields, and discuss
business problems with
others who may have experi-
enced similar difficulties.

As well as being instant and
free, this access to profes-

sional expertise comes with
no strings attached, no axe to
grind and no commercial
bias.

The wide range of business
sectors covered includes
legal matters, exporting,
industrial relations, manage-
ment, market research, per-
sonnel and training, statistical
and systems analysis.

Expertise is also supplied in
the areas of computing and

computer systems, electrical
and electronic engineering,
expert systems and artificial
intelligence, and mechanical
engineering.

Users of the Business
Bulletin Board can browse
through the messages and
replies for items of interest.

All messages are read by
the system operators who
pass them on to the relevant
expert,

Translation back
the same day

LANGUAGE expert and
Swansea university lecturer
Dr June Salmons has started
what is probably the world's
fastest translation service on
MicroLink.

Subscribers who send for-
eign language documents to
her mailbox can get the trans-
lated material back the same
day — a vast improvement
over the post, particularly for
businesses.

“Initially | can offer transla-
tion facilities in Italian, Span-
ish and French — but if the
demand is there, other
European languages can
easily be added’’, said Dr

Salmons.

Subscribers can use either
the standard service, where
the translated document is
returned wvia Microlink the
next day, or the super-fast
same day service.

Dr Salmons, a lecturer in
Italian, said: “Europe has
always been an important
area for organisations to
develop into. However,
barriers are often erected
solely because of linguistic
difficulties.

“Hopefully, a fast and
afficient service like this
should make it easier for
more firms to enter Europe'’.

Big cash_
savings

THE first commercial bulletin
board on MicroLink has been
launched.

Called LoadLink, it will help
Britain's 2,000 removals
firms avoid expensive wasted
space on their vehicles.

The service provides infor-
mation about spare capacity —

part-loads -  available
throughout Britain and
abroad.

Firms using Loadlink can
sell or buy space on part-
loaded vehicles, enabling
journeys to become maore
efficient and profitable.

It also enables firms to give
their customers better service
by accepting small loads that
were previpusly uneconomic.
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Amstrad Computer User

COMPUTING
STRAD!:

Amstra ofessional
Camputing

NEW LOW PRICES!

5.25" BULK PACKED - TOP QUALITY 10 25 50 100 150

Single Sided 48T P.L £548 £1050 E£1850 £3250 E£41.50
Single Sided DETP.I £595 E1075 £1800 £3350 £43.00
Double Sided 48T.P.|. E505 £11.00 £1850 £3450 £4500
Double Sided 96T.P.I. £685 £1150 E£2050 £3500 E4650
Double Sided Coloured S6T.P., E785 £1375 E£2575 £4850 E67.50
Double Sided Hevarsible S6T.P.| €705 £1500 £2050 £50.50 €65.50
Colourad & Reversible 48T P.1. ER95S 1725 E3275 EERS EMEDS
Coloured & Reversible 96T.P.1. £095 E1875 E3450 B6550 E94.75

Packs of 10 5.25" Disks come with Free Plastic Library Case (worth £1.48()
Coloured Disks come in five colours (Red, Blue, White, Yellow, Green)
Reversible disks have two index heles and two notches!

Coloured and reversible disks come in five colours and have two holes and notches
All Cantec disks are packed with a protective jacket (envelope) and come with a full
user sat, including a label and a write protect tab. The disks are manufaciured 1o top
international standards and have a hub ring for added protection. All disks carry our
no quibble replacement guarantee and are certified 100% emor free

Printer Stand
This new profassional
: '-‘ L) printer stand takes
9 /‘. hardly more space than
# your printer. ?mue to the
positioning of the paper
Storage Boxes feed and re-fold compartments i.e. one
3.00" Lockable = Holds 25 £7.49 above the other, the desk space
3.00" Lockable - Holds 60  £8.49 | required for your printer functions is
3.50" Lockable — Holds 40  £7.49 | effectively halved. Additional facilities
3.50" Lockable - Holds 80  £8.49 | include: Easy access to paper from
525" Lockable - Holds 50  £7.49 | both sides, used with both lop and
525" Lockable - Holds 100 £8.49 | Ponor, 166 peper=ie Win e €2
Ll c0on |
5.25" Lockable - Holds 120 £10.95 | Jy,crario defiactor piates it ansures

3.5" Cleaning Disc ...........£4.99 | smooth paper flow and automatic
5.25" Cleaning Disc .......... £3.99 | refolding.

Disk Notcher.....................£3.49 BOCO!....ccorernnee £29.95
ST Printer Cable ...............£8.49 b | ER RS £34.95

* Free Atari Cable * Stereo Audio

* Free Next Day delivery * Resolution 500x285
SONY MF2-DD  Branded (10) ........ccccecviiernenn . £19.95
GOLDSTAR MF2-DD Branded (10) .....ocooccovivennenne £18.95
SONY MF1-DD Branded (10) .......ccovvevrviicicains £16.95
MAXELL MF1-DD Branded (10)........ceeveee.e... £17.85
CENTEC CFz2-D (=T T s ) N TSR - A £18.99

SPECIAL OFFER BOXES

100 5.25" DS-DD Disks plus 100 Capacity Locking Disk Box .. £41.00
75 3.5" DS-DD Disks plus BO Capacity Locking Disk Box ........ £85.00
25 Coloured 3.5" DS-DD Disks plus 40 Capacity Disk Box ..... £44.00

Computing with the
Amstrad PCW

Diamond-

Europress
0424 430422/422928

3.5" TOP QUALITY BULK PACKED DISKS

10 25 50 100 150

Single Sided 135T.P.1. 1249 £23085 E£4695 EBSS £120.05
Double Sided 135T.P.L £1449 EJ895 E52095 EQBOS E14585
Rainbow Pack of five colours - New product!
Single Sided 135T.P.L E17.95 E3595 D6295 E118.95 E169.585
Double Sided 135T P £1095 £3095 £7595 E£145856 €£21495

Packs of 10 3,57 Digks coma with Free Plastic Library Case (worth £1,491)
All discs are supplied with labels and are certified 1009% arror free

CENTEC ELECTRONIC SYSTEMS LTD

UNIT 3, THE METRO CENTRE,
E BRIDGE ROAD, ORPINGTON, @
KENT BR5 2BE
TEL: (0689) 35353 (6Lines) (24 Hours)
Fax: 0689 77737

Remember - all prices include VAT and delivery!
There are no hidden extras to pay!
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Adventuring

Grateful for
small mercies _

AS | was saying to my great-great-
great-grandfather just the other day —
we small folk are noted for our lon-
gevity you know, despite the fact that
we dice with danger and dragons vir-
tually every day of our lives — not a lot
new seems to be happening at the
moment.

There's usually a post-Christmas lull
on the games front and that goes for
adventures, too. Still, this year it
seems even quieter than ewver, but
then | probably say the same sort of
thing every year.

When you think about it though, not
all that many companies are
producing adventures these days,
even when the market is at its liveliest.
Apart from Rainbird, Magnetic Scrolls,
Infocom and Level 9, adventure
producers seem remarkably thin on
the ground.

There’s Robico, of course, and even
US Gold releases the occasional
import — the Ultima and Electronic

Novel series spring to mind — but’

you'd be hard put to think of any
others that are still around.

And yet, when you really start to
look back over the years, that's the
way it has always been. Only a hand-
ful of companies have ever gone in for
adventures in a big way. We must be
grateful for small mercies — as long as
we adventurers remain hungry for
new guests and challenges, | believe
that there will always be software
houses willing to satisfy that demand.

The most cheering aspect is that the
quality of the adventures being writ-
ten today is, in most cases, better than
ever.

The advent of more powerful and
larger memory machines, together
with the development of more sophis-
ticated programming techniques,
means that we are no longer faced
with wrestling with an adventure's
vocabulary severely limited by
simplistic two-word command struc-
tures or bored to distraction by barren
descriptions.

For those that like them, many
adventures now have superb graphics
and some even sound effects.

We've come a long way in a few

years and with the prospect of other
exciting developments such as CD
rom, the future of adventures looks
assured.

Now, turning to your letters, what
happened to your response to my
invitation for you to send in your per-
sonal lists of favourite adventures?
Not a dicky-bird have | heard! Can it be
that none of you have played enough
adventures to be able to supply such a
list?

I can't believe it = surely most of you
have experienced the joys of at least a
dozen quests? If so, write in and let me
know your favourites in order of pref-
erence. | just love comparing my own
pet likes and dislikes with those of
fellow adventurers, don't you?

Steve Wilson of Tamworth is des-
perate. "“Please, please, please,” he
writes, "for goodness sake tell me
who's the King of the Jungle in Mor-
don’s Quest”. Tarzan has spifflicated
Steve a hundred times and Steve has
wandered around in misery for
months trying to discover the answer.

He's going bald with worry and
unless someone tells him soon, he's
going back to Space Invaders — that

shows you just how bad the situation
is. | don't know the answer, but for the
sake of Steve's health, can someaone
please supply what he and Tarzan
want?

Brian Standing of Port Talbot takes
me to task for forgetting what | am
supposed to already know about
Ultima IV. Similarly, Ron Rainbird
from near Crewe asks for my help with
the same adventure, noting that |
claimed to be an expert on the game.

Well, I'm afraid | have a small con-
fession to make: Like Dr. Who, who
regularly undergoes a transition to an
entirely new personality, |, too, have
undergone a change in recent months.

| am not who | was, if you catch my
drift, and | have to admit that my
knowledge of Ultima could be written
on the head of a match. Now if it's info
on Infocom games you're after...

However, Brian has supplied some
more help with Ultima IV which | now
pass on for the benefit of interested
parties. The mandrake can be found
gither on an island to the east of the
Fens of the Dead which are south of

Turn to Page 30 »
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Adventuring

< From Page 29

the Island of Paws or, easier, in the
Bloody Plains — look for the marsh
symboaol.

Mandrake and nightshade can only
be gathered at midnight — no moons.
Nightshade is found at LAT. J F LONG.
C O. The three syllables of the word of
passage are VER, AMO and COR
making VERAMOCOR -~ but Brian is
not absolutely sure that is the correct
order, not having played it for quite a
while.

You should stock up on your full
quota of spells before entering the
chasm since it is an arduous journey
to the bottom. The most useful are
Heal, Cure, Dispel, Awake, Negate,
Sleep and Protection.

Ron would like to know where Buc-
caneer's Den, Magincia, Nostro, the
Runes for Valour and Spirituality and
the secret entrance to Hythloth are to
be found. He would also like infor-
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ATARI

USER (MAIL ORDER OFFERS

MAILORDER OFFERS

These two exciting compilations bring
together some of the very best listings
from the pages of Atari User.

Whether you like games or prefer
more serious pursuits there’s
something here for you — and you can
also learn a great deal from examining
and modifying the Basic listings.
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Bounder was the game you liked best of all.
Now, in BOUNDER PLUS, we ve made it even
better — with SIX exciting new screens to test
Yyour dexterity. Bounce up and down on the
springy trampoline to hit the many targets
while avoiding the balloons. (XL and XE only.)
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=« « OF Just £1.95 each when

you take out a new subscription
to Atari User — or if you renew
your existing subscription.
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each

TO ORDER PLEASE USE THE FORM ON PAGE 61
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COLONY
CRAFT
HANGAR

(LEVEL 23

-‘_. .-nlf-"'zl

DO oODbrDDeEam o

ORDINARY DOOR -
ONE WAY TRANSPORTER " 3
TWO WAY TRANSPORTER &

DOOR TO DARK ROOM #

THESE DOORS
REQUIRE KEYS

OF THE SAME SHAPE ﬂE?E ?EE'
gtk g o
AAAA  ANAAA

o

L,

t
!
Il:
i

DATRBAMNK

|

FAVAY

> C.C. (ALT)
> B5-13 (ALT)
> 13-88 (ALT)
> PHOTON EMITTER

DANGER! ENTERING A DOOR & AUTHOR'S CHEAT ROOM Gﬂ;lj 3 _4\

WITH THIS SYMBOL ON IT

i

WILL PUT YOU IN PRISON AL e

OR THROW YOU QUT OF THE
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COLONY CRAFT =
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Mini Officell

WORD PROCESSOR

Compose a letter, set the print-
out options using embedded
commands or menus, use the

mail merge facility to produce
personalised circulars — and more!

SPREADSHEET

Prepare budgets or tables, total
columns or rows with ease,
copy formulae absolutely or
relatively, use a wide selection
of mathematical and scientific
functions, recalculate
automatically — and more!

GRAPHICS

Enter data directly or load data
from the spreadsheet, produce
pie charts, display bar charts
side by side or stacked, overlay
line graphs — and more!

DATABASE SOFTWARE

DATABASE

Build up a versatile card index,
use the flexible print-out
routine, do powerful multi-field
sorting, perform all arithmetic
functions, link with the word
processor — and more!

COMMS MODULE

Using a modem you can access
services such as MicroLink and
order a wide range of goods
from flowers to software, send
electronic mail, telex and tele-
messages in a flash — and more!

LABEL PRINTER

Design the layout of a label with
the easy-to-use editor, select
label size and sheet format,
read in database files, print out
in any quantity — and more!

Furopa House, Adlington Park,
Adlington, Macclesfield SK10 3NP.

programs in just
ONE package — at
a price that simply
can't be matched!

powerful home
and business

r =
|

ORDER FORM

Plf:dm. send me. M

=

fice 11 for the
= (48k required),

cheque made payable to
SU[T.'L\-.:H'L or debit my
a card:

Exp.date [~ 1]

ORDER HOTLINE:
TEL: 0625 879920

SENI T): Database Software,
Europa House, Adlington Park,
Adlington, Macclesfield SK 10 q\p .



Batty but beautiful

FProduct: Rebound

Supplier: Microvalue/Tyne-
soft, Addison Industris!
Estate, Blayden, Tyne and
Wear NE2T 4TE

Price: £3.99 (cassette) £5.99
(disc)

Tel: 0971-414 46117

ONE of the main problems
the software market suffers
from is a lack of originality.
At times it appears that pro-
grammers simply change
the design of the aliens and
sell shoot-"em-ups under
another name,

Maybe it's time we went
back to another old idea and
jazz it up a bit and this is
exactly what MicroValue

has done with it's latest
game Rebound. The title
screen is very well done,
There’s no amazing picture,
but varying text fonts and
colours are used to good
effect.

The music is a superb per-
cussion piece that really
gets your foot tapping. It
goes on for quite a while
and changes all the time —
not the usual monotonous
dirge that some games give.

As you play, the music
can be heard in the

background — a feature that |,

like.

The quality of games
music seems to be getting
better all the time = but
that's not really surprising

on the Atari machine.

Now on to the game itself.
Imagine that you take a
tennis court, cut it in half
along the net, then place
one half at the top of the
screen and the other at the
bottom.

You then have a bat at
each end moving left and
right and a ball and build the
sides of the court up so the
ball can rebound off them.
There you have it — sounds
very simple doesn't it?

There are three levels of
play: One is just right for the
novice, but don't try level
three unless you have the
speed and reactions of Boris
Becker.

In one-player mode you

face the computer, but the
fun really starts when you
move to two-player mode
and challenge a friend.

The object is to score
seven points, or goals,
which is done by making
your opponent miss the ball
so it passes his bat.

You can only score a point
when itis your sérve and the
scores are displayed on a
status line that separates the
two halves of the court.

When a game is won a
whistle blows and you are
returned to the title screen.

An amusing feature is the
animated audience seated
on each side of the court.
They are the strangest
bunch of aliens | have ever
seen since the cantina scene
in Star Wars.

Whenever the player who
they support scores a point
they clap, jump up and
down and generally squirm
around in glee.

The game contains all the
features needed to be a
winner — smooth scrolling
and superb graphics give an
overall addictiveness, the
animated audience is fun to
look at and the music is
superb.

Rebound will be released
at Easter on Microvalue's
Four Great Games — Volume
Three. The pack will be
worth buying for this game
alone. Well done Microvalue
— a superb product.

Meil Fawcett
ST e ., 8
Graphics.......c...ccccciccinssnens 7
Playability .........cccooverrercrenes 8
Value for money................. 7
[T e S A 8
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Flight of fancy

Product: Swift Spreadshest

Supplier: Audiogenic, Win-
chester House, Canning
Aoad, Weeldstone, Harrow
HAS 75..

Price: £24.95 (disc)

Tel: 071-861 1165

EVER since the pocket
calculator was invented,
complicated mathematics
has receded. The develop-
ment of spreadsheet
computing or, as some
would call it, financial plan-
ning, has brought business
calculations well within the
grasp of everybody’'s abili-
ties and pocket.

A spreadsheet acts like a
blank sheet of paper on
which both text and num-
bers are placed. Numbers
form the basis of calcu-
lations and if these change,
it often causes automatic
recalculation of all the
results,

Spreadsheets can be used
for any calculation — not
only financial, but the
majority of applications are
usually for standard items,
such as profit and loss, bal-
ance sheets, costing/
estimating and analysis of
expenditure,

The main benefit, apart
from time saved in accurate
calculations, is the possibil-
ity of what if predictions.
Just changing a few pieces

of data or even editing a
formula can alter the fore-
cast of any financial
modelling.

Swift originates from the
Commodore 64 version of
Micro Swift. The disc con-
tains XL and XE versions
and the correct one for your
computer is loaded auto-
matically when you boot the
disc.

It comes with a 50-page
manual covering basic
information and gives
plenty of examples and two
tutorial lessons.

Unfortunately all the com-
mands are laid out for the
CB4, but there is a separate
quick reference card for the
Atari indicating which keys
to use.

Swift has all the usual fea-

tures found in spreadsheets -

together with user-defined
screen colours and pop-up
menus to aid data input and
manipulation.

The size of the spread-

sheet allowed by this pro-
gram depends on the size of
the computer's ram, For the
XL wersion there are 6600
cells — 26 columns and 254
rows — and the XE version
has 64 columns and 254
rows — 16,256 cells.

To take advantage of the
package's many features,
the unique pop-up menu
system allows you to select
commands without having

L
“EOLUTIONE
AT VOl FINGER
i ERTIPS .
FASL:?R”NG WiTH F l’-!'.‘L-'HfS 5
R AND Edsien WITH SWiEr

s "’;"4-'-1'4'0-:;4:':1 s i

to enter a sequence of spe-
cial characters.

Many instructions have
been grouped together in a
logical sequence to further
aid data input.

The menus are small win-
dows which overlay about a
quarter of the sheet but do
not interfere with the data
behind.

Some commands have

- additional menus linked to

them, so there is often no
need to type in specific
instructions — just select the
right one and press Start.

Using these menus can
make the complicated
calculating process struc-
ture seem easy to operate —
see Figure I.

To move round the
spreadsheet, the Con-
trol+cursor keys are used
for single cell jumps while
for bigger moves the Goto
key allows you to go directly
to any cell.

Entering and editing data
is simple — just place your
cursor on a cell and type the
data in.

Features include the

standard preparation of
cells for width, numbers,
currency signs and decimal
places. You can also format
a disc from within the pro-
gram, or see the data in a
basic graphical form.

One of the most important
parts of any spreadsheet is
the ability to be able to
relate cell values to others.
You do this using formulae.

For example, you can say
that the value of D10 is the
result of D3 * D6, You can
transfer or copy that
formula to other cells.

The printer section has
some good facilities. You
can select the output width
and ingsert printer com-
mands to customise it. All
data can be saved to disc.

Swift operates effectively,
but the programmers have
tried too hard to be
innovative.

Although the little pop-up
menus are impressive, they
are difficult to use, but
overall using the program is
still quite easy.

The tree-like structure of
the pop-up menus save you
having to memarise compli-
cated commands.

Spreadsheets for 8 bit
micros are few and far
between, and while Swift
may not have the depth of
other popular business pro-
grams, it has very good
capabilities, is adaptable
and well suited for begin-
ners to both computing and
financial modelling.

Alan Goldsbro

Command Menu

Menu | —

Range Command

|
Menu Il = Range Copy

Range Erase
Range Sort

Range Save
Range Load
Range Print

Range Format — Menu lll - Exit

Megative Values
Currency Signs
LCommas

%Sign

Zero suppression
Precision 0 — 8
Plot: %

Figure I: The tree like structure of Swift's pop-up menus
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LET US PUT
YOUIN...

TRANSDISK IV

. Commercial tapes CAN be ‘

4 transferred to disk!* 4
W L I )
= READON! [=-{lf ] J /") 8
Are you tired of waiting for cassette games to load? Would you like to
transfer them to disk for faster, more reliable and convenient loading? .
You may have heard or read that this is not possible. Well, not unlygis mu L"' MHT TO WRITE HME
it possible, but there is a program, Transdisk IV, that will do it all auto- ABOUT OUR NEW LOWER

matically, you reqguire no knowledge of cassette protection techniques!

Toputitsimply, Transdisk IV will read ANY Atari cassetts, (single, multi- PRICES AHD NEARLY
stage, non-standard format, 64K — no problem!), remove the protection,
then place it on to disk for you. Plus, to load and runthe new disk version I/BPRICE ’HTERHCES

of a cassette program requires just one keypress from a convenient, ‘ tarl- s M M m

autorun menu disk.

The cost of this, the most powerful tape to disk utility for the Atari is just,
£24.95 inclusive of first class delivery. Also comes complete with com-
prehensive instructions which were specially writtan with the cassetie
upgrader and first time disk usar in mind.

Requires: Atari B00XL or 130XE Computer with disk drive and cassette
raecorder.

Remember, that not only will you save money on upgrades to disk
(if they are available) but many games are only available on cas-
sette anyway so Transdisk IV has to be a worthwhile investment!

Send an SAE or phone for more details of this utility
Make Cheque or P.O. payable to DIGICOMM and send your order to:-

DIGICOMM

170 Bradwell Common Boulevard, Milton Keynes, BUCKS MK13 8BG.
Tal: (0908) 663708,

Demonstrations arranged for eallers by appointment
*For your convenience from the original cassette only.

Panasonic Kx-PmBl

COMPUTER
PRODUCTS

CENTRONICS PRINTER INTERFACE
400, 800, XL, XE (any 8 Bit Atar)

; 2 ‘fﬁﬂrWammv :
P ® Almost HALF PRICE
P intriace Ot

GRAPHICS AT INTERFACE

At 8 5 Systems £’7g-gg
mnbﬂllﬂ ine. vm=€2u§ﬁ§”
Paper of Printer Ribbons 50 o

Lompumart

TYPE 72000
ANY CENTRONICS PRINTER
@ Full Range

i
NO SOFTWARE NEEDED ®2000 sheets. H':ﬂﬂ.m ro-Perf all round

ALL CABLES SUPPLIED g0Ogsm Faper:
EASY TO USE — JUST PLUG IN AND GO £'3_Q“Q
TRANSPARENT & CONVERSION FEATURES INCLUDED _ “_51495 ’
FULL YEARS WARRANTY Emc. VAT = £14. t ;

FREE 40 PAGE MEEDMORE LIMITED : p

CATALOGUE ON 28 Farriers Way, Netherton I:‘—] Dept. ATU * Jubilee Drive
REQUEST OR WITH Merseyside L30 4XL Loughborough ' Leics - LE11 0XS

ORDER Tel: 051-521 2202 E T 0509 610444

-]
&
=
[47]
HARDWARE GUARANTEE-
Usually SAME DAY DES

A GREAT DEAL mORe JPDP

[*"] UNBEATABLE GUARANTEES
[*~] SUPERIOR BACK-UP SERVICE

=] FREE DELIVERY

FOR A GOOD DEAL LESS!

A GREAT DEAL MORE
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Product: Panther

Supplier: Mastertronic, 8-10
Paul Street, Londan EC24
LJH.

Price: £1.99 (cassetta)

Telephane: 01-377 84711

PANTHER, the new budget
title from Mastertronic, is a
good old-fashioned shoot-
‘'em-up. You are inside a
flying saucer and should get
hours of entertainment as
you disintegrate aliens in a
hail of laser fire.

You are the Ilone
remaining pilot — sounds
like Battlestar Galactica — in
the Federal force and your
city, Xenon, is under attack.

Most of the population
have left and the remaining
few must be picked up and
taken to the spaceport on
the other side of the city.

Reminiscent of Blue Max-
2001, the playfield scrolls
right to left diagonally
across the screen. This looks
good, but it unfortunately
prevents half the screen
from being used — your
movement is restricted to a
narrow channel running
from corner to corner.

To me this is a sign of lazy

programming, as with a
little bit of work the entire-
screen could have been
used.

The view of your flying
saucer is from above and to

the right — hence the scrol-

ling techniques used. Using
the joystick, you can move
up, down, left and right,
within strict limits.

The aim of the game is 1o
survive — which isn't easy —
and to rescue stranded
pecple who are taking
refuge in triangular shaped

bunkers scattered around.
To make life difficult alien

- fighters constantly buzz the

area and take great delight
in’zapping you - but don't
they always?

The terrain is nicely varied
and starts with desert —
beware of the killer cacti.
Don‘t land on any green bits
to pick up survivors because
your craft will explode — a
handy piece of information
that the cassette inlay omits.

Another problem with this
level is that some of the
aliens are the same colour
as the background, making
them very difficult to see.

Next you'll come to the
deserted city which is laid
put in a monotonously sym-
metrical fashion. After this
you arrive at the sea,
complete with waves, and
very realistic they are too.

Look out for oil platforms
as you cross the screen as
there could be survivars on
them.

After the sea you reach
another city and the
spaceport. Flying is fun in
the city as you try to go in
under radar and round the
skyscrapers.

Below the main playing
area is your saucer’s control
panel. This displays your
score, the number of people

you have rescued, how
many ships you have left
and a radar panel.

The latter shows the pos-
ition of the bad guys relative
to you and is very useful
because they can go off the
screen and shoot you from
behind, whereas you can
only shoot them if they are
directly in front of you and
at the same altitude.

A novel approach | liked
was that they call your death
and rising from the ashes
the Phoenix manoeuvre —
you have five of these
before the game is over.

A failing is that there is is
no real height indicator —
you have to guess the
height by your shadow and
compare it with the alien
ships. At least in Blue Max
the enemy changes colour
when you're at the same
altitude.

Another well-implemen-
ted feature is the superb
background music, although
it can get on your nerves
after an hour or so. Most of
Mastertronic’'s recent games
have been released with
some very classy music,
let's hope they keep it up.

| was disappointed with
some of the graphics.Your
ship resembles a strawberry
that you have just trodden
on — flat and horrible.

The alien craft are just as
boring, but a saving grace is
that the little people are well
animated as they run out of
the bunker to your ship.

Despite these minor faults
| enjoyed playing Panther.
Excellent scrolling and
sound effects make it pleas-
ing to look at and hear. For
£1.99 you must buy this
game for your collection, it's
well worth it.

Ruth James
Ry o e S S 7
BrAPHICE v civsemisrrersrarsissnsensns (]
Playability ............. 8
Value for money ........ccceeeee. &8
T R TN F i
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Tl ATTENTION n'sxn VER

ALL 1050

DISK DRIVE OWNERS n"" EREAT
DISK DEALS...

The 1050 L.§, Plate, WITH NEW LOWER PRICES,

FREE PLASTIC LIBRARY CASES
AND FREE I1SLCLASS DELIVERY

5's Blank Disks

The ULTIMATE drive enhancement
from Innovated Software.

DETAILS I

Plug in, high quality, easily fitted PCB with
full fitting Instructions.
MNow with full Happy compatibility.
Improved drive speeds - up to TWICE normal loading speed.
Reduction of drive WEAR and TEAR:
whole tracks can be stored in the PLATE's 16K of RAM.
Supports Double, Dual and Single densities.
Sector SKEW is no longer required to obtain HI-speed.
Will run all available disk operating systems, (DOS), including:

[=]1UNBEATABLE GUARANTEES
[—] SUPERIOR BACK-UP SERVICE

[-=] FREE DELIVERY

SPARTADOS, HAPPY WARP SPEED DOS
AND OTHER HIGH SPEED SYSTEMS. £4 '3?

The PLATE drive can also emulate other inc. VAT = £5.69
drives via its massive on board RAM including: 90
IS/US DOUBLER, STANDARD 1050, ARCHIVER, £2 -0

HAPPY, LAZER AND WARP DRIVE. ; 1l
HI-SPEED reading and writing with special SIO gives B
an increase in speed by a lactor of SIX!!

£39-29
Many special commands have been added to the SI0 table. EX VAT

inc. VAT = £44 B5

£5-20

| : inc. VAT = £6.79
SOFTWARE DETAILS £25-29

Supplied with double sided menu disc e
and a special HI-SPEED menu.

nda secil | £44-95
Built in diagnostic tester, sector copier | Ex_vaT

and special backup menu, ‘ine. VAT = £51,89

................................. : : £6 .ﬁ’?T':J:

inc. VAT = £7.98

£30-23

inc. VAT = £35.59

£57 2.

inc. VAT = £66.59

P

=
=

T

A comprehensive 30 page manual is supplied with
complete fitting instructions
and detailed information regarding software drive control;
to allow you to access the full potential of the PLATE,

T e

Compumart

A GOOD DEAL LESS!

=] _}; P e IS ks f .
All registered owners will be supplied with any software Ve | il W B NR
updates, etc, for the price of a disk and return postage. i “.Df}_ 1%"'534"915'( ‘ST:GHAEE BOX
S SR SRS e s ® High Quality
§ Also supplied s AT e, I e
§% ® Impact Resistant Plastic :
. GREMLIN GRABBER III ® Smoked Hinged Lockable Lid (2 Keys)
.. The most comprehensive, HI-SPEED back-up @ Supplied with Dividers

utility disc on the market, complete with manual g

£9-39

SRR eSS IR AERES Y
EX. VAT
This complete package inc. VAT = £10.91 ——
NDW UNLY £89-95 ine. Post/Packing and 12 months warranty. ol UM ™ s i
A saving of £24.95 on previous advertised price! gave Y from dust.
Disks 2ty

A GREAT DEAL MORE

Available only from:

’pﬁt .
53 Rugby Road, Eﬂmpumﬂft

Worthing,

A GREAT DEAL MORE JPPP © Usually SAME DAY DESPATCH ® FREE

‘kgisltlsjubsqsgx, Dept. ATU ' Jubilee Drive
{ . Loughborough - Leics - LE11 0XS
Tel: 0903-40509 (24 hrs.)

T 0509 610444
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Classifieds

Has upgrading your computer given
you hardware you no longer need? Or
have changing interests left you with
unwanted software? Then THIS is
the place to advertise your surplus
items. Atari User readers are always
on the lookout for a bargain and this

is the first place they look!

aperﬂfﬂd in
means it wi
enthusiasts

® B00XL 1050 disc
drive, 1010 cassette, 100
games, joystick, boxed,
as new, hardly used,
extras £175. Tel: 041
887 0536.

® 130XE twin 1050
drives, colour monitor,
u.s doubler chip, Sparta
Dos, touch tablet, joy-
stick, Infocom games.
Alternate Reality, City
Dungeon, Mini Office II,
Go-Forth Dos 2 25 + 3.
Microsoft Basic+
manual, books,
complete Atari User
mags, eleven other
game titles, five boxes
of ten blank discs. All in
excellent condition and
in original boxes £430.
Tel: 0962 (78) 534.

® Wanted disc drive,
reasonable price. Write
to Garry Grierson, 13
Gallacher Place, Lump-
hinnans, Fife, Scotland,
K¥Y4 9HP,

® Atari 800 computer

40 Atari User

March 1988

” be seen by
who can s

and damaged Atari 810
disc drive £65 0.n.o. Tel:
0908 677782,

@ Atari 800 VGC 1060
disc drive, lots of good
software worth £500
sell for £100. Tel: Steve
0474 64608. :

@ Atari 800XL with disc
drive and some soft-
ware including Mini
Office Il any respectable
offers. Tel: 01 861 3446
anytime.

® Atari 600XL to 6dk
upgrades £25 + P&P,
600Xl will perform
exactly like 800XI.
A.Mcintyre, 14 Antrim
Ave, Stranraer, DGS9
TAZ,

® Tutorial course on
Basic 8-bit or 16-bit

computer. S.a.e. for
details. Mr
D.P.Whiteside, 171
Great Gates Road,

Rochdale, Lancs, OL11
2DP.
@ 130XE £60, 1050 with

doubler £80, 1029 £70,
1010 £15, Rtime8 £20,
many tapes, discs. Tel:
0968 74929, S.a.e. Isits
to Alan Crawford, 99
Kirkhill Road, Penicuik,
EH2E 8JF,

& 130XE, 1050 x 2, XCI
Data HRecorder, joy-
sticks, touch tablet, soft-
ware, books. For further
info. Tel: 01 591 7952
(Ansaphone) £400
0.v.Nn.o.

@® 1029 printer + Atari
writer plus + ribbons
£90. Tel: 0276 25769,

® New to XL/XE's need
our help then write
enclosing s.a.e. with
detailed letter, prompt
reply. John Maddocks,
5 Harewood Road, New
Brighton, Wallasey,
Merseyside, L45 5BZ

® Wanted 10560 disc
drive. Tel: Flint 61850
after 5.00pm.

@ Wanted penpals to
swap hints etc. Disc or

- ——
ad

mber of

d. If thEl"e is
M, continye on g

cassette 800. Roger

Brookes, 18 Har-
boraugh Road,
Rushden, Northants,
MMN10 OLT.

@ Atari 600XL, 16k com-
puter with AC/DC

Adains dust cover £35
o.n.0. Mr S.M.Young, 94
Mangravet Avenue,
Maidstone, Kent, ME15
9BE.

® Wanted cartridges for
Atari 130XE. Tel: 0376
518478.

@ Atari 130XE 1050
drive XC12 cassette
software on cassette
disc and cartridge +
Quickshot Il joystick
£150. Tel: 06802 205595.
@ Atari 800X 1050 disc
drive, Touch Tablet,

Track Ball, software
£250 o.n.o. Tel: 0767
50774,

® For sale Atari 800XL
plus disc drive and discs
£150 o.n.o0. Tel: 021 554
9071 or 021 360 8792

day or night.

@ Ten cartridge games
for 400/800XL £5 each
or £40 the lot. Tel:
(Romford) 04023 41090,
@ Atari 800X L, 1050 disc
drive, games inc Gaunt-
let, Pawn, Mirax Force.
Joysticks, books, mags
£170. Tel: Dan [0202)
636497,

@® Atari XE console,
light gun, joystick with
Bug Hunt, Flight Simu-
later, games, unused.
£80. Tel: 0892 75620.
® Atari 1029 printer,
spare ribbon, mint con-
dition. Atari 1027 printer
(new) in box including
Atariwriter disc £80
each o.n.o. Tel: 0532
a0 G

® Visicalc for BOOXL
unregistered original
with manual £25. Tel:
0495 307025.

@ Atari 1029 printer for
sale. Hardly used £70.
Tel: Gravesend 332980.

Signed

I I | || Il l
| i) I} | I | 10 wors £2.00
it i | { | I 15 woras £3.00
L 1 | ] I | 20 words 4.0
| | L i | /| | 26 werss £5.00
] Il 11 ] || - | 30 words £6.00
CAl e Lo et BT
Address

POST TO: Atari User Classifieds, Europa House, Adlington Park, Adlington, Macclesfield SK10 4NP



IF, you are having problems with this
fast action shoot-"em-up don't worry —
help is at hand. The author, Chris
Murray, has built in a cheat mode.

His middle name is Peter and by
typing his initials CPM at the title
screen you will turn off the collision
detection for your craft. You can still
shoot the alien craft and destroy the
super structure of the mother ship, but
they can't get you.

| have used this cheat to get all the
way through the game and, believe
me, some of the later screens are
superb, — Michelle Nixon, London.

WHEN you are flying through the
second Space Fortress you need to get
the heights exactly right for going
through the space between the force
fields and the wall.

Your height is indicated on the left
of the screen as full and half blocks, so
here are the heights to fly at: 1.5, 2.5,
0, 1.5, 25, 0 and 1.5. — F. Bowley,
Hockley, Essex.

If you are having problems playing the
game and are losing lives fast, type in
'FANDA and the program will give you
extra lives. — Owen Paget, Ross-On-
Wye, Herefordshire.

The Second City

HERE are tips on how to escape the
planet with 9,000,000 credits.

® Steal the Dominion Dart.

® Sell the large box to the mecha-
noids.

® Sell everything else you can lay
your hands on to the Palyars —
including the Mechanoid.

@ Shoot all Mechanoid occupied pos-
itions.

You will also need to be in possess-
ion of the:

These make up
the skeleton key.

Grenade
Prestinium

Photon emitter

To get the Neutron fuel you will

INTS

need to be in possession of the Anti-
grav which allows you to fly higher. It
can be found at location 00-00,
Altitude BB013.

You need the metal detector to
identify Mechanoid positions — it turns
the message bar blue when you are
over one. You also need the pass,
because if you don't have it you will be

rewarded with it and not get the
1,000,000 credits.

If you manage to shoot a Palyar pos-
ition make a quick note of its coordi-
nates, then get the Anti-Time bomb
which will rebuild it and you can shoot
it again.

A final warning: Don't enter the
prison in the colony craft laboratory
because there is no escape. For further
help with this addictive game take a
look at the map on Page 32. — S.
Stevens, Andover, Hants.

Fidget |

ON level 10 you will come across Flin-
del the spider. To pass her you have to
stand at the bottom of the ramp and
wait for her web to disappear.

Go up the ramp and then go on to
the ledge that juts out on the left. Wait
for her web to pass you and carry on
up to the top, then touch Flindel who
will shrink and allow you to pass. - F.
Bowley, Hockley, Essex.

Alternate Reality: The Dungeon

ON level one go to see the Oracle who,
if you give him five gold pieces will
give you information about quests to
undertake. The ones that he speaks of
are:

QUEST ONE

Seek the prison under the palace and
free the prisoner with the silver key.
To get it you must kill a master thief
you encounter at a random location in
the dungeon. After you get the key
you must go to the palace dungeon on
level one,

The prison is through the secret
door in the sewer system. Once you
have freed the prisoner you may learn
a spell and you receive a staff piece.
You will then be teleported in to a
maze.

To solve this you must walk through
the door immediately in front of you
after you have been teleported. Then
take the middle door, left door, left
door, middle door and then the middle
door again. This will take you to the
tomb of Acrinimiral the wizard. After
visiting there you are forced to go to
death’'s door.

You are given the option of walking
through it or using an item. If you try
to walk through it a bug in the pro-
gram seems to make it impossible to
find any item to use with any effect.
The only solution is to walk through a
sewer door.

QUEST TWO
All you have to do is fight and kill the

goblin king then fight the troll tyrant to
recover two halves of an evil ring.
Then take the two halves to the dwar-
ven smithy on level two. He will
reforge the ring for a gem or jewel.
You then take the ring back to the
Oracle.

QUEST THREE

Take the Marganna's tiara from level
one to the war horse on level two. The
tiara is found in the room with three
wraiths in it. The war horse is found
within the hall of mirrors on level two.
Wear the tiara and you will have the
chance to exchange it for a mirrored
shield which you can use later.

QUEST FOUR

You are told to cross the river Stong at
midnight. Unfortunately, | have been
unable to do this, has any reader fin-
ished this quest?

GEMNERAL TIPS

Fight only weak monsters at the
beginning of the game — bats, rats and
so on — until you advance to higher
levels, Many weapons can be found
scattered around the dungeon — some
of them magical.

Use magic to discover where secret
doors are. To gain a very powerful
weapon use the sword of the adept in
the hall of adept on level two. Then
use the amethyst rod and you will be
teleported to a secret corridor on level
one where you will find the weapon. —
C.V. Howarth, Bowdon, Altrincham.
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CHARACTERS AND WHAT THEY DO

Gimbal the : ;
Wizard Will help you with the Release spell.
Thor Give him the miolnir and he will help you
get into the lift and in the tower.
Another Florin the Give him the bottle of liquid and take it
. Dwarf back to restore your energy. Give him the
exclusive tube of glue and the broken talisman and
from the command him to help. Florin will then
mend the talisman and it will become the
magic talisman.
Orik the Give him the crystal ball and he will help
Cieric

mapping

you get into the Most Magic room with
the Crystallium Spectralis spell.

Samsun the

Give him the javelin and he will help you

division Strong at the pit.
Elrand the Give him the trumpet and he will help
Halfelven you at the wall after Thor has helped you
at the towaer.
Lady Rosmar | Give her the pocket laser and she will
help you in the secret tunnel entrance.
i The Banshee | Will tell you some clues if you command
her to help.
bottle SPELLS AND THEIR USES
T Fumaticus You will need the red herring and the
he Protectium power pong plant to cast this spell. It will
lant protect you from the Gas room.
pom Armouris - | You will have to stand on the puddie in
- Photonicus | the secret tunnel entrance to cast this
spell. It will allow you to go through the
he dark rooms without the glowing bottle.
ler " ;
jallery Candelium | You will need the engraved candle and
18] llluminatus | the shield to cast this spell. You will also
3 need to put the four-leaf clover in the |
The room. Once the candle is lit, you can use
trophiy it to read the ancient scroll.
room T 2
¥ Project You will need the crystal ball and the
Physical Body | magic talisman to cast this spell which
will allow you to teleport to any
character.
Crystallium | You will need the three crystals and the
Spectralis white gold ring to cast this. You will also
need to give the crystal ball to Orik and
summon him to the Most Magic room.
Once the spell has been cast, throw the
three crystals at gimbal in order to free
him, '
Release Spell | You will need to be in the room with
' Gimbal after he is freed in order to cast
s CLUES this spell. Once the spell is cast, summon
211" Teleport ® 7o g the characters in the order: Elrand,
2% Instrucuonhbmk to rakegrhepij;ifhe fower yoy neeqy Samsun, Thor, Rosmar, Banshee, Florin,
2¢ Hedlcr‘;ﬂﬂ ¥ from the Wajl ”’;’PS of brickwork Orik and Gimbal. Make sure the charac-
3) Ancient 5‘;3;“3;1 bfownirdawn quéer; Elrand has ters are at full strength before you
3| Greencr ] em on :
3"2 Javelin each other negr the tower. op of summon them

To fing

o
. Ver, be carefy/
this after th e i
Photoni, e Armouyr; Ak — ad
il ICUs spell has been cast. ’ o :
B

F]u rin | Axe

33 Four leaf cI;'Imfer

24 Bottle of liquid

15 Runestone

il Prism

147 Wand of command

= ey ded b Samsun | Platform, elf horn
bt . bappyy Elrand | Miolnir, loaf of elfbread
Rosmar | Willow Rod, fast blow fuse
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RA M B IT P PP :AHF;;LIS.S::;I:‘ITI;::; i:tg :;::a module

that drives printers standard Centronics 36 way connector, or for other
parallel communication. Simply plugs into the Parallel Bus Port, can
supportall Atari print functions. (£29.95) Superb value, widens consid-
erably your choice of Printer. Please state model.

TASKMASTER

TAPE TO DISK UTILITY
Auto-convert your tapes to menu disc

with Auto-run from single key selection. THE powerful utility for both
new and experienced drive owners, includes assembler, editor and
monitor functions for in-depth work beyond the needs of normal
conversion (£9). Comparable with tape/disc utilities costing much more.

R A M BIT I I : t::siﬁgirﬁ:r?asngmitalluws you to Re-record

your tapes to lead at around SIX TIMES FASTER. Comprises an gasy
tofit kit and tape program (£15), please state cassette model or.... Fitted
and tested (£22) all inclusive, just post your data recorder to us.

Utilities have full instructions, handle Single, Multi-stage, Long-block
efc. up to 48k and are suitable for 64k 600XL, 800XL, 65XE and
130XE, send SAE for specific product infarmation. We help, answer
queries and update software. Quoted prices are inclusive.

RAMBIT

16 The Green, Thurlby, Bourne,
Lincs. PE10 OHB

1029 PRINTER INTO
4 PRINTERS IN ONE

with FONT V|

TURN YOUR

Replacement character ROM!
s 4 character  (OINILY £ 24. 99 POST FREE |

sets at the flick of a switch — 3 new sets — all with true descenders.

) Simply replace the old charagter ROM in your 1029 with FONT IV
No soldering or cutting necessary.

(] Fitted in minutes,
() 100% compatible with all existing software.

] Adds new dimensions to your letters & documents. Contains existing
Atari charactar set plus 3 new sets:
FUTURE DESCENDER

NLQ
HBLCODEFEH ABCDEF SH AECOEFGH
I or just descender ROM for only £1 2.99 rost razs

) If you prefer we can supply just the descender character
on a chip at a lower price.

I \J Simple to fit — no soldering ete.
J 100% compatible with existing software.

UBLIALLY SAME D&Y B CAEDF BEE UF O
{ DESPATCHON ALL CRDENS ek
II ) SENDIMEOCNS 20 P
f UNITS WS
| ul‘iwuﬁnmnui?lla.usun
¥ LAY RO mnton
3 IlI (| ELECTROWICS STOKE ON TRENT TEL 0782 273815

L
RIS LY

(&)
= i

Crinlagas »
e (irdew

FAX |0TH F
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ARE YOU MISSING OUT?

You've got lots of questions about your computer but don't
know who to ask! We do! You're not sure which software is best
for your application! We do! You'd like to keep up to date with
new releases and be sure they are a good buy, but who's going to
tell you? We will! You would love to get to know other Atari
enthusiasts, but you don't know how! We do! You want to get
some of that ‘Public Domain’ software you've heard about, but
where from? We know! You don't want to feel like you're the
only Atari owner in the world, but where can you turn too! Well,
we can help! Great, but who are you??

We are the largest (and oldest) Atari Computer Owners Club
in the U.K. For just £5.00 per year you get help, assistance, hints,
tips, friends, pen pals, access to PD software, up to date
information, games, utilities, hardware projects, software
reviews, programming tutorials, and a glossy club magazine
every guarter.

A club magazine as well!! One of those photocopied things
that is unreadable, eh! Well no, it's professionally produced, just
like this magazine you're reading. It's called MON ITOR, you may
have heard of it?"Yes, friends of mine have read it and say it's
great! How do [ join the club and get my copy of MONITOR?
Easy just send a cheque or postal arder for £5.00 to the address
below requesting a four issue subscription. Overseas
membership is £8.00 (surface) or £12.00 {Airmail).

You won’t be disappointed!!

The U.K. Atari Computer Owners Club
P.0. Box 3, Rayleigh, Essex, SS6 8LR

Independent User Group

PO BOX 318, STOKE-ON-TRENT, ST6 6UX
TOP QUALITY, BIG DISCOUNTS & ALL ITEMS USUALLY DESPATCHED
WITHIN 24 HRS!!

TITLE Cass Disc TITLE Cass Dise "1.99' BUDGET TITLES:
Ace cd ACS ... 800 1250 KnightOre ... 1250 1250 (Price each, of any 3 for £5)
Alamals Reality2 ...~ 16.00 Leaderboard .._....._.800 1250  BMXSimdser 1.80
Arkanold ..., 750 1100 Leaderbosrd Toumamentd 50 6.00 180
Akan Acas ... 8OO = Leapster ............ E50 800 180
Auto Ouvel ..., - 18.00 Living Daylights BO0 1250 180
Bamalion Commander . 800 1250  Lithe Dewil ..., 650 800 B0
Bafle of Antietam .._..._..- 2400 MachBrigade ... W= 200 8
Basil Mouse Deteciive .. 800 1250  Mirax Forca 650 8O0 - 1.80
BroRMSINS ... = 2400 Mini Clica 2. = 1600 - 1.60
Burglar BillPol Hole Panic6 50  B.o0  Mindwhesl ... - 2000 }-E
Casira Roulatta ........_..,, B0 1250 Momezuma's Aevenge . 800 1200 i '1'50
Camer Force ......._...= 2400 Moonmisl ...._.........= 200 180
Caonfict in Vialnam _..... 1250 16.00 Music Consiruction Sal ... - 1250 a0
Calonid Conquest .....,......~ 2400 MNightMares .. .. 650 800 180
Colossus 4 Chess ... 800  12.50 S e S 180
Compuler Ambush ... - 200 . 1B0
i w350 700 . 1.60
Deecasicn in tha Dased . 12.50 - .80
Dwaper Dungeons ... 450 650 -~ 180
Druid ..._....... : 1250 -1.80
Endai’, e 10 20.00 5
Fight Simulator 2 .00 i g
Footballer of the Year ... 800 1250 ‘v
Foolball Fortunes ....... 12.50 - 180
Four Great Games ...._..3501 550 180
Feur Greal Games Vol 2 350 5.50 180

Four Star Comp, Vol _.650 8,00
Four Star Comp, Vad 2 _ 650  8.00 *2.99" BUDGET TITLES:
Gaurlet ........ . 800 12,50 {Price each, or any 2 for £5)
Gamstona Wamior .......— 1600 ... T
Gnoma Ranger ......._... 8.00 = Amavrota ... 270
Graan Baret ..._...._ = Bouiderdash 2 270
Guald of Thieves ..... 16.00 Death Raca ... 270
Gurshinger .._.......... 1250 o Dambusters ...._....—.., 270
Halywood Hi Jina 20,00 i Foothal —- k1]
International Karate _.... 550 10,50 :_| Foathaller ol ihe Year 270
1 rern - 0o Wargame Constinuction Sal . = 16.00 MR s i s 2T
i B30 1250  Warin Aussia .............— 2403 OnCue .. 2
Jewals af Darness 1250 1250  Winler Olympics......... 65 psgp Pank_.._._......270
Kamplgrulle .........co..vce = 2400  Wizards Crown ...._.......= 1600  StperXaoon ..._....270
Konredy Approach ... B.00 1250 Workd Cup Manager... . 800 1150 ameon. ... s 270
All softwara consists of genuine, brand new, ariginal titles, Pricas includa post & packin
(Orders of lass than £6.00 In total please add 539]. Eutopa add £1 for 15t tem than 500 ?Dr
gach additional ftem, Subject 10 availability, all eoftware is usually despatchad within 24 Hra.
Plaasa maka Chaquas."Fg:- payabls to "COMPUTERWARE"




LET's start off this month's column
with a letter | received recently from
Brian Mcindoe from Bishops Cleeve in
Cheltenham. He has a few useful
comments to make about the 1050
disc drive.

| read with interest the letter in

October’s Software Solutions
from A.W. Crawford who wanted to
know whether or not it was possible to
find out the density of a disc in a 1050
drive by interrogating the drive con-
troller.

Recently | wanted to do this in a
machine language program | was
writing. | found that it does seem to be
passible with an unmodified 1050 to
find the current disc density by issuing
a Status command. First you should
either read or write a sector on the
disc = for example, sector one. Then
issue a Status command.

Bit 7 of location $2EA will be set to
one if the drive has just read/written in
dual density — otherwise it will be set
to zero. According to Mapping the
Atari this bit indicates whether or not a
device is intelligent, and it is always
set to one. My program, however, can
successfully determine the density of
a disc using this method. )

Readers accessing the 1050 drive
without using Dos may also be inter-
ested in knowing how to format a disc
in dual density as this is not docu-
mented in either Mapping the Atari or
De Re Atari. You should use the

command $22 — instead of $21 for :

single density. The resident disc hand-
ler does not seem to recognise this
command — at feast, not in Revision A
—which means you have to access 510
directly rather than by using DSKINV.
The data direction byte 5303 should
be set to receive $40. You should also
set the buffer address to a spare point
in memory because the list of any bad
sectors — terminated by two $FF bytes
— will be returned there. A timeout
value of $3F would seem to be ade-
quate. Mapping the Atari or De Re
Atari will give people more
information on using SI0.

Thanks for the information, Brian. |
must warn readers that modified 1050
drives seem to respaend differently to
the density check portion of the Status
command.

The other thing to bear in mind is
that, to be sure of the result, you rec-
ommend a sector read or write before
issuing the status command. If you're
going to have to read a sector anyway,
why not just read sector 1000 and if
you don’t get an error 139 then you
know for certain that you're working in

SOET

AR

Your programmiqg problems
solved by ANDRE WILLEY

dual density? This has the advantage
of also working with other drive types
— even an old 810. )

As to formatting in dual density, you
are guite right in stating that the SO
command $22 will accomplish this
task. If you are using an XL or XE then
you will find that the newer OS con-
tained in your micro will enable you to
use the DSKINV command, as $22 is
now supported.

Colour coding

Next a problem from Mr J. Taylor
from Dalton-in-Furness in Cumbria:

I own an Atari 800XL with a 1050

disc drive which | use for moni-
toring the stock market, forecasting
pools results and the usual round of
general household uses. | have no
interest in games, so my Atari is used
for text programs only, usually in
default graphics mode and colours.

It would be useful if I could have
different coloured text on a 40 coflumn
screen at the same time, but | can't
figure out how to do it.

Could you please tell me how to get
one line of text in default white
and another in a different colour? ,

The answer to your question is to
select ANTIC mode $04 graphics —
otherwise known as GRAPHICS 12 on
an 800XL = but this isn't guite as
simple as it sounds.

To start with, GRAFHICS 12 will only
allow access to the screen by means
of PRINT #6 commands, and you also
can't get ordinary text on the screen at
the same time, except for the default
bottom four lines.

Also GRAPHICS 12 is only available
on XL and XE machines, which would

be fine for you but would mean that
the program wouldn't work on an old
400 or 800 — of which there are still a
good number about.

There is also one other much more
serious problem. The standard charac-
ter set is not designed for multi-
coloured characters in GRAPHICS 12,
s0 you won't be able to read the text
easily.

Luckily all these problems can be
overcome with a little work. Let's
tackle the first two before going on to
the character set. Since the screen you
want is 40 columns wide and 24 lines

18 REM MULTICOLOURED 48 COLUNN TEXT
20 GRAPHICS 0 2

30 DLIST=PEEK(560) +PEEK(561)#256

4B READ BYTE

58 POKE DLIST+3,BYTE+64

6@ FOR COUNT=6 TO 28

78 READ BYTE:POKE DLIST+COUNT,BYTE

80 NEXT COUNT

90 STOP

100 DATA &,2,4,2,4,2,4,2,4,2,4,2,4,
Lt e S S

Frogram ! — Multicoloured text

deep, the display list will be almost
identical to the standard GRAPHICS 0
version. The display list, for those who
haven't been keeping up with their
Atari User, is a set of instructions
which the graphics chip Antic uses to
generate the display you see on the
screen,

Each line of text or graphics has an
entry in the display list which tells
ANTIC what colours to use, the size of
the pixels and information used for
operatidns such as scrolling text. For a
24 line screen —such as GRAPHICS 0 -
there are 24 numbers, one for each
screen line. Similarly a full-screen

Turn to Page 46 »

March 1888 Atari User 45




Programming

4 From Page 45

GRAPHICS 8 display would need 192
numbers.

Program | on the previous page will
find out where this display list is
located in memory — line 30, then
POKE into memaory the 24 new num-
bers contained in the data statement
on line 100. For each screen line you
want to be in GRAPHICS 0 you should

LR R N -N - % W1
L= R -~ - -]
Bl =8 ol ok % —5 PS3 BRR
D — BB s s
B D s D B — — B
L R e ey -~ 1
[ e L]
L=l =R~~~

Figure I: Character A in Graphics 0

place a two in the data list, and each
GRAPHICS 12 line should have a four.
The example program as printed just
alternates between the two modes.

This routine can be incorporated
into your own programs, of course,
and should be run after each use of
the GRAPHICS 0 command. All the
normal screen editing and printing
functions will continue as though
nothing had happened.

Now on to the second problem — the
character set. Because of the way the

gf 2p2 2@ @81
ge 01 @ @p@
L R R e R e
104 4.1 B8
01 a8 081 B4a
g1 81 81 @B
CREREE O S B
g6 BpE 00 BN

Figure If: Character A in Graphics 12,
SETCOLOR 0

graphics chip works, colour characters
are made up on a 4 x 8 grid of dots,
rather than the usual 8 x 8 characters
yvou are used to. This means that a
special character set must be devised
to take account of the changes.

In the normal set, a byte of character
data is used to represent eight dots
across the screen — each bit con-
trolling one pixel, on or off. However,
in the case of coloured text each pixel
must have colour information in ad-
dition to on and off, so two bits are
used per pixel — giving four poss-
ibilities: 00, 01, 10 and 11. Thus the
limitation of four dots across each

character — each byte can now hold

the data for only four pixels.
A binary value of 00 selects the
background colour (SETCOLOR regis-

ter 4, or memory location 712 — other-
wise used for the border colour). A
value of 01 selects SETCOLOR register
0 (location 708) and 10 will select
SETCOLOR 1 (location 709 — as used
for the brightness of normal Mode 0
text).

A binary value of 11 in the character
data performs a slightly different func-
tion. If the character is in the Ascii
range 0 — 127 (normal text) it selects
SETCOLOR 2 (location 710 — as used
for the blue background area). If,
however, the character is in inverse
video (Ascii 128 — 255) the colour used
is taken from SETCOLOR 3 (location
711). This in effect gives you five
colours to work with — including the
border/background — although it is a
bit of a fudged method.

Figure | shows the way that a letter

6 00 B0 00
Be 10 06 44
18 e
10 69 19 @@
19 08 10 048
19 10 10 88
19 08 10 0@
g9 60 00 B8

Figure Ill: Character A in Graphics 12,
SETCOLOR 1 *

is normally represented as bit data,
and Figures II, lll and IV show the
same letter in three different colours
for GRAPHICS 12. Note how I've left
one pixel (two bits) of space at the side
of the letter in each case, plus a space
above and below the letter. This is to
stop adjacent letters from butting into
gach other which would make them
impossible to read.

If you are planning on using
GRAPHICS 0 text on the same screen
as multi-coloured text you should alter
your SETCOLOR registers so that the
background and the border are both
the same colour. For example, to

88 08 A0 48
e 11 @0 0B
IR R i i T e B
0 B B0 i e P B
Lhid 1y
s S s R S el 1
e i e
g8 B0 4P B8

Figure IV: Character A in Graphics 12,
SETCOLOR 2/2 — see text

change them to black you would use
SETCOLOR 2,0,0 and SETCOLQR
4,00,

Also don't forget that the brightness
of GRAPHICS 0 text is governed by the

same number as the colour of text
with a bit-pattern of 10 — so don't
make SETCOLOR 1 too dark or the
writing will disappear.

As you are limited to 128 different
characters at any one time you must
decide which ones are not likely to be
used and convert them into coloured
letters using a character set editor
such as that given in our ACE series in
the April, May and June 1987 issues of
Atari User,

| would suggest that the Control
keys Ctrl-A to Ctrl-Z are converted to
coloured versions of A to Z, and the
lower case letters converted eitherto a
second colour alphabet or numbers
and punctuation marks, whichever
prove to be the most useful in your
program.

GAD screen dump

Let’s finish this month with a quickie
frorm Phil Bonell who is having prob-
lems with his 1029 printer:

- On asking for a printout, GAD
throws up four choices — three
type of printer and OTHERS. Choosing
OTHERS lets you enter you awn prin-
ter configuration.

The manual inferms me of the
answers to three of the four questions,
but I can't answer the third: What code
do you send to set up your printer to
receive one line —$3C0 or 960 decimal
bytes — of double density bit image
graphics?

Could you possibly inform me if this
program is compatible with the 1029,
and if so what are the printer
settings in hex and decimal? ’

Well, Phil, I'm sorry to say that GAD
and the 1029 are just not compatible.
GAD wuses an industry standard
method for doing bit image graphics —
which is to send a long block of data
bytes giving the bit-patterns to print.
Each byte sent represents eight dots
on the printed page.

However, the 1029 - for reasons
known only to Atari's marketing
department — uses a 7 bit system in
which the last bit of data is ignored by
the printer. From this information it is
fairly straightforward to deduce a
number of pertinent facts regarding
Atari's marketing department — none
of which | will go into here!

Your best bet would be to convert
the GAD pictures to an alternative
form — possibly a 62 sector bit image
file = which can be handled by a
screen dump program. You will find
programs to do both of these tasks in
the January 1988 issue of Atari User.
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BET or bluff? It's all a question of
nerve when you play this version of
the popular gambling game. The
scene is set in a saloon, somewhere
way out West. Your opponents — Doc,
Kid and Tex — are ranged against you,
each trying to win your, and each
other’'s, money.

Your aim is to bankrupt them and
leave the table with all the cash. But it
ain’t easy — this ain't no game fer
greenhorns. You could be playing all
night, or you could be knocked out of
the game early. If this happens the
session will continue without you until
it's end.

At the start of each hand, $5 is
deducted from each player and placed
in the pot. When it is your turn to play

— the computer will prompt you — you _

will have three choices: Bet, See or
Stack. If you think your hand is good
enough to win and your opponents
are bluffing, or perhaps wish to bluff
yourself, press keys 1-9 to indicate
yvour bet in dollars. This must be equal
to or greater than the minumum bet
indicated on the screen,

If you decide to stack — that is to take
no further part in this hand — press S. If
all the other players have stacked, the
last remaining player scoops the pot.
If at any time only you and one other
player are left in the game you can
press C to see his hand.

This will bring the hand to an end
with the player with the best cards
winning. But remember, it costs at
least double the current bet to see an
opponent. In the event of the two
hands being equal, it is the player who
is Seen who wins the pot.

Table | lists all the possible hands in
their order of strength. In the event of
the major part of the hands being
equal, the secondary elements are
included. So, two Aces with a Queen
will beat two Aces with a Jack. Simi-
larly, a hand composed of Ace, King
and Jack will beat a hand of Ace, King
and three.

455
L T A

STEVE KNIGHT goes for his cards
in this addictive simulation game

Title of hand

Each of the
value of thre
Dthar I.ﬂ Erag_

three cargs

©. This hand s, 12

b Bats any

Any hand consisting

thE Same f
ace valye. ;
below threes is threelﬁ:e;he highest

A run ~ sa

of thFEB cards of

All
: _thres cards are assessed gn their

Individual face
; values. Th ;
King, Jack witp, fhie Wﬂrsft! I%'llest is Ace,
two Ive, three,
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CARDs
IDENTS

MESSS, m2s

OBJS, NAMES

VARIABLES

Holds card i
Player's names b

nd COmments Storage

< From Page 47 Hold nam g
BREN(DDW CHECKg ;;hess,{ages S
ROGRAM oS 10 see what cargs f,
! o o SUM Eeah ave been
ame oldg
1“:"5““ G nd 1oop utine s hand Scores, cash totals g d
320 isation suRTOUL L Dlayers PL 2 o
16l \nitialisd emaining AYERS  Numpe, f :
1000-199 s dealt 10 e LEFT  Numper of £ioYe!S in the hang
2000-2130 rd dealing 7© its con DEAL °r Of players in the game
2002260 " o5 are SOMET 4 according 1O ARRAY  Com PIaYer to be dealt
22702350 gach hand 18 ® on at the end of e holding area for cards in
< i arrays 1otals and 50 ﬁ'}ﬁg Music payse
eset ] . ispl
2500-2740 i hand game rll:!'d““'"“;‘::T e SUTs lsgi:: :::2:32 0: card numbers
v O £ new s Lin OT card syjt
zam-lgu% P!::riat ‘-"dlsﬂivm options - ET&WEW ot far Segfneﬂt of
00-390 uter PP layer Lis
2000-4400 %%Tt?nef ’ Tt;tw::nhznd (pRECE 5 ;{Efr;;maw nold for segment of
00 gr e uting STK
4500-47 One p'ay ame? 10 $, WINS, 5 ¢,
e E Mments
4311“';3 ho Wﬂneth ; LﬂSEﬁ,ﬂg KINTS ]-the game il vVarious points of
g[:'floﬂ- 558 Tmen%ar%‘guﬂﬂe INBET inimum bet
i Win Play f
6000-620 Music Con!: Eit:mr caleulated every game for
?nuu;]ﬁﬂﬂ 5 ph er Piﬂyer to 'dEtEFi"FH'nE Ko
DIFF  Diffore, O e
ce EtWﬂen the :
bet and human F*‘Ei'y'er’s beTlmmUl'ﬁ
[ Lo REM S T 348 IF PEEK(754)(}1Z THEN 4@ g
Fi:N 3. % THREE CARD BRAG * I58 SOUND 1,18,12,14:FOR D=1 TO 5:NEXT 1280 STKS(6L)=" ¥YOU YELLER-BELL
10 REM T D:SOUND 1,0,8,0 ¥,
LLRGIL % STEVE KNIGHT ¥ 580 IF LEFT)1 THEN 118 1250 STK$(31)=" RECK'MD YOU'D MORE GUT
56 REM RULTRZ B INITIALISATION #% - P
B0 REM 1010 DIM CARDS(52Z,2):Z-1 1308 S5TKS(LZ21)=" YOU LILY-LIVERED SKUN
78 REM SEaaaaarrrre 1015 REM #% FILL PACK %% AR
48 REM 1828 FOR MN=1 TO 4 1318 STHSCL51)="AIN'T GONNA BE YOUR Ga
96 GDSUB 5588:REM TITLE PAGE 1830 FOR ¥=2 TO 14 ME, "
108 GOSUB 1088:REM INITIALISE 1848 CARDSCZ, 1) =Y :CARDS(Z,2) =N 1320 STHS{L81Y=" COULD BE & HISE WOV
118 GOSUE 2066:REM DEAL THE CARDS 1858 7:=7+i Eii
128 GOSUB 2500:REM RESET FOR MEN HAND 1068 MEKT Y 1338 STKS(2113=" WO TIME FER HEROI
130 IF LEFT=1 THEN GOTD GEO0:REM END 1878 MENT M L5, D
OF GAHE 1888 DIM IDENTS(12),MESSS (40) ,M25(40), 1408 DIM WINS (258)
135 CLICK=1 NAMES (6) , CHECKS (521, 0BJS (6) 1418 HINSC1)=" I GOT TOO MUCH FOR YoU

140 GOSUE I0@8:REM DISPLAY CARDS ETC.

150 CLICK=9

160 IF SUMS(PLAY,9)=0 OR SUMS(PLAY,1@)

=0 THEN @@

188 SCORE=SUM5CPLAY,2) MOMES=IDENTS (PL

AY%I-Z, PLAY®T)

Z08 IF PLAY=4 THEN GOSUB 4580:G60T0 720

tREM YOUR PLAY

218 GOSUB 4000:REM ATART BETS

ZI0 IF PLAYERSZL THEN GOSUB 4388:REM 0

NLY OME LEFT

240 GOSUB I0@0:REM DISPLAY CARDS ETC.

258 FOR D=1 TO 48:MEKT O

308 IF FIRSTP=PLAY THEN GO=GO+1

318 PLAY-PLAY+1:IF PLAY=5 THEN PLAY=1
320 IF PLAYERS)® THEN 168

330 POSITION 28,19:7 "NOUTTEN":POSITI

ON 28,20:7 "ITI0TON" :POKE 754,8

1898 IDENTS=“KIDTEXDOCYOU"™

1118 DIM SUMSC4, 18)

1115 FOR CT=1 TO 4:SUMSCCT,18)=1:SUM5(
CT,1)=200:NEXT CT

1120 PLAYERS=4:LEFT=4:PLAVZL:DEAL=1
1138 DIM ARRAY(3,2)

1135 PAUSE=2

1140 GOSUB 7008 :REM ¥% MAKE MUSIC %
1208 DIM NUMS (58) :NUMS=" 2 23 34 4
15 56 67 78 89 57 TJ J0 0K KA Ad

1218 DIM SUTS (18 :SUTS="

1220 DIM LINSC33,LISS(T)

1250 OPEN HL,4,0,"K:"

1268 DIM STKS(250)

1265 STKSCL)=" THE GAME'S TGO NOT FOR

LZ70 STKS(3L1)='* MEBBE & TIMELY STACK B

L1}
¥

1420 WINSCIL1)=" LODKS LIKE YAH BLEW I

'I'-II

1438 MINS(EL)="THIS'S & OME-HINNER TOM
N,"

1440 MINS(91)z=v LODKS LIKE MY GaH
E,"

1450 WINS{1213=" I KMEW YOU HUZ BLUFFI
*n‘n

1466 WINS({L5L)zv CALL THAT & HaM
p7,u

1478 MIMS(131Y="1 GUESS I OUTSM&RTED ¥
ou,m

1486 WINS(211)-" EAT DI
R, "

1588 DIM LOSES(258)
1518 LOSES{L2="" NOW YOU KNOW WHO'S BOS
5:“
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Game

—_——

1528 LOSES(313)="
HE;“
1538
Sk 1)
is40
oM,
1558
IT,"
1568 LOSES(151)="YOU OVER-REACHED YERS
ELF."

1570 LOSES(181)="

¥YOU DON'T MESS WITH
LOSES(61)="  MORE CEMTS THAN SEN
LOSES(31)=" MORE WHERE THAT'S FR
LOSES{1213=" LODOKS LIKE YAH BLEH

STICK TO ORIG

nHI' it
1588 LOSES(211)=" YOU COULDN'T SEE AN
aLP, i

1680 DIM SKINTH(250)

1616 SKINTS(L)=z=" TAKE 0
PORDER,"

1628 SKINTS(ILI="  DON'T GO AWAY MaD,
JEST GO o

1636 SKINTSCBLI=" PUT THE CAT DUT &5 ¥
OU LEAVE,"

1649 SKINTS(3L)="THERE'S & 5TAGE AT 1-
BE OM IT "

1650 SKINTS(1zi3=m
YER HORSE,"

1668 SKINTS(151)="
HEAD WEST,"

1678 SKINTS(LE1)=" AIN'T NO ROOM FER G
REEWHORNS,"

168D SKIMTSCz11)="

THE MOMEY,

1398 RETURN

2008 REM
2818 CHECKS="

GET ON

THAWKS FER

EM 56 SPACES

2820 pL=1

2040 IF SUMS(PL,10)=8 THEN 2120

2050 GOSUB ZZ206

2060 AC=1

2876 FOR DL=Z TD 8 STEP 2

1880 SUMSCPL,DL) ZARRAY (AL, 1D ! SUMSEPL, D
L+1)-pRRAY (AC, 2D

20908 AC=ACH]

2100 NEXT DL

Zii@ SUMSCPL,23=5CORE

2128 PL=PL+Li;IF PL{S THENW 2040

2138 RETURN

2208 REM ®* FILL ARRAYS & SCORE HAND *
2218 FOR CT=1 7D 3

2220 R-INTCRNDCLI®52341

2230 IF CHECKSIR,R)="Y" THEM GOTO 2228
2240 CHECKS (R, RY="yv

2258 ARRAY(CT,1)=CARDSCR, 13 :ARRAY(CT,2
Y=CARDS (R, 2)

2268 MEXT CT

2278 REM %% SORT ARRAY ASCENDING %%
2288 FOR CT=1 TO 3

2298 FOR CK=1 TO 2

2360 IF ARRAY(CK,1) {cARRAY (CH+1,1) THE
N GOTO 2348

2310 HOLD-ARRAY(CH+L, L) :ARRAYICH+L, 1):
ARRAY (CH, 1) ! ARRAY (CH, 1) SHOLD

2376 HOLD=ARRAY (CH+1,2) :ARRAYC(CH+L,2)z
ARAAYCCH, 2) :ARRAY (CX, 2) SHOLD

2I40 MEKT CH

2158 MEXT CT

2355 REM #% NOH SCORE THE CARDS w%
2360 SCORE=D

2378 K-ARRAY (L, 1) :Y=ARRAY (2,10 :Z=ARRAY
(I,1)

2380 AcARRAY (L, 7) :B-ARRAY(Z,2) :C=ARRAY
{5,2)

2385 REM %% PRILE %=

2330 IF K=Y AND Y=Z THEM SCORE-18869:I
F K=1 THEN SCOREz12G@d

2395 REH % RUN W

2408 IF (R+1-=Y AND Y+1=Z3 OR (N=2 AND
¥=1 AND Z-i4) THEN SCORE=60808;IF A=B A
Nl B=C THEM SCORE=8000

418 IF SCORE}ZERD THEN Zdd8

2415 REM %% FLUSH

2420 IF AcB AMD B=C THEN SCORE-4088
24125 REM ¢ PAIR *=

2430 IF X=¥ OR Y=I THEN SCORE-Z00@
2440 IF ¥=2 AND Y= AND Z=14 THEN 5COR

E-SCORE+1508:RETURN

2458 IF SCORE()2880 THEN 2480

2466 IF K=Y THEM SCOREzSCORE+ (Y®100)+(
KELEI+Z:GOTO 2490

2470 SCORE=SCORE+ (Z#108)+(y%103+K:C0TD
2490

2480 SCORE-SCORE+ (Z®108)+(Y#10) +X

2490 RETURN

1500 REN ZEETHIED

2585 GRAPHICS 16:SETCOLOR Z,12,2:SETCO
LOR 4,3,8:POKE 752,1

2518 KITTY=8:0IFF=@

2528 FOR CT=1 TO 4

2548 IF SUMSCCT,18)=8 THEN SUMS(CT,1i=
@:SUMSLCT,2Y=8:G0TD 2598

2558 IF SUMSCCT,12)5 THEN KITTY=KITTY+
5iSUMSCCT, 1) =5UHSECT, 1)-5;: SUMSLCT, 9 =1
:GOTO 25%8

1568 GOSUB 20@0:REM #*WIPED DLIT#**

2590 MEKT CT

2688 PLAYERS-LEFT:MINBET={

2620 IF SUMS(DEAL,18)=8 THEN 2678

Z638 PLAY=DEAL:NAMES=IDEMTS{DEAL*I-2,0
EAL*I) :DEAL=DEAL+L:IF DEAL=S THEM DE4L
=

2650 MESSSCL, ID-MAMES :MESS5(43=" TO PL

AY..."!G0TO 2708

21670 DEAL=DEAL+L:IF DEAL=5 THEM DEAL=1

2680 GOTOD 2628

27808 BET=B:G0=@

2718 FIRSTP=PLAY

27208 IF LEFT=1 THEN GOTD 4068

2748 RETURM

2680 REM %% WIPED QUT =

2818 MESSS(1,I)-IDENTS(CT*I-Z,CT*I) 1 HE

555043="" WILL TAKE NO MORE PaRT.."

2848 R=INT (RND (D) #8) :RAZRRIB+]

2845 0BJS (L) =IDENTS(CT#I-2,CT#*I)

2846 IF CT-4 THEN OBJ5(1)="GRINGD"

2850 ME5CL)=SKINTS(RA,RA+Z9):MZ5(3L)=0

BJ5CL)

2860 LEFT=LEFT-1

21875 GOSUB J420.REM *PRINT MESSAGESH

2388 FOR D=1 TO 200:MEXT D

2890 SUMSCCT,18) =8

2500 RETURN

Joga
lgie
inze
1038

LLL R SHOWALL %%

REM

FOR CT=3 TO 7 STEP 2

IF 5SUMS(1,100=8 THEN I1m@

3035 K=1:Y=8

048 IF SUMSC1,93=1 THEN GOSUB I786:G0
10 I066

I850 A=SUMSIL, CTY :B=SUMS{L,CT+1) :GOSUE
808

3860 POSITION 5,13:7 “KID 5";5UN5C1,1)
3108 IF SUMS(Z,18)=8 THEM ZZ8E

3118 H-14:¥=1

3128 IF SUMS(Z,3)=1 THEN GOSLB I789:G0
TO T148

3138 H=5UM5LZ,CT) :B=5UMS(Z,CT+L) : GOSUE
lgae

3148 POSITION 17,6:7 “TEX $";5UMS(Z,1)
3280 IF SUMS(3,18)=8 THEN IZ@@

3210 W=27:¥=8

3220 IF SUMS(3,3)=1 THEN GOSUB I708:G0
T0O IZ48

3238 A=SUMSCI,CT):B=SUMS(I,CT+1):60SUB
%66

3248 POSITION 28,13:7 "DOC 5';SUMSKI,1
e

3388 IF SUMS5(4,18)-8 THEN l48@

3319 K-1d:Y=18

3330 A=SUMSC(4,CT) ! B=SUMS(4,CT+1) :GOSUB
lgea

3346 POSITION 9,268:7 “YOU":POSITION 9,
21:7 MHULSUMS (4, L3 n

I400 MEKT CT

3410 POSITION 19,18;7 "5 KITTY ;" ©
3420 POSITION 3,615:2 »

3438 POSITION I,16:7 v

440 POSITION X,15:7 MESSS
450 POSITION 3,16:7 MZ$

1470 MESSSCLI="";HZECL) =
I560 RETURN

I700 REM %% DRAW CARD BACKS ##
I705 IF CLICK=1 THEN SOUND @,8,8,8: 50U
ND ©.8,1,12

3716 HoM-5 M=K+ (CT*2)

3720 FOR N=Y TO Y+4

3730 POSITION X,N:? "

I740 NEKT N

3730 RETURN

JB00 REM ** DRAW CARD ##

1885 IF CLICK=1 THEM SOUMD 0.8,8,8:50U
WD 0,8,1,12

IG10 LINS-NUMS Ca%3)

I820 LISS-SUTS(B%I)

IBI0 MoH-5: M=K+ (LT*2)

I848 POSITION H,Y:? LINS

1850 POSITION H,Y+1:7 "JEE"
1660 POSITION K,¥Y+2:7 LISS
I870 POSITION X,Y+3:? "
1880 POSITION K.Y+4:? LINS
1980 RETURN

40080 REM

Turn to Page 50 »
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4 From Page 489

4818 MESSS(1)="":M25(1) ="

4028 STOCKZL:REM % =B TO0 SHOW CaRD5 *
4825 SCOREZSUMS(PLAY,2)

4830 IF SCORE{2088 THEN PF=@+(SCORE}1L
B8)+ (SCORE}1400)

4840 IF SCORE)Z08@ aND SCOREC4888 THEN
PF=1+(5CORE)}Z488)+ (SCORE)Z980) + (SCORE

23108

4858 IF SCORE}4080 AND SCOREC6008 THEN
PF=5+(SCORE}498@) + (SCORE}SLEQ)

4068 IF SCORE)G@00 AMD SCORECE@EO0 THEN
PF-8+ (SCORE}E90@) + (SCORE) 7200)

4070 IF SCORE)BP00 THEM PF=LS

4080 IF SCORE)9808 THEN PF=Zd

4899 IF SCORE}10888 THEN PF=3I0

4180 IF SCORE}L2808 THEN PF=4d

4118 PF=PF-{5-PLAYERS)

4128 R=INT (RNDCL1)%2]

4118 PF-PF+R

4140 PF-PF-GO+1

4158 IF MIMBET!7 AND SCORE(Z080 4ND R:=

1 THEW PF=PF-1

4160 IF PLAYERS=Z AMD PF{I AND SCORE}L
I58 THEW GOSUE 5086:5TACK=-0:G0T0 4380:
REM %% SEE #%

4170 IF PF)L1 OR PLAYERS=1 THEN 4288
4180 STACK=@:BT=0:PLAYERS=PLAYERS-L
4198 MESSH(L,I)=NAMES:MESS5(4)=" HAS 5
TACKED. ."

4195 R-INT (RND (8 #8) :RA-R®I0HL: MZS=5TH
SIRA,RA+25) :HZ5(26) =NOMES :GOTO 4386

T=HINBET:GOTO 4368
42720 BT=BT+(4-PLAYERS)

4210 RAZINT (RND (1)%3I)

42408 BT-MINBET+({R=1}+(5CORE»4808)+(5C0
RE}3088) +Ra+ (PEEK (28] } 3@)

4380 IF BT} THEN BT=3

4305 FOR CT-0 TO BT:SOUND L1,Z,1Z,14:F0
R D=1 TO S:MEKT D:SOUMD 1.8,8,0:NEXT C
|

4310 IF STACK=8 THEN SUMS(PLAY,3)=0:RE
TURN

4310 MINBET:=BT

4340 MESS5LL, TI-NAMES HESSS(d) =" HaS B
ET $":MESS5(14)=5TRSCET)

4350 IF DIFFYS THEN MESCL3="YOU DON'T
FRIGHTEM ME,GRINGOD":DIFF=8

4360 KITTYZKITTY+BT

4370 SUMSCPLAY, 1) =SUMS (PLAY, 1) -BT

4780 SUMS (PLAY, 9 =1

4499 RETURN

4508 REM

4585 DIFF=0

4510 FOR D=1 TO 108:MEXT [

4520 MESS5(L)="YDUR PLAY..MINIMUM BET

§":MESS5(25)=5TRS (MINBET)

4510 MZS(L)=UPRESS 'S' TO STACK,'C' To
SEE"

4550 GOSUB J416:REM ¥PRINT MESSAGE5#
4560 GET Hl.a

4565 BET=A-48

4570 IF A=83 OR A=67 THEN 4588

4575 IF BET{MIMBET OR BET)9 THEN 4568
4580 IF A=67 aMD PLAYERS(}Z THEN M25=n

4780 IF PF.Z OR SUMSUPLAY,1)<208 THEN B

YOU MaY ONLY SEE WITH 2 PLAYERS":&OTO
4558

4581 IF A=83 THEN BET:=1

4582 IF BET=67 THEN BET-MINBET#*2

4585 FOR CT=1 TO BET:S50UMD 1,18 ,12, 6 14:
FOR D=1 TD S:MEKT D:50UND 1,8,8,8:NEHT
CT

4598 IF A=67 THEM GOSUB S5800;:G05UB 188
8:RETLRM

4608 IF A=8Z THEN S5SUMS(4,3)=B:PLAYERS:=
PLAYERS-1:RETURN

4610 SUMS (4, 1)=SUMSC4, 1) -(A-48) :DIFF=(
A—4B)-HINBET :MINBET-A- 4G :KITTY=KITTY+(
fi-48)

47008 RETURN

4800 REM

4518 FOR CT=1 TO 4

4828 IF SUMS(CT,3)=8 THEN 4856

4830 SUMSCCT, 1) =SUMSCCT, 13+KITTY

4840 MESCI)-IDENTS(CT®I-Z2, CT#I) 1 HZE(4)
=" SCODPED THE POT*:S5UMSCCT,®)=68:CT=4
4358 NEXT CT

4368 PLAYERS=-®

4908 RETURN

58088 REM

5018 HESS5{13=""iM25(L)=""

5028 NAMES (L) -IDENTS(PLAY%I-Z,PLAY%I)
2838 SCORE=SUM3(PLAY, )

o048 MINBET-MIMBET™Z

5850 BT=HMIMBET

5060 KITTY=KITTY+BT

S878 SUMSPLAY, 1¥=SUHS{PLAY,1)-BT

5880 FOR CT=1 TO 4

2838 IF PLAY=CT OR SUMSCCT,3)-8 OR 5UM
FCCT,18)=9 THEN 51b8

5095 0BJSCLI-IDENTSCCTHI-2, LT%3)

SLAB MESSS(1)=NAMES:!MESSS[4)=" SAH ":H
E555(3)=0BJS5: R=INT (RND (0] %8 : RA=R*Ia+1
5110 IF SCORE}SUMS(CT,Z) THEN SUMS(PLA
¥, L) =SUMS CPLAY, 1 +KITTY :HESSS{12)=" AN
B HON THE POT™:MZS(1)=WINS(RA,RA+2Z5)
5140 IF SCORE{=SUMSCCT,2Z) THEN SUMS(CT
JAISUMSCCT, LI KITTY: MESSS(12)=" AND L
0ST":M25 (1) =LOSES (R, RA+25)

5158 IF 0BJSCL,1)="¥" THEN 0BJSCL)="GR
INGO"

5155 IF NAMESCL, 13="¥" THEN NAMESCi)="
GRINGOD"

5168 IF SCOREJSUMSECT,2) THEN MZ5(26):=
OBJS (1) :GOTO S2d@

5170 MZSC2Z6)-NAMES (L)

3208 SUMSLCT,9) -8

9218 MWEKT CT

S228 PLAYERS=D

2308 RETURN

5508 REM

5518 REM :

5520 GRAPHICS LB8:SETCOLOR 4,1,2

5518 POSITION 3,3:7 H6:"MelLcOmE"

5540 POSITION 5,5:7 M6 :"ZELFLELR,."

5558 POSITION 3,7:7 #6;"PulLL up"

5560 POSITION &,%:7 t6;"MATIE"

5560 RETURN

6008 REM

6018 REM

6028 FOR CT=1 TO 4:IF SUMSICT,18)20 TH

EN H=CT:POP :GOTOD GB48

6030 MEXT CT

6040 GRAPHICS 18:SETCOLOR 4,7,2

6058 NAMES (L) =IDENTS(CT*I-2,CT#3)

6860 FOSITION 8,8:7 H6:NAMES

6078 POSITION 7,2:7 86 LI

6088 POSITION 6,4:7 H6;"sveryone”

6090 POSITION 8,6:7 M6; ETIR"

6180 POSITION @,8:7 H6:“THANKS FER THE
GAME, "

61206 POSITION 5,9:7 W6:"GENTLEMEN.."

6125 PAUSE=S

6138 GOSUB 700@:GOSUB 7088

6288 END

7600 REN TETHED

7865 RESTORE 7586

faig FOR CT=1 TO 7%

70208 READ A:READ B

7830 FOR N=L TO B STEP PAUSE

7048 SOUND @,4,10,14

7050 NEXT N

7066 SOUND @,8,8,8

7870 NEXT CT

7508 DATA 114,10,168,16.102,10,64,25,1
82,16,64,25,102,18,64,80

7510 DATA 64,19,57,19,57,10,58,12,64,1
9,57,10,50,20,64,12,57,26,64,80

7520 DATA 114,10,106,18,102,10,64,25.1

#2,18,64,25,102,18,64,80

7530 OATA 64,16,68,10,72.16,76,10,64,1
9,57,16,58,28,57,10,64,10,76,18,57,30
7540 DATA 114,19,166,10,102,10,64,25.1
#2,18,64,25,182,16, 64,66

7550 DATA 64,10,57,16,53,10,50,12,64,1
B,57,10,58,20,64,12,57,20,64,80

7560 DATA 64,16,57,10,53,10,58,13,64,1
#,57,10,50,20,64,18,57,10,64,168,58,12,
64,10,57,10,58,280

7570 DATA 64,10,57,10,53.10,58.12,64,1

#,57,10,508,20,64,13,57,25,64,70

7600 RETURN

LINE CHSUM LINE CHSUM  LINE CHSUM
18 CP1 C¥) | 248 @33 (H) | 1115 GBE (E)
2@ CP2 {53 | 250 C9F (U) [ 1128 EAV (9)
38 CP3 (X) | 38R 3wy (m) | 1138 év5 (D)
LB CP& (&) | 31 BRE C6) | 1135 THK (R)
58 CPS (¥) | 320 JFG (T) [ 1148 2M& (5)
68 CPe (73 | 330 89F (D) | 1208 JX1 (1)
78 CP7 (XY | 348 MCa (P) [ 1218 TXD (5)
BO CP3 (B) | 350 2HM (M) | 1220 ewd (@)
90 SGU (P) | S@0 Ccva (P) 1250 14M (F)
100 P&2 (E) | 1080 CXN CH) [ 12608 4¥J (2)
110 PNZ (P) | 1010 8Y9 (9) | 1265 ASG (W)
120 PX2 (0D | 1815 DSN (&) | 1278 00 (Y)
130 THY (V) | 1820 x4J %) | 12B@ 02F (c)
135 @JP €J) [ 1030 4UF CH) | 1298 AT (P)
140 @32 (8) | 1048 RaT (0) | 1380 E4T (0)
159 QEP (7D | 1058 kMM (1) [ 1310 WK (H)
168 4C6 (X) | 1068 P3S (4) [ 1320 5CH (6)
180 T0A €7) | 1870 P35 (1) | 1338 cP1 (1)
200 9PK CP) | 1088 ECE (7) | 1488 4RJ (A)
218 PS3 (6) [ 1098 LRR (L) | 1410 36A (B)
228 IHL CA) [ 1118 BTR (5) | 1428 FO2 (H)
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Game

LIKE CHSUN LINE CHSUM LINE CHSUM LINE CHSUM LINE CHSUM LINE CHSUM LINE CHSUM CHSUM LINE CHSUM

1430 DVC (R) | 2870 C3T €@) | 2415 ONP (U) | 2845 NVI (YD | 3410 4px (N) | 4B50 280 (E) | 4585 QGA (Y} | 5@6@ ENA (9) | 6078 Wiy (1)
1440 381 (5) | 2080 25E C6) | 2620 659 (W) | 2B4é XCN (L) | 3420 EES (@) | 4B&0 2048 (X3 | 4518 JT1 (3) | 570 WAS (8) | &B8Q ON& (G)
1458 JSP (6) | 2098 S51 (@) | 2625 pap (x) | 2850 EMU (&) | 3438 EEF () | 470 SN (k) | 4520 GF9 (P) | S@E@ &53% (H) | &@98 VRF (W)
1460 &Ja (1) | 2100 PHT (%) | 2430 6vv (K) | 2B6@ X1V (N) | 3440 KME (T) | 488 SxC (9) | 4530 G7F (J) | 5@98 u15 (R) | &10@ YES (U)
1670 AMW (U} | 2110 COV (1) | 2440 84M (M) | 2875 35Q (¥) | 3458 F2¢ (1) | 4098 viU (M) | 4550 344 (3) | SA95 Na& CF) | 6120 9pJ (A)
1480 OAG (0) | 27120 PON (2) | 2450 PYJ (T2 | 2880 Km0 (2) | 3470 AFF (H) | 4108 waG ¢y) | 4568 PVR (G) | 5188 1Lp (@) | 6125 TNG (5)
1580 TWR (Q) | 2138 WAL (&) | 246@ KBL (5) | 2890 112 «K) | 3500 vXMm (N) | 4110 FFY CF) | 4565 TMW (MY | 5118 Tvy (13 | 6130 LoD (W)
1518 EPR (2) | 2200 DEP (0) | 2470 LJA (@) | 2900 WFL (H) | 3700 oTa (K) | 4120 7N3 (c) | 4578 LVF (F) | 5140 Fs2 (E) | 6280 bo9x (1)
1520 ALE (H) | 2210 300 (v) | 2480 s3t (v) | 3000 Cxa (M) | 3785 R7K (H) | 4130 TFP (W) | 4575 C&5 (Y} | 5158 JYM (1) | 70@@ CXu (13
1530 8RK (b) | 2220 9QEE (H) | 249@ woL (T2 | 3010 p0Q (H) | 3710 CE3 (%) | 4148 v22 (o) | 4580 203 (UY | 5155 NyL (&) | 7B@5 ¥SJ ta)
1540 7TF (2) | 2230 92v (M) | 2500 DKP (W) | 3820 C1U (L) | 3720 7NA (A} | 4158 FAF (1) | 4581 7S5 (X} | 5140 &YJ (MY | 7810 785 (@)
1550 806 (R) | 2240 6AF (5) | 2585 JaD (W) | 3830 NHB (A) | 3738 GUK (5) | 4168 SC9 (a) | 4582 185 (S) | s17@ zme (W) | 7820 oMy ()
1568 H9v (w) | 2250 YWR (L) | 2510 9u0 (72 | 3035 W53 (3) | 3748 P5SU (&) | 4178 5€5 (X) | 4585 Ka& (E) | 5288 sS4 (V) | 7838 WSP (H)
1570 BHF (7) | 226@ QLT (R) | 2520 4EO (R) | 3048 STV (&) | 3750 WHN (1) | 4188 B&J C(E) | 4590 N77 (&) | 5210 a9w (20 | 7840 46E ()
1580 G3P (J) | 2270 OMP (W) | 2540 aPx (0) | 3050 P5Q (H) | 3800 bXa (1) | 4198 S4L (x) | 4600 JAW (E) | 5220 x76 (L) | 7850 NeY (D)
1608 C61 (U) | 2288 490 (0) | 2558 9F9 (Q) | 3B60 VKX (D) | 3B@5 RCK (41 | 4195 &JP (63 | 4618 UD4 (M) | 53@@ vep (L) | 7@&@ YYY (7]
1610 GSR (%) | 2290 460 (X) | 2568 377 (C) | 3100 NGH (E) | 3210 72L (M) | 4208 HNT (52 | 4708 W&N €a) | Ss@@ pks (L) | 7879 aey (&)
1620 JAZ CA) | 2300 VYW (T) | 2590 RST (o) | 3116 USE (4} 3820 TEG (F) | 4220 HE9 (7) | 4888 DXR (H) 5510 DNS (L) | 75@@ Xy (3)
1630 N38 (3) | 2310 7uy (v) | 2680 POA (0) | 3120 524 (G) | 3830 CN3 (7) | 4238 92v (v) | 4810 482 (&) | 5528 Uvs (k) | 7510 péa ()
1640 OR3 (X3 | 2320 809 (&) | 24620 W25 (L) | 31308 PCT (C) | 3840 G%a (D) | 4240 H4X () | 4820 @38 (&) | 5539 &5F (yy | 7520 YOP (73
1658 CC1 (UY | 2340 GAT (F) | 2630 MMS (7) | 3140 826 (P) | 3858 387 (L) | 4380 Acs (8) | 4838 759 Cu) | ss4@ 4EC (30 | 7530 asp (o)
1660 4MW (N) | 2350 QNT (5) | 2658 YKU (3) | 3200 NMR (X) | 386@ INM (Y) | 4385 Pé6 (K) | 4840 bbL (&) | 5550 5P7 (%) | 7540 vip (M)
1670 WHG €LY | 2355 DSP (0) ZaTE CHY (A | 3218 W12 (P) 370 WY C0) | 4318 K3 (M) 48508 RV (F) 5568 UDG (W) 7560 HZR (W)
1680 H6Z (9 | 2360 Tvé (K) | 26808 acw (J) | 3220 s8p (1) | 3880 JuG <L) | 4338 X5X% (P) | 4B&@ ¥76 (9) | 5580 weep (V) | 7570 ogy (&)
1990 XOK (&) | 237@ NUU (K | 2700 TNL (1) | 3230 PL@ (n) | 3900 WFN (H) | 4340 BMF (7) | 4900 WFW CE) | 6000 CXT (W) | 7600 W2k (§)
2000 CXP (G) | 2380 NET (T) | 2718 oaL (9) | 3240 HGH (@) | 4008 CXR (L) | 4358 WHS (D) | S@B@ cXs (5) | &@18 poT (v
010 WXT (9) | 2385 DYP (v) | 2720 TTV (L) | 3300 NTO (F) | 4818 9KG (&) | 4360 FI19 (C) | S@18 9kH (U | &@28 MR4 (%)
2028 BEE (L) 2398 S99 (4) | 2748 WFL (a) 3310 veE (W) 020 wys (0 | 4378 WPR (a) 5028 IRS (L) G830 asx (J)
2048 THI (3) | 2395 E1P (2) | 2800 DXP (P) | 333 Pvy (w) | 4B25 GHO (0 | 4388 &7H €5) | 5030 GE1 (K) | 6B4P UGE (H)
2050 SM1 (s) | 2400 LMX (1) | 2810 217 (@) | 3340 WTD CE) | 4830 4uJ (2) | 4400 vTN (7) | S@4@ E4R (@) | &@s5@ MeR ()
2060 DCJ (P) | 2478 TEU (V) | 2840 POG (9) | 3400 @GU ¢5) | 4048 ULP (&) | 4588 OKR (&) | S@50 X&b (F) | &@&R VLK (R)

)I\ 33 Ormskirk Road JIK
Preston, Lancs.
The leading North West ADBROKE  tei: (0772) 21474 (1 line)

ATARI specialist ATARI Dealer OMPUTING (0772) 203166 (5 lines) ATARI
: INTEANATIONAL Bul/Board 27236 6pm to 9am

This Company has given years of full support to ATARI users Countrywide from their retail shop premises at Ormskirk Road,

Preston. Now from their NEW Mail Order Depot they can offer the same Excellent service to all Mail Order Customers.

All Software and Hardware is fully tested prior to selling. This ensures Customers receive working items so that returned goods,

and all the attendant frustration are a thing of the past. All Hardware is supported by our own 'ON SITE' engineers, therefore quick

turn round on all repairs is Guaranteed. All prices quoted are fully VAT inc. and there are no 'hidden extras', what you see is what

you get. Delivery included in price. Please ring for latest prices, new releases, etc. DUST COVERS

130XE Computer.......... SR G LR Computers
Monitors

Qur ATARI trained engineers will repair all
Hardware in minimum time at competitive
rates. Please ring for a quotation. All repairs
carry a 90 day warranty.

PRINTERS

Dot Matrix

We have a complete range of Software
in stock and fully tested.

: ; 4 i IF IT'S AVAILABLE we have it!
10 Disks+Plastic Send SAE for full catalogue.

library case......... : i
100 Disks 00 |......060. g L’::;‘;ezggf : Any Software problems? Queries?
500 Disks ....cccerne , ; LQB00 24pin D/M gg:wl.; a ring we usually have the

All Disks are covered by an ’ X '
= S All Printers, Disk Drives etc supplied :
uncondiional lifetime guarantee. with cables etc. NO HIDDEN EXTRAS All Dedicated books and mags in stock

TO ORDER: Simply send, or phone your order, stating Full Name, Address, Visa or FOR MORE INFO CALL ON THE
Access Nos, Cheque or Money order. Make payable to Ladbroke Computing ABOVE NUMBERS OR SEND SAE
International, 33 Ormskirk Road, Preston, Lancs. PR1 2QP. AND STATE FULL REQUIREMENTS
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LEN GOLDING continues his
introduction to Basic programming

THIS month we start exploring the
mysteries of computer games, and
show you some of the techniques you
will need to write your own text and
graphics adventures. We begin by
looking at the various methods of
printing text and graphics characters
anywhere on screen.

Along the way we'll encounter
several punctuation marks with a per-
sonality of their own, the CHR% func-
tion, and the Basic command
POSITION.

There's a Basic utility program

which automatically converts a screen .

full of text or graphics characters into
PRINT statements for you.

Let's start by looking at the PRINT
command in detail. Whenever Basic

encounters a PRINT statement, itlooks -

to see where the cursor is currently
positioned on screen, and starts print-
ing your text at that point. If the screen
is already full, everything scrolls
upwards to make room for the next
line of text, so you lose any infor-
mation that was stored at the top.

When printing is completed, Basic
automatically returns the cursor 10 the
left-hand margin on the next line,
scrolling the screen upwards again if it
needs to.

This is fine while you're program-
ming, and it's useful for very simple
user-input tasks. But for a text adven-
ture or graphics game you will need
much greater control over precisely
what is printed, and where.

First let's look at Basic's desire to
start a new line with every PRINT
statement:

18 PRINT "WELLOD THERE'
20 PRINT "HELLO",'THERE'
3@ PRINT "HELLD';'THERE®

Run the program above and you'll
find that line 10 prints what you would

expect, but line 20 prints:
HELLO THERE

with the two words on the same line,
and several spaces between them.
Line 30, on the other hand, prints:

HELLOTHERE

with no gap at all. The comma and
semicolon are obviously acting as
extra instructions to modify the PRINT
command. ;

Both the comma and the semicolon
instruct Basic to forget about starting
a new line. A comma moves the
cursor to the next available tabulator
stop before printing anything else —
there are normally four stops on each
line, spaced at 10 column intervals. A
semicolon, on the other hand, holds
the cursor at its current position, ready
for the next character to be printed.

The system still works, even if there
are two PRINT statements on different
program lines:

18 PRINT "HELLO',
20 PRINT "THERE'

And there can be other Basic
instructions between the two PRINT
statements, so long as none of these
alter the cursor's position. Here are a
couple of examples:

18 DIM AS(40)

2@ PRINT "PLEASE TELL ME YOUR WAME'
@ INPUT A%

4@ PRINT "PLEASED TO MEET You ;A%

ar.

18 PRINT "FUEL AVAILABLE =",
20 F=30@
10 PRINT F;" LITRES®

Motice that if you use a semicolon
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between text strings, any spaces you
want leaving between words must be
printed as part of the strings them-
selves — that's why there’s a space
before LITRES in line 30. Try exper-
imenting unti ¥YOuU can be sure of
printing exactly what YOu want on a
single text line,

While we're on the subject of
Punctuation marks, there dre two
others worth mentioning: The ques-
tion mark (?) can be used instead of
the word PRINT, as in:

10 7 "HELLY"

And the colon (:) lets you pPut more
than one Basic statement on g single
line, as in:

18 DI ASC4B): INPUT AS:THELLD 'ras

The colon tells Basic where one
statement ends angd the next begins,
and you can use it with any Basijc
Command, not just PRINT. This can
reduce the number of program lines,
and also helps to speed up program
execution. Remember, though, that a
Program line cannot OCCupy more
than three screen lines, so there's a
limit to the number of statements you
Can squeeze in, '

The comma and semicolon are fine

when you're faced with relatively
simple printing tasks, but there are
occasions when you have to print text
at very precise locations on screen,
The simplest way of doing this is to
use the Basic command POSITION.
Here's an example:

18 POSITION 14,11:PRINT “CENTRALISED,

The two numbers after POSITION
tell the computer where to start print-
ing. The first is the number of columns
in from the left, while the second is the
number of rows down from the top. In
this example, the word CENTRALISED
will be printed 14 columns in and 11
rows down,

The screen mode we're using at the
moment has 40 columns and 24 rows,
S0 You can use any number from 0 to
39 for the horizontal co-ordinate, and
any number from 0 to 23 for the verti-
cal one. Remember that if yvou PRINT
anything on the bottom line, Basic will
normally scroll the screen upwards to
make room for its READY message.

Using POSITION YOu can send the
cursor to any point within the screen’s
boundaries, but it won't move untj|
the next PRINT Slatement is executed.
The command lets You insert scores
into a text line or table, without having

L0 re-print the whole lot whenever the
score changes. For example:

q"DSITIDh 2,15 tPRINT "YoUR NUMBER IS_'|

20 POSITION 2,10 :PRINT "GIVE ME A NUMBE
ROFROM B TO 999

38 INPUT N

S0 POSITION 17,15:PRINT L He

3B G0TO 28

It's important to type this in and play
with it, to see the differences between
this screen format and the one
produced by canventional PRINT
Statements. You'll see that the words
YOUR NUMBER IS are printed only
once, though the chosen number —
which is on the same line — can
change as many times as you like. And
there's no need for commas or semi-
colons, because the POSITION state-
ment moves the cursor to precisely
where you want it, over-riding Basic's
natural tendencies.

Also notice that two Spaces are
printed after the new value of N - gn
line 40. This ensures that all digits of
the old number are wiped out when
the new number s printed. Leave out
the spaces, and see what happens
when you type random numbers with
One, two or three digits.

It's worth taking time to master the
POSITION command, as you'll need jt
for all types of games, especially the
arcade variety.

Let's move on now to a more
unusual use of PRINT: Producing pic-
tures on screen. You may have
noticed that if you hold down the Con-
trol key, Pressing most other keys will
Produce a graphics symbol which is
different from the letter, number or
symbol printed on the keytop. These
are known as controf characters, and
¥OU can use them to Produce pictures,
tables, graphs or any other kind of
two-dimensional drawing,

These various characters were
shown in |ast month’s issue, together
with the keystrokes which produce
them. Each has its own unigque
number - known as its Ascii code —
and these can be used in conjuction
with a function called CHR$, as an
alternative way of selecting characters
to print on screen. For example:

18 PRINT CHRS$(D)

will give you the heart character,
while:

18 PRINT CHRS(2@)

Turn to Page 54 »

e
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4 From Page 53
will produce a little ball. Try this:

18 PRINWT EHEH??};fHRHéE};EHR‘HTH}
CHRS(73); CHRS (67D

A few of the control characters act
like commands. For example, if you
tell the computer to PRINT CHR$(125},
it will clear the screen, while PRINT
CHR$(253) will produce a short beep
from the speaker.

Table | shows the Command charac-
ters in more detail. Their symbols
cannot normally be printed on screen,
because any PRINT statement con-
taining them will trigger the command
function.

There is a way, however, of
temporarily disabling a command
symbol, by printing the Esc character
_ Ascii code 27 — immediately in front
of it. For example:

18 PRINT CHRSC125)
will clear the screen, but:
18 PRINT LHHE[ET‘J;EHRS{’IEE}

will print the clear screen symbol —
a small bent arrow — without clearing
the screen. The Esc character does not
appear — it's interpreted simply as an
instruction to disable the command
symbol which immediately follows.
The system works only once for each
character, so if you want 10 print more
than one command symbol, you must
put the Esc code in front of each one,
like this: i

ot EHRHE?};EHRSEZE];EH'H'HET‘J;EHES{E
?‘J;EHRHE?};CHHHH],',I:HHHETJ;EHRHEH

If you want to type any command

symbols directly into a literal string,
press the Esc key once before typing
each character.

The symbols will appear on the pro-
gram line, but when that string is
printed during program execution the
characters will carry out their
command functions. For example, a
bent arrow in a literal string will clear
the screen when that string is printed.
Try this:

1@ PRINT "LESC CONTROL/CLEAR] SCREEN C
LERRED"

The square brackets indicate that we
are talking about key presses, not
actual words, so you press Esc

. followed by the Control+Clear keys

simultaneously, then the words
SCREEN CLEARED. The result will
look like this:

19 PRINT * SCREEN CLEARED

If you want a command character’s
symbol — not its function — to be
generated when your literal string is
printed, press the Esc key three times
before typing the character.

After the second press, the Esc cha-
racter — a sort of double E — will
appear, then the third press followed
by Control+Command will give you

 the command symbol. Now when you

run your program, the symbol will be
printed, just like an ordinary character.

This all sounds a bit complicated, so
compare this example with the one

above:

1@ PRINT "[ESC ESC ESC CTRL+CLEARISCRE
EN NOT CLEARED

Using control characters you can

|_ Ascii Keystrokes
code |Symbol |to print symbol Function
27 E ESC Disable command function (see text)
28 § |ESC CTRL+- Move cursor up one row
29 | |ESCCTRL+= Move cursor down one row
30 - |ESC CTRL++ Move cursor left one column
31 - |ESC CTRL+" Move cursor right one column
125 <4 |ESC CTRL+CLEAR Clear screen
126 S ESC BACK S Erase character to left of cursor
127 > ESC CTRL+TAB Advance to next tab stop
156 [ |ESC SHIFT+BACK S Delete line containing cursor
157 B4 ESC SHIFT+> Insert a line above the cursor line
158 (= ESC CTRL+TAB Clear tab stop at cursor position
159 ESC SHIFT+TAB Set tab stop at cursor position
253 B |ESC CTRL+2 Generate a short beep
254 [« ESC CTRL+BACK S| Delete character under cursor
255 F |ESC CTRL+=> Insert a blank space at cursor position
] NB: O Denotes inverse character

Tahle |- Command characters

-

A4 Atari User March 1988




build up pictures and tables on the
screen. However, it's 3 tedious job,
and involves a great deal of trial and
error to get each character positioned
correctly in its PRINT statement,

The listing below makes life a good
deal easier, When YOU run it, you can
use all the keyboard's functions to put
characters on the screen and move
them around until they are exactly
where you want them.

When vyou're happy with the
Screen’s appearance, press Control+2
and follow instructions as they
appear. The end result wil| be a new
Basic program which, when it is run,
will print the screenful of characters
exactly as you designed it,

The only characters You can’t use
are the command symbols and the
double quotes {"'), because these
cannot be written directly into literal
strings and the program can't type Esc
characters for You. The symbols
could, however, be inserted by hand
when the rest of the screen has been
encoded into PRINT staterments. To
insert a double-quotes character, split

—
32500 REM USE KEYBOARD AS USUAL. PRESS
CONTROL/2 TO CONVERT THE SCREEN DATA

INTO BASIC PRINT STATEMENTS,
32502 pin ai[?iE},aﬁiaﬂi,tii12},ELAHK$
(38)
32504 BLANKS=

*REM 4B SPACES
32506 QPEN =1,4,0,K:
32508 GRAPHICS B:POKE fa2,1
32510 REM FIRST PUT aLL YOUR CHARACTER
3 ON SCREEN
32512 GRAPHICS g
32514 GET =1,
32516 IF a=p53 THEN POKE P52,1:7 CHR$!
138);:60T0 32528:pep INITIATE COMVERSI
ON IF CONTROL/Z PRESSED
32518 IF PEEK(B5)=35 THEN GOSUB 32664:
REM SHORT BEEP NEAR END gF EACH LINE
32520 IF A=155 THEN IF PEEK(84)=23 THE
N POSITION P,p:2 CHRS(253);:60T0 32514
(REM RETURN ON LAST LINE=CURSOR HOME
32522 If FEEK(84)=23 THEN IF PEEK(&S)=
39 THEN 2 CHRS(30); CHRS(253): 07D 325
T6:REM END OF SCREEN
3524 7 CHRS(A) : :G0TO 32514
32526 REM NEXT Copy SCREEN INTD A%
32528 N=1:50uND 0,180,18,¢
52530 FOR ROW=g TO 23:FOR CoL=? T4 3¢
32532 POSITION COL,ROW:GET #6,4
32534 AN, ND=CHRSCAD tN=N+1
32536 NEXT COL:NEXT ROW
32538 s0UND g,0,0.0
32540 REM GET DESIRED LINE NUMBER AND
INCREMENT
32547 TRAP 32542 GRAPHICS B:7 :7 “INpy
T STARTING LINE NUMBER:
32544 INPUT LSTART

the literal string at the desjred point,
then insert CHR$(34), bracketed by
semicolons. For example:

18 PRINT "THIS IS A LITERAL STRING'
20 PRINT "THIS I3 A°; CHR$ (34) ;"LITERAL"
i CHRS(34);" STRING

Before we leave the subject of
Command symbols, there's one other
technique you may find useful. You
can Pérmanently disable all the
command functions with a single
statement: POKE 766,1. Now the sym-
bols will all behave |ike normal Ascij
characters,

This means that the control fune-
tions aren’t available from the key-
board either - for example, the cursor
movement keys won't work. You can
restore the statys quo by POKE 766,0,
S0 it's easy to switch the command
functions on and off at different points
in your program.
® Next month we'ly look at simple cha.
racter animation and create the ifiu-
sion of movement on screen.

A% INTOD BE, FoR CHECKING aND EHEDDIﬁa_W
32552 LASTLINE=23:pOKE 752,1

32554 FOR LINE=23 10 @ ETEP =1:50UND B
;EB,:H,E

12554 LHUH=L57AET*LIHE*IHE

32558 P=LINE#3§: CHREC125):7 -souNn a
AU,

32540 FOR N=1

32562 K=P+N:ps
32544 NEXT W

32366 IF BS<>BLANKS THEN FLAG=1:60Tp 3

2577

32568 IF FLAG=E THEN LESTLZEE=LHETLIHE

=1:60T0 32584

32578 1 LMUN;® *:60T0 3258

52572 IF LINE=23 THEN BI(38,38)=cHRs(;
F?:ESEE?,E?J=[FRSE?EJ:SD*G 32574

38574 IF BE (38,380 <> * THEN B3(39,39)
:SHESfE?J:Eii&ﬂ,ﬁﬂ]=tHH$iES}

32576 7 LNuM:" 9 sCHRE(34):@5:p8=
32578 REM USE “FORCED READ" WODE TO €O
NVERT LINES INTO PRINT STATENENTS

32580 7 10 .o “CONT

32582 POSITION 8,0:PoKE B42,13:5T0p

32584 POKE 842,12

32586 NEXT LINE

32588 REM PREPARE TO SAVE STATEMENTS

3259p 1 CHRE(125):7 “Would you like tg
5ave the temporary™;? nstructian £
LEka"

32592 1 % = CASSETTE™:? :7 p= DISK

o 3
(N

8
MRS (N, XD

32594 GET #1,4:1F A=67 OR A=6B THEN 32
598

32596 G0TO 32599

32598 GosuB 32668 :GRAPHICS B:POSITION
2

2.4
32546 7 =7 "INpUT INCREMENT: 32600 IF A=48 THEN 12618
32548 INPUT INC:9
32550 REM COPY EACH LINE IN TuRN Frow i Turn to Page 56 »
ot
i
| i
| -
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32682 REM SAVE TO CASSETTE:

32604 IF A=67 THEN 2 Insert cassette
to hold temporary’;? :? “file press

RECORD and PLAY , :
32688 ? :7 +7 “then press

UB 32686:TRAP 32008 LPRINT

izegs 1 CHRS(125) :POSITION 2,617

START ":G0S

" CHRS (34)°C:; CHRS (34) 5,5 LS TaRT |
GLASTLINE#INCHLSTART N
33;&15 POKE 766,12:7 :7 :9 .9 CONT®

612 POSITION 2,2:PoKE : :
Lo 2,2:POKE B42,13:5T0p :p
32614 GOTO 32434
32616 REM SAVE T0 DISe.
3?5;13'?? CHRSC125):? "Enter file name..

32620 INPUT [$:1F (3= THEN 32618
jeodz 1 :?_.j? Insert disc to hold ten
parary’:? "file, then press START tg

32624 7 "treate Sy
32626 GOSUR EpLTY
32628 1 E'HH-HESJ:PDSITIEI.".' 2.4
32630 2 “LIST;CHRS(34);D:"; 08 ChRg (3
;;é{g;khﬂri ,':;LEETLI.'I-IE*I.\'I.‘*LETHT

i P i P B e 10 z
R CONT*:POSITION 2,2:P

4 From Page 55 _|

32634 POKE 842,17

32634 7 LHRE(125) :POSITION 230 *Fila
g :fEfted in this way may be':? ‘merge
g With your existing prograp’ 3
32638 ? “using the :?:n[rl'la'?d:?ﬁ
2640 IF p=47 THEN % :7 "ENTER
340 CHRS (34

32662 IF a=ga THEN 7 :%
54):D:7 08 CHRE(34)
32644 POSITION 2,12:7 "Press

D erase the current”:? ‘page of
and start another ;
;Eﬁﬁﬁ GOSUE 32466

2648 7 CHRS(125):FoR LN=LSTART :
TLINE*INC#LSTART STEP IHCLST At
32658 PoSITION £phz7 LN:Y P TR N
32652 POSITION 2, 2:POKE 642,13:5T0P
32654 POKE 842,12:NEXT LN :
32656 7 CHR$(125):9 :7 ‘press START
L0 Write another screen
32658 GOSUB 32448
32660 REM SUBROUTINES
§?§EE T CHREC125):POSITION §,2:60T0 32
51
32664 SOUND B,1008,10,4:F0R W=7 18:
EXT W:SOUND 0,0,0,0:RETURN P
32666 1F PEEK(53279)<>4 THEN 32466
J2468 Soumnp B,E0,10,2:FoR W=1 TO 3B:ME
XT W:SOUND 8,0,0.0:RETURN :

' CHRS(
ENTER "} CHRS (

START ¢

text,

| 12227
[
=

Uus GoLD
Ace of Aces ...
Rebal Charge ...

Broadsidas
USAAF

Warshig ..,

Wizards Crown ...
Bame of Antietam
Kamigruppe fasas
Printshop ......._...
Graphics Disc | ..
Graphics Dise i

Summer Games

Raid Over Moscow .,
Beach Head Il

Super Huey ...
Figdd of Fire
Wiatnam ...

Phantagie ... ...
Gattysburg ._.......

Leaderboard Tl:-uma.ﬁﬁ.e.ﬁ:",,
Gauntiel Deeper Dungean

ENGLISH SOFTWARE
Smash Hits Vol. 5 ‘
Smash Hits Val &

ACTIVISION
Ghesibusters ...,
CODE MASTERS

BMX Simulation

‘Phone for avalabity

A L

T
221B Bakar Sweet ...........cocmeeoe..

_ Staffs WS11

e R
Colonial Conguest .......................

Beer « Dropzone + Caverns

Arcade Classics ... . .

Leaderboard .. ...

Gaunibet ... ik
Albarnate Realty Il ...

Panzer Grgnadiar ... R
War Game Construction Sot
Mech Brigade . ... ... 5

War in Fussia ...

Smash Hits Vol 7 ...
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Coss. Disc Rod Max....cociininnn..., 1,99

RO | | Trangmitter ... e 1,98

2295 DOMARK Cass

2295 Lhiing Daylights ..........c.c.ern.. .95

19.95 Trivial Purswit .............ccconrnr 12,55

2255 ELECTRIC DREAMS Cass,

2505 Spindlzzy ..o B35

2555 DIGITAL INTEGRATION Cass.
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16095 Mercenary ... ... 798

2599 Second Gity ........ococecviennnn. . 5,35

2596 Mercenary Comp. Pack ... 12.95

a5n00 DATABYTE Cass.

1700 Sy VEWI. .., 75D
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e, 1095  Spy VW Spyl.. o B it < N
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1158 Arandd L e e
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) . Sage 180 e 298
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{4l .. a5ag  Universal Hero ... e 1,58

_— -] 5.99 Kick Btart ..., P LT [ ]

...483 699 LastVa 299

: A oamae  MinR L.209

Cess. Disc w--‘l; g :.gg
an i 1 acu | B

= gg: 1§:§ Crystal Raiders ... s R

895 1285 Gun Law ..., e R |

i Disc Mutant Carmals ..., A

u Fransis ......... i R o] WS

. 3.95 Hower Bovear . v 198

Cass RAINBIRD/FIREEIAD Cass

e 109 Knight Ore ... X1

Druid ........., e - [

ES BETTER SOFTWARE

221 Cannock Road, Chadsmoor, Cannock,

2DD.

Disec
12.98
16,95

Dise
12,95

Dise
10.95
12,95

Disc
10.85

B.95
14 85

Dise
12,50
19.00
12,85
12.95
1265

Disg
11.85

Dise
2295
2295
22.95

Disc

Dise
1285
1295

Tel: (05435) 79099
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Silicon Dream...... 1285 1295  sereaming Wings............685 895
GREMLUIN GRAPHICS Cass. Disc  Fight Simulatar Il ... 39,95
Bacsil the Mouse Datective....... 895 1295  un Francisco ..o 2195
ETEILHE;EIET" ﬂ-l'-ll' i A 1; g: AP 2145
ootballer of the Year ... 8. 12
SYSTEM 3 Disc BUDGET TITLE
International Karale 10.85 Cass. Disc
SEGA Dise Soccer...... TR e R W
Zawxwon + POOYER ..., B I e e e S
TYNESOFT Dise  War Hawk ...o.c..ooniiciiiinnrn.... 1.99
Who Dares Wins 11 . 895 Football Manager ....._.........299
Eallr Speedway A 895  Mlaster Chess i85
irax Forca ... ! 895 :
DATABASE Cass. Disg MO0 FRPAM o 1.99
Elllgﬁmﬂpgatl: e EEIN RS T O Ml " 18.50
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ollosus Chass IV ..................B, 12.85 130XE Computer p&dl. inel Computar XG12
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(oo, | e Pt e e il 1; gg CX77 Touch Tablet £49.00
1 i 16
PHOME FOR LATEST
R I e i e 16.95
Ultima 1V . 16.95 ST FRICES
For lull list of 5T
ATARI SOFTWARE Dise Soltware see our advert in
Millepeds ................o..c... [ROM) 12,95 the Atarl ST Uses
Dedender...... ... ... [Rom) 595
Donkey Kong Jnr .{Rem} 1285
11T R N [~ |- || B.55 AN prices are correct # lime of going 1o press,
Star Raidars Il ... (Disky 12.95 Access or Visa ardars welcome,
Plesse add E1 per fem for averseas ordern

Cass, Dise

Please make Cheques or Postal Orders payable to:

RED RAT SOFTWARE

Speedrun ... 895 895 'MILES BETTER SOFTWARE™
Lite Devils v B85 BROS Phone or wrile lor comprebienshve stock st for
Might Mares .._...._.................685 BO5 Marl and ST software + hardwars
Compilation 1 ... 595 B85

{:-arnpulua'.mn i i SRR 6.95 BES WHILE

Astra Oroid ... S R ] 855 STOCKS

Space Lobster ..............695 B95 E LAST




Mailbag

LETTER

I WAS in the middle of a
massive backing-up session
when, suddenly, my trusty
810 disc drive emitted a
bang and a clatter and
packed up completely.

With fear and trepidation |
removed the cover and dis-
covered what had gone
wrong. There is a metal
band which transiates the
rotary motion of a capstan
to the linear movement of
the head carriage — this had
broken.

All that was needed was a
piece of stainless steel shim
one thousandth of an inch
thick, but the best that
several Atari repair shops
could offer was a replace-
ment head and capstan unit
costing at least £50.

Nathing ventured, noth-
ing gained, so | decided to
repair it myself. | was able to
get enough shim to last me
a lifetime from a local
supplier.

! removed the old broken
band and taped it into my
Atari notebook. Then |
measured it up and drew ifs
exact shape on to the new
shim using the sharp point
of a pair of scissors to score
the outline.

I cut the three fixing holes
45 squares using a model-
ling knife and used the scis-
sors to cut round the outline
of the band which | then put
in the disc drive.

The drive appeared to
work, but the head needed
aligning with track 1.

! used an oscilloscope to
monitor the output from the
head and, having undone
the capstan setscrew, |
moved the head carriage by
hand to the point of
maximum signal from track
one on a spare formatted
disc.

! tightened the screw and
checked the setting using a
number of other discs
including a few commercial
ones.

Having gained some con-

DIY worked with
a dicky disc drive

fidence, while | had the drive
exposed | checked several
other adjustments which
may be made to ensure that
I could get the maximum
signal from the disc.

So far [ have had no fur-
ther problems with this
drive. | can access all my
discs, as the head is rea-
sonably well aligned and !
have learnt a lot about how
a disc drive works. Fur-
thermore, if it happens
again | know what to do. -
M. R. Holland, Lower Penn,
South Staffordshire.

Sorry,
tape only

A FEW weeks ago | bnught.

Boulderdash Construction
Kit on tape because the
shop didn’t have it on disc. |
designied a level and when |
tried to save it to disc it
reported “Check your
drive”,

it has done this ever since.
Can you tell me why this
happens and how can | fix
it? — Jamie Beszelzen, Hock-
ley, Essex.

@ Although the program
comes up with the option to
save to disc or tape, it will
only work with a tape deck.
This is unfortunate but,
sadly, a fact.

In Never
Never Land

I HAVE an 800XL and have
just finished entering in
Snowball from the Decem-
ber 1987 edition of Atari
User.

! tvped it all out correctly,
as there were no error
messages, but when | ran it
to my grief three hours

typing went down the drain.
All that appeared was a
black screen with two green
shapes on it.

I tried Get It Right! but |
could not understand what
the letters and numbers
meant.

Then | realised that | had
run it before | saved it,
although the article said if
you run the game and there
are any typing errors it may
cause the computer to crash
as the DLl is used.

Could you tell me what
the letters and numbers
mean on Get it Right! and
what it means by the com-
puter crashing? Also are
there any errors in the list-
ing? — Kara Ball, Keynsham,
Nr. Bristol.

® When a computer pro-
gram is typed in each
individual line is assigned a
unigue set of numbers — or
checksum. The Get it right!
program prints this.

By referencing these
numbers against the list in
the magazine you will in-
stantly know whether you
have entered the line
correctly.

The fact that no errors
were reported doesn’t mean
that yvou haven't made a
mistake. For example, if you
enter A=8 when you should
have entered A=B the pro-
gram won't work, but no
error will be reported.

Crashing the computer —
or locking the system up —
are just terms given to an
acute ailment computers are
heir to. If you tell it to do
something that it doesn't
like or isn't supposed to do,
it will wander off into Never
MNever Land. And no matter
what you do you can't get it
back.

This is always a possibility
when typing in data state-
ments that form part of a
machine code routine,

WIN A
TENNER!

EACH month we will
award £10 prizes for the
most interesting letters
sent to us.

So now there's more
reason than ever to con-
tribute to our lively mail-
bag pages.

Get your pPens out
start writing and vul.;
m?uld be one of the
winners. The address:

Mailbag Editor
Atari User
Europa House
Adlington Park
Adlington

Macclesfield SK1 0 4anNP

Tape
troubles

{ BOUGHT an Atari 800X!
and a 1010 recorder. At first
it worked OK but after a
short time it damaged the
tapes so | could not play
them again. | took the
recorp'e;r back fo Dixons who
sent it away.

They then returned it
saying their was nothing
wrong with it and it must be
the tapes. What can you
advise me to do?

I also own a 1050 disc
drive which works well, but |
would like to still be able to
play budget tapes. — Damien
Gipson, Bideford, MNorth
Devon.

® We get a lot of letters
about this sort of thing hap-

Turn to Page 58 »
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< From Page 57

pening to 1010 tape decks.
The 1010 is usually a reliable
recorder if used and looked
after correctly, but if cheap
tapes are used problems
often arise.

Your best solution is to
get someone who knows
what they're doing to check
the head alignment and
clean it and the pinchwheel.

If the recorder still gives
problems after this take it to
areliable service engineer in
your area.

The pro
approach

| HAVE just bought an Atari
E5XE and | would like to
know how you would go
about programming a pro-
fessional game. Is there
such a thing as a games
designer, or will | have to go
back to loops, pokes and
graphics?

All | ever get is errors,
errors and more errors, So
please can yvou help before |
overheat with confusion and
errors? — Darren Clewley,
Milton Keynes, Bucks.

® A program called the
Arcade Machine was written
and released in America by
a company called Broder-
bund. The utility was written
in 1982 so it may be difficult

ATARI e
USER Mailbag

WE welcome letters from readers — about your
experiences using the Atari micros, about tips you
would like to pass on to other users . . . and about what
you would like to see in future issues.
The address to write to is:

Mailbag Editor

Atari User

Europa House

Adlington Park

Adlington

Macclesfield SK10 4NP

to obtain. US Gold deals
with a lot of Broderbund
software and may be able to
help you. The address is
Broderbund/US Gold, Units
2/3 Holbard Way, Holbard,
Birmingham, B& 7AX.
Tel:021-356 3388.

Submarine
sunk

A FORTNIGHT ago | bought
an Atari 65XE and a copy of
Atari User. | have had an
Atari 800XL -before, so | am
familiar with the keyboard,
but sad to say not with pro-
gramming.

! typed in Submarine
Hunter and checked it
carefully — especially the

data — but when | entered
AUN it came up with error &
which applies to the data in
line 8920. Could you help
me out of this prabfem?

Also do programs for the
old 48k work on the 65XE? -
J.G. Gibson, Penzance,
Cornwall.

@ There are no errors in the
program as it is printed. Line
8920 contains a READ

‘command that reads the

data statements: You will
need to check them all very
carefully.

Not all programs written
for the 400/800 machines
work on the 65XE. Some dif-
ferences in the operating
systems has cause a slight
incompatibility. However,
maost programs published in
Atari User work on all Atari 8
bit computers.

Sharp for stereo, but not programs

RECENTLY | acquired an
Atari 400. My knowledge of
Basic programming is
minimal, but enough to
write programs of sufficient
length to warrant the need
for some peripheral storage
device. ;

Several people have
advised me that my Sharp
stereo cassette player
should be compatible, but |
do not have the required
multiport five pin DIN con-
nector.

Could you let me know
whether my stereo cassette
is compatible and if so

where could | purchase the
connector or where | can
find the necessary infor-
mation needed to build such
a device?

In future, when my knowil-
edge of Basic and financial
circumstances have im-
proved, | plan to purchase a
disc drive. However, until
such time [ hope you will be
able to help me find an
economical solution to my
storage problem. — Trefor W
Roberts, Menai Bridge,
Gwynedd.

@ Unfortunately your tape

recorder will not plug
directly into an Atari. An
interface used to be avail-
able for converting the
signal from a normal tape
deck to one that your POKEY
sound chip could under-
stand.

However, we don't know
if the company is still
trading and so your only
option is to buy an Atari
deck. The XC12 is available
for-around £30 from various
advertisers in this issue.

You could also take a look
al the classified section of
the magazine.

Finding the
vertical bar

I HAVE had an Atari 800XL
for some months now and
enjoyed typing in the pro-
grams that you have pub-
lished.

I would be grateful if you
could tell me how you type
in the vertical bar character
that appeared in line 370 of
Dicer in the January 1988
issue of Atari User? - C.P.
Allen, Peterborough.

® This is one of those elu-
sive control characters the
Atari computer possesses.
To obtain it press Con-
trol+V.

If you look in the February
issue of Atari User you will
find a table showing all the
characters and the key-
strokes required to get
them.

Programs
appreciated

THE Picture Processor and
the Post Printer in the
January issue. of Atari User
were two very good pro-
grams. They will come in
very useful to a lot of 1029
owners who, like myself, do
not find a lot of programs
for dumping pictures to
their printer.

The ease with which you
can convert different file
formats is very useful. [t
shows other 1029 users just
what can be done with a
little bit of patience and
practice. — J.E. Rice,
Ipswich, Suffolk.

Groans,
no grunts

! OWN an Atari 800XL and
was wondering when
someone is going to release
a wrestling game for my
computer. | think a company
like US Gold could write
one, as it has produced
themn for other computers.

| feel that the Atari has

Bt b e e
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Mailbag

great capabilities for games,
but a wrestling game seems
to be just what it hasn't got —
it would be a great success.
Do you know if any are
going to be made in the
future? — John Alan Robin-
son, Whitley Bay.

® We don't know if US Gold
is going to release such a
game for the Atari. An
American software com-
pany did bring out a game
called Bop 'n’ Wrestle, but it
was only ever released in
America.

Gauntlet
blues

RECENTLY ! had a major
disappointment while
playing US Gold's Gauntlet.
After nearly three hours |
reached level 110 and | was
horrified to see the same
sheet repeated over and
over again after that.

At level 130 boredom
finally overcarme me and |
was forced to turn the com-
puter off. Was my copy of
the game at fault, was it my
computer, or is it a fault with
the actual game?

Also, is US Gold planning
to bring out international
Karate Il on the Atari? — G.J.
Hagon, Dagenham, Essex.

® There is nothing wrong
with your copy of the game:
This is how it has been pro-
grammed. At the moment
there appear to be no plans
for International Karate Il,
but if it turns up a review
will appear in Atari User.

WP on the
800XL

I HAVE just bought an Atari
B00XL and would like to
know if the Atari Writer Plus
word processor is available
on tape for it. Also, can Atari
SMMEO4 printers be con-
nected fo my computer
without a Graphics AT
Interface? - Charlton
Ferrao, Canning Town,
London. E16.

@ The AtariWriter Plus pro-
gram is a disc-based word

DIP in for those elusive £ signs

I FIND that when | use Mini
Office Il with my Panasonic
KX-P1081 printer it will print
the elusive £ by simply
keying #. Yet no one seems
to have bothered to mention
this in reviews or the
handbook.

In fact the manual advises
using print code strings to
define it. There seems to be
no reason why this should
not work with other printers
— have you any idea why it is

processor. However, the old
AtariWriter cartridge will
work with a tape deck.

The SMM804 printer is a
dot matrix model designed
for the ST Personal com-
puters or the IBM PC and
compatibles — it won't work
on an 800XL.

Happy
impulse

IN December | went to
Curry’s to buy a Walkman
for our nine year old son's
Christmas present. You
guessed — | returned with an
Atari 65XE computer pack.

| had a great sense of guilt
at my impulse buying, and
didn’t have a clue about
computers at all.

As time has gone by my
guilt feelings have gradually
receded because of help
from friends and reading
Atari User. Gradually | have
learnt that computers are
not boring, they're really
quite interesting. They have
opened a whole new world
of interest for me — which is
gquite amazing to a mere
female! - Rosemary
Campbell, Kirkby Stephen,
Cumbria.

Get it Right!

| OWN an Atari 800XL and
am new fo computing and
very willing to learn. | typed

LETTER

not recommended?

| would go on to say that,
with Epson compatibles
Mini Office Il seems superior
fo Atari Writer Plus, and the
only complaints | can level
are that there seems to be
no built-in  underline
command so it consumes
two of the 10 code strings

in Bounder from the June
1987 issue of Atari User but,
try as | may, it won't run.

Could it be the program
uses machine code and do |
need an assembler lan-
guage? — J. Chapman Peter-
lee, Co. Durham.

® The program is written
entirely in Basic and works
fine on an 800XL if you key it
in correctly.

You will find that you
have made some typing
error. Check the program
very carefully using Get it
Right!

Starwars
on hold

IN THE April 1987 issue of
Atari User yvou said that a
conversion of the Starwars
coin-op series is promised
for the Atari 8 bit by the end
of the year.

Where is it? | was eagerly
awaiting the release of this
game and as the end of the
vear rolled around | noticed
it was being released for
other computers but not for
Atari.

{ am rather disappointed
that 8 bit users seem to have
been left out. Maybe we will
be seeing it later in the year.
— J. Elliott, West Sussex.

® Domark Software unfor-
tunately changed its mind
about releasing an 8 bit ver-
sion of this superb game. It
has no plans to bring out a

allowed, and double spaced
print cannot be defined for
part of a document.

Does anyone know how to
overcome these problems’?
- J.E. Robinson, Millom,
Cumbria.
® Whether the # sign out-
puts a £ sign depends on the
DIP switch settings inside
the printer.

Most printers can be set to
do this, but it's not always
automatic.

version, so we will just have
to hope that another soft-
ware company takes up the
challenge.

Replacement
switch

My children have an 800XL
with 1010 tape machine with
a8 broken switch. Do you
know where | can get a
replacement? — Mrs K.B.
Shipp, Horsham, W.Sussex,

@® Replacement keys for the
1010 tape deck can be
obtained from Silica Shop.
The price is £1.12 — which
includes VAT and postage
and packing — for two keys.
Silica Shop can be contac-
ted on 01-309 1111,

Racing round
the Atari

I HAVE an Atari 800XL and !/
would like to know if any car
games have been released
for it. Could you please give
me a list of them? — Derek
Broad, Christchurch,
Dorset.

® A lot of car games have
been written for Atari 8 bit
computers over the years.
They include Pole Position,
Pitstop, Pitstop Il, Baja
Buggies, Rally Speedway,
Racing Destruction Kit and
many more,
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Enter the magical
world of Kerovnia!

This fascinating adventure features the most
sophisticated parser around: You can type complex
sentences and interact with the many characters,
including some very intelligent animals.

This superb package includes a 44-page novel and a
cryptic help section.

‘ The program took three man years g
of programming time to produce
— and it shows. The Pawn is the v 35
stuff from which cults are made. £

— Anthony Ginn, Atari User,
May 1986

Guild of Thieves
— Iit's a steal!

Guild of Thieves is the long-awaited
follow-up to the award-winning
adventure, The Pawn.

You're back in the fantasy world of
Kerovnia, in the role of a novice thief who has
applied to become a member of the illustrious Guild.
To prove your worthiness you must ransack an
island of all its treasures.

There are 29 beautiful illustrations, a massive
vocabulary, and a text parser which

is claimed to be more sophisticated than
the parser in the Infocom| adventures.

; ::'s:_ 1 ‘This is an absorbing, funny and tantalising
= | adventure and guaranteed to be another
sure-fire winner for Rainbird. ,

— Bob Chappell,
Atari User, October 1987

Special YOu Offer including YOou
Suitable for Praduct Format RRP reader offer SAVE subscription SAVE
Atari 800/130 The Pawn Disc £19.95 £14.95 £5 . £24.95 £10
with 1050
disc drive Guild of Thieves Disc £19.95 £14.95 £5 £24.95 £10

TO ORDER PLEASE USE THE FORM ON PAGE 61

12087.5
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Protect your Atari .

with this luxury dust cover
for your Atari XE or XL .
It's made of clear, water-
resistant vinyl and

bound with strong cotton

Only £3.95

e Special price il‘accm:npanied
by subscription or renewal

All prices include postage, packing and VAT
Overseas orders despatched by Airmail.

ORDER FORM

l—-'—---

Valid to
syass |

~—

5
-

ke
o

Annual subscription

New UK£15 7001 i
| Europe (incl. Eire)£18 7003 | |
- Overseas (Airmail)£33 7004 s
ol i and your Atarl Users = Commence with . issue :
A year's supply of Atari _ || Renewal UK#15 7002 [ I
User can be kept in this (B i g;mpe (incl. Eir?}}:;l}- 2 7701 ;
handsome chocolate : I ook st G e R i
brown binder January 1987 7409 ||
de | Back Issues February 1987 7410 [ i
0]1]}1' £4.95 | £1.50UK March 1987 7411 |
£2.00 Europe & Eire April 10687  Pdis
1 P e May 1987 7413 |
I 2 June 1987 7414
July 1887 7415 I
I Aupust 1987 7416 I
September 1987 7417
1 October 1987 7418 | |
I MNovember 1987 7419
December 1987 7420 l
Our 1 January 1988 7421 | |
' February 1988 7422 I
. - - - Ei Fi
dlSCS 1| Mini Office IT e poge 30 I
i Disc 400/B00/XL/XE £19.95 7050 [ |
! {48k required) I
The ideal storage I Add £2 for Europe/£5 for Overseas i
medium for your
5.25in discs. : Atari User ToolRit sepoge:2 m I
Tape £595 7021 [ |
The luxury padded 1 Disc £795 7022 [ ]
PVC boxes are 4 Add £1 for Europe inc Bire/Overseas i
ngl - !
Sm;; Eiy made 'i“ - 1| Ten of the Best Games sepasess ]
protect your valuable I Disc [CNEIEEN £4.95 7013/7014 [ | |
discs and can be packed i Add £1 Europe inc Eire/Overeseas :
flat when not in use.
M RIS i o I| Ten of the Best Utilities weepuesn ]
i I Dicc EFUIERN £495 m17/7018 [ | | ]
60 5.25in discs i Add £1 Europe inc Eire/Overeseas i
—--——---u-—-—-_——--J Gui;dﬂfThiEUES.fmmﬁw |
= Disc Storage Box Atari 800130  Disc £1495 7019/7020 [ ]| | :
Helds up to 60 525" disce  £4.895 7008
I . The Pﬂwn (mee page 60) I
| Dust Cover i
[ 2595 UK 130XE 7081 i:_! Atari 800130  Disc [EJEER £14.95 7033/7034 [ | | ]
£4.95 Europe'Overseas BOOXL, 7080 -
i - - - Readers in Europe (inc Eire) add £2. Overseas |
I Afﬂ]"’l USE?" ander add £4 per item unless otherwise indicated I
g £4.95 UK; £6.95 Eurupe; £11.95 Overseas Airmail 7029 e gy TOTAL I
LT S 1] [[] Il Il ] —— -
I Send to: Database Publications, FREEPOST, Europa Housa, Eﬂ&m: piease indicate method (+) EE:"?_"? f J I
I Adlington Park, Adlington, Macclestiald, Cheshira SK10 SNP Access/Mastercard Eurocard/Barclaycard/Visa R I
| {No stamp needed if posted in LK) Please allow 28 days for delivery i [ | ) | | l
l ——  Order at any time of the day or night o] ,__ ] Cheque/Eurccheque made payable to Database Publications Lid. I
I Fax Orders: Ovders by Prestel; MicroLink/ Talecom Gold || ) I
0625 879968 Key 88, then 614566383 72:MAGO01 Name — Bigned we s
I & Telephons Ordars; 0625 E?‘H!ﬂ ] Address — PO Y LS I
: Don't farget to give your name, address n.n_d' credit card number __ Post Code s :
[ ENQUIRIES ONLY: 0625 579840 Sam-5pm | i ¢ ATS i




FREE GAMES ADVERTISERS'
FOR 65XE, 600XL, 800XL. AND 130XE INDEX
When ke purchase Atari Computer Show 4  Meedmore Distributi 37
rl Ly I 1DUTIan ......
'WORLD CUP MAGER" T e e | P ) 1 B | e et ki a8
at the Special Price of CENTEC ..ooovevecsereri v 28 Miiles Better Software ......... 56
I £6.00 cassette, £10.00 disc inc. p&p | Chips ...i...c.5. 000 Eois sgah Tonitor ................................ 44
Communications Media ....... G Ll ety o R e 6
Choose from Darg, Joe and the COMPUMEBNT .evoereeeeeeereren 3738 RAMBI e e srnrisnes 38
Nuclear Caverns (cassette or disc) or COMPULEFWATE «..ovvvesnererenas 44 | Silica BRGR.. v ese it 63
Galactic Cresta (cassette only) Database Software ............. T 1 R 62
by Datel Electronics.......cccoceeeee F. P, IR (] =Ty N s 24
Cheque or POs to: Frontiar Software .................. 2 STV SaftWare . ... 62
STV SOFTWARE Global Computer Services.. 62  Sunaro Software ................. 21
9 Chiswick Walk, Chelmsley Wood Howfensoft .......coceumiminiees 62 TheTapeCentre................. 62
Birmingham B37 6TA Ladbroke Computers .......... BE THNBSOM o rir s v B4
XL/XE MOUSE |\ LETTER 80 OPENING OFFER AT

588 DesL0 ™

o n MOUSE FOR YOUR | g5.COLUMN WP ON SCREEN THE TAPE CENTRE

inciicies: Mouse; At Packate. This full-feature letter/word

y processor supports standard
Fast picture loader, Atari keyboard editing PLUS ATARI GAMES ALL AT £5.95 ATARI 2600 GAMES

u
bath for

Atan Artist/GAD translator. : Seraaming Wings Superman ALL ATET.95 ALL AT £6.85
2 demo programs show the only £39.95 iustif "'fmrd""'mp- insert & A Day al tha Races  Bouldardash Endure Dodgems, Circus
use of the mouse in your own e Justification. Address, date Warriors of Ras Bouldardash I Fraeway Boing

y and ref. area also control search/ Smash Hiis 2 Domain of tha Undead  Ghost Bustars Wizard of War

software. Supplied with all

el : mailshot featurs. Mouse/joystick Smash Hits 7 Zorro Pitfall Smurfs
operating Information. operation with pull-down Jm!:;nus Wintar Olympics Jot Set Willy Rivar Raid Vanture
All 1 Pleass state BOOXL 130XE ; Montazumas Revenge Comet Game Space Shutla Solar Fox
£29 ;; Post free and cagsettaidisk £24.05 .;lakt ?frng Spy v Spy Hacker Tennis Muse Trap
- .99 Pos Spy v Spy Il Trailbl Abot Tank Gorl, Donkey Kon
{ COD service available for £1.50 } : railblazer a g

Please make Cheques/Postal Orders payable to The Tape Centre.

Overseas add £1.50.

Lm. COMPU.I.ER SERVICES Full price list plgase send S.AE.

THE TAPE CENTRE
108 Navigation Road, NORTHWICH, Cheshire CW8 1BE (0606) 782413 Unit 18, The Marlborough Centre, Coalville, Leicestershire

ATARI XLIXE & ST GAMES-UTILTEES- | | JJL JL

HARDWARE-
JEEEELE V= 2900 BARTRIDES ATARI IN MANCHESTER

gamaes can indead be convened 1o disk suecessiully with THE ALCHEMIST transfar systam|

The utility is entirely non-technical io use, so why endure slow and arror prone cassetis lcad *
— send for a copy today) THE ALCHEMIST @ OMLY £19.95 Post Fres, g For the best selection of Software
REQUIRE DISK BACKUP? The DISK-TO-DISK-PLUS alfers disk backup, including disks .
that use CRC-arror BAD-SECTORS for protection! Also incudss: Tape to Disk transfer, Disk for your Atari Computer
;EI Tape transier, and a Tapa 1o Tape copéer. DISK-TO-DISK PLUS @ ONLY £16.95 Post V. d G C l
res. or vyiaeo ame onsole
REDUCE TAPE LOADING TIMES! As well as automatic backup of cassstta games, P
TURBOCHARGER XL/XE alsc offers an additional function = TURBOSAVE! The wtility will V]_Slt

duplicate gamea 1apes 1o ordinary blank cassettas, and the duplicated gama will LOAD
FASTER THAN THE ORIGINAL! The original game 1ape is unaflectad. TURBOCHARGER

XLXE @ ONLY £9.95 Post Free. ATARI WORLD
DO YOU PROGRAM IH BASIC? H?:au da, why not give your complated programs a touch of
claf_:ln_ E::Eitdmﬁtij hu';r?l.mmggltm:dt utilty will convert any Basic program that requires you 15 Fennel Sireet, Manchester 4
to into a - Varsion — just like commarcial cassetie rams! Just ite Victori jon/Mi
hold down the START key and SWITCH ON to load and run your own Basic prﬂgmrgmg.! At Fi St Sl "Ra“_ P
BASIC AUTOLOADER @ DMLY £7.95 Post Fres Tel: 061-834 4941. Open: Mon.-Fri. 10-6. Sat. 10-5.30
FOR DETAILS OF 3T SOFTWARE = ATARI VCS 2600 CARTRIDGES — ATARI & THIRD : :
. PARTY HARDWARE - TITLES NOT LISTED — PHONEII Mail Order with pleasure. Stamp for catalogue
| TITLE Cass Disk Rom TITLE Disk Rom
i e T — G005
Altarmate Realty || - 1788 - Arkanoids . -
Al 1785 - BakerSved : ATARI 400/600/800/XL/XE
the Greal % 1350 - BasicXE. 5
B, A e S B B 5 UTILITIES AND GAMES iy
Fmi-;htsfnmlf.n B‘g‘f ;;‘g B glaﬁlial T HOWFEN DOS 3-Mare than a tape o disc convarter if's the bast menu driven flegame managemant systam
Kol G Y : ™ . yal. Holds up b0 40 programs per disc displayed on & colourful menu. Fun the pregram you want al the prass of a
ki L BRI et g = button. 8§ Functions including muli stage tapa 1o dise, dist 1o tape, dise 1o dise. Exira hunclion bo conver all your
MaciBs Macro Assembler .............. o - BO.8S ot » obd menu systems (muhi boot ete | to Howdan DOS works in ary densty = (al warp speed in DD). Mo ather
:ﬂﬂlﬁﬂn 1 i p S = 1755 - :l'l:l.: Force - program needed, £17.95.
ogrammers Utlky Pack . 2285 - Silnt Service : DISC DUPE 3-Excellant sector copierlor ordinary or bad secorad peotoctive discs, Remembars bad sactors
Tswm-'l{&mﬂ:l- - 245 - mmsm = mm1m.lnduﬁumuw+mm. £9.95. &
omahaw ... 895 1345 = MR g = KOPY KART-Transker your favouriie carndge software 1o disc of tape, Comes complete with cartridge
BUDGET CASSETTES! - Decathion - Feud — Hanry's Houss — all @ £1.99 sach. Smikador. £20.95, .
On Cus — Pontoon — 180 — all @ £2.99 sach KOPY T4- Back up singla/mul lage tpes easdy. £1.05.
AUTOMENU-Automaticaly | I | [
UK. Postage — FREE on orders ovar 5 — otharwisa 50p PAP, Overseas Postage - pleasa Woarks in any dansily —any En?:;ﬁ,m For N ol e ot
add £2 bo your total order. Orders are supplied by Mail Order only, and subject to availabiliy. DOS-MOD- Medify Alasi DOS 1o work ki true dousle dansity whan used with LS 1050 with daubiler mod 15
Far further information, send 8 S.AE, or T plata o Hapoy, Gives 180k capacity on EACH side of the disz. £8.95.
Plaase make cheques ar P.O's payabla to: ELECTROMIC DISC NOTCHER KIT-Lisa giber side of disc without naiching. £14.95.

GAMES-# large selection of used ORIGINAL software on tape, disc and canrdge al hall new price of less. 5

k with all crders £20.
=N 0] T EE AN F;T:nm : up;?wumm- utliities and games send large SAE to:

HOWFENSOFT

(Dept AL, P.O. Box, Hereford HR4 9YU. 145 BANKSIDE, WESTHOUGHTON, BOLTON, LANCS,
o™ (0432) 50836 Oversaas add £2 to all ordars.
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wre now on AOM m mmmmmhnmmmmmm
booting whan you Silica Shop are plsassd to ofer the complais Ater 5T rengs.
is ailusted In “Guﬂuﬂnhtwlmﬂlm_ltﬂ:fm IJnﬂH-nt.-l
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SO MUCH FOR SO LITTLE!

There is nothing that can compare with the incredible value for money offered by Atari's
5205T-FM. For only £260 (+VAT=£288), you can purchase a powerful 512K RAM computer,
with-a 85 key keyboard (including numeric keypad), MIDI interface, GEM, a palette of 512
colours, mouse controller, and & 512K built-in disk drive. The S205T-FM has a TV modulator
built-in, and comes with a lead to allow you to plug it straight into any domestic colour

wllakbls DMLY FROM BILICA 'We mﬂ.tﬁl!mm{lhwhﬂtw“huﬂﬂ_hﬂu
decide where 1o purchess your &lari 8T,

FREE STARTER KIT - Only From Sifica

mmmwmnhdellnmmmhhﬂmme
on Eha markat, But you will also receive the foliwing from wmummh
" BASMC sk ° TOSAGEM ow

IT v biay your BT beoen Sllica SRop, you will slso receia;
" NEQchrome -

Sampier - colour graphics program " 1t Wand - Word Processor television set. The mains transformer is also built-in to the keyboard, so there are no
Ul againar s spaciar ST BTARTER KIT orls srat £100, whioh we sre moine s pee of Crance [ ®xternal boxes. You couldn't wish for a8 more compact, powsrful and stylish unit. Atari ST

with svnry 3T computer punchased &l our rormal relsll prices. This kit is available OHLY FROM SILICA
and is aimad at providing users with & walusble introduction 1o the world of compuiing, We are continually
wupgrading the 5T Starter Kit, which containe public domain and other liosnsed sofrears, &3 wel 8 boois,
magazines ard scceascriss all relevant 1o ST computing. Return the coupon belaw for full details.

DEDICATED SERVICING - Only From Silica
Al Silice Shap, um;wmmnmmmnummummmm
This team s fotally dedicxied o sevicing Aar ducis. Thair Lt o akill
-1di.mirllnn-nﬂ-&mmﬂmmrnlﬂ%’;’mmhm1mlnymw“ﬂ
tham i ol the highest stendard. & stendard of servicing which s beliews you wiil find DMLY
SILICA. In additicn o providing full servicing facilies lor Atari BT compulers (both in and oull of
warrinty), our isam Is also able to offer memory and bo 8T
1MBE RAM UPGRAADE: Cur up.rﬂ-onl}ummamfﬂnr SXOET-FM keyboard will

wﬂumwlreMHII:ulmnle b P & full 1 year warrsnly and is available from
Sibca at am acditicnsl retall price of cnly 286 98 (+VAT b g100),
TV MODULATOR UPSGRADE: Siica upsgrase the 1005 T-F to inciude & TV modulrior B0
Bhal you can then use it wilh your TV sel. ‘I'hl:.l:ln rtemal ui and doss not involve any ungidy ATAHF mus‘T-F HEw FHICE
e s oty L4 e VAT Tow s 1t e sy 520 oo oo e prserds [ S35 5 Which s now avalubie Jor Gl EAWS (WG VAT) Tha

no u| (e
ik : -y P 1040 is 8 poweriul comguter with 1Mb of AAM and also includes

THE FULL STOCK RANGE - Only From Silica ® bufll-in 1MB double sided 34" disk drive. Tha 1040 has been
W aim to keap siocks of all Atarl reiated products and our warshouss carmes 8 stock of over O millicn, [l designed for use on busi and pre
We import many software lites direct from the USA and you will find that we have new resasss in most of which require a resolution monochroms o cobaur
mﬁﬂmrdNWImh\;nmwmwm nm“h'u.'ahmlh:"rhl! monitor, It doss nat th have an AF modulator Tor use
rarsge. bn addition, we carry & comp bosoks wiich . abaut 1]

arig# 45 wide 88 Gurs is something you will find is availabls OMLY FROM SILICA. o bl el ol ooyt o e
MO T-F KayDiowsd + High Mas SWTES Mono

T AL SO QU o ot o, [ RS ESRE  SEE
B e gy e a0 1 o e .'.?.a'::. wnemscs |l MEGA ST's NOW IN STOCK
ET's offer, the rew MEGA ST computers are now avaliabie,

Tmmummﬁ!iﬁ.mm mhﬁmmhu‘m
wilh & maEsive . Bolh new campubers ane oom

Hmﬂlmmmmﬂmﬁﬂrﬂhﬁlmfh
MEGA 5T are styled as an supandabie Ceniral Processing
Unit with cpen srchilsciure and 8 detachable keyboard. They
are aupplied with GEM, & Tree mouss controller and &l extras

computers ara now firmly established in the UK, there are nearly 500 software titles already
available for a wide variety of applications and the list is growing all the time. And that's not
all. When you buy your new 5205T-FM (or any Atari 5T computer) from Silica Shop, you will
get a lot more, including a FREE Silica ST Starter Kit worth over £100. Read the ONLY FROM
SILICA section on the left, to see why you should buy your new high power, low price 5205T-
FM from Silica Shop, the UK's No1 Atari Specialists. For further details of the range of Atari
ST computers and the FREE Silica ST Starter Kit, complete and return tha reply coupon below,

ATARI 520ST-FM NOW ONLY =260 (+VAT=£299)

5205T-FM with 512K RAM & mono moniior £389 (inc VAT) Upgrada from 5125 RAM to 1024K RAM £100 (inc'VAT),

abmpheons lirss 10 service 88 of your Alari requi

‘computen,
Suppar], This can b necabead QOMLY FROM BILICA.

FREE CATALOGUES - Dm’y From Silica

?T:ihﬂ.ﬂfmm \H;T‘i- . mﬂhh-wrﬂ

miall frse rererslatien and price Esls b our m‘lm“mu pages long are crammad 4

wilh lechinical detsils as well a3 special otfers ard proguct umﬂmmﬂw ri:hase & a3 with the 520 ar W40, Prices are as lolows i

BT and would like 1o have your name sddsd 1o our mail nm-:hhﬂumupnnlmml‘rhu ----r.n

us. This information service is svailabis OMLY FROM MFH
i ling

FREE DVEHNIGHT DELIVEH}"' From SIJ’:GH

17 yoois WOl |inn Aorrther sl of e MEGA STH, REUm Thi Coupon balow,

Miosi Orders are procsassd B g compuber 24 howrs of recelving them. bost hardears
coders are sent by the overnigiv lemFIEEEFMGEmeHInN
LIK, Thiz maihod Relps io snsuns mini delay and P n

PRICE MATCH - anymeS:m::a A B R 8§ B N § § &0 § § &8 § § § J} *°
Wa Faps il (ke combinalion of cur low prices. FREE UK delivery sservics, FREE Starier Kit snd FREE

Wt N At (h4 Sambinption of it lou Wiosh, FRBE LK debewry survion. FREE Shwiter K1 ard FREE To: Sllica Shop Ltd, Dept ATUSR 0388, 14 The Mews, Hatheriey Road, Sidcup, Kent, DA4 4DX

thars is somathl -hnuwmummmmntm
e s e g PLEASE SEND ME FREE LITERATURE ON THE ATARI ST §

product - same prios’ basis) and lﬂllpmmmuﬂh ol mormal Tree dalivey, We realiss that we
- I MrMre/Me: ... Initials: ... Sumame:

e grly Company who wil maich a
w1l ¥4 10 G0 #nywhere slse for your Alan products. 5o lmﬂ-uﬁ'lh'lmw .lﬂdrlll:

makes our price match promise rather spscial, something

SIDCUP (& Mail Order) ; 01-309 1111
1-4 The Mews, Hatherley Road, Sidcup, Kent, DAT4 4DX

LONDON 01-580 4839

Lion House (Tsf floor), 227 Tottenham Court Bd, London, W1P OHX

LONDOMN 01-629 1234 ext 3914
Selfridges (1st floor), Oxford Street, London, WiA 1AB

b =y = . 5 F R B B B B N J B =S



WIN A WINTER OLYMPIC HOLIDAY
WORTH MORE THAN £2000

 WINTER OLYMPIAD'S8

Winter Olympiad’88 is
| undoubtedly the best winter sports
| simulation to date. It features the
| classic winter olympic events;
| Ski Slalom, Giant Slalom, Two man
| bob, Ski-Jump, Biathalon and Speed
. Skating. These have been depicted
| in a way not seen on any home
. computer before. The result is a
- phenomenally realistic and
- | spell-binding game.

| Available on the following formats:
CBMé4, BBC/ELECTRON,
| ATARI £9.95
- SPECTRUM, AMSTRAD,
Cl6/+4 £7.95
DISK - BBC £14.95
MASTER COMPACT £14.95
ATARI 8 BIT £14.95
ST.£19.95 AMIGA£19.95
IBM £19.95

ADDISON INDUSTRIAL ESTATE -BLAYDON - TYNE & WEAR-NE2I 4TE - TEL: 091 4144611



