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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 I/0 rate designed to triple your speed when combined with SpartaDOS and full
compatibility with existing Atari software.

US Doubler two chip set and fitting instructions

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, subdirecto ries and time/date file stamping.

SpartaDOS complete with 175 page manual E 2 9 . 9 5
THE PERFECT COMBINATION — SPARTADOS AND US DOUBLER — ONLY E49.95

SupraDrive AT ready to plug in and use

Micro

£29.95

SpartaDOS
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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PA:Connection P : R :  Connection and manual

Supra's MicroPrint is a parallel printer interface for the Atari 8 bit series of computers which
plugs into the computer's serial peripheral 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 E 2 9 . 9 5

---------1 T h e  SupraDrive AT 20Mb hard disk for the Atari XL and XE series connects directly to the
po co mp u te r 's  parallel bus, allowing high speed data transfer rates of 8-10,000 bytes per secondirol
,  (approximately 10-15 times faster than the normal Atari drives).

The Supra Drive AT stores more than the equivalent of 200 single density Atari disks and can
access any information within milliseconds. All this adds up to an extremely efficient system
for the serious Atari 8 bit owner. The SupraDrive AT is supplied with hard disk interface, built-
in power supply, manual and SpartaDOS.

E69.95

Print

£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 in one
pass! You must supply eight 256K DRAMS and the DOS of your choice.

Rambo XL with fitting instructions E 2 9 . 9 5
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and articles for publication. Material should
be t y ped o r  computer-printed,  a n d  pref -
erably  double-s pac ed.  P rog ram lis t ings
should be  accompanied b y  cassette tape
or dis c .  P leas e enc los e s t amped,  s e lf -
addressed envelope, otherwis e the return
of material cannot  be guaranteed. Cont ri-
butions accepted f o r  publicat ion by  Data-
base Publications Ltd will be on an all-rights
basis.
(g), 1988 Databas e Public at ions  L t d .  N o
material may  be reproduced in whole or in
part wi t h o u t  wr i t t e n  permis s ion.  W h i le
every care is  taken, the publishers  cannot
be held legally  responsible for any errors in
articles, lis tings, or advertisements.
"Atari Us er
- i s  
a n  
i n d e
p e n d
e n t  
p u b
l i c
a t i
o n

and Atari Corp (UK) Ltd are not responsible
for any of the articles they contain or for any
of  the opinions  expressed.
News t rade dis t ribut ion:  Europress  Sales
and Dis t ribut ion Limited,  Un it  1,  Burgess
Road, lvyhouse Lane, Hastings, East Sussex
IN35 4N13. Tel:  0424 430422

Mailbag
The chance to get your news, views and name in print.

Contents

News
All the latpst from the ever-changing world of the Atari 8 bit,

Programmers' Challenge
A new series to test your skill at creating computer algorithms.
Basic Revealed
An in-depth look at how your Atari's built- in language works.

Software Solutions
Our resident expert helps to solve your programming problems_
Disc Database
A handy utility  to keep track of all your discs' contents.

Dam Trouble
Can you save Floodsville from disaster in our fast action game?
3D Plotter
3D wire frame graphics made easy with this superb routine.
Profi le
Meet Zeppelin, a new software house supporting the 8 bit Atari.
MicroLink News
More about Britain's nationwide online database for micros,

Rouloc
More amazing exploits with our resident Atari adventurer,

Map
Plot your route with our guide to Mercenary: The Second city.
Reviews
Our evaluation team takes a look at the latest software releases.

Hints and Tips
Get more fun out of the top games with help from our readers.

Spellbound
The full solution to Mastertronic's devious graphical fantasy.
Five Liners
More prize-winning mini programs sent in by our clever readers.

Three Card Brag
Pull up a chair pardner and take part in our Western card game.

Easy Programming
More help with Atari Basic: We look at Control characters.
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Add TEN new commands
to Atar i Basic with this
latest package from
Atari User.
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The phenomenal growth in demand
for Atari computers means a much
bigger home for the BIG show...
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April

I Oam-6pni

Saturday
23
April

10am-6pm

s.

THREE action-packed
days for Atari owners!
The spectacular Al exandra Palace
represents a n ew  showcase for the
fastest-growing range of computers
on t h e  m arket.

From th e exci ting games console to
the ever-popular 8-bi t Atar i  and the
sensational  Mega ST, they'l l  al l  be
there a t  the Atar i  User Show!

Some of the very latest software
wi l l  be on show for the fi rst time.

H o w  to get  t here
Its so easy to get to the show -
by car, rail, under gr ound or  bus.
Alexandra Palace has its own
British Rail station,  whisking
visitors to and from Kings Cross
in Just nine minutes. And there I
a free bus service shuttl ing
betw een station and show every
10 m in u t e s. I f  yo u  re  t ra ve ll in g
b y ro a d  t h e  sh o w  is o n ly  1 5
minutes away from junction 25
on the M25 -  and all car parking
Is free.

Cut the queues and
save El per head —
with this advance
ticket order

Sunday
24
April

10am•4pm

r
•

Your advance t icket  o rder

Prase Supply:

Wood
Green

1

0  Adult ttckets at E2 (save E I E
fader four adult ticken get the fifth FREE?)

TI Under-los tickets at E I (save E I
/Order row uhrkr-lostiokels. gel the filth FREE')
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Database Exhibitions

: Please debit my
AccessMsa c a
,
d
Admission at door !
£3 (adults),
£2 (under  los/

Alexandra Palace

Total E . . _
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Advance ticket orders
must be received by
Wednesday, Apr i l  13-

Name
Addrev, . . . . . . . . . .  ........

Postcode S i r e d

London
N22

Organised by
Database

Exhibitions

And that means you can enjoy unique
hands-on experience of programs
everyone wi l l  soon be talking about.

You'll fi nd some of the best prices
around for blank discs, disc boxes and
other  accessories, l earn about the m any
opportuni ties to  expand your computer
system, g et  helpful  advice from some of
Britain's leading experts,  and so much
morel

The West Hal l
Alexandra Palace, Alexandra Park
Wood Green, London N21
Apri l  22.24, 1988
Post to: Atar i  User Show Tickets,
Europa House, Adl i ngton Park,
Adl ington,  Macclesfield 51(10 SNP.

A271
PHONE ORDERS: Ring Show Hotl ine: 0625 879920
PRESTEL ORDERS: KEY *89, THEN 614568383
M I C R OLI N K O R D ER S: M AI L BO X 7 2 :M AG0 0 1
Pteo3e quote credit card r ;Ur nbey t u f t  •Itititess

A 3 0 3 . 1 . 1



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

Zybex, a  two-player on-
screen game, sets you on an
almost suic idal miss ion to
escape death row. To earn a
stay of execution you must
penetrate the heart of many
strange wor lds  and collect
teleport crystals.

Each crystal gives access
another level even more dif-
ficult than the last. Your goal
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Zybex:  Level 6

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

The last crystal is all pow-
erful and  w i l l  ensure the
removal o f  the death r ing
around your neck.

To achieve success y ou
have t o  s hoot  y our  way
through several bizarre and
colourful waves o f  aliens,
and fi nd  ex ot ic  weapons
with differing powers.

Zybex boasts fas t scrol-
ling a n d  s upe r b  s o u n d

Zybex: Level 8

effects. Company policy  is
quality software at a budget
price — hence the tag of just
E2.99 on cassette from Zep-
pelin Games.
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Tly flying a
Mosquito

THE latest fighter simulation
game fo r  the Atar i 8  bit  —
Ace o f  Aces — has  been
released by  US G old (021
356 3388)

The program captures the
spirit — and puts you in the
cockpit — o f  the Mosquito
RAF fi g h t e r  b o m b e r  o f
World  War

Your task is to down Nazi
bombers,  s i n k  U -b o a t s ,
outrun V1 rockets and stop
enemy trains.

Fuel and weapons have to
be chosen wise ly,  a s  once
you're on a mission  there is
no go ing  back.

Price  1'9.99 o n  casse t te
and £14.99 on disc.

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

An ever-growing army of
exhibitors  a n d  v is i t o r s
means the event has const-
antly had be on the move to
larger premises.

Another b ig increase in
demand for  space has dic-
tated that  the impress ive
West H a l l  o f  Alex andr a
Palace, London, w il l  s tage
the next show in the series
from April 22 to 24.

Other premises that had
coped w e l l  e n o u g h  o n
previous occasions c ould

More 8 bit games
in the pipeline

DESPITE rumours  t o  t h e
contrary, A t a r i  i s  s t i l l
committed t o  s uppor t ing
the 8 bit games market.

Certainly the company is
back i n  t h e  s o f t w a r e
producing fi eld itself after a
layoff of more than a year.
That's c onfi rmed b y  t he
recent appearance on tape
of T w i l ig h t  Wo r ld ,  t h e
for thcoming r e leas e  o f
Thunderfox, and the pros-
pect of popular titles being
re-released on cartridge.

But some software devel-
opers a r e  l e s s  t h a n
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  jus t
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 Nadler, " though i f  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 w ith
the software houses or  the
buying public.

And w ith  a  diminis hing
number o f  c o m p a n ie s
prepared t o  impor t  s oft-
ware, Atar i users are miss-
ing out on a wealth of titles
available in the States.

Recent releases inc lude
Top Gunner  f r om Mic r o-
Prose at $19.99 and Chess-
master 2000 from Electronic
Arts a t  $29.99. G iven the
current s t r ength  o f  t h e
dollar, a t  those prices it 's
worth thinking about buying
direct.

Bigger venue needed for
next Atari show

not mee t  t h e  add it iona l
requirements — they  had
quite liter ally  r un  ou t  o f
space for expansion.

It wasn't easy fi nding a
new location that was both
large enough to  cope with
huge numbers  o f  v is itors,
yet prestigious enough to
complement the event. Hap-
pily, Alexandra Palace fi ts
the bill in both cases.

Set in 296 acres of rolling
countrys ide, A l e x a n d r a
Palace has been completely
renovated after  the devas-

tating fire in 1980.
It is one of the most flex-

ible display areas in the UK,
with mor e  than 2,500 s q
metres of exhibition space.

So t h e r e  w i l l  b e  n o
shortage o f  r oom fo r  the
hundreds o f  hardware and
software s pec ia l  o f f e r s
exhibitors have promised to
bring along for Atari users.

The Atari Show runs from
Friday, Apr il 22 to Sunday,
April 24. A  money  sav ing
advance ticket order form is
on Page 61.
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MUCH MORE THAN A MAGAZINE

6 A t an User Marc h l988

P AGE  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.

We also support our readers in many other
ways.

* Al l  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

Phone us on 0785 57005 for further details
or visit your local newsagent today
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HOW DEBBIE MET A STRANGER!
'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 the menu
Charge Rate 38p Inc. VAT peak & 25p Inc. VAT
per min. oh peak.

LONDON E14 9TW P H O N E  N O W
DESIRE
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pi'mNOREPS Or NEW FRIENDS
„ , I  NEVER 77-1006HT 71-AT
COMPUTERS COULD BE

,NACH FUN!

6M-o0 COULD
HAVE BEZN,.? 5 0 0 N
0 5INTERE5TIN6I

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.

L§J [Ldrf_11:515I Ltratial
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Toolkit boost
for old Basic

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

A major criticism of Atari
computers over  the years
has b e e n  i t s  les s - than-
powerful Bas ic  program-
ming language, which lacks
such r ud imen ta r y  c o m -
mands as  Renumber  and
Delete.

The Toolkit utility , writter
by Mick  Randle, remedies
these defi c ienc ies  — and
enhances A t a r i  Ba s ic ' 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 o f  user ram. This  is
achieved b y  p lac ing t h e
main program into the area
of ram below the Basic rom
chip and  bank  s witc hing
when required.

When a Basic program is
run the Toolk it w ill switch
off and to re-enable it  you
simply press System Reset.
A help fi le 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 a t  your  fi nger-
tips.

Toolk it's  c o m m a n d s
provide more control over
variables, allowing y ou t o
change their  names, or  to
view each name in memory

IN search o f  a production
team for  an idea that's s till
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 b u t  the voice
over has to contend with a
battery o f  s ound effec ts
gleaned f r o m  Hews on's

together with the line that it
appears on.

And immediate access to
drive directories from Basic
is now  possible. A  s ingle
command will turn the key-
board click on or  off, and a
useful bu i l t - 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 a n d  t o  au to -
matically strip all REM state-
ments from your  program
listings.

The L is t ing  c o mma n d
provides a  full pr intout o f
the Atari control characters
on a n  Epson-compatible
printer, and the program
also o f f e r s  d e c i m a l ,
hexadecimal a n d  b inar y
conversion from Basic.

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

Price E7.95 disc , £5.95
cassette.

Mick F J i e .  the author

previous best-selling titles.
Project F ou r  — a  fi v e

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 look ing  f o r  a
leader, t w o  c ode r s ,  a
graphic ar t is t and a  free-
lance musician.
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TITLE
ISoftware House)

HENRY'S HOUSE
Mastertronic
ACE OF ACES
US Gold
180
Mastertronic

TRANSMUTER
Code Masters

FOOTBALLER OF THE YEAR
Gremlin
DIZZY DICE
Players
STORM
Mastertonic

PANTHER
Mastertronic
SOCCER
Alternative
RIVER RAID
Firebird
CASTLE TOP
Alternative

POLE POSITION
Atari
DECATHLON
Firebird
SPACE SHUTTLE
Firebird
LEAD ERBOARD
Access/US Gold
UNIVERSAL HERO
Mastertronic
BMX SIMULATOR
Code Masters
SILENT SERVICE
Microprose
ON CUE
Mastertronic

LU

cccL

1.99
999
2.99
199
9195
1.99
1.99
1.99
1.99
1.99
1.99
12.99
1.99
1.99
915
1.99
1.99
9.95
2.99

BASIL THE GREAT MOUSE c i
DETECTIVE G r e m l i n  Graphics 1 1  1
"Compiled by Gallup/Microscope

NINE 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 Position — look out for Thunderfox coming soon.

March 1988 Atari User 7
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Link your Atari to the outside world with...

Electronic mail – The cheapest
and fastest form of
communication possible_ It costs
the same to send a message to
one mailbox as to 500
1
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 8pm 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.

Telesoftvvare – 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
worlds 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 a n d  a great deal
more besides.

Two recommended packages

If you have an 1350 interface:
Pace Night ingale manual modem
– cable (E116.15) PLUS Mini
Office II ((19.95).
Total price: L
-
1 3 6 • 1 0 .
If you don't have an interface:
Miracle WS2000 V21, V23 modem
+ Datatari interface + cable +
Datatari software.
Total price: E149,95.
With either combinat ion you can
also log on to other databases
and bullet in boards all round the
world.

l o
f
—
—
—
—

1 T O  FIND OUT MORE

1 Fi l l  in the coupon andsend it to the address
I be l ow .  You will receive
1 f u l l  details of servicesand costs, together with
I a n  application form

Complete this and
1 w i thi n days you and
1 y o u r  Atari will be ableto use all the services of

MicroUnk and Telecom
Gold.

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

We have provided tw o  possible
options on the left.

Whichever equ ipment yo u  use,
you wi l l  be  able to  call  MicroLink,
open your mailbox, save to disc any
messages waiting fo r you, and dis-
connect in as little as two minutes.

More than
90 per cent
of subscribers -
can connect to
the MicroLink
computer at
local call
rates.

Please send me full details about MicroLink, and information
sheets about the following hardware and software options
lplease

Pace package 0  Miracle package

Name

Address

Postcode

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

ATU3
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It's a
challenge!

ne
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ou've just learned to program
don't know what to do next,

p reading. This is the first of a
es o f  art icles in  which w e
Ilenge you t o  exercise your
-found skil l  i n  Basic p r

mming.
starts on this page with
Ilenge itself. You can take
challenge at  various different

els of skill, depending how good
are.
e present you with a problem

solve using your Atari computer.
ontains all the information you

ed to write the program, and if
u are a reasonably competent
ogrammer you'll need no further
• lp.
However, if  you are just begin-
ng you might not be able to sort
I of it out. But just thinking about
e problem and trying out a few
as will help you develop your
gramming skills.
hat you ' re going t o  need

Bows next month: Hints.
In this s e t  out an algorithm

ou can use to code the problem.
his is simply the method you are
oing to use to implement the sol-
tion. I t  should b e  relat ively
traightforward to convert it into a
asic program providing you are

amiliar with the language.
Then, in  the May issue, we' ll
resent The Solution. I  will give
ou a simple no-frills program that

will do the job, along with sug-
gestions for further improvement.
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 I favour are
imple and readable.

will avoid, as much as possible,
sing fancy tricks o r so-called

clever programming techniques,
as most of the time they are not

, necessary.
So on to Challenge I, which is set

casino

_••••••••

YOU 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 y ou t o  s l ip  outs ide
where he w ill tell you something to
your advantage.

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

Maybe it 's  the dr ink  that softens
your 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 s imple", he says, pus-
hing the money  in to  h is  overcoat
pocket w ithout  even bother ing t o
count it. "Just bet on the red",

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

He continues: " When y ou c ount
your winnings you will fi nd that you
are up by  your  or iginal 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 f o r  t ha t  matter ,  pay s  ev en
money — 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 —

Mike Cook
throws down the

programming gauntlet
to all our readers

one for  the fi rst bet and two for  the
second. A s  t h e  r ou le t t e  w h e e l
comprises black and red numbers in
equal amounts , a  r ed 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, i t  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, y o u  beg in  t o  t h ink  a n d
wonder why, if it is that easy, had that
man not done it and made himself a
fortune?

Glancing over  to your trusty Atar i
micro you decide to try it out first with
pretend money by writing a program
to s imulate 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 E25 to the man.

What is  the best size o f  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 ove r to you. Can yo u  write
the necessary p rog ram? I f  you have
p rob lems,  n e x t  mo n t h ' s  h in t s  w i l l
help.
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HAVE you ever been sitting at  your
keyboard a t  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 — PR AT  indeed!
And as you re-type the offending line,
your faithful fr iend Basic continues to
monitor y our  progress, lett ing y ou
know whenever your fingers s lip off
the keys unt il fi nally  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 I  suddenly thought
"How does it do it?".

Or mor e spec ifi cally , h o w  does
Basic manage to check your typing so
quickly and, come to that, what does it
do with the line you've typed anyway?

To ken isatton

After some research I had established
the fac t that  a  process k nown as
tokenisation was at work. I t  seemed
that when you type:

the c omputer  ac tually  s tores  t he
numbers 10, 0, 6,  6, 32 and 22 in
memory. Hang on a minute, I 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 ar e s ix  in  th is  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 s tor ing the whole line o f  text.
Well, there are a number  of  advan-
tages t o  tokenis ing. In fac t 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:

14000 POSITION XOISTANCE,YRISTANCE

As a  piece o f  tex t 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 a t  t h e  e n d .  Tok enis ed i t
becomes just nine bytes of data — and
so us es  jus t  o n e  quar ter  o f  t he
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 giv ing 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 i t s  complete rubbish — as is  often
the case at 3 o'clock in the morning —
and you won't fi nd out until you run
the program.

Speed advantages
There is  als o 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 some

Basic's tokenisation process goes
much further than just coding PRINT,
POSITION and the other major com-
mands. It also tokenises functions and

operators — such as CHR$, INT, LEN,
SQR, VAL and so on — and variables.
We'll b e  look ing  a t  s tatements ,
operators and func tions  in  greater
detail next time, but for now let's see
how Atari Basic deals with variables.

Variables 1 1
1
1
1 1

As an example, consider this  s imple
program:

5 LET NUMBER=120
10 PRINT NUMBER

We'll examine line 5 in a moment,
but since line 10 is  so s imilar to the
example we've already looked at let's
see what  dif ferenc e t he  v ar iable
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 remember that the initial 10
and 0 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 fi nal 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 numer ic
type, an array or  a string. Each t ime
you refer  to  a  new  var iable when
typing i n  a  p r og r am — s uc h a s
NUMBER in our  example — a unique
number is reserved for it. If you enter
another line which contains a  new
variable name then i t  would be as-
signed the next free number — 129 in
this case.

Since a single byte can only  store a
value of  up to 255 we find that Atari
Basic can thus only cope with 128 vari-
ables in any given program.



Variable name table I I I

Locat ion Label Funct ion

128/129 LOMEM Lowest user-accessible memory  address
130/131 VNTP Variable Name Table pointer (start address)
132/133 VNTD Variable Name Table dummy  (end address)
134/135 VVTP Variable Value Table pointer [variable contents)
136/137 STMTAB Statement Table (fi rst address of  tokenised program)
1381139 STMCUR Current statement (Last direct command line)
140/141 STARP String/Array pointer (string/array contents address)
142/143 RUNSTK Runt ime stack (internal GOSLIBIFOR_NEXT addresses)
1441145 MEMTOP End of current Basic program space

The variable names are stored at the
beginning o f  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 look ing to  see whether
you've used that one before. I f  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
you have used a brand new variable
name and this  will then be added to
the end o f  the lis t  and its  number
recorded fo r  future reference. This
does mean that a lot of mistyped lines
can create an awful lot of useless extra
entries in  the var iable name table,
sometimes caus ing problems  w ith
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  v ar iable is  n o w  c oded 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 v ar iab le  w h ic h  w e  k n o w  as
NUMBER.

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

5 LET NUMBER=1Z0

wh ich  token ises in t o  t h e  f o l lo win g
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 var iable
NUMBER y ou w i l l  pr obably  hav e
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 jus t leaves us  with the
strange sequence 14, 65, 18, 0, 0, 0, 0
to s omehow represent the rather
innocuous looking number 120.

'Atari maths

This is where the Atari maths system's
complexities c ome in to their  own.
Whereas mos t  mic ros  a l low  us  to
store numbers in a couple of different
ways, Atari Basic allows only the most
complex o f  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
memory 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(560)*PEEK(561)*256

which use th is 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

Feature

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
10'
1
, 
o
r  
1
.
5  
t
i
m
e
s  
1
0
,
0
0
0
.

The digit  14 in our  tokenised line
s imply  te l ls  t he  c omputer  tha t  a
floating point  number  follows , and
this is composed of six bytes. The first
of these gives sign information — plus
or m inus  — and t h e  p o w e r  o f  —
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 i t  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 fi rs t
0001 is  a one in  dec imal 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 fi nally 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  s impler so our  fi nal
floating point  number  is  0.12 times
100 to the power of  one. This is  the
same as 0.12 times 100 o r  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 lo o k  a t  t h e  tok en is ing
process, plus  a full breakdown o f  all
the available tokens and what they
represent. I might even manage to get
some sleep in the meantime.

Mapping your micros memory

Figure  1: B a s
.
c ' s  
Z e r o  
P a g
e  
P o i
n t e
r  
T a
b l
e

Now that you have a rough idea of
how a tokenised program is made
up, le t ' s  tak e a  look  a t  wher e
everything can be found in  your
micro's memory.

All the information we require is
held in  a  table o f  nine two-byte
addresses h e l d  i n  z er o- page
memory as shown in Figure I. Each
of these is referred to as a pointer
because y ou mus t use the value

Turn to Page 12 Ow
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Byte number:

Variable
type

1 2 3 4  5  6  7  8

Numeric 00 Entry
number Six byte Binary Coded Dec imal number

Array (DIMed) 65 Entry
number

Offset f rom
STARP

First DIM
plus 1

Second DIM
plus 1

String (DIMed) 129 Entry
number

Offset f rom
STARP

Current
length

DIMed
length

Array (unDIMed) 64 Entry
number n o t  u s e d

String (unDIMed) 128 Entry
number n o t  u s e d

Label Name Bytes Funct ion

VNTP Variable Name Table 78 85 77 66 69 210 Ascii for NUMBER

VNTD Variable Name Table dummy 0 Zero byte at end of  Variable Name Table

VVTP Variable Value Table 0 0 6 5 1 8 0 0  0 0 BCD contents of  variable 0 (NUMBER) = 120

STMTAB Tokenised program 5 0  15 156 128 45 14 65 18 0 0 0 0   22 5 LET NUMBER-120
100 7 732  128 22 10 PRINT NUMBER

STMCUR Immediate Mode statement 0 128 21 21 25 15 13 68 51 58 78 Last direct c ommand used
85 77 66 69 82 46 66 65 83 22 Try work ing it  out!

STARP String/Array contents (None)

RUNSTK Runt ime stack (None — no program running)

MEMTOP End of  reserved program area (One byte beyond end of  STMCUR)

-41 From Page 11
contained within it  to point you to
another memory location.

As I  men t ioned  before,  t h e
second byte must be multiplied by
256 before being added to the first,
The resulting fi gure is  then the
address you actually require.

Locations 128/129 point  to the
lowest address in  memor y  that
Basic i s  a l l o w e d  t o  ac c es s
(LOMEM). This normally  would be
either $700 for a cassette system or
SIC K if  Dos 2.5 is loaded.

If you use another type o f  Dos
you will find this location points to
the first free location beyond Dos's
memory. The nex t 256 bytes are
reserved as a temporary work area
for the tokenising routines.

Locations 130/131 po in t  to  the
address o f  the Var iable Name
Table, 256 bytes on from LOMEM. It
is here that your table o f  variable
names will be stored, in  the same
order that  y ou fi rs t refer red 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 o f  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  to  the
first byte after the Variable Name
Table w h ic h  is normally a dummy
zero byte. I f  you type in a line con-
taining a new variable name it wM
be s tor ed here a n d  th is  v alue
moved upwards to the end of  the
new name.

Locations 134/135 point to  the

Figure A r e a s  of  memory  after a program has been tokenised
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address of the start of the Variable
Value Table. I t  is  here that  the
actual contents o f  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 o r  a
fur ther po in t e r  t o  t h e  ac t ua l
address o f  strings o r  arrays. See
Figure II for more information.

Locations 136/137 point  to the
address o f  the tokenised program
itself. I f  you type in  the two line
program we have been considering
then y o u  c an  PEEK f r om t h is
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. I t  is  here that Basic stores
your 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

Figure II: Types of  entry in the Variable Value Table

number of 32,768, TrY PEEKing the
address given a t  138/139 to fi nd
out.

Locations 140/141 po in t  to the
first by te 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 o f
arrays and strings.

Locations 142/143 p o i n t  t o
Basic's runtime stack which w i l l
hold t h e  r e tur n l i n e  number s
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 III 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.



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. B u t  w i t h  e a s y - t o - u s e
Alphabet.ABC that tedious chore is
made simpler. You can easily create a
mini database of  the programs on
your d iscs a n d  p r i n t  t h e m  i n
alphabetical order.

When you first run the program you
are presented w ith  a  menu o f  s ix
categories — shown in Table I. When
you have selected the appropriate one
— using keys 1 to 6 — you are asked if
you w an t  t o  us e the international
character set built- in t o  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 fi les on disc
with the appropriate fi lename 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. I f  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 o f  the
screen —this will be one when you first
begin ed it ing .  Underneath is  t he
filename the data will be saved under.
You can now enter any information
about the first fi le, but remember that
you are restricted to 35 characters at a
time.

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

Categories Filenames

Utilities
Adventures

Arcades
Strategy

Simulations
Music & Demos

UT.
AD.
AR.
ST.
SI.
MD.

.

Table F i t e  categories and fi lenames

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

a boot load. When you have entered
six names the computer saves them to
disc. I f ,  for  example, y ou chose to
enter names  u n d e r  t h e  u t i l i t ies
category, the first six would be saved
under the fi lename UT1.SAV, the
following six under UT2.SAV and so
on.

If at any  t ime you want to  fi nish
editing and have the data sorted in
alphabetical order, type D: followed
by Return.

The computer will load all fi les on
the disc previously saved under this
category and ask you i f  you want to
merge them with the data in memory
— just type Y or  N. The data is  then
sorted alphabetically  and y ou 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 a r e  then asked h o w  many
columns you want — 80 gives a very
even and paper-saving printout. When
the fi le has  been pr inted y ou ar e

Utility

offered the option to save the newly-
amended data fi le to disc.

If y ou choose to  do  s o y ou are
prompted t o  for mat  a  blank  dis c
before saving the data j u s t  reply Y or
N. Remember saving the new data will
erase any fi les on the disc with the
same filenames.

If at any time during the creation of
the data fi le 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 fi le 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 ChRS(27);CHRS(14);NkMES“L
PRINT :LPRINT

it wil l  wo rk on any Epson compatib le
printer.

Turn to Page 14
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Fr om Page 13
REM NI1OH(44-0-111-NISHIN-WORMHIMMHOM.HM18

28 REM N A LP H A B E T. A B C
38RE M 4
48 REM *  B Y
50 REM *
60 REM *  A L A N  McLERNON
70 RFM *
08 REM *  ( c ) A T A R I  USER
10 REM * * * * * * * * * * * * * * * * * * * * * * 1
9 1180 GRAPHICS OICLR
110 XX:12570:EE:35.POKE 756,224:POKE 7
52,0tDOT:6
126 DI M ALLS(AX),GAMES(48) WORDS(250),
CDUNTS(1)30(3).MERGES(5).NAmEt(2o)
138 DI M DI5K5tI0J,00UNT25(3),AST51,500
5(3),pRoGRAmS(40),NEWDATAS(40). LI NE6c!
7),SPACES(17).TOTALS(45),PAGES(35)
148 SETCOLOR 2.4,4:POKE 752, 1
150 REM

160 WORDS:" ":WORDS(250):" ":WORDS(2):
WORDS
170 AI LS :" ":ALLSCXXl=" ":ALLS(2)=ALLS
100 REM

110 TOTALS:"
HAVE A TOTAL OF ":REM
200 PAGES:'

210 PROGRAMS="PROGRAMME NAME D I S K
SIDE MENU"

228 LI NES:"*

238 REM
240 7  01185(125):PO5ITION 1 3 , 2 :? "ALPHA
BET.ABC":POSIIION 1 1 , 4 :7  "BY ALAN McLE
RNON":POSITION 1 2 , 6 :? " ( c )  ATARI USER"
258 POSITION 7 , 1 0 :? " M V P  n
TIES
268 POSITION 7 , I 2 : ?

7 . 1 4 :
7
7,16:

7 , I 0 :?

270 POSITION
1411Ir
208 POSITION
MEIN"
290 POSITION

AKING ALL THE GARKAGE OUT 0
'RD A N D  THE MAIN STR G  ALL

(TUNG SCREEN AND PRINTE•

•11

DATA INTO 5  RING

300 POSITION 7, 20y?

IN

SPACE
LE E  CHANGE PAGE AND PRE

ETTING UP TITLE 5CPEE

YOU

310 OPEN 1;14,4,0,"K":GET 04,K:C1OSE N4
320 REM

.
R
I
N
T
E
R 
D
A
T
A 
N
A
M
E

338 POKE 756,224
340 I F  CHRS(K)="1" THEN DISKS:"D:UT
.":NAMES="UTILITIES":5PACES="

"IGOTO 410:REM 15 SPACES
358 I F  CHRS(K)z"2" THEN DISKS="D:AD
, " 1 * A m E 5 =
-
A D V E N T U R
E S " : S P A C
E S : "

EA " : G O T O  410:REM 15 SPACES
360 I F  ChRS(K)="3" THEN DISKS="D:AR
."INAMES="ARCADES":SPAcES:o

":GOTO 410:REM 16 SPACES
378 I F  CHRS(10:"4" THEN DI S KS :n:5 T
•":NAMES="STRATEGY":SPACES:"

":GOTO 410:REM 16 SPACES
188 I F  CHRS(6): " 5 "  THEN DISKS:"D:ND
,":NAMES:"MUSIC A DEMOS": SPACES:"

"IGOTO 410:REM I I  SPACES
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398 I F  CHRSTKl="6" THEN DISKS="0:51
.":NAMES="SIMULATORS":5PACES="

":GOTO 410:REM 15 SPACES
408 ?  "A":POSITION 5 , 1 8 :? "  PLEASE ENT
ER 1 , 2 , 3 , 4 , 5  OR 6"1FOR 11=1 TO 608:NEXT
A:GOTO 140

410 ? C986t1251:POSITION 3 , 1 7 :? "41117.

428 POSITION I 4 , 2 0 :? "
438 OPEN 8 4 , 4 , 8 , 1 0
.
: G E T
IF CARSCK3="Y" THEN 450
448 GOTO 478
458 ? : ?  "Remember t o  pr ess CONTROL t o

pr i nt  t he  i nte r na t i ona l  char acter  s e t

468 ? : ?  "Press CAPS t o  r e tur n t o  s ta n
dard characters.":POKE 156,204:FOR DEL
AY=1 TO 2000:NEXT DELAY
478 /  CHRSC125):POSITION 2 , 1 1 :
7 Y28":0PEN
n4,4,0,"K":GET 24,X:CLOSE 44
488 I F  CHRSCKl="Y" THEN 1918
498 REM
508 COUNTS:"1":PONE 752 , 0
510 FOR N=I  TO 210 STEP 35:DINUM:DINUM

520 ?  "":P O S I TI O N 3 , 1 8 :? "INPUT NAMES
DISK NUMBERS AND SIDE"

538 POSITION 1 8 , 4 :? "NAMES'ENTERED =
;DINUM:POSITION 1 0 , 5 :? "FI LE  NAME " ; D I
SKS
540 POSITION 3 , 1 2 :? PROGRAMS
sse POSITION 3.,1 4 :? LINES
560 POSITION 3 , 1 8 :7  "WRITE D: TO RETRI
EVE DATA FROM DISK"
570 TRAP 1310:POSITION 2,13:INPUT GAME
S:IF GAMES(1):"D:" THEN 780
500 I F  LEN(GAM(S)(35 THEN 500
598 GOTO 610
608 FOR 0:LEN(GAM(S)*1 TO 35:GAMES(0)
1" ":NEXT
618 140RD5(A):GAMES(1,15)
620 NEAT N
630 REM
648 COUNT:COUNT+1
658 COUNTS(1,31=5TRS(COUNT)
660 DISKS(5):COUNTS
678 ?  "":PO SI TI O N 5 , 1 0 :? "'dia111213111.0
TUC ";DI SKS:"
680 I F  LEN(WORDS)(210 THEN 700
690 GOTO 710
700 FOR 1:LEN(WOROS)*1 TO 210:W0RDSCL)
:" ":NEXT 1
710 TRAP 750:OPEN 01,0,0,DISKS
728 ?  111,WORDS
730 CLOSE Ul
740 GOTO 510
750 ?  "TWERE1 ";PEEK(195):?

':INPUT VAS:

WANT TO ENTER SAVED DATA?

134,K:CLOSE 614!

AXING AND SAVING DATA TO DISK

AVING 6  NAMES TO . I S K

FORMAT ON Retur n TO RETR
CLOSE
760 I F  YAS="F" THEN ? " l ' i l a a k a a t l i a gg
,T,":INPUT YAS:IF YISS:"Y" THEN TRAP 750:
HID 2 5 4 , n1 , 0 , 0 . "D:1 "
770 GOTO 710
706 ?  "A":POSITION 3 , 1 0 :? • LO ADI NG

718 6LIDL41:COUNT2SCI,3)=STASOLl:DISK
$(5)=COUNT2S:TRAP 850:0PEN n1 , 4 . 0 . 0156
S-
7 
D
I
S
K
S

A00 INPUT 111,PORDS
610 ALLS(ED:WORDSC11,220)
820 EE=EE4LEACWORDS)
-
10
030 CLOSE n1
048 GOTO 7 9 0
858 OL:DL-11CLOSE ni:POSITION 3 , 5 :?

":INPU0 YOU WANT TO MERGE DAT 2
I YAS:IF YAS:"Y" THEN 1090
860 NAmES=DLN6:MAX:NAMES*35:? "A":9051
TION 3 , 1 5 : ?  '
G E T T I N G .:CLOSE n1
070 POSITION 3 , 1 7 :? "
MES.":NAMES":" DATA LENGTH ";MAK:POKE
752,1
600 ALP:8
698 FOR 2 :1  TO NAMES
988 A=EN35
510 Y=X9.15
920 I F  Y)MAX THEN 918
930 I F  ALLS(Y,Y+341)=ALLS(X,X*34) THEN

990
948 WO RDS=ALLS(Y0
4
34)
958 ALLS(Y )=ALLSCX, X
4
34)
960 ALLS(X)=WOROS
178 A L L S ( M A X
4
7 8 ) = "
900 ALP=ALP
4-
1
590 NEXT Z
1980 I F  ALP)8 THEM 080
1010 GOTO 1170
1820 TRAP 1060:? "":P O S I TI O N 5 , 1 5 :?
DO YOU WANT TO PRINT YOUR DATA":0PEN
4,4.0,"K":GET NA,K
1048 CLOSE 0 4 : I F  CMRS(A):"Y" THEN 1368
1040 W O  1758
1050 REM
1068 CLOSE 0 3 : I F  PEEK(155):130 THEN l e
80
1070 POSITION 5 , 2 0 :
7 ':GOTO 1820
1880 POSITION 5 , 2 0 :?

":FOR DELAY=1 TO 588:NEX
DELAV:GOTO 1020

'SE WAI T. . , .
ATA LOADED - "'NA

LI PRINTER ERRORS COME HERE

LOADING MERGE DAT NOW1090 7  "A

1100 MERGE=MERGE+1:MERGES=STRS(MERGE):
DISKS(5.7):MERGES:IF UAL(M(RGES):10 TH
EN DOT:00T4-1
1110 DISKSCDOT):".540"
1128 ?  DISKS
I I I@ TRAP 068:0PEN 41,4,0,DI5KS:INPUT
nI,MORDS
1140 ALLS(D1.*5*35#35):WORDS
1158 01:01.+1
1160 CLOSE Ul:GOTO 1100
1178 ? "A"
1180 FOR P=1 TO NAMES:PRINT P ; "  ";AI LS
(P* I5,P*35134)
1150 KENT P
1288 POKE 7 5 2 , 8 :? : ?  : ?  : ?  : ?  :POSITIO
N 5 . 2 0 :? "DO YOU WANT TO EDIT ANY DATA

Y/11":INPUT YNS:IF YNS="Y" THEN 1220
1210 GOTO 1020
1220 7  "ENTER FI LE  NUMBER TO EDIT OR P
RESS R E T U R N  TO LIST":TRAP

1 2 3 0 : I NP UT
.
A: I F  
A ) 8  
T H E
M  
1 2
7 0

123. ? "A":POSITION 5 , 1 7 :7  "WHEN DATA
IS LISTED PLEASE ENTER
No TO EDIT"

1248 FOR 11=1 TO 108:NEAT N
1258 FOR P:1  TO NAMES:PRINT P ; "  ";ALLS

1



(P*15,P*35.14):FOR DELAY:! TO 38:NEXT
DELAY:NEXT P
1260 TRAP 1238:INPU1 A
1278 ?  "6":POSITI0N 8 , 1 3 :9  "  " ; A L L S 1
A*35,A*35+141:POSITION 18 , 18 :9  "ENTER
THE NEW DATA"
1288 POSITION 3 , 1 2 :9  PROGRAMS:P05ITION
3 , I 4 :? LINES:POSITION 2,13;INPUT MEND

ATAS:ALLS(A*35,8*354S4):NEWDATAS
1298 GOTO 888
1180 REM

1030 Ouw (0) 1370 LKT (7) 1710 584 (L)
1040 PFD (8) 1380 637 (T) 1720 414Y (9)
1050 08N (G) 1390 DVN (Y) 1730 W19 (A)
1060 875 (3) 1400 2PP (J ) 1740 48T (E)
1070 MY7 (1) 1410 5GE (T) 1750 317 (R)
1080 FX4 CV) 1420 JEM (8) 1760 CGF (N)
190 EU3 (A) 1430 464 (0) 1770 HM2 (2)
100 JWS (H) 1440 NSS (F) 1780 VTY (G)

1110 666 (X) 1450 vA9 (U) 1790 11H8 (Y)
1
1
2
0  
V
9
T  
(
R
)

1460 620 (J ) 1800 ECX (T)
1130 TXL (0) 1470 DVN (M) 1810 08) (Q)
1140 H2V (A) 1480 526 (4 ) 1820 C31 (T)
1150 T6Y (E) 1490 36P (8) 1830 X46 (N)
1160 858 (C) 1500 006 (J ) 1840 8M9 (R)
1170 HNA (T) 1510 5LA (V) 1850 aro (N)
1180 8HN ( I ) 1520 Y12 (C) 1860 11w (V)
1190 NUS (5 ) 1530 BAG (4) 1870 OK0 (J )
1200 H9W (0) 1540 NWS (6) 1880 KC7 (3)
1210 P5v (R) 1550 TIN (1) 1890 QRD
1220 ANX (V) 1560 XQV (A) 1900 141 (5 )
1230 OKJ ( J ) 1570 01V (H) 1910 26N (P)
1240 M3X (A) 1580 062 (8) 1920 88L (Y)
1250 JNY (G) 1590 DY3 (C) 1930 10k (S)
1260 A l t  (M) 1600 2YP (4) 1940 706 (K)
1270 2R(I ( I ) 1610 WYX ( F ) 1950 4E5 (G)
1280 NOS (L) 1620 5EP (V) 1960 50P (R)
1290 PXY (C) 1630 PNS (u) 1970 USU (G)
1300 DAN (D) 1640 OA ( 0 1980 QJY (H)
1310 1.16J (U) 1650 080 (P) 1990 Y81 (K)
1320 DFN (V) 1660 E2N (K) 2000 D10 (9)
1330 DHN (o) 1670 6HU (2) 2010 Foci (9)
1340 920 (U) 1680 170 (2) 2020 DPP (Y)
1350 H06 (9) 1690 357 (M)
1360 AA4 (R) 1

7
0
0  
F
l
u  
(
r
)

-
I
N 
5
C
R
E
E
N 
I
N
P
U
T 
E
R
R
O
R
S 
C
O
N
E

1318 ? "IV:POSITION 5 , 1 5 :? Y O U DIO NO
ENTER ANYTHING ":POSITION 16 , 17 :9  "fi

3112NUE":GOTO 518
1328 REM
1338 REM
1348 LPRINT CHRSC271;CHRS(14);SPACES;C
HR5(27);CHRS(25);NAMES;CHRS(27);CHRS(2
6):LPRINT :LPRINT
1150 LPRINT PROGRAMS:" " ; P R O G A A m S
:LPRINT :RETURN
1368 POSITION 5 , 1 7 :9  "NOW HOW MANY COL
UMNS";INPUT PCOL
1378 PB=NAMES1P0=(P8/2):IF PC01(88 THE
N 1670
1388 I F  N4MES)90 THEN 1480
1398 REM
E55 NAMES

PRINTING DOUBLE CLOUMN 90 OR

1480 GOSUB 1148:REM Go TO HEADER
1410 FOR N i  TO PA
1420 TI =N4PA:
9 
A L L S ( N s
1 5 , 8 * 3 5
4
3 4 ) :
9  
:
9

ALLSTTT*35,TI *154143:
91438 OPEN U 3 , 8 , P : " :

9  
1 : 1 3 ; C H R 5 ( 2 7
) ; C H

R$ ( 2 3 ) ; ALLS ( N* 1 5 , N* 3 5
4
3 4 ) ; "  
" : A 1 L S

( T I A 3 5 , T T * 3 5
4
3 4 ) : C L O S E  
U 3

1440 NEXT N
1450 M I N T  :LPRINT :LPRINT TOTALS;NAM
ES;" ";NAMES:FOR 11:8 TO 78:LPRINT ;REX
I  U
1460 GOTO 1798
1478 REM RINTING DOUBLE COLUMN 96 OR

1480 G :1 ;R:45:T:45
1498 GOSUB 1348:R(M GO TO HEADER
1588 FOR N:G TO NAMES:SA:S:1+1
1518 P:11401:? ALLSEN*35,015+141:9 1? A
LLSCP*35,P*35414):? : ?
1528 OPEN U 3 , 8
e
8 , " P : " :
9  
U 3 : C H R
S ( 2 7 ) ;
C H

115(23):ALLS(1035,8*35•34);" " : A L L S
TP*35,P*354.341:CLOSE 113
1538 I F  N=T THEN 1550
1540 NEXT
1558 I F  NAME5-(R* 2)00 THEN 1588
1568 6 = 0
.
9 8 : T = G
9
4 4 :
9  
P A G
E S :
I N P
U T  
1
4
0
:
G

05118 1348:REM GO TO HEADER FOR NEW PAG

1578 GOTO 1588
1580 8:4NAME5-P1/2;P:P4.1
1598 9  PAGES:INPUT YNS:XZ=NAME5-4A*2).

1680 GOSUEI 1348:REM GO TO HEADER AND P
PINT LAST PAGE
1618 FOR 1
,
= X 2  
T O  
N A M E
5
-
8 : W R
: Y 4
-
9  
A
L
L
S

(Y* 35,Y* 15.14):9 : ?  ALLS(WO*35,WO*35+3
4 ) :
9  
:
?

1628 OPEN 143 . 8 , 0 , "P I ":
9  
U 3 ; C H R S ( 2 7 ) ;
C H

R1(23);ALLS(Y* 15,Y* 35.34);" " ; A L L S
T W O * 3 5
t
W 4 ) * 1 5
+ 3 4 ) ; C
L O S E  
1 1
3

1638 NEXT Y

1640 LPRINT :LPRINT TOTALS;NAME5;" ";t1
AMES:FOR U=A*2 TO 78:1PRINT :NEXT 0
1658 GOTO 17 / 0
1668 REM
1670 PAGE:45:POKE 756,204
1680 LPRINT CHRS(27);CHRS(14):"
C1IRS(27);CHRS(25);NAMES;CHRS(27);6111151
26):LPRINT :LPRINT :REM
1690 LPRINT "  ";PROGRAmS:LARINT
1788 FOR 8 : 1  TO NAMES
1718 I F  N:PAGE THEN ? PAGES:INPUT VMS:
GOTO 1738
1728 GOTO 1768
1738 PAGE:P46E.45
1740 LPRINT CHRS(27);CHRS(141:" I P ;
ChRS(27):C11R5125):NAMES;CHRS(27);CHRSC
261:1PRINT :LPRINT
1750 LPRINT "  ";PROGRAMS:LPRINT
1760 ? ALLS CN* 15 , 0035
4
34)
0 7 0  OPEN 0 3 , 8 . 8 , "P :":? 01:CHRS(27);CH
115(23);" "ALLSCIPI35,NA35+343:CL(bE
3:NEXT N
178e LPRINT AP RI NT :LPRINT TOTALS:NAM
ES;" u;NAMES:FOR PI=N TO 78:LPRINT :NEX
TN
1798 ? '":P O S I TI O N 5,1317 "DO YOU I N
T TO SAVE YOUR DATA Yalu:INPUT YNS:IF
YNS="Y" THEN 1840
1880 I F  YNSz"N" THEN 1968
1818 W O  1798
1828 I F  PEEK1195)=173 THEN POSITION 10
t
1
5
:
? 
"
A
"
:
7

55 Re tur n. , .

AtINTING SINGLE O LU

SINGLE MEADE'

70 CP1 (Y)  3 5 0  699 (N)
20 CP2 (3)  3 6 0  9.10 (T)
30 CP3 (x )  3 7 0  98Y (1)
40 CP4 (4) 3 8 0  0 0  (9)
50 (PS (Y) 3 9 0  632 (C)
60 (PS (7) 4 0 0  4v0 (G)
70 (P7 (X) 4 1 0  XKW (U)
80 CP8 (8)  4 2 0  XLP (P)
90 (P9 (Y) 4 3 0  P 5  (5 )

100 966 (C) 4 4 0  R7k (L)
110 P25 (0)  4 5 0  YMA (C)
120 J6E (2)  4 6 0  BMW (P)
130 XD2 (F)  4 7 0  5LE (D)
140 5115 (0 )  4 8 0  KM
,  ( H )150 DGS (D) 4 9 0  DYY (Y)
160 5J0 (S) 5 0 0  7F0 (V)
170 30S (6)  5 1 0  7FY (R)
80 DUS (D) 5 2 0  WVA (R)
90 VM2 (5)  5 3 0  X96 (7)

200 7111 (J )  5 4 0  11C7 (6)
210 LIQH (N) 5 5 0  E71 (S)
220 6FM (C) 5 6 0  E3M (M)
230 071 (7 )  5 7 0  ML1 (K)
240 1191 (K) 5 8 0  N57 (F)
250 K4T (G) 5 9 0  RQC (V)
260 HIS (D)  6 0 0  HLO (6)
270 8YS (A) 6 1 0  3NU (R)
280 04V (K) 6 2 0  P16 (Y)
290 NNO (7)  6 3 0  D7X (Q)
300 PIS (T)  6 4 0  WFS (P)
310 OEJ ( J )  6 5 0  PIA (K)
320 0311 (V) 6 6 0  5 0  (9)
330 Tol ( 5 )  6 7 0  P06 (L)
340 85R (C) 6 8 0  7
K S  ( 2 )

690 RUD (H)
700 646 (R)
710 MK7 (G)
720 YJ1 (F)
730 MAT (x )
740 (OE (A)
750 (MM (U)
760 ONF (P)
770 RLE (2)
780 LEN (T)
790 X41 (3)
800 TGK (U)
810 CPO (K)
820 8I 6 (J )
830 HAG (F)
840 ROF (P)
850 FST (Y)
860 601 (Y)
870 840 (Y)
880 E4K (F)
890 CU7 (6)
900 LOH (Q)
910 L41 (V)
920 8J1 (V)
930 408 (F)
940 EFu (S)
950 H53 (P)
960 X115 (H)
970 640 (S)
980 WRM (V)
990 RP  (U)

1000 000 (J )
1010 P10 (R)
120 EAT (M)

Utility

1838 INPUT VNS
1848 ? "":P O S I TI O N 5 , 1 6 :7  "

:INPUT VNS:IF YRS=
"Y" THEN 1860
1858 GOTO 1910
1868 GRAPHICS 2:P051110*  2 , 6 :9  AWARE

YOU SURE Y/N"I INPUT VMS I F  YNS="V" TH
EN 1108
1878 6010 1110
1880 I F  PEEK(195):169 THEN ?

':?
5 P e t  r n  TO TRY AGA/ ":INPUT VMS

1898 GOTO 1798
1180 TRAP 1828:7 "4":POSITI0N 18 . 18 :

R T ? 'X I °  254,111,8,8, "0:1"
1910 TRAP 1880:? "SAVING DATA':CLOSE 0
1;WORDS:" ":W0RD5T258):" ":WORDS(2):*0
ROS:SAL:8:DISKS(5,7):" " : 0 0 1 z 6
1920 FOR 8 :3 5  TO MAX STEP 210;WoRDSIAL
I S ( N , N + 2 8 9 ) : 5 8 1 : 5 4 1
. 0 .
1 : 5 A V S :
5 T R S ( 5 4 1 ) :
8

151($(5,7):5AVS
1930 I F  VALT5AV5I=18 THEN DOT:DOH
-
I
1948 uTsKS(oox):..sAuv
1950 DISKS:OPEN #1.,6,8.0151(S:/
RDS1cLo5E 01:NENT N
1960 2  " A " 1
,
0 5 I T I O N  
1 , 1 6
: ?  
" D
O  
Y
O
U  
W
A
N

I TO  DELETE (USED FILES) Y / N , '
1978 CLOSE UCOPEN 04.4,8, "K":GET 44 , K
:CLOSE RA:I F CHRS(K):"V" THEN 1198
1988 GOTO 2028

? "Mi l aUg:2"
2008 D1.
-
.13
2018 DL:0L41:00uwT5(1.3)=sTRS(DL):615w
$(5):COUNTS;TRAP 2820:? DISKS:X10 3 3 , 0
1,0,0,D15KS:6L05( 41;6070 2810
2828 GRAPHICS 2#16:COLOR 8:POSITION 5 ,
4:? 116;"411 DONE":5ETCOLOR 0,8,8:FOR N
:1 TO 288;NENT N:END
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THIS program is, in fact, a little bit of a
cheat, and is actually six tines ihstead
of five because ijus t  couldn't fi t it in!

It works Out the resistance value of
resistors from their coloured bands —
very handy for the electronics enthusi-
ast with a Poor memory, like me.

As y o u  p r obab ly  k now ,  m o s t
resistors have three coloured bands
Which, when y ou k now the codes,
translate t o  give a resistance. Some
resistors have a four th band — the
tolerance value — and some even have
a fi fth band which is the temperature
coefficient. This  program only  deals
with the three important bands.

When fi rs t r un the program w i l l
prompt y o u  t o  e n t e r  t h e  t h r ee
coloured bands o f  the resistor you
want to check — these must be entered
one at a time followed by Return.

If at any time the computer doesn't

1 1 RS lin

2 320 (0)
3 5GC (7)
4 7Qu Cy)

5 OK8 (1)) i6 6ht  CR)

MANY programs have been published
to perform the simple task of conver-
ting a decimal number to its  binary
equivalent, but  none o f  them have
worked in  quite the same fashion as
this. When first run the program sets
up a  mac hine c ode r out ine t ha t
resides in Page 6 — that useful litt le
area of memory.

To obtain a binary equivalent of a
decimal number  type the following
expression followed by Return:

X=1JSR(I536,n)

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

Before typing in the program enter
POKE 82,0 so you can fi t in the extra
length of the lines. Then save a copy
before running it i f  you mis-type the

recognise one or more of the inputs it
will re-run the program. It then prints
on screen the value found i n  ohms —
and prompts to run again,

PROGRAM BREAKDOWN
Clears  t he  s c reen a n d  t u rns  t he
cursor off. Sets the TRAP state-
ment a n d  d imens ions  f o u rstrings.

2-3 Checks other colours against the
DATA to obtain the band values.

4 W o r k s  ou t  the resistance and
then prints it to screen.

5
-
6  
D
A
T
A 
s
t
a
t
e
m
e
n
t
s  
h
o
l
d
i
n
g  
t
h
e

allowable c o lour s  a n d  t h e i rvalues.

I  1  _

_ . r u A t  752.111141P 1:DI M 4$(10),
$C10),C$C181,DS(10)'INPUT 45,8S,ESIRf
TORE :FOR R=I  TO I 2READ 0 5
.
4
, 8 : I F  D $

45 THEN X:4* 10
2 I F  D$:85 TMEN Y=4

S I F  O5=C5 THEN Zz O, IF 8=-1  THEN RUN
4 NEXT R:RE5I2EX.MNZ:? ; ?  "Resistance
iS " ; * E 5 T; "  Ahms . ": ?  " A n y  k ey  t o  c

ont int ie":0PEN 4 1 , 4 , 8 , " C " G E T  O I A : CLO5E 41:RUN

5 04Til  8LACK,0,1,13ROUN,I.10,RE0,2.100.
O R A N G E , S , I E 3 . Y E L L O M , 4
.
1
E 4 , G R E E N . 5 , 1 E
5 .

E l t U E , 6 , J E
A
,
V / O L E T ,
7 , 1 E 7

6 DATA GREY.6, -1,WHITE,9, -1,GOLD, -1,41, 5
I L
V
E
R
,
-
1 .
,
0
1

data statements it could cause a crash,
so remember to use Get it  Right! to
check it.

I  FOR Rai516 TO i686:READ 4•PAKE R , A A
EAT R:0414 104, 165. 88, 131, 0 , 165, 85. 113
4 , 1 6 0 , 0 , i O 4 , 1 0 4 . i
4 1 , 1 6 4
.
6 , 1 6 6 . 3
'
, 1 6 9

Z DATA 128 , 145 , 0 , 136 , 192 , 265 , 288449 , I
6 6 , 2 , 1 6 3 , 1 6 2 . 1 4
5
.
8 , 2 6 0 , 1 0 . 2 1 1 , 1 4
5 , 8 , 2

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

,169
3 DATA 242. 145, 0 , 208, 161, 249. 145, 0 , 200
, Z R 0 , 1 6 9 , 1 4 1 , 1 4 5 . i
,
1 6 0 , 6 , 1 6 9 , 1 2 8 , 1 4 1
, 1

6 5 , 6 , 1 6 9 , 6 4 , 1 4 1 , t
6 6 , 6 , 1 6 9 . 3 2 , 1 4 1 ,
1 6 7 , 6
,169
4 DATA 1 6 , 1 4 1 , i6 8 , 6 , 1 0 , 8 , 1 4 1 , 1 6 5 , 6 . 1 6
5 . 4 , 1 4 1 . i 7 0 , 6 , 1 6
1
,
2 , 1 4 1 , 1 7 1 , 6 , 1 6 9
, 1 , 1 4

i , 1 7 2 , 6 , 1 6 2 , 1 , 1 6 8 . I I
,
I
7 1 , i 6 4 . 6 , 2 2 i , 1 6 4

,6,48
5 DATA 1 , 25Z, 164 , 6 . 32 . 117 , 6 , 76 , 150 , 6 . 3
2 , 1 4 5 , 6 , 2 0 0 , 2 3 2 , 2
2 4
. /
, 2 0 8 , 2 - 3 8 ,
'
6 . 1 4 1 . 1

6 4 , 6 , 1 6 3 . 1 4 5 , 1 4 5 ,
0
.
3 6
.
1 6 9 A 4 4 . 1 4 5 . 6 , 9 6

.0,8

1 M4F (5)
2 S.0
- 
( h
)

3 6)(M (C)
4 KN4 (N)
5 PP5 (1)

• • • •



1

IF y ou 'v e  w r i t t e n  a n y
useful or  interesting fi ve
line progra ms  w h y  n o t
send them to us to grace
our pages?

We pay E25 for each one
Published.

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

Win E25
are relevant. And remem-
ber i f  y o u  w a n t  y o u r
material returning please
enclose a  s u i t a b l y
stamped package.

Simply send a  copy o f
the progra m o n  disc  o r
tape toge the r  w i th  th e
documenta tion — p r e f -
erably a s  a  w o r d  p r o -
cessed file — to:

Atari U s e r ,  E u r o p a
House, Adl i ngton Pa rk ,
Adl ington,  Macc lesfi e ld
SK10 4NP

IT can be very annoying when try ing
out colours to find one that is exactly
the same luminance as the text. When
this happens  y o u  lo s e  s ig h t  o f
everything you type and System Reset
isn't an elegant way of  getting overthe problem.

This program provides a  constant
contrast between background colour
and text luminance by checking them
60 times a second. So if the screen is a
light colour the text will be dark and
vice versa. The program uses a vert-
ical blank interrupt and the VVBLKD
register at locations 548 and 549.

To test that the program is working

correctly t y p
ebefore y ou r un
vanish from the
program, t y pe
again and  the
readable.

PROGRAM BREAKDOWN

10 Se t s  up the machine code in Page6.

20 Checks to  see what rev is ion o f
Basic the machine has got  and
changes the vectors accordingly.

30 Changes  the defer red Ver tical
Blank registers t o  point  to  theutility.

40 Executes the demo and prints amessage.
50 T h e  machine code data s tate-ments_

SETCOLOR 2,4,10
it. The tex t should
screen. Now run the
SEICOLOR 2,4,10

text w i l l  be  eas ily

I RECENTLY started writing a program
for home accounting, and this  was
when my  problems arose — my Atari
800XL doesn't have a pound sign on
the keyboard. So I decided to write a
routine that would redefine a charac-
ter that I don't use very often. I chose
the exclamation mark, as this will not
interfere with my accounts program.

What you mus t remember is  that
after each change of graphics mode or
if you press System Reset you must
re-run t h e  pr ogr am because t h e
pound s ign w i l l  have gone back to
being an exclamation mark. I  found
that the easiest answer to this vvas to
use the program as  a  s ubroutine
within my  accounts program, and I
simply go to it  every time I need it  —
but remember to place a Return after
it.

The program can also be used to
convert the exclamation mark into any
other character you require by simply
altering the data statements.

10 CRAP/IR:5 8 : F0R L=1536 TO 1560:REbb
b;POKE 1.1);NEXT

20 I F  PEEK(47424)=159 INEN POKE 1 5 5 ) . 6
2:P0KE 1566.232

30 POKE 548,0,POKE 5 4
) . 6 : P R /
N T  : P R I N
T

"Demo. . . "

40 FOR L : 4  TO 2S5:POKE 7
1 0 . L ; F O N  
b = 0  
I

5;NEXT 0:NEXT L;PRINT :PRINT "Now t r
j  i t  y O U t S P I r l "

50 b b I b  113 . 150 . 2 . 41 , 15 , 201 , 7 . 176 , 0 , 10
5 , 1 4 , 1 4 1 , 1 9 7 . 2 , 7 6 , 2 2 , 5
.
1 0 9
. 0 . 1 4 1 . 1 5 7 . 2

7 6
,
1 3
6 .
1 /
4

10 K6T (4)
20 3YH (5)
30 50D (2 )
40 3LiC (P)
50 706 (X)

PROGRAM BREAKDOWN
1 Pr in ts  a message to show the cha-

racter set being moved into ram.
2 F inds  the top of memory and steps

back eight pages_
3 Pu t s  the r om character set into

ram. This can be seen happening
when the program is first run.

4 F inds  the s tart o f  the eight-byte
data for the exclamation mark and
pokes in  the data for  the pound

5 D a t a  s tatements  for  the
sign.

sign.

pound

11  0 0 1 1 2 5 ) : 7  : ?  "PLEA5.E M O I I " I t  "WKi
ILE I  CKROGI HY Ex Clot in ilom KORK"O "1

b POUND 516M"
I  ROMIOP:PEEkt106)-6tPOKE 756.R41410
3 FOR A=0 10  1023:POKE RAKTOR*2564.R.PE
EK(573444.X).NENT R
4 LOCTARKT0P*2564-81fOR %
-
.10 1 0  
7 . R t a b

Y1E•POKE 1OO.X.BYIEINEK1
5 DATA O . / 8 5 4 . 4 8 . 1 2 4 , 5 0 , 1 2 4 . 0

5t5 CIO
2 S R 0 0
3 0 0  (5)
4 1
.
1 0  
(
N
)

5 019 (0)
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DAM TRW;
ONCE again mankind — or village kind
— i s  c r y i ng  o u t  f o r  y o u r  he l p .
Apparently  s o m e  t i m e  a g o  a n
obscure individual by  the  na me  o f
Mustapha Drink — or Mr.I3 — 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.() in a stin-
king mood.

This was when he decided that i f
you can't join them, beat them. So he
decided to destroy all the Federation
reservoirs a n d  c a u s e  c h a o s
throughout t h e  land.  M i l l ions  o f
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 v il-

10 — 12
20 — 25

50 — 70

100 — 110
150 — 157

200 — 250
300 — 330

400 — 480

18 Aran User Marc h T988

Initialise variables and strings
Set wave parameters and clear all collision
detection registers
Main program loop controlling collis ion
detection and movement of missiles
Move helicopter missile
Randomly select a new shape and position
for the next enemy missile
Successful end of wave and bonus routine
Collapsing dam sequence and sound.
Check for a new high score
Helicopter explosion, decrement lives and
check for end of game

By
MICHAEL A.

BAXTER

lagers o f  Floodsville, They face the
dubious honour of  liv ing in the only
place in the country with a surplus of
water — s ited nex t to  a  huge darn
holding bac k  ar ound 500 m i l l ion
gallons.

But as  luck  would have i t  — and
doesn't it always— you stumble across
a 116 mi l l ion  helic opter  guns hip.
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

PROGRAM BREAKDOWN

LE
stand between the miss iles and an
early bath for the village.

Type in the listing, remembering to
check it with Get it Right! and save it to
tape o r  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 t h e  enemy missiles get
faster and y our  helicopter  is  pos -
itioned fur ther away from the dam,
giving you less time to react. Remem-
ber, Floodsville relies on you.

500 C lear  all sound channels
1000 — 1050 Alloc ate a safe area of ram for the player

missile graphics and initialise it
2000 — 2160 Ins tall the vertical blank interrupt routine

to control the helicopter, animation of the
rotor blades and enemy gunfire

2165 — 2167 S e t  up new screen display list
2180 — 2195 S e t  up a display list interrupt to change the

colours
2200 — 2403 Alloc ate another area of ram for  the new

character set and define the new graphics
5000 — 7001 D r a w  game screen, select skill level and

start the game



Game

B$

Sc, SC$
HI, 1-11$
LI, LIS

CLEAR
MISX
MI-IT

8X, BY
MOVES

VARIABLES
N to N10 Constants  0-10 used for speed reasonsWAVE Wa v e  number

LEV Sk i l l  level

String containing graphics for enemy mis-siles
Score
High score
Lives remaining
Clear collision registers location
Helicopter missile X position
Helicopter hit by missile collision detector
Enemy missile screen coordinates
routineContains ma h.  c o d e  memory  move

VBINS Contains  machine code to  start the VBIroutine
A, G General purpose variables

REM 1
1
1 1 1
4 1 1
H t i l
l H O
H H O
M I I I
* * * *
* *

2 REM *  D A M  TROUBLE *
3 REM *  BY MICHAEL BAXTER *
4 REM *  C O A T A R I  USER *
5 R EM  1111•01HHHOHHHHOCHHOWHI

10 N=8:N1=1:112=2:N3=1:N4=4:05=5:k6=6:N
7=7:118=8:111=1:N18=18:BM:37:BY=10:DIST=
8.1:WAUE=NI:LEU=N1
i l  CON MOUESC32),BSCN3),5CSC116),H15(N6
2,1150181,145(3):85=FJ ":MNII=53254:1114
11:51252:CLEAR=51278:MISX:53258
12 CON UBINSCIA):UBINS="hi / r Ag\  \ Ine":H
IS="8":SCS=HIS:POKE 201,N7:8HIT=53263
13 GOTO 1000
28 1I=114:WAUE=N1
24 SOUND 0,52,N4,161:POKE CLEAR,N:COLOR

32:PLOT 3 8 , 1
25 FOR G=111 TO COUNT:POSITION 119+G,Ni!

"k0":01EXT G:115=STR5(MAUE):POSITION N8
-
L
E
N
C
6
1
5
)
,
N
:
7  
M
S
:
T
R
A
P 
3
8
8

Main Pr o
,  r a n  
L o o
.  
S t
a r
t s  
H
e
r
e

27 REM
58 I F  STRIGCN)=11 AND NO T M51 THEM MSI
= N I : M X = H X 1
.
1 6 : Y M = P E E
K ( 2 8 5 ) : P O K
E  
M P O
Y M ,

170:DIST=DISTI.8.1
55 I F  MSL THEN GOSUB 180
60 O M = 0 M
-
D I 5 1 : B X
= I N T C B M
O : L O C A T
E  
8 X
-
N 1
,

BY,Z:IF z :3 7  THEN 158
61 POSITION BX,BYr ! 10::50UND N3,8X,M5
0,914
62 I F  PEEK(MHIT) THEN 151
63 I F  PEEK(HHIT) OR cPEENtemIT)ON AND
PEEKCBMIT)084) THEN 488

70 GOTO 5 0
99 REM
100 M X = P I X
4
1 6 : P O K E  
M I S X ,
M X : S O
U N D  
N I
, M
X ,

N,NA:IF MX)218 THEN POKE MPL-PYM,N:M51=
N:SOUND NI , N , N, N:DI S T=DI 5 T
-
0 . 1
118 RETURN
148 REM
149 REM

Move He l eco•te r  Mi s s i l e

Clear  O l d Ene*  M i s s i l e
Choose New C o
-
o r d i n a t e s

150 POSITION ox-NI,NY:?
:POSITION 8 X
-
N I , B Y : /  
" )  
" : :
G O T
O  
1
5
4

151 POSITION OX,E1Y:? "C"::A=SINC11:PO5
ITION OX,BY:? "  " : P O K E  53278,NM3=21
8:5C=SC*N5:5C5=STRS(SC)
152 POSITION 1 2
-
L E N C 5 C S ) ,
2 8 : ?  
S C : C
O U N T

=COUNT-NI:IF COUNT=N THEN 2e8
151 POSITION NI9+COUNT,14;?
154 B M = 3 6 : 8 X = B M : 0 Y = N 1 4
-
I N I ( R N O ( N ) * 1 6 1 : 2
=I11CRID(N)*N41:M50=I11CRNDCNINN7INN2:
ON Z GOTO 155, 156, 157
155 B$ =")
,  
" : G O
T O  
6 1

156 11$="el) ":GOTO 61
157 11$="FJ ":GOTO 61
191 REM
28e GOSH 508:POKE 787,N
202 M1=210:GOSUB 1081WAUE=WAUE4NI:BONU
5=58*LEU:GOSUB 228
284 I F  1E0013 THEN POSITION N,N:Q0SO
85088
205 I F  LEV)011 AND HX(128 THEN 1411=11X+N5

POKE 53248,HX:POKE 53249,HX4.16
L86 POSITION O X, 5Y:
7  "  " : :
8 M = 1 7
210 COUNT=20:M5X=218:POKE 787,14:GOTO
24
220 RESTORE 250:FOR G=Ni TO BONUS:SC=5
0111:5C5=STR5C5C):READ A: I F  A=-111 THEN

RESTORE 258:A=N
222 SOUND N,A,N10,N18:P05ITION 12-LENC
SCS1,28:
7 
S C : :
N E X T  
G :
R E
T U
R N

258 DATA 1 8 , 3 8 , 2 0 , 2 5 , 2 2 , 2 3 , 0 , 2 3 , 0 , 2 3 , 8
, 2 1 , 0 , 2 3 , 0 , 2 3 , - I
295 REM
388 0 5 0 8  588:FOR G=38 TO i  STEP -
1 : Y =N I
4
I 1
1
(
R
I
D
C
0
)
*
1
8
)
:
1
1
=
I
1
1
C
R
I
D
(
0
)
*
N
3
1
:
5
0
1
)

ND 0 , 8 8 , 8 , 1 5 / 6
301 POSITION X , Y :? "4";:NEXT G
382 FOR G=141 TO 18:POSITION N, 6 :?

"::11ENT G:GG=019
385 COLOR 123:FOR G=I8 TO 15 STEP - N I :
PLOT 11,&:DRAMTO 35,G:A=5IN(G):SOUND N,
N1 0 , 8 , G G : G G I G G
-
1 1 1 : NE NT 
G : C O L O R  
1 2 2

306 PLOT 0,14:DRAWTO 39,14:COLOR 32:PL
OT 1,111:P0KE 787,N:MX=218:GOSUB 100:PO
KE 7114,N:POKE 785, N
107 RESTORE 318:POSITION N10,N10
308 FOR i=111 TO 19:READ A : /  CHRS(A#128
) ; "  ";:FO R GG=1 TO 58:NEXT GG:NEXT G
30/  FOR 6=1 TO 300:NEXT G:POKE 559, N
318 DATA 97 , 98 , 19 , 100 , 32 , 181 , 102 , 108 , 1
03
328 I F  vALCSCSOvAL(HIS) THEN HIS=SC5
138 GOTO 2580
199 REM
488 X=U5R(1740):PO5ITION 11X,BY:/ "
::MX=218:GOSUB 188:GOSU8 580:POKE 5324
9,110118:P0XE 787 , 1

End O f Wave Bonus Routi ne

Col l a•se  Dam Routi ne

Destro NelecoLter

Turn to Page 20  lb

March 1988 Arart  User
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2 , 6 , 1 6 4 , 2 9 5 , 1 8 9 , 1 2 6 , 6 , 1 5 3 ,
8
,
1 1
,
1 8 9 , 1 2 1 ,

8 , 58 , 8 , 124 , 182 , 128 , 188 , 102 , 19 ,
84  Fr om Page 19 1 2378 DATA 7 , 8 , 2 4 , 2 4 , 4 6 , 0 , 9 , 9 , 9 , 1 6 ,
9
,
6 9

481 L I
-
a l l
-
0 1 1

S.482 I F  LI =N3 THEN L I S : 1  HIL
483 I F  LI =N2 THEN L I S A
L484 I F  LI aN1 THEN LI S ="
418 G6:PEEK(285):FOR G:75 To 81  51E1 -
NZ:POKE P 1 1 1 1 1 . 1 1 2 4
-
1 6 O R N D C 2 1
8 1 1 8 ,
P E E K C
5 3 7

781
428 POKE P 1 1 1 1 1 2 8 8 + 6 6
1
R N D C 1 1 1
1
. 1 1 8 , P E E K C
5 3

7781

2118 DATA 1 5 1 , 8 , 9 , 2 8 8 , 2 1 2 , 2 2 4 , 9 ,
2 8 0
,
2 3

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

242
2148 DATA 3 , 7 6 . 1 8 , 2 2 8 , 1 6 4 , 2 9 7 , 1 5 3 ,
2 9 0
,
9 9 0 , 1 5 3 , 6 , 9 , 1 5 1 , 9 , 8 , 1 7 3 , 1 8 ,
2 1 0 , 4 1 , 1 2 02158 DATA 1 3 3 , 2 8 7 , 1 6 2 , 1 6 9 , 1 2 8 , 1
5 3
,
0 8 9 ,

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

217
2160 DATA 2 , 1 5 , 6 4 , 9 9 , 6 1 , 7 , 3 , 1 , 8 , 8 , 2 5
5
,

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

,
5
,
0

2375 DATA 1 2 4 , 1 9 2 , 1 8 2 , 1 8 2 , 1 2 2 , 1 8 2 ,
1 9 2 ,1 8 2 , 1 0 2 , 1 3 , 8 , 2 5 5 , 2 5 5 , 8 , 8 , 2
5 5
,
2 5 5 , 0

2181 DATA 1 , 1 9 2 , 1 9 2 , 1 9 2 , 1 9 2 , 1 9 2 ,
1 9 2
,
1 1

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

8
2385 DATA 4 , 2 5 2 , 2 5 2 , 2 5 2 , 2 5 2 , 2 5 2 , 2 5 2 ,
2 52 , 2 5 2 , 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2
5 5
,
2 5 5
,
2 5 5 , 2 5 5 , 2 5

425 POKE 704,G/145:POKE 795,G/25:SOUND
1,75-6018,28:5OUND 21,PEEKC537701,28,14

128, 224, 248, 112, 254, 252,
92165 RESTORE 2167:FOR 1=1675 TO 1799:R
(AD A:POKE 1,2:NEXT I

5
2186 DATA 6 , 178 , 176 , 179 , 179 , 176 , 170 , 1
71 , 1 7 8 , 8 , 9 , 8 , 9 , 2 , 9 , 8 , 8 , 3 4

410 NEXT G:GOSUO 589
468 2=11511C1756,1,12,1924)1F LI=01 THEN
398
478 POKE 51248 , 22 :P 0U 5 3 2 4 9 , 1 1 2
1
1 6 P 0 K
E 53256,1:POKE 724,11:I:POKE 785,19:POKE

295,GG:POKE 2 0 6 , 1 1 2 1 2 =US RCADM
8 1 2
$
1 1

488 POKE 787,28POKE 786,1121POKE CLEAR
,N:POSIT1ON 3 9 , 2 2 :? LIS;:SOUND 2 , 5 2 , 2 4
,26:60T0 154

2167 DATA 1 1 2 , 1 1 2 , 8 9 , 6 7 , 8 , 8 , 1 6 ,
4
,
4
,
4 , 4

9
4
,
4
,
4
,
4
,
4
,
4
,
4
,
4
,
4
,
4
,
4
,
4
,
4
,
4
,
4
,
1
4
4
,
8
8
,

2 , 2 , 2 , 2 , 65 , 114 , 6

2390 DATA 9 , 2 4 9 , 1 1 2 , 8 , 6 , 8 , 1 1 , 1 9 2 , 2
4 2
,
1 9

, 5 , 2 1 , 8 5 , 2 5 5 , 2 8 4 , 2 9 4 , 2 8 7 , 2
9 72395 DATA 1 1 , 6 4 , 2 8 , 8 4 , 2 5 2 , 2 8 4 , 2 8
4
,
2 5 2
,

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

5 1 , 2 5 3 , 2 5 3 , 2 5 5 , 2 4 3 , 2 4 1 ,
2 5 52196 DATA 1 4 , 6 , 2 8 , 8 4 , 6 5 , 2 5 5 , 6 1 , 6
3
,
2 5 5 ,

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

2397 DATA 2 6 , 6 , 8 , 8 , 8 , 2 , 1 9 , 4 2 , 4 2 , 2 7 ,
9
4
, 9 , 9 , 4 8 , 1 6 2 , 1 7 8 , 1 7 2 , 2 8 , 1 7 8 , 1 7 9 , 1
7 9 , 4 2 ,4 , 4 , 4 , 4 . 2 9 , 1 7 9 , 1 7 8 , 1 7 6 , 1 6 8 , 1
6
,
1 6
,
1 6 , 1 6

2392 DATA 3 8 , 0 , 9 , 6 3 , 2 3 2 , 2 3 2 , 6 3 , 0 ,
8
,
3 1 ,

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

2175 REM D i s . l a  L i s t  I n t e r r u . t  To
2176 REM O l i an. e  Screen C l o u r s  On
2177 REM T h e  La s t  Four  Li nes
2188 RESTORE 2198:FOR 1=1712 TO I 738 :R
EAD AIPOKE 1,8:NEXT I
2190 DATA 7 2 , 1 6 9 , 8 , 1 4 1 , 1 6 , 2 1 2 , 1
4 1
,
2 6 , 2

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

104,64
2195 GOTO 25911

499 REM C l e a r  A l l  4  Sound Channel
580 FOR G=2 TO 13:SOUND 6,2,11,1111ENT G
:RETURN

, 62, 15, 15, 62, 242, 192
2199 DATA 1 6 , 4 , 1 4 3 , 6 8 , 2 4 6 , 2 4 8 4
8 8
,
1 5
,
1

3 1 , 1 2 , 3 , 1 2 , 4 8 , 2 1 9 , 2 1 9 , 4 8 , 1 2 , 3 ,
4 2
,
3
,
1 2 ,

999 REM C l e a r  P l a  e r  Mi s s i l e  Memor 2199 REM D e fi n e  New Character  S e t

1008 POKE 559,11:GO5UB 2280:PM=PEEK(18
6)-16:GRAPHICS N:POKE 559,2:POKE 54279,

2288 G = P E E K 1 1 8 6 1
-
2 8 : P O K E  
1 2 6 , G : I F  
P E E K

CI7151 THEN RETURN

PM:PLW256*PM:POKE 756, 204

1910 RESTORE 1915:FoR 1 :1748  TO 1 7 9 1 R

2291 RESTORE 2218:FOR 1=1 TO 32:READ A
:MOVES(I)=CHRSCAI:NENT I

12,255,255,12,12,3
2408 DATA 1 2 7 , 8 , 8 , 8 , 8 5 , 2 5 , 8 5 , 0 5 , 0 ,
9 6
,
2

EAD A:POKE I ,A:NEXT I 2218 DATA 1 9 4 , 1 9 4 , 1 3 3 , 2 9 4 , 1 1 1 4 , 1
3 1 , 2 8 3 ,

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

1815 DATA 184,16(1,58,16z,22b,169,7J
76
,

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

,127,255,223,255,253,255

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

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

2481 DATA 1 2 2 , 1 9 2 , 2 4 3 , 1 2 7 , 2 5 5 , 2 2 1 ,
2 5 5
,

11128 DATA 1 8 4 , 1 3 3 , 2 9 6 , 1 0 4 , 1 3 3 , 2 8
6
,
1 6 6
,

2211 DATA 286, 282, 288, 248, 96 2 5 1 , 2 5 5 , 1 7 , 2 5 5 , 1 9 5 , 1 9 2 , 1 9 2 , 2 9
7
,
1 9 5
,
2 5 5

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

2228 6=6-28:SET=G:G=5ET*256 ,255,18,69

8,224 2219 2=USR(ADRIMOUES/,57144,6) 2402 DATA 255 , 15 , 195 , 255 , 195 , 195 , 195 ,

1238 DATA 2 9 2 , 4 8 , 6 , 2 0 8 , 2 4 4 , 1 6 4 ,
2 6 5
,
2 8 8

2248 TRAP 2241:RESTORE 2198 9 9 , 1 9 5 , 1 9 5 , 2 5 5 , 2 5 5 , 1 9 5 , 1 9 5 , 1 1 5 , 1
9 5 , 1 9 92242 READ 6:Q=G*142:FOR I =G  TO 6127:0E2 , 2 5 5 , 1 1 2 , 1 9 2 , 2 5 2 , 1 1 2 , 1 9 2 , 2 5 5 ,
2 5 5
,
1 9 1

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

1848 2:USRC1758, P101, 2848I :MPL:P I P
111516+017
1858 POKE 51277,21:POKE 53278,2POKE 5
3248,HX:POKE 53256,21:P0XE 621,114:POKE
285,128

A:POKE 5 E 1 1 1 2 5 6
1
1 , 1 0 1 E X T  I :
6 0 7 0  
2 2 4 2

2243 POKE 1735,5E107E22RM
2388 DATA 6 5 , 8 , 9 , 1 2 7 , 1 2 7 , 1 2 7 , 1 2 9 , 1 2
8 , 12 2 , 6 6 , 8 , 6 , 2 2 5 , 2 4 1 , 2 4 3 . 2 4 1 , 2
4 1
,
2 4 1

2195 DATA 6 7 , 8 , 9 , 2 5 5 , 2 5 5 , 2 5 5 , 1 9
1
,
1 9 9
,
1

9 9 , 6 8 , 8 , 8 , 3 9 , 1 5 1 . 1 5 9 , 1 5 9 , 1
5 9
,
1 5 9

2461 DATA 2 5 5 , 1 9 5 , 1 9 5 , 1 1 5 , 1 9 5 , 1 9 5 ,
2 5 5 ,2 5 5 , 1 8 2 , 1 1 5 , 1 9 5 , 1 1 5 , 1 9 5 , 1 9 5 , 1 1
5
,
2 5 5
,
6 8

, 1 8 1 , 2 5 2 , 1 9 5 , 1 9 5 , 2 5 5 , 2 5 2 , 1 1 5 ,
1 9 5 , 1 9 5 , *2450 REM S e t  Val ues For  A  New Game
2582 POKE 82,11:? "6":PO5ITION 201:POKE

756,PEEKC17352:POKE 752,I41:POKE 1671,1998 REM V e r t i c a l  B l i nk  I n t e r r u . t
2319 DATA 6 9 , 9 , 1 1 , 1 5 , 1 1 , 1 / i , 2 5 5 ,
2 5 5
,
2 5 5

PEE1C1861:DIST=11.81116=16:1X=8141
1
X
711

1991 REM To Move A n i m a t e  l i e l eco. te
ne e  I T  PEEKC15361=173 THEN 2580 , 7 8 , 9 , 6 , 0 , 1 1 , 4 8 , 4 8 , 4 2 ,

4 8
2581 COUNT=22:POKE 53248,HX:POKE 53241

2981 RESTORE 2189:FOR 1=1516 TO I 6 7 3 :R 2315 DATA 7 1 , 1 2 9 , 1 1 1 , 1 2 8 , 1 1 2 , 1 1 9 ,
1 1 9 , 1

,HX116

(AD A:POKE I A  NEXT I 1 9 , 7 , 7 2 , 2 4 1 , 2 4 3 , 2 4 3 , 9 , 2 5 5 ,
2 5 5 , 2 5 5 , 2 5 5

2512 POKE 1680,PEEKC2911POKE 560, 139:P

2802 ADDR=P 1241024 :2 I =I NTCADDR/
2561
:
10

2328 DATA 7 3 , 2 5 5 , 2 5 5 , 1 9 9 , 7 , 2 1 1 ,
2 1 1 , 2 3 1

ONE 561,116POKE 512,174POKE 511,26:PO

=ADDR-256111I:POKE 1511,10:POKE 1592,111 , 2 2 4 , 7 4 , 1 5 9 , 1 5 8 , 1 5 2 , 1 5 8 ,
1 5 8
,
1 5 8 , 1 5 8 , 2

NE 54226,112

7081 ADDR=P LW1 2 8 8 :HI : I I I I CADDR/
2 5 6 1
:
1 0

2125 DATA 7 5 , 2 5 5 , 2 3 9 , 7 9 . 1 5 , 1 5 , 1
5
,
1 5 , 6 ,

2581 l a U 5 R C 1 7 5 9 , 1
4
1 1 1 . 2 1 1 4 2 / : P O K E  
2 9 5 , 1 0 0

=AADA-25611111:POKE 1597,10:POKE 1598,21 7 6 , 4 8 , 4 8 , 4 8 , 4 0 , 4 8 , 4 8 ,
4 6
,
4 8

:POKE 206,112:G=USRIADROONS/1:POKE 7 6

2084 A D D R = 1
,
1 2
4
1 6 1 8 1 1 I 1 N I
C A D D R /
2 5 6 1
:
1 0

2138 DATA 7 7 , 6 8 , 6 9 , 6 6 , 6 2 , 6 8 , 6
8
,
6 8 , 6 8 , 7

7,I4:POKE 784, I2:POKE 785 , 14

= A D D R
-
2 5 6
8
1 1 I : P
O K E  
1 6
2 3 ,
1 0 :
P 0
H  
1
6
2
4
,
1
1
1

2 , 8 , 1 2 6 , 2 5 4 , 2 5 4 , 2 2 4 , 2 2
4
,
2 2 4 , 2 2 4

2564 POKE 786,118C=1:SCS="8"
4991 REM S c r e e n D15.1
,
3 ' , e l e c t  
L e v e l

:POKE 1642,10:POKE 1643,111 2135 DATA 7 9 , 9 , 6 9 , 1 2 6 , 1 8 2 , 1 8 2 ,
1 8 2
,
1 2 6
,

2805 A D D R : 1
1
1 2 4 1 8 4 2 : H
I = I M I C A D D
R /
2 5 6 1
:
1 0

6 0 , 8 0 , 0 , 1 1 9 , 1 1 1 , 1 1 9 , 1 1 9 ,
1 2 7
,
1 2 7 , 6 2

5960 ?  "WAVE':' "KX !":? "7,X!":7 "KX !"

:DR-256* MI I PO KE 1626,10:POKE 1627,14I 2349 DATA 8 1 , 4 6 , 6 2 , 6 1 , 5 1 , 5 1 , 5 1 , 6 3 , 6
2
,
8

?

:POKE 1647,LO:POKE 1648,111 2, 48 , 49 , 51 , 51 , 51 , 51 , 51 , 49 5985 ? "XX44":? "XXSI":? "7.231":? "XXV"

2886 ADDR=PLM+1864:11I =I I I TI ADDR/
256
/ :
10

2345 DATA 8 1 , 8 , 2 4 8 , 2 4 8 , 1 2 8 , 2 2 4 , 1 2 8 ,
2 4 6

5891 ? "XXS"

= A D D R
-
2 5 6 6 0
I : P O K
E  
1 6 2
9 , 1
0 P 0
1 0 E  
1
6
1
8 ,
1
1
1

4 4 8 , 8 4 , 6 9 , 6 6 , 2 4 , 8 $ 9 , 2 4 , 2
4
, 8

5919 ? "XXS"

:POKE 1652, 10P0XE 1653,111 2358 DATA 5 1 , 8 , 6 2 , 1 6 , 6 8 , 6 , 1 , 1 2 4 , 1 , 3 1 ,
2

Sel l  ?

2100 DATA 173 , 130 , 6 . 71 , 255 , 141 , 138 , 6 , 1 8, 62, 96, 96. 182, 182, 62, 0 5912 1 , ,
x x r d h

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

2355 DATA 1 5 , 2
•
6 2 , 9 6 , 9 6 , 9
5 , 1 6 , 6 2 ,
8
,
4 6
,

5011 ? "XXXII"

21111 DATA 1 4 , 2 4 9 , 6 , 2 9 1 , 1 3 , 2 4 0 ,
1 2
,
2 8 8
,
1

9,124,162,102,192,192,192,9 5014 ?  "XXXS"

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

2160 DATA 8 9 , 0 , 1 5 , 1 / 2 , 9 9 , 6 3 , 1 ,
8
,
8 , 9 8 , 6

5815 ?  " M X "

165 ,254,64,249,148,254,252,9 5216 ?  "XXXX!"

2120 DATA 295, 201, 165, 176, 2 , 238, 285, 16 2365 DATA 33, 8 , 68 , 102, 192, 128, 192, 102, 5917 ? "XXXXN



; ; ; "
5818 ?  "Y.XXXS(CCC:;C*4„-,(* /4(:* -1.11-4,
= = : ; ; : ; ( t C " ;
5811 ? 044A14/41,44448,4148448,&&448A4&&
1,&&&&84&&&";:IF NO T COUNT THEN RETURN

S U N A R O
(--" \

PO BOX 78 MACCLESFIELD CHESHIRE SKI° 3PF
Telephone (0625) 25228

ATARI ROMS A T A R I  CASSETTES A T A R I  DISKS
Defender 9 . 9 5  A c e  of Aces 8 , 5 0  A l t e rna t e  Reality II   1 6 . 9 5
Donkey Kong Jnr   1 2 . 9 5  A r k a n o i d   7 , 9 5  A r k a n o i d   1 0 . 9 5

/ S

Final Legacy 1 2 . 9 5  A t a r i  Aces 8 , 5 0  A u t o d u e l   1 6 _ 9 5
Joust   1 2 . 9 5  A z t e c  8 . 5 0  B a s i l :  Mouse Detective  1 2 . 7 5

\
Moon Patrol   1 2 . 9 5  B a s i l :  Mouse Detective  8 . 5 0  B e a c h  Head II  1 2 . 7 5
Ms Pacman  1 2 , 9 5  Co l o s s u s  Chess IV 8 _ 5 0  D r u i d    1 2 , 7 5
Robotron  1 2 , 9 5

9.95 D r u i d   6 _ 9 5  F • 1 5  Strike Eagle  1 2 . 7 5Tennis  F o o t b a l l  Fortunes  1 2 . 7 5  F l i g h t  Simulator II  3 9 , 9 5
Four Star Games I  6 . 9 5  Fo o t b a l l  Fortunes   1 5 , 9 5 I I

ATARI BUDGET CASSETTES G a u n t l e t  (64K)  8 . 5 0  G a u n t l e t  64k 1 2 . 7 5 \180 2 . 9 5  D e e p e r  Dungeons 4 . 9 5  D e e p e r  Dungeons 6 - 9 5
BMX Simulator  1 , 9 5  G n o m e  Ranger 8 . 5 0  G n o m e  Ranger 8 _ 9 5
Boulderdash  2 . 9 5  I nt ernat ional Karate 5 . 9 5  G u i l d  Thieves 64k 1 6 . 9 5

N
Boulderdash II 2 . 9 5  J e we l s  of Darkness 64K ..,.12.75 J e we l s  Darkness 64k_.. ...... 12.75
Darg 1 9 5  K e n n e d y  Approach  8 . 5 0  K e n n e d y  Approach  1 2 . 7 5
Decathlon  1
.
9 5  
L e a d e
r b o a r
d   
8
.
5
0  
K
n
i
g
h
t  
O
r
c   
1
2
.
7
5

A
Dizzy Dice  1
.
9 5  
L e a d e
r b o a r
d  
T o u
r n a
m e n
t  .
. . .
4 .
9 5  
L e
a d
e r
b o
a r
d   
1
2
.
7
5 tb

Football Manager 2
.
9 5  
L i t t l e  
D e v i l
s  
6 .
9 5  
L e a
d e r
b o a
r d  
T o
u r
n a
m e
n t  
.
.
.
_  
6
_
9
5

Footballer of the Year 2 . 9 5  L i v i n g  Daylights  8 . 5 0  L i v i n g  Daylights   1 2 _ 7 5 RFour Great Games II  3 . 9 5  M i r a x  Force  6 . 9 5  M i r a x  Force  8 , 9 5
Nightmares  6 . 9 5  M i n i  Office II   1 6 . 9 5Four Great Games II (disc)..5,95 Phantom 6 _ 9 5  O g r e  1 6 , 9 5Henry's House 1 . 9 5 Platform Pert  Mk  8 . 5 0  P a w n  64k 1 6 . 9 5Masterchess

1.95 S h o o t  em Ups  8 , 5 0  P i r a t e  Barbary 8 . 9 5Micro Rhythm  1 -  ,.„'-' S i l e n t  Service  8 . 5 0  S i l e n t  Service   1 2 . 7 5 0
Missing one Droid  2
-
9 5  
S i l i c o n  
D r e a
m s  
6 4
k  
1 2
.
7 5  
S
p
y  
V
s  
S
p
y  
I
I   
1
2
_
7
5

On Cue 2
.
9 5  
S p
y  
V
s  
S
p
y  
I
I   
8
.
5
0  
T
o
m
a
h
a
w
k  
6
4
k  
. . .
. . .
. . .
. . .
. . .
. . .
.
1
2
.
7
5

Panther 2 , 9 5  To ma h a wk  64k 8 . 5 0  Tr i v i a l  Pursuit  1 6 . 9 5
Transmuter  1 , 9 5  Tr i v i a l  Pursuit  1 2 . 7 5  Wa r g a me  Construction Set 16,95
Universal Hero  1 . 9 5  W i n t e r  Olympics 6 _ 9 5  W i n t e r  Olympics 8 , 9 5

ORDER WA

M i g b ka
Please add 50p handling to all orders under E5,

Cheques/PO's payable to: SUNARO SOFTWARE (AU)
M I72:11AG90823 Girobank Transcash to account: 664 6638

5020 "+SCOREI888804+4411/11/ /444444R
M I N I N G "
5821 „ "
4 - 0
V 1 k
1
+
0 6
"

5822 1  " 4 H I G H 4 4 0 8 8 8 8 + 4 4 4 4
-
_ 8 4 r 4 4 4 4 4 4 4
I 16
104
1 
1
2
-
L
E
A
C
H
1
5
/
,
2
2
:
?  
H
I
S

5821 ? „ " 4 8
,
1  
M A B A X
T E R ' 8 6
" ; : P O S
I T I O N

5 , A:
,  
" S
O
O
"

Semi POSITION 32,N:? "LEVEL ";LEV:POKE
551,62

5878 I F  PEEK(51279)=A5 THEN LEA=LEVINI
:FOR Gz15 TO N STEP -
N I : S O U N D  
N ,
1 5 , N I 0

,G;NEXT G : I f  LEV=A4 THEN LEVzill
5080 I F  PEEK(51271)=A6 THEN 6880
5810 GOTO 5860
5180 FOR 6 : 0  TO 255:SOUND 8 , 255 , 18 , 18 :
SOUND 1,255,18,7:POKE 53768,G:NEKT G
6000 RESTORE 7880:TRAP 2 8
6828 READ A:50UMD N , A
:
8 1 8 , 1 0 1 8 : G O T D  
8 8 2
7808 DATA 108 , 98 , 15 , 85 , 10 , 80 , 85 , 75 , 80 ,
78 , 75 , 65 , 78 , 60 , 65 , 55 , 60 , 50 , 55 , 45 , 50 , 40
, 45, 15, 48„ 30, 35, 25, 38, 28, 25, 15, 20
7881 DATA 1 8 , 1 5 , 5 , 1 8 , 8 , 5 , 8 , 8

' CAJ (w)
2 UK  (3)
3 CAL (V)
4 CAN (4)
5 CAN (w)

10 uJv
11 9wS (G)
12 J08 (G)
13 0FE (G)
20 02P (5)
24 DP8 (6)
25 LOJ (N)
27 DK2 (A)
50 w4A (2)
55 E90 (2)
60 yOM (4)
61 R67 (1)
62 GTF (5 )
63 URN (7)
?CI KKR (F)
99 D
.
9  
(
w
)

100 CKH (T)
110 RA5 (K)
148 DuS (v )
149 ows (K)
150 KLw (1)
151 3uC ( 8 )
152 CEm (v )
153 w4H (2)
154 PPJ (A)
155 2HK (8)
156 36M (9)
157 40T (9 )
199 EJS (1)
200 406 (G)

202 915 (2)
204 IMR
205 A A  (8)
206 vAG (G)
210 490 (G)
220 Y52 (0)
222 RGR (G)
250 L9S (J )
299 EJT (T)
300 w94 (s )
301 wJG (V)
302 235 (A)
305 515 (u)
306 SY8 (?)
307 1LF (G)
308 AEy (y )
309 5y6 ( I )
310 wCT (6 )
320 686 (A)
330 RG9 (R)
399 EJu (K)
400 P36 (0)
407 RcJ (D)
402 FOS (E)
403 HOS (x )
404 H2E (4)
410 s l l  ( 6 )
420 JY1 ( x )
425 KY1 (L )
430 81(4 (u )
460 CNM,(X)
470 H2P (K)
480 E0w (0)
499 EJV (E)
500 13W (9)

Game
999 EK1 (9 )  2 2 1 0  2CJ (1 )  2 4 0 3  Ecs (T)

1000 3pG (E) 2 2 1 1  Dys (R) 2 4 5 0  DRP (V)
7010 FLA (6 )  2 2 2 0  QPH 2 5 0 0  DEK (6)
1015 E8M (L)  2 2 3 0  uM9 (0)  2 5 0 1  POJ (K)
1020 N10 (1)  2 2 4 0  MOM (C) 2 5 0 2  UNO (c )
1030 AvH (u)  2 2 4 2  JWX CY) 2 5 0 3  RU5 ( J )
1040 Al? (G) 2 2 4 3  F5K (m) 2 5 0 4  NXJ (1 )
1050 uGR (2)  2 3 0 0  F4y (c )  4 9 9 9  EwR (5)
1998 EvN (3)  2 3 0 5  GVA (4 )  5 0 0 0  160 (N)
1999 EWN (2)  2 3 1 0  YAS (M) 5 0 0 5  H9S (L)
2000 ROT (X) 2 3 1 5  PGE (J )  5 0 0 9  LYP (H)
2001 F8
4  
( F )  
2
3
2
0  
M
M
S  
(
0
)  
5
0
1
0  
L
R
P  
(
K
)

2002 LuF (6 )  2 3 2 5  2ER (x )  5 0 1 1  Lup (4)
2003 LKx (8)  2 3 3 0  90L (L )  5 0 1 2  MOP (H)
2004 wlE (U) 2 3 3 5  A04 (L)  5 0 1 3  MGP (H)
2005 WRS (7)  2 3 4 0  11L (c )  5 0 1 4  MJP (H)

2
2
0
0
1  
0
,
6  
W
W
X 
(
4
)  
2
3
4
5  
9
A
L  
(
6
)  
5
0
1
5  
H
I
P 
(
H
)

MHO (6)  2 3 5 0  y65 (R) 5 0 1 6  MVP (J )
2110 0J3 (E) 2 3 5 5  OCJ (0 )  5 0 1 7  Juw (E)
2120 MS0 (K) 2 3 6 0  YNG (4 )  5 0 1 8  FH4 (E)
2130 06A (C) 2 3 6 5  AN4 (W) 5 0 1 9  17X (0)
2140 Klu (P) 2 3 7 0  PUU (P) 5 0 2 0  5SC (E)
2150 007 (X) 2 3 7 5  9SY (A) 5 0 2 1  SUM (3)
2160 vX8 (M) 2 3 8 0  SKL (G) 5 0 2 2  Ku2 (G)
2165 043 Cr) 2 3 8 5  RCL (C) 5023 M20 (5)
2167 FX8 (3)  2 3 8 6  0u3 (F) 5060 wGu (1)
2175 DNP (7)  2 3 9 0  841 (6 )  5 0 7 0  vSA (G)
2176 DPP (3)
2177 DOP (7) 2 3 9 5  uSF (N) 5 0 8 0  ISM (P)52396 041 ( x )  0 9 0  PRO (8)
2780 F a  (7)  2 3 9 7  EDv (R) 5 9 0 0  461 (u )
2190 XYF (7)  2 3 9 8  LPU (8)  6 0 0 0  GLO (R)
2195 PVW Cr) 2 3 9 9  J1H (F)  6 0 2 0  164 (Y)
2199 OWP (S) 2 4 0 0  YSM (A) 7 0 0 0  AA4 (R)
2200 10N (4)  2 4 0 1  562 (0)  7 0 0 1  CRL (5)
2201 0H7 (6) 2 4 0 2  D3P (2)

March 1988 A f ar Us er 21



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 o f a normally unused area o f
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 f r om each of  the programs.

e i r
Turns that
s o m e t i
m e sannoy i
ngkeyboard
click on or
off s
i
m p l
y ,

REM
instantlY
renumbe
rsyour Basic
programs in
any tine
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and binary.
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11
1
O
r i
m
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TO ORDER PLEASE USE THE FORM ON PAGE 61

nva.x

E5.95 tape
E7.95 disc



•

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
I decided to convert it,

Although many simple  drawing and
dood ling  p ro g ra ms  e x is t ,  n o n e  o f
them a llow you to draw a plan view of
a shape and then convert it  in to  a 3D
image  a n d  v i e w  i t  f r o m  v a r i o u s
angles.

Type in the listing re me mb e r in g  to
check it  using Get it Right! — and then
save a copy to tape or disc. When you
run i t  f o l l o w  t h e  in s t ru c t io n s  t h a t
appear o n  screen .  A l l  t h e  d ra win g
must be done on the right hand side of
the screen. To  define a  shape mo ve
the cursor u s i n g  the joystick plugged
into p o rt  one — to  a  posit ion  o n  the
screen and press fire to p lo t  the point.

Now mo ve  the  cu rso r to  the  next
point yo u  re q u ire ,  p ress th e  b u t to n
again, a n d  t h e  co mp u te r w i l l  a u to -
matically jo in  these  po in ts together.
Continue th is process un t il you  have
finished y o u r  fl a t  design .  Y o u  a re
a l l o we d  t o  p l o t  a  m a x i m u m  o f  3 0
points on screen — if  you wish  to  p lo t
less than th is press Start to finish.

You are then asked how many faces
you re q u ire  th e  fi n ished d ra win g  t o
have — the ma ximu m number is 30. I f
you choose th is the drawing wi l l  be a
smo o th  a n d  r o u n d e d  s h a p e  —
selecting 10 wil l g ive a rough profi le.

The computer will then wo rk out all
the points it  needs to d raw fo r the 3D
shape. When all the calculations have
been co mp le t e d  y o u  a re  asked  t o
enter the  ang le  yo u  wish  t o  v ie w i t
from. If you enter 0 the computer wil l
d raw a  cross-sect iona l v i e w  o f  t h e
image_ I found that 0.25 and 0.5 were
the best angles to use.

The program was writ ten to wo rk in
graphics Mode 8, but with  some work
it can  b e  ma d e  t o  wo rk  in  a  lo we r
resolution with  colour.

1 REM 30 DRAWER
2 REM CONVERTED BY ROBIN EDWARDS
3 REM FROM A PROGRAM ORIGINALLY
4 REM WRITTEN BY GRANT OWEN
5 REM (c)ATARI USER
10 RAD
20 GRAPHICS 8:SETCOLOR 2,0,0:POKE 752,

30 PPX.200:MPY=20
40 MAXI:30:DIM X(31,31),Y(31,31),Z(31,
31)
50 ? '  W E L C O M E  TO 30 DRAWER':!
60 ? P R E S S  FIRE TO CONTINUE'
70 I F STRIG(0).1 THEN 70
75 ? CHRS(I25)
80 DX . 1 6 0 : DY .
1
9 6 : L E T 
P O I N I A :
P l z 3 . 1 4
1 5 9

26
90 COLOR 1:PLOT 1 6 0
0
1 : 0 R A W T O  
1 6 0 , 1 9 1

Test out this neat
drawing routine by

ROBIN EDWARDS

100 GOSUB 560
110 I F S7RIG(0):0 THEN GOSUB 300
120 I F PEEK(53279)z6 THEN GOTO 160
130 DX.MPX:P=MPY
140 I F POINT>0 THEM GOSH 740
150 6070 100
160 !  UMBER OF F A C E S
- -
; : I N P U T  F
170 !  I  NOW HAVE TO WORK THIS LOT OUT

180 I F F>49 THEN Fz49
190 SN=SIN(PlI (F/2))
200 CS.COS(Pli(F/2))
210 FOR L=2 TO F+1
220 I F L=1/2 THEN '? WELL I N HALF WAY

230 FOR K=1 TO POINT

Feature

240 X(K,L)=X(K,L-1)*CS-2(K,L-I)*SN
250 Y(K,L):Y(K,L-1)
260 Z ( K , L ) : Z ( K , L
-
1 ) * C S + X ( K
e
L - 1 ) * S N

270 NEXT K:NEXT L:GOSUB 420: IF NN.99 I
HEN 50
280 GOSUB 410
290 GRAPHICS 8:SETCOLOR 2,0,0:GOTO 80
300 LET POINT=POINT+1
310 FLAW
320 ? POINT, POINTS SET
330 X(POINT,1)=DX-160
340 Y(POINT,1):DY

Turn to Page 24 P•
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4 Fr om P a ge . 2 3

350 Z(POINT,1)=0
360 GX=X(POINT-1,1)*160:GY=Y(POINT-1,1

370 GX2=X(POINT,1)*160:GY2=Y(POINT,1)
380 I F POINT>1 THEN PLOT GX,GY:DRAWTO
GX2,GY2
390 I F POINT=MAXI THEN GOTO 160
400 RETURN
410 I F STRIG(0)=0 THEN RETURN
415 GOTO 410
420 ? ' INPU
- 
A N G L
E  
' : I N
P U T  
N
H

430 GRAPHICS 8:SETCOLOR 2,0,0
440 I F NN=99 li.EN RETURN
450 FOR L=1 TO F
460 FOR K=2 TO POINT
470 H=160+X(K-1,L)
480 J=Y(K-1,0-NN*1(K-1,L)
490 N=1604X(K,L)
500 M=Y(K,L)-NN*Z(K,L)
510 PLOT H,J:DRAWTO N,M
520 PLOT N,M:DRAWTO 160-X(K,L+1),Y(K,L
.1)-NN*Z(K,L+1)
530 NEXT K
540 NEXT L:GOTO 420
550 RETURN
560 S=STICK(0)
570 X2=CS=7)-(S=11):Y2:(S=13)-(S=14):M
PX=MPX*X2*3:MPY=MPY*Y2*3
575 I F MPX<161 OR MPX>318 OR MPY<1 OR
MPY>155 TEN MPX=MPX-X2k3:MPY=MPY-Y2*3
580 PLOT MPX,MPY:PLOT MPX,PPYil:PLOT P
PX.4.1,MPY:PLOT MPX+1,MPY*1

135tpi unbranded 10 25 50 100

SSADD (MF1DD) e 0.1)3 £24.00 C47 00 E92 00
o so o  (MF2001 El 1.50 E27 00 C53 E99.009.

Feature

STORT SOFT
MAIL ORDER SPECIALISTS

Special purchase of Certified & Guaranteed Bankrupt Stock
100 DS/DD 4 8
-
1 PI 
D i s c sInc Sleeves, Labels, Write protect.

Limited otter while supplies l ast
ALL DISCS CARRY A NO 01)1138LE REPLACEMENT GUARANTEE, ARE CERTIFIED 100%

ERROR FREE AND COME WITH LABELS, 51, ALSO HAVE SLEEVES AND WRITE PROTECTS.
FLIP SIDED DISCS HAVE TWO INDEX ROLES AND TWO NOTCHES.

BLANK 5'
, -  
D I S
C S

DISK NOTCHER FREE WM

LOCKING DISC BOXES

5
1
i: 
H
O
L
D
S  
5
0

3
1
,
1
2
m 
H
O
L
D
S 
4
0

ANCILLARIES

E29.95

SPECIAL OFFER 11
25 SS 413TPI 525
- D I S C S  
&  
* 2 0  
C A
P  
L O C
K I N
G  
D I
S K  
B
O
X

50 SS 48TPI 525- DISCS & '20 CAP LOCKING DISC BOX
'00 SS 48TPI 5 25
- O t S C S  
&  •  
2 0  
C A
P  
L O C
K I N
G  
D I
S K  
B
O
X

25 DS 451P1 5 25' DISCS 8 '20 CAP LOCKING DISK BOX
SO OS 48TPI 5 25' DISCS 8 120 CAP LOCKING DISK BOX
•00 OS 481PI 5 25" DISCS 8 '20 CAP LOCKING DISK BOX

E
1
6
E25 00
E32155
E• 7 00
E26 SO
E42 00
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EACH 100 DISCS PURCHASED

UNBRANDED T R I A L  10 2 5  5 0
SS 48TPI E 4  SO £ 9 . 0 0  E 1 7 . 0 0
OS 48IPI  E 5  50 E l  100 E 1 9 . 0 0
DS 96TP1 E 6  50 E l  3.00 C 2 1  00
BOX O f  TEN BRANDED PRECISION M O D  411 TPI DISCS E6,99

100
£33.00
E35.00
E37.00

10 in a  piratic
mraey cime

E5 50
E6.50
£7.50

E7.95 S Y , "  HOLDS 100 C 9 . 9 5
E7.95 6 0 9 0  (HOLDS 80 3
- o r  9 0  3
I
/ V )  E 9  
9 5

S T A B M
,
A M I G A
i P C  
1 5
1 2  
T
O  
C E
N T
R O
N I
C S  
P
R
I
N
T
E
R  
L
E
A
D  
E
7
.
9
5

ST TO 1RS232 MODEM LEAD £ 7 . 9 5
SWITCH BOX-2 POSITION le
,  w o w  s o  
2  
e a r c u m s  
w a w a  
. 1 . . 1  
C W I l l i
k t  
t o  
R S 2 3 2
- p i a &  
o p
a l &  
£ 2
9 .
9 5

585 COLOR 0:PLOT MPX,MPY:PLOT MPX,MPY+
1:PLOT MPX4.1,MPY:PLOT MPX+1,MPY41:COLO
R 1
590 RETURN
740 REM
750• I F PPX=EPX AND MPY=EPY THEN RETJRN
760 COLOR 0
770 PLOT x(POINT,1)*160,Y(POINT,1):DRA
WTO EPX,EPY
780 COLOR 1
790 PLOT X(POINT,1)*160,Y(POINT,1):DRA
WTO MPX,MPY800 EPX=MPX:EPY=MPY
BOO EPX=MPX:EPY=MPY
810 RETURN

3.5" SPECIAL OFFERS
25 $SW 135 TPI(MF1DO) & 130 or 60.'90 locking disc box
50 ST13E1135 TPIWIF1CID) & 80 or 80.90 locking disc box
25 0 5
,
D D  
1 3
5  
T R
I (
M F
2 0
0 )  
&  
8
0  
o
r  
6
0
.
9
0  
l
o
c
k
i
n
g  
d
i
s
c  
b
o
x

50 EISIDD 135 TRI(NIF2E10) & 80 or 60
,
90  l o c k i n g  
d i s c  
b o x

£32.00
E55.00
E35.00
£61.00

CUMANA DRIVES

(39900
E429 00

ATARI ST 1 MEGABYTE
AMIGA 1 MEGABYTE
NO ADDITIONAL LEADS OR POWER SUPPLY REQUIRED

COMPUTER ACCESSORIES

1 CAJ (W) 2 1 0  OFE (E) 4 6 0  CM6 (D)
2 CAK (3)  2 2 0  OVE (G) 4 7 0  YYV (1)
3 CAL (V) 2 3 0  C64 (C) 4 8 0  091 (S)
4 CAM (4)  2 4 0  YPA (K) 4 9 0  U7F (V)
5 CAN (W) 2 5 0  2SY (0)  5 0 0  631 (3)

10 o91 (0 )  2 6 0  00X (4)  5 1 0  FUF (2)
20 5JR (Y) 2 7 0  LW4 (3)  5 2 0  Axu (6)
30 u4C (2)  2 8 0  PuK (P) 5 3 0  P35 (9)
40 2NL (9) 2 9 0  021 (A)  5 4 0  7R5 (3)
50 YOU (K) 3 0 0  HJT (4) 5 5 0  RT9 (E)
60 810 (X) 3 1 0  KF2 (G) 5 6 0  VHK (7)
70 GEO (7)  3 2 0  JF7 (P) 5 7 0  LK6 (A)
75 PWG (R) 3 3 0  9P6 (H) 5 7 5  NG7
80 8TR (U) 3 4 0  xP0 (U) 5 8 0  4DC (L )
90 6u3 (C) 3 5 0  x06 (J )  5 8 5  2PF (X)

100 P21 (S)  3 6 0  GO (2)  5 9 0  SA9 (P)
10 YlF (P) 3 7 0  4UJ (5 )  7 4 0  DCY (V)

120 JLIN (P) 3 8 0  1X6 (W) 7 5 0  LN9 (P)
130 YSM (M) 3 9 0  Y7M (Y) 7 6 0  LYY (W)
140 SHH (7 )  4 0 0  R68 (K) 7 7 0  M4J (3 )
150 0J7 (0)  4 1 0  YY5 (7)  7 8 0  M9Y (G)
162 YUU (E) 4 1 5  GSA (L)  7 9 0  MWJ (M)
170 CKT (K) 4 2 0  061.1 (H) 8 0 0  GEA ( r )
180 9HU (4)  4 3 0  UY5 (2)  8 1 0  RAD (X)
190 870 (2 )  4 4 0  8Y2 (M)
200 7H6 (2)  4 5 0  104 (D)

500 10
in a  case

£12.95
E14.95

E139 00
E129.00

ATARI HARDWARE -  BARGAIN PRICES
2fl E 2 7 9 . 9 5

520 STM, SF354 (05  meg drive)  E 2 7 9 . 9 5
520 STM, SF314 (1 meg drive)  £ 3 3 9 . 9 5
520 STM, SF354 5  SM125 mono Morel&  E 3 7 4 . 9 5
520 STM, 5E314 & SM 125   , . , . , . , , ,  .................... E 4 3 4 . 9 5
1040 SI F  7  SNI125 mono WiniD3O •  E570.00
Mega SI  (2 megabyte RAM & 1 meg drwa),   E 8 4 5 . 0 0
Mega ST (2 rriegabyle RAM S 1 meg drive) & SM125 . . . . C 9 3 5 . 9 5
Mega ST (4 megabyte PAWS 1 meg drive) ........... .. E 1 0 9 5  00
Mega ST (4 megabyte HAM a  1 rneg d r
-
ive )  &  S M 1 2 5    
£ 1 1 9 0
. 0 0

All Hardware comes with free dust covers!! All STs come with 5 public domain discs inducing
CPM amulaior and the arcade game Megarcids. 5  blank dm*  to gel yce going or choose 5
addibonal dmcis horn ow public domain library. Basic language disc and manuals. 520 STM
ONLY comes with 151 Word word processor and spelling checker
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DISC CLEANING Kos Lauld nonabosoloo type. pr owl your vaLiable st4airata
5 25' DCA . .  . .  . 1 2 . 9 5  3 . 5
1  ( ) C R   .   
t i t • P S
SPECAll PRICE
Ot0C6FT, SMMK14 Ponta, SC1224 Carta' Monitor, tilt avec& I  Spell It p l . . . 1 3 0 , .
MEGA ST 12 inn) , SMIM804, S01224, 1s1 Wood it Spoil It 1 1
(  •  2 5 0 . 0 0
1 1
MEGA ST (4 moo), S5215 Mono lanai% SLM634 Laza Primo I  91205 Kota Dec D na  " 2 6 0 9  00"

Just write for more information. Cheques etc. payable to WORT SOFT iintemational orders add 10% and remit in pounds Sterling by bank draft or international money order. Write for quote
in any other currency).

ACCESS MASTERCARD.EUROCARDVISAaccepted.CREDIT CARDOFIDERLINE
- 0 2 7 9 8 9 5 0 924 HOURS A DAY,? DAYS A WEEK- VAT & P.P. INC. NO HIDDEN EXTRAS- WHAT YOU SEE

IS WHAT YOU PAY

18 CROWN CLOSE, SHEERING, BISHOP'S STORTFORD, HERTS CM22 7NX



Visions of success...
Neil Fawcett takes a look at a new software

company, a new game and its seasoned author

IN a n  ever-expanding so f t w are
market it is always pleasing to see a
new product arrive in the office — and
Speed A ce  certain ly h ad  u s  a l l
buzzing.

It is the first release for the Atari by a
newly for med company , Zeppelin
Games, which dec ided to  enter  the
world of budget price software. I f  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 s imulation which uses a
split screen display s imilar to the old
Pitstop II game. After playing it  for a
while I was intrigued to find out why a
full pr ice produc t o f  this  calibre is
priced at only  £2.99. So I packed my
bag and headed fo r  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 lis t
of games  o n  v ar ious  c ompu te r
formats. His  successes on the Atar i
came about while he was working for
Tynesoft— Winter Olympics, Phantom,
Who Dares Wins II and Mousetrap.

I 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

Brian Jobling,  one of  the founders of  Zeppelin Games and author of  Speed Ace

Porsche at the tender age of 18_
When I  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 s old a t  a  budget pr ice. I t  has
certainly done that with Speed Ace.
Unlike mos t budget companies who
bring out up to 10 titles a month of an
average quality . Zeppelin w i l l  on ly
produce around two or three games a
month. Bu t  because mor e t ime is
spent on each, the quality will be very
high.

Zeppelin was formed on 30 Septem-
ber las t  y ear  by  Derek  Brews ter ,
Martin O'Donnell and Brian Jobling.

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

Derek is  the man w ho  got  Br ian
interested in  the wor ld o f  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 a ll 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 . T he packaging has  been
produced in a very professional way.
Original ar twork  and eye-catching
style makes the product jump of the
shelf at you. So, best of luck Zeppelin
and k eep thos e qua lit y  produc ts
coming in.

NEW RELEASE
As w it h  mos t  budget  releases,
Speed Ac e 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 w i l l  rac e agains t 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  fr iend us ing a  joystick
plugged into port two. The screen
is split into two each half giving an
independent view, with the two of
you be ing the  only  r iders . 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.

COMING SOON
Zybex will be the next release by
Zeppelin fo r  the Atar i 8  b it  and
although the version I saw wasn't
finished, what I 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 almos t suic idal
mission to escape the nightmare of
Death Row.

To escape execution they mus t
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 c rys tal g iv es  y ou
access to another world until you
reach the restricted levels and face
the ultimate challenge — the Zybex
itself.

If you obtain this  it  w ill ensure

The inlay  card says that the com-
puter tracks are identical t o  the
originals, but  not  knowing them
personally  I  c an ' t  d is pute i t  —
although Br ian 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 y ou temporarily  los ing 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. I found that under 140
kph was a safe speed for bends.

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

The graphics are superb and the
scrolling e x c e p t io n a l ly  w e l l
executed. Sound effects could be
better — a catchy little tune on the
Main menu would have been nice.
Having s a id  t ha t  t h e  c ons tant

that your  captors remove death
rings from your necks.

To help you with the mission you
are given the Orbit weapon with
power lev el one .  T h is  c an b e
increased as the game goes on by
picking up  weapons o f  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 s tunning and
the mus ic  was some o f  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 or iginal I  have
seen. A lot of thought has been put
into designing the aliens you fi ght
and the weapons that you use. All
in all this game is a credit to Zep-
pelin.

-41111
sound o f  the engine revving and
the crunch as you grate your legs
into the ground as you go round a
corner are adequate.

The feature I really liked was the
way the bike leans to one side as it
goes r o u n d  c or ner s ;  t h i s  i s
smoothly done and adds the fi n-
ishing touch to a super motorcycle
game — the fi rst of  its  type that I
have seen for the 8 bit Atari's.

At E2.99 this  game is  a bargain
and must be a winner for Zeppelin
and Atari computers alike. I will be
very surprised if  it doesn't turn out
to be one of the best sellers in 1988.
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Service
has new
specialist
role

ONE o f  the country's leading
learned socie t ies h a s jo in e d
MicroLink.

The B rit ish  Psych o lo g ica l
So cie ty h a s  n e a r l y  12 ,000
me mb e rs  a n d  i s  i n v o l v e d
with government,  th e  health
and e d u c a t i o n  s e r v i c e s ,
a ca d e mic in s t i t u t io n s  a n d
other organisations here and
abroad.

Last ye a r i t s  ch a rte r wa s
changed to a l lo w it  to  ma in -
tain a  re g is te r o f  charte red
p sych o lo g is t s  w h i c h  t h e
general p u b lic  w i l l  so o n  b e
able to  consult.

This g ive s  t h e  co u n t ry  a
new breed o f  chartered spe-
cialists whose  education and
professional conduct the BPS
oversees.

The socie ty is  n o  stranger
to t h e  benefi ts o f  e lectronic
ma il.  F o r  s o m e  t i m e  i t s
me mb e rs  w h o  w o r k  i n
academic in s t i t u t io n s h a ve
been c o m m u n i c a t i n g  v i a
JANET, t h e  Jo in t  Aca d e mic
Network.

By jo in in g  a  mo re  wid e ly-
used service  l ike  Micro L  ink,
BPS me mb e rs wo rkin g  in  a l l
areas o f  psychology can n o w
co mmu n ica t e  f a s t e r  a n d
mo re  e f fi c ie n t l y  w i t h  t h e
Society's offices in Leicester.

In a d d i t io n  t h e  so c ie t y ' s
extensive business activit ies,
wh ich  in c lu d e  p u b l ica t io n s
and s o f t w a r e ,  w i l l  b e
enhanced by MicroL ink Email
and te lex facilities.

A bulletin board
for business

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

Subscribers can get advice
free of charge from experts in
various fi elds , and discuss
business p r o b le m s  w i t h
others who may have experi-
enced similar difficulties.

As well as being instant and
free, th is  access t o  profes-

Translation back
the same day

LANGUAGE e x p e r t  a n d
Swansea univers ity  lecturer
Dr June Salmons has started
what is  probably the world's
fastest translation service on
Micro Link.

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

"Initially I can offer transla-
tion facilities in Italian, Span-
ish and French — but i f  the
demand i s  t h e r e ,  o t h e r
European languages  c a n
easily be added" ,  s aid Dr

sional expertise comes with
no strings attached, no axe to
gr ind and  n o  c ommerc ial
bias.

The wide range of business
sectors c ov er ed inc ludes
legal mat te r s ,  ex por t ing ,
industrial relations, manage-
ment, market research, per-
sonnel and training, statistical
and systems analysis.

Expertise is also supplied in
the areas of  computing and

Salmons.
Subscribers can use either

the standard service, where
the trans lated document is
returned v ia Mic roLink  the
next day, o r  the super-fast
same day service.

Dr Salmons, a  lecturer in
Italian, s aid:  "Eur ope has
always been an  impor tant
area f o r  organis at ions  t o
develop i n t o .  H ow ev er ' ,
barriers are of ten erec ted
solely because o f  linguis tic
difficulties.

"Hopefully , a  f a s t  a n d
effi c ient s erv ic e l i k e  t h i s
should mak e i t  eas ier  f o r
more fi rms to enter Europe".

computer systems, electrical
and elec tronic  engineer ing,
expert systems and artifi cial
intelligence, and mechanical
engineering.

Users o f  t h e  Bus ines s
Bulletin Board c an browse
through the messages and
replies for items of interest.

All messages are read by
the sys tem operators  w ho
pass them on to the relevant
expert.

Big cash
savings

THE first commercial bulletin
board on MicroLink has been
launched.

Called LoadLink, it will help
Br itain's  2 , 0 0 0  r e mo v a ls
firms avoid expensive wasted
space on their vehicles.

The service provides infor-
mation about spare capacity —
part-loads —  a v a i l a b l e
throughout B r i t a i n  a n d
abroad.

Firms us ing LoadLink can
sell o r  buy  space on  par t-
loaded v ehic les , enab ling
journeys t o  bec ome mor e
efficient and profitable.

It also enables firms to give
their customers better service
by accepting small loads that
were previously uneconomic,
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5.25" BULK PACKED - TOP ouALrry 10 25

• Free Atari Cable •  Stereo Audio
• Free Next Day delivery •  Resolution 500x285

SONY M F 2 - D D  B r a n d e d  (10) E19.95
GOLDSTAR M F 2 - D D  B r a n d e d  (10) £18.95
SONY M P  -DD B r a n d e d  (10) £16.95
MAXELL M P  -DD B r a n d e d  (10) £17.95
CENTEC C F 2 - D  B u l k  (10) E18.99

SPECIAL OFFER BOXES

£19.00

100 5.25" DS-DD Disks plus 100 Capacity Locking Disk Box C41.00
75 3.5" DS-DD Disks plus 80 Capacity Locking Disk Box C89.00
25 Coloured D S - D D  Disks plus 40 Capacity Disk Box £44.00

5.25" BULK PACKED - TOP ouALrry 10 25 50 100 150
Single Sided 48T.RI. E5.49 E10.50 El 8,50 £32.50 E41 50
Single Sided 96T.P.I £5.95 £10.75 £19.00 £33.50 e43 oo
Doible Sided 48T.P.I. E5 95 el 1.00 £19.50 £34.50 E45 00
Double Sided 96T.P.I. E6.95 £11.50 £20.50 £36.00 E46 50
Double Sided Coloured 96T.P.I, £7.95 £13.75 £25.75 E48 50 E67.50
Double Sided Reversible %TPA £7.95 £15.00 C28 50 E50 50 E65.50
Coloured & Rea rstile 48T.P.I. £8.95 E17.25 E32 75 E63.25 E86.25
Coloured & Reversible 96T.P.I. £9.95 El 8 75 E34 50 E65.50 E94.75

Silvio Sided 135T.P.I.

10 25 50 100 150
Single Sided 1351
-
.1
3
.1.

£12.49 £23.95 £46.96 e81,95 £ 1
2 8
.
9 5

Double Sided 1351RI. E14.49 E26_95 E52.95 £98.96 E145.95

Silvio Sided 135T.P.I. £17.95 E35.95 E62.95 £119.95 E169 95
D o l e  Sided 135T.P. I C19 95 E39.95 E75.95 C145 95 E214.95
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NEW LOW PRICES!
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Coloured Disks come in five colours (Red, Blue, White, Yellow, Green)
Reversible disks have two index holes and two notches!

Coloured and reversible disks come in five colours and have two holes and notches
All Centec disks are packed with a protective jacket (envelope) and come with a full
user set, including a label and a write protect tab. The disks are manufactured to top
international standards and have a hub ring for added protection. All disks carry our

no quibble replacement guarantee and are certified 103% error free

Storage Boxes
3.00' Lockable - Holds 25 £ 7 .4 9
3.00' Lockable - Holds 60 E8 .49
3.50' Lockable - Holds 40 E7 .49
3.50" Lockable - Holds 80 0 , 4 9
5.25' Lockable - Holds 50 E7 .49
5_25' Lockable-Holds 100 E8,49
5.25' Lockable -Holds 120 E10.95
3.5" Cleaning Disc E 4 . 9 9
5.25" Cleaning Disc £ 3 . 9 9
Disk Notcher £ 3 . 4 9
ST Printer Cable £ 8 . 4 9

This new professional
printer stand takes
hardly more space than
your printer. Due to the
positioning of the paper

feed and re-fold compartments i.e. one
above the other, the desk space
required for your printer functions is
effectively halved. Additional facilities
include: Easy access to paper from
both sides, used with both top and
bottom feed paper and with its dial
controlled paper feed system with
adjustable deflector plates it ensures
smooth paper flow and automatic
refolding.

80 Col  C 2 9 _ 9 5
132 Col  E 3 4 . 9 5

0
2
.
4

PHILIPS CM8833

Printer Stand

3.5" TOP QUALITY BULK PACKED DISKS

Rainbow Pack of five colours - New product!

Packs of 10 15
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All discs are supplied with labels ard are cerbked 100% error free

CENTEC ELECTRONIC SYSTEMS LTD
UNIT 3, THE METRO CENTRE,
BRIDGE ROAD, ORPINGTON,

KENT 6R5 2BE
TEL: (0689) 35353 (6LInes) (24 Hours)

Fax: 0689 77737
Remember -  all prices Include VAT and delivery!

There are no hidden extras to payt
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Adventuring

Grateful for
small mercies
AS I  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 a t the
moment.

There's usually a post-Christmas lull
on the games front and that goes for
adventures, too.  St i l l ,  th is  year  i t
seems even quieter  than ever, but
then I probably say the same sort of
thing every year.

When you think about it though, not
all t h a t  m a n y  c o mp a n ie s  a r e
producing adventures  these days ,
even when the market is at its liveliest.
Apart from Rainbird, Magnetic Scrolls,
Infocom a n d  Lev el 9 ,  adv entur e
producers seem remarkably thin on
the ground.

There's Robico, of course, and even
US G old  releases  t he  occas ional
import — the Ult ima and Electronic
Novel ser ies  spr ing t o  mind  — but
you'd be  hard pu t  to  think  o f  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 a s  long as
we adventurers remain hungry  for
new quests and challenges, I believe
that there w i l l  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 o f  more powerful and
larger memory  machines, together
with the development of more sophis-
ticated pr ogr amming tec hniques ,
means that we are no longer faced
with wres tling w ith  an adventure's
vocabulary s ev er e ly  l i m i t e d  b y
simplistic two-word command struc-
tures or bored to distraction by barren
descriptions.

For those that  l ik e 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 o f  adventures looks
assured.

Now, turning to your letters, what
happened t o  y our  response to  my
invitation for you to send in your per-
sonal lis ts  o f  favourite adventures?
Not a dicky-bird have I 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. I just love comparing my own
pet likes and dis likes with those o f
fellow adventurers, don't you?

Steve Wilson of  Tamworth is  des-
perate. "Please, please, please," he
writes, " f o r  goodness sake tell me
who's the King of the Jungle in Mor-
don's Quest". Tarzan has spiffl icated
Steve a hundred times and Steve has
wandered a r ound  i n  mis e r y  f o r
months trying to discover the answer.

He's going bald w ith  wor ry  and
unless someone tells him soon, he's
going back to Space Invaders — that

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

Brian Standing of Port Talbot takes
me to task for  forgetting what I  am
supposed t o  already  k now about
Ultima IV. Similar ly ,  Ron Rainbird
from near Crewe asks for my help with
the same adventure, not ing that  I
claimed to be an expert on the game.

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

I am not who I was, if  you catch my
drift, and I  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 I now
pass on for  the benefi t of  interested
parties. The mandrake can be found
either on an is land to the east of the
Fens of the Dead which are south of

Turn to Page 30 Po.
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the Is land o f  Paws or, easier, in the
Bloody Plains — look  for  the marsh
symbol.

Mandrake and nightshade can only
be gathered at midnight — no moons.
Nightshade is found at LAT. J F LONG.
C a  The three syllables of the word of
passage ar e VER, AMO  and COP
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 o f  spells  before enter ing 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-
mation on how to travel by ship into
Lock Gate to  see Mentorian for  the
Gate Travel spell. Can anyone assist?

See you next month.

From the staircase room, go down
to the room with the low ceiling.
Then go W then SW to the lounge,
get the hard hat and wear it. Search
the cushions for the coin, go to the
lift and press the button.

Enter the lift, close the door and
press the second button then, at the
rockface, get the lumps using the
trowel. Go back to the lift and press
the button, then get the rope.

Return to  the grassy plain and
buy whisky and beer bottles with
coin and chit. G o to  the narrow
track and climb over the rocks then
go to  the cavern and fi nd smallcave.

Travel N,  N  to  the laboratory

give r i c e  t h e n  l u m p s  t o  t h e
alchemists then examine the tez
chest and jars. Dr ink  liquid then
cast a spell on the tomes and go NE
to store room and get the aerosol.
Go SW, NW, VV and cross the rope
bridge then go NE to  the tunnel
then N to the room.

Tear paper wall with the trowel
and tie the rope to the hook, c limb
down and knock on the doors and
keep on  knocking_ G ive whisky
bottle to the porter then go E, D andN to the annexe.

Give the beer bottle to Jerry then
go S, E, N and E to hell and ask the
devil about the wristband then get
the potion bottle. Go to the dragon
in the chamber via rope bridge andhigh ledge.

•  Part three next month.

The
truth
about
TELEX

How  to Join:
Soo Page 8

H o  w m u c h  d o e s  i t  c o s t
t o  g o  o n  T e l e x ?
You could go the conventional way  and buy a dedicated Telex machine_ The cheapest will
cost you i_1,60
4 [ t h e  
W h i s p e
r ]
,  
t h
e  
d e a
r e s
t  
E 2
,
8 9
2  
t
h
e  
C h
e e
t a
h )
.  
Y
o
u  
w
i
l
l  
a
l
s
o  
n
e
e
d  
a

separate telephone.line, costing E101 t o  install, plus E404 a year rental. That's a total out lay
V

over the first year of a minimum of £2,109. p r i c e s  include A T. )

Telex machine And Jus yt use o u r ordinaty teleononelOr you could do what more and more Atari users are dOing -  use your micro to double as a

H o w  d o  i  t u r n  m y  A t a r i
i n t o  a  r e i C X
All you need i5 a modem and appropriate communications softvvare (see the
advertisements in this issue), a telephone, and a subscription to Microtink.
Telex is just one of a growing number of services available to Atari users on
Microtink. With MiCraink  you can also read the news as it  happens, go teleshopping
,create your own closed user group, send telemessages and electronic mail right  round
the world,  download free telesoftware programs directly into your micro a n d  much more.

B u t  w h y  u s e  T e l e x ?
Because it's a standard means of instant communication between businesses. Today
there are 150.000 Telex machines in use in Britain — and more than 2 million
worldwide. It's used to dramatically speed up business communications _just as
quick as using the phone but  far more efficient, because you have a hard copy of
every "conversation'. for your records.
But there's a big bonus you get when you use Microt ink  for Telex that the

With MicroLink you don't  HAVE to be in your office to send or receive Telex
conventionai way doesn't offer.

messages. You can just as easily use your computer at home (or even a portable).
So now you can check whether there are any Telex messages waiting for you —
anywhere, anytime. How's that for your business efficiency?
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Tim afar clammed
ma ea moo e papaw*
PIP" 'ge4 ',ragtime& /

These t w o  excit ing compilat ions bring
together some of  the very best listings
from t he pages of  A t ari  User.
Whether you l ike games or prefer
more serious pursuits there's
something h ere for you — and you can
also learn  a g reat  deal f rom examin ing
and modifying the Basic listings.

Ten of the Best Games

Chopper Rescue —lake comMand of a helicopter to

Des Bells — Rescue EsMerelda by negotiating the
escue lost soldiers

Spatemaxe — Fly your spacecraft through the deadly
dangerous obstacles

M a x e m h  unc — Guide your munch monster around the
caverns below the lunar surface

maze, avoiding its deadly inhabitantS
Moneybags — Gobble up all the money but beware of

Frank the FruK fi end — Help Frank eat his faVOUllte
trie Sil l igef spiders -

Duck Dash — Dash round and chase up all the ducks
food in this platform game

Froglurnp — DifeCt the frog across the busy road in this
before the storm hits the farm

DoCtor Bo r i s
—  H e l p  
t h e  
d o c t
o r  
b u i
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classic arcade game

but watch out for mad Norman

VAS_ the latest Get It Rightl program to help youcorrectly type in listings in Mari User.

Bounde r was the  ga me  y ou l ik e d best o f  all.
Now,  i n  BOUNDE R PLUS, we 'v e  made  i t even
be tte r  — w i th  51X exciting ne w  screens to  test
y our  dex te ri ty .  Bounc e  up  a nd dow n on  the
springy tra mpol ine  t o  h i t  th e  m a ny  ta rge ts
while  avoiding the  balloons. (XL a nd XE only . l

ATARI)
USMR MAIL ORDER OFFERS

DiscError -  Make sense of those Basi c error n
u m b e r s  b y

turning them into WOrdS

DiscEdit — Modi those  hidden sectutoity
Disciliew — Take a o r s  with this superb

look at all i  information
stored on t h e  useluYour discsDump I S  —

 Epson Or M a k e  prints of your favourite
1029 printer p i c t u r e s  on your

Atari
AtrtShow — toad your

 artshow AtariArtist pictures and create your
own fantastic

AutoDirec tory  — Gain

 to Dos i nstant  access to disc directories
without going

Discitenuntber — Renumber your Basic listings with thisuseful Autoboot program

Puliprint -  Print out any reAd ent character set in full to
an Epson printer

Dataeditor — Manipulate
 e or in memo data with ease whether oncirsc, c a s s e t t r y80 Column —

 play On your Generate a screen very impressive 80 column text

dis

PLUS the latest Get It Rightt program to help you
correctly type in listings in Atari User.
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Spacemate

Frank the
Fruit Fiend

ONLY r A  .95
/RIOT each

or Just 0 . 9 5  each  w h en
you t ake  o u t  a n e w  subscript ion
to Atar i User — or if  you renew
your existing subscription.

TO ORDER PLEASE USE THE FORM ON PAGE 61
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ONE WAY TRANSPORTER
TWO WAY TRANSPORTER
DOOR TO DARK ROOM
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Batty but beautiful
Product: Rebound
Supplier:  Mi c ro  value/Tyne-

soft, A d d i s o n  I ndus t r ia l
Estate, Slaydon,  Tyne and
Wear NE21 4TE

Price: £3.99 (cassette) E5.99
(disc)

Tel: 091414 4611

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

Maybe it's  t ime we went
back to another old idea and
jazz i t  up a  bit  and this  is
exactly what  Mic r oValue

has done w i t h  i t ' s  lates t
game Rebound. The t it le
screen is  very  well done,
There's no amazing picture,
but varying tex t fonts  and
colours are used to  good
effect.

The music is a superb per-
cussion piec e that  r eally
gets y our  foot  tapping. I t
goes on for  quite a while
and changes all the time —
not the usual monotonous
dirge that some games give.

As y ou play , the mus ic
can b e  h e a r d  i n  t h e
background —a feature that
like.

The q u a l i t y  o f  games
music seems to be getting
better a l l  t he  t ime  — but
that's -not really  surpris ing

on the Atari machine.
Now on to the game itself.

Imagine tha t  y ou tak e a
tennis court, cut i t  in  half
along the net, then place
one half  at the top o f  the
screen and the other at the
bottom.

You then have a bat  a t
each end mov ing lef t  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  tr y  level
three unless you have the
speed and reactions of Boris
Becker.

In one-player mode you

-
r
-

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

The objec t  is  t o  score
seven p o in t s ,  o r  goa ls ,
which is  done by  mak ing
your opponent miss the ball
so it passes his bat.

You can only score a point
when it is your serve 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 s ide o f  the court.
They a r e  t h e  s t r anges t
bunch of aliens I have ever
seen since the cantina scene
in Star Wars.

Whenever the player who
they support scores a point
they c lap,  j u m p  u p  and
down and generally squirm
around in glee.

The game contains all the
features needed t o  b e  a
winner — smooth scrolling
and superb graphics give an
overall addic tiveness, the
animated audience is fun to
look a t  and the  mus ic  is
superb.

Rebound will be released
at Easter on Mic rovalue's
Four Great Games—Volume
Three. T he  pac k  w i l l  b e
worth buying for this game
alone. Well done Microvalue
— a superb product.

Neil Fawcett

Sound 8
Graphics  7
Playability  8
Value for money 7
Overall  8
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Product: Swif t  Spreadsheet
Supplier:  Aud io  genic, Win -

ches ter House,  Ca n n i n g
Road, Week/stone, Harrow
HA3 7SJ,

Price: E24.95 (disc)
Tel: 01-861 1166

EVER s in c e  t h e  poc k e t
calculator  was  inv ented,
complicated mathematics
has receded. The develop-
ment o f  s p r e a d s h e e t
computing o r ,  a s  s o me
would call it, financial plan-
ning, has brought business
calculations well within the
grasp o f  everybody's abili-
ties and pocket.

A spreadsheet acts like a
blank s heet o f  paper  on
which both tex t and num-
bers are placed. Numbers
form t he  bas is  o f  calcu-
lations and if  these change,
it often causes automatic
recalculation o f  a l l  t h e
results.

Spreadsheets can be used
for any  calculation — not
only fi nanc ia l,  b u t  t h e
majority of applications are
usually for  standard items,
such as profi t and loss, bal-
ance s h e e t s ,  c o s t i n g /
estimating and analysis o f
expenditure.

The main  benefi t, apar t
from time saved in accurate
calculations, is  the possibil-
ity o f  what  i f  predictions.
Just changing a few pieces

of data o r  even edit ing a
formula can alter  the fore-
cast o f  a n y  fi n a n c ia l
modelling.

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

It comes with a  50-page
manual c o v e r in g  b a s i c
information a n d  g i v e s
plenty of examples and two
tutorial lessons.

Unfortunately all the com-
mands are laid out for  the
C64, 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 s ize o f  the spread-
sheet allowed by  this. pro-
gram depends on the size of
the computer's ram, For the
XL version there are 6600
cells — 26 columns and 254
rows — and the XE version
has 64  c olumns  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 hav ing
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to enter a sequence of spe-
cial characters.

Many ins truc tions 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 c ommands  hav e
additional menus linked to
them, so there is  often no
need t o  ty pe in  spec ifi c
instructions j u s t  select the
right one and press Start.

Using these menus  can
make t h e  c o mp l ic a t e d
calculating process struc-
ture seem easy to operate —
see Figure

To m o v e  r o u n d  t h e
spreadsheet, t h e  C o n -
trol+cursor keys are used
for s ingle cell jumps while
for bigger moves the Goto
key allows you to go directly
to any cell.

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

Features i n c l u d e  t h e

standard pr epar at ion o f
cells f o r  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 ab il i t y  t o  be  ab le  t o
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 o r  c o p y  t h a t
formula to other cells.

The pr inter  sec tion has
some good fac ilities . You
can select the output width
and ins e r t  p r in te r  c om-
mands to  customise it .  All
data can be saved to disc.

Swift operates effectively,
but the programmers have
tr ied t o o  h a r d  t o  b e
innovative.

Although the little pop-up
menus are impressive, they
are d iffi c u lt  t o  us e,  b u t
overall using the program is
still quite easy.

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

Spreadsheets fo r  8  b i t
micros a r e  f e w  a n d  f a r
between, and while  Sw if t
may not have the depth of
other popular business pro-
grams, i t  has  v ery  good
capabilities , is  adaptable
and well suited for  begin-
ners to both computing and
financial modelling.

Alan Goldsbro

Command Menu

Menu I — Range Command

Menu II — Range Copy
Range Format — Menu III —
Range Erase
Range Sort
Range Save
Range Load
Range Print

Exit
Negative Values
Currency Signs
,Commas
%Sign
Zero suppression
Precision 0 — 8
Plot '

Figure 1: The tree like structure o f  Swift 's pop•up menus
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TRANSDISK IV
Commercial tapes CAN be

transferred to disk!*
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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 only is
it possible, but there is a program. Transdisk IV, that will do it all auto-
matically, you require no knowledge of cassette protection techniques!
To put it simply, Transchsk IV will read ANY Atari cassette, (single, multi-
stage, non-standard format, 64K n o  problem!), remove the protection,
then place it on to disk for you. Plus, to load and run the new disk version
of a cassette program requires just one keypress from a convenient,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 written with the cassette
upgrader and first time disk user in mind.

Requires: Atari 800XL or 130XE Computer with disk drive and cassette
recorder.

Remember, that not only will you save money on upgrades to disk
(it 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 MK138BG.
Tel: (0908) 663708.
Demonstrations arranged tor callers by appointment
For your convenience from the original cassette only.

CENTRONICS PRINT ER INT ERF ACE
4 0 0 ,  8 0 0 ,  X L ,  X E  (Any 8  Bit Atari)

MEEDMORE LIMITED
28 Farriers Way, Netherton
Merseyside L30 4X1.
Tel: 051-521 2202

TYPE 7 2 0 0 0
•  A NY  CENTRONICS PRINTER
•  N O  SOFTWARE NEEDED
•  A L L  CABLES SUPPLIED

•  EASY TO USE J U S T  PLUG IN AND GO
•  TRANSPARENT & CONVERSION FEATURES INCLUDED
•  FUL L  YEARS WARRANTY

FREE 40  PAGE
CATALOGUE O N

REQUEST O R WITH
ORDER

LET US PUT
YOU Mim
PRINT
YOU'LL WANT 70 WRITE HOME
ABOUT OUR NEW LOWER
PRICES AND NEARLY
?/2 PRICE INTERFACES

Atari-5

•••••

•

•

Column-Do f I X
CPS

Frict ion /Tractor
.12 Months Warranty

Imost HALF PRICE
terface Offer'
NLY

EX. VAT
C. VAT =  El 84.00
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inc. VAT =  E14.95

:ompuivart

80 n -
120 CPS Draft Mode
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Friction/Tractor Feeds
12 Months Warranty
Almost HALF PRICE
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EX. VAT
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165 CPS Draft Mode
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Ruth James

Sound 7
Graphics 6
Playability 8
Value for money 8
Overall 7

e dgy diagonal trouble...
Product: Panther
Supplier:  Mastert ronic ,  8-10

Paul Street, London EC2A
LOH_

Price: f 1. 99 (cassette)
Telephone:  01-377 8411

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

You a r e  t h e  l o n e
remaining p i lo t  — sounds
like Battlestar Galactica — in
the Federal force and your
city, Xenon, is under attack.

Most o f  the populat ion
have left and the remaining
few must be picked up and
taken t o  the spaceport on
the other side of the city.

Reminiscent of Blue Max-
2001, the playfi eld scrolls
r ight t o  l e f t  d iagona l ly
across the screen. This looks
good, bu t  i t  unfortunately
prevents ha l f  the sc reen
from be ing  us ed — y our
movement is restricted to a
narrow c hannel r unn ing
from corner to corner.

To me this is a sign of lazy

programming, as  w i t h  a
little bit  o f  work the entire
screen c ou ld  hav e been
used.

The v iew o f  your  fl y ing
saucer is from above and to
the r ight — hence the scrol-
ling techniques used. Using
the joystick, you can move
up, down,  le f t  and r ight ,
within strict limits.

The aim of the game is to
survive — which isn't easy —
and t o  r es c ue s tr anded
people w h o  a r e  t ak ing
refuge in tr iangular 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 s tar ts  w i t h  des er t —
beware o f  the k iller  cacti.
Don't land on any green bits
to pick up survivors because
your craft w ill explode — a
handy piece of  information
that the cassette inlay omits.

Another problem with this
level is  that  s ome o f  the
aliens are the same colour
as the background, making
them very difficult to see.

Next you'll come to  the
deserted c ity  which is  laid
out in a monotonously sym-
metrical fashion. After  this
you a r r i v e  a t  t h e  s ea ,
complete with waves, and
very realistic they are too.

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

After the sea you reach
another c i t y  a n d  t h e
spaceport_ Fly ing is  fun in
the city as you try  to go in
under radar and round the
skyscrapers.

Below the main play ing
area is your saucer's control
panel. This  displays  y our
score, the number of people

you h a v e  res c ued, h o w
many ships  you have lef t
and a radar panel.

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

A novel approach I  liked
was that they call your death
and r is ing f r om the ashes
the Phoenix  manoeuvre —
you h a v e  fi v e  o f  thes e
before the game is over.

A failing is that there is is
no real height indicator  —
you h a v e  t o  gues s  t h e
height by your shadow and
compare i t  w ith  the alien
ships. At  least in Blue Max
the enemy changes colour
when y ou're a t  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 w i t h
some v ery  c lassy mus ic ,
let's hope they keep it up.

I was  disappointed w ith
some o f  the graphics_Your
ship resembles a strawberry
that you have jus t 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
I enjoyed play ing Panther.
Excellent s c r o l l ing  a n d
sound effects make it pleas-
ing to look at and hear. For
E1.99 y ou mus t  buy  th is
game for your collection, it's
well worth it.
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DISK DRIVE OWNERS

The 1050 I.S. Plate.
The U L TIM A TE  drive enhancement

from Innovated Software,

Plug in,  high quality,  easily fi t ted PCB wit h
f ul l  fi t t ing  ins t ruc t ions .

Now wit h f ul l  Happy compat ibility .
I mprov ed dr iv e speeds - up to TWI CE normal loading speed.

Reduction of  drive WEAR and TEAR:
whole tracks can be stored in the PLATE's  I6K of  RAM.

Supports Double,  Dual and Single densities.
Sector SKEW is no longer required to obtain HI-speed.

Wil l  run all available disk operat ing systems, (DOS).  including:
SPARTA DOS, HA P P Y  WA RP  SPEED DOS

A ND O THE R HI G H SPEED SYSTEMS.
The PLATE drive can also emulate other

drives via its massive on board RAM including:
I S/ CS DO UB L E R,  S TA NDA RD IOSO, A RCHI V E R,

HAPPY,  L A ZE R A ND WA RP  DRI VE.
HI .  SPEED reading and writ ing wit h s pec ]  SIO gives

an increase I n  speed by  a f ac t or of  SI X! !
Many special commands have been added to the SIO table.

Available only from:

DETA ILS

SOFTWARE DETAILS
Supplied wit h double sided menu disc

and a special HI -SPEED menu.
Built  in diagnostic tester, sector copier

and special backup menu.

MANUAL
A comprehensive 30 page manual is supplied wit h

complete fi t t ing instructions
and detailed informat ion regarding software drive control;
to allow you to access the f u l l  pot ent ial  o f  the P L A TE .

All registered owners wi l l  be supplied wit h any software
updates, etc. for the price of  a disk and return postage.

Also supplied with.. .
GREMLIN GRABBER I I I
The most comprehensive, HI-SPEED back-up

'ut ility  disc on the market, complete w ith manual.

This  complete package
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A saving of L24•95 on previous advertised price!

53 Rugby Road,
Worthing,
West Sussex,
BMA 51\113.
Tel: 0903-40509 (24 hrs.)

D1SKOVER
OUR GREAT
DISK DEALS-.
WITH NEW LOWER PRICES,
FREE PLASTIC LIBRARY CASES
AND FREE lst CLASS DELIVERY
51/4 Blank Disks

n, .u a l ty  ertifie
Tested 10096 Error Fr
FREE U s e r  Labels,
FREE • Top Quality
"SLIMPACK" Pies
Library Case with
every 10 Disks

2  4 1 9 °.- ist 1  E X .  VAT
inc. VAT = E25.19

,39-9,9
inc. VAT = E44.85

E S  I I 9EXVAT
int. VAT = E6.79

7 5
9 0  
-6
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T

inc. VAT = E29.79

44-EX VAT
inc. VAT E 5 1 , 6 9

,E6 -EX. VAT
inc. VAT = E7.99

E 3 0  a  EX, VAT
inc. VAT = E35.59

ES7 -Egx
inc. VAT = E66.59
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DD 100L 51/4" DISK STORAGE BOX
•  Holds 100 Disks
•  High Quality
•  Impact Resistant Plastic
•  Smoked Hinged Lockable Lid (2 Keys)
•  Supplied with Dividers
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inc. VAT = e5.69
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Has upgrading your computer given
you hardware you no longer need? Or
have changing interests left you with
unwanted software? Then T HIS is
the place to advertise your surplus
items. A t a r i  User readers are always
on the lookout for a bargain and this
is the fi rst place they look!

An added bonusf
your advert will also be automatically displayed
on Micraink, the electronic mail service
operated in association with Telecom Gold. This
means it will be seen by thousands of computer
enthusiasts who can send an instant response.

•  8 0 0 X L  1 0 5 0  d i s c
drive, 1010 cassette, 100
games, joyst ick, boxed,
as n e w,  h a rd l y  u se d ,
extras E175. Te l :  0 4 1
887 0536.
•  1 3 0 X E  t w i n  1 0 5 0
drives, co lo u r mo n ito r,
u.s doubler chip, Sparta
Dos, to u ch  tab le t ,  jo y -
stick, I n f o co m g a me s.
Alternate  Rea lity,  C i t y
Dungeon, Min i Office II,
Go-Forth Dos 2 2.5 +  3.
Mic ro so f t  B a s i c +
manua l,  b o o k s ,
co mp le te  A t a r i  U s e r
mags, e l e v e n  o t h e r
game t it les,  fi ve  boxes
of ten blank discs. All in
excellent condit ion and
in o rig ina l boxes E430.
Tel: 0962 (78) 534.
•  Wa n te d  d i s c  d rive ,
reasonable price. Wri t e
to G a rry  Grie rso n ,  1 3
Gallacher Place, L u mp -
hinnans, Fife, Scotland,
KY4 9HP.
•  A ta ri  8 0 0  co mp u t e r

40 Atare User Marc h ?988

and damaged Atari 810
disc drive E65 o.n.o. Tel:
0908 677782.
•  A ta ri 800  VGC 1050
disc drive, lo ts o f  good
so f twa re  w o r t h  E 5 0 0
sell f o r E100. Tel: Steve
0474 64608.
•  Atari 800XL with  d isc
d rive  a n d  s o me  so f t -
wa re  i n c l u d i n g  M i n i
Office II any respectable
offers. Te l: 01 861 3446
anytime.
•  A t a r i  600XL  t o  6 4 k
upgrades E25 +  P&P.
600XI w i l l  p e r f o r m
exact ly l i k e  8 0 0 X I .
A.Mcin tyre ,  1 4  A n t r im
Ave, S t ra n ra e r ,  D G 9
7AZ.
•  Tu t o ria l  co u rse  o n
Basic 8 -b i t  o r  1 6 -b i t
co mp u te r.  S . a . e .  f o r
de ta ils.  M r
D.P.Wh iteside ,  1 7 1
Great G a t e s  R o a d ,
Rochdale, Lancs, OL11
2DP.
•  130XE E60, 1050 with

go Imo En =1 En 1111111 mmi Imo E M I  n o  mg

doubler E80, 1029 E70,
1010 E15, Rt ime 8  E20,
many tapes, d iscs. Te l:
0968 74929, S.a.e. !sits
to A la n  Cra wf o rd ,  9 9
Kirkhill Road, Penicuik,
EH26 8JF.
•  130XE, 1050 x 2, XCII
Data Re c o rd e r ,  j o y -
sticks, touch tablet, soft-
ware, books. For further
info. Te l :  01  591  7952
(Ansaphone) E 4 0 0
o.v.n.o.
•  1029 p rin te r +  A ta ri
write r p lu s  +  r ib b o n s
E90. Tel: 0276 25769.
•  New to XUXE's need
our h e l p  t h e n  w r i t e
enclosing  s.a .e .  w i t h
detailed le t te r,  p ro mp t
reply. Jo h n  Maddocks,
5 Harewood Road, Ne w
Brigh ton ,  W a l l a s e y ,
Merseyside, L45 5BZ
•  Wa n t e d  1 0 5 0  d i s c
drive. Te l:  F l in t  61850
after 5.00pm.
•  Wa n te d  p e n p a ls t o
swap h in ts etc. Disc o r

I certify that any software offered
for sale is original and not a copy
Signed

Classified a d v e r t i a e n w  a c c e p t e c - 1 - 1under the following conditions:

•  Th is service is EXCLUSIVELY for the use o f
private readers. No trade ads wi l l  be allowed.

•  To  avoid encouraging software piracy, all adsaccepted.will be carefully vetted before they are

•  Ad s  can only be accepted on this form (or aphotocopy o f it).

•  There is no maximum to  the number of
words you include in your ad. I f  there is

separate sheet o f paper.insufficient room on the form, continue On a

•  Th e  cost is 20p per word, wi th a minimum o f
10 words.

•  We GUARANTEE your ad will appear in thenext available issue of  Atari (-'ser,

Classifieds

cassette 8 0 0 .  R o g e r
Brookes, 1 8  H a r -
bo rough  R o a d ,
Rushden, No r t h a n t s ,
NN10 OLT.
•  Atari 600XL, 16k com-
puter w i t h  A C / D C
Adains dust  co ve r £35
o.n.o. Mr S.M.Young, 94
Ma n g ra ve t  A v e n u e ,
Maidstone, Kent, ME15

•  Wanted cartridges for
Atari 130XE, Te l:  0376
518478,
•  A t a r i  1 3 0 X E  1 0 5 0
drive  X C 1 2  ca sse t t e
so f twa re  o n  ca sse t t e
d isc a n d  ca r t r id g e  +
Clu ickshot I I  j o y s t i c k
E150. Tel: 0602 205595,
•  Atari 800)0 1050 disc
d rive ,  T o u c h  Ta b le t ,
Track B a l l ,  s o f t w a re
E250 o .n .o .  Te l :  0 7 6 7
50774.
•  Fo r sale Atari 800XL
plus disc drive and discs
E150 o.n.o. Tel: 021 554
9071 o r  021 3 6 0  8792

day o r night.
•  Ten cartridge games
for 4001800XL E5 each
or E 4 0  t h e  l o t .  T e l :
(Romford) 04023 41090.
•  Atari 800XL. 1050 disc
drive, games inc Gaunt-
let, Pawn, Mira x  Force.
Joysticks, books, ma g s
E170. Te l :  Da n  (0202 )
696497,
•  A t a r i  X E  c o n s o le ,
light gun , joyst ick wi t h
Bug Hunt,  Fligh t  S imu -
later, g a me s,  unused .
E80. Tel: 0892 75620.
•  A t a r i  1 0 2 9  p r in t e r ,
spare ribbon, min t  con-
dition, Atari 1027 printer
(new) in  b o x  includ ing
A t a r iwr i t e r d i s c  E 8 0
each o .n .o .  Te l :  0 5 3 2
771111.
•  V is ica lc  f o r  8 0 0 X L
un reg iste red  o r i g in a l
with  ma n u a l E25. Te l:
0495 307025.
•  Atari 1029 prin te r fo r
sale. Ha rd ly  u se d  E70.
Tel: Gravesend 332980,

10 words ( 2 0 0

IS words 1 3 .0 0

20 words r e  0 0

25 words M O O

30 words r e  00

Cheoue enclosed o r
Name
Address

POST TO: Atari User Classifieds, Europa House, Adlington Park, Adlington, Macclesfield SK10 4NP1.• ow moo E n  • • •  E l m  mom ion Inin



Nlimx Force

Grenade
Prestinium

These make up
the skeleton key.

Photon emitter

IF you  are having p rob lems with  th is
fast action shoot-'em-up don't wo rry —
help i s  a t  hand .  Th e  au tho r,  Ch ris
Murray, has bu ilt  in  a cheat mode.

His mid d le  n a me  is  Peter and  b y
typ ing  h i s  in i t ia ls  CP M a t  t h e  t i t le
screen yo u  wi l l  tu rn  o f f  the co llision
detection fo r you r craft. You can st ill
shoot the alien cra ft  and destroy the
super structure of the mother ship, but
they can 't  get you.

I have used th is cheat to get all the
way th rough  the  g a me  and, be lieve
me, s o me  o f  t h e  la t e r screens a re
superb. — Michelle Nixon, London.

Zaxxon
WHEN y ou a re  fl y ing through the
second Space Fortress you need to get
the h e ig h ts  e xa ct ly  r ig h t  f o r  g o in g
through the  space between the force
fields and the wall.

Your height is indicated on  the le ft
of the screen as full and half blocks, so
here are the heights to fl y at: 1.5, 2.5,
0, 1.5, 2.5, 0  a n d  1.5. — F. Bo wle y,
Hockley, Essex,

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

The Second City
HERE a re  t ips on  h o w 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

you r h a n d s o n  t o  t h e  Pa lya rs —
including the Mechanoid.

•  Shoo t  all Mechanoid occupied pos-
itions.

You wil l also need to be in possess-
ion o f  the:

To g e t  t h e  Ne u t ro n  fu e l yo u  w i l l

1
0
/
6
4
°

HINTS

S
need to  be in  possession o f  the Anti-
gray wh ich  a llows you to fl y higher. It
can b e  f o u n d  a t  lo c a t io n  0 0 -0 0 ,
Altitude 88013.

You n e e d  t h e  me t a l  d e te c to r t o
identify Mechanoid positions i t  turns
the message ba r b lue wh e n  you  a re
over one . Y o u  a lso  need  t h e  pass,
because if you don't have it you will be

ON level one go to see the Oracle who,
if you  g ive  h im fi ve  go ld  p ieces wi l l
give you in fo rmat ion  about quests to
undertake. The ones that he speaks of
are:

QUEST ONE
Seek the prison under the palace and
free the  p risoner with  the  silve r key.
To get it  you mu st  kill a  maste r th ie f
you encounter at a random location in
the dungeon_ A f te r yo u  g e t  the  ke y
you must go to the palace dungeon on
level one.

The p riso n  i s  th ro u g h  t h e  secre t
door in  the sewer system. Once you
have freed the prisoner you may learn
a spell and you  rece ive a staff piece.
You w i l l  then  b e  te leported in  t o  a
maze.

To solve this you must walk through
the doo r immed ia te ly in  f ron t  o f  you
after you have been teleported. Then
take th e  mid d le  doo r,  le f t  doo r,  le f t
door, midd le  door and then the midd le
door again. Th is wi l l  take you t o  the
tomb o f  Acrin imira l the wizard. Af te r
visit ing there you are forced to  go  to
death's door.

You are given the option of walking
through it  o r using an item. If you t ry
to wa lk  through i t  a  bug  in  the  p ro -
gram seems to  make it  impossib le  to
find any ite m to  use with  any effect.
The on ly solution is to walk through a
sewer door.

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

rewarded  w i t h  i t  a n d  n o t  g e t  t h e
1,000,000 credits.

If you manage to shoot a Palyar pos-
ition make  a qu ick note o f  its coord i-
nates, then  g e t  the  An t i-Time  b o mb
which will rebuild it and you can shoot
it again.

A fi n a l wa rn in g :  Do n ' t  e n te r t h e
prison in  the  co lony cra f t  labora to ry
because there is no escape. For further
help with  th is addict ive game take a
look a t  t h e  ma p  o n  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 a t  the bo t tom o f  the ra mp  and
wait for her web to disappear.

Go up  the ra mp  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 a llow you to pass. — F.
Bowley, Hockley, Essex,

Alternate Reality: The Dungeon
goblin king then fight the troll tyrant to
recover t wo  ha lves o f  a n  e v i l  r in g .
Then take the two  halves to the dwar-
ven s m i t h y  o n  le ve l  t w o .  H e  w i l l
reforge the  ring  f o r a g e m o r  jewe l.
You then  take  the  r in g  back t o  th e
Oracle.

QUEST THREE
Take the Marganna 's t iara f ro m level
one to the war horse on level two. The
tiara is found in  the ro o m with  three
wraiths in  it .  The wa r horse is found
with in  the hall o f  mirro rs on level two.
Wear the t iara and you  wi l l  have the
chance to  exchange it  fo r a mirro re d
shield wh ich  you can use later.

QUEST FOUR
You are told to cross the river Stong at
midnight. Unfortunate ly, I  have been
unable to  do this, has any reader fin-
ished th is quest?

GENERAL TIPS
Fight on ly  weak  mons ters  a t  t he
beginning of the game b a t s ,  rats and
so on  — unt il yo u  advance to  h igher
levels. Ma n y weapons can b e  found
scattered around the dungeon — some
of them magical.

Use magic to discover where secret
doors are . T o  ga in  a  ve ry  p o we rfu l
weapon use the sword  o f  the adept in
the ha ll o f  adept o n  leve l two .  Then
use the amethyst rod and you wi l l  be
teleported to a secret corridor on level
one where you will find the weapon. —
C.V. Howarth, Bowdon, Altrincharn.
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ibet s refer To obtects — see panel 1361• •
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ONE of the most popular budget titles
for the Atari computer is Spellbound
from Mastertronic. This graphical text
adventure is extremely addictive and
fun t o  pla y .  S o ,  fo r  nov ices  a n d
experts alike, here is a  guide to the
spells, objects and personalities tha t
grace the game.

MIKE MOULTON invites you to enter
the mystical world of adventure

1 P o w e r  pong plant
2 S h ie ld
3 P u d d le
4 P o cke t  laser
5 B ro k e n  ta lisman
6 S t i c k y  bun
7 B o o k  of runes
8 G o l d  goblet
9 T u b e  of glue

10 T ru mp e t
11 Cry s t a l  ba ll
12 B o o k  of shadows
13 B r i c k

14 E m p t y  bottle
15 G o l d  bar
16 Ca n n o n  ball
17 B l u e  crystal
18 W h i t e  go ld ring
19 K e y
20 E n g ra ve d  candle
21 P e w t e r  tankard

, 22  M i r r o r
23 Sa xo p h o n e
24 Te le p o rt  key
25 R e d  herring
26 G l o w i n g  bottle

32

28
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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.
Florin the
Dwarf

Give him the bottle of liquid and take it
back to restore your energy. Give him the
tube of glue and the broken talisman and
command him to  help. Florin will then
mend the talisman and it will become the
magic talisman.

Orik the
Cleric

Give him the crystal ball and he will help
you get into the Most Magic room with
the Crystallium Spectralis spell.

Samsun the
Strong

Give him the javelin and he will help you
at the pit.

Elrand the
Halfelven

Give him the trumpet and he will help
you at the wall after Thor has helped you
at the tower.

Lady Rosmar Give her the pocket laser and she w ill
help you in the secret tunnel entrance.

The Banshee Will tell you some clues if you command
_ her to help.

• •
'ELLS AND THEIR USES

Fumaticus
Protectium

You w ill need the red herr ing and the
power pong plant to cast this spell. It will
protect you from the Gas room.

Armouris -
Photonicus

You will have to stand on the puddle in
the secret tunnel entrance to  cast this
spell. It will allow you to go through the
dark rooms without the glowing bottle.

Candelium
Illuminatus

You will need the engraved candle and
the shield to cast this spell. You will also
need to  put the four-leaf clover in  the
room, Once the candle is lit, you can use
it to read the ancient scroll.

Project
Physical Body

You w ill need the crystal ball and the
magic talisman to cast this  spell which
will a l l o w  y o u  t o  te lepor t  t o  a n y
character.

Crystallium
Spectralis

You will need the three crystals and the
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
hi in.

Release Spell

a c
i
!
l i
t!

rk
s
)f  I

You w ill need to  be in the room with
Gimbal after he is freed in order to cast
this spell. Once the spell is cast, summon
the characters in  t he  order : Elrand,
Samsun, Thor, Rosmar, Banshee, Florin,
Orik and Gimbal. Make sure the charac-
ters ar e a t  f u l l  s trength befor e y ou
s u mmo n  t hem.

he
lant
oom

he
)aller\

The
troph
room

18

Another
exclusive
from the

Teleport pad
Instruction book

2!1 Red crystal
39 Anc ient scroll
3 I G reen crystal
3 2  J a V e i l n
33 Four  leaf clover
24 Bott le of liquid
:•5 Runestone
:16 Pr is m
• 17 Wa n d  of command

mapping
division

•  To  get past the tower you ne
to take the two  lumps o f  brickwo
f ro m t h e  w a l l  a f t e r E lra n d  h
blown it  down, Drop  them on topeach Other near the tower,
•  To  fi n d  the  Banshee d ro p  t h
eg lowing  bottle, However, be careful
Only to  d o  th is a fter the A rmo u ris
Photon icus spell has been cast.
•  I f  the character does not want to
be su mmo n e d  o r c
o m m a n d e d  
b y
you, then command  it to be happy

Florin
Samsun

Elrand
Rosmar

Axe
Platform, elf horn
Miolnir, loaf of elfbread
Willow Rod, fast blow fuse
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ce module
that drives on niers standard Centronics 36 way connector, or for other
parallel communication. Simply plugs into the Parallel Bus Port, can
supporfall Atari print functions. (E29,95) Superb value, widens consid-
erably your choice of Printer. Please state model.

TASKMASTERTAPE 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 f or in-depth work  beyond the needs  of  normal
conversion (E9). Comparable with tapeidisc utilities costing much more

R A M  B I T  I I  HI -SPEED CASSETTE!A cassette interlace that allows you to Re-record
your tapes to load at around SIX TIMES FASTER. Comprises an easy
to fit kit and tape program (E15), please state cassette model or.... Fitted
and tested (E22) all inclusive, just post your data recorder to us.

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

RAMBIT
16 The Green, Thuriby, Bourne,

Lincs. PE10 OHB

TURN YOUR, 1029 PRINTER INTO
4 PRINTERS IN ONE

.r* 7 t  W i t h  F O N T  w

Replacement character ROW
Yes 4 character O N L Y  E 2 4 8 1 9 9  POST FREE
sets at the flick of a switch -  3 new sets a l l  with true descenders.

Simply replace the old character ROM in your 1029 with FONT N
No soldering or cutting necessary.
j  Fitted in minutes.

.3 100% compatible with all existing software.
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Atari character set plus 3 new sets:

1114 J I M M I E  D E S C E N D E R
1:113110EFEH k 6 1 , ; ; C A L k -

or just descender ROM for only 6 1 2 - 9 9  POST TREE

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

u  Simple to fit -  no soldering etc.
100% compatible with existing software.
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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 I Atari Computer Owners Club
in the U.K. For just E5.00 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 quarter.

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 MONITOR. you may
have heard of i t ?
-
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great! How do I join the club and get my copy of MONITOR?
Easy just send a cheque or postal order for E5.00 to the address
below requesting a four issue subscription. Overseas
membership is E8.00 (surface) or C12 00 (Airmail).

You won't be disappointed!!

The U.K. Atari Computer Owners Club
P.O. Box 3, Rayleigh, Essex, SS6 SLR

Independent User Group

COMPUTER WARE
PO BOX 318, STOKE-ON-TRENT, ST6 6UX

TOP QU ALI TY,  BI G  D I SC OU N TS &  AL L  I TEM S U SU AL L Y D ESPAT C H ED
WITHIN 2 4  H R S!!

TITLE C a s s  D i s c  TI TLE C u e  D i s c  ' 1 . 8 8 '  BUDGET TrTLEs,
Ape el Aces  8  03 12_50 Knight Oro 1 2 . 5 0  1 2  50 (Price  each, or any 3 for CS)
Aternate Reality 2 ... -  1 8 0 0  leaderboad & C O  1 2 .5 0  B M X  Simularor   1 . 8 0

11.00 Leaderboad Taartement4.50 6 .0 3  C olony  1 , 8 0A tan Aces ._ .... ........... _11.00 -  Ulacrner
Auto Duel  -  16 .03  Ltving DAYS9
11
14   8 0 0  
1 2 . 5 0  
Q i e c a t h i s r l  
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Be-le d Antietam  -  24 .00  M e ch  eriguis   . . . -  2 4 .0 0  F e u d  . , . .  1 80
Basil Mouse Detective _Boo 12 .93  M ira '  Fore • - 0 0  G r id  Runner - -  1 80
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Casino Roulette _ _ ...-- 8 00 1 2  50 Montazumes Revenge _too 12 .00
Corner Force . . . .  ...... _ .....  2 4 .0 3  MsonmiS1  . 2 0 . 0 0
orinrici in Vietnam ___ 12 50 1 6 .0 3  M u sk Conn rud ion Set , ...- -  1 2 .5 0
Goiania Cmquest -
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Darg  H O  7 .0 0  1 6 0 0
Damien in the Dosed _12.50 -  Phatilasie 2 -  1 6 0 0
Deeper Dungeons 4 . 5 0  6 5 0  P
*
I a n k l I n  .  
_ 6 . 5 0  
8 0 0

12
.
50  
P
i
r
a
t
e
s  
o
l  
S
a
b
a
n
,  
C
o
a
s
t  
.
.
.
_
-  
l
o
o

-
F
E
i
g
H
s
3
6
1
S
i
m
u
l
a
t
o
r  
2  
_  
2
0
.
c
n 
P
l
a
t
i
:
K
M 
P
e
d
e
d
i
g
n 
8
0
0

-  3 0
.
g o  
P l
a n
e t  
A t
t a
c k
/
M
a
d
d
e r  
.
.
.
6
.
5
0  
8
.
0
0

Footballer of the Year __eat 1 2 .5 0  P r r A Shah  3 4 . 0 0
Football Fortunes .... .,  1263 - 2°
Four Great Games .........358 5 5 4 )  Skin t  &Intim  8 0 0  1 2  50
C*Fojr Greal Galles Vol 2 3.50 5 5 0  Silicon Dreams 1 2 . 5 0  12 .50
Fat Star Comp. Vol 1 _6.50 8 .0 0  So lo  Fight 2 8 0 0  12 .50
FOur Star Comp Vol 2 ...6.50 8 , 0 0

_  _ 1600 Super FILey .... .. 8 0 0  12_50 1 8 0  . . . . .  ..... _ . .  .2,70Gnome Ranger . . 8 . 0 3

Gauntlet .   1 2 . 5 0
-  1 2 -5° (Price  each, or any 2 for C5)
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Synmer Games .

Green Berm ____ ..... _7.50 -  Tra iltiazer _ ..... _...- ..... -OM 12 .00  Bouderdash 2 ..... .... 2
2  7
7
0
°

Triwal Pursuit __  1 2 .5 0Gtaid of Thieves ________ 1 6 .0 3 tlerna 4   I S  DO D e a lh  Race 2  70
Gurrsinger -  1 2 .5 0  1 5
•
D °  
D e r a y s t e r s  
. . . .  .
. . . . .   
2  
7 0

Isolywood Hi Jra -  2 0 .0 0  2 5 . 0 0
12.50 F  Mink" PASPOPOT ..- -  2 1 0

International Kends  5 • 5 0  1 0 .5 0  2 4  F o o t a l e r  albs Year 2.70.00 „
Japan -  2 0 .0 0  Watgatne Cassias:Son Sta .-1 6  N r e a   2 . 7 0
Ana l .... ........... ,.... ..... 850 1 2  50 W a r  in Russia  -  . 0 0
Jewels ol °artiness .1 2 .5 0  12_50 Winte r Ctympts.. .... ...6sa
Kamplgrune   8 5 0  P e n a  _ 2 . 7 0-  2 4  00 Wizards Ctown   . „ -  1 6 .0 0  su p e r X311011. 2 . 7 0
Kennedy Appioach ___ 800 1 2 5 0  W a t t  Cup Manager  • 8 .00  1 1 .5 0  A m o n  ____ ..... • ..... _2.70

All software consists of genuine, brand new, original titles. Pwces include post a  packing
(Orders of less than C6.00 In total please add 50pl. Europe add C 1 for is!  item than 500 tor
each addeconal item. Svbject to evailobilrty, all sohmiere is usually despatched within 24 Hrs.

Please ro eke OhequesPOs payable to •
C O M P U T E R W A R E •

Henrys House
RWEI . . . . . . . . . .

Micro Rhythm  1 8 0
Molecule Man _ ...... __IAD
Ninja Master 1  83
Panther   1 . 9 3

Spky Harold
Swat

_ 1 . 8 0
Sp&eslsjftle  1 . 8 0
Tank Commander _.„ 1 80
Table  FO O tall . . . .„  1 . 8 0

%oar der  1 . 8 0
Unwersal Hato S O

i
Writer Wally . .  1  80



LET's s ta rt off this month's  column
with a letter I received recently from
Brian Mcindoe from Bishops Cleeve in
Cheltenham. H e  ha s  a  fe w  useful
comments to  make a bout the  1050
disc drive.

I read  wit h  in te rest  the  le t te r in
Octo b e r's S o f t wa re  S o lu t io n s

f rom A . W,  Cra wfo rd  who  wanted  to
know whether or not it was possible to
find out the density o f a disc in a 1050
drive b y  in terrogating the  d rive  con-
troller.

Recently I  wa n te d  to  d o  th is i n  a
ma ch in e  la n g u a g e  p ro g ra m w a s
writ ing. I  found that it does seem to be
possible wi t h  an  unmod ifi ed  1050 to
find the current disc density by issuing
a Status command.  Firs t  you  shou ld
either read  o r  wri t e  a  secto r on  th e
disc -  f o r example, secto r one, Then
issue a Status command.

Bit 7  o f  location S2EA wi l l  be set to
one if  the drive has just read/written in
dual density -  o therwise it  wi l l  be set
to zero .  A cco rd in g  t o  Ma p p in g  t h e
Atari this b it indicates whether or not a
device is in te lligent, a n d  it  is a lways
set to one. My  program, however, can
successfully determine the density o f
a d isc using th is method.

Readers accessing t h e  1050 d rive
without using Dos ma y also be in ter-
ested in knowing  how to fo rmat a disc
in d u a l density as th is  i s  n o t  docu-
mented in e ither Mapping the Atari o r
De Re  A t a r i .  Y o u  s h o u ld  u se  t h e
co mma n d  $22 -  instead  o f  $21 f o r
single density. The resident disc hand-
ler does n o t  seem t o  recognise th is
command  a t  least, no t  in Revision A
-  which means you have to access SIO
directly ra ther than by using DSKINV.

The data d irection byte $303 should
be set to receive $40. You should also
set the buffer address to a spare po int
in me mo ry because the list of any bad
sectors -  terminated by two SPF bytes
-  w i l l  b e  re tu rned  there_ A  t ime o u t
value o f  $3F wo u ld  seem to  be ade-
quate. Ma p p in g  t h e  A ta ri o r  De  Re
Atari w i l l  give people more  a
in formation on using SIO. . /

Thanks fo r the in formation, Brian. I
must warn readers that modified 1050
drives seem to  respond d if ferently to
the density check portion of the Status
command,

The o the r th ing  to  bear in  min d  is
that, to  be su re  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,
wh y no t ju st  read sector 1000 and i f
you d o n ' t  ge t  an e rro r 139 then yo u
know for certain that you're working in

Programming

Your programming problems
solved by ANDRE WILLEY

dual density? Th is has the advantage
of also working with  other drive types
-  even an o ld  810.

As to formatt ing in dual density, you
are quite righ t  in  stating that the S /0
command  $ 2 2  w i l l  a cco mp lish  t h is
task. If you are using an XL or XE then
you wi l l  fi nd  that the newer OS con-
tained in your micro  will enable you to
use the 05K1NV command, as $22 is
now supported.

Colour coding
Next a  p ro b le m f ro m M r  J .  Ta y lo r
from Dalton-in-Furness in Cumbria :

ie  I  own an Ata ri 800XL with  a 1050
disc d rive  wh ich  I  use f o r mon i-

toring th e  stock marke t,  fo recast ing
pools resu lts and the usua l round  o f
general househo ld  uses. I  have  n o
interest in games, so my Atari is used
for t e x t  p ro g ra ms o n ly,  u su a l ly  in
default graphics mode and colours,

It wo u ld  be  use fu l i f  I  co u ld  have
different coloured text on a 40 column
screen a t  the  same  t ime, b u t  I  can 't
figure out how to do  it.

Could you please te ll me how to get
one line o f  text in default white  a
and another in a different colour? J

The answer to  yo u r question is  to
select A NTIC mo d e  SO4 g raph ics -
otherwise known as GRAPHICS 12 on
an 800XL  -  b u t  t h is  isn ' t  q u it e  a s
simple as it  sounds.

To start with, GRAPHICS 12 will only
a llow access to  the screen b y 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 wou ld

be fi ne fo r you bu t  wo u ld  mean that
the p rogram wou ldn ' t  wo rk on an o ld
400 o r 800 -  of wh ich  there are st ill a
good n u mb e r about.

There is a lso one other much  mo re
serious problem. The standard charac-
ter se t  i s  n o t  d e sig n e d  f o r  mu l t i -
coloured characters in  GRAPHICS 12,
so you wo n ' t  be able to read the text
easily.

Luckily a ll these  p ro b le ms can  b e
ove rcome w i t h  a  l i t t le  wo rk ,  L e t ' s
tackle the fi rst two before going on to
the character set. Since the screen you
want is 40 columns wide and 24 lines

10 REM MULTICOLOURED 40 COLUMN TEXT
20 GRAPHICS 0
30 DLIST.PEEK(560)+PEEK(561)*256
40 READ BYTE
50 POKE DL1ST43,BYTE464
60 FOR COUNT.6 TO 28
70 READ BYTE:POKE O L I S T
,
C O U N T , B Y T E
80 NEXT COUNT
90 STOP
100 DATA 4, 2, 4, 2, 4, 2, 4, 2, 4, 2, 4, 2, 4,
2,4,2,4,2,4,2,4,2,4,2

Program I -  Mult icoloured text

deep, the  d isp lay l is t  w i l l  b e  a lmo st
identical to  the standard GRAPHICS 0
version. The display list, for those who
haven't been keep ing  u p  w i t h  t h e ir
A ta ri Use r,  i s  a  se t  o f  in st ru ct io n s
which the graphics chip Antic uses to
generate the  d isp lay you  see  on  the
screen.

Each line  o f  text o r graphics has an
entry in  t h e  d isp la y l is t  wh ich  t e l ls
ANTIC what colours to use, the size of
the p ixe ls a n d  in fo rma t ion  used  f o r
operatidns such as scrolling text. For a
24 line screen s u c h  as GRAPHICS 0 -
there a re  24  numbers,  o n e  f o r each
screen l in e .  S imi la r l y  a  fu ll-scre e n

Turn to Page 46 01.
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e0 00 00 o
00 11 Go 0
11 11 11 0
11 00 11 0
11 00 11 0
11 1 1 11 0
11 00 11 0
00 00 00 0

0 0 0
0 0
1

0 0
 10

0 0
00

0
1
1
1

 1 0 0
1 1 0 0 1 1 0
1 1 0 0 1 1 0
1 1 1 1 1 1 0
1 1 0 0 1 1 0
0 0 0 0 0 0 0

0 00 0 go
01 0 00
01 1 0

00
0

1 0 0
0
0

1 00
1 0

1
1 00

00 1 00
0
0

0 00
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GRAPHICS 8 display would need 192
numbers.

Program I on the previous page will
fi nd ou t  where this  display  l is t  is
located in  memory  — line 30, then
POKE into memory 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

Figure 1: 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, o f  course,
and should be run after each use of
the GRAPHICS 0  command. Al l  the
normal screen edit ing and pr inting
functions w i l l  c ont inue as  though
nothing had happened_

Now on to the second problem t h e
character set, Because of the way the

Figure Ch a r a c t e r  A l'o
r, G r a p h i c s  
1 2 ,
SETCOLOFI 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
you 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 b i t  con-
trolling one pixel, on or oft 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 — giv ing four  poss-
ibilities: 00, 01, 10 and 11. Thus the
limitation o f  four  dots  across each
character — each byte can now hold'
the data for only four pixels.

A binary  value o f  00 selects the
background colour (SETCOLOR regis-
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ter 4, or memory location 712 o ther -
wise used for  the border colour). A
value of 01 selects SETCOLOR register
0 ( location 708) and 10 w il l  selec t
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, I f  the character is  in  the Ascii
range 0 — 127 (normal text) it  selects
SETCOLOR 2 (location 710 — as used
for the b lue background area). I f ,
however, the character is  in inverse
video (Ascii 128 — 255) the colour used
is taken from SETCOLOR 3 (location
711). This  in  effec t gives  you fi v e
colours to work with — including the
border/background — although it  is  a
bit of a fudged method.

Figure I shows the way that a letter

1
11
1

0
61
010
0
00
010
0
00
0

0 0
00
1 0
10
10
1
0IF,
0 0 0

Figure III: Character A in Graphics 12,
SETCOLOR 1

is normally  represented as  bit  data,
and Figures II, I l l 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
each other which would make them
impossible to read.

If y o u  a r e  p lann ing  o n  u s in g
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 s ame colour , For  example, t o

Figure IV: Character A in Graphics 12,
SETCOLOR 2/3 — see text

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

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

same number  as the colour o f  tex t
with a  bit-pattern o f  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 us ing a  character set editor
such as that given in our ACE series in
the April, May and June 1987 issues of
Atari User.

I 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 either to a
second colour alphabet o r  numbers
and punc tuation marks, whichever
prove to be the most useful in your
program.

GAD screen dump
Let's finish this month with a quickie
from Phil Bonen who is having prob-
lems with his 1029 printer:

1  O n  ask ing fo r  a pr intout, G AD
throws up  four  choices — three

type of printer and OTHERS. Choosing
OTHERS lets you enter you own prin-
ter configuration.

The manua l infor ms  m e  o f  the
answers to three of the four questions,
but c an't  answer the third: What code
do you send to set up your printer to
receive one line — $3C0 or 960 decimal
bytes — o f  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 d i
settings in hex and decimal?

Well, Phil, I'm sorry to say that GAD
and the 1029 are just not compatible.
GAD us es  a n  indus t r y  s tandar d
method for doing bit image graphics —
which is  to send a long block of data
bytes giv ing the bit-patterns to print.
Each byte sent represents eight dots
on the printed page.

However, the 1029 — for  reasons
known o n ly  t o  Atar i 's  mark et ing
department — uses a 7 bit  system in
which the last bit of data is ignored by
the printer. From this information it is
fairly s traightforward t o  deduce a
number of  pertinent facts regarding
Atari's marketing department — none
of which I will go into here!

Your best bet would be to convert
the GAD pic tures to  an alternative
form — possibly a 62 sector bit image
file — whic h can be  handled by  a
screen dump program. You will fi nd
programs to do both of these tasks in
the January 1988 issue of Atari User.



BET or  bluff? I t's  a l l  a  question o f
nerve when you play this version of
the popul a r  ga mbl ing ga me .  The
scene is set in a saloon, somewhere
way out West. Your opponents D o c ,
Kid and Tex — are ranged against you
each tr y ing t o  w in  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. I f  this  happens the
session will continue without you until
it's end.

At the s tar t o f  each hand, S5 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 t o  w in and your  opponents
are bluffi ng, or  perhaps wish to bluff
yourself, press keys 1- 9 to  indicate
your bet in dollars. This must be equal
to or  greater than the minumum bet
indicated on the screen.

If you decide to stack t h a t  is to take
no further part in this hand pr es s  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 br ing the hand to an end
with the player with the bes t cards
winning. But  remember, i t  costs at
least double the current bet to see an
opponent. In  the event o f  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  par t o f  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.

rable I: Scoring three-card brag hands

STEVE KNIGHT goes for his cards
in this addictive simulation game

Each o f  the three cards has  a  face
value o f  three. This  hand beats anyother in Brag.

Any hand consisting of three cards of
the s ame face value. The highes tbelow threes is three Aces.

A run — see below — where all the
cards are the same suit. Also known asa running flush.

The three cards form a consecutive
sequence, increas ing by  one. Ace,
two, three is the highest, followed by
Ace, King, Queen down to four, three,two.

Three cards of the same suit. Priority
is decided as for High Card below.

Two cards of  the same face value. A
pair o f  Aces — or  bullets  — is  the
highest. In the event of a tie, the third
card is used to resolve the issue.

Alt three cards are assessed on their
individual face values. The best is Ace,
King, Jack with the worst five, three,two.

Turn t o Page 48 0-
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From Page 47

PPODIGRANI BREAKDOWN
110-500 G a m e  loopHand loop1 6 0 -3
2 01000-1990 ln it ia lis at ion sUbrOtaine

2000-2130 C a r d s  dealt to remaining players
2200-2260 C a r d  dealing routine

2360-2490 E a c h  band is scored accor6ing i t s  con-
2270-2350 Ar r a y s  are sorted t o

2500-2340 B e s e t  arrays, totals and so on at the end of

tents

2800-2900 P  o f  game routinelayer out d is p lay  new scre
a hand

3000-3900 F o r m a t  and e n
4000-4400 BO Utir le Computer opponent optionstor human player

4800-4900 o n e  player 'eft in hand routine
4 5 0 0 -
4 7 0 0
5000-5300 W h o  won the game? routine
5500-5580 T i t l e  page
6000-6200 W in n e r  routine
70001600 M u s i c

10 REM
20 REM
30 REM
48 REM
50 REM
60 REM
70 REM
Be REM

/ 0  GOSUO 5500:REM TI TLE  PAGE
100 GOSH 1000:REM I NI TI ALI S E
110 G0506 2000.REM DEAL THE CARDS
120 GOSUO 2500;REM RESET FOR NEW HAND
130 I F  LE FT: i  THEN GOT° 6 6
1
0 0 : R E M  E N D
OF GAME
135 CLICK=1

140 G O SH 4 0 0 0 RE M DISPLAY CARDS ETC.
150 CLICK=8

160 I F  SUMS(PLAY,9)=0 OR SUMS(PLAY,10)
=0 THEN 3 8 0

180 SCORE:SUMSPLAY,21:NAM(S:IDENTSTPL
A Y * 3
-
2 . P L
A Y * 3
)

208 I F  PLAY=4 THEN GOSUB 4580:60TO  2 2 0
:REM YOUR PLAY
210 GOMA 4000:REM ATARI  BETS
220 I F  PLAYERS:1 THEN GO5U8 4 8 0 0
.
R E M  0
NLY ONE LEFT

248 GOSUO 3000:REM DISPLAY CARDS ETC.
258 Fop D11 TO 48:NEXT D
300 I F  F/RSTP:PLAY THEN GO=G0.1
410 PLAV=PLAYl i l :IF PLAY:5 THEN PLAY:1
320 I F  PLAYER570 THEN 1 6 0
330 POSITION 2 8 , 1 9 : ? "12333111":P O 5 I TI
ON 2 8 , 2 8 : ? "  Re tur n ":POKE 7 5 4 , 8

48 A t ar i User Marc h ?988

3111111TECCIEHIEM
311111111111•1111M

k i d e i d t h i t
t a t
t i a d m i l t

5 5 6  6 7  7 0  8 9  9 T J  JO OK NA -
1210 DI M 5UI5C.18):SUTS:"
I t

1220 DI M LI NS (3 ) , LI 5 S CI I
1250 OPEN 1 1 1 , 4 , 8 , "K"
1260 DI M 5 I KS (250 )
1265 S I KS (1 )=" T H E  GAME'S TOO HOT FOR

I t

1270 S I KS (4 1 )=" ME88E A TIMELY STACK B

VARIABLES
CARDS H o l d s  card suits and valuesMEWS Play er 's  names

MESSS, M2$ Mes s ages  and comments  s torageareas

OSJS, NAMES H o l d  names  i n  c omments  a n dmessages

CHECKS Chec k s  to see what cards have beendealt

SUMS H o l d s  hand scores, cash totals andso on

PLAYERS N u m b e r  of players in the hand
LEFT N u m b e r  of players in the game

DEAL N e x t  player to be dealt
ARRAY C o m m o n  holding area for  cards indeal
PAUSE M u s i c  pause

NUMS D is p lay  version of card numbers
SOTS D is p lay  version of card suits
M S  T e m p o r a r y  ho ld  f o r  s egment o fNUM$

LISS T e m p o r a r y  ho ld  fo r  s egment o fsurs

LOSE& SKINTSJ the gameSTKS, WINS, -LComments made at various points of
MINSET M i n i m u m  bet

PF P l a y  factor calculated every game for
computer player to determine how
long he will stay in the hand
Difference between the minimum
bet and human player's bet

DIFF

340 I F  PEEK(754)0 1 2  THEN 340
350 SOUND 1 , 10 , 12 , 14 :FO R D=1 TO 5:NEXT

D:SOUND 1 , 0 , 8 , 8
580 I F  LEFT>1 THEN 118
1000 REM

1016 DI M CARD5C52,21;Z=1
1015 REM AA FI LL PACK A *
11320 FOR K=1 TO 4
1030 FOR V=2 TO 1 4
1048 CARDSCZ,11=Y;CARDS(2,2).
-
_X
1050 Z=Z+I
1060 NEXT Y
1078 NEXT X

1880 DI M IDENTSCl2), ME 5 5 $ 4 0 ) , M2 5 (4 0 ) ,
NAMES(6),CHECKST521,08J$C6)
1098 IDENTS="KIDTEXDOCYOU"
1110 DI M SUMSC4,10)
1115 FOR CT=I  TO 4:5UM5CCI ,181=1:5UM5(
CT,1)=200:NEXT CT

1128 P L A Y E R
5
= 4 : L ( F T = 4 :
P L A Y :
1 ; D E A L = 1

1138 DI M ARRAY(3,2)
1115 PAUSE:2
1140 GOSUB 7000:REM * A MAKE MUSIC * *
1200 DI M *UMS(50):NUMS=" E I R B I H n i •

INITIALISATION

•  +  •  •

y
,
"1290 S I K $ 0 1 1 = "  RECKAD YOU'D MORE GUT
5, "

1300 STX$C1211=" YOU L I L Y
-
L I V E R E D  
S K U N

K,

1310 5 7 1 5 (1 5 1 )="AI N'T GONNA BE YOUR GA
ME,"
1320 5 1 1 5 (1 8 1 )z " C O U L D  BE A WISE MOU
f ,

1338 i r K S ( 2 1 1 ) : "  N O  TIME PER HERO'
CS.
1488 DI M W/N$(250)

1410 W I N S ( I ) : "  I  GOT TOO MUCH FOR YOU
,  011

1420 WINSC311=" LOOKS LI KE  YAM BLEW I
T
,
.
.

1438 WI NS(61)="THI S 'S  A O N E
-
W I N N E R  T O W
N
o
n
1440 WINS(91)1
.
. .  
L O O K
S  
L I K
E  
M
Y  
G
A
M

E,"
1450 W I N t 1 2 1 ) = "  I  KNEW YOU A l  BLUFF'

1468 WI NS(151)=" C A L L  THAT A HAN
D?

Y
1280 STK$C61)="

I '

1470 W/ N5 (1 8 1 )="I  GUESS I  OUTSMARTED Y
Oil,

1488 WI NfC211)=" E A T  D I
PT,
1508 DI M LOSES(258)

1510 LO S E S (1):" NOW YOU KNOW WH0
,
5  8 0 5

I t

YOU YELLER-BELL



Game

1528 LOSES(31)=" Y O U DON'T MESS WITH
ME,"
1538 L0 5 E 5 (6 1 )=" M O R E  CENTS THAN SEN
SE."

1549 1 0 5 E 5 ( 9 1 ) : "  MORE WHERE THAT'S  FR
OM,"
1558 LOSES(121)=" LOOKS LI KE  YAH BLEW

I T , "
1560 LOSES(I51)="YOU O V E R
-
R E A C H E D  Y E R S
ELF, "
1570 LO SES(181):" S T I C K  TO ORIG
AMI , "
1580 LO SES(211):" YOU COULDN'T SEE AN
ALP,
1600 DI M SKINTS(250)
1610 S KI NTS (1 ) : "  T A K E  A
POWDER,"

1620 SKI NTSC31):" D O N ' T  GO AWAY MAD,
JEST GO "

1630 S KI NTS (6 1 ) :" PUT THE CAT OUT AS Y
00 LEAVE,"
1640 SKINTS(91)="THERE'5 A STAGE AT 1
-BE OW I T
1650 S K I N TS ( I 2 i ) : "  G E T  ON
YER HORSE,"
1668 5KI NTS C151):"
HEAD WEST,"
1678 S KI NTS (1 8 1 ) :" A I N 'T  NO ROOM FER G
REENHORNS."
1680 S KI NTS (211)=" T H A N K S  FER
THE MONEY,
1990 RETURN

REM
2010 CHECKS:"
2000

R
EM 56 SPACES
2820 PL=1
2040 I F  S UM 5 0 1 , 1 0 ) : 0  THEN 2120
2058 GOSUB 2 2 0 0
2060 AC:1
2070 FOR DL:3  TO 8  STEP 2
2080 SUMS(P1,01)=4PR4Y(AC,1):5(JMSCPLD
1+1)=ARRAY(AC.2)
2090 AC:AC+1
2100 NEXT D1
2118 SUM501,2)=SCORE
2120 P11P1+1;I F P L(5  THEN 2040
2130 RETURN
2200 REM *  FI LL ARRAYS &  SCORE HAND *
2210 FOR CT=I  TO 3
2220 R=I NI CRND(1)* 52 )+1
2230 I F  CHECKS(RpR)="X" THEN GOTO 2220
2240 CHECKS1R,R):"X"
2250 ARRAY(CT,1)=CARDS(R,1):ARRAYICT,2
):CARDSCR,2)
2260 NEXT CT
2270 REM * *  SORT ARRAY ASCENDING * *
2280 FOR C T: !  TO 3
2290 FOR CX=I  TO 2

2300 I F  ARRAY(CX, 1)(=ARRAY(001, 1) THE
GOTO 2340

2310 HOLD=ARRAY(CX+1,1):ARRAYCCX+1,1):
ARRAY(CX,1):ARRAY(CX,1)=HOLD
2328 HOLD:ARRAYICX+1,2):ARRAY(CX+1,2):
ARRAY(CX,2):ARRAY(CX,2)=HOLD
2340 NEXT CX

2350 NEXT CT
2355 REM * *  NOW SCORE THE CARDS * *
2360 SCORE=0
2370 X=ARRAY(1,1):Y=ARRAY(2,1):2:ARR4Y
(1 , 1 )
2388 A:ARRAY(1,2):8=ARRAY(2,2):C=ARRAy
(3 , 2 )
2385 REM * *  PRILE * *
2390 I F  X :Y  AND Y=Z THEN 5CORE_10000:I
F X =3  THEN 5C0RE12008
2395 REM * *  R U N  * *
2408 I F  (X+1LY AND Y +I =2 )  OR (X =2  AND
Y:3 AND 2 =1 4 )  THEN SCORE=6080:IF A=8 A
ND B:C THEN 5CORE:8000
2410 I F  SCORE)2ERO THEN 2448
2415 REM * *  FLUSH * *
2428 I F  A=8 AND 8=C THEN SCORE=4008
2425 REM * *  PAIR * *
2430 I F  X=Y OR Y7Z THEN SCORE=2000
2440 I F  X=2 AND Y=3 AND 2 : 1 4  THEN SCOR
E=SCORE+1600:RETURN
2458 I F  SCORE<>2000 THEN 2480
2460 I F  N=Y THEN SCORE:SCORE+CY*100)+(
X*10)+2:GOTO 2490
2470 SCORE=SCORE+(2*100)+(Y*10)+X:GOTO

2490
2460 S C O R E = S C O R E + 1 2
1 4
1 0 0 ) + ( Y * 1 0 ) + X
2490 RETURN
2580 REM '
m
a :
1 4 1 1 1 L
, ,

2505 GRAPHICS 16:SETCOLOR 2 , 1 2 , 2 S E T H
LOP 4,3,8:POKE 7 5 2 , 1
2510 KI TTY =0:0 I FF78
2520 FOR CT=1 TO 4

2548 I F  SUMS(CT, I 0)=0 THEM SUMS(CT, 1):
8:5UMSCCI,2)=8:G0TO 2558
2550 I F  SUMSCCI,11)5 THEM KI TTY:KI TTY+
5 : S U M S ( C T , I ) = 5 1 1 M 5 ( C T , 1 )
-
5 : S U M S ( C I , 9 ) = 1
:GOTO 2598
2560 GO5U8 2800:REM **WIPED OUT* *
2598 N E C  CT
2680 PLAYERS=LEFT:MINBET=1
2620 I F  SUMS(DEAL,10):0 THEN 2678
2630 PLAY=DEAL:NAMES:IDENTSIDEAL*3-2,0
(AL* 1):DEAL:DEAL+1:IF DEAL:5 THEN DEAL
=1

2650 ME55$(1,3)=NAMES:ME555(4)=" TO PL
AY., ,":GOTO 2700
26;0 DEAL=DEAI JI :I F DEAL=S THEN DEAL=I
2680 GOTO 2620
2788 BET=0:G0=0
2718 FIRSTP=PLAY
2720 I F  LE FT=I  THEN GOTO 4000
2748 RETURN
2680 REM * *  WIPED OUT * *
2810 M E S S S 1 1 . 3 ) = I D E N T S ( C T * 3
-
2 , C T * 3 ) : M E
5 5 5 (4 ) : "  WILL TAKE NO MORE P ART. , "
2840 R=INTIRNO(0)* 01:RA=R* 38+1
2845 O B J $ ( 1 ) : I D E N T S ( C T * 1
-
2 , C T * 3 )
2846 I F  C I : 4  THEN 08JSCII="GRINGO"
2850 M2S(1):5KI NTS(RA, RA+29):M25(113:0
BJS(1)
2860 LEFT:LEFT-1
2875 GOSUB 3420:REM * PRINT MESSAGES*
2680 FOR 0 : 1  TO 200:NENT D
2890 SUMSCCT,10)=8
2900 RETURN

1080 REM : .
1
1 1 1 1 : 1
1
1 . 1
1
1 M I m
w

3010 REM
3020 FOR CT=3 TO 7  STEP 2
3030 I F  SUMS(1,10)=0 THEN 3180
3035 x :1 :1
,
=1 :1
3040 I F  S UM5(1 , 9 )=1  THEN GOSUB 1700:GO
TO 3868

3050 A=SUMS(1,CT):8=SUM5(1,CT+11:GOSLie
3800

7.060 POSITION 5 , I 3 : ?  "KI D 5 ";5 0 MS (1 . 1 )
.

3100 I f  SUM512,181=8 THEN 3280
3110 X =14 :Y =I
3120 I F  SUM512,11=1 THEN GOSUB 3780:GO
TO 3140

3130 A=SUMS(2,CT):8=SUMS(2,CT+1):GOSUB
3800

3148 POSITION I 7 , 6 : ?  "TEN P ;S UMS (2 , 1 )
;

3280 I F 51015(3,10)=8 THEN 3380
3210 X=27:Y=8
1220 I F 5U11513,9)=1 THEN GOSUB 37001:GO
TO 3240
3238 A=SUMS(3,CT):8=SUMS(3,CT4.1):GOSUB
3800

3248 POSITION 28, 13:? "DOC 5";511N5(3,1
) ; ”
3300 I F  SUMS(4,10)=8 THEN 3400
3310 0 :14 :y i :18
3338 A=SUMS(4,CT):6ISUMS(4,CT+1):GOSUO

3888

3140 POSITION 9 , 2 0 ; ?  "YOU":POSITION 9 ,
2 I :? "S " : S U4 5 ( 4 , 1 ) ; "  "
3400 NEXT CT

3410 POSITION 1 9 . 1 0 ; 7  "S " : K I TTY : "
3420 POSITION 3 , 1 5 : ?  "

3430 POSITION 3 , I 6 : ?  "
11

I t

344e POSITION 3, 15: MESSS
3450 POSITION 3, 16:? M25
3470 ME5SS(I )=" P425(I )=""
3500 RETURN
3700 REM * *  DRAW CARD BACKS * *
3705 I F CLICK:! THEN SOUND 0, 0, 0, 8:500
ND 8. 8, 1, 12
3710 X = X
-
5 0 ( = X #
C C I * 2 1

372e FOR N=Y TO (44
3730 POSITION 8, 8:? " = "
3740 NEXT 41
3750 RETURN
3860 REM * *  DRAW CARD * *
3805 I f  CLICK:1 THEN SOUND 0.0.0,0:5OU
ND 0, 0. 1, 12
3818 LINS=NUMS(A*1)
3820 LI55=5UT5(8*3)
3830 K = N
-
5 : X = 8 4
( C T * 2 )

3840 POSITION X.Y:? LINS
3858 POSITION 11,Y+1:?
3860 POSITION X,Y+2:? LISS
3878 POSITION X
o
Y 4 - 3 :
7  .
1 1 1 r .

3880 POSITION X , Y
.
1 4 1 /  1 1 0
3300 RETURN
4000 REM w•Ni1E021:14AL

Tur n t o  P a ge  5 0  11-
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* I F r om  P a ge  4 9

4582 I F  BET:67 THEN BEImMINBET*2 6060 POSITION 8 , 0 :?
4585 FOR C T : !  TO BET:50UND 1 , 1 0 , 1 2 , 1 4 : 6070 POSITION 7p2:?
FOR 0 : 1  TO 5:NEXT D:SOUND 1 , 8 , 0 . 0 :NE X T 6080 POSITION 6, 4 :7

CT 6038 POSITIUN 8 . 6 :
74590 I F  A=67 THEN GOSUB 5000.COSUB 380 6100 POSITION 0 , 8 :
7

4010 ME S S $(1 )="":M2S (1 )=""
4020 STACK=1:REN *  =0  TO SHOW CARDS *
4025 SCORE=SUMS(PLAY,21
4830 I F  SCORE(2000 THEN PF=0#(5CORE)11
88)+CSCORE)1400)
4040 I F  SCORE)2000 AND SCORE(4080 THEN

PF4f(5CORE)2480)+CSCORE)29002.(5CORE
)3308)
4050 I F  SCORE)4000 AND SCORE(6008 THEN

P F m 5
4
( 5 C O
R E > 4
1 0 0 )
I C S C
O R E )
5 1 0 0
1

4068 I F  SCORE>6000 AND 5C061E01000 THEN
AF=8*(SCORE)5908)+CSCORE)7200)

4078 I F  SCORE)8000 THEN P F-15
4000 I F  SCORE>9000 THEN P F:20
4898 I F  SCORE)10880 THEN PFm30
4108 I F  SCORE)12800 THEN PFm40
4118 P F = P F
-
( 5
-
P L A Y E R S )

4120 R=INTOIND(1)* 21
4110 PF:PF-tR
4140 P E m P F
-
G 0
1
1

4150 I F  MINBET>7 AND SCORE(2080 AND R=
I  THEN P F=P F
-
1
il lse I F  PLAYERS=2 AND P F(1  AND SCORE)1
150 THEN GOSUB 50001STACK=0.GOTO 4300 :
REM * *  SEE * *
4170 I F  AF) 1  OR FLAYERS=1 THEN 4200
4180 STACK:018T=0:PLAYERS=PLAYERS
-
1
4190 MESSS(1,3)=NAMES:ME555(4)=" HAS 5
TACKED.."
4195 R : I N T ( R N D 1 0 1 * 8 ) : R A : R * 3 0 4
-
1 : 0 1 2 5 = S T V
S ( R A , R 4
4 -
2 5 1 : M 2 5
( 2 6 ) = N A
M E S :
6 0 1 0  
4
1
8
0

4200 I F  P F(2  OR SUMS(PLAY,1)(20 THEN B
T=MINBET:GOTO 43ee
4220 B T = 6 T # ( 4
-
P L A Y E R S )
4230 R4 : I NI (RND(1 ) * 1 )
4240 6 T : M I K B E T
1 -
1 R = 1 1
4 -
( S C 0 R E > 4 0 8 0 )
+ C 5 C O

RE>8000)+RAf(PEEK(20))98)
4300 I F  8T>9  THEM EiTm9
4305 FOR CT=8 TO BT:SOUND 1 , 2 , 1 2 , 1 4 : F0
R D I  TO  5:NEXT DISOOND 1 , 0 , 0
0
8 : N E N T  C4310 I F  5TAC4m0 THEN 5UM5CALAY,33=0:RE
TURN
4330 MINBET=OT
4340 ME5S$(1,1)=NAMES:ME557(4):" HAS 6
ET 5":11E55$(14)=51RS(8T)
4350 I f  D I FF) 5  THEN 0125(1)="YOU DON'T
FRICATEN ME,GRINGO":DIFF=8
4360 WITTYmKITTY+BT
4370 5UH5(PLAY,1)=SOMSCPLAY,12
-
8T
4380 5UMS(PLAY.9)=1
4400 RETURN
4500 REM J
a
l l E C R A
I I I M I L L

4585 DI FF=0
4510 FOR 0 : 1  TO 100:NEHT
4520 MESSS(1)="YOUR PLAY— MINIMUM BET
5":ME555(25):STRS(MINBET)
4530 M25(1)="PRESS ' S
.  T O  
S T A C X , ' C '  
T O

SEE"
4550 G O SH 3410:REM * PRINT MESSAGES*
4560 GET U1,11
4565 BET=A-48
4570 I F  A=83 OR A=57 THEN 4580
4575 I F  BET(MIN8E7 OR BE T) ,  THEN 4568
458e I F  A=67 AND PLAYERS02 THEN N2$="

YOU MAY ONLY SEE WITH 2  PLAYERS":60TO
4558
4581 I F  A:8 3  THEN 8E T:1

8:RETURN

4600 I F  Amel  THEN SUMS(40):0:PLAYERS=
PLAYERS
-
1 : R E
T U R N

4610 S U M S ( 4 , 1 ) = 5 1 1 M 5 1 4 , 1 )
-
( A
-
4 8 ) : D I F F = (

A
-
4
8
)
-
H
I
N
8
E
T
:
M
I
N
B
E
T
=
A
-
4
8
:
K
I
T
T
V
=
K
I
T
T
Y
4
1

A
-
4
8
)

4700 RETURN
4800 PEN
4810 FOR CT:1  TO 4
4820 I F  SUMSCCI,9110 THEN 4858
4830 5UMS(CI ,1)=SUMSCCT,1)+KITTY
4840 M 2 5 ( 1 ) = I D E N T S ( C T * 3
-
2 , C T * 3 ) : 1 2 5 ( 4 )
:" SCOOPED THE POT":SUMS(CT,9)=0;CT:4
4858 NEXT CT
4868 PLAYERSme
4900 RETURN
5000 REM ;.1.14441i11'ILw
5010 ME555(1)="":1125(1)m ""
soze MAMMI X = I DCMTS CP L4 V * 3
-
2 , P LAY * 3 1
O e n 5COREmSUMSULAY,21
5040 MINBET=MIN8ET*2
5050 BTAI NBE T
5060 KI TTY :KI TTY
-
1 8 1 '
5079 S UM5(P LAY , I )=S UM5(P LAY , 1)
-
8T
5080 FOR C T : !  TO 4

5098 I f  PLAY CT OR SUMS(CT,9)m0 OR SUM
S(CT, 10)=0 THEN 5200
5095 0 8 . 1 5 ( 1 ) = I D E N T S ( C T * 3
-
2 , C T * 1 )
5100 ME55k1)=NAMES:ME555(4):" SAW " : M
E5S$(3)=.013J$:R:INT(RNDC0)*81:RA=R*3041
5110 I F  5CORE)5UM5iCT,21 THEN SUHS(PLA
Y , 1 ) = 5 1 1 ) 6 ( P L A Y , 1 )
4 -
K I T T Y : M E 5 S S ( 1 2 ) = "  
A N

D NON THE PO T":M25(1)=WI NS(RA, RAI
.
25)
5140 I F  5CORE(:SUMS(CT,2) THEN SUMS(CT
,1):SUM5CCI,11*KITTY:ME5S5C121m" AND L
051":142$(1)=LOSESERA,R4+251
5158 I F  08 . 15(1 , 1 ): " Y "  THEM 081$(1)="G R
INGO"
5155 I F  NAMESC1,11="Y" THEN NAMES(1)m"
GRINGO"
5168 I F  SCORE)SUMS(CT,2) THEN m 2S(26)=
0015(1)GOTO 5200
5170 M25(26):NAMES(1)
5200 SUMSCCT,9)=0
5210 NEXT CT
5220 PLAYERS:0
5380 RETURN
Ssoe REM M I E R
-5510 REM
5520 GRAPHICS 18:SETCOLOR 4 , 1 , 2
5538 POSITION 1 , 3 : ?  46."WeLcOmE"
5548 POSITION 5 , 5 : ?  115:'
5550 POSITION 3 , 7 : ?  05 :"P uLL up"
5560 POSITION 8 , 9 ; ?  45;"q174111',"
5588 RETURN
6000 REM . 1 1
1 1 C / M a l6010 REM
6020 FOR CTml TO 4 : I F  SUM5CCI ,181)0 Th
EN XmCT.POP :COTO 6040

6030 NEXT CT
6840 GRAPHICS 18:SETCOLOR 4 , 7 , 2
6050 N A M E $ ( 1 ) = I D E N T 5 ( C I * 3
-
2 , C T * 3 )

$16010MES
No:" P E  '
N6:"ever 9une"
116:"CrE"
46:"THANKS FER THE

GAME,"
6120 POSITION 5 . 9 : ?  N5:"GENTLEMEN.."
6125 P4USE:5
6138 GOSUB 7000:GOSUB 7000
6200 END
7000 REM fl
• - •
r :
7005 RESTORE 7500
7010 FOR CI =1  TO 7 9
7020 READ A:REAt 8
7030 FOR Nmi TO 0  STEP PAUSE
7040 SOUND 0 ,
4 , 1 0 , 1
4
7050 NEXT W
7060 SOUND 0 , 0 , 0 , 0
7e70 NEXT CT
7500 DATA 1 1 4 , 1 0 , 1 0 8 , 1 8 . 1 0 2 , 1 0 , 6 4 , 2 5 , 1
0 2 , 1 0 , 6 4 , 2 5 , 1 0 2 , 1 0 , 6 4 , 8 0
7510 DATA 5 4 4 0 , 5 7 , 1 0 , 5 3 , 1 0 , 5 0 , 1 2 , 5 4 , 1
0 , 5 7 , 1 0 , 5 0 , 2 0 , 6 4 . 1 2 , 5 7 , 2 0 , 5 4 , 8 0
7520 DATA 1 1 4 , 1 0 , 1 0 8 , 1 0 , 1 0 2 , 1 0 . 6 4 , 2 5 . 1
0 2 , 1 0 , 6 4 , 2 5 , 1 0 2 , 1 0 , 6 4 , 8 0
7530 DATA 6 4 , 1 0 . 6 8 , 1 0 , 7 2 . 1 0 , 7 6 . 1 0 , 6 4 , 1
0 . 5 7 , 1 0 , 5 8 , 2 0 , 5 7 , 1 0 . 6 4 , 1 0 , 7 5 , 1 0 , 5 7 , 8 0
7540 DATA 1 1 4 , 1 0 , 1 0 8 , 1 8 , 1 0 2 , 1 0 , 5 4 . 2 5 . 1
0 2 , 1 0 , 6 4 , 2 5 , 1 0 2 , 1 0 , 6 4 , 0 0
7558 DATA 6 4 , 1 8 , 5 7 , 1 0 , 5 3 , 1 0 , 5 0 , 1 2 , 6 4 , 1
0 , 5 7 , 1 0 . 5 0 , 2 0 , 5 4 , 1 2 , 5 7 , 2 0 . 6 4 , 8 0
7560 DATA 6 4 , 1 0 . 5 7 , 1 0 , 5 3 , 1 0 . 5 0 , 1 3 . 6 4 , 1
0 , 5 7 , 1 0 , 5 0 , 2 0 , 6 4 , 1 8 , 5 7 . 1 0 , 6 4 . 1 0 , 5 0 , 1 2 ,
6 4 , 1 0 , 5 7 , 1 0 . 5 0 , 2 0
7570 DATA 6 4 , 1 8 . 5 7 , 1 0 , 5 3 . 1 0 , 5 8 . 1 2 , 6 4 , 1
0 , 5 7 , 1 0 , 5 8 , 2 0 , 6 4 . 1 3 , 5 7 , 2 5 . 6 4 . 7 0
7500 RETURN r,42kts

LINE M U M  L I N E  M O N  L I N E  M O N

10 CP1 (Y)
20 CP2 (3)
30 (P3 (X)
40 CP4 (4)
50 (PS (Y)
60 CP6 (7)
70 (P7 (X)
80 CP8 (8)
90 SQU (P)

100 P62 (E)
110 PN2 (P)
120 PX2 (Q)
130 TH9 (V)
135 LIP (J)
140 032 ( 8 )
150 0EP (7)
160 4(6 (X)
180 ?DA (7)
200 9PK (P)
210 P53 (G)
220 JHL (A)

240 033 :.1
-
0
250 C9F (U)
300 3VV (G)
310 QR6 (6)
320 JFG (T)
330 89F (D)
340 MC6 (P)
350 2HM (M)
500 CYQ (P)

1000 CXN (H)
1010 819 (9)
1015 D5N (G)
1020 X4J (9 )
1030 4OF (H)
1040 ROT (0)
1050 KMM (1)
1060 P3S (4)
1070 P3S (1)
1080 ECE (7)
1090 LRR (L)
1110 87R (5)

*115 688 (8 )
1120 EAV (9)
1130 6TS (D)
1135 IRK (R)
1140 2M6 (5)
1200 JX1 (1 )
1210 FKD (5)
1220 Gw0 (0)
1250 14N (F)
1260 AYJ (2 )
1265 A5G (M)
1270 COO (Y)
1280 02F (C)
1290 41'8 (P)
1300 E41 (0)
1510 rix0 (H)
1320 5CH (6)
1330 (P1 (1 )
1400 4R1 (A)
1410 36A (8)
1420 F02 (H)
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Game

Computers

430 NC OD
442 381 (5 )
450 JSP (6)
460 41A (1 )
470 Amo (o)
480 0A6 (0 )
520 7wR (0)
510 EDR (2)
520 AL8 (H)
530 8RK CD)
540 7TF (2)

2070 C3
- 
( a )
2080 25E (6)
2090 s51 (a )
2100 PUT (X)
211E1 COV (1)
2120 PDP (2)
2130 VML (4)
2200 D6P (0)
2210 31J0 (V)
2220 9EE (H)
2230 92
1
/  
( w )

2415 1 p  " : ,
2420 659 (N)
2425 00P (K)
2430 611V (K)
2440 84M (M)
2450 PYJ ( I )
2460 A8L (5)
2470 IAA (Q)
2480 S3I  (V)
2490 WDL (T)
2500 DKP (W)

2845 Ny3 (y )
2546 XCN (L)
2850 13P111 (8)
2860 X1V (N)
2875 350 CY)
2880 XMO (2)
2890 112 (K)
2900 WEL (H)
3000 CxQ (M)
301 DOO (H)
3020 clu (L)

3410 4DX (N)
3420 E85 (a)
3430 EE7 (X)
3440 KM8 ( I )
3450 F2C (1)
3470 AFE (m)
3500 VxM (N)
3700 DTQ (K)
3705 R7K (H)
3710 CE3 (X)
3720 7NR (A)

lase 281 (E)
4060 206 (X)
4070 SWG1 (K)
4080 SXC (9)
4090 V4U (M)
4100 LQG ( r )
4110 Fn
.
'  ( F
)

4120 7N3 ( 0
4130 IFP (w)
4140 V22 (0)
4150 EAF (1 )

4505 OGA ( i )
4510 1I1 (3 )
4520 QF9 (P)
4
5
3
0  
0
7
E  
(
J
)

4550 341 (3 )
4560 PVR (G)
4565 INW (N)
4570 LVE (E)
4575 C45 (Y)
4580 203 (u)
4581 7SS (x )

506e ENA (9)
5070 wAS (8 )
5080 453 (H)
5090 U15 (R)
5095 N66 (E)
51130 1LD CO
5110 TVY (1)
5140 F52 (E)
5150 JYM (1)
5155 NVL (4)
5160 6YJ (N)

6070 wax (K)
6080 9N6 (G)
6090 VRE (H)
6100 YK5 (u)
6120 ON (A)
6125 INO (5)
6130 L9D (w)
6200 09X (1)
7000 CXU (1)
7005 XSJ (Q)
7010 7/45 (0)

£60.00

550 8(6 (R) 2240 6AF (5) 2505 JQD (W) 3030 NH13 (A) 3730 GUK (5) 4162 5C9 (A) 4582 185 (s ) 5170 2M8 (N) 7020 'PAN (2)
560 H9V (W) 2250 YWR (L) 2510 9U0 (7) 3035 V53 (3) 3740 P5U (4) 4172 5C5 (X) 4585 1(04 (E) 5200 SS4 (V) 7030 VSP (H)
570 8HF (7) 2260 QC (R) 2520 4(0 (R) 3040 S1V (4) 3750 WEIN (1) 41813 861 (E) 4590 N77 (4) 5210 09W (J ) 7040 46E (G)
580 63P (1) 2270 OMP (w) 2540 QPX (0) 3050 P60 (H) 3800 DXO (1) 4190 S4L (X) 4600 JAN (E) 5220 X7H (L) 7050 NCY (9)
600 C61 (U) 2280 490 (0 ) 2550 9F9 (Q) 3060 7KX (0) 3805 RCK (4) 4195 4JP (6) 4610 UD4 (M) 5300 VPP (L) 7060 YYY (7)
610 GSR (9) 2290 4G0 (X) 2560 377 (C) 3100 NGH (E) 3810 72L (N) 4200 HNI (5) 4700 o6N (0) 5500 DKS (L ) 7070 (1EY (B)
620 1A3 (A) 2302 ' , '

,
H 
( T )

2590 R5T (0) 3110 USE ( I ) 3820 7KG (F) 4220 469 (7) 4800 DxR (H) 5510 DNS (L ) 7500 xvP (3)
630 N36 (3) 2310 7oY (V) 2600 POA (0) 3120 524 (G) 3830 CN3 (7) 4230 92V (V) 4810 402 (G) 5520 liV5 (K) 7510 14A CD)
640 0R3 (X) 2320 809 (4) 2620 w2S (L) 3130 PC7 (C) 3840 690 (0) 4240 H4X (C) 4820 038 (4) 5530 4SE (Y) 7520 10P (7)
650 CC1 (U) 2340 007 (F) 2630 mms (7) 31413 826 (P) 3850 387 (L) 4300 AC6 (8) 4830 I59 (U) 5540 4EC (3 ) 7530 050 (0)
660 4PIW (N) 2350 ONT (5) 2650 YKLI (3 ) 3200 NIIR (X) 3860 JNM (Y) 4305 P66 (K) 4840 Din (6) 5550 5p7 (3) 7540 ,

i 4 p  
( A
)

670 WIG (L ) 2355 DSP (0) 2670 CH9 (A) 3210 v12 (P) 3870 3H7 (0) 4310 SK3 (N) 4850 R9)1 (F) 5560 uD6 (w) 7560 H2R (N)
680 H62 (9 ) 2360 1V6 (K) 2680 QCW (J ) 3220 580 (1) 3880 JUG (L) 433e X5X (P) 4860 Y76 (9) 5580 WEP (y ) 7570 OGy (G)
990 XOK (A) 2370 Nuu (K) 2700 INL ( I ) 3230 PLO (M) 3900 WEN (H) 4340 814 (7) 4900 WEN (E) 6000 CXT (61) 7600 ii2R (G)

2000 CXP (G) 2380 ME7 CT) 2710 OQL (9) 3240 HQH (Q) 4000 (XR (L) 4350 WH5 (D) 5000 CXS (G) 6010 DOT 0 0
201 wx7 (9) 2385 DYP (V) 2720 TT)) ( L ) 3300 NIO (7) 4010 OKG (6) 4360 E19 (C) 5010 9KH (U) 6020 MR4 (X)
2020 18E (L) 2390 599 (4) 2740 WEL (Q) 3310 VGE (U) 4020 VV5 (0) 4370 wPR (A) 5020 3R5 (L ) 6230 05X (J )
2040 IN3 (3) 2395 ElP (2) 2800 DXP (P) 3330 PV7 (W) 4225 GHO (0) 4380 67H (5) 5030 6E1 (K) 6040 U66 (H)
2050 5M1 (5 ) 2400 LitX (1) 2810 217 (0) 3340 HTD (E) 4030 4UJ (2 ) 4400 VIN (7) 5040 E4R (Q) 6050 MF8 (4)
2060 DCJ (P) 2410 IEU (V) 2840 POO (9) 3400 OGU (5) 4040 ULP (6) 4500 D<R (6) 5050 X6D (F) 6060 VLK (R)

Computers E3,99
Monitors E4.99
Disk Drives E2.99
Printers E7.99

V ,  DS
D/0

5'/
40/D 46TPI

E1.99 E0.80
E16.00 E6.50

£17.50 E7.50
E150.00 £60.00
E650.130 E280.00

LINE Mum LINE CNSuN L I N E  CNSUN L I N E  tliSuN L I N E  CHUM L I N E  CNSuN L I N E  CHSuN L I N E  CUSH L I N E  CNSUN

The leading North West
ATARI Specialist ATARI Dealer

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.

130XE Computer E 1 1 9 . 0 0
Disk Drive T B A
XC12 Recorder E 3 2 . 0 0

F I V = 1 1•  t*

Per Disk
10 Disks
10 Disks-I-Plastic

library case
100 Disks
500 Disks
All Disks are covered by an
unconditional lifetime guarantee.

ADBROKE
(WRITING

I N T E R N A T I O N A L

• S T
1
1
1
7
0
t
1

4 1 1 1 1

Our 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
Star LC10  E 2 2 0 . 0 0
N1_10 Sheetteeder  C 5 5 • 0 0
National Panasonic  P H O N E
MP165 P H O N E
MP135 P H O N E
DC86 Tractor Feed  0 9 . 0 0
LX86 Sheetfeeder  E 5 5 . 0 0
L0800 24pin DIM E 5 2 5 . 0 0

All Printers, Disk Drives etc supplied
with cables etc. NO HIDDEN EXTRAS

TO ORDER: Simply send, or phone your order, stating Full Name, Address, Visa or
Access Nos, Cheque or Money order. Make payable to Ladbroke Computing
International, 33 Ormskirk Road. Preston, Lancs. PR1 20P.

33 Ormskirk Road
Preston, Lancs.
Tel: (0772) 21474 (1 line) A
(0772) 203166 (5 lines) A T A R I
BuliBoard 27236 6pm to 9am

DUST COVERS

We have a complete range of Software
in stock and fully tested.
IF ITS AVAILABLE we have
Send SAE for full catalogue.
Any Software problems? Queries?
give us a ring we usually have the
answer'

All Dedicated books and mags in stock
FOR MORE INFO CALL ON THE
ABOVE NUMBERS OR SEND SAE
AND STATE PULL REQUIREMENTS
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It's time to find
your position

LEN GOLDING continues his
introduction to Basic programming

THIS month w e 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 t h e  way  w e ' l l  enc ounter
several punctuation marks with a per-
sonality of their own, the CHRS func-
tion, a n d  t h e  Ba s ic  c o m m a n d
POSITION.

There's a  Bas ic  u t i l i t y  pr ogr am
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, it looks
to see where the cursor is  currently
positioned on screen, and starts print-
ing your text at that point. If the screen
is already  fu l l ,  ev ery thing sc rolls
upwards to  make room for  the next
line o f  text, so y ou lose any  infor-
mation that was stored at the top.

When pr inting is  completed, Basic
automatically returns the cursor to the
left-hand margin o n  the nex t line,
scrolling the screen upwards again if it
needs to.

This is  fi ne while you're program-
ming, and it's  useful for  very s imple
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 w ith  every  PRINT
statement:

le PRINT 'HELLO THERE'
20 PRINT •HELLO",'THERE
3C PRINT 'HELL0';"THERE

Run the program above and you'll
find that line 10 prints what you would

expect, but line 20 prints:
HELLO T H E R E

with the two words on the same line,
and several spaces between them.
Line 30, on the other hand, prints:

with no gap at all. The comma and
semicolon are obv ious ly  ac ting as
extra instructions to modify the PRINT
command.

Both the comma and the semicolon
instruct Basic to forget about starting
a new  line.  A  c omma mov es  the
cursor to the next available tabulator
stop before pr inting 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 positions ready
for the next character to be printed.

The system still works, even if there
are two PRINT statements on different
program lines:

10 PRINT •HELLO,
20 PRINT 'THERE'

And the r e  c an  b e  o the r  Bas ic
instructions between the two PRINT
statements, so long as none of these
alter the cursor's position. Here are a
couple of examples:

10 DIM A$(40)
20 PRINT 'PLEASE TELL ME YOUR NAME'
3e INPUT AS
40 PRINT 'PLEASED TO MEET YOU ' ; AI

or:

HELLOTHERE

10 PRINT 'FUEL AVAILABLE z  ,
20 fz500
30 PRINT F;*  LITRES'

Notice that if  you use a semicolon
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between text strings, any spaces you
want leaving between words must be
printed as par t o f  the strings them-
selves — that's  why  there's a  space
before LITRES in line 30. Try exper-
imenting unt i l  y ou can be  sure o f
printing exactly what you want on asingle text line.

While we ' r e  o n  t h e  s ubjec t o f
punctuation marks , there are two
others worth mentioning: The ques-
tion mark (?) can be used instead o f
the word PRINT, as in:

10 ? 4
H E L
L O •And the colon (:) lets you put more

than one Basic statement on a s ingleline, as in:

10 DIM AS(40):INPUT AS:FHELLO •;A$

The colon tells  Basic where one
statement ends and the next begins,
and y ou can use i t  w ith any  Basic
command, not jus t PRINT. This  can
reduce the number of program lines,
and also helps to speed up program
execution. Remember, though, that a
program l ine  cannot Occupy more
than three screen lines, so there's a
limit to the number of statements youcan squeeze in.

The cornma and semicolon are fine
when y ou'r e faced w ith  relatively
simple pr inting 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:

/0 POSITION 14,11:PRINT "CENTRALISE'

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 11rows down.

The screen mode we're using at the
moment has 40 columns and 24 rows,
so you can use any number from 0 to
39 for the horizontal c o
-
o r d i n a t e ,  
a n d

any number from 0 to 23 for the verti-
cal one. Remember that if  you 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 i t  won't move until
the next PRINT statement is executed.
The command lets you insert scores
into a text line or table, without having

Series

It's importantto type this in and play
with it, to see the differences between
this sc reen f o r ma t  a n d  t h e  o n e
produced b y  c onv entional PRINT
statements. You'll see that the words
YOUR NUMBER IS are pr inted Only
once, though the chosen number  —
which is  on  the  s ame l ine  — 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'snatural tendencies.

Also notice that  two spaces are
printed after the new value of N -  on
line 40. This ensures that all digits of
the old number are wiped out when
the new number is 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 it
for all types of  games, especially thearcade variety_

Let's mov e o n  n o w  t o  a  mor e
unusual use of PRINT: Producing pic-
tures o n  sc reen. Yo u  m a y  hav e
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 control characters, and
you can use them to produce pictures,
tables, graphs or  any  other  k ind o f
Iwo-dimensional drawing_

These v ar ious  charac ters  wer e
Shown in last month's issue, together
with the keystrokes which produce
them. Eac h h a s  i t s  o w n  u n iq u e
number — known as its  Ascii code —
and these can be used in conjuction
with a  func tion called CHRS, as  an
alternative way of selecting characters
to print on screen. For example:

10 PRINT CHR3(0)

will g iv e y ou the  hear t character,while:

to re-print the whole lot whenever the
score changes. For example:

10 POSITION 2,15 :PRINT 'YOUR NUMBER IS'
20 POSITION 2,10 :PRINT GIVE RE A NUMBER FROM 0 TO 999'
30 INPUT N
40 POSI7ION 1
7 , 1 5 : P R I
N 7  
N ; "  
•

50 G070 20

10 PRINT CHRS(20)

Tu r n  t o  P a g e  5 4

•
•
•
•
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will produce a little ball. Try this:

10 PRINT CHRS(77);CVIRS(65i;CHRS
(71)
;
CHRS(73);CHRSC6?D

A few of the control characters act
like commands. For example, i f  you
tell the computer to PRINT CHR$(125),
it w ill c lear the screen, while PRINT
CHR$(2531 will produce a short beep
from the speaker.

Table I shows the Command charac-
ters in  mor e detail. Their  symbols
cannot normally be printed on screen,
because any  PRINT s tatement con-
taining them will trigger the command
function.

There i s  a  w a y ,  howev er ,  o f
temporar ily  dis abling a  c ommand
symbol, by printing the Esc character
— Ascii code 27 — immediately in front
of it. For example:

le• PRINT CHRS(IZ5)

will clear the screen, but:

10 PRINT CHRS(17); CHRS(
125)

will pr int the clear screen symbol —
a small bent arrow — without clearing
the screen. The Esc character does not
appear — it's interpreted s imply as an
instruction to  disable the command
symbol whic h immediately  follows .
The system works only once for each
character, so if you want to print more
than one command symbol, you must
put the Esc code in front of each one,
like this:

10 CHRS ( 2 7 ) ; C i i RS ( ? 8 ) ; CHRS
( 2 7 )
; C
HRS C2

9 ) ; CHRS ( 2 7 ) ; CHRS ( 3 0 ) ; CHRS
( 2 7 )
; C
HRS C3 1 )

It you want to type any command

symbols directly into a literal str ing,
press the Esc key once before typing
each character.

The symbols will appear on the pro-
gram line, but  when that  s tr ing is
printed during program execution the
characters w i l l  c a r r y  o u t  t h e i r
command functions. For example, a
bent arrow in a literal string will clear
the screen when that string is printed.
Try this:

10 PRINT 'CESC CONTROUCLEAR3 SCREEN C
LEARE0'

The square brackets indicate that we
are talk ing about key presses, no t
actual wor ds ,  s o  y o u  pr es s  Es c

, followed by  the Control+Clear keys
s imultaneous ly , t h e n  t h e  w o r d s
SCREEN CLEARED. The result w il l
look like this:

10 PRINT SCREEN CLEARED'

If you want a command character's
symbol 7  not  its  func tion — to be
generated when your literal s tr ing is
printed, press the Esc key three times
before typing the character.

After the second press. the Esc cha-
racter — a s or t  o f  double E — w il l
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:

10 PRINT •CESC ESC ESC CTRL+CLEAR1SCRE
EN NOT CLEARED'

Using control characters you can

Ascii
code

27
28
29
30
31

125
126
127
156
157
158
159
253
254
255

Keystrokes
to print symbol

ESC
ESC CTRL+-
ESC CTRL-i---
ESC CTRL++
ESC CTRL+*
ESC CTRL-i-CLEAR
ESC BACK S
ESC CTRL+TAB
ESC SHIFT-4- BACK S
ESC SHIFT
-
i
-
>

ESC CTRL+TAB
ESC SHIFT-i-TAB
ESC CT RL
4
- 2
ESC CTRL+BACK S
ESC CTRL-1->

NB:  -  Denot es  i
n v e r s e  
c ' a
- -
c •
-
'

Function

Disable command function (see text)
Move cursor up one row
Move cursor down one row
Move cursor left one column
Move cursor right one column
Clear screen
Erase character to left of cursor
Advance to next tab stop
Delete line containing cursor
Insert a line above the cursor line
Clear tab stop at cursor position
Set tab stop at cursor position
Generate a short beep
Delete character under cursor
Insert a blank space at cursor position

Table I: Command characters



•
•
•
•
•
•
•

•
•

•

build up  pictures and tables on the
screen. However, it 's  a  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 unt il they  are exactlywhere you want them.

When y o u ' r e  h a p p y  w i t h  t h e
screen's appearance, press Control+2
and f o l l o w  ins tr uc t ions  a s  t h e y
appear. The end result will be a new
Basic program which, when it  is run,
will pr int the screenful o f  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 f o r  y ou.  T he s y mbols
could, however, be inserted by hand
when the rest of the screen has been
encoded in to PRINT statements. To
insert a double-quotes character, split

32500 REM USE KEYBOARD AS LSUAL. PRESS
CONTROL/2 TO CONVERT THE SCREEN DATA

INTO BASIC PRINT S7ATEMENTS.
32502 014 A S ( 9 ; 5 ) ,
B $
( 4
0 ) , C $ ( 1 2 ) , B L A  
K S

(38)
32504 BLANKS:

.REM 40 SPACES
32506 OPEN =1, 4, 0, K:
32508 GRAPHICS 0:POKE 752,1
32510 REM FIRST PUT ALL YOUR CHARACTS ON SCREEN
32512 GRAPHICS 0
32514 GET =1,A
32516 I F A:253 THEN POKE 752,1:? CHR.
1
5
8
)
;
:
6
0
1
0  
3
2
5
2
8
:
R
E
M 
I
N
I
T
I
A
T
E  
C
O
N
V
E
R
:

ON I F CONTROL/2 PRESSED
32518 I F PEEKC85):35 THEN GOSOB 32664
REM SHORT BEEP NEAR ENO OF EACH LINE
32520 I F A.155 THEN I F PEEK(84):23 7m
N POSITION 0,0:? CHRS(253);:GOTO 3251
:REM RETURN ON LAST LINE:CURSOR HOME
32522 I F PEEK(84).23 THEN I F PEEK(85)
39 THEN ? C H R S ( 3 0 )
; C H R S ( 2 5 3 ) ; : G O
T O  3 2

14:REM END OF SCREEN'
32524 ? CHRS(A)“GGTO 32514
32526 REM NEXT COPY SCREEN INTO AS
32528 N=1:SOUND 0,100,10,6
32530 FOR ROW:0 TO 23:FOR COL=2 TO 39
32532 POSITION COL,ROW:GET =6,A
32534 ASIN,N;:CHRS(A):N=N*1
32536 NEXT COL:NEXT ROW
32538 SOUND 0, 0, 0, 0
32540 REM GET DESIRED LINE NUMBER ANDINCREMENT

32542 TRAP 3
2 5 4 2 : G
R A P H I C
S  
0 :
?  
;
?  
I N
P u

7 START /NG LINE NUMBER: -;
32544 INPUT LSTART
32546 ? : ?  INPUT INCREMENT:
32548 INPUT INC:?
32550 REM COPY EADf LINE I N TURN rpilm

ER

1

Series

the literal string at the desired point,
then inser t CHRS(34), bracketed by
semicolons. For example:

10 PRINT 'THIS I S A LITERAL STRING
20 PRINT 'THIS I S A:;CHRS(34);:LITERAL';CHRS(34);• STRING
-

Before w e  leav e the  subjec t o f
command symbols, there's one other
technique you may  fi nd useful. You
can per manent ly  d is able a l l  t h e
command func tions  w ith  a  s ingle
statement: POKE 766,1. Now the sym-
bols will all behave like normal Asciicharacters.

This means that the control func-
tions aren't available from the key-
board either — for example, the cursor
movement keys won't work. You can
restore the status quo by POKE 766,0,
so it 's  easy to switch the command
functions on and off at different pointsin your program.
•  Next month we'll look at simple cha-
racter animation and create the illu-
sion of  movement on screen.

AS INTO BS, FOR CHECKING AND ENCODING
32552 LASTLINE:23:POKE 752,1
32554 FOR LINE:23 T O
O  S T E P  -
1 : S O U N C  
0

,80,10,8
32556 LNUM:LSTART#LINE*INC
32558 P.LINE:38:7 CHRS(125):? :SOUND 03 , 0 , 0
32560 FOR N:1 TO 38
32562 X.P4N:BS(N,N)=AS(X,X)
32564 NEXT ft'
32566 I F 13S<ALANKS THEN FLAG.1:GOTO 32572

32568 I F FLAG:0 THEN LASTLINE:LASTLINE-1:GO1O 32586
32570 ? LNUM;' ?':GOTO 32580
32572 I F LINE:23 THEN 133(38,38)=CM(
7):8$(39,39)=CHRS(213):GOTO 32576
32574 I F BS(38,38)<>' • THEN B$(39,39;
. C H R S ( 2 7 )
:
8
S
( 4 1 3
,
4
0 ) q h M 2 8 )

32576 ? LNUM; ?  griRS(34);BS:BS=
32578 REM USE FORCED READ MODE TO CO
NVERT LINES INTO PRINT STATEMENTS
32580 ? : ?  : ?  CONT•
32582 POSITION 0,0:POKE 842,13:STOP
32584 POKE 842,12
32586 NEXT LINE
32588 REM PREPARE TO SAVE STATEMENTS
32590 ? CHRS(125):? 'Would you l i k e  t o
sawe the temporary::? .
i n S t r i n t i O n  
fl

Le t o : '

32592 ? : ?  C= CASSETTE
-
:,  : ?  
D I S K
32594 GET =1,A: IF A:67 OR A.68 THEN 32598
32596 GOTO 32590
32598 GOSUB 32668:GRAPHICS 0:POSITION2,4
32600 I F A=68 THEN 32618 •

Tu rn  t o  P a g e  5 6  111.

2

•
•

•

•
•
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32602 REM SAVE TO CASSETTE:
32604 I F A:67 THEN ? ' I nsert  casset te
to hold t enporary
.
: ?  : ?  
p r e s
s

RECORD a n o  PLAY , "
32606 ? : ? : ?  t hen press START':GOS
UB 32666:TRAP 32608:LpRINT
32608 ? CHRS(125):POSITION 2,4:1 "LIST
;
C
H
R
S
(
3
4
)
;
.
C
:
'
;
C
H
R
S
(
3
4
)
;
'
,
"
/
L
S
T
A
R
T
;
'
,

;LASTLINE*INCtLSTART
326
1
0 
P
O
K
E  
7
6
4
,
1
2
:
?  
:
?  
:
?  
:
?  
'
C
O
T
•

32612 POSITION 2,2:POKE 842,13:STOP :POKE 842,12
32614 GOTO 32636
32676 REM SAVE TO DISC:
32618 ? CHRS(725):? i r t e r  fi l e  name...":? : •
32620 INPUT CS:/F CS:
-  T H E N  
3 2 6 1 8
32622 ? : ?  : ?  ' I nsert  dis c  t o  hold t en
oorary':? ' fi l e ,  then press START t c

32624 ? "create ';CS
32626 GOSUB 32666
32628 ? CHRS(125):pOSITION 2,4
32630 ? lIST';CHRS(34);'D:-;CS;CIIRS(3
4 ) ; ' ,
A
S T A
R
T
L A S
T L I N
E * I N
C 4 L
S I A
R T

32632 ? : ?  : ?  : ?  'CONF:POSITION 2,2:POKE 8
4
2 , 1
3 : S
T O
P

32634 POKE 842,12
32636 ? CHRS(125):POSITION F i t e
s created i n  t h is  way may be':? 'merge
a wi t h your ex is t ing program'
32638 ? "using t he command:'
32640 I F 4 6 7  THEN ? : ?  INTER
3 4
) ;
" C
: '
; C
H
R
S (
3 4
)

32642 I F A:68 THEN ? : ?  INTER ';CHRS(
34); ' D ;
•
; C S ;
C M R S
( 3 4 )

32644 POSITION 2,12:? Press  START t
o erase t he current  ;? 'page o f  t ex t ,and s t ar t  another'
32646 GOSUB 32666
32648 ? CHRS(125):F0R LN:LSTART TO LAS
TL I NE * I NC
4
L S TA RT 
S T E P  
I N C

32650 POSITION 2,4:? LN:? : ?  : ?  'CONT
32652 POS2TION 2,2:POKE 842,13:STOP
32654 POKE 8
4
2 / 1 2 : N E
X T  
L N

32656 ? CHRS(125):? : ?  press  START
to wr i t e another screen
32658 GOSUB 32666
32660 REM SUBROUTINES
32662 ? CHRS(125):POSITION 8,2:GOTO 32572

32664 SOUND 0, 100/ 1, 4FOR 101 TO 10:N
EXT 6:SOUND 0,0,0,0:RETURN
32666 I F PEEK(53279)<>6 THEN 32666
32668 SOUND 0
,
8
0 ,
1
0 , 2 : F O R  
6 1  
T
O  
3 0
: N
E

XI W:SOUND 0,0,0:RETURN

;CHRS(

•

•

•

•
•

•

•

US GOLD
Ace ot Aces ...•. •
Rebel Charge •
Battle C ru d e .
22118 Baker Street
Broadsides
U S A A
COmputer knbush
Warship. •
Career Force • •
Colonial C o n g .
-
is '
Wizards Crown
Bartle e l Antretan•
Karnlgnppe
Prinishop

taphics De c I
Graphics Disc II
Beer •  Dropzone •  Caverns 6  00
Summer Games
Arcade Classics 7  95
Paid Over Mosoove 7  95
Beach Head
Leaderboard „  • •
Super Huey
Field of Fire
Vietnam •

7 95
8 9 5

6 95
Alternate R e illy I I
Phantasie • ..•• ••• •
Gettysburg •
Panzer Grenadier
War Game Construction Set
Mcch Brigade
Leadurboard Tournament   4  99
Gauntlet Deeper Dungeon •• • 4  99
War in Ft,ssia •  . . .  ••
ENGLISH SOFTWARE C a l i .
Smash H ts Vol 5  •  .8•95
Smash Hits Vol 6
Smash Hits Vo l 7  9 5
ACTIVISION C a s s .
Ghostbusters • 8 , 9 5
CODE MASTERS C a t s
BMX Simulation . . . .  •  1 99
'Phone lo r  avanabrary

MILES BETTER SOFTWARE
Disc R e d  Max .••

12.95 Tra n sm it t e r . .  .....
22.95 D O M A R K
22•95 L i v i n g  Daylights .....
11 95 T r w i a l  Pursuit ...... ....
22 95 EL EC TR I C  DREAMS
25 95 Sp in d izzy
25 95 D I G I T AL  INTEGRATION
25 g5 F ig h t e r  PlICA .
25 95 T o m a h a w k ..•
22.95 N O V A G E N
16.95 M e rce n a ry .
25,99 Se co n d  City • . . . . . . . . .  .••• S • 3 5
25•99 M e rce n a ry Comp Pa ck ,  1 2  95
35,00 D A T A B Y T E
17 00 S p y  V Spy II .. ••••••
17 00 Gra p h ics Art  Dept

11.95
11.95
11.95
11 95
I I  95
11•OS
11 95
16.95
16.95
25.95
22•95
16 95
25 95

6 99
6 99

25.95
Disc

12 95
12.95
12.95
Disc

7•95
10.95 S p y  V Spy 8 . 9 5

Boulder Dash Construction Kt  8 .9 5
IMAGINEOCEAN C a s s .
Arkancid 7  95
Green Beret 7 . 9 5
INFOCOM C a s s .
Saban Fa t  •
Hitchhikers Guide to the Galaxy ••• • • •
Lurking Horror
ASTERTRONIC C u . .
On Cue • „  • ,  .
Storm •
180 • .  •
Amaurote •. •
Universal Hero • •  •
Kok Sta rt .
.Last V8
Niro

Molecule Man
Crystal Raiders
Gun Law
Mutant Carnets •  •
Frensts •••••••• •
Hower Bo we r •  •
RAINBIRDFIREBMD
Knight Orc
Druid

221 Cannoc k  Road,
Staffs WS11 2 D0 .

1.99
.1.99
Coss
8 95

12.95
Cass,

8 95
C o ...

8•95
,8•95

Cass.
7.95

C
o
s
s
.

.7,50

1 99
2 99
299

.199
 199
299
2.99

• • 1.99
1 99
199
199
1 99
1 99
1•99

Cass
8.95
895

Disc
12.95
16.95
Disc

12.95
Disc

1095
12 95
Disc

tri 95
8 95

14.95
Disc

12.50
1900.
12.95
12 95
1 2
9 5Disc
11.95

Disc
22.95
22.95
22 95
Disc

Disc
1295
12 95

Chadsmoor,  Cannoc k ,
Tel: (05435) 79099
Jewels of Darkness 1 2  95
Guild o f  Thieves . . . . .  •
$ i i i c ,  Dr eam  1 2  95
The Pawn
GREMLIN GRAPHICS C a s s .
Basil the Mouse Deteceve•• • . 8 . 9 5
Trail Blazer . 7 . 9 5
Footbalier a l the Year . . . . . . . . . 8.95
SYSTEM 3  C a s s .
International Karate 5 . 5 0
SEGA C a s s .
Zasson •  Pooyan . 9  95
TYNESOFT C u s s .
Who Donn Wins II
Rally Speedway ROM only
LfiraA Force 6  95
DATABASE
Mn Office 11..... .........
MICROPROSE
Silent Service

Solo Flight II
Conflict in  Vietnam
C.D.S. SOFTWARE
Scan Clough
-
E. 
F o o t b
a l l

Collosus Chess IV ••••..
ORIGIN
Autoduel •• .
Ogre •uPoma
Lthirna IV

ATARI SOFTWARE
Millepede ( R o m )
Delender ( R o m )
Donkey Kong Jilt  •  •  tRomi
Joust •  • •..•.•.•••• . . . . . . .  . t it lorni
Star Raiders 11 • . .  ( D i s k ]

Disc
1295
995

1295
895

12.95

RED RAT SOFTWARE
Speedrun
Little Devils
Night Mares
Compilation
Compilation 2
Astro Droid
Space Lobster

6.95

Cams.,
. ......

Ca as.
895

8.95
•.

1
2
9
5

Cass.
12.95
.. 8.95
Cass.

1295
1695
12.95
16.95
Disc

12.95
11 95
12.95
Disc

ID 95
Disc
9 95
Disc
8 .
9
5
8 95
8
.
9
5

Disc
18 50
Disc

10.95
10,95
10.95
16,95
Disc

16 95
12 95
Disc

17 95
16.95
/6•95
16.95

6
9
5  
9
5

6 9 5  9 5
695 9 5
6.95 9 5
6 9 5  9 5
695 9 5

A‘
Sarong 6 95  6 9 5• . ..... .••••••
Crumbles Crisis. 6  95 8 , 9 5
Screarong Wings ..•••••• 6  95 8  95
SUBLOG1C D i s c
Flight Simulator 11 •  3 9  95
San Francisco 2 1  95
Japan ,  2 1 9 5

BUDGET TITLES
Cass. D i s c

Soccer . •  1 . 9 9

War Hawk
Football Manager
Master Chess
Micro Rhythm

1 99
1 99
2 99
I 99
1 99

HARDWARE
Sega System £9500

Nintendo System E95.91:1
Atari 520ST FM E280

Epson LX800 £249.00
Ferguson CM805 MonnorITV E209.00

XC12 cassette unit i . Trail Blazer £31.00
130XE Computer pack Mel Cornputer X012

software & joystick E135.00
CX77 Touch Tablet £49.00
PHONE F O R  L AT EST

ST PR I C ES
For lu l l  l is t  o l  ST

Software se e  o u r  advert  i n
the At a r i S T  Use r

M prices art  cermet al UMW CA going 10 press
Access or Illsa onitims welcome.

Piease add Cl per nem for overseas orders
Please make Chew,' or Postal Orders payable toCuss. D i s c

695 9 5  ' M I L E S  BETTER SOFTWARE"
Phoneorwrlittorconerenensivemockustror

Atari and ST software • hardware

WHILE
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Mailbag

E LETTER

I WAS in  the middle o f  a
massive backing-up session
when, suddenly, my  trusty
810 d is c  dr iv e emit ted a
bang a n d  a  c la t te r  a n d
packed up completely.

With fear and trepidation
removed the cover and dis-
covered w h a t  h a d  gone
wrong. Ther e is  a  me ta l
band which translates the
rotary motion o f  a capstan
to the linear  movement o f
the head carriage -  this had
broken.

All that was needed was a
piece of stainless steel shim
one thousandth o f  an inch
thick, b u t  t h e  bes t  t ha t
several Atar i repair  shops
could offer  was a replace-
ment head and capstan unit
costing at least 150.

Nothing ventured, noth-
ing gained, so I  decided to
repair it myself w as  able to
get enough shim to last me
a l i f e t im e  f r o m  a  lo c a l
supplier.

I removed the old broken
band and taped it  into my
Atar i notebook .  T h e n
measured it up and drew its
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
as squares us ing a model-
ling knife and used the scis-
sors to cut round the outline
of the band which I then put
in the disc drive.

The dr iv e appeared to
work, but  the head needed
aligning with track 1.

used an oscilloscope to
monitor the output from the
head and, hav ing undone
the c aps tan setsc rew, I
moved the head carriage by
hand t o  t h e  p o i n t  o f
maximum signal from track
one on  a  spare formatted
disc.

I tightened the screw and
checked the setting using a
number  o f  o t h e r  d is c s
including a few commercial
ones.

Having gained some con-

DIY worked with
a dicky disc drive
fidence, while I had the drive
exposed I  checked several
other adjus tments  whic h
may be made to ensure that
I could get the max imum
signal from the disc.

So far I have had no fur-
ther pr oblems  w i t h  t h is
drive. I  can access a l l  my
discs, as  the head is  rea-
sonably well aligned and I
have learnt a lot about how
a dis c  dr iv e works . Fur -
thermore, i f  i t  happens
again I  know what to do. -
M. R. Holland, Lower Penn,
South Staffordshire.

Sorry,
tape only
A FEW weeks ago I bought
Boulderdash Construc tion
Kit o n  tape because the
shop didn't have it on disc. I
designed a level and when I
tr ied to  save i t  t o  disc  i t
reported " C h e c k  y o u r
drive".

It has done this ever since.
Can y ou te ll me why  this
happens and how can I  fix
i t
7
-  
J
a
m
i
e  
B
e
s
z
e
l
z
e
n
,  
H
o
c
k
-

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 i s  unfor tunate bu t ,
sadly, a fact.

In Never
Never Land
I HAVE an 800XL and have
jus t fi nis hed enter ing in
Snowball from the Decem-
ber 1987 edit ion o f  Atar i
User.

I typed it all out correctly,
as ther e  w e r e  n o  e r r o r
messages, but when I ran it
to m y  g r ie f  three hour s

typing went down the drain.
All tha t  appeared was  a
black screen with two green
shapes on it.

tried Get It fl ight! but I
could not understand what
the letters  and  numbers
meant.

Then I realised that I had
run i t  before I  saved it ,
although the article said i f
you run the game and there
are any typing errors it may
cause the computer to crash
as the DO is used.

Could you te ll me what
the let ter s  a n d  numbers
mean on Get it  Right! and
what it  means by  the com-
puter  c rashing? Als o are
there any errors in the list-
ing? -  Kara Ball, Keynsham,
NW Bristol.

•  When a  computer  pro-
gram i s  t y p e d  i n  eac h
individual line is assigned a
unique set of numbers -  or
checksurn. The Get it r ight!
program prints this.

By r e fe r enc ing  t h e s e
numbers against the lis t in
the magaz ine you w i l l  in-
stantly k now whether you
have e n t e r e d  t h e  l i n e
correctly.

The fac t that  no  errors
were reported doesn't mean
that y ou hav en't  made a
mistake. For example, if you
enter A=8 when you should
have entered A=B the pro-
gram w on ' t  work , bu t  no
error will be reported.

Crashing the computer -
or locking the system up -
are jus t terms given to  an
acute ailment computers are
heir to. I f  you tell i t  to do
something that  i t  doesn't
like or isn't supposed to do,
it will wander off into Never
Never 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 par t o f  a
machine code routine.

WIN A
TENNER!
EACH m o n t h  w e  w i l
award E10 prizes for th(
most interesting le tte r
sent to us.

So n o w  there 's  more
reason than ever to con-
tribute to our lively mail-
bag pages.

Get y o u r  pe ns  o u t ,
start w r i t i ng a n d  y ou
could b e  o n e  o f  t h e
winners. The address:

Mailbag Editor
Atari User
Europa House
Adlington Park
Adlington
Macclesfield SK10 4NP

Tape
troubles
I BOUGHT an Atar i 800XI
and a 1010 recorder. At first
it worked O K bu t  af ter  a
short t ime i t  damaged the
tapes s o I  c ould not  play
them aga in .  I  t o o k  t h e
recorder back to Dixons who
sent it away.

They t h e n  r e tu r ned i t
saying the ir  was  nothing
wrong with it and it must be
the tapes. Wh a t  can y ou
advise me to do?

I also ow n  a  1050 disc
drive which works well, but I
would like to s till be able to
play budget tapes. -  Damien
Gipson, Bi de ford,  N o r t h
Devon.

•  We get  a lo t  o f  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 bes t solution is  to
get s omeone w ho  knows
what they're doing to check
the head a l ignment  and
clean it and the pinchwheel.

If the recorder s till gives
problems after this take it to
a reliable service engineer in
your area.

The pro
approach
I HAVE just bought an Atari
65XE and I  wou ld  like t o
know how  y ou w ou ld  go
about programming a pro-
fess ional game. I s  ther e
such a  th ing as  a  games
designer, or  will I have to go
back to  loops , pokes  and
graphics?

All I  ever  get is  errors,
errors and more errors, So
please can you help before I
overheat with confusion and
errors? — Darren Clewley,
Milton Keynes, Bucks.
•  A  pr ogr am c alled t he
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

RECENTLY I  ac quired an
Atari 400. My  knowledge of
Basic p r o g r a m m in g  i s
minimal, b u t  enough t o
write programs of sufficient
length to warrant the need
for some peripheral storage
device.

Several p e o p l e  h a v e
advised me that my  Sharp
stereo c as s e t t e  p l a y e r
should be compatible, but I
do n o t  have the required
multiport five pin DIN con-
nector.

Could you le t  me k now
whether my stereo cassette
is c ompat ib le  a n d  i f  s o

WE welcome letters from readers — about your
experiences using the  Atari micros, about t ips you
would like to pass on to other users a n d  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  lo t  o f  Broderbund
software and may be able to
help y ou. The address is
Broderbund/US Gold, Units
2/3 Holbard Way, Holbard,
Birmingham, B 6  7 A X ,
Tel:021-356 3388,

Submarine
sunk
A FORTNIGHT ago I bought
an Atari 65XE and a copy of
Atari User. /  have had an
Atari 800XL before, so I am
familiar with the keyboard,
but sad to say not with pro-
gramming.

I t y ped  i n  Submar ine
Hunter  a n d  c hec k ed i t
carefully  — espec ially  the

Sharp for stereo, but not programs
where could purchase the
connector o r  where I  can
fi nd the necessary infor -
mation needed to build such
a device?

In future, when my knowl-
edge o f  Basic and financial
circumstances hav e  i m -
proved, I  plan to purchase a
disc drive, However, un t i l
such time I hope you will be
able t o  he lp  m e  fi nd  an
economical solution to my
storage problem_ —Trefor W
Roberts, M e n a i  Bridge,
Gwynedd.

•  Unfortunately your  tape

Mailbag

data — but when I  entered
RUN it came up with error 6
which applies to the data in
line 8920. Could you help
me out of this problem?

Also do programs for the
old 48k work on the 65XE
7J.G. G ibson, Penzance,
Cornwall.
•  There are no errors in the
program as it is printed. Line
8920 c on ta ins  a  R EAD
command that  reads  the
data statements: You w i l l
need to check them all very
carefully.

Not all programs written
for the 400/800 machines
work on the 65XE. Some dif-
ferences in  t h e  o p e ra t in g
systems has cause a s light
incompatibility . However .
most programs published in
Atari User work on all Atari 8
bit computers.

recorder w i l l  n o t  p l u g
directly into an Atar i.  An
interface used to  be avail-
able f o r  c onv er t ing t h e
signal f r om a normal tape
deck to one that your POKEY
sound c hip c ould under -
stand,

However, we don't know
if t h e  c ompany  i s  s t i l l
trading and s o y our  only
option is  to  buy  an Atar i
deck. The XC12 is  available
for around E30 from various
advertisers in this issue.

You could also take a look
at the classified section o f
the magazine.

Finding the
vertical bar
I HAVE had an Atar i 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 o f  Atari User? — C.P.
Allen, Peterborough.
•  This is  one of those elu-
sive control characters the
Atari computer  possesses.
To ob ta in  i t  pres s  Con-
trol+V.

If you look in the February
issue of Atar i User you will
find a table showing all the
characters a n d  t h e  k ey -
strokes r equ ir ed  t o  g e t
them.

Programs
appreciated
THE Picture Processor and
the Po s t  Pr in te r  i n  t h e
January issue o f  Atari User
were tw o  very  good pro-
grams_ They  w i l l  come in
very useful to a lot of 1029
owners who, like myself, do
not fi nd a lo t  o f  programs
for dumping pic tures  t o
their printer.

The ease with which you
can conver t dif ferent fi le
formats is  very  useful. I t
shows other 1029 users just
what can be done w ith  a
litt le b i t  o f  patience and
practice. —  J . E .  R i c e ,
Ipswich, Suffolk.

Groans,
no grunts
I OWN an Atar i 800XL. and
was w o n d e r i n g  w h e n
someone is going to release
a 'wrestling game fo r  my
computer. I think a company
like U S G old c ould wr ite
one, a s  i t  has  pr oduc ed
them for other computers.

feel that the Atar i has
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great capabilities for games,
but a wrestling game seems
to be just what it hasn't got-
it would be a great success.
Do y ou  k n o w  i f  any  are
going t o  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 f o r  t h e  Atar i_ A n
American s oftware c om-
pany did br ing out a game
called Bop 'n' Wrestle, but it
was only  ever released in
America.

Gauntlet
blues
RECENTLY I  had a major
dis appointment w h i l e
playing US Gold's Gauntlet.
After near ly  three hours  I
reached level 110 and!  was
horrifi ed to see the same
sheet repeated ov er  and
over again after that.

At le v e l  130  bor edom
finally overcame me and I
was forced to turn the com-
puter of f  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 br ing ou t  International
Karate lion 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. A t  the moment
there appear to be no plans
for International Karate II,
but i f  it  turns up a rev iew
will appear in Atari User.

WP on the
800XL
I HAVE just bought an Atari
800XL a n d  w ou ld  lik e t o
know if the Atari Writer Plus
word processor is available
on tape for it. Also, can Atari
5MM804 pr inters  be  con-
nected t o  m y  c omputer
without a  G r aphic s  A T
Interface —  C h a r l t o n
Ferret°, Cann ing  T o w n ,
London. E16.

•  The AtariWriter Plus pro-
gram is  a disc-based word

DIP in for those elusive E signs
I FIND that when 1 use Mini
Office II with my  Panasonic
KX-P1081 printer it will print
the elus iv e E  b y  s imp ly
keying #. Yet no one seems
to have bothered to mention
this  i n  r ev iew s  o r  t h e
handbook.

In fact the manual advises
using pr int 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/s

processor. However, the old
Atar iWriter  car tr idge w i l l
work with a tape deck.

The SMM804 printer is  a
dot matr ix  model designed
for the ST  Personal corn-
puters or  the IBM PC and
compatibles -  it won't work
on an 800XL.

Happy
impulse
IN Dec ember  I  w e n t  t o
Curry's to  buy  a Walkman
for our  nine year old son's
Christmas pres ent.  Y o u
guessed -  I returned with an
Atari 65XE computer pack.

I had a great sense of guilt
at my  impulse buying, and
didn't have a  c lue about
computers at all.

As time has gone by  my
guilt feelings have gradually
receded because o f  help
from fr iends  and reading
Atari User. Gradually I have
learnt that computers are
not bor ing, they 're really
quite interesting. They have
opened a whole new wor ld
of interest for me -  which is
quite amaz ing t o  a  mer e
female' -  R o s e m a r y
Campbell, Kirkby Stephen,
Cumbria.

Get it Right!
I OWN an Atar i 800XL and
am new to computing and
very willing  to learn. I  typed

not recommended?
I would go on to say that,

with Eps on c ompat ib les
Mini Office II seems superior
to Atari Writer Plus, and the
only complaints I  can level
are that there seems to be
no b u i l t - i n  u n d e r l i n e
command so i t  consumes
two o f  the 10 code strings

in Bounder from the June
1987 issue of Atari User but,
try as I may, it  won't run.

Could it  be the program
uses machine code and do I
need a n  as s embler  lan-
guage?- J. Chapman Peter-
lee, Co. Durham.

•  The program is  wr itten
entirely in Basic and works
fine on an 800XL if you key it
in correctly.

You w i l l  fi nd  tha t  y ou
have made s ome ty p ing
error_ Check the program
very carefully us ing Get i t
Right!

Stanvars
on hold

LETTER

IN THE Apr il 1987 issue o f
Atari User  you said that a
conversion o f  the Starwars
coin-op series is  promised
for the Atari 8 bit by the end
of the year.

Where is it? I was eagerly
awaiting the release o f  this
game and as the end of the
year rolled around I noticed
it was  being released for
other computers but not for
Atari.

I 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

Mailbag

allowed, and double spaced
print cannot be defi ned for
part of a document.

Does anyone know how to
overcome these problems?
-  J.E. Robinson, Millom,
Cumbria.
•  Whether the 4  s ign out-
puts a E sign depends on the
DIP switch settings ins ide
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
a broken switch. D o  y ou
know wher e I  can g e t  a
replacement? -  Mrs  K.B.
Shipp, Horsham, W.Sussex.
•  Replacement keys for the
1010 t a p e  dec k  c an  b e
obtained from Silica Shop,
The price is  E1.12 -  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 lis t o f  them? -  Derek
Broad, C h r i s t c h u r c h ,
Dorset.

•  A lot of  car games have
been written for  Atari 8 bit
computers over the years,
They include Pole Position,
Pitstop, Pi t s top  I I ,  Ba ja
Buggies, Rally  Speedway,
Racing Destruction Kit  and
many more.
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Suitable for Product Format RRP
Special

reader offer
YOU

SAVE
Offer including
subscription

YOU
SAVE

Atari 800/130
with 1050
disc drive

The Pawn Disc E19,95 E14.95 E5 E24.95 E10
Guild of Thieves Disc E19•95 E14.95 E5 E24,95 E10E1

Enter  the magical
wor ld  of Kerovnial
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
of programming time to produce
— and it  shows. The Pawn is the
stuff from which cults are made.

— Anthony Ginn, Atari  User,
M ay 1986

MAIL ORINAlt OFFERS

0 q 0 1 4 KAU

i o r  I P O O t t f o r d  n  a n  •  e a l w Wi c e  ' t  * w a r .  • n o t h i n g /
s n o w tta n  I s  h e r s

111

Guild of Thieves

Guild o f Thieves is the long-awaited
follow-up to  the award-winning
adventure, The Pawn.

You're back in the fantasy world o f
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,

This is an absorbing, funny and tantalising
adventure and guaranteed to  be another
sure-fire winner for Rainbirct

— Bob Chappell,
Atari User, October 1987

TO ORDER PLEASE USE THE FORM ON PAGE 61
12.'87 6
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E 4 . 9 5

7098 1 1
Dust Cover
E3.95 UK  1 : 3 0 X E 7031
E4,95 Europu'Oversas  8 0 0 X L 7060

Atari User Binder
14.95 UK; 16.95 Europe; /11.95 Overseas Airmail 7029 ! I

MAIL O M R  OFFERS

T.Protect your Atar i .

A year's supply of Atari
User can be kept in this
handsome chocolate
brown binder
Only £4.95

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 E3.95

and your Atari Users

Secure storage for
your
discs

The ideal storage
medium for your
5.25in discs.
The luxury padded
PVC boxes are
strongly made to
protect your valuable
discs and can be packed
flat when not in use.
Box holds up to
60 5.25in discs E4.95
Disc Storage Box

Send to: Database Publications, FREEPOST, Europa House,
Adlinglon Park, Adlington, Macclesfi eld, Cheshire SK10 5NP

(No stamp needed it  posted in UK) Piouse aPenv 28 days for dehvetey

Order at any time of the day or night
Fax Orders:

0625 879986
Orders by Prestel:

key •69, then 614568383

Tatepbone Orders:0625 879920

ktocrobnicTetecornGokt
72:11AG001

Don't Forget to give your name, address and credit card number
ENQUIRIES ONLY: 0625 B79940 9am-5prn

I
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Ten of the Best Utilities Cs e e page 30
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FREE GAMES
FOR 65XE, 600XL, 800XL AND 130XE

TTTLE CASs Disk Rom TITLE Cal S Disk Rom
Ace of Aces 899 13 50

56

Actiont . .

39

- 6935
Rrn$114. II

- 17.99

6

k a r O K I S  •
• 7.96 1150

44

AVIOCIUOI - 17.95

63

Berker Sheer I221b). - 1350

62

Batt the Gloat Wyse Detective _199 13.50

Stortsoft

Base XE

Front ier Software 2

69 95

62
Global Computer Services.. 62 Su naro Software

54.95

Howlensof t 62

26 95

62

Cotossus Chess 4.0 . 1195 13.45

64

Coird 725 11,50
Fight Senularor II . . . . - 3995 Gauntlet 9.99 1350
Kn çh t c 1345 13.45 Leaded:owl 8.99 13.50
Mar.,65 Memo Assembler - 69.95 liftera vale* II . .199 5.99
Mint Nine II - 17.95 Meal Foos 725 9.95
Programmers Uhlky Padt - 22.95 Siert So lve .13.95 1345
Spreadsheet ISwilt). - 22.45 Steve Davis Snooker • .695 11.50
lonahawk 895 13 45 tkrsuris 13,45 17 95

Atari Computer Show „ ......-  4 Meedmore Distribut ion 3 7
Atari World 62 MicroLink 8
Centec 28 Miles Better Software 56
Chips 39 Monitor 44
Communicat ions  Media 6 Page 6 6
Compumart 37,39 Rambit 44
Computerware 44 Silica Shop 63
Database Software 34 Softscan 62
Datel Electronics 44 Stortsoft 24
Front ier Software 2 STV Sof tware 62
Global Computer Services.. 62 Su naro Software 21
Howlensof t 62 The Tape Centre 62
Ladbroke Computers 51 Tynesoft 64

When you purchase
"WORLD CUP MANAGER"

at the Special Price of
26.00 cassette, 210.00 disc inc. p&p
Choose from Darg, Joe a nd the

Nuclear  Caverns (cassette or  disc) o r
Galactic Cresta  (cassette only )

Cheque or POs to:
STAT SOFTWARE

9 Chiswick Walk, Chelmsley Wood
Birmingham B37 6TA

XL/XE MOUSE
AN ST MOUSE FOR YOUR
XL/XE
Includes: Mouse, Art Package,
Fast picture loader,
Atari Artist/GAD translator.
2 demo programs show the
use of the mouse in your own
software, Supplied with all
operating information.
All for
E29.95 Post free
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Please stale 603XL 130SE
ard casseneosk

COD service available for E1.50
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80-COLUMN WP ON SCREEN
This full-feature letter/word

processor supports standard
Atari keyboard editing PLUS

wordwrap, insert &
justification, Address, date

and ref. area also control search/
mailshot feature. Mouse/joystick
operation with pull-down menus,

Disk only
£24.95 Post free
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ATARI )(LAE & ST GAMES-LITILITIES-
HARDWARE-VCS 2600 CARTRIDGES

TRANSFER GAME TAPES TO DISK! Thoug hi it  was impossible? Not so! Many cassette
games can indeed be convened to disk successluay with THE ALCHEMIST transfer system!
The utility is entirely non-technical to use, so why endure slow and error prone cassette loads
-  send for a copy today! THE ALCHEMIST @ ONLY E19.95 Post  Free. •
REQUIRE DISK BACKUP? The DISK-TO-DISK-PLUS oilers disk backup. including desks
that use CRC-error BAD-SECTORS for proleCion' Aso  includes: Tape to Disk transfer, Disk
to Tape transfer, and a Tape to Tap*  copokr. DISK-TO-DISK PLUS @ ONLY E16.95 Post
Fria .
REDUCE TAPE LOADING TIMES! As well as automatic backup of cassette games.
TURBOCHARGER ) ( L I E also offers an additional function -  TURBOSAVE! The utility will
dJplicate garr e tapes to ordinary blank cassettes, and the duplicated game veil LOAD
FASTER THAN THE ORIGINAL' The orginal game tapers unaffected TURBOCHARGER
XL I E (@ ONLY E9.95 Pool Free_
DO YOU PROGRAM IN BASIC'? It you 00„ why not give your compaded programs a touch of
class with BASIC AUTOLOADER! The utility will convert any Basle program that requires you
to CLOAD and RUN rt, into a boot-load version -  just like oommercial cassette programs! Just
hold down the START key and SWITCH ON to load and run your own Basic programs!
BASIC AUTOLOADER @ ONLY E7.98 Post Free
FOR DETAILS OF ST SOFTWARE -  ATARI VC S 2600 CARTRIDGES -  ATARI & THIRD
PARTY HARDWARE -  TITLES NOT LISTED -  PHON Ell

BUDGET CASSETTES, - Decathlon -  Feud -  Hen ry'. House -  a ll @ £1.99 each.
On C o . -  Pontoon -  'BO -  a ll @ E2.99 each

U.K. Postage -  FREE on Orders over 5 -  otherwise 50p P&P. Overseas Postage -  please
add E2 to  your total order. Orders are supplied by Mail Order only, and sublect to availability.

For further intorreation, semi a S.A.E. o r I t
Please make cheoues or P.O's payable to:

5 1
5
f fi
y 5
1
-
1 9
11

(Dept AU), P.O. Box, Hereford HI:14 r ifti
e  (0432) 50636

ADVERTISERS'
INDEX

OPENING OFFER AT

THE TAPE CENTRE
ATARI GAMES ALL AT E5.95 A T A R I  2600 GAMES
Screaming Wings
A Day at the Races
Warrors of Ras
Smash Hits 2
Smash Hits 7
Winter Otympcs
Monlezumas Reveng•
Spy v Spy
Spy v Spy II

Please make

Superman
Bou iderdash
Boulderdash II
Domain of the Undaad
Zorro
Jet Set Willy
Comet Game
Hacker
Trailblazer

ALL AT 1:7,95
Enduro
Freeway
Ghost Busters
Prif all
River Raid
Space Shuttle
Tennis
Robot Tark

ALL AT E6.95
Dodgems, Circus
Boing
Wizard of War
Srmirls
Venture
Solar Fox
Muse Trap
Gorf, Donkey Kong

Tape Centre.Cheques,Postal Orders payable to The
Overseas add El 50.

Full price Hsi please send SAE.
THE TAPE CENTRE

Unit 18. The Marlborough Centre, CoalvIlle, Leicestershire

JIL _AL
ATARI  I N  MANCHESTER
For the best selection of Software

for your Atari Computer
or Video Game Console

visit
ATARI WORLD

15 Fe nne l  Str eet ,  Ma nc he s t e r  4
(Opposite Victoria  StationAMAIgace Car Pa rk)

Tel :  061-834 4941.  O pe n:  Mon. -Fr i .  10-6.  Sat .  10-5.30
M a il Ord e r  w it h  p leasu re . Stamp f o r ca t a lo g
-
t ie

ATARI 4001600/800/XL/XE
UTILITIES AND GAMES
HOWFEN DOS 3-More than a tope to disc o a
-
r o e n o r  0  a  t h e  
h e s t  m e n u  
d n v e n  
fi l e g a m e  
m a n a g e -
m e r i t  
s y s t
e m

yet Hods up to 40 programs per dsc depayed on a colounin mom. Run the program you wart at ?le press of a
outtoo R o a m s  ricludne nkilti stage lape Iodise, disc to tape dist le dist Extra lundion to convert all your

rrieru systems Imutt bcot etc Ito Howler DOS weeks n army densly - fat warp speed in CO). No other
program needed. E17,95.
DISC DUPE 3-Excellent seder roper lot or dinar, or bad sectored pterA3Cikt discs. Remembers bad sedore
and recreates them Includes Ten lest and tormato, E9.115.
KOPY KART-Treater your layout@ cartridge software to disc or tape. Comes comp/ate with canridgeemulator. £20.95.
KOPT T4- Back up singermut stage tapes leash £7.95.
AUTOMENU-Autommitaty hus every ite on disc 'Banc or Boar,' and wil run them at the press ot a bunon
Works in any density -any DOS E7.95.
DOS-MOD- Noddy Alai COS to work kin irtiril drable density when used enth US 1050 with clattler mod IS
pate ot Happy Gives 180li capacity on EACH side of the disc. t9.95.
ELECTRONIC DISC NOTCH ER KIT-Use other side of dee without notching. El 4.95
GAMES-A Large se'eaon of used ORIGINAL software on tape, disc and cartridge al hall rem price or less. 5
nee gases wth all orders met f:20
For our range of lapeAlscicarirldge utilities and games send large SAE to:
HOI NFENSOFT
145 BANKSI DE,  WESTHOUGHTON,  BOLTON,  LANCS.
Oversee, add E2 to il l orders.
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ONLY FROM SILICA
thords •  personal compiler del rat only solve probative like oder tattpixiare but also solos

IA one problem that other conquers te a  creedal, Alhordabolity Shoo Shoo are peasad to preen' the
ST range of merwillibreireere computers born Mari The ST was damped utiliceng the iron w a d
oreakthrotions in earnioonductor McNeal/5r, producing a pe e . l i  computer that portonnn toe . writh
Sew ports Which moans it cools tea to maker And lee to buy TM  tweet ST compeers now armido
budil in power supplies and built in dim dnves The TOS operating system and GEM window environment
ant now On ROM chips when am already Metaled In Ms IT  IMIXteril T M  e da m  Wormlc instant
hooting wean you switch on. Sec. S hop... penal to otter the complete Atari ST range Our mall maw
lopertmant is abroad in Sericite and ree haw 3 elan indigent Siticup, Lion Homo (Tottenham Court Rd)
and Selfridges 'Oxford Steel) We have sight rears experionce Of Mad prodintur longer than any other
JK company, and are well enshrined na the UK. Not Mari specialist. kWh a group homer or ova ES
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ST and wooed like to hem your mum meted to our mailing UR Plasm comp.!. too coupon a return I
toA. The Intormabon ammo is salable ONLY RION P IM A
FRE E  O V E RNI G HT  DE LI V E RY  - Fr om Si l ica
Ideal mama nO. procaaasol o u r  computer tenses 24 haws of recolving Maw Most Mergers
ordore an amyl by tho mentight GAOUP A courier We a l FREE OF CtlAROE to thiataerti wehin
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1-4 The Mews, Hatheriey Road, Sidcup, Kent, 0A14 40X
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Selfridges /1st floori, Oxford Street, London Vi l  A 1..1,s4

ATARI 1040ST-F -  NEW PRICE
Ws ma plamad to announco a nom maluomd pool point ort the
164135T.F which is now meltable kw only EAU (Inc VAT) T M
ICAO is a pteralui cornputer with 1Mb CA RAM end alio incardos
a buill- ift 1140 dOuble NAM d u b  d n .  The 1040 has been
deeignod tor  um  on Isiminata and proMmional applications
most of which require •  high rosolution nionochrone 0, M aur
monitor I t  does not therelOnt have la  RE modulator tor Loa
with a domestic TV mit Modulators car be Mad IOI fa t firm VAT).
oder- r mot...re m e w  sumer Lae l e n
MMS T.F 14,0084 •  r000 Ow SrolS MowOromrro
- •  M N  
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For the mar who roguing man M E . RAM than the 520 or 1040
ST'e offor, the new MEGA ST compute. In t la w •velbehe
There are ter0 MEGA SY 't ono *HO 20tb Of RAM and the other
With a rreeshre StAb. Roth new Commuters S e fully compatible
with aaa/IN STIagral run currently a m e ba  ST schema. TM
MEGA S T.  ere dyed as on axpandable Central P rOeltuag
Unit yoth open erChillattrei and I  Catirmable keyboard They
are supplod with GEM. a trio* moots Written& Ind all ewes
as with IN) 520 or 1040. P raia art ea lOgoare,
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1S O  M U C H  F O R  S O  L I T T L E !
There is nothing that can compare with the incredible value for money offered by Atari's
520ST-FM. For  only E280 (+VAT=E299). you can purchase a powerful 512K RAM computer,
with a 95 key keyboard (including numeric keypad), MIDI  Interface, GEM, a palette of 512
colours, mouse controller, end a 512K built-in clink drive, The 520ST-FM has a TV modulator
built-in, and comes with a lead to allow you to plug i t straight into any domestic colour
television set, The mains transformer is also bui l t
-
in t o  t h e  k e y b o a r d ,  
s o  t h e r e  
a r e  
n o  
m e s s y

external boxes. You couldn't wish for a more compact, powerful and stylish unit. Atari ST
computers are now firmly establishod 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 5 2 0 S T
-
FM ( o r  a n y  
A t a r i  
S T  
c o m p u t e r )  
f r o m  
S i l i c
a  
S h o
p ,  
y o
u  
w i
l l

get a lot more, including a FREE Silica ST Starter Kit worth over E100, Reed the ONLY FROM
SILICA section on the loft, to see why you should buy your new high power, low price 520ST-
FM from Silica Shop, the UK's Nol  Atari Specialists. For further details of the range of Atari
ST computers end the FREE Silice ST Starter Kit, complete and return the reply coupon below,ATARI 520ST-FM NOW ONLY E260 (+VAT=C299)
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/  To: Silks Shop Ltd, Dip! ATUSR 0388, 1-4 The Mews, Katheney Road, Sidcup, Kent, DAM SOX I

PLEASE SEND ME FREE LITER), O N  THE ATARI ST •
1  Mr /Mr s/Mr

Surname:

11 Address-

P o s t c o d e :
Do you already own a datoom•s
it so, edticet one do you ' m a    •

41. M I  111. E n  no m > < 1 1 0



EXPERIENCE
THE REAL THING!
WIN A WINTER OLYMPK HOLIDAY

WORTH MORE THAN £2000,
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' W i n t e r  Olympiad
1
88 i s

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

i S k a t i n g .  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:11 CBM64, BBC/ELECTRON,

ATARI £9.95
SPECTRUM, AMSTRAD,
C16/4-4 £7.95
DISK - BBC £14.95
MASTER COMPACT £14.95
ATARI 8 BIT £14.95
ST. £19.95 AMIGA £1995
IBM £19.95
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