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Mini Office ll

powerful home

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

AT A
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Ln_unp{.'-s_sf: :1. lef_h:r. set the prmt- Build up a }t‘l"hﬂtl!(‘. ugtd index, ORDER FORM

out options using embedded use the flexible print-out

commands or menus, use the routine, do powerful multi-field I

mail merge facility to produce sorting, perform all arithmetic

personalised circulars — and more! functions, link with the word
processor — and more!

Please send me Mini Office 1 for the
Atari -LI!I].HH-H-\I /XE (48k required).
on 5vy" disc for £19.95

Prepare budgets or tables, total vIMS MODULE Database Software, or debit my

columns or rows with ease, UHI[‘I}__ a modem you can access Access/Visa card:

copy formulae absolutely or services such as MicroLink and T T TIT]
relatively, use a wide selection order a wide range of goods T R

of mathematical and scientific from flowers to software, send
functions, recalculate electronic mail, telex and tele-
automatically — and more! messages in a flash — and more!

I enclose cheque made payable to I

Signed ..
Mame......

Address.....
A\BEL. PRINTER
Enter data directly or load data Design the layout of a label with
from the spreadsheet, produce the easy-to-use editor, select
pie charts, display bar charts label size and sheet format, ORDER HOTLINE:
side by side or stacked, overlay read in database files, print out TEL: 0625 879920
line graphs — and more! in any quantity — and more! SEND TO: Delsbase Software,

Europa House, Adlington Park.

I
] Europa House, Adlington Park, Adlington, Macclesficld SK10 5N I"
DATABASE SOFT“‘:.ARE vdlington, Macclesfield SK10 SMIP. Ry — - I|L_ -
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The phenomenal growth in demand
for Atari computers means a much
bigger home for the BIG show . ..

AR Aewenira P

Wood A London
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Organised by
Database
Exhibnitions

s D
A 8

-
[

2 Lot

o s

TP
i

TTR mud
...... :!1 i
THREE action-packed | FE-.-.-;

days for Atari owners!

The spectacular Alexandra Palace And that means you can enjoy unique
represents a new showcase for the hands-on experience of programs
fastest-growing range of computers everyone will soon be talking about.
on the market. You'll find some of the best prices
From the exciting games console to around for blank discs, disc boxes and
the ever-popular 8-bit Atari and the other accessories, learn about the many
sensational Mega ST, they'll all be opportunities to expand your computer
there at the Atari User Show! : system, get helpful advice from some of
some of the very latest software Britain’s leading experts, and so much
will be on show for the first time. more!

How to get there r Your advance ticket order Lol ll bkt -

It's 30 :a:f to get to the show — l ; The West Hall I
H.‘;'!.’.'.E?..'k:ﬁﬂﬁ"iﬁdo";n“" e Alexandra Palace, Alexandra Park
British Mall station, whisking SRR e L Wood Green, London N22 |
ri:m:r: to and from King's Cross | | (Orcer four adult fickets, get ihe fifth — April 22-24, 1988 I
njm “In! min 3 I I I! [} L CALAT &l i L ARCES, L { 47AC 11 Ly ) :
a free bus nnrlul shuttling ey I i : _ Post to: Atari User Show Tickets,
between station and show every O Under-16s tickets atE 1 [save L] E Europa House, Adlington Park, I
10 minutes. I m.r' tri\i'tlllng l {Ordler four rdier- 165 rickets. gel the Fifth F REEN M"Wfﬂﬂ', Macclesfield SKT10 SNP. I
by road the show is only 15
minutes away from junction 25 I o] - | SR .k I
on the M25 — and ail car parking O | enclase a cheque made payable o ]
ks iree. I Database Exhibitions y Add I
Cut the queues and 0 pease gevcm Expiry date Pastcode Sign i
q I Accesshisa card no t OSIEOCK e e l
sa h - . . )
== ind g o L) EL R Ly e Ll e ane e Show Hotline: 0625 879920 |
with this advance Admission at deor: Advance ticket orders PRESTEL ORDERS: KEY *89, THEN 614568383
ticket order | &3/aduies). must be recelved by VICROLINK ORDERS: MAILBOX 72maGoo1 4268 |
£2 [under 16s] Wednesday, April 13. Please guote creait card number and full ddress 2 88(23




Console ——
campaign
continues

A COURT decision in the US
has resulted in Atari being
able to continue with its TV
campaign for the XE video
games console.

The case was brought by
Mintendo who complained
that the TV ad was false and
misleading by comparing its
games machine to Atari’s.

Mike Katz, of Atari's elec-
tronic entertainments
division, said: “We are very
pleased about the ruling.
The commercial was hard-
hitting but truthful”.

New venue
for show

THE biggest Atari User
Show ever is lined up for the
West Hall, Alexandra Palace,
London, April 22 to 24.

Last November's show at
the Novotel in Hammer-
smith was so successful
it smashed all previous
attendance records.

The rapidly growing army
of Atari enthusiasts ensured
that a move to an even
larger venue was a must for
organisers Database Exhibi-
fions.

And even after the switch
to the spacious Alexandra
FPalace, increased demand
from dealers has meant an
extra 30 per cent of exhibi-
tion area has had to be
provided,

Visitors wifl now hawve
even more fo see and more
bargains to choose from
than ever before, with
exhibitors already pro-
mising price cuts on games,
discs, printers, business
packages, and hundreds of
other items.

A money-saving advance
ticket order form appears on
Page 4.

u

. NEWS

REVIEW
Woolworths to stock

Atari budget titles

THERE is good news in
store for Atari budget soft-
ware buyers. Woolworths is
ending its exclusive arran-
gement with Mastertronic,
and stocking a selection of
Firebird titles as well.

And there is a strong pos-
sibility that the High Street
giant will also find shelf
space for the fast-moving
Code Masters games.

Boots is also expected to
rearrange its Mastertronic-
dominated shelves and give
more exposure to Firebird
and Code Masters titles.

A company source said
there are plans to deal with

all its budget software
suppliers on an equal basis
in future.

Meanwhile, Activision has
agreed to let Mastertronic
handle its entire catalogue
of hit programs under the
newly-created budget label
Ricochet.

Atari 8 bit versions will
cost £1.99 on cassette and
£2.99 on disc.

The vast Activision range
includes the Lucasfilm titles
and classic hits like
Ghostbusters — which will
be one of the first Ricochet
releases.

A Mastertronic spokes-

man told Atari User: "We're
delighted to do this deal.
The Activision range rein-
forces our policy of only
releasing the very best qua-
lity product on the Ricochet
label”,

Activision's Rod Cousins
said: “The agreement really
demonstrates the importance
of secondary marketing
opportunities and of build-
ing a catalogue that has a
worth over a period.

“In a business where shelf
life may be short lived, the
ability to recycle programs
through budget labels is
beneficial to all concerned”,

Mark Smith leads the way

Virgin races ahead

VIRGIN Games moves into
the fast track this year with
motor racing sponsorship.

Driving its entry in the
Formula First championship
will be Mark Smith, author
of interactive adventure
books that have provided
the inspiration for several
computer games,

From those books Virgin
Games has produced
Falcon, the Renegade Lord
and will soon release
Duelmaster, Challenge of

the Magi. Gremlin Graphics
has published Way of the
Tiger and plans a second
Duelmaster adventure
called Blood Valley.

Mark will be sponsored
for the Top Gear Formula
First series at Brands Hatch
— and Atari users will have
plenty of chances to see the
distinctive Virgin Games
logo flashing around the
track because the races will
be covered by BBC 2's Top
Gear programme.

Case
settled

FOLLOWING an injunction
and court case involving
Telecomsoft and Hewson,
Firebird has won the right to
publish Marpheus and Meg-
netron this year.

The titles came under
contention when Steve
Turner, boss of Graftgold
and author of Magnetron
signed a long-term pro-
gramming contract with
Telecomsoft for all future
products and separate con-
tracts for Morpheus and
Magnetron.

Prior to this deal, Graft-
gold had published all its hit
titles through Hewson
which objected to Turner's
new arrangement.

It could be several months
before the dispute is finally
settled, but in the meantime
the courts say Telecomsoft
can go ahead and publish
the two contentious titles.
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Link your Atari to the outside world with...

Microlink

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

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

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

Tele-booking — Reserve train and
theatre tickets, check flight details

. worldwide, or order from a vast

range of products — from flowers
to floppy discs.

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

Company searches — Obtain facts
about any British limited
company in seconds, and fully
analysed financial information on
owver 100,000 major companies.

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

in the world, with

over 380,000 words.

News - Use the powerful search
commands to pinpoint vital
business information from the
world's leading news services,
newspapers and periodicals.

Radiopaging — If you also have a
pocket radiopager you'll be
alerted each time an urgent
message arrives in your mailbox.
So you're always in touch.

Gateways — Get through to New
York in just five seconds — or key
into the EEC computer in
Luxembourg, which links you to
600 databases throughout Europe.

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

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

communications software.
E (v ) We have provided two possible

options on the left.

Whichever equipment you use,
you will be able to call MicroLink,
If you have an 850 interface: opén your mailbox, save to disc any
Pace Nightingale manual modem messages Waltlﬂg for you, and dis-

+ cable (£116.15) PLUS Mini z ; ;
Office 1l (£19.95). connect in as little as two minutes.

Total price: £136.10.

If you don’t have an interface:
Miracle WS2000 V21, V23 modem

e e

Two recommended packages

+ Datatari interface + cable + More than
Datatari software. 0 per cent
Total price: £149.95, :' :ubicﬂhﬂfﬁ

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

can connect to
the MicroLink
computer at
local call

rates.

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

[ Pace package [ Miracle package

TO FIND OUT MORE
Fill in the coupon and
gend it to the address
below. ¥

Mame

Address

Postcode — =

MicroLink and Telecom
R St Send to: MicroLink, Europa House, Adlington Park, I

Adlington, Macclesfield SK10 5NP. }
ATUZ |




Double helping
from Red Rat

A DOUBLE helping of enter-
tainment is being served up
by Red Rat Software with
the release of two twin-pack
games for the Atari.

Both titles come on a
single cassette or disc and
feature high resolution
graphics and scrolling anim-
ation.

The first release contains
Mad Jax and Planet Attack.
Mad Jax is a wild car game
where you have to guide the
vehicle through the desert
en route to the city.

It may sound simple, but
planes and heavily armed
monster cars are out to get
you.

In planet Attack the object
is to destroy enemy alien tri-
pods on a distant planet.
Following take-off from your
landing pad you have to
drop bombs and fire lasers
to destroy the targets.

However, hostile flying
saucers attempt to thwart
your mission.

The other double pack
from Red Rat (061-835 1055)
features Space Wars — a
good old shoot-"em-up in
the style of the classic
arcade game Astroblaster —
and Dreadnaught.

From deep space to the
deep blue sea, Dreadnaught
follows the theme of the lost
city of Atlantis: Aliens are

trying to

your job to stop them.
All double packs are

priced at £7.99 on cassette i

and £9.99 on disc.

Zepplin takes off

A WEALTH of new games
titles for Atari computers are
on the way following the
recent formation of Zepplin
Games (091-281 4401).

The company wWas
launched last November
and boasts a team of highly
talented young program-
mers.

Zepplin's software direc-
tor, Brian Jobbling, aged 19,
already has some impress-
ive titles under his belt,
including Phantom, Winter
Olympics, and Who Dares
Wins Il. His latest offering

for the Atari is Speed Ace, a
motorcycle simulation in
which two players can
compete against each other
or 19 computer riders.

The game features some
of the world's best known
race tracks, such as
Silverstone, Brands Hatch
and Monza.

Colliding with any of the
other riders on the track
results in losing temporary
control of the motorcycle at
simulated speeds of up to
130 mph. Price £2.99.

%’

?éhzﬁﬂ‘i{rﬁﬁ‘*?f EIZTE@'&

destroy the |
remains of the city and it is |

S
L e 199
B A 1.99
S |4 10 ortronic 2.99
4 | o N i 2.99
B Y 1.99
B ook 1.99
|, (UG 2.99
- HRE i 1.99
R g 1.99
10 o [cO0W 199

b bl 3.99

ooty 9.95

iﬂgﬁ %EfiT GAMES 2 3_99

7 | LEADERBOARD -
Access/US Gold

9.95

o [ 199
3 MR, 2.99
17 0 199
187 |rorrs 1.99
18 b 1.99
20 9.95

Compiled by Gallup/Microscope

Mastertronic dominates this month’s chart. Not only has it
dislodged Firebird’'s Decathlon from the number one pos-
ition — replacing it with the excellent Henry's House — the
company also has seven titles in the Top Ten.
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SOFTWARE

EXPRESS Ltd. AJT!%

NEW RELEASES!!!

ALTERNATE REALITY (THE l)U\GED]\"} DISK £19.99

GUILD OF THIEVES cooooee e cossrssssiacssismsiemsnseeos DISK £19.95
ENIGET ORC.... ovsimanmismmuimmmuene. GASS 1495
ENIGHT OB s cmemsererisis iasessamss AR DISK £14.95
D et CASS £7.95
DRUID... i DISK E17.95
THE LIVING DAYLIGHTS... s ASE 1095
THE LIVING DAYLIGHTS... cevvssssensssenseeee. DISK £14.95
ARKANOID... R SRR R T T
U e R DISK £14.95
DARG....cc.. RIS SR Y T T
BRI e e e DISK £7.99
GUNSLI .. veeneeeens DISK £19.99
JOE & THE NUCLEAR CAVERNS....occeor DISK £7.99

SPECIAL OFFERS!!!

CONVERSATIONAL FRENCH...ccoimessssnissnssss CASS
PITFALL IL..ccoreraneersneems ke iasanis sy asins AR
RESCUE ON FRAFTALLU!: F——— 1] . ], ¢
FIRST STEPS WITH THE MR. MEN...... . CASS

MICKEY IN THE GREAT OUTDOORS........ DISK

MOUNTAIN KING... CART
MINER 2049ER... .. CART
BASIC (4(!!1!8(!}} ..................................................... CART
ROSENS BRIGADE.... reeeeees CASS & DISK
CLOWNS AND EA[I [}[}\S .............. CASS & DISK
SEA BANDITS... ermmiresremeniie CASS & DISK
POODY AN....cocinmsmrmmmrmmrmssmsmscsiasssasssminnnas CASS & DISK

ONLY £5.00 EACH I

LONE RAIDER....ccctseussrensssnssssssssn ssssnrers CASS
ONLY £2.00 EACH !l

TRIVIAL PURSUIT

XLENT SOFTWARE 10-PRINT-
TO A 1029 PRINTER....(DISK) £14.95

THE FIRST XLENT WORD PROCESSOR

THE ULTIMATE COMPUTER BOARD GAME FOR THE ATART C/D £14. 95/E19.95

ALLOWS YOU TO PRINT, EDIT FONTS AND DUMP GRAPHIC 8 SCREENS

"ANTIC" MAGAZINE AWARD WINNER FOR 1987....... (DISK) £29.95

)

THE

ONE

MAGAZINES - BACK ISSUES STILL AVAILABLE - PHONE FOR DETAILS

STOP

ATARI
SHOP

ATARI 130XE COMPUTER/XC12 DATA RECORDER PACK

INCLUDING JOYSTICK AND 6 PROGRAMES.L....ccommmmmmmmmssmssmmimsn e £139.95
021 328 3585
021 643 9100
MEL COOL oo s ssimsinss e s ssassasnasiansssemsnsns LU £5.005
KABOOM ..o cmsnasmssasanessssmsssassnsasssssnnssasss (LOM) £5.85
O-S—S PRODUCTS This Advert was Lypeset on |
ATARI LSy AR B Sl
THE WRITERS TOOL (ROM).. £69.00 EE ul to & Qms PS80+ Laser
BASIC XL (ROM) .ooeuerreeee e, £59.00 ST'S inter.
BASIC XE (ROM)  .ververeninsns £79.00 AVAILABLE g
U 1o )Yy —— L X FROM
BASIC XL TOOLKIT woooorreeree £29.95 £259.00 |
PHONE @
-

ATARI 400/800 OWNERS "THE PROGRAMMER "
LﬂhTM\I]NL BASIC ROM & MANUALS

ATARI CARTRIDGES

ONLY . SR . £7.95! A ASSEMBLER EDITOR ... £19.95

ooy CAVERNS OF MARS ...... £7.95

SEND OR PHONE FOR OUR LATEST PRICE LIST Hﬁﬁ;‘ﬁﬂhﬂ ------------------------- ig‘-;ss
TARI V.C. E 520/ JEASE SPECIFY P rssmmsennnes

AR 5 A 1048 £E) BEHEIFY) DONKEY KONG JNR. ... £7.95

o0 TR i e £7.95

B LOGO . . £29.95

BOOKS MICROSOFT BASIC 11 . £19.95

MISSILE COMMAND ...... £7.95

DE RE ATARI - A GUIDE TO EFFECTIVE PROGRAMMING....£17.00 MUSIC COMPOSER ........ £7.95

| ATARI TECHNICAL REFERENCE NOTES : SKY WRITER ....coeeononeneee £7.95

ATARI 130XE HANDBOOK (XL/XE BASIC MANUAL) STAR RAIDERS .orinens £7.95

TENNIS . e £1.95

OTHER BOOKS AVAILABLE - PHONE WITH REQUIREMENTS ATARI TYPO ATTACK . — £795

ATARI

ATARI

DEALER and OVERSEAS Enquiries Welcome

514-516 Alum Rock Road, Alum Rock, Birmingham. Telephone: 021 328 3585
212-213 Broad Street, Birmingham. Telephone: 021 643 9100
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Adventuring

JUST let me ease off these seven
league boots and soak my aching
tootsies in this bowl of hot mustard-
water and I'll be with you. Ahhh!
That's better. You see, I've just been
playing in the All Dwarfs 26-a-side
crystal ball kicking championships
and my toes are now the size, colour
and consistency of a bunch of over-
ripe bananas.

My tearn — the Adventuring Allsorts
— lost 751-nil in the final to the Rough
Diamonds — a mixed team of giants
and ogres from over the western hills.
They were bigger than us — about 15
feet to be precise.

Goodness knows how they were
admitted to the competition: They
must have bribed the committee with
one of their famous dinosaur pies.

Still, enough of my pastimes. Let's
get on with the real business — adven-
turing. | have exciting news of three
great new games, all of which may
well be on sale by the time you read
this column. First, following up the
superb Guild of Thieves, comes
Jinxter from Rainbird and Magnetic
Scrolls.

This lighthearted and humorous tale
is set in Aquitania, a land soaked in
luck and happiness where nothing
nasty ever happens: A land protected
from the naughty Green Magicians by
a charm bracelet of magical powers.

But someone has been removing
the charms from the bracelet, with the
result that the Greenies are gaining
power, and luck is at a premium. Your
task is to recover the missing charms
and so restore Aquitania to its former
state of well-being.

Written by Michael Bywater and the
Magnetic Scrolls development team,
Jinxter is a far cry from being another
run-of-the-mill adventure. You won't
find any obsolete Orcs, washed-up
wizards or hammy Hobbits in this one.

What you will find is an adventure
that provides puzzles and giggles in
abundance. For instance, a guardian
from beyond the realms of time is not
a cloaked and bearded figure of
awesome demeanour, but a morose,
reluctant, time-serving bloke in a
herringbone overcoat - a sort of
Arthur Daley of Aquitania. "What's the
point of wossname, immaortality,” he
grumbles, “if you can’'t get a decent bit
of cheese in your sandwich, narmean?”

And he's pretty naff at helping you
learn the magic spells you’'ll need to
succeed in your mission. “Just find
the watchercallit, say the doodah and
thingie's your wossname. Charm.
Word. Bob. Uncle. Narmean?”

The supporting characters are no
less strange. The gardener is a cert-
ifiable megalomaniac and the village
postmistress thinks she's Calamity

Light

touch

by

Rouloc

in Aquitania

Jane. And what is the relationship
between her and the thick-witted
postman? What is going on in your
best friend's cellar and what's that
pong? Why is everybody so unwilling
to give you speedy and polite service?

These and many other pleasures
await you in Jinxter = an adventure in
which you can't die, except perhaps
by laughing yourself silly.

The other two games are new
releases from Infocom - they certainly
seem to be churning them out these
days. The first, Beyond Zork, is a little
different from Infocom’'s usual
offering. It combines the traditional
type of Infocom text adventure with
elements of role-playing.

You can allocate a set number of
points between attributes like
strength, intelligence and so on, which

thus determine how you will fare in
certain situations.

The adventure includes combat, and
| believe there is even an on-screen
mapping feature — a new departure for
Infocom.

The second Infocom title is Border

Turn to Page 10 »
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Adventurin

<4 From Page 9

Zone, their first tale of international
intrigue. The plot concerns a rash
American spy, a KGB agent and a
happy-go-lucky businessman. The trio
becomes enmeshed following the
assassination of a diplomat and their
paths cross as each carries out his par-
ticular assignment.

You see the story from the three dif-
fering viewpoints, and to help you on
your way on-screen hints are available
— another new feature.

Written by Marc Blank, author of
such illustrious adventures as
Deadline and the original Zork, Border
Zone promises to be a treat for all
adventurers. Watch these pages for a
detailed review of all these new
products in the near future.

And now to your letters, most of
which concern The Pawn. Dan Proops
from London and Jonathan Evans of
Pretoria, South Africa, cannot get past
the boulders. See the Hints section for
instant enlightenment.

Among other problems, Jonathan
doesn’'t know what to do with the
floorboards in the tree and has found
that the Guru does not want any Per-
rier water — what does he want? Help
is at hand.

Mark Powell of Lewes in Sussex has
completed Hollywood Hijinx and | am
pleased to publish some of his hints

are still struggling gamely with it.

Donna Thresher of Hockley, Essex,
says she has lost the novella which
came with The Pawn and now can't
load the game as she doesn’t remem-
ber the passwords. I'm not surprised
you can't recall the passwords -
potentially, there as many of them as
there are words in the novella.

Rainbird use the novella as a
sensible and effective anti-piracy
measure, the reasoning being that if
someone hasn’t got the documen-
tation they probably didn't buy the
original game.

It's bad luck on any genuine owner
who loses the essential documen-
tation, though. The only thing | can
suggest, Donna, is that you write to
Rainbird explaining the position and
enclosing proof of purchase and per-
haps they will be kind enough to let
you have another copy of the novella.
Better take good care of such docu-
mentation next time, because all
Rainbird adventures use this pass-
word protection method.

Arvin Norris of Cwmbran is having a
spot of difficulty with Ultima IV. He
would like to know the exact position
of the mandrake root using the sextant

for that adventure since many of you .

® Neeq

L Don‘r k
gfaﬂﬂ.? now what to 4o With the
lay the
3 tune
lik that Ay "
r‘erﬁs- Push the iaw-u;;..nt Hildegarg
ove the pillar North ang

Push

hain, sta : '
of the plank then I?giﬂn the right eng

t the rope,

and requires the correct order of the
three parts of the word of passage.
Can any reader help?

Alternate Reality — The Dungeon is
causing some anguish to Dave Hall: In
his own words he's "a somewhat frus-
trated, droopy-eyed adventurer from
Sheffield”.

He wonders how you can get a city
character into the dungeon without
getting him killed off immediately.
Why does the oracle tell you of quests
that cannot yet be completed? What
are the answers to the gargoyle's rid-
dles? And why does the ferryman
insist on taking Dave downriver con-
trary to what the manual says? A tall
order — can any player assist?

I'm afraid I've changed my mind

Look at your el

Kronos * Othes. Go

GrEEIings“. Tak

. Tie rake ﬂ
_ and hoe
s?rrt. Lever boulder with
; Imb rocks. When th
PPears, give him th
Get on h %
eturn to Gur
u. G i
rstump. Mix item by
arge tree. Up|
close door,
Stairsg,
® Pt wo

rake and hoe,

€ adventur
hest. 54

Is next mo nth.

about giving a rundown of how all the
points are scored in The Pawn. [
realised after mentioning it in the
December issue that to do this in one
go would mean giving too much of the
game away and spoiling it for players
still wrestling with it.

Instead, and starting now, | am
providing a serialised partial solution
— so you'll still have some work to do
and you won't get all the help at once.
My thanks for possible solutions go
out to many readers, but especially to
Jason Murphy of Manchester, Phil
Latham of Macclesfield and Mark
Sarul of Barwell, Leics. Farewell for
now. Keep those lamps bright!

East, Sanr,r to
€ note. Agl
nd. Take chest.

to large b-Dui-
together with

E—
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Utility -

ACCORDING to the book Inventions
That Changed The World the present
Gregorian Calendar began to be used
on Friday October 15, 1582 when
Pope Gregory Xlll revised the old
Julian calendar. This then became the
standard for most of Europe,
although Britain did not begin to use
it until 1752,

Bringing Pope Gregory up to date,
this program will print — on-screen or
to an Epson-compatible printer — a
monthly calendar from October 1582
to any future date you care to enter.

When the program is first run you
are asked to enter the month and year
you wish a calendar for. The month
must be entered as a number from 1
to 12: For example, if you want
January you must enter 01, and so on.
The year must be a four figure number
greater than 1582, this being the date
of the newly recorded calendar.

Calendar maker

Othman Abdul Hamid takes a look
backwards and forwards in time

means that the calendar is only dis-
played to screen. This is achieved by
pressing any other key other than one
that chooses size.

When the size is chosen the pro-
gram will calculate the new calendar.
If at this point you change your mind,
just press C to start again, or press P to
print the calendar.

The program works by counting the
days interval between the year 1200

and the date entered — the year 1200 is
taken as -starting point to simplify
calculation.The days are then conver-
ted into weeks and the remaining days
— obviously a number not divisible by
seven — determine the position of the
last date in the calendar.

To check the accuracy of the pro-
gram | have used it to check many well
known historical dates, and found it to
be accurate every time.

Once the date has been entered you
are asked to enter the size of the calen- FEBRUARY 188
NP VOU WENE 10 DRIAE = [SUMEIE: | oo o come o o s s i s e o
(Mledium or (L)arge. You also have B L R S e e s ORI L ke S
the option to have no printer, which HONDAY 1 g 15 52 29
| TUHESDAY 2 9 1& 23
DA CATAREER ] NEDNESDAY I e AR L AL e
. d to printer | THURSDAY 4 11 18 i
LINE§ Screen e e kbt AT, SRS, . SR R~
MONTHS Names of the months CERIDAY o ey L o I8 28 S RZaT
DAYS Names of the days L SATURDAY i == e -
DNTH{nn] Number e e R L ] T o e e e e e e o e e o s e
" stored inan array ]
MONT  Month of the caledndar -
of the calendar
n:ff \rﬂianrnbar of days between January 1 and NApaes ZE#UGBAM BREAKDOWN
9 the the lest day of 1S mﬂs?;ge the year 230-310 oy nstitgggfifﬂads and checks inpyts
ars ; 1
LPYEAR Number of leap yé Mosse 1o YS: 2dding extra days in leap
URY ety years (such as 1200,1600,2000) 0 Convert days
LCENT which are leap years 1300 st
DAY Number of days since the year 370-460  Pring gaioat,
?F:.EAP Extra days in leap years - - ear 490-57¢ Ma;ﬂﬂaiend:ar on screen
OTAL Actual number of days since 550-690 T, r‘serect“i’“? Restart or hard co
2 1200 : i of last P lines, data and Printer codeg i
LAST Number to determine position
date in the calendar

10 REM dhwddwidwsthtdhthnihbdhiebiths

28 REW # CALENDAR MAKER *
30 REM *  BY OTHMAN ABDUL HAMID *
40 REM # (c) ATARI USER *

S50 REM sedskeaudhamhimdinhthbthrthnnn
70 DIM LIHE${1EﬂJ,HUHTH5{1Q},DR?$[1E),
MONTH(12)

BB 7 CHRS(125):POSITION 8,5:7 "CALENDA
R MAKER PROGRAM

90 POSITION 18,7:7 "BY OTHMAN A. HAMID

188 POSITION 11,1@:7 ° NONTH YEAR
"POKE 752,0
118 REM TRAPPING INPUT ERROR

120 TRAP 56@:POSITION 11,12:INPUT WONT
*IF MONT<1 OR MONT=12 OR MONT<:=INT(MON

T} THEN 558

138 TRAP 57@:POSITION 21,12:INPUT Y:IF
(MONT<1@ AND Y<1583) OR Y<1582 OR Y<>

INTC(Y) THEN 57@

148 POKE 752,1:7 :? “IF YOU USE EPSON

PRINTER SELECT CALENDAR SIZE":?

158 7 "5 = SWALL M = NEDIUM:? :?
"L = LARGE  ANY KEY MO PRINTER
160 OPEN #1,4,8,°K:":GET #1,K:CLOSE #1
170 IF K=83 THEN S1ZE=1

180 IF K=77 THEN §12E=34

199 IF K=74 THEN SIZE=40

e0@ 7 CHRE(125):7 "THINKING ...

218 REM COUNTING DAYS SINCE 1280 A.D

228 REM

238 MDAY=@:LPYEAR=:CENTURY=:LCENTURY

=@:RESTORE 598:FOR A=1 TO MONT:READ b,
MONTHS :MDAY=MDAY+D:MONTH{A)=D:NEXT &
260 FOR A=120@ TO Y-1 STEP 4:LPYEAR=LP
YEAR+T:NEXT A:=FOR A=1200 TO ¥Y-1 STEP 1
BO:CENTURY=CENTURY#T:NEXT A
250 FOR A=1208 TO Y-1 STEP 4@0:LCENTUR
Y=LCENTURY+1:NEXT A
260 YRODAY=345#(y-120@) :LEAP=LPYEAR-CEN
TURY+LCENTURY
278 REM
280 REM
YEAR
298 IF MONT>1 AND Y/4LOB=INTCY/LBD) AND
Y/TOP=INTCY/108) THEN MDAY=MDAY+1:MON

ADDING 1 TO FEBRUARY IF LEAP

Turn to Page 12 »
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—[Utility

<« From Page 11 L70 POSITION 7,19:% SWITCH OM PR 480 FEH OR SIMPLY 478 :hPuj #2,LINES
INTER  “:FOR A=1 TO 3BB:NEXT A LPRIMT LINES:MEXT A:? CHRS(125):CLOSE
TH{2) =MONTH(2)+1:G0TO 348 L8@ POSITION 7,19:7 "Press Calendar o #7:-RETURN PLEASE DELETE LINE 6488

00 IF MONT=1 AND Y/1@@=INTCY/10@) THE
N 340

3118 IF MONT=1 AND Y/4=INT(Y/&) THEM ND
AY=MBAY+T:MONTH(2)=MONTH{2)+1

;7 MONTHE;" ;Y

r Print

490 OPEN #1,4,8,"K:":GET #1,K:CLOSE #1
58@ IF K=67 THEN RUN

519 IF K=8@ THEN 605uB 630:60T0 230

25):CLOSE #2:RETURN

§9@ POKE B2,2:7 CHRS(253):G0T0 47D

328 REM 520 GOTO 480

330 REM TOTALLING DAYS, DETERMINE POS 538 END

LTION OF FIRST DATE IN CALENDAR 5L0 REM TRAP LINES

340 RESTORE A1@:TOTAL=MDAY+YRDAY+LEAP: S5@ IF MONT<1 OR MONT>12 THEN POSITION 18 ¢p1 (y) | 250 8YF (H) | 4BR 435K (G)
DAYZINTC1@*CTOTAL/7-INTCTOTAL/T))) s FOR 6,14:7 CHRS(253);"INCORRECT MONTH 20 cp2 (33| 268 DJJ (D) | 498 39E (V)
B=8 TO DAY STEP -1:READ LAST:NEXT A “GOTO 12@:REW 11 SPALES 3@ cp3 (x) | 278 pat (2) | 500 D2R (R)
350 DATE=MONTHCMONTI+LAST:LF DATE-MONT 560 POSITION 6,14:7 CHRS(253);PLEASE L@ CPL C4) | 288 puT (C) | 518 3KN (T)
H{MONT) >4 THEN DATE=DATE-T:REM MATCH ENTER NUMBERS OMNLY.":&0TO0 120 5@ cP5 (Y) | 29@ 240 (7) | 528 R1C (E)
DATE WITH CORRECT DAY 578 POSITION &,14:7 CHRS(253);ENTER 4 70 MNT (W) | 300 kak (&) | 538 DFS (X)
350 OPEN #2,5,@,"E:":REM OPEN THE 5CR -FIGURE/BEYOND 1582°:G0TO 138 B@ CHE CE) | 310 AGR (L) | 548 DCW (P)
EEN EDITOR FOR FORCED READ MODE 580 REM 9@ FSH (W) | 320 D3U (XD | 558 F7L (6)
378 2 CHR$(125):POKE 752,1:FOR A=4 TO 590 DATA 31,JANUARY,28,FEBRUARY,31,MAR 188 6EJ (6) | 338 D7U (L) | 56@ &6Y (5)
18 STER 2=POSITION. 1, A1) "=-m-===sanss CH,3@,APRIL,31,MAY,30,JUNE,31,JULY,31, 110 cy$ (1) | 348 p5J (T) | 578 74V (E)
-------------------------- NEXT A AUGUST,3B,SEPTEMBER,31,0CTOBER 120 AR1 C4) | 358 LKR (1) ] 588 ouw (3]
180 RESTORE 62@ 6O DATA 38,NOVEMBER,31,DECEMBER 130 FCV () | 360 6L1 (2) ] 598 875 (§)
398 REM 618 DATA 2,3,B,4,5,8,6,7,38 16@ RNG (v | 370 1HC (8) | 6BB TWT (é)
L@@ REM PRINT CALENDAR ON SCREEN 520 DATA  SUNDAY , MONDAY , TUES 150 73 (H) | 380 XEF (4) | 618 CHF (M)
410 FOR A=5 TO 17 STEP 2:READ DAY$:POS DAY , WEDNESDAY , THURSDAY , FRIDAY 160 2WA (6) | 398 pYU (D) | 628 TR (M)
ITION 1,Az7 DAYS:NEXT A , SATURDAY 170 EXH (T) | 4@@ cuv (7) | 63@ MEY (D)
428 FOR VLN=37 TO 12 STEP -5:FOR HLN=1 630 POSITION 2,19:2 ° 180 FAL (3) ] 410 amMp (&) | 640 DCX (7]
7705 STEP -2:POSITION YLMN,HLN *REM 38 SPACES 198 FCY C(AY | 420 YSF (9) ] 450 Y3C (4)
£3@ IF DATE>9 AMD DATE<MONTH(MONT)+1 T G40 REM PRINT HARD COPY 208 J9T (9) | 430 MoO (6) | 66@ DLX C(F)
HEN 7 DATE 550 POKE 755,2:POKE 82,@8:POSITION PEEK 210 CYT (4) | 448 204 (R) | 678 AE3 (P)
44D IF DATE=@ AND DATE<1@ THEN 2 ° “;D (82),@:FOR A=1 TO 24:TRAP 690 220 b37 (8) | 45@ 3ION (K | 68@ bux (U)
ATE 460 REM FOR EPSON 230 INH (5) | 468 C9R (@) | 698 1K (R)
45@ DATE=DATE-1:MEXT HLN:MEXT VLN 670 INPUT #2,LINES:LPRINT CHRS(27);CHR 240 BaW (1) | 470 LoZ2 (F]

G6@ POSITION 2@-INTC(LENCMONTHS)/2)-3,2 $033):CHRS(SIZE);LINES:NEXT A:? CHRS(!

subscribing.

ways.

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

We also support our readers in many other

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

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

* The widest range of Atari public
domain software available anywhere

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

Price: £14.95 (disc only)

Supplier: Datasoft/US Gold,
Units 2 & 3 Holford Way,
Holford, Birmingham B6
FAX,

Tel: 021-356 3388

IN this graphical text adven-
ture you play Kip Starr, an
unemployed Texas ranger
who has just received two
telegrams from his old
buddy, James Badland.

The first tells you that
Badland is in a jail south of
the border and, if this isn't
enough, the second informs
you he is about to hang in
two days.

Mot wanting to let your
old friend down you pack
your bags and your trusty
six-shooter and get ready to
leave. Then out of the blue,
yvet another nasty telegram
arrives.

This one is much maore
sinister: “"We've escaped
from jail. Just a warning for
you and that buddy of
yours. Signed: The Dalton
Brothers (all six of us)”.

Your prospects don't look
so bright when you find
yourself stranded in the
desert after riding your
horse to death. But things
pick up when a traveller
comes across you and offers
you a ride into Dawson City,

So there you have it: All
you have to do is break into
and out of jail. Then you
must keep your appoint-
ment at the OK Corral for a
shoot-out with the six
Dalton brothers. Simple.

You find adventure in a
gold-rush ghost town, an
Indian village and a US
Army fort, all generously
scattered on your way to

Mexico to save friend James
from the hangman's noose.

Many other diversions
stand in your way in the
form of crooked poker
games, runaway mine cars,
dangerous waterfalls and
ambushes. These are all
presented using more than
100 very effective hi-res pic-
ture screens.

YGU can enter commands
from the keyboard — in a
fashion all keen adventure
players should now be
familiar with — or use a com-
bination of joystick and key-
board inputs: A novel
approach and fun.

The screen shows your
location on the left and a
menu of verbs, nouns and
prepositions on the right.

You can also bring a com-
pass on to the screen by
moving the on-screen arrow
into the area just to the left
of the command screen.
You can save a game at any
time by highlighting the
SAVE command in the verbs
box. Whatever you do, don't
save a game on a master
disc.

If you are new to this form

of entertainment here are a
few hints: Always save at
regular intervals — the West
is very dangerous and you
can be killed at anytime.
Make a map — it's always
useful to know where you're
going. Also watch out for
the Indians — they have a
habit of collecting scalps.

All the items you find will
be used for something, so
don't go dropping them. A
horse can make all the dif-
ference, so be careful where
you leave one, and remem-
ber stealing one is a hang-
ing offence.

If you encounter a dis-
honest character — and there

are a few — remember this is
the West and your gun
speaks the only truth. For
example, when | went into
the saloon for a game of
cards the man opposite me
cheated. | didn't ask him to
apologise: | just shot him
dead — and he turned out to
be Jessie Dalton — only
another five to go!

This adventure is one of
the largest | have ever
played. The pictures are
excellent, and | especially
liked the one of the card
player staring at me over his
hand just before | shot him.

It's very playable and
quite humourous in parts.
Although not the most
intriguing game ever, some
thought is needed if you
want finish and save James.

If vou like adventures and
fancy something a little dif-
ferent, Gunslinger is a must.
It's originality and ease of
use makes it a winner.

2 Meil Fawcett

Presentation ....................... 8
GraplifcE........covvrinioimmnssnis @
Puzzlement.........cccccvverenane &
Value for money................ 8

.
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Program: Transmuter

Price: £1.99

Supplier: Code Masters,
Lower Farm House,
Stoneythorpe, Southam
Warwickshire, CV33 00L.

Tel: 0926 814132

IN the past Code Masters
has only released two
games on the Atari — Red
Max and BMX Simulator.
They are both graphically
excellent, sonically superb
and packed with playability.
So it came as a welcome
sight when | spotted the
company's latest offering —
Transmuter, a horizontally
scrolling shoot-"em-up.

The story? Well, it seems
that in the future the Sun
becomes a red giant, and

| the extreme cold makes

everybody go underground
to keep warm. Up top,
sentry robots and attack

droids are kept in place to

defend from possible
invasion.

Time passes, and using
Earth's resources, the

remaining humans build
ships and travel out to the
stars, seeking a new home.

Settled in their new
planet, people wonder what
became of the Earth, so a
single man is sent back to
the home world in a new
fighter carrying, at its core, a
matter transmuter.

That is a device capable of
transforming energy into
separate forms for use in
attack or defence.

You are that man, and on
reaching the Earth you are
attacked by the outer defen-
ces left a millennium ago.
Activating the transmuter,
vou fly into battle — attack
being your only chance of
escape.

This story line covers

what is actually a version of
the Konami arcade game
Memesis. Yes, they're all
there — speedups, missiles,
double 45 degree shots,
lasers, multiples and shields
— all the features of
MNemesis.

All except one thing —
speed. And unfortunately all
the snazzy features in the
world can’t help if a game is
slower than the proverbial
tortoise.

Once you complete a level
you are confronted with a
mother ship, just like in
Memesis. When this is de-
stroyed you have a bonus
level with all sorts of
starships flying at you.

Yet the game gets in-
credibly easy if you have
speeded up firepower and
two multiples, because
nothing gets past you..

Graphically, Transmuter
is not bad, with average

There’s a mouse loose..

Program: Basil the Great
Mouse Detective

Price: £9.99

Supplier: Gremlin Graphics,
Alpha House, 10 Carver
Street, Sheffield 51 4FS.

Tel: 0742 753423

221B Baker Street is home
to the two greatest detec-
tives in the world. Upstairs
is Sherlock Holmes, and
below in the basement is a

mouse named Basil, the
most intelligent rodent mind
EeVer.

This keen, sharp-witted
mouse and his colleague —
the amiable Dr. Dawson -
have solved many a crime.
But now the evil Professor
Rattigan has kidnapped
Dawson, and it is down to
you as Basil to find and
rescue vyour friend and
partner.

As the game loaded, the
distinctive tones didn't
sound quite as clear as they
should, but then up came
the message: ""Please wait,
now loading Basil”. What
appeared was a shaded
loading screen of Basil in
action.

What | certainly was not
prepared for was the wait —
about 20 minutes after load-
ing started the screen
advised "Please rewind tape
to start of side 2 and press

spacebar’. Shades of
Gauntlet.

After approximately half
an hour the game was in so0,
picking up my trusty joystick
| set about it,

The graphics are in 16
shades of brown for the
playing area, and the score
area is blue, red, green and
yellow. Need | go on? It's
incredible.

The programmers of this
visual feast have done some
really fantastic work using
the limited screen pallette,
and the sprites are cute and
well detailed. The display is
clear and easy to see, with
more than adequate sound.
The gameplay is a little diffi-
cult to start with — especially
finding which items to use
and examine — but you get
used to it after a while.

What of the baddies?
Enemy mice roam the kerbs
and gutters of London.

gameplay.
Though it's slow, if you
really are desperate to play
Memesis on your Atari, at
£1.99 | don't suppose it'll
burn that much of a hole in
your pocket.

sound and

Robert Swan
DCIIEY e i i vl S 7
BRI o cananssnssapnssnisnesvins 8
Playability .............c.cocenvnnn. &
Value for money................. 7
CE T P S A R R 7

Slight contact with them
reduces your energy and
prolonged contact is lethal.

To reach high places you
must leap and bound.
Timing the jumps and
finding the exact spot to do
so takes trial and error — and
time.

In fact, my owverall im-
pression was one of time:
Time to load, time to get
used to the controls and
gameplay, and time to
tackle the game itself.

Basil the Great Mouse
Detective looks great, plays
well, and should have you
stuck to your keyboard till
the early hours.

Keith Pattison

L7 T T TR T 7
Graphies.........ciccveeniescsrcenss 10
Playabilfty ..........cccrereeeernsnnns 7
Value for money...........c..... 8
(R S e A W |
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Program: Alternate Reality:
The Dungeon

Price: £18.99 (disc only)

Supplier: Datasoft/US Gold,
Units 2 & 3 Holford Way,
Holford, Birmingham B6
FAX.

Tel: 027-356 3388

THE Dungeon is the second
in the Alternate Reality
series of role-playing adven-
ture games. It's the sequel
to the City, Part One, and is
just as much fun.

The package contains
three discs, a witty and
amusing guide book, a basic
map of level one, a letter
from Trilog — another poor
sole lost in Alternate Reality
— as well as a complete map
of the Dungeon.

Though this is of no real
use, it looks pretty. However
| would advise everyone to
read the gquide book
diligently if they are to
understand the game to the
full.

The opening sequence
which sets the scene is great
fun to watch and listen to.
As the music plays in the
background the words are
printed on the screen, and
all this on top of a 3D
rotating star field remin-
iscent of Dr Who.

As in the City, the game
begins with you being
abducted from Earth in a
gigantic spacecraft. This all
happens on screen with you
transported to another
planet, an Alternate Reality
- hence the original title.

After this you find
vourself in a room with only
one exit. This faces the
Dungeon and is covered by
a force field with numbers
spinning around above the
lintel.

As you pass through, the
numbers freeze as the
Dungeon guide remarks:
“As if you had pulled the
lever to a cryptic slot
machine’”. Their frozen

status — referred to as stats
for the remainder of the
game - determines your
levels of stamina, charm,

strength, intelligence,
wisdom, skill, health and hit
points.

You are now in the
Dungeon, which is where
the fun starts. In this maze of
corridors and sewers you
can meet all sorts of crea-
tures — and probably will.

Near-the entrance is the
Damon and Pythias shop
where you can buy almost
anything.

And don't forget to barter
with the owner — he nearly
always gives in.

Scattered throughout the
Dungeon corridors are lots
of doors, but if you thought
that doors were just doors
you're wrong.

In this game there are
magic doors invisible doors
- | never saw one — and
those that you can only
open from one side.

Included in the guide is a
grid you can photocopy and
draw on = mapping is &
must if you don't want to get
yvourself lost.

Eventually, as you work
your way round vyou
encounter a thief, a giant
bat, an acolyte and other
equally obnoxious crea-
tures. When this happens
you have various choices:
Charge, run away, transact
and so on. Fighting is usu-

ally the best option, because
if you win you can loot the
body for treasure or weap-
ons — macabre but
rewarding.

Defeat usually ends in
your demise, but you're not
really dead — the Dungeon is
nice that way and you can
be resurrected for a small
fee. In addition, if you are
low on hit points you can
always go to the Retreat to
recoup.

Because the Dungeon is
s0 dangerous | found it very
useful to save a character at
regular intervals. Fans of the
City will be pleased to know
that their existing characters
are transferable, which
gives you a much better
chance of survival.

Movement is controlled
by a joystick in port one or
the keyboard. All other com-
mands are single key entry.

toock ing

oDsY)

Xohang
T

My favourite is P, for pause,
which stops the action at
any time without affecting

the game.

Other commands include
U to use any item you are
presently carrying, and D to
drop an item if you get too
overburdened with stolen
goods.

Various menus can be
called up at any time and
this, mixed with your stats
at the top of the screen,
action sequences in the
middle, instructions and
information at the bottom
and having to flip discs all
the time make the gameplay
a little confusing.

The discs are constantly
being swapped - although
larger memory machines
don't require as much up-
dating.

All the on-screen text style
is in old English. This is very
appropriate but a little diffi-
cult to read at times without
squinting.

All in all, this is another
superb package from Data-
soft and well worth every
penny. The graphics are
superb and the music
_plaved throughout the game
IS stunning.

Ruth James
Lo e S R 10
Graphics.........c.c.ccoeuen. L g
Playability .........cccoovvvuneninn 10
Value for money ............... 10
ENVRE i i 10
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| Stock car challenge

Program: Talledega

FPrice: £1.89

Supplier: Top Ten, 12 Chil-
tern Enterprise Centre,
Station Road, Theale,
Berkshire RG7 444.

Tel: 0734 303663

RICHARD Petty, king of the
Mascar Super Stocks race
scene, challenges you to a
gruelling race against 18
other drivers, each program-
med to beat you.

This is Top Ten's descrip-
tion of it's latest release.
Basically, it's Pitstop plus a

large dose of Pole Position.
You have to race around a
selected track — or choose
one at random — inside the
time limit to qualify for the
main avent.

You have to beat 19 racers
— including Richard Perry in
a blue flashing car = in order
to win.

You can soon learn
several tactics to help you
beat the others — using
turbo boosters which use up
a lot of fuel and cut down
control on bends, or sneaky
manoeuvres such as

slipstreaming which cut
down on fuel used.

You can also cut turns,
which allows you to take a
certain line through bends
at 260mph = the car will do a
four wheel drift but you can
retain full speed or even
lean on the other cars to
shunt them out of the way.

For balance there are
things to hold you back or
even put you out of the race
—engine trouble is one but it
is quickly remedied by a
pitstop.

| didn't think Talledega

Jump at this one

was up to much graphically
and its age is showing with
old sound and gameplay. All
in all it's not likely to make
you race down to your local
stackist to buy.

With Pole Position being
sald nowadays for about
£2.99, | believe you'd be
better off spending the extra
pound on that. Robert Swan

BOUR ...coieusssmssvscasssisirsnassssn 5
GraphiCE...coveomvasrensmmvssivsssans 5
Playability ..........ccocune. it 4
Value for money ................. #
EHArEl - i minip ey 5

Program: Twilight World

Price: £4.99

Supplier: Atari, Atari House,
Railway Terrace, Slough,
Berkshire SL2 5B

Tel: 0753 822914

ISN'T it nice to see a familiar
face again after so long? Yes
it's true: Atari is now back in
the software field after a
long rest.

Its last release was the

disc-only Star Raiders |l last
Christmas. Well, now all you
proud tape owners can
relish in Atari’s comeback
too, with this new offering
from Matthew Trimby -

author of Mastertronic's

Crystal Raider.

Twilight World centres
around yeu as a guy with a
gun and the ability to leap
over vast pits of flame while
avoiding nasties and collec-

Jumping back

Program: Henry's House
Price: £7.99

Supplier: Mastertronic, 8-10
Paul Street, London EC2A
4JH.

Tel: 01-377 8471

POOR Henry's got a bit of a
problem. Although daddy
happens to be the king, this
hasn't stopped him from
| going where he's not
supposed to — the royal
laboratories. Nor has it
prevented him from
drinking a potion which he
| shouldn't.

All this has resulted in a
six inch high prince in a lot
| of trouble.

Henry must now traverse
many different rooms,

collecting items on the way
that will restore him to full
size. These vary from eggs
and food mixers, to boots
and crowns — and some
rooms contain televisions.

As vyou've probably
guessed by now, you play
Henry in this platform-jump-
collect game. But somehow
this has something which
other offerings like Jet Set
Willy didn't — it's highly
playable. In addition control
is a lot easier than in similar
games.

Though the first few
screens are a little difficult to
start with, once you have
managed to navigate your
way through them things
seem to fall into place and

ting gems.

The nasties come at head,
chest and feet height, and
you can duck, jump or blast
your way through the.cav-
erns ahead. A jet pack is also
at your disposal a little later
in the game.

The graphics are very
good, and run along the line
of the main character in US
Gold's older titles such as
Scooter, Ollie’s Follies and

the game gets progressively
easier.

One thing | didn’t like was
that you die if you fall from
too great a height. | can only
suppose that if you're six

Ghost Chaser — except they
are much larger.

Overall, a nice jump-
shoot-collect game: A sort
of Ollie's Follies in Hell.

Robert Swan
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inches tall, everything's a
great height.

The graphics are excellent
and the sound adequate — |
especially liked the rendition
of Rule Brittania at the
beginning. The game is
certainly worth £1.99 of
anyone's loot.

While the plot may be
pretty thin for what is
essentially a platform game
with royal overtones, this is
a must. We certainly were
amused,

Bob Powers _
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Feature

A LOT of companies have found
success in the world of computer
products, but perhaps the two largest
and best known in the Atari field are
MicroProse Software and Origin
Systems.

These two giants of the software
world have now agreed to unite in a
venture and as a result a massive
range of quality software will soon be
marketed throughout Europe — and
that is good news for all of us.

MicroProse is a subsidiary of Micro-
Prose Software Inc. of Hunt Valley,
Maryland, USA. The parent company
was founded by Sid Meier and ex-
fighter pilot “Wild” Bill Stealey. Since
its formation in 1986 MicroProse has
become one of the leading companies
in the field of simulation games. The
software is of a very high quality, and
packaging and instructions are consis-
tantly superb.

Some of the titles that made Micro-
Prose famous in the 8 bit Atari world
can be seen in the panel below. These
products, and many more, have
always been a popular choice for soft-
ware collections. This popularity can
be put down to their high quality and
availability on both tape and disc — a
factor that a lot of companies forget
about these days.

All the games are thoroughly
researched before being released. For
example, when Sid Meier was writing
F-15 Strike Eagle he read everything
available on the American Air Force's
most sophisticated multi-role combat
aircraft.

The cockpit display, performance
figures and weapons systems have
been duplicated as closely as possible
on the computer simulation. If this

A winning
combination

NEIL FAWCETT takes

a close look at two

Atari software giants

wasn't enough, Stealey hired F-15
pilots to test the final product. Now
that's what | call research. This is why
MicroProse products are considered
to be the Rolls Royce of the software
industry.

Origin Systems was founded in
1983 by a team of four: Richard and
Robert Garriot, their father Owen and
Charles Beuche. Today the company
employs around 30 people and uses
between 10 and 15 freelance pro-
grammers. Anticipated sales figures
are over four million dollars a year.

The history of this company goes
back long before 1983 to a young
Richard Garriot, at that time a high
school student. For many years he had
an interest in fantasy role-playing
TSR's Dungeons and

games -—

Cassette Disc

Product price price Company

F-15 Strike Eagle £9.95 £14.95 MicroProse
Solo Flight £9.95 £14.95 MicroProse
Silent Service £9.95 £14.95 MicroProse
Kennedy Approach £9.95 £14.95 MicroProse
Spitfire Ace £9.95 £14.95 MicroProse
Hell Cat Ace £9.95 E£14.95 MicroProse
Mig Alley Ace £9.95 £14.95 MicroProse
Conflict in Vietnam £9.95 £14.95 MicroProse
Crusade in Europe £14.95 £19.95 MicroProse
Decision in the Desert £14.95 £19.95 MicroProse
Nato Commander £9.95 £14.95 MicroProse
Ultima £19.95 Origin Systems
Ultima Il £19.95 Origin systems
Ultima 1l £19.95 Origin Systems
Ultima IV £19.95 Origin Systems
Ogre £19.95 Origin Systems
Autoduel £19.95 Origin Systems

Some of the products that have made MicroProse famous

Richarg Garriop
author of U,I'ﬁn;a

Dragons. This fascination led to him
programming the school’'s single
punchcard-operated computer with
his own mini adventures.

His first programming experience
came when he went to Gunn High
School where he logged many hours
on an Apple computer. This is also
where, on the very first day at school,
he picked up his now famous nom-de-
plume — Lord British.

This was because when people
greeted him with "Hi" he replied with
the unconventional “Hello"”. People
said: "What a proper way you have of
talking — you must be British!”. The
nickname stuck, and later Richard
placed the Lord in front. He now uses
the name for the main character in his
famous Ultima series — but more of
that later.

When Richard left school he got a
job in a computer store back home in
Texas, programming its Apple com-
puters. He wrote quite a lot of graphic
adventures and one day his boss -
unbeknown to Richard - showed one
to an up-and-coming software com-
pany — California Pacific. In 1979 the

Turn to Page 18 &
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<4 From Page 18

company published Richard's first
game — Akalebeth — and it sold a very
healthy 25,000 copies.

Encouraged by this success Richard
decided to write another game. This
eventually emerged as Ultima, one of
the most successful adventure games
ever. He sold the rights to Sierra
On-Line, and it went on to sell around
50,000 copies. After this in 1981 came
the sequel, Ultima I, which was also
licensed by Sierra On-Line, and sold
around 100,000 copies.

Richard always had strong feelings
as to how his games should be mar-
keted, so in 1983, while he was still
working on Ultima Ill: Exodus, he
decided to form his own company —
Origin Systems — with his brother
Robert, who had just come out of
business school.

They also asked their father Owen -
a former NASA astronaut — and a pro-
grammer — Charles Beuche — to join
them. Just to show that this is a family
business they also got Helen Garriott
to do the superb illustrations in the
Ultima booklets.

Ultima Ill was another massive
success, far outselling the previous
adventures. Now the scene was set for
the next challenge — Ultima IV: Quest
for the Avatar, which has sold over
200,000 copies.

However, the Ultima series aren't
the only packages that Origin are
famed for. Admittedly, the company’s
products are what you could call
highbrow, needing a lot of thought
and time, but they do move from the
fantasy adventure theme.

For example, in Ogre you challenge
the might of a cybernetic supertank
programmed to annihilate anything in
its path. The game is set in the 21st
Century and you must deploy con-
ventional weapons and infantry to
protect a defence post. It's a conver-
sion of a Steve Jackson board game,
and is a pleasure to play.

In another — Autoduel, classed as a
strategic role-playing game — you
again enter the 21st Century, this time
in the NE of America, where death
lurks around every bend of the
freeway.

This is the first product to be
launched under the MicroProse/Origin
banner and is a nice addition to the
already impressive joint range. It's
based on a Steve Jackson board game
called Car Wars and, again, is a very
close translation. As with the Ultima
series, the packaging is excellent: The
box contains a miniature toolkit — a
very nice touch.

The world of Sosaria, elegantly portrayed on the cloth cap

But now the 64 million dollar ques-
tion: How did Origin and MicroProse
get together?

This was down to Bill Stealey, presi-
dent of MicroProse in the USA. Bill is a
business associate of Robert Galliott
who was intending to set up a UK
company with Stewart Bell. He asked
if Origin was interested in a joint ven-
ture arrangement — the company
already had something going in Japan
where the Ultima series is very
popular.

Initially MicroProse will launch
seven Origin titles on the British and
European markets, including the
Uiltima series. They have been re-
vamped and include booklets and a
beautifully made cloth map showing
the world of Sosaria. It's worth buying
for that alone, never mind the
playability.

If you're into role-playing games
and strategic simulations, the future
seems very rosy indeed for the Atari 8
bit computers. Ultima V: Warriors of
Destiny will hopefully be available
around March for around £19.95.

In it the adventure continues with

Lord British leaving Britannia to
explore the newly-discovered
underworld, but all contact between
the good King and his companions is
lost. In Britannia, pandemonium
breaks out when the sole survivor of
the expedition returns to tell the tale.

You are summoned in an attempt 1o
discover what has happened to the
King and defeat the evil growing in the
lands. Sounds great fun. New features
added include eight dungeons, more
animated monsters and 30 new towns
to explore — some of them with as
many as five levels.

You can choose from 10 people to
come on the quest with you — up to six
at any one time —and it's also possible
to have interactive conversations with
more than 200 characters. The combat
system has been redesigned and
should give more realism to the game.
With all these options this can only be
another winner for Lord British.

MicroProse plans to release a new
simulator called Gunship later this
year to complement its already large
range. And if it is up to the usual qua-
lity it will be well worth waiting for.
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FOLLOWING last month’'s exami-
nation of the new Atari XE Games
System with its accompanying light
gun, here's something else for you to
do with your new-found toy. Shoot-
ing bugs is all very well, but it
certainly doesn’t help you to use the
gun from within your own software,
s0 Light Gun Blaster was written as
part game and part utility.

It's fairly simple — but very playable
and quite addictive. I'm not claiming
it's going to be another Star Raiders,
but some of the routines may well be
useful to you for your own games.

After keying in the program and
checking it with Get It Right!, run it
and you'll see the main menu screen.
You can use the Start, Select and
Option keys to adjust the game set-
tings for skill and speed, then simply
pull the light gun trigger to commence
play.

The aim of the game is very
straightforward, but it takes some fast

top level. You will see a grid of
coloured squares — with more squares
on the higher levels. These will
change colour as the game pro-
gresses, and all you have to do is
decide which colour is the most
common and blast away at it. But
make sure you aim well — you'll lose
points for hitting the less common
colours or the border.

So, how does it work? The light gun
routine starts at line 100, and this
returns two variables — H and V -
which contain the Horizontal and Ver-
tical position of the gun.

You might find that you need to
adjust the numbers used to calculate
H for your own TV, as different sets
seem to return different values. The
most likely changes will be to the
number 89 on line 130 or the number
160 on line 140.

You will notice that the screen
flashes white for a moment when you
pull the trigger, but that's not just for
effect. The light sensitive diode used
inside the gun works best when the
screen is fairly bright = indeed it won't
work at all on a black background.

To get around this little problem all
I've done is set the background colour

A super shoot-'em-up for the XE games
system from ANDRE WILLEY

reactions to get a high score on the

to white and disable the the fore-
ground display with POKE 559,0 while
the coordinates are being calculated. If
you look carefully you will see that
Atari's Bug Hunt does something very
similar.

Line 1000 is the start of a machine

code routine called
BOX. No, it isn't Nathan's
portable voice-operated
computer from Star Cops —
this particular BOX is a high
speed plotting routine which
changes the colours on the
screen. Without this piece of
code the program would run far
too slowly to be playable.

Line 2000 sets up the screen size
and block locations for each of the
various levels.

Line 3000 contains a small DL
routine used to reset the GTIA
graphics mode when you reach the
text window. Some of you might find
this useful with your own programs as
it enables both Mode 0 text and GTIA
graphics to exist on the same screen.

The rest of the program is mainly
concerned with altering the colour of
the squares and keeping track of the

—

score, so I'll
leave you to
work these
mundane details
out for yourselves —
well, | must give you
something to tax your
brains a bit!

® /f yvou write any software that uses
the light gun, why not send us a copy?
We'd love to see it — and whe knows,
you might even get it published! Turn to Page 20 »
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4 From Page 19

10 REWM LIGHT GUN BLASTER

11 REM BY ANDRE WILLEY

12 REM (CIATARI USER

20 DIM SCORECE) ,BOXS(TA)

30 GosuB 1009

4P CURR=@:HIGH=@:DIFF=3:SPEED=8:(0L5=3

:FINAL=50

50 BEM RETURN TO MENMU WIA HERE

60 FOR I=@ TO B:SCORE(I)=@:NEXT I

70 60TO 208

10@ REM TEST GUN POSN. & MAKE SOUND

181 POKE 559,0:POKE 7@4,15:TIME=PEEK(2

@):FOR 1=1 TO 1 STEP @:1F PEEK(2B)=TIN

E THEN NEXT I

118 POP :V=INT((PEEK(565)=18)/93%1%1):

H=PEEK(56&):1F H<4B THEN H=H+227

111 1F ¥=191 THEN ¥=191

112 1F V<@ THEN V=8

138 H=H-89:1F H<@ THEN H=D

160 H=INTCH/16@%79):1F H=T79 THEN H=79

150 POKE T84 ,B:POKE 559,34

160 FOR I=1@ TO 180 STEP 1@

178 SOUND B,1,4,1/18@%12:50UND 1,1,18,

10

18@ MEXT I:5SOUND ©0,0,8,0:50UND 1,8,0,0

198 RETURN

200 REW MAIN MENU

201 GRAPHICS B:POKE 752,1:POKE 764,255

sPOSITION 11,1:?

205 POSITION 1,4:7 "Written for Atari

User by Andre Widley’

218 7 ;7 27 27 ° ERELE

vel: ":DIFF

220 7 :7 ' ENEE] Wumber of colours:
“COLS

230 7 ;7 " (RN Speed of play:

TTSPEED;C T

Difficulty Le

260 7 ;7 " 9 Time Limit (secs):
"sFINAL;" "
L R B R Last Score: “;CU

RE:I1F CURR=HIGH THEN HIGH=CURR

258 * %" High Score: “;HIGH
251 7 2 :% " (Pull trigger on Gun t
o start)

255 IF PEEK(53279)<7 THEN 255

268 KEY=PEEK(532T9)

261 IF PEEK(TE4)=12 THEN 320

265 IF KEY=T AND STICK(B)<15 THEN 24D
270 IF KEY=6 THEN 5=1:G0SUB 4DBA:DIFF=
DIFF+1:1F DIFF=8 THEW DIFF=1

780 IF KEY=5 THEM $=5:605UB 40B@;CO0LS=
COLS+1:1F COLS=8 THEN COLS=?

516 DATA B,200,64,150,20,11,50,194,0
520 GOSUB 300@:605UB 2000

539 FOR J=@ TO ACROSS-2

540 FOR I=8 TO ACROSS5-=1

550 X=Ix(W+1):¥=Je(D+8):ADDR=SCREEN+N/
2eYw4B+OFF

G458 COL=INTCRND(D)=COLS+1):COLOR COL
5708 A=USRCADRCBOXS) ,ADDR, W, D):1F COL>H
THEN SCORE(COL)=SCORE(CCOLI+T

5808 WEXT I

598 MEXT J

600 POKE 20,0:POKE 19,0

f10 REM MAIN PROGRAM LOOP

620 X=INTIRND(@)*ACROSSI#(W+1)

630 Y=INTORNDC(R)*(ACROSS-11)#(D+6)

&35 LOCATE N+1+(OFF*2),Y+1,BYTE:IF BYT
E=0 THEN SCORE(BYTE)=SCORE(BYTE)-1

640 ADDR=SCREEN+X/2+Y*LB+OFF

645 COL=INTCRNDCD)*COLS+1):COLOR COL
658 A=USRCADRCBOXNS) ,ADDR,W,D):1F COL=D
THEM SCORECCOL)=SCORE(COL)+1

660 FOR 1=1 T0 ((1@-SPEED))"2 STEP 18:
REM DELAY LOOP

661 TIME=INTCFINAL-(PEEK(2@)+PEEK(19)#

256)/58):1F TIME/1B<>INT(TINES1@) THEM
o0K=1

§62 IF TIME/1D=INT(TIME/1A) AND OK=1 T

HEN CURR=CURR+SCORECE):0K=@;REM TIME R
ELATED SCORE REDUCTION

663 IF CURR<@ THEN CURR=0

g6k 7 CHRS(28):" TIME LEFT: ";TIME,”
SCORE: ";CURR;:"

465 IF TIME<1 OR PEEK(TA4L)=28 THEN POP
:GOTO 50

G666 IF STICK(B)=15 THEN POP :GOTO 690

670 NEXT I .

680 GOTO 620

£98 GOSUB 1@@:LOCATE H,V,BYTE:CURR=CUR
R+SCORECBYTE):IF BYTE=@ THEN GOSUB 508

a

700 1F BYTE=@ THEN GOSUB GBGD

718 GOTO 420

1608 REM SET UP M/CODE DRAWBOX ROUTINE
1610 RESTORE 110@8:BYTE=1

1020 READ DAT:IF DAT<B THEN RETURN

1830 BOXS(BYTE,BYTE)=CHRS(DAT):BYTE=BY
TE+1:G0TO 10820

1100 DATA 15#,251,3,2&5,?,163,2&3,5,15
4,104,136,208,251,96,104,133,209,104,1
33,208

1110 DATA iHL,19#,?#,133,253,15&,15&,1
70,164,203 ,136,165,200,10,10,18,18,5,2
Bd,145

1120 DATA 208,136,14,251,24,165,2088,18
5,40,133,208,165,209,105,0,133,2089,2082
L2086, 225,96,-1

2008 REM SET UP SCREEN PARAMETERS

2018 RESTORE 202@+ACROSS*10

2030 READ W,D,OFF

204A RETURN

2050 DATA 25,74,1

2060 DATA 19,47,0

2070 bATA 15,340

2080 DATA 11,26,2

2090 DATA 9,28,3

1800 REM SET UP DLI FOR SPLIT SCREEN
010 DL=PEEK(S&@)+PEEK(S561)%256

I020 RESTORE 310@:FOR I=1776 TO 1786:R
EAD A:POKE I,A:MEXT I

3038 POKE 512,240:POKE 513,6

3040 POKE 54284,192

3050 POKE DL+166,128+15

1048 RETURN

3100 DATA 72,169,08,141,108,212,141,27,2
08,104 , 64

L@@ REM FUNCTION KEY BEEP SOUND

L@10 FOR I=15 TO @ STEP =2:S0UND @,1#(
§+3),10,1:NEXT I:S0UND @,8,0,8:RETURN
S00@ REM EXPLODE & SOUND

GOBT X=INTCCH-0FF+2)3/(W+1)1#(W+1)

5002 Y=INT(V/(D#6))*(D+6):LOCATE N+OFF
#2,Y,CH:IF CH<>BYTE THEN GRAPHICS 0:?
“LIGHT RUN/TV ADJUSTMEMT ERROR™:END
SO0 ADDR=SCREEN+N/2+Y=4B+0FF

S@A4 FOR Z=1 TO 3:COLOR D:A=USRCADRIBO
¥$) ,ADDR,W,0):COLOR 5:A=USRIADR(BOXS),
ADDR, M, D) :NEXT 2

5885 COLOR @:A=USRCADR(BOXS) ADDR,W,D)
tSCORE(BYTE)=SCORE(BYTE)-1

S@1@ FOR I=@ TO 15 STEP @.T:SOUND B,1#
(5+3),6,15=1:NEXT I:50UND @,8,0,0:RETU
RN

4008 REM "NO SCORE" SOUND

&810 FOR I=1 TO 15 STEP 2:50UND 8,248+
1,10,15-1:50UND 1,239+1,10,15-T:NEXT I
6828 SOUND B,8,0,8:50UND 1,0,0,B8:RETUR
]

290 IF KEY=3 THEN $=12:G05UB 4PD@:5PEE 18 CF1 (Y) 168 ¥YJ (W) 318 LUDp (@l 418 CYX (W) 1008 cxN (HY | 3030 Kew (W)
D=SPEED+1:1F SPEED=11 THEN SPEED=1 11 11 (0) 198 545 (J) 311 aed (5) 420 RYP (%) 1010 FY9 ()| 3840 16C (M)
310 IF STICK(B)<15 THEN 285 12 X1 (X) 208 cut (V) 320 MIP (8) 630 53J (Y) 1920 &8y (E) | 3858 &5% (L)
311 GOTO 400 20 WLU (M) | 281 EMF (T) | 338 PGM (&) £35 ML (&) | 1830 SNE (D) | 3068 VPH (N)
328 POKE 752,8:POKE 764,255:POSITION @ 30 rOL (W) | 2@5 X¥Cy (@) | 348 1RW (@) g4E VMH (5) | 1180 wTL (W) | 3100 50 (KD
,22:7 CHR$(156);" What is the new time &8 523 CP) | 210 NP (C) | &B@ Cuv (V] 645 BJ& C(E) | 1118 AHT (W) | &BB@ CXR (J)
limit “;:INPUT FINAL 58 CP> (EJ 220 SA@ (C) L10 A3ZM (W) 658 OvG (T) 1120 cLS (T) | 4818 Hvp (W)
330 IF FINAL<1@ OR FINAL=999 OR FINAL=< 6@ RXE (M) 230 2HF (D) 420 PN (L) 648 34y (ED 2008 cxP (¥) | S@@@ cxs (5)
SINTCFINAL) THEN 7 CHR$(253);:60T0 320 78 NEN (P) 260 JuL (2) 500 wyY7 (5) 4671 Jau (XD 2010 Nag (L) | 5881 K81 (R)
340 POKE 752,1:POSITION 13,22:7 CHRS(! 108 CuUs (R) 245 YCC (H) 510 TGK (U} 662 550 (F) 20308 s2a (2) Sg@2 TI1E (F)
56):60T0 2@5 181 J35 (L) | 250 9712 (2) | 528 94T (K) §63 W38 (1) | 204@ vkL (5) | 5@@3 viZz (&)
400 REM INITIALISE GRAPHICS SCREEN, 118 4UT (3) 251 T54& (G) 530 F2v (72 f&L GVD (P) 2058 PLH (H) SE@4 GLY (W)
SET COLOURS AND DRAM FIRST SCREEN 111 5T6 (Y) 255 LOP (W) | S&0 Fea (XD 665 02U €5) | 70860 P43 (J) | S@@5 wsd (5)
410 CURR=@;ACROSS=DIFF+2:S5CORE(DI=0-IN 112 3pr6 (1) 268 TET (M) 558 QOP (&) b6 TCT (P) 2078 PG (5) | 5810 ENJ (L)
TOCBIFF"2) /3 :0K=1 138 F50 (7) 261 MM6 (L) 568 863 (Y) 678 PCo& (HD 2080 PEJ (H) | 4088 CXT (K)
4?0 GRAPHICS &:SCREEN=PEEK(BB)+PEEK(BY? 140 3u6 (XD 265 AHX (0) | 578 14F () 630 AND (2) | 2098 PYN (J) | 6B1@ FRW (J)
Y#256:POKE B7,10:POKE 623,128:POKE 752 150 HSW (&) 278 518 (W) 580 Pe5 (B) 490 W3R (E) 3008 Cxa CN) 6028 TLR (&)
) 160 HAC (E) | 280 95R (K) | 598 PRS (C) 70D THS (1) | 318 PPx (J)
S0P RESTORE S10:FOR I=TR& TO 71Z2:READ 170 67K (2) 290 Jyy (U) | 6@ GAE (W) 710 GSE (P) | 3028 G645 (C)

A:POKE I ATMENT I:7? :7
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Ld

world of Atarj Basic

No game is complete without the
Occasional explosion, laser blast or
musical theme, and even business

show you how to produce sounds of
all kinds, starting with simple musical
notes, Progressing through chords,
phaser blasts, Machine gun sounds,
explosions and rounding things off
with a singing joystick. The new com-
mands we wij cover are: SOUND,
GOTO and FOR..NEXT,

First let's look at the SOUND
command. It's quite 3 tomplex one,
since it needs four numbers tagged on
to keep the Syntax correct. Here's a
simple example:

SOUND 8,121,19,8

If you type this and press Return you
will hear a musical note close to
middle C. The sound continues, even
though the READY message appears

On screen. You can turn it off by

S0UND 2,8,0,9

The obvious question to be asked at
this point js- What do the foyur num-
bers mean? Well, the first specifies
one of four different sound generators
or voices, the second is pitch, the third
is tonal quality and the |ast is the
volume level.

specified voice number 0. It's 5 bit
confusing to think of 0, not 1, as the
first number in a series, but that's the
wWay computers like tp do it,

Try changing the first number after
the SOUND CoOmmand to 1, 2 or 3 and
see what happens. You probably

won't hear any difference, because the
Computer is stj| singing middle C, and
it sounds the same no matter which
voice is Producing it. Sg why bother
having more than one vojce? You’ll
see when we start generating more
complex sounds, such as explosions
and musical chords.

The second number controls the
note’s pitch - the higher the number,
the lower the pitch. Your Atari can
Produce musical notes which range
from one Octave below middle Cto
two octaves above it Here's a short
utility program using some of the
things we learned last month:

When you Run this program, line 10
Prints the message asking for a
number from 0 to 255. Type the
number, then Press Return: Your

pitch value, sg jt inserts your number
just as though you'd typed it directly
into the Program line,

Line 40 tontains a new command -
GOTO - which works exactly as you
might expect sending the computer
back to line 10 so that the whole
Process is repeated. This kind of

and we'll be saying a lot more about
loops of various kinds throughout the
saries,

The third number after g SOUND
tommand regulates the sound’s tonal
quality, and it can be any even number
from 0 to 14 Numbers 10 and 14 will
give you Pure musical tones, while
0.2,46,8 and 12 produce pulsing,

Turn to Page 22 p
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hissing or crashing noises which can
be used for special affects. Odd num-
bers will either turn the sound off or
produce an annoying little click, so
avoid them if you can.

The fourth and final number con-
trols volume, and can be any number
from 0 to 15. The higher the number,
the louder the sound — 15 is about
twice as loud as g, and 0 turns it off
completely.

That's voice. pitch, tone and volume
dealt with, but there's one more factor
that we need to control — duration. in
some versions of Basic the SOUND
command has a fifth number which
controls how long the sound stays on.
but unfortunately that's not the case
with standard Atari Basic. Once our
sound is switched on, it will stay that
way until you switch it off, or until the
program comes to an end.

incidentally, that's why we didn't
use a line number in our first example.
If we had done SO, the line would have
become a program, instead of a
throw-away command, and the com-
puter would have switched off the
sound before you could recognise it as
a musical note. Try it and see.

To control a sound's duration, W€
need a separate command to handle
the timing. The most common method
is to use one oOf more FOR...NEXT
loops. These are quite tricky 10 under-
stand, but they crop up in all kinds of
situations, SO it's worth the effort 10
master them. Hefe's a simple
example:

19 FOR w=1 TO 500
2@ NEXT W

In ordinary English, these two lines
mean something like this: Take a vari-
able called W and set its value 10 ;
Now increase its value by one, and
continue doing this until the value
reaches 500. ;

Because the computer can process
only one Basic instruction at a time, a
FOR-NEXT command like this will
hold its full attention until the loop has
counted itself out. The result, from a
user's standpoint, looks like a pause
with nothing much happening. Here's
an example:

1@ INPUT P
20 SOUND g,p, 10,48
3@ FOR W=1 T0 20a
LB NEXT W

vou will find that lines 30 and 40
hold the sound on for about half a
second, giving the effect of a short
bleep, before the computer turns it off

at the program’s end. To get a longer
bleep, change the 200 to a larger
number; for a shorter bleep make it
smaller.

FOR...NEXT loops can do other
things with sound, as well as defining
its duration. For example:

1p FoR P=0 T0 255
20 SOUND g,p,10,8

This gives you a lone which falls in
pitch from high to low. Can you see
how it works? The loop is executed
255 times, with the value of P increas-
ing by one each time. Since P controls
the sound’s pitch _ the higher its value
the lower the pitch — you get a rapidly
falling note. You can do the same
thing with volume:

10 FOR v=@ T0 15
2p soUND 8,121,108,V
39 NEXT V

Here you get a tone which starts
quietly, but gets rapidly louder as the
value of V increases. FOR-NEXT loops
need not always count upwards in
increments of one. There is @ related
command — STEP - which gives you 2@
great deal more flexibility. For
example:

10 FOR P=0 T0 250 -STEP 10
2@ souwp, B,P,10,8
3@ NEXT P

This program counts to 250 in tens,
so instead of a smoothly falling pitch
you get a more jerky series of separate
notes. However, pecause each note
lasts only a fraction of a second, you
don't hear them as geparate tones.
instead, the result sounds like some
kind of futuristic hand-weapon — let's
call it a phaser. You can even use the
STEP command to count backwards:

18 FOR P=255 TO
70 SOUND ‘AALE
3@ NEXT P

B STER -
B

In this case the count starts at 255
and reduces by one avery time the
loop is executed, until it reaches zero.
The result is a smoothly rising pitch.
Try changing line 10 to:

10 FoR P=250 TO D sTEP -18

What would you expect to happen?
Atari Basic allows you to put oné
FOR..NEXT loop inside another. This
is called nesting, and lets you produce
all kinds of special effects. Here's a

Turn to Page 29w
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NEW LOW PRICES!

5.25" BULK PACKED - TOP QUALITY 10 25 50 100 150 250

Single Sided 48T P.|. £5.40 E1050 E1850 E3250 £4150 ©60.50
Single Sided 96T P.| £5.95 E1075 £19.00 £33.50 £43.00 £63.00
Double Sided 48T P.L £5.95 E11.00 E19.50 E34.50 £45.00 £66.00
Doubde Sided 96T PL PES5 E11.50 £2050 E6.00 L4650 £EO.50
Double Sided Coloured 96T P.I, E7.95 E1375 E2575 E4850 EB7.50 £00.75
Double Sided Reversible 96T.P.| ET95 E15.00 £2850 £50.50 £65.50 £102.50
Coloured & Reversible 48T.PL £BO5 £17.25 E£32.75 £83.25 £BE.25£129.75
Colourad & Reversible 96T.P. £995 £18.75 E£3450 E65.50 £94.75£143.75

Packs of 10 5.25" Disks come with Free Plastic Library Case {worth £1.49))
Colourad 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 Cantec disks are packed with a protective jacket (envelope) and come with a full
user gel, including a label and a write protect tab, The disks are manufaciured 1o top
international standards and have a hub ring for added protection. All disks carry our
ne quibble replacement guaraniee and are certified 100% error free

Printer Stand

This new professional

printar stand takes

hardly more space than

youwr printer. Due to the

positioning of the paper
feed and re-fold compartments i.e. ona
above the other, the desk space
required for your printer functions is
affactively halved. Additional faciliiies
include: Easy access to paper from
both sides, used with both fop and
bottom feed paper and with its dial
controlled paper feed system with
adjustable deflector plates it ensures

Storage Boxes
3.00" Lockable - Holds 25  £7.49
3.00" Lockable = Holds 60 £8.49
350" Lockable - Holds 40 £7.49
350" Lockable - Holds 80 £8.49
525" Lockable - Holds 50 £7.49
525" Lockable - Holds 100 £8.49
5.25" Lockable - Holds 120 £10.95

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

Disk Notcher .........cccoeuene. £3.49 a0 Col ................£E29.95
ST Printer Cable ..............£8.49 132 Col ..............E34.95

MONITORS FOR ATARI

CMBB52 — 14" RGB CMB833 - 14" CVBS &
professional medium RGB medium
resolution colour monitor resolution colour moenitor
= Atari compatible
* Fastblanking to enable
superimpasing.
+ Stereo audio
« Earphore socket
= Resolution: harizontal 600
dots x 285 lines vertical

£299.95 £269.95

Free cable and delivery Free cable and delivery

ALL MONITORS ARE DELIVERED FREE BY
CARRIER

3.5" TOP QUALITY BULK PACKED DISKS

10 25 50 100 150 250
£1249 £2095 £4695 £8195 £12895 £168.95
£1449 £2695 E5295 £98.95 £14595 £18995

Rainbow Pack of five colours - New product!
Single Sided 135T.P.|. £17.95 3595 E£6295 E11695 £16985 E21995
Double Sided 135T P £1995 £3995 E£7595 E14595 E£21405 E£27095

Packs of 10 3.5" Disks come with Free Plastic Library Case (worth £1.480)
All discs are supplied with labels and are cenified 100% arrer free

= Atari compatible

+ Black matrix 0.39mm dotted
picture tube.

» Resolution: horizontal 700
dots x 285 lines vertical

Single Sided 1.35T.P.|
Diouble Sided 135T.P.

CENTEC ELECTRONIC SYSTEMS LTD
UNIT 3, THE METRO CENTRE,
m BRIDGE ROAD, ORPINGTON, VISA
KENT BR5 2BE
TEL: (0689) 35353 (6Lines) (24 Hours)
Fax: 0689 77737

Remember = all prices include VAT and delivery!
There are no hidden extras 1o pay!

LET US PUT
YOU IN...

PRINT

YOU'LL WANT TO WRITE HOME
ABOUT OUR NEW LOWER
PRICES AND NEARLY

V2 PRICE INTERFACES

Atari-SMME04

Panasonic KX-P1081

..Mlmm: HALF PRICE
; In‘larf:oe Offer!

SFE £179-00

inc. VAT = £205.85

of Prn ““
: Full Haﬁq:m Hhignm_ﬁ
I
60gsm Fapﬁf-

£13-%

lnt: VAT = £14.95

rEumart |
Dept ATU-Unit 8-Falcon Street

Loughborough - Leics - LEIl IEH
T 0509-262259 /266322 [ 233893

(Prices & Delivery Subject to Availability E. & O.E.)

HARDWARE GUARANTEE H goods are faulty within 30 days of Purc
A GREAT DEAL MORE PP (15501, Sane DAY DESPATCH . FREE DELIVERY({UK) by Parcel Post

[] UNBEATABLE GUARANTEES
[] SUPERIOR BACK-UP SERVICE

[] FREE DELIVERY

urmart

FOR A GOOD DEAL LE

1

A GREAT DEAL MORE

Enm
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simple example, based on the phaser
program:

19 FOR p=@ 10 250 STEP 18
3 sounb @,°,18,8
19 FOR W=1 T0 50
L@ NEXT W
5@ NEXT P

This time, instead of the phaser
sound, you get a series of musical
notes. Lines 30 and 40 hold the sound
at each step long enough for you to
hear it as a separate musical tone.

The important thing to remember
about nested EOR-NEXT loops is that
they have 10 be un-nested in reverse
order —the one which starts first must
be terminated last, and so OnN. In the -|
previous program we introduced the |
loop containing P before the one con- sound on for a predetermined time, |
taining W, so 1o make them unwind and experiment 10 see if you can . |
correctly we have to insert NEXT W improve the effects.
before NEXT P (lines 40 and 50). Program Will is a musical joystick, ,

Well, that's the difficult bit over for and uses some commands which we'll -
this month — now let's have a bit of be covering in detail later in the series.
fun. Program | shows how you can use Line 20 reads the value returned by
all four voices at once. each producing your joystick, which-must be plugged
a different note, 10 make a musical into port one. Line 30 switches

Figure I: The notes produced with
the joystick in various positions [

chord.

Programs |l and lll produce sounds
for zapping aliens, while the automatic,
rifle of Program v would suit shool-
‘em-ups of a more terrestrial kind and
Program V is an explosion. You could

gverything off if the stick is cen-
tralised. Lines 40 to 110 determine the
pitch value, depending on the stick’s
position, and line 120 generates the
sound. The GOTO command at liné
130 starts the whole process off again.

The net resultis a joystick which can
play the scale of C — the positions for
each note are shown in Figure . it
won't take the Albert Hall by storm,
games OF peliee—swle chases, the but you can use it for nursery rhymes,
sounds in programs vl and VI could childrens’ hymns and other simple
add an extra dimension of reality. Pro- tunes.
gram Vi is a ringing telephone. while we'll be returning 1o sound gener-
Program VIi produces the two-tone ation at a more advanced level later,
siren familiar 10 British ears. but next month it's time tO introduce

In all these examples, look at how graphics, and show how you can
the FOR..NEXT loops are used to vary produce simple movement effects on
piteh and volume, or just 10 hold the screen.

use it for hand-grenades of setitatthe
end of a falling-pitch gound to repre-
sent a bomb dropped from an aircraft.

|f you're into detective adventure

;@ REM Explosion
iﬂ FOR V=14 70 4 STEP
H FGR H:] Tﬂ 1@ﬂ : -1
;E NEXT W
SOUND 0,200
60 SOUND 1,195:2’:
70 SOUND 2,255,8,V
35 NENEUL: 5t
FOR V=4 TO
100 FOR W1 TGﬂESEEP -1
120 SOUND E:sﬁ'ﬂ LN
130 SOUND 1,180.4 v
148 SOUND 2,255 4 y
158 MEXT v #90

Program V: Explosion ]

18 REM Four

: -not i

20 SOUND 8,121 ?ﬂngs1til chord
R

3@ SOUND 1,96
’1
48 SOUND 3:51’15’2

30 SOUND 3,68,1
58 GOTO 6@ 0.18,8

Pfﬂgram 2 g
I: Simple musical chord Brograim 1 Alt

18 REM Machine gun

20 FOR REPEAT=1 T0 15

30 FOR V=14 TO B STEP -2
4B SOUND B,4,8,V

50 SOUND 1,100,8,V

60 NEXT V

78 NEXT REPEAT

Program IV: Machine gun
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DISKOVER
OUR GREAT

DISK DEALS... BiE:

WITH NEW LOWER PRICES, 59

FREE PLASTIC LIBRARY CASES &2

AND FREE ISt CLASS DELIVERY 30

" = > o @

5Ys Blank Disks 3z

e

& §
.

|£1 50

£4-33

inc. VAT = £5.69

50 £2 ' "E_v?v

inc, VAT = £265.19

00| £39-29

inc. VAT = £44 85

10 £5 '::g._m.g

inc. VAT = £6.79

50 £25 'sgg

inc. VAT = £29.79

00| E44-32

inc, VAT = £51.69

10 £6 'gg

inc. VAT = £7.99

inc. VAT = £35.59

100 £57 'e?g

inc. VAT = £66.59

Apple User

DD 100L - 5%” DISK STORAGE BOX
® Holds 100 Disks i
® High Quality
@ Impact Resistant Plastic

FOR A GOOD DEAL LESS!

Lompumart

A GREAT DEAL MORE JPJ) ® Ususlly SAME DAY DESPATCH ® FREE DELIVERY (UK by Letter

- g ® Smoked Hinged Lockable Lid (2 Keys) ~
; o _j.'-i : ' ® Supplied with Dividers E
mame e e || S T 3
{ you inc. VAT = £10.91 = s .
sale NOW atY° o e 3
oﬂ ts or ca Eb"._:k,huﬂ‘:’;t' 5
newsasgen WA b
Diatiiciit: Lompumart
Dept ATU-Unit 8-Faicon Street
Europress Loughborough - Leics - LEI! IE
-262259
0424 430422/422928 || B o30n; 262258 266322 [ 223083




D S—

1
20 FOR REPEAT=1 TO 6
19 SOUND @,6@,10,8
L@ FOR w=1 TO 208

50 NEXT W

4@ SOUND B,72,10,8
70 FOR W=1 TO 200
BE NEAT W

9@ NEXT REPEAT J

Program VIl British siren

10 REM Mys -
b cal 1 ;
20 S=sTicK(g) ) CK

30 1F =15 THEN SOuNp 2,8

IF 5214 THEN p=129
88 IF 527 THEN p=gg
70 IF §=5 THEN pags
8B 1F $=13 THEN peg
?E IF S:FI THEH F:?zl
190 IF S=11 They pagg
120 squns Y THEN egp
1e¥ S0UND @,p,1p.8
130 coTo 2p .

0,8:60T0 2p

=
rogram VIll: Musicay fovstick

COMPUTERWARE

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

TOP QUALITY, BIG DISCOUNTS & ALL ITEMS USUALLY DESPATCHED
WITHIN 24 HRS!!

TITLE Cass  Disc Disc 198" BUDGET TITLES:
:m numsz e 300 12,50 }5% {Prica sach, or any 3 for £5)
Remabe Realty 2 _._...= 1600 Astromada ................. 1.80
Aol _............... 750 11,00 };; ... 180
Mari Aces ..., s -
Ao Dusd ..o = 16,00
Basil Mousa Dalective .. 800  12.50
Replacement character ROM! Cato Rt 860 1350
Colossus d Chess ... ... 800 1250
DO i 350 700
s 4 characer ONLY E L@ DD posrrree | | i vwowe LI
sets at the flick of a switch — 3 new sets — all with true desctnders. o R T T
Flight Simulalor 2 ..............~  38.00
() Simply replace the old character ROM in your 1029 with FONT IV ey el
No soldering or cutting necessary. ' Four Geeal Games ... 350  5.50
= Four Greal Gamas Vol 2 3.50 5.50
_] Fitted in minutes. m e bk el
Ginan Boret Word Cup Manager ... 8.00 1150
J 100% compatible with all existing software. Guild of Thinves §SXE CARTRIDGES:
Infemalnnl Kara , TITLE RRP OURS
() Adds new dimensions to your letters & documents. Contains existing e e %m”mrf"f gty 1]
. Jowsls ol Darkness ... 12.50 1250 kay Kong ... 12989 1100
Atari character set plus 3 new sets: Joo & Noclear Cavens 350 700 Firal Logacy . 140
Kennedy Approach ... 800 12,50 gt " .
L = Wil ey 11.00
FIE:I'_';IE?F- ’ !'Uﬂl'll_ nuc_mm qul'lﬂm.t.l. T :gg u-;w:mm w1239 100 Winter Wally .. 180
OEFLH ABCDEF G AECLEFGH Loutotowid . o 0 Moon Paird |, 1296 1100 ‘2.64 BUDGET TITLES:
or just descender ROM for only £12.99 rosr e e e T g T el
FREE el PO .o 1298 1100 B0 e 270
= :I-r-;mm Compe 15% Robolron ... 1298 1100  Amaurole ......._......2.70
([} If you prefer we can supply just the descender character B e W T Yy S
; ; Mirchwhasd ...—.....cocoe= 2000 2600 SERIES VIDEO CARTRIDGES: e
on & chip at a lower price. Monlazuma's Revenge 800 1200  TITLE NP OUNE DD oo B0
o s - ookl Mamgw ——£24
) Simple to fit — no soldering etc. 2% i
: : : o 20, 270
) 100% compatible with existing software. 500 g;‘g
! B - S s 2j- 0 Mg B B.00 PR
LV BN DAY pu =l CnpoiT SEE 8.00 _—
SEEPAGIOM A Bnoens TSI pnesr %00 2
20.00 .20

UNITE

L 5]
FESTOM SMDUSTRIALEEETATE
DEWSALIAY BOAD, fanion
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All sobtware consisis of

{Crders of less than £6.0

gﬁnuini. brand naw, onginal titles. Prices include post & l:la.ckiﬂ?
in total please add S0p). Europa add £1 for 15t fem than S0p for

aach additional lem, Subject to availability, all software is usually despalched within 24 Hrs.
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Feature

Those special characters

WE often have enquiries about how to
produce the “'special’’ characters
which sometimes appear in our list-
ings. It's because of this uncertainty
that we prefer authors not to use such
characters.

However, we recognise that some-
times it's the simplest way and oc-
casionally it's the only way ol doing
something. For this reason we're
repeating the two tables below. These
show how to produce the special
characters from the keyboard and
were first printed in the December
1985 issue of Atari User.

We’'ve drawn a box around the
characters so that you can see their
position more clearly. These boxes
won't appear either on-screen or in

the listings we print.

The Control and Shift keys are used
by holding them down while you
press another key. For example, if you
read CTRL A, you hold down the
CTRLICONTROL on XL machines) key
and press A,

The ESC key is like a normal key,
simply press it. For example, if you
read ESC DELETE, you press and
release the ESC key and then press
and release the DELETE key.

The Reverse Video Mode key has
been abbreviated to REV. On early
machines this key bore the: Atari logo

while on XL machines it has a
[l design on it. If this key is
pressed and released once, all subse-

quent input will appear in reverse [or
inverse) on the screen. You turn
Reverse Video Mode off by pressing
the key again.

For example, if you read REV CTRLP
the sequence of operations would be:

1. Press and release the REV key to
turn on Reverse Video Mode.

Hold down the CTRL key and press
and release the F key.

Release the CTRL key.

Press and release the REV key to
turn off Reverse Video Mode.

R N

It's easy to make mistakes with the
special characters, which is why we
prefer not to use them. If you do use
them, take extra care.

B | REV cTRL
__+_ z

| ESC SHIFT DELETE
| ESC SHIFT INsERT
| ESC CTRL Tas
| ESC SHIFT TaB

a Tl?ll'_—mr. ‘

—
8 [REV cTRL

o T_lti:mr SHIFT =
_Ei_ ESC CTRL 2

B | Esc crrL DELETE

O | Esc cTRL Iwsepy
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— and you could win in

What do you like best in Atari User? What would you see _
changed? This is your opportunity to let us know what you [

think.

Simply fill in the questionnaire we have devised — to
provide us with more information that will help us make

your favourite magazine even better.

If you also complete the name and
you will be included in the Prize Draw — with a hundred
superb Red Rat titles to be given away. These include:

* Astro-Droid: You take on the role of a cybord and attempt to

OUR VI

Red Rat’s prize draw

address ﬁanel below

force the evil Reldans back to their own galaxy.

* Screaming Wings: Defend your airbase by relying on your wits
and the powerful Pratt and Whitney engine in your charge.

+ Escape from Doomworld and River Rally: Two games offered
together as one prize. In Doomworld your mission is to save
a team of scientists from a planet under attack. While you

can indulge in watery fun in River Rally.

Name

Address

Postcode

To enter the Draw, please return your survey form by February 23.

EWS

Please tick your reply in the boxes provided. You don't have to fill in an answer if you
don't want to. You may photocopy these pages to protect your magazine if you wish.

How old are you?
Under 11 O
11-150
16-18 01
19-220

Sex?M/F Occupation?

23-300
31-390
40 - 50 0O
Over 51 O

What area of computers or computing interest you?
A little

Very much

Business
Arcade Games
Adventures
Comms
Programming
Hardware
Future Tech

Bim

. |

Dooo

Learning about:
Programming
Hardware

B0

gooo0o0o

|

Mot at all

gooono

oo

oo

How do you rate your knowledge of:

Mone Poor Average Good Excellent

Basic programming O O O
Machine code O O B
Hardware = O |

What micro(s) do you own or use?

0O 400 O 800
O 600XL T BOOXL
O 130XE [ B5XE

How long have you had your Atari?

O Under 1 year [ 1-2 years
0O 2-3 years O 3+ years

Do you have any other computer? Yes/No

O
=
O

1
-]

L]
O

Which one(s)?

28
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SURVEY

T

A

ATAR]
USER

Are you thinking of buying another computer? Yes/No
Which one?

What other hardware do you have?

O Monitor O Colour O Monochrome
[ Disc drive O 1050 O XF—551 O 810

[ Printer

] Modem

Please list any others:

What type of hardware would you like next for your micro?

Please indicate which of the following types of software you have:

O Word processor [ Spreadsheet

[0 Database O Other languages
[ Assembler O Basic utilities

O Disc utilities

What type of software are you most likely to buy next for your
micro?

What do you use your Atari micro for (fill in your own ideas in the
spaces at the end of the list)?
Not
Only Mostly Some much Mever

Arcade games [ O O O O
Adventure games [J O | O
Programming O O O O O
Business [ O O O O

Own letters O O »| O O

Home accounts [ | O O O
............................... O | O O O
............................... il O | E O
............................... £l O O (| O
............................... O | O O O

What software do you use most frequently?

Is there any software (apart from games) you've bought that you
never use?

How long have you 'been reading Atari User?

O 0-3 months ] 4-6 months O 7-12 months
O 1-2 years O 2-3 years O from issue 1
How often do you buy Atari User?

[ Every issue O1lin2

O Less regularly

How do you get Atari User?

O Subscription [ Newsagent

O Computer dealer O A friend

How many other people read your copy of Atari User?
ONene 01 O2 03 O more than 3

What other computer magazines do you regularly buy?

What do you like most about Atarf Liser?

What do vou like least about Atari User?

Which program listings do you type in?
Usually Sometimes Never

Games O O £l
Utilities O [ O
Tutorials O a O
Educational 1 O O

What is the maximum length of listing you would want to type in?

O Half page 01 page O 2 pages
O 3 pages 04 pages O 5 pages

Please circle the number which matches your level of interest in
the following subjects (O lowest — 9 highest):

T T s AR B S o 01 2 345867 8B2S58
Software reviews ........c.ovvvvvneenns g 12 3. 4 5§ @7 89
Hardware reviews ..................... 1 2 3 4 5 g 7 8 8
L% [ R E R e o s 01 23 45 6T 89
Communications .............co.coceenes 01-2 3 4 567 8 8
Software solutions.............c...... 012 3 45 6TS8 9
I s L e B 01 2 a4 5 8.7 83
= ] [ o e el R R s 012 3 4586 7819
HimsandTips.........ceeciivvveeneend 1 2 3 4 5§ 6 T B 9
-] T e 0123458 7 8 8
Ediication it s 01 23 456 T B89
Biaaiineass L L e o 0123456 T7T2BE8B2H9
Spreadsheets .............cccocevvieenns 01 2 3 4 58 7 889
Games Programs ......cccoceceeviennes 0123 456TSBE8289
Utilities programs.....c.covvvveriennes 0 1 2 3 45 6T B8 9
Easy programming...;................ 0 1 23 456789
MRS R L 0 12 ais s B TR D

Indicate any articles or series you would like to see in future
editions of Atari User.

Any other comments you would like to make about Atari Uiser.

Did you attend any Atari shows in 19877 Yes O No O

If you attended any, which?

Flease circle the number that matches what would attract you to
come to a show in 1988 (0 least — 5 most)?

Mew products. . ...coociiaicanansiiiina . 123 45
BTN OIS, i ieo s rfesnrih s v 0 1.2 3 45
Technical advice .............eevvnnnn |1 e Lt T R
Hands ontesting ................ s s e S
Show themes/theatre ................ 012 3 4.5

Anything else not mentioned here?

Thank you for filling in this survey. Now send it to: Reader Survey,
Atari User, Europa House, Adlington Park, Macclesfield SK10 5NP.
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IF you've written any

useful or interesting five
line programs why not
send them to us to grace
our pages?
We pay £25 for each one
published.
You should give a full
description of the routine
and any other details that

Win £25

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

enclose a  suitably
stamped package.

Simply send a copy of
the program on disc or
tape together with the
documentation - pref-
erably as a word pro-
cessed file — to:

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

SK10 5NP.
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I

“ IF you are a compulsive games player

you will probably remember a game
called Breakout. It was probably one
of the simplest games ever written —
but very addictive. So, to bring back
old memories, here is our version of
that old classic — Breakin.

The game controls are shown in
Table |, and the idea is to keep a ball In
play using a bat that moves across the
bottom of the screen. At the top are
high-scoring moving targets protected
by a wall and, to reach them, you must
make a hole by bouncing the ball
against the wall to knock out the
bricks. Points are awarded as shown
in Table Il.

This may sound simple, but in the
land of arcade games nothing is ever
that easy. So to make things more dif-
ficult, pin-table type bumpers appear
on the play area to deflect the ball.

by STEPHEN WILLIAMSON

You need quick reactions and lots of
concentration to predict where to
place the bat to send the ball up the
field of play again.

You start with five balls and one is
lost if it travels past the bat. The game
ends when all your balls have been
used. There are 10 levels of play —
shown in Table Il — and these
determine the speed of the ball and
the number and way in which the
bumpers are placed. The current level,
together with the other information
shown in Table IV, is displayed at the
top of the screen.

Breakin is written mainly in Basic,
but plays at high speed due to the use
of two short machine code routines
that handle all the movement of the
bat, the ball and the targets — lines 720
to 830 and 950 to 1050.

If you want to change the number of

18 REM BREAKIN

20 REM BY STEPHEN WILLIAMSON

2% REM (c)ATARI USER

30 GRAPHICS 17:605UB 1380

40 SM=PEEK(BE)+256+PEEK(ED)

5@ POKE 708,60:POKE 789,30:POKE 710,20
L:POKE 711,90

6@ POSITION B,0:7 #6;'breakin..please
wait”

78 REW DRAW INITIAL BUMPERS

80 POKE SM+24@+10,56:POKE SM+28049,56:
POKE SM+28@+11,56:POKE SMe320+10,56

90 FOR I=20 TO 39:POKE SM+#I,S5B:MEXT I
100 FOR I=4A@ TO 479;POKE SM+I,63:NEXT

1

110 GOSUB 1578

1280 REM DRAW SIDES

138 FOR I=SM+2@ TO SM+#479 STEP 20:POKE
1,58:POKE I+19,58;:HENT I

140 REM SET UP PM GRAPHICS AND INITIAL
ISE VARIABLES

158 POKE 559,62:PMB=144:POKE 3427Y%,PHB
:PMBASE=PMB*254

168 POKE 7P4,14:POKE 53256,1:POKE 5327

7,3:POKE 785,156

170 SCORE=Q:BCOUNT=@:MOFF=1782:POKE MO
FF,B:HIGH=@

180 DIRECT=1789:BALLV=178B:BALLH=1TET:
KDELAY=178&:YDELAY=1T82

198 POKE BALLV,200:POKE BALLH,124:POKE
1790, 120:POKE YDELAY,200

208 POKE DIRECT,3:BATH=179@

218 BALLON=@

220 BAT=PMBASE+1024:BALL=PMBASE+1280

230 FIELDCOLL=53253:PLAYCOLL=53261

240 FOR I=@ TO 255:POKE BAT+1,B:POKE B

ALL+I,0:POKE PMBASE+1536+1,0

250 POKE PHMBASE+1792+1,@:NEXT 1

260 POKE BAT+289,129

270 POKE BAT+210,255:POKE BAT+211,126:
POKE BAT+212,40

280 POKE BAT+213,60

29% RESTORE 3@@:FOR I=0 TO 11:READ A:P

OKE PHBASE+I,A:NEXT 1

3080 DATA B,D,0,8,56,56,56,08,8,0,0

310 FOR 1=0 TO 9:POKE PMBASE+11+1,24:P

OKE PMBASE+21+1,60

320 POKE PMBASE+31+1,126:POKE PMBASE+S
141,255 :HEXT 1

130 GOSUB 940:605UB T3IQ:LEVEL=1:LIVES=

5

IL@ GOSUB 1650

I50 REM WAIN LOOP

40 POKE 53276,8:50uNp @,8,0,0:50UND 1
,0,8,0:POKE MOFF,B

370 IF BALLON=@ THEM GOSUB 830

180 A=USR{1536) :POKE MOFF,1:POKE 77,0
3190 GOSUB 410:60T0 368

&@@ REW COLLISION DETECTION

&10 SOUND @,PEEK(BALLY) 18,14

L20 PLAY=PEEK(PLAYCOLL):FIELD=PEEK(FIE
LOCOLL) ;D=PEEK(DIRECT) :BH=PEEK(BALLH]

430 IF FIELD=1 AND PEEK(BALLV)<&43 THEN
POKE DIRECT,IMTCRNDCT)*3)+4:RETURN
460 IF FIELD=1 AMD D=2 THEN POKE DIREC
T,3:POKE 53249,BH+3:POKE BALLH,BH+3:RE

TURN

458 IF FIELD=1 AND D=3 THEW POKE DIREC

T,¢:POKE 53249 ,BH-3:POKE BALLH,BH=3:RE

TURN

460 IF FIELB=1 AND PEEK(BALLV)=284 THE

N BALLON=8:POKE 53249 ,B8:RETURN

470 1F FIELD=8 THEN GOSUB 107@:RETURN

480 IF FIELD=4 THEN GOSUB 126@:RETURM

498 IF FIELD=Z THEN GOSUB 1320:RETURN

S@@ IF FIELD=1 AND D=1 AND BH>52 AND B

H< 198 THEN POKE BIRELT,[HT(HHD(1J*E?+E
sRETURN

510 IF FIELD=1 AMD D=4 AND BH>52 AND B
H<198 THEN POKE DIRECT,INT(RND(1)%2)+3
sRETURN

528 IF FIELD=1 AND D=& AND BH<53 THEM

POKE DIRECT,6:POKE BALLH,BH+#3:POKE 332

L9 BH+3:RETURN

530 IF FIELD=1 AMD D=4 AND BH>197 THEN
POKE DIRECT,5:POKE BALLH,BH-3:POKE 53
249 ,BH=-3:RETURN

540 IF FIELD=1 AND D=5 THEN POKE DIREC
T,6:POKE 53249 ,BH+3:POKE BALLH,BH+3:RE
TURK

S5@ IF FIELD=1 AND PEEK(DIRECT)=6& THEN
POKE DIRECT,5:POKE 53249 ,BH-3:POKE BA
LLH,BH-3:RETURN

540 1F PLAY<>@ THEN GOSUB 608

578 RETURN

SE0 REM COLLISION WITH BAT

598 IF PLAY<>1 THEN &80

600 IF PLAY<>1 THEN 688

410 P=PEEK(BALLH)-PEEK(BATH)
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balls you start off with, alter LIVES in
line 1660. The speed of the ball and
the distribution of the bumpers can
also easily be altered: In line 1750 to
1840 XDELAY determines the speed of
the ball so to change it simply alter n
in the statement:

FOKE XDELAY,n

where n is the speed value of the ball.

As the game stands a value of 15 is

slow, 10 medium and & fast.

Sluct Changes game level
Start Starls game 4
Fire Launches blaeﬂ
Joystick left Moves lt:}a'; S
Juysﬁck1ight Moves ba =

i

0

/o f7-
Table lli: Levels of play
il =
0 Slow speed 5 bumpers
1  Medium speed 5 bumpers
2 Fast speed 5 bumpers
3 Medium speed 18 bumpers
4 Fast speed 18 bumpers
5 Medium speed Random bumpers
6 Fast speed Random b}lmpers
7 Medium speed High-density random bumpers
8 Fast speed High-density random bumpers
9 Medium speed Super-density random bumpers

If you know how to plot characters
to the screen display using the POKE
command you should not find it diffi-

cult to alter the number or pattern of S Score
bumpers on any level. Lines 1910 to H  High Score
2080 plot their positions and they are a L Level
redefined character X — internal charac- B

. — N Number of balls left
ter 56. SM is the beginning of screen -

ram. SEN

620 IF PEEK(BALLV)>2B6 THEN RETURN
638 POKE DIRECT,1

648 IF P<3 THEN POKE DIRECT,2

650 IF P>5 THEN POKE DIRECT,3

668 RETURN

670 REM HIT TARGET

680 SCORE=SCORE+1Q0

90 GOSUB 1130

700 POKE 7@5,0:FOR I=8 TO 20:50UND 8,9
2,10,10: 50UND 2,971,108, 10:NEXT I:S0UND
2,0,0,0:POKE 705,154

718 RETURN

728 REM TARGET/BAT VBI ROUTINE

730 RESTORE 750:FOR I=@ TO 16B:READ A:
POKE 35000+1,A:NEXT I

740 A=USR(35008) :RETURN

758 DATA 18&,169,6,16@,195,162,136,3¢2,
92,228,96,238,247,6,173,247,6,201,8,20
4

T6B DATA 5,169,1,141,247,6,201,1,204,2
162,11,281,2,288,2,162,21,201,3

770 DATA 288,2,162,31,201,4,288,2,142,
L1,201,5,288,2,162,31,201,6,268,2

7808 DATA 182,21,201,7,208,2,162,11,160
,8,189,0,144,153,50,150,153,60,151,232
798 DATA 208,192,10,208,241,238,249,4,
173,249,6,141,2,208,206,248,6,173,248,
4

880 DATA 141,3,208,238,194,2,238,195,2
173,128,2,175,246,6,201,1,240,3,74
810 DATA 95,228,173,120,2,201,11,208,3
,206,254,6,201,7,208,3,238,254,6,173
820 DATA 254,6,201,56,208,5,169,57,141

-/ Table V: Game status display

-

254 ,6,201,184,208,5,169,183,141,254,6 144,157,0,149,232,200,192,11,208,244,1
B3I DATA 173,254,6,141,0,2088,76,95,228 73

B4B REM LAUNCH BALL 1040 DATA 251,6,141,1,208,172,246,6,17

BSO® L=PEEK(BALLV):FOR I=L TO L+11:POKE §,250,6,202,208,253,136,208,247,173,5,
BALL+I,@:NEXT 1 208 .

B60 POKE MOFF,1 1058 DATA 201,0,288,19,173,13,208,281,

B70 IF SFLAG=0 THEN LIVES=LIVES-1:605U 0,208,3,76,1,6,96

B 2108 1068 REM BRICKHIT ROWY

BE@ IF LIVES=0 THEN GOSUB 2B18:G0OSUB 1 1078 N=INT((PEEK(BALLH)-55)/7.8)

650:6070 360 1080 F=PEEK(SM+141+N):F1=PEEK(SM+1424N

890 SFLAG=D )

908 IF STRIG(D)=1 THEN %p@ 1098 IF F=0 AND F1=258 THEN POKE SM+14

918 POKE BALLH,PEEK(BATH)+4:POKE BALLV 2+N,B:SCORE=SCORE+1D:BCOUNT=BCOUNT+1
L96:POKE 53249, PEEK(BATHI 44 1100 IF F=250 THEW POKE SM#1414N,@:5C0

920 POKE DIRECT,INT(RNDC(BI*3)+1 RE=SCORE+1@:BCOUNT=BLOUNT+1

930 BALLON=1:POKE MOFF,B 1118 GOSUB 113@:RETURN

O4B RETURN 1120 REM CHANGE BALL DIRECTION AFTER 8

950 REM BALL/BAT WC ANIMATION ROUTIME RICK HIT

968 RESTORE 980:FOR I=0 TO 159:READ A: 1138 POSITION 1,B:PRINT #6;5CORE

POKE 1536+1,A:NEXT I 1140 IF BCOUNT=54 THEN GOSUB 217D:GOSU

970 RETURN B B4B:RETURN

980 DATA 104,169,0,141,30,208,173,120, 1158 SOUND 1,PEEK(BALLV)-8,18,10:POKE

2,201,11,208,3,206,254,6,201,7,208,3,2 S3T68,16
38,254,6,173,254 1160 IF D>@ ANMD D<& THEN POKE BALLY,PE
990 DATA 6,201,56,208,5,169,57,141,254 EK(BALLY)+3

,6,201,184,208,5,169,183,141,254,6,173
1000 DATA 254,5,141,8,208,173,253,6,20
1,1,208,3,206,252,6,201,2,208,6,206
1810 DATA 252,6,206,251,6,201,3,208,6,
206,252 ,6,238,251,6,201,4,208,5,238
1020 DATA 252,6,201,5,208,6,238,252,6,
206,251,6,201,6,208,6,238,252,6,238
1030 DATA 251,6,174,252,6,160,8,185,8,

1178 IF 0=1 THEN POKE DIRECT,4:RETURN
1180 IF b=2 THEN POKE DIRECT,S5:RETURN
1190 1F D=3 THEM POKE DIRECT,&:RETURN
1200 POKE BALLV,PEEK(BALLY)-3

1218 IF D=4 THEN POKE DIRECT,1:RETURN
1228 IF D=5 THEN POKE DIRECT,2:RETURN

Turn to Page 34 »
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B| Taie s L e L ol R S S s S
— Game |

e 1780 1F LEVEL=3 THEN POKE XDELAY,18:60 1990 RETURN
i O e 5UB 1920 2000 REM GAME OVER
1230 IF D=6 THEN POKE DIRECT,3:RETURN 1799 1F LEVEL=4 THEN POKE XDELAY,5:60S 2010 POSITION 6,9:7 #6;'gane over’ |
1248 RETURN U 1928 2020 1F SCORE>HIGH THEN HIGH=SCORE .
¥ 1250 REM HIT BRICK ROWZ 1880 IF LEVEL=5 THEN POKE XDELAY,10:N= 2030 605UB 210@:RETURN i
2 1260 N=INT((PEEK(BALLH)-55)/7.8) 20:605U8 1970 2040 REN PLOT BUMPERS LEVELS 0-2 .
7 1270 F=PEEK(SM+121+N) s F1=PEEK(SM+122+4N 1810 IF LEVEL=6 THEN POKE XDELAY,5:N=2 2050 POKE SM+24@+1@,56:POKE SM+280+9,5
Z ) g:605U8 1970 6:POKE SM+28@+11,56:POKE SM+320+10,56
g 1280 IF F=0 AND F1=186 THEN POKE SM+12 1828 IF LEVEL=7 THEN POKE XDELAY,1B:N= 2060 POKE SM+240+10,56:POKE SM+280+49,5
18 24N,0:5CORE=SCORE+2: BCOUNT=BCOUNT +1 L@:GOSUB 1970 6:POKE SM+2B@+11,56:POKE SM+320410,56
’ 1290 IF F=186 THEN POKE SM+121+N,0:5C0 1830 1F LEVEL=8 THEN POKE XDELAY,5:N=4 2070 POKE SM+282,56:POKE SM+297,56 .
RE=SCORE+20:BCOUNT=BLOUNT+1 B:605UB 1970 2080 RETURN |
1380 GOSUB 113@:RETURN 1840 1F LEVEL=9 THEN N=40:GOSUB 1920:6 2898 REM PRINT TOP STATUS DISPLAY .
g 1310 REM HIT BRICK ROW 3 0SUB 1978:POKE XDELAY,18 2100 POSITION 0,B:7 #6;' :
i 1320 N=INT((PEEK(BALLH)-55)/7.8) 1850 GOSUB 2100:RETURN " REM 19SPACES
i 1330 F=PEEK(SN+101+N): F1=PEEK(SM+102+N 1860 REM CLEAR BUNPERS 2118 POSITION 0,8:7 #6;'s";SCORE; !
) 1870 FOR 1=8 TO 20:POSITION 1,1:7 #6;' 2128 POSITION 7,8:7 #6;"h;HIGH;
1340 IF F= AND F1=122 THEN POKE SM+10 ":REM 17 SPACES 2130 POSITION 15,017 #6;°L'; LEVEL;
2+N,0:SCORE=SCORE+30: BLOUNT=BLOUNT+1 1888 SOUND B,INTCRND(1)%128)+6@,14,10 2140 POSITION 18,0:7 #6;'b";LIVES;
135 IF F=122 THEN POKE SM+1@1+N,B:5C0 1898 NEXT 1:S0UND 0,0,0,0 2150 RETURN
RE=SCORE+30:BCOUNT=BLOUNT+1 1908 RETURN 2160 REM RESTORE WALL AND ADD BONUS
1360 GOSUB 113@:RETURN 1910 REM PLOT BUMPERS LEVELS 3-4 2170 LIVES=LIVES+1:SCORE=SCORE+1000:SF
1378 RETURN 1920 FOR 1=5M+202 T0 SM+217 STEP 3 LAG=1:BLOUNT=R
1380 REM REDEFINE CHARACTER SET 1930 FOR 1=5M+202 T0 SM+217 STEP 3 2188 POSITION 1,B:7 #6;SCORE;
1390 DIN MLS(4@) 1940 POKE 1,56:POKE 1+39,56:POKE 1481, 2198 FOR 1=60 TO 50 STEP -1
1400 M=152 56 2208 FOR D=1 TO S:NEXT D
1410 POKE 106,M-1 1950 NEXT I1:RETURN 2210 POSITION 6,9:? #6; bonus 1008
1420 CHBASE=256%(M) 1960 REW PLOT RAMDOM BUMPERS LEVELS 6- 2220 SOUND 1,1,14,14
1430 RESTORE 146B:FOR L=1 TO 36:READ A 9 2230 SOUND 0,1-8,14,14
1440 MLS(L,L)=CHRS(A) :NEXT L:REM COPY 1970 FOR I=1 TO N:R=RND(1)#28@:1F PEEK 2248 FOR D=1 TO S:NEXT D
ROM CHARACTER SET TO RAM (SN+128+R)=0 THEN POKE SN+120+R,56 2250 POSITION 6,9:7 #6;'B0NUS 1000°
1450 A=USRCADR(MLS) M) :POKE 756,M 1980 NEXT 1 2260 NEXT 1:50UND @,0,B,0:50UND 1,0,0,
1460 DATA 104,184,104,133,204,169,224, " B:GOSUB 1570:605UB 2100
133,206,162,0,160,0,177,205,145,203,28 2270 POSITION 6,9:7 #6;° iR
8,208,249 EM 18 SPACES
1470 DATA 164,204,200,132,204,164,206, 2280 RETURN
R -
= : - CK
1490 POKE CHBASE+(58%8)+1,0:NEXT I -
1140 930 (x) [1530 €9p (F) | 1920 You (R)
! éiaﬂ PATA 254,254,256,254,254,254,254, WL i e A 1150 MDY (W) | 1540 WK (8) | 1938 YFU (6)
3 | A cp 1168 XRP (3) 1558 weK (F) [ 1948 6uG (1)
:;;: :g:E[{ﬂE;gEfEgg::}Ei“EFHEg:PEE 25 DA2 (W) | 480 CUV (W) | 780 RKG (X) 1178 KT (R) [ 1568 DXN () | 1950 64E (A)
1530 DATA B,16,56.56.16,0.0.8 30 GRN (0) | 410 L6T (L) | 790 TRN (V) 1180 KN2 (B) | 1578 MY1 (D) | 1968 EFN (9)
e S e e i < | 48 LkM (W) | 420 SVJ (u) | 80O M4 (2) 1198 KSA (0) | 1588 GRM (M) [ 1978 WLS (U)
1550 RETURN 58 026 (7) | 430 Fxa (F) | 810 @1k (V) 1208 S9% (Y) | 1598 EWY (K) | 1988 PCS (W)
1560 REM DRAW ROWS OF BRICKS 60 A32 (Y) | 44D 022 (6) | 820 TZN (8) 1210 KF2 CE) [ 1688 F4X (L) | 1998 x0K (1)
e At g aie S R 70 CPT (6) | 450 06J (7) | 830 X7G (9) 1220 KKA (7) | 1618 E3X (P) | 2000 cxp ()
1588 POKE 835450 il 80 V19 (0) | 468 Guw (F) | 848 DDO (D) 1230 KPK (5).] 1620 XLO (P) | 2018 9N9 (H)
1508 FOR =141 10 158:POKE SHEL.258:NE 90 93L (8) | 470 €2 (F) | 850 F54 (L) 1240 VTK (0) | 1630 W8K (K) | 2020 BCA (M)
i : det }?g 5SR (S) agg Eg' :sg igg YHA (V) 1250 DHN (6) | 1648 DXN (M) | 2038 077 (L)
: : _ PE1 (U) | 490 E9A (X Uk (R 1260 T4M (D) | 1658 LXN (3) | 2048 6P (@)
o i s ) b o 120 035 (W) 500 AYK () 880 4aV () 1270 90F (8) | 1668 W03 (F) | 2050 81F (V)
) g : UYT (F) | 51@ CTa (P J V) 12BF DIY (@) [ 1678 345 (L) | 2060 B3IF (Q)
;?1? FOR 1=121 TO 118:POKE SH+I,122:NE 140 DCS (2) | 520 DHL (4) | 908 JX4 (F) 1290 WHK (@) | 1680 2kS (@) | 2078 OMR (9)
1628 BLOUNT=0 158 7TU (9) | 538 6P2 (6) | 910 X1L (&) 1308 00X (A) [ 1690 YF2 (W) | 2088 VTL (E)
1630 RETURN 160 06M (D) | 548 02% (K) | 928 ubp (A) 1310 DON (E) | 1780 TaC (X) | 2098 DHP (A)
SEAE REN STARTIRESTART. ERRE 178 TRJ (F) | 550 ML1 (J) | 930 ATG (7) 1320 TOM (6) | 1710 @2b (W) | 2108 SHX (@)
1658 LOME tCiBiEasS. ST 180 UDT (W) | 568 RHJ (B) | 94B RPE (5) 1330 8RO (1) | 1720 DXN (1) | 2118 SYW (M)
it ol 199 X9H () | 578 $29 (7) | 958 DH1 (1) 1340 D9H (D) [ 1738 YTW (V) | 2128 swa (V)
1678 IF PEEK(53279)=5 THEN LEVELSLEVEL 200 QUK (8) | 580 buw (9) | 968 LFU () 1350 W3N (D) 174 2TX (A) | 2138 7PN (C)
+1:FOR D=1 T0 20:NEXT D 218 U9y (D) | 59@ FFS (F) | 970 S2E (K) 1360 DRX (H) [ 1758 NVK CH) | 2148 K2 (Y)
D bt Gt 220 91T (K) | 600 EAT (F) | 980 JE9 (K) 1370 WaK (N) | 1748 NMP (6) | 2158 VAL (R)
1698 POSITION 16.8:% #8:LEVEL: 230 52N (3) | 618 UKL (G) | 990 UGH (K) 1388 DTN CH) | 1770 S5A (Y) | 2168 DFP (V)
1780 1F PEEK(53279)=6 THEN GOSUB 1730 240 TCR (0] | GeW SP4 (V) | VRS AAN (YD 1390 WS1 (6) | 1788 WXF (1) | 2170 DTE (V)
SETURM ' 250 059 (&) | 638 XF5 (&) | 1018 C2T (L) 1480 KS& (V) [ 1790 SMK (K) [ 2188 YUF (0)
1718 6070 1670 260 86X (A) | 640 UGG (4) [ 1028 AYA (K) 1410 PXT (N) | 1800 7au (P) | 2190 KMM (1)
1720 REM SET LEVEL PARAMETERS 270 W24 €J) | 65@ V41 (X) | 1838 RVK (D) 1620 AYA CN) | 1810 662 (A) | 2208 bAU (1)
1738 POSITION 6.5:7 #4:° i 280 7FP (F) | 668 RXA (K) | 1048 NQU (E) 1430 b6V (v) | 1828 7ve (x) | 2218 HAv (X)
RUAMEBE 5 ;:g E?F (1) g;g gii ER; ]gzg E:: EE: 1640 RCW (1) | 1830 6AT (A) | 2220 4ED (D)
S =g il i ¥1 (M) KX (( 1450 med (6) | 1848 YOU (7) | 2230 466 (2)
;;;EBS:§§E 1:SCORE=@:BCOUNT=@:LIVES=5: 310 406 (3) | 690 76 (A) [ 1878 SXm (0) 1660 YiC (K) 1850 ECé (U) | 2240 DKU (1)
1750 IF LEVEL=8 THEN POKE XDELAY,15:60 320 AYN (F) | TD 7uC (5) | 1888 BxH (1) 1470 98T (K) [ 1868 EAN (R) | 2258 91V (G)
SUB 2858 e gsg EU; EFJ ?;: RAC (C) ;?Eg E;F Eg; 1480 V26 (2) | 1870 50N (J) | 2260 E3Y (7)
2 : 48 PS3 (D) | 720 D3Y (2) 8 1490 ves (1) | 1888 617 (V) | 2278 k1 (2)
1 b e ik 350 06U (2) | 730 Naw (W) | 1110 06K ()| | 58 T54 (1) (1890 4cy () | 2288 oL (1)
. ; 160 657 (6) | 740 CEY (V) DN (K) 1510 UR6 CF) | 1980 WFK (E)
;;?gﬂés LEVEL=2 THEN POKE XDELAY,5:60S 378 x7L (1) | 750 TF2 () [1130 YYN (X 1520 UT4 (F) | 1918 E4N (6)
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Utility

THIS superb utility is designed to
allow you to write simple tunes on to
an on-screen simulated music sheet
and play it back in a choice of voices.
You also have full disc handling of the
music files and a special facility which
allows simple access to one from
within your own programs.

Music is often added to programs,
gither to provide mood or to fill in
those tedious intervals when data is
being processed and nothing exciting
is happening on screen.

Atari computers contain a versatile
sound generator, but unfortunately-
the resident Basic suffers from com-
plicated sound handling commands.
Production of even simple tunes may
require much trial and error.

Furthermore, since it takes a signifi-
cant time to run the SOUND
command, program operation is
slowed or even stopped while music is
being played, and this defeats the
object of its inclusion.

Melody Maker presents an attractive
solution to both these criticisms and is
also fun and educational. Music is
' written on to a music sheet on the
screen using a few logically-chosen
keys. Standard musical notation is
used, so composition or copying from
sheet music is simplicity itself.

Disc handling routines allow music
files to be saved or loaded and they
can be added to or played in a choice
of voices. An interrupt-driven machine
code routine is used to play the music,
so it will continue playing during most
Basic operations. This option may be
saved separately so it can be added to
your own programs.

When you run the program the
options available — shown in Figure | -
are displayed. Select W for the edit

BRUCE WOODLAND starts you on the
right note with this musical program

mode and enter the music using the
keys shown in Figure Il

Position on the music sheet is
marked by a player missile cursor
which can be moved vertically on the
staves by the arrow keys. You don't
need to press Control. Its position is
translated to the appropriate pitch.
The sharp and flat keys, which modify
the pitch slightly up or down, have to
be selected before the note is written.

Keys 1 to 4 will write a note of the
correct type (length) at the cursor's
position. The note length can be
prolonged by 50 per cent by preselec-
tion of the full-stop. The correct note

Figure I: Main
menu options
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will sound, and be stored in memory.
It is also possible to delete notes if
necessary.

A key signature may be set up at the
start of the composition or this can be
bypassed if desired. The various key
functions — shown in Figure Il — can be
displayed on screen by pressing the |
key, and these are usable at any point
during composition. Only valid keys
are accepted, so if you avoid Reset
and Break you can't go far wrong.

The Basic END command will turn

Key Note Length
1 Semiquaver (g 1
2 Quaver ( o'} 2
3 Crotchet (g ) -
4 | Minim (d) 8

Table I: The notes available

off any music, as will Reset and any
disc accessing. No provision is made
for accented beats, so the normal bar
structure of music is conveniently
ignored. In other respects Melody
Maker follows standard musical no-
tation very closely.

The program is very user-friendly
and very little musical knowledge is
required for its use, so an absolute
novice can create superb music.

However, the complexity of the pro-

smallest Atari machines such as an
unmodified 400 or 600XL and cassette
storage is too slow, which means a
disc drive is essential to store files.

Turn to Page 36 »
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e e
| e
+ From Page 36 ] R T
s e | Tu PROGRAM vaRiAB
T ne required POS | ISIE$ HISIC storage str RED
E P the lowW — $ Machi Strin
e sy mMove the c light! apove of be || NREFs Hefe?;:.z;?de file handffr‘lg
'.I Cursor up/ ition ?:ve it y the || KSGs Key of nctelgf‘:f:;i;‘]ﬁte frequencies
es res s : ities f .
I'| tgound the NO® ° prscr'f tav?u | FN$ E_?_tmn. or key signature trans-
\ sit LR g T | K$ Voo, lename strin
II'. E::th ut writif mc: gmﬂﬂﬁ‘ - Ccursor II I$ ;zféi,ke?ﬂress check list
r i |
' for trial R s entered red and 2 1' CApP Emirr:”lE code for playing tyne
I|| g the re U \Lere! £ KE imum storage ¢ ;
| F'IENI : nd stor a \rﬂ'ld on Y Ascij code of k dpacity of tune st
', osition A0 Foo used 1 } BAS  Start addrece 7 Presses i
Eing\e ) - [;I'Een | DUH Nﬂt ress in ram of PMG
lll fusio different ON°° ' LN @ length : o
. - petween ; Stave group off
| Cycles | s he desig NTE Not £ set value
\ tion sets: nof the € frequenc
'. instrutt” o to the sC Egble | and stor® TAD Ram start of t y value
I ftean in 12 i\ ] une stor
. 1-4 W hown | ursor Wi C Ram st : -
l d type s . The C 1 start of varigy ;
I'. nz.tinuﬂd i em;' atically- Thﬂﬂ?&: H; 5“5!“0”&1 translatinsn n;f f;;r;e code routines
\ then advant a e space'ﬂa" Orizontal screen index pgi
I' also used 2 = follows te Vertical screen pointe, o C'
',I .dentities ar ?lit or normalis T}:.)at'iﬂ Length of current tune file
\ e a shards harp ©f
I'. # By { has been F'tf o, These keys L
signature. s written:
'|I the ke‘l’d gefﬂf ﬂ?e e ical res
I, selectet - sertio g noteé
I' eba Allows i it B
'.I Spac or pausei;” 48} 518 KS="-z+¥1234 H8.N{PSIS"
|'| type ”'B oS 528 K56$="BCDEFGABCDEFGAB"
rests ar 538 RESTORE 650:FOR A=1 T0 15
| g to
'|| one t‘:ic 548 READ DTA
'. iz 558 SCALES (LEN(SCALES)+1)=CHRS (DTA)
I'| Dele Er?eeﬂ a S6@ MEXT A:MREFS=SCALES
\ :;B poss 588 RESTORE 9888:FOR A=8 TO 247
\ is sh | 598 READ DTA:POKE A+MC,DTA:NEKT A
\ Full stoP d ca 88 CK=MC+47:ND=CK+42:MD=ND+136
'. py 50 Per 621 REM CFTEETTING
|| ding o" | 638 POKE 704,236:POKE 53256,9
\ turns Y | 648 POKE 53248,8:RETURN '
1 urn RE ]
\ Retu™  where 650 REW |
\ comp

Figure II: Key commands available

B OREM I NIEIEN NI I 0

1 REM % MELODY MAKER %

2 REM %4 MUSICAL UTILITY#

| 1 REM % (C)ATARL USER ¥

4 REM %BY BRUCE WOODLAMD®

G REM N DR N

6 RESM=108:DEMO=308:MNCDE=508;: HENU=780
10 REM

RT3 (A BRE SERYVE MEMORY |
10 GOSUB DEMO:REM EIRITTCINTA:IN:L

58 GOSUB MCODE:REM ERITTGETITERY. IS

78 cosue MENU:REM IEDCICIIETIEE
B8 GOTOD 78

QF QEM I B 6
100 REM

118 CAP=1824:REM Max tune length
128 A=PEEK(186)-16:GRAPHICS 8

130 POKE 54279,0:MC-A%256:BAS=512+MC
| 148 BIM K5C18) ,MREFS$(15) ,KS65L15)
156 DIM PICKS(28),5CALES(15)

168 DIM TUMES(CAP), TEMPS(255)

188 OPEM #1,4,8,"K:":TAD=ADR(TUNES)

198 RETURM

198 REMW P st 058 0 s ]
UL B, M0EH0 PLAY

318 GRAPHICS 17:POKE 718,6

120 POKE 708,152:POKE 711,182

130 BL=7+PEEK (742)%256+PEEK (741)
148 POKE OL,7:POSITION 4,1

158 GOSUB 488

160 F5-0:60SUB 9319

178 FS=1:RETURN

TG REM NN M D DN D
408 REM

410 POSITION 4,1:7 #6;"MefiDy [TKel"
438 POSITION 6,6:7 86; (AL

448 POSITION 6,8:7 u6; G
450 POSITION 4,198:7 #6;"atari
460 POSITION 9,13:7 #6; I
476 POSITION 5,15:7 #6; (ICTIEIELL"
488 POSITION &,18:7 o6;"1988"
498 RETURN

A8 REM 000 DI DD

CTS WL 04D CODE ETCH

user"

668 DATA 31,35,40,45,47,51,60,64
678 DATAH 72,81,91,9%6,188,121,128
668 REM
698 DATA 96,144 144,96
GIE REM 0NN N D
768 REM CERCEGELTY
718 GRAPHICS 17:POKE 719,236
720 POKE 711,2Z:POKE 708,168
730 POKE 709,182:POKE DL+L,7
758 POKE &7,8:RESTORE 910
770 7 :7 " EANTEEECIIEC"

788 7 " FOR ATARI B@axXL"

798 FOR A=1 TD 6:READ PICKS
g0@, POSITION 5,2+44:7 PICKS:MEXT A
g§i@ 7 " pption or start" |
828 MH=4:MY=3
830 POSITION MX,MY:? " ";

848 IF PEEK(53279)=6 THEW 838

858 IF PEEK(532Z791)5 THEN 830

8680 IF PEEK{532791 (37 THEN 368

878 MY=MY+1:IF MY)}1+a THEN 828

gae GOTO &38

§98 GOSUB WY*188@

588 RETURNM

UM AL~ i te musicBcontinuel
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Classifieds

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

is the first place they look!

® Atari 1027 letter qua-

lity printer [(hardly
userd) with Atariwriter
disc £75. Tel: Milton

Keynes (0208) 568788.
® Wanted 1050 disc
drive. Tel: 0363 3377
evenings.

® Atari 800, (48k) and
1010 recorder £35. Tel:
01 998 2724.

@® BOOXL, 1050 drive,
1010 cassette, touch
tablet, joystick, 60 discs,
boxed as new, only
£200. Centronics prin-
ter, interface, supers-
cript word processor
£65 or £250 the lot! Tel:
Simon on 0462 58114.
® For sale: 800XL, 400
(48k), 1020 printer, 1050

drives (two), touch
tablet, software: Gaunt-

let, Spindizzy, Goonies,
Tomahawk, Realm
Impossibility, Star

Raiders Il, and others,

An added bonus/

Your advert will also be automatically displayed
on MicrolLink, the electronic mail service
pperated in association with Telecom Gold. This
means it will be seen by thousands of computer
enthusiasts who can send an instant response.

sold separate. Tel: 021
475 7608.

@ B800XL, 1050 drive,
{(Usdoubler), utilities,
MACES, Alt.Real 1+11,
J.Bond, over B0 discs.
30+ cassettes, cartrid-
ges, books, touch tablet,
magazines, excellent
condition, first offer
over £290 secures. Tel:
021 551 5797 after 6pm.
@ B0OXL, XC12, disc
drive, books £150 soft-
ware. Over 100 maga-
zines for £175. Tel: Ken
(Brighton) 594821. NB.
Buyer collects.

@® 1029 printer, Font IV
chip, cover, spare
ribbons £100. Tel: 01
BO5 7738 evenings, 01
B81 6673 office.

@ 130XE 1050 disc drive
lots software, all user
mags to date £190. Tel:
0243 B29696.

® B00XL £35. B10 with

Classified advertisements will be accepted
under the following conditions:

This service is EXCLUSIVELY for the use of
private readers. No trade ads will be allowed.
To avoid encouraging software piracy, all ads
will be carefully vetted before they are
accepted.
Ads can only be accepted on this form (or a
photocopy of it).
There is no maximum to the number of
words you include in your ad. If there is
insufficient room on the form, continue on a
separate sheet of paper. :
® The cost is 20p per word, with a minimum of
10 words.

We GUARANTEE your ad will appear in the
March issue (on sale February 24)
providing it is received by January 29.

Archiver £85 WS52000
modem £80. Tel: 0245
269030.

® Atari BOOXL, 1050 disc
drive, original software
plus other games and
joystick £120. Tel: 0733
47605,

® 1029 printer wanted,
good condition up to
£100. Tel: 0772 864765.
® XL originals for sale:
Pawn, Guild of Thieves,
£10 each, International
Karate, Steve Davis
Snooker £8 each.
Several titles on tape:
f4 each. 1010 recorder
£15. Tel: 01 748 6545 for
details.

@ Latest Atari games for
sale, originals only. Full
price games £4, budget
games £1. Tel: 01 363
9031.

@ Fidelity CM14 colour
monitor suitable for any
Atari XL/XE model, £140

o.n.0. Tel: 0635 37516.

@ Atari 1029 printer
with manual £58. Tel:
0966 25032,

@ B00XL, 1010 recorder
joystick, 2 games +
mags £110 o.n.0. Tel:
0925 754179.

® Wanted 1050 disc
drive. Tel: Portsmouth
(0705} B12536.

@® 1050 discdrive plus
software £90. Atari
assembler editor rom
£16. Atari microsoft
basic Il rom £16. Mini
Office Il £10, cut and
paste w/processor £10.
Atari touch tablet £25.
Tel: 0992 32697.

& Atari 800x!|, 1050 disc
drive, 1029 printer with
font rom, touch tablet,

speech synthesiser,
keypad, recorder,
assembler cartridge,

books and games, all for
£325 o.n.o. Tel: 0671 223
3634 anytime.

@® For sale Atari 130XE,
XCll cassette, 1060 disc
drive, 1027 printer, joy-
sticks £200. Tel: 01 960
2720 evenings only.

@® 130xe, 1010, 1050
drive, 60+ original titles,
disc box, mags, two joy-
sticks, blank discs worth
over £800 will sell for
£220. Tel: 0608 737332,

@ Atari touch tablet and
software £20. Plus
original disc and
cassette software from
75p to £9.50. Tel: 0702
510487,

@ 800x!, 1050 disc drive,
original software, boxed
£100 o.n.o. Tel: Matt on
0243 B64858 after
7.30pm.

® Atari 5205TM, SF354
disc drive, mouse and
usual free software. As
new £200. Tel: 0703
256782,
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3220 R=KP-6:IF KP<{8 THEN R=2 3538 IF KP=3 OR KP=1 THEN P=-P
4 From Page 36 3238 IF KP{5 THEN R=1 3540 GOSUB 3648

3240 ON R GOSUB MYE,MRTE,PAl,WSHP WFLT 3560 IF ABSCP))1 THEN K=K+P
LN T Ws ave tuneMload old JEXT,MRM,DEL ,PLAY,SMD, INST,PFVE 1578 IF aBS(P) {2 THEN Y=Y+P
R TAC e Lay tuneMlist to disc 3258 IF LME{=57 THEN I158 1580 IF Y=17 OR Y=32 THEM Y=Y-P
GGE RE M RN 31268 POKE 559,19:POKE 51277,0 3590 IF H)208 THEN ¥=60:LME-LME+19
LG MR ITE MUSICH 1270 POXKE 53248,0:60T0 Iieé Ioe8 RESTORE 688
IR M3 BClear tune stare (ML) TZ296 REM FMENNIENNNIEN RN MR NI N 3618 POKE S3248,X:FOR Az@ TO 3
1020 FOR A=8 TO CAP STEP 258 31380 REM 1628 READ B:POKE BASta+Y+LME,B
3038 N=USRICK,ADR(TUMES) ,255,8) 1310 POKE 718,6:POKE 789,8:COLOR 1 3638 MEKT A:RETURNM
1048 MWEKT A 3320 FOR A=12 TO 138 STEP 18 1648 REM
1858 MUVE=3500:PLAY=7108;NAM=4680 33110 FOR B=8 TD L6 STEP 4:PLOT 8,Bta 1656 RESTORE 68@:FOR A=8 TO I
3868 MSHP=4588.5ND-4760:ENT=4650 3348 DRAWTO 319, B+4:DRANTD I13,4+12 31668 POKE BAS+LME+A+Y,8:NEKT &
3078 WFLT=4700:PAL=4388:SHARP=H 1156 PLOT 16,B+A:DRAMTD 16,a+12 1670 RETURM
1088 DEL=4B806:HRTE-4188:KS5IG=1788 3360 MEXKT B:GOSUB I400:NEKT & TETE REH S b
1090 INST=1860:PFUE=7408 3378 RETURN I78@ REM
1188 GRAPHICS B:N=S52:Y=24:LNE=8 II98 REH eatsti 1718 7 “Key signature? OWO":GET HM1,4
3185 CALL=USR(CK, BAS,255,8) 1480 REM 3720 IF A<Y89 THEN KP=8:GOTO INST
3110 GOSUB 3308:REM 3418 PLOT 4,4+B:RESTORE 3458 3730 KSG=1:7 CHRS(125);"Right:-"
1120 STRT=PEEK (BB)+PEEK [89) %256 1428 FOR CL-8 TO 1@8:READ CH,CY 3746 7 "Position with CUrsOr keys."
11318 POKE 559%,46:POKE 53277,3 1438 DRAWTO CK,CY+A-20:NERT CL 31756 7 “Then write in with # or B."
I148 KP-4:GODSUB MVE:GOSUB K5IG J440 RETURM 3760 GET #1,4:RETURN
1158 GET #1,KEY:KP=8:50UND 1,8,08,0 1458 REM TTDE REM ERERRRRHIIIII MEM
1155 IF KEY=42 OR KEY=4I THEN 1150 3460 DATA 6,36,8,16,10,18,12,28 3800 REM
31168 IF KEY{)155 THEN 3198 1479 DATA 3,28,3,32,8,36,13,32 3810 IF KP=4 THEN GOSUB MVE
31170 GOSUB 3658:POME 559,19 1480 DATA 13,30,6,29,6,33,18,31 31828 POKE 82,1:POKE 75,1
1180 POKE S53277,8:POKE SI248,8:RETURN TADE REM DE0ERNN NI DI 6 3838 RESTORE 39@2+IN5:7 CHRS(125);
3198 KP=USRICK,ADR(KS) ,LENCKS) ,KEY) 1500 REM (T3 3840 7 ¢ Instructionsy
3788 IF MNOT MP THEN 3158 3518 IF KP)S THEN RETURN 318508 READ TEMPS:7 TEMWPS
3218 SCRAN=STRT+(K-48)/d+(V-15+LNE) %60 1528 P=1:IF KP)>2 THEN Pz8 3660 INS=INS+2:IF INS=12 THEN INS5=8

g

ATARI HARDWARE-GAMES- | 3
L1 QN o s || -} Crisk Disk Present
AKENON <...ooonccrcsisecnn 150 10.95 15.95 PL65
72186 Baker Street ........= 1195 2000
AT BCOS ...eeriessnssicrasens 850 - 2195
Battallon Commande ..... 8.00 11.95 1595 FOR ANY 8 BIT ATARI WITH 48K RAM
Broaduaes ... = 2295 = A micro-processor program development language designed specifically for the
Colossus Chess 4.0 ... 800 11.95 .95 E502 procassor that gives the power and flexibility of assembler without the
Fighites PRSE ..o 850 1098 12.50 headache
Flight Sirmuator Il ... = 795 10.95 ;
GOUNBT .., -vocveeransns s ansoees SO0 12.50 1295 PLES is a procedural structured language that is designed to be used as a
Gottysbhung ....ccooeva P - 2555 12,50 replacemant for assembler, |tis implemented as a single pass compiler which
il;';guﬂlﬂ’ﬂf s s Q'E‘é B ;i: ganerates pure 6502 machine code output.
Jowels of Dorkness......... 1250 1250 17.95 KEY LANGUAGE FEATURES
Kennedly A?;:wmch bk AN ﬁ-gg ﬁ'ﬁ *  4typesof procedure PROC FUNC FUNC$ and INTERRUPT
Leade boul s e e a6 24,00 ;ﬁprsuzary variable types BYTE INT POINTER and STRING + absolute,
Lving Daylights................800 1095 8.50 D and arrays
= 24,00 1295 *  Structured program flow statements
Minchwhaed ..o = 20.00 L T b R 1296 IF THEN ELSE ENDIF
(Many mone fitles avalloble - phone lor prices) WHILE DO ENDWHILE
AVAILABLE NOWI 65XE Compuler Games Sysiems - 130XE Slarter Packs - REPEAT UNTIL/FOREVER
full range of XL/XE Perpherals - Phone for Prices] FOR TO/DOWNTO STEP NEXT
CASE OF ENDOF ELSE ENDCASE
CONSIDERING UPGRADING TO AN 5T7 Al 5T modes (ncluding discounted pocks) + ONGOTO
full range of 5T Software avaliable = many dscounts - Phone for Latest Prices + unrestricted GOTO's for those who can't break the habit
PROGRAMMERS UTILITY PACK - helps you design and create games...... £22.95 (Disk) " ST INGACIG R )0 DORNNENS S8 ST RIS UM DN
DISK-TO-0i% UTILITY - disk bockup system Oncl, Bad Sactors) ...... £9.95 (Disk) intermixed with high level coda for those time critical code segments.
TURBOCHARGER ¥L/KE - tape backup + Increases loading speeds £7.95 (Cas) + much much more
THE ALCHEMIST - outomatic tape to disk transter system ... £17.95 (Disk) ;
ACTION (055) - superfast highJevel language .............. 864.95 (ROM) PLES5 allows you to create fast professional programs with high level stalements
BASIC XE (O55) - mfremely fast & powerful BosC ............ £64.95 (ROM) preducing code which is 60-100 imes faster than BASIC and with the built in
BASIC XL (O58) - o above but for the XL maching .......... £54.95 (ROM) assembiler even fast arcade games are possible (no royalties on runtime code).
MR i S SN TP I UG e 0 S T PLES is supplied on disk with DOS 2.5 + KED a powerful word-processor style
: 5 r
rediies Sl e "LF:_'.‘*‘E gt ol et ""'ﬂ‘"“’t bl text editor which is packed full of features + Library support files including
mrallnblul = mﬁl for mm - ; Mﬁ“rm! Oriy - Subject to avaliability. Cheques of routinas fn_r 110, graphics, player-missile graphics, sound alc et + 130 page
P.O.'s payable to: programming manual.

All this and more for just £19.95

J. R. DAVIS
Send cheques or postal ordars made payatie o.

(Dept AUY, 10 Ingram Avenue, Holmer, Hereford HR4 9RD
Tel: (0432) 50836 Noahsoft, 90 LONDON ROAD, DUNSTABLE, BEDS LUG 3EE -)
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Utility

3878 IF INS{}>2 THEN ? " Key I=-More."; 4710 SHARP=1:0F5=161 6188 IF TEMPSCA,A)}"8" THENW 6170
I880 POKE 62,2:POKE 752,0:RETURNM 4720 IF KSG)@ AND Y/2)INTCY/Z) THEM DI 6198 FNS=TEMPS(1,A-1):FNS(L1,2)="p:"
GHAE HEM s o SP=168 62080 FHNSCLENCFNS)#1) =" MUsS"

1906 REM 47310 Z=USRIMC, 1@, MD+14,SCRN-DFS) 6210 GOSUB 9380

31982 DATA Press I for keéycode informat 4748 IF X5G6=1 THEN 7588 6220 TRAP 40800 :RETURN

100 4758 RETURN BIFE REM S0 oe ot oo N
I1984 DATA 1=5/0uaver Z=Quaver I=Crotch 4758 REM SRR NN 7088 REM

et 4=Minim These keys write in the not 4768 REM 7010 GRAPHICS @

[ 1 4778 NS=1:GOSUB 428@:MS=0:RETLRN 7020 7 CHRS(L2S):POSITION 14,8

1306 PATA H=Sharp b=Flat .-Long Note MW I R T 7838 7 "GEANIEEETYIE : POSITION 18,3
ZMatural Press these before writing 4888 REM FCTEREELNE | ay Resident Tunegsd

note 4885 IF M+LNE=G0 AND T}8 THEN 4898 70858 7 :? "sglect:- M. MWid Voice"
1908 DATA P=Play Stored Tune 5=Sound M 4810 IF X=68 AND LME=8 THEN RETLRN 7a6@ 7 v A. Low Voice"

ote Only DeletezRubs Out Last Mote 4628 IF K)60 THEWN 4BdB 7erg 7 v B. Three Voices"
31918 DATA Cursor UP/Down woves the cur 4870 GOSUB 3640:X=204:LNE=LNE-19 fege 7 » . Hi/Lo Voices"
sor to the required position on staves 4840 DTE=STRT+I{X-56) 74+ (I+LNE) %88 To9e * v B. Lo/Mid Yoice"
31912 DATA Space bar=set length of musi 4658 FOR 4=8 TO J6:POKE DTE+a®dd,d 7iee 7 :7 "{ITTETHE: -

cal rest ReturnzBack to the main Men 4868 WENT A:FOR 4=6 TO 22 STEP 4 7110 GET #1,A:7 CHRS(A) :A=A-48

u 4870 POKE DTE+4%48,255:MEXT 2 7128 IF a{1 OR A>S THEW 78289

R R I e e e e S ] 4688 KP-I:G05UB MWVE 7138 HIz@:MID=@:LO0z=@

4800 REM 4898 T=T-2:POKE TAD+T,8:RETURN 7140 IF a)1 THEW LO-1@

4028 T=-1 WETE FEME N0 0 7150 IF INT(A/23{a/2 THEM MID=18
4038 T=T+1 4980 REM 7168 IF A=4 OR A=3 THEN HI=1ie@

4040 IF PEEK(TAD*T) {38 THEN 4830 4310 7 CHRS5(125);"Rest length?(A-[H" 7178 SOUND Z,8,HI,HI

4058 GOTO Iesa 4928 7 "Rest = length of note type." 7168 SOUND 1,8,MID,MID

AETE REM 00000 00 4938 GET #1,L:L=L-48 71990 SOUMD @,8.L0,L0

dig@ REMW 4948 IF L{1 OR L>4 THEN 4338 7280 Z=USR(ADRCIS),TAD)

4118 UDT=(KP-5)%25:0F5=408 4958 UDS(L-11%9+10@ 7216 7 :7 "GOOND...";:GET 81,4

4120 IF ¥-16<% THEN VOT=VDT+18:0F5=0 4960 SCRN=STRT+(K-48) 4+ (LNE+E) %50 7228 IF A=89 THEN 70828

4130 I=USRCMC,15,ND*+YDT,SCRN-OF5) 4978 I=USRCMC, 9, ND+VD, SCRND :NTE=1 7218 RETURN

4140 GOSUB 4280:S5HARP=B:N5=8 4950 DUR=ZAL%6:G605UB 4388:KP=4 TEUN DR AR e o
4150 KP=4:GDSUB WUE:RETURN 4998 GOTOD IMST 7308 REM NN

ULOE REM N M 5888 REM 7311@ SOUND 1,0,10,12

4200 REM 5818 MDE=8:GRAPHICS @ 7120 I=USR(ADRCIS),Tam)

4218 B=Y-16:NTE-ASC(SCALES(B,B)) 5828 POSITION B,8 <7338 RETURN

4228 IF WOT SHARP THEW 4158 RIS AVE MELODY A DISK FILEQ TR REH S0 o N 00 0
4230 NTEZNTE+(MTE*SHARP*@ ,845) TRiG I cuts aF himalindi o 7488 REM

4248 IF SHARP=2 THEN NTE=ASC(MREF$(B,B programs now available 7418 A=0:IF T)18 THEM A=19

1) FREE for downloading on 7420 SOUND 1.8,10,12

4258 DUR=ZA(KP-5)%6 : 7438 I=USR(ADR(IS),TAD-A+T)
4260 IF LNTH THEN DUR=DUR®I 2 7448 RETURN

4278 SOUMD 1,MTE, 18,15 T A RS HAP FOR KEY SIGMATURE

4280 IF N5=1 THEN RETURM 5840 7 7 “FUENELS “;:INPUT PICKS 7518 TEMP$=KSG5(Y-16,Y-16):P=1

4290 REM 5050 IF LENCPICKS){Z THEN 7 :RETURN 7528 IF KP=i@ THEN P=-1

4380 IF THPURYCAP THEM RETURN S86@8 IF LENCPICKS)}7 THEM 588a 7538 FOR B=1 TO LENCKSGS)

4318 POKE TAD+T,NTE:POKE TAD+T+1,DUR 5070 FN3="D:":FN5(I)=PICKS 7540 MTE=ASCINREFS(B,B))

4338 T=T+2:POKE TAD+T,@ 5080 FNS (LEMCFNS)+1) =", MUS" 7550 IF TEMPSC)KSGS(B,B) THEN 7578
4348 LNTH=8:SHARP=8:RETURN 5090 GOSUB 3330:RETURN 7568 SCALES(B,B)=CHRS (NTE+NTE*(8.8456%P
AATE RE M BRI S 96060 CROE FE M Sbabhi i o0 of b o o i o 1

4508 REM 6080 REM 7570 NEXT B:? "FUEIITE":

4518 SHARP=-1:0F5=121 6810 GRAPHICS 0:MDE=4:A=d 7588 GET Mi,a:IF A=78 THEN RETURN
4528 IF KSG)@ AMND Y/2XINTLY/2Z) THEM OF 6828 OPEN #2,6,0,"D:%, HUS" 7598 SHARP-8:K56=8:KP-4:60TD JBe8@
5179 6838 7 CHRSCL2S) :POSITION 12,0 THIE REM NN R
4538 Z-USRIMC,18,MD,SCRN-0FS) (TTUREMEME L ODY FILES@ saee REM TETLINWEN

4548 IF KSG=1 THEN 7588 6858 INPUT B2, TEMPS 8818 GRAPHICS @:POSITION B,@

4558 RETLRN 5860 IF TEMPS(5,B8)="FREE" THEN 6118 LV BRI IISER FILE T0 DISKS

D500 REH SN 6078 AzAtl:T " LT T gaie 7 :7 "Insert disk then press ";
4680 REM 6080 7 TEMPS(1,18):IF A<1E THENM 6858 86848 7 "any key...";!GET #L,4

4610 OF5=41:S5HARP=2 6090 7 "HEEG for more." 8050 LIST "“p:MELODY.LST",%388,9758
4618 I=USRCMC,7,MD+24,5CRN-0FS5) 6180 GET #1,5:IF a=32 THEN 6038 8068 7 :7 :7 “SAVED 45 'MELODY.LST'"
4610 RETURN 6118 TRAP 40080:CLOSE #2:TRAP 6228 6878 GET H1,A:RETURN

AEAE REM S0 600 D M 6128 7 "EOICIEERINE. .. : INPUT FHS 9808 REM

4658 REM 6138 S=VAL(FN5):IF S)a THEN 6228 ECTIM T WSCREEN HRITE & OR DATA

4668 Z-USRIMC,I,HD*18,5CRN+41) 6148 OPEM H2Z,6,0,"D:%, MUs" 9882 DATA 184,42,170,202,104,149,218
4678 LNTH=1:RETURN 6156 FOR B=1 TO 5:INPUT H2,TEMPS 9803 DATA 224,9,208,248,168,9,177,218
AETE RIEM 00 006 0 0 G168 MEKT B:CLOSE #2:8=1 9884 DATA 17,212,145,218,24,165,218
4780 REM 6178 A=A+l Turn to Page 40 »
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6,96, 96,96 9438 MDE=MDE+I:POKE 866,MDE

- . oY Tl 14, Mrause symbols data 9448 CALL=USR(ADRCCIOVS))
9085 DATA 195,40,133,218,144,2,238 9168 0ATh 4,52,52,12,4,4,52,52,4 9458 CLOSE #2Z:IF F5 THEWN RETURN
9886 DATa 211,24,165,212,185,1,133 9176 DATA 4,52,52,12,4,4,4,4,4 9468 S0UMD ©,0,10,14:50UND 2,8,108,12
087 DATA 242,144,7,2390,213,232,228 9180 DATH 32,44 ,44 48,32,32,32,32,32 9478 CALL=USRCADRCIS) , TaD)

¥ @88 DaTa 214,286,223, 96 9198 DpaTh 6,0,62,62,8,0,8,8,8 34688 TRAP 40800:CLOSE #2:RETURN

9818 REM 9280 REN 9588 REM

: 011 DATa 104,42,170,104 149,201,282 9210 DATA 16,18,31,71,18 9518 DATA 104,162,312,76,86,228

ﬁ 9912 DaTA 288,2508,165,264,208,10,168 9226 DATh 16,31,34,18,16 9688 REM

i 9813 DATA @, 145,288,208, 196,206,208 9238 DaTh 64,224,664 9610 DATA 104,104,137 ,289,1604,133,208
%814 DATH 249,96,164,206,165,204,289 9748 Db&Th 8,8,6,6,8,8,15,9,9,15 9620 DATA 24,165,212,185,308,141,40
9815 DaTh 208,248,3,136,16,247,200 FFDE RE M S N 30 9630 DATA 2,169,8,133,287,181,213

k 9816 DaTa 132,217,169,8,133,213,96 9388 REM 9648 DATA 141,41,2,169,1,144,26

{ 9188 REMW 9385 CAP=Z048:DIM TUMES(CAP) :TAD=ADRCT 9658 DaTh 2,%6,72,152,72,165,187
110 DATA 28,30,19,29,31,19,25,125,24,12 LMES) 9668 DATA 240,10,168,8,177,208,148
4,128,120,252,120,112,96,96,108,%8,182 9318 DIM CIOVS(6),IS(186) ,FNS(20) 9670 DaTA S5Z,201,1,248,15,24,42
,126,122,102,124,128 9320 FNS="D:%, MUS'":MDE=4 9680 DATa 141,98,210,106,141,2,218
7128 DpATA 28,30,1%,25,26,24,24,24,24,12 9318 RESTORE 9580 9690 DATA 74 ,141,4,210,240,18,14
4,56,128,252,128,112,96,96,9%6,96,96,10 9340 FOR A=8 TO 111:READ OTA 9798 DATA 208,177,108,72,165,208,105
8,98,102,124,120 93508 POKE ADRCCIOVS)+n,DTA:NEKT A 9710 pATa 2,133,206, 144,2,230,289
9118 pATA 24,24,24,24,24,24,24, 24,24, 93808 TRAP 9480 :0PEM N2, MDE,B,FNS 9729 DATH 104,2088,2,169.1,141,16
4,56,1208,252,128,112,96,96,96, 96,96, 96 9390 H=INTCCAP/250) :L=CAP-M*156 9738 DATA 2,165,287,73,1,133,207
;96,96,96,96 5408 POKE 872,L:POKE 873, M 9740 DATA 104,168,104 ,96,141,1,218
9140 DATH 24,24,24,24,24,24,24,24,24,2 9418 M=INTITAD/256) :L=TAD-M*256 9750 DATA L41,3,210,141,5,218,2408,212

4,56,72,104,72,112,%6,36,36,36,96,%6,13 9420 POKE B868,L:POKE 863,M

3410 NGK (V) | 3984 EME (H) | 4698 EHR (F) 6040 AWV (X) | 7330 VVR (9) | 9160 FVF (XD
5420 UEW (L) | 3908 97 (V) | 470@ DTR (F) 6058 TYK (D) | 7398 E4U (C) | 9170 F9P (N)
343@ KPD (H) | 391@ E9x (M) | 4718 9HL (C) 6068 0AU (@) | T4B@ DFU (9) | 918 sxé (F)
344D W2N (M) | 3912 ES4 (G) | 47208 NTH (W) 6878 CXY (X) | 7410 PSH (A) | 9190 EUP (&)
3458 DRQ (L) | 3998 EVA (D) | 4738 1NV (1) 60B@ 258 (7) | 7420 4E5 (W) | 9200 D&M (C)
3460 G2P (6) | 4PD@ CXR (G) | 4740 F94 (E) 6098 NAT (E) | 7430 a6 (K) | 9210 26E (M)
@ CAH (V) 498 EGW (2) | 998 EH1 (W) 3470 GE6 (E) | 4020 D6L (P) | 4750 WHN (@) G100 N2Q (5) | 7440 wem (K) | 9220 264 (G)
1 Cad £1) 588 Cuw (8) | 308@ cxa (1) 3480 FOU (7) | 4038 KFU (¥) | 4758 EOR (G) 6118 276 (8) [ 7580 DKU (H) | 9230 ONK (U}
2 CAK (Y] 518 FHW (W) | 3018 T@1 (&) 3498 EBQ (2) | 4B4B wva (U) | 4760 E&R (F) 6128 (a4 (M) | 7510 KD2 (M) | 924D &V (Q)
3 CAL (0} 520 EYE (W) | 3028 @16 (5) 3500 bka (&) | 4@58 PCe (P) | 4778 U@l (5) 6130 uao (F) | 7520 EE3 (N) | 9298 EOW (U)
4

5

CAM (R) 330 X22 (R) | 3038 RLD (A) 3310 CN2 (G) | 4898 DRR (P) | 4798 EMR (&) 6148 SUL (F) | 7530 E24 (&) | 9300 DAW (W)

CAN (1) 540 VK9 (2) ] 3048 MeU (C) 3520 HLY (ED | 410@ D2R (N) | 4308 DXR (1) 6158 TOH (H) | 7540 Bab (C) | 9385 &FT (V)

6 2Y1 (X) 550 3a2 (2) ] 3858 X35 (q) 3538 u1J CR) | &118 FTY (5) | &8@5 59E (@) 6168 292 (X) | 755@ 5J3 (H) | 9510 QuT (H)
18 CP1 €1 560 6Y2 (8) ] 3068 X1H (N) 3540 TAZ2 (1) ] 41208 %P1 (2) | 4818 9%8 (3) 6170 KMY (P) | 7546@ 6X9 (D) | 9328 &MC (T)
28 Yws (0) 580 222 (W) | 3070 x2@ (2) | 13568 ued (2) | 4130 Ov9 (B) | 4828 SM& (1) 6188 SCC (Y) | 757@ US4 (L) | 9530 Y73 (L)
3@ x05 (8) 598 uSN (B) | 3@B@ v93 (&) 3378 UBT CA) | 4140 UCN (U} | 4830 SDX (M) 6190 2ZE (4) | 7580 UUP (M) | 9548 RRA (T)
30 RKT (2) 680 RKN (H) | 3098 EbC (5) 3588 PPN (K} | 4150 V2U (1) | 4848 wiy (L) 6208 NXF (P) | 759@ YME (X) [ 9350 SE2 (J)
78 Y&9 (C) 621 05X (R) | 3108 VJE (¥) 3590 4NU (XD | 4198 DWR (1) | 4858 36 (1) 6210 SWN (5) | 7598 EDU (Y) | 9388 PAT (B)
B0 EKU (G) 630 RS2 (9) | 3185 PSU (E) 3680 YC1 (3) | 4200 DGR (3) | 4868 NJ3 (V) 6220 9E6 (K) | 8088 CXV (H) | 9398 RJO (5)
98 DP? (V) | 648 ECE (1)) 3118 2CR (3) 3610 M50 (G) | 4210 PKN (R) | 4878 RKH (5] 6398 E4T (J) | 8018 waX (K) | 9688 L5K (3)
108 Cus (k) 658 beX (A) | 3128 P16 () 36208 UGV (A) | 4220 U2N (2) | 4880 E&6 (J) 7080 CXU ()| B@2@ W46 (W) | 9410 RMR (5)
110 RRR (J) | &40 JBS (S) )| 313@ PHV (P) 3630 546 (7) | 4230 SLD (2) | 4890 XM3 (F) 7010 WKS (W) | 883@ 87v (0) | 9428 LCT (L)
120 SHT (D) | &7 KBG (2) | 3148 W&F (6) 3640 DY@ (1) | 4240 €90 (W) | 4B9E ERR (A) 7020 RTW (W) | BO4@ TwY (2) | 9630 W4 (U)
130 72C (&) | 680 pux (G) | 3158 VoA (V) 3650 2KT (G) | 4250 &TO (5) | 4988 EZR (E) 7037 75P (Y) | 8058 USR (0) | 944@ D12 (D)
160 R&6 (P) | 49@ 715 (Y) | 3155 496 (W) 3660 RBW (P) 1 4260 QED (J) | 4918 0KG (5) T040 AHW (M) | 8068 6X5 (H) | 9450 Y3T (B)
158 @32 (R) | 6498 EGX (H) | 3168 Q8C (T) 3670 WHM (L) | 4270 &FF (P) | 4928 CRJ (1) 7858 TUL (3) | 8B7T@ ADK (1) [ 9460 XCN (1)
160 RAQ (K) | 7@8 CuY (R) | 3170 P48 (4) 5698 EHQ (@) | 4280 Cuwé (YD | 4938 2XF (0) 7068 ABW (3) | 900@ CXw (G) | 9470 GVM (B)
168 Y49 (5) 710 TPL (4) | 3180 BLD (H) 3780 DTQ (H) | 4290 DRR (Y) | 4948 méa (5) TOTE 16F (5) | 9081 CYW (1) | 9480 wMy (2)
190 SAS (M) | 720 PSN (V) | 3198 EHO (3) 3710 Cxy (@) | 4300 VoY (3) | 4950 5R1 (A) TOE0 OW2 (7) | 9002 SMV (A) | 9580 DEN (F)
198 EGS (W) | 730 QGF (@) | 3200 H2N (R) 3720 Y76 (&) | 4310 GFJ (&) | 4968 39M (K) 7090 SMT (E) | 9083 T72 (M) | 951@ FTB (2)
308 Cuu (J) | 758 FBO (D) | 3218 5Kp (4) 5730 XN& (H) | 4330 AVC (P) | 4978 XYK (E) 7188 081 (E) | 9804 RCE (&) | 95088 DPN (G)
318 PAG (1) | 770 Fpa (F) | 3220 @AL (0) 3740 T2ZR (M) | 4340 PSR (6) | 4988 OKa (0) 7110 NYC (C) | 9885 NO® (3) | 9610 S&D (D)
328 96T (W) | T7B@ 9HA (M) [ 3230 9A4 (F) 3750 MHE (N) | 4498 EBR (&) | 4998 756 (X) 7120 JYG (R) | 9806 NG3 CE) | 9620 NMT (C)
I30 STW (B) | 799 S9C (@) | 324@ NHA (F) 3760 ATE (E) | 4508 OKR (5) | 500@ CX5 (V) 7130 CTE (F) | 9807 Quk (u) | 9630 F&F (X)
340 PRE (9) ] B@@ TOY (L) [ 3250 67N (8) 3798 EMQ (%) | 4518 AUC C(EX | S5D18 AMN (A) 7140 DOR (3) | 9008 246 (L) | 9640 GJ2 (N)
338 PFL (U) | 818 513 (W) | 3268 PSF (W) 3800 pXa (%) | 4520 LAP (2) | 5028 YPE (3) 7150 SM2 (8) | 9810 DOW (W) | 9650 GHO (3)
368 BKX (3) | 820 XGF (0) | 32V@ HP1 (T) 3810 THI (U) | 4530 OYX (7) | 5038 044 (4) 7160 PVY (R) | 2811 T24 (X) | 9660 PF7 {G) !
570 OKL (W) | 830 HNX (P) [ 3298 EOQ (V) 3820 86K (G) | 454@ F14 (A | 5840 SYP (T) 7170 6LD (P) | 9812 RT4 (&) | 9670 GOL (C) '
398 EGU (@) | 840 L1D (W) | 3388 baq (5) 3830 691 (@) | 4550 WAM (9) ) 50850 &k8 (1) 7180 9P& (A) | 9B13 SAY (V) | 9680 &TC (P) i
480 Cuy (v) | 850 Lob (@) | 3318 w8D (3) 3B4@ 220 (L) | 4598 EDR (C) | 5868 La? (Y) 7198 737 (8) | 9814 TAx (1) | 9698 GWA (D) |
10 auT (9) | B6@ R5% (Y) | 3328 J1L (M) 3850 80H (Y) | 4608 DPR (C) | 5870 B36 (6) 7280 9HK (W) | 9815 MNC (T) | 978@ 127 (%)
430 Xo8 (B) | &Y@ PAY (C) [ 3338 758 (3) 586@ AGY (9) | 4610 5F6 (J) | 5888 PGE (M) 7210 MT4 (M) | 9016 NFO (P) | 9710 616 (D)
440 BIL (Y) | BB@ RYF (H) [ 3348 &FN (K) JET@ RWC (M) | 4620 WES (N) | 5890 pWa (@) 7220 51H (C) | 9100 b2 (R) | 9720 F&4 (T)
450 UMX (&) | B9@ TEH (&) [ 3358 P2A (R) 3EB@ SLS (1) | 4630 WAN (P) | 5898 DRS (P) 7230 VRR (9) | 911@ Hué (9) [ 9730 GTE (H)
L6B EVW (A} | 988 RGE (&) | 3368 NSM (M) 3898 ERQ (2) | 4648 E6R (P) | 6000 CxT (@) 7298 EOU (C) | 9120 HCH (W) | 9740 N&Q (2)
4TR Y&G (XY | 918 asx (W) | 3370 WéM (L) 390@ E2Q (2) | 4650 EOR (@) | 6010 F5@ (M) TIB0 DAU (A) | 9130 6A2 (J) | 9750 SYE (K)
4LGR SM9 (&) | 928 OEZ2 (W) | 3398 E4Q (N) 3902 212 (V) | 4668 URK (D) | @28 SLL (C) 7310 475 (%) | 9148 7ax (7)
490 SAR (G) | 93@ A9C (N} | 3480 bFa (L) 3904 M5U (5) | 467D BOW (E) | 6830 RTV (4D 7320 9RK (C) | 9158 oow (8)
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Programming

WHETHER you’re a first time user or a
seasoned professional, I've no doubt
that your Atari played a big part in
the recent seasonal fun - but most
likely as a games machine rather
than a computer. Even | must admit
to having spent a fair bit of time on
the old joystick myself — which brings
me round to our first question, from
Kumar Neppalli of Mid-Lothian in
Scotland, who writes:

It is really amazing how few books

there are that deal with the
technical aspect of Atari 8 bit
machines. It has been frustrating me
for some time now to find out how the
joystick port works, and what its con-
figuration is.

My main questions are.

® What is the joystick pin configur-
ation?
® How does the touch tablet work ?’

Let’'s tackle the joystick connections
first. Looking towards the side of the
computer the pins are numbered as
follows:

Forward movement (Up)
Backward movement (Down)
Left

Right

Paddle A (0 or 2) 7
Trigger button
+5 volts

Ground

Paddle B {1 or 3)

WO Ak =

Figure I: The joystick connector

The first four pins are detected by
four bits within location 54016
($D300). The lower four handle joy-
stick socket one while the high four
bits handle socket two. Bits 0/4 func-
tion with pin 1, 1/5 with pin 2, 2/6 to
pin 3 and 3/7 with pin 4. Each of these
are normally set to 1, and they drop to
zero to indicate a movement of the
stick.

The trigger button status may be
found at location 53264 ($D010) for
socket one and at 53265 ($D011) for
socket two. These addresses are nor-
mally zero and they change to one
when the relevant trigger is pressed.
By using POKE 53277.4 you can latch
both of the trigger buttons. This
means that, once pressed, the value
will remain in the register until it is
specifically cleared — even after you
have released the trigger.

These |ocations are the actual

Your programming problems
solved by ANDRE WILLEY

hardware addresses, but you will find
it more convenient to use the shadow
registers lower in memory, which are
updated automatically by the OS 50
times a second.

Joysticks one and two show up sep-
arately at 632 and 633 respectively and
the trigger buttons show up at 644 and
645. From Basic these values can be
read by using STICK(0), STICK(1},
STRIG(0) and STRIG(1).

Additionally to the digital (on/off)
joystick system, the Atari also boasts
four analogue-to-digital converters.
These are used to detect the move-
ment of paddles — such as those used
to play Breakout — and each contains a
resistor giving a continuously variable
voltage on pins five and nine of each
Joystick connector.

The computer converts the values
from each of the four paddle control-
lers into numbers between 0 and 228
which may then be found at locations
53760 to 53763 ($D200 — $D203). As
before, shadow locations are available
at 624 to 627 and the Basic functions
PADDLE(D) to PADDLE(3) are also
available.

Because there are two paddles con-
nected to each joystick socket, they
can't be connected to the single
trigger line — so pin three gives the
Paddle 0 trigger and pin 4 gives that of
Paddle 1. These may also be read
using PTRIG(0) to PTRIG(3).

Now on to part two of your ques-
tion. The touch tablet contains two
resistance pads — one going from top
to bottom and the other from left to
right.

The slightest pressure at any point
on the pad connects a given resistance
value to the paddle A and B connec-
tions, so they are converted to digital
values between 0 and 228 for both
directions. The three buttons show up
on pins one, three and four and may
be picked up using STICK(0).

Here is a small program to illustrate

the use of the touch tablet:

18 GRAPHICS B:SETCOLOR 2,@,0:SETCOLOR
1,0,16;P0KE 752,1

28 X=PADDLEC@)%319/228

I8 Y=159-PADDLEC1)+159/228

4B S=STICKIM)

30 SOUND @,228-PADDLE(A), 10,10

60 SOUNMD 1,22B-PADDLE(1),18,10

7@ IF $=14 THEN COLOR 1:PLOT X,¥

88 IF $=11 THEN COLOR 1:DRAWTO X,Y

9@ IF $=7 THEN COLOR Q:PLOT X,Y

180 7 CHRS(125);::1F S=15 THEN 28

118 IF $=14 THEN 7 "PEN BUTTON (PLOT)
120 IF 5=11 THEN ? "LEFT BUTTON CDRAW)"
130 IF §=7 THEN ? "RIGHT BUTTOM (ERASE)
140 IF $=1@ THEN ? "PEN/LEFT BUTTON"
150 IF S=4 THEN ? "PEN/RIGHT BUTTON"
168 IF $=3 THEN 7 "LEFT/RIGHT BUTTON
170 IF S=2 THEN ? "ALL THREE BUTTONS
180 GOTO 2@

Printer problems

The next letter is from Mr Hill from
Stranraer.

‘ Having written a program which
determines the solution to a prob-
lem dependant on the input from the
user, | would like to dump the dis-
played solution to my 1029 printer.

Also, when | write software and run
into difficulties. | would like to be able
to print selected lines or groups of
fines for later examination.

I am at present unable to do either
of these, and any screen dump pro-
grams previousfly published are only
intended for use with graphics screens
and are not really suitable. | do hope
yvou will be able to help me with this
problem.

The listing problem is the easiest
one to answer — all yol need to do is
use the LIST "“P:" command to list to
the printer. Follow it with two optional

Turn to Page 42 »
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Programming

4 From Page 41

line numbers: The starting line
number for the listing and the last line
number to print. If you only give one
number you'll get a single line listed to
the printer.

For example:

LIST "P:", 100

would list line 100 on the printer,
while:

LIST "P:",500, 1000

would list all the lines from number
500 to 1000.

nel #1 for these examples, you would
use.

OPEN #1,8,8,°P:
and
CLOSE #1

If you want to print lines on the prin-
ter rather than the screen you should
replace any PRINT or 7 statements
with PRINT #1.

You could, for example, use the
following routine.

10 OPEN #1,8,0,P:
20 GRAPHICS @:LIST :LIST

specify the horizontal size of the text
dump — use X1=0 and X2=39 for the
full line width. ¥7 and Y2 perform the
same task for the vertical axis — with
¥1=0 and Y2=23 giving the full height
of the screen.

Don't forget that you must have
issued a GRAPHICS command before
LOCATE can work — so the routine
won't function correctly without the
GRAPHICS 0 command somewhere
garlier in the program.

You could have PEEKed the values
of the characters directly from the
screen ram but then you'd have to
convert them back to standard Ascii
codes before the printer would accept

There are two possible solutions to 30 K1=3:X2=25 them — all of which would slow the
your other question. One is to print the 49 Y1=5:¥2=15 routine down considerably.
answer to the printer instead of the zg ETEEE HM The only disadvantage with using
screen — which will only work if you 20 END LOCATE is that it will corrupt the cur-

print the lines sequentially rather than
using a lot of POSITION statements to
move about the screen. My series on
IO channels gave some information
on re-vectoring the screen output to

1800 REM PRINTOUT ROUTINE
1818 FOR Y=Y1 TQ ¥2

1828 FOR X=X1 TO X2

1038 LOCATE X,¥.CH

1048 PRINT #1;CHRS(CH);

rent cursor position, so don’t forget to
reset it with the POSITION command
before you print any more text to the
screen.

® /'ll be back next month with more

the printer, but you will probably find 1850 NEXT X answers to your technical queries, so
it easier to alter your program slightly. 15?: ::i:Tf” keep them coming in. And how about

Firstly you must remember to OPEN
a channel to the printer at the start of
your program, and CLOSE it again at
the end. Assuming we will use chan-

18308 RETURN

Variables X1 and X2 are used to

all you new users who've just received
an XE system for Christmas — what
problems are you facing right now?
Write in and let me know.

CUT PRICE SOFTWARE LTD

GUR ATAR 800 TOP X TITLES CASE BISC

AT ST SOFTWARE
Gt of Thisess ... 2495 1558 T T, [ — .28 1.8
Towial Poarsull ... 1885 1458 @ Temshawk.... .. ... -] 1198
Al Wodd Gares Rl 1356 3] Glant Servics ... . T.BO LA ]
Indimna Jores .. L] 1185 (&) Foothal klanage: — - | Wk
Gaurtiet 1 00 2 S—-_ 1 ] 1505 5] remalins Kese IRENEIE S | 085
Sutbare S _— 15.05 5} Pols Poslion EEN— 135 Mk
- BN L 1505 (7 Tha Pawn el Wk 15,58
T-mm.... 24,05 1585 % Sleon Dmama .. 1155 140
Srp et 14,85 L1 % Jewals of Darees . e 1108 14,05
Lnadebaard — 1585 {10y Snp Polw . 2188 Mk
THT : e TS 1385 (11} ermeary + Second City .- s 1485
Comg. ... 2405 1595 [12) Trivial Prarsit 1006 7.8
Paion Chess ... 24.95 1858 113) Leaserboard 1.25 1188
T 19,85 &1 ] IRETI T — T T
Siar Towh 1588 1488 [15) Gkl ol Thiwwss LT 1585
. Backiash e85 [18) Kright O 195 1B 95
Raanca o Powe: 2495 1848 [17] Wi Offia 2 e Wik 1695
Goidrunner _... 2458 1858 [1B] F15 Sirkn Eagle T 11438
idge Player 2000 Y] 1345 18] Hardball . 18 145
K O .- 1595 [20] Aduaraid EE . 1 ] 1148

[Giame produc Pestage FREE UK mamiand onky. Chirans ol st £7.00 per Serr Armad 2 50 pae fem Price st avalshis

plaass warel 5 AE ) CheguesPosal Orden (STERLING OKLY PLEASE] made payabie o
-

AT LAST!! Help is at hand with this new
all in one programme.

CUT PRICE SOFTWARE LTD (Dept 5) Unil 8, Stort House,
Riverway, Harlow, Essex, CM20 20W
E Ted: (0279) 24433 (24 Hr. Answerphone) or 31956 During office hours.

[Visa or Access [Séga gamas machnes now ivelstl ool £36  ncheding
et day vy UK frea pama, full range of soffwasm and prce st avelatl]|

C.A.B. - Cassette Adventure Breaker - is
designed to display hints on the screen
to assist you to conquer those obstacles
you can't overcame. Simply load CAB into
your Atari before loading  your
adventure. Clues will then be displayed:
verbs, nouns and locations but in such a
way that it won't ruin your game -
almost an adventure within itself !!
And at an adventurous price of £4.99
inc. p & p it must be the ULTIMATE
UTILITY.

RA MB IT P P P Parallal Printar-Face to drive Cantronics nnm.ﬂ.

neat seli-contained plug-in unit with standard 36 way socket outlet, can support all Atari print
{unclions, or be used in othar parallel communications, Le. 19 second computer (£29.95).
Superb value, widans your chaica of Printar,

TA S K M A ST E H Auto-convert your lapas to manu disc with

Aute-run from single key selection. THE powerful utility for both new and exparenced drive
ownars, includes assemblar, aditor & maonitor functions for in-depth work bayond the neesds
ol nermal convarsion (£0). Comparable with tape/dise utilities costing much more.

HAM B IT I I A cassetie interface that allows you 1o Re-record your tapas to

load at around 51X TIMES FASTER, Comprises an easy to fit kit and tape program (£15),
please state cassatte model or . . . Fited and tested (£22) all inchusive, pust post your data
recardar 1o us,

Make cheques payable to ELEKSOFT and
send with your full postal address to :-
ELEKSOFT, 15 THE FAIRWAY, KIRBY MIXICE,
LEICESTER, LE9 9EU

Both ulilies have full instructions, handla Singla, Multi-stage, Long-block efc. up 1o 48k and
are sudable far Bdk GO0XL, AOOXL, B5XE and 130XE. We help, answar queries and update
software, Ouoied prices are inclusive. Send SAE fof full details or P.O/Cheque pay able to:-
RAMBIT
16 The Green, Thurlby, Bourne, Lincs. PE10 OHB
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GAMES of strategy have always
intrigued the human mind, and this
one — an advanced version of the old
sliding block puzzle - certainly has
you in all sorts of trouble.

After the title screen is displayed
press Start to begin. The display will
go blank, then a 5 x 5 colour grid will
be drawn, giving you 24 coloured
squares and one black one.

The middle nine squares are
surrounded by a white line — remem-
ber that these are the important
squares in the puzzle. In the bottom
right corner of the screen a smaller
nine square grid displays the pattern
you are required to create.

These small squares can't be
moved, but you can move the large
ones in Rubik cube style — after plug-
ging a joystick into port one. It is pos-
sible to move the blank square in four
directions — up, down, left and right.
When this is done the blank square
will swap places with the square adja-
cent to it, in the direction indicated by
joystick movement. The only require-
ment for movement is that the blank
square is in the direction of travel.

At first the movement of the squares
seems strange, but you will soon get
used to it. Also note that it is possible
to move all 24 coloured squares, and
not just the middle nine.

When you have got the nine large
squares to match the small ones press
the fire button: The program will then
shuffle the colours of the squares for a

new game. You will then be given
your time and the number of moves
you needed to finish the puzzle,

Each time the puzzle is played the
starting positions and colours of the
large and small squares will be dif-
ferent.

PROGRAM B

| _160 Thin
1!:; -210 Draw screen
320 Main loop Y
= r1ﬂ4ﬂ Set up gmall squa o4
2nnu: 5040 NMovement of squar

Title screen

REAKDOWN

k of a rew screen

| PROGRAM VARIABLES

puz(9) Colours of the small nine squares.

| col(25) Colours of the large 25 squgres.
btime Best time so far.

€0 Position of the black square.

Corner of the black square.

go Number of moves the player has taken

so far.

By MICHAEL
O’CONNOR

2 REM BY MICHAEL O'CONMOR

3 REM (c)ATARI USER MAGAZINE

18 DIM PUZ(9),COL(25):BTINE=1000: TIME=
1008

20 GOSUB 4P0@:GRAPHICS 10:60=B:REM TIT
LE SCREEN

I8 DATA 10,26,58,74,106,178,15

&0 RESTORE 3@

58 FOR T=@ TO 6:READ C:POKE 785#7,C:ME
T T

55 REM SET UP RANDOM COLOURS

BB Cl=b:C2=d:03=4s 04240524 0h=4

70 FOR T=1 10 24

B8 I=INTCRMD(@I*6)+1

98 IF I=1 AND Ci>@ THEN C1=C1-1:60T0 1
&d

108 IF 1=2 AND C2>B THEN (2=(2=-1:60T0
160

118 IF 1=3 AND C€3>@ THEN C3=(3=1:60T0Q
140

120 IF I=4 AND C4>@ THEN C4=C4=1:G0T0
1608

130 IF I=5 AND C5>@ THEN C5=C5-1:60T0
160

160 IF 1=6 AND Cé>B THEN Cé=Cé=1:60T0
160

158 e0TO BO

160 COL(TI=Z:MEXT T:COL{25)=@:TIM=1
165 REM DRAW BOARD

170 FOR X=0 70 59 STEP 12:FOR ¥=1 T0 1
70 STEP 34

180 COLOR COLCTIM) :TIM=TIM+

198 FOR X1=X T0 X+18:PLOT X1,Y:DRAWTO

1 REM COLOUR PUZILE -

K1, Y+32:NEXT X1

200 MEXT Y:MEXT X:COLOR 7:PLOT 11,34:D

RANTO 47,34:0RAWTO 47,134:0RAMTO 11,13

G:DRAMTO 11,34

218 GOSUB 10@@:REM SET UP PULILE

220 REM START

230 CP=25:X=4B:Y=137:POKE 18,0:POKE 19
D:POKE 28,0

240 POKE 77,B:5=STICK(@):ST=8TRIG(D):S
OuND @.0,0.0

241 IF PEEK(53279)=1 THEN 538

2508 POKE T7,0:1F PEEK(532791=6 THEN 28
268 1F 5T=@ THEN 500

278 IF $=15 THEN 240

280 GO=GO+1:1F 5=13 AND Y=34 THEN LOCA
TE X+3,Y-10,2:C0=CcO-1:605UB 2000:REM D
OMN

290 IF S=1& AND Y<127 THEN LOCATE X+3,
¥436,0:CA=CO+1:605UB 30B@:REN UP

300 IF 5=7 AMD X>18 THEN LOCATE X=5,¥+
5,1:C0=C0-5:605U8 4DO@:REM RIGHT

310 IF $=11 AND X<4B THEN LOCATE X¥#15,
Y+5,2:00=C0+5:G05U8 S@00:REM LEFT

320 60TO 240

499 REM FINISHED??

580 TI=8

510 FOR Q=15 TO 39 STEP 12:FOR W=3& TO
130 STEP 34:TI=TI+1:LOCATE @, N, I:IF I

<=PUZ{TI) THEN POP :GOTO 278

S20 MEXT W:NEXT @&

S30 TIME=(PEEK(19)#%254+PEEK(20)) /58

S40 FOR A=@ TQ 255 STEP 5:POKE 711,255

-A:SOUND B,A,8,10:50uUND 1,255-4,10,10

S50 I=PEEK(T@S):FOR P=7@5 TO T11:POKE

P,PEEK(P+1) :MEXT P:FOKE 712,2:MEXT A:zS
Ounb 0,.8.08,0:50uNp 1,.0,0,8

360 GOSUB &P0:REM GIVE TIME ETC..

588 GOTO 20

E00 GRAPHICS B:POKE 718,55:POKE 789,15
:POKE 712,148:POKE 752,1

[ e A B S

410 7 "Well done'-you have completed t

he puzzle in ";TIME;" seconds and
;60;" moves.

620 FOR DE=1 TO 7S@:MEXT DE:IF TIME<BT
IME THEN BTIME=TINE

630 RETURN

999 REM PUZILE

1008 FOR M=1 TO 9:A=INT(RND(B)*6)+1:PU
Z(MI=A:NEXT M

1810 V=1:FOR N=63 TO 73 STEP S:FOR W=1
T2 TO 184 STEP £:COLOR PUZCV):=V=V+1:F0
R N1=N TO N+3:PLOT M1,M:DRANTO N1,M+4
102@ NEXT N1

1038 MEXT M:MEXT W

1040 RETURN

1999 REM MOVEMENT

2000 REM DOWN

2810 COLOR Z:FOR X1=X TO X+1B:PLOT X1,

Y:DRAWTO X1,¥+32:50UND B,X1,18,10:NEXT
X1

2020 Y=Y-34

2038 COLOR @:FOR X1sX TO X+1@:PLOT X1,

Y:ORAWTO X1,Y+32:50uUND ©,X1,10,10:NEXT
X

Turn to Page 44 »
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Game

6030 7 #6 6110 ? #6
sl e 684D 7 #6; 3 6120 7 #6
2048 RETURN 6050 7 £ R 6133 : ag;' LafRl TR TIME
31000 REM UP 6060 7 #6:° i coflor 148 7 #
3010 COLOR Z:FOR X1=X TO X+1@:PLOT X1, 6078 7 #5 6158 7 #6;" [@Bst WMel;BTINE
Y:DRANTO X1,Y+32:50UND @,%1,18,10:NEXT 6080 7 #6;" (oM UsER 6160 7 #6
X 4098 7 #6 ﬁ}gg ? Eﬁ; press start

y=y+34 6108 7 #6;" Wl i 6180 A=
igig :ums B:FOR X1=X TO X+10:PLOT X1, & m mg ;g?E THEE;EK;EE%:E?:EEQE?EA:PDKE
: DRANT ¥432: 1 SNEXT 710,255-PEEK(20) : 11,255
*ri[;mu 0 X1,Y+32:50UND B,%1,18,10:NE . FW:[ESQE‘ESE ;HTE:EFHHE”M
§218 IF PEEK - \

5535 :ELU:?GHT 4228 ‘POKE 77,0:6070 6198
4810 COLOR 1:FOR Xi=X TO X+18:PLOT X1,
Y:ORAWTO X1,7Y+32:50UND B,%1,10,108:NEXT :
X1 1 eas o | 1em o7 o | 298 maL (E) | 63 mka (2) | 3040 VKW (6) | 66D Y61 (W)
AB2@ X=x-1¢ 2 cak (30 | 158 pu7 (F) | 306 R2E (00 | 999 ER1 €2) | 4BB@ CXR (5) | 6878 07A (L)
4830 COLOR @:FOR X1=X TO X+10:PLOT X1, 3 eaL () | 168 voF 1) | 318 ank () | 1008 v72 cw) | 4818 315 (A) | 6888 3aK (7)
Y:DRANTO X1,Y+32:S0UND 8,X1,10,18:NEXT 19 LAL (1) | 165 ows (E) | 328 @J9 (F) | 1018 62F €5) | 4020 WKS (J4) | @98 DCA (A)
1 20 vix (o) | 178 so6 o | 499 edv (30 | 1020 pes c2) | 4830 105 (L) | 6108 PSG (4)
4B4D RETURN 30 56) (F) | 138 w05 (@) | 580 By (W) | 1038 319 c4) | 4B4d VKN (KD | 6110 CYA (X)
5000 REM LEFT 40 suv (0 | 198 701 (o | 510 vom () | 106e vk (o) | 5880 cxs () | 6120 D1 (1)
5810 COLOR Z:FOR X1=X TO X+1@8:PLOT X1, sg Jun (F) | 208 weo (o | 528 vRe () | 1999 ewn (1) | 5018 316 (x) | 6130 wea (KD
YiDRAWTO X1,Y+32:50UND 8,X1,10,10:NEXT 55 paS (@) | 218 PL3 (&) | 538 vHY (C) | 20080 cxp &) | 5028 Nk& (2) | 6148 D5A (X
X1 50 pep (0) | 228 p3T &) | 540 w8p (k) | 2018 313 (E) | 5830 1us (1) | 6150 &SY (1)
5920 X=K+12 70 vy (L | 238 wsT ¢5) | 558 ¢So cud | 2820 NXE (T) | 5048 kP (1) | 6168 DA (6)
5030 COLOR B:FOR X1=X TO X+1D:PLOT X1, 30 856 (v) | 240 oox (L) | 568 aLa cv) | 2030 103 (o) | e@@8 cx1 (0) | 6170 278 (O
Y:DRAWTO X1,Y+32:50UND B,X1,10,18:NEXT 90 SFKk (1) | 261 kke (H) | 588 PJC (9) | 2848 VKL (5) | 6810 wPa (7) | 6188 DHK (J)
X1 100 7xa (50 | 250 sro 1) | ea@ way (x) | 3060 cxa (W) | 6820 To2 (N) | 6198 1XT (L)
5040 RETURN 110 88L (R} | 260 Suv v | 685 spa ¢J) | 3010 314 () | 6830 cYA (T) | 6280 Mal (F)
6000 REM TITLE SCREEN 120 skv (53 | 278 45 ey | 610 use (x) | 3820 Nxo (5) | 6848 3LT () | 6210 XUK (6)
6010 GRAPHICS 17 130 8¢5 (1) | 288 21 o) | 628 pav o) | 3030 1us (o) | 6850 D3 (1) | 6220 96X (6)
620 7 #6; COLOUR PUZILE

us GOLD

Ace of Aces

Rebel Charge

Bartle Crunger

2218 Baker Sireet
Broadsides S
USAAF. ..
Computer Ambush
Warship

Camer Force

Colomal Conguest
Wizards Crown

Batse ol Antelam
Kamlgruppé

Prinishog

Graphics Disc | .
Graphics Disc Il

Bear + Dropzona + Cawverns
Summer Garmes
Arcade Classcs

Raid Cwvar Mosoow
Baach Head Il
Leadarboard

Super Huey

Field of Fira

Vietnam

Gauntlal

Aliernate Reality 1l
Phantasia

Gattysburg

Panper Grenadier

War Game Consfruchon Sl
Mach Bngade
Leaderboard Tournament
Gauntel Deeper Dungeon
War i Russia
ENMGLISH SOFTWARE
Smash Hits Vol 5
Smash Hits Vol &
Smash Hits ol 7
ACTIVISION
Ghostbustars

CODE MASTERS
BMX Samulaton

“Fhone for availatuiity
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Cass,

5.00
7.95
7.95
7.95
8.95

B os

4,99
499

Cass.

8.95
B95
B 95

Cass.

B 95
Cass
1.99

A

Disc
1295
2295
2295
11.95
2295
25,95
25.95
2595
25895
2295
16.95
25,89
2599
35.00
17.00
17.00

10,95

1185
11.95
11.95
11.95
11.85
11.95
11.85
16895
16.95
25 85
2295
16,95
2595
6599
§.99
2595
Dise
12.85
12.95
1285
Dizc

Statts WS11
Red Max ... 1.90
Transmiller . 1.99
DOMARK Cass
Livr'g Da,llu;’u‘:n. ..... B&5
Trivial Pursuit ... 12.95
ELECTRIC DREAMS Cass.
Spindizzy ] ... B9s
DIGITAL INTEGHATIDN Cass.
Fighter Pillot ... B.95
Tamahawk . B85
NHOVAGEN Cass,
Mercenary ......... 7.05
Sacond Cily ..o 5.35
Mercenary Comp. Pack 12 85
DATABYTE Cass.
Spy W Spy Il ... T.50
Graphics Ar Dept
Aztec 1
Spy V Spy | ... B985
Bouldar Dash Constructon Kit 895
IMAGINE/OCEAN Cass.
Arkanoid e 198
Graen Beral LT85
INFOCOM Cass.
Saton Fall ...
Hitchhikers Gusde I:e tha G-aliutr
Luwrking Hoarror T
ASTERTRONIC Cass.
On Cus ... 299
Starm .. 1.9%9
180 299
Armaurste 299
Universal Hero . .. 1.99
Kick Siart 199
Last V8 299
Hinga 299
SWAT 1.99
Molecule Man .94
Crystal Raiders 1.99
Gun Law 1.99
Mutant Camils - 1.89
Frensis 189
Howvvar Boweer 189
RAINBIRD/FIREBIRD Cass
Kmight Ore 895
Druid 895

ES BETTER SOFTWARE

221 Cannock Road,

Chadsmoor, Cannock,
2DD. Tel: (05435) 79099
Jowels ol Darkness ... 1288 1295 Sprong ... 6.95 B85
Gudd of Thieves pes 16.95  Crumbles CI’I‘S.IS i £.95 B 0§
Disc Silicon Drearm 1285 12 E Scr'aa.mmg Winsgs: .95 9_55
1295 The Pawn . i, 16 SUBLOGIC Disc
1695 GREMLIN GRAPHICS Cass. Disc  Fign Simulator 11 3965
. Basil the Mouse Dewective ... B35 1295 sgan Francisco 7185
1D?I;: Trad Blazer ........ i T8 N gg Japan ... 2185
Footballar of the Year ... Ba5s 12
Dise S?I%TEHF; 2 Cass. Disc EUDGET TITLES
1085 |nemational Harae ... 5650 1095
1285 SEGA oY 1T T - JR—— 1 9&
Dise  Zaxxon + Pooyan ... 005 8685 Colony 1.99
1085 TYMESOFT Cass. Dise  War Hawhk ... 194
go5 Who Dares Wins Ul ..................5.85 B85  Foothall Manager . 299
1495  Rally Spl.ﬁdu'a'p' ROM nﬂh’ v B85 Master Chess 1.59
Disc  Mirax Foroe . ' e BB8 BED e Bhythm ... 1.96
1250 DATABASE Cass. Disc
19.00 T, e | R G S S 18.50
1295 MICROPROSE Cass, Disc HARDWARE
k Silent Service ... 895 10595 Sega System £95.00
1295 E.45 Srike Eagle B85 1095 Nk, Busian £95:00
1285 soip Flight I 8.95 10.95 Atan S205T FM £280
Dise Conflict i Vietnam ................ 1295 16,95 Epson LX800 [249.00
1185 cD.S. SOFTWARE Cass. Disc Ferguson CMBOS Moniton TV £209.00
Brian Clough's Football ... 1295 16.85 KC12 cassems unit + Trail Blazer £34.00
Dise  Collosus Chess IV ..o 885 1295  yaouE Computer pack incl Computer XC12
2285 ORIGIN Cass. Disc software & joystick £135.00
2205 MrtockiEl .- e s 17.95 CX77 Touch Tablei £49.00
2285  Ogre .. s PHONE FOR LATEST
Dise H:uma :!,:. i :E 35 8T PRICES
i For Hull list aof 5T
ATARI SOFTWARE Disc Software see our adverl In
Mellgpede ... (Rom) 1285 the Atarl ST User
Defendar ... {Rom} ga5
Donkey Kong Jor ... (Redw) 12 85 ;
JORL 7 e {Ram) 895 Al prices ane correct # time of going to press.
Diskl 1285 Access or Wisa orders welcome.
g gt Please add [1 per flem for overseas orders
Piease make Cheques or Postal Orders payable 1o
RED RAT SEF'I"H'AHE Cass. Dise : 1
Spesdrun 605 895 MILES BETTER SOFTWARE
Lite Devils 655 E G5 Phone of write for comprehensive stock Bt lor
Might Mares 695 B95 Mrari and ST software o hardware
Compdation 1 695 g :g s
Compdation 2 6.95
lg';; Astro Droid 695 B6.95 E STOCKS E
12 85 Spaca Lobster .95 B.95% LAST




Utility

THE two main features people notice
first about Atari computers are their
sound and graphic capabilities. Even
though internally generated com-
puter music can sound superb, you
can never get a micro to create accu-
rately the sound of your favourite
rock mega star.

But with this fun and very easy-to-
use program you can put your own
pop, rock or classical music tapes in
any Atari tape recorder and hear the
music through the TV speaker.

The program also controls the
movement of five vertical bouncing
bars — which simulate the peak scan
on a hi-fi — in time with the music.

Type in the program — remembering
to check it using Get it Right! — then
save a copy to tape or disc. To use it,
all you have to do is press Reset, place
the music cassette of your choice into
the tape recorder and press play.

Now run the program: The main
screen is drawn and then the tape

CRAIG SMITH and MARK HARRIS
scan the channels to give some
amazing rhythmical displays

motor is turned on by the command
POKE 54018,52. Music will now come
through the micro to the TV speaker.

The program looks at 16 locations
between lines 53775 to 54015 to see if
a value of 239 is found — this figure is
present if a sound of a strong enough
level exists. These are then used to
control the movement of the bars up

and down the screen, so the louder
the music the more the bars beat to
the music.

The routine can be easily modified
to create other interesting effects such
as flashing lights or drawing graphical

_designs in time with the music. So Roll

over Beethoven — let's have some
music.

1 REM GRAPHIC EQUALISER .

2 REM fc)aTarI USER

I REM C.SHITH AND H. HARRIS

4 GOSUB 1588:REM DRAW LIWES

18 7 CHRS(125):REM CLEAR SCREEN

15 ? CHRS(253) :REM BLEEP

17 POKE 789,1:REM CHARAQCTER BRIGHTMESS
LEVEL

20 POKE 710,8:REM SCREEN COLOURS

&3 POKE 75Z,1:REM REMOVE CURSOR

35 LET Liz4:L2=1:L3=-1:0L4z8:L5=0;L6=0:L
7=0:DIM T15(50) , T250(55), TISC(60),T45 (65
1, 755078

I7 REM

PR A TARIREREEER M. HARRIS . T
EEEl  BY C.SHITH &
50 POSITION L1,8:7 T1$

52 LI=LL+1
54 IF L1=25 THEN GOTO &0
56 GOTO 58

68 POSITION LZ,8:% T2%
62 LI=LZ+1

64 IF L2Z=15 THEN GOTO 7@
66 GOTD 60

78 POSITION L3,0:7 T3$
72 LI=LI+L

74 IF LI=5 THEN GOTO 8@
76 GOTO 70

IR AR ENlALIZER A FA R GRAPHIC

Turng the ¢

raw the barg

Draw black

88 FOSITION @,L4:7 “@":POSITION I9,L5:
.

98 L4zL4+1:L5-L5+L

108 IF L4=22 THEN GOTO 120
110 GOTO 8@

128 POSITION L6,21:7 T4$
125 L6=L6+1

138 IF L6=26 THEN GOTO 150
135 GOTO 128

158 POSITION L7,21:7 T5%
155 L7=L741

168 IF L7-2 THEN GOTO 200

ain SCreen
d5sette

x that beat to
lineg across the

N cursor off ang alter

165 GOTD 158
208 POSITION 1,1:7? "F':POSITION 38,1:7
W POSITION 1,20:7 "\":POSITION 1B,2
TR LY
210 POSITION 5,3:7 “p=":POSITION 12,3
£7 U POSITION 19,3:7 "p=— " POSITIO
M 26,3:7 "p=y":POSITION 33,3:7 "pm®
220 POSITION 5,18:7 “=d";pPOSITION 1Z,
18:7 "dv:pOSITION 19,18:7 »i=d;pgsT
TION 26,18:7 "idn

Turn to Page 46 »
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2310 POSITION 3I,18:7 it

246 FOR F=4 TO L7:POSITION 5,F:7 "|":p
OSITION 7,F:7 “|":POSITION LZ,F:7 "|";
POSITION 14,F:7 "|v ;
250 POSITION 19,F:? “|":POSITION 21,F:
? w|u:pDSITIOM 26,F:7 “|":POSITION 28,
F:? “|":POSITION 33,F:? "]

268 POSITION 35,F:? "|":NEKT F

278 POSITION 4,2:7 "188HZ":POSITION 11
,2:7 "S@@HZ":POSITION 18,2Z:7 “iNHZ":PO
SITION 25,2:7 "SKHz"

288 POSITION 32,2:7 "10KHZ"

298 POKE 54818,52:REM ENABLE DATA RECO
RDER

188 REM SET GOTO VALUE'S

310 BLHL=7@80:BLH2=750:B1HI=200

128 B2ZH1=850:B2HZ=988:BIHI=958

338 BIH1=1000:BIHZ=1050:63HI=1100

340 BAHL=1150:B4HZ-1200:B4H3=1250

150 BSHL=1380:B5H2=1350:B5HI-1400

408 REM DETECT MUSIC BEATS

508 IF PEEXK(53775)=239 THEN GOTO BLM1
518 IF PEEK(SI7913-239 THEN GOTO BLHZ
578 IF PEEK(5I887)=239 THEN GOTO BLiHI
5%I8 IF PEEK(5I823)-239 THEN GOTO B2ZHi
540 IF PEEK(SI8I9)=2I% THEW GOTO BZHZ
558 IF PEEK(5I855)-219 THEM GOTO BZHI
560 IF PEEK(SI871)=239 THEN 60TO BIHL
578 IF PEEK(SI887)1=239 THEM GOTO BIH2
588 IF PEEK(5I983)=239 THEM GOTO B3IHI
598 IF PEEK(53935)=239 THEN GOTO B4H1
608 IF PEEK(S53951)=219 THEN GOTD B4HZ
618 IF PEEK(5I367)=233 THEN GOTO B4H3I
620 IF PEEK(SI%8I)=239 THEN GOTO BSHL
636 IF PEEK(539991=239 THEN GOTO B5HZ
640 IF PEEK(54015)=239 THEN GOTO BSH3
658 POKE 77,0:G0T0 580

788 REM

718 FOR L=17 T0 12 STEP -1:POSITION 6,
L:? "B':COLOR J:MENT L

720 FOR L=12 TO 17:POSITION 6,L:? ™ '
MEXT L

718 GOTO 5@

758 REM

768 FOR L=L7 TO & STEP -1:POSITION 6,L
17 P NERT L

770 FOR L=B TO 17:POSITIOM 6,L:? ' *:N
EXT L

788 GOTO 508

UL WEAR 1 ALTITUDE T
818 FOR L=17 TO 4 STEP -L1:POSITIDN 6,L

17 "W INERT L
B28 FOR L=4 TO L17:POSITION 6,L:7 " ":N
EMT L

8108 GOTOD 500

850 REM

B60 FOR L=17 TO 12 STEP -1:POSITION 13
Lt o NENT L

878 FOR L=12 TO 17:POSITION 13,L:? " »
tMEXT L

888 GOTD 500

988 REM

910 FOR L=17 TO & STEP -1:POSITION 13,
L:? "I :MEXT L

928 FOR L=6 TO 17:POSITION 13,L:7 » v
MEXT L

938 GOTO 588

758 REM

968 FOR L=17 T0 4 STEP -1:POSITION 13,
L:? “fPMEXT L

970 FOR L=4 TO 17:POSITION 13,L:7 v w:
MENT L

980 COTO 500

1880 REM

1810 FOR L=17 TO0 12 STEP -1:POSITION 2
B,L:7 "§@":NENT L+

1428 FOR L=12 TO 17:POSITION 20,L:? ™

"INENT L

1838 GOTO 508

1858 REM

1868 FOR L=L7 TO 8 STEP -1:POSITION 28
LL17 "EINERT L

1870 FOR L=8 TO L7:POSITION 28,L:7 ™ v
!MEXT L

16808 GDTO 588

1168 REM

1118 FOR L=17 TO & STEP -1:POSITION 28
LT fONERT L

1128 FOR L=4 TO 17:POSITION 28,L:% "
(NENT L :
1118 GOTO So@

1158 REM

116@ FOR L=17 TO 17 STEP -1:POSITIONM 2
7.L:7 "I NEXRT L

1170 FOR L=L1Z 70 17:POSITION Z7,L:? "
“INENT L

1188 GOTO 588

1208 REM

1216 FOR L=17 TO & STEP -1:POSITION 27
(L27 " MENT L

1220 FOR L=8 TO 17:POSITION 27,L:2 "
(MERT L

1238 GOTO 588

1258 REM

126@ FOR L=17 TO 4 STEP -1;POSITION 27
SL27 "IPINERT L

1278 FOR L=4 TO 17:POSITION 27,L:7? m ©
tMEXT L

1260 GOTO 508

1388 REM

1310 FOR L=L7 TO 12 STEP -1:POSITION 3
d,L:7 "IINERT L

1328 FOR L=12 TO L7:POSITION I4,L:7 ™
"INEKT L

1338 GOTO 580

1358 REM

1366 FOR L=17 TO 8 STEP -i:POSITION 34
sL:? "IFMENT L

1370 FOR L=8 TO L7;POSITION 34,L:7 ™ ™
IMEKT L

1188 GOTO S@e

1408 REM

1418 FOR L=L7 TO 4 STEP -1:POSITION 34
2?7 "l INEXT L

1420 FOR L=4 TO 17:POSITION 34,L:7 " ©
'MEKT L

1438 GOTO 580

1450 REM SET UP SCREEN

1500 FOR =@ TO S4:READ O:POKE 1536+H,
D:NEKT X

1518 bAT4 16,16,88,66,255,255,9,2,8,2,
9,2,8,2,0,2,0,2,0,2,8,2,8,2,4,2

1528 DATA b,2,8,2,8,2,0,2,68,2,0,2,0,2,
#,2,8,2,0,2,0,2,9,2,0,2,65,8,6

1538 POKE 1536+4,PEEK(88) :POKE 1536+5,
PEEK (89

1548 POKE S568,0:POKE 561,6

1550 RETURM

1 CAJ (W) 60 D3E (@) 150 05N (A)
2 CAK (3) b2 KGW (M) 155 NGD (@)
2 CAL (W) 65 CN3 (5) 160 E4R (L)
& TT9 (L) 65 LAR (J) 165 ROT (2)
18 Pat (1) T8 pas (X) 208 177 (T)
15 QGT (J) 72 KHH (@) 218 XLF (X)
17 T7P (T) 76 DR (V) 220 IRM (4D

20 517 (3) T LAT (M) 230 HAE (5)
25 754 (@) ER 44Y (E) 260 136 (F)
5 671 (W) 90 051 (R} 250 RMX (M)

7 bK3 (C) 100 E&1 (M) 260 %50 (5)
4@ WAF (G) 118 PEY (E) 270 CEn (8)
50 DAM (K) 120 C5N (V) 288 %2p (C)
52 KGA (5) 125 N33 (C) 290 By (Y)
56 LAV (9) 130 EM& (&) 300 cuw (L)
56 LAP (1) 135 Qa7 (R) 310 MLEK (KD

320 NBH (W) 610 TRR (P) 830 &5F ()
338 LST (W) 620 TWR (&) B50 bHO (F)
340 W94 (E) &30 B2H (F) BB 8L& (0)
350 MKA (V) &40 BSH (V) B70 T&J (W)
408 cuv (@) 650 922 (M) BED REF (0}
508 TEG (E) T80 cuy (N 900 Cvi (&)
518 71Y (Y) 718 MRS (2) 10 3AT (U}
528 TPT (N) 720 KLT (N) 920 Kav ([)
538 U7 (Y] 730 QSE (2) 930 ase6 (k)
548 7YY (6) 7508 D&Y (B) 950 DH1 (P)
550 846 (a) TaB 329 (1) 960 48P (4)
5608 896 (F) 778 ERC (M) 970 KPV (N)
578 BF7 (7) 7ED REE (&) 980 REG (9)
580 BKT (9) 800 cvo (1) | 1088 CxN (&)
590 Bag (&) 818 2F4 (F) 1018 82¢ (8)
408 TNO (P) 820 bvD (L) | 1020 UBQ (&)

1038 NVV () | 1230 P&V (Q) | 1438 POV (R)
1058 DEN (R) | 1258 DHN (J) | 1430 DRN (W)
1060 CAD (A) | 1260 C4& (V) | 1580 WiY (4)
1878 VF6 (X) | 127@ VLY (H) | 1510 6La (R)
1080 P6v (5) | 1280 PFV (A) | 1520 518 (5)
11008 DEN (3) | 130@ DAN (E) | 1338 Nva (J)
1110 aMp (P) | 1310 863 (L) | 154D HBT (5)
1128 vié (2) | 1320 UNG (4) | 1558 WBK (Y)
113@ POV (U} | 1338 P8V (V)
115@ pbN (W) | 1350 DNN (T)
116@ 847 (6) | 136@ cav (5)
1178 val (N | 1378 VUP (V)
1180 PAV (F) | 1388 PKV (6)
1200 D6N (9) | 1408 DFN (2)
1218 CA4 (3) | 1478 €IV (5)
1228 VEX (G) | 1420 WP (3)
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RECENTLY my young brother has
decided that he wants to be another
Van Gogh: He uses my commercial
art packages all the time to draw his
masterpieces, but has problems with
the complex range of commands
designed for older age groups.

We looked around for a package
aimed at young children but couldn't
find any, so we created Child Artist. It
Is designed to be simple and easy to
use for children of any age — providing
they are old enough to be using a
computer in the first place.

It's a four colour art program and
nearly all the drawing options can be
used by just pressing the function
keys and moving the joystick,
although some keyboard input is
needed.

Figure | shows the drawing options
available by pressing the function
keys while Figure Il shows the keys
used to scroll through the available
colours — the defaults are red, white,
blue and green.

Once the program has initialised
you are presented with a blank
graphics Mode 2 screen with a trian-
gular cursor at the top left. This is joy-
stick controlled and can have a variety
of shapes and colours which you can
use to design any pictures you want
by just moving the cursor around the
screen and pressing the fire button to .
leave the shape.

Pictures can be saved on disc and

presents a fun
art package
for youngsters ,

each one only takes up two sectors,
containing the screen information
followed by,the colour register infor-
mation — 708 te 711 — and the colour of
the cursor — 704, A picture can have a
filename of eight characters and the

program automatically adds the §

extender of .CPC to the name.

It is important to note that before a
file can be loaded the cursor must be
positioned at the top of the screen.
This prevents the accidental erasure of
a drawing by loading a file on top of it.

The program’s player missile
graphics are written in machine code
so that movement is smooth and easy
to see. The data for the shape of the

cursor can be easily changed, so you .

can have hours of fun creating your

own designs. Break has been disabled ’

50 you can't accidently lose your pic-
ture, and the attract mode has been
switched off.

v R
-ET”ﬁﬁﬁit

- RURY

Key | Function

Start | Alters colours using the keys in
Figure Il. Spacebar exits this

Colour 1234
Luminanceup * QETU
Luminance down * A DG J
Escape Makes the cursor invisible.

Spacebar brings it back.

Spacebar Allows you to alter the shape and

colour of the cursor by moving the
joystick — pressing the spacebar

mode : : 3
Start+Select | Saves picture again exits this mode.
Start+Option | Loads picture § * These keys scroll through the brightness

Start+Select+Option | Clears screen level of the corresponding colour.

Figure I: Options available

Figure lI: Keyboard controls

R e Y
I8 REH = CHILD ARTIST *

30 REH = BY *

480 REM ® MATTHEH ALGIER =

50 REM * ]

68 REM % (C)ATARI USER #

TO REM 00 N

88 GRAPHICS Zt+16:POKE 718,119:POKE 789
,14:POKE T708,57:605U8 15880

90 POKE 711,187:DIM COLC4):COLC1)=55:C
OLEZY=12:COLCTI=117:COL(42=185:CR=1:CL
z1:CDp=32

108 DIM LTSCLY, RM{Z@) ,FLS(20)

118 GOSUB S40:605U6 849:G05UB 138

128 POKE 704,COL(CL):POKE 764,255:7 U6
;CHR5(125)

130 5=5TICK(@):IF PEEK(754)=13 THEN GO
5UB IFe:a0T0 138

148 POKE 16,64:POKE S3774,64:POKE 77,0
(POKE 634 ,0;:POKE 791,64

138 IF PEEK(764) =28 THEM POKE 784,08
168 IF PEEK(SIZ79)-6 THEM GOSUB 1680:R
EM CHaNGE COLOUR

170 IF PEEKC53I279)=2 THEN GOSUB 12Z50:R
EM LOAD SCREEN

180 IF PEEK(SII79)=4 THEN GOSUB 136@:R
EM SAVE SCREEN

190 IF PEEK(53Z79)=@ THEM 7 H6;"K'":REM

CLEAR SCREEN

700 IF STRIGEB) =0 THEN GOSUB 294

718 IF 5-15 THEN 118

220 FOR PO=1 TO J:S0UND 1, K+Y/2,618,15-
(PO%5) ; NEKT PO

238 IF 5=11 AND X:48 THEM GOSUB 1020:G
0T0 138

248 IF 5=7 GMD M{288 THEM GOSUB 1048:G
07O 130

258 IF 5=14 AND Y}15S THEM GOSUB 1858:G

Turn to Page 48 »
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010 138

260 IF 5-13 AND ¥{103 THEN GO5SUB 1860:
GOTD 1318

270 GOTO 130

288 REM PRINT SHAPE OM SCREEN

298 Ri=CX-48)/B:YiZ(Y-15)/8

108 IF CR=22 THEM COLOR @:PLOT M1,Y1:G
o0To 138

18 CP1 CY) | 568 MHD (D) | 1118 &3C (G)
20 CP2 (33 578 OTH (G) | 1128 BXG (W)
30 CP3 (X1 SB@ s4u (LY | 1138 OKT (H)
§B CP& (&) 598 SA9 (U) | 1148 UHT (32
50 CP5 (Y1 | &P@ cux (K)| 1158 073 (M)
6@ CP& (7)) 610 HBH (53| 1168 T&U (C)
70 CPT (X) | 628 XLH (E) [ 1170 oGM (D)
BB RLC (M) | 630 KT (w3 1180 19V (J)
99 SP1 CHY | &4@ JPE (J) | 1198 0J9 (F)
100 HXH (W) | A5@ YOD (&) | 12080 vaG (5)
118 wuc <73 | a6@ J5K (H) | 1218 P9D (E)
120 JPJ LUl ] 478 XLN (&) | 1228 Wxé (&)
130 070 (P)| &BE. JYM (W) | 1238 VRK ()
140 EHO (W) | 698 K3M (4) | 1248 BFN (E)
150 5F5 (V)| 708 XAS (M) | 125@ SvO (N)
160 39T (X)| 71@ HYE (v) | 1260 PTH (Q)
178 3CT (XD | 72@ vk (D) | 1270 LAE (5)
180 34T (52| 73@ vJJ (53 [ 1288 462 (K)
190 ¥92 (C)| 740 V&& (F) | 1290 1a4 (RD
200 Xxc (C)| 750 yoa (u) | 1388 xpJ (0}
218 355 (5] TeD Y26 (MY | 1318 XMF (52
220 037 (2)| 770 UHM C(R) | 1328 1MF (1)
230 ACJ (M) | T78@ VRS (P) ] 133@ &4V (T)
260 9DN (8) | 79@ p2a (%) | 1348 86U (L)
250 APK (V)| B@@ URA (D) | 1358 DMN (N}
260 K91 (B)| 810 AHZ (5) | 1368 T20 (E)
27D QYE (T)| 820 Xan (0) | 1378 AF6 (V)
2B DUT (L) | B30 DBO (4) | 13B@ &TW (M)
298 HOT (G)| B&B PMR (V) | 1398 75K (§)
00 6S6 (AY| BSEB Y1B (C) ]| 140@ SCE (W)
310 JHD (G| B&@ MH3I (D) | 1418 DTH (P)
320 RFT (4)| 878 &FL (D) | 1420 DKN (K)
330 07U (9) | 880 182 (93] 1438 YAT (L)
3460 PUL (S) | 890 O¥M (M) | 1440 GXW (Y)
150 1S (E) | %08 NAS (X) | 1458 10P (X)
60 pLU (23] 910 WWs (3) | 146@ EAL (P)
I70 THG (7)| 920 PF5 (&) | 147@ 485 (E)
80 802 ()| 938 boe (L) | 1488 bLe (D)
798 SC6 (5)| 94@ @39 (7) | 1490 Y&D (5)
LB 42R CFY| 950 JWME (x) | 1580 HY% (F)
418 M3P (92| 940 DPE (K) | 1518 PPV (N}
420 49R (02| 978 MNS (F)| 1520 EWw7 (W)
630 741 tu)| 9RO A3T (M) | 1538 CDE (1)
LLB HS1 (P)| 998 Ea1 (P) | 1548 WPU (3)
450 M4H (@) | 108@ &Wy (CO | 1558 08N (T)
LGP MKD (8) | 1010 TGE (X) | 1560 v9Y (N)
L0 BUP (&) | 1820 5va (L) | 1570 EON (H)
LBB ASP (5) | 1830 D4N (N)| 1580 @&TE (M)
498 AJP (5) 11840 607 (92| 1598 aYx (D)
S@@ A3@ (1)) 1858 657 (M) | 16088 RFT (U)
510 A9a (4) | 1060 &4 (5| 1618 93C (@)
528 awe C(H) | 1878 boN (X) | 1620 BWé (C)
530 p7W (U) | 1080 @aG (Y) | 1438 HSH (&)
540 LEL CE) | 1890 VPM (K) | 1640 WAK (H)
550 VAG (4) | 1180 Mas (N)

118 COLOR CR#CO:PLOT Wi, ¥1

178 RETURN

338 REM SHOW PLAYER MISSILE

148 GOSUB B30

158 EzUSRELA,B,CHY, D) :POKE 53248, K:RETU
RN

3168 REM CHAMGE SHAPE

178 POKE 764,155

180 S=STICKCE) :IF PEEKC(TG64)=3I3 THEM PO
KE 764,255:RETURN

198 IF 5-15 THEWM 3&@

468 FOR PO=1 TO I:50UND 1,208,108, 16:ME
KT PO:SOUMD 1,98,8,0

418 IF 5=7 THEW CR=CR+1:IF CR=21 THEM
CR=1

428 IF 5-11 THEW CR=CR-1:IF CR=8 THEM
CR=z22

438 LTS=CHRSCCR) ;GOSUE LO@@:GDSUEB I46:
REM SET CHRS + REDEFINE PH

448 IF 5=7 OR 5=11 THEM @@

458 IF 5=14 THEN CL=CL#1:IF CL}4 THEN
CL=1

468 IF 5=13 THEN CL=CL-1:IF CL=@ THEM
CL=4

478 POKE 784,COL (CL)

488 IF CL=1 THEN CDz1Z

498 IF CL=Z THEN CD=#@

588 IF CL=X THEM CD=1680

518 IF CL=4 THEN CD=iZ8

520 GOTO 188

516 REM REDEFINE CHRS SET

540 CH=(PEEKC106)—8)%256: CHORG= (PEEK(?
56)#256) :FOR I=@ T0 S11i:50UND &,I/4,10
,LB:POKE CH*I,PEEK(CHORGH*I) :MEXT I

558 FOR CHR=1 TOD Z2:FOR Y= TO 7:S50UMD
0, ((CHR®7)#Y+1490/1.22,18,18

560 POKE 16,64:POKE 53774,64

578 READ NUM:POKE CHHCHR®8+Y,NUM:NENT
Y:NEKT CHR

588 POKE 756,CH/256:LTS="p":50UND @,0,
8,8

598 RETURN

608 REM DATA FOR CHRS

G160 DaTa 1,3,7,15,31,63,127,255

628 DaTa 255,254,252,248,240,224,192,1
i8 :

638 DATA 126,192,224,248,248,252,1254,2
55

648 DATA 255,127,63,31,15,7,3,1

658 DATA 255,255,155,2559,255,155,1255,2

55

668 baTa 15,15,15,15,15,15,15,15

670 DATA 240,740,240, 7240, 240,748,248,2
48

688 DATA B,8,8,8,255,255,255,255

698 DATA I55,255,255,255,0,98,8,9

780 DATA 255,231,195,129,129,195,131,12
55

718 DaTh @,24,68,126,126,60,24,8

728 baTa 24,608,126,255,255,126,60,24
718 bala 170,85,170,85,170,85,178,85
740 DATH 2,15,31,63,127,127,255,1255
750 paTa 192,148,246,252,154,254,255,2
55

768 DaTa 255,255,254,254,152,248,240,1
92

778 DaTa 255,255,127,127,63,31,15,3
788 DATA 252,248,224,192,128,126,0,8
790 paTa 63,15,7,3,1,1,60,8

ge0 DATA 8,9,128,128,192,224,248,151
gle paTA 9,8,1,1,2,7,15,63

gz pATA 255,129,129,129,129,129,129,12
55

838 REM PLAYER MISSILE GRAPHICS

f48 GOSUB 900

B58 TEMP=PEEK (106)-8:PHBASE-ZS6®TEMP K
=4B8:¥=15

868 POKE 16,64:POKE 53774, 64

f768 D=USR(ADRCPOKS) 54279, TEMP,557, 46,
53277,3,53248, %, 704 ,1216)

838 POKE PMBASE+512,0:0=USR(ADRIMOVS],
PMBASE+5L12, PMBASE®SLT, 128)

898 4=ADR (MOUS) :B=ADR(PLAYERS) :C=PHBAS
E+512:0=10:POKE 623,1:RETURN

380 RESTORE 918:0IM POKS(251:FOR L=1 T
0 I5:READ N:POKSIL,L)=CHRS (N :MEKT L
918 DATA 184,74,170,168,0,104,133,255,
104,133,254,104 ,248,4,2008,145,254,116,
184 ,145,254,202,2008,237,%6

928 RESTORE 9Z8:0IM MOVS(IP):FOR L=1 T
0 I9:READ W:MOVS (L, LI =CHRS (M) :MEHT L
9I0 DATA 104, 104,133,215,104,133,114,1
B4,133,217,104,133,216,104,133,216, 104
,178,166,0,177,214,145,216, 268,208, 4
948 DATA 2368,215,238,217,102,208,242,1
98,218,16,2318,96

958 RESTORE 960:0IM MOUUS(47) :FOR L=-1
TO 47:READ N:WOVUSCL,L)=CHRS (ND :NEKT L
968 DATA 104,104,133,255,104,133,254,1
#4,133,253,104,133,252,104,170, 24,101,
755,133,255,138,24,181,253,113,253

978 DATA 104 ,168,177,254,145,252,136,1
97,155,208,247,198,253,198,255,202,224
,255,108,238,%6

988 DIM PLAYERS(10):GO5SUB 1000 :RETURN
998 REM DEFINE PM

1888 PLAYERS(L,L)="%":PLAYERS (1B, 18)="
'"

1818 FOR Q=8 TO 7:PLAYERS (O+Z,0+2)=CHR
SCPEEK(CH* (ASCELTS)I®E+Q) ) :MEXT Q:RETU

'L}

1028 FOR T=0 TO 7:X=M-1:GOSUB IZO:MENT
T:RETURN

1938 REM WOVE PH GRAPHICS

1048 FOR T=8 TO 7:H=W+1:G05UB 3I18:MEKT
T:RETURM

1658 FOR T=6 TO 7:¥=Y-1:GO5UB II8:MENT
T:RETURN

1BED FOR T=@ TD 7:¥=Y+1:GOSUB II0:MENT
T:RETURN

1878 REM CHANGE COLOUR

1868 POKE 764,255

1898 A=PEEK(764)

1188 POKE 16,64 :POKE 53774,64

1110 IF A=3I THEM POKE 764,255:GOTD 12

8

1170 IF 4=255 THEW L0390

1138 IF 4=47 AND PEEK(789) {255 THEN PO

KE 709,PEEK(789) +1:POKE 764,255

1148 IF A=63 AND PEEKC?89%)32 THEN POKE
709, PEEK(709) -1:POKE 764,255

1158 IF A=d4Z AND PEEK(718) {255 THEN PO
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KE 710,PEEK(718) +1:POKE 764,255

1168 IF A=58 AND PEEK(718))2 THEN POKE
718, PEEX (718) -1:POKE 764,255

1170 IF 4=45 AND PEEK(711) {255 THEN PO

KE 711,PEEK(711)+1;:POKE 764,255

1180 IF 461 AND PEEK(711))2 THEN POKE
711,PEEN(711) -1:POKE 764,255

1190 IF A=11 AND PEEK(708) (255 THEN PO

KE 788, PEEK(788)+1:POKE 764,155

1200 IF A=1 AND PEEK(788))2 THEM POKE

708, PEEK (788) -1:POKE 764,255

1218 GOTO 1098

1220 FOR Q=1 TO 4:COL(0)=PEEK(787+Q)-2
'MEXT 0:POKE 784,COL (CL)

1238 RETURN

1246 REM LDAD

1250 GOSUB 1328

1260 POSITION @,8:7 #6; W NAME;

":GOSUB 1438

1270 TRAP 1310:0PENM H1,4,8,FLS

1288 FOR Q1=@ TO L1:FOR Q2= TO 19:GET
B1,A:COLOR A:PLOT 02,0L:NEXT Q2:MEWT

nt

1298 FOR T=788 TO 711:GET #1,02:POKE T

,02:MEXT T:GET %1,02:POKE 784,02

1380 CLOSE #1:GOSUB 1220:RETURN

1316 TRAP OFF:GOSUB 1330:RETURN

1328 FOR OP=1 TO Z@:LOCATE OP-1,8,IK:R
MIOP)=IM:MEXT OP:GOTOD 1340
1378 FOR OP=L TO 28:COLOR RWCOP):PLOT

This is one of hundreds of
programs now available
FREE for downloading on

MicroLink

OP=1,0:NEXT OP

1T40 POME 16,64:POKE S53I774,64:RETLRN

1358 REM SaVE

1360 GOSUE 1320

1370 POSITION 8,08:7 H6;"F MAME:
":GOSUE 1436:GOSUE 1110

1380 OPEW H1,8,98,FLS

1390 FOR Q1-0 TO 11:FOR QZ-8 TO L?:LOC

ATE QZ,01,03:PUT HL1,Q3:MEXT 02:MERT 01

1400 FOR T=708 T0 7i1:PUT #1,PEEKCT):N

EXT T:PUT H1,PEEK(704)

1418 CLOSE B1:RETURNM

1428 REM GET FILE WAME

1438 CLOSE #1:0PEN 811 ,4.8,"K:":P0=7

1448 GET M1, KL:IF KL=27 THEN POP :POP

tGOSUE LIZ@:GOTOD 130

1450 POKE 16,64:POKE 53774,64:POKE 694
;B POKE 702,64

1468 IF KL=155 THEN 1518

1478 IF KL=126 aMp PO}7 THEN PO-PO-1:P
OSITION PO,0:7 #6;" ":GOTO 1440

L4306 IF POXL4 THEN L44@

1478 IF KL{65 OR KL)90 THEN L4d@d

1580 POSITION PO,0:? 6 ;CHRS (KLY :PO=PO
]

1518 GOTOD 1440

1528 LOOP=6:FL5="D:"

1530 LODP=LOOP#1:LOCATE LEﬂ?,B.LT:IF L
T=32 THEN 1559

1540 FLSILOOP-4,LODP-4) =CHRS(LT) :GOTD
1518

1558 FL5(LOOP-4,L00P-1)=",CPC"

1560 CLOSE H1:POKE 16,64 :POKE S3I774,64
:RETURNM

1578 REM TITLE PAGE

1568 POSITION 5,8:7? mo:*® D d @ J':rox
E 16,64;POKE 53774,64

1558 POSITION 4.2:7? t6:*E B QR B i
L1680 POSITION &,4:7 BG6;"B Y

1610 POSITION 3,6:7 M6:"m a T t h ¢ w"
1620 POSITION 4,8:7 H6:"a u 9 i e r"
1630 POSITION 4,11:7 B6:"PLEASE WAIT"
1648 RETURN

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 tumn too! Well,
we can help! Great, but who are you??

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

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 it?Yes, friends of mine have read it and say it's
great! How do [ join the club and get my copy of MONITOR?
Easy just send a cheque or postal order for £5.00 to the address
below requesting a four issue subscription. Overseas
membership is £8.00 (surface) or £12.00 (Airmail ).

You won't be disappointed!!

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

Independent User Group
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Microlink

i association with

TELECOM GOLD

THE Financial Times Business
Reports database is now part
of Profile Information — the
online service formerly known
as Datasolve International —
which is obtainable through
MicroLink. It is the first venture
between Profile and its new

It’s the
Tory line

TORY politicians and party
workers all over the country
are being urged to join
MicroLink.

The Conservative Com-
puter Forum, an organis-
ation formed 10 years ago
to promote computing
among party members, is
behind the campaign.

Committee member
Warwick Childs said: “Per-
haps the greatest potential
a computer can offer — elec-
tronic communications —
has up to now been sadly
neglected in the Conserva-
tive Party. In this respect we
are well behind the other
main political parties.

“At present we have
something approaching
200 CCF members — think
what an advantage it would
be if they were able to
provide a nation-wide efec-
tronic mail network for the
benefit of their con-
stituencies.

“These people are our
prime targets for linking
together electronically.
Eventually we hope to see
all constituencies, MPs,
party officials and offices on
the MicroLink system”™.

owner, The Financial Times,
which recently acquired the
company from Datasolve for
£10 million.

Based on the highly-
regarded FT newsletter
service, the new database

provides the full text of 22
regular newsletters covering
technology, business, finance,
media and energy.

Profile is best known to
MicroLink subscribers for its
World Reporter database
containing the complete text
of more than 25 worldwide
newspapers, periodicals and
news services.

As well as the world’s lead-
ing business newspapers —

the Financial Times and the
Wall Street Journal — Profile
also offers publications such
as the Washington Post, the
Guardian and the Daily and
Sunday Telegraph.

Several major international
news services such as Associ-
ated Press and Asahi are
included, along with a wide
range of authoritative sources
on international politics, busi-
ness, markets and finance.

Profile also offers access to
McCarthy Online, which con-
tains full text articles selected
for their relevance to busi-
ness and commerce from
more than 60 of the world's
top business publications.

Softwa re

T's now quicker and easier to
use the massive MicroLink lib-
rary of free computer software.

With the number of titles
available for downloading fast
approaching the 600 mark,
subscribers were in danger of
experiencing difficulty locating
specific programs. As a result

speed-up

MicroLink has completely
redesigned the telesoftware
database to speed up the
process of selection.

Users can now choose from
a menu a complete database
of program titles suitable for
their own particular make of
computer.

The social

side wins

MICROLINK subscriber Nigel
Inwood temporarily aban-
doned a career in accoun-
tancy and law to help his
parents open a business,
Fourteen years later he very
much doubts he'll ever return
to the office.

The business his family took
over was Judges Bakery, in the
High Street of Hastings old
town near the harbour.

With the addition of a res-
taurant, it became the only
bakery to be listed in tourist
guides such as Egon Ronay
and the Good Food Directory.

“I'm on MicroLink for pleas-
ure, because computing is my
hobby"', said Nigel Inwood.
"“Despite its international fame
this is still a one-shop business
— my Email communications
are more likely to be social
than official.

“| chose MicroLink because
it offered more interesting and
entertaining features than the
other systems available"”.

Third World connection

A LEADING independent authority on condi-
tions in Third World countries has joined
international

MicroLink to improve its

communications.

mation about conditions in various countries,
the ODI also tries to influence the decisions of
policy makers around the world.

“We have an ongoing need to communicate

The Overseas Development Institute was
formed nearly 30 years ago to study and
monitor economic and agricultural develop-
ment abroad.

At any one time it has as many as 20
research projects underway in different parts
of the world. As well as publishing vital infor-

YOUR chance to join MicroLink — Page 6

with researchers and other institutions
worldwide”, said ODI spokesman Peter Gee.

“As part of a project to improve communi-
cations we are looking at electronic mess-
aging, and MicroLink is as good a base as any
to start with its excellent Email and telex facil-
ities"".



Escape from Traam

IF you are having trouble with this
superb science fiction adventure don't
panic — help is at hand. When you
crash your ship, look at it, get the
nylon rope, push the ship and get the
laser.

Go South and tie the rope to the
bush then climb up and talk to the
alien warrior — you have to talk to him
twice. Now go South, then West into
the dark cave and once you're inside it
keep moving until you bump into an
object - the rest is up to you. — Patrick
Brown, Newton, Leicestershire.

Donkey Kong

WHEN the game has loaded press
Start. Then press shift and hold it
down as you type the word BOOGA. If
yvou now press K you will never be
killed as you play the game and if you
press S you will be able to skip levels.
— George Boyle, Livingston, West
Lothian.

Spiderman

HERE is the complete solution to this
addictive adventure:
Walk along the walls, go West, look

in the crib and take the formula. Now-

look in the crib again before taking the
first gem. Go N, N and drop the gem
followed by the formula then go S, S,
E and open the doors.

Enter the shaft and have a look
around, especially in the niche, and
get the gem. Now go up the shaft and
have a look around in another niche
before getting the gem. Go up again
and search around for another gem.
Push the shaft and go up, take another
look before getting the next gem.

You are now in the Penthouse, so
lower the thermostat twice before
reading it then open the desk and get
the sixth gem. Take the painting and
pull it, then get the paper and drop the
picture. Go back into the shaft and go
D,D,D,.W,W,N, N and drop a gem six
times.

Go S, E and take the aquarium. Go
W, 5, E and enter the shaft again. Go
U, U, U, W and raise the temperature.
Empty the aquarium and take the
gem, then drop the aquarium. Lower
the temperature, take the desk and
couch and go back into the shaft.

Go D, D, D, W, W, N, N and drop a
gem then go S. Next move E and take
the statue and go W, S, E. Go into the

shaft, climb up and go W where you
drop the statue, couch and desk.
Enter the shaft again, go U, W, W
and close your eyes. Go W then push
the knob, open your eyes and get the
gem. Type RUN and go E, S to get the

acid and calcium, then go S, S and get

the other chemicals. Go N, N and mix
the chemicals first and then get the
calcium — then call.

Go S, S and take the chemicals
before going N, N, now make a web.
Drop the paper then go S, E and enter
the shaft: Go D, D, W, W then South
before dropping the calcium. Have a

look in the corners and take the gem
you find there, then go N, N, N and
drop the gem twice.

Go S and shoot your web at the gem
before you get it, then go N and drop
the gem before going S, S, S. Take the
corners and go N, E to get to the roof.
Open the mesh and then drop it, go
down the duct and get the gem.

Examine the fan before shooting
your web at the button five times, then
enter the fan to take the gem before
going D, D, D, D, D. Get octo and hit
electro then go W and read the dial — it
should say 957. Go E, U, U, U, U, U,
enter the fan, go down and feel N
before you take the gem.

Go 5 and then feel S and take the
gem before going N, E, E. Enter the
shaft and go D, W, W, N, N so you can
drop the gem seven times. Go S, S, E
and enter the shaft before going U, U,
W, W, W and type RUN.

Go E, E, enter the shaft, then go D,
W, W and enter the roof. Now enter
the duct then the fan before going D,
D, D, D, D and take the newspaper.
Open it and take the gem. Go U, U, U,
U, U and enter the fan before going D,
D, E, E so you can enter the shaft.

Go D, W, W, N, N and drop the gem
— now ask for your score and it will
print MICAH 100% - you have just fin-
ished the game. — Lee Harding, Brad-

. ford, West Yorkshire.

Spiderman map
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HAVE you reached the stage in your
programming career when a stan-
dard blue-and-white screen no longer
fills you with inspiration? Perhaps
you've envied other makes of com-
puter which use different colours or
formats for their programming
screens. Or maybe you just want to
give your loveable old Atari a face-lift,
and impress your friends with its new
customised appearance.

If so, this autoboot program is for
you. It lets you override the operating
system so that whenever you switch
on, or press Reset, a different screen
layout with lots of new features
appears instead of the boring old blue
one.

What new features? Well, for
starters the new screen can be any
colour you like, with or without a
border, and the text can be brighter or
dimmer than usual. The left and right
margins can be set at any positions
you choose — perhaps to give bal-
anced margins at either side, rather
than the standard right-heavy effect.

The cursor can be adjusted so that it
zips around at up to four times its
normal speed, while still allowing
precise single-step positioning and
without affecting the auto-repeat on
any other keys. You can also have it
flashing on and off at whatever rate
you choose and, unlike most flashing
cursors, this one stays visible
whenever it moves — so you will never
lose track of it no matter how quickly it
whizzes about.

If you like the BBC Micro display,
with thin lines under each line of text,
you can incorporate a similar effect in
your new custom screen. And, if you
adopt this feature, you can move the
whole text area up or down to cen-
tralise it, should your TV be slightly

Customising the
default screen

KEN BREARLY gives you a
superb autoboot program that
could brighten up your Atari

out of adjustment.

A feature unigue to the Atari is the
attract mode colour rotation — that is,
when you don’t touch the keyboard
for about 10 minutes, the screen
colours will start to change randomly
every few seconds. This can be very
irritating when you're programming,
so the autoboot routine gives you the
option of switching it off.

There's even an extra feature for
advanced programmers, which allows
you to reserve a safe area of memory
below the MEMLO pointer. This area
can be used to. store display lists,
character sets, player missile graphics
tables, machine code routines or any
other data that you want to keep out of
Basic's clutches but which won't fit on
page six.

Because the routine is written
entirely in machine code, and installs
itself before Basic takes control, it
behaves just as though it were part of
the built-in operating system.

You can load, save and modify
your Basic programs without affecting
it in the slightest, and even typing
NEW won’t erase it. The new screen

Numbers

on line

230 or Existing
300 Function number Permissible range
1st Background colour 194 Even numbers from 0 to 254
2nd Border colour 176 Even numbers from 0 to 254
3rd Character brightness 10 Even numbers from 0 to 14
4th Left margin 1 0to 38
5th Right margin 38 1to 39
6th Attract mode on/off 0 =off, 1 =on
7th Flashing cursor on/off 1 0=off, 1 =on
8th Cursor flash rate 14 1 to 255
9th Cursor movement rate 2 1to 6
10th Underlines on/off 1 0=off, 1 =on
11th MEMLO pointer, low byte 0 Best left at 0
12th MEMLO pointer, high byte | 36 (disc) | Minimum 32 (see text)

12 (cass) | Minimum 9 (see text)

Table I: The possible program changes and their effact

will disappear, of course, when you
select any new graphics mode, and
you can change the colours using
SETCOLOR in the usual way. But if
you press Reset, everything will be
automatically restored to its former
glory.

The machine code is quite complex,
and would take too long to discuss in
detail, so we'll just look at the Basic
versions and how to customise them.

Program | is for disc users. When you
run it, it creates an AUTORUN.SYS
file containing all the routines and
data for your new customised screen.
Make sure, though, that the disc
you're saving it to contains a copy of
Dos, and doesn’t contain an existing
AUTORUN.SYS file that you want to
keep.

Program Il is similar, but creates an
autoboot cassette file. Insert a blank,
rewound cassette, Run the program
and proceed as for CSAVE when you
hear the familiar double beep. To get
the new screen routine installed and
working, you now follow the normal
boot procedure.

With a disc drive, simply insert the
disc containing your AUTORUN.SYS
file and switch the computer on. To
load the cassette version, insert the
fully-rewound autoboot cassette,
switch power on while holding down
the Start key, then follow the usual
CLOAD procedure.

If you keep the routine in its present
form, you will get a green screen with
blue-grey lines under each line of text,
margins set at 1 and 38, a cursor
which flashes twice per second and
moves twice as fast as normal, and no
attract mode colour rotation. The disc
version also gives you a protected
area of ram between addresses 7991
and 9216, while the cassette version
gives you 2092 to 3072 — see Figure |.

All these parameters can be altered
by changing a few numbers in either
program, then making a new autoboot
file containing the customised data.
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It's quite easy to do.

Look at line 230 in Program | or line
300 in program |l. Each of those 12
numbers controls some aspect of the
new default screen. For example, the
first three — 194, 176, and 10 — affect
screen colours. Table | shows what
each number does, together with the
range of numbers you can use as
alternatives to customise the screen.

You can experiment with most of
these numbers while your new screen
is in place. First install the autoboot
file, to get the green screen and so on,
then experiment by POKEing different
numbers into the control registers, as
fallows:

Background colour: POKE 710 with
any even number from 0 to 254.

Border colour: POKE 712 with any
even number from 0 to 254, If you do
not want a visible border, make it the
same colour as the background.

Character brightness: POKE 709 with
any even number from 0 to 14. If you
accidentally make the text invisible
against the background, just press
Reset.

Left margin: POKE 82 with any
number from 0 to 38.

Right margin: POKE 83 with any
number from 1 to 39.

Colour rotation: POKE 7680 (disc) or
1805 (cassette) with 0 to cancel the

attract mode colour rotation, or 1 to
enable it.

Flashing cursor: POKE 7681 (disc) t:ir.

1806 (cassette) with 0 to stop the
flashing or 1 to start it again.

Cursor flash rate: POKE 7682 (disc) or
1807 (cassette) with any number from
1 to 255. The higher the number, the
slower the flash rate.

Cursor movement rate: POKE 7683
(disc) or 1808 (cassette) with any
number from 1 to 6. Numbers above 6
will not slow the cursor down any
further.

Text up/down movement: POKE 7687
andfor 7688 (disc) or 1812/1813
({cassette) with 0, 16, 32, 48, 64, 80, 96
or 112. These pokes will have no effect
unless the thin lines are present on
screen.

Underlining: POKE 7988 (disc) or 2089
(cassette) with 0 to turn the lines off,
or 1to turn them on, then press Reset.

The one parameter which you
cannot change in this way is the
MEMLO pointer. It can be altered only
by changing the last two numbers in
line 230 or line 300 — see Table | — and

Turn to Page 54 »

Disc version

7680

7991

8192 —

9216

Cassette version

1792

2048 —
2092

3072

Operating system
ram and Dos

[

AUTOBOQT FILE
LOAD AREA

RESERVED SAFE AREA

— 2k boundary

o~ VEMLO

Load area for

Basic programs

Operating system
ram and Dos

AUTOBOOT FILE
LOAD AREA

e m——— — e e — ——

L

[

RESERVED SAFE AREA

$700

— 2k boundary

o MEMLO

Load area for
Basic programs

Figure I: Memory maps
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4 From Page 53

making a new autoboot file. Unless
you're an advanced programmer, it's
best not to attempt this.

You can now proceed to make the
new file, incorporating your chosen
settings. Load Program | or Il and
insert your new numbers in place of
the existing ones on line 230 or 300.

If you have decided to retain the
underlining feature, and have
adjusted the text area to centralise it,
you will need to change the first,
and/or second number on line 80 -
Program | — or line 160 — Program || —
to your new values. Do not alter any
other numbers in the program, or the
autoboot routine won't work properly,
and may lock up.

Finally, Run the modified Basic pro-
gram to make a new autoboot file
incorporating your changes. That's all
there is to it. If you're an advanced
programmer, however, you may be
interested in some extra information.

First the routine doesn't occupy any
of page six but it does use two page
zero addresses — 203 and 204 — during
power-up and reset. At all other times
these addresses are available for your
own use. The routine is executed
during Stage 1 vertical blank, so you
can't use Immediate VBI routines in
your own Basic programs. The more
useful Stage 2 vertical blank period is,
however, available as usual.

The reserved area below MEMLO is
illustrated in Figure |. With the values
shown in Program | — low byte = 0,
high byte = 36, the disc version gives
you 1225 bytes of reserved memory,
1024 of which are above a 2k
boundary. It can therefore be used for
any data tables which need to start on
a 1k or 2k boundary, such as player
missile — PM— graphics.

For cassette users, the MEMLO
value in Program |l (low byte = 0, high
byte = 12) gives you 980 bytes of re-
served memory, stretching fom 2092
to 3072. This overlaps the nearest 2k
boundary (2048) by 44 bytes, but the
reserved area can still hold PM data,
since the first 266 bytes of any PM
table are never used by the PM
system.

It can also hold a Graphics 1 or
Graphics 2 character set, as you're
allowed to start these on a 512-byte
boundary (2560).

However, you may prefer to change
MEMLQO, as described above, so that it
points to a higher address — say 6144
{0,24). This reduces the amount of
memory available for Basic programs,
of course, but it releases boundaries at
1k (3072) and 2k (4096), for your player
missile data or character sets.

18 REM Program 1: Creates an AUTORUN.S
¥S disc file which will install the ne
w default screen,

20 TRAP &0

38 OPEN #1,8,8,D:AUTORUMN.S5YS

40 READ D:;IF D=-1 THEN 6@

5@ PUT #1,b:G0TO 40

60 END

T8 DATA 255,255,7,30,54,31

BB DATA 48,16,80,56,0,08,0,2,08,2,08,2,8,
2.0,¢,0,2.8,2

OB DATA 0,2,0,2,0,2,8,2,08,2,0,2,8,2,8,
2.,0,2,0,2

13! MTI E;E;HfErB;E;H}EIH}EfHIZF&SFIJ‘
38,165,12,141,84,30

118 DATA 165,.13,141,.85,30,169,83,133 1
2,169,308,133,13,76,86,30,32,164 38,162
120 DATA 0,160,08,142,5,30,142,6,30,174
,0,308,189,19,31,133 203,232 ,189,19

130 bATA 31,133,204,232,142,6,30,174,5
L30,189,43,31,145,2083,232,142,5,30,224
140 DATA 12,208,222 ,173,6,30,240,20,16
5,88,7181,11,30,165,89,141,12,30,169,7
150 DATA 141,48,2,169,30,141,49,2,162,
30,160,165,169,56,32,92,228,98,173,0
168 DATA 30,208,2,133,77,173,1,38,240,
25,173,5,30,240,6,206,5,38,746,202

170 DATA 38,173,243,2,73,2,141,243,2,1
73,2,30,141,5,30,173,15,218, 41,4

188 DATA 208,53,169,2,141,243,2,173,1,
30,9,128,141,1,30,173.9,218, 201,142
198 DATA 240.12,201,143,248.8,201,135,
248,4,281,134,208,31,173,43.2.2081.32, 1
76

208 DATA 24,205,3,30,144,19,173,3,30,1
41,43,2,76,16,31,173.1,30,16,5

218 DATA 41,127,141,1,38,76,95,228, 198
,2,200,2,197,2,82,0.83,0,0,30

228 DATA 1,30,2,30,3,30,4,30,231,2,232
2

230 DATA 194,176,10,1,38,0,1,14,2,1,8,
3%

248 DATA 224,2,225,2,62,38,1

18 CP1 (Y)Y | 9@ 565 (5) [ 170 EéN (R)
20 KVH (@) | 180 NTK (R) | 18D HNE (&)
38 RFS (P) | 118 TuT (p) | 198 52F (E)
48 9FU (W) | 128 DGH (B) | 280 DEK (R)
50 42K (5) | 138 su9 (v) | 218 ECF (V)
60 D2P (E) | 14@ QLD (J) | 220 UMt (U)
78 ATC (M) | 15@ 6K1 (U) | 23@ V6T (8)
B0 HU& (K} | 168 FHT (C) | 240 HIN (J)

Program II: Creates an AUTOBOOT cassette file

18 REM Program 2: Creates an autoboot
cassette file which will install the n
ew default screen.

20 BFR=(PEEK(106)-24) %254 :REM reserve
a safe area at the top of RAM as a tem
porary buffer

30 FOR X=0 TO 44:READ D:POKE 1536+X,0D:
NEXT X:REN Load the new SAVE routine i
nto page &

L8 DATA 104,106 ,135,2084,104,133,203,10
§,133,206,104,133,205,162,16,169,11,15
7,66,3

58 DATA 165,203,157,68,3,165,204,157,6
9.3,165,205,157,72,3,165,2086,157,73,3
68 DATA 32,B6,228,96,67,58,155

7@ REM Load the program temporarily in
to the reserved buffer space

80 RESTORE 150

98 FOR X=0 TO Z@9:READ D

108 POKE BFR+X,D:NEXT X

118 REM Now read the data from the tem
porary buffer into an Autoboot cassett
e file

1280 OPEN #1,8,128,"C:"

138 X=USR{1536,BFR,PEEK(BFR+1)%128)
140 END
150 DATA
L06,96,0,

¢ 7,169,608,141,2,211
@
160 DATA &
i
]

¥

#
B
#

L r

1,75,
.0,08,0
,80,66,0,0,0,2,0,2,0,2,0
.‘EJB!‘E.‘HI
170 DATA

e2,8,2,0,¢
180 DATA 0,2,0
,7,162,8,160,0
190 DATA 18,7,
B,135,205,232,
200 DATA 142,

5,205,232,142,

3.0
g0
16
8,2
12,0,2,0,2,0,2,0,2,0,2,0,2,8

o2.0,2,0,2,0,2,685,20

19,7,174,19,7,189,8,
8,8,133,204,232
174,18,7,189,32,8,14

0
2
,%,221.,12,295,2?2,1?3

T R S
e e 00 e = P

210 DATA 17,7,240,20,1645,88,141,24,7,1
65,89,141,25,7,169,20,141,48,2,169

220 DATA 7,141,49,2,162,7,160,154,169,
6,32,92,228,96,173,13,7,208,2,133

230 DATA 77,173,14,7,240,25,173,18,7,2
4,6,206,18,7,76,191,7,173,243,2

240 DATA 73,2,141,243,2,173,15,7,141,1
B,7,173,15,218,41,4,208,53,149,2

250 DATA 141,243,2,173,14,7,9,128,141,
14,7,173,9,210,201,142,248,12,201,143
260 DATA 248,8,281,135,240,4,281,134,2
B8,31,173,43,2,20 270 DATA 144,119,173,
16,7,941,43,2,76,5,8,173,14,7,18,5,41,
127,141, 14

280 DATA 7,76,95,228,198,2,200,2,197,2
82,0,83,0,13,7,14,7,15,7

290 DATA 16,7,17,7,231,2,232,2

100 DATA 194,176,10,1,38,8,1,14,2,1,0,
12

18 CP1 CY) | 120 1¥1 (RY | 238 H39 (M)

20 @2U (9) | 130 3v9 (M) | 248 FIL (L)
3@ VMo (7) ] 140 DK (0D | 250 @5 (XD
4B OFW (3) | 150 U&p (Y¥) | 268 QFK (M)
58 RF2 (1)) 168 LY@ (T3 | 278 BTT (5)
68 J7K (U) | 178 7CY (7) ] 280 3LR (M)
T@ CPT (2) | 188 N&S (0D | 298 KEZ2 (Y)
4@ TEH (E) | 198 HSH (5) | 38@ uTC (b)
98 986 (6) | 20@ RD3 (K)
188 HO1 (G) | 218 HTH (M)
118 €Y5 (114 228 036 (X)

54 Atari Usar February 1988

R —




Review

THE LSP-100 bi-directional dot matrix
printer is Citizen's latest addition to
an already impressive range of
products. As with most printers, you
have the option of friction or tractor
feed and this can be selected easily by
moving a lever on the top right of the
casing.

You also have the option to load
paper from underneath the printer
using a process called bottom-feeding
(see Figure |). Loading paper this way
can only be done when your printer is
mounted on a stand. The tractor-feed
mechanism must be attached to the
printer and you must use continuous
stationery. Loading paper is just like
setting the tractor-feed up, except the
paper comes from underneath.

The printer will connect to your
micro via an Atari 850 interface box,
but you will need to buy a lead to
connect them — or a Centronics-to-
Atari interface cable, which costs
about £50.

On the front right side of the printer
are three buttons controlling the
online status, form feed and line feed.
The printer must be brought offline
before the feed buttons will work —
rather annoying, but this is the case
with several printers. Next comes a
panel with three small lights — power,
paper out and ready.

The DIP switches are easy to access:
You simply switch the printer off and
remove a cartridge-style interface
located on the right of the printer as
you look at it. You can then alter the
switches to suit your micro. Instruc-
tions on how to do so are very well
documented in the manual. -

Now for the all-important question:
ls it Epson compatible? The answer is
yes, and it is also switchable to IBM-
compatible, not that this will affect
Atari owners.

Citizen says that the LSP-100 is an
80 column printer and the print head
has nine pins which are used to give

Specifications

® 150/175 cps at 10/12 cpi in draft
and 40 cps in NLQ

® Epson and IBM compatibility

@ Parallel interface standard

® Tractor feed and friction feed

® 4k buffer

@ 8 bit graphics capabilities

® Downloadable characters

@® More than 400 print styles

® Automatic sheetfeeder available

® Bottom-feed paper loading
option

Yes, it’s a pretly
solid citizen

NEIL FAWCETT examines
the new LSP-100 printer

you a 9x9 matrix. When used in NLQ
mode a double pass of the head
allows the matrix to change to 17x17
and this gives you a wide variety of
styles and typefaces.

The print speed is 150/175 charac-
ters per second {cps) at 10/12 cpi
(characters per inch) in draft mode
and 40 cps in NLO mode. Now that is
quite a mouthful, but it gives you an
idea of the capabilities of this
machine.

It is interesting to note that although

Paper path

Figure I: Loading the printer
using bottom- feed

this is quite a fast printer it is also very

quiet. Even when doing a screen
dump | could still manage to concen-
trate on other work while it was
churning away.

There is a built-in 4k buffer — very
useful indeed, as it allows you to con-
tinue working on your micro as the
printer does its work. However, there
is @ snag with the large buffer — there
isn't a flush button. So, if you make a
mistake you have to wait until that
large 4k buffer empties. Alternatively
you can turn the printer off.

Fitting the cartridge type ribbon
poses no problems. It's claimed to last
for two million characters — but | didn't
have time to test this.

The LSP-100 has a sleek modern
look and is surprisingly compact when
you consider that it does some tasks
that printers twice its size can't. The
manual is well presented and easy to
read with plenty of diagrams showing
things like fitting the ribbon and so on.

This is a superb printer, well priced
and should satisfy the needs of most
homes and small businessmen.

Product: Citizen LSP-100 printer

Price: £249 excluding VAT

Supplier: Citizen Europe Ltd, Well-
ington House, 4-10 Cowley Road,
Uxbridge, Middlesex, UB8 2XW

Tel: 0B95 72621
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STORI SOFT

MAIL ORDER SPECIALISTS

INCREDIBLE LOW PRICES!
ALL DISKS CARRY A NO QUIBBLE REPLACEMENT GUARANTEE ARE CER-
TIFIED 100% ERROR FREE & COME WITH LABELS, 5 ALSO HAVE
SLEEVES & WRITE PROTECTS. FLIP SIDED DISKS HAVE 2 INDEX HOLES
AMD 2 NOTCHES.

SPECIAL OFFER !
25" DISKS & 100 CAP LOCKING DISK BOX

25 55 48T §

57" DISKS FROM AS LITTLE AS 33 PENCE

- DISK NOTCHER FREE WITH EACH 100 DISKS PURCHASED

UMBRANDED TRIAL 10 25 50 100 10 i & plaste
library casa

55 48TPI 450 9.00 17.00 33.00 5.50

DS 48TPI 5.50 11.00 19.00 35,00 6.50

DS 96TPI 6.50 13.00 21.00 ar.oo 7.50

DS 96 TPI FLIP SIDED 7.00 14.00 22.00 38,00 8.00

MIMIC FLIF SIDED DS 96TR| 8.95 20,00 38,00 70,00 9.95

MIMIC HIGH DENSITY 1.6meg 23.00 §2.00 100,00 180.00 24.00

COLOURED - mix & maitch or all one colour

55 48TPI 6.50 12.00 22.00 42.00 7.50

DS 48TPI T.50 14,00 24.00 44 00 8,50

D5 9&TRI B.OD 16.00 28.00 50.00 8.00

LOCKING DISK BOXES
5'," HOLDS 50 7.95 5"'4"HUL|.;'5‘E'E 10.95
5 '*" HOLDS 100 9.95
8-Bit Public Domain Chsks all at £2.50
Just write for mara infarmation. Cheques ate. payabla to STORT SOFT. (intarnational orders

add 10% and rem# in pounds Sterl ng by bank dralt ar intl, monay ardar, Write for quote in
any athar currancy)
ACCESS/MASTERCARDEUROCARD/VISA acceptad
CREDIT CARD ORDER LINE — 0279 88509 24 HOURS A DAY. 7 DAYS A WEEK
V.AT. & PAP INC. NO HIDDEN EXTRAS - WHAT YOU SEE I5 WHAT YOU PAY

18 Crown Close, Sheering, Bishop's Stortlord, Herts CM22 THX

)k The leading North West

ATARI

OMPUTING

INTERNATIONAL

Specialist ATARIDealer @ é

How to get
your Atari
to talk to

a BBC Micro

(or a Spectrum or a Commodore
or an Amstrad or an IBM . . . or
ANY other computer).

Language problems become a
thing of the past when you join
MicroLink. Now you can use your
Atari (plus your telephone) to
send messages to any other
computer user, with no
restriction on make of machine -
or even on

distance.

Details from 061-456 8383

33 Ormskirk Road

Preston, Lancs.

Tel: (0772) 21474 (1 line)
(0772) 203166 (5 lines)
Bul/Board 27236 6pm to 9am

N\

ATARI

ADBROKE

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
tumn 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, efc.

B TR O e Sell e
XC12 Recorder

Our ATARI trained engineers will repair all

DUST COVERS
Computers
Monitors
Disk Drives

Hardware in minimum time at competitive
rates. Please ring for a quotation. All repairs

carry a 90 day warranty.

PRINTERS

Dot Matrix
Star NL10
MNL10 Sheetfeader

Per Disk

10 Disks+Plastic

library case
100 Disks ..
500 Disks ... EEEG 00
All Disks are mvered by an
unconditional lifetime guarantee.

LXBE Tractor Feed

Intemational, 33 Ommskirk Road, Preston, Lancs. PR1 2QP.
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Mational Panasonic

LX8E Sheetferder.......c.coccvminivsmmnnravnnnes
LOB0O 24pin DM

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

We have a complete range of Software
in stock and fully tested.

IF ITS AVAILABLE we have it!
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 FULL REQUIREMENTS

£525.00




Mailbag

I LIVE in Boston USA and [
was in London for two
weeks when | heard of the
Atari User Christmas Show.
Having owned an Atari
1200XL - which was once
available in the US - for
nearly three years, | nat-
urally decided to attend.

I am a great fan of games
software and boast a 1,200
program collection which
includes 82 cartridges. In my
two week visit | have been to
many software outlets in the
West End, but have dis-
covered that Atari 8 bit com-
puters are sadly not so well
supported as others | could
name.

This is a shame really, as
they offer excellent graphics
and superb sound facilities,
which by far exceed the
standards offered by other
micros.

In the US, Atari 8 bit com-
puters are now one of the
maost: popular micros. With
the arrival of the new XE,
software houses have really
been booming.

But it is not like this in
Britain, so as | entered the
Champagne Suite in

LETTER

Novotel | had little hopes of
enjoying myself. But, was |
surprised!

Software here is just as
good as that in the US —only
it's more difficult to obtain. |
had never even heard of
titles like Phantom, Inter-
national Karate and
Arkanoid, but they proved to
be excellent games.

| found business software
here to be of a very high
standard too. Overall | was
very pleased with the sofi-
ware | bought — if only it was
stocked by every software
outlet in the UK.

But to the paint of my
letter — at the show | dis-
covered Atari User. It is an
excellent magazine, and
much better than anything
in the USA.

I bought all the back
issues which were on dis-
play and look forward to
some interesting reading

An American eye

on the 8 bit scene

and more projects like the
speech synthesiser. Thank
you Atari User, for making
my visit worthwhile.

By the way, games freaks
may be interested to hear of
the games which are all the
rage in the US on the Atari:
Kung Fu Master, Rocky,
Phoenix and World Cup
Football - look out for them
in Britain. - Z. Javed,
Boston, USA.

Printer
transformed

| HAVE just returned from
Saudi Arabia with an Epson
RX80 printer that | bought
out there. ?

The printer is 120 volts
and | am at present using it
with a voltage transformer.
Can | convert it to 240 volts?
— Nigel Potter, London.

® it should be possible to
convert your printer to 240
volts. Some transformers
are multi-standard and
require a link to be changed
inside the printer.

If your printer contains a
single voltage type, it will be
necessary to replace it.
Epson UK should be able to
help you: The address is
Epson UK, Dorland House,
388 High Road, Wembley,
Middlesex HAS 6UH.

COULD you please tell me if
the Last Ninja from System
3 will ever be available for
Atari 8 bit computers? | have
waited a long time but it has
not come out yvel. — Scott
Howden, Stirling, Scotland.
® At the moment the Last
Ninja has not been released
for the 8 bit Atari and it
appears a conwversion is
unlikely to be forthcoming.

EACH month we will
award £10 prizes for the
most interesting letters
sent to us.

So now there's more
reason than ever to con-
tribute to our lively mail-
bag pages.

Get your pens out,
start writing and you
could be one of the
winners. The address:

Mailbag Editor
Atari User

Europa House
Adlington Park

Adlington -
| Macclesfield SK10 5NP

Faulty
keyboard

{ BOUGHT my 800XL about
two years ago from Currys
and we had a few problems
loading games. After a few
weeks — and computers —
we found one that worked
and I've been happy with it
until recently.

Everything was fine until
about two months ago
when the comma key
started to stick and a con-
tinuous stream of them
poured out. | ignored this as
I didn’t do much typing for a
while, but when | did, none
of the keys would work.

I could still load games, as
the function keys worked,
and after the beep the data
recorder started auto-
matically. If it's a major fault
could you please recom-

mend someone to repair it.
— L. Stephenson Easington
Coll, Co. Durham.

@ Your best course of action
is to send your computer to
a service engineer for repair.
Here is the address of
someone close to you who
may be able to help: ISC
Electronics, 12 Pirbright
Grove, Hemlington, Mid-
dlesbrough, Cleveland TS8
9PB.

Stopped
on the red

OCCASIONALLY the black
background on my monitor
display develops a pale
green/yvellow cast which
sometimes lasts up to a
minute.

Also the top of my print
head doesn’t work making
the text difficult to read. —
Michelle Nixon, Wadd-
ington, Lincoln.

@® The cast on the picture is
due to an absence of a red
signal. This could be a faulty
lead or connector at the
computer or monitor end.
Alternatively it could be a
problem inside the monitor
circuit itself.

The print head fault can
probably be rectified by
cleaning or replacing it.
Alternatively the Darlington
driver = inside the printer —
which controls the top
solenoid of the head may
have gone faulty and need
replacing.

Lighting up

! WAS very interested in the
disco light controller in the
December 1987 issue of
Atari User. | would like to
know if it can be bought

Turn to Page 58 &
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Mailbag

4 From Page 57

ready-built, and if so what is
its price?

| am not electrically
minded and don‘t know
anyone who could build it
for me, but | would like to
put on a light show. — R.
Hindhaugh, Ashington,
Northumberland.

@ The disco lights are avail-
able ready-built from RH
Design for £32.50 plus £1.50
postage and package. The
company also sells some of
the other gadgets featured
in Atari User ready built.
The address is RH Design,
Units 2 and 3, Stonefall
Stables, Stonefall Avenue,
Harrogate HGZ 7NR.

Printing
screens

I WOULD like to tell you that
Atari User is really great and
I buy it every month in my
country — Israel. | have two
guestions and was won-
dering if you can heip.

Can my dot matrix printer
dump screens from games
and pictures from adven-
tures?

| can’t find the game
King’s Quest for my Atari
B00OXL with 256k memory.
Do you know where | could

ATARI
USER

Mailbag

WE welcome letters from readers — about your

Atari User

Adlington

Europa House
Adlington Park

experiences using the Atari micros, about tips you
would like to pass on to other users . . . and about what
yvou would like to see in future issues.
The address to write to is:
Mailbag Editor

Macclesfield SK10 5NP

get this? - Eyal
Moztkin, Israel.

Levy,

@® As your computer stands
it is very difficult to dump
screens from adventure
games. However, using
something like the OS5 Con-
troller card from Com-
puterhouse it is possible.

The board is an internal
modification to your micro
and allows you control over
the operating system. Their
address is Computerhouse,
14 Romily Court, Landridge
Road, Fulham, London SW6
4LL.

The King's Quest adven-
ture game is only available
on ST format in the UK,
However if you write to
Sierra On-Line Inc. in
America you will be able to

Topical translations

FOLLOWING the amusing
article on Computer Speak
in the November issue of
Atari User, here are some
more in a similar vein. = P
Bullin, Hucknall, Notts.

Apple...grows on a tree.
Brand new...at last someone
has found a use for it.
Byte...a hungry computer
programmer.

C...a letter after B.
CMOS...moss that grows on
the sea bed.

Data...asking your girlfriend
out for a drink.

Data bus...mobile library.
Dos...a layabout.

Designed by a computer...
no one will take the blame.
Forth...a bridge.

IC...rough weather for ships.
Latest technology...we put it
in @ new case.

One meg bus...expensive
double decker.

Mega byte...banqguet for
computer people,
Maonitor...school milk dis-
tributor.
Nibble...not-so-hungry com-
puter programmer.
Unrepeatable offer...hurry
up, we're going bankrupt.
Serial input...cornflakes for
breakfast.

Micro chips...small portions
of fried sliced computer.

obtain full details of the
products for the 8 bit. Their
address is Sierra On-Line
Inc., Coarse Gold, California,
CA 93614, USA,

Software
shortage

WHY is it that 8 bit Atari
owners always get left out
when games like Out Run
are released? | have written
to many of the major soft-
ware companies, but to no
avail.

If games like Out Run and
many others — too numer-
ous to mention — were
refeased they would be
bestsellers.

There is a massive user
base for Atari 8 bit com-
puters out there, so why are
we still ignored? — Martin
Osborne, West Wimbledon,
London.

® Do any of our other
readers have problems
obtaining software? Write in
to us, we'd like to hear from
you.

A sound
investment

I RECENTLY bought a
second-hand B0O0XL and
1050 disc drive, but there
were no manuals. | am inter-
ested in music and pro-
gramming, so | tried to
produce some tunes on my
micro.

A friend explained the

SOUND statement fo me,
but my problems arose
when [ tried to convert num-
bers for the pitch value into
musical notes. Can you
please help me? — Denise
Skelton, Cleveland.

® The panel below shows a
range of musical notes and
their numeric equivalents.
There's also a short pro-
gram to play a musical scale
and demonstrate the
SOUND statement in use.

High notes|C 29
B N
A# or Bb| 33
A 35
G# or Ab| 37
G 40
F# or Gb | 42
F 45
E 47
D# orE |50
D 53
C# or Db |57
C 60
B 64
A#orB |68
A e
G# or Ab| 76
G 81

|F# or Gb | 85
F 91
E 96
D# or Eb| 102
D 108
C#orDb|114

Middle C |C 121
B 128
A# or Bb| 136
A 144
G# or Ab| 153
G 162
F# or Gb|173
F 182

Low notes |D 193
D# or Bb| 204
D 217
C# or Db| 230
C 243

Figure I: Pitch values and their
relative musical note

10 REM MUSICAL SCALES PROGRAM
20 READ K

30 IF N=_1 THEW ENB

& souwe 8,0, 08, 18

58 FOR DELAY=Y TO 5B@:NEXT DELAY
&8 6070 28
T8 OATA 29,301,558 40,485,647, 50, 40,04, T¢
S0 DATA R1,91,96, 108,121,128, 164,082

o0 BATA 182,193,217 243,
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USER

Enter the magical
world of Kerovnia!

This fascinating adventure features the most
sophisticated parser around: You can type complex
sentences and interact with the many characters,

including some very intelligent animals.

This superb package includes a 44-page novel and a
cryptic help section.

‘ The program took three man years | igW
of programming time to produce
— and it shows. The Pawn is the :
stuff from which cuits are made. 9 Bgks

— Anthony Ginn, Atari User,
May 1986

Guild of Thieves
- F :

— It's a steal?

Guild of Thieves is the long-awaited

follow-up to the award-winning

adventure, The Pawn.

You're back in the fantasy world of
Kerovnia, in the role of a novice thief who has
applied to become a member of the illustrious Guild.
To prove your worthiness you must ransack an
island of all its treasures.

There are 29 beautiful illustrations, a massive
vocabulary, and a text parser which

2 e is claimed to be more sophisticated than
g the parser in the Infocom' adventures.

This is an absorbing, funny and tantalising
adventure and guaranteed to be another
sure-fire winner for Rainbird. ,

— Bob Chappell,
Atari User, October 1987

Special You Offer including You
Suitable for Product Format RRP reader offer SAVE subscription SAVE
Atari B0OO/130 The Pawn Disc £19.95 £14.95 £5 £24.95 £10
with 1050
disc drive Guild of Thieves Disc £19.95 £14.95 £5 £24.95 £10

TO ORDER PLEASE USE THE FORM ON PAGE 61

12876
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MAIL ORDER OFFERS

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

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

B3
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Frank the
Fruit Fiend

Spacemaze

0N£ £4 each

« « « OF just £1.95 each when

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

TO ORDER PLEASE USE THE FORM ON PAGE 61
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ATARI

MAILORDER OFFERS

Protect your Atari .

with this luxury dust cover
for your Atari XE or XL .
It's made of clear, water-
resistant vinyl and

bound with strong cotton

Only £3.95

. . . and your Atari Users

A year's supply of Atan
User can be kept in this &
handsome chocolate 3
brown binder

Only £4.95

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

Disc Storage Box

Holds up to 60 5.25" disce  £4.95 7058
Dust Cover
£3.95 UK 130XE 7031 |
£4.95 Europe/Overseas BOOXL TG r_
Atart User Binder
£4.95 UK: £6.95 Europe; £11.95 Overseas Airmail 7029 [ |

ORDER FORM

Send to: Database Publications, FREEPOST, Europa Housa,
Adlington Park, Adlington, Macclesfiald, Chashira SK10 SNP

(Mo stamp needed if posted in UK) Please ailow 28 days for delivery

r Ovrder at any time of the day or night
| [Talsphone Orders: | Orders by Prestel, MicroLink/T elecomn Goid |
0625 BT8920 Key *89, then 614568383 | | T2:MAGO01 |

Den't lorgel 1o give ym..r-.r name, address and credil .i,‘_lh:.l Almbar .
i'ﬁ{m:-nn;s ONLY: 0625 879540 8am-5om |

Fax Orders: 0825 879966

— e e —— - 1
* Special priceif accompanied Valid to
. bysubscription orrenewal 29/2/88 l
All prices include postage, packing and VAT I
Overseas orders despatched by Airmail. (v) £p l
Annual subscription :
New UK£1s 7001 i |
Europe (incl. Eire)£18 7003 | I
Overseas (Airmail 1 £33 7004 | l
Commence with ___ . IEB0E l
Renewal S, I
UKe£1s 7002 [ | I
Europe (incl. Eire}£1 8 S -I
Overseas (Airmail)€33 7702 [ | I
January 1987 7409 | | I
BﬂCk ISSHES February 1987 7410 r'_ = I
g March 1947 11
£1.50 UK : B
£ 00Burpe & B mitser  rin |
ki June1987 7414 [ | |
July 1887 7415 | l
August 1987 7416 !_______'
September 1987 7417 | i
October 1987 7418 |
November 1987 7118 I
December 1987 7420 [ I
January 1988 7421 I
Mini Office II s poee 2 A I
Disc 400800/ XI/XE  £10.05 7050 |
(48K required) l
Add £2 for Europe/£5 for Overseas I
Ten gf the Best Games i
{see page &) I
Dise £495 7013/7014 [ | | I
Add £1 Europe inc Eire/Overeseas l
Ten ?fthe Best Utilities i
(wee page G s
Disc 495 amu7/7018 [ ] I
Add £1 Europe ine Eire/Overeseas I
Guild of Thieves o pmgess m i
Atlari 8007130 Dise £1495 701977020 [ [ | ]
The Pawmn eeepogss :
Atari B0O/130  Disc £14.95 7003/7034 [ | | I
Readers in Europe (inc Eire) add £2. Overseas l
add £4 peritem anless otherwise indicated I
T TOTAL — I
Payment: please indicate method [+ Expiry r 1 I
| AccossMastorcard/ Eurocard/Barclaycard/Visa Date o
| | | | [ |
o s ok B e D50 [ S s | SO0
| Cheque/Eurocheque made payable to Databases Publications Ltd. I
Name S Signed-— I
Address e o I
-— Post Code I
Tal— . AT2 I



ATTENTION
ALL 1050
DISK DRIVE OWNERS

The 1050 LS. Plate.

The ULTIMATE drive enhancement
from Innovated Software.

DETAILS

Plug in, high quality, easily fitted PCB with
full fitting instructions.
MNow with full Happy compatibility.
Improved drive speeds - up to TWICE normal loading speed.
Reduction of drive WEAR and TEAR:
whole tracks can be stored in the PLATE's 16K of RAM.
Supports Double, Dual and Single densities.

Sector SKEW is no longer required to obtain HI-speed.
Will run all available disk operating systems, (DOS), including:
SPARTADOS, HAPPY WARP SPEED DOS
AND OTHER HIGH SPEED SYSTEMS.

The PLATE drive can also emulate other
drives via its massive on board RAM including:

IS/US DOUBLER, STANDARD 1050, ARCHIVER,
HAPPY, LAZER AND WARP DRIVE.

HI- SPEED reading and writing with special SIO gives
an Increase In speed by a factor of SIX!!

Many special commands have been added to the 510 table.

SOFTWARE DETAILS

Supplied with 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 with
complete fitting instructions
and detailed information regarding software drive control;
to allow you to access the full potential of the PLATE.

All registered owners will be supplied with any software
updates, etc, for the price of a disk and return postage.

ADVERTISERS’
INDEX

Atari Cumputer Show .. MicroLink .. ikvases eei o
Atari World .. 52 Miles Better Snflwarrf' T
LT 1 Tt e i B S ) P o] oy e e i et 1
Eh'PEEE gg Noahsoft ..., 38
OMIPUITVATE s ronen snsnsraseses 20
L MEARBIWENS e 2B Page6.... P |
Cut Price Software... .42 Rambit... L
Database Saftware .2 RedRat Soﬁwarp S e
Datel Electromcs....._ 26 Silica Sh{}p 63
Eleksoft ......coovvnenivinieninine. 42 SOftware Express.......ccoveee 8
Global Computer Services.. 62  Stortsoft ..o, 56
AN BT R e 38 STV Software.........ccooeeeinn. B2
Ladbroke Computers .......... 56  Sunaro Software ................. 530

JIL U

ATARI IN MANCHESTER

For the best selection of Software
for your Atari Computer
or Video Game Console
visit
ATARI WORLD

15 Fennel Street, Manchester 4
(Dpposite Vietoria StationMillgate Car Park)

Tel: 061-834 4941. Open: Mon.-Fri. 10-6. Sat. 10-5.30

Mail Order with pleasure. Stamp for catalogue

FREE GAMES
FOR 65XE, 600XL, 800XL AND 130XE
When you purchase

"WORLD CUP MANAGER"

at the Special Price of
£6.00 cassette, £10.00 disc inc. p&p
Choose from Darg, Joe and the
Nuclear Caverns or Galactic Cresta
(cassette only)
Cheque or POs to:
STV SOFTWARE

9 Chiswick Walk, Chelmsley Wood
Birmingham B37 6TA

I - S
i A]m supplied with...

- GREMLIN GRABBER III

The most comprehensive, HI-SPEED back-up

utility disc on the market, complete with manual.i
£ 5

........

R R S S e .-.-.-ﬁiﬁ.- Ao SRS A .-:-.- e L R L R R R

This complete package

NUW ONLY £8995 ine. Pom/Packing and 12 months warraniy.
A saving of £24.95 on previous advertised price!

Available only from:

53 Rugby Road,
Worthing,

West Sussex,

BNI11 5NB.

Tel: 0903-40509 (24 hrs.)

62 Atari User February 1988

XL/ XE MOUSE (X LETTERS80
Lo G0
AN ST MOUSE FOR YOUR 80-COLUMN WP ON SCREEN
XL/XE This full-feature letter/word
Includes: Mouse, At Package,

processor supports standard
Atari keyboard editing PLUS
only £36.85 wordwrap, insert &
post justification. Address, date
"%/ and ref. area also control search/
mailshot feature. Mouse/oystick
operation with pull-down menus.
All for Please state B00XL 130XE Disk only

an cessatiaidisk
2995 Poat f £24.95 Post free
£29.95 Post free { COD service available for £1.50 | -

_QLOBAL COMPUTER SERVICES

108 Navigation Road, NORTHWICH, Cheshire CW8 1BE (0606) 782413

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.

Uy
bath for




Finally, thare's a pevsonal compuiar thad nol cnly sobvis problems like oiher compuiers, bul alsc soles
the cne problem 1haf oiher computers Fave created. ARordabsity. Silica Shop are pleassd io presant e
8T ranhge al peracnal/bidicess compulers fram Alar The ST was designed wiilimng the most recent
mraakimroughg in semiconductor IBChology, producang A DaronEl COMpubes thal parlorma [maks will
{rwar parts. Which maans i oosts |6ss to maks And WSS 10 buy. The lmhest ST compiten. now Includs
[bwill in power supplies and buil in disk dreves. Tha TOS oparating system snd GEM window erwiromment
are mpw oh ROM chips which ame already irdtaled in (ke 5T heyboard This snables sulcemalic ingant
Boobng when you switch an. Silica Shop ane plasssd i offer the complabe Alan ST range. Our mad ordar
deparimant i siluated in Sidcup and we have J retail cutiets at Sidcup, Lion Houss [Totienham Court Ad)
and Sediridges (Quford Streat). We have aighl years aspariance of Aten producis, langes tham any olfhar
UK company, and ans well esiablished as the UK's Moo Alari specialist. With a group turnoser of over £
mallion end in axcess of B SlelT, we olfer you whbsatable service and suppor. We provide ssveral
tpcilitios whigh you will find invaluable during your Atari computing e and most of these facilities are
availatla DMLY FROM SILICA. We suggel 1hat you nesd though whal e hive 1o afer befare you
decide where 1o purchase your Adan 5T,

FREE STARTER KIT - Only From Silica
Wihen you purchass ary Alar 5T keybosnd, you will not only receive the best value for money compuber
@ this market, bl you will also recaivs the ballowing from Alad Comporaiicn & pan of the packags
" BASIC Language Disk " BASIC Manuai  * 5T Ownevs Manus!  ° TOS/GEM on ROM
il you bur'rﬂrlxgg 1:\:'&1 Silica Shap, you will aln:: Irv.'.uiw

Sampiar - grap progeam  * lal Word - Word Processor

In addetion, we ai Siics would ke to ses you ged oM o flying sher wibh your e compuiar, S0 we e
pul logether & special 3T STARATER KIT worth owes L1080, whack we are grving away OF CHARGE
wilh dwddy ST COMpLbST pufchiisd al gur normmal rsteil prices. This kil i available OMLY FROM SILICA
and is aimad 8 providing ussns with 8 valusb e evroduction 10 e wonid of compuling. Wa are Sontinually
wpgrading the 5T Starter Kit, which contaira public domaen and other lioenssd sottware, as wail a8 booiks,

FmAGATines Bhd &l ral b BT W . Aaturn the coupon balow for full detsds,
DEDICATED SERVICING - Only From Silica
Al Silica Shog, we have & dad BErVCE (Eg of sevan full lime Abwi brained fechoical staf,

Thés team is iotally dedicated 1o sarvicing Alari compuber products. Thair acfsmulabed krowssdga, akill
and expernence makes them second 1o none in their field. You can be sune that ary work carmsd out by
tham ia o than highasl slanderd, A sandard ol sarvicing whach we balieve you will iind OMLY FROM
BALICA. In addition 1o providing full servicing facilities for Atar 5T computens [Doth n ard oull of
wRFTAndy|, Gur leam is sl &bile 10 olfer memory snd modulabor upgrades 1o 5T computers.

1Mb RAM UPGRADE: Our upgrade on the siandard Alari SPO5T-M of S208T-Fid keybosrd will
increass the memary Irom 5128 bo & massive WCME. 1§ has a full 1 year warmanty and is avasiabls from
Silica al an additional retsl prce of cnly E55 98 | +WAT & g100)

TV MODULATOR UPGRADE: Siica can upgrade the 10405T-F 80 include & TV modulsior so
Thil you cin then uss it wilh your TV s8l. This is 80 inlernal upgrade and doss nod evolve any undidy
external boass. A cabbe o conmso your ST 1o any domestic TV is inchuded in the price of the upgrede
which = only £48 (snc VAT). The upgrade is siso available Tor party 52057 compisiers at Bhe Samss prce.

THE FULL STOCK RANGE - Only From Silica

We aim o keep stocks of all Atan relsied products and cur warshouss caeries & stook of over £% méllion.
Wi impor many solftedrs Gilles densct Prom The USA and you will fend that we Reve new releases in
advance ol many of gur competiion, Unkike dedlers who may only Sioc sslectsd Bles, we hawe the lull
range. In addetion, we ceTy a complates line of all books which have Besn writben about tha Atan 5T. &
FRAGE 48 wide 53 ouwrs 5 somethang you wel find i available GNLY FROM SILICA

AFTER SALES SUPPORT - Only From Silica

Rest assured that when you buy your 5T irom Salica Shop, you will be fully supporied. Our free mailings
Qv R o Pelnaies and devalcpmants This will help o Lssp you up 0 date with new soltware releasss
as well a3 whal's happaning 0 thea Atar market. And in sddition, cur sales siaM are at the end ol a
belsphone line bo sarvice all of your Aari requiremants. if you purchass an 8T from Silica and would like
ary iechnicel edvice, we Pave & full e sch sipport laam bo help you gat the Besl Trom ypour
campules. Bacsuse we kave both the stalf and the sysiems specifically dedicaied bo providing ather sabes
sarsice on Alan ST compulen, we Bre conlicent that our usss ergoy an axceplicnally hagh el of
suppor. This can be received DMLY FROM BILICA

FREE CATALOGUES - Only From Silica

Al Silica Shop, wa recognise thel ssrious usens reguine §n sm-depth inlormation service, which is why we
mail froe reeweshations and price BSls o our 5T ownars. Thiss ane up b0 48 pages 1ong &nd & cramemed
wilh BecFnical delails as well 3 special offers and product descriptiors. H you have alresdy purchassd an
ST and would like 1o have your name added 1o our mailing list, pleass complale the coupan & meturn it lo
us. This informabon servce is availatie DMLY FROM SILICA

FREE OVERNIGHT DELIVERY - From Silica

Most ooders ane processed th oul compular within 24 hours of mcaivieg tham, Most hardwass
arders are sent by the overnight GROUFP & counser service FREE OF CHARGE 0 cusiomans within the
LK. Thia melhcd halps 40 ensure minimum delay and maximum proisction.

PRICE MATCH - Only From Silica

W hops Rl the combination of our low prices, FREE UK delivery sarvioe, FREE Siariar Kif and FREE
after anlas Suppor, will B ancugh 16 make you buy your At squipment friam Silica Shop. I however,
Ihare is something you wish ko purchass, &nd you find ons af our compatitors alfesing il al & ke price,
than pleass condscl our sales depariment, providing us with cur competiors rame, sddmss and
lelephone rumeser. I our compstifior has the goods in stock, we will narmally match the offer |on & ‘same
produsct - same prece’ basis) and skl provede you with owr normal Bres delivary. W realiss thal we arm nol
tha oaly comaany who will match & compelibor's price. Howeyer, H you come fo ua for a prce malch, you
will also be sntitled iv our aMar saled Sardce, mcluding free rewalaian and Bchnical suppon. Thia
e pur price match promise rather spacial, somathing you will receive DMLY FROM BILICA Wa don
wanl you i o anywhere sise Tor your Aler products. 5o shop ol Silica, the UK No1 Alan Specialis

SIDCUP (& Mail Order) 01-309 1111
-4 The Mews, Hatherley Road, Sidcup, Kent, DAT4 4DX

LONDON 01-580 4839
Lion House (15t floar), 227 Toftenham Court Rd, London, WTF OHX

LONDON . 01-629 1234 axt 3914
Selfridges (1st floor), Oxford Street, London, Wi1A TAB

SO MUCH FOR SO LITTLE!)

There is nothing that can compare with the incredible value for money offered by Atarl's
S20ST-FM. For only £2680 (+VAT=£299), you can purchase a powerful 512K RAM computer,
with a 85 key keyboard (including numeric keypad), MIDI interface, GEM, a palette of 512
colours, mouse controller, and a 512K buili-in disk drive, The 5205T-FM has a TV modulator
built-in, and comes with a lead to allow you to plug it straight into any domestic colour
television set. The mains transformer is also built-in to the keyboard, so there are no messy
external boxes. You couldn't wish for a more compact, powerful and stylish unit. Atari ST
computers are now firmly established in the UK, there are nearly 500 software titles already
available for a wide variety of applications and the list is growing all the time, And that's not
all. When you buy your new 5205T-FM (or any Atari ST computer) from Silica Shop, you will
get a lot more, including a FREE Silica ST Starter Kit worth over £100. Read the ONLY FROM
SILICA section on the left, to see why you should buy your new high power, low price S205T-
FM from Silica Shop, the UK's No1 Atari Specialists. For further details of the range of Atari
ST computers and the FREE Silica ST Starter Kit, complete and return the reply coupon below.

ATARI 520ST-FM NOW ONLY £260 (+VAT=£299)

S20ST-FM with 512K RAM & mono monitor £399 (inc VAT) Upgrade from 512K RAM to 1024K RAM £100 (inc VAT

ATARI 1040ST-F - NEW PRICE
‘Wa are pleased o armounce a naw reduced price point on the
10403 T-F which is now available for only 489 (inc VAT), The
1040 is & powerful computer with b of RAM and also inGlsdes
@ built-in 1Mb double sided 3'%" disk drive. The 1040 has besn
gesigned for use on business and profsssional spplications
moal ol which reguare & high resolution monachroma of colour
maonitor. i does nod iherelore have an AF modulalor for use
with a domestic TV set. Modulsions can be fithed for £48 (inc WAT).
g e R —— ]
EMEST-F Rayboand « High Riea SMTS Moo Mostor . D580 (ing WAT)
I g wecoib ke Buirthatr cetmits o the 10405ET-F, reburn the coupon bekow

MEGA ST's NOW IN STOCK
Far tha usar who requires swen more RAM than the 520 or 1040
5T's offer, the new MEGA 5T compubers are now available.
Thare sre two MEGA ST 8. one with 2Mb of RAM and tha other
wilh 8 massive dMb_ Bodh new compulers ame fully compatible
with axisting 5T's @nd run currently available 5T soltwane. The

Linit with open archi re and a detachable keybaard. They
are suppleed with GEM, a free mouse controller and all extras
s with the 550 or 1040, Prices are as follows:

WAEGA 5T Mb ReyDoaed + CPLT X el

H o woukd lina burthar detdit of B MEGA ST, mitumn thin coupon Balow
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To: Silica Shop Lid, Dept ATUSE 0288 1-4 The Mews, Hatherey Road, Sidcup, Kent, DAY 4DX

g PLEASE SEND ME FREE LITERATURE ON THE ATARI ST §

. MrMrs/Ms: . Initials: Surname:
Address:

Posticode:

p BN B =

‘ Do you aiready n;m-l c-ump-tmr
I 80, which one do you own? g



Two brand new all-action
arcade games featuring
Demons from Hell, Lost
| Souls and Giant Monsters
that snarl and move iIn
amazing nightmarish

animation!

AND COMING SOON 1]
DOUBLE PACK No.1 & DOUBLE PACK No.2

TWO GAMES FOR THE PRICE OF ONEI

Obtainable from your local software store
or in case of difficulty, direct from

Red Rat Software

11 FENNEL STREET, MANCHESTER M4 3DU
Telaphone 081-834 4941




