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All major listings in this issue

are accompanied by checksums

to help you overcome typing

mistakes. For full details of how

they work, see the article on
Page 36 of this issue.
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THIS LAST
MONTH MONTH

TITLE
(Software House)

COMMENTS

PRICE

ZYBEX New software house has a success on its hands 2 gg
Zeppelin with Zybex. More new products are planned too. e
HWENGE 2 Geff Minter's long-awaited sequel to Revenge of 1 99
Mastertronic the Mutant Camels — as strange as ever. .
GRAND PRIX SIMULATOR This simulator has been ousted from its number

Code Masters

one spot — but it will be around for a long while yet.

199

RIVER RESCUE

Budget house Alternative has a prolific output and

199

Alternative this release of an old title has proved to be popular.
SPEED ACE Zeppelin's second title in the Top Five but now 2 99
Zeppelin heading down. New one to look out for is Draconis. i
SPOOKY CASTLE *l'::u can read the review in this issue of Atari User. 1 99
Atlantis It's even difficult to get off the battlements. "
Anothar one which made a repackaged comeback.
STEvE DAV‘S SNOUKEH Good for its genre and deserved the number 3 1 99
Blue Ribbon position it achieved in May. ,
LEAGUE CHALLENGE An unusual game from Atlantis, but excellent value 1 99
Altantis at the price for football enthusiasts. £
" Budget houses continue to dominate the charts,
MAT[ABLA”A and this is the new one from the relaunched Tele- 1 gg
Silverbird com budget range. '
Micro Value presents you here with four full-priced
i{f]UH GHE‘AT GAMES games - our favourites being Rebound and 3 99
icro Value - Phantom. '

=lalo|joNo b wN-=

ATTACK OF THE MUTANT CAMELS

Mastertronic

If you have never taken on these monsterous
beings this is you chance. Worth buying at the
price,

199

olo|lo|<<|o|<Z| o |0 |<]0]| o o >|<|<|<?B>|<<] @ >

‘20

Code Masters

smoothly — a non-simulator title from Code
Masters.

1 2 SPACE SHUTTLE An old but good scenario, and again at‘the price 1 99
Firebird you cannot go wrong. A nice simulation. .
1 3 KIK START For motorbike specialists. Not too special, yet a 1 99
Mastertronic good introduction to this sort of game. .
1 4 SPY 'H'S SPY Split screen entry into the world of Spycatcher and 9 95
Databyte espionage. Great game for two players. .
1 5 BMX SIMULATOR Codemasters is renowned for its simulations with 1
Code Masters nice graphics, good sound and fun. . 9
1 6 COPS ‘N’ ROBBERS Dubious content both as a game and as a concept.
Atlantis Read our reviewer’'s comments in this issue. - 9
Action-packed events for the sportsman, and if you
1 7 WINTEH DLYMHAD can't face the snow there is Summer Olympiad to 9 95
Tynesoft look forward to. :
1 8 WARHAWK Great music but let down by the graphics. Let's
Firebird hope that the Silverbird range improves. 1,99
A cave complex is at your disposal with good use
1 9 E'NWERSAL HEHO of sprites throughout this addictive multi-level 1 99
astertronic adventure. "
THANSMUTEH A scramble-type game which plays well and scrolls

1.99
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Sales up,
income
down

ATARI Corporation’s results
for the first quarter of 1988
show an increase in net
sales worldwide compared
with the same period last
year — but a $10 million
drop in net income.

The figures, however, are
distorted by the inclusion of
results from the Federated
Group — the American chain
of retail outlets which Atari
acquired in October 1987.

With the Group's results
taken out of the equation,
Atari's figures show a 50
per cent increase in net
sales from $65.1 to $97.7
million, but little change in
net income.

Despite the figures, Atari

president Sam Tramiel
remains optimistic. ""The
Federated Group is now
approaching a break even
point”, he said.

“The fourth quarter, the
season’s strongest, should
show a modest profit”. The
shortage — and price — of
dram chips has also hit
results. “The company has
opted to absorb the
additional dram costs
rather than increase
prices”, he continued.

“It is the company's view
that the dram shortage and
related high cost will begin
to ease later this year™.

ATARI, determined to
capture as much of the
Christmas market as pos-
sible, is to spend £400,000
on TV advertising to boost
sales of the 130XE and VCS
2600 games consoles.

Plans to promote the
machines before last
December's rush failed
when the IBA objected to
the content of the proposed
commercials. :

A spokesman for the IBA
told Atari User the objection
to the earlier scripts had
been that the advert did not
comply with its code of
practice.

“Children’s ability to dis-
tinguish between fact and

Atari plans
big TV drive

fantasy will vary according
to their age and individual
personality”, he said.

"“"With this in mind, no
performance of toys and
games must be simulated
by the excess use of imagi-
nary backgrounds or special
effects”.

A spokesman for Atari

said: “We were caught out
last year by the IBA's rules
on advertising.

“However, our proposed
campaign meets all its
criteria and the new
commercials are sure to
attract a tremendous
amount of interest from first
time computer buyers”.

GAMES

STAND by for action on the
VCS 2600 games machine,
with ho less than 18 new
titles from Palan Electronics
{071-368 5545).

The massive release of
rom cartridges follows an
exclusive European deal
with Activision. “We have
already imported 200,000
units for the VCS', said
Graham Cook, Palan’s UK
sales manager.

“Up to now the machine
has not been well supported

MACHINE ROMS

FLOODING IN

in this country even though
it is very popular in other
parts of Europe.

“We plan to make as
many titles as possible
available so the machine
can get the recognition that
it truly deserves”, he said.

Palan Electronics has
signed agreements to
import around 400,000
units, which it feels will be

required to meet the
demands of existing users.

“The market for the VCS
2600, and for rom cartrid-
ges, is potentially massive”,
said Cook.

All of Palan's games will
retail for £9.899. Titles
include Moonsweeper, Fire
Fighter, Laserblast, Demon
Attack, Seahawk, Kung-Fu
Master and Star Voyager.

Online charges held

DESPITE this month's
surprise Micronet/Prestel
price increases, MicroLink
has denied reports BT is to
force it into also raising its
charges.

From July 1 Micronet/
Prestel subs go up 21 per
cent from £66 to £79.95 a
year for home users, with
business wusers paying
£119.95,

Peak time charges are to
rise from 6p a minute to 7p,

and free off-peak usage has
been scrapped — users will
now have to pay 1p a
minute.

Full peak time rates will
now apply on Saturdays
between Bam and Gpm.

However, Microlink says
its annual subscription will
remain at £36 for home and
business users alike and it
will continue to operate off-
peak rates for the whole of
Saturday and Sunday.

Atari pioneer returns

design video games.

video game design.

THE Atari wheel seems to have gone full circle: Nolan
Bushnell is returning to the company he founded - to

After selling Atari in 1976, Bushnell set up his own toy
company, Axlon, which has been less than successful of
late. Axlon will now assume the role of research and
development facility, drawing royalties from the sale of
technology, while Bushnell concentrates his activitie on

The move comes as Atari gears up for a new drive into
the home entertainment market, currently worth an
estimated $1 billion in the States — and still growing.

The games — an as yet unspecified number — will be
developed exclusively for Atari's 2600 and 7800 consoles
and the first releases are expected to be on the market
before the end of the year.
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Link your Atari to the outside world with...

Microlink

Electronic mail = The cheapest When YOU iOin MicrﬂLink vuu've got

and fastest form of

communication possible. It costs the world lﬂf cummunications at

the same to send a message 1o

one mailbox as to 500! vnur fingertips —_ 24 hDI.lI'S d dav-
relex - Link up with 96000 telex  You'll have immediate access to

subscribers in the UK and 1.5

million worldwide. You can even ALL thE fﬂC"itieS Offered bv
send and receive telexes after

office hours or while travelling. TEIecom GDld mes and d great deal
Telemessages — Type in your more bBSidES

message before Bpm and
delivery is guaranteed by first
post the next day (except Sunday),

anywhere in the UK and USA. AI_I you need — apart from your Atari
e — is a modem, which plugs into your
Tele-booking — Reserve train and telephone wall socket, plus suitable
theatre tickets, check flight details communications software.
- worldwide, or order from a vast TR We have provided two possible
of products — from flowers E} .
R e e options on the left.

to floppy discs.

Whichever equipment you use,

Two recommended packages : 3 g
you. will be able to call MicroLink,

Telesoftware — Download directly

into your Atari any program from If you have an 850 interface: open your mailbox, save to disc any
the ever-growing library now Pace Nightingale manual modem | messages waiting for you, and dis-
available on MicroLink — both + cable (£116.15) PLUS Mini connect in as little as two minutes
games and utilities. Office Il (£19.95). :

‘. Total price: £136.10.
Company searches — Obtain facts If you don‘t have an interface:
about any British limited Miracle WS2000 V21, V23 modem
company in seconds, and fully + Datatari interface + cable +
analysed financial information on Datatari software.
over 100,000 major companies. Total price: £145.95.

T ati bi With either combination you can
ranslation — Access the biggest also log on to other databases

and r:npst up-t;--d_ate and bulletin boards all round the
multi-lingual dictionary world,

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.

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

[ Pace package [ Miracle package

Radiopaging - If you also have a TO FIND OUT MORE
pocket radiopager you'll be Fill in the coupon and
alerted each time an urgent send it to the .'.1|_1| ;
message arrives in your mailbox. :::I‘I'm_ "’-‘I'-'n";“:q"ﬂ':i

So you're always in touch. and costs, tr_nJ_q:-.thF.r with
an application forim

Gateways — Get through to MNew Complete this and

York in just five seconds — or key within days y
your Atari will be

Mame.

Address

into the EEC computer in i i Pastcode_
hich links you to B w0
LLLKEH"IDGLHQ. whic Y MicroLink and Te

Send to: MicroLink, Europa House, Adlington Park,
Adlington, Macclesfield SK10 4NP.

600 databases throughout Europe. Gold




Crystal Raider

start in the form of
erb Crystal Raider

game by Mastertronic. Unfnl:tunat?;n:;
the author forgot 10 put his or
name on it, but thanks anyway. E
The map shows all ‘I‘.":IE rooms anm
their entrances an;lt i uaﬂs.ﬂ r?;rg:h:rs
it into two Sse _
gaull::::“-tw.‘-«r1L~;r"|:m to bypass large secpi?s of
the game to get to the exit quic h:ull:l
Following the map carefully s L
make it possible for you to comp

this intriguing game.

THIS month's hints
a map to the sup

This zig-zag line means the room
is split into two sections.

the direction

The arrows indicate :
of the entrances and exits 10 the

rooms.

WE welcome letters from
readers giving their help with
games on the Atari that they
would like to pass on to other

readers. The address to write
to is:

Hints and Tips

Atari User

Europa House
Adlington Park
Adlington

Macclesfield SK10 4NP

Basil the Great
Mouse Detective

AFTER recently completing this
sup:&rh game from Gremlin Graphics |
decided to compile a list of al| the

items You need to collect to complete
the various levels.

Level one: | The shops and docks
ltems: | Dagger, gun, cigar,
flowers and key.
Level two: | The sewers
Iltems: | Bone, hat, card. tooth
and fruit.
Level three: Ratigan’s den
ltems: | Letters, padlock,
candle, cigar and
flowers.

— David Harris, Yateley, Camberley.
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WORD PROCESSOR

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

mail merge facility to produce
personalised circulars — and more!

SPREADSHEET

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

GRAPHICS

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

. W

DATABASE

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

COMMS MODULI

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

\BEL PRINTER
DERIgI'I the layout of a label with
the easy-to-use editor, select
label size and sheet format,
read in database files, print out
in any guantity — and more!

DATABASE SOFTWARE, Sor i e e

powerful home

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

-

r W — SR
ORDER FORM

I Pimf-u_ send me Mini Office 11 for the

(XL/XE (48k required),
on 51" IJI._L or £19.95

nl..lm*.:. cheque made payable to
Software, or debit my
LLuﬂ."\fiw card:

IO OrOOoTrmoros
Exp. date :

I Signed ..
I Name..
Address..
I ORDER HOTLINE:
I TEL: 0625 87992()

SEND T¢): Database Software, FREEPOST,
Macclesfield, Cheshire SK10 4YEB.

ATUT
L__-_-




HAVE you ever wondered if you poss-
ess the wonderful and mysterious
talent of Esp — extra sensory percep-
tion? If so, this program may well
provide you with the answer. It's
based on the now famous Zener test
experiments carried out in America in
the 1930s and also featured in the film
Ghostbusters.

The experiments involved special
Zener cards which are marked with
rectangles, circles, stars, waves and
crosses. A pack of 25 contains five of
each symbol.

The object is to try and guess the
symbols on the cards as they are dealt
face down on a table. Probability dic-
tates that out of 25 randomly dealt
cards, five correct guesses could be
put down to pure chance. Any more
than this may involve Esp.

Of course, relatively low scores such
as six or seven would have to be
repeated many times to be significant.
But very high scores, say between
about 15 and 25, would be most
unlikely to occur even once purely by
chance — the odds are millions to one
against.

So the higher the score the more the’

likelihood that you possess a high Esp
rating. You too may be able to bend
spoons like Yuri Geller and be a real
nuisance to your mother.

The original 25 cards were found to
be unsuitable for the computer ver-
sions. Although it proved fairly easy to
shuffle that number by computer, in
practice this led to serious problems.
By simply keeping a mental note of
the symbols used it was possible to
influence the end results quite signifi-
cantly.

For this reason the random number
generator is used to select one of the
five symbols each time a new card is
displayed.

This way it is impossible to card-
count and the chances of guessing
correctly are always five to one.
Therefore, over the 25 goes, pure
chance should account for only five
correct guesses.

The computer deals a randomly-
selected card face down in the centre
of the card table. You must then
decide what you think the hidden
symbol is.

The five symbols are displayed at
the bottom of the screen as a

Its aII in

the mind

ROBERT CREWE and ANDREW HOMER
take a close electronic look at ESP

reminder. Choices are made by typing
in the appropriate number and press-
ing Return.

A graphics sequence reveals the
hidden symbaol and the results of the
selections made. The cards are then
shuffled ready for the next go.

The program can be used by one or
two players. The two player option
allows you to test your powers of Esp

against a friend.

Sound is used throughout so if you
find it a distraction turn down the
volume on the TV. At the end of the
test a score sheet is displayed on the
screen together with a percentage Esp
rating.

Remember, the higher the score and
Esp rating the less the likelihood of
pure chance being involved.

L8 REM NN - - D

28 REMW * %
38 REM % EXTRA SENSORY PERCEPTION *
48 REM * by Ld
58 REM # R.Crewe and A.Homwer *
68 REW ® (c)ATARI WUSER *
78 REM #* ]
G R bR e o b e

98 DIM A45SC1),BS501), TSCL) ,CHS (1), CHAS L
1,M0P501)

188 POKE 731,1:POKE 752,1

110 GOTO 658

120 GOSUB 778

139 GOSUB 1828

148 C=B:S5A=8:58=0

150 REM MAIN LOOP

168 FOR Y=1 TO 25

178 GOSUB 1360

188 SETCOLOR 4,8,10:SETCOLOR 2,0,18:5SE
TCOLOR 3,12,5

198 SETCOLOR 1,8,8:7 86;"K"

208 REM USE [INVI [COMTROL K1, [SPACEBAR
1 AND [CONTROL B TO CREATE CARD TABLE

O ——

270 7 #6;h k k [ 15
238 7 H6;% [ 5 k | T
240 7 u6;"% k b [
258 1 #6;"% [ 9 k |
268 7 w6 [ 9 [ 9 | 5
27 T 6k a3 | T
88 7 #6;"% [ 9 & |
298 7 16 ; Yokl bl

08 POSITION 9,4:7 #6;""":REM [CONTROL
(8]

118 IF WOP$="1* THEW POSITION 15,7:7 &
. ¥ bl

128 IF BS="1" THEW T$=CHRS (6)

II8 IF BS="2" THEN TS$=CHRS(7)

Td@ IF BS="I" THEN TS=CHRS (8)

IS8 IF BS="4" THEM T$=CHRS(9)

I68 IF BS="S" THEM T$=CHRS(18)

178 C=C+L

88 7 “1=";CHRS(E) ;™ Z=VjCHRECT) ;™ 3
ZH;CHRE (8D ;™  4=";CHRS5(9) ;" 5=";CHRS{
103~ "IUCARD Wo.';

3% 7 7 “{INEIE] B-ENTER CHOICE™;:INPU
T CHS:7 "K":IF ASCICHS)}SI OR ASCICHE)
{49 THEM GOTO 88

408 FOR V=15 TO @ STEP -1:50UMD @, (ASC
(CH5))-20,18,V:FOR D=8 TO B:MEXT D:MEX
T V:SOUND @,8,8,8

418 IF CHS="1" THEM CHS$=CHRS (6)

420 IF CHS="2" THEM CH$=CHRS(7)

438 IF CHS="3" THEM CH$=CHRS(8)

448 IF CH5="4" THEM CHS=CHRS(9)

458 IF CHS="5'" THEN CHE=CHRS(18)

468 IF NOP$="1" THEN CH15=" ":GOTO 560
478 7 "1=";CHR$(6) ;" 2Z=";CHR$(7);™ 3
SUICHRSCB) j™  4=";CHRSC9) ;™ 5=";CHRS(
1" “INCARD Wo.";C

488 7 7 “PEEEE M-ENTER CHOICE™; :IMPU
T CHi$:IF ASC(CH15$)}53 OR ASCICHLS) {49

Turn to Page 11 »
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ATARI 8 BIT DISK PUBLIC DOMAIN
SOFTWARE - ALL £2.50

TURBE BASIC: - KE/TL oely]. Abcul Bwes limes Lser fan ki Basic Mo atums nc
DS mparminns dmc fom Base Corras with  cormpier Thill spaec up Turbo Basir by 3
& fimee and M Basic by 1015 imes Flurtime paciags snables you o 4usshool compled
programs Soms faabures inciuds bener minng handing commands. rc, crcie, part, ', £
wine, doloon, mepesl and mos Comes with &N aecelent m program and et edior
FANTASTIC VALLE

ADWENTURES COMPANION - Onty inarm whl you wani 10 enow by coffraling Fow much
8 revasind wap by stog. Sohtions 1o - Dan Cryvial, Curtwan, Ghost Town, Hickhlers
(Giuicle o the Caslary, Infide, Mzsi of tha Sun, Myssery Funhouss, Mimsion Aseed, Pyramid
of Doorm, Prate Advartum, Winesa and Dasdine

FIOUEL"~ [Transkmer) An ascaben T ransiios for e MLand XE thaf bootsin e ongnal 400/
B0 eperating aymem eeating ou 0 rUn T ok iRComEatbin Alse sofware Wi e
nmmmmmm-;-mmlmﬂu‘_mhmrﬂmn.uh
oA i hion

XE COPIER AND ATARI FILE DEVELOPER ~ the XE copsr & & 0N j:ass Sngie denaity of
T Bt daibie cereity copae The AF 0. weria on any Marl with 2K or mom 1 pnabled
you I do batch file copying 56 ou d0n' have fo duplicEle & whal ik or copr files. b Dy
o I o st PR m Than ona bt nol all the flss copeed. Ao within the progeam you can
lormat lock, wniock and delete ies.

TEXTPRO:- 100% Maching coce 'WORDPROGESS0R that & agual 1 mosl and banie fhan
5omi of T cuPenl commesdl WP, A e faatns you Woud sepect Iom 8 top qualy
progeam inciuding cuf sed pasie search and radlecs woed count and ol kigtoard maco
ature 30 P you program kil wik ndvicual commands. Comes complels with & Ranual
1o b privsed 2 on Tha B sice

DUEST FOR POWER - A commercial ad prgEn now d e the Public
[esmain. You become & Knght 881 in te time of Cameiol and King Adhur with vares
el el T bl 1 O iy and chaleges 12 overoma

LT D08 Compatbie with Dos 225 but fasier. Togghes bitwesn singin and trus deubia
durety. Opacn ol lis or sacior copying during disk dup lcaton.

TR QU - & 100% Maching Languigs irvia game. Comes on two disks and inclhades 4
program for adding your e Quasions.

GAMES DISK 8- A) Sk King is & Beliant ownhell sking gam for up 1 lowr players. You
negotiam varicus obsiacEs and ucos james in B preil sculg pame Thes dfleranl
oourses inchuded and an Mrnmmnnmmnnm;nmhr.m
AASOLUTELY SUPERR GAME FROM THE P.D. LIBRARY. A MUSTH
COMMUMICATIONS 1 Inciuced on thes disk i Kermil the mest famous of the Comms
proprams. A modem & Eso ncuded which & &n sacelan weminal program wih ful

A

UTILITY DISK 2. Master-Dik cilsiogge:, sliows updies, marual inpusing, and lshel
prirsng, sk 1o Cassens - speaks for fsad, Tunpches - 101 1o disk o Blasic wth mons i
frearmuary. it Dog — DUP & siomd in en urused pan of memory ghang you Felan scoess
\o DS waities oo Flase. Movs Sacion - Flaad amy secicr and wiite | anyw?en aiss. Had
Sacior Writer - 'Wries bad secions bul b pot luc

MANY OTHER PROGRAMS AVAILABLE

) IK The leading North West

ATARI Specialist ATARI Dealer

130XE Computer .......cceurseenen. £119.00
Disk Drive ........ LRARAES. i veveneene. PHIONG
XC12 Recorder ........cousesnns O A i 1

.. £280.

All Disks are covered by an
unconditional lifetime guarantee.
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All Software and Hardware is fully tested prior to selling. This ensures Cu
and all the attendant frustration are a thing of the past. All Hardware is supported by our own 'ON SITE' engineers, therefore quick
turn round on all repairs is Guaranteed. All prices uoted are fully VAT inc.
you get. Delivery included in price. Please ring for latest prices, new releases, eftc.

520 STFM
£359.95

WITH INTEGRAL 1 MEG. DRIVE

IMC. MOUSE, BASIC DISK, MANUALS AND THE
FOLLOWING SOFTWARE: Slapfight, Enduro Racer,
Tetris, Fampage, Arkanoid, Martie Madness, Mause

Trap, Plutos, Winter Olympiad 88, 30 Galaxy, Traal
Blazer, Dalender of the Crown, Strike Force Harmer,

Eagles Mest, Intl Karate, Superspnnt, Chopper X,
Warlock, Road Wars, O Ball, Leviathan and Ranarama

+ FREE 20 CAP. DISK BOX!

COMPUTER ACCESSORIES

£ 25" Locking Disk Box —Cap 50 .. £7.85
525" Locking D.B. —Cap 100 .. £9.95
Special Ofer — 2 5257 100 Cap LDBs only ... £18.00
E.25" Disk Nokch®f ...........ccoonnmrimnenics £3.50
555" Digh CloaNing Kit (FIUIH) .........oorocococicsssrisseoec e £3.50
5.25 Disk Claaning Kit (D) ..o £2.00
Box of 10 5.25° DD 48TP1 Branded

Pracision DERE ... ... omme——— £5.00
Tracker 10 SS/0D 48ipi Cased ... s BB
Tracker 10 DS/DD 48t Cased . et wal s e £6.50

FLIF SIDED (REVERSIBLE 2 NOTCHES & 2 INDEX HOLES)
DS/DD 48 & 96 TP BOX OF 10 TO GLEAR ONLY £5.00

BOOKS

AMlar Graphics and Sound ... £3.50
Atarl Strategy and TacHOS ... £2.95
Gat Mong from the AEA .............ccoommmmmmmann N 8.
Making the Most of Your Atan ... L £2.95

Send full detalls of your Hardware and Software If
you want a quote for a trade In against an sT.

DUST COVERS - PROTECT YOUR HARDWARE
Faase

spocily modal
1050 drive I0IOXCIVRCT2 taps ..o £2.95
BOOMLMI0XE ... . .l
10271028 prnter eeee Ell 50

Write for guote

GADBF{OKE
OMPUTING
INTERNATIONAL

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 Drd&rp%po

SWITCH BOX CLEARANCE!

2 M 1 OUT2 OUT 1 IN RSZ32 OR CENTRONICS £19.951
CROSSOVER [CENTRONICS) . £22.950
- SOCKETS & PLUGS = SOCKETS & PLUGS -

5 Pin Din Plug Tap T Pin Din Pig B5p

Scart Plug [Euro conmacior) . £2 95 Pheno Plag Red or Black ... T5p
¥-Way Cenoncs Phg ... £295 36-Way Centoncs Socket £3.50
3 5mm Mono Jack Plug ... 85p 35mm Sweo Jack Pug a5p
- CABLES! - CABLES! - CABLES| - CABLES! -
ALL CABLES ARE 2 METRES LOMG UNLESS OTHERWISE STATED

A XUE S Pin Din 1 Phano | Monochroma Monitor] L2595
Aari ¥LME 5 Pin Din 1o Scart 1; £5.95
Atar 5 Pin Din 1o Twin Phone (Colour Monnor with Audao) £5.50

Asmri ST 13 Pin in 13 Pin Molax Cable (DrvaTape®rner O Cable) T8 50
DISTRBUTOR FOR ALL COMPUTER HOUSE PRODUCTS

THE 1050 SUPER ARCHIVER-The bis! back up utiity for the Aan £79.95
inclodes buit n US. doubler, cusiom formatier, copees PhantomFuzzy
sacion up 1o 40 saciors par reck, buit in yack mapper, pnt Screan cump
faciity, buit m dsassamblar and much much mone

THE CONTRLLER CARD P.PE Il .. XL £53.05 - XE £54.05
The conirciler card alows you o add, fom an impressive and dxpanding
Wbrary, utiihes and enhancemants thal niside in mamory above commercal!
homa produced sofwane. Actvating any of e utiibes wil lemporardy Ineaze
o main progra® wunll the ually has complated s mek of acl &8 an -l
anhancement Tha SHO PRINT SYSTEM wil enabla you & produca presan-
fation qualiy graphics io an Epson compatble prrter from graphic poniad
pac . and comes compiete with e CLUPID ntemal printer ineriace ki
SUPER DAUMP IV TOOLKIT wansiors cassatie sottwang 10 disk and makes
digk b dak back ups. | & 0 powariul thal thive 18 no cassatiaslsk ading
proiecton thal can siop it B wil éven maks back ups of physicaly damaged
@sk proection technigues The sysiem also incorporaies @ Lfgue SAVE
GAME M PROGRESS faciity and 8 menufile backups ant SysiBm.
PLEASE NOTE FOR ALL CHEQUESPOSTAL ORDERS UMDER £15. S0
MUST BE ADDED

525" Bulk Disks - Certlfled Error Fres —
Mo quibble feplacement Lifetime Guaranies

10 cased 25 50 100
5500 4 £5.50 £3.00 £17.00 £33.00
D500 48p £5.50 £11.00 £19.00 £35.00
DSOD e £7.50 £13.00 £21.00 £37.00
&0 SSD0 48pi + 100 Cap LD box £24 05
50 5500 96ip + 100 Cap. LD box . £25.50
75 DS/O0 dpi + 100 Cap LD box ... £32 0%
75 DS/D0 961pi + 100 Cap WD bow ... . En%

33 Ormskirk Road
Preston, Lancs.
Tel: (0772) 21474 (1 line)
(0772) 203166 (5 lines)
Bul/Board 27236 6pm to 9am

N\

ATARI

t they can offer the same Excellent service to all Mail Order Customers.

Our ATARI trained engineers will repair all
Hardware in minimum time at competitive
rates. Please ring for a quotation. All repairs
carry a 90 day warranty.

PRINTERS

Dot Matrix

T e W e | 8 e e S s £220.00
NL10 Sheetfaader .........ccewescssmsmsmman £55.00
National Panasonic ......ccsummmserssses PHONE
AP s e e s aesasassnmenan i b s PHONE
[ 7| = [ e U s A PR PHOMNE
LXBE Tractor Feed .........cccooeveeereeees.. £19.00
LX86 Sheetfeader ... £55.00
LQB00 24pin DM ...ocoeecrnemssmsnsrssssasses £525.00

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
Intemnational, 33 Omskirk Road, Preston, Lancs. PR1 2QP.

stomers receive working items so that returned goods,
and there are no ‘hidden extras', what you see is what

DUST COVERS
07 (T — LTS £3.99
Monitors .......cce R B A £499
Dight DriVES ....cccamrmiassssnssans SR AL £299
PO oo i risssaneriispannn ks £7.99

=

We have a complete range of Software
in stock and fully tested.

IF ITS AVAILABLE we have il
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




Game

.. " From Page 9

THEN GOTO 478

i 1 g
588 FOR V=15 To @ STEP -1:50UND @, (AS5SC
(CH1$))-28,18,V:FOR D=8 TO B:MEXT D:ME
l'l1 V:i50UNe 8,8,8,8

518 IF CH1%="1" THEN CH15=CHR%(6)

528 IF CH15="2" THEM CHiS=CHR$(T)

538 IF CH1§="3" THEN CHLi5=CHRS(8)

5“{, IF l:ll:l.l:"l'ﬁI THEM CH15=CHR5(?)

558 IF CH1%="5" THEN CH1S=CHRSC(i®)

568 FOR DEL=80 TD I@0:MEXT DEL:FOR LiM=
& T 18:SETCOLOR 4,8,LUM:SETCOLOR 2,8,
LUMN

S78 SOUMD @,208-(LuMs14) 10,18

568 POSITION J,4:7 HE;CHS:POSITION 9,4
17 B8;TH:POSITION 15,4:7 B6;CHLS

5% FOR DEL=1 TO S@8:MENT DEL:WENT LUM:
SOUMD 8,8,8,0:FOR =@ TO I0@:MEXT D
608 IF CHS=TS THEN SA=SA+1

618 IF CH15=TS THEM SB=SB+1

628 IF C=15 THEN GOTO 1188

638 MEKT ¥

648 REM CREDITS + CHOICE OF L OR 2 PLG
YERS

658 GRAPHICS 1:SETCOLOR 4,7,7:SETCOLOR
1,7, 7:SETCOLOR @,12,14:SETCOLOR 1,0,0
(POSITION 2,2:7 #H6;"Extra"

666 POSITION 4,4:7 #6;"Sensory":POSITI
OM 6,6:7 B6;"Perception”

678 POSITION 9,18:7 #6;"by"1POSITION 4
21237 HE;"robert crewe”:POSITION 3,14:
¥ HE;"and"

688 POSITION 4,16:7 j"andrew hower":
FOR DEL=8 TD S88:MEMT DEL:? &6;"K"

699 GRAPHICS 2:SETCOLOR 1,0, 14:SETCOLD
R Z,8,0:POKE 752,1

788 POSITION 1,31

718 7 uw6;™ please enter your choice
of 1 or 2 players™:INPUT MOPS:IF WO
PEOML™ AND NOPS{Y™I™ THEM 6%

728 IF A%="Y" THEN POKE 756,CHBAS+2:?
BE;"K":0TD 139

- PRESS START TD BEGIN™
748 C=PEEK(S3279):IF C=6 THEW GOTO 128
758 IF C{}6 THEW GOTO 748

768 REW REDEFINE CHARACTER SET

778 RAWMTOP=PEEK (1886}

788 POKE 186, RAMTOP-4

798 GRAPHICS 2:SETCOLOR 2,8,0:POKE 752
i1

488 POSITION I,4:7 B6;“INITIALISING™
818 POSITION 5,6:7 B6;"PLEASE MaIT™
818 CHBAS-RANTOP-4

818 ADDR-CHBAS®ISE

848 FOR X=@ TO 1823

650 POKE ADDR*X,PEENCSTI44+K)

868 MEXT X

878 CHAR=G4

888 POS-ADDR+ (CHAR¥A)

898 FOR X=0 TO 7:RE&D &

98@ PONE (POS+XN),A:NEXT N

318 FOR CHAR=78 TD 76

%28 POSCADDR+ (CHAR®E)

918 FOR ¥=8 TO 7:READ B

948 PONE (POS+X),B:NENT X

950 NEXT CHAR

968 POME 756,CHBAS#Z:T W6;"K"

970 DATA @,8,0,8,8,8,8,8

%88 DATA I2,81,138,4,32,81,138,4,126,1

26,182,1682,182,182,126,126,24,24,24,15

§,255,24,24,24

990 DATA 146,84,56,255,56,84,146,8,24,

16,66,66,66,36,24,8,255,1255,255,1255,15

5,255,255,255,0,60,102,12,24,8,24,8

1868 RETURNM

1818 REM INTRO TITLE

1828 SETCOLOR 1,8,7:SETCOLOR 2,8,14:5E

TCOLOR 4,8,14

1830 REM USE COMTROL WITH Q,E,R,Z,C &N

b SHIFT MITH = TO DRAW DESIGN

1848 7 HE;™ | g

1858 7 #6;" |¢ a "

1868 7 HE[" || pr—

1878 7 6™ ||| pr———— ] ™

1888 * #6;" ||| ——psp—||||"
2
?
?
?

11.. -:H‘ 'L—ﬁll‘
1110 7 w65 & TG

1128 7

1130 FOR C=8 TO 14:FOR L=14 TO & STEP

-1:SETCOLOR 1,C,L:SETCOLOR 2,C,141SETC

OLOR &,C, 14

1148 SOUMD &, 288- (L¥14) 18, 10:50UMD 1,
280~ (CH14 , 10,4

1158 MEXT L:MEXT C:SOUND @,9,8,8:50UND
1,8,0,8:FOR D=8 TO Z@8:NEXT B

1168 T H#6; K" RETURN

1178 REM FINAL SCORES

1188 ESPA=(5A-5)/20%188:IF 5445 THEN E
SPacd

11%9 ESPB=(5B-5)/28%100:IF SB{S THEN E
SPB=8

1200 GRAPHICS L:SETCOLOR 2,7,7:SETCOLO

R 4,7,7:SETCOLOR @,12,14:SETCOLOR I,9,

14:SETCOLOR 1,8,8

1218 POSITION 2,2:7 t6;'f]
TION Z,4:7 B6;"score=";54:POSITION Z,6
17 H6;"ESP rating “jESPA;TE"

1228 IF MOPS="1" THEM GOTO 1248

1238 POSITION 2,18:7 it6; NEVETET" :POS
ITION 2,12:7 #6;"score=";58:POSITION
1417 WE;“ESP rating “;ESPB;"%"

1248 7 “MANT TO TRY AGAIMCY/N)™;:INPUT
(13

1258 IF SOy anp a5{O"N" THEN GOTO

1180

1268 IF AS="N" THEN 7 HE;"K":? H6;"I K

NEW':? 196;:"Y0U WOULD 54Y THAT":FOR DEL

=1 TO S@@:MEMT DEL:!GRAPHICS @:END
1278 IF AS="Y" THEN 7 #6;"K":POSITION

2,8:7 u6; VIR FORCE"

1288 POSITION 2,18:7 o6; THTRLETI":
FOR DEL=1 TO 304:NEXT DEL:0TO 694
1298 REM CARD SHUFFLING ROUTIME

1308 BS=STRS (INT (RND (0)%5+1))

1318 7 #6;“K"

1320 SETCOLOR 1,1,14:SETCOLOR 2,12,5:9
ETCOLOR 4,12,5

1330 FOR =8 TO I8:POSITION 2,5:7 m6;™
shuffling cards™

1348 RT=INT (RMD (0)%19) :DO=INT (RMD (8) %9
¥ :H=INT (RMD (1} ®5+6) :POSITION RT,D0:7? H
63 CHRS (H)

13158 MEXT A:RETUR

918 D3R (H)

18 CP1 (YD | 468 BLY (T)

gB CP2 (3) | 47D &HU (8) | 920 DPN (J)
30 CP3 (X) | 4BB JT3 (B) | 93@ DLS (A}
LR CP& (&) | 490 DTR (A) | 948 BOS (T7)
50 CP5 (Y} | 588 B1M (0) | 958 W39 (N)
68 CP& (7) | 518 RRT (%) | 948 RVR (V)
78 CPT (X) | 520 RW& (U) | 978 &5Y (7)

80 CP8 (8) | 538 S1F (Y) | 988 EJE (R)
9@ JPY (G) | 54@ S5R (2) | 998 GEH (N)
10@ 957 (0) | 558 XEQ (A) | 1008 VAK (H)
118 QY7 (H) | 56@ KJT (L) | 1818 DON (P)
120 PeJ (3) | 578 NFS (2) | 1828 74P (E)
138 PEJ (H) | 5B@ 6wV (A) | 1832 D4N (C)
140 UUT (T) | 590 SKD (Y) [1048 YX1 (2)
158 p6S (P) | 680 FST (5) | 1858 204 (Y)
168 T (2) | 610 JMH (2) [ 1048 4QN (H)
170 PYJ (L) | 620 JFQ (G) (1070 83y (6)
180 76D (X) | 630 Que (3) | 1088 MGJ (H)
198 X6T (&) | 64 pCX (B) | 1098 745 (u)

200 CUT (9 | 458 PTS (M) (1108 3ING (A)

c10 &MY (%) | 668 JOU (1) (1118 OPS (8)
220 CFO (9) | &7@ 3HP C(A) | 11208 YX1 (0)
230 CKO (9) | 688 RPO (2) | 1138 5% (V)
240 CPO (A | 690 ADP CE) [ 1148 SX& (A)
258 CTO (9) | 76@ %3y (W) | 1158 XUE (D)
260 CX0 (C) | 718 aTW (W) | 1168 EYU (F)
270 MT8 (2) | 720 VEH (X) | 1170 DHM (9)
280 D60 (7) | 730 476 (0) |11B@ KDE (7)
290 SMY (3) | 740 DRU (M) | 1198 KGG (9)
300 570 (S) | 750 EEE (X) |120@ G3E (()
310 m16 Uy | 762 bLY (N) |121@ 255 (5}
320 K38 (5) | 770 A8G (3) 1228 YTN (&)
330 K96 (U) | 78D 37 (&) [123@ 196 (W)
340 KGH (7) 790 CH3 (5) |124@ JiP (2)
350 KN& (U) | 200 bugc (9) [125@ HDY (6)
360 KYX (Y) | 810 BR3 (K) [126@ GYS (J)
3TH oTX (8) | B2@ LoX (C) [127@ 23Y ()
IE0 AMT (T) | B30 442 (C) | 1280 VMM ()
390 RTT (W) | 840 34T (0) [129@ DRN (E)
LPB E9W (@) | 850 TVM (8) [13@@ umc (@)
410 QU3 (9) | 840 R3IA (8) |131@ 7155 (4)
420 aYu CF) | 879 @0E (YD) 1328 956 (K)
430 R&L (1) | 880 EFM (T) 1330 494 (0D
440 R9C (N) | B9D ECM (M) |134@ SJL (M)
458 RGS (7) | 988 cpS (7) |1350 4VE (5)

PROGRAM BREAKDOWN

90 — 140 DIMension strings, zeroes variables 770 — 1000

and draw the title screen
160 - 640 Main loop X o
210 - 290 Draw card table 1020 - 116
320 - 370 Allocate symbol to a random 1180 — 1270

number
400 — 640 Get the player’'s inputs, compare

them with the random symbols and

increment the scores 1290 — 1350

Redefine the character set to create
the symbols

Draw the title graphics

Calculate the final scores and gives
your Esp ratings before asking if
you wish to play again

Generate a random symbol
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THE NUMBER 1 DISK SUPPLIER

& hub ring for edded prochion.

TOP QUALITY DISKS
AT ROCK BOTTOM

Cokoured Disks coma in five colours (Red, Blua, White, Yelow, Green). Pleversibie disis have two index holes and two
nokches| Reversible deks work with 40T or 80T (48T P.LISET P.L) Coloured ard revirsible disks come in fve colours
and have two holes and noichis. All Cantec dshs are packed with & proseciva okt (ervelops) and comd with & Al
user g, including & label and & wie protect tab. The diks s manuiactured 1o 1op imemational siandands

PRICES

Single Sided 135TP..

and have Double Sided 135T.P.|

SILLY

<~ SUMMER

Rainbow Pack of five colours -

£1249 £2355
£1443 E26.95

‘___

S k>

(= o

5.25" BULK PACKED-TOPQUALITY 25 50 250 iyl i SALE > ¥
Single Sided 48T.P.I. £997 ©1758 £3088 £3043 £5843 2 2
glnng.lj?ﬂ Es?g:u BET_I._PF;I | 513.21 51 g.g mt_% E-m.?g 2593.3 = e

uble Sided 48T.P.). 10.45 €£18. £32. £42. £62.
Double Sided 96T.P.I. £1093 £1948 £3420 £44.18 £66.03 3.5" TOP QUALITY BULK PACKED DISKS
Double Sided Colougd 96T.P.l. £13.06 £24.46 £4508 06223 £94.76 10 25 50 100 150 200
Double Sided Reversible® £14.25 £27.08 F£4798 ©64.13 £97.38 Single Sided 135T.P.L f948 2295 [4195 E7995 (11695 E154.95
Coloured & Reversible* £1639 £31.11 ©£60.08 £81.94 £123.26 Double Sided 135T P £995 £2495 £4395 €£8195 £11995 E£15895

[ Lo )

4695 9195 1299 169.95
£5285 £9895 [14595 E189.95

Flaintow disis ar vaisbis in Buw, Red, Green, Yelow and COrangs

All dhgks camy our no guibbie repiscement guarantes and e cartied 100% aror free JUDGE FOR P‘“i’.ﬂ’im%“ﬂ“#ﬁ Cae (oot 1 409
THE Famous | YOURSELVES | sroRAGE
CENTEC R b gl g BOXES
DISK & BOX you go elsewhere NEW RANGE 5
OFFER! (All boxes are anti-stalic. PROFESSIONAL
We can lad on style coma with lock, 2 keys,
SE%F;EE £ hu.rl'no't n:‘q?l:?rw Il'l: Pr.{nnt dividers and are hinged) ThPHIN TER WETAN D
8 new prner s is very space
officient as il Wwkes hardy
Anti-static, two keys, | AN e your prer. Dus 1 e unicus
hing'Ed + dividers & ‘IEU Gapg?ih[r.‘ﬂn:—-ﬂ?&.% ﬂ“mﬂ;mﬁ:ﬁm [ ﬂ
25° DS/DD 50 Disks bowe the other, the desk space
g,g Lockable - Holds 40 €595 | & 50 Capacity Box-£19.95 E'.?:-‘“.‘“‘i o, The “:“m""";
50" Lockable - Holds 80  £6.95 oy Mg relbygem Bleo- v
525 Locatle - Hods S0 €535 LY. | S M e e e ey v, uriabie
s ‘s i a2 12U CaDACHTy OGRalie ... = w -t
EP Lockbie - Hok Y0 “£0.95 & 80 Gapacity Box-£69.95 5.25" 140 capacity lockable ... £8.95 g S relokding
ANY TWO BOXES FOR £11.95 3.57 DS/DD 40 Disks ANY TWO BOXES FOR £13.99 o BT [ ——— £19.95
ANY THREE FOR £14.95 & 40 Capacity Box—£39.95 ANY THREE BOXES FOR£19.99 g ol [ £24.95

e
EY

E&OQE

UNIT 3, THE METRO CENTR

CENTEC DISK SUPPLIES
E, BRIDGE ROAD, ORPINGTON, KENT BR5 2BE
6 Lines) (24 Hours) Fax: 0689 77737

Outside offica hours » telephone anawering machine will ke your ordes.

TEL: (0689) 35353 (

Plesase nols we operate & call stacking system.
Remember - all prices Include VAT and delivery| There are no hidden sxtras 1o payl Personal

callers welcome: Monday-Friday 9 30am-4.30pm
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PAGE 6 has been supporting Atari
computers for 5 years = coverage now
includes both 8-bit and ST. Get the latest
copy from your local newsagent or by
subscribing.

We also support our readers in many other
ways.

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

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

* The widest range of Atari public
domain software available anywhere

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




Utility

ISN'T it strange how something as
cool and calculating as a computer
can provoke so many human emo-
tions? There's the shoot-‘em-up
player’'s exhilaration in combat
followed by his excitement of
achieving a high score. Or the adven-
turer's concentration on a problem
and his satisfaction in solving it.

Then there is the Basic pro-
grammer’'s determination to master
the computer and his elation when his
program works correctly.

But there's also the anger when his
program subsequently fails to load,
followed by abject despair when he
remembers that he did not make a
back-up copy. All manner of nasties
seem to queue up to corrupt a pro-
gram file saved on a magnetic
medium.

After calming himself down the pro-
grammer considers what can be done
to save the situation. If it was stored
on cassette there's very little he can do
except rewrite it from scratch.

If it was stored on disc he could dig
out a utility program in an effort to
reconstruct the damaged file. Even

then he has less than a 50-50 chance --

of success.

That is where this utility — Recovery
— allows him to salvage his Basic pro-
gram file by recovering all data up to
the damaged section and writing it out
as a new Basic file.

Atari Basic permits you to save your

programs in either text format or,

tokenised format — see the articles in
the March, April and May issues of
Atari User. The text format, which is
also known as the list format, is
invoked by the LIST “C:" or LIST
“D:FILENAME"” command, while the
tokenised format is invoked by the
CSAVE or SAVE'D:FILENAME"
command.,

Tokenised files are usually preferred
since they are shorter and they load
considerably faster than text files, but
they do suffer from a disadvantage
when it comes to data corruption.

When loading a program file, the
operating system will abort the load
process if it encounters corrupted
data. If it was saved in text format all
data up to the damaged section will be
retained in memory, making the best
of a bad situation.

However, if the file was tokenised all
data will be lost. This has always
struck me as being cruel, particularly
when most cases of corruption occur
at the very end of a five-minute
cassette file.

The reason is that the first few bytes
of a tokenised file contain pointers for
the computer's operating system.
These tell the computer to expect a file

Make a speedy
recovery

MICK RANDLE gives you an
all-singing, all-dancing routine
for retrieving damaged files

of a specified number of characters.
Data corruption causes the load
process to cease, which results in too
few characters being loaded.

This confuses the computer which
takes the easy way out and resets its
pointers to their default values,
ignoring the code that has just loaded.
The end result is that you have abso-
lutely nothing to show for those long
hours you spent programming.

This utility will help to reduce the
disaster to manageable proportions
by reading a tokenised file into a
memory buffer from disc or tape. It
will stop reading at the damaged sec-
tion and recreate the missing
operating system pointers to account
for the shorter file length.

It will then write the modified file to
disc or tape. This new file can then be
loaded back into memory in the
normal way by using CLOAD or LOAD
"“D:FILENAME",

Unfortunately, it's not possible to
read past a corrupted section, but it is
a darned sight better than having to
re-write the whole program from
scratch.

Program | is the full utility listing
and | have avoided the use of
awkward-to-type control characters,

except for the machine code string in
line 180. Data statements are the alter-
native but they are exceedingly boring
to enter and they delay program
initialisation considerably, so | opted
for the string.

If you don’t feel up to typing line 180
vou can enter Program Il, which will
create a disc or tape file in list format.
After running the program, type NEW
and read the line into memory by
typing ENTER “C:” or ENTER''D:
LINE180.LST".

Now list the line to the screen, just
to be sure, then enter the rest of Pro-
gram |.

Leave out the REMSs if you wish and,
as always, use Get It Right! to check
your work — but remember that this
will affect the cumulative checksum
value. And don't forget to save a copy
of the new program before running it.

The program is designed to be easy
to operate by the most inexperienced
and will work on all 8 bit Atari com-
puters, although 16k machines may
not have sufficient memory to recover
long files.

On running the program, you are
met with a message telling you how

Turn to Page 14 »
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< From Page 13

much buffer space is available. You
are then asked to tell the program
whether your corrupted file is stored
on cassette or disc. Enter C or D as
appropriate without pressing the
Return key.

If you respond with a D for disc, you
are asked to enter the filename of the
corrupted program. Use the Delete
key to edit the filename if you mistype
a letter and press Return when fin-
ished.

Disc users should ensure the correct
disc is in drive one, and cassette users
should place the correct tape in their
program recorder then press the Play
key. Press Return when prompted and
wait for the program to do its job.

The program will read as much data
as possible from the corrupted file and
place it in a memory buffer. On
reaching the damaged section, disc
users will probably hear their drive
grinding around as it tries to read the
bad data — don't worry this is perfectly
normal.

Similarly, cassette users may hear
weird popping and beeping sounds
from their monitor speaker. Just
remembeér that patience is a virtue.
After a few seconds the sounds will
stop and the program will display the
number of bytes it has managed to
read from the file, together with con-
firmation that the file is damaged.

If the data corruption is marginal, it
may be possible for the whole file to
be read. In such cases, the number of
bytes recovered will be displayed and
the program will report that the file is
intact.

Be careful if the number of bytes
recovered is the same as the
maximum possible file length — it will
probably mean that the buffer is full
and you have insufficient memory to
read the rest of the file.

The utility will then calculate how
many bytes are missing from the
original file and rebuild Basic’s poin-
ters to correspond to the new shorter
file.

Disc users are asked to enter a desti-
nation filename. You should not use
the original disc, which must now be
treated with suspicion because if one
program was corrupted others may
have suffered the same fate, and
writing to the disc could possibly
corrupt maore files.

Cassette users should prepare their
program recorder by installing a
cassette and pressing Play and
Record.

After pressing Return, the file will be
re-saved to tape or disc. It can then be
loaded in the normal way by CLOAD
or LOAD"”D:FILENAME".

Now you have the task of rewriting
the missing part of the program.

Hints a

Data corruption has oc
wEherj the data stored on the f;p::ﬂuci
disc is different to the data sent out
by the computer. There are many
causes, such as a dirty or physically
damaged magnetic surface.

Disc users can minimise the risk
by .always writing with verify
during which the computer checké
the data by reading it back from
:1(;5’.;: Immediately after it has written

{;ass_atte users can only keep
their fingers crossed, since Basic
doesn't possess a verify routine for
cassette files — unless you have
typed in the cassette verify routine
from the June issue of Atari User,

Have you noticed how some
people are rarely troubled by data
corruption, whereas others seem to
be plagued with it? By observing
the following precautions, the risk
of corruption can be minimised.

@ Always keep your dis

absolutely clean. Nevarc?a?:;;ﬂ:!?:
magnetic surface. Human body oils
and perspiration are guaranteed to
attract dirt and dust, and dirty

surfaces cannot re
co
correctly. rd data

® Always rerun.'.- discs an
\ d ftapes to
their boxes when you have finished

Sometimes the data corruption occurs
very near the beginning of a file,
which does not give you much to work
on. In such cases you may just as well
re-write the program from scratch.

If the file will not even begin to load
then | am afraid that it must be con-
sidered a write-off. In practice most

nd tips

w_'.rrh them to avoid the risk of
airborne contamination.
® Keep your read/write head clean
= and that doesn't mean get the
scrubbing brush out. You can buy
head-cleaning tapes and discs from
yvour computer dealer,
® Try to keep data cables away
from power cables. My recorder
refused to save while a mains cable
was near to its serial lead.
L] Hefqre using a new tape, always
fast-wind it to the end, turn it over
and fast-wind again. This evens out
the tape tension which helps the
recorder to maintain a constant
speed and sometimes a trouble-
some tape will load afterwards.
® Use short C15 or C20 tapes and
;ﬂ;g:;f only one program per side.
er tapes hel f '
Is. 2 srabfffry. elp to maintain
ry to use good quality tapes.
prfefer TDK but less ﬂxpens}:'ve fa,:e;
will do the job so long as vou avoid
the cheap and nasty types - you
only get what you pay for.
® If you still have problems with
your program recorder, have the
head alignment checked by your
local dealer. This is a common
cause of cassette problems but
special equipment is required to
adjust them correctly,

corruption seems to occur near the
end of very long cassette files, so you
should not have too much work to do.

This utility is not a miracle cure, but
it is certainly a powerful weapon
against the load/save gremlins and a
valuable addition to the Basic pro-
grammer's toolbox.

1 REM RECOVERY PROGRAM

1 REM By MICK RANDLE

I REM (C)ATARI USER

4 REM Recover a tokenised Basic file
5 REM from a damaged tape or discC

[JLILN INITIALISE SYSTEH

188 PNXE 82,2:POKE 83,I%:GRAPHICS @
116 POKE 16,112:POKE 53I774,112:REM Dis
able Break key

120 POKE 789%,10:POKE 718,2:POKE 711,10
:POKE 752,1:REM Set colours and disabl
e Cursor

138 POKE 702,64:POKE 694,0:REM Force u
pper-case non-inverse keyboard input
140 OPEN 82 ,4,8,"K:"

158 DIM T?FE$(I!.Ilillii,FILE5t141,I!E

BLS(45)

b PROGAAH RECOVERY

170 POSITION 8,1:7 S

| AR R Y
188 TOCB1S="+hEH HGHENG B DB hiE 0

JRATI W VTR :REM machine code
198 BUFFER=Z2004PEEN (14) #+PEEK (150 %256:6

YTES=FRE (8] -288

197 REM

SR 1A W ESTABLISH SOURCE

199 REM

788 T :7 “FILE LENGTH LIMIT IS ";BYTES
1" BYTES™

218 7 :7 :7 “DISC OR CASSETTE FILE (D
or C)";CHRS(27) ;CHRS (I1)

228 POSITION Id4,7:GO5UB Zeed

238 INS=CHRS (KEY)

748 7 CHREL(27) ;INS
7258 IF INS{Y™C'™ aMp INS(}"D"™ THEN ? CH

160 POSITION ©,8:7 "EENTOHRIIEIEE RS (253):60T0 220:REM Not C or D

1 S S
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EUROPE’S LARGEST
ATARI MAIL ORDER
COMPANY

(021) 328 3585

SOFTWARE
EXPRESS

ATARI

EY™

SUMMIER SPECIAIL

STAR LC-10 PHILLIPS

PRINTER COLOUR
MONITOR
(INC. FREE CABLE)

(INC. FREE CABLE)
£199.99 £129.99

all prices inc. vat next day delivery £5.00 Extra

HEAD OFFICE 514/516 ALUM ROCK ROAD, BIRMINGHAM B8 3HX (021) 328 3585
ALSO AT 212/213 BROAD STREET BIRMINGHAM B15 2JP (021) 643 9100,
9, EXETER STREET PLYMOUTH PL4 9AQ (0752) 265276

PO BOK 78 MACCLESFIELD CHESHIRE SK10 3PF
Telephone (0625) 25228 /_\
’ : ATARI CASSETTES ATARI DISKS
Established during 1984 | cq o1 Aces . ..8.50 Autoduel .. . 16.95
SUNARO are proud of their | Four Star Games I ............. 6.95 Basil: Mouse Detective ......12.75
dedicated ATARI service E!'r.f'.is'l”l:f Mousa Detective ........ 8.50 Druid.. 5 S cesnsens 12,78
. : ru e 8.50 Euw an Super nmer i
which promises fﬁ{iﬂdllf European Super Soccer ......8.50 F- Irgpsetrika E':;la ............... 12,75
EFFICIENCY with Football Fortunes .. .....12.:-'5 Football Fortunes ............... 15.95
REALISTIC PRICES. gc:r Star Games | . ceer: 5,85 Four Star Games | ......ccceen.. 8.95
WHY NOT untlet (64K) ... «....8.50  Four Star Games Il ..............5.95
GIVE US A TRY? Jewels of Darkness 64K ... 12. 75 Gauntlet Bdk ........cccccveernanen. 12.75
ATARI BUDGET CASSETTES Jinxter ... s 8,99 Guild Thieves 64K ......cooee 16.95
Boulderdash .. o e K&nnadv_.r Appruach e B0 Jewels Darkness 64k .........12.75
Boulderdash II .................. 295 Leaderboard.. Bﬁﬂ HI] T ] e R e S 12.95
Cops & Robbers................... 1.95  Litle Devils .......c.ccccoeuecncnnnane 6.95 Kennedy Apnpmam P
Decathlon .. 1 95 Living Daylights ....................B.50  Knight Orc .. S
Football Manager ............... 295 Mirax FOFCE ......cooo...........6.95 Leaderboard .. T
Footballer of the Year ... 295 EI‘?E{E:'IWE Egg Hﬂa Dgu:lhﬁ .................... : ggg
crel Y e ng Daylights .....ccovsvennes 12,
L Cieat Camen || ; s Platform Pertf. E4h .......E.Sﬂ Mirax Forca .........cccccceeeneeee. 895
Four Great Games Il (disc) .5.95 i
Grand Prix Simulator ...........1.95 Fed Rat Double I .............6.95  Mini Ofice Il .....c....c.cccccem. 16.95
League Challenge................1.95 Red Rat Doubla II ................ 6.95 Mighimares .......... g e Nl B.a5
Matta Balta Shootem Ups ......cccccemeennee B.50 Pawn B4k...........cocceeeveenene. 16.95
On Cue 2.95 Silent Service .. senennnsn 8,50 Pirate Barbary .......c...vvrennee. 895
""""""""""""""""" ; Silicon Dreams E-4k e 12,75 Silent Service 12 75
LI —— 295 Spy TAIOGY .vvvevevereeerrerr s B.95  SPY THIOGY v 12.95
Revenge Il ... 195 S0y vis SPY I, e 850 Spy VS Sy v 12.75
Rockford ........cconveeiirinens 295  spy Vs Spy lll..... e 850 Spy Vs Spy lll....onervinnnns 12,75
Speed A8 ... 295 TiMe & MAGIK covvvvrerrrrnenr. 12,05 Time & Magik .................... 12.95
Spooky Castle ............cccconnn. 1.95 Tomahawk 64k .. ..8.50 Tomahawk 64k................... 12.75 \J
Steve Davis Snooker .. -1.95  Trivial Pursuit .. 12 75  Trivial Pursuft .......cocooeeeeenes 16.95
ZYOIX .rooveroerrerreernenn 2,95 Winter Olympiad 88 64K .....8.50  Winter Olympiad 88 64K....12.75
ORDER VIA Please add 50p handling to all orders under £5.
Microliok| Cheques/PO's payable to: SUNARO SOFTWARE (AU)
L faretioncn, Girobank Transcash to account: 664 6638
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268 IF INS="C" THEM FILES-INS:TYPES="T
APE":GOTO 388

278 TYPES="BISK™

288 7 :7 17 "SOURCE DISC FILEMAME Bi:-
298 POSITION 26,10:G0SUB 1868:FILES="D
1" FILES (3)=INS{REM Get disc filename
197 REM

298 REM
299 REM
88 7 :7 17 “PREPARE SOURCE ";TYPES;
3i8 7 ™ L PRESS wi:QOSUE Z009:7
11}

378 TRAP 5888:POKE 764 ,0:0PEN H1,4,128
LFILES:TRAP ddddd

338 7 CHRS(28) ;CHRS(156) ;"READING SOUR
CE FILE"

348 H-USROADR(IOCBL5) ,BUFFER,BYTES) :CL
05E #i

158 BYTES-PEEK (856) +PEEK (857) %156

I68 IF BYTES{119 THEW 5888

I78 7 CHRS(Z8) ;CHRS (156) ;BYTES;" BYTES
RECOVERED - FILE “;

788 IF =3 OR H=136 THEN ? “INTACT":G0
T0 588

398 T "DAMAGED™

I97 REM

ST RCI N HODIFY BASIC POIKTERS

399 REM

480 LIME=PEENX (BUFFER+8) -2424PEEK (BUFFE
R+9) %156

418 LINOFF=PEEX (BUFFER+LINE+Z)

478 IF LIME+LINOFF{BYTES THEM LIME-LIM
E+LINOFF:GOTO 418

418 POKE BUFFER+LINE,®:POKE BUFFER+LIN
E+1,128:POKE BUFFER+LINE+2,]

448 BYTESSLIME+I

450 OLD=PEEK(BUFFER+12)-2424PEEK (BUFFE
R+11D%256

468 LET NEM=OLD+Z242-(0LD-BYTES)

478 HI=INT(MEW/256) :LO=MEM-HI¥*256:POKE
BUFFER+12,L0:POXE BUFFER®L1I,HI

488 LET WEM=WEW-I:HI=INT(MEW/256):LO=N
EW-HI¥256

498 POKE BUFFER+10,L0:POXE BUFFER#LL . H
I

497 REM

FEYRCIIN PREPARE FOR FILE OUTPUT

499 REM

588 IF TYPES="TAPE™ THEM 558

518 MRITE=1

528 7 :?7 :7 “MNEW PISC FILEWNAME D1:--—-
5I8 POSITION 23,16:G05UB 1088

548 FILES="D:":FILES(3)=IN5

558 7 :7 17 "PREPARE DESTIN ";TYPES;
568 7 " & PRESS [EILL

578 GOSUB 20e80:7 " ©

597 REM

LR E TN HRITE WEW FILE ]

599 REM

508 PONE 764,0:TRAP S808:0PEM 1,868,128
LFILES: TRAP ddddd

618 7 CHRSCZ8) ;CHRS (156) ;"MRITING NEW
": TYPES;" FILE"

626 H-USR(ADR(IOCELS) ,BUFFER,BYTES) ICL
05E ®i1

697 REM

RLRILN END HESSAGE |

699 REM

708 7 CHRS(28) ;CHRS(156) ;"RECOVERY COM
PLETE™

718 7 :7 17 YPRESS T0 CONTIMUE
Wil e

720 GOSUB Z8a8:RUN

997 REM

EETRCTN INPUT DISK FILENAME

999 REM

1888 IMS="":CHT=1:COL=PEEN(85)-1:ROM=P
EEK (84) i

1810 POSITION CNT+COL,ROM:GOSUB 2889
1928 IF KEY=155 THEW ? * ":RETURN :REM
Return Key

1838 IF KEY=126 THEW 1868:REM Delete
1848 IF CHNT=13 THEW 7 CHR$(251):60TO 1
f18:REM Too many characters

1858 7 CHRS(27);CHRS (KEY) ; : INS (CNT, CNT
I=CHRS(KEY) ;CMT=CHT+1:G0TO 1848

1868 CNT=CMT-1:IF CNT{L THEM CNT=1:INS
vt CHRS(253):60TO 1048

1878 INS=INS(1,CHT):IF CNT{12 THEN ? *
-":g0T0 1810

1888 7 ™ ":G0TO0 1018

1997 REMW

FELI R (0 KEYEOARD INPLT ROUTINE

1999 REM

2089 POKE 764,255:FOR Q=8 TO 15:7 “§";
CHRS(38) ;

2818 KEY=PEEK(764) :IF KEY{)255 THEN 20
1]

2828 MEXT Q:FOR @=8 TO 15

7838 KEV-PEEK(764):IF KEY=255 THEN 7 "
ooy CHRS (38) ; :MEXT Q:60T0 Zee8

76848 IF @{}16 THEN POP :REM Properly 1
erminate the For-Next loop on abnormal
exit

7858 IF KEY=154 OR KEY=68 OR KEV=188 0
R KEY=I9 THEM 2088:REM Control-3, Caps
. Control+Caps, Inverse video

7068 GET 412 ,KEY:RETURN

4997 REM

FRTTRLN ERROR TRAP ROUTIME |

4999 REM

5888 PRINT CHRS(28);CHRS (156) ;CHRS (253

LINE CHSUM LINE CHSUM LINE CH5UM

cad ) | 199 E4s (W) | 348 K7D (C)
cAk (33 | 288 1J¢ (T) | 358 axe (M)
caL (Y | 218 95F (F) | 360 RUP (&)
CAM (4) | 220 SFS5 (H) | 378 HJU (3)
CAN () | 23@ wes (x) | 380 H2é (P)
CAP (7Y | 240 TXM (5) | 390 XpD (2)
198 OUW (2) | 25@ UBR (Q) | 397 EEU (C)
118 a9 (2) 260 VEK (8) 398 EGU (1)
128 SAP (W) | 278 ufo (X) | 399 EJU (O)
13@ /YU (V) | 288 aic (W) | 400 sSpv (H)
148 53¢ (&) 290 96T (R) 418 103 (E)
158 RVO (J) | 297 EET (W) | 428 aLé (0)
140 TJR (v) | 298 EGT (u) | 438 ZHB (W)
17@ Ja7 (F) | 299 EJT (W) | &40 WH3 (W)
188 LJK (A) | 308 &M5 (3) | 458 S5N (5)
198 ova €X) | 310 pIm (P} | 468 XBC (M)
197 EES (N) | 328 1%L (B) | &7@ HNW (X)
198 EGS (W) | 338 k8w (T) | 488 2K3 (V)

L W

o

)
5016 7 "CANNOT OPEN FILE - 16
0 oM *;

5828 CLOSE H1:80508 2008
5838 IF WRITE THEN GOTO 588
5840 RUN

Program to create line 180 for you

REM Program II

REM By MICK RANDLE

REM (c)ATARI USER

REM Create Line 188 in program 1
REM and LIST it to disc or tape

6 REM INITIALISE THE GODE

108 GRAPHICS @:7 :7 "PROCESSING:?
118 DIN TYPES(4),FILESC13),I0CB18(43)
128 TYPES="TAPE';FILES="C:"

130 FOR @=794 TO B3P STEP 3

140 IF CHRS(PEEK(Q))="D" THEN TYPE$="D
ISC":FILES="D:LINE188.L5T"

15@ MEXT @

160 FOR @=1 TO &5

170 READ DATA

180 10CBIS(Q,@)=CHRE(DATA)

198 MEXT @

197 RENW

198 REM WAIT FOR USER INPUT

199 REM

2008 ? "PREPARE A ";TYPES

218 7 "PRESS RETURN KEY TO WRITE LINE
180

220 POKE Vh&,255

230 1F PEEK(764)=255 THEN 230

297 REM

298 REM WRITE FILE

299 REM

300 CLOSE #1:POKE Téd, 0@

210 OPEN #1,8,8,FILES

320 PRINT #1;°18@ 10CB18=";CHRS(34);I0
CB1%; CHRE(34)

330 CLOSE #1

48 7 =7 "ACTION COMPLETE

2997 REM

2998 REM MACHINE-CODE

2999 REM

3008 DATA 162,16,104,189,74,3,201,4
3810 DATA 208,4,169,7,208,2,169,11
@20 DATA 157,66,3,104,157,69,3,104
3830 DATA 157,68,3,104,157,73,3,104
3940 DATA 157,72,3,32,86,228,132,212
3058 DATA 169,0,133,213,96

e el P =

LINE CHSUM LINE CHSUM LINE CHSUM
L9g 771 (E) 6§97 EEL (2) 1997 EUN (R)
497 EEV (3) | 698 EGNX (E) 1998 EVN (§)
498 EGY (F) 499 EJX (2) 1999 EWN (R)
499 EJv (3) 700 NF5 (L) 2pa@ co? (E)
580 PTE (V) 718 K9T (V) 2810 W0 (E)
518 Qb6 (4) 720 2JR (Y} 2820 757 (@)
520 RWY (P) 997 EF1 (V) 2030 227 (F)
530 RW& (W) 998 EH1 (V) 2068 Lux (9)
548 Pe7 (L) 999 EKT (V) 2058 sS04 (&)
558 8ES (J) 1008 mes (U) 2068 A3R (E)
568 CTE (W) 1818 &v7 (1) 4997 EUR (B)
578 ¥mu (3) 1028 &ax (F) 4998 EVR (D)
597 EEW (D) 1038 WAD (0) 4999 EWR (E)
598 EGW (0) 184@ TOC (V) saee 11y Q)
599 EJW (D) 1050 649 (R) 5810 woW (F)
600 4ES (J) 1068 LH3 (0) SE20 AUU (E)
610 50K (§) 1078 492 (5) s@3@ R12 (1)
628 JYG (F) 1080 37A (R) 5048 DFN (XD
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Make every

word count...

LEN GOLDING gives you a superb
utility to cut out the chore of totting
up all your word processor files

COUNTING words in an article or
short story is about as stimulating as
counting sheep, and has been known
to produce similar results. Unfor-
tunately, most editors insist on at
least an approximate word count and
if you're paid by the word, you’ll have
a healthy interest in the figure
yourself.

Most of the latest generation word
processors contain a rudimentary
word count facilty, but many of the
earlier ones, including Atariwriter — do
not.

Moreover, if you're setting type or
planning page layouts without the aid
of a desktop publishing system, you'll
often need some indication of word
lengths and total number of charac-
ters to be printed. In these circum-
stances a simple total words figure-
isn't much use.

This program is designed to take the
drudgery out of word counting and to

give you facilities which are not avail-
able in most commercial word
processors.

It analyses the text to show how fre-
quently words of a particular length
occur and gives a total letter count, as
well as the total number of words you
have used.

Although it was designed particu-
larly for Atariwriter, it can also analyse
any text file saved in Ascii format, so it
will work with most word processors
such as Mini Office Il.

Also, text sent down telephone lines
via a modem or other communi-
cations device is usually transmitted
in Ascii format, so you can use this
program to analyse the received data.

It's extremely easy to use. You
simply Run the program, enter the
name of the file you want to check,
insert the disc containing that file,
press Return and stand back.

The chosen file is OPENed by Basic,

a USR statement then calls the
machine code routine which handles
all the analysis at about one thousand
words per second.

This routine starts by loading the
entire file into memaory, at an address
just above the Basic program. If any
fault occurs during this process you
will hear a beep from the TV speaker
and the routine will hand control
straight back to Basic.

If all is well, the routine will begin to
read the text — if an error occurs the
routine will simply prompt you to re-
enter the filename again.

It skips over any initial formatting
commands, end-of-line characters and
blank spaces until it finds the start of
the text itself. This is defined as the
first character whose Ascii code is
above 64 — it is usually an upper-case
letter.

It then works its way through the
text, incrementing the counter when-
ever it reaches the end of a word.
Three things can mark a word end — a
space, carriage return (Ascii 155) or an
embedded printer code. None of these
are counted as part of the word. If
several end-of-word characters occur
together — such as a string of spaces
or carriage returns — only the one
immediately following a word will
trigger the counter, the rest will be

* ignored.

When it reaches the end-of-file, the
routine hands control back to Basic
which then closes the /O channel, per-
forms various calculations and prints
the results on screen.

There are a few pomts worth noting

Turn to Page 18 »

10 REM TEXT ANALYSER FOR ATARIWRITER 0
R ASCII-FORMAT TEXT FILES. i
11 REM BY LEN GOLDING

12 REM (c)ATARI USER

28 DIM AS(27),B5(14),05012),08(1):x=0;
RESTORE 258

I8 FOR X=@ TO 216:READ D:POKE 1534+X,D
*MEXT X

4B GRAPHICS B:START=PEEK(144)#2546%PEEK
(145)

50 CLOSE #1:7 CHRS$(1251:% :7 "Name of
file to be checked?

60 INPUT C$:B3="D:":BS(LEN(BS)I+1)=(S

7@ TRAP 24@:0PEN #1,4,0,85:X=USR(153¢6,
START)

B@ LTRCOUNT=PEEK(1766) +256*PEEK(176T)
98 WRDCOUNT=PEEK(1798)+256*PEEK(1791)
188 CHRCOUNT=LTRCOUMT+WRBCOUNT-1

118 POKE 82,6:7 CHR$(125);" FILE NAME:
F17Hh

128 FOR X=1 T0 11

130 WRDS=PEEK(1766+X*2)+256+PEEK(17467+
X%2)

168 7 X%;°-letter words","= ";WRDS

150 NEXT X

160 POSITION 6,12:7 “Ower 18 letters
"y

170 7 :7 "TOTAL LETTER COUNT = ";LTRCO

UNT

188 ? :? "BLOCK CHARACTER COUNT = ";CH

RCOUNT

198 7 =7 "TOTAL WORD COUNT = ";WRDCOUN

1 .

208 POKE 82,2

218 7 :? :? 'MWant to check another fil
e (YIN)";

228 IMPUT DS:IF D$="Y" THEN GOTO 5@

230 END

24@ 7 :7 “File not found*:60TO0 50

250 DATA 162,16,169,7,141,82,3,106,184
L161,85,3,133,206,104,141,84,3,133,203
260 DATA 149,255,141,88,3,.141,89,3,32,
B6,228,16,14,192,136,240,18,148,251,6

270 DATA 169,158,141,252,2,208,91,162,
25,169,8,157,230,6,202,16,258,133, 2086,
133

280 DATA 285,168,177,2083,201,155,240,4
,201,65,176,7,32,104,6,1768,61,144,239,
177

290 DATA 203,201,155,288,11,32,142,6,3
2,196 ,6,144,242,76,138,6,201,32,240,24
1

380 DATA 176,26,201,27,208,8,32,142,6,
32,194,6,176,24,32 ,142,6,32,194 .6

310 DATA 176,16,177,203,201,65,144,245
,166,205,208,2,230,205,230,206,208 206

/32,142

320 DATA 6,96,165,206,240,47,201,11,14
4,2,169,11,19,178,254,230,6,208,3,254
338 DATA 231,6,173,230,6,26,101,206,14
1,230,6,173,231,6,185,0,141,231,6,238
348 DATA 25,6,208,3,238,255,6,149,0,1
33,205,133,206,96,206,88,3,208,8,173
350 DATA 89,3,240,11,206,89,3,238,203,
208,2,230,206,24,96,56,96

18 CP1 €YY | 128 TCH (L) | 250 TFA (8)
11 €T1 €0) | 138 oCO (u) | 260 aTh (B)
12 CX1 (X | 140 82p (3)| 270 vo4 (E)
20 LEL €LY | 158 ay1 (c)| 2808 VFE (E)
I8 vay (p) | 160 SW9 (72| 298 TLW (Y)
4@ MF2 (20| 170 maL (1) ] 300 &k5 (P)
58 L7K (RY | 180 Mkp (92| 318 &CU (C)
60 G4A (U) | 198 FJF (W) | 320 PuA (@)
70 GOH (7) | 208 RMO (J) | 338 G8Y (A)
B0 793 (9) 1210 B0F (5) | 340 AcK (9)
G0 7GM (@) | 220 wLT (E) | 350 25w (E)
108 &Ce (&) |23 DFZ (5)
110 PE2 (F) | 248 2C7 (X)
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+ From Page 17

about the program’s operation. It
starts counting from the first character
whose Ascii code is over 64, This
means that if, for any reason, your text
starts with a character lower down in
the Ascii table, that character will be
ignored.

The routine will skip over embedded
printer commands, no matter how
long or short and whether or not they
are separated by spaces from the
surrounding text. However, if one
occurs in the middle of a word it will
effectively split that word into two and
count them separately.

This could happen if you need to
change character sets — say to
produce an accented é in the middle of
a word — but you can avoid this prob-
lem by inserting your printer codes
just before and after the word. Subs-
cript or superscript characters will
always be counted separately from
the word they are tagged on to.

Once the routine has started count-
ing, numbers and inverse characters —
other than those used in embedded
printer codes — will be treated as
normal text. Symbols also qualify and

are all counted as three-letter words
as in:

C&A 10% $15 *X* @88

Punctuation marks are treated as
letters. In the sentence:

Try it—it's easy!

the isolated hyphen will count as”a
one-letter word, and easy! counts as
five letters. On the other hand:

Manic-depressive

counts as a single 16-letter word.

Headers and footers are handled
differently depending on the text file
format. With AtariWriter files, any
words contained in headers or footers
are counted only once. In Ascii format,
they are counted again for every pagé
on which they occur.

With long text files the word lengths
will average out, so a total word count
will give a fairly good indication of
how many pages the printed text will
take up. But with very short pieces — a
character count is likely to prove more
useful. This program gives the total

letter count, ignoring spaces between
words, and a block character count
which includes the spaces but
assumes that the text is all one par-
agraph.

This is no more than a rough guide
to actual type-setting space, since
allowance must obviously be made
for the start and end of paragraphs,
different space widths if your text is
right-justified and different character
widths if you're working with a
proportional system. However, it does
give a better approximation than a
word count alone.

The text analysis can also give you a
very rough indication of the reading
level required for the piece. A story or
article with few words above five let-
ters is likely to suit non-fluent readers.

Popular articles and fiction will nor-
mally be biased heavily towards
words of eight letters or less. If you
have a high preponderance of 10-plus
words — like preponderance — the text
will be difficult to read and even worse
to understand.

You might get away with it in a
technical or professional journal, but
there's no way you'll sell it to an editor
of a popular magazine.

OFFER

-

e

Atari have
developed an
exciting range of
credit card size
calculators and
databanks — and
we've negotiated
two exclusive
offers for readers
of Atari User.

thrae

Power to
your fingertips! g

The CC91R ExecuCard is a five-function
calculator with an eight-character
display showing a comma after every
. It's solar-powered only

The DB2100R Data Bank stores 150 sets of data,
each with seven alpha numeric characters and
12 numbers. There's a fast search facility, a
protected by a user-defined password
and an eight-digit calculator. Battery included.

secret mode

Product RRP

Offer with
SAVE subscription

Atari ExecuCard £5.99

£1 FREE

Atari Data Bank

T

18 Atari User July 1988

WITH
UBSCRIPTION




(&)

LOTS of letters to catch up with on
account of the fact that I've been holi-
daying at the South Pole for the last
four weeks. | just love getting a nice
ice tan (pure white) — it doesn’t half
put the wind up Orcs when they see
my deathly pale mug looming
towards them out of the mist.

| met a couple of explorers while |
was there — you should have seen
their faces when they saw my flag —
two brass lamps rampant on a field of
oil = fluttering from the top of my
luxury, fur-lined igloo.

They were even more aghast when
they heard: “Who's a pretty boy,
then?"" emanating from the beak of a
rather fat penguin that | had befrien-
ded and taught to speak. Laugh - |
thought I'd burst in a puff of purple
smoke!

So without more ado, let's catch up
on the backlog of mail and deal with
your latest raves, requests and
responses. Special mention first of
two heroes, M. Rew and M. Kenny
from Enfield. These two adventurers
have supplied me with much detailed
and helpful information on Alternate
Reality: The Dungeon. Well done,
dynamic duo — you are hereby
Rouloc’s most admired personalities
of the month.

Grateful thanks also to Douglas
Sharpe of Burgess Hill for his tips on
Leather Goddesses of Phobaos, and all
other readers who have kindly taken
the trouble to write in with tips for a
variety of adventures. Space prevents
my thanking you all individually and
from publishing every tip received —
but keep up the good work. ;

An old Scott Adams adventure,
Pyramid of Doom, is causing Jeff
Henson of Leicester a little difficulty.
He keeps getting torn to bits by the
iron statue of the Pharoah in the
throne room, and eaten alive by the

PATRICK NIEMEIJER'S

15 FAVOURITES

Adventures:
1 Hitch Hiker's
2 Enchanter

3 Dallas Quest

line

; ?::dﬂ'ls of Darkness
§ The Pawn

7 Zork|

g Silicon Dreams

9 Mordon's Quest

10 The Incredible Hulk

Role-playing games:
1 Alternate Reality | and Il
2 Ultima IV
3 Temple of

4 Ultima Il
5 Return of Heracles

Apshai trilogy

Help is
only a
letter

by
TRouloc

purple worm in the portal.
What a life!

A more madern )

adventure is also
giving Jeff some grief
— he wishes to know how
to deal with the evil presence in
the translucent rooms in Infocom'’s
superb Enchanter. The answers to
these problems are at hand.
Patrick Niemeijer from Holland has
furnished his list of cherished adven-
tures and role playing games. See
how your own favourites match
against it.

Patrick explains that adventures
such as Stationfall and Guild of
Thieves are missing from his list
because they are very difficult to
obtain in Holland.

Mark Powell of 21 Hillyfield, Bell
Lane, Lewes, East Sussex BN7 1LA
kindly offers Atari User readers help
with any of the following adventures:
Hollywood Hijinx, HHGG, Price of
Magik, Red Moon, Lords of Time,
Golden Baton, Mystery Funhouse,
Pyramid of Doom and Voodoo Castle.
Don’t forget an SAE when you write.

Mark reckons the Eden Transport
System (ETS) in Worm In Paradise to
be mind-boggling. Even after studying
the hint sheet, he is none the wiser. He
thinks it a shame that the ETS is so
unnecessarily complex, as the game
itself is brilliant. Is there a simple way
to go where you want, he asks. Can
any of our readers help him?

The opaque cases in Guild of
Thieves are proving obstacles to

Calvin Leighton from Sherwood. For
Calvin and other stumped would-be
Guild members, see this month's tips.

Michael Snow of Bracknell is wres-
tling with Quest for Eternity but
doesn’t know how to fix the spaceship
— can anyone help? | suspect that this
is Michael’s first adventure, if so, |
suggest you try something a little
more friendly, Michael, like Lords of
Time or Dungeon Adventure. Quest
for Eternity is rather hard and
inflexible and | would not recommend
it to a beginner.

The same goes for Alex Yeo of
Bude. He's playing Cloak of Death,
another tough and old fashioned
breed of adventure. Alex is trying to
get into the haunted bedroom, but
without success. Does anyone know
how?

He has some help for Sam Ingram of
Wolverton — Atari User, April — with
Quest for Eternity: To get the com-
puters to work, type ENTER ASP on
the terminal. Thanks for that, Alex,
perhaps you can now help Michael
Snow with his problem.

Ron Rainbird from Holmes Chapel,
Cheshire, isn't terribly impressed with
the ending to The Pawn. Up until the

Turn to Page 20 W
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Adventuring

4 From Page 19

business with the blue key he was
enjoying the game, but when he found
among other things that you could
only use the key once and that there
were too many red herrings, he
mentally placed it on his "“forget it”
list. “What was the object of the whole
game’’? Ron asks. Good question.

I'm apt to agree — The Pawn doesn't
really hang together as a cohesive
story, and the puzzles are a bit arbi-
trary. But the good news for Ron is
that Guild of Thieves, The Pawn’s
successor follows a far more logical
line and is altogether a much, more
satisfying adventure,

Incidentally, Ron has already made
it to the final dungeon in SSl's
Wizard's Crown but is unable to solve
the maze on the second level. Any
suggestions?

Pressure on space means my prom-
ised tips on Ultima will, I'm afraid,
have to wait a while — rotten old
Rouloc seems to love teaching his
readers that patience is a virtue for
adventurers!

That's all for this month. Exciting
adventuring!

® Need help in the translucent
rooms?

Use the pencil and eraser to trap
the evil presence. There is more
than one solution but the following
will work: Start at room M. Connect
P and F. Connect M and P. Erase M
and V. Erase P and F. Now go to
room P and collect the powerful
scroll.

® Winding stair going on forever?

It's an illusion. Dispel it with the
Kulcad spell but watch your step!

Pyramid of Doom

@ Iron Statue tearing you to pieces?

In the throne room, throw rope, go
rope, then throw ruby.

@ Purple worm a pain?

Don't hang around too long —
purple worms are dangerous!
Make sure you search the dead

explorer and the pile of rubbish in
the prison cell.

Guild of Thieves

® Want to open the opaque case?

Roll a five on all the dice. Didn't you
notice that the pattern of rooms
resembles the five spot side on a
die? Shades of Tarzan and the frog
answer in Mordon's Quest! Put the
dice in the respective coloured slots
and the case will open.

Leather Goddesses of Phobos

@ Require the headlight?

In the bedroom in Cleveland, cut up
the sheet, tie the pieces together,
tie the resulting rope to the bed,
throw it — the rope — out of the
window and get Tiffany/Trent to
climb down it.

® Angling for 82 degrees?

Put the un-tangling cream in the T-
remover and see what you get. Use
the product on the special angle.

MILES BETTER SOFTWA

221 Cannock Road, Chadsmoor, Cannock,

Staffs WS11 2DD. Tel: (0543) 466577/8
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What is the difference between a

single and double sided disc, and
can | use a single sided one as double
sided?

All manufacturers aim to produce

double sided, double density discs
and the discs are then tested to see
which category they should be sold
das.

Obviously, double sided discs can
be used as single sided, but often a
single sided disc will work in a double
sided drive.

Business users who need reliability
should use high quality double sided
discs, but home users will probably
have no problems using single sided
discs in a double sided drive.

i

‘u"!."hat is the difference between
single and double density and
which should | get for for general use?

Again if all discs were of the

highest quality possible the
density would be 96tpi — sometimes
known as quad density.

During certification they are given
the appropriate labels and as with the
single/double sided question, using
the cheaper discs (in this case 48tpi)
usually works on most drives.

| —————

What does the term tpi that you
keep using mean?

Tpi stands for tracks per inch and

is the number of tracks that were
put on and read from the disc as it was-
made.

The most common sort of disc is a
double sided 48 tpi disc, usually
known as a double sided double
density disc.

Some discs are thicker than
others. Do thick discs have any
advantage over thin ones?

A There is an IBM standard that
determines everything about the
disc. including thickness. Volume
production houses and some com-
panies attempt to save money by
using thinner PVC for the sleeve.

This accounts for the variation, but if
you buy a good, branded disc you
should have no problems.

Is it OK to cut a notch and new
Q timing hole on the other side of
the disc and flip it over in a single
sided drive?

Discs designed to be flipped over
are now available and there is no
harm in using these or normal discs
with extra notches cut in the correct
places. There are stories that it is bad
for the disc to rotate backwards in its

Discs from
Qto A

Peter Davidson asks the questions.
Steve Evans, business development
manager of Micro-stat, has the answers

sleeve, but this is only true of discs with
cheap sleeves.

Is there any advantage in having a
disc that is welded all the way
round rather than just sealed in spots?

Floppy discs are often bent

slightly as they are put into the
drive. So it could be said that the spot
welded ones are better because they
allow more flexibility. It all depends
what point the advertiser wants to put
over.

| ——

Is a hub ring necessary or is it just
a gimmick that advertisers use to
make us buy their discs?

They are necessary on some

makes of drive but not those usu-
ally used on the Atari 8 bit. However, if
yvou regularly use discs with hub rings
in your drive you may find that ones
without will slip.

Are all discs made of the same
material?

Most discs are made by sticking
ferric oxide to the actual discs
using a mylar base. High density discs
for the IBM PC/AT and clones use
cobalt and a slightly different mylar
base giving them a “cobbled coating”.

What is the difference between

soft and hard sectored discs, and
can either type be used on my Atari
computer?

Both types are completely differ-
ent and not interchangable. All
modern discs are soft sectored which
means that the sectors are recognised
by software rather than by physical
attributes of the disc.
| e ——
Occasionally | have had discs that
stick in their sleeves. What causes
this and how do | avoid it?

High pressure round the edge of a
disc can crimp the disc into the

sleeve. Do not put too many discs into
a box or subject them to pressure in
any other form.

Q What does formatting do to a
disc?

Formatting “draws”™ the tracks

and sectors on to the magnetic
surface of the disc and also puts other
information that the disc operating
system needs on to it.

What does the term Clipping
Level mean?

i f liken this to dropping a ball — it

will only rise part of the way back
to where it was dropped.

When a disc is made a signal is put
on to it and the level of this signal is
100 per cent. The level that can be
read back is called the clipping level.

On bulk discs (used by software
houses for disc duplication) this level
is usually around 40 per cent, while for
a good quality disc the figure is 50 per
cent.

Disc drives respond to levels of 20
per cent and lower, so there is quite a
large margin.

What advice would you give to
Q someone purchasing a disc?

Business wusers need high

reliability and should therefore
buy discs that are certified for the use
that they intend to put them to.

Home users are more concerned
about the price, and providing back-
ups are kept, reliability is not so
important.

A reasonably priced single density
disc will probably work even as an 80
track double sided disc and even if you
have to reject some, they will work out
a lot cheaper than double sided,
double density ones.

The best way is to buy one of a par-
ticular make and see how well it per-
forms for your applications.
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THO-PLAYER
: LTGHT FIRST

Archon: The
Light and
the Dark

You are about to enter the ultimate
battle in the Universe —the struggle
between the powers of light and
darkness. The fate of the world
rests in your hands.

This is a futuristic version of
chess fought over two battle-
grounds — strategy and combat
screens. The first is divided into
squares like a chess board, with
you and your opponent taking
turns to move your pieces — legions
of mythical and legendary crea-
tures.

The combat screen is an enlarge-
ment of a strategy square occupied
by one of your pieces and one of
the enemy’s. This is a one-on-one
battle zone where opponents fight
for their lives.

The aim of each side is to control
five power points or to annihilate
the opposition. Pieces can move in
one of three ways — on the ground,
in the air or by teleporting. A useful
tip is to remember that your crea-
ture will fight better on a square of
its own colour — however, sOome
squares change colour throughout
the game.

You have control of 18 pieces in
your regiment, each having its own
characteristics and fighting skills.
This leaves room for a lot of
thought and timing to be employed
during the game. To stand a chance
of winning a conflict you will have
to learn the individual abilities of
each piece.

Each side is controlled by a pow-
erful magician — Wizard on one and
Sorceress-on the other — represen-
ting good and evil respec-
tively. Each can cast spells to affect
the game — teleport, heal, shift time
and many more.

Archon is ideal for players of

| strategy games who want just a
little bit more for their money. Just

try it and see.

NEIL FAWCETT
takes a look at
Atari’'s re-release
of some classic
arcade games

IN the January 1988 issue of Atari
User | looked back at some golden
oldies from years gone by. At the time
of the article the new Atari XE Games
System was already on sale and
there was a distinct possibility that
some of these old favourites would
re-emerge on to the software market.

However, Atari had different views
on this subject and has re-released on
rom cartridge five classic games
formerly available on disc and

Rescue on

Fractulus!

The Earth forces are at war with the
evil Jaggies who have seized con-
trol of Fractulus, the most inhospi-
table planet this side of the Kalamar
system. Up in space the brave Eth-
ercorp pilots have been holding
their own, but down on the planet’s
surface things -are looking a little
desperate.

The Jaggies have built defensive
gun emplacements all over the
craggy mountain tops and canyons
and kamikaze saucers constantly
buzz the whole area. If this isn't bad
enough the atmosphere is pure
cyanitric acid — and will burn
through your spacesuit in minutes.

However, there's always some
good news. You have been given
the newly modified Valkyrie Class
Fighter equipped with a Dirac
Mirror Shield, Etheric Navigation
System — a computer-enhanced
viewscreen which allows you to see
through the acid atmosphere — and
the AMB torpedo which will de-
stroy a target if it hits anywhere
near it.

This is the best sci-fi shoot-"em-

up crossed with a hint of flight
simulator | have played — you can
tell it's of Lucasfilm Game design
by its all-round brilliance.

it's got everything: Wonderful
graphics, superb sound effects and
even an alien nasty that hammers
on your cockpit until it breaks and
you burn to death. If you like a nice
title screen on a game take a look at
this one — it's stunning. :

The game starts with you in your
fighter looking forward at the
launch tube of the Mothership,
which is positioned above the
planet. As you launch, the tunnel
zooms towards you at high speed
until you are ejected under com-
puter control to descend through
the yellow acid atmosphere and
into battle.

Now the fun begins. Manual con-
trol is returned to you and you must
fly your V-wing fighter just like a
real plane — forward on the joystick
to descend and back to climb. Right
and left bank you in the relevant
direction. Pressing fire will launch
one of your AMB torpedoes, of
which you seem to have an ample
supply.

In addition to the joystick con-
trols you must learn some key-
board options. For those of you
who have an XE Console without
the keyboard you can use the func-
tion keys. If you are using a com-
puter like the 130XE you have a
choice of these or the actual key-
board. All the controls and much
more are explained in the excellent
manual that you receive with the
game.

Fractulus is totally addictive and
caters for the real games players
among you. If you do get it have
fun, but above all: Get those
spacers off the planet — fast.

e ——— —



cassette. They are Blue Max, Rescue
on Fractulus, Ballblazer, Archon and
Fight Night.

In an attempt to support the 8 bit
market, Atari has priced the roms at
£14.99 — | remember when a Star
Raiders cartridge cost £30 — which is
affordable by the average man in the
street.

The packaging for each is beauti-
fully presented with full colour
artwork and also included is an easy-

to-read Game Manual detailing the
scenario in full.

A point to bear in mind is that it is
very difficult to damage a rom car-
tridge. Providing you don't plug it in
while the computer is still switched
on, you will have a very happy
medium for program storage that will
last for a very long time.

Fight Night

This game helped to fill a gap that
had for a long time been ignored —
boxing simulations. Written by
Accolade last year, it offers you the
chance to create a boxer and then
‘enter into competition with other
fighters.

You have five different modes of
play — construction, main event,
sparring, training and tournament.

You control your boxer using the
joystick and have the choice of
eight different moves — guard up or
down, fake or throw a punch and
more. .

In the construction mode you can

from a range of heads, bodies, feet
and shorts — rather like Franken-
stein did — with the exception of the

create up to 24 boxers by selecting

shorts, that is. The game offers well
animated graphics and adequate
sound effects. '

It also has its amusing moments,
especially when your opponent
throws one of his special punches —
which can be anything from
spinning around to sock you one or
bopping you one on the top of your
head.

Fight Night is an amusing and
entertaining sports simulation that
will give hours of fun.

. gets going the sheer speed is

It is the year 3097 and you are
about to become a contestant in the
newest and fastest cult sports
game in the Universe. This is your
chance to become the ultimate
champion.

Strapped into your Rotofoil, a
hovercraft like vehicle capable of
speeds of up to 50 metres a second,
you must gain control of the Plas-
morb and shoot it through your
opponent’s goal.

The game uses a split-screen
similar to the one used in Speed
Ace by Zeppelin which shows a
simultaneous first-person perspec-
tive for each player. Once the game

awesome.

There are three play modes:
Regulation game, practice mode
and spectator mode. A game |asts
for three minutes and offers the
ultimate in two player, head-to-
head competition.

A very original game that offers a
challenge to both your nerve and
speed of reactions. Yet another

programming delight from Lucas-

film Games.

Blue Max

Originally released by Broderbund
software in 1983, the game is based
around the flying exploits of Max
Chatsworth, a World War | fighter
ace. You control Max — using a joy-
stick — in his fighter-bomber
biplane as he seeks revenge for the
annihilation of his squadron.
Your mission is to shoot down
aircraft, bomb ground installations
and penetrate the enemy city. Once
there you must bomb the three red
or blue flashing targets and land on
the next runway to complete the
game. Don't worry if you miss a
target — you can land and prepare
for another assault.

The main play area scrolls dia-
gonally from right to left. This,

coupled with the shadow of your
aircraft, gives an illusion of depth to
the screen. Enemy planes con-
stantly buzz you and added to this
hazard are anti-aircraft gun
emplacements which fill the sky
with a hail of flak — survival isn't
very easy.

Your biplane is very manoeuv-
rable, allowing you to adjust your
altitude at any time. This means
you can shoot enemy aircraft at any
level or reduce your height to
between 21 and 25 feet for air-to-
ground strafing runs. Be very
careful when doing this — if you
drop below 19 feet it's kaboom!

Unlike most shoot-"em-up
games, you only have one life.
However, your plane can survive
hits by enemy fire or flak a number
of times before it crashes.

A status line at the bottom of the

screen reports the plane’s con-
dition. For example, F indicates that
you have a fuel leak and G means
that your machine gun is damaged
and will only fire intermittently.
Blue Max is a fun game to play
and is very addictive. | played it first
time around and now it's available
on rom | can recommend it to
everyone. =
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Through the
Gateway

Gateways are connections to
other computers. MicroLink
has a number of these, to
British, FEuropean and
American databases, and
one which has come in for a
bit of publicity recently is
the USA-based Mnematics
Videotex service.

This offers similar fea-
tures to MicroLink, but as
it's mostly used by American
subscribers it is intriguingly
different in style.

But the number of Micro-
Link subscribers using the
gateway has made an
impact. The UK SIG (Special
Interest Group) has passed a
message on to MUG com-
menting on this, and asking
us for our ideas and reac-
tions to the service.

They also have online par-
ties; a number of subscribers
get on line at the same time
and use the Mnematics
CHAT facility to discuss
anvthing that seems worth
talking about.

So if you've ever fostered
a secret ambition to invade
America, this might be just
the way to do it.

Linkup

Most MicroLink members —
even the active ones who
regularly chat, mail and use
the Bulletin Board (BB) -

their fellow

only know
MicroLinkers as names and
numbers. And most sub-
scribers have questions and

suggestions about the
service, judging from the
enthusiastic discussions on
features and performance
that pepper the BB.

S50 how about meetings,
where users can get together
in convivial surroundings
and perhaps get to button-
hole a MicroLink official
specially imported for the
occasion? That's the idea
behind the Linkups.

So far, volunteers have
said they’ll organise Linkups
in Manchester, Birmingham
and London. As evervthing
is being sorted out on the BB,
dates, times and venues are
extremely flexible; as things
become more definite they’ll
be published in Mugshot.
And if the Linkups are as
successful as they should be,
they could well turn into
regular events.

For the latest details on
Linkups, mail MAGS95816 or
check on the board.

Umbrella
organisation

Starting a small business is
encouraged these days, but
anyone going it alone for the
first time soon discovers a
huge range of problems -
bureaucratic, financial and

Getting carried away

..is one of the reasons the
Cambridge Computer Z88
has been so popular. A
number of MicroLink sub-
scribers either have one or
are interested in the beast.
And in the tradition started
by Brian Vallot-Lewis'
(MAG11357) Archimedes
User Group, a Z88 group has
started up on MicroLink.
This one's organised by
Vance Burton. Evervbody in

the group keeps a list of all
the other members, and the
Email system makes il easy
for anyone to send a request
for help or a new discovery
to everyone else.

And if nobody in the
group can solve a particular
problem, then as soon as
Cambridge Computer comes
up with the answer it can be
distributed to everyvone,

The Archimedes group

practical — which can sap
the energy of even the
keenest start-up.

ExpertLink is a new
service aimed at both new
and established businesses.
Run along the lines of the
bulletin board, it provides
access to two teams of
experts, one based at the
University College of Swan-
sea and the other based just
about everyvwhere.

The first group consists of
professors and lecturers
with qualifications in a wide
range of subjects from law to
ergonomics. The second has
an even wider base of
experience — the MicroLink
subscribers themselves.
Many of these run small
[and not so small) busi-
nesses, and have solved the
problems themselves.

Subscribers can either
post a question for public
discussion or send it for con-
fidential consideration by
the UCS team. And anvone
can \."IIIIJI'IIEI'!'F dANSWers, or
pass on a useful confact
name, or even offer a service
themselves.,

Quick!

Your tortoise is on fire. What
do vou do? This month has
seen some more unusual
bulletin board entries, some
of which could conceivably
solve vour problem.

For owners of incan-
descent reptiles, either the

has been doing great things
since its inception. Dis-
counts for members on a
range of commercial sofl-
ware have been arranged,
and contact made with
several suppliers. It must
also be the only nationwide
discussion forum which is
entirely free from commer-
cial considerations; the only
people making the news are
the users themselves,

THE INDEPENDENT

MicroLink User Group
NEWSLETTER

Tortoise Trust (MAG36331)
which has been offering
advice and leaflets on the
care of the beasts or the Mer-
seyside Fire Museum [MAG-
100518), which consists of
keen fire engine enthusiasts,
might sort things out.

Other ideas currently
under discussion on the
board are chess games via
Email, a poetry corner, and
genealogy with computers.
Someone's even trying to sell
their latest music album;
while MicroLink has made
nobody a rock star yet
there's always the first time.

More mundane matters
managed to get sorted out,
like how to send mail to New
Zealand or how to download
software to an IBM PC. It
just goes to show; all you
have to do is ask.

Shots in
the dark

This page of news has to be
prepared weeks in advance
of publication — an inherent
problem with such archaic
technology as ink and paper.

Things change fast on
MicroLink. So a weekly
MicroLink User Group
newsletter is published on
the system itself. This can
reflect what's happening
faster, as well as dealing
with individual problems,
provoking discussions
(hopefully!) and giving
updates on new features.

It's called Mugshot. Writ-
ten by Rupert Goodwins
(MAGY95816) it's posted on
the Bulletin Board (=BB) in
the MUG category late on
Sunday evening each week.

It's also sent via
MicroLink/Telecom Gold
electronic mail to a list of
people who would rather get
a copy mailed to them than
use the BB. This also means
that Telecom Gold users
who aren’t MicroLink subs-
cribers can see what they're
missing. Again, contact
MAG95816 if you fall into
the latter category,

Suggestions of material for inclusion in the MUG Newsletter should be
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Lodesagold

Product: Lode Runner

Price: £18.93 (Cartridge)

Supplier; Software Express,
514-516 Alum Rock Road,
Birmingharn.

Tel: 021-328 3585

MANY years ago when | first
got my Atari 800 and 810
disc drive | bought a game
from America called Lode
Runner. At the time it was a
disc-only game, and | used
to make my tape deck-
owning friends go green
with envy every time |
played it.

For me it is one of Broder-
bund's greatest games and
now it has been released on
rom cartridge everybody
can play it.

The storyline involves
your exploits as a highly
trained Galactic Commando
charged with returning a
vast hoard of gold stolen by
the power-hungry leaders of
the repressive Bungeling
Empire.

You have just discovered
the enemy’'s secret subter-
ranean catacombs and you
must make your way into

them and recover the gold.
It is stored in several loca-
tions ranging from the pock-
ets of the guards who chase
you to lying on the floor or
buried in the walls.

You will have to dig your
way into the walls to get at it
— but be careful, it's very
easy to entomb yourself.

You have been equipped
with a laser drill pistol that
allows you to dig holes in
the floor in which to trap the
guards.

When they fall in they
drop any gold they are car-
rying, allowing you to
collect it. But be wvery
careful, if you fall down your
own hole they'll get you or
cover you with earth.

Once you have collected
all the gold from a particular
level you will hear a short
tune "and a ladder will
appear leading to the top of
the screen. Climb up it to the
next level.

The best part of the game
is that you can create your
own screens. This means
the only restriction to the
playability is your own
imagination — the more you

Watch out for the meanie in the middle

ririririririr)

Take care — it's easy to-get entombed

keep designing the longer
the game goes on. If you
want to keep your newly-
created levels you must
have a disc drive attached
containing a blank, newly
formatted disc.

Even if you don't fancy
designing your own screens
the 150 levels which the
game features will keep you
occupied for a very long
time. The packaging says
there are only 75 but
someone has miscounted.

Your lode runner can be
controlled by a joystick in
port one or by the keyboard.
| found the latter offers more
control when you're in a
tight situation. To change
this option press Control+L
at any time.

When you start the game
you are given five lives but if
vou press Control+F it will
increment this number to a
maximum of 255 which is
more than enough.

You can also alter the
speed of the game by press-
ing the cursor left or right
keys.

Control+A will sacrifice a
life if you are trapped, Con-

trol+D will toggle which
direction your drill works
when you press fire and
Control+R will end a current
game. If you press Con-
trol+U it will advance you
one game level,

The handiest feature can

‘be accessed at the main title

screen by pressing Select.
This will move you into the
Play Level select option
where you can move the
joystick up or down to play
any of the 150 screens.

The graphics and sound
effects are average and the
game's strength lies in its
playability. Never have |
been as addicted to a game
as | was with Lode Runner.

Addictiveness, playability
and the option to design
your own screens make it a
winner in my books. If you
like a challenge buy Lode
Runner, you won't be disap-
pointed.

Ray Sharp
SO i 5
Graphics.. ... imemenmnnnnnes 7
Playability ........cccoieiiainc 10
Value for monay................. 9
T e R e g
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Product: Cops ‘n" Robbbers

Price: £1.99 tape

Supplier: Atlantis Software
Limited, 28 Station Road,
London SE25 5AG.

Tel: 01-771 8642

IN Cops ‘n’ Robbers from
Atlantis you play the part of
the infamous jewel thief Fin-
gers Lonegan who is about
to break into the Acme
Diamond Company and
steal all the uncut diamonds
which are lying around.

There is also an abundant
supply in the mine, which is
rumoured to be haunted by
ghosts.

Your problems start when
you set off a burglar alarm
which brings the police on
to the scene and they are

Tasteless trivia

now combing the area look-
ing for you.

You have a .45 Magnum
and a limited supply of
bullets with which to shoot
the police as you make your
way through the buildings.

Now shooting policemen
is not my idea of a good
thing to teach children to do.
Aliens from a distant planet
OK but not your neighbour-
hood bobby.

However back to the
game. After you have collec-
ted the diamonds you have
to take them back to your
getaway car.

Your perspective of the
game shows a plan view of
the mine and buildings with
a side view of your man
which unfortunately makes

the game look very childish.

The graphics are pathetic
and the sound effects
dismal. The game is play-
able but not for long.

It appears to have been
thrown together quickly to
get it on to the market. Sadly
for the author and the com-
pany involved, it's a dis-
aster.

Ray Sharp

SRS
Oz B
ATLANTIS memmm

o T e e e e 2
Graphics........ccconsermsnmssnsssss 2
Playability ......... PO S 3
Value for money ........c........ 0
CVEral......ccocommsimaiiciisisinns £

Product: Spooky Castle

Price: £1.99 tape

Supplier: Atlantis Software
Limited, 28 Station Road,
London SE25 5AG.

Tel:01-771 8642

OVER the years the heroes
of many games have had
stupid names. But in Spooky
Castle from Atlantis | feel
they have gone too far. How
do you fancy being called
Gormless Gary?

Now for the story. The
beautiful Princess Clare has
been abducted and
imprisoned by demonic
ghosts deep within a castle.

Rather unwisely King
Michael has offered her
hand, and only her hand, in
marriage to the person who
finds and brings her back.

The local village idiot —
that's you — decides to
undertake this hazardous
mission. S0 you journey
through the castle trying to

avoid rabid bats which drain
your energy and the deadly
ghosts.

One thing not mentioned
on the cassette inlay is that
you can fall off the battle-
ments if you get your jump
wrong. There were times
when | thought | had got it
right, but still died. A bug in
the program?

But don't worry too much,
there is always something
to help you. Potions and
crosses which give you
extra energy and lives are
scattered around.

The 17 rooms that you
visit are locked and each
contains the keys that will

Ghosts and ghoulies

allow you to leave them.
You start with five lives —
and you'll need every one.
Even though this is a
budget game | found myself
wondering if it was really
worth the price. The
graphics are below average
and the sound effects are, to
be honest, boring.
However, the main prob-
lem is that it is so difficult to
play. Instead of getting
steadily harder as the game
progresses this one starts
by being difficult and rapidly
becomes impossible.
| like a game that chal-
lenges my gamesmanship,
but | soon tired of this one.
It is another platform
game in the same mould as
Ghost Chaser but not as
good. The ridiculous timing
often required annoyed me,
and I'm sure there could
have been a better title
design than just a Graphics
0 screen with writing on it.

So, the mascocists among
you may spend your £1.99
on it = but don’t blame me if
you end up in a padded cell
through sheer frustration.

Pete Wheeler
LR R (SR 5
GrapRiCs.....ccccoeiieiniessssnssnseas ]
Playability .......ccccceoeerieiieeas 4
Value for money ...........c..... 2
CWVOIBH ... . corersrsrsnnmnnmnmssasssan 4
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Program: Jinxter

Price: £19.95

Supplier: Rainbird, 1st Floor,
74 New Oxford Street,
London WCTA 1PS.

Tel: 01-379 5683

THIS is your lucky day. Just
when you might have begun
to think the supply of good
Atari adventures had all but
dried up, along comes
Rainbird with a magnificent
offering.

Jinxter sets you loose in a
puzzle-filled universe where
your luck is all that stands
between your success and
failure.

The nasty green mag-
icians have snaffled a mag-
ical charm bracelet, dis-
mantled it and scattered the
lucky pieces around the
country. Your job is to
recover them and save
civilisation.

You'll have some help if
you get into any fixes. A
Guardian From Beyond The
Realms Of Time is never far
away but he's not at all what
you might think.

Imagine a morose Arthur
Daley who has little else but
cheese sandwiches on his
mind, wears a herringbone
overcoat, and uses such
literary expressions as
“wossname’’, “narmean’’
and “"doodah’ and you'll
have some idea of this
sullen but wvery funny
character.

As Jinxter has been writ-
ten by Michael Bywater of
Punch and the Magnetic
Scroll’s team — the latter
responsible for the award
winning Guild of Thieves
and The Pawn - you might
expect it to be imaginative
and funny. And it is — very.

The adventure comes on
two discs and features full-
screen size, attractive black
and white graphics of
several of the locations.
These pictures can be
scrolled up and down at will
— they simply overlay the
text — by use of the Start and

55
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By Magnetic Scrolls

Every Silver Lining Has A Cloud. .

Select keys.

The game is expansive —
far too big to be crammed
into the Atari's memory all
at once — and so makes fre-
quent accesses to the disc.
This naturally retards pro-
gress somewhat, but you
can speed things up con-
siderably by switching off
the graphics.

You begin on a bus and,
depending on how you
handle the ticket inspector
and where you decide to get
off, you should soon find
yourself at Never Ending
Lane.

At this point the Guardian
should put in his first
appearance. He will pop up
from time to time, particu-
larly when you are in diffi-
culty.

In fact, an unusual feature
of this adventure is that you

can’t get killed. Well, there is
just a teeny exception to
that rule but I'll let you dis-
cover it for yourself.

Whenever you're in
danger of shuffling off this
mortal coil, up pops the
Guardian either with some
timely advice or to haul you
out of your tribulation.

But beware, every time he
assists in this way or you
put a foot wrong, you'll use
up a bit of your luck — and
you'll need it all for the
denouement.

Magic features promi-
nently in Jinxter. Every
charm you find has its own
magical ability, and the
spell/charm names are like
nothing you've seen before
in an adventure.

Watchercallit, Doofer,
Oojimy, Thingy and Doodah
are the names of the

which contains,

charms, and those are the
words that you’ll have to
use to work your magic.

There are lots of imagin-
ative puzzles and stimu-
lating sequences in Jinxter.
In particular, you'll enjoy
solving the riddle of the
bakery where you won't be
allowed to leave until you've
baked a decent loaf of
bread.

The game is packed with
wit and humour and has the
most richly detailed and
fulsome prose seen on your
Atari.

The command parser is a
delight to use and the
vocabulary seems huge -
having a response for
almost everything in the
game.

The usual ability to save
and load a game state are
included - and vou're
certainly going to need
them to complete the epic
with full marks.

The program is hand-
somely boxed and comes
with an adventure reference
card, a copy of the the
Independent Guardian -
among
other things, a host of coded
clues, a staff memo and a
beer mat advertising Old
Moose Bolter ale.

Jinxter is a hoot from
beginning to end and is the
best adventure for the Atari
since Guild of Thieves.

Rainbird and Magnetic
Scrolls are clearly the tops
when it comes to adven-
tures for your 8 bit Atari, and
Jinxter confirms their
deservedly high reputation.

This one has hit written all
over it. Buy it without a
moment’s delay - this really
is your lucky day!

Bob Chappell
Presentation................... 9
Atmosphere.................... 9
Puzzlement................... 10
Value for money............. g
Overall..........ccovmeeuueane-.. .9
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To make sure the Atari 520 STFM
only plays games that are worthy of it,
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Only the Atari Summer Pack gives you the world's best home computer plus the world's best games

Twenty-two software titles that most people would give their right arms for, are yours absolutely free
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we’re giving you
£400 worth free.
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£399.99! But only until September 1st. What are you waiting for?

There's no catch. You really do get a 520 STFM and £414 worth of great Jlk ATA "N
games for just £ - -




e rainbow

LEN GOLDING continues his Basic series
by looking through the graphics window

THIS month we depart from the
familiar pProgramming screen and
embark on a journey into the world of
multi-coloured graphics. We’ll explain
how to print coloured letters, num-
bers and symbols anywhere on
screen, using COLOR and PLOT, and
how to change their colours with the
SETCOLOR command.

Let's start by examining the new
screen format. Try running this
program:

10 GRAPHICS 2
20 PRINT #6;fesh

The screen splits into two — a large

black area at the top and a smaller -

blue area at the bottom. The black
area contains the word TEST in large,
upper-case, multi-coloured letters
while the word READY appears in the
blue area.

The black area is" known as the
graphics window — the small blue area
is the text window. A normal PRINT
command will always send its output
to the text window, which is why the
READY message appears down there,

If you want to print anything in a
graphics window, you must specifi-
cally instruct the computer to do so —
that's what the #6: is all about.

PRINT #6; always means: Print to
the Graphics window. You can't use
this command in Graphics 0, because
its entire screen is one big text
window, so there's nowhere for
graphics data to be displayed.

You can remove the text window
from Graphics 1 and Graphics 2
screens by adding 16 to your
GRAPHICS command number. This
will give you a slightly bigger
graphics-only window. Try changing
line 10 to:

18 GRAPHICS 18

and run the program. The result is a

bit odd: The screen goes briefly dark
all over and, if you're quick, you might
just see TEST printed as before, but
then the screen returns to Graphics 0.
It does this because Basic has to
print the READY message some-
where. If there's no text window open,
it automatically jumps back into
Graphics 0. This isn't normally a prob-
lem since games and other real pro-
grams never come to an end — there's
always some kind of loop which keeps
them running indefinitely. You can
simulate this by inserting an infinite
loop into our short test program:

10 GRAPHICS 18
20 PRINT #6; fes@
3@ G0TO 30

Now the screen will stay in Graphics
18, but the computer is com pletely
tied up. You have to press Break or
Reset to regain control. Basic will then
transport you back to Graphics 0.

You'll get a similar result if there's
no text window open when Basic tries
to execute an INPUT command, or if a
reportable error occurs. For this
reason, it's always best to keep the
text window while you're developing
a program.

Graphic Modes 1, 2, 17 and 18 allow
you to print letters and other keyboard
characters on screen, but YOu can use
only the upper case or the lower case
set at any one time. However, the text
is larger than in Graphics 0 and you
have four colours to play with. Table |
shows the screen characteristics for
the four new modes.

Text in a graphics window will nor-
mally be printed in upper case unless
you switch to a different character set
— as we'll explain shortly. If you try to
print lower case or inverse letters they
will still come out in upper case, but
the colour will change.

Upper case letters will give you

E
-
L
E
*
@
*
L
®
#
»
»
L
2
*
E
s
-
-
&®
=
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Series

Colour |Default| Characters affected by
register |colour this colour register

Sample SETCOLOR command
(using the default
colour values)

0 Orange| Upper case letters
and numbers

SETCOLOR 0,2,8

1 Yellow | Lower case letters
and brightness of text
in the text window

SETCOLOR 1,12,10

2 Blue Inverse numbers, inverse
upper case letters, and
text window background

SETCOLOR 2,94

3 Violet |Inverse lower case letters

SETCOLOR 3,4,6

4 Black |Graphics window background SETCOLOR 4,0,0

Table |- Colour in Graphic Maodes 1 and 2

orange, lower case yellow, inverse
upper case blue and inverse lower
case violet.

These default colours can be changed
using the SETCOLOR command —
Table | gives all the relevant infor-
mation.

Can you see now why the word
TEST came out as it did? Try changing
the program so that the word is
printed all in orange, or all in yellow.

The POSITION command works
very nicely with graphics windows so
long as you stay within the screen
boundaries. For example:

18 GRAPHICS 1
28 POSITION 9,9
10 PRINT #6;'test’

will print TEST in yellow upper casé
letters in roughly the centre of the
screen. But you can't use POSITION to
place characters in the small text
window.

If you want to produce any non-
standard layout down there you'll
have to build it from scratch, using
PRINT to start a new line and spaces to
shift text horizontally.

Commas and semicolons will con-
tinue to work as PRINT statement
modifiers in both text and graphics
windows:

18 GRAPHICS 2
28 PRINT "N",'B%"C

In each case the comma causes a

jump of 10 character widths to the
right.

The LOCATE command also works
well, but it doesn't behave in quite the
same way as it did in Graphics 0.
Instead of just returning an Ascii code
LOCATE also tells us the letter’s
colour. This will be easier to under-
stand if we first look at two new Basic
commands: COLOR and PLOT.

it's unfortunate that COLOR — note
the spelling — and SETCOLOR look so
similar, since they really have very
little in common. Unlike SETCOLOR,
the COLOR command does not
change a colour register: Instead, it
specifies the parameters to be used in
a PLOT statement. -

Confused? Let's look at it in more
detail.

COLOR and PLOT always go hand-
in-hand. In Graphics 1 and 2, COLOR is
used to select a particular character/
colour combination. PLOT is then
used to position that character on
screen and print it. For example:

COLOR 65: PLOT 9,4

means something like this:

Select the character whose character/
colour code is 65, then print it, in the
specified colour, at coordinates 9,4 of
the graphics window.

You can see that PLOT behaves
rather like a combined POSITION and
PRINT#6: statement. It's more con-
venient because once you've specified
the COLOR parameter you can PLOT it
as many times as you like, to different

Turn to Page 34 &
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4 From Page 33

positions on screen. But how do we
know what COLOR code to choose for
a particular character/colour combin-
ation? For the answer — look it up in
Table Il

The only colours you can choose
from are those currently held in colour
registers 0 to 3. Let's assume that they
are holding their default colours,
shown at the top of gach column in
Table Il.

We're using the upper case charac-
ter set, so ignore the lower case (LC)
columns for now. Every one of the 64
upper case characters gives you a
choice of four different code numbers,
each corresponding to a different
colour. The code for a yellow lis 1, a
blue ? is 191 and an orange A is 65. So

COLOUR REGISTER

| © 1 2 3
ange | Yellow| Blue Violet | OC |LC
32 1] 160 |128 »
33 1 161 129 | °
34 2 162 130 | " ]
35 3 163 (131 | & | 4
3& 4 164 |132 | s | 4
37 5 145 |133 | % ]
3B & 166 (134 | & | 7
19 7 1687 1135 ] " | ™
40 B8 168 |13&6 | ( | 4
41 9 169 |137 |? sl
42 10 170 (13B | * | =
43 11 171 139 | + -
44 12 172 J1a0 ). "
45 13 1735 J1ar 1= |~
a& 14 174 1142 | = | =
a7 15 175 143 | F | =
48 16 176 |144 | O | 2
49 17 177 145 |1 | -
S0 18 178 146 | 2 | =
=1 19 179 (147 | 3 | #
52 20 180 |148 | 4 -
53 21 181 |149 |5 | =
54 22 182 [150 | & |}
55 23 183 |[151 |7 |+
5& 24 184 1s2|8|*
57 235 18s (153 |9 |10
=1z] 26 186 |154 | | *
59 27 187 t P | &
&0 28 188 |15& | < | T
&1 29 189 157 | = | +
&2 30 190 |1SB8 ]| > | +
&3 31 191 159 | 7 | +

Table Il: Character codes used
with the COLOR command

if you run this program:

1@ GRAPHICS 2
59 COLOR 65:PLOT 9,4

you will get an orange letter A printed
at centre screen. |f you change the
COLOR number to 225, the A will turn
violet.

Experiment with different values in
the COLOR and PLOT commands until
you feel comfortable with the upper
case character set and can print any of
the 64 characters, in any of the four
colours, anywhere on screen.

@ That's enough for now. Next month
we'll take another look at the LOCATE
statement and give you @ simple game
to demonstrate the techniques we've
covered so far.

COLOUR REGISTER
3.

4] 1
Orange | Yellow Blue |[Violet

| (¥

&4 & 192 | 224
&5 97 193 | 225
&b T8 194 | 226
&7 99 195 | 227
&8 100 | 196 | 228
&9 101 197 | 229
70 102 | 198 | 230
71 103 | 199 | 231
T2 104 | 200 | 232
T3 105 | 201 | 233
74 1046 | 202 | 234
TS 107 | 203 | 235
ri- 108 | 2048 | 236
77 109 | 205 | 237
78 110 | 206 | 238
79 111 | 207 | 239
80 112 | 208 | 240
81 113 | 209 | 241
B2 114 | 210 | 242
83 115 | 211 | 243
B4 114 | 212 | 2445
85 117 | 213 | 245
B& 118 | 214 | 2486
a7 119 | 215 | 247
B8 120 | 216 | 248
av 121 | 217 | 2a%
0 122 | 218 | 250
71 123 | 219 | 251
2 124 | 220 | 252
3 t 221 | 253
94 126 | 222 | 254
5 127 | 223 | 255

>u-"'HH{H‘E‘ZC-!U'-Iﬂﬂ'ﬂﬂ:‘lrﬂHHIm‘ﬁmUnﬂhl b1

uc = Upper-case set
LC = Lower-case set
t These codes are not used
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Programming becomes so much easier when you've got
the right tools for the job. With this Atari User package
you can add TEN new commands to Atari Basic to
dramatically improve your performance. PLUS your
Atari will generate meaningful error messages

instead of cryptic numbers.

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

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

Converts

et numbers
renumbers between
your BasiC begeiegn

hexadecimal
and binary.

£5.95 tape
£7.95 disc




Gel it

right!

For new and old readers alike we reprint our superfast
checksum program and explain it in detail

A number of readers have written
asking what the strange tables of fig-
ures alongside each listing in the
magazine are used for. Well they're
designed to show you where an error
is in a line you have just typed in.
They work in conjunction with a
special program last printed in the
November 1987 issue of Atari User.

Since probably quite a number of
new readers won't have seen the
original article we have decided to
reprint it for their benefit and for those
of you who missed it the first time
around. In fact, this version is slightly
shorter, since it no longer stores the
256 byte buffer area — which was in
any case overwritten by data as soon
as the program was used.

Get It Right Il is a checksum
generator program written completely
in machine code for high speed oper-
ation and ease of use. There is no
need for you to constantly save and
reload your program since it sits per-
manently in memory always ready for
use.

In addition it does not require the
use of page six, or indeed any of the
zero-page locations, making it com-
patible with almost any program you
might type in.

The first thing you need to do is type
in the program listing. This is a fairly
simple Basic program which will
create a boot cassette or autorun disc
containing the Get It Right routine
itself.

You should be especially careful
when typing in the DATA statements
since they contain machine code
routines which must be entered ac-
curately for the program to run at all.

When you're sure you've typed it in
correctly, run the program and you
will be asked if you want to make a
cassette or disc version. Press C or D
accordingly and the computer will
prepare the appropriate machine
code. This will take roughly 40
seconds. Cassette users should now

To make a GIR Il disec version

@® Format a new disc and write
your own choice of Dos files to it
— for example using the H option
on the Dos 2.5 menu

@® Boot the system with this disc in
place

® Type in and run the program.
Select option D for disc

® The file AUTORUN.SYS will be
written to the disc in drive one.
This disc will now become your
GIR Il Master Disc.

You could create a different

filename by altering line 3030 — see

vour Dos manual for possibilities.

_place a fresh tape in the recorder and
wind it to the beginning.

When you hear the two beeps press
the Record and Play buttons followed
by the Return key. The computer will
now create an autoboot tape version
of GIR Il for you. This will take another
45 seconds.

Disc users should make sure there is
a formatted Dos disc in drive one with
at least 10 free sectors available for
the AUTORUN.SYS file which will be
created. This disc will become your
new boot disc so you should have
already written any Dos files you
require to it — Option H on the Dos 2.5
menu.

This checksum routine has been
designed to work with most types of
Dos with a LOMEM value below $3000
=such as Dos XL or SpartaDos—and it
will automatically adjust itself to suit
your particular memory configuration.

If you don't wish to save the final
program as an autorun file you could
alter the filename on line 3030 to suit
your own system. SpartaDos users
could call the file D:GIR.COM and
access It when required by simply
typing GIR from the command
processor.

From this point on you won't need

the full Basic program again. Instead
you should use the master disc or
boot tape which you have just created
each time you power the system up.
The disc version is automatic — simply
turn the computer on with your newly-
created GIR Il master disc in drive one
and the checksum program will load
into memaory.

Cassette users should place their
new GIR Il boot tape in the recorder,
rewind it to the beginning and press
Play. Then turn the computer on while
holding down the Start button and
press Return after the beep. Loading
will take about 45 seconds, after which
the checksum program will initialise
itself. You should not hold down the
Option button when loading GIR Il

After loading is complete using
either disc or tape you will see the
message:

GET=1T-RIGHT=I1 _ Loaded 0K
READY

followed by the normal
prompt.

Obtaining a checksum from the new
sysiem couldn't be simpler. After
you've typed in the Basic program you
wish to check you should enter the
command:

LIST “B:"

and the checksum will appear on the
screen.

To momentarily stop and start it
simply use the Control+1 keys in the

To make a GIR Il cassette version

@® Type in and run the program.
Select option C for cassette

® Rewind a fresh tape then press
Record and Play. Hit Return
when asked

® The program will take about 45
seconds to save. This will now
become your GIR Il Master Tape
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same way as you would with any
other listing — or hit the Break key to
abort it completely. Alternatively you
can specify output to a printer by
entering:

L15T "&: P

You will notice that each line con-
sists of three parts. The first is the line
number in question followed by the
actual three-digit checksum. This seg-
ment is the most important since it
will always match the value printed in
the magazine if you have typed the
entire line correctly.

The final digit on the line — enclosed
in brackets — is a special cumulative
check digit. This gives a quick estimate
of the running total of the checksums
given so far in the listing. Any lines
following one containing an error will
also have the wrong cumulative digit.
You can use this feature to help you
find any errors by simply looking
through this final column until you
find a mismatch.

You will notice that most checksum
lines consist of both numbers and let-
ters, but don’t worry — there won't be
any eight's to confuse with zeros, or

® To checksum a program to the

screen, use:
LIST “G:"

® To checksum a program to the

printer, use:
LIST “G:P"

® To checksum a single line to the

Screen, use:
LIST “G:" , line-no

® To checksum a single line to the

printer, use:
LIST “G:P” , line-no

® To checksum a range of lines to
the screen, use:
LIST “G:" , first-line-no , last-
line-no

® To checksum a range of lines to
the printer, use:
LIST “G:P" , first-line-no , last-
line-no

indeed any other tricky digits such as
one and the letter |, zero and the letter
O or two and the letter Z. These are
always avoided by the program.

To make typing easier for you,
anything coming after a REM state-
ment will be ignored by GIR Il. Thus
the two lines:

18 REM THE FIRST LINE

and:

18 REM

would produce the same checksum
value — CP1. However, don't feel
tempted to leave the line out

To load GIR Il from tape — every

time you turn the computer on

@ Place your GIR Il Master Tape
into the cassette recorder,
rewind it and press Play

® Turn on the computer while
holding down the Start button —
but NOT the Option button

@ After the single beep press the
Return key

® Wait for the Loaded OK message
and the READY prompt.

completely because the program
might need to branch to it using a
GOTO or GOSUB statement.

You can even use GIR Il to test
individual lines — such as a block of
DATA statements you might have
been having trouble with. To check a
single line — say 1000 — type:

LIST "6:", 1000

and to check a block of lines (say 100
to 500) type:

LIST "6:",10@,588

However, don't forget that the
cumulative check digit will be incor-
rect in such cases as it obviously can’t
know what the values from the
previous lings would have been.
When checking through selected lines
of a program, ONLY look at the main
three-digit part of the checksum.

Both cassette and disc versions are
completely protected from accidental
erasure — typing NEW or pressing

System Reset will not harm them at
all. In fact, apart from the fact that your
free memory space has been reduced
by 882 bytes, you will probably never
even notice that the checksum routine
is loaded.

Dos 2.0 and 2.5 users should note
that going to the Dos command menu
will overwrite the memory space used
by Get It Right Il. In order to retain the
routine when returning to Basic you
should make sure you have enabled
the MEM.SAV facility on your boot
disc. This is the default condition
when using Dos 2.5 with a 130XE
ramdisc.

More advanced programmers might

. be interested in the assembler source

code listing for Get It Right Il which we
printed in the December 1987 issue of
Atari User. See Page 61 for the back-
issue order form.

® So that's it — a faster and much
improved checksum program. As you
will have noticed, all program listings
in Atari User are accompanied by GIR
Il checksum tables, so hopefully even
more of you will now find it even
easier to get it right.

To load GIR Il from disc — every

time you turn the computer on

@® Place your GIR Il Master Disc
into drive one

® Turn on the computer. Do not
hold down either the Start or
Option buttons

@® Wiait for the Loaded OK message

and the READY prompt.

1 REM #edwdhmahdmbhihdsdhinbnannits
2 REM

5 REM GET-IT-RIGHT: VERSION 2.1

& REM COPYRIGHT: ATARI USER 1983
5 REM WRITTEN BY: ANDRE WILLEY

6 REM VERSION DATE: 11/4/B8

7 REN

E REM wsdwdkksdhinrmdhemhddbdbddnasn
9 REM

58 DIM AS(4BOR) :AS(1)=CHRS(D) :AS(40R0)
=CHRS(D) :A$(2) =A%

180 GRAPHICS @:POKE 752,1:7 :7 "GET-IT
=RIGHT 11 CREATOR PROGRAM V2.1

118 2 :2 * Copyright (C) Atari User,
1988
|l AL g B Written by Andre Wi
Lley*

1387 =% 27027 #% " CREATE CNSSETTE (
C) OR DISC (P)Y;

160 POKE 764,255:ADD=ADRCAS)

150 IF PEEK(764)=58 THEN 28@:REM DISC
160 IF PEEK(764)=18 THEN 3@0:REM CASS
178 60TO 150

200 RENW DISC

218 7 CHRS(156);
LEASE WAIT";

220 REST=500:605UB 4@@
230 REST=1008:G0SUB 4@
248 REST=TO@:G0SUB 400
230 SITE=ADD-ADR(AS)
260 GOTO 3820

READING DATA -- P

300 REM CASSETTE
310 7 CHRS(T56);"
LEASE WAIT";

320 REST=4P@:605U8 4P@

330 REST=10@0:605U8 408

340 REST=800:605UB 400

350 SIZE=PEEK(ADRCAS)+1)%128

340 GOTO 3P0

LB@ REM READ DATA INTD MEMORY

G180 CHE=R:MULT=1:RESTORE REST:POKE T64
235

420 READ A:1F A=-1 THEN 44D

438 IF A=500 THEN ADD=ADD+256:60T0 420
L&D POKE ADD,A:ADD=ADD+T:CHK=CHE+ (AMU
LTI :MULT=MULT#1:1F MULT>8 THEN MULT=1
450 GOTO 420

L6@ READ A:IF A=CHK THEN RETURN

7@ % :? % :7 "DATA ERROR SOMEWHERE A
FTER LIME ";REST:? :7 “e#% PLEASE CHEC
K EACH DATA LINE ###':7 :END

58@ REM DISC HEADER

518 DATA 255,255,0,48,205,52,-1,2294
600 REM CASSETTE HEADER

618 DATA @,18,25@,47,2085,52,-1,2295
700 REM DISC FOOTER

710 DATA 76,52,58,255,255,224,2,225,2,
B,i8,-1,5929

BO@ REM CASSEFTE FOOTER

B18 DATA 165,12,133,2,165,13,133,3,1¢60

Turn to Page 38 »

READING DATA -- P
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— Utility

4 From Page 37

P2 169,236 ,145,2,136,16,251,24,96,-1,6
465

990 REM MAIN PROGRAM DATA

1000 DATA 76,61,52,27,48,75,48,81,48,8
§,48,75,48,75,48,76,76,48,0

1818 DATA 0,0,0,0,0,0,0,0,8,169,0,141,
18,48,141,21,48,160,2,177,36,2081,58,20
8,3

1820 DATA 208,177,36,201,155,240,20,20
1,83,240,16,201,69,240,12,201,80,2048,5
L161,25,48,260,8,160

1830 DATA 139,96,169,83,141,25,48,140,
1,96,1608,137,96,168,146,96,172,21,48 1
92,255,240,243,153,116

1040 DATA 5@,201,155,24@,35,238,21,48,
208,228,168,162,8,173,25,48,201,80,240
L10,173,7,228,72,173

1058 DATA 6,228,72,152,96,173,55,228,7
2,173,54,228,72,152,96,160,8,140,21,48
L160,19,48,140,20

1068 DATA 48,140,24,48,140,22,48,148,2
3,48,240,106,160,255,200,185,116,50,29
1,155,240 ,4,201,32,208

1070 DATA 244,192,5,176,14,14D,26,48,1
69,32,32,104,48,172,26,48,200,208,2338,
168,8,140,26,48,185

1088 DATA “116,50,201,32,240,13,2081,155
(240,9,32,104,48,172,26,48,200,208,233
»169,32,32,104,48,173

1898 DATA 2@,48,61,124,74,74,168,185,1
7,50,32,104 ,48,173,28,48,41,3,18,18,18
61,26,48,173

1180 DATA 19,48,41,224 74 ,74,74,74,74,
13,26,48,168,185,17,50,208,9,185,114,5
B,201,155,240,143

1110 DATA 208,63,32,106,48,173,19,48,4
1,31,168,185,17,50,32,104,48,169,32,32
o104 ,48,169,40,32

1120 DATA 104,48,173,18,48,41,31,168,1
B5,17,50,32,104,48,169,41,32,104 48,16
9,155,32,104 48,152

1130 DATA 72,169,8,168,153,116,50,208,
208,250,106 ,168,96,240,184,152,72,136,
136,136,185,116,58,281,58

1140 DATA 240@,4,201,32,208,28,162,3,20
@,185,116,58,221,9,50,208 17,202,288 ,2
b4, 106,168,173,23,48

1150 DATA 208,82,173,22,48,208,77,240,
145,104 ,168,185,116,50,2081,34,208,17,1
73,22,48,208,61,173,23

1168 DATA 48,73,1,41,1,141,23,48,208,4
9,152,72,136,136,136,136,185,116,50, 20
1,58,248,4,201,32

1170 DATA 208,38,162,4,200,185,116,580,
221,12,50,208,19,202,208,244,173,23,48
,208,11,169,1,141,22

1180 DATA 48,208,4,169,0,240,137,106,1
68,169,0,141,27,48,185,116,50, 141,26, 4
8,174,24,48,240,9

1198 DATA 14,26,48,46,27,48,202,208,24
7,173,18,48,71,27,48,77,26,48, 141,18 4
8,173,19,48,24

1200 DATA 109,26,48,141,19,48,173,20,4
8,109,27,48,141,20,48,200,286,24,48,16
L188,169,7,141,24

1210 DATA 48,208,181,77,69,82,65,84,65
,68,79,49,50,51,52,53,54,55, 56,57, 65,6
7,68,69,70

1320 DATA 71,72,74,75,76,77,78,88,81,8
2,83,84,85,86,87,88,89,32,52,18,160,0,
185,26,3

1230 DATA 240,40,201,71,240,7,200,200,
200,192,33,208,240,169,0,141,231,2,133
,14,133,128,169,8, 141

1248 DATA 232,2,133,15,133,129,162,9
69,8,157,18,48,202,16,250,96,169,3,1
,27,3,169,48,153

1250 DATA 28,3,169,71,153,26,3,208,210
,500,16,48,93,48,160,48,194,48,84,49
1380 REN 256-BYTE BUFFER AREA HERE
1360 DATA 98,49,125,49,155,49,169,49,2
03,49,7,49,68,49,227,48,2,49,25,49,47,
49,180,48,205

1370 DATA 48,216,48,230,48,16,49,28,49
,38,49,50,49,55,49,60,49,33,49,101,49,
172,49,31,48

1
53

" 1388 DATA 140,48,143,48,219,48,233,48,

264,48,19,49,41,49,223,49,232,49,235,4
9,2462,49,245,49,251

1390 DATA 49,3448 ,86,48,100,48,137,48
L169,48,116,49,132,49,187,49,152,48,11
1,69,137,49, 144,49

1400 DATA 180,49,146,48,209,49,255,49,
6,50 ,64,48,74,48,108,48,175,48,183,448,
191,48,208,48,241

1418 DATA 48,254,48,206,49,214,49,229,
49,239,49,200,49,217,49,226,49,248,49,

93,50,3,48,5,48

1420 DATA 7,48,9,48,11,48,13,48,0,0,15

5,199,197,212,173,201,212,173,218, 201,

199,200,212,173,2@1

1430 DATA 281,32,45,32,76,111,97,.100 1

g1,188,32,79,75,155,155,08,169,60,141,2

211, 1608,08,152,72

1440 DATA 185,30,52,260,8,32,104,48,18

6,168,200,208,241,1084,165,12,141,50,58

A165,13,141,51,50,173

1450 DATA 231,2,133,208,141,100,50,24,

105,114,141,71,50,173,232,2,133,209, 14

1,185,58,185,3,141,88@

1460 DATA S@,56,169,3,229,208,133,203,

169,68,229,209,133,204,56 169,49 ,229,2

83,133,12,169,58,229,204

1478 DATA 133,13,162,0,160,8,189,116,5

1,133,205,189,117,51,240@,20,133 206,56
,77,205,229,203,145,205

1480 DATA 20@,177,205,229,204,145,205,

232,232,208,224 162 ,4,160,8,185,3,48,1

45,208,200,208,248, 238,187

1490 DATA 52 230,209,282 ,288,238,238,2

02,-1,04T144

ioen REH SAVE TO CASSETTE

3810 POKE 764,255:7 CHRS(156);"PRESS R

ECORD AND PLAY AND HIT RETURN"::OPEN #

1,8,128,°C:":60T0 3040

1020 REN SAVE TO DISC

3030 OPEN #1,8,8,D:AUTORUN.SYS

1040 7 CHRS(156);" SAVING DATA = P

LEASE WAIT";

3180 POKE 850,11

310 BUFHI=INTCADRCAS)/256) :POKE 853,8

UFHI

1120 BUFLO=ADR(AS)-(BUFHI#256):POKE 85

2,BUFLO

3130 LEMHI=INT(SIZE/258):POKE B57,LENH
|

T140 LENLO=SIZE-(LENHI#256):POKE B56,L

ENLO

3150 RESTORE 316D:FOR I=0 TO 5:READ A:

POKE 1536+ ,A:NEXT I

3160 DATA 184,%62,16,76,86,228

3170 1=USR(1534)

1200 CLOSE #1:POKE 752,08

3210 * CHRS(156);" FILE CONP

LETE®=? 7 7 :7 "DON'T FORGET TO LOAD
IT EACH SESSION:?

3220 END

—

OPENING OFFER AT

THE TAPE CENTRE

ATTENTION ALL ATARI 2600 OWNERS

ALL AT £0.68 ALL AT E1288
JA Pacman Grand Prix California Gamas Jungle Hunt
Midnight Magic Haro Summar Gamaes Galaxier
Bauing Keysiona Capars Wintar Gamas Spidar Fighter
Chopper Command  River Raid Pola Position Private Eye
Dragstar Skate Boarding Star Gaze Riddia of tha Spinx
Endura Tannis Ms Pacman Almar Ambush
Exorcet Battlarons Space Shuttle Space Atack
Fira Fighter ET Skin Divet Missile Command
Fraeway Jungle Humnt Soa Hawk Goll
Ghostbusters Mario Brothaers Solar Fox, Smurf

Dodgems
Please state 2nd choice ¥ poasible
Pigase make Cheques/Postal Orders payable to The Tape Centre.

Owverseas add £1.50,
% Full price list please send S.AE.
THE TAPE CENTRE

29 Northwood Drive, Shepshed, Loughborough, Lelcs. LE12 95L
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Sale distributors of the following Atari XL/XE utilities: = 0432 50838
THE ALCHEMIST - a superior tape to disk transfer 'l-jlltll'l'l Can convart singks and
muli cassatie gamas 1o disk, including u#‘bm‘tlm“ Th.-m will pay
hrhﬂ;:mm-umd‘yﬂﬁmn! arantesd) amist is supplied on disk
with full instructions for ONLY £18
DHSK-TO DISK PLUS - a truly comprahansive hdl.up sysiem. Fealures include: a disk

I e ey e i S et S o

transior ut disk 1o transfer utiiity. Supplied on a menu disk with full

instructions L‘I"E numﬁ"

TURBOCHARGER XL/XE - auiomatic io tape ol cassefie as. Also leaturas

a TURBOSAVE option, enabling backup to LOAD FASTER THE ORIGIMALS!

Sﬂ' mmnﬂhﬁﬂmnuﬂnmhﬂﬂﬂ'ﬂiﬁh:“l’

BINARY TAPE EDITOR - an axtramaly sasy to use that can handle both
you to LOOK at the

singla mdnwthtinqm- Includes a clevar Editor lh'ﬂilt
lclualpfwun you are , and alter tet aic. i umuh(.".m ive mdveniure
mﬁl" . @ new lease of Hel m-dunmlu‘tbnwlh ull instructions. for ONLY £0.95

PACK OF TEN X 5.25" 48TP| Disks Only £5.95 Post Frea! Full Replacement Guarantes]

SOFTSCAN mllﬁufﬂlrlm Atarl software on ROM, CASSETTE and DISK. All titles
are at DISCOUNT have a comprehansiva library of PUBLIC DOMAIN
lulhluhrlh-ILn'IE on low priced disks. Send large SAE for further details

FREE with all orders over £20 = TEN GREAT GAMES ON DISK or a Quality GAME TAPEN




Feature

The wonderfu
world of Atari

NEIL FAWCETT takes a trip
underground to visit a
famous software house

| UMBRELLA at the ready, | journeyed
| to Manchester seeking Atari World.

The long time Mecca for Atari users in
the North West, and still one of the
biggest stockists of 8 bit products, it
is also the home of Red Rat software,

As a stranger to the city | had every
excuse for getting lost — so | promptly
did, eventually discovering Atari
World on Fennel Street near Victoria
Station only after | had walked past it
twice. My excuse being that the prem-
ises are below street level — a subter-
ranean location which provided
inspiration for the name of the soft-
ware house.

Inside | met Charles Partington, Don
Rigby and Karen Sutherland who run
the shop and software scene. There
also was Bryan King, the in-house
artist, busy with various tasks.

Unfortunately Harry Nadler, Atari

Demonstration pictures created by Technicolour Dreams

fanatic and one of the original part-
ners in Atari World, was away ill. He
and Charles Partington formed the
company and opened ther shop in
1985. In those days Atari World was
purely 8 bit orientated, catering for
what turned out to be a large market
populated by devoted users.

A profitable first year provided the
impetus for becoming further
involved in the Atari market. With all
those customers walking through the
door every day the situation was
tailor-made for software marketing,
and so Red Rat was born.

The first two titles released were
Technicolour Dream and Panic
Express. Technicolour Dream is an
artist program written by Keith
Watterson and David Forward that
puts to use the Atari's tremendous
graphics capabilities. With it you can

actually draw in 256 colours.

Panic was authored by Don Rigby —
a freelance writer at the time — and it
surprised everybody by being a huge
success. Sold as a back-to-back tape —
it had a Commodore 64 version on the
B side — Panic was number one in the
French software charts for six weeks
and eventually sold around 4,500
copies at £3.99.

The back-to-back tape idea was
subsequently copied by several com-
panies and has proved an ingenious
money spinner. This clever innovation
caught the eye of P.S.L Marketing who
approached Red Rat at a computer
show in London and began dis-
tributing its games.

In the summer of 1987 the market
changed. P.S.L decided it didn't want

Turn to Page 40 &
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any more B bit products so Red Rat got
Microdealer International to handle its
goods,

After further upheavals it now sells
through United Software Distri-
bution. The various ups and downs of
swapping distribution companies
didn’t stem the flow of new titles.
Many games were released — notable
among them Screaming Wings, Lazer
Hawk, Space Lobsters and Astro
Droid. One of the funniest games was
Space Lobsters which was originally
called Och eck!

Astro Droid — my first major games
review in Atari User — is a superb
shoot-"'em-up with excellent graphics.
Lazer Hawk didn't sell as well as it
should, which is surprising as it is well
written and very addictive.

Screaming Wings sold well, and
again offers excellent value for
money. It's now available on a com-
pilation disc or cassette.

Today all the software development

work is done in Prescot, Merseyside,
where Red Rat's six programmers and
two graphic artists toil. At the
moment, much of the work revolves
around the ST due to a problem with
the in-house 8 bit distribution.

The shop is doing very well despite
one big handicap. It has become very
difficult to get hold of enough 8 bit
hardware to sell. Cassette decks, 850
interfaces, Atari SMM 801/804 printers
and 1050 disc drives would go like hot
cakes.

Unfortunately, the likes of the 1050
are virtually impossible to obtain and
the late arrival of the new Atari drive is
causing a problem.

Another big problem concerns 8 bit
software. Even though the games
Atari World stocks sell very well, it is
practically impossible to get a dis-
tributor to take on any 8 bit Atari soft-
ware. This is the main reason behind
the decline in that area.

It's not the quality of the games or
the number of titles coming out, it's
simply down to distributors not taking

The
truth

the products of software houses. This
problem is affecting not only Red Rat
but an awful lot of other companies as
well,

Don Rigby said: ""We intend to carry
on writing software for the 8 bit Atari
in the forseeable future. We also plan
to release Speed Run very soon and
have several other ideas in mind.

“Our major worry is distribution = if
we can't get a product to the people
who want it there's no point in writing
|

You can only agree with Don Rigby
and sympathise with other companies
sharing the same problem. It's a
shame Atari 8 bit machines have
never had the recognition they
deserve — after all, they are the best 8
bit micros ever produced and they've
earned their reputation over nearly 10
years.

However, the good news is that the
friendly bunch of Atari 8 bit fanatics in
Fennel Street are determined to battle
on in what is now a rather unfriendly
market.
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SOFTWARE

WELCOME to Software Solutions.
Let's kick off straight away with a
letter from Mr J.L. Magrath from
Dewsbury in West Yorkshire who
writes:

Can you please help me by

explaining how to produce more
interesting sound effects on the Atari
than the Basic SOUND statement
allows?

After all, four programmable voices
immediately suggests harmonisation.
The problem is that to harmonise
tunes pitched at commonly used fre-
quencies requires bass notes below
the Atari's normal range.

| would also be interested to know
how the sound is generated and so
appreciate why there are a finite
number of discrete notes rather than
an infinitely ,
variable scale.

Advanced sound production is
something which we plan to do a fea-
ture on in a future issue of Atari User,
but in the meantime let's discuss the

points you've raised in your letter.

Firstly, sound is created by our good
friend the POKEY chip and controlled
internally via a series of special
memory registers located between
addresses $D200 and $D20F. When
you issue a SOUND command Basic
adjusts these locations accordingly in
order to create the tone you require.

However, the POKEY chip is far
more versatile than a simple four par-
ameter SOUND command could ever
hope to be, so you'll need to POKE
some of these registers directly in
order to give more flexibility to your
music.

Each of the four registers is con-
trolled by two locations in memory,
one for the frequency and the other for
the volume and distortion value — see
Figure |. These control registers are
one byte long, and can only accept a
value between zero and 255 — hence
the limit of 255 tonal steps with the
SOUND command.

Let's do a quick translation of a
normal SOUND command into inter-
nal register values. When you type

Function

Channel one audio frequency las SOUND
0,freq,n,n)

Channel one control (lowest four bits =
Volume, highest four bits = Distortion)
Channel two audio frequency (as SOUND
1,freqg,n,n)

Channel two control (as for channel one)
Channel three audio frequency (as SOUND
2, freq,n.n)

Channel three control (as for channel one)
Channel four audio frequency las SOUND
3,freq,n,n)

Channel four control (as for channel one)
Audio control register (filters, clock rates,

Address Name
$0D200 (53760) | AUDF1
£D201 (53761) | AUDCY
$D202 (63762) AUDF2
$D203 (53763) | AUDC2
$D204 (53764) AUDF3
$0205 (53765) | AUDC3
$D206 (53766} | AUDF4
$D207 (53767) | AUDC4
$D208 (53768) | AUDCTL
etc.)

$D20F (53775) SKCTL

Serial port control (POKE with 3 to remove
any left-over cassette VO sounds)

Figure I: Sound control registers

SOUND 0,75,10,8 you are accessing
internal sound register number one.
This is because internal numbering
starts at one whereas Basic, for some
reason, starts at zero — thus SOUND
3.0,0,0 would affect internal register
four, not three.

The frequency value — 75 in our
example — is placed straight into the
AUDF1 register $0200. The volume
value (8) and the distortion control
{10) must then be combined together
before they can be placed into the

. AUDC1 register $D201. To do this,

simply multiply the distortion value by
16 and add it to the volume level. This
would would give 10 times 16 (or 160)
plus 8 — a total value of 168,

Before setting these locations it's
always a good idea to POKE 53775,3.
This is required because the POKEY
chip is also responsible for handling
the output frequencies for the cassette
I/0, and a value of three stored in this
register will reset POKEY ready for
normal audio use.

When you do a SOUND 0,0,0,0 Basic
will initialise AUDCTL (location $D208)
to zero. It is this action which limits
your audio flexibility. Figure |l shows
the available functions of AUDCTL.
You can see that it is really the most
powerful of all the audio registers.

It would take too long to explain itin
full, but briefly it controls the clock
frequency used to generate tones,
plus the polynomial counters which
divide those tones into small packets
to give special sound effects — or dis-
tortions.

Basically at higher clock frequencies
the notes you hear will also become
higher. The normal clock frequency is
64 kHz, so if you alter this to 15 kHz by
using POKE 53768,1 then all the notes
you can obtain from any SOUND
command will become lower.

Similarly, POKEing in a number with

Turn to Page 42 »
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32 added to it will switch register one
to 1.79 MHz, thus giving a much
higher tone from that register only.
Adding 64 can do the same for sound
register three, although registers two
and four will always remain at the
default rate.

Don't forget that the SOUND
command will always zero this control
register. If you don’t want to POKE all
of your values directly into the fre-
quency registers you should place

the SOUND command. Bits one, two
and seven of this register control the
filter system, and are only of use if you
want to create distorted special effects
sounds.

The final two bits in the register, bits
three and four, will probably be the
most useful ones to you. They allow
you to link up two of the sound regis-
ters to act as a single 16 bit sound
generator with an available frequency
range from 0 to 65535 — covering
roughly nine octaves.

Adding a value of 8 will join chan-

will join channels one and two. You
may then use the two joined fre-
quency registers to control a single
pitch — the second one giving coarse
control while the first allows fine
adjustment.

The short program listing given will
demonstrate this effect. Note that |
have only set the volume on one of the
sound registers and only selected the
1.79 MHz clock rate.

Hopefully, this will have given you
something to ponder over and you
might find a' bit of experimentation

i yvour POKE 53768,N somewhere after nels three and four while a value of 16 will give you some amazing results.

7 18 GRAPHICS B:POKE 7521
Bit ¢B SOUND @,8,0,0:REM RESET REGISTERS
to add Value Function 38 POKE 53T68,64+16:REM SET CLOCK RATE
AND LIMK CHANNELS OMWE AND TWO
0 +1 Switch main clock rate from 64 kHz to 15 kHz &@ POKE 53761,160:POKE 53763,16B:REN §
1 +2 High pass filter for channel two, clocked by channel four ET VOLUME ON CHANNEL TWO AND PURE TONE
2 +4 High pass filter for channel one, clocked by channel 5 ON BOTH CHANNELS
three 5@ FOR COARSE=@ TO 255
3 +8 Join channels three and four (use as one 16 bit register) &0 FOR FINE=@ TO 255 STEP 1
4 +16 Join channels one and two (use as one 16 bit register) 70 POKE S53768,FINE:POKE 53762,C0ARSE
5 +32 Clock channel three with 1.79 MHz 80 POSITION B,18:? "COARSE = ";COARSE;
5] +54 Clock ehannel one with 1.79 MHz ".FINE = ":FINE;" '
7 +128 Switch 17 bit poly counter to a 8 bit poly counter 9@ MEXT FINE
108 NEXT COARSE

Figure lI: Bit usage of AUDCTL register ($D208 — 53768)

COMPUTER

R EeOCTS ARE YOU MISSING OUT?

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

STAC

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

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

A club magazine as well!! One of those phatocopied 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).

TYPE 72000
ANY CENTRONICS PRINTER
NO SOFTWARE MEEDED
ALL CABLES SUPPLIED
EASY TO USE - JUST PLUG IN AND GO
TRANSPARENT & CONVERSION FEATURES INCLUDED
FULL YEARS WARRANTY

MEEDMORE LIMITED
2B Farriers Way, Netherton [E]

Merseyside L30 4XL E-]

Youwon't be disappointed!!

The U.K. Atari Computer Owners Club
P.0. Box 3, Rayleigh, Essex, $S6 8LR

Independent User Group

FREE 40 PAGE
CATALOGUE ON

REQUEST OR WITH
ORDER

Tel: 051-521 2202
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THIS is a computer version of a board
game invented in Korea more than
3,000 years ago. The aim is to move
four counters around a circular board
and the winner is the first player to
complete one circuit with all his
counters.

The original game is played on a
wooden board on which 29 points are
arranged in a circular pattern with a
cross shape in the middle. The dis-
tance that a counter — or horse
because it's shaped like one — can
move is decided by throwing four
sticks made of bone, charred and
curved on one side and white and flat
on the other.

In this simulation four rectangles
are displayed at the top of the screen
representing the bone sticks and
below is the board depicting the 29
points in a circular pattern. Five are
larger than the rest and are known as
cardinal points.

They represent the four cardinal
points of a compass — North, South,
West and East — with the central point
linking them.

Moves are decided by the position
of the sticks that randomly fall on
either the white or black side, and
score as follows:

1 White 1 move

2 White 2 moves

3 White 3 moves

4 White 4 moves and an
extra throw

4 Black 5 moves and an
extra throw

When you are awarded an extrd
throw the two scores are added
together, but they can’t be treated as
two separate moves. All four horses
can be on the board at any time and
you choose the one to move using the
joystick(s) plugged into ports one and
two.

Select the horse you want to move
by moving the arrow — with the joy-
stick — on to it and pressing fire. You
can stack horses on top of each other,
allowing you to move them with only
one roll of the sticks.

Horses enter the board from the
start position on the immediate left of
the north cardinal and mowve in an anti-
clockwise direction. You must leave
the board by landing on the north
cardinal point then moving off it to the
finishing position at the top right-hand
side of the screen.

If at the end of a go a horse lands on
another horse or one of the west,
south or central cardinals the
following additional rules apply:

® A horse finishing on the west
cardinal takes a short cut and moves
along the horizontal bar of the cross-
shaped pattern in the middle of the

STEPHEN WILLIAMSON brings an old
Korean board game to the Atari

Board layout
for Nyout

West cardinal

Centre cardinal

board. Similarly, a horse finishing on
the south cardinal heads north along
the vertical bar.

® A horse moving east which lands on
the central cardinal point takes a fur-
ther short cut and heads north along
the top half of the vertical bar.

® If a player's horse finishes its turn
by landing on own horse or horses, in
subsequent turns they are moved
together in a stack with the number in
it shown below the relative counter.

@ If a horse lands on a point occupied
by one or more of an opponent's
horses, all are knocked off the board
and sent back to the starting position
to begin again.

The winner is the first person to

Morth cardinal

Bone sticks

.

East cardinal

move all four horses to the finishing
position off the board. Although it
should only take one game to under-
stand how to play Nyout, like
Backgammon and similar board
games, strategic play is a strong
element.

The computer is programmed to
play an intelligent game and should
beat an inexperienced player. It con-
siders every possible move during its
turn and gives a score for each
potential move. For example, a horse
that can land on another counter or a
cardinal point is given a better move
value than one that will finish on an
unoccupied space. A random factor is
built into its strategy so that the com-
puter's play does not become too
predictable.

Turn to Page 44 »

July 1988 Atari User 43




< From Page 43

10 REM ddwddbddhdbhddhbthdhbid
2B REM * NYOUT *

30 REM #BY STEPHEN WILLIAMSON*

i@ REM * (cIATARI USER *

SO REM #hkidridhdhbihbbndihiss
68 GOSuB 25@@:POKE 82,8
7@ SM=PEEK(BB)+256+PEEK(BY)

8@ DIM PLFINISH(2),COUNT(4),STACK1(4),
TAKE(4) VALUE(4) ,CARDINAL(A) FINISH(&)
DANGER(4)

98 DIM PC&4) PLAYER(Z,5) ,MAMES(20) ,PIN
AMES(10) ,P2ZNAMES(18) ,SCORECL) ,STACK(Z,
5),PLOFF(2) ,HORSE(2)

100 NAMES=":PINAMES="HUMAN": P2ZNAMES="
COMPUTER"

110 GRAPHICS 1:POKE T@8,12:POKE 789,30
:POKE 718,22:POKE T11,202:SETCOLOR 4,1
a
I3

120 POKE 756, M:POKE 752,1

130 PLOFF(1)=SM+41:PLFINISH(1)=5M+51

140 PLOFF(2)=SM+43:PLFINISH(2)=5M+53

150 STICK1=SMed:STICK2=5M+B8:STICKI=5N+

10:8TICKL=5M+12

160 HORSE(1)=251:HORSE(2)=187

178 P(1)=5M+107:P(2)=5M+105

180 PO2B)=SM+1@9:PC19)=5M+111:P(1B)=5N

+113

190 STACK(2,1)=155:STACK(2,2)=198:5TAC

K(2,3)=157 :STACK(2,4)=15B:STACK(2,0)=8

200 STACK(1,1)=219:STACK(1,2)=254:5TAC

K(1,30=221:STACK(1,4)=222:5TACK(1,0)=08

210 C=@:FOR I=3 TO 7:P{I)=SM+143+(:(=C

+40:NMEXT 1

220 C=@:FOR I=8 TO 12:P(I)=SMeI454C:(=

C+2:MEXT 1

230 C=@:FOR I=13 TO 17:P{1)=5M+315+(:C

=(=4@:NEXT 1

260 C=@:FOR I=38 TO 36:P(1)=P(5)+L:C=C

+2:MEXT 1

258 C=@:FOR I=37 TO &3:P(1)=P(1@)+C:C=

C-4@:NEXT I

260 FOR I=1 TO 4:PLAYERCT,ID=@:PLAYERC

2,10=B:NEXT 1

278 GosuB 4@@

280 REM #***DECIDE WHO GOES FIRSTH##

298 ? CHR$(125):? "Throw to decide who
goes first”

00 NMAMES=PINAMES:GOSUB T9@:P1SCORE=TO

TAL

318 FOR DELAY=1 TO 20@8:NEXT DELAY

320 MAMES=P2NAMES:GOSUB T9@:P2SCORE=TO

TAL

330 7 PINAMES;" ";P1SCORE;" “;PZNAMES;

* *=P2SCORE

348 IF PISCORE=P25CORE THEN ? "SCORES
EQUAL, THROW AGAIN":GOTO 320
358 IF PISCORE=>P2SCORE THEN ? PINAMES;

* SCORES HIGHEST AND PLAYS FIRST":T=2
140 IF PZSCORE=P1SCORE THEN ? PZNAMES;

* SCORES HIGHEST AND PLAYS FIRST":T=1
570 FOR DELAY=1 TO SBO:NEXT DELAY
380 GOTO 1118
I90 REM #**DRAW BOARD*##

L0@ FOR I=1 TO 20:POKE PCI),75:MEXT 1
&10 FOR I=38 TO 34:POKE P(ID,75:MEXT I
420 FOR I=37 TO 43:POKE P(I),T5:NEXT I
430 POKE P(2@),32:POKE P(5),32:POKE P(
18) ,32: POKE P(15) 32
44@ POKE P(33),32:POKE P(2@),32

450 POKE PLOFFC1) ,HORSECT):POKE PLOFF(
1)+28,5TACK(,4)

468 POKE PLOFF(2) ,HORSEC2) :POKE PLOFF{

2)+28,158

47D FOR I=SM+& TO SM+12 STEP 2:POKE I,
1:NEXT I

480 REM ##+SELECT OPPONENTS###

498 7 CHR$(125);PINAMES;" v ";PZNAMES
58@ ? "Press SELECT to change oppone
nts"

318 7 "Press START  to start game”
320 FKEY=PEEK(533279):I1F FKEY=7 THEN 52

|

538 IF FKEY=5 AND PZNAMES="COMPUTER" T
HEN PZNAMES="HUMAN":GOTO 498

348 IF FKEY=5 AND PZNAMES="HUMWAN" THEN
PZNAMES="COMPUTER":GOTO 494

550 IF FKEY<>H THEN 498

568 IF PZNAMES="COMPUTER" THEN GOSUB 5

90

:?: IF P2NAMES<>"COMPUTER" THEN GOSUB
&

380 RETURN

598 7 CHR$(125);"Your name is “;PINAME

5

600 Gosue 730

618 IF LEN(NAMES)=18 THEN 59@

G620 IF NAMES<>™ THEN PINAMES=NAMES
630 RETURM

640 * CHR$(125);'Player 1 - your name
is ";PINANES

658 e0SUB 738

660 IF LEMCNAMES)>10 THEN &4

678 IF NAMES<>" THEN PINAMES=NAMES
6880 ? CHRS(125):"Player 2 - your name

is ";PZNAMES

698 GosuB 738

788 IF LEN(NAMES)>18 THEN 680

710 IF NAMES<>" THEN P2MAMES=NAMES
720 RETURN

710 MAMES="

T4B ? °If this is correct press RETURN

758 ? *I1f not then-enter up to 10 char
acters and press RETURN "; :INPUT MAN
ES

T6@ RETURN

TTH REM **#THROW STICKS##+

780 * CHR$(125)

- 798 TOTAL=B:FLAG=:POKE 77,0

B0@ IF MAMES="COMPUTER" THEN ? "COMPUT
ER THROWS STICKS':GO0TO B4&@

810 POKE 764,255:7 NAMES;" PRESS FIRE"
820 IF STRIG(@A)=@ OR STRIG(1)=@ THEN B
|

430 G070 820

§48 STP1=@:5TP2=0:5TP3=8;STPL=0:5CORE=
)

850 RESTORE 99@

68 FOR L=0 TO 13

G70 SOUND B, INTCRNDC1)#255),14,0

830 READ D:IF STP1=@ THEN POKE STICK1,

b

B9@ IF STPZ2=@ THEN POKE STICKZ,D

98@ IF STP3=0 THEN POKE STICK3,D

918 IF 5TP4=@ THEN POKE STICK&,D

920 IF STP4>B THEN POP :G0TO 950

930 FLAG=FLAG+1:IF D=1 OR ©=8 THEN GO3
Ue 1818

940 NEXT L:60TO 850

950 SOUND @,0,@,B:1F TOTAL=0 THEN TOTA
L=5

968 7 NAMES;" SCORES *;TOTAL

97@ IF TOTAL=4 OR TOTAL=5 THEN ? "THRO
W AGAIN:GOTO B@0

Q80 RETURN

999 DATA 1,2,3,4,5,6,7,8,7,6,5,4,3,2
18000 REM #***RANDOM STOP##*

1810 IF FLAG<2 THEN RETURN

1820 R=INTC(RND(1)#2):5TP=A

10830 IF R=1 AND D=1 THEN STP=1:SCORE=1
1040 IF R=1 AND D=8 THEN STP=1:SCORE=D
1858 IF STP=1 AND STP1=@ THEN STP1=D:T
OTAL=TOTAL+5CORE:RETURN

1868 IF 5TP=1 AND STPZ=@ THEN STP2=D:T
OTAL=TOTAL+SCORE:RETURN

107@ IF STP=1 AND STP3=@ THEN STP3=1:T
OTAL=TOTAL+SCORE:RETURN

1080 IF STP=1 AND STP4=D THEN STP4=1:T
OTAL=TOTAL+SCORE:RETURN

1098 RETURN

1108 REM ##*CHANGE PLAYERS*##

1118 souno 8,2,8,0

112@ IF T=2 THEN T=1:NAMES=PINANES:G0S
ue 780:605U8 1168

1130 1F T=1 THEN T=2:NAMES=P2NAMES:60S
UB 780:605UB 1168

1140 607D 1118

1150 REM #++CHOOSE WHICH HORSE MOVES T
HIS TURN##+

1168 IF T=2 AND PZNAMES="COMPUTER" THE
N GOSUB 3110:G0SUB 156@:RETURN

1170 7 "MOVE HORSE"

1180 GOSUB 146B:P(@)=PLOFF(T)

1190 ST=STICK(B):ST1=STICK(1):FIRE=STR
16(@):FIRE1=STRIG(1)

1200 LASTA=A

1210 IF FIRE=D OR FIRE1=@ THEN POKE P(
PLAYER(T,A))=1,0:605U8 156B:RETURN
1220 IF ST<>15 OR ST1<>15 THEN 1248
1238 G0TO 1198

1260 A=A+1:1F A=5 THEN A=1

1250 IF PLAYER(T,A)=4é THEN 1248

1260 IF PLAYER(T,A)=PLAYER(T,LASTA) TH
EN 1190

1278 SOUND B,128,14,18:POKE P(PLAYER(T
SLASTAY)-1,8

1288 POKE P(PLAYER(T,A))=1,10:FOR D=1
T0 5@:NEXT D:SOUND 8,8,08,0

1292 &0TO 1198

1300 REN #*#SUBTRACT FROM STACK###
1310 B=PLOFF(T)+20:N=PEEK(B)

1320 IF N=STACK(T,4) THEN POKE B,STACK
(T,3):RETURN

1330 IF N=STACK(T,3) THEW POKE B,STACK
(T,2) :RETURN

1348 IF N=STACK(T,2) THEN POKE B,STACK
(T,1):RETURN

1350 IF N=STACK(T,1) THEN POKE B,STACK
(1,8):POKE B-20,0

1368 RETURN

1370 REM *#*ADD TO STACK##*

1380 B=PLOFF(T)+28:N=PEEK(B)

1398 FLAG=D

148@ IF N=STACK(T,D) THEN POKE B,STACK
(T,1):POKE B=20,HORSE(T):RETURN

1418 IF N=STACK(T,1) THEN POKE B,STACK
(T,2):RETURN

1428 IF N=STACK(T,2) THEN POKE B,STACK
(T,3):RETURN

1438 IF N=STACK(T,3) THEN POKE B,STACK
(T,4):FLAG=1:RETURN

1440 RETURN

1458 REM *#*PRINT ARRON ON SCREEN###
1460 FOR A=1 TO &:ARR=PLAYER(T,A)

1478 IF ARR<4& AND ARR> THEN POKE P(A
RR)=1,10:POP :RETURN

1480 IF ARR=@ THEN POKE PLOFF(T)-1,18:
POP :RETURN

1490 NEXT A:RETURN

1500 REM #=*MOVE PLAYER ONTO BOARD*##
1518 P(@)=PLOFF(T):605UB 131@:PLAYER(T
LA)=1

1520 POKE P(PLAYER(T,A)) HORSE(T)

15308 GOSUB 1380

1548 RETURN

1550 REM #**MOVE HORSES AROUND BOARD##
®

1568 IF PLAYER(T,A)=@ THEN 5=1:GOSUB 1
310:PC1=0:60T0 1588

1570 GOSUB 195@:605UB 1728

1580 FOR X=TOTAL TO 1 STEP -1
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1598 IF X=TOTAL THEN 1418

1600 POKE P(PLAYER(T,A)),PC:POKE P(PLA
YER(T,A))+28,PC1

1618 PLAYER(T,A)=PLAYER(T,A)+1

1628 IF PLAYERCT,A)=21 OR PLAYER(T,A)=

44 THEN POP :GOSUB 218@:RETURN

1630 GOSUB 2418

1648 POKE P(PLAYER(T,A)) ,HORSE(T): POKE
P(PLAYER(T,A))+28,5TACK(T,S)

1650 SOUND 1,288,18,8

1660 FOR DEL=1 TO 5@:NEXT DEL:SOUND @,

@,0,0:50uND 1,0,0,8

1670 NEXT X:GOSUB 1828

1688 souwnp 8,8,8,0:S0UND 1,8,8,0:50UND
2,0,0,0:50UND 3,0,0,0:RETURN

1698 FOR N=1 TO 4:IF PLAYER(T,N)=36 TH

EN PLAYER(T,N}=15

1700 NEXT N:RETURN

1718 REM ##*MOVE REST OF STACK IF CURR

ENT HORSE ON STACK##+

1728 5=@:FOR I=1 TO &

1738 1F A=1 THEN 5=5+1:60T0 1750

1748 1F PLAYER(T,A)=PLAYER(T,I) THEN §
=5+1:605U8 1768

1758 NEXT I:RETURN

1768 FOR L=1 TO TOTAL:PLAYER(T,I)=PLAY
ER(T,I)+1

1770 1F PLAYER(T,I)=36 THEN PLAYER(T,I
)15

1788 IF PLAYER(T,1)=2@ THEN PLAYER(T,I
J=43

1798 NEXT L

1888 RETURN

1818. REM ##+DOES HORSE LAND ON OTHER H

ORSET# 4w

1828 S=B:FOR I=1 TO &

1830 IF PLAYER(T,A)=20 THEN PLAYER(T,A
)43

1848 1F A=I THEN $=5+1:60T0 1900

1858 IF PLAYER(T,A)=33 AND PLAYER(T,I)

=40 THEN PLAYER(T,I)=4@:$=5+1:60T0 198

]

1868 1F PLAYER(T,A)=4B AND PLAYER(T,I)

=33 THEN PLAYER(T,I1)=4DB:5=5+1:60T0 190 -

]
1878 IF PLAYER(T,A)=43 AND PLAYER(T,I)
;2! THEN PLAYER(T,I)=43:5=5+1:60T0 190
1888 IF PLAYER(T,A)=2@ AND PLAYER(T,I)
=43 THEN PLAYER(T,A)=43:5=5+1:60T0 19@
]

1898 IF PLAYERCT,A)=PLAYERCT,I) THEN §
=541

190@ IF T=1 THEN IF PLAYERCT ,AJ=PLAYER
(2,1} THEN PLAYER(2,1)=0:T=2:G05U8 384
#:60508 1380:T=1

1918 IF T=2 THEN IF PLAYER(2 ,A)=PLAYER
(1,1) THEN PLAYER(1,1)=Q:T=1:605U8 384
B:60508 138@:7=¢

1928 FLAG=@

1938 NEXT I

1948 POKE P(PLAYERCT,A)})+2@,5TACK(T,S)
sRETURN 3

1958 REM *##%I5 HORSE ON CARDINAL POINT
?i!!

1960 GOSUB 2418

1978 1F PL=5 THEN GOSUB 2058

1980 IF PL=1@ THEN GOSUB 2870

19908 IF PL=33 THEN GOSUB 2099

2008 IF PL=3& THEN GOSUB 2118

2818 IF PL=4@ THEN GOSUB 2130

2020 IF PL=2@ THEN GOSUB 2158

2030 IF PL=43 THEN GOSUB 2158

2048 RETURN

2850 FOR M=1 TO &4:IF PLAYERCT ,N)=5 THE
N PLAYER(T,N)=30

2868 NEXT N:RETURN

2870 FOR W=1 TO &4:IF PLAYER(T, N)=18 TH

*

EN PLAYER(T,N)=37

2088 NEXT N:RETURN

2098 FOR N=1 TO 4:IF PLAYER(T,N)=33 TH
EN PLAYER(T,N)=4@

2108 MEXT M:RETURN

2118 FOR M=1 TO &:IF PLAYER(T,N)=34 TH
EN PLAYER(T,N)=15

2128 NEXT N:RETURN

2138 FOR N=1 TO 4:I1F PLAYER(T,N)=33 TH
EN PLAYERCT N)=4d

2148 RETURN

2150 FOR N=1°TO 4:IF PLAYER(T,N)=20 TH
EN PLAYER(T ,N)=43

2168 RETURN

2178 REM *#%HORSE FINISHES###

2180 S0UND @,180,18,14:50UND 1,179,18,
12:50UND 2,178,18,18:50UND 3,177,10,8
2198 J=B:FOR N=1 TO 4:IF PLAYER(T,N)>4
3 THEN J=J+1:PLAYER(T NY=44:60TO 2218
220@ 1F PLAYER(T,M)>2@ AND PLAYER(T,N)

<30 THEN J=J+1:PLAYER(T,N)=4é

2218 NEXT N

2220 B=PLFINISH(T)+2B:POKE B,B:FOR K=1
T0 4

2230 N=PEEK(B)

2248 GOSUB 1398

2250 1F FLAG=1 THEN POP :GOTO 2388

2260 NEXT K:PC=0:PC1=0

2270 FOR DELAY=1 TO 18@:NEXT DELAY:SOU

Nb B,0,8,0:50UND 1,0,8,08:50uUND 2,0,0,08
:S0UND 3,0,0.8

2280 RETURN

2298 REM *#*PLAYER WINS-GAME OVER###
2388 Souwp @,0,8,8:s50uNp 1,8,0,0:50UND
2,0,8,0:50UND 3,8,0,0

2318 IF T=1 THEN ? PINAMES;

2320 IF T=2 THEN 7 P2NAMES;

2338 7 " WINS

2340 FOR I=0 TO 128 STEP 2

2359 EDR P=168 TO 32 STEP -I:50UND 8,P
$ 14,1

2360 NEXT P:NEXT I:S50UND 9.2,08,0

2378 ? "PRESS FIRE TO PLAY AGAIN

?33H IF STRIG(B)=@ OR STRIGC1)=@ THEN
[

2398 GOTO 2380

2400 REM *#*REPLOT POINT AFTER HORSE H

AS MOVED#**#

2418 PL=PLAYER(T,A):PC=PEEK(P(PL)):PC1

=PEEK(P(PLY+20)

2420 IF PL=36 THEN GOSUB 2118

2438 IF T=1 AND PC=HORSE(2) THEN RETUR

" Sl

b

N

2640 IF T=2 AND PC=HORSE(1) THEN RETUR
N

2450 IF PL=5 OR PL=1@ OR PL=15 OR PL=2
@ OR PL=33 OR PL=4@ OR PL=43 THEN POKE
P(PL),32:POKE P(PL)+208,B:RETURN

2460 1F PL=@ THEN RETURN

2470 POKE P(PL),75:POKE P(PL)+20,0
24808 RETURN

2490 REM #%#REDEFINE CHARACTER SET##+
2580 DIM MLS(40)

. 2510 M=PEEK(186)=4

25208 POKE 186,M-1

2530 CHBASE=256+(M)

2548 GRAPHICS 1:SETCOLOR &,1,B:POKE 75
|

2558 POKE 7@8,12:POKE TB9,38:POKE 718,
22:POKE 711,282

256@ 7 "NYOUT by Stephen Williamson'
2578 7 "INITIALISING ...Please Wait...

2588 RESTQRE 2&3@8:FOR L=1 TO 38:READ A
2590 WLSCL,LY=CHRSCA):NEXT L

2600 REM MACHINE CODE ROUTINE COPIES
2610 REM CHARACTER SET FROM ROM TO RAM
2620 A=USRCADRCMLS) M) :POKE 756,M

2630 DATA 104,104,104,133,204,169,224,
133,206 ,162,8,160,08,177,205,145,283,20
0,208,249

2648 DATA 164,2084,200,132,206,164,206,
c0d,132,2086,232,224,5,208,232,96

2650 REM ®#*ARROW&#*

2668 FOR I=0 TO 7:READ D

2678 POKE CHBASE+C18%8)+1,D:MEXT 1
2680 DATA B,8,4,2,63,2,5,0

2698 REM ##+SQUARE#¥#

2708 FOR 1=@ TO T:READ D

2718 POKE CHBASE+(11%8)#I,D:NEXT I
2720 DATA 126,126,126,126,126,126,126,
126

2730 REM *##HORSE##«

2748 FOR I=0 TO 7:READ D

27508 POKE CHBASE+(59%B)+I,D:NEXT I
2760 DATA 255,221,131,163,235,221,239,
255

2770 REM #%#STACK T#w#

27B@ FOR I=@ TO T:READ D

2790 POKE CHBASE+(27#B)+I,D:MEXT I
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2808 DATA 207,239,239,239,199,255,0,0
2810 REM #wxSTACK 2#i+

2820 FOR I=8 TO T:READ D

2830 POKE CHBASE+(62¢B)+1,D:NEXT I
2840 DATA 199,247,199,223,199,255,0,0
2850 REM ##%STACK Jaws

2868 FOR I=@ TO 7:READ D

2878 POKE CHBASE+(29#B)+1,D:NEXT I
2880 DATA 227,251,227,251,227,255,0,0
2890 REM STACKS

2908 FOR I=@ TO T:READ D

2910 POKE CHBASE+(3@+B)+1,b:NEXT 1
2928 DATA 235,235,227,251,251,255,8,0
2930 REN *&+CARDINAL**#

2940 FOR I=8 TO T:READ D

2958 POKE CHBASE+(32+8)+1,D:NEXT I
s&ﬁl DATA 60,126,255,255,255,255,126,6
2978 REM *#&STICKSH##

2988 FOR I=0 TO T1:READ D

2990 POKE CHBASE+I,D:NEXT I

3008 bATA 0,0,0,0,0,0,0,0

;:;I DATA 255,255,255,255,255,255,255,
?g:i DATA 126,126,126,126,126,126,124,
3030 DATA 58,50 ,60,60,50,60,40,40

SBLD DATA 24,26,24,24,26,24,24,24

3050 DATA 28,20,20,20,20,20,20,28

3060 DATA 68,36,36,36,36,36,36,60

3070 DATA 126,66,66,66,66,66,66,126
;::i DATA 255,129,129,129,129,129,129,
3098 RETURN

3100 REM *x*COMPUTER THINKS!##w

3118 7 "THE COMPUTER IS THINKING...'
3128 REM #%#RESET VARIABLES##+

3138 FOR I=1 TO 4:CARDINALCI)=@:FINISH
(ID=B:TAKE(I)=0:STACK1(1)=0

3140 DANGER(I)=@:VALUECI)=B:NEXT I
3150 FINISH=0:HIGH=@:CARDINAL=@:STACKF
LAG=8 .

3168 F=B

3170 REM IF ALL HORSES ON SAME POINT
31B0 REM OR NO HORSES HAVE STARTED
3190 REM THEN MOVE OME HORSE

32008 FOR A=1 TO 4

3210 COUNT=@:FOR I=1 TO &

52208 IF PLAYER(2,A)=PLAYER(2,I) THEN C
OUNT=COUNT+1

3230 MEXT I:MEXT A

32640 IF COUNT=& THEN A=1:RETURN

5258 REM ##*DOES POSSIBLE MOVE EXIST##
*

3268 REN ###IN STACK OR TAKE##+

3278 FOR A=1 TO &

3288 FOR I=1T0 4

3290 IF I=A THEN 3368

3308 IF PLAYER(2,A)4TOTAL=PLAYER(2,1)
THEN STACK1(A)=1

3318 IF PLAYER(2,AX+TOTAL=PLAYER(1,1)
THEN TAKE(A)=1

3320 LF PLAYER(2,A)+#TOTAL=5 AND PLAYER
(1,13=30 THEN TAKE(A)=1

3338 IF PLAYER(Z2,A)+TOTAL=1@ AND PLAYE
R(1,10=37 THEN TAKE(A)=1

5340 IF PLAYERC2,A)+TOTAL=34 AND PLAYE
RO1,I0=14 THEN TAKE(A)=1

3358 IF PLAYER(Z,A)+TOTAL=33 AND PLAYE
RO1,1)=40 THEN TAKE(A)=1

3368 NEXT I:NEXT A

3370 REM #%*CAN HORSE FINISHw#*

5380 REM =#+0R LAND ON CARDINAL?###
3390 FOR I=1 TO &

1400 IF PLAYER(2,1)<21 AND PLAYER(2,1)
+TOTAL>21 THEN FINISH(I)=1

3410 IF PLAYER(2,I)<ké AND PLAYER(2,1)
+TOTAL>463 THEN FINISH(I)=1

5428 IF PLAYER(2,I)+TOTAL=5 THEN CARDI
NAL(I)=2

3430 IF PLAYER(2,1)+TOTAL=10 THEN CARD
INAL(I)=3

3440 IF PLAYER(Z,I)#TOTAL=33 THEN CARD
INAL(1)=4

3458 NEXT I

3460 REM **+15 HORSE IN DANGER OF BEIN
G TAKEN?

3470 FOR A=1 TO &

3480 FOR I=1TO 4

3490 IF PLAYER(Z,1)=44 THEN 35380

3580 F=PLAYER(Z,A)-PLAYER(1,I)

3518 IF F>B AND F<4 THEN DANGER(A)=1
3520 1F PLAYER(Z,A)=33 AND PLAYERC1,I)
>36 AND PLAYER(1,I)<4B THEN DANGER(A)=
1

3538 IF PLAYER(Z,A)=14 THEN IF PLAYER(
1,4)32 AND PLAYER(2,A)<37 THEN DANGER

= (A)=1

J54@ IF PLAYER(2,A)=20 THEN IF PLAYER(
1,A)>39 AND PLAYER(2,A)<4& THEN DANGER
(A)=1

3358 IF PLAYER(1,A)=18 THEN IF PLAYER(
2,A)<=4@ AND PLAYER(Z,A)>37 THEN DANGE
R(AI=1

3568 IF PLAYERC1,A)=5 THEN IF PLAYER(2
JA)<=33 AND PLAYER(2,A)>29 THEN DANGER

(A)=1
3570 1F PLAYER(1,A)=33 THEN IF PLAYERI
2,A)<=bk AND PLAYER(Z2,A)>33 THEN DANGE
RCA)=1

3580 NEXT I

3590 NEXT A

3600 REM #+#FIND MOVE VALUE FOR EACH H
ORSE###

3610 FOR I=1 T0 &

3620 IF DANGER(I)>8 THEN VALUE(I)=VALU
E(1)+2

3630 1F CARDINAL(I)>B THEN VALUECI)=VA
LUECI)+CARDINALCI)

3640 IF STACKI(I)>B THEN VALUECI)=VALU
E(1)+2

3650 IF TAKE(I)>@ THEN VALUE(I)=VALUE(
1)+ INTCRND(1§#2)+2

3660 IF PLAYER(2,1)=B THEN VALUE(I)=VA
LUE(I)#1

3670 1F PLAYER(2,1)>29 THEN VALUE(I)=V
ALUE(T)+1

3680 IF FINISH(I)>D THEN VALUECI)=VALU
E(1)+1

3690 NEXT 1

3708 REM +++FIND THE HIGHEST MOVE VALU
Ewdkd

3710 HIGH=1

3720 FOR 1=1 T0 &

3730 IF VALUECI)>VALUE(HIGH) THEN HIGH
=]

3740 NEXT 1

3750 REM IF ANY MOVE VALUES ARE EQUAL
31760 REM THEN FIND HIGHEST POINT

3770 A=HIGH

3780 FOR 1=1 TO 4:1F VALUECHIGH)=VALUE
(1) THEN GOSUB 3810

3790 NEXT 1:A=HIGH:IF PLAYER(2,A)>43 T
HEN VALUE(A)=-1:60T0 3718

3880 RETURN

3810 IF PLAYER(2,1)>PLAYER(2,HIGH) THE
N HIGH=I

3820 RETURN

T830 REN ++*CAPTURE SOUND EFFECT###
3840 SOUND B,199,10,14:S0UND 1,200,180,
12:7 CHRS(125);

3850 1F T=2 THEN ? P2NAMES;

3868 1F T=1 THEN ? PINAMES;

3878 7 * 1§ KNOCKED OFF THE BOARD'

3880 FOR DEL=1 T0 6B:NEXT DEL:RETURN

10 CP1 (¥) | 220 RKE (X) | 43@ BoOm (0)
20 CP2 (3) ]| 238 438 (p) | 440 RYZ (J)
30 CP3 (XY | 240 26Y (T) | 45@ &p& (0)
4@ CPL () | 250 UNG (@) | 468 TWP (C)
58 CPS (Y) | 26@ 1YC (V) | &7@ Y50 (H)
60 T4G (N) | 27@ PPK CF) | 488 puv (Y)
T LKQ (2) | 288 ouT (7) | 498 3JF (E)
80 WSA (2) | 290 EWK (5) | SB@ F&5 (M)
98 E22 (4) | 300 F3W (F) | 518 73J (W)
180 xca (1) | 318 OA3 (8) | 528 FHA (W)
118 K53 ¢Q) | 320 FES (T) | 530 U1IN (&)
120 AJT Cud | 330 SCU (6) | 548 2T4 (W)
138 2Ju (@) | 340 ENT (@) | 558 FEM (3)
140 32E (9) | 350 3PN (p) | 568 kW5 (3)
158 E4M (@) | 368 3RP (H) | 578 GEH (P)
168 R21 (u) | 37@ 153 (N) | S5EQ 569 (X
170 LN@ (H) | 3B@ RRY (2) | 590 KL& (E)
1808 DXw (W) | 398 DpYu (A) | 488 P3P (R)
198 EFA (4) | 4@@ DOT (K) | 4108 MPE (2)
200 DKK (7) | 410 THF (6) | 628 CNF (&)
2108 XKF (7) | 420 766 (P) | 630 RKA (B)

640 336 (6) | A5@ X&U (B) | 1268 BON (@)
658 PaP (J) | 860 TS) (0) | 1878 TLN (7)
658 NTB (9) | B7@ MPT (A) | 1888 775 (&)
678 D9F (G) | 388 9BT (T) | 1898 wvK (8)
680 3La (M) | 890 190 (7) | 1188 D2N (F)
698 7P (5) | @@ 0BT (@) | 1118 Y55 (7)
708 ML (X) | 918 OFG (X) | 1128 OLT (Y}
710 CJJ W) | 220 OAY (2) | 1130 ONA (@)
728 RFC (L) | 93@ M1X (A) | 1140 PED (Y)
730 QF1 (k) | 94@ 84E (3) [ 1158 DON (R)
T40 KUH (J) | 938 531 (W) | 1160 7RS (5)
750 09V (T) | 6@ WW& (1) [ 1170 A4E (G)
T6@ RXC (@) | 97@ D7Y (S) | 1180 M28 (N)
770 DAY (W) | 988 SAE (W) | 1198 PY5 (&)
TB@ PNT CK) | 990 VYY (A) | 1288 TCG (P)
790 NNG (K) | 18008 CxM (b) | 1218 0535 (P)
800 aGJ (M) | 1818 TAC (8) | 122@ 2HY (W)
810 AAQ (C) | 1820 GN5 (5) | 123@ PFD (N)
B20 CBJ (m) | 1838 FCB (R) | 1248 EVD (X)
B30 ROF (M) | 1040 Fug (F) | 1258 W&N (C)
B4@ K06 (1) | 1850 7TE (1) | 1268 RVXK (0)

1278 420 (C)| 1480 YFS6 (V] 1698 D93 (X)
128@ DKV (U) | 1498 58E (H) | 1700 5VE (K)
1298 PTD (J) | 1580 DKM (M3 | 1718 DVN (Q)
1308 DAN (P) | 1518 P2T (63| 1720 HON (U)
1318 @06 (S) | 1520 W2P (03| 1730 05U (H)
1328 3NT (0) | 1530 T5H (63| 1740 CSE (A)
1338 3J7 (R)| 1540 WéK (0) | 1750 5VE (&)
1340 3E7 (0) | 1550 DVN (5)| 1760 &M% (0)
135@ 501 (7)| 1568 LGD (C)| 1770 @ca (0)
136@ wW2K (2) | 1570 Moa (7)) 1780 @371 (5)
1378 DRN €4) | 1588 156 (P)| 1798 PCS (5)
1338 QF6 (9) [ 1590 GTT (9)] 1880 WAK (&)
1398 QM1 (Y)| 1680 TWY (93] 1810 EON (&)
168@ CFA (Y)) 1618 W&C (7)) 1820 H4N (E)
16418 3E7 (&) ) 1628 ALS (3) | 183@ NUT (%)
142@ 3NT (Y) ]| 1638 T98 (M) | 1B4@ OYE (D)
1430 AHR (U) | 1648 FOK (N)| 1B5@ FSN (F)
1640 W2K (W) | 1650 635 (M) | 1B6@ FUF (5)
14508 DRN CR)| 1668 VLL (F)| 1878 FYJ (T)
1440 YSE C(F)| 1670 4MS (W) | 1BBQ FYR (5)
1470 RAC (F)| 1680 47w (61| 1890 QCE (F)
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Game

1980 TA4 (L) [2200 33 (F) | 2508 W62 (C) 2800 SL4& (G| 3108 D2@ (6) | 3408 XEW (H) 3780 oTa (W) | 3778 TPR (8) | 3848 YON (C)
1918 Tb1 (A)| 2210 NCT (E) | 2518 3AT (A) 2818 EOP (P)| 3118 CCB (T)| 3418 XKE (X) 3710 QQE (F) | 3788 HLS (u) | 3858 Jum (R)
1920 QXT (U} |2220 HLS (M) | 2520 Q48 (0) 2820 EKE (3)] 3120 D& (X)) 3428 137 (X) 3720 WAL €1)| 3790 MYy (S) | 386R JTT (W)
1938 P15 (¥) | 2230 VW63 (D) | 2538 C5C () 2830 V&S (8] 3130 WNK €G)| 3438 RJE (H) 3730 GOD ()| 3800 wAM (T)| 3878 3Kb (5)
1940 SKT (J) 2240 SUS (G) | 254@ EGG (2) 2BG0 TAV (S| 3140 8J3 (J)] 344B RTA (3) 3768 NUU (Y)| 3810 VNS (u) | 388D ENH (9)
1950 EON (K} [225@ 740 (4) | 2558 Y4D (5) 2858 EAP (5) ] 3158 XT1 (W) | 3458 NJU (2) 3750 E4Q (5) | 3820 WFNM (R)

1960 TUB (7) | 2260 AHH (W) | 2568 TJY (W) 2868 ETE (J)| 31460 DEQ (5) | 3468 DTE (5) 3760 EéR (Y) | 383D E4 (R)

1978 PEC (N) | 2270 MOH (N) | 2570 274 (&) 2878 VES (M) | 3170 DHR (V)| 3478 V2L (F)

1988 T36 (H) | 2288 WZL (H) | 2588 DNT (@) ZBBE SWV (V)| 3180 DKQ (T)| 34B@ Wil (2)

1998 TAP (4)|2290 DRP (P) | 2590 PYT (E). 2890 EHP (Y) | 3198 DM@ (V)| 3498 XMU (N)

2008 RH7 (4) | 2300 JSW (0) | 2680 BPP (C) 2900 EKE (A)| 3200 ubL €N) | 3508 P24 (L)

2010 RET (4) | 2318 HVS (&) | 2618 DRP (E) 2918 UXS CF)| 3218 F7Y (U) | 3518 &4H (R)

2020 RMT (42328 J19 (H) | 2628 RJS (0) 2920 SV (E)| 3228 71w (0) | 352@ 69¢ (T)

203@ RSQ (M) | 2338 YRF (T) | 2630 Yéb (X) 2930 EBP (D) | 3238 1EC (3)| 3538 125 (R)

2040 VEL (L) | 2348 H4L (T) | 2640 9AU (V) 2940 ETE (R) | 3248 &XK (@) | 3548 170 (1)

2058 DYR (8) | 2350 C1E (T) | 2658 EOP (U) 2950 VES (w)| 3250 DHe (L)) 3558 ey (Y)

206@ SDF (5) | 2360 QMK (P) | 26608 EKE (8) 29608 WnC (E)| 3268 DK@ (@) | 3568 WAT (H)

2A7@ ASYV (G) | 2378 YXE (W) | 2678 UTS (A) 2970 EHP (E)| 3278 UTL (Y) | 357@ VPL (K)

2088 SHF (1) | 2388 HCD (6) | 2688 8YE (4) 29808 011 (k)| 3288 wWL CH) | 3588 NUU CH)

2090 o8 (E) | 2390 aiwW (Y) | 2698 EBP () 2998 KXT (M) | 3290 TUub (XD | 3598 NEU (H)

2100 54F (1) | 2408 DFP (R) | 2788 EAE (K) 3080 14H ()| 3308 TF9 C(H) | 3500 DPG (Q)

2118 54 C(K) | 2410 6MM (D) | 2718 ULS (J) 318 STV (M) | 3310 5%3 (P)| 3618 VL (R)

2128 SBF (x) | 2428 547 (F) | 2720 T5@ (R) 3020 S9R ()| 3320 TYE X)) | 36208 TAR (Y)

2138 C38 (H) | 2438 AWD (3) | 2738 EOP (XD 3030 G3F €C)| 3330 RDT CR) | 3638 OM& (H)

2140 WPL (@) | 2448 AWD (F) | 2748 EKE (E) 304@ G5F (%) | 3340 RaS (3) ] 3640 va) (L)

2150 ANN (N) | 2458 NG5 (0) | 2758 VC5 (G) 3058 FGT (W) | 3350 RPE (0) | 3658 DA§ (2)

2160 WTL CL) | 2468 c&6 (X) | 2768 TR (C) 3060 HIC (5)| 5348 10C (2) | 3668 U2E (R)

2170 DHP (@) | 24T@ Vo4 (N) | 277@ EBP (D) 3078 SEI (9)| 3378 DRA (6) | 3670 UGG (A)

2180 AMN (K) |24BB WAL (L) | 2780 ETE (V) 308@ sYA (F) ) 3380 ot (1) ] 3688 wuv (S)

2199 axc (%) | 2498 EOP (P) | 279@ VCS (W) 3090 vvm (c) | 3398 w2L CF) | 3498 P1U (T)

e COMPUTER-WIZE
Al ST computers from B.8yte come with & fras summar pack which includes: Buy a 520STFM Summer pack with integral 1 Meg. drive inc.
b e s Ty Mo Mouse, Basic disk, Manuals and £400 worth of free software - for
1M Doublesided i v bult i only E399.00  Only £690.00 ONLY £350 inc VAT & delivery
PRI B3 g 600 10 WD YO QU1 IR0 O 201 Yoor UACHRG SAC: S0000s cosomisad e e We offer a wide range of accessories for all computers, with
N e the following discounts:
Lip b 25% o soltware for all oiher machines 10% off hardware, 20% off joysticks, discs etc
Extensive rargues of Alar Accessories, Joysticks and Books and 0% off software
Paase wiite or phore ko res informalion pack We have a minimum order of £15

B. Bytes Computer Systems
18 Southfleld Road, Hinckley, Lelcestershire, LE10 TUA Tel: (0455) 813377
All Prices Include VAT, PAP may ba exira.

10 Wisernan Grove, New O | '-'."' on Coldiield

Birrning hj"ul

re:epnone 021]1- 3?? 66?5

- ’ f .
EAGLE Contac

COMPUTERS Andrea Fawkes
South Wales' Largest Atari Dealer on 0625 8 78 8 8 8 now

Atari DTP, Full range of software

it L bl fo have YOUR company
included in this section

Telophone: 1222 350264 o
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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!

ss.:r'.'d an instan

® 600XL with data recorder, 20
games, six books, numerous
magazines, boxed with joystick
v.g.c worth £250 sell for £85
o.n.o0. Tel: 01 464 3206.

® Wanted 1050 disc drive in
London area. Tel: 01 883 B888
reasonable price or MAG40643
after 6pm.

@ Atari 1029 printer + 600 sheets
listing paper, buyer collects. Tel:
0704 893465 price £70.

® 1029 printer as new, screen-
dump and listing software on
disc, coloured ribbons, dustcover
£90. Also books and cassette soft-
ware. Tel: 0933 624912.

@ Atari: Mac 65 £30, Ultimad with
helpbook £15, Flight Simulator2
£20, Atari books mach.code 1 + 2,
Map.Atari £6 each. Tel: Andrew
021 551 5797 also Atari touch
tablet £20.

® 1060 disc drive, B00XI,
recorder, joysticks, software
£160. Tel: 0602 725909.
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@ B00XL, XC12 recorder, joystick,
50+ games, magazines and
books £100. Tel: 0229 44958
evenings.

@ Centronics printer cable and
Atariwriter plus (disc) £60
including delivery. Tel: 0505
684181 after S5pm.

® 1027 printer, Atariwriter, home
filing manager and Visicalc discs
and manuals E£70. Tel: 0778
423069, X

® Wanted 1050 disc drive,
reasonable price. Tel: 0602
399715.

@ Atari B00XL, 1010 recaorder, joy-
sticks, over 100 games £140. Tel:
Cambridge (0223} 311329.

@ Atari BOOXL, 1020 disc drive,
1010 data recorder, 1029 printer,
c/w Font IV over 80 games,
cassette and disc plus disc based
business software plus books
and mags £450 o.n.o. Tel: 01 708
1945,

@ Atari BOOXL 1050 disc drive,

r_?-_"""‘--—___ lassi fod o

® We GUARANTE
next available iss

1010 tape deck mags, books
many tapes and discs £180. Tel:
01 467 8513 evenings.

@ Atari 800XL 1050 disc drive
with Doubler XCll cassette plus
software £230. Tel: 0455 283641,
@ 300XL disc drive, data recorder,
touch tablet + wide range of soft-
ware both disc + cassette, worth
over £600, sell for £280. Tel: Gary
0245 267015.

@ 65XE outfit for sale, 24 games
£150. Tel: Ray 01 299 2011.

@ Atari 400 4Bk F/S keyboard,
1050 disc drive, 1010 recorder,
manuals £150. Tel: 05827 68754,
@ BO0XL, 1050 drive, 1027 printer,
two joysticks, games + books,
good condition £250. Tel: 08675
2914,

@ Wanted 1050 disc drive, also
1027 or 1029 printer. Tel: 0732
823608.

@ BOOXL, 1050 disc drive, XCIl
recorder, disc software (approx
value £250). Majority wargames,

- Your ag
ue of 4¢a

will g :
ri Useﬁ?ear Tibe

role playing including Kampf
Gruppe, Wizards Crown, Ultima
IV etc £185. Tel: Sheffield (0742)
302683 (evenings).

@ BOOXL, 1050 disc drive, 1010
recorder, joystick + 50 software
disc and cassette + mags £179.
Tel: Nottingham 383510.

@® Atari 1029 printer £80, Atari
1050 disc drive and software £90
both hardly used. Tel: Bridgwater
424080,

@ 130XE, 1050, 1010 tape, 1029
printer, Touch tablet, loadsa soft-
ware, disc, cassette, books etc.
Paid £800+. Bargain at £300. Tel:
01 697 0576.

@ For Sale: Atari BOOXL plus new
tape deck, exc condition, 50
games. Tel: Horsham 50570.

@ B00XL (two one with faulty
Ram), 1050 drive, 1010 recorder,
(broken key), joystick, disc,
cassette, rom software, will split,
no reasonable offer refused. Tel:
0507 604107,

Il

I /|

Il )

||

1L |

I ] 10 worde £2.00

| /|

s Kl

| 15 words £3.00

| L

Ei |

JL5 e S

| 20 words €4.00

|

| I

11 | 25 words £5.00

BN I I5

=4

I JL

] | ] 30 words [8.00

Signed

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

Cheque enclosed for

Name
Address.

POST TO: Atari User Classifiads, Europa House, FREEPOST, Macclesfield, Cheshire SK10 4YB



Mailbag

JUST a few words to whet
the appetite of all Atari 8 bit
users who would like to do
something else than just
play games on their micro.

With the aid of a short
wave radio the Atari can
listen to morse code and
display the translation on
the screen, decode radio
teletype signals and listen to
weather satellites. This
information can be dis-
played as a picture along
with temperature and cloud
information.

Although it all sounds
very expensive it needn’t be.
[ use my B00XL to decode
morse, teletype and fax pic-
tures on simple home made
interfaces that plug into the
joystick ports and they all
cost me less than £10 each
to build.

Perhaps if people realised
the quality of the Atari and
its broad spectrum of
capabilities it might be
better thought of. — M.
Wright, Chelmsford, Essex.

® Thanks for the letter,

Tune in to Morse
on your Atari

other readers might be
interested to see vyour
interfaces and gadgets. So,
write in and tell us more, we
are always interested to see
what Atari enthusiasts
around the country are
doing.

Basically
unfair

OVER the last six or seven
issues of Atari User | have
seen frequent mention of
the Basic XE/XL program-
ming languages. Nearly all
reports on them have stated
that they are far superior to

the old 8k Basic built into an
XE/XL micro.

So ifthey are so good why
don't you publish listings in
the magazine for these
super languages? — James
Bee, Jesmond, Newcastle
upon Tyne.

® The Basic XE/XL language
cartridges offer a far better
programming environment
due to the number of extra
routines — sort, procedures
and many more — you get
with them. They are also a
lot faster than your old
Basic.

We would like to publish
such listings but it would be
unfair to readers who only
have the standard Basic. If

Cure that keyboard glitch

CAN you please help me
with a problem | have with
my 130XE computer? My
Option key has stopped
working and | can't figure
out what to do.

Do you know of a quick
cure to my predicament or
will | have to send it to
someone fo repair it? —
Richard Head, Westminster,
London.
® Unfortunately the 130XE
keyboard can suffer from
two small problems that
luckily, rarely raise their
ugly heads. The first is that
the metal tracks that con-
nect the keys to the main
PCB tend to oxidise. This
stops them making a circuit
when a key is pressed.

The second glitch is the
cause behind this oxidis-
ation problem. The function

keys are fed with their own
&v power supply and it's this
that causes the build up of
oxide on the track.

It may be possible for you
to fix both of these yourself
but the job of doing so is
quite involved.

However, for the stout of
heart, here goes: Remove
the lid from the micro — the
four screws on the
underside hold it in place —
and then gently unplug the
keyboard membrane from
the connector on the main
board.

Unscrew the main PCB
and twist open the metal
tags so that you can remove
the casing. Now you will
have to locate resistor R95.

You'll find it in the bottom
right corner of the board
where the ? and Shift keys

would be, but don't worry,
it's labelled underneath.
Now carefully ‘unsolder it.

If this is replaced by a 1k
(0.25W) resistor the track
oxidising problem will be
solved.

If this doesn’t effect a cure
immediately you may have
to take the keyboard to bits
and clean the tracks — a can
of PCB Cleaner (code 51-
11108) from Cirkit will do the
trick.

Be very careful not to take
off the tracks altogether, as
they are wvery easily
damaged.

This is not an easy task to
undertake and quite poss-
ibly a little too much for a
novice. However, a service
engineer familiar with Atari
equipment will be able to do
the job for you.

“

there was a sufficient user
base of readers with these
cartridges we could con-
sider a section in the future.

Spectral
answer

WHAT a wonderful idea it
was of yours to run two

" maps showing the caves

and monsters of the
Eidolon. After following the
routes plotted in the May
issue and then the hints in
the June one | finally
completed the game.

But now | have a little
question for you to answer
for me if you can.

What does the word
Eidolon — used in the title of
the game — mean? I know it
doesn’t have any important
relevance, but | was curious
to see if the people at Atari
User are on the ball. — Sean
Canning, Manchester.

@ Right on the ball! Eidolon
means ghost or spectre.

No match

PLEASE can you tell me the
address of Ocean Software?
You see | want to buy
Matchday football. ['ve
looked for it everywhere but
I haven't seen it advertised,
so now | want to write to the
company directly. — Robert
Maddison, Dobwalls, Corn-
wall.

@ The address is: Ocean, B
Central Street, Manchester,
M2 5NS and the phone
number is 061-832 6633.

However, Ocean hasn't
brought Matchday out for
the Atari and doesn’'t plan to
do so.

Happy with
cartridges

IN the January issue of Atari
User there was an article
about the re-release of
several games by Atari on
rom cartridges. Being new
to the Atari range of com-

Turn to Page 50 »
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—Mailbag

<4 From Page 49

puters — having just bought
an 65XE and tape deck — |
found it made for informa-
tive and interesting reading.
Can you tell me if my
micro with 64k of memory
will run the games
mentioned? And if they
won't, is there any way that |
can modify my computer so
that they will work? — Martin
Austin-Price, Somerset.

® The rom cartridges
mentioned in the article will
plug into any Atari com-
puter — no matter what
amount of memory it poss-
esses — and work perfectly
well. This is because all the
program for the game is
held in a rom chip on the
cartridge board and
executes directly from it.

LETTER

Yet another
dimension

IN the May 1988 issue of
Atari User there was a letter
from Mark Wilkie who
wanted a Graphics 8 screen
dump routine that will work
with the 3D Plotter program
in the March 1987 issue.

This simple addition to it
will allow screen dumps
to be made to all Epson-
compatible printers. All you
have to do is load in the
original program and add
these lines:

1008 T=1:H=160:B=PEEK(88)+P
EEK(EF)*256:M=0: LPRINT CHRS
(27);CHRS(&4) :CHRSC2T) ; CHRE
(65):CHRS(B)::POKE Th&,255
1818 FOR F=0 TO 39:0PEN #1,
8,0,P: :PRINT #1;CHRS(27);
CHRS(42) :CHRSCM) ; CHRS(H) ; CH
RE(L);:FOR G=159 TO @ STEP
=]

1828 1F PEEK(TH4)=255 THEN
D=PEEK(B+(G*4@)+F) :PRINT #
1; CHR$(D); :NEXT G6;CLOSE #1
SNEXT F

18038 RETURN

and then alter the main pro-
gram. Here are the changes:

Thousands wait for games

AFTER reading the letter by
Stephen Buxton in the June
issue of Atari User / felt | had
to write to express my feel-
ings on what is now a rather
serious subject.

It appears the 8 bit range
of Atari computers have
been deemed unsuitable for
the current market. This is
an appalling situation.

Judging by the letters you
have published and the
popularity of your magazine
| find myself still confused
as to why software houses
say there is no market.

If a company produced a
game and sold it at £5 and
then went on to sell only
2,500 copies that’s still

WIN A
TENNER!

EACH month we will
award £10 prizes for the
most interesting letters
"gent to us. :

So now there's more
reason than aver to con-

620 POKE T64,255: 7 INPUT A
NGLE ":INPUT NN

548 NEXT L

541 7 “PRESS 'D' TO DUMP O
R <RET> TO CONT

542 1F PEEK(764)=58 THEN ?
BUMPING':GOSUB 1080:60

TO 541

543 IF PEEK(TEL)=12 THEN &
aTo 420

544 GOTO 542

550 POKE 7&4,255:RETURN

Another useful change to
the program is to change
line 570 to read:

570 %2=(5=T7)+(5=6)+(5=5)=(
§=1@)-(5=11)=(5=9) :¥2=(5=1
TI+(5=9)+(5=5)-(5=14)-(5=1
BY-(5=8) :NPX=NPXN+ 243 NPY=
MPY+Y2#3

This allows you to include

tribute to our live
bag pages.

start writing anﬂ
could be one :
winners. The address:

£12,500. | may not know
much about marketing, but
surely there is still a profit
margin there somewhere.

A few years ago there was
supposed to have been
more than 300,000 Atari 8
bit computers sold in Britain
and Europe. Even if half of
these have sold their com-
puters and bought STs that
still leaves a substantial
number of loyal followers.

Even after 10 years the
Atari is a machine that is far
superior to any other 8 bit
on the market. | find it very
upsetting to think that my
computer will soon become
obsolete. However, this
won't make me buy a new

ly mail-

pgns out,
d you
f the

Get your

Mailbag Editor
Atari User

Europa House
Adlington Park
Adlington

Macc‘lesﬁeld SK10 4NP

diagonal movement when
drawing the 3D shape. —
Michael Clark, Lichfield,
Staffs.

Stuck-up
monsters

AFTER opening my June
issue of Atari User | was
pleasantly surprised lo see
the software and hardware
catalogues from Silica
Shop. | didn't know there
were so many games avail-
able for my Atari micro.
After all the letters lately
complaining about com-
panies ignoring the Atari 8
bit range it's nice to see
Silica supporting it — even
though it is only one com-

one, | still know which is the
best. — Andrew Reid,
Newcastle-Upon-Tyne.

® Writing and selling a com-
puter game isn't as simple
as you seem to think. Devel-
opment and royalty costs
soon cut down the profit
margin.

The main reason behind
software houses not pro-
ducing games is that dis-
tributors won't take the
goods once they have been
written.

These are the culprits
behind the decline of the 8
bit Atari. What's the point of
spending money devel-
oping a game if you can't
get anyone to sell it for you?

pany out of hundreds.

My only complaint is that
it was sellotaped across the
superb centre page spread
of the Eidolon monsters. =
Nicholas Latbowsky, Wash-
ington D.C.

@ With the catalogue being
so bulky it needed to be
attached at two corners. The
only place with sufficient
white space, to avoid des-
troying text, was the centre
pages.

Rally round
for a view

PLEASE can you tell me
what happened to the
Speed Run rally game by
Red Rat? | read about it in
Atari User @ while ago and
saw it advertised by a dealer
in the magazine, but |
haven't seen any mention of
it since. When is it going to
be released? — Rolf Heelas,
London.

® It appears that Red Rat is
still doing some develop-
ment work on the game and
plans to release it very soon.

We took a look at the pre-
release version and were
very impressed — it's well
worth the wait.
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MAILORDER OFFERS

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

Whether you like games or prefer
more serious pursuits there's
something here for you — and you can
also learn a great deal from examining
and modifying the Basic listings.

Best Games
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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.)

L
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Frank the
Fruit Fiend

i

Spacemaze

'\a"‘\g o

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 53
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Ten of the
S
fabulou Best Games

S
program Volume Il | |
from your Colqur Puzzle - A mind—buggi_ing brain teaser
A devised to confuse and bewilder. Match the !
Coloured squares in this version of the trad- |
I favoll"te itional sliding block puzzle. L

Dam Trouble — Classic arcade fun puts you in

E

\
= I“e' command of g highly sophisticated military .
Atal'i 8 blt magaz helicopter. Your mission: To protect the town

of Floodsville from ruin.

Reversi - Can you beat the computer in this

Due to the tremendous success of the last Ten of the advanced version of the classic Othello board
e

Best compilation we have compiled a new dis_c full of game? L P A
the most exciting games that have appeared in Light Gun Blaster — The first ever listing for the
Atari User over recent issues. XE games System. Brast the ‘colc:ured squares
are stunning shoot-"em-ups, challenging to beat the clock using the light gun. ]

Iihr:::aﬁnns and thought Mine Runngr = Guide your underground explor-
provoking strategy PO ation vehicle thrc:uugh Increasingly difficult &

mes alike — and all A levels of meandering tunnels ang dangerous |
ga SEEEESEEEEREERN obstacles. _

foronly...

Breakin - Fast ang furious arcade action in our
version of the classjc bat and ball game
Breakout. Try your skill against the different
bumper patterns and fatal ghosts,

Submarine Hunter — Experience the thril| a_rEj
nerve-tingling excitement of naval warfare as
you hunt the oceans for enemy submarines.

Tyrants of Torment — Can you save the world?
Armed with your super hi-tech bouncing buggy
you are the last hope against the evil dictators.

Clay Pigeon Shooting - Test your accuracy in our
fast-action shooting game. How many birds
can you bag today?

Brag — Saloon gambling in the Wild West as
you take on three of the meanest card players
this side of Dodge City. There may be more at
stake than just cards.

Colour Puzzle

| TO ORDER PLEASE USE THE FORM ON PAGE 53
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L Protect your Atari .

I—-----

ORDER FORM

& WIt’h thlS ]uxury dUSt cover I * Sp:'u':iul ]J!‘it"i-r if ut*:'utnpurliull va]_id to
] for your Atari XE or XL. I by subscription or renewal 31/7/88 i
| e madedcean water. I | A v b ]
bound with strong cotton I| Annual subscription I
NEW RENEWAL
Only £3.95 |1 e oo e I
| Europe (incl. Eire)£18 7003 7701 |
) . Owverseas (Airmail) £33 7004 7702
. . . and your Atari Users : A o :
' . Atari ExecuCard 7023
A year's supply nf Atal_'l ] FﬁEEﬁﬂ Starquake disc 7024 i
Ese; can behkept in this I b e Starquake tape 7025 §
andsome chocolate
o i
brown binder Back Issues i
: 1! £1.50 UK, £2.00 Europe & Eire, £3.250verseas 1
Only £4.95 | March 1967 7411 November 1987 7419 i
April 1987 7412 December 1987 7420
| May 1087 7413 January 1988 7421 1
l June 1987 7414 February 1988 7422 I
July 1987 7415 March 1988 7423
| August 1987 7416 April 1988 7424 |
September 1087 7417 May 1988 7425
= October 1987 7418 June 1988 7426 i
yomo I Ten ofthe Best (see page 51and 52 =
| | TIRD® Cames Vol 2 disc £4.95 7053
® Games Vol 1 disc [RSKEN £4.95 7013/7014 |
dlscs | Utilities disc [ RaRM £4.95 7017/7018 | I
Add £1 for Europe inc Eire/Overseas
The ideal l
e 1deal storage " .
medium for your 1| Guild of Thieves |
5.95in discs. . I Atari 8001130 disc [PFEEEE £14.95 7019/7020 [ | | i
The luxury padded I Atari Data Bank e page s L NEW J |
PVC boxes are " - EEEm o699 7027/7028 [ 1
strungl_',r mﬂd& to I Add £1 for Europe inc Eire'Overscas E
rotect your valuable "
! E' J:l b st 1| Atfari ExecuCard wemses PNEW I
' e Pl W IERRE Add £1 for Europe inc Eire/Overseas 2499 7026 [ ] :
flat when not in use. ! |
Holds up to 60 = Starquake sepse LNEW I
L] ] Tﬂ.l:l! £4.95 TO30
5.25in discs Disc £6.95 787 :I .
: JI Add £1 for Europe inc Eire/Overseas |
r [ N N N _§ | - "
I A A R TN Atari User Toolkit sepog3s i
3 Tape £585 7021 ’
| Disc storage box bR Disc £7.95 7022 I
] Holds up to 60 5.25" discs  £4.85 7098 [ | Add £]1 for Europe inc Eire/Overseas I
; Mini Office II (sepose 5
I Dust cover 130XE £3.95 7031 Disc 400/B00/XL/XE (48k) £18.95 7050 e l
! —— B over OOXL  £395 7060 Add £2 for Europe inc Eire/£5 for Overseas 5 ol 1
I s sk - O . Readers in Europe (ine Eire) add £2 per item. I
I Atﬂ-ri USEI‘ biﬂder S o Overscas add £4 per item unless otherwise indicated l
: Add £2 for Europe inc Eire/£5 Overseas : " R o OTAL .
: Payment: please indicate method («) Expiry I
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® TRANSDISKIV| @

Commercial tapes CAN be

| |
f transferred to disk!* ‘f

*—*| READ ON! [*—

Are you tired of waiting for cassette games to load? Would you like to
transfer them to disk for faster, more reliable and convenient loading?
You may have heard or read that this is not possible. Well, not only is
it possible, but thera is a program, Transdisk IV, that will do it all auto-
matically, you require no knowledge of cassette protection techniques!
To put it simply, Transdisk IV will read ANY Atari cassette, (single, multi-
stage, non-standard format, 64K — no problem!), remove the protection,
then place it on to disk for you. Plus, to load and run the new disk version
of a cassette program requires just one keypress from a convenient,
autorun menu disk.

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

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

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

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

DIGICOMM

170 Bradwell Common Boulevard, Milton Keynes, BUCKS MK13 8BG.

Tel: (0908) 663708,

Demonstrations arranged for callers by appeointmeant
*For your convenience from the original cassette only.
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GREMLIN GRABBER Il
TO ALL 1050 OWNERS
WHEN YOU PURCHASE THE

1030 LS. PLALE.

Ilnnovated Software and CHIFPS briag you

THE ULTIMATE DRIVE ENHANCEMENT
* Plug in, @easy to fit PCB with full instructions.
Will run Happy,US doubler, Archiver,Laser and
Warp drive software.
o Will run all available disk operating systems.
o HI-SPEEDreading & writing gives an increase
in speed by a factor of SIX!
o0  Built in diagnostic tester, sector copier and
special back-up menu.
o* Full 16K of RAM on the PLATE.
“+ Comes with FREE Gremlin Grabber lll the
most comprehensive A/-SPEED backup utility
disk on the market, complete with manual.

NOW £20 OFF at £69.95 inc.VAT and EEC. postage.

NEW ON THE MARKET!

MOUSE HANDLER CAPABLE OF SMOOTH
PRECISON DRAWING
ST MOUSE with no hardware modifications, for use on
any 8 bit Atari, ST MOUSE, Handler Demo Programme
£24.95 inc postage.

(disc or cassette)

DO YOU WANT TO SPEED UP YOUR
PROGRAMMING ETC?
Then send now for FIG FORTH, the fast and versatile
language for the 8 bit Atari with a minimum of 48k
memory

Only available from:

‘CHIPS’

DATA DIRECT LTD.
53 RUGBY ROAD,
WORTHING.

WEST SUSSEX.

BN11 5NB.
TEL:(0903) 700804

FIG FORTH comeas with
useful sample programs
and can also be used
with an ST MOUSE with
no hardware modifica-
tions

FIG FORTH DISC
£14.95 inc postage
FIG FORTH PLUS MOUSE

£35 inc postage

Send a SAE for full price list of
Public Domain Software
Pleasa allow 28 days lor

delivery. .:;
FULSAR,

THE NEHT DIMENSIOH

Pulsar Software Lid
& Church Hill Road

East Barnet, Herts. EN4 BTB
Tal: 01-441 0789
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ST PRICE INCREASE
Due to a worldwide shortage of memory chips, prices of
many computers have gone up. From April 1988, the Atari
ST range s also likely to be atfected. For details of any
price increase, please retum the coupon below for our
latest leraiurs

ONLY FROM SILICA

rEE A parsonal compuber (hat ral ondy Sales A buf also solves
m"ﬂf‘lﬂ ilsm Ehat ot o 1S hiliel CPREIB .l.l'?ﬁl'd.lb-hl-l- HMIMMWWHM
8T rangs ol pemoralbusiness Mmpl.lllrl froem Akmn. Th. ST wns dasigned Ailizing tha modl Messsl
breaicihroughd. i semiconducion lechnology, producing & psmonsl compuler Bhel performs insks with
lewnr parts. 'Which maans it costs ess 1o make. And kas 10 buy. The laiesl ST compubsrs now include
bl in power suppisss and built in disk drves. The TOS opoerating system and GEM windons anvinonmse|
g nvw on ROM chipa which ane already inatslied in the 5T beyboard. This enables avtomatic irstant
tiagting wihen you swiich on. Silics Shop &ne plekssd 10 offer the complats A1 ST renge. Our mail order
deparimant is sfuabed o Sidcup and we have 3 retail cutiebs at Sidcup, Lion Houss | Tobienham Court Ad)
4nd Selfridges (Oxiord Street). We have aight aupariance of Atari products, longer than any other
LI compistry, @i dor wall aslabiahed as the UK's Mo 1 Alari specialisl. With & growp burnover of over £8
milkon and in emcess of B0 staff, we offer you wnbesatsble servics and support We provide seversl
laciitias which you will Bind invalusble during your Atar computing Me and most of these facilites ars
wvailable ONLY FROM SILICA. We suggest thal you resd through whal we Rive o olifer, belors you
dacide whiss 1o purchase your Atan 5T,

FREE STARTER KIT - Only From Silica
Whahi you punchisss sny Atan 5T i.n'bnurd you will ot only receive the best walus lor monay r.nmpuhr
on Ih-mrh&.butrw will alma recaiv the loliawing Irnm.i.lun C-urpnulmn- part ol Bhe pac

Disk " BASAC Manwal " ST Denecs Maaws!  * TOSAGEM on B0
Hmhﬁrwsfim \lica Shop, you wel also recaim

Dictvovme Sampier - colowr graphics program * ist Wore - Word Proceasor

In madnion, lllll Silich wimild] ik 40 bisd you gol ol 85 & Mying start wilth your new compuier, 3o we have
fpul hogather a spacial BT STARTER KIT worth over E100, which we &ne giving sway FREE OF CHARGE
with svary 5T compater purchasad at owr normal retall prices. This kil @ svallabhs DMLY FROM SILICA
and is aimesd & providing users with & valusble introduction bo the world of computng. We B conlinusly
wpgrading the 5T Etarier Kil, shich conlaing public dﬂ'ﬁlin and gtfwer icersed software, as wall 31 books,
magarines and accessories all relvan o 5T c g. Asdum Bha on bakow 107 Tl delails

DEDIGATEE SER IHCIHG C-" From Sifica

Al Sibca Shop, we have a full tirrss Aimri traened echnical swd
This inam i totaily dedicatad o -nh:lnq -'lllﬁ Wnpum prudur.bl Thessr pocumutsied bnowisdge, skill
and sxparience makes them second o nome in ther field. You cin De sure that any work carried oul by
Tam is ol e highast standard. A slandsrd of servicing which we believe you will find OMLY FROM
SILICA. In sddition bo providing full servicing focilites lor Ater ST compuiers (both in end ol of
WRITANEY), Cril Wl i Alsd Bble 1o oMer meamory ans modulator upgrades 1o 5T computers

Tk RAM UPGRADE: Our upgrade on the standard Alari SPO5T-M or S30ST-FM keybosnd will
incrpass the memory Trom §12% 10 8 massive 1024K. It s a full 1 yoar warmanty and is avasabls from
Sidica at an additional retsil price of only £86.96 [=VAT & [100)

TV MODULATOR UPGRADE: Silica can upgrade the 10415T-F 10 include a TV modulsior sa
Wl you Gan then use it with your TV st This is an intemal upgreds and doss nod ivole Bny unlidy
aternal hozes A cable to connect your 5T bo any domestic TV is included in the price of the upgrada
which s only E48 {inc WAT). The upgeads & llllalrllllbhﬂurudrﬁm‘ET compuien al the same price.

THE FULL STOCK RANGE - r From Silica
W mim 10 kD #ocks of &8 Alari relabed pl'udum:mr}-:urm carries & stook of over ©% millicn
‘We import many software fitks direct Trom the LISA snd you will find thal we have new reloases in

+VAT-£299
MUCH FOR SO LITTLE!

There is nothing that can compare with the incredible value for money offered by Atari's
5205T-FM. For only £260 (+VAT=£289), 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 built-in disk drive. The 5205T-FM has a TV modulator
built-in, and comes with a lead to alldw you to plug it straight into any domestic colour
talevision 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 titlas 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
gel a lot more, including a FREE Silica ST Starter Kit worth over £100. Read the ONLY FROM
SILICA section on the left, to see why you should buy your new high power, low price 5205T-
FM from Silica Shop, the UK's No1 Atari Specialists. For further details of the range of Atari
ST computers and the FREE Silica ST Starter Kit, complete and return the reply coupon below.

ATARI| 520ST-FM NOW (:".»‘NL"I‘lr £260 (+VAT=£299)

monilor £399 (inc VA from 512K RAM to 1024K RAM £100 (inc VA
ATARI 1040ST-F - NEW PRICE

'Wia are phansed 10 ANNOURCE B e reduced price point on the
104018 8 poweriul computer wih 1A of AAM andaiso inaiudes
isa compuier nec
a built-in 1Mb double sided 3%" disk drive, Tha 1040 has bean
deaigeed for use on business and prodessional applications
mosl of which réequire & resalution monochrome or colour

adwnnce of many of cur compatitors. Unlike deslers who SA0Ck salaciag litkes, we have the hull onida does have mandisla
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NS T-F Kb ¢ High Res SMT Moo Mosior A finc WA T?

If you woild Has furdher Setails ol the 1080ST=F, neluin 1hi coUBOn Dalow.

MEGA ST's NDW IN STOCK
For the user who requires sven mors RAM than the 520 or 1040
5T's ofter, the new MEGA 5T compubers are now availabla,
Thare are to MEGA 5T'5. ona with 2Mb of RAM and ths other
with A massive 4Mb. Both new compulers ar Tully compalible
with axisling 5T's &nd nun currenily available 5T mnmu'ﬂ

ng

are supplesd with GEM, llmmmmwdlm
a5 with tha 520 or 1040, Prices are as foliows:

AFTEH SALES SUPPORT - On ;/ From Silica

Flest smsurnd that wien you by yous ST fam Silica Shap, you be hully supported. Our ires mailings
v ews of refeases and developments. This will help 20 Keop you up 10 dale with few soltears reases
as woll as what's happsning in the Atlari marel. Mmm?mn.mrlﬂmlﬂr“ﬂhunﬂnrl
Belephone line bo servece alll of your Aksr req b3, M yoau purchisss an 5T fram Silica and would B
any Wehnical adeica, wa Rawe @ dull lims hchﬂu:ﬂuwmthlm o bnlp you get the bosi from your
COmpfer. Mﬂnmhlubﬂlﬂ!m l1.ll1 and e Syabema Specilically dedicsled i providing afer sales
sarvice on Abari ST i that owr users emjoy an excepbonally high level of
wppon Mummmml.'rmu-um

FHEE CATALOGLIES - C»'nq,f From Sifica

Shop, we recogniss thel Serious users nequire B in-0epih iNlcFMAaion serice, which ik wiy e
Mmmiﬂdprmﬂﬂhm owr ST pwners Thﬂulmunbulﬂ-png:ﬂluﬂgu‘-ﬂmmm

mthnumlh-ﬂumuluﬂmmuﬁmmm 1] already purchased an WEGE ST U B fine LT
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AEGA ST didb KyDaaed + CPLI + SMTES blano Mondar . I8 (ine WAT)

F-H'EE OVEHNIGH T DELIVERY - From Silica

I"D'.«zh i COmpUbE within M hours of retsving them, Mol hardwars
mm mtbrhmwmg AOUP 4 couriar serdce FREE OF CHARGE 1o custamars wilhin The
I This mathosd Bedps 0 snsure minimum delsy and maximum profsciion

PRICE MATCH - Only Fr::.rm Silica
"W hops thl the combination ol our low feices, FREE UK delivery service, FREE Starter Kit and FREE
after sabes support, will ba #noisgh 1o make you burwu- Aari sguipment from Silica Shop. i kowever,
#ais & somathing you wish to purchass, and you find one of our compatiices allering i1 #1 8 lower price,
han HIHI oig anles dep providing us weth our competiioe's name, acddress and
i . 1 pur & hultupnﬁlnﬂnu ﬂ-ﬂwmdl,mnghmuﬂmlgn| A
m Sl #l'lM Euiiii] ardd #lill provide you with our normal free delivery. We realise that we are not
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H 0w weouid s turther demis of tha MEGA ST, Phurm e Dowpon beiow.
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To: Silica Shop Ltd, Dept ATUSR 0788, 1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX

g PLEASE SEND ME FREE LITERATURE ON THE ATARI ST

will alsa ba ealitsd 19 o atter sales service, |r|.|:rud|nu fres newslabisrs End technical Suppon. This MrMrs/Ms: Initials: .. .. . T L e R R R
Mk CUF DrIDE MEICH Qo s rachar g o will ive ONLY FROM SILICA. We don't
Wl e B 0 ywhers sl for your Atarl products. So shop at Silica, the UK's Mai Alari Specialbl Add -

SIDCUP (& Mail Order) 01-309 1111
1-4 The Mews, Hatherley Road, Sidcup, Kent, DAT4 40X

LONDOM 01-580 48389
Lion House (1st floor), 227 Tottenham Court Rd, London, W1P OHX

LONDOM 01-8629 1234 ext 3914
Selfridges (15t floor), Oxford Street, London, W1A 1AB

g
¥
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tures — Lords of Time, Red Moon and The

Price of Magik — come together in one
package. Each has been enhanced and enlarged
with more text than ever before — 60,000 mind-
expanding words creating magik and mystery
round every corner. There's a powerful new
parser, and most disc versions include stunning
digitised pictures that help to dramatically
heighten the atmosphere.

Three of Level 9's most acclaimed adven-

What the press have said:

LORDS OF TIME: “Destined to become a classic’ -
Computing with the Amstrad.

RED MOON: Best Graphical Adventure or Best
Adventure of the Year - Zzap 64, Crash, Amtix, C&VG,
CCl, and Amstrad Computer User.

THE PRICE OF MAGIK: “Another superb adventure . . .
their best yet” — Commodore User. Also a Crash

MmN

SOFTWA,

Europa House, Adlington Park,
Adlington, Macclesfield SK10 4NP.

ENQUIRIES: 0625 878888 ORDER HOTLINE: 0625 879920

fand magik

The trilogy

Interactive fiction

from ) pwel Q

Fliﬂ.li-l'
ﬁ#“ Fter T vt ki e pictme.

Screen shots from
Atari 8T version

Spectrum (cassette) Plus 3 (disc) Atari ST
Commodore 64 (cassette or disc) Commodore Amiga
Amstrad CPC (cassette or disc) Macintosh

Atari XL/XE (cassette or disc)
Amstrad PCW (disc)

Apple Il (disc) £1 4-95

Amstrad PC, IBM PC
and compatibles

£19.95

Available from all good stockists or order direct by sending a
cheque or postal order made payable to Mandarin, together with
your name and address. Price includes P&P. Access/Visa owners:
Phone our hotline or send your card number with your order.



