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

Whether you like games or prefer
more serious pursuits there’s
something here for you — and you can
also learn a great deal from examining

and modifying the Basic listings.
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Bounder was the game you liked best of all.
Now, in BOUNDER PLUS, we've made it even
better — with SIX exciting new screens to test
your dexterity. Bounce up and down on the
springy trampoline to hit the many targets
while avoiding the balloons. (XL and XE only.|
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new subscription to Atari User — or if you
renew your existing subscription.

= Make p

f‘lian 1029 Printer
~ Load

OWN fantas YOUr AlariArgicr

toDire.. fic artsho, I.DFCE'UI{?S and create s

E.DSCH'? ar Voy

rf. i [
SVOLIrte Pictures g Your

-_—

Withaoyt AN instan
D g0ing 1o o ANt access
,:‘ﬂenum i E;::IS 0 disc d]recroﬂ.es
= L,Im
L program
o

5

=~ Print
LIt aﬂ_‘y" er,IGlE\nl!. 'rha,l":]t-[-
; er

4N Epson
Priniter
Datakgijeq Manipu Set in fulf o
Ulate gay,
Cr ] 'n"u".lrh £ag
G £ Whether
on

display on },;
C Drre.:,l_,ly

GE‘F‘Pr]Lr
TS A very
Ur Screen Y IMpressive gg
’ . CDFUmn i
ext

5 ||'I|-| ,ﬂ,ran USE,r

Frank the
Fruit Fiend

r
T LTI e e T II T

Spacemaze

95
each

SPECIAL BONUS
Buy any two out of Ten of the Best games vol 1,
Ten of the Best games vol ll, Ten of the Best
utilities for only £7.90 — and save £2!

TO ORDER PLEASE USE THE FORM ON PAGE 47
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US products 13
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Can you destroy the evil mutant birds in our game of the month?
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Easy programming 28
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E500 worth of portable radios and joysticks.
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With this handy program you can create personalised league tables.
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All major listings in this issue are
accompanied by checksums to
help overcome typing mistakes.
For full details of how they work,
see the article on page 36 of the
July 1988 issue of Atari User.
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Never has the 8 bit Atarl "

been treated with such respect. =

Thanks to Zeppelin's unrivalled
Atari experience, 8 bit owners every-
where can now rub their hands with
glee at the prospect of playing the

game that's got the games software

world jumping with delight.

DRACONUS is the ultimate

Atarl 8 bit experience

you rush out and
every one'—ATARI

‘Zybex s the sort of game
that makes reviewsrs
wish there were more

% in the
' L3

Please rush me by return of post:

Make cheques & P.O. payable to: Zeppelin Games Lid.
Send to: Zeppelin Games Lid, 28 Osborne Road, Jesmond, Newcastle, NE2 2AJ, England
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New US products

ANOTHER batch of import-
ant Atari 8 bit products have
been announced by US
developer Reeve Software
(0101 312-393 2317).

News Station brings some
powerful page layout
capabilities to the XL/XE
micros. It allows the user to
combine graphics and text
and print them out. Price
$29.95,

MNews Station Companion
includes a plate manipulator
to expand and centre News
Station plates, an Ascii con-
verter, Koala picture conver-
ter for selecting part of a
picture, and News Station
Librarian which allows
pages to be compressed to
save disc space. Price
$29.95.

Publishing Pro is the first
object oriented desktop

publisher available for Atari
8 bit micros. It allows users
to create an entire page at
once using columns,
headers and icons, and is
compatible with Ascii files,
Print Shop icons and News
Station. Price $39.95.

Business Manager 3.0 — a
complete accounts receiv-
able business package also
prints statements, mailing
labels and invoices. The
program is entirely icon-
based, tracks an unlimited
number of customers and
takes advantage of two disc
drives and the extra 64k of
memory in an Atari 130XE.
Price $49.95,

Super ReeveKey is a CX85
keypad handler that will
allow you to use your key-

board with most commer- -

cial software including

are on their way

SynCalc, Your Personal Net
Worth, and others. Also
included is a keypad custom-
iser that gives complete
flexibility in designing new
keypad layouts.

Keys can be defined to
represent up to 10 charac-
ters. Price $19.95.

Ditto XL — a powerful
backup utility - will
duplicate most un-protected
commercial software with-
out using any hardware. It is
completely software based
and will work with any disc
drives. Price $34.95.

Rhythmizer is a sound
synthesis program intended
to simulate a drum set, but
which can be customised to
imitate many other instru-
ments. Included are sound
and rhythm editors. Price
$24.95,

Business
looks up

AN award-winning all-in-
ane, fully integrated busi-
ness package from America
for Atari 8 bit machines has

been launched here by
Computerhouse (01-731
1276).

Called Turbobase, it fea-
tures three relational data-
bases, word processor,
spreadsheet, accounts sys-
tem and report generator.

It has open invoicing,
inventory/stock control,
payroll, flexible mailing and
file management, along
with complete system error
checking.

"“And it's easier to use
than dBase, Rbase or
Lotus”’, says Computer-
house senior partner John
May.

It comes with a 700 page
manual inciuding a quick
course and cookbook. Price
£119 in 40 column format,
£129 in 80 column format.

Jolnthe treasure hunt

ATAR! users have been
invited to take part in a
treasure hunt to find the
secret hiding place of a
£5,000 replica of the leg-
endary Holy Grail.

The nationwide quest has
been organised by Man-
darin Software (0825
878888) to mark the launch
of Lancelot — a graphic
adventure game based on
the legend of King Arthur.

Hand-crafted from sterling
silver, and gilded inside with
22 carat gold, the 7in high
goblet is encrusted with

semi-precious stones. It is
hidden at a secret location
somewhere in the UK,

To find the prize, entrants
will have to survive a two-
stage contest based on
clues contained in the new
three-adventure Lancelot
package.

Contest

creator and

Arthurian expert Pete Austin |

said: "All people need to do
is study the Lancelot game
carefully and the clues —
plus their answers — will
become obvious™. Price
£14.95,

NEWS!I REVIEW

High scores
the aim

A NEW arcade-quality joy-
stick offering eight micro
switches — and a range of
features for even the most
difficult of computer games
— is being marketed by
Compumart (0509 610444).

The Micro Blaster, manu-
factured under exclusive
licence for Replay, is
ergonomically designed in
red and black with non-slip
rubber feet.

The eight micro switches
ensure maximum efficiency
and it has a switchable
single or rapid fire button
for high score games.

A 1.4m cable ensures the
player can take up more
positions. Price £12.95.

Cut-price
games

A NEW software club has
been started which prom-
ises quality games at half-
price for Atari 8 bit users.

Called Special Reserve
(0279 726585), it claims to
be able to offer the lowest
overall prices for entertain-
ment software.

Annual membership costs
E4 and includes three issues
of the Special Reserve
buyer's guide, new release
updates with each game
bought, a folder and
membership card complete
with privilege ordering
number.

One of the special
introductory offers is a full
set of clues to the Mandarin
Software games Time &
Magik and Lancelot.
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Start bit

8 bits of data
{one full byte)

Mext start
bit

Figure I: A serial interface

RS-232 —

ANDRE WILLEY explores the
mysteries behind computer talk

MOST people are familiar with the
terms Lontronics and RS-232, and
many will even know that the firstis a
parallel system of transferring infor-
mation while the latter uses a serial
system. But what is the difference
between the two types of interface —
and why do we need both systems?

Well, whichever one is in use at the
time, the aim is very simple — to trans-
fer computerised information from
point A to point B as quickly and
efficiently as possible. |n computer
terms, each individual character to be
sent is called a byte, and it is stored
internally as a pattern of eight swit-
ches known as bits.

Some of these bits will be switched
on and others will be off, and to trans-
fer any information between a com-
puter and devices such as printers or
modems it is necessary to transmit

-these patterns down some form of

connecting cable. To do.this, each bit
is converted into a short pulse of elec-
tricity — normally five volts for a 1 bit
and zero volts for a 0 bit.

Imagine for a moment that each
single bit-pulse of data within a byte is
represented as a car travelling along a
main road between two cities. As we
would ideally like to send our eight
car-bits down the road simultaneously
it would seem highly logical to build
an eight-lane motorway so that each
car could have a clear lane of its own.
Thus each car could drive alongside -
or parallel to — the other seven vehic-
les making up a full byte, and the jour-
ney would be a fast and smooth one.

This is fine in theory, of course, but
it would be rather impractical to con-
struct eight-lane motorways all over
the country, so for longer journeys we
might expect to find ourselves driving
along ordinary main roads with just
one lane in either direction. In that
case our eight cars must follow each
other nose-to-tail the whole way, and
the journey would take considerably
longer.

This example shows how a single
byte of data — or eight cars, whichever
yvou prefer — is passed between two
locations, but real-life data transfer is
complicated by the fact that you rarely
want to transfer a single byte on its
own. More often a stream of bytes will
be sent — such as printing out a full

document on your word processor, or
downloading a bulletin board file via a
modem.

If you are using a parallel interface,
such as our eight-lane motorway,
there is no problem — all you need to
do is send each row of eight cars
down the road after the previous one
has left. When they reach the other
end each row, or byte, of eight cars
will still be driving side-by-side, and
the next byte will follow straight after.

The problem occurs when using a
serial interface — such as our RS-232
single-lane road. If you send another
set of eight cars down the road
immediately after the first, followed
by another and another after that, then
there is no simple way of telling where
one block of eight finishes and the
next begins.

This dilemma is prevented by send-
ing out another vehicle, say a large
lorry, before each group of eight cars.
Once all the vehicles reach the other
end of the road they will still be in the
same pattern: One lorry, eight cars,
one lorry, eight cars, one lorry, eight
cars and so on. In computer terms,
these lorries are called start bits
because they indicate where one par-
ticular byte of data starts (see Figure 1).

To make our example completely
true to the digital world of computers
we will need to make one other alter-
ation. Since a computer can only deal
with bits of data which are either on or
off — that is, voltage present or no
voltage — we should really think of our
roads as containing cars and spaces
the same length as a car, rather than
two different types of car.

_Eight-lane traffic

In the parallel motorway example, a
byte such as 10000001 would have a
car in the outer lane, empty spaces in
the middle six lanes, and another car
in the inner lane. As long as every car
on the road, including those in the row
behind, travel at the same speed they
should arrive’in the same pattern.

In order to tell the computer at what
speed the information is being sent,
an extra signal line known as a strobe
is used to provide extra synchronis-
ation pulses. This can be thought of as
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a serial in 8 bits

a line of extra cars driving down the
hard shoulder of our motorway,
always running alongside each main
row of cars. (see Figure I},

If you think about it, this system also
gets around another possible problem
— that of how to detect zero infor-
mation. Now that we are dealing with
cars and spaces instead of just cars it
would be quite possible to mistake a
row containing ONLY spaces for the
gap that occurs between two rows.
The extra set of cars on the hard
shoulder means that we always know
the difference between an empty row
and a gap.

One way system

In a serial system, where we are
dealing with a single lane only, speed
becomes even more important since
we have no hard shoulder available
for sync information. What happens
instead is that the speed of our car-bits
is very carefully regulated so that we
know that there should be, for
example, one along every five
seconds. After the start bit—or lorry in
our example — has arrived we know
that either a car or a space will be in
position for checking oence every five
seconds.

The speed of the bits is known as’

the baud rate and basically refers to
the number of bits which are sent out
every second — so 300 baud refers to a
data rate of 300 bits per second. This
count includes any start and stop bits
(normally two in total), so 10 bits can
convey one full byte of data — thus
giving a data transfer rate of about 30
characters per second at 300 baud.

To avoid any congestion on the line,
and because the receiving end may
not be able to handle data as quickly
as you can send it, both parallel and
serial interfaces allow a system akin to
traffic lights in order to tell the com-
puter when to start and stop sending
information.

When the lights are at red —
indicating the peripheral is currently
busy processing and can’t accept any
more data — the computer will twiddle
its thumbs until the lights go green
again. This is referred to as hand-
shaking.

As you will probably have realised
by now, parallel interfaces are very
much simpler than serial, but require
many more wires for the data to be
sent along. This is why the Centronics
parallel system is more often used for

short distances — say from the com-
puter to a printer, and the .RS-232
serial system is used for longer range
communications — either from room
to room or even, by phone, to any-
where in the world,

Can you imagine having to use eight
phone lines to send a message by
modem? Well that is what would be
needed if we were to design a parallel
interface for telephone use. The layout
used on a Centronics connector is

shown in Figure Ill. You will recognise
the eight data lines as the eight lanes
of traffic in our example, and the
strobe as the hard shoulder. The Busy
and Fault lines work like traffic lights.

The Busy signal goes to red to
indicate that the printer can’t take any
more information for the moment,
while the Fault signal is just the oppo-
site and must always be switched to

Turn to Page 8 &
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Figure II: A parallel interface

Pin No. Function Pin No. Function
1 Strobe (Sync) A Data Out
9 Data bit 1 3 Data In
3 Data bit 2 4 Regquest to Send
4 Data bit 3 5 Clear to Send
5 Data bit 4 6 Data Set Ready
B Data bit 5 7 Ground
7 Data bit 6 2] Carrier Detect
8 Data bit 7 20 Data Terminal Ready
2 Data bit 8
1 Busy
16 Ground
32 Fault
R e e RS TR RO R W |1 RO - = |
18 1
0000000000000 0D00D00 \'-"".-..‘..7
000 QOO00OO0C0DDO0O000D0 o " B B B B B B B BB
38 Ly M5 6 17 W8 18 X 21 222 0B

Figure NI: Centronics connector pin
diagram

Figure IV — RS-232 connector diagram
{modem end)
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<4 From Page 7

green for the computer to send
anything at all. This prevents sending
information to a printer which is not
turned on, for example.

RS-232 is a far more complex issue.
From Figure IV you will note that there
seem to be almost as many connec-
tions as we have seen on the parallel
system, which surely defeats the
object of a single-lane highway for
computer data. In fact the only two
lines which are essential for full two
way communication are Data In and
Data Out. These allow data to flow
along a single line in either direction —
rather like a normal highway in which
traffic flows along opposite sides of
the road.

All of the other lines operate as
handshaking aids, like multiple sets of
traffic lights. They are very rarely con-
nected over long distances — more
often acting as indicators to let the
computer know the current status of
the modem or other intermediate
device.

These are especially important
when sending data over telephone
lines because you will often be using
very slow baud rates — such as 300 or
1200/75 — which may require the com-

puter to pause for relatively long
periods.

Most of these handshaking lines
refer to the Data Terminal and the
Data Set. These are generalised terms,
and in our case the Data Terminal
would be the Atari micro itself and the
Data Set would be the modem — or
indeed any other RS-232 device we
might have connected.

Ready or not?

To run through the handshaking pins
then, the Data Terminal Ready is swi-
tched on by the computer to tell the
modem it is ready to send or receive
information. Some auto-answer
modems will check to see if this signal
is set before allowing themselves to
answer an incoming call. Data Set
Ready is just the opposite to DTR—itis
a signal set by the modem to say that
it is also capable of communicating.
The Request To Send signal is very
similar to the DTR, except that it not
only says that the computer is ready to
send data but actively requests the
modem to make ready for a transmis-
sion. Clear to Send is the modem’s
reply to this request, and gives the
computer the green light to send its

message. The only other important
signal line is the Carrier Detect, and all
this does is let the computer know
when the modem has established a
connection via the telephone line.
Until this happens there is no point in
the computer even getting ready to
send information. Carrier Detect is
often used by Bulletin Board software
to tell the host computer when a call
has been received and a connection
made.

In fact, the full RS-232 standard lists
some 20 signal lines, but most are so
obscure that they are almost never
used. In fact, most modems will quite
happily operate with just the Data In
and Data Out lines connected — and
those that don't will often only need a
permanently-on signal connected to
their DTR line.

® Next time I'll explain how the Atari
RS5-232 interface system works, and
how you can write programs to con-
trol your 850 Interface or P:R:Con-
nection.

Once you know how to do that you
can connect hundreds of different
third-party devices to your micro —
ranging from simple plotters to
more advanced external sensing
equiprment.

No.1 DISC SUPPLIER

STORAGE BOXES

- BEST RANGE - BEST PRICE

All boxes are lockable, and are supplied
with 2 keys. Made from anti-static plastic, they
are a top guality product at rock bottom prices

1 3 ] T
140 x 5.25" £8.95 £7.85 £7.49 £6.99
100 x 5.25° £6.95 £5.95 £5.49 £4.99
50 x 5.257 £5.95 £4.95 £4.49 £3.99

MIX '"N' MATCH FOR BEST PRICE!

TOP QUALITY DISCS AT ROCK
BOTTOM PRICES

5.25"

25 50 100 150 250
el BT s £9.97 £17.58 £30.88 £39.43 £58.43
58S 95T.P.| .........210.21 £18.05 E£31.83 £40.85 £59.85
DS 48T.P.I. .....£1045 £18.53 £32.78 £42.75 £62.70
DS 96T.P.. .....£1093 £19.48 E£34.20 £4418 L6E6.03
DS Col 96T.P.I...£13.06 £24.46 £46.08 £62.23 £94.76
DS ReV ......cccoeees £1425 £27.08 £47.98 £64.13 £97.38
Col & Rev........... £14.25 £27.08 £47.98 £64.13 £97.38

All diges are 100%% Error free. All discs come with envelopes and a
full user set including labels & Write protect tab

CENTEC DISK SUPPLIES
UNIT 3, THE METRO CENTRE, BRIDGE ROAD, ORPINGTON, KENT BRS5 2BE

EYN

Al disks are sant
by Trackback or

VISA TEL: (0689)35353 (6 Lines) (24 Hours) Fax 0689 77737 st
Plegse note we operate a call stacking system. Outside office hours a lelephong answering maching will take your order.
E. & O.E. Remember - all prices include VAT and delivery! There are no hidden extras lo pay! Personal callers welcome: Monday — Friday 8.30am — 4.30pm
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Product: Rampage

Price: £12.95 (disc) £9.95
(tape)

Supplier: Atari World, 11
Fennel Street, Manchester
M4 3DU,

Tel: 061-834 4841

IT has been a long time
‘since an arcade game has
been converted on to the
Atari B bit. But now
Activision has released
Rampage, formerly by Bally
Midway.

It is based on the exploits
of three indescribably nasty
B movie behemoths: King
Kong, Godzilla and Wolf-
Man. And the only thing that
will satisfy them is total de-
struction.

Loading the disc-based
game is simple. Just unplug
~any cartridges on old
machines or hold down the
Option key on newer
models while switching on.
Cassefte users must
remember to hold down the
Start key while following
these instructions.

The game is designed to
be played by two people
using joysticks. Up, down,
left and right move your
monster in the desired
direction. Holding the fire
button and then moving the
joystick will cause the
monster to throw a punch or
grab in the chosen direction.

In the very best of Holly-
wood tradition, Rampage
unleashes monstrous may-
hem on an unsuspecting
public.

It seemed like any other
day at the Greaseburger
Fast Food Emporium,
except for three unlucky
customers who were to get
something nastier than their
usual Big Mucks.

The company's research
division has been playing

Have a smashing time

around with several experi-
mental food additives — and
have they caused trouble.
A wave of nausea, foul
aftertaste then chronic indi-
gestion soon swept over
George, Lizzie and Ralph.
Then they ripped off their
clothing and got into their

designer label fur and
scales.
Life isn't funny when

you're a 50 foot Gorilla,
Lizard or Wolf-Man and the
rest of the world is just
about to find out how bad it
is.

You play the roles of
George, Lizzie and Ralph.

And in a desperate battle for

survival you climb sky-

scrapers and smash walls -

with your fists as you look
for something edible -
anything from toasters to
tasty little humans.

Be very careful though,
damaged buildings will
eventually collapse into
rubble. Leap off them when
the foundations start to
crumble as getting trapped
under falling masonry will
weaken you.

The nation’'s military is
also hell-bent on your de-
struction and you must

punch or avoid the snipers
in the windows. Gunship
helicopters are also buzzing
around the screen in an
attempt to shoot you. Swat
them like flies.

If you lose all of your
energy — indicated by bars
at the top of the screen —
you will revert to your
human form and, hiding
your nakedness as best you

oK 2
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can, shuffle off the screen in
embarrassment.

When a whole level of
buildings has been demol-
ished, a new city block
appears ready to be flat-
tened, There are 50 cities,
and you spend three days in
each, making 150 different
screens to destroy.

Rampage is great fun to
play and the graphics and
animation are very good.
Adequate sound effects
complement the game, but
the title music is atrocious.

Of late only budget games
have been reviewed in Atari
User and it makes a nice
change to see a full-price
game appear on the market.
| only hope that Activision
follows it up with a few
more.

Rampage has been very
well written.

Neil Fawcett

S v L e L ) &5
Graphics..........ccccoeeeivinnne., 8
Playability .........c..ccoeeesrenee 8
Value for money..........c.oc.n. 8
Ovarall..............ccosssensnsessses 8
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Product: Ouartet Gold

Price: £3.99 (tape)

Supplier: Atari World, 11
Fennel Street, Manchester
Ma 30U,

Tel: 067-834 4841

THE latest release from Red
Rat Software is another
compilation pack = Quartet
Gold, containing Space
Wars, Dreadnought, Little
Devil and Laser Hawk. .
Space Wars centres
around the hostile actions of
the Reldan Empire. At the
last meeting of the Intergal-
actic Federation on the
planet Alpine Nine the ugly,
warty Reldans from the dark
stars declared war on Earth.
As the Federation pre-
pares its own fleet and

Product: The Extirpator

Price: £1.99 (tapa)

Supplier: Atari World, 11
Fennel Street, Manchester
Ma 3D

Tal: 061-834 4941

-

YOU are the Extirpator,
remover of unwanted
items by force. Your
task is to root out all
evil from the universe
and to help you do
this you have been
placed in charge of
the Eagle X-Ray
squadron. Your
latest mission is to
lead a counter attack
against the forces of
Lax IV who have
invaded and en-
slaved your home

lead your nine
vessels through
a number of

Reldan craft are massing to
attack the Earth, you guide
your space fighter through
the asteroid belt and enter
the fray.

All controls are via a joy-
stick plugged into port one.
Keep a sharp eye on your
shield function panel at the
top right of the screen.
When it runs out you're
dead. While your shields are
at full you can ram Reldan
craft and destroy them. But
be careful, this drains your
strength and you may end
up losing a life.

The graphics and sound
effects are reasonable.
However, | was playing
games like this 10 years ago
when | first got my Atari.
Space Wars is anacceptable
game on a compilation
pack, but | wouldn't have

planet. You must

sectors which are patrolled
by enemy pods and craft.
After negotiating one level
you have to blow your way
through the sector wall to
proceed to the next sector.

Loading is easy. Remove
all cartridges from older
machines and hold down
the Start key while switch-
ing on. On newer machines
you hawve to hold the Start
and Option keys while swit-
ching on. Then press Return
and the game will load.

You control your ship
using a joystick plugged into
port one — | found the joy-
stick response a little
sluggish.

At the top of the screen -

you will find a very colourful
status line which indicates

_your score, lives remaining,

power and what game level
you are on. The main screen

bought it an its own.
Dreadnought is set deep
under Earth's oceans. Here,
a terrible battle is being
waged in an attempt to save
the city of Atlantis from
being overrun by aliens
from a distant galaxy.
Atlantis was once the
home of a race of super-

scrolls from left to right. By
splitting the screen into four
parts and moving them at
different speeds the pro-
grammer has given the
game a feeling of depth.
The design of your ship is

original and so are the

enemy craft — one of them
reminded me of a flying
whale.
| found the graphics quite
presentable and the sound
effects rather good. The title
music is a superb, jazzy
piece and really got my foot
tapping.
Stephen Fawcett

o T T R S &
Grapliies........cccocieiiiainninis &
Playablfity .........cccccocimiraranas ]
Value for money ................. B
Overall............... BT e [

........

scientists who developed
fantastic war mach-
ines. Mow the attacking
aliens are attempting to
steal them so they can con-
quer the universe.

Your job, as the comman-
der of the SS Dreadnought —
the latest nuclear-powered
deep water submarine — is

10 Atari User October 1988




Product: Matta Blatta
Price: £1.99 {tape)
“Supplier: Atari World, 11
Fennel Street, Manchester
M4 30U
Tel: 061-834 4341

¥YOU are the pilot of the
latest hi-tech space fighter
trying to save the Universe
from destruction by deadly
anti-matter aliens who are
invading it.

You load the game by
removing all cartridges from
older machines — or hold
Option on newer models =
and then press Start while
switching on the micro.
Press Return and the game
will load.

You move your ship using
a joystick plugged into port

to destroy them before they
destroy you,

You control the Dread-
nought using a joystick
plugged into port one. The
fire button will launch one of
your missiles which will
hopefully destroy the
enemy.

Again this is an adequate
game that should provide
some fun. Yet another clone
of the old defender style
game, it unfortuntely falls
short of the original. | grew
very tired of Dreadnought
after only a few goes.

Little Devil is a character
trapped in Hades. The only
way he can escape ever-
lasting torment is to release
the lost souls which are
floating around in a state of
limbo.

He must also free Princess
Linarta, King Mordread’s
imprisoned daughter, who
is held in Castle Despair.
You play Little Devil and you

one. Pressing fire will shoot
your lasers which have a
devastating effect on enemy
vessels.

At any time during the

must collect all the souls
which are marked with a
number, before the time
limit expires.

This is done by bouncing
and jumping around the
various levels. You start the
game with three lives and
you lose one every time you
come in contact with a
guardian.

This is the best so far —
considering it is yet another
variation on a platform

game you can press Select
to pause all action. Pressing
it again will continue play.

The part | liked the best

game. The graphics are well
implemented and the sound
effects reasonable. When
first released at full price
several companies banned
it. | can’t see why, and |
don’t think it has any links
with the occult or horror.

The final game is Laser

Hawk. Basically this is a-

helicopter shoot-'em-up
very similar in design to
Scramble. Unfortunately,
the version | received didn't
have a cassette inlay so |

was the main title screen.
Clever use of DLIs — display
list interrupts — has allowed
the programmer to create
some interesting visual
effects.

As budget games go this
one is quite good. My only
complaint is that the enemy
vessels move too fast and
you can't avoid them at:
times.

Stephen Fawcett

Fo T e e R SN 5
Graphics........c.coccecveiveensians 5
Playabiiity ..........ccccecveevivannna 5
Value for money................. 5
EPMBOEENS oo isinsbmvaesaanas 5

can't tell
behind it.

The game scrolls from left
to right and you must fly low
over enemy installations
bombing them. Missiles and
enemy craft constantly buzz
the area, making your life
very difficult.

Make sure you watch your
energy level carefully as
when it drops to zero you
are dead. However, located
around the screens are fuel
dumps. All you have to do is
fly over them and your
energy level goes up.

The graphics are excellent
and the animation of your
chopper is very well done.
For me this is the most play-
able game of the four.
Ovwverall the compilation is
well worth its price tag of
£3.99,

you the story

Stephen Fawcett

ey T T R SRR 7
ST T R e e R 7
Playability .........c..coousnvisiinnns g
Value for money................. g
EVBEaN......cccoceenmneccenican s 8
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+% ravel back to the
: Age of Chivalry when
St knights were bold,
galloping across the countryside
and rescuing damsels in distress.

Level 9 recreate the time of
wizards and the Knights of the
Round Table in their greatest
adventure vet. Lancelot consists of
three interlinked adventures, spanning
the complete saga from the foundation
of the Order to its finest hour — the guest for
the Holy Grail.

Guide Lancelot through his many exploits at
Camelot, battle with wayward knights, and win the
love of Guinever and Elaine.

The challenge which has fascinated treasure hunters
through the centuries is now yours — and you'll need all
vour strength, wit and valour to achieve your goal.

Inside every box there's a detailed guide to
playing Level 9 adventures, a background story to
the classic legend, a parchment map of Arthurian
England — and full details of how to take part in
the Quest for the Holy Grail competition.

Formal Price
Atari 5T £19.95
Amiga ; . £19.95
Amstrad PC, IBM PC
and compatibles : £19.95
Amstrad CPC/PCW/
Spectrum Plus 3 £19.95
Commodore 64 B 1 £14.95
Spectrum :
Amstrad CPC
*Atari XL/XE
BBC Master

Note: 'J"r'?!':u"
L 3 =

Apple I : o versions have
I"vlm;inl_:ﬂh ; £19.95 three ca
MSEX 64K £14.95 in every p:

*These formats and all tape versions are text only.

this solid silver
Grail, worth £5,000,
in the exciting Quest
for the Holy Grail
competition. Full
details in every box.

Atari 8T version

Please send me Lancelot on [ cassette [ disc

for: {state machine)

7 I enclose a cheque for £. (including VAT and p&p)
made payable to Mandarin Soffware

7 Plpase debil my Access/Visa number: Expiry date:
ool 0 e e e Tl B o 0 R N S RS W e 1|

Signature ——

Name

Address

Posicode
Send to: Mandarin Software, Europa House,

Adlington Park. Adlington, Macclesfield SK10 4NP.
Enquiries: 0625 879940 Order Hotline: 0625 879920 R212
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The American

experience

NEIL FAWCETT takes another
look at the products available
for American 8 bit users

| LOOKED last month at American
hardware and the problems of
importing it into the UK. This time |
want to concentrate on the diffi-
culties you can face when trying to
get good quality games for your Atari
8 bit.

Lately the software market in the UK
has been undergoing what can only
be described as a shortage of well
written programs. Only a few loyal
software houses are still supporting
the 8 bit Atari — Zeppelin, Tynesoft,

[ENETOTIFTIATIATY T |
e I e

P A S S A

vy

ﬁ i
e PV -
* ¢ veow 4

TR A

Red Rat, Activision and Alternative
spring to mind immediately.

Luckily most of these software
houses have decided to continue
producing games and they are waiting
for Atari's new support for the 8 bit.
This is coming in the shape of a large
number of ST game conversions due
to be released very soon. Atari's plan
is to once again flood the market with
superbly written games — just like in
the old days.

Also, the High Street shops are

==

= . e

A stunning
graphical adventure

Y

Naughty but nice!

again fully supporting the sale of 8 bit
hardware. One in particular, Dixons, is
packaging a B5XE with 64k ram, XC12
tape deck, a number of games and a
14in Saisho colour TV for only
£199.99. Now that’'s value for money!

If you cast your minds back to last
month you’ll remember | said | was
going to talk about a game called Infil-
trator. It's a stunning graphical adven-
ture which is currently only available
in America — even though versions on
other 8 bit micros have been here
since the early part of 1987.

The scenario revolves around the
exploits of Johnny McGibbits, super
spy and ace helicopter pilot. Your mis-
sion is to penetrate and destroy
several enemy ground installations.

To help you carry out this danger-
ous task you have been given control
of the Gizmo DHX-1 attack chopper —
codenamed the Snuffmaster. Once
airborne you set your tactical com-
puter and enter the coordinates of the
enemy base.

During the game several aircraft will
enter your air space. You must assess
whether they are friend or foe and take
the necessary action — blast them into
little bits or let them go.

Once you land you have to pene-
trate the base — posing as a guard.
Once you have taken photographs of
secret documents, gassed guards and
planted explosives you have to get out
— fast!

As you can see from the screen shot
the graphics are marvellous. The most
complicated part of the game is
remembering what key does what.

Other 8 bit versions of Infiltrator
have been released by US Gold in the
UK. So what happened to the Atari
version written by Mindscape? Does
anybody out there know?

If you want to try and get hold of it
the phone number is 010 412 361 5291
and the address PO Box 111327,
Dept.AT, Blawnox, PA 15238,

Now on to another game I'm sure
Atari owners all over the UK would
want to own — Strip Poker. True, it is
already available in the UK, but what
you can't get are the extra data discs
of new players.

The original game supplied you
with female players but you can now
get a disc of males to strip, too. There
are also other discs of female players.

Priced at $14 — or around £9 — you
can get it from the same people who
sell Infiltrator.

In the desktop publishing field an
American company called Spring-
board Software has just brought out
Newsroom for $49.95 — around £30.

You require an Atari XL/XE with at

Turn to Page 14 &
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< From Page 13

least 64k of memory, a 1050 disc drive
— or any other that reads enhanced
density discs —and a graphics capable
dot matrix printer. Remember that
you'll need a Centronics printer
interface to make most printers work
with the Atari. The only printer directly
supported without an interface is the
Atari XMMB801.

A superbly written manual is
included and it won’t take you long
before your making your own stun-
ning creations. From the main menu
you can access five sub-menus —
Photo-Lab, Copy Desk, Banners,

been released. Very similar to Print
Shop, it allows you to create cards,
signs, stationery and banners.

You are also supplied with 22 prin-
ter drivers for standard dot matrix
machines which will require a suitable
interface to make them work correctly
— an 850 Interface box or P:R: connec-
tor from ICD will do the trick.

You can mix text with graphics and
on the two discs you get 60 graphics
and seven fonts ranging from old Eng-
lish to modern. You can also choose
from a range of 20 different borders.

Priced at $14.95 — around £10 = this
package is fine value. Write to Hi-Tech

Creations Inc., 1700 N. W. 65th
Avenue, Suite 9 Plantation, FL 33313
or Tel: 0101 305 584 6386 for more
details.

To finish off this month below are 32
titles from the list of just one American
supplier which you can’t get over here
very easily.

@ More goodies next month. Until
then, write to the companies
mentioned and we at Atari User will
try our best to get justice for the UK
market.

Cyecle Knight Lords of Conquest Printpower
Layout and Press. Linkword French 1 Mail Order Monsters The Computer Club
Throughout the program, com- : ; : :
: : Linkword German Music Construction Kit Top Gunner
mands are selected by using either the ‘ d
. : Linkward Spanish Super Boulderdash Bop & Wrestle
keyboard or joystick to move control : : et ! _
! ; Strip Poker discs 1to 5 Seven Cities of Gold Infiltrator
arrows to pick from a menu of icons. : :
This superb product is a must for all Gulf Strike Touchdown Football Universe
e u?e. 3 f;f The B L At You Rainy Day Games Chessmaster 2000 Newsroom
i 2 ' Video Vegas Sesame St Print Kit Sticky Bear ABCs

can get Newsroom from Springboard
Software Inc., 7808 Creekridge Circle,
Minneapolis, MN 55435. Or phone
0101 612 944 3912 for further infor-
mation.

On much the same subject a
product called Printpower has just

Video Title Shop
Age of Adventure

Financial Cookbook Delivery

Ernie’s Magic Shapes
Big Bird's

Sticky Bear Numbers
Sticky Bear Opposites
Sticky Bear Shapes

Special

Taken from the list of Software Discounters of America,
P.CO. Box 111327, Dept.AT, Blawnox, PA 15238.

SBETTER SOFTWARE

221 Cannock Road, Chadsmoor, Cannock,

- Staffs WS11 2DD. Tel: (0543) 466577/8

U

ey ey Biws.  DATABYTE nummesecmoOhit: Dloe " NI PORSE ia oiaeee: Bi 8.95 BUDGET TITLES
) i Cass. Disc
Gunslinger ... L A i e el 499 699  DATABASE ... -GN, Kk Pat FOI8 PEIE ..oo.oosrcinieers 1,90
Eternal Dagger 16.95 =1V ——— 6.99 Mini Orffica Il..... S 18.50 e
Ace of Aces ] 12,85 Spy W Spy Il M | 0.95 ACTIVISION ... Cass. Disc Eiw-Ich b e L L S
X 1 : I Ei g W, 6085 1| ;| R ,2.80
Rebel Charge ... ... 2235 -f-! e . 4.59 6.53 Eidalan . Daylight Aobbary ... 1.89
Batle Cruiser ... 2285 Polar PRIME eecvccciaranimn s 5.99 =T TR 6.89 Mafa Blatta .. 1.99
2218 Baker SIrest ..o 285 Boulder Dash Construction Kitd. 98 5.99 Aescua of Frastalus ... 6,99 SOCEHE .o 1.09
JTH L T e A RS 2508 IMAGINE/QCEAMN ..o Cass,  Disc = e e S A 6.99 War Hawk ... w198
e ERARARREN iR Football M el
Computar AmBush ............... 25 05 Arkanoid ... . 0985 el TN T I—" 9.4 Rockford . El"-agﬂ e e g%
WArSHID oo s 2505  INFOCOM .....ocn.e. Disc  Cross Country Foad Race ... 198 585 Speed Ace ... 208
i B Pl iy T LSRR ERHEFRNAR 5 - -~ UM SR U o = icr
T . Bally Speedway ..., B.05 Kick Start......... eer 1580
WHZBITE IO 1 1ovnimmrmieriamsemssass 16,85 Hitchhikers Guida to the Galaxy .. 8.85 ! | g as e R e
IR - I . . - [PURITS—— s e etes Mutant Camels .................. 1.99
River FESEUR ..o BB 180 . 109
HAMIGIUBEE v cercscsissisimirnrere- 2588 Deadiing ... 1295 o o BOE ..1.99
Symmar Games ... . 10,98 Suspect....... T 12.95 Bitoll Il .. L inn. o e "'a'ag
Leadarbodrd ... 809 11.85 ﬂﬂlllmmﬂ H 1?'95 Space Shutlle ... ..B.85 ?gg
Vietnam .... A I 0 ywood HiJInK ... 12.85 Dreadnaught ..  _BES League Challenge 158
Gauntat .. b e T Infided ....cous 1295 Rlus Max ...... e 14,08 Alver Rescua .. 1.00
(277, T T TH] | R 25,95 PP SO e e |1, Rall Blazer ..., 1485 Enmngall 200
5 i anrys House ..... e 1,90
BRI OO o ciionic | BB BT ot iin 1285 Final Legacy ... v 12,88 Steve Davis Snocksr .......1.99 499
War Gama Construction Set ... 16.95 GREMLIM GRAPHICS ... Cass Disc Loda BURMBET ....coevnireeerene 14855 Grand Prix Simulatar...........1.99
Leaderboard Tournament ..., 4.95 593 Basil the Mouse Detactive ... 8.55 12.95 Music COMPOSEN .- 585 BMXY Simulator ........cooen.. 1.89
Gauntlet Desper Dungeon... 409 699  Footballer of the Year .....B95 1285  THEODDBNN............Cass.  Disc 1“_: :":;1 e 1 ﬂ
ENGLISH SOFTWARE ... Cass,  Disc  |/od Blazer ..o 8.95  Spindizzy ... L Malgewle Man ... 1.98
Smosh Hiia Vol 1.7 each .._489 9o MICROPRCSEQRIGIN. Dise  Jinxter ....... 16.95
DOMARK ..o Cos. Diime Silent SBOVICH vo..oooiooiooveoee ..B.96 1085 The Pa e 6.93 Al prices are correct o lime of going 1o press.
Living Daylights ...............8.95 1295 F- 1.5 S?rlha Eagle................B.85  10.85 International Karate ... 6.99 Access or Visa orders walcome.
Trivial PUFsUit 1265  16.95 Solo Flight Il ............... .. B85 1095 Colossus Chess IV .. 12.96 Ploase add £1 par ilem for oversess orders
A i ”T sk ’ ; Conflict in Vietram . ......... 1285 1895  REDRAAT SOFTWARE ... Cass.  Disc Pleass make Cheques or Poslal Orders
g HT-"\:_:.ll'lt E 10N ... ;?5 1[;';'; URME I oeorvereserssresscssiseins VEE5 Litthe Devlls e 6,96 B85 peyeble lo:
IR RO oo B 'S Uitima IV ........... 16.85 Might Mares ... ..6.95 8.95 ' ™ ™
Tomahawh ..o BES 1285 Oger..... R e o E.Eau:nslc ......... T - 1 MILES BETTER SOFTWARE
HOVAGEN ...ccccvunan Cass. Disc  TYNESOFT i Disc  Flight Simulater Il ..o, 39.95 Phane or wrile lor comprehensive
Mercanary ......... 795 1095 Europaan Soceef ....... 12.95 Scaneny DG 7 .cccvmesmanm 18.95 't“ for Mari and ST soltware + harcware
Sacond CHY ..o I |- 8.95 Winter Olympiad 88 ...cconinn, 12,85 San Francisco ... 21,83 s#ljl-l:"_l%s [ EA
Compendium Pack ..........12.95 14.05 Winter DIympics ... 4.58 JAPAR ciarinrimmrrs esassssastammran 21.95 LAST _
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IT is your birthday and your father
has thrown a huge party in your
honour. There are cakes, balloons
and fireworks for your enjoyment.
Everything is going wonderfully and
your father announces that it is time
to light the first salvo of rockets.

Up they go — and that's when all the
trouble starts for you. Unfortunately, a
flock of mutant giant birds were on
their way south to warmer climates
when they were hit by your rockets.
Outraged by this intrusion on their
annual migration, they attack the party
below.

After some quick thinking you
decide that the only solution is to light
more rockets and hit the birds as they
come down the screen.

With lighted taper in hand you must
rush over to the row of rockets — stood
in their milk bottle launch pads — and
blast them into the night sky in a hope
of killing the birds.

After typing in the listing check it
with GIR Il and then save a copy to
tape or disc before running it — a mis-
take in the data statements could
result in a crash and you could lose
hours of hard work.

There are four levels of play which
affect the bird's speed - slow,
medium, fast and frantic. Use the
Select key to choose the one you
require and press Start to begin the
game.

Use a joystick plugged into port one
to position the taper and press fire to
light the blue touch paper. The birds
come in waves of three and you start
with 20 rockets. When they have all
been launched the game is over.

A high score requires accurate ”

timing. Watch the flight path of each
bird carefully and avoid setting off all
the rockets on one side.

You’ll experience nerve

tingling excitement when you play
STEPHEN WILLIAMSON's fun game

18 REM PYROMANIA

20 REM BY STEPHEN WILLIAMSON

30 REM (c) ATARL USER

48 REM INITIALISE

58 GRAPHICS 17:POSITION &,6:7 #6;'Py[R
Malila*

60 POKE 708,58:POKE 709,91:POKE 710,12
:POKE 711,172

70 POSITION &,8:7 #6; Pl H v
80 N1=B:N2=38

90 GOSUB 74@:GOSUB 150:60SUB 1880:60SY
B 538

100 POKE 623,1:POKE 559,62:POKE 53277,
3:POKE 54279 ,PMBASES256

110 POKE 623,1

120 GOTO 380

138 REM SET UP PM SYSTEM

148 REM AND DEFINE VARIABLES

150 PMBASE=36864

160 PL3=PMBASE+1792:HP3=53251

178 POKE 1536,1

188 BIRDD=154B8:BIRD1=1541:BIRD2=1542
190 HPB=1543:HP1=1344:HP2=1545

200 VPB=1546:VP1=1547:VP2=1548:5PEED=1
549

210 POKE 54279 ,PMBASE/256

220 FOR I=@ TO 1280:POKE PMBASE+768+1,
B:NEXT 1

230 POKE HP@,INT(RMD(1)=16@)+40

248 POKE HP1,INTIRMD(1)=160)+4D

258 POKE HP2,INT(RMD(1)*15@)+40

268 POKE BIRDO,1:POKE BIRD1,1:POKE BIR
b2

278 LIGHT=PL3+183:POKE LIGHT,1:POKE LI
BHT+1,2:POKE LIGHT+2,4:POKE LIGHT+3,8
2B@ POKE LIGHT+4,16:POKE LIGHT45,32
290 HP=200:POKE HP3,204

380 POKE 787,38

318 POKE 53278,40

328 REM LOAD WL DATA

338 RESTORE 1780:FOR I=0 TO 365:READ A
:POKE 3500@+1,A:NEXT I

340 REM LOAD PM SHMAPE DATA

350 RESTORE 47@:FOR I=@ TO 1M1:READ A:
POKE PMBASE+I,A:NEXT I

360 RETURN

370 REM MAIN LOOP

380 GOSUB 2220:SCORE=@:C0L=2:LEVEL=1
390 POKE 784, (COL=16)+10:POKE 7B5,(C0L
10 16+12:POKE 786, (COL+2)*16+14

488 POSITION 8,23:7 #6;"LEVEL “;LEVEL;
¥ SCORE @B *;

418 POKE BIRDB,1:POKE BIRDT,1

420 POKE BIRDZ,1:F=@:POKE SPEED,S5-LEVE
L j
§38 A=USR(3I5008)

440 POKE 53278,@:FIRE=STRIG(@):ST=STIC
ki)

450 POKE 77,8

468 IF FIRE=1 AND ST=15 THEN 449

478 IF FIRE=D THEN GOSUB 1390

4BB IF 5T=11 THEN HP=HP-2:1F HP<ié THE
N HP=40

490 IF ST=7 THEN HP=HP+2:1F HP>2D4& THE
N HP=2D4

508 POKE HP3, HP

218 GOTO 448

320 REM PLOT ROCKETS

330 GRAPHICS 28:POKE 756,128

" 340 DL=PEEK(56@)+256+PEEK(561)

550 POKE DL+28,66:POKE DL+29,56:POKE D
L+#3@,159

560 POKE-DL+31,65:POKE DL+32,128:POKE

DL+33,155

570 POKE 7@B,68:POKE 709,12:POKE 710,58
&

Turn to Page 49 b
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Link your Atari to the outside world with...

Microlink

Electronic mail — The cheapest
and fastest form of
communication possible. It costs
the same to send a message 1o
one mailbox as to 500!

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

Telemessages — Type in your
message before 8pm and
delivery is guaranteed by first
post the next day (except Sunday),
anywhere in the UK and USA.

Tele-booking — Reserve train and
theatre tickets, check flight details
worldwide, or order from a vast
range of products — from flowers
1o floppy discs.

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

Company searches — Obtain facts

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

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

in the world, with

over 400,000 words.

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

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

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

When you join
the world of co
your fingertips

MicroLink you‘ve got
mmunications at
— 24 hours a day.

You’'ll have immediate access to
ALL the facilities offered by

Telecom Gold .
more besides.

.. and a great deal

All vou need — apart from your Atari
D @ ? p :

—is a modem, which plugs into your
telephone wall socket, plus suitable i
communications software.

E} () We have provided two possible

options on the left.

Two recommended packages

Whichever equipment you use,

If you have an 850 interface:

+ cable (£116.158) PLUS Mini
Office |l {(£19.95).
Total price: £136.70.

If you don't have an interface:

+ Datatari interface + cable +
Datatari software.
Total price: £148.35.

also log on to other databases
and bulletin boards all round t
world.

Pace Nightingale manual modem messages waiting for you, and dis-

Miracle WS2000 V21, V23 modem

With either combination you can

you will be able to call Microlink,
open your mailbox, save to disc any

connect in as little as two minutes.

More than

90 per cent

of subscribers

can connect to
the MicroLink

computer at

he

local call

F———————

TO FIND OUT MORE
Fill in the coupon and
send it to t 55

below. You

full ¢
and co
an app

— — — — — ——— —

rates.

P ——— R B e

Flease send me full details about MicroLink, and infermation
sheets about the following hardware and software options
{please tickl:

1 Pace package [ Miracle package

Mama

Address

Postcode

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




Crush,

crumble
and print

Create your own superb
labels with GRANVILLE
DANBY'’s useful routine

This label printing program differs
from most because it allows graphics
to be mixed with text. The resulting
size of the label is 7 by 4 cm, to fit
comfortably on a floppy disc or its
jacket.

The labels must be designed using a
graphics package such as Graphics Art
Department, Paint or any which uses a
Graphics 7-based screen. Pictures
from art programs which use a differ-
ent graphics mode will not work
unless modified.

Only one colour, placed in playfield
register 2, can be used. GAD assigns

the default colour of green in this -

register.

The program can be divided into
two main sections — loading the pic-
ture and printing it. A machine code
routine is used to crush the graphic
file into a label sized picture on a hi-
resolution screen.

Basically, two bytes of colour infor-
mation are compressed into one byte
of monochrome data, and to show
how the program does this, here's
how the Atari stores its colour infor-
mation.

In Graphics mode 7 there are 160

pixels across the screen using up 40
bytes of memory, each pixel needing
two bits or one quarter of a byte to
define it. All the possible combin-
ations of 2 bits are shown in Figure I.

Each pair of bits represent a colour
register, so it can be seen that there
are a maximum of four colours on a
Graphics 7 screen. What the program
does is to take every other bit in the
file and plot it on the screen — see
Figure Il

This is how the two bytes of colour
data are crunched into just one byte of
monochrome data.

The second section of the program
prints out the label. It will anly work on
an Atari 1028 printer, but if you own
an Epson compatible machine, it is
possible to add your own printer
dump subroutine.

Before the program is run you must
select the picture format. If you select
Option 3 = any other format — you
have to enter the number of dummy
bytes preceding the picture file. This
number will vary from one art package
to the next so I'll leave the conversion
to you.

B REGEXSTER 6
REGESTER =1
18| mrEGTsTER 2=

Figure I: All the possible combinations of two bits

[AEI[SGER [ FA[SE] «[SIE [ EN[GEN[SGEN -
=> Al ]joc]l|[a[a]. .

Figure ll: How two bytes of colour data are crunched into one

DUM
BL,BH
Lo/Hi |~ Address of gy/eg

Umﬂ‘ly‘ b?IES to read

B RHE M BB BB B

28 REM ¥ 1829% LABEL PRINTER *

I8 REM ®% BY CRANVILLE DAMBY ¥

49 REM % (C) ATARI USER *

S0 REM RN SR IE NN

68 DIM BUFS(168) ,FNS(Z8),A5(15)

78 7 “PLEASE MarTm,.."

89 FOR K=8 TO 218:READ Y:POKE 15364HM,Y
IMEXT K

98 CRAPHICS B:SETCOLOR 2,8,8

180 7 CHRSC125);" M G.4.0. H PAINT
H any OTHER";?

118 T “ENTER PICTURE TYPE -";:

128 TRAP %8:INPUT TP

13I8 IF TP{1 OR TP} THEN 188

148 IF TP=I THEN 7 :? “ENTER DUMMY BYT
ES :";:INPUT DUM

158 IF TP=2 THEN DUM=16

168 IF TP=1 THEN DUM=5

178 ? CHRS(125) ;"EMTER FILEMAME, D1:";
188 FNS="pL1:":INPUT Hi6:05

198 FN5(4) =A%
208 REM % READ PICTURE

218 CLOSE M1:0PEM #1,4,8,FNS

Z28 FOR T=1 TO DUM:GET 81, 4:MEXT T
238 A-USRIL536)

248 CLOSE u1

258 7 CHRS(125);"PRESS [ TO PRINT®
268 POKE 764,255

Turn to Page 18 »
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278 IF PEEN(764)=255 THEN 278

288 IF PEEK(764) ()18 THEM POKE 764,255
:GOT0 98

290 POKE 764,255

380 REW ¥% PRINT PICTURE %

3118 B-ADRIBUFS)

128 BH=INT(B/256) :BL=B- (BHZ56)

138 POKE 283,BL:POKE 28d,BH

140 FOR Y=B TO 91 STEP 7

158 POKE Za5,Y

368 BUFS (1) =9 ;BUFSCLEB) =" :BUFS5(2)=
BUF$

178 A=USRIL67S)

180 CLOSE H1:0PEM #1,8,8,“P:"

198 7 #1:CHRS(27) ;9" ;CHRS (27) ;"'a4"; CHR
5(8) ;CHRS (168) ;BUF 5

488 CLOSE Hi

418 MENT ¥

478 GOTO 99

Loads in the mach

Machine code for
Machinge code for

430-520
530-580

and select options
g into memaory

100-190 Shows menu
200-290 Reads a pictur i
300-420 Prints oul the labe

438 REM %% FILE CRUNCHER COLE *¥

448 DATA 184,169,8,133,203,133,289, 165
,88,133,207,165,89,133,208,32

458 DATA 119,6,48,9,32,38,6,32,79,6,76
,15,6,96,168,8

468 DATA 132,784,24,165,2085,74,74,133,
205,144,7,185,71,6,5,204

470 DATA 133,284,208,192,4,144,235,192
,8,240,11,192,4,208,227,165

488 DATA 206,133,285,76,34,6,96,16,32,
64,120,1,2,4,8,165

458 DATA 204,164,283,145,207,200,132,2
83,192,28,208,17,160,0,132,203

548 DATA 24,165,287,185,49,133,207,165
,248,105,8,133,208,96,162, 16

518 Dala 169,7,157,66,3,169,205,157,68
,3,169,2,157,72,3,16%

528 DATA @,157,69,3,157,73,3,32,86,228
, 96

538 REM %% PRINTER DUMP CODE ¥

S48 DATA 184,169,0,133,206,169,8,133,2

ine code data

data cgmpresssiﬂn
the printer

87,165,205,24,181,287,133,84,165,286,1
33,85,169

558 DATh 8,162,96,133,686,157,72,3,157,
73,3,169,7,157,66,3

568 DaTa 32,86,228,201,1,2688,11,166,28
7,164,286,189,211,6,17,203

578 DaTA 145,20%,238,287,165,287,281,7
,288,702,218,1206,165, 786,201,160

588 DATH 288,198,96,64,32,16,8,4,2,1,8

LIME ‘CHSUN
18 CP1 (Y) | 218 EYN (2) | 410 aLé (W)
28 cP2 (3) | 228 41K (UY | 420 PNA (9}
3@ CPY (XY | 238 @KkT (wi | 438 BTV (3
4@ CPE (&) | 240 MF9 (A) | 44@ COE (ol
58 CPS (Y} | 258 1A0 (Y3 | 458 KJT (2)
6@ q16 (6) | 268 TOF (03] 468 2He (C)
70 716 (N) | 278 LLF (¥) | 47@ 3KC (C)
RO VXN (W) | 2B@ PP (3) | 4BB AKP (%)
0g s34 (U) 208 TRF (0| 498 EYV (M)
108 OkW (c) | 38@ cuu (pd | 588 AJP (F)
118 USR (8) | 319 SFW (K} | 510 35F (F)
128 4P3 (W) 320 UoT (9) | 528 vka V)
130 L5 6 | 338 ave (v) | 53@ b7w (@)
140 AFU (M) 340 A5 (&) | 549 &TH (&)
158 pEY CE) | 358 599 (E) | 550 NWHE (3}
168 DFJ CE) 340 Ip2 (L) | S48 SFP (@)
170 964 €J) | 37@ RSL (R) | 57@ &64 (U)
180 KLM €4) T80 cap (M) | 588 ¥EL (R)
190 RNN (K) 398 T5Y (OF
2@ CuT CY) | s@@ Lac (KD

100 5.25" DS/DD 48/96TPI DISKS
IFREE!!!

ONLY £29.99 ! !!

*FANTASTIC OFFER**

Only to ATARI USER readers!

100 CAP. LOCKING DISK BOX and one of the |
tollowing dust covers: 130XE, 800XL or 1050

WITH

COMPUTER ACCESSORIES

Special offer = 2107 .
£ 25" LOCKING DISK BOX - C
Special Offter 2 fof ...
5.25" DISK NOTCHER .......cccvinvinrees e
5 .26° DISK CLEANING KIT (FLUID) ..o
5 25" DISK CLEANING KIT {DRY] oo

TRACKER 10 DS/DD 98TPI In plastic case ...
TRACKER 10 DS/DD 48TPI in plastic CRSE ......coommmnmes
“THINGI® copy holder {laft of right hand varsions) ...

5 26° LOCKING DISK BOX - CAP 50 oot ittt

A% OF 10 &.25" DS/DD 48TP| BRANDED PRECISION DISKS .. Bl

thie B side.
FE— 1
. A
i B89
e 16,45

..E2.75 ABLE

GAMES DISK 3:- A) Ski Kingis a brilliant downhill skiing g
various obstacles and judge jumps in this great scrolfng game. Threa different coursas included
and an aditar 50 thal you can Creats your own oourses from an icon driven menu. ABSOLUTELY
SUPEAB GAME FROM THE P.D. LIBRARY. A MUST! -

ATARI 8 BIT DISK PUBLIC DOMAIN SOFTWARE -
TOP SELLERS - ALL £2.50

TURBO BASIC:- (XEXL only) Aboul
operations direct from Basic. Comes with a compiler that s
Ajari Basic by 10-15 fimas, Aurtime package anables you to aulobaot compilad programs. Soma
jeatures include batter string handling, commands ine.. gircle, paint, fill, f @dsa, do-loop, repeat and
mate. Comes with an excellent an program and test editor. FANTASTIC VALLE,

TEXTPRO:- 1007 Machine cods WORDPROCESSOR that is egusal 1o most and batar than some
of the current commercial WPs. All the
nciuding eut and paste, search and replace, ward gount an
g you program keys with individual commands. Comas compl

threa timaes faster than Atari Basic. More features inc. DOS
mads up Turbo Basic by 3-5 timas and

features you would expect from & iop quality program
d a full keyboard macro feature $o that
ta with a manuwal to be printed out on

ame for up 1o four players, You negotiate

MANY OTHER PROGRAMS AVAIL-

. E285
g200

[PUBLIC DOMAIN NOW AVAILABLE ON TAPE RING OR WRITE FOR DETAILS |

N
wuane ET B0
cevennen 0650
o 4,50

F1B0 (CB0) .ccnamasimisins
R L R

JVC Tapes - suitable for use on all computer tape decks
T - 1 1 -1 J———. | 1R R - 10
 EE00fOr 5 ecierreenencsssniens: OF £9.50 fOr 10

FLIP SIDED (REVERSIBLE 2 NOTCHES & 2 INDEX
HOLES) DS/DD 48 & 96TPI BOX OF 10 ONLY -

THE 1050 SUPER ARCHIVER - THE BEST BACK UP UTILITY FOR THE ATARI
Hardwara mod. for your 1050 drivi, Includes Buillt in U.5. doubler, custom formafter, copies
Phantom/FUZZY S8ctors up to 40 seciors per track, bullt in track mappes, print screan dumg facility,
buift in disassembler and much much more. Includes software

R.A.P. £70.95 SPECIAL INTRODUCTORY PRICE £62.95

THE CONTROLLER CARD P.P.B. Il XL & XE

The contraller card allows you 1o add, from an impressive and expanding libtary, utiliies and
anhancamants that reside in memary above commercialhame produced softwarne, Activating any
of tha utilities will temporasily freeze tha main program until the wtility has completed it's task or act
as an in-lina enhancement. The sysiem alse incorporatas a unigue SAVE GAME IN PROGRESS
tacility and a menu/file backup management syslem. Swilch Basic in and atwill. Variaty of contraller
card library disks available. Comes completa with Master uilty digk.

A.A.P. XL £59.95 — XE £64.95 OQur Price XL £54.95 - X £55.95

S WHA

GOVERNMENT, LOCAL GOVERNMENT A

ASHLAW HOUSE, EUXIMOOR DROVE, CHRISTCHURCH, WISBECH CAMBRIDGESHIRE
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ATARI 13 PIN — 13 PIN MOLEX 2 metre CABLE for DISK DRIVE/
TAPE/PRINTER Input/Output port £8.50

520 STFM £359.95

WITH INTEGRAL 1 MEG. DRIVE
INC. MOUSE, BASIC DNSK, MANUALS AND THE FOLLOWING SOFTWARE
Slapfight. Endure Racer, Tefris, Rampa%& Arkanoid, Marble Madness,
Mouse Trap, Plutos, Winter Olympiad BB, D Galaxy, Trail Blazer, Defender
of the Crown, Strike Force Harrier, Eagles Nest, Intl Karate, Supersprint,
Chopper X, Warlock, Aoad Wars, Q Ball, Leviathan and Ranarama
Plus 5 Public Domain Disks

FREE JOYSTICK AND 20 CAP. DISK BOX!

CATIONAL ORDERS WELCOME




Programming

HELLO again and welcome to this
month’s mixed bag of technical and
not-so-technical queries, ranging
from screen output redirection to disc
storage problems. Let's start off with
a letter from Mr A.H. King from Rye in
East Sussex, who writes:
On a recent trip to the USA |
spotted a bargain | thought too
good to miss — an 800XL, XF551 disc
drive and XMM302 modem — all for
the equivalent of £104. | didn't want
the modem, so the store kindly
swapped it for a Flight Simulator I
cartridge. Because of the difference in
TV systems, | also bought a shop-
soiled colour monitor for £40.

My problem now is compatibility. :

Our family already has two 800XL and
1050 drive systems with which we are
all extremely satisfied. My new
American hardware, which uses a
1710V transformer, works better than
either of the British machines. For
example, the artificial horizon display
on Flight Simulator I is ill-defined on
the UK system but shows a nice crisp
blue and green instrument display on
the US monitor.

I bought the American system solely
for the XF551 drive, thinking it would
work with my UK standard 800XL —
but it doesn’t. The opposite does work
though — a UK 1050 drive with the
American 800XL.

Another peculiarity is that my Flight
Simulator Il discs — originally pur-
chased in the USA —will not run on my
American system, although 99 per
cent of our other programs
work fine. I'm very confused! ’

@ |I'm a little puzzled by this one too.
From vyour letter you seem to have
done everything right — bought an
NTSC monitor and used all the
American products with an additional

Your programming problems
solved by ANDRE WILLEY

240v-110v converter. As you know, the
two major problems with imported
equipment are the differences in
mains voltage and frequency and the
fact that America uses a different tele-
vision system called NTSC — which is
not compatible with our own PAL
version.

One thing which might help is to
buy separate UK 240v transformers
from Atari UK, or order them through
your local dealer, in the unlikely event
that your problem lies with the mains
supply itself.

This would allow you to plug the
American product — with the excep-
tion of the monitor — directly into a
normal UK mains socket.

Other than that, the drive should
work fine with a British 800XL. | con-
tacted the people at Atari on this one
in case they had come across any diffi-
culties, but the only comment thay
could add was that the drive's
operating system rom chip should
really be replaced with a UK version
for timing reasons.

mbler printout?.

Next a letter from Gerry Bowles from
Athlowe in County Westmeath,
Ireland:

" Recently | have started learning
6502 assembly language pro-
gramming on my 800XL with the old
Atari Assembler/Editor Cartridge.
When using the assembler, and
having already created and assembled
a program, there is a useful facility to

trace or single-step the machine code
program using the T and S commands
on the resident debugger. Since so
much information is supplied for each
instruction it would be much easier on
the eye if | could monitor the various
registers via the printer instead of the
screen — rather like having a command
such as:

s 108@,#P:

or.

T 600 ,#P:

If this is not directly possible, a
routine to allow me to dump a full
screen of information to the printer
would suffice. Do you have any ideas
which might hefp?’

@ Thanks for your letter and I'm glad
to say there are in fact two fairly
simple ways to print out the text from
the Assembler/Editor — or indeed any
other language.

Firstly, if you happen to use
SpartaDos with your disc drive you
can just type PRINT P: from the main
Dos prompt. This will cause all screen
text to be sent to both the screen and
the printer — or to whatever device you
specify. After entering this at the Dos
level, just type CAR and yvou're back in
the assembler, with echo mode still
activated.

Alternatively you can divert all the
computer’'s output to the printer. This

Turn to Page 20 »
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Programming

4 From Page 19

means all output text — such as
prompts, listed lines, trace output and
so forth — will not show up on the
screen, but are sent to the printer
instead. Your own entries via the text
editor will still show up on the screen,
but | suspect that this won't worry
you.

To accomplish this, first enter the
debug mode by typing BUG, then look
into the OS at location $E430 by typing
D E430. The last two hex numbers on
the line will probably be CA and FE for
an 800XL, but modified operating sys-
tems might alter this.

Anyway, whatever the final two
numbers are, you need to place them
into locations $346 and $347. You
must make sure that you do this using
just one store instruction, or the com-
puter will try to use a half-modified
address and will most probably crash.
In the case of the assembler/editor the
alter memory command is C, standing
for change memory contents. For
example:

BUG <RETURN:
b E43D <RETURN:

This will display the contents of
location $E430 in the form:

E430: C1 FE @6 FF CB FE CA FE

You should then enter:

€ 346<CA,FE <RETURN:

to divert output to the printer. It's as
simple as that. | hope one of these
methods will solve your problem.

Text screen save

A slightly simpler question from Mr J.
Doherty from London who asks:

| have a 103XE with a 1050 disc

drive and have written a lengthy
word processor program after
teaching myself Atari Basic.

The object of my program is to run a
club newsletter, prepared using my
word processor —in 40 columns — and
to save screens as pages of text on
disc. These would then be mailed to
members for re-loading and perusal. It
would also serve as a simple word
processor for fun use.

| need to save a complete screenful
of text, 960 characters, as one page
and as one file on a disc. However, it
seems that with PRINT #1;A% you can
only save about a quarter of a screen,

necessitating four separate files and
four filenames for each page, which is
rather cumbersome.

Is there any way to save a full screen
of text as one file, or am | approach-

ing the problem in the wrong way?,

@ By the sound of it you have slightly
misunderstood the way the file hand-
ling system works on an 8 bit Atari. |
assume your output routine looks
something like this:

108 OPEN #1,8,8,'D:FILET.TKT
118 PRINT #7;A% 128 CLOSE #1

In this A% is a 960 byte string con-
taining all the information from the
screen. In fact, this will send 960 bytes
of text to the file, but your problem
really lies with the INPUT routine. If
you try to list the file via Dos — by
selecting File Copy and copying the
file you have just created to E: — you
will see that it is all there. So why can't
you get it back into the string using
INPUT #1,A$ 7

The answer lies in the input buffer
area used by the operating system. In
order to use INPUT the file system
must transfer bytes of data into a
temporary buffer while it looks for a
carriage return character to tell it the

18 DIM AS(960)

190 OPEN #1,4,@,°D:FILE1.TXT

118 FOR I=1 TO 960

128 GET #1,CH: AS(I,1)=CHRS(CH)

138 NEXT I

140 CLOSE #1

158 PRIMT A%: REM To see the results
168 END

Program |: Reading 960 characters using
the GET command

current string is complete. Unfor-
tunately this buffer area is located at
$580 and is only 128 bytes long. In
some cases this will extend another
128 bytes into page 6 — up to $67F —
but this still won’t be enough for your
program and you'll receive an Error
137 — Record truncated.

There are two solutions to this prob-
lem. The first is rather slow, and in-
volves using the GET command,
which reads a single character at a
time for each of the 960 characters,
storing each as the next character in a
string. This method is shown by Pro-
gram L

The alternative is to use the Binary
Get command, which is not directly
supported by Basic and so requires a
small machine code routine.

This will allow you to read 960 bytes
of data from a file directly into

memory. This is slightly more
complex because you must first find
the memory ADDRESS of the string,
which must already have space for
960 characters. Program |l shows how
this can be done, and the machine
code routine could easily be used for
other applications of CIO data transfer.

10 DIM AS(940), MCS(14)

20 A$(10=" " AS(96@)=" ": AB(2)=A%
30 REM Line 28 fills the string up
with 960 spaces.

40 FOR I=1 TO 14

5@ READ DYTE: MCS(I,I)=CHRS(BYTE)
6@ NEXT 1

70 DATA 104,104,104,178,32,86,228,
132,212,168,0,132,213,986

18@ LET CHAN=1: LET SIIE=94@

118 LET ADDRESS=ADR(AS)

128 OPEM #CHAN, 4,8, "0:FILET.TXT
130 CIOBASE=832+(CHAN*14)

140 LET COMMAND=T

15@ ADDHI=INTCADDRESS/256)

168 ADDLO=ADDRESS-ADDHI*256

178 SIZHI=INTLSIZE/256)

180 SI1TLO=SIZE-SITHI#256

160 POKE CI0BASE+2,COMMAND

200 POKE CLOBASE+S,ADDLO

218 POKE CIOBASE#3,ADDHI

220 POKE CIOBASE+S,SIILO

230 POKE CIOBASE+9,S1IHI

240 ERRCODE=USRCADRCMCE)  CHAN*16]
758 IF ERRCODE<>1 THEN PRINT
"Error ;ERRCODE: END

260 BYTES=PEEK(CIQBASE+E)+
PEEKLCIOBASE+9) =256

278 IF BYTES<>S1ZE THEN FRINT
*tarly End-0f-File': END

288 CLOSE #1

298 PRINT AS

308 END

Program IlI: Reading 360 bytes using
a high-speed Binary Get routine

If you haven't yet worked out how to
get all 960 bytes of data from the
screen itself into the string, you can
use the LOCATE command for each of
the 40 by 24 character positions. Each
character can then be placed into the
string and finally PRINTed to disc. I've
written a simple example of this
technique as Program Il

10 DIN ASC%60)

20 GRAPHICS @: PRINT 'TEST SCREEN
180 LET I=1

118 FOR Y=@ TO 23

1208 FOR X=@ TO 39

138 LOCATE ¥,Y,.BYTE

L 140 A$(1,I1)=CHRE(BYTE)

150 LET I=I+1

168 NEXT X

178 NEXT, Y

180 POKE §2,0: REN Left Margin=@
198 GRAPHICS B: PRINT AS

208 END

Program Ilf: Convert a screenful
of text into a string
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COMPUTER-WIZE

” YOUR LOCAL SUPPLIER FOR ALL MACHINES

ATARI 520 STFM SUPER PACK
£349.00

Including VAT and next day courier delivery assured.
Contains 512K Computer with 1Mb built-in Disk Drive,
Mouse, Joystick, Business Organizer (inc Spreadsheet,
Word Processor & Database), Manual and £400 worth of

free software (21 Game titles)

A ATARI

Cumana 1Mb 3.5" Disk Drives from............ £129.95
Atari 12" High Res Mono Monitor

T e e S S R S £129.95
EiE O R e e £134.95
Philips 8833 14" Colour Monitor ................. £269.95
Amstrad DMP 400 Printer .........oovveevvveviinn. £359.95
Amstrad LQ3500 Printer .........ccoooevvveeeeisne. £359.95

WE STOCK

3.5" Lockable Disc Box
{holds 80 discs) ...........
3.5" Disc Cleaning Kit .......

£13.95
£4.99

Mouse Mat........coenennnenn. £4,95
Dust Covers ..o eeenanes £4.50
Joystick Extension Lead ...£4.95

Anything not listed above — Please ring for a quote

STOP PRESS STOP PRESS STOP PRESS
Special Offer on all Games software

All our Atari Computers are fitted with a free plug

Please Ring for details

Software Orders taken for games not yet released. Payment not required until games in stock.

hhx

1st Class postage and packing is free within the U.K.

PHONE FOR FREE CATALOGUE
NEXT DAY COURIER SERVICE ON ALL STOCK ITEMS

COMPUTER-WIZE, (ATU10), No 10 WISEMAN GROVE, NEW OSCOTT, SUTTON COLDFIELD,

BIRMINGHAM B23 5YG

021 '377 6698 24 Hr Hotline

SUNARO

FREEPOST, PO BOX 78, MACCLESFIELD, CHESHIRE SK10 3YB
Telephone (0625) 25228

(no stamp required)

RAMPAGE

HDM CA HTR!DG ES

o ]3] e LGB S 14,95
Ball Blazer..........c.coceeenmeene, 14,95
Blug Max .........cocoececeesrerenns 14.95
Dreadnought Factor .. 9.95
ELE R e e T 995
Loderunner ............ 14 a5
Bl a i 8.95
PR TR L | s e s e e e 8.95
Rescue on Fractalus .......... 14.85
Aiver Raid ...........c.cocvcaveinnae 9.495
ATAR|I BUDGET CASSETTES

Airwalf (Blue Thunder) ......... 1.95
American Road Race .......... 1.95
Cops & Robbers ...t 1.95
BeGetOn..... s e 1.95
Sad e | o PN i S 1.95
Grand Prix Simulator ........... 1.95
League Challenge ................ 1.95
Pot Hole Pete ......coovenmenenies 1.95
e o | 2.95
Spaetd AB ..o e 2.95
) | Gt R S 295

| C£8.95D £12.95 |

ATARI CASSETTES

oy Trlogy 8.95
Time & MagiK........c.c.c........ 12.95

Ace of ACES v T BT e A e 12.75
Alan ACES ... 6.95 European Super Soccer ....12.75
|30t [t PR S 8.50 F-15 Strike Eagle ............... 12.75
European Super Soccer .....8.50 Four Star Games | ............... 5.95
Football Fortunes ............... 12.75 Four Star Games Il .............. 595
Four Star Games | . veneeds 30 GAUNtEY BAK ....coviviiniiininn 12.75
Four Star Games II .............. 3.95 Guild Thieves 64k .. 16.95
Gauntlet (64K) ., .2.95 Gunslinger .. i 12:95
Jewels of Darhness E4H 12.?5 Jewels Darkness G 12.75
Kennedy Approach ..............8.50 Kennedy Approach ..........12.75
Kright L. L 12.75 Knight Org 12?5
Leaderboard .........coccieeeiniss 850 Leaderboard ......................12.75
Little Davils ...............ominen: 295 Litle Dewil .............cccveeeeve. .95
Mirax Force .. e e LR ) [ ] S e R 8.95
NIghtmEares ..........c.ccevevcinnns 6.95 Mini Office Il .. e 16.95
Platform Perfection ., ..5.95 Nightmares .. vl el
Red Rat Double | . _...3 95 Red Rat Double F‘ack 1 ....... 5.5
Red Rat Double II ................ 3 95 Red Rat Double Pack 2 .......5.95
[ ST Silent Service.....,........_._._..12.?5
Quartet Gold gpingr:l_izz}r or eI, F P
i e e 12.85
s assette £3.95 Time & MagiK.................... 12.95 o
"""" s Winter Olympiad 88 64K....12.75
Shoot em Ups ... : s .
Silicon Dreams 64k............ 12.75

Winter Clympiad 88 64K ......8.50

ATARI DISKS

LANCELOT
C&Df£12.95

ORDER VIA Please add 50p handling to all orders under £5.
Microliok| Cheques/PO's payable to: SUNARO SOFTWARE (AU)
T2:MAGR0823 Girobank Transcash to account: 664 6638
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All together, now

LEN GOLDING continues his Basic
series by showing you how to
structure your programs correctly

THIS month we bring together all the
techniques learned so far, in a
complete Basic game. To show how
it's done, we’'ll dissect the arcade
shoot-"em-up listed on the following
pages, which incorporates a joystick-
controlled missile base, a randomly
moving target and two types of
missile.

The objects can move over a
background scene without disturbing
it and the program includes sound,
colour and explosion effects, with full
on-screen scoring.

Your missile base — gun for short -
moves horizontally along the bottom
of the screen under joystick control,
firing missiles at a target that appears
and disappears randomly. The target
also shoots at you and if the two types
of missile meet, they will destroy each
other.

If either target or gun is hit you get a
full-screen explosion which wipes out
any missiles still in flight. Because of
the homing and dodging features, you
have to keep moving to stay alive and
stand any chance of hitting the target.

Let's look at the game in detail. Line
10 contains four labels — names which
are used to replace numeric copstants.
All four labels represent COLOR num-
bers, which identify a particular
colour/character combination. For
example: 42 is an orange star and 118
is a yellow exclamation mark.

The advantage of a label is that it
makes it easy to experiment with
alternative values. For example, if
you'd prefer the target to be a blue
cross, just change the label's value
from 42 to 171. Whenever the pro-
gram encounters a reference to the
target, it will now use a blue cross.
This is a major advantage over raw
numbers, and meaningful names are a
lot easier to follow than cryptic
figures.

The table overleaf lists all the labels
and variables used in the program
together with their functions.

Lines 20 to 60 set up the initial
screen, in Graphics 1 without a text
window. Most of the work is done by
subroutines, which break the task
down into simple blocks. This keeps
the main line code uncluttered — and
much simpler to understand.

The subroutine at 780 draws a

background pattern of dots to prove
that the objects can move across a
playfield without disturbing it.

You can easily replace this
subroutine with one that draws a
more inspiring background, using
PRINT#6; COLOR and PLOT. Just

remember to keep the gun track —
horizontal line 19 — clear.

Line 40 draws the gun at its central
position, then line 50 calls a
subroutine to print the initial values
for HITS and LIVES, which were set at
line 20. Line 60 jumps into the target

e —

s it time
to move the
rarget?

Siart
main laap

Yes

Read joystick
and move gun
it requested

targe
ot

Laynch or move
anpmy missile
A5 NECEERATY

Move

pocm—

Did the
anermy missile,
hit amything?

Take

appropriate
Yas .

achion

Laumch aF move

guns missile, a8
hit anything?

Did gum's
rmissile hit
amything?

Any
lives lelt?

| o

Take
appropriate
action

Figure I simplified flow chart showing the main loop
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Programming

movement subroutine, skipping the
first two lines because we don't need a
bleep, and there's no previous target
to erase.

This routine draws the target at a
randomly determined position, and
calculates a random value for COUNT,
which determines how long it will stay
at that spot.

When initialisation is complete we
can start the main loop — the section of
code which moves all the objects
around on screen. Everything has to
move more or less simultaneously -
you'll want to dodge the missile while
it's in flight, not be stuck in one pos-
ition until it hits you. This means that
the various movement routines have
to be interwowven.

To do this in main line code would

be complicated and difficult to de-bug.
So instead we've adopted the
subroutine approach again, which
means that the main loop occupies
just five lines, from 80 to 120. If
anything goes wrong now, we can
easily isolate the faulty section of
code, and the use of subroutines
makes it much easier to add extra fea-
tures.

Figure | is a simplified flow chart
showing how the main loop works in
principle. Decision points are shown
as diamonds, and unconditional
actions appear in rectangular boxes,
as we've explained previously.
Subroutines are indicated by a new
symbol — a box with double lines for
its vertical borders.

Line BO starts by decrementing

1

COUNT to see whether it is time to
re-position the target. If so, the target
movement subroutine is called, start-
ing at line 190. This produces a short
bleep and erases the current target by
plotting the original background
character over it. Then it prints a new
target, as we saw during initialisation.

The next statement in our main loop
— line 90 — jumps to the gun move-
ment subroutine at line 280. This
reads the joystick and uses a Boolean
routine to calculate the gun's next
position. We'll be talking about
Boolean expressions in detail next
month, so just treat line 300 as a
“black box" for now.

Line 130 moves the gun along its
horizontal track. Since this is an other-
wise blank line, we don’t need to
waste time checking and storing

Turn to Page 24 »
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4 From Page 23
background characters — their COLOR
number is always 0.

To move the gun we first erase it by
plotting 0 at its current position
(GPQOS,19), then re-print it at its new
position {GP1,19}). The gun can't
collide with anything when it moves,
so there’'s no need for any hit-
detection code.

Back to the main loop, and line 100
calls the complicated subroutine
which moves the enemy missile. This
routine is shown pictorially at Figure
Il, so you can trace its operation.

To keep things tidy we've used
several variables as flags. These carry
on/off information from one part of
the program to another. GMFLAG
holds the current status of the gun’s
missile — 1 if it's in flight, 0 if it has
reached the top of screen, been de-
stroyed or hit the target.

This flag can be read, or altered, at
any point in the entire program, so all
the subroutines can keep in touch with
each other. EMFLAG monitors the
enemy missile’s status, and GFLAG
holds 1 temporarily when the gun has
been hit so that line 490 can take
appropriate action before returning to
the main loop.

Now we're back to line 110, which
calls a subroutine to move the gun’'s
missile. The flow chart is almost
identical to that in Figure |, though the
labels and variable names will be dif-
ferent. If the target is hit, this routine
sets COUNT to 0, so that line 80 will
draw a new target on its next pass.

Finally the main loop, line 120,
checks to see if there are any lives left.
If so, it re-cycles back to line 80; other-
wise it drops through to the end-of-
game routine at line 140, which is
described in the REMs.

The explosion subroutine at line 680
is called if a gun's missile hits the
target, or an enemy missile hits the
gun. It flashes the background
colours, in the way we described last
week, and produces an explosion
sound. If you're not happy with the
effect, just play around with this
subroutine — it won't affect any other

part of the program.

Once vou understand how
everything works you can start writing
your own versions, either by modi-
fying the program or by using the vari-
ous routines and technigues in games
of your own design.

® Next month we'll look at Boolean
techniques, and explain how these
very versatile expressions can replace
many lines of complex IF...THEN
statements, especially in joystick con-
trol routines. We'll also show how you
can use them to simulate a few com-
mands which Atari Basic doesn’t

pOSSEss.
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1 REM TARGET SHOOTING GAME

¢ REM BEGINMERS SERIES

3 REM (c)ATARL USER

10 TARGET=42:GUN=94:6MSL=1:ENSL=118:RE

W Labels
20 LIVES=3:HITS=0:GP0S=10:REN Variable

§

30 GRAPHICS 17:G05UB TBO:REM Draw scre

en background

&8 COLOR GUN:PLOT GPOS,19:REM Draw gun
in initial position

58 GOSUB T4@:REM Print initial scores

60 GOSUB 21@:REM Print Target at its i

nitial position

7B REM WAIN LOOP STARTS HERE:

86 COUNT=COUNT=T:1F COUNT<@ THEN GOSUB
19@:REM Re-position Target when requi
red

9@ GOSUB 280:REM Gun movenent

180 GOSUB 358:REM Enmeny missile moveme

nt
110 GOSUE S2P:REM Gun's Missile moveme

nt

120 IF LIVES=@ THEN GOTO BO:REM Next ¢
yche, if any Llives left

138 REM END THE GAME:

140 POSITION 6,5:7 #6;"GAME OVER'

150 FOSITION &,7:7 #6;'press trigger’:
POSITION 3,9:% #6;"for another try"

160 IF STRIGC@I=1 THEN 1408:REM Wait fo
r trigger to be pressed

178 G0TO 29

180 REM TARGET MOVEMENT SUBROUTINE:

190 S0UND B,6@8,18,B:REM Start the shor
t bleep

200 COLOR THEQ:PLOT TEH,TGV:REM Erase t
arget by restoring background

210 TGH=INTCRNDCB)*20) :TGV=INT(RND(D)*
18) :REM Calculate Target's new positio
n

220 LOCATE TEH,TGY,TGR:REM Store backy
round character at Target's new positi
on

230 COLOR TARGET:PLOT TGH,TGV:REM Prin
t Target

248 COUNT=INT(RND(B)*3@)+3@:REM Calcul
ate duration of this Target

250 SOUND B,8,8,8:REM End the short bl
eep ;

260 RETURN

278 REM GUN WOVEMEMNT SUBROUTINE:

280 S=5TICK(@):REM Read joystick

Turn to Page 26 »
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ATARI

CHRISTMAS

IS Santa really in danger of
being zapped this year?

That question won't be
answered until the Atari
Christmas Show, when all
that's new in software
scenarios comes to light.

The theme is Atari in
Entertainment — and that
translates into games, games
and more fun and games.

* Take part in the non-stop Big
Game Highest Score Contest
for a major prize.

* Drop in on the spectacular
Atari Games Arcade.

* Visit the Atari Games
Workshop and discover what
makes a bestseller.

* Try all the latest chart
entries before you buy.

* Choose your Christmas
presents from many
hundreds of bargain offers.

Alexandra Palace,
Wood Green, London N22

November 25-27, 1988
Fri-Sat 10am-6pm; Sun 10am-4pm

¥
| % ADVANCE TICKET ORDER

Post to: Database Exhibitions, Eu House,
I Adlington Park, Adllngtﬂn%hlﬂdd SK10 4MP.
I Please su| &

O Adult tickets at £4 (save £1) e el
O Under-18s tickets at £2.50 (save £1) e
I TOTALE.........

| O Cheque enclosed made payable to Database Exhibitions
O Please debit my credit card account: [ Access [ Visa

JLLLLICL L LI L LIE L L] expirydese] 7]

Signed

Admission at door; Advance ticket orders must be
| €5 (Adults) £350(Under-16s) recaived befare November 16

Phone Orders: Ring Show Hotline 0625 879920
Prastel Orders: Key “89 then 614568383
Microlink/Telecom Gold Orders Mailbox 72: MAGDO1

Please quote credit card number and full address

DATABASE EXHIBITIONS

=2
]

%
g

ATARI and maore than 70 other
exhibitors are determined to
make this the most fascinating
show ever held.

MNo matter which Atari machine
you use — or whether your
interests lie in entertainment or
maore Serigus computer activities
= you'll find just what you are
looking for. Plus a few exciting
things you didn’t even know
existed,

All the leading companies in
the Atari market will be out in
force to demonstrate the latest
breakthroughs = from the most
startling of software through to
the most innovative of add-ons.

It all adds up to a cracking
start to vour best Christmas ever.

HOW TO GET THERE

Alexandra Palace is so easy to
reach by car, rail, underground
or bus. It has its own British Rail
station, just nine minutes from
King's Cross, and there's a free
bus service shuttling between
the station and show every 10
minutes.

@ If you're travelling by road,
Alexandra Palace is only 15
minutes from Junction 25 on the
M25. Car parking is free.




Programming

-4 From Page 24

298 IF $=15 THEN GOTO 33@:REM Return i
f centralised

300 GPI=GPOS+((5=7) AND (GPOS<19))-((5

=11} AMD (GPOS=B@)):REM Calculate new G

un position

318 COLOR B:PLOT GPOS,19:COLOR 94:PLOT
GP1,19:REN Move Gun character

328 GPOS=GP1

330 RETURN

540 REM MOVEMENT OF EMEMY MISSILE:

350 IF EMFLAG=1 THEN GOTO 38@:REM Bran
ch if missile in flight

360 EMH=TEH:EMN=TGV+1:HOME=GPOS:REM (a
lculate start position of missile, and
current position of Gun

378 EMFLAG=1:60T0 &1@:REM Launch new m
issile

388 COLOR EM@:PLOT EMH,EMV:REM Erase m
issile hy restoring background

308 EMV=EMV+1;EMH=EMH+(HOME>EMH] - (HOME

<EMH) :REM Next position of Enemy Misil

]

LO@ IF EMV=19 THEN EMFLAG=B:G0TO 50@:R
EM Return if missile is at bottom of s
Creen

418 LOCATE EMH,EMV,EMQ:REM Find out wh
at the missile is about to hit

4208 IF EM@=GMSL THEN EMAQ=GMQ:GOTO 470:
REM Hit Gun's Missile

L3@ IF EMG<>GUM THEN COLOR EMSL:PLOT E
WH,EMV:GOTO 5B@:REM No hit, so plot mi

gsgile im new position, then Return

4h@ EMA@=@:GFLAG=1:REM Gun hit

458 LIVES=LIVES-1:G05UB SBO:REM Decrem
ent Lives and do explosien routine

460 COLOR GM&@:PLOT GMH,GMV:REW Erase G
un's missile too

470 EMFLAR=@:GMFLAG=@:REM Cancel fligh
t of both missiles

480 COLOR EM@:PLOT EMH,EMV:REM Plot ei
ther the Gun background or the Gun's m
issile background

490 IF GFLAG=1 THEN GFLAG=@:GPOS=18:C(0
LOR GUM:PLOT GPOS,19:REM Draw next Gun
at central position, it required

500 RETURN

510 REM MOVEMENT 0G GUN'S MISSILE:

520 IF GMFLAG=1 THEN GOTO 55@:REM Bran
ch if Gun's Missile in flight

538 LF STRIGCE)=1 THEN GOTO G46B:REM Re
turn if trigger not pressed

540 GMH=GPOS:GMV=18:GMFLAG=1:6G0T0 580
550 COLOR GM@:PLOT GMH,GMV:REM Restore
background character

5608 GMV=GMV-1:REM Calculate new positi

on for Gun's Missile

57@ IF GMV<@ THEN GMFLAG=@:G0TO &6@:RE
W Return if at end of flight

5808 LOCATE GMH,GMV,GMA:REM Store chara
cter under Gun's next position

590 IF GMG=EMSL THEN GMG=EMQ:GOTO A44:

REM Hit Enemy Missile

688 IF GMA<>TARGET THEN COLOR GMSL:PLO

T GMH,GMV:GOTO £6@:REN Wo hit - plot n

1581le in new position, then Return
618 GNQ=TGA:COUNT=@:REM Hit Target

620 HITS=HITS#1:G05UB 6BB:REM Incremen
t Hit score and do explosion routine
630 COLOR EMQ:PLOT EMH,EMV:REM Erase e
nemy missile too

a40 EMFLAG=0:GMFLAG=@:REM Cancel fligh
t of both nissiles

650 COLOR GM@:zPLOT GMH,GMV:REM Plot ei
ther the Enemy missile background or t
ke Target background

668 RETURN

678 REM EXPLOSION, AND SCORE UPDATE:
680 FOR Y=14 TO @ STEP -1

698 SETCOLOR &4, INTCRND(@)#714) ,INTI(RND(
BY*18):REM Flash the background

70O SOUND 9,100,8,V:50UND 1,208,8,V:50
UND 2,255,B,V:REM Explosion sound

710 FOR W=1 TO 1@:NEXT W:REM Short del
ay improves sound effect

720 MEXT W

730 SETCOLOR &,8,0:REM Restore origina
|l background colour

740 POSITION B,21:7 #6:°HITS = ";KHITS:
REM Print updated scores

750 POSITION 18,21:7 #6;°LIVES = “;LIV
ES;" °

Th@ RETURN

770 REM DRAW BACKGROUND:

740 COLOR 142:REN Violet dot (.)

798 FOR ROW=@ TO 1B:FOR COL=0 TO 1%
488 PLOT COL,ROW:NEXT COL:NEXT ROW

810 RETURN

) Ik The leading North West @ él
ATAR| Specialist ATARI Dealer

ADBROKE
OMPUTING

INTERNATIONAL

33 Ormskirk Road

Preston, Lancs.

Tel: (0772) 21474 (1 line)
(0772) 203166 (5 lines)
Bul/Board 27236 6pm to Sam

AN

ATARI

SPECIAL OFFER ON DISKS
5.25" DIS DIN 96 TP (QUAD DENSITY)

10 £5.99 10+BOX £6.99

100 £49.99 100+BOX £59.99
These are top quality products, not cheap seconds. All
disks come with an unconditional lifctime guarantce.

MACHINE -CODE MONITOR BOARD

Suitable for 130 XE and 800 XL this uscful add on

provides the user with a machine code monitor+old

Operating system with on screen 80 column mode and

existing Operating System. The Monitor includes

standard search functions and direct disk access.
£7999

DUST COVERS PRINTE R"?

Computers £399 Star LCI10

Meonitors £499 Star LC10 Col £2‘?5
Disk Drives £2.99 Citizen LP10 £199
Printers £7.99 NEC 2200 £429
Please state for which Epson LQ500 £429

model you requirc a dust Star LC10/24  £429
Epson LQ800 £570

HARDW ARE Gachen £199 :
130 XE Computer £119 ﬁ}‘; mrrﬂ::eﬁgm
XF 551 Drive £169.99 Peic W

XC 12 Recorder £32  interfaces arc scparalc.

Our Atari trained engineers will repair all hardware in
minimum time at competitive rates. Ring for quotation.

All repairs carry 90 day warranty.

LLADBROKE COMPUTING SOFTWARE Cl.UB
Just £10 annual membership entitles you to a
GUARANTEE OF 15% off MRRP. We will also kecp
you up to datc on new softwarc releases and any
special offers, up to 30% in the future.

Phone for application form or write to above address.

All Hardwarc/Softwarc is tested prior to sclling to
ensure satisfaction. Hardware is supported by on site
enginecrs. All prices include VAT.

We stock a wide range of dedicated books and
magazines.

TO ORDER Simply send, or plmne your order, stating
Full Name, Address, Visa or Access Nos, Cheque or
Moncy order. Make Payable to Ladbroke Computing
International. Send SAE for Catalogue.
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With the Olympics upon us we have got together with Powerplay to offer you the
opportunity to win a share of £300 worth of the very best in portable sports
o listening. You can follow your favourite sport and competitors
whenever you want and wherever you are.PLUS
Sony Soundbag i, 3
cassette radio

UN D s F you can add to the thrill of playing any game
worth £150

FIRST
PRIZE

This is the new
stylish cloth covered
cassette radio which

with one of 15 Cruiser joysticks.

NT There's well over £500

2 worth of prizes
Asrlc to be won.

at first glance looks
like a sports bag. It
comes in black or
blue and is complete
with pockets for your
accessories, As you
would expect from
Sony it incorporates
the very latest in
technology:

* Automatic music
search
* Tone control

* FM medium wave
reception

Cruiser |0
1 £9.99 . e
s thes
pRIZEs : k or blue bodie
: 15 RUNNERS u';z - ?H:sgtzchaue an ad]ki‘-‘:[‘i?:’;:ss
7 YOU HAVE TO D? Cruiser joysticks o c:}'lla'r allowing three ©
g‘:wtw choose the mr;:&ung The very latestin oIS settings: . . your joystick
ahswﬂf i mﬁﬁ;:i:fer to the from Pgwel‘i‘-"m: =0 .iu\?:f_l:n;la\,ring style an
e ui
lmeﬂut:mr'-‘-}"‘J'l3 es, people 3 are on foﬁr-_:as * i se yourself the edge
OlyrmpiC =+ you have chosen new cruiser g laying Your 4
events. O | in the entry \ear body and 2 when P iy
nswers fill 1 hoto- * fire favourite @
our 8 ond it lorap ] new auto .
form and ier no later than feature.
copy} :'b:r 20 o,
Nove
QUESTIONS

SECOND PRIZE

Sony Sports stereo
cassette radio worth £90

This bright yellow water
resistant radio cassette comes
with shower proof lightweight
headphones and is compact
and light. You can use this on
mains power or when you are
out and about. Its many
superb features include:

* Dolby B noise reduction
* Anti-rolling
* Auto reverse

1. Mark Spitz was famous for his gold medals in which sport?

a. Decathlon

b. Swimming

c. Fencing

2. Steve Cram has run all over the world, but which town is

his home base?
a. Wolverhampton

b. Sunderland

c. Manchester

3. The Modern Olympic Games changes venue each time, but

where was its origin?
a. Greece b, France

c. China

4. The film Chariots of Fire concentrated on the events of

which Games?
a. 1928 b. 1932

c. 1924

THIRD PRIZE

Sony Sports Walkman
worth £50

This is another in the new
Sports range. Fits easily into
anyone's lifestyle with all the
features you could want from
a Walkman whatever you like
to listen to. And watch out
for these features:

* Solar alarm clock
* Double headphone socket
* Rechargeable battery

g‘sﬁtkﬁ worth

| 2. 3. 4

ENTRY FORM

MName

Address

—_—

Postcode

Now send yvour completed form to:
Cruiser Competition, Atari User, Europa House,

Adlington Park, Adlington, Macclesfield SK10 4NP.
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NEIL FAWCETT takes a look at
a new game and a new software
house supporting the 8 bit Atari

OUR spectacular front cover this
month shows two creatures from a
sensational new game called
Draconus, released by Cognito.
Linked with the budget company Zep-
pelin — remember Zybex and Speed
Ace? — it is promising to support the 8
bit Atari market by producing value
for money, full-price games.

Cognito was formed soon after Zep-
pelin Games came to terms with the
success of its 8 bit titles. Massive sales
and a number one spot in the Gallup
chart — by both games — for a number
of weeks, still show that there is a
good market for Atari games.

Zeppelin produced the Commodore
64 version of Draconus and it received
a magazine's Silver Medal award.
After this success it was decided that
the Atari was capable of equalling the
quality of the 64 version — and hope-
fully its financial success.

So a sister company Cognito was
formed and 22 year old programmer
lan Copland began writing Draconus.
He saw this as the peak of his pro-
gramming career: “Draconus is the
best game | have ever written, and |
feel it is the best game ever written for
the 8 bit Atari".

Based in Newcastle-upon-Tyne —
and not a million miles away from
Zeppelin — | found lan putting the fin-
ishing touches to the game.

He has, over the years, written a
number of games for several software
houses. The number one best seller
Gun Law for Mastertronic was his first,
closely followed by Space Hawk,
which came out on a Microvalue
budget pack.

Next came a joint effort with his
sister Maureen. The excellent shoot-
'em-up Transmuter, released by Code
Masters, was yet another best-seller.
lan got his first Atari in 1983 — an old
400 and tape deck. He started pro-
gramming in Basic, but soon found
out that it wasn’t the correct environ-
ment for him.

So in 1985 he bought an BOOXL,
1050 disc drive and Assembler/Editor
cartridge the perfect machine code
tool with which to write games.
However, he found his Assembler car-
tridge wasn't powerful enough, so he
bought the Mac 85 which is still in use
today. :

Brian Jobling — Zepplin's software
director and author of Zybex and
Speed Ace — has coordinated the
writing of Draconus. “lan is one of the
few programmers who has the ability
to write a game of this calibre on the 8
bit Atari,”” he said. “"He's dedicated to
his work and loves his 8 bit. What
more can you ask from a pro-
grammer?”

| was curious to know how lan came

{
|
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Feature

to start working for Cognito. “That's
easy to explain”, said Brian. ""He came
to work for Zeppelin on work experi-
ence while he was at college taking a
computer science course. | quickly
realised he was a very competent pro-
grammer so | showed him the Com-
modore version of Draconus. | asked
him if he could write it and he said he
could. The rest is history”.

Shortly after this lan began working
for the newly-formed company, and
has never looked back since. “It's nice
to be able to work with people who
appreciate the quality of the 8 bit
Atari", he said. “And ones who are
also willing to support the machine to
the full”.

What of the future? Brian Jobling
said: “After the initial success of Zep-
pelin’s titles and the almost guaran-
teed success of Draconus from
Cognito we are intending to go into a
joint venture and release a trilogy of
games.

“They have been brought out on
just about every other micro and have
been a huge success. We thought it
was very unfair that Atarians in the UK
didn’t have a chance to play them
too”,

Draconus is set on an alien planet
ruled by an evil tyrant beast which
must be destroyed. Only by doing this

can the planet return to more peaceful

and happy times.

You control both major game
characters, Draconewt and Frognum
which share the same body. When
you stand on a Morph Slab and pull
down on a joystick you can transform
between the two.

Frognum who plays the major role,
can walk, jump, punch, duck and
breath fire. Although Draconewt
cannot leave his watery environment
he can blow a powerful water jet to kill
other monsters.

Together the two form a very strong
fighting force incorporating every-
thing needed to destroy the tyrant.

Throughout the labyrinth that you
must traverse are countless alien nas-
ties just waiting to meet you — or eat
you. They include giant rats, bats, sea
monsters, terrortoads, catepelose and
bonce blobs. The last are balls of
gooey matter which hang from ceil-
ings and drip off when you enter.
When they hit the floor they bounce
around in mid air causing you even
more problems.

However, not everything is there to
kill you. Several key artifacts have
been scattered around the catacombs
and you must collect them to stand a

Your firey brearh €an be s life szyer

chance of getting to the final screen
and battle the beast itself.

The artifacts are: The Demos shield,
necromancer's staff, dragon’s eye and
the Morph helix. Flasks of flame fluid
and energy crystals can also be found
around the caves. When you drink the
contents of a flask it will allow you to
exhale 10 good blasts of fire. When
the crystals are ingested they will
automatically put your energy rating
back up to full.

The graphics are brilliant. The
graphic artist Michael Owens has
done a wonderful job of the back
drops for each screen. Meticulous care
has been taken with even the smallest
detail,

One thing | like in a game is a catchy
signature tune. Here Adam Giltiicre,
the music expert at Cognito, has
excelled himself by writing a marvel-
lous piece that accompanies the

il T 8 B0 E e e B

superb title screen. Other sound
effects have also been written with
great care. | loved the crunching noise
you hear every time you die. This
sequence is also accompanied by
Frognum splitting into two and blood
spurting from the remains of his body
— Very gruesome,

The beast that you must destroy in
the final screen is one of the most
terrifying creatures | have ever seen in
a computer game. It reminded me of
the mother alien from the Aliens
movie — big, mean and with large
teeth. A wonderful graphical creation
from the mind of Michael Owen.

When lan Copeland said that
Draconus was the best game to have
been written for the 8 bit Atari he
wasn't far wrong. It's really addictive.
Buy it!
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Take care: A gruesome death awaits you on every screen
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Mini Office Il is the highly-acclaimed, award-winning

suite of integrated programs which will turn your

computer into a versatile business machine.
Look at some of the tasks yvou can perform with the
six separate modules:

® Compose a letter with the WORD PROCESSOR. Set
the printout options using embedded commands or
menus and use the mail merge facility to produce
personalised circulars.

® Build a versatile card index with the DATABASE.
Use the flexible printout routine, do powerful multi-
field sorting, perform all arithmetic functions and
link with the word processor.

@ Design the layout of a label with the easy-to-use
LABEL PRINTER. Select label size and sheet format,
read in database files and print out in any quantity.

@ Prepare budgets and tables with the SPREADSHEET
module. Total columns and rows with ease, copy
formulae absolutely or relatively, and recalculate
automatically.

® With the GRAPHICS module you can produce pie
charts, overlay line graphs and display bar charts
side by side or stacked. Enter data directly or load
data from the spreadsheet.

® Using a modem with the COMMS module you can
access services such as MicroLink and order a wide
range of goods from flowers to software, and send
instant electronic mail, fax, telex and telemessages.

Six modules in one
g powerful package | =
...at a price that

rap n;'s

: Mini Offiee II Label Priwker

i =

st S TR

DWTABASE SOFTWARE

ALy

Label printer

a Tolecam Goidis Jymtes »z

ated OFffiae Jorwig

WS BT

Il &2 AMead. L Baread, Total

' 'i“‘ HH for llll.llrI cral ink HeAuw
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What the reviewers have said:

“Tremendous value for money and its current success is truly
well deserved”. — Zzap 64

“Little short of miraculous at the price”. = Acorn User

“Makes some of its over-priced competitors hang their heads
in shame". — Commodore Llser

Voted Business Program of the Year two vears running in
Popular Computing Weekly

It's no wonder that there are MORE THAN 400,000 satisfied
users across the complete Mini Office range... the ideal
package to increase your personal productivity.

Please send me Mini Office 11 on [ cassette [ disc for Tape | Disc
I cissrmremransmsiersissnssssenssssssenensens |S1818 maching)  [BAC Model B, B+ [£14.95 | £16.05
] [l. il Imt a thqut payable to l]d1d|]d'1l. Software | BBC Master - £19.95
I O Please debit my Access/Visa number: 'L':'U""'Jd"l_ I'I_"’ ! gl tfl_q_l
Amstrad CPL £14.95 | £19.95
1 1| LIty L1l [Aadssk | - |£1905]
I Expiry date: [ r: .-'___| {_Zc_r_l_r_luun:lmt 64 J:]E-._'E_I_S_ £19.95
I Signature....... e R L
T T i ol S et s i Database Software,
Europa House,
I Acdrees... Adlington Park,
l Adlington,
I - POSIEOBE e, MACclesfield SK10 4NF.

Enquiries: 0625 879940
Order Hotline: 0625 879920
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IF you have been looking for a league
table program look no further. Enter
the results from the menu option and
this program will calculate the table
for you. Originally written for football
results, it can be used for any other
table with the played, won, lost, for,
against and points format — see the
program modifications panel.

Once all the relevant data has been
input and calculated the program will
save it to disc for you — sorry cassette
users, it would be too slow to use a
tape as a storage medium. You can
also create hard copies of your tables
with any 80 column printer.

The best way to use the program is
to save it on its own disc. Format a
blank disc and save Dos files to it -
option H on Dos 2.5. This will leave
plenty of room for the data files the
program will create. Now type in the
listing and check it with Get it right!
Once you're sure there are no mis-
takes save it to your newly-prepared
Dos disc.

It is important you leave this disc in
the drive at all times. When first run
the program will check to see if any
table data exists on it. At the moment
none is, so it will default to the
initialisation screen. Just follow the
prompts to set up your new table.

Enter the teams in alphabetical
order — this will be useful when
entering data later. A team name is

limited to a maximum of 14 characters ~

in length, if you exceed this you must
re-enter it. On entering the last name,
the newly created table will be saved
to disc. Be very careful at this stage,
you may overwrite an existing league
table if you're not careful.

This may take some time because
all team information will be set to zero
and the data is calculated in four sort
levels. The sort order is: Highest
points, goal difference, goals for and
alphabetically. Your disc will now con-
tain four data files and, assuming all is
well, you should see the menu screen.

This means that when you next run
the program the new data files will be
loaded and the menu screen will
appear. Your options are:

1 Enter results -

2 View league tables
3 View fixtures

4 Search fixtures

5 History tables

6 History fixtures

7 Enter team data

8 Toggle printer status

You have now reached the stage
where you have to enter the team
results. After selecting option 1 you

Create your own fixture tables with
MALCOLM DOMONE's neat program

will be prompted to confirm your
selection — press Y followed by
Return. The screen will change to
allow you to enter the results.

Use the + and * keys until the home
team appears on the screen. Press
Return to make a selection and the
name will echo back on to the screen.
Enter the team’s score and then select
the away team and its score in the
same way. Once you have made your

‘it has been calculated. You will then

entries the fixtures will be saved to
disc followed by the league table once

be returned to the menu screen. At the
moment the printer status will be set
to Off. ~
If set to On any information sent to
the screen will also be echoed to the
printer.
Ensure your printer is connected
Turn to Page 33
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MAIL ORDER OFFERS

MAILORDER OFFERS

fabulous

programs
i from your
| favourite

Atari 8 bit magazinel

Buy any two out of Ten of the Best games
vol 1, Ten of the Best games vol I, Ten of
the Best utilities for only £7.90 — and

SPECIAL

BONUS save £2!

Due to the tremendous success_of the last 'I_'en f:f"t::
Best compilation we have compiled a new dls_n::
the most exciting games that have appeared in

Atari User over recent issues.

There are stunning shoot-
'em-ups, challenging
simulations and thought
provoking strategy
games alike

Colour Puzzle

Dam Troubfe

TO ORDER PLEASE USE THE FORM ON PAGE 47

Ten of the

Best Games
Volume I

Colour Puzzle — A mind-boggling brain teaser
devised to confuse and bewilder. Match the
coloured squares in this version of the trad-

itional sliding block puzzle. —

Dam Trouble - Classic arcade fun puts you in
command of a highly sophisticated military
helicopter. Your mission: To protect the town
of Floodsville from ruin.

Reversi — Can you beat the computer in this
advanced version of the classic Othello board
game?

Light Gun Blaster — The first ever listing for the
XE games System. Blast the coloured squares
to beat the clock using the light gun.

Mine Runner - Guide your underground explor-
ation vehicle through increasingly difficult
levels of meandering tunnels and dangerous
obstacles. .

Breakin — Fast angd furious arcade action in our
version of the classic bat and ball game
Breakout. Try your skill dgainst the different
bumper patterns and fatal ghosts.

Submarine Hunter — Experience the thril| and
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 accu-acy 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. '
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4 From Page 31

when using this option, as an error
message may occur if it isn't. If you
don’t have a printer follow the instruc-
tions in the modifications panel. Most
of the other menu selections are obvi-
ous but others require some explan-
ation.

Option 5 will display any league
table. Enter the date of the table
required and the program will search
the disc for it. If a table doesn’t exist
for the date entered a message wil
appear on the screen.

Option 7 can be used in one of two
ways. The first is to change team data
and the second is to allow data to be
entered into the program during a
season if'games have already been
played — for example, setting up a
mid-season table.

Once selected you will be asked to
confirm your action with Y or N. Enter
the date — this should be later than the
one shown = and the current team
data will be displayed. If no change is
required just press Return.

If you want to change any data enter

Utility |—

the new number followed by Return. A
beep will be heard when a new team
name is displayed.

If an error is made on an entry the
team will be re-displayed and all the
data will have to be re-entered, so be
very careful what you type. When the

60 — 4
1 E 11ﬂ ]nlt!a”sE

arioug gy,

PHDGRAM

Variableg

changes have been made your new
table is calculated and then re-saved.

And that's it. Enter your table now,
but be careful when entering data as
errors are not easily corrected after
pressing Return.

BREAKDOWp

MODIFICATIONS

The program as shown awards
three points for a win. If your table
awards a different number you will
need to replace the 3 at the end of

value.
If yvou don’t have a printer add the
following line to your program:

2965 PRES=" w+x ":G0TO 1148

This will inhibit the printer output
if option 8 is selected.

10 REM SRR NI R-RE RSN BB 0 D DI

20 REM % LEAGUE RESULTS/THBLES *

I8 REM %  BY MALCOLM DOMONE ¥

A REM % {C) ATARI USER *®

SEE AEM RN M O

60 SETCOLOR 2.0.8

78 DIM LN5(28),T5015) ,DATES(12) 055012
1,DR5C12) ,PRS (80 ,PRS5(5)

#e PRSS="III3":PRTOG=D

98 DIM CHC1):CS=CHRS (155)

108 OPEN B, 4.8,"K:"

118 TRAP J088:60T0 I98:REM GOTO LOAD T
ABLE

128 REM %% DIMENSION ik

138 DIM TNSOINT*L5) ,PLONT) ,HWCNT)  HO (NT
},HLOMTY ,HF CNT) . HACNTD , AMINT)Y , 4D (NT) , &
LENTY ,AF CNTY , AR INTY PTSINT)

148 DIM TPCNTY PTONTY ,TONTY ,DHT(NT) ,BH
SONT) ,BATONTY , DASOINTY ,GDCNTY , AGDCNT)
158 RETURN

168 REM *%% END OF LIST INDICATOR e

lines 2400 and 2410 with the new |,

178 POKE 75Z,1:POSITION 38,27:7 “Jv:GE
T HI,K:RETURN
186 REM %% RIGHT JUSTIFY ¥x
198 IF H{18 THEN PRINT » :
208 PRINT H;" *;
210 IF Hii@ THEN PC=pPC+1
220 TS=STRE(HI :PRE(PC, PCHLENC(TS) -13=T%
218 RETURM
240 REM %M€ TEAM NAME ROUTINE %
258 POKE 752,1
268 POSITION 18,21:7 TNS(H®15-14,K¥15)
278 GET M3,k
288 IF K=d42 THEN H=H+i
298 IF K=d4I THEN H=M-1
I88 IF MIMT THEM -1
118 IF 41 THEM N=NT
128 IF K=155 THEM POKE 752,8:RETURM
118 GOTO 268
148 REM #%% CLEAR LINE e
I58 POSITION @,21:7
“;IRETURM :REM I7 5
PACES
I68 REMW %% CLEAR PRINTER STRING PRS *
o
178 PRE=" ":PRS(BAI=" ":PRS(2)=PRS:PRS
= RETURN
388 TE=STRS(A):7 TH; :FOR N=1 TO LEN(TS
3:7 UevioNENT N:IMPUT #116,4:RETURN
190 REM #%% LOAD TABLE #%x
498 7 "K'":POKE 752,1;POSITION 18,18:7
"LOABING LEAGUE TABLE™
418 POKE 764,255
428 IF EFF=1 THEN POSITION 18,18:7 "LO
ADING CHRRENT TABLE™
438 OPEM H1,4,8,"D: TEAMNAME.DAT"
448 IMPUT #1,NT
458 IF T5F=1 OR WTF=1 THEN 478

460 GOSUB 138
478 FOR 6=1 TO WY

438 INPUT HI,TS5:THS(GH15-14,6%15)=T5
498 NEXT G

508 CLOSE #1

518 OPEN H1,4,8,"D:TABLE.DAT"

520 INPUT H1,LN$,DATES,NT

530 POSITION 13,14:7 DATES

540 IF TSF=1 THEM POSITION 5,17:7 “JE
8 TO EXIT THIS OPTION“

558 IF TSF=1 4ND DATES=DS5 THEM ? :7 :
? D5$;" FOUND...LOADING DATA™

568 CTF=1

578 FOR 6=1 TO MY

580 INPUT ®1,A:PL(G)=A

599 INPUT 81,A:HN(E)=A

680 INPUT #1,4:HD(G)=A

618 INPUT #1,4:HL(E)=a

628 INPUT #1,4:HF(6)=A

630 IMPUT #1,A:HACGI=A

648 INPUT 81,A:4H(6)=A

658 INPUT Bi,a:ab(6)=n

668 INPUT H1,4:4L(63=A

670 INPUT #1,4:0F (6)=4

608 INPUT #1,A:04(6)=4

698 INPUT #1,A:PTS(6)=A

700 INPUT H1,A4:TP(E)=A

718 INPUT BI,A:PT(6)=A

728 NEXT &

738 IF PEEK(764)=28 THEM TSF=8:CLOSE M
1:60T0 408

748 IF TSF=1 AND BATES()DSS THEN 520
750 CLOSE #1:CLOSE M2

768 TSF=@

778 IF EFF=1 THEM 2239

Turn to Page 34 »
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1288 TORI=PTS(GD 1418 NEXT C

< From Page 33 1298 G (G) = (HF [G) +AF (6) ) - CHA (6] +AATG) ) 1428 IF F=1 THEM 1348

788 IF HTF=1 THEN 1258 1708 NEXT G ; 1438 FOR 5=1 TO NT

798 GOTO 1040:REM GOTO MEWU 1328 IF CTF=1 THEW 1638 1448 CGp-@

888 REM *%x SAVE TABLE ¥ 1338 CTF=1 1458 FOR T=1 TO NT

818 ASF=@:POKE 752,1:7 7 :? "SAVING T 1348 F-@:REM START S0RT 1468 IF T(S)=PTSCT) THEN TP(TI=5:CGD=C
ABLE DATA......PLEASE WAIT™; 13158 FOR C=1 TO NT-1 Gh¥1:AGD (CEDI=T

428 OPEN ©1,8,9,"0B:TABLE.DaT™ 1368 IF TAC+1){=T(C) THEMN 1418 1478 MEXT T

838 OPEN ©Z,9,8,"0:TABHISTY.DAT"IREN O 1378 T=TIC)

PEN TO APPEND 1388 TICI=T(C+1)

848 FOR T=1 TO 2 1398 T(C+1)=T

@58 PRINT BT;LNS;C5;DATES;CS;NTICS; i4el F=1
868 FOR &=1 TO NT

878 PL=PL (G) :HM=HH(G) :HD=HD (&) :HL=HL (6

3 I HF=HF (G) :HA=HA (G) : AH=OM (G (AD=AD(G) :

AL=AL (6) : AF=AF (63 :AA=AA (6] :PTSZPTS(6) W
888 PT=PT(6) : TP=TP(6)

LINE CHSUM LIKE CHSUM LIKE CHSUM

898 PRINT HT:PL:CS:HN:CS:HDICS IHL:CS: 10 cP1 €v) | 598 312 (K| 1178 PHO (&) 1768 JTS (k) | 2348 PX& ()3 | 2920 JOT (6)
20 CP2 (3) ]| 488 1VH (V)| 1188 6EE (U) 1770 K75 (9) | 2358 2uw (X) | 2930 XBY (N)
960 PRINT HT;HF;CS;HA;C5;AN;CSAD;CS;A
L_cﬁ_‘f.cs,n.‘c;,,,i_cs_ 30 CP3 (X) | 618 20R (R)|1198 PSO (@) 1788 LP4 (0) | 2360 XA8 (D) | 2948 RRJ (7)
ebaplabs i Ui i ol s 40 CP4L (&) | 628 24K (R) | 1200 DEN (H) 1798 165 (L) | 2370 3XN (P) | 2958 DWP (Y)
10 PRINT BY;VP;C3:PT;CH; S8 CPS (Y) | 630 28E (r)]| 1218 HB4 (H) 1808 91C (7) | 2380 CPM (A) | 2968 EFP (V)
328 NEXT GINEXT 7 68 XAL (7) | 648 20N (H)| 1228 &WY (N) 1818 RNJ (V) | 2390 AHD (5) | 2978 JCb (2)
938 CLOSE ®1:CLOSE W2 70 FPL (Y) | 650 2H2 (D) | 1230 U3A (M) 1820 H94 (V) | 2400 2wy (J) | 2980 Jag (0)
348 GOTO 1848:REM GOTO MENU . 80 DAO (V) | 660 2MA (5371240 @2W (M) 1830 PCS (K | 2410 2wV (E) | 2998 EMP (3)
958 REM %% HISTORY TABLE %m# 98 w6 (&) | 678 2R4 (6)|1250 DHN (K) 1840 J70 (K) | 2420 3XL ¢0) | 3080 8ER (T)
968 HTF=1:? "K":pOSITION §,5:7 “WBLH 180 4TC (N) | 688 2uY (S)|1260 500 (P) 1850 LI9 (§) | 2430 NOT (2) | 3019 A (5)
AT A TR 110 8¢4 (2) | 698 7am (W) 1278 73¢C (B 1868 YLJ (R) | 2448 DAT (N) | 3828 WSK (L)
R S e 2 128 035 (E) | 700 1N (V)| 1280 X06 (L) 1870 YKR (D) | 2458 NKS (A) | 3030 SR3 (W)
;;;E:"‘E :::ﬁ:‘zsé?p;:E 5:;‘: Lk 130 430 (c) | 710 219 ¢3)| 1290 oWd (H) 1888 YP6 (E) | 2660 AN (2) | 3068 6NE (A)
i - ' 140 65¢ (L) | 72@ N7 (L) | 1388 MYs (K) 1898 YPX (V)| 2478 8X1 (S) | 3050 24P (A)
780 OPEN #1,4,8,"D: TABHESTY.DAT" 150 RTS (50| 73@ 2D €AY |1328 ELJ (C) 1980 YBC (T) | 248@ SHD CA) | 3848 ANT (YD
998 TSF=1 168 bLs (M) | 748 8ca (XD ] 1330 k52 (9) 1910 NLV D) | 249@ @s7 (M) | 3878 N1U (1)
1808 7 :7 17 * SEARCHING BATA...PLEAS 178 m2c (H) | 758 317 (5) 1340 US6 (D) 1920 K4Y (U) | 2500 €ST (Y) | 3080 6WE (6)
E HaIT" 180 bUS (T) | 76@ E6J CE) | 1350 AXC (T) 1930 LL6 (X) | 2510 NOT (W) | 3098 34D (K)
; - 198 N34 (33| 770 6J6 (4| 1360 FS3 (M) 1940 MOL (C) | 2520 8KL (4) | 3188 FJo (H)
1818 TRAP 1820:60TD 578
1628 7 37 17 17 G "iDSEIM MO 200 RTM (7) | 780 6N3.(2) | 1370 QVN (9) 1950 MFU €J) | 2530 Sou (¥) | 3118 N2L (J)
¢ Fiﬂiﬁ;;tiﬁSé-ﬂl'Ea;!B o e i"a 218 ASM (Y) | 798 STG 3) 1388 WNX (L) 1960 LMP (5) | 2540 83H (T) | 3120 9J3 (1)
g ] 220 SMK (&) | 889 CVO (4) 1398 RVZ (F) 1978 M2J (N) | 2550 ocL F) | 3138 MU (W)
1070 REW 6% MEND dek 238 RK6 (p) | 810 T26 (1) | 1480 DER (%) 1980 MHS (&) | 2560 43¢ () | 3140 BKa (D)
1040 7 "K [ HENU & 248 BCT (30| 828 QET (R) | 1418 MWS (9) 19908 LPT (1) | 2570 NSJ (9) | 3158 L71 (W)
1858 POKE 752,1 | 250 STB (0) | 830 AON )| 1420 6C7 (P) 2000 KDH (C) | 2580 YEG CF) | 3168 UvC (E)
1860 7 :7 " 1, ENTER RESWLTS" 260 E6X (21| 848 TK8 (T)| 1438 BLL (7) 2010 KTA (&) | 2598 K95 (6) | 3178 6YE (@)
O TR e AR R RS S it BTl e BB Bkt
. " " DPME (H U Fa V
1aga 7 17 J. VIEN FINTURES
REe SR Y o R s 208 bUE (M) | 878 @OH (¥)|1440 AML (C) 2040 YYN (U) | 2620 Jka (6) | 3200 MU ()
=h ; = IP0FRS (2) | 880 9KX (2)]1470 PCS (6) 2058 CJT (P) | 2630 08T (T) | 3218 RYV (W)
1109 * 7 5, WESTORY TABLES 310 86 (5) | 898 34N (S)|1488 pA1 (F) 2068 674 (U) | 2648 VA6 (5) | 3228 CAJ (C)
1Ae . Lian o S RESTRRE FRNTURE 37 320 367 (U) | 988 HF7 (3)| 1490 EON (8) 2078 SJJ (J) | 2650 ViU (X) | 3238 DNN (L)
i129 2 :7 " 7. ENTER TEAM BATA" 370 459 (A) | 918 &AE (L) | 1588 CFH (J) 2080 KB4 (L) | 2660 550 (G) [ 324@ 7al (W)
1138 7 17 " g, TOGGLE PRINTER STATU 340 bcu (&) | 928 wRw (C) 1518 cxo () 2099 S8T (6) | 267@ F50 (T) | 3250 DHA (H)
g 350 7% (5) | 938 259 (W) |1528 UR2 (R) 2100 NJT (2) | 2688 XTB (9) | 3260 AGX (4)
1148 POKE 752,1:POSITION 9,21:7 “PRINT 368 DLU (A) | 94@ S6J (M) | 1538 7NE (0) 2110 78R (A) | 2698 NWT (8) | 3270 VIK (&)
EB 15 %:PRSS 370 GMa (£) | 958 DH1 (H)| 1540 80D (R) 2120 E3R (9) | 2708 EVU (D) | 3280 448 (V)
i :E; e 380 EML (0) | 940 J5J (M) | 1558 FU9 (P) 2130 CSP (M) | 271@ 20H (1) [ 3298 HMX (X)
L=y ?;2 : 390 pYU (8) | 978 95T (N) | 1568 FM7 (T) 2140 MEM (6) | 2728 FWS CK) | 3308 65E (&)
’ 480 SKP ()| 988 UM (5) ] 1578 SAX (J) 2150 poP (2) | 2738 G1M C(6) | 3318 326 ()
1178 x=K-48 410 SRE (R) | 990 EXKM (5) | 1580 5E0 (@) 2160 G6S (3) | 2748 K1P (Y) | 3328 PHW (N)
1188 IF X{1 OR X}8 THENM ? “[}*:CO0T0 104 420 EU& (2) | 1888 a2L (PY | 1598 JAC (D) 2178 56T CUY | 2758 E&1 (23] 3338 036 (3)
[ L30 S6L (1) | 1810 89H (0) | 1688 HWU (4) 2180 &K5 (L) | 2768 Sup (L) | 3348 0EQ@ (3)
1198 ON K GOTO 2288,1758,7550,2149,%68 L4 PAK (1) | 1028 426 (3) ] 1618 N95 (4) 2190 DMP (M) | 2778 F9C C4) ]| 3358 WEH (U)
,1218,3268, 2968 E50 WAV (R) | 1830 D&N (5) | 1620 N95 (4) 2288 J5L (S)| 2780 84S (D) | 3368 as5 (V)
Tiol BEN e NILTORY EINTRRES Sk 468 PeM (E) 1848 PNQ (5)] 1630 P95 (1) 2210 KGU (0) | 2798 FEE (k)| 3378 QMY (W)
S5T0 7 e RSITIAN. )7 TR 570 U23 (U | 1858 Pup (M) | 1548 BWC (H) 2220 EAY (9) | 2808 V77 (A) | 3380 24F (P)
ot BT £ LED 0%V (V) | 1868 m3x (1) 1650 93C (2) 2230 3FH (8) | 2810 KE6 (F) | 3398 10K (W)
Loh : 490 PC4& (R) | 1870 23@ (F)| 1668 TSH (L) 224@ SYB (W) | 2828 K1V (&) | 3408 VUK ()
1228 POKE 752,8:7 :? :? “ENTER DATE RE s@0 Lxp (c) | 1080 acs (1) | 1678 PLS (P) 2250 au9 (N) | 2838 3KT (E) | 3418 apS (M)
QUIRED *;:INPUT BS5:POKE 752,1 510 a7 (X) | 1098 RSu (J) | 1688 PLS (J) 2260 €CJ (2)] 2840 FOL (@) | 3420 Q7Y (W)
1238 FSF=1:T5F30 520 6YG (N) | 1108 FRS (V)| 1698 EBN (P) 2270 YMF (N) | 2850 K7V OO | 3438 10F (&)
1248 COTO 2550:REM READ FINTURE BATA F 530 HNE (V) | 1110 U&V (@) |[17@@ TX8 (G) 2280 SED €5) | 28460 ETA (M) | 3448 0CT (7)
BRCEITED S48 148 (0) | 1128 P59 (7Y [ 1718 J1A (V) 2235 ugs EH; gg;g PIT EJ; ;aﬁg NEU ES;
558 YT6 (F) | 1138 9wp (v) | 1728 AES (K) 2300 79Y (E FHU €H) | 3468 TST (H
e atttet e dl s i 560 0X8 (D) [ 1148 OYN (8)[1738 JYE (R) 2310 se (5) | 2898 7e0 (7) | 3470 acy (1)
1208 PONE V92,113 YRIRASLTION 3,165 570 U246 (U) [1158 PLN (k) | 1748 GCC (R) 2320 560 (W) | 2988 21X (S)
"CALCULATING TABLE......PLEASE WAIT™ 580 287 (8) | 1160 Q38 (7)| 1758 E77 (K) 2338 RUP (N) | 2918 26Y (2)
1278 FOR &=1 T@ NT
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1288 IF CeD=1 THEM 16I@

‘1498 REM %% CALCULATE GOAL DIFF ¥

1588 FOR D=1 T@ CGD-1

1518 FOR E=1 TO CGD-D

1528 A1-AGDC0) :AZ-AGD(D+E) : TAL1-A1%15-
14 TALZ=TAL1+1:TALI=TALZ#1: TAZ1-A2%15-
L4:TAZ2-TAZ1+1:TAZI=TA22+1

1518 ABI=(ASCCTHS(TALL, TAL1) ) *180888)+(
ASC LTS (TALZ, TALZ)I%108) +ASC(TNS (TRLT,
Ta13))

1548 ABZ=(ASCOTNS(TAZL,TAZ1I)%180088)+(
HSCITHS 6TAZZ, TRZZ) D #H180) #45C (THS (TAZT,
TaZId}

1558 IF GDCALP)GD(A2) THEM TPCALI=TP(4
1)-1

1568 IF &0 (A1) (GD(AZ) THEN TPCAZ)=TP(A
-1

1578 IF GDCALY=GD(A2) &MD HF (A1) +AF (a1
YIHF (A2) +AF (A2} THEN TPCAL)=TPCALD-1
1588 IF GDCALI=GD(AZ) AMD HF (A1) +AF (AL
1 (HF CAZI #4F (A2) THEM TP(AZ)I=TP(A2)-1
1598 IF GOCALI=GD(AZ) aND HF (AL} +AF (A1
J=HF CAZ) +AF (A2) AND ABL<AB2Z THEN TP(al
I=TPCAL) -1

1680 IF &D(A1)=GD(AZ) AWD WF (A1) +AF (A1
J=HF (A2I+AF (AZ) AND ABL}AB2? THEW TP(42
IZTP(AZI-L

1610 MEXT E

1628 WEKT 0

1638 HEHT 5

1648 FOR S=1 TO MT

1658 FOR T=1 To NT

1668 IF TPLTI=5 THEM PTL5):T

1678 NEXT T

1688 NEMT 5

1638 REM *%% DISPLAY TOBLE *w#

1708 POKE 82,0:PONE 757,1

i7ia 7 "Rn

1720 7 " e pNS:v "iDATES:?

17X IF PRTOG=8 THEN 1760

1748 LPRINT :LPRIMT

1750 GOSUB ITO:PRSCLISI=LMS : PR (LEM(PRS
141, LEMIPRS) #4) =" "IPRS(LEM(PRS) #1}
~DATES:LPRINT PRS:GOSUB I78

1768 PRINT * P H b
L F & PT5™

1770 IF PRTOG=8 THEM i&ad

1780 PR5 (48,68) =""HOME AHAY'"™

ILPRINT PRS:GOSHE I78

1738 PRS(Z1,.781="P W D L F & PIS
H O L F &4 H® L F &PIs e

‘LPRINT PR3:GOSU8 I76

1880 FOR T=1 TO MNT

1818 G=PT(T)

1828 M=T:PC=1:GOSUB 180

1879 PRINT TNZ(G*15-14,CK15):

18498 PRS (4, 19)-THS (GEIS-14,GX15)

1850 K=PL(G) :PC=28:GCOSUE 180

1368 M-HW(G)+AMIG) :PC=2T:GOSUE 186

1870 H-HD(G)+ADIG) :PC=26:GOSUR 188

1880 M-HL (G) +ALLG) :PC=29:GOSUR 188

1838 M-HF (G) +4F (G) :PC=32:GOSUB 180

1908 W-HA(G) +AALG) :PC=15:G0SUE 180

1318 H-PTSIG):PC=38:GOSUB 188

1920 IF PRTOG=8 THEM 2890

1939 H-HWCG) :PC=41:GOSUB 218

1340 H-HD(G) :PC=46:60SUB 210

1958 H=HL(G) :PC=49:605U8 210

1960 K=HF (G) :PC=52:60SUB 218

1978 K=HA(G) :PC=55:G05UB 218

1988 K-AW(G) :PC=58:GOSLB 218

1998 K-ADCG) :PC=61:GOSUE 210

2000 K=AL (6) :PC=64:GOSUB 210

2010 N-AF (6) :PC=67:GOSUB 210

2820 K-AA(6) :PC=70:G05UB 218

2030 N=PTS(6):PC=73:GOSUB 218

2048 K=GD(6) :PC=77

2058 IF H(® THEN PC-76

2068 IF N<-9 THEN PC=75

2878 GOSUB 210

7080 LPRINT PRS:GOSUB 170

2898 PRINT

2108 WEKT T

2110 POKE 82,2:POKE 752,8

2120 IF ASF=1 THEN 819

2130 GOSUR 170:G0TO 1040

2140 7 "K“:POSITION 18,5:7 “FINTURE SE
GRCH"

2158 REM %% FIXTURE SEARCH ¥

2168 POSITION 2,21:7 "TEAM TO SEARCH..
i

2170 ¥=1:GOSUE 240

2188 TSF=1:60T0 2558

2190 REM %% INPUT RESULTS s

2200 7 “KENTER RESULTS Yé&';  IMPUT TS
SIF TSC"Y" THEN 1846

2210 EFF=1

2228 IF HTF=1 THEN 398

2238 7 17 17 “HOW MAWY RESULTS TO ENTE
R " INPUT NF

2249 IF NF=@ THEN 1030

2250 7 17 47 “PLEASE ENTER DATE i.e 5
4T 18/12/88":7 :INPUT DATES

2260 CTF=0:HTF=0:EFF=d

2I78 7 YK "IDATES:™ YINF; FIRTUR
E '5“

2288 FOR G=L TO NF

2298 H=i

2390 POSITION 2,21:7 “"HOME TEGM......
"HIR0SUHE 240 HT=H:GOSUB ISA:POSITION
1,6#2:7 THSIHTE15-14 . HT*15)
2318 TRAP 2T10:POSITION 2.21:7 THS(HT#
L15-14 .HT®15) ;" SCORE *'; ; INPUT H5:GOSUB
IGBIPOSITION 17.642:7 HS
2328 POSITION 2,.21:7 “aMAY TEAM......
"1 ie05UB Z40:AT=H:GOSUB I50:POSITION
24.GF2:7 THSCATRIS-14,0T%15)
2330 TRAP 2II0:POSTITION 2.21:7 TNS(AT#
L5-14,ATH15) ;" SCORE “::INPUT A5:GOSUB
I58:POSITION Z0.6+2:7 a5
2748 POSITION 2,21:7 “I5 THIS LA&4ST FIK
TURE OK Ye&";:INPUT TS
2358 IF THOO"Y™ THEN POSITION L.G642:7
1]
"1e0TO ZI8A
2168 DHT(G) =HT:0HS(G) =HS ! DATLRI AT : DAS
(6)=nas5
2178 PLANTY =PLOHTI®# L PLOATI=PLIATI #1
2388 HF CHTI=HF CHT) #H5 :HACHT) SHA CHT) 445
2390 AFCATICAFCATI +AS:AATATICAACATI +HS
2488 IF HS5)A5 THEN HWOHT) HM(HTI+1:aL
ATICALCATI#LIPTSCHTI =PTS(HT) #3
2418 IF ASHHS THEN AWCATICAWLATI+L:HLC
HTI=HL(HT) #1:PTSCATI =PTS(ATI#3
24208 IF H5=A5 THEM HDCHT)=HD (HT)+1:40¢
ATI=AD (ATI+ 1 PTSCHTI SPTSIHTI#1 i PTSCATY
PTSLATI+1

2439 MEKT G

2448 POKE 752,1:7 2 u
BISC:

2458 OPEN ML,9.0,."D:FINTURES.DAT™

2460 PRINT M1;DATES;CS;

2470 PRINT HI;NF;:(C%;

2488 FOR G=1 TO NF

2438 HTZDHT (6D :H5=DPHS (G} : AT=DAT (6] 1 A5=
basCGd

2588 PRINT Hi;HT ;OS5 HS:C5: AT CH;05:05;
2518 NENT G

2528 PRINT Hi:-1:C5:

2538 CLOSE #1

2548 ASF=1:GOTO0 1258:REM GOTO TABLE C4

Lc

2558 POKE 7527,1:REM REAC FIXTURE DATA
FROM DISK

2568 7 vRw

2570 OPEW Hi,4,8."D:FINTURES.DAT™

2588 IF TSF=8 THEN PRINT LN%:" RESULTS
HEr il

2998 IF T5F=1 THEWM PRINT LN%;" RESHELTS
FOR ";TNS(H®IS- 14, H®15):7 12

2688 IF PRTOG=8 THEM 2640

2618 LPRIMT :LPRIMT

2620 IF TSF=0 THEM LPRINT ,," ";LN§:"
RESULTS":LPRINT

2638 IF TS5F=1 THEN LPRINT ," ‘' ;LN5:"

SAVING TO

~ RESULTS FOR ";THS(X®1S-14,H#%15) (LPRINT

:LPRINT
2640 INPUT #1,BRS
2650 INPUT H1,NF
2668 FOR G=1 TO WF
2670 INPUT B1,HT,HS,aT,asS
2688 DHTCG)=HT :DHS (G)=HS:DAT (5)=AT:DAS
(6) =45
2698 NEHT G
2788 IF TSF=1 THEN 2760
2718 IF FSF=1 AND DSS{}DRS THEW 2928
2728 IF FSF=1 THENM FF=i
2718 PRINT DRS:PRINT
2740 IF PRTOG=0 THEN 2768
2750 LPRINT "  ";pRS
2768 FOR G=1 T0 NF
2776 IF TSF=@ THEM 2808
2780 IF DHTC(G)=K OR DAT(GI=K THEN 2800
2798 IF TSF=1 THEW 2878
2808 IF TSF=1 THEN ? i7 :7 DR§:?
2818 7 TNS(DHT (G)%15-14, DHT (6) *15) : DHS
(@) ";DASUED ;"™ ";TN§(DAT (6)%15-14
DAT (GI #1852
2820 IF PRTDG=6 THEN 2870
2830 IF TSF=1 THEN LPRINT DRS.TNS(DHT(
G1%#15-14,DHT(GI¥15) ;DHS (631"  ":DASIG
1i' U THSCDAT (G)¥15-14.DAT (6)*15)
2848 IF TSF=1 THEN 2870
2858 IF PRT0G=@ THEN 2870

2868 LPRINT ,,TNS (DHT (G)*15-14. DHT(G)*

153" ""iDHSERY ;™ "rpASCG} " ‘"3 THSC
DATIGI®LS-14, DAT (GI*15)
2878 MEWT G

2880 IF TS5F=1 THEM 2920

2830 IF- FF=1 THEN 2338

2380 PRINT :PRIMT

2318 IF PRTOG=1 THEM LPRINT

2328 TRAP 2930:IMPUT HL,A:IF a=-1 THEM
2640

Turn to Page 36 »
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<« From Page 35

2938 IF FSF=1 4ND FF=0 THEN POSTTION 2

J@8:7 “FIXTURES FOR “;D55:" NOT FOUND

[

7948 CLOSE Hi:TSF=@:F5F=A:FF=0

7958 GOSUB 17:GOTO 1040

2960 REM %%% PRINTER TOGGLE e

29780 IF PRTOG=8 THEN PRTOG=1:PRSS="HL

B ":G0TO0 1140

2988 IF PRTOG=1 THEWN PRTOG=8:PRSS=“Nili

A GOTO 1140

2998 REM %%% INITIOALISE TABLE sk

1808 CLOSE M1:POKE 752.8:7 "KTABLE DOE

5 MOT ENIST .... INITIALISE™:? :7 7

Iei@ T “ENTER LEAGUE NAME ";:INPUT LN35

3826 7 :7 :7 “ENTER MUMBER OF TEGMS ":

(INPUT NT

1838 GOSUB 1J0:REM DIMEMSION

1840 FOR G=1 TO NT

I850 PLIG) =6 :HMEG)=0:HD (G) =8 :HL (G} =8:H

FOGI=0:HACE) =8 ANIE) =0 AD (6D =81 AL (G 8

tAF G =0 :AACE) T8 PTS(G) @

1860 PTIGI=G

1878 MEXT G

1880 FOR G=1 TO NT

3898 T 7 “ENTER TEAM ":G:PRINT "
—————————————— fErErEEEEREREEE

2  INPUT TS i

3180 IF LEN(TSI214 THEW ? " SET0EMAAR

MAME DVER 14 CHARACTERS WHAEEELEL]

3118 FOR M-LEN(TS)41 TO IS:TS(N,MI=" ™
MEKT M

3120 TNS(G¥15-14,G¥153=TS

3139 NEXT 6

3148 POKE 752,1:7 :7 37
T0 DISC";

3156 OPEN ®1,3,8,"D: TEAMNAME  DAT"

3168 PRINT H1,NT

3178 FOR G=1 TO MT

31608 TSTWS (G*15-14,6%15)

3198 PRINT #11;75;C5;

1200 NENT

3218 CLOSE M1

3270 OPEN B1,8,8,"D:FINTURES.DAT":CLOS

Ent
1218

E nl
1248

SAVING

OPEN #1.8,8."D:TABHISTY.DAT":CLOS

A5F=1:60TO 1250:REM TABLE CALC
3250 REM %%% ENTER TEAM DATA %W
3268 7 “KENTER/CHAMGE TEAM DATA
S tINPUT TS:IF TSO™Y™ THEN 1848
3276 7 "KCURRENT DATE :- “;DATES
3280 7 :? “ENTER NEW DATE ";:INPUT DAT
E$

3298 7 7

3308 FOR G=1 TO NT

3318 7 7 CENETLIE NO G TN (GHLS

HEE!

=14 ,G%15) 17

J320 TRAP 3318

1338 7 “PLAYED it
B J88:PLIGI=A

IZ40 7 "HOME WON -1
B T80 :HM{G] A

TASPLIG) 1 605U

{A=HHIG) 050U

JI58 7T M ' DRAWN "y iA=HE (G i GO0S5U
B I88:HD(GI=A
3368 T M ' LOST "3 iATHL (6 e05U
B I80:HLIG)=A
3578 * " '*" Fom 3 t@=HF (G) : GO5U
B Ja@:HFIGI=a
33ae * " ' AGAINST  “;:iAcHACGE) :GOSH

B J@@:HA(RI=A

3398 7 "aW0Y WOM it
B I88:aM(G) A
Ja0p 2 " ¢!

B I30:ap(6l=a
J410 7 " ' LOSY 5
B Ja8:aAL(6)=A

428 7 " "' Fom i
B Id8:aF(GI=A
Jaze ? "

B Ige:AaCGI-a
Jd48 7 "POINTS I
B I8@:PT3(GI=A

1458 MEKT G

1460 CTF-@:ASF-L

I478 GOTO 1250:REM GOTO TABLE CoLC

tA=AM G : 6050
DR "1 iAZAD (6D 1 GOSU
TA=AL CGY :e050H
TASAF (G) : 605U
AGAINST  “::AcAA(G) (&OSU

1ACPTSIG) ;605

/SF'EED UP YOUR PRﬁGHAMMING
with

THE NEXT DIMENSION
The fast and versatile language for the
8 bit Atari with a minimum of 48k
memaory.
FIG FORTH comes with useful sample
programs and can also be used with

fications.

FIG FORTH DISK
£14.95 inc. Postage

FIG FORTH + MOUSE
£35 inc. Postage
See review on page 40

4

SOFTYWARE LTD.
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an ST MOUSE with no hardware modi-

PULS/R.

GET AHEAD OF THE REST WITH PULS/\
x

e

NEW ON THE MARKET

MOUSE
HANDLER

CAPABLE OF SMOOTH
PRECISION DRAWING

ST MOUSE with no hardware
modifications for use on any 8 bit

Atari.
ST MOUSE +
HANDLER DEMO PROGRAMME
£24.95 inc. Postage

See review on page 41

PUBLIC DOMAIN SOFTWARE
ALL DISKS £2.50

Send S.AE. for full
Price list.

[E

4 Church Hill Road
East Barnet
Herts EN4 8TB

A

01-441 0799

.
— 3
LT, I

SOFTYwARE

.,

(fp DUHLATEETHELE#QE \\
PROCOPY

If you are tired of waiting for
your games to load

PROCOPY IS THE ANSWER!
Procopy will copy tape/disk/

ROMS and save them to disk
| for SUPERFAST LOADING.

REQUIRE XL/XE

DON'T PLAY THE WAITING
GAME

ORDER PROCOPY NOW!

- PROCOPY (disk)
£14.95 inc. Postage

S

L

o

Allow 28 days
for delivery




Adventuring]—

TIME once more more to dip into the
mailbag and see what sound advice
and welcome tips our readers have
for fellow Atari adventurers.
Although shortage of time and space
means that it is not possible to deal
with all of your letters, and that
sometimes there may be quite a wait
to see your own missive mentioned in
these pages, do not despair.

| do try to get round to as many of
your letters as | can so keep on writing
in — the law of averages says you're
bound to score sooner or later.

First out of the sack comes instant
relief for all frustrated Knight Orc
players, thanks to Andrew O'Hara of
Eastfield in Cumbernauld. Although it
was a little while ago now, Andrew
has supplied a detailed solution of this
challenging adventure, the first part of
which you will find over the page.

In return, Andrew would like some
help with Asylum, an adventure which
| myself have rarely played, never
having been a big fan of maze-based
games.

The axe, gold and silver cards,
stethoscope, bird costume, copper
wire and battery are already in
Andrew'’s possession, but if you can
help him further, please phone him on
Cumbernauld 721455 or write to him
at 72 Ben Nevis Way, Balloch,
Eastfield, Cumbernauld G68 9JA.,

Arno Brouwer from the Netherlands
is having a problem with the Guild of

Thieves gravedigger who is getting

very annoying, prohibiting Arno from
digging a grave. Sorry, Arno, but the
gravedigger is helping you in a way —
you don't need to go digging in the
cemetery. What you do need, though,
is hanging from one of the yew trees
nearby — and that is berries. Go get
‘em — the gravedigger won't mind.

Another problem he has with the
same adventure is the opaque case.
For Arno and other adventurers, may |
suggest that you look at your map and
note the pattern of the locations
surrounding the room with the case. It
should remind you of the five-spot
side on a die. Roll all the dice until they
each show a five, pop them in the
appropriately coloured slots and the
case should open up for you.

According to Arno, it isn't my feet
that are too big — it's the rest of my
body that's too small! I'm not sure if
that's a compliment or not!

Dave Gregory from Bracknell has
had an Atari computer since last
Christmas but is being driven round
the bend by two adventures he bought
— Cloak of Death and Quest For
Eternity.

As | said in the July issue, | would

There’s light for the
HKnight, but a grave
problem follows

not recommend these two games to
anybody new to adventures. They are
short on vocabulary and long on
inflexibilty.

My plea for help with the adven-
tures fell on deaf ears earlier this year
mainly, | suspect, because few adven-

e

THOMAS HOLZER'S TOP TEN
1 Dallas Quest
2 Gruds In Space
3 Mask of the Sun
4 The Pawn
& Leather Goddesses of Phaobos
6 Atlantic (German adventure)
7 The Dark Crystal
8 Time and Magik
9 The Seven Cities of Gold
10 The Adventure Writer

turers have persevered with these
tough and frustrating puzzlers. |
haven't either — my advice is to switch
over to playing one of Level 9's casset-
tes if you really want to find out what a
good modern adventure should

be like.

Gunslinger, from US Gold, is
not an adventure | am familiar &4
with but it comes highly
recommended by Christopher &
Beard of Notts. Christopher
has sent in a list of his worst,
in addition to his favourite,
adventures and has scathing words
about Questprobe Il which is
number one in his list of dislikes
and which he describes as
“absolutely pathetic as well as
impossible”. You have been
warned. Christopher knows a
thing or two about Alternate
Reality | and Il, so if you want some

by
Rouloc

help write to him at Millstone Cottage,
46 Beauvale, Newthorpe, Notts NG16
2EY — and don't forget to enclose a
sae.

There's just room to say thanks for
various hints and tips to Richard Mor-
rison of Crewe (The Payoff), David
Talbot of Dublin (The Warm In Para-
dise] and Thomas Holzer from
Parkstone (his top ten appears here).

Until next month, keep your sword
sharp and your lamp filled!

£ )
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HINTS AND TIPS

Knight orc — Part 1

WEAR cloak, get halyard from
flagpole, get tether from goat. Kill
Green Knight's horse and get reins,
get washing line from oak tree, get
noose from gibbet, get everything
from the well but the treasure.

Put welcome mat on thorn hedge
and climb over. Cut Rapunzel’s hair
and get it. Go to castle, get note,
throw it at drawbridge, get it again,
go in and drop it. Go in again,
unlock chest, open it and take cord.

him and get his belt.

“rope” together, tie rope to roller,

-' 1

Mfﬁ’m A o

Go to well, tie all eight pieces of

e bl e T

climb down, get hawser. Up and
get rope. Tie rope to hawser, tie
rope fo signposts at crossroads and
wait for hunter. Get his lasso and
tie it to rope. Get spear from bar, tie
it to rope, go to gap, throw spear at
ring — and bingo!

Go to hermit and give him the key. &’
When his back is turned, despatch

M P

= %m«m, r '
9‘5% ﬂyg@%mn ‘fﬁf"“* ""'r’””ﬂ'Lrl*w*vf/f*"'“ “

Magical moments

Program. Time And Magik

Price; £19.95

Supplier: Mandarin Software, Europa
House, Adlington Park, Adlington,
Macclesfield SK10 4NP.

Tel: 0625 B78888

TIME and Magik is a welcome bargain
package of three first-rate adventures
from one of the country's leading
exponents in the fantasy field, Level 9.
This trilogy is one of the first releases
by a new company, Mandarin Soft-
ware, which has judged wisely in pick-
ing Level 9 products as its initial entry
into the marketplace.

Level 9 has always offered good
value for money and adventure-
hungry gamesters will be well pleased
with this latest crop.

The trilogy comprises Lords of
Time, Red Moon and The Price of
Magik and although none of the three
is new, they are some of the best ever
produced by Level 9. All have been
updated.

Lords of Time involves you in a
search, through various ages, for nine
unlikely objects — a jester's cap, a
dinosaur's egg, an olive branch, a
dragon’s wing and a teardrop, to
name a few.

It seems that the evil Timelords
have been trying to remould history in
their favour and it has fallen to you to

try and repair the rent in the fabric of
history.

Via the time travelling device of a
grandfather. clock, the hunt will take
you, in almost any order you like,
through the Ice and Stone Ages, on
across the times of Romans and Vik-
ings, past Medieval and Tudor peri-
ods, right on up to the present then
forward to the future and far future,
nine ages in all.

Lords of Time happens to be one of
my favourite Level 9 adventures, par-
ticularly because many of the puzzles
are so enjoyably challenging and the
theme is very neatly worked out.

Red Moon revolves around a
crystal, the source of all magic, which
has been stolen. It is your job to get it
back. There are nine treasures to be
collected along the way (note how
Level 9 have a penchant for the
number nine). Magic features promi-
nently — there are a dozen spells avail-
able, most of which require a specific
item for them to be effective. Red
Moon won much acclaim on its
original release, including being voted
best adventure of 1985 by several
magazines,

The Price of Magik is a direct sequel
to Red Moon. The plot centres on your
endeavours to defeat Mylgar, once a
good sorcerer now gone bad. The
adventure features an even stronger

intnrnttlvﬂ fiction

magical element (with 18 spells to
learn). The Price of Magik also has its
own combat system and there are a
goodly host of independent creatures
which you may, given the right cir-
cumstances, command to do your
bidding.

Time and Magik is unquestionably
good value for money and no adven-
turer is likely to be disappointed with
the volume of puzzles, locations,
prose and fun that this trilogy offers.

Presentation.............. e N e e 8
Atmosphere............c.civmvecssseninenene, 7
PUZZIOIMIEAL.. ...cvceieivne s srnmssassmuaebessns 9
Value for money............cccccevvvveecunns 9
i E T e g e e L A TR A i 8
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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!

® 1 Meg ST/M/FM upgrade,

will fit £75. Tel: 04495
272358 Mark.
® B800XL, 1050, 1010,

mouse, tapes, discs, early
mags, books, printer con-
nection. Tel: Brownhills
371253,

@ Atari 800, 410 recorder, 20
games inc roms, joysticks,
manuals £160 o.n.o. Tal:
0253 52436.

® 800XL, 1050, 1010, 100
capacity lockable disc box
plus loads of discs, jisticks,
several issues of Atari User,
£300 o.n.o0. Tel: 0246 35786
ask for Paul.

Fill in
now for

the next
issue

® 1050 d/drive, unused,
boxed with books and DOS
3 (Will add DOS 2.5) £100 or
best offer. Tel: 0476 62807.

@® B00XI, XC12 recorder, 2
joysticks, over £190 worth of
software, mags and books,
all v.g.c. £160. Tel: Mark
0425 52988,

® 800XI cassette, 100 blank
discs, various disc/cassette
games, american mags £75
or something interesting.
Tel: 0800 827087 evenings.

® Miracle modem 2000 c/w
Datacable and sfw £70. Atari
800 £40. Both inc P/P. Tel:
0600 6144.

® Atari 65XE, XC12 4 joy-
sticks, spare power supply
E200+ games/utilities as
new £135 o.n.o. Tel: 061 793
1292.

@ 800XI, 1050, 1029, XC12
cassette, joystick, disc bank,
Mini Office, Atari Writer plus
many more, boxed, all
immaculate £300. Tel: 0702
547602 after 6pm.

® 130XE with XC12 data
recorder, cartidges and
games. Unwanted gift, as
new £75 Tel: Northampton
0604 781794.

@ B00D XL revision C internal
256K. 1050 drive with lazer,

write/protect switch. 410
records, two joysticks, two
100 disc boxes (both full),

many magazines, books
£350. Buyer collects. Tel:
0423 879533 after 6pm.

® 800XL 1050 drive, joy-
sticks, software, blank discs,
instructions, magazines
£150. All exellent Tel: 03304
485.

@® 800XL, 1050 disc drive,
1010 tape deck, exellent
condition, plus over £430 of
software, some american,
disc case, manuals and
books £350 O.N.O Tel: 0384
372179.

i B || 1 [ I | ¥
l S ) 1L ife | ] 10 woeds £2.00 i
| | | || fl SR 115 words £3.00
| | i Ii i lo il
I L | L B i e |25 words £5.00 I
l L _IL ” H_ _“ Fanwmts.m .
B | oo S oiinaon nor s comy | Nome f
I Signed I

POST TO: Atari User Classifieds, Europa House, FREEPOST, Macclesfield, Cheshire SK10 4YB
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EARLIER this year a computer magazine published a complete list of
benchmark results covering a range of micros and languages. The Archimedes
came out on top, but coming a close second was the ST. No real surprise there,
but what language gave it this turn of speed, Fast Basic, Modula-2 or C7 It was
none of these. A public domain language called Fig-Forth took the honours.

Atari 8 bit owners will be pleased to know this fast and versatile language is
now available for their machines. It may not be able to match the speed of the
ST version but it can knock spots off Atari Basic.

Fig-Forth is one standard of the language Forth as defined by the American
Forth Interest Group. Other standards include Forth-79, Forth-83 and polyForth,
the former being implemented on the Atari as Go-Forth.

All are similar to each other in being
very different to most other lan-
guages. Two features central to its
design are the use of a stack and the
idea of the word.

The stack is the route for all process-
ing — it's a last in first out data struc-
ture which will be familiar to machine
code programmers. You can think of it
as a pile of numbers with only the top
one being accessed at any one time.

However, Forth provides various
ways to add, remove, do arithmetic on
and jiggle about these numbers very
quickly. The word is the basic unit of
instruction, the core words of a Forth
system are normally defined in
machine code but most other words
are made up of words themselves.

A program in Forth is merely a word

which performs the desired function
and is built from words which in turn
are built from other words which in
turn — well perhaps you get the gen-
eral drift. An example of a word is
shown in Figure |. If used it should be
added to one of the editor screens. It
will automatically list the next screen
to the one last listed.
. This extensibility makes Forth very
powerful, as it allows the user to build
his or her own language to suit a par-
ticular set of tasks.

| have already mentioned that Fig-
Forth is traditionally a public domain
language, in fact versions are avail-
able in many PD libraries for just a
couple of pounds. However, Pulsar
Software is selling its implementation
for £14.95. So what do you get for
your money? A manual is the most
obvious benefit, but there are also
some useful extensions to the basic
language such as a mouse handler for
a standard ST mouse.

The language comes on a double-
sided disc, the first containing the lan-
guage kernel in an AUTORUN.SYS file
and all the DOS 2.5 files you need. The
second side contains 134 Forth
screens, each taking up 1k. Most are
empty but a few contain word defin-
itions for the various extensions you
require. Those of you with math-
ematical minds will have worked out
that the disc is formatted in enhanced
density. This is tough on 810 owners,
myself included.

I initially thought this may just be a
quirk of the review copy, but after

COLIN BLACKBURN
takes a look at a
recently expanded
version of Forth,
formerly available
only as a public
domain program

borrowing a 1050 drive | realised the
language was designed with that
device in mind.

For instance, the disc copier, which
is part of the extensions, copies 134
screens rather than the 90 which
would be found on a single density
disc.

This can be altered fairly easily, but
it is short-sighted on Pulsar's part as
the disc will not even boot on an 810
drive. The A4 format manual is 45
sheets of duplicated typescript bound
with one of those plastic slide-on
spines. It hasn't been written as a
guide for the beginner, but is simply a
systematic list of all the Forth words
with a few appendices on error mess-
ages and the like.

Rather hard

on beginners

| would have preferred a little more
detail in some of the word descrip-
tions, but the author has recom-
mended a couple of excellent books
which will help the novice get to grips
with the language. | will repeat the
recommendations for those of you
who would rather read about the lan-
guage in detail before buying. They
are: The Complete Forth by Alan
Winfield (Sigma Books) and Starting
Forth by Leo Brodie (Prentice Hall
Books). '

Although Forth can be used in an
interpretive way, directly entering new
words at the keyboard, for any real
applications the words need to be
saved to disc thus allowing them to be
compiled. This means an editor is
required and one is provided as one of
the extensions. It is fairly simple but
will allow screens to be entered.

Unfortunately, the Forth words | and
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R are redefined by the editor; in prac-
tice this makes testing programs
which use them difficult. The editor
can be altered to get round this, and at
the same time it can be improved by
adding a few extra commands. But
Pulsar should have provided a more
comprehensive editor in the first
place.

The screens | have mentioned are
made up of 16 lines of 64 characters
each. This 1k block conveniently fills a
screen on an 80 column system, but
the Atari's 40 columns make full
screens look untidy since the lines
wrap around.

One solution is to restrict lines to 32
characters, but this means that half
the disc space is wasted. Pulsar
should have considered breaking with
the Forth 1k tradition and had screens
of 16 lines by 32 characters to save
problems later.

Printer left

out in the cold

The Forth system itself seems to be a
complete Fig-Forth implementation
with the necessary Atari-specific
words added. Graphics, sound com-
mands and disc /O are all supported,
but annoyingly there are no words for
sending any output to a printer. The
appropriate words could be added by
anyone with some knowledge of
I0CB commands, which are covered
by the language, but a beginner may
run into problems.

There are a few minor bugs in the

language. Occasionally the system

seized up when | deliberately tried to

: N The colon begins all word
definitions, N is its name.
1 The number one is put on
the top of the stack.
This variable holds the cur-
rent screen number.
Executing a variable puts
the memory address on the
stack rather than the value
of SCR.
+! Adds 1 on to the address.
For example: SCR=SCR+1
L Lists the screen whose value
is in SCR and is a word
defined in the editor.
; The semicolon ends the
definition.

SCR

Figure I: Example word used in Fig-Forth

take the top number off an empty
stack. When the stack is empty an
error should result if attempts are
made to remove a value from it. This
doesn’t always happen with Fig-Forth.
Also, screens with blank first lines
don't always compile. Both bugs
should present no problems if good

Review

programming practice is followed.

Forth normally contains in-line
assemblers for time critical defin-
itions. Fig-Forth has the necessary
words but contains no hint as to how
the code should be entered. A small
chapter in the manual would be very
welcome since the textbooks on
standard Forth are not usually
machine specific.

Mouse or mice?

The most interesting extension to
the core of the language is the
inclusion of a mouse handler which
can read the second joystick port
when an ST mouse is plugged into
it.

There are some restrictions on its
use. Since it utilises the Pokey chip,
sound channel 0 cannot be used if
the mouse is enabled. Also the
right mouse button is not read.

A simple sketch program is
included on the disc and is a useful
iflustration of how to use the
mouse. Unfortunately the docu-
mentation which accompanies it is
a little sparse, and if you aren’t
famifiar with Forth you will have
problems.

{ found the mouse handler an
interesting feature but £24.95
seems a lot to pay for it. However, if
you buy Forth and the handler for
£35 the package seems to give
value for money.

If the documentation was clearer
for a novice and showed in clearer
detail how to use the mouse from
within your own Basic programs, it
would be a superb buy. As it is, |
would say it is more for the
seasoned programmer.

The disc includes several programs
— an editor, two disc copiers, the
sketch routines and additional words
supporting player-missile graphics
and some programming tools. They
are of varying use, but can easily be

dropped from the disc to make space
for your own words.

The screens containing these words
are scattered over the entire disc, and
it would have been better to have
them all clumped at the lower screen
numbers, allowing the rest of the disc
to be used more easily by the pro-
grammer,

Finally, the disc has some of the
words necessary to turn the language
into Forth-79. This is not complete and
omits the word J, but again, words
such as this are easy to add once you
hawve got to grips with the language.

On balance

perhaps not

So is Pulsar's Fig-Forth worth buying?
As a language Forth is certainly
worthwhile. Its speed, versatility and
extensibility make it an excellent lan-
guage for many applications. How-
ever, there are other versions avail-
able for the 8-bit machines. The public
domain Fig-Forth’s may not have
manuals, but the discs tend to be
crammed with documentation screens
and useful — and not so useful — exten-
sions.

On the other hand, commercial
Forths are also available. Go-Forth is a
79 standard with numerous extras,
including two advanced editors and a
very technical manual costing around
£20.

Pulsar's Fig-Forth falls somewhere
between these two at £14.95.
However, a later revision with a more
advanced editor, printer handler and
availability of a single density disc ver-
sion would offer excellent value for
money.

Product: Fig-Forth disc

Price: £14.95 (£35 with an ST mouse)

Supplier: Pulsar Software, 4 Church Hill
Road, East Barnet, Herts EN4 8TB.

Tel: 01-4471 0799

i
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The VCS System

This month NEIL FAWCETT casts a

critical eye over several game cartridges

IN the first part of this series | took a
detailed look at the VCS 2600 and
explained what it was. Now that you
are all familiar with its workings and
have decided whether or not you

want to buy one you will be won-
dering what the software is like. So
let’s examine a few games and a
couple of products aimed at chil-
dren’s education.

Sport in
the snow

FProduct: Winter Games

Price: £14.99

Supplier: Palan Electronics, Prestwich
House, Brunswick Industrial Estate,
Brunswick Way, London N11 THX.

Tel: 01-368 5545

THIS excellent rom cartridge from
Epyx gives you the chance to compete
in a series of seven exciting winter
sports. Designed to be played by up to
eight people it can be turned into a
truly international contest with each
individual representing a different
nation, but no two people can choose
the same nationality.

You can compete in pure speed
events like skating or in speed-and-
control events like the slalom, bobsled
and luge. If these don't appeal you can

test your digital dexterity on the ski
jump or hot dog skiing. The nation
that scores the highest points will take
home the coveted gold medal.

Once you have selected the number
of players and their nationality you
choose the event you want to compete
in: Slalom, bobsled, ski jump, biath-
lon, speed skating, hot dog or luge.

The object of the slalom is to make
the best time down a course while
weaving in and out of a set of gates
marked by a pair of flags. Pressing the
fire button starts your skier down the
slope and you control his motion by
moving the joystick left or right; this
turning action can also help slow him
down. :

Each time you miss one of the 36

_@ates you incur a three second time

penalty. Avoid hitting any objects ar
persons — especially the trees, which
hurt — or you will be slowed down
considerably. All time penalties are
added at the end of a run.

As with the slalom, the two-man
bobsled is a speed game. The idea is
to negotiate a winding, twisty course
in the fastest time possible. Don't go
too fast though or you will end up
crashing.

You can control your sled round the
tight, banked corners by moving left
and right. To speed up the sled you
have to bob the joystick up and down
in a constant rhythm. You can monitor
your sled speed by the speed indicator
at the bottom of the screen — the wider
the bar the faster you are going.

The ski jump will demand your
fullest concentration if you don’t want
to break your skier's legs. A split-
screen shows your position and the
hill below.

You will cover the greatest distance
during your flight if you maintain a
stable diagonal position — and don't
forget to extend your skis when it
comes to the landing.

The biathlon requires a combination

of speed and accuracy in an event
mixing cross-country skiing and
shooting. When you finish the course
it will be replaced by a firing range.

There are five targets which you
must shoot as quickly as possible. A
five second penalty is added for each
target missed.

Speed skating is the simplest of the
seven events, Rattle your joystick from
left to right in rhythm to build up
speed and the first across the line
wins.

Hot dog is the ski acrobatics event
and points are awarded for the most
original and complicated jump made. |
rattled the joystick like a madman in
order to perform several sommer-
saults in a matter of seconds.

The final event is the luge, basically
a one man bobsled event. You have
three tries to make it quickly and
safely down the chute.

The graphics and sound effects are
— for a 2600 game — very good. What
makes this cartridge great value for
money is its playability. If vou like
sport simulations give this one a try.

Run in
the sun

Produet: Summer Games

Price: £14.99

Supplier: Palan Electronics, Prestwich
House, Brunswick Industrial Estate,
Brunswick Way, London N11 THX.

Tel: 01-368 5545

AS with winter games, up to eight
players can participate in this
competition. Each can choose a differ-
ent nation to represent. The seven dif-
ferent events are hurdles, swimming,
skeet shooting, 100 yard dash, swim-
ming relay, gymnastics and rowing.
First comes hurdles, where you
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have to run as fast as you can over a
course jumping as you go. Very
simple, it shouldn't pose too much of
a problem.
Swimming like the hurdles, is a race
against time. You gain speed by hit-
ting the fire button on each down
stroke, just as your swimmer's arm
reaches the water. Turn quickly at the
end of the pool by tapping the joystick
left before you hit the wall. Time your
strokes and turns well and you’ll
splash home to victory.
The 100 yard dash is another speed
event. Runners line up on two parallel
tracks, as in the hurdles event. When
the gun goes, press fire and away
goes your sprinter. By waggling your
joystick from side to side you can keep
up a constant speed.
The swimming relay is basically an
extension of the swimming race.
Remember that each man on your

team swims two lengths of the pool.
As the first swimmer nears the left
side of the pool, try to anticipate his
arrival and tap the joystick right to
cause the next swimmer to dive in.
Only one athlete competes at a time
in the gymnastics event. The winner is
determined by the points gained in
special sequences during his routine.
The initial screen shows your
gymnast ready to start his run at the
pommel horse. Press the fire button to
start your man running towards the
horse, and as he nears it press fire
again to initiate a mount. Once moun-
ted, your gymnast holds the pommel
horse bars and circles the horse’s axis
in a rhythmic motion.
Various joystick movements will
cause your man to perform different
movements and it is these on which

so time vyour
carefully.

The final event is the rowing. As
with most of the other events you
waggle your joystick from left to right
to gain speed.

This is another superb sport simu-
lation from Epyx. All the events are a
pleasure to play and | spent hours
attempting — and failing — to win a
gold medal.

movements wvery

Let battle
commence

Product: Commando

Frice: £14.99

Supplier: Palan Electronics, Prestwich
House, Brunswick Industrial Estate,

Brunswick Way, London N11 1HX,
Tel: 061-834 4941

YOUR assignment is very simple —
annihilate the enemy and destroy all
their vehicles. When you get to the
mega fortress you must battle your
way inside and blow it up.

The main screen display is split into
a number of.sections. At the top is
your score and at the bottom, running
from left to right, a tally of grenades
and lives remaining plus the level you
are playing.

You are equipped with two types of
weapon = a rapid-fire machine gun

and three hand grenades. You have

unlimited firing capacity with the gun

and can fire in eight different direc-

tions — just aim the joystick and press

the fire button.

Although you start the game with
anly three grenades you can easily
pick up more — just walk over them as
they lie scattered around the screen.
To throw one you pull the joystick
back and press the fire button.

he is marked. Remember that you can
only mowve the hand that is in the air,

you have to avoid a multitude of
enemy soldiers and obstacles like
palm trees, bridges, barricades and
foxholes.

At the end of each level — there are
eight — you'll see the giant fortress.
After you've killed a given number of

guards you’'ll be allowed to enter the
building. Go through the doors as
quickly as you can. When you have
done this the megafortress will be
destroyed and you'll go on to the next
level.

Having completed all eight levels
you start back at level one, but things
will be a lot harder. At the beginning
of a game you have three lives and an
extra one is awarded for every 10,000
points.

Although the graphics aren't very
good the game play is outstanding. |
fully enjoyed playing Commando and
recommend it to lovers of a gqood
shoot-"'em-up.

Turn to Page 44 »

As you move towards the fortress

11 Fennel Street, nManchester M4 3DU.

cartridges available from Atari World,
Tel: 061-834 4941.

{ Here is a list of some of the 2600 rom

Cookie Monster Munch

mania
The Kid’s Controller (hardware) iﬁgcer
HERO
Kung-Fu Master Smurf : ET.

s Aver R Freonsy
Demon Skin Diver Fire Fighter
Laserblast Atlantis Grand Prix
Endeﬂ:d : Bﬂ.f’ng “‘]d}" EGG
.Ets.-:«mré| ﬂrers ngfrlj g Taboom
Ghastbus Carnival Keystone Capers
Seaqguest Cosmic ark Moon Patrol
e rsettin Centipede Midnight Magic
ﬁ;fESH;a 4 California Games Nightmare

Chopper € ommand
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Useful
child’s play

Product: Cookie Monster Munch and
The Kid's Controller

Price: Kid’s Controller £9.95 {with a free
Cookie Monster Munch cartridge)

Supplier: Atari World, 11 Fennel Street,
Manchester M4 30U,

Tel: 067-834 4941

THE Kid's Controller is a numeric
keypad designed to be plugged into
the joystick port on a 2600. Several
cartridges have been released to work
in conjunction with it and each con-
tains a colourful overlay card which
fits neatly on the controller.

It has 12 large buttons which even
the smallest of children’s fingers can
push with ease. But remember, only
cartridges marked with a picture of the
controller will work with it.

| chose Cookie Monster Munch
because it is one of the most amusing
children's games available. There are
10 levels of play designed to accom-
modate children of all ages.

In the first six games the child takes
the role of Cookie Monster. Using the
four arrows and cookie symbol -
which are printed on the overlay card
— you must traverse a garden maze
looking for cookies to eat. Eventually
the mazes get harder and you have a
time limit in which to complete them.

After level six the child is the Cookie
Kid, collecting cookies for a surprise
party for the Cookie Monster. Unfor-
tunately, every time he sees you pick
up a cookie he will jump the garden
fence and chase you. What 