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ATARI SINGS YOUR FAVORITE SONGS!!!

THE Original VOICE BGX. 5

Spesch Synhesizer by the ALIEN GROUP has receved rove reviews:

MICRO COMPUTING-"The VQICE BOX injectsen endedring personality (o your computen Théﬁ passibililes oreenarmous.”
COMPUTE-"The VOIEE BOX oifers mare human-like fonds and doss not blank st the sereen.”

CREATIVE COMPUTING - "English fext and phonelic cade iy be
freely infermixed rather (han requiring separate mades os Isthe cose
withaut exception with evary othar sseach systam A frisde called
rmllmng lucs: displays an onlmaled foca with impressive’ lip syne
onimation,

ANTIC—There is o grea pelehtial forissching children o spell and
an added dimersian 1o qurﬂﬁs overoll. | belisee the VOICE BOX 1s
wiell warth the grice tag "

ANALDG-"For ATARI éiwriers swhio wan! io odd soesch 10 their
programs, the Allen Group VOICE BOX is prabebly the: best

chaita

POPULAR SCIENCE-/The speach gquality s excellen). Besides

craaring speach; the saftwore hos o bt of fun witl graphies

ond an the new VDICE BI:?K | e

TIME MAGAZINE—"Razhine o fhe Yanr* “The VOIGE BOX by the
Adien Grovp encbles an ATAR] 1o soy slodd poything typed an iy
" aing

kayboard In any language. It also, sings Ammvmg Growe
"Whan im 64 ar onyihing slse that apysnie wanis jo teach [t

VOICEBOX I
Speech & Singlng Synthesizér

Toarder by mail send o check or money order tothe ALEN GROUP
lor $16%, Then, friy: Al VDICE BOXAI for 10 days, and if It st the finag
vitlire Yol ve wiar ssen in o computie peripheral, fhe most chillenging mnd
prevacative qrirjmo;:mu we e mads taypursystem, return itin itsgriginal
canditinn féaa full ratufid,

THE ALIEN GROUP
I Wit Dard Sl (RTEZA1ATTO
Nanwd York, RY 10010

INCORPORATE THE SINGING HUMAN FACE
INTE YOUR PROGRAMS AND GAMES

The Mew VOICE BOX || far ATAR plugs intothe serial pan of the ATARI
AQ0/BD0 with sound coming out ﬂ?rhe TWmonitor, 48K DISK |5 re-
nuired. Iy has oll of the featurss.of the arlgsnu]VﬂR:E BOK plis many
excling pew hardware gred software features:

v Theohility fosing with voice and 3 pari music

* A library of 30 fameouys songs

» diéomprehensive misic syster that allows the user iheasily enteror
musdify new songs.

+ Saftware thal ton cenvert thebatiom (Wo fews of thie ATAR] key board
intoa piano withia rangs of 3% ooioves using 1he shiff ond contral
keys:

* Programmable musicol sound effects suchios tremolo, vilirars; g| is-
sanda and click ok,

* gmgmg fiumon Toce with lipisync animation designad by Jerry

Whire,

» Atalking ar singirg ALEN face withsoftware that dllows the user 1o
chongs the face ond:8 meuth patlerns os hie spes it

» The alifity fo gpegk with inflsction ond fealing.

v Can spenk in o fereign language with carreet forsign seelling as
tripul,

s A alkond spell program by Beo Keamer, Utdrsican programany
vorabliary For this spelling gome. In faet; this program can even
spaak fna foreign languoge like French, where the user must spell
the: carrect wiord Ln Eralish, or vice wefsa.

« GREEN GOBLIMS-A 1aking arcade game byoha Wilson,

« Random Sentence Generator-An omusing grammer gome thot
helas jeach school childrer to identify ports of speech and recsgnize
avarlety of senlénce siructures:

o MUMBER SPEAK— A subroutine by Seoll Matthiews that coriverrs upao
&% digit number o normal Eriglish promuniciation. Ideal forbuild-
ing your own math gomes,

= STUD POKER—A tolking poker game by Jerry White,

« The sersen navar Blanks oyt while talking or singing.

. 5m§lng or sproking subroutines can ke incarporated into your
programs, requiring os [iitle os 100 byles of RAM plus 5 bytes for
each wird:

* Entrigs inta the $5000 tolking or singing game confest can be
writter) using the VOICE BOK l|=send for eontast [nfarmetion.

= Price $169.00 includes VOICE BOX Il and all of 1he above sa:ﬂwura

* Ingyire about gur discounts for educatianal institutions,

ALSO AVAILABLE AT LEADING COMPUTER STORES THRUUGHOUT THE WORLD.

‘Afari 5 o registered tadamork ot Warnar Comminnications
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Editorial

Have we got an issue for you: This issue contains an Arcade game called
“Captain Campsite", and interview with software programmer 'Sid Meier’,
Character Graphics Part II, Adventure Games Part III, Slot Machine, Beginner’s
Section; the Raving Reviewer, and a whole lat more: We have kept our promise as I
said in the last editorial because we once again have the entire BASIC and
assembly language listing of "Captain Campsite", a very excellent arcade game.
This.very original game combines everything from fast-action player/missile
graphics, animated animals, character graphics, and enough fun to keep you
playing it far hours to come: This game has the option of players(i-4) and that of
lives(1-6), We at ROM promise to have an arcade-quality, machine~language game
in every isswue that is sb good it could be marketed, but we want to serve the user
and help him to become prnﬁcient at programming!

We at ROM know how hard it is to typein a program from a magazine without
making a mistake, so we are offering a new price on our Disk and Cassette
subseriptians, Our Disk version and magazine is reduced by $10.00 to $40.00 per
year and our Cassette version and magazine is reduced $5.00 to make it $25.00 per
year, It is hard starting out as a new magazine so we hope are lower rates might
produce a few more subsoriptions:

Another thing that we will be introducing this issue is section called "Why Buy
an ATARI?" This section is exactly what the title says, "Why buy one?" It will
give the prospective buyer or new buyer reasens why he:should or did buy an
ATARI, From this issue explaining simple ATARI graphics to next issue outlining
player/missile graphics to give goad reasons and explanatipns on what makes the
ATARI sa special, One mare new section this issue is "The War Zone", This
section each issue will review exclusively computer wargames with a few hints at
how to win!

Because of all the letteys we've been recieving ashing guestions, a special
letter section will begin this issue. This section will try to answer any of the
questions sent inasking about the ATARI, Alsn we want suggestions on what we
can do to improve our magazing so we can make it the Na, | ATARI magazine. To
give you shy ones some incentive to drop us a line; For every 20th letter we
recieve, that person will get a.one-year subscription absolutely FREE! So send in
those letters and you have a chance of winning just by writing.

One mare thing before I sign off, This is very impartant!! Whenever you see an
ad in this magazine and want to buy the product, tell the company where you saw
their ad so they know someone is seeing their ad in our magazine, That will be
very much appreciated,

Happy Frogramming!

Peter Ellisan
EDITORS FUBLISHER




Starting Page
Character Graphlcs Part Il

by Geoff Corry

Here we are again. In the last issue we
copied the ATARI character set down into a
safe area of memory. We plan to modify some
of the characters to make up the elements of a
picture we want to display,

The program so far isi-

10 RAMTOP=104ICHBAS=756ICHORG=37344
20 GRAPHICS O

30 RAMNEW=PEEK(RAMTOP)-8

40 START=RAMNEW #2554

30 FOR CH=0 TO 1023

60 POKE START+CH,FEEK(CHORG+CH)

70 NEXT CH

80 POKE CHBAS,RAMNEW

Those of you who typed in the program and
ran it probably thought "so what,nothing
happened", This issue will correct one typo
that got into the listing and will generate a
little magic to show that, indeed, something
DID happen.

First the BOO BOO, Line 80 had a letter 'R’
creep into CHBEAS, So the computer, being a
very literal fellow, looked at CHRBAS and
said hmm — a new variable; no value given, Sa I
will call it location 0 in memory and I will put
the value of 'RAMNEW’ there, Well we wanted
the value of ‘RAMNEW’ to go inte location
754, where it becomes a signpost to tell the
camputer where to get the relocated character
set, See how careful we all have to be!

This column is called STARTING FAGE and
is intended to help those of you who want to
know something about how the machine
operates and maybe develop something you can
call your awn. The series an character
graphics is written with this view in mind.
Looking at the last issue, I felt that some of
the terms we have used may need some
explanation, so here goesi

PEEK(address) -Get the computer to find
out what is stored in a certain memory
location (or address). In this program we
asked it to ‘peek’ into memory location 104,
which we called RAMTOP (the TOP of Randam

Access Memory): We also asked it to peek into
1024 memory locations, from 57344 to 58377,
to find the coding required for the ORiGinal
CHaracter set (CHORG to CHORG+1023),

POKE address,value -Get the computer to
put a specified value into a specified memary
address, Try thisi- type POKE 82,5 and press
return. You will see that the cursar and
‘READY’ have moved over to the right.
Normally memory location 82 has a value of 2
in it, so all text starts two columns in from
the left, In this program, we ashed the
computer to copy the values it ‘peeked’ into
memary locations 57344 to 58377 down into
our new area starting at page 'RAMNEW’,

FAGE -To simplify addressing the memary
field in the computer we use a similar idea as
postal addressing, Our favorite computer
store may be in the 23 hundred block Jackson
Ave.; which is 0K, for us to tell someone
where to find it. But if we want to mail a
letter to the store, we should use the correct
address, say 2022 Jackson Ave. Blocks in the
computer are called PAGES and each consist of
296 individual memory locations. A fully
equipped ATARI has a total of 256 pages of
memory, each page having again 2546 memory
locations, giving a grand total of 65534
memary cells, About 12 thousand of these are
Read Only Memary or ROM, which cannot be
altered, leaving less than 46 thousand for
house-keeping and program development, To
turn a PAGE number into an actual memory
location; we have to multiply by 256; as we did
in line 40,

Meanwhile, back at the program. Type in
lines 10 to 80, or fix up line 30 (remember, old
CHBAS ) Now we are going to do some magic,
Type in the followingi-

12 Y=(PFEEK(RAMTOFP)-8)*256
14 FOR X=Y TO Y+1023IPOKE X,255INEXT X

Mow move the cursor up to line 80, (what
again!), and type '42' and return.Type ‘L.’ (the
quick way to type LIST). Lo and behold, line 80
has been repeated as line 42, Check that lines
12 and 14 are O,K, This copying of lines is a



Starting Page cont’d.

good trick to use when you get to a lot of
similar lines when typing in & program. Type
the first line of the bunch, hit RETURN, ard
mave back up, change the line number,and then
make any small changes and hit RETURN,
Repeat this process until all the similar lines
ara dane,

Bacl ta cur program to set up the magic act,
Type ini—

44 PRINT " THE CHARACTER SET IS NOW
BEING MOVED {7 CTRL ,)(? CTRL P)(? CTRL
J (8 CTRL

Hey, what's going an here? Well, after you
type ‘MOVED', hit the space bar twice, then
hold down the ‘CTRL’ key and hit the comma
key seven times, Apother space and then
‘CTRL F' nine timas; space agam, DRI,
nine times, another space; 'CTEL |
the closing quotes. Whew! If 'T.‘hl'.i came out
right, after the text you shoold have two
spaces, seven hearts, space, nine clubs, space,
nine diamonds, space, eight spades, Rummy
anyone? With a hand like that, you could clean
LG

Now line 44 can be introduced aon the peor
persons (you); trying to type it in., ANTIC has
‘Ligting Conventions', A,N,A.L.0.G,
COMPUTING has ‘Control Characters’,
COMPUTE! has 'How to Type COMPUTE!"s
Programs’) and SBOFTSIDE has a section called
‘Line Listings’in the back of the small
Printed Game Software booklet included in
each magazine issue, The CODE WORKE
preduced a pragram back in the parly years of
ATAR]) (almost 3 years ago), called “IRIDIS 2/
which deals with altered character sets or
fonts, This is an sicellent program because
the authors took time to fully document the
program, and alsa 1t is liberally sprinkled with
helpful programming tips. The last page of the
IRIDIS 2 booklet deals with listing
conventions, and are aFtEn accepted as the
standard,

0.K. before you run this magic addition to
our program, you had better save it, Wrong
POXES may send the computer to never never

“tand finally’

land; and I wauld hate to see you go through
all this again, espedcially line 44,

Here we go, Your full program is on the
sereen; if not, type ‘L' and RETURN, Now
finally type 'RUN’ and RETURN, Wait for
aboaut 12 seconds for the magic ta generate,
Hey! Your listing has been wiped out and
white blocks have appeared at the top of the
screen (lines 12 and 14 did this) Keep lagking,
The white blocks are being replaced in
alphabetical order by the text you wrote in
line 44, Here come the hearts, clubs,
diamands, and Finally the spades: This is a
visual demonstration that the character set
has been copied down into your new memory
area, If you look at Table 2.4 on page 55 of
the ATARI Basic Reference Manual you will
see the arder follows the tode listing, capital
letters from numbers 33 to 98, the heart
gymbol is &4, club is 80, diamond 96, and the
spade symbol near the end at 123,

Now for mpre magic, List the program again,
Now type 'RUN’ and RETURN, Wow, the screan
turned white and all your characters are
changing into white blochs (That's lines 12 and
14 again), Now the rest.of the program will go
bhrough the same precess as before, Call in
the falks, they will be impressed with the
magic yau can get owt of your ATARI,

See if you can figure out everything that
went an here, IF you are having problems let
us know, We want to make this magazine as
useful as possibles If you feel confident with
all this, then you can hardly wait to get ontg
the next installment of the continuing saga of
Chavacter Graphics.

B\8, By the way, the Spripg and Sumimer
Issues of the ATARI CONNECTION have been
tarrying a series of articles called Cartoon
Computer Animation that gets into the same
stuff as we are doing here.



The Raving Reviewer

by Tim Reekie

ARCHODN
Electronic Arts
2755 Campus Drive
San Maten,CA 944032

On the one hand, we have a strategic game}
on the other hand, a shoot-em-up game, In
both of the hands there is excellent graphics,
imaginative sound, and exotic, fantastic
creatures, And thus, joining hands as it was,
Electronic Arts has given us "ARCHON':

The Game

And now; we separate the hands. The first
hand is played on "The strategy Screen”, This
screen resembles a chess board, except fFor the
individual squares themselves! There is,
indeed, white and black squares, as on any
chess board; but there is also "luminance
squares", which fluctuate throughtout the
game in a cycle-Black-Dark-Barely
Dark-Barely Light-Light-White. Dark players
are the strongest on dark squares and white
players are the strongest on white squares.
There is also "power points" where characters
can recover faster. But I'm getting ahead of
myself, Recover from what? you may well ask!
That brings us tou.

Cn the other hand-"The Combat Arena".
Each player is endowed with a variety of
monsters{hereafter called "icans"), each with
attributes of their own. If an Icon lands on a
square occupied by an Icon of the opposing
army, a fight begins in the ‘Combat Arena.’
Weapons vary form clubs and swords to balls
of fire and flaming breath, The Combat Arena
is a fight to the death with each Icon's
life-line displayed on either side of the
screens IF this isn’t enough, each army has a
Wizard/Soceress with equivalent spells
ranging from Shift time to Imprisonment: The
game is won when one whole army is wiped out
or when one army occupies all five power
points, This is a rather hasty glossing over of
the rules of the game but every aspect of the
game 1s explained in detail in the excellent
documentation.

This game is easy to play after the rules
are read and the abilities and limitations of
each Icon is understood., Mastering the game
depends on your opponent, The computer is a

tricky opponent until you develop a strategy.
The Challenge of the game is where I register
my first complaint, This would be an
extraordinarily challenging game except that a
person with good skills in shoot-em-up games
can easily defeat an opponent with less skills
of his own. Therefore, the game may be
dictated by one player‘s ability to ‘out-draw’
the other.

The graphics are superb in that each Icon
has its own shape and character, A good
example is the Golem(from the light sidel:
When movediwith the joystick), it doesn’t
merely slide along to its appointed square but
its’ arms swing, its’ head weaves, and it
generally golumphs along slowly making a low
golumphing sound. All of the Icons make

Continued an page 16



Display List Interrupts - Part I

Using Player/Missile Graphics
by Bob Cockroft

Display list interrupts allow the computer
to have multi-colored players and missiles,
Rising above the limitations of basic
programming one is able to make far more
interesting objects through different colars,
The possibilities hecome almost endless far
the (artistry) created by this technigue,

The display list is a program in the
computer that is used by the Antic chip to
display the screen. Despite varying slightly
with each graphlc mode, the display list basic
format remains constant: The display list's
base {or lJowest) address can be determined by
its location pointers (540,561 dec.) in the
following manner,

DISEASE=FPEEK(S60)+256¥PEEK(S461)

The first 3 bytes of the display list, places
24 blank lines at the top of the screens The
next 3 bytes(LMB) give the béginning address
of where the screen data is located. Follawing
this is a string of uniform bytes, This string
of bytes is know as the instructian
register(IR) made bytes, Each byte controls
the graphic mode of one horizontal line on the
screerts By controlling ‘gach horizantal line of
graphics, starting from the top to the baottom,
there is a opportunity for extra colpr creation,
The {(IR) mode bytes change in value with gach
particular graphic mode, The table below gives
the possible (IR) made byte values and the
corresponding graphic mode!

Table 1
0 Z
{ &
2 7
3 2
L 2
S 10
& 11
7 1z
8 15

In this second article in a sevies on
display list interrupts, I will present a
program that creates {multl) colored players or
missiles. Displaying player(0) as a long

vertical line, I will divide it with a color into
sections, It is-important to note with display
list interrupts one can only print color in
horizontal rows, As you will notice with the
first program, one cannot color only a sectian
of a hovizontal line of player(0) data., Only a
complete line of a player or missile can be
colored,

There are four steps to create a display
list interrupt, First the color for the
highest(highest aon the screen) part on the
player must be set: This can be done by poking
a value into the color shadow register for the
playerisee table two), For example, for
player(t) this laocation would be 704 dec,

Second, one must determine where
vertically to change the color. Remembering
that each (IR) mode byte represents one line
of graphics from top to bottom; one can find
his desired dividing point by counting the
number of graphic lines that is above this
location: Then, located this (IR) mode byte in
the dtsplay list, To indicate ta the Antic chip
that this is the place where you wish the
interrupt to take place, add 122 to the byte,
For example, if the dividing point wers to be
in the middle of the screen, the programmer
would need to add 128 to the middle (IR) mode
byte,

As you may already know color contrals are
operated by twp types of vregisters| hardware
and shadow registers. Hardware registers are
‘write only’ locations: In other words, one can
only poke these locaticons not peek ‘at’ them.
Hardware registers are updated by the value
in their corresponding shadow register
everytime the Antic draws a screen, Each
hardware register has a corresponding shadow
registers, These yegisters are bath ‘read’ and
‘write’ locations, in other words operate in
the manner most memory locations dos Below
is'a table or hardware and shadow registers
that are relevant to player/missile color,

Table 2
Blayer Hardware Shadow
Register Register
player(0)  §3246 704
player(l)  S3267 703

graphir.-mu&e Value in (IR} mode byte




Display List Interrupts cont’d.

53268 7064
532469 707

player(Z)
player{3)

In other words every time the Antic draws
a screen, the hardware register is updated
with the value stored in its corresponding
shadow register. The value stored in the
hardware register is used to create a player’s
colary The following machine-language
subroutine interrupts the process mentioned
above. As the Antic moves down the display
list it will be interrupted and forced to go to
the machine code. Here the hardware register
is changed during the process of creating a
screen, before the hardware register can be
updated by its corresponding shadow register.
In other words, we have changed the color
before the Antic has completed drawing the
screen, The result is one player with two
colors that meets at the pointer where the
modified (IR} mode byte is,

Machine Language Subroutine

Mem.Loc Value Assembly jComment
1535 72 PHA JFUSH 'A’ ON THE 5TACK
1537 14% LDA JLOAD ‘A’

{232 1 #1 JWITH ANY NO.

1535 141 STA JAVOID CHANGE
154C 10 $0A (IN MIDDLE OF LINE
1541 212 $D4

1542 147 LDA JLCAD ‘A’

{542 50 #50 JWITH NEW COLOR
1544 141 STA STCRE MEW COL.
1545 18 %12 |IN HARDWARE

1544 208 $D0 REGISTER

1547 104 PLA JREPLACE ‘A’

1542 &4 RTS JRETURHN

The next thing we nead to do is to tell the
Antic where to go during the interrupt, As the
antic moves down the display list it will come
to the byte that has been modified tc force a
interrupt (IR mode byta+128 remember?) When
this happens the Antic will lapk at the
interrupt pointers to see where it is to go.
Our destination is the machine-language
subroutine above: Therefore we poke the
location of the code into these addresses, It
is important to realize that the lacatian store
in the pointer(S12,513}) is in LSB/MSBHE

form.(Therefore 1536 decimal would be ‘0" and

rp i

} see below)

1536/256=6
Therefore!
POKE 512,0iPOKE 513,6

The last step would be to enable a
non-maskable interrupt {NMI) This can be
done by POKEing 54286 dec, with 192

Program 1 contains all the steps I have
mentioned, After successfully typing and
RUNning it, you will see player(0) as a long
vertical line which is divided by two colors,
Use the joystick to change the colors and move
the paint of division,

Frogram 2 is practical application of what
you have read. It consists of a red man,
created by player(0), which has a black hat,
This is perhaps not the most interesting
program you have ever seen, Haowever, it
should shoe you what is possible, and could
help you get started,

The third thing we need to do is to create a
machine language subroutine which the Antic
chip is ta go to during the interrupt,

70 REM #

§2 BREM *MULTIPLE COLOQRED
PLAYER/MIGSIE #

24 REM + PROGRAM 1

¥4 REM +

%% REM #LOAD IN THE MACHINE
SUBROUTINE

100 FOR X=1536 TO 1534+12

115 READ D

120 POKE X,D

120 NEXT X

132 V=50

135 REM LOAD LOCATION FOR THE
INTERRUFTS JUMF

140 POKE 512,0

150 POKE 518,46

195 REM * SET UP MISSILE GRAPHICS

200 GRAFHICS 2

210 POKE 55%,62

220 POKE 53248120

230 PCKE 704,88

240 I=FEEI((104£)-3

250 POKE 54279,1



Display List Interrupts cont’d.

260 POKE 53277,2
270 T=I#256+1024
275 REM » DRAW PLAYERIO) AS & LONG
LINE #
780 FOR X=1 TO 255 POKE J+X, 2505 INEXT X
290 DL= PEEI{‘.I"&DH"S&*%PEEI{EEIJ
792 POKE 54284,192
295 REM % ADD 128 TO INTERRUPT EYTE
299 POKE DL-14V,15
200 POKE DL+, 15+128
361 POKE DL+1+71S _ :
302 POKE DL+2%,721POKE DL+ 108,01 POKE
DL+i01,144
305 REM # EMABLE (UMD
G20 REM 4 CHAI\T&JE THE VALUE BLACED IN
TE:E HARDWARE RECISTER #

230 IF STICK(0)=11 AND P<255 THEN P=P+1
:e-m IF BTICK =7 &ND P9 THEM P-Fhi
247 IF BTICHK(M=14 AND V30 THEN V=V-1
344 IF STICK(M=12 AND V150 THEN V= v+1
356 POEE 1543,F

S8 Y Mol OB NG, 1P VERTICAL POS

ln;v:n It
400 ZOTD 299

455 REM ¥ MACHINE CODE DATA +
_,g:‘] DATA 72, Iv'“""..,l*'H 10,212,149
HOTATA 12 |141 :,.e._;’_ qulﬁqjC“r

SHREM ¢

0 REM #MULTIFLE
PFLAYVER/MISSTLE &

b4 BEM ¥ PROGRAM 2

Hh BEM &

0L oDHED

S0 REM & TUOIND TN THE MACHINE

SUBROUTINE : :

100 FOR ¥=1534 TO 155620

115 READ D

120 PCKE X,D

150 NEXT ¥ .

135 REM LOAD LOCATION FOR TEE

IRTERRUPTS JUMP

180 POXE 5120

150 POKE 9154

195 HEM # 5ET UP MISSILE GRAPHICS

?OD GRAPHIES 8 '
5 DL=PEEX (54042544 PEEK 541)

Lio POKE 559,62

220 POKE 53248120

230 FOKE ?i_m,é.h

280 I=PEEK{106)-5

250 POXE S4274,1

3

240 POKE 53277,3
"'70 J=I#256+1024
279 REM # DRAW THE PLAYER(0)

280 FOR X=1 TO 17

282 READ D

784 POKE J+90+X,D

256 NEXT X

290 POKE DL+48,15+128

957 POKE 154383

900 POXE 54286,192

95 REM % MACHINE CODE DATA

1000 DATA 72,169,1,181,10,712,163
1010 DATA 12,141,18,208,104,63

1015 REM ¢ DATA TO DRAW FLAYER(®)

020 DATA 28,25,28,28,127,28,20, 28,8,127,
qg,_,.;,, 28,28,70,20,54 '

- EPSON®, NEC*, PROWRITER®, GEMINI*, DKIDATA 9_2“‘“"

NEW!
Atari*

The only selfbobting ‘arafix handler for dumps in
horizantal format — all mach, lang, — Lister incl, — all
modes — miked modes — change aspect ratios, ‘ete.
while running other pragrams — assem od — hasic or
ne mrtndge — demes, uiilities, fants, fncluded —

durnp, create forms, stationery,
calendirs, reguires interface, ONLY 526'95

B diskwiz B

Map, search; repalr, dupl]cale, fix link pointers, alter,
speedceheck, bad sectoring (810 only), block move,
trace, manual, special print capabilites, disassembler,
and mofe_! — the best lisk repairfeditor

atany price — and at the lowest pricel $ 2 8 95

PRINTWIZ

I3t Class Pastage Patd
Calitornta Residents add 5%, Farelgn Orders aded $2:5¢
T30, add $2:00 — No credit cards
Frrcr=-= sub;rct to change
ERETE e

A Ien P.0), Box 2205
YEACROWARE Redondo Beach, CA 90278

nlL * Intlicates Trademank o) verralaed Somipany .




Jake The Software Dude

by Jason Cockroft

Allright here I am again. By the way my
name is ah?, Jake the Software Dude., You'll
have to excuse my present condition, I just
had a wild software party and my circuits are
runring kind of slow. Anyways, to give you

guys an idea of the kind of thing that went on

last night; I will tell you what happened; or at
least how it got started,

It all started yesterday afternoon when I
was coming home from the unemplaoyment
office, when I decided to stop in at the local
software store, I took a quick browse around
staring at all the usual software when this
new game "Jumpman" caught my eye, Well I
had a few bucks left in pocket so I decided ta
go for ity Yah, just as I bought that last little
disk; a whole bunch of bright-eyed p=ople
came busting in hollering for that game, Well I
just chuckled as I told them it was the last
ane butwdwhat a BIG mistake!)y I told them
to "come over" and have a game, but bring your
own 'JToysticks'(B.Y.0.J. Party), Well now, I
quess they kind of agreed.

Ey the time I get home I knew something
was differant, Peopls were bringing there own
computers, (ATARI's of coursel; disk drives,
TW's and a few craziee weye even brirging
their cassatts players, There was plenty of
extra joysticks and potzato chips to boots I
lpaded in the first game and that’s when
things got aut of hand,

To totally uncerstand what went on at this
here place you'll probably have to buy *h
game yourself, But to give you readers a clue
of what it is all acout, I will give you a quick
description!

Jumpman is the name, action-pdcked
excitement is the game! Here's *he quick make
over! The game has %0 different levels in
which you try to selve, You can play the game
on S different skill levels which includes
Beginner, Intermadiate, Advanced, Grand Loap
and Randomizer, Your goal of each level is to
touch several different tokens placed on 2 ar 5
different floars of the screen, After selving
ane screen your on to the next: Sound easy
Aye!

Well let me tell you something, those darn
levels are trichy, even for JAKE THE
SOFTWARE DUDE., Even then, if your good

m

enough tao master ane level, you've got 29 to
ga. But in the meantime on a particular level
you'll have Rebots chasing you, vampires
flying after you; guns shooting you, and even
have the floor give out, While on another level
you may be completely blind or have a puzzle
to solve, And to make the game even more
challenging, it is time oriented. The more time
you take, the less points you get

Now let me remember; ah yes, it was 2100
AM, there was young Softwars Dudes passed
out all over floor, a faw blurry-eyad survivers
still attempting the 10th level on Grand Loop,
wher I was 10 a fierce combztion with THE, and
let me re-emphasize, THE RAVING
REVIEWER, It was rough+ I had just
completed fighting off the dragens on the 14th



loveld, (T must admit, it was with a lucky throw
&f the spear), with no men 1eft, and it was
THE RAVING REVIEWER’S turn: By now the
few remaning tonsceus peopls Were gathering
around the one longly screen, I can remember
the look, the sweat and the chilling
frustration of THE REVIEWER'S face. This
waz ity THZ REVIEWER made his way down to
the 2nd level of the screen, there was only 1
level togo. The crowd drew silent, He jumped
off the ladder, . missed timed his throw vy
and it was all over! Now let me see) I've got a
smashed TV; an impression of a Joystick in
the wall, several lumps on top of my h2ad, and
no sign of the, and let me re-emphasize, THE
RAVING REVIEWER: Gee, I wondered what
had happaned,

As I cleaned up this merning I Kind of
wandered; was this game really worth it, But
my chyious conclusion was YES, The
playability, the graphics, and of course, the
challenge were all perfect ip this game. I/11
give this game the honowrable award of JTake
the Software Dude’s Game of tha Veay!

P8, Please don complain about my lausy
spelling.
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Price
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Listing Conventions

This section each issue will be just a
reference guide for typing in those programs
that contain control(CTRL) characters, Make
SuUre you understand this section completely
before you type in either ‘Eigh Score Saver’ or
‘Slot Machine’ in this issue of ROM, Remember
if some words ave in parantheses within the
guotes it means to refer to the ‘listing
convention’ page,

Below are just a few example of what we
mean’

"(4#5P)"~this means to press the Atar: logo
inverse key and then press the space bar 4
timas,
"] #8)"~this means to push the eéscape key,
then control down arrow four times.
“{==-=)"-this means to just press the space
bar 4 times,
"UCTRL YHZ#BPNCTRL ¥YN*2)"-this means to
do everything in the parantheses three times,
First Contraol ¥ then inverse space bar three
timas, and then Control ¥ again,

Rememaear if you Have any trouble typing in
the programs; give us a call,

Irvecse Video

g (W el ) B (INVCTAL X
B (xnv CTRL €D a C Esbl-%Fr
(I CIRL DD DELETE)
CTMV CTRL EDY ( EsC

B C(INVCTRL F) = SHIET

B (zNV CIRL G) INSERT)
B ¢xNv CTRL HD € ESC

B ¢xwv CTRL 1) CTAL

M ¢xInv CTRL J) TAB )
@ (xwv CTRL LY g SHIFT

® (cNv CIARL M) TAB )
caby CTRL B g Cogvorpe )
B ¢xnv CTRL 2D Vv CTRL )
B (xwv CTRL P) E g.NV SHIFT -
B cxinv CTRL Q) CESC CTRL %)
8 CINV CIRL RY CEar
CINV CTAL 8Y CTRL

0 (¢TwWVCTRAL TS DELETE)
M CINVOTRL UY . C ESG

m cCTNY CTHEL Vr) CTRL

3 CTNVCOTRL W) TNSEAT)

RPN AN

& L

ND"‘ mo._‘\ N ALG

Lo 3 . CCTRL 1)
EEE e = (CTRL U)
CTRL B I CCTRL V)Y
STRL 63 = CGTRL WY
COTRL DS = CCTRL X.)
COTRL ES L) CCTRL \r%
(FTHL Fy = (CTRL Z
COTRL G I, CESC ESGC)
CCTRL HY il (ESC CTRL
CoTRL 1D M (ESC CTAL =)
CCTRL J) - (ESC. CTRL +)
CCTRL K) £ (ESC GT{!L +3
CTRL L CTAL .
E(“.TH; M ) CTRL %
(CTRL N | CSHIFT =)
(CTAL O) N CESC
(CTRL P) SHIFT
CCTRL ) CLEAR)
(CTRL R A (ESC DELETE
(CTRL SY ® CESC TAB)

Atari® Users!!
NOW AVAILABLE. ..

MIGHTY BYTE™ Disk Copier. A backup copier
that allows you to select sectors, identity and
write bad format. Copy almost any disk. The most

powerful copy system avallable today on Atari®
400/800 computers,

Only $29.95 + $2 shipping

VISA & MASTERCARD call now
(815) 888-2228 for fast dellvery

Software Authors and Users: call or write for fur-
ther Information on our complete line of Atari®
compatible backup systems and services.

Can't slow that new drive below 250rpm?
We modity your drive $10.00
You modify with our parts $5.00

MIGHTY BYTE COMPUTER

828 Green Meadow Ave., Dept. R

Rockford, Illincls 61107 )
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Interview: Sid Meier

Interviewed by Peter Ellison

MicroProse software has only been going
for just over a year and has to its credit five
excellent games for the ATARI computer, They

arg Hellcat Acse, Spitfire Ace, Floyd of the

Tungle, Wingman; and Mato Commander, Scon
these games will also be available for the
Commodore 64 and IBM personal computers,

0.5idy when did you first become interested
in computer programming?

At was in college, the University of
Michigan, I took a few courses and it seemed
like & lot of fun so T pursued it. Tt was on an
IBM 360 multi-terminal.

Q.What was the first computer that you

ever owned?
At was an ATARI 300,
RiWhat wag the Firet program that yau
wrote for the commercial market?
#:The first program which I saold
commercially was called ‘Formula-One Racing’,

A race car game, This I sold tg ACORN

software abaut a year and a half aga.

QuiWhere dig you get the idea for ‘Floyd of
the Turigle'? ;

A1 had just finished ‘Hellcat Ace’ and I
was laoking around for ideas far & new game
and there was this movie an T,V the lastest
Tarzan movie with Ha Derek, and I was also
working at the time with some animation tools
that I'd been devielaping, animation effects
with multiple characters and multiple
player/missile images; and the twa just
merged together,

@iWrat new things have yaou added to
'Flayd of the Jungle I1°7

AWe've added some computer competition,
in otherwards, all af the players are active
and if anly two people are playing the
computer will control the other two 'Floyds!
against you, There is dlsa a demonstration
mede to give the first=time player an idea of
fow the game goes, We've also cleaned up a
few of the sereens to make it easier to hit the
pygmigs, The major ehange was to make the
game a LOO% assembly-language game and the
computer contralied ‘Floyds’,

fuHow difficult was it to incorparate the
three-dimensional feeling in ‘Hellcat Ace’?

4,530 games is something that I’ve been
interested in for a long time, I've put togather

12

quite a few tools for developing games and the
language that I use includes all sarts of
trigometric furctions, and some fairly complex
functions that youw don't find :in
assembly-language type games. All of these
were incovporated inte ‘Hellcat Ace’s One of
the goals of that game was to get the real 3D
fighter—pilot feeling, I spent a fair amount of
time or that and was pretty pleased on how it
turnad out,

QWha was the company MicroProse formed
oy7?

 A,The company started as a partnership
between myself and Bill Staling and hds been
incorporated, but the two of us are the
founders of the primary principals of the
company s

2.How large is the organization of
MicroProse at this time?

AWe have a programming staff of eight
people that are warking on original games and
we have a administration staff of four,

Q.15 MicroProse seeiting outside
pregrammers?

AWe're interested 1n original games for a
number of machines, We take outside games
but we also have our own internal
programming staff,

QWhat Assembler do you use?

A.On the ATARI I use the ATARI Macro
fggembler however we do very liftle
progrmming directly in assembly-language, We
drew Up our own language for game
development,

@ls your lanuage, which you use far yaour
Dwn programming, available for the private
user?

Aot aen'ty One of the nice things about
it is we can change it whenever we want ta.
That kind of makes 1t difficult to keep the
documentation and everything up tao date. We
pssentially use that tool alang with BASIC
drivers to do our program development and we
compile everything when we're donei And this
is the final game,

2.Pao you ever see yourself writing
r:amputer software other then arcade-type
games?

A1 would really like to do that, I think the
ATARI, by its hardware orientation, is a very
good computer faor arcade-type games. There




is lots of hardware support for those types of
games, One of the games we just put out called
‘Nato Commander’ is a little different game; a
little more strategic then an arcade game,
although it is quite fast and it is not as slow
as alot of wargames: What I would like to do
is some things with music and some more
involved games, We alsp like tp keep up with
the rest of the market and arcade games
seems to be what people are most interested
iny I would like to see the market move to
more complexed games and things like that,

@uCan you give our readers a hint an what
program or programs your are working on at
this time?

4A,We have a new game coming out, that I'm
just finishing up called ‘Solo Flight', which we
think is the first real-quality flight simulator
for the ATARI, It uses some pretty elaberate
three-dimensional graphics in the top half of
the screen to show the runways and all the
terrain objects as you are flying around and
passing throughs In the bottom of the screen
is the complete instrumentation showing the
altimeter, fuel gauge, radio direction finder,
and alot of different pieces of information. It
i5 a real-time flight simulator and we think
from what we've seen form the ATARI market
is the best yet.

QWhat direction do you yourself sse
arcade games going?

AJd'm not an avid arcader, but I've seen the
new video—disk driven game which I liked alot
and was alsao very impressed with the new
ATARI's 'STAR-WARS’ vector graphics, I
would see the arcade market slow down a bit
as more people purchase home computers and
start to play some of the games they can
spend more time with and spend mare time at
home then in the arcades.

«What do you see for MicroProse in the
future?

ADur plans are to continue with some of
the mainstream games, but also to get into
some educational software, possibly some
business ariented software with a home
flavour to it. Maybe a small database package
that someane in the home can use, A simple
type of integrated word processing, file
management type of thing, These things are
still in the brain-storming stage and not

definite plans at this point in time., We're
looking to branch out but we're also still
interested in games in the home computer
market,
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EXPERIENCE the

MicroProse Challenge for
i!ﬂlY!JHﬂ[aalltlICthﬂﬂﬂl()(l{)lﬂe=1341*(3cnuulrl|tnal1s b4

Legd Dlue Fight of 2. ammed, with bombs, cannon or alrto-alr
missiles. in daglighting loops, Bormbing, and arrofing fo defend
your temiary and destroy Red Fligh 1emiorny, Split Screen, scralling
oetion with epfions tor solo, hesd tothead, or coaparative fiying
for {4 simultanecus players . . ATARI Commodore 64, Disk or
Cosserme . 50495, -

Version (| — Roce humoh or camputer cantiolled Flayds fhrough
the dcmgerous jungle ﬂ'v'ﬂrJldlhg Ihe elephonis. alligatars, pygmies
with paison damsand other jungle perils rabe the finst o rescoe the
lovely Janicet. . A zapy oatraze for 14 simuliansous players . ,
ATAR] Cﬂmmudore &4 Disk of Cossere . . . §29.95.

Fly combat In o theee-dimenslonol neral dagfighs aver the Pacific
during WWI|.... Requires real fighter pliot skills and moneuvers ro
SUrIVE 10 becc:-me anAce ora WE.FPL | . Try "SPITFIRE ACE" for
aeral combor over Europe | .. 1-4 pJay\er rombal ., ATARL
Commioeote &4: Disk m-CnSErr'e poe BEHRE :

semlling, réal ime simategic wamgarre .\Jmu!m'mn requiring the
HATO COMMANDER fo defend Europe from Eost Blac invasion,
Batfle pioys in: accelemied real fime ond demonds realistic degi
sions ond command: ocfions to repel the'enemy In fve different
barle siruarons | . ATAR Commodore &4: Disk or Cossette |
$3495

her Great Flylng Challenges from Microlrose:

MG ;\l..L[-.] a\fl:-"Enl:i'flng fiving cambar gome smulofion using 8- currhe-cockplt vie Wi splil sereen ond ployer vernus plaver opriors
f provide: reolistc oeal combat chalengs over Ko in an P04 Sabne terl Requires real fighler pilar tkill and eunningll!

SOLG FLMIE—Ourianding Mght simuiaior using 3-D remain graghies 1 provide enal mbeat,. lonidings, and x-cauamy navigatien
berween elghn mulfiple sy airoms; Proctice: mal ket fiving skilly oid. sivive T et the alr mall rhircightll

Micr()l?rose Sof[wam 10616 Deaver Dam Road, Hun

14

tYalley, MD 21030
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The War Zone

by Bob Cockroft

Legionnare by Chris Crawford is a game of
ancient warfare which recreates the conflicts
between Rome and the barbarian tribes of
Gauls The human player being Caesar, must be
able to deplay and maneuver his legions in
order to defeat the computer-controlled
barbarian tribes. Fast-action battles provides
not anly an opportunity for strategic thinking,
but also a truly entertaining experience, Like
& good movie Legionnare has the ablity to
captivate its audience with narrow 2scapes,
daring maneuvers and military units with
persanality,

What makes this game different, realistic,
and great, is the game operates in real-time,
There is not any leng boring turn segquences to
go thraugh, it all happens as if it would on the
actual battle-field, Chris Crawford has used
the same method of predetermined movement
as he did in ‘Eastern Front’, To set a route for
a unit one first maves the joystick cantrollec
square cver a legion, then while pressing the
button move the joystick in the direction you
want the legion to move, This predetermined
route can be as long as & spaces, After the
direction of movement is assignec to a legian,
it will automatically begin to travel down its
route, Every legion is movec in the same way,
However, at the same time the human player is
giving arders to his legions, the computer is
moving or possibly attaching with his
barbarian tribes: Therefore,; using this method
game turns are eliminated and the speed of
play is accelerzated. In fact, the human playsr
often does not have time to execute detailed
and complex strategies, This is a game wheare
only a gquick and pragmatic commancer will
succeed,

The graphics in this game has to be a
disappointment, Chris Crawford after setting
the standard of graphics in war-games with
Eastern Front, has seemed to take a step
backward, Although the soresn scrolls bhoth
herizontally and vertically, the scenery is not
done with the cetail or care that would ce
expected from this programmer, The mountains
ave displayed using the topographical method.
However, the topographical lines are too
thick; making the background loch second
class, The graphics of the military units can.

best be descrike as adequate, but not
entertaining, The infantry unites, for example,
are displayed as a sword standing up-right,
This type of uninspiring presentation does not
exploit the graphic capabilities of the Atari
computer. The over all presentation of
Lecionnare reveals that the graphics were not
made with the care or detail they could have
besn,

This game is reasonabls but not overly
flexiblis, Although the human player is
confined to commanding only the Rome legiaons,
a wide variation of shkill levels have been
developad, By choosing which barbarian tribe
you are wanting to fight, numerous scenerias
can be created, From the ineffective tribes
like the fedul and the Auscu to the most
dangerous Helvetu and Huns, competitive
situations can be created for even the mast
suiliful war-gamers: The number of legions
undey the human players command is also
sglectahle, although there is no way to select
which particular leglions you wish to have in
Jour army, anywherse from one to ten legions
can be chosan,

SsCORE:1 @

An important aspect that makes this game
entertaining is that each legion has itz own
particular characteristics, Unlike many
war—-games where units of a particular clazs
have wuniform characteristicsy in this game
every legion and barbarian tribe has its own
persanality: In addition to providing more
realism, indivicuality allows furthey strategy:
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The War Zone cont'd,

For example, a unit like Plancus legion would
be less suited for an effensive role than
Galba's legion, With time,; one hecomes
accustomed with the strengths and
weaknesses of each legian, & pevspnality of
your fighting force develops, You begin to
know each of the legions the same way you
would knaw each one of your friends,
Familiarity adds to an‘entertaining qualities
of this game,

One problem I have had with many
war-games in the past is that the design only
allowed for a few or sometimes ene practical
strategy to exist, A game of this type seems
to develop basically the same way every time
one plays it, Legienare does not have this
problem because your legions are ran damly
placed an the playfield and the enemy daes rist
dlways come frum the same di¥ection, Each
tribe has its own charactevistic, therefore
they all cannot be handled in the same way:
The resulf is each game is a totally different
battle, After playing this game approximately
ten times, I have never had the same battle
twice,

Legionnaire is a revolutionary new
war-game, By wsing real time instead of the
tragitipn turn-sequence not only is the
advantage of the computer over board games
exploited; but has opaned & tntaily riew fisld
in war-games, Despite the questiondble
graph:.c-.—.. I found this game very enjoyable, It
is flexible and the basic design spemsd to
promate both interecsting and varied
strategies, Although this game has some
waaknesses,) it is quite exciting and would ke
one I wauld recommend. Next issue "Matp
Commander! fram MicroProse Software will be
raviewed,

The Avalon Hill Game Co
4517 Harfard Road
Baltimors, MD 21214

Legitnnaire
G‘?"&Fhltﬁn?u
Ghallengei®s
Dotumentatisn 7.8
Strategic Valueis 4
Excitement!®.4
Healismagz
Use af Somputens.s
Ovaralllzg

16

Raving Reviewer cont'd.

interesting sounds of same nature on both
"The Strategy Screen" and the "Combat Arena’s

The documentation is, by far, the best I
have seen with any game. It entails in-depth
explandtions of bath screensistrategy &
combat) all Tconslincluding abilities,
limitations, background of each antl specifics
of each in the combat arena such as speed,
lifespan and ‘reload’ speed.) It (explains) sach
of the two oppesing Magicians sight spells,
and intludes 4 question/answer page to clear
up any specific questions that you may have,
All-in—all this is the documentation that I
will personally compare all others with (It
indeed deserves a hand),

This is most definitely an original game
with {but a tad) of the Famous 'Star-Wars’
chess game {players actually having it out for
the privilege of taking a square)s T recommend
this' game to anyane who is perhaps getting a
trifle bored with playing the run-of-the-mill
quick-draw- Mcgraw games) to anyone with a
flair for the medieval, if not the Fanciful, and
o anyore (who can combine brain with
brawninot braun!) and emerge an top,

The Ratings
Archan
Flayability 2.4
Challenge S
Graphicsild
BoundiF.g
Documantationilo
Dyverail Ratingi#é




New Dos! (Dos-Mod)

Reviewed by Peter Ellison

Wow! This was my first impression when I
set eyes on this new ‘DOS’(Disk Operating
System), DOS-MQOD comes in a very attractive
plastic case with a double-sided disk
containing ‘DOS-MOD’ on one side of the disk
and a tutorial on the other, Actually the
tutorial is very helpful to anyone that is
interested in finding out about programming,
making this tutorial worth the price of the
disk,

The first thing that really impressed me
was the full use of the screen when accessing
the new DOS(DOS-MOD), Instead of just using
four lines like ATARI’s 2,0 DOS, DOS-MOD
uses the whole ATARI screen, all 2Z lines,
making it very easy to remember what you did
four lines before, When I couldn’t remember
what I did four lines ago I would have to go
and look back at the directory to find out what
I had deleted, Also many times in the old
ATARI DOS(see I'm already calling it old) I
wauld hit return by mistake wiping out all the
history that I had on the screen. This problem
was also fixed in DOS-MOD. Instead of just
typing return for the MENT one must typea Oy

For all of you ATARians that don't have
the new OSB-ROM, I recommend that you get
it because there are a few features that you
won't be able to use unless you have ity Gne of
these is the Dup-Resident feature which
allows the entire DOS tp remain in memory.
similar to the earlier version of ATARI
DOS(197M), It does take 5513 Bytes, but for
those who access the DOS alot, isn’t time
worth some memory? If you'‘re not sure
whether or not you have the O5A or OSB-ROM,
DOS-MOD will tell you when you boot up.
Another thing that will save time is the
ability of doing everything on one line, For
example; if you wanted to know what was on
your disk you just need to type in A ## return
instead of A (return,return)y You can also dao
the same thing with any command by just
writing it out on the same line,

Three new commands are also added to the
menu in DOS5-MOD, They are P-RUN
PROGRAM, @-COMMAND FILE, and
R-READ/STORE MEMORY, The first enables
you to RUN a program at a given hex-address.
The second being the Cammand File which I

don‘t know how I programmed without, By
using # or % it is possible to have na input
after a question or input telling yes or no, For
example} I could copy GAME! to GAMEZ by!

*

C GAME1,GAMEZ/Q

£

By doing this I don’t have to respond to the
computer whether or not I want to copy
GAME! to GAMEZ, Or I could have instead of
using a ‘#‘ put a '$', meaning I would have to
respond to the computer’s question., Richard
Bennett says that to remember the two, just
think that a computer would respond to
numbers(#) and a human to dollars($), The last
new command is READ/STORE MEMORY. This
allows one to store new values of bytes, The
'R’ command is only available if you have the
OSB-ROM. This new command 15 used to
examine and change bytes in memory. Hex
notation is used throughout, for addresses
and byte values, The 'R’ command will display
the given address followed by the contents of
the eignt bytes of data and that location in
memory, The data is displayed in both hex and
ATASCII,

Two more new features that are offered in

this new DOSi0ne is called the "HELLO" File
and second; a MEMORY MAP, The "HELLQ"
File will automatically be executedlias a
command file), when you boot-up a disk or
press SYSTEM~RESET., Tou can make a HELLO
file to set or clear flags, You can also make a
HELLO file to display the disk name, say, ar
special messages or instructions, when the
disk on which it resides is booted up, This can
be very useful to keep track of what is on each
disk, The second feature is a Memory map with
the Binary Load "L" command, This feature
allows you to see what areas of memory are
being loaded,
. One more thing about this program, is that
the people at ECLIPSE SOFTWARE are very
friendly and willing to help you with any
problem that you come across with DOS-MOD,
The anly thing that I didn't like about
DOS-MOD, was that I had to change all of my
disks over.

DOS-MOD is available on single or double
density fromi

ECLIPSE SOFTWARE
1052 MARIGOLD COURT
SUNNYVALE, CALTFORNIA 94504
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Yellow Brick Road

by Peter Ellison

Last issue of ROM T took & brief lopk at
the three yellow console Huttons and the
wu¥sory In this issue I'm going ta try and give,
I hopey all of the locations needed to use
player/missile graphics. I know this topic has
been done over and over again in almost Bvery
camputer magazine but this will be more of a
referepce guide then really a tutorial, The
next few pages can he used along side the
computer when using player/missile graphics,

For those of you that want to make games
but dan‘t know haw to animate a player,
player/missile graphics are for you, Drawing a
player is yery edsy because all you need is a
pencil and some graph paper {to draw your
playerl: Then you translate what youve drawn,
into either binary code or decimallif
programming in basic), The playercan only be
eight pixels wide, but by combining two ar
more players the image can be larger, Yeu
must now store the image data into RAM, with
the-byte at the top of the player image going
First, followed by the other image bytes in top
to battom sequences Belaw 1sa short program
which displaye a small player on the screen)

128643216 8 4 2 |

28
18

2
62
€2
(o §
G2
29
20
20
20
54

10 REM LOCATION TO STORE QUR PLAYER
IMAGE

18

20 IsPEEK(106)-2!PORE S4279,1

%0 REM PLAYER MISSILE EASE ADDRESS

40 PMBASE=I#I54

50 REM PREPARE THE MEMORY AREA

4¢3 FOR L=FPMBASE+512 TO

PMBASE+:40!PDKE L X,0iNEXT L

70 HEM HORIIONTAL AND VERTICAL
LOCATION OF PLAYER

B0 X =100:¥ =80

70 REM COLCR OF THE FLAYER

160 POKE 704,60

110 REM ENABLE DDUBLE LINE
RESOLUTION

120 POKE 857 46 POKE 35277,3

130 REM POKE HORIZONTAL FDSITION OF
PLAYER O

146 POKE S3248,%

150 STORE PLAYER IMAGE

60 FOR L=0TO 11

170 READ P

150 POKE PMBASE+S12+Y+L,P

190 NEXT L A e
200 DATA 28,28/8,62,62,62,62,28,20,20,20,54

I =aid this wasn't going to be a tutprial,
but some referance sheets, The reason I gave
ashart axplandtmn of player/missile graphics
is so that the sheets will be used! I'm not
going to explain how to animate a player
because in this magazine théve are alrsady
two adventure games that animata an image
using player/missile graphics.(Refer to them
Fyou want to know more), Below are all the
addreésszes fieeded for making your own game
using player/missile graphics.

Colar and luminance of piayer/missile O-703
Dex.

Coldr and luminance of Player/missile 1-70%
Cisg,

Color and luminance of Player/missile 2-710
Dat,

Color and lwminance of Player/missile =711
Dec,

Graphic Contral to smaole Player/missile
graphics-S2277 Deg

Eorizontal Position of player 0-3324% Dec,
Horizontal Position of player 1-53749 Dec.
Horirontal Position of player Z2-53250 Dec.
Horizontal Position of player 3“53251 Dec,




Horizontal Position of missile 0-53252 Dec,
Harizontal Position of missile 1-53253 Dec.
Horizontal Position of missile 2-53254 Dec.
Harizontal Position of missile 3-53255 Dec.
Missile 0 tp playfield collisions-53248 Dec,
Missile 0 to player collisions-5325é Dec,
Missile 1| to playfield collisions-S3249 Dec.
Missile 1 to player collisions-53257 Dec.
Missile 2 to playfield collisions-S53250 Dec.
Missile 2 to player collisions-53258 Dec,
Missile 3 to player collisions-53Z51 Dec.
Missile 3 to player collisions-53252 Dec
Flayer O to playfield collisions-33252 Dec,
Player 0 to player collisions-53240 Dec,
Flayer 1 to playfield collisions-532532 Dec,
Player 1 to player collisions-52261 Dec,
Flayer 2 to playfield collisions-52254 Dec,
Flayer 2 to player collisions-5326Z Dec,
Flayer 3 to playfield collisions-53255 Dec,
Player 3 to player collisions-532632 Dec
Flayer missile base address-5427% Dec.
Priority select-422 Dec,
example! POKE £23,1 selects the following
rankang! Player Oyplayer 1,player 2,player
Hplayfield Oyplayfield 1;playfield 2,playfield
Zbackground.
or POKE 623,58 selects the following rankings
PFO,PF1,FPO1,P1,P2,P3,PF2,PFZ2,BAK
Bize for missiles-52240 Dec,
examplel POKE 53240,1 makes missile 0 twice
normal size
or t POKE 33240,255 mahkes all faur
missiles times normal L.
Size of player 0-532546 Dec.
example! POKE 532561 twice

ori POKE 53294,3 four times normal size
Size of player 1-53257 Dec,
Size of player 2-33258 Dec,
Bize of player 3-52259 Dec,

Until next time have fun with
Player/Missile graphics and if there are any
memory addresses or locations that you’'d like
covered, drop us a line,

That ends the list of Player/Missile
locations and below is the Player/Missile
RAM area layout:

double line single lina
PMBASE
unused
+ 384 unused
+512 M3 L:az|u;] MO
+ 640 o
Player 1
+768 +768
+896 T M3 |m2| M1| Mo
Player 3
+1024 + 1024
Player 0
+ 1280
Player 1
+ 1536
Player 2
+ 1792
Player 3
+ 2048

The First and Only System to Backup
Diskattes Protectad by Bad Sectoring
without modification to your drive.

1
2 Blone™

ATARI DISK BACKUP SYSTEM #49"
Superciona is the onfy ATAR| disketts copler system that lsts
you backup just about ANY ‘coj h.-.f" protected’ diskette. . .In-
cluding those protected by | sactoring.’ Bed tracks and
sactors ara created withou! medifications to or adjustments of
your hardware, Each backup disketts generated by Superclone
functions exactly fike the onginal. . .salf-booting, atc. {in fact,
we suggest that you use the bwkup and save the original.)
Superclone includes:

SCAN ANALYSIS - Mep of diskefte contents (Location of

dats, bad sectors, etc.)

FOHMR‘I'TI’NG!BAD SECTORING - Non-ATARI DOS for-

ﬁ nd bad track/sector creation.

BACKUP - Copies just about sverything we can find. . .

regardless of protaction scheme.
suﬂchna ia user-friendly and simple to use.
PIRATEE TAKE NOTE: SUPERCLONE only sllows two
copies to ba mada of aﬁ spacific diskette. . .Sorrylll

BYSTEM REQUIREMENTS:
Atarl 400 or BOO Computer / 48K Mamaory
One Atari 810 Disk Drive / Prfntu Optional

Available &t your comouter store or direct from
FRONTRUNNER. DEALER INQUIRIES ENCOURAGED.
TOLL FREE ORDER LINE: (24 Hrs.} 1-800-848-4780
In Nevada or for questions Call; {(702)
Personal checks allow 2-3 weeks to clear,
M/C and VISA acceptad,
Include $2. OZJ (tE 0o Forsiun orders) for mippir;s.
FRONTRU - 316 California Ave., Suite £712
Reno, NM:I.!EEBB (702} 786-4600

Others Make Claims. . .SUPERCLONE makes copias//f
ATARI is & Trademark of ATARI, Ine.
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Slot Machine

by Tuong (Tom) Tran

The program below is a slot machine that
waorks through the Use of ATARI's built in
{special} character set, This program uses
special control characters that don't show ug
on pur printer. For this reason we have made
our own listing conventions in this issue.
These will be used in any program that we use
special characters, Before you type in the
pragram below you should First make yaursals
Familar with the listing conventions, The game
is very simpletPush the space bar and the
gne-arm bandit begins to turn, Aftar a few
seconds it will stop and give you the three
objects, If all three are the same you win!
There are four different objects, They are a
man, a womany a sundae and an alien. Each
fime you press the space bar you lose fifty
cents but have the chance of winning alot
move, To start your money at zero just pressed
IHJ

If you have any problems with the pragram
feel free to drop us a ling, Alsg if you have

any changes that you feel should be.addsd to

this program, please write us, If you have a
look alines 210 to 230 you will notice that
they say repeat ling 200, This means to do the
same thing as you did in line 200,

i SPACE '-Hﬁl.-" sk e
| [ T Y

FEy e oy oy

10 REM st ppsnsdapy B A S e

70 BEM ¥ SLOT MACHINE £
SOREM ¥  BY (TOM) TUONG TRAN %
40 REM #*  ROM MAGAIINE *

50 REM ###s s fiinstiupessdssssuissny
0 SETCOLOR 2,141

20

70 DIM V(3),A(1&),B(1&)POKE 752,147
"3":SE-REEN='FEEK{SEHESMPEEK@‘?)

80 X=10!FOR D=1 TO L&4!READ
A BIAIDI=AIBD=BINEXT D

90 FOR Q=0 TO 24 U=37_:IJ Qi5=-11IF
INT{/2)1=0/2 THER U=0iD=32!5=1

100 FOR W=U TO D B8TEF SiPOKE
SCREEN+H-+40#0, | Z2INEXT WINEXT @

110 REM

120 REM -——DRAW-A-SLOT-MACHINE-——~~
130 REM

140 POKE 85,3517 'S0 Cdd | 4= 4= 4= || o= || 4
ﬁll

150 ¥ "44SPISPENT"\POKE 35,2617 "EARN"
160 2 " (4#5P) &  "HPOHE 95,2807 % 0
170 2 " (4%5F) (CTRL GMCTRL R#7)CTRL
WHCTRL R¥7MCTRL WHCTRL R#71CTRL
ENZ#SPNCTRL, T)*

180 2.M4#5E) | I | [(Z#SPHOTRL B)"
120 2 "{4¥SP) | (CTRL N#5) | (CTRL K¥s) |
(CTRL N#S) ((Z#5PHCTRL B)”

200 7 "(445P) |{ETRL Y---Y)|{CTEL
Y-~~THECTRL Y——T){{2EEPHCTRL T)

210 7 "++¥REPEAT THE 5AME AS LINE 206"
f**w 7 “ex¢REPEAT THE SAME AS LINE 200"
230 7 "++*REPEAT THE SAME AS LINE 200"
240 7 "{4¢8P)| (BSC CTRL UHS Pa3) (z25P)"

250 7 "i8#5P) | ! i

269 7 "(4#SPHOTRL ZHETRL R%7)(CTRL
XRs2ULTRL REDICTRL C)

270 7 " (#£SPHCTRL Ne2GHIHEP)!

280 T "(3¥SPMESC CTREL H}256PMESE CTRL

290 7 "(GrEFNCTRL Me27H2+88)"

300 POKE 85,817 " # 5PACE BAR = FLAY
POKE 85,1007 (@) KEY = QUIT"IPOKE 85,1047
R} KEY = REPLAY"

*0 I.,'. *ll.ﬂlr
320 POKE 74%,25%
L_u IF PEEX{744)=32 THEN FOR W=t TD
IOIE0URD 9,100,140, 0INEXT WIGOTO 370
240 IF FEEK(764)=47 THEN 540
320 IF PEEH(744)=40 THEN EA=018P=CiPOKE
25,317 "W A5)——-—~"}IPOKE 85,2617 ——=—av )
481" IPOKE 748,255
2605076 330
376 SOUND 9,0,0,0i5P=8P+0.51POKE 85;8)7 ¢4
T ) = == Secme =i L B o8 R
#4. " HANDLE=SCREEN-334+4045 V=15

720 FOR L=1 TB 4i{POKE HANDLE,128/POKE
HANDLE+40,212

Continued on page 22
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A DIVISION OF DATUM B ECTROMIZS (MO Mm

. Thanks to the ever-growing selection of
- ATARI software programs, owners
of ATARI Home Computers can

- make sure they play as hard as
they work:

Choose from nearly 40 different
inexpensive, yet invaluable, ATARI
programs including sophisticated
business-related programs, languages,
and the very latest in entertaining and
challenging computer games.

Plus, there’s no limit to what the future
holds. Because the best minds at ATARI
are working night and day on new soft-
ware programs, all of which can be utilized
with your AR 600XE™ Home
Computer

So add to your ATARI program
library today. Because no home
computer should be
all work and no play.
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AWarmer Communieatons Campany (LY

Available now at:

COMPUTER CENTRE

A DIVISION OF DATUM ELECTRONICS INC AU \-\-\o ~ -‘ b . La

PERSONAL AND BUSINESS COMPUTERS PgTP\RI 5‘&.{“\!-! e C ‘(QA.‘

Mo. | 1-3000 hagd
ai“uv:gﬂ,
Cara VR ICE (o) 464-4424




22

Books on the Shelf

by Peter Ellison

In this issue I will review two books that
teach ‘a language’ and a ‘QUICHK REFERENCE
GUIDE’ for ATARI Basic from John Wiley and
Bons, Ino The name of the two books are 'the
ATARI Assembler” from Reward books and
"Starting FORTH" from FORTH,Inc, Each book
teaches the fundamentals of the language and
have a féw short programs far examples,

THE ATART ASSEMELER

When I first saw this bSgl in the computer
store I thought that T was dreaming, Who
would make 2 hook exclusively for learning
assembly language an the ATARL Every bopk
that T had read before on the subject was
githei foy the AFFLE or just on 6507 machine
language: This book starts gut very well
because it assumes you Have no assembly
language background and anly =5me Basic
language background, Tt uses the little Basic
background that you have to make its starting
point, ' ' _

The ook written by Don and furt Tnman
has a very excellent layout as it has a little
self-test at the snd of each chaptar making
yvou apply what you have just lgarsed, The
questians aren't easy as are-ones that are
found in many Basic language budls, These

self-tests, which are called exercises, are

each two or three pages long wWith the answers
coming & page after the test so one dogsn’t
have to shuffle through the back pages leoking
for an answer, Another thing that makes this
book a little better then other boaks oA
assembly language ic the nice tizar diagrams
that paint a dlear image in one's mind, Thess
ilustrations range from what a stack is tg a
cute picture of a bug getting Sprayed by a
debuggei.

With just this book and a few haurs on the
computer one could become proficient at
programming assembly language an the ATARI
computeEr, Everything is vight there needed to
learn assembly language, All that is neaded is
the assembler and many hours-ef practice, The
book does have a Few errors but IT'm not gain_g
to pick the whole book apart, Cne'last thing
I*m going to say is that it has six excellent
appendires at theend of the book ranging

from 4502 Instrictions-Flags Affected to the
LTABCIT Character Set, For $12.25 this book
15 worth it and mare,

Restan Publishing
11450 Sunset Hills Bd,
Beston, VA 22950

Starting FORTY

This boak isn’t written specifically far dny
onE compuber, but far any computer that has a
FORTE compiler, The ATARI has many such
compilers from many different companiss, This
baok, I've found to be the best an the subject
of dgarning FORTH, It is humorous with its
cartoonsedllustrations; and excellent with its
way of explaining the different vocabulary, It
tod has a sEli-testiproblems) after =ach
chapfer but yau have to hunt around at tha
bach if you wish to find the afswer,

Every three or Faur pages there i5 an
illustyation ar cartoon which makes the boaok
quite amusing just to look thraugh and read
the pictures, For the term EXECUTE the
author(Leo Brodie) haz a picture of & honded
man holding an axe, Each picture i= Used in an
good way as to use picture association with




Slot Machine cont’d.

terms. The book starts out very well by first
having a look at other high-level languages to
lead up to a definition of FORTH., Another
good thing that is included at the end of each
chapter is a list of the FORTH words that
have been covered in the previous chapter.
This makes it able to go back if there are any
words you are still not sure of.

When first going through the book with my
ATARI and my FORTH I found it a little
difficult because the book isn't written right
for the ATARI, but with a little
experimentation I was able to make the book
work for me. In the last chapter of the book it
gives three examples helping to put into
practice what you were suppose to have learn
b/ reading the book. All the examples run fine
and help you to understand what is happening.
This book with over 342 pages is well worth
the money to anyone interested in learning
FORTH on any computer,

Prentice-Hall,Inc,
Englewond Cliffs
New Jersey 07432

ATARI BASIC OUICK REFERENCE GUIDE

This isn‘t a book, but can be more useful
than many books that you buy. This reference
guide contains almost all of the reference
sheets needed for BASIC programming: From a
picture of the Toystick’s eight positions to a
full piano keyboard containing all of the
values for each key. The sound register
parameters are there and all of the graphics
screen formats are presented, One thing that
dissapointed me was the sheets never said
anything about Flayer/Missile graphics but
Far $2.95 how can I complain,

John Wiley & Sons

390 IF INT(L/2)=L/2 THEN GOSUB 520
400 HANDLE=HANDLE+40INEXT L
410 POKE 85,3317 "INV CTRL Tia=({{INV
CTRL YXe=)xd "
420 VO=4IFOR P=1 TO £IGOSUB SZ0iNEXT P
420 X=21N=1!GOSUB S00!X=17IN=2!GOSUE
003 X=25IN=21G0OSUB S00!FOR FP=1 TO
ZOISOUND 010+P#5,10,10INEXT PISOUND
40,040
440 IF V(1)=Vi2) AND V{(2)=V(3) THEN 5%0
430 GOTO 320
460 * "(CTRL Q)44=(CTRL T4+ (CTEL
@ICTRL PHCTRL EN4~¢*(INV CTRL
JHI#SPHINY CTRL HMH"'RETURN
470 7 " (CTRL THe«(CTRL F)(1#5PNCTRL
G- (INY |- (INV | MW IRETURN
480 7 "$ICTRL Q#2){4—4—4 (CTRL
T#2444—4—(CTRL M#2){#' ' RETURN
430 7 " (CTRL T)y*~&=(CTRL F){1#SP)CTRL
Gime+CTRL BHINV CTRL M)(CTRL
I NA=(INV | 'RETURN
200 POKE 25,X1V(N)=1+INTRND(0)#4):0N V(M)
GOSUR 440,470,420,470
=10 RETURN ]
220 BOUND 0,180,4;,VOIFOR 0=1 TO 47
"(A#EPCTRL THZ#SPHCTRL Y#3)["INEXT
@17 "HISOUND 6,0,0,0

30 FOR Q=1 TO 412 "(4=8P)(|(CTRL
Yi=———(CTRL YINUWCTRL Y)---—-1CTRL Y142}
"INEXT Qi7 "W :RETURN

540 7 YUl YOU EARN. 8" EA

50 7 "% YOU SFENT 4" SP

S&0 IF EAYEP THEN 7 "¢ YOU
WIN;...&";EA-—SP

570 IF SP>EA THEN ? "4 YOou

LDSSIIU*”]ISP_EA

980 POKE 764,255 POKE 752,0{END

520 REM -GOOD-ONE-~——--——-

500 T “Ea)ty

&10 FOR D=1 TQ 14:50UND O,B{D),19,10

L20 FOR W=1 TO A(D)IPOKE 85,147
"LUCKY-YOU'IFOR L=1'TO 5INEXT LI!7
=ttt —4—4§'  NEXT WINEXT D

430 80TND 040,040

640 POKE 85,1417 "  $7|5#V(N)j17
#e9)" IEA=EA+S#VI(N)IPOKE 85,267 "(4%3)
thll;gﬁ;llwq]ll

&50 GOTO 220

660 REM --BONG-DATA—-—-—————————-
670 DATA 1,182,3,153,1,153,3,173,
1!1?31312041112{?4|3¢]73n1|173|
$133:1,15343,204,1,204,3, 173;1,153,5,208
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Why Buy An ATARI?

by Peter Ellison

This new column that begins this issue will
ke directed to those either thin ting of buying
an ATARI or to thase people who have just
bought an ATARI and are asking themselves,
"How come I bought an ATARI?™ In this column
I will tell you things the ATARI has better
then pther micro-compufers on the market and
the things about it that aren’t as good.(As few
of these as possible)

When I first bought my ATARI it was fay,
what else, GAMES, I saw 'STAR RAIDERSHM)
on the ATARI and was hooked. Little did T
know that when I bought my ATARI ‘Star
Raideys’ this was about the snly good
machine-language game available, This isn't
the casenow because there are many new
games out for the ATARI that at least match
the quality of ‘S8TAR RAIDERS/. In this First
article I'm going to speak a little about
ATARI'S GRAPFHICS, Mpst peaple know the
ATARI fas excellent Graphics for a
micro=computer but not many people krow how
easy they can be accessed through ATARI
BASIC, Many camputers have graphies, but if
they can’t be wsed by the novice prﬂgra.mmea '
what good are they? That ig my argument; the
ATARI's graphics are so edsy to access even . a
child can hecome quite proficient at the use of
them,

ATARI BABIC allows you to wse three
different text modes{numbered 0-2) and any
ane - of eight different graphicmodesimodes
3=11) for the ATARI 400 or 500 Home
Computer, These modes are also availlable an
the whole new line of ATARI's; the 400XL,
S00XLy 1Z00XL, 1400XL; and the 1450XL S0
don’t warry because everything I will say is
for the whole line of ATARI's. Each graphic
made, ineffect, turng your- TV scresn intoa
aragh papey oan which you can draw, The Atari
has the capability of having a 128 different
colors an the screen at ane time, Isn't that
wonderful! The highest: reaalu“mn that can be
shawn on the screen is like having & gragh
that is 140 wide by 220 tall,

T plat a point on the ATARI is as sasy as
typing ini GRAPHICS (whatever graphic mode
you wantitfrom 3 to 11}, PLOT 10,10, and that
is it, Suppose we wanted the paint to be a
different color? All we would have o do is
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before the PLOT put a BETCOLOR 4,8,C where
A=color vegister 0-4, depending on mode,
B=caolay hug 0-15 (D= Gray, 1=Gald, 2=0range,
3=Red-Orange, 4=Pink, 5= Burple,
t=Purple-Blue, 7=Blug, 8=Blug; 9=Light Blue,
10=Tuvgunoise, L1=Greaen-Blue; 12=Green,
13=Yellow-Green, 14=0range-Green, 15=Light
Orangeh C=color luminance O-14; the higher
the brighter, Now that we know how easy it is
to PLOT something on the streen now is time
to draw a line. Thig can be done by just adding
to the end of our little program DRAWTD X, Y
where X=the r conrdinate and Y=the ¥
cogrdinates

Owning a computer isn’t as scary as many
people make it aut to be, Feople are afraid of
them because they don’t exactly understand
what a computer is. & computeris a device ar
machine that can been programmed by a
pgrogrammer to carry out some type of task.
These tasks can range from balancing your
books to shooting down little aliens, A
computer is so versatile that it is up to the
pragrammer’s imagination what use he ar she
can get out of the piachine, A computer dogsn’t
destroy the way & gerson thinks, but enhances
ity That is the end of this little talk on
computers, Be with us next issue when we
have a look at ATARI's special graphic
capabilities of Flayer/Missile graphics:




Adventure Games - Part lll

by Peter Ellison

This issue was suppose to contain the
entire listing ta "Black Knight", Since I didn‘t
want to make a lousy job on what the monsters
look and move like; I have extended this
column for two more issues(Barry) In this
issue I have created Lancelot with sword in
hand and the movement with a joystick, A
short assembly-language subroutineg was made
to move Lancelot up and down smoothly.
Lancelot moves left, right; up and down;,
similar te the movement in Ali Baba(TM), This
short program below won't have to be changed
at all in order to continue with the next
instaliment of '‘Adventure Games’,

NDo1e xASSEMELER LFCODE

00020 VFOS +EQ hH01

00030 PMEASE JER O S7800

opo4o FLA

ooosn LDA VFOS

00060 SE

0pozo SEC #9%

[IRIRE=R] STy VPDS

00090 LBY: VPO

0oLo0 LDa #0

00110 8TH FMBASE+SZ09:Y
00120 STH PMEABE+S208,Y
Do1an STe FMEASESZ0E, Y
Doi4n STA FMBASE+SZ0C,Y
nois0 BTA PMEABE+SZOD,Y
001&0 STH PHBASE+SZDE,Y
00170 STH PMEASE+SZ0F Y
00180 ST FMEABE4SZL0,Y
001%0 ST Fﬁlﬁ>Lvﬁ’ﬂl,Y
pozoo0 LA w4y

pozio STa FMEASE+$Z00 Y
i Brgnd i LIxey #%50

Doza0 BTA FMEASEHS201,Y
Noz40 DA Ba

0a250 STh PHEABE+EZ0Z2,Y
onzan LA BS54

0gz70 GTE FMEASGE+S203,Y
poEan L& #3532

pO0Ee0 GTA PMEABECSZN4,Y
noaoo B Y b

60310 STé PHEASELS205,Y
00320 LBA 54

00330 5TH FMEﬁ“E+$2ﬂé,Y
00340 Lba #2532

00as0 BT fMIﬁSL+b Q73 %
003460 LDa #1140

poazo 5Th FMEABE+EZ08,Y
00380 RTE

Ok 4

OO0 *XASSEMBLLER DOWNCODE

000l Vvros 0 BA0L

00020 PMEANSE LI 7800

00030 FLA

noe4q0 D& VPOS

000s0 CLii

000460 ADC 49

panzo GTH VPOS

poosn LDY VURO8S

0oavo LBa #:0

00100 GTa PMEASE+SSLFT oY
00LLD BTa PMBASE+SLFE, Y
00120 BTH PMEASE+SLFD .Y
o130 5TA PMBASE+S ) FazY
otian BTA PHBASE+SLIFE,Y
00150 8TA FM1ASL+$LFC,Y
0oLsl STA e Y
00L70 STA FMEASE+H1FE, Y
noLEn STA PFHEASE+S1FF, Y
0nLen D kay

nozno STA PMEABE+$Z00;
nozLo DM #50

ot ST rﬁﬂﬂ3|f¢’ﬂng
ozan Llad #3d

0240 5TH FMEASE+$202;Y
onzaEa LA 54

00za0 BTH FHMEABE+E203,Y

00Z70 DA B2

GOz BTA PHEAGSE+E204,Y
anzes L4ie #0E

Gos00 BTH FHEAREEZ0S, Y
om0 LD B8

08320 STA PMEASERSZ06;: Y
gazan LD@& #2382

N0340 9T PHMEASESEZ07 . Y
fpoasEn LA #1490

1340 BTE PHMENSE+RZ08,Y
Qoaze RTAS

ke .

4900 GRAPHICS 0iSETCOLOR 2,16,1

4950 REM PLAYER POSITION

5000 X=1001¥=40

5050 'REM SET UP PLAYER/MISSILE ALDRESS

di D0 I=PEEE(1D06)~-8'PORE
79, IIPMBASE=T#254
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Adventure Games cont’d.

5200 FOR 2=FMBASE+512 TO FMBASE+£40
5200 POKE ,0
5500 NEXT 7

5500 POKE 559,461POKE 53%77,2
.Jé.oa POKE 53248,X
S700 POKE 704,135
5800 FOR I=0 TO B8!READ WIPDKE
PMBASE+S1Z+ Y+,
5500 NEXT 2
5550 REM CHARACTER DATA
6000 DATA 49,50,36,56)32,32,56i232) 140
£100 GOTO 4500
AZ00 A=STICK(ONIE A=11 THEN Y=Y-
S5227%,0
6250 REM JOYSTICK FOR PLAYER
MOVEMENT
&300 IF A=11 THEN X=¥-9!POKE
53279,0iPOKE 53248, X1A=15!/FOR P=1 TD
{HOOIVNEXT PIIF A=15 THEN
MOVE=MOVE-11G0TO &300
G400 TF &=7 THEN X=X+%POKE 52279,0{POKE
53248, X1A=15!FOR P=1 TO 100!NEXT BIIF
A=15THEN MOVE=MOVE-1{GOTO 4400
4500 1IF 4=13 THEN R=USR{1700)!P0DKE
S327%,01A=1S5IFOR D=1 TO 100INEXT DIIF
A=15 THEN MOVE=MOVE-1IGOTO 4500
L8600 IF A=14 THEN G=USR(14001/PQKE
53279,014=15FOR E=1 TO {S0INEXT EI!IF
A=15 THEN MOVE=MOVE-1G0TO L400
LTO0 GOTO &200 -
500D FOR Q=1 TOD 88}READ
LE0040- 1 WINEXT &
&350 REM UFCODE
L2003 POKE 1537,Y
TOOU DATA 104, 173, 1, &, %,235 N 1 PR e
1?4.' I é' 1&1?; Ol 1«.’3] 1:'r i‘:”h ‘.‘l'ha" l{‘p 1544 1 3|
L1y 154y 153 12, 154, 158, 13; 154
TGO DATA 14.?.; 14 454, 150; 15, 155, 153, 1%,
144’, 153, 17; 154, 165, 49, 153, 0, 154, m T
152, 1, 154, 189, 35, 153, 2, 154, 149, 56
7200 DATA 193,35, 154,164, 22,153, 4,154,
L&%,32,153,5,154
7200 DATA 169,58, 153 6,154, 169,232, 153,7,
(54,167, 140,153, ”,1J4, s
7400 FOR R=1 TD S%!READ B!EQKE
(7o0+R-1,5NEXT R
TASH REM DOWNCODE

WIPOHE

7500 DATA L1O0#,173,1,6,28,105,7,044,
Lk 1T 251 by L 901 53.24?,1_3 153y
43, Ee,ﬁ?.,zm: 153 50,1 *3,1“\,5: 15;
19
¥

7600 DATA 1#:,:7.52, 53,198/25%,153,153,

2

9IPOKE

154 0,15 4?1-,&»?.50.
L4693 e, 153,2,154,16%,56
7700 DATA 1585,3,154,149,32,153,4,
154,162,32,153,5,194

7300 DATA 169,56,153,6,1%4,169,
232,152,7,158,16%,140,152,8,154,94

7800 GOTO 6200

LE o] ATTENTION ATAMRI OWhmRs LN 3
BYNABTY EMNOIMIEMNTNE FAESENTS

THE CARTRIDOE MMULATORT™

B osmlmil sbe sl Eseciks mn ACe-] s

® l"mwuhh o l_-v-'['y wtd tm}i;:‘u?m;t-. §mtac
Ehous the haamln od e ing RS

= m:.-uulurn.l—m- FeCERRARy

£ r n =

© apedatas onyed s Sheed 400

i
* SRk imial extwndic Doard o lnumuu i ik
o o il board 3 nnartion ylltcime ane Ersws

CRATRIDEE II'IUL“'I'QH.'I.ITI'LI‘I‘IEE PRk AGE
I ne prrgr sl g, e fiar] enes necesEary
L& l;:-tl- gy BLaR ) comped 18w Eacbridps o diwk i DR 1D ssepatlhle
E e dLvee £ e r-unp

®outal i kheen Bhchaps Inclisded et no setrs coet

B DRSS (ARG TAN, R DERT
|, vy LT EATTAINGE EralA
UBZY, Y Lari OPTTEONAL EXTENDER Bruan

LA T Do w.od RN ANTRGBLTIN meCin 2

ncy ws ll-_
izmlm anl H

BEMD NN DACER G B CHLBURE TOw
BVNARTY TG L W

WOATRRI fu ® Tradessrs of ATARI [T




ATARI

SIGN LANGUAGE FUN

AN ADVANCED FINGERSPELLING PROGRAM

This colorully animated person does everything from helping a pre-schoolar to sign, to
impraving the skills of a sign language interpreter. Signs your sentences or its own senlences at
the speed you choose. Alse, play the exciting signing games, view the araph which shows your
progress, and much maore|

32K DISK or CASS « INTRODUCTORY PRICE - $24.95

FANTASTIC FOR THE PRACTICE OF READING FINGERSPELLING . . THE GRAPEICS ARE
TRULY SUPER AND THE EASE OF OPERATION i§ VERY GDOD. THE MANUAL i%f_}
AND LEAVES NO QUESTIONS IN YOLIR MIND

—Allan Coker, PAC Newslatiar, July 1583

Enjoy one of the Atari’s most exciting word and phrase games!
THE MIDAS TOUCH

The exciting and ehallenging word game for one te four players. Full of amimation. color, and
sound, THE MIDAS TOUCH is notorious for keeping parties going inte the early morming hours:
Spin the wheel and guess the letters in the phrase. win EREE SPIN tokens buy vowals, and
much more, Don't land on LOSE TOUCH ar your money will {ade away. You may set the timer
for fast, exciting games, or for relaxing gamies full of strategy
32K DISK or CASS - $17.95
AN EXCELLENT GAME, SLIGHTLY EDUCATIONAL, BUT MORE THAN ENOUGH FUN TO
DISTRACT FROM THAT .. VERY IMPRESSIVE FROM A PROGRAMMING STANDPOINT
§ AND PLAYABILITY
Andes White, Alar Cluk Oklahoma City Newslatter May 1983
AVERY ENTERTAINING GAME, AN EXCELLENT EDUCATIONAL TOOL, AND GREAT FOR
PARTIES
—uJoe Richier PAC Nawsleftar June 1963

BADSECTORING BACK-UP SYSTEM

Back up your valuable software with the BADSECTORING BACK-UP SYSTEM Sit back and ;
walch your 810 write badsectors without having 1o hassle with changing drive speecs or da ng .0
strange things 1o your disks. Powerful program allows extensive control over the copying :
process Requires two easy solder points Includes system-on LED, $34.00.

WRITE PROTECT OVERRIDE SWITCH
Make lite easier with cur WRITE PROTECT OVERRIDE SWITCH.
Wirite 1o disks which are not natched. No need to hassle with write protect tapes

SWITCH ON: Write to both sides of most disks
SWITCH OFF: All disks protected against writing to, or normal 810 write pratect furiction

Requires one easy solder point Includes systerm-on LED. $29.00

We pay shipping and handling BADSECTORING SWITCH
DEALER INQUIRIES INVITED WRITE PROTECT SWITCH

D&D COMPUTER PRODUCTS

11441 N.E. FARGO
PORTLAND, OREGON 97220
(503) 255-4742 :

& @ ravomats ol ATAR |




High Score Saver

by Tuong Tran

The program below is a very useful one far
anyone who makes games in BASIC. This
pragram can be stuck at the front and end of
any of your BASIC programs in order to sa¥e
the top ten high scores of the day, First you
enter your scores Then with yaur joystich you
enter your names If you want, you could even
have your BASIC game program enter the score
and all you need to do is g YOUr namsa,
Again this praogram uses ATRRI's special
character set that doesn’t show LR On Dur
pnnters, =0 before you type in the pragram
make sure you chech the page titled ‘Listing
Conventions’s Until next issue, Have Fun!

L DIM S$(1),C4(300), Be415),

SCORESHSCREEN= FEEI{GS)+PEEX(29) IPOXE

7521

2 POKE 710,941FOR W=15 TO {901

CHW, W )="~"NEXT W

3 POKE 792,017 "(ESC CTRL CLEAR) INPUT

YOUR SCORE PLEASE"NINPUT SCOREIFOKE

752,1100809 2000

4 GOTD 2

S REM

2020 GOSUB S05S0IIF SCORE(I01CECORE THEN

RCORE(LG=SCOREIGOTO 8100

S0L0 RETURN

020 BEM

8020 REM -GORTING-5U ERC'TIIw--—---———w—

8040 REM

3050 FOR W=1 TO MIMAX=05C ORE(W}H=WIFOR

E=W=+1 T0 J.IU }" MAXSELORE(EY THER

MAX=BCORE(ENH=

SOA0 MEXT E

%t?o T=5C0RESGHNBS=CH 1567, LSaWa 14
COBE(R)=3COREENCSIS W, | S¥ W+ 15)=04%

{Fxl S5 H 1 OIECOREIH)=T

2020 CHISHE, 15441 4)=RENEXT WIRETURT

SO90 REM —OUTPUT-THE-ENTRY-TABRLE-——

moq*"w ENTER - NAMER

Slln whepTRT DaCitE TR R#3)}CTRL

wm.,:r(c,'rm BsINCTRL B

1zp 2 |ATEBICID|EF

31*#0 2 ETRL AMIICTRL Red)lCTRL

SNESHCTRL REJVCTRL D)

81407 FEVHETT LT | R L

150 2 “(CTRL AMI(CTRL R*31CTRL

SH*E)NCTRL R¥3NCTRL D)

81607" |IMIN|Q|PIG IR

8170 ¥ “CTRL AV{ICTRL R+3H{CTRL

28

g0 7"

S)#ENCTRL R#ENCTRL 1)

e1ge?" |SITIU V(W | X"

8190 ? "(CTRL AM((CTRL R¥3)(CTRL
5)#5NCTRL R#2MCTRL D)

¥ [Z1y]-I DEL"

8210 7 "{CTRL AMWUCTRL R+#3)(CTRL
SN#3UCTRL R&3MCTRL XN#2)(CTRL
R#SZHCTRL C)

8220 7" [END|LIBIGaME]"

8230 2 " {CTRL Z){((CTRL R#32MCTRL
XNs2NCTRL Re2HCTRL O

8240 POKE 25,2017 "4 (CTRL B)CTRL
HeLCTRL EY

E250 POKE 85,2017 1" "

BEe0 POKE 25,2617 MOTRL INE+LIICTRL )"

@ PL=SCREEN+20+4047 1 1B$="18Pe1 5}
BIEGD X=101Y=7!A=BCREEN+X+40sY
{E=FEEK{ANFPOKE A,B+125

2290 B=ETICK(D)

BI00.IF 5257 AND S99 11 TUEN £590
8310 IF 5=7 TEE:: x=_x+4

@320 IF S=11 THEN X=X-4

BEs0.IF K=b *:1~::'\r: X=30ir=7-2

BLAIT A=24 THEN ¥=10¥="+7

PREQ IR Y215 AND X=23 THEN X=100Y=7
8260 IF Y47 THEN X=16ty=17

2370 POEKE A E{A=SCREEN+X+40+Y

\E=PEEIANFOLE A, B+173 ,

S040 FOR W=1 TO SOINEXT W!GOTO 8290
&390 IF STRIGI0)=0 THEN C=C+1:30TO 8410
SN0 BOTO 2290

B41H IF X=14 AND Y=17 THEN

CH150,185=RHE0SUE 80S9IG0TC sgm

B420D IF X=18 AND ¥Y=17 THEEHX
G150, 185)=BHIGOEUB S030IGOTC 8610

ARG IF X=20 AND ¥=15 ;HE‘-E ELEG

2640 IF C=17 THEM C=C-LIG0TD 2470

2450 IF X=10.AND Y*:}' TEEN FOR W=C TO
{IVPOKE PorW 20 iBs(WIi=" 18R )" INEXT
HC=1100TE 2470

4460 DSIC)=CHRS(B+1E0)IFOKE
PLAC,B+1261G0TO 8280

TATO FOH W=l TO 3HEXT W .Gam 2250

&4E0 IT Ci=1 THEN C=01GOTO 5300

2490 C=C-11PQICE FL+C,0i0=C ~1;f30m 470
5500 REM -OUTRY T-TEE-TOP-TEN-SCORES—
B30 7 ||| (CTRL OMCTRL R#29)(CTRL E)"
RESGOY ITOF T EN SC ORES |
PHCTRL ANCTRL Bsi4)CTRL WHETRL
? IZUCTRL Bye
ASHd Y | MAME |

SCORE |




Basic Listing cont'd.

8550 7 "(CTRL A)CTRL R#1&6MCTRL S)CTRL
R#12)(CTRL D) )
8560 FOR W=1 TO 10:7 " | |
I“INEXT W

8570 ? "(CTRL I)(CTRL R#14)(CTRL X}CTRL
R#12)CTRL C)"

8520 7 "¢ PRESS TRIGGER TO PLAY AGAIN"
8590 7 @ 15"

£400 FOR W=1 TO 10!POKE £5,&6!7 W-1!" "}i7
CSIISH#W 1S+ W+ 10VJIPOKE 85,2417
ISCORE(WHNEXT W

2610 FOR W=15 TO 185!54=CH(W,W+1)!IF
ASC(E%)>=A8C("(SP#1)"}) THEN
CH(W,W+1)=CHR$(ABCSE)-(ASCI"")-ABC("A"))
8620 NEXT W

2630 IF STRIGIO)CO0 THEN 8630

84640 C=0IRETURN

PRESS TRIGER 79 PLAY AGALN

MNETW PRODIICTS

OFERATION

WMHIRLWIND
This new war game puts you in World War
II and it's up to you to muster up courage,
polish your knowledge of military strategy,
and move your battalion through a series of
skirmishes and battle actions. Using your
joystick through the many phases of computer
battle action, including Command, Mavement,
Combat, Assault Order, and Assault: This
game lasts from one to three hours with
numeraus cycles or skirmishes. Your victory
can be designated in one of five different

ways! Guestionable; Marginal; Tactical,
Strategic, and Breakthrough, Operatian
Whirlwind features Broderbund’s excellent
graphics and sound effects, and is ideal for
both the novice and advance players and
carries a suggested list price of $3%.%5,
Broderbund Software
17 Paul Drive
an Rafael,Ca 94203

LOPE RUNNER
This best seller for the Apple is now
availztle for the ATARI computer, It features
up to 150 original game screens, each
requiring sirategic problem solving and quick
thinking in addition to lightning-fast
reflexes. another feature also attributing to
its popularity is the feature that allows
arcade game entusiasts to oreate an unlimited
number of additional game screens, The
suggested retail list price for disks is $324.,95,
and $3%.95 for cartridges.
Broderbund Saftware
17 Paul Drive
San Rafael,CA 94703

FLIGHT STMUJULATOR

SubLOGIC’s new ‘Flight Simulator II lets
you practice takeoffs, landings,; even
comslicted aerobatics, The program features
over B0 airports in four scenery dreas;
NewYork, Chicago, Seattle, and Los Angeles,
Complete navigation facilities are included.

Continued an page 32



Captain Campsite

by Bob Cockroft

Imagine yourself in a sub-tropical forest
enjoying the peace and tranquility of the
natural surroundings, The sounds af the
woods are all around you as you sit in the long
green grass in front of your cabin, With anly
your favorite comic book and a limited supply
of food you are isolated Firom the rest of the
warld,

Suddenly, out of the tregsgome various
types of carnivarous anjima-lg'%are running
with alarming speed tow the cabin,
Realizing that it is the food supply they want,
you grab your automatic tranquilizer gun and
prepare to defend what is yours., Shopting
upor the aggressive intruders, you watch them
fall into a deep sleep, As you race from one
side of the cabin to the other, your shooting
skills are put to the limit. Remembering that
it iz impartant to avoid getting to claose o
those dangerous animals, you are forced to
skiltfully manewver yoursslf in grder not to be
eatan. In addition, trees, stumps 2nd the
cabin are also deadly hazards if runm into,
Your shoegting does not seem to discourage
them: From all directions they come with
increasing speed and fury, The situation is
beainning to seem hopeless, Thia is a job for
CAPTAIN CAMPSITE.!

Although speed and accuracy in shooting
are the qualities that will determine success
in this game, some words an tactics may prave
tobe helpful, To make the game realistic, the
animals were designed to have a chance to
withstand certain hits on their body making
the animals sometimes very tricky to gut tg
sleep, What this medns in terms of tactics is
that Hits to the thickest sections of an
animal’s body are most likely to be effective,
Therefare head-pn hits, parallel +g thae
horizontal plain of theiv body are usual maost
devastating, It is also important not to
venture far away fram your cabin., Remember
that the fopd container in the center of the
cabin is the target of the animals; not you. In
additian, by getting to far away, the chance of
an amimal getting between you and the fopd is
increased. Also, the tfees will sometimes
impede the way bach to the cabin, IF ail of
what T have said does not seem to be helpful,
maybe it will be best to just practice. GOROD

lt]

LUCK!

iz IF¥f wvywow Ffind the
Program seems tTtoo
long to type in yvyouw can
send $S5.00 to: ROM.
P.O. BOX Z5Z,; Maple
Ridge, B.C. YZ2X 7G1.
Specify whether you
want disk or cassete.

ZREM + REQUIRES 40K DF MEMORY

% REM # CAFTALN CAMPRITE #

4 HEM #

S DIM RANS(L7), YNS() =

10 LEVEL=1{LIVES=1i{PLAY=1{ILIVESL=t
ISECOND=0

{2 RESTCRE

15 POXE 752;1 ]

20 BOORE1=MBCOREZ=0I3CORE3=0ISCOREY=0
20 SPEED=100

B0 GRAFPHICS O

90 RAMT=PEEK (10414

150 CHEASE=57544

170 NEET=RAMTHIISE

{80 POKE 106, FEEK (1055

195 GRAPHICS O

184 POBITION 13,817 "Captain Campsite"

18% POSITION 15,1017 "LOADING
DATA"IPOSITION 15,1147 "Please Wait"

18% POSITION 15,122 "2!06 minutes"
190 REM + MOVE ROM SET TO NEW
LOCATION #

200 FOR W=1 TO 1024!POXE
NSET+W-1, PEEKI(CHEASE+W-1)




Basic Listing

ZIONEXT W

220 FOR NUM=33 TO 40

230 SET=NSET+NUM#5

240 FORL1=0TOD 7

245 READ D

250 POKE SET+L1,D

250 NEXT L1

265 NEXT NUM

270 IF SECOND=1 THEN 500

299 REM # LOAD MACHINE CODE #

300 FOR X=34000 TO 37571

305 READ D

310 POKE X,D

315 NEXT X

492 REM + OPTION SECTIONM #

500 GRAPHICS 1!SETCOLOR 2,14,1

520 POSITION 1,2!7 "use OPTION & SELECT
buttons to change the skill level®

925 POSITION 1,447 "use START button to
continue"

528 POSITION 0,4:? #4)"WHAT SKILL
LEVEL?I"!1? #6;LEVEL

930 IF PEEK(53279)=3 AND LEVEL<7 THEN
LEVEL=LEVEL+1

540 IF PEEK(53279)=5 AND LEVEL>0 THEN
LEVEL=LEVEL-1

545 FOR X=1 TO 100INEXT X

530 IF PEEK(33279)=6 THEN 570

260 GOTO s28

570 POSITION 0,6!7 #46)"H50W MANY
LIVES?{"}17 #6)LIVES

380 IF PEEK(53279)=3 AND LIVES<é THEN
LIVES=LIVES+1

370 IF PEEK(53279)=5 AND LIVES>0 THEN
LIVES=LIVES-1

595 FOR X=1 TO 100INEXT X

600 IF PEEK(S2279)=6 THEN 620

£10 GOTO 570

£20 POSITION 0,8!7 #4}"HOW MANY
FLAYERS?I"}1? #&JPLAY

430 IF PEEK(S227%)=3 AND PLAY{4 THEN
PLAY=FLAY+|

640 IF PEEK(53277)=5 AND PLAY>1 THEN
PLAY=FLAY-1

£45 FOR X=1 TO 100!NEXT X

650 IF PEEK(53279)=6 THEN 462

460 GOTO 420

662 IF PLAY>0 THEN LIVESI=LIVES

664 IF PLAY>1 THEN LIVESZ=LIVES

&&6 IF PLAY>2 THEN LIVES3=LIVES

648 IF PLAY>3 THEN LIVES4=LIVES

670 IF LIVES1<1 AND LIVES2<¢1 AND
LIVES3<! AND LIVES4<1 THEN 1500

675 REM #

676 REM * MAIN LOOP #

479 PL=0

480 PL=PL+1

682 IF PL=1 AND LIVES1<i1 THEN 1200

484 IF PL=2 AND LIVES2<1 THEN {200

486 IF PL=3 AND LIVES3<1 THEN 1200

688 IF PL=4 AND LIVES4<1 THEN 1200

770 REM # PRE SCREEN SECTION #

782 IF PL=1 THEN LIV=LIVES!

784 IF PL=2 THEN LIV=LIVESZ

786 IF PL=3 THEN LIV=LIVES3

788 IF FL=4 THEN LIV=LIVES4

800 GRAPHICS 1!COLOR 1:SETCOLOR 2,16,1
810 POSITION £,8!7 #4;"LEVEL "ii? #46,LEVEL
820 POSITION &,10i? #46}"PLAYER "17 #6IFL
830 POSITION &,12!7 #6!"LIVES "}i7 #4611V
835 FOR X=1 TO 300!NEXT X

839 REM * DRAW THE SCREEN #

840 GRAPHICS 0!SETCOLOR 2,12,1

842 POKE 752,1

845 FOKE 754,NSET/256

850 FOR Y=10 TO 13;POSITION 17,Y}!?
"I"IPOSITION 21,¥!? "L"NEXT ¥

860 FOR X=17 TO 21i{POSITION X,10:7
"K'IPOSITION X,132:7 "TYINEXT X

245 POSITION 19,107

870 POSITION 10,5:? "F"{POSITION 35,212
"FYPOSITION 13,17:7 "F"{POSITION 20,2217
IlFl!

820 POSITION 5,5i7 "F"!POSITION 30,4:3
"F'{FOSITION 30,2212 "F*:{POSITION 14,317 "F"
890 POSITION 30,12!? "G"{POSITION 32,8!2
"G"!POSITION 5,17:2? "G":POSITION 4,10:7 "G"
900 POSITION 10,217 “G"{POSITION 22,2117
"G"!POSITION 22,4i? "G"!{POSITION 34,177
IIGH

910 POSITION 8,12{7 "H"!POSITION 10,15:?
"H"IPOSITION 24,18!7 "H"!POSITION 23,47
"H"{POSITION 1,177 "H"

920 POSITICON 2,2i? "G"{POSITION 38,10{7 "H*
927 POSITION 19,1217 "M"

924 POKE 1577,7+INT(LEVEL/2)

975 POKE 33999,104

930 X=USR(33999)

999 REM # AFTER BATTLE STATUS +

1000 IF PEEK(1575)=0 THEN 1050

1010 IF PL=1 THEN LIVES1=LIVES]~1

1020 IF PL=2 THEN LIVES2=LIVES2-1
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Basic Listing cont’d.

1030 IF PL=3 THEN LIVES3=LIVES3-1
1030 IF FL=4 THEN LIVES4=LIVES4-1

1049 REM * SCORE #

1050 PSCORE=PEEK(157&)%
LEVEL+INT(RND(©)*10)

1060 IF PL=1 THEN SCORE1=5CORE{+PSCORE
1070 IF PL=2 THEN SCORE2=SCORE2+PSCORE
1080 IF PL=3 THEN SCOREZ=SCORE3+PSCORE
1090 IF PL=4 THEN SCORE4=SCOREA+PSCORE
1100 GRAPHICS 0

1102 POKE 53248,0:POKE 53249,0:POKE
53250,0!POXE 53251,0{POKE 53252,0!POKE
S3253,0!POKE 53254,0

1110 POSITION 19,47 "SCORE"

1120 POSITION 2,647 "PLAYER 1|
"SCORE1 _

1130 IF PLAY>1 THEN PQSITION 2,817
"PLAYER 2! "{SCOREZ

1140 IF PLAY>Z THEN POSITION 2,10i?
"PLAYER 31 "}SCORE3

1150 IF PLAY>3 THEN POSITION 2,12%?
"FLAYER 4! "}SCOREA4

1160 POSITION 2,151? " press START button
to eentinue"

1170 IF FEEK(53279)=t THEN 1190

1180 GOTO 1170

1190 SPEED=100-(LEVEL#5)

1195 IF SPEED<! THEN SPEED=|

1196 IF SPEED>25S THEN SPEED=255

1197 POKE 1543,5PEED

1200 IF PLCOPLAY THEN 680

1205 LEVEL=LEVEL#+1

1210 GOTO 670

149% REM » FINAL STATUS SECTION *

1500 GRAPHICS 0 _

1510 COLOR H{SETCOLOR 2,141

1520 POSITION 15,4{? "FINAL RESULTS"

1530 FOSITION 12442 "SCORE RANK"
1590 FOR TL=| TO 4

1592 IF TL=1 THEN SC=3CORE1

1594 IF TL=2 THEN SC=SCOREZ2

1596 IF TL=3 THEN SC=4COREZ

1598 IF TL=4 THEN SC=6CORE4

1600 IF 8C<400 THEN RANS="FEST b
1610 IF 5C2399 THEN RANS='"BROWNY s
1&20 IF BC>500 THEN RANS$='BOY 5C0OUT

1630 IF BC>&00 THEN RAN$="CAMPER -
1540 IF SCH>700 THEN RAN$="WOODEMAN

1450 TF SC>E00 THEN RANS$="EXPLORER '
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1660 IF SC»1000 THEN RAN$="CAPTIAN
CAMPSITE " B

1670 IF TL=1 THEN POSITION Z,8¢7 "PLAYER
1 ™BCOREL)" '"JRANS$

1480 IF TL=2 THEN POSITION 2,10:7
"PLAYERZ "JSCOREZ" "/RAN%

1690 IF TL=3 THEN POSITION 2,12!?
"PLAYER3 “JSCORE3}" "RANS$

1700 IF TL=4 THEN POSITION 2,147
"PLAYERA "{SCORE4}" ";RANS$

1705 MEXT TL

1800 ? i? "press the RESET butten before
restarting program”

New Products cont’d.

Flight Simulator II includes color-filled 3D
graphics and weather conditions that are
User-adjustable, From clear blue skies to grey
cluudy canditions, The suggested retail price
iz 49,95 for a 48K disk,
subLOGIC Corporation

713 Edgebrook Drive

Champaign,IL 41820

MATO COMMANDER

This is a scrollingy Real-Time wargame
that requires Joint Chief’s—of Staff thinking
and arcade speed decisions to stop the Soviet
Bioc invasion af Europe,

This Réal-Time simulation of events as
they might take place in a European conflict,
requires the NATO commadey to analyze
cantinuous radio, teletype and combat
communicatian reports of battlefield
conditionsyand respond with his own strategy
Air Power, Multiple Combat units including
Armnr. Mechanized Infantry and attack

Helicopters: As a last resaort; the Commander
has at his diposal Tactical Nuclear Weapans,
The simulation takes place in accelerated
Real-Time, with numerous activities taking
place simultaneouslyy including command
entry, unit movement, combat, and battlefield
updates.

This is now available on 48X disk or 40K
cassette and has a suggested retail value of
$34,95,

MicroProse Software
One Caribou Court
Parkton,MD 21420
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Basic Listing

1UOOG DATE 4, 156, 208,90, 78, 120, 14, L&

10010 LATA 1&, 58,16, 124, 56: 254, 124, 16

10020 DATA 0,0,0,0, 0, a4 W B0

10030 OATA 255,235, 253, 255, 255, 205, 255, 255

L0840 DATA 255, 205, 213, 285, 213, 255, 259, 255

10050 DATA 285, 205, 255, 13, 250, 213,095, 255

10060 DATA: 295, 215, 255, 215, 2555 210, 255,255

TOUBD DATA 11&, 446, 117 85, 735,85, 127,09 :
12000 DATA 189,62, 141 47,2, 167, 110y 141, L2, 2, 169, 88, 141,193, 2, 149, 268, 141 194, 2 1
6P, 65T, 141, 195 ' i s
12005 DATA 2,165, 106,169, 112, 1417, 212, 169, 5, 141, 29,208, 169,120,141, 1,8, 169, 100,
LAy, Oy 6y 169 _ ; LAl
12010 DATA O, 141,55, 8,141, 8.6, 141, 9,6, 167,0, 169, 1,141, 50,208, 169, 0, 191,404 6, 169,0
LEQLS-DATA 1862.0, 157, 0, 116, 157 .0, 117, 157, 0, 118, 157, 0, 119, 187,0, 115,239, 224,355
08, 256, 162, 0 /2 by
LAGR0 DATA 157, 19,6, 2020, 224, 4,208, 208, 178, 10, 210181, 45,6, 169, 0, 135, 77 228, 28, 6,
169,00, 141 2
12025 DATA T,210, 141, 59, &, P7R 2686, 205, 27, 4, 208, 8167, 0, 141,38, &, 76,664 300, 173, %
208

12030 DATA 20| .0 208 47, 173, 10, 208, 2040, 0, 208, 40, 173, 11, 208, 201, 0, 208,55, [ 75, 4,20
8,201, 0,240 : : _ : 1 _ ==
12035 DATA 3, /o, L5, 146, 173, 12, 208,001 20,240, 7. 201, 1, 280, 5,76, |1 T8, 140, 173,40, 6. 2
5 A1 & _

12040 DATA EUB,F.Q&rAé?,?uuyiﬂl,E?,b,?ﬁ,174,J£E,BHEE4,O:EUB+3,7&51?051$%31?§gﬁ;h
A Y | Lo i3
LE045 DATH Qa0 5y 78, 2700 106, 1T 40,8, 200 10, 240, 6, 258, 4206, Tay 147 . 138 149, (6755 15 BN
LA N ' P
L2050 DATA 12002y 141 306, 201y 14, 2404 35, 201, 10, ROBLE] 26, 167, 135, 201, 11,208, 3, 76,1
il St penle | s
1255 Uala 15, 208, 3 76: 108, 136, 200, 135, 240,40, 201, F.208, 3. 76, 167 (138, 76, 225,154 1
T2y b 178 ¢ )
L2060 DATA 1.ay 142, 0, 208, 192, 25, 2404 82060, 64 173, By 6y 201, 1%, 240, 7201, 13, 204, =,
2 Ly i f
12065 DATA LEA, 138, 6, 45, 134, 172,00, &, L7015 &) VA2, 0, 208, 192, 225, P40, X 2X8.0. 46,173
3.6 ; , =il : .
12070 DATH 201, 14,240, 7, 201, L3, 240, 3, 74, 134, 138, 162,0, 256, 2, &, 240, 23, 232,204 4, &
G, 246, 236 ; 3 :

PRO7E DaTA gy 20y L0, 2302, F2A B, 208, D4h, 14%, 0, AL, 2 6, T, 1480 L34, 76, e, 154, 258, 2
PR o ) ' :

12080 DATA Oy &, 167, 0, 155, 255, 115, 155, 15, 116, 1530, 116, 153, 12, Pla, 169, 08,152, 4, 11
& 1EE T 116

12085 DATA 153.8, 116 162,20, 153, 2, 116, 1657, B, 15,4, 116, 1535, 7, 116,169, 682, 155, 5, 114
J 169,40, 153 . A
12090 DATR ‘6, 116, 169,528, 163,%, 116, 169, 4 152 T U1s 180 6 8z ] 11, 78, 2o, 15 o
BB, 2,0, 172

12093 DATH O, 6, 169,00, 153, 13, 116, 1530, 11L&, 1555, 182, 116, 182, 298 115 169,28, 158, 1, 11
By 153, 311 & _ _ e

12100 DATA 153,86, 116, 165, 20, 153, 2,418, 165, 8, 153, 4, 116, 193, 7,116, 169, 62, 1578, 5, 116
S LET 10 18N _ e

12105 DATA &,116, 169, 48,152, 11,116,165, 20 155 0 114 169, 16,155,100, t1&, 78, 230,134
By B G .~ I




Basic Listing

Il'iﬁ DATA ooy 174, Loy 142, 0, 208, 256, 240, 280, 5. 258, 1. a4 L2, 0y 2T6, 446, D40, D8, 330
12515 DATA 3 By OGRS, S A & T, 10, B, Eﬂi¢;ﬂ@a,24aﬂLﬁﬁaouint,4,5$?ﬁ{5@, G, 75

-_v_-t.f:l.! 1_3‘.5
12100 DATH =8, e B AT O, LT, TES, 04 L 185153, 12, 116, LB L3, 106, 153, 195, 115, 189
s BRTIEES
L2105 DATHR Ly 153, 5 308, 158,8, {ds, 16k, 20,15 u,?,iL&,I&W}Bgiﬁﬁ,d.ilgnlﬁgrﬁr116,15
s L 167 : _
LZ4F0 DaTA JE,LS%FW1Ji&,Lﬁgwﬁ,1§3m!i.rrﬁ,ié?,ﬁﬁ;iﬁﬁ;Fw.llﬁ.iﬂﬁ{ﬁﬂﬂ153,q$116,?&,1
4v4145.£u5 £} i
12438 Dary &, VIR & LER 0,k
P s L
1210 DR 20, 1550, 116, 165, ﬂw.l53.9,lIﬁalﬁ?,B,153fﬁellEpL53,@,Liﬁyiﬁﬂql,ti&@&ﬁ?
LAZECISE.E
L2bE DT [Le, L6%) 16, 155, 10, 11&,1&9,24 18y gl LS VS, a2 6 B0 T Fh, e, (3
Eoal Al P
1ZEEG DATA 3rrq,mz}134176:;ggiaﬁa,i?ﬁ,an,yyﬂ,1,ﬁ;1¢3.0110w.¢‘4,2u B, Lo 20k 1 b
W LEE :
L2180 DIVTE 5, 005, 4y & i, 275,
B O L]
LELal DT 4. B, 6, 20, 108, 76,00y
R y )
st DMTﬁ'lﬂﬁ,l.inliﬁﬁyﬁﬁllq;ﬁﬁﬁua.lt&;lmgrﬂﬂnlﬁifﬁ,ii&-lﬁ?rﬁﬁyiﬁﬁyﬁ.hrh,iﬁ&;ﬁ
puls Erte SR BRI A = i _
TIELTE DA igw.mhmﬁﬂ;qj11¢}¢h§ﬁm;1£aﬁtﬁﬁﬁerxaﬁiaﬁ,tariﬂjpil-tlﬁ Livg oo, 1S, Lo, 1t
by T, B, 1705 '

S e s < TR A R e T
15 i b il | i
iaJBu DOV (ot b B, Bl Lﬁﬁ*ﬂ,Ll&aiﬁﬂyﬂ.y&mgﬂ;llﬁ,lﬁi,énilﬂrlﬁ;,?,Il&glﬁ¢32ﬂnlﬁﬁ1?

S Iﬁ”ﬁ-l;..ua,m% 2B, LT 0, TG, 15308, 114, 1558

I24 B BOB 20, D36, ) i L, U T S g S S |

S EREs Ay, 17000, 6, LS9, 0, SN, G e T 1 T e I [

L L T o Ut e SE LRI L LA, LA BE LSS 1 T, LB 1t

el &y lazs a8, L5, li.;Ih.lnv..G.lﬁ)nﬁ,ll&m173,ﬁ1é,ﬂﬁl+L@,:QEpﬁm?a

Dy i R ._.1$ﬂ,fhm35ﬁﬂfﬁéﬂhfahdqa,l?ﬂdi;b,IHRTU?EGSFLﬁW,U | A5 B |
Halos DATE LR, LB, O 4, (a8, SEL s, s s IBE 2 116, 105 R T B
(= PN | 1@'&-
aaon o T2 RS S P =
3;10.11%-?& : .

FROS DATA LD LI, LA, b, 0 .,Euﬁ,ﬁnlfi.J?U.Q]i#l}lﬂ.&rL?E Ay B0, L 2L,
r& Lo =
1 ﬂlu unrm L5e. 1,
o 5

C R . et O P (= u“.14414.1lh,1&9 LI S P S b P O B

I L e e iy S AR L3 RL0L DY R B O L, OB, X 2R,

1 T .
12t nmla ; - 51L£?,J91*§@’#d.b.?n.j;ﬂ.tallHUJ1,.JMS._.rqulﬁllﬁ?FEﬂiqﬁgﬁﬁﬂ13
SO S

tazke pare 1%;.3n.uA-ﬁa,r?ﬁfuiamzzq,d,a.Jnﬁﬁoﬁzma¢17;ﬁpta,Jag;uafaa 0
& i

;é;14 DETH L&, 08 105 0l L b 155 8, e 1 PR S T LS IR B

i '4#514 tTﬁu15&,iﬁa1ﬁ$ﬁﬁ,i%ﬁilﬁ?.ﬂ.lﬁﬁ}&aliéTlﬁﬁ,?rlLﬁylé?;ﬂﬂulﬂa.lmﬂilé}ﬁﬁ

I ;fﬁ];fj1311ﬁ49lmﬁglﬂﬁjﬂv2ﬂﬂ$I7 AUy hEE Oy BB L LS UET 10, [ 1hy 169,28, )

o g Mo

p T A LS a2 158 S it

S |




Basic Listing

L2240 DATAH 153,3,1Lﬁ,143,a,116,1&9,30,153,2,1tb,iﬁi,?,11&,1a9~e,155,4.115,1m?,15
183,59, 118

128 DATA 16Ty T 1833 00 116y 15T, To 116y 167, 84, 153, 10, 116, 76, 164, 138, 172, 0,6, 178, 1,
G, 142,70 ;

12283 DATA 208,I?Epu,é.th,U,lEE,ON11&.L53:153,llﬁ315$,lﬁ,]16u13$.11!11b,1&9¢28,
G S B b

12ESS DATA By A1&y 167, 20, 18T, 2, 1 ke, 169, 84155, 7, 116, 169, 14, 157, 8, 116, 167, 10, 153, 9,
11E, 169, 59

12260 DATA TS5, 10, 116, 177, 28, 6, 1 72,0, 6, 201, 7,208, 3. 74. 207, 7. 201 6, 208, 3, 76,216
w7, T

L22AS DATA 23 157y 169, 8103, 4, 016, 150, 4,116,167, 185153, 5, 116, 76, 164, 138, 169, 9, 1
S53. 4, 116, 169

L2270 DATH 14 185, 5 116, 1678, 153,6, 116, 189,56, 76, 164, 138, 167, 8. 155, 4, 118, 169, 14
P e T 15

L2275 DATA 169,95, 153, 6,0 16, 78, 164138, 173,00, 6,174, 1,6, 162,0, 208, 1/72,0, 6, 162, 0, 15
5, U

12280 UATA Lidy 15T, 188 118, 153, 120, 116, 1858, 11, 116, 169, 28, 155, 1,116, 158, %, 1 14, 165,
20, 1552 L1 G 10T

L2785 DATH B 183, 7o 116,169, 564 153, 8, 1 Loy 169, 40, 155, 9, 1 1E, 169, 110, 155, 10, 116, 173,
BB AT O _

12290 paTs G014 11,208, T, 76,82, 138, 201, 10, 208, 5, 76, 98, |38, 74, | e, 134, 169, 8, 153,
4,116,157

12295 DRTA & Lléy La%, 120, 358, 5, Lléy 76, 164, 158, 169, 72, 158, 4,1 18, 169, 55, il 1
B PO L .
12T00 DATA Ly 76, 164, 138169, 8, 153, 4, 116,169, 95, 153,95, 116, 169, 22, 153, &, 116,76, 1
T T et B P

L2305 DETH D 20Ty TA0L T, ey LA, 138, 1a, 147, 158, 1460, U, La2, 6, 232, 530 Wmee sk, sy o
G, 192, 5, 2us

L2810 Dyl Bl Top N6, 135, 173, 5,6, 201, 0 208, 17, 487, 1, 18,5, 6, 174, 0, 6,140, 4,6, 174,
1 k
12315 DATA By 182, 7,6y 173,25, 8, 201,14, 208, 8, 76, 236, 138, 001 13, 208, 3, 76, 104 1359, 201
s JlgRng

12350 DATA Sy 78, T2, 137, 200, 10, 208, §, 6,97, 139, 201, 9,208, 3, 76,97, 139,201, 15,208, 3
WP 147 '

12525 DATA 133, 76,40, 139,173, 6, &, 301, 10, 200,10, P08, &, &, 173, 25,64 201 o 14. 208, 10, 16
ERI- R S |

Lddn Derla Ty Gy LT Mg L AL, 28, 6, Fh, LW, LE LIS 6, b, 200, 205, 240, 10,238, 6,6, 173, 95, 6
tot |

F2RES DaTA L3 B08, 10, 165, 6, 141,96, 167, 10, 141,28, 6, 76, 150, 1359, 1695, 141, 26, 6, 174
g

12340 DATA 187, 6,141,%,4,238,8, 6, 224,205, 290, ¥, 224, 224, 280, 5, 238, 7. 8,1 7%, 25, 6, 20
12345 DATH 208,5,1&?,3,141,26,&,?ﬁ,EEb,138,201"ﬁ,zﬂﬂuﬂ,lﬁq,?,141.2&,&,?&.10,13?,
Féy 150

2350 DATA iEQ,lﬁ?,ﬁ,lﬂl,hb,a,l?ﬂ,3,5,1&9,&,lﬂl,?n6y224.2ﬁ,ﬁ4m.3,20&,7,&hLFE,ES,
&

12355 DATA 238,8,6,301, 10,208, 8, 149, 3, 141,26, 6, 76, 256, 138, 201,92, 208, 8, 16%, 7, 141,
26,

L2360 DATH 76, 10,139, 74, 150, 139, Gy Ly 1815, 6,173, 6,6, 24,109 56, 6, 168,173, 7, &, 24
W 109

12585 DATA Fuba 141y 4y 208, 169, 0y 153, 3, 115, 153, 295, 114,158, 1, 115, 169, 1, 153, 0, 115, 1
TE, 0, 209 :



Basic Listing

aﬂijﬂmﬁﬁﬁiIG,EﬁﬁmBLﬁ,iIQ;ByE.Eﬁi.Bw1293.1;"lﬁ?iaalq;gﬁ,h,iﬂl,ﬁrﬁn]ﬁ;,

rlﬁj1?£nm;£@ﬁju¢1,ﬁ9yﬁ¢1?§,sza;Lawlrgg,w,ﬂuﬂﬂm,f = OO U T L e -

. s
lﬁuﬁu AT 140, 19208, 2
o b Sy ?ﬁl ] - A
“Wd_ fajaR e LA TRy Al Ly BERED LG L@ 6, LEW 0, L5719 08, 78,0 L6, Laz. i 54, 259,

e o e YA 1 R U 141 SR M PN 1 O 1

DATA 29: &y 1w ROURE ol B e TN e T e .. 2 R S SR B e i I

1294s baTa @ﬂ;i#&?law,1.1ﬂ1.zﬂs&ﬁ3;?a,L#W,iEE,JLE.u4 $@1@qa%L Rl e D B O
ey o] it HCEEEE o

L2400 DRTH VO 169, Lyl y 201, 0, U6, B 008 R0, T8, e, RS0 LA L, U 185 0, 209, 180801
¥ ot

12ﬂm$'Bﬂfﬁ.1F§¢E@$rIWL,ASE.JOJ.JQQ.Jé,IEQTIHH,QQ#.ﬁ.HMB 0 O U SRy G ol P o
ES, O, EHE, Ph 1B 1Ak ; : _
12810 Data 143-;55.!18.%uur EVREE, DO BHE, Ph, 159, 20 La®, 1y 15T UYL 60 LT, B30 G, AR
,1&.1-':||‘r.|-_|..LL.s : .

12%1s nmta Loy D0 A8, 157, LA, 280, Fa. LVIS, 100, LA, 473, 10, 210,48, L8, Lbon, 280, 7oy 186
pldonlee. sy, 10  JN ([t :

Frdig DaTe a.L.E,Agyﬂrm,lﬁ?,1&,5,?a,¢;,1ﬂm+lEﬂ.Jﬁ?g;a,ﬁa1wﬁiLq,ﬁ&¢,1ﬁm,19_a,xhiﬂ
Llvagygss: T Ve

12625 DATR O, 221, 10, 6. 208, L1, 280, 10,5, 1652, 163,28, g 765 245, 146, 168, L84, 10. 6. 201
v LRO2OH

TRATO. AT/ T, Fh, T, L0, Bl B, A0S, 1 B0 L2 B0R LSl L s LY Gaaashy T @
i :

LEASE DATH LA 189, 0, B0, 106, 308, 15, 290, L b, 1S 2450 24, 105, 1oy % 5 IR - S T
141,24

12490 BATH IOSHQEHQ1,£231£QQJEE?1tﬁruhﬂyﬁ,i?ﬁgzﬂ;a,ﬁﬁ,lmﬁ.uw.lﬂi,Jﬁ.& Ty A7 LA by
wxa.gara

Eﬂ¢u ﬁﬁrn LET L Ll 0T PR 200, 10, 189, 14560 B0 5 125, 208, 5076, I 38,1 46, 199010 &L 15

bt . d B P R e UL B DL S, 1aS, u¢1¢#-”*.b..44.,. BOE | BT By LRy

*“H-offﬁ By dldly /By 11 L, 1Ak, 169, v,lﬁa.ﬂﬁﬁdiia,Lﬁﬁ,ua11?.15;+Lm*iirktﬁa

ol .

Mt S G = R TR O - L = 0 L@ S Pd e AR e 158 4, LT, 15T, &
g+$l?}f55n?{li?;17£~-ﬁeé,mmlvl.uéu-ix.ﬁwiu1Luu¢u Py RO A A T, 55
Lisg o 1y 173, B30 64 201, (ullCB. 3, 760 T1A, 1241, L6R,2, 158, 1 017, 169, 7, 185,72, |

;1;riﬁwf14.L53.“,|i e R B L, Ay U 25 bsthya LS, 7, L 7 165, 8,

153r§a1??:?ﬁ;lﬁﬂ+iﬁbjib?,¢¢133ulyLt?.iﬁm;lﬂriﬂﬁ@ﬂ;ir?,lﬂﬁ;ﬁ{ll?;lE?}?

3.3, 1
“”53 BATA 153

J;Ji?,iﬁ?;hgiﬁﬂ,4,Hi?ifﬁﬂ.fylﬂﬁﬁF,11?“1ﬁ91i,353;8.Ll?,153§?,ILTF7
E?J 14J

’zaﬁgﬂjﬁhmmym?mﬁuJ4michw,doi.uwle;Jlmr@aﬂdsg;

?:fﬁ&;#,Li?,Kﬁﬁ;a,ii?frﬁﬂ,lﬂhiﬁagﬁliia.msagf,J13 Le9, By IET b 11T, 15D,

38




Basic Listing cont’d.

12500 DATH 117,?b,¢53,lﬂﬁ,lﬁ?,l,153,1,21?,153,2,117,l&?,2,153,3.11?,1b9,14.153,4
R B i o g

12505 DATA 11?,l&?,?,lﬁ&,ﬁ,ll?,lﬁ3,?,11?,1&?,&,153,&,117,1&?,4,153,?,11?,?6,253,
145, A 7E, 25

12510 DATA £y 201, 0,208,3,76, 130,142,169, 4, 183, 3, 117, 169,158, 153, 4, 117, 169, 127,15
Iy 117, 149 .

12515 DpATa S IET 6y 11T 1S5, 7 117, 76,283, 145, 189,48, 155,53, 117, 169,30, 155, 4,117, 16
W=t Pl e e |

12520 DATA 11?,1av.;u.153.a,113,153,?,117,?&,255,145,173,23,6,2er,¢,2m5,5,?a,zvz
142, 169,52

12825 DATH 153,5,11?,159,130,;53,4,11?,169,2ﬁ5,153,5,117,16?,4m,153,a,11?,153,?,
3 B g T SR B _

12530 DATH 165, 32, 158, 32 117, 169, 121, 153, 4. 117, 169,254, 153,15, 117, 169,68, 153, 46, 117
Rl et S 0 1 N 0

12538 DATA 233,145,159,0,153,254,117.153,25%,11?,155,10,118,153,11111@,173,24,&.
201, 20, 208,2, 76 .
F2540 DATA 26, 14X, 3061, 10,208, 3, 74, 135, AL 187,00, 183,1, 118, 152, 2, 118, 153,8, 118, 15
TR B =7 s SR '

12545 DATA 24,&,20141,2#0,11,201,11,24u,?,201,21,240,3,7&.Q$9.145,7&,&?,144,173,
B E, 201

12950 DATA 0‘208,3,35,?0,145,l&?,Ed,153,0,118,1&?,20.1E3,1.118.153.&,118,1&9,8f1
58,8, L8

12555 DATA 16%, 14, 153, 5, 118, 152, 5,118, 169, 28,153, 4, 118, 153,6, 118, 169, 4, 153, 7, (18
L I

L2580 DATA 8.LiE,1&?,1,153,9,119,?6,253,l45,la?,4,153,0.118,153,1H11H,153,2,118,
La, 28, 153

12565 DATA Sed 18, 153,0, 118,167, 14,153, 4, 118, 153, 6, 118, 169, 8, 153, 7, 118, 169, 16, 153
JHOLLH, 165

12570 DATA Su 1539 Fe 148, 76, 257, 145, 173, 28, 6, 201, 0,208, T, 76,194, 145, 149, 2, 155, 1,1
18, l&a9. 1

12575 DATA 153,u,118,1&?,4,153,2,113,1&@,28,153,5,11&,153.5.118,1&?,:4,153,&,118
15T, 6,118

12580 DATA 16%:8,153,7, 118, 169,20, 153, 8, 118, 169,34, 153,9, 118, 76, 253,145, 169, 16, 1
53,1,118; 189

12585 DATA 3;,155,0,118.Lav,a,153,2,118.1a9,14.153r3,113,153«5,115,16?,25,153,4,
118,153,686

12590 DATA 118, 169, 4, 153,7,118, 153, 8, 118, 183, 9, 118,76, 253, 145, 173,23, 6, 201, 0,208
b VS -

1259% DATH 144,169, 1,155, 5, 118, 153,7, 118, 169, 158, 155,4, 118, 169, 124, 153, 5, 118, 169
P A ST G, 118 ;

12600 DATA 76,253,145, 169, 0, 153, 5,1 18, 169, 128, 185, 7, 118, 169, 12, 155, 4, 118, 169, 63,
I53,5, 118, 1649 _

1260% DATA B4, 153, 6,118, 76, 255, 145, 173, 23, 8, 201,0, 208, 3, 76,83, 144, 169, 128, 153, 2,
118,153, 7

12510 DATH 113,&&?,121,155,4,11&,1&?,&2,1"3.5,113,1&9,94,153,&,113,?&,2&3,145,1a
Fi0y 158, 3,118

12615 BDATA 1&9,1.155,?,118,1&?,48,15$,4,113,16?,2SEq153,5,118,1&?,42,153,&,11&,?
b,y 253, 145, 167

12620 DATA 0y 153, 255, 118, 153, 0, 119,153, 10, 119, 155, 3, 119, 173,248, 6,201, 20, 208, 5, 76
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COMPUTER Over 1000 Items
PA'.ACE

For Your Atan'

« |Pole

Pos;_tion

$44.90

Speedway Action!

The reviews are coming in on this one.
and it sounds like another Winner From
Atan!!! Super Scralling Screen..,
16% Carlidge

® Store 500-2000
® Fast machi

@ Special coding leature

@ COificial state abbreviation:

® Re-label Helds for unlimi
® Merge files. ® Greals st

@ Saearch fileson any Held.

FREE
Catalog

With any ceder, o Ly
sand §1 irefundable [
with putchase) Send us

your name & address for—

for your Atari, .

Wi honce VISA
Armesican Express
& MasterCard

24 & 48 Hour
Shipping s
Rsailable... CALLY

N\

We Know ATARI
Computers... Call
Us For The Latest

ATAR' Info:(503)683-5361

Plos Fraight |

ASTRA 1620 Disk Drive

msmkﬁg‘%}

W ey

Doubte Density x 2 Orives = 4 Alan B10'S

FREE QUARTERLY == i .
FLYERS with SPECIALSY | Use !‘nur RANA 1000 Disk Drive
Over 1000 items | Gredit Cards! —_—

Baseball

Super Sharp Colorful and
Smooth Graphics, with
2-Player Option make this a
Great Entertainer.

From GP.HESTAR $28 90

Welcome To Computer Palace...

When you dre in Engene, Dregon, please vis) our well stocked store and falk with surexpenenced
helphul Atasi Experts, We have the largest selection of Atan Software & Hardware in the Northwest!
We specialize in Atarl,.. So we know what works best!t!

L. Monkey
— Wrench Il

A cartridge for the right-hand
Slot of your Atari 800!

ALL-TIME FRVORITES
Star  RaidersiC).
Eastern Fromt (1.1
Facman (C). .
Temple ol Apshi [L:- )]
Zark 1, W, ee 100 (D)
Centipede (0}
Migsie Command (C),
Shamus - {0LT)
Ghost Hunter (D)
Ghost Huneer {T). .

TOP-TEN GAMES
Zaxwon {0,T),
Donkey Kong (C)
Choptiftae (C), .
Astra Chase (DT}
Miner 204520 {C)
Faothall (01.1),
Pharaoh's Curse {D.T)
Dig Dug (€1 .
Wy Out (D)
Uitima IilJ]

weh 35,10

OPEN Monday - Saturday, 9 (0 6
2160 W, 111h Avenue Eugene, Oregorn 37402

SUPER SPECIALS... Up To 70% Off!

Fetal Special Aetul Special
Dog Dare(D.T). 995  HicochekD) 2935 995
Pavihic Cosst HwyD), 2995 1595  Platter Mapiz(C) 3995 17.95
Protectar([} T 3495 1995  Mien Swarmil) 2995 1595
WStar PatrokTh 39.95 1995 Survival o the Fitlest(C], . 17.95
KRazy KiittersiC) 1995 19959 Atan Mailig Ls(l), . 2495 995
Number BlastiD Ty 995 6502 Mhsassemblen(T) 985
Bug 0ff, 29455 1495 Apple Pamc(DT) 29.95 8855
BaseballC) 4005 2995 Stellar Shuitle@®Ty. .. 2995 9.95
Picniz  ParanoiadD.T) . 34.95 19.95 Ciown's & Balloon's(T). 2995 1295
Dr Goodcodes Cavern(D) 25.95  9.95%% MegalesiTh 2395 945
Malch RacanD) 7655 995w Magic MailiD), 59593 29.00
NeutitusiD} 3095 1995  Goofl 4000 19.95
ChickenD, T ... 3885 1995 K-DostD), 5885 19.95
SlimeD.T). 3495 1995 Aleen Swarmill} 2995 1295
Rear Guardi[. .. 2985 945 Sniake Bytl:) M95 1295
Tubti-FrittiD}. 2995 9,95 T TurmoiC) 485 1495
Rpscue at RigueliDy, ., 2995 1295 Shatterad AllianceD). . 3995 14.95

LIMITE

HARDWARE

Astra Disk Drive,
Micromanframe Thsh I'Jlu\.e
Aarr 1020 Printer,

Aare 1010 Recorder. .
Atan 1025 Dish Drive,
Farasonic Monitor &

pelt
A Sl

ol Dust Cowars dogeaod & 1L0/810 . .
Prostick 11 Jovstich
Loak! SOFTWARE
L) frchon (DT)
Pinbal Construction (0

5 Micrasoft Basic 11 (01
b Diskey Utiity (D)

\ Pinhead (D.T). . : A
i Murder on the Zindarneut r[J\
Kot Blue Max (0.1}

Odessa Chess (D)
Frogger {T). .

Phzroah's Pyramia J1
Rally Speadway ()

43800
45900
7300
. B0
33500

n e wonune), 19500

mh 95
. 2150

L3510
35.10
1910

4430

. 3650

3510

31.50
59.50
23.95
3150
4490

D QUANTITIES—WHILE SUPPLIES LAST!
W

comm;

USE YOUR CREDIT CARD & CALL

oll Free 1-800-452-8013

(Orders Only, Please)

For Information Call (503)683-5361

Shipping Note: UP5 & Parce! Pest-32 00-UPS Air-$3,50
Shipping on hardware & paper supplis extra—Call far §
24 & 48 hour shipping svailable.., Call (503)683-5351

We specialize in.A TARS Compatile Products

S0 we know what works best!!!
Call for the latest info. ..

(503)683-5361
T




ATARI DOS 2.0S
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Six Lines of Work Space

None

II VERSIOM Z.e% PR O

. FORHMAT DISK PRD

e y=1=1-1=1=,

DOS-MOD

; f
RO
b ()
-
’
0 OR
o
ROGRAT
ROGRA
0CRAME
; ;
0 OR

ROGRAMI.BAK
OR 8 FOR HMENWU

Command Files

Upgrade your ATARIDOS 2.0S with the modifications,
enhancements, and new features of DOS-MOD.

DOS-MOD makes ATARI DOS an
even more useful operating system, yet
it is completely compatible with all
your exisiting programs. DOS-MOD
has features you would expect to find
in more sophisticated systems. Com-
pare them and see.

FULL SCREEN USE. DOS-MOD
allows you four times more workspace
on vour screen, One-line commands
and queries, a compressed menu, and
a minimum of screen-clearing lets you
see more of what you've been doing,
COMMAND FILES. Execute a
whaole sequence of commands in one
easy operation, DOS-MODs new
commands and expanded functions
give you a more powerful system,

EXPANDED WILDCARD
CAPABILITY. In DOS-MOD, the
wildeard conventions are more general
and provide you greater control over
COPY, DELETE, and RENAME
operations.

BUGS ELIMINATED. Eleven bugs
in ATARI DOS 2.08 have been fixed.
And the BREAK instruction has been
trapped, facilitating recovery when
your program gets lost.

FRIENDLY TUTORIAL. DOS-
MOD’s on-screen interactive tutorial

helps you learn the features and uses of

ATARI DOS and DOS-MOD,
GREAT PRICE. NO RISK. Only
$35 for single-density and §50 for
double-density version includes

diskette with tutorial. DOS-MOD is
guaranteed to make your ATARI DOS
a more useful tool, or you may return
it within 30 days for a full refund,

Order your DOS-MOD today. Send
a check or money order ta Eclipse,
1058-R Marigeld Court, Sunnyvale,
California 94086. Or call (408)
245-8325.

eCLIP>E

ATART s a regittered trademark of Atari, Inc, DOS-MOD s a trademark of Eclipse Software, Prices are subject to change without notice. We pay shipping
charges. California residents add 6.5% sales tax (Single-density $35 +2.28 = $37.28; Double-density $50 + 3.25 = §53.25),



