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LLAMASOFT

announce the release, on 23rd January 1989, of

ANDES ATTACK, JEFF MINTER’S new game
for the ATARI ST.

* ANDES ATTACK is the re-creation of a 1982 LLAMASOFT
product, which was based on a classic arcade game and originally
programmed for the VIC 20.

* The new ANDES ATTACK takes full advantage of the ST’s
capabilities to update the concept and to further improve the game’s
proven appeal - the elements of speed, strategy and control are
beautifully combined. The game’s graphics are detailed and amusing
but the main aim of the programming has been on playability, the
basis of sustained player interest.

* Control of the defending space craft and its weapons by mouse
and keyboard is ingenious and effective - it needs to be good to give
the user a fighting chance! For newcomers to such hectic action a
‘Training Mode’ is included in the game facilities.

* ANDES ATTACK will appeal to computer games players, old
and new, and to arcade game enthusiasts.

* The package includes an entry form for a high score
competition with a substantial prize, the final stage tobe ina
public venue, possibly at the next ATARI Show.

* Recommended Retail Price - £9.95

ANDES ATTACK — DEFEND OR DIE!

SUPPLIES FROM LEADING DISTRIBUTORS OR DIRECT FROM LLAMASOFT
AT 49 MOUNT PLEASANT TADLEY HANTS Tel:07356 4478
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If replying to advertisers please mention Monitor.
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Address Change

Please take note that the address for
all correspondence to the club and
Monitor magazine has changed. It is now
P.O. Box 213, Southend-on-Sea, SS1
2QF. If you have recently used the old
address, do not worry, as all mail is being
redirected to us.

Show News

There is a new show for you to visit
this year! It's the Essex Computer Games
Show, to be held on Friday 21st April,
Saturday 22nd April and Sunday 23rd
April at the Festival Hall, Basildon, Essex.
Opening times are from 9 am to 9 pm on
the Friday and Saturday, and from 9 am
to 6 pm on the Sundav. The club has
taken a stand at the show, (stand number
66) so come along and say hello, you'll
be most welcome. We shall also have
available the ST library disks for sale, so
if there is something you meant to get
why not get it the show!

The Atari User Show which usually
takes place at Alexandra Palace in April
has been put back till later in the year. It
will be at the same venue but the dates
will be 23rd to 25th of June, tickets will
be £5 for adults and £3 for children
under 16, and this year's Xmas show will
be nearer to Christmas, vis December 1st
to the 3rd also at Alexandra Palace.
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looks at mapping.
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B-bit Reviews
This issue we look at Newsroom, Turbo-816, Page Marshal,
Periscope Up and Dawn Patrol.
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Part 17 covers disk handling and includes a super sector
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Mark Hutchinson investigates Atari strings and other related
things!
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Novel program listing for you to input which allows you to
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Now vou can purchase selected books from us.
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ST PROGRAMMING

By Keith Mayhew Part Seven

Continuing with resource trees, we ‘OT_IBOX’" and ‘OT_BOXCHAR' which name length to six and the maximum age
look this time at editable text fields. This we looked at last time, except that the to 99. The length of this string is twenty
is followed by a short discussion on using character code is ignored. The latter, characters, so allowing for the null
a resource construction set for generating ‘te_color', is the same as the low word of character, 21 should be put into the
resource trees and loading them for use ! the ‘ob_spec' field for the above types. ‘te_tmplen’ field.
with your programs. When an object of type ‘OT_TEXT is The initial text to be displayed in

Note that the names of objects and drawn, all parameters relating to the box place of the underscores when the object
structures referred to in the rest of this are ignored. Only the text colour, and the is drawn is determined by the string
article were defined in Part 6 of this replace/transparent flag are used: no pointed to by the ‘te_ptext’ field. For
series, in issue 20, background to the text is drawn - so if instance, the string ‘GEORGE56’ will,

transparent mode is selected then any when merged with the template, produce
existing background will show through the following:
ects the text. For ‘OT_BOXTEXT", the box is & 5
Text Obl drawn first, with the specified fill pattern Name: GEORGE Age: 56

The object types ‘OT_TEXT" and and border width, and the text is drawn The initial text string does not have to
‘OT_BOXTEXT" are simple text objects, on top of that. Again, if transparent fill the editable portions of the template
the latter being the same as the former mode is selacted, then the fill pattern of string fully. For example, ‘MARY 9" or
but providing a box as a background the box will show through the text. ‘JOHN' are suitable strings, as is an
behind the text. Both objects use their empty onr:e i.eﬁjulst a r;luil f{};tarac_te_r.l Nol
‘ob_spec’ field as a pointer to a 2 matter what the length of the initial string
‘TEDINFOQ’ structure rather than directly Editable Text Ob’“ts aCt}U?l“S-‘ is»r:he l'l‘;laXimUﬂ't') p055ibg? _Ieng'{h.
to a text string, as is the case with the . . including the null, must be stored in
‘OT _STRING' object which we have -mcé?;g?g;l?-' i?,;?o-?ggé; ::g ‘te_txtlen’, i.e. nine in this example,h
already looked at. ‘OT FBOXTEXT’, the °F’ standing for Furthermore, there must be enoug

storage allocated for the string to allow
for this maximum case, as we will see
later.

The validation string, pointed at by
‘te_pvalid’, consists of one character for
every editable character in the template
string, i.e. it is the same length as the
maximum allowed for the ‘te_ptext’ string.
Each of these characters in the validation
string represents a set of possible
characters for their respective positions in
the template. Table 1 lists the validation
characters and the set of characters they
represent.

The 'te_ptext’ field of 'TEDINFO' is
used to point to the string to be
displaved, its length, including the null

(0) terminating character, is held in edited by th G :
‘te_txtlen”. The font used to draw the text M ae.{otr:; d:l:‘.‘sflf. #h‘znﬂage PSR S

with is determined by the value in I *OF EDITABLE’ must be set in the

;EE{?RI ; .O'Tx;r'w%}%?}smfu 5 objéd's ‘ob_flags’ field for ‘form_do’ to
,_eﬁ t system (lf“t' S b bl (5) actually permit editing - this is a useful
is the miniature font used for labelling feature as editing of different editable

icon&' like ordi s ¢ biect objects can be selectively switched on or
nlike ordinary strings, text objects off at will by a program.

i_::ag l::e le!t' C;];"el_?[ rig:ht :'}mi::e'%' T_his. An editable object consists of three
S5 SENSIINIG. Wy Il VOl By ChE. WL | textual parts: a template string, a

field, which can be one of the following: validation string and the editable text

‘formatted’. These objects are drawn in
exactly the same way as the text objects
described above except they can be

‘O_TXT.LEFT" (0), "O_TXT RIGHT" (1) string. The ‘te_ptmplt' field is a pointer to 9 - Allow only digits 0 to 9.
or *0_TXT CENTRE' (2). Justification of the template string; ‘te_tmplen' holds the a - Allow only upper and lower case
text strings takes place relative to their length of the temp]ate-string. including letters plus spaces.
box size as defined in their width and the null terminating character; ‘te_pvalid’ A - Allow only upper case letters plus
height fields. One particular situation is the pointer to the validation string spaces.
where this is useful is in providing a (there is no corresponding length field n - Same as ‘a’ but also allows digits 0 to
centred title string to a dialogue. This is for this); ‘te_ptext’ points to the editable 9.
easily achieved by setting centre string and ‘te_txtlen’ holds its length. N - Same as ‘A’ but also allows digits 0 to
justification and making the box of the When an editable text object is 9,
text object span the entire width of the drawn, the above three text strings are F - Allow all valid GEMDOS filename
dialogue. No matter what the length of merged together and displaved as one. characters, plus '?', ‘%’ and *;".
the text string, it will always be drawn in The template string forms the basis of an p - Allow all valid GEMDOS pathname
the centre of its box and, hence, the editable object: it determines which parts characters, plus ‘7', ‘4, *\, *’, and %'
dislogue. Note that justification is of the final string will be editable and P - Allow all valid GEMDOS pa!jusame
re-calculated for the string every time it is those which will not. The string looks characters, plus *\", ", and
drawn, so if the string is changed then exactly like the final string except that all X - Allow any character.
redrawing it will automatically re-justify it the characters which are editable have to
relative to its box. be set to the underscore character, For Note: valid GEMDOS filename and

The information governing the colour example, if we wanted an editable text pathname characters are upper case
of the text, whethec\l' it is driwn in replace field for :?mry of a person’s name and letters and digits.
gr*:szs‘ﬁr::r:grl? lﬁ::{ixl. :UET:;“ s age we could set the template string to: Table 1. Validation characters and
border width and fill pattern, is held in ) their meaning.
‘te_thickness” and ‘te_color’. The former is ‘Name: . __ ___ Age: _ _ For our example, let us say we would
the same as the high word of the like to restrict the characters in the name
‘ob_spec’ field for types ‘OT_BOX', Note that this has fixed the maximum | field to upper and lower case letters
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Alexandra Palace, Wood Green, |
London N22
Friday to Sunday,
June 23 to 25, 1989
Fri & Sat: 10am — 6pm,
Sun: 10am — 4pm

MIDI

All the latest hardware and software in the rapidly
expanding scene of micro music will be on dis
play. including kevboards, samplers. sequencers
and professional studio software.

With an Atari’Midi setup you can produce top-
quality music. quickly and simply = editing out
mistakes in @ way that's impossible with live
recordings. So if you're in any way interested in
making music with vour micro this is the place 10
come 1o find out all about it

CAD

Computer Aided Design has grown to become one
of the most important uses for modern « ompulers
With a CAD svstem vou can desien houses, cars
and electronic circuits - in a fraction of the time it
waould take vou with pen and paper.

With the high speed and powerful graphics of
Alari micros it's hardly surprising that bigger and
better CAD programs are pushing back the fron-
tiers all the time

And only al the Atari Computer Show can vou
see all the latest systems under one roof.

BUSINESS

Many companies will be demonstrating their latest
software and hardware, specially designed to
release the full business polential of Atari com-
pulers.

As well as products for the 8-bit and ST, vou'll
be able to trv out applications for the powerful
Atari PC compatible series,

And vou'll also be able to get expert advice from
professionals.

DTP

The art of combining text and pictures is big busi-
ness nowadays because. with a low-cost DTP pro-
gram, vou can create anvthing from a club
newsletter to a monthly magazine or book.

Al the show vou'll be able to tryv out the latest
scanners, digitisers and super-fast programs, and
gel a first-hand glimpse at the way DTP is sel lo
develop in the fulure

The Atari Computer Show is back - with
many new products and developments. Alari
has grown to be one of the major players in the
compuler world, supported by an incredible
wealth of top quality applications, games and
utilities - all on view at this show.

e action

GAMES

Alari computers are renowned for their ability to
run fast-action arcade-quality games.

The range of new software on show will demon-
strate how the power of these machines is con-
tinually being stretched. producing faster and
even more addictive games with superb graphics

The winning entry in the STOS Gameswriter of
the Year Award will be revealed. and several new
exciting STOS accessories will be shown for the
lirsl time

If vou're a keen game plaver, vou'll find there's
s0 much on offer at the show = vou're guaranteed a
real treat!

DON'T MISSIT

So for a great dav out = whether vou want to see
what the future holds for Atari computer users
lake advantage of the bargains on offer or get
advice on specific applications = the Atari Com-
puter Show is the place to go.

And il vou send in the coupon now, vou'll save
£1 off the price of a single ticket!

SPECIAL OFFER

For the first time we are now offering a family
ticket for just £11, allowing entey for two adults
and two children. So vou can save up to £6 off the
usual entry price!

How To Get There

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

If vou're travelling by road, the show is onl
15 minutes away from Junction 25 on the \M25
Car parking is free

DATABASE EXHIBITIONS

N N N N N Wrovancemicketoroer ] § B N N N

POST TO: Atari Computer Show Tickets, 0
Database Exhibitions, FREEPOST,
Ellesmere Port, South Wirral L65 3EB.

Cheque payable to Database Exhibitions
Please debit my Access/Visa card no

1] S0 O N O B O Ay I Y N
Expiry date: | |-

Please supply

(] Adult tickets at £4 (save £1) ............... £
[ Under 16s tickets at £2.50 (save £1) .. f__ Signed....... e
[ Eamily ticket at £11 (save £6) £ Admission at door: Advance ticket orders
e i i £5 (adults), must be received by
Total £ £3.50 (under 16s) Wednesday, June 14 |

Name

Allilfn}.t‘

Postcode......

PHONE ORDERS: RING Show Hotline: 051-357 2961
PRESTEL ORDERS: KEY *89, THEN 614566383
MICROLINK/TELECOM GOLD ORDERS: 72-MAGOO

Please quote credit card number and full address ABBOD



including spaces and the age field to only
digits. This implies that the validation
string will be ‘aaaaaa99'. If we wished to
allow only upper case letters and spaces
in the name field then 'AAAAAA99'
would be necessary.

Editing Text Objects

After an editable text object has been
displayed, causing the three constituent
strings to be merged together, the object
can be edited by the user whenever a
form_do’ call is active. Recall that
‘form_do’ accepts as its second
parameter the index of the first editable
object on which the cursor should be
placed:; this can be any editable object
within a dialogue, or zero if there are no
editable objects.

Movement between editable objects is
achieved with the up and down arrow
keys. The left and right arrows move the
cursor within a field and the delete and
backspace keys are also active. [f the
escape key is pressed at any time then all
the characters in the currently active field
are deleted. Insertion of new characters is
limited by the validation characters.

On return from a ‘form_do’ any
editing which has taken place will have
modified the appropriate ‘te_ptext’
strings. Note that if any of these strings
was shorter than its maximum then the
underscore characters, displaved to fill up
the remaining positions, are NOT
returned.

Caveats and Bugs with
Editable Objects

If, initially, you wish to display an
empty edit field, as is the most common,
then a 'te_ptext’ string consisting of just a
null character is sufficient. There is,
however, another way of achieving a
blank field, that is by placing the symbol
‘" in the first character position.
Regardless of further characters in the
field, the whole field is displayed as
blank. Unfortunately, this facility is
provided on user input, so that if an ‘@’
is typed at the start of a field validated by
‘X’ then the rest of the field just
disappears. It will not, however, delete
the rest of the characters unless you
move the cursor back to the left. If more
characters are tuped after an '@’ then
they wil("be entered but not displayed! It
seems best to avoid the ‘@’ character if at
all possible!

There is a very nasty bug in the
validation routine for editable objects in
many ‘old’ ROM machines. This causes
the whole machine to crash if vou type
an underscore character in a field which
is being validated by anything OTHER
than ‘F’ or 'X'. To test to see if your
machine has this bug, display the
standard GEM file selector dialogue and
tupe an underscore on the pathname
field at the top.

Note that the value in ‘te_txtlen’ never
varies, even if a field is completely empty
after an edit, and that it should not be
altered by your program either.

4

One useful but, to my knowledge,
undocumented feature of editable objects
is the fact that if a character is typed
which is not valid for the current
character but is in the template string,
forward of that point, then the cursor is
moved to the start of the field following
that template character; the gap being
filled with spaces. This is used for
filename entry where the *." in the
template string (between the main name
and the extension field) will cause the
cursor to move to the extension field if a
‘7 is typed anywhere in the name field.
Another example is date entry where a
template string of ‘Date: . _/_ _/__'and a
validation string of “999999” will cause
the cursor to move to the next field if a
/" is typed.

Producing and Using
Resource Files

As has been said several times in this
series, the easiest and least error prone
way of producing resource trees is by
using a resource construction set, such as
the highly recommended K-Resource
from Kuma.

Production of a typical dialogue
consists of selecting a ‘form” or *panel’ to
hold the tree; opening this and placing a
box object as the root followed by the
placement of objects within the root box.
You will find that all resource editors let
you name trees, i.e. the form or panel,
and the objects within them. Note that
vou do not have to name all objects, only
those you wish to reference directly from
within vour program. Objects can also be
sorted by resource editors thus producing
a pleasing effect when the tree is drawn.
There is another advantage to sorting
objects: if you have several objects all
within a common parent, and they are
sorted, then you only need to name the
first of the objects in order to reference
any of them. This is because the name of
an object represents an index number,
and thus adding one to it references the
next object, adding two to it references
the one after, and so on. As all the
objects are sorted they are guaranteed to
have consecutive index numbers.

A resource editor will let you have
many trees all within the same resource
file and copy or move objects between
them, The maximum limit imposed on all
the data in a resource file is 64K,
however, some editors restrict you to
32K. Once written to disk the resource
file is given the extension *.RSC’ and a
header file is also written containing all
the names and index values of the
obijects in the resource file. For the C
language, these names are declared with
‘# define’, for other languages it may
consist of constant declarations (Pascal
and Modula II) or DATA statements
(BASIC and Assemblers). Check before
vou buy a resource editor that it will
generate the right tupe of header files for
vour language(s) - all of them support C.
The header file is included in your
program in the normal way, i.e. ‘# include’
for C.

To load a resource file into memory a
program calls ‘rsrc_load’ with a pointer to
a filename string. It is best to avoid
specifying a drive name in the string so
that the resource file can be loaded from
any drive and directory. ‘rsrc_load’ will
return zero if an error occurs, such as file
not found. The last thing a program must
do before calling “appl_exit’ is call
‘rsrc_free’ (with no parameters) to free
the memory allocated to the resource
trees.

Note that yvou cannot load two
resource files simultaneously - if vou have
a situation where vou have, say, different
resource trees for different resolutions,
then create several resource files and
decide which one to load as your
program starts up.

You will find that resource trees can
be made reasonably resolution
independent by using an editor’s
character ‘snap’ facility. This ensures that
all objects are aligned, or snapped, to
character boundaries. The advantage is
that resource files specify objects in terms
of character sizes and ‘rsrc_load’ converts
the objects to pixel co-ordinates,
multiplying the character co-ordinates by
the appropriate value for the current
resolution,

Once loaded, the address of a
particular object tree can be located with
a call to ‘rsrc_gaddr’, for example:
‘rsrc_gaddr(0, TREENAME, &tree_p):" will
return the address of the tree named
‘TREENAME' into the ‘OBJECT" pointer
‘tree_p’.

The zero parameter at the start of
‘rsrc_gaddr’ indicates that the name refers
to a tree. Other values are allowed for
this parameter to get the address of, say,
a specific ‘'OBJECT" structure. Do not,
however, use this function for getting the
address of an object: the reason why it
will not work is that the index produced
by a resource editor is not the same as
the one this function expects! If you want
the address of a particular object, say
‘MYBUTTON' in ‘'TREENAME”, then use
‘rsrc_gaddr' with "TREENAME’ as shown
above, then use ‘&tree p[MYBUTTON]’
to get its address. To get the address of a
sub-structure of an object, such as
‘TEDINFOQ' then do the following to
obtain its address:

(TEDINFO 3% )&tree p[MYTEXT].
ob_spec'.

A related function to ‘rsrc_gaddr’ is
‘rsrc_saddr’ which allows you to set the
address of particular trees and ohjects
within the resource loaded in memory.
This seems to me to be a completely
useless function, as does ‘rsrc_obfix’
which performs the conversion from
character to pixel co-ordinates ‘rsrc_load’
does automatically!!! [f anyone knows of
a genuine use for these last two
functions, please let me know...

Next Time

Having seen the theory behind
editable objects, next time we will lock at
an example program. We will also see
how menu bars are created and used.
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Zany Golf

From Electronic Arts
Price £24.95
Review by Colin Thoms

Zany Golf is based on what we in the
UK would call miniature or crazy golf,
vou know those weird little golf courses
usually to be found on the seafront at
most seaside holiday resorts. But this
computer version is more
out-of-this-world than vou usually find in
said seaside towns! The course consists
of nine flambouyant, and tricky, holes
with names such as Hamburger, Magic
Carpet, Energy, Pinball, Fans and
Windmill! [ particularly enjoyed trying to
‘pump up' the hamburger which was
covering the hole at the same time as
trving to line up my next shot. And [ also
love the sauce bottle which you use to
bounce your ball off to get it round the
course, every time you hit it a great big
dollop of tomateo sauce shoots out,
great!! Each ‘hole’ has a "par’ and you are
only allowed so many shots for each. If
vou don't ‘get down' in the allowance
that's the end of vour game. Some
screens seem hard at first, for example,
you only get 2 shots at the ‘Walls hole
where you must negotiate three walls, a
wicked slope at right angles to the action
and it must seem an impossible task! But
if on the previous hole you were lucky
(or clever) enough to pass your ball over
the ‘small’ red flags you would have
gained extra shots which you can carry
forward to the next hole!

Each ‘hole’ is introduced by a
stunning artistic impression of the hole,
followed by a preview screen of the
complete course for that hole.
Sometimes hints are given as well, You
use the mouse to play and a click will
take you onto the start of the course. By
moving the mouse to the edge of the
screen another part of the course will
scroll into view. Putting the ball only
requires you to place the cursor over the
ball, press the left button and hold it
down, pull back from the ball and a white
dotted line will appear, the length of the
line is an indication of how hard you
intend to strike, then release the button
and the ball will fly off in the desired
direction! | must say that the movement
of the ball is the most realistic I've ever
seen, I'd like to see the code that makes
it move that way, it must be a real
humdinger bit of programming! The
quality of the graphics is outstanding as
well, typical american zany graphics in
fact!

The packaging sports the claim that
Zany Golf is the ‘Number one in the
USA'. Frankly I'm not surprised. Nice
one!
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Night Hunter

From UBlsoft
Price £19.99
Review by Stuart Rennie

If you, like myself, enjov a good
horror story, well let me tell you that
UBlsoft have brought the gruesome
vampire tale to the computer screen, in
the form of a fantastic game called Night
Hunter.

In the game, vou play the famous
vampire Count Dracula who needs to
steal several holy medallions (it doesn't
actually say how many medallions you
have to find). On finding all the
medallions he will create chaos on Earth
and become its master. But one man,
Professor Van Helsing, stands in your
way (thats not counting the army of
vampire-fighters, or the witchs, who fly
along on their broom sticks and cast
spells which drain vour energy).

The game features 30 ditterent levels
of 20 screens each. To pass from one
level to the next, you must collect eight
objects; three parchments and five kevs,
and find a magical door (blue or red)
which leads to the next level. To help vou
through the levels you can transform into
a werewolf or a bat. A blue pillar on vour
instrument panel shows your
transformation time. Each time Dracula
is transformed into a bat or werewolf this
pillar will decrease. Once it has
disappeared Dracula will become a
vampire again (if you have taken the
shape of a bat be careful not to
transform back into a vampire whilst you
are over water). An orange pillar shows
your energy level. Each time you are hit
by an enemy you will loose some energy.
Dracula will die when there is no energy
left. You can gain energy by grabbing an
enemy (be it an archer, a strong-arm man
or an axe wielding maniac) and sucking
his bload. When you have finished
sucking all of his blood he tums into a

shkeleton and as vou let go it falls to the
floor with a wonderful bone rattling
sound. This method of killing your
enemies cannot be used to kill witches or
Professor Van Helsing, also if you find it
difficult to get close enough to the
archers, fear not, one solution is to turmn
into the werewolf and just claw them to
death, or, and I find this a lot easier,
simply turn into a bat and when you're
next to an archer transform back into
Dracula and quickly grab him and suck
his blood.

Night Hunter has amazingly crisp
graphics, good playability and sound
effects which really do the ST justice. Bui
it does have one thing which could have
been better, that is that the screen pages
from screen to screen {meaning, il
doesn't scroll). Apart from that though, |
found it one of the best computer games
I've seen for a while (and believe me, ['ve
seen quite a few).

Wanted

From Infogrames
Price £19.95
Review by Bill Dyer

Infogrames have brought the Wild
West to the ST! The game is set in
Arkansas in 1880, you play the role of a
bounty hunter set on apprehending or
killing four notorious bandits. Each
bandit is worth $5,000, $10,000,
$15,000 and $20,000 in ascending order
of nastiness. Each bandit also has a gang
of assorted hired-killers and desperadoes
which he sends against you. As you
advance up the town's main street, or the
railyard, or the canyon, etc. the bad guys
come pouring out of hiding with guns
blazing, you must dodge and weave
whilst firing back as best vou can. To help
you, you are able to collect a number of
special items which are hidden in barrels,
just shoot the barrel and the item
appears, pass over it to collect it. You
can collect pisiols to increase your firing
power, rifles for long distance shooting,
cowboy boots to speed your movement,
dynamite to wipe out whole screens of
baddies, a sheriff's star makes the whole
task easier, ammunition to stock up your
bullet-belt, temporary shields to protect
vour hide and hearts which give vou
added lives, You'll also find some loot
from time to time. Avoid the shulls
however, they will drain you of 5 of your
hard earnt items.

Wanted is a fast and furious game to
play, in fact that is the only way to
survive! Hesitate and you're dead! The
graphics are top class and the game play
exceptional. | think it's one of the best
*shoot “em ups’ I've come across for a
while! Wanted should be on everybody's
‘wanted’ list!
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Captain Fizz Meets The
Blaster-Trons

From Psyclapse
Price £14.95
Review by Dave Johnson

This game s pretty unique in the
annals of ST games, it's a two player
game! Well? That's not unique | here you
cry! But in this game although one
person can play the only way to win is if
two of vou simultaneously zap the nasty
Blaster-Trons! This means that the
anti-social tendencies of most computer
owners to sit alone in their bedroom late
at night zapping away just doesn't work
here, you just have to invite a ‘friend’
round {presuming vou have any left)! The
only thing [ can’t figure is whether player
one is Captain Fizz or player two? Well
maybe player one is Captain and player
two is Fizz? Only Dr. Johan Ellisson
(founder of the Queen's Cloned
Highlanders, the revered organisation to
which Captain and Fizz belong) will know
(maybe).

The screen is split into two halves
(one for each player) and gives a birds
eye view of the mazes through which you
must both pass. You move your QCH by
joustick, firing at the Blaster-Trons as you
go. There are 22 levels to get through to
reach the central computer, which you
have to destroy. By destroying the alien
generators on each level, collecting keys
and things you will be able to descend to
lower levels. During the fighting audio
signals are given to indicate
achievermnents, enabling vou to enter lifts,
cross barriers and solve puzzles.

| found it to be an addictive game
and | spent many happy playing hours
on it. Why don't you do the same?
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Prospero Fortran 77

Prospero have recently released new
versions of their Fortran and Pascal
compilers. [n the past Prospero has
concentrated on producing only
compilers, assuming that the user would
already have access to an editor. The
compilers were reliable and conformed to
official language standards. However the
support for GEM was very poorly
documented, consisting of thirty pages of
sub-program definitions but no details of
what they did. This made any GEM
programming virtually impossible, even
with the aid of a GEM textbook. The
programs created by the compiler
required a resident ‘Library’ to be loaded
into memory, usually from the AUTO
folder. This made the program files
smaller, and speeded up linking, but was
unpopular with many users.

The new version, now entitled
‘Prospero Fortran for GEM', bears little
resemblance to the original spartan

type-written manual. [t is replaced by a
boxed set of three shiny 250 page
comb-bound typeset books. The first of
these are the main Fortran manual which
contains details of the contents,
installation and operation of the package,
and a definition of the language
supported. [t is, as before, primarily a
reference manual, and certainly not
intended as a Fortran tutor, The other
two manuals provide detailed
documentation of the GEM VDI and AES
subroutines, The explanation of the
methods of using GEM, and the
examples used are clearer than any |

have seen before. In addition, several
complete example pro-grams are included
on the disk and | was soon successfully
modifying them and enjoying the process
of GEM programming without crashing
the system. Previously | had found GEM
programming inevitably ended in a line
of ‘bombs’ across the sereen.

But the biggest improvement to the
package is in the software. Where the old
package consisted of a compiler, G5T's
linker and a set of libraries, the new
package is a completely integrated
systemn, The core of the system is the
Warkbench. This is a fully featured GEM
based program editor with all the usual
trimmings, and Wordstar compatibility.
However In addition to the usual editing
functions, the dropdown menus also
contain entries to compile, link, run,
cross-reference and debug the programs,
in a similar style to HiSoft's Devpac
editor. The workbench then loads the
necessary overlays and performs the
function required, returning to the editor
at the end. In addition, if the compiler
finds an error in the program, the user
can return to the workbench with the
cursor automatically pointing at the error.
However the editor only remembers one
error per compilation.

Users of Prospero Fortran may notice
a few special features of the compiler
retained from the previous version.
Fortran does not usually demand that
simple variables are declared; it assumes
that all variables begimning with the
letters | to N are integers, and that all
others are real. Of course, if double
precision, complex or array variables are
required then they must be declared
explicitly. However Prospero Fortran
allows the user to specify that ALL
variables should be declared. [f the user
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