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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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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?

o
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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

7
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takes advantage of this option, it
increases the amount of typing required,
but allows the compiler to highlight any
spurious variable created by a typing
error. The compiler can also be
instructed to add additional code to
check that array subscripts and
assignments are within legal range.

A major addition to the new system is
the sumbolic debugger, PROBE. Probe is
a source line debugger that enables the
user to follow the original Fortran
program lines as thev execute. It is
possible to view the variables as they
change, modify them, jump around the
program, set the program to run until a
line is reached, a variable altered to a
particular value (or simply modified to

233313

any value), or any combination of these.
All the variables and source lines are
described as in the original program, not
by obscure addresses. The user need not
know anything about machine code. The
debugger is also able to tell the user how
many times each line has been executed.
This enables the user to find unused lines
and perhaps to think carefully about
improving the efficiency of the most
frequently executed lines.

g\ VeVl

Conclusion

The new package is a comprehensive
Fortran development system. The
integrated design of the package reduces
the amount of effort required to develop
a program and considerably speeds up
development time; the new compiler
running much faster, still producing the
same reliable code; the debugger
enabling the user to find errors quickly. If
[ have any complaint about this package,
it is that it would have been nice if the
editor could remember ALL the errors in
the source program. (I have seen this
done on another editor written by Keith
Mayhew). Perhaps Prospero could
consider this in a later upgrade!

Discovery Cartridge

Review by David Eaton

About 18 months ago, Happy
Computers announced they were to
produce a back up system for the Atari
ST computer. Unfortunately things did
not go very well, and after delay after
delay the final product reached the UK in
November 1988.

Happy Computers first made a name
for themselves on the Atari 8 bit
computers. They built a custom designed
pc board, that fitted inside the 1050 and
810 disk drives. It gave these drives,
undoubtedly, the best back up system at
that time. It offered true double density,
high speed read and write, plus the back
up of most, if not all protected software
around at that time.

The ST Discovery Cartridge is a
completely different back up system
altogether. Firstly, as its name suggests, it
is a cartridge. A nice four inch square, 5T
grey cartridge and it can be left in the
cartridge port at all times, if vou so wish,
Any software that is backed up via the
Discovery cartridge, does not require the
cartridge to run it.

Inside the Cartridge is HART. This is
the custom disk analyser chip. Unlike the
8 bit Happy, it does not fit inside the disk
drive, so there is no need to open your
computer or disk drive. You can be ready
to use the cartridge within seconds. First
make sure everything is turned off, plug
in the cartridge, you then plug a lead
from the cartridge to the floppy disk plug
on the back of your ST and you are
ready to begin.

For £175 the Discovery Cartridge
does seem to offer ultimate disk back up.
Because it is a cartridge you only need to
buy one, and not one for each drive. It
supports two drives, and there is the
option to add another two. It does not
give super fast read and write because of
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the way the ST disk drives work, but it
does slightly increase speed by only
needing 1 revolution of a disk to format
and write, where as the ST disk controller
needs 1 revolution to format, and a
further revolution to write.

Disk back up couldn't be easier. Just
load up the software, and select disk to
disk copy, follow the prompts and you
should have an exact duplicate. To speed
things up, there is a file called
DBKUPCE.S, this is the backup control
file, which ‘tells’ the back up program
how to read the source disk. The file
contains many ways to read the source
disk, not protected, double sided etc.
There is also full documentation on how
to edit this file so vou can tell the back
up program how to read the source disk.
Happy are planning a library of such
files, so that if there is a disk you cannot
back up, the way to do it should be in
the library.

The cartridge will also back up Amiga
and Macintosh software, plus for £250
you can buy the option 1 cartridge,
which contains real time clock, extra
drive sockets, and the facility to add
Macintosh ROMs. The ROMs are not
included.

There is also the facilitv to copy the
whole of a disk to a file, this file could
then be archived and transferred over a
modem. This could save lots of time if
there are lots of small files to transfer, as
all the small files would be made into
one big one, although blank areas of the
disk would also be contained in the file.
The only disadvantage is you need a
Happv Cartridge the other end, to copy
back from file to disk.

The manual that comes with the
cartridge is verv informative and easy to
follow, but it comes on the disk, and
unless you have a printer it can be a
pain. The software for backing up disks is
the usual Happy style software, it is not
fancy, it just does what it is supposed to.
There is also a cariridge tester program
included.

Whether this will encourage piracy is
another thing. Happy think that everyone
should be able to make a back up of all
the software that they purchase, but they
make a point of saving that piracy is
illegal, the following is an extract from
the manual.

“Software authors work very hard to
produce the marvellous programs that
make your computer so much fun and so
useful. Generally speaking, they are not
doing this for the fun of it. Thev do it to
make money. They have to eat, make
rent or mortgage payments, and
purchase cars, VCRs, and clothes (no
order of importance is implied). They
need to be compensated for their work,
like any other person. Copy protection is
placed on disks as an attempt to ensure
that authors receive fair compensation
for their work. Our disk backup system
was created to allow users to make
backups. It is not our intention to deprive
authors of income. With a powerful
backup system such as ours, the copv
protection on the disk will at least serve
as a reminder that authors should be
compensated.

“There really is a need for backups.
Disks can and do fail, for a whole variety
of reasons. Almost anyone who has used
computers and floppy disks for some
period of time can attest to this. The
safest thing to do is make backups, and
put the original away for safe keeping. It's
best if you also make a backup to stash
away just like the original. Check the
laws of your own locality before copving
any computer program.”

For £175 vou do seem to get the best
software backup program available. At
the moment there is no software it will
not backup. There will no doubt be
clones, but | doubt if they will be
anywhere near as good as the Happy.

For large information pack, including
technical notes of the Happy Cartridge,
send a large SAE to: Stocksoft, Dept
Happy, 15 Woodbrooke Road,
Birmingham B30 1UE.
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GFA Basic V3

From Glentop
Price £65.00
Reviewed by Keith Mayhew

GFA Basic version 3 is a fast and
flexible Basic interpreter. It is supplied on
a single disk containing the interpreter
and several sample programs, plus there
are a host of examples from the manual
already typed in, ready to run, each
demonstrating a particular feature of the
Basic. Also provided is a run-time only
version of the interpreter so that
programs can be run directly, without
having to load them into the editor.

The manual consists of nearly 500
pages supplied in a good quality ring
binder. It is a comprehensive manual split
into chapters, each covering one aspect
of the language, such as numerical
operators, control-flow, input-output, etc.
Although the descriptions of each
command are quite good, a beginner
may find they have to rely more on the
examples provided to learn the language
as there is no tutorial, except for a very
quick introduction.

The editor part of the interpreter is
fast, automatically formats your program
and will not let you leave a line until it is
syntactically correct. This latter feature
ensures that you will not get silly syntax
error messages half way through running
a program as all of them will have been
removed.

I personally felt it was a shame that
the editor was not implemented in a
GEM window environment. It takes a full
screen in text mode and uses the two top
lines to provide a crude form of menu
which you either click on with the mouse

or can operate through the function keys.

Part of the menu area also doubles for
some input and status information. A
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clock is also available, continuously on
display.

As GEM is not used, you cannot
move up and down the text with the
mouse (other than clicking on the up
and down menu entries) and there is no
feedback as to whether you are near the
top or bottom of the file. Apart from this
the editor is quite usable, having search
and replace facilities as well as block
movement,

This version of Basic has a very
comprehensive number of operators and
built-in routines: there are often different
ways of achieving the same results - the
choice is almost bewildering!

The built-in variable types include
bits, bytes, double bytes, quad bytes,
floating point and strings. Arrays can
have as many dimensions as you like as
long as it has less than approximately
65000 elements overall, There are a
large number of numeric operators,
including increment and decrement
functions, as in the C language. For
floating point, all the standard
trigonometric functions, and their
inverses, are included. In particular, it is
worth noting that they have implemented
two special, alternative, versions of SIN
and COS which use an internal look-up
table to speed up their operation
considerably. These were provided for
graphical work and can be used down to
an accuracy of one sixteenth of a degree.

As well as boolean operators such as
‘and’, ‘or” and ‘exclusive or’ there are a
large number of operators to work on
individual bits, including the usual
boolean operators and operators to set
or clear individual bits.

The number of control structures,
such as 'IF THEN ELSE’, ‘WHILE' and
‘REPEAT", are too numerous to mention
- but there seems to be every type of
control structure you're ever likely to want!
Provision is also made for user-defined
functions and procedures, Local
variables, parameters and ‘var’
parameters (as in Pascal and Modula )
are also allowed. The latter feature is
something most Basics omit and vet is a
very useful device - it allows variables to
be ‘passed by reference’ (as opposed to
being copied) and hence gives a clean
way of updating variables not local to a
procedure. Error recovery is also well
supported, and the ‘EVERY" and ‘AFTER’
commands allow procedures to be called
either at regular time intervals or once
after a pre-determined time, respectively.

There are many other built-in
routines including two good sorting
routines (quick sort and shell sort), array
copying, memory block copying and
string handling operators and many input
and output functions.
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There are also implementations of
most of GEM's VDI commands as
specialised, ready to use functions.
Menus can be built and used easily, and
there are also a small set of facilities for
dealing with windows which, although
rather limited, are sufficient for many
programs. For greater flexibility, access is
provided to all the system calls from the
A-line graphics routines, BIOS,
GEMDOQOS, GEM AES and GEM VDI

Owerall this is quite an impressive
package with a well written
reference-stvle manual with plenty of
examples for each command. The
language seems to have included ideas
from many others. This is a good thing if
you are keen on having such a large
variety of facilities but on the other hand
it may make learning the language a little
harder, especially if you are a beginner.
Nevertheless, there are certainly easy
ways of achieving manv effects, which
otherwise would require a great deal of
effort. It seems to me that this Basic is
trying to supply something for everyone.
Fortunately, this means that it is likely to
have the most of the features you are
looking for in a Basic!

?\%\ ?3;5‘%

Sprite Master

Authors: Messrs SMITH and KNOPP
Distribution: Soft Bits

Cost: £24,95

Reviewer: M.J.Stringer

This product is marketed in a small,
neat and colourful plastic box and
contains a single program disk plus a
small, but very well written manual.
Habitually, I tried to load the program
into my mono system, first problem - it
only works with colour! [ sincerely hope
that this feature is very quickly
implemented. It is possible to have
sprites in monochrome, you know! This
is a great shame, | am writing a little
program which is crying out for
animation! There is no disk protection,
the password/manual protection is used.
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A sprite is the little character that can be
made to wander across the screen, in
front of and behind the scenery. The
most frequent use of sprites is in the
games market, although there are many
other uses! Sprite Master allows you to
design a sprite from 16 x 16, up to a
massive 144 x 84, pixels in size and in
sixteen colours.

From the title screen one can select
through little boxes - LOAD SCREEN
FILE, LOAD/SAVE SPRITE, UTILITIES,
GRAB, DRAW, VIEW SPRITE, QUIT and
INFO. These are quite self-explanitory, so
down to action. Pressing DRAW allows
us to access the main editing screen. This
i divided into three sections. One has a
number of editing tools on display, the
next in the top right hand corner is the
sprite and on the left, a magnified image
of the sprite to ease the design. The tools
consist of: DRAW, LINE, BOX, CIRCLE,
FILL, CLEAR, COPY, OVERLAY, FLIP,
SCROLL, ROTATE, PALETTE, RESIZE,
EXCHANGE COLOUR, OUTLINE,
UNDO, EXIT, SPRITE FRAME
SELECTOR and the GRAB XY
CO-ORDINATOR.

The manual gives a very clear
description of all of these functions. In
addition, the technical features are also
well covered. On the disk are a number
files that have been configured for some
of the more popular Basics which
demonstrate the programming
techniques and commands so that you
can incorporate sprites into your own
programs.

In use [ found the LOAD SCREEN
feature very useful. The program will
accept most of the popular, well
established, ART programs - DEGAS,
NEOCHROME, ART DIRECTOR and so
on. | also believe that with STOS it is
possible to ‘lift’ sprites from other
programs! Now that introduces lots of
other very interesting possibilities with
this program!! With a screen loaded, by
using the GRAB feature, any suitable
portion can be ‘lifted’ into the EDITING
arena and a number of animation frames
can be created. This feature can produce
some very interesting effects. Incidentaly,
the manual provides some interesting
discussion on the subject of
ANIMATION.

For ‘straight’ sprite creation, the first
image is held as a transparency so that
subsequent images can be accurately
drawn - just as professional artists do in
the Cinema Industry!

The program and all the features
worked extremely well, due to the care
given to the writing of the manual. It
even includes a bibliographical list at the
back as a source of further reading for
the interested owner!
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Apart from the inability to create
sprites in monochrome, | found the
program to be designed well, carefully
written programming examples
demonstrate the necessary import into
one’s own. The provision of a number of
useful supplementary programs results in
an excellent, modestly priced, powerful
product.

Fontz!

From Neocept
Price £24.95
Reviewed by Keith Mayhew

The ST machines have always had
the flexibility to handle multiple fonts of
different typefaces, sizes and styles.
Unfortunately, the part of the GEM
system which actually loads the fonts into
memory, called GDOS, was never placed
into the operating system ROMs. GDOS
was eventually released in the form of a
small ‘patch’ program (placed in an
AUTO folder), but it was such a long
time after the ST was launched that most
software, by that time, either did not
support multiple fonts or had invented
their own methods for loading fonts.

Since GDOS became widely
available, many programs now support it
and allow multiple GEM fonts to be
loaded and selected at will, for example,
desk top publishing packages and word
processors. The only problem now is that
the font files themselves are hard to find!
The main reason for this is that designing
a font from scratch is not an easy task.
The problem is made worse because a
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sizes and then the whole lot has to be
re-worked for different devices, such as
laser printers, dot matrix printers and the
different screen resolutions.

One answer to the shortage of fonts
is to design them yourself, and this is
where FONTZ! comes in. FONTZ! is an
easy to use font editor, supplied with
GDOS version 1.1 and a collection of
fonts of the ‘camelot’ style typeface.

Once a font is loaded into FONTZ! it
is displayed in a small window at the top
of the screen. Below this is a large edit
window where any character from the
font may be displaved and edited on a
grid, the actual size of which can be
increased so as to enlarge the character
you are working on.

There are numerous facilities
available from the drop down menus to
perform operations on an individual
character or the whole font. For example,
characters can be inverted, flipped,
shifted, rotated by 90 degrees or have
columns added or removed. This latter
feature allows you to define proportional
fonts, i.e. each character does not have
to have a fixed width so that an 7" can
take up less room than a ‘w".

For drawing new characters, facilities
are provided to draw boxes, circles and
arcs by simply specifying two or three
points with the mouse. A buffer is
provided where characters, or parts of
them, may be copied to and then pasted
on to other characters, either overwriting
them or merging with them.

Operations on the whole font include:
adding or deleting rows, scaling by a
percentage, scaling to a specific *point’
size, scaling to a different device and
changing the font name or ‘'ID' number.

FONTZ! also allows the loading of
non-GEM font files, It can load files from
the old version of DEGAS, Paintworks,
N-Vision or HippoWord and converts
them into standard GEM files. More
exciting is the ability to load AMIGA or
Macintosh fonts, if you can obtain them,
and have them converted for use with
GEM. Apparently, many of these fonts
are available on bulletin boards or
through public domain outlets for those
machines.

Altogether, FONTZ! is a useful and
flexible program to have if you are
interested in designing GEM fonts or for
simply converting AMIGA or Macintosh
fonts. The manual is quite well written
and describes many of the technical
terms associated with fonts. For the more
advanced users, there is even a
description of the contents of a general
GEM font file. Lastly, the manual has
many hints and tips on fonts which are

font has to be produced in a variety of

hard to find elsewhere.
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Prospero C

From Prospero Software
Price £129.95
Reviewed by Keith Mayhew

Prospero Software seem to be the
first, and only, supplier of a full ANSII
standard specification C compiler for the
ST.

For those interested, the ANSII
standard ties up many of the loop-holes
in the previous definition of C and adds
many features to the pre-processor and
the language, The main additions
include: the ability to make strings out of
macro arguments; joining tokens
together; the ‘void’ type for indicating no
return value from a function: proper
constants and enumerations: passing of
structures by value to and from functions;
initialisation of '‘auto’ arrays and
structures; and, most significant of all, the
new syntax for function declarations.

This last feature of the ANSII
standard permits type checking of all
arguments in function calls, and hence
removes one of the biggest problems C
had, namely that you could pass, say, an
integer to a function which was expecting
a pointer - with disasterous consequences
- furthermore there was no way you
could find this type of problem without
studying the listing very carefully, as the
compiler could not report the error!

| should point out that the ANSII
standard for C still appears to be in the
draft stage, but the full standard, when
published, is not expected to contain any
major changes, possibly none at all. A
fact which backs up this claim is that
Kernighan and Ritchie, the authors of the
definitive book for the ‘old’ C, ‘The C
Programming Language’ from
Prentice-Hall, have produced a new
ANSII edition of the book which has
been on sale for quite some time. If you
want a definition of the ANSII standard
for C, and want to know the changes
from the old C, then | can recommend
vou buy this new edition of the book.

The Prospero C package is supplied
on three disks containing the compiler,
the ‘workbench’, the linker and several
other utilities, as well as some fairly good
example C programs. There are four
manuals, all written to a high standard,
ring bound, and boxed in a sturdy
protective container. Altogether, this
amounts to approximately one thousand
pages of documentation.

Three of the manuals are dedicated
to describing the C library, the GEM VDI
library and the GEM AES library,
respectively; all the library functions are
well documented and there are a large
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number of examples showing their typical
usage. The manual for the C library
indicates which functions are part of the
ANSII standard and which are specific to
the ST this is useful if you are porting
programs to other compilers.

Note that the ST's GEMDOS, BIOS
and XBIOS calls are not documented in
any of the manuals, although they are
mentioned. It is, however, possible to call
these routines from Prospero C as the
library calls, and the appropriate header
file, have been supplied. Some of the
most commom of these operating system
calls have been implemented, and
documented, as part of the C library,
although under different names

The last manual of the four describes
the overall product and provides
descriptions of the programs, utilities and
other files on the disks. There is a section
detailing the particular implementation
details of the Prospero C compiler and
another giving a full description and
definition of the ANSII C language. Eight
appendices include, among other things,
the compiler’s error messages, run-time
error messages, the use of Prospero’s
FORTRAN and Pascal languages with C
and a small glossary of some technical
terms.

The operation of the whole Prospero
C package can be controlled from a
single GEM based program called the
workbench. The workbench has an
integral editor for the preperation and

alteration of C programs, or any other
text files. The editor is easy to use, allows
several files to be loaded at any one time
and provides block copy, move and
delete functions between windows. There
are search and replace operations, as
well as a ‘goto line number’ facility. The
function keys can be programmed with
any characters including the control-key
commands of the editor, thus allowing
you to build your own, composite,
commands. Also provided is an option
for insert or overwrite mode, auto
indenting, and an adjustable tab width.
My only real complaint about the editor
is that it does not support ‘real’ tabs

that is they are all converted to spaces.
This expands source files unnecessarily
and makes deleting a slightly longer
process due to all the spaces to be
removed.

Operation of the compiler and linker
from the workbench is very simple and
you have a choice of compiling the file
you are editing or one from disk. If the
former is chosen, the compilation
process is speeded up because the file is
read direct from memory. The progress
of the compiler and linker is displayed in
a dialogue box, which also reports any
errors found. A particularly good feature
is the ability to pause on errors or abort
compilation or linking at any time. If
compilation is aborted when compiling a
source program from memory the cursor
is automatically placed on the line where
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the last error occurred.

The compiler itself comprises
two-passes and operates at a reasonable
speed. Options can be specified from the
workbench, such as the logging of all
errors to a file, the insertion of run-time
checks for array bounds and
null-pointers, and a facility for enabling
strict checking of the source for
conformance with the ANSII standard.
These options are a great help for finding
potential faults in C programs.

The linker is GST compatible and
can link any number of object modules
together with the libraries. For simple,
single module, programs linking is a very
simple task. For multiple modules it is
required that you build a special linker
control file. This is a slight irritation but is
compensated for by the flexibility it !
provides in control over the linking |
operation, such as specification of stack
size, etc.

Once compiled and linked, programs
can also be run from within the
workbench, Options allow you to run
with or without GEM and with or without
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a command tail. In particular, note that
vou can provide a command tail to a
GEM application, not just a TOS one. A
librarian program has also been supplied
so that you can build your own libraries
of commonly used functions and extract
or merge modules from different
libraries.

Prospero’s syumbolic debugger, called
Probe, is provided for the tracing and
examination of C programs at the source
level, i.e. you can refer to any symbols in
the program without having to know
their actual machine addresses and lines
in the original program can also be
displaved. Probe lets you examine any
variables or data structures and change
their values; variables can be ‘watched’
while the program executes, printing their
values if they satisfy certain conditions
and stopping execution, if required; the
nesting of current function calls can also
be displayed. One particularly useful
feature of Probe is its profile facility
which counts how many times each
function has been called during an
execution, This allows efficiency minded
people to optimise the functions which

TR
5\ V5 Vit

significantly reduce overall execution
time.

quality package with above average

error checking, as well as the Probe
debugger, it provides an excellent
environment for the professional
development of C software. The only
obvious utilities missing are a ‘make’

from other companies however.
For those of you who wish to start

consider Prospero C very carefully: it

whilst offering you the safety of the
ANSII standard, e.g. type checking on

already own a C compiler and wish to
able to compile old C programs as the

ANSII standard is mainly a list of
extensions,

In conclusion, Prospero C is a good

program and a resource editor for GEM
resource files. Both of these are available

using C for the first time, | suggest you

provides a very easv to use environment

function calls. If, on the other hand, you

use the ANSII additions vou will still be

For some two years Prospero have
provided the complete programming
solution to the Atari ST and GEM,
provided you wished to programin Pascal
or FORTRAN, and indeed a good many
of you did. However it was always clear
that a hole existed in the market for a top
quality C compiler with full access to
GEM and an easy to use environment. We
believe that we have filled that hole.

Completed family.

Choosing a programming language has
always been a problem. Each language
has its own strong points and you always
seem to want those features not in the
language you have. Therefore our three
languages are fully interlinkable, so you
can get the best of each language in the
same program. Better still the three
products all look and feel the same so you
always feel at home with each.

Completely Standard.

Another problem with programming has
been that source code is not as portable as
you may believe ~notall C’s are the same.
We have done our bit to lessen the
problem by making all our compilers
contain the standards so that if the text
book says your compiler should do it then
ours will.

Completely Documented.

There is not much point in having a
powerful compiler and GEM library if
you can’t use it, so we provide very
extensive documentation. For example
each GEM function comes with a
definition, explanation and an example.
The C version of the manual contains
1000+ pages and swetches to four
volumes!

Completed - in triplicate

FORTRAN, PASCAL AND NOW C

Complete Package.

We've mentioned the ‘environment’ but
people who don’t know Prospero might
not appreciate the full extent of what we
put in, so here goes: Compiler, Multi-
window editor, super-fast linker,
librarian, source level symbolic
debugger, program cross-referencer,
documentation, technical hotline support
and example programs. For the really
heavy duty programmers we have
hardware floating—point libraries
available as an extra,

Complete programming solution.

So we now claim to have the complete
Atari ST programming solution in Pascal,
FORTRAN and C, and it is all available
now off the shelf. Pascal is £99.95, C and
FORTRAN are £129.95 each (inc VAT).

LANGUAGES FOR MICROCOMPUTER PROFESSIONALS

Prospero Software
— 7

190 CASTELNAU, LONDON SW13 9DH, ENGLAND TEL 01-741 8531 TELEX 8814396

If replying to advertisers please mention Monitor.
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are being called most frequently and thus

documentation. With full support for the
ANSII standard and facilities for run-time
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LADBROKE COMPUTING
INTERNATIONAL

This company has given ycars of full support to Atari uscrs from their retail premiscs at 33 Ormskirk Road Preston. Now from their Mail Order
premises they can offer this " second to none " service to users countrywide. All Software/Hardware is ex-stock and fully tested prior to purchase
to ensure that customers receive tolal satisfaction, returned goods arc now a thing of the past. All hardware is supported by our on site engineers
so that guick tum around on all rcpairs is guar.mtwd. There are no hlddcn cxtus all prices include YAT and delivery (next day delivery +£3),

arc correct at lime of

iw AEBIRTERIE Z0-Trish

bﬂh&ﬁﬁaﬁd%@ﬁ‘- Midistudio £99 99

Midistudio s a 20 vmck Midi Music Swdio. This Midi software package s o realistically priced
introduction 1o Midi music processing and includes the following features,

20 wacks cach assignatele one of 16 midi channels, each track can be transposed up or down 1 oclaves,
the main screen featwres full tape deck controls with individual volume shiders for each wack. nole
editing facilities including aliting of pitch, octave, duration and velocity, plus full midi controller
elitinglpitch bend. mod wheel ec.). Full control over phrases is offered through Quantizing
wansposing, and phase amangement software pages. The arangement facilities allow moving and
copying phrascs on amy of the 20 wacks. The package is casy 10 use and is a strong competitor with
Pro 24

" Out performs Pro24 vZ2. ] i almost every way "
Alard ST User Jan 89

SCAN AT UP 1O 1000 DFY FOR ONLY £89.99

The Image Scanner is a penpheral for the ST which can provide
high quality graphics digitising for o tenth of the cost of otha
digitisers. This simple unit plugs into the carridge port of the ST
and accepts scanned information via qJLin:ai! cables which fix casily
to the bead of amy prister. Scanned images can be saved in raw
date, Degas amd Neochrome formis. The Software supports
scanning wmlutil:m\ of 75,150,216,300,360 and 1000 dots per inch
horizontally. An example disk is available which contains a slide
show of imdgcs scanned with this product. The cost of this disk
is £399, 1200 of which is redeemable on purchase of a scanner

P, o - IMAGFE SCANNER ONLY £59 99
MM EQ_IEA_HONAL SOFTWARE Spell With Oscar_£12.99

Spell with Oscar i a game which teaches
spelling, kevboand skills and motor coordi-
nation. Piciures of objecis move smooihly
accross the scoeen and the pupil should spell
the name of the object while Oscar checks
. ) for mistakes. Spell also incorporates select-
a Hi-Score table | / g [Ty able dificulty levels and a Hiscore wble

] E Extra data disks £5.90

Shehi MxTh obial
K M R Tk e

Quick List Plus is a wiliny tha T s ABA”IQEIOI’ L7495

compiles a directony of you disks. Sort on
disk o name, rends any drive, including AB Al‘illﬂl‘ﬂf s o wtiliny
for creating and animating sprites

hard drive. Printer output for hand copy of
It supports GFA, HISOFT and

databases

Mastermatl is o formatier that ii:ri::'“m';”ﬂi:::'ﬂ""?:'“
e H R O . " | il = . ol

l:bphmu.ea LII':L‘ space, .tl.llot\s ncm standind turs Files.Uso the full icon costrol

sector and wack formats/ fust read format, 1o animate up to 20 big frames of

56 pivels wide by 33 pixels high

Add with Oscar is a fully mouse controlled
educational game with full colow screens
and sound for teaching addition, subtraction,
multiplication and division 1o children. This
pogram has selectable difficulty levels and

H(Eil'ip i o wtility that captuwes all or pait of a picture file for use in Busic programs,
supports GFA, FAST, HISOFT and ST Basics and is Degas, Neochrome and AB Animator
compatible.

AL Y HARIDODWARE AVAII ABILFE EX-STOCK.
FPHONE FOR OUR NEW 1LOW PRICES

For example:-

MEGAFILE 30 30 MB HARD DRIVE 1475 I MB CUMANA SECOND DRIVE  £5999
320 STFM SUPER PACK £3769.99 STAR LCI0 PRINTER £79999
320 STFM EXPLORER PACK 1279.99 STAR LCI0 COLOUR FPRINTER £249.99
1040 STFM + CHOICE OF SOFTWARE PACKS £449 STAR LC 24/710 PRINTER £1379 99

PHONE FOR OUR LOW PRICES ON THE FOLLOWING ITEMS ALL EX STOCK.
Upgradas ( 2 and 2.5 Mcgabyte memory cxpansion boardls, [Mcgabyte memory cxpansion ) Frinters, Hard
drives, IMb second drives, Monrfors, TV, ST packages, Alari Pcs. Phone for information on our incredrible
value software club which offers up fo 60% discounts and & free monthly disk magazine for only £I15

- . ORDER BY PHONE bt
Ladbroke Compullng International, q‘! Call us on numbers below and pay with yow 'l
33 Ormskirk Road, Preston, Lancs., [T W credit card R
PR1 2QP. Open Monday-Saturday (@772 203166 OR 21474 |-
10 am to 5.30 pm. Dealer enquiries welcome. @l OROER BY POST : _
Make cheques PO's payable 1o Ladbroke Computing Internation

I |l Send SAE for full catalogue.
14 If replying to advertisers please mention Monitor.



Tankattack

The scenario: each player takes the
role of the General commanding a Tank
Corps of one or more armoured
divisions. Each division comprises eight
tanks and four armoured cars. The
objective is to either capture enemy
headquarters or annihilate all enemy
forces. The outcome of each game is
affected by weather, morale, skill,
judgement, planning, foresight, careful
management of rebuild and repair
facilities and luck!

Tankattack combines a computer
game with a board based strategy game
and is for 2 to 4 players. It includes a
41cm square game board, 48 tank and
armoured car playing pieces and a
manual. To be released by CDS in
January at £19.99

A4

Ferrari Formula 1

This game is a detailed driving simul
which brings together the realism of
driving a Ferrari F1/86 with the strategy
required in :.:anaging a team. It offers
high speed action on authentic
recreations of all 16 tracks from the 1986
racing season including Monaco, Detroit,
Monza and Brands Hatch, modelled
down to the background scenery,
weather conditions and length of track.
The opposition consists of the world’s
top drivers, Alain Prost, Nigel Mansell,
Ayrton Senna, each with their own
unique driving styles.

The player can check his car’s vital
statistics before tacking to the track.
Mauro, the computerised crewchief will
offer his advice. The comprehensive
workshop allows the engine to be
changed and the suspension,

—
Al

Coming our Way?

The following products were
exhibited at the Comdex Fair in Las
Vegas in November, | wonder how many
will make it to the UK? Nite Light
Systems of Billerica, Massachusets
demonstrated the Lantech RS232 Local
Area Network. One 1040ST is a host
computer and can support up to seven
nades of computers or serial printers.
Touch screens or bar code readers can
pressure, water temperature and fuel also be supported. Nice & Software of
gauges, turbo boost control, moving | Kitchener, Ontario, Canada had an
gearstick and steering wheel, and twin [ 1040ST system that handled inventory
scrolling rear view mirrors. | control and register using bar codes,

Ower the course of a season, the sales clerk tracking and a full compliment
plaver must face the full 16 track schedule of retail needs. Castech Software Systems
to accumulate enough points to become (P.O. Box 147, Grandview, MO 64030,
Formula 1 champion. USA) has COBOL for any ST or Mega

Electronic Arts have scheduled it for with at least 1 Meg, The price of $199.95
release on the ST in March at £24.95. includes an editor and a command line
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aerodynamics and gear ratios to be
adjusted for different circuits. A fully ‘
animated wind tunnel will check vour
dynamics and chart your car’s
performance. The dyno room will test the
fuel mixture, engine, ROM turbo boost
and electrics. The car can be tested
further at the Ferrari test track in Fiorano
or taken for some practice laps.

Once on the frack, the player is
presented with a first person perspective
of the F1/86 dash board showing oil
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interpreter shell that uses UNIX style
commands. The shell can be bought
separately for $19.95 and will work on
any ST.

JRI (P.O. Box 5277, Pittsburg, CA
94565, USA) has GENIllock which allows
drawings and animation programs in low
and medium resolution modes to be
mixed with an external video source such
as a VCR, or camera. While it is designed
for NTSC signals (not European
standard) and requires a Mega 2 it has
some features that surpass genlocks for
the Amiga. GENllock doesn't have
unstable jumping characteristics. It allows
the fading out and fading in of graphics
or picture. On other systems this is done
by animation shading. JRI plan to have a
cartridge version available by mid 1989.

Nerik Computer Graphics (Sydney,
Australia) had a system to transfer
graphics from the ST to 35mm film with
a suggested retail price of $650.

Coming from Microdeal

New release from Microdeal is
Guardian Moons. Eight of the most
ruthless tear-aways have been singled out
from the vast ranks of Earth’s most evil
inhabitants, and they intend to invade
Gargamadua and eliminate all the
‘dogooders’. However, you think vou are
the most sadistic, psychotic terrorist of
them all and you decide to take on the
merciless mission all on your own! But in
your path lie the Guardian Moons which
you must destroy before you can open
up the way for the rest of the outlaw fleet
to invade Gargamadua. Price £19.95

Due for a February release at £19.95
is JUG. You take the part of a humanoid
composed of Titanium fleximetal and
other organic materials, built in the year
3642AD and nicknamed JUG because of
vour barrell chested profile which can
transform into many different shapes.
Your task is simple; within the living core
of the planet Spiraeus is a deadly virus
causing it's brain to malfunction and all
the inner sanctums to die as the life force
is diminished. This planet is divided into
four zones, each of which has four
sectors. Trap doors in the floor and holes
in the roof will enable you to move up or
down a level. You must find and destroy
the deadly ‘tumour’ in the deepest level
with all haste!

Other products coming from
Microdeal in the near future include a
deluxe disk wallet to take 20 5.25 inch
disks and one to take 32 3.5 inch disks,
both at £19.95. March is the projected
launch date for the Talespin Adventure
Creator at £29.95, there is already one
game written using this utility on the
market, it is called The Grail. No dates
have been given for the release of Fright
Night (the Computer game) or Fright
Night (the Adventure), Karate Kid II (the
Adventure) and a Hard Drive Turbo
utility on the Michtron label.
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ATARI ST BOOKS

ABACUS

ST For Beginners ...................E12 .95
Basic Training Guide ...E12.95
Tricks and TIPS ...ocoesnere we£14.95
Bagiclo C ... ...£14.95

Atarl ST Internals ....................
Midi Programming ... =
3D Graphics Progtammmg ...... £16.95
ST Disk Drives .........c...

GEM Reference Guide ............E14.95 ST Machine Language
Discs for Abacus (each) £7.50
COMPUTE!
First Book of Atari ST ..............E14.95 Tech Refl Guide Vol 1............ £16.95
ST Programmers Guide ...E14.95 Tech Ref Guide Vol 2... £16.95
Sound and Graphics ... ..£11.95 ST Artist .. £14 .95
Kids and the Atari ST _. ..£12.95 Appl. Guide: ng inG .. £16.95

..£14,95
£14.95

ST Applications ............ )
More ST Applications ............

Elementary Atari ST ........
Learning C:Prog Graphics ....... £16.95

OTH ER ST BOOKS

Concise 68000 Prog. Ref ........£17.50
Using ST Basic (new ed.) ........ £7.95

Mastering Sound and Music....£14.95
Atarni ST Explored (Kuma) .......£8.95

Basic Source Book (rev B) ...... £10.95
1001 Things to do with ST ...... £10.95
Graphics and Sound (Tabs) ....£11.40

Learning Conthe ST .........ce.. £16.95
68000 Pocketbook .. ...£2.95

MC 68000 Prog. Ref Ma.nual .£8.95
Advanced Prog Guide (Sigma) £10.95
A Book on C (Collins) ..............£9.95
Musical Applications (Babini) ..£5.95
Programmers Guide to GEM ..£17.50

GFA BASIC PRODUCTS

GFABasic2.0......cceenrienen. £32.50
GFA Basic Compiler .. ...£32.50
GFA Vector ....... ..£27.50
CGFA BasicV 3. .40 05

GFA Companion .. £E23.95
GFA Artist ..... e £39.95
GFADRAR i £69.95

Prices include postage in UK. Add £1

Advanced GFA Basic Book .....£14 95
Advanced GFA Basic Disk ......£4.95
GFA Basic Quick Rel Guide ...28.95

GFA Training Reeboot Camp .£12.05
Program in GFA Basic ............E9.95

GFA Draft PIus ......coccccevnniins £99.95
GFA Basic 3.0 Software Dev ..£12.85

per book for overseas surface mail or

30% lor airmail outside Europe. Access and Visa accepted - Tel 0706 524304

Send SAE for descripiive ST k calalogue.
g

(DEPT. M), 18 NORWICH AVENUE, ROCHDALE, LANCS OL11 5JZ

SEND FOR FREE
BROCHURE PACK

(‘PORDER NOW - 24 HR
(CREDW CARD HOTLINE

0395 270273

ss%

All software written in the

i Atlast aninexpensive and
genuinely easy to use
spreadsheet program.
Command and menu-dri-
ven, 512rows, 52 columns,
programmable function
keys, text overflow and
much, much more. Simple
enough for the beginner,
powerful and fast enough

UK Prices

for the professional.
Aciotaed £30.95 || s

DIGITA

INTERNATIONAL
TOP QUALITY PROGRAMS AT MAGICAL PRICES

)0 for expaort )

nclude VAT & PAP (acd £9.(

A powerful menu-driven mailing
program using 8 unigue System
fior on screen scrolling of labels.
This WYSIWYG (what you see is
what you get) system means that
any label format you define on
screen will be identical when
printed.
As well as powerful sorting and
searching (search for anything,
anywhere!), Special Routines
include: detection of duplicate
labels, surname sorting ancmany,
many more. For business users,
MAILSHOT PLJS 1s also available.

The Black Orchid

Atari ST
£19.99 IV]UHD

Available

\ only by
mail order

"... could become a cult success for Mundane
Software.” Computer Gamesweek

The Black Orchid is a fantasy battle game for

one or two players set in a mythical kingdom

that stands on the brink of war. Features

include:

» Sixty-four different army types to fight your
battles

» Eight powerful special characters.

= Sarcery and Theomancy magic.

* Play a friend or the computer

» Two difficulty levels for solo play.

* Comstruct keeps, temples etc. to defend your
troops

* Steal from your foe with the thief..

» Or backstab him with the assassin.

* All are waiting and more in The Black Qrchid

Please make
cheques/postal
orders payable to:
Mundane Software
PO Box 180
Bath-BA1 2WF

& (0225 25692

Mundane Software, 49 Sladebrook Road, Bath, Avon BAZ 1LP

ideal for bath home wsers and small
usinesses. fully GEM based simple to
e, this compiete home accounting
package will cater for up to 13 income
accounts (eq, bank, credit card, HP)
and 60 cateonies of household expen:
aiture (eg, mortgase, rates, food,
eic.) with optional budgeting The pro-
gam will automatically handie 100
Sanding Orders, etc., and allow you to
produce your own statements to
check bank account(s)/ charges,
credit cards, etc ... Process upto 300
transactions per account per year
Comprehenduve reporting facilines in-
cude: detalled statements, bucget
forecasts, pie and bar chars, eic

¢ DAYBYDAY ¢

A comprehenswe diary planner
which is equally suitable for the
business or at home. includes
built-in intelligent calendar,
scerch/sort, printing, weekly
monthiy planners, etc

sesa  §00 08

best laid
plans

Transform your gxisting computer into

a fully lecsed typewniter, displaying

and printing text instantly. |deal for

form-filling, addressing envelopes,

memas, etc. Character by character of

You /] Wﬂdﬂ' Jine by fine printing (with word-wrap,
52 ‘ s justification, etc )
R cmmged £Q4 95 The emulated £
without it! typewriter '
[TPUEASE RiSH ME By RETURN (eriter cuantty) | Piease oebit my ACCESS/VSA CARD 1
- I
| DGLALC £3995 Mo |
| HOME ACCOUNTS £2495 |
| MAILSHOT £949% Expery Date
MALSHOT PLUS 4895 {
| DAY BY DAY £9995  Signature |
| E-TYPE £1995  Post 1o DIGITA INTERNATIONAL LTD )
| DisC £2%5 BLACK HORSE HOUSE, EXMOUTH

DEMD
Pleaie send FREE Brochure Pack
| Hame

If replying to advertisers please mention Monitor.
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Other Releases

Activision are developing an ST
version of ‘Who Framed Roger Rabbit’,
possible price £24.99. Level 9 say they
will be releasing Spook on the ST at
£19.95 at the end of February. New
Sierra products coming our way include;
King's Quest IV: The Perils of Rosella in
which the heroine travels to a far distant
town on a search for the one item which
will save her father from certain death;
Space Quest lll: The Pirates of Pestulon
in which you get a third chance to
become Roger Wilco, and penetrate the
planet Pestulon and then batter the
pirates flatter than the Jumbo Cheese

Platter at the Monolith Burger Fly-Thru
on Saturn; Police Quest II: The
Vengeance! in which the local jailer has
been murdered and your girlfriend has
been kidnapped; Leisure Suit Larry II:
subtitled ‘Looking for Love (in several
wrong places)’ in which Larry wins a
dream date on the ‘Dating Connection’

and a dream cruise on the ‘Lover’s Boat';

18
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Gold Rush which is 3 complete
adventures in one package. Real
Ghostbusters from Activision should be
out sometime in March and is based on
the cartoon series on TV, price £19.99,
Also in the pipeline from Activision is
Infocom’s Battletech role-playing game
and Millenium 2.2.

Fusion

The objective of Fusion is to collect 9
pieces of a bomb scattered over 13 alien
levels and return them to the first level.
You control an Assault Crawler in which
you move around touching switches that
allow you access to other levels and
grids. lcons found on various levels will
give you increased fire power, a
re-energised ship’s structure, shields, etc.
Five types of enemy try to hinder your
progress. Fusion features a detailed info
panel with an encoded base ten alien
numeric scoring system, ship's structural
indicator, a shields’ energy level bar and
active switches and bomb display units.
You can play normal or expert level.
Fusion is an Electronic Arts release at
£24 95,
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Timescanner

Electric Dreams have secured the
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rights to Timescanner, the Sega arcade
action pinball game. The game consists
of 4 levels; Volcano, Saquarra, Ruins and
Final. Levels are divided into two screens
and the machine scrolls between the
upper and the lower parts of that level.
Each level is only accessible via a time
tunnel on the previous level. Entry to the
tunnel depends largely on your pinball
skills. Special features include; realistic
nudge and tilt, upto 3 balls on screen at
once, upto 6 flippers, double length
double height screens, special final bonus
screen with a new ‘breakout’ type game.
Timescanner is due for release in April at
£19.99.

Skyfox I M 4

Electronic Arts are to release Skyfox
Il in March priced at £24.95. It boasts a
new plot, enhanced graphics, better
sounds, faster action and a more realistic
sensation of flying than its predecessor.
In Skyfox Il the Earth battle against the
Xenomorphs continues in the dark, deep
space of the Cvanus constellation.
Players take on the role of Federation
Warpwarriors with the task of defending
the interests of the Federation.

Skyfox [l is a single player game with
varying levels of difficulty and 10 possible
battle situations. The Skyfox Il aircraft

features advanced weaponry, neutron
disruptors for destroying enemy fighters
and asteroid fields, photon pulse bombs
for destroying Xenomorph starbases and
anti-matter mines effective in damaging
enemy ships. Skyfox Il also has shields
and deceptor devices.

Playing area encompasses an entire
constellation and there are over 50
starbases at the player’s disposal. The
player gets the opportunity to travel
faster than light through ‘wormholes’
which are by-products of black holes.
Warpwanrriors who successfully complete
a mission can move on to other missions,
whilst failed missions have to be retaken.

Ballistix

A new game from Psygnosis is always
a special event and they will be releasing
just such a treat on February 13th. The
game is called Ballistix and will retail for
£19.95. Ballistix is a fast and furious ball
game, in which you have to score more
goals than your opponent. But its not as
simple as that! Ballistix is crammed with
bizarre features like magnets which whip
the ball from under your nose, splitters
that turn one ball into a multitude,
bumpers that bounce you way off target,
hoovers will suck vou in and blowers will
spit you out. Sounds good, can't wait to
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ST Titles from Atlantis

Atlantis, better known for their
budget 8 bit cassette games, are to ‘
release some budget titles for the ST
range. Pothole Pete is a platform game
set 2 miles down in an abandoned mine
works, price £7.95. At £9.95 we have
Alpine Games and ST Olympiad. Alpine
Games covers five disciplines; Speed
Skating, Bobsled, Ski Jump, Biathlon
and Downhill. The sports in ST Olympiad
are Weight Lifting, Running, Long Jump,
Target Shooting, Discus and Swimming.
Shutdown is another platform tvpe game
in which you must shut down the main
computer before catastrophe strikes,
rirﬁ:e hi:lbe £14.95.

Sb{Et in ancient Greece you play a
voung God and you are about to be
tested to see if you come up to the mark
as a diety. You must find the famous
helmet of invisibility. During the course of
your quest you'll meet the 9 headed
Hydra, Charon - ferrymen across the
Styx, and many other ‘myths’.

The unusual thing about Myth is that
it is exclusively available only to members
of the ‘Official Secrets’ club. Membership
is £19.95 for a vear and includes 6 issues
of their magazine called ‘Confidential’,
membership to ‘Special Reserve’ which
has some pretty special prices for
software, a copy of Level 9's Gnome

Educational/Home Software
for your Atari ST

B.Bytes Computer Systems of Hinckley now supply:
B.Spell £14.95 Age 5+ e New FOI’ 1989 -

Speech synthesized Spelling Program for your child, total :
mouse control, 26 pictures, and 9 tunes. Kidsoft Maths £14.95 Age 5+
The Perfect Companion to B.Spell

"Excellent Graphics" — Micromart.
“Educational Value 9/10" — Monitor Magazine. Seven games in one with sampled speech, animated Teacher
and mouse controlled Abacus.

£19.95 Age5+

club helpline! For more info write to:
Official Secrets, P.O. Box 847, Harlow,
CM21 9PH. w

’ Ranger (or a surprise alternative) and a

B.Spell + Construction Set

As B.Spell but with 52 pictures and the ability to enter your own Kidsoft Spell £14.95 Age 7+
pictures drawn in Neochrome, Degas or Degas Elite. (Joystick Required)
B.Basell £14.95 Age 5-105 gduucr;iﬁgi and very exciting mix of arcade action and

Powerful and easy to use card-index data base.

“Very user friendly”, Well written”, “Very rapid", “Very reliable
in use and extremely good value for money” — Monitor
Magazine.

Ideal for addresses, record collections, recipes, efc.

20 words to spell by picking up the letters in the correct order
as you walk and jump around this 20 screen platform game.

Brilliant Sound, Graphics and Game Play.

Further data disks with more words and screens available
s00n.

Prices include VAT & P+ P, Cheques payable to B.Bytes Computer Systems.
Hardware and Software information packs available for most makes of Computers.

B.Bytes Computer Systems,
Dept MON2, 19 Southfield Road,
Hinckley, Leics. LE10 1UA.

American Express
Access

Tel: (0455)613377. Visa
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TOP SECRET---DO NOT READ---TOP SECRET---DO NOT READ---TOP SECRET

EXCLUSIVE TO ALL MEMBERS OF OFFICIAL SECRETS

MAGNETIC SCROLLS' MYTH

This mini-adventure comes courtesy of Magnetic Scrolls and is a

ilable only to the

of Official Secrets. You see, being a God isn't at all easy and merely upon a whim, Zeus has
decided that it’s about time you proved your worth. Playing the pant of Poseidon, Lord of the
Sea, you find yourself stripped of all power and set the task of stealing Hades' magical helmet

from his palace. Success will mean instant retumn to Mount Olympus, while failure is 100

horrible to contemplate.

" Without doubt, the best mini-adventure we've ever written."
Anita Sinclair of Magnetic Scrolls

Our first club is a bit Special...

ATARI ST

1943

5 STAR (COMPILATION)
ACTION SERVICE
AFTERBURNER
ALTERNATE REALITY
BAAL

BALANCE OF POWER
BARBARIAN 2
BATMAN

BEYOND ZORK
BOMBUZAL
BORODINO

B. CLOUGH'S FOOTBALL FTN

BUBBLE BOBBLE
CAPTAIN BLOOD
CAPTAIN FIZZ

CARRIER COMMAND
CHAMP, BASEBALL
CHAOS STRIKES BACK
CHRONO QUEST
COLOSSUS CHESS X
CORRUPTION

COSMIC PIRATE

CRAZY CARS 2
CUSTODIAN

D. THOMPSON'S OLYMPICS
DEFENDER OF THE CROWN
DOUBLE DRAGON
DRAGON NINJA
DRILLER

DUGGER

DUNGEON MASTER
ELIMINATOR

ELITE

EMANUELLE

EMPIRE STRIKES BACK
EXOLON

F-16 COMBAT PILOT

F-16 FALCON

FED. OF FREE TRADERS
FERNANDEZ MUST DIE
FIRE AND FORGET

FISH!

FLIGHT SIMULATOR 2
FLYING SHARK
FOOTBALL MANAGER 2
FREEDOM
GALDREGON'S DOMAIN
GARFIELD

G. LINEKER'S HOTSHOTS
GAUNTLET 2

GBA GHAMP BASKETBALL
GFL. CHAMP FOOTBALL
GUILD OF THIEVES
HEROES OF THE LANCE
HOSTAGES

HUNT FOR RED OCTOBER
INC. SHRINKING SPHERE
INGRID'S BACK

INT. KARATE +

JET

JEWELS OF DARKNESS
JINXTER

JOAN OF ARC

KNIGHT ORC

KRYSTAL

LANCELOT
LEADERBOARD BIRDIE
LEATHERNECKS
LEGEND OF THE SWORD
LEISURE SUIT LARRY 2
LOMBARD RAC RALLY
MANHUNTER NEW YORK
MENACE

MICKEY MOUSE
MORTVILLE MANOR
NEBULUS
NETHERWORLD
N.MANSELL'S GRAND PRIX
NIGHT HUNTER

NIGHT RAIDER

NORD AND BERT
OBLITERATOR
OFFSHORE WARRIOR
0OIDs

OPERATION WOLF

OUT RUN
OVERLANDER
PACMANIA

RRP
1999
2495
1995
1999
1995
1995
2995

39.99
19.95
19.95
19.95
19.95
19.99
19.99
19.99
24.99

24.95
2499
2495
2495
19.99
19.95
19.99
3599
19.95
24.95
19.99
19.95
29.99
19.95
19.99
19.95
24.95
29.99
2495
29.99
19.95
19.99
2495

19.99
24.99
19.99
19.99
24.99
24.95
19.99
19.99
19.95
19.99
19.99
19.95
24.95
24.99
29.95
24.95

SRP
1349
1497
1147
1249
1247
1247
17.97
1149
1247
13.99
1497
18.49

8.99
1147

849

9.97
13.97

6.49

8.99
1797
1549
1397
11.49
11.49
1299
1247

845
1249
1247
1397
1249
1399

7.49
13.97
11.49
1147
1249
1547
13.99
19.49
1499

9.49
1397
2549
1147
1147
1149
1147
1247
1349
1349

649

649
1297
1649
1357
1397
1349
1147
13.49
2749

745
1397
1349

745
1649
1147
1349
1147
1397
1949
13.97
19.49
1247
1345
11.49
1249
1249
1649
1349
1349
1399
1545
1149

749
1247
1349
1249
1147
1397
1399
1797
1647

ATARIST

PRO SOUND DESIGNER
PURPLE SATURN DAY
QUANTUM PAINTBOX
R-TYFE

RAMBO 3

RETURN OF THE JEDI
RINGSIDE

ROAD BLASTERS
SARGON 3 CHESS
SCRABBLE DE LUXE
SDI(ACTIVISION)
SENTINEL
SHADOWGATE

SHOOT -EM-UP CONS. KIT
SILICON DREAMS
SKYCHASE

SPACE HARRIER
SPEEDBALL

SPITTING IMAGE

ST ADVENTURE CREATOR
STAR RAY

STAR TREK
STARGLIDER
STARGLIDER 2
STORMTROOPER

STOS GAMES CREATOR
SUPER HANG ON
SUPERMAN
TECHNOCOP
TEENAGE QUEEN
TESTDRIVE
PRESIDENT IS MISSING
THUNDER BLADE
TIME & MAGIK

TIMES OF LORE
TRACK SUIT MANAGER
TRIAD VOL1 (COMP)
TRIVIAL PURSUIT
T.P.- ANEW BEGINNING
TURBO CUP

ULTIMA IV

UNINVITED

UM.S. CIVIL WAR
UM.S. VIETNAM
UNIVERSAL MIL. 5TM.
VIRUS

WANTED

WHIRLIGIG

XENON

ZANY GOLF

ZYNAPS

ATARI 800 DISK
COLOSSUS CHESS 4
DRAGONUS

DRUID

GUILD OF THIEVES
INGRID'S BACK
JEWELS OF DARKNESS
JINXTER

KNIGHT ORC
LANCELOT

PAWN

RAMPAGE
SARGON 3 CHESS
SILICON DREAMS
TIME & MAGIK
TRIVIAL PURSUIT
ULTIMA IV

ATARI 800 TAPE
CHIMERA
COLOSSUS CHESS 4
DRAGONUS

DRUID

INGRID'S BACK
JEWELS OF DARKNESS
KNIGHT ORC
LANCELOT
RAMPAGE

SILICON DREAMS
TIME & MAGIK
TRIVIAL PURSUTT

RRP
64.95

645

Cheque, P.O., Access, Visa or AmEx to:
SPECIAL RESERVE, P.O. BOX 847,

HARLOW, CM21 9PH

Give expiry date if paying by credit card.
Special Reserve and Official Secrets are

deg Int
P of Inter

Wi

Number 2054731

If replying to advertisers please mention Monitor.

Lid. Regd

Pssst...
Join now and you'll get:

Bi-monthly Buyer's Guide. An expently written 12-page magazine
coming to you every two months from February, building to a valued
reference of over 240 games.

Membership card and a folder. With privileged ordering number!
24-hour Service. Same day despatch from over 500 stock lines.

7-day Sales Hotline. Order by phone 7 days a week and weekday
evenings on 0279 600204.

Individual Game Despatch. Games individually wrapped.

First Class Post. All UK orders despatched by first class post.

Written Notification of Delays. If we are having trouble obtaining your
game, or if the release is seriously delayed, we'll write and inform you.
Instant Refunds. Where a delay is incurred, we will issue a refund on
request or you may choose another game or we will keep your order.
Order New Games in Advance. We'll despatch them upon publication.
No Obligations. With Special Reserve, unlike other clubs, you don't
have to buy anything. We also have a complete range of special offers at
prices that blow your socks off!

It costs just £4.00 (£5.00 EEC) to become a member of our exclusive
gamers club. Join itif you want the best games at the very best prices.

Special Reserve

...but our other one's a bit Secret too!

Pssst...
Join now and you'll get:

Confidential. Written for people who like more thought-provoking
games. It's our very own 32 page bi-monthly club magazine which
provides news, reviews and inside information. Ever wondered what a
PBM is, or an RPG or even an MUG? It's all there in Confidential - the
magazine that everybody is whispering abouL

Myth, by Magnetic Scrolls. It's a mini-adventure, exclusive to members
of Official Secrets and written by the authors of Jinxter, Guild of
Thieves and Fish! Look out for reviews. Myth features amazing
graphics and an ingenious plot set against a backdrop of Greek
mythology. And it won't be available to anyone else.

Gnome Ranger (or Surprise Altemative). The award winning 3-pan
game by the masters of text and graphic adventures, Level 9.
Adventure Helpline. Phone or write in with your problems. We'll help
you solve any game supplied by us.

Competitions. £500 worth of computer hardware up for grabs!

Club Participation. Prizes for adventure solutions, The Man In Black's
letters page, the Dead Letter Box, your views in print and much more.
Including Special Reserve. When you join Official Secrets, you also
become an instant member of Special Reserve, giving you access Lo our
amazing prices.

It costs just £19.95 (£24.95 EEC) to join our exclusive adventure, strategy,
war-gaming, role-playing, fantasy, action Club with knobs on.

OFFICIAL SECRETS

REMEMBER: WE ONLY SELL TO MEMBERS!

________ e e e e e ————————

iName b
| Address .
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Librarian: Mike Stringer
Introduction

Allow me to tell you how the ST Library is going
to be structured. Listed here are the disks currently
avallable. | am expecting about thirty disks from
North America, plus another dozen or so from some
members over here. Still, we will be starting with a
fair foundation upon which to build a very useful and
valuable service to you, our readers.

The disks that | will be sending out are DS/DD
but will be formatted for single sided use. Where the
program requires 1 Meg fc tting, these disks will
be clearly marked and no additional fee will be
requested. In other words, the fee will be the same,
irrespective of the size of the program(s).

In some instances the files may be compressed.
The necessary Archiving program will always be
included on the disk, including the necessary info to
allow you to convert them back to normal. In this
way | will be able to put up to the equivalent of 500K
of files on one, half-meg, disk.

In addition to the files, | will also include, if
space permits, an up to date list of the library. The
reason behind this is to keep you up to date at all
times, you will not have to wait the three months, or
so, for Monitor to arrive.

Because | have had very little response from you
on how you want the Library to be structured, | have
arranged it in the manner that seems the mast logical
and workable for me to provide a quick response to
your requests.

Each disk will be filed under a heading accord:
ing to the subject which the program/files relate. For
example: LP1 is a Language disk, the subject is Pas-
cal and it is the first in this particular section. Or,
MMS51 is a MIDI disk containing files for Music Stu-
dio, again number 1.

There will also be a Support section which is
intended to be used with programs/files for use with
existing Commercial Software. For example, tem-
plates for VIP, Fonts for word processors or Printer
Configurations and so on.

MIDI support files will be contained within the
MIDI section because of the nature of the subject. |
have given one example, but others already include
Casio CZ Voices, 36 banks of voices for the Yamaha
DX7 with the DXDROID, etc.

As other sections become available they will be
introduced. Wherever possible, programs and files
will be segregated to maintain integrity. If there is a
demand for a mixture, | will try to oblige, this will be
the exception, not the rule.

TLIBRARY

What to do

The club has laid out a great deal of money to
get the Library off the ground and in order to recoup
these costs and to obtain new material, it is necessary
to make a small charge. There are two services cur-
rently available. The first, you provide the disk with
your request and the fee is £3.50. The second, we
provide the disk (DS/DD) when the fee is £5.50
This includes all necessary return postage and pack-
- Any member who submits material will have his
disk returned, the contents having been copied into
the Library, to be replaced by something very useful
(or a request of your own) as a form of thanks.
Please remember that if you do submit any material,
it must qualify for the description of Public Domain,
or something similar, i.e. no ripped off Commercial
Software will be tolerated

If at any time you wish to obtain the latest com:
plete library list, just send a disk and £1.00, or just
send £2 50 and we will supply a disk with the list
recorded onto it.

The ST Library is for subscribers only.

Librarians Report

Greetings to all our readers! For this edition | have
managed to assemble some very good quality disks 1o the
Library due to the very kind submissions by members and the
commercial outlets - many thanks to all those concemed! Due
toa ber of lam ducing a new section for
RADIO AMATEURS and the Short Wave Listener. To start
things off | have managed to get some programs of
outstanding quality from a satellite orbit predictor to a Packet
Radio program pack which even contains all the necessary
features to set up your own BBS!

There are also some very good commercial demo progs
- one from Microdeal demonstrating their MASTER CAD and
another from z2SOFT demoing EASY TEXT. Two Bits have
sent in two brillilant demo sound/pics showing off the ST
REPLAY 4 sampler. They are both exceptional but, in my
books, the SNOWMAN is stunning!

The latest in popular languages is STOS and you will
also find a demo disk that shows off a few of its amazing
features. From Electronic Arts is a demo disk of
POWERDROME! There are THREE outstanding demos from
The Lost Boys all are well worth looking at. One even has
some cheat codes for quite a number of games.

Young member, Richard Gale has sent a couple of disks
written with GFA and contain documentation, listing and
source!

Finally, | have taken some photographs of some of the
programs to show you what you can expect! Note, | have not
done any of the ‘naughty’ ones - the children might be
reading it behind your back! See you soon..

Here are the latest additions.

AMRADIO 1

For the Amateur/SWL, the PD standard for PACKET RADIO,
PACK E TERM V4.5. Just run this program with a TNC and
enjoy this f branch of ¢ ions. There Is also
o fabulous little prog included which gets round the 40 folder
limit, now wou can install over 900.

1 Meg, mono prefered.

CHANGES PET 5220
CONFIG MB 4333
DESKTOP INF 478
ERRORS .TXT 1498
FOLDER DOC 688
FOLDRO50.PRG 1024
FWD MB 295

HELP MB 10599
INFO MB 273

PACKET PRG 101529
PK232 SET 531
PRTLOG TTP 22170
README TXT 1796
SET1200 PRG 1366
STARTGEM.INF 156
STARTGEM.PRG 1280
TEMPLATE.DOC 812
TEMPLATE PRN 1378
TNC1 SET 369
TNC2 SET 410
UKREAD ME 883
USER DAT 512
WARNING . 780
WARNING TWO 73
WP .DOC 2840

22

AMRADIO 2

Another superb piece of PD software for the Radio Amateur,
SWL or any other interested reader - a SATELLITE predictor!
This program has already been confi i for many satellit

including NOAA9, 10 and 11, Oscar 10 - 13 and Meteosat 2
and 3. If you need it to be configured for any others, let me
know and | will do it for you. Predicts the Orbit number,
Azimuth, Elevation, Distance, Sub-Satellite position and
doppler!!!! The SOURCE listing is also included - MODULA Il
- but Is part English and part Dutch!

1/2 Meg, mono.

ORBIT .PRG 106850
ORBIT ASC 9725
NOAA11 SAT 198
ORBIT PIC 32034
ORBIT RSC 8578
MET2?17 .SAT 199

ORBIT .RSC 8578

OSCAR1D SAT 206
OSCAR11 SAT 197
OSCAR11 SAT 201
OSCAR12 SAT 200
OSCAR13 SAT 198

MET3?72 .SAT 198 STATION .ORB 96
NOAA1D SAT 200 DEF ARC 8139
NOAA11 SAT 199 MOD ARC 55651

NOAAS SAT 199
ORBIT PIC 32066

RSC SHP ARC 3885

AMRADIO 3

For those with PC DITTO, or similar emulator - PC PAKRATT
for the clone. This is another (IBM this time) PACKET RADIO

program. Very good!!

1 Meg.

AUTOCONN. 204 PCPAKRAT.H7 5983
AUTOTEMP.BAT 128 PCPAKRAT H8 4950
CONFIG SYS 13 PCPAKRAT H9 1623
LCOM .EXE 23580 PCPAKRAT PAR 14365
PCPAKR87.CFG 8819 PCPAKRAT.US1 575
PCPAKRAT.CFG 8819 PCPAKRAT.US2 574
PCPAKRAT.DEF 14365 PP BAT 214

PCPAKRAT. H1 13926 PPEXT .000 106752

PCPAKRAT H2 5792 PPEXT COM 24204
PCPAKRAT H3 9857 RADIOGRM. 1818
PCPAKRAT.H4 11442 README PP 42
PCPAKRAT.H5 9878 UTILMOD CHN 47200
PCPAKRAT H6 9838

AMRADIO 4

Via a sultable interface, such as the TU1000 RTTY kit from
Maplin Electronics, you can enjoy and explore the branch of
telecommunications that uses Radio Teleprinting. Both

and iving is d using split screens.
1/2 Meg

YARP . 216

YARP ASC 11633
YARP .DOC 11631
YARP PRG 23856

ART 27

Some naughty pics to enjoy now that Spring is in the air;
‘Snakes I', XXX-rated. (Proof of over 18 required)
1 Meg, colour.

ART 28

Another nice collection of girlie pics - ‘Snakes II°, XXX rated,
(Proof of over 18 required).
1 Meg, colour.

ART 29

A fine collection of odds and ends - including another fab
animation prog from the DENISE group - DISCO dancer.
There are also some very good ‘show off’' progs! Includes:
Chess, Bogballs, Timelink and Profess.

1 Meg, colour.

ARC .DOC 6682

ARC .TTP 35712
BOGBALLS.D8A 5154
BOGBALLS.PRG 1572
CHESS PRG 39282
DISCO IMG 142975
GEMAGIC TOS 34223
IMAGIC 1.TOS 19974
READ ME 2253
MNDLRSC .RSC 3072
MNDLZOOM.DOC 1809
MNDLZOOM.PRG 18560
NICK1 .PIC 32112
FIVEYEARWKS 256
PROFESS PRG 33096
PROFESS RSC 14842
README .DOC 2156
SSDEMO .PRG 15360
TIMELINK PRG 12302
TIMELINK RSC 1876

ART 30

GOGS by Spurious. XXX -rated. (Proof of over 18 required)
1/2 Meg. colour.

AMIXT 2

| thought a mixture of ART related programs would be of
interest. These are good examples of COLOUR, PICTURES,
GRAPHIC capabilities and SOUND

1 Meg.

DESKTOP INF 520
GRUSEL 5TCO 520

HC SHOCK.PRG 126589
INTMUSIC MUG 126589
INTRO MUG 126589
MUSIC AJH 126589
SCC DEMO.SCC 126589
T DESIGN. 126589
GRUSEL .GRA 64000
GRUSEL MUS 13492
GRUSEL PRG 37393
BOINK .PRG 11493
CORES .PRG 2944
MUSAX . 2944



POPCORN PRG 15104
SPLAT .PRG 1685

AIR ONAG.TTP 4770
HACK .DAT 25498
HACK TOS 286
LISTEN .PRG 19609
MICHELLETTP 2292
MONTY PRG 6771
POPCORN TTP 17024
READ ME .15T 1727

MUG .DAT 7184

MUG .PRG 2798
MUSIC1 .DAT 6863
MUSIC1 PRG 2312
MUSICZ DAT 2957
MUSIC2 PRG 2312
DEMO .PRG 136
DEMO SCC 42512

3 COL BK.TFT 400-
ALL COL .TFT 400
BACKLASH.TTX 12376
BLAUGRAU.TFT 400
COL BALK.TFT 400
DAMPF X32 5120
FARB TAB.TFT 400
GRAUBALK.TFT 400
HOMMAGE X32 3072
SCB .TIN 336

TD DEMO .PRG 120987
TD DEMOL.TIN 336
TD DEMO2.PI1 32066
TM DEMO TTX 12376
TM DEMO2.TTX 12376
TM DEMO6.PRG 39697
TM DEMO7 PRG 30457
T DESIGN.RSC 16880

ADEMO 13

From the LOST BOYS - a great demo.

1/2 Meg, very colourfull

POWER .TLB 247961
LOADER .PRG 32649

ADEMO 15

The second from the LOST BOYS group. Great Heawy Metal
sample and goed graphics

1/2 Meg, colour.

IRON MAIDE

TLIBRARY

AT TRANSYLURNIA = ~~—

AUTO . 32649
MAIDEN .Pi1 32066
TRAN .SPL 328111
TR PRG 14988

ADEMO 16

From the Lost Boys, a great demo showing off thelr prowess

at sample/graphics,
1/2 Meg, colour.

AUTO . 23856
MEGA PI1 32066

SHOOTOUT.SPL 282221
MEGABANG.PRG 53027

COMDEMO 8

A PD demo from MICRODEAL of their MASTER CAD. Some

great pics and tutorial, etc. C B4 U BI!

1 Meg, mono.

OAPRESEN.PC3 24673
OPANTALL.PC3 7346
1PLANMEN.PC3 8899
2PLANOS .PC3 6469
3PLANWIN.PC3 10401
SLINEDRA.PC3 5568
TRECTDRAPC3 6815
9REGUDRA.PC3 7641
ARCTEMP .CRN 3072
SHOWPICZ.PRG 14360
Z10AFRON.PC3 11164

ZI0APERL.PC3 10408
Z10APER2.PC3 8761
Z10PUNV3.PC3 7105
Z10QPER3.PC3 10747
Z10RPUN4.PC3 6827
Z10SPER4.PC3 14020
Z10TPUN5.PC3 4840
Z1OUPERS.PC3 6967
Z11SELECPC3 11754
ZI2SELDR.PC3 9785
Z13MOVEM.PC3 11870

Z14MOINLPC3 9224
Z15MOFIN.PC3 8629
Z16MOVED.PC3 8849
Z17SELEM PC3 11189
Z18SELDR.PC3 8933
Z19ROTCE PC3 8798
Z19ROTWIPC3 9364
ZZDROTED.PC3 8300
Z21SELOB PC3 9962
Z23COPY1.PC3 8625

Z23COPY2PC3 8845
Z23COPY3.PC3 9753
Z26PARAH PC3 11277
Z228BUILD.PC3 10860
ZIDESCAL.PC3 15642
Z31PROPE.PC3 12384
Z3ZMAQUILPC3 19136
Z33CMC.PC3 9604
Z34EXPOS.PC3 20119
Z3ISKIOSK.PC3 12312

SECURITY.BAS 2232
SECURITY.DOC 467
SECURITY.LST 2230
SECURITY.PRG 12091
SELECTORBAS 3408
SELECTOR.DOC 562
SELECTOR.LST 3347
SELECTOR.PRG 13039

LAUGH .SPL 16250
MESSAGE .TXT 29
REPLAY .EXE 2757
SURPRISEBAS 982
SURPRISEDOC 326
SURPRISE LST 948
SURPRISEPRG 7271

COMDEMO 9

From zzSOFT is a demo of their DTP program EASY TEXT.
This disk can be configured for either 1 Meg or 1/2 Meg
systems. It is well documented and contains a tutorial as well,
Some of the essential files have been witheld in this PD
wversion.

Mono anly.

COMDEMO 10

From Electronic Ants, a demo of the spacecraft flight
simulator - POWERDROME.
1/2 Meg. colour.

LGFA 4

From the same author as the above, member Richard Gale
has sent us this demo, with SOURCE, announcing the great
little products from B-BYTES.

1/2 Meg, colour.

EDITOR .ENV 1024
FLOAT BIN 16128
MOUSE SPR 2560

BBYTES PRG 2304
BBYTES TXT 4502
READ ME .DOC 993

STOS . 993 MUSIC BIN 2304
8X16 .CRZ 4096 PIC .PI1 32066
B8X8 .CRO 2304 PIC .PI3 32256
8X8 .CR1 2304 RUN .BIN 2304

SPRITES .BIN 16384
WINDOWS BIN 12800

BASIC BIN 78848
BBYTES .BAS 99316
COMPACT .EXA 1792

MIXT 4

An interesting collection of utilities, demonstrations and
graphic programs.
1/2 Meqg.

BLADERUN.DT1 59121
BLADERUN.DTZ 4484
DIALOGS NEO 32128
GAMESCRN.NEO 32128
STARSND PRG 3072
STARTREK.NEO 32128

ARC TTP 41344
ARCSH191.PRG 16707
CALCACC . 16707
CONVERT .BSC 2560
CONVERT2.PRG 1611
INSTRUX .TXT 4956

LEARNBS . 4956 STARTREK.PRG 396
MANDLE . 4956 STARTREK.SPL 279424
NEWGENER.TBR 4956 TITLE NEO 32128
PACKER24 PRG 13962 DATA . 32066

P PANIC . 13962 DATAI . 32066
PROCALC ACC 22624 DATAZ . 32066
PROCALC DOC 615 DATA3 . 32066

P PANIC .BAS 15518
P PANIC .BSC 19070
P PANIC .DOC 933

P PANIC PRG 61174

BASIC .DOC 641
LEARNS BA 1121
LEARNS BAS 1471
MANDLE .DOC 7487

POWER PRG 74847 FLFNT 1280
P7.PCC 7668 BC.BLK 84458
PLPCC 20470 L.SMP 35786
P3PCC 19272 DM.LAP 11932
FO.FNT 800 CLTRK 10814
COMDEMO 11

This is the STOS demo showing off its possibilities!!

MANDLE .PRG 17567 SCREENS . 500
BLADERUN.DTO 40033 SOUNDS . 216
SOUND 14

1/2 Meg, colour, auto.

BULLET.BAS 50440 FLOAT.BIN 15976

STOSDEMO.BAS 82620 MOUSE.SPR 2560
ORBITDEM BAS 15946 MUSIC BIN 2236
8X16.CR2 3852 RUN.BIN 2141
B8XB.CRO 2304 SPRITESBIN 16111
8X8.CR1 2064 WINDOWS . BIN 12674
BASIC BIN 78592 START.BAS 160
COMPACT.EXA 1648 START.PRG 2141
EDITOR.ENV 968

GAMES 12

Great little game created as a demo of SPRITE MASTER.
1/2 Meg, colour.

ASTTUNN .PRG 54882
DESKTOP INF 478

LCOMP 1

This is an excellent 'C’ compiler - no pretence to be LASER. [t
includes lots of documentation and a very good RAM

accessory.
1/2 Meg.

ETERNAL TXT PCOMMAND.PRG 38400
GEM A 18491 PCOMMAND.TXT 20122
GEM .C 17797 CAT .C 398

GEM .H 1695 GREP .C 1124

LIB A 14818 HD .C 1245

LIB .C 11828 585 .C 20726

PRG .S 699 STARTUP .DOC 8567
STDIO H 266 STARTUP INF 591

TTP 5 80 STARTUP .PRG 11902
LGFA 3

Some very good utilities written in GFA BASIC with
SOURCE, List and documentation,
1/2 Meg

DIR EXAM.DOC 805
DIR EXAM.LST 3492
DIR EXAM.PRG 14465
ENCODE .BAS 1886
ENCODE .LST 1786
ENCODE .PRG 10548

From TWO BIT, 2 great sound sample/pics using ST REPLAY
4 of that classic TV prog - THUNDERBIRDS!
1/2 Meg, colour.

MAIN DAT 272000

THUNDER SPL 112246
RUN .PRG 12272

SOUND 15

Another sample/pic demo from Two Bit - from that very
popular Christmas TV prog “The Snowman”. As before, this
was done with REPLAY 4 and is BRILLIANTI!!

1 Meg, colour, auto,

SNOWBIT1.NEO 17104
SNOWLOOP.SPL 169696
SNOWMAIN DAT 600000
RUN PRG 12998

Requests should be sent to Mike Stringer, The UK. Atari
Computer Owners Club, P.O, Box 213, Southend-on-5ea,
551 2QF. Make cheques/postal orders payable to ‘UK Atarn
Computer Owners Club'.



“ZAP, POW, CRASH, BANG, WHAT A GAME!”

AND JOIN THE |

Send for your tickets now!
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See the latest games! Talk to the experts! Pick-up a bargain!

g

Make a date to visit the. ..

$=SESSEX
COMPUTER * ,,
GAME SHOWS™

to be held at the

Festival Hall, Basildon, Essex

on Friday 21st April (9am to 9pm) — Saturday 22nd April (9am to 9pm)
— Sunday 23rd April (9am to 6pm)

Entry fee £3.00 for young people (under 20), £4.00 for adults (20 years and over).

Send in your order for tickets before Monday 17th April 1989
and SAVE £1.00 per person!

Send to:
Cambria Promotions, Cambria House, Cambria Close,
Charfleets Industrial Estate, Canvey Island, Essex, SS8 0JX.
Telephone: (0268) 694777

ADVANCE TICKET ORDER FORM

Please send me tickets at the special price of £2.00 per ticket (under 20 years)
and tickets at £3.00 per ticket (20 years and over).

| enclose my cheque/postal order for £

Name

Address
Telephone Number

Send to: Cambria Promotions, Cambria House, Cambria Close, Charfleets Ind. Est., Canvey Island, Essex, SS8 0JX.
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A regular adventure column by P.B.

Get Lost!

Welcome to the second in this series
of adventure articles. I'd like to just
remind you that this series of articles is
intended to help YOU, the wanderer, as
you explore, stroll or visit all of vour
favourite adventure locations. Of course,
the biggest problem you might find is
that you will get stuck on some
conundrum that you just can't seem to
find your way out of. Well, I'd like to
help, but unfortunately I just don't have
the time to play every adventure right
through to the end. So, let me ask you
again, if you have finished an adventure
and you're feeling particularly proud,
then please either write in with a clearly
detailed hint sheet, or list of tips. All hints
or tips acknowledged either in your own
name or in your adventuring pseudonym,
O.K.!

Now then, what I'd like to write about
in this issue is the topographical subject
of mapping. There's no doubt that for
most adventures a map is essential, as
otherwise you'll find yourself going
around in circles. | won't deny that I
prefer the type of adventure where
mapping out is quite straightforward.
That is, if you restart a game and follow
the same path that you took before you
will find the same objects, every time. |
like this because most adventures have
enough problems in them anyway
without random redistribution of the
goodies adding to the frustration level!
This feature also helps when the game is
subdivided into different levels, as with
Lords of Time, from Level 9. What it
means is that you can finish a level, and
then even if you have already saved your
present position, you can go back and
test out different routes and theories to
see if they are an improvement over the
one that you took previously. It can be
most satisfying to solve a thorny little
problem and then go through the whole
sequence again at high speed!

Figure 1 shows a simple way of
mapping a North, East, South, West
layout. As you can see, each location is
represented by a four sided square, and
each link is shown as a direction arrow.
The link between 1 and 2 is a 2 way link,
that is, you can move either way. The
link between 2 and 3 is a one way link,
that is, you can only move from 2 to 3,
so make sure you've properly explored
rooms 1 and 2 before moving S!
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2.Cupboard with cup 4 3 —

Figure 1. Mapping rooms.

Separate from the mapped locations is
the list of room numbers and contents.
This list can also be useful for mapping
actions to be taken en-route.

Figure 2 shows an example of an
eight compass point mapping svstem,
again this requires directly linked
connections. As you can see this location
has paths moving from all compass
points except S and W. Also included is a
squiggly line located in a circle in the
centre of the octagon. This shows that it
is possible to move up and down from
this location, possibly to a new level.

These types of mapping are perfectly
OK. especially , if like me , you find your
adventure world begins to take shape as
a landscape in your imagination. The
problems begin when you get to the
obligatory maze (ANOTHER maze! yawn,
how boring). Still, most of the time they

N
Nw NE
w E
Sw [ SE

Figure 2. Eight point compass.

lead to somewhere worth getting to, so
take a tight grip on your mouse, sharpen
vour biro, get your paper, scissors and
glue stick ready (you ALWAYS end up
going off the edge of the paper!) and off
you go. Ah, hang on. Before you set off
fill every available pocket, rucksack, bag,
carrycot, earhole, wheelbarrow and
container lorry with every artifact, no
matter how disgusting, that you can find.
Then, when you get to a new location,
drop something on the floor. Make a
note of where you dropped it, and then
move on. By moving backwards and
forwards you can check that there are no
‘matter transporters’ to save the face of a
poor plot writer, and gradually expand
your map, missing none of the paths
youd like to follow, as one of them will
lead out. There is a difficulty here,
though. For instance, Lord Peedelybop
the Cool strides mightily along the forest
path, huge thigh muscles rippling, lazily
swinging a 50 kilo battle axe. With
confidence he marches into the sand
dunes, stopping by a low tufted hillock to
confidently drop the macerated body of a
warg as a marker. The dialogue goes as
follows.

DROP WARG

YOU ARE BESIDE A LOW TUFTED
HILLOCK IN THE SAND DUNES. THE
BODY OF A WARG IS HERE. THE SEA
BREEZE DRIFTS SAND OVERIT.

LOOK



YOU ARE BESIDE A LOW TUFTED
HILLOCK IN THE SAND DUNES.

DIG

THERE IS THE BODY OF A WARG
BURIED HERE.

If you ever get into one of these
mazes, don't panic! The clue lies in the
location descriptions. For example:

YOU ARE ON A LOW TUFTED
HILLOCK.

YOU ARE BESIDE A LOW TUFTED
SAND HILLOCK.

YOU ARE ON A LOW TUFTED
HILLOCK WITH THE BREEZE IN
YOUR FACE.

Note these are all different locations.
Just make a note of them. And if your
maze doesn't have any clues at all go out
and buy a better game!

There are other tips which it's worth
remembering. First is that in most
locations you can follow one wall only,
which is quite good in dark dungeons.
Also, once you've saved a position, have
an extra look around for anything you
might have missed.

For some adventures, though, the
type of mapping I've described is
unsuitable. These are the ones where
moving from room to room is not always
logical, connection wise. Figure 3 shows
how to cope with this. As long as the
connections remain constant you're
alright. As vou can see this would be a
nightmare to map in any other way. In
each room description there is the room
title, a brief description of what you
might find in there, and a list of compass
points, usually in the order that you tried
them, and where they lead to.

Compasses are also VERY useful, so
if you should find one, keep it nice and
safe.

Into the Dungeon

Right, enough of map making. Just
lately I've been getting stuck into what is
probably THE graphic adventure around
at the moment. Yes, it's Dungeon Master,
and poor P.B. has bagay eyes from
playing it. A few hints for those of you
just starting out coming up. First, ignore
any signs on boxes which say COLOUR
MONITOR REQUIRED. To me a colour
monitor is a colour monitor, and not a
television. But apparently, some software
producers are labouring under the
misconception that a colour telly is a
colour monitor,

Anyway, the solid 3D graphics,
colourful huge moving sprites, enormous
size of levels and general almost cinema
like pictorial quality of the game are so
impressive that | can't help but wonder
what the future will hold for the ST. It
can only be good!

Blue Room
( glass bowl, toys)

N- Green Room

Red Room
W-Yellow Room

N Pink Room

Orange Room
(hat, dog)

W:-0Orange Room

N-Yellow Room
S--Urange Room

S-Red Room S+ Blue Room S- Blue Room
Magenta Room Yellow Room Pink Room
(Aardvark) S--Red Room S- Blue Room
N - Orange Room N-Red Room W - Blue Room
S - Blue Room W - Magenta Room E - Red Room
N auve Room Red Room Green Room

(PB’s false nose)
S~ Blue Room

(PB'’s rubber suit)
S+~ Green Room

Figure 3. A different way of mapping.

After playing for a while you may find
that your mouse becomes very jerky and
irregular in movement. Do not despair!
What has happened is that a layer of
natural oils from the skin of your hand
has rubbed off onto the mouse mat, and
from there to the control rollers, which
pick up the movement from the
neoprene ball. The way to clean the
mouse, and restore the smooth rolling
qualities is as follows.

Go to your local chemist and smile
nicely at the pharmacist. Ask him if you
may have 50 millilitres of [ISOPROPYL
ALCHOHOL. This is very pure alchohol,
as used in medicines. If you are under
eighteen it's probably best if you get
someone older to ask. In general it costs
about 50 to 70p for this small quantity,
but it is also useful for tape recorder
heads etc.

Turn your mouse over and gently
unclip the ball retaining plate and drop
out the ball. Moisten a cotton bud in the
alchohol (vou DID get your cotton buds
at the same time as the Isopropyl, didn't
you?) and examine the three chrome
rollers. On each of them you will see
what appears to be a dark layer of rough
metal. This is the crunge you have to
remove. Rub gently with the cotton bud,
changing the bud as the head becomes
dirty. When the rollers are nice and shiny
allow the mouse to air for a few minutes.
Pop the ball back in, gently replace the
plate and voila! A smooth running
mouse!

Back to the tips: find the compass
before the matrix. Make sure no-one is
carrying too much as Time is of the
Essence, and also in there, don't despair;
you may not be able to cross the pit but
something you're carrying can at the
right time!

Get into leather and carry the right
potions. Don't just ignore the mirror of
Dann, let things reflect in it but prepare a
few UMFULIR’s first! And while you
sleep, why not save that torch?

Well, that's all for now, bye, P.B.
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For the Atari ST

Create superb quality animated graphics with
Sprite Master-the ultimate Sprite designer for
the professional and amateur programmer.

Languages Supported: GFA Basic, Hisoft/Power Basic,
Fast Basic, STOS Basic, Assembler and C.

Editing Functions: Draw, line, box, circle, fill, copy,
overlay, enlarge, reduce, scroll, flip, set palette, set size,
rotate, grab, outline, exchange colour, undo, test.
Other Features

Sprite Size: Adjustable from
8x8 up to 144 x84 pixels.

Load Screen: NEOchrome,
Degas, Degas Elite, Paintworks,
Advanced Art Studio, etc.
Comprehensive Manual:

With full technical information
on the use of Sprite Master
sprites.

SOFT BITS Dept. M
5 LANGLEY STREET LONDON WC2H 9JA TEL. 01-836 2533

CALLISTO COMPUTER CLUB
FOR ALL ATARI XL/XE USERS

SOFTWARE SALE! SOFTWARE SALE!

Callisto Computer Club members enjoy:

* Up to 50% discount on top games

* Exclusive software only available to members

* Public domain library - the best games from around the world
* Regular members newsletter and special offer information

FREE MEMBERSHIP - Purchase any of the software in the software sale
listed below and you will be enrolled in the club absolutely FREE

FRUITMAN - exclusive to Callisto members, a full feature fruit machine
simulation with hold, nudge, gamble and mazeman feature  £1.99 Cass
£2.99 Disk
ZYBEX - The best scrolling shoot ‘em up game for the Atari. Rated 10
out of 10 by Atari User. £2.70 Cass
SPEED ACE - 1 or 2 player motor bike racing. £2.70 Cass
ZYBEX/SPEED ACE - double sided disk - unavailable in shops - Callisto

price £7.99 Disk
LAS VEGAS CASINO - Play Blackjack, Roulette and Craps without losing
your shirt! £2.99 Cass

DRACONUS - Destined to be a cult game £7.99 Cass £9.95 Disk
LITTLE DEVIL - The game they tried to ban. £3.50 Cass £4.50 Disk
4 STAR COMPILATION 1 - Laser Hawk, Domain Undead, Escape Doom-

world and Panic Express £3.50 Cass
4 STAR COMPILATION 2 - Dreadnought, Space Wars, Screaming Wings,
Crumbles Crisis £3.50 Cass

PUBLIC DOMAIN - sample disk or cassette of 6 programs
- games and utilities. Includes 50p off voucher. £1.99 Cass £2.99 Disk

Prices include FREE postage & packing in UK - overseas orders add £1

Please make out cheques or postal orders payable to

Callisto Computers, Dept MON, Gwelfor, Nebo, Amwich,
Gwynedd, LL68 9NE. Tel. (0407) 830704

‘BOXED BRAND NEW' 1

eW’
ATARI850 |NF"_ o5
PARALLEL/SERIAL

RS232 INTERFACES
Limited stock - £55

5.25

VERTICAL

NEW ATARI
XF551 DRIVES

With Mydos Dos 2.X 2
Cogs 7] gy . Y
STILL ONLY £139.95 |  Stationery holder
THE

SUPER ARCHIVER I

* The only TRUE duplicator (will out perform all other

DISK RACK

density sec

more!! The

CONTROLLER CARD PPB I
‘BACKUP PACK’

Includes “Superdump Toolkit” which is sultable of making backups of protected disk to disk
software and upgrading cassette software to disk. Includes menu maker, single and enhanced

tor copiers that support the high speed ol modilied drives, high and low speed backup

dumpers, which includes a ‘'save game in progress facility’, pauser, immortaliser utility, system
reset commander s0 you don't have to keep swilching off the computer 10 re-boot and much

Superdump Toolkit is suitable with ALL Atari disk drives

XL version £49.95 XE version £54.95

WE

NOW HAVE EX-STOCK A LARGE LIBRARY OF 8-BIT

SOFTWARE WITH SAVINGS OF UP TO 75% OFF THE NORMAL

SELLING PRICE, PLEASE SEND AS.A.E. FORLIST.

l..r- 1

COMPUTERHOUSE

DISKETTES

5.25" DS-DD 48 TPI

£3.00 for 10 £25.00 for 100

drive duplicators by approx. 500%)

* Built-in US Doubler (SpartaDos compatible)

* Special editors to repair damaged protected disk
software and format disintegration (for when you can't

et a replacement!!)

* True double density (180k per side)

* Plug-in module and 6 solder wires lor easy
installation

£59.95

L

THE INT

URBOBASEwW

EGRATED MODULAR BUSINESS SYSTEM

"IBM POWER WITHOUT THE PRICE!"
Write in for more information on this truly amazing

small business Eackage

STAR LC-10 PRINTER

Epsom compatible printers with superb NLQ and very accurate line-
feeds for graphics printing not normally found in this price range!!
LC-10 £195 S/Feeder £59.95

LC-24 £349 Ribbons for: LC-10 £4 LC-24 £5

All the features of the standard 130XE but includes a built-in

system reset

re-boot, completely re-designed system character set with

ATARI XE130 CUSTOM

rinter inlerface,
commander so you don't have to keep switching off the computer to
sign instead of the

hash sign, high speed cursor routine, U.S. system colour defaults

£79.95

14, ROMILY COURT, LANDRIDGE ROAD, FULHAM, LONDON SW6 4LL
Telephone 01-731 1276

ACCESS - MASTERCARD - EUROCARD ACCEPTED
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EIGHT BIT SOFTWARE

Software Librarian - Roy Smith

There are two ways to get programs
from the library. You can use the
donation scheme by sending in a disk or
cassette of your own, or if you have a
program of your own which vou would
like to add to the library you can
exchange it for 3 programs of your
choice. The rules are as follows:

3 FOR 1 EXCHANGE

1. Every program you donate entitles
you to three programs in return.

2. The program you donate must be
your own original and not copied.

3. Your donated program must be
submitted on a cassette or a disk,
programs in the form of print-outs
cannot be processed.

4. If your program requires any
speciai instructions they should be added
in the form of REM statements within the
program (or you may present them as
instructions when the program is actually
run).

5. BONUS. Every program submitted
per quarter (between issues of the
magazine) will be eligible to be judged
‘STAR PROGRAM’ for that quarter. This
carries a prize of £10 which will be paid
to the author. The programs will be
judged by the Editorial Team and their
decision is final. The Editorial Team are
not eligible for the prize.

6. Please include 30p in stamps (or
cash) to cover return postage.

7. The ‘3 for 1’ exchange is only
open to club members.

DONATION SCHEME

1. Every club member can make a
donat.on to the club, at any time, if
he/she wishes to obtain a particular
program(s).

2. There is no limit on the number of
programs that can be asked for at any
one time. (If you are asking for a lot of
programs at once, please ensure that you

send a sufficient number of disks or
cassettes. It's better to send too many
than not enough.)

3. Please include 30p in stamps (or
cash) minimum to cover return postage.
If your parcel costs more than 30p to
send to us, please include an amount
equal to that of the postage, so that we
may return your parcel to you without
delay. Overseas members should add an
extra £1 to cover postage costs.

4. The donation fee is £1 per
program. Cheques or Postal Orders
should be made out to the ‘U.K. Atari
Computer Owners Club’.

5. You should send in blank disks or
cassettes, ensuring they are properly
packed to prevent damage in the post.
State which programs you require and
remember to give your name and
address. Also remember to include the
fee and return postage.

6. The ‘Donation Scheme’ is only
open to club members.

The Library Software Service is for subscribers only

LIBRARY SOFTWARE TITLES

Listed below are the software titles received by members for inclusion in the library since the last issue was published. As the library now contains
over 350 programs, it is getting too big to print the entire list. For those of you who are new to Monitor and are unaware of what is available,

then send for a photocopy of the complete list which is available from the librarian. There is a small charge for this service to cover photocopying
costs. If you would like a list send 50p and a S.A.E. for return.

EYES OF THE ILLUMINATI

by Phil D'Angelo.

Superb 3-D graphic arcade game.
Runs in 48K min. Disk only.
Requires 2 sides of a disk.

Utilities
* %% STAR PROGRAM * * »
AMODEM

From James Bastable,
The Ark BBS communications disk. Contains
AMODEM4B and AMODEMY7B as well as
details on split baud rates on the 850 (who
said it couldn’t be done!).
Runs in 48K min. Disk only.
Requires 1 side of a disk.

J d dr Jr de v o e o e o e o

CUTE LABELS

Use this utility to make cute little labels for
disks, records, etc. Other programs on here
allow vou to flip and mirror Printshop icons to
print on the labels and also to create new
icons. Two other utilities allow you to convert
Printshop Screen Magic pictures from

Printshop format to Atari DOS format. The
other side of the disk contains 56 fonts for use
with the icon builder and also Koalapad,
joystick and mouse handlers.

Runs in 48K min. Disk only.

Requires 2 sides of a disk.

EXPRESS

The excellent Express telecoms package for
use with Atari 1030 and XM301 modems
when used with the 850. Also on this disk are
versions for use with MPP modems and the
5X212 modem.

Runs in 48K min. Disk only.

Requires 2 sides of a disk.

JOYTYPE

by John Pilge - USA

Use a joystick to type in program listings. Ideal
for the disabled.

Runs in 48K min. Disk only.

Requires 1 side of disk.

XL/XE only.

PRINTSHOP DIRECTORY SORTER

by Linda Tinkler - Wirral
This program will print out on screen and/or
Epson compatible printer an alphabetical list

of up to 128 icons on a Printshop DATA disk.
It will not work on the icons on the original
Printshop disk.

Runs in 48K min. Disk onlv.

Requires 1 side of a disk.

XL/XE only. Turbo Basic program.

MICRO MAP

by Gary Hoetker - USA

This program will allow vou to create a
graphic adventure of your own with scrolling
screens and landscapes.

Runs in 48K min. Disk only.

Requires 1 side of a disk.

CHR STRINGS & ATASCII CODES

by Norman Williamson - Sutton

Fully graphical and textorial programs to help
vou master the techniques of those
hieroglyphic symbaols which appear in
magazine listings (including ours!).

Runs in 48K min. Disk only.

DETOKENISER TURBO

Turbo Basic version of Ron Lewy's Detokeniser
program.

Runs in 48K min. Disk only.

Requires Turbo Basic.
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Newsroom

Review by R. Lussier

Newsroom is an easy-to-use page
design application that puts the power of
the press into your hands. You can
quickly and easily create personalised
newsletters, flyers and other short
publications. This software is all you need
for writing articles, adding pictures and
designing the overall page layout.

Newsroom requires an Atari XL/XE
with at least 64K memory, an Atari 1050
disk drive (or a compatible drive that
reads enhanced disks) and a
graphics-capable dot-matrix printer. Most
likely you will need a printer interface
such as the ICD P:R: Connection or the
Atari 850. The only direct connect
printer supported is the Atari XMMS01.
However, the 64 printer drivers that are
included in the Newsroom should cover
almost any of the standard printers.

Newsroom also requires Atari Basic.
Do not use the OPTION button. The
disks are in enhanced density (DOS 2.5)
and the data file disks must be formatted
by the Newsroom. The manual is a clear
and well written 98 page book with
screen shots and many illustrations. The
book provides you with step-by-step
instructions in preparing a sample of a 1
page newsletter. The Newsroom program
comes with 600 varied clip art
illustrations. There are 3 more disks
available giving vou an additional 2000
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Newsroom Graphics

general, business and sports/recreational
clip art illustrations.

The Newsroom printings are designed
one page at a time. The page is made of
individual panels that can each contain
pictures and/or text. Standard 8 1/2 X
11 inch paper can hold 8 panels or 6
panels with a double-panel banner across
the top of the page. The longer (14 inch)
legal paper adds 2 extra panels to the
bottom of the page. Each panel and
banner is stored on disk as a separate
data file. An additional page layout file
controls panel positioning. All the files
for a given page should be kept on the
same data disk.

The Newsroom main menu has 5
different departments; Photo Lab, Copy
Desk, Banners, Layout and Press. The
usual way to create a page is to create
pictures in the Photo Lab, then add text
for each panel in Copy Desk. The banner
is of course composed in the Banners
section. The overall page format is done
in Layout and then print your work of art
in the Press. The program uses
commands that are selected by using
either a joystick or the cursor keys to
pick from the menu of icons. There is an
Undo command called ‘OOPS’ that can
be called from the Photo Lab, Banners
or the Copy Desk to cancel your last
entry. Artwork can be included in your
work of art as ‘photos’ created in the
Photo Lab by combining the clip art, text
and graphics enhancements. You can use
up to 30 clip art illustrations in a single

photo, but only Newsroom Clip Arts can
be used. There is also now available a
program called ‘The Converter' which
allows you to transfer other sources of
graphics such as Print Shop icons or
MicroPainter pictures to be used with the
Newsroom.

The Graphics Toolbox provides
shapes, fill patterns, lines, circles and
rectangles. Freehand drawing and erasing
are supported along with 10 pre-defined
pen shapes and 10 fill patterns. The
Zoom magnifies small areas of the panel
on a pixel by pixel scale for fine tuning.
After the artwork is done you are ready
to take the photo. A set of cursors
appear which you can position to define
the area of the picture to be included in
the photo. The photo is then saved to
disk to be used at the Copy Desk.

Text is added at the Copy Desk, one
panel at a time. Three large fonts are
available for the headlines and 2 normal
fonts for the text itself. The normal fonts
are scaled down versions of the large
fonts. No source is provided for creating
new fonts.

The panel can contain a photo, text
or both. One large and one normal font
can be used in a panel, but not mixed on
a single line. First the photo is positioned
within the panel. As the text is added, it
flows across and down from the upper
left, automatically wrapping around the
photo. You can reposition the photo any
time and the text will adapt to the new

—_—

Newsroom Graphics
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set-up. When editing text, you can delete,
copy or move a text block, delete
characters or delete all. Panels can be
saved to disk and recalled for later
editing if required.

Banners are put together similarly to
a single panel. Art can be added from
clip art and/or the graphics toolbox.
Once the banner is done, it can be saved
and used over and over again. After the
panels are finished, the final page is set
in the Layout department. You then
specify either the standard or legal size
page, format with or without a banner,
select the panels and their positions on
the newsletter or other publication. This
is then saved to a disk as a separate page
layout file. Finally the printing is done in
the Press department. The first time vou
must select the printer driver required.

When this is done, select the Print Page
option to get a print-out of vour
masterpiece. This can take 7 or 8
minutes for a typical page and only one
page can be printed at a time. You can
also print individual banners, panels or
photos if required.

This is a very good program and very
user friendly and a joy to use. The Clip
Art pictures are also very well done. This
is an A-1 class program for the 8-bit and
worth every bit of the price. There are
now quite a few new programs being
released for the Atari 8-bit in the U.S.A.
and Canada. | hope to do some reviews
on these in the future.

If you would like more information
on this program or on the Converter

program, please feel free to write to the
following companies for their brochures
and prices. We must try and keep
programs of this quality on the market
and we can only do this if we support the
programmers and the retailers. The
addresses are as follows:

For the Newsroom.

Springboard Software Inc., 7808
Creekridge Circle, Minneapolis, MN
55435, USA.

For the Converter.
No Frills Software, 800 East 23rd Street,
Kearney, NE 68847, US.A.

Dawn Raider
& Periscope Up

From Atlantis Software
Cassettes, £1.99 each
Reviewed by Brian Smith

Unless my senses are deceiving me,
Atlantis are at present the most prolific
producers of new games for the 8-bit
Ataris and for their efforts in this
direction they should be praised.
Unfortunately, when these two games
were loaded | was overcome by a distinct
feeling of ‘deja-vu’. If [ were party to the
Atlantis planning meetings I think [ would
suggest that they try to come up with a
new game that was innovative and
addictive, so enjoyable and so good that
it might lead on to sequels in the
Boulderdash, Ultima and Mercenary
moulds as a basis for ensuring future
sales and success. Perhaps this is asking
too much of a software house producing
budget priced games but [ am sure the
strategy would pay off in the long term
rather than releasing games that are
derivative of many earlier games. |
remember reading reviews of the first
Mercenary game a couple of years ago,
one particular review stated that the

fastest time recorded at that point for
completing the escape was 27 hours -
this set a challenge which [ imagine sent
many games players to their software
supplier to buy the game, and when the
game was actually played created a ready
market for a sequel.

ATARI
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You may feel that | am digressing
from the actual point of reviewing these
two games, you may have a point, but
my comments are made in the hope that
we might get more of what the users
want from the games producers in the
8-bit Atari range and software houses
would do well to remember that future
sales are based on their earlier releases.
Admittedly at under two pounds each
these games cannot really be poor value,
in fact Dawn Raider gave me hours of
entertainment, unfortunately not in
plaving the game but trying to decide
where | had played it before. These two
games are so similar to earlier releases |
wonder exactly where they will find their
markets, presumably old hands will
already have very similar games in their
collections, and [ don't imagine that their
are too many new Atari 8-bit users.

Dawn Raider

Loading time 6 minutes
Joystick only

Immediately | started playing this
game | was convinced that | had played it
before but on checking the credits [
found that it was programmed by one G.
Storey copyright 1988 so surely [ couldn't
have played it previously. Having said
that this game is very, very similar to
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Airstrike 2 released by English Software
in 1983, the game concept is virtually the
same although the graphics are rather
more sophisticated, essentially, however,
the game is the same. You have to
navigate your craft through continuously
horizontally scrolling caverns avoiding
rockets, gunfire, etc., collecting fuel and
ammunition on your way to reach your
objective which is to destroy the nuclear
armed fleet of rockets which are about to
destroy the world’s major cities.

If you have Airstrike 2 in your
collection (I know not whether there was
an Airstrike 1) you might probably give
this game a miss. However, it is still
infuriatingly addictive and good value at

£1.99
Periscope Up

Loading time 9 minutes
Joystick only

Again you find vourself wandering
through caverns, this time underwater
and the scrolling is dependant upon your
movements, The game does have a
variation on the theme as vou start off in
a submarine and rather than remain in
the one vehicle vou then send your
remote controlled scout craft to collect
keys to open doors to sealed chambers
and collect fuel and the numbers that
you need for the combination lock for
the final solution; however it remains a
fairly simple and straightforward game.

It is quite addictive if only to get to
the end, but after that probably will not
hold a great deal of lasting appeal. Once
you have completed the game you will
probably only return to it very
occaisionally, if at all.

[ commend Atlantis for their support
of the Atari 8-bit but wonder whether

s Sie v

they may perhaps be lacking in positive
direction and would like to see a rather
more consistent and devoted attitude
towards quality. Of their recent releases |
found Pro-Golf very enjoyable, Cops and
Robbers rather suspect in content and
having played the game a number of
times subsequent to writing the review
(last issue) find the PMG collision set-up
decidedly hostile and irritating.

Atlantis seem to be attempting to
please all of the people all of the time,
which they will never succeed in doing by
aiming their games at the middle of the
road, which is perhaps the most
hazardous place to be. [ certainly feel
that establishing a reputation for

producing good, innovative games
should be their priority as this would
generate future dividends, and moreover
they must comprehensively examine
games that they release to ensure that
they are bug-free before they hit the
market place. | haven't yet come across
any bugs in these two games but [ did in
earlier releases such as Spooky Castle
and Daylight Robbery.

After seeing the crowds at Alexandra
Palace last November [ feel that there is
a vast ready market for good, new games
for the 8-bit Atari and | hope that
Atlantis will get into the thick of this
market as quickly as they possibly can,
but quality and new ideas are the order
of the day rather than thinly disguised
reworkings of old games, their
enthusiasm for getting games into the
market place should be tempered with a
desire to acheive a quality that will allow
potential buyers to go out and buy new
releases without worrying about whether
the game will be of poor quality, a
reworking of someone else’s earlier
release or laden with bugs that make it
unenjoyable. These comments are
obviously not aimed solely at Atlantis as
other software houses have released bug
laden games or games that were pretty
hostile towards the player and | hope
that Atlantis go on to release many more
games for the 8 bit Atari, | also hope that
any readers who write games will contact
Atlantis in the hope that Atlantis will
consider publishing them. There are a lot
of people out there who write games of a
high standard that often find their way
into the public domain that [ am sure
Atlantis would like to hear from with a
view to publishing in the commercial
sector.

Turbo-816

DataQue Software have announced a
powerful new upgrade which has been
designed by Ron Shue and Chuck
Steinman, This upgrade will be available in
two forms. There will be a replacement
CPU board for the original 400 /800
computer system and a plug in module for
the XL XE series. In either case there is
usually no need for any modifications to
the existing hardware. The only exception
is with XL./XE systems which have their
CPU soldered in place, which will require
the removal of the existing CPU and the
addition of a standard 40 pin IC socket.
Also included is a new Turbo-OS.

Turbo-816 will not only increase the
potential speed of the computer, but also
break the 64K memory barrier of the
existing systems. Not with the awkward
paged memory, but with a fully linear
decoded address space of up to 16
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megabytes. Benchmarks have already put
Turbo-816 into a performance range above
many ‘PCs’! Special memory boards will be
available to take advantage of the new
extended addressing range.

Whilst adding all this power and
expanded addressing it is claimed
compatibility with most currently available
software has been maintained. Just think
what an even faster version of Star Raiders
would be like!!!

Turbo-0S is a replacement operating
system which utilises the Turbo-816 16 bit
processor to its fullest potential. Increased
speed is the most obvious benefit, but
hidden in its code is an advanced new
floating point library that will speed up
even the old Atari Basic to new levels of
performance. On most systems it will be
just a matter of replacing the existing
ROM:s with the Turbo-OS.

Further developments already planned
include; a real-time mult-tasking operating
system kernal, a new assemblereditor

debugger package, a new Basic, a ‘C’
development package, Turbo-GOS which is
a graphics based operating system, and a
developers kit for new applications.

For more information contact:

DataQue Software, Dept. T-816, P.O. Box
134, Ontario, OH 44862.

The Page Marshal System

From Valar Software

For 800XL/65XE/130XE

with Disk Drive

Also required:

850 Interface (or equivalent)

Epson compatible Dot Matrix Printer
Joystick

Page Marshal consists of a suite of
programs which together form a very
useful, user friendly, ‘text with graphics’
page processing system. Character
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graphics are used throughout, resulting in
ease of use, instant redraw and
guaranteed ‘clean’ images. The system
was originally developed as an in-house
structured programming chart drafting
tool, but there are many other schematic
type tasks which the system can easily
tackle; for example, it is an ideal system
for producing electronic circuits, business
forms, statistics charts, graphs, hierarchial
(tree) structure charts, musical scores,
advertisements, news-sheets or indeed
any type of document that can be built
up from a range of differently shaped
character elements, A different character
set (font) can be used on every line,
allowing documents of incredible
complexity to be created. A fast,
co-resident printer driver is provided;
eliminating the need for inefficient disk

32 characters wide by 16 characters tall).

The only limitation on the number of
macro’s that can be stored is the limit of
physical space in the library. Page
Marshal comes equipped with macro
libraries for each discipline. The library
area is automatically saved/loaded
to/from disk along with each page. Each
page's library can be customised to suit a
particular font and application, and the
Page Marshal utilities program allows any
page’s library file to be changed for any
‘other library. The window can be panned
horizontally, vertically or diagonally to
any part of the library or page via the
joystick. This interaction always occurs in
real time, even during the simultaneous
movement of macro blocks. The print-out
menu allows the user to select up to

consecutive component numbering
spread over any number of pages! It is
also a simple matter to mix automatic
numbering with manual numbering. Also
included are facilities for printed circuit
board design which comprises not only
fonts for copper layer, component
identity and solder resist, but also an
ingenious routine called ‘SP-CONVERT
which enables the designer to create an
unlimited number of lavers, with each
additional layer capitalising on the same
pad positions data!

For the technically minded, Page
Marshal makes use of display list
interrupts, vertical blank processing,
player-missile graphics and special sound
effects. Naturally, much of the
programming simply had to be written in
assembly language, but to allow
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swapping.

The screen display exactly mimics the
hard copv. In other words; what you see
is what you get! A comprehensive range
of custom font files is provided to enable
the user to create any of the types of
document already described, as well as
opening up specialist applications such
as printed circuit board design. The
program stores an entire 80 column by
80 row ‘page’ (640 pixels by 640 pixels)
in RAM; and provides a fully mobile 40
column by 20 row screen ‘window’ onto
this page. A co-resident ‘library’ (48
columns by 80 rows) is an integral part
of the file of every page, and enables the
user to capitalise on previously designed
and stored ‘macros’ (a macro consists of
any designated block of characters up to

2000 copies to be run off continuously
(no disk swapping necessary). There is a
pause printing control which never upsets
formatting.

Separate menu windows are provided
for loading and saving document files,
and for the separate loading of fonts and
text files. Any word processor, such as
AtariWriter, that can produce DOS 2.5
record format files may be used to
prepare text files for this system.
However, Page Marshal can also be used
as a text processor in its own right, it has
a dedicated 'typer’ mode for text
processing.

The autonumber facility (for circuit
diagrams and the like) allows automatic
numbering of up to 999 components of
each of up to 64 component types with

competent programmers to fine-tune the
program to their own requirements, it is
possible to modify or add to the data
statements of those parts of the
programs which have been written in
Turbo Basic.

The total package contains: Page
Marshal main program (issue 1.10), the
utilities program (issue 1.10), fonts set 1,
library set 1, user manuals, customer
support and discounts on future
upgrades.

Page Marshal is available from Valar
Software, 115 Vale Road, Portslade,
Sussex, BN4 1GE. The price is an
unbelievably low £26.64 (which includes
post, packing and insurance).
33



CRAGKING THE GODE

Part Seventeen by Keith Mayhew

In this part we will be looking at the
facilities available for accessing the disk
drive. We will start with the low-level
access which treats the disk on a sector
basis. After this, we will look at the file
structure imposed on the sectors via the
disk file handler ‘D:".

Low-level Disk Access

The only built-in routines provided for
accessing the disk drive are: read a
sector: write a sector; and format. Note
that there are no routines built into the
operating system to access files on the
disk - these are provided by DOS which
is loaded from a disk at power-up.

These sector-based routines are
referred to as the Disk Handler. It is not,
however, a ClO device handler and
cannot be accessed directly from the
CIO. Refer to Figure one in Part 15 of
this series (issue 19) to see where the
disk handler is situated in the operating
system hierarchy.

The disk handler is called via a JSR
to its own vector ‘DSKINV" at E453 hex.
The variables used by the handler, and
their locations, in hex, are as follows:

0301 DUNIT Disk drive number.
0302 DCOMND Command byte.
0303 DSTATS Status byte.

0304 DBUFLO Buffer address low.
0305 DBUFHI Buffer address high.
0308 DBYTLO Number of bytes low.
0309 DBYTHI Number of bytes high.
030A DAUX1 Sector number low.
030B DAUXZ2 Sector number high.

The disk handler uses SIO, the Serial
Input Output utility, to pass the required
command on to the disk drive via the
13-pin serial interface. In fact, the above
variables belong to SIO’s Device Control
Block (DCB) which is used when
accessing any device on the serial bus,
not just the disk drive.

When the disk drive receives the
command its processor decodes it and
uses its WD1771 floppy disk controller
chip to actually perform the operation.

Sector Read Command

Reading a single sector of a disk is
achieved by the following: set ‘DUNIT” to
the number of the disk drive you wish to
access (drives are numbered from one
onward); set DCOMND’ to 52 hex, the
‘get sector’ command; set the buffer

34

address, ‘'DBUFLO’ & ‘DBUFHTI’, to
point to a 128 byte buffer; lastly, set
‘DAUXL" & ‘DAUXZ2’ to the sector
number vou want read (sectors are
numbered from 1 onward) and JSR to
‘DSKINV'.

On return, the status byte, ‘DSTATS’,
will be set to 1 if the read was successful
and the sector's contents will be in your
buffer. If the read failed ‘DSTATS' will
contain an error code between 8A and
90 hex, excepting 8D hex: refer to Part
14 of this series in issue 18 for their
meanings.

Sector Write Command

To write a single sector on to a disk
the variables are set up as for reading
except ' DCOMND’ is set to 57 hex, the
‘write sector’ command. After a
successful call to the disk handler the
buffer's contents will have been written to
the specified sector and 1 will be in
‘DSTATS".

The above command writes a sector
with verify, i.e. the disk drive re-reads the
sector and compares it against what
should have been written. There is an
alternative write command, 50 hex,
which writes without this verification, thus
speeding up the writing process. This is
obviously less safe as you are not
guaranteed that the data was written
correctly: it only proves that the disk was
readable, i.e. the drive could find the
appropriate sector.

Unfortunately, the disk handler in the
original operating system does not
recognise the command to write without
verify. To achieve the operation you have
to access SIO directly! This ‘bug’ may
have been fixed on the XL and XE
machines.

Format Disk Command

Before a new disk can be used to
write information to, a ‘format’ has to be
written on to the disk. The format for a
standard single density drive consists of
40 tracks, each with 18 sectors of 128
bytes each. Special ‘headers’ and ‘trailers’
are written around each sector. These
contain information for the disk
controller’s own use such as sector
number, track number and a ‘CRC’ code
which is used to validate data read from
that sector. As you can see, there is more
on a disk than just what you can put
there! Fortunately all these tiresome
details are hidden from us when we read
and write sectors.

To write a new format on to a floppy
disk the disk handler variables are set up
to specify the disk drive number, a
pointer to a 128 byte buffer and a
command byte value of 21 hex. The
handler does not return until the disk
drive has completed the operation. When
finished, a status value is returned. If the
format was successful, a count of the
number of ‘bad’ sectors which could not
be formatted is returned in ‘DBYTLO'
and ‘DBYTHI'. Normally this count is
zero, however, if errors did occur then a
list of the sector numbers which could
not be formatted are returned in the
buffer, in low-high format, terminated
with a pair of FF hex. This allows for a
maximum of 63 bad sectors, however, if
a disk has that many errors it really
ought to be thrown away!

All disk handler commands return
further status information in a four byte
block called DVSTAT starting at 02EA
hex. The most useful information here is
just bit 3 of the first byte which, if set,
indicates that a write or format failed due
to the disk being write protected. Of
interest to some might be the second
byte which holds the full status byte of
the disk drive’s floppy controller chip: for
information on this you will have to find
a data sheet on the WD1771.

File-level Access

Although sector access is very flexible
it is not a very convenient method of
storing and retrieving general information
as it requires us to break our information
down into small blocks and remember on
what sector numbers it was all stored.

File-level access is provided by a File
Management System (FMS) which
maintains a directory of all the files
stored on a disk. The FMS is a part of
DOS which is loaded at power-up and
places an entry in the CIO’s handler table
for the device ‘D:". All the standard CIO
commands for opening, closing, reading
and writing are supported by the FMS
plus several other commands.

OPEN Command

The OPEN command accepts a file
name and an optional drive number. The
file name is in the same format as you
use from DOS and can contain
‘wildcards', i.e. ‘%" which matches any
number of characters and ‘?" which
matches any single letter: the FMS will
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Listing 1.
2199 ;0.5, vectars..,
aiie Cioy = $E456  ;CID entry paint.
0128 DSKIRY = $E45T  iDisk handler entry point.
8170 3CIO 10CH locations...
2142 ICCOM = $2342  ;lomaand byte,
2150 ICBAL = $R344  jBuffer address low.
2168 ICBAR = $8745  jBuffer address nigh.
8170 ICBLL = §@348  jBuffer length low
#18@ ICBLA = $8349  jBurfer length high.
2150 CAXL = $834F  jAusiliary 1.
2200 ICAK2 = $A345  jAusiliary 2.
8219 jCi0 ICGCH comeands...
B226 COPEN = il i0pen device,
8230 CEETREC = 523 1Get recard.
8249 COETCHR = 187 1het characters
8250 CPUTREC = i tFut recard
0268 CPUTCHR = ) 1Put characters
270 CCLOSE = §ac iClose device.
8280 ;Disk handler (5100 OCB locations...
2270 DUNIT = $2381  ;Drive nusber.
2328 OCOMRD = §e302  0izk comsand.
a21d DETATE = 58207 sDizk status
3328 DBUFLD = $2384  iDizv buffer sddress los
9370 DBUFH] = $8385  iDisk buffer address high
pi40 DXL = $8385  iDish sector number low.
8350 DAUXZ = $230F  ;Disk sector rumber hiah
8360 iDisk handler commands...
370 DSKBET = $52 168t sector
B380 DSKFUTY = i37 tPut sector with verfiy.
B398 ;0.5. equates...
8489 LMARGN = $52 iEditor left aargin.
B419 ROWCRS = 5 sCursor row.
9479 COLLRS = 55 ;Cursor coluan,
9430 CRSINH = $32F8  iCursor irhibit.
B44@ DEPFLL = $R2FE  ;Display flaa.
2453 RD = ie4 tRead fraa 100
8440 WR = 508 iWrite to 10CE
9478 EOL = §98 1End of line character
8480 EOF = 28 1€End of file error,
8479 CRSLP = L 1Editor cursor up character.
8586 CRSIN = $10 sEditor cursor down character.
B5i8 CRSLT = $iE ;Editor cursor left character,
B52¢ CRSRT = §1F iEditor cursor right character.
8530 CLS = $7D ;Editor clear screen character
8540 DELLINE = $3C sEditor delete line character.
8550 ;Program equates..,
8560 EDIOCE = i +10CB index for editor Ei°.
@579 KBDIOCR = $1a 110CB indes for keyboard 'Ki',
@582 jPage zerc variables...
8599 i= in:
0600 TENFI #= b] iTesporary location.
Ba1d TEMPZ 4= ++] sTesporary location.
8628 CURBYTE #= ] sCurrent byte being =dited,
Bal SECTOR = #+2 1Sector nusber low/high.
2640 DRIV i= (33} iDrive nuaber,
8453 EDITY 4= Erl 1Edit position L.
0660 EDITY &= B+ iEdit position Y
8470 EDITDIE #= HH sEdit left or right digit
D682 EDITHEY #= B+ iEdit hex or ATASCII
8499 PROMFT 4= b ;Coamand proapt flag.
aree #= §o008
718 PL& iClean stack for entry tros BASIC
3720 (i $ED10CE ;0p=n editor, in caze clossd,
e Los VEFILELSSF
274 575 TCBAL, I
750 Lhn 1EFILE/ 258
2750 §TA ICBAH X
B778 LDA IRD+MR  jRead and write.
780 5TA 1CAYL, X
379 J5R OFEN
LELES LD¥ §¥5DICCE ;0pen keyboard.
Bag i BKFILERSFF
0529 574 TCBAL, X
p313 LDA SKFILE/25¢
2840 574 1CBAH, X

2a5e LOA
284 5TA
2a7 I5R
LR L0A
2358 ST
2902 15
291 LoX
29z LDA
293 J5R
874 LD
a95e STA
2968 LA
297¢ 5Th
8558 158
2952 LDA
1008 J5R
1a1e LD#
182 STA
183 LDA
164 5Th
1852 43R
12eR LDA
1a7e 3T
{268 LDA
1a9e aTh
1102 NEATOFF LDA
i1e iTh
112 LDA
13 J5R
114 INC
1150 LEA
1led Lt
1172 B
1182 aTh
1190 CHF
1280 BNE
1218 I5R
1228 LOA
1278 iTh
1248 3TA
1252 LDk
12e0 iTA
1278 5TA
1288 J5R
1292 {Main loop:
1780 COMMAND LDA
1318 BEQ
1328 LDA
1378 Th
1748 LDk
1358 Lox
1162 I5R
137 LDA
1388 aTa
1392 SHOW  JSR
1402 LDX
1410 I5R
142 CHp
147 RER
1443 Che
1458 BHE
1468 e
1470 COM{  CHWP
1482 ENE
1452 NP
1508 COM2  CMP
1518 BNE
1528 InP
1538 COMS  CMP
1549 ENE
558 JHP
1568 CORS  TAY
1578 LD&
1580 BNE
1592 TA

$RD Read anly

HIETH I

OPEN

i ylero left aargin.
LHARGN

CRSOFF sCursor off.
{EDIOCE

FEOL

PUTBYTE ;Blank line.

#HSTITLEYSFF Print title string.

ICBAL, 1

FHSTITLE/ 256

ICBAH, X

WRITELN

#E0L  :Blank line.

PUTBYTE

YNSHERDASFF jPrint header sting.
ICEAL X

$MSHEAD/ 25

[CEAH, X

WRITELR

15 iPrint oriset nuabers..
RORCRS  j5et row.

Y

TEHFL  ;Start offset at zsro
12

COLCRS :Set coluan.

TEMPL

PUTHEX jPrimt 1t in hex,
ROWCRS  iNext linme.

TEMPFL  3Get ofriset,

2 H
TEMFL  i5ave it back,
$188

NEITOFF iLast one?

roonu
CRSOR

b arfeet,

EH 1Start at sector 1, drive |

DRIV

arern
IS

id
SECTOR+!
PROMPT iTurn off proapt flag.
NEWSECT jDisplay it.

handle coseands and editing.
PROMPT
SHOW tho proapt displayed.
2

RORCRS

$DELLINE ;Delets lime character,
$EDIGCR

PUTBYTE jDeiste coasand prospt,
10

PROMPT 3Clear #laa.

SHOMPOS 3Show edit paosition,
4KBDIOCE 3Bet key.

BETBYTE

JE0L Return key?

USERCHD ;Process user coesand.
#CRSLT  jCursor ieft?

Comt

LEFT

$CRSRT  iCursor right?

£onz

RIGHT

$CASUP 3 Cursar up?

cons

liF

$CRSDN  iCursor down?

Con4

0

EDITHEX jEditing hex?
INSCHR  3ho.
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1588
1618
1620
1630 jlnsert
1542 INSDIG
1658
1468
1878
1080
1698
1700
1718
1728
778
1740
175
1768
1778
780
1790 INSTRT
1890
1810
1820
1838
1848
1858
1660
1879
1680 :lnsert
1890 INSCHR
i7eR
1918
1920

SR BETHEX iConvert to hex digit,

che $FF Valid?
BED COMMAND 1 No.

& digit,

TRY

I
T jRight digit.

574 TENPL
LDY CURBYTE
LbA BUFFER,Y
AND 50

ORA TEMFE
5Th BUFFER,Y
JHF EDTRYTE

T8
AND $50F
8T TEMFL

Loy CURRYTE
LD& BUFFER,Y
AND i5FD

0RA TEMPI
5TA BUFFER, Y
P EDTBYTE
tharacter,

TiR

Loy CURBYTE
5TA BUFFER, Y
P EDTBYTE

1330 jFrocess user comaand.
1942 USERCMD LD $EDI0CH

1950
1768
1970
1982
1392
i1 1]
2818
2024
2070
B40
2052
286
287
2082
28570
I
2119
210
2178
214
215
2169
2170
2180
Zi%
2208
221
220
223
2240
2250
2268
2278
2289
2298
2108
2318
2120
2334
2140

36

LD& i5FF

5TA FROKPT ;5et c-ompt flag.
L% it 15haw iropt.

514 COLCRS

LDA 22

EiE IWCRS

LOA EHSCNDLSFF

5Ta ICHAL, X

Lba §MSCHD/ 296

3TA 1CEAH, ¢

JSR nFlTELh

Loa #MLCHD-1

Th COLCRS 35et -.rsor poition.
LDA 22

3Th AOWCAS

L& BCRSRT  35how cursor,

J5R PUTBYTE

DA HINBUFFLSFF
STA  ICBAL,X

LDA  INBUFF/25

STA  ICBAR,X

L& JINBLEN

STA  ICBLL,X

I

STA  ICBLH,X

ISR READLN ;Bet i-put,

LOA INBUFF

Cap G0 thext zzctor
BER CHEXT

Chp iPrevicus sector?
BEG CPREV

CHP 'R’ 1Read zector?
50 CREAD

CHP (NN iWrite sector?
5Ed CHRITE

CHP D" iChanoz drive?
BE@ CORIVE

CHe §'5'  iChancs sector?

BER CSECTOR
CHF e jRuit”

7358 BRE USER2
2350 LDA §2

2379 5Th LHARGN
2380 LDi §KBDIOCE
2390 JSR CLOSE
2400 58 CR3ON
2419 RTS

2428 USERZ Jnp COMHARD
2470 iWest sector command,

244D CNEXT  INC CECTOR
2450 BRE CREXTZ
24:0 INC SECTOR+1
2479 CNEXTZ SR HEWSECT
2480 4P COMMAND
2499 ;Previous sector coammand,
2508 "’RE“ DEC SECTOR
2519 LA SECTOR
2520 CHP $5FF
2579 BNE CPREVZ
2540 DEC SECTOR+1
2558 CPREV2 JSR NEWSECT
2550 JHP COMMARD

2970 jRead sector cowaand.
2580 CRERD ISR NEWSECT
2952 AP COMMAND
2609 iWrite zector coammand,
2518 CHRITE JGR WRSECT
2626 JHP CORKARD
2632 jChange drive comaand.

2648 CORIVE JSR NUMBER
2658 BED CDRVZ
2652 LD& TEMPZ
2670 8Th DRIVE
2680 J5R HEWSECT

2658 CORVZ NP COMKARD
2700 ;Change sector cosmand,
2710 CSECTCR JSR NUMBER

728 BER Cscr2
2734 LDA TENFZ
74 5Th SECTCA
2758 LDA TEHFL
1768 STh SECTOR+!
277 J5R NEWSECT

2788 05CT12 NP COMMAND

18t izct margin to default.
1Cloz= keyboard [0CB.
iCurscs on.

1End ¢ prograi...

iEnd 1- o

62t o7ive nuaber,
:Nt veiida,
iLow

16et sector nuaber.
iNot valid,.,
ilow byte.

jHigh byte.

2798 ;Get nusber from input buffer

2800 WUMBER LDY il

2819 LDx 12
2BZ2 ST TEXFPL
287 5T¥ TEHF2
2648 RUMl DA

2338 Che FeoL
2608 gER hun2
2878 INY

2569 IHP Ut
2893 NUMZ  LEY

2902 BEG Lt
2919 LDA IRBUFF, ¥
2928 J 3R GETHES
293 CHF §3FF
2948 8EG NUHT
2959 PHA

29:0 Tis

191 AND i
2980 REQ LI
29%¢ PLA

leoe ASL A
B AL A
1 AiL #
303 AsL A
ML PHA

IB58 NUHA TR

Jgee LER f
e BHE HUNG
Jge8 FLA

150 ORA TENR2

tNeit character indes.
iNuaber of digits so far.
slero result,

INBUFF, Y ;Bet to end of line.

it start of line.
i1Get character,
yConvert hex digit,

ihot hex digit,
i0et digit no.
idon't shift if odd,

i15hitft,

oet digit no.
sDivide by 2,

iHigh byte of nuaber,
(0r to low byte.



Jige

ILe

I128 NUMS
113

Ji4e

TSR NuMe
I168

373

1188 NUNZ
Ji9e

3282 ;Cursaor
1218 LEFT
3220

323

1240

3250

3260

7
i

J286 LEFT3

1440 LEFTS
1450

Jaed

478

3488 jCursor
J498 RIGHT

RIGHT

1520 RIGHTS
3638 RIGHTZ
Is4e
Jb5R
Jhed
178
3682
1898
3708 RiGATI
ivie

™
L

1738

1740

150

1760 RIGHTS
e

1780

198

380% ;Cursor
1818 UP
aze

pENt

134

ST4
NP
FLA
ORA
STA
INX
crx
BHE
TIR
RTS
left.
LDA
BNE
LDA
EOR
5TA
BHE
NP
DeC
DeC
BRI
JNF
INC
LDA
5TA
LDA
CLe
#OC
aTA
IF
DEC
GEC
EH]
NP
DEC
LDA
5T
JHF
right,
LDA
BNE
LDA
EGR
5TH
BEQ
NP
INC
INC
LDA
CHp
BER
InF
IhC
LD&
STA
LDk
SEC
SBC

oTA
<iH

Jup
INC

Thr
iy

LT
onp
BERD
JHP
GEC
LOA
5T

JHP
up.
LD#
sel
SEC

aTéh

TEHFZ
Hutte

TENPL
TENFL

4
hun2

EDITHEX
LEFT!
ELITDIG
L]
EDITDIG
LEFT3
COHMAND
CURBYT
EDITY
LEFT4
COMMAND
EDITHEX
7
EDITX
CURBYTE

i6
CURBYTE
Eﬂnﬁﬂ""
CURE
EDIII
LEFTS

CORMAND 5

EDITHEX
il
ECITDIB
LEFT2

EDITHEX
RIGHT!
EDITHIG
il
EDITDIG
RIGHTS
COMMAND
CURBYTE
EDITY
EDITY
18
RIGHT4
COMMAND
EDITHEX
0
EDITY
CURBYTE

ig
CURBYTE
COMMAN
CURRYTE
EDITX
ELITA
43
RIGHTS
COMMAND
eDITHEX
10
EDITDIE
RIGHTZ

;0r to high byte.

jNeit character,
iReturn z2ero if no digits

jEditing hex digits?
1ha,
;Toggle digit.

sEnd if on same hex nuaber,

iend if not off left.
iHave to ATRSCIL.
iMove to last character.

1hdjust 1ndex,

;Back to coamand loop.

kip if not off laft,
jEditing hex.
iRight digit,

iAdust index,

jEdit ATASCII

15k1p if on same number,

iSkip if not off right.

1hdjust index.

i

ilorrect if off right,

Tacn
Jaie

RELY]
137
B 1h
1858
198
1918
1920
93
3740
395
3960
97
1960
1998
saee
4019
4000
3838
1048
4858
1968
1878
4280
a9
siee
i1
Al2e
4130
A48
4158
il68
4172
1189
419
Ame
4210
4220
1270
140

1ac
>J

e
ma
o~

=

- B3 -0 B3 ~d

A n e e de e e A e e
Ll G Gd ol Cd d B3 B3 RS
Ln = 4 ra
= A F3 60 MO A3 6 M B) eS =D B2 =0 &3 53

o P R ™
e gm d G L e

— E@ w0 O3 —d O

.

1420
4430
444
45
4468
1470
4458
4450
4500
i51e
4520
1530
§542

558
4560
1570
1500
4590

JeC EDITY
il Ukt
i COMBAND iSkip if not off top
UFt LLA 15
STA EDITY
L0A CURBYTE
CLe
A0C ¥
iTh CURBYTE
JnF COMMAND
ilursor down.
DOWN  LDA CURBYTE
LLe
AbC i6
STA CURBYTE
INC EDITY
LDA EDITY
Che s
BEQ DOWKN1
JHP COMNAND ;5kip if not off bottos.
DORHE  LDA 0
3TA EDITY
LA CURBYTE
SEC
SBC i3580
STA CURBYTE
NP COMHAND
ihew sector: resd and display.
NEWSECT JSR RDSECT
J5R CRSOFF
LDA L iFrint drive and sector..
STA ROKWCRS
LDA &7
STA COLCRS
LDA DRIV
J5R FUTHEX ;Drive nusber,
L0k e
STA COLCAS
LDA SECTOR+!
JSR PUTHEY 5ector high.
LDA SECTOR
5% PUTHES  jRector low.
LI #IFF iDispiay special charactiers
3T ISFFLE
J5R D15PLAY
LbA 0 (Re-enable special characters
5T DSFFLG
J3R CRSON
LDA 0 156t edit variables.
5TA CURBYTE
A EDITX
ST EDITY
5TA EDITDIG
EIE EDITHEX
RT3
iByte edited: re-display it.
EDTBYTE ISR CRSOFF
LbA $4FF
574 ISFFLE
JSR ISFBYTE
A i
STh ISFFLG
J5R CREDN
Jip RIGHT  jMove cursor on to next character

1 Show cursor at
SHOWFOS LDA
CLE
ADC
5TA
Lb#
BNE
A
8T
(il

AlC

edit position.
EDITY  ;bet ¥ position.

15

ROWCRS ;5et cursor row.

EDITHEY jEditing hex or ATASCII?
RTRSCIT

EDITE  yGet X paosition.

TEMFL  3Tiees I...

TEMP!
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4500 ADC TENF1
4510 ADC il ihdd offset from lett,
4670 ADC EDITDIG ;ndd offset for right digit.
4670 STA COLCRS jSave coluan.
4649 NP SHOW!
4650 ATASCIT LDA EDITY  jGet X position,
LLEL CLe 1hdd of fset from left.
4670 ADC L
4480 STA COLCRS ;Save coluan
4670 SHOWL  INC COLCRS jMave one right.
4700 I5R CRSON  ;Enable cursor.
e LbA #CRSLT  :Send cursor left to editor...
72 LDX $EDIOCE
470 JSR PUTBYTE jCursor now displayed.
4740 RTS
4750 ;Display butter an screen.
768 DISPLAY LDA 1 iStart at byte 2
§77 5TA CURBYTE
4780 DSPREXT JSR DSPBYTE ;Display it.
4758 LDA CURBYTE jNext byte
4800 Ll
4318 ADC il
4820 5T CURBYTE
4870 cHe 1562
4840 HKE DSPREXT
4850 RTS
4860 jDisplay current byte of buffer,
4870 DSPBYTE LDA CURBYTE
4880 AND §5F8  ;Bet line nuaber,
4890 LSk 4
19 LSR &
3910 L5R "
4920 (Le
4970 Alc 45
4740 T4 ROWCRS
4550 LDA CURBYTE
4960 A0 #3597  yBet coluan nuaber.
4970 S5TA TEMFL
4780 fLe
4550 KDC TEWF1  jTiames three...
sa00 ADC TEMPL
5210 ADC #
5820 STA COLCRS
[ Loy CURBYTE jBet byte.
5040 LDA  BUFFER,Y
5050 ISR PUTHEX j5Shom 1t 1n hex.
5060 Loa CURBYTE jFind coluan for character.
5e7a AND e
5080 CLe
5090 A0C §27 10ffset across screen,
5180 5TA COLCRS
110 LDY CURBYTE ;bet byte again.
5120 LDA BUFFER, ¥
5130 LDX $EDIOCE
140 15R PUTBYTE ;Print character,
5150 RTS
5160 jConvert character ta hes diqit.
5170 GETHEY [ i
3188 8Cc HOTHEY Not veiig character
5198 [P 4} iCharacter after §
200 £s BETHEXZ Kot & dugit.
210 SEC
522 SBC LA iConvert to number,
521 RTS
3240 BETHEXZ CMP LA tlpper case letter”
5230 BCC NOTHEX
5260 o, 1 VB
5270 BCS BETHELZ
5280 SEC
5290 §BC #8537 ;lonvert to number,
5300 RTS
5719 GETHEXT (P §'a° jlower case letter?
532 BCC KOTHEY
533 P 4
S340 BCS NOTHEX

5358 SEC

534 SBC 4557 iConvert to nuaber.

3379 RTS

5380 NOTHEX LDA YIFF Mot & valid hex character.

5399 RTS iReturn $FF.

5400 iPrint byte in hex

5410 PUTHEY PHA 15ave byte.

5428 LSk A

5470 LSR A

5448 LSR A

5458 LSR A

5162 J5R PUTHDIG iPriat high niuble

3478 FLA

5483 AND HigF

5450 JSR PUTHDIE ;Frint low nibble.

5500 RTS

5510 jPrint a single hex digit

5520 PUTHDIG CHP LIY] i11s digit nine or less?

5538 BCS LETTER ;Na.
3540 L

5550 ADC e yTurn inta ATRSCIH

5560 LD¥ $EDIOCE

5570 J5R PUTBYTE

5550 RTS

5598 LETTER CLC

5580 ADC 17 1Turn 1nto ATASCII
S50 Lot JEDICCE

5620 JSR PUTBYTE

5639 RTS

G648 10pen a2 file.

5658 OPEN  JSR CLOSE  yMake sur channel is closed.

Se62 LDA #COPEN

5570 5TA 1CCON, X

5580 J5R clov

5850 RS

5780 jClose & file.

5710 CLOSE  LDA $CCLOGE

5720 5Th 1CC0N,

5730 J5R clov

748 RTS

5750 jRead up to end of file.

5762 READLN LDA $CGETREC

7 514 1CC08, X

5788 JSR cloy

5798 RTS

588Q jNrite up to end of line.

5312 MR[TELH LDA §CPUTREC

5320 ST4 ICCON, X

5830 LD& 1$FF  Maxisua buffer length.

5840 5Th ICBLL, X

3850 5TA ICBLH, X

5862 JER ciov

5870 RTS

3880 ;bet a single byte in accusulator.

589@ BETBYTE LDA $CGETCHR

5920 STh 1CCOR, X

3910 LDA 1 ylero butfer length.

5920 5Th ICBLL, X

5970 5Th ICBLH, X

5940 JSR clov

5950 RTS

3700 jPut a single byte froa accusulator.

5778 PUTBYTE PHA

5580 LDA $CPUTCHR

5990 574 1CCom, X

s200 LA i ylero buffer length.

5018 574 ICBLL, X

5820 5T# [CBLH, 1

#0320 FLA

s240 JSR clov

4258 RTS

6868 ;Turn cursor off.

4878 CRSOFF LDa $FF

6282 57a CRSINH

5899 RTS



6108 jTurn curser on.
&118 CRSON  LDA i

5120 ST CRSINH
6138 RTS

61408 {Read sector into buffer,
6158 RDSECT LDA

bled JSR SETDSK
6178 J5R DSKINV jRead the sector.
6188 RTS

0199 ;drite sector froa buffer.
6208 WRSECT LDA

6210 J5R SETDSK
6228 J5R DSKINY jWrite the sector.
6218 RTS

6240 ;5et disk handler variables.

£250 SETDSK STA DCOMND  ;Set coamand.

6260 LDA DRIVE  ;5et drive nuaber.

6278 STA DUNIT

6268 LDA YEUFFERYSFF ;5et buffer address.
6298 ST DBUFLD

§05KGET ;Get sector command.

$0SKFUTY ;Put with verify cosdand,

2308 LbA
alld 3TA
6320 LDA
633 STA
8340 LDA
835 STA
6360 RTS

6378 jMessages etc.
6380 MTITLE .EVTE

6398 MSHEARD .BYTE
6588 MSCMD  LBYIE
6418 MLCMD =

6420 EFILE  ,BYTE
6438 KFILE L BYTE

6440 jBuffer for user
6450 [NBUFF =
6462 INBLEN =
5370 jButfer for sect
5482 BUFFER =

BUFFER/ 256
DBUFH]
SECTOR
DAUTL
SECTOR+1

15et the sector nuaber,

TAUI2

*Drive: 81 Sector: BOBI",ECL
+B +1 42 +3 33 45 +5 7 234567° EOL

*Coanand?*  EOL

+-M3CMD slength of message.
'E1®,EOL jEditor fi1ie spec.
"Ki® EOL jKeyboard file spec.
input,

++183

#-INBUFF iLength of buffer.

or.

550

open the first file it finds in the directory
which matches the wildcards, if they are
present.

Disk files can be opened for read
only or write only. If a file already exists
when opened for write only then the file
will first of all be set zero length, losing
any previous information. If both read
and write is specified then the file is not
set to zero length and either reading or
writing can be done, in any order, except
that writing cannot extend beyond the
end of the file's existing length, this is
referred to as ‘append’ mode.

To extend an existing file the append
flag, bit O of ‘AUX1’, must be set along
with the write flag, bit 3, i.e. 9 in ‘AUX1".
Any writing operations will add data to
the end of the file without affecting what
is already stored in the file.

Note that data written to a file can be
lost if a close command is not issued
when the file is finished with!

Access to the directory information,
as displaved by DOS, is also provided for
by the open command: ‘AUX1" has to be
set to 6, i.e. a read with bit 1 also set.
The directory can then be read using
normal ‘get record’ commands, each one
returning one line of the directory
containing the file name and a sector

count in ATASCII text ready to be
displayed. The last read before end of file
will return a line showing the number of
sectors available on the disk. These lines,
if directly sent to the editor device, will
provide a directory looking exactly the
same as that obtained by DOS.

The file name used when opening the
directory governs which files will be
returned on subsequent read operations.
‘D:sk. %" will match all files and thus allows
the whole directory to be displayed.
However, if you only wish to display, say
.BAS files, then ‘D:#.BAS’ is required.

DELETE Command

Files can be deleted from a disk by
specifying a CIO command byte of 21
hex. The file name determines which files
are deleted and can contain wilcards, e.q.
‘D:sk.s#" will delete all files from the
directorv.

RENAME Command

Any name in a directory can be
renamed by specifying a CIO command
byte of 20 hex. The file name
specification you supply consists of two

names, separated by a comma. For
example: ‘D:FILE1.TXT,FILE2.DAT" will
rename ‘FILE1.TXT to ‘FILE2.DAT";
note that renaming does not affect the
contents of a file in any way. Several files
can be renamed at once by using
wildcards in both file names, for example,
‘D:% . BAS, . TXT will change the
extension of all *.BAS’ files to ‘TXT".

LOCK and UNLOCK
Command

Files may be ‘locked’ so that attempts
to write to them via the FMS will fail, i.e.
write, delete and rename commands.
Note that a locked file is not protected
physically, so a sector of the file can be
written to directly by using the disk
handler.

The lock command requires a CIO
command byte of 23 hex and a filename
which can contain wildcards, in which
case all matching files will be locked.
Note that locked files are shown in the
directory listing by a preceeding star.
Unlocking file(s) is done by specifying a
CIO command byte of 24 hex and an
appropriate filename.

Listing 2.

18 DIN REXIS(18)

20 J=D:START=24576:TRAP 90
38 READ HEXS

40 FOR I=1 70 15 5TEF 2
58 DI=ASCUHEXS(I,[))-48:D2=ASCIHEXS {1+
1,141))-48

60 WUM=((D1-Tw(D1:16)) vlavtD2-T#i02010
i

TR POKE START+J NUN:J=)+1sNEXT |

80 G0TO 28

98 1=USRISTART)

108 REM Instructions

118 REX =====ss2s=2s

128 Ren

130 REX Once started, you will see

148 REM sector | of drive I, You can
150 REM edit any Syte in hex or ATASCE
L

168 REM Pressing return will prospt fo
r

172 REM a cossand, You can tyge any of
the following:

182 REM W' (Write the sector back to
disk)

198 RER 'R’
disk)

288 REM "+’ (Read the next sector)

210 REM "-' (Read the previous sector)
270 REN D nuaber’ (Change to specifie

(Read the sector back from

d drive)

230 REX 'S nuaber' (Read the specified
sectar)

248 REM "9 (Quit prograal

258 REM

268 REM Note that ‘nuaber’ for ‘D" or
g

278 REM comsands must be given in hex,
288 REN

1908 DATA 6BA2BBATATIDA4RD

1001 DATA A9649D45R3A92C9D
1002 DATA 4AD3220563A210A9
1087 DATA ARTDA4BIA9649D43
1004 DATA DIA9049D44B32205
1905 DATA 63A788B552202864
1886 DATA AZBBATTBZRISA4AT
1837 DATA o39D4483A%647D45
1808 DATA D320F353A5582015
1207 DATH 64RSTATD4ARTA%SY
1010 DATA SD45RI28FI63A%R3
1011 DATA 8554A98RB3CEATAY
1812 DATA BSSSASCB20BALIES
1817 DATA S4ASCHI8650885CE
1014 DATA CTBRDBEAZRZES4RT
1815 DATA 8135003SCEATARES
1816 DATA CFBSDS22RAGZASDS
1817 DATA FRBFAT10BI54A93C
1R1B DATR A208201564A70285
1615 DATA DS2R@EA3AZ102004
1820 DATA 64C59BF341CT1ED
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1821 DATA 334C8262C91FD083 1053 DATA 4CB&5D20BESIFATE 1385 DATA 834C8568490Q8502 1117 DATA B433E9576RA9FF&Q
1822 DATA 4C3CH2091C08034C 1854 DATR ASCCBSCEASCRBSCF 1886 DATA ASCDIBE92RB3CD4AC 1118 DATA 4B4A4RAA4AZEEFAT
{923 DATA 7E&2C91DDORI4CTA 1055 DATA 28BA624C8060A021 1087 DATA Bob60283464282844 1119 DATA 68270F 28BF6368C9
1824 DATA 624BASDADRI79820 1856 DATA A202B4CEBACCETAD 1888 DATA A9R1B554A7878555 1128 DATH DABRATIBAGIRAZER
1825 DATA B953CIFFFORAARAS 1057 DATA S4C995F0R4CB4C0H 1889 DATA ASDA20BREIAT128S 1121 DATA 2815646@186937A2
1826 DATA D3DR16980ABARARA 1058 DATA 61BBFRICRIADAAZR 1092 DATA SSASCFZEQ43ASCE 1122 DATA BR2215646R2RELSY
1827 DATA BSCBAACDRIZDAS? 1059 DATA 83a309FFFR22488A 1091 DATA 28B@&IASFFADFER2 1123 DATA A9Q790420320546E4
1828 DATA BFBSCBY92D654CF3 1860 DATA 29R1F2865BARARA 1892 DATA Z20IF&3A9B2BDFER2 1124 DATA &BATBCTD42832856
1829 DATA 5298299F8SCBAACD 1061 DATA DASBBA4ADRAE4ERS 1893 DATA 202E64A9%085008% 1125 DATA E46BA7239042012
1870 DATA B92D6529FRASCRIT 1062 DATA CCBICCACFEol168RS 1094 DATR D18502507850462 1126 DATA S6E460A709704703
1831 DATA 2D454CF8A298RACD 1867 DATA CEBSCBEERRADA0I 1095 DATA 202864A9FFBDFERZ 1127 DATA AIFFIDA8R39D4923
1832 DATA 9920654CFBa2A200 1064 DATH BREASDADBZ4ASDI 1096 DATA Z0S26TA920BDFER2 1128 DATH 2056E44RATR79D42
1833 DATA AFFFBSDSA90@835S 1065 DATA 452185D3DRB34CEs 1897 DATA 202E644CICAZASDI 1129 DATH B3A78Q9D4B035049
1834 DATA AT16BSS4ATTETDAS 1866 DATH oBCACOCAD1TARIAC 1898 DATA 1B&9858554ASD40R 1138 DATA B32056E46048R%00
1835 DATA BIAT649D450320F3 1367 DATA B6462E0D4AT8783D1 1399 DATA 12A5D18SCE13465CE 1131 DATA 3D4223A9827D453°
1276 DATH 6IA7RBBSSSAT16ES 1068 DATH ASCD18679885C04C 1180 DATA 53CB678363D33555 1132 DATA 9D4527432056E450
1837 DATA S4ATIF2Q1564A94D 1069 DATA B4&2CACDCADITRAT 1181 DATA 4C3267ASDI1GATIE 1113 DATA ASFFBDFRR263A500
1838 DATA FD4483A764704583 1070 DATA 4CBosBCAD4ATRIES 1192 DATA B555E65S282E04A5 1134 DATH BOFRO260A9522046
1815 DATA A98%D4803A9005D 1071 DATA D34CIC62ASDADAZE 1107 DATA IEA20020156460487 1135 DATA 642053E460R9572
1040 DATA 490720EA6TADADAS 1072 DATA ASDI49R1B5DTFR0T 1184 DATA BRBECD20526345C0 1136 [ATA S6e42053E408022
1041 DATA C92BFR28CT2DFAIR 1@73 DATA 4CBALBEACDELDIAS 1185 DATA 1849E1BSCOCTBR0R 1137 DATA @3AS0QBDR1R3A92D
1842 DATA C952FRICCISTFOIE 1074 DATA DICTBBFRQIACELAR 1106 DATA F26BASCD2IFBAAGA 1138 DATA BDBAZATESB0O58T
1843 DATA C944FR4QC953F04B 1075 DATA E&D4A78Q8SDIASCD 1187 DATA 4R1869858553A5CD 1135 DATA ASCESDBABIASCFBD
1844 DATA C951000DAT028552 1076 DATA 3BE9B8SCDACBAAD 1188 DATA 290785C6185650665 1148 DATA BBRIARA47I557663
1845 DATA A21020E163282E64 1977 DATA ESCDESDIASDICIRE 1189 DATA CB&9938535A4CDE3 114% TRTA JA28103128536563
1846 DATA 6Q4CB44RESCEDAR2 1078 DATA FOB34CB663CHD4AT 1110 DATA 206520BR&3A5C029 1142 DATA 744F723420383038
1047 DATA EACF20BAG24Ca460 1079 DATA 0085034C5A6245CD 1111 DATA B718491B855544CD 1143 DATA 1195202020267820
1048 DATA CoCEASCECOFFDRR2 1088 DATA JBE928BSCDCLD230 1112 DATA B92D65A208281564 1144 DATA 2B31202872202833
1049 DATA CalFZOBAeZACBLEE 1081 DATH B34CBA6QATRFBSD2 1117 DATA 68C918702BCTIAK 1145 DATA 2028342028352825
1050 DATA Z3BA&24CR6582030 1082 DATA ASCDIB&98085CDAC 1114 DATA 043BE93048C94150 1145 DATA 3420251720383132
1851 DATA e34CBocR2@BESIFR 1887 DATH BA63ASCD1B4TRBE5 1115 DATA 14C947BQB4ISETYT 1147 DATA J3T47518379B476F
1852 DATA Q7ASCCESDA20BAG2 1884 DATA CDEAD2RSD2CTIOFR 1116 DATA 6BCT5619288CT4780 1148 DATA cDoDelbEL4IFTEAS
1145 DATH TATB4BIAY
“o‘rE and PO'“T be directly accessed by issueing a point A sector Editor
command on the relevant sector and
Command byte offset for that item and a Listing 1 is the assembly language for

The ‘note’ and ‘point’ commands are
useful when accessing files ‘randomly’,
i.e. in a non-sequential manner. The note
command can be issued at any time on a
CIO I0CB which is already open for
access to a disk file. It requires a CIO
command byte of 25 hex and no
filename.

On return, it ‘notes’ the position of
the NEXT byte to be read or written:
‘ICAX3’ and ‘ICAX4’ specify the sector
number in low-high format and ‘ICAX5’
contains a number between 0 and 124
specifving the position of the byte within
the sector.

A "point’ command receives the same
information as above in ICAX3’, ICAX4’
and ‘ICAX5’ and ‘points’ the FMS at the
specified byte in the file. Any further
reads or writes will start at the specified
place, regardless of where reading or
writing was previously taking place. The
CIO command byte for ‘point’ is 26 hex
and doesn’t take filename; it is restricted
for use only on files which have been
opened for ‘append’, i.e. read and write.

A typical use of note and point is as
follows. When a file is being written a
note is made before each item is written
and the sector and byte offset are held in
memory. When the file is closed and
re-opened in append mode any item can

error code.

FMS files.

subsequent read will retrieve the item.

The information held in memory for
random access to the file can be written
to another file so that, when next used,
the program can read in the random
access information into memory and
access the main file again without having
to re-build all the information.

STATUS Command

The standard CIO status command,
0D hex, can be used with a filename
specifier to determine if a file exists or if
it is locked. If no file is found in the
directory matching the specified name
then an error code of AA hex is returned.
If the file is locked, A7 is returned as an

FORMAT Command

A disk can be formatted via FMS
using the CIO command byte FE hex and
a filename consisting of just a drive
number, e.g. ‘D1:". This format operation
is similar to that provided by the disk
handler but writes some information,
such as an empty directory, to the sectors
on the disk so that it can be used to hold

a simple sector editor. It uses the read
and write sector commands of the disk
handler and CIO to display the
information on the screen via the editor.
The sector is displayed in both hex and
ATASCII format and can be edited in
either form. Listing 2 is a BASIC listing
ready to type in and run. The instructions
for use are given in the REM statements
at the top of the listing.

With the sector editor vou can read,
edit and write any sector on a disk you
like; but be careful not to use it on a disk
containing valuable information, as you
might lose it forever if you are not sure
exactly what you are doing!!!

Next Time

Next time we will look at how files are
stored on the sectors of a disk. In the
meantime you might wish to find out for
vourself with the sector editor.

Want to Catch Up?

A complete photocopy set of the
‘Cracking the Code' series so far is
available for just £2.50, so if you want to
catch up on the early part of the series,
send off for it today!
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By Paul Rixon

Welcome to another 8-bit Matters
and another mixture of good and
not-so-good news for those of you who
haven't been persuaded by Atari's lack of
8-bit commitment to abandon your
machines in favour of more trendy
apparatus. Beginning with the
not-so-good news, there is now only one
quality magazine in the UK, apart from
MONITOR, providing coverage of 8-bit
Atari affairs. This is due to Database
Publications’ sale of their ‘Atari User’
magazine to Page 6 magazine, which has
now incorporated some aspects of Atari
User into its existing 8-bit sections.
Database’s exit from the 8 bit Atari arena
is just part of their general selling off of 8
bit related titles (they are also getting
shot of their Amstrad CPC related mags
too!) in order to concentrate on 16 bit
magazines. Personally I think that they
have found less and less advertising
revenue and have jumped ship before
profits dropped too low. Just goes to
show vou should stick with the magazines
which are written by enthusiasts for
enthusiasts! Such as Page 6 (and
Monitor) which has faithfully supported
8-bit owners for over six years and any
Atari owner who is not yet a reader
should make amends immediately!

More bad news arrived from various
companies who either dropped or
reduced their commitment to 8-bit
products in response to the lack of
demand from owners. Among them,
Strategic Plus Software who specialize in
wargames and high quality simulation
software for all ‘popular’ micros. They
also produce regular catalogues and
newsletters, of considerable general
interest to owners of the designated
machines. Their range for the Atari
included the Infocom adventures,
Microprose flight simulators and also the
excellent Chessmaster 2000 from
Software Country. But not any more, as
8-bit Atari games have now been
dropped. Also guilty of decreased
support for 8-bit machines is Silica Shop
who optimistically produced a glossy
‘software guide’ detailing various games
packages, only to re-issue it in December
with over a fifth of them overprinted
‘discontinued’! Among the abandoned
titles - Druid, an excellent Gauntlet type
arcade adventure from Firebird and
Action!, the powerful language system
from OSS.

That's enough doom and gloom for
this issue. On to more pleasant things,
and Zeppelin Games have continued to
maintain exceptionally high standards in
their software output. Anyone who
enjoyed the brilliant Zybex will not be
disappointed with Draconus, an arcade
adventure featuring some superb
graphics and sound. The game has been
released under Zeppelin's full-priced
‘Cognito’ label, and at £9.95 on cassette
or £12.95 on disk, offers excellent value

for money. Atlantis Software continue to
produce budget software as if they were
going for a world record, the latest
additions being Dawn Raider - a
scramble clone with remarkable similarity
to Airstrike - and Periscope Up, another
of those ‘negotiate the caverns’ games
which has you trying to save the world
from thermo-nuclear war (vet again!). At
£1.99 each, these have got to be worth
checking out, and all praise should go to
Atlantis for their continued Atari support.

Other recent releases which are worth
looking out for include Players’ Joe
Blade, an addictive, budget priced arcade
adventure with good graphics, at £2.99,
and also a conversion of the Bally
Midway arcade game Rampage from
Activison. This one's priced at £9.95 on
cassette, £12.95 on disk but despite its
price, appears to be a fairly
unspectacular game from a company
who have previously produced some top
class software for the Atari. One
company whose budget output has been
prolific is Alternative Software. Amongst
a host of games for the Atari are
Leapster, an ex-Red Rat title and
California Run, yet another game for
race addicts. For younger players,
Alternative have now announced the
release of a new title based on the
Postman.Pat TV series. Watch out for the
black and white cat!

For those who prefer something
slightly more perplexing, Lancelot is now
available from Mandarin Software and
offers a chance to travel back in time to
the age of chivalry when knights were
bold, galloping across the countryside
and rescuing damsels in distress. This
Level 9 production consists of three
inter-linked adventures and inside each
box, details of your chance to win a solid
silver £5000 Grail may be found. The
8-bit version is text-only and costs
£14.95 on disk or cassette.

Have you visited your local Atari
Games centre? Atari Corp. say they have
set them up throughout the country to
promote the ‘stunning Atari VCS’ and
‘mindblowing Atari XE Games System’
and are promising hundreds of software

titles under one roof for 8-bit users.
Promises aside, a visit to my local
designated centre revealed little more
than the identical shelf of budget priced
games that were present before the Atari
announcement! It will be interesting to
see whether the move by Atari is a
genuine effort to promote the 8-bit range
or just another of those schemes - like
their promised Christmas TV advertising
campaign - that got no further than the
newspages of the magazines. There are
over 85 so-called ‘games centres’ from
Aberdeen through Manchester and
Cardiff to Brighton and Southampton, so
why not pop down to your local one and
see what's on offer? I'd be interested to
hear what you find!

If you want to use your Atari for
serious purposes, for word processing or
record keeping for instance, you will
almost certainly need a disk drive for
vour system. Obtaining one in recent
months has not been easy since Atari
withdrew their 1050 drive but the
long-awaited XF551 is now available to
match the XE range of computers.
Unlike the 1050, it is capable of working
in double sided, double density mode,
meaning that you can now store a full
180K of data on each side of a 5.25"
disk. As DOS 2.5 can't handle this
amount of data, a new DOS XE has been
developed to do the job. This has been
criticized in some reports, but remember
that there are alternatives to the Atari
DOS - such as the long-established
SpartaDOS from ICD. (Coming soon is
SpartaDOS-X which will be in the form
of a cartridge for the XL/XE. It will have
extensive on-screen menus and an
archiver facility.) The XF551 is available
at £179 which is certainly not cheap and
it might still be worth considering the
purchase of a second-hand 1050,
especially since their are various
hardware modifications around, such as
the US Doubler, which can give it similar
specifications.

Before complaining about the lack of
hardware available, spare a thought for
Frontier Software of Harrogate who
distribute a wide range of 8-bit products.
Among them - [CD’s printer connection,
a superb value printer interface at
£29.95, and the P:R:Connection, an
alternative to Atari’s 850 expansion
module at £69,95. Frontier also
distribute the range of OSS products,
which includes Basic XE and Basic XL -
two powerful languages of interest to all
programmers. Full details are available
from Frontier Software, P.O. Box 113,
Harrogate, N.Yorks.

Finally, don't forget my invitation to
contribute news items, comments,
opinions and questions relating to any
8-bit subjects. I'm convinced there is still
a sizeable 8-bit population out there but
would welcome some proof of its
existence! All correspondence passed on
to me will be acknowledged accordingly.

Happy computing!
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By Mark Hutchinson
The Puppet Masters

This has really nothing to do with
that excellent book by Robert Heinlein,
but it is all to do with manipulating
strings, something that ATARI computers,
to my mind at least, do very well.

Let’s start this from the very
beginning. A string is a series of numbers
or characters that can be regarded as a
sentence rather than a numerical
variable. So how long is this piece of
string? It can be anything from no
characters, or elements, right up to the
full size of your RAM. ATARI computers
do not automatically set aside memory
for a string. The length must be set at the
start of the program using the command
DIM (DIMension). For example, DIM
A%$(20) means that the computer must
set aside 20 bytes for the string called A.
The string name can be from 1 to 120
characters in length, but must begin with
a letter and end with the dollar sign ($).
It cannot contain punctuation marks or
special ATARI characters. It is better for
program clarity if the string name has
some relevance to its use.

One of the advantages of
dimensioning is that the computer can
move the string to any part of its memory
as it needs. This means that your string is
protected from overwriting. Remember
how vou were told that 256 bytes in
PAGE 6 were safe then were warned it
could be overwritten? How you were told
that anything stored above RAMTOP was
safe except from certain graphics calls?
Well, strings are safe, so | am told.

Now we have set aside some bytes
what do we do with them? The computer
has to be told what to store in the string.
This is very easy, just use the expression
A$="123ABC" and anything inside the
quotes will be stored away, in this case
123ABC - a mixed string of letters and
numbers but really an alpha string
(alphabetical). To store nothing just use
A$=""; this is termed a null string. A$="

“is not a null string, you are storing three
spaces, A$="123" is a numerical string
and has certain potentials which will
become apparent later on. Note that the
quotes are the string delimiters and as
such cannot be part of the string itself.
This means that A$="""" is an illegal
string.

To get round this problem, ATARI
allows you to print characters directly
using CHR$(). All you need to know is
the decimal value for the character you
want to print, in this case 34. If you are
not sure what the value is then ask vour
friendly computer. PRINT ASC("A") will
give vou the equivalent number but
again, unfortunately, the quote cannot be
used here. | will show you more of this
later, but for now let us go back to the
string.

We can look at any element of the
string by direct addressing. This is done
by telling the computer the numerical
position of the element we wish to see.

AR

For instance, if we said PRINT A%(2,2)
the computer will start at position 2 in
the string and print until it reaches
position 2, which is really only one
character. We cannot use PRINT A$(2)
because this form is only used with the
DIM statement. We would now see the
character 2 printed on the screen. To see
more we could ask it to print A$(2,5)
then we would see 23AB printed out,
from the second to the fifth character
inclusive. To my mind direct addressing is
far simpler and much quicker than using
LEFT$, MID$ and RIGHT$ (the
left-most, middle and right-most
characters), commands that appear in
Microsoft Basic and, | believe, all ST
Basics.

We have told the computer what the
string is, but what if someone else will
input to the string? The first thing we
must know is the length. This is done by
using the LEN command. We have
dimensioned the string to 20 elements
but we used only 6. Someone else might
just use the full twenty or more. If, say,
25 characters were entered into the
string (dimensioned to 20) then the last
five are ignored. If the length is tested
and is greater than 20 we must go back
and get a proper input:

10 DIM A$(20)

20 INPUT A$

30 IF LEN(A$%):20 THEN GOTO 10
40 PRINT A$

50 GOTO 10

You can input to the string as many
times as you like, it will clear the string
and write in the new elements. Using a
FOR/NEXT loop the string can be
printed one element at a time, as shown
below. As vour first test you can print it in
reverse.

40 FOR E=1 TO LEN(A$)
50 PRINT A$(E.E):NEXT E

Remember that | mentioned that
strings can have enormous lengths? This
can cause a problem when you want to
fill up the string. After all, you can only
input on one logical line (about three
physical screen lines). To see what a
logical line is, go to Basic and enter 10
PRINT “1234567890 and repeat from 1
to 0 again and again. When you have
almost completed the third line you will
hear the computer beep. This is a
warning that you have almost come to
the end of the logical line. When you
have, any data from here on will be
ignored. Keep typing until you finish the
fourth line then press RETURN. List out
the program and you will find only the
logical line has been entered. The way to
get past this is to say on one line that
A$(1,100)= something, then on the next
line A$(101,200)= the next part and so
on. The (1,100) is only an example, use
your own limits but keep within the
logical line limits. Your second test is to
find out the maximum length of a logical
line.



pE———

Remember that all strings must be
dimensioned and if the string input is
bigger than the DIM figure then excess
data is ignored. But if you have a large
string how can you add to it without the
original data being overwritten? Easily.
Let us suppose that A$ has 100 free
elements and B$ has 10. If we stated that
A$="ATARI" and B$="is great” we have
to let the computer know that we want
A% to hold both sets of data as a whole
sentence. Obviously B$ must join A$ at
the next point after the data ATARI. So
we just state that the length of A$ has 1
added to it to set the start at 6, so that
the first five elements (ATARI) are
protected. Then the rest is equal to
whatever is in B$. This can be done
continuously until you reach the limit of
A$. This is shown below and your third
test is to insert the necessary space.

A$(LEN(A$)+1)=BS$:PRINT A$

Let us suppose that your program
has a lots of mixed input, letters and
numbers. If you used strings for the
letters and variables for the numbers,
then tried to print it all out nice and
neatly in vertical lines problems would
occur because you cannot find out the
length of a variable. To solve this, the
numbers are input as strings, which can
be measured. To do any mathematical
work on the numbers you must first get
their value with the command VAL, e.g.
A=VAL(A$). Once the maths is all done,
it can be put back into string format by

XL/XE ROM CARTRIDGES

ARCHON ...................... 14.95
BALLBLAZER . ... 14,95
BLUE MAX ..... . 14.95

ACE OF ACES

XL/XE CASSETTES

............... 2.95
AMERICAN ROAD RACE ......1.
ATARI ACES ....................6B.

| FESARARs G

using the converse command
A$=STR$(A). Let us look at this a bit
closer. If we state that A=5, how can we
print this variable as A=5.00? Try it and
see; A will always be printed as just 5
when it is a variable. As a string it can
become 5.00 by adding a second string
that equals “.00". Easy enough when vou
know that A is an integer (whole
number), but what about the times that it
is a decimal, say 5.5?

To get round this just add 0.001 to A,
change it to a string by using
A$=STR$(A) and PRINT
A$(LEN(A$)-1). Thus A$ becomes 5.501
and one short of the length of A$ will be
5.50 and, because of the two figures after
the decimal point, is termed as working
to two decimal places. As an aside, to
make any input a two decimal place
figure just multiply the figure by 100,
moving everything two places to the left
and making the first two decimals
integers. Then use the INT command,
A=INT(A), to get rid of any remaining
decimals and finally divide by 100 to
change the integers back to decimals.
Thus 123.45678 becomes 12345.678,
then it becomes 12345 and finally
123.45. This works out to the following
statement:

A=INT(A%100)/100

Can you work out how to get four
decimal places?

Once evervthing has been put into a
string it can be printed using PRINT. This

RGN,

will set everything left justified, that is,
every line starts at the same horizontal
position from the left. To do this with
right justify we just subtract the length of
the string from a certain position on the
horizontal then use PRINT. No matter
what length the string is (within the limits
of the horizontal screen length), the
printing will always finish at the same
position. This is shown below.

POSITION 25-LEN(A$),10:PRINT A$

Now for a harder test. How would

you centralise the printing? By this |
mean that the middle of the string is
always in the middle of the line and the
string is of equal distance from each side
of the screen. Think of how you would
draw a figure in the centre of a piece of
paper, but remember that where a four
element string will fit in neatly a five
element one will never do so.

Looking back at the point where we
added B$ to A$, if we state that B$=A$
then B$ becomes ATARI. But if we stated
that B$=A$(3) then the beginning of B$
starts at the third element of ASY, i.e. B$
becomes ARI. At this point I think it is a
good idea to give vou some terminology
to learn. You already know what a string
is. A substring is a portion of a larger
string; for instance A$(2,5) is a substring
of A$. The numbers 2 and 5 in A$(2,5)
are known as subscripts or string
variables. Any command that directly
relates to a string (VAL, LEN, etc.) is
known as a string function. This is most
of the detail about strings, all vou need
to do now is try it all out yourself.

DREADNOUGHT FACTOR ... 14.95 | PERISCOPEUP
FINAL LEGACY 12.95 | CALIFORNIA RUN .. "
....12.95 | DAWN RAIDER 1.
LODERUNNER .. ....14.95 | EURD SUPER SOCCER (64k) ..
MOON PATROL . ... 12.95 | F-15 STRIKE EAGLE |
POLE POSITION 12.95 | FOUR STAR GAMES | .......... :
REALSPORTS AMERICAN FOUR STAR GAMES Il ........3.
FOOTBALL ................... 12.95 | GAUNTLET (64k) :
RESCUE ON FRACTALUS .. 14.95 | GRAND PRIX SIMULATOR ....1.
ANER AN oo 9.95 | INGRIDS BACK (64K) ........
..9.95 | LAS VEGAS CASINO
KENNEDY APPROACH 0
KNIGHT ORC (64k TEXT) ...
LEADERBOARD —................ 8.95
LEADERBOARD TOURN. ......4.
MIRAX FORCE B.
PLATFORM PERFECTION (64) ..6.
QUARTET GOLD ................ 3.95
RAMPAGE ... i 8.95
SHOOT EM UPS (64k) ........ 6.95
SPEED ACE 2
SPY VS SPY TRILOGY
TIME & MAGIK (64K TEXT) ..
WINTER OLYMPIAD 88 (5% .. 8.
WOEL i 2.95

XL/XE DISKS
AUTODUEL (64k)

EURO SUPER SOCCER (64k) ..
F-15 STRIKE EAGLE
FOUR GREAT GAMES Il

FOUR GREAT GAMES Il ...
FOUR STAR GAMES | ....
FOUR STAR GAMES Il ........
GUILD OF THIEVES (64k) ..
INGRIDS BACK (64k)

JINXTER (64k)
KENNEDY APPROACH
KNIGHT ORC (64k TEXT) ...
LEADERBOARD
MIRAX FORCE
MINI OFFICE Il
NIGHTMARES

ST DISKS

AFTERBURNER 15.95
CHRONO-QUEST .... ... 24.95
ELITE ... 19.95
RAMPAGE JOE BLADE Il 15.95
SILENT SERVICE LOMBARD/RAC RALLY 19.95
SPY VS SPY TRILOGY 12.95 | 5.0.l. 15.95
TIME & MAGIK (64k TEXT) .. 12.95 | SPEED BALL 19.95
WINTER OLYMPIAD 88 (54k) ..12.95 | TRIVIAL PURSUIT NEWBEG .. 15.95
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By Jolin Pilge

This program allows you to type
using only a joystick. It is not a full word
processor. It is more like a typewriter with
extra features. Just type in the program,
using the checksum letters to help vou if
you have TYPO 3 or KEYO. Save to disk
before running the program (just in case
vou have made a mistake and trying to
run the program wipes out all your
typing). This program is also available
from the Library, and if you obtain it in
this way you will see that the disk contains
an AUTORUN.SYS program that runs
JOYTYPE.BAS. Then vou just put the
disk in the drive and turn on the
computer (boot with BASIC). You
choose what drive you want to store your
letter files. Press the joystick trigger and
vou will go to the letter screen. On the
top of the screen you select any
character by moving the joystick and
pressing the trigger. Special options are
on the bottom right of the select area.
DL both ‘delete’ a character. CR will do a
carriage return. E is to make an escape
character (for printer commands as an
example). A backspace is done by the
triangle. This is so vou can make special
characters or underline. OPT is to move
from the printing screen to the OPTion
menu.

The first command on the menu is,
‘0. NOTHING' and this does nothing. It is
there in case vou still have the trigger
pressed as the menu appears. The
FORMAT does not work unless you go
into the program and remove line 810.
This is to prevent errors. The program
can take as much as 4k of more code if
you want to add something. If you add
more vou must change the string length.
DLAY controls cursor speed (bigger
numbers slow it down). Files made by
Jovtype can be read by most word
processors. Joytype cannot read files that
don't end with inverse # at the end of a
file. Joytype uses the inverse # as an end
of file mark. To store a file, the filename
must have 8 characters (blanks included).

Note: Underlined means enter in inverse.

6T 10 POKE Sb4,PEEK(264)+12

IL 2@ REM LINE 18@@ HAS DELAY, MARBIN AND
PRINTER LINE LENGTH VARIABLES.

IH 32 REN PROGRAM BY J. PILSE

BL 48 REM POKES:77 IS ATTRACT NODE,B84-83
[S CURSOR POSITION,88-B9 1S SCREEN MEM
ORY

TJ S8 TRAP 195@:60T0 1812

16 4@ X=129:SCREEN=PEEK (B)+PEEK (89) #254

bt

RUNS IN 48K DISK ONY XUNE ONLY

1@ 70 FOR W=2 TO 3B STEP 2:IF X=USA THEN
1=BRT
TV 80 POKE SCREEN+M,X:POKE SCREEN+(N¢1),1
2BiX=X+1:IF X=BRT+1 THEN X=USA+!
NT 98 NEXT W
ES 188 FOR W=42 TO &3 STEP 2:POKE SCREEN+
W, X:POKE SCREEN+(N+1), 1281 X=X+ L:NEXT W
NX 110 X=X+2:FOR W=b4 TD 79 STEP 2:POKE S
CREEN+W, X:POKE SCREEN+(N+1) ,12B:R=X+1t
NEXT W
6D 120 FOR W=82 TO 119 STEP 2:POKE SCREEN
#M,N1POKE SCREEN®(W+1),128: X=X+11NEXT
]
@B 130 X=1B4:FOR W=122 T0 128 STEP 2:POKE
SCREEN+W, R:POKE SCREEN#N+1,128:1=X+]2
NEXT W
FN 142 POKE SCREEN+13@,191:POKE SCREEN+!I
1,128
Y0 158 X=225:FOR W=132 T0 158 STEP 2:POKE
SCREEN+W, 1:POKE SCREEN+(W+1) 1283 K=Y+
TAINEXT W
IW 168 FOR H=162 TO 184 STEP 2:POKE SCREE
N+W,X:POKE SCREEN+(W#1) 1281 K=X+1sNEXT
N
DU 178 POKE SCREEN+185,37
AD 18 POKE SCREEN+187,128:POKE SCREEN+18
8,47:POKE SCREEN+189,48:POKE SCREEN+19
@,52: POKE SCREEN+191,128
LL 190 POKE SCREEN+192,34:POKE SCREEN+!193
y44: POKE SCREEN+194,128
FJ 200 POKE SCREEN+173,128:POKE SCREEN+1%
b,124:POKE SCREEN+197,128
LP 210 POKE SCREEN#198,35:POKE SCREEN+199
y9@
HH 228 POKE SCREEN#2,1:SPT=2:F=129
BO 238 FOR W=1 TO 4:POSITION 2,7:PRINT CH
R§(156) 32 NEXT W:RETURN
RX 24@ X=STICK(@):Y=STRIB(B):IF Y= THEN
GOSUB 512
11 250 FOR SLON=1 TO DLAY:NEXT SLOW
BF 268 IF X=14 AND (SPT-4@))! THEN 6OSUB
J28
WA 278 IF X=13 AND (SPT+4Q)(20@ THEN GOSU
B Je@
J0 280 IF X=7 THEN GOSUB 452
HI 298 IF X=11 THEN GOSUB 42@
NK 382 GOTO 242
LA 318 R=R-3:POSITION 2,7:7 CHR$(156):P0
SITION 2,R:RETURN
D@ 320 L=PEEK(SCREEN+(SPT-48))1POKE SCREE
N+SPT,F
AL 338 IF L>127 THEN POKE SCREEN+(SPT-40)
L-128
XD 340 IF L{128 THEN POKE SCREEN+(SPT-48)
,L+128
DE 358 SPT=SPT-48:F=LiRETURN
CE 36@ L=PEEK(SCREEN+(SPT+48)):POKE SCREE
N+5PT,F
YB 370 IF L>127 THEN POKE SCREEN+(SPT+4@)

— —

L-128

UT 38@ [F L<128 THEN POKE SCREEN+(SPT+4@)
,L+128

CO 398 SPT=SPT+4@:F=L:RETURN

PR 480 CNG=1:IF SPT=2 OR SPT=42 OR SPT=B2
OR SPT=122 OR SPT=162 THEN CNG=-17

IV 410 POKE SCREEN+SPT,F1L=PEEK (SCREEN+(5
PT-CNG))

IN 420 IF L)127 THEN POKE SCREEN+(SPT-CNG
),L-128

WD 430 IF L<128 THEN POKE SCREEN+(SPT-CN5
1,L+128

6U 442 F=L:SPT=SPT-CNG:RETURN

0A 45@ CNG=1:IF SPT=19 OR SPT=79 OR SPT=|
19 DR SPT=159 OR SPT=199 THEN CNG6=-37

6B 448 POKE SCREEN+SPT F:L=PEEK (SCREEN+(S
PT+CNG))

IF 470 IF L>127 THEN POKE SCREEN+(SPT+CNG
),L-128

TV 480 IF L(128 THEN POKE SCREEN+(SPT+CNG
),L+128

FY 49@ F=L:SPT=SPT+CNG:RETURN

J1 500 I=PEEK(85):FOR SPC=1 TO J9:PRINT *

*11NEXT SPC:RETURN

VB 51@ A=PEEK(SCREEN+SPT):POKE 77,Q:1F A=
164 OR A=172 THEN BOTO 442

JC 520 C=PEEK(B3):R=PEEK(84):IF A=173 OR
A=176 OR A=1B@ THEN POP :7 CHR$(125):6
010 730

KQ 538 [F A=254 THEN A=194

BY S48 IF ACL4 THEN A=A+32

HT 558 IF A=72 THEN A=8

AB S6@ [F A=153 OR A=178 THEN A=S

Q0 570 IF A=165 THEN A=27

RH 588 SP=SP+1;IF PEEK(84)=23 THEN GOSL®
310

01 39@ PRINT CHR$(A);:IF SPC! THEN SP=|

IP 600 IF A=S THEN GOSUB 509

PD 410 IF A=27 THEN PRINT CHR$(27);

PE 620 LINE$(SP,5P)=CHR$ (A) s R=PEEK (B4):C=
PEEK (85)

11 432 RETURN

LS &4 IF LINES(SP,SP)=CHR$(5) THEN BOSUE

1] ]

IL &350 A=32:LINE$(SP,SP)=CHR$(143)15P=5p-
1:1F SP{]1 THEN SP=1

YL 458 C=C-1:IF C(2 THEN C=39:R=R-1:IF R(
b THEN R=4:C=2

LN 478 POSITION C,R:PRINT * *jCHR$(3@) 16
0TO &30

1% 480 R=R-1:IF R{4 THEN R=R+11RETURN

J8 670 POSITION 2,R:FOR W=39 TO 2 STEP -I

YF 700 PRINT CHR$(38);:1F PEEK(93)=47 THE
N POP :C=H+I:RETURN

LJ 718 NEXT ¥

KG 728 RETURN :REM ERROR TRAP

ED 732 REM MENU FOR FUNCTIONS

@B 74@ POSITION 2,14

FF 758 PRINT ,,"0. NOTHING":? ,,"1. SAVE



FILE®:? ,,*2, PRINT IT*:? ,,"3, LOAD F
ILE®s? ,,"4. DIRECTORY":? ,,"5. TYPE"

FH 760 PRINT ,,"6, DELETE FILE*:? ,,"7. F
ORNAT DISK*:? ,,"B, ERAGE LETTER":PQS!
TION 22,13:PRINT CHR$129);

YL 779 X=STICK(B):Y=5TRIG(A):ROW=PEEK(B4)

VW 78@ IF Y= THEN GOTO 828

1A 798 IF X=13 AND ROW(22 THEN PRINT CHR$
(29}

10 800 IF X=14 AND ROW)14 THEN PRINT CHRS
(28);

KI 810 FOR SLOW=! TO OLAY:NEXT SLOW:GOTO
778

IV 820 GET #6,A:POKE 77,R:POKE B5,22:4=0-
175

UK 838 IF A=7 THEN GOTO 779

FN 848 ON A GOTO 770,1072,1149,1310,1288,
1458,1560,1628,1820

RE 858 60TO 778

PV B&D SX=1:DR$=" "1DI8(4,13)=DR8:P
RINT CHR$(125):PRINT "WHAT 1S THE NAME

OF FILE IN DRIVE *;DI$(2,2}

EK 870 PRINT :PRINT :PRINT :PRINT *N";CHR
§(1608)5:1FOR W=193 TO 218:PRINT CHRs (W)
1ANEXT W

RD 880 PRINT CHR$(1&0);CHR$(160);°DL":? *
E"t? "R

10 890 POSITION 2,1@:PRINT DI$

Al 980 COL=3

0E 918 POSITION COL-Z,5:PRINT CHR$(31):CH
R$(31))sFOR SLON=1 TO DLAY:NEXT SLOK

XS 920 X=8TICK(@):Y=STRIG(®)1COL=PEEK (85}

BS 938 IF Y=0 THEN 60TO 989

PH 940 IF X=7 AND COL(32 THEN PRINT CHR$(
3

P1 958 IF X=11 AND COL>2 THEN PRINT CHR$!
30);

IR 968 FOR SLOMW=1 TO DLAY:NEXT SLOW

04 970 60TO 928

@V 980 GET #5,A1IF A=196 THEN 50TD 1@4@

WV 990 IF A=285 THEN GOTO 730

NK 188 IF A=32 AND SX=1 THEN 60TO 912

B6 1818 IF S1>8 THEN GOTO 1840

TH 1820 DR$(5X,5X)=CHR$(A) tPOSITION 5,18:
PRINT DR$:? SX:SX=5K+{

81 1832 GOTO 912

10 184D 5X=51-1:1F 51=0 THEN Si={

RU 1B5@ DR$(5X,54)=" ";POSITION 5,18:? DR
$3' "7 SX:6070 910

BE 1068 DIS(4,11)=DR$:RETURN

EP 1878 GOSUB BoB:OPEN #2,8,8,DI$:FOR =]
TO LEN(LINES) : X8=LINES (W, W)

UB 1B8R IF X$=CHR$(153) THEN POP :B0TO 1f
ae

S7 1898 PRINT #2;X${:NEXT W

NI 1108 PRINT #2;CHRS (13)

TK 1110 CLOSE #2:PRINT CHR$(125):7 ,DIg;"
IS SAVED"*

AT 1128 GOSUE 1620

RB 1138 6070 738

D6 1140 PRINT CHRS(125):PRINT *SINGLE SPA
CED OR DOUBLE SPACED?*:GOSUB 1852

WM 1158 IF A=49 THEN LS=2

SA 1140 IF A=58 THEN LS=1

VK 1170 OPEN #2,8,,"P:*tPRINT CHRS(125)3
2, *NAIT* tPRINT 12

SN 1180 FOR W=1 TO LEN(LINES)

YJ 1198 IF LINES(N,H)=CHRS (163) THEN POP
16070 1330

JF 1200 FIN=H

DN 1210 NEXT W:PRINT ,,"PRINTING®

AN 1220 LL=LLP:SP=1:B=1:V=0:PRINT #2;¥R6S

PB 1238 Y=Y+1:IF YOLL THEN GOSUB 1650

BF 1248 IF SP=FIN+| THEN GOSUB 1782:60T0
730

VB 1258 IF P33 THEN GOSUE 1712

VW 1268 IF LINES{SP SP)=CHR$ (S) THEN GOSU

B 1730:6070 1238

1265 IF LINE$(SP,5P)=CHR$(8) THEN LINE

$(5P,5P)=CHR$ (35)

1270 IF LINE$(SP,5P)=CHR$(27) THEN PLL

=LL+2:5P=5P+1160T0 1230

1280 IF LINE$(SP,SP)=CHR$(126) THEN LL

=LL+2:6070 1230

1298 IF LINE$(SP,SP)=CHR$(32) THEN PRI

NT #2;LINES(B,SP);:5P=5P+11B=5P:GOTO 1

21

HB 1308 5P=5P+1:60T0 1232

PB 1318 GOSUB BéR:LINES=" *:SP=1:FRIKNT CH
R$(123)

JD 1328 OPEN #2,4,8,D1$

T8 1330 BET #2,ViIF V=163 THEN SP=5P-1:B0

T0 1350

1342 X$=CHR$ (V) :LINE$(5P,SP)=X$:GP=5P+

1:60T0 1330

1350 CLOSE #2:PRINT CHR$(125)1PRINT 1P

RINT DI$;" LDADED":CLOSE %2

RO 1362 6070 738

BF 1378 CLOSE #2:PRINT *ERROR--ND SUCH FI

LE":FOR W=1 70 28B:NEXT W

1380 DB$(2,2)=D1%(2,2) tPRINT CHR$ (123}

10PEN 41,5,8,DB$

1398 INPUT #1;F$:1F ASCIF$(3,3))¢65 TH

EN 1442

1488 PRINT F$(3,13) ;HRGS;

1418 INPUT #1;F$:1F ASCIF$(3,31)¢85 TH

EN GOTO 1442

S 1428 PRINT F$(3,13)

TC 143@ 60TO 1398

DA 1440 CLOSE #1:PRINT :GOSUB 1620

RN 1430 60TO 730

BW 1448 7 CHR$(125)!FOSITION 2,7:PRINT

B0 1470 BOSUB 6@:FIN=LEN(LINES):IF FINCI
THEN BOTO 240

T1 1488 FOR W=1 TO FIN

HG 1492 IF LINE#(W,N)=CHR¥(183) THEN R=PE

EK(84):C=PEEK(83):PDP :60TD 240

158@ IF LINES (W N)=CHR$(27) THEN PRINT

CHR$(197);:60T0 1540

1518 IF LINE$ (W K)=CHR$(126) THEN PRIN

T CHR$(194);:60T0 1548

1520 IF LINES(W,W)=CHR$(5) THEN PRINT

CHR$(3);1G0SUB SR2:60TO 1540

HH 1530 PRINT LINES (N, W)}

NR 1548 R=PEEK(B4&):[=PEEK(B3):IF R=27 THE
N GOSUB 310

CD 1358 NEXT W:SP=W-1:G0TO 249

Bl 1540 BOSUB B&2

BB 1570 Y10 33,41,8,2,DI%:PRINT CAR3 (125
17 ,DI1%;" 15 GONE*

BT 138@ 6OSUB 1622

8B 1592 60TO 738

HS 1688 PRINT *NOW FORNATING DRIVE “;DI$(
2,2):X10 254,41,0,8,D1%

HC 1618 PRINT *DISK IS NOW FORMATTED":GOS
UB 1628:60T0 730

ID 1628 PRINT ,"PRESS FOR MENU®

LP 1638 Y=STRIG(R):IF Y@ THEN BOTO 1438

AL 1648 RETURN

1 1650 IF LINE$(SP+1,5P+1f=CHR$(12) THEN

PRINT #2;LINES (B, 5P) :5P=5P+2: 5=5P: IF

Y=LLP THEN GOTO 1280

1668 IF (5P-B)34@ THEN PRINT #2;LINES(

B,SP):IF L5=2 THEN PRINT #2:6070 1490

1670 PRINT #2
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1C 1688 IF L8=2 THEN PRINT 42
C1 1698 Y=1:LL=PLL:PRINT #2;MRES;
AN 1788 RETURN
BA 1710 FOR W=1 TO I2:PRINT #2:NEXT W
MK 1728 PRINT 42;MRGS$;:RETURN
IV 1738 IF B=5P THEN PRINT 42
MC 1748 IF BCSP THEN FPRINT #2;LINES(%,5P-
1
YV 1750 IF LS=2 THEN PRINT 42
LH 176@ SP=5P+11B=5P;Y=R:LL=PLLIPRINT #24
HRES
BI 1778 RETURN
W1 178@ IF B=SP THEN GOTO 1828
10 179 PRINT ¥2;LINE$(B,SP-1);CHRS (153)
1U 1880 CLOSE #2:5P=1;RETURN
11 1810 OPEN #¢&,4,0,"5:":SETCOLOR 2,3,8
PS 1828 CLR :DIM LINE$(19955),X8(1) F$(15
1, DR$(8),DBS (&) DI$(13)15P=B:R=b1C=21D
I$="D s "1DB4="D 14 +"
TA 1832 DLAY=10:DIM MRE$(12) 1NRGS="
"sPLL=b4
HW 1842 POKE 736,204:USA=1311BRT=202
CR 1850 ? CHR$(125):PRINT "STORE MESSABES
TO DRIVE ONE OR TWD?*:G0SUB 1898
LV 1868 IF A=49 THEN DI$(2,2)=*2"
HC 1878 IF A=3@ THEN DI$(2,2)="1"
Y1 1888 PRINT CHR$(125):POSITION 2,7:PRIN
T :605UB 4@:B0TO 242
B 1890 PRINT ,,"1":PRINT ,,"2":POSITION
22,2:PRINT CHR$(29);:FOR W=1 TO 12@:NE
IT R
YK 1980 X=STICK(R):Y=5TRIG(@)s1R=PEEK(B4):
C=PEEK(BS)
0P 191@ IF R>2 AND X=1J THEN PRINT CHR$(2
8);
1928 IF R(3 AND X=14 THEN PRINT CHR$(2
9,
HL 1938 IF Y(>@ THEN GOTO t90@
YN 1948 GET #4,A:RETURN
¥0 1958 POP :00PS=PEEK(195):IF DOPS=138 T
HEM PRINT "CHECK PRINTER OR DRIVE®:GOT
0730
1968 IF 00PS=139 THEN PRINT “FAULTY DR
IVE?"160T0 730
1972 IF DOPS=5 AND SP(2 THEN FRINT "ND
THING WRITTEN.":6070 73
1988 IF 0OPS=5 THEN PRINT *TCOD MANY CH
ARACTERS, SUGBEST SAVE':60TO 732
1999 IF DOPS=144 THEN PRINT "DISK PROT
ECTED":60TO 730
2000 IF DOPS=147 THEN PRINT "FILE LDCK
ED":G0TOD 738
KV 2019 IF DOPS=1£9 OR DODPS=162 THEM PRIN
T "DISK FULL == TRY AGAIN WITH ANOTHER
DISK":60TD 738
IL 2820 IF DOPS=17@ THEN GOTO 1379
FQ@ 2038 IF DOPSCI43 THEN PRINT “WHAT HAVE
YOU DONE TO THIS PROGRAM?*:? "ERROR -
- ";00PS:60TO 738
WA 2040 IF DOPS=160 THEN PRINT "WRONG DRI
VE?"i1FOR SLOW=1 TO 2@0:NEXT SLOW:60TO
1850
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Classified Classified Classified

The classified section is for private
individuals only (not companies) to buy
and sell computer hardware, software,
make contacts, find pen pals, etc. All
adverts will be free up to 30 words,
thereafter the charge will be 10p per
word (cheques and postal orders made
pavable to the club). Send your advert to
us at P.O. Box 213, Southend-on-Sea,
SS1 2QF as soon as possible for the next
issue together with any payment
necessary. Please mark your envelope
‘Classified’.

Help! Has anyone got any hints or tips
on the game Cloak of Death. Please
write if you can help me. Malcolm
Kettlewell, 39 Healey Crescent, Ossett,
West Yorks, WF5 8NB.

1050 Circuit. Has anyone got a copy of
the circuit of the 1050 disk drive. Also is
there a cure for a slow running drive?
Contact: M.J. Bennett, 26 Warramill
Road, Godalming, Surrey, GU7 1LU.

Power Unit. | have lost the power
adaptor for my Atari video computer
system. Could someone tell me where |
can obtain another? Write to Paul
Clarke, 42 Westfields, Railway Side,
Barnes, London, SW13 0PJ.

Advice. | want to get some machine
code games off of DOS and SpartaDOS.
I need to know how to find the load
addresses and (run) initialisation

NOT ONLY DO WE RUN THE BIGEEST SOFTMRE/UTILITY HIRE CLUB
IN THE U “llé THAT SUPPORTS ONLY OME MACHTNE...

USUAL BITS "N' PIECES L.E. 1/0 CABLES, VARIOLS LEADS, * The
BOOKS ETT. WE ALSO HAVE MEW AND USED HARDMARE AND

addresses. Can you help? Also has
anyone got a TRUE double density
Multiboot menu? Contact Ron James, 8
Lauderdale Road, Ribbleton, Preston,
PR2 6RQ.

For Sale Atari 800, 1050 disk drive,
1029 printer, new ribbon and paper, 200
disks (many games), 3 disk boxes (2
lockable), books and lots of magazines.
£300 the lot. Phone: 0357 857329.

For Sale. Mercenary, King of the Ring,
Molecule Man and Cuthbert. All for £14
or sell individually. Phone Glasgow 641
6254.

For Sale! 800XL, 1010 tape player and
some tapes. Boxed. £90 plus COD. No
offers. Phone John on 06576 363.

Contact. [ wish to correspond with any 8
bit cassette software users. [ would also
like to meet in person any in my area
(Pontefract/Wakefield). Andrew Knop, 3
Powell Street, South Kirkby, Pontefract,
WEF9 3DD.

Help! [ cannot get my Citizen 120D to
print graphics from programs like Degas
Elite and Typesetter Elite. All the DIP
switches are set to off, is this correct? Is it
that these programs won't work with the
Citizen? Would some kind reader write
and advise me? lan Craggs, 80
Westminster Street, Crewe, Cheshire,
CW2 7LF.

Pen Pals! Hi! I'm an 800XL user with a
disk drive and tape player. I'm into
adventures, arcades, simulations, etc. My
address is Danny Sp, 4 Gazeteciler Sit,
C-1 D-6 Levent, Istanbul, Turkey. Please
write!

Wanted. Issues 1 and 2 of Monitor in
clean condition. Top price paid (to
complete collection). Phone John on
065 76 363.

Wanted. 1050 disk drive, reasonable
price please for senior citizen with 656XE.
Tel: Arnold on 0823 274407.

DynaCADD. Are there any club
members using this program who could

| give me some information on it? Ring

Brian on 0382 22181.

Help! | am looking for a program that
will generate a test pattern for TV sets on
my 65XE, (similar to a program for the
QL by John de Rivas published in
September 86 edition of Television
magazine). Contact: T. Thirsk, 15 Daisy
Way, High Lane, Nr. Stockport, SK6 8EF.

ST LOGO Does any one know of an
implementation of LOGO on the ST.
Please write with details to R. Morgan, 13
Henwaen Street, Blaina, Gwent, NP3
3DU.

A GREAT ATARI MAGAZINE
with a plus...

NOBODY else gives you -

* A top class professional magazine

* Every issue on disk with BONUS programs

* A FREE Contact column

* THE FINEST PUBLIC DOMAIN LIBRARY THIS
SIDE OF THE ATLANTIC supporting both

i . XL/XE and ST computers

KE AL50 HAVE A LARGE PUBLIC DINAIN LIBRARY PLUS ALL THE govr::EEt:earnge O AT e BN T ol

st quality dust covers

SOFTHARE FOR SALE, NOT FORGETING THE OCCASIONAL SPECIAL
. OFFER! FREE HELP AND ADVICE GIVEN, YOU OONT HAVE TO JOIN
| T0 USE OUR SERVICES.

b

4 SPPRT HO (THER MACHifE
08 A LARGE S (2l 17 ’x:}:‘-
§9 COLERIDGE RD, HEATON GRANGE, ADaRD, ] A\
ELAMEN HUSE Ehcpr o oo T okt e &’fiﬂ)
N

SPECIAL: SUPER PILL; CART BACKUP. .. .25.08
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* Own label utility software
... and more!

TOTAL SUPPORT FOR YOUR ATARI
THAT's PAGE 6!

Grab a copy of PAGE 6 now either from your
newsagent or direct from PAGE 6. Phone us for
details of our subscription rates or send just £1 |
(it's £1.50 in the shops!) and we’ll send rou a
recent issue so that you can see for yourself what
you are missing!

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

Phone for the PAGE 6 Accessory Shop cataiag
NOW on 0785 57005 or 0785 213928 - you don’t
know what you are missing until you get into the
PAGE 6 experience!




Monitor Bookshop

An Introduction
to Programming
the ATARI
600/800 XL

VOLUME

At
o o
¥ udin, kv

illa Illi'
Atari Micros

Fririeesmm

Introducing a service for Monitor
readers, the Monitor Bookshop!
Selected titles will be available directly
to you by mail. All you have to do is
send a cheque or postal order, made
payable to ‘'The U.K. Atari Computer
Owners Club’, to P.O. Box 213,
Southend-on-Sea, SS1 2QF, and state
which book(s) you require, together
with your name and address. Listed
below are the current books available,
new additions will be shown as they are
available. Prices shown include
postage and packing.
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GFA Basic - Advanced
Programming

This book, by the author of GFA Basic,

. is the definitive work on this popular

implementation. Its chapters take the reader
through the steps involved in using the
language to the full. Program optimisation
and techniques of re-design for greater
efficiency in displays and disk access are
examined. Graphics including SETCOLOR,
clipping and raster commands as well as
flicker-free graphics and image storage are
covered. Other features include the
development of a fully-flexible dialog box,
consideration of sound control along with,
among other things, recursion, the EXEC
command, the creation of fonts and the
development of a microscope function. The
ook comes with a disk of programs from
the text and additional examples.

Price £19.50
Order Code MON 01

‘Mastering Sound

and Music on the

. Atari ST

This book is packed with theory, good
programming examples, software/hardware
appraisal and much more. Subjects covered
include: Acoustics, Making music, Sound
programming, Polyphonic music, Sound and
music effects, and MIDI applications. Three
appendices cover Books, Magazines and
Glossary. Sybex have attained a good
reputation for quality books, this is no
exception.

Price £16.95
Order Code MON 02

Atari ST Internals

This 470 page book goes a long way
into describing the functions of all the
important components that are found in the
ST. There are over 30 illustrations to help
clarify the text. The book covers three main
topics: the integrated circuits, the interfaces
and the ST operating system. Additionally,
there is an extensive commented listing of
the BIOS. This book is a valuable guide to
the student, programmer, novice and expert
alike.

Price £14.95
Order Code MON 03

Mastering the Atari ST

The aim of this book is to give an insight
to newcommers, in the main, of some of the
common applications that the ST can handle
in the home and business world. These are
word processors, databases and
spreadsheets. The software chosen as
examples are First Word Plus, LaserBase
and VIP Professional. This book is an
outstanding buy, it is a very good tutorial.

Price £10.95
Order Code MON 04

Computes! Technical
Reference Guide

Two superb books from Compute!
Volume 1 covers the VDI and Volume 2
explains all about the AES. Both books are
filled from cover to cover with vital
information and are superbly written. They
are written so clearly that they can be
recommended for beginner and expert alike.

Volume 1 - The VDI
Price £18.95
Order Code MON 06

Volume 2 - The AES
Price £18.95
Order Code MON 07

An Introduction to
Programming the
Atari 600/800XL

This book takes the reader step by step,
from the fundamentals of Basic on to topics
such as animated graphics, variables and
arrays, sound generation, sirings, etc. A
good, economically priced book for
beginners.

Price £1.95
Order Code MON 08

Musical Applications
of the Atari ST’s

If you are interested in musical
applications on your ST you will find this
book of great interest. Subjects covered
include the internal sound chip, MIDI,
applications programs such as sequencers
and score writers, etc.

Price £5.95
Order Code MON 09

Mapping the Atari

The most comprehensive guide to the
memory map of the 8 bit Atari computers
(including XL/XE). This book is a must for
any serious user and a wealth of information
to the beginner!

Price £16.95
Order Code MON 10

Easy Programming
for Atari Micros

Excellent book for beginners and
intermediate programmers. Absolutely jam
packed with programs, hints and tips, as
well as easy to read explainations.

Price £6.95
Order Code MON 11
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BACK ISSUES

Previous issues of Monitor are obtainable
from the club for £1 plus 30p postage each.
They contain many interesting and informative
articles, hints and tips, program listings,
reviews and practical advice. If you have
missed out send for your copies of back issues
today!! Please note that issues 12,3456,7 &
9 are already sold out.

Number 8.

Includes: Cracking the Code. 2 new series;
Opening Out and Starting from Basics.
Horizontal and vertical scrolling. Mask of the
Sun, Sorcerer, Conan, Alley Cat, Ghostbusters
and Spy vs Spy all reviewed. Programs include
Quickplot, Nightmare Reflections and
Matchbox.

Number 10.

Includes: All about digitised pictures. How
disk files work. Cracking the Code, Starting
from Basics and What's MIDI all continue.
Programs include: Disk Jacket, PCB Paranoia
and 3D Maze. American Road Race, Kennedy
Approach, Asylum, Red Moon and
Wishbringer reviewed.

Number 11.

Includes: RAM Talker for 400/800. Book
reviews, MIDI programs. ST Hi-res Hat
program. Hexadecimal Code generator.
Reviews of Atariwriter Plus, Sidewinder,
Koronis Rift, Electraglide, Mercenary, Fighter
Pilot, Goonies and Alternate Reality. Plus
Starting from Basics and Cracking the Code.

Number 12.

Includes: Add-on circuits for various
motors. Disk file handling. Matrices and Arrays
explained. Write your own adventure. Space
Invaders program. Reviews of Technicolour
Dream, Eidolon and Action Biker. ST reviews
include DB Master One, Time Bandit and
Menu Plus.

Number 13.

Includes: Omnimon and Ultimon
compared. Data compression. Megamax C
and Lattice C evaluated. Temper the sound of
your 8 bit. Plavers and missiles explained.
Programs include Graphics 8 page flipper,
Demon adventure game. Reviews of Super 3D
Plotter II, Planetarium, Price of Magik, Last V8
and Nuclear Nick. ST reviews include
Cornerman, Cards and Major Motion.

Number 14.

Includes: Display Lists. Adventurers
sentence analyser. In depth look at Happy
Revision 7. Graphics Modes. Video digitiser
mods for use with XL/XE machines.
Deathzone, a superb arcade game. Reviews of
Crystal Raider, Molecule Man, Domain of the
Undead, Laser Hawk, Rick Hanson, Colleen
Music Compendium and Spellbreaker. ST
reviews include Music Studio, Starglider,
TrimBase, Electronic Pool, Easy Record and
Pinball Factory.

Number 15.

Includes: Player/missile priorities and
interrupts. Turbo Basic commands and
functions. 1050 write switch project. Enter
commands directly in Basic. Whist card game
for you to type in. DOS modifications. OS
Controller Card evaluated. Reviews of Spitfire
40, Crumble’s Crisis, Robot Knights and
Replay. Intro to ST programming. ST Blitter.
Reviews of Hollywood Hijinx, BCPL,
K-Resource, Make, Micro-time Clock Card,
Alternative, Trivia Challenge and Fast Basic.

Number 16.

Includes: Character mapped modes and
an introduction to scrolling. Using PLOT and
DRAWTO in Graphics Zero. A useful
hexadecimal converter program. Minotaur, a
machine code monitor from Basic. Split screen
effects for adventure writers. XIO for
beginners. Mini Office II, Autoduel, Death
Race, Sprong and Space Lobsters reviewed.
ST section includes: How to use GEM with
examples in C. Useful routines written in
assembler. Six ST books reviewed. Hades
Nebula, Airball, ST Replay, ST Digidrum,
Crafton & Xunk, Animatic, Zoomracks II,
Mousetrap, Prohibition and Barbarian are all
reviewed.

Number 17.

Includes: Vertical and horizontal scrolling
routines. Berg, a super adventure set in the
freezing waters of the north atlantic. Scrabble
Crossword, a type in board game. A colour
chart to adjust your TV with, Druid, Pirates of
the Barbary Coast, The Dungeon and
Lightspeed C reviewed. ST section includes:
More useful routines in assembler, including a
Degas picture display utility. GEM function
calls such as VDI, AES, attribute, control,
output and input. Terrorpods, GFA Draft, Fast
ASM, M-Cache, Tempus and STuff reviewed.

Number 18.

Includes: CIO commands and how to use
them. Basic checker program to give error
messages. Program for 130XE owners to
display disk directories on boot-up. Amaurote,
Nightmares, Music Matrix, Storm, and a
mouse for the XL/XE are reviewed. ST section
includes: Useful assembler routines. GEM
applications in C including AES windows.
Reviews of the Waddington 32 track MIDI
sequencer, Enduro Racer, Super Sprint,
DXpert V1.4, Mailshot Plus, Chessbase,
Lattice C V3.04, Trauma, Rampage and
Skyrider.

Number 19.

Includes: How CIO executes commands.
Add-on Thermometer project, full details.
Turbo Basic search and replace program.
Upgrade your 800XL to 256K, do it vourself!
Expander, SpartaDOS Toolkit, League
Challenge, Spooky Castle are reviewed. Oh
Damn is an excellent game to type in. ST
section includes: Predator, Obliterator,
Dungeon Master, International Soccer, Dizzy
Wizard, Music Construction Set, Cambridge
LISP and the Russ Al DX7 Editor are all
reviewed. Prospero and Metacomco's Pascal
compilers are compared. 4 ST books reviewed.
Number 20.

Includes: All you need to know about
screen and keyboard handlers. Laser Barrage
type in game. Random file access article. 8-bit
news column. 10-Print, Pro-Golf, Daylight
Robbery, Pothole Pete, Cops N' Robbers and
G.O.E. are reviewed. ST section includes:
Pictures from Space. Awandering adventure
column. The why's and wherefor’s of Dialogue
Boxes. ST news column.

SUBSCRIPTION FORM

If you are not already a subscriber fill in this form (or a photocopy) and send it to the address below
together with a cheque/postal order made payable to the ‘U.K. Atari Computer Owners Club'. Your
subscription entitles you to receive the next four issues of Monitor and enrols you as a member of the club.
Please state from which issue number your subscription should commence. Annual subscription rates are
£5.00 in the U.K. and Eire, £8.00 in Europe and surface delivery outside Europe, £12.00 Airmail delivery

outside Europe.

Don't delay do it today!!

| want to enrol as a club member and receive Monitor magazine. | enclose a cheque/postal order for
£5.00/£8.00/£12.00. Please send me issue ..........

Name
Address

Post Code

My system is'an: XL/XE [_]

st []

XL/XE and ST [_]

Send to Monitor, P.0O. Box 213, Southend-on-Sea, SS1 2QF.



920ST-FM_SUPER PACK

iMb DISK DRIVE
£450 OF SOFTWARE

ARCADE GAMES
Arkanoid || Imagine £19.85
Beyond The Ice Palace Elite £19.95
Black Lamp Firebird £19.95
Buggy Boy Elite £19.95
Chopper X Mastertronic  £9.99
Ikari Warriors .. Elite £14.85
Marble Madness Electronic Arts £24.95
Quadralien Logotron £19.95
Ranarama Hewson Consultants £19.95
Return To Genesis ... Firebird E£19.85
Roady Melb House £19.95
Starquake Mandarin £19.95
TestDrive . .. Electronic Aris £24.95
Thrust Firebird £9.95
Thundercats ... . ... Elite £19.95
Wizball ! Ocean £19.95
Xenon ... Melbourne House £19.95
Zynaps Hewson Consultants  £19.99
SPORTS SIMULATIONS
The Atarl Super Pack s ideal far you if you want to get oft to a fiying start  Eddie Edwards Super Ski Elite £19.95
with the best in entertainment software. The Pack includes a S20ST-FM Seconds Out £ . Tynesoft £19.95
with %Mb RAM, a buill-n 1MB disk drive, over £450 of lop games and a Summer o',mp.“ 88 Tynemﬂ £19.95

joystick. It you buy the Super Pack at Silica Shop, we will add our own ST

Starter Kif (worth over £200), Free Of Charge. Return the coupon for details. PRODUCTIVITY SOFTWARE

Organiser Triangle Publishing £49.95
JOYSTICK

Atari CX40 Joystick . Atari Corp  £4.99

FREE ATARI BUNDLE VALUE:£458.97

INCLUDING VAT

With SM124 mono monitor: £49855  With SC1224 colour monitor: £698 i

NOW WITH TV MODULATOR

For the serious home user and the small business, we are

ple package

1040ST-FM. The 1040ST-FM has 1Mbyte RAM and a
1Mbyte built-in disk drive. In addition, the 10405T-FM
now comes with a8 TV modulator built-in. (The previously
available 1040ST-F was designed for use with a monitor
only and did not come with a modulator.) This modulator
allows the 1040ST-F to be plugged directly into any
domestic TV set, and comes compilete with a lead to
aliow you to do so. The new Professional Pack’ from
Silica includes the new 1040ST-FM with modulator plus
four high quality software packages including a spread-
sheet, word and g lang- [
uage. This ‘Professional Pack’ software will enable you fo

get straight down 1o business with your new computer. In
addition to this software (worth £384.84), if you buy the
Professional Pack from Silice Shop, you will also mlvﬁ
the Silica ST Starter Kit (worth over £200), Free Of
Charge. Return the coupon for further

ATARI 1040ST-FM (Computer) £499.99
VIP PROFESSIONAL . (Spreadsheet) £149.95
MICROSOFT WRITE  (Word Processor) £149.95
SUPERBASE PERSONAL  (Database) £59.95
BASIC DISK & MANUAL (Language) £24.98

eased to announce a new based around the

INCLUDING VAT NORMAL RRP: £884,82

With SM124 mono monitor: 98y LESS DISCOUNT: - £385.82

With SC1224 colour monitor:

£7

2Mb & 4MDb MEGA ST

ca

tor

The MEGA ST computers are styled as as lightweight keyboard with a separate CPU,
connected by a colled telephone style cable. There are two versions of the MEGA ST,
one with 2Mbytes of RAM and the other with 4Mbytes. Each version has a 1Mbyte
double sided disk drive buill-in to the CPU unit. The MEGA ST's do not come wilh
modulalor bulli-in and must therefore be used with & monitor. With every MEGA ST
purchased, we will add the ‘Professional Pack' software (worth £384.83) detailed [

Shows. plus the 81 2Mb MEGA ST 4Mb MEGA ST

oy £899: | £1199:

Relurn the coupon *+mMONO monitor=£998 | +mono monitor=£1298

further details.  +colour monitor=£1198 |+colour monitor=£1498

Duskiop Publishing (DTP) is one of the fastest growing L for porsonal | *
computers. We are pleased 1o announce 3 powerful low cost package for the Atari ST | *
called roam. PageSiream costs only £148 (+VAT=£17135) and, because it | *
wumlnmmnmu\das&mmimm ¥ou can be up and | * POSTSCRIPT COMPATIBLE
mmqmlmmmmlmlﬂmnmsomoflmlulumel"
PageStreem are listed to the right It you would like further information on *
mmmm-mmumwmmmmwmwnommcm 1

DO YOU OWN AN ATARI ST?

DTP PageStream £149.:.

TEXT-FLOW AROUND GRAPHICS
ROTATION OF TEXT & GRAPHICS
SLANT OR TWIST ANY OBJECT

i youaemdy oun an Al ST compuer 2 woul he o be i o o o eenes | | PLEASE SEND FREE LITERATURE ON THE ATARI ST
FREE OF CHARGE as they become available. Complete the coupon and return il 1o our Sidcup
nch and bagin axperiencing a specialist ST service thal is second o none. Mr/Mrs/Ms:

5T

SIDCUP (& Mail Order) 01-309 1111

SILICA SHOP: IAddress:

1-4 The Mews, Hatherley Road Sidcup, Kent, DA14 4DX

LONDON . ; 01 580 4000

OPEN: MON-SAT 9am - 5.30pm LATE NIGHT: FRIDAY 9am - Fpm I

52 Tottenham Court Road, London, Wi
OPEN: MON-SAT 9.30am - LATE mau'r ~o~£

LONDON

..... m 629 1234 ext 3914

PROFESSIONAL PACK PRICE: £499.00

to business.
of users in

ST

ST COMPUTERS

The range of Atari ST offers
who wants the challenge of the very best in arcade action, 1o the businessman who wants to
make financial forecasts or faultless presentations. The ST offers high quality graphics,
sound and speed for the gamer, whilst pmwdlng a fast, user friendly and affordable solution

g for yone. From the games enthusiast

home and boasis a wealth

The ST is now firmly d in the

aducath |0€3l

and a variety of different businesses.

Software for the range st

to cover applications as diverse as ENTERTAINMENT,
ACCOUNTS, ART, QOMMIJNICATlONS COMPUTER AIDED DESIGN, DATABASES,
DESKTOP PUBI.ISHING EDUCATION, MUSIC, PROGRAMMING, SPREADSHEETS, WORD
PROCESSING and more. For a full list of the soltware available, as well as details of the ST
range, complete and return the coupon below.

AN prices correct &l fhe bme of poing 1o preas. EROE

520ST-FM EXPLORER PACK

WITH BUILT-IN 1Mb DISK DRIVE

The value for money offered by the Atari ST range is reflected in the Explorer Pack
featuring the 520ST-FM computer with 512K RAM. The 5205T-FM computer now
comes with a built-in 1 Mb double sided disk drive as well as a free mouse controller
and a built-in TV modulator. The new 520ST-FM Explorer Pack includes the 5208T-
FM computer, the arcade game Ranarama, a tutorial program and some useful
desktop accessories. In addition, if you buy the Explorer Pack from Silica, we will
give you the Silica ST Starter Kit worth over £200, FREE OF CHARGE. Return the
coupon for details of our Starter Kit and of the full ST range.

| £2 6 0 £299

company who

accuracy and
But don't just

Initials:

Selfridges (1st floor), Ox!ond Strasl London, W1A Do you already own a computer
OPEN: MON-SAT Sam - 6.00pm TE NIGHT: THURSDAY swn - 8pm If s0, which one do you own?

+ SM124 mono monitor: £398 &

Y SILICA SHOP?

Before you decide when 10 buy your new Atar ST
compuler, we suggest you consider very carefully WHERE
you buy it There are MANY companes who can offer
you & computer, a few peripherals and the top ten selling
titles. There are FEWER companies who can offer a wide
range of products for your compuler and exper advice
and help when you nead it There is ONLY ONE

can provide the largest range of Atari ST
specialist

related products in the UK, a full ime Atan ST

lechnical helpline and in-depth afler sales support, ing-
fuding free newsletters and brochures delivered fo your
door lor a8 long as you require after you purchasa your
computar. That one company is Silica Shop. We have
been established in the home compuler field for ten yaars
with an annual turnover in excess of £8 million and can
now claim 1o meal our customers requirements with an

understanding which is second o none.
take our word for it. Complete and raturn

the coupon below for our latest literature and begin to

experience the Silica Shop specialist Atari service.

FREE SILICA STARTER KIT
WORTH OVER £200

WITH EVERY ST - RETURN COUPON FOR DETAILS
ALL PRICES QUOTED INCLUDE FREE UK DELIVERY

Surname:

Postcode:

+ SC1224 colour monitor: £598 U

SILICA STARTER KIT: Worth over £200, FREE
with svery Atari ST computes bought from Silica
PROFESSIONAL PACK: Free business software
with 10405T-FM and MEGA ST's bough! from Silica
DEDICATED SERVICING: 7 tull-time Atari trained
stall with years ol expanience on Atar senvicing
THE FULL STOCK RANGE: Al of your Atan
requiremants from ane place
AFTER SALES SUPPORT: The staff at Silica are
dindicated 1o halp you get the bast rom your ST
FREE CATALOGUES: Mailed direct 1o your hame
s s00n 83 we print them, lealuring offers as well
as all of the new releases.
FREE OVERNIGHT DELIVERY: On all hardware
orders shipped within the LIK mainland.
PRICE MATCH PROMISE: Wo will match comp-
#1i10rs on 3 ‘same product same price’ basis.

FREE TECHNICAL HELPLINE: Full tima leam of
Atarl bu:nnk;-.l experts always at your service.

DTP O
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MRETS THE PLASTER-TRONS

PSYGNOSIS
FREEPOST

LIVERPOOL L3 3AB

CAPTAIN FIZZ Meets The Blaster-Trons
The message is simple: co-operate or die! UNITED KINGDOM
Tel: 051-207 0825

It's double fun and double trouble all the way in Captain Fizz, the most exciting
simultaneous two-player game you and a friend are ever likely to play. It's awhole new
world of split-screen, high-speed action, as both of you take on the nasty Blaster-Trons
infesting the planet Icarus.

Yup, it's a tough mission alright, but you might just be ableto do itif betweenyouyou've
got the right blend of co-operation, courage, laser-hot reflexes, tactical sense... and
brains. The action is fast and furious in Captain Fizz, but if you can't work out the right
tactics you'll both be dead meat.

There are 22 levels of savage and relentless action to battle through before you reach
your objective, the central computer that's causing the evil infestation. You'll never get
there, though, unless you put your heads together and co-operate; your buddy can'tdo
it on his own, and neither can you. This is one program where even the easy games are
hard. So remember — united you stand, but divided you fall...

Warning: this game is Impossible to beat on your own.

Two joysticks required for two-player game
Screen Shots are from the Atari ST. Version
ATARI ST./AMIGA — £14,95
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