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Computer
English
as sheis

spoke..
“--..._______‘_____..--""

A MEW O-leval English
course from LCL for the
Electron features a talk-
ing computer facility
Micro English con
sists of 24 programs on

disc or cassetie that can

be used as a self-tuition

course or for revision.
O special feature is an

accompanying audio
cassette, controlled by
the E|I’-!|IZ'IF|ZII'| angl Sy =
chronised to 1/100th of
a sacond, enabling tha
micro to talk to the
studant

Adhering closely 1o
the O-level exam the
coursa emp!'azii*_-iw_- the
rules of English and their
application in practice,
with nearly B0O0 gues-
tions

The program costs
E24.50 and consists of
agither two discs plus
audio cassette, or pro-
gram and audic cas-
sates.

NLEWA

Electron No3
in top micro

A DRAMATIC claim
that the Electron is
now number thraa in
the list of best selling
home computers has
come from Acorn.

The company has
also forecast that the
machine will enjoy
bumper Christmas
sales, doubling its
market share from 7 1o
14 per cenl.

In all, Acormn predicts
that between 150000

Record show

THE Electron and BBC
Micro User show in
December is on target 10
smash all records.

Advanca ticket sales
have never bean heaviar
and almost 150 stands
are hooked inside the
20,000 sgquare feet of
London's MNew Haorti-
cultural Hall

With a host of hard-
ware and software firms
competing for attention,
;;Fir_'t!*_-i are likely 1o be
kean

The show will feature
a number of specialist

stands to give Electron
and BBC Micro fans the
most up to date infor-
mation about their
Micros.

And there'll be a
staggering range of
software, books
add-ons, robots, gad-
gets — and much more.

Alsoon hand willbe a
team of experts to brief
visitors about the excit-
ing new applications
opening up for micro
buffs — and to help out
with advice on any
problems.

and 200000 Electrons
will be sold over the
festive season.

"This is remarkable in
view of the fact we
antered the market in a
slack sales period and
faced a ough battle 1o
establish ourselves | a
company spokesman
told Efectron User

The announcemeant
that the machine is now
at numbear three causad
g few eyebrows to be
raised within the
industry

Howeaver a survay of
the High Street retail
giants brought mixed
reaction to the claim.

Az far as we are
concerned it is basically
trua’’, said Martin Crass-
well of W.H. Smiths.
"However one should
appreciate that Sinclair
products Kill the first two
positions and their
sales are way oul in
front of the Electrén

"But of the pack that
is following the Spec-
trum, the Electron is in
the lead followed very
closely by the Com-
modora G4,

Over at Currys, mer-
chandisa director
Richard Ford adopted a

List=Acorn

"wait and sea’ attitude
when interviewed

“I'l be able to answer
the gquestion as to
whether or not the
Elactron is numbar thiea
come Boxing Day. But |
don't think the com
pany s claim may be too
wWay oul

“But one thing you
can say for certain s
that Acorn 8% & com-
pany will be the number
three supplying com-
pany by Christmas

It was |eft to Lrawvid
Gilbert, Dixons market-
ing manager, to pour
cold water on the claim.

TAccording to our
calas the Eloctron is
probably aboutl number
five or six at present’”’, he
said, ““for Sinclair,
Amstrad, Commodore
64 and the BBC Micro
are all ahead of it

“"But it is being
heavily promoted lead-
ing up to Christmas, and
this may substantially
increase the sales fig-
ures for the machine

"It will be interasting
to see how the Electron
does in fact shape up to
some of the other deals
being offered on the
High Street’.
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Boredom breeds awinner

& .#- & .‘L\ -

POPULAR new Electron
adventure game The
Magic Sword owes its
existence to an aight-
vear-old boy's dislike of
text-dominated pro-
grames,

Richard Hollis, of
Frome, Somersel, was
kean o use the com
puter his family bought
last year but found most

of the programs rather
i

50 his mother Kristin
and brother Martin,
aged 12, decided to
write a program Richard
wiould enjoy

That first attempt at
program '.'.'r'l[iHEI was
successful and led 1o
!Z_]-'r]l‘ll'—'.'-i that were BVEn-
tually published in lead

ing computer mag-
azines, including Elec-
tron User

The Magic Sword is
the mother-and-son
tzam s most ambitious
project to date — an
adventure game for five
1o mine-year-olds that is
marketed on casseite by
Database Publications
at EB.85 The pro-

~

After

THE scene is one of total
devastation. PEGI-'J'E are
desperately hunting for
food and medical sup
plies while trying to
dodge rampaging mut-
ants and the odd flood.,
And it's all happening

in Accrington.

In fact, it's what any
vigsitor might see if he
visited Acerington on a
Saturday evening’. says

computer programmer
Duncan Evans,
"Howewver on this

Colour plotter
for under £200

DATAFAX, distribulor
for Sakata Shokai, is
bringing out a colour
plotter printer this
month with A4 paper
handling capability for
under £200.

The Sakata SCP-B0O
is the first new product

6 ELECTROM

to be launched hare
since the Japanese firm
appointed Datafax.

The Electron
compatible machineg
alsgo has a 210mm
paper roll option and
graphics and listings
versatility

USER Decomber 1984

h fell

ccasion things are per-
haps a little bit worse
because it has just been
under nuclear attack

The story line is to be
found in a new strategy
game for the Electron
produced by Vampyre
Software of Leeds. Writ-
ten by Duncan Evans, it
i5 called "Red Sky Owear
Acerington’,

Mind yvou Duncan
and his partner Mark
Ulyatt readily admit they
nave naver avan bean o
Accrington

“It's just one of those
names that lends itself
to things like this”, says
Mark.

The Electron cassette
varsion of the game is
now available at £6.90.

® In our picture auth-
ors Kristin and Martin
Hollis watch Richard
tast The Magic Sword,

gram allows youngsters
to explore a fairy tala
waorld peopled by
familiar story book
characiers and sprinkled
with magic.

A spacial bonus is a
free 48 page full colour
book that recounts all
the events leading up to
the start of the adven
fure,

Kristin Hollis wrote
the book with help from
Martin, who drew the
llustrations, Martin dawv-
ised the game program
based on his mother's
design and graphics.

Mow the pair are
hoping to have maoare
games published for
Electron users.

EDUCATIONAL software
house Applied Systems
Knowledge has laun-
ched the first in a
projecied series of
own-label learming pro-
grams for the Electron

Mumber Painter is a
mental arnthmetic nro
gram for children aged
five to 14, aimed at the
home education market.

Costing EB.95 it is an
agrcade style game de-
signed to improve
mental arithmetic ability
in problems involving
addition subtraction,
multiplication and divi-
sion.

Players are chal-
lenged 1o make a given
number with a self-
imposed time limit using
only the numbers shown
on the screen.

The numbers are col
lected by Mr Painter
WO Must D Manoauy
red up and down laddears
and prevented from fall
ing off. Four diffarem
speeds cope with dif
ferant dextarity levels —
Mr Plod, Mr Walker, Mr
Swift and Mr Speeady

“Enter Plus 3 drive

ACORN was unveiling
its Plus 3 self contained
disc interface and 3sin
single-sided disc drive
for the Electron at the
Compec show in
Movember

Also being introduced
wera word processing
package View and

cpreadsneet
Viewsheet
only availlable 1o
Micro owners,
An Acorm spokesman
said prices for the new
products had not been
fimalised, but View and
Viewsheat would cost in
the region of £50 each.

program
farmerly
BEC




Stargazing

MASTERMINDS and
::I:ﬂrgﬂn—.'r!-: dlMe Hr'-'!i"'l-;;
the people Mirrorsoft is
catering for with its five

naw programs
Eleciron users are
now beaeing offered

Astronomy, developed
in conjunction with the
London Planetarium
Personality Profile
adapted from the best

Birdwatching

A GAME for Electron users produced in
conjunction with the Royal Society for the
Protection of Birds has been named
Microdealer UK Educational Program of the

Yaar.

Osprey, priced £9.95 from Bourne
Educational Software, encourages interast
in bird watching and wildlife preservation
through a game involving protecting ospray
naests from poachers.
® See review on Page 29.

salling book by psy-
chalaogist Professaor
Hans Eysanck, a Weight
Contral program in-
troduced by Professor
Jofte, a Paychic
Ability test developed by
Hans Eysenck and Carl
Serjent and a Master

JUSTIN

mind Quiz and Editor
bhasad on the BBC
SEres

Shuttle trip
Is the prize

SECONDARY school
children throughout the
country now have the
chance to win a five-day
irip to America with an
opportunity 1o witness a
scheduled shuttle
lavnch from the J.F

Kennedy Space Centre
in Florida
The offer is the major

prize in the first ever
national computar com-
petition for schools -
called "The Cub British
Schools Computer Chal-
enge — sponsored by
monitor manufacturers
Microvites.

Apart from viewing
the shuttle launch the
rast of the five-day
itingrary for the winning
team of three and their
teacher will include a
visit to the futuristic
Epcot Centre in Orlando

To get to Cape Can
averal contestants will
have to successfully
answer a serias of
computer guestions to
take them up to the

quartar final stage.

From there they will
have to shine in a
number of computer
tasks still to be finalised

EUIZII:}EIH for the com-
pany's sponsorship has
pean axpressed by local
government ministar
Kenneth Baker

A challenge for
schools of this kind will
undoubtedly help build
upon the considerable
enthusiasm for the usa
of computers in edu
cation which has dey-
eloped over the last few
vaars”, said Mr Baker,

The competition is
open o teams of three
contestants with a
maximum upper age
imit of 16

Entry forms are to be
distributed shartly for
the start of the prelimin-
ary rounds in November,

Megotiations are at
present being held for
the televising of the final
stages in April or May
Mext year,

Have case,
can fravel

NOW you can take
vour Electron any-
whara . . Janart
Design of Bishops
MNympton, South
Molton, Devon, has
launched a carrying
case for the machine.

The company,
which specialises in
computer cases and
dust covers, is the
brainchild of develop-
ment engineer Bob
Artless.

Ha sat it up shortly
after saaing his son
struggling off to
school with his homaea
computer tucked
pracariously under his
arm.

I had visions of

him dropping it and
that would have bean
£200 down the
drain’’, recalls Bob.
'S0 | designed a case
for him and it all
started from thera'".

The Electron case
costs £10.99, which
includes VAT and
postage. It can only
be orderad diract
from Jenart Design.

Vaking
a million

ELECTRON users can
now try their hands at
running a software com-
pany thanks to Mil-
lionaire, just launched
by Incentive Softwara,

Vearsions are avail-
able for the Electron and
BBC Micro,

It includes graphics
of yvour house which
increases in size as your
profits grow.

Players start with
£500 to market a pro-
gram. By careful mar-
keting and maybe tha
odd dodgy deal with
Honest Harry you can
move from humble
beginnings to a mil-
lionaire's astate.

But beware — such a
deal could put you on
the wrong side of the
law,
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Part 11 of PETE BIBBY's

introduction to programming

Two-dimensional

LAST month we took alook
at one way our Electron can
handle lists of numbers and
MAMas,

We saw that we could use a
ling like:

12 DIM scoresil

to set up 21 variables all with
the same name except for the
different numbers in the
brackets following it.

These variables were callad
elaments in an array and the
numbers in the brackets weara
called subscripts

The DIM command in the
line above would set up array
with wvariables scoresi0),
scorasi 1) searesf2] and 50 an
up until scores(20). Each of
these variables would init idlly
have the value zero.

We learnt that we could
glso dimension arrays of string
variables, MM nameSfT0)
setting up an eleven element
array starting at nameS$70) and
carrying on until nameS/70J

Initially these are set to the
null string — that is, a string
that doesn't contain anything.

Finally we saw how we
could combine these arrays
and FOR NEXT loops 1o
provide some very useful ways
of handling lists. Using
variables  as subscripls we
could prnint out every other
name or mark or display a list
if Fevarse oroler

Last month's final program
this month's Program |

18 REX PROGRAM 1

20 REM DLD PROGRAM VIII

38 DIM namefiTh, markil

4D FOR topofclass=1 T0 3

S PRINT "Enter nage of
nusher ":topofclass

58 INPUT naseS‘topofclas
gl

78 PRINT “Enter ":nazef!
topofclassi:®'s mark.”

BB INPUT mark(topofclass

°8 MEIT topotclass

180 INPUT "Enter nusber ¢
+ position " position

118 PRINT name¥iposition’
1" got "smarkiposition);® #
arks.”

showed how we could set up
parallal
nameli3) and mark(3),

The FOR MNEXT loop just
sets up the array. The real
work is done by lines 100 and
110

Line 100 asks you 1o give a
value to the variable position
The next line uses this variahle
to print out
namefiposiftion) and
fmarkiposition!

You'll notice from the above
that we only used one numbear
to get two pieces of informa-
tian

It we had cdimeansionadq
another array, such as agel3),
we could have had the
program printing oul the
name, age and mark of the
child in whichever position we
wanted

We could have had a tourth
ar fifth array set up in parallel if
Wi wished, to hold aven mora
information

These parallel arrays, lists
of values and infoermation inan
ordered SEQUENCE are a very
simple form of what is known
as a catabase

They are a way of collecting
information together in an
ordargd mannar that allows us
to manmipulate or pick and
choose — the items we want
using a key or pointer

In the very simple database
of Program | we used one
pointer position 1o give us Two
pieces of information held in
the arrays name$fpositian)
and marklpositian)

Mow let’s turn our attention

tWwo Arravs in

glegments

arrays -gateway
to the datahase

to the situation shown In
Figure |. Here we have 16
desks in a classroom. Each
desk is numbered and thae
name of the child sitting at that
dezk is shown, Alzso shown is
the mark the child got in the
spelling 1as1

From whats already Dean
covared, it should be fairly
COVIOUS that we can use arrays
to hold this information. Take a
look at Program I

last month, we could have the
Elgctron print out the names of
pach child at each desk in
prder or réeversa order, or aven
ayary other child.

We could also use an array
to store all the children’s
marks. as shown in Program

[l:

i@ REM FEOGERM [!]

20 DIM nanes {14’

o8 FOR child=1 T0 b

42 PRINT “Mase of child
at desk "ichild

S8 INPUT name$ichild!

L@ NEIT child

72 FRINT "You've now set

up an ordered 1ist """of n

aees in the array nases!).”

e

@ PEN-PROGRAN 11

20 DIN mark(l&!

38 FOR child=t T2

48 PRINT “Marlk of
at desk “;child

S8 INPUT markich:ld)

&8 NEXT child

T8 FEINT "You've now set
up an ordered list ""“of &
arks in the array mark(!."

&y
= e
—
-
Ch

Here the stning wvanable
namoS(), dimensioned in line
20, 15 used 1o hold the name of
gach child. The array uses the
fdask numbar as the pointer

When you ve run the
prograim if you want 10 know
the name of the child sitting at
desk 11, just enter the direct
command:

PRINT named(il!

and the answer should be

REG. Similarly
PRINT name$(13)

will give IVY
Using technigues we learnt

Harg the array markl) holds
the results of the spelling test
If vou want to know the mark
Eileen got, just find her desk
number and tell the Electron
[

PRINT aark(lé!

and yvou should get the result
15

All right, you've run
Program 1l and then Program
I and now we have two
orderad ligtg, Let's use them 1o
tell us the name and mark of
the child in desk 3

PRINT mark(J)

should give you the answer 12
ut, alas:

PRINT nase$!Z!

B ELECTROM USER Decamber 1984




row 2

row 3

column 1 column 2
1 &
TOM DICK
10 8
5 6
SUE DOT
14 i
9 10
JIM BILL
18 16
13 14
SALLY JILL
18 14

column 3 column 4
3 4
HARRY FRED

12 7

7 B

LIiZ JO
9 11
11 12
REG JOHN
2 g
15 16
vy EILEEN
11 15

Figure I: Beginners class

just gives you the error
message ~Aray . An  emor
message means that some-
thing has gone wrong.

What's happened is that
vour first array name8(] was
overwritten when you entered
and ran Program |Il. The DIM
staternent of line 20 told it to
set aside some memaory space
for a list of numeric variables
and this it did

As you hadn't told the
Electron that you wanted to
keep the string array nameSs/).
it simply used that same bit of
memory space for the new list.
Micros can be very stupid at
fimes.

Never mind, Program IV

1@ REM PROGRAM IV

20 DIM namefila), markli
5l

10 FOR desk=1 TO 14

§2 PRINT "Enter name of
child at desk "jdesk

S8 INPUT names (desk!

50 PRINT "Enter "jnacef!
desk!:"'s mark."

T8 INPUT mark(desk)

82 NEIT desk

9@ FEINT *You have finis
hed entering data.”

100 FOR logp = § TO 5

118 INPUT “Enter nuaber o
f position " position

128 PRINT name$iposition!
1" got "rearkiposition);® 8
arks.”

138 NEIT loop

will allow you to enter all the
infarmation in Figure | and it
also lets you interrogate the
database five times.

All this means is that the
second FOR ... NEXT loop in
the program allows you 10 use
the desk number as a pointer
to tell you the name and mark
of five children. The program is
very similar to Program | so
making use of the Copy key
should save you a lot of typing

So now wa have the infor-
mation displayed visually in
Figure | tucked away inside
our micro in the form of two
arrays. AS you va seen, we can
do a lot with such information

We could add all the marks
together and find the average
orwe could find the average of
the first five desks or the jast
five,

Try it and see. by varying
the last lines of Program IV,
And don't drive yourself mad
typing in 16 names aach time.
Change line 30 to:

T8 FOR desk= | TO 4

and just deal with the first row
while you get the hang of
things.

To sum up the above, our
use of arrays has structured
the data of Figure | in two lists
that we can manmpulate or use.

But what if we wanted to
calculate the average mark of
gach row and each column of
desks in turn? We could do it
using the arrays we have now
but it wouldn't be easy.

Or again, what if we wanted

the names and marks for the
kids in the bottom left comer
or the top right! Again, we
could do it but it wouldn’'t be
straightforward.

Having the arrays ordered
one after the other might not
be the best way of ordering
things.

Wouldn't it be nice if we
could store the information in
Figure | in such a way that we
could refer to each desk not by
onea number but by the row
and the column of the desk?
Then we could find out about
Eileen by referring to row 4,
column 4.

Instead of our lists being in
an ordered sequence, they
could be in a sort of grid.
mimicking the classroom
itself.

As you might guess, there is
a way of doing this and it in-
volves our old friend the DIM

statement,

We use it 1o dimension
what is known as a wo-
dimensional array, an array

which hags two subscripts.
Don't worry if vou don't follow
this. read on and all will be
explained.

dimensional array. We do this
with a line like:

78 DIN deski4,4)

in @ program.

You'll notica that it s very
much like the previors DIMs
we've dealt with but that there
are now two numbers in the
brackets., separated by
commas, These two numbers
are what make i1 a two-
dimensional array.

What happens when the
Electron executes line 20 is
that it sets up 25 variables. All
are shown in Figure 1l

As yvou can see, the
variables range from deskid, Q)
and deskf0. 7] all the way to
deskid,.3] and deskid.4). The
DIM statement has, as before,
ot up a series of variables
with the same name stem but
with varying subscripts.

The difference is that in a
two-dimensional array we
have two subscripts in the
brackets of an array element.

If you look at Figure | you'll
see that we've set up 25
variables and a closer look will

4

Let's create a two-

desk!B,@) deskil,®) deski2,@ desk(1.R! desk{d,2
desk(B,1) desk(l,1! deski2,1) desk(3, 1) deskid, 1}
desk(0,2) deskil,2! desk(2,2) desk(},2) desk(4,2)
desk(8,3) desk(1,3) desk(Z,3) desk(3,3) desk(d,]]
desk(3,4) desk(l, 4] desk{2,4) desk(J, 4] desk(44]

Figure ll: A two-dimensional array

L
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From Page 9

show that each variable has its

awn unique pair of subscripts.
You might also notice that

the wvariables seem to fall

naturally into ordered saeries.
One axample is:

desk (2,8)
desk(2,1)
desk (2,2)
desk(2,3)
desk [2,4!

Looking at Figure |1, they all
seem to fall into one column.
Motice that the first subseript
in each variabla, 2, stays the
same, while the second sub-
script goes from O 1o 4,

Anyone who thinks of
nested FOR ... NEXT loops
here goes to the top of the
class.

Again, looking at Figure 1
you might pick out a row
formed by the variables:

desk (2,3}
deski{], 1)
desk (2,7!
desk {1, T}
desk (4,7)

By now you might be
seeing why it's called a two-
dimensional array. If you ware
so inclined, you could name
any of the elements of the
array as deskix, vl where ¥ and
¥ are variables

When x is 2 and y is threa,
then the element we are
narming 15 deski2, 3).

Of course, if we called the
subscript variables column
and row, any element of the
arrady could be reffered to as
deskicalumn.rowl. Or, equally
as well, deskirow. column),

Taking the latter case. if, in
the course of a program, row is
4 and cofuwmn is 2, then the
element deskfrow, cofumn) is
desk{d 2],

Looking at Figure Il again,
you'll see that if you ignore all
the elements that have a zero
in them - affectively, the first
row and column —what's left is
very much like a map of the
classroom in Figure |.

In fact we can use our two-
dimensional array to hold the
desk numbers, the array
mimicking the classroom,

Of course, we've done this
before in the one-dimensional

arrays we learnt about at first.

The difference is that this
time we can get at the infor-
mation row by row, or column
by column or, even any com-
bination of the two.

Program V shows this in ac-
tion,

Line 20 dimensions a two-
dimensional array while the
nested FOR ... NEXT loops
work their way around the
class. If you can't follow that,
work it out on a piece of paper.

While column is 1, row
goes from 1 to 4 with the
inputs being stored in the
variables Jdesk/7T,71), to
deskid, 7).

Once the program has built
up the array it enters anothear
series of FOR ... NEXT loops.
These print out tha values of
deskirow,column), but they do
it selectively.

The variable row only has
values 1 and 3 - look at the
STEF while cofurmn cycles
from 1 to 4 for each of these
two values

The result is that only the
desk numbers for the boys are
printed out. Can vou alter the
program so that it prints out
the girl's desk numbers?

As you can sge from the
above, we've used an array
with two subscripts to hold in-
formation. The fact that it has
wo subscripts means that we
can do mora things with it than
with an ordinary array.

We can use FOR ... NEXT
loops o deal with whole rows

18 REM FROGRAM V

20 DIN desk(4,4!

7@ FOR coluen=l TD &

40 FOR row=} TO &

S8 PRINT “Enter the nust
er of the desk in row “jrom
"« column “;column

6@ INPUT deskirow,coluen

78 NEIT rom

B8 NEYT colusn

5@ CLS

182 PRINT
118 PRINT *The boy's desk

§ are nushered:”

128 FOR row=1 7O 3 STEPZ
130 FOR column=! TO 4
142 FRINT deskirow,column

1@ REM PROGRAM VI

20 DI nasef (4,4}, 0ark(4
A1 desk 14,4

38 FOR row={ TO 4

40 FOR columns] TO 4

5@ PRINT "Enter the nase
af the child in the desk |
norow “jrow;” , colusn *jco
lusn

4@ INPUT nasef(row,coluse
n!

72 PRINT "Enter “ramefir
ow,cofuen!”® ‘s mark"

88 INPUT sarkirow,coluan

70 PRINT *Enter "namefir
ou,Coluan!® 's desk nusher”

182 INPUT deskirow,column
!

118 NEXT coluen

122 NEXT row

130 FOR delay=! TO 222

142 CLE

158 PRINT

150 PRINT "THE RESULTS FR
JM THE MIDDLE FOUR DESKS:"

178 FOR row=2 T0 I

180 FOR coluan=2 T0 3

152 FRINT nasefirow,calua
Al" in desk nusher "jdeskir
ow,colusn!;” scored "jmark!
row,colusn)

208 MEXT coluen

218 NEIT row

loops to pick out and print the
details of the middie four
desks.

If you can't follow how
that's done, just make up ver-
sions of Figure Il using mark(]
and pamedf) and you'll see
why the loops have the values
they do,

Finally run Program VI, It
sets up the database as before,
storing the classroom informa-
tion in two two-dimensional
arrays.

It then asks you 1o enter a
rove and column number and
gives you the infarmation on
the child who sits at that desk.

10 REM PROGRAM VII

20 DEM name$ (4, 4) ,2ark (4
A

78 FOR column=1 TO 4

42 FOR row=l TO 4

5@ READ name${row,colusn
1, mark{row,coluan!

5@ NEIT row

|
158 NEXT coluan

168 NEXT row

or columns at a time.

Motice that while the ele-
ments of a two-dimensional
array have two subscripts, that
element only takes one value.
in Program V deskT.7) held
only the value corresponding
to desk number one.

The second subscript
doesn’t let us hold any more
information, it just allows us to
deal with it better.

You could use three two-
dimensional arrays 1o hold the
whole of the information in
Figure |.

Program V| does this, set-
ting up three two-dimensional
arrays in line 20. Then come
the familiar nested loops to
enter all the information into
the arrays.

This is much the same as
the previous program, except
that we're also using a string
array, The interesting point
comes after line 150 whera
we use our faithful nested

T8¢ NEXT coluen

88CLS

72 PRINT

188 INFUT "Bive me a row
nusber " rom

118 INPUT *Bive a¢ a cole
an nuaber " column

128 PRINT nase$irow,colua
nl" scored “;marckirow,colus
niy" marks"
| 138 DATa TOM,18,5UE,04,701
N, 18,SALLY, IE

148 DATA DICK,9,DO7,7.BIL
LibJILL, 14

158 DATA HARRY,12,LI1I,%.R
£6.12,1VY, 11

152 DATA FRED,7,00,11,J0K
N.B,EILEEN, 13

AS you can see, setting up
the database allows you 1o ask
all sorts of gquestions about the
class. But then you'wve
probably got all sorts of gques-
tions about Program VI itself,

What's all this DATA and
READ?

Well, the answer to that
comes next month, For the
time being, just look on them
as wavs to avoid typing in all
those namaes and marks.

Meanwhile. just play
around with a few two-
dimensional arrays, giving
them values and seeing what
you can do with them. You'll
find them vary handy.
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COMPUTER PROFESSIONAL
PROGRAMS FOR
KAY-ESS probucts  jHewooes
EACH TAPE ONLY £5.95 (Except H.O.H.)

LE
(B |

|_|-||1_,r.-

Wl KX

T off the Bghts BRd 1hes anpund for the sl Ieap ame ¢l 1ho year Oy o laughed those duperEiiaues bodls in the villige &N ey warnsd you nol 1o g n
ld house. The clsmb up th Chy path under the PBON SU WilE i in an hour you had pasaed 1hrouigh the cuter gaies of thes onge great house. The dus
1 A i ywl Did vou notice how loes 1R sun kpd Tallen Dafors the SDwnis OF MOOGE

L =

Mg
prdd cobnvebs hadn't bothered ¥ou
resched vour started sars? How can the moan bo out aire and what's that towaris wou 117 This all action game will have you ducking and diving from
GHOSTS and ZOMBIES. and matehing wits with 8 MUMMY, WEREWOLF, and VAMPIAE. 5 floors full of odd CORRIDORS. BAOKEN FLODRBOARDS, and ricdied witl
SECRET PASSAGES await vou. Supirb scund affects and graphics. Can i prsticks. Top table. Pause oplion

EARLY YEARS (HIE| Eor children betwear 3-8 year or HOUSE il ALSO AVAILABLE:

’ i 1 .... 1 T i : - -_ I i FLILL ful TLALIT A ¥ i.:‘.'-T-'.'.H Hr"!l.'.l'ﬂlh:s 'EIE II.I I]E-\_.:'}“:‘:"q..' H: E
Setorta Gews. THe OMphssis is on learming though s Prease okt £ 1 per tape UK aibitresse HANGMAN (B (E) - SPACE TRAFFIC
e e AR . COMNTROLLER {B) (E) - HORSES (8] (E)

SPACE TAaME (B

SIS 1
EAHLY YEAHRS
A MICKEY THE M

FUNNY FACES gewsants 3 line U, which one 1 & sect ch’l"'“‘"'ith KAY-ESS Computer Products,
e o e T e — ompat) 11 Buttercup Close,

E&HLY YEARS 2 2
THE POND seerns vary active 10day A vailobla for Romleighs Park,

{E} Eloctron (8] BB Model 8
FREE with all orders |Except H.D.H.) Hﬂrﬂld WEﬂd;

our 3 lewel version of Essex RM3 OXF.

NOUGHTS AND CROSSES!Y

£9.9
ELECTRON, BBC Model B A F _ g3.95
{any OS, BASIC I/I1) - {inc. VAT and p.p.)
QUAL-S0FT Comments: About our prévious advert Mr ). Carter of darnslay phoned Dot teéll wg what peopls think of
| EAGUE DIVISION ONE lor the BBC B, what do they say about SOCCER SUPREMO for the ELECTRUNY M Copy dates being
what they are, we hadn't sold amy ELECTROMN QEMEs WhRan winw rala last months advert, Dut now, ot e Time OF WnTing Wi ¥
Baan delivering the program for four weesks (probelaly esght (o tvwelve &5 you Faad fis) and, [0 eSCaPa BOCUSERMNS o salactive
1 first paragraph of the first fetier we nad received aooul SOCCER SUPREMO, fram J. Hooley af

guoled, we will give you tha i

Twickenham: “MHMany rhanks for dhe fantastic game. As soen a5 [ received i, [nere wax no stagping untdd phe end of the seasan
2 Tha o

Wae make that about six hours continuous play | And In tho first telephose conversation F.Wright of Swansea began: v
is by fa¢ the best game 've found for the ELECTRON ™, OK-Mr Carter?

- “SOCCER SUPREMO”

NOT SO MUCH A GAME, MORE AWAY OF LIFE!

¥ou have just been appointed Mansger of a newly promated st Division Club, and (1 is up 1o you (o ranstarm this vary
ordinary side into one 1hat can realistically challenge for the 15t Divisich Championship within the next o Seasons Wou musi
Assess your side s capabiiities and than, through your youth policy and the transher markel, faintorce tho strengths and eliminana

the waaknesies. 118 all 80 adsy ar % it f

s#2 3. 0" 22 MAN, FULLPITCH, FULL MATCH GRAPHICS SIMULATION

@ 42 match season, 21 homea H"“ﬂug_z'l away gamas. & ODpposition: 21 of the -C:'.Jrrt':""l'n 22 DIV 1 sides
@ Transfer market (Rush, Robson, Hoddle etc). ® Match injuries: Your physio reports

® 4-4-2 4-3-3 and 4-2-4 team formation ® Team selection by names. lenter initials)

@ In match tactical adjustments ® Home/away bias, opposition tactical play

® Opposition skills related 1o League record ® Tactical substitutions

And many more features, but will take a full page acvert if we are to continue, (That'll be O.K. Ad. Man)

| Please supply a copy

l -
The game will be posted on the 1 E‘UA:LEDFT | of SOCCER SUPREMO. Name: ..o,
same day as the receipt of apt : I | enclose a cheque, Address: ...cceiin

order. ACCESS telephone | 18, Hazlemere Rd., | postal order, ACCESS
authorisations should take no | Stevenage, | card authorisation for

more than two days to arrive. || Herts. SG2BRX ] o905
| Tel: (0438) 721936 | ... .

afa o
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ion Produces 4
remaindearsg that

Cycle in valueg,
If MoD and Djy baffle
a look ¢ Dave

article in the

Electron User
Or just sip back ang watch
the Nnumbear Patterns.

yellow Eext

sebs up a string

R
o Lotz a0

&0 FOR divisor=] 70 ¢

oF < faces

_E V string$=STRINGS (diyic o
o | 30 FOR dividend=] 10 5
T _ o 5 | 7 addtostrings=5TRS (4,
10-30 Surely you don't need these explaining 1o you! | | tgend MOD divisor)
_| 40 This changes the text cotour to yellow, palette colour3. | & | 100 strina$=RIBHTS igtein
| 50 See 10, | & 4f+addtostrings) . divispe! -
|L'f 60, 190 Form a FOR . . NEXT loop with control variabla | E | [10 PRINT TAB(10 8hedivid E -5
f divisor, The diyisnristl‘-u numbe.rthat::nmes after the | ""'| 7 . r'l" _: ittt d it bt L T
MOD. As the 100D cycles this goes from 1 10 5 E‘l El'l:li !"L'i 101 visor . 2 o o
| 70 Sets up a string variable stringf and fills it (for the . 120 FOR stripstrina=1 TC _--,:‘E &
, time being) with spaces. This Willlater hold a seriesof | U | 4| divisgr+] 5 3>
I results from a MOD with the same divisor but 5 | 8] (30 FRINTTAE (10,84 2%skrip B '%,_.g
| different dividends. The number of spaces is | ‘;ﬂ : e i ; rigeb = Y0
' ivi w|| string)NIDS (strings,st, tost
I determined by divisar, “%l c|] . 3
| 80,160 pake Up a FOR. .. NEXT loop which has the control | (3 iJ-: ' “_""":'“ d '
| varable dividengd changing from 1 1o 50, ' || {40 NEXT striostring "
| 80 This uses the function STRS to turn the resyly of | ol 130 FOR delav= 1 T0 200:N 3
| dividend MOD disor into g string. This is placed in | g EXT delay "
| the variable addtosirings = 180 NEXT dividens &
100 Isn't as complicated as |t looks. First it joins | v | e T TABI(10,27) "PREcf—F
| addtostrings and string%. It then uses RIGHTS 1o i 4{; LV FRIN ; H_':"“' o =
| take the first divisor letters ahhlsnews[ringdnu give | | 5 SPACE"swait=5E" - % |
| it 1o string$, | IS0 PRINT TAB(10,2)5TRING 2 3
| 110 Just prints the top line This varies with dividend and L ${8," "} £
divisor, ra Ty
~ 120, 140 fForm Yet ancther FOR .. NEXT loop, this time with | $70 NEXT divisor 3};‘
| control variable Stripsiring. | g
| 130 This spilits siring® into its séparate components and & /
= | prints them underneath each other T et :
150 A delay loop, Leave it Qut and see what happens.
|| 170 Haolds things up until a key is pressed.
| 180 Overprints the op line with spaces, Again, leave it I
out and see what happans, B
N
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...with lots and lots

of Christmas bargains

We confidently predict this will be the biggest Show we have ever
organised — with more exhibitors than ever before and with many hundreds

of really worthwhile bargains for all our visitors.

Among our exhibitors are all the leading names in the world of the
BBC Micro and Electron. And they are determined to make this a show to
remember, with a whole host of hardware and software bargains.

You'll be able to try and buy some fascinating new games that are
destined to be the top sellers this Christmas — and well into 1985. You'll be
able to inspect new hardware packages that will make your micro much more

powerful and much more versatile.

And on our Technical Advice Stand you'll be able to discuss any
problems you may have with experts who know the BBC Micro and

Electron inside out.

l_)_un’t miss the show where all

your questions are answered!

This voucher is worth £1 per head

Reduced prices for
School/College
Groups

Entry only £1 per student if
bookings are made in
advance. Send your cheque
(imade payable to Database
Publications) and SAE to:

Electron & BEC Micro User Show
68 Chester Road, Hazel Growve,
Stockport SKT 5NY

Tel: 0b1-456 5383

Valid for o misdomum of 10 people

SAVEMONEY with
our Special Travel
and Hotel Offer

Visitors to the Show can obtaln

cut-price rail tickets from ANY

station in the United Kingdom

= plus special reduced prices

at London hotels. Write to:
Travel Offer, PO. Box 1, 5t.
Albans AL1 4ED with SAE or
Telephone: St Albans 34475
quoting: The Electron & BBC
Micro User Show.

i iy I __ 1, ‘_.!-
B R BB RIS U
By handing in this voucher ([
at the door you save £1 off (X3
the normal admission
price of £3 (adults) and
£2 (children).

(limlid for o
{0nky 1 voucher per person]

10am-5pm, Thursday, December &

madrnum of 4 people)

') 10am-5pm, Friday, December 7

b A 10am-5pm, Saturday, December B

ey 10am-4pm, Sunday, December 9

(‘) New Horticultural Hall

K Westminster, London SW1.
Mermnber attending E]
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\cornsolt announce tidings of great JON
[or both BBC Microand Electron owners: cighi
brand new programs for Christmas.

I~ach one makes an ideal stocking filler.

Tiu*t e all available at vour local
\cornsoft stockist. For the addressorto order
|n credit card -.|11|p|1. ring 0933 79300).

o

k"

*2Fas Br Nz wr
"".-:-j‘"ﬂ"'h‘ .

5 Fa

Or vou can send off for our catalogue ln
writing to Acornsolt. ¢/o Vector "'Lnku Ling.
[.ull[]ul] Road. Wellingborough. Northants
NN8 2RI..

Alternatively.however. you ould alwavstake
achance ‘"“hh“!mIIHIACORNseH
to Father Christmas.

=l tware lor il "||I Viero and Electron,



9.00 Firebug

A fast moving arcade-type game in which you are a fireman, trying to rescue some oil
drums and take them to the safety of a water tank. Your opponent is the firebug who
runs around lighting fires which move slowly towards the drums and fire extinguishers,
destroying them if contact1s made.

10.00 Maze

A gripping graphics game where vou enter a top secret mstallation with the aim ol steal-
ing secrets from a rival company. The security system. however. has many levels each
consisting of a maze of corridors palrullnd by armed robot guards. Complete wi th full

-

colour 3-1) gruphics._ sound effects and a high score table.

12.00 Ehte

A superb 3-dimensional graphics game that's light years ahead of any other. You are
aspace trader who roams the universe, making yourliving from buyingand selling cargo
in your Cobra space cralt. On your travels, you will encounter aggressors who are eager
to put an end to your dealings. Be warned. only the fittest will survive.

1.00 Crazv Tracer

A crazy adventure in which you guide a paint roller round the edge of a maze of
rectangles, while avoiding the monsters which are trying to stop you by crushing the
roller. Beware — as the game progresses, so the number of monsters chasing you

will increase.

3.00 Go

‘Go’ isa board game for two players which originated in China 3000 yearsago and is now
more popular than Chess in the Far East. It requires strategic insight, intuition and a
strong. caleulating mind. If you wi sh, you can also challenge the computer at di [fering
degrees of difficulty. A velly good game indeed.

4.00 Watch Your Weight

At last, a weight-loss pt'ugm[ﬁ designed especially for you. With it. your computer
becomes an expert wholly conversant with and sympathetic to your needs. and will
help you choose an appropriate and individ ual weight-loss plan. The program also
includes a calorie counter and a series of apposite menu suggestions to help stimulate
vour imagination when you just can’t think what to eat.

5.00 The Complete Cocktail Maker
With everything from a Black Russian to a Betsy Ross, this program contains data
sufficient to concoct a stageering 320 different cocktails.

6.00 Paul Daniels’ Magic Show

Stun and amaze your friends with }'{}urﬂstﬂunding feats ol magic. This program contains
ten tricks to be |‘:|Hri'{}rmf_'d by or with your BBC Micro/Electron. Hurry lhnugh —1it’s
hound to diﬁappear fast.




CHRISTMAS Snap is Phil
Tayler's Electron version of
the old card game for young
children.

A multicoloured Christ-
mas object, such as a tree,
appears on the left of the
screen and a series of
similar objects appear one
after the other on the right.

Your job is to tell the
Electron when the colours
of the objects match exac-
tly. Only you don’t say
“Snap’’ - you press the
space bar.

If you're wrong you'll
get a short beap. If you're
right . . . well play the game
and find out.

Happy Christmas.
Happy Christmas. Snap!

GHRISTMAS
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ELECTRON JOYSTICK INTERFACE o
Electron users! This is the add-on everyone wuntgu,lm
Eleciron swilched joystick interface from First Byle ' a & Now

with free conversion tape that vastly extends your game range right away.
The interface operates with all *Atari-style’ 9-pin joysticks, and ils many

advanced design features put it way oul in front for quality and reliability.
Thal's why, to date 15 major software houses are already bringing out
games thal work directly with the First Byte Electron Joyslick Inlerface -
and many more are sure 1o follow.

AVAILABLE FROM WHEMITH@.

AND MOST COMPUTER DEALER

MAIL ORDER FORM

Please rush me the following items
First Byte Joystick Interfaces at £19.95
First Byle Printer Interfaces al  £34.95

TOTAL —
| enclose a cheque made payable to FBC Systems Ltd
| wish to pay by | Access Visa Eupirydate —
cadto. [ [ [T TTTTTTTTIT11
Signed —
MNamaa —_—
Address

__ Tel

“ 0, 4%
%%,q{

FIRST SYTE

Look at these ‘advanced design features.

Wiorks with a8 ' AlEm- &
siyin’ Bphn joyslicks \
ana itilisas rapid-fire
mode on
Oickshot 2.

Only 2 chips for wltr
g = b Bhigh rellability and low
W, Bwet comBumption

an&uring safe
operalion with
iha Electron

Custom-built, &
= e lLa TR
Co=grdarnaiéd Casé
in high-imgac] plastic
Speciad (itmants ansun
that whan tha joysiick is
plugged in. the Case Takas ihe
strain, ndl 1ha saidened joinis.

=t (GO bd-plalEd
CONNBCTors Snaure a
parlact confagl
Metal polarising key
and nylon end Caps
gnsure positive locking,

First Byte Computers,
10, Eui’rlefialdg,
Main Centre, Derby.
DE1 2PE

I Tei: Derby (0332) 365280

AGEMUIMNE FIRST BYTE
ADD-ON




Let your
programs

add their

own data
statements

+.

(__ Call PROCdata fword) )

List all variables
to be used and place

them in a LOCAL statemant

b

Check for Invalidity
of the word fo be placed
in tha data stalement

T

L]

Add word 1o end of data

( Ammmmm_)

g

(m PROCnewinaiwords))

Add a now [ea to
the program
grd i

b

((Avto RUN the program )

Figure I! Flow diagram

MANY of the programs |
use in my school have a
series of data statements in
them, containing infor-
mation like word lists,
vocabulary, names and
queastions and answers.

Frequently these need 1o ba
axtended. However the users —
both teachers and pupils —
may not be able to stop a
program and add their own
data statements. So it was
necessary to develop a way
whereby a program could add
data statements to itself.

Autodata contains two
procedures which can be used
o do this.

If you want a copy of
Autodata and don't feal up to
typing it in yourself then send
off for this month's Electron
L/ser tape (see Page 44).

But if vou wish 1o see how
your Electron remembers pro-
grams and arganises its
memory then switch on and
we'll begin.

Enter line 70 = making sure
that the character after OLD,
RENUMBER, *FX210.1 and
LIST is a “}"

T0 #KEY100LD  MRENUMNBER M
iN#FX210, LINLISTIN

Mow run it and press Broak.
If your screen displays:

Acorn Elactron
BASIC

>

and nothing else, then go 1o
the beginning and start again
lor go to the bottom of the
class and learn to read).

Line 70 programs the Break
key. It tells the computer what
to do -after someone has
pressed Break.

OLD causes the computer
o re-remember the program
in Memory.

REMUMBER renumbers
the program from line 10 in
steps of 10 (the default
values). After pressing Break
check that the computer has
not “failed” to renumber.

If a "failed at” message
appears then that line has a
GOTO, GOSUB, ON GOTO or
ON GOSUB instruction which
needs changing. Of course,
none of my friends uses
GOTOs or GOSUBS so it does
not apply to them!

| find the renumber instruc-
tion useful when developing
programs. If | need to insert a

lot of extra lines then pressing
Break makes room for more,

*FX210,1 is for the benefit
of your family! As | do maost of
my programming in bed and in
the early hours the place is
rather quiel. It does not matter
how careful | am — I'm bound
to accidently press the Copy
key causing an offansive baap.
So *FX210,1 (which cuts off
all sound output) is my
salvation

By the way, it also stops the
sound oulput of mosi arcade
type games so even those
don’'t cause grievous
annoyance lo the rest of the
world.

Ctrl + N sets the page mode
on {(see YDU14), This means
the automatic scrolling of the
screen is stopped and the
computer waits until Shift is
pressed, which reveals an-
other page of printing. Press-
ing Escape enables the user to
edit the program.

After Break has been
pressed and the instructions
given so far are completed the
computer lists the program
one scraenful at a time.

When the development of a
program is finished | usually
change the ling to:

70 ¢KEY100LDIMRUNIM

If Braak is preassed, eithar
accidently or on purpose, the
program reruns itself from the
beginning. Pressing Ctrl +
Break then typing QLD+
Return allows a programmer
access to the program

Back to the problem in hand
— the development of a routine
that will allow the program to
add data statements 1o itself.

The first step is 1o draw a
flow diagram which shows the
algorithm of the proposed
program. That should contain
all the facilities required in the
fimal program and the precise
order of action. See Figure |.

All the action will be
contained inm a procedure
called PROCdatal }.

However to keep the struc-
ture of that procedura simple it
was necessary to call from
within PROCdatal | another
procedure called PROC-
nawlinel ).

Mow the algorithm of the
proagram has bean set out it is
necessary to canvert this into
statements in Basic.

Line 210 lists all the
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variables used in the
pracedura. This is most impor-
tant if it is going to ba used in a
variety of programs.

We do not want to use tha
variable fasr¥ and change its
value if it is used in another
part of the program.

By placing it in a LOCAL
statement even if /asr is used
in the rest of the program this
procedure will not change its
valua,

Lines 220 to 280 check for
invalidity in the word to be
added to the data statemeants.
It is important that the word
does not contain guotation
marks.

If they were inserted in a
data statement an ermor would
oeccur when the statemant is
read. All quote marks are
removed and replaced by
apostrophas.

If the word is a null string
then the process aborts. If the
word is loenger than 247
characters then it must abort
because it is not possible 1o
have a data statement of that
length.

Finally, in this checking
gection there is a check for
embedded commas,

If a comma exists in tha
word it is necessary to
surround the word with guotes
before placing it in the data
statement, Line 280 does that.

Befora we can understand
the workings of the rest of the
procadure It |15 necessary 1o
ook at the way the computer
remembers a Basic program in
memaory. The Electron User
Guide (Pages 127 to 129)
gives an outline of this.

A Basic program is stored
starting at the value of the
variable PAGE and extending
through to the value of the
variable TOP. Type
PRINT"PAGE and press
Return and you will get the
result EOQ.

Type PRINT "TOF, then
press Return. If you hawve no
program in memory the value
printed will be ED2.

The difference betwean the
two values indicates the size of
the program. The longer the
program the higher the value
of TOP. Type in another line
and see.

Type in lines B0, 490 amd
500 of the main program. Line
BO satz the function key 50
that if it is pressed PROCquery
is called

PROCquery is contained in
lines 490 and 500 and
displays the contents of each
lacation of memory from
PAGE (the start of the Basic
program) to TOP (the end of
the Basic program).

By pressing function key 1

’.

PAGE (EOD) 13
PAGE+1 (EO1)
PAGE+2 (ED2)
PAGE+3 (ED3)

(EO4)

13

13

TOP-2 13
TOP-1 255
TOP

Memory location Value

Low byte of the first line number.
High byte of the first line numbaer.
J:Ength of the first line

=Characters of the first ling.

Low byta of the second line number.
High byte of the second line number.
Length of the second line.

=Characters of the second line.

L and so on.

;._nw byte of the last line number.
High byte of the last line number.
Length of the last line.

= Characters of the last line.

Figure li: Memory map showing
the structure of a Basic program

LOREN ALTODDATA
Z0REM
JOREM (C) Electron User
&0REN
SOREM W.John Woollard
AOREM
TOSKEYL1OOLDIMIN®FIZ10,1!
MREN. IML. !X
BO#KEYIPROCquery i
JOMODES
1O0PRINT " *AUTODATA"
LIOPRINT ""*To add a word
to the DATA statesents t
yoe the word then Return.®
120PRINT " "*Press ESCAPE t
o stop the progras, then t
ype LIET and press Return t
o see the new statements.
130INPUTwordf
140PROCdata (word$)
1505T0P

160REN end of control mod
ule

1 TOREM

1BODEFPROCdata (datas)

1908KEYAILRUN:N

200PRIMT """ "Press FUNC &
now '*;:REPEAT:UNTILBET=12

210L0CALopY,1astY, countl
Jdend,vi

220IFLEN{data$) =0THENENDF
ROC

2I0IFLEN{data$) Y24 TTHENEN
DPROC

240 IFHIMEMS TOP+& 1 OO THENEN
DPROC

2S0REPEAT: vI=INSTR (datas$,
CHR§34)

2601FvIOTHENdata$=LEFTS(
data#,vi-114+"""+RIGHTS (data
§,LEN(datas)-vl)

270UNTILvI=0

ZH0IFINSTR (datas ,CHRS44) )

OTHENdatas=CHR$34+datas+CHR
$34

2901 enZ=LEN(data$)

J00topX=TOP:1astl=T0P-2

TIOREFEAT: 1asti=lasti-1:U
NTIL?lasti=1JAND? (lastl+71]
ast1+3))=13

J20IF7 {1asti+d) {3220THENP
AOCnewlineidata$)

II0IFLEN (data$) + (TOP-1last
1) ¥ 230THENPROChew!ine (datas
)

J407 (tooX-2) =44

350FORcountX=1T0lenX:? (to
pl=2¢countl)=sASCMNIDS (datas
Jcountl) ) :MEXT

J607 (topl=1+lenl)=13:7(t0
pl+len))=255: 7 [lasti+3)=2(]
astied)+1+lenl

IT0END

JBODEFPROChew] ine(datad)

390hiT="{lasti+1):lok=?1]

istlsd)

4001F1oX+10>253THENRI T=hi
1+l

4101 0Z=(10L+10) MOD235

4207 (topY-11=hil1 ?(topll=
1ol

4307 (topX+1)=lenl+3

407 (topR+2) =220

450FDRcountX=1T01end: ?tto
pl+2+countd)=ASC(NIDS (data$
,countl) ) INEXT

4607 (topl+3tlenl) =13

4707 (topl+d+lenl) =255

4BOEND

AR0DEFPROCquery: VDUI4:FOR
K=PAGE TO TOP:X=7K:PRINT:K,
13t IFTYI2ANDICE 2T THENVOUX , |
3, 10ELSEVDULS, 10

SOONEXT: ENDPROC
This Nsting o5 included in
thizs month’s caszatis

tape offer. See order
form an Page 47,
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From Page 19

the memory can be displayed
Try adding a line to the end of
the program to see the change
to the output of the procedure.

If you analyse the result you
may be able 1o see the pat-
tern in Figure Il

To allow us to peek inside
thie mamory of the computer
{and to change the content of
the memaory) there are indirec-
tion operators. Pages 129 and
130 of the Electron LUser
auide describe their use

We will be concerned with
the use of "query” = the byte
indirection operator

To peek at the contents of a
location, say &EQOD. type
PRINT ?&EOQOQ and press
Return, The number printed
will be between O and 255
inclusive.

To change the value at a
particular location, say &EQQ
tyvpe PREDD==32 The value 32
i5 placed in location &EOQD.

Warning! Typing
TLEQOD=32 will cause the

computer to state bad Pro-
gram if an attempt to LIST,
BUM ar SAVE it 15 mada

Lines 300 and 310 search
the memory of the computer
starting at just below TOP and
working downwards wntil the
next end of line character 15
met.

Line 310 not only chacks it
is an end of line character {13}
but that it occurs immediately
before the start of the next line.

If the Mlast®+ Mlast®+ 31 is
equal to 13 then the 13
gncounterad is actually a
character in the middle of the
final line of the program

The value fasf: generated
at this point 5 egual to the and
of the penultimate line of the
FI[I:IEIFHF"'I.

Line 320 checks 1o see if
the last line is a data line. Tha
key word for a data line is
represented by CHRS44

If the last line Is not a data
statement then PROC-
newline! ) is called to add a
new line to the program.

If the last hine is 8 data

statement then line 330
checks that there is enough
room to add the word to the
end of it. If there is not than
PROCnewline! ]is alsacalled.

It must be noted that both
PROCdatal ) and PROC
pewlinal | do not end with
EMDPROC but with END

This is necessary because
after we have artificially
extended the last line or added
a new line the computer needs
to go through the action of
QLD, RUN or SAVE before
attempling any processing
That is the reason for lines 190
and 200 of the procedure
PROCdatal ).

Line 190 sets up the
function key 6 so that when it
is pressed it generates
CHR$12 then RUN then
CHR%13 (for example Return)

Lime 200 puts up the
prompt “"Press FUNCB now!”
and waits until CHR$12 is
generated from the kevboard.

There is mo significance in
the number 12 other than that
it 15 not possible 1o enter that

value by accidently pressing
any one kay

By pressing function key &
not only is CHR$12 generated
But the keyboard buffer is also
toaded with RUN+Return, 5o,
when the program is ENDed
and the cursor appears, the
program starts again. On the
How diagram this is refaerred to
85 Tautg RUN™

Lines 340 to 360 and linas
390 to 470 poke the data
statements into the correct
memory locations.

Lines 390 to 410 calculate
the wvalue of the naxt line
number for the new data
statement. It is 10 above the
fast line number,

These two procedures can
now be incorporated into any
Basic program which requires
the addition of new data
statements. Simply typing
PROCdatal Electron User’}+
Return will add that phrase to
the last line, if it is a data
statement, or add a new line to
the program with that phrase
as data

gBC .

ELECTRDN

LEAVE REALITY BEHIND YOUWITH ...

MP ADVENTURE GAMES

A new range of REAL-TIME ADVENTURES we beliave the most advanced
available for the BBC & Electron: inlelligent characters that will move around
independently, mulliple command statemenis, advanced text compression

methods allow @ven more detail.

THENEW*** SADIM CASTLE It is said that those who enter the haunied eslate of
Sadim Casile do not return! Long ago tragedy struck here and since then many
people have died in mysterious circumstances. Can you uncover the secrat and
break a terrible cursell

*HOMEW*** VALLEY OF THE KINGS Far away across the desert lie the lost
pyramids of Kaculud, rumoured to contain fabulous treasure and a legendry
golden mask, The pyramids may now have been discovered although strange
happenings have caused the archaeclegisis 1o abandan their camp. Your lask is to
find the golden mask.

Further titles coming shortly: CROWN OF MARDAMN, THE FALLEN EAGLE.

Our original and popular text adventures are also available: FIRIENWOQOD,
WOODLAND TERROR, BLUE DRAGON, SURVIVOR. Please send for full detalls,

Texr Adwentore Praces. £7.50 (Cassl £10.50 1Disc) including VAT & postage wath UK. Slate which machess whin
cfdeqing. [ealer esgueies wetome

MP SOFTWARELTD.

165 Spital Road, Bromborough, Merseyside L62 2AE.
Tel: 051-334 3472

1884
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4 GREAT
PROGRAMS

forBBC Band ELECTRON from

Superb Quality Software

MONEYWISE £9.95

An up to date yet simple to use
personal’home money management
system based on not one but TWO
main accounts with extensive
analysis, budget forecasting., annual
summarny and 30D BAR CHARTS,
Other facilities offered are — SAVE
complete program to DISC,
PASSWORD protected datafiles (tapa
or disc), PRINTOUTS of all accounts
and 3D Bar chart screen dump.

POLAR PERILS £7.95
- & 100% m/code multiscreen
arcade/adventure game set in very hostile
Archic waters, No gun — just your wits
and your spaar for survival against many
sub-zero hazards mcluding ravenous polar
oears who will hap on 1o your Liny .o
floe without warning! Great skill s
required to get through to the final screen
of this very addictive adventure and only
then do you roalise that your difficultias
nawve only ilJﬁ-[ I::uep,un a5 you [ry 10 Codkact
ica blocks in your kayvak for your igloo
Barma !

SUPERGOLF £7.50
Amazingly realistic = the ball speeds
into the air, slows, curves down and
rolls. Bunkers, water, 0.0.B., and a
variable gusting wind to cope with!
up to 4 players with score card for
each!

T do know a8 good game when |
see one and Supargolf is just
that”. ELECTRON USER

TRAFALGAR £8.00
Command your own fleet! battle plan
unfolds to sea level view of individual
engagements. Cannonballs smash
into hulls and tear holes in sails!
Magazines explode! Ships sink! Fire
ships can be sent downwind! Flags
are struck and prizes taken!
“Trafalgar iz a good combination
of Arcade Action and Strategy — a
game for the younger war game
addict”. CE&VG.

Buy Two—Deduct 20%

Al programs available on 40T dise —= add £2 .00

SQUIRRELSOFT |

Dupt E, |
4 BINDLOSS AVENUE, ECCLES, MANCHESTER M20 ODU
24 Hour answering service - 061-789 4120

Chieques, P.O.s m Same day despatch

ANSWER BACK

SEMOW AND W0R

"

GENERAL KNOWLEDGE
THE ULTIMATE CHALLENGE

BBC (32K)-ELECTRON

Junidoes (Ages & o #) Sarﬂ;:rri {Agas 12 and
~daleal tha mythicol il youur wily agains!
drogon and sove the e KQSMOS robol
pancess of KOSMOS and dasinoy ha Alan
Caosta. . invadars. .

But be womed, In your endeavours you will lsam vast amaunts of lascingng focts
O e enormous vorely of subjects. The ANSWER BACK quizzes provice an
ncredinke odveniune in educaton by allowing succedsiul chalengen 1o
parficipata in he compeiing gomas.

Each program comes comphate with 13 encimous guitias providing o ool of 150
guiestions and J000 oplkonal cngeirs. Bul thal is ondy P So, you Con also creahe
and sove an unlimibed number of quizses of your own design

PEASCRES IVCLLLE

1 Mulfiple cholos aongwans [ True of Folse? O Bnd the missing letharns
[ "Pass”™ foclity O Immediale comacthon of emars L Timer opdion
O Perfoermance summeany £ Be-un of guesiions possed or incomecily
ongwered [ Full lociliies for creafing and soving on unlimited nuember of new
= FIFFLiH

Myaiable from your comipuler skone of by mail orded Price 1095

L 1r'u-'r

i ./;/

msr-l-:rs SOFTWARE Lm 1 Pligrim Clase, Hamington, DUNSIABLE, Beds. LI..I!| ﬁLJl:

" Please suppty the 1r_'n|h::nmn programs for the BBC ELECTROM computer
?ﬁ! Bigl{ Junbor Quslz # 59095 0
MIEWEE' BACK Sanior Ghulz & £40.95 O

bl B Mliss . . SN L ) B T T .
Address | e = i I :
.. . Postcode. . ; ;
(0 GV aSELREE (AR RENg sBIATy e
II1|]||l ||-|-.| LY [1ERL T Il_r
I r [ i - [



Part |1l of NIGEL PETERS' series on making

the most of the Electron’s sound channels

LAST time we talked about using the SOUND
command to write music and | left you with a simple
tune-writing program.

By now you should be able to understand what the sound
commands are doing when you run Program |. Lines 20, 40 and 60
just use SOUND to play three notes, one after the other. Lines 30,
50 and 70 put the messages on the screen. Nothing difficult there.
Try running it again and see if you notice anything odd about the
messages. They seem out of step with the notes, don't they?

We know the Electron

executes the program lines
one after the other in
numerical order. Looking at
the listing would lead us to
suspect that line 20 would
make a8 noise, then the
message ""Sound 17 would
appear on the screen, fulfilling
lima 20.

Mext the Electron would
play tha note ardered in ling 40
and then go on to print the
message of line 50, "Sound
v

Finally line 60's SOUND
command would be cbeved
and the message "Sound 3
would come up on tha scraen,

That's what we might
expect = but it's not what
happens. All the messages
appear on the screen while the
first note is playing. They stay
there stubbornly while the
gsecond and third notes are
sounded

Run Program | again and
you Il see what | mean. Some
parts of the program are being
obeyed before others

it looks like the Electron has
gxecuted lines 20 and 30, then
lines 50 and 70 before going
back to process 40 and 60

What's happened is the
result of the way the Electron's
Operating System (OS] is
designed. As vou know, Elec-
tron Basic is very, very fast. It
can whip through a simple
Basic program like a dose of
salts.

However when vou come 1o
the SOUND command we're
operating on a different time
scale. We don't want the
sound over and done with in a
fraction of a8 second. We'd
never hear it!

We want the note to last for
however long we've set the
duration parameter.

The problem now arises, do
we hold up the program while
the note plays? If we've set
duration to 40, do we really
want our masterpiece to grind

'8 REM PROGRANM I

-8 SO0uNp 1,-1%,50,1%
38 -PRINT “"Sound 1*
48 SOUNT 1,-15,56,10
58 PRINT "Sgund 2*
50 SOUND 1,-13,50,!
78 PRINT “Sound I°*

to a halt for two seconds while
the Electron makes a noise?

What would you feel about
a games program that stopped
fora few seconds every time it
made a sound?

One way round this would
be for the Electron to pass
every SOUND command it
CAME Across over to a special
part of the micro that dealt
only with producing noises.
Then it could get on with the
program while the sound
generator made the sound

If, as it was working its way
through the program, it came
across another SOUND com-
mand it would pass the
handling of this 1o tha sound
generator and carry on

This is what happened in
Program |. The Electron got to
line 20 and delegated produc
ing the roise to the sound
generator. It was then free to
get on with line 30.

Coming to line 40 it found
another SOUND command
which it immediately passed
to the sound generator and
went on to line 50, printing the
requirad massage.

Line 60 was passed over to
the sound producing part of
the micro and line /U was
obeved, displaying the final
message.

As each sound has to last
for its full duration = in this
case one second — the
messages are printed before
the sounds get a chance to
fimish playing.

It doasn't take your Electron

22 ELECTROMN USER Decamber 1004



bl i — SR . 3
|
Sound| | | Sound| |Sound| | Sound | |Sound| | Sound Sound
1 | 2 3 4 5 6 7
I |
: a. Queue full, sound waiting, program hangs
Sound E Sound | | Sound | | Sound Sound | | Sound
2 I 3 4 5 8 7
I
| b. Queue full. no sound waiting

Figure I: How the queues works

three seconds just to print
three messages on the screen.
The program finishes, but the
sounds keep on sounding long
after.

You can picture the sounds
as being put in @ queue. The
first note is played for as long

B-0% 28 FOR noise=! T0 52 *inoise -
as its duration parametar hence the hesitation. .
specifies, then the next note in The explanation lies in the D FRINT *Moise nusber: 40 SOUND %11,-135, 28+4%n
the queue, and then the one fact that the sound queue only "inoise aise,28

after that.

Meanwhila the program
itself carries on regardless,
shoving any SOUND com-
mands it gets onto the sound
generator's queus,

It's almost as if the Electron
said to itself: ""Ah, here's
another SOUND command. |
don't want to have to wait for
it to play its full length so I'll
put it in the queue and get on
with the next line of the
program .

With this system of queue-
ing sound commands in mind,
have a look at Program Il

@ REN PROGRAM 11
28 SOUND 1,-135,52,28
S8 PRINT *Sound 1°
4@ SOUND 1,-19,34,20
=8 PRINT “Sound 2"

BR SOUNE 1,-15,54,28
98 PRINT “Secund 4*
10@ SOUND 1.-19,58,2¢
118 PRINT "Sound 3°
128 SOUND 1,-15,72,28
128 PRINT "Sound &"
148 S0UND 1,-15.,75.20
138 PRINT "Scund 7°

Did you notice the slight
hesitation between Sound 6
and Sound J appearing on
screen’

From what we've learnt
about the sound queue, we
might have expected all saven
messages to appear while the
gounds take their turn in the

gueue. But this isn't what
happeans.

The program merrily dis-
plays the first six messages
while the first sound is playing.
The last meassage has to wait
for the first note to finish
playing before it appears —

has a limited number of places.
In fact it only has places fo
store five notas, apart from the
ona that's playing.

When it is asked to store yet
another, it accepts it but at a
prica, The price is that the
program halts until the first
note has stopped playing and
the stored sounds can shuffie
up the queue. Figure | shows
this diagramatically.

This is what's happened in
Program Il. The first SOUND
command is obayed and the
message printed. The sounds
produced by lines 40, 60, BO,
100 and 120 are put in the
queue while the messages of
lines 50 to 130 are displayed.

When it comes to the
SOUND command of line 140
the Electron tries to put it in
the sound gueue but finds it

processed.

When the first note has
finished playing, the second
note starts to be played while
the other notes move up one
place in the queue.

This leaves room for the
SOUND command of line 140
to join the queue. When this
happens the queue i no
longer full and the program
carries on and displays the
final message.

Program |Il usas a
FOR ... NEXT loop with loop
contral variable nofse to
produce 50 sounds one after
the other. Each sound is a
semitone higher than the

previous one,

Line 40 sees to this by
making the pitch parameter of
the SOUND command equal
to rroise multiphed by four.

1@ REN FROSRAM 111

4@ SOUND 1,-15, 20+4¢noi
se, 28
S8 MEXT noise

Here you can see that after
the first six notes = one
sounding and five in the queue
- the messages appear at ong
second intervals.

This is becausa the program
has to wait for a space in the
queue before it can print the
message. Then as soon as it's
done this it runs into the next
ling's SOUND command and
so the program hangs again.

So. from what we've
covered so far, you should see
that the Electron’'s OS5 has a
gueue for storing commands.
The capacity of the queue is
limited and once it is full any
program running has to wait

5 SOUND 1.-15.48.78 full. The result is that the until @ vacancy occurs. 18 REN FROGRAN V
D PRINT |§- I;T:‘ program is halted until that Making programs hang is 28 Soump 1,-15,38,280
) 3 el SOUND command can be just one problem caused by I0 wait=GET

the queue. There is another.

Imagine a game whare
you're quite happily zapping
gliens. Each time one bites the
dust you get a satisfying
pxplosion. These sounds will
go into the sound queue,

Mow suppose that youre
zapped (it comes to us all), The
program should make a sad
losing noise but what happens
if the sound queue is still full of
gxplosions?

What we need is a way to
tell the Electron: “Forget the
note that's playing, ignore the
gueug = this is the noise that
comes next’,

We do this by fiddling with

the channel parametar of the
SOUND command. Program
IV shows this in action:

'@ REM PROGRAM IV
28 FOR moise=i TO S8
10 PRINT "Moise nusber:

2@ NEXT noise

What's happening is that
weave put &7 in front of the
channel parameter in line 40,
This has told the Electron that
this is the noise to make next,
and it's to make it immedi-
ately.

As the FOR ... NEXT loop
is producing 50 notes, one
after the other, each note cuts
short the preceding one. Only
the final note runs for the full
second.

The slightly less frenatic
Program V shows the use of
&1 in front of the channel
parameter. Motice that lines
30 and 50 hold up the
program, waiting for a key to
be pressed:

48 SOUMD Li1,-15.98,40
S0 wait=5ET
5@ m 5.'[5.5‘-1“

Line 20 produces a sound
which, in the normal course of
things, would last for 10
gsaconds. As the sound queue
is empty, the program carfies
on to line 30 and waits for you
to press a key. When you do it
goes on to line 40.

Because line 40 has &7 in
front of tha SOUND com-
mand's channel/ parameter,
the Electron immediately plays

»
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From Page 23

this note. The first note, if it's
still playing, is cut short.

The program then goes on
to the next line which again
holds things up until a key is
pressed. When this happens, it
moves on to the SOUND
command of line 60 and, if the
note produced by line 40 is s1ill
playing, puts it in the gueus.

So to have a note played
immediately we put &7 in
front of its channel/ parameter.

You'll notice that in all the
examples so far I've stuck to a8
channel parameter of 1. This
makes sense because the
Electron only has one sound
channel, as opposed to the
noise channel we'll ba coming
to later.

Howewver you might

remembar | told you that in
order 1o be compatible with
the BBC Micro, the Electron
would also accept channeg!
paramaters of 2 and 3. It will,

but be careful.

On the BBC Micro you have
threa channels and all three
can play a note at the zame
time, producing chords. On the
Electron, although channel
can be 2 or 3, only one note is
played at a tima,

And if you chop and change
channels in an Electron pro-
gram you might not get the
effects you want. Take a look
at Program VI,

18 REM PROGRAM Y|

28 SOUNL !,-13,58.8¢
I8 wait=5ET

4@ SOUND 2,-15,150,8¢2

Motice that when you press
a key in order 1o satisfy line 30,
the first note immediately
ends and the second begins.
This is because they are using
differant channel parametears,
1 and 2.

When the Electron comes
across a channel parameter
which is different from the one

Middle pitch
Low pitch

Short periodic
Medium periodic
Long periodic

Value | Noise
0 High pitch
1
2
3 As 1
4
.7
6
7 As b

Figure I: The noise channel

it's been playing notes on, it
stops wusing the old channel
immediately.

Any note that is playing is
cut short and the gqueue
ignored, while the note with
the new channel parameter is
played.

The effect is exactly the
same as if vou had wsed the
same channel! parameter but
with &7 put in front of it

Program VIl shows this
Each time you press the key,
the note that is playing is cut
short because the following
SOUND command is on a
different channel.

18 REM FEDERAN- VII

28 SOUND 1,-13,38, 268
S8 wait=GET

48 SOULD Z,-15,9%8.40
58 wait=hET

5@ SOUNC 1.-15,52,700

50, you might ask, why
bother using &7 at all? Why
not just use a different channeal
for the note you want to be
plaved immadiately?

There are two reasons.

The first is that it can get
complicated switching chan-
nels all the time. It's much
easier to debug programs that
use &7

The second is that you
might want to run your
programs on a BBC Micro
sometime. If you've used
different channel/ parameters
to give certain notes priority,
your sounds will be a bit weird

The BBC Micro will try to
play both notes at the same
time on different channels.
This isn't always pleasant!

This is also why noisas
made by programs writien for
the BBC Micro can sound a bit
strange on the Electran, If they
try to use all three channels at
the same time, the Electron
interprets this as three notes
one gfter another

Since the channel par-
ameter is changing, so the
notes cutl each other short
with the odd sounding resulis

Finally, what if the channe!
parameter is 07 Try Program
VIl which demonstrates the
various sounds available on
this. tha noise channel:

1@ BEM PROGRAM V11

22 FOR noises® T2 ©

38 SDUNE 8.-15,ncise 88
40 SOUND @.-0.noise, 2T
@ NEXT roice

As you' |l have heard, when
the channel paramateris 0 you
get six different noises,

MNotice that with the noise
channel, the pitch parametear is
used in a rather different way.
It can only have values fram O
ta 7. Each value — except 3 and
7 — produces a different kind of
noise. This is shown in Figure
il.

The values 3 and 7 are just
there for compatibility with the
BBC Micro. On the Electron
they just repeat the sounds
produced by piich parameters
of 1 and 5

Andg that's it for this manth
it leave you to experiment
with the various strange
sounds avaifable on the noise
channel, Have fun. Nexr month
we're going to lick the
ENVELOPE command.
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48K SPECTR
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e quote your credit card no. | Y e |
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Harrods, Wildings, Granada and most good

SR — SOFTWARE

Dealers contact: Centresoft, Express, 65 HIGH STREET, GOSFORTH, TYNE & WEAR, NE3 4AA.
Tiger, Drakes, R&R. TEL: (091) 2846966



SCRAPBOOK contains a selection of all the short,
simple programs sent in by our readers.

This is where we keep a record — a scrapbook would
you believe — of all the interesting little routines that
don’t end up in the Notebook or in Program Probe but
are too good for us not to share.

This month it's very much a sound and graphics
show. Next month who knows? It's up to you.

Soif you enjoy messing about with your Electron and
want to share your discoveries with other Electron
usars, send them in to us.

I
l

Tohn Close uses Lhe function keys to

&CH Furn your Eloctron mto an organ

(30 $KEY6" fgabgabCanCOoCl

10 REN BACH = M
ig :E:I f.lngTEi::&FI}HETIUH ¢~}-|tﬁ IEETT':EdDiEihQiHE!H
lf‘fi; MODES Illf:ﬁ sKEY8"EeDdCcdDEDCDagt
L
" 70 PRINTTABI1L,13)"Phras :.ET.U +KEY0" eCiDdbeCcachdbe
: n%.llll E::?fﬁ:;edﬂ:dﬁghd: . ::Ei E:-E cdefqgatll
“H'ill:l SKEY7"eCiDgE{DgEDCDaY 12?1% F;Eil:*ﬁ'frn!lll.m ”
d”:;u ¥KEYI*eCiCqCaCtDoDalk 11;13} 1;E.lLH= !:;TL;E: :;E[LT':?H,
o Wi 1)

110 iHE"l'l.-cidfmch'l}EhEDE 30 SOOND | =15, P10, &

e 240 NEXT
120 sKEYS"ECDbCabgCblabga et vt

e

________________

.ﬂ-;‘EE.“;-EEEf-llll.-..:::..i;::: ll:l HEH*'IEL“EEH“DE'!* 1 FEE I=I|'I"'R IE IF_F! ETEF
i R e e e bl :; 20 REN##4BY ROG FROST#es -1
A S A A A A A S A A T A LT T i o
s%%ze%%%%’é%‘éili%;ﬁﬁfﬁ%ﬁf?@ 40 VDU23:8202;0;0304 130 C=C+1:IF C37C=1
e R el
fffqu?f?f??%ijyggaggy ,rqqug;:;q 80 PROCCIRCLE(540,512,50 190 J=5QR (ABS(ReR-{I-Y]#{
SR REEEEIRERIIIaII RIS s s S, AND(A)  AND(4) BND(20) ) [~¥)))
BRI RARIIANINAAIN 70 UNTILO 160 NOVE X-J,1
L L e e e e L B0 END 170 DRAWY+J,1
70 DEFPROCCIRCLE(X,Y,R,C 180 IF INKEY(-74)VDU1%.RN
5L D) RND(B)=1,0,0,0 -
100 LOCALI,J 190 NEXT ’ !
200 ENDPROC

Bl s

7,

=
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A @fré and
sound show
from John Close

10 REM BLOX 140 X12=RND(20)~-]

20 REM JOHN CLDSE 130 YI=RND{(28]
30 REM PRESS KEY FOR A N 140 ¥1%=RND(28)
EN PATTERN 170 PRINTTABIXY, YY) duff$:
A0 VDU 23,221,255,295,25 180 PRINTTABLX1Y,Y1%)duts
~ T R B 15 . i
50 vDU23,222,255,255,255 190 PRINTTABIXY, YY) duf f$;
192,192,192,192,1%2 200 PRINTTAB(XIY, Y1) dufs
&0 duff$=CHRS (222) +CHRS | 51
221} 210 SOUND 1,3,1%, X2 DIV
70 ENVELOPE 3,2,3,4,-230 220 NEXT
+=230,-230,-10,126,0,0,-12& 230 A=BET
126,124 240 UNTIL 0
80 REPEAT
%0 MODEZ
100 VDU 23,1,050;0;0; 10 KEN LIGHTS
110 FOR I1=1 TO 255 20 REM JOWN CLOSE
120 COLOUR 128+RND(S)+1:6 30 MODE Z:1=3.3
FOLORND(S) +1 40 UE‘U:E.I:E‘IU:'M':‘:

130 XX=RND(20)-1 30 REPEAT
50 FOR J=1 TO 20 STEP X

70 FOR K=1 TO 20 STEP X
80 COLOUR RNDi4)+128

¥0 BCOLO,RND(15)+]

100 PRINT TAB(J,K+3)CHRES
110 PRINT TAB(K,J+5)CHR$3

-
-

120 NEXT:NEXT
130 UNTIL FALSE

Send your programs to
Scrapbhook, Electron
User, 68 Chester Road,
Hazel Grove, Stockport

SK7 SNY
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ANNOUNCING POTTER PROGRAMS Y | BBC/ELECTRON PROFESSIONAL SI]FIWAHE\

SPECIAL YULETIDE OFFER Qur educational software is used in thousands of schools and homes
throughout Great Britain
SAVE E£'s by buying any two of our much coveted toxt adventures {
for the Electron for only £10.00 OR all three for an BIMAazing EDUEA“DH.&[ 1
y BECELECTRON Tape £8 00 Mige 1000 |
Eid .'5{3_ 8 saving of over £3.00. No 5urchargE 5, postage and | Hours of fun and Iulrru_'l.; tar chaldren aged Five to nose vears. Animatsd aphecs will engourage
packing absolutely FREE childoes bo enpey counting. maths. speifing and telling the time. The tape includes sis piogiams
MATH |, MATH 2. CUBECOUNT. SHAPES. SPELL a=d CLOCK
1 G.A.LADHIEL IN DIETHESS |32H. THRILL 85 YO “'.- An grcaient musfure af Fames’ Perganil Software - Aulumn [AET
through the air, GRIT your teeth as you do battie with flaming |
sword, Ba HUMEBLED, as the wise lore master aids vou with deap 1 EOUCATIONAL 2 BECELECTRON Tage £8 00 Dise £18 30
knowledge. Price: £5.99 Althewgh similar fo Educateonsl 1 this tape s more advanced and samed 8t seven to twelve yaar |
2. SUPER AGENT FLINT (32K). (The thinking man's 007). olds. The tape incledes MATH 1, MATH 2. AREA. MEMORY, CUBECOUNT and SPELL '
GASP as vou make your first parachute jump, Be SCARED witless |
just before vou blow yourself to smithereens and REJOICE as vou rgﬂ :?!:'_:EE‘NLIJI:-'IEE HE; 1 Sﬁfniiigj'-‘:ﬂh' d suitracl F’Illtpli:!Irllgmlﬂl‘Fr S
% . 7 = i . o L { widl edch aa Lesl SaEig counti vraf and sultraction skills for low 12
caplure and dock an enemy space rocket. Price: £5.99 stven yeae elds The taps includes COUNTING. ADDING. SUBTRACTION and an arcade type game
3. THE STAFF OF LAW (32K) Espacially recommended for called ROCKET MATHS which will evescise addoion and subiracisan Witk sgpad and visual
the serious adventurar. Can you find the Staff of Law and master it eljnr.u.
patent Earth power to defeat the Despisar? Price: £5.99 TREEE are gacelient programs which [eachers on the profect Aeve N0 MLTAEOR in
FECOQMTERIG Io atfer eachers Compulers i Classroom Provect
Quality text adventures that should find a place among even the
mast elite of software collections. FUN WITH WUH[]E B ELECTRON Tape £8 00 Dige £10 00
: { Start your fun with alphabet purde. continue your play with YOWELS, learn the diffesnce
Send chegque or P.O. with your order 1o batwnan THERE and THEIR, have games with SUFFIXES and rewaed yowrsell with a game of |
Dept. E, Potter Programs, 7 Warren Close, Sandhurst, HANGMAN
Camberley, Surrey, Tel: (0252) 877608, Very pood indeed” . ARE Computing - Jan/Fak 1384
Trade enguiries welcome
ORDER FORM SLIDING PUZZLES sy p Warnee  BBCELECTAON Tape {795 Disc £9.95

There afe two jigsaw asd Four Hiding purties oh & 3= 3 gad 4 = 4 grid Each program stsdts off ag |
. u i &h gasy level to emsare initial success but gradually becomas hasder. It helbgs children 1o dewelop
e — Copies of Galadriel in Distress spatial imagiaatean aad in $olving problems The tape includes: OELONG. JIGSAW HOLSE

= Copies of Super Agent Flint for tha Electron. MUMBERS, CLOWN and LETTERS

Copies of Staff of Law KON-TIKI &y 5 Amos B¢ Tape £12 85 Disc [14 95
siulation program based on Thar Heyerdihl s KOK-TIEI prpedition Enjoy & joney oa the KON
THEl recording oo @ mag the raft's position and eatering notes in the laghaook on creatures found,
unutual eweals eic Enchesive of booklet, backgrsand imlormation. maps and fully swpportive
ilbastrated data sheeis

Please send me

MNamea

Address
| ww SPECIAL DFFERww
Buy three fifles and dedwet £ 00 |
Add Alp pdp per praer. Please srare BEC o FI ECTAON ar
OIS 40 ar &0 prack fav ducy |
Offer ends 215t Januwary 1985. I|__L'in-1um Lid, Dept ES, 77 Qualitas, Bracknell, Berks RG12 406, Tel: 0344 50 }*sz

~~ AMSTRAD "> P pELoes
ELECTRO - _
b >

FAST — FUNNY
& ADDICTIVE

ER*BERT

TS ER"BEATS CUBIC DOMAIN AVIHD HIS UMWELCOME
GUESTS! GRAZ THF BANANA DOUBLE YOUWR SCORES BT
WATCH OUT BORIS THE APE WILL SOOKN WANT IT SACK! DROP 1T B

AND UM -~ UNLESS ¥OURE VERY BRAVE! AvOiD CASCADNG BALLS

THE MOYVING HOLE AND COILY THE ANACONDA, HE'S GOT A CUDDLE

YOL'LL NEVER FORGETI ESCAPE WHEM IT'S REALLY TOUGH BY TRANSPORTER

CISE QR BOTA HAT — IF ¥OU VE EARMED ONE MULTIPLE SCREENS - ADDITIOMAL

CHAMGE CUBE COLDOUR TASKES, IT'S FUN AT LEVEL OMNE BUT WATCH OUT AT LEVEL
TEM! PACKED WITH FUMN AND EXCITEMENT — TRY IT YOURSELF, (ALL VIACHIME CODE|

PINBALL

ILLUSTRATED LEAFLETS AVAILABLE — SENDS A E
GAMES ANKILABLE RCCESS CARRAD WELCDME

AT MANY DURLETS 28 HE HOT LINE m
OR DIRECT FROM GEITI GREE

MICROBYTE SOFTWARE [Eu2|
18 HILGROVE ROAD, REWOUAY, CORNWALL, TRT 707

|-||---I —-.J- I I IJ I | | | |
M

& TRAADITIOMAL GAME [ S —

STAR TREMCH — OF STRATEGY AND - e —
EXCELLENT 30 ORAPHICS SKILL — 7 LEVELS IGR@BYTE
MLULTIPLE SCENE SPACE THEE ELECTRONMBEC ! |

BATILE 1O THE DEATH THE CLASSIC ARCADE GAME UP a

THE DEATH EYAR FIHY TO FOUR PLAYERS — HiI SCORES DESTRIBUTORS ! s FTWAlE
YOUR WAY BACK. MACHINE — BONUS FEATURES DEALERS — CALL
CODE GAMES IREQUIRES 0.5, —— ELECTRON/BBC -MACHINE | 06373 6886

1001, e CODE FOR TRADE ENGLIRIES
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of tware ‘Surgery

THE COLUMN THAT TAKES A LOOK INSIDE THE LATEST RELEASES

Osprey!
Bourna Educational
Software

I WAS lucky enough to be able
to spend two weeks in
Scotland this summer and the
highlight of the trip was my
visit to see the nesting
Ospreys at Loch Garten,

So, when Osprey! arrived in
the office, |1 grabbed it with
gnthusiasm,

Produced in conjunction
with the RSPB, and with an
pxcellant 32 page colour
booklet to complament the
program, it's a fascinating
simulation of the problems
faced by the osprey as a
Scottish breeding bird.

You take the part of the
manager of a nature reserve
where ospreys are nesting.
The booklet has given you an
outline of the history of the
osprey and you have to pick
which year you want the
simulation o start.

The earlier the wyear, the
harder the game is. Your aim is
to make sure that the birds
succassfully breed and rear
thair chicks.

To do this, you hava to
decide what your limited
number of wardens is going to
do during the vital spring and
Summaer Seds5ons.

Some are needed 1o chase

away the egg stealers, while
others have to manage the site
and keep disturbance from the
visitars to @ minimum. Also
wardens have 1o be spared to
make people aware of the
osprays and to encourage
public support,

And, just like real Iife, whean
vou've made your choices and
allocated your resources you
have to sit back and watch
what happens.

The graphics are beautiful,
painting a picture of the
reserve and the nest site. You
can watch the ospreys as they
swoop down to fish and take
them to the nest.

Sadly, if you havent
allocated enough wardens to
guard duty, you can also waltch
the egg thieves at work, Even
the visitors can be a nuisance,
their cars disturbing the birds if

yvou haven't picked the right
number of site wardens.

And to make it worse,
factors totally out of your con-
trol such as the weather affect
the final result.

Your success or failure at
ane reserve s taken as
representative of the whole of
Scotland and after the spring
ggason you re shown how the
osprey popularion has fared
under your protection,

You continue until you
reach the year 1981 or you've
run out of osprays — a horrible
thought. You can then com-
pare your efforts with the mag-
nificent results tha RSPB
achievad in reality which are
shown in the booklet.

It's a smashing program.
The instructions, both in the
booklet and on the scraen are
excellent. The graphics and
animation are more than ade-
guate and the whole package
has the guality that we've
come 10 expect from Bourne.

Even the fact that its
gducational = the well-
illustrated booklet has a
history of the Osprey and a
things-to-do section — doesn’t
spoil the fun,

So if you haven't been 1o
Loch Garten yet, you can con-
sole yourself playing Osprey!
until you get the chance.

Nigel Petars

&.
BBC MICRO & ELECTRON

Ty

ELECTRONIC COLOURING BOCHK

New
pictures
every day

Electronic Celouring
Book
Addison-Waesley Software

MANY years ago, when play-
ing with jigsaws was more fun
than VDU codes, | used to love
painting by numbers.

There were tWo main
problems, however. The first
was that | was too impatient 1o
wait for the colours to dry s0
that they ran together.

The other drawback was

Safarifun for all-with no bI00d

Jungle Jive

Virgin Games

IN a time when the big game
hunter is thankfully a thing of
the past. Jungle Jive lets you
releasa your aggressive In-
stincts without spilling blood.

It brings all the excitement
of a jungle safari onto your TV
SCrEen.

You control a little man who
waddles up and down the
centre of the screen, The idea
is that yvou blast away at the
amimals who are closing in on

you to your left and right. You
get points for each one you hit
although | pretend they re just
tranguillising darts.

As vou're gatting yourself a
life ban from the RSPCA, avoid
the slithering snake who
dashes about at random trying
to avenge all those departed
glephants, crocodiles, lions
and birds

Whatever you do, don't
shoot the cute little baboons
which line vour path. They
protect you and yvou'd better
protect them or else youre

finishad.

And don’t try 1o shoot the
blue hippo. Bullets bounce off
him.

You start off with the usual
three lives, gaining bonus lives
A% your point scoré mounts.
You losa them as you bump
into things and things bump
into you.

It's a nice action game that
promises fun for all the family

once you've settled the
arguments over who s gong
next.

Keith Young
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From Page 29

that each picture could only be
painted once, so | couldn't
experiment with colours as
much as | liked,

I'would have loved a system
which allowed me to dabble,
change colours as | wanted,
and where every new day
meant a fresh lot of clean
piclures,

Well, rather late for me, but
still good fun comes this tape
which is compatible with both
the Electron and the BBC
Micro.

Although only priced at
£9.95 - a modest enough
figure nowadays — it contains
no fewer than 18 pictures
waiting for your artistic
talents.

The first four each have a
file which allows the correct
colours to be loaded onto the
picture by first loading the
picture file itself followed by
the colour file,

The remaining 14 pictures
do not have this facility, but
this gives full rein to wour
imagination

By the way, how many
colours would you expect your
Electron to support? Wrong!
There is a palette of 35 avail-
able, including greys. pinks
and 50 on and an area is easily
filled using machine code.

A cursor s moved around
the screen, and on moving into
the palette can select the
painting colour. By then
moving the cursor to an area, it
can easily be fillad with the P
{paint) kay.

Similarly, it may be
recoloured by D (delete)
selecting another palette
colour and then painting once
mare,

The speed of the fill is quite
impressive as is the speed of
the cursor. The picture as
drawn is not final, as a mode
may be selected in which it is
possible to add lines exactly as
requirgd.

Thus the picture of the
clown might be improved by
the addition of some balloons
which can be added easily.

Indeed, it is quite possible
and fun to go immediately into
drawing mode without loading
a picture, and thus create a
picturae from scratch which can
then be coloured using the
palette. The finished result can
be saved 1o cassette,

An amusing but not owver-

useful feature is the facility to
randomly alter the colours on a
displayed picture, or to cycle
through the basic colours in
order.

The cassette box claims this
program will interest those
from six 10 96. Well, my three
and five year olds would like to
be added to that list as they
both think it's smashing fun.

| don’t think they realise
there is quite a large
educational content to the
program, with much evidence
of planning., hand-eye
conrdination and discussion
leading to the final polished
result.

Whather it would be of real
practical use in schools on
cassette is doubtful. There are
s0 many parts of the program
that it cries out to be put onto
disc for easier access of a
particular picture, or for rapid
saving of little Johnny's
masterpiece

Apart from that reservation,
| am most impressed

Phil Tayler

Defend

the
fleet

[ = = ST

3D Bomb Alley
Saoftware Invasion

IS it because war is 50 much
fun that we turn it into games?
Or is it because we play so
many war games that we go
so eagerly to war?

These were some of the
more serious thoughts
sparked off by playing
Software Invasion's game 3D
Bomb Alley.

Mind you, there isn't too
much time to think when
youre actually playing the
game!

The scenario is obviously
based on San Carlos Bay in the
Falklands. Your fleet is at
anchor in a narrow sea inlet

and you are under attack from
enamy planes. These appear in
the far distance but rapidily
grow larger as they near.

To defend yoursalf you have
to throw up a barrage of anti-
aircraft fire. The trouble is that,
although you can miss the
planes, if they get through they
don’t miss you.

You get an extra ship for
each 10 planes downed and
the game ends when you've

Awell produced bunch

Science 1
Shards

THIS package consists of four
ceparate programs on
balances, meter reading, ther-
mometer reading and lenses,

The meter program is on
twice, in Mode 1 and in Mode
0. The Mode O version added
nothing — | preferred the extra
colours of Mode 1.

The introductory program
has a noisy title plus an index. |
expected the index to give
single letter entry to load a
program, but the options are to
seg the index or leave the
program.

Leaving the program gives
yvou a blank screen and it is
necessary to CHAIN
whichever program you want.

The trouble is, you've now
forgotien their names and the
sheet of information has
differant titles for them

The balancing program
collects your name, then gives
a menu of options. You have to
decide whether to be nice or
nasty - there is no explanation
as to what this means at this
stage!

The program gives practice
in working out how to balance

seg-saws. The explanation is
rather sketchy, but If you do
get the answer correct a little
diver hurls himself into a cup of
liquid or, if you chose nasty, he
noes splat on the floar.

If you get the answer
wrong, large arrows indicate
which way the see-saw tips.
and then the diver splats if you
arg nice or splashes if you are
nasty.

The meter reading program
provides practice on reading
the two most common school
meter scales. It 15 well con-
structad, making good use of

large text, and with an option
to magnify the relevent part of
the scale.

The program is rather fussy,
four key presses are required
before an answer is put in.

The thermometer program
i5 very similar to the meter
program, It provides practice
in reading O-100°C, 0-250°F
and clinical *C thermomeaters.

Light provides a lesson in
ray optics at concave/convex
lenses/mirrars. It is again well
constructed using good text
and attractive, simple gra
phics. The whole program is
rather slow, particularly the 16
questions.

Overall these are waeall-
produced programs with the
meter and tharmometer sec-
tions the pick of the bunch.

The major disadvantage of
this educational package is
otal non-compatibility  with
the BBC Micro. If these
programs are run on a Beeb,
they have a nasty little trick -
they clear the micro’s memory.

Many schools have BBCs
and Electrans. | would choose
a program that would run on
both machines to use in my
school.

Rog Frost
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lost your last ship.

It's a simple game with nice
graphics and adequate in-
structions. The way the planes
appear in the distance and
then grow larger is a good
technigue but it's annoying
when they slow down and
gven appear to stop when
under fire. You can almost feel
the micro thinking.

At first | thought that that
would mean a slow game, but
| soon learned differently as
the planes came in at me five
at a tima.

The main difficulty comes
from the increasing number of
gnemy planes. If you like
action whera quick reactions
are 8t 8 premium then this is
the one for you.

Eileen Young

Command
amissle
silo-it's
not easy!

3-D Tank Zone
Dynabyte

IT'S not easy being the com-
mander of a missile silo,

First there are the aircraft
attacking you, then there are
the tanks. And you're stuck in a
hole in the ground with only
anti-tank missiles and an anti-
aircraft gun to ward off this un-
provoked aggression. All the
time your energy is getting
iower and the shields weaker

Mo, it's not easy. ..

Still, if wou think you could
do any better, have a go at 3-0
Tank Zona.

Your Electron’s screen
bacomes a wiaw from the silo
as you scan for the enemy, As
yvou guide the sights of your
AA gun to attack the jets and
helicopters on the horizon, you
have to watch the radar for
tanks.

When you sée one you have
to turn the turret and loose off
a missile, quick. At first the
action seems a little slow but
as the tanks get nearer and
yvour enargy drops it's all 100
fast.

The graphics are simple but
effective. The tanks appear in
3D wire form and the missiles
fly in an annoyingly realistic
manner. | say annoying

because of the way they miss.

The instructions are
thorough and the key controls
are- well-laid out.

It's an interesting game,
very different from anything
glse I've seen for the Electron.
While not the fastest program
around, it should suit those
looking for a change from the
usual arcade remakes.

Waell worth looking at.

Tony Sinclair

Enter the arena
and battle it out

Arena 3000
Microdeal

IMAGIME that vou're suddenly
transported forward in time to
the year 3000 AD. You find
yourself the star of the chiaf
entertainment of the time -
the arena — where humanoids
battle with mutants.

Your only defence is a death
ray and you need it. If youre
touched just once by a mutant
you die. And some of the
maonsters take several blasts
before they decide to die and
leave you in short-lived peace |

A nightmare? No, just a
brief description of Arena
3000. You, of course, play the
part of the humanoid, starting
with three lives but soon losing
tham.

Each mutant you kill adds to
your points score and the

cassette inlay tells you that
you gain an extra life for every
20.000 points you score.

| wouldn't know as by then
I've been swamped by
mutants such as The Dreaded
Oh Nos or the Jowal Jowian
JUMPErs.

If they're jovial | don't get
the joke.

And of course, every time
yvou clear a wave of mutants
along comes another of a
different type.

It's not easy but it is fun.
With either keyboard or
joystick control, sound on/off
and pause facilities and a Hall
of Fame, the game iswellup to
standard.

The graphics are very good
and the use of sound reason-
able. A good version of an
arcade classic.

Keith Young

Not for mere mortals...
|t S Just too good

Nightmare Maze
MAM Software

NIGHTMARE Maze, writtan
by Mike Williams, is a
descendant of Pac Man, which
was popular ages ago in the
arcades. Although it is easy to
see the origins. the game is
completely different to play.

Instead of running around
the maze in between the walls,
you actually run on top of
tham. They are drawn in pers-
pective, as if you were looking
down at an angle

There are four screans, each
with a different maze and
maonsters. The first is inhabited
by springy things, the second
by bouncing balls, the third by
deadly frogs, followed by
hungry hoppers. | cant con-
firm the last two as | always
got bounced on the second
SCrean.

The object of the game is to
coliect a number of keys which
appear around the maze. On
acquiring the last you can
unlock the door which leads to
the next screen.

The inhabitants of the maze
don't chase you, they move in

fixed patterns. The routaes
taken are sufficiently complex
as to make it very difficult 1o
remamber mare than the first
few.

Help is at hand in the farm
of a cup of black coffee. Drink-
ing this awakes you from your
nightmare and the nasties
disappear. You 5000 sStart 10
dream again so you must rush
round collecting the keys as
fast as possible before they
reappear.

The graphics are excellent
and the animation very
smooth with good sound to
accompany the springy/
bouncy hoppears.

Having said that though, |
honestly didn't enjoy playing
this game, the reason being
that it is just too difficult and
too frustrating. Maybe I'm just
too old!

Mot once in thresa weeks
have | made the high score
table. not aven the bottom
position.

The man is difficult 1o con-
trol when the monsters
disappear, often running
straight past the path you wish
to turn and run along, and
when you ara caught, all the
keys you have so painstakingly
collected are lost and you
must start again.

This game is for advanced
arcadians only, providing an
exciting new challenge to their

skill. Us aordinary mortals
havan't a chance, it really is a
nightmare!

Roland Waddilove
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CHRISTMAS Box is a
game of strategy designed
to while away a pleasant
time after a substantial
Christmas dinner.

The rules are simple: Two
players take turns to enter a
Christmas Box into the grid by
pressing a letter key from A to
F.

Tha pilas of presents build
up to the top, but no further, to
the accompaniment of We
Wish You A Merry Xmas.

Q cuts the music. S starts it
again.

The winner is the first
person to get four of their
presents in a straight line —
vertically, horizontally or
diagonally.

If you don’twant to type the
whaole thing by hand then send
off for this month's tape. If you
want to learn some new

fechnigques to aid your pro-
gramming then read on.

And if you want 1o write a
program with a structured
format so that it can be
changed to your requirements
then start key tapping.

The program has been
writien so that another pro-
grammer can easily see how it
works and therefore be able to
change it to suit themselves

The first 19 lines do
everything. They form the
main control module,

The lines call procedures or
functions in 8 sequence that
creates the effect seen on the
screen. There is a single
REPEAT UNTIL loop which
continues until one or other of
the players has won.

After the end message has
been displayed the program
automatically starts again.

A game of
strategy by
JOHN WOOLLARD




Mame$S(1)
grid®(6,5)

win®:{40)

pitch%({54} and
duration®(54)

winTes

person’s
k, k1, k2...
shape$

T%

getis

I and inkey%

e NN

ments of lines

THE program was designed to
' be flexible in its use. The tune

can be changed by changing

the values in the data state-
1760 and
1770. The shape of the
Christmas Boxes can be

main confrol madule:
PROCtitle

PROCinitialisation

VARIABLES

THE arrays are dimensionalised in fine 560.

Contains the names of the two players.
Contains a value for each position on the
display. Those unique values are used to
determine if a player has a winning
combination of Christmas Boxes.
Contains the totals of the 38 winning
positions.

Contain the pitch and duration of the 54
notes of the tune that plays during the
game,

A flag that starts at zero and becomes
positive to show that a player has achieved
a winning position.

Either 1 or 0 and indicates which player's
turn it 15,

General purpose counters that do not cross
procedure boundaries.

Contains a string that produces the moving
sleigh at the top of the screen. :
Used to count through each note of the
tune and determine the position of the
sleigh on the screen.

Stores the value of the player's choice of
letter.

Temporary stores of the result of an inkay
statement.

MODIFICATIONS

changed entirely by altering
limes 1690 to 1720
The shape of the moving
sleigh is set in line 470,
Obwviously, all text can be
changed by changing the
appropriate PROCPrint calls.

PROCnameain

PROCdisplay

PROCplay

FhNcheck

PROCendmessage

PROCget

FMNname

PROCPrint (x,y,COL,a$)

PROCshape (shape%,
colour®,xcoord%,
ycoord®)

PROCEDURES AND FUNCTIONS

THE following procedures and functions are called from the

Sets up the initial screen with a
display of grid and title.
Dimensions all variables wused,
reads the data statements and
assembles a8 machine code
routine that creates double
height characters. (That routine
was described and explained in
the July edition of Efectron User.)
The initialisation procedure also
contains several *FX calls which
are useful in many programs.
"FX16.0 disables the analogue/
digital sampling. This is an
advantage only if the Plus 1 is
fitted, *FX229.1 disables the
action of Esc. It may be useful to
gat it to *FX229.0 while debug-
ging is carried out. The other *FX
calls are documented in the
Electron User Guide.

Allows the two players 1o anter
their names and wishes them
luck.

Creates an empty grid for the
players to enter their Christmas
Boxes,

Waits for the player to make a
choice and enters the Christmas
Box.

Checks 1o discover if that move
was a winning move. If it was
then win% is set to a positive
value.

Displays its Christmas Greetings
when the loop ends.

Waits for a letter key to be
pressed between A and F.
However, if Q is pressed the
spound is quietened, if S is
pressed then it is enabled. The
procedure uses *FX2100 to
enable all sound output and
*FX210,1 to disable all sound
output.

An input routine that prints the
inputted characters in double
height to a maximum length of
12 characters.

Utilises the machinea code
routine created in the initialis-
ation procedure so that whole
strings can be printed in double
height.

Displays a coloured shape deter-
mined by the value of shape%
and colour®: Bt a position on the
screen determined by xcoord%
and ycoord.

DATA

IT IS most important that these statements are entered
accurately as mistakes may not appear as syntax errors but as
spurious errors whose source is hard to determine.

Lines 1730, 1740 and 1750 contain the winning
combinations. Lines 1760 and 1770 contain the notes of the

tune,

Full listing starts

on Page 34
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From Page 33

10 REM Christmas Bo:
20 REM John Woollard
30 REM (C) Electron User
40 REM Happy Christaas
S0 Progranf="Christmas B
0"
50 MODEZ:VDU23,1,0:0:0:0
H
70 COLOUR1ZZ
B0 PROCtitle
70 PROCinitialisation
100 PROCnasein
110 PROCdisplay
120 gol=0:wini=0
130 REPEAT:qoX=gol+]
140 personi=goIN00Z
150 PROColay
160 winl=FNcheck
170 UNTILwinX
180 PROCendeessage
190 RUN
200 DEFPROCtitle
210 CLS
220 COLOURS
230 PRINTTAE(10=LEN(Progr
anf)DIVZ, 1) Prograss
240 COLOUR?
230 FORk1=1T020:FORK2=0TO

80 PRINTTRBULI+3#kZ, T+k]}

270 NEXT:NEXT

280 PRINTTAE(],23:35TRINE
$(19,%1" )y

290 FORK1=1T0S:FORKZ=1T05

300 PROCshape(l,RND{15}-]
Je2191-50, 181104120}

J10 NEXT:REXT

320 COLOURS

330 PRINTTAB(2,3)"See Ele
ctron User®

J40 PRINTTAB(2.4)"#0r ins
tructions. "

T30 COLOUR?

S&0 ENDPROC

370 DEFPROCinitialisation

380 DIM dblp &FF:FORDpt=0
TO2STEP2: PY=dblp: [OPT Opt:5
TRAETO: STILT9 e STYRTA: LDAR10:
LOXRETO: LDYRO: JSRAFFFI

390 LDA®ZT: JSRLFFEE:LDARZ
33t J5RAFFEE: LDALTL: JSRAFFEE
:JSRYFFEE: LDALT2: JERLFFEE:J
SRYFFEE: LDALTI: JSRLFFEE: JER
KFFEE:LDAKT4: JSRAFFEE: JERAF
FEE:LDA#I1: JSREFFEE: LDAKTY:
JSRLFFEE: LDARTA: JSREFFEE:LD

Christmas Box listing

A¥235: JSRAFFEE

400 LDARZI: JEREFFEE: LDANZ
991 JSRLFFEE: LDAKTS: JSRLFFEE
:JIRLFFEE:LDART4e JSREFFEE: J
SRLFFEE:LDALTY: JSRAFFEE: JSR
kFFEE:LDA%TE: JSREFFEE: JSRLF
FEE:LDA®S1: JSRLFFEE: LDALTY:
JSREFFEE: LDALTA: ADCHI: JSREF
FEE:LDA#255: JSRLFFEE:RTS: 1t
NEXT

410 #EEY100LDIML. (NI

420 #FX14,0

430 #FI4, 1|

&40 #FYX210,0

430 #FX11,0

460 #F1227.1

870 shape$=CHREIZ+CHREZ4T
+CHR§254+CHRE 253+ CHR$2524CH
REZS1+CHREDSO+CHREB+CHRSB+C
HR$8+[HR$B+CHREB+CHRSE

ABO VDUZI,254,0,0,0,0,255
Ldey £0dy dog

490 YoUu23,233,7,.5,1.5, 7,1
2,248, 240

00 VDU23,252,16,8,7,7,25
STy el

J10 Vpu23,251,0,1,255,255
123y 292,8,8

520 VDUZ3,250,32,82,128,1
92.1%2,192,0,0

530 VDU23,249,224,100,128
192,192,96,43, 31

540 ENVELOPE1,1,48,96,48,
1,1,1,126,0,0,-126,126,126

950 Ti=-1

340 DIMMame$(l),qrid%ia,S
}oscorelfl) totalX(l),minXl
40) ,pitchX (58} durationi (54
L]

3710 FORk1=1T039: READwinY(
kL) INEXT

580 FORk1=1TOS:FORK2=1T0&

590 gridXik2, ki)=2(k1+(k
-1185)

600 NEXT:MENT

B10 lenl=54

620 FORk1=0TDlen

830 READpitchX k1), durati
onl(kl}

640 MEXT

850 ENDPROC

650 DEFPROCnamein

&70 CLS:PROCPrint (1,2,130
, Hello,*)

580 PROCPrint(1,5,130,"P1
ease type in your"®)

590 PROCPrint(1,B,130,%na
ae then [RETURN]")

700 #F)21

T10 Name${(0)=FNnane

120 CLS:PROCPrint(1,2,130
MNane$(0))

730 PROCPrint(1,5,130,%P1
gase type in your"!

J40 FROCPrint (1,B,130,"¢r
iend's name °!}

750 #F12]

T40 Name$(l)=FNnane

770 CLS

T80 PROCFrint(4.4,130, Nan
efi0)]

750 PROCshape(0,1,100,880

800 PROCFrint (4,7,130,Nan
efill}

810 PROCshapell,2,100,740

B0 PROCPrint(1,18,130,"6
ood Luck®):#FY21

830 I=INKEY(J00):CLS:ENDP
ROC

840 DEFPROCdisplay

850 COLOURY

Ba0 FORK1=1TO20:FORK2=0TO
b

870 PRINTTRB(L+I#k2,7+k1)
.II ]

880 NEIT:NEXT

490 PRINTTAB(L,28);STRING
$119,"1");

300 FORKZ=1TD&

910 PRINTTAB(3#k2-1,3014C
HR$ (k2454

520 NEXT

730 PROCPrint (4,1,129," ¢
oes now '"]

740 ENDPROC

950 DEFPROCp!ay

760 PROCshape(personl,per
sona+l, 100,973

770 REPEAT

980 PROCget

¥90 IFgridiigetX,0)=5THEN
SOUND1,-15,23,20: get%=0

1000 UNTILgetY)0

1010 PROCshape (persont,per
soni+l,qetX#191-50,qrid%(ge
k2,00 81104220}

1020 gridi(getX,0i=gridiiy

et?, 0141

1030 totalX(personli=stotal
%ipersoni+gridiiget?,gridi
fgety, 00}

1040 ENDPROC

1050 DEFFMcheck

1060 checkl=(

1070 FORK1=1TD3%

1080 IFitotallipersond)AND
wink (k1)) =win (k] THENcheck
Izk!

1090 NEXT

1100 =checkX

1110 DEFPROCendeessage

1120 FORk!I=1TOS: FORE2=1T0R

1130 IF(winX(winX)ANDgrid?
(k2. k1) =griddik2, k1) THENPE
OCshape(I,B,k2#19]1-50, k%]
0+1200

1140 NEIT:NEXT

1150 PROCPrint(4,1,129,5TF
INGE(12,° 1)

1160 PROCPrint {41,129 Naa
af(personi))

1170 )21

1IB0 inkeyX=IMKEY!500)

1190 CLS

1200 PROGCPrintil,!,125, Nan
efipersani))

£210 PROCPrint(1,4,129,"is

the winner"!

1220 PROCPrint(1,9,129,"Me
rrey Christmas®!

1270 PROCPrint(1,11,129,%
rom all at®)

1240 FROCPrink (1,13,142,"E
lectron User")

1250 PRINTTAB(1,29),"Press
Return”

1260 #F121

1270 REPEAT:UNTILBET=13

1280 ENDFROC

1290 DEFPROCqet

1300 #F)21

1310 REPEAT

1320 ThaTi+!

1330 IFTINOD14=0THENFRINTT
RBID,4)STRINGS (40, *):

1340 PRINTTAB(TINODIA,5)sh
ape¥;

1350 SOUND!,1,pitchX({TINOD

34
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lenZ) ,durationi (TINODlenll/
1.3

1350 SOUNDL,0,0,1

1370 inkeyl={INKEY(7)0RI2)
=%

1380 IFinkeyX=17THENSOUND!
«0,0,99: sEX210,1

1390 IFinkeyX=19THENeFYZI0
W0

L&00 UNTILinkeyZ:0ANDinkey
7

1410 getX=inkeyl

1420 ENDPROC

1430 DEFFNnase

1440 REPEAT

1430 Mame$=""

1450 PROCPrint(l,11,130,5T
RINGS(1G," "N

1470 REPEAT:B=GET

1860 Nasef=Namef+CHRS(G)

1490 PROCPrint(l,11,130,Na
zef)

1500 SOUNDI,-15,230,1

1510 UNTILE=130RG=1270RLEN
(Name$) )12

1520 UNTILES}127ANDNanes<)

CHR$13

1530 =Named

1540 DEFFROCPrint (x,y,COL,
afl

1550 COLOURCOL-128

1560 FORK=LTOLEN{a%$)

1570 AX=ASC(MID#{a%,K, 1))
1580 IFAXILZTANDALCI44THEN
COLOURAZ-128: AY=32

1390 IFATCI2THENAL=32

1600 ¥X=x#K-1:YI=y:CALLdDL
B

1610 NEXT

1620 COLOURT?

1630 ENDPROC

1640 DEFPROCshapeishapel.c
olourd,xcoord®, ycoordi)

1650 GCOLO,colourX

1660 BCOLO,128+(colourl-1}
¥

1670 COLOURcolourl

1680 MOVExzcoord,ycoordl

1690 1FshapeX=0THENPLOTI,D
J+PLOTL,0,0:PLOTAL,0, =50 P
LOTR1,50,0:PLOTEL, D, S0:PLOT
81,-50,0:PLOTEL, 40, 30: PLOTE

1,50,0:PLOTEL,~40,-30:PLOTE
i,40,-20:PLOTEL,-40,-30:PLO
T0,20,15:PLOT3,0,50:PLOTS, -
50,0:PLOTO,45,15:PLOTY, 40,
-30:PLOTS, 0,-50: ENDPROC

1700 IFshapeX=1THENPLOTI,O
,0:PLOTL,0,0:PLOTEL 0, -501P
LOT81,50,0:PLOTEL,0,50:PLOT
81,-50,0:PLOTE],40,30: PLOTE
l 15":'1 U:PLHTHI .'lﬂr]ﬂ't PL”TE
1,40,-20:PLOTEL,=40,-30:FLD
T0,20,15:PLOTS,0,50:PLOTS, -
50, 01PLOTO, 45, 15:PLOTS, -40,
=30:PLOTS, 0, -50: ENDPROC
1710 1FshapeZ=3THENPLOTO,0
,=25: VOUS: COLOURLS: PRINT" X"
sV0U4,23,1,04050;050: COLOUR
1:ENDPROC

1720 ENDPROC

1730 DATAZ0,40,950,1920,20
720, 61440, 983040, 1966080, 31

0,341200,17318400,554188800
+ 1082400, 34536800, 1. 1083776
E9

1750 DATAS3Z610,17043520,3
43392640, 1065220, 34087040, 1
.0907852BEY, 67904 ,2236928,7
1581676, 139808, 4473856, 1431
63352

1760 DATALO0,10,80,10,80,3,
88,3,80,3,76,3,468,10,32,10,
%8,10,88,10,88,3,%6,3,88,3,
80,5,76,10,40,10,75,10,95,1
0,%6,3,100,3,%6,5,88,5,80,1
0,68,10,60,3,40,5,48,10,88,
10,76,10,80,20

1770 DATA&0,10,80,10,80,10
,80,10,76,20,76,10,80,10,74
,10,48,10,50,20,88,10,95,10
,88,5,88,5,80,3,80,3,108,10
v80,10,50,5,60,3,48,10,88,1
0.76,10,80,20,232,0

A57280,52914540,1, 00553296
7.2, 01326392E9

1780 DATA&TA30,2154800,5692
13800,135300, 4325600, 138547
200,270600,8659200, 27709440

This listing is included in
thiz month’'s casseite
tape offer. See order
form on Page 47.

| A WINNI

NG HAND

PETTIGREWS DIARY £7.95
I'hree Part 90K adventure taking you
from the serene Oxfordshire countryside
through bustling London streets, to an
epic journey through Europe. Superb
family entertainment hlled with intrigue,
action and suspense, “‘Pride of place for
the most original and entertaining
Adventure - it’s got to be value for
money” Computer and Video Games
advemure supplement).

EMPIRE £6.95
Excaiung game of strategy with eight
levels of difficulty. Destroy the ewvil
Empire before it conquers the world -
PMlayed on a world map. “Ths is a terrihc
game — visually auracuve and highly
addictive” Home Computing Weekly.

MYSTERY OF THE JAVASTAR £7.95
Enormous four part adventure with 3
plaving levels. Mount an expedition tothe
South Seas 10 discover the secrets ol the
18th century shipwreck. Absorbing
family fun with puzzles, challenges and

HILETCSHing facts.

——s

AVAILABLE NOW AT ALL GOOD STOCK-
ISTS or by MAIL ORDER (send cheque/I’Q) to:
SHARDS SOFTWARE Roycrafi House, Linton
Rd, Barking, Essex. OR Telephone through your
Access/Visa order to 01-591 7666,

Selected
Stores
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ELEC TRON JOYSTICKS

If you have a Plus 1 software around at Fully anal ACORN
m'rerfn:lce then you have present that makes full use ciﬁgnﬁuﬁﬁ'mff retum to
paid a fair amount of of analogue joysticks ceanlme joysticks to work with your
money for the A/D because it requires greater Plus 1 interface or other analogue
converter. Don't waste it skill to both write the intefaces. Already in use by tens
by using switched joysticks program and use it. As of thousands of BBC owners,
which will not run people become bored thase British made joyslicks are
programs that need full  with the curent games, I;'”*;" g”ﬂ'”’;'m and bqﬂl‘rﬁd by
analogue function An  the additional skills oo games Bdising | T
analogue joystick can needed for the analogue '
eqasily be made to joystick will become more " :

simulate the “faster” important, ACORNSOFT's A Dela 3b "twin™ - A pair of unal?ue_ _

; _ j joysticks wired to a single plug. One joystick
'F]‘-.':'h':n |:::|lli a EWIfChE{ﬂ .-'I:"-"r"lﬂt{}r ana 51"1':}D|-:Er ang hoas red ﬁ"E ﬁuﬂﬁns tha othar green £19.95
joystick if needed, buta  good examples of full ' :
switched joystick cannot  analogue use. The co- A Delta 3b “single” - A single joystick but with
be made to simulate an ordination between hand the fire buttons of two joysticks £42.00
analogue one correctly,.  and eye cannot be
E‘e-::lllh,z 15 analegue. For achieved if the rate that Coming soon: Conversion soffware utilities that
instance, objects have to  something moves on the will make non standard games work on these
be accelerated to a sCreen is determined in standard joysticks.
speed, they do not cbtain  software without regard to
speed Instantanecusly the exact position of the Delta 3b joysticks should be availoble where
and the acceleration is  joystick or the pressure you bought your Pius 1 or other analogue
proportional fo the force  applied fo it or the speed - TR Ie CAN R G . e
applied. There is very little  with which it is deflected o

Volimace Umbed

Park Drive ___

Baldock

Herfordshire
SGT 6EE

Tel (04462) 894410

EPIC ADVENTURES...EPIC ADVENTURES...EPIC ADVENTURES

The Definitive Adventures
for the Electron...

E “Having now tried all the Epic Adventures, they must be the yardstick
Nea by which all other adventures for the Electron should be judged.”

ADVENTURES ELECTRON USER
v “The Wheel of Fortune for the BBC and Electron is a highly-

recommended state-of-the-art adventure.” SHIELDS GAZETTE

he Wheel “This has to be the adventure of 1984, It really is superb.”
MICRONET 800
ne "The definitive adventure. Highly recommended.”
of For u ELECTRON USER

Our other three adventures have also received superb
reviews in Electron User. They each contain approximately

is a classic puzzle

L]
This game 15, the features you d 230 locations and 25,000 characters of text.
dventure with all
; a ct_.l:'r,l:!,,l:'“'E,'P'I{:-w | = ---————---_-——_1
; PLUE th I TO: EPIC SOFTWARE, DEPT.E. 10 GLADSTOMNE 5T.. KIBWORTH BEAUCHAMP, I
‘1 @Intelig ods. And you can tal J -ty THE WHEEL OF FORTUNE £995 | £1195 | BBC 1
varying m':; : gty CASTLE FRANKENSTEIN £7.95 Loy | T
them too lanquage and speech W0 -.....qy THEQUESTFORTHE HOLY GRAI £795 £995 | hocaotics N
[ ] Mu“i&'tatﬂ*ment angue e Gy THE KIMGDOM OF KLEIN £795 £995 | onElectren I
& interp relers. POSTAGE & PACKING FREE FOR 2 OR MORE. ADD 50p FOR ONE
.;; @ Runs in real time. 30 000 I I enclose Cheque PO, tothe value of e (P EVEBE to Epic Software’) I
| e250 1DCa[iﬂnfE an:j 81:1?5: Epic’s I rowe !
e 1ers of text.
L R e :
S Co
G much into the Electron. i ) 5 g I
e - sennE  All programs available for immediate despatch. Dealer enquines welcome, Help Senvice
: ] 2 R Send letter il you don't wanl to cul magazine I

EPIC ADVENTURES...EPIC ADVENTURES...EPIC ADVENTURES...EPIC ADVENTURES.. EPIC ADVENTURES
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E”Bad Program’’

I-t'\-lfli.-ill-l‘lﬂ-lll-'lll.ﬂl-fl & agil

[ . ._
ir-l-u-l.piwl-q i.a-ni-:
'-J.-F-.t-i-'-i-l =i & q..J
= il | = e 1-! ii..l

L s

It happens to us all at some time or other! So let
DAVE ROBINSON show you how to cope with
that dreaded error message ''‘Bad Program’

St

IF you've ever had the caomehow heen corrupted and the Electron stores Basic
dreaded message “"Bad the Electron can'it deal with programs in a series of
Program'' appear on your what it finds there addresses in RAM starting at
Electron's screen and been In this article my aim is to PAGE and ending at TOP-1
frustrated by the apparent show you when and how this PAGE and TOF are the
loss of your programs, then condition will be met and names given to the address
this article is for you. more importantly, what you pointers signifying the star
This loathsome @rror can do about it. and end of the memory space
message usually ocours when Before | explain what occupied by the program
vou load a program from checks are regularly con PAGE is set to address BEDD
cassatte, although it can ducted on your program in (3584 decimal) when you first
happen if adventurous poking memory, 'l try and explain switch on, though you can
into memaory goas asiray where and how your Basic change this, as we will be
What happened is that the programs are stored. doing later
Basic program memory has As I'm sure you are aware, Each line of every Basic

program is stored in a serias of
numbers. These rapresent the
characters shown on the
scraen when listing a program
There are also four extra num-
bars, which will be explained

NOT SO BAD AS IT SEEMS

shortly
e e - The numbers in Memaory are
- : ; proparly called bytes — a byta
Bvte Explanation vaiue being the contents of the
4SESSéSEETEEESEESSSS4TEEETRISOSE i||:|{!r'1::5.5E-5 referred to, and
| Start of line &013) having a value between O and
el et e &FF {255 decimal).
2 Line No.high  0-R7FU127) Program | will display the
memory of a Basic program
L TE S TR e LR L e both the addresses and their
3 Line No.low 0-kFF (233) contents being shown, with an
prasefememnm———————f - ————— explanation of sach byte
4 Lenath of line S-FF(255) Mowmggy, betteyou hipe |
e e in, look at Figure | for an
I :
Figure I: The First four bytes P
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From Page 37

explanation of those four extra
bytes in front of every line of
your Basic program.

Byte 1 is always set to &D
(13 decimal]l to signify the
start in memory of a line of
Basic. Bytes 2 and 3 are the
line numbers of your program.
The number is held in two
bytes as one byte can only
hold values up to &FF [255
decimal).

Byte 4 is the rotal count of
bytes in each line of Basic,
including the four extra bytes.

The Electron takes care of all
this itself, It only concerns you
as a programmer when things
Qo wrong or you wish 1o
become ambitious and write
utility programs like Program
I,

The end in mamary of any
program is usually signified by
having &FF (255 decimal) in
byte 2. In practice any number
above & TF (127 decimal) will
be counted as the end.

Type in Program | carefully,
Leave out the ON ERROR until
YOu Te sure it works.

Figure Il shows a typical
digplay from this program. The
four columns are as follows:

Column 1 - address in hex,
Column 2 - conternis in hex.

Cofumn 3 - contents in
decimal,

Column 4 = axplanation of
byte.

When you run Program |
you'll be examining the
program itself. This lets you
compare the listing with the
actual bytes stored in memory.

To freeze the display at any
time press Ctrl and Shift
together. To stop scrolling
completely. press Esc.

The first four bytes have
giready been explained, Byte 5
and onwards are coded in
memory as one of two things.
It could be the Ascii code of
the letter typed in — see the
User Guide for a full set of
Ascii character codes =
otherwise it's a token number,

Each Basic keyword, such
as PRINT, has its own special
code called a token which
allows it to only occupy

Jdecimal]l or the

10 REM FROGRANM !

20 MODEE:ON ERROR VDUZ8&:
END

10 PRINTTRB(3, 1] "Address
*TAB{12) "Contents"TABI24) *C
haracters"

40 PRINTTAB(3,2)STRINGS(
33,7

30 VDUZB.0,24,39,3

60 addri=PAGE

70 endX=FALSE

B0 #1=E

90 REFEAT

100 PRINTTAB(3)STRINGS (33
II,lj

110 IF ?laddr¥+1)47F THE
N endl=TRUE

120 lineX=7{addri+3!

130 FOR bytel=f TO linel

140 PRINT“addr¥,.*7addrT.?
addrl;SPCIT);

150 IF byteX=1 PRINT"Star
tl
160 IF bytel=2 PRINT*Line
High"
170 IF bytel=3 PRINT"Line
Low"
180 IF bytel=4 FRINT"Leng
th*
190 IF byteldd AND ZaddrX
s4TF PRINT"Token"
200 IF byteX>4 AND ZaddrX
(kTF PRINT CHR$[%addrXi
210 addri=addri+!
220 IF endisTRUE THEN byt
el=linel
230 MEIT
240 UNTIL endX=TRLE
230 FRINT*addr¥,“7addr,”?
addr i3 SPCIT) s
250 PRINT"END"
270 VU2 =
280 END

Program |

one byte of memory

These two are easily dist-
inguished by their value. Ascii
codes stop at &7F while
tokens range from &80 1o
&FF. Don't worry to much
about tokens at this stage.

In case you have not used
the 7 or the & before, I'll say
that the ¢ is to refar to the
contents of an address, The
Ccauses a number to be output
in hexadecimal,

Before the Electron will
allow you access to the
pragram in memaory it aaill
check that each line conforms
1o the format in Figure I.

The two things that will
cause the "Bad Program”
error are either the first byte
not being equal to &0 (13
thirdd byte
bBeng equal to zero.

These two checks are
repeated for each line of Basic,
the length of the line being
added to the start address to
find the address of the start of
the rext lineg,

With the knowledge
gained. we turn now to con-
sider how to recover from the
bad program errar.

What's needed is a short
program that will examine the
memory area and correct all
the faults found. Program Il is

designed to do just that.

Before vou look at the list-
ing you must understand two
more points about a Basic
]]!’DHFHFI"I.

The first is that there must
be no byte after byte 4 which
has a value in the ranye Q 10
19 {31 decimal). The reason is
that these are special control
codes for the Electron which
won't like them being there.

The second point is that line
numbers must always in-
crease in value,

If these two points are not
attended to. the recovered

program may list but it would
be difficult to correct.

Program Il uses two proce-
dures to correct them.
PROCIine counts the number
of bytes in a ling, replacing any
bad bytes with &23 (the Ascii
code for £). PROCnumber
ensures that all the ling num-
bers are in ascending order,

When you have typed in
Program Il do not try 1o run it
antil you have a copy safely
tucked away on tape. As said
at the beginning. programs
that directly poke into memaory
can self destruct.

To use Program Il to
recover a bad program it
follows that you must have a
Basic program in meamaory that
requires recovering. Just type
in @ simple program and poke
a zero into the third byte with:

TE03=0

This should effectively
produce a bad program. Once
you have got a program you
want o recover, enter:

#JFT 2.0

fo ensure that the Electron
accepts all of your program
MNow mowve PAGE to a higher
value with a direct commancd
such as:

PRBE = S3C00

Having done this, wa'ra
now ready 1o try to recover the
bad program. CHAIN Program
Il and see if it works. If not,
check the listing carefully and
try again - not forgetting to
resel PAGE.

Assuming all goes well, yvou

+ L e —y
Address Contents Characters
S ENEEEEE T EEEEEEEEEESEESEEER
EO0 0 13 Gtart
E0L ] @ Line High
E02 & 10 Line Low
E03 F 15 Length
~E04  F4 284 Token
E0S 20 32
E0s 50 8 P
Ed7 52 g R
E0B #F FA B
S & M §

Figure If: Program memory after PAGF
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should have restored your
program. It's now up to you.

Carefully go through the
listing loaking for the £ sign or
other mistakes, correcting all
you find befare trying to run
the recovered program.

You'll find that for any
program of reasonable size
the abowve recovery method
takes several minutes (o
complete,

There is a way to speed this
to less than a second and it
also has the advantage that no
Basic memory area is used,
which means that you don't
have to reset PAGE. This pan-
acea is machine code,

When you run Program 1]
it will produce a machine code
program that does the same
task as Program I1l. This
machine code routing is desig-
ned to be stored below PAGE
at addresses D0 onwards —
Plus 1 ovwners baware!

To use Program [ type itin,
save @ copy then run it to
assamble the machine code
we're going 10 use to replace
Program I,

When Program Il has
finished it has generated a
machine code recovary
program which is now lurking
below PAGE. A copy of this
assembled program is saved
by entering:

#SAVE “RECOVER" D01 D90

When you've got this
machine code safe on
casseite, just load the bad
program as before, and enter:

CALL &D01

which activates the recowvery
program.

To relopad the machine code
program at any time, type:

sLOAD “RECOVER®.

This does not affect any
Basic program already in the
Electron. This means that
when wyou get the dreaded
message you can just:

$L0AD "RECOVER®

which puts the machine code
recovery program into the
Electron without harming your
Basic program. Then enter:

CALL &DOL

to set it to work and your
program will be recovered.

:0 REM FROGRAM 1I
20 REM RECOVERY (BASIC!
30 thislineX=%E00:1astli
nel=LEO0
&0 end%=FALSE
S50 REPEAT
a0 PRINT*thisiinel
70 thislinel=kD
BO IF ?(thislineiel) }&7F
THEN endZ=TRUE
S0 FROCline
100 IF thislineI LEQ0 THE
N FROCnuaber
110 lastlinel=thislinex
120 thislinel=thislinel+h
ytel

140 PRBE=EE0D

150 PRINT*Done"

160 END

170 ¢

180 DEFPROCline

150 byteX=4:endlinel=FALS
E

200 REFEAT

210 IF 2(thislinel+hytel)
=4[ THEN endlinef=TRUE:GOTD
240

220 IF 7(thislinel+byteX)
(%20 THEN ?(thislineX+byteX
=423

230 bytel=bytel+l

240 UNTIL endlinel=TRUE O

230 7(thislineX+3)=hvtel

240 ENDPROC

27

280 DEFPROCnusber

290 IF 7ithisline®+1) 37(1
astlinel+1} ENDFROC

J00 IF ?(thislineX+L}(7(]
astlinel+l) THEN Tithisline
1#1)=7(lastlinel+l)

310 IF 7(thislineX#2))7(1
astlinel+2) ENDPROC

320 ?(thislinel+2)=7(last
linel+#2)+1

330 IF 7(thislineX+2)}=0 T
HEN ?(thislineX+1)=7(thisli
nei+l) +1

130 UNTIL end%=TRUE B byvtel=kFF 340 EMDPROC
Program fi
{0 REM PROGRANM 111 110 RTS 530 .nusber
20 REM TO PRODUCE RECOVE 170 .line 40 TYA
R (H/C) 330 LDX 41 £50 BEQ line
30 thislineX=k701lastiin 40 LOY ¥4 850 LDY M
gl=k72 150 . loop 670 LDA (thislined),Y
40 FOR IX=0 TO 3 STEPY 340 LDA (thislined),Y 680 CHP {lastlinell.Y
S0 PI=kD0! I70 CHP #4D §90 BEQ n!:tnu:hur
80 [OPT IX 380 BED newline 700 BCS line
70 LDA #0 190 CHP #4820 710 LDA tlastlinell.¥Y
80 5TA thislinel 400 BCS continue 720 STA (thislinell,¥
90 5TA lastlinel 410 LA 123 730 .nextnusber

100 LDA k18

110 5TA thislinel+!
120 ETA lastlinel+!
130 LDY &0

140 LDA #ED

150 STA (thislinel) .Y
140 LDY %0

170 ,start

180 LDY #1

190 LDA (thislinel}.Y
200 BEQ next

210 BNl end

220 BPL number

230 .next

240 INY

250 LDA (thislinel).Y
260 ENE nusber

270 .end

280 LDY #1

290 LDA WLFF

J00 STA (thislineX),Y

420 STA (thislinel) ¥
430 .continue

&40 INY

450 BNE loop

860 LDA 8D

470 LDY BEFF

480 STA (thislineX),Y
§50 .newline

300 TYA

510 LDY 43

€20 STA (thislinel),Y
530 LDA thislinel+l
S40 STA lastlinel+l
550 LDA thislinel
550 STA lastlinel
570 CLC

580 ADC (thislineX),Y
590 STA thislineX
500 BCC start

510 INC thislinel+!
620 BCS start

T4O INY

750 LDA (thislinell,¥
760 CHP (lastlinell,¥Y
770 BEQ add

780 BCS line

790 .add

8O0 LDA (lastlinell,¥
810 CLC

820 ADC Ml

830 5TA (thislineX),Y
240 EME line

850 DEY

B&0 LDA (thislinell,Y
g70 CLC

BEO ADC #1

890 STA (thislinel),Y

700 BPL line
910 ENI end
520 )

930 NEXT

Program [l
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Clamber up the pipes,
dodging the cascading
ball bearings to despatch
the Weevils and Super- [
weevils using your spray

can. Features oxygen

A cylinders, bonus letters,
belt lever and panic
button.
NEW PRICE! B.B.C. and
Electron cassette: £6.95.
B.B.C disk version: £9.95.

MICRO POWER LTD
MR THW 0 HOWSE, NORTH STREET
LEEDS LST 284 TEL (0512] 45BBHD
[Nl Tul o he | ITWeARE IS &vAILaE | RN

AUTHORS! WE PAY 20% ROYALTIES!
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Ef michard Fareday

REMEMBER way back in
August when we gave you
the chance to win a Sign-
point print port by becom-
ing a cartoonist?

We had hundreds of very
funny entries, the beast
Micro Kid strips ever.

Choosing the winners
was a difficult task, but

FOR THE ACDRN ELECTRON

August and September contest winners

- "} L
gt T an st | TR e

[T .
Jaed "I-lf-: T =~

Here’s your

chance to

these three top
adventures games!

now print ports aré on
their way to Richard Fere-
day, of Palmers Green,
London and Michael
Lythgoe of Widnes,
Cheshire.

September’'s competi-
tion had you all trying to

sort out the mischiaf
gremlins had caused to our
programs,

Thanks for all your help -
First Byte printer interfaces
are on their way to Roy
Preston of Midlothian and
Gary Hugo of Lincoln.

Electron User contest entry form

Finish the following sentance in not more than 20 words:
| like playing adventures because . . .

Name

CHRISTMAS is coming
and Electron Useris playing
Santa Claus, courtesy of
Epic Software.

We've got five sets of Epic’s
three classic adventures to
give away in our free com-
petition — Kingdom of Klein,
Quest for the Haly Grail and
Castle Frankenstein — all you
need for hours of puzzles and
pleasure.

And, since it's Christmas, it
couldn't be easier 1o enter. All
you have to do is to tell us why
yvou like playing adventuras.

The funniest, cleverest,
most original or honast reason
could make you one of the
lucky five.

So, just finizsh the sentence
on the form in not more than
20 words and send it in. The
competition will close on
Christmas Eve, December 24
and the judge’s decision will
be final

Addragss

Send to ADVENTURE, Electron User Contest, 68 Chester Road,
Hazel Grove, Stockport SK7 5NY,
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| National Micro

MONITORS

You can happily operate your Electron with your
domestic TV set. But more and more users are
finding that for a really crisp picture you need a

£ver '0'.# special monitor. We offer a monochrome and
’ ’ SHED three colour monitors:
ICES Sl Zenith 12" (green screen) . £81.00
Old

an l&i”"# PR ~ | Microvitec { 14" colour-lowres) ............£217.41
0 Microvitec (14" colour—med res) ............ £326.66

7 MNew Microvitec (14" colour—hires) ................ £480.70

i, 5 /' ,&f&' price price

For the best of both worlds there s the 147

Brother HRS m £165.00 F:?':iw:ende; l.u.?::fa ca:::n EITLME. as a monitor and
than our RX80 £272:00 £260.00 | | "THIIRCEIC o €25100)
aormlprice RXBOFT £315:00 £295.00 & i

EX43only  £286:90 £279.00 N
This soeckl EX43+F  £394.25 £383.00 = —
offer is :
exclusively for :
readers of
Electron User
and appligs to DATARECORDER

= From awide selection of cassette
l'l'.lﬂll ﬂtdﬂ recorders we recommend the Pye ':
sales ﬂl'll'y. Data Cassette Recorder, which is 4 _
a perfect match for the Electron. :
With it comes a FREE power .
pack and Electron lead. ¥ it
£38.00

Wiesilnliomci® A FREE dust cover

E mem ip o A

NMC's Computer Club - with evervy Electron

enabling you to enjoy JOYSTICKS

generous discounts on all We have ample stocks of Electrons and can promise Use a joystick ta play arcade games and

your future purchases! mainland deliveny within 24 hours of receiving vour order. watch uour scote increase dramaticalh!
With it comes an introductory cassette of 15 programs, a For serious -I.EEIITIE'E- a joystick really is a

Benefits for Club members very comprehensive User Guide, an easy-to-understand O A R o B R i R specially

include a big saving of DIY book on programming AND a free dust cover recommend. Both provide twin fire

10% on software and 5% with the compliments of huttons

on hardware purchases National Micro Centres ........... £189.00 Sureshot (self centering action) .. £15.67

over £25. Electron Dust Cover if supplied separately ... £2 80 Clares{non 5..3]5--::L=.-1|q-'ri1r|g:l pair £19.50

.

Personal shoppers are = |
weicomme af aur retall stofés. Pt : Ed dda SElli“g W’Ell == Firﬁt EytE’E
WL o 5% switched joystick interface

since itwas launched at the Electron & BBC
Micro User Show the switched joystick interface
from First Bute has been one of our top sellers.
‘This plug-in cartridge takes standard Atari-style
joysticks which are much more popular -

and cheaper-than

analogue jousticks. ... £23.70

Mational Micro Centres,
36 5t. Petersgate,
Stockport SK7 5NY.
Tel: 061-429 B0OS0

Wilmslow Micro Centre,
62 Grove Street,
Wilmslow, Cheshire.

Tel: 0625 530891 These will take Kempston & Sureshot joysticks.
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Centres

AT LAST! Plus 1

is the Electron
add-on we've all
been waiting for!

ELECTRON PLUS 1 isAcom’s answertoa
growing demand from Electron users to be able
to extend their micro's capabilities. With it you

Phone
puu.r ntdt'.r

MAIL ORDER DIVISION
061-429 8080

Amawm’ing service outside normal office hours
Or use the order form below

Birds of Prey (Romik)

A fast moving imvaders hpe
game where the aliens in space
take the form of birds. Great
value formoney. ............ £6.99

» Pharoah's Tomb (A & F)

Seek the golden mask in this
graphic adventure, sohse
anagrams and number puzries
- but avoid the monsters.

Our Top Ten
Best Sellers

Chess [(Acomnsoft)

One of the best computer
versions of the game, easy 1o
use, with more options than s
competibors. .... ..EB.28

Mini Office

{Micro User/Electron User)
All-in-one word processor,
database, spreadsheet and
graphics package at an

: £T.15 incredibly lowprice .. £5.95
can add a printer and use your Electron for word e
processing and financial calculations lts josti '-“ Killer Gorilla (Micropower)
input is designed to take two fulhy p*mpﬂf'ln ed Fast becoming a cult game. Micro Olympics

foussticks — giving an entirely new d limension to
games playing. And its two unique cartri tdge slots
enable you to plug in games, educational and
business programs - and that means no more
waiting for programs to load. Many other
manufacturers are now planning cartridges that
will use Plus 1 to expaﬁd the Electron in many
more exciting ways and considerably increase its
power and versatility

ELECTRON PLUS 1 is a must for every user
who wants to really make the most of his micro

£56.90

Ineredible
vialue at

Dodge tumbling bamrels and
blazing fireballs. Gripping
multl-bevel action. ... £7.95
Twin Kingdom Valley
{Bug-Byte)

A sophisticated adveniure
game with all 175 locations
drawn in full-screen hi-res
graphics. ... . EB.55
Cylon Attack (A & F)
“Outstanding . . . quite simphy
excellent . . . the graphics leave
most ather games standing”. -
ElectronUser . ......oooiivnns £7.15

{Micro User/Electron User)
Fit yourself against the worlds
greatest athletes £5.95

Starship Command
(Acomsoft)

Guide your craft through deep
space and avoid an enemy
bent on your destruction, Very
podlctive. ..o i £8.28

Chuckie Egg (A & F)

A progressive game requinng
extremely high skill levels. The
nightmare hasbegun! ..... £7.90

Post to:

NATIONAL MICRO CENTRES,
36 5t. Petersgate,

Stockport SK1 1HL

ROM ORDER FORM

CARTRIDGES
With Plus 1 vou can use

software u_arln-:jjes on your
Electron for the first time

Total
Qty £ p

Please supphy the foliowing
ltem Fi

Now available:
Snapper
Hopper
Starship Command

only £14.95

Pﬂractlua credit lermTI

Phone for details

DELIVERY CHARGES
Hardware: £7 per item
Software: FREE

] TOTAL

Fleasze indicate met thod -:':lr payment b T 11 2 N A S Brebmch i o TP L IS
Cheque payable to AOArSEE ..o i h i de i e
MNational Micro Centres
AllL PRICES GIVEN HERE Access/Barclaycard No T 2
SN, o L e s e S
INCLUDE VAT MWL, v v o5 6 m i n EUL I
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Malke light work of listines

To save your fingers most of the listings in Efectron User have
bean put on tape.
On the December tape:

CHRISTMAS BOX Align the presents logically. SILLY SANTA Sort out the muddie. SNAP Match
the Xmas pictures. RECOVERY The Bad Program message tamed. CAROL Intarrupt driven musie.
AUTODATA A program that grows and grows. NOTEBQOK Simple string handling

On the November tape:

STAR FIGHTER Anti-alien missions. SCROLLER Wrap around maching code, URBAN SPRAWL
Environmental action game. SPELL Alphabetic education. JUMPER Level headed action CAESAR
Code breaking broken, KEYBOARD Typing game

On the October tape:

BREAKFREE Clatsic arcade sction. ALPHASWAP A logic game to straln your brain. SOUND
GENERATOR Tame the Electron's sound channels. HLILE'ICHA RACTER GENERATOR Comgles
characters made simpla. RAIGEL 6 Out of this wodld graphics. MAYDAY Help with vour morse coda
NOTEBOQOK Palindromes and string handling,

On the September tape:

HAUNTED HOUSE Arcade action in the spint world. SPLASH A lzgic gama for non-swimmers,

SORT SHOWS How sorting algorithmsa work. SORT TIME The fima thay take. CLASSROOM
INVADERS Multicoloured characters go to school. SAILOR Nautical antics. MATHS TEST Try out
yaur mantal powerns,

On the August tape:

SANDCASTLE The Electron seaside outing. KNQCKOUT Bouncing balls batter beick walls
PARACHUTE Keep the skydivers dry. LETTERS Large lotters for your screan. SUPER-SPELL Test
yous ipelling. ON YOUR BIKE Pedal power comes to your Electron, SCROLLER Slhiced strings slide
sideways. FLYING PIGS Bacon on the wing

On the July tape:

GOLF A day on the lmks with your Electron. SOLITAIRE The classic solo logic game. TALL
LETTERS Large characters made simple. BANK ACCOUNT Keso track of your money, CHARTIST
30 graphs. FORMULAE Arvas, volumes and angles.

On the June tape:

MONEY MAZE Avoid the ghosts to get the cash. CODE BREAKER A mastermind is nesded 1o

crack the code. ALIEN See little green man — the Electron way! SETUP Colour commands withoul
tedrs. CRYSTALS Beautiful graphics. LASER SHOOT OUT An intergalactic shooting gallery
EMILER Hawve & nice day|

On the May tape:

RALLY DRIVER High speed car control. SPACE PODS More aliens to annihilite. CODER Sacret
massages made simple. FRUIT MACHIMNE Spin the wheols to win, CHASER Avoid YOUT Opponent
to survive, TIC-TAC-TOE Electron noughts and crosses. ELECTRON DRAUGHTSMAN Crasts and
save Elactran masterpiaces

On the April tape:

SPACEHIKE A hopping arcade classic. FRIEZE Electron wallpaper. PELICAN Cross roads safely
CHESSTIMER Ciock your moves. ASTEROID Space is a mineliekd, LIMERICK Autormatic rhwmas
ROMAN Numbers in the ancient way. BUNNYBLITZ The Easter program. DOGDUCK The classic
lapic garma.

On the March tape:

CHICKEN Lot dangerous drivers test vour nerve. COFFEE

A tantalising word game frorm Down Under, PARKY'S PERIL Parky's lost in an invisible maze
REACTION TIMER How fast are you ? BRAINTEASER A puzzling program, COUNTER Mental
anithmetic can be fun! PAPER, SCISSORS, STONE Out-guess your Electron. CHARACTER
GEMNERATOR Create shapas with this utifity

On the February tape:

NUMBER BALANCE Test your powers of mental arithmetic. CALCULATOR Make your Electron @
cakculator, DOILIES Multi-coloured patterns galore. TOWERS OF HANOI The age obd puzrie,
LUNAR LANDER Test your skill 8s an astronaut. POSITRON INVADERS A version of the ald
arcacks favourito

On the introductory tape:

ANAGRAM Sort gut the jumbled letters. DOODLE Multicolourad graphics EUROMAP Test your
geography. KALEIDOSCOPE Electron graphics run riot. CAPITALS New upper cose letiers
ROCKET, WHEEL, CANDLE Three firoworks programs. BOMBER Drep the bombs bafore Yo
crash. DUCK Simple animation. METEORS Collisions in space

IHOW TO ORDER [ L T T LT T T T Il T T T I NN T

Please send me the following Electron User cassatte T T

Nine programs from the December issue ...

Ming pragrams from the November issue R L AT R —

Seven programs from the Octobar issus T e it

MNine programa fram the September issue

Fourteen programs from the August issue

Ten programs from the July issue

Ten programs from the June issue

Twahoe programs from the May issua ...,

Eleven programs from the April issue ...,

Twalve programs fram the March lssus

Mine programs fram the February issue .

2B programs from the introductory issues | ' RESSSSS
| gnclosa the sum of t T

POST TO: Tape Offer

ACOIEES .o iiiain i st iessssisrseniseenres | S1ECTON User, Europa House,

68 Chestor Road, Haze! Grove.

Stockpart SK7 5NY

-
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A delightful festive
frolic from ROG FROST

L
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PROCEDURES

PROCcredits

Prints title.

PROCcircle (X,Y.R,C) Used for starting picture. Draws

PROCinstruct
PROCchosa

PROCsatup
PROChouse (X,Y)
PROCsanta (X,Y,C)
PROCsack
PROCdecide
PROCremove

PROCdrop
PROCfail
PROCsuccess
PROCgoodtune
PROCbadtune
PROChall

circle centred at (X.Y), radius R in
colour C.
Prints instruction on screen.

Decides which sack is randomly left
at which house.

Sats up text and graphics windows,
gelects colours, defines characters
and some variables.

Draws houses at (A.Y)

Drawes a man in sach house at
position (X.¥] and logical colour C.

Positions sacks in the correct
places.

The playing part of the game in
which yvou make decisions.

Deals with the removal of sacks
from the houses.

Deals with leaving sacks at houses.
Displays fail message.

Displays success message.

Plays a happy Christmas song,
Plays a bad Christmas song.
Prints the fastest time.

/ TO SORT
OUT SANTA

SANTA has a bug in his
operating system this year. He
has delivered sacks of
presents to the six people in
Disc Drive. but put them in tha
wrong houses.

You, the Electron EIf, musi
sort out the muddie before
everyone wakes up on
Christmas marning.

You do this by moving from
house 1o house collecting or
dropping sacks. You can carry
up to three sacks at a time.

If you succeed, then you get

VARIABLES

T% Time allowed to C$ Shuffled B%
complete task. carry$ Sacks being carried

M % Best time so far. at present.

z% Number of present take$ Sack you hope 1o
house. fake.

newz® Numberof houseyou leave$ Sack you hope to
hope to visit. drop.

AS$(N) Initial sack numbers drop$ Sack you have

B% Numbers 123456 dropped.

Full listing starts on Page 58

another go, but the time you
are allowed is the time you
took in your first go.

If you fail, you are given 20
seconds longer for your next
turn. Appropriate tunesare
played for success or failure
and a record is kept of the
fastest time,

The first part of the program
uses a series of PROCcircles to
produce a picture. The game
itzelf follows and instructions
are included within the pro-
gram.
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elect “’E =
Be one of the first

to get each issue

A subscription will ensure you |
get your own personal copy 'I
HOT OFF THE PRESSES |
month after month for the ll

next year.

n Electron = and
one — needs to

Every owner of a
evervone thinking of buying
get Electron User every month. It's the
brightest, most authoritative yet completely
independent guide to 2 machine that has '_
so much potential you will never tire of
reading about its remarkable capabilities.

You can buy Electron User from your
local newsagent Of station bookstall. Or you
can take out 3 12 months subscription and II

have it delivered to you by post.

e S——

e ————— —_

S

Your Electr
prﬂtecﬁng I

Protect

with nuf?:;tifatmn
ﬂ: it cover made
warﬂﬁ Pliable

. 8r-resistant

vinyl, bo
Stron und with

elect>-

4 cot
A electro gect
- et e s, ele o X Clron User logo.

% ]

R e
N SR .
Mg Br & o l?‘_'..-
o o . & LT L

of Electron User
complete with these
handsome binders

Bound in attractive red pvc with
the Electron User logo in gold

issues from

-

f  Eebruary 1984 L. y Mu> , :
\ are still available Ny ™y —— blocking on the spine, this
"M at £1.25 each /il H:g'v - g ' | 'ﬂ!.ll"ldﬂ'r will hold 12 magazines
. o\ . £ B q firmly secured in
y place by metal rods. £3.95
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Cassette worth
£3.75 if you
subscribe NOW/

FREE

If you take out a subscription to Electron

User now you will receive completely free
one of the monthly cassettes of Electron
User listings. Choose which one you want
from those illustrated below.
This free gift is for a limited
period, so subscribe now!

e —
Cassette tapes of
Electron User
Programs | we
Save tvprng In program
from Electron User = ElEthFmﬂ
by sending for these | oy

Program-packed tapes, ‘

i

£3.75 each

electf!?ﬁ

 SPACE T %

HIKE :
: - - ;'G":?If:‘:i’ 'I

L gﬂl CASTLES
~—— __| OF SAND

p-u i T e
i gk 8 | s Ui

i_mr' -.-l!--l'
%
I-l' |

'elecm::ﬁ €l

1|I & : P
.H:filjmfj]‘-g‘lﬂ' -l'd

You can also take out 5 . ' /| et
subscription for the 12 %@g@l || L:';*:,";_-;;_--_;'?ﬁ
monthly tapes for £40. o o g

ORDER FORM

Accassy MasterchargeEurocard
BarclaycardVisa
Amarican Exprass

Card Mao.

Expiry Date
E Cheque/PO made pavable 1o Database Publications Lid

Mama

Address

Signed

Send to: Electron User, FREEPOST, Europa Housa,
68 Chester Road, Hazel Grova, Stockport SK7 5NY.

(No stamp needed if posted in UK) Please atiows 28 days for dedvary
You can also order by phone

- Telephone:

061-4800171

L4 Fraurs

I All prices include postage. packing and VAT, l
and are valid to December 28.
I Please enter number required in box € p I
I Electron User T
annual subscription cre £13 (8 £18) l
I Crverseas (Surfacel £20
Onwerssas (Airmaill £40 I
I Selpcted free cassetie manith) l
Commance with issue  TOTAL
l Electron User '
introductory issues
I Poceis Complete set of 4 : I
I L2256 Owverseas |Surface] TOTAL I
Electron User ey
3 Barec
| back issues A 4
£1.25 UK Pl
I £1.50 Overseas (Surface) _l.u,t I
.ﬁuq:rn
| :
Lt
l Mov
Alrmail prices on application TOTAL l
E u 28 Introductory programs
' lectron User Lun.artln.;undlr Frbruary l
icken  March
I mpﬂi Spacehike April l
£3.78 Rally Driver May
(UK & Duerseas) Maonay Maza Juna
I Golf July l
Castles of Sand  August
Haunted House Sant
I Braakfras Ciet I
Star Fighter Nov
Christmas Baox Dec
I TR s I
| Cassette tape i
annual subscription
I FAD{UK & Ovarsens) J: l
I Commagnce with tape (s1ate manth) TOTAL I
==
Dust Cover SSEE
I E3.95 (UK & Overseas) T‘DTFEL I
Binder [ ]
£3.95 UK I
:35.00 Dhverseas = TOTAL I
Payment: please indicate method (/) TOTAL

Dan’t forget to guole your cregit cand number
and give your full address

1984 ELECTROMN USER 47

Dacember



MOUSER was written to
help children practice thair
skills with compass dirac-
tions.

A mouse is hidden on a
12 x 12 grid labelled with

the coordinates A1-L12.
Your task is to send your
cat to find the mouse but
you only have five goeas.
Each time you make a
mistake the micro will tell

i _'_7_’—-_\
_—'_——

e
i PROCEDURES |
s NS fons,
i tions Gives insirue
PHﬂEmstr:c. i S mq“w.
FHDGPI::“ Guess [acation.
Fnﬂillgnsﬂ Lose game.
i usa Draws mouse
by :C:.'.T;t Draws cal.
PRO Draws man. ol
F“m:“"““ Chooses dirgction Y
PEGUE::"I“:E Find TFII:I'I;I.I-"Eﬂ.
. Go South.
';23%::;:: Go Morth

MOUSER!

you a compass direction to
take.

You must tell the micro
the coordinate of the
square you want to search.
Incorrect coordinates will
not be accepted.

I would recommend you
change line 100 to
*FX229,1 to disable Esc
when you are sure that the
program has been fully
debugged.

If you want to make the
game easier by having
maore turns, just change the
value of 5% in lines 80,
1200 and 1660 to give more
than five goes.

By STEVE LUCAS
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{0 ON ERROR BOTO 1330
20 REM #& Mouser ##
J0 REM ## an educational
game for the BBC and Elect
ron cosputers #¢
A0 REM ## Steve W. Lacas
L1}
S0 REM ## (C) ELECTRON U
SEH
&0 MODEL
70 #KEYL0 OLDIN RUNIN
B0 Si=3
90 VOU23,1,0;070:0:

100 REM ## change this 11
ne to #FXZ29,1 when you hay
e fully debugged the progra
p to disable escape key #¢+

110 #FX210,0

120REM ## define characte
rg #+#

130VDUZS, 257,255, 255,255,
255,255,255,2535, 255

140VDUZS, 240,192,128, 156,
191,235,255.45, 113

150VDU23,241,0,96, 112,88,
204,252,0,192

160VOU2T, 242,48,32,32, 32,
32,32,31,13

170V0U23, 243,1,3,7,7, 5,1,
Ly Lue

180VDU2S, 244,0,128,152,2
0,176,240,248,134

190VOU2, 245,7,3,1,1,0,1,
1.0

200VDUZ3, 246,255, 293253,
129,128,129,193.0

210VDU23, 247,134,128, 128,
128,128,128,192,0

220 VDU23,248,7.4,13,12.4
a4l

230V0U23,249,240, 18,88, 15
2,16,48,192,1%2

240VDU23,250,0,3,6,12,9,9
9.9

290VOU23, 251,128,224, 174,
216,72,12,12,12

260VDU23,252,29,21,21,3,3
yayd, 4

270VDU23,253,92,212,212,2
24,224,224 48,14

280VDU23,254,4,6,4,28,28,
d, 0,0

290vVDU23,255,156,48,156,28,
28,0,0.0

J00 vou19,0,3,0,0,0,19,1,
§,0,0,0,19,2,1,0,0,0,19,3.4
0,40,0

I10 REM define envelopes

320 ENVELOPE 1,1,1,0,0,20




Uiﬂ.’l. liﬁ,ﬂ.ﬂ.'lzﬁ. 121!1 I.Eﬁ'
330 ENVELOPE 2,1,-7,7,0.1
0,10,0,125,0,0,-126,126,126

340 ENVELOPE 3,1,38,-36.0
.20,20,0,126,0,0,-1256,125,1
25

750 PROCinstructions

T50 Ti=4

370 GCOLO,1:FOR YI=0 TO B
00 STEP 130

180 FOR XI%=0 TD 800 STEP
150

390 MOVEXY,75+YL:MOVEXX,Y
1:PLOTES, XY+75,75+Y1:PLOTES
JEA7S YIIMOVELL+TS, YI+TS:N
OVEXL+7S, YI+150: PLOTES, T1+1
50, YL+75:PLOTES, XT+150,Y1+1
S0:NEXTXL, YL

400 GCOLO,2:MOVED,0: DRANT
00,01 DRANFD0, 9001 DRARWD, 700!
CRAROD,D

410 VDUS:6COLO, 2:FORNY=LT
012: MOVESSD, 754X 1-T0:PRINTI
T:NEXT:FORXZ=1T012: MOVET %X
1-50,980: PRINTCHRS (4+1%) tN
EXT:VDU4

420 MOVEOD,F70:DRANST0,570
:IRANST0,0

430 MOVELL100,400: DRANLEDD
,J00:PLOTAS, 1116,400:PLOTES
J1118,700: MOVEL 108, 730: NOVE
1085, 700;PLOTES, 1134,700

440 VDUS:MOVEL100,780:ERI
NT*N":YDUA4

450 FRINTTABIBI"M D U S E

Hl

4&0 vouze,31,31,39,20

470 REM #% main gane ##

480 PROCplace

490 REPEAT

500 PROCquess

510 S53=5%-1

520 Ti=5I-1

530 UNTIL 5%=0

540 PROClose

530 END

560 DEFPROCplace

S70 AX=RND(12):BY=RND(12)

580 ENDPROC

ST0END

500 DEFPROCwouse(X%,Y%,I%
)

510 VDUS:MOVEXX, Yi:BLOLO,
11:VDU240,241 ,4: ENDPROC

520 DEFPROCcat (XX,Y1,I¥)

430 VDUS:MOVEXY,YT:GLOLO,
I%sVDU242,243,244,10,8,8,8,
245,245,247, 4:ENDPROC

440 DEFPROCean!XX,¥Y,I%)

830 VDUS:MOVEXY,YT:6COLO,
11:VDU248,287,10,8,8,230,25
i,10,8,8,252,253,10,8,8,254
s 299, 4: ENDPROC

450 DEFPROCaove

570 PROCcat (CX#75-73,00#7
a-3.2

580 SOUND 1.2,160,10

470 ENDPROC

700 DEFPROCquess

710 CLS

720 VDU 23.1,03050;0;

7150 COLOUR 3

740 PRINT"Enter  guess

naw :-"

750 REPEAT

Ta0 AS=GETS:PRINTTABLZ,4)
{34

770 CU=RSC (AF)

TEO UNTIL CI>&4 AND CX(T7

790 CX=Ci-54

800 REPEAT

B10 PRINTTAB(3,4)5PCE

B20 INPUT TABI(I, &) " A4

830 DY=VAL (AS):IFDX31T OR
Di<l THEN YDU?

BAO UNTIL DX¥0 AND DEI{13

850 VDUS:BC0L0,0: MOVE 99
0,920 tPRINT STRINGS(9,CHR$
(239} ) : VU4

840 PROCacve

870 h§=""

880 IF AX=CY AND D%=B% TH
EN PROCwin

850 IF DYI(BY THEM PROCnor
th ELSE PROCsouth

900 VDUS:NOVEFS0, 1000:PRI
NT"you must”

910 MOVE 990,960 :PRINT"g
o ="

920 MOVE 990,920 :FRINTbS

930 MOVE 973,520 :6COLO,0
:PRINTSTRINGS (8,CHR$2391;:6
CoLo, 2

Q40 MOVE 970,550 :PRINT"t
urns"

950 MOVE 970,320 (PRINT"]
eft -";

960 MOVE 900,320:PRINT TX

970 vDU4

980 ENDPROC

990 DEFPROCnorth

1000 bS="North"

1010 IF CY{AYX THEN b$sh#+"
east® ELSE IF CXYAL THEN b#
=h§+"west"

1020 ENDPROC

1030 DEFPROCsouth

1040 IF B%<DX THEN b¥="Sou
th*

1050 IF AXMCY THEN b§=bf+"
east" ELSE IF CX}AY THEN b§
=h§+"west"”

10860 ENDFROC

1070 DEFPROCwin

1080 CLG

1090 RESTORE

1100 FORI=1TO&

1110 READal,bX,cl

1120 PROCman(aX,bl,ci)

1130 NEXT

1140 SOUND 1,2,255,50

1150 DATA 1000,1000,2, 1000
,150,2, 150, 1000,2,130, 150, 2
,400,700,3,800,400,3

1160 COLOURI

1170 VDU

1180 MOVESO0,E50:PRINT*N e

1l Dene”

1190 MOVE 150,350:PRINT"Yo
u found the spuse”

1200 51=3

1210 6COLO,2

1220 MOVE30O, 100:PRINT"Ano
ther gase (Y/N} 7"

1230 VDU4

1240 VDU23,1,030;0;0;

1250 REPEAT

1260 yes$=GETS

1270 UNTIL INSTR("YNyn®,ve
5§

1280 IF yes$="Y" OR yes$="
y" THEM CLE:50TO 3&0

1290 CL6

1300 YDUS:MOVE 200,500:PRI
NT6oodby e "tYDU4

1310 END

1320 ENDPROC

1330 MORDE &

1340 PRINTTAB(S,15) "Errar
*;ERR;" in line nusber ";ER
L

1330 END

1360 DEFPROCinstructions

1370 CLS

1380 PRINTTAB(1S,21"H O U
SER"

1390 COLOUR 2

1400 PRINT' ' "SPC(101;"(C)

.M. Lucas 1984"

1410 COLOURS

1420 PRINT"'""This is a ga
se in which you must try to

find the souse which is hi
dden on the board."

1430 COLOURZ

{440 PRINT " "“You must use

your cat to search for the

mouse by telling me the co
ordinate of the square yo
u want to search."

1450 COLOUR 3

1450 PRINT' "I will then t
ell you which direction to
go in . You will have only
FIVE turns to find the mous
e in!f

1470 REM ## you can alter
the number of turns by alte
ring the value of 5% at the

start of prograe

1480 COLOUR 2

14590 PRINT" ""Do you want s
ound {Yes or {Nxo 7"

1500 REPEAT

1510 AS=BETS

1520 UNTIL A$="Y" OR AS$="N
L}

1530 IF A$="N" THEN #FX210
1.|.

1540 PRINT""'"Press {(Space

Bar} to start the gase®

1550 REPEAT UNTIL BET=32

1560 CLS:ENDPROC

1570 DEFPROCIose

1580 CLS:PRINT"You" '"didn’
t***4ind it1"

1590 A$="ABCDEFGHIJKL"

1600 BS=MI1D$ (RS, AL, 1)

1610 COLOUR 2

1620 PRINT*It was* *in "iB
3314

1630 PROCaouse (AX¥75-60,B1
# 3= 41

1640 SOUND 1,3,160,50

1550 COLOUR 3

1660 §X=5:Ti=4

1470 PRINT "Another® ' "Gase
ERLYIN?"

1680 VDUZ3,1,040;0;0;

1650 REFEAT

1700 yes$=GETS

1710 UNTIL INSTR(*YNyn®,ye
5§l

1720 IF yes$="Y" 0R yes$="
y" THEN CLG: BOTO J&0

1730 CLEB

1740 VOUS:MOVE 200,600:PRI
NT"Goodbye "tVOU4
1750 END

This listing is included in
this month’s cassette
tape offer. See order
form on Page 47,
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Play the most exciting,
challenging Olympic S
simulation of them alll £V MP\

MICRO OLYMPICS is riding high in the charts — and no

wonder. You are challenged to beat the world record in 11
realistic track and field events, with the packed stadium
cheering you on to victory — or defeat! Just like the real thing,
you'll want to keep on improving your sporting skill until you're
up there among the greats!

Turn your home micro into
a true office workhorse!

MINI OFFICE is the most incredibly priced introduction to
business computing ever offered. The package contains four
full-scale programs — word processor, database manager,
spreadsheet and graphics. They include advanced features
not yet available on programs costing many times as

much. Plus a concise 32-page how-to-do-it booklet.

Mriman and Momn Pl

Let your children embark ona
magical micro adventure!
THE MAGIC SWORD breaks new ground in programming for

the young — a complete adventure on cassette accompanied by . 5

a 4B-page full colour storybook. Stunning sound and colourful @ The.
graphics bring a completely new dimension to the classic i | «Magic
computer adventure. And there's a very helpful animated Epﬁmﬁ:ﬁf“““ tf_!ﬂgé_,;_ﬁ
compass to help you find your way around! and the Froq Prince L ledr i

& Dogtmbepn e pmd bk g

I L% -8--f4 3§ 4§ L] .3 __F 0§ [} |

|

Please tick copies regquired =
3 | enclose cheque made payabile to Micro Mini Magec

Database Publications Lid. for £ Olympics | Office | Sword .} B

;:n::.: per Y Spectrum cassette |£595[]| N/A N/A =

L1 Vi e Expiry date Commodore cassette | £5.95[] N/A N/A i

et BBC ‘B cassette | £5.95(7}£5.95 (| £8.95 ] !

Address : i

BBC 40 track disc | £7.95 [‘_'][f?.95 O] wa ]

: 1

Signed BBC 80 track disc 'E]'.'BEI:IIEJ'.HE []l N/A 1

Post to: Database Publications, Europa House, Elect te ]

B8 Chester Road, Hazel Grove, Stockport SK7 SNY. siiiiing £5.95 (7] £5.95 ]| €895 7 i

-----------------------—----—---------u---------=



programto bring you...

mas Carol

By ROLAND WADDILOVE

THE Editor stopped mae.
“Waddilove'', he slurred.
“"Christmas is coming. Do
something".

After spending a week or 50
racking my braing trying to
think of an original Christrnas
program | came up with Xmas
Carol. It simply wishes avery-
one a Merry Christmas to the
accompaniment of a few fes-
live tunes.

You may be wondering
where the originality is in that.

Well, it's not what it does, it's
how it does it

The program demonstrates
the use of intarrupts by playing
carols while text is printed in
different directions and with
various degrees of rotation.

One of the most advanced
features of the Electron, and
the BBC Micro as well, is the
extensive use of interrupts to

control many of the back-
ground operating System
tasks.

An interrupt is a signal sent
1o the microprocessor talling it
to stop what it is doing and
switch its attention to some-
thing else.

nothing had happened.

These background tasks
include updating the clock,
used by the pseudo wvariable
TIME, processing envelopas
and maintaining the many
input and output buffers and
queues

Interrupts give the imprass-
ion that the Electron is capable
of doing more than one thing

When it has finished this» at a time by repeatedly

task it returns to whatever it
was doing and carries on as if
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From Page 51

switching rapidly between
tasks.

Interrupts must not have
any effect on the interrupted
program. |f any of the
processor s registers or flags
are altered by the interrupt
routine, then it will get in a
tarrible muddle when it
returns, probably with disas-
trous consequences,

Acorn have thoughtfully
provided the user with an easy
1o use, pre-packaged interrupt

" facility. Every 10 milliseconds

an interrupt is generated by
ong of the timers inside the
ULA to transfer program con-
trol to routines 1o deal with the
background work.

In the process of carrying

% out this background work a

number of events may be
generated, such as the interval
timer crossing zero. An event
handling routine can be writ-
ten by the user to which
control is passed, when the
appropriate event has been
detected by the operating
system.

The operating system
detects all events but ignores
them if they have not been
enabled with a *FX14 coms-
mand, If an avent has been
enabled then program exec-
ution indirects via the avent
vector at &220. (See Page
242 of the User Guide.)

The machine code routing
in Xmas Carol is called 50
times a second, coincident
with the start of vertical
synchronisation of the screan

6§ ELECTROM USER Decambsr 1984

save Hme. T
$ Lenerto e ;:mnt‘:m3
lﬂ'f:tar Pointer 10 next::L i
5 nd parameatar ploc
sou

osword call

display, by setting the event
veclor to point to the start of
the code, and enabling it with
*Fr14.4.

When the code is called the
registers and flags are saved.
&s only one event has been
anabled there is no need o
check that it is the right one.

First it is necessary to see if
there is enough space in the
sound buffer for the next note,
otherwise the program would
grind to a halt when it was full.

If there is not anough room
the registers are restored and
the routing ends.

If there is enough roonr,
then the next note and its
length is read from the data
stored at page &A and placed
in the parameterblock at &71.
Osword is called to insert the
note into the sound buffer,

A check is made to see if the
pointer is at the last note. If it is
then it is reset fo the star
again. The registers are
restored and the routine ends.

All this happens while the
Electron is busy drawing the
message on the screen, giving
the appearance of doing two
things at once.

The print routine works by
printing the letter at the
bottom left hand corner of the
screen, and looking at the dot
pattern produced,

You can'l see it as it is
printed in colour 3 which is set
to black, the same as the
background.

By using some elamentary
trigonometry the dot pattern
can be rotated and drawn at
any position on the screen. A

*
L

F'Firl 8 th‘ﬂ m &EEHHE

F"rir]t a8 characts
POSItian,

point 1%, J% when rotated
through an angle theta
becomes:

I%*COS (theta)-J%*SIN
(thetal, 1%*SIN(theta)+
J%*COS (theta).

An allowance has to be
made for the odd shaped
pixels in Mode 5§ but it is fairly
straightforward,

To print text round in a
circle you just move to a point
on the circumference x%, y%
which is radius®*SIN (thetal.
radius*COS (theta). To make
the text stand outwards the
angle of rotation is -theta.

The machine code is placed
at &900 and the data for the

Xmas Carol listing

LOREM ##XMAS PROGRANEH

Z20REN #For Electron/Micr
o User#

JOREN #By R.A.Waddilove+

40REM #Happy Christmast

S00M ERROR 60TO 1320

b0PROCstore data

T0PROCasseable

BOMODE 5

F0PROCl etters

100TIME=0: REPEAT UNTIL TI
HE »500

110PRINT TAB(S,31); "Press

Space”;

120#F121,0

IT0REPEAT UNTIL GET=32

140NODE &

1S0PRINT* "*Function Keys
t=""""f1 = LIST current pro

Fat a given angle and

Ld
+*

L
L}
1

carals at LAQD, which are
buffers used by the cassotte
svstem.

It iz safe 1o type in-and run
programs while the carols are
playing, butloading or saving a
program may corrupt the code
50 i1 is best to disable the
routing with *FX13.4.

Don't just use the program
as it s, Try experimenting with
different tunes. (Lines 220,
230 and 790 must be set to
the number of items in the
data statement, 254
maximuim, )

Alter the messages printad
and see what happens if the
size of the letters is changed.

Wil it run in Mode 17 Try it

and see. Alter it if necessary.

g typed in and run while ¢t
he carols continue to play.
To LOAD or SAVE a prograas
press +3."
1 TOEND
180
1F0DEF PROCstore data
200¢F113 .4
210%F)16,0
22078T0=244
Z30FORTY=244 TO 1 STEP-1
Z40READ J%: IX7%R00=JX
250NEXT
2608KEYL "LISTO7IMINLIST!
Hl
2T0#KEYZ "NEWIN"
2B08KEYT “#FYL3. 4IN"
Z904KEYLO0 "7R220=0; 7h221=
QieF)14, 41N"

gras,"'""f2 - delete curren  JOOENDPROC

t program.”"'*f3 - end the <10

carols.” J20REM pitch,length,...
L&0PRINT " ""Programs can b i —



BRIDGE?

CONTRACT BRIDGEPLAYER?
. THENYOUNEED. ..

BRIDGE-MENTOR

. AN IDEAL BRIDGEPARTNER. ..

*** PERFECT YOUR CARDPLAY ***
“** IMPROVE YOUR BIDDING ***
*** ARCHIVE INTERESTING HANDS ***
***CREATE/ANALYSE RANDOM DEALS ***
With high resolution calour-graphics and BEC IEEH] AND

gouend of your micra, “Bridge-Mentar
guides wou ihrough fxpenly analyied EL EDTHG‘N

hends, & host of feafures imcluding the
spectacular “Autoplay” option

{desl for indmvidual pracisce
anpfysis and aschiang

Superk teacheng aid o
clubs and professicnals
Shiwva nitles are availabie from branches of Boots, Menries, W H. Smith, bookifops,
oRpLTer shops and deparimert siores. In cate of difTonny, plesse welie fo:

FHIVA PLABLIEHING LTD, FREEFOSET, &4 Welshy Mow, Mantwich, Chenhivre CWS 58T,
Telmphone orders weloome: 07 70 &IBI 7 (T4 hws'T dayi] Telex: F&TIER [GATE QM)

Compibe special teaching
ORDOER FORM

malera Oy Title Frice | enclose achegque for £...

i ' ) Easy Pragramming for the made payable ra Shiva ﬂ..a-mMn.g:.:a
EQ.EU I“ﬂ- P & e ;m.-,...:w o i(5.9% Forpayment by Accers Barclaycard I

Create an infimite archive of
hands that can be browghi
to lile on the screen

: —— Efectron Arsembly Language £F.95 American Exprers:
Cheques 10:- - allcassette only Signature ........ coaneranes CAPE N,

DEPT: EU 12 ‘llr . Pre-ru:mm::;m:pg" ﬂmmpul‘l'r m&:grﬂjgﬁ;;m"“I-“."”.-“.m“ I

MINIC BUSINESS SERVICES, = : Name
12 WOBURN CLOSE, BUSHEY., : Address

HERTFORDSHIRE. wWD2 3XA.

EU/12

What the Acorn Electron
has been waiting for!

for ) \l Available as a ‘bare ROM or

Latest version of Forth for

the Electron (Not re-hashed . I

Farth 79 Code)

Plus | |r1,crf;|u=

a ROM Cartridge fur the
ACORN
ELECTRON

FTWARE
Unigue Stack Display Utility e EL?TI— FORTH 83

e Multi-tasking operating
system for Real Time use

16k Eprom type 27128

Here's another first from Skywave Sottware, A Forth Eprom This unigue Eprom comes with an extensoee Manual andg, at
for the Acorn Electron which can Multi-task |t's called Multi-Farth £45+ VAT it 15 superb value. Order it using the couj Idine
t's the same Forth that has already revolutionmsed the BBC £230 p&p (£5 tor Europe. £10 autside) o, for more informat
bicro and. since it tollows hot an 1he heals af the ZX81-Farth ROM sirriply tiek that box instead, E i i 1 I 1 il 1.0
and Spectrum Forth-1/0 Cartridge, you can probably quess that the competition
David Husband s the genius.oehing i 5 SENNES NN DD SN SN NN S——
Multi-Forth 83 15 a 16k Eprom type 27128 which sits sideway T T el i Tl T o I
n the ROM area along with any other ROMS in use '. then .'|| '“ a l 1 | | | | . M
numper of Forth pri grams to run simultanecusly and transparently Flesaie Send i 2 nf
of each other, placing each task in a gueue, up 1o a maximum of I A . = ’ I
wenty-eignt ik " !
Multi-Forth n“ s also compatible with the ‘-.i'.ﬁi*'z and specially I == I
vectored 1o enable a system 1o be recont ’] red, It contains :
Standard 6502 Assemb | .1, a Standard Scres I"Jnr and a unigque _—
Stack Display Utility, 100 BECT TOAWAILABILITY FE
":l". 3 later da .:: 1-*'| [MOGE Version far the Acorn Plus | vl b 3 I._ W, Doriat, { e . .f. — SDFTWARE l
available, but fl.r'l'.l ll-r' "'E;L.h.—;u g’ ROM which . S — — E—

......

means an interface s needed for the Standarg Acor

MULTI FORTH 83 FOR THE ACORN ELECTRON
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Xmas Carol listing

E: From Page 52

& 330
: J4OREM #4Silent Nightes
J30DATA 80,15, 88,3, 80,1
- 0, 88,30, 80,15, 88,5, 80,1
. 0, 68,30, 108,310, 94,30, 10
: 0,30, 80,30, 86,30, 100,15,
94,9, 88,10, 80,15, 88,5.8
0,10, &8,30
380
JT0REM #tile Three Kings#s
JH0DATA 94,18, BE,9, 80,1
8, 8,9, 75,9, 80,9, 75,9,
68,27, 94,18, 84,9, BO,18,
68,9, 74,9, BO.9, 74,9, 48,
a1, 80,18, 0,0, BO,9, B&,18
, 0,0, 88,9, 94,18, 0,0, 9
o1, 108,%, 100,%, 96,9, Bd,
¥, 95,9, 86,9, 80,18, 7&,9,
e &8, 40
: 380
400REN ##]ingle Bellg#s
4L0ODATA 94,5, 0,0, 98,35,
0,0, 96,10, 0,0, 98,5, 0,0,
9,3, 0,0, 9,10, 0,0, 96,
g 5, 108,5, 80,7, 86,3, 9,20
R | 100,95, 0,0, 100,5, 0,0, 1
00,7, 0,0, 100,5, 96,5, 0,0
, 94,5, 0,0, 95,3, 0,0, 98,
3y 1083y Q40 108,39, 100,53
gz 68,3, B0 A0
420
f:  AJ0REM ##hway In A Manger
1
MODATA 52,10, 72,10, 0,0
. 12,10, 80,5, 88,3, 712,10,
s 0,0, 72,10, B8.%, %2.5, 10
i Q,10, 0,0, 100,10, 10B,1C,
4, 92,20, 80,5, 88,5, 92,10, O
; 0, 92,10, 100,10, 88,10, 0
: 0, 88,10, 72,5, 88,5, 80,
10, 60,10, &8,10,72,40
450
4L0DEF PROCassesble
§70painter=4T70
480sound=k71
490" sound=1
S00sound'2=-13
9l0osward=4FFF]
S20oshyte=kLFFF4
S307k220=L00; 74221 =409
SAOFOR pass=0 TO 2 STEP 2
S90PE=L300
S600 OPT pass
370PHP: PHA
sters

\save regi
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S80TLA: PHA
J50TYA:PHA
AOOLDA #LBO
510LDY #4FA
L200LD0Y 4LFF

630J5R osbyte \space in
sound bufter?

S40CPX #10

S30BN] end \if not en
ough

GA0OLDY pointer
S70LDA LA0D,Y
6805TA sound+d
AF0DEY
TOOLDA &A0C,Y
h
TI06TA sound+b
T20L04 &7
TI0LDY #sound MOD23&
T4OLDY #¥sound DIV23SS
TS0JER osword \play note
TSODEC pointer
170D€C pointer
TBOBME end
T90LDA ¥244:5TA pointer
B30, end
BIOPLA: TAY
egisters
g20PLA: TAX
BIOFLA:PLP
g40RTS
8501

\get pitch

\get lengt

\restore r

BLONELT

BTO#FN14 .4

BEOENDPROC

B0

SO0DEF FROCletters

FLOVOU 23, 1,050:0;0:

Q20VDU 19,3,0;0;

9306C0OL 0,2

F40af="Merry"

QSOFOR %=1 TO §

S50PROCDrint (MIDS{2f,17,1
Vo 2WPIF2, 128, TEnbd+330)

QTONEXT

980af="Christmas"

90b$="Ever yhody"

1O00FOR I%=1 TO 9
1010PROCprint (MIDS (a8,1X,1
1,2,0,11#128-80,%00)
L1020PROCprint (MID§ (L%, 1,1
1, 2,-PI/2, 1144, 900~ Xe84)
LOTONEXT

10406C0L 0,1
1050a$="ELECTRON USER"
1060bs="NICRO USER °
1070F0R [Z=1 TQ 13
1080theta=RAD{IL* (T40/14])-
(90+350/14) 1

10902 2=637+20085IN(thetal
1100y X=432+200#C05 (theta)
1110PROCprint (MID#(a¥, (1,1
tyy-theta,xi,y1}
1120x%=537+110#5IN(theta)

L130yT=452+110#C0S (theta)

LI40PROCorint (MIDS (b, 1%, ]
1y by=theta,«L,yk}

LISONEXT

L16OVDU 19,3, 405

LITOPEINT TAB(S,71;"Froa"

| 1BOENDPROC

1190

1200DEF PROCprint (letters,
size,angle, Ki, YL

1210LOCAL EX,JX

1220FRINT TABIO,31);letter
5

1230cos=size#C05 (anglel

1280sin=2%s1ze#3 [N angle!
1250F0R IX=0 TO &4 STEP 4

[260FO0R J%=0 TO 12

12701F PDINT{IX,J%) PLOT &
9, 10+ 1Tecos-dT#sin, Y+ ([1#s
inf&i+J1dcos

| 280NEXT

1290NEXT

1 J00ENDPROC

1310

LI20REM ## error #+

1 J30M0DE &:VDU 19,0,4:0; 14
I JAQREPORT:PRINT" at line
*:ERL

This listing is incfuded in
this month’s cassette
tape offer. S5ee order
form on Page 47.




Christmas Snap listing

From Page 16

'8 REM ###[HRICTMAS##SNA
SEeE

70 REM #esBY P TAVLERw#s#

27 REM##ELECTRON USERw##

oy REM¥*CHRISTMAS 1984%#

25PR0Cinstructions

T8 NODEZ

32 REPERT

- VOU23,.1,0:0;8:9;

A8 count=FRLSE

S8 COLDUREIS:CLS

48 PROCproper jack

TBREPEAT : PROCrandoacolou

rePROCjack in_the box(1l, 0
VsPROCcheck:URTIL count=TRL
E

?8 count=FALSE

102 PROCoroper tree

11BREPEAT: PROCr andoacol ou
riPROCchristmas _treelll, 0!
tPROCcheck:UNTIL count=TRUE

138 count=FALSE

142 FROCproper santa

158 REPEAT:PROCrandomcolo
ar:PROCsantatll, 38} :PROCche
ck:UNTIL count=TRUE

178 UNTIL FALSE

188 DEFPROCjack 1n_the bo
=1L, Y1)

198 VOU28, XX, YT X047, Y8-2
B R 1] e

280 COLCURA:PRINTSFCIE);

21BCOLOURA: PRINTSPC (L) 32
OLOURB: PRINTSPCITH;

220COLOURA:PRINTSPCIL) 448
OLOURB: PRINTSPC!2)3: COLOURC
sPRINTSRC(3) s : COLOURE: PRINT
SPL(2):

JTBCOLOURA:PRINTSPCI1) €
CLOURB: PRINTSPC {1} s 2 COLOURT
sPRINTSPC(1) s COLOURD: FRINT
SPC{1};:COLOURC: PRINTSPCIL)
+1COLOURD: PRINTSPC (1) 5 : COLO
URC:PRINTSPC{1)s:COLOURR: PR
INTSPCI1):

24BCOLDURAPRINTSPCIL) 2L
OLOURB:PRINTSPC (1)1 : COLOURE
tPRINTSPE(1);:COLOURD: PRINT
SPC{1)::COLOURC: PRINTSPCI(L)
1:COLOURD: PRINTSPC{1)::COLD
URC: PRINTSPC (1) COLOURD: PR
INTSPC(1);

258 COLOURA:PRINTSPC{2)::
COLOURB: PRINTSPC{1) ; :COLOUR
CaPRINTSPC (1) :COLOURB:PRIN
TSPC{1);:COLOURC: PRINTSPC(]

g
FHDEE aproduclony '_amj
gets up e s in Mode B
PHDﬂinﬂhuH"ﬂ'"! - struction bcfEE:' ", yariables B
jues 1o n the
Gives Vo C's 10 set up
mcolour v PROLS andom
pﬁnﬁrﬂﬂﬂﬂ used ”.'| 1y decides @ e take
F'IIENTE? ; and the athers
yafjue 1o : T
t;;v values from “:;ndw_. gn the
These set up @ LH:EI--E. .. then the
FH{]EprﬂPEf.JﬂEH‘tH \aft of mi .?-fh ;m qiven their
ar_3an riables A° ymps N0
PH[]EPT'BP a g g then (1| C
er_tre rect value aral PRO
PHOEREEE i onding 9en el
he Ei};:‘?z:'l IiJ-HL'_'.ICCh“'i‘iﬂ S 1[]Een
(for eXRITET™  ihe randomiy BY
Thess aecept .'I'|11:”" i yariables
istmas— ataf "-.'ﬁ“-:"-:"i' i o n the
Fﬁ-n{;chrlﬁt_ the_box grated y a text window @ &
'F'Hﬂ'-.'-iﬂ':l"""'"" g-H, set Ul rgen, and then die

pROCsantd

Count

B to H
fﬂl‘lﬂqmﬂ-&

G

NMNote

)3+ COLOURB:PRINTSFC 1) s:COL
OURA: PRINTSPC(1);

268 COLDURR:PRINTSFCIZhs:
COLOURB: PRINTSPC{1)3:COLDUR
C:PRINTSPC(1)::COLOURB:FRIN
TSPCIL) ;s COLOURC: PRINTSPC (]
vs:COLOURB: PRINTSPC (1) 4 COL
OURA:PRINTSPC 1) :COLOURALP
RINTSPC(Y) 4 1COLOURE: PRINTEF
CtlhysCOLOURC: PRINTSPC (1)
COLOURE: PRINTSPCi1)}

x‘.:u ﬂr"j Pu

timnanqu 4

DURES

right of the

ihe corres] e a random i
pROCIuNE ‘E.:T., ﬂ,:,[ the tour c;aml_llh
une decide W ~alls up 1N
Fﬁnggtgnndwﬂncail.ﬂi 12 t'::"be Iljla.‘l.eﬂ_ 11 then L&
1 .
y jinglebells appropriat®

(]
_L-&:—:-Lf 0 detar
ump oyt

il of the REpE
Ir'u[:a“]r. P EAT
. I -!}El’_'nrneg
MStMas_tre
Wrr]:jﬂ,u_a.,
random col

5Bl up the fexg
L...'.‘H_'-n' for the
right-hang picty
friuly fandaom
DeComes 8, anc
take thej valuesg |
Thn-!_ Variable ggy a
r.|:_-.|?|-r.'e how long :-cxl
child to reapnrl!:l
Alsg usm .
G=GET
.li._-'sucl'r 495 @ counter in t
Carois. A, P ang D :alﬁ 1
1o read ampiit ;

a
45 5 kc'r"l-:'ﬂn:ll"fj

approg
gl .D-ir':h an

278 COLOURA:PRINTSPC(2)1:
COLOURA: PRINTSPC(3) ¢ : COLLUR
B:PRINTSPC(1);:COLOURC: PRIN
TEFC{1}y:COLDURE:PRINTERC (Y
Y3 tCOLDURA: PRENTSPL(2):

280 COLOURA:PRINTSPC{4}y:
COLOURE: PRINTSPC (1) : COLOUR
AsPRINTSPC(3) s :COLOURAL PRIN
TSPC{4); :COLOURE:PRINTSPC!!
3¢ COLDURA: PRINTSPC (T} COL
JURA:PRINTSPC (S} ;s COLOURE: P

'I"III'IL' '||'1|_| I:-:'Ulnl

- UNTIL jggp,

2 ancl 50 on o

a .'nil:i.an-_-;anc:n to
Allower [0 tha

Variablg usi g

Natel are ygey
i | ffuratl-::m.

daf '.-‘,.'||'||.r:|-| Wi

if i ] E‘D'rf .
= LLLEL M
TRUE,

I'-|||3',l'|n,;'__|- tha

RINTSPC{1)3:COLOURA:PRINTSP
Ci2)3:COLOURA:PRINTSPC (&) 42
COLOURE:PRINTSPC(1);

278 COLOURA:PRINTSPC(]) s
COLOURA: FRINTSPC(A) ; : COLOUR
E:+PRINTSPCI1}; :COLOURA:PRIN
TSPC11)3:COLOURA:PRINTSPC (S
)1+ COLOURE: PRINTSPCL) 3 1 COL
QURR:PRINTSPCIZ);

»
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Christmas Snap listing

From Page 55

300 COLOURA:PRINTSPCI4) ;s
COLOURE:PRINTSPC (1) s :COLOUR
AsPRINTSPC(3) 1 :COLOURA:PRIN
TSPC {3);::COLOURE: PRINTSPC(]
) e:COLOURA:PRINTSPC (4)52C0L
OURA:PRINTSPC (2} 3 : COLOURE:P
RINTSPC{1);:COLOURA: PRINTSF
C(5)3:COLOURA: PRINTEPCIT) ;s
COLOURE: PRINTSPCI(1):

318 COLOURA:PRINTSPC(4) ;1
COLOURA: PRINTSPC (4) 1 :COLOUR
EsPRINTSPC(1);:COLOURA:PRIN
TSPC (3! ;s COLOURA:PRINTSPL (4
141 COLOURE:PRINTSFC (1) 42 COL
OURA:PRINTSPC(3):

120COLOURD: FRINTEPC (B 4:C
OLOURD:PRINTSPC (1) 3+ COLOLRE
tFRINTSPC (21 3 : COLOURF : PRINT
SPC{31;:COLOURB: PRINTSPC(L)
+ tCOLOURD: PRINTSPC (10}

3IOCOLOURD: FRINTSPC (1) 5:L
OLOURC: PRINTSPC (3} 3+ COLOURF
tPRINTSPC(1)::COLOURC: PRINT
SPC{2)::COLOURD:PRINTSPCIL)
s 1 COLOURD: PRINTSPC (1) 5 s COLOD
URB:PRINTSPC{3) ; :COLOURF : PR
INTSPC{1)1:COLOURB: PRINTSPC
[2) 41 COLOURD: PRINTSPC (L)

JABCOLOURD:PRINTSPC(1};:C
OLOURC: PRINTEPCIZ) 3 : COLOURF
tPRINTSPC {11 :COLOURC: PRINT
SPCIZ11:COLOURD:FRINTSPL(1)

TSBCOLOURD: PRINTEPC(1)4:C
OLOURB: PRINTSPC {2} 1 : COLOURF
tPRINTSFC(2) 3 COLOURE: PRINT
SPC{2) ;¢ COLOURD: PRINTSPC(1)
$1COLOURT: PRINTSFC(1};: COLO
URC:PRINTSPC (5] s s COLOURD: PR
INTSPCUL) ;s PRINT " Jack in "t

JSSPRINT*the Bo: *:

T6@ ENDFROC

J78 DEFPROCcheck

175 #F121,0

788 E=INKEY(10@#11):1F G=
32 THEN BOTO 400

198 ENDPROC

48@ IF B=129 AND C=13R TH
EN count=TRUE:PROCtune

485 Vou?y

489 #F121.0

418 ENDPROC

42Q0EFPROCpr oper _jack

430 A={35:B=129:C=130: D=1
HiE=132:F=133:6=134:VOU28,
1,30,.8,1:COLOURLIS:CLE:BOTD

202

448 ENDFROC

458 DEFPROCrandoacolour

450 randosl=RNDI7)+12E

478 A=135:F=randoal; IF B}
{34 THEN Bs=B-7

430 C=B+1:1F C)134 THEN
=L-7

498 D=B+2:1F D134 THEN O
=0-7

S0 E=B+I:IF EX1I4 THEN E
=£-7

S18 F=BedsIF F21I4 THEN F
ot =7

528 G=B+S:]F 61134 THEN G
z§-7

530 HsBebiIF HX134 THEN H
=H-7

542 ENDFROC

538 DEFPROCproper _sants

S40 A=135:B=129:C=170:0=]
J11E=112:F=133:6=134H=128:
you 28,1,30,8,1:COLOURT34:LC
LS:6070 39¢

578 DEFPROCsantalyy,¥i)

5808 VDU2B, XYL, YY, XY+7,¥E-2
9;COLDUR]3S:CLS

€98 COLOURB:PRINTSPCII)::
COLOURA:PRINTSPC (2) ¢ s COLOUR
B:PRINTSPC(3);: COLOURG: PRIN
TSPCI2):+COLOURA: PRINTSFCIS
Y5 :COLOURG: PRINTSPC(2) s CO0L
OURB:FRINTSPC (104 :COLOURA:P
RINTSPC(1);:COLOURE: PRINTSF
Ci4)::COLOURA: PRINTSPCIL!ss
COLOURE: PRINTEPCIL!y

680 COLOURB:PRINTSPCIL)s:
COLOURA:PRINTSPC{L) ¢« COLOUR
ePRINTSPC{1) s COLOURE:PRIN
TSPC{203:COLOURE: PRINTSPCI]
V3:COLOURA:PRINTSFC (115 C0L
OURG: PRINTSPCIL};

518 COLOURB:PRINTSPCIL);:
COLOURA:PRINTSPC (1) COLOUR
B:PRINTSPC{1);:COLOURH:PRIN
TSPC(2):: COLOURB: PRINTERC (]
}1:COLOURA: PRENTSPC (1) 5+ COL
OURG: PRINTSPCIL):

528 COLOURG:PRINTSPCI1)g:
COLOURA:PRINTSPC (1) :COLOUR
B:PRINTSPC{4);:COLOURR:PRIN
TSPC{1)y:COLOURE: PRINTSPC (]
Y31 COLOURG: PRINTSPC (21 51 COL
OURA:PRINTSPC{4);:COLOURG:P
RINTSPCI2);

538 COLOURG:FRINTSPC(3) 11
COLOURA: PRINTSPC (2] s : COLOUR
B:PRINTSPC{3);:COLOURG:PRIN

TSPC(2) s :COLOURB:FRINTSPC (]
Y3 COLOURA:PRINTSPE(2) 11 COL
OURB:FRINTSFC (2] 1 : COLOURG: P
RINTSPC(1);

549 COLOURG:PRINTSPCIL);:
COLOURB: PRINTSPC(2)3:COLOUR
RtPRINTSPC(2) s :COLOURE:PRIN
TSPCt2) s s COLOURE: PRINTSPC (!
b3t COLOURE: PRINTSPC{I} e COL
QURA:PRINTSPC (21t COLOURE:P
RINTEFCIZ) :

50 COLOURB:PRINTSPCIINg:
COLOURA:PRINTSPC {2} ; : COLOUR
B:PRINTSPC(1)::COLOURG: PRIN
TSPC{1)::COLOURB: PRINTSPCIL
| 5

560 COLOURB:PRINTSPLILN;:
COLOURG:PRINTSPC!1) s+ COLOUR
BrPRINTSPC (1) :COLOURA:FRIN
TSPCi2);:COLOURE:PRINTSPC !
14t COLOURG:PRINTSPC (1) 43 COL
QURA:PRINTSPCIL)

570 COLOURB:FRINTSPCIE) g
COLOURG: PRINTSPT (1)t COLOUR
HePRINTSPC(4) ;s COLOURE:PRIN
TE*E11*+'EELUHFE PRINTSPC (S

5Ei COLOURR: PRINTSPCE1) §:
COLOURG: PRINTSPC (1) 1 1COLOUR
HiPRINTSPC (4} ; s COLOURG:PRIN
TSPC 1) 3:COLOURB: PRINTSPC ]

1§

E728 COLOURA:PRINTSFC(12:
COLOURG: PRINTSPCI1) ¢ : COLOUR
HiPRINTSPC{4) ;1 COLOURG: FRIN
TSPC(1) ;3 COLOURA: PRINTSPC (1
111 COLOURG:PRINTSPC (205 :C0L
OURB:PRINTSPC(4)s: COLOURG:F
RINTSPC{Z):

728 COLOURG:FRINTSPC(ZM::
COLOURB:PRINTSPC (4] ;s COLOUR
G: PRINTSPC (21 : COLOURG: PRIN
T‘P{':"'EDLEUFE PRINTSFC (4

t+COLOURE:PRINTSPC{2) 31 0L
ﬂdRE PRINTSPC(Z) ¢ : COLOURE:P
RINTSPC(1)::COLOURG: PRINTSE
C{2)y+COLOURE: PRINTSPC 1) ;:
EELﬂJPE:FFiﬂTEPEIEP

718 COLOURB:PRINTSPC{2):
COLOURB: PRINTSPC (1) ¢ : COLOUE
B:PRINTSPC(Z! ¢+ COLOURE:PRIN
TSPCI115:COLOURG: PRINTSPC (2
|.l

729 CDLOURE:PRINTSPC(21:2
COLOURB: PRINTSPCL]) ;s COLOUR
G:PRINTSPC2) § : COLDURB:PRIN
TSPC (1)1 3 COLOURG: PRINTSPE (2
i

738 COLOURE:PRINTSPC(Z)4:
COLOURE: PRINTSPC (1) ¢ : COLOUR
BiPRINTEPC(2);:COLOURE: PRIN
TSFC(1);:COLOURG:PRINTSPC (2
11 :COLDURG: PRINTSPC (2] 5:C0L
OURB: PRINTSPC (1) :COLOURG:®
RINTSPC(2) ;:COLOURB: PRINTSF
C{1)3:COLOURB:PRINTSPCI2);

748 COLOURE:PRINTEPC(2) 43
COLOURM: PRIMTSPC (1) ; :COLOUR
G:PRINTSPC{2) ;s COLCURH: PRIN
TSPCI1) 5 :COLOURG: PRINTSPC L2
Vs COLOURG: PRINTEPCI2) 51 COL
DURH: PRINTSPC{L) 5t COLOURG:F
RINTEPC (21 ;:COLOURH:PRINTEF
Ci1)::COLOURG:PRINTSPCIZ! ;

758 COLOURG:PRINTSPCI2V::
COLOURH: PRINTSPC (1) :COLOUR
B:PRINTSPC{2);:COLOURK: PRIN
TSPCi1); :COLOURG:PRINTSRC 2

TED COLOURE:FRINTSFCIZ!;:
COLOURM: PRINTSPC (1) ;s COLOUR
S:PRINTSPC(2);: COLOURH: PRIN
TEF’[ 132 COLOURE: PRINTSRLC!?

+:COLOUR B:PRINTSPCEL);:C0
-UHH:PHIHTSF:!El:ttﬂ'ﬂhﬂc
SRINTEPCIL) ;s COLCURH:PRINTE
BC{21;:COLOURE: PRINTERPC (D),
7L COLOURG:FRINTSPIIE:

7567 PRINT® Santa *;

778 ENCPROC

782 DEFPROCproper tree

TER A=115:B=129:C=110:0=1
T:E=132iF=13): 6= 114 H=123:
YDu2e,1,3e,.8, 1:COLOURTIS: CL
£:50T0 320

200 DEFPROCchristmas tree
(XYL

B1B YDUZE,IX, Y%, MI+7,¥I-2
9:COLOURTZS:CLS

B2@COLOURA: PRINTSPC(E) 51C
OLOURA:FRINTSPC (41 ¢+ COLOURL
tPRINTSPC(1);: COLOURA: PRINT
SPC(314:COLOURA: PRINTSPC (3!
st COLOURD: PRINTSPC () 32 COLD
URA:PRINTSPCIZ);

BIRCOLOURA:FRINTSFC(4)5:C
OLOURD: PRINTSPC(1);: COLOURA
sPRINTSPC(T);: COLOURA: PRINT
GPC(4)3:COLOURC: PRINTSRC (1!
+tCOLOURA: PRINTSPCL3) 3

B4ACOLOURA: PRINTSPCIT) 2L
OLOURE: PRINTSPC (1) ;¢ COLOURC
+PRINTSPC (1) ¢ :COLOURB: PRINT
GPCI1)::COLOURA: FRINTSPC(Z)

BSRCOLOURA: PRINTSPC(3);:C
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OLOURC: PRINTSPC (1) s : COLOURE
sPRINTSPC 1) 3 s COLOURC: PRINT
SPC(1);:COLOURA: FRINTSPC (2]
3:COLOURA: PRINTSPC (2} 3 : COLD
URB: PRINTSPC(1) 3 : COLOURC:PR
INTSPC (T} 3 COLOURR: PRINTSPL
(1) ;:COLOURA:PRINTSPL(1);

S40COLOURA: PRINTEPC (2} 5:C
GLOURC:PRINTSPC(2) ; : COLOURE
:PRINTSPC{1) ;s COLOURC: PRINT
S0C{2)::COLOURA: PRINTSPC (1)
s 1 COLOURR: PRINTSPC (1) 31 COLO
URB:PRINTSPC{1)::COLOURC:FR
INTSPC{SYz s COLOURD: PRINTEPL
(1)

S7RCOLOURA:PRINTSFE (1)l
OLOURC:PRINTSPC{Z) ¢ : COLOURE
:PRINTSPC (1) 22 COLOURC: PRINT
SR s s COLOURA: FRINTSRCLL)
+sCOLOURC: PRINTSPCI7) 1 COLD
URA:PRINTSPC (1) : COLOURE: PR
TRTEPC (1} s COLOURC: PRINTSPE

S s COLOURB:PRINTEPCIL)

SEBCOLOURA:PRINTSPL (4} s L
OLOURR: PRINTSPC (1) COLOURA
sPRINTSFC {3} ;s COLOURA: PRINT
SPC14) ;s COLOURC: PRINTSPC (1)
< :COLOURA: PRINTSPCI3) 12 £0LO
URA: PRINTSPC (4} ¢ COLOURC: PR
INTSPC (14 COLOURR; PRINTSPE
{3

BORCOLOURA: PRINTSPC(L) ;€
OLOURK: PRINTSPC (714 : COLOURS
+PRINTSPL (1) 32 COLOURH: PRINT
SPCI71::COLOURA: PRINTSPCI2)
+ s COLOURM: PRINTSPC{5) ;s COLD
URA:PRINTSPCIL):

SRRCOLOURA: PRINTEPC(Z) 4:C

LOURH: PRINTSPC (3] : COLOURA
+PRINTSPC(2) 5 :COLOURA: PRINT
SPL{3Y;:COLOURH: PRINTSPCEI)
1:COLOURA: PRINTSPCI2)

o1 RCOLOURA: FRINTSPL L) 5L
OLOURD:PRINTSPC (1) s COLOURE
tPRINTSPC 11 :COLOURD: PRINT
SPCI{91;:COLOURR; PRINTSPCIL}
1:COLOURF: PRINTSPC (1) 4 COLD
URE:PRINTSPC(1);:COLOURF: PR
INTSPE(L):

Q2BCOLOURA: PRINTSPCIL ) 5 L
OLOURE: PRINTSPC (3! : COLOURA
tPRINTSPC (1) :COLOURE: PRINT
SPC{I}:

SI0COLOURA: PRINTSPC(L 1 5:C
OLOURD: PRINTSPC (1) : COLOURE
tPRINTSPCI1) ;¢ COLOURD: PRINT
SPCI11s:COLDURA: PRINTSPC L)
1 COLOURF : PRINTSPC{11;:C0LOD

URE:PRINTSPC (1] :COLOURF:PR
INTSPCIL1) 3 +PRINT " ""The Tree

948 ENDPROC

1858 DEFPROCtune

1040 tune=PNDIl00!

1878 IF tuned25 PROCgoodwe
nceslastENDFROC

1871 IF tune!SE@ PROCjingle
bells:ENDPROC

1872 IF tune7S PROCdeckth
ghal 15:ENDFROC

1873 IF tune}74 FROC2ither
caral :ENDPROC

1238 ENDPROC
1D°R0EFPROCqgoodwences! as

1@99 RESTORE (118

1188 FOR note=] TO &4 :RER
D AP, D:SOUNDI,A,P,D:SOUND!
0,8, BNEXT

{118 DRATA -15.50,8.8.88.1.
€, -15,50,0,0,50,1,5,-15,60,
g8,~15,58,8,-15,50,8,8,58,1.
5, -15,68,9,-15,48,14,-15,48
8,-15,40,8,~15,48,8,-15,58
B,-15,40,14,8,50,1.5,-15,&
B,14,-15,40,8,0,40,1.5,-15,
5B.B, B, 60, 1. 5,-15,58,8,-15,
59.8,-15,40,8

1128 DATA B,40,1.5,:-15.58,
3,-15,40,14,-15,48,6,-15, 48
8,-15,48,8,-15,56,8,-15,42
16,0,60,1.5,-15. 48,14, ~15,
38,8,-15,60,58,-15.78.8,~135,
&8,8,-15,78,8,-15,48,8,-13,
40, 16,-15,48,8,-15,40,8,-1%
48,9,-15,54,8,-15,50, 14,4,
48,1.5

1138  DATA -15,48, 18,13
JA0.R.8,40,1.5,-15,40,8,-13
48,8,-15,58,8,-15,50,8,0,8
8,1.5,-15,60,3,-15:568,14:-¢
%:88,8,-15,00,8,-1%,75,8,-1
3.68,8,-15,508,156,-15.80, 16,
=13 808,57

1135 FOR delay=1TO1Z0@:NEX
T

1148 ENDPROC

1158 DEFPROCjinglebells

1148 RESTORE 1182

1178 FOR note=! TO [B&:RER
0 P.D:SOUND 1,-15,P,0:SOUND

1,8,8,8:NEXT note

1188 DATR 5@,4,96,4,88,4
B0,4,40,8,12,4,50,2,50,2,¢
2,4,94,4,88,4,88,4,58,8,70,
3,68,4,10Q,4,95,4,85,4,75,8
.of,08,108,4,108,4,108,4,68,

4,95,8,80,B,58,4,95,4,88 4,
BB, 4,50,8,12,8,50,4,%5,4,08
4,88,4,68,5,20,4,58,4,48,4
«108,4,95,4,B8,4,1088,4

1198 DATA 1@8.4,.1R09. 4,189,
§,116,4,109,4,188,4,89,4,52
2,324

1280 DATA %5,8,%4,8,95,8,7
5,8,95,8,95,8,95,4,109.4,92
(8,38,4,95,8,48,8,100,4, 100
4,100,5,100,2,100,4,%4,4,9
k. 4,.95,2,55,2,95, 4,38, 4,08,
1,028,4,88,4,108,12,95,4.95,
§,58,8,%6,4, 95,8, 58 8,58, 4,
188.4.20,6,88,2,75,8,48,0,1
ee,4,100,4,1808,5,19,2

1203 FOR celay=1TOLR@R:NEY

1210 DATR 10@.4,%5,4,9 .4,
¥8,2,98,2,108,4,1086,4,188.4
.28,4,88,18

1220 ENDPRLZ

1238 CEFPEDCdeckthehal ls

' od@ RESTORE 1252

1258 FOR note= 1 TD 49:RER
2P, 0:SOUND 1,-15,0,D:SOUND
1,0,8, B:NEIT note

1268 DATA 52,12,44,4,42,8,
.ok B, 848.0. 4.8, 00
404,800,432, 4,00,12,32,
1,24,8,20,8,24,14,52,12, 44,
i,48,8,32.8,24,8,72.8.48.3,
T4,E,I2,8,40,4,44,58,70,4,42
e 32, 4,.0.8.28.9,24, 16,32
J2.480,4,484,8,72,2,80,12, 94

] n b - |
T m IR

1270 DATA 40, 4,48,4,52,8,4
B,4.58,4,72.4,48,4,52,B.4E,
B.52.18,52,12,44:4, 88,8, 32,
8,24,8,32,8,42,8,24,8,32.4,
48,4, 04,8,32,4,40,02,32,4,
4,8,28,8, 24, 1%

1275 FOR delay=1TCIR@B@:NEXT

12688 ENDFROC

1298 DEFPROC:itherzarn!

1308 RESTDRE 1378

1318 FOR note=! TO S8:READ
P, D:SOUND 1,-13,P,D:50UND
1.8, 0. 8:NEXT note

1320 DATA 24.4,72,8,24,8,4
0,4,44,4,40,8,52,4,48.4,52,
4,60,8,20,8,28,3,32,4, 24,4,
J8,4,12,4,4,8,28,4,32,4, 24,
g,40,4,48,4,48,5,52, 4,50, 4,
J.,9,58,8,20,8,20,.8, 20, 4,5
0,4,58,4,72,8,50, 4,48, 4, 58,
8.32,8,32,0,44 4,52 ,4,40,8,
S2.4,44,4, 44,8, 42,8

1338 DATA 48,8,32,4,40.4,3
=|3|‘!‘.‘-31.'.3‘31“.3.51.
8,t8,8,20,8,28,8,24, 24

1335 FOR delay=1T010@8:NEXT

1742 ENDPROC

9997 DEFPROCinstructions
1eee VDUL9,0,3,0,8,8,19,1,
1.0,8,0
18085 CLS
18218 PRINT “SPCIS); "MELCOM
E TO CHRISTMAS SNAP®
12028 PRINT 'SPCIS!;" WNRIT
TEN BY PHIL TAYLER®
18878 PRINT "SPCIS):* FOR
THE ELECTROM MICRO"

{0240 FRINT 'SPCIS)¢"™ (WIL
L ALSO RUM ON 3BC."

10258 PRINT' "SPC{5); "PRESS
CPACERAR TO CONTINUE®

10050 REPEAT:E=GET:UNTIL &=
12078 voule,.0.5,0,0,8,19,1,
£.2,2,8

18875 CLS

180E@ PRINT " The chi
1d will see two pictures
appear on the screen. These

will change colour after i

tiae interval you will bea
sked to enter later, W
hen all the colowrs da nat
satch, no response should b
e made by the child.®
18292 PRINT ' "When the Lwo
pictures on the screen dg
gatch, however, the SPACEBA
R should be pressed. This
will register a response fr
oa the micro, as inceed wil
| any false presses.”

18180 PRINT'"™ Please enter

the nusher of seconds you w
1sh to give the child to re
attieaas """ Ninious is 1/2

4 second”’' " Maxisus 15 ¥
gconds"

12118 PRINT "Enter nuaber o
¢ zeconds as a nuaber, or p
ress B for 1/2 second.”
10120 REPEAT:S=EET:UNTIL &>
&7 AND B6(5B

18138 IF G=48 THEN 11=.5 EL
SE 1I=B-48

12148 ENDPROC

This listing is included in
this month’s cassette
tape offer. See ordar

form on Page 47.
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Silly Santa listing

From Page 45

;BREM SILLYSANTA

JOREM By Rag Frost

JBREM With help érom Sue
Frost

§8REN (C) ELECTRON USER
1784

S@MODE2

S8VDU2T:8202;0:8; 8;

JOFROCcredits

BeECOLR, 134:CL6

SRECOLA, 2: MOVEDR,R:MOVEL?
79,8:PLOTSS, @, 400: PLOTRS, 12
70,400

{BBPAOCcircleib@0, 308,240
N

L10FROCcircleibne, 350, 740
|
L28PROCcircle(tRe, 200,220
ol
138PROCcircle(tan, J40, 150
o
148FROCcircledsnn, T2, 200

TS
i

I‘*fEHPF.[]f.:irti!iﬁﬂﬂ‘-“ﬂi“
'f:lﬁBPF'EiI:c ircle(328,852,48,
q-:TEPEﬂtclr;lebeH.EEE-49-
d [88PROCcircletsne, 750,50,

130PROCcircleloRd, 200,70,

L)

<B@FROCcircleicnd, 200,28,

=

-1BPROCcircledsld, 100,10,

<<BFROCcircletbni, 280,10,

g A |

S@PROCcirclefsan,l0e, 18,

248PROCcircle (@0, 400, 10,
>

CSBPROCcirclett@,SeR. 10,
Tl

<ABFRINTTAB(4,20) "SILLY &
ANTA®

S70PRINTTAE(R,B) "

280vVDU19,5,4,0,0,8

29@6COLE, I:NOVEI D@D, 700: N
OVELl@@,70d:PLOTES, 1850, 608

JAOMOVEID@R, B5@: MOVEL 100,
g3@:PLOTES, 1858, 950

J18PROCapodtunes FORdel ayl
=QT05080: NEXT

J2RTi=12000: MX=10000

JIBMODES

J4BVDULY,2,4,0,0,8

J3BPROCinstruct

JEEMODEZ

JTBONERROR CLEAR:SOTOIIC

-aevoule,.1,4,0.0.8

Jv@eFN11,2

ARQVDUZI, B202;2;0;0;

41BCOLOURE

420FROCchoze

£I8PROCsetup

R40PR0Chouse (108, 588! :FROD
Chouse (508,308 : PROChouse (¥
82,60@) : FROChouse (108, 400 ;
PROChouse (520, 402) : PROChous
e (702,420

458PR0Csanta (220.300,2!:F
ROCsantal&@@,58@,3) :PROCsan
tall0@e,50d,4):PROCsanta (20
2,388, 5} :PROCsanta (588, 508,
g} :FROCsanta(1088,500,0)

458PROCsack

STRVDL4

46FROCdecide

498CLEAR

SeRE0TO3LR

S 1BENED

SZQ0EFFROChouse (xpost,ypo
ghl

SIONOVE apost,yposi

S4QNOVE xposi+208,ypash

SSRPLOTES,zposk, yoosi+180

S68PLOTES, xposi+208, yposi
+1 00

SONOVE sposi+180,yposlét
1

SBRPLOTBS ,apash,yposit1BR

STONOVE zposa+iSl,yposi+]
B0:MOVE =zposi+15@,yposi+1BR
:PLOTBS, xoosi+ 188, yposi+180
:MOVE iposi+158,yposi+1BR:F
LOTES, xpos2+188, vposi+100

580 WOVER.R

41QENDEROC

6280EFPROCsanta (xposy, ypo
s%.coli

638VIUS

4406CO0L @8,cols

5J8MOVE zposi,yposi

66BPRINT ;santa¥

47BENDFROC

sEADEFFROCsack

a8vIUIS, 14,3,0,0,8

18avDu23, 248,15,7.3,1,3.7
TETE |

J10VDU2T, 241 ,240,224,192,

128,192,224,248, 248

TLBVDU2T, 242,63, 63,63,83,
31,31,15,7

7I0VDU23, 243, 252,252,252,
232,248,248, 248,224

TeBsackS=CHEF24D+CHRE24) +
CHREB+CHRE1B+CHRSA+CHRS 242+
CHR$243

7S8GCOLA, 14

TERMOVE B0, B%Q:PRINT;sack
$:MOVE 48Q.89Q:FRINT;sacks:

MOVE 56@.870:PRINT;sacks

TTOMOVE 8@, 492:FRINT;sack
S:MOVE 480, 490:PRINT;sacks:
MOVE 558.4%0:PRINT:sacks

7806C0L4, 1

TTRNOVE 115,850:PRINT;AS!
12¢MOVE 513,060:PRINT;A$(2)
tNOVE 915, 850:PRINT;A%(])

SEBMOVE 115, 45R¢PRINT A%/
4):MOVE 515, 4560: PRINT RS 1(5)
tMOVE 915, 400:PRINT; A8 (4!

giecCoLe,”

S20M0VE 18@,738:PRINTHS;
[§:MOVE 500, 75Q:PRINT:HE: 2§
sMOVE 928, 75R:FRINT:HE: KS: M
OVE 10@,780:PRINT:HE:LE: HOV
E S00,Z80:FRINT HS: M$: MOVE
702,388 PRINT: HE s N8

3IBMOVETER, BS0: DRANSEE,ES
@:MOVETRE,E%2:DRANTRE, 850

S4EMCVETDR, 450 DRANSRD, 45
@:MOVETRR,45@: DRAWTRA, 450

S30MOVELDR, 500 : DEANZRE, 55
2:MOVE:QR,B02: DRAN] 20D, 550

2&BENTPROC

B7BOEFPROCdecide

8BBCOLOUR]

BYATINE=D

0BREPEAT

elavpule,colX,?,8,0.0

iRz i=nenzi

938coli=zi+]: [Froll=T THE
N coli=0

S4RVDUIS, colX, 1,2,0,8

9S@vDuza,e,24,1%,22

PEBFRINTTAE(D, 1) "You are
at house "3zl

78vhu2e,.e,31,1%,25

7ERVIU23;52082:0;0;0;
0IF LEM(carry§):2 THEN
B0TO @ee

[B@@IFAS(z1)="" THEN BOTODI
ase

181 BREPEAT

LO2@INPUTTAE(®, 1) "What wil
| you take" take$

|QIQBPRINTTABCIE, 1"

IQ4BUNTIL take¥="" OR take
§=Afizl)

1050 IF take$=R$(:%) PROCr
Bagve

108Bcarry$=carryf+takes

L878CLS

LBB@ IF AR(zX}{>"" THEN 50
TO 1198

1B9BREPEAT

LIBRINPUTTABIR, 1) "What wil
! you drop®,leaves
11IBPRINTTAB(IG, 10" *

1120F0R loop=1 TO LEN carr
vi

{130 drop$=RiD§{carry$,loo
g ld

1140 IFdrop$=leaves GOTO!!
s

1ISENEXT

LIGOUNTIL leave$="" DR lea
vef=dropf

1170IFdrop$=leavef PROCdro
B

L1geCLs

1 L9@REPERT
L2RBINPUTTAB(R, L) "Hhere wi
11 you go",newzl
12IBPRINTTAB(IB, 1) *

LIZRIF nemzl=R AND GE(L)="
" AND AR(Z]="2" AND A§il)=
"I" AND AS(4)="4" AND A1)
="5" AND Af(p)="g" THEN BOT
0 13ee

123BIF %=1 UNTILnewzi=2

1248 [F z5=2 UNTIL newzX=!
0f newzi=d OR newzl=] OF n
ewzhzt

12581F z%=3 UNTIL newzX=2

12581F 23=4 UNTIL new2i=S
0F nemzl=2

12701F 2%=5 UNTIL newzX=4
OF newzi=g

12881F 2X=& UNTIL newzX=2
OF newzi=3

1298CLS

1JBBUNTIL TIMEXTE OR AS(L)
="1" AND A§(21="2" AND AK(I
1="3" AND ASi4)="4" AND Af{
J1="3" AND A§(&)="8"

1J10IF TIME:TY THEN PROCta
il ELSE FROCsuccess

1 JZBENDFROC

13IR0EFPROCSetup

1I40YDU24, 9; 358 1279; 1023;

13savouzs,e,31,19.22

13506C0LR, 129:CLE: COLOURLS

EH ELECTROMN USER December
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SiCLS

L3TONDUZS 238,24, 126,255, 1
2h,126,60,24,24

13evDUzl, 231,255, 189, 169,
48,560,182,102,231

L I90VDU23, 295,233,
258, 255,299,235, 255

140@santaf=CHREZIR+CHRSB+C
HR$1@+CHREDT!

.#IE?HHI":.’.E 2, 2: VDL,
Se0.0,0,0:V0U19,4,7,0,8,0:¥
HLY.a,7,0,0,0:VIULY.6,7,.9,
g,8:VDu1e,e,7.8.0.¢0

AZBHE="no. "

LAIRIF=" 1" JE=" 2" KE="T"L
LA BT T Rl e

144Qzarryd=""

LASBnews izl

145RENDPROC

LATQOEFFROCr gacve

148QvVDUS

\ A9@EC0LR, 7

1S8RIF z%=1 THEN MOVESR,B?
QiPEINT sacks:AE(])=""

151Q1F 21=2 THEN MOVE42Q.E
R:FRINT ssackf Afll)=""

1S201F 21=7 THEW MOVES3R,S
“R:PREINTisacks:Af(I)=""

iGJRIF z1=4 THEN MOVESR.4%°
Q:PRINTisackBihgid)=""

IS4Q1F z%=5 THEN MOVE4SR,4
R:PRINT;sacks: AF(5)=""

IS3QIF z1=5 THEM MOVEGS3D,4
*Q:PRINT:sackE:AS(pi=""

- R

{STRENDPROC

| SBRDEFPROCArap

15581=INSTR{zarrv§,drops!

L &08Y=LEN carry}]

161 0carry$=LEFTS (carrys,1-
L1+MIDS (carryd, Mo, Y]

1620VOUS

16301F =%=1 THENW 5COLD,14:

Wy dddy

MOVE 52.3%Q:PRINT;sacks:6C0

LA, L:MOVE 115,B40:PRINT] eay
eftnf(li=leavef

164B1F zY=2 THEN BCOLD, 14:
HOVE 480, E%0:PRINT;sackd:B0
OL4,1:MOVE 515,862:PRINTlea
vef:Af(2)=lpaves

16SQIF =%=3 THEN 5COLD, 14:
MOVE B80,89@:PRINT;sack$:GL
GLA, LiMOVE 715,860:PRINTle2
vefiAS (3! =lgaved

186BIF 2%=4 THEN ECOLD,14:
HOVE 8@,450:PRINT;sacks:6C0
L4, 1:MOVE 115, 45B;PRINT] gav

ef:Af(4l=]loaves

16781F :%=5 THEM GCOLB,!14:
MOVE 488,472:PRINT;sacks: Gl
OL4, 1:MOVE S15,450:PRINTIpa
cefiAF(S)=leaved

15881F 2%=b THEN GCOLA, 14:
MIVE B88,4%92:PRINT:sack$:GC
OLA, 1:NOVE 915,46Q:PRINT]ea
vef:AF(5)=leavesf

L5RVDUS

17TRRERDFROC

1 718DEFPROCTail

1T28T3=TINE

1 73eVDU24

1740VDU23;3202; 8; 2 0

1758COLOURTZE:ELS

1758vVDU208: VDULT, 14,3,8,8,0
19,1,4,0,08,8

1 778COLOUR?

L7EBPRINT “ "
long::"

7S@PRINT " ""Branny will be
“CCguprised toget 2" "ra
ttle.”

1800PR0Chadtune

{819FROChall
1528T%=Ti+2008
[8)BPRINTTABID, 11! Space B

You took tco

ar for nezt"'"“gs.
[EAQREPEAT UNTIL BE7=IZ
18SRENDFADL
|BERDEFPRDCsuccess
LBTATI=TINE
| eRevVDUZe: YDULY, 14,3,2,2.8
J19,.1,4,0.2.2
1BSRVIU4
t92avou2e, 0, 3t,19,22
1910VRU23;3202:8; 0; 0;
1928C0L0URT29:ELE
1938COLOURT
FR42PRINT “"A happy person
in*"""every house."
[95@8PRINT “*You took ";TIDI
ViD@;" seconds”
1768PROCooodtune
1978IF MEXTL THEN MZ=T%
198@PROChal!
I990FRINTTAR(R, 110 "Space b
ar for next® ""go.’
-BRRREPEAT UNTIL BET=3Z
ZR1QENDFROC
SRZPOEFPROCinstruct
Z0IRPRINT " ""Santa has been
sery §illy this year." '"H
e has left his presents at
the wrong” " “houses."
JB4BPRINT "You have only a

limited tiee before all®'"
the people wake up and find
hig sistake,”
205@PRINT ' "You can sove fr
2 house to house along” "t
he white paths, collecting
gresents”"“which can be see
n nuabered in each® "“house
and leaving presents at the
“"*right house."
<BEOFRINT " "Ancther orobles
15 that your strength™ “is
limited. You can only mand
ge to" "“hald three sets of
gresents, "

JB7@PRINT '"Fress the space
bar to continue,.”
ZRBRREPEAT UNTIL BET=32
<B7OCLS

“1ROPRINT'*""1# you do not
want to take or leave” " "an
¢ presents just press RETUR
K."""You eust always press
RETUEN after ""“you have en
tered any nuaber,”
~11@FRINT' '"When vou have
caapleted your task" "press
g to take you hose,”  ""San
ta will then send you on &
new” "“mission but he will
ive you less time."
<I2BFRINT " "*Will vou qget
4 happy person in every “h
cuze™"

S1TRFRINT' " ""Press the spa
Ze bar to start the game.”
-1 4BREPEAT UNTIL BET=3Z
JISBENDFROC

2| SRDEFPROCchose
21700IMAS (4

2 BREE="1 27458 1 §="": (=4
2190REFEAT

J28@R=RNDIC)
221aCE=CH+NIDs(BE R, 1)
C2I0B§=LEFTH(EE, R-11#RIEHT
§(Bf,LEN{BFI-R]

s238C=C-1

J24BUNTILRg=""

J250F0F N=! TO &
J250R% (NI =MIDE(CH.N, L)
—sTONEXITN

1280ENDPROC
o2990EFFROCqoodtune
2J0RRESTORE232E

231 BFORtunei=1TOI0: READDI L
chi, durZ: SOUNDL, =13, pitchis
o8, durX-2:SOUNDI, 8,52, 1t KEXT

22BDATA3Z, 10,52,10,52,5,6
e,3,32,5,48,5,40,10,24,18,4
8,18,50,10,40,5,68,5,40,5,5
2,49,48,10,32,18

J3IBDATA4E, 10,58,18,48,5,7
244,68,3,50,5,52,10,40,10,3
2,9,392:3,40,10,40,10,48,18,
320

<JABENDPROC
2I58DEFPROChadtune
2J5ORESTOREZIED
2378F0Rnotel=1TO1R: READDI L
chl,durX: SOUNDL, ~13,pitchl,
durI* tSOUND], 8,52, 1:NEXT
ZJBB0ATATS,10,95,10,%56,20,
9,18,94,18,95,28,94,. 10,187
18,78, 16,8340
Z39B50UNDL,-13,92, 14

2400 FOR PITCH=92 TO 48 &1
EP-1

Z41850UND1 ,-15,PITCH, 1
2420 NEXT PITCH
=4J850UNDR,-15,7,28
JA44BENDPROC
J4SRDEFPROCCredits
2AABPRINTTABLZ, 5"E Y
TEDNTAB(S,IRI"U S E F"
ABIC,IH"PRESENT S
cATBFOR delayi=2T010:VDULT
i ENDLTY ,@,0,0:FORpausel=d
TOSB@: NEXT:NEXT: VDUZO
J4BRENDFRAOC
ZASQLEFPROCAaIL
JERAVDU2E

coIBVOU23:8202: 8 0:
2320CLE

JSIOPRINTTAR(D.5) "The hest
bime ig °'"yNIDIVIE@;" SEC
ONDE., "

2S4BENDPROC
JSSBDEFPROCCIrclel,Y,B,C)
25486C0L8,C

257RLOCAL 1,3

1588FOR [=Y+R TO Y-R STEP-

25°0=50R (ABS(ReR=-(1-Y]#(]
=Y

Z68@MOVE X-J,1
26180RANT+], ]

JEIONEXT

25J2MOVER, 2

JE4DENDPROC

This isting is included in
this month’s cassette
tape offer. S5ee order
form on Page 47,

Dhircaym
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AT COMSOFT
WE'VE GOT IT ALL TAPED UP

.  FOR ONLY £4:95!
i
L\ﬁﬁ"j— "l:“-\'
e o SAS COMMANDER 500t
F:J-]":h LEITarisEs, Save hostages, restore freedom

! Whe are grving over |00 prizes aaay o the
highsest orers! "Excellent. A very [emping game
Exphefthy DRodUCEd ard At 3l the refinements one
corne io enpet — O Comaditineg

CUSTARD PIE FIGHT A nhilassous game for one or

Dave players that sl literally hawve you falling owver with

lasghrer] ~ Tive of Ine Week PCA

SERPENTS LAIR A graphical geographical adventure, “The

use ol graphics impressed me. | can see the whole Lamily gerting

involved. A pheasant lirst adventuné in cvery way.” HCW

PLAYBOX Thres edications Drogqrams on one

casyette for the whobs Lamily| Lsad in schools and

Homes natiomandel “Supero Wil be 3 very valuable

acidition o many schooli and homes. | would

certaindy funse Spend iy MOoney on it walh only bao
of the three games. ~ Eleingn Lisar

TAPES: £4-95!

Please add 55p post & packeng

| We Guaranies !
me Day Despatoh
| By Firsz Class Post |
COMSOFT
6T HENT ROAD
HARROGATE
NORTH YORNKS i
HG1 ZNH.
TEL: OSRT BATETT
or D4ZY 57464,

e

ADVERTISERS INDEX
e ST SRR

Acornsoft 14,15
Agoressive Software 60
Bec Sports &80
Bit Twiddlers 60
Comsoft 60
Epic 36
First Byte Computers 17
Golem 28
lcon Software 26
Kay-Ess Software 11
Kosmos 21
Microbyte 28
Micropower 40. 64
Minic Business Services 53

M.P. Software
Mew Harizon
Mational Micro
Centres
Potter Programs
Qualsoft
Shards Software
Shiva
Skywave Software
Softwara Invasion
Software Liason
Squirrelsoft
Superior Software
Voltmace

If you already own the popular games of ‘CHUCKIE _EGE",
"KILLER GORILLA" or "MONSTERS" &£ then our
UPGRADES

“"CHUKEE"
will provide 3 Speeds, B Mew Screens. Variable Extended
Jump and Select Start Level (1-41)

DESIGN YOUR OWN SCREENSII!
KILLA™
will provide upto 15 Levels of Play, Variable Extended
Jump, Extra Lives. Practice Modes and Pause.

"MONSTAS"

will provide 4 Skill Levels Variable Extended Jump,

Conveyor Belt Effects, User Defined Keys, Configurable

Monsters Extra Lives and Pause

ANl programs avadable for B8 C ar Eleciron. Srare Machine, £3.25

gach. 2 or .3 on one casserte £5.00 or E£7.00 By ralurn post Frsf class
BITTWIDDLERS

Dapt, EU1Y, 158 Church End, Harlow, Essax CM19 5PF.
* & 3k are trademarks of A & F Software and 4 cornsofr

~  MICROWORD ., A\

L ] -
""" Word-Processing BaC

gLECT

DOYOUHAVE: AnELECTRON PRINTER INTERFACE? ABBC
without disc drives?

it “the sky" is not the limit for you, and you need a

YWord-Processor, then MICROWORD is what vou've been

waiting for,

MICROWORD is the ideal family/small business package

invaluable for the writing of letters, manuscripts, minutes of

meatings, labals, as a typing tester, and a multitude of other

usas.

Modestly priced — MICROWODRD — yous introduction to a whols sew warld ol |
wiritsng. Send teday for immediste dspaich ts:

SOFTWARE LIASON, 8 Darwin Road, Welling, Kent DA1E
2EG. Tel: 01-304 3411,

Badar Ervguiries YWelcoma

\‘\\::r:hnuumu for £6.90 + 50p PEP

————

STRIPPER 1l

The professional tape back-up program for the Electron,
This is a totally new and updated version of the
bast-saller, Stripper |, which has been selling for over a
vear for use on the BBC Micro. Now, due to popular
demand, available on the Electron also.

As Stripper Il will duplicate all your commaercial
software we must insist on personal use only, please.

Just send £4 ing. chegue ar PO, to receive Stripper Il by
rafurn post. Educational orders welcome.

Crders to,

Aggressive Software, 14 Elmore Road,
Sheffield 510 1BY.

FREE BALL!

with'YOUR TEAM' .

a Bobby Charlton P'
Laathar Match Ball
worth £6.99

Yes absolutely free for a imited pesod, with avery copy af the
program “Your Team” a real leather Match Ball Autographed Dy Bobdxy
Chariton (R.R. P, L6599, Your Team ' s a dailabase program 10 féecord

and analveEE your Tayvourite teams match reésulls SCOres. dliendances
statistics e1e All recorded (n your clubs colours. Football laague
Coottish BEQUE O vour own Leam schodl or club can ba kept S&a%50N0
after season
Availabie for Spectrum, BEC, Electron, CEM 84 — E9.85 plus {100
PEP Order tocday encloding chegued P00, Accoss \Visa 10

Bec Sports, Dept EU, Bac House, Highlands Ave, Northampion.
Tel: 0604 499 248

!

TEWU HDRISON
JOMPUTES ZENISES

FOR
EDUCATIOMNAL
SOFTWARE
FAST MAIL ORDER SERVICE
FREE P&P FOR ORDERS £25 OR MORE
SEND FOOLSCAP S AE, FOR CATALOGLIE

To: New Horizon Computar Cantras
1 Goodall Streat Walsall WS1 1QU
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Micro Messages

f READ with interest the latter
in the Qctober 1984 edition of
the Electron User concerning
moving the Electron screen
down one line (p 62 “"Moving
down the line”]. [ would ke to
expand upon the ideas of Mr K.
Sharkey in the following way.

{ notice that a VOU 11 (Crrf
KJ will in fact only move the
screan down one line if the text
cursor is positioned some-
where on the top line of the
screen.

To overcome this | would
suggest that a VOU 30 (Ctrl )
showld be used immediately
before the VDU 11. This has
the affect of homing the text
cursor to the top left hand
carner af the screen, therefore
ensuring that the following
vou 11 command has the
desired effect.

Having carried out this
gperation yvou do however
feave the text cursor at the top
of the screen, which means
that any subseguent fext will
be printed at that position.

To rectify this the folfowing
statement could be used:

A=P0OS:BE=VPOS5-1:
VDU30,11:P.TAB(A,B)

The variables POS and
VPODS contain the X, ¥
coordinates of the text cursor's
present screen position,

Having “remembered” your
current screen position you
can then use the VOU 30,11
command o mave the screen
display down one line. Having
moved the image down the
screen it is then possible, with
the P.TAB/A.B) command, to
return to your origingl position.

As you can see, voud oo in
fact return to the same point
on the X axis but one ling up on
the Y axis B=VPO5-1"

This is to enable you to
return (o the “physical™ peint
that you left, rather than the
point in the text.

Thiz is really only necessary
if your original position was on
the bottom line of the screen.
To return to that position in the
text vou wouwld need fo move
te a position off the bottom of
the screen.

{ would suggest thal users

Moving down the
line a little further

incorporate these commands
inte a procedure and than call
the procedure when they wish
to display a complete picture
an the screen.

! hope that this additional
information will be of value to
your readers, The credit goes
to K. Sharkey whose initial
idea was the calalyst to the
above line of thought. -
Martin Grantham, Acorn
Customer Services Dept.
@& As ever, Acorn Customer
Services Department
produces the goods. Any more
hints for us, Martin?

Short cut

IF yvou own Mr Wiz from
Superior Software and just
can’t get onto the next screen
then try pressing Caps fock,
Q. 1, all at the same time. You
should start at the beginning
of the next screen. — Richard
R. Fairbrother, Stapleford,
Notts.

® Many thanks for the tip -
but it sounds suspiciously like
cheating.

Bug in
solitaire

HAVING typed in and run your
Solitaire program fin the July
1984 issuel) ! find there is a
small bug.

If you wish to move a discin
coordinate position (3.1) up
you are able to do so. Of
course you would normally not
wish to make this move. but if
you do accidentally you will
ruin the game,

There is an easy remedy —
by inserting GCOL 0.0 in to
fine 200 and removing GCOL
0.0 from fine 210.

This changes the X and Y
fabels to black so that the X
fabel is not detected as a disc
and so the move cannot be

made, — Robert D. Snalling,
Haslingfield, Cambridge.
® Well spotted Robert. And
many thanks for the remedy.
It's al¥wvays nice to hear from
people who've probed into the
workings of the games as well
as playing tham.

View into
the ROM

Here's a short program for
those of you interested in
finding ouwl what ffes in the
aouwlpul area of your ROM.
You'll probably be amazed, |
Was.
Enter the Basic program,
making sure that nothing
occupies the output area (Plus
I or ather add-on) then run the
program.

I8 FOR N=LFCO® TO LFFRQ

20 IF 7N>31 AND PNCI27 T
HEN PRINT CHR$(7N)

I8 NEXT

8 END

While | was playing around
PEEKing into the ROM area |
found soeme interesting words
not fisted in the manual, such
as B00T,

Also in the error message
area I found "No Not Bad”, Is
this a compliment? — E.T.
(nothing to do with the

film) Jonas, Hillingdon,
Middlesex.

® Fascinating stuff Mr Jones
The BOOT command is for the
disc filing system, but the error
message is a mystery. We
doubt that it's a compliment!

Station now

closing down

REGARDING N. Wright's
letter in Micro Messages
about broadcasting Electrons,
vow said that vou couldn't get
vours to broadcast on your
radio,

Well I' have a very
mysterious sitvation at my
house. Both my sisterand [ got
the same music centre for
Christmas and my sistar keeps
on complaining about my
Electron’s sound effects on her
radio in her room.

Yet mine is right next to my
Electron and there’s no inter-
ference at all. 5o we swopped
machines — and it was still the
same, Hers in her room
suffered interference and mine
in my room dign’f., 5o this
might mean distance from the
Electron has something to do
with it. — Miles Touchard,
Maidenhead, Berkshire.

® We had a feeling of

»

WHAT would you like to
see in future issues of
Electron User?

What tips have you
picked up that could
help other readers?

Now's here is your
opportunity to share
YOUr experiences.

Remember that these
are the pages that you
write yourselves. So

tear yourself away from
vour Eflectron keyboard
and drop us a line.

The addrass is:

Micro Messages
Electron User
Europa House
68 Chester Road
Hazel Grove
Stockport

SK7 5NY.




Micro Messages

From Page 617

foreboding when we said last
month that this correspon-
dence was closed. Since then
we've had lots of letters
pointing out the distance
effect, so we are publishing
this FINAL letter.

Olympic
records

I'D like to make a complaint
about Micro Qlympics.

After receiving a copy. | was
maost angry at the way the
player rung in the running
events. the action of pressing
down [wo keys &85 fast 83
possible was causing wvibra-
tions which were felt through-
out the house.

On account of this, and the
fact that my parents weren't
going te pay for anaother
kevbhoard, | was banned from
playing this otherwise very
good game.

Thus | wish |'d never had
the luck to get a copy.

Meanwhile on &8 less
serfous note, here are my
records on the day before |
was banned.

100m

200m
£00m
800m
1500m

Javelin

Discus

Hammar

Long jump

High jump 2.40m

Pole vault 5.60m
= C.J. Underhill, Whitton,
Twickenham.

@ Don't your fingers get very
sore?

— and more

I THINK 've set the standards

for all vou athletes oul there

with my records on Micro

Olympics:
100m
200m
Long jump
High jump
Javelin 100.93m
Discus F0.85m

- A. Ennis, Herne Hill,

London.

® Congratulations on your

8.07 secs
18.93 secs
4247 s8cs

1:47.68 secs
3:54.58 secs
895.899m
F1.11Tm
84.79m
8.88m

892 secs
17.33 secs
8.0Im
2.39m

micro-athleticism! We have
little doubt that others will be
claiming better records.

Claim

to fame

USING the command.
PRFE4S = 1, | have been able
to sfow down the BBC Micro.
/s thera any way of doing this
on the Electron?

May ! say that so far
Efectron User has been unfaull-
able. However, maybe [ could
suggest & couple more
features which even The Micro
User hasn't got.

0O A Hall of Fama, where
readers could boast their high
scores, Here are some of my
owen.
Cybertron 41630
Chuckie Egg 365780
Paositron 41960
Snapper 23465
Croaker 14260
CylonArtack 31870
Maybe a Micro Olympics
rable could be included.
O An adventure solver page,
where tips on how fo soive
popular adventures couwld be
printed. | have solved two:
Stranded, and Arrow of Death
fpt. 1). Maybe Twin Kingdom
Valley and Castle Frankenstein
could be the first? - David
Thompson, Sale, Cheshire.

@ If there is a8 POKE 10 slow
down the Electron, we don't

Diagonal

f'VE written a short progran
demonstrating a diagonal
scrolling technigue, The string
variable A8 will take a
message of any length but the
space at the end 1s Necessary.

— M.J. Rance, Broadstairs,
Kent.

@ Thanks for the first diagonal
scroller we've received, Qur
original scrolling program
seems to have struck a chord
with Efectron User readers and
wa'va had all sarts of similar
DI’QQFEEFHS.

WWhat a lot of little scrollars
VO are.

know about it. What we want
to know is why you want to
slow it down in the first place!

The Hall of Fame idea is
nice. but how do we know that
the scores are genuine? As for
Micro Olympics, your wish is
our command.

Finally we're trying to per-
suade Merlin to do a regular
column, but every time we call
round on him we're told that
he's gone out for a spell.

Oh
Brother

I RECENTLY bought a Brother
HRS printer on the undarstan-
ding that it was compatible
with the Efectron.

However | am having great
trouvble producing graphics, as
avarything seams to be for the
Epsom printers.

| understand a screen dump
routing is required, but cannot
find one for Brother to
Electron. Can yvou help? — Ban
Still, Bushey Heath, Herts.
® We haven't come across a
screan dump routine for the
Brother HRS. Could any of our
readers help?

Exploring
the 0S

AFTER having endured Basic
and evantually got round to
fearning machine code | am

now ready (o risk exploring the
operating system. Couwld you
recommend a book? - lan
Woodruff, Garstang,
Lancs. -~

® There are two books we
can recommeand. The first is
the Basic ROM User Guide by
Mark Plumbley, published by
Adder, This explains in depth
how the Electron’'s Basic
Works.

The second is Acornsoft's
Electron User Guide, by Mark
Holmes and Adrian Dickens.
This covers both the software
and hardware aspects of the
Electron.

Trill to
victory

IN answer to Chris Jones’
enguiry (Efectron User
November 1884] concerning
the Micro Olympics, | am &
music teacher and as a pianist
! find no difficuit:” ‘n beating
the contestants (and world
records/).

I just play the "left foot —
right foot " keys as if they were
a il on the piano. [ think
readers might well discover
that most pranisis will egually
be warld champions! = David
Forshaw, St. Helens,
Lancs.
® So playing the piano helps
vou excel at Micro Olympics,
does it? |s the reverse true?
Does Micro Olympics help you
with your piano playing?

scrolling demonstration

18 REM DIAGONAL SCROLL

2@ REM MICHAEL RAMCE

38 MODE &

48 VDU 23,1.0;0:0:0;

38 Af="#2sELECTRON USER®
++DIAGONAL SCROLL BY M.J.RA
“E ]

&8 REPEAT

78 PROCscroll

B8 UNTIL FALSE

78 END

{88 DEF PROCscroll

118 REN FILL FIRST DIAGONAL

120 FOR T=1 TO 14
138 Y=p

140 REPEAT:Y=Y+]

158 PRINT TAB(23-K+Y,1%-1
+YINIDS (A%,Y, 1)

168 UNTIL Y=X:NEXT

178 REM SCROLL REST OF WE
SSAGE

168 FOR a=2#LENAS TO | ST
EF-1

178 FOR Y=1 T0 15

280 1F 28LEMAS-a+YILENAS
b=LENA$-a+Y ELSE b=2¢LENAS-
aty

210 PRINT TABC1@+Y,4+YINI
D§(A$,b. 111

228 NEXT, tENDPROC




THE BEST BBC MICRO SOFTWARE ACORN

* PRODUCED BY AN INDEPENDENT SOFTWARE HOUSE * €ELECTRON

* TOP QUALITY MACHINE-CODE PR . RRC
o OGRAMS MICBO

) L
e L T

B kR e

A highly-oddictive multi-stoge 30 roce gome. You steer
your cor left and right, occelerate ond decelerote os the
DPROsING cors weave about the rood. There ore five
different stages including night, snow, desert and
riverside scenes. To qualify for the next stoge, youw must
finish in the ton fwelve. Increditsbe graphics give the
impression thot you really are taking port in the roce
Highly recommended, and destined to become onother
top-selier For Superior Softwore
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SMASH NND GARB (32K)

M @nt and -:'!-ri|:|||"|7|| arcode-style gome in which you toke the role of o
I;l.'_lll'_l Fr a1 Ehe Baonk A LM 15 I IT“:L'

| —
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i "' 20nm

SUPERIOR SOFTWARELTD. P
' Dept. eU12, Regent House, 3 Bossatiom ovichis bafosu

Skinner Lane, Lleeds 7
Tel: 0532 459453 E




FROM HI!I"I‘MH’E LEADING
« SOFTWARE I'I?IISE!

Flyl'hull ""’**IF" ol .- £695

7 f-""/-rfq “ﬂﬂmngud
: _ ding Reegs. =

: l N
- 1| o e 1 L
on n —."-i-' . :nﬂh’ﬂ& Fﬂl‘ m,
S i ]

L0s/ FOR OUR NEW
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MICRD POWER LTD
NORTHWOOD HOUSE NORTH STREET.
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