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Choosing a printeris

alot easier than

HERE are dozens of quality printers from which to ¢ hoose. With
quality price tags of around £25(.
The Brother M-1009, however, breaks all the rules.
Stavs defiantly below the £200 barrier.
Though it has far more than its fair share of features, it maintains
1_]||' AR ||'1j1|'i.‘u':|.|_'. || N |_'Iri1_ e of £]199.95,
Travels at a steady Dfty.
In the speed stakes, the M-1009 is certainly no slouch, being
i'u“}' 1_.]]_':'.'1'_'1il._' r_ufu;} to 50 characters per second.
Providing bi-directional and logic seeking printing for normal
characters and uni-directional printing for super andl sub s rip

and g r.-'||:-]L'u' .. 8 :
= Frinis on any paper.

Being an impact printer, the M-1009 will print on virtually
any paper, inchuding letter headings, invoices and standard othee
station £ry.

It will even print two copies together with your original.

A superb character recommendation.

In its price range, the M-1009 has a great deal more character

than many printers.
96 no less, pl-.n international tvpe and __L:T-'l]‘-']'l-h. characters
Reliability comes as standard.
Built 1o the same exacting standards as Brother’s elite ofhioe

choosing a computer:

printers, the Brother M-1009 already has faultless credentials for
reliability,

Its 9 pin dot matrix head, for example, has an astonishing 20
million character service life,

One printer that doesn't block out the light.

Many home computers tend to be a little on the large side.

In contrast, the compact M-1009, at only 7 cm high, keeps a
discreet P]’l‘rl‘]]-:".

Well ':]'i.""-i}."l"ll'lil. reliable — and conscentious.

T'he Brother M-1009,

Lt
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How to teach your Micro

a thing or two

Thousands of home computer owners have yet
to discover their microcomputer's potential to help
with many of the problems and decisions that come
up every day in the home or office.

Perhaps you have always promised yourself that
you would teach yourself programming, but have
been put off by manuals which seem to assume a
lifetime spent studying computer science and
mathematics. Maybe you have looked at other
computer books, but have yet to find one which is
free of unnecessary jargon or where the program
examples bear some relevance to real life and not
space invaders.

Relax, your search is over.

The ‘Learn BASIC® tutorials from Logic 3 are
the latest development of a teaching method
pioneered by Professor Andrew Colin and perfected

Please send me more information about

et CEN: e e Sinclair Spectrum

‘Learn BASIC' wutorials ] Commaodore 64

Logic 3 Spectrum Club L] Acorn Electron

Logic 3 Commodore Club ] : BBC Microcomputer

(64 and VIC owners only) r Dragon

NI e ceeeeeeeenessansseeesssrsns l OGlC 3 Ao i
(BLOCK CAPITALS PLEASE)

by testing on 3 generations of students at Strathclyde
University. The *Strathclvde Method® has been
translated into 8 languages and used by over 300,000
MICTOCOMPULEr users.

‘Learn BASIC' is a jargon free, step by step,
course in computer programming, which explains
everything clearly in English, not computer talk. In a
matter of hours vou will be writing your first
programs.

‘Learn BASIC' is designed for people who want
1o keep abreast of the computer age, for people who
realise that understanding computers is a key to
future success at work, at school, and as a parent.

Get ‘Learn BASIC' and teach your micro how
to be useful! (Available from major branches of
W.H.Smiths, Boots, Laskys, Greens, John Menzies
and better computer shops nationwide.)

I have a:-

: iererisese P OSICOAdEY il
To Logic 3 Lid., FREEPOST, Mountbatten House, Victoria Street, Windsor SL4 1HE

o
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TINY two years old Claire Hirst
became a child celebrity overnight
after she opened the latest Electron
and BBC Micro User Show in
Waestminster.

Although Claire cannot read or
wrrite yet, she is already a child prodigy
on the computer.

Mational newspapers, telavision
and radio all convoerged on tha New
Horticultural Hall to watch Claire go
through her paces.

And she duly obliged by demons-
trating how she had written a tune on
the micro and even designed a

Christmas card for her mummy.

‘Reliable V. o

Electron’ report under fire

A REPORT claiming
the Electron is the
most reliable micro
available in the UK
has come under fire.

Critics were quick to
cast doubt on the
findings after it was
learned that Acornm has
strong links with the
publishing house that
commissioned the
SLUMEY,

However Acorn has
strongly defended the
results, which reveal

that the failure rata for
the Electron — based on
faulty machines re-
turmned to dealers — Is
only four per cent.

"The survey is as
reliable as it could be™,
an Acorn spokesman
told Electron User. "It's
just a pity that some
people are trying to
suggest it is biased”.

It wasn't what the
report stated about
Acorn products which
has caused the attack

but the way it slammed
other leading micro
manufaciurers.

The survey roasted
Commodore for its
“high failure rate’,
claiming 18 per cent of
Vic 208 and 13 per cant
of Commodore G4s are
returned to dealars.

But it was Sinclair
Hesearch which was
named as "'the worst
culprit”, According to
retailers  interviewed,
more than a guarter of

all Spectrums sold are
returned.

And it was Sinclair,
understandably smart-
ing under the criticism,
who spearheaded the
counter attack.

“We reckon the true
return rate is about half
the figure given in this
survey and 40 per cent
of these are in no way
faulty”, said a Sinclair
spokasman.

CAnd we are not very
happy about the manner

in which this survey was
conducted. It appears
that a number of retail
store managers were
simply telephoned and
quizzed on home micro
retumn rates.

“We also believe that
the survey was carried
out on behalt of a
company in which Chris
Curry has an interest’,

The survey was com-
missioned by Venture

Turn to Page 6

Fabruary 1985 ELECTROMN USER &



MOW that the Electron
has come of age, the
stage is being set for a
battle of the disc drives.

Developments by
Aecarn and Cumana hawve
pushed the maching into
the league of sysiems
costing hundreds of
pounds more and
opened the doors for
users to create sophis-
ticated databases.

The products that
have dramatically
boosted the Electron’s
capabilities and appeal
are a 3+in disc interface
and drive from Acorn
and a range of b3 and
3%in disc drives com-
plete with interface from
Curmana.

Electron users got
their first hands-on

DISC DRIVE

Row over

Electron
survey

From Page 5

UK, a magazine run by
Redwood Publishing, a
company in which
Acorn's managing direc-
tor Chris Curry and Chris
Ward, an Acorn non
executive director, both
have substantial
interests.

“"But no matter who
called for the report in
the first place, we still
insist that it is as
accurate as any other
similar survey would
be'', said the Acorn
spOkesman.

“The results for the
Acorn products were
almost identical to ones
we va had from our own
internal studies. So that
satisfies us as to its
validity™.

exparience of Acorn's
new Plus 3 at the
Electron and BBC Micro
User Show in Decamber
when it was demon-
strated using the
Acarnzoft database pro-
grarm,

The Plus 3 provides
Elactron users with a
fagter and more flexibla
alternative to cassettes
for the storage of pro
grams and data

It comprizes a salf
contained disc interface
and 3in single-sided
drive and offers 300k of
S10rage

A new Acorn ad-
vanced disc filing
system — dascribed by
critics 85 better than
that awvailable for the
BBC - provides facilities
at the basic laveal, but
dlso has features equip-
ping it for business use.

The Plus 3 costs
£229

Cumana is supplying
its full range of disc
drives complete with
interface for use with
tha Elactron.

The interface costs
£149.95, The 100k
Jxin drive including
the interface = costs
£299.95 and tha 100k
51in drive with interface
costs £289.95.

Acarn’s Plus 3 dise drive

SOFTWARE publisher
Micro Power has
announced 8 major
breakihrough for Elec
tron users.

It has solved the
problem of tha joystick
games that wont run
whilg the Plus 1 add-on
is fitted. This snag was
first pointed out in the
August issue of Electron
Liser

Now Micro Powaer
has written a remediai
routine. You load it, pick

Joysticks snag
o out

oul which game you
want to play from the
resulting manu and
then load the game as
usual,

According 1o Chris
Payne, Micro Power's
marketing chief, this
works for 20 of their 22
Electron gameas.

And, says Payne
with a bit of trial and

irone

Warp drive is go

A BUG in Elite, the
best-selling game from
acornsoft, 15 about 1o be
iraned out

The trouble came to
light when the Electron
vaersion was released
Elaciron users found
they could not go from
one galaxy to another in

hyperdrive as is possible
in the BBC game.

“We are working flat
out to repair the omis-
sion’’, said a spokesman
for Acornsoft.

"People who bought
the earlier varsion will
be offered a replace-
HARE"

error most other pub-
lishers" games will run
[{m ]

A define option on
the menu leis yvou enter
information about which
kKeys do what on your
particular game — up,
down, fire and so on.

HBest news of all for
reacers is that Eleciron
Lzer will shortly publish
a listing of the Micro
F"[]WIZ-."I' routine.

Meanwhile Micro
FPower — which has been
getting 20 or 30 phone
calls a week from baf
fled joystick fans — is
considering releasing
the rutine on a8 cas-
sette

"Wea don't want to
charge money for it
says Payne, "just a small
SUmM 1o Cover our costs .

Extending range of education

ACORNSOFT believes it
can radically influence
the development of edu-
cation in the home with
its new range of what it
calls “learming environ-
ment” software.

The first four titles —
Workshop, ABC, Talk-
Back and Spooky Manaor
— are said to go beyond

the limitations of school
curricula.

Don Clark, head of
Acornsoft’'s home edu-
cation division, said;
“"The programs craata
apportunities for learn-
ing, rather than setting
Up exercises with
narrow, pre-determined
goals.

"Through them users
can explare, :—.\J-cru-.'rir'ln-'.ul‘..
solve problems, even set
their own challenges
all essential tasks in real
lifa,

"Our programs are
also fun 1o use, though
naot mere games. Enjoy-
ment is important in
homa gducation

because the traditional
motivations of the class-
room teachers and
exams — don't axist,
We have found that
if adults find programs
boring, 50 will children,
We have designed owur
programs for everybody
They make home
l=arning a group activity .

6 ELECTRON USER February 1985



American operation

takes a £6m hlow

A DRAMATIC cutback
of Acorn’'s operations in
the United States
appears to have finally
killed off any plans the
company had to launch
an American version of
the Elactron
Aoorm has announced
it is to reduce its US

SHARE

FOLLOWING reports of
fcorn's massive cut-
hack in the USA. the
company’'s share price
slipped to one third of its
previous high on the
Unlisted Securities
Market.

A spokesman admit-
ited that Acorn had
scaled down its US
operation by four fifths

presence by BO per cant
following poor sales

This will have cost
the company about £6
million as a result of
tailing in its bid to
captura a r11.;-|jr:;:-r share of
the educational market
States-side with the
BBC Micro.

PRICE T

after fierca compatition
from native companies

But he denied that
share prnices had been
influenced by this,

“"There arm two
reasons for the drop’, he
sald

“One is that US sales
of home micros have
been declining, and con-
sequently investors think

This means there is
gven less hope of the
Electron securing a
foothold in the highly
campetitive American
domestic marketplace.

An Amearican version
of the Electron was first
mooted -in The Acorn
Guide to The Electron -

MBLES

it will happen over here
next.

“"The other 15 that
they have the idea all
companies on the USM
will double their size
every year, But as Acorn
is easily the biggest
company on the USM, it
is much lass likely to
show exponential
growth'.

a Penguin publication

In this the authors,
Meil and Pat Cryer, make
numerous referances 1o
an Electron being built
for the United States
markeat,

"Electrons built for
the United States have
different characterisiics
from those built for the
United Kingdom™, thay
wrote in one section.

Howewver whan con-
tacied by Efecrron User,
the official spokesman
for Acorn claimed to be
totally in the dark about
gan Electron for the
States.

“There's no such
machine as far as we ara
awarg , he said.

Further enguiries at
Acorn unearthed a tech-
fical man who had
heard “rumours” of such
@ machine but insisted
that it naver left the
drawing board

“"Unless there's a
mole working away on
one hera at Acorn, I'm
sure it never wenit
further than the idea
stage”, he confided.

But what about the
refereances to it in the
fcorm Guide?

"I think it may well
have been B case of
pre-gquessing on the part
of the authors . . |

MAKING its bow at
tha latast Elactron
and BBC Micro Usar
Show was Acorn’s
new data recorder for
tha Elactron.

controls
foature a full six key
mechanism giving
fast forward, rewind,
play, record, pause
and stop. Tha cusa and

The

NEW RECORDER
GOES ON SHOW

Add-on
puts
on the

brakes

A GADGET that can put
the brake on the fastest
Electron game has been
launched by Cambridge
Lomputing Research

Called the Slomo, it
has a wvariable speed
control and can slow
down or even stop
averything on the
screen,

Az weall as allowing
thé wuser to cheat at
games — building up
amazing scores it is
useful for small children
or handicapped people
who cannot cope with
high speeds

GDames wrilers can
use Slomo to debug
their programs, and it
could also be used when
taking screen photos or
by people who just want
to figure out how games
wWork.

says marketing man-
ager Linda Tippey: "The
gadget fits on the back
of the Electron, extend-
ing the expansion bus,
g0 you can still add a
joystick.

"We have had lots of
interest from the edu-
cational field, espacially
from the lower level and
special schools”

reviaw facility
enables rapid search-
ing of the tape.

The thrasa digit tape
countar is a further
aid .

It is battery or
mains oparated and
comas with the
necessary leads and
mains adapter.

Prica: £35.

Fabruary 1985 ELECTROMN USER 7



Part 13 of PETE BIBBY's

introduction to programming

YOU may have noticed that
so far all the programs we
have had in this series have
started at the beginning
and go on, line by line, to
the end.

Occasionally we've sent the
program whirling round a loop,
but always the result was the
same. They progressed relent-
lessly, obeying every line
completaly.

While programs that work
this way have the benefit that
they are easy to debug. they
are a bit rigid. They can’t make
decisions, they just obey
ordiers.

Wouldn't it be nice if there
wWas a way that we could have
a program that took decisions
for us? We could have
programs that could vary what
they do in line with the data
you give them.

This means that instead of
just following the line num-
bers, what the program does
depends on what information
it is given.

Happily for Electron users
there is a Basic structure that
allows programs to take
decisions for themselves and
act according to circumstan
ces. .

This is the IF...THEN
statement. Program | shows it
in action.

Run it a couple of times and
see what happens. You can
press any letter key you want,
but you only get a message if
you press capital Y.

18 REM PROGRAN 1

28 INPUT "Press a key "
key$

38 IF key#="Y" THEN PRIN
T "You pressed the Y key."

Program [

Line 20 just asks you to
prass a key and, when you hit
the Return key, it stores the
result in the string variable
keys.

The work is done in ling 30
which reads almost exactly
like a line of English, It looks at
key® and if it contains lor is
equal to} Y then the Electron
prints the message.

Motice that only IF the
condition is true THEN the
Electron goas onto processing

IF conditions are
right THEN your
progams can
make decisions

Now your programming skills
are really starting to develop

the rest of the line.

If you run the program
again and press, say, T you'll
find that you get no message,
just the prompt to tell you that
the program has ended and
the Electron is waitling for
something to do. Not very
exciting, is it/

What's happened is that
line 20 has stored T in keyS.
Line 30 checks to see if the
variable key$ is the same as Y.

in this case it isn't, 50 the
condition s false and the rest
of the line is ignored. Mo
message is printed.

The Electron now looks for
the next line, finds that there
isn't one and so the program
stops.

The rule is that IF the
condition is true THEN the rest
of the line is obeyed. IF the
condition isn't true THEN the
rast of the line is ignored and
the Electron goes onto the
naxt line if there is one.

The trouble with Program |
is that if you pressed y instead
of ¥ you didn't get the
message. You know that Y and
y both mean the same thing.
but to the Electron they re very
differant. Program |l checks for
both v and Y.

Hare ling 30 checks for ¥
then line 40 checks for y. The
message only gets printed if
one of the conditions is true.

If neither ¥ nor ¥ have been
pressed, neither condition is
true and so no message
appears.

i@ REM PROGRAM 11
28 INPUT "Press a key "
kev$

38 IF key$="¥* THEN PRIN
T "You pressed the ¥ key.®
48 IF keyS="y" THEN PRIN

T *"You pressed the y key."
Program {f

As you might imagine, you
could use lots of thesa one
after another to check various
conditions but it might get a
bit long-winded.

Program |Il shows that
numernc variables can be used
in conditions as well as the
siring wvariables we'va used
previoushy,

1@ REM FROGRAM 111

20 FOR loop=l TO §

38 READ x

48 IF x = 5 THEN PRINT *
x is 5°

58 MEXT loop

40 DATA 1,5,4,5,3

Program [if

Here the FOR ... NEXT loop
cycles five times, each time
reading a value from the data
statements into the variable x
This means that x will be 1 the
first time round, 5 the second
time round and so on.

Line 40 contains the condi-
tional part of the program,
Each time a new value of x is
read it checks to see if it is
aggual to five. If itis it prints the

message, if it isn't it just
ignores the rest of that line.

Az x has the value 5 on two
occasions two messages are
printed.

The next program uses
exactly the same condition but
this time it doesn't print out a
message. It keeps a running
total of how many times x has
been equal to 5.

10 REM PROGRAM IV

28 count=@

30 FOR loop=1 TO 5

4@ READ x

58 IF x = 5 THEN count=c
ount+l

LB MEIT loop

T8 PRINT "The condition
is true "jcount;” times."

6@ DATA 1,53,8,3.3

FProgram IV

The difference lies in line
50. Here the IF condition is the
same, it's the rest of the line
after the THEM that has
changed,

What happens now 15 that
IF x has the value 5 THEN one
is added to the variable count.

In this way count keeps
track of the number of times
the condition has been met. As
you'll see if you think about it,
this is more useful than just
printing messages.

To recap on what wa've
covered so far we can use an
IF ... THEN statement to make
the Electron choose between
alternatives.

IF a condition is met THEM
the program will do one thing
otherwise it will go onto the
next line and do something
else.

This is the sort of logic
behind such questions as "Do
you want another go?” and
"Which skill level?” that you
find in games. What the
program does depends on
what you reply.

So far the only condition
wa've mel i5 one using the
equals sign.

Program |V counted the
number of times x was equal
to 5. |s there some way that
we could make it keep track of
the number of times that x was
not equal to 5?7 Program V
shows how it's done.

8 ELECTROM USER February 1985




1@ REN PROGRAM ¥

28 count=8

I8 FOR loop=l TO §

49 READ x

58 IF x {) 5 THEN count=
count+1

&8 NEXT loop

78 PRINT "The condition
is true "jcount;” times.®

B@ PRINT *This means tha
t "jcount;® of the nusbers
are not equal to 5°

98 DATA 1,5,6,5,3

Program V

Line 50 looks very much the
same as before. It has a
condition beginning with an IF
and a THEN followed by

count=count+}

The difference is that this
time the condition is

x €) 5
instead of the

123
we had before.

Don't be worried by the < >
sign. All it means is "not equal
to”. This means that line 50
reads "if x is not equal to 5,

then add 1 to the value of
count ',
Tha IF . THEN works in

exactly the same way, only
adding one to couwnf when the
condition is true, that is, when
¥ is anything but 5.

What if we wanted to count
the number of times that x is
less than 57 Program VI shows
how it's done.

1@ REM PROGRAM VI

2@ count=8

38 FOR loop=1 TO 3

40 READ x

5@ IF x {5 THEN count=co
unt+l

&8 NEXT loop

78 PRINT "The condition
is true "jcount;” times.”

B8 PRINT "This means tha
t x is less than 3 on "jcou
nt;" occasions.”

9@ DATA 1,5,6,5,3

Program W/

Once again we've intro-
duced a new symbaol into our
condition. Don't et it worry
you, all < meansis “less than™.

{l remember it because < is
almaost like an L)

Since x is less than 5 on two
pccasions the final value of
count in Program VI is two.

You might guess that if we
can test for a “'lass than'
condition being true we can
also test for a "more than”
condition. Line 50 of Program
VIl shows how this is done.

1@ REM PROGRAM Y11

20 count=@

38 FOR loop=1 T0 3

48 READ x

58 IF x »5 THEN count=co
unt+1

b8 MEXT loop

78 PRINT *The condition
is true *scount;® tises.®

B2 PRINT "This means tha
t 1 is greater than 5 on *}
count;* occasions.”

90 DATA 1,5.6,5.3

Program VII

As you'll no doubt have
guessed, > is short for
“greater than”. Line 50 now
adds one to count for every
time that x exceeds 5.

And we needn’t stop there,
Suppose we want to keep
track of the number of times
that x is either greater than or
equal to five.

Obviously we could add
together the results from Pro-
gram IV {the number of timeas x
is equal to 5) and Program VIl
[the number of times it's
greater than 5}

There is, however, an easier
way as shown in Program VIII.

1@ REM PROGRAM VIII

28 count=@

38 FOR loop=l TO 5

42 READ x

58 IF x )= 5 THEN count=
count+l

&8 NEXT loop

78 PRINT *The condition
is true "jcount;” tises.”

B@ PRINT "This means tha
t « is either bigger than o
r equal to 5 on "jcount:® o
ccasions.”

It will come as no surprise
to learn that >= means “either
greatar than or aqual to™, And,
af course, there 15 the mirmor-
image condition which is used
in Program 1X.

1@ REM PROGRAM 1X

20 count=@

38 FOR loop=l T0 3

42 READ »

58 IF x ¢= 5 THEN count=
caunt+l

42 NEXT locp

70 PRINT *The condition
is true "jcount;® timees."

B8 PRINT "This means tha
t 1 is either less than or
equal to 3 on "jcount;" occ
asions.”

98 DATA 1,5,5,3.3
Program VIII

98 DATA 1,5,6,3,3

Program IX

Here < = means ‘either less
than or equal to". What it
means is that when x has a
value that is either equal to or
fess than 5, line 50 adds
increments oownd.

Don't let all these different
logical operators {as they are
known in polite society) worry

W,

I've summed them all up In
Table I. At first they may be a
little intimidating. but after a
bit of practice you'll find they
become second nature.

Vary the DATA statements

Tabie I: Logical oparators

in Programs IV to IX and see if
you can understand the
resulls.

Bear in mind that it doesn't
matier what logical operator is
in use in an IF . . . THEN
statement. As long as the
condition is true, the rest of the
line after then THEN is obeyed.
If it isn’t true everything after
the THEM is ignored.

And that's it for this month.
Have fun playing around with
IF ... THEN statements and
when you think you've mas-
tered them try Program X for
size, Try changing the DATA
statements and see what
happens.

1@ REM PROGRAM X

28 count=@

38 FOR loop=l T0 5

40 READ x

58 IF x <2 OR x >3 THEN
count=count+l

k@ NEXT loop

78 IF count <3 THEN PRIN
T *The condition is true ;|
count;® times." ELSE PRINT |
*The condition is false *;
S-count):" tises

98 DATA 1,5,6,5,3

Program X

& /F yvou wanrl fo know mone
about conditinonals THEN don’t
miss next month's article.

less than of
€qual to
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REWRITE THE HIGH ‘s>’ SCORE TABLES

So, you've got an Electron. You've also got enemies. With the Gunshot, you'll have all the opposition cowering in
corners. 8-directional action and an all-in-one moulded stem allows accurate annihilation and strength

to survive those all-night sessions. Dual fire buttons for fading fingers (and a rapid fire
version when they're really coming thick and fast). And, if you break it (and we know

you'll try) our 12-month guarantee will prove invaluable. Only £8.95.
For the Gunshot, Vulcan's totally hardware Electron interface comes with a free tape

which converts all keyboard software for joystick use. And it'll allow you to destroy BBC
game enemies on your Electron, too! £19.95, 12-month guarantee
See the range of Vulcan : S ;
: joysticks and interfaces at vu l_ [ A "

- FGWULIIEEE%EET;: the high EI_E [TI:!%" I[ﬁ LTD
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THIS is the first of a short
series of articles which will
show how to achieve
simple but effective ani-
mation on the Electron
using only the Basic lan-
guage.

As must be expected, no
great speed is achieved. The
intent is merely to introduce
the reader to the basic
technigues (no pun intanded)
and hopefully to foster an
interast in things graphical,

The first technigue we'll
cover is text and character
animation. This is probably the
simplest method both to
understand and to pro-
gramme,

amooth movement of text
can be achieved by careful
positioning of text using the
PRINT and TABIX.¥) com-
mands.

Program | shows this tech-
nigue moving one ward
around the screen,

The anly important thing to
remember is to erase the word

Animated Electron

An introduction to things
graphical by ALAN PLUME

writing it at the next. Obvi-
ously you can usea this method
to move portions of text
around the scresn in almost
any direction that yvou choose.

The next example, Program
I, shows that with a little
effort and using a tiny bit of
graphics, the method above
can be built upon,

Line 40 redefines character
number 224 to bea an "i"
without the dol. Then using
MOVE and the relative PLOT
commands a “dot” lin fact two
dots) can be moved down to

dot the ", Limnes 60 ta 110
use the technigue outlined
above of displaying and then
arasing 1o give the impression
of movement,

Lines 130 onwards display
another piece of text which is
printed with a small delay.
Onca printed the Electron
“realises’” that the apostrophe
is missing. The appropriate
section of text is moved to the
right and an apostrophe
moved in to the gap.

The third and final example
shows the use of redafined

—n

7w

. &

characters with the above
tachnigues.

A number of “frames” are
formed that, when displayed
one after the othar, give the
impression of smooth move-
ment.

Thirteen characters are
defined, once again using the
VDU 23 statement familiar
from the Efectron U/ser Casting
Agency Series,

These are assembled on the
screen using VDU 31 X%, Y%
to position the characters.

The first frame is displayed
for a8 set time using a delay,
then the appropriate parts are
overwritten giving frame 2.

This is repeated for frame 3
and the whole seguence is
repeated until ESCAPE or
BREAK is hif.

Mote that frame 1 has a
space character [32) in its
second line. Thisis to blank out

at the last position before Frame | Frame Il Frame Iif the upraised arm in frame 3.
$ 218 PRINTTAB(7.15) noves 128 VDU23.231,15,13,13,13
m 250 FOR delay=1 TO 58:NEX 220 COLOUR 3 112,13,13,13
18 REN PROGRAM 1 T delay 230 PRINTTAB(R, 14)* ' 138 VDU23,232,0,0,0,8,0,0
28 NODES 268 NEIT 240 FORXT=0TOS 17,15
38 REN 250 PRINTTAB(XY,14)"* * {48 VDUZ23,233,8,94,240,24
4B REM Turn cursor off m 268 PRINTTABIXY+1,14)*"" 8,248,95,254,255
38 REN 270 FOR wait=8 T0 4B:NEXT 158 VDUZ3,234,27,49,97,19
5B VDUZ3,1,0;0;8;8; 1@ REM PROGRAM 11 288 NEXT 3,128,1,1,1
78 Texts=*anisation® 28 MODE! 298 PRINTTABI7,14)* * 168 VDU23,235,253,248,248

80 RENM
30 REN Blank$ is n space
5. where n is the length of
Texts
188 REM
118 Blank$=STRINGS (LEN(Te
14 1
128 REM
138 REM 11 is horizontal
position where Texts is to
be printed.
148 REN
158 11=5
168 PRINTTAB(XY,.B) Text$
178 FORYI=]1 TO I8
188 PRINTTAB(XX,YX=1)Blan
k$
198 PRINTTAB(XX.YX) Texts
200 FOR delay=1 TO S@:NEX
T delay
218 NEXT
228 FORYX=38 TO 1 STEF -1
238 PRINTTAB(XY.YL)Blank$
240 PRINTTAB(XY,YX-1) Text

I8 vDU23. 1800010

48 VDU23,224,0,0,36,24,2
4, 24,60,0

38 COLOUR 1

5@ PRINTTAB(B.10) "Alwavs
dot your "+CHR$224+"°s."

78 11=524

88 FORYI=1823 TO 712 STE
P-4

98 MOVEXI.YI:PLOT!,.7.8

188 MOVEXT,YI:PLOTZ,7,8

110 NEXT

128 WOVEIY,YI:PLOTL,7.0

138 COLOUR 2

14@ Text$="And dont forge
t your apostrophes.'

158 LI=LEN(Text$)

160 FOR letter=] TO LX

178 PRINTTAB(letter-1,15)
NID$ (Texts,letter, 1)

188 FOR wait=R TO 4@:NEXT

198 NEXT

280 moves=" "+RIGHTS (Tent
§,26)

JoQ PRINTTAR(7,15)"""
318 VU 19

Program Il

18 REM PROGRAN 111

28 MODES :

10 PRINTTAB(3,30) "EXERCI
8E TIME!"

48 VDU23,. 1,000y

58 YDU23,224,0,8,0,0,0.0
299,127

6@ VDU23,225,8,96,248,24
B,242,96,252,254

78 VDU23.226,3,1,1,1,0,1
ylfl

8@ vpu23,227,2535,251,231
y291,243,251,231,230

7 WUE3|IIE|-11-11I-|1|111
p11:

188 vDbuz3,229,132,152,152
152,152, 152,152,136

118 vbuz3,23e,8,8,0,8,0,0
VT

248, 248,248,248, 248

178 VDU23,236,128,192,%6,
48,16,0,0,0

168 XI=8:Yi=10

198 REPEAT

280 REM 1st fioure

2108 VDU3L, XL, ¥E, 224,223

228 VDUS1. XX, YI+1,226,227
Y.

238 VDUS1, AL, YI+2,228,229

248 REM 2nd figure

250 TIME=RrREPEAT UNTIL T
INE=28

268 YDU31,X%,YL,230

278 VDU3L,IX,Y1+1,231

288 REM 3rd fiqure

299 TIME=@:REPEAT UNTIL T
IME=28

38 vOusi,nx,vi, 232,233

J18 VDUSL, XL, V141,234,235
1234

328 TIME=B:REPEAT UNTIL T
INE=28

338 UNTIL FALSE

February 18986 ELECTRON USER
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LISP, developed around 1960 by John McCarthy and others at
the Massachusetts [nstitute of Technology in America, is one of
the oldest computer languages still in use.

His main objective was to produce a powerful language for
defining and transforming functions. Lisp was designed to
manipulate abstract symbols called atoms and combinations of
symbols called lists. It is a LISt Processing language.

Perhaps the most pub-
licised used of Lisp has been in
the field of artificial intel-
ligance research. The expres-
siveé power of the language
was recognised by workers
who were wrestling with the
difficult symbolic manipu-
lation problems involved.

Programs have been writ-
ten that hold conwversations,
write stories for children and
summarise text,

Most mainframe computers
support Lisp and now a few
micros as well, There is no
generally accepted standard,
50 as a result there are many
dialects around. However,
adapting Lisp to run on
another machine is usually
straightforward. making the
language fairly portable.

Acornsoft's variant is avail-
able on cassette or ROM
cartridga. Tha casselte version
is the one considered here. The
ROM cartridge will have all the
facilities offered by the cas-
sette version, plus a few extra,
and a lot more memaory.

The cassette and manual
are sold separately, which
seems a little strange. Unless
yvou are already an expert Lisp
programmer — and not many
people are — then neither is
much use without the other.
Price of tha package is about
£23,

Large scale implemen-
tations may contain hundreds
or even thousands of built-in
functions. Consequently a
esmall micro such as the
Electron cannot hope to

provide all of them, so only the
bare essentials are built into
Acornsoft’'s Lisp.

Howewver this should I::u:-
sufficient. Fortunately, many
of the standard utilines can be
written in Lisp itself and
appendix B in the manual lists
a few of these,

sinca many of the functions
not provided would only be
used occasionally and may
have specialised uses, these
can be typed in as and when
needed for each application.

Acornsoft Lisp has a few
extra functions not normally
found in other systems. These
are to allow the use of the
Electron's excellent graphics
and sound capabilities.

One of the most powerful is
the VDU command which
provides an easy interface
with the Electron’'s machine
operating system.

Lisp takes about four
minutes to load. It has 5.5k of
machine code interpreter and
3k of initialised Lisp work-
space containing utilities and
constants. These can be
deleted. if not required, to gain
extra memaory.

When loading is complete
the user is asked to select a
mode — either 3, 4. B or 6.
Once one has been selected it
is not possible to change to
another using MODE n, so if
you want to use graphics or
the B0 column mode 3 you
must start up in the correct
mode.

There are two main ques-

tions (o be asked of Lisp:
® What can you do with it?
® How easy is il to use?

Chapter 23 in the manual
answers the first question-11
applications are listed
demonstrating its use. The
pragrams are not complete,
but do provide the building
blocks for constructing much
larger Lisp applications, and
the user 1s encouraged fto
develop them further.

The examples include: Sort-
ing & list into alphabetical
order, arbitrary precision arith-
metic {how to cope with very
large numbers), a Lisp pretty-
printer (used to display large
pieces of Lisp structure,
spreading its output over
many lines and using inden-
tation to make it more legible),
an animal guessing game (you
think of an animal and the
Electron has to try and guess
itl, a route finding program
{also on the cassette), graphic
displays (how to create pic-
tures), and mazes and dun-
geons (an adventure game).

The answer to the second
question is entirely subjective
and averyone will have their
own opinion. | have 1o
disagree with the manual
which states: "It provides a
complate introduction to Lisp
and assumes no previous
knowledge of the language”.
and that "'Lisp is easy 1o
learn . ..”

Lisp seems very strange
and confusing at first, oper-
ating on lists and atoms,

resursion being very commaon.
Unlike Basic, you need to
know and understand a large
proportion of Lisp before you
can even think of writing your
first simple program, and this
is the main stumbling block.

Lisp operates on the “light-
ning principle”. The concepls
strike you suddenly when you
arg almost” ready (o give up.
Once you have been struck,
everything falls into place,
Strength, stamina and per-
severance are required.

Acornsoft's Lisp is an excel-
lant package for anyone
interested in programming
and computer languages. It
will teach pattern recognition,
and recursion will become
second nature.

A word of waming though.
it is not for the absolute
beginner. Be prepared for a
struggle, and remember the
“lightning principla”.

One last note: If you are
unsure whether to invest in
Lisp, try to get hold of The
Little LISPer by Daniel P.
Friedman (| borrowed it from
the local library).

This is not 8 manual on how
to usea Lisp on the BBC or
Electron. but it explains the
structure, principles and con-
cepts involved in a very simple
and amusing manner.

You do not need Lisp or
avan a computer to under-
stand and appreciate it. Read
it. | think you will find Lisp
fascinating.

Roland Waddilove
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FIRST SYTE

ELECTRON JOYSTICK INTERFACE
Electron users! This is the add-on everyone wanis..l

Electron swilched joystick interface from Firsl Byle < e now

with free conversion lape thal vastly extends your game range righl away.

The interface operates with all *Atari-style’ 9-pin joysticks, and its many
advanced design features put it way oul in front tor quality and reliability.
That's why, 1o dale 15 major software houses are already bringing out
games that work directly with the First Byte Electron Joystick Inferface -
and many more ange sure fo follow.

AVAILABLE FRoM WHSMITH &,
AND MOST COMPUTER DEALERS

MAIL ORDER FORM

Please rush ma the following ilems;
First Byte Joystick Interfaces at E19.95
First Byte Printer Interfacos at  E34.95
TOTAL
| enclose a chegque made payable lo FBC Systems Lid,,
i wish topay by Actess Visa Expiry date

S 0 1 O O

Card No
Signed
Mame

Address _

Tal

oy
(R
Yo

Sl
%ﬁi}é"»

Look at these advanced design features.

Qnly 2 chips Tor ultra-
hilgh reliability and bow
powearT Congumplion

ansuring safe
oparation with
ihe Eleciron,

giyie’ Dapin - poyalhicks
and wtilises rapid-fire
mode on

Quickshot 2

Vorks with all “STar- Q\

Gusiom-bull.
colour-
co-grdinaied cass
in high-impac! plastic.
Spacim litmants snsure
that whan 1ha joysiick is
plsgged in, the Case 1akes the
atrain, nod the soldered prinis

Saliiil
e Golg-plated
CONABCIONE ansure a
parlac] contact.
Metal polarising kKey
ard nylon and Caps
ansune positive beoking

First Byte Computers,
10, Castlefields,
Main Centre, Derby.
DE1 2PE

Sl Tei: Derby (0332) 365280

A GENUINE FIRST BYTE
ADD-ON




TRIG, as you might guess
from its name, is a program
to help with trigonometry
problems.

Written by GRAHAM
HAWKINS it will calculate
the length of the sides and
the angles of any right
angled triangle from a
minimum of information
with a minimum of fuss,

All the instructions are in
the program. So get typing
and let your Electron tame
those triangles!

Don't be obtuse-
get your angles

A

10 REM TRIE
<0 REN {C) ELECTRON USER
S0 #KEY10,0LD N
tRUNN
40 #F11L,0
SO #FY200,1
&0 MODE 5
70 PROCtitle
80 MOLE 4
80 VDU 23,1,0:0:0;0:
100 PROCinfo
110 PROCintra
120 END
130 DEF PROCintro
140 CLS
:PROCtriangle
150 FRINT TAB{&,14) “WHAT
INFORMATION 0O YOU HAVE®
140 FRINT
:PRINT "Do you know the
length
of two sides?.......
nuulanFHESE 1'
170 PRINT "Do you know one
side and one angle?......
RE bR ndR e IFEEEE 2.

160 PROCreturn

190 INPUT * "one_ar _two
200 IF one _or_two=}
THEK PROCsides
210 IF one or two=2
THEN PROCanglesides
220 IF one ar twoi2
THEM PROCaistake
230 DEF PROCmistake
240 PRINT
+PRINT *YOU HAVE BIVEN
A WRONG ANSNER |
PLEASE TRY ABRIN®
250 ENVELOPE 3,2,-23,-B0
=8, 15,0,0,125,0,0,~125
126,128
240 SOUND 1,3,156,27
270 FOR T=1 TO 4000
tNEXT T
tCLS
tPROCintro
280 ENDPROC
290 DEF PROCsides
300 CLS
310 PROCtriangle
320 PRINT TAB(D,18) "Nane

the first side known
ot oo
330 INPUT TABIST, 16" "firsts
JAQ PRINT TABI0,18) "Mane
the second side known
LY oor 1..®

J50 INPUT TABLI7,12)" "second$

JAD IF first${"X"0R second$!
H:l‘
THEN PROCaistake
370 IF first$=second$
THEN PROCmistake
380 CLS
tFROCtriangle
290 PRINT TAB(0,15)“Enter
length of side ";firsts;

400 INPUT TAB(3S,1&)first
410 FRINT TAB(0,18) "Enter
length of side ";second$
L]
420 INPUT TAB(35,1B)second
430 IF #irst$="I"AND second}f
irst
THEN PROCpythagoras

440 IF secondf="X"AND first}s
econd
THEN PROCpythagoras

A50 IF first{=0
THEN PROCtoosaall

460 IF second{=(
THEN PROCtoosaall

470 IF first${>"I" AND second
{9
THEN PROCnot x

480 IF first${>"Y" AND second
$CY"
THEN PROCnot v

490 IF first$(>"1" AND second
§(3"1"
THEN PROCnot 2

500 ENDPROC

310 DEF PROCnot_x

320 CLS
:PROCtriangle

530 IF first$="Y" AND second$
='1" OR first§="1"
AND second$="Y"
THEN third=first#first+(s
econd#second)

ad0 IF firstd.3
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FORMULRE

The formul ae
are S5IHE,COSIHE

SIN =

COs =

TAH =

used to Find the unknowns

and TAHMGEHT thus:
OPPOSITE
HYPOTEHUSE
ADJACENT
HYPOTEHUSE
OPPFOSITE
ADJACEHT

Press SPACE to continue.

THEN PROCsure

550 IF second{.3
THEN PROCsure
360 PROClength_of
570 PRINT TAB(0,20] "Length
of side X is ";58R (thir
ghs" units"
G80 IF first$="Y"
THEN A=DEE (ATN (first/se
cond! |
ELSE A=DEG (ATN (second/f
irsti)
590 B=%0-A
600 PRINT
:PRINT "Angle A is "if;
* degrees”
510 PRINT
sPRINT "Angle B is "iB;
* degrees"
520 PROCagain
630 ENDPROC
&40 DEF PROCnot y
650 CLS
:PROCtriangle
B0 IF first$="1" BND secondd

IIII

THEN third=first#first-is
econdtsecond!
ELSE third=second#second-
{firstefirst)
670 IF first=second
THEN PROCpythagoras
6BO IF first{.5
THEN PROCsure
850 IF second<.d
THEN PROCsure
700 PROClength of
710 PRINT TAB(0,20) "Length
of side Y is ";50R (thir
dhy® units®
120 IF first$="1"
THEN B=ASN (second/first)

ELSE B=ASN (first/second)
130 A=90-DEG (B
T40 PRINT
:PRINT "Angle A is ";f;
" degrees"
750 FRINT
:PRINT "Angle B is *;
DEG (E);" degrees"
160 PROCagain

770 ENDPROC
780 DEF PROCnot z
790 CLS
:PROCtriangle
BOO IF first$="1" AND seconds
:l'l
THEN third=first#first-is
econd¥second]
ELSE third=second#second-
(first®first)
810 IF first=second
THEN PROCpythagoras
820 IF first{.3
THEN PROCsure
B30 IF second{.d
THEN PROCsure
B40 PROClength_of
B30 PRINT TAB(0,20)"Length
of side I is ";S8R (thir
dli" units®
840 IF firsts="1"
THEN A=ASN (second/first)
ELSE A=ASN (first/second)
B70 B=%0-DEG (A)
880 PRINT
sPRINT "Angle A is *;

DEG (A);" degrees”

BF0 PRINT
sPRINT "Angle B is *iBy
" degrees’

700 PROCagain
910 ENDPROC
920 DEF PROCtriangle
930 MOVE 380,740

940 DRAW 780,990

950 DRAW 780,740

950 MOVE 380,750

970 DRAW 780,740

980 PRINT TAB(17,3)"°I"

990 PRINT TAB(25,4)"Y*
1000 PRINT TAB(1B,91°1"
1010 PRINT TAB(14,7)"R"
1020 PRINT TABI(23,2)"B"
1030 MOVE 730,740
1040 DRAN 750,770
1050 DRAW 780,7%0
1060 ENLPROC
1070 DEF PROClength of
1080 PRINT TAB(0,14) "Length

af side ";firsts;" is

Turn to Page 57
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PROCinitialise Definas the characters used and sets
the best (lowest) score.

PROCscreen Draws the border, prints best/ball/
blocks.

PROCnew_ball Finds an empty space and prints the
ball, sets the vertical and horizontal

- components of movement.

PROCmove_ball Moves the ball until it is trapped. calls
PROCbounce if there is a block in the
WMeay.

PROCbounce Works out the new direction, uses
FNpoint to see if there is 8 block in the

way.
FNpoint Sees if there is a block in the way.
PROCdelay (T%) Waits for T% hundredths of a second.

= Full listing starts
= o I on Page 53
PROCEDURES Fltut‘.‘glm_mr Prints your rating, score and high score,

sees if you want to play again.
Pltucnuhucﬂnru Prints the instructions. sets the difficulty

level.
VARIABLES
ball Numbar of balls.
best Best (lowest), score.
B% Number of blocks placed.
1% Loop counter.

X%, ¥% Coordinates of ball.
V% H%  Vertical and horizontal components of movamant.

E% Flag to show whether an easy or hard game.
T% Time delay.
a$ Rating.

16 ELECTRON WSER February 1385




ROGER FROST
demonstrates the
Electron’s design
capabilities

SWATCH is one of those
programs that amaze you
with the range of effects
the Electron can produce.

This program of linas and
colours automatically turns
the pages of a never-
ending wallpaper pattern
book or a swatch of curtain
materials.

The designs wvary from
plain, bold colours, through
Regency stripes and axcit-
ing Welsh tweeds to a
range which seems to have
been lifted directly from
the saats of British Rail
trains.

Itis amazing what can ba
produced with just horizon-
tal and vertical lines, and it
is often hard to beliave that
only four colours are
present on the screen at
any one time.

Plan vwour colour
schemes for home decorat-
ing, or just sit back and
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Plan your
colour

LOREM#HSHATCHeRS 90FDRstept=ET010 1506C0LNY, 3 220NEXT
20REM##RY R.Frostess L0OFORNT=0T020 I70FOR Y1=0T01023STEPstep Z3QUNTILO

SOREM (C) ELECTRON USER  110BCOLZ,NE Y

40MDDES {20FORIT=0TOI2795TEPstepl 1BONOVED, Y2 DRAN12TS, V1

S0VDUZ3;8202; 030303 + 190NEXT Finty Hatiog f Sofadid iy
$0GCOLO, 129:CL6 I30MOVE 12,0:DRANKE,, 1023 Micollscal IHILIF calldT | (o0 (O o
Tocol 2=0 {40NEXT calZx0 Kavss s P 47,
BOREPEAT 150VDU19,3, cal%,0,0,0 21 ONEXT
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YOU can go for gold
...With the

Fancy pitting yourself against the world's
best at this summer's Olympics?

You can do so without going anywhere
near Los Angeles — with the most
challenging package of programs of 1984,

MICRO OLYMPICS is more than a
game. It's a brilliantly written collection of
ELEVEN track and field events.

And because we know we're going to
sell many thousands of them we've brought
the price right down — to just £5.95.

Ever imagined yourself as another Seb
Coe? Then try to run against the world
record holder at 1500 metres. And if that
distance is too much for you then there’s
always the 100, 200, 400 and 800 metres
to have a go at.

Not much good at running? Don’t worry,
MICRO OLYMPICS has many more
challenges for you. Why not try your skill at
the high jump or the long jump?

And if you can't beat the computer at

‘ . i ll:-l. I ! | j
running or jumping then you can always . Y " | ih o
throw things around in frustration! The \ia 8 TR
trouble is that it's just as hard to be a = 1o i £l - L TN .
% / Vi

champion at the discus, the hammer or the
javelin.

And the pole vault takes the event to
new heights!

Yes, it's fast, furious fun, pitting
yourself against the world's best times and
distances on your micro. '

You may not be another Steve Ovett or
Alan Wells, but with practice you COULD
become the Micro Olympics Champion!

and all other leading stores

Also available from WH Smith @

il . . ﬂ - P .- -----1

Play Micro Olympics ™

g arewy [DTmme DR 1
! | a 180 CAEEEiE ]
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THE COLUMN THAT TAKES A LOOK INSIDE THE LATEST RELEASES

Classic Adventure
Melbourne House

IT wouldn't really matter how
good or bad this program is
as it is the only Electron
wversion of the original Colossal
Cawve adventure, I'd have to
recommeand it.

So it comes as a bonus to
find that this adaptation is
superh.

| haven't played the original
Crowther and Woods wersion
s0 | can’t say how close 1o tha
ariginal this is. However it
sgems to have all the prablems
| have read about 3o it must be
a full = or nearly full — adap-
tation of the original.

In it you play the part of a
typical greedy adventurer. You
come hot-footing it, flushed
with success from your last
adventure. You've heard of the
fabulous treasure 1o be found
in the area and are eager 1o get
yvour share,

Armed with the objects you
find above-ground you racea off
to the grating that gives
access to the labyrinth of
caves below.

You 500N come across your
first major obstacle — a large
venomous snake. lts teeth
s0o0Nn puncture your ego as
well as your skin. It is at this
point that you realise that
things aren’t going 1o be quite
a5 easy as you thought.

Careful exploration of the
garlier locations soon reveals

Acave to
conjure with

the solution — though the final
answer is for the birds.

You'll also find the first
magic word. This returns you
to the building but remember
to turn off your lamp — it won't
last forever,

You progress slowly, sol-
ving a maze and other puzzles
and finally enter the main body
of the adventure. Eventually
vou will sohve the game but it
is more likely 1o take weeks
rather than days. Well, what

Super for star

THIS well written program
gnables the user 1o view the
stars from any point on the
Earth's surface on any date
and at any time - all without
leaving the comfort of your
armchair.

Your monitor can now
show a vast array of more than
450 stars in 50 major
constellations.

For your part, move the
telescope-style display up.
down, night or left as well as
zooming in and out, all via the

glse can | add? Very few
adventures ever reach the
standards set by this ona.

It is deservedly called
Classic. Somehow it is exciting
to wvisit all these locations |
have heard so much about
befare.

In a way it is like a8 legend
coming to life. All | can say is
it's a superb game and one
that no true adventurer should
be without. Magic!

Merlin

Touch too
violent?

Constellation

Superior Software

keyboard,

The wall constructed pro-
gram allows you to view the
heavens in two different ways
— a5 you might observe by
looking up into the night sky by
the varying magnitude of the
stars and secondly, the display
can be changed to show each
constellation by a code of
lettars.

For example, a group of

SWAG is a rarity in arcade
style games — it i a genuine
two player game with the
option of the second player
being the micro.

The aim is to acquire
jewellery to the wvalue of
£250,000 by moving your
man to randomly placed

azers

letter Gs indicate the position
of the constellation Gemini.

Using this letter code all 50
constellations are listed, the
accompanying notes giving
additional information to the
UISEr.

All in all a very good
educational package which is
simple to use. Amalteur
astronomers might also like to
consider this one if theyre
fortunate enough to own an
Electron.

Ken Smith

jewels and returning with
them to your house.

If that sounds easy, then
don’t forget that your
opponent is after the same
treasure as you and is quite
prepared to shoot you to get it.

You may also have insur-
ance company robols on your
trail. Any collision with them
means a quick, empty-handed
return home

Of course you have the
same advantages as your
opponent. There is a different
type of robot after him.

Robots can be converted
from one kind to another by
shooting them or by travelling
o a special symbol which
occurs on the serean from tima
to time.

Attempting to keep order in
this lawless area are the
police. There are three police
cars which score points for
your opponent if you go near
them.

If vou shoot one, it relent-
lassly follows you until you
drink a can of beer and shoot it
again. You can use that to your
advantage by stopping the car
near your opponant’'s home,

With all this shooting you
will probably run out of
ammunition, but they sell it at
the bank, provided you've got
gold.

Regrettably, in translating
this program from a BBC
Micro version, ong or two
things have been forgotten.
The instructions give a most
unsuitable group of keys io
-
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From Page 19

player two. but fear not, the
actual keys are O (up), L
{down], + (left). ® {right] and
Return {fire)

More seriously, you do not
seam able to redefine the keys
as yvou might wish.

The game is provided with
many options: sound on or off,
or a start for either player

| personally worry about the
gloerification of theft and
viglence, 15 this what we really
want for our teenagers’ The
trouble is like so many of these
games, it is addictive,

Rog Frost

Beat the
busy bees

Pengi
Visions

PENGI type games have
become quite popular lataly
with two or three software
houses having their own ver-
sions on the market.

The game i5 derived from
Pac-Man, but Visions  Pengi is
far superior to any Pac-Man
progranm

You are in control of a cute
little penguin who is trapped in
a maze made up of large ce
blocks inhabited by snow
bees

The object of the game is to
line up threa special white ice
diamond blocks without being
caught by the snow bees.

Fortunately these can be killed
by squashing them with an ice
hlock which slides along if you
push it

The graphics are excellent
as is the sound, and | found it
difficult enough just avoiding
the snow DEes. never mind
lining up the ice diamond
blocks.

There i5 a high score table
of famous penguins, on screen
scoring, redefinable keys, and
a practice mode in which you
can't be killed. If you're into
arcade games you will love
this one.

Roland Waddilove

No 0SS
of power

Jet Power Jack
Micro Power

A COUPLE of months ago |
played this game's BBC ver

sion on the big brother
machine and found it fascinat-
ing. It is one of those annoying
addictive games which Micro
Power have the knack of
producing.

| was delighted on receiving
the Electron wersion o find
that it is identical - no scaled
down sound or fewer features,
but the full implementation
with no perceptible change,
not even in speed.

Perhaps | should add that |
find the game a little too fast,
as | prefer to achieve some
degree of success straight
away, and my young son also
gnjoys trying the games oul
But we both found the initial
action o0 speedy.

I have tried the BBC varsion
an the Electron and found |
was able to accumulate a
decent score and develop &
stratagy.

There are five screans
which may be accessed separ-
ately from the menu. If screen
1 is chosen, and you are a
better playar than |, the other
screens area encountered in
arcdar.

On each the basic format is
the same, with a spaceship on
the laft needing to be refuelled
with fuel which is on the right.
Shades of Jet Pac, perhaps,
which | enjoyed greatly in my
misspent youth ona Sp*ctr*m.

The man s moved across
the screen by careful use of the
left/right controls, and the
hower motor.

There are safe platforms 1o
rast on briefly. but nearly
everything else is quite lethal

QUIZ HAS ALL THE ANSWERS

THIS marvellous little package
is more than a quiz, more than
a game and much more than
&0 many of the educational
programs on the market.

High praise you say., but
consider what you get for your
money,

A choice of 15 quiz topics
each containing 50 guestions,
three different ways of
answering — multiple choice,
true or false and fill in the
missing letters.

Then there’'s a facility 1o
pass if you're really stuck, a
summary of your performance
and the chance to re-run the
ones you passed or got wrong.

All this under the ayes of

Answer Back
Semior Quiz
Kosmos Software

the micro timekeeper.

Add to that good graphics
in the form of craters, planets,
space-ships and your friendly
robat with his laser gun. Mix in
a little sound and you have
part two — a game, triggered
by correctly answering a
question.

A tone sounds, an alien
spaceship appears from
behind your planet, you hit the
robot's lagser fire button and try
to shoot it down.

It's really compelling stuff.

But wait...thare's more t0o
come. Being the mastermind
you are it won't take you long
to come 10 grips with the
correct answers to most of the
780 guestions available.

Therefore create your own

Even this can be done using
the program’s create, save and
verify facility. Mow you have a
package made for the kids to
do their homewaork with.

You set the guestions and
they get to shoot down all the
mastigs from outer Space,
Peace will reign in your
househaold.

Watch out Magnus Mag-
nusson, your job's in jeopardy.

Ken Smith

to Jack., Each =creen has
different problems, with egle-
ments of other games appear-
ing, such as the wvertically
IHI:_J\-'iH[.] monsters which have
the same effect as the lifts in
Corporate Climber.

The graphics are good, the
smooihness of the movement
superly. Sound is fair, and can
be turned off if required. The
kay response is quick, precise
and accurate.

I just wish my reactions
were !

Phil Tayler

Galactic
surprises

Galaxy Wars
Bug Byte Software

ANOTHER game from the
Space Invaders camp with a
few diffarences and a couple
of surprises.

You are the little destroying
machine at tha bottom of your
scragn, moving left to night
with your FUNC and Q keys,
firing with the Delete key.
F freezes the game.

The first screen of alien
bombers are in an easy o pick
off formation lined across the
screen. That is, easy if you get
your rhythm night.

However, watch out for tha
space pods which land on your
leval and can blow you to
gmithereens if you run nio
them.

But there's no time for
complacency — 85 s00n as
vou've fought them off. the H
wing fighters appear on the
screan. These are both hard 10
dodge and at times seemingly
impossible to blow up,

And, after all this, you have
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to dock with yvour mother ship
to refuel
All in all it's an exciting
game for the arcade addict.
with reasonable graphics and
good sound effects.
Keith Young

Offers you
can refuse

Survivar
MP Software

THE year is 1310 and you're
on a cruise of the tropics when
there i an accident and the
ship sinks. The result iz that
you find yourself swimming in
a shark-infested sea.

Can you survive and find
vour way back to civilisation,
or alternatively find happiness
on & tropical island?

There are very few actual
puzzles to solve in this
adventure. Almost everything
is accomplished by choosing
batween two alternatives -
HIDE or STAND, EAT or
STARVE, ACCEPT or REFUSE.

The results of these choices
can be hilarious. For instance,
on antering a viliage you have
to briba the tribal chief. If vou
have what he wants he then
affers you his daughter's hand
in marriage.

If you accept you are given
your own hut. You are then
given a further choice — STAY
or ESCAPE. If you STAY the
game ends and presumabily,
vou live happily ever after, If
you REFUSE the chief gets
angry and swops you with
another village for a pig.

Herg you are offerad some
food and, again. you have a
choice — EAT or REFUSE, If
vou REFUSE wou become

lunch for the tribe. If you EAT
vou are imprisoned in a hut
and have to steal the witch-
doctor's clothes to escape.

You'll also meet Robinson
Crusoe who asks you to stay
and be his friend. If vou accept
... and of game again. Thera is
dlso a secret civilisation in the
depths of tha island. If yvou find
them, guess what? Yes, end of
game yel again,

I'm not sure I'd call this an
adventure as such and I'm sure
| didn’'t manage to find all the
endings — how do vou get past
the rhino?

Overall, a departure from
the usual M&P style of
adventure but there are 50
many alternatives in the
course of the game for you to
choose from, that I'm sure, like
me, you'll spend your time
discovering the results of all of
them. It's an unusual and highly
gntertaining adventure.

Merlin

Memory
monitor

Starmon Machine Code
Monitor
Silogger Software

IF you've always thought that
a monitor was an alternative to
the family TV, you may think

TIME

THIS 12 one of a series of
early-learning tapes previously
available for the Spectrum, but
which have now been brought
to the Electron.

The packaging verges on
the ridiculous, being about
11in x Sin = (o contain one
cassetta. There is actually a
work book included as wall
which presumably is meant to
gexcuse the size but some
manufacturers really are going
io extremes.

Four programs actually
comprise the package. dealing
with howurs, half-howrs, quar-
ters and minutes. Together
they cover an extensive age
range and also quite a wide
band of ability.

The trouble | found with
most of them was that the un-

that a machine code manitar
would be a fast version. In fact
Starmon is a piece of software
stored on a microchip.

This type of software is
sometimes called firmware,
and to be able to use it you will
need a sideways ROM card 1o
plug into the expansion port at
the back of your Electron.

A machine code monitor
program like Starmon enables
vou 1o look at the contents of
the micro's memory, both the
32k of RAM and the other 32k
af ROM.

The program is very easily
loaded. Just type *ST. and it's
there — instantly.

Once loaded, you may well
wonder what to do with it.
Waell, the clever part of
Starmon is that it uses the
memory normally occupied by
Basic 50 running Starmon will
not interfere with the program
in Meamaory,

It is easily possible to study
any program - even those
unlistable ones. Of course, you
do not get a Basic listing. It is
the contents of memory you
see, but Starmon will do its
best for you

The contents of memory
can be displayed in decimal,
hexadecimal, binary or even
actal, In addition, if Starmaon
thinks it detects an Ascii
character it will print that. It
can also disassemble code -
that is, it produces a listing in

TO LE

What's the Time?
Collins Software

DRAWIng and DRAWiIng of
the clock hands seemed 1o be
rather a slow and laborious
process.

Hours introduces a little
figure called Microman who
waorks through his day to
illustrate the passing of hours.
There follows a fairly standard
kind of test on hours, with
appropriate responses from
the computer.

Half hours extends this
idea, and follows a similar
format which again means
rather tedious drawing. Quar-
ters starts in the same wvein,
but then asks the child to move
the hands of the clock using

assembly language.

This all sounds very fear-
some, but if you are a beginnar
to this kind of thing don't be
put off, because you can
guickly learn some skills,

For example it is very easy
to alter the contents of
memaory without spailing the
program, | have personalised
halls of fame so that they load
with my name.

For the advanced user,
Starmon is a vary full program.
With it you can search
memaory for bytes or strings, or
move chunks of code around
from one area of memory to
gnother.

You can block fill memory,
write directly to memory
locations or alter the 6502
registers. There are also
facilinas to single step through
programs, which can greatly
help with debugging. or allow
vou to learm what machine
code instructions do,

It is also possible to dump
Starmon screens to a printer
for future reference.

Starmon comes with a wall
written 42 page booklet,
which makes the program
easy to use. This whole
package would be vary useful
1o anybody keen to program,
or even just dabble in machine
code.

It is a thoroughly profess-
ional piece of firmware.

Rog Frost

the H and M keys.

Although this was much
more meaningful to the
yvoungsters | tried this on, even
they showed signs of frustra-
tion at the slow rate of action.

Minutes was altogether
better. attempting to explain
the link between the numbers
on the clock face and those
CUrious expressions we use
with minutes to or minutes
past an hour,

The final part of Minutes
asks the child to enter the
time, by pressing the hours
followed by the minutes.

If only the screen display
could be made a little speedier
on occasions, this would be a
good piece of software for the
parent to use at homae.

Phil Tayler
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CLOCK is an Electron
utility program which can
be either usad on its own or
embodied in any program
where a readout display of
the time is required, such as
in a game or a database
Progranm,

It starts by asking you to
enter which screen mode you
want to use to display the
tarme,

Mext you are asked to keyin
the correct time. This should
be in a 24 hour format, so that
2.30pm would be entered as
14,300

Pressing Return when the
sgeconds coincide with the

gcormecl seconds On Your own

watch will cause the program

to start counting and calculat-
ing the time. This means that
you can set the time very
accurately.

Then vou will be asked 1o

gnter the coordinates for the
screen display position. These
coordinates (X and ¥) will
dictate where the time is
printed. They should be
entered as, for example, 1015
(column 10, ine 15|

Mote that the screen display
position coordinates vary with
the mode entered, so the X
and ¥ wvalues should not
excead those shown in Table 1.

After entering the screen
coordinates you will be shown

Mode Xvalues Y values
1) 0-=T0 0-29
1 0-30 0-29
2 0-12 0-29
3 0-70 0-22
4 030 0-29
5 0-12 0-29
6 0-30 0-22

Tahle I+ Coordinate firmits of
the sevan modes

User Manual.

All prices Include VA.T.

within the UK.

ROMBOX Is a sideways ROM extension unit which
enables many existing BBC ROM based programs to be
run on the BBC or the Electron. Fully compatible with
either computer, it Is strongly constructed and will
also support the Plus 1 on the Electron. ROMBOX is
supplied with comprehensive instructions and an
inter-connecting cable for the BBC.

BBC £49.95 (including cable)
Electron £39.50

STARMON is the only machine code monitor for the
Electron and provides a powerful and easy to use
command repertoire for advanced debugging and
machine code programming. A ROM extension unit s
required when used with the Electron. STARMON Is
also avallable for the BBC and both versions are
supplied with a comprehensive and easy to follow

BBC £27.50
Electron £22.50

and postage and packing

Dealer enquiries are welcomed. Available from
good computer shops or from:
slogger Limited, 215 Beacon Road,
Chatham, Kent. MES 7BU.

- #’y Telephone: Medway (0634) 811634,

aieta
P
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goes by...

the display position you have
entered. |f this is correct,
prassing Y will cause the time
to be shown at this screen
position.

Pressing N will take the
program back to ask for
another pair of coordinates so
you can reposition the display.

To embody the Clack inone
of your own programs, first
include in your program Lines
40 1w BO (selection of mode
may not be needed and if not
ling 50 can be discarded).

Then incorporate lines 200
to 300 in your program,
located {and RENUMBERed)
at any point where you wish to
display the time. The pro-
cedures, of course, are added
1o the end of your prograrm.

For those readers who are
not familiar with the Electron
program merging facilities, the
Electron User Guide, chapter
28, pages 200 and 201 will
provide further assistance.

Merging the Clock program
into another program IS
probably best carried out as
iollows:

B Ensure that the Clock is
saved on cassette at least
twice. This is always a good
idea in case the first save will
not load. Then load Clock into
vour Electron.

B Using the direct command,
DELETE 10, 180,

B Using the direct command,
REMUMBER 20000 will
renumber the procedure state-
ments to a high starting point.
When merged into your pro-
gram, existing lines will not be
overwritten by Clock.

B Ensure that the program
into which you intend to
merge Clock does not have
line numbers greater than
199499, If it does, use a larger
value for renumbering

B With a separate cassette
tape loaded into the taps
recorder key in:

*SPOOL ""TICK"
"Record then Return™ will
appear on the screen, Put the
recorder into Record and, after
ensuring the tape leader is
past the record heads, press
Return. This wall stop the tape
racorder |E!$E|I.:I'I'Iing Your re-
corder has motor controll.

B The command LIST fol-
lowed by Return will cause the

program to be saved in Ascii
format on to the tape. Then
enter *SPO0OL to close the
aoooled file,

B Load yvour own program
and list it to ensure line
numbers do not axcead
19,999,

B Reload your cassette tape
on to which you "spooled”
Clock and rewind to the start

position, Give the command
*EXEC "TICK'™. The Clock
program will now be merged
into your program,

B Lines up to and including
80 can now be retyped into
the start of your program and
the renumberad lines 200 o
300 can be put in your
program where you need the
time to be displayed.

you could be keeping a check
on it with this utility program
by ROY PAGE

KEYS
When the clock is running
Ctrl Stops the clock
display from up-
dating the Kme.
Caps Lk Restarts the display

updating.

Delete Stops the ticking
sound.

Shift Restarts the ticking
sound.

10 REM seepsxeeeCLOCK##4
FHRRREHE
20 REM se#e#sBY ROY A PAE
Etieiits
30 REM ###(C) ELECTRON U
SERE®a##
40 CLS
50 INPUT "CLOCK®*°"ENTER
SCREEN MODE®“*"( O TO & )°
,100de=GET:M0DE mode
&0 PROCinput _tine
70 PROCset time
B0 PROCdisplayposition
F0 REM #Eess3suespitesss
FHERREREHEHE
100 REN #T0 INCLUDE THIS
CLOCK WITH-#
110 REM #-IN ANOTHER PROG
RAM IT IS +
120 REM #SUBBESTED THAT L
INES UP TO #
130 REN #AND INCLUDING B0
FORM THE +
140 REM #FIRST PART OF TH
E PROGRAN. +
150 REN #LINES 200 TO JoO

INC. &
160 REM #SHOULD BE INCLUD
ED WHEN  +#

170 REM #THE TIME IS REQU
IRED TO &

180 REM #BE PRINTED ON TH
E SCREEN, #

190 REM ##e#eaeetetibaess
FREFRREEREES

200 stoptick=0

210 REPEAT

220 PROC time

230 Lick=TIME

240 IF IMKEY(=-1) THEN sto
ptick=D

250 IF INKEY(-90) THEN st
optick=l
260 IF stoptick=0 THEN RE
PEAT:UNTIL TIME=tick+%3: 50
UND 1,-B,192,1
270 UNTIL INKEY(-2)
280 REPEAT:UNTIL INKEY(-&
]|
290 BOTD 210
J00 END
310 DEF PROCinput time
320 INPUT “ENTER THE TIME
*'"%(HR,MIN,SEC] " ""EXAMPLE
=0t 12,10,30 7"HRS,MINS
+SECS
330 ENDPROC
J40 DEF PROCset tise
350 time=(HRS#I&0000)+ (NI
NS#5000) + (SECS#100)
T40 PRINT TAB(O,10) “TIME
SET 10 i-*
370 PRINT"";HRS;"!":MINS
" 1" 5ECS
J80 TIME=tinme
190 REPEAT:UNTIL TIME = ¢
ine + 250
400 ENDPROC
410 DEF PROC_time
420 VDU 23,1,0;0;050;
430 time2=TIME
440 hrs=time? DIV J&0000
450 minl=time2 MOD 360000
440 minZ=ainl DIV &000
470 secl=ainl MOD &000
480 secZ=sec! DIV 100
490 IF hrs)23 THEN TINE=t
ime2= (244360000}
300 IF hrsC10 THEN PRINT
TAB(X,Y);"0"shrs;
510 IF hrs9 THEN PRINT T
ABIX,Y) thrs;

320 IF ain2{10 THEN PRINT
=I1I=inl;.i“z=l:l=
530 [IF ain2)9 THEN PRINT
s® 1 %epin2: "1 "
40 IF sec2{10 THEN PRINT
1" g0
S50 IF sec2¥? THEN PRINT;
secl
S60 ENDPROC
370 DEF PROCdisplaypositi
an
<80 CLS
590 PRINT'*“ENTER SCREEN
**'"CO-ORDINATES" ' ""FOR DIS
PLAY POSITION""""( X,Y )"1
INPUT, X, Y
500 CLS:COLOUR 131:COLOUR
OtPRINT TAB(X,Y)"(=0K-2=)"
(VDU 20:PRINT TABIO,00"IS T
W15 CORRECT?"‘"(Y OR N)*
510 Q$=6ETH:IF D¥="N"THEN
CLS : 60TO 390
520 CLS
630 ENDPROC
G40 REM #Rtetisspiesnises
FREEEERERE
k50 REM #Press CTRL To St
op Clock #
640 REM #Press CAPS LK To
Restart #
670 REN #Press DELETE To
Stop Ticke
k80 REM #Press SHIFT To §
tart Ticks
650 REM td#seisetisdiiiies
FREERERREE

This listing is included in
this month’s casseite
tape offer. See order
form on Page 47.
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Malke light work of listings

To save your fingars most of the listings in Electron User have bsen put on tape.

On tha Fabruary 1385 tapa:

CRAAL The mystifying maze adventure. BOUNCY Addictively annaving action. PAIRS Can you
ramember the cards? BASE A Binany/hexadecimal conversion utifity CATCHER Collect the eggs
before they break. CLOCK Time-keeping utility. RACER Grand Prix action NOTEBODOK Graphics
windaows. TRIG Al the fight angles.

On the January 1985 tape;

SPACE BATTLE Destroy the deadly descending aliens] NEW YEAR A sound and graphics greeting.
ESCAPE FROM SCARGOV Minefield action. PIE CHART Statistics made simple. CLAYPIGEON

An Electron birdshoot, ORGAN Music masstro please! NOTEBOOK An onginal program. RANDOM
NUMBERS Or not so random | SNAKES Reptilean arcade action. CHEESE RACE Beat rival mice.

On the December 19584 tape:

CHRISTMAS BOX Align the presents logically, SILLY SANTA Sort out the muddin, SNAP Maich
the Xmas pictures. RECOVERY The Ead Program message tamed. CARDL Interrupt driven music.
AUTODATA A program that grows and grows. NOTEBOOK Simple string handiing.

On the Novembar 1984 tape:

STAR FIGHTER Anti-alien missons. SCAOLLER Wrap around maching code. URBAMN SPRAWL
Erwironmental action game. SPELL Alphabetic educahion. JUMPER Level headed action. CAESAR
Code breaking broken, KEYBOARD Typeng game

On the Octobar TOES tape:

BREAKFREE Classic arcade action. ALPHASWARP A logic gama to Sirain your brain. SOUND
GENERATOR Tame the Elactron’s sound channals MULTICHARACTER GENERATOR Complax
characters made simple. RIGEL 6 Out of this world graphics. MAYDAY Help with your morse ciodi.
NOTEBOOK Palindromes and string fandlng

On the September 1984 fape:

HAUNTED HOUSE Arcade sction in the spirit workd. SPLASH A logic game for non-swimmars.
SORT SHOWS How sorting algorithma work, BORT TIME The time they take, CLASSROOM
INVADERS Multicoloured characters go 1o school. SAILOR Nautical antics. MATHS TEST Try out
your mantal powers,

On the August 1584 tape:

SANDCASTLE The Elactron seaside outing. KNOCKOUT Bouncing balls batter brick walls.
PARACHUTE Keop the skydivers dry. LETTERS Large [etters for your screen. SUPER-SPELL Test ]
your speliing. ON YOUR BIKE Pedal power comes 1o your Electron. SCROLLER Sliced strings siida|

sidoways. FLYING PIGS Bacon on the wing. 1 E’!‘-

On the July 1984 tape: 1 ;
GOLF A day on the links with your Electron. SOLITAIRE The classic sodo logic gama, TALL ]

LETTERS Large charactors made simple. BANK ACCOUNT Feep track of your money. CHARTIST | \ if ‘1
30 graphs. FORMULAE Arvas, volumes gnd angles 1 k}
On the June 1984 tape: J
MONEY MAZE Avoid the ghosts to get the cash, CODE BREAKER A mastermind is naaded to

crack the code. ALIEN See fittle green men — the Electron way! SETUP Colour commands without

tears. CRYSTALS Beautiful graphics. LASER SHOOT OUT An intergalactic shooting gatlery. =

SMILER Have a nice day! e, -y

On the May 7984 tape: _ : | e

AALLY DRIVER High specd car control. SPACE PODE More alians 1o annihitate, CODER Sacret o 'ﬂ':::-a TR OrRens frarn
k - R, r ®i o0 Elagirgn

messages made simple. FRUIT MACHINE Spin the whaels 1o win. CHASBER Avoid your opponent e E Ry Uper |
1o survive. TIC-TAC-TOE Electron noughts and crosses. ELECTRON DRAUGHTSMAN Create and -|I-I Gt{_{jﬁ .11 - I
save Eleciron masterpiecas. Ele_ ,_:ﬁé&t._ -h_{:__ﬂ_ [ ® |
On the April 1984 tape: ﬁ". \ R h .
SPACEHIKE & hopping arcade classic. FRIEZE Electron walipaper. PELICAN Cross roads safely. | ek

CHESSTIMER Clock your moves, ASTERDID Space is & minafisld. LIMERICK Automatic rhymes. | 7 |

ROMAN Numbers in the ancient way. BUNNYBLITZ The Easter program. DOGDUCK The classic
logic game, vkt | A
On the March 1984 tapa: | N
CHICKEN Lat dangerous drivers test your nerve, COFFEE | |
A tantalising word game from Down Under. PARKY'S PERIL Parky's lost in an invisibles maze.
REACTION TIMER How fast are you 7 BRAINTEASER A puzzling program, COUNTER Mental
arithmatic can be fun! PAPER, SCISSORS, STONE Out-guess your Electron CHARACTER
GENERATOR Create shapes with this utility.

On the Fabruary 1984 tape: i S gy
NUMBER BALANCE Test your powers of mental arithmatic. CALCULATOR Make your Eleciron a S il ! sebguams froem
calculator. DOILIES Multi-coloured patterns galore. TOWERS OF HANOI The age oid puzile i C*{I{jﬁ | 2Vem i Binerron Uiy
LUNAR LANDER Test your skill as an astronaut. POSITRON INVADE RE A wersion of the old \ XE' A AR P TR
arcade favourite. 16 il Ll '-"‘ii"r'. :

On the introductory tape

ANAGRAM Sort out the jumbled letters. DOODLE Multicoloured graphics. EUROMARP Test your
grography. KALEIDDSCOPE Electron graphics run riot. CAPITALS New uppar case letters.
ROCKET, WHEEL, CANDLE Three fireworks programs. BOMBER Drop the bambs before you
crash, DUCK Simple animation., METEDORS Collisions in space

HOW TO ORDER ™M™ Tl err 1

APl nrigs
UTDRrEA R,
|

he pagey af |

Plaase send ma the following Electron User cossette tapas: [ ] 4;::-..,,.'.3‘_; f
Fourtesn programs from the February THB S BRBUE i ahanmnannsp e A A £ .
Ten programs from our January 1985 IS8ue ... E |
Minir programs from the Decembar TOBS IB8ue oo i I
Mine programas from the November TBB4 issue .o £ .
Saven programs from the Dctober 1984 I5800 .ot i £ .
Nina programs from the September 1984 issue ... PR RIS GRP e RLES I
Fourlesn programs from the August T84 ISsuUe ... PR e PR ey B L
Tan programs from the July 1984 ISS0e oo s A .
Tan programs from the June 1884 iSSUR s, Seema g P e l
Twelve programs from the May T R N L BT L i L B4 = I
Eleven programs from the April 1984 iSSUR e E I
Twelve programs from the March 1984 82508 o i, AL ORI ey E l
Mine programs from the February 1984 i88u8 oo s e et £
76 programs from the introductony ISSUes ... e e P sl B PPRAmLL kY £ .
| encloss the sum of E = .
T SR Aot e b Lo ML i smsms e A ba dam smnenesesns. POST TO; Tape Offer, L]
I L e B e e T e e Elactron User, Europa House, ]
""""""""" } 58 Chester Road, Hare! Grove, .
.................... e e R O LR L) #
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Venture deep
into the
labyrinth of
despair, foat /5 - R
the wizard and (&% =1 N
collect your 2 : =
reward in . .. o \\

= e
U ey

By MIKE BIBBY

FAR far way, bayond the
lce Mountains, lies the
weird and wondarful
Kingdom of Craal with its
magnificent palace, crystal
clear lake and enchanted
forest.

It is & peaceful land. ruled
for many happy years by King
Meek who was respected by
most of his subjects for his
good nature and integrity —
and his rather dishy, it
inefficient, handmaiden Jut.

There was one character
however who was nol party 1o
this overwhelming admiration
— Vadham the evil wizard.

Many vyears ago, he was
banished to the castle dun-

geons for trying to nick the
king's gold plated penknife —
the one with & special blade for
taking stones out of horses
hooves,

In his spare time when he
was not mixing spells or
playing Gauntlet, ha turned
the dungeon into a labyrinth of
despair, whera only the brave
had the courage to enter.
Having said that, we haven't
seen any of them come back
yvet.

You were born in Craal, the
handsome son of a cobbler
and many years ago you
decided to seek a fortune in far
off lands.

You returnad many times to

visit your old mum and dad
and spend the occasional
happy hour in the company of
the king's daughtéer Andrea.

What was once a childhood
crush blossomed into love, and
you have returned for good to
claim your bride.

Alas on this last visit you
found the king dead and the
palace in uproar. The wizard
had taken a heaven sent
opportunity and, as the king
opened the door down to the
dungeons to let out the castle
moggie, he grabbed his mag-
nificent gold crown and disap-
peared into his hidey hole in

L

i
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four compass directions, plus
look and inventory. Notice —
they're all in lower case.

The program will also
accept other standard advent-
ure commands such as take,

care is taken when entering
these data lines if you are to
enjoy the result of your toils.

Well, | think I've told you
enough now, Any more hints
and it wouldn't be much of an

It only remains to wish you
luck when you set out in your
search for the crown — you re
going to need it!

From Page 25

the depths — better than a
penknife no doubt, but not
much use for getting things
out of horses hooves.

You, in your typical youthful
manner, wera only interested
in your future wife — Andrea.
The palace guards, the foot-
men, the courtesans and even
Ethel the cleansr, however,
were not impressed with your
infatuation and by 8 unanim-
ous decision volunteered your
sarvices to retrieve the crown.

They thraw you head-over-
heals down the dungeon staps
with a warning that should you
return empty handed all your
beloved possessions would be
forfeit, even your subscription
to Electron User. Some people
stop at nathing.

Well, you have your chal-
lenge and you don’t really have
much option but to accept it

In this serious adventure
you have at your disposal six
single letter commands. These
are n, s, &, w, | and i — for the

Craal listing

18 #FY282,48
20 MODE &
38 GOTO 1B
AB DIM dX(18,4)
58 h$=STRINES(23," *)ic#
=h§:of=hsshi=""1c§=""10¥=""
&8 hh$=STRINGS(235," "):
oof=h$ihh$="":po¥=""
78 FOR 11=1 TO 18: FOR J
1=1T04
80 READ 4X(IX,J1)
98 MEXT: NEXT
N =12: =7 N
= 31
118 DIN j$(NT): DIM oXiNL
1t DIN a$(N1)
120 FOR IT1 = | TO NI :REA
D kh$,ccs:605U8 S18: j8(IY)
=oof1hh¥=ccs:60SUE S18: oll
11)=VAL{oo$): NEIT II
138 FOR IX = 1 TO MI :REA
D a$(IT0: NEXT IX
148 h§=""1c§=""10§=""
158 bX = TRUE : d1 = TRUE
: ¢1 = TRUE: sI = FALSE: 1
I =FALSE 1 aX = TRUE : gl
= FALSE: #1 = TRUE
160 RY = 2 21 = 3
170 60TO 238
180 PRINT "On a visit to
the Palace of Craal, you f

drop. hit and say. These words
are intelligent, which means
that if you have a key and want
it in a lock, all you need to say
is '‘Drop key'. It will auto-
matically go in the lock.

Now there's not much point
in your typing in an adventure
and finding, as you do, all the
solutions within the listing. In
order to conceal the clues
therefore, I've written the
important messages in code
and they'ra all in the data
statements at the end of the
prograim.

There's nothing clever in
what I've done, and |I'm sure
you'll soon spot that all the
printed text has been offset by
three letters. The sub-routine
starting at line 510 decodes it
all and turns it into sensible
English in the finished product.

It is imperative that great

ind the place in uproar. Th
e King is dead and his cr
own stolen by a wicked wi
zard who's fled to his den
in the palace dungeons.
[ R

198 PRINT "By paying rath
er too such attention to t
he ex-king's daughter, you
find yourself volunt
eered to recover it."’

208 PRINT "You are thrown

into the dungeons and ¢t
old not to cose back withou
t the crown.”

218 PRINT"Here begins the

adventure...."’

220 GOTO 48

239 REPEAT

240 IF RY <) x1 THEN BOSU
B 39

258 x = Rl

240 CI=R:REPERT: BOSUB 3
# : UNTIL CX¢) @

278 ON CI BOSUB 79@.832,8
60,718,1878,590, 768,740,181
B, 1158

288 UNTIL ol

298 PRINT

788 IF ol(B)=1 BOTO 328 E
LSE PROCa(31):PRINT

adventure, would it?

i

I8 PROCa(32):PRINT: BOTO
I

120 PROCa(29) :PRINT

338 PROCa(3@): END

348 PRINT:PROCa(51)

358 c$ = BET$: IF INSTR("
Nn®,c$) END ELSE RUN

350 PRINT "Mhat now?"

370 REPEAT: INPUT ®===)"
cf ¢ UNTIL c#(>**

JB@ IF LEN(c$)<31 6OTO 4@
|

398 CI=INSTR("nsewil®,c#}
v IF CI¢»@ RETURN ELSE PRIN
T "1 don't recognise this s
ingle letter comsand - only
NySy8oMyiyls "tRETURN

488 SY=INSTR(c$," *)1 IF
§1=8 PRINT *I don't underst
and - put a space between C
oasand and object, please.”
1C1=8: RETURN

418 verb$ = LEFT#(c¥, 51-
111 of=" "+MID$(cs,S1+1)2RE
PEAT: o= RIGHT#(of, LEN(c#
}-11s UNTIL LEFT#{o%, 11"
[

A28 C1 = INSTR("droptakes
ayhit"®, verb$}

A30 IF CX<)1 AND CXCXS AN
D CIC)9 AND CI¢>12 THEN PRI

NT *I don't understand your
comsand.” 1CT=@:RETURNK

4@ IF Ci=1 C1=7 ELSE IF
C1=5 C1=8 ELSE IF Cl=12 Cli=
18 ELSE IF CX=9 RETURN

458 21=@:1%=1:N1=@: REPEA
1

448 IF LEFTS (0%, 4)sLEFTH(
J$UI%) ,4) THEN MY = |

470 11 = 11 +1

488 UNTIL MI=1 OR I%=NI +

!

490 IF WYX= zI=11-1 ELSE
PRINT "I don't understand t
he object you mean.' 1 Cl=@

: RETURN

588 RETURN

518 oo=""

528 FOR JJ1 = 1 T LEN(hh
L {

538 RRI=ASC(MID$ (hh$,Jd1,
in-1

540 IF RRI=38 OR RRI=41 O
R RRTI=34 RRI=RRY+I

558 oof = pof + CHR$(RRY)

548 NEIT

578 RETURN
SE0 END @ #H4eRdsssiiieeh

Turn to Page 54
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PAIRS is a game relying
heawvily upon memory,
where you have to locate,
among the pack of face
down cards laid out before
you, a pair that match up.

Each time you do this the
pair is removed from the
pack, your score increases
by one, and you are allowed
anothar go.

The micro plays by the
same set of rules, its ability
being pre-determined by
the level of play — from one
to four = that you select.

Level one is the sasiast,
and each successive level
becomes increasingly dif-
ficult, up to the last which
is almost impossible to beat
without resorting to pad
and pencil.

A card is chosen by first
entering its horizontal
coordinate (A to M), and
then its vertical coordinate
{1 to 4).

The computer always
has first go, but this is no
real hardship, as it is
unlikely to pick up a pair at
its first attempt.

PROCEDURES

PROCIlevel Decides the level of play.

PROCIinit Sets up certain variables, the user-
defined charactars and the one and
only envelope used.

PROCshuffle Shuffles a pack of cards.

PROCsetup Draws pack face down, and axes.

PROCmymove Decides and executes the program’s
maove.

PROCstat Displays scores.

PROCrasult Determines the consequences of
either player's move,

PROCyourmove Enters and executes the move of your

choice.

Other sub-procedures are called from within these
procedures during the course of a run, and these are briefly
sxplained in REM statements in the program.

VARIABLES

M% Your score {in games),

N% The program’s score (in games).

myscora’h The program’s score (in pairs).

yourscora’ Your score (in pairs).

A%(52) Contains the cards in a shuffled form. Cards
are removed from this array during the
course of a game, as they are picked up.

Pack$ Contains an unshuffled pack of cards.

MEMS( ) The program's memory, containing the
cards and their positions on the playing
surface. The extent of this memory is
determined by:

MEMORY Set during PRQOClaval.

The remaining variables are not included as they are either
procedure-specific or flags used to see whether a specific
event has occurred or not.

B

Is your memory as good
as the Electron’s?

Find out in ALAN GORNALL's
version of the classic card game

1@ REXM Pairs

20 REM by ALAN GORNALL

38 REN (C) ELECTRON USER

48 #KEYQ MO.LININL, IN

58 #KEYISAVE"Pairs®IMINS
AVE"Pairs"ININ

6@ #KEYZNI=B:N1=8!MRUNIN

78 REM initiation

B@ ON ERROR EO0TO 3258

98 MODE!

100 YDU23;8202;0;0;0;

118 PROCl evel

128 PROCinit

138 PROCshuffle

148 PRINTTAB(D,4); "Pairs
- level "jLEVELS

158 PROCsetup

168 PROCstat

178 REN core of progras

188 REPEAT

198 REPEAT

208 PAIR=FALSE

218 comp=TRUE
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From Page 27

220 PROCaymove
230 PROCresult
248 UNTIL PAIR=FALSE
250 coap=FALSE
258 REPEAT
278 PAIR=FALSE
268 PROCyoursave
298 PROCresult
188 UNTIL PAIR=FALSE
318 UNTIL FALSE
328 REN start of proced
ures
338 RENM decide on level o
f play
J40 DEF PROClevel
358 PRINT*Bhich level of
skill do you want to playat
(ttod) 7
J48 REPEAT
370 A$=BETS
388 UNTIL A$)="1" AND A${
‘I.i.
178 REPEAT
408 READ LEVELS,MEMORY
418 UNTIL LEVEL$=AS$
428 DIM MEMS (MEMORY)
438 CLS
448 ENDPROC
458 REM set up variables,
etc.
448 DEF PROCinit
478 myscorel=R
468 yourscorel=@
458 pairsi=@
Sed VOULY,2, 410y
518 VDU23,248,8,28,28,187
,127,187,8,28
528 VDU23,241,8,28,62,127
,82,28,8,0
538 VDUZ3,242,54,127,127,
127,62,28,8,8
S48 YDU23,243,B,28,62,127
127,127,28,42
550 DIN STS(4)
568 ST#(1)=CHR$1B+CHREQ+C
HR$R+CHRE240
578 STH(2)=CHRELE+CHRED4L
HR$1+CHR$241
5808 ST#({3)=CHRS$1B+CHR$Q+L
HR$1+CHR$Z42
598 STH(4)=CHA$1B+CHREB+C
HR$B+CHRSZ4]
£0@ ENVELOPEZ,2,&,0,8,235
+0,0,126,0,8,-126,125,126
418 ENDPROC
528 REM shuffle cards
430 DEF PROCshuffle

648 SEEDX=RND(-TINME)
&38 DIN A$(52)
b4@ Pack$="RAC2CICACSCACIC
BCSCTCJCOCKCADZDIDADSDADTDE
D9DTDIDODKDAHZHIHAHSHEH THER
HTHIHOHKHAS 25354555465 75851
STSJ505K5"
&78 DIN CX(52)
&80 FOR IT=1 TO 52
&30 REPEAT
780 Randoal=RND(52)
71@ UNTIL CX(Randoal)=#
720 A$(1L)=MID$ (Pack$,Ran
doat#2-1,2)
710 CIiRandoal)=l
T4R MEIT
758 ENDPROC
768 REM draw pack face do
i
778 REM and coordinate ax
(1
780 DEF PROCsetup
790 FOR I3=1 TO 13
8@ FOR JI=1 TO 4
818 PROCcard(IX,J%,2)
B2 MEXT
838 MNEXT
g4 VDUS
838 GCOLa,I
848 FOR IX=1 TO 13
B78 WOVEGE#I1,B@84:PRINTCH
RE(1L+44)
B8R NEXT
872 FOR IX=1 TO 4
988 MOVEA4,B4T7-12881:PRI
uT:ll
718 NEXT
728 vDL4
938 ENDPROC
748 REM draw the face of
the card,
758 REM card#, at the coo
rdinates XI,Y1
958 DEF PROCvaluelRX,YX,cC
ards)
578 11=B8#K%
980 YI=847-128#Y1
998 VOUS
1008 SUITH=MIDS(cards,2,1)
1018 IF SUIT$="C" OR SUITS
="5" THEN GCOL®,@ ELSE IF §
UIT$="D" OR SUIT$="H" THEN
gCOL @,1 ELSE BCOL 9,3
1820 MOVE X1+20,Y1
1838 IF SUIT#="C" THEN SUI
TH=ET4(1)
1848 IF SUIT#="D" THEN SUI
T§=51$12)
1B5@ IF SUIT$#="H" THEN SUl

T$=5T%13)

1858 IF SUIT$="5" THEN SUl
T§=5T$1(4)

1870 PRINTSUITS

1088 MOVE XX+4, ¥YI+40

1890 PRINTMID$ (card$,1,1)

L1e@ voud

1118 ENDPROC

1128 REN draw the card its
elf at the

{130 REN coordinates IL,Y1

in the

1148 REM desired colour

1138 DEF PROCcard(XX,YX,co
lourl)

1168 Y1=BB+I1

1170 YI=B15-1288Y1

1189 GCOLA,colourl

1198 MOVE IX,YX

1200 DRAN @Y, YL+EQ

1218 PLOT B3, XX#36,Y1

1228 DRAN XX+34,YLi+B€

1238 PLOT B5,XY,Y1+E0

1248 ENDPROC

1258 REN the computer make
§ its move

1248 DEF PROCaymove

1278 PROCsearch

1268 PRINTTAB(10,24); "Ny §
irst move "jX18;Y1S

1298 PROCcard(ASCY1$-54,VA
LYi$,3)

1300 PROCto(ASCYLS-54, VALY
%]

1318 PROCvalue(ASCY16-54, A
SCYL1$-48,A8(1))

1328 #FX15,0

1330 As=[NKEYS(38R)

1340 PRINTTAB(LR,251; "Ny s
econd mave ";X28:Y2$

1358 PROCcard (RSCIZ8-54,VA
LY2§,3)

1368 PROCto(ASCY28-54, VALY
28]

1378 PROCvalue(ASCIZE-54.V
ALY2S A%(T))

1388 AS=INKEYS(300)

1398 PRINTTAB(8,24);5TRING
sige," *)

1422 ENDPROC

{418 REM the computer sear
ches its

1428 REM memory, MEMS() fo
riapair

1438 DEF PROCsearch

1448 PROCsearchpr

1458 IF pr=TRUE THEN EMDFR
oc

1448 PROCsearchl

1478 ENDPROC

1488 REN PROCot and PROCto

convert

1490 REM a position in the

pack to

158@ REM a position on the

screen and

1518 REN vice versa

1528 DEF PROCot(1X}

1538 Y=(IT1 DIV 13)+1

1540 IF I MOD 13=@ THEN I
=131 ¥s¥-1 ELSE I=1X MOD 13

1358 ENDPROC

1548 DEF PROCta(XY,YX)

1578 I=(Yi-1)a13+X1

158@ ENDPROC

1398 REM subsidiaries to P
ROCsearch

1680 DEF PROCsearchpr

1618 pr=FALSE

1620 FOR Il=@ TD MEMORY-1

1638 FOR JI=I%+1 TO MEMORY

1648 IF LEN MEM$(I%}=8 THE
N 14B0

1458 IF LEN MEM$(JY)=Q THE
N 1&TE

1660 IF MIDS(MEM$(IX),1,1)
=MID$ (NEMS(JX),1,1) THEN pr
=TRUE: X18=MID$ (NEMS(IL) 5,1
1e X24=N1D$ (MEMS(JX), 3,102 71
$=MID$ (MEMS(12) 4,101 Y28=N]
DS IMEM$(JT) ,4,1)

1&7@ NEXT J3

1680 NEXT I

1498 ENDPROC

1788 DEF PROCsearchi

1710 pos=@

1720 REPEART

1738 eg=FALSE

1748 ual=FALSE

1730 pos=post!

1768 IF LEN Af{posi=@ THEN
eq=TRUE:6OTOLB3R

1778 teapi$=NID$(A§(pos),!
s11

1788 teap2$=NID$(A%(pos),2
1)

1798 FOR 11=8 TD MEMORY
1688 IF MIDS(MEMS$(IX).L, 1)
=teapl$ AND MID$ (MEMS(IX) .2
A1 teap2F THEM ual=TRUE:1
2=l

1818 IF MIDS(MEM$(IX),1,1)
=teapl$ AND MIDS (NEMS(IX) 2
J)=teapZ$ THEN eq=TRUE
1828 NEXT

B30 UNTIL egq=FALSE OR ual
=TRUE
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1848 IFual=TRUE THEN PROCa
1ENDPROC

1858 PROCot (pos)

1848 I1$=CHRS (44+1)

1878 Y1$=5TR$Y

1BBR REPEAT

1898 eq=FALSE

1988 pos=pos+l

1712 IF LEN A#{posi=@ THEN
eq=TRUE:G0TO1978

1920 teapl$=MID$(A$(pos),!
W1

1978 tesp2$=MID$(A%(pos),2
o1

1948 FOR IX=8 TD MEMORY

1958 IF MIDS$ (MENMS(IX),1,1)
zteapl$ AND MIDS (MEM$(IX),2
11=teap2$ THEN eq=TRLE
1968 NEXT

1978 UNTIL eq=FALSE

1988 PROCot (pos)

1998 12$=CHR¥ (&4+1)

2000 Y2§=5TRS$Y

2818 ENDPROC

2828 DEF PROCa

2038 PROCot (pos)

2040 Y1$=CHRS (p4+1)

2058 Y1§=GTR$Y

2060 128=MIDS(MEN$(i2),3,1
]

2070 Y28=MIDS (MEMS(iX),4,1
}

20688 ENDPROC

2898 REM remove a card fro
8 BEROrY

2180 DEF PROCsub(subl$,sub
2§)

2118 PROCto(ASCsubl$-64,VA
Lsub2$)

2120 ASil)=""

2138 I%=-1:REPEAT:IX=11+1
2148 IF LEN MEMS$(1X)=8 THE
N 2140

2150 IF MID$(MEMS(IX), 3,1}
=subl$ AND MID$ (MEMS(11),4,
1)=sub2% THEN MEM$(IX)=""
2158 UNTIL TY=MEMORY

21708 ENDPROC

2188 REM checks if a certa
in card is

2198 REM in meaory

2288 DEF PROCrel (rellf,rel
23]

2218 relevantl=TRUE

2220 FOR 1%=8 TO MEMORY
2238 IF LEN MEMS$(I%)=8 THE
N2ZW

2240 IF MIDS(MEMS(12),3,10
=rel1$ AND WIDS(MENS (1Y), 4,

1)=rel2$ THEN relevantX=FAL
SE

2258 NEXTIZ

2268 ENDPROC

2270 REM add a card to mes
ory

2288 DEF PROCadd{addl$,add
%)

2298 bit=FALSE

2388 FOR [%=8 TD MEMORY
237128 PROCto(ASCadd1$-564,VA
Ladd2$)

2328 IF LEN MEM$(1X)=0 AND
bit=FALSE THEN MEMS$(IX)=A$
(1)+add|$+add2%:bit=TRUE
2330 NEXT

2148 ENDPROC

2150 REM forced delay, hav
g to press

2360 REM a key to continue
2378 DEF PROCkey

2380 PRINTTAB(D,24); " hit a
key to continue®

2198 RA$=GETS

2480 PRINTTAB(®,24);STRING
§ige," ")

2418 ENDPROC

2420 REN displays various
hits of

2470 REN relevant inforaat
ion

2448 DEF PROCstat

2458 PRINTTAB(IR,27);: "My &
core  "jmyscorel

2440 PRINTTAB(18,28): "Your

score “jyourscorel

2478 PRINTTAB(R,29); "nuabe
r of pairs picked up so far

*1pairsl

2488 EMDPROC

2498 RENM find the result o
f 4 move

2508 DEF PROCresult

2510 PROCto(ASCX1$-54, VALY
1%]

2528 11=1

2538 PROCto(ASCX2$-44, VALY
%)

2548 12=1

2598 IF NID$(A$(211},1,1)=N
IDS(A%$112),1,1) THEN PROCpa
ir ELSE PROChopair

2568 ENDPROC

2578 DEF PROCnopair

2588 PROCrel (X1%,Y1$)

2598 IF relevanti=TRUE THE
N PROCadd(X1$,Y1H)

2609 PROCrel (X2%,Y28)

2618 IF relevantI=TRUE THE

N PROCadd (X28,Y2%)

2620 PROCkey

2638 PROCcard [ASCY18-64,VA
LY1$,2}

2640 PROCcard (ASCI2%-64,VA
LY2#,2)

2658 ENDPROC

2648 DEF PROCpair

2678 SOUND1,2,4,15

2680 PAIR=TRUE

2698 pairsi=pairsi+]

2788 IF comp=TRUE THEN ays
corel=ayscorel+l ELSE yours
corel=yourscorel+l

2710 PROCstat

2728 IF pairsi=2& THEN PRO
Cend

2730 PROCsub(X1%,Y1$)

2748 PROCsubtX2%,Y2$)

2758 PROCkey

2760 PROCcard (ASCI1$-84,VA
LYl$, @)

2770 PROCcard (ASCH28-54,VA
LY2%,0)

2788 ENDPROC

2798 REN the game has ende
d

2800 DEF PROCend

2818 PRINTTAB(E@,0) "BANE
OVER®

2828 IF myscorel)yourscore
T PRINT®] WIN"1Mi=N1+! ELSE

IF myscerel{yourscorel PR]
NT*"YOU WIN®:Ni=Ni#] ELSE PR
INT*IT'S A DRAN"

2838 PROCkey

2848 CLS

JB50 PRINTTAB(18,1@); "Your

score "jyourscorel

2860 PRINTTAB{1D) "My scor
e "jayscorel

2870 PRINTTAB(@,15)1"and i
n games:"

2860 PRINTTAB(1S,18);"YOU

"N

2890 PRINTTAB(1S,19); "ME

" N1

2900 PRINTTAB(R,25);"Do yo
u want another game? (Y/N)"

2918 REPEAT:A$=BET$:UNTIL
Af="Y" DR AS="N"

2928 IF A$="Y" THEN RUN EL
SE END

2938 ENDPROC

2942 REM your sove

2958 DEF PROCyouraove

2948 REPEAT

2978 PRINTTAB(1B,24) ) firs

t move ;

2980 REPEAT:X1$=BETS:UNTIL
I15>="R" AND X1$<{="N"iPRIN
T TAB(23,24) ;118

29908 REPEAT:YI#=GETH#:UNTIL
F1§>="1" BND Y1$<="4":PRIN
TY1$

J@08 PROCto(ASCI1$-64, VALY
1$)

3818 UNTIL LEN A$1(1)38
J828 PROCcard (ASCXIS$-&4,VA
LY1$,3)

3830 PROCvalue(ASCYi$-54,Y
ALYLS AS(2))

J24@ REPEAT

J858 REPEAT

Joe@ PRINTTAB(LR,23)) "seco
nd sove "j

JB78 REPEAT: X24=BET#:UNTIL
I24)="R" AND X2%{="N":PRIN
JBB8 REPEAT:YZ2$=BETS:UNTIL
Y28)="1" AND Y2#{="4";PRIN
TY2s

3058 PROCto(ASCIZE-54, VALY
i

J108 UNTIL LEN A$(1)20
JLL@ UNTIL X1$<HH26 OR Y18
(V28

3120 PROCcard (ASCIZ4-54,VA
LYZ2§,3)

J118 PROCvalue (ASCXZ$-64,V
ALYZ2S A8(1))

J140 PRINTTAB(B,24)3STRING
$(60," ")

3158 ENDPROC

3160 REM nusber on left is
the level

J170 REM the other is the
nusber of

J18@ REM cards the coapute
r can hold

J19@ REM in mesory sisulta
neously at

3208  REM that level

3218 DATA .4

3228 DATA 2,8

J238 DATA 3,18

J248 DATA 4,14

3258 REM error handling, e
sp. ESCAPE

3268 MODES

3278 IF ERR{>17 THEN REPOR
T:PRINT® at line "jERL
3288 END

This listing is included in
this month’s cassette
tape offer. See order
form on Page 47.
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THIS month Notebook
loocks at the way VDU24
can be used to create a
saries of graphics wWin-
dows.

topx, t-:‘.-p}-_{‘— =

WINDOW

botx, boty

Figure I: Graphics window

| 50-70 AFOR... NEXT loop which repeats eight
times using the control variable swap,

60 Uses vDU19 1o change the flashing
colours {actual colour numbers g ta 15}
— o steady colours,

80-120 4 FOR ... NEXT loop with control
variable colour which cycles 15 times,

— 90 Calculates the coordinates of the bottom —
left corner of the graphics window (gsee
Figure |).
— 100 Figures out the coordinates of the top
right cormar,
110 Callsg F'H‘Dt'wincruw. giving it the par-
- ameters in the brackets, which have been

worked out in the previous wo lines.
Since these values depend on the value of
colour they will be different eéach time
round the loop, This means that fiftegn
different windows will be defined.

130 Calls PROCgrid which uses the graphics

- commands DRAW and MOVE to draw a —
grid.

140 This endless REPEAT - UNTIL loop just
e keeps the prompt { =) from reappearing.

150-190 PROCwindow

160 Defines a graphics window using
e VDU24. The fﬂlmwing Parameters defing

the position of its corners, Notice the
semicolons betwean them,

170 Uses GCOLOD 1o redefine the background _
colaur.
180 Has CLG clearing the graphics window to

this naw background colour. Notice that

only the present window ig affected.
200-300 PROCgrid. This uses the by now familjar

MOVE and DRAW commands to put a
= black grid on the screen, MNotice that
while the Coordinates seem tg cover the
whole screen with lines, only the part
inside the fing graphics window dppears,
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I SEND TO: Adventure offer, Europa House, 68 Chester Road, Hazel Grove, Stockport SK7 5NY

I NN N DN D DI SN S D B B B DI BN SR B . ——
ELECTRON USER 31

You're never too young to

play a Magical Adventure on
the BBC Micro or Electron!

Based on the style of the

classic computer adventures —

but written so that even small

children can learn to find their

way around, encouraged by
colourful graphics and
exciting sound effects.

The pack contains a 48-page
full colour storybook
PLUS
a full length multi-location
adventure on cassette
for only

£8.95 !0 e

E 7776 ::':"-1. Cua
O t'hE. Ftﬂg | ;3 | \

_—= BBC Micro
g & Electron

‘ — then play
.I--' ] ,.f"" |
R ) the game!

)
.
& .
&
| ! 4
n !
2.
: Fi
[ [}

-—-_——-—————1

Please send me the complete Magic Sword pack []1 enclose my cheque for £8.95
containing storybook and cassette to: payable to Database Publications
] Or debit my Access/Visa card:
Name
Address o,
Signed

LD G G



OLD farmer Brown has
baen having a spot of
trouble with his chickans
lately — they just will not
stay still while he collects
the eggs.

The birds fly to and fro,

the eggs ending up every-
where.

[

Can you help him catch
the eggs as they drop?

If you manage to catch
50 or more before the
chicken reaches the
bottom you move on to the
next level, where eavery-
thing moves faster.

Prints the
first SCree
and dalay.
an[! 'L'l“'d

pROCstart

pROCinitialise ters for 1

the level,

PRO I.':instrur.tiuns

Join in the
farmyard fun'!

pROCEDUR

M.

Sats the X
lope
- the eanve
Defings he egg and @r

initial values.

Prints the nstru

... and have a smashing time in this eggstra
special game by ROLAND WADDILOVE

ES

message

score and egas I

short maching code

e

—_—
: ples @ ! and Vv
oCassemble Abs?:; 1o move the egas. mall - ] AH'ABLES
PR routl ! ime dela
i I ¥.
pird. .« keys are pruﬁseﬁ_ cails jE'?Ju Eggs collected. i
Checks | ove the man ik E:E' Level,
PROGH et m‘t;:; chicken 10 the T‘qht;'l 1;!1’.. I';; Score,
ove= ove A fi C .
pROChird Tw gnd of the lin m % IE‘I:::EEHE COordinates. v
i axt. o R 2 Coordin
start of .m:n r;gg then calls the Ecll::z ::ﬁ,ﬁu Loop ﬂﬂuntmsams'
|f there 15 &30 = e it is 81 D% po B
pROCeag 1o MOVE i, Erases 1L} mrr; A:c;:jr:[;r Tﬂr{!{.ll:lrdu'ra‘res of eggs
- S5 O 3 y
boLOrs. - final score and asks if you b Address of .Eﬁ::t ‘0 move man,
£ mn = =]
Prints the 1 : g me
ar \ay again:
pROCanoth want 10 Piay Be e

Address of code
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£ )
@

18 REM ##s#4[ATCHER##44
¥

2@ REM #For Electron Use
rt

38 REM #By R.A.Maddilove
|

48 ON ERROR PROCerror

58 PROCasseable

k@ PROCinitialise

7@ WODE l:VDU 23,1,B;8:8
1-H

88 PROCinstructions

9@ MODE 2:VDU 23,1,8;8:80
1 H

108 REPEAT

118 REPEAT

128 PROCstart

138 REPEAT

148 TIME=@:PROCaan:PROChI
rd

158 REPEAT UNTIL TIME)TY
168 TINE=8:PROCaan

170 FOR I%=1 TD 3

188 IF [X?C1(255 PROCeqq
198 NEXT

280 REPEAT UNTIL TIMEXTZ
218 UNTIL YI=28

228 UNTIL ET(SH

238 PROCanother

24@ UNTIL INSTR(*Nn",GETS

258 MODE &

268 END

278

268 DEF PROCstart

298 VDU 7

398 IF EX)d COLOUR 11:COL
OUR 14@:PRINT TAB(2,5)"CON
ERATULATIONS" :COLOUR 12:COL
OUR 139:PRINT TAB(R,18):"Le

- v
s )

vel ";level+1;" coming up !
"sTIME=R:REPEAT UNTIL TIME)
See

J18 TI=20-level #2:51=51+]
BeEl

320 level=level +1:E1=0

338 VOU 19,8,RND(b) 3819,
9,RNDI8) ;8

J40 COLOUR 128:CLS

358 COLOUR 2:COLDUR 129

J4@ PRINT TAB(®,27):STRIN
6% (28,CHR$223)

378 COLOUR 128:COLDUR &

188 PRINT TAB(D,29);"Leve
11" level

398 COLOUR 1

488 PRINT TAB(S,31)}"Scor

...

e=";51;

418 COLOUR 3

420 PRINT TAB(13,29)) "Eqo
H b

430 11=8:YI=1level tREN bir
d %,y coord,

448 RESTORE

458 FOR I%=@ TO 1:FOR J1=
@ TO &3:READ data:?(k3000+!
YI+11) #b4R+JY)=datasMEIT NE
IT

450 11=91REN man x coordi
nate

478 FOR I%=8 TO 1:FOR JX=

Turn to Page 56
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Sum way to rescue
a damsel!

R,

i*
llé

1
X

HAVE you ever fancied
yourself as a handsome
prince, rescuing a damselin
distress from the castle
where she's imprisoned?
ANDREW GARDINER's

program, Education Castle,
lets you find out just how
successful you would be.

Can you answer the
questions corraectly and
reach the top of the steps?
Or are you bad at sums and
due for a ducking?

Either way it's a great
way to practice simple
SUMS.

Now all we need is a
game about frogs and prin-
cassas . . .

10 REN EDUCATION CASTLE
I1 REM BY AMDREN BARDINER
12 REM (C) ELECTRON USER

20 ENVELOPE!,!1,35,55,155,
233,155,1,126,0,0,~126,125,1
26:ENVELOPEZ,1,10,10,10,230,
230,230,126,0,0,-124,125,126
+SOUND1,2,100,100: end2=0:M0D
ELl:PROCTITLE: MODE2: VDUZ3,1,0
1030303 : PROCVAR: PROCSCREEN: P
ROCACTUALGANE

30 DEF PROCSCREEN

40 BCOL 0,134:CLE

30 GCOLO,4:MOVED,0: NOVET?
0,0:PLOTES,50,75: PLOTBS, BOO,
73

40 BCOL 0,2

70 MOVE 770,0:MOVE 800,0:
FLOTBS,B00,100:PLOTES, 1279,0
tPLOTES, 1279, 100

80 BCOL 0,5:MOVE B50,500:
NOVE 1279,500:PLOT B5,850,10
0:PLOT 85,1279,100

90 VDU 23,224,235,233,233
y2ou ¢ 2uy 200y 2 4 200

100 FOR I=830 TO 1279 STEP
90

110 MOVE 1,520:YDUS:VDU224
tNEXT I

120 GCOLO,2: MOVED, 0: MOVED,
200:PLOTES, 300,200

130 BCOLO, 1:MOVE 1000,500:
DRAWI00D, 700

140 VDU 23,225,61,61,61,25
v294,188,252,60: VDU 23,224,1

26,235,36,36,36,36, 36,36

130 WOM$=CHR¥223+CHR#E+CHR
$10+CHRE226

160 VDU 23,229,60,235,50,4
0,50,24,255, 189: VDU23,230, 18
?,18%,189,36,36,36,36, 2311 1A
N§=CHR$2294CHRSG+CHRS LO+CHRS
230

170 G6COLO,4: MOVE BBO,S585:V
DUS: PRINTWONS

180 ECOLO,0:MOVE 100,265:Y
DUS:PRINTNANS
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-

190 MOVE 1180, 100:MOVE 127
9.100:6C0L0, 1:PLOTES, 180,30
DiPLOTES, 1279, 300

200 BCOL 0,4:MOVET0D,300:0
RANGS0. 3001 DRANSS0, 350: DRANS
00, 350: DRAND0D , 300: NOVES 25, ]
00: DRANT2S, J50: MOVESOD, 323:D
RANTS0, 329

210 GCOLO, J:FOR [=700+430 T
0 700-30 STEP -4

220 J=S0R{ABS(J0#30-(1-T00
J(1-T00) 11

230 MOVE 1100-J,1:DRAN 110
0#J, [:NEXT |

240 PROCERICK

250 vOu 28,0,7,19,0

250 VDU 4

270 COLDUR 129:COLOUR 7:CL
g

280 ENDPROC

290 DEF PROCTITLE

300 voU 19,0,4,0,0,0:COLOU
R 128:COLOUR J:CLS

J10 voU 23,1,050;0:0;:PRIN
TTABCIL SIWELCONE"

320 PRINTTAB(16,100°T O°

J30 PRINTTARIS,2ZME D U C

ATION CASTLE®

T40 PRINTTAB(11,28) "by A.B
ardiner.”

Ja0 COLY=0

380 VDU 19,7,C00%,0,9,0,0

170 COL=COLY+!

T80 IF COLI=8 THEN &OTD 42
0 ELSE IF COLYI=4 THEN COLY=3

790 SOUND 1,1,100,23

400 FOR x2=0 TO JQ0:NEXT =
<

410 BOTD J&d0

420 COLOUR 7:CLS

430 PRINTTAB(1D,1) "Educati
on Castle.”

840 PRINTTAB(O, 481 "CAN YOU
ANSNER THE QUESTIONS CORRECT
LY?*:COLOUR 2:PRINT:PRINT"AN
D RESCUE THE PRINCESS BY CLI
MBINE A":PRINT:COLOUR 7:PRIN
T*BRIDGE OVER TO THE CASTLE?

IF YOU CAN®":COLDUR 2:PRINT:
PRINT"THEN ENTER YOUR SKILL
LEVEL AND PLAY®

450 COLOUR 7:PRINT:FPRINT"R
Nay,*

460 PRINTTAB(L,15) "Please
enter your skill level (1-9°
}*sPRINTTAB(!,19) "THEN PRESS

*1COLOUR 131:COLOURD:PRINTTA
3(12,19] "RETURN"

470 COLOUR 128:COLOUR I

180 #F1135,1

300 SKILLY=0

310 INPUT TAB{20,221°"SKIL
L§:IF LEN SKILL¥>2 THEN PRIN
T TAR(20,22)4STRINGS(91," *!
:PRINTTRB120,22) ;STRINGS I3, "
“11GOTOAR0: IF SKILLS="" THE
N 470 ELSE SKILLX=VAL SKILLY

520 REM IF SKILLZIC1 DR SK1
LLY>99 THEN PRINT TAB(2L,20)
i “:60TD 430

521 IF SKILLYC) DR SKILLY:)
99 THEN PRINT TAB!21,20):5TR
INGE(®," "1:60T0 490

570 PRINTTAR(T,.25) "Now let
‘g start’

S40 TIME=0:REPEAT:SOUND1,2
L00,2:UNTIL TIME:200

€50 ENDFROC

540 DEF PROCACTUALBAME

65 VDU 23.1.010:0:0;

370 DUEZ=INT RMDISKILLY):qg
wel=INT RNDISKILLY)

580 PRINT TAB{L,L1):"WHAT I
§ ";QUET;"+";quels"=";

90 angn=0

500 #F115,1

510 INPUT ansk:IF LEN ansd
*4THEN PRINTTAB(O,0):STRINGE
(151." "):60T0 580 ELSE ansi
=VAL ans§

420 TF ansi=QUEL+quel THEN

PROCcorrect ELSE PROCwrong

530 IF endl=0 THEN EOTD 57
0 ELSE RUN

540 OEF PROCcorrect

650 VDU4:PRINT TABI{1.4):"Y
0uU ARE CORRECT '*

560 SOUMD 1,-15,37,3:50UND

1,=15,49,3:50U0D 1,-15,581.3
:SOUND 1,-15,33,3:50UND 1.-1
5,49, 7:S0UND 1,-13,51,3:50UN
0 1,-15,33,3:50UND 1,-15,4%,
J:SOUND 1,-15,601,3:50UND 1,0
61, 7:S0UND 1,-15,51,3:50UND
1.0,51,3:50UND 1,-15,560,315
OUND 1,-15,49,3

470 SOUND 1,0,49,3:SOUND 1
=13, 35,3

5B0 MOVE ACROSEY,UPT:YDUS:
GCOLO,&:PRINTMANS

490 ACROSSI=ACROSSL+B0

700 1F ACROSSX)=250 THEN U
PR=UPY+40
710 IF ACROSSY=820 AND UPI
=585 THEN MOVE 820,585:VDU 3
+BCOLO,0:PRINTMANS : PROCendtE
NOFROC
720 MOVE ACROSSI,UPY:YRUS:
GCOLO,0: PRINTMANS
730 VDUQ:PRINT TABIl.4);"Y
OU ARE CORRECT '*:FOR tyri=0
TQ 400:MEXT tyrd
T40 VDUA:CLS
750 ENDPROC
750 DEF PROCYAR
770 ACROSSY=100
180 UPY=243
790 ENDPROC
B00 DEF PROCwrong
810 SOUND 1,-15,100,2:50UN
D 1,-19,90,2:50UMD 1,-15.80,
2+SOUND 1,-15,70,2:50UND 1,-
15,60.2:50UND 1,-15,50,2:500
ND {,-15,40,2:50UND 1,-15,30
2+ SOUND [,-15,20,2:50UND 1,
=15: 10,31 50UMD §,-15.0,5
820 CLS
830 1F ACROSSI{=265 DR ACR
055¥=740 THEN 840 ELSE PROC
FALL:PROCBRICK
840 BLOLO.5:MOVE ACROSSY,U
PLiVDUS: PRINTHANS: GCOLO,0: M0
VE 100, 255:VOUS: PRINTHANE
B850 VU4
850 PRINT TABL!,3)"YOU ARE
WRONE'*;TAB(1,51"1t should
have been*TAB(9];DUEL+quel
870 TINE=(:REPERT
880 UNTIL TIMEX300
890 CLS
200 PROCYAR:ENDPROLC
%10 DEF PROCBRICK
920 MOVE 250,240:VDUS:VDUZ2
24
930 MOVE 340,280:VDUS:VDL2
24
S40MOVE 420,320 VOUS:VDUZ2
i
CSOMOVE 500, J50:VDUS: VIME22
L)
QLONOVE B0, 400: VDUS: VDU2
L
70 WOVE &&0, 440:YDUT: VDU
24
SBOMOVE 740, 480: VDUS: VDUZ2
J
SF0MOVE B20,520:VDUS: YDU22

4

1000 ENDPROC

1010 DEF PROCFALL

1020 WOVE ACROSSE,UPY

1030 FOR FALLY=UPY TO 43 ST
EP -13

1040 WOVE ACROSSY,FALLI:6CO
L 0,0: VDUS: PRINTHANS

1050 BCOLO,&:MOVE RCROSSL,F
ALLY:SOUND 1,-13,FALLY/Z, 1V
BUS: PRINTMANS

1050 NEXT FALLX

1070 GCOLO,4:MOVED,D: NOVETS
0,0:PLOTES, 120,75:PLOTES, 770
+7946COLY, J:PROCBRICK

1080 FOR d1=29 TO 1 STEP -
2: SOUNDT ,-15,#dX, 1:NEXT #d13
ENDPROC

1090 DEF PROCend

1100 FOR sdX=254 T0 0 STEP
<81 S0UND 1,-13,54%,1:NEXT sd
¥

1110 BCOLO,0:CLB

1120 GCOLO,S:MOVE 300,0:NO0V
E 127%,0:PLOTES,300,500: PLOT
B3, 1279,300:FOR bri2=300 TO
1279 STEP 90:MOVE briX,330:V
BUS: VOUZ24: KEXT bril

1130 BCOLO.1:MOVE 500,330:D
RAN 400,800

1140 SOUND 1,-15,100,3:S0UN
b1,-15,105,3:S0UND 1,-13,100
0
1150 MOVE 330,300:BC0L0,4:0
RAM 350,500:MOVE 430,300:DRA
W430,600:MOVE 450,500: DRANTY
0,400

1160 PLOTBS,390,650:PLOTES,
430,600

1170 BCOLO,2:MOVE 415,620:M
OVE 360,4620:PLOTES, 415,700:P
L0783, 380,700

1180 X¥=390:¥1=T15:R1=23
1190 BCOLO,3:FOR 1%=YI+RL T
0 Yi-R% STEP -4

1200 J=SOR (ABS (RT*RT~11%-Y
LV R{12-YT) 1) :MOVE 11-01,1%:0
RAW XX+JY,IX:SO0UND1,-13,X2+Y
L, LINEXT

1210 BCOLO, 4:PLOTSY, 380,720
¢PLOTAY, 400,720

1220 BCOLO,3:NOVE 0, 400:VDU
5:SOUND 1,-15,0,3: VDU224: MOV

Turn to Page 59
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IF you've been following
Nigel Patars’ articles on
sound but are too busy or
too lazy to work it all out
for yourself, then Sound
Creator is the program for
you,

Written by IAN GRAY-
SON of Wakefield, this
menu-driven utility has the
Electron producing noises
using random SOUNDs and
ENVELOPEs.

When you hear soma-
thing you like tha program
will display all the neces-
sary paramaters for you to
recreate them in your own

y’ '11- || AR, ¥ . & L:‘@I.:-.’:
o = - - .
TR r i aa - 3 -
3 e Mei=id : oI
_ SIII.IHI} CREATOR i -
- i }- . L3 1 rae® |
. T
RRE R Rl s s it
=) ._l ] r'.”- __.___. A 1 3 i iy .:;-.: : .!:
T TR LT YT R
S E'I_-l'# Ian -Er-a'!;l*snn-, o
] .' : " u“"" s J' y i -'.-a—--'-. ‘ b v |_J. 1—.-.- mim o ..i-..
l-.----_r-n—_-.:n-.--r L T L =T . F i [a L' -k
2 i e T - & 0
l'III A -iﬂ-l-; l'\.:'l' i 5 -—-‘L o, S ! 3 :g. h.r
{7 - AR ,:l
] |--I b
&
&

programs.

10 REM SOUND CREATOR
20 REN By lan Brayson
J0 REM (CIELECTRON USER
40 REM MAIN LDOP
a0 A=0:0=2
40 MODEZ
70 VDU23:8202:0:0:0:
80 PROCTITLE
30 MODE!
100 YDU23:82023050;0;
110 PROCMENU
120 REM PROCEDURES
130 REM The Menu
140 DEFPROCMENU,
150 VDU1%9,0,4;0;
150 CLS
170 PRINTTABIL7,4) "MENU"
180 PRINTTABIT,71"1, SELE
CT CHANMEL*®
190 PRINTTABIT,9) "2, BENE
RATE SOUND*®
200 PRINTTAB(7,111"3. INS
PECT ENVELDPE VALUES®
210 PRINTTAB(7,131"4, REP
EAT LAST SOUND®
220 PRINTTAB(13,20) "ENTER
CHOICE?"
230 A$=6ETS
240 IFA$="1" THEN PROCCHA
NNEL
250 1FA$="2" THEN PROCEBEN
ERATE
250 IFA$="3" THEN PROCVAL
UES

A6

pROCMENU

PHDCGH'“H

270 IFA$="4" THEM PROCREP

EAT

280 BOTO230

290 ENDPROC

J00 REM Repetition of gen
erated sound

+10 DEFPROCREPEAT

320 CLS

J30 PRINTTAB(S,12) "PRESS
SPACE TO RETURN TO MENU"

340 IFA=0 AND @=2 THEN PR
OCMENU

+20 SOUNDE,L,P, 255

560 IFA$=" " THEN PROCFLU
SH

310 A$=INKEY§(1000)

380 BOTOISO

+¥0 ENDPROC

NEL Asks

pnﬂCEENEﬂATE

PROCEDURES

the menu an

tg aul :
Frin then |:_||_:|-.'!5

choice. i
proceoure
1|:|r tha -

the
chosan then

asked for P
Genarales the

it |.||r'.‘5. o -ll-'“_.l- menu.
jays all the NEE

PHﬂEUhLUE DE:E'EV"JD ENV '__UPEIL'I sound
anerale
Repeals the 8% 8
pguﬂ.HEFEﬂtT Py i the title mﬁmu the sound
FH'DETITLE Flushes al '5'-1‘1'3 5 o
FHDCFLUEH when not wan tac

400 REM Generate the soun
d

410 DEFPROCBENERATE

420 IFQ=2 THEN PROCNENU

430 CLES:PRINTTAB(LO,12)"F
RESS SPACE TO STOP®

#40 A=RND(128):B=RND(128)
+C=RND(128) : D=RND(255) :E=RN
D(255) : F=RND (255

430 ENVELOPE1,0,4,8,C,0,.E
Fol26,0,0,-126,125,128

460 [FP}7 THEM P=100

gl oLkl
d asks for yO

to the chos

if O 13

el
gund chan e then

pitch yalue
dom sound and

-.||-|D “'JII
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470 SOUNDR,1,P,S0

480 IFA§=" " THEN PROCFLLU
SH

430 AS=INKEYS(S00)

500 G0TD440

510 ENDPROC

320 REM Envelope values

530 DEFPROCVALUES

540 CLS

S90 IFA=0 THEN PROCMENU

= e




560 PRINTTAB{12,10) "SOUND
10" 1," Py, 100"

S70 PRINTTABI(T,12] "ENV. L,
Pl o it 1| R [ et |
«E1TAB(7,14)°,"1F1",124,0,0
=126,125,126"

580 PRINTTAB(&,22) "PRESS
SPACE TO RETURN TO MENUL*

530 [FAS=" " THEN PROCMEN
U

500 AF=INKEY$(500)

510 GOTOSH

520 ENDPROC

&30 REM Choose the sound
channel

540 DEFPROCCHANNEL

530 CLS

560 PRINTTABI10,12) "WHICH
CHANNEL (0/1)°

670 A$=INKEYS(D)

480 IFA$="0" THEN B=0:507
0710

590 IFA$="1" THEN O=1:P=]
00: PROCHENL

700 BOTO&TO

710 CLS

720 PRINTTAB(4,12) "WHICH
PITCH VALLE (0-7)"*

MEHU

SELECT CHRHNHNEL
GEHERATE SOUHD
IHSPECT EHVELOFPE VALUES

REFEAT LAST SOUHD

EHTER CHOICE?

730 A$=GETH

T40 IFA$="0" THEN P=0:FRO
CHENU

750 IFA#="1" THEN P=1:PRO
CHENU

760 [FA§="2" THEN P=2:FRO
CHENU

770 1FA$="3" THEN P=3:PRO
CHENU

780 IFA$="4" THEN P=4:PRO
CHENL

790 IFA#="3" THEN P=3:FRO
CHENLU

BOO IFA$="4" THEN P=b:FRD
CHENU

B10 IFA$="7" THEN P=7:PRD

CNENLU

820 GOTO730

830 ENDPROC

B40 REM Title page

850 DEFPROCTITLE

840 COLOURIZ9:CLS:COLOURT
]

870 PRINTTAR(3I,7) "SCUND C
REATOR"

B80 COLOUR?

890 PRINTTABI{3,12) By lan
Brayson”

%00 vou23,23%,8,8,8,8,8,8
24,24

910 GCOLO.0

920 FOR[=254T0128STEP=-12

930 MOVEOD,!

940 DRAN1Z79,!

¥30 NEIT

940 FORX=0TO18STEP2

370 Y=23+RND(5)

980 PRINTTAB(X,YICHR$ (239

990 NEIT

1000 FORI=320TOI120STEP400
1010 MOVEID, 254

1020 DRANI,128

1030 NEXT

1040 TIME=(

1050 IFTIME=700 THENENDPRO
C

1040 BOTDIOS0

1070 ENDPROC

1080 REM Stop sound by flu
shing all buffers

1090 DEFPROCFLUSH

1100 #FI1S

1110 PROCMENU

1120 ENDPROC

This listing is included in
this month’s cassette
tape offar. See order
form on Page 47,

for the Electron...

“Having now tried all the Epic Adventures, they must be the yardstick

by which all other adventures for the Electron should be judged.”
ELECTRONM USER

adventure wi
expect from

PLUS

them tﬂﬂt

i.nterpre!er's.

EPIC ADVENTURES..

ic puzzle .
This gam s ?hTﬁie Featumﬁ you d

@ Intelligent Moving
varying moods.

A Multiﬁtatemem lan

@ Runs in real ime.

"The Wheel of Fortune for the BBC and Electron is a highly-
recommended state-of-the-art adventure.,” SHIELDS GAZETTE

“This has to be the adventure of 1984, It really is superb.”

MICRONET 800
"The definitive adventure. Highly recommended.”

ELECTROM USER
Our other three adventures have also received superb
reviews in Electron User. They each contain approximately
230 locations and 25,000 characters of text.

L] ---_------———---1

TO: EPIC SOFTWARE, DEPT.E. 10 GLADSTOMNE 5T., KIBWORTH BEAUCHAMP,
LEICESTER LES QOHL Please Rush Me- | CASSETTE | DISC | STATE:

And you can gty THE WHEEL OF FORTUNE £9.095 £11.95 E'ﬂEm i
gty CASTLE FRAMKENSTEN £7.95 £995 | mciarel
| speech —aqty THE QUEST FOR THE HOLY GRAIL £7.95 £9.95 | no Camphics
GUE"]E and 5P gty THE KIMNGDOM OF KLEIN £795 £905 i on Election

POSTAGE £ PACKING FREE FOR 2 OR MORE. ADD 50p FOR ONE

- i
| enelose Chegue P00, o the value af .

nd over 30,000

50 locations ic's NMAME . .
* zharat:lefs of text. Only EP an pack s0 .
: ompression techniques < ADDRESS _
iﬁut"ﬂ into the Electron- POST CODE ___
: All programa availabile for immediate despatch. Dealer enguiries welcome, Help Service
2 Seenicd lettar if you don't want to out masgazine

1
f
1
[ Payable to 'Epic Software ) I
i
l
i
|

EPIC A.D"-I"EI"*IT RES...EPIC ADVENTURES...EPIC ADVENTURES...EPIC ADVENTURES
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r’ COASTER

is a short
graphics routine which
runs in Mode 1, drawing a
spiral which curvas in three
dimansions,

Next it gives the
impression of movement,
creating what looks like a
moving conveyor belt or
roller coaster.

Lines 40 to 150 draw the
spiral. They do this by
drawing a damped cosine
curva 20 times across the
sCraan.

Each curve is drawn a
few pixels to the right of
the previous one. The size
of the oscillations de-
creases a8 the waveform
proceeds.

The curve is drawn in
three colours — white,
yellow and red — on a black
background.

It gives a picture that
looks like a striped football
scarf.

The final section of the
program — lines 160 to 220
- consists of a continuous

loop which uses the VDU
19 command to animate the
imagae.

As the program stands,
the rollar coaster effect
uses red and white colours.
This can sasily be changed
by altering the ralevant
lines,

For example, for a blue
and cyan roller coaster,
make the following alter-
ations:

180 VDU 19,E,8;03
200 VDU 19,E,4;0;

Using green and white or
black and yellow also
produces quite effective

displays.

|0 REM ssesesed COASTER
FREEREE

20 REM ####% By Jon Willingt
on

30 REM ### (C)IELECTRON
USER ##+

40 NMODE 1

30 DEF FMx(X,E)=XE100+E

50 DEF FNy(X,E)=COS (X)#
EXP (=X/8)#{500-E)+512

70 K=1&#F] /255

80 FOR E=0 TO 180 STEP 10

50 C=0

100 MOVE 0,1023

110 FOR X=K TO 4#P] BTEP K

120 C=C+i
6COL 0,C

130 DRAN FMx(X,E},FRy (X
£l

140 1F C=]
THEN C=0

130 NEXT
tNEXT

160 REPEAT

170 FOR E=1 TD 3

180 VDU 19,E,7:0;:

190 N=INKEY (5)

200 VDU 1%,E,1;50;

210 NEXT

220 UNTIL FALSE

This listing is included in
this month’s cassette
tape offer. See order
form on Page 47.
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Get yourself taken for a ride
with JON WILLINGTON's
clever graphics routine




Just what you've

been waiting for!

Contains
32 page
booklet
giving clear,
easy-to-follow
instructions on
all 4 programs

Word Processor: |deal for
writing letters and reports.
There is a constant display of
both time and word count,
plus a words-per-minute
display to encourage the
buddling typist! A unique
feature is the double-size text
aption in both edit and
printer mode - perfect for
young children and people
with poor vision,

* Word Processor *Graphics

* Spreadsheet *Database

Now they’re all together
-in ONE simple package

Spreadsheet: Enables you to
use your micro for home
accounts or pocket money
records. It creates a display
of numbers in rows and
columns, Conlinuous
updating is possible, and a
changed figure can be
instantly reflected throughout
the rest of the spreadsheet.
Your results can be saved, to
be used for future updates,

If you want to start doing more with your micro than
just playing games, this package is your ideal
introduction to the four most popular applications for
professional computers. All the programs have bean
designed lor simplicity. so even a child can use
them. Easy, lully-detailed instructions are included.

oNLY

£5.95/£7.95

CASSETTE

DIsC

or can be fed into its
associated program ...

Graphics: Part of the
spreadsheeat section, it lets
you draw bar charts, pie
charts and histograms to give
a graphic presentation of
your figures,

Database: You use this for
storing information, just like
an office filing cabinet. Facts
you have entered can be
guickly retrieved by just
keying in a word or part of a
word. They can be sorled,
replaced, saved for future
use or printed out.

I Fiease sand me copy'copies of J BBC'A cassstts £5.85 l
Mini Otfice [ Electrom cassetie £595 |
B O 1 enclose cheque made payabie to O BBC4Q-rackdisc  £7.95 i
I Database Publications Lod. [0 BBC BO-treck disc £7.95
f for £ Plgpase tick box |
| wish 1o pay by I
i O Access [ Visa Mo Expiry date i
i Signed i
| . i
I Bddiess I-
i 1
i 3
i ]
| |

Pest to: Mini Dffice offer, Database Publications,
BB Chester Road, Hazel Grove, Stockpert SK7 SNY.



KB Turner is being friendly
in a multi-coloured way

4 {8 REN HELLD {48 NOVE B89, 623-32¢1:86C0
98 REN X.B.TURNER L B, Te18VOU 42
38 MODE 2 158 NEXT X
48 MOVE 415,399 168 NOVE 488,430:FOR C=b
50 BCOL 8,9 10 1 STEP ~1:6COL B,CsVOU 4

58 DRAN B54,399:DRAN BAA

JNELT

6741 DRAN 415, 6241 DRAN A5, 178 NOVE 481,527:VDU 72,4
99 9,74,76,79

;: E :T'h“l 188 WOVE 0,8

' 198 N=2
99 DRAN B8, 431:0RAN -1 ;: REPEAT
§7

;:'Flniﬂ 479,592:0RA 479, 218 FOR C=1 70 &

188 VU S 770 N=k+l

238 IF N)b THEN K=l
248 VOU 19,N,C3 03

759 FOR =1 TO 2B:NEXT

118 MOVE 16,6231 FOR C=1
10 &:6cOL B, CaVIU K2INEXTIE
coL @,1:vVOU 42

120 FOR 1=1 TO & 268 NELT C
138 MOVE 41b,623-32¢1:6C0 278 N=N+11IF N3 THEN N=1
L 8,7-01VU 42 289 UNTIL FALSE

Send your programs to
Scrapbook, Electron
User, 68 Chester Road,

Hazel Grove, Stockport
SK7 5NY

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

it's where we keep a record — our scrapbook — 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 shara.

This moanth it's very much a graphics show. MNext month
— who Kknows? It's up to you.

So if you enjoy messing about with your Electron and
want to share your discoveries with other Electron users,

sand them in to us. I

Irigonmetry is OK. K.B.- but

wheres Che wine ?
18 REN INE GLASS :
X S4R+509SIN
o 0 INPUTCOLOR NUNBER',  2) 4004C0S (hep1 /2 e
158 NEXT A
48 MODE 4
168 FOR A
;": :gg'::il-llliﬂli 0.0522 S
7 178 NOVE
78 VDU 19,7,Cs0; B4C0S(A) e Lbe

B FOR Asl TO 20P1-§ §TE
P 8, 8522

98 NOVE 648+30045IN(A) 7

180 DRAN 64B+5ReSIN(A+0,9
#P1) , 158+COS (A+R. 94P])

198 NEIT A
23+10QeCOS (A)
288 FOR |
H":'" DRAN S4B+SBRSIN(A+R.9  9.0522 = O
1 ABR+COS (A+8. 9eP]) 218 WOVE &4@+SRRSIN(AD,15
118 MEIT A 2+C05(A) .
1
|,|§,:sz A=@ TO 2#P STEP 220 DRAW S4B+1SBESIN(A+P]
: ) 30+ 204C05(A+P])
38 MOVE s4@+24ma5IN(A) 7 238 NEXT A

Z3+30Q0005 (20P1-1) +204C05 (4

248 REPEAT UNTIL FALSE
COLOUR NUMBER->?
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Sue 7imms
revisits

Januarys
NotebooK
prograrn

{8 REN ORIGINS REVISITED
28 REM NEIL CANTHORKE
19 REN ADDITONS BY SUE T
[HMS
4R MODE 1
58 VOU 19,1,4,0,8,0
78 GCOL Bl
g8 VDU 29,648;312
9@ FOR radius= @ 70 358
STEP 23
{88 PROCaandalalradius)
118 NELT radius
128 FOR repeat=1 10 4
138 READ n,¥
148 PROCoutside(x,y!
158 MEXT repeat
158 REPEAT UNTIL FALSE
178 DEF PROCoutside(n,y)
188 FOR radius= & T0 158
STEP 25
198 VDU 29,x3Y]
280 MOVE x,¥
718 PROCeandalalradius)
278 NEXT radius
738 ENDPROC
4@ DEF PROCeandalainl
250 MOVE @,
778 DRAN @,-
288 DRAN w1
7908 DRAW 8.w
TR MOVE -w.M
T8 DRAN =w,=w
328 DRAM w,-w
330 DRAN w,
T40 DRAN ~w,w
158 ENDPROC
160 DATA 790,841,1%8, 162,
999,862,998, 162
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our El®
o drive aroun

10 REN RACER
20 REM BY ALAN BRIFFITHS
30 REM (C) ELECTRON USER
40 MODE 5
30 ON ERROR 60OTD 120
&0 PROCinit
70 #FX11,10
B0 #FX12,10
90 PROCstart
100 REPEAT
:PROCnex
:UNTIL ATXBXRIDO0
AND Ci=7
1REPEAT
sPROCFinish

tUNTIL DI=40
110 TIRE =0

sREPEAT UNTIL TIME =100

120 PROCscore

130 #F)Y 15

140 #FX12,0

150 PRINT TRB(O,10);*ANOTHE
R GAME? (Y/N}"

160 RE=INKEYS (200)
e IF A$="" BOTO 140

170 IF A$="Y" RLN

180 MODE &
1END

190 DEF PROCcheck IF roadii

EL)3=FL OR roadX(EX)+PI
t=F% PROCcrash
ELSE BX=GX+I

200 EX=EY+!
1 IF EX=1% El=0

210 IF X3=17 AND YI=F%
PROCcrashl

220 ENDPROC

230 DEF PROCcrash GY%=G%-10
$S0UND 0,-15,52,3
s ENDPROC

240 DEF PROCcrash? Gi=BI-20
+SOUND L,-15,4,5
$ENDPROC

250 DEF PROCnew

260 1F INKEY (-3BIPRINT
TRBLFT, 130" *
270 IF INKEY (-38)Fi=F1-1

280 IF INKEY (=&7)PRINT
TAB(FY, 133 *

230 IF INKEY (-67)FY=Fit}
300 HI=RND(3)-2

CA=LE+hY
sroadd{I31=C)
310 IF CX{=2 CA=Ci+]
320 1F C1)=10 CI=CX-!
330 FRINT TAB(FX,13};
CHRS 241
J40 PRINT TABI(CY,311:84

T R
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150 PRINT TABIFY,121:"

60-PRIND TaB{FS.13)3

CHES 24)
T3 PRINT TARLD, Y "SCORE
“whL TIME Y

T80 1Nelisl

sIF 1%=18 |%=
T80 TE BY=TY PEDCcar
00 Av=AY ]

+[F AL)=18 FROCcheci

418 COLOUR 3
sla=iit]
£20 JI=TINE -J1
2 R e 1 L
470 EXEPROC
§40 DEF PEOCcar U=
BNGi3
:COLOUR %
:PRINT TARICZVL T3);
cHRE (241}
H e Tl
i Th=BYa Y
: Y 1=
s E=Chevd
1ENDPROL
450 BEM #sssbbsbsrin PROC
STAFT #aswvis
k50 DEF FROCstart
79 -V 23,240,208, 204
voleal 204,204,5
b3l
480 -YOU- 23, 241,189,231
183538, 60,189, 233
=L
A90 VB 23,242,560,128
b e B O P P
vl
300 CL5S
303 VBU 23.1,0:0:0:0
510 FOR ¥KI=1 TO 3!
sPRINT TABCHY,KY);B$
320 NEXT
330 FOR Ki=8 T0 (g+
LEN (B$)-3)
:PRINT TABIKX,15);
CHRE (2401

540
550
£80

§70

&0

510

g2¢
Ry

24t
550

&40

sMEXT

IE PX=7 0%=9

IF Pi=5 D¥-=3

IF P5=5 03=8

PRINT TABLDY,18):"START

- PRINT TREER 1T :

CHRS 24!

TINE =0

:EOLDUR -

sREFEAT UNTIL TIME =100
(PRINT TAE(4,131;

CHRE 47

s YRU- T

+COLOUR 2

(EEFEAT UNTIL TINE =200
:PRINT TaRI4,13);

CHRE 242

s vBl-7

S R e T

:COLOUR |

sREFEAT UNTIL TIME =300
s PRINT-TRB(4.13::

L} Eu.

T S

REFEAT UNTIL TIME =330

tPRINT TAS(4,[3Y:"

S S A R
sCOLMR 3

TINE =0
+J1=TINE

ENCFROC

BEM sssadsss PROC
INIT wesannpns

JEF FROCinzt

Fi=ig

tHi=]

1Li=]

+B=", !
s [i=0

tAY=)

1El=p

:6l=0

14%=0

:Bi=f

:0i=0

154=23

S=440

+T=400
t1§="RACER"
OIM roadt (200
tili=]
A70 VDU 5§
B0 VDU 19,0,4,0,0.0
VDU 15, 1,0,0,0.0
894 BCOL 1.3
T MIVE 3,1
sFRINT- 1%
T Lol I3
To0°MOVE 3-8, T-8
:PRINT 1§
TI0 VEU 4

750 YO 19,1, 1.0.0,0
9§ [LE
755 FEINT TARIO 4901 IS
EASY, 7 1S HARD'
TE0 THPUT THEID, 5 INpUT
LEVELT1-31",BY
L IF BX71 OR B9
BOTD 740
770 IF Bhc=3 Bi=Rlel
780 IF Bil=3 Pi=7
790 IF B3 AND BX(T Bi=

600 IF B1}7 RND BY(7 Pisg

310 IF BIS BE=". s

320 IF BI)6 F1s3

330 IF Pi=7 Vi=3

B40 IF PI=6 Vi=3

B30 [F PL=§ yI=1

BaC IF Bi=B SI=20

870 1F Bx=9 5i=20

BBO TX=57

890 ENDPROC

FO0 REM s#mesees PROC
FINISH ##43sap

910 DEF PROCFfinish

920 IF INKEY (-9BIFRINT
TABLFY, E5g" °

?30 IF INKEY (~%8)FY=F%-1

0 IF INKEY (-471PRINT
TABIFZ, 130" °

930 IF INKEY [-47)FYsFis]

950 Ci=
102=0141

970 1F FY{(Y Fi=Fi+l
$80 IF FLl=CI+PY F2=Fi-1
990 PRINT TAB(FY, 13);

CHRE 241 TRBICI,J31);EF
LOGU RINT TAB(FY, 1213 "

1010 FRINT TABIFY,13);
CHRS 241
1620 PRINT TABI0,0); "5C0SE
CHIT TINE il

1030 CE=CHRE (240"
1040 TF DY=18
THEN B5=","+STRINGE
LEN {R$)-2,L85+"."
1050 IF D¥=1% AND Pi=7
BE="_ FINISH,"
1080 IF DIM19 AND PY=7
B§=", o
1070 IF DI=1% AKD PI=4
Bf=" FINIS."
1960 IF D119 AND Pi=%
oF=", il
(050 IF Di=19 AND PY=%
|G
1100 ENDPEOL
1110 REM ssassss PROC SCORE
FEEREEREE
1120 DEF PROCszore
1130 LS
$COLOUR 3
1140 LE=pYs(BY#I00-37) #152e]
o
1150 IF LEINE
THEN MI=L}
1160 PRINT TAB({&,1}:*SCORES"

LI70 PRINT TABLS,21; "+esvsens
'I
L1E0 FRINT TRBLZ,41;"HIGH
SCORE  ";MX
1150 PRINT TRBII,51;"YOU
SEORED - ;L2
1200 ENDFROC

This listing is included in
this month’s cassette
tape offer. See order
form on Page 47.
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LU

irst principles of
raphics and sound

Electron Graphics and
Sound by Steve Money
| {Granadal.

THE Electron programimer
has quite an extensive list
of graphics and sound com-
mands at his fingertips. The
number and variety of
these can be quite
bewildering to the
MEWCOIMTIEr.

The aim of this book is to
explain the basic principles in
volved in producing interesting
graphic displays and sounds.

The emphasis 15 more oan
useful routings than games
programs, and many of the
procedures could be used in
YOur own F]rﬂ{il'::ln-IE

The reader i5 taken from

Open

Electron Machine Code for
Beginners by lan Sinclair

up anew

{3 ranadal.

EVER been frustrated with
sluggish Basic — fed up of
waiting for your program to
catch up?

= Although the Electrof-uses.

BBC Basic, arguably the best
and fastest around, it's not
much good for smooth anima-
tion effects or efficient utilities
as it's too slow and it accupies
oo much memory

The simple answer Is
machina code, the language of
the micro’s processor. Unlike
Basic, it doesn't have to be
translated by the micro 8s it
FUns

However machine code is
just a series of meaningless
numbers, so the simple
answer s assembly language.

A= the Elactron already has
an assembler on-board, all you
need is a fair knowledge of
Basic - and lan Sinclair's book.

The text deals with

first principles — drawing a line

and plotting a point — to the
guite complex procedura of

everything from ROM and
RAM to bits and bytes. [l
asumes no prior knowledge of
assembly language, and
explains the inner workings of
the micro and the possibilities
of assembly.

The later chaptiers cover the
methods and principles in
volvad in an example assemibiy
listing., with all mathematical

producing a8 perspactive view
of a wire frame object. All is
explained in a clear and con-
Cise mannar.

The sound section is nol as
good as the graphics. The
author seems unaware that
the Electron can only use one
sound charmmel at a time and
actually lists a program 1o play
a saries of notes on two chan-
nels simultansously,

It was obviously written on
a BBC Micro and sounds more
like & rude noise on the
Electron

Howeaver | can recommend
this book to anyone interested
in producing lively graphic
displays. But take the sound
section with a pinch of salt.

Roland Waddilove

world

processes being kept in
separate appendices at the
back where they are easily
found - or ignored

Also included is a major
section on checking and
debugging assembly
programs, as well as several
pages about 8 machine code
manitor = perhaps a little pra-
mature for beginners.

The book is well thought
out and, apart from a few mis-
takes, well written.

| have one minar complaint
about the layout. A vital sec-
tion on saving and loading
programs was placed in the
middle of another chapter
about data in assembly
programs. Surely this would
have been better as a separate
chapter or appendix?

Howewver, this is an
gxcellent and egasy to un-
derstand introduction to the
art of machine code program-
ming which will open up whole
new fields of program writing.

Andrew Oldham

Valuable,
but slow

ra'nsra.rrr Arcade Games for

the Electron by Jean Frost
fPanl.

THIS has baen writtan for
people with little program-
ming knowledge to help
them create their own
arcade games. There is also
a listing for an adventure
game and character
genarator.

Thie main cantrol loop for an
arcade game is listed. After
typing this in you enter the
procedures used

Here you have a choice of
savaral different versions of
gach procedure, all with the
same ling numbers and all of
which woark with the main con
trol loop

There are seven different
backgrounds, 13 different
aliens, 156 different players and
various checking and scoring
routines. You just chDDse
which oneg you want and type
itin

As you can imaging quite a
large variety of games can be
produced. The games look
quite reasonable, but ara in-
credibly slow.

| fell asleap three times
plaving the example! This is 8
simple space invader type of
game with just one invader. It
takes well over a minute for
your laser base to crawl from
one side of the screen to the
alRer

The book is valuable in that
it teaches how to structure
games programs, explaining
avery procedure in detail, but
the arcade type games
themselves are not really play-
able as thay are 50 slow.

A reasonably good
programming book, but not
suitable if you want to play
some fast arcade games.

Roland Waddilove
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&

ARE vou confused bet-
ween binary and decimal?
Do vou find you don’t have
enough fingers to count in
hexadecimal? Do you go
cold when you see a & in
front of a number?

Never fear, because
MARK FENTON has comea
to your aid with his intrigu-

ing utility Base.

it's completely menu-
driven and couldn't be
easier to usa.

Just tell your Electron
which conwversion you
want, enter the number and
the program does the rest.

it's as easy as ABC. Oris
it &BABC?

PROCinit

PROCdisplay
PROCact_on_it
PROCbhi_to_dec
PROCHIllLin

PROCbi_dec_work
PROCbi_to_hex

PROCdec_to_hex
PROCdec_to_bi

PROChex_to_dec

P HDEdac_tﬂ_hi__wurk Calculates dec

PROCEDURES

Sats up variables and shows

instructions.

Sets up Main menu.

Acts on users choice.
Changes binary 10 decimal.

~Pads out” binary numbers v_.-qth
leading zeros 1o make eight I.m5.
Works out binary 10 decimal

cOonVersion.
Changes binary to hex.

Changes decimal numbers 1o b,
Gives binary representation of a

decimal number.

convarsion.

Displays hex numbers as

decimals.

imal to binary

PROChex_to_bi
PROCon
PROCoff
FNanother_go
PROCchoice
PROCassemble
PROCdDB1
FNchack_binary
FNcheck_hex

FNcheck_decimal
PROC_B_R_E_A_K

Shows hex number in eight bit
binary.
Turns cursor on,
Turmns Cursor t;ﬁ-
pothar go.

?::2:.1:::3:'5 r,hc?ice from main
I::;mhles mach_ine code for
double height routing.
Usas machine code 1o produce
double height letters. .
Checks for a correct binary
AUmbper.

i hex input.
lelllg::.;z dﬂcimgl pumber input.
Rastores program after Break has
heen pressed.

REM ERSE

70 GEM MARK FENTTNM
RER LY ELECTRDN 1JSER

{0 REM

ED DIMAYIBNsPROCassenble

58 +KEY!BOLDMMODEL IMPRO

EBRE RN

T8 #FIL,1

30 ONERFORSCTORIZIE

9% MODE1:PROCof#:FROCIAG

4]

e AFE

f
e
J

REFEAT

PROCd1splay

128 PROCchoice

138 PRECact on it

(48 CLS:UNTILR

158 REM SHOWS INSTRUCTION
S AND SETE UP VARIABLES

160 DEFPROCInit

IT@ #FI1

180 PROCAB] (“eeBaczes" 1T

L
& -k
Ba e

190 PROCAB] (*This is a sh
ort utility program that",!
JWPDE+Z, 11

288 PROCdbI "will change

nusbers fros:-",1,¥P0S+2, 1}
218 PROCdisplay

2.8 COLOUR1:PRINT' "Pressi
ng Escape Will Take You Bac
k To"'*"The Main Menu"

&
k]

= e s B0

R

278 FRINT "Press space to
begin®
242 REPEATUNTILNOTINKEY-R
9:REPEATUNTILINKEY-7®
<48 ENDPROC
258 REN SHOWS SCREEN DISF
LAY
=/9 DEFPROCdisplay:PROCot
&
28@ FROCdb) ("#%Basess” |5
121 s COLOURT
-18 FRENTTARIR, 1813 <1 B
inary To Decimal®
SR PRINT' (2% Bimary To
Hexadecimzl”
310 PRINT (3} Decimal To
Binary"
J20 PRINT "C4> Decimal To
Hexadecisal®
T30 PRINT'"(5) Hexadeciea
1 To Decimal"
240 PRINT "{& Mexadecima
1 To Binary"
358 ENDPROC
3B REM ACTS ON CHOICE
378 DEFPROCact on it
388 CLS
398 ON opt 507D 40@,410.4
20,430,448,458 ELSE 190
48@ PROCbi _to_dec:ENDPROC
418 PROCbi _to_hex:ENDPROC
420 PROCdec to bi:ENDPROC

478 PROCdec_to_hez:ENDFRO
£

448 PEOChex to dec:ENDFRD

158 PROChex to bi:ENDPROC

452 ENDPROC

470 DEFPROCHE to dec

458 CLS:PROCARI {"Change B

inary To Decimal®,l,2,1}

458 PROCALL (*NUMBER 2°,1,

WPOE+ 2, 1 "FX15" L INPUTL INE®
"A¥

582 IFNDTFMcheck binary C

LS:VOU7:PROCAD] ("ONLY ENTER

BINARY NUMEERS®,B,8,2):TIM

E=B:REPEATUNTILTINE }=382:60
T0488

318 JimM=8
520 IF LENAS(B PROCHi1] 1

538 1F LENAS38 VDUT:PROC
bl ("OMLY EIGHT BIT NUMBERS
fe=TEEEILER) ", A VPOS#2, 20 2T

e w A

IME=Q:REPEATUNTILTINE)=100:
SOTC4ER

S4B IFNOTFMcheck binary V

DUT: PROCAET (" INCORRECT BINA
RY NUMBER®,1,VPOS+Z,I):TIME
=@ REPEATUNTILTINE}=300: 60T
Tas0

558 PROCBL to dec work
568 Y=VPOS:PROCAL1("The +

UNBERS WITH 'S UP 10 8 BIT
3

1!-1

T0 DECIMAL CONVERSION

UN=SUN+(182%(8-1}]

inary To Hesadecimal™,!, VPO
g¢l,1)

il eight bit nusher is *,!

Y42, 11:PROCAE] (A%, POS+], Y+
2,11 :PROCAD] (A%, 1, Y44, 10 PR
OCdbl(® in decimal is *,POS
+1, o4, 1)1 PROCAD] (STRETSUM]
P05+, Y4, L)

978 IF FManokther go THEN4
30 ELSE ENDPROC

=88 REM FILLS UP RINARY N

598 DEFPROCEiLL _in
se@ LOCALRE
518 WE=STRINGS [ (B-LENAS) ,

52D AB=NS+AS
538 EMDPROC
548 REM MORKS DUT BINARY

458 DEFPROCHI to_dec work
468 FORI=! TO 8
578 IF MIDS(a$,1,10="1"§

588 NEAT

499 ENDPROC

78@ REM CHANEES B! TO HEX
710 DEFPROCHI _to_hes

728 CLS:PROC4b! {"Change B

Turn to Page 50
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Be one of the first
to get each issue

A subscription will ensure you
get your own personal copy
HOT OFF THE PRESSES
month after month for the

next year.

Every owner of an Electron—and
everyone thinking of buying one — needs 10

get Electron User every month. It's the
brightest, most authoritative yet completely
independent guide to @ machine that has
<o much potential you will never tire of
reading about its remarkable capabilities.
You can buy Electron User from your
local newsagent or station bookstall. Or you
can take out a 12 months subscription and

have it delivered to you by post.

Your Eje ctro
prﬂtﬂﬂing I

Fl:l:frE[:[‘ Your Ej
With our Jyxy
oF Soft pliable =
w- I’Ef‘fE‘SJ‘StanI
st: Vl. bound wit,

Ong cotton &

Eﬂﬂrateﬂ wirh n{i
Electron User oo

four issues for
only £2.00

ECl‘mn

Keep your collection
of Electron User
complete with these
handsome binders

Round in attractive red pvc wi
the Electron User logo in go
blocking on the spine, this

binder will hold 12 magazin

firmly secured in
place by metal rods. £3.6
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Cassette worth
£3.75 if you
subscribe NOW/

FREC

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!

ORDER FORM

All prices include postage, packing and VAT,
and are valid to April 26
Please enter number required in box £

=

Electron User

LI £132
annual subscription R c13 (R £18)
Crverseas (Surface) £20
Oversaas (Aiemaily £40 |

e .

Cassette tapes of
Electron User
programs O

frorm

Save typingin pro ' ~tr

grams [
from Electron User ' EIE ':1..:.':'}-}'
by sending for these N
program-packed

| CASTLES

| -~ '|_1glé|“h {
A | Chrigtm;
N Box

Ton pagmy gl e
Wb ey i

You can also take out a
subscription for the 12
monthly tapes for £40.

Solected froe cassaiie |manth)
Commence with ___ i=ssue TOTAL
e
Electron User
. E :
.I'ﬂ'lﬂlﬂ‘ﬂﬂ'tﬂ.l“'r issues Complete set of 4 [__l
£2.00 LK :
£2 25 Oversaas (Surface) TOTAL
—ara
Electron User s
back issues A
£1.25 UK o
L 1. 60 Overseas |[Surfaca) ..|||;
ENETETEA |
Sepiamber
Octobar
MNowembar
Decembar
January
Airmail prices on application TOTAL
26 introductory prOgrams
i' Electron User Lunar Lander February
Chicken March
!ﬂ‘pﬂﬂ Spacehike & il
£3.75 Hally Driver May
Maney Maze June
Godf July
Castles ol Sand  August
Hauniad Housa Sant
l Braakirag Dt
Siar Fighter Mo
Chrisimas Box i o
Space Banke Jan
The Kingdom of Craal Frd
TOTAL _

Cassette tape
annual subscription

1

E4D{UE & Overseas]
Commence with

rape fstare month] TOTAL

Dust Cover
£3.85 (UK & QOverseas) TOTAL

1

Binder

i

E3.85 UK

E5.00 Overseas TOTAL
—
Payment: please indicate mathod (/) TOTAL

Access/Mastercharge'Eurocand
BarclaycardVisa
Amearican Exprass

e
==
L

Card Mao.

Expiry Date
E Cheque/P0 made payable to Database Publications Lid

Name

Addrass _

I (UK & Overssas)

I Signed C——

Send to: Electron User, FREEPOST, Europa House,
68 Chaster Road, Hazel Grove, Stockport SK7 GNY.
I:f"_J-D stamp needed if posted in UK} Plesis aifows 28 diys for delivery

You can also order by phone

e Don't forget to quote Telephone:
i dift card
2 Jowaedicad | 061-4800171 | |
vour full address 24 howd J
. S e S e D e S S S (.
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IAN RODGERS
adds a whole
new meaning
to the term
‘flow chart’

Expansion
pipe

DOMESTIC HOT
WATER SYSTEM

Hot supply

Hot water
storage tank

Cold
return |

ko

HOT Water makes usa of
the Electron's graphics
commands to produce a
colourad diagram of a
domestic hot water
systam. It's simple yet
aeffective, showing the
Electron’s design potential.

And we doubt whather it
will stop at Hot Water.
Hare at Electron User
wa've noticed that a pro-
gram we feature one month
sparks off lots of ideas for
other ones.

We wonder what will
follow next. A diagram of a
steam engine or a car
piston? Maybe an animated
aelectrical circuit diagram?
You'd better send us soms,
or you'll be in hot water!

taps
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Hot Water listing

10 MODE |
tWDU 23,1,0:0:0:0:
+¥OU 19.2,6,0,0,0
t PROCDRAW
:PROCFILLUP

20 PROCLABEL
16070 20

0 DEF PROCDRAN

40 MOVE 230,1013
tDRAN 500,1013
+DRAN 500,763
:DRAN 1000,763
:MOVE 1000,723
:DRAN 500,723
:DRAN 500,683
:DRAN 500,583
:DRAN 500,847
:DRAN 790,643
:DRAW 790,253
:DRAN 830,263
:DRAN 830,353
:DRAN 1070,383
sDRAN 1070,0
:DRAN B30,0
:DRAN 830,40
:DRAN 660,40

50 DRAN 460,340
:DRAW &00,360
:DRAN 400,320
: DRAN 360,320
:MOVE 830,80
:DRAN 700,80
:DRAN 700,400
1DRAN &00,400
1DRAN 600,503
:ORAN 730,603
sDRAN 750,223
:DRAN 830,223
:DRAN 830,80
sMOVE 380,320
sDRAN 150,340
1DRAN 260,340
<DRAN 240,800
+DRAN 110,800

&0 MOVE 360,400
sDRAN 40,5683
1DRAN 440,483
1DRAN 460,973
:ORAN 290,973
1DRAN 290,933
:MOVE 250,933
sDRAN 230, 1013
tNOVE 340,400
s DRAN 300,400

:DRAN 300,800
:DRAN 340,800
:DRAM 540,%53
tMOVE 110,800
:DRAN 110,840
:ORAN 0,840
:MOVE 0,880

70 DRAW 110,880
:DRAN 110,943
«HOVE 340,933
:DRAW 340,943

80 ENDPROC

90 DEF PROCLABEL

100 VU 23,224,0,0,0,0,8
,28,42,73

110 vbu 23,225,8,8,8,8,8
18.48,8,

120 YoU 23,226,73,42,28
1Eiﬂiﬁ1 I:|'|'I:I

130 COLOUR 1
:PRINT TAB(17,7) "Hot
supply to taps"s
TABI27,16) "Hot"; TAB(27
ATV $low"; TABI2S,16);
CHRS (225);TAB(25,15);
CHR$ (224);:TAB(34,20)
"B": TAB{34,221"0%;
TAB(34,24) "1": TAB(34
J20) "L s TAB(34,28) "E";
TAB(34,30) "R"

140 VDU 19,2,56,0,0,0

130 COLOUR 2
tPRINT TAB(2,7)"Cold®;
TAB(2,8) "supply";
TRB(2Z,9) "tank"; TAB(1Y
2713 CHRS (223);TAB(1Y
«28):CHR$ (226);TAB(13
, 281 "Cold"; TRB(L3,27)
"return”
:COLOUR 1

:PRINT TAB(1&,1)"Expansio

n";TAB(14,2) "pipe*;
TRE(10,22) "Hot water":
TAB(H,23) "storage tank"

160 COLOLR 2
+PRINT TAB(O,0) "Qver-*;
TABOO, 11 "flow";TRBI(2
213 CHR$ (225); TABI2
+3);CHRE (226)
sCOLOUR 3

:PRINT TAB(28,0)"DOMESTIC

HOT®; TAB(28,2) "NATER
SYSTEN"

:MOVE 880,1023
:DRAN B&0,1023
:DRANW 840,880
:DRAN 1279,B80
:DRAN 1279,900
:DRAN BEO,900
:DRAN 880, 1023

170 ENDPROC

180 DEF PROCFILLUP

190 BCOL 0,2

200 MOVE 831,4
1ED=1087
:5T=812
:FOR F=4 TO 339
:DRAN 5T,F
:DRAM ED,F
sNEXT F

210 MOVE &é4,43
1ED=830
13T=bb4
+FOR F=43 TO 79
:DRAM ST,F
10RAN ED,F
tNEXT F

220 MOVE 464,80
:ED=499
15T=hid
+FOR F=79 TO 3&0
:DRAN 5T,F
:DRAN EL,F
tMEXT F

230 MOVE 600,353
tED=59Y
15T=500
+FOR F=3&5 TO 399
:DRAN ST,F
+DRAN ED,F
tMEIT F

240 WOVE 753,224
1ED=830
18T=753
tFOR F=224 TO 258
:DRAW ST,F
:DRAW ED,F
tMEXT F

230 MOVE ?53125!
1eD=781
157=751
tFOR F=258 TD 401
:DRAN ST,F
:DRAN ED,F
tNEIT F

260 MOVE 500,405

1ED=T787
1 5T=600
:FOR F=405 TO 639
s DRAW 5T,F
:DRAN ED,F
tNEXT F

270 MOVE 364,323
1ED=399
15T=T44
+FOR F=325 TD &76
:DRAN 5T ,F
: DRAN ED,F
(NEXT F

280 MOVE 444,482
1ED=4%9
15T=444
1FOR F=&B2 TO 920
:DRAM ST,F
1 DRAN EIL.F
tNEIT F

250 MOVE 500,724
:ED=1000
157=500
tFOR F=724 TD 757
:DRAN ST,F
:0RAW ED,F
:NEXT F

J00 MOVE 264,383
1ED=J40
15T=254
:FOR F=343 TO 199
:DRAN ST, F
: DRAN ED,F
tNEXT F

310 MOVE 284,400
:ED=299
15T=284
1FOR F=400 TO 801
:DRAN ST,F
:DRAN ED,F
tNEXT F

320 MOVE 115,803
:ED=138
15T=113
+FOR F=803 TD B&0
s DRAW ST,F
:DRAN ED,F
tREIT F

330 ENDPROC

This listing is included in
this month’'s cassette
tape offer. See order
form on Page 47.
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|
 fexat :

Base listing CA NUMBER WITH ‘&7 7,
i | I"- 'F.— = 1 A w1 = .'...ﬁ'-‘lr

From Page 45 Pess Space For finother Choiee
T30 115 ¢ Prace Ao Nk e
748 PROCdbI ("NUMBER 7°,1, vR2a 0y Uther Keu To Retup

VPOS+2,1): INPUTLINE" "AS
758 IFNOTFNcheck binary €
LS:VDUT:PROCSLL ("ONLY ENTER
BINARY NUMBERS",R,0,21:TIM
E=B: REPEATUNTILTINE }=300: 60
10728
768 SUM=R
770 IF LEMRS§<E PROC#ill i
f
788 IF LEMA$B VDUT:PROCd
b1 {"ONLY EIGHT BIT NUNBERS!
{={ 11111000, 1, VP0S+2,2):T
IME=@: REPEATUNTILTINE }=108:
BOTO728
198 IF NOT FMcheck binary
VDU?:PROCAG] (" INCORRECT BI
NARY NUNBER".1,VPOS+2,21:T1
ME=D:REPEATUNTILTINE »=100:5
oTo7Ze
888 FROCb1 to_dec work
818 Y=VPOS:PROCAEL(*The e
ight bit nuaber is ",1,Y+2,
11:PROCAbI (A§,POS+L,¥+2,1):
Y=Y+2:A$=AF+" In Hex is &"+
STRE*SUM: PROCAb (AS,1,Y+2,1
}
828 [FFManother go THEN 7
2@ ELSE ENDPROC
838 REN CHANGES DECIMAL T
0 HEX
848 DEFFROCdec to_hex
850 CL5:PROCb] ("Decimal
To Hexadecimal®,1,1,1}:PROC
dbl (*NUMBER 7°,1,4,1)1"FX13
*:INPUTLINE®"R$
850 IF NOT FMcheck decima
1 CL5:PROCdb] ("ENTER DECIMA
L NUMBERS ONLY",@,@,2):YDUT7
sTIME=B:REPEATUNTILTIME =70
2:507T0858
870 A$=R$+" In hex is k"4
STRE*VALAS:PROCAbI (RS, 1,5,]
)
880 IFFNanother go THEN B
38 ELSE ENDPROC
898 REM CHANGES DEC TO BI
982 DEFPROCdec_to_bi
918 CLS:PROCdb] (*Decimal
Ta Binary®,1,1,1}:5UN=8:PR0
Cdbl ("NUNBER 7*,1,4,10:"FX1
3"t INPUTLINE" "AS
9208 IF NOT FNcheck decima
1 CLS:PROCAL] ("ENTER DECIMA
L NUMBERS ONLY",,8,2):VDU?
:TIME=8: REPEATUNTILTIME }=3R
0:60T0%10

930 IF VALRS)ZSS QR VALAS
(8 OR [ VALAS=2 AND ASC>"R
"} VDUT:PROCdAbL ("ONLY EIGHT

BITL (=2551",1,6,2):TINE=R
:REPEATUNTILTIME -=300:60T09
18

948 PROCdec to bi work

950 PROCAbI(AS,1,6,1):PRO
Cdbl (" In Binary is *,P0S.5
J11:FORIY=8 TO 1STEP-1:PROC
dbl (STREAX(]X} ,POS, 5,11 NEX
T:PRINT

968 IFFManother go THEN %
1@ ELSE ENDPROC

978 REM NORKS OUT BI TD D
EC CONVERSION

988 DEFPROCdec to bi work

998 B=VALAS

1088 FORI=1 TD 8

1810 AX(I)=E MOD 2

1828 B=F DIV 2

1838 NEXT

1B48 ENDPROC

1858 REM CHANGES HEX TO DE
CIMAL

1848 DEFPROChex to_dec

1878 CLS5:PROCdbI {"Hexadeci
gal To Decimal®,l,1,11:FROC
dbl ("HEX NUMBER WITH ‘&' 7"
J.3, 1 e *F115": INPUTLINE" "A
¥

1888 1FFMcheck hex [15:FRD
Cdbl {"ONLY ENTER HEX NUMBER
g",0,8,2) :VDU7: TIME=B: REPER
TUNTILTINE}=J0@:60TOLETE
1890 PROCAbI (A%,1,5,1):FRO
Cdbl{® In decimal is *,POS+
1,5,1):PROCAEE (STRSEVALAS P
0§+1,5,1)

1188 IFFNanother go THEN 1
872 ELSE ENDPROC

1118 DEFPROChex to bi

1128 REN CHANBES HEX TO BI
HARY

1138 CLS:PROCdbI ("Hezadeci
mal To Binary*,1.1,1):PROCd
bl ("HEX NUMBER WITH '%" 7",
3 1) "FX15": INPUTLINE® " AS
1148 IFFNcheck _hex CLS:FRD
Cdbl (*ONLY ENTER HEX NUMBER

5*.B,8,2) 1 VDUT: TIME=R: REPEA
TUNTILTINE =T0@:60T01130

1159 IF EVAL A#)253 DR EVA
L A$<@ VDUT:PROCb] ("ONLY E
IGHT BIT { {=kfF)",1,5,21:7
IME=@:REPEATUNTILTINE }=300:
60TO1130

1188 Ef=A%;5UN=0: A=EVALAS:
AE=STREA

{172 FROCdec to_bi_work

1180 A$=B$:PROCAb] (Af,1,3,
11+PROCABLI(" In Binary is *
JP05+1,5,1):FORIX=8TO1STEP-
sPROCD] (STRE(AX(TX)) , POE,
S 11:NEXT:PRINT

1198 IFFMancther qo THEN |
138 ELSE ENDPROC

128@ REM 2 PROCEDURES 70 T
URM THE CURSOR ON AND QFF
1218 DEFPROCON:VDU23,1,1:0
;8 0;0:0; :ENDPROC

1228 DEFPROCo#£:VOU2Y,1,8:
B:@:0:8; :ENDPROC

1278 REM CHECKS FOR ANOTHE
R &0

1248 DEFFNanother qo

1258 PROCdEL(*Press Space
For Another Cheoice®,l,VPOS+
r

125@ PROCAb ("0r Press Any
Other Key To Retern To The
* 1 VPD5+2, 1)

1278 PROCdb] (*Menu",l,VPOS
#2,1)

1280 #FX15

1298 REPEAT:a=INKEY@: IFINK
E¥-1 OR INKEY-2 OR INKEY-45
DRial>=1AND 2232} THENLNT
ILTRUE:=@ ELSE IF a=I2THENU
NTILTRUE:=-1 ELSE UNTILFALS
E

{700 REM#s2es¢ E R R O R
HANDLINE ROUTI
H E#eses

1318 IF ERR=17 CLS:GOTDi0Q
1328 VDU7

1330 IFERR=2BCLS: PROCAB] ("
Please Enter a Nusber With
na".1,8,2):PROCAb] ("reason
able range '''",1,4,2):V007

sTIME=: REPEATUNTILTINE =20
@:PROCact on it:CLS:GOTOL10R
1348 IFERR=28 ORERR=0&CLE:
PROCAL! ("Please Enter Corre
ct Nusbers When®,2,0,2):PRD
Cdbl{*Proapted To Do Sa°.8,
T2t e TIME=R:REPEATUNTILTINME
y=300:PROCact on it:CLS:GOT
olee

1358 REPORT

1768 PRINT" at line "ERL:
#FI12

1370 #F14

1388 PROCon:END

1I9@ REN BETS USERS CHOICE
FOR MAIN MENY

1408 DEFPROCchoice:#FY1S
1418 COLOURI:PRINT "STRINE
§040,"=")TABID,.B);ETRINGS (4
2" PROCARL {"Your Choice
2% 8,28,2)

1422 REPEAT

1438 opt=BET-48

1440 UNTILopt @ AND opt<?
1452 ENDPROC

{458 REM ASSEMBLES M/C FOR
DBL HEIGHT! SEE ELECTRCM U
SER JULY 1%84)

1478 DEFPROCasseable

1482 FORIY=@TD2STER2

1492 Fi=LD@0

1388 (OPTIX

1518 STAX7@:STILTS:STYLTA
1520 LDARLIA:LDYSLTR: LDYHR:
JSREFFF1

1532 LDA#27: JSRLFFEE:LDASZ
55 JSREFFEE:LDALT1: JSRLFFEE
: 2 JSRYFFEE: LOAYT2: JSRLFFEE:
JSRLFFEE: LDALTI: JSRLFFEE: JE
REFFEE: LDALT4: JSRAFFEE: JERY
FFEE:LDANTL: JSRYFFEE:LDALTS
+JERAFFEE:LDALTA: JERLFFEE:L
DAR2SS: JSRLFFEE

1548 LDAN2T: JSRAFFEE: LDASZ
5S: JERLFFEE: LDALTS: JSALFFEE
1 JERAFFEE:LDAKTG: JSREFFEE:
SRAFFEE: LDALTT: JSREFFEE: ISR
LFFEE: LOALTB: JSRLFFEE: JSRLF

#

——
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Joysrick Interface

. R ITH THE NEJW COMMAIEEE commamnm; -

2 FEATURES: . = . N &, A
{0-standard Joystick memory position Incluties Software Utility for maximum games +y %
tﬂmpﬂtlbilltv e Custom made case ¢ Fully compatible with Auto-Fire Jnvst{gl::

s ¢ 18 months l:_;|u1r.‘ar'mau\!.t '

Please send me: O Commander 3is) at £14.95 O Quickshot Il Joystickis) at £9.95
All prices include VAT and Postage & Packing

Name S0 N . S I i ) 5
Address T = Lt/dﬁ
e ———————— e ——— A B el e | | 1T

Bud Computers Ltd, FREEPOST, 196 Milburn Road, Ashington, Northumberiand NEG3 1BR Computers
Trade and export enquiries welcome AHEAD WITH IDEAS

Design: STUDIO 59



Base listing

From Page 50

FEE:LDA#31: JSREFFEELDALTY:
JSREFFEE:LDALTA: CLC:ADCHL:J
SREFFEE: LDARZSS: JSREFFEELRT
8

1538 ]

1568 NEXT

1578 ENDPROC

1568 REM USES ASSMEBLED M/
C T0 PRODUCE DBL HEIGHT

1598 DEFPROCADbI (af,1,Y,C):
COLOURC

1600 LOCALKY:FORKX=1TOLENa
$:AL=ASC(MIDS (a8 K1, 1002 XY=
{+K1-1:Y1=Y:CALLLDR®

1618 NEXT

1620 ENDPROC

15638 REN CHECKS FOR A CORR
ECT BINARY NUMBER

164@ DEFFNcheck _binary

1658 REPEAT: IFLEFT#(AS,1)=
* " A4=RIGHTS (Af, LENAS-1)

1660 UNTILLEFTS (R$ 1000 ®

1670 LOCALIE,LsLY=-1

1680 FORIZ=1TOLENAS

1698 IFNIDS (RS, 12, 1000"L°
ANDMIDS (A$, 1%, 10¢3"0" Li=0
1788 NEXT

1718 =L1

1720 REN CHECKS FOR A CORR
ECT HEX WUMBER

1738 DEFFNcheck hex

1748 REPEAT: IFLEFTS(A%,1)=
" * R§=RIGHTH (RS, LENAS-1)
1750 UNTILLEFTS(A$,10¢(0" *
176@ LOCALIY,AX

1778 IFLEFTS (A%, 1)} "k"=-1]
1788 FORIZ=2 TD LENA$

179€ AX=EVAL ("L"+NID$ (RS, ]
111

1828 NEXT

1819 =@

1B20 REM CHECKX FOR CORRECT
DECINAL

1838 DEFFNcheck decimal
1848 REPEAT:IFLEFTS(AS,11=
* " AF=RIGHTH(AS LENAS-1)
1858 UNTILLEFTS(AS,10¢)" °
1868 LOCALIX,LX:LZ=-1

1878 FORIX=1TOLENAS

188@ [F ASCMIDS(AS, T, 1)(4

B OR ASCMIDS (A$,1%,1)257 LY
=3

1898 NEXT

1988 =L1

1910 DEFPROC B R E A K

1928 DIMAL(8) :PROCoSF:PROC
assesble:ON ERROR GOTO 1318

1930 #F11}

1540 #FYX4,1

1958 CLS:PROCAbL ("PLEASE T

RY NOT TO PRESS BREAK AS IT

".0,8,2):VEU7: PROCb] (*RS
IT COULD PROVE LETHAL",R,3,
213 VDUT s TINE=RB: REPEATUNTILT
IME)=20@: CLS: VDU?

194@ E0TO10@

1778 ENDPROC

Thiz listing is included in
this month’'s cassette
tape offer. See order
form on Page 47.

'EXCELLENT. .. ...thoroughly recommended’

D.P. Publications have built up a reputation for low priced high quality products. Don't miss two exciting new products which

could be ideal for YOU!I !

Electron and BBC BASIC, Quick Reference Guide for F'_rngrammErs {1_5;1 pagesi'

This guide brings to your attention the vast array of superb programming facilities
available and should prove an invaluable aid to any programmer whether beginner or

experienced, in producing better programs more quickly.

The review in the October issue of ‘ELECTRON USER' said:-

" .. t'scheap, butit's also excellent. What you get for your money is an alphabetical
guide to over 200 reserved words and aperating system commands. Elaborating
on these are some extremely useful example programs and a brief note on the differences between

the BBC Micro and the Electron. The main part of the book is taken up with the directory

of keywords —and what a treasure trove it is
.. . theroughly recommended”.

.. lucid, thorough and surprisingly readable

Data Structures Demonstrator — Cassette (55k of programs)

and Workbook (93 pages)

This coordinated package of cassette plus workbook runs on either the BBC or the
Electron. If you are writing programs which need to have data

added, deleted, or retrieved then this package should be a must. You are not alone
~_infinding it difficult to imagine how your computer handles Data Structures
iLinked hists; Hash tables; Binary trees etc). Our programs make it visible and the

workbook provides exercises lo ensure you can more quickly understand and then

use Data Structures,

“Itlooks very useful™; It should help a lot of students grasp the concepts mora

Prices include postage and packing. Send cheque postal arder to

D.P. Publications Ltd,
(Dept E} - 12 Romsey Road - Eastleigh + Hants

Or telephone (0703) 617353

for your copy of our FREE CATALOGUE giving full details of all our products.

readily”; "My students think it's fantastic” (Lecturers commenisg)

‘NO BETTER

VALUE'
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Bouncy listing

From Page 76

1@ REM ### BOUNCY &+
$

28 REM #By R.A.Waddilove
i

38 DN ERROR IF ERR(17 R
EPORT:END

&8 MODE 1

8 PROCinstructions

&8 MODE 4

78 PROCinitialise

80 REPEAT

92 PROCscreen

108 FOR ball=l TO 25

118 PROChew_ball

128 PROCmove ball

138 NEIT ball

148 PROCqase_over

158 UNTIL INSTR("Nn", key$

168 END

178

188 DEF PROCinitialise

198 VDU 23,224,178,685,170
85,179,85,178,83

208 VDU 23,225,68,126,239%
1 209, o s 20ay 126,60

218 YU 23,226,255,129,12
9, 12%,129,12%,129, 255

228 best=520

238 ENDPROC

240

230 DEF PROCscreen

2560 BI=R:CLS:VDU 19,1,3:0
123, 1,0;0;0;0;

270 PRINT TAB(®,31);STRIN
B¥(48,CHR$225) ;CHRS (38) 3 CHR
$(101) """ "STRINGS (48,CHR$224
)

288 FOR 1T=3 TO 30

298 PRINT TAB(Q,1%);CHR$2
263 TAB (39, 1) ; CHRE226;

T8 NEXT

318 COLDUR 129:COLOUR @

328 PRINT TAB(1L,1);" Bes
t Score=";best;" "

338 COLOUR 128:COLOUR 1

J48 PRINT'"Blocks: ";BL;TA
Bi38);"Ball:"

338 ENDPROC

Jol

378 DEF FROCnew ball

388 FROCdelay(l1@@):VDU 7

399 PRINT TAB(I5,3);ball

488 REPEAT

410 X1X=RND(38): YE=RND (25)
+3

420 UNTIL POINT(32#(21+1)

JAB23-324Y2)=Q OR POINT(32¢
(XI-1),1823-328¥1)=@ OR POI
NT{328X7,1023-328(Y1+1))=0
OR POINT(32e1%,1023-328(Y1-
11)=h

430 Vi=11HE=Bitrappedi=Fa
LSE

440 PRINT TAB(XX,YI)ICHRS$2
23

§58 ENDFROC

1]

478 DEF PROCaove ball

488 REPEAT IF FNpoint PRO
Cbounce

498 IF INKEY(-99) b$=CHR$
274:B1=B1+1:PRINT TAB(7,3);
BY ELSE b¥=" ":PROCdelayl(l)

388 IF EY THEN #FX19

518 PRINT TAB(XI,YX)g:dI=
IT+HT: Y2=YI+VE: 0F Y10

528 PRINT b$:TABIXI,YI)CH
R$2235

530 UNTIL HX+Vi=8

548 ENDPROC

358

<68 DEF PROChounce

578 SOUND k1@,-15,5,1

588 ON RND(2) EOTD 590,41
]

398 Vi=@:Hi=1:IF FMpointe=
@ ENDPROC

688 Vi=1:HI=8:IF FNpoint=
@ ENDPROC

618 Vi=@:Hl=-1:IF FMNpoint
=8 ENDPROC

628 VI=-1:H1=2:IF FMpoint
=§ ENDPROC

638 VI=11HI=B:IF FNpoint=
8 ENDPROC

648 VI=B:HI=1:IF FNpoints=
@ ENDPROC

658 HI=@:VI=B:SOUND I,-15
|.|l.

b4 ENDPROC

678

488 DEF FNpoint=POINT(32¢
(XT+HY) , 1B23-32¢ (YI#VY))

5978

78R DEF PROCdelayiTl)

718 TIME=@:REPEAT UNTIL T
THE}TY

728 ENDPROC

738

748 DEF PROCqame over

758 PROCdelay(leg)

768 VOU 22,3,23,1,0;0;0;0
i

778 COLOUR 129:COLOUR 3

788 PRINT'STRINGS(10@," *

@ |

ViTRE(A, I "RATI NG
798 COLOUR 128:COLOUR 2
B8 IF BI{best best=BY
818 PRINT TAB(3,18):"Your
score: *;B1

820 PRINT TAB(J,15)1"Best
score:"jbest

838 IF BL)508 as="Appalli

Mars
B4R IF BL)4BE AND E1(499

a¥="Very poor..."

B58 IF BL)3B0 AND B1C4@1
a¥="Nore practice needed"

B&@ IF BL)Z0E AND BI(IR1
a$="Quite good"

B70 IF BIC28] a$="#s& Exc
ellent #84°

BE@ PRINT TAB((2B-LEN af)

DIV 2,23);a$
898 COLOUR 129:COLOUR 3
788 PRINT TAR(B,3B):" A

nother Gase 7 %3
918 MOVE @,31:DRAW 8,992:

DRAW 1276,992:DRAN 1276,311

DAAW @,31
920 MOVE B,832:DRAN 1275,

BIZ:MOVE @,54:DRAN 1274,54
938 #F121,0
748 REPEAT key$=BETS
938 UNTIL INSTR(*YyNn® ke

y§)

958 VDU 22.4

978 ENDPROC

988

998 DEF PROCinstructions
108@ #KEYI@ *OLDIMLISTOTIN

INILLISTIN®
1018 white$=CHR$17+CHREZ:b

lued=CHR$ 1 7+CHRS2
1828 VDU 19,1,4;0;19,2,6:8

FAR A 1 H I

18328 COLOUR 129:PRINT STRI
NES(128," ");TAB(7,1);*B O
UNCY - BOUNC YY"

1848 COLOUR 128:COLOUR 2

1858 PRINT TAB(B,5):"This
is a very siaple gase in wh
ich you"' "*have to trap a b
all bouncing around the®''®
screen, You can do this by
pressing the" ' "“space bar w
hich places a block just®''
*behind the ball.®

1850 PRINT “whited; "s#e";b
lue#i" Try to build a box a
nd trap the "iwhite$;"si""
“"s#E"iblueft" ball when i
t bounces into it. “jwhite
SiVHeE" """ jblued) " Use
as few blocks as possible.

"ywhite$; "tee"

1878 PRINT ' *Press..."

1888 PRINT "E*3bluef;" for

an easy game." ‘whitef;"H"
;blue$;® for a hard game.”

1898 COLOUR J:PRINT TAB(M,
J1)"ESCAPE will return you
to this page.”;

1189 #F121.0

1118 REPEAT key$=CHRS$(BET
OR 32)

1120 UNTIL INSTR{®eh" key$
!

1138 IF keyb="¢" EX=TRUE E
LSE EX=FALSE
114@ ENDPROC

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

From Page 26

578 in=TRUE:PROCa(RI~1)
488 PRINT' "You can see a
round you 1="
618 FI=FALSE
620 FOR I =1 TO NX
538 IF oX(IT) <) RY THEN
GOTOD 458 ELSE FI=TRUE
440 GOSUR 1368
658 MEIT 11
558 IF NOT FI PRINT*Mothi
ng of interest.”
578 PRINT
582 RETURN
578 DATA @,2,8,0
788 DATA 1,9,8,8
710 DATA 2,2,4,0
728 DATA 0.0,5,3
738 DATA @,0,8,4
T4 DATA B,7.8,8
758 DATA &4,8,0,8
760 DATA B,8,7,9
778 DATA 2,8,8,0
788 DATA 2,0,8,0
799 IF dI(RL,1) = @ PRINT
" Not allowed"': RETURM
808 IF R1 = 7 AND al THEN
PROCa(J3):PRINT: RETURN
818 RY = dY{RI, 1)
B28 RETURN
BI8 IF dX(RY,2) = @ PRINT
* Not allowed"': RETURN
B4 RY = dE(RY,2)
B5@ RETURN
Bo@ IF dX(RY,3) = @ FRINT
* Not allowed"': RETURN
870 IF dY{RY,3) = B AND f
% THEN PROCa(34):PRINT: #X=
FALSE
B8R IF dX(RX,3) = 7 AND o
117) = @ THEN oXi7)=B: FROC
w350 :PRINT
B98 RY = dL(RY,J)
88 RETURN
918 IF dX(R%,4) = @ PRINT
“ Not allowed"': RETURN
928 RY = d1iRY,4)
938 RETURN
94@ IF oX(zX)=1 PRINT"You
already nave it" ¢ RETURN
§58 IF oX(zl)<{) RL PRINT®
It's not here®: RETURN
958 IF 21 ¢ T PRINT*You
can't take that" ELSE oXizl
I=]
978 RETURN
960 IF oX{zX)=] oX(zl) =

RY ELSE PRINT "You don't ha
ve it": RETURN

998 ON (RI-1) GOSUB 1238,
1250, 1240, 1290, 1240,1240,13
18,1240, 1248

182@ RETURN

1818 h$="": FOR 1% = LEN(o
§) T0 | STEP -|

1820 hé=hs+MIDS(of,11,1)

1838 MEXT IX

1842 IF of = h$ THEN qf =
TRUE :PROCa(S@): RETURN

1858 PRINT "Dkay,® + CHRS$(
J4) + of +CHRE(34)

1858 RETURN

1878 PRINT ' "Your invento
ry contains:-"

1888 F% = FALSE

1898 FOR 1%= TX TO MY

1188 IF oX{IX)¢>1 THEN BOT
0 1128 ELSE FI=TRUE

1118 GOSUB 138@

1128 MEXT IX

1138 IF NOT FY PRINT*Mothi
ng at all.®

1148 PRINT

1158 RETURN

1160 IF oX(zX)<>» RI PRINT®
It wasn't here to hit": RET
URK

1178 IF oX(113¢>1 PROCA(36
'+ RETURN

1188 IF z%<>6 AND z%¢)T PR
INT "This has no effect wha
tsoever."

1198 IF zX=5 AND al THEN a
i=FALSE: PROCa(37):PRINT: o
1(&)=B: RETURN

1288 IF zI=3 AND s = FALS
E THEN PROCa(3B):PRINT".":
sl = TRUE: oX(B) = 2 3 RETU
RN

1218 IF z¥=3 AND sI = TRUE

PROCa(3%): RETURN

1228 RETURN

1238 IF 2% = B AND oY THEN

PROCa(4@) sPRINT: oX(zX) =
B: el = NOT eliol(ll) = |

1248 RETURN

1238 IF z¥ = 7 AND NOT bl
AMD 1Y THEN PROCa(41):PRINT
+ 1Z=FALSE

1268 IF z%=9 PROCe(42): ol
(22)=010%(12) = 3

1278 IF zX% = 1@ THEN dX =
FALSE

1288 RETURN

1298 IF oX(7) = 5 AND o¥il

2) = 5 THEN PROCa{43): bY =
FALSE: oX(12) = B:aX(7) =
]

138@ RETURN

1310 IF 2%¢> 1@ GOTO 1358
1328 IFdY THEN PROCa(44):8
oT0 348

1338 IF ( NOT 1%) OR (oX(7
)48 AND al(71{}1} THEN PRD
Cald5): BOTO 348

1348 IF of(2)=8 PROCa(44):
ok (1)=8y0%(2)=8:0%(8)=B
1358 IF 2%=7 AND NOT bY TH
EN 1X=TRUE: PROCa(47)tFRINT
1368 IF 2%=9 OR 2X=12 THEN
PROCa{48) tPRINT: PROCR (49):
GOTD 348

1378 RETURN

{368 PRINT "A "3 j$(IX):"

]

1398 IF IX=1 PROCa(1R)

148@ IF [X=2 PROCa(ll)

1418 IF IX=3 AND NOT si PR
OCa(12)

1428 REM IF [%=3 AND eX PR
OCall3)

1438 IF I%=3 AND s¥ FROCal
14)

1448 IF I%=4 PROCa{15):PRI
NT: PROCa([&):PRINT: PROCal
17)

L45@ IF 1%=5 PROCa(18)

1458 IF I%=4 PROCa{l9)

1478 IF I%Z=7 AND NOT bY AN
D MOT 11 PROCmi21)

1488 IF I%=7 AND NOT bY AN
D 11 PROCa(22)

1458 IF [%=7 AND b FROCal
2%

1588 IF I1=B PROCa(ZB)

1518 IF I%=9 PROCa(24)

1528 IF 11=18 AND dX PROCa
(25

1530 IF I¥=10 AND NOT d% P
ROCa{28)

1548 IF IX=11 AND NOT al P
ROCm (28]

1558 IF I1=12 PROCa(27]

1568 PRINT

1578 RETURN

158@ DATA 1luh,;,slohliridd
vkhv, 3, yhaglgjdpdfklgh,5,pl
uury,9,muroo,8,0zdui,: ,odps
vy frle, 3, sdufkphaw, 7, Fruwd
lg,¢,varug,3,yrefkhu,3

1598 DATA “diudwkhulvsduvh
Jhrgiulhogo! #durrpdzlnkinkh
#dssduhgwo!#lqh{sol fdechitl

vl jqReDuprau! tirgdukhizdool

{688 DATA "ddydvwifdyhugl:
Iwk#dfodujhiisrrobrifzduhy
18D#sdwk¥ohdgvidora i8]l wvidi
hgjhl®

1618 DATA *doth{wuhpho!#wl
Jkw, #Hdvwd @88 Thvwbuzgghol

1628 DATA "d¥vkrs1#Ryhubuwk
hitfraquhutl vidvl jo=tHehghh)
hutyBIHgwhusul vhvl®

1630 DATA *didvpdoodfkdpehuy
JHlwvizdoovi#ilul ghvihguiz]
wklvsdunol g j#fu!vwdov, vdyhi
rohl"

1648 DATA “"d¥udwkhuljorrp!
bdyh, Bk uhpl ol vihgwir
ifrogplghdzrunlgjvl®

1658 DATA "2kdwhorrnvliolnh
#dhkhupl weviddfhool"®

1668 DATR *dobrogholumidfi
dpehutwkdwbidorrnvinr bkdyvh
fehhgdslood jhodorgjddjri®

1678 DATA “Ewkh¥zl)dugevif
kdpehul#Ddvigrirohfkdvihyhud
veuylyhgdwklvih{shulhgfh,i¥
wkhuhdlvigr#h{ndguighvful s
lrglltl®

1688 DATA “exuglojdeuloold
gwoi#lgddéfrughul ®

1690 DATA "grzétxiwh¥frrol
L]

1700 DATA “zlwkBdborwlfhis
grikrudprohidrubfraguhuihln
#rigvel®

1712 DATA "zlwkBdégral fhis
hpsw! #drollunl®

1728 DATA "lodelwvirglwkhi
iorrul®

1738 DATA *hgjudyhg="

1748 DATA “svVdi#pluurulzru
giwr¥z] }duodphhn, "

1738 DATA "Ehlvzubdirxbkdy
h¥wkh® jroghur § juhhwis®

1760 DATA "zQlwk@d¥exvighvy
folnhddiul"®

1778 DATA "zhdulgjdodundjo
dvyhvl®

1788 DATA "zrumk¥lwvizhl ik
wilgdjrogl®

1798 DATA “gqrwdihwdolwi®

1B8@ DATA "exuglgj¥eul jkwa
H B

1818 DATA *loldbudskhuledw
whuhgdérgglulrgl®

1828 DATA "quiddvidierghid
qgéfrpschwehaieodgnt”

1830 DATA *lo#txiwhdjrrgif
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rqglulroi@idggdarwidwidooty
dpsl*®

184@ DATA “#ryhuhgdlgleorr
gl®

185@ DATA *uhdglgj=#H{fkdq
Jhiwk]vlyrefkhuwr jhukhudz]lu
k#dgiroghodpsidogh irxtookid
¥ ihwlkdéghzdodpshivhhi"

1850 DATA *,#zulnjlgikzhwl
L]

1678 DATA *Wkhdzl)dugtvih!
hviol jkwkesl#Khdwdnhviidt s
xubfrighurbex bkl pvhoi #dbqu
lqnidgaM ¥yl vdsshduvl®

LBE@ DATA "\rxdszwlrobwkhi
turzqlkh#viohiwdehklqolibdg
g¥ilgghirzuvhoidedfndlghukh
#sdodfh, BNl g jdridFuddo, id
og¥kdss: Ehyhuddiwhul®

1898 DATA "Ridghdu,8irutyh
§jrudgriproh i #88dggiwkhii:]
‘ughzdvibrslgjbhirzeghex!
fklphdbddbsigwlrubwerl®

19288 DATA"Q@dwxudoo!Bkhinlo
ovhirzl"®

1918 DATA “*Wkhdgzduiduhixv
hvlwrdchwd iradsdvwl”®

1928 DATA *D¥zruglwriwkhi:
Ivh=d\rxtuh#jriqjfwrtukhirg
ol burrpdlgiwkhisodfhdz Inkrx
whlwvirzgbodwxudobskrvskru
hvihgfhl®

1930 DATA "Do#ludwhégzdui,
$loixuldwhobe ! #nkhiol jknlir
ctyhiohwdlg, bwkurzvik] viigo
IwkodpskdwdirxldLudodagy, il
g¥wkhburrpbiradyvh¥nzvwbiohi
W, dvkdwwhuhgl®

1948 DATA *\rx¥kdyhgwdjrw
bdgiwklgjfghthoulbur Bk ]1wikz]
wki#Jhwhdbvzrugl®

1958 DATA "Wkh¥ozduididoov
#ghdg, bwkho¥gl vdsshduvllgiu
rawiridirzubhihv]®

1948 DATA “Nkhi#yhgglqjdpdf
klgh#vkdwwhuv I #D#fr Lo
revira”

1978 DATA “Judwxlwrxviylro
hoth¥grhvotwkkhos#dgirghl®

1988 DATR "Wkhifrlolidoovh

lgwr&wkh¥vor wil gbukhHEbdyh
golqidpdfklghl#\rxdduhljlvh
gldbvzruglédkdwrvlizk i Blwevi
tdoohg#wkh#luprxu!$”

1998 DATA "Xgiruwxgdwho!,}
irzubodpsé jrhviraml®

2088 DATA “Lowhuhvelgis#Vr
pheklgj#vékdsshalgjur Biluk
h¥sdufkphqwl#kdnhidforrnl!!
ll

2018 DATA "\rx#yhBjrwbdigh
zfodpss$”

2028 DATA "Wkh#fxuwdlo#iod
uhvibxsidiradglhdlobukhidieo
dihl*

2038 DATA "Wdnlgjddgydgwd ]
hiridwkhivxgghglsoxajhiddlg
wr bgdunghvy , Bwkhigzduibiurp
fah{wlgrrubfrphvilgidogisro
Ivkhvdirsbriil®

2840 DATA "Wkhdiluh®jrhvir
Wl Wrzdvhhdddfriollgdlwedy
khvl®

2058 DATA “\rxulodps¥ol jkw
¥l*

2060 DATA *Lwdexuvwvdigwrd
1odph$*

2878 DATA "\rxdvxgghgo!duh
dol vhiwkdwd lwbzdviyl wdobur
¥wikhi jdph 1 #Ryhufrphiz]wkdju
1hi #!rxtidnloodirzuvhoil®

2082 DATA "Wkhdpluurubglvy
royhvidgal irxdilqolddibtiir
xuvhoi bsxoohg¥wkurs jkdwkhd j
dsdluiviiichindlgur bukhiz]
Ydug#vhurrpl®

2098 DATA "Ikdwiddvidphidd
dog#irxdzhublgrigidvriidizh
ookwrr 186r# irx#zdouidarekhy
RirBé+A20)"

2108 DEF PROCalal

2118 hhé=a$(n):60SUP 510

2128 IF in PRINT"You are i
n *;o0%; ELSE PRINTooS:

2138 in = FALSE

2140 ENDPROC

This listing is included in
this month’s cassette
tape offer. See order

form on Page 47.

=iy PRASSANERCH.

ELECTRON, BBC Model B
{any OS, BASIC I/}

The game will be posted on the
same day as the recaipt of
order. ACCESS telephone
authorisations should take no | Stevenage,
more than two days to arrive.

QUAL-SOFT

“There is one fault though. | am going to lose a lot of sleep over it, it is so addictive . Steven Wiseman
of Liverpool.

“Many thanks for the fantastic game. As soon as | recelved it there was no stopping until the end of
the season’. J. Hooley of Twickenham
T am writing to say what a wonderful football program SQOCCER SUPREMO is. it realiy is the best
foorball game on the market at the moment’. Anthony Haves of Redcar.

“SOGGER SUPREMO”

NOT SO MUCH A GAME, MORE AWAY OF LIFE!

#® Transfer market (Rush, Robson, Hoddle etc).
B d-4-2 4-3-3 and 4-2-4 team formation
® In match tactical adjustments

® Opposition skills related to League record.

: QUAL-SOFT
I Dept. EU.
1 18, Hazlemere Rd.,

Herts. SG28RX

I | enclose a cheque,
} postal order, ACCESS
card authorisation for

| Tel: (0438) 721936 : k=i

(Plgaze state Eischron aor AL

£9.95
(inc. VAT and p.p.)

You have just been appointed Mansger of a newly promoted 1st Division Club, and it is up to vou to tranafasm this Wiy
orelinary f'\-"""_-'"':"-: One el CAn realst Cidly chailange for ihe T8t Divisdon Champsonshig within the next 5 sessons. You must
O55EES yOUur Side 5 capabelities and then, through your youth palicy and the transfer marker, reinloree the strengths and eliminate
the weakngssaes, [t's afl so easy or ig itd

#ar73-D7, 22 MAN, FULL PITCH, FULL MATCH GRAPHICS SIMULATION

® 42 match season, 21 horme games, 21 away games, ® Opposition: 21 of the current 22 DIV 1 sides

® Match injuries; Your physio reports
® [eam selection by names. (enter initials)
® Home/away bias, opposition tactical play

® Tactical substitutions

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

---------“”—--------------------n---------—_-—_
I Please supply a copy
I of SOCCER SUPREMO. PRI i e s e
AN BB S vivarioisssssanersnsssnesaanvenerrrns

CARD NO: .ovrrerrnienesssssrnsrsssssss
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From Page 33

B TO J1:READ datar?(LJ008+(
254110 nbAB+9324)1 ) =datas NE
AT:NEIT
488 FOR II=0 TO 3:1%7C1=2
SS:NEAT
498 ENDPROC
See
518 REM ##%# data for bir
d Hiie
528 DATA 2.0,0,0.0,8,0,8,
8,0,8,8,0,0,0,55,138,195,19
4,45,65,85,194,194,138,193,
195,193,193,194,193,195,13
(193, 193,193,193,138,139,19
5,8,0,08,0,0,0,08,55,0,0,8,8,
#,465,130,195,8,0,0,0,0,0,13
8,195
538 DATA 195,45,0,8,08,0,0
8, 195,194,195,45,0,8,0,8,1
93,195,194,193,195,8,8,0,19
S, 194,193,194,195,8,8,0,193
dﬂr. lﬂl!ﬁj lﬁ;l|.|.1 HE.
193,195,130,0,0,0,8,195,138
1"1 '|I|I|I1l1. lﬁ|l|.|.}'¢l|
8
S48 REM ®e#+ data for man
T
550 DATA 40,50,18,32,32,3
2,48,16,0,60,1,7,15,5,48,48
JB,08,2,11,15,10,48,48,28,5
8,5,16,16,15,48,32,0,0,8,8,
B,@,14,16,52,48,52,48,32,32
|Iip32+5ﬁ|m|5ﬁ1“1 l'ﬁtlﬁl I*
.16,08,8,0,0,8,0,32,32
S48
578 DEF PROCinitialise
588 #FI15,0
598 ENVELOPEL,1,4.8,14,4,
B,16,126,0,8,-126,126,128
580 VDU 23,224,0,8,24, 680,
58,24,0,0
s18 VDU 23,225,170,295,85
299,178,255,85,253
628 CX=LABB:DL=LALB:REN e
gas coords.
638 SY=R:1level =1E1=R
548 ENDPROC
558
658 DEF PROCasseable
478 from=LT@:to=L72:count
gr=k7d
580 nuaber=L7d
498 FOR pass=8 TO 2 STEP
.
T88 PLl=L%00
718 [ OPT pass
7128 .getadd

730 LDX #2 ‘calculate ad
dresses
748 . loopl
758 LDA number, X:PHA
768 LDY nusber+l.X
778 LDA ®LBR:5TA number,!
768 LDA #438:5TA number+!
=
798 TYAR:BEQ done y
688 .loopl
Bl CLC
B28 LDA nusber,X:ADC #LE#
t5TA nuaber,X
B38 LDA nusber+l.XtADC #
2:5TA nuaber+l, I
B4@ DEY:BME loopl
g58 .done_y
Bo@ PLA:TAY
B78 BEQ done_x
868 .loopl
878 CLC
588 LDA nusber.X:ADC #L22
:3TA nusber,X
918 LDA nusber+l,X:ADC 4k
B:5TA number+l.I
928 DEY:ENE loopl
938 .done x
74@ DEX:DEX
958 BPL loop?
768 RTS
570
Y88 .am ‘\move man
958 LDA #31:5TA counter
1088 LDA fromtCMP torBEQ e
nd
1818 .print
1828 JSR getadd
1838 LDI #2
1848 . loop2
1858 LDY counter \move cha
racter
1868 .loopl
1878 LDA (from),Y:5TA (to)
o
186@ LDA #8:5TA (from).Y
1899 DEY:BPL loopl

1188 CLC  ‘\next row

1118 LDA from:ADC 4%B@:5TA
from

1120 LDA from+1:ADC #42:5T
A from+l

11378 CLC

1142 LDA to:ADC #k80:5TA t
o

1158 LDA to+l:ADC #k2:5TA
to+l

1168 DEX:BNE loop2

1178 .end

1188 RTS

1158

1280 JePX=475:[0PT pass

1218

1228 .ab  \move bird

1238 LDA #63:5TA counter

1248 JNP print

1258

1268 .ee  ‘move 2qq

1278 J5SR getadd

1288 LDY 421

1298 .loopl

1388 LDA (from),Y:STA (to)
A |

1318 LDA #9:5TA (froa) .Y

1328 DEY:BPL loopl

1338 RTS

1340 )

1358 NEXT

1358 ENDPROC

1378

1388 DEF PROCaan

1398 2670=11: 71=25:11=11
+{INKEY(-78) AMD 118)-{INK
EY{-105) AND I11(19):7k72=11
12473225 CALL ma

1488 ENDPROC

1418

1428 DEF PROChird

1438 7%78=10:7471=Y1: IF I1
(18 XX=I1+¢1 ELSE XX=B:1Y1=Y1
+]

1440 747211 74 73=YT: CALL
ab:RY=RND{3): IF RY7CY=233 R
T7CI=XLsRE7DL=YI+2: VDU 31.X
1,Y1+42,224: SOUNDE1S,-15, 100
ol

1458 ENDPROC

1468

1478 DEF PROCeqq

1488 PET0=117C1: 24T71=11701
tIT7DY=11700+1: IF TX7DAL23
WI2=117CT 2673211700 CALL
se ELSE 7872=0: 7k73=]2:CALL

ae:IF I17Ce=11 ET=EX+1:50U
ND&12,1,8,4:PRINT TAB(1E,29
ViEL: 117C1=255 ELSE 117Ci=2
J9:SOUNDELS, -135,8,1

1498 ENDPROC

15ed

1518 DEF PROCanother

1528 SOUND 1,-15,8,20

1538 TIME=@:REPEAT UNTIL T
IME»308

1540 S1=EY+ET¢]R

1558 COLOUR 7

1348 PRINT TAB(B,1)}"Hard
luck...*

1578 PRINT "you only caugh
tl

Catcher listing

1568 PRINT 1EX}" eqos.”

1598 COLOUR 3

1608 PRINT" "*Your final sc
ore"

1610 PRINT "is ";5%;"."

1620 #FX21.0

1638 KI=INKEY(508)

1648 COLOUR 3

1658 PRINT**"Another oase
III'?'

1560 S1=@:E1=0:]level=8
1478 ENDPROC

1588

1498 DEF PROCinstructions
1708 PRINT ' TAB(ISI"C AT C
Hl

1718 PRINT TAB(14)"*==mmmmm

1728 COLOUR 2

1738 PRINT ""0ld tarmer Bro
wn has been having a few"

1740 PRINT ' "probleas with
his chickens lately. They"
1758 PRINT " just will not
stay still while he® ""coll
ects the egos.”

1768 PRINT' '"The chickens
tly to and fro - their eggs
1770 FRINT “ending up ever
ywhere."

1780 PRINT'"*Help farmer B
rown catch the eggs as they
1798 PRINT *#all. If vou a
anage to catch over 5@°
1888 PRINT'"then vou move
on to the next (harder),"'’
"level."

1818 COLOUR 3

1820 PRINT''SPCIS);"1 = l¢
Ft*1SPCI141"/ = right"
1BI@ COLOUR !

1848 PRINT TAB(9,31)"Press
space to start..."|

[658 #F121,8

1B&@ REPEAT UNTIL BET=32
1872 ENDPROC

1880

1898 DEF PROCerror

198@ IF ERR=17 RUN

1918 CLS

1928 REPORT

1938 PRINT " at line "jERL
1948 END

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

‘1326 B=90-angle

From Page 15

“sfirst;" units

10%0 PRINT TABIO,1B)"Length
of side ";seconds;”
is “jsecond;" units

1100 ENDPROC

1110 DEF PROCanglesides

1120 €LS
:PROCtriangle

L1130 PRINT TAB(O,14) "Haas
the side known I,Y or

, L]
A

LI40 INPUT TABI(IN, 160" "sidef
1150 PRINT TABIO,18) "Mane
the angle known A or
T
1160 INPUT TAB{I3,18)" "anglef
1170 IF sidef("I"
THEN PROCaistake
1180 IF angle$>"B*
THEN PROCarstake

1190 05
:PROCtriangle
1200 PRINT TaB{0,14)"Enter
length of side *;sided;
[210 INPUT TAB(30,!4)side
1220 IF side{=0
THEN PROCtoosmall
1230 PRINT TAB(O,18)*Enter
angle *;angle$;"” in
degrees
1240 INPUT TABI(30,18)angle
1250 IF angler=%0
THEN PROCtoobig
1260 IF angle{=0
THEN PROCtoobig
1270 IF angles="A"
THEN PROCa
ELSE FROCH
1280 DEF PROCa
1290 IF sidef="f"
THEN Y=SIN (RAD anglel#si
de
:l=sidetside-(VeY]
L300 IF sides="¥"
THEN X=side/ SIN |
RAD angle!
tl=]w)-{sidetsidel
1510 IF sides="I"
THEN X=side/C0S (
RAD angle!
s¥=Xel-(sidekside])

1730 IF sides="{"
THEN PROCprintxa
1340 IF sides="Y"
THEN PROCprintya
1330 IF sides="1"
THEN PROCprintza
1340 END
1370 ENDPROC
1380 DEF PROCprintxa
370 CL%
s IF angled.3
THEN PROCsure
ELSE PROCtriangle
PRINT TABLD,15!"Length
of side I is ";side;
* units"
L&E0 PRINT TRELO,18) "Length
of side Y is ";Vi" units
PRINT TAB[0,20) "Length
of side 1 i5-":50R {1);
* units" :
1430 PRINT TAB{0,22)“Angle
A is ";angle;” degrees®
1440 PRINT TABLD,24) "Angle
Bis ";B;" degrees”
1450 PROCagain
1440 ENDFROC
1470 DEF PROCprintya
1480 CLS
tIF angle(.3
THEM PROCzure
ELSE PROCtriangle
L4370 PRINT TAB(0O,18) "Length
of side ¥ is ";side;
units®
1500 PRINT TAB{D, 14} "Length
of side X is ";X;"® units
[510 PRINT TABLD, 201 "Length
of side [ is ";50R (I);
* units"®
1520 PRINT TAB((,22) "Angle
Ais "jangle;” degrees”
1330 PRINT TAB(0,24) "Angle
8 is "3B;" degrees"
1540 PROCagatn
1530 ENDPROC
1560 DEF PROCprint:a
1570 CLS
:IF angled.5
THEMN PROCsure
ELSE PROCtriangle
1380 PRINT TABLQ,18)"Length
of side ¥ is *;SOR (Y},
units"®

1400

1420

1570 PRINT TRB(O,15) "Length

of side 1 i5 ";I;" units
1600 PRINT TABI0,20)*Length

of side 1 15 ";side;

" units"
1610 PRINT TAB(0,22)"Angle

A 1s “jangle;" degrees”

1620 PRINT TAB(O,24!"Angle
Bis *;B;" degrees”
1430 PROCagain
1£40 ENDPROC
1650 DEF PROChH
1560 IF sides="1"
THEN I=5IN (RAD angle)#si
e
:¥=side#side-(I#])
1470 IF side§="1"
THEN Y=side/ SIN (
RAD angle!
tY=1+I-isidesside)
1480 IF sidef="Y"
THEN I=cide’C0S {
RAD angle!
:I=i#)-(sidessidel
1898 A=90-angle
1700 IF sidef="1"
THEN PROCprintzh
1710 IF sides="Y"
THEN PROCprintyh
1720 IF side§="1"
THEN PROCprintzb
1730 END
1740 ENDPROL
1750 DEF PROCprint:b

1789 CLS
tiF angled.d
THEN PROCsure
ELSE PROCtriangle
E770 PRINT TAB(O,16) "Length
of side I is ";side;
" units"
1780 PRINT TAB{O,18) "Length
of side Y is ";5GR (Y);
" units”

1790 PRINT TAB(O,20) "Length
of side T is ;13" units
1800 PRINT TAB(D,22) "Angle
A1s "jf:" degrees”
1810 PRINT TAB{0,24) “Angle
B is ";angle;" degrees®
1820 PROCagain
1830 ENDPROC
1840 DEF PROCprintyb

1850 CLS
:IF angle{.5
THEN PROCsure
ELSE PROCtriangle
1850 PRINT TABID, 18] "Length
of side Y is ";side;
units"®
1970 PRINT TAB(O, 1) *Length
of side X is ":I:" units
1880 PRINT TAB(0,20)*Length
of side I is ";50R (I);
* units®
1830 PRINT TAB{0,22)"Angle
Ais ";A;" deqrees”
t300 PRINT TAB(O,24)*Angle
B is "jangle;” degrees®
1910 PROCagain
1920 ENDFROC
1930 DEF PROCprintzb
194G (LS
:IF angle.5
THEN PROCsure
ELSE PROCtriangle
1950 PRINT TAB(0,14) *Length
ot side X 15 *;I;" units
1960 PRINT TAB(O,18) *Length
of side ¥ is ";50R (Yl:
* units"
1970 PRINT TAB(D,20)*Length
of side I is "jside;
* units’
1580 PRINT TAB(D,22)"Angle
A is "jA;" degrees®
1590 FRINT TAB(0,24) "Angle
B is "jangle;® degrees®
2000 FROCagain?
2010 ENDFROC
2020 DEF PROCagain
2030 PRINT TAB(X, 24} "PRESS
SPACE TO ENTER ANOTHER
SET OF"
2040 PRINT TAB(14,28]1 "MEASUREN
ENTS"
2050 key=INKEY (20000)
2040 IF INKEY (-99)
THEN PROCintra
ELSE FROCqgoodbye
2070 ENDFROC
2080 DEF PROCinfo
2090 PROCtriangle
2100 PRINT TABLO,14)"TRIE
by 6.8, Hawkins"

4
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From Page 57

2010 FOR T=1TO 4000
tNEXT T
2120 PRINT TRB(0,13) "In dny
triangle the unknown
sides and angles can
be calculated provided
that at least ONE side
and ONE angle, OR TWO
sides are known,"
2130 PRINT TAB(O,18)"This
prograe will calculate
the unknowns with the
sinimua of inforsation®
2140 PRINT TAB(&,29) "Fress
SPARCE to continue.”
2130 key=BET
2140 - CLS
:PROCtriangle

2170 PRINT TABLO,13)"GUIDELINE
El

2180 PRINT TABIT,15)"The trian
gle must have a RIEHT
ANGLE. "

2190 PRINT TAB(3,17)"The side
cpposite the right angle
15  the HYPOTEMUSE,in
this example side 1"

2200 PRINT TAEL3,20)"In the
exasple angle “R'has
side"

210 PRINT TAR(T,21)"'1 ADJACE

NT and side'Y'OFFOSITE.®

2220 PRINT TRE(&,29) "Press
SPALE to continue."”

2230 keysBET

2240 ELS

:PROCtriangle
2250 PRINT TAB(O,13) "FORNULAE"
2260 PRINT TAB(Z,15)"The formu
lae used to find the
unknownsare SINE,COSINE
and TANGENT thus:"
2270 PRINT TAE(!7,18)*OPPOSITE
L]

2280 PRINT TAB(1L,19)"SIN

[ T p———

2290 PRINT TAB(17,20) "HYPOTENU
-
2300 PRINT TAB(17,22) "ADJRCENT

2310 PRINT TAB{(11,23)°C0S

B ssssmam=e=

2320 PRINT TAB(17,24) "HYPOTENU
5E"
2330 PRINT TAB(17,26)"OPPOSITE

2340 FRINT TRELL11,271"TAN

B T o

2350 PRINT TAB(17,28) *ADJACENT

2360 PRINT TAB(&,I0) *Press
SPACE to continue.”

2370 key=GET

2380 CLS
:PROCtriangle

2390 PRINT TAB(D,13)"EIAMPLE®

2400 PRINT TAB(2,15) "SINES
COSIMES and TANGENTS
are usually obtained
fron books of tables.”

2810 PRINT TAB{1,17)"*To tind
angle B given Y=2,47
and I=4,80"

2420 PRINT TABI2,19) "Would
be written :"*

2430 PRINT TAB(17,211"2,87"

J040 PRINT TRBI(T,22)"TAN &

-

2450 PRINT TABL17,27) "4.B0"
2450 PRINT TAB{15,25)"=0,558"
2470 PRINT TAB(D,27)"froa
tables INVERSE TAN =
29.08 =p"
2480 PRINT TAB(&,301"Press
SPACE to continue.®
2490 key=gET
2300 ENDPROC
2510 DEF PROCreturn
2520 PRINT TAR{D,28)"DD MOT
FORGET: Press
atter epach
entry"
2330 FOR FLASH=0TD 3500
STEF 10
2340 FRINT TAB(22,261°"

2530 PRINT TAB(22,26) "RETURN"
2350 NEXT FLASH
2570 ENDFROC
2580 DEF PROCgoodbye
2390 CLS
2500 PRINT TAB{14,16) "GOODRYE"
2610 PRINT TABLO,J1)"PRESS
SPACE 70 RE-RUN PROGRAM"
2620 key=INKEY [20000)
2630 IF INKEY (-%9)
THEN PROCintro
ELSE PROCgoodbye
2640 FOR T=1T0 5000
tNEXT T
sLLS
2430 END

Trig listing

2660 DEF PROCpythagoras
2670 CLS
:PROCtriangle
tPROChurp

2680 PRINT TAB(S,14)*According
to Pythagoras :The sguar

ecf the hypotenuse is
gqual to the sum ofthe
squares of the other
two sides.”

2690 PRINT TRE(4,20) "Therefore
the length of side !
must always be greater
than Y or [."

2700 FROCre enter

2710 ENDPROC

2720 DEF PROCtoobig

2730 CLS

:PROCtriangle
+PROChurp

210 PRINT TABI(Z,14)"The sue
of the angles of & trian

gle equal 180
degress.”

2730 PRINT TAB(2,20) "Therefore
*ranglef;® must be less
than %0 and greate

r than ¢ degrees.”
2760 PRINT TABIS,231"Please
check your entry."
2770 FROCre enter
2780 ENDFROC
2790 DEF PROCtooseall
2800 CLS
tPROCtriangle
:PROChurp

2810 PRINT TABIZ,16) "REMEMBER:
3 triangle has THREE
sides."”

2820 PRINT TAB(2,18)"Please
check your entry figures
and re-enter a FOSIT

IVE nusber."

2830 PROCre_enter

28B40 ENDPROC

2850 DEF PROCre_enter

2840 PRINT TAEB(&,24) "PRESS
SPACE TO RE-ENTER YOUR

2870 PRINT TAB(I4,28) *NEASUREN
ENTS®

2880 keysINKEY (200001

2890 IF INKEY (-99)
THEN PROCintro
ELSE PROCgoodbye

2900 ENDPROC

2910 DEF PROCburp

2520 ENVELOPE 1,2,-25,-80

o=by 15,0,0,125,0,0,-126

126,126

SOUND 1,3,156,27

ENDPROC

DEF PROCsure

CLS

PRINT TRE(Q,B)"#eastiipsn

FERERAERRE AR AR

FEEs"

PRINT TAB{0,5!" As vou |

have entered i measurese |

nt of less than .5

will you please check
that your entry
wds correct.”

2990 PRINT TRAB(O, &) "seasaisnsi
EFEFR R R i b it nii
"

000 ENDPROC

3010 END

J020 DEF PROCtitle

030 VOU 23,1.050;0;0

3040 COLDUR 7

3030 COLOUR 129

J0&0 CLS

3070 PRINT TRBI(§,5)"T R I

El

J0B0 PRINT TABL&, 101 "for the"

3090 PRINT TAB(7,15)"Acorn"

al00 PRINT TAB(S,201 "Electron. |

2930
2940
2950
2780
2970

2780

JLI0 FOR FITCH=OTD 200
STEF 4
3120 SOUND 1,-15,PITCH,2
130 NEXT PITCH
140 (LS
3150 FRINT TAB(4,5)"A prograe
to*
140 PRINT TAB(&,B) "work out®
J170 PRINT TAB{2.11)"all the
unknoWns”
3180 PRINT TAB(7,14)%in any*
3190 PRINT TAB(4,17!"TRIGONOME
TRY"
3200 PRINT TAB(&,201"problea.”
2210 FOR PITCH=200TO 0
STEP -4
3220 SOUND 1,-15,FPITCH,2
se+0 NEXT PITCH
0 ENDPROC

This listing is included in
this month’s cassette
tape offer. See order
form on Page 47.
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Education Castle listing

iqqn ’-H-|F TR 'I'.I']:riﬁﬂ-l L ]

Ty e g - 1,
PAKIO0, 74D

E 70,460:50UNDT, ~13,10,3:VDU [290 MOVE 2BO.741:MOVER4D,7

224:MOVE140,500:50UNDL, ~15,2  §1:PLOTES,280,750: PLOTES. 24

0,3:VDUZ24: MOVE2T0,530: SDUND 750

1,-15,30,3: vDU224 1300 MOVE 290,700:0RAN 310,
1230 MOVE 240,530:DRANZT0,5  700:DRAM J10.550:MOVEZIL, 700
70: DRAN230, 400: MOVE300,530: 0  :DRANDLO, 700: DRANZ10, 450

R8H290, 5301 IRANZS, 500 1310 MOVE, 290, 420:DRAW 230
12406C0L, 2: MOVE290, 400 NOY '

£230,400:PLOTES, 290, 700:FLOT

From Page 35

o0 NOVEZS0  800: DRAW2RD, 600
1320 MOVE 3a0, 450: DRANIAD, T

L . B
301 DRANT 10, 540

T b s
T

l'\.t -l.'l.l».I 'I.'l'l'

[ g LEFRTR T 40

$2a06L0L0, 3 XI=280:YI=725:R 1330 MOVE 410,700:DPANTIO.&
Y=2StFOR [Y=YY#RY TO VE-RI S 40

TEP -4:JI=SORIABS(RISRI-(IT- 1140 BCOLO,A:MOVE 1079,0:M0

[
1!..
YIre{I2=-YX)) s MOVE IY-J%. 1T YE 1279.0:PLOTAS, 1479.75)

Lk T - dmi g AN R T
DRAN 15+J%,18:50UNDE, 15,15,  DTBS,1279.250
LeNeat 1350 VDU2E,5,5,19,0:VDu4:C
ool BEDLG, 0:MOVE S00.200:2  LOUR{29:COLOURD:CLS
RAN 500,300:DRAMSO0, 4005 DRAN 1350 VDU2T,1.0, 010400

- -
I:|-|-|- o TN .
LY g [

SO0, 400 CREMS00, 00 MOVESSD, 1370 PROCFLAE
SN0 DRANSED A00:ROVESDD, Z30: 1380 SOUNDY,-15.RHDISS!+100
DRANS0G, 356 L
12T 5':,'..:-.?.3?';:,:?*,“':; IZC0 PRIMTTAB(O. 21" THANK
0

J FOR?

1400 SOUND!

j

1410 TIME=0:REPEAT UNTIL TI
ME 200

1420 PRI !'THE 021" AY ]
NE NE.

1430 SOUNDL, =15, RND(SS)+100 A5y
.E ;. _r\th'.lf
ﬁﬂy

.~15,RND (55) #1040

1440 TIME=0:REFPEAT UNTIL TI h!ﬁ k.
HE) 200
L4350 SOUNDY,-15,RMDISTI+100 1340 VDU 23,238, 254,233, 25!

I-5 1:. |::¢1::I'ig] ]EI

1480 PRINTTAREC. 210 0 O 1350 FLAGF=CHR$2T3+CHREZSA+
R ] 2 CARSC+CHREB+CHRE10+CHREZ IS+
1470 SOUMDI,-15,RND55)+100 HA$233

4 1560 WOVE 500,800:Y0U5:6C0L
1480 TIME=0:REPEAT LNTIL T] 3. 4:PRINT FLAGS

ME 300 1570 YDU4:CLS:ENDPROC

1490 SOUND1,-13,RMD{SS)+100

1300 endi=| =

1510 ENDPROL This listing is included in

(530 &EF PROCFLAS this month's cassette
F

1530 VDU 23375, 137, 191 973 tape offer. See order

oS30 VOU LJ,cda 127 191,223 form on Page 47.
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BBC/ELECTRON PROFESSIONAL SOFTWARE]

| Qur educational software is used in thousands of schools and homes
throughout Great Britain.

EDUCATIONAL 1 BECELECTRON Tape (8 00 Disc £10 00

Haiwy of fun nd leaneng for chuldren sged five to nine years Animated graghats will encourapge

cheldrién 10 &80y Dot 1;| maths. spalling and cell ag tha fime. The tape .r-.:||_ des sia programs
MUTH 1, MATH . CUE Erl:lLlH SHI'I"EE- wI:I.L n:IIII_FI.'.I{

il BaCeser ICLVE OV Tamme ol STwane o Pl
EDUCATIONAL 2 BEC ELECTRON Tape £8 00 Dise £10.00

| Although simslar to Educational 1 thiy 1ape is more sdvanced and simed a1 seven 10 twalve year
{ olds. The 1@pe includes MATH 1, MATH I, AREA. MEMORY. CUBECOLNT and SPELL

FUN WITH NUMBERS BRCELECTRON Tape (800 Dise {1000
These programs will teach and 124t basic cpunting, addition aad wubbraction skills Por Four 12
{ seven year odds The tape inclodes COUNTING. SD0ING. SUBTRACTION and an arcads type game
| called ROCKET MATHS which will exercase sddition snd tubtraction. With sound and vissal
#lecti
Fhes R T FOQrEmME WiCH TEACABEE o TAE BRHECE BEve Ba
i F 15y i

g glran i

FUN WITH WORDS BECELECTRON Tape (300 Dise £10.00
start your Tun with alphabet puzdie. continue your play with YOWELS, learn the difference
bepwees THERE and THEIA. have games with SUFFIXES and reward yoursell with a game al
HANGMEN

¥ery pood ingeed

JIGSAW AND
aLIDING PUZZLES by P Wamer  BECELECTRON Tage £7 95 Disc 19 95

There ard twd sgsaw and four shideng puzrrles ona 3 = 3 and 4 = & grid Esch program stass off af
an wady level b0 ensure invieel succeas but gradually becames harder. 18 helgs children 1o develop
tpatel magination sad o gohang probless The tage includes: OBLONG. JIGSAW HDUSE
NUMBERS. CLOWN and LETTERS

KON-TIKI by J ames B8C Tape £12 95 Dise £14 95
Simedation program based on Ther Heyerdahl's KON-TIK] espeditian, Eagoy & jSursey on the KON

| THEH recaddas .:|| & map 1he 2l s possson and enbefing nodes in the leghook on creatures found,

| unusmal e rn*': pfr Inclusive of boadinf. Back; ||:.u|||] infoimatios. mapt and lelly supportme
illestrated date 1-*-&*.5

AR B Compating — Jan/Fal 1954

4 wSPECIAL OFFER &

By three titles end dedocr £d.00

Add &0p pdp per order. Please state 00 or ELE
400 ar S0 frack Jor avicy

CTROW or

|Golem Ltd, Dept ES, 77 Qualitas, Bracknell, Berks RG12 406. Tel: 0344 SDTED]

4 GREAT PROGRAMS

for BBC and ELECTRON from
Superb Quality Software

¥
MONETWISE 19 9%

BUY TWO — DEDUCT 20%

All programs available on 40T disc - add £2.00

SQUIRRELSOFT

= U D K.
4 BINDLOSS AVENUE, ECCLES. MANCHESTER M30 00U
24 Hour answering service — D61-TB9 4120

Febrpary 1885 ELECTRON USER &3

Chegues, P.0s day despatcl




IMAGE’ V.2 - FOR THE ELECTRON/BBC
'Image’ was the ultimate tape back-up copier. now it's even better
You can be completely assured that this is the best and most able program of ifs
type ovailable, It esn deal with

* Locked programs * Muliiple capies
* Programs of any length * False or trick block info.
: 300 and 1200 BALD * Changing Filename

Files * Continuous data streams

* 75 [Cirl codes) in filename Locking and unlocking programs

It is VERY IMPORTANT INDEED purchasers take note that "IMAGE" 15 for sabe
ginictly for making BACK-UPS of your own software for your own use, for
profeciing your own piograms, of &5 am gid 1o putting soltwere on digk, Any
persom hound wsing the program for illegal purposes mums the nisk of being
prosecuted.
To receive your copy of ‘Image, tsend & cheque or PA. to the sum ol
An Astosnding £4.80 to:
PETER DONN, Dept. (EU),
33 Little Gaynes Lane, Upminster, Essex RM14 2JR.

Fiowis 12atw BBL ar [lectron wosion
V.1 swnein con obton ¥ by sending £1.50 + W1 walheul case

: —

STRIPPER Il |

The professional tape back-up copier for the BECElectron, the best arcund|

Thas copser, which has beem selling for over a year for use on the BBL, is
updated regularly 1o &nsuré you can make secunty back-ups of all your own
commercial sofravane

As Stripper 1l i3 so good we must insis? on personal wse only, please

Copes admirably with locking, false addresses, control code filenames, lang
programs, in fact any protection you will find on your latest soltwarne refeases.
It even lets you put locking protection on your own programs

N

flf

MNew low price, just £3.95 chegue or P0. to recerve Stripper [l by returm posi
Educational arders welcome

FREE OFFER — when Stripper 11l i5 released, owners of Stopper Il can retum
the voucher sent fn them and get ihe new wersson absoluiely Free! E
Ordeds fo;
Aggressive Software, 14 Elmore Road,
Sheffield 510 1BY

. J |

ADVERTISERS
INDEX

AQOressive SOfWEIE «..iirerrainrsssirresniivsresasves 60
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HOIR CONNOISSEUIRS

OF ACTION, LEISURE OR LEARNING

BBC Electron

AMTHER BACK Senlcr
£0.98
i 112 and ower)

1 e KCGAA0IE el

The IDENTIFY EUROPE program provides a fascinating way of discovering and leaming the geography of Europe. The program will provide hours of amusamant kol
all the family ond evenyone is sure to benelll from i,
Tha ANSWER BACK series needs litie introduction. Each program combings o massive wealin of informafion with o foscinaling and compelling game. The Semniod

and Junscr quirred each coniain 750 queslions aond 3000 opfional answers on Ganenml

800 questions on Spor ond o high-speed machine code games - Foorsall and Tennis. Buf s nol all. For quiz

. The Sports ﬂmﬁ:nm is even larger containing o mind-bending
ns, full facliias are prosided for creating and

soving ness Quizzes of modifing Hcse supplied - and you don't need o be o programmeait

W oy a5 aRinii
Wit
- o

KOSMOS SOFTWARE LTD
1 Pligrims Close, Hod , DUNSTABLE, Bads. LUS &LX
Tel (05255) 3942

Dealen, conkac! Lightning, Miciodeal Proleus of Tiger

L
| B

Fleose supply the lcllowing programs for the BEC /Bechon compidter

IDENTIFY EUROPE @ §7.95 L] ANSWER BACK Senior @ £9.95 [
Ordars ang nommally despalehsd within 28 hours
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HELP! Take pity an an
inexperienced, eager adven-
turar!

| have had my Electron for a
couple of maonths now and |
am fearnfng all the time, but
one thing | cannot master is
adventures or fo be precise
one adventure ('ve only tried
anell

Having had & go at an
adventure of my cousin's [
thought that adventures were
fun (though obhviously not
easy) and | decided on getting
one. The one | chose was
Program Power’s Adventure.

Trouble is | cannot seem to
aget very far with ft, in fact |
have come to a dead end.

I have searched the foresis
fand got lost) and the cavern
fby typing in "Open Sesame")
but that's it. [ seem o have
been everywhere, but [ know |
have not, so where to now?

I have picked up a scarf, a
famp, a green frog fwhich
when kilfed turns into a
princess and runs away, but
the princess cannat be fol-
towed!], a wicker cage, a glass
sfipper and oil.

The computer does not
understand WAVE so | have
tried rubbing everything but
the answer is NOTHING HAP-
PENS, except on the lamp
where the answer is NOTH-
ING HAPPENS HERE, which |
suspect means: ‘nothing will
happen here but it might
elsewhere’. Am | right?

By the way, | have
eccasionally found the axe in
the forest but I am not always
successiul

So please, please, please
help me on my way. ! just want
you to help me to get to the
naxt stage, find the next place
o go, please help me Merlin, |

Micro Mess

arn thinking of chucking the
game out! — Janny Tremlett,
Tadworth, Surrey.

® Merlin will be notified,
Janny,

Complete
recovery

MANY thanks for Dave Robin-
son ssuperh Recover program.
(Electron User, December). s
& person prone 1o laping over
the end of saved programs |
was delighted to find that this
program cowld bring back
what was left of it and the
program could be resurrected.
it came in very useful only
today when ! taped over the
end of the Xmas Carol
program, which [ am using as
part of a compilation of
programs I'm sending to a
friend instead of a Christmas
card. — Graham MeCann,
Callander, Parthshire.

Joy — what
joy?

WITH reference fo Micro
Messages in the Auvgust
edition of Electron User— "Joy
for First Byte interface owners

. Can now use i with all
Acornsoft games...” This is

WHAT wouwld 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
yvour Electron keyboard
and drop us a line.

The address is:

Micro Messages
Electron User
Europa House
68 Chester Road
Hazel Grove
Stockport

SK7 5NY.

J

a

Just not so!

't will not work with Chess,
Draughts, Reversi and so on, in
fact any game relying upon
operation by the use of twe
coordinates fo indicate a
particular spot on the screen.

Can any genius suggest a
procedure that will so
operafe? - J. Clawson,
Stauton.

@ None of our resident geni
can come up with a program
that would waork for every
occasion. Over to the readers,

Turning to
the Electron

YOU recently reviewed a copy
of Practical Programs for the
Eleciran by the Bishops, but
have you seen the cover?

Among the fefters and
numbers there is distinctly of
DIVIDE + SIGN!

Surely everyone who uses a
computer knows that there is
no such sign, just a/ for divide.

Having ordered all the
back-copies of Efectron User [
have watched with interest the
correspondence about not
being able to get the top line of
text an television screens.

Readers may be interested
1o hear my experience.

[ recantly bought a Philips
2006 and was very disappoin-
red when ! roo lost the top fine,
but | contacted an engineer
who adjusted the set with no
troubie.

He dropped the picture area
down low enough to get the
rop line on, without showing
the rteletext lines when used
narmally.

It may be that more pecple
can do this without resorting
te programming techniques?

Electron User seems to he

ges

Help! Take pityon
a poor adventurer

growing up faster, especially
by including a review of the
Mushroom-Printer/User  port
add-on,

{ cowld not afford a BEC and
decided on the Electron, but
regret nat having any miemfac-
ing facilities,

This interface gives the
chance of having the user-port
and allowing the computer to
control something.

{ bought Bruce Smith’s
book but I must admit, | find it
very difficult to follow.

I work fn research, and
several colleagues who have
farmily fnancial restrictions are
turning to and buying the
Electron.

We are not games players
and wani (o learn serious
prf.rg-mmrm'.rry and start doing
some interfacing.

I write fo ask i yvou wowld
start a serfes on “interfacing
with the Efectron”, using say,
the user port as the Mushroom
i,

rhis may give the more
rechnically minded user a new
insight into what the Electran
can do. — C.M. Hawkes,
Runcorn, Cheshire.

® We hope to start an
interfacing series soon, but it
would be based on the Plus 1
interface.

Get down
to training

RECENTLY | spent one week's
holiday al my cousin's, who
owns a2 B8C Micro. One of the
programs whichi he showed
me was one which just played
weall known funes.

Maybhe you could show how
this is done — transfating
written or staved music, o

-
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Micro Mess

From Page 61

sound commands? It could
appear in your “noise and
music” feature.

Finally, in your reguest on
Micre Olympics, | am doing
guite abysmally. My best
event is the javelin, in which |
have thrown 87.85m.

[ have beaten my compuler
at the 100m, three times, but
literally given up at the
T 500m,

I'm pathatic at all the
jumps, especially the fong
fump (Um nat telling my best).

I think it is an original game,
but isn't there a better way of
controlling the man than
banging the keys? | must
admit, | can’t think of one. — A,
Manning, Huddersfiald,
Yorks.
® Itisimpossible to dowell at
the Olympics if you "bang’” the
kays. Use finger rather than
wrist movement and guickly
tap the keys. Using this
method, the world record can
be beaten in all events.

As with the real Olympics,
plenty of training is necessary.
Good luck.

A jump
too far

| RECENTLY received a First
Byte joystick interface and a
Quickshat Il joystick, | found
playing games much, much
easier but | later discovered
that Micro Olympics is not
convertible.

Can you convert the pro-
gram by any other means
rather than using the conver-
sfon tape? If s0 how?

By the way, Micro Olympics
is @ brilffant game, but is it
actually possible to beat the
computer at the fong jump? |
have tried time and time again,
but without success. — Liam
Ruddock (aged 12).
® Micro Qlympics is not
designed to be used with
joysticks, because as they are
all different it would have been
impossible to set a standard
for them.

If you run fast enough the
long jump {and all the other
evants) are possible.

Don’t miss
out!

HAVING missed the Decem-
ber edition of Electron User, |
think you shouwld print the date
af publication for the coming
adition, 85 those of us with
sieve-iike memaries forgel (o
subscribe., - Jonathan
Mercer, South Woodham-
ferrers.

® You don't know what you
missed! But you can make
sure it doesn’'t happen again
by turning to Page 47.

High-score
plea

{f MUST say how grateful | am
to Electron User, It has helped
my programming methods to
improve graatly. The magazine
caters for those who do not
have an "0 fevelin BBC Basic!

The VOU characters are
great but could you tell me
what happened to them in the
December rssue,  am
mystified,

After reading the Claim to
Fame by David Thompson in
Micro Messages in December
issue, it has come to my
attention that a high-score
table wouwld be 8 greal idea.

I'm sure there's hundreds
maore that agree with Dave and
I. Please, please add another
PAGE!

fcan't really boast about my

d

high-scores but at least it’s &

Stari.
Chuckie Egg .....336,400

Felix/Factory....... 14.300
Croaker..............14.360
Pengi. ..
Twin Kingdom
Valley completed ... 1,024
Starship Cornmand ., 480
How aboul using screen
photographs as prool of high
score? - No name, but
address in Bridlington, East
Yorks.

Marks out
of ten

f MUST refl youv of the
excellent service | have re-
ceived since | bought my
Electron in August.

I bought it from Micro
Power. | paid the standard
price of E1838, but also
received a cassette recorder.
The package was deliverad in
anly 36 hours,

However, | found that the
casserte player was faulty. |
returned it, and received a
replacement in only five days. |
would recommend Micro
Power o anyone.

! also purchased a game by
Durell Software called Ming-
shalt = the game is superb,
please review it — from a shop
in Gloucestershire,

I had difficuity: loading it
and returned i to Durell |
received a replacement also in
five days. | would like to thank
the company for their excellent

ges

SErVICE.

Could yvou please give
marks owt of 10 for each game
for, say. graphics, sound and
50 on and include the price in
FOUF Fevigws?

Kegp up the good work! -

Nigel Jacques, Lough-
borough, Leics.
@ The trouble with a scare
table is that it's very hard 10
get standardisation on the
scores. One man's 10 would
be another's 5 and s0 on. We
feel it's better to get a general
assessment of the game,

To change the subject, it's
nice to hear of good service.
All we usually hear about are
the complainis.

Elite
warning

A GRIM warning to fulure
buyers af Efite for the Electron
who have seen it on the BBC
Micro and read the reviews.

It is not guite the same an
the Efectron.

I found that after saving my
credits, where | bought my
Gafactic Hyperdrve, | could
not use It

There is no colour, fess
enemy ships and It's drastic
flashing.

Acornsoft’s spokesperson
saic: “There are no plans at the
momaent to debug the program
as the faults do not interfere
with the playing of the game ™.
-~ D. Fiveash, Tolworth,
Surray.

Comments from afar..

GREETINGS from Swazifand.
First et me congratulate you
all for a most useful magazine
which really does assist the
first-timer, and especially
those of us who are a fittle
longer in the footh.

I bought my Electron after
the delivery hoo-ha in Apri
this year and on my return (0
Swazifand [ decided ta buy in
all copies of your magazine - a
most wise decision which has
allowed me to follow feature
articles in seguence as a

training course,

Now for one or two
comments. Could your book
reviewers please give fuller
details, such as the name of
the publisher and the ISBN?

There are no well-known
booksellers in the High Street
here in which to browse and by
the time Books In Print
catches up with a title the
details have been forgotten.

As te your fistings — yes,
they do cause problems from
time to time, although they are

better than other magazine
fistings | have seen.

Needless 1o say, more, and
valt more, educalional pro-
grams wouwld be my sugges-
tians for the future.

May [ close by also than-
king you for the prompt
delivery service — | may be
2,000 miles away, bul the
December issue has been
thoroughly enjoved.

My good wishes to all your
staff, — W.L. Roberts,
Mbabane, Swaziland.
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ARGADE, STRATEGY
& ADVENTURE

FOR BBG &
ELEGTRON

WARP 1...command a
o It }‘:ﬂmﬁm shrslgg.-ﬁ_urt a
“u 3 ) ow space captain who is lost
4 ﬁ in space and boldly go where

iy~ e
| - e L3 no man has gone before,
' ey '-H;::_""f i bk no oy game e plrped bakrs
| i 2 'l""'.. l:. Py ‘/ s o I;.:H:'III"'iM
il -l‘" ""-"-h_l',_.\'_.';"'l Synh paphecs and o spiendd fryper-
o ! . s ”: Wace doplly . Pop Comp Weekly
ol 7| = .Y - BB £7.95. Electron £7.95

S LZORAKK the conqueror..a graphical
fantasy adventure in search nf?h:plust
crown of ultimate darkness.
frustrafingly addacive dniegy gane
ufierty cofhpulsne | Befler than mond of the sirviegy games
Feinilde for the beeh Personal Computer Gares

) BBC £7.95
Electron £7.95 Dragon £7.95

Mnﬂ Amas, SANTA...
arcade fun as Santa delivers
presents. Jump flying snowballs. ..
dodge falling icicles...avoid
hostile snowmen and eat and
drink as much as possible on
the way . Excellent full colour
action which can be enjoyed all
the year round.
BBC £7.95
4BK Spectrum £5.95

Space Station ALPHA..

a graphical space battle to save
the earth from invading cylons.
iy coleuis il rEded monds ™ Proiog

BBC £7.95. Electron £7.95

ULTRON...Super fast,
super smooth, ‘zap-em' game,
blast the swarms of invading
aliens to reach the mother ship
...multi screen.
-BBC £7.95

Electron £7.95

WONGO...bounce
along the Great Wall of
China to diffuse sizzling

bombs avoiding amows,
boulders and gremlins Ry
on the way. Multi screen ) \
increasing in difficulty | Q\
and speed. 3 e
BBC £7.95 Electron £7.95 e A

S

.L.."M
e F{-— 3
| "1.1
7 s ‘?

Selected titles available from: ] :
John Menzies, . Harrods, l To order direct from us-

Wildings, Granada TV and most cheque or P.0. payable
good computer shops. " to ICON or quote your

R & R comp. games.
Drakes and Tiger Distribution.
65 HIGH STREET, GOSFORTH, Tel: (091) 2846966
TYNE & WEAR, NE3 4AA.



A FANTASTIC NEW PROGRAM a

| e | FROM BRITAIN'S LEADING
_. « SOFTWARE HQUSE
s ” i i 'hn '5 : ' h
e  over HmF::ggnd plﬂ; 'fo W . b £6-95
fend thec Rge W

rc gs.

ation IT:.: ng controlg o reverse,
mb Keys or joystick via ‘First 5
i % L, %

Y FOR OUR NEW
{ PACKAGING AND

MICRO POWER LTD
NORTHWOOD HOUSE, NORTH STREET, F
LEEDS L'i'-| "lu'l- ‘Itl_ |Mﬂi'| IbE-tHII
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