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Atari Clamp Down

News is just coming through of a clamp down on
Software distribution which is in any way similar

to the Atari Puc-Men. This has already effected
Bug-Byte Software causing us to withdraw our program
Vicmen. It is already suspected that several other
Atari programs may have to be withdrawn by other
companies who produce their own versions, otherwise

Atari could meke legal moves.

B.B.C. P.C.B. Problems

Problems with the B.B.Cs P.C.B. which mean that certain

expansion capabilities such as the floppy disc esconet
and talking expansion no longer working means that in
certain cases the whole P.C.B. has to be replaced
free of charge., Hither by your local dealer or the
B.B.C. themselves, if any of the letter expansions
are required. ’

More news in the next issue.
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Any letters which require a
reply  should be accompanied by
a 5.68.E Az we are extremly busy
those enquiries which e
phrased so as  to make them
simple to answer will seolicit
the fastest response.

Frograms and articles sub-
mitted for publication should
preferably be typed or compuber
printout. Clear handwriting is

= acceptable. All programs

on tape o disk  and

instructions for use
and as much supporting documen-—
tation as possible. a8 day—time
twlephone number would be -
preciated to allow for eas
cortact.

have clea

Fayment is ten pounds per
publlnhed page with part pages
earning a proportional amount.
we  are prepared to negetiate
for  anv very exceptional mate-
rial.

EDITORIAL

We began the last issue of
the BEEROM by pointing out  how
much of that first issue was
influenced by the lack of info-
rmation  supplied to the proud
cwner  of a brand new E.R.C
MICRO, we are now very pleased
to say that the final versions
of  the much awaited USER GUIDE
are being sent out to those who
were originaly sent the provi-
sional  user guide. We are ho-
ping that the dispatch of these
new manuals will be sent in the
same order in which the micro-
computers were sent out, (=== 1-3
te make the procedure as  fair
and effective as possible.If
this is followed,it will hope-—
fully mean that those owners
who first recieved their micros
back in FERUARY, and have thus
heen patiently waiting the lon-
gest, will be rewarded first.
We are ensured that every B.R.C
MICRO which is dispatched after
July will contain the new user
quide, and all owners with the
ald guide should have been sent
their new copies within three
morths,  but with the record so
far upheld by the R.EBE.C and
ACORM, who knows.

Mare much awaited news is
that the RARIC and M.0.5 ROMS
C carto have reached the final

P zion. MNew B.R.C owners @may
find that when they tvype:-—
FFXO

that their micro announces that
thevy have ROM  based BABIC
VERSION 1,1if so,vou are one of
e lucky oawners who will not
have @ long and tortuous  wait
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to recieve their new RIS  as
all those who already have
their micros will.Look out for
further details of the new ROM
zet in this and later issues of
the BEERON.

The number of B.R.C micros
being despatched has rapidly
improved since the last issue
af the BEEROMN.The situation
with model A micros is  very
good  with the word from  ACORN
that 10,000 have been despat-
ched and that there should now
¢ no more than a three wesk
del ay and upon recieving
orders.l am afraid that the
news for those awaiting model R
micros has not changed and may
have even got worse.About QOO0
have been despatched by the
time vou read this, but as many
as 11,000 may still he on  or-—
der, so vour patience will have
to hold for quite a while vet.

On  to better news, the
amount  of software available
for the B.B.C micro appears to
be on the increase with all the
manthly  and weekly magazines
giving listings for it.A lot
mor e companies seem to be ente-—
ring the B.R.C software scene
hut the guality of all these I
am not able to comment on as I
have not personally seen a lot
af  them. I am afraid that in
certain  cases the writers have
taken advantage of the fact
that many new owners are very
keen to get hold of scoftware
and  send away for the first
that thevy see, only te be sent
a very poor quality game which
does not reach the standard
described in the original ad-
vert. (We at BUG-RYTE hope that
we  can not be accused of  such
schemes  and would aratefully
recieve any critical or
constructive comments on owr
B.B.C software) s, since the
igsue of the REERON,
circumstances have impoved
elightlv, but I am sure we a1l

await the rescltion of some of
the problems described in  this
and the previous editorial.

To close I hope yvou enjoy  the
contents of this issue of the
REERON. and to those still
awaiting their machines, I can
anly say have patience, vou are
awaiting a superh machineg.

YOUR LETTERS

Each month will print a
eeplection of letters which we
consider of interest to owners
of B.R.OC micros. Some will be
critical, others will bhe con-
structive, we will try and be
as unbiased as possible. Wri-
ters of 211 printed letters
will receive a BUG-BYTE tee-
shirt.

Dear Sirs.

Many thanks f o "The
BREERON"., It is excellent — well
done. One suggestion: Flease do
a renumber 10,10 on all lis—
tings before printing them {Eqg
BLITZ wasn®t). Then we can all
use AUTO and not have to  tvpe
in line numbers and alsc missed
lines are very easy to spot.The

poar ammed mples vou  gave
finpcluding  BLITZ ) were e
lent. Two minor guibbles: Warn
users  that  vou muast  issue

MODE command for the ®TY ;
command, as  published by a
didn®t work { I found the fiu
by  accident? i entar KTV
comnand and then reissue appro-
priate MODE command. Also why
print "£1" on the front of the
coaver and  then tell readers
that the magazine is ONLY i
lable at a subscription rate of
£7.50 for 4 issues.

Ar Wy keen up the good
e b !

<

Ian D. Smith
Eastleigh.HANTS
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ED:  Thanks for the suggestions
all listings should be
renusbered from now on, the
magazine has a £1 on the front
cover because the magazine is
available through certain R.B.C
dealers.

Dear Sirs,

re: The BEEBON May 82 Fage
7. The program SET IT Ur,

This retwns a fault on my
model A of "Bad HEX at line
IOn,

I this a fault in the
program or do I have trouble in
the computer? I°ve checked and
double checked {with ather
help) to ensuwre 1 have entered
the program correctly.

Yours faithfully,

L. Townend

ED: Put & dollar zereo D INSTEAD
OF %00 IN THE DATA STATMENT.

Dear Sir,

I have just recieved the
first issue of "The BEEBON" and
have thaoroughly enjoved running
the "Blitz" game on my micro.

However I wonder if there
is  any way that I can imprave
the bomb dropping procedure, as
pressing  the space bar doesn't
alwavys cause & bomb  to drop
even  long after the previous
bomb haz landed. It seems that
the computer does’nt “ceg’ that
& key has been pressed.

Yours faithfully

8. ANDREWS
HUNTINGDON, CAMES

ED: The best way is to change
the time delay of the INKEY
routine in line 210

We recieved the following
letter from a rightly irrate
customer of the BEC and  ACORM,
the letter reguested that the
tomplaint was made public, so
here it is to allow you to air
YOUr  views on this particular

ALY 1eRE

ccustomers problems.

Dear Sirs,

My model R BEC Microcompu-—
ter is serial £11435, order
number NDS ANAAH.

- athe
and paid for in
fulls: no acknowledgement

Marchodunes

fowr despatch dates pro-
mised and broken

July lst:

arrived with no apparent
post/packing damage,

sfir . F it~ motor con-—
trol  not working properly ...
would not CHAIN "WELCOME" CON-
SISTENTLY:; ¥MOTOR  1/7%M.1(ETC)
dig work. ]
d fault-SAVED but would
not - reload my own progranmes .
Others 0OK. Heads cleaned.

s 3rg fauwlt— screen  flic-
ker/ blanked outs 1 assumed
faulty ceoax connection. Key—
hoard disabled. Retrieved by
BREAK. Prooram lost despite
typing OLD etc.

July Z2nd:

intermittent;y unreliable! g
fault -~ longer losses of pic—
ture aftter coax replaced etc.
Flicker worsening; loss of pic—
ture after 30 secs then "Rell™
(CTRL 6 sounded consistently.
Gtill retrievable by BREAK.

lines on screen.

Intermittent losses of ‘pic—
ture® ‘kevboard functions. CAPS

LOCK permanently 1lit  dwring
this phenomenon. Finally~ com—
plete loss (for good ) of
screen and kevboard. Loss  of
logo/tws tone on switching on.
Computer effectiviy dead.

Mow I am appalled that A;DRN
and the BBC should associate



themselves with such
shambles. ....the long wait/the
impossibility {of phoning etc.?
at Fettering and now the
faults. Unless you can get back
tor me within a reasonable  time
a satisfactorily working mac—
hine and PRIORTISE THE REPAIR/
REFLACEMENT I =hall not keep

to mveelf the wholly inadeguate
treatment I have had. I await
vou reply by retuwrn!

COFIES OF THIS LETTER WENT TC
AlL THE FOLLOWING:

Micheal Harrison,BRC Dire—
ctar general’s Dept/Acorn Com—
puters

Bl Marketing - BBC Micro-—
computers, Kettering/BRC
Computer literacy Froject

BEEBON MAGAZ INE

London /BEERUG UBER GROUP

BUG—BY TE
SOF TWARE NEWS

The amount of software now
available from us for the RBRC
MICRO is on the increase, theze
include the following:

is & very

arcade tvpe

good quality hi-re
game that will kee many ardent
game plavers awak werl 1 into
the early hows of the morning.
More details in owr adverts in
this magazine.

BRL CHESS for the model &3
aftter long and unfavourable
delavs is finally available. It
appears it 1 worth
ting for, full

the BREBC’S capabilities and thus®

plavs a ver good game against
even  the best of plavers. it
has even been known to beat the
authaor. Look out for this one
in o advert as well.

very  comprehensive
and flexible filing system ap-
pears to ke the first piesce of
saftware  for the BBLD which is
at all directed towards the
bussiness | man, but even the
home user will find it 0w full
for keeping his persoial
recaords  in order.  Once
look out for more details in
our advert.

Look out for new software
from us the near futwe, possi-
bly including & full three
voice music synthesiser plaving
music from & microcomputer  as
it has never been heard before
without the use of any external
“dware. Also in the pipeline
could be full outer space
flving program from the man who
wirpte 747 for the ACDRMN ATOM.
This incredible program takes
into account laws of relativaty
and thus could be ideal for
teaching purposes as well as
peing good fun to actually sit
down and play. So its  FPROCYON
HERE WE COME.

B, B.C MICRD TIF

Heres a2  =small tip
impr‘mve WO PO R B5 -
the "
around the sor

commarnd will b



THE ANALOGUE INTERFACE

This article is about the A/D converter installed on the
model B,  The A/D {analogue to digital) converter allows the user
to feed a small voltage, from a laboratory experiment or a jay -
stick +for games etc., into the Beeb and then be able to find a
numeric or digital equivalent which can be accessed in a program.
This can be used to gather information about the oputside world,
which rarely uses the nice discrete on/off information so  loved
by computers.

The actual hardware of the converter requires a voltage in
the range ¢ to 1.8 voplts. This is then converted by the chip into
a number in the range O to 4093, hence if a voltage of 1.8 volts
iz fed .in the chip generates the value 4095, 0 volts fed in
produces the value 0. A voltage halfway between O and 1.8 will
generate a number hal fway between O and 4095 and so on. There are
four seperate analogue input lines on the Beeb, this allows for the
simultanious input of four analogue signals.

To make things easier for those people who just want to
connect  up a simple joy-stick or paddle control for games etc.,
there is a reference voltage available on the conector at  the
back of the Beeb. This voltage is the voltage which the converter
will convert to the number 4095. There is also an analogue ground
connection, this is the voltage that the converter will convert
ta the number 0. A =simple way of generating an analogue voltage
is to just connect & potentiometer across these to voltages and
feed the resulting veltage into one of the 4 analogue input
connections. This is shown in the diagram below. The values given
have not been calculated by any escteric process but have been
tested and found to work.

+5 ¢sv<—fe\\
LY Bg—i—0

—25 o R ‘
T ude ove—ioz !
] O 7
—— f’f?xc 73) 248 G o3 :‘:’
7 1. 26 L
1) : v . b 4 04 ! 3_7
JRSS— A ) < -4 b 4 o' 12 ‘
_____g.g_ ! = ¥ 5 ! Fine Borron'
3 ‘:’ ::, N M) )
[
v R % ad i Fov-sTick
£0c  cwol . Eo,.llf' vSE 208 AND
T Sa— A r— kmas'| cH2/FFoR oTHER
sTICK
YR VR2
L4 ’
VRI&VR2 1004 LINEAR Y Axes

Circuit Diagram For 8ingle Joy-Stick And Fire—-Button



There are some faults/imperfections in the A/D section which
is not surprising. The largest fault is the choice of device used
to qgenerate the reference veltage. The converter used is  very
accurate, 1 part in 4094, however the reference voltage is not.
It is provided by X diodes, see above circuit, which will cause
the reference to wander with varying temperatures and cuwrrents
drawn, possibly by as much as 1 part in 10. This does not matter
when the reference voltage is used directly, but. any devices
which generate their own voltages may appear to vary the voltage
with time, in fact the voltage may be fixed just the reference
changes. This makes things difficult. Ancther possible criticism
is the speed of the converter, it can only manage 100 or so
conversions a second, again fine for games but the serious user
may require more speed.

Values are read in & Basic program by means of the ADVAL
function. This function takes a single parameter in the range -9
toe 4. The negative values are used to access informaticn  about
the lengths of different gueues, such as the sound gueues, ard
have nothing to do with A/D conversion. The values 1 to 4 cause
the AFunction to retwn a value corresponding to the voltage on
each of the 4 channels. This value will be an integer in the
range O to 65520, which is the value produced by the converter
multiplied by 4. The reason for this is apparently so that some
time in the dim and very, very distant futwe a better A/D
converter with a more accwrate range can be used! ADVAL (O
returns & number determined by whether either or both of the
digital input 1lines are at OV (see diag) and alsc by which A/D
channel was last scanned.

The connector used on the back of the Beeb is called =a
female DEIS, so to connect anything to the A/D converter {ite not
recomended to just poke wires into the holes!) you  should et
hold of a male DR1S connector. A good joy-stick with 2 channels
on it is available from Maplin,Technomatic or Tandy, I have used
2 of these and I get reasonable results with the above circuit.
Ore button is mounted with each of the joy-sticks to act as &
*fire’ button.

The only real problem I have found in using the paddles is &
random oscillation in  the value produced by ADVYAL  for each
channel, this is probably caused by the length of the wires used
te  connect the joy-sticks up {about 2 metres). This causes &
slight “jitter’ in any grephics etc. controlled directly by the
stick. To overcome this problem I am working on several different
input routines which employ a form of hysterisis and averageing
to ecbtain a “clean’ signal.

The connector at the back is also used for light pens and we
have heard that some people have been successfull in attatching a
commercial light pens to the Beeb. The light pen used was
manufactuwred by the Welsh company Arfon.



program  is & relatively simple font editor  for  the
tunately it will not fit on & model A becavse it makes
aertensive use of tairly large array and the mode 4 screen. It is
gquite simple to use, with a bit of practice characters can be
defined WErY apidly and incorporated into programs. T

characters used in the T -goids game in this issue were defined
and  incorporated into the prooram in about 5 minutes from start
to finish! The main advantage af this font editor is the ability
to create an EXEC file which will load the VDU 23 commands
required ta define the characters inte any Rasic program. =TS T 7w’
more laboriocus work with pencil paper and hexadecimal arithmetic.

Whern vou have tvped in the program, its not really as long
it locks (honest), simply run it. When the two grids appear
ter the brief blurb at the begining vou can start to create
acters. First of al1 vou have to edit the character
vout grid. Press "C° a "sguare” cursor will then appear in the
trtom corner of the smaller grid. The position of this cursor is
controlled by the normal editing cursor control kevs. When the
cuwrsor iz positioned at a point corresponding to a character
ition which vou would like to define press the <COFY:> kev. The
cursor  will dissapesr and vou will be prompted for & character
number. This number can be in the range 224 to 258%, a restriction
because of differences betwueen the eold and new 05 roms.
The Chdrﬂctpr number will then appesar in the position where the
Cursor was la e HL this point the cursor will reapear. T
@it at any time whilst the
bhis wav a pattern of
ponding to shapes composed of

iz to actually define the characters
‘H to get inteo the correct editing mode Yo

d for a charé dit, the number of this
character must be present on tf raracter agrid. A large
ross will then appear af s in b bottom corner
o f e gricls we will move
the or about kev will cause
o whiibe and vice-ver Again to exit just
i visible. If
the editor will rememher the

will th pr

18 Fresseing the

the rid ta that s
e, to do this press
ber. this should be
VY 23 ammand

The file will contain
Tir numbrer and inoe
ljnp for each cha
will be ianored.
\MI)E‘H a {00 am

. th
tnw ecliting

Vo o
the file [ @} rewind the in
the program the cha igned for.
g
bhus 3din wr font. editor to e

typed th




10 MODE 4
20 REM XXXAXXXXXXAXKAXXXKEXRKEXKAKK

30 REM X *
40 REM x FONT EDITOR ‘:!irttrry %
S0 REM X% *
&HO REM % Ver 2.0 by J.Clegg E

70 REM % X
B0 REM XXXXXAXKKXXXNARKXAERXXAKAKKK
20 DIM BT(8,8),.CH(4,4),CH_DATAL{16,8) :UX=0:UY=0: CX=0: C¥=0: CHAR=0
100 PROC_INITIALISE
110 €18 3 PRINT : PRINT : PRINT
120 PRINT TAR(Z):;"F ONT EDITOR"
130 PRINT TAR{&) ;" "
140 PRINT : PRINT * This program allows the user to”
150 PRINT "define the bit patterns which make up”
140 PRINT "the characters printed on the screen®
170 PRINT : PRINT ™ Up te 14 characters can be displayved”
180 PRINT "on the screen simultaniously so that™
190 FRINT "pictures which are composed of several”
200 PRINT “characters, e.g. Space Invaders, can®
210 PRINY "easily be designed."”
220  PRINT :PRINT * It is possible to save the data”
230 PRINT "onto tape or to create an “EXEC™ file”
240 PRINT "to incorporate the characters into a*
250 PRINT "BASIC program"
260 PRINT :PRINT™ (Press any key to continue)”:GETS
270 CLS:PROC_SET_UP_EDIT
280 PROC_MENU
290 END
300 DEF PROC_INITIALISE
310 LDCAL X,Y ,
320 FOR X=1TD8:FOR Y=1T08

330 BT (X,¥)=0

340 NEXT Y:MEXT X

350 FOR X=1TO4:FOR Y=1T04

360 CH{X,Y)=0

X770 NEXT Y:NEXT X

380 FOR X=1TO16:CH _DATAZL(X,0)=0:FDR ¥Y=1 T0O 8
390 CH_DATAL{X,Y)=0

400 NEXT Y:NEXT X

410 ENDPROC

420 DEF PROC_SET_UF_EDIT
430 CLS

440 PROC_DRAW_BIT_GRID

450 PROC_DRAW_CHAR_GRID
460 ENDPROC

470 DEF PROC_DRAW_RIT_GRID
480 LOCAL X,Y

490 FOR X=10TD&610STEP7S
500  MDVEX, 1000: DRAWX , 300
510 NEXTX

520 FOR Y=1000TO390STEP-75
S30  MOVE10,Y:DRAW &610,Y
540  NEXT Y

550 ENDPROC



560
570
580
590
&HOD
610
H20
&30
&40
&S50
a&0
&70
&80
&0
700
710
720
T30
740
750
740
770
780
770
800
810
820
830
840
850
860
870
880
870
00
10
Q20
I0
40
250
&0
F7a
80
90
1000
1010
1320
1Q30
104G
1050
1060
1470
1080
1090
110G
1110
1120
1130
11490
115¢

DEF PRDOC_SET_BITI(X,Y}
LOCAL LX,LY
LX=X¥75+18:LY=Y¥75+408
MOVE LX,LY:MOVE LX+&60,LY
PLOT BS,LX+60,LY+39:MOVE LX,LY+09
PLOT B85,LX,LY
BT(X,Y)=1
ENDPROC
DEF PROC_RESET_BIT(X,Y)
LOCAL LX,LY
LX=X%75+18:LY=YX75+408
MOVE LX,LY:MOVE LX+60,LY
PLOT 87,LX+60,LY+59:MOVE LX,1 Y+59
PLOT 87,.LX,LY
BT(X,¥)=0
ENDPROC
DEF PROC_CURSOR(X,Y}
LOCAL LX,.LY
LX=X¥73+18:LY=YX75+408
MOVE LX,LY:PLOT &6,LX+&60,LY+59
MOVE LX+60,LV:PLOT 6,L.X,LY+52
ENDPROC
DEF PROC_EDITBITS
LOCAL A
CX=0:CY¥=0
¥FX 4,1
PROC _CURSOR(CX,CY?
REPEAT :A=6GET
PROC_CURSOR(CX,CY)
IF A=1346 THEN CX=CX-1
IF A=137 THEN CX=CX+1
IF A=138B THEN CY=C¥-1
IF A=139 THEN CY=CY+1
IF A<>135 THEN 210
IFRT(CX,C¥)=1 THEN PROC_RESET_RIT(CX,CY) ELSE PROC_SET_BRIT(CX.CY)
CX=(CX+8)MODB: CY=(CY+8)MODB
PROC_CURSOR(CX,CY)
UNTIL A=%0D
¥FX 4,0
PROC_CURSOR(CX,.CY)
ENDFROC
DEF PROC_DRAW. CHAR GRID
LOCAL X,Y
FOR X=800TO12005TEFP100
MOVEX, 1000: DRAWX , 80O
NEXT
FOR Y=1000TOBOOSTEP~50
MOVEBGO, Y:DRAW 1200,Y
MEXT
ENDPROC
DEF PROC _EDRITCHARS
LOCAL A
UX=0:UY=0
¥FX 4,1
FROC CHAR CURSOR {(UX, LY)
REFEAT :A=BET
PROC CHAR _CURSOR (L3X, UY)
IF a4=13& THEN UX=UX-1
IF A=137 THEN UX=UX+1
IF A=138 THEN UY=UY-1



1178 IF AC3135 THEN 1190
1180  PROC_BET_CHAR (UX,UY)
1190 UX=(UX+4)MOD 4:UY=(UY+48)M0OD 4
1200 FROC_CHAR _CURSOR (UX,UY)
1210 UNTIL A=%0D
1220 %FX 4,0
1230 PROC_CHAR_CURSOR (UX, UY)
1240 ENDPROC
1250 DEF PROC_CHAR_CURSOR(X,Y)
1260 LOCAL LX,LY
1270 LX=X¥100+810:LY=YXS0+805
1280 MOVE LX,LY:PLOT &,LX+80,LY ,
1290 PLOT &,LX+80,LY+40:FPLOT &,LX,.LY+40
1300 FLOT &,LX,LY
1310 ENDPROC
1320 DEF PROC_BET_CHAR({X,Y}
1330 LOCAL LX,LY,.CH
1340 LX=X¥100+810:LY=YX50+837
1350 MOVE LX,LY
1360 MOVELX+85,LY:PLDTA7,LX+85,LY-30
1370 MOVELX,LY-30:PLOTB7,LX,LY
1380 PRINT TAB(20,10); "CHARACTER CODE";
1390 INPUT CH
1400 IF (CH>255 OR CH<224) AND CH<:>¢ THEN 1380
1410 IF CH=0 THEN1430
1420 VDU S:PRINT;CH:;:VDU 4
1430 PRINTTAR{Z0,10);" "y
1440 PRINTTAR(34,10);" "
1450 IF CH(X,Y)=CH THEN 1490
1460 PROC_DELETE OLD{(CH(X,Y))
1470 PROC_ALLDCATE (CH)
1480 CH{X,Y)=CH
1490 ENDPROC
1500 DEF PROC_DELETE _OLD(CHAR)
1510 LOCAL X,Y,DELT
1520 DELT=-1
1530 FOR X=1T04:FORY=1T04
1540 IF CHAR=CH(X.Y) AND NOT(X=UX+i AND Y=UY+1) THEM DELT =0
1550 NEXT:NEXT
1540 IF NOT DELT THEN ENDPROC
1570 X=0:REFEAT: X=X+1
1580  UNTIL CH_DATAY(X,0)=CHAR
1590 CH_DATAY(X,0)=0
1600 ENDPROC
1610 DEF PROC_ALLOCATE (CHAR)
1620 LOCAL X,ALLOC
1630 ALLOC=-1
1640 FOR X=1701&6
1450  IF CH DATAY(X.0)=CHAR THEN ALLOC=0
1660 NEXT X
1670 IF NOT ALLOC THEN ENDPROC
1680 ¥=0:REPEAT: X=X+1
1690  IF CH DATA%(X,0)=0THEN CH_DATA%{X,0) =CHAR
1760 UNTIL CH_DATAY (X, ) =CHAR
1710 ENDPROC
DEF PROC_DRAW CHARS
LOCAL X,Y
FOR Y=3TOOSTEF-1

PRINTTAR (26, 16-¥7 3

FOR X=0T03

IFCHOX, V) =0 THEN PRINTY " :GUT0 17960




1780
1790
1800
1810
1820
1830
1840
1850
18460
18790
1380
1820
1900
1910
1920
1930
1940
1950
19460
1970
1980
1220
2000
2010
2020
2030
2040
2050
2080
2070
2080
2090
2100
2110
2120
2136
2140
2150
2140
217G
218G
2190
2200
2210
2220

2230
22440
2250
2260
2270

2280

12
PRINT;CHRB(CHI{X, Y));
MEXT:NEXT
ENDFROC
DEF PROC_MENU
PRINTTAEB(4,25) ; "SELECT -";
PRINT"Edit Chars({),Edit Bits{(R)"
PRINTTAB(11, .28} @it (), ";
PRINT"Create Execi{E; "
S$=GET$
IF Ss="C" THEN PROC_EDITCHARS
IF S+="B" THEN PROC_EDIT_START
IF 54="8" THEN PROC_QUIT
IF S4="E" THEN PROC_EXEC
6OTO 1820
DEF FROC_CONVERT _BYTE (ROW,BYTE)
Local X
=7
REFPEAT
IF BYTE/Z2-INT(RYTE/2) >0.25THEN RT (X, ROW)=1 ELSE HT (X, ,ROW)=0
BYTE=INT(RYTE/2)
X=X-1
UNTIL X<0
ENDPROC
DEF FN_CONVERT_ _ROW(ROW)
LOCAL BYTE
BYTE=(
FOR x=0T7T07
EYTE=BRYTEXZ2 + BT {(X,ROW)
MEXT
=RYTE
DEF PROC_EDIT_START
LOCAL X,Y.CH,NM
NE=0
FRINTYAE{(1,22)
INPUT"WHICH CHARACTER ",CH
IFCH=0THEN23560
FOR X=1701é4
IF CH_DATAL(X,0)=CH THEN NM=X
NEXT: IF NM = O THEN 2110
FOR ¥Y=0TO7
FROC COMVERT _BYTE(Y,.CH_DATAX(NM,Y+1})
FOR X=07T07
IF BT(X.Y)=1iTHEN PRDC SET_RIT(X,Y)ELSE PROC_RESET_RIT{X,Y¥)
NEXT
NEXT
FROC _EDITRITE
MOVE &350, 1000: MOVE 730, 1000
PLOT 87,730,400:MOVE 650,400
FLOT 87,650, 1000
vBy ZE,CH
FOR  ¥=7TG0 STEP-1
CH_DATAZ{NM, Y+11=FN_CONVERT_ROW(Y)
Yhil CH _DATAX (MM, ¥Y+1)
NEXT
FOR ¥Y=0 1O 7
MOVE 450,75 (7-¥)X75
YDU S:FRINT;CH DATAX(NM,Y+1):VDUS
NEXT
FRINTTAR{1,22} ;"
PROC _DRAW_CHARS
ENDFROC



2320 DEF PROC_EXEC

2400 LOCAL X,Y,NUM

2410 CL G

2420 PRINTTAB(12,26);

2430 PRINT"Start line number";
2440 INPUT NuUmM

2450 PRINTTAR(12,25);

2450 ¥5P00OL"CHARACTER"

2470 FOR X=1T0O16

2480 IF CH_DATAZ{X,0)=0 THEN 2330
2490 PRINT:;NUM; "VDU 23, ":CH_DATAXL{X,0);:
2300 FOR Y=8TDISTEP-1

2510 FPRINT:;",";CH DATAZ{X,Y);
2520 NEXT: PRINT : NUM=NUM+10
2530 NEXT

2540 xS5PO0OL

2550 PROC_RESTORE_SCRN

2560 ENDFPROC

2570 DEF FROC_BUIT

2580 €LS

2590 PRINTTAB{12,25);"Are you sure {Y/N)";:
2600 INFUT O%

2610 IF Q%="Y"THEN END

2620 ENDFROC

2630 DEF PROC_RESTORE SCRN

2640 CLS

2650 PROC_SET _UP_EDIT

2660 PROC_RESTORE_CHARS

24670 ENDFPROC

2680 DEF PROC _RESTORE_CHARS

2690 LOCAL X,.Y

2700 FOR Y=0TO4:FOR X=0TO4

2710 MOVE XX100+810, YXS0+837
2720 IF CH{X,Y)<>0 THEN PRINTCHRS$ (5) ;CH(X,Y) sCHR$(4);
275 MNEXT :MEXT

2740 ENDPROC

BRC NICRO TIPS

Try this small envelope command and sound, . if  any one
experiments with send it in as a entry for the best sound effect
or envelope:

ENVELOFE 1,1,~26,-36,-45,255, 255,255, 127,0,0,0,126,0

SOUND 1,1,1,1 '



ia

Thargoids is a short program for both the model A and model
B Beebs. Though it may be necessary to leave out some of the teuxt
te fit it onto the model A. It will work in modes 0,1,2,4 and &,
thovgh mode & is the only mode that will work on an A" and 4 is
the recommended mode for the "B, This is changed by modifvying
line 20.

The game iteelf is pased loosely on the old computer game
"Zombies®, which may be familiar to many people. A rectangular
area is scattered with objects deadly to both the computers
TThargoids”? and the player®s character, these are the pools of
explosive "Gloop™. The computer guides the Thargoids towards the
players character and the plaver tries to lure the Thargoids
into  cont with the “pools’ which destroys them. When all the
Thargoids have been destroved another screen is put up with a new
of Thargoids, the number of Thargoids is increased by one

=gt , a limit of twice the original number. The plaver
aracter "killed” by cantact with a Thargoid or a GBloop poal.
Thie can be made easier or harder by varying the the

of

amber

pocls. line 40 (GLOOF), and the initial number of
line 30 (THARGS). More pools will destroy the
s0 the player will not have to cope with close
Tharqgoids. More Thargoids will obviously mab
More than 12 Thargoids are extremely hard to

aame
with.

= defined using the font editor,

for th peaple who want to

the man is formed by characters
e Thargoid is formed by characte
and the hole/porl is formed by

(lines 130-1460).

CHENE 6D
&

defined in line 10 was found by me  careful
SOUND 0,1,80,1 & sound like & shell
‘eral guick sounds together produce a

=S

praduced,
alistic salvo ef

s
nNg .

in game cartridoges in
notice that wnde
in of at le

nle ha d the hole = 4 >
oo would be sai i that 1t could
wre bv  the
slot  there is
oy ROM. What do  they

people  will
for the pluaqgaqi
in line for us now?

14



15

10
20
IO
40
50
&0
70
80
0

100

110

120

130

140

150

160

170

180

190

200

210

220

230

240

250

260

270

280

290

300

310

320

330

340

350

IL0

370

380

390

400

410

420

430

440

450"

{4860
{470
480
490
S00
510
520
530
540
S50
560
=570

ENVELOPE 1,178,-50,-75,-100,2,2,2,127,-20,-20,-20,126,50
MODE 6:CLS:PRINTTAR{1Z,18);"THAR GO I D 8"
WT=30:HT=10: THARGS=8: DIM LA{(WT,HT) , TH(THARGS*2Z,3) ,DM{7,2) ,MO{3,:3)
MX=0:MY=0: GLOOP=15: DEAD=FALSE: KILLED=0
LIMIT=2X¥THARGS
FOR X=0TO7:READ DM{X,1),DM{X,2):NEXT
FORY=1TOX: FORX=1TO3: READ MO (X, Y} : NEXT:NEXT
FOR X =1T0O WT:FOR Y=1TO HT:LA(X,Y)=0:NEXT:NEXT
VDU 23,224, 60,36,60,24,126, 189,189,189
VvhU 23,225,20,60,60, 36,o6,\6.35 102
VDU 23,226, 195,36, 60,90,70,235,231, 163
vDUu 23,227, 165,255, 189, 165, 56,36, 102, 0
VDU 23,228,0,7,24,32,32,54, 64,64
VDU 23,230,64,64,64,32,32,24,7,0
VDU 2_,L?1,2,2.L,4 4,24,224,90
vbu 23,229,0,224,24,4,4,2,2,2
PRINTINKEY$(SUO) CLS: FRINTTAB(0,7)
PRINT" You are stranded in a pen on the”
PRINT"planet Beetlejuice IV. The local”
PRINT"wildlife, the Thargeoids, are hungry”
PRINT"and have decided that yvou would”
PRINT"make a nice change for lunch.":PRINT
PRINT™ Your only chance is to lead the"
PRINT"stupid an clumsy Thargoids into”
PRINT"the pools of explosive Gloop which”
FRINT"cover the area.":PRINT INKEY&{Z2000):CLS
PRINTTAR(G,7);"To move use the keys as shown below”
PRINTTAR(10,10)3%1 O P";TABR{10,12);
PRINT"K L +";TAR{1O,14)3"< > 2"
PRINTTAR(0,16);:" “L° means do not move, the rest”
PRINT"move you relative to yowr current”,” position.”
PRINTINKEY$(S00):PRINT" G O O D LuciK: "
INPUT"Press <RETURN> to continueK$
CLS: PRINTTAR(O,3) 3" +";
DEAD=FALSE
FOR X=1TOWT:PRINT"—";:NEXT:PRINT"+"
FOR Y=1TO{2¥HT) :PRINT"!"; TAB(WT+1) 3 " I "s NEXT:z:PRINT"+";
FOR X=1TOWT:PRINT"-"3;:NEXT:PRINT"+";
FRINTTAR{1,1); "HERE ARE THE GLOOF POOLS";
FOR C=1T0OGLOOP

X=RND{WT—1) : Y=RND (HT)

IF LAIX,Y)<»0 OR LA{X+1,YV)<>0 THEN 410

LAX, Y)=3:LA{X+1,Y)=3

PROC_DRAW_HOLE (X, Y}

MEXT C
MX=X:MY=Y
PRINTTAB{1,1);"HERE ARE THE THARGOIDS “;
FOR C=1TOTHARGS

X=RND (WT) : Y=RND (HT}

IF LA(X,Y)Y<>0 THEN 490

TH{C, 1}=X: TH{C,2)=Y: TH{C,Zy=RND (8}

LALK,Y)=

PROC_DRAW_THING(2,X,Y)

NEXT
PRINTTAB(1,1);"AND HERE YOU ARE !!! "z
X=RND (WT) : Y=RND (HT)
TE LAY . VY30 THEN SAG



580
5920
&HO0
610
20
&30
&H40
&S50
H60
&70
&80
&720
700
710
20
7O
740
750
760
770
780
730
800
810
B20
830
840
850
B&O
870
880
820
F00
?10
20
IO
240
oG
Fa0
270
?80
70
1000
1010
1020
1030
1040
165G
1060
1G70
1080
1090
1100
1110
1120
1130
1140
1150
1140
1170

LA(X,Y)=1:MX=X:1MY=Y
PROC _DRAW THING{(1,X,.Y)
PRINTTABR(1,1);"
ZAFPFPED=0
REFEAT
FRINTTAR(1,1);KILLED;"
FROC_MOVE MAN
=0
REFPEAT
C=C+1 .
PROC_MOVE_THARGOID (L)
UNTIL DEAD OR C=THARGS
UNTIL DEAD OR ZAPPED=THARGS
FOR T=1T04000:NEXT
FRINTINKEY$ (500):CLS
IF ZAPPED=THARGS THEN THARGS=THARGS-NOT (THARGS=LIMIT):G0T0O 890
IF LAMMX,MY)=3 THENZ0C
FRINTTAB{0,7);"Well never mind life was cruel"”
PRINT"anyway. Take consolation in thefact"®
FRINT"that the Thargoid that ate you had a®
PRINT"very bad case of indigestion.”
GOT0840
FRINTTAR(O,7); "Your remains are smeared across a"
PRINT"ma jor portion of the local landscape"
PRINT"and will be a source of great *
PRINT"clfactory discomfort for many months."
PRINTTAR(10,15);
¥FX15,0
INFUT"Ancther game {(Y/N)".A%
IF A$="N" THEN 930
KILLED=0: THARGS=LIMIT/2
FOR X=1TOWT:FORY=1TOHT:LA{X,Y)=0:NEXT:NEXT
GOTOZ40
DATA 0,1,1,1,1,0,1,~-1,0,-1,~1,~-1,~-1,0,-1,1
DATA 5,4,3,6,0,2,7,0,1
END
DEF PROC_DRAW_THING(TYPE.X,Y)
LOCAL CH,LX.LY
LX=X:LY=24-2%Y
IF TYPE:>2 OR TYPE<1 THEN ENDFROC
CH=TYPEX2+222
PRINTTAR(LX LY} ;CHR$ (CH) ; TAR{L X, LY+1) ; CHR$ (CH+1) 3
PRINTTAR{O, Q) ;
ENDFROC
DEF FPROC _MOVE _ THARGOID (NM}
LOcCAL TX,TY,TD,DX,DY,DR
TX=TH{NM, 11 : TY=TH{NM, 2} : TD=TH (NM, )
IF TX=0 THEN ENDFROC
SOUNDL . -9,10,1
DX=2+86N {(MX—TX) : DY=2+SGN (MY-TY)
DR=MO{DX, DY)
LA(TX,TY)=0
IFDR=TD THEN113C
IF RND(Z0)<{=11THENTD=TD+ (RND (3)-2) : GOTO1130
IF (DR-TD+8)MOD8> (TD-DR+8)MOD8 THEN TD=TD-1ELSE TD=TD+1
TD=(TD+8)MODE
TX=TX+DM{(TD, 1) : TY=TY+DM(TD, 2)
IF TX>WT THEN TX=TX-1
IF TX<1 THEN TX=TX+1
IF TY>HT THEN TY=Tv-1

16
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1180
1190
1200
1210
1220
1230
1240
1250
1260
1270
1280
1290
1300
1310
1320
1330
1340
1350
1360
1370
1380
1390
1400
1410
142G
1430
1440
1450
1460
1470
1480
1490
1500
1510
1520
1530
1540
1550
1560
1570
1580
1590
1400
1610
1420
1430
1540

IF TY<1 THEN TY=TY+1
PROC_UNDRAW_THING (TH(NM, 1), TH(NM, 2} )

IF LA(TX,TY) = O THEN 1250

IF LACTX,TY) = 2 THEN TX=TH{NM, 1): TY=TH(NM, 2}
IF LA(TX, TY) <> 3 THEN 1240
ZAPPED=ZAPPED+1: K ILLED=KILLED+1: SOUNDO, 1,80, 12 TX=0: GOTD1270
IF LA(TX,TY) = 1 THEN DEAD=TRUE:SOUNDO,-15,7, 100
PROC_DRAW_THING{2,TX,TY)

LA(TX, TY) =2

THONM, 1)=TXz TH(NM, 2) =TY: TH{NM, 3)=TD

ENDPROC

DEF PROC_UNDRAW_THING{X,Y)

LOCAL LX,LY

LX=X:LY=24-2%Y

PRINTTAB(LX,LY);" ";TAB(LX,LY+1);" "3
PRINTTAB{0,0) ;

ENDPROC

DEF PROC_DRAW_HOLE (X, Y)

LOCAL LX,LY

LX=X:LY=24-23%Y

FRINTTAR(LX,LY);:VDU 228,229
PRINTTAR(LX,LY+1)3:VDU 230,231

ENDPROC

DEF PROC_MOVE_MAN

LOCAL CH,DX,DY

DX=0:DY=0C

IFX1S, 1

CH=INKEY (300)

IF CH=%49 OR CH=%4F DR CH=%50 THEN DY=1

IF CH=%2C OR CH=%27E OR CH=%2F THEN DyY=-1

IF CH=%50 OR CH=%3B OR CH=%2F THEN DX=1

IF CH=%49 OR CH=%4R DR CH=%2C THEN DX=—1

IF MX+DX>WT OR MX+DX<1 THEN DX=0

IF MY+DY>HT OR MY+D¥<1 THEN DY=0
PROC_UNDRAW THING (MX,MY)

LA (MX, MY) =0

SOUND18, -7, 10,20

MX=MX+DX: MY=MY+DY

1IF LA(MY,MY)=0THEN 1620

IF LAMX,MY) < >2THEN 1400

SOUNDO . -9, 10, 1002 SOUNDL , ~9, 104, 100: SOUNDZ, —29, 125, 100: SOUNDS, -9, 75, 100
BOTO1610

S0UNDG, 1,80, 100: SOUND1, -9, 1006, 10: SOUNDZ, -9, 125, 10: SOUNDS, -9, 75, 10
DEAD=TRUE : ENDPROC

PROC DRAW_THING (1, MX, MY}

LAMX, MY) =1

ENDFROC
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