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How to teach your Micro

a thing or two

Thousands of home computer owners have yel
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 vou have always promised yoursell that
vou would teach yoursell programming, bul 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' wiorials from Logic 3 are
the latest development of a teaching method
pioneered by Professor Andrew Colin and perfected

Please send me more information about

FOUES [ Tack apperopnate bos)
‘Learn BASIC' wuorials O
Logic 3 Spectrum Club L]
Logic 3 Commaodore Club O

(64 and VIC owners only)

MName
(BLOCK CAPITALS PLEASE)

by testing on 3 generations of students at Strathelvde
University. The ‘Strathelvde Method' has been
translated into 8 languages and wsed by over 300,000
HIjETtKOII1DUlCF USCTS,

‘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
o 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.

Ciet “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:-

Sinclair Spectrum
Commodore 64
Acorn Electron
BBC Microcomputer
Dragon

vl Postoode) o il s
To Logic 3 Ltd., FREEPOST, Mountbatten House, Victoria Street, Windsor SL4 1HE
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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
wirita yat, sha is already a child prodigy
on the computer.

National newspapers, television
and radio all convergoed on the 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.

Electron’ report under fire

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

Critics were gquick 10
cast doubt on the
findings after it was
learned that Acorn has
strong links with the
publishing house that
commissionad the
SUrvey.

However Acorn has
strongly defended the
results, which reveal

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

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

It wasn't what the
report stated about
Acom 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
Vie 20z and 13 pear cant
of Commodore Gd4s are
returned to dealers.

But it was Sinclair
Research 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 par cent
of these are in no way
faulty”, said a Sinclair
spokasman.

“And we are not very
happy about the manner

in which this survey was
conducted. |t appears
that a number of retail
store mManagers were
simply telephoned and
quizzed on home micro
return rates.

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

The survey was com-
missioned by Venture

Turn to Page 6
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DISG DRIVE

BATTLE

IS JOINED

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

Developments by
Acorn and Cumana hawve
pushed the machine into
the league of systems
costing hundreds of
pounds more and
openad the doors for
users to create sophis-
ticated databases.

The products that
have dramatically
boosted the Electron's
capabilities and appeal
are a 34in dise interface
and drive from Acorn
and a range of 53 and
3iin disc drives com-
plete with interface from
Cumana.

Electron users got
their first hands-on

Row over

Electron
survey

From Page 5

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

"But na 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
spokasman.

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

axpearience of Acorn’'s
new Plus 3 at the
Electron and BBC Micro
Wser Show in Decamber
when it was demon-
strated using the
Acornsoflt database pro-
I.JFHIT\.

The Plus 3 provides
Electron users with a
faster and more flexible
alternative 1o cassettes
for the storage of pro
grams and data

It comprises a salf
contained disc interface
and 34in single-sided
drive and offers 300k of
storage

A new Acorn ad-
vanced disc filing
sysiem — described by
critics as better than
that available for the
BBC - provides facilities
at the basic level, but
also 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
the Electron.

The interface costs
£149.85. The 100k
33in drive including
the interface — costs
£299.95, and the 100k
53in drive with interface
costs £289.95,

Acorn’s Plus 3 disc drive

Joysticks snag
ironed out

SOFTWARE publisher
Micro Power has
announced a major
breakthrough for Elec
fron users.

It has solved the
problem of the joystick
games that won't run
while the Plus 1 add-on
is fitted. This snag was
first pointed out in the
August issue of Electran
User

Mow Micro Power
has written @ remedisl
routine. You load it, pick

out which game you
want to play from the
resultling meanu and
then load the game as
usual,

According 1o Chris
Payne, Micro Power's
marketing chiaf, this
works for 20 of their 22
Electron games,

And, says Payne
with a bit of trial and

Warp drive is go

& BUG in Elite, the
best-selling game from
Acornsoft, is about to be
iranad out

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

hyperdrive as is possible
in the BEC game.

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

“"People who bought
the earlier version will
be offered a replace-
ment”

error most other pub-
lishere’ games will run
b{afs]

A define option on
the meaenu lets you enter
infarmation about which
keys do what on your
particular game — up,
down, fire and s0 on.

Best news of all for
readers s that Electron
User will shortly publish
a listing of the Micro
P[!I'I.-'l.-'E'i' routine.

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

"We don't want to
charge money for it",
says Payne, "just a small
SUMm 1o Cover our chsts

Extending range of education

ACORNSOFT believes it
can radically influence
the development of edu-
cation in the home with
its new range of what i
calls “learning environ-
mant” 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 creata
oppoartumties for learn-
ing, rathaer than setting
up exercises with
narrow, pre-determined
goals

"Through them users
can explore, experiment,
solve problems, even set
their own challanges
all essential tasks in real
lifa.

"Qur programs are
also fun to use, though
not mere gameas, Enjoy
ment is important in
hoamae aducation

because the traditional
motivations of the class-
room teachers and
exams — don't exist,
We have found that
if adults find programs
boring, so will children.
We have designed our
programs for everybody
“They make home
learming 8 group activity”,

e ey
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American operation

akes a £6m hlow

A DRAMATIC cutback
of Acorn's oparations in
the United Staies
appears 10 have finally
killed off any plans the
company had to launch
an American version of
the Electron
AED[F‘.“&SHHI‘IULIHL’Ud
it is to reduce its US

SHARE

FOLLOWING reports of
Acorn’'s massive cut-
back in the USA, the
cofmpany's share price
slipped to one third of its
previous high an the
Unlisted Securities
Market.

A spokesman admit-
ted that Acorn had
scaled down its US
opaeration by four fifths

presance by 80 per cent
fallowing poor sales

This will have cost
the company about C6
million as a result of
tailing in its bid te
capture a major share of
the educational market
States-side with the
BEC Micro.

PRICGE T

after fierce compatition
from native companies

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

‘Thare are two
reasons for the drop’’, he
said

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

This means thare is
evan less hope of the
Electron securing a
foothold in the highly
competitive Amearican
domestic marketplace.

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

MBLES

it will happen over here
next

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

a8 Penguin publication

In this the authors
MWeil and Pat Cryer, make
numerous raferences to
an Electron being built
for the United States
markat,

“Electrons built for
the United States have
different characteristics
from those built for the
United Kingdom™, thay
wrote ire one section.

Howaeavear whan con-
tacted by Electron User,
the official spokesman
far Acorn claimed to be
totally in the dark about
an Electron for the
States.,

“"There's no such
machine as far as we are
aware ', he said,

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

‘Unless there's a
maole working a@way on
ong here at Acorn, I'm
sure it never weant
furthar than the idea
stage”, he confided.

But what about the
references to it in the
Acorn Guide?

"l think it may wall
have been a case of
pre-guessing on the part
of the authors . ..

MAKING its bow at
tha latest Eleactron
and BBC Micro User
Show was Acorn’'s
new data recorder for
the Electron.

controls
feature a full six kay
mechaniam giving
fast forward, rewind,
play, record, pause
and stop. The cus and

The

NEW RECORDER
GOES ON SHOW

Add-on
puts
on the
hrakes

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

Called the Slomo, it
has a wvariable speed
control and can slow
dgown or even stop
everything on the
screern,

As wall as allowing
the user to cheat at
games — building up
amazing scores it is
useful for small children
of handicapped people
who cannot cope with
high speeds

Games writers can
use Slomo to debug
their programs, and it
could also be used whean
taking screen photlos or
by people who just want
to figure out how games
wWiork

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

“We have had lots of
intarest from the edu-
cational field. especially
from the lower level and
special schools™

revieaw facility
anables rapid search-
ing of the tapa.

Tha thraa digit tapa
counter is a further
mid.

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

Prica: £35.

Fabruary 18985 ELECTAOMN 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 sant the
program whirling round a loop,
but always the result was the
same. They progressed relent-
lessly, obeying evary line
completely.

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

Wouldn't it be nice if thera
was 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 doos
depends on what information
it is givean,

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

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.

10 REM PROGRANM 1

20 INPUT *Press a key *
keyd

30 IF key$="Y" THEN PRIN
T "You pressed the ¥ key."

Program |

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

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

Maotice that only IF the
condition is true THEN the
Electron goes 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 waiting for
something to do. Mot very
exciting. is it?

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

In this case it isn't, so the
condition is false and the rest
of the line is ignored. No
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 tha
condition isn't true THEN the
rast of the line is ignored and
the Electron goes onto the
naxt ling if there is one.

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

Here line 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 s0 NO Message
appears,

1B REN PROGRAM II

28 INPUT "Press a key "
kev

I8 IF key$="Y" THEN PRIN
T "You pressed the ¥ key.*

48 IF key§="y" THEN FRIN

T "You pressed the y key."
Program If

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

Program Il shows that
numeric variables can be used
in conditions as well as the
string wvariables we've used
previoushy,

18 REM PROGRAM 111
28 FOR loop=l TO §
50 READ x

48 IF x = 5 THEN PRINT *
pis gt
5@ MEXT loop

68 DATA 1,5,6,5,3

Program i}

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 0 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
equal to five. If it is it prints the

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

As x has the value b on two
OECASIoNs Two meassages are
printed.

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

18 REM PROGRAM IV

20 count=Q

38 FOR lpop=1 TD 5

48 READ »

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

&8 MEXT loop

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

B8 DATA 1,5,b,5,]

Frograrm IV

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

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

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

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

IF a condition is met THEMN
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 an
what you reply.

So far the only condition
we've met is one using the
equals sign.

Program |V counted the
number of times x was equal
to 5. Is there some way that
we could make it keep track of
the number of times that ¥ was
not equal ta 57 Program V
shows how it's done,

B ELECTRON USER February 19885



1@ REM PROGRANM V

2% count=4

18 FOR loop=1 TO §

40 READ x

58 IF & (» 5 THEN count=
count+l

&8 NEXT loop

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

Bi PRINT "This seans tha
b "jcount;® of the nushers
are not equal to 3"

99 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 follawed by

count=count+!

The difference is that this
time the condition is

1 {} 5
instead of the

£
we had before.

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

then add 1 ta the value of
count'’,
The IF . THEN waorks in

exactly the same way, only
adding one to count when the
condition is true, that is, whan
x is anything but 5.

What if we wanted to count
the number of times that x is
less than 57 Program V1 shows
how it's done.

1@ REW PROGRAM VI

28 count=g

I8 FOR loop=1 T0 3

40 READ x

58 IF x (5 THEN countsco
unt+l

&8 MEXT loop

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

BE PRINT "This means tha
t x is less than 5 on "jcou
nt;* occasions.'

98 DATA 1,5,4,3,3

Program VI

Once again we've intro-
duced a8 new symbaol into our
condition. Don't lat it worry
you, all < meansis “less than™.

(I remember it because < is
almost like an L)

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

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

18 REN PROGRAN V11

20 count=d

38 FOR loop=1 TD 5

48 READ x

S8 IF x 5 THEN count=co
unt+l

&2 MEIT loop

7@ PRINT *The condition
is true "jcount;® tiees,"

B8 PRINT "This means tha
t s is greater than 5on *}
count}® pecasions.”

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

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

And we naedn'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 VI

1@ REM PROGRAM VIII

28 count=R

3@ FOR loop=l TD 5

49 READ »

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

&8 NEXT loop

T8 FRINT *The condition
is true *jcount;® times.”

B@ PRINT "This means tha
t x is pither bigger than o
r equal to 5 on *jcount:® o
ccasions,”

98 DATA 1,5,6,3.3

Program VIII

It will come as no surprise
to learn that >= means "either
greater than or aqual to”. And,
of course, there is the mirror-
image condition which is used
in Program [X.

10 REM FROGRAM IX

28 count=R

30 FOR loop=l TO 5

48 READ i

58 IF x (= 5 THEN count=|
count+l

&8 NEXT loop

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

B@ PRINT “This means tha
t x is either less than or
equal to 5 on *jcount:® occ
asions.”

98 DATA 1,5,6,5,3

FProgram 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
less than 5, line 50 adds
increments count.

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

I've summed them all up in
Tablea 1. 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

Table |: Logical aperators

in Programs IV to 1X and see if
you can understand the
results.

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.
It it isn't true everything after
the THEN 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
happans.

1@ REM PROGRAN X

20 count=@

38 FOR loop=1 TO 5

48 READ

58 IF x (2 DR x »3 THEM
count=count+]

48 NEXT loap

78 IF count {3 THEN FI’.'Il;-
T *The condition is true 'Ii
count;® times." ELSE PRINT |
*The condition is false "; 1
d-count):® times

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

Program X

& /F you want to kRow more
about conditionals THEN don't
miss next month’s article,
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REWRITE THE HIGH “as-amss 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
_ joysticks and interfaces at VUI_[ A" : ;
your local stockist ...
we'll see you on the high EI_E [TH n I['j LTD
score tables. -]- ;_ ' ) 3
DysHICK Gen

100 BRENT STREET HENDON NW4 1BH TEL: 01-103 6366




THIS is the first of a short
saries 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
techniques (no pun intended)
and hopefully to foster an
interast in things graphical,

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

smooth movement of text
can be achieved by careful
positioning of text using the
PRINT and TABIX.Y| com-
mands.

Program | shows this tech
I'liI:IIJE I"'ﬂnﬂ"-'FI‘lg ane ward
around the screean.

The only important thing to
remamber is to erase the word

Animated Electron

An introduction to things
graphical by ALAN PLUME

writing it at the next. Obvi-
ously you can use this method
to move portions of text
around the screen in almost
any direction that you choosa,

The next example, Program
Il, 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 be an i
without the dot. Then using
MOVE and the relative PLOT
commands a “dot” [in fact two
dots| can be moved down to

dot the “i". Lines 60 10 110
uge the technigue outlined
above of displaving and then
arasing to give the impression
of movemeant,

Linas 130 onwards display
another piece of text which is
printed with a small dalay.
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 1o the gap.

The third and final example
shows the use of redefined

.

7w

=.c

characters with the above
techniques.

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

Thirteen characters are
defined. once again using the
VDU 23 siatement familiar
from the Efectron L'ser Casting
Agency series,

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

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

This is repeated for frame 3
and the whole sequence is
repeated until ESCAPE or
BREAK is hit.

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

at the last position before Frame | Frame If Frame 1 the upraised arm in frame 3.
' 218 PRINTTAB(7.15) move$ 128 VDUZ3,231,15,13,13,13
250 FOR delay=1 T0 58:MEX 220 COLOUR 3 112,13,13,13
18 REN PROGRAN I T delay 230 PRINTTAB(R, 14)*'* 138 VDUZ3,232,0,8,0,0,8,0
20 MODES 268 NEXT 248 FORXL=AT0S 11413
38 REM 250 PRINTTAB(XX,14)* * {48 VDUZ3,233,0,94,240,24

40 REM Turn cursor off

58 REM

&8 VDU23.1,0;8:8;8;

78 Texté="#nlsation"

88 REM

90 REM Blank$ is n space
5, where n is the length of
Text$

198 REN

118 Blank$=STRINGS (LEN(Te
ktf " ")

128 REM

138 REM 11 is horizontal
position where Textd is to
be printed.

14R REM

158 1X=35

168 PRINTTAB(XY,B) Text$

178 FORYX=1 TO 3@

16@ PRINTTAB(XY,Y1-11Blan
k$

198 PRINTTRB (X%, Y1) Texts

200 FOR delay=1 TO S@iNEX
T delay

218 HEXT

228 FORY3=38 TO | STEF -1

278 PRINTTAB(XX,YL)Blank$

248 PRINTTAB(EY,YX-1) Text

18 REM FROGRAM 11

28 MODE!

38 VDU23.1.8y0;0:0;

4R VDU23,224,0,8,534,24,2
4,24,60,0

58 COLOUR |

@ PRINTTAELE.1B) *Always
dot vour "+CHR$224+"'s,"

7@ 11=524

BB FORYY=1823 TO 712 STE
P-4

] HIWEII.'I'IJFLQTIJ.I

[8@ WOVEXR,YI:PLOT2,7,0

118 NEXT

128 WOVEXY,YX:iPLOTL, 7,8

138 COLOUR 2

148 Text#="And dont forge
t your apostrophes.”

158 LY=LEN(Text$)

140 FOR letter=1 TO L

178 PRINTTAB(letter-1,15)
NID#iTexts,letter 1)

188 FOR wait=8 TD 4@:NEXT

198 MEXT

208 moved=" "+RIGHTS(Text
§,.26)

268 PRINTTABIXI+] 140" °"
170 FOR wait=@ TO 4B:NEXT
88 NEXT

298 FRINTTAB(T.14)* *

Jog PRINTTABR(7, 151"
Jle vou 3o

Program 111

10 REN PROGRAM I11

28 MODES -

J0 PRINTTAB(3,38) "EXERCI
SE TINE!®

4B VDUZ3, 1, B0y 11y

38 VDU23,224,0,0,8,0,0,0
235,127

b9 VDU23,225,8,95,248,24
8,248,%6,252,254

78 VDU23.226,3,1,1,1,0.1
vyl

80 vDU23,227,255,251, 251
y2ul,24%,251,251,2

“ WWI.!N;LI,I,LLI
o143

189 voU23,229,192,152,132
192,132,152, 152, 136

118 vDU23,230,0,8,0,0,8,8
W7

B,248,96,254,255

158 VOUZ3,234,27,49,97,19
3,128,111

168 VDU23,235,253,248,248
248, 248,248,248,248

178 VDU23,234,128,192,%6,
48,15,8,0,8

108 Y¥=8:¥i=10

198 REPEAT

288 REM st figure

218 VDU3L, XL, Y, 224,225

220 VDUS1. MY, Y141,226,227
132

238 VDUSL, A%, Y142, 228,229

248 REM 2nd figure

250 TIME=BrREPEAT UNTIL T
IME=28

268 VDUS1, XX, YL, 238

270 VDU3L, KX, YE+1,231

280 REM 3rd fiqure

298 TIME=B:REPEAT UNTIL T
INE=20

380 VDUSi, N, ¥i,232,233

318 VDU3L, AT, Y241, 234,235
1234

128 TIME=B:REPEAT LNTIL T
INE=28

338 UNTIL FALSE
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LISP, developed around 1860 by John McCarthy and others at
the Massachusetts |nstitute of Technology in America, is one of
tha 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 fists. It is a LISt Processing language.

Perhaps the most pub-
licised used of Lisp has beenin
the field of artificial intel-
ligance research, The expres-
sive 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 conversations,
write stories for children and
summarise text.

Most mainframe compulers
support Lisp and now a few
micras as waell, There is no
generally accepted standard,
50 85 @ result there are many
dialecis around. Howewver,
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
cartridge. The cassatie varsicn
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 memory.

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

Large scale implemen-
tations may contain hundreds
or even thousands of built-in
functions. Consequently &
small micro such as the
Electron cannotl hope to

provide all of tham; so only the
bare. essentials are built into
Acornsoft's Lisp. -

Howaver this should b
sufficient. Fortunately, many
of the standard utilities can be
wrilten 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
ara to allow the use of the
Electron’'s excellent graphics
and sound capabilities.

One of the most powarful 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 codea interprater and
3k of initialised Lisp work-
space containing utilities and
canstants. These can be
deleted, if not required, to gain
exira memory.

When loading is complete
the user is asked to select a
mode — either 3, 4, 5§ or 6.
Once one has been selected It
is not possible to change fo
another using MODE n; so if
you want to use graphics or
the BO column mode 3 you
must start up in the cormrect
modea.

There are two main gques-

.'-'!;'Ll"l.:j_.‘. - |
i3 Yorh Mot
il T

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

Chapter 23 in the manual
answers the first question—11
applications are listed
demaonstrating its use. The
programs are not complete,
but do provide the building
blocks for constructing much
larger Lisp applications, and
the user is encouraged fo
develop them further.

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

The answer to the second
question is entirely subjective
and everyone will have their
own opinion. | have to
disagree with the manual
which states: "It provides a
complete introduction to Lisp
and assumes no previous
knowledge of the language’.
and that ''Lisp is easy to
learm .. ."

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

resursion being very common.
Unlike Basic, you need fo
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 principla”. The concepts
strike you suddenly when you
are almost ready (o give up.
Once you have been struck,
everything falls into place.
Strength, stamina and per-
SEVErance are required.

Acomsoft's Lisp is an excal-
lent package for anyone
interested in programming
and computer languages. [t
will teach pattern recognition,
and recursion will become
second nature.

A word of wamning 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 a manual on how
to use Lisp on the BEC or
Electron, but it explains thea
structure, principles and con-
cepts involved in a very simple
and amusing manner.

You do not need Lisp or
svan a computer 1o under-
stand and appreciate it. Read
it. | think you will find Lisp
fascinating.

Roland Waddilove
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ELECTRON JOYSTICK INTERFACE

ELECTRON JOYSTICK INTERFACE -
Electron users! This is the add-on everyone wanis.|
Electron switched joystick inlerface from Firsl Byle' le now

wilh free conversion lape thal vasily extends your game range righl away.

The interface operates with all “Atari-style’ 9-pin joysticks, and ils many
advanced design features pul il way out in front for quality and raliability.

That's why, to dale 15 major software houses are already bringing out

games that work directly with the First Byle Electron Joystick Interface -

and many more are sure to follow.

AVAILABLE FROM WHSMITH &,
AND MOST COMPUTER DEALERS

MAIL ORDER FORM

Please rush me the following items:
First Byte Joystick Interfaces at £19.95
First Byte Printer Interfaces at  £34.95 _ =
TOTAL
| enclose a cheque made payable 1o FBC Systems Lid,,
I wish to pay by ACCESS Visa Expiry date oy

cato [ [ [TTTTTITTTITLT]
Signed N — ——

Address

Look at these advanced design features.

Veoris with all tARET- Qnly 2 chips for ultre-
alyie’ Bpin joyslicks N g2l @ high reflability and kow
and utifisss rapid-fire A b powst consumplion
mode o - ensuring safe
Quickshat 2 W, operatlon with

- tha Electron,

Custom-bullt)
colaur
co-prdinaed cass
i high-impact pasdic.
Spacisd litments ensure
that when ihe joystick is
phegged in, the Ca6e akes the
atrabn, mot the soloered joinis

y ———%Goid-plated
connBcians ansure a
pariecl contact,

Matal polasising ey
and nylon and caps
ansuto positive kocking

First Byte Computers,

10, Castletields,

Main Centre, Derby.

DE1 2PE

Tel: Derby (0332) 365280

A GEMUIME FIRST BYTE
ADD-OMN



TRIG, as you might guess
from its name, is a program
1o help with trigonometry
problems.

Written by GRAHAM
HAWIKINS it will caleculate
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

Don't be obtuse-
get your angles Y
it Ll l'iS ht on!

those triangles! |

-
o
-
="
1d -
pknowt T84 a
%21 e Ef; ﬁt 5ﬂEP';ﬁg1 e, -
pde
.
=
=
-

10 REM TRIE
20 REM (C) ELECTRON USER
J0 4KEY10.OLDIN
tRUNGN
40 sFX1L,0
S0 #FX200,1
&0 MODE 5
70 PROCEitle
80 MODE 4
90 VDU 23,1,0; 0s0:0;
100 PROCinfo
110 PROCintra
120 END
130 DEF PROCintro
140 [LS
:PROCkriangle
190 PRINT TAB{E, 14} "NHAT

160 PRINT
length

L
i70 PRINT *Do you know one

AR E R RN IFREEE 2.

INFORMATION DO ¥OU HAVE®
{PRINT *Do you know the

of twg sides?..iou..

side and one angle?. .,

180 PROCreturn
190 INPUT * “one_or _two
200 IF one_or_two=)
THEN PROCsides
210 IF one_or_two=2
THEN PROCanglesides
220 IF one_or two:d
THEN PROCaistake
230 DEF PROCaistake
240 PRINT
tPRINT *YOU HAVE BIVEN
F WRONE ANSNER |
PLEASE TRY ABRIN®
230 ENVELOPE 3,2,-25,-B0
B, 15,0,0,125,0,0,-128
126,126
260 SOUND 1,3,154,27
270 FOR T=1 TO 4000
tNEXT T
tELS
tPROCintro
280 ENDPROC
290 DEF PROCsides
00 CLS
+++= 110 PROCkriangle
320 PRINT TAB(D,14)*Nane

the first side kngwn
e P e
330 INPUT TABI37,160" "Firsts$
J40 PRINT TAB(O,18) "Hame
the second side known
Eitoar Lies®
350 INPUT TRE(37,181" "second$
340 IF first$<*X*0R second#$!
l’:"
THEN PROCmistake
379 IF firstd=second$
THEN PROCmistake
380 CLS
:FROCtriangle
330 PRINT TAB{0Q,18) “Entar
length of side "jfirstd:

#00 INPUT TAB(3S,lb)first
410 PRINT TAB0,18)"Enter
length of side *jseconds

L]
420 INPUT TABI35,18)secand
830 IF first$="1"AND second:f
irst
THEN PROCpythagoras

480 IF second$="I1"AND firstis
econd
THEN PROCpythagoras

450 IF first(=0
THEN PROCtoosmall

460 IF second{=(0
THEN PROCtoosaall

£70 IF firstBCX"I" AND second
L S b
THEN PROCnot x

480 IF firsk&{:"Y" AND second
$Oy"
THEN PROCnot y

490 IF first#()=I" AND second
L0
THEN PROCnok_2

300 ENDPROC

510 DEF PROCnot _x

320 CLS
{PROCtriangle

530 IF firstf="Y" AMD second$
="I" OR first$="1"
AND second$="Y"
THEN third=first#first+(s
econd#second)

a4 IF firstd.d
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FORMULRE

The formulae
are SIKE,.CDSIHE

SIN =

oS =

TAH =

used to £

ind the unk
and TAMGEHWT thui?ouns

OPPODSITE
HYFOTENUSE
ARPJRCENT
HYPOTEHUSE
OPPOSITE

Press SPACE to continue.

THEM PROCsure
530 IF second<.3
THEM PROCsure
350 PROCIength_af
570 PRINT TABiD,20] "Length
of side I is ";50R (Ehir
dl;® units"
g80 IF firsté="y"
THEN A=DEE (ATN [first/se
cond} !
ELEE A=DEG (ATM [second/f
irst))
530 B=%0-A
500 PRINT
sPRINT "Angle A is "if;
" degrees”
410 PRINT
sPRINT "Angle B is "iB;
" degress"
620 PROCagain
&30 ENDPROC
40 DEF PROCnot y
650 CLS
tPROCEriangle
&b0 IF first$=")" AND =econd$

zIII

THEM third=first#first-is
econd#secand!
ELSE third=second#second-
(first#first)
570 1F first=secand
THEN PROCpythagoras
680 IF first(.5
THEN PROCsure
890 IF second{.3
THEN PROCsure
700 PROClength _of
T10 PRINT TAR(O,20) "Length
of side ¥ is ";50R (thir
d)¢™ units"
720 IF first$="I"
THEN B=ASN [second/first)

ELSE E=RSM (first/second!
730 A=90-IEG (B!
740 PRINT
tPRINT “Angle A is ";A;
" degrees”
750 PRINT
tPRINT "Angle B is ™
DEG (B);" degrees"
760 PROCagain

770 ENDPROC
780 DEF PROCnot_z
790 CLS
tPROCEriangle
BOO IF first$="1" AND second$
=l‘|l
THEN third=first#tirst-is
econd#second]
ELSE third=second#second-
ifirst#first]
810 IF first=second
THEN PROCpythagoras
820 IF first(.3
THEN PROCsure
B30 IF second(.3
THEN PROCsure
B40 FROClength_of
B30 PRINT TABLO0,20)"Length
of side I is ":SOR (thir
dlg" umits®
860 IF firsts="}"
THEN #=ASN (second/first)
ELSE A=ASN (first/second)
870 B=%0-DEE (A)
BEO0 PRINT
tPRINT "Angle A is *;

DEG (Al;" degrees”
B30 PRINT
tPRINT "Angle B is ";By
" degress"
F00 PROCagain
210 ENDPROC
%20 DEF PROCtriangle
930 MOVE 380,740
940 DRAN TED,790
930 DRAW 780,780
950 MOVE 380,7&0
970 DRAW 780,780
980 PRINT TABLL7, 331"
990 PRINT TAB(23,4)"Y"
1000 PRINT TABI1B,9)"1"
1000 PRINT TAB(L14,7)"R"
1020 PRINT TAB(23,2) "B
1030 MOVE 750,740
1040 DRAW 750,790
1050 DRAW 780,790
1040 ENDPROC
1070 DEF PROClength_oi
1080 PRINT TABIO,15) "Length
of gide "3first$:® is

Turn to Page 57
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Full listing starts
R on Page 53
PROCEDURES PROCgame_over Prints your rating, score and high score,
: - sees if you want 1o play again
EROSInanae Efmﬁm;‘ﬁh'ﬁ used and s61S oo Cinstructions Prints the instructions, sets the difficulty
PROCscrean Draws the border, prints best/ball/ level.
blocks.
PROCnew_ball Finds an empty space and prints the
ball, sets the vertical and horizontal VARIABLES
-components of movement. ball Number of balls.
PROCmove_ball Moves the ball until it is trapped, calls  best Best (lowest), score.
PROCbounce if there is a block in thes B% Mumber of blocks placed.
I way. : " Loop counter.
PROCbounce ‘Works out the new direction. uses X%,¥% Coordinates of ball.
FNpoint to see if thare is & block in the  W%,H% Vertical and horizontal components of movemant,
way. E% Flag to show whether an easy or hard game,
FNpoint Sees if there is a block in the way. % Time delay.
PROCdelay (T%) Waits for T% hundredths of a second. a%$ Rating,

16 ELECTRON WSER February 1985




Plan your
colour
chemes

ROGER FROST
demonstrates the
Electron’s design
capabilities

SWATCH is one of those :
programs that amaze you
with the range of effects O S
tha Electron can produce, H :

This program of lines and
colours automatically turns
the pages of a nevar-
ending wallpaper pattern
book or a swatch of curtain
materials.

The designs vary from 4
plain, bold celours, through
Regency stripes and axcit-
ing Welsh tweeds to a
ranga which seems to have
been lifted directly from
the seats of British Rail
trains.

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

Plan vyour colour
schemes for home decorat-
ing, or just sit back and
boggle at the versatility of
yvour Electron.

R L U T ]
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[LELE DL RIL

LT T L |
ol sk U

LILT LT BT ] [
e
| U

el P

{110 =71 T
Wnarpe

UL T
LL LR PRETE T
| A

TPy e s

TV o LT

furmmiinenee | SRR
L1

PR I A

e

ML LEE

LT EURL TR LT 2
L M ) |

B L I BUUTE

ml amTEmE R ome

T LT

L LTI

LA .

LOREMHHISHATC Hens 90FDRstept=T0L0 1506CLNE, 3 220NEXT
20RENsHBY R.Frostess 100FORNL=0T020 I70FOR Y2=0V01023GTEPstep  23QUNTILO

SOREN () ELECTRON USER 1106C0L2, K% 1

40MODES [20FORIX=0TOIZ795TEPstepl  1BONDVEO, Y2:DRANL279, V2

SOVDU23;82025050; 04 + 1F0NEXT This listing is included in
60COLO, 129:CL8 130MOVE X%,0:DRANXE,, 1023 200colTscol1+131F colty] | EPs month's cassette

r. 5 o'
Tocol1=0 LAONEXT coli=0 tape offer. See"order

BOREPEAT 150VDU19,3,col X, 0,0,0 210NEXT
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Fancy pitting yourself against the world's
best at this summer's Dlympics?

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

MICRD 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 hrought
the price right down — to just £5.95.

Ever imagined yourself as another Seh
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 BOO 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

running or jumping then you can always
throw things around in frustration! The
trouble is that it's just as hard to be a
champion at the discus, the hammer or the
javelin.

And the pole vault takes the event 10
new heights!

Yes, it's fast furious fum, 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!

Afso available from WH Smith
and all ather leading stores

Play Micro Olympics
— and let your fingers

do: the running!

...With the

Pt ¥
Fe #
i, Wt
P

"'\ "J:'- - . ﬁ ------------------

I Please send me
B Mico Diympics
B O | enclose cheque made payable to
Database Publications Lid.

[ BBC'B cassstte
[ Electron cassette
[ BBC 40-track dusc
[0 BAC BO-track disc

£5.95
£5.85
£7.85
£1.85

Send for it today

Post to: Micro Olympics offer, Database Fublications,
8 Chester Road. Harel Grove, Stockport SKT BNY
----------------------'
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Classic Adventure
Melbourne House

IT wouldn't really matter how
good or bad this program is
as it is the only Electron
varsion of the ariginal Colossal
Cave adventure, I'd have to
recommand it.

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

| haven't played the original
Crowther and Woods version
s0 | can't say how close 10 the
ariginal this is. However it
gaems to have all the problems
| have read about 50 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 to be found
in the area and are eager 1o get
your share.

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

You s00n come Across your
first major obstacle — a large
venomous snake. lis teath
500N puncture your ego as
well as your skin. It is at this
point that you realise that
things aren’t going to be quite
as easy 8s you thought.

Careful exploration of the
earlier locations soon reveals

Acave to
conjure with

@lassic
Adventure

the solution — though the final
answar 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 @ maze and other puzzles
and finally enter the main body
of the adventure, Eventually
vou will solve the game but it
is more likely to take weeks
rather than days. Well, what

Super for star

THIS well written program
enables the user to 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, right or left as well as
zooming in and out, all via the

Constellation

Superior Software

keyboard.

The well constructed pro-
gram allows you to view the
heavans in two different ways
— a5 you might obsarve 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
letters.,

For example. a group of

else can | add? Very few
adventures ever reach the
standards set by this one.

It is deservedly called
Classic. Someahow it I8 exciting
to wvisit all these locations |
have heard so much about
before,

In a way it is like a 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?

SWAG is a rarity in arcade
style games — it is 8 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

dazers

fetter Gs indicate the position
of the constellation Gemini.

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

All in all a very good
educational package which is
simpla to use. Amateur
astronomers might also like to
consider this one if they're
fortunate enough to own an
Electron.

Ken Smith

jewals 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 guite
prepared to shoot yvou ta get it.

You may also have insur-
ance company robots 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
to a special symbol which
occurs on the screen from timea
1o time.

Attempting 1o keep order in
this lawless area are the
police. There are throe police
cars which score points for
your opponent if you go near
tham.

If wou shoot one, it relent
lessly 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 opponent’'s home,

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

Regrettably, in translating
this program from a BBC
Micro version, one or two
things have been forgotten.
The instructions give a most
unsuitable group of keys to
o
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From Page 719

player two, but fear not, the
actual keys are O (upl, L
{down), + (left), * iright] and
Return {firae)

Mare serncusly, you do not
seam able to redefine the keys
as you might wish,

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

| personally worry about the
glorification of theft and
violence, Is this what wa 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

PEMGI type games have
become quite popular lately
with two or three sofiware
houses having their own ver-
sions on the market,

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

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

The object of the game is 1o
line up three special white ice
diamond blocks without baing
caught by the snow bees,

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

The graphics are excellent
as is the sound, and | found it
difficult enough just avoiding

the snow beas, never mind
fining wp the ice diamond
bBlocka.

Thera is a high score table
of famous penguing, on SCrean
scoring, redefinable keys, and
a practice mode in which you
can't be killed, If you're inlo
arcade games you will love
this one:

Roland Waddilove

No I0SS
of power

Jet Power Jack
Micro Power

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

gion on the big brothar
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 version to find
that it is identical - no scaled
down sound or fawar features,
but the full implementation
with no perceptible change,
not even in speed.

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

| have tried the BBC version
on the Electron and found |
was able to accumulate a
decent score and develop 8
stratagy.

There are five screens
which may be accessad separ
ately from the menu. If screen
1 is chosen, and you are a
better playar than |, the other
SECFEENS Are [-"..HI.':[JLI['I'lE”Jd in
order,

On each the basic format is
the same, with a spaceship on
the left needing 1o be refuelled
with fuel which is on the right.
Shades of Jet Pac, perhaps.
which | enjoyed greatly in my
misspent youth on a Sp*cir*m.

The man is moved across
the screen by careful use of the
left/right controls, and the
hover motor,

There are safe platforms o
rast on briefly., but nearly
everything else is guite lethal

QUIZ HAS ALL THE ANSWERS

THIS marvellous little package
is more than a guiz, more than
a game and much more than
so0 many of the educational
programs on the market.

High praise you say, bul
consider what you get for your
MOney.

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

Then thera's & facility to
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
Seniar Quiz
Kosmos Software

the micro timekeeper,

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

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

It's really compelling stuff,

But wait...there's more to
come. Being the mastermind
you are it won't take you long
to come lo grips with the
correct answers io most of the
750 guestions available.

Therefore create your owrn

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

You sal the guestions and
they get to shoot down all the
nasties from outer space.
Peace will reign in your
household.

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

Ken Smith

to Jack, Each screen has
differant problems, with cle-
ments of other games appear-
ing, such as the vertically
moving monsters which have
the same effect as the lilts in
Corporate Climber

The graphics are good, the
smoothnass of the movemant
superty. Sound is fair, and can
be turned off if required, The
key response is quick, precise
and accurate.

I just wish my reactions
were |

Phil Tayler

Galactic
surprises

Galaxy Wars
Bug Byte Software

ANOTHER game from tha
Space Invaders camp with a
few differences and a couple
of surprises.

You are the little dastroying
machine at the bottom of your
screen, moving left to right
with your FUNC and O keys,
firing with the Delete key.
F fregzes 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 nght,

Haowaver, watch out for tha
space pods which land on your
level and can blow you 1o
smithereens if you run o
them,

But there's no time for
gcomplacency — a5 so0n as
you've fought them off, the H
wing fighters appear on the
screen. These are both hard ta
dodge and at times seemingly
impossible 1o blow up.

And, after all this, you have
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to dock with your mather 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

Survivor
MP Software

THE year 15 1910 and vou're
on a cruise of the tropics when
there is an accident and the
ship sinks. The result is that
you find yourself swimming in
a shark-infested sea

Can vou survive and find
yvour way back to civilisation,
ar alternatively find happiness
on a itropical island?

There are very few actual
puzzles to solve in this
adventure. Almost everything
is sccomplished by choosing
between two alternatives
HIDE or STAMND, EAT or
STARWVE, ACCEPT or REFUSE.

Tha results of these choices
can be hilarous, For instance,
on antering a village you have
te bribe the tribal chief, If you
have what he wants he then
offers you his daughter's hand
in marriage.

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

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

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

You'll also meet Robinson
Crusoe who asks you to stay
and be his friend. If you accept
... end of game again. There is
also a sacret civilisation in the
depths of the island. If you find
them, guess what? Yes, end of
game yet again

I'm not sure I'd call this an
gdventure as such and I'm sure
I didn’t manage 1o find all the
endings — how do you get past
the rhino?

Overall, a8 departure from
the usual M&P style of
adventure but there are so
many alternatives in the
course of the game for you to
choose from, that I'm sure, like
ma, you ll spend your time
discovenng the results of all of
them, It's an unusual and highly
entertaining adventura.

Merlin

Memory
monitor

Starmon Machine Code
Monitor
Slogger Software

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

TIME

THIS iz 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 Qin - {0 contain one
cassette. Thera is actueally a
work book included as wall
which presumably is meant to
excuse the size but somea
manufacturers really are going
to exXtremes,

Four programs actually
comprise the package. dealing
with hours, half-hours, guar-
ters and minutes. Togethear
they cover an extensive age
range and also quite 8 wide
band of ability.

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

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

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

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

The program is very easily
loaded. Just type *ST. and It's
there = instantly,

Once loaded, you may well
wonder what 1o do with it
Well, the clever part of
Starmon is that it usas the
memaory normally occupied by
Basic 0 running Starmon will
not interfers with the program
in Memaory.

It is easily possible to study
any program - even those
unlistable anes, Of course, you
do net 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 Starmon
thinks it detects an Ascli
character it will print that. It
can also disassemble code —
that is, it produces a listing in

TO LE

What's the Time?
Colling Software :

DRAWIng and DRAWIng of
the clock hands seeamed to be
rather a slow and laborious
Process.

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

Half hours extends this
idea, and follows a similar
format which again means
rather tedious drawing. Quar-
ters starts in the same vein,
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 beginner
to this kind of thing don't be
put off, because you can
quickly learn some skills.

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

For the advanced user,
Starmon is a very full program.
With it you can search
memary far bytes or strings, or
move chunks of code around
frorm one area of memory to
another.

You can block fill memaory,
write directly to memory
locations ar alter the 6502
registers, There are also
facilities to single step through
programs, which can greatly
help with debugging. or allow
you to learn 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 psge booklet.
which makes the program
easy to use. This whole
package would be very useful
to anybody keen to program,
or even just dabble in machine
code.

It is a thoroughly profass-
ional piace of firmware.

Rog Frost

the H and M keys,

Although this was much
more meaningful to the
voungsters | 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
CUripus BxXpressions 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 home.

Phil Tayler
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CLOCK is an Electron
utility program which can
be either used 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
program.

It starts by asking you to
gnter which screen modea you
want to use to display the
time,

MNext you are asked to keyin
the ecorrect time. This should
be ina 24 hour format, so that

As time

enter the coordinates for the
screen display position. These
coordinates (X and Y] will
dictate wherg the time is
printed, They should be
entared as, for example, 10,15
(golumn 10, line 15}

MNote that the screen display
position coordinates vary with
the mode entered, so the A
and ¥ values should not
axcead those shown in Table |

After entering the screen
coordinates you will be shown

2 .30pm would be entered as Mode Xvalues Y values
14,300 0 o-70  0-29

Pressing Return when the 1 0-30 0-29
seconds coincide with the 2 0-12 0-29
correct seconds on your own 3 0-70 0-22
watch will cause the program 4 0-30 0-29
to start counting and calculat- 5 012 0-29
ing the time. This means that 6 0-30 0-22
you can set the time wvery

Table {: Coordinate fmits of
the sevan modes

accurately.
Then you will be asked o

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
gither 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 extenslon unitis
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
User Manual.

BBC £27.50
Electron £22.50
Al prices include VAT. P58,
and postage and packing RRRFCETE
within the UK. N
Dealer enquiries are welcomed. Available from
good computer shops or from:

slogger Limited, 215 Beacon Road,
. Chatham, Kent. MES 7BU.

il Telephone: Medway (0634) 811634,
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the display position you have
enterad. If this is correct,
pressing 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 Clock in ane
of your own programs, first
include in your program Lines
40 to BO iselection of mode
may not be needad and if not
line 50 can be discarded).

Then incarporate 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
1 the end of yvour program.

For those readers who are
not familiar with the Electron
program merging facilities, tho
Electron User Guide, chapter
28, pages 200 and 2071 will
provide further assistance.

Merging the Clock program
into another program is
probably best carried out as
follows:

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

W Using the direct cormmand,
DELETE 10, 180.

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

B Ensure that the program
into which you intend to
merge Clock does not have
line numbers greater than
19999, If it does, use a larger
value for renumbearing

B With a separate cassatie
tape loaded into the tape
recorder kay in:

*SPOOL "TICK"
“"Record then Return'™ will
appear on the screen, Put the
recorder into Record and, after
ansuring the tape leader is
past the recard heads. press
Raturn. This will stop the tapes
recorder (assuming your re-
corder has motor control)

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

goes by...

program o ba saved in Ascii
format on to the tape. Then
enter *SPOOL to close the
spooled file.

B Load your own program
and list it to ensure line
numbers do not axcead
19.999

W 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
B8O can now be retyped into
the start of your program and
the renumbared lines 200 to
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
Ctril Stops the clock
display from up-
dating the time,
Caps Lk Restarts the display

updating.

Delete Stops the ticking
sound.

Shift Restaris the ticking
sound.

10 REM seesssreeCLOCKRER
FHERRERR
20 REW #xs##BY ROY A PAG
Edbbiiit
30 REM ###(C}) ELECTRON U
SERE#E##
40 CLS
30 INPUT "CLOCK" ' “"ENTER
SCREEN MODE"**™( O TD & )"
,snode=BET:MODE mode
60 PROCinput_time
70 PROCset time
B0 PROCdisplayposition
30 REM eESERREREERERELEE
TREREERERRER
100 REM #T0 INCLUDE THIS
CLOCK WITH-#
110 REM #=IN ANOTHER PROG
RAM IT IS +
120 REM #SUGBESTED THAT L
INES UP TO #
130 REM #AND INCLUDING 80
FORM THE +
140 REM #FIRST PART OF TH
E PROGRAM. #
150 REM #LINES 200 TO 300
IKC. #
160 REM #SHOULD BE INCLUD
ED WHEN  #
170 REM #THE TIME 1S REDU
IREDTD #
180 REM #BE FRINTED ON TH
E SCREEN, #
190 REM #Ressssedssbitiss
HEREHERRERER
200 stopkick=0
210 REPEAT
220 PROC_time
230 ticksTINE
240 IF IMEEY(-1) THEN sto
ptick=0

250 IF INKEY(-90) THEN st
optick=l

260 IF stoptick=0 THEN RE
PEAT:UNTIL TIME=tick+%3: 350
UND 1,-8,192,1

270 UNTIL INKEY(-2)

280 REPEAT:UNTIL INKEY(-&
5l

290 6OTO 210

300 END

310 DEF PROCinput_time

320 INPUT “ENTER THE TIME
"' " {HR,MIN,SEC]" " ""EXAMPLE
=T EIRL 10,30 7UHRS,NINS
+SECE

J30 ENDPROC

340 DEF PROCset tise

350 time=(HRSEIA0000)+(MI
NS#5000) + (SECS#100)

J40 PRINT TAB(O,100 *TIME
SET TD -*

370 PRINT'';HRS;"i"1NINS
4" 1" SECS

JB0 TIME=tine

I90 REPEAT:UNTIL TIME = ¢
ine + 230

400 ENDPROC

410 DEF PROC time

420 VDU 23,1,0;0;0:0;

430 time2=TINE

440 hrs=time2 DIV J40000

450 minl=time2 MOD 340000

450 minZ=ainl DIV &000

470 secl=ainl MOD &000

480 secZ=secl DIV 100

470 IF hrs»23 THEN TINEst
ime2- (2483500001

300 IF hrs<10 THEN PRINT
TABUXY)3"0"shrs;

S10 IF hrs»9 THEN PRINT T
ABIX,Y) thrs;

sec?

on

**""CO-ORDINATES""""FOR DIS
PLAY POSITION®"""1 XY 1%y
INPUT, X, ¥

HIS CORRECT?*'*(Y R M)*

iR

op Clack +#

Stop Tickt
tart Tick#

L ataidlis

520 IF min2{10 THEN PRINT
$MiT 0" minds Y

530 IF min2)9 THEN PRINT
"iTain2s "1y

G40 IF sec2¢10 THEN PRINT
3"0%;sec?

550 IF sec2?? THEN PRINT;

540 ENDPROC
370 DEF PROCdisplaypositi

380 CLS
390 PRINT'""ENTER SCREEN

600 CL5:COLOUR 131:COLOUR
0:PRINT TRB(X,Y)"{-0K-?-)"
VDU 20:PRINT TABLO,0}"IS T

610 @$=BET$:IF D¥="N"THEN
CLS : BOTO 590

620 CLS

630 ENDPROC

BAD REM SReestediiesiiess

650 REM #Press CTRL To St

640 REM #Press CAPS LK To
Restart #

670 REM #Press DELETE To

kB0 REM #Press SHIFT To §

550 REM #REsRitdieitiies

This fisting is included in
this month’s cassette
tape offer. See order
farm on Page 47.
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Make ligsht work of listings

Ta save your fingars most of tha listings in Electron User have bean put on tape.

On the Fabruary 1985 tape;

CRAAL The mystifying maze adventure. BOUNCY Addictively anndaysng action. PAIRS Can you
remember the cards? BASE & Binpry/hesadecimal conversion utifity. CATCHER Collect the sggs
pefore thoy break. ELOCK Time-keeping utility. RACER Grand Prix action. NOTEBOOK Graphics
windows. TRIG All the right angles

On the Janwary 1885 tapa:
SPACE BATTLE Destroy the deadly desc endang alizns! NEW YEAR A sound and graphics gresting
ESCAPE FROM SCARGOV Minefield action. PIE CHART Statistics mada simple. CLAYPIGEON
An Electron birdshoot, ORGAN Music maestro please! NOTEBOOK An original program, RANDOM
NUMBERS Or not 5o random | SNAKES Reptilean arcade action. CHEESE RACE Beat rival mice.

On the Docember 1954 tape:

CHRISTMAS BOX Align the presents logically. SILLY SANTA Sort out the muddie, SNAP Match
the Xmas pictures. RECOVERY The Bad Progrem maessage tamed. CAROL Interrupt drivEn music.
AUTODATA A program that grows and grows, NOTEBOOK Simala string handling.

On the Novembar 1984 tape:

STAR FIGHTER Anti-alien missions. SCAOLLER Wrap around maching code. URBAN SPRAWL
Environmemal action game. SPELL Alphabetic scucation. JUMPER Level headad action. CAESAR
Code breaking broken, KEYBOARD Typing gama.

On the October 1984 tape:

BREAKFREE Classic arcade action. ALPHABWAP A logle gama to sisain your brain. SOUND
GENERATOR Tame the Electron’s sound channals. MULTICHARACTER ENERATOR Comglas
characters made simple. RIGEL B Out of this world graphics. MAYDAY Help with your morse codn.
NOTEBOOK FPalindromes and string handling.

On the September 1983 iape:

HAUNTED HOUSE Arcade action in the spirit workd. SPLASH A logic gama for non-swimmers,
SORT SHOWS How sorting algorithms work, BORT TIME The time they take, ELASSROOM
INVADERS Multicoloured characters go to school, SAILOR Nautical antics. MATHS TEST Try out
your mantal powears.

On the August 1984 tape:

SANDCASTLE The Electron seaside outing. KNOCKOUT Bouncing balls battar brick walls.
PARACHUTE Keop the skydivers dry. LETTERS Large letters for your scredf SUPER-SPELL Test
yous speliing. ON YOUR BIKE Padal power comes io your Electron. SCROLLER Sliced strings slida’
sidoways. FLYING PIGS Bacon on the wing. | 1
On the July 1984 tape: |
GOLF A day on the links with your Electron, SOLITAIRE The classic solo logic game. TALL

a0 geaphs. FORMULAE Areas, volumes and angles

On the Jume TE4 tape: L1

MONEY MAZE Avoid the ghosts to get the cesh. CODE BREAKER A mastermind is neaded to i
crack the code. ALIEN See fittle green men — the Election way! SETUP Colour commands without A
toars. CRYSTALS Boautiful graphics. LASER SHOOT OUT An intergalactic ahooting gallery \

On the May 1384 tape: -
RALLY DRIVER High speed car control. SPACE PODS More aligns 1o anninilate, CODER Secrel
messages made simple, FRUIT MACHINE Spin the wheals 1o win. CHASER Avoid your opponent

savi Elagtfon mastérpiecas \
On the April 1984 tape: \
SPACEHIKE A hopping arcade clessic. FRIEZE Electron walipaper, PELICAN Cross roads safely.
CHESSTIMER Clock your moves. ASTERQID Space is a minefield. LIMERICK Automatic rhymes.
ROMAN Numbers in the ancient way. BUNNYBLITZ The Easter program, DOGDUCK The classic
logic gama,

On the March 15584 tape;

CHICKEN Leat dangerous drivars test yous nenas. COFFEE

A tantalising word game from Down Under. PARKY'S PERIL Parky s lost in an invislble mage.
REACTION TIMER How fast are you 7 BRAINTEASER A puzzling program. COUNTER Menial
arithmatic can be funl PAPER, SCISSORS, STONE Dut-guess your Eleciron CHARACTER
GENERATOR Create shapes with this utility.

Cn the intreductory tape: !
ANAGRAM Sort out the jumbled letters, DOODLE Multicoloured graphics. EUROMAP Testl your
geography. KALEIDOSCOPE Electron graphics run riof. CAPITALS New uppar case letiers

ROCKET, WHEEL, CAMDLE Thres fireworks programs. BOMBER Drop the bombs before you \
crash, DUEK Simple animation. METEORS Collisions in space l'l,

HOW TO ORDER™ Tttt i i1 1]

Ploase ssnd mao the following Electron User cassatte tapos:

Eourtesn programs from the Februnry 1R85 BSWE | .oemaaiimmeg . [

Ten programs from our January 1985 issu . ooeiiins B =
Mine programs from the Decembear 1984 issue ... rrid T
Nine programs from the November 1984 fssue .., E \
Saven programa from the October 1984 issue........... e b Sk F Y oE hr TR d g O

Nina programs from the Septembear 1 BB A ERBUIE i v an e mserpspbanbifiat sk indandanns SR 1

Fourtesn programe from the Auguat 1984 issue .. g

Ten programs frem the July 1884 lssue .... 4, 4

Tan programs from the June 1984 issue ....... E

Twelve programs from the May 1984 issue Sk

Eleven programs from the April 1984 issue
Twelve programs from the March 1984 ssue ...
Mina programs from the February 1884 issue
26 programs from the introduciony BEsues ...

| enclose the sum of £
BT s mnisssssmnsss iissmn 1nan aerrrermsipi i d an g amass sldsassiliiiamis s s anmerrt e dig POST TO: rgpd' Dffer,
Addrass Electron User, Europa House,
S e Ol Ry (R L L B LR LAY B3 Chestor Boad. Hazel G

Srockport SKT SNY.

....... T " ™
l--------.-------------‘---------I_

LETTERS Large charactars made simple. BANK ACCOUNT keep track of your money, CHARTIST ¥ T

SMILER Have a nfce day! =ty ¥

fo survha. TIC-TAC-TOE Electron noughts and crosses. ELECTRON DRAUGHTSMAN Cruate and KECH'.
ex=~s)

W olhae Pragrame fram

£

o " pages of
St (Tt
B g
= Td
TR oy
A i
. |

On the February 1984 tape: A and gthar
NUMBER BALANCE Test your powers of mental arithmatic. CALCULATOR Make your Elecizan a = ) e ok
caleulator. DOILIES Multi-coloured patterns galors. TOWERS OF HANOI The age oid puzzia 1 Cﬂo . L P
LUNAR LANDER Test your skill as sn astronaut. POSITRON INVADERS A version of the old | le o AN L8 ol | e B
arcade favourite, e P e ..-:;' A "E\

ot ad —
lelectrog |
hxt “ ;%I ?truoslprl[; I|

#nat kg |
AT Rrgas

o
LR
Fisctran Liay |
Vol 1 Mg §
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into the
labyrinth of

despair, beat =
the wizard and {{

collect your

reward in . ..

J’@

Venture deep a5

pazazd

=

290

gl

=

By MIKE BIBBY

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

It is a 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, if
inefficient, handmaiden Jut.

There was one character
however who was not party to
this overwhelming admiration
— Vadham the evil wizard.

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

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

Im_his spare time when he
was not mixing spells or
playing Gauntlet, he 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
yet,

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 returned many times to

visit your old mum and dad
and spend the occasional
happy hour in the company of
the king's daughter 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 castla
moggie, he grabbed his mag-
nificent gold crown and disap-
peared into his hidey hole in

-
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From Page 25

the depths — batter 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 cleaner, however,
ware not impressed with your
infatuation and by @ unanim-
ous decision volunteered your
servicas to retrieve the crown.

They thraw you head-over-
heels down the dungeon sieps
with a warning that should you
return emply handed all your
beloved possessions would be
forfeit, even your subscription
to Electron User. Some people
stop at nothing.

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
gingle letter commands. Thase
are n, s, @ w, | and i for the

Craal listing

19 #FA282,46

28 MODE &

38 GOTO 184

4B DIN diild,.4)

50 h$=STRINGS(23," *)ick
shfrof=hishi=""c=""108=""

&8 hh$=STRINGS(235," ")i
ood=hfzhhé=""1008=""

70 FOR %=1 TO 1@z FOR 4
I1=1T704

B@ READ dX{I%,d1)

98 MEIT: NEXT

e N =121 TA=T: M1
= 5l

110 DIN j#(NT) s DIM oliNX
1: DIN a%(N%)

128 FOR 1% = | TO NI :REA
D hh#,cck:BOSUB SiB: F8(1%)
=pofthh$=ccé:BOSUE 518: oll
IT)=VAL (oof): NEXT 11

138 FOR 1% = | TO MX :REA
D afiI%): MNEXT IX

148 hf=""1c$=""10¥=""

158 b% = TRUE : dI = TRUE
t el = TRUE: sI = FALSE: 1
1 = FALSE & al = TRUE : gt
= FALSE: f1 = TRUE

168 R = 2: a1l = 3

178 G60TO 238

188 PRINT *On & visit to
the Palace of Craal, you *

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

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

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

It s imperative that great

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

in the palace dungeons.
i

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

288 PRINT "You are thrown

into the dungeons and ¢
old not to cose back withou
t the crown,"

218 PRINT"Here begins the
adventure....""

220 GOTO 48

238 REPEAT

248 IF RY <) xI THEN BOSU
B 390

258 xX = R1

248 CY=@:REPEAT: BOSUE b
Bt UNTIL CX¢) @

278 ON CY GOSUB 792,B38,8
5B,918,1878,5%0, 968,948, 181
B,1168

288 UNTIL gl

298 PRINT

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

care |s taken when entering
thase 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
adventure, would it?

J1B PROCa(32):PRINT: BOTO
34

320 PROCa(29):PRINT

338 PROCe(38): END

348 PRINT:PROCA(S1)

350 c$ = BET4: IF INSTRI®
Nn®,c$) END ELSE RUN

J58 PRINT “NWhat now?"

378 REPEAT: INPUT *===)"
cf 1 UNTIL c${>""

380 IF LEN(c$)(21 BOTOD 48
]

398 CI=INSTR("nzewil™,c$)
¢+ IF CXC)@ RETURN ELSE PRIN
T "I don't recognise this s
ingle letter command = only
Ny8, 8 Myiyl. "RETURN

408 S1=INSTR(c$," "1: IF
S1=8 PRINT "I don't underst
and - put a space between C
pasand and object, please.®
tCI=R:RETURN

410 verb$ = LEFTH(c$, 5i-
11: o$=" "+MID$(cH, S0+10:RE
PEAT: of= RIGHT#(of, LEN(o$
)-10s UNTIL LEFT${o8,L1(>"
L]

420 CI = INSTR("droptakes
ayhit®, verb$}

A38 IF CXC)1 AMD CICHS AN
D CX(Y9 AND CR(>12 THEN PRI

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

NT "I don't understand your
consand. " 1CI=@:RETURN

44@ IF Ci=1 CZ=7 ELSE IF
C1=5 Ct=B ELSE IF CI=12 ClI=
1@ ELSE IF CI=9 RETUEN

458 21=@: 1Y=1:1Mi=8: REPEA
T

468 IF LEFTH(of,4)=LEFTSI
J$AIT) 4) THEN MX = |

470 11 = 11 #1

480 UNTIL WI=1 OR 1%=Ni +
1

490 IF W=l z1=I1-1 ELBE
PRINT "I don't understand t
he object you mean.® : Cl=@
1 RETURN

588 RETURN

310 oog=""

520 FOR JJ% = 1 TO LEN(hh
L ]

538 RRI=ASCINIDS (hh3, 041,
-3

548 IF RRY=38 OR RRI=41 O
R RRI=34 RRI=RAT+]

558 oof = oof + CHR¥(RRL)

S6@ NEXT

578 RETURN

SE0 END @ +eEEbEEERERRRE

Turn to Page 54
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PAIRS is a game relying
heavily 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
another 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 salect.

Level one is the sasiest,
and sach successive level
becomes increasingly dif-
ficult, up to the last which
i5 almost impossible to beat
without resorting to pad
and pencil.

Aaaenws |§ YOUT MEmory as good

entering its horizontal
coordinate (A to M), and

'« ?
then its vertical coordinate as the Electron s
{1 to 4). -

The computer always
has first go, but this is no Find out in ALAN GORNALL's
real hardship, as it is
unlikely to pick up a pair at

] - —.—'_'_._
its first attempt.

PROCEDURES
PROCIlavel Decides the level of play.
PROCinit Saets up certain variables, the user-

defined characters and the one and
only envelope used.

PROCshuffle Shuffles a pack of cards
PROCsetup Draws pack face down, and axes.
PROCmymove Decides and executas tha program’s
move
PROCstat Displays scores.
PROCresult Determines the consequences of
either player's move. 9
PROCyourmove Enters and executes the move of your move HBJ-
choice. d movE

Othar sub-procedures are called from within these
procedures during the course af a run, and these are briefly
explained in REM statements in the program.

version of the classic card game

VARIABLES
I'r:.‘ﬂ:: :ﬁur score “.” gamt;sg:n — I8 REN Pairs
- e program’s score [in ¢ A
myscora’o The program'’s score [in pairs), 28 REN by ALAN BORNALL
*pnurst:ora'.‘é "‘I'I-DUF score {in pﬂirsh “ HEH :E} ELEEmﬂH HEER
AS(52) Contains the cards in a shuffled form, Cards 48 HKEYR MO.GIMINL. IN
are removed from this array during the 5B EKEYISAVE"Pairs"|MiNS
o, o ctagimss my e poiad i R
ac ontaing an unshu p . ' i
MEMS( | The program's memory, containing the &8 ilE\'IHI-I:II:_I-I.HHHI.II
cards and their positions on the playing 78 REN initiation
surface. The extent of this memory is B8 ON ERROR GOTD 3250
determined by: %8 MODE!
MEMORY Set during PROClevel. 108 VDU2318202;0;8;0;
The remaining variables are not included as they are either 118 PROC]evel
procedure-specific or flags vsed to see whether a specific
event has occurred or not.

128 PROCinit

138 PROCshuffle

148 PRINTTAB(,4) "Pairs
= level ";LEVELS

158 PROCsetup

168 PROCstat

178 REM core of progras

188 REPEAT

19@ REPEAT

208 PAIR=FALSE

218 comp=TRUE
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From Page 27

228 PROCaymove
238 PROCresult
248 UNTIL PAIR=FALSE
250 coap=FALSE
268 REPEAT
278 PAIR=FALSE
288 PROCyourmave
290 PROCresult
388 UNTIL PAIR=FALSE
318 UNTIL FALSE
328 REN  start of proced
ures
JI@ REM decide on level o
f play
J4Q DEF FROClevel
358 PRINT"Which level of
skill do you want to playat
(Ltoh 7
360 REPEAT
I7R A$=BETS
388 UNTIL A$)="1" AND A$(
.‘I‘l
198 REPEAT
408 READ LEVELS$,MEMORY
418 UNTIL LEVELS=A$
428 DIN MEM$ (NEMORY)
438 CLS
44@ ENDPROC
458 REM set up variables,
etc.
A48 DEF PROCinit
470 wyscorel=@
4BR yourscorel=@
498 pairsi=d
SB@ VOULR, 2,40y
518 vDu23,240.8,28,28,187
.127,107,8,28
529 VDUZ3,241,8,28,62,127
,62,208,8,0
538 VDU23,242,54,127,127,
127,62,28,8,0
4@ VDU23,247,8,28,82,127
,127,127,28,82
S50 DIM STH(4)
568 STS(1)=CHR$1B+CHRER+L
HR$R+CHRE$Z48
572 ST#12)=CHRE1B+CHREDHC
HRE1+CHR$241
588 ST#13)=CHRS1B+CHRER+C
HR$1+CHR$242
598 STS(4)=CHRE1B+CHRSA+C
HR§B+CHR§243
488 EMVELOPE2,2,4,0,8,255
8,8,126,0,8,-126,124,128
518 ENDPROC
520 REN shuffle cards
438 DEF PROCshutfle

648 SEEDX=RND(-TIME]
550 DIN A$(52)
b4@ Pack$="AC2CICACSCACTC
BCICTCICRCKCAD20IDADSDADTOE
D90TDIDROKDAHZHIHAHSHEHTHEH
OHTHJHOHKHAE 25354 55566575859
ST5J505K5"
&78 DIN CT(52)
&BR FOR I1=1 TD 52
590 REPEAT
T80 RandoaZ=RND(52)
718 UNTIL CY(Randond)=0
720 A$(1%)=M1D$(Packs,Ran
doal#2-1,2)
738 CX(Randoa®)=]
T4 NEIT
758 ENDPROC
758 REM draw pack face dao
Wi
T7@ REM and coordinate ax
s
788 DEF PROCsetup
790 FOR I%=1 70 13
8RR FOR JI=1 TO 4
B1@ PROCcard(1X,d1,2)
B20 NEXT
B8 MEIT
g4a vous
858 GCOLB,3
B5@ FOR I%=1 TO 13
B78 WOVEBAIY,B84:PRINTCH
RE(IL464)
882 NEXT
£78 FOR IX=1 TD 4
508 MOVEAA,BAT7-128%1%:PRI
nnlt
218 NEXT
520 vDU4
938 ENDPROC
940 REM draw the face of
the card,
950 REM card$, at the coo
rdinates ¥X,YI
958 DEF PROCvalus(XI,YX,c
ards)
978 11=B8%11
988 Yi=BAT-1284YY
998 VDUS
1008 SUIT$=N1D$(cara$,2,1)
1818 IF SUIT$="C" OR BUITS
="S" THEN GCOL®,® ELSE IF §
UIT#="D" OR SUIT#="H" THEN
BCOL @,1 ELSE BCOL 8,3
1828 MOVE XI+20,Y1
1838 IF SUIT$="C* THEN SUl
T§=5T%(1)
1848 IF SUIT$="D" THEM 5UI
T$=5T4(2)
1B5@ IF SUIT$="H" THEN 5Ul

T$=8T4(3)

1868 1F EUIT$="5" THEW SUI
T§=5T4 (4]

1078 PRINTSUITS

1888 MOVE XI+4, YI+#40

1898 PRINTHID$(card$, 1,1}
11@@ vous

111@ ENDFROC

1128 REM draw the card its
elf at the

138 REM coordinates I%,Y1
in the

1140 REM desired colour

1158 DEF PROCcard(XX,Y1,co
lourX)

1168 (1=88e11

1178 Y1=813-1284Y1

1188 GCOLA.colourl

119@ MOVE XI.YI

1288 DRAN XX,Y1+88

1218 PLOT BS,MX+56,YX

1228 DRAW XX+34, Y1480

1238 PLOT B5,1X,Yi+E0

1248 ENDPROC

1258 REM the comsputer make
§ its move

1248 DEF PROCaymove

1272 PROCsearch

1288 PRINTTAB(1@,24) 3 "Ny §
irst move "jN18:Y1S

1298 PROCcard (ABCYI$-54,VA
LYi$, 3

1300 PROCto(ASCY1S~bd, VALY
15}

1310 PROCvalue(ASCY1$-b4,4
SCYL$-48,A%(1))

1320 #F115,0

1330 A$=INKEYS$(380)

1340 PRINTTAE(18,23);"My &
pcond move "3I281 Y28

1758 PROCcard (ASCIZ$-54 VA
LY2$, )

13408 PROCto(ASCE2S=-54, VALY
24]

1378 PROCvalue(ASCIZE=-54,Y
ALY2$ AS(T))

1388 AS=INKEY$(300)

1398 PRIMTTAB(R,24);STRING
$(80," *)

1428 ENDPROC

1418 REM the cosputer sear
ches its

1428 REM memary, MEMS() fo
r apair

1430 DEF PROCsearch

1448 PROCsearchpr

1458 IF pr=TRUE THEN ENDFR
oc

1458 PROCsearchl

1478 ENDPROC

1488 REM PROCot and PROCto
convert

1498 REM a position in the
pack to

1588 REM a position on the
screen and

1518 REN vice versa

1528 DEF PROCot(IX}

1538 Y=(I1 DIV 13)+1

1548 IF 1% MOD 13=8 THEN I
=131 Y=Y=] ELSE K=I1 MOD 13
1558 ENDPROC

1548 DEF PROCto(XX,YX)
1570 I=(Y1-1)#13+K1

1588 ENDPROC

1398 RENM subsidiaries to P
ROCsearch

{88 DEF PROCsearchpr

1618 pr=FALSE

1628 FOR 1X=@ TD MEMORY-1
1638 FOR JI=IT+1 TO MEMORY

1648 IF LEN MEM$(IX)=@ THE
N 1460

1458 1F LEN MEM$(J%)=R THE
N 1&7@

1660 IF WIDS(MEMS(IXD,1,1)
=HID&(MEMS (JX), 1, 1) THEN pr
=TRUE: X15=MID$ (MEM$ (1L} 3,1
)2 A28=M1D$ (MENS (2] ,3,10:01
$=MIDS(MEMS(IZ) , 4,101 Y28=N]
DEIMEMS (JT),4,1)

1678 NEXT J%

1680 NEXT IX

1598 ENDPROC

|78@ DEF PROCsearchl

1718 pos=@

1728 REFEAT

1718 eq=FALSE

1748 ual=FALSE
1750 pos=pos+]

1750 IF LEN A%(posi=@ THEN
eq=TRUE:EOTOIRIR

17708 teapl$=NID§(A$(pos),]
vl

1788 teap25=MID$ (A% (pos),2
ll-]

1790 FOR 1X=8 TD MEMORY

1628 IF WIDS(MEMS$I(IN), 1, 1)
steapld AND MIDH(MEMS(IX),2
JJ1(teap2§ THEN ual=TRUE:i
=11
1818 IF MIDS(MEM$I(IZ),1,1)
=teapl$ AND MIDS(NEM$(IT),2
1) =teap2$ THEN eq=TRUE

1828 MEXT

1838 UNTIL eq=FALSE OR ual
=TRUE
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1840 IFual=TRUE THEN PROCa
1ENDPROC

16858 PROCot (pos)

1B5@ X1§=CHRE(44+1)

1878 Y14=5TR$Y

1BBR REPEAT

1898 eq=FALSE

1988 pos=pos+]

1512 IF LEN A#{pos)=@ THEN
eq=TRUE:BOTD1978

1928 tespld=NID$(A$(pos],]
Wl

1970 tesp28=MID$(AS(pos),2
A}

{948 FOR II=@ TD MEMORY
1958 IF MIDS (MEM$(IX), 1.1}
=teapl$ AND WID$ (MEMS(IX),2
l1=teap2$ THEN eq=TRUE
1968 NEXT

1978 UNTIL eqg=FALSE

1588 PROCot (pos)

1998 A2$=CHRS (&4+1)

2088 Y2§=5TR$Y

2818 ENDPROC

2828 DEF PROCa

2838 PROCot (pos)

J048 X14=CHRS (6441}

2058 Y1§=5TR$Y

2050 128=MID$ (MEN$(22),3,1
]

2070 YZ2¥=MIDS[MEMS$ (i) 4,1
}

2068 ENDPROC

2898 REM remove a card fro
8 REROrY

2180 DEF PROCsubisubl$,sub
2%

2118 PROCto (ASCsubls-64, V4
Lsub2$)

2120 Asil)=""

2138 I%=-1:REPEAT: [X=11+!
2148 IF LEM MEM§{11)=8 THE
N 2150

2158 IF MIDS$(MEMS!IT),3,1)
=subl$ AND MID$(NENS(1Y),4,
1)=sub2$ THEN MEME(I1X)=""
2168 UNTIL IX=MEMORY

2170 ENDPROC

2188 REM checks if a certa
in card is

2198 REN in meagry

2788 DEF PROCrelf(relif,rel
2%

2218 relevanti=TRUE

2228 FOR I%=@ TO MEMORY
2278 IF LEN MEMSL(1T)=@ THE
N 2258

2240 IF NIDS(MEM$(IY),3,1)
=rgl1$ AND WIDS (MEN$(IY) 4,

1)=rel2$ THEN relevantisFAL
gE

2258 NEXTIX

2248 ENDPROC

2270 REN add a card to mes
ory

2280 DEF PROCadd (addl¥,add
i J|

2290 bit=FALSE

2788 FOR I3=@ TO WEMORY
2710 PROCto (ASCadd1$-54,VA
Ladd2$)

2720 IF LEN MEMS(IX)=0 AND
bit=FALSE THEN MEM$(I1)=A4§
() +add|$+add2$1bit=TRUE
2338 MEXT

2740 ENMDPROC

2358 REM forced delay, hav
g to press

2760 REM & key to continue
2370 DEF PROCkey

2788 PRINTTAB(,24):"hit a
key to continue®

2390 A$=BETH

2480 PRINTTAE(B,24);STRING
§ea," "

2410 ENDPROC

2428 REM displays various
bits of

2410 REM relevant informat
ion

2448 DEF PROCstat

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

2450 PRINTTAB(1@,28); " Your
score "jyourscored

2478 PRINTTAB(8,29); "nuabe
r of pairs picked up so far

*rpairsl

2480 EMDPROC

2498 REM find the result o
f @ move

2588 DEF PROCresult

2518 PROCto (ASCXI§-449, VALY
1%

2528 11=1

2538 PROCto(ASCN28-44, VALY
)

2548 12=1

2558 IF NIDS(A&(I1),1,10=N
ID¥(A$112) 1,1} THEN PROCpa
ir ELSE PROCnopair

2568 ENDPROC

2578 DEF PROCnopair

2580 PROCrel (X1$,Y1$)

2590 IF relevanti=TRUE THE
N PROCadd(X1%,¥Y15)

2608 PROCrel (X2%,Y28)

2518 IF relevantX=TRUE THE

N PROCadd(128,Y2%)

24678 PROCkey

2638 PROCcard{ASCH15-54,VA
LYis, 21

264@ PROCcard (ASCY24-84,VA
LY2$,2]

2658 ENDPROC

2648 DEF PROCpair

2670 SOUNDI,2,4,15

2688 PAIR=TRUE

2690 pairsl=pairsi+]

27080 IF coap=TRUE THEN ays
corel=ayscorei#]l ELSE yours
corel=yourscorel+l

2718 PROCstat

2728 IF pairsi=2& THEN PRO
Cend

2730 PROCsub(X18,Y1$)

2740 PROCsub {128 ,¥28)

2758 PROCkey

2760 PROCcard (ASCE1$-44,VA
LYls,2)

2770 PROCcard (ASCHZ$-54,VA
LY2%,0)

278@ ENDPROC

21798 REN the pase has ende
d

2600 DEF PROCend

2810 PRINTTAB(18,2) 3 "BANE
OVER®

2828 IF myscorellyourscore
T PRINT™I WIN":M%=NI+l ELBE

IF myscoreX{yourscorel PRI
NT"YOU WIN*:NI=Ni+l ELSE PR
INT*IT'S & DRAW"

2638 PROCkey

2840 LS

2BSP PRINTTABI18,18); " Your

score "jyourscorel

2850 PRINTTABLLDY: "My scor
e "jmyscorel

2878 PRINTTAB(®, 151 "and i
n games:"

2660 PRINTTABILS,18);"YoOU

"N

2890 PRINTTAB(IS, 191 "NE

"Nl

2900 PRINTTAR(D,25)3"Do vo
u want another game? (Y/NI'

2918 REPEAT:A$=BET$:LNTIL
Ag="Y" OR A$="N"

2920 IF A%="Y" THEM RUN EL
SE END

2938 ENDPROC

2942 REM your sove

2958 DEF PROCyourmove

2948 REPERT

2978 PRINTTABL1R,24); *4irs

t sove i

2900 REPEAT:X1#=BETH:UNTIL
T183="R" AND X1$<="N"1PRIN
T TABI23,24); 118

2990 REPEAT:YI§=GET#:LNTIL
Yi§)="1" BND Y1$(="4":PRIN
TY1$

808 PROCEo(ASCY1$-54, VALY
j£1)

S8 UNTIL LEN A$(1))8
7828 PROCcard (ASCX1$-&4,VA
LY1$,31

3070 PROCvalus(ASCH1$=-44,Y
ALYIS,A$(T))

JR4R REPEAT

ISR REPEAT

3250 PRINTTABL1R,25) ) "seco
nd move "I

3878 REPEAT1X28=BETS:UNTIL
128)="A" AND X28{="N":PRIN
T TAB(23,25)5128;

31888 REPEAT:YZ$=BETH:UNTIL
Y2§)="1" AND YZ#(="4":PRIN
TY24

I89@ PROCto(ASCY2$-54 VALY
%)

J10@ UNTIL LEN ASi1))0
JLIR UNTIL XI$€HM2% OR Yif
{3Y24

3120 PROCcard (ASCA28-54 VA
LY2§,3)

JII0 PROCvalue(ASCHZE-44,V
ALYZS AB(T))

J148 PRINTTAB(@,24);STRING
§iga," ")

J15@ ENDPROC

3150 REM nuaber on left is
the level

3170 REM the other is the
nusher of

J1B@ REM cards the cospute
F can hold

J19@ REM in memory sisulta
neously at

J208 RENM that level

1212 DATA 1,6

3228 DATA 2,8

3238 DATA 3,18

J248 DATA 4,14

3258 REM error handling, e
sp. ESCAPE

3268 WODES

3278 IF ERR(Y17 THEN REPOR
TiPRINT® at line ";ERL
3288 END

Thiz listing is included in
this month’'s cassette
tape offer. See order
form on Page 47.
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e SR
Ty gl

Notebook

10,20  The usual REM statements identifying

the program,

Change the mode and switch off tha

flashing cursor,

AFOR., .. NEXT loop which repeats eight

times using the control variable Swap,

60 Uses vDU19 g change the flashing
colours {actual colour numbers 8 1o 15}

== o steady colgurs,

BO-120 4 FOR ... NExT loop with control
variable colayr which cyeles 15 times,

30,40
50-70

left comer of the graphics window (zee
Figure 1],
Figures out the
right corner.
Calls PROCwindaw, giving it the par-
L ameters in the brackets, which ha vt bean
worked out in the Frevious two lines,
Since thase values depend on the value of
colour they will e different sach time
round the loop. This means that fifteen
different windows will be defined,

Calls PROCgrid which uses the graphics
tommands DRAW and MOVE to draw a —
grid.

This endless REPEAT .- UNTIL loop just

coordinates of the top -

130

140

150-190
160

PROCwindow

Defines a graphics window using
VDUE-ﬂ.TthDIJuwing Parameters defing
the position of s Lorners. Motice the
semicolons betwean them,

Uses GCOLO 10 redefing the background _
calour

Has CLG clearing the graphies window tao
this naw background colour. Notice that
only the prosent window ig affected,
FROCgrid, This uses the by now familiar
MOVE and DRAW cemmands to put a
== black grid on the screen. Notice thap ™
while the Coordinates seem to cover the
whole screan with lines, only tha part
inside the fingl graphics window dppears.

170

180

200-300

Caleulates the coordinates of the bottom ———

keeps the prompt { >} from reappearing, ~———

30 ELECTROMN USER February 1985

THIS maonth Noteboaok
looks at the way VDU24
can be used to create a
series of graphics win-
dows.

topx, TGD}'_!'_ e —

WINDOW

_'_J_bnlh.. boty

Figure |- Graphics window




I SEND TO: Adventure offer, Europa House, 68 Chester Road, Hazel Grove, Stockport SK7 5NY

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 ... i
> A\ Read the book
‘ — then play

A ~ ! the game!
7 & The
e .
s A Magic g BIRES
TT;:E%* E%i’a"fce Bju?)grr f Ne, Q-
an : == b

_—= BBC Micro
A Dn‘lﬂh v _.______-———"_-__ & Electron

-—--———————-1

Please send me the complete Magic Sword pack [J! enclose my cheque for £8.95

containing storybook and cassette to: payable to Database Publications
[ Or debit my Access/Visa card:

Name

Address No.

Signed

W k)

I N B B D D D B D B D e D D B B N .
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Join in the
farmyard fun'!

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

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

The birds fly to and fro,
the eggs ending up avery-
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 mowve on to the
next level, where every-
thing movas faster.

PROCEDURES
, 558 5
Prints the mesms 2t
% . an. dl
PROCSME i !;C'IT? Draws 1he ‘J"-_“"'”“}.'iz\s.
anﬁ {n?-r Sets the start D{?ﬁ‘;‘mﬂ___
and DL 3 And: L
pefines the un;E::'E;Pgmuﬂd- Sets
jtialise ha 29 e
PHDC’II’II‘:"“ {ers llf"-"r;l aeits and eaggs 19 1
the level —
ke - g, . de e ——
initial value machine €0
i Assembles 2 Shﬂ?e eggs, man a VAHIAELES
mbla ine 10 move : % i
pROCasse routin Time dala
. I ¥
bird. i keys 81 pressed. el jE% Eggs collected,
Checks ! u‘-;ﬁ the man tat ﬂ:ﬂl Leval,
pPROCmMan code 10 :; “hicken to the right 1‘ o il Score.
pMoves i ling, move 10 %,Y%  Chicken's ;
pROCird the end of the % SVE B o
<t. " : Coord)
start of I1hen T;g then calls 1he ﬂﬂ:‘; :?:;J% Loop w“m;::atfrs.
| thereisd s ifitisatt D% p =
PROCegY 1o move {t, Erases it} mn_; - ﬂlrﬂj;:::r mrcmrdmams of eggs
- 5 of coda e
bottoffe epre ant asks it you mb Addrags of oy 0 move fian,
Prints the fina} & -ain' e Address of C{TI!E o e b
har o play again: code to moyve B
pROCanot \g;-'“:;{h!: instructions. Ve eggs,
- Tin
= uctlﬂﬂ!‘
PROCinstr
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S

1B REM ##eees[ATCHER#224

28 REN #For Electron Use
rt

I8 REM #By R.A.Waddilove
| |

4@ DM ERROR PROCerror

58 PROCassesble

5@ PROCinitialise

78 HODE l:VDU 23,1,8;8;0
H B

8@ PROCinstructions

9@ MODE 2:VDU 23,1,8;8:0
'

108 REPEAT

11@ REPEAT

128 PROCstart

138 REPEAT

148 TIME=B:PROCean:PROCHL
rd

158 REPEAT UNTIL TIME}TY
168 TIME=8:PROCaan

170 FOR 1%=1 7O 5

188 IF [X7CA(255 PROCeqq
198 NEXT

288 REPEAT UNTIL TIME}TY
210 UNTIL Yi=28

220 UNTIL EX(S0

238 PROCanother

248 UMTIL INSTR{"Mn® ,BETH

238 MODE &

258 END

n

288 DEF PROCstart

29 VU 7

388 IF EZ)@ COLOUR 11:COL
OUR 142:PRINT TAB(2,5):"CON
GRATULATIONS":COLOUR 12:COL
OUR 139:PRINT TAB(E,18):"Le

- v
v B

vel ";level+1;* coming up !
*:TIME=@:REPEAT UNTIL TIME)
see

J1@ TY=20-1evel#2:151=51+]
geEl

320 level=level +11EX=0

338 VU 19,8,RND(&);0;19,
9,RND(6); 04

748 COLOUR 128:CLS

358 COLOUR 2:COLDUR 129

J&@ PRINT TAB(@,27):1STRIN
B6%128,CHR$225)

378 COLOUR 128:COLODUR &

J8@ PRINT TAB(8,29); "Leve
11"11evel

39@ COLOUR 1

428 PRINT TAB(S,J1);"Scor

...

e="151;

4108 COLOUR 3

420 PRINT TAB(13,29))"Eqqg
5

4§38 X1=@:YI=level :REM bir
d x,v coord.

448 RESTORE

458 FOR 1%=@ TO 1:FOR di=
B TD A3:READ data:?(kIE8+!
YI+11) #b4@+J%)=datasNEXT 1 HE
1T

448 I11=T:REN man x coordi
nate

470 FOR 1X=@ TD 1:FOR Ji=

Turn to Page 56
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Sum way to rescue
a damsel!

Brs
*‘..': s
3 S
e b
'R 2
A
i “’.. i
)
g
h";i.,'{"': e *’.I
.+
E
o
e Tﬂ-
1 |
Pl

HAVE you aver fancied
yourself as a handsome
prince, rescuing a damsel in
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 answaer the
guestions correctly 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,

MNow all we need is a
game about frogs and prin-
Cesses ., , .

10 REN EDUCATION CASTLE
11 REN BY ANDREW GARDINER
12 REM (C) ELECTRON USER

20 ENVELOPEL,!,35,55,155,
253,153,1.126,0,0,-126,125,1
256:ENVELOPE2,1,10,10,10,230,
IIG.HII'.l!ﬁ.ﬂ.ﬂ.-liﬁ.l!&.i?&
+5OUND1, 2,100, 100r endX=01 0D
El:PROCTITLE: MODE2: VDUZ3, 1.0
30303 0; : PROCVAR: PROCSCREEN: F
ROCACTUALGAME

30 DEF PROCSCREEN

40 BCOL 0,134:CLE

30 BCOLO,4:MOVED,0: WOVET?
0,0:PLOTES, 50, 75: PLOTES, BOO,
5]

&0 BCOL 0,2

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

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

90 VDU 23,224,255, 255,255
1209, 255,295,2%5,253

100 FOR 1=850 TO 1279 STEP
90

110 WOVE 1,520:VDUS:VDU224
tNEXT 1

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

130 GCOLO,1:MOVE 1000,500:
DRAWL000, 700

140 VDU 23,225,61,51,561,25
+233,188,252,60:V0U 23,225,1

26,255,36,36,36,36,35,34

150 NOM$=CHR$225+CHRSB4CHR
$104CHRS224

160 VDU 23,229,60,255,60,4
0,60,24,255,189:VDU23, 230,18
9,185,189,36,36,36,35,231: MR
N$=CHRE229+CHRSE+CHRS L 0+CHRS
230

170 BCOLO,&:MOVE BBO,545:V
DUS:PRINTHONS

180 BCOLO,0:MOVE 100,285:Y
DUS: PRINTHANS
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190 MDVE 1180, 100:MOVE 127
9, 100:6COLO, 1:PLOTSS, 1180,30
0:PLOTRS, 1279, 300

200 BCOL 0, 4z NOVETOO0,300:D
RANSS0, 3001 DRANSS0,350: DRAWS
00, 350: DRANT0G, 300 NOVET 23,3
00:DRANTZS, 350 NOVEFOD . 325:D
RANTS0, 325

210 BCOLO,3:FOR T=700+30 T
0 700-30 STEP -4

220 J=BOR(ABS (T0#30-11-700
1(1-700) 1}

230 WOVE 1100-J,.1:DRAN 110
0#J, [1NEXT I

240 PROCERICK

250 vou 28,0,7,19.0

280 VDU 4

270 COLOUR 129:COLOUR 7:CL
g

280 ENDPROC

290 DEF PROCTITLE

300 vou 19.0,4,0,0,0: COLOU
R 128:COLOUR J:CLS

10 voU 23.1,0:0;0:0;5:PRIN
TTABUIL.5)"WELCOMNE"

320 PRINTTAB{1,101°T D

330 PRINTTAB(I,2ZM®E D U C
ATION CASTLE"

340 PRINTTABLLL,28)"by A.E
ardiner."”

Ja0 CoLT=0

340 VOO 19,7,COLL,0,0,0,0

J10 COLR=COLT+]

180 IF COLI=B THEN GOTD 42
0 ELSE IF COLY=A THEM COLY=S

390 SOUND 1,1,100,25

400 FOR x%=0 TO J00:NEXT =
.

410 5070 &0

420 COLOUR 7:CLS

430 PRINTTAB(10,1) *Educati
on Castle."

440 PRINTTRE(O,4) "CAN YOU
ANSNER THE QUESTIONS CORRECT
LY?"1COLOUR 2:PRINT:PRINT"AN
[ RESCUE THE PRINCESS BY CLI
HBINE A":PRINT:COLOUR T:PRIN
T*BRIDBE OVER TO THE CASTLE?

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

450 COLOUR 7:PRINT:PRINT™A
Way.*

450 PRINTTAB(L,15) *Please
gnter your skill level (1-99
1" PRINTTEB (1,191 "THEN PRESS

*tCOLOUR 131:COLOURD:PRINTTA
B112,19) "RETURN"

470 COLOUR 128:COLOUR 3

180 #F115,1

500 SKILLY=0

510 INPUT TABI20,22)""SKIL
L§:IF LEN SKILLE32 THEN PRIN
T TAB(20,22):STRINGS (91, ™!
tPRINTTAB(20,220 ; STRINGS (3, "
*)+BOTOA90: IF SKILL§="" THE
N 430 ELSE SKILLY=VAL SKILLS

520 REM IF BEILLE:1 OR 2K
LL%*99 THEN PRINT TAB{Zl,20!
i *1GOTD 470

521 IF SKILLYIC] DR SKILLYL)
99 THEN PRINT TAB(Z1,20):5IR
INGS (9, *1:8070 490

530 PRINTTAB(9,29] "Now let
‘s ghart”®

S40 TIME=0:REPEAT:SOUNDI,2
100, 2:UNTIL TIME}200

550 ENDFROC

540 DEF PROCACTUALGANE

SE5 VDU 23, 1,0¢0:0:0;

570 DUEZ=INT RMDISKILLYb:g
pel=INT RND(SKILLT)

580 PRINT TAB{L,L);"WHAT I
5 " QUEX:™+":queki ="

390 ansi=0

500 #F1L5,1

SL0 INPUT ansk:IF LEN ansf
JATHEN PRINTTAB(O,0):STRINGE
(151," "1:6070 580 ELSE ansi
=VAL anss

420 TF ans)=QUEY+quel THEN

PRECcorrect ELSE PROCwrong

830 IF end%=0 THEN BOTD 57
0 ELSE RUN

540 DEF PROCcorrect

850 VDU4:PRIMT TRBLL.41:"Y
0U ARE CORRECT '*

&50 SOUMD 1,-15,33.3:S0UND

1i=15,49,3:50UND 1,=15,61.3
t30UND 1,-15,33,3:50UND 1,1
5,49, 3:50UND 1,=15,61,3:50UN
b 1,-15,33,3:50UND 1,-135,4%,
JeSOUND 1,-15,80,3:5008D 1,0
+B1,7T¢S0UND 1,~15, 560,32 5OHIND

1.0,81,3:50UND 1,-15,8],3:5
OUND i.'iﬁ.“d

570 SOUWD 1,0,4%9,3:50UKD |
«~15,33,3

480 MOVE ACROSSYE,UPT:YDUS:
BCOLO, b: PRINTMANS

450 ACROSSY=ACROSSL+A0

700 IF ACROSSI3=250 THEN U
PE=UPL+40
710 IF ACRDSS%=B20 AND UPZ
=585 THEN MOVE 820,585:VDU S
:BCOLO, 0z PRINTNANS : PROCend:E
NOFROC
720 WOVE ACROSSI,UPR:YDUS:
GCOLO,0: PRINTHANS
730 VDU4:PRINT TABLL.4)3°Y
OU ARE CORRECT '*":FOR tyri=0
TO 400:NEXT tyrR
TAO VDUM:CLS
750 ENDPROC
750 DEF PROCYAR
770 ACROSSY%=100
T80 UPL=245
790 ERDPROC
800 DEF PROCwrong
810 SOUND 1,-153,100,2:50UN
0 1,-15,90,2: 5000 L,~15:B0,
2050UND 1,-15,70, 2650080 t,-
19,60, 2:50UND 1,-15,50,2:500
ND 1,-15.40,2:50UND 1,-15,30
+2t50UND 1,-15,20,2:50UND 1,
=151, 3: 50UND 1,-15,0,5
820 CL3
830 IF ACROSS1(=245 OR ACR
055%2=740 THEN 840 ELSE PROC
FALL:PROCEBRICK
840 BCOLO. b:MOVE ACROSSY.U
s VDUS: PRINTMANE: BCOLO, 0:ND
VE 100,255:VDUS: PRINTMANE
850 vous
850 PRINT TABLL,J)"YOU ARE
WRONG'*; TAB(1,5) "1t should
have been"TAB(9):0UEL+auel
870 TINE=0:REFEAT
880 UNTIL TINEX300
§90 CLS
%00 PROCYAR:ENDPROC
910 DEF PROCBRICE
920 MOVE 260, 2408 VDUS: VDUZ

930 WOVE 340,280:VDUS:VDUZ
S40MOVE 420,320: ¥DUS: vDU22

SSOMOVE 500, 360: VDUS: VDUZ2
I 940MOVE 580, $00: VDUS: VDUZT
l 970 WOVE &a0,440: VDUSVDU2
El?EDHDHE 740, 480: YDUS: VDUZ2
* 990MOVE 820, 520:VDUS: VDU22

i

1000 ENDPROC

1010 DEF PROCFALL

1020 MOVE ACRDSSY,UPY

1030 FOR FALLY=UPY TD 45 &T
EP -15

1040 MOVE ACROSSZL,FALLI:GCO
L 0,0:VDUS:PRINTHANS

1050 BCOLO,&tMOVE ACROSSE.F
ALLY:SOUND 1,-13,FALLY/T, L1V
DUS: PRINTMANS

1040 NEXT FALLY

1070 BCOLO,4:NOVEQ,D:HOVETS
0,0:PLOTES, 120,75:PLOTAS, 770
731 GCOLO, 3: FROCERICK

1080 FOR #d1=29 TO 1 STEP -
2: SOUNDE 15, §dT, 1:NEXT FdXi
ENDPROC

10%0 DEF FROCend

1100 FOR =d1=254 10 O STEP
-8:50UND 1,-15,5d%, 1sNEXT sd
o

1110 BCOLO,0:CLE

1120 GCOLD,S:MOVE 300, 0:NOV
E 1279,0:PLOTES, 300,500 PLOT
B3,1279,500: FOR brix=300 TO
1279 STEP SO:MOVE bril,530:V
BUS:VDUZ24: NEXT brid

1130 BCOLO,1:MOVE 500,330:0
RAM £00,800

1440 SOUND 1,-15,100,3:S0UN
01,-15,105,3:SOUND 1,-15,100
3

1150 MOVE 350,300:ECOLO,4:D
RAW 350,400:MOVE 430,500:0RA
W430,400:MOVE 450,400: DRANIT
0,400

{160 PLOTBS,390,650:PLOTES,
450,500

§170 BCOLO,2:MOVE 415,520:M
OVE 3&0,420:PLOTBS,415,700:F
LOTAS, 340,700

1180 XY=390:Y1=T15:R1=23

1190 BCOLO,3:FOR 1%sYI+RE T
0 YX-RZ STEF -4

1200 J1=S0R (ABSIRLERY~112-Y
YIe{12-YL) 1) NOVE XZ-0%,1%:0
RAN YL, DIX:SOUNDL,-15,12+Y
1, LINEXT

1210 BCOLO,4:PLOTET, 380,720
sPLOTAS, 400,720

1220 BLOLO,3:MOVE 0,400:VIU
S:SOUND 1.-15.0,3:VDU224: MOV

Turn to Page 59
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IF you've been following
Nigel Peters" articlas on
sound but ere too busy or
too lazy to work it all out
Creator is the program for
you.

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

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

T

10 REM SOUND CREATOR
20 REM By lan Braysen
30 REM (C)ELECTRON USER
40 REM MAIM LOOP
50 A=0:0=2
&0 MODEZ
70 VDU23:820230;0:0;
80 PROCTITLE
| 20 MODE!
100 VDUR3;B8202;0;0; 0z
110 PROCMENU
120 REM PROCEDURES
130 REM The Menu
140 DEFFROCMENL,
130 VDULS,0,4;0;
140 CLS
170 PRINTTRB(LT, 4] "MENU"
180 PRINTTABIT,T)"1. SELE
CT CHAMMEL®
190 PRINTTAR(7,9)"2. GENE
RATE SOUND®
200 PRINTTABIT, 1113, INS

PROCMENU

PROCVALUE

Pnﬂl:.TlT'l-E
PROCFLUSH

270 1FA$="4" THEN PROCREP
EAT

280 BOTOZ30

290 ENDPROC

300 REM Repetition of gen
erated sound

for yourself, then Sound st =

i
PROCEDURES

pHuGGHP‘-MNEL

pnnCGENERATE

PHDCHEFE-“T

PECT ENVELOPE VALUES"
210 PRINTTAB(7,131 "4, REP
EAT LAST SOUND"

220 PRINTTAB(13,20) "ENTER
CHOICE?"

210 A$=GETS

240 IFA$="1" THEN PROCCHA
NMEL

250 IFR§="2" THEN PROCEEN
ERATE
260 IFA§="3" THEN PROCVAL
UES

310 DEFPROCREPEAT

320 CLS

330 PRINTTABIS,12) *PRESS
SPACE TO RETURN TO MENU"

340 IFA=0 AND 0=2 THEN PR
OCHENMU

330 SOUNDD, 1,P,255

Jb0 IFR%=" * THEN PROCFLL
5H

370 AF=INKEYS{1000)

180 BOTOIS0

390 ENDPROC

IR e e e

YR RS - AL 4 S ) R

i T

the menu an

e Ol
Prints then I.:|I.'l‘..'!5

it
choicé. 1
proceaurs:

Asks for the &
i ithe
chosen then

S04
pitch

agked for
ates the
Generaieés Biioh
retuins 10 the menu.
=
Displays a“rll.t,FEI
'SDUND EN".-'._LU
Repaals the Qe
Draws Oul the
Flushes &

st
when not waniad

400 REM Generate the soun

4

410 DEFPROCBENERATE

420 1F0=2 THEN PROCNENU

430 CLE:PRINTTAB(L0,12) %P
RESS SPACE TO STOP*

440 A=RND(128) 1 BsRND(126)
1C=RND(128) : D=RND(255) 1E=RN
D(255) tF=RND (255)

450 ENVELOPE1,0,A,8,C,0.E
o 126,0,0,-126,126, 126

460 IFPH7 THEN P=100

"
jnd channel. b
value I5

"
random SOUnNd
Toiie

nes

anerated sound

title page
y 2100
1 buffers 10 s10f

Ll nhe R

ShLI =S OrEh

e L
Ve Fase

s _-_I:-."F.:_?fg‘q _f!.!'.

R e 3 f N RS G ,;r#l'.‘{@{"i" :

d asks or your
1o the chosen

If g 18
than

and

dad walues

A
the sound

470 S0UNDR,1,P,50

489 IFA$=" " THEN PROCFLU
H

490 AS=IMKEYS$(500)

SO0 GOTO440

S10 EMDPROC

520 REM Envelope values

510 DEFPROCVALLES

S40 LLS

S50 IFA=0 THEN PROCMENU
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550 PRINTTAB(12,10) "SOUND
‘ImlllillpT-lmn'

570 PRINTTAB(Y,12) “ENV. 1,
0. tAs", 18" 501" 300",
jE;TAB(T, 1417, ";Fy",126,0,0
~=126,125, 126"

580 PRINTTAB(&,22) "FRESS
SPACE TO RETURN TO MENU®

590 [FA$=" " THEN PROCMEN
U

&00 Af=INKEYS(500)

510 6070590

520 ENDPROC

&30 REM Choose the sound
channel

440 DEFFROCCHANNEL

530 CLS

680 PRINTTAE (10,82} "WHICH
CHANMEL {0/1)"

670 A$=INKEY$(0)

&80 1FA$="0" THEN Q=0:80T
D710

&90 IFA§="1" THEN O=1:P=1
00+ PROCMENU

700 GOTO&TO

710 CLS

720 PRINTTAR(5,12) "WHICH
PITCH VRLUE {0-2)"

MEHU

SELECT CHRHHEL
GEHERATE SOUHD
INSPECT EHVELOPE VALUES

REFPERAT LAST SOUNHD

EHTER CHOICE?

710 AS=BETS

TH0 IFA$="0" THEN P=0:PRO
CHENU

750 IFR§="1" THEN P=1:FRO
CHENU

J&0 IFA¥="2" THEN P=2:PRO
CHENU

770 IFA$="3" THEN P=3:FRO
CHENU

TBO IFA$="4" THEN P=d:PRO
CHENU

790 IFA¥="5" THEN P=5:FRO
CHENU

BO0 IFR¥="5" THEN P=b:FRO
CHENU

B10 [FA$="7" THEN P=TiPRO

CMEMU

820 BOTO7I0

830 ENDPROC

B40 REM Title page

850 DEFPROCTITLE

B40 COLOURIZT:CLS: COLOUR]
|

870 PRINTTABI(T,7)"SOUND C
REATOR™

B8O COLOUR?

890 PRINTTABIT,12)"By lan
Brayson"

§00 vDU23,23%,8,6,8,8,8,8
(24,24

810 BCOLD.O

920 FORI=256TO12BSTEP-32

¥30 NOVEOD,I

740 DRAW1ZTY, I

¥30 NEXT

§&0 FORX=0TO1BSTERZ

¥70 Y=23+RND(S)

980 PRINTTAB(X,YICHR$ (239

990 MEIT
1000 FORI=320TOILZ0STEP400
1010 MOVET,254
1020 DRAWI, 128
1030 KEXT
1040 TIME=(
1050 IFTIME=TO0 THEMENDFRO
*
1060 GOTOIOS0
1070 ENDPROC
1080 REN Stop sound by flu
ghing all buffers
1090 DEFPROCFLUSH
1100 #FX1S
1110 PROCMENU
1120 ENDPROC

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

EPIC ADVENTURES...EPIC ADVENTURES..

l 77
i
ADVENTURES

e Wheel
E?Fortune

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

ELECTRON USER

"The Wheel of Fortune for the BBC and Electron is a highly-
recomnmended state-of-the-art adventure.”

MICRONET 800

"The definitive adventure. Highly recommended.”

ELECTROM USER

Our other three adventures have also received superb

SHIELDS GAZETTE
"This has to be the adventure of 1984, It really is superb.”

s=aes-/ 1 he Definitive Adventures
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.”

is a classic puz:'le reviews in Electron User. They each contain approximately

; ei ou'd .
i gi:m'e withall the featuresy 230 locations and 25,000 characters of text.
adw:;tfrnm 1C... -— __-_-_-----—----1
Us “h TO: EPIC SOFTWARE. DEPT.E. 10 GLADSTONE ST., KIBWORTH BEAUCHAMP, I
PL . ¢ oving characters ‘-"'nik - | LEICESTER LE8 OHL Please RushMe- | cassETTE | MISC | STATE:

@ Intelligent i hdyoucanta I gty THE WHEEL OF FORTUNE £995 |&1195 |BEC ]
varying mooes: gty CASTLE FRANKENSTEIN £795 | £99s |ELECTRC
them too! and speech l. gty THE GUEST FOR THE HOLY GRAIL £705 £995 | Mo annhics |
M l.l.i.smn'.g_-r-ru:r'I'L1Fs\'f"‘.1'"’a‘:-"ﬁ . gty THE KINGDOM OF KLEIN £7.05 £6.95 | onElecton 1

@' 1:(:1531'13“?‘5 | FOSTAGE & PACKING FREE FOR 2 OR MORE, ADD 50p FOR ONE
in Ay
] Runs in :ea\ time. 30 ﬂuﬂ l I enchose Cheque®.0. o the value ol | (Payable to Epic Softwase’) I
@ 250 lDCEI'L:IC’ﬂEE'tandS:T; EP{C-S I rame e |
aracters Of 18Xl ch so -
c‘t;-::;e <sion techniques can G I ADDRESS .
R Jch into the Electron- i ] POST CODE -
it : All programs avadable for immediate despaich, Dealer enquiries welcome. Help Service
Send letier if you don't want to cut magaring l

IC'. ﬁD\"ENTLIR.,.EPIC H.DURES...EF‘IC ADVENTURES...EPIC ADVENTURES...EPIC ADVEMTURES
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COASTER is a short
graphics routine which
runs in Mode 1, drawing a
spiral which curvesin three
dimansions.

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

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

Each curve is drawn a
few pixels to the right of
the pravious one. The siza
of the oscillations de-
creases as the waveform
proceeds.

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

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

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

ﬁ?ﬁ

loop which usas the VDU
19 command to animate tho
image.

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

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

“‘ 4IJ|II ,.'.

200 VDU 19,E,4;0;

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

displays.

f W "%i{“’*i:amrﬁw

10 REM seesssss COASTER
R
20 REM ®s##3# By Jon Willimgt
on Hde
30 REM ### (CIELECTRON
USER #++
£ 40 MODE 1
1 S0 DEF FMx(X,E)=Xe100+E
&0 DEF FNy(X,E)=COS (X)#
EXP (=X/B)#(500-E)+512
70 K=14+#F] /255
80 FOR E=0 TO 180 BTEP 10
50 C=0
100 NOVE 60,1023
110 FOR 1=K TO 4#P] STEP K
120 C=C+l
tBCOL 0,C
130 DRAW FMx (X,E},FHy (X
+E
140 IF C=]
THEN C=0
150 NEXT
tHEXT
160 REPEAT
170 FOR E=1 TD 3
180 VDU 19,E.7;0:
190 N=INKEY (5}
200 VDU 19,E. 1308
210 NEXT
220 UNTIL FALSE

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

-‘;'r‘?] ]

Get yourself taken for a ride
with JON WILLINGTON's
clever graphics routine
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Just what you've

been waiting for!

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

Word Processor: Ideal 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
option in both edit and
printer mode - pearfact for
young children and people
with poor vision.

Word Processor *Graphics

* Spreadsheet x*Database

Now they’re all together
-in ONE simple package

Spreadsheet: Enables you to
usa your micro for home
accounts or pocket money
records. It creates a display
of numbers in rows and
columng. Continuous
updating is possible, and a
changed figure can be
instantly reflected throughout
the rest of the spreadsheest.
Your results can be saved, o
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 1o the four most popular applications for
professional computers. All the programs have bean
designed for simplicity, so even a child can use
them. Easy, fully-detailed instructions are included.

ONLY

£5.95/£7.95

CASSETTE

Disc

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

or can be fed into its
associated program ...

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

. Piease sund ma copylcopies of 1 BBC'B cassetie £5.95 l
' Mimi Difice O Electrom cassetie £5495 I
B O | enclose chaqus made payable to O BBCA40-wackdisc  £7.95 i
I Databaze Publeeations Ltd. 0 BBC BO-1rack disc £7.95

l for £ Please tick bax l
I | wigh 1o pay by l
I O Access [ Visa No. Expiry date l
l Signed |
i Name ]
i Address =
l Post to: Mini Office offer, Database Publications, =
] B8 Chester Road, Haze! Grove, Stockpert SK7 5NY
l-------_---------------J
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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 share.

This month it's very much a graphics show. MNext month
— who knows? 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

; '. -I

4B DRAM BA4,399:0RAN BAA
L4281 TRAN 415,6241 DRAN 413,

399

78 MOVE 479,431

e 6CoL 8,14

90 DRAW B08,4311DRAW B00
59200RAN 479, 592:0RMN 479,
831

{ea VU 3

118 MOVE 416,623:F0R C=l
10 &:6COL B,CoVDU AZINEITiE
coL B,1:VDU 42

120 FOR I=1 TO &

178 NOVE 41b,523-324X:6C0

Send your programs 1o

Scrapbook, Efectron
User, 6B Chester Road,
Hazel Grove, Stockport
SK7 GNY

21MEXT

178 NOVE 481,527:VDU 72,6
9,74,76,79

188 MOVE 8.8

198 N=1

280 REPEAT

218 FOR C=1 TO &

278 N=N+l

238 IF N)b THEN Nel
758 FOR I=1 TO 28:NEXT
268 NEIT C

778 N=N+111F N>é THEN M=l
289 UNTIL FALSE

COLOUR HUMBER?

o UMY

240 REPEAT UNTIL FALSE

LA s

-~

X
i N o

AR

R
N

ty
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o wheres Che wine ?
e ol TBE o | 18 REN WINE 6LASS )
| = ol 20 REN K, B. TURNER 148 DRAN
b i ' 448450
| ol 2 LA N Pt
| | 158 NEIT 4
i 48 MODE 4
i 148 FOR A=
e el :: VU 23,1,8;0;8;0; B. 0522 eSS
i P | 7 ﬂ 3,7 178 NOVE 64B+SBESIN(A), 4B
_'_lﬁ: :“'%: ﬂ: _'..1'_;"-:5'. il :. H.'.".ﬂ[l;l; §COS(A) !
o W MRS e : .“:52?‘ A=L T0 20P1-1 STE 168 DRAN 64B4+SBISIN(A+0.9
- ; A o #P1), 1584005 (A+0. 9eP1)
98 NOVE S4B+30BSSIN(A),7 : 1
KB Tuner is being friendly L aucsm AT
in a multi-coloured way ot T GBSHEIN 0.5 .52 e
| ' : 218
(o oren L 149 novE ga0,625-2eni6c0 X 118 NERT & Srdeiae LU
28 REN K. B, TURNER L B, Re1:V0U 42 S :!l FOR A=B T0 2#P1 STEP 208 DRAN G4B+1SRISIN(AEP]
38 NODE 2 158 NEXT X . %22 },S84200C05 (4P 1)
19 NOVE 415,399 148 NOVE 488, 430:FOR Csb zsgl WOVE &4@+24BSINIA),T 238 NEIT A
59 BCOL €,9 10 1 STEP -1:6COL 8,CaVDU & BRHCOS (20P1-1)+284C05 (A



Sue 7/mms
revisits

Januarys
Notebook
progranm

{@ REM ORIGINS REVISITED
29 REN NEIL CANTHORKE
79 REM ADDITONS BY SUET
1HHS
4@ MOLE |
sg VU 231,000
BB VDU 19,1,4,8,8.0
78 GCOL 8,1
88 VDU 29,64015123
98 FOR radiuse 8 70 350
STEP 25
{99 PROCaandalalradius)
118 NEXT radius
128 FOR repeat=1 T0 4
138 READ u,¥
148 PROCoutsidelx,y)
158 NEXT repeat
148 REPEAT UNTIL FALSE
178 DEF PROCoutsidels,y!
198 FOR radius= 8 10 158
STEP 25
198 YOU 29,24Yi
280 WOVE 1,
2@ PROCaandalalradius!
228 NEXT radius
238 ENDPROC
249 DEF PROCaandalain)
758 NOVE B»
260 DRAN -,0
778 DRAN 8,-w
288 DRAM w,d
298 DRAN By
TRE WOVE -w,¥
318 DRAN =w,-W
328 DRAM w,~v
330 DRAW ww
348 DRAM =W
158 ENDPROC
148 DATA 29,862,298, 161,
999,862,998,162
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h race W ”
thrill G:H ur Electron 8
1::1::“ to drive aroun

‘h-'l‘ﬁl;nl:t is to steer your

z and X kevs
car u‘l’l“g thad ﬂﬂh‘ raspec-

to go left a0

ALAN GRIFFITHS

.'

e — ————

J;’

10 REM RACER
20 REM BY ALAN BRIFFITHS
30 REM (C) ELECTRON LSER
40 MWODE 5
50 ON ERROR 60TD 120
&0 PROCinit
70 #FX11,10
B0 #FX12,10
90 PROCstart
100 REFEAT
tPROCnew
tUNTIL ATMBE#L00
AND CY=7
tREPEAT
+PROCfinish

JUNTIL D2=40
L10 TIME =0
tREPEAT UNTIL TIME =100

120 FROCscore

130 #FY 15

140 #F112.0

150 PRINT TRABI0,101;"ANOTHE
R GANE? (Y/IN}"

160 A$=IMKEYS (200)
(IF Ag="" BOTO 1&90

170 IF A%="Y* RUN

180 MODE &
1END

190 DEF PROCcheck IF roadZ(

EX))=FL OR roadl(EX)+P1
{=F% PROCcrash
ELSE BY=5)+|

200 EX=EY+1
tIF Ei=1% EX=0

210 1F X3=17 AND YI=F3%
PROCcrashl

220 ENDPROC

230 DEF PROCcrash GI=G%-10
1S0UND D,=15,52,3
tENDFROC

240 DEF PROCcrash? BI=G%-20
tSOUND 1,-15,4.5
1ENDPROC

250 DEF PROCnew

260 IF INKEY (-5B)PRINT
TRELFR, 130"
270 1F INKEY (-98)F1=F1-1

280 1F INKEY (-&TIPRINT
TABIFYL, 1303 *

290 IF IMKEY (-E7)FL=F7+!
300 HE=RND(3)-2

tCY=CI+HY
sroadf(IZ1=C}
J10 IF Cxi=2 C¥=Ci+l
320 1F CLy=10 EX=L1-1
330 FRINT TAB(FX,13);
CHRE 241
JA0 PRINT TAB(CY,31);BS
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IS0 PRINT TARIFL,121:"

T80 PRINT TRE(FL,13):
cups 24
370 PRINT TAE(D,2):"SCORE
“EY* TINE i)Y

T80 Ii=lTH

TR 1=19 1%
T0CTE pE=TE PERCrar
200 RY=AYe1

#IF RLi=18 PROCeheck

113 CoLous I
$I=114]

£20 - J%=TINE I
sIE=dROIv 18

470 ENRPROC

§40 DEF PROCcsr UX=
BNOET
sCOLOUR: 1%
1PRINT TARICY VT, J01;
CHRE (293}
iNI=Hi4]
s TE=CNalY
aX¥=0
s¥IsETeYL
sENDPROLC

450 REM sssesrnpnnnr PROC
STAFT #eswwes

450 DEF PROCstart

479 V0U 23,230,204, 204
vt 3l 204,204,5
i

480 VOU-23,241. 189,201
118538, 40,189,255
= b

A90- YRy 23,242,580 128
P P R TR
»at

S00-CLE

905 VOU- 23,1, 0:0: 050

510 FOR ¥E=1 TD 3t
sPRINT TAB(HY,XL):BS

320 NEXT

930 FOR K3=8 70 (B+
LEN {B$)-3}
tPRINT TABIKY, 1513
CHRS (2401

NEXT
540 IF Pr=7 05=9
550 IF Pi=y DY=3
540 1F P4=5 03<R
570 PRINT TAR(OZ,180:"5TART
30 PRINT TARLFE, 170
CHRF 241
530 TINE =0
:EALOUR -
$REPERT UNTIL TINE =100
sFPRINT TRE(R, 131
TuRE 242
VBT
{COLoUR 2
(EEPEAT UNTIL TINE 2208
PRINT TaBid, 13}
CHRE 242
TR
tUBL 19,4, 2: 0
:COLOUR 1§
SREFEAT UNTIL TIME =300
+ PRINT TABC4, 130
IE&I
HLY IR
SO0 REPEAT UNTIL TIME =330
tPRERT TABL4 L2

Lo L e Y
:COLOUR 3
S10-TIME =5
+11=TINE
£20 ENDPROC
£ FEM sewapesd PROC
INIT wesnamnes
£40 DEF FROCIagt
450 Fi=10
sHi=¢
1Ci=7
sBE=", =t
s1i=0
sAY=A
sE1=0
167=0
1J2=0
=0
:D1=0
1525
abl S=440

1 T4
ti§="RaCER"
BN roadt(20}
tii=]
ST0-VOU-5
430-VIU- 19,0, 4,2,0:0
PV LS 050,050
670 BCOL 13

Ti0BCOL 11

720 MOVE 3-8,T-8
:PRINT I8

T30 WoU 4

Ta0 WAITE=INEERE {154]

TS0 UG 191, 1L 0,0.0

T84-CLE

793 FRINT TRBMO 1) "1 I8
EASY, %[5 HARD"

FEQ INFUT TAE(D, 515" INPUT
LEVELTL-72" BY
pIE-BYITOR B2SY
BOTD T&d

J70 IF Bro=3 BEsEisl

780 IF BLi=3 Pi=7

750 IF Bi:3 AND BEI{7 Bi=

B0O 1F BI}T AND BRLT Pi=h

10 [F BY)% Bg=". Tt

20 IF BIib Pl=5

830 IF Pi=7 Vi=}

B0 IF Pl=h Vi=3

BS0 . IF PY=5 Vi=1

B&0 IF BI=8 SI=00

870 IF Bi=9 5i=20

B0 Ti=C3

B90 ENDPROC

200 REM sxweanes PROC
FINIGH #aessap

910 DEF PROCtinish

920 IF INKEY [-9BIPRINT
TAB(FY, 133" *

730 IF IMKEY (-88)FY=FI-1

40 IF THKEY (-A7IPRINT
TABIFZ, 130" *

¥30 IF INKEY (=87)FI=Fi+]

940 CX=7
1 D%=D1+]

#10 1F F1(sCT Fl=Firl
S8C IF FLl=Ci+PY FEI=Fi-|
930 PRINT TABIFI 1T

CHRF 241 TRBICE,J1);EF
10G0o BRINT TARIFY, 1215

1010 PRINT TABIFY,131;
CHRF 24
1020 FRINT TABID,0): "SCORE
= e D A

1030 CE=CHRE (2400
1040 IF DX=18
THEN BE=","¢STRINGF(
LEN (ES)=2,CHi+"."
1050 IF DX=19 AND Pi=T
BE="_FINIGH,"
1080 1F DX219-AND PX=7
Bf=", o
1070 TF DY=1% AKD PI=f
Ef="_FINIG."
10B0 IF BI:L9 AND PT=p
a%=", P
1050 {F Di=19 AND PY=S
] e
1190-ENDPROC
1110 REN #a#iess PROC SCORE
FEERLEER
1120 DEF PROCscore
FY30 TiS
sCOLOUR I
1140 LY=RYe(BRel00-]0) ¢ (5le]
o
1150 1TF LiNT
THEN WI=LY
1140 PRINT TAE(&,1):*SCORES"

L170 FRINT TAB(I,20:" theeens

'I
LiEG FRINT TABLZ, &) ; "HIGH
SCORE ";M

1150 PRINT TABL3,4);"YOU
SEQRED - %512
1200 ENDFROC

This listing is included in
this month's cassette
tape offer. See order
form on Page 47.
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First principles of
graphics and sound

Etectron Graphics and
Sound by Sreve Money
| (G ranadal.

THE Electron programmear
has guite an extensive list
of graphics and sound com-
mands at his fingertips. The
number and wvariety of
these can be quite
bewildering to the
nNew Ccomear,

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

The emphasis is more on
useful routines than games
programs, and many of the
procedures could be used in
Your own []rl:lgfams

The reader is taken from

Open

Electraon Machine Code for
Beginners by lan Sinclalr
(Granadal.

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

= Although the Electror-usas
BBC Basic. arguably the best
and fastest around, it's not
much good for smooth anima-
tion effects or efficient wtilities
as it's oo slow and it occupies
oo much meamaory

The simple answer i5
machine code, the language of
the micro's processor, Unlike
Basic, it doesn't have to be
translated by the micro as it
FUnNS.

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

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

The text deals with

first principles = drawing a ling
and plotting a point — 1o the
guite  complex procedura  of

ROM and
to bits and byies. It
asumas no prior knowledge of

everything from

RAM

assembly language, and
explains the inner waorkings of
the micro and the possibilities
of assembly.

The later chapters cover the
methods and principles  in-
volved in an example assemibly
listing, with all mathematical

producing a8 perspactive view
of & wire frame object. All is
explained in a clear and con-
cise manner

The sound section is not as
good as the graphics. The
author seems unaware that
the Electron can only usa ane
sound channel at a tima and
actually lists a program to play
a saries of notes on two chan-
nels simulianeously,

It was obviousiy written on
a BEC Micro and sounds more
like & rude noise on
Electron

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

Roland Waddilove

the

up anew world

processas being kept in
separate appendices at the
back where they are easily
found = ar ignored
Also included is a major
gection on checking and
debugging assembliy
programs, as well as several
pages about 8 machine code
maonitor = parhaps 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 |oading
programs was placed in the
middle of another chapter
about data in assembly
programs. Suraly this would
have been better as a separate
chapter or appendix?
However, this is an
pxcellent and easy to un-
derstand introduction 1o tha
art of machine code program-
ming which will apan up whole
new fields of program writing.
Andrew Oldham

Valuable,
but silow

| Instart Arcade Games for
the Electron by Jean Frost
fPanl.

THIS has been written for
people with little program-
ming knowledge to help
tham create their own
arcade games. There is also
a listing for an adventure
game and character
genarator.

The main contral loop for an
arcade game is listed. After
typing this in you enter the
r_'l.’l:h:F!'fll.JrF!H used

Hare you have a choice of
several different versions of
gach procedure, all with the
game line numbers and all of
which work with the main con
trol {t‘.ll;]r,l

There are seven different
backgrounds, 13 different
aliens, 16 diffarent players and
various checking and scoring
routinegs. You Just choose
which one you want and type
itin

As you can imagine quite a
large variety of games can be
produced. The games look
quite reasonable, but ara in-
credibly slow

| fell asleap threg times
playing the example! This is @
simple space invader type of
game with just one invader. |1
takas well over a minute for
your laser base to crawl from
one side of the screan to the
other

The book is valuable in that
it taaches how to structure
games programs, explaining
eyery procedure in detail, but
the arcade type games
themsealvas are not really play-
able as they are so slow,

A reasonably good
programming book, but not
suitable if you want to play
some fast arcade games.

Roland Waddilove

ad
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&
ASY

ARE you confused bet-
ween binary and decimal?
Do you 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 come
to your aid with his intrigu-

ing utility Base.

It's completely menu-
driven and couldn't be
easier to use.

Just tell your Electron
which conversion 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
PROChbi_to_dac
PROCHILin

PROCbi_dec_work
PROCbhi_to_hex

PROC m:_tn_hi!:
PROCdec_to_bi

PROChex_to_dec

Fﬂﬂﬂdeu_tﬂ_hi.wurk

PROCEDURES

Sats up variables and shows

instructions.

Sets up main menu.

Acts on users choice. .
Changes binary 10 decimal.

“pads out” binary pumbers v_nth
laading ZRrOS 10 make sight Dits.
Waorks out binary 10 decimal

conversion.
Changes Dinary 10 hex.

Changes decimal numbers 10 hex.
Gives binary representation of a

decimal number.

Calculatas decimal to bBinary

convarsion.

Displays hex numbers as

decimals.

PROChex_to_bi
PROCon
PROCoff
FMNanother_go
PROCchoice
PROCassamble
PROCdb1
FMchack_binary
Fhcheck_hax

FNchaclk_decimal
PROC_B_R_E_A_K

Shows hex number in asight bit
binary.

Turns cursar on.

Turmns cursor off.

Asks for another qn. :
Takes users choice from  main
mEnL. ] :
Assembles machine code lor
double height routing:

Usae machine code 10 produce
double height letters. .
Checks for a correct binary
number: :

Validates hex input. _
\alidates decimal number input.
Rastores program after Break has
heen prossed.

—

'3 FEW BASE
20 SEM WARE FENTON
'E EEI! e

1 ELECTRON HIEER

ip REM

52 DIMAYIR);PROCassenb]e
48 #KEY!IBOLD!MMODELINPRO
EBREREN

78 sFI4.1

30 ONERFORSOTOIIIR

72 MODE1:PROCo##:FROCIn:
b (LS

138 REPEAT

1@ FROCd1splay

{22 PROCchoice

138 PROCact on it

1@ CLS:UNTILE

138 REM SHOWS INSTRUTTION
S AND SETZ UP VARIABLES

1408 DEFPEDCInit

178 #FX1:

180 PROCAGI (“e#Basets” 1T

e 1

LN R

19@ FROCBI (*This 1s 2 =h
orb utility program that®,!
JNRDSZ, 1)

78@ FROCABI t*will change

nusbers from:-",1,¥P0542,1)
218 PROCHLsplay

228 COLOURT:PRINT ' “Pressi
ng Escape Will Take You Bac
k To"'""The Main Menu"

278 FRINT "Press space ko
begin®
248 REPEATUNTILNOTIMKEY-2
FiREPEATUNTILTHKEY-7¢
258 ENDPROC
258 REM SHOWS SCREEN DISF
LAY
278 [EFPROCdisplay:PROCoH
&
2E@ FROCHb] ("##Base#s” |5
+ 212 COLOURY
208 FRINTTAB!D, I1B); 440 B
inary To Decisal®
J08 PRINT'"<2! Binary To
Heaadecimal"
18 PRINT“¢3 Decietl To
Binary"
320 FRINT " "74> Decimzl To
Hexadecimal®
38 FRINT "(S: Hexadecima
To Decimal®
J4D PRINT "{&} Hexadecisma
To Binary"
150 ENDPROC
T4 REM ACTS OM CHOICE
378 DEFPROGact on it
388 CLS
398 ON opt GOTD 428,412,4
28,478,440,450 ELSE 198
409 PROChI to_dec:ENDPROC
210 PROChI _to_hex:EMDPROC
470 PROCdec to bi:ENDPROC

—

438 FROCdec to hex:ENDPRO

L

448 FROChex to dec:ENDFRO
19
158 PROChex to bi:EMDPROLC
458 ENDPROC
478 DEFPROCHE to dec
458 CLS:PROCARI {*Change B
inary To Decimal®, 1,251
492 PROCARL ("NUMBER 7.1,
WPOS+Z, 1h i F115" INPUTL INE®
"RE
SB@ IFNDTFMcheck binary C
LS:VDUT:PROCHD] (*ONLY ENTER
SINRRY NUMEERS".B,B,2):TIN
E=R:REPEATUNTILTIME »=302:60
T0458
18 SuN=R
528 1F LENA¥<B PROCFill i
538 IF LENAS$YB VDUT:FROCA
bET"ONLY EIGHT BIT MUMBERS
P 1 VPOS+2, 302 T
IME=@;REPEATUNTILTINE=100:
BOTOAED
S48 IFNOTFMcheck binary V
DUT:PROCART (" INCORRECT EINA
RY NUMBER®,1,VP05+2,30:TINE
=@: REPEATUNTILTINE »=]08: 60T
0480
558 PROChi to_dec_work
588 Y=VPOS:PROCADI(*The

10 DECINAL CONVERSION

UN=5UM=(182°(8-1}]

inary To Hesadecimal®, b, VEQ
g1, 1)

!l eight bit nusber is ".!
JY+2, L PROCADL (A%, POG+] ¥+
2,11 iPROCADL (RS, L, Y43, 1)1PR
OCdb1¢™ in decimal is *,PO3
+1, Y44, 1) 1 PROCAD! (STRE(SUM)
POSHL Y1)
E72 IF FMancther go THEN4
88 ELSE ENDPROC
500 REM FILLS UP BINARY ¥
UMBERS WITH @°5 UP TO & BIT
5
598 DEFPROCFill _inm
&80 LOCALRS
519 WE=STRINGH|(B-LENAS),
0
520 Af=N§+AS
&30 ENDPROC
540 REM WORKS DUT BINARY

£30 DEFPROCHI _to_dec work
668 FORI=1 T0 8
k78 IF MIDE(A$,1,10="1" §

580 NEXT

470 ENDPROC

783 REN CHANEES EI TD HEX
710 DEFPROCHE_ta_hes

728 CLS:PROCAL! (*Change B

Turn to Page 50
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A subscription willen
get your own persnnal copy

sure you

HOT OFF THE PRESSES
month after month for the

next year.

Every owner of an Electron—and
gveryone thinking of buying one = needs to
get Electron User every month. It's the
brightest, most authoritative yet completely
independent guide to 8 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 of station bookstall. Or you
can take out a 12 months subscription and

have it delivered toyou by post.

Your Electro
prﬂt&cﬁn g!

P':Gtﬁ'[:[ Your
:"'ffh our Juxy
S ;Jst cover m;EE
wats: 4 pf!abiﬁ
Vit oLt
stmv' bound with
o ng Cotton and
£l orated with
cetron User logg

£3.95

ElE c"ﬂﬂ

Keep your collection
of Electron User
complete with these
handsome binders

Bound 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.€



Cassette worth
£3.75 if you

F RE—" subscribe NOW

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 te April 26

Pleasa enter number requirad in box E

i =

Electron User UK £43

annual subscription cRe £13 (8 £18)
Ovorseas (Surface)l £20
Owerseas {Alrmail) £40

Solected froe cassaite imanthi

issus  TOTAL

Commanca with

Electron User

— -

Cassette tapes of
Electron User —
prﬂgra n'IS 26 programs

Save typing in programs

from Electron User .
by sending for these |
program-packed

electron
user

You can also take out a
subscription for the 12

monthly tapes for £40.

introductory issues |
Complete sat of 4

£2.00 LU =

£2.25 Overseas (Surfacel

TOTAL

Fabiruary
March
apnl

R

June

Buby
Aligpest
Septamber
Dctobar
Movembear
Decembar
January

Electron User

back issues
£1.25 UK
£ 1.60 Overtens (Surfacel

TOTAL

Airmail prices on &pplication

26 intraductony programs
Lunar Lander Februany
Chicken March
Spacehike April
Aally Driver May
Maney Mare Juns
Golf July

Costles of Sand  August
Haunted Houso Sonl
Broakine Ot

Siar Fighter Ma
Christmas Box D
Space Battle Jan
The Kingdom of Craal Fets

Electron User
tapes

£3.75
(UK & Overssas]

TOTAL

Cassette tape

annual subscription
E40IUE & Overseas)]
Commgnce with

]

rape istate manth) TOTAL

Dust Cover
£3.96 (UK & Overseas]

Binder
E3.35 UK
E5.00 Oversaas

i

TOTAL

==

TOTAL
TOTAL

Paymant: please indicate mathod [ /)

Access/Mastercharge Eurocard
Barclaycard Visa
American Express

Card No.

—
e

Expiry Date

Cheque/PO made payabie to Database Publications Lud

=]

Mame
Address

Signed .

Send to: Efectron Usar, FREEPOST, Europa Houss,
68 Chester Road, Hazel Grove, Stockport SK7 SNY.
__,.' (Mo stamp needed if posted in UK] Aisase aiows 28 diys for delivery

You can also order by phone

s

Don't forget o quole
_4  yourcredit card
number and give
vourfull addrass

Telephona:

061-4800171

4 hours

e e e s el
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IAN RODGERS
adds a whole
new meaning
to the term
‘flow chart’

Over- :
Expansion
pipe

Hot water
storage tank

Cold
return¢

DOMESTIC HOT
WATER SYSTEM

HOT Water makes use of
the Electron’s graphics
commands to produce a
coloured diagram of a
domestic hot water
systam. It's simple yet
effactive, showing the
Electron's design potantial,

And we doubt whather it
will stop at Hot Watar.
Hare at Electron User
we've noticed that a pro-
gram wa featura ona 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 animatad
electrical circuit diagram?
You'd better sand us soma,
or you'll ba in hot water!
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Hot Water listing

10 MORE L
tWOU 23,1,0:0:0:0:
VDU 19,2,6,0,0,0
1 PROCDRAN
tPROCEILLUP

20 PROCLABEL
16070 20

J0 DEF PROCDRAW

40 WOVE 250,1013
1ORAN 500,1013
1DRAN 500,743
:DRAN 1000,763
tMOVE 1000,723
{DRAN 500,723
:DRAN 500,483
:DRAN 500,583
1DRAN 800,543
(DRAN 790, 647
+DRAN 790,263
:DRAN BI0,283
:DRAN 830,353
+DRAN 1070,363
(DRAN 1070,0
1DRAN BI0,0
tDRAN 830,40
1DRAN 680,40

50 DHAN 60,340
tORAN 600,360
tDRAN 400,320
+DRAN J&0,320
:MOVE 830,80
+DRAN 700,80
sDRAN 700,400
1DRAW &00,400
1DRAN 500,603
:DRAN 750,803
sDRAN 750,223
:DRAN 830,223
:DRAN 830,80
:MOVE 380,320
+DRAW 340,340
1DRAN 260, 360
sDRAN 250,800
:DRAN 110,800

&0 MOVE 3&0,400
:DRAN 340,583
tDRAN 440,583
+DRAN 450,973
tDRAW 290,973
1DRAW 290,933
tMOVE 250,933
:DRAN 230,1013
tMOVE 380,400
tDRAW 300,400

:DRAW 300,800
tDRAN 340,800
:DRAW J&0,951
{HOVE 110,800
(DRAN 110,880
tDRAN 0,850

+MOVE 0,880

70 DRAW 110,889

:DRAN 110,943
:MOVE 340,933
tDRAN 340,943

80 ENDPROC

70

DEF PROCLABEL

100 VDU 23,224,0,0,0,0,8

128,42,73

110 vou 23,225,8,8,8,8,8

1EIE1E1

120 VDU 23,225,73,42,28

130

1ﬂlal¢1ufu

COLOUR 1

sPRINT TAB{17,7)"Hot
supply to taps"i

TAB(27,16) "Hot"; TAB(27
A7 flow"; TABI2S, 180}

CHR$ 1223);TABI23,15);

CHR$ (224);TAB(34,200
"B TABLI4,221°0%;
TAB{TA, 24)°1"; TRB (34
3281 "L"; TAB(34,28) "E";
TAB (34,301 °R"

140 VoUu 1%,2,6,0,0,0

150

COLOwR 2

tPRINT TABI2,7)"Cold";
TABI2,B) "supply";
TAB(2,9) "tank"; TAB(1Y
y271;CHRE 1225);TAB(L9
+28);CHRS (225);TABILT
,261"Cold"®; TAB(13,27)
"return”

:COLOUR 1

tPRINT TAB(L&,1)"Expansio

n";TAB(1&,2) "pipe";
TAB(10,22) "Hot water";
TABI(R,23) *storage tank"

160 COLDUR 2

tPRINT TABIO,0) "0Over=-";
TRB(O, 1) "flow": TRE(2
21 3CHRE (22513 TRBI2
+J){CHRS (228)

sCOLOUR 3

$PRINT TABU28,00°DOMESTIC

HOT®; TAB(28,2) "WATER
SYSTEN"

:HOVE 880,1023
:DRAN B840,1023
:DRAW B&0,B880
1DRAN 1279,B80
:ORAN 1279,900
1DRAN 880,500
:DRAW BBO, 1023

170 ENDPROC

180 DEF PROCFILLUP

170 BCOL 0,2

200 MOVE 83,4
tED=1047
15T=832
+FOR F=4 TO 359
tDRANW 5T, F
:DRAW ED,F
sNEXT F

210 MOVE b&4,43
tED=B30
15T=hb4
tFOR F=45 TO 7%
:DRAM ST,F
:DRAN ED,F
INEXT F

220 MOVE &b&4,80
1ED=599
15T=h4d
sFOR F=T9 10 3&0
:DRAN ST,F
:DRAMW ED,F
tNEXT F

230 MOVE 400,345
1ED=579
15T=600
sFOR F=3&3 TO 399
DRAN 5T, F
s DRAW ED,F
tNEIT F

240 MOVE 753,224
1ED=830
167=753
tFOR F=224 TO 258
1 DRAN ST,F
:DRAW ED,F
tNEXT F

290 MOVE 733,258
1ED=T8T
157=731
tFOR F=258 TO 401
:DRAW ST,F
tDRAN ED,F
tNEXT F

250 MOVE 600,405

1ED=787
18T=400
tFOR F=405 TO 439
:DRAM 8T,F
sDRAN ED,F
tNEXT F

270 MOVE 344,325
1ED=579
15T=154
tFOR F=325 TO &74
:DRAN 5T, F
t+DRAW ED,F
tNEXT F

280 MOVE 444,482
tED=4%9
15T=454
tFOR F=482 TO 920
:DRAN ST,F
1 DRAR EDiF
tHEIT F

290 MOVE 500,724
1ED=1000
15T=500
tFOR F=7124 T0 737
1DRAN 5T,F
:DRAN ED,F
tNEXT F

JO0 MOVE 264,345
1ED=T40
15T=254
{FOR F=385 TO 399
:DRAM ST,F
+DRAW ED,F
{MEXT F

J10 MOVE 284,400
1ED=299
15T=264
tFOR F=400 TO 801
1DRANW ST,F
:DRAW ED,F
tHEIT F

320 MOVE 115,805
1El=358
18T=113
+FOR F=B05 TD B&O
sDRAM ST,F
:DRAN ED,F
sREIT F

330 ENDPROC

This listing is incfuded in
this month’'s cassette
tape offer. See order

farm on Page 47.
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Base listing

From Page 45

T3 #FILS
748 PROCdbI ("NUMBER 77,1,
WPOS+2,1): INPUTLINE" "AS
750 IFMOTFNcheck binary €
LS:VDUT: PROCAD] ("ONLY ENTER
BIMARY WUMBERS®,3,R,21:TIM
E=@:REPEATUNTELTIME )=300: 60
10728
Te@ SUn=2
770 IF LEMA$CE PROCFINL 1
A
780 IF LEMA$'B VDUT:PROCd
Bl (*ONLY EIGMT BIT MWUMBERS!
(=11111110) %1, VPOS#2,20 17
IME=8: REPEATUNTILTINE ) =302:
6OTOTZ0
790 IF NOT FMcheck binary
VOU7:PROCAbE (* INCORRECT Bl
NARY NUMBER".1,VPOS+2,21:T1
ME=Q:REPEATUMTILTIME»=TRR:E
oToTze
B8R FROChI to_dec work
818 Y=VPOS:PROCAbI("The e
ight bit number is ",1,¥+Z,
11:PROCAB] (A% ,POS#1,¥+2,11:
¥=Y+2:A$=A8+" in Hex is L"+
STRE*SUM: PROCAL] (RS, 1,Y+2,1
I
B28 IFFNanother go THEN 7
29 ELSE ENDPROC
8328 REM CHANGES DECIMAL T
0 HEX
§4@ DEFFROCdec to_hex
858 CLS:PROCAbI {"Decimal
To Hexadecisal®,1,1,1):PROC
dbl (*NUMBER 7°,1,4,1):"FX13
*tINFUTLINE" "AS
858 IF NOT FNcheck_decima
1 CLS:FROCAbI ("ENTER DECIMA
L NUNMBERS ONLY",B,8,2):¥DU7
s TIME=R: REFEATUNTILTINE}=1R
8: 5070858
B70 R§=R§+" In hex is k"¢
STRE™VALAS:PROCALL (AS,1,8,1
|
BER 1FFManother go THEN B
38 ELSE ENDFROC
898 REM CHANGES DEC TO BI
§@@ DEFPROCdec_to_bi
918 CLS:PROCAb] ("Decimal
Ta Binary®,1,1,1):50N=R:PRO
Cdbl ["NUMBER 7*,1.4,11:"FX!
51 INPUTLINE® "AS
928 IF NOT FNcheck decisa
1 CLS:PROCAL] ("ENTER DECIMA
L MUMBERS ONLY®,.B,8,2):VOU7
:TIME=R:REPEATUNTILTIME }=30
Q:60T0%10

232 IF VALASZSS OR VALAS
(@ OF [ VALAS=R AND As()"p
") VDUT7:FROCAbI("ONLY ETGHT

BITL {=2351",1,4,2):TINE=2
{REPEATUNTILTINE =30@:6OTOF
|

240 PROCdec _to_bi worl

732 PROCARI (AF,1,&,11:PRE
Cdbl(" In Binary is ",PO5.5
+1J:FORIY=B TO LSTEP-1:PROC
dbl (STREAL(TX) \POS, 6,11 1 NEY
T:PRINT

9B [FFManother go THEN %
i@ ELSE ENDPROC

78 REM WORKS OUT BI TO [
EC COMVERSION

988 DEFPROCdec_to bi work

798 B=VALAS$

P28 FORI=1 TD &

1810 Ax(li=E MOD 2

1828 B=E DIV 2

1238 NEXT

1B4@ ENDPROC

1832 REM CHANBES HEX TO DE
CIMAL

1848 DEFPROChex to dec

1878 CL5:PROCdbI | "Hexadeci
#al To Decimal®,1,1,11:PROC
dbl{"HEX NUMBER WITH "&" ?°
13 1 FX LS INPUTLINE" A
]

1880 IFFNcheck _hex CLS:FRO
Cdbl ("ONLY ENTER HEX NUMBER
§*.0,8,2)0:VDUT: TIME=R; REFEA
TUNTILTINE)=3R0:EOTOIRTR

1890 PROCAbI (A%,1,53,1):FRO
Cdbl(* In decimal is ",POS+
1,5,1):PROCAE] (STREEVALAS P
05#1,5,1)

1188 IFFNanother go THEN 1
2878 ELSE ENDPROC

1118 DEFPROChex to bi

1128 REM CMANBES HEY TO BI
HARY

1138 CLS:PROCdbI | "Hexadeci
a2l To Bimary®,1,l,1}:PROCA
bl ("HEX NUMEBER WITH "&° 7°,
1,310 "FX15": INPUTLINE" A%

1148 IFFNcheck _hex CLS:PRO
Cdbl ("ONLY ENTER HEX NUMBER

§*.B.8,2) 1 VOUT: TIME=R: REPER
TUNTILTIME =30@:60T01130

1150 IF EVAL A$233 OR EVA
L A#<0 VOUT:PROCARY ("ONLY E
IGHT BIT { {=kfF)*,1,5,2):7
IME=@: REPEATUNTILTINE}=300:
EOTO1LIR

1148 Bi=Af:SUN=:A=EVALAS:
RE=5TREA

1178 FROCdec to_bi _work

1182 A$=Bs:PROCALI (A%, 1,5,
11:PROCAEI{* In Bimary is "
POS+1,5,11:FORIY=BTOLSTEP-
13PROCAb] (STR$LAXCIZY)  POS,
S.11:NEXT:PRINT

1198 IFFManother qo THEN |
178 ELSE ENDPROC

1288 REM 2 PROCEDURES TG T
URH THE CURSOR ON AND OFF

1218 DEFPROCon: VBUZT, 1,1;0
18;8;0@;0;@;:EXDPROC

1228 DEFPROCof£:VOU2T, 1,8:
B:8;0:0;:ENDPROC

1238 REM CHECKS FOR ANODTHE
kE 60

1248 DEFFNanother go

[23@ PROCAb1("Press Space
For Another Cheice®.1,VPDS+
v k|

1242 PROCAbL ("0r Press Any

Other Key To Return To The
* 1, ¥P05+2, 1)

1278 PROCARL {*Menu®,1,VPOS
+2:11

1288 #FX15

1298 REPEAT:a=INKEY@: IFINK
EY-1 OR INKEY-2 OR [NKEY-43

OR{al>-1AND ac332) THENUNT
ILTRUE: =@ ELSE [F a=J2THENU
NTILTRUE:==1 ELSE UNTILFALS
E

1300 REMeezess ERR O R

HANDLING ROUT
N E#ssds

1318 IF ERR=17 CLS:GOTOD1RE

1328 vou?

1330 IFERR=2@CLS: PROCARI ("
Please Enter a Number Withi
na".1,8,21:PROCAb] ("reason
ahle range '!'", 1.4, 21:VO07

tTIME=0; REPEATUNTILTINE =20
B:PROCact on_it:CLS:BOTOLGR
1348 IFERR=28 ORERR=T&CLS:
PAOCHL] ("Please Enter Corre
ct Nusbers Nhen®,2,2,2!:FRO
Cdkl{*Proapted To Do So*.8,
T2 TIME=R:REPEATUMTILTINE
y=100:PROCact on_ftsCLSYBOT
giea

1358 REPORT

1348 PRINT® at line "3ERL:
B2

1378 #F14

1388 PROCon:ENT

1798 RENM BETS USERS CHOICE
FOR MAIN MEWU

180@ DEFPROCchoices#Fi1S
1410 COLOURY:FRINT "STRINE
§(40,"="|TAB{D,B);STRINGS (4
§,"="1:PROCAEL | "Your Choice
T-law:EIIl E:

{428 REPEAT

1438 opt=BET-42

1442 UNTILopt @ AND opt!?
1858 ENDPROC

1448 REM ASSEMBLES M/C FOR
DBL HEIGHT{ SEE ELECTROM U
SER JULY 1984

1470 DEFPROCasseable

1488 FORIX=RTO2STEF2

1490 Pi=L0ED

158@ [OPTIX

1518 STAL7B:STXLTS:STYATA
1520 LDARIE:LDY#LTR:LDYR:
JSREFFF1

15I8 LDARZT: JSREFFEE:LDANZ
59t JSREFFEE:LDALT : JSRAFFEE
s s JERAFFEE: LOARTZ: JSRAFFEE:
JSREFFEE:LDAKTS: ISRAFFEE: IS
REFFEE: LDALT4: JSRAFFEE: JSRY
FFEE:LDARIL: JSRAFFEE: LODAKTS
+JSRAFFEE:LDALTA: JSREFFEE:L
DANZES: JSRLFFEE

1548 LDARZT: JSREFFEE:LDA4Z
S5t JSREFFEE: LDAY 7S JSARFFEE
1 JSRAFFEEsLDALTE: JSREFFEEL]
SRLFFEE:LDALTT: JSRAFFEEL J5R
LFFEE:LDA%TA: JSRLFFEE; JSREF

»
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Er COMMANDER k.

Joysrick InTerface

FEATURES: ' b Bler

stanuarﬂ Jo',rstlck memory position = Inclutdes sﬁmare utility for maximum gamﬁ

I:Dmpatlbillt\! ® Custom made case » Fully compatible with Auto-Fire Jn\rst{:kl
® 18 months gu‘ar'mtee j

Avallable from all good cnmput r ret*utr-:-rs or cllrect' post Free Fram Bud tumputers
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All prices include VAT and Postage & Packing
MName § e e—N . d
Address u
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Base listing

From Page 50

FEE:LDA#31: JSREFFEE: LDALTT:
JSREFFEE:LDARTR:CLC: ADCHL:d
SREFFEE:LDA#253: JSREFFEE:RT
5

1330 1

1568 MEXT

1578 ENDPROC

15688 REM USES ASSMEBLED M/
C 70 PRODUCE DBL HEIBHT

1598 DEFPROCAbL (afk,X,Y,Cl:
COLOURC

1680 LOCALKZ: FORKY=1TOLEMa
$:AR=ASC (NIDE (as, KX, 1) )i dl=
1+K1-1:Y1=Y:CALLLDR®

1618 NEXT

1620 ENDPROC

1638 REN CHECKS FOR A CORR
ECT BINARY NUMBER

1648 DEFFNcheck _binary

1658 REPEAT: IFLEFTH(A%,1)=
"R Opg=RIGHTS (Af,LENAS-1)

1460 UNTILLEFTS (A%, 11{)" ®

15678 LOCALIX,LR:LY=-1

15680 FORIX=1TOLENA$

1692 IFNIDS(AF, I, L11C"1"
ANDMIDS (A4, IR, 11430 Li=2
1788 NEXT

i7e =L

1720 REM CHECKS FOR A CORR
ECT HEY MUMBER

1730 DEFFKcheck hex

1740 REPEAT: IFLEFTH(AS,1]=
" * h§=RIGHTS(AS,LENAS-1)
1730 UNTILLEFT#(Ag, 114" *
176@ LOCALIZ, AL

1770 IFLEFTS (A%, 100"k =-1
1780 FORIZ=2 TO LENA$

1770 AT=EVAL ("L +NID$ (A8, ]
AN

1888 NEXT

1ete =2

{B20 REN CHECK FOR CORRECT
DECINAL

1878 DEFFNcheck decimal
1848 REPEAT:IFLEFTE(AS,11=
* " AF=RIGHTS(AS,LEMAS-1)
1858 UNTILLEFTS (RS, 143" *
1860 LOCALIX,LE:LZ=-1

1878 FORIX=1TOLENAS

188@ IF ASCMIDS(AS, IL. 1044

15

This

||."
Wil

B OR ASCHIDS(AE,IX,11357 LX
=@

1890 NEXT

1988 =Lt

1918 DEFPROC B.RE A K
1928 DIMAZ(8) :PROC{§:PROC
assesble:ON ERROR 8OTO 1312
1938 #FY11

1940 #F14, ]

1950 CLS:FROCChI ("PLEASE T

RY NOT TO PRESS BREAK AS IT

¥#Baspxs

15 3 short ni

" 00,2} :VOU7:PROCD] ( *AS
IT COULD PROVE LETHAL",R,3,
2)3VDUT e TINE=B: REPEATUNTILT
INE}=200: CLS:VDU?

1942 EOTOIRR

1978 ENDPROC

This 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 YOUI!!

Electron and BBC BASIC, Quick Reference Guide for F'_fngrammers (1 54 pages]_

This guide brings to your attention the vast array of superb prog ramming 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 'ELECTROMN USER' said:-

" .. t'scheap, butit's also excellent. What vou get for your money is an alphabetical
guide to over 200 reserved words and operating system commands. Elaborating
on these are same extremely useful example programs and a brief note on the differences berween
the BBC Micro and the Electron. The main part of the book is taken upwith the directory
of keywaords—and what a treasure trove itis . . . lucid, thorough and surprisingly readable

. thoroughly recommended”.

Data Structures Demonstrator — Cassette (55k of programs)
and Workbook (93 pages)

This coordinated package of cassette plus workbook runs on either the BBC ar 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
{Linked lists; Hash tables; Binary trees etcl. Our programs make it visible and the
workbook provides exercisas lo ensure you can more guickly understand and then
use Data Structures

“ftlooks very “HE.II-”'I " ltshould help alot of students grasp the conceplts maore
readily”; "My students think it's fantastic ™ (Lecturers comments)

‘NO BETTER

Prices include postage and packing. Send cheque 'postal order 1o
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.

VALUE'
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Bouncy listing

From Page 16

18 REM ##&  BOUNCY +##
L

28 REN #By R.A.Waddilove
&

J8 ON ERROR IF ERR(X1T R
EPORT 1 END

40 MODE 1

38 PROCinstructions

&8 MODE 4

T8 PROCinitialise

B@ REPEAT

%8 PROCscreen

188 FOR ball=l TO 25

118 PROCnew_ball

120 PROCmove ball

138 NEXIT ball

148 PROCqase_over

158 UNTIL IMSTR("Nn* kev$

148 END

178

188 DEF PROCinitialise

1@ VDU 23,224,178,835,178
85,178,835, 178,85

208 VDU 23,225,48,126,255
4299, 299, 259,124,840

218 VDU 23,225,295,129,12
7,129, 129,129,129, 255

228 best=382

238 ENDPROC

248

2508 DEF PROCscreen

250 Bl=@:CLS:VDU 19,1,3:0
123, 1,0;8;0; 0,

278 PRINT TAB(R,I1):STRIN
E§(48,CHR$226) ;CHRS (381 3 CHR
§OL0) "' " "STRINGS (42, CHRE224
!

28@ FOR 1T=5T0 18

292 PRINT TAB(R,1Y%):CHRS2
263 TRABLI9, 110 CHRS226;

I8@ MEXT

J1@ COLDUR 129:COLOUR @

320 PRINT TAB(11,10:" Bes
t Score=";best;" *

338 COLOUR 128:COLOUR 1

J40 PRINT '"Blocks:®:BY:TA
B(3&);"Ball:"

158 ENDPROC

k1Y ]

378 DEF FROCnew ball

388 PROCdelay(10@):VDU 7

3908 PRINT TAB(3S,3);ball

420 REPEAT

410 XY=RND(38): YL=RND(25)
+5

A28 UNTIL POINT(3Z#(XX+1)

1823-32¢¥1)=8 OR POINT (324
(X1-1),1823-32#Y1)1=8 OR POI
NT (321X, 1B23-32#(Y1+1)1=0
DR POINTI32#11,10823-324(¥1-
1=

§38 Vi=LiHi=RitrappedisFa
LSE

448 PRINT TRBIXX,YYI)CHR$2
2

458 ENDPROC

L]

470 DEF PROCaove ball

488 REPEAT IF FNpoint FRO
Chounce

498 IF INKEY(-99) b¥=CHRS
224:BA=BL+1:PRINT TRBLT,3):
BY ELSE b¥=" ":PROCdelay(l)

388 IF EY THEN =FX1%

S1@ PRINT TRBIXT,YI}j:K=
NE+HT YI=Y+ VI aF 19

528 PRINT b¥:TAB(XX,YXICH
R§225

S0 UNTIL Hxevi=8

548 ENDPROC

550

S4B DEF FROCbounce

578 S0UND k18,-15,5,1

JE8 ON RMD(2) GOTD 598,541
|

990 Vi=@:Hi=1:IF FMpoint=
@ ENDPROC

688 Vi=11HI=8:IF FNpoint=
8 ENDPROC

618 VI=R:HI=-1:IF FMpoint
=§ ENDPROC

620 VI==1:HI=B:[F FMpoint
=) ENDPROC

630 VI=11HI=0:IF FNpoint=
8 ENDPROC

548 VI=BrHI=1:]F FNpoint=
@ ENDFROC

58 HI=ByVI=:S0UND [,-15
8,10

b&@ ENDPROC

670

480 DEF FNpoint=POINT(32#
(XTHHT)  1B23-32¢ (YI#VT))

L1

788 DEF PROCdelayiTl)

718 TIME=@:REPEAT UNTIL T
THESTY

728 ENDFROC

738

748 DEF PROCqame over

7508 PROCdelay(le@)

i
778 COLOUR 129:COLOUR 3
T80 PRINT'STRINGS(108,." *

@ |

YsTRB(4, 30 ;"R A T I N B"
798 COLOUR 128:COLOUR 2
B8 IF BI{best best=pl
818 PRINT TAB(3,18): "Your
scores ;B

820 PRINT TAB(3,15)1"Best
score: "jbest

838 IF BL50@ ak="Appalli

Mi i .

B4B IF BXMABB AND EX(499
a¥="Very poor..."

B5@8 IF BL>JE@ AND Bic4@l
af="More practice needed"

B&B IF BXX200 AND BI{3B1
af="Quite nood"

B78 IF BI<2B1 a$="##¢ Exc

ellent #42"

BE@ PRINT TAB((20-LEN a$)

DIV 2,230 ;a$
898 COLOUR 129:COLOUR 3
988 PRINT TAB{E,38):" &

nother Base 7 "3
918 NOVE 8,31:DRAN B,592:

DRAN 1276,992:DRAN 1276.311

DRAW 8,31
§28 MOVE B,B32:DRAN 1274,

BIZ:MOVE @.b64:DRAW 1276, 64
938 #FA21,8
948 REPEAT key$=GETS
958 UNTIL INSTRI"YyMn®,ke

y§)

968 VOU 22,4

978 ENDPROC

980

998 DEF PROCinstructions
1088 #KEY1@ “OLDIMLISTOTIN

INILLISTIN®
12818 white#=CHREL17+CHRES:b

luek=CHR$17+CHR$2
1828 VDU 19,1,4;8;19,2,6:4

§23, 1,050, 8; 8y

1838 COLOUR 129:PRINT STRI
NG§(128," *);TRBI7,1)3°B 0
UNMCY - BOUNCY"

1048 COLOUR 128:COLOUR 2

1858 PRINT TAB(R,5):"This
is a very simaple 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."

1868 PRINT' 'whites; "s#e*1b
lue$i® Try to build a box a
nd trap the "iwhites;"sie"’
""eeE"iblue$;" ball when |
t bounces into it. “ywhite
S;tERE" " "ene" bluedy” Use
as few blocks as possible.

"iwhitef; "#es"

1878 PRINT ' “Press..."

1888 PRINT'*E*;blues;" for
an easy game." ‘whitefi"H"
bluef;" for a hard gase."
1858 COLOUR 3:PRINT TABI@,
J1)"ESCAPE will return you
to this page.®;

1108 #F121.8
1118 REPEAT key$=[HRS (BET
OR 32)

1128 UNTIL INSTR("eh® kev$
)

1138 IF key$="e" EX=TRUE E
LSE EX=FALSE
1148 ENDFROC

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

From Page 26

59@ in=TRUE:PROCa(RI-1)
488 PRINT® "You can see 2
round you 1=
618 FI=FALSE
428 FOR IX = | TO WX
&30 IF oX(IZ) £ RYL THEN
GOTO &5@ ELSE FI=TRUE
440 GOSUE 1388
658 MEIT IX
658 1F MOT FY PRINT"Mathi
ng of interest."
670 PRINT
480 RETURN
£98 DATA 8,2,0,8
T80 DATA 3,9.2.8
T10 DATA 0,2,4,8
728 DATA 8,8,5,3
718 DATA 0,08,0,4
T4R DATA 8.7,8,0
758 DATA &,8,0,8
750 DATA 8,8,7,9
778 DATA 2,8,8,0
7E@ DATA 0,0,8,8
790 IF d¥iRL, 1) = @ PRINT
* Mot allowed"'t RETURM
B8 IF RY = 7 AND al THEN
PROCa 330 :PRINT: RETURN
B1@ RY = dY(RY,1)
B8 RETURN
838 IF d1(RY,2) = B PRINT
* Not allowed"': RETURN
B0 RL = d4L(RX,2)
650 RETURN
B4R IF d%{RY,3) = B PRINT
* Not allowed"': RETURN
B70 IF dL(RY,3) = B AND f
% THEM PROCa{34):PRINT: §X=
FALSE
B80 IF dX(RY,3) = 7 AND o
1(7) = @ THEN oXi7)=B: PROC
alI5):PRINT
B90 RY = dX{RX,3)
902 RETLRN
918 IF dXi(R%,4) = @ PRINT
" Mot allowed"': RETURN
928 RY = dX(RL,4)
930 RETURM
948 IF ol(zX)=1 PRINT"You
already nave it* ¢ RETURN
958 IF ol(zi)<} RL PRINT®
It's not here®: RETURM
940 IF 23 ¢ T PRINT"You
can't take that" ELSE off(z1
J=]
878 RETURN
988 IF oX(zX)=] ph(zl) =

R% ELSE PRINT "You dom't ha
ve it": RETURN

998 ON (RY-1) BOSUR 1238,
1250, 1240, 1290, 1248, 1240, 13
18,1240, 1248

1288 RETURN

1810 h¥="": FOR I% = LEN(o
$) T0 | BTEP -1

1220 he=hs+MID$(cf, 1,1}

1838 NEXT IX

1848 IF of = h$ THEN gf =
TRUE 1PROCa(58): RETURN

1858 PRINT "Dkay," + CHRSI
) + o$ +CHRS(34)

1848 RETURN

1878 PRINT * "Your invento
ry contains:-"

1888 FY = FALSE

1898 FOR IZ= TX TO MY

1128 IF oX{IXI¢}1 THEN BOT
0 112@ ELSE FX=TRUE

1118 605UB 1380

1128 NEXT IR

1138 IF NOT FY PRINT"Mothi
ng at all."

1148 PRINT

1158 RETURN

1160 IF oX(z¥)¢> RI PRINT®
It wasn't here to hit": RET
RN

1178 IF oX{111¢1 PROCA{3E
)+ RETURN

L1B8 IF zX{Y6 AND zX(}3 PR
INT "This has no effect wha
tsoever."

1198 IF zX=5 AND 4% THEM a
I=FALSE: PROCal37):PRINT: o
Y(&)=@: RETURN

1288 IF z1=] AND sY = FALS
E THEN PROCa(38) :PRINT".":
sI = TRUE: oX(B) = 2 : RETU
RN

1218 IF zX=3 AND s¥ = TRUE

PROCa{3%): RETURN

1228 RETURM

1238 IF 21 = B AND el THEN

PROCa (4B):PRINT: ol(z}) =
8: el = NOT elioki(ll) = |

1248 RETURN

1258 IF 2% = 7 AND NOT bl
AND 1% THEN PROCa(41):PRINT
+ 11=FALSE

1268 IF z%=9 PROCa(42): o}
l21)=Re0(12) = 3

1270 IF 2% = 1@ THEN d¥ =
FALSE

126@ RETURN

1298 IF o¥i7) = 5 AND oX (|

2] = 5 THEN PROCal43): b% =
FALSE: o3(12) = BiaXi(7) =
l

1388 RETURN

1318 IF 234} 1@ GOTO (358
1328 IFdY THEN FROCa(44):6
0Ta 348

1338 IF ( NOT 1) OR (oX(7
1438 AMD aX(71{}1] THEN PRO
Cal45): BOTO 348

1348 IF of(2)=@ PROCa(45):
gh(1)=0iok(2)=8:0%18)=8
1358 IF 23=7 AND NOT b2 TH
EN 1X=TRUE: PROCa(4T):PRINT
1348 IF 21=9 DR 2X=12 THEN
PROCe (48] :PRINT:FROCH{49):
GOTO 340

1378 RETURN

LIB@ PRINT "A *; je(I0)s"
]
1398 IF 1%=1 PROCe(18)
1488 IF 11=2 PROCa(1l)
1418 IF I%=3 AND NOT s% PR
DCal12!

1428 REM IF 1%=3 AND eX PR
OCa(l3)

1438 IF T7=3 AND s% FROCai
14

1448 [F T%=4 PROCa(15):PR]
NT: PROCa(14):PRINT: PROCH!
i7

1458 IF 1¥%=5 PROCa(18)
{450 IF [%=4 PROCa(1%)
1478 IF 11=7 AND NOT bY &N
D KOT 1% PROCW(21)

1488 IF IX=7 AND HOT b% AN
D 1T PROCE(22)

1498 IF I%=7 AND bY PROCa!
23

1588 IF 1%=5 PROCa(Z8)
1518 IF I1=9 PROCe(24)
{528 IF 1¥=1@ AND d% PROCa
{251

1530 IF Ii=18 AND NOT d1 P
ROCa(28)

1548 IF I1=11 AND MOT aYl P
ROCm(25]

1558 IF 1I=12 PROCE{27)
1568 FRINT

1578 RETURN

1588 DATA iluh,;.slohdridd
vkhv. 3, vhaglgi®pdfklgh,S,pl
uuru,?,muroo,8,0zdui , ¢ ,0dps
w3y frlg, 3, sdufkphgw, T, Fxund
1qy<yverug, 3, yrxfkhu,3

1592 DATA *dbudwkhulvsduvh
yhegiulhoga! Murrpdzlwkdnkh
#dssduhgwo! 1 gh{sol fdechidd

vl jgdeDuprxul térgdukhizdonl

1680 DATA "ddydvwifdyhunl:z
Iwk#ddodujhitisrrobr i fzdwhy
180 #sdwkbohdgvidorg j#lweidd
hgjhl®

1518 DATA “doWh{wuhphoiinl
Sk BHdvwd 8RR Lhvwiwzgohol®

1520 DATA *d¥virsi#Ryhulwk
h#frxqwhulll vidvl jo=tHehghh)
hutvEHgwhusul vhyl"

1638 DATA *ddvpdookfkdpehy
s#lwvzdoovi¥lulghvihouiz]
wk¥vsdunol g j#fu! vwdov, vdyhi
rghl"

1648 DATA “ddudwkhubjorrp!
fdyh, s0ikEsduhplol véhgwir
ifroghplgh¥zrunlojvi®

1658 DATA “zkdwiorrnviolnh
#dikhuplwvidéfhoo! "

15668 DATA “dobrogdoluwidfi
dpehudwkdwitidorrnvinr fkdyh
fehhg#slood jhodorgiddir!”

1678 DATA "Bwkhizl)dug#vif
kdpehul #Dvigréroh#kdvihyhul
vxuylyhgbwk] vih{shulhofh, 4
wkhuhd1vkgrdh{ndouighviul su
Irglitl®

16E@ DATA "exuglgideulcold
gwo (&l gRdéfrunhul®

1698 DATA "grzdtxiwh#frrol
L]

1780 DATA *zlwk@dborwl$his
ardkrwiprohidrubfriguhuibln
#irigvel"

1718 DATA *zimkBddgrulshis
hpsw i #8rogdlnl®

1728 DATA *lokelwvirgiwkhd
iorrul®

1738 DATA *hojudyho="

1748 DATA "#Vdidpluurudzru
ghwrbz] Mdughphhe, ®

1758 DATA "Eh#vzuhdiradkdy
hiiwkh# jrog#ur #juhhni®®

1750 DATA "ziwkddBexvighvy
#olnh#dlul®

1778 DATA "zhdulgjtodundjo
dvyhyl®

1788 DATA “zruwk¥lwvizhi jk
wilghjrogl®

1798 DATA "grwdihedolnl®

1888 DATA “exuglgjdeul jkwo
i b

1818 DATA *lgldBudwkhudedw
whuhg#frqglwlirgl®

1BZ8 DATA "quiddvidierghid
qo#frpsohwhaieodgnl”

IB38 DATA *lo#txlwhljrrodf
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raglelrod@bdgodarwidwidooly
dpsl®

184@ DATA *#ryhuhgéloleorr
gl*

1858 DATA "uhdglqi=#H{fkdg
Jhiwklvlyrsfkhuwr jhwkhubzln
k¥dgiroghodpsidggdirs ookl
#jhwid#ghzdodpshiuhhs®

1868 DATA *,dzuloilojkzhwl
L ]

1678 DATA “Wkhdz])dugtviEh!
hv#al jkwkes LEChEwdnhvE#dE
subfrighbwrdes {#klpvhoi¥dhqu
lgnddgo#igl vdsshduvl®

18E@ DATA *\rx¥sxwirgiwkhi
furzgdkh#vichindehklgobibdg
glilgghirzuvhol fedfnilghwih
§sdodfh, 884N g i#ri#Fuddo,id
0g¥kdss  Bhyhuldiwhul"

1898 DATA “Ridghdu,dirusyh
#irwdoriprohit@ddogdwkhisz]
tdughzdvidirsigit#iranglex!
fklphdbaddis] guirubuzr!®

1920 DATA"@dwxudoai#khénlo
ovhirxl"

1918 DATA *Mkh#gzduiBuhixv
hwibwrdohwl irxdsdvml "

1920 DATA “Dézrughwrfwkhi;:
Ivh=#\rxtuh¥irloidwrukhiirg
oidurrpdl ghwkhdsodfhizlnkry
wilwvirzghigdweudobsirvskry
hvfhafhi®

1530 DATA “Dobludwhigzdui,
#lgixuldehole  fwkhiol jkud!r
ktyhiohwklg, bwkurzviilvilugo
Iwkodpshdwhirxl¥Lukodogy. 4]
awkhiurrohirstyh#axvwidoni
o, dvkdwwhuhbgl

1948 DATA "\re@kdyho#wdire
Bdgimklgjdohthoubur Bklwifz]
wki#dhukdbvzrugl®

1958 DATA *Wkhi#gzduid#idoov
#ghdg, #wkha¥gl vdsshduvblgiv
rowfrikirxubhihvl®

1948 DATA “Wkhivhgolojdpd$
klghBvikdwwhuv 1 8D8¢r lgdRaRqu
reviiro”

1978 DATA *Judwxlwrzviylro
hath#grhvotwlikhos#dgirghl®

1988 DATA *Nkhdférlg¥idoovh

lqwrukhBvorwilghukhbiidiyh
golgidpdfklohl#irxdduhdilyh
phdbvzrugl dNkdwvizk | #lwivi
fdoohgfwkh#Duprau!$®

1998 DATA "Xgiruwxgdwhaoi, i
irxubodpsd jrhviran]”

2008 DATA “Laqwhuhvalgis#ir
phukloj#vikdsshalgjdsr Bidnk
hisdufkphow! Widnhiddorrnlll
Il

2018 DATA *\resyhi jrukdigh
z¥odpss®

2020 DATA "Wkh#fxuwdlo#iod
uhvixsi8\redgl il gbukhidden
d3hl"

2038 DATA "Mdnlajddgydgwd
hiridukhivegghqlsoxgjhidtlg
wrdgdunghvy , Bwkh#gzdui Hurp
Sohiwkgrrubirohvitlgldogisre
lvkhvbiradriil®

2040 DATA "Wkh¥iluhBjirhvir
awlfrzdvhhiddfelatlolluvdy
khvl®

2050 DATA “\rxulodps¥ol jkw
wl"

2058 DATA *Lubesuvivi] gwrd
iodphs"

2878 DATA "\redvxqghqoiduh
dol vhikdwdlubzd vyl wdotiur
Ewkh¥ jdph 1 #Ryhufrphdz]wkdju
1hi (#irxdd#dnlood irzuvhoil®

2088 DATA *Nikhdpluurulglvy
royhvidgad irxdilgghdiiieir
suvhoi bsxoohgdwkurs jkdukhd j
dsdlmivEdbbohiwdl quriukhiz]
Ydug#vhurrpl®

2098 DATA "Ikdwhddvidphadl
dog#irxfzhuhdgrlojdvriidizh
oofwrr 1B6r# | raézdowidarwkhy
#jrBEs\20)"

2188 DEF PROCE(a)

2118 hh§=n$(m) 1EOSUR 510

2178 IF in PRINT®You are i
n "joo¥; ELSE PRINToof;

2138 in = FALSE

2148 ENDPROC

This listing is included in
this month’'s cassette
tape offer. See order

form on Page 47.

ELECTRON, BEC Model B
{any ©S, BASIC I/}

QUAL-SOFT

£8.95
(inc. VAT and p.p.)

“There is one fault though. | am going to lose a lot of sleep over it, it {5 so addictive”. Steven Wiseman

of Liverpool

“Many thanks for the fantastic garne. As soon as | received it, there was no stopping until the end of
the season”. J. Hooley of Twickenham
1 am writing to say what a wonderful foothall program SOCCER SUPREMO is. It really is the best
foathall game on the market af the moment”, Anthony Hayes of Redcar.

® 42 match season, 21 home games, 21 away games, @
® Transfer market {Rush, Robson, Hoddle etc)

NOT SO MUCH A GAME, MORE A WAY OF LIFE!

You have just been apponted Manager of o nowly promoted 181 Division Club, and it is up to vou to transform this By
l|"'_=|l'.l.> One TREt can realssiicolly chaolla ne for fee =t Nivigsion {:.".||1~|| onshig within the naxt § sepsond. You must

our side s capabilities and then, theough your youth palicy and the transfer marker, reinforce the strengths and sliminate

& wabknusses, [t's all so easy or is 1?7

*e®m3-D", 22 MAN, FULLPITCH, FULL MATCH GRAPHICS SIMULATION

@ 4-4-2 4-3-3 and 4-2-4 team formation
@ In match tactical adjustments

® Opposition skills related (o League record.

“SOCGGER SUPREMOD”

Cpposition: 21 of the current 22 DIV 1 sides

® Match injuries; Your physio reports
® Team selection by names. lenter initials)
® Home/away bias, opposition tacticel play

® Tactical substitutions

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

--------__h_------------------------------—_—--

The game will be posted on the
game day as the receipt of

order. ACCESS telephona

|I QUAL-SOFT
1 Dept. EU.
i 18, Hazlamere Rd.,

authorisations should take no || Stevenage,
moare than two days to arriva. | Herts. SG2 BRX

| Tel: (043B) 721936

| Please supply a copy ;
| of SOCCER SUPREMO. NaMe: oo,

| enclose a cheque, F ¥ o] 1L

postal order, ACCESS
card authorisation for
£9.95

(Plgaze state Elecrron or SHC)

CARDND: ..orrrrrrnesarerrrrrrresnenssss
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From Page 33

B T0O JI:READ datar?(E3008+!
25101 e bR+ 9832400 ) =dat as NE
YTNEXT
480 FOR IT=B TO 3:1%7C1=2
S5 NEXT
490 ENDPROC
e
518 REM #s## data for bir
g bEed
528 DATA 2,0,8,0,0,0,0.8,
e,e.2,0,8,0,0,55,130,195,19
4,45,65,65,194,194,138,193,
195,193,193, 194,195,195,138
193,193,193, 193,138,130, 19
5,8,8,8,8,0,0,8,45,0,8,0,8,
B,65,138,195,08,0,8,0,0,0,13
8,195
538 DATA 195,45,0,0,0,8,0
8, 195,194,195,45,8,0,0,0,1
93,195, 194,193,195,0,8,0,19
§,194,19%,194,195,8,8,8,193
,195,192,195,195,0,8,8, 195,
193,195,138,8,8,0,8, 195,138
,8,8,8,8,2,8,195,8,8,8,0,8,
(N ]
S4B REM see# data for man
HiE
550 DATA 4B, 48,10,32,32,3
2,48,16,8,60,1,7,15,5.48, 40
B,60,2,11,15,18,48,48,20,4
B,5,16,16,15,48,32,0,0,0,8,
8,0,14,16,52,48,52,48,32, 32
132,32,54,48, 36,48, 14,14, 14
(16,0,8,08,0,8,8,32,32
=11 ]
578 DEF PROCinitialise
580 sF1is,0
598 ENVELDPEL.1,4,8,14,4,
8,16,126,8,0,-126,125,126
400 VDU 23,224,0,0,24,50,
49,24,8,8
418 VDU 23,225,170,255,85
255,170,255, 85,253
520 Ch=LABR:DL=LAIB:REN e
gas coords.
638 Si=dilevel=hiEl=R
648 ENDPROC
4 ]
b&8 DEF PROCasseable
&78 from=k7@:to=k72:count
gr=k74
580 nuaber=L78
490 FOR pass=8 TO 2 STEP
i
788 Pl=1580
718 [ OPT pass
728 .qetadd

730 LDX 82 \calculate ad
dresses
748 . loop?
758 LDA nuaber,X:PHA
TEB LDY number+l,X
770 LDA B:02:5TA nusber,)
788 LDA #L38:5TA number+]
= |
798 TYA:BEQ done y
808 .loopl
Bid CLC
B28 LDA nuaber,X:ADC dkED
#5TR nuaber X
818 LDA nuaber+i,XtADC B&
21 8TA nuaber+1,X
B4B DEY:EME loopl
B58 .done_y
848 PLA:TAY
B78 BEQ done x
888 .lcopl
B8 CLC
88 LDA nusber,X:ADC 4520
15TA number, !
918 LDA nusber+l,X:ADC #%
B:5TA nusber+l,l
929 DEY:ENE loop!
938 .done_:
948 DEX:DEY
958 BPL loop2
948 RTS
970
P60 .mm \move man
998 LDA #31:5TA counter
1088 LDA fromsCHF torBED e
nd
1818 .print
1828 J5R getadd
1838 LDX 42
1840 . loop2
1858 LDY counter \move cha
racter
1868 . loopl
1878 LDA (froml,Y:8TA (to)
=
LeE@ LDA #0:5TA (from),Y
1898 DEY:BPL loopl
1188 CLC  ‘next row
1118 LDA from:ADC $LBR:5TA
from
1128 LDA fromeltADC #R2:5T
A fromtl
1138 CLC
1148 LDA to:ADC #EBR:STA t
]
1158 LDA to+1:ADC #E2:5TA
totl
1168 DEX:BNE loop2
1178 .end
1188 RTS

1198

1208 11PL=b75:00FT pass
1218

1278 .ab  ‘move bird

1238 LDA B&3:STA counter
124@ JNP print

1250

1268 .ee  \move egg

1278 JSR getadd

1288 LDY #21

1299 .loopl

1302 LDA (froed,Y:STA (to)
1:1

1318 LDA #0:57A (from) .Y
1320 DEY:EPL loop!

1338 RTS

1348 1

1358 NEXT

1368 ENDPROC

1378

1388 DEF FROCean

1390 MTR=1%: 74T 1=25: 11=11
#{INKEY (=98] AMD I7X@)={INK
EY{-185) AND II(19):7k72=71
17473=25:CALL am

1488 ENDPROC

1410

1420 DEF PROChird

1438 7478=11:7471=Y1: IF 11
(18 YI=I1+1 ELSE XI=Ri1¥l=Y1
4

1449 PH72=)0: 20T3=Y 11 CALL
ah:RY=RKD(5): IF RY?CE=255 R
L7CE=TLeRYTDE=YI+2: VDU 31.X
1,¥1+2,2241S0UNDELT,~15, 100
o |

1458 ENDFROC

1458

1478 DEF PROCeqq

1488 T7e=117CT:7471=11701
pI170%=11700+1: IF 1270425
T2 120K 2673211700 CALL
pe ELSE 7072=R;7k73=32:CALL
petlF 117CY=11 EX=EX+1:50U
MDE1Z,1,8,4:FRINT TAB(18,2%
JiEX: 117C1=255 ELSE 1%170%=2
55:S0UNDELT, ~15,8,1

1490 ENDPROC

1588

1518 DEF PROCanother

1528 SOUND 1,-15,0,20

I1S30 TIME=8:REPEAT UNTIL T
INEX300

1548 ST=GY+ET41R

155@ CoLoum 7

1558 PRINT TAB(B,1)}*Hard
luck..."

1578 PRINT ' "you only caugh
ll

Catcher listing

1388 PRINT 1EZ3" egos.”
1599 COLOUR 3

1600 PRINT' '*Your final sc
ore”

1610 PRINT "is "151;"."
1620 #F121.0

1638 KI=INKEY(500)

1648 COLOUR 3

1658 PRINT' ' *"Another game
PO

1660 ST=@:ETl=0:1evel =R
1678 ENDPROC

1688

1698 DEF PROCinstructions
1708 PRINT'TAB(UISI*C AT C
HI

1718 FRINT TAB(14) *=mmmn==

————

1728 COLOUR 2

L7380 PRINT'"0ld faraer Bro
wn has been having a few"
|748 PRINT '*probleas with
his chickens lately, They"
1758 PRINT'*just will not
stay still while he" ""coll
ects the eggs.”

1768 PRINT" **The chickens
fly to and fro - their egos
1778 PRINT "ending up ever
ywhere. "

1788 PRINT'"*Help farmer E
rown catch the eggs as they
1798 PRINT "fall. If vou a
anage to catch over S@°
1888 PRINT'“*then vou move
on to the next (harder),*'’
"lavel,"

1819 COLOUR 3

1828 PRINT ‘SPCI(Sk;"1 = 1@
FL"1SPCI14) 3"/ = right®
1878 COLOUR

184D PRINT TAB(9.31)"Press
space to start..."

1858 #F121.8

1858 REPEAT UNTIL BET=32
1878 ENDPROC

1688

1898 DEF PROCerror

1908 IF ERR=17 RUN

1918 CLS

1928 REPORT

1930 PRINT ® at line “jERL
1748 END

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

1320 B=%0-angle

From Page 15

":firsty" units
1050 PRINT TRB(0,18) "Length
of eide "isecondl;”
is "ysecond; " units
L]
1100 ENDPROC
1110 DEF PROCanglesides

1120°CLS
:PROCEriangle
LI30 PRINT TAB(D,14) Haae
the side known I,Y or
el
1140 INPUT TRBI(33, 160" "sides
1150 PRINT TAR{O,18) "Hane
the angle known A or

150 INPUT TAB(Z3,18)" "anglef
L0 IF sydestM"

THEN PROCmistake
1180 IF anglef)"B*

THEN PROCarstake

H30-LLS
:PROCtriangle
200 PRINT TAB(D, 141 "Enter
length of side “;sidel;
1210 INPUT TAB(3O,1&iside
1220 IF sidel=d
THEN PROCtoosmall
1230 PRINT TAB(O,18) “Enter
angle "janglef;" in
degrees
1240 INPUT TAB(I0,1Blangle
1250 IF angle’=30
THEM PROCtoobig
1260 IF angled=0
THEN PROCtoobig
1270 IF anglef="A"
THEN PROCa
ELSE PROCH
1280 DEF PROC:
1290 IF sidey="Y"
THEM ¥=EIN (RAD angle)#si
de
tl=sidedside-(Y4Y]
1300 IF side$="¥"
THEN Y¥=stde/ SIN {
RAD angle!
tI=1#)-(sidetside]
1710 IF side$="I"
THEN X=side/C0O5 (
k4D angle)
sY=X¢)-(side¥sidel}

1330 IF side$=")"
THEN PROCprintza
1340 IF side$="Y"
THEN PROCprintya
1330 IF side$="1"
THEN PROCprintzs
1340 END
1370 ENDPROC
1380 DEF PROCprintxa
1370 CLS
+IF angle{.3
THEN PROCsure
ELSE PROCtriangle
1400 PRINT TABLO,15]1 "Length
of side ¥ i5 "jside;
" units”
LELO PRINT TRBLO,18!"Length
gf -sude -1 15 "1 Gnits
1420 PRINT TAB(O,200"Length
of ‘side-I is “;50R !2)
units"
1430 PRINT TAB{0,22) Angle
A is "jangle;” degrees®
1440 PRINT TAB40,24) "Angle
B is "jB;" degrees"
1450 PROCagain
1450 ENDFREC
1470 DEF PROCprintya
1480 LLS
tIF angled.3
THEN PROC=ure
ELSE PROCtriangle
1470 PRINT TAB(0,18) "Length
of side ¥ s ";side;
uniks®
1500 PRINT TRBID, 14} "Length
of side I is ";)i® units
(]
£S10 PRINT TABIO, 20} "Length
of side 7 is ":50R (1);
*units®
1530 FRINT TAB(D,22)"Angle
fis "jangle;® degrees’
1330 PRINT TAB(0,24) "Angle
8is "1B;" degrees"
1349 PROCagain
1350 ENDOPROC
1580 DEF PROCprintza
1570 CLS
tIF angled.S
THEN PROCsure
ELSE PROCtriangle
1380 PRINT TAB(0,18)"Length
of side ¥ is *;50R V),
* units"

1590 PRINT TAB(D,15)"Length

of side X is ";T1;" units
1600 PRINT TAB{D,201"Length

of side [ 15 *:;side;

" units"®
1610 PRINT TAB(0,22)"Angle

A 1s *jangle;® degrees’

1620 PRINT TABLO,24!"Angle
Bis *;B;" degrees”
1630 PROCagain
{440 ENDPROC
1450 DEF PROCH
1540 IF sidef="1"
THEN 1=SIN (RAD angle)tsi
te
:Yssidetside- (141}
1470 IF side$="2"
THEN Y=side/ SIN {
RAD angle!
1Y=4#1-(siderside)
1480 IF sidef="y"
THEM X=sidesC0S |
RAD angle!
sI=i#f-isidersidal
169% A=90-angle
1700 IF sidef=")"
THEN PROCprintzh
1710 IF sidet="Y"
THEN PROCzrintyb
1720 IF sidef="1"
THEM PROCprintzb
1730°END
{740 ENDPROL
1750 DEF PROCprintzb

1760 CLS
tIF anglec.3
THEN PROCsure
ELSE PROCtriangle
1770 PRINT TABLD,16)"Length
of side I is ";side;
* units"
1760 PRINT TAB(O,1B)"Length
of side Y is ";50R (Y):
" units"

1790 PRINT TAB(0,20) "Length
of side T is ";1;" units

1B00 PRINT TAB(0,22) "Angle
fiis "iA;" degrees”

1810 PRINT TAE(0,24) "Angle
Bis ";angle;" degrees®

1820 PROCagain

1830 ENDPROC

1840 DEF PROCprintyh

1830 CLS
:IF angled.5
THEN PROCsure
ELSE PROCtriangle
L850 FRINT TABLD,18)"Length
of side ¥ is ":cide;
" units"
1870 PRINT TABLD,I&)"Length
of side X is ";I;" units
1880 PRINT TAB(D,20)*Length
of side I is ";50R (1)}
* units*
1890 PRINT TAB(0D,22)"Angle
Ais ";R;" deqrees”
L300 PRINT TAB(O,24)"Angle
B is "jangle;" degrees"
1710 PROCagain
1920 ENDPROC
1930 DEF PROCprintzb
1140 CLS
tIF anglef.3
THEN PROCsure
ELSE PROCtriangle
1950 PRINT TAB{Q,15]"Length
of side ¥ is ";1;" units
L9860 PRINT TABLO,18)"Length
of side ¥ is "350R (Y}
* units"
E970 PRINT TABLO,20)"Length
of side I is "jside;
* units"
L¥B0 PRINT TAB(0,22)"Angle
A is "jA;" degrees®
1990 PRINT TABLD,24)"&ngle
B is "jangle;” degrees®
2000 FROCagain?
2010 ENDPROC
2020 DEF PROCagain
2030 PRINT TAB{3,28}"PRESS
SPACE TO EMTER AMOTHER
SET OF"
2040 PRINT TAB{14,28) "MEASUREN
ENTS"
2050 key=INKEY (20000
2040 IF INKEY (=99}
THEN FROCintro
ELSE PROCgoodbye
2070 ENDEROC
2080 DEF PROCinfo
2090 PROCtriangle
2100 PRINT TAEILO,14)"TRIG
by 6.P.Hawkins"

4

Febsupry 1985 ELECTRON USER B7



From Page 57

2110 FOR T=1T0 4000
tREXT T
2120 PRINT TAB1O,13)"In any
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(D,1B!"This
progras will calculate
the unknowns with the
sinisus of informaticn®
2140 PRINT TABI(&,29) "Press
SPACE to continue.®
2150 key=BET
2880 CLE
tPROCtriangle

2170 PRINT TABAG,13) *BUIDELIKE
El

2EB0 PRINT TABII,151"The trian
gle sust have a RIGHT
AMGLE. "

2150 PRINT TABLI,171"The side
opposite the right angle
is  the HYPOTEMUSE,in
this example side X*

2200 PRINT TABII,201"In the
exasple angle “A'has
cide"

2210 PRINT TAB{7,213*'1"ADJACE

NT and side'Y'OPPOSITE,"

PRINT TRE!E,2%)"Press

SPACE to continue,®

2230 key=GET

2240 CLS

:FROCtriangle
2250 PRINT TRE{Q,17) "FORMULAE"
2250 PRINT TABI2,15)"The forsu
lae used to find the
unknownsare SINE,COSINE
and TAMBENT thus:"

2270 PRINT TAB(E7,18)"CPPOSITE

L]

an
2220

2200 PRINT TABILL,19)"SIN
2230 PRINT TABLLT, 200 "HYPOTENL
SE®
2300 PEIHT TAB{17,22) "ADJRCENT

2310 PRINT Tﬁ!i!ilﬂli ED0S

----------

2330 FRIHT TRBIL7, !4? HYPOTENY
SE*
2330 PRINT TAB(17,26)"OPPOSITE

2340 FRIHT TRBILL, E?I'Tﬁﬂ

2350 PHEHT TABI17, Eﬁq'ﬁDJHEEHT

2360 PREINT TAE(&,10)"Press
SPACE to continue."

2370 key=BET

2780 CLS
iPROCtriangle

2390 PRINT TAB(O,13)"EXAMPLE®

2400 PRINT TAE(2,15)"SINES
TOSIMES and TANBENTS
are usuzlly obtained
from books of tables.”

2410 PRINT TRB{L,171"To find
angle B given Y=2.47
and I=4.B0"

2420 PRINT TABI(2,19)"Would
be written :*

2430 PRINT TABIL7,21)%2.87"

2440 FHIHT TRE(R,22) "TAN &

2450 FHIHT TABL1T, 230 4. 80"
2450 PRINT TAB{1S,25) "=0, 555"
2470 PRINT TAB(O,27)"¢ron
tables INVERSE TAN =
29.08 =p"
2480 PRINT TABL&,30)"Press
SPACE to continue.”
2490 key=BET
2500 ENDPROC
2510 BEF PROCreturn
2520 PRINT TABR(O,24)"0O MOT
FORGET: Press
after each
entry"
2330 FOR FLASH=0TD 500
ETEP 10
2540 FRINT TABI(Z22,25)°

2990 FRINT TAB{Z22,26) "RETURN"
2940 NEXT FLASH
2570 ENDPROC
2580 DEF PROCgoadbye
2390 LLS
25600 PRINT TABI{1&,1&)"GO0ODBYE"
2510 PRINT TAB(O,31)"PRESS
SPACE TO RE-RUM PROGHAN"
2420 key=INKEY [20000)
2630 1F INKEY (-99%
THEN PROCintro
ELSE PROCgoodbye
2640 FOR T=1T0 5000
(NEXT T
tCLS
2530 END

Trig listing

2660 DEF PROCpythagoras
2670 CLS
:PROCtriangle
tPROChuUrp

2680 PRINT TAB(S,18)"According
to Pythagoras :The squar

gof the hypotenuse is
equal ko the sus ofthe
squares of the other
two sides.”

2650 PRINT TAE(4,20) *Therefore
the length of side I
rust always be greater
than Y gr [.*

2700 PROCre enter

2710 ENDPROC

=720 DEF PROCtocbig

2730 CLS

iPROCtriangle
t PROChurp

2740 PRINT TABIZ,1&)"The sus

of the angles of a trian
gle equal 180
degrees.”

2750 PRINT TRB(2,20) "Therefore
*iangled;® aust be less
than %0 and greate

r then 0 degrees.”
2750 PRINT TAB(S,23)°Flease
check your entry."
2770 FROCre_enter
2780 ENDPROC
27%0 DEF PROCtooseall
2800 CLS
iPROCtriangle
:PROCBUrp

2810 PRINT TABI(2,16) "REMEMBER:
& triangle has THREE
sides.”

2820 PRINT TAB{2,18) "Please
check your entry figures
and re-enter a POSIT

IVE nusber.”

2830 PROCre_enter

2B40 ENDPROC

2830 DEF PROCre_enter

2840 PRINT TAB(&,24) "PRESS
SPACE TO RE-ENTER YOUR

2670 PRINT TAB(14,28) "HEASUREN
ENTS"

2880 key=INEEY (200001

2890 IF INKEY (=%%)
THEN PROCintro
ELEE PROCgoodbye

2900 EMDPROC

2910 DEF PROCHurp

2920 ENVELDRE 3,2,-25,-80
=B 15,0,0,126,0,0,-128
126,124

2%30 sOUND 1,3,156,27

2940 ENDPROC

2950 DEF PROCsure

2940 CLS

2970 PRINT TAELD,B) " #easssssts
L T Y
FEEE"

2780 PRINT TAB(O,5!" As you |

have entered & measurese |

nt of less than .3

Will you please chech
tha! your entry

Was correct.”

2990 PRINT TABLO, 4! " reaprisent
ERFERERRR PRt bRttt id
i2i

000 ENDPROC

3010 END

J020 DEF PROCtikle

3030 VOU 23, 1.050:0;0

3040 £OLDUR 7

3050 COLOUR 129

3080 CLS

3070 PRINT TRBi&,SI"T R I

g

JUB0 PRINT TABU&, 101 "for the"

JO%0 PRINT TAB(7,15)"Rcorn®

3100 PRINT TAB(S,20}"Electron.

J110 FOR FITCH=OTD 200
alEP 4
3120 SOUMD 1,-15,P1TCH,2
3130 NEXT PITCH
J140- CLS
3150 PRINT TAB(4,51"A progras
ta*
J1&60 PRINT TAB{&,B)"work out®
JI70 PRINT TAB(Z,11)"all the
enknowns®
J180 PRINT TAB(T7,14) %in any'
3190 PRINT TAB(&, 17! TRIGONONE
TRY"
3200 PRINT TAB(&,20)"problen.”
3210 FOR PITCH=200TO 0
STEP -4
3220 SOUND |,-15,FITCH,Z
3230 NEXT FITCH
40 ENDPROL

This listing is included in
this maonth’s cassette
tape offer. See order
form on Page 47.
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Education Castle listing

From Page 35 1280 WOVE 320,740:600L0, 7: 0
PARZON, ."45"
E 70,450:50UNDS,-15,10,3:V0U 120 MOUE 280,741:MOVED4D,T

224:NOVEL40,300: SOUNDL,-15,2 41:PLOTES, 280, 750: PLOTES, 240
f'.'-*'JDU"‘*'*"E"'EE'."?,Eev:.EUHu yodl

1,=15,30,3:VDU224 1300 MOVE 290, 700:0R0M 310,
1930 NOVE "4-’:.520 DRANZ30.S  700:DRAN J10,450: MOVERI0, 700
EQ:QFﬁHETﬂ.éﬂﬁ MOVESDD, S530:1 sORANZID, 700 DRAMWZIN, A50
RAN290,S10: DRAWZRD, &00 1310 HOVE 290, £20:DRAN 230,
'"4“5 OLY, 2:MOVE2RO, &00: NOV  20:NOVEZID, 600: DRANDR0, &00
E230,500:PLOTES, 290,700:PLOT 1320 NOVE 340,5%0:DRANIS0,T
85,230,700 H0: DRAMTI0, &40
1 250BL0LD, 31 2=000: V=725 R 1530 ROVE 410,700:DRANZI0. &
8§ 40
| 1740 BOOLO, 4 MOVE 1079, 5: M0
l'l'_.' .14. 1...--'.““".” -.1. o wE -_.E pn'rg : "\| ATRE +ATH '|E‘| F
Hagdad i Bl AW e g b el
NEAW 17405, LE:SOUNDY, 15,14, 0TES, 1279250
1350 VDU, 6.5, 19, 0 vDids 00
0 ECOLA, O:MOVE 500, 200:0 LoURI29: COLOURO:CLS
o 200y ‘“'”'“ AL DRk P35 VDU2T,1,0,0i0:000:
) ;:a:s. ..... ".'.'-:EE-., 1370 PROCFLAG
Ft 1|.- -|||rl._.--\. -rt
W550, 400: MIVELDD, 350; 1380 SOUNDI,-15,RHD{SS 100
fin T~ 2
== A
i RCOLA, 2:PEOTEY, 250, T30 1350 PRINTTABIO,.2)"  THANK
(ELOTAS, 270,730 YOu FOR®

!
£
Ly
i

ME

400 SCUNDIL,-15,RNDI33)+100

1410

i

1420 PRI 'E'THEL.,Z”S Al I

NE BE

1430 50UNDL, <15, ERD {551 +100

EYAA8

{450 SOUNDY,-15,ANDLISSI 10 1340 VDU 23,234,254, 253, 241
o wed A2, 2250191127

L4&0 PRINTTARID, 216 O O 1350 FLAGE=CHR§2IS+CHREZTE+
| e CHR$E+CHREE+CHRS 1O+CHRE2TEAC
1470 SOUNDY,-15,RND(SS)+100 HRE2IS

v 1550 NOVE &00,800:YDUS:6COL
1480 TIME=0:REPEAT UNTIL TI . 4iPRINT ELAGS

HE} 300 1570 YBU4:CLS: ENDPROC

1490 SOUNDI,-15,RNDISS)+100

1500 endi=1 s AT e .
{510 ENDRRAL Thfs listimg is included in
{230 DEE PROCFLAG this month’s cassette
sk L] T : tape offer. See order
1530 VDU: 23,235, 127,191,223 form on Page 47.

239, 247.35] 283 754

sl gt

L840 TIME=O:BEPEAT UNTIL 1T L

TIME=0:REPEAT INTIL T!

m“f-.r"

ﬁa'u fw,ur I~

BBC/ELECTRON PROFESSIONAL SOFTWARE|

Qur educanonal software is used in thousands of schools and homes
throughout Grear Britain.

EDUCATIONAL 1 BBCELECTRON rM £8.00 Dise £10.00
Hows of fun and feasneng for children aged five fo mine years Animat ed graphscs will encourage

| ehaildren o )ty counling, maths, spel mq #=d telleng the ume The tape .1.:|| a3 361 programs
MATH 1, MATH L. C HF"I:IIIhT S'-MF'E};. SPELL .ndl:l.l}r'ﬁ

e srranal Software - Aufumn FAE3

A pacelenf fuve OF @

EDUCATIONAL 2 HBCELECTRON Tape £8.00 Dise £1000

Although semilar to Educationad 1 this 1ape is mote sdvanced and simed a1 seven 1o Twebse year
olds. The tape includes MATH 1. MATH ], AREA. MEMORY, CUBECOUNT and SPELL

FUN WITH NUMBERS BBLIELECTAON Tage £5.00 Disc £10.00 |
I"'!LE e ': sams wall feack and 124 basic pounk 'l"' !dﬂ tion and subbaction shidly For Peur Ba |
even rE-Jl' s Top tape ingludes COUNTING, ADDING, SUBTAACTION and an arcade type game
called ROCKET MATHS .mh.."l will engrcass pddition and subbraction With zound and visusl

| eldects

P AT

FUN WITH WORD3 BECELECTAON Tape £8.00 Duse £10 00

Start your lun with alghabet puzzie. continue your play with VOWELS, learn the didierence

berwees THERE and THEIR, have games with SUFFIXES and reward yourself with a game ol

HANGMAN |
Very pood andeed ARS Computing - Jan/Fetr 1954

JIGSAW AND

SLIDING PUZZLES by P Wam BEEELECTRON Tage [7 95 Disc £9.95
Therg are two [sgsaw and four glideng puzrles ona 3 = 3 and 4 = & grid Each program stass of| a1
FLET T Ensure inafesd succEss bul gradually becomed hander |0 halgs children 1o dealop

tpatnl smagination ked & gehang probless The tage includes: DELONG. JIGSAW. HOUSE
NUMBERS. CLOWN aad LETTERS

KON-TIKT by J Amas g8 Tape £12 35 Qisc £14 85
Simudation pragram b based on Thor Heyerdahl's KON-TIK| expedition Esgoy a jouiney on the KON
| Ti& & ibg 168 fall'4 posstson an d enteting notes ia the logbadk oa craatures Poaund,
acchint, baceground infaimation. maps and lelly supportive

wk SPECIAL DFFER dr i
Buy three titles and dedwct £4.00
Ada $p pda per ovder. Please state B85 or ELECTRON ar
& or B0 track for dvics

ll:iulum Ltd, Dept E5, 77 Qualitas, Bracknell, Berks RG12 40G. Tel: 0344 EDTED]

4 GREAT PROGRAMS

MUNE

for BBC and ELECTRON from

Superb Quality Software

FLEIS (B8

BUY TWO — DEDUCT 20%

All programs available on 40T disc - add £2.00

SQUIRRELSOrFT

SU Hepr B
4 BINDLOSS AVENUE, ECCLES. MANCHESTER M30 0OU
24 Hour answering service —~ 061783 4120

Chegues, P.0s m Same day despatch
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[ IMAGE’ V.2 - FOR THE ELECTRON/BBC
‘Image’ was the ultimate tape back-up copier, now it's even better
You can be compbetely assured that this is the best and mosi able program of its
type availoble, [t can deal with

* Locked programs

* Programs of any length
* 300 snd 1200 BAUD %
Files

T3 {Curl codes) i filename

-

* Mubnple copies
® Falze or trick bleck inba

Changing Filename
Continuous data stieams
Loscking and unlocking programs

It 15 VERY IMPORTANT INDEED purchasers take note that “IMAGE" 15 for sale
strietly for making BACK-UPS of your ewn software for your own use, for
profecting your own programs, o7 &% an aid to puttimg soltware on disk. Amy
person found wsing the program for illegal perposes runs the nsk of being
prosecuted.
To receive your copy of ‘Image’. send & cheque or M0, to the sum af
An Astoundimg £4.80 to:
PETER DONN, Dept. (EU),
33 Little Gaynes Lane, Llpmins ar, Essex RM14 2JR.

Piowia itale BEC or Dlectoon veriim
V.1 awnein can oblas ¥ 2 by sershing £1.50 +« W1 waihoui case

STRIPPER I1

The professionsl tape hack-up copier for the BRCElectron, the best arcund |

Thas copier, which has been salling far over a year for use on the BEC. i
updated regularly 1o ensere you can make secority back-ups of all your pwn
commercial sofrware

Az Stripper 11 is so good we must insist on personal use only, please

Copes admirably with locking, falss addresses. contel code hilenames, leng
progiams, in lact any protection you will find on your lalest sohiware refeases.
It even lets you put locking peotection om your own programs
MNew low price, juest £3.95 cheque or P.O. to receive Stripper [l by retuin posd
Educational orders welcome |

FREE OFFER — when Stnppar Il is released, owners ol Stapper || can rotum
the voueher sent o them and gel the new vestson absolutely fee!
Dedets 1o
Aggressive Software, 14 Elmore Road,
. Sheffield S10 1B8Y

N

/

ADVERTISERS
INDEX

Agaressive SOftWENE «.ciieismessisaniiinsesses G0

e L e T T e T T T 51
Bud Computers .......... i T LT i S P i 2
B Roblcalns e e e e i 62
Epic Software ............ e T T 37
First Byte Computers ...... T TTTETTIeL 13
P e e T T Ty ey ey O Ty T T e 1|
~lconSeftware ... e 1.
Kosmos Software ....... ey T ... 60
LT B e e P e PeeraT T v
e P O e s i ree i e e T 64
PotelDonr =i e 60
BT [T | oy e e e e R ] 65
Slogger Software ........ T T I PR 22
Squirrelsoft ... L reas] T e =59

Nultan Elactionics e s ssssmnss o resar 14

FOIR CONNOIGSEURS

OF ACTION, LEISURE OR LEARNING

BBC Electron

Gome £9.95

[oges 14 and over)
Chafle e KOSMOS
fiam af fooltall o
fennls. Bul B woitesd, we
danT lone ety

- MEW RELEASE
Whierlewr your oo,
iz program

knowl O iaf mona han
you ool
AMTWER BACK Junkor

995
(oges & 1o 1)

m 12 ard cvar)
thep KCERADE rODa0l

and destroy Me alen

St

- progrom_

{Parsonal Comy

Toschiry, O fodar

IDENTIFY PUMOPE £7.98

{fo2 o opes)

Solve the Eulopeon

g pueshe by land of

"]

0
f.'q'mf RE“L[RS.E’M
D wiihout ieanving
VOLIF P T

The IDENTIFY EURDPE program provides o lascinating wory of dlscmﬁng and leaming the geogrophy of Europe. The program will previde hours of amusement for
all the family and evergone is sure 10 benel! from i,

Thia ANSWER BACK senes needs lithe inhroducton, Eoch

program combines o massive waolin of Ir'rh-rmurlm with o loscinating and compelling gama. The Senicr
and Junior quizzes eoch conlain 750 quastions and 3000 opfional answers on Genernal Kn

m i ewen lorger contgining o mind-banding

800 questions on Spor and two high-speed mochine code gomes - Fooisall ond Tennis. But thal's nal all For quiz En: full fociities ore provided lor creating and
EmANg new guizzes or modiving hose supplied - and you don't need fo be o programmet

KOSMOS SOFTWARE LTD
4 Pilgrims Close, Harl m, DUMNSTABLE, Beds. LUS 61X
Tel (D5255) ¥942

Dwalen. conkact Lightning, Mecrodeal. Proteul o Tagad

Please supply the following progroms for the BBC, Bechron compuler

IDEMTIFY EUROPE & €795 L] ANSWER BACK Senier @ €098 [
Qedars ane normally despatched within 48 hours
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ANSWER BACK Spord o §008 D ANSWER BACK Junior @ £095 D o r u | - A L 0 e v MO S ST LT LT RO TE:

. Posicode

KOSMOS SOFTWARE LTD. 1 Pegrims Close, Haington, DUNSIABLE, Bads. LUS 40X Tel, (05255) 1942




HELPF Take pity on an
inexperienced, eager adven-
turar!

! have had my Electron for a
couple of months now and |
am fearning alf the time, but
ane thing | cannal master is
adventiures or o be precise
ane adwventure (I've only tried
anell,

Having had a go at an
adwenture of my cousin's |
thought that adventures were
fun (though obviously not
edsyl and | decided on getting
one, The ane | chose was
Program Power's Adveniure.

Trouble is | cannot seem to
get very far with i, in facr |
have come (o a dead end.

I have searched the forests
fand gor lost) and the cavern
fby typirng in “Open Sesame”)
but that's it. [ seem 1o have
been everywhere, but § know |
have not, so where to now?

I have picked up & scarl, a
famp, a green frog (which
when killed turns inte a
princess and runs away, but
the princess cannat be fol-
lowed!|, & wicker cage, & glass
slipper apd oil.

The computer does not
understand WAVE so | have
tried rubbing everything but
the answer is NOTHING HAP-
PENS, except on the lamp
whare the answer i5 NOTH-
ING HAPPENS HERE, which !
suspect means: ‘mothing will
happen here but it might
elsewhere’. Am | right?

By the way, ! have
accasionally found the axe in
the forest but I am not always
successiul

So please, please, please
help me an my way. | just want
you to help me to get to the
next stage, find the next place
to go, please help me Merlin, |

Micro Messages

Help! Take pityon
a poor adventurer

an thinking of chucking the
game out! - Janny Tremlett,
Tadworth, Surray,

® Merlin will be notified,
Jenny,

Complete
recovery

MANY thanks for Dave Robin-
son's superh Recover program.
{Electron User, December), A5
& person prone to (aping over
the end of saved programs |
was delighted to find thar this
program could bring back
what was left of it and the
program cowld be resurrected,
It came in very useful anly
today when | taped over the
end of the Xmas Carol
pragram, which I am using as
part af a compilation of
programs 'm sending te a
friend instead of a Christmas
card, — Graham MecCann,
Callander, Perthshire.

Joy — what
joy?

WITH reference to Micro
Messages in the August
edition of Electron User— "Joy
for First Byte interface owners

. can now use it with afl
Acornsoft games...” This is

WHAT would you like to
see in future issues of
Electron User?

What tips have you
picked up that cowld
help other readers?

Now's here is your
opportunity to shara
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.

Just not so!

't wilf not work with Chess,
Draughts, Reversi and 5o on, in
fact any game relying upon
aperation by the use of two
coordinates to indicate a
particular spot on the screen.

Can any genius suggest a
procedure that will so
operate? — J. Clawson,
Stauton.

® None of our resident geni
can come up with a program
that would work for every
occasion. Over 10 the readers.

Turning to
the Electron

YOU recently reviewed a copy
of Practical Programs for the
Elsctron by the Bishops, but
have you seen the cover?

Among the lerters and
numbers there (s distinctly of
DIVIDE += SIGNT

Surely everyone who uses a
computer knows that there is
ne such sign, fust a [ for divide.

Having ordered all the
back-copies of Electron User !
have watched with interest the
carrespondance aboul not
being able ro ger the top line of
text on television screons.

Aeaders may he interested
to hear my experience.

I recantly bought a Philips
2008 and was very disappoin-
ted when |l too lost the top line,
but | eontacted an engineer
who adjusted the set with no
trauble.

He dropped the picture area
down low enough to gel the
top line an, without showing
the tefetext lines when used
narmally.

It may he that more people
can do this withou! resorting
to programming technigues?

Electron User seems o be

growing up faster, especiafly
by inclyding a review of the
Mushroom-Printer/User  port
add-on.

! couwld not afford a BBC and
decided on the Eleciron, but
regret nat having any interfac
ing facifities,

This interface gives the
chance ef having the user-port
and alfowing the computer to
cantrof samething,

! bought Bruce Smth's
ook but § must admit, | find it
very difficult 1o fallow,

I wark fn research, and
several colfeagues who have
family financral restrictions are
turning to and buying the
Eleciron,

We are not games players
and wani to fearn serigus
pragramming and start doing
some interfacing.

I write ta ask if you would
start a series on “Interfacing
with the Electron”, using say,
the user port as the Mushroom
tnit,

This may give the maore
technically minded user a new
ingight into what tha Electron
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
holiclay at my cousins, who
owns a B8C Mrcro, One of the
programs which he showed
e was anre which just played

well known [unes.

Maybhe vou could show how
this is done — transfating
written or staved music, into

.-
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From Page 61

sound commands? [t couwld
appear fn your “noise and
music” feature,

Finally, in your requast on
Micra Olympics, | am doing
guite abysmally. My best
event is the javefin, in which |
have thrown B7.95m.

{ have beaten my computer
ar the 100m, three tumes, but
literally given up &t the
1500m,

['m pathetic atr all the
jumps, especially the fong
jump {{'m not tefling my bestl.

I think it is an original game,
but isn't there a better way of
cantrolling the man than
banging the keys? | must
acdmit, | can’t think of one, — A,
Manning, Huddersfield,
Yorks.
® liisimpossible to dowell at
the Olympics if you "bang’’ the
keys. 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,
planty of training is necessary.,
Goeod luck,

A jump
too far

! RECENTLY received a First
Byte foysiick interface and &
Quickshat If joystick, | found
playing games much, much
easier but | later discovered
that Micro Qlympics is not
convertible.

Can you convert the pro-
gram by any other means
rather than using the conver-
sion tape? If s0 how?

By the way, Micro Qlympics
/s @ britant game, but is it
actually possible to beat the
computer at the fong jump? |
have tried time and time again,
bur without success. — Liam
Ruddock (aged 12).
® Micro Olympics is not
designed to be used with
joysticks, bacause as they ara
all different it would have been
impossible to set a standard
for them.

It you run fast enocugh the
long jump (and all the other
evants) ara possibla.

Don't miss
out!

HAVING missed the Decem-
her edition of Electron User, |
think you should print the date
af publication for the coming
edition, as those of us with
sfteve-like memaries forget o
subscrihe. - 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

I MUST say how gratefu! | am
to Electron User. 1t has helped
my programming methods to
improve greatly. The magazine
caters for those who dao not
have an ‘0" level in BBC Basic!

The VOU characters are
great but could you tell me
what happened to them in the
December issue, I am
mystified.

After reading the Claim to
Fame by David Thompson in
Micra Messages in December
issue, it has come to my
attention that a high-score
table would be a8 great idea.

F'm sure there’s hundreds
maore that agree with Dave and
I. Pleage, please add another
PAGE!

I can’t really boast about my

Figh-seores but at least it's a
start.
Chuckie Egg .....336400
Falix/Factory....... 14,300
Croaker.............. 1 4,360
Pengl.................58,000
Twin Kingdom
Valley completed ... 1,024
Starship Command ., 480
How about using screen
phaotographs as proof of high
score? — No name, but
address in Bridlington, East
Yorks.

Marks out
of ten

! MUST ret! vou of the
excellent service | have re-
ceived since ! bought my
Electron in August.

[ bought it from AMicra
Power, [ paid the standard
price af £188, but afso
recefved g cassetie recorder.
The package was delfvered in
only 38 hours,

However, | found that the
cassefte plaver was faully. |
returned {t, and received a
replacemant in only five days. |
wouwld recommend Micro
Power to anyone.

I afso purchased a game by
Durell Soaftware called Mine-
shaft = the game is superh,
please review it — from a shap
in Gloucestershire.

! had difficalty foading it
and returned ft to Durell |
received 8 replacement also in
five days. | would like to thank
the company for their excellemt

Micro Messages

service.

Could you please give
marks out of 10 for each game
for, say. graphics, sound and
50 an and include the price in
YOUF FEVIEWS?

Keen up the good wark! -

Nigel Jacques, Lough-
borough, Leics.
@ The trouble with a score
table is that it's very hard to
get standardisation on the
scores, One man's 10 would
be another's 5 and 50 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 complaints.

Elite
warning

A GRIM warning to future
buvers af Elite for the Electron
who have seen it on the BEC
Micro and read the reviews.

It Js not gquite the same on
the Electron.

! found that after saving my
credits, where | bought my
Galactic Hyperdrive, | could
net use Jr.

There is no colour, less
enemy ships and it'’s drasfic
flashing.

Acornsoft’s spokesperson
saigd: “There are no plans at the
moment to debug the program
&5 the fsults do not interfere
with the playing af the game "
- D. Fiveash, Tolworth,
Surrey.

Comments from afar..

GREETINGS from Swaziland.
First let me congratulate you
afl for a most useful magazine
which really does assist the
firge-timer, and especially
those of us who are a fittle
longer in the footh.

{ bought my Electron after
the delivery hoo-ha in Apeil
this year and on my return to
Swagiland | decided to buy in
all copies of your magazine — a
most wise decision which has
allowed me to folfow feature
griicles in seguence &as a

training Course.

Now for one or two
comments. Could your book
reviewers please give fulfer
details, such as the name af
the publisher and the ISEN?

There are no well-known
booksellers in the High Street
here in which to browse and by
the time Books fn Print
catches up with a itle the
details have been fargotten,

As to your listings — yes,
they do cause problems fram
time ta time, although thay are

better than other magazine
fistings | have seen,

Nepdiess o say, more, and
ver mare, educational pra-
grams would be my sugges-
tions for the future.

Mavy I close by alsa than-
king vou for the prompt
delivery service — | may be
7000 miles away, bul the
December issue has been
tharoughly enjoyed.

My good wishes to all your
staff, — W.L. Robearts,
Mbabans, Swaziland.
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ARGADE, STRATEGY
& ADVENTURE

FOR BBG &
ELEGTRON

WARP 1...command a
federation starship...seek out a
fellow space captain who is lost

in space and boldly go where
no man has gone before.
W ke ng other @me s pipsd belors

sereen lyout 1 esceflent - 7y defferem
Eimcirom Livey
Syrsh praphcy and a spesdd ryper-
spece dupley” Pop Comp Weskly

BBC £7.95. Electron £7.95

ZORAKK the conqueror...a graphical
fantasy adventure in search of the lost
crown of ultimate darkness.
Frudntingly sddctve dategy gare
uflerty cofmpuisss | befer than mms pf e Siaiegy games
wuilatve oo the besh” Peruonal Compuler Came

_ BBC £7.95
Electron £7.95 Dragon £7.95

" Merry Xmas, SANTA...
T arcade fun as Santa delivers
R L 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
48K Spectrum £5.95

Space Station ALPHA.
a graphical space battle to save
the earth from invading cylans.

Ty colours g rexindc oendy” Pretot

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 arrows,
boulders and gremlins
on the way. Multi screen
ingreasi J' in difficulty

BBC £7 ‘1" E'mrh i £7.95

Selected titles available from:
John Menzies, ., Harrods, To order direct from us:
Wildings, Granada TV and most Send chnqua or P.0. payable

good computer shops. N or quote rﬂl.’l]r
Dealers contact: Centresoft, Express Marketing, EDFMAHE
R & R comp. games.
Drakes and Tiger Distribution.
65 HIGH STREET, GOSFORTH, Tel: (091) 2846966

TYNE & WEAR, NE3 4AA.



FROM BRITAIN'S LEADING
SOFTWARE H?UEH
£ L]

.,me " £6.95°
umm

g Reegs. = A

A FANTASTIC NEW PROGRAM a

: cnntrul’. for reverse, e Y i =)
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