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@ Classic Arcade Games. O BBC Micro tape £5.95 [}
[ ] f' 5“{‘-"*’59 acheque/PONo.__________ | [ BBC Micro disc £7.95 =
o (Pleass tick)

. made payable to: Datab Publications Ltd. i .
] |
= Name =
B Address |
] ]
; :
= Post code Tel: No. ]
B Postto: Classic Arcade Games offer, Electron User, 68 Chester Road, Hazel Grove, Stockport SK7 SNY. l
.---.-.----------------------.-ﬂ

elect¥o

We’'ve commissioned
four rip-roaring
games for the
Electron and

BBC Micro

Three of this high-
powered collection

are top-rate machine-code
versions of arcade classics
and the fourth is a
thrilling real-time
adventure game.

There’'s hours of
enjoyment and something
to suit everyone in this
unique value for money
collection

SNAPMAN — Guide your
man through the maze as he
munches energy pellets and
avoids hostile aliens

ALIEN INTRUDERS -
With only your laser for
protection you must destroy
the waves of aliens who
threaten to engulf you

PANZER ATTACK — You
are a tank commander
engaged in vicious combat
against encircling enemy
forces

MAYDAY — A futuristic
adventure! As captain of an
interstellar cruiser you must
guide the sole survivor of a
stricken space freighter
through the wreckage of his
craft. If you fail to recover
those vital medical supplies
a whole planet is doomed!
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' CanYOUavoid
Ga&amsglﬁgggs

» Addictive launch BOFFIN 4
——— A Mad Professoronthe Loose —

BOEFEI

'Boffin is a challenging, action-packed game requiring a combination of
cunning and slick keyboard control. Beware the Giant Puffer—Blimps in your
way and give the massive Tarantulas a wide berth! Land on the giant
hydraulic rams and they will siam you into deadly neutran magnets embedded in
the cave roofl Manta-bats are useful allies and the trampolines will help you gain
height — but remember to use your umbrelia to break 2 deadly falll
Available BBC B and Electron ............ £995

by| FOOTBALL MANAGER
8 &n arcade adventure 2 The All Time Ciassic
gama in which you are a p Football Managar . . Specirum 48K
" the task of £895 . .. Commodore 64 £8.95 .
snml & shotal a Film Star in Amstrad CPC 464 £895. . BBC B
an hotel. Tha L

3 lantaksingly €RO5 ... Elwctron £885 o-am
playubln.gmuall\c excellent and, £795. .. Vic 20 795 . IXB1 £795
of course ~ Addictivel
Available . . £885 Commodaore 64

R — #
wm To: Addicive Games Lid, 7a Richmand Hill, Bournemouth, Dorset BH2 6HE
al] — i ————— -
youopen PR 1

= - [ ] cassete(s) for Boffin for ... +eve. (COMpUAET)
Addictive Game, there’s o e
9 (] cassatta(s) of Football Manager for {computer) I
| 1enciose chequeipostal order for* €

Ploase debit my Access card No.

o Addictive Games e
7a Richmond Hill, Bournemouth BH2 6HE
Telephone: 0202 - 296404.
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New Zealand |

breakthrough

A BREAKTHROUGH
has been achieved by
the Electron on the
educational front in
New Zealand.

The town of Wan-
ganui population
33,000, on the west
coast of North Island
has introduced
a5 a teaching
aid into its primary

the

machine

schools.
The
ng watc

exparimant is

1o select
ine they
1d this is the
the Electron
of

mac

first
has come to the top

time

1ck
at off challenges
both Ats 1

ELECT

THE future of the Elec
is assured
that’s affic

the ¢
It

from

and

tron

since taking on the job
of breathing back
inta Acorn, new
ing director Brian Long
gave his assurance to
Electron User: “We are
not ceasing production
of the Electron™.

fn answer to stories
in the computer trade
press that Acorn had
virtually written off the
machine, Leng said it
was [rue his company
was not ordering Elec-

Apple machines, but did
have a little help from its
big brother, the BBC
Micro, which is alreac
established in W
ganui's high school
colleges

see the move as
al extension to

the introduction of the
BBC Micro here”, Colin
Clancy. deputy principal
of Wanganui's Girls Col

lege, told Electron User.
The Electron is seen
here as a stepping stong

uce the younger
n to the world of
the micro.
“It may well be that
ink between the
tron at the primary
and the BBC Micro
may catch

trons from its suppliers

ar the moment.
Some are

to s
demands”, he said.

Long maintained that
current trade stocks
were adequate. "We
have not yel made any
ign on further
orders because of the
ifficulty predicting
demand ",

And he added: “We
have enough Electrons
in stock to meet the
needs of retailers
throughout the Christ-
mas period”

de

NEW

DIXONS IN
PRE-XMAS
COUP

A LEADING UK retail
chain has pulled off a
major pre-Christmas
coup by buying up
almost all Acorn’s
available stock of
Electrons.

The top secret deal
has enabled Dixons, the
High Street giant, to
dramatically slash the
the machine for
profitable run up to
s50n
offering the
th a

price o
the
the festive

It is now
Electron bund]
te rec lar and
re for £99.95.

Although officials of
both Acorn and Dixons
refused to just
how many Electrons are
described as
rubbish claims in the
frade press that
urrently no person
ft at Acorn wi
onsibility for the
Electron

When asked if Elec-
tron User could as
readers that the
hine will be sup-
ported by Acorn in the
foreseeable future he
replied: “0f course’

Not too long ago a
senior Acorn executive
was quoted as saying
the Electron would be
used for more serious

ad v

Long

there

ure

involved, sources for
both sides admitted the
numbers are very subst-
antial

"We expect to sell g
lot of Electrons on the

run up to Christmas”
Egon von Greayez,
Dixons' financial direc-

tor told Electron User
It is the right machine
now at the right price’
Another High Street
W.H. Smith
claims to be having

chain

applications.

Asked if this still hefd
true, Long said: “Very
definitely, yes”. And he
pointed to the
machine's popularity
among original eguip
ment manufacturers
such as BT Merlin.

Although still settling
into the ftop job at Acorn,
Long took time off to
reassure Electron
owners through the
pages of Electron User,

And he promised to
reveal more details of
his plans for the mach-
ine in the near future

difficulties in buying
Electrons from Acorn.
We'd b selling
quite a few recently as a
package promotion’
said John Rowland, the
company's merchandise

controller, “but when
we tried to buy some
more | had a problem

finding anyone to talk to
me about the Electron at
Acorn,

Then came the news
of the Dixons deal

)N CONTINUES

We are not
n of the

Brian Long
ceasing producti
Electron™
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Mentally handicapped
get a helping hand

CUSTOM - designed
software for the Elec
tron that is helping to
teach mentally handi-
capped people all over
the world is being
produced by New
Horzon Computer Ser
vices, a company set up
by mechanical engineer
David Regan.

The programs, which
are being used as far
apart as South Africa
and the Shetland |sles,
are also suitable for the
educationally subnormal
and in some cases for
infant and primary
schoolchildren.

To date more than 20
special programs have
bean produced,
originated by teachers,
instructors and parents
who provided Regan
with the broad outline of
their particular require-
ments

New Horizon sup
plied the programming

One of the new programs in use

expertise and customis
ing of the programs, and
field testing was under-
taken on as broad a base
as possible to make the
program.s suitable for
ial schools, adult
training centres and,
where possible, home
use.

The programs range
from simple graphic

Compiled for every month
for Electron User

Superior

by Terry Blood Distribution Ltd.

Death Star
Superior

DACC

Bobby Charlton Soccer

Database

Micro Olympics

747
Dr Soft

Brian Jack Superstar Challenge
Software Communications

Repton
Superior

Mini Office
Database

Sim
C.5.M.

©EEE|EIEIE®I®IE

®

leon

Caveman Capers
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responses on touching
1 keyboard, through
serious educational pro-
grams to games for
hand and eye coordi-
nation

Most of the programs
are multi-level and auto-
matically follow the pro
gress of the user, either
increasing or decreasing
the level of difficulty.

A special feature is
their nega
tive reinforcement
which is designed to
offset a mentally han-

minimum

dicapped person’s in
ability 1o recognise a
wrong” move from a
“right” one, as all action
on the s
entertaining and rewar-
ding to them whichever
key is pressed

Regan says one of his
main problems is to get
educators 1o appreciate
the difference between
his programs and those
used in ordinary schools

Screen  appearance
is not always pleasing (o
the non-handicapped’
he said: "For example,
clouds are created on
5 v, figures are car-
toon style, but these are
often the areas of initial
t to the mentally
handicapped

Screen layouts are
deliberately kept very
simple. as too much
detail causes con-
fusion

Regan’s pragrams
are supplied on eith
cassette or an autoboot-
ing disc with
selection of program
There is no protection
applied 1o

n appears

menu

discs or

cassettes

‘We encourage the
making of ack-up
copies’, said Regan

Advice and assistance
is ilable by phone

He is now looking for
ideas and finished pro-
grams to extend his
range.

idest
royalt ween 10
and 25 per cent of sales
value to the originator

he said

We would &

be

to hear from holders of
the copyright on past
popular games if

are willing 1o allow

they

assist us to pre

simplified versions of

thair programs

Anather inn:
Regan
the m

vation of

that
ntally handicap
nd young children
is production of
lower case keys for the
Electran key
replac
ters

help

rd 10
the capital let
vhich beginning
learners
unfamiliar with

The ne
available shortly

are often

will be

NATIVI

ELECTRON owners
have been invited to
help fill a gap in our
national heritage caused
by the likes of Henry VIII
and Oliver Cromwell.

Because of these and
other iconoclasts, there
is no British history of
Nativity art as there is in
other European coun-
tries.

But that is something
archivists and historians
Count and Countess
Andrzej von Staufer
intend to correct

They have organised
the first British National
Mativity Competition to
put Britain alongside the
other countries of the
world who already have
a longstanding tradition

Y COMPETITION

regarding the Mativity

It coincides with the
12th World Congress of
Mativitists, which is
hosted by a different
country every three
years and this year is at
Innsbruck, Austria, in
December

The competition, in
two parts, will be held at
Westminster Cathedral
on December 8 and at
the Christian Resources
Exhibition at the Hort-
feultural Halls in London
on February 8,

Epson UK, was inval-
ved in the Christmas
Archives Exhibition
"Folk Mativities of the
World™” at the Barbican
Centre last winter

The Epson connec-

tion with the national
Mativity competition is
in the spe category
for the best computer-
generated image of the
Nativity.

Any part of the
Christmas story may be
represented. and entries

will be judged aon
originality, content and
approach

Epson will judge this
section of the competi-
tion and award a prize to
the winner

Electron owners who
want to enter the com-
petition should write 1o
National Nativitists
Competition, Christmas
Archives, 64 Severn
Road, Cardiff CF1 9EA
enclosing a 24p stamp.




Still in
the air

AIMING to repeat the
success of its chart
topping 747 program
Doctor Soft stays in the
air with Phantom
Combat for the Electron

In addition to the
usual flight simulator
features, the 30 outside
view is enhanced by

computer drawn and
flown delta aircraft out
lines. permitting form-

ation flying and combat

Written by a profes-
sional pilot and a military
flight simulator software
engineer, the program
has a “simulator inside a
simulator” mode where
target aircraft are con
trolled from separate
keys

One or two analogue
sticks can be used or ful
key controls,

- _|]
Breakthrough boosts

Electron speed

A TECHNOLOGICAL break-
through giving the Electron
greater BBC compatibility has
been achieved by Advanced
Computer Products.

The firm has manufactured
an interface which connects
the Electron to the Acorn
second processor, giving an
extra 64k of memory.

The interface plugs into the
Plus 1 and allows the user to
attach an Acorn 6502 second
processor.

“The d ic il in

"“One of the pr is
that it is a £200 plus device for
a machine that is currently
being sold for less than £100.
But if we can see a demand for
the product we could have it
on the market before
Christmas’’, he added.

Other enhancements ACP
is working on for the Electron
include a TmHz bus, a user

speed of operation means that

port and a universal eprom

to run a simple p say,
takes about four seconds
where before it used to take
12 seconds’’, ACP's John
Huddlestone told Electron
User.

"It is early days yet to talk
about availability. We are
looking at the potential
market for the interface at the

TV campaign

SOFTWARE promoter
Beau-Jolly says it is
spending £250,000 on
a national TV campaign
for its compilation
packs. including one for
the Electron,

Computer Hits con-
tains a variety of games
adventure, arcade,
sports simulation and
strategy software — a
total of 10 programs
and costs £9.95,

prog L

“All these, with the inter-
face, give the Electron more
possibilities and bring it much
nearer to BBC compatibility’’,
said Huddlestone.

He said his company also
has plans for a more com-
patible disc interface which
canincorporate the 1770 DFS.

Huddlestone said ACP is

d to sup-
port of the Electron. 'Com-
panies who have lost con-
fidence in the machine as a
result of Acorn’s recent finan-
cial troubles have got it all
wrong'’, he said.

**No matter what, there are
a large number of Electrons
out there and sales are going
well™.

“Also the current trend of
multiples entering the mar-
ketplace means there will be
an awful lot more by
Christmas.

""Electron users will be
expecting backup and we aim
to give it. Other major manu-
facturers involved in supply-
ing products for the Electron
feel the same way. The
Electron is here to stay''.

Educational software is
off to a good start

THE new organisation
asimed at making edu
cational software more
readily available 1o Elec-
tron users has got off to
a flying start.

British Educational
Software Associates
has already signed up

150 “serious stockists”
— computer dealers who
will stock BESA's core
list of 40 programs and

ACORN has undergone
a top level management
reshuffle in the wake of
Olivetti increasing its
grip on the company 10
almast B0 per cent.

The major shake-up
was announced at the
extraordinary general
meating called to
endorse the rescue
package.

It saw the ltalian
based multi-national
acquire 400 million new
ordinary Acorn shares
for £4 million.

Out goes chairman
Dr Alex Reid, the former
British Telecom senior
executive, to be
replaced by Olivetti man

esatt

Alessandro Uboldi.

Out go co-founders
Dr Herman Hauser and
Christopher Curry as
deputy chairmen but
retain their seats on the
board

Out goes Peter Wynn
from the board, but he
continues as group fin-
ance director

In comes Bruno
Soggiu as an Oliverti
appointee to the board
and non-executive
director

Making his final

. statement as chairman

at the meeting, Dr Reid
endorsed a previous
forecast that Acomn will
achieve £20 million in

e top

sales during the second
half of this year against
£55 million for the same

period in 1984,
In the second quarter
of this year, it was

revealed, the company's
turnover had been at 30
per cent of last year's
level

It was left to Dr Reid
to point out to sharehol-
ders that if it had not
been for the Olivetti
rescue package, Acorn
would have faced the
prospect of “imminent
receivership”,

The meeting was told
that the company has
now embarked on a
cost-saving plan.

will be able to meet
orders for another 200
plus titles within 48
hours.

The group's target of
200 retail outlets is
likely to be met by the
end of the year accord-
ing to Craig Thatcher of
distributor Proteus, the
man in charge of BESA's
dealer recruitment,

In common with
Electron User’s ongoing
campaign to get more
educational software on
to retailers’ shelves,
BESA intends to
encourage dealers to
stock more of this type
of program and aggress-
ivly promote public
awareness of its
availability.

Founder members of
the group are Applied
Systems Knowledge,
Bourne Educational
Software, Calpac Com-
puter Software, Collins
Software, Griffin
Software, Hill MacGib-

bon, MacMillan Soft
ware and Widgit Soft-
ware.

“"Mare publishers will
be joining us in the new
year”, says Thatcher.

“There has been an
overwhelming response
to BESA throughout the
industry and we have
had contact already with
many other Electron
educational software
producers who want to
contribute to our range.

“In particular we
shall be focussing on
programs that combine
education with enter-
tainment. We want to
get away from what |
call the 'chalk dust stuff’
- educational programs
so dull and boring they
turn youngsters off

“If we can get the
right sort of quality
product | believe edu-
cational software for the
Electron will really take
off in the next few
maonths™.
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SOLIDISK EFS COMBINES DISC
AND A SOCKET FOR THE WI

Solidisk Double Density DFS is now the ultimate in reliability and
supported by the largest amount of software available for the
Electron.

Solidisk relies on a good product and a large support network to
win the heart of the user.

With over 75 Local Experts, covering England, Scotland and
Wales, Solidisk can offer many users regional free fitting and
advice.

With an ever increasing catalogue of free software, even users
who are new to the Disc system can expect to build up a large
library in a fairly short time.

Solidisk Software Support Service already has responsibility for
over 50,000 BBC computer users and the ability to give you the
best service matched only by the largest companies.

Solidisk Double Density DFS handles both BBC Discs and
Electron Discs, in single and double density whereas the Acorn's
PLUS 3 can only handle ADFS discs.

Salidisk ADFS has nice features such as automatic disc format
sensing, built-in disc formatter and verifier and programmable
disc speed.

It also has more than 20 disc utilities built into the ROM.
Standard features for both BBC
DFS and ELECTRON ADFS
implementations include:

1) Automatic Write Error Cor-
rection.

2) Automatic 40/80 track step-
ping, the ADFS 2.1 will let you
read and write 40 trak discs if you
have an 80 track drive.

3) Disc repair facilities.

Disc sector editor (*DZAP),
memory editor (*MZAP), re-
cover good sectors (*RECOVER)
rewrite multiple sectors (*RE-
STORE), read bad sectors and
bad track (*RTRACK), repair
and restore bad sectors and track (*WTRACK ) and the powerful
disc copy (*DCOPY) which is capable of duplicating even some
non BBC discs.

4) Tape to disc facilities,

Direct transfer from tapes to disc (*TAPEDISC) will work withall
unprotected programs. *TAPELOAD and *TAPESAVE will
cope with more difficult ones. Only in some cases {multipart
games cassettes) will you need Solidisk tape copier.

5) Wordprocessing facilities.

This facility allows *BOOT and other text tiles tobe edited, saved
and printed in any screen mode.

6) Automatic disc format sensing.

On Shift-Break, the STL ADFS 2.1 will detect the disc format and
use the right BBC DFS or Electron ADFS to run.

On the Electron ADFS side, the 2.1 ROM also has some very nice
features:

1) Extensive Disc formatting facilities.

*FORM40, *FORMS0, *FORMI160 and *WFORM (for the
Winchester) are available to handle any disc drive.

2) Dise verifying facilities.

*VERIFIFY will check all disc sizes including Winchester for
media defects.

3) Number of opened channels.

This is the star feature of Solidisk ADFS.
This facility (*OPEN) allows you tospecify how many files will be
opened in a program, thus maximising the available RAM while
avoiding buffer page swapping as on the Acorn ADFS.
1t leaves PAGE at &1900 for most programs, gives more room to
View and Viewsheet and avoids unnecessary conversion work
for many programs originated for the BBC DFS toberunonyour
Electron.

On the BBC DFS side, the STL ADFS 2.1 handles both single
and double density and in addition, it supports:
1) Unlimited catalogue entries.
2) Unlimited filesize.

THE SOLIDISK 16k SIDEWAYS RAM:

Solidisk Sideways RAM is an almost indispensible add-on for the
Electron with disc drives.

The Sideways RAM occupies the same memory area as the
BASIC or ADFS ROM in the micro's memory map. This means
that Sideways RAM can run almost any ROM type software,
including languages, utilities
and games.

Sideways RAM is notably invalu-
able to run games and specially
“MEGAGAMES".

Games and programs run at
2MHz clock speed in Sideways
RAM, if loaded into the Electron
RAM, they can only runat IMHz
clock speed, ie half the speed of
Sideways based games.
Megagames are too large to be
run on the unexpandedElectron.
They use extensively 8 colour
high resolution screen (mode 2),
background music, sound and

high speed sprites.

Solidisk supply free software to maximise the use of Sideways
RAM on the Electron. These include Wordprocessor,
Spreadsheet, Database, Toolkit, Machine Code Monitor, Printer
Buffer, Sprites, Playtunes, Virtual Memory Processor, VDU
Replay, Screen Effects, digitised pictures etc . . .

THE WINCHESTER
SOCKET:

Solidisk has the most powerful Winchester system for the BBC
computers and the Electron. TheWinchester systemcan provide
from 20 Megabytes to a theoretically possible 1300 Gigabytes of
storage, directly on line with the Electron.

The same Winchester unit can be used on the BBC B, the BBC
PLUS and the Electron without any change.

You can read more about it in BBC Micro User or in Acorn User
Magazines. Price of a 20 Megabytes systemisonly £700.00+VAT
(£805.00).

SOLIDISK TECHNOLOGY LIMITED, 17 SWEYNE AVE, SOUTHEND-ON-SEA, ESSEX SS26JQ. TEL. SOUTHEND (0702) 354674 (10 lines).



UPGRADE, 16K SIDEWAYS RAM
NCHESTER FOR ONLY £59.00

SOLIDISK SPECIAL
MITSUBISHI DISC OFFER:

S

This offer comprises:

— One 80 track Double Sided (640 kbytes) 3.5" Mitsubishi disc
drive with its own PSU. Cased in beige.

— Solidisk EFS Disc Upgrade, 16K Sideways RAM and
Winchester socket.

— One software package containing four 3.5” discs, detailed
below.

— Full one year guarantee and 2 manuals.

PRICE: £200.00

You can also order as many Megagame Packs at the same time as
vou like. Each Megagame Pack consists of three 3.5” discs and
contains on average 20 games.

THE SOFTWARE:

The software contains everything to start a library: the big four
{Database, Wordprocessor, Spreadsheet and Graphic), Utilities
and Games.

structure as Solidisk Database. You can have as many rows and
columns as you like, each column can be as small as two
characters wide or as bigas 70 characters. Allmaths functions are

supported. Recalculate, Replicate, Print, Print If, Sort, Search,
Define Zone, Mailmerge, Text Input/Output etc . . . areincluded.

Toolkit:

Solidisk Toolkit is almost indispensible for Electron program-
mers, it has 24 star commands (Status, Rwipe, LVAR, Move,
Search and Replace, Expand, Salvage, Keyload etc . . .).

ORDER FORM

Database:

Solidisk Database is very easy to understand and use. You are
presented with a 15 option Menu. Each option will lead to a new
Menu and so on. Mode 3, 80 column screenis used throughout so
that what you see is what will be printed on paper. With Solidisk
Database, you can create as many records as you like, each
record can be up to 15 fields of up to 60 characters. You can sort,
search, index, mailmerge, append, create subset, calculate etc.
Solidisk use the same Database to process all your orders.

Wordprocessor:

Solidisk Wordprocessor is WYSIWYG type (What You See Is
What You Get) and has all the commands of a professional tool.
It features 80 column screen, on screen justification, page
numbering, search and replace, word count, free space,
Wordstar like editing commands: insert and overwrite, block
mark, move, copy, delete, save, load tocursor, * commandsetc .,

Spreadsheet:
Solidisk Spreadsheet is also Menu driven and has the same file

PRICE LIST and ORDER FORM. Price P&P

Disketies.

Verbatim 3.57 box of 10 £40.00 £1.00

Software Pack £10.00 £1.00

Solidisk EFS £55.00 £1.00

Diisc Offers.

540k Mitsubishi MF453 Disc Outfit £200.00 £3.00

1.3 MB Fantastic Offer £310.00 £3.00

20 MB Winchester system £805.00 £10.00
Total =

Mame:

Address:

Payment I:] Cheque DCMH orPostalOrders

D Bank transfer

DOthErmEans.
T G )

Access or Barclay Credit
Card Account;

You can

0702-354 674
9AM-5.30FM

SEND TO:

SOLIDISK TECHNOLOGY LIMITED,
17 SWEYNE AVE,

SOUTHEND ON SEA,

ESSEX S526JQ.

Wie reserve the right 19 charge iweifications and prices far improvements

SOLIDISK TECHNOLOGY LIMITED, 17 SWEYNE AVE, SOUTHEND-ON-SEA, ESSEX 552 6JQ. TEL. SOUTHEND (0702) 354674 (10 lines).



e)llb

R

s 077383 electid G EmpE SFAEE

If you want to
start doing more
with your micro
than just playing
games, this
package is your
ideal introduction
to the four most

the programs
have been
designed for
simplicity, so
even a child can
use them. Yet
they include

advanced
features not
yet available

Finalist for the Home Software

Contains 32 page booklet giving clear,

easy-to-follow instr

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
budding typist! A unique
feature is the double-size text
option in both edir and printer
mode — perfect for young
children and people with poor
vision.

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

Also available from.
BOOTS comer Currys Dixons WHSMITH
Groens "0 RYMBELOWS C[EEIUD and ather computer stores

on all 4 prog

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

Graphics: Part of the
spreadsheet section, it lets
you draw bar charts, pie
charts and histograms to give
a graphic presentation of your
statistics. Helps to give life and
colour to the dullest figures!

of the Year Award

¥r Spreadsheet
vr Graphics

+r Word Processor
Yr Database

Now they’re
all together -
in ONE simple
package

Four full-scale
ooreriae  £5.95

low, low price! cassette

Use the special order form on Page 61 — No stamp needed!



Superior Software

Death Star ]

DEATH Star is a super fast, all
action arcade classic. It's the
sort of game that you can't put
down.

You've got to have just one
more go. My dinner went cold
on more than one occasion.

As the name suggests, the
action takes place out in
space. Among the asteroids
are two types of alien ships —
workers and warriors.

The workers are a pretty
harmless bunch, but the war-
riors can be nasty at times.

The asteroids contain valu-
able crystals which can be
blasted free and picked up by
both you and the aliens,

The aliens use them to build
the Death Star, a huge battle
ship, wvirtually indestructable,
You convert them into star-
bombs, the only defence
against the Death Star,

If you manage to make it
until the Death Star has been
completed then the only way
to survive is to release all your
starbombs.

If you've managed to col-
lect enough the Death Star will
be destroyed. If not. it'll catch
up and crush your ship.

Destroying the Death Star
takes you on to the next
screen. The warriors harrass
you more and it's difficult to
mine the asteroids for crystals.

If you manage to destroy
the Death Star again it's into
warp drive and off to the next
screen.

As you progress the number
of asteroids become fewer and
they become more difficult to
mine. To make matters worsa,
the warriors become more
aggressive as well.

The graphics are axcellent

and the scrolling is very
smooth in all four directions.
The pace is fast and furious
even on the starting screen,
This action packed game is
recommended for all arcade

gamers.
Roland Waddilove

Manic
fun
inthe
mine

Mineshaft
Durell Software

WE'VE all heard about a manic
character who has been very
popular on other micros and
many people have wondered
whether such as game was
available for the Electron.

The search is now over
because Durell have come up
with Mineshaft.

Your job is to collect the
coal that has been left
scattered about in each of 20
different rooms and then make
your way to the next room.

The controls are simple —
just left, right and jump —
which makes the game easy to
learn.

Like all good games though,
it's a tough one to master.
There are many problems to
overcome. These range from
water drops to furnaces and

from mutant matches to mine
trucks.

To make matters worse
you're running out of air and
some of the jumps you have to
perform are, to say the least,
near suicidal,

As you learn the game you'll
probably need the three lives
you are given for each level but
with practice some screens
become possible.

Having said that, "The
Impossible Screen” still beats
me but my son, aged B, says
it's easy. ;

All the rooms have interest-
ing names such as The Pink
Grotto or Ghosties Revenge.

Sheuld you manage to
complete all 20 you

however.

In short, Mineshaft is a
quality game which is simple
in concept but absolutely

ictive. Strongly reco
mended

Rog Frost

Have
wheels,
will
travel

start again, but due to your

state of exhaustion you use

your air more quickly.
Technically the game is

II')L'RI “LLsobrwags
Mineshaft

excellent, with smooth flick-
er-free graphics which make
good use of Mode 5 colour but
are also quite clear in mono-
chrome.

A very pleasant rendition of
Greensleeves is available as an
option but there is no other
sound.

A particular plus with
Mineshaft is that by pressing
Escape you move on to the
next screen with a full set of
lives again.

Just occasionally though,
the program is seized by a little
devil who covers the screen
with blobs. Pressing Escape

Overdrive

Superior Software
HERE's a game for all you
budding world champions out
there, just itching to climb into
the seat of a fast, powerful car
and drive to victory!

In this motor racing simu-
lation from Superior Software
you are in control of a potential
race-winning car weaving
through a seemingly endless
field of cars through five
different stages — rolling fields,
night, snow, desert, and
riverside scene.

Sounds easy? Well believe
mae it isn't. To qualify for each
seperate stage you must finish
within the top 12, which is
signified by the bonus going
into the blue region of the
indicator at the top of the
screen.

This is no easy task. To
qualify, you will have to
compromise between speed
and avoiding crashes which
will reset your speed to zero,
leaving you to start once more
the steady accelerationupto a
stomach-chumning 225 miles
an hour to reach the elusive

goal,

To add to this the stages get
progressively harder with the
realistic effect of skidding on
the snow and riverside scenes.

The 3D graphic effects
are superbly executed with
sharply drawn mountains and

seems to sort out this prot

5
r
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From Page 11

pyramids staying elusively in
the distance as your car eats
up the miles.

The animation of the cars’
movement is smooth and the
good use of colours greatly
enhances the effect, making
vour red car easy to pick out
among your blue opponents.

The screen display is also
very neatly set out with
various indicators showing
your speed, score and bonus.

However, despite this | do
have a few minor criticisms to
make. The fact that | was given
no option to turn the sound off
proved to be quite an
annoyance, as when you
accelerate and decelerate
there are sounds moving
accordingly in a chromatic
scale.

If you leave your speed
constant the sound too
remains constant, leaving an

OVERDRIVE

often piercing noise ringing
constantly in your ears while
you drive,

This is my main criticism
although | would have also
liked to have seen a few bends
to negotiate and would have
preferred a name input in the
5-place high score table

Nevertheless these cri-
ticisms do not datract from the
enjoyment of the game.
Although obviously it does not
provide the realism of a
steering wheel, the game
controls are very simple. There
are four keys — Z for left, X for
right, * and 7 for acceleration
and deceleration.

This ease of use and the
smooth, weall-executed gra-
phics, together with it being, to
my knowledge, the only motor
racing simulation on the Elec-
tron market, make Cverdrive
well worth a look.

confuzion goes

WHAT an absolutely brilliant
game! Remember, when we
were children, how we used to
play with those slide puzzles
where squares had to be
moved around to create &
pictura?

Well think of that and
you've got @ good idea of
Confuzion.

Dark, evil forces the
aditor's friends — have setup 8
factory manufacturing deadly
confuzion bombs.

It's your mission to destroy
all 64 levels of the factory by
detonating the bombs.

The screen is made up of
squares, each containing &
sectlon of fuzewire. You have
to move these squares about

Confuzion
Incentive

so that a spark can travel along
the fuzewire to ignite the
bomb.

This is not as simple as it
might sound. Your spark only
has a limited life, as shown by
the timer at the top of the
sCrean.

Its life is made even shorter
by running into a dead end -
no fuze — or off a block into
open space.

Later levels become even
harder as drops of water —
which will axtinguish your fuze
— fall from the factory's

abomb

sprinker system. Each level
becomes progressively harder,
with more and more bombs to
detonate and more water
drops

The keys are easy to handle
and are user-definable, More
then one person can play, but
there are several common
features missing.

There's no sound on or off
and no Hall of Fame. But to
make up for this you can skip
completed screens. And the
song on the reverse side of the
tape will have you humming
along as you play the game

All in all an excellent game
guaranteed to keep you addic-
ted for hours

Chris Day

A few
bugs
down
the pit

Caveman
Kansas

IT'S no joke being a miner
these days — at least not in this
offering from Kansas City
Systems.

It takes you back to days of
yore when gold, diamonds or
coal were hewn from the rock

by pickaxe power alone.

There are no boys to help
here though. Once you've won
your precious load you pull
your own truckful back to the
paymaster

That niggardly soul will
notice if you haven't filled your
truck and will reward you with
fewer points.

Life is cheap down the
mines. The rather crude arran-
gement of lifts is unguarded -
one false step and you're dead.
You can construct your own
ladders but, of course, heavy
trucks don't go up or down
them.

These accursed mines have
seven levels and the Trog-
lodyte lives on the loweast
Once you're below the first
level it relentlessly chases you.

This can be to your

advantage because he dies at
the surface. It's too bad that
the next generation hatches
out on level seven 1o replace
him

While you dig for gold and
diamonds on the first two
screens the mine fumace is
burning down. That's why coal
is needed from the third mine.

There's no pay for coal. The
instructions included in the
program explain all of this. In
fact they are a model that
other software houses might
look at.

If it all sounds good, don't
get too excited. The graphics,
while smooth, are very ordin-
ary. You might even call them
crude.

Some of

)

the sound is

lan Critchley
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B A CHALLENGING ARCADE-STYLE ADVENTURE I

REPTEON

BAR

THE INTRODUCTORY SCREEN = ——

SCREEN L

acoan | Yourmission sforetieveai the dlcmonaﬁromaseﬁesafunderground caves; some of the
‘u‘m on diamondsare edsy. o callett but many.aielocated in cleverly-constructed fraps of faling
rocks and boulders. Olher diormonds lie nearby giant eggs which hatch into ferocious
nnc reptiles. You are aided by-maps to guide your way through the 12 increasingly difficult
WL  levels Each level features 4-way screen-scrolling over an area of 16 times the size of the

screen — an enormaous challenge by any standardsl A fascinating strategic game with an
ingenious "password” feature which enables you to skip screens which you have already

completed once Our best game yetl
L ]
@”W@ tftfon When all 12 levels of Repton have been completed in succession,

a congratulatory message is displayed on the screen. The first person to send us a
photograph of this screen will win £400 Closing Date: 30th September, 1985.

SUPERIOR SOFTWARE LTD.
Dept. MU7, Regent House,

Skinner lane leeds 7.
Tel: 0532 459453. F\ﬂ‘




SLOGGER

XOwW=EO0Om

Want to make serious use of your Electron? . . . Then fit AND NOW... ROMBOX-P
the ROMBOX and you will have access to a wide range of Difers : . 5 i _
X : 1rs all the features of ROMBOX Plus built-in centronics

ROM based software (including many BBC ROMs). printer interface and FREE Printer ROM {worth over £20)
* Superb value fgr money, * Up o 8 ROMs instantly selectable.
* Runs all good (non mode 7) BBC ROM software. * Selectable 8/16K Print buffer to increase throughput
* Fully compatible with Plus 1 and Plus 3. * |deal as a word-processing station with Plus 3 fitted.
* Up to 8 ROMs instantly selectable, * FREE Printer ROM included
: i}:::ﬂwml‘s ?:‘(e::r:pﬁtms:l‘d;w::sr RAM + Superb value for money a1 ONLY £69.95

'S Tur 2 L 5 2ar. — —

R
ONLY £44.95 SEARMAN
The STARMON ROM is an invaluable tool for those who

STARWORD (16K ROM) :I::r;u“::f'hug manipulate, control or study machine code
A Professional word Processor for UNDER £35 * Display of memory in: ASCIl and binary, decimal, octal
* Does everything VIEW does plus MUCH MORE! or hexadecimal

* Full support of sideways ROMs.
* Comprehensive debugging facilities. including
breakpoints, traces and events,

Dasigned for the home user, education or small business
needs, STARWORD enables even those with limited
typing skills to produce and print letters, manuals of

reports using the Electron * “a very professional piece of firmware Acorm User
* Easy to use ONLY £22.50

* All standard Word Processing facilities

#* For both Tape and Disc users ELKMAN

* Sophisticated print facilities . . . and includes EPSON

The most powerful ROM manager on the BBC is now
available for the Electron.

+* Disable troublesome ROMs, even on a control-Break!
* Loads and Saves ROM programs 1o sideways RAM
* Displays ROM map, titles, sizes etc
*

compatible printer driver,
# Automatically personalises standard letters.
* Electron/BBC compatible.
* Comprehensive and easy to follow user manual,

ONLY £34.50 Peek, Poke and Disassemble ROM and RAM
STARSTORE (ON ROM) ONLY £17.50
Store and retrieve your names and addresses or any other P
information with the STARSTORE DATABASE, written RINTER FOM .
specially for the Electron, STARSTORE works with Allows use of sideways RAM as_BK or 16K print buffer
STARWORD for personalising standard letters and offers a host of useful util
(mailmerging). Ideal for all your printing recuire
* For both Tape and Disc users +# Electron/BBC compatible
* Electron/BBC compatible. ONLY £24.95
+ Comprehensive and easy to follow user manual.
ONLY £29.95 PRINTER DRIVER GENERATOR for
Also available: STARWORD
Vine Micro's ADDCOMM £28.00 The printer driver generator program allows you 1o
Plus 1 ROM upgrade £7.95 interface any printer and its characteristics 10
Tape to Disc ROM T2P3 £19.95 STARWORD.

* Easy to use .., no special knowledge required.

Graphics ROM STARGRAPH £21.85

Coming soon: # Comprehensive and easy to follow user manual
STARWORD Spelling Checker Cassette £7.95 Disc/ROM £9.95
All prices include VAT P&P UK Mainland only
Cheques payable to: AOMEBIX (star
SLOGGER LTD. ROMBON (w
7 AccessMo. ... [STARWORD
STARSTORE
0 Visa ’ o FRINTER DAIVER GENERATOR
[ STARMON
Nams T
A s . PRINTER AOM
ADDCOM

BE_STATIC RAM CHIPS

; TGFK SIDEWAYS RAM BOARD
Signed ... i Tol, No: . T3F3 AOM
Send Orders to; SLOGGER LTD. [STARGRAPH
107 RIC ROAD, GILL , KENT

DEALER ENQUIRIES WELCOME. TEL: 0634 52303 (2 lines)
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From Page 12

strange to say the least,
although the noise of pick on
rock is guite pleasing. There
are also odd bugs.

When Troglodyte snuffs it
he is not removed from the
screen unless some other
object moves over him. Also
it's possible 1o fall down non-
existent lift shafts.

It's a pity that the cursor
keys are used for movement.
Apart from being too near
Break, they are too cramped
up for easy use.

However | could get the
game to work with my Plus 1
joystick using the Joyplus
program (Electron User,
March 1985).

Kansas have a good idea
here and Caveman is fun to
play, particularly in outwitting
the Troglodyte. The program
suffers from its simple gra-
phics and from a lack of variety
in the screens but makes up for
it in amusement.

Rog Frost

Boffin
hasa
tricky
mission

be raised and lowered,

The brolly is very useful
when falling from great
heights, and can also be used
to reach high objects,

Asg | said ealier, some ledges
and even some horseshoes
cannot be reached by jumping.

Fortunately the previous
inhabitants of the caves were
trampolining enthusiasts and
they left their equipment.
Great heights can be easily
reached by bouncing in the
centre of a trampoline.

The straight up and down
jumps are easy. Judging a
trampoline jump sideways to a
ledge takes a little more
practice.

Additional points can be
obtained by collecting petri
dishes and tripods. An extra
life is awarded for the comple-
tion of each screen and for
every 50,000 points scored.

A game of this kind would
not be the same without the
bad guys, though there aren’t
that many around. The game’s
real difficulty lay in the actual
physical layout of the screen,

The only hazardous charac-
ter present is an enormous
tarantula. This chap is a real
humdinger. He is drawn in
superb detail and the charac-
teristic jerky movement of
such arachnids — not a
programming defect - is
impeccable.

Another quite daunting
creature is the manta-bat.
Thankfully these are friendly

Boffin
Addictive Games

FOLLOWING the success of
Football Manager, Addictive
Games has released Boffin.
The football game was mainly
strategy, but Boffin is pure
arcade action.

Professor Boffin must travel
through a complex of 20
caves. I'm not sure why, but he
will need your help anyway.

The route through each
cave is constructed from small
ledges. The professor can leap
between some of these but
others must be negotiated by
different methods.

Each cave is littered with
numerous unfucky horse-
shoes. The professor has to
collect every one before
touching the lucky owl. If \fou
have forgotten any h

and can be used as a living
escalator when you can't find a
trampoling.

The ladders and levels

Atmospheric adventure

THE object in this text
adventure is to aid King
Ardanga, Indomitable Lord of

section of the arcade market is
very crowded. Fortunately for
Addictive | feel that Professor
Boffin has sufficient originality
to succeed against all the
competition.

Jon Revis

French
tutor

Eiffel Tower
Chalksoft

EIFFEL Tower is & program
designed to help tourists in
France or people studying the
French language.

The basic idea is that you
are given a French word and
you have to type in its Engllsh
equivalent,

If you get the correct
answer a small piece of the
well-known Paris landmark is
constructed on your screen. If
you're wrong the correct
answer is given and then you
are asked the same question
again.

The program ends when
you have built the Eiffel Tower,
which requires 21 correct
TESpONSes.

Before the program starts
you can choose which of 20
different topics you wish to
translate. There are 10 on
each side of the cassette.

One of the options is to put
in your own sets of words It's

disappointment. The graphics
are of a fairly mediocre
standard. And, as is often the
case in educational programs,
the noise annoys. Fortunately
there is a silent option.

The words — 420 in all —
cover a fair vocabulary in basic
French and the arrangemant of
words in groups should aid
revision. The graphic reward of
the Eiffel Tower would only
keep young children happy. It
doesn't really tie up with the
questions,

There is nothing wrong with
the structure of the program. |t
runs smoothly without any
hitches.

However it is not up to
Chalksoft's normal high stan-
dards. Unless you are really

ddicted to computer learning,

a pity no di tells
you what the topics are before
you load. just as wall.

This program is really a

a good phrase book might do

Rog Frost

Greedy Dwarf
Goldstar Software

the Fiery Kingd

Somehow, Arfa, the greedy
dwarf, has stolen three jewels.
What the noble King wants is
his treasure returned and the
evidence of Arfa’s death.

You start at the top of a
staircase leading down to the
caverns where the dwarf is
thought to live and the
problems start at once.

Some of these are very

ightforward, but it won't

then touching the owl isn’t so
lucky,

Movement consists of left,
right and jump. The professor
carries an umbrella which can

be Iong before you're falling
through trapdoors or having
stalactites drop on you.

It's a well-written adven-
ture with a fast response time

and great attention paid to
creating atmosphera,

This starts with the booklet
which comes with the pro-
gram. It not only gives
adventuring hints but also
contains a proclamation from
the King and details of your
quest, the dwarf Arfa and the
castle.

The graphics in the booklet
are excellent and this is a
better place for them than in
the game itself. The gquality
continues with the location
descriptions which are varied

and i ing.

The program knows around
230 words and these are not
just verbs and nouns. There
are slso adverbs and adjec-
tives, Commands such as
“CRAWL EAST QUIETLY" are
understood.

| have to confess | haven't
found Arfa or any jewels, but
it's a program | can’t resist and
| keep having another try.

I'm certainly pleased that
the load and save position
facilities work smoothly and
aasily.

This is a program for the
more experienced adventurer
and it scores highly in my top
10 adventures.

Rog Frost
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|BREN PAINT ROLLER!

20REN By C.Dunkley

JBREN (c)ELECTRON USER
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[OPTR:LDARAL JSRV: J:NEXT: [OP
TB:ATS: 1:NEXT

3180%=PY: FORN=0T01: PY=0%z
[OPTR: . EX:LDARIT: JSRV: LDARL
3131 JERVILDANIL 1 SRV LDAKAER
+ASLA: TAX:DEX: THA: JSRVILDAL
454:ASLA: TAX: INX: TXR: JSRV:L
DANI2: J5RV: JSRV:LDARE: JSRY:
JSRV:LDARL@: JSRV:LDARIZ2: ISR
V1 JSRV:LDAR3L: JGRV:LDARARA
ASLA: TAX3DEX: TXA: JGRY

J28LDALARA: ASLA: TAX: INK: T
14: J5RV:LDALADY: STALALR: LDA
§408: STALAGA L LDALTR: CNPRL:E
NEabR:JSRMAN(1): JNPor: . abl

1CHPH2:BNEabL: JSRMAN (21 1 JNP
fors.ablCHPE3:BNEab3: JSRMA
N(3):INP4or: ., ab3: JSAMAN (4}
130, for:LDARLT: JSRVILDAR
29: JSAVSLDARIL: JSRV:LDAMT:]
SRV:LDR#1: JSRV:RTS: J:NEXT
J48VDUZ3,224,051,2,4,8,17
,34,23,225,48,34, 68,34, 48,3
4,48,34,23,226,34,17,8,4,1,
1,8323,227,0,170,85,08; 170, B
5,8,23,2208,0; 128, 44,32, 16,1
14,48,23,229,48,136,16,32,6
4,128,0;23,1,0;8;0;9; 23,230
0,15,25,28,15,8,1,1
I58VDU23,231,0,248,248,25
4,242,2,254,128,23,232, 1,1,
1,1,3,3,3,8,23,233,128,128,
128,128,192,192,192,8,23,23
4,0;0;8;112,127,23,235,0, @
12,38,26,18,214,23,236,127,
112,0;8;8;23,237,222, 94,94,
94,76,72,120,8,23,238,0,3,
AN
J6OVDUZ3,239,8,192,192,19
2,128,128,128,128,23,240,1,
127,64,79,127,31,15,8,23,24
1,128,128,0,240, 54,152, 248,
,23,242,0,30,18,58,122,122
,122,123,23,243,0;0;8; 14,23
4,23,244,107,72,88, 120, 48,8
,0323, 205,754, 14,0, ;8: 23,2
46,7,8,16,32,87,31,7,08
370V0U23,247,224,14,8,4,1
94,248,224,0,23,248,0,8;1,2
8,96,64,120,23,249,0,8; 192,
56,4,2,308,23,250,127,115,18
9,125,123,112,83,7
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_—— PROCEDURES

me

o o and €
o ag maching code
init e
5 soreen
| screen g
‘o oo ing a scresn
Game Ove J—
over Ohtains 8 uunus‘t:.‘i s U s
5 g i el prints
bom:n Resets variables @
res! -
MAT ——
He, N v, RIAB
| So :.9,‘ Sbis LES
o (]
|I F% urrent score
| Loy -\_ll.ﬂ:,n“ counter
Xo Hmber of livag oty

X coording

' screenlocation

jefines graphics

Get stuck in and paint the
town blue in this game of
fun from CARL DUNKLEY

= ; e of rofja
o :l_ourrjmarn nrzculLr
‘_ ar

rea to be Painted

3BBVDU23, 251,254,206, 182,
182,182,206,252,224,23,232
8,3,5,10,61,42,53,26,23,253
,8,128,128,192,%95, 160,80, 18
4,23,254,21,26,53,106,85,12
6,7,2

I90DATAL7,131,17,2,230,23
1,8,8,18,232,233,17,131,17,
2,234,235,8,8,18,235,237,17
,131,17,2,238,239,8,8,10,24
8,241,17,131,17,2,242,243,8
18,109,244, 245

4BBENDPROC

41BDEFPROCscreen

428VDU23,255,94,170,86,17
2,84,168,240,0: FORNY=1TO3:V
DUL9,NT,0; @5 :NEXT: PI=B8-FX
IFPL(BPY=0

43RFORYI=1TO13:FORX=1TD1
9: 500, YY) =R: NEXT,, 1 24FE2T=
2551 AN=A+FID VAL IFANDTAN=T

440491=2: COLOUR1 28: CLS: COL
OURI31:PRINTTAB(R,30)SPC (80
JTAB(@,R)5PC (@) ;: COLOURLZY
+COLOUR2

ASBFRINTTAB(29,30] "PAINT
"FNF(PL,JITAB(29,31) "AREA
"AM;"/B"TAB(1,1) "SCORE: "FNF
(S%,60TAB(31, 1) "CREDIT: ";LY
TAB{1,38) "FRAME: "FNF (F1,2)

ASQCOLOURLILsME="P A I N
T*IN$="H1s "+FNF (HY,b) : D$="R

0LLER !":VDUS:6COLE,2:
MOVE4T2,42: PRINTMS: MOVESHY
996: PRINTNS:NOVE4RE, J1:PRIN
T0$:6COLA, B;MOVEATR, 6B PRIN
TH$:MOVESA2,595: PRINTNS : MOV

E4084,29:PRINTOS$
47VDU4: ST 118, B)=3:PRINTT
AB(8,2) CHR$224STRINGS (38,CH
R$227)CHRS22BTABILT,17);20R
LLMAN(2)
ABRFORNY=3TO28:PRINTTAB (R
o N1)CHR$225TAB (39, NX) CHR$22
S:NEXT:T2=223:PRINTTAR(2,29
JCHR$226STRINGS (38, CHR$227
CHR$229
490FORNY=1T023:PROCFind: 5
T(XX,YX)=2:6C0LD,2: VDUS, 246
+247,8,8:6C0LD, 1:VOUZ4B, 249
+8,8,10,250,251, 4:NEXT
SBEFORNY=2T0125TEP2:RY=RN
DIFINOD3) s TR=T2-RY
S1BFORNY=1TORY: REPEATXX=R
ND(171+1:UNTILSR (X%, NX) =R
S5285% (X%, N1)=4:COLOUR128:
COLOURS: PRINTTAB(XX#2-1, N1
2¢1)1:VDU252,253,8,8, 18,254
+235ENEIT,
S300=FALSE: (1=10: Y2=8: 707
B=2:V0U28,19,3,4; 03 : COLOURZ
S4ATI=TA#AN/B: RESTORESAD:
FORN%=1T0173READA, B2 SOUNDI ,
~1,A,B:SOUND1,B,8, 1:NEXT:RE
PEATUNTILADVAL (-6) =1 #§x2]
5580%=INSTR("A.1," ,BETS):
IFDXCR7470=D1
SGBPRINTTAB(19,17)3:CALLM
AN{7470) :ENDPROC
STRDEFPROCdead
SB0A$="08D4D20BPEL2LADADS
#208": COLOUR128: COLOUR2: $da
ta="YOUR DEAD!":X=12Y2=9:
LX=L1-1:CALLdnor :COLOUR12Y:

PRINTTAB{38,1)3LY

S98FORNY=1T0225TEPZ: SOUND
1,1, ASCHIDS (RS, NL, 1] VALNID
$(A$ NL+1,1):50UND1 B8, LeN
EXT:ENDPROC

5BADEFPROCTVEr

518COLOUR128: COLOURZ: IFSY
JHIY2=14: X2=15:$data="NEW K
1-SCORE" :HX=8%: CALLdnor

520Y1=20: 11=121 $data="Ano
ther game (Y/N)?":COLOURLIE
1COLOURY :CALLdinv:REPEATAS=
BET$:sUNTILAS="Y"ORA$="N":EN
IPROC

b3BDEFPROCbONUS

£4850UND1 , 2,295, 22: COLOUR
20FORYX=1T013: FORXZ=1T01%:C
OLOUR128: [FSA XL, YX)=2PRINT
TAB(XX#2-1,Yi#2+11"  *32VDU
8,8, 18:PRINT; " *;:50UNDB, I
12, 2:5%=5X+J0eF X CALL for: PR
INTFNF (51,6) FNB: MOVEX X #64-3
2, 115-¥1) #64+30: 5COLR, 2: VDU
5,246,247,8,8:6COLA, 1:VDU24
8,249,8,8,18,250,251 ,4

&5 NEXT,:COLOUR138: COLOU
RLtFI=FL+L:0=15: V=10 $dat
a="NEIT PATTERM*:CALLdinvil
DLOURZ: SX=51+P1:SOUNDE, 1,2,
1:CALLfor: PRINTFNF (ST, ) TRB
135,30) *BBR"FNE: FORNL=1T025
SSTEP4: SOUNDEL, 2, NY, L1 NEXT
ENDPROC

LEBDATALZE,2,128,2,136,12
,128,2,120,2,116,2,188,2,18
4,8,108,16,0,2,136,2,128,2,
136,12,116,6,120,56,104,5,10

B8

4T@DEFPROCreset: VDU2R

488COLOURY 283 CLS: COLOURL s
SY=0:L1=3:FY=1:N1=10000: $da
ta="Press any key":Xi=13:¥l
=29:CALLdnor: $data="PAINT
ROLLER!*1Xt=11:Yi=11CALLdno
r:COLOURI:PRINT ‘TAB(12] "By

C.Dunkley"'"*The object of
this gase is to paint the
screen.”

S98PRINT'"1f you leave on
e edge of the screen you wi
11 reappear at the other."’
‘*While moving across a pre
viously filled area you wil
1 lose paint at a faster

rate than norsal!"'""A bon
us man is awarded every 104
Bdpts.”

TRRPRINT "I you run out
of paint or hit one of th
e rocks you will lose a lif
e."' ""SCORING: "' "Each squar
e covered ot

paint can collected...
« ittt
unused J0#frase”
71RCOLOUR2: PRINT ' *CONTROL
StUTRB(IT)"A™'TAB(16) "¢ »**
TAB(17)*1": A$=BET$: ENDPROC

This lis ting is included in
this menth’s cassette
tape offer. See order

| form on Page 61.
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S0 far in this short series
looking at Mode 5 graphi
we have been using a very
simple print routine. This is
capable of printing normal
size, 8 by 8 pixels, multi-
coloured charactars.

If you typed in the sprite
designer from the last article
you'll now be ready for the full
sprite print routine

This final routine, although
rather complex, is capable of
printing a multicoloured
character of any size at any
screen address.

The ECR method is used to
enable the character to pass
over ather characters or back-
ground objects without eras-
ing them

The routine is fast, powerful
and enables characters to be
animated. A character can be
placed on the screen or moved
from one position to another

When the routine, which
I've labelied print, is called
several items of data and
parameters need to be passed
to the program.

The address at which itis to
be printed, the address of the
data for the character and its
size has to be passed to the
second half of the routine

labelled put. This is how 1o

IQREM Bprite Print

20REN By R.A.Maddilove

JBNODE 5§

4BPROCasseable

SEREM read data

5BFOR I%=A TO 95

TBREAD J1: IATACER=01

BENEXT

FOREN print sprite

{@RPRINT *Press a key..."
1#FA21

118CALL sprite

1208END

13

1ABDEF PROCasseable

15801d=47@: new=k72: count=
k75:rows=k74tcoluans=k77

{b8counter=kTAt address=L7
B:teapcol=k7B

~ Any time,
any size,

any where...

remove @ sprite as well
remember it's EOR logi

Lines 250 to 280 of Sprite
Print puts a large rocket on the
an,

The print address is placed
in new and new+ 1 low byte
high byte and the data address
in newdata+1 and new
data+2.

The address is also stored
at address and address+1 as
it's needed later

The size is placed in rows
and columns and put is called
to print it

If a character is to be moved
the old print address and new
address and the old and new
data addresses are set before
calling print.

The data for the character

Sprite Print Listing

1oshyte='k20A AMD LFFFF

188teapl=L70

198FOR pass=@ T0 2 STEP 2

200P1=L700

2100 OPT pass

228\set old address

30, sprite

248L0A #B:STA counter

250L08 18TA new:5TA &
ddressiLOA #&7135TA newtl:§
TA address+! \set address

260LDA $LB8:1ETA newdatatl
tLDA BEC:5TA newdatat2 \se
t new data

27008 #4:5TY columnssLDY
#24018TY rows \set coluans
+rous

200L0Y #2:J5R put \-on §
creen

298J5R osrdch \wait for k

at the old position can be
different 1o the data for the
character at the new position
but the size must be the same.

This enables characters to
be animated 8s you quickly
swap between two shapes

The data pointers olddata
and newdatra and the old and
addresses of the charac-
ter, ofd and new must be set
before print is d.

The size of the sprite in
columns and rows is passad in
the X and Y registers.

An important peint to
notice is that the labels
olddata and newdata actually
point to the wrong byte.

Line 480 has the label
olddata followed by LDA
&3000. The &3000 should be

ey press

308, noveit

JIOLDA address:STA old:ClL
C1ADC #8:5TA new:STA addres
]

120004 address+1:5TA old+
1::ADC #2:5TA newtl15TA add
+

JIBLDA #LBR:5TA olddata+l
15TA newdata+liLDA #AC:STA
olddata+2:5TA newdatas2 ‘s
et new data

SABLDX #4:LDY #24
coluans+rous

350JSR print \-it

JHBD0EC counteriBNE moveit

JT0RTS

380

98.print \uses new/cld/
Y=coluens/Y=rows/olddata/ne

\pass

ofddata, but olddata actually
points to the first byte of the
LDA opcode, so 1 is added to
get the low byte of olddara and
2 to get the high byte

The moveit loop between
300 and 360 show how 1o set
up the parameters and call
print 10 move a character,

It's not essential to under-
stand how grint works, but you
do need 1o know how 1o use It,
so study it carefully

I'll briefly explain how print
works, The first few instruc-
tions save the size of the
character followed by the
machine code equivalent of
*FX19

The *FX19 reduces fiicker
and adds a short delay
otherwise the routine would

wiata

ABBSTY coluans:STY rows

41571 teapcol \save col
usns
A20LDA 191058 osbyte &
FI19

A30L0Y 42

448, loopl

4SOLDA old:STA tespliLDR
old+1:8TA teapltl \save ad
dress of coluan

A6BLDK rows

470.100p2

480, olddata LDA L3I00A:EOR
{old),Y:8TA (old),Y

ASRINC olddata+l:BME plal
NC olddata+2

508,p1 LDA oldiAND #7:CNP
#71BEQ bottos

SI0INC old:BNE p2:INC old
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be too fast
sn't usually placed in the
print routine itself but in this
program it’s the best place for
it

Try putting it somewhere
t believe me!

The character is printed by
running from left to right
across the screen printing
each vertical column

The routine starts in the top
left corner and prints down to
the bottomn of the first column
It then moves ta the tap of the
next column, prints that
column, and so on

Fig | shows the top left
portion of the screen memaory

If you look it you'll see
that starting at the top left
corner and reading down the
address increments by one
each time for eight bytes.

Then there is a jump of
9 to the next address,
h is on the next character

f the print routine is to cope
aracter which is split
or more lines when it
is printing a column, it must
detect when to add one to the
address and when to add the
larger increment, &139

Line 460 of print loads the
number of rows into the X

ister and foop2 prints the
umn.
Line 480 collects each item
of data and EORs it with the
SCreen memory

Line 500 checks the
address to see if 4139 or 1
should be added to the current
address to get the next oné

It's actually not that dif
ficult, as the three least
significant bits of the address
are always equal to seven
when a jump of &139 is
required, which is quite con-
venient

The low byte of the address
is ANDed with 7 and com
pared with 7 in line 500, Ifitis
equal to 7, 8139 is added by
branching to battom. If it isn't
aqual only 1 is added

When all the rows have
been printed old is restored so
that it again points 1o the top
of the

mn.

t column is printed
ng old to the top of
the next column by adding 8 to

it

This process is repeated
and the number of columns is
decremented each time until
zero

There are many different
ways to print multicoloured
characters, the mathod listed

Part 4 of ROLAND WADDILOVE's
series on programming graphics
with arcade games in mind

5800 | 5808 | ¥581@0 | ¥5818
%5801 | %5809 | %5811 | %5819
%5802 | ¥580A | ¥5B812 | ¥581A
%5803 | ¥5SB0B | 45813 | ¥581B
%5804 | ¥SB@OC | ¥5814 | &581C
5805 | ¥58@D | ¥5815 | &581D
%5806 | ¥SBOE | 45816 | &5B1E
%5807 | ¥SBOF | &5817 | &581F >
%5940 | ¥5948 | ¥595@ | %5858
%5941 | ¥5749 | &¥5951 &5959 N
£5942 | ¥594A | &5952 | &595A
Figure!

here is just one. The technique
is identical for all modes and
all that needs changing is the
& 139 increment

Try designing a few charac-
ters of your own and replace
the data at the end of the

program with your own, The
program looks complicated
but it should hopefully be fairly
aasy 10 use

® That's all for this month
Next time we'll look at
colifsion detection,

+11.p2 BNE nextl

528.botton \row

S3BCLC:LDA old:ADC #k39:S
TA old:LDA old+1:ADC #1:5TA
old+l

540 next!

SSODEN:BNE loop2 \next r
ow

568LDA templ:ADC #8:5TA o
1dsLDA teapl+1:ADC #8:5TA o
1d¢#1

STQDEC colusns:BNE loop!
\next colusn

588LDA tespcol:STA colusn
s \restore coluans

598.put ‘\put sprite on s
creen

408, loopl

S1BLDA new+1:STA teapltl:

LDA newsSTA teapl \save ad
dress of colusn

B28LDY rows

30, 100p2

540, newdata LDA L3000, Y:E
OR (new),Y:STA (new) ¥

H5SBINC mewdatat1:BNE pl:l
NC newdatat

b48.p3 LDA new:AND #7:CHP
#7:BEQ bottoal

STBINC new:BNE p4tINC new
+11.p4 BNE next2

4B0.botton2 \row

ETOCLC:LDA new:ADC #439:5
TA newtLDA newtl:ADC #1:5TA
newt]

700, next2

TINDEX:BNE loop2 ‘next r
]

TIBLDA tespl:ADC #8:5TA n
ewiLDA teapl+1:ADC #Q:ETA o
ewtl

TIRDEC columnsiBNE loopl

\next colusn

TABRTS

7581

THANEXT

TTRENDPROC

788

T9BREN Missile

BOGREM rows=24/colusns=4

BIBDATA 204,226,241,240,2
40,248,240

B200ATA 15,15,8,255,248,2
49,255,0,15

B3ADATA 15,248,240,240,24
0,241,226

S480ATA 204,8,8,8,136,196

1226,241,13

@5QDATA 15,8,255,248,240,
255,8,15,13

BLBDATA 241,226,195, 136,80
0,0,0,8,0

870DATA 8,0,8,0,15,15,8,2
55,240,200

888DATA 255,0,15,15,0,8,8
8,8,0,0,8

B9BDATA 0,0,0,0,0,0,8,12,
6,207,225

SOBDATA 225,207,5,12,8,8,
8,0,0,8,0

G10DATA B

This listing is included in
this month's cassette
tape offer. See order
form on Page 67.
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These ***+++

trings can
prove to be
sessesseful

THIS month sees us con-
tinuing our exploration of
string handling with Elec-
tron Basic. We'll be looking
at an easy way of creating
strings and using it to show
how to avoid one of the
programming problems you
can enter if you're unwary.

And not satisfied with
creating strings, we'll start to
chop them up, taking the bits
we want and discarding the
rest.

But first, string creation
Suppose you wanted to create
a string of five asterisks,
possibly to help enliven a
screen display or just because
you're that type of person. One
way of doing it would be:

LET asteriskf= "teeee”

But what if you wanted 10
or 207 You'd be typing an
awful lot of asterisks just to
make one asterisk®. Happily,
there is a Basic function that
makes the job easier. It's the
STRINGS function.

Using this, if we wanted a
string made up of five
asterisk® we'd enter:

asterisk$=STRINGS(5,"#")
when
PRINT asterisk$

will show you that asterisk$
does contain five of the brutes.
Similarly:

asterisk$=STRING$(10,"#")

UV PETE BIBBY

will produce a string of 10
asterisks, storing them in the
string variable asterisk$,
while:

asterisk$=STRING$(20,"#")

will put 20 asterisks in
asterisk$.

As you can see, the first
item inside the brackets fol-
lowing STRINGS tells the
Electron how many repetitions
there are to be.

The second item, the one
after the separating comma,
tells the micro which string is
1o be repeated to make up the
larger string

So, STRINGS can save you
a lot of typing. It can also save
you a lot of heartache. Have a
look at the following:

PRINT *ABC
nr

This is supposed to be ABC
followed by 20 spaces, then
XYZ. The trouble is, when it's
split over a column it's
anybody's guess how many
spaces there are. A much
better way of doing the same
thing is:

PRINT *ABC*+STRING$(20," *)
1"

which gives the desired result
and is much easier to type in

If you really want to be
pedantic, you could even
object to the space in between
the inverted commas. Why not
replace it with:

PRINT "ABC*+STRINGS (20,

CHR$ (3201 +*XY1"
and make it even easier?

So STRINGS makes life
easier for budding typists. To
test your understanding of
strings, STRINGS and LEN
cast your eye over the follow-
ing lines:

asterisk§="#"
asterisk$=asterisk$+asteris

k$
asterisk$=STRINGS(3,asteris
k$)
asterisk$=STRINGSILEN (aster
isk$) ,asterisk$)

Can you figure out the final
number of asterisks held in
asterisk$? 1 you can, well
done. If you can't, you'll find
the answer by entering them
into your Electron and using

PRINT LEN(asterisks
Now let's move onto that
programming problem

mentioned earlier. Program |
shows what | mean. And it

uses asterisks!

As you'll find when you run
it, after a few seconds of
flickering cursor the program
grinds to a halt with a

No room

error message. To see what's
gone wrong, let's take a look at
the listing.

Line 20 is fairly straightfor-
wa it just sets up a one
dimensianal array string$()
which contains 11 elements.

10 REM PROGRAM 1
20 DIN string$(10)
30 FOR outerloop=1 T0 25

40 FOR eachstring=l T0 1

50 string$(eachstring)=s
tring leachstring) +*+*

50 NEIT eachstring

70 NEXT outerloop

Pragram |

If you're wondering why

that's 11, not 10, remember
that there is an element
string$(0)

Lines 30 and 70form a FOR

NEXT loop and inside it is

nested another FOR ... NEXT
loop.

The outer loop is to cycle
255 times, the inner one 10
times for each repetition of the
outer loop

Let's look at what's hap-
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pening in line 50, the one that
does the real work,

This takes each of the
10 string&() in turn and adds
an asterisk to it. So the inner
loop increases the length of
each string® in turn by one

The outer loop cycles 255
times and for each cycle of the
outer loop the inner one goes
round 10 times, adding an
asterisk to each string$/).

So in all 255 asterisks are
eventually stored in each of
the 10 string8() used by the
program.

Or they would be if the
program didn’t crash

The reason things go wrong
is because of a peculiarity of
Electron Basic.

You'll remember from the
first articles that when we talk
of a variable such as fred§,
what we are doing is labelling
the area of memory that's used
to store the contents of fred$.

When we use fred$ in a
program the micro goes to the
bit of memory labelled as fred$
and uses whatever it finds
there in place of fred§ in the
program

Now it should be fairly
obvious that a fred$ created
by:

fredf="sressseees”

will take up a lot more mamaory
than one created by:

freds="s"

in the first there are 10
asterisk$, in the second only
two. It's clear that the shorter
string will take up less memary
space. Just as it's clear that:

fredf="teriiri bbbttt
FEERRRRR R R AR MR

will use a lot more.

So long strings — and they
can be up to 255 characters in
length take up lots of
memory. However, when a
string is growing in length
things get worse,

Let's take fred$ again
Supposea in a program it starts
off as:

freds="+"

just & solitary asterisk which,
viewed simply, takes up one
memaory space. Now if we add
another asterisk to fred$ with

a line such as:
freds=fred§+freds

then fredS will contain two
asterisk$,

So. you might ask, what's
the problem? Just add another
asterisk to the old fredS. It's
not that easy

You see, after we used
fred® we might have used
another variable such as
numaber.

The value for this would be
stored just after our old fredS,
leaving no room for it to be
expanded by one asterisk

It's hemmed in on both
sides by other variables,
leaving it no room to grow

One answer to this might be
to shuffle all the bits of
memary up or down one place
to make room for our extra
asterisk.

However, this takes a lot of
time and effort and the
Electron uses another, much
faster method.

Put simply, it abandons the
old fred$ and stores the new,
two-asterisk version in a
different place in memory.

Now suppose we carried on
with:

freds=fredé+"+"

Once again the old fred® is
cast aside and a new,
three-asterisk version created.
This can carry on and on up
until fred§ reaches its
maximum length of 255
characters

As you can imagine, the
micro’'s memory becomes
filled with redundant fred$
that are no use to anybody but
still take up memory

But, like all things, memory
is limited and if there are a lot
of other variables as well as
fred$ you can see that
eventually there isn't going to
be room to store any maore.

And this is what has
happened in Program |

Each time round the outer
loop. a new, longer version of
string$() is created, taking up
more memory while old ver-
sions are still lurking around,
using it up as well

If the program had suc-
ceeded in its mad desire to
have 10 string8(), each consis-
ting of 255 characters, there

would have been 254 old
versions of each littered
around memory. However,
long before this the micro
gives up with a

No rooa

message. You can't blame the
poor thing!

The trouble is that at times
you are using a lot of strings
and you do want them to keep
growing, even to the limit,

15 there any way round this
memaory trap? Program Il
shows a solution to the
dilemma,

10 REM PROGRAM 11

20 DIN string${10)

30 FOR setlength=1 TO 10

40 string$isetlength)=5T
RING# (255, CHRE (321}

50 string$(setlengthi=""

b0 NEIT setlength

70 FOR outerloop=l TO 23
5

B0 FOR eachstring=1 T0 |
0

90 string$(eachstring)=s
tring#leachstring)+*+*

100 MEXT eachstring

110 NEXT outerloop

120 FOR display=1 70 10

130 PRINT string$idisplay
1

140 NEXT display

Program I

Here you'll see that lines 70
to 110 are trying to do the
same job as Program |, but this
time the program works suc-
cessfully

There is no "No room™
message and we are rewarded
with 2 650 asterisks. What's
happened?

The secret lies in the FOR

NEXT loop formed by lines
30 to 60. As you can see with
your newfound knowledge of
STRINGS. line 40 sets the
variable string3() to its
maximum length of 255
characters, filling it with
5paces.

Having done this, the next
line sets the same stringS() to
the null string, effectively

Beginners

emptying it. This seems a bit
daft, filling each of the 10
string variables in tum and
them emptying them.

However, it does make
sense and, again, it's all to do
with the way Basic stores
strings.

Suppose we had a variable
created by:

fredf="ses"

Now fred8 contains thres
asterisks. Suppose that a
command like:

frads="es"

set fred$ back to two
asterisk®

The second string is shorter
than the first, so it will fit
comfortably inside the
memory space already
allocated to the previous
length of fred$. There's no
need to create another string
elsewhere in memory.

From this you can see that if
we already know the
maximum length a string is
going to take we can initially
set it to that length,

The micro reserves the
necessary memory space for
that length of string.

Since in the program the
string will never exceed that
length, it can vary in length
between zero and the
maximum and still use the
same, original bit of memaory.

There's no need for a
scattering of redundant strings
to occur.

This is what line 40 does.
As the loop cycles it sets each
strings{) in turn to its absolute
maximum length, filling it with
spaces, However, we don't
want spaces in string$(), so
the next line just sets aach to
the null or empty string 50 we
can do what we want with it
later

The point is that now there
is enough memory set aside
for each of the stringS() to hold
anything from no asterisks to
255 of them.

There's no need to create
redundant strings of different
lengths all over memory, they
can all fit in the original

.
L
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From Page 21

allocations.

Before we leave Program ||
can | point out that the FOR ...
NEXT loop of lines 30 to 60 Is
very inefficient.

Really there's no need to
use STRINGS 10 times, it
need only be used once and
the various string$f/ set to the
maximum length,

| leave that to you to code.

And now an abrupt change
of subject as we deal with the
Basic function LEFTS.

All this does is to pick out
the lefthand characters of a
string. How many characters
are selected depends on the
figures in the brackets follow-
ing LEFTS. Try entering:

PRINT LEFT$("lefthand® &)

and you'll see that LEFTS has
taken the leftmost four charac-
ters from the string inside the
brackets. Similarly:

tests="1234567"
fives=LEFTS (test$,5)
PRINT fives

takes five characters from
test$, starting from the left
hand character. and stores
them in fiveS.

You should have no trouble

10 REN PROGRAN 111

20 test$="12345"

30 FOR loop= § 70 §

40 PRINT LEFT$(test$,loo
p

50 NEXT loop

Pragram i1l

in following Program I1l, which
uses LEFTS to extract increas-
ing numbers of characters
from test$.

As loop increases in value,
so the LEFTS of line 40 takes
more characters from rest$.
When you look at the output:

|

12
123
1234
12345

doesn’t it remind you of
something? Doesn't it look like
the triangle of asterisks we
created when learning about
FOR . .. NEXT loops?

Never one to miss an
opportunity to create a triangle

10 REN PROGRAN 1V

20 asterisk$="sispsns”

30 FOR row=1 TO LEN(aste
risk$)

40 PRINT LEFTS(asterisk$
yrow}

50 NEXT row

Program IV

of asterisks, Program IV does
the job producing:

L]

H

(113
1132]
(1121
[1izit}
(Riiiil]

Can you produce the fol-
lowing triangle:

Litizit]
HREEEE
EEER
L212]
i

L

L

by changing line 30 of
Program IV? You'll have to use
a STEP of minus 1.

However there's a lot more
to LEFT$ than just drawing
triangles of asterisks. Program
V shows how it can be used to
read in and process data from
DATA statemeants.

The program is fairly
straightforward and should
cause you no problems. It's
just the usual READ command
nested ina FOR .., NEXT loop.

The point to notice is how
the data is set up or
configured.

If you look at each of the
strings that are read into
record$(] you'll see that they
are exactly 12 characters in
length.

The first 10 characters are

used to contain a name, the
last two to hold an age.

If the name is shorter than
10 characters, as they all are,
spaces are used 10 “pad out”
the name field to its full length
of 10. Figure | shows how it's
done,

Character L

[position (102/3}4/5/6(78(%0|112

Data I
Blojdlg 3
Bjpjojt 2

Figure I: Character positions of
recard$(]

10 REM PROBRAN V

20 DIN records(3)

30 FOR Loop=l TO 3

40 READ record$(loop)

50 NEXT loop

60 FOR loop=l T0 3

T0 PRINT LEFT#(recards(l
oap) , 10}

B0 NEXT loop

90 DATA Peter ]

100 DATA Bodger 3

110 DATA Spot 1

Program V

Knowing that the name
field is always 10 charactersin
length allows the LEFTS of line
70 to extract the names from
the data strings.

MAs you can see, this system
of organising the data works,
but it does have problems.,

What if Peter was 111
years old or Spot was actually
called "Spottythecat”? The
system waould fall down.

The program wouldn't
crash, you'd just get some
incorrect answers.

As you can see, the method
works, but only If the data
strings are in a strict layout or

10 REN PROGRAN VI

20 testé="vwayz"

30 FOR loop= 1 TO §

A0 PRINT RIGHTS (test$,lo
op!

50 NEXT 1oop

Pragram VI

format. It's efficient, but rigid.

Having already dealt with
LEFTS, the more suspicious
readers may be wondering if
there is a Basic function
RIGHTS. They'd be right, as
Program VI shows.

This uses RIGHTS in exactly
the same way as Program Il
used LEFTS, producing:

1

¥y

1y

wKYZ

uxyz
as outpul. As you can see,
RIGHTS starts to take its
characters from the rightmost
end of the string and moves
inwards from there.

Of course the exciting
question is whether we can
use RIGHTS to create trian-
gles of asterisks that are the
mirror image of the ones
produced before

We can, but it can’t be done
simply by substituting RIGHTS
for LEFTS in Program IV. Try it
and see why. Program VIl is
what is needed.

10 REN PROGRAM VII
20 asteriskd="#resens®
30 length=LEN(asterisks)

40 FOR row=! T0 length

50 PRINT STRINGS (length-
row,CHRS (32) )+RIBHTS (asteri
sk$,row)

&0 NEXT row

Program Vil

Here, line 50 uses &
combination of STRINGS and
RIGHTS to produce:

¥

(1]

(1]
i
HHH
HHHE
FEEHEE

STRINGS is needed to
provide the spaces used to
position the asterisk correctly,
Notice that CHR$(32) is used
to provide the spaces.

Another point to notice s
that the length of asteriskS is
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stored in the numeric variable
length before the program
entars the loop

It would have been possible
to have lines 40 and 50 read:

40 FOR row=1 TO
LEN(asterisk$)

50 PRINT STRINE$ILEN
|asterisk$)-row,CHRS (32))
+RIGHTS (asterisks,row

but that would mean that the
value of

LENtasterisk$)

would be calculated afresh
egach time round the loop
Since this value never chan
ges, the sama calculation
would be done over and over
to no avail
It's much better to find the
value before entering the loop
and put it in fength for once
and for all
Before we leave Program
VII, try to modify it to produce
another triangle of asterisks
shaped like
RS
FHEREE
HHE
e
H
L
¥

There's no need to be
negative about it, provided
that you take the right steps|

And that's where we leave
asterisks for this time. Pro-
gram VIl goes back to reading
in data strings. This time it's
using both RIGHTS and LEFTS

10 REM PROGRAM VIII

20 DIM recard$(3)

30 FOR loop=l TD 3

40 READ records(loop)

S0 NEIT loop

50 FOR loop=1 T0 3

70 PRINT RIGHT$(records(
loop) 21 ;CHRS (32) ;LEFT$(rec
ord$(loop),10)

B0 NEXT loop

90 DATA Peter M

100 DATA Bodger 3

110 DATA Spot 2

Program Vill

Beginners

to rearrange the data

Line 70 is where the work is
done. Here RIGHTS is used to
extract the last two characters
from each record$()

Since the data strings are
still in the 12 character form
we met in Program V this
means that RIGHTS extracts
the ages from the data strings

The rast of the line just adds
a space and than uses LEFTS
to extract the name fields. The
result is that

34 Peter
3 Bodger
2 Spot

is displayed on the screen.

The method used in Pro
grams YV and VIl works, but
it's very limited. Suppose you
were trying to store and
process the age and weight of
Tom the cat, lan the rat and
Eric the bat?

Figure |l shows this infor-
mation in tabular form.

NAME | SPECIES | AGE | WEIBHT

ELECTRON SOFTWARE BARGAINS
FROM POTTER PROGRAMS
‘THE HOTTER PROGRAMS'’

Electron. Al

0 games

wir 1o

:£2.95

Dept E6, Pottar Programs, 7 Warren Close, Sandhurst, Camberley
Surrey, GU17 BJR. Tel: (0252 B77608).

WANTED: T El
ar Bas

the

TON | CAT | 3 7
IAN |  RAT 2 1
ERIC | BAT 1 |

Figure N: Animal data

Of course you could put
each set of information into a
string and read it into a
variable such as record$() with
lines |like

100 DATA TOM CAT 3 7
110 DATA IAN RAT 2 1
120 DATA ERIC BAT 1 1

but there would be problems
Could you use only LEFTS and
RIGHTS to extract just the
species and weight or the
name and age?

If you try it, you'll see that
we could do with something
that didn’t just take characters
fraom the right or left, but also
from the middle.

And that's what we'll be
dealing with next time, the
Basic function MIDS.

Until then, keep on practis-
ing what we've covered this
month. After all, you wouldn’t
want it said that you don't
know your RIGHTS from your
LEFTS when it comes to
STRINGS.

Lommmm@

Special Operations

@ Graphic War/Adventure
Game

@® Multi-screen

@ 7 Different Objectives

@ |Infinitely Replayable

@ Maps, mazes etcetera,
extremaly well reviewed

Mo Electron/BBC ..... £6.95

THE WARMASTER CLUB — Join Today

® Free Membership ® Free Newsletter

@ Special Offers 3 i
® FREE Lothiorien Game if & Sree Ciub Editions
@ Advance Information on

you join on this coupon
AND buy Special Operations.  new Lothlorien Wargames

M C Lathiorien Ltd. 564 Park Lana. Paynioe. Tel DE25 876642

Plesse ensol me m the WARMASTER CLUB O
Please send me SPECIAL OPERATIONS at £6.95

Computer _ e
| enclose a chegue/P0. made payable 10 M C Lothlorien Ltd
Please debit my Access Accoant No

Signature __

L 1T T—  Address

Past Code
REF £}
OREN. 5Ba Park Lane. Poysten, Cheshie SK12 1RE Tel: Poynton (0625 B76642
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— gy 7

e age of
ne 1al

| WE seem to be in a
|  mechanical frame of mind
|  nowadays.
The June issue had Dave
‘ Robinson’'s Engine, show-
ing us the ins and outs of
internal combustion.

Now we have Paul
Heath's Train, a delightful
little piece of animated
action.

ITQI: .

pr\NATlON

480-660 produce th

PROGRAME

e train's body

. o™ hanging
kground and draw lhe.rall N s o T e s s
{ocare e duce the @
80108 Maie 5 sti PROCsircle to draw the & eT0700 Vo v ine e
Make use © o :
e G o prostRpRe s s 980-1200 pefine the procedur
PROCSPOKE an
260- Use PR 08
‘I;ua\:'pgre \51eapers. Figure | shows ho’
350-470 g

10 REM#HETRAIN®##

28 REM#+eBy Paul Heathwd
[

38 REN (C) ELECTROM USER

1985

48 REN

58 MODEZ

40 VOU23;8202;0;050;

70 VDULY, 14,4j0):6C0L0,1
A2:VDU24,8;405; 1250; 1023;:C
L&

B8 VOULY,13,2;8;:6C0L, 1
A1:VDU24, 8385 1250; 3584 1 CLE

70 VOU24,@;@;1250; 1023;

108 GCOLE,B:MOVETLE, 530:0
RANISE, 480:PLOTES, B0, 4B0: D
RAN99@,538: PLOTAS, 310, 530: 0
RAN310,560:PLOTEY, 700, 560: D
RANSRA,530:PLOTES, 310,530

118 REN #Draws wheelstt

128 VDU1Y,9,6;8;:6C0LR, 9

130 PROCcirclelsbd,Sd,11
L]

140 PROCcircle(489, 460,67
1

158 PROCcirclel(80@,4568,47
1

168 MOVE B,408: DRAN1230,4
08:PLOTAS, B, 380: DRAW1ZSE, 36
B:PLOTES, 1250, 400

1786C0LR, @

1BANOVER , 40@: DRAN1 250, 408

198PROCcirclels0n, 500, 100

)
200PROCcircle(AD@, 460,40)

218PROCcircle (808,460,500

2206C0L0,9

238PROCcircle(bne, 583,95)
24BPROCcircle (480, 443,55)
258PROCcircle (80,443, 55)

258 REN ##Draws spokest#
- 270VDULS, &, &;0;1BCOLR, &
28BPROCSPOKE (408, 500, 95)
290PROCSPOKE (404,448, 55)

JRBPROCSPOKE (208, 440,55)
S1VDULY, 5, b; 05 16C0LE, 3
J20PROCSPOKEZ (608,588, 95)

J38PROCSPOKEZ (408, 460,55)
JABPROCSPOKE2 (800, 468, 55

358 REM ##Draws sleeperst
1]

J&RVDULT,2,1;8;:V001%,3,0
103 IVDULY, 4,00y

I78F0Rn=@ TO 1258 STEP 1@
]

388 z=n

J98FORC=1T04

4986C0LE,c

410F0Rx=z TO 2+25 STEP &

A28MOVEx , 3881 DRANx , 360

ATBNEXTY

4z=2475

45e6COLe,c

SLOMEXTE

ATANEXTn

480 REM #2Draws train bod

¥t

A0VDULYT, 10, 1;8;:ECOLD, 10

SRAMOVEIRE, 510: DRANTL1E, 51
B:PLOTES, 310, 378: DRANSDE, 57
9:PLOTES, 300, 510: DRANILE, 57
8: DRANTRE, 570:PLOTES, 310,36
B:DRANTRE, S40: PLOTES, 9040, 57
2:DRANTLO, 570:PLOTES, 710,51
2:DRAWT0Q, 510:PLOTES, 708,57
L]

S1BGCOLE, B: MOVETRR, 5742 DR
ANT1R,STH

S2BNOVEIZR, b00: DRAWATE, 50
B:PLOTAS, 430, 608: DRANIZE, BI
B:PLOTES, 720, 500: DRANISE, 48
B: DRANISE, 575: PLOTBS, 378, 57
5:DRANI70, b0@: PLOTBS , 350, 60
]

SIOMOVET.R,4508:DRANSL, TR
B: DRANI2E, 708: NOVES 10, 798: D
RANI10,740: DRANI2E, 750

S4R6C0LE, B: MOVET SR, B20: DR
AN36,B58: PLOTBS, 480, 808: DR
ANARE,BR: PLOTES, 360, B60: N0
VEJ30,B50: DRAW4 LB, B50

SSBVDULY, 18, 1;8;26C0L0,10
tNOVEAT, 608: DRANATE, BBR: PL

785,758, 808@: DRANTSE, bad: PL
OT8%5,438,500: NOVEASE, 575: DR
ANT5@,575:PLOTES, 750, 6041 DR
AN450, 6@8: PLOTBS, 458,573
S4BMOVETSE, 858: DRANTSE, 57
5:PLOTES, 760, 575: DRANTEE, BS
8:PLOTES, 750,850 MOVETBA, 75
#:DRANTBA, 575: PLOTES, 828,57
S:0RAWB2R,758:PLOTES, 784,75
9:MOVETB@ , B0: DRANTER, BIR: P
LOTaS, 700, 850: DRANTEN, BI0: P
LOT8S5, 728, 650
S7MOVEBEE, 810: DRANGER, 57
5:PLOTBS, 0@, B30: DRANTRE, 57
5:1PLOTES, 880, 575: NOVETRR, 17
2: DRANTS8, 770: PLOTES, 708,58
:: DRANTSE, 630: PLOTES, 758,77

SBOECOLA, : MOVEASE, STHIDR
AN980, 575: NOVE4S, 575: DRANA

58, 750: DRAWTSE, T50: DRANTSE,
5751 DRANTSR, B58: DRANTER, B850
+NOVEST®, 750: DRAWSTE, 768: DR

ANLIR, 74@: DRANGTE, 750 NOVES
89, 570: DRANIRE, 5181 MOVES1R,
S70:DRAWT1E, 510

ST8ECOLA, L0: NOVESZD, BO0: D
RANS24,828:PLOTES, 580, 800:0
RAWSB8,820: PLOTES, 520,820:0
RANS3@,840:PLOTES, 550,020

SBNOVESIR, B40: PLOTES, 550
1850: DRANSTR , 84@: PLOTBS, 350
1B20: DRANST , B48: DRANSER , B2
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Figure |- The track layouf

The numbers above are
colour numbers, Each sleeper
is made up of two of these
SQUATES.

So. for example:

VU 19,1, 148
and

vou 19,2, 18
will turn all the SOQUEres
|abelied 1 and 2 to red. Before
this is drawn the colours are
set to black so that they don't

show )
To make the track appear o

#:PLOTES, 550,820

B10VDULY, 11,3585 :6C0LD, 11
sMOVE4I0, 400 DRAWA3E, B08: N0
VESR®, B00: DRANSER, 750: MOVES
B2, 500: DRANGEA, 7460 NOVETRE,
BOR: DRANTE, TSB: NOVE44R, 560
1DRANAGE, T4: DRANTAR, 740: DR
ANTAR, 5B0: DRAW4SE, 5801 MOVET
29,3651 DRAWSD1 , 565

620MOVEST3, B8 DRANST, B4
BiDRANATT , BAR: DRANATT , B0:0
RAWATS, 80@:MOVELST 8101 DRAW
547,B251MOVELAT , B35 DRANSST
JBAR:NOVERB3, B10: DRANAET, B2
S1MOVESS3, 8351 DRANGET, BB N
OVESed, b80: DRANSRE, T08: DRAN
540, 700: DRANSAR, 694: DRANSES
,b96: DRAWSRS, 455

SIRDRANSAR, 655: DRANSAR, b5
B: DRANS@S, 650: DRAWSES , 508: P
LOTE9, 558, 680: NOVELD , 638: D
RAMGED, 7B DRANGIE, T0R: DRAN
40, 650: DRANEAD, bb0: DRANS IR
,b50: DRANGAR, 580: DRANSTT, 60
02 DRAME2S, 458: DRANGDS, 658: 0
RAN&BS , 500 : MOVELRS , 655: DRAN
585, 5971 DRANG2S, 497

540: DRANSTS, 6BR: DRANGTD b
T0: DRANSZS , 6551 DRANSRS , 655:
PLOT&Y, 440, 600

4586COLA, 18 NOVE29S,520:0

RANZ65,520: PLOTES, 265, 56810
RAN29S5, 568: PLOTES, 295, 52000

move the following seOUence
is operated: 1 black, 3 red, 2
black, 4 red, 3 black, 1 red, 4
black. 2 red

PRo.
PROCCSPDKE

OVE915,520: DRANFAS, 5200 PLOT
B5,945, 568 DRANT1S, S68:PLOT
B5,915,520: 6C0LD, B: NOVEZ6R,
530:0RAN24R, 5I0:PLOTES, 240,
5501 DRAN240, 550: PLOTES, 260,
SI0MOVEZ4R, 510:

56BDRAN24R, 5701 NOVETSZ, 53
9:DRANYSZ, S50: PLOTBS, 970,55
#:DRAWT7, 530:PLOTES, 752,55
RINOVESTR, S10: DRANTTE, TR

470 REN #4Drams smokeds

488VDU19,7,7;0;:6C0LA, T1P
ROCcircle(360,930,48) tPROCC
irclet3ed, 980,420 :PROCcircl
(450,950, 40) 1 PROCcircle (43
0, 1080, 40) :PROCcircle (500, 7
78,401 1PROCCircle (540,950, 4
[ ]]

&90VDULY,8, 705 :6C0LD,BeP
ROCcircle (658,758, 48) 1 PROCC
frcle(700,%0@,42) :PROCcirel
e(708,978,48) s PROCcircle(Td
1,958, 40)

T88VDU19,12,7;8;1600L0, 12
1PROCcircle(B80,930,40)1FR0
Ccircle(708,988,40) 1PROCcir
cle(758,920,48) :PROCcircled
960, 1000,48) :PROCcircleliBl
8,968,481 1 PROCcircie (1258, 7
80,481 1PROCcircle (1890,950,

1
710 REN ##Changes the col
ours to make

P
PR ocﬂfﬂhfx’ - Rjng CE Du R ES
d raws

; Coor

spﬂkﬁzl“’aw th
'are useq
Wha 1og

a :
"ﬁﬂa:e:;nﬂ circle
¥ with fadius j
€ Spok "

728 RENM ##the train appea
r to sovess
TIRVOULT, 7, 4y @5 1VDULS,B,7
il
TABVDULT,5,0;8;
730V0ULS, 1,130y
THBVDUIT, 12,40y
TTVDULS, 7,730y
TBRFROCNALT
798V0U19,5,6:8;
BRBVDULR, 3, 118y
BLavouLs, 1,08
B2BVOULY b, 030
BIAVOULT, 7, 40y
BABVDULY,B,T; 8}
BSAVDULT, 4, 1;8;
BARVDULT, 2,018
BTavOULY, 1, L1y
BBRVDULY, 3,00y
B90PROCWAIT
IBRVDULT, B, 40y
918V0U19,12,7;0y
F20VDULY, 2,140y
930VOUL9, 4,08
SABVDULY 6,818y
FSRvDULY, 5,00
9686070758
FT0END
988 REM ##Circle drawing
proceduredé

999 DEF PROCcircle(X,Y,R)

1B0ALOCALT,J
1818 FORI=Y+R TO Y-R STEP

ith Centra

-4

1828 1=50R (ABS (ReR-(I-Y1#{
-1

LB3RNOVER-J, 1
1R4RDRANIH, 1

1058 NEXT

1868 MOVE X,Y

1878 ENDPROC

1060 REM ##Spoke drawing p
roceduresth
|R90DEFPROCSPOKE (X, YR}
1100FORangl e=4TO10 STEP 0.
]
L11BPLOTAS, X+ (R (R/100) 145
INlangle) ,Y+ReCOS tanglel
L1200RAND, ¥

1138NETT

1 14BENDPROC
11580EFPROCSPOKEZ (X, Y, R tF
ORangle=4TOL2STEPD. 8
1168PLOTET, X+ (R+(R/LBR) )45
INlangle) , Y+ReCOS (angle!

11 7R0RANY,, Y:NEXT: ENDPROC
1180 REM #éWaits and makes
the noisett
11980EFPROCHALT: SOUNDR, 1,1
50, 1:50UNDR,-15,100,3
1280ENDPROC

This listing is included in
this month’s cassette
tape offer. See order
form on Page 61.
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THIS month we'll be look-
ing at the Acorn Plus 1.
First we'll see how to
check the performance of
joysticks and then how *FX
calls are used with printers.

The first and most impor-
tant call when using an
Electron with Plus 1 attached
is "FX163,128,1,

This is used to switch off
the Plus 1 totally. Why should
we wish 1o do that you may
ask?

Well, all the time that it's
switched on the Electron
keeps checking to see if
anything is happening with the
Plus 1, such as someone using
the joysticks.

This slows down the Elec-
tron and can cause problems
such as failure to read in
programs correctly. My ver-
sion of Gatecrasher just
refuses to load with the Plus 1
in action.

Having been switched off,
the Plus 1 is activated again
using "FX163,128.0. Alterna-
tively, the procedure in Pro-
gram | can be used with
PROCHx(163,128,01,

The osbyte call *FX3 has
several functions, some are
associated with the Plus 1
*FX3.0 is the default setting.
This disables {switches off) the
RS5423 driver, the serial output
that's used by some printers
and devices like modems.

It also enables [switches

IBREN PROGRAM I

ABDEFPROCFx (al,xX,yl)
SBosbytel=LFFFA
SBAY=ate Ml=xXe Y=yl
TRPRINTTAB(4) "sFY" ;2" "
PRI
BBresponsel=USR {osbytel)
908al=responselANDLFF
100x1=(response lANDLFF BB}
DIvkiae
118y1=(responsetANDLFFRER
BIDIVLIOERR
128r1=(responselANDLFFROR
808 DIVL 1000000
1IBPRINTTAB(4)*a"TAB(9) *x
*TAB(L4) "y*TABIL9) *r"
14BPRINTTAB(4) ;aXTABIR) g
ATAB(L4) jyXTAB(19)4rl
ISBPRINTTAB (4) *&"; *aXTAB(
90 k" *xATAB(14) k" y1
160ENDPROC

Calling

on the

on) VDUs and allows parallel
printers to be enabled using
vDou2

Thera are more calls in the
*FX3 repetoire. *FX3,1 is used
to enable the RS423 while
*F¥3.2 cuts off the keyboard
VDU driver and prevents any
character being sent to the
screen. Try it. If you now enter
*FX3.0 the prompt will return,

*FX3.8 enables the printer
independently of VDU2 and 3.
Try entering *FX3.B and then
type in LIST and press Return,
Neither Ctrl+C or VDU3 will
stop the data going to the
printer

*FX3.16 prevents the use
of SPOOLing. | tried this and
found that my micro went
through the same process of
walting for record and Return
to be pressed. It then appeared
to be recording information.

Afterwards | checked to the
file and found that the file was
written anto the tape but that
there was no information
present.

Can any of you think of a

possible reason for wanting to
use "FX3.167

*FX3.64 disables the prin-
ter driver unless VDU is sent

first. Now Ctrl+B will not

activate the printer. Howevar,

the following will send the

waord John to the printer
VOUL, T4, 1,100, 1,104,
1,1108,1,13

Program |l allows the com-
puter to be set up to use either
a parallel or serial printer
providing suitable hardware is
available.

The Plus 1 has a parallel
printer output. This means the
data is sent to the printer along
eight parallel wires allowing
eight bits of information 1o be
sent simultaneously. Serial
output is sent along a single
wirg bit by bit.

The rate at which data is
sent down that wire is known
as the baud rate. The program
can also be used to set the
baud rate for a particular
printer.

One drawback to all this is

that at the moment the Plus 1
has no serial output port. IU's
planned that a cartridge unit
will be provided that gives
serial output

Now let's leave *FX3 and
go onto *FX5.0 which disables
the output by directing the
data to a sink, the computer
equivalent of a black hole.

This means that the output
never reaches the printer.

After *FX5 has been sent
then Ctrl+B followed by LIST
and Return will not give a
listing on the printer.

This may seem a bit daft
but it could be used for testing
a printer routine without using
up yards of paper

Let's look at other members
of the family,

*FX5.1 directs the data to
the parallel printer output at
the back of the Acorn Plus 1,
*FX5.2 causes the data fo go
1o the RS423 interface, if it's
present, and *FXB then sets
the baud rate

*FX245 can be used to find
out which form of printer

1BREN PROGRAN 11

2BREPEAT

JevouLz, 1,10

4BRESTOREZZN

SBFOREL=1TO9

SBREADaS

TBPRINT{KL". .. "af

BRNEXT

SBPRINT "*Enter choice 1=
L

188choi ceX=GET-48
11BUNTILchoiceX( 1 @ANDchoi
celdd

1281Fchoicel=1THENSFIS, |
1301Fchoicel }I THEN#FIS, 2
1481Fchoicet=2THEN#FIB, |
1581Fchoicel=3THENSFIB,2
1681FchoiceX=ATHENSFIB,3
1701FchoiceX=STHEN+FB 4
1881Fchoicel=6THENSFXB,5

1901Fchoicel=TTHEN#F18, &
2081Fchoicel=BTHENFIB,7
2101Fchoicel=9THEN#F1IB,8
228PRINT " “*Choice *jchoic
el” set,""’
238DATA"parallel

" tserial
"

900", "serial 19200"
Z4REND

Program |

Program I
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output is being used.
PROC#x(245,0,.255) in Pro-
gram | will return the required
value in x%.

When listing and printing
texts the computer sends a
character 13 at the end of
each line. This causes some
printers to move the typehead
1o the |eft side of the paper and
then move the paper forward
one line.

Other printers do not have
automatic line feed as it is
called. Usually this can be
adjusted inside the printer by
altering one of the small DIP
switches that are usually
located in the printer at the
most inaccessible place.

Each machine is different,
so0 the manual has to be
consulted

The action of the printer can
also be affected by using *FX6.
If your printer produces a blank
space between each line of
text then *FX6,10 may help.

If the printer keeps printing
on top of itself and doesn’t
move the paper forward
properly then *FX6.0 solves
the problem. Unlike many
calls, this one is not changed if
Break is pressed.

PROCx(246.0.255) can be
used to read the value set by
*EXE. If, after the call has been
made, X is 10, then the default
setting is in action.

This prevents line feed
characters being sent to the
computer unless preceded by
vDui.

As an aside, can | point out
that osbyte call 123 is used by
machine code printer drivers
to tell the computer that the
printer is no longer required?
*FX5 is then used to restart
the driver.

You never know when that
bit of information will come in
useful,

An important technique
that enables you to send text
to the printer without it going
to the screen uses *FX3.10.
This disables the VDU drivers
and permits the printer to work
without the use or Ctri+B or
vbuz.

When the printing or listing
has finished *FX3,0 resets the
micro to the default status.

The Acorn Plus 1 has
another interface, the ADC
(Analogue to Digitall port. This
samples input from a continu-
ously varying source and turns
it into numbers (digits] that the

By
JOHN
WOOLLARD

Electron can use.

It works on four input
channels, taking information
from each one in turn and also
allows digital input from two
switches.

It's frequently used with
joysticks. The movement of
the joystick provides the
analogue input, the fire but-
tons providing the digital
input.

There's a series of *FX calls
that are directly concerned
with this interface. The first,
*FX13.3. switches off the four
analogue channels and the
two digital inputs. *FX14.3
switches them back on again,

*FX16 is used to switch on
a selected number of the
channels.

If two joysticks are being
used then all four channels will
be necessary as each joystick
requires one channel for up

¥ FX

Part
Four

oS

CALL

another for left and right
movement.

*FX16.0 disables sampling.
This means the computer does
not keep checking to see if the
ADC has changed value.

*FX16,1 enables channel 1
while *FX16.n enables chan-
nels 1 to n. if n is greater than
four then it's treated as four.

*FX16.2 would be used to
operate one joystick. As
games paddles only reguire

signed to illustrate the techni-
ques outlined above. It also
enables you to compare the
accuracy and sensitivity of
joysticks.

Lines 170, 200, 230 and
260 use *FX17 to force
conversions and then output
the value of each channel
Lines 290 and 300 are used 10
discover whether a fire button
is being pressed.

The program leaves a trail

one channel it's ble to
design a program where four
people, each with a paddie,
play in competition.

Normally each of the four
channels is sampled in tum,
Qsbyte 17 is used to force a
conversion in the named
channel, Even if the channals
have been disabled using
*FX16.0 the numeric conver-
sion will still take place.
*FX17.1 activates channel 1.

of cf indicating the
extent and fineness of move-
ment of the joystick. If the
REM is removed from lines
150 and 180 no trail is visible.

When using the program
you may find that moving the
joystick up and down moves
the marker left and right. This
is due to the way the joystick is
wired to the ADC plug.

To overcome this the struc-

and down movement and Program 1l has been de- -
0:V0U32, 127 o7s
1784FX17,1 320MOVEadc3X, 1B24-adcdl:V
IBRREPEAT: UNTILADVAL (8)D1 o2
V256=1 J3V0U4
19adc11=ADVAL (1) DIVE4 4Bas="ADVAL("1b§=")="
SReF1143,128,0 2004FX17,2 JSOPRINTTAB(65,5) a8 11bs;
bReFN1E,B 21BREPEAT: UNTILADVAL (8)D1 adeiiesd
TRFORKL=1T03 V256=2 J6BPRINTTAB(65,8)a8;2bs;
BRNOVER, kX¥256: DRANIB24, 220adc2=ADVAL (2)DIVEA adc2isbh
kA#256 1304F117,3 STOPRINTTAB(6S, 1112813508
TBMOVES12,1024: DRANS1Z, B Z4BREPEAT: UNTILADVAL (21 D1 jadcIuRed
18@MOVES11, 1024:DRANSEL, D V2543 JBBPRINTTAB6S, 14]a%; 4;b8
11BNEXT 258adcIL=ADVAL (3)DIVSA jadchiesd
128adc 1 X=B: adc2%=B1 adcT1= 26RFILT A I9BPRINTTAB (85,200 a8;8;")
Bradcdi=B J70REFEAT: UNTILADVAL (2001 ANDI="; leftl
13BREPEAT V25b=4 ABBPRINTTAB(6S,23)af; 8y ")
14VUS 2B0adc4T=ADVAL (4)DIVSA AND2=";rightl
ISOREM MOVE1B24-adc2l,adc 2991eft1=ADVAL (81 ANDI ALBUNTILINKEY (8)=32
12:V0U32,127 J00right1=ADVAL () ANDZ 42BM0DEL
14BREM MOVEadc3l, 1824-adc J1AMOVE1B24-adc2X,adcit:V 4IBEND

Program Il
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From Page 27

ture of lines 150, 160, 310
and 320 must be changed. To
end Program Il simply press
the space bar.

Osbyte calls can be put into
machine code programs. In
fact, they're very easy to use.

The three values following
the *FX are placed in the
accumulator, X and ¥ registers
respectively. The call is made
using JSR&FFEE.

Program IV watches the
keyboard and prints the
character of any key pressed.

If no key is pressed within a
set time then an asterisk is
printed, It demonstrates how
osbyte calls are made in
assembly language.

| have placed the code at
location &900 onward but it
can be put elsewhere by
changing the value following
P% in line 30,

Line 50 takes the values
from the processor status
flags, accumulator, X and ¥
registers in turn and places
them on the stack. This
prevents the routine losing
valuable data.

Line 130 replaces each of
the values in the correct

registers, The osbyte call is
made in lines 50 and 60. It is
the same as *"FX128,100,0
which in Basic is INKEY(100).

The program can be used to
test the speed of a typist. Each
time there is a wait of more
than one second the computer
Inserts a star.

By reducing the value setin
X (line 60} the speed of typing
must be increased. It ends
when the text reaches line 21
of the screen.

Program V is a second
illustration of the use of osbyte
calls in machine code pro-
grams. It's a screen text dump
that operates in any mode.

The routine has been placed
from &S00 onward, but may
be relocated by changing the
value in line 70. The locations
&70 to &74 store values it
uses. They are shown in Table
L

The first osbyte call is at line
100. *FX3,64 is used so that a
character is only sent to the
printer when it is preceded by
VDU or its equivalent,

This means that the printer
driver can be activated near
the start (line 110} and not
continually switched on and
off during the program

The second osbyte call at
line 120 reads the number of
the mode in use. The value is

Address

Contents

e Screen mode value

& SPAaces across screen

2 lines down the screen

L8] counter, position of cursor across
£} counter, position of cursor down

174 nusber of character at cursor position
133 original horizontal position of cursor
m original vertical position of cursor

Start of assesbly:
End  of assesbly:

1980
L2980

Table I: Memory lacations of Program V

These values are used to
terminate the two nested
loops between lines 260 and
370. They cause the cursor to
track from the top righthand to
the bottom lefthand corner of
the screen

Line 320 contains the
*FX135 call that reads the
character at the cursor posi-
tion and places its value in
&74. Line 340 sends VDU1
and line 350 then sends the
character to the printer.

Finally, before the routine
ends, the default output

values in the accumulator, X
and Y registers.

And now, here's a chal-
lenge. This routine does not
record the position of the
cursor at the moment it is
called. At the end of the
program the cursor is left at
the bottom of the screen and
causes scrolling.

An osbyte call with A=134
can be used to read the
ariginal position of the text
cursor. X returns the horizontal
(POS) and Y the vertical
(VPOS] values,

stored at location &70. stream is reset using "FX3.0 at They could be stored in
;:?Rn:ﬁ:rﬂ!;:ﬂ? Lines 140 to 240 change line 380. ? &76 a:d &77 and then used
the values stored at &71 and The printer driver is shut to place the cursor at its
Jeri=t900 &72 to the number of spaces down using the equivalent of  original position at the end of
48[0PToptY across and the number of lines ~ VDU3 (Ctrl+C) at line 390. the program. It's up to you.
SOPHP 1 PHAI TXAIPHA: TYAIPH |  down the screen Line 400 replaces the original ~ Happy programming.
[}
GOLDANL29: LDXL64:LDYIR 1BREN PROGRAN V 168LDATD: CHPH2; BEDmode2 IBOLDALT: JSRAFFEE
TOJSRLFFFA\INKEY (1824) 20PROCt extduspsetup 17BLDAL7B: CHPAT: BEQmoded J1OLDALT4: JSRAFFEE
BBCPYRLFF: BEOnokeypress 38CALLATER 18BLDALT®: CHPHS: BEQnodeS J20LDARLET: LDXRR: LDVH: IS
98THA:INPprint ABEND 190L0ALTOICNPYS: BEQmodes  REFFF4
189, nokeypress LDARAZ SBDEFPROCtextduspsetup 200, a0de@:LDARE:STAL71:] 33BSTIATS
ﬂ:’:{:“‘ JSRAFFEE &BFORopt1=ATO25TER2 WPstart ABLOAR L3 JSRAFFEE
: TOPL=4900 210, node2: LDAI2R:STALT 1] 3I58LDALTS: JSRUFFEE
138PLA: TAY:PLA TAK: PLA:PL BRLOPToptY Wstart _ J40INCAT31LDAKT3: CHPLT LB
4 9OPHPPHA: THAIPHASTYAIPH  220.m0de3:LDARBBISTALTIIL  MEacross
L4BRTE A DARZ5:5TALT2: INPstart I7BINCKT4:LDALTA: CHPLT2:B
1501 1BOLDANSILOXREA:LOYRBIJSR 230, modeSiLDAIZR:STARTIr]  NEdown
16BNEXT WFFFY WPstart ‘J8LDART:LOX¥B: LDYAR: J5RE
s o 11BLDA2: JSRAFFEE 200, nodebs LOMZSISTARTZ  FFFA
1BOPRINT" “*Please type L2BLOAMETILOTRILOVHRIJS  WPstart I9BLDAND: JSRLFFEE
REFFF4 250, start ABRPLAITAY:PLAI TAXIPLASPL
198REPEAT 1305TYRT8 260LDAKE STALTH P
288CALLASR0 ABLDAMB:STALTIELOMS2IS 278, downsLDANRISTARTS 410RTS
ANNTILROS TakT2 280, across 4201
228PRINT*The End 158LDAK70: CHP#R: BEQaodel 298LDAR31 : JSREFFEE AIBNEXT
230END A4RENDPROC
Program IV Program V
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JOYSTICKS—
THE COMPLETE SOLUTION

DELTA 3B TWIN—BBC B or ELECTRON PLUS 1 £19.95
A direct but improved altemative for the original ACORN
joysticks, with 2 joysticks wired to one plug. As with all our
joysticks they have the fast action sprung lo centre return
of the steel shafted nylon covered joystick. The light action
makes them ideal to hold and the 3 fire buttons ollow left
or right-handed use.

DELTA 3B SINGLE—BBC B or ELECTRON PLUS 1 £42.00
A single joystick that in some ways can act as two. The
custom made special “low noise” potenfiometers are
wired so that it will work as a left hand or right hand
joystick. It can even run some programs written for two
joysticks and has the fire buttons of both.

Delia 3B Twin DELTA 14B—BBC B £14.95
Our original ACORN/BBC handset. The same super light
joystick, but the long life buttons, which have been video
ame tested for many years, increased to 14 in number. A
ELTA 14B/1 is needed o run the keypad but o 14B on its
own will work as a joystick and fire buttons, so you can
always add the 14B/1 to it later.

DELTA 14B/1 for use with 1 or 2 DELTA 14Bs £14.85
DELTA DRIVER CASSETTE £5.95
The A/D/USER PORT interface box. This gives simultaneous
access to both the analogue port, for the joystick part and
the user port, for the keypad. Two handsets can be

Delta 14B/1 7 Elugged into the box giving a total of 24 user definable

: eys

Full instructions are provided to include the keypad in your
own programs even in BASIC or for the non-programmer a
DELTA DRIVER cassette is available with keyboard to
joystick/keypad conversions and keypad set up programs.

DELTA 35— ELECTRON with switch joystick interface £12.00
For an ELECTRON with a switched joystick interface (Not a
PLUS 1) this gives you the same delightful light, fast action
of the DELTA joysticks but fited with a 9 way D plug as per
Atari, Commodore, etc. and will run on First Byte interface
or similar.

DELTA ASC not illustrated £9.95
This little box plugs in series with your analogue joystick to
alter its characteristics simply by using a switch. In one set
Single up the joystick will act like a switched joystick, i.e. o slight

movement will act as if the joystick has been pushed hard
over. In the other mode the joystick only covers the centre
half of the A/D converter so that it takes twice as much
movement to give the same effect. This makes it much
easier to make delicate adjustments to programs like
flight simulators.

DATAPAD 16B £39.95
A commercial spec. 16 way keypad. Full fravel
mechanical keys with double shot moulded keycaps
mounted in a low profile metal case. The keys are marked
with calculator legend, but the soffware included allows
the pad to be defined as any keys, including function keys
or single byte VDU commands such as PRINTER ON/OFF.
No tampering with the computer as it fits onto the user
port.

Available fiom your dealer TR
or direct from us VISA
——

Park Drive

Volrmacelimifed - —
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I'VE been somewhat
overwhelmed with letters
this month, mainly about
Sphinx Adventure, so |
have decided todoa ial
on it sometime within the
next few months.

While we are on the subjact
of letters, can | ask you to do
me a few favours? Please
could you put your Christian
names or at least whether you
are @ Miss, Mr or Mrs.

Also try to limit your
questions — | don't have time
1o tell people who write in
asking how to solve a com-
plete adventure ... and quite a
few people do just that.

It's confession time again. |
have had a letter saying that
you go up in the catacombs in
Sphinx Adventure but my
map of them only shows the
normal compass points, so |
might have been giving
readers the wrong advice.

Can anyone send me a map
of the catacombs only? It
seems | have also been talking
about a ming vase in Sphinx. |
don't think there is one,

I must have got confused
with Classic, so please accept
my apologies, Nice one Shaun,
for spotting it Also, much to
my shame, | can’t remember
how to get out of the castle in
Eye of Zoltan. Can anybody
help?

James Howdle has written
in asking for a help sheet for
adventures in general. | don't
have one, but perhaps a
compilation of my columns
plus some maps and solutions
would meke a good book.

‘We have had an excellent
response to the Adventure Top
Ten so I'll print another one
shortly.

Colin Harris asks for
Softek’'s address so that he
can buy Eye of Zoltan. Try:
12/13 Henrietta Street,
Covent Garden, London,
WC2E BLH, phone 01-240
1422/7877.

He also asks me to state
whether an adventure has
graphics or not when | review
it. In future | will mention
graphics only if the program
has them and so if there is no
mention, it's text only.

David Sturgess says that 1o
exorcise the ghost in Five
Stones of Anadon you must
get the book and silver cross.

The bugs in Pyramid of
Doom and TKV (Twin King-
dom Valley) have reared their
heads again. TKV will not
allow you to load a saved
game in some versions, so

Wanted, a quick tour
of the catacombs

make sure yours will before
you buy it.

And in some wversions of
Pod you can't get into the
pyramid. In this case send your
copy back to Adventure Inter-
national who will be delighted
to exchange it.

Phillip of Bognor Regis is
having problems with Savage
Island Part I. He is stuck on
the atoll, getting a light and
also wants to know what the

You have, Robert., Mark
Seaman says he has rescued
the princess but hasn't rece-
ived the silver key. Are you
sure you have rescued her?
Were you wearing the amulet?

Simon Bellamy wants to
know what the scratches on
the wall with the eggs mean in
Hulk. | don't know, do you?

Nick Butler, who's working
his way through Pettigrew's
diary, wants to know which

*

#* +
, (Derlins Cave

significance of the cannon fire
is. Can anybody help him?

Julian Holden can't get
through the stone door behind
the wall in the plain room in
Sorcerer of Claymorgue
Castle. Matthew Hall has
eight of the stars but can’t find
the others. He wants to know
how to get the can from the
battlements, and is also stuck
with that stone door.

K. and D. Harper need some
help with Gremlins. What do
you do with the electric drill
and saw, what do you do in the
pub, what's the mail box for
and of what use is the film in
the cinema? Does anyone
know?

Giles Harris wants to know
how to attach the pipe from
the bar 1o the pipe from the
gas bottle and thus enter it into
the hole drilled into the metal
plate,

Robert Carlton has com-
pleted TKV but doesn't be-
lieve that he has completed it
when he types in the code |
gave in the special on TKV.

barber you should choose in
the European trek and why.
Grant Rencourt wants to know
how to get to the arcade. the
natural history museum and
where are the gunmen, Eddy
the crook and Scarface.

He can’t get to the island in
the Serpentine lake now that
he has the boat. He says he
has tried to row it.

Sean McDougal has written
in with a good tip for Sphinx.
He says that the program
doesn't flush the function keys
when it loads and so you can
program them. He puts the
first 15 moves into one key
and other useful commands
into the others. Sounds like a
good idea.

Geoff Poole wants to know
why some purchasers of
Sphinx got a help booklet
with it and some did not. The
reason is that originally you
got a form that you should
send to Acormnsoft for a free
clue. However they were
inundated with requests for
help and brought out the

booklet and enclosed it with
the program.

Neill Milton says the ending
in many adventures is rather
anti-climatical. He also thinks
that a certificate to show that
you have finished would be
nice. | agree. Software houses,
are you listaning?

Matthew France is stuck in
Galadriel in Distress. | still
have not seen this, so can't
help. He wants to know how to
get the toad out of the middle
of the pond

Peter Barry writes to ask if |
have ever been on MUD -
Multi User Dungeon. As soon
as | have my modem I'll be in
there.

He has written out a
guestion and answer sheeat for
Sphinx. |t doesn't cover
everything as he hasn't yet
crossed the lake, but it does

b cover a lot of problems | am

asked about. It's free to
anyone who sends in an SAE

The Greedy Dwarf, which
I still haven't seen, is causing
Tony Banks, among many
others, a lot of problems.
Mamely, how do you get the
sword to kill the spider and
how do you get past the rats.
Will some kind person put
them out of their misery?

H. Reynelds wants to know
how to get past the iron statue
in Pyramid of Deom. |s there
one, and if so how do you get
past it?

Carl Ellis and John Trotter
are two more adventurers, or
is it arc-venturers, that are
having problems with SIM.

5. Flook has written in 1o
say that the answer to Phillip
Dawson’s problem in Castle
Frankenstein is to hammer
the matal rod into the ground
and then tie the rope to it.

The rope must be tied to the
metal ring and then Phillip will
be home and wet.

Paul Taylor asks how to get
the ants to free ant man and
whether you can deflect the
beams (7) with the mirror in
the Incredible Hulk.

David Anderson can't find

===
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the petrol or get into the
wagon in Circus Adventure.
| haven't seen any of the Brian
Howarth adventures yet, but
would very much like to.
Meanwhile can anybody help
David?

Stuart Nicholls wants to
know how to get down the
voleano in Countdown to
Doom. Can you get down
there? M.J. Plumb wants to
know what the metal cube is
for = so would |1

Finally, lots of readers have
asked how to plant the bean
on the island in Eye of Zoltan.
One of my old maps says,
DROP BEAN, DROPWATER. |
think this works.

Scott Mancrieff can't find
the will, map the maze 1o the
solicitor's office or get out of
the room north of the danger
room in Philosophers
Quest. Reunite pet and mis-
tress.

From the smooth corridor
there are eight locations to
map including the office. Try
emulating Leng John Silver
without the crutch

Alan Riddell is having prob-
lems with Pirate Adventure.
To get to Treasure |stand, build
a boat.

Don't try and get the shovel
through the crack in the wall,
try finding a way of getting
round to the other side of the
crack through a different
entrance. Yes, there are keys
to be found, but keep it under
wraps.

Derek Willoughby and
Simon Bellamy would like
some answers to their prob-
lems with the Incredible
Hulk. To stop the natter egg
from exploding and get the bio
gem you'll need to have a
healthy appetite.

| don't think you have to kill
the ants and | don't think the
scratches mean anything. To
pull the ring, remember what
Strange said.

M.J. Plumb and Stuart
Nicholls have some questions
about Countdown to Doom.
The glacier is UP from the
landing area and you will be
able to use the phaser
somewhere there,

You should be able to get
out of the artefact if you do
everything correctly. Don't
forget that the shapes appear
in a random order and that
they might not be the same the

next time you visit.
To catch the blob, use the
net. This will answer your
problems with the monster,
spacesult and should make the
platform easier to handie
Larry Horsefield wants to
know whether anything can be
done at the patch of wet
{quick?) sand and at the
nearby dead end in S

trouble getting the time crystal
into it's slot in Stranded. If |
remamber rightly, you simply
INSERT CRYSTAL.

Adam Gladstone has shot
the robot but cannot now find
the way into the ship.
Stranded has a very limited
vocabulary, try GO AIRLOCK
and PICK LOCK.

E i D

grateful to Eve Thompson for
her maps of Greedy Dwarf,
5. Flook wants to know
whether there is a way past
the giant squid in Kingdom of
Kiein. Mo, it's a red squid, Ray
Bray wants to know what the
bucket and spade are for,
when to break the egg and
what to use the cube for
Buildi fcastle. Break

and whether anything can be
done in the shrine. Not as far
as | know.

Timothy Moore wants to
know how to get past the
pirate. Make 8 map, and you'll
see that you can avoid him
completely.

Chris Dymaock can't get past
the fiery walls. Don't drop your
bottle to fill it!

Stephen Adler can't find the
bear. Explore the locations
nearest to the south side of the
troll's bridge.

Jonathan Ornstein and
Shirley Ann Haddy amaong
many others, can't find the
sphinx in the desert, so | will
give you the route | use from
the pirate’s hideout:

N-E-N-S-E-W-E-S-N-S-
E-W-E-S-N-S-E-W-E-S-N

Sarsh and Simon Barber
want to know how to get out
of the serpent and why they
can't get further than the
canyon and glacier, Strike a
light. You can’t go any further.
You need two magic items to
cross the glacier.

Stephen Snell ‘wants to
know where the stake is.
Beyond the goblins near the
pirate’s hideout

M.A, Messam should leave
things at the Sphinx when he
has his hands full. Graeme
Daniels, Louise Dunmore,
Alan Riddell want directions to
the vampire’s castle. Some-
body recently brought my
route there into doubt how-
ever, | go:

§-5-N-E-W-5-D-D-U

Please let me know if
anyone finds this doesn't
work.

Adrian Turner and Stephen
Parkinson want to know how
to kill the dwarves. Keap
throwing the axe at them.

Ernest Howard and Larry
Horsefield want to know if you
can explore the locations by
the crocodile without either
feeding or getting killed by it.

Good question | | don't think
50, but to be honest | have
never tried.

Brian Murphy is having

| d has
reared its head again, and |
still don't know if this is
available on the Electron.
Heather Owen and Nick Butler
want to know how to get past
the river and what to do in the
dingy cellar, You can't get
across. Polish the window

Andrew Cunningham has
some gquestions also. How
does he open the musical and
brown door, how does he
unlock the chest behind the
secret door and how does he
open the trap door?

Give the conductor the
tools of his trade. With no
difficulty as far as | know. Keep
examining it. By lifting it. |
think.

Rui Teirnao keeps getting
arrested for indecent exposure
when he tries to change into
the wweed suit in Hampstead.
Sorry Rui. | didn’t realise that
there were two suits when |
asked if that was the business
sult,

However, the privacy of
your own home is still the best
place.

Tony Banks, Derek Wil-
Iloughby and many others have
written in with problems with
Greedy Dwarf. Drink the
liquid to get through the gate,
use the handie and head to
make the axe and since I'm
giving away routes through
the mazes this month, try:

W-W-S-DROP

SAUSAGE-N-NE-S-

JUMP E

to get from the cavern of

shadows to the silver room,
Incidentally, | am wvery

a8
the egg in the long corridor. It's
one of the solids!

They are both also having
problems with Quest for the
Haly Grail. To get across to
the island build a raft. To move
the huge stone, put the monk's
present in the niche, The
sapphire sword will kill the
blue knight, you'll find it on the
island. As for the black knight,
there is no sword for him,

They, along with Simon
Bellamy and Simon Webb, are
having trouble with Wheel of
Fortune,

To get across the pit after
scaring off the dragon, have
you still got the ladder? To get
the farmer to leave the field tell
him about the bull. No, the
watch cannot be repaired and
should be ignored.

To get into the building go
round the back and open the
door. The idea is not to let the
beggar get the matches. Once
he does you can’'t get them
back.

What to type in to get the
bucket? GET BUCKET. | think
you haven't EXTENDED the
ladder.

What to type in to go down
the well? CLIMB INTO
BUCKET, and SAY TO
BEGGAR LOWER ME.

Ray Bray and Derek Wil-
loughby want to know how to
get the last treasure and how
to catch the owl in Adven-
ture. Go into the scrubland
past the dragon, drop one of
your treasures and steal it
back. You can’t catch the owl.

It will come if you hoot,
though.

Competition Corner

¥OU might remember the
competition we ran in July.
The winner was Ray Bray, of
Cheadle Hulme and the
answers were:

® Turn off your lamp and
hoot.

® Take 15 treasures to the
building and return to the hall
to get into the repository.

@ No, there are no secrat

e —

entrances in the inner
sanctum.

Nobody seemed to know
how to get out of the
repository, so if anyone can
send me a map and solution to
show how to get out | will
reward them with a copy of
Pettigrew’s Diary, a superb
semi-graphical adventure
from Shards.

— e
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AS a pupil at the temple of
Tanhii you have been
trained in Taijutsu, the
Ninja‘'s art of unarmed
combat. Now comes your
final test. Before leaving
the temple to become a
Warrior of the Night you
must fight against another
opponent who wishes to
qualify like you.

Both of you are fantastic
fighters, with hands and feet of
steal. Your opponent eyes you,
then circles to the left. You
step to the right, following the
curve of the arena.

He stops and leaps forward
attempting a Tettsui-uchi, but
you are quick and adopting the
Kokutsu Dachi stance you
deliver a block with your right
forearm.

Then you whirl round and
floar into the air. Your feet
clasp around his face and you
spin, sending him flying with a
Teeth of Tiger throw. He lies
dazed on the floor. You bow
and then leave the arena. You
have got your first belt,

The aim of the game is to
become a black belt before
your opponent does. This is
done by winning each fall.
Both of you start off with white
belts and must each win five
falls to reach blacks.

Each player has four moves.
These are shown below.

\
O
R

When striking with a Koko
Geri Chudan the player will
move forward. This kick is
used to advance towards your
opponent and is also the most
common kick used.

The Kansetsu-Geri is a very
useful and effective kick as itis
used 1o topple an unaware
opponent. When kicks are
being delivered the move can
be used to duck or dodge a
strike and also to swipe away
the foundation leg

The Kakato-Geri is a spec
tacular flying kick to the jaw
This kick is very advanced and
also safe as you cannot be
struck when you are using this
move. It can be blocked
using a Yoko Geri Chudan or
can be dodged using a
Kansetsu-Geri.

When you feel uneasy or
open to attack a somersault is
a very useful move. It is the
safest move as you cannot be
touched while you are flying

Yoko Geri Chudan:
Kansetsu-Geri:
Kakato-Geri:
Somersault:

Side kick to the ribs or chest,
Knife kick to opponent’s ankles.
Jumping heel kick to the faw.
Back flip used in retreat.

Win your black belt

in this gruelling
test of Karate skill
by MATTHEW HOLROYD

through the air, but it allows
your opponent to advance.
You cannot always somersault
- only when you are far
anough away from the edge of
the arena.

The game is quite com-
plicated in the way it prints out
the men's different positions.
Because the characters are so
large and there are so many
different positions we define
the characters for each new
position just before we print
tham.

This is because each man is
made up of 12 characters and
as there are 12 possible
positions of each man we
would soon run out of spare
character spaces if we tried 10
define all these at the begin-
ning of the program.

Only the characters for the
positions of the man facing
right are defined. Then, in the
program, we use a small
machine code routine which
reverses the characters to
produce a man facing lefi.
Using this technique we save
half the work when defining
and half the work when typing
n,
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~ PROCEDURES

Calls the machine code routine which |

caller
reverses the characters
delayl) Makesadelay. |
kick1,2 Controls the normal kicks of the two |
players. |
hikick1,2  Controls the high kicks of the two |
players.
sweapl,2 Controls the sweeping moves of the |
two players,
som1,2 Takes care of the somarsault. |

init  Defines the variables.
stance
kickchars1,2
hikchars1,2 |- Defina the characters for the moves. |
sweepchars1,2
somchars1,2 |
revarse

Machine code routing used 10 rEverse
characters.
Draws the screen.
Cheacks when the players are striking
and acts accordingly.
Characters for the dying men.
Displays player 1 dying. |
Displays player 2 dying. *
\Works out the next belt for sach player.
Controls the starting of each fall.
Prints the winning screen and draws the
winner.
Characters for the bowing men.
Instructions.
Freeze facility.

screen
check

deadchars1,2
man1dead
man2dead
nextbelt

start

win

bow
inst
freeze

,,ﬁﬁﬁi’s//’-\ .

\'}

i WEeS.
- pimation of player 2's MO

|9 and J36.

compare o

Karate listing

|BREN &
H

KARATE ¢

20REM ##+ (C) ELECTRON + |

#

JBREN 4 USER '
#H

ABREN e+& BY M, HOLROYD #
"

SBREN Ede ]
"

SBMDDES

TobeltiZ=1sbelt2t=1:kilX
=1 ki 2t=0: PROCreverse: PROCI
nit:PROCscreen: PROCnextbelt
L1l

B8850UND1, 2,1,

BSIF #2()1234567 PROCins

9BPROCstart
10RIFINKEY (-82) ANDEZ=BTHE
NPROCKicki
11BIFINKEY (-73) ANDRY=BTHE
NPROCkick2
1281F INKEY (-6 ) ANDEX=BTHE
NPROChikick!
13RIFINKEY (-B9) ANDRY=BTHE
NPROChikick2
1ABIFINKEY (~47) ANDEX=BTHE
NPROCsweep!
15@1F INKEY (~185) ANDRI=BTH
ENPROCsweep?
16BIFINKEY (~2) ANDEX=BTHEN
PROCsoal
17RIFINKEY (-74) ANDRY=BTHE
NPROCsce2
1BBIFINKEY (-34) THEN®F X218
‘I
{9BIF INKEY (-17) THEN#F X210
ol
2081F INKEY (-48) THENPROCHr
eeze
218IFINKEY (-38) THENPROCi n
st
228IFEL=1THENPROCKick1
2301FRY=1THENPROCKkick2
2481FEL=2THENPROChi kick1
2581FRY=2THENPROChi kick2
26B1FEL=ITHENPROCSWeep1
27RIFRY=3THENPROCsweep2
2BRIFEY=4THENPROCs 0n !
290 1FR=4THENPROCsON2
JpesoToiee
JIBDEFPROCcal lertAX=224:C
ALLL780: ENDPROC

e
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[The SEVENTH
annual Kansas

SALE

of Electron programs
ENDS THURSDAY 315T OCTOBER

The £12.50 utilities
at£5.95 each!
DATA FILE

This ane has everything! Create your own
file of up to 20 fields, decide the length
of the fields then name them. |nsert the
data by just typing in, Search aither the
start of a held or anywhera in a fiald!
Edit simply by the cursor keys, Jump to
any record you want, Sort any of the
fields not just the normal first onel

Print, with or without the labels, through
the Plus One interface to & printer, Save
tha entire file to cassette.

Create as many [iles a8 you want, 1of any
purpase you want and just how you want,
The choice is entirely yours!

The £8.50/£9.50 games
FIGHTER PILOT for just £,3.95

A true 3D cockpit view of both the runway during take-offs and landin
and the enemy fighters which you have to blast out of the sky. Graphics
included an accurate radar system and a true combined artificial horizon
and turn and bank indicator.  Information also shown on fuel. speed,
altitude, rate of climb and score. Very active.

CAVEMAN

Take the barrow down the lift into the many galleries of the mine to first
dig for diamonds and then for gold. If you manage 1o escape the manster
by astude use of your iadders, you then go down again for coal to refuel
the furnace which depletes as the lift keeps working.

MANIAC MOWER

Try your hardest 1o mow the grass in the park whilst avoiding the maniac
mower, whose only aim is to cut you upl To make it harder. you must not
go over your own tracks. To make it harder still there are lots of nasties
lurking In the grass —all out to get you, To make it &ven harder stit?
thara’s 8 karate expert training in the park. who is very unfrigndly!

MUNCHMAN

This is the one that started it all-a real live "Pacman® for the Electron,
Just like the original Arcade game with the ghosties chasing you around
a5 you devour, with of course the ensrgisers which give you the limited
time to zap the ghosties.

Seven hactic lovels with split screen and even double split screen make
this this very active. The snake gets longer and longer as you devour
the h . but avoid the toadstools at all costs. |deal for young

39V1S0d ANY LYA 3ANTINI $3014d 1Y

MICROTYPE

Now lirmly established as the “standard’
typing tutor for the BBC, it has bean
faithfully converted to the Electron. As
usad in over 200 colleges and schools
and In training by IC1, NCB, Shall, Boots,
Post Office, British Telecom, efc. efc.
The program gives both exercises and
sentences with & complete analysis of
your average typing speed, accuracy and
the keys mis-typed, |f you wish 1o master
the computer keyboard, then this is the
program for you.

PERSONAL ACCOUNTS

A tape based accounts program holding up
to 450 transactions, accepting debit and
credit entries, references and date. with
a balance shown after each entry. Any
of the 32 categories can be customised,
scrolling; edit entries or balance;
estimate: status: save and load files,
Absolutely ideal for home accounts.

children, whilst by increasing the speed. active enough for experts!

REVERSI

The Electron a8 your partner for Reversi also known as Othello, Plays to
all the rules with the accepted black and white counters on a grean board,
Moves can be easily entered, with a quick response. All information shown.
is shown on the screen with all the scores.

DRACULA ISLAND

A traditional Adventure with all the ingredients of the onginals, yet totally
logical. A best seller on the BBC. this will give you endless hours of
enjoyment, with no little hair-tearing in the attempt to solve it. The aim is
to find and kill Count Dracula before he gets you!

RING OF TIME

Ancthegtmdntnurml Adventura with some fiendish problems in your guest to
find the Ring of Time. Plenty of locations and action make this one of the
all-time oreats. Both these Adventures have the Kansas split screen display
allowing the important information to remain on the screen. Both have the
game saving tacility and we offer a telephona Help? service.

Any THREE for just £8.50!

The £22.50 Word Processor for £9.95!

This is the one which is designed for the two finger typist and has received rave notices in
15 BAC version over the past two years, |t allows continuous typing with no need to look
at the screen, with line ends, margins and everything else automatically sorted out at the
printing stage by the Embedded Control Characters, as used by the professional processors.,
You can automatically move margins, decrease characters, centre text, right justify, new
line, new paragraph, new page, underling, enlarged, emphasised, condensed or normal
characters and all by insarting a single latter in the text as you type!

For ease of use, all the main commands toggle on the function keys, which are: Add, Edit,
Search, Replace, Save text, Load text, Inform, Exit processor, Enter proci or, Claar text,
First page, Next page, Previous page, Last page, Insert text, Delete text, Insert buifer,
Clear buffer, Format. It will do many other things, printing either continuous of Single
sheets, emphasised or draft copy, double or single spacing, adjustable page langth and
optional page numbering. Editing and inserting or deleting text is simplicity itsell and &
buffer holds 255 characters which can be moved and inSerted anywhere in the text,

The program will support the Electron Plus One interface and output to a printer,
supplied with an extensive manual which contains a unique User Guide.

It is

We operate a first class
return post service, with
your order despatched the
same day as received by
our private Post Office
collection at 4pm.

If you order by telephone
usin? either Access,
Barclaycard or Diners
credit card—you can have
the programs tomorrow!

To keep your telephone casts
down, the person answaring is
trained to take orders quickly
and ANEWET queries . ..

FREE OF CHARGE. THIS YEAR, NEXT YEAR OR IN TEN YEARS

nsas The longest established software publishers in t

by 29 years media publishing from this same address

EVERY PROGRAM CARRIES OUR UNIQUE LIFETIME GUARANTEE- IF IT FAILS IT WILL BE REPLACED

Country, now in owr eighth year, backed
The reliable one. . . w

Kansas City Systems, Unit 3, Sutton Springs Wood, Chesterfield, 544 5XF.
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Karate listing

From Page 33

3200EFPROCHe] ay (delt) :FOR
ty%=1T0del X: NEXTtyX: ENDPROC

J3ODEFPROCKick1:BY=1:El=]
:COLOURT:ON 1%60TO348,370,3
1

J40PROCKickcharssPRINTTA
B(1Y,20) ;blank$: IFXT+2=NATH
ENBDTOI78

I500E=1L41

JE@PRINTTAB(XY, 28) jmant: ]
1=2: ENDPROC

J70PROCKickchars2:PRINTTA
BIXY, 200 sman$: [1=3: IFIL+2=N
ATHENPROCcheck

3BRENDPROC

J9@PROCKi ckcharsi:PRINTTA
B(1%,20) ;nan$: PROCstance: PR
INTTAB(XY,28) ; man$: [21=1:B1=
B:EX=2: ENDPROC

ABBDEFPROCKick2:CX=1:R1=1
:COLOURL:ON JXGOTO4LR, 440,4
L)

418PROCKkickchars1:PROCCal
ler:PRINTTAB (NI, 28) ;blank$:
IFNY-2=XATHENGOTO43R

A28NL=NY-1

A3PRINTTAB (N, 28) jman2$:
J1=2:ENDPROC

H4BPROCKi ckchar 52t PROCca!
ler:PRINTTAB(NX,28) jman2$:]
%=3: IFNL-2=XXTHENPROCcheck

4SBENDPROC

A5BPROCKi ckchars:PROCcal
ler:PRINTTAB (NX,28) ; man2$:P
ROCstance:PROCcallersPRINTT
ABINY,28) jman28:d3=1:C1=0:R
1=8:ENDPROC

4TRDEFPROCKi kickl:BX=21E1
=2;COLOURT:ON 1XBOTO4BR, 490
18

ABBPROChi keharsl: PRINTTAB
(12,200 jblank$: PRINTTAB (XY,
19) s nan$: [%=2:ENDPROC

498PROChikchars2:PRINTTAR
(X2,19) ;man$: 12=3: IFAL+2=N1
THENPROCcheck

SBRENDFROC

S18PROChi kcharsi:PRINTTAB
(X1,19) 1blank$:PRINTTAB(IX,
20) yman$: PROCstance: PRINTTA
BIXL, 200 ;man$: BE=0:EY=0: [1=
1:ENDPROC

S28DEFPROCK] kick2:CE=2:R1
=2:COLOURL:ON JXGOTOSI, 548
1560

530PROChi kchars1:PROCcall
er:PRINTTAB(NY, 200 sblank$:P

RINTTAB (N, 19) ;man28:1=21E
NDPROC

S4BPROCHi kehars2:PROCcall
er:PRINTTAB(NY,19) ; man26:J1
=31 [FNL-2= 11 THENPROCcheck

SSBENDPROC

568PROCK kcharsl:PROCca11
eriPRINTTABINT, 19) ;blank$:P
RINTTAB (NX,20) jnan2$:PROCsE
ancetPROCcaller:PRINTTABINZ
200 ;0an25: CL=BR1=01 2= 1:E
NOPROC

STBDEFPROCsweepl: BA=3:El=
3:COLOURT:ON 1160T058@,598,
618

S8OPROCsweepcharsi:PRINTT
ABIXL,20) jman$: [%=2:ENDPROC

598PROCEweepchars2: PRINTT
ABIXY,20) jman$: [X=31 IFXL+2=
NLTHENPROCcheck

S@RENDPROC

518PROCsweepcharsi PRINTT
AB(XY,20) ;man$:PROCsance: P
RINTTAB(XX,28) jman$:BI=B: IX
=1:EX=0: ENDPROC

428DEFPROCSweep2: R=3:C1=
3:COLOURL:ON JYGOTOAIR, 648,
L]

530PROCsweepcharsiiPROCCa
1ler:PRINTTAB(NY,20) ;man2f:
J1=2: ENDPROC

b4BPROCsweepchars2:PROCCE
11ersPRINTTAB(NX, 20) jman2$:
J1=3: IFNL-2=XYTHENPROCCheck

HSBENDPROC

b5BPROCsweepcharsl:PROCCa
11er:PRINTTAB (N, 20) ; man28:
PROCstance:PROCcallers PRINT
TABINL,20) jman2$:d1=1:Ch=2:
R1=9:ENDPROC

STBDEFPROCsow! s EX=4:COLOU
R3:ONIZ60TOLEE, 700,718,720

BBIFIY-3(=2THENEY=0: ENDP
ROC

69BPRINTTAB (XX, 20) jblank$
111=11-11PROCsoacharsi:PRIN
TTAB(XX, 19) ;mans: 11=2:ENDPR
oc

TBBPRINTTABINX,19) jblanks
111=11-1:PROCsoachars2: PRIN
TTAB (XX, 18) jman$: [1=T: ENDPR
oc

TIBPRINTTAB(X1, 18} jblank$
111=X1-1:PROCsoncharst:PRIN
TTAB(X2,19) jnans: [1=4:ENDPR
oc

T20PRINTTAB(IX, 19 blanks
:PROCstance: PRINTTAB(XX,20)
yman$: SOUND3, -12,1,2: 50UNDR

+=15,4,2: [1=11EY=: ENDPROC

T3@DEFPROCs0R2: R3=4:COLOU
R1:ONJXG0TO74@, 768,778,760

TABIFNY+3)=1STHENRZ=0: END
PROC

TSPRINTTAB(NX, 28} jblanks
tN1=N1+1:PROCsonchars1:PROC
caller:PRINTTAB(NL, 19} jnan2
$:0%=2:ENDPROC

THOPRINTTAB(NY,19]3blank$
tN1=N1+1:PROCsonchars2: PROC
callertPRINTTAB (N, 18) jman2
$:J1=3:ENDPROC

TTOPRINTTAB (NX, 18) ;blank$
sNT=N1+11PROCsonchars] s PROC
callertPRINTTAB(NY,19) yaan2
§:J2=4: ENDPROC

TEBPRINTTAB(NX, 19) jblank§
sPROCstance: PROCcal ler sPRIN
TTAB(NL, 201 ;man2$: SOUND3,~1
1,1,2:50UNDA,-15,5,2: J2=1:R
1=0: ENDPROC

T9RDEFPROCIni t

BROENVELOPEL,3,1,0,0,1,1,
2,126,-3,71,~10,125,J4: ENVE
LOPE2,3,8,0,8,0,0,0,121,-10
=5.-2,000,120

B18X =5 NE=12: BY=B:Cl=B:s I
=11 d1=11R1=0: EX=Q:dranl=]

B20VOU 23,250, k43, k63,432
(34,438, 426,423, 443,23, 251
obb1, 6F 433,632, 03E, 422,42
2,k41,23,252,471 47E k32,43
2,k3C, k24,522, 143,23,253, 40
2,47C,L7F, LBB, @8, LAC, kEC, 4
BC, 23,254, 47F kb0, 430,430, &
18,420,430, 143

BIAVDU 23,248, 4FF 480, k00
o480, 480,450,460, LaR

B4Bb1ank$=CHRS (32] +CHRS (3
21 +CHR$ (321 +CHRS (LR) +CHRS (B
J+CHRS (B) +CHRS (B) +CHRS (32) 4
CHR$ (32) +CHRS (32) +CHRS (8) +T
HR$ (B) +CHRS (B) +CHAS (18) +CHR
$(32) +CHRS 1321 +CHRS (32) 4CHR
$(18) +CHRS (B) +CHRS (8) +CHRE (
B) +CHR$ (32) +CHRE (320 +CHRS (3
2)

BS5@man$=CHRS (224) +CHRS (22
5)4CHRS (226) +CHR# (18) +CHRS
B) +CHR$ (8) +CHRS (8) +CHRS (227
) +CHR$ (228) +CHRS (229) +CHRS
18) +CHRS (B) +CHRS (8) +CHRS (8)
+CHRS (238) +CHRS (231) +CHRS (2
32)+CHRS (18) +CHRS (B) +CHR$ (8
)+CHRS (8] +CHRS (233) +CHRS (23
4] +CHRS (235)

B&Baan2$=CHRS (238) +CHR$ (2
37)4CHRS (235) +CHRS ( 10) «CHRS

(8) +CHRS (8) +CHRS (B) +CHRS (24
1) 4CHRS (248) +CHRS (239] +CHRS
(181 +CHRS (8) +CHRS (B) +CHRS (8
) +CHRS (244) +CHRS (243) +CHRS
242) +CHRS (18] +CHRS (8) +CHRS |
B) +CHRS (8) +CHRS (247) +CHRS (2
46) +CHRS (245)
BTBENDPROC
BBRDEFPROCstance
B9BREM #4# STANCE #e¢
FROVDU 23,224, 80, 400,100
400,407, 487 407 ,403,23,225
,400,480,400, 430, 480, LB k8
8,460,23,225, 480,400, ko8, L@
2,ken, Lon, Len, ke, 23,227, k0
9,43C, k63, k40,400, LER, &7D, L
1C,23,228, k00, k60,490, k1B, 4
18,%18,42C, k20
FUAVDU 23,229,400, k00, L0
(400,400, k00, kB0, 100, 23,270
JLAC, 400,486, 40F , LBF , LOF k1
E,RIC, 23,231,426, 446, k41 ,4C
3,4ER, LFD,LFO, 478,253,232, k0
o, kde, koo, k0o, ko8, koo, koo, k
08,23,233,k3C, &3C, &38, 638,
38,438,420, 470
F28V0U 23,234,438, 83C,kIC
J&IC, §IC, &1C, 488, 40E, 23,235
o0, 30, Loa, LEa, Lan, k00, L0
B, 400
93BENDFROC
94BDEFFROCK] ckchars]
GSBREN ## KICK | #4
960VDU 23,224, %80, k80, ke
o400, 400, 41C, &1E,41E, 23,225
RN RTIRT BT BTN
,408,23,226, 400, 400, LOa, 10
B,400,100,100, 400, 23,227,408
E,L08, k19,660, k0, 40D, LED, b
74,23,228, 100, k40, 14D, 430,k
30, KAC, k46, k46
STRVOU 23,229,400, 100, kED
(400,408, 108, 400,100, 23,270
JAAC, 400, k11,410, &1E RIE, &1
E,k1C,23,231 842,441,403, 4E
0,4F,LFB,L7C, 430, 23,232, 40
8,100,408, k00, k00, L0, 400, L
0@,23,233,43C,43C, 438, 438, &
38,436,428, kFR
SEEVDU 23,234,418, 402, k00
,400, 40, LBa, 100,400, 23,235
,B, kB0, 108, 400, 400, 400, LD
(R}
990ENDPROC
1| BBADEFPROCK] ckchars2
IBIBREN ### KICK 2 #ee
1B28V0U 23,224, 400,408, 400

-
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21st. Software ........

PRESENTS A SELECTION OF HARDWARE, UTILITIES & SOFTWARE FOR THE ELECTRON

“

SAVAILABLE)

PLAY GAMES AT

YOUR OWN SPEED

DR FREEZE FRAME
WITH

“SLOM
ARP £14.95 DUR PRICE £1345

HKANSAS CITY
“GOLD" PACK
3 Casseties: Multi Level
Encallent Full Calour Graphics
1 SNAKE [AAC. Ravoritel
2 MANIC MOWER (Pratect Your Toes!)
3 CAVEMAN (Dv for Gald & Ommonds)
RAF. £2085 DUR PRICE £6.95110

FIRST BYTE JOYSTICK IN'!(:M&C(
Bacludes Camvinasn T
RAF £19.95 DUR PRICE l'll.lb

MEMDREX 33" blank discs
55 50

Bea of 10 in cose
RRP £52.00 OUR PRICE £45.00

SLOGGER BUSINESS PACK
Rambas Mk 11
Suarword (Ward Processar|
Searstare [Database]

R PRICE = £99.00 only

SLOGGER SOFTWARE
ROMS
ELKMAN RAP £1750
OUR PRICE £15.75
STARMON (maching code masiar|
RAP £2250

DUR PRICE £20.25

ICON SOFTWARE'S
FRANKENSTEIN 2000
RAP €795 DUR PRICE £6.95

RAF (2800
DUR FRECE £26.00

{Camains: Maze. Firsbug & Plansioids!
RAF £19.75 OUR PRICE £17 95
Oatabase RAF L1875 DUR PRICE £17.9%

PLUSI SOFTWARE ACORNSOFT GAMES 'nlsc

W
W MeLsouRNE HousE

ISaucy Posscard Tyse Adventuss)
RRP (695 DUR PRICE £595

TERROR MOLINAS

oUR
RRP. PRICE
A'NF
Bargaen Pack 1485 1285
AAHDVARK
Talags 895 585
ACORNSOFT

Musheyom
Snseter
Spynu Advarsain

o
Phaledoghars Gasst
Srappe:

Manutms

Vvt
Hopaer AOM (Cait)
Seagper AOM iCant)
150 Pagel RN Cart
Lisg MOM Car
ACORNSOFT BES

a8 786
B85 jos
a8 785
CETR T
95 (1]
1485 1285
1485 1285
1485 1286
anan 1485 1288
ACORN, BERG
Thastre Quy 1285 1176
Bapal Buir 1295 1178
Seance 1285 1176
Crome & Detection Qi 1285 1118
ADDICTIVE GAMES
Faptsali Many (5] 186
Bt (3] (1]
ADVENTURE INT.
185 685
185 495
JETRT
795 (5]
785 gse
195 &85
785 (3]
E 185 g8
ﬁu-um.{.m e 185 (117
8 (111
lulnlu
Blagga 9% LR ]

BOXOF 10C15 COMPUTER CASSETTES £4.50inc VAT & PAP, I

Bamgw Bentie

Zarak the Canguamsr 0% 53
985 B95 658 Auble 546
6 Asventure (1
985 @98 Wengs B MIRRORSEFT
995 H95 INCENTIVE Lot mith Direns 9%
1848 Corbuon Lo Shary 135
1845 INTERCERTOR e 155
Tates Arabisn Kghtn 500 Here Thase s Wa: Man 695
Twie Keagdam Valley a5 as0 HANSAS CITY Ouick Thinking ]
COMSOFT Hisg of T 350  B50
Sesperts Lain 4ss 188 Magn Beggy 9% 554
Pl 4% 195 KOSMOS SOFTWARE
B45 Connasto 436 195 Aw il 54
Bi5
(LT 1 845
05
895 5% Beawes Sack Spert 98
ey Esrape 185
T Lc
) s Mt 24 o © M50 150
Phastyn Cambat B dprgs U leell 2450 2150
e uq- o 1 Lo 80 2080
[ ags s LONGMAN'S SOFTWARE
Spnte Ganeratie Furst Mpves (Chest 8.+ 1 995 B9%
Hotity Chariran Socce Mastoe Ky {Trpirsg Tusant ET T
DURELL MARTECH MACSEN 5
Maeshah 648 Hlack B 195
195 MELBOURNE MOUSE
894 Clagi Advartary 895 53
i Kitd Jur 5 6 mpsteat Hoane 895 585
Gisturea s Cartle 198 695 MC LOTHLOBIEN .
EDGE COMPUTERS Rederts &85 585
okl 595 T e inﬁm(lsau -
ENGLISH SO0FTWARE oy Aeb B85 585 ,I_mi“_ 100
Spacgman S 184 @8 Sowsanl Dperabions BB Agn ,W}:I . pirs
It ot Jnck 795 E35 Battinzara B85 585 STELL SOFTWARE
Kissia’ Coasins 405 424 MICROBYTE s 595
EPIC SOFTWARE Es"Bart 485 185 It
e e o Frare s B y T T 598
Cautie Frankanstmn = 5
The Geat o e Haly G 195 655 bty 800 100 L
Kngaam f Kie 19§ 658 WP SEFTWARE i B
o " Satem Cassie 150 §50 185 B2
O Carmeaie | Clnuning bit) 095 805 Valley o the Kings 150 BS8 a5 Bes
GOLEM LTD Fitien Wi 750 650 T T
Educatien BO0 700 " 150 850 188 B35
Edutatan 8O0 100 15 650 91s B
Fun with Warts B0 700 T T T
Fan with Nusbers BS0 7400 w5 RS
o i (1] B35 :
[T
Heathoaw ATE 185 88 595 L
HIGHLIGKT SOFT! 535
Anpdorg Pack | 194 8% 53 "
s Pak 4 785 A% i3 30 ek
795 854 654 Suath P
s sk ¢ 785 8 Ry T i T
HOLLY SOFTWARE X§ B35 Sncakar ass T
Garsembr Made 2 1200 1088 Fein Bl Wersin 525 Sunes Garia 195 @Es
Garmemarkar Maos & 1200 1665 Fofln i Factary [L1] 185 ASE

Wa guarantos alltitles are originals. We offer 8 quick and reliaiie service. Mot Elactron and BBC tites #re &

ICON SOFTWARL
Lo res Capers
Dram 4
!u!\-ﬂ

15
ALL PRICES ARE INCLUSIVE OF VAT AND “Blm
OVERSEAS ORDERS PLEASE ADD£1.00 THEN 50p FOR 2ND and 3RD ITEMS EACH
aitie on reguest with the guarantos of at lesst £1.00 off the AR,

POWERSDFT ROM JOYSTICK
i Al
BAP 2495 DUR PRCE £22.85

oum
PRICE

Please sand me:

owop

E
£:
£
E
E

TOTAL

G

Cost Flease make cheques payable to: N
21st Softwa BME
Send orders to: Address ..
21st SOFTWARE

20 Woodside Drive
High Lane, Stockport SK6 8HU
Tel: Disley (06632) 3160. (After 6pm)

Post Cade

Tel.No. ...
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From Page 35

L0000, 400, LIC, 41E, 23,225
400,408,400, 400, 400, kB, 10
8,400,23,226,400, 408,400, L0
2,400,400, koo Lea, 23,227kl
E,kBE, k01,818, k58, koR, 4CR, &
£8,23,228,400, 100, LA0, 436, ¢
JE, k47,440, 140

103RVOU 23,229, ke, koa, LoR
(400, 108, k40, 4CB, 4R, 23,230
T4 RIC, E01 RIF LIF LIE LD
C,43C, 23,231,440, k7F  bFF  AF
F,LEQ,LD0, 408, 408, 23,232, kb
C,4FC,kE, kOB, 00, k00, 108, &
88,23,233,43C, 438,436,438, 4
38,438,k70, LF0

1R4BVDU 23,234,400, 400, LED
L4008, 100, Loe, L0a, @0, 23,235
RTIRTIRTURTURTIRT IR
[ BT

18SBENDPROC

194BO0EFPROCK kchars!
LB7OREN ##+ HIKICK | #4¢
1088VDU 23,224, k@0, LOE, LEF
JAOF 40F §27,430,470,23,225
400,400, k20, k00, LBe, 420, 4]
9,438,23,225,400, 400, k09, kB
2,k00, ko0, 400, kBB, 23,227 kb
B,4C0,4CH, 440, k28, k18, LOE, L
9E, 23,228,458, 44C, k46,481, b
81,400, k40, LE0

1098VDU 23,229,480, k80, 420
(400,480, ko0, Lee, 400, 23,230
JHIE, BIC, B1C, 40E, LOF 187,40
5,4@1,23,231,4F0, 478, 43C, k1
8,486, kR4, ko0, kRO, 23,212,40
B,400,400,400, 402, k0, Lo0, L
9@,23,233, 403, 406, 400, 100, &
(TR RTIRT]

1188VDU 27,234, k08, 100, k0@
,400, 408,100, Lo0, kda, 23,235
(400,408,400, 400, 400, 2D, LB
(]

111BENDPROC

1128DEFPROCi kchars2
L1IBREM #8+ HIKICK 2 #4e

L14BVDY 23,224,400, kIC, kIE
JHIE LIE, M4E, 4CB, 40O, 23,225
o8, 480, 400, L0, kO, 4CH, kE
B, kb8, 23,226,400, k00, kR0, LD
0,400,400, k80, LoR, 23,227, 40
8,408, k90,498,478, 4CB, &CF &
3F, 23,228,480, 498, k85, L4s, 4
48,4C1, 4FF , kFF

L150VDU 23,229,400, kA8, k20
o0, 1B, LF5, LA, KER, 23,230
(ATF ATE, kIF  WOF 40T, 400, L0
9,480,23,251  kFC, 400, LEQ, LE

8,4E8,k18,400,408,23,232,40
0,400,400, k00, k00, koo, L0, L
#0,23,233, 400, k08, koo, Lo, L
08,400, koo, koo

L168YDU 23,234, k00, k00, ka0
.Lee,Lee, koo, Lee, Lep, 23,235
,400, 400, 408,100, 100, k04, 40
B, k0e

1 1TRENDPROC
11B@DEFPROCSweepchars]
1190REN 2+ SWEEP | we¢
1288VDU 23,224, ko0, LR, LED
409, 400,100, 109, 23,225
L0, k00, L0, Lo0, koo, o0, 40
0,%20,23,226,400, k00, k00, 48
9,480, k00, 180, k00, 23,227, 40
8,420,400, 400,107, kA7, 407, 4
83,23,228, k0, ko0, Lao, koo, b
e, kee,kee, ke

121800 23,229, k08,400, LR
(400,400, 400, 400, 400, 23,230
,438, 450, 460,400, 400, LCB, L8
F,X9F,23,231,420,430,430,45
8,458,498, 488,408, 23,232, 40
2,400,400, 400, koo, Loa, LR, L
B@,23,233,4FD, 4F8, k38, kIC, &
1C,kIC, kB8, k38

1228V0U 23,234 4CC, 4EC, &FD
J&78,43C, & 1E,48E, 401, 23,235
RTRTIRTIRT MY TN
(8 ]

1238ENDPROC

|24B0EFPROCSWeepChars?

125BREN ### SWEEP 2 ##+

1268VDU 23,224, k0@, koo, Lee
, 400,100,100, 420,100, 23,225
R BT RTIRTURT BTN
2, k0R,23,226, k00, 400, LoD, L0
9,400, 00,100,108, 23,227, 40
B.kbe, L0, 100, k0, LOR, LBD, k
97,23,228, 100, k00, OO, LOO
8,480, 400, Lo

1278V0U 23,229, kea, kae, Lee
L8, 400, koe, Lon, 10e, 23,230
(07,407, L3846, 450, k02, 4D
8,4CC, 23,271,460, 450, kAo, L3
0,438,458, k58,498, 23,232, k8
0,400, ke, LoD, 10O, kB0, kol &
28,23,233, 49, L9E, kCE, 4CE, &
86,400, k05, kBE

1280V0U 23,234,448, 4F8, k7C
K30, &1F GO, 403, 400,23, 215
(402, k00, koe, LB, o0, LER, LD
C,43C

1298ENDPROC

| 30BDEFPROCSonchars]
L310VOU 23,224,400, k10, LIE
+&3E,41E, 400,402, 41C, 23,225
J400, 400, 108, 499,100, kCR, ki
3,k3F, 23,226, 400, 100, 400, kB

2,400,408, 4e9,400,23,227 41
8,418, K10, 4OF k0T, ko0, koo, &
e,23,220,418,400, k50, LET &
B0, kBF , 47F , A7F

1320V0U 23,229,400, 400, k00
,4C0,420, 490, k08, 408, 23,230
o400, 420, ko0, Laa, oo, koo, Li
9,480,23,231, 43F 401, k03,40
1,483,483, 401 ,408,23,232, k0
2,408, LCO, LAR, k48, 1AB, 100, bk
D@,23,237, 400, k00, Lo, koo, k
0@, Lpe, k00, koe

1338V0U 23,234,408, kee, kel
(k00 ke, koo, Lee, 100, 23,235
,408,108,400,100, 100, 180, L0
B, k00

| 34BENDPROC
135BDEFPROCsonchars2
1368VDU 23,224,400, 400, ka0
J400, 108,401,481 ,403,23,225
(408,400, 481,403, LE7 , kDA, &9
D, LAE, 23,226,400, 40D, 460, 4T
8,430,408, kD8, 4ER, 23,227, 10
3,406, 406,402, 40C, 1E, L3E, &
3E, 23,228,456, 436,437 k16,4
BE,L1E, 47D, 479

137@v0U 23,229,400, 460, k00
,480, 400,400,460, kB0, 23,230
JM3E, 418, kB0, 408, 408, k04, k2
8,400,23,231, k05, 4kF0, 400, 10
0,480, Lo, Lae, L8, 23,232, 10
9, kde, kB0, k00, kA, kBD, LA0, L
n

1388V0U 23,233,400, k20, kB0
o400, 400, 408, 400, 409, 23,234
Jk00, 100, ko0, 00, Loa, Lea, L
B,400,23,235,400, 402,100, L2
2,k00, k00,100, kB0
139BENDPROC

14BRDEFPROCr everse
1418FORTL=ATO2STEPZ: PA=4T0
[}

142800PT 21

1438 STALTE:CLC:ADCHI2
1STATF

1448, rev LDXALTR:LOYED
1450 LDAKTE: STALTR
1460 LDARLA: JSREFFFI
1470 LDARE: TAT
1480.clr STALBIL, Xz INX:CPXR
B:BNEClr

1499 LO%#e

1580, nby LDYER

1510.rby CLC:RORKTI,X:ROLY
8L,k

1528 INY:CPY#8: BNErby
1530 INX:1CPY4B:BNEnbY
1548 LOA#27: JSREFFEE
1550 LDAKTF: JSREFFEE
1560 Lonwe

1570.rep LDAKBL, X1 JSREFFEE
1580 INX:CPI4B:ENErep
1590 INCETE: INCLTF
1480 LDAKTE: CHPR234: BN
Erev

1618 RTS

1620 INEXT

L53BENDPROC
164BDEFPROCsCreen: VOUZR, 19
12,4,0;8,17,8,17,131:FORK Y=
BT015:FORakX=2T017: PRINTTAR
(mkX,kZ);CHR$ (24B) :NEXTakT:
NEXTEY

165@FORE%=BT014: COLOURY28:
PRINTTAB(,£2);" *;TAB(IZ,f
103" "INEXT#%:VDUIT,130,28,
1,38,18,17,12,26,17,128,28,
8,31,1,0,12,26,28,18,31,19,
812,26
1668VDU28,0,8,19,4,12,26,2
8,8,31,19,29,12,26,17,129,2
g,8,31,0,0,12,26,28,19,31,1
9,8,12,26,28,8,6,19,0,12,2¢
,20,8,31,19,31,12,26
167@VDUS: GCOLE, B: tY=450: 1Y
=18@0: FORui X=1T04: NOVELT, 12
tPRINTCHRS (25@) +CHRS (251)4C
HR$ (252) +CHRS (251) +CHRS (253
) +CHRS (254) 1 b=t X432 1 %=1 X-3
1+ IFui 1=3THENGCOLR, 3
16BBNEXT:VDU4, 23, 1,08;0;8;0
+tENDPROC

1698DEFPROCCheck
178BRESTORE1550
L1718FORigR=1T04
1720READNE , DL

1730 1FNY=BLANDOX=CATHENPRD
Cman2dead

ITARNEXTigL

1750F0Rgi E=1T04
176RREADNY, 0T
17781FNY=BLANDOY=CATHENPRD
Caanldead

178BNEXTgi X

1798hj1=13 REPEAT
{BORREADNY, 0T
181RIFNX=BIANDOY=CYTHENdra
whsdrawl+1:ENDPROC

1820 1Fdrawi=BTHENGOEUE 1680
18380 jT=h j1+1:UNTILD j%=8
LBABDATAS, 1,3,0,1,8,2,0
1B500ATAL,3,0,3,8,1,8,2
1848DATA3, 2,1,3,2,3,3,1,1,
1,2,2,3,3,8,0

1B7RENDPROC
1688a%=RND(2) : IFaX=1THENPR
OCaanidead
1B981Fal=2THENPROCRan2dead

e
L
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19BERETURN
1918DEFPROCdeadchars]
192000 23,224,100, 400, kaR
1480, k18, L3C, L3E, LIE, 23,225
(400,408,480, 500, kea, Lo, Lo
6,4C6,23,227,40C, k20,420, k¢
8,470, k68, k64,834, 23,220, 42
2,436, k3C, 450, 148, 420,420, &
20,23, 230,634,413, 613,418,k
18,483, 401,481

1930V0U 23,231,4C0,LER, kAR
kB0, L@, k0, kDR, k08,23, 233
(401,401, ke, Loe, Loe, Lo, ko
0,400, 23,234, 4L8, 4EB, LEB, bE
8,LER, DB, 436, k4

1948F0Rr 1=226TO235STERT:V
DU23,0r2,8,0,08,0,8,8,8,8:NE
1Morl

1958ENDPROC
194B0EFPROCdeadchars?
1978V0U23, 230, kea, kol koa,
LFO, LFD, kb7, k0O, k4B, 23,231,
Lee,Loe, Len, Lo, Loe, kB0, kER
1&38,23,232, koo, Loe, L@a, Lop
(400,100, 100, 109,23, 233,4T0
&30, LRE, k03, 403, kR0, ko0, kB
9,23,234, 408, 43C, 473, 47C, 17
F,kIF 407, 401

1988V0U 23,235, k00, Lea, k14
+4Bb, 436,485, kBS, kB
1998F0Rhy1=224T0229: VDU23,
hy1,0,8,0,2,8,0,8, B:NEXThyY
2809ENDPROC
2818DEFPROCaan!dead: COLOUR
3150UNDR, -15,4%,2
2020PROCdeadchars!:PRINTTA
B(X%,20) 1man¥:PROCdelay (380
)1PROCdeadchars2: PRINTTAB(X
1-1,20) jaan$: COLOUR]: PROCSE
ancetPROCcaller:PRINTTAB (N
190 sblanks; TABINT, 28} jmanl
§

2030PROCtwiddle:PROCAelay |
200) : PROCnexthelt (1)
2840PROCstart:60TO11R
205RDEFPROCean2dead: COLOUR
1150UNDR,-15,45,2
204@PROCdeadchars!:PROCCa]
ler:PRINTTAB (NZ, 28! jman2$:P
ROCdelay (32@) : PROCdeadchars
2:PROCcal ler s PRINTTAB (NY+1,
28) yman2$: COLOURI: PROCSt anc
etPRINTTABIXY, 19 ;blanks; TR
B(XY,20) jaant
2078PROCtwi ddtl ez PROCdel ay (
200) :PROCnexthelt (2)
2880PROCstart:60TO11D

209QDEFPROCextbelt (k11):C
OLOUR129:VDUZE,0,5,19,4,12,
2

218RIFk1%=1THENbe] t2=bel t
T+1

21101Fk1%=2THENDe] £ 17=belt
1341

212BRESTOREZ 188

2130F0RbEY=1T0bel t1X: READ:
ol 15:NEXTbEY

214QRESTORE2168

2158FORtbY=1T0bel t2%: READC
ol 28 MEXTEOT

21601Fbel t 11=bTHENPROCWin |
i

21781Fbel t21=4THENPROCHIn |
2)

21BBDATANNi te, Yellow,Breen
yPurple,Brosn,Black

219BENDPROC

22BBDEFPROCstarts K1=5:Nk=]
21drawi=d

2210COLOURT: COLOURI29: PRIN
TTAB(2,5) jcol 1§3TAB(13,5) 3¢
o0l 24:COLOUR1 38: VDU28, 3,28, 1
6,17:CLS: VDU26:PROCbow: COLD
URTtPRINTTAB(X, 200 ;mans:CO
LOUR!:PROCcal Ler s PRINTTAB (N
%,28) ;nan2$:PROCde] ay (1600)

2220PROCstances COLOUR3: PRI
NTTAB(1L,20) ;mant$: COLOURL:P
ROCcallersPRINTTABINT, 28150
an2$:ENDPROC

2230DEFPROCWIn(plX) 1 #FX9,3

224RV0U23,1,0;0;0;0;: #FX1R
o

2250%F 15,0

2268VDU26,17,129,12,28,1,2
9,18,2,17,128,12,26,28,2,27
W 17,4,17,130,12,28

2278COLDURT: PRINTTABIT, 5}
CHR$ (250) +CHRS (251) +CHRS (25
2) +CHRS (251) +#CHR$ (253) +CHRS
1254)

22B0COLOURB: PRINTTAB(2,7)}
"COMGRATULATIONS! *: COLOURT:
PRINTTAB(2,9);"You have rea
ched";TAB (4,113 "the status

of ": COLOURB: PRINTTAB(S, 13)
4 "BLACK BELT"

229BPRINTTAB(4,26) ; "PRESS

SPACE":PROCstance: COLOURS:
IFp1%=2THENCOLOURY

2188PROCK kchars!

23181Fp12=I THENPRINTTAB(S,
18) ;man$

23281Fpl 1=2THENPROCcal ler:
PRINTTAB(9,18) tman2$

2330%F115,0

234850UND1 - 14,48 ,8: S0UND2

+=13,41,B: PROCdel ay (848) : SO
UND1,~14,50,2:50UMD2,-13, 51
2:PROCdelay (70@) : SOUNDL , -1
4,58, 2:S0UND2,~13,51, 2: PROC
delay(788) :50UND1 ,-15,74,9:
S0UND2,~15,75,9: SOUND3,~18,
85,9
235BA#=GETS: COLOUR1 28:CLS:
PROCinst

234BOEFPROChON

2370V0U 23,224,400, koa, k00
1408, L00, kD@, 400, k08, 23,225
(4B, 403, 483, 43, 400, k10, &1
6,k27,23,226,4C0, 4EB, LEQ, 4E
8,400,400, k40, 140,23,227 40
0,400,400, 400,108, ko0, ko0, &
98,23,228,427,42E, k2E, 420, 4
20,448, L4A, k58

2380V0U 23,229, 440,480, ka0
,k00, 108, koo, Lea, Lae, 23,230
(400,408,400, 400, 400, k80, &0
B,400,23,231,454, 442, 47E, 47
A, &3, k34,634,434, 23,232, 40
0,480, ka0, koo, 190, 190, 400, §
#9,23,233, 400,400, 400,400, ¢
e, Loe, koe, koo

2390V0U 23,234,438, 34,434
&3A, k3R, 400,430, 43E, 23, 235
RURTIRTIRTIRTIRTI AT
8,40

24BRENDPROC

24100EF PROCinst:#FX21,0
2420V0U26,17,129,12,28,1,2
9,18,2,17,128,12,26,28,2,27
JA7,4,17,130,12,26
2438VDU17, 3:PRINTTAB(T, 513
CHRS (258) +CHRS (251) +CHRS (25
21 +CHRS 12511 4CHRS (2531 4CHRS
(254)
204BVDUIT, J: PRINTTAB(3,71;
“Your reactions®;TAB(5,9);"
and guick";TAB(3, 110 thin
king amust®;TAB(2,13);"e a
t their best”

245RCOLOURR: PRINTTAB(Z, 16)
1"You have 4 moves':PROCswe
epchars2:PRINTTAB(S,17) ;man
$1PROChi kchars2:PRINTTAB (11
,18) jman$:PROCkickchars2: PR
INTTAB(4,23) jman$: PROCsonch
ars2:PRINTTAB(11,23) jmant
2460V0U17,129,17,3: PRINTTA
B(4,30);"PRESS SPACE":PROC
tune:VDU26,17,138,28,2,27,1
7,6,12,26

2470VDU17  B:PRINTTAB(3, 71§
*KEYS":PROCstance:VDULT, 3:P
RINTTAB(S,%) jman$: PRINTTAB(
9,913~ CTRL";TAB(9, 101"~
A" TABI9, 11)4"~ 5"y TABIY, 12

;n_ 1*
248BVDU1T, 1:PROCstance: PRO
Ccaller:PRINTTAB(S, 14); "RET
URN®3; TRB(5,17)3"1*; TAB (5,18
131 TABIS, 1905 /"3 TAB(12,
16);man2$
2498VDU17, B: PRINTTAB (2,22}
$"N/@  SOUND/QUIET®;TAB(2,2
4);"F/R FREEZE/REST"
2580PROCtune: A1=1234547:RY
N

251 BENDPROC
25200EFPROCFreeze
2530B$=INKEYS (8) 1 IFB$="R"T
HENENDPROC

254060702530

25SBENDPROC
256BDEFPROCtune: VDUZ3, 1,8}
B;0;8
257BRESTORE2550: REPEAT
2500L$=INKEYS (Q) 1 IFLS=" T
HENENDPROC
259QIFLS="0"THEN*F Y210, 1
250BIFLS="N"THEN*FI210,8
261BREADPY, LY, N1 SOUNDZ, 1,
PX-20,LY:50UND1, 1, PT, LY
2620FORFL=1TONY: NEXT
26TBUNTILNI=1500
264060702570
2658DATAL40,3,2100,148,3,2
100,145,2,1208,156,2, 1388, 1
48,2,1200,139,2,1300,134,8,
4500, 144,3,2100,144,3,2189,
160,7,3108,145,2,1300,135,4
,4590,155,3,2100,155,3,2180
2650DATAL4E,2,12080,171,2,1
380,163,2,1200,154,2,1300,]
4%,8,4500,159,3,2100,159,3,
2100,175,7,3100,148,2,1300,
150,1,1000,152,1,400,1350,1,
400,147,2,1100,147,2,1308,1
34,2,1100,134,2,1200,127,2,
1100,127,2, 1600
25TRENDPROC
26B@DEFPROCtwiddle
269BRESTORE2738: REPEAT
2708READNOY, lel, wal
271850UMD2, 1 ,no-23,1e1:50
UND1,1,n02-3,leX
2728FORDY=1T0waX+208: NEXT
27IBUNTILwal=7080
27ABENDPROC

275RDATALSE, L, 1000, 152,14
pe,158,1,400,147,2,1100,147
42,1308,134,2,1108,134,2,12
88,127,5,2000

This listing is included in
this month’s cassette
tape offer. See order
form on Page 61.
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|| doneit

} intro

IN the game of Defuse you

are in a terrorist house in
which a bomb has been
hidden inside a bag. Unfor-
tunately, there are quite a
few bags left inside the
house — and your job is to
locate the one with the
bomb inside.

To check for a bomb all
you have to do is run over
the bag with your matal-
detector and it will tell you
if the bomb is contained
within the bag.

However, the terrorists
have positioned a number
of booby-traps in the
house.

Luckily for you these
have been located and
marked with flags, but if
you hit one it will explode.
Added to your problems

e PROCEDURES
Usc:;se'f‘ rehr_\dmloms and prints the writing,
5 ata 3 1
S a from linas 1370-1380 and

€8n accordin,
checks if you b S

Draws a rool

d

| he ke
ave hita flag or b,
m with g

is the fact that you only
have 20 seconds in which
to find the bomb before it
explodes.

An explanation of how to
play the game and the
controls used are also
included within the pro-
gram. The controls are:

Z left
X right
* up
7 down

€5 the character around
vboard entrigs, and
ag.

s,
of player.

ates of player-
of player
-ghose

i thebag W
point the pl

it moved.
bafore the bag

n coordinates for

e bin it
ith the bom!
ayer has just moved

Listing starts
on Page 42
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It's onits way...the G
BIGGEST show of all!

*

*
*
*
*

Your first chance to see the exciting programs and
peripherals now being planned for 1986.

Hundreds of Christmas hardware and software bargains
from leading BBC Micro and Electron suppliers.

Free software - bring your own blank cassette and
download programs directly from Micronet.

Use our satellite link to a giant American database
and send messages to micro users in the USA.

Meet the experts - programmers and writers will be
on hand to answer all your queries.

By handing in this voucher | This vouCher is
at the door you save £1 off ¥

" the normal admission f worth £1 ])er head!

price of £3 (adults) and

Electron & BBC Micro User Show,
g B 68 Chester Road, Hazel Grove,
Westminster, London SW1 MY Stockport SK7 SNY.

@ &8 @& Tel: 061-480 7863



Thursday to Sunday, November 14 to 17
New Horticultural Hall, Westminster, London SW1




From Page 39

JOREM #eieasdbirerssesns
20REM  Boab disposal
JBREM By James McPherson
4BREN (c) Electron User
SOREN #esrssssseesreits
SBREN
TRREM
BRIF HX¢18@ THEN Hi=12@
FEMODE!L
108VDU 23;8202:0;9;0;
{18PROCintro
12BM0DE1
I30ENVELOPE 1,2,2,86,57,!
5,25,25,126,8,0,-3,126,126
1HQENVELOPE 2,3,-1,32,84,
200,40, 48,12¢6,0,0,8,5, 50
ISBENVELOPE 3,1,0,127,45,
58,50,50,126,0,8,-8, 126,124
IL@ENVELOPE 4,1,50,3, 106,
1y1,1,126,0,0,0,126,128
1705%=R
18086%=5
190V0U 23;8202:0;0;8;
2001%=0: Y1=2
210VDU 23,225,0,24, 36,38,
255,255,255,295
228VDU 23,226,192,192,192
1192,192,192,192,192
238VDU 23,227,848, 68,43,
60,48,8,8
24VDU 23,229,0,95,96, 64,
120,68, 162,167
250VDU 23,238, 66,129, 66,6
B,66,129,64,60
260V0U 23,231,68,42,17,17
A7, 17,482,408
270V0U 23,232,131,6,12,24
148,95,64,0
280DV 23,25%,255,255,255
+295,255,255,255, 255
29BFLABS=CHRS+CHRS 1B+CHR
$R+CHRSZ4CHR$226+CHASB+CHRS
1B4CHREQ4CHRE 1 +CHRE22T4CHRS
4
Ja0PROCsetup
J18PROCaave
J20END
138
J40:
ISQDEF PROCsetup
368COLOUR 129:CLS
37avou 28,1,38,38,5
38OCOLOUR 128:CLS
J98VDU 26
Aeavou 19,2,4,0,08,8
418VDU 19,3,4,0,0,0
AZBPRINT TABIT,2);"Time |
eft:’

AJBPRINT TAB(28,2); "Score

A4BPRINT TAB(3D,3);5%

A5QPRINT TAB(15,8): "Hisca
re="tHl

46BRESTORE

S18FOR @1=1 TO 25

S28RXL=(RND{37) +1) #32:RYL
=(RND(Z28)+2) #32-4

SIBIF POINT(RXY,RYZIC)E
THEN BOTO 528

S4BMOVE RXX,RYX:PRINT iFL
RAB$;

SIONEXT

Se@eCOL @,3

STRVDU §

SBFOR QX=1 TO 8%

S9BRIL=(RND(36)+2) #32:RYY
=(RMDI24)+2)#32-4

SRBIF POINTIRIY,RYEI ()R
THEN BOTD 590

S1BNOVE RYY,RYX:VDU 225

BIONEXT

438VOU 4

b4@COLOURZ: COLOUR 129

50FOR Q=5 TO 30

G6BPRINT TABI(1,0%);CHR$2]
[ H
S7@PRINT TAB(38,00) ;CHREZ
30;

GBENENT

AIBPRINT TAB(1,5);STRINGS
(37,CHR$2311¢

TRBPRINT TAB(1,38);5TRING
$137,CHR$231);

TIDRESTORE 1420

T28COLOUR 128

TIOREPEAT:READ @,

TABPRINT TAB(Q-1,M):* °

1
TSOPRINT TABI(Q.W-1)3" *;
TAPRINT TAB(Q,N+1);" 3
TIRUNTIL W=29
TBRRESTORE
T9@REPEAT
BBBREAD Q,N,E,R
BIOPROCroom (M, E R}
B2BUNTIL E=38 AND R=32
BIBRESTORE 1420
BABCOLOUR 2:COLOUR 128
BSOREPEAT
B4BREAD Q¥
BTOPRINT TAB(Q,N);CHR$232
BBAUNTIL W=29
BIBXBL=(RND(34)+2) #32: YBL

=(RND(24)+2)£32
FRAIF POINTIXEL,YBX-4)(00
THEN GOTO 898
FIRVDU 5:MOVE XBY,YBL-4:V

DU 225: VDU 4
92evouU 19,3,7,0.8.0
F30ENDPROC
948:
¥58:
S58DEF PROCaove
FT@TIME=B: TI%=0
FBRXY=16432: YY=N1+28
998J%=1% DIV 32:K%=(1020-
Y1) DIV 32
1peavol 5
181avoU 4
1820601=0
1R3ANY=1BY: 12=YEY
1RB4BREPEAT
1@SQIF TIMEXTIT THEN GOSUB
1168
106BD%=0%: EX=KX2 J1=0%+ INKE
Y(-981-INKEY (-47) s KX=KX-INK
EY{-105) #INKEY (=730 1 XY=J183
21 Y1=(32-KY) 432
1878LY=POINT (X2.Y1-28):IF
L3=2 AND (JXCDY OR KLCHEX)
THEN FROCend
1@BRIF L1=3 THEN BOSUB 120
[}
1085IF DXCHY OR EXCIKY TH
EN SOUND RND(3),3,50,1
1B9BFRINT TABIDY,EX);" *
LIBRIF LY=1 THEN J1=D1:KX=
EX
L11BPRINT TRB(JX,KX);CHREZ
2
L12B1F XX%=WT AND YX=IX THE
N FROCdoneit
LI3QUNTIL TIME)3800
1 14BPROCend
115BENDPROC
L 16BTI=TINE+100
LI7BPRINT TAB(1,3)4" *;30
~(TINE DIV 10@);" *
LIBRIF TIMEX250@ AND TIMEC
2600 THEN SOUND 2,2,130,1
119BRETURN
1200PRINT TAB(JXKY):" %3
S%=51+5:PRINT TAB(3®,3);51:
SOUND 1,1,@,1:RETURN
1210
1228
12300EF PROCrooa (XR1Z,YRIX
JIR2N, YR2Y)
1248COLOUR 2:COLOUR 129
1230F0R GX=IRIY TO XR2L
1268PRINT TAB(DL,YRIX) ;CHR
$231
1278PRINT TAB(OY,YR2L);CHR
$231
128BNEXT
1298F0R 0X=YRIY TO YR2Y
1300PRINT TAB(XRIY,0Q);CHR

§230

131OPRINT TABIXR2E,0%);CHR
230
1I28NERT

|338COLOUR 3:COLOUR 128
134RENDPROC

135@:

1360:

JTBDATA 1,5,14,14,1,18,13
122,1,22,9,30,9,22,13. 78
1J08DATA 17,5,26,11,17,81,
26,17,29,5,38,14,31,17,38,2
]

1J9R0ATA 17,22,24,70,24,22
+28,26,24,26,38,38

14ga:

1410
14280RTA 14,13,17,10,29,8,
37,17,13,21,18,22,25,26,38,
26,3,22,17,15,9,29

1438:

1440:

14SRDEF PROCend

146050UND 2,-15,208,2

L4701F LX=2 THEN XB3=X2:YE
=Yl

14B@SOUND 0.-15,4,25

L490FOR GY=1 TO 42

159@6C0L @,RND(3)

LIS1BNOVE RND{1008)+180,RND
(78@)+1080: DRAW XBI+1&,YBR-1
]

1S28NEXT

ISIBFOR W=l TO 280@:NEXT

15484F X 15,0

IS58VDU 4:PRINT TABIS,31)3
"Press any key to continue®
1 1A=GET

1S4BIF SL)HI THEN H=5%

1S70CLS

1588COLOUR 131:COLOUR 1

159QIF H1=5% THEN PRINT TA
Bi7,12);"Congratulations v
ou have® 'TAB(7,13); "scored

a hiscore of “iHL;"."TA
B(7,14)"BUT,"

16BBPRINT TABIT,15); Unfor
tunately you have just®TAB(
7,183 "1ost your job inar
ather*TAB(7,17) *viclent way
1610PRINT TAB(7,291;"Press
any key to continue®
162B4F 15,0
163@A=EET
1640CLS:PRINT TAB(3,100;°D
o you want another game (Y/
N7

155@A$=BETS
166B1F A$="N" THEM CLS:END

42
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157QCLEAR: GOTO 120
1588END

169RENDPROC

1700

1718:

17280EF PROCdoneit
173850UND 2,3,108,9
1740FDR W=1 TO 158:NEXT
IT3RTA=TINE

{758F0RN=1 TO (131-T2/108)
#20) STEP 24
177051=51+24

1760PRINT TAB(38,3);51
179950UND 3,-15.W/3,1
1BOBNEXT

1B1BFOR W=1 TO 200:NEXT
1B204F 115,02
1B3061=61+5

1B48CLEAR: 6OTD 200
1B5BENDPROC

1840:

1878:

1B9@DEF PROCintre
1898voU 19,0,4,0,8,0
1908RESTORE 2190
1912PW1=0

1920READ A% H

19301F H=2 THEN PRINT"' ‘16
aro 1928

19481F H=3 THEN PROCd:PRIN
T TAE(D,08)1:60T0 1920
19581F H=5 THEN ENDPROC
1968RY=RND(3) : COLOUR RY
1970R8=A8+" "

19808REPEAT
199884=H1D4 (A%, PNL,IT)
2000PWT=PNT+3T

2010REPEAT

2020PNI=PNL-1

2030B$=LEFTS (B$,LEN(BS)-1)
204RUNTIL RIGHTS (RS, L)=" "
OR LEN(BS)=0

20501F H=@ THEN PRINT TAB!
(38-LEN(B$))/2)3" ";B$:60TD
un

206BPRINT TAB((37-LEN(BS))
2 e

287RUNTIL LEN(BS!=B
20806070 1918

2099ENDPROC

2188

2110

2120DEF PROCA

2138PRINT TABIS, 291" Pr

ess any key to continue®
21405F 15,0

215@A=BET1CLS

216RENDPROC

AM

2188:

2198DATA **,2,"",2,"",2,B0
ab Disposal,l,By,1,James Nc
pherson,1,"",3

2208DATA **,2,Boab Disposa
1,1,"",2,"In this game you
are a agsber of a bosh disp
osal tean.",B

22180ATA "You have sanaged
to find a terrorist hide-c
ut, in this house there are
sany booby-traps, all of w
hich your team mates have f
ound and sarked with a flag
«  However, if you touch o
ne of these traps, BANG !!"
i

2228DATA **,3,"",2,"Boab d
isposal®,1,"*,2,"Your job i
5 to locate a bosb which ha
s been left inside a bag wi
thin the house, however, th

ere is more than one bag, b
ut only one of thes has the
boab inside it",@

2230DATA "Added to your pr
obleas is the fact that you
only have 20 seconds to fi
nd the bag with the bomb in
it."\ 0

2248DATA "To find out if a
bag contains the bosb, all
you have to do is run over
it with your metal detecto
r, and if it does not conta
in the boab the bag is remo
ved",@

2258DATA **,3

22680ATA **,2,"CONTR DO
(RR-LES FLA Y T TP
vernaloft® 0",
wastight® 0,8,
OTTTTTL | bt [ ORI TITY
couvodown "1

22700ATA **,3,END, 3

This listing is included in
this month’s cassette
tape offer. See order
form on Page 61.

s e

FOIR CONNOISSEURS

OF MODERN LANGUAGE LEARNING

COMMODORE 64 @ BBC (32K) @ ELECTRON @ SPECTRUM (48K) @ AMSTRAD

Also svailable on
40/B0 Trach disc
for BBC. Price t 5

TELEPHONE
ORDERS
wy 24 HOURS
o

ers. contact

mJLrS aﬂr‘ F I

For beginners, O-lovel

iighy successful aids 1o language earning, Each cassette provides a
comprohensive series of vocab 4 spec

inl charactars are clearly displayed and

ter words to reinforce gel\ arming

d 8s required. then saved on wun By using this simple yet vital
ndefinitely and rocalied on deman

vides 16 lessons in general u(.':dl‘.l-Jlurr. Level B provides a further 16
jugated verb lists

KOSMOS SOFTWARE LTD 1 Piigrims Close, Harlington, DUNSTABLE, Beds. LUS BLX Tel: (05255] 3942

Mistress Level B £8.95 [  Computer type (CBME4/BBC/ Electron/Spectrum/Amstrad)
"Master LeveiB @ £8.95 ] MoMra/Miss

Lovei BIG £BOB [ st it

Level Ad £8.95 O
35 SOFTWAR

Postcode ...
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$ Sorrwaneum

proudly presents

More Screens,
More Puzzles,
More Adversaries,
More Prizes.
More Than Just a Sequel.

Release Date: 14th November
For more details ring,

(0532) 459453.

([ 3
BBC/ELECTRON PROFESSIONAL SOFTWARE

Our educa 4 15 used in th ds of schools and homes
throughout Great Britain,
JeoucationaL 1 sBCELECTRON

Haurs of fun and leaming fer children aged fve 10 mne years. Ammated graphics wil ancourage
euldren bo enjoy counting. maths, spalling and taid tima. The tape includes siv programs
MATH 1, MATH £, CUBECOUNT. SHAPES. 5P X

EDUCATIONAL 2 BBC/ELECTRON

(Although similar_to Educational 1 thes tape is morw advanced snd aimad a1 seven ta twlve year
obds. The tape icludes MATH 1, MATH 2 AREA, MEMORY, CUBECOUNT and SPELL

JFUN WITH NUMBERS BBCELECTRON
These programs will teach and test basic counting. addit=on and subbraction whills for fowr 10

saven yeat olds. The tape includes COUNTING. ADDING, SUBTRACTION and aa arcade type game
called ROCKET MATHS which will exarcise o
atfects

-

itvom and subtaction With sound and visusl

FUN WITH WORDS [Tape £6.95 Disc £6.95 |
Stant your fun with alphabet purrle, continue your play with VOWELS, lears the differance
berween THERE aad THEIR, have games with SUFFIXES and roward yoursed! with & game of
HANGMAN

“Very good indeed

JIGSAW AND
SLIDING PUZZLES P Warnes  BBCELECTRON

There are two jigsew #nd four siiding pusries 0a 8 3 » Jand 4 = & grid Each program starts off a1
5% eayy level 10 exsure indtial ssccess but gradually becomes harder. 1 helps children 1o drinlop
spatial imagination and is sahving preslens. The tape includes: DBLONG, JIGSAW. HOUSE
NUMSERS. CLOWN and LETTERS

[

BEC/ELECTRON

ASE Computing - Jan/Fed 1984

#wSPECIAL DFFER#
Buy thrae titles and deduct £3.00
Add 50z pAp per order Please state BEC or ELECTRON o
47 or B0 track fov discs

Golem Ltd, Dept E, 77 Qualitas, Bracknell, Berks RG12 406. Tel: 0344 50720

Tales from the
ROM room

MNATURAL history buffs say
animals have a sixth sense that
warns of impending disaster.

Bunnies abandon their bur-
rows days before an earth-
quake, while birds steer clear
of simmering volcanoes.

It appears that these dumb
animals have a sense of
survival denied to us human
beings.

Knowing all this | should
have been forewarned when,
as | entered the portals of
Database House early one
aftemoon, | was confronted
with a sprinting Roland Wad-
dilove.

“Can't stop”, he panted as
he rushed past, “got 1o get a
towbar for my bike”."

With that he jumped on to
his Kawasaki and was roaring
off up the road before he'd
even started the engine.

Being the philosophical sort
| put this strange behaviour
down to too much reading of
the Sun — "I get it for the
pictures” — and proceaded inta
the Editorial Offices.

If only you could see them,
tastefully decorated in early
Boddington's Gothic. They
resemble nothing so much as
the tap-rooms of our youth
where, years ago, we used to
spend our time hunched up
over our manuals debating
how best to use 1k

Everywhere is the smell of
stale beer and overheating
ZX8B1s.

Yas, the editor was in and
he was wearing his usual
aftarshave.

“Ah, Peters”, he screamed,
“good to see you. | need a man
like you. I've decided to write a
program’’.

MNow | knew the reason
behind Waddilove's Retreat.
as his latest game is called. My
stomach churned sickeningly
as | recalled the editor's
previous attempls.

The worst was probably the
48-hour marathon session as
he attempted to debug

10 PRINT ""Hello"
20 GOTO 10

followed closely by the time he
confused Pascal with Logo
and kept producing triangles
of numbers.

““Are you sure, sir?”" |
gibbered, remembering when

he'd said that the modem
wasn't working because the
wire wasn't tight enough.

“Yes, I'm sure. And it's
going to be in machine code”.

Have you ever had one of
those dreams where the
ground suddenly opens up
beneath you and you wake up
with a jolt? The editor's
pronouncement had the same
effect on me without the relief
afforded by returning con-
sciousness.

““Are you sure sir?’ |
repeated.

“Yes, and you're going 1o
help”

Cursing Waddilove for his
lack of warning, | resigned
myself to my fate and leant
forward over his dusty micro,
reaching for the on switch of
the wall socket. My hand was
brutally slapped aside.

“Off it. | know where the on
switch is. Go and sit in the
comer until | need you™.

| made my way across the
litter-strewn floor to the
indicated desk and swept
aside what | thought was a pile
of dirty rags.

“Leave me alone”, it hissed.
| looked closer and saw the
editor's brother, erstwhile
editor of The Micro User, doing
his famous impression of Clive
Sinclair on a bad day.

"He doesn’t know |'m here,
In fact I'm not sure he knows
he’s here. Just sit quiethy until
you get a chance to sneak
out”.

It seemed the best advice,
so | settled down, resigned to
my fate. In the interests of
propriety | will draw a veil over
the rest of the day.

It is not my place to
mention the four hours spent
until he realised that the micro
wasn't plugged in.

Why jeopardise the editor's
already fading credibility by
revealing the hours he spent
trying to find someone with 16
fingers?

No, loyalty to Database
forbids. But it won't stop me
strangling Waddilove when |
see him.

Yours,

i ol
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SHARDS SOFTWARE PROUDLY INTRODUCE %%

WOODBURY END

You wake up in a darkened room, bound and gagged, your memory a total blank.

Eventually you escape and wander around the quiet English village. The village is guaint
and pretty, with its beautiful church and neat rows of cottages . . . yet something is not
quite right. You talk to people, discovering strange artifacts, uncovering hidden secrets.
You eventually realise that something sinister is going on in Woadbury End and you
have barely 20 days to find out what is happening and what you can do about it

WOODBURY END - an original adventure for the BBC/ELECTRON.

WOODBURY END — an illustrated interactive novel with you as the detective

WOODBURY END — in real time, with on screen scoring, formatted display,
independent characters, and fully user friendly. 100% machine
code.

WOODBURY END — monthly compatition with unique prizes.

AVAILABLE NOW FOR £9.95 (tape) £12.95 (BBC 40t disc)
At all good stockists and through our
ACCESS/VISA hotline (01-514 4871) or
by mail order (cheque/PO/ACCESS/VISA)

TO: SHARDS SOFTWARE, NAME
FREEPOST (no stamp required)
ILFORD, ESSEX IG1 2BP. ADDRESS

Please send me WOODBURY END (tape) BBC/ELECTRON [ | enclose £9.95
Please send me WOODBURY END (BBC disc) O | enclose £12.95

Please send me details of your BEBC/ELECTRON range of products [ e e A T S AR, e
Credit Card No. .......... . (ACCESSNVISA)

r—

TROUGERTWARE EY? Q- U A L- S 0 FT Experts in sports simulations

WEMBLEY 1966
ENGLAND4 WEST GERMANY 2

In 1966 Alf Ramsey proved that English elub soccer players, with intelligent management. could not only dominate European club foothall, but could take
on. and beat the rest of the world at International level. Could you do the same in

TAPE1 ’ TAPE 2
QUALIFIERS FINALS
A WORLD CUP MANAGEMENT SIMULATION

Summer 1984 and English International footoall is at its lowest ebb, We have falled 1o qualify for the European Nations Cup, and had a string of very poor
Intarnational results. In a few months we will set out on the "86 World Cup qualifying trail. You have been given the most impartant job of restoring English
pride in their football. You have a match in Paris. the USSA at . and 8 South A tour, 10 & team, first to quality. and then 1o beat
the world's best in Mexico.

TAPE 1 (Qualifiars) TAPE 2 (Finals)
w Current squad of 16 players + 20 user defined players +# Chooss a 20 man squad 1o take to the finals
* Friendlies in Paris, a1 Wembley + South American tour * Group of 4 prelims, 16 to final knockout comp
* ANY team formation you choose, 2 from § substitutes. * Extra Time. PENALTY SHOOT-OUTS, where relevant.
* *
- *

In match tactics: any no. of individual player adjustments i and strength inf an
Your gualification group: full results and table 2 from 8 substitutes ithe FA tells us sol

ENGLAND'S GAMES: FULLPITCH, 22 MAN, 3D GRAPHICS & SOUND EFFECTS

QUAL-SOFT commants: With § levels of piay. 12 depths of sophistication, and “fun” graphics. this gama can be enjoyed by an B yoar obd youngster 85 a
“fun” game, and by the most I Bs A /e ay e of the highest order

PRICE & SUPPLY: Tapel + Tape2 + 20 page book + p&p ONLY £9.95. ACCESS "phone orders 1/2 days, orders by 181 class post 3/4,

QUAL-SOFT, Tel: 0438 | Please supply:
Dept. EU, 721936 | MEXICO ‘86 :
18 Hazelmere Rd., Electron O | ceevisnnnnn

Ls:mmnnge, Herts SG2 BRX. BBC'B' (| Access No. (if applicable)
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SPEAKOUT

WITH THE SPEECH SYNTHESISER FOR YOUR ELECTRON

ISN’T IT ABOUT TIME YOUR MICRO LEARNT TO TALK?

® Plugs directly into your electron’s expansion slot.
® Allophone based vocal tract simulation gives VOXBOX an unlimited vocabulary.

@ Operatesthrough BASIC with new powerful commands orgettalking withthe helpofour
word creation program, couldn’t be easier to use.

@ Software supplied on cassette.

@ Informative instructions give an insight
into electronic speech.

@®Injection moulded casing designed to
aid connection to your electron and is
colour matched for style.

A serious peripheral that’s a lot of fun!

Available from local distributors or by
direct mail order.

Please send me (Qty.)
VOXBOX speech synthesisers at an all
inclusive price of £29.95.

| enclose cheque/PO for £
(payable to Millsgrade Ltd.)

Name
Address

Please allow 14 days delivery

MILLSGRADE LTD., 3 Halycon Court, St. Margarets' Way,
Stukely Meadows Industrial Estate, Huntingdon, Cambs.



JUDGING by the number
of letters we receive, many
Electron users are quite
envious of the BBC Micro's
Mode 7.

It's an extremely useful
mode, due to the small
amount of RAM - random
access mamaory — taken up. Its
excellent range of colour and
simple graphics can be used to
create quite interesting dis-
plays.

Unfortunately, Mode 7 isn't
possible on the Electron. This
means that long adventures
which must run in Mode 6, the
most aconomical in memary
terms, are restricted to two
colours — usually black and
white.

The trouble is that title
pages and instructions look
drab and uninteresting in
Mode 8. If you want a bit of
colour to liven them up, the
only solution is to switch to
Mode 1.

This, however, allows only
four colours and a massive
20k is consumed for the
display leaving little for your
program.

Can anything be done?

While we can't reproduce
Mode 7. we can improve
Mode 6.

Using a bit of machine code
we can produce an eight-
colour Mode 6 and by defining
a few graphics a Teletext-type
display should be possible.

Enter and run the demon-
stration program. You'll find
that it prints a simple message
in seven different colours in
Mode 6. The eighth colour is
the black background.

Try listing the program and
you'll see that whatever is on
the top two lines is red, the

How

to fake
Mode

First in a two-part
exploration of the ULA
by ROLAND WADDILOVE

next two are green, then
yellow and so on.

It's not possible to have
more than one colour on a line
unfortunately, but, as you can
see t's still very effective.

Let's see how it works,

The two Mode 6 colours,
COLOUR 0 and COLOUR 1
can be redefined to any one of
the eight steady or eight
flashing colours using VDU
19. So, by switching the
palette very quickly we can
create the illusion of a
multicolour mode.

Even though the colours are
constantly being redefined you
won't see any flicker because
of the way it's done.

What the program does is
to wait until the start of each
TV frame, then, as the picture
i built up, line by line, the
colours are switched.

Using simple delay loops
these colour changes are

made to occur during the two
blank scan lines between each
character row on the Mode 6
screen, hence avoiding flicker,

The routine is called at the
beginning of every TV frame by
setting the event vector at
&220/&221 to point to the
start of the code.

The start of vertical syn-
chronisation of screen display
event is enabled with *FX14.4,
*FX13.4 disables it.

You won't find any VDU
19s in the program. Using
them could upset the running
of the foreground program and
it'’s too slow anyway. To avoid
this the ULA is written to
directly,

The registers in the ULA
responsible for colours Oand 1
in two colour modes are
&FEO8 and &FE0Q9. When
either colour O or colour 1 is
redefined using VDU 19 these
two registers are reprogram-

med.

So it we reprogram these
we get the effect of VDU 18.

Mot all of the 16 bits in the
two bytes are used. Three bits
are combined to produce
COLOUR 0 and three hits are
used to produce COLOUR 1.
The other ten are ignored.

The three bits for each
colour determing which of the
three primary colours ried
green and blue - are to be
switched on,

By using these. singly or
mixed together. the seven
colours can be produced, The
eighth is black, which is simply
an absence of colour,

Figure | shows which bits
are used for each colour.

When a bit contains a 1, it
means that the colour linked to
that bit is turnad off, and if the
bit holds 0O, it means the
relevant colour is turned on,

To set COLOUR O to blue
and COLOUR 1 to yellow
&FEQB should be set to 64
and &FEOS to 17

Enter

TAFERR=44: AFERT=1T

If you look at the bit pattern,
green and red are off for
COLOUR O leaving the blue
on, s the background is blue.
Blue is turned off for COLOUR
1 and red and green turned on.
Red and green when mixed
produce yellow, 5o the text is
yellow.

Any combination of two
colours can be displayed using
this method.

It's not difficult once you
get the hang of it —try working
out a few colour combinations
and pokeing the values into
the two registers.

The worst that can happen

1BREN Mode & Colours

28REN By R.A.Maddilove

JBREM (c) Electron User

ABNODE b

SBPROCasseable

GBFOR n=1 TO 7

TBPRINT *This is Mode &
Colour,.."jn

BONEXT

FREND

100

110DEF PROCassesble

1208FX13,4

130%FX16

148FOR pass=8 TD 2 BTEP 2

150PL=L700

1680 DPT pass
170PHP: PHA: TIA
188PHA: TYA: PHA
198\Red

200LDA #84:5TA LFEBB
210LDA #17:5TA LFERY
220001 #160:J5R pause
2308\6reen

248LDA #80:5TA LFERE
250LDA #21:5TA LFERT
268LDX 9411058 pause
270\Yellow

280LDA #B:STA LFEBE
290LDA #17:5TA LFERT

J0OLDY #48:05R pause
J10\Blue

320LDA #20:5TA LFERE
J30LDA #21:5TA ¥FERT
JABLDX ¥42:05R pause
350\Magenta

J4OLDA #28:5TA 4FERE
JT0LDA #17:5Th WFEBS

ABOLDA ¥16:5TA LFERE
A10LDA #21:5Th WFER9
A200DX 9413058 pause
430\White

A4BLDA B16:5TA LFERE

ASBLDA #17:5TA &FERY
A5BPLA TAY:PLA
ATATAL:PLAIPLP
A8BRTS

LLl ]

500, pause

SILDY #3

520, 1oop

SIBDEY:BNE loop
S4BDEX:BNE pause
S50RTS

568)

STENEXT
58R7L228=400: 74221=489
S9BeFN14, 4
GBBENDPROC

-
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is both colours ending up the
same. Green text on a green
backround is liable to induce
eye-strain .

The example program
shows the data required to
produce each of the eight
colours on a black background.

There is a short delay loop
between each calour. Altering
this, by changing the value in
the X register before pause is

called, alters the size of the
colour band. The longer the
delay, the bigger the band of
colour.

One important point to
remember is that the more
colour changes and delay
loops there are the slower the
Electron will run.

Still, speed isn't essantial in
adventure games, title pages
and instructions, so it doesn’t

matter.

The teletext graphics I'll
leave to you. All you need to do
is to define a few characters
using VDU 23 and print them
on the screen. Then add the
colour using a routine similar
to the one here.

Finally, does it work in the
other two colour modes, 0, 3
and 47 Try it and sea! Who
needs Mode 7 now?

Programming

Part One

Blue — COLOUR 1

X means
bit value

Blue — COLOUR O

Green — COLOUR 1

& Green — COLOUR O
8] X

4 Red - COLOUR 1
2| X

1 Red — COLOUR O

Figure I: ULA registers FEO8 and FEOS

of Fortune

URE

The 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.”

ELECTRON USER

“The Wheel of Fortune for the BBC and Electron is a hi
recommended state-of-the-art adventure.”

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

hly-
SHIELDS GAZ?ETYI'E

MICRONET 800

"The definitive adventure. Highly recommended.”

ELECTRON USER

Our other three adventures have also received superb
is a classic puzzle rd reviews in Electron User. They each contain approximately
This game with all the features you 230 locations and 25,000 characters of text.
adv:z:‘;:;m e -— -----------—‘--
] TOr EPIC SOFTWARE. DEPT.E, 10 GLADSTONE ST., KIBWORTH BEAUCHAMP, I
=t moving characters with LEICESTER LEROHL  Please RushMe- | casseTTE | DISC | STATE:
| @intelligen And you can kto 1 .ty THE WHEEL OF FORTUNE £595 | %1195 | BB/ 1
. varying moods. .ty CASTLE FRANKENSTEIN £795 | so9s [RECTRON
them too and speech 11 .ty THE QUEST FOR THE HOLY GRAIL £795 | £995 |fogume
Multistaternent language gty THE KINGDOM OF KLEIN £795 5995 | oblcson g
. o! POSTAGE £ PACKING FREE FOR 2 OR MORE, ADD 50p FOR ONE.
mgerpreters.
@ Runs in real time. 0.000 B 1 enclose ChequeP O, 10 the vale Of ..o (Payable to Epic Softwere’) I
s er 3
@ 250 iocahoﬂﬁt::td(%:ﬂy EP{CIS B ore |
ters O St k so i
i cz?‘:\z:resslon techniques €an pac I ADDRESS 1
o ch into the Electron- = _postecone |
™ . Al programs avaiable for immediate despatch. Dealer enguiries welcome. Help Service
o o Send letter if you don't want to cut magazine. 1

dedkk II\IEW: FREE HELP SHEETS NOW AVAILABLE. EACH CONTAINS 100°'s OF CLUES — JUST SEND SAE w&*
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09 STEp -1
J'Cz;“l Deg

Send your programs to

Scrapbook, Electron

User, G8 Ci +r Road,

Hazel Gro Stockport
S5NY

SCRAPBOOK is the f that ins 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. Next 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,
send them in to us.

10 REM gall of Wool lgviges

70 REM By J.Price )

A 50 DRAM gagINiRI 3

il 3 (B S INIA#R. T3

EL] GCBLE:.T\NDIS.- Jinpins E
% 1@ REPERT UNTIL FHWSF

E:Ei ?;uu 29, 64815178 118 REPE

1 f

139 iy
L
188agrpcy "’”?imsfmo
149 NEXT
159 60Tasp
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18 REN LINEBouNCE
15 REN E.R‘L.I'Ierqln
20 NODE2; B1=1:50000,61

k(] vDUH,I,!N;l:l;h

40 III-RNNI??N:NI'MU
rlm?:x?:-monnnt?ﬂ-&m*
21=HI*RHI'.1!25F-58

50 AT=AND 175) -5, BI=RND(

75)-58:C2=RND (75) =581 D2=RND
175)-50

60 REPEAT

78 NOVEX1Z, 13
80 DRANXZ1, Y24

90 IF 6104 gp BIC@ THeEN
B1=p

108 X1X=xigeng

ue ¢ HD=1279 0p 113
(= THEHH!--HIJGI‘EBI!GWL
[ N}

128 Yiteyizepy
130 I Y11)=1823 op 1H
(=@ THEW ﬂll-ihsifﬁblxsm

Le,61
B x21=xz140y
158 I 120)=1279 pp 121
(=0 THEN EI!-EIIHIIEIHI&‘B
6

'
168 Y22ev214py
170 I Y21)=1823 op Y21 ]
(=8 THEW D!I-DI:BI'GIOI:BCD

180 UNTILINKEY (-99)
198 RUN

e ———

.
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Cassette

Help with
reading:

From simple shapes
and letters to
spelling and
anagrams

Use the special order form
each on Page 61. No stamp needed. >




Micro Messages

Azimuthis the
angle to chech

DO your readers have trouble
with cassette loading? | sus-
pect so0. Here is a hint which
will prove invaluable and save
many frustrating hours with
DATA and BLOCK errors.

| have two tape cassettes
that have gradually given more
and more trouble with loading
errors. The cause | found is the
azimuth misalignment of the
heads.

Azimuth is the angle at
which the tape passes the
head, and it is important that
this is correct.

Maost cassettes have a
small hole in the case fust in
front of the cassette door
through which you can adjust
the azimuth with a small
PhillipsiPozi screwdriver, as
follows:

Method 1: Listen to a
previously known good tape
and adjust the screw for a peak
in sound. then try loading the
tape. If you still have probifems
try:
Method 2: Start loading a
tape into the Electron and
tweek the screw for error free
loading.

The azimuth setting does
tend to drift on most recorders
and may need adjusting when
you start to get trouble with
loading. — Trevor L. Roberts,
North Ascot.
® Thanks for the tape tips.

The ROM
connection

THERE is a ROM program in
chip farm that | would iike to
get to use with the Electron.

For my usage it is not worth
buying a ROM box extension
at four times the price of the
chip.

Is there any other way that [
can use it in confunciion with
the Elfectran and existing Plus
17 Is there such a thing as a
board that can be inserted in
the Plus T ROM sockets, into
which 8 ROM chip can be
plugged?

Or would it be possibie to
make up a board with an edge
connector to cover this, and if
so where could | find the

details for the inter pin
connections?

The other query is concer-
ning the disassembler in the
June 18985 issue of Electron
User.

Here [ am quite out of my
depth. Using it on an Electron
and Plus 1, with no cartridges
inserted. typing in “Start
Address — 28900, as shown
in the picture in the article |
get

900-FF no such code
and after tapping any key:

801-00 Brk

| have rechecked my pro-
gram several times and can’t
find any errors. - J.D.
Renaud, Wolverhampton.
® ACP's budget ROM
adaptor should be just what
yvou're looking for.

The disassambler is a utility
for machine code program-
mers. If you don't understand
assembly language it won't
make much sense.

Elite tips

TIRED of getting killed at Elite
with hardly any credits and
rating? Alf you have to do is
follow my tips.

Trading: From Lave go to
Zanoce with 16 tonnes of food
and 4 tonnes of textiles.

From Zanoce go to lsanor
with 2 tonnes of computers.

From Isanor go to Quintar
with as much liquors and
wines as possible,

From Quintar go to |sanor
with a5 many computers as
possible.

Keap to the [sanor/Quintar
route.

Don't buy a Galactic Hyper-
drive — it's a waste of money.

This may seem like cheat-
ing, but it helps a lot. All you
have to do is keep using the
saving mode without using the

tape recorder unless you want
to save the position.

This enables you to get
killed and start again at the last
space station you used it at.

This also works on BEC
Elite,

Could you ask Merlin to
help me with Sphinx Adven-
ture. My problem is where s
the boat and how do you get to
it? -~ Dennis Howaell,
Stoke-on-Trent.
® Thanks for the tips Dennis.
Merlin promises a special on
the Sphinx.

Protek
modem

WHILE staying on holiday with
some relatives | was fooking
through a catalogue called the
Look Again Big Book Autumn
and Winter, 1985,

On page 730 to my
amazement | noticed the
following “‘Protek 1200

dem to fit either Sp
48k, Electron, CBM &4 or
Amstrad computers - yes, a
modem already available for
the Electron.

It features two operating
modes for computer to com-
puter or from computer to
teletext type database com-
munication,

I hope this information is
useful to you and other
Elactron User readers. —
Carlin Easton, Sutton
Coldfiald.
® We've had several letters
concerning the Protek modem.
Unfortunately there isn't a
model available for the Elec-
tron.

Software
shortage

| WOULD like to point out the

lack of decent games software
for the Electron — noticably
race games.

Acornsoft has told me that
Revs can not be written to run
on the Electron because it
hasn't got the facilities to
enable this. Do you know of
any firm which produces a
race game with curves for the
Electron?

It seems companies are
producing games for the B8C
but are forgetting the Electron.
Why is this, and what hap-
pened to Micro Power?

I would also like to add that
with all the new computers
coming out with 64k and more
RAM it seems doubtful
whether the Electron will
remain popular,

Is Acern planning a 64k
version of the Electron such as
they have done with the BBC?
— P.A. Phillips, Stansted.
@® Have any of our readers
come across a good race
game?

The only solution to the
memory problam is a second
processor. At the moment it's
not possible to connect one to
the Electron though.

Electron’s
future

WHY is it | have difficulty in
buying Electron software in
shops?

W.H. Smith and Boots in
Bristol usually offer a8 meagre
stock of very old games. It is
the same throughout Bristal.
Electron software is very ‘thin
on the ground’,

Now the Efectron sells for
less than £100 in most shops
does this mean they don't sell
well and hence less software
will be available?

Although | am a staunch
supparter of the Electron | do

.
L
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From Page 53

find various aspects of its
specification rather primitive.

One sound channel is not
really good enough. 32k is afso
not enough,

These are the two points on
which the Electron stumbles.

If Acorn paid more atten-
tion to the home

WHAT would you like to
see in future issues of
Electron User?

What tips have you
picked up that could
help other readers?

Now's here is your
opportunity to share
your axperiences.

market and upgraded the
Electron it would easily be the
best computer around,

If they dont the Electron
will continue to slump
f ds. This is hir
| would hate to see.

One game which | enjoy
playing is Guardian by Alligata.

! have scored 241,300 on it
so far, is this a record?

It took lots of practice to
achieve this score. —
Ryemill, Bristol.
® The low price of the
Electron will increase sales —
and hopefully persuade
software companies to step up
production of Electron titles.

Printer
program

AFTER having bought a TRS-
80 CGP-115 printer | realised
& screen dump might come in
handy.

Anyone out there got one
for this model printer or fancy
writing one?

I'd appreciate it very much
if someone could do this
because | know nothing about
machine code. If not does
Electron User know where |

ber that these
are the pages that you
write yourselves. So

tear yourself away from
your Electron keyboard
and drop us a line. And
please, if you want a
reply, enclose an SAE.
The address is:

Micro Messages

Electron User

Europa House

68 Chester Road

Hazel Grove

Stockport SK7 5NY.

Starter Pack are unprintable.

There is one thing I dislike
about my Electron — the lack of
software available under
£7.95.

| am 12 and receive £1
pocket money. To buy a game
at £7.95 takes me eight weeks
of saving.

Games for the Spectrum
and CBM 16 are soldat £1.99,
Although these games are not
the guality of Repton or Brian
Jacks Superstar, etc, they are
good value.

Games seem to be made for
every computer at £1.98, like
the Vic 20, CBM 64, MSX and
BBC 32k BBC B and even the
Amstrad, but not the Electran,

I think that your listings are
excellent, but some rather
long, such as Tex ‘n"Dan. If 'm
feefing fazy | will send away for
your games on tape, but as |
am rather impatient | hate
waiting.

I am very impressed with
your mailing service and the
longest I've ever had to wait
for a tape is 10 days.

Have Electron User ever

'Hlaughl of selling their

could get one? — L
Fereday, Camborne,
Cornwall.

® We haven't used a TRS-80
CGP-115 printer. Can any
readers help?

Costly

software

! PURCHASED my Electron in

May 1985 and was very

pleased to find that it could

produce some good sound and

graphics unlike the Com-
i 16 and §,

at I where
the magazine is sold? | have
sean this done before with
other companies, but unfor-
tunately the software hasn’t
been any good.

Lately | am finding it
difficult to find any software
for the Electron. At my local
W.H. Smith branch suddenly
all Electron software is disap-
pearing off the shelves apart
from Snapper on ROM car-
tridge from Acornsoft and
Micro Olympics fan excellant
product),

Most software houses and
i seem o hate the

Several of my fmds han‘
the Commodore 16 and Spec-
trum and boasted about what
their machines could do.

After trying out the rubber
keyed calculator (Spectrum) |
was not impressed. My
thoughts for the CBM 16

BBC Micro and Acorn Elec-
tran,

| read a recent article on the
different types of education
software available for micros.

While talking about BBC
software, the magazine said:
“Whiting decent, interesting

and extensive education
software on the BBC Micro is
not easy, as any software
house will tell you. The
machine is fust not up to it”. Is
this true?

One of Britain's top
software houses is US Gold,
but unfortunately it only
makes games for the CEM 64.

Thank goodness we've got
Electron User and Database
Publications to fall back on. —
Helen Williams, Glouces-
ter,

PS. Has anyone any tips for
missing out screen 9 on Manic
Male (Electron User, July
1985)?

® Have a look at Blue Ribbon
software who have re-
released several titles at only
£2.50. This is excellent value
for money.

Sim tips

SIM and Repton can be done.
In fact ! finished Repton within
three days of buying it.

Hints on Sim! Simarils
cause good barricades against
channel four signs and the
three +s.

To cheat at Sim load it all in
as normal then Break it.

Now *RUN SiM4 and put it
into Mode 2 and CALL &1901.
All the screen will be all funny
coloured but just kill yourself
three times.

When you re-start your
screen will be normal and you
will have speeded up, as there
is no sound.

If something goes wrong
repeat the whole procedure
and CALL &73900. Note: You
don’t need to re-load the
whole game again. — Tony
Wilson, Egremont, Cum-

Circles
procedures

! WAS interested to see the

query on circles in
September’s edition of Elec-
tron User.

Perhaps some readers may
be interasted in these listings
which make use of variables so
that circles and polygons may
be drawn where the operator
wishes,

Use any graphics mods.
The first is for a straightfor-
ward circle using variables
small x for X+coordinate,
small y for ¥ coordinate and
radius for size of radius:

108 DEFPROCcirclelx,y,rad
ius)

110 FOR n=8 TO 360 STEP |
]

128 a=RAD(n)

130 X=5IN{a)#radius+x: Y=l
050a) bradiusty

140 IF n=B WOVE X,Y ELSE
DRAW X, ¥

158 NEXT

168 EMDPROC

Changing the STEP number
in line 110 to 60 will give &
hexagon, 72 a pentagon, 45
an octagon, 90 a square in
diamond position and 120 will
give an equilateral triangle. '
The procedure for a filled in
circle is:

180 DEFPROCFillcircletx,y
Jradius)

110 MOVE x,ysMOVE x,y

128 FOR n=8 TO 340 STEP |
]

132 a=RAD(n)

140 Y=5IN(a) #radiusexsYsl
08 (a)#radiusty

158 PLOT BS,X,Y:MOVE x,y

160 NEXT

170 ENDPROC

The STEP number can
again be changed to give
filled-in polygons. Here is an
ellipse procedure:

180 DEFPROCellipseix,y ar
ad,yrad)

118 FOR n=@ TO 340 STEP |
]

128 a=RAD(n)

130 X=5IN(a) #xrad+x: ¥=CO5
() #yradsy

148 IF n=8 MOVE X,Y ELSE
DRAW 1Y

150 NEXT

168 ENDPROC
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For a fifled-in elfipse:

100 DEFPROCFillellipselx,
y,arad,yrad)

118 MOVE x,y:MOVE x,y

120 FOR n=B TO 3&@ STEP |
]

138 a=RAD(n)

148 X=5IN(a) #xradex:Y=L0S
(a) #yradey

150 PLOT B5,X,YtMOVE x,y

168 NEXT

170 ENDPROC

Alive and hicking!

THANK you for restoring my
faith as a frustrated Electron
owner.

After much research |
decided to purchase the Elec-
tron earlier on in the year, and
was beginning to think that my
wife and | had made a serious
error of judgement.

It d if the future of the

— Dave Wilcox, Retford,
Notts.

® Many thanks for the
procedures which will come in
useful. Anyone else got any
useful procedures for us?

O0SWORD
parameters

| HAVE recently been experi-
menting on my Electron with
the OSWORD call from
assembly language.

Using this as a basis, like
Adam Hamilton of Cricklade |
have been stumped.

It is the parameter blocks
for the X and Y ragisters that |
cannot get to grips with.

Please could you give some
information on parameter
blocks and how to call
OSWORD from a mix of Basic
and machine code routines. —
John Gilbert, Irth-
lingborough, Northants.
® Have a look at Skramble in
the May issue of Electron
User. It uses OSWORD to
produce explosion sounds and
read the clock.

Joystick
kit needed

COULD you please help me. |
wish to bufld my own Electron
joystick interface in kit form.
Could you please supply me
with the relevant information
to purchase one of these?

I have seen in the Elactron
User suppliers for around £20,
but none of these seem to do

one in kit form. — Damon
Merridan, Hemel
Hempstead.

® We haven't heard of
anyone producing a joystick kit
interface. Have any of our
readers built their own?

Electron was very dicey
indeed. Having spent many
hours searching stores and
shops for suitable software
and publications we thought
alf was lost.

But no, what was that
magazine lurking at the back —
Electron User no less “Never
heard of it” | muttered in
dishelief.

So | grabbed it like 8 man
clutching straws, muttering to
myself, doing & little dance,
and shouting to the wife, who
along with children though I'd

gone mad.,

The reason for this is quite
simple. At last proof there are
other owners of Electrons. We
thought they were extinct,
along with the dodol

Having just read the Sep-
termber issue. | totally endorse
the comments of Mr Wynne.
And further add that to some-
ane who is still green around
the gilis | found the magazine
very easy to understand and
read.

The format is superb, the
articles worthy of their

awaiting the next section.

Have to see the bank
manager about a loan to
purchase the list they have
already written out!

Paint to ponder, any chance
of setting aside a small section
of the magazine for Electron
owners getting in touch with
each other in the same area?

We cannot be the only
family who have experfenced
this problem of lack of support
and information.

We did have doubts about
the Electron at first but are

author’s efforts. Our grateful  slowly b g to

thanks to the editorial staff. what a versatile machine it
We were that impressedwe  truly is.

have ordered every back issue! We also hope that retailers

Only wish that we had found
Electron User sooner.

My wife and children have
spent hours looking through
your guide to Electron
Software and are eagerly

and suppliers will at last come
to their senses and make every
effort to maintain supplies. An
award of encouragement from
Acorn perhaps? - J. Scanlon,
Bagshot, Surrey.

Thargoids
are missing

PLEASE could you tell me if

easier to type in, but the result

is usually a little disappointing.

I found no problems typing

in any programs, although |

realised bits were missing due

to faint printing — but n’ts only
!

there are Thargoid i
ships in the Electron version of
Elita?

My rating /s now Danger-
ous and | am in galaxy four but
| stilf haven't found one.

If possible could you tell me
where | could find one. - Tom
Poole, age 11, Bristol.
® Unfortunately the Electron
version hasn't any Thargoids.
If you have a friend with a BBC
Micro load your file into the
BBC version of Elite and fight
them there.

The right
programs

! WOULD |ike to reply to your
guestion asking whether your
readers would like more pro-
grams such as Skramble and
Manic Mole.

In my opinion, there is no
contrast.

Programs such as Haunted
House and Manic Mole make
ail the effort worthwhile.

Shorter programs might be

d in my
early days of computmg that
I've learned to recognise that
something couwld be missing
from a line.

Incidentally, your program
Manic Mole is by far the best
I've seen. It took my children
four days to get to Level 12. -
John Whitehead, Preston.

Packing in
the notes

| WAS going through my
“Christmas” tape and used
Roland Waddilove's
“Christmas Carol” program.

| noticed that it could only
take 254 parameters — 127
notes — or less.

I can’t program too well in
machine code and | was
wandering how (o get more
notes in.

FPlease could you show how
to do this, as | would like to try
to improve an excellent pro-
gram — if possible. — Daniel

Sanders (age 12), Leeds.
@ The routine which plays the
music uses a single byte
pointer to show which note is
to be played. This is only
capable of storing numbers up
to 255.

For longer tunes you would
need a two byte pointer. This
would allow up to 65535
notas.

The technique used is the
same as in the program and it
should be fairly straightfor-
ward.

Using two
joysticks

IN the July edition, you had a
software review, Robatron
2084. You said that either
Joysticks or keyboard can be
used, on option two with two
Joysticks.

On the Plus 1 there is one
Jjoystick port and therefore one
Joystick. So how can you have
two joysticks? — P, Mana,
Middleton, Manchester.
® The joystick port has been
designed to enable two
joysticks to be used. They both
must use the same plug
though.
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FINDING it an uphill struggle learning your sums? Mrs
Gandy comes to your aid with Mountain, a simple maths

program aimed at our younger readers.

12 REN MOUNTAIN

20 REN M.Bandy

30 REM (C) ELECTRON USER

42 MODE 1

58 VDULY, R, 4;0:

50 VDUZ3,1,0;0;0;0;

78 #FX11,0

8@ PROCinstruct

90 PROCHran

180 PROCadd

112 END

120 DEF PROCdraw

138 VDU 23,224,690, 58,24,
60, 126,165,36,36

149 VDU23,225,255,195, 145
153,133,145, 195,255

158 VDU23,226,128,128,128
,128,128,128,128,128

168 flag$=CHRS (225)+CHRS
BI4CHRS (18] +CHRS (225)

170 X=70:¥=200: 1=1210

188 NOVE 70,200

198 6CoLA, 1

280 FOR I = @709

210 MOVE (X+1#40),Y+1470

220 PLOT B5, (38+X)+1848,
Y+Ie70)

238 PLOT BS, (30+X)+1%0, |
78+Y)+(1478)

240 PLOT 85, (1-3)+1%(-40
1,Y+1478

250 PLOT BS, (1-30)+1n (-5
1o (TBHY) +11470)

268 PLOT BS,1+1#(-50),Y4]
70

278 NEXT

260 VDU S:GCOLR, 20 MOVE 38
1235 PRINTCHRS (224) s VOU4

290 PRINT TAB (4,28} "PRES
§ SPACE BAR TO START®

38 IF BETS ()" * THEN3®®

310 C# =STRINGS$124,* *)

320 PRINT TAB(6,28)C$

330 ENDPROC

J4@ DEF PROCadd

358 VDUS:5COLE, B:NOVE 642
9648:PRINT £1ag#:6COLD,2: M0
VE 30,235:PRINT CHRS(224):V

Dus

368 COLOURI29:PRINTTAB(B,
200;C8

370 COLOUR 12B:PRINTTAB(L
3,28) 1 "WHICH LEVEL 1/2*

380 I$=BETS:IF 1$="1" THE
N PROCten ELSE IF I$="2" TH
EN PROCtwenty ELSE BOTO3SR

399 ENDPROC

402 DEF PROCten

410 PRINT TAB(13,28):C8

420 C=:0=p

438 REPEAT

440 D=0+1

450 A=RND(11)-1

460 REPEAT

478 B=AND(11)-1

480 UNTIL A+BC1L

490 PRINT TAB{13,28);4:"+
"1By="y

500 INPUT X

510 PRINT TABI4,28);C$

528 PRINT TAB(13,28);A:"+
1;”-‘-':

530 IF X=A¢B THEN PROCcli
nb ELSE PROC#all

‘548 IF GET$=" "PRINT TABI
12,28):C8 ELSE 540

550 UNTIL C=12

568 ENDPROC

570 DEFPROCtwenty

588 PRINT TAB(13,28);C¢

599 C=0:D=p

600 REPEAT

510 D=D#1

620 & = RND(IR)

530 REPEAT

548 B=RND(10)

450 UNTIL A+B310 AND A+BC
2

660 PRINT TABI13,28) ;45"
+CI HI I‘l'

678 INPUT 2

680 PRINT TAB(4,28):C4

599 PRINTTAB(13,28) ;i "+*
I

700 IF X=A+8 THEN PROCCIi
ab ELSE PROCfall

TiR IF BET#=" "PRINT TAB(
12,28)1C# ELSE 710

720 UNTIL C=12

738 ENDPROC

740 DEF PROCcliab

758 s+l

768 PRINT TAB(23,28);"COR
RECT*

770 ENVELOPE 4,16,16,1,1,
200,8,0,126,0,8,-126,126,12
b:SOUND 1,4,30,30

780 X=3@:Y =233

798 VDUStECOLR,B:MOVE X+(
C-1)448,Y+(C-1)#70:PRINT CH
R$1224) 1BCOLR, 2:MOVE T+C#iR
(Y+CRTR:PRINT CHR$(224) V0V
[}

B0R IF C=10 PROCWin

818 ENDPROC

820 DEF PROCFall

B30 LOCALR,Y

B4 C=C-1

858 IF C=-1THENC=0

B6@ PRINT TABI23,28);"NRD
NE *jA3"+%;B "= A0

879 ENVELOPE 5,6,2,28, 16,
14,0,0,126,8,0,-124,126,124

2,5,4,30

689 (=30:Y=235
899 VDUS:ECOLE, B:MOVE X+(
CHLI#6D, Y4 (C+1)#TR: PRINT CH
RS (224):6C0L B, 2:NOVE M+Cob
B,Y+CoTR:PRINT CHR$(224):VD
L]

@@ ENDPROC

912 DEF PROCHin

928 ENVELOPE 2,2,5,8,8,25
5,0,8,126,8,8,-126,126,126:
SOUND 1,2,4,188

730 FOR N=1 TO 10@:NEXT

4D VDUS:NOVE 430, 935:6C0
L@, @:PRINT CHR$(224) 16C0LD,
ZIMOVE 642, 964:PRINT flags:
vous

950 PRINT TAB(12,20);"Y0U
TOOK *4D;" BOES®

960 FOR N=1 TO 45@0:NEXT

978 FRINT TAB(B,28);C8

980 PRINT TAB(13,28); *ANO

THER 6O Y/N7*:1$=BETS:1F I4

=*Y" THEN PROCadd ELSE IF I

$="N"THEN END ELSE GOTO980
90 ENDPROC

1008 DEF PROCinstruct

1810 PRINT TAB(12,9); "NOUN

TAIN CLIMBER"

1820 PRINT TAB(12,1803"___

1838 PRINT

1840 PRINT TAB(S,12);"IN O
ROER TO HELP THE CLIMBER"
1058 PRINT TAB(3,14); "REAC
H THE TOP OF THE MOUNTAIN ,
You*

1050 PRINT TABI3, 16)) "MUS
T ANSMER THE SUMS CORRECTLY

1070 PRINT TAB(S, 2801 *IF ¥
DU MAKE A NISTAKE,HE WILL *
1080 PRINT TAB(3,22);"FALL
DOWN TO A LOWER BASE CAMP.

1090 PRINT TAB(6,28) ) "PRES
§ GPACE BAR TO CONTINUE®
1188 REPEAT:6% =BET$:UNTIL
s‘.l .

1118 CLS

1128 PRINT TAB(8,5) ;" INPOR
TANT*

1138 PRINT TAB(B,80;"_____

L1140 PRINT TAB(S,18);"PRES
§ RETURN TD ENTER YOUR ANSN
Enll

1150 PRINT TAB(S,13);"PRES
& SPACE BAR FOR NEXT SUM,*

1160 PRINT TAB(b,28); "PRE
55 SPACE BAR TO CONTINUE®

1170 REPEAT:6# =GETH:UNTIL
s’.l .

1188 CLS

1198 ENDPROC

This listing is included in
this month’s cassette
tape offer. See order
form on Page 67.

56 ELECTRON USER November 1985




s AEANIORDER!

o

N{GRDERIGREERS)

WORN OUT with

wordprocessing?

DEPRESSED with
databases?

OPPRESSED with
machine code?

microcomputer malaise!

Volume 1 contains:

darm Butty

Machin
Giolf

wle simulation of high droma on a buillding site

rsumid by pourself, or play ogainst your pals.

Haunted House

el i et out - ol
! the odds (o get out alive

Space Hike

Help the spacermen avoid maurading monsters

ern in order?

Fa: i e o brick wall
Money Maze

Anoid 15 @
Lunar Lander

1 areade classic

troditional computer gome specially written for the Electron

TO ORDER, PLEASE USE THE FORM ON PAGE 61

Then you need...B==

( It's the perfect antidote to )

These two cassettes are not only
crammed with 18 of the best games
from the early days of Electron User. At
no extra expense, we've included on
each an unpublished Roland Waddilove
machine code masterpiece as a freebie.
Roland’s Jam Butty and Atom Smash
are arcade action at its fastest and most
frustrating. And they're only available
with Ten of the Best. So give yourself a
treat ... with the most popular cassettes
we've ever produced.

ey ss
Volume 2 contains: Ch
Atom Smash
» code thrills as you help fo save the world from destruction
Bunny Blitz
Go egq collecting, but keep away from the proliferating rabbits
Castles of Sand

but bewore the rising tide and hungry sandworms.

Build eastles
Heaction Timer
"est your reactions with this traffic fights simulation

ctron version of the age-old game of logic and patience
r life in this exciting arcode action gome
flexes in this popular classic ball game.

Crack the code in a colourful if frustrating brointeaser.
Parachute

Save the plunging sky divers from a watery end.
Star Fighter

Attack the bandit ships in this fast-moving 3D punch-up
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Save yourself the chore of typing in listings by sending

for our monthly tapes, packed with games, utilities, graphics

and other programs from the pages of Electron User.

On the November 1985 tape:
IARAT! WARRIOR Elccinhu:g
combat. ULA Maode 6 M

PAINT ROLLER Co

tion. DEFUSE B
SPRITE PRINT Maching code
araphics utility, TRAIN Far from

stationery graphics. TABI

NTA N 5..-»; ahd summits.
On 5 tapa:
I'IUHIIEON IIUE!'I »\lﬂ amnnfnuq all

action e

ng language

RAVING ROLLER Arcacs action i

the garden. TRAIN Animated actian

LEIDOSCOPE Coiurtul graphics
action

the September e
KHNN 30 Wikl Wt shootout
PINTCURSOR Machine codn
Eraﬁh-u ﬂ?.ll’ﬂﬁﬂ Sprite editor.
g music simplifsed

ROTATE Animotion i o &pn

On the A,
DIGOA, Caciing secade amtin
bansath 1he s DODGE THE
ASTEROIDS Fun dowp in space
wmang e asterods 0DE
GRABHICS Siang pints of bei!
*FX Tho 05 elnlurﬂl MOVEIT An
e HEXGRAM
ciaase

in the July 1985 tapa:
MANIC MOLE Macnine code sction
at its best. HIGHER OR LOWER
Guess the card TIME BOMB
Carafully callect TNT. M/CODE
GRAPHICS Two demarsirations
£X1/2 The 0S on ca ATE
S50 ton ‘NOTEBOOK
P

On the June 1985 tape:
QUASIMODO Bellringing classic
DISASSEMBLER Machine code

¥ ACTIVITIES Educatonal fun
REFLECT Aggressivs o
ENGINE &nimation Dl}nol Race
track action. STRINGALONG
Scrafling fun, CASTLE Mediavs!
qraphics MATHS CURVE an
and art. NOTEBOOK Trens

O tha M, tape:
SKRAM I.il Computsive arcade
EPNIM The |

Dutstanding wtility SPOKES

ting graphics. MOONORBIT
Hagventy displays. B n Huraldic
devices. FLOWERS A Bas)

Bouguet NOTEBOOK Annr.umd
animation,

On the April 1985 tape:
SUPER ARCHER Targe! o :
BINAI‘IV SEARCH Search data

n PLUS Switched

Y Arcace
HART Thy

ullol\ STARC
FORTUNE TELLER H.

encountars. HILD Guessing g
NOTEBOOK Hallc 1o assemt
s thw March 1983 tapa:

MA. FREEZE Ice
Mo SCREENDUMP To
procedures far printer damis

FILLER
" F

The

e fill
ORD GAME
Blﬂ I.EI'I!I!S

V. PE i
e ARIMATION o
mete programs. PIGS Fy
an mn BOOK Dixplay
Fubirwary 1985 tape:
ZRaRL T fying mare
BOUNCY

On the January 1985 tape:
SPACE BATTLE Destroy the desdly
descending aliens! NEW YEAR A
sound and graphius gresting
ESCAPE FROM SCARGOV

i FIE CHART

GAN Music maestro
please! NOTEBOOK An arigna
peogram. RANDOM NUMIENS O
not sa random ! SNAKES Reptiean
arcace sction CHEESE RACE Bear
fval mice.

On the Decembar 1984 tape:
CHRISTMAS BOX A the
presents logicaty. SILLY SANTA
Sort out the muddie. SNAP Maic
the Xrmas pictures. RECOVERY The
Bad Frogram messags
CARDL Interrypt arven

ITODATA A program that grows
e NOTEBOOK S
string handling

n the November 1984 tape.
STAR FIGHTER Anti-alien

] n. CAl
breakng ke KEYBOARD
Typing gams

) Ju'ru InI

ctran's

MUU’ICH&HACI’[N
ENERATOR Comples chasacie
muade simpln. RIGEL § Out
warld graphics. MAYDAY Halp with
your morse code. NOTEBOOK
ll.:-'-m-o-- 4 and unn,. handiing

19684 tape:
RAlNTID Rwse Arcada wts
i the spirt workd. SPLASH 4 o
ime for nomaw S SRt

How somiing sigorbrns
work. BORT TIME me they
it SRS ROOM INVADERS
Multicaloured characters
school. SAILOR N
MATHS TEST Try ¢

|Nnac&ub

PARACHUTE
dry LETTERS
'y

Siiced stsings o
FLYING PIGS Bacon o
Qo the July 1984 tape:
GOLF 3 iy oo 1
SOLITAIRE T
TALL LETTERS

On the Jume 9&‘
MHN!Y MAZE ~ ] the ghe ¥
5 CODE IBEAK!I! ,\

On the May 1983 tape.
RALLY DRIVER Hi

ars
DR&UENISM}\H

Eleciron masiepisces

On the April 1384 tape:

the February 1984 iAn-
NUMBER Bi\LINEE i

CiI.CUI.A"ﬂl M
DOILIES ©
YOWlﬁﬁ DF

)(- I.I.INhﬂ

CAPIrA
ROCKET, le!t CANDLE
works « BOMBER Ov

METEORS

Eee order form on Page 61 >
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Educational Computing on the Electrot

24 FULL LENGTH programs in two separate
packs, designed to stimulate, educate and
entertain — both in school and at home

To satisfy the increasing demand for Cae ]
high quality educational software on
the Electron — particularly for the
younger age group — two superb
packages are now available from
Clagsroom . Electron User.
Computing The Micro User Education Special, .
Eﬁl(E‘Micm y Volumes 1 and 2, contain between

- = 4 them 24 full length programs, written
to the highest standards, and each
picked to combine educational worth
with sheer enjoyment.

The 15 programs in Volume 1 range

B mate.
educss
nd

Tmdesl in scope from pre-reading to sixth form
s maths. Volume 2, with nine programs,
ke - . .
:-_'_-:ﬁ_.."‘_;- covers topics from early reading and
gy ; i
simple sums to the rules of punctuation
and angle estimation — and there's an
Volume 1 excellent introductory database. Volume 2
contains: All necessary instructions are contains:
Tuadd, Tusub, Tumult: contained within the QFOQF_&ITIS Fun Factors: Arcade style factor
E v maths, Calculator: themselves, but more detailed learning. Windmill: Word, number
Sums .'r.’_a .\;r_mkr.- Table . descriptions can be found in Volumes 1 and co!ouf rec_ﬂgm'rion. Angler:
Mountain: Fun tables. Gottit: & 5 Angle estimation fun, Spelldroid:
Ward guessing for two, House: and 2 of the Micro User Educational Learn to spell with our friendly
Ward, number and colour Special ma gazine. robot, Tortal: Teach and test the

recognition. Gallery: 4 typing P . . rutes of simple addition.
tutor. Whatnumber: Strategy OI‘IgIr'IEi”y written for the BBC Micro, Discovery: A strategy based

number game. Bridge Breaker: ~ Magazines contain complete listings of  phvase identification game.
Hangman with a difference, Snap: all the programs together with advice Punctuation: Test and teach the

Letter and number recagnition. rufes of punctuation, Junior
Mantoststion: Thought provaking O how they can be adapted to cater Datab A 0 a0
maths game. Matrices: Matrix for individual needs. database for the young leamner.
manipulation. Hidden answers: Chinese Takeaway: Teach and
The principles of mapping In rnO_St cases the E_IBSSE“ES that test the rules of simple
Curvefit: Drawing lines of best fir. comMe with the magazines have been subtraction.
completely revised so that they run on

Education Special Voh 1 | the Electron without losing anything of Education Special Volume 2

Magazine £1.95 | their original quality. g‘aﬂaﬂne E;-gg

Cassette £5.95 SR +

Cassette and Magazine  £7.00 SPECIAL OFFER: Cassette and Magazine  £6.00

BOTH Cassettes and Magazines for £10

A saving of £4.35 Over individually
priced items

Use the special order form on Page 61 — No stamp needed!
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electzmg i .l.ﬂﬂ: SRD| jua\_)j‘_F‘BUJ elect; [ e 'a_)jﬂuﬁ.?jl.._J

TWO of the most popular of all games
for the Electron can be yours — FREE!

They were games that shot straight to P : / BBC 32K
the top of the software charts the
moment they were released — and
they've been breaking records ever since.

Now A ‘n’' F Software's CHUCKIE EGG
and CYLON ATTACK are being given
away absolutely iraa of charge w:th
every new sub P orr | to
Electron User.

The two games, which have now
achieved the status of micro classics, are
ilable to our sukt ibers on the same
cassette. But only if \ron complete the
bscription or r | section of the
order form on Page 61.

1 you already have 8 subscription which does not expire for seversl months —but they can
it captional offer WORTH be yours FREE!

you can ronew sarly in order to benefit from this exceptional offe

Complete
YOUR
electith

et L*ef‘ Complete
set of our first
CO”ECUOH four introductory
issues for only
— send
now for

the back
issues you
may have
missed!
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opEn oF#aE eei ORDER FORM

Electron 28 introductory programs

Electron UK & Eire (Sterlingonlyl £12 3007

iption

Cuasimodo June 1985
Manic Male
Digga

C

with

= User lunarcl:gndur Fek;:n': }gg: = User annual Europe £15 3003
hicken rch .
B teres Spacehike  April 1984 i subscription Oversens £30 3004
Raily Driver May 1984 o= Add £3 to your subscription and 3079 [
B s Money Maze June 1884 E— rocoive your cassette of Chuckie Egg
& UK Galf July 1984 == und Cylon Attack (worth £15)
478 Castles of Sand  August 1984 Only available if accompanied by
. Europe/ Haunted House Sept 1984 subscription order/renewal.
i Broakirne Oct 1984 ==
B overseas Star Fighter Mow 1984
| ] Christmas Box Dec 1984 — Commence with e ] TOTAL
Space Battle Jan 1985
L The Kingdam of Cranl Feb 1985
] Mr Freeze Mar 1985 —
Super Archer  April 1985 Cassette tape £40 UK 5L — |
= Skramble May 1985 ! b it £50 E
=
1
W
o

Tex'n’ Dan
Dungoon Guest I
Karate Warros Nov 1888 J054

B Electron User back issues Education Specials
B o5ouk Sat of 4 introduciory ssues Classroom Computing on the Electron
£1.75 Europe February 1984 Vol. 1
B 225 overseas March 1884 Elactron Casselis £5.95 3070
| ] April 1984 Micro User Education Specisl No. 1 £1.95 2210
ooy 1343 Bath the above £7.00 3071
B June 1984
July 1984
il August 1984 Vol. 2
| | September 1984 Electron Cassattes £4.95 3074
Octoter 1984 Micro User Education Special Mo, 2 £1.50 2320
. November 1984 Both the above £6.00 3077
& L Both cassettes and magazines £10.00 3078 )
February 1985 Europe/ Cverseas — add £1 per product ordered
| | March 1985
B April 1985
May 1985 306
B June 1985 Mini £5.85 UK L m—|
July 1985 £6.95 Europe/Dvarseas
] August 1985
] September 1985
October 1985
=

i Dust cover apse ]
Getting started = £395 UK FOTAL
in BBC Basic £4.95 Europn/Cvarseas

Based o he highlyprsed —————
series for beginners in The Micro i ELTEY m—
lélw. 'G;l:lngh;nned in BBC . Bindar £395 UK

ssic’ tokes the reader through TOTAL
the fundamaentals of writing ] EBRA Eaaramoms
programs —

hands-
Wb ive it Yoluma.1 Joss
signed to ] Ten of £5.95 UK Volume 2 3068

teach the absolute novice not the Best £B95 £ /0 . E
anly the formal rules of Basic . P .. TOTAL
but also that elusive quality — bare—=-——— = —cnes ——a i)
good programming style. i

By working through its many N Getting £5.95 UK 2289
examples. the reader will gain 8 B Startedin 745 tuope
clear insight inte structured B BBC Basic 9845 Overseas TOTAL
programming and will quickly
acquire the ability 10 use et e
structured techniques in creating B Fun School tape P”’"ﬂwl ﬁ?
his own programs, . nfant

F4.95 UK Junior 3082

| ] £5.95 Europe/ Qverseas TOTAL
Keep your collection Your Electron IS St ik i gL
of Electron User needs protecting B TOTAL
complete with these S ot ith [ ]

2 rotect your Electron wi

handsome .bmdars our lusury dust cover made T You can also order by phone 07/ it
Bound in attractive red pvec with of soft pliable water- . creit card
the Electron User logo in gold resistant vinyl, bound | ] 061-480 0171 number and
b!uckmg _on the spine, this with strong cotton and . il witchress
binder will hold 12 magazines decorated with the Efeciron . EU
firmly secured in User logo i Please allaw 28 days for delivery =
place by metal rods. £3.95 - l- (N N O N O O O O
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HOW TO BE SECOND BEST...

We tried to write an exciting advertisement

about the ADDCOMM ROM.

We wanted to tell you thar ADDCOMM /s

“probably the best value for money out of the Toolkits™,
but “Acorn User” (Oct. 'B4) and "Micro User” (Oct. ‘84)
told you first, followed by “"Personal Computing Today'
{April "85} and “The BBC ROM Book™ by Bruce Smith,
We thought vou should know that ADDCOMM /s . . .
"Highly recommended far graphics programming”.,

but “"Using the BBC Micro” said that in their No. |
issue.

We cowld have informed you that the .

"ADDCOMM chip vastly increases the power of the
Micro from the programmers’ point of view”,

but "Education Equipment” (Oct. 'B4) found out first.
We could sum up by simply announcing . . .
"ADDCOMM is briliiant™.

bur, guess what, "Electron User”
before us!

So, that just leaves us with the boring bits of what it
costs.

£28.00 including VAT and Post.

and where to get it

Vinu Minrun

{June "B5) got in

gh, Nr. Sandwick
Kent CT13 DPG

(Or some Dealers)

want 1o fead about ADDCOMM, send us a stamp for the
which aiso contains recent raviews.

the ELECTRON with ROM Box, also the
1.20 and tha BEC B+

BBC '8’ 0.5

( 3 ELECTRON 2
4 pooLs B
MATCH
RACING DATABASE
ANALYSER PREDICTOR
After three s. ful of pools p on the

BBC micro, we are pleased to announce the Electron
version of our renowned Pools Predictor program.
Complete with powerful form analysis, a massive
database and much more. And making this an
outstanding punter's package, there is a free Racing
Analyser Program to let you analyse any horse race
using the racecard from your dally paper. Now beat that

21st Software ...
Addictive Games
Bit Twiddlers
Cumana ...
Epic Software ...
Expander Systems .

Lothlorien ...

.

GolemLtd ...ooovvvvennrans
Kansas City Systems ...
Kosmos Software .......

Mayday Software ...

Advertisers Index

o

Millsgrade Ltd .... .47
Potter Programs . .23
Qualsoft ............ .46
Shards Software .46
Slogger Ltd .14

Solidisk Technology . B & 9

Superior

Software ..... 13,45, 64
Vine Micros .. .. 63
Voltmace

Wigmaore House ..

.29
: saJ

" % NEW * NEW * NEW )

* ELECTRON TRACKBALL

Add a new dimension and
mouse-like control to your
Electron graphics, art,
drawings, CAD, X-Y
movements
and games,

£24.90 Vi

* TARANTULATOUCH TABLET
The most natural way for a
designer or artist to
conveniently draw or trace
into an Electron with an
exciting electronic

pad and
stylus.

£79.90 V5

rectangles, text,

* MOUSEPAINT SOFTWARE

Superb icon driven drawing package for both
Trackball and Tablet. Cassette save and load,
outline or solid circles, ellipses, rubber
corrected dotted or solid lines,
rubber band lines, Epson print, scribble, infinite
paint brushes, hatch or
plain fill in 4 colours.

£11.50 Vs

for value!
£8.99
MAYDAY 181 Portland Crescent
\_SOFTWAFIE Stanmore, Middx. HA7 1LR
v ELECTRON \\
:
SIDEWAYS ROM UNIT FOR THE ELECTRON 1
Using th it ADO-ON for the Acem Eectren with PLUS 1 expansion you can fit wp ta &
ROMSE Fm‘.l E with 2 inits firied) which will thes be avadlable a1 the fick of a wwitch

The EPROM PLUS phugs imto either of the exgansion sackets of the PLUS 1. and will accept 8K
ot 16K RIMSEPROMS. The tacility 1o POWER.UP intg whichever ROM is selecied or BASIC
reguired. s & usehi! faature of the usdt
" An adéed bonus is that many of the ROMS wvailable for the ‘Beeb' will alze wn en the
| Beciea. offering 3nsther warld of software

DRDERING. ﬂnl EPROM PLUS Unt L1495
'wo EPROM PLUS Units £2786
| Plnu add £1.00 PEP
SPECIAL INTRODUCTION OFFER {1985 only}
Two EFROM PLUS Units ONLY £2445 + PAP

EXPANDORSYSTEMS
98 Staley Hall Road, Stalybridge, Cheshire SK1530F
\_ el 061-303 7646  Tel: 061-747 5688 )

WIGMORE HOUSELTD
\rw 32 Saville Row,

London W1X 1AG.

01-734 0173
01-734 BB26

E P&P=£2.00 ;

UPGRADES:

If you already own the popular games of CHUCKIE EGG',
"KILLER GORILLA® or ‘'MONSTERS'

“CHUKEE"" win provide 3 Speeds, B New Screens.
Variable Extended Jump and Select Start Level (1-41).

YOUR OWN

then our

0

LA'" will provide upto 15 Levels of Play, Variable
Extended Jump, Extra Lives, Practice Modes and Pausa.

“"“MONSTAS’" will provide 4 Skill Levels Variable
Extendad Jump, Conveyor Beit Effects, User Defined Keys,
Configurable Monsters Extra Lives and Pause.

5

Al avallable for BEC £3.25
each. 2 or 3 on one cassette £5.00 or £7.00 by return post first class.

BITTWIDDLERS

Dept. EU11, 158 Church End, Harlow, Essex CM19 5PF
* & 3 are tracemarks of A &F Software and Acomsoft




I we Pay uP T020° ROYALTIES FOR HIGH QUALITY BBC & ELECTRON PROGRATIS

THE FIRST ZONE

DEATHSTAR
is a fast arcade-style space game with stunning graphics and addictive action Your “intelligent” opponents,
the Workers and Warriors, each have several different tasks to perform: mining the Crystals held deep within the
the Deathstar, attacking your ship, C

sacrificially intercepting the Statbombs, with some
supply of Starbombs by shooting the Planetoids and
hurtle through space. Once the Deathstar has 3
by swift and accurate use of the Starbombs. If you succ

&, the Warrior Zone, the Planetoid Zene and the it = 3 very Plane
bonus screen between each zone. A superb game, destined fo become another Superior clas

SPEECH COMPATIBLE

It you have an Acorn Speech Synthesiser fitted, you will hear spoken phrases: such as "BE\
when the Workers have finished building the Deathstar
CASSETTE VERSION — £9.95 BBC DISC VERSION — £11.95

Due to phenomenal demand, Deathstar is now available on disc for the BBC
micro in a high qualify vinyl disc wallet with colour packaging.

SUPERIOA SOFTWARE LTD.

Dept. RU10, Regent House,
Skinner Lane, leeds 7
Tel: 0532 459453.



