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Look, listen and
learn about ...

* Designing programs
* Editing

* Graphics
* Arrays and data

This 60-minute videotape
presents an easy-to-
understand introduction to
Basic programming on the
Electron. PLUS a number of
programs on the sound track
which you can load into your
Electron and use as part of
the course.

____________________________________ L A e il Tl O i S e e i e
Pleasesendme .................. copies of your Please indicate method of payment () |
Electron videotape at the special price of £19.95 O Access/Mastercharge/Eurocard I
(including VAT and P&P). Total: £ .............. O Barclaycard/Visa
Please state format required 0 VHS O Betamax O American Ex I

Name ......................................... Card Nﬂ- .

LN i [ S P e PR | ] |

e e R T S Expiry date |
DUNT L e | .
Bamned s e s O Cheque/PO made payable to

o Database Publications Ltd.

Send to: Electron User, FREEPOST, |
' Europa House, 68 Chester Road, Ot you can order by phone quating i
H Hazel Grove, Stockport SK7 5NY. credit card number and exping date. !
(No stamp needed if posted in UK). 061-456 4157 I
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WELSH TAKE THE LEAD
WITH ELECTRON ADD-ONS

Electrons.

However, de-
spite strong
rumours to the
contrary from
informad sources,
it denied the ULA
was giving difficul-
ties.

Said an Acorn
spokesman, “‘Wa
are meeting
production targets,
but the targets are
too low''.

He went on to
explain that
demand wWas
totally unex-
pected, excaeding

WITH a candour far too often lacking
from the world of microcomputing,
Acorn today admitted it is having
problems with the production of

Acorn
admits
problems

anything previously
expariencad in the
field of microcom-
puting.
Commented one
dealar, ““You'd
think they would
have learnt from
the problems with
the BBC Micro''.

ele

Electran User welcomes
program listings and arti-
cles for publication,
Listings should be
accompaniad by cassetie
tape or disc.

Send to;

Elsctron Usar, Europa
House, 68 Cheater
Road, Hazel Growve,
Stockport SK7 GNY.

Efectron User is an
independent  pubiication.
Acorn Computers Lid are
not responsibde for gny of
the grrieles i this issue, or
for any of the opinions
axpressed.
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THIS is the ad that |s
causing red faces at
W.H. Smiths. For, like all
Eiectron dealers, the
chain just cannot get
anough of tham,

The ad proclaims:
“We're the only major
store that stocks it". But
“stock” isn't quite the
right word.

Said a Smith's
spokesparson, "As soon
as we gat the Electrons
in we sall them. We

THE Welsh seem to
have the edge in the
potentially massive
Electron add-on
market.

Following the news
that AE Electronics of
Gwent will be producing
Electrons at the rate of
4.000 a week from
January comes word of
twao more Waelsh firms
producing products for
Aeorn's latest micre,

The first is the
Hobbit, a floppy tape
system for recording
programs which is being
adapted for use with the
Electron.

Produced by lkon
Computer Products of
Dyfed, the Hobbit is
both faster and more

%:“m“ EET
WDuM like to have more,
but Acorn iz unabla to
meet the demand”,

Se what were my
chances of getting an
Electron from Smiths?

“That's rather a naive
question. We are in the
hands of Acorn.

""And you must
remember that our
advertising is planned
well in adwvance - this
one s turnad out to have
rather a stingin the tail’".

More
hardware
for Xmas

reliable than a conven-
tional tape recorder and
promises to be the first
mass storage system
available for the Elec-
tron.

A proven success
with the BBC Micro, it
will offer Electron
owners the performance
normally associated
with disc drives.

Meanwhile, in Gar-
diff, Sir Computers is
producing two hardware
add-ons for the Electron
in time to catch the
Christmas rush,

The first is a com-
bined A to D {joystick)
and Centronics printar
interface which will con-
siderably increase the

scope of the Electron.
Sir will also be
marketing an 8 ROM
expansion board which
will allow extra chips to
be added to the micro.
This will allow instant
loading of alternative
languages and other
chip-based software,
making the Electron
easily the most powerful
machine of its class.

New trio
from A&F

A&F Software of Man-
chester has added three
more tithes to its Elec-
tron range.

The trio., Cylon
Attack, Chuckie Egg and
Pharoah's Tomb, are
new versions of the
successful BBC Micro
programs specially
adapted for the Electron.

Disc drive race on

THE race is on to develop disc drives for the

Electron.

So far the fromt runners seem to be
Bradford-based Pace, whose disc interface is
nearing complation. Using a modified version
of the Amcom DFS, the device contains an
integral power supply and disc drive.

The unit also features a duplicate Electron
edge connector to allow for other add-ons,
such as the printer interface that Pace are

currantly working on.

Pace will be launching the drives at the BBC
Micro User Show in Dacember,

SHE SAYS THAT IF I CAREY
OM.. I"iL START To
LOOK LKE A Micko !
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100 REW ANAGRANS
{10 REM e#INITIALIZE®®
1340 READ numeordsl
130 AL=REDI-TINE |
sLIM wordd inuawordsi)
MODE &
140 FOR count¥=1T0 numwords
I
:READ word${countd)
sHERT
{50 REM ##5ELECT WORD¥
140 thiswgrdf=word$l
AND{nuawardsil}
spiywordd=""
shitiettg=thiswords
scounti=LEN (thiswords)
170 REM #eMI¥ WORT LiP##
-180 REPEAT
190 rnd=RND{count®)
200 wixword$=aixwardi+

MiD§ibtieftd,ond
il
240 bitlefts=LEFT#{bitiefts
.rnd-1|+EIEHTiEh1tleiti
+LEN thitleftsi-rodi
770 ounki=counti-1
730 UNTIL bitleft$=""
740 IF thiswordi=eizwords
THEM 180
350 REM #EINPUT ANGHER®E
240 ELS
270 COLGUR 1
(PRINT TABIS,5)suworod
280 COLOUR 2
+INPUT TAB{G,8) Type
in your answer”
TRE(S, 11 iavanswer
790 REM #£CHECK ANSMER:#®
100 1F svanswer$=thiswords
CL3

«COLGUR 2
SBFRINT TAK(5, 107 "CORRED
'.rl
ELSE LS
s COLOUR 1
ERINT TABLS.100 "WRONG®
sCOLDUR 3
PRINT ''"The carrect
apswer **"to "miwworcd
"ihpg 'Lhiswordd
310 delav§=IMKEYS (500D
170 REM #eSTART AbRINEd
330 BOTO 1460
T40 REM ##DATA FOLLOWS¥:
150 DATR 10
140 DATA COMPUTER.MICRD
CELECTRON, MONITOR
(JEEYBOARD  FUNCTION
.PEGEEDURE.LEEP,INPET
LETATEMENT

IT'S simple but fun — and easy
to play. Anagrams has your
Electron flashing a jumble of
lettars on the Sscresen You
then have to sor them out
into a word.

When you've decided what
"the decoded word is you Type
it into the Electron and it telis
you whather vou are right or
wrong. It then gives you
another go.

\When you get fed up with
the words we've pul in the
program (or you want w put
in something like XEBEC for
your know-it-all little nephew)
it's easy to change the game.

All you have o do is
rewrite line 360 with the
words you want.

And don't forget to changs
lire 350 to the number of
words you've got in line 360
{if it's more than 100

Ifyuu}adamousvuucuum
aven use it to help salve your
crossword puzzies. GOK

cLOUD.

PIt‘.‘T_UHE it. You'ra travell-
ln;_; ’m space and vyour
ship’s detector screens
warn you that a meteor
It's i: i e

o big and going so

:ut that you don’t stand a
hﬁnl:a. of getting out of its

You just have to let i
t it
overtake you and hope

that you can dodge out of
th;m:n of the meteors,
ou do this by using the
laft and right cursor keys
to ,,f,,"""" your craft.
our inboard comput
{a bit of a games fman::
treats the whole thing as a
joke and decides to keep a
w of your “score’” -
t is, how lo
st ng you stay
How long can
:, You
vive? Try it and see. F

o, 129, 029, 23,305
28 A0, 128,126, 128
o iB. b, 24
990 FINISH=FALSE
B R=STRIMNGS(Z0." )
10 £F14,1
120 PRINT TAB({i%.B)
CHRES (B
g Fr=10
sHPE=FY
THE=135
1Bi=224
1DE=225
sEi=11
tFh=k
(k=136
tHE=137

140 ENDFREC

10 MOUE 5
-P;UL? 150 DEF FROCS
i I60 EX=TNEEY {04
o whrr
30 F':;H“T 4, (70 #F115.0
tPRINT TAB{S.0) 180 IF KR=6Y IF PRCH
INT (TIME 71w NET=pY-1 iy
+PROCS i
0es 30 IF Ki=HE {30
SUNTIL FINISH 1 IEFiﬁFtallF o
40 PROCE B
e 200 PRINT TAB(FL.7)® *
80 DEF PROCT PE_NF; b
70 TINE =y ol
St +IF ((USR (LFFF4)
i i END LFFEFIDIV %1001=12
V24,24, 60,60, 80, 0 B

9 FINISH=TRUE

220 PRINT TABIRY.FL)
CHES (BY)

230 fig=ne
oFOR [¥%=15% 10 19
LIF RMD{7)=1 A=A+
CHRS (D%
ELSE Af=AF+" *

274 KEXT
(PRINT TEBATY.EZ)As:
1ENBPROC

40 DEF PROCE

100 #Fi4.8

360 FRINT TABLZL.00 "YOUR
SCORE WAS "2 INT i
TIME [10)

I #F 6150

380 END

= Wit



HAMGMAM is the Electron
version of the old children's
game — and it's just as much
fun to play.

What happens iz that the
Electron “thinks” of a waord.
Mext it calculates the number
of letters in the word and
displays the sames number of
dashes on the screen.

Thenit's up to you to try and
guess the hidden word. You
pick -a letter that you think
might be in it and press that
letter's key.

If you've guessed rightly the
micro will replace s dash or
dashes with the letter. |f you're
wrong a part of the gallows or
man will appear and tha
mistaken letter will appear in
the “tried” list.

The eighth mistake you
make will hang the man and
you've lost the game.

The principie the program
works on is very simple. The
hidden word is selected at
random from an array.

When a letter is typed in,
the Electron looks at the
hidden word to see if it
contains that letter.

If it does then that letter is
replaced with a space. If itisn't
another part of the gallows is
drawn.

As given in the listing the
words the Electron chooses
are all concerned with
Christmas. However, these
can easily be altered so that
the game changes with a
child's growing vocabulary.

The following is a more
detailad description of how the
program works:

Line 30 selects the mode,
calls a procedure to defi.e the
characters, seeds the random
number generator, dimensions
the array of words to give
room for 500 words and,
finally disables the cursor.

Line 40 reads in the words
and sets s wvariable, rum-
word%, to the number of
wiords.

Line 50 picks a word at
random and keeps a copy. It

If you're just
dangling
around at a
noose end,
why not key in
this clever
Christmas
Electron
version of that
old favourite,

Hangman?

rasets colour O to black (for
future words). C%=0 makes
the rope black.

Line 60 initialises four
variables:
errd is the number of errors,
length% is the length of the
word, moveY is the numbar of
the move, spc% is the number
of spaces 1o be put in front of
the dashes.

Line 70 sats up the screan.

Line 80 is the start of the
ioop that checks the letters. It

sets comrect® to FALSE so that .

By PETE
DAVIDSON

it can be set to TRUE if the
letter is in the word. The
program then waits for a letter
to be pressed.

Line 920 increments the
move counter.

Lines 100-150 check the
letter and change correct® to
TRUEif the letter is in the word
and displays it on screen.

Line 180 prints incorrect
letters in the “tried” column.

Line 170 checks if the
word is all spaces and calls
PROCwon if it is. if not it adds

ane more to the error count
and calls PROChang.

Provided fewer than eight
aerrors have been made the
program returns to line 80 for
another go.

Line 180. Before reaching
this line either PROCwon ar
PROChung will have been
executed. Both then call
PROCanothergo and thiz line
accepts the answer.

Lines 190-220. PROCwon
changes everyihing that is
coloured black to the back-
ground colour and prints the
gallows on the screen.

As the gallows are now in
the background colour, only
the man is shown. C% is also
set to B so the man's neck
shows up. PROCanothergo is
also called in this procedure.

Lines 230-250. PROC-
hang jumps into the sub-
routine from lines 340-430.
Exactly where it jumps to
depends on how many errors
have been made.

Lines 260-300. PROC-
hung prints the correct word
on the screen and calls
PROCanotherga.

Lines 310-330. PROC-
anothergo prints the question
on the screen.

Lines 340-430. This sub-
routine calls the various
procedures to draw the pieces
of the gallows and man. It is
enterad at various points
depending on the value of errds
in line 240.

Lines 440-510 cause the
various parts to be drawn on
screen.

Lines 520-700 define the
characters.

Lina 1000 contains the list
of words that the Electron
picks from. It's here that you
can put in your own words by
just typing them in after the
DATA statement. Each word
must be separated by a
comma. You can't have more
than 500 of tham.

Line 5000 is the final piece
of data, EQF., Your own data
must come before this line
which must not be removed.




HANGMAN LISTING

From Page 7

10 REN HANGMAN

20 REM (CIELECTRON USER

30 MODE 2
1PROCdefine
sXi=RND (=TIHE )
sDIM word$ (500!
tVDU 23;B20250:0:0;

&) counti=0
tREPEAT
scounti=counti+]
tREAD word# (countl!
tUNTIL word$icountil=
"EQF"
shumwrdi=countl-1

S0 word$=word$ (RND (nuswrdil)
rcopy$=words$
VDU 19,0,0,0,0,0
(L=

&0 errl=0
tlengthl=LEN (word$i
movel=]
tspci={20-lengthil /2
COLOUR 130
:CLS
(COLOUR 1
sPRINT TAB(14,1)°TRIED"
¢COLOUR B
sPRINT ThB(spcl,26]
STRING# (1engthil,"-")
correcti=FALSE
+COLOUR 4
tPRINT TAB{3,29)"Thisg
is move "jeovel
tCOLOUR 12
tPRINT *"
R*:
sletter§=GETS

80 movel=agvel+!

100 FOR count®=1T0 lengthX

110 IF letter$< MIDS (words
scount®, i)
THEN 150

120 word$=LEFT4 (word$,counti-
LY#* “+MID# (ward$,countis
1)

130 COLOUR 3
:PRINT TAB(spcit+counti~l
co8)letters

140 correcti=TRUE

150 MEXT

160 IF correctX=FALSE
THEM COLOUR 7
tPRINT TAB(L&,3+2%errille
tters
IF word$=5TRING#(lengthi

'IJ

PRESS A LETTE

=4 THER PROCwen
L ELSE IF correctl=

issue of The Micro User.

This listing was produced using a special formatter which
breaks one program line over several lines of listing. When
entering aline don’t press Return until vou come to the next
line number. Full details of the formatter are in the July

ELSE errizerri+l
t PROChang
11F erriif
THEN 80
get§=GETS
tIF getg="y"
THEM 50
ELSE IF get$ii"N"
THEN 180
ELSE CLS
END
190 DEF PROCwon
200 VBU 19,0,2,0,0,0
sLi=5
tGOSUR 340
:EOLDUR 11
VU 7
sFRINT TAB(0,281"°
WELL DONE Sy
210 FROCanothergo
220 ENDPROC
230 DEF PROChang
240 DN errigOSUB 410 400
390 380 370 380
you0. 340
250 ENDPRAOC
240 DEF PROChung
270 COLOUR 14
:PRINT TAB(4,26)"YDU'RE
HUNG"
280 VDU 7
(COLOUR 9
:PRINT ‘"  THME WORD
WAS *°SPC ((1B-LEN [capy
§1 112 copy$:5PC (18-
LEN (copy$ii/2)
290 PROCanotherge
300 ENDPROC
310 DEF PROCancthergo
320 COLOUR 12
:PRINT ™"
AR s
330 ENDPROC
340 PROCFEET
350 PROELEES
350 PROCARMS
370 PROCBODY
380 PROCHEAD
390 PROCTOP
400 PROCUPRIGHT
410 PROCBASE
420 IF erri=8
THEN PROChung

ANDTHER

430 RETURN

440 DEF PROCFEET
+COLOUR §
sVDU 31,5,16,235,234
237,238
tENDPROC

450 DEF PROCLEGS
:COLOUR 4
VDY 31,8,11
tFOR I3=170 2
VDU 234,274, 10,8,8
tNELT
sFOR I%=170 3
(VDU 231,232,10,8,8
tNEXT
tENDPROC

440 DEF PROCARMS
:COLOUR 5
$VOU 31,9,6
(FOR T3=170 2
VDY 233,99, 255,10
yB,8.8,8
:NEXT
FOR 1%=170 3
VDU 231.9,9,232,10
.8,8,8,8
tNEXT
tCOLOUR 3
VDU 239,9,9,28)
tENDPROC

470 DEF PROCEODY
:COLOUR S
VDU 316,46
:FOR I%=1T0 5
+VDU 233,233,10,8,8
tNEXT
:ENDPROC
DEF FROCHEAD
sCOLOUR 3
VDU 31,6,3,227,228
10,8,8,229,230
1 COLOUR €3
VDU 10,8,8,232,231
: ENDPROC

490 DEF PROCBASE
1 COLOUR O
tDU 31,1,20
+FOR IX=170 10
(VDU 224
rNEXT
:ENDPROC
DEF FROCUPRIGHT
+COLOUR 0O
VDU 31,2,2

*FOR [3=1T0 18
sUDU 224,10,8
tMEXT
1 ENDPROC

510 DEF PROCTOP
+COLOUR O
1R 1 O
¢FOR DY=1T0 10
(VY 224
«HEXT
dYDH 31,6,2,226,225
1ENDPROC

5§20 DEF PROCdefire

530 VDU 23,224,255,195, 145
+153, 155, 165,195,255

40 VDU 23,225,128,192,128
1192, 128,192, 128,192

350 VDU 23,226,3,1,3,1,2
a3

Je0 vou 23,227,31,31,253
31,533,127, 243,254

570 VDU 23,228,248,24B,255
248,137,254, 207,127

580 VDU 23,229,124,124, 119
797, 28,15; 1515

5%0 VDU 23,230,62,62,238
220,565,240, 240, 240

600 VDU 23,231,240,240,240
240,280,240, 240, 280

b0 VDU 23,237, 15,185,135
I 1505, 15,18

620 VDU 23,233,255,2%9, 198
174,239, 239.2535,. 255

&30 VDU 23,234,255,255,255
j 2y 290, 295,295, 235

440 VDU 23,235,0,0,1,83
127,255, 254,120

630 VDU 23,23&,240,240,248
reugy292,248,120,120

k&0 VDU 23,237,18,15,31
A%83,31,30,30

670 VDU 23,238,0,0,128,257
120k, 255 127 .30

EBO VDU 23,23%,240,248,124
,126,2175,83,85,85

&0 VDU 23,240,15,31,62
o126, 171, 070,100,42

700 ENDPROC

1000 DATA CHRISTMAS,SANTA
+HOLLY, ANGEL ,ELEIEH
, TINSEL ,CRACKERS, PUDDING
o TURKEY , SNOW FAIRY, DECORA
TIONS, PRESENTS,GIFTS
+PARTIES, TRIFLE,FAMILY
,CARDS

3000 DATA EOF

This listing is included in this
month's cassedte tape affer.
See order form on Page 99 of
The Micro User.
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M REN {EVELECTREN LUSER
Eik
i PRINT TaBLS) *Ln
thig kast, wod gizt®
A-pRINT TREIE Tcopy
tha gunchuation marks
"
p BRINT TAB{S) ragacklys
hecadse if you i
40 PRINT TABIS! Pion ks
the cosputer, being
& PRINT TABEES) "litaral-n
inded, will think °
G0 PRINT TRBIG! Tyou have
asde a mistake!”
3¢ PRINT
. PRINT TAEIS! “%. 5.
‘You' 1S trapslated

100 PRINT TABI! "as Vo
i2nd person aiurakl.”
110 PRINT
FRINT TABLS Sijnertun
ately, all accents

126 PRINT TAB(S! “have

MICrD Was

English? Woell with our

French Tutor the Electron

starts to speak Franch.
The micro will put a

gentence on the talevision

screen and you have tO

language You like by

. changing the DATA state-

meants.

But let's start with
french. Over to you.

Or do | mean vous?

tao be ositted.”
130 PRINT
144 BEPEAT
154 LET 1=0
146 FOR K=1 TD 21
{70 READ EF, F§
140 PRINT "WHAT IS °
INFUT iF
IF 4=F4
THEN FRINT "C'E8T JUSTE
1N
+ LET T=TH
PRINT
15 i§:F
THEN PRINT *FAUR ¥OICI
LE MOT JUSTE: *F%
+ GOUMT {,-15,8%,1%
7i0 PRINT
T80 MENT K
250 PRINT "YOUR SLORE 152
= 7.4 OyT OF 2"
PRINT
TPRINT
RESTERE
The UMTIL FALSE
a0 DATA °1 dan't know"
, “le ne sais pas’

P50

200

280

il
i

100 DATS "Mhen will you

coee?®, "Duand viendrel
-y ?"

710 TATA *1 mll wite
te vou","de vOUS gerir

ar

374 RESTORE

%30 DATS *1 like French
wine","d aime biszn
{g vin francais’

740 DaTA "How auch is it?"
S gnabien?®

150 DATR "1 # waiting for
an answer®, "1 attends
une reponse’

740 DATA "What tise is
it7*, "Cuelle heurg
pat-i1™

170 Dt "It's six a’'ciock”
o1 oSt siy heures’

180 BATA “What colour 1S
i47%, *['est de guelle
couleur?!

190 DATA "1'm going gut
now®, "de sors gainten

ant"

400 DATA *1'a going to
the airport”, "de

vais a | aeropert

410 DATA "Hurry up, 1's
late'®,"Depechez-vOus,
ie suis en retard!”

470 DATA "1s it dar?”

., "Est-ce gue ¢ est
loin?"

30 DATA "Bo away!®, "fliez
-ypus en'"

430 DATA "I have 0o goney”
, "de n'al pas d"argent

450 DaTh *1'a geing hose"®
, "Je rentre chez soi”

50 DATA "I'11 be there

in an hour", "de geral
la dans ume heure"

£70 DATA "Will you wait?"

5 *sttendrez-vous?”

5§30 DATA "What's your nase?
*, "Comsent vouS appele
1-vous?

490 DATA *Shall 1 see yod

again?", "Vous reverrai
-je?"
500 DATA “Until the next
time..", "R 12 prochal
ne tois.."
510 END




, The new boy
from Acorn already has
a gang of playmates.

The Acorn Electron, Britain’s most exciting new
home micro, already has a range of software programs
specially designed for it by Acornsoft, makers of software
for the BBC Micro.

There are six mind-boggling games, two programm-
ing languages, two exciting graphics cassettes, a home
educational program and a personal money management
program.

All of which will soon help familiarize you with the
Electron and show you how to get the maximum enjoyment
out ol it straight from the word go.

Of course, we'll be constantly designing new software
to help you fully realise the Electron’s limitless potential.

You'll find all the programs featured here,plus the full

The Electron. The new boy from Acorn.




acorn = olectron acorn = clectron acorn s electron

acormn = slectron acorn = electron acorn A flt“(til}n acorn ™ clectron

ACOIN o 2lectren ACOTN w 2lection ACOIM = electron

ange of programs for the BBC Micro, available at selected
W H.Smith branches and at your local Acorn stockist. (To
find out where they are call 01-200 0200.)
Alternatively, you can send off for the Acornsoft
Electron or BBC Micro catalogue, by writing to:
Acornsoft, c/o Vector \Iarketljlg., Denm_,t(m l* state,

We]hnbbmoun'h Northants
NN8 2RL. ACORNS2FT
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THIS is the book that you'll
find, along with the User
Guidae, in the box your
Electron comes in.

you'll get some idea of its
style from the blurb on the
back which says! “This book

EOR my money one of the
nicest things aboul the
Electron is it in-built
assembler.

And now there's an equally
nice book that teaches you
how to use the assambler 1o
talk. to the micro in its own
language — maching code,

People seem to shy away
from assembly language, as it
has a reputation for being
hard to learn.

SEMBL

The friend

Start Programming with
tha Electron
Maseud Yardani

is the friend you need 10 hold
your hand through a bewilder-
ing new world".

However you can't judge 2
book by its cover, iU's what's
ingide that counts. Sadly, it
carries on using patronising
phrases like “your journey
through computer land”.

This would be acceptable if
the content made up for the
style. But it doesn't.

It starts off with proce-
dures in chapter One, Qoes
an to functions and con-
ditional branching in chapter
two and eventually deals with
INPUT in chapter seven.

On the way there is @
detour into Turtle graphics

I've always malntained that
it is more complex than diffi-
cult, I1f it were explained
properly it wouldn't appear
too formidable.

Mow Ferguson and Shaw
have made rmy point beau-
tifully in the 13 chapters of
cagsambly Language
Programming on the
Electron’

Each chapter is short and
wall illustrated, the diagrams

you down

and the statement that
machine code is "the jargan
phrase for strings of noughts
and ones’.

During these wild lurchas
through computer land tha
level of presentation varies
badly.

For instance, variables are
explained well, yet the treal-
ment of expressions is far 100
terze for a book aimed at
beginners.

And the appearance of
recursion in chapter one of
guch a book is mistaken, 10
say the least.

Acarn are to be congratu-
lated for attempting t0
provide '8 gentle intro-
duction” to the Electron 10
supplement the User Guide.

Unfortunately this book
fails to do so.

Pater Green

G TH
ACHIN

adding something to the ext
rather than just being decora-
tion.

The numerous short
gexample programs are
axcellent, and these, COm-
bined with the lucid treatment
of the subject, soon give @
fealing of confidence.

There are three short sum-=
maries for you 0 check your
progress @ nd eight
appendices - which are, for

__ -




The Electron
Bnqg

The Electron Book
Basic, Sound and
Graphics

i McGregor & Alan Wait

| HAVE little doubt that before
jong there will be a series of
books all about learning BBC
Basic on the Electron.

| doubt wvery much indeed
wheather many of them will be
as good as The Electron Book,
by McGregor and Watt.

It is quite simply excellent,
the best book on @ micro that
['ve read for a long time.

The first seven chapters are
an introduction to the joys
and complexities of BBC
Basic.

Structured programming is

Brain

strain
won’t be

in vain

intraduced at an early stage,
and the examples given are
both illustrative and useful.

Each section is supported
by a set of programming
exercises which are an
integral part of the book.

By the time youve worked
through these you'll be able to
program your Electron with
gase and a fair measure of
expertise.

The last four chapters deal
with the Electron’s sound and
graphics capabilities — playing
tunas from the keyboard, user
defined graphics, animation.
Its all there and more, dealt
with expertly and thoroughly.

Mot that it's an easy book
to read. It assumes a certain
amount of effort and intelli-

gence on the part of the
reader,

If you're not prepared to do
the exercises which are a vital
part of the book then you
might find the later sections
hard going.

Having said that, the
gxercises are interesting in
themseelves. They illustrate
and add to the text

Any brain  strain iz wall
wiorth the effort!

Given the above and 10
useful appendices you can zee
why I'm so impressed with
this waork. It has set 2
standard by which ather
books on the Electron will be
judged.

Imprassive.

Graham Parr

ASSEMBLY LANGUAGE
R

OGRAMMING

FAGTS
CODE

once, of use rather than just
being afterthoughts.

This is a lovely little book.
lts easy-to-read style and
gradual progress give con-
fidence to the learner while
encouraging exploration.

So if you feel confined by
Basic and want 1o know how
to use your Electron’s
assembler, here's the one for
you. A nice book.

Graham Parr

P
ON THE ELECTRON

JOHN FER f

Assembly Language

Programming on the
Electron

Johr Fargusan & Fony Shaw




E COLUMN THAT TAKES A LOOK INSIDE THE LATEST RELEASES

sSwoop

Program Fower

HAVE you ever had one of
thiose nightmares where hor-
rible creatures swoop at you
out of the sky? Try as you like,
you can’'t get away from them.

With Program Power's
exciting new game Swoop you
gat the chance to get your
revenge using your Electron.

You do this by controlling a
laser base at the bottom of the
screen. The birdmen are
hovering in formation at the
top bombing you.: Not content
with that, they pesl off and
strafe you.

All you can do 1o escape is
either to blast them with vour
laser or dodge out of the way
by moving left or right.

Even if you do avoid them
they still cause problems
because on landing they fay
egas which turn dnto
landmines. Run into these
when you're dodging left and
right and BANG!

Happily you do have three
lives - and you need them!
And if you manage to shoot
enough of the birdmen the
egos they've laid fade away.
The trouble iz that as soon-.as
you've shot down oneg farm-
ation ‘another one takes its
place. And they start coming

Your nightmares

are landing...

atl you thick and fast.

It"s a great game, enhanced
by good graphics, nice sound
effects and easily used con-
trols. Fast and furious, it needs
skill and good reactions to
avoid the swarms that come at
you as the game progresses.
It's addictive — and & lot more
fun than the nightmare.

Peter Bibby

Education
IS an extra

TREE OF
KNOWLEDGE

Acornsoft

SAYING that Tree of Knowl-
edge, the new program from
Acornsoft, is an educational
game could be the kiss of
death. | mean, who wants a
game that's educational?

It sounds like an imposs-
ibility — ‘a contradiction in

FRUIT

| you like to do

ot a fruit

255 3 fruit
Edit the tree

Print out the tree

Save the tree

Load another tree
Start a new tree

terms! However, Tree of
Knowledge is both.

It's a program that shows
how computers can organise
facts, which must be edu-
cational. But it makes it all so
interesting that you don't
realise you're involved in
learning.

Taken at its simplest level
it's just a question-and-
answer guessing game. Eithar
you decide to “be” an object
and the Electron must guess
what it is or the micro is "it”

Shades of schooldays

HAVE you ewver wondered
whiat became of the grammar
schools when the comprehen-
sives came along?

Well | know what happened
to ong of them, Grunley
Grammiar, |t was shut up,
forgotten, and left to decay,
the only inhabitants the ghosts
of its pld teachers,

Thaze ghosts are doomed
to spend all eternity teaching
spectral classes the subjects
thay refused to learn in their
lifetime.

They would far prefer to
teach, test and taunt a living

&k

THE GHOSTS OF
GRUNLEY GRAMMAR

Magic Software

chitd, And with Magic
Software’'s cassette, The
Ghosts of Grunley Grammar,
they get the chance,

You take the part of a child
who has foolishly entered the
ghastly. grammar school and
fallen into the hands of its
ghosts. You go from room 1o
room and in gach room the
spirit of a master asks you
three guestions on his subject,

Should you fail any of them
he gloatingly tells you the
answer and back to tha
beginning you go. But anly

after the ghosts have taunted
You about your stupidity |

It's amusing and becomes
compulsive, All the usual
school subjects are covered
and there's a fair selection of
guestions. It's the kind of
pame that kids love — not just
playing it themselves but also
watching others make mis-
takes and get insulted. And
they're learning all the time.

The pregram is fun and
original. No doubt edu-
cationalists will say that it just
teaches facts, not understan-
ding, but that's just a quibble.

The program is amusing
and addictive, In fact it's
magic.

Trevor Roberts

The main menu
of Tree of
Knowledge

and you must ask the gues-
tions until you can guess.

Of course, there has tobe a
list of objects to pick from, and
the game supplies yvou with
Uiy,

On another leval, you're
learming how to set up lists of
facts, or databases, and then
using them to get the informa-
tion that you want. At firsl, no
doubt, you'll use the databases
the game gives you but soon
you'll want to create your own.

The program allows you 1o
do this, simply and easily. It
also lets you adjust the ones
you already have, so you can
throw in the odd unexpected
object to cateh out & know-it-
all.

It's fascinating to use snd
can be anything from an
intfiguing game: to an edu-
cational tool., The range is
enormous. The Acorasoft
cassette gives a database that
cen be used for A-Lewvel
biology students. I'm working
on one using words from my
daughter's school books.
You're onby limited by your
imagination.

The instructions you get are
complete and easy to follow
and the whole package
professionally produced.

If you're looking for 8
program that's both different
and enjoyable then this is
worth considering. Even f it iz
educational! Eileen Young




HAVE you tried using any of
the sounds from "Sounds
Exciting” yet? If you haven't,
you should. It's fun and guite
easy to do.

Let's take the factory sound
from the second issue of
Electron User,

Under the picture of the
hammer and the machineny
you have:

=L THERS o e

ENVELDRE §.5.0.720, 8,000, 0.0

UL samgdra'ypmaedilgt ot

foL foE 158
dED e dddeddd

To make the sound all you
have to do is to type these
letters and figures inte your
Electron, Don't forget to press
Return!

The SOUND command and
the figures following it 1ell the
micro to make the noise, The
ENVELQPE command with its
attendant figures controls the
type of noise made by the
SOUND command,

One thing to make clear
is that the ENVELOPE
statement must be typed in
before you type in the
SOUND statement. This is
fairly logical it you think about
it, because for ENVELOPE to
modify SOUMND it must come
before it.

Putting in the SOUND

before the micro has been told
which ENVELOPE 16 use just
results in a puzaling silence,

Happily once vou've
entered tha ENVELOPE state-
ment the Electron will remem-
ber it and use it to modify the
SOUND statement whenever
it is used. However, don't
sxpeot it to-be remembared
after you've switched off!

You can also use the
commands in a program but
remember that there must be
an ENVELOPE statemant
before you can use the
SOUND command 1o make a
noise.

Suppose we want 1o use
the wailing bugs sound effect
frorm issue one, All we do is put
them in our program by giving
them line numbers such as:

20 SIUND

Naotice that the ENVELOPE
statement comes first, After
this, however, you can use tha
SOUND command and it will
automatically refer back to the
correct ENVELOPE., You
ngedn’t use it again.

It can do this because each
SOUND command is linked to
its ENVELOPE by a label. The
label is the number that comes

SWALLOWED

|00 80D

- 475,128, 4e8

TAVELOPE
1k, T
UKD 144,473

immediataly after the
ENVELOPE command,

In the factory sound the
number is 1, in the wailing
bugs itis 4. You can have up ta
16 ENVELOPES labelled in
this way.

When the Electron comes
across a SOUND command it
checks to see whether there is
an ENVELOPE label attached.
Thisis the number that follows
the first comma in the SOUND
statement. I1t's 2 in the case of
the factory noise, 4 for the
wailing bugs. The micre then
abeys the SOUND command
but modifies the. noisa it
makes by using the
ENVELOPE with the same
number.

Try the program on the right
which contains the twao
ENVELOPE statements we've
already come across. They are
used to alter sach of the
SOUND commands we met
earlier.

The wailing bugs SOUND
command is modified by its
own ENVELOPE statement
and then by that of the factory
sounds. Then the factory
sound is modified by each of
the ENVELOPE statements in
furn,

IN ONE!
GULP

10 ENVELOPE 4,4,-1,1,0
:20,20,0,126,0,0,-126
128,128

20 ENVELDPE 1,
1200,0,0,12
126,12

30 OLS

§6 PRINT "PRESS 4 LETTER
KEY"""FOR THE NEXT SOUND

S0 A$=BETS

50 SOUND 1,4,200,100

70 4$=BETS

80 SOUND 1,1,200,100

90 A$=GETS

1GG SOUND 0,1,1,50

110 AS=6ET$

120 SOUNB 0,8, 1,50

20,8

E‘Ii
8,0,0,-12¢

All we've done is to change
the labels on the SOUND
commands 50 that they use
bath ENVELOPE statements.

By swapping the labels in
the S0UND sommands you
can wuse any of the
ENVELOPEs we've given you
with any of the SOUNDs -
sometimes with surprising
results!

it's up to you and yvour
Electron. Sounds exciting!




g 3 AVAILABLE FROM W.H. SMITH

Enemy Cylons on rlu
uﬂscraanradar.F hahh

energy laser bolts when th BOUNCER £8 ARCADE GAME sHHmmNG PROFESSOR £8
into range. Protective shiel s gw&%’;@ SBEESOUS bt ey nchhanhow ars v gon s e
against thair missiles. Backtothe " : oo o e

[ﬂn ADVENTURE GAME A teautitul
act agal n. princess walls for you 1o Sive her HJ.-I'IL:I-m PLANES £8 ARCADE GAME"

can you get into the castie? The chees isad  Fas! or slow, skill and spead ans neaded 1o
you fo the hidden guarded prison beat the anemy aircralt attack.

AVAILABLE FROM YOUR LOCAL DEALER AND MOST COMPUTER BOOK SHOPS
ALSO AT: JOHN MENZIES, *W.H. SMITH (STARRED ITEMS ONLY)

DIRECT FROM MAIL ORDER DEPT. Tel: {0706) 341111
FREEPOST AND PACKING. PLEASE SEND ME A COPY OF CYLON ATTACK

TOTAL CHEQUE/P.O. ENCLOSED OR CREDIT CARDNUMBER _____

A&F so:%

I.Initl, I:anll Side Industrial Estate,
Street East, Rochdale, Lancashirs OL16 5LB.
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