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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.
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Pleasesendme .................. copies of your Please indicate method of payment () :
Electron videotape at the special price of £19.95 O Access/Mastercharge/Furocard |
(including VAT and P&P).Total: £ ........cc0000 O Barelaycard/Visa |
Please smate format required O VHS O Betamax 01 American Express :
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Electron User'’s growing up!

NEXT month Elec-
tron Userleaves the
shelter of The
Micro User's pages
and starts life as a
big magazine in its
own right.

It's going to have
all the features
you've grown to
expect — but lots, lots
more. We promise

you a magazine
packed with pages of
colourful, exciting list-
ings. Plus frank
raviews of all the
books, software and
hardwara now being
produced for the
Electron.

This first indepan-
dent issue will sea the
start of two major
sories aimad speci-

fically at the beginnar
— one on Electron
Basic, the other on its
graphics abilities.

Howaever, wa
won't be ignoring
those of you who are
a little more advan-
cead.

Eflectron User will
be covering all
aspects of the micro
from how it works to

Runaway success
for the Electron

ALL over the country demand for the
Electron is exceeding supply.

Acorn are being very tight-lipped about the
number they are actually producing but it is
certainly not enough to satisfy everyone who

wants one.
Dealers across the
country are desperate

for Electrons.

“| can sell evary one |
can get my hands on”,
gaid one,

“I've had one delivery
and it nowhere near
satisfied my waiting list |

“l haven't even got
one for my nephew and

my wife's none too
pleasad about that”.

More evidence of the
phenomenal inferest
comes from Leeds.

Whean the local W.H
Smiths announced that
Electrans would be on
sale at their new com-
puter shop the result
was amazing.

with Basic 1.

INPUT statamaents

|Pages 8-9)

ALL the programs in this month's Elactron
User should work on a8 BBC Micro 1.2 0S

Combinations {Pages 6-7) will work with
Basic 1 if you change the semi-colons in the

leave them out). Howewver, Microcosmic
won't work with Basic |.

to commas (or even

People started
gueuaing the night
before — even camping
outside the shop. As it
was, nol everyone was
successful.

W.H. Smiths was as
forthcoming as Acorn
about the numbers of
Electrons being
produced. However
their spokesperson
could be drawn about
the demand for the
micro.

“The Electron is
almost embarrassingly
successiul, It"s awful not
being able to satisfy
avaryone who wants
one”, he said.

Hopefully the situ-
ation should improve in
the new year when
Electrons will be avail-
abla from three coun
tries — Malysia, Indo-
nesia and Walps.

how to get it working.
Our experts will be
revaaling for you the
full potential of this
amazing machine,

We are determined
to ensure that Elec-
tron User will become
the naxt bast thing to
your micro — the add-
on that no Electron
user will want to bea
without.

THE sideways ROM
board from SIR com-
puters was recently
demonstrated at the
offices of The Micro
User.

The prototype board
had room for eight
sideways ROMs.

Paul Kathro, the
firm's technical director,
said: "Eight ROMs were
chosen in order to leave

room far sockets in-
volved in our later
expansions, such as a
printer and R5423
ROMSs",

Paul disclosed that in
his investigations of the
ROM system on the
Electron he'd discovered
that the Basic is actually
split between two
ROMs.

And the keyboard
itself is treated &s a
sideways ROM.

Unfortunately, the
lack of Mode 7 on the
Electron restricts the
number of BBC Micro

To make sure you
get the first issue —
available in mid-
January — place an
order with your news-
agent NOW.

Or bettar still, take
out a subscription and
yvou'll get your copy
every month hot off
the press. Thera's a
subscription form on
Page 31.

Sideways ROM

board on show

ROMs transferable to it.

At present View,
Edword and HCCS Forth
run succassfully on the
Electron.

No doubt, with the
launch of SIR's board,
many companies will ba
ancouraged to adapt or
create ROM-based
softwara,

electrousg

| Electron User welcomes
| program Rstings and arti-
gles for publicatian.
Listings should be
accompanied by casselle
tapa or disc.
Send 1ol
Electran Usar, Europa
Houssa, B8 Chestaer
Road, Hazel Grove,
Stockport SK7 SNY.
Electron User iz an
| independent publication,
| Acarn Computers Lid are
not responsible for any of
the articles in this iS2us, oF
for any of the opinfons
BxprEssed

& 1983 Database
Publications
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THE kaleidoscope was invented
more than 150 years ago. There
are several types which differ
slightly in detail.

However, the essential feature of
all is a basic random pattern, possibly
produced by pieces of brightly
coloured glass, which is reflected in
mirrors to form symmetrical patterns
of considerable aesethic appeal.

Of course, once tired of
one pattern, a little shake
and there is another!

A commaon type of kaleido-

LOREN KALEIDDSCOPE

20REM (C) ELECTRON USER

JOMODE!

40PROCinit

J0PROCpagel

&0PROCpage2

TOMODE 2:VDUS:CLS

BOCY=RND(7):VDU 19,0,CY,0
W00

Q0FDR L%=1 TD &

100PROCcalcs

{108COL 0,RNDI(TY

120IF 5$="R" THEN KI=1:G0T
0 140

|J0FOR KE=1 TO 7

1A0VDU2%, XCL KT : YCL (KX) 3

{S0PROCtriangles

160IF S$="A" THEN GOTOQ 180

|TONEXT KX

1BONEXT LY

190PROCtera

2001F BY THEN GOTO 70

210MODET

2Z20END

70

ZA0DEF PROCEIt1e

250VDUL9, 1,5 0517,3,2;0; 31
+8,3: COLOURL

250PRINT"##4# KALEIDOSCOP
E ##i3 °

270VDU 31,8;4:COLOURT

JE0PRINT"###¢ KALEIDOSCOP
E st °

J20PRINT"##2% PATTERNS ###
' L]

J30ENDPROC

JA0DEF FROCpagel

JS0PROCE: t1e: COLOURZ

ISOPRINT TRB(3,15);"This p
rograa operates in TWO modes

J70MD0 31,5, 19: COLOURT

JBOPRINT*MODE A....A singl
e large pattern®

J50vou 31,3,22: COLOURY

A00PRINT"NODE B....Multipl
e patterns®

410VDU 31,3, 25:COLOUR2

420PRINT"SELECT the patter
n MODE you reguire”

430V0U 31,9,29

L40PRINT by PRESSIME key A
0R B"

450%F121,0

A605$=6ETH

ATOIF SH="4" OR S§="R" GOT
0 480 ELSE 8OTO 430

4BOFOR [X=1 TO S00:MEXT IX
H'T)

490ENDPROC

S5000EF PROCpage?

S10CLS

S20PROCtit1e: COLOUR2

SI0V0U 31,4, 14:FRINT"WHEN
EACH PATTERN IS COMPLETE®

JAOVDU 31,10, 16:PRINT"SELE

roduce another pattern®
S70VDU 31,4, 20:PRINT"Press
key 'C'"
S80vDU 31,10,22:PRINT"to C
HANGE pattern mode"
S90VDU 31,4, 24:PRINT"Press
key ‘T'"
6OOVDU 31,10,25:PRINT"to T
ERMIMATE prograa®
b1OVDU 31,4,28:COLOUR2:FRE
NT"PRESS THE®;:COLOUR1:PRINT
* SPACE BAR";:COLOURZ:PRINT®
1"
&20VDU 31,8,30:PRINT"PRODU
CE THE FIRST PATTERN *
bIOFS=GETS1IF F4{)" "THEN
BOTO &30
S40ENDPROC
450
650DEF PROCinit
A70DIN X3, 31,Y(3,30,0C1(7
}LYCRUTY
BBOFOR [X=1 TO 7:READ NCX(
1%, YO (T} aMEXT
BRODATA 640,514,370,954,91
0,794, 1180,514,910,34,370, 34
100,514
TOOSCALE1=250: SCALE2=400
T10ENDPROC
120
130DEF PROCcalcs
TAOIFS$="A" THEN SCALE=SCA
LE2 ELSE SCALE=SCALE!

11 =R#3IN(THI
TBOXH=X(1,J%)/2: 1V=111,31}
0, 864
THOYH=Y (1,380 40, Bhbs YV=Y (]
i) f2
BOOX (2,2} =YH+IH: Y 2,0%)=-
YV+IY
BIOK (3. JR)=YH-XHs ¥ (3, 0%) =
-1y
B2ONEXT
EI0ENDPROC
B40
ESODEF PROCtriangles
BLOFOR I2=! 7O 3
B7OMOVE XX, 1), ¥(IX, 1)
BEOMOVE XCIX,2),Y(IX,2)
890PLOT 85, X(1%,3),¥Y(12,3)
SOOMOVE -X(1%,1),Y(I2,1)
910MOVE -X(1%,2),Y(11,2)
920PLOT BS,-X(1X,3),Y(1%,3

SIOMEXT

R40ENDFROC

930

9500EF FROCtera

RI0FFILE, L

98067 =0: B$=EETH

9901F B$="T" THEN ENDPROC
1000IF B§=" " THEN GX=1:END
FROC

1010IF B§="C" THEN BOTO 102
0 ELSE BOTO 870

1020IF S§="A" THEN S="B" E

290VDU 31,11,9:COLOURL CT ONE OF THE FOLLONING® 750FOR J1=1 T0 3 LSE S§="A"
JOOPRINT"##4% PATTERNS #1s 550VDU 31,4, 18:COLOURI:PRI 7T40R=SCALE®RMD (1)1 TH=1.047  10306=-1
WL NT*Press the 'SPACE BAR'" #(RND(1)+0.5) L040ENDPROC
. J10VDU 31,11,10:COLOURS S40VDU 31,10,19:PRINT*to p 770X (1, J%1=RECOSITHI Y (1,J
=11
{l- -'--lr
L



Create

a colourful

kaleidoscope

A fascinating and inspiring program

by GWEN and ROY COLLIER

scope consisted of three
similar mirrors joined at their
edges so that the cross-sec-
tion was an equilaterial tri-
angle

This program given here
simulatas the patterns
produced by this kind of
instrument.

The basic patterns
producad within the triangle,
together with five reflections,
is @ hexagonally symmetrical
pattern which can be viewed
by selecting MODE A from the
MEanL.

MQODE B, on the other
hand, shows maore reflections,
giving a field of view which is
similar to part of a8 wallpaper or
fabric design.

Naturally, the construction
of the basic pattern relies
much on the RND number
function.

Lime B0 replaces the black
background with a randomly
selected colour, while ling 110
selacts a colour for each of the
basic pattern componants,
which, for simplicity, are tri-
angles.

The verticas of each triangle
are randomly generated in line
760. This produces the polar

co-ordinates of a point in the
triangle shown in the diagram.

These are then transformed
into cartesians in the naxt linge.

The remainder of the
PROCcalcs calculates the co-
ordinates of two corres-
ponding reflected points 1o the
right of tha Y-axis.

The reflected points to the
laft of the Y-axis ara easily
obtained by simply changing
the sign of each X co-ordinate.

This is done in PROC-
triangles when the triangles
are actually drawn.

For those who like to
experiment with their own
modifications to programs
here are a few suggestions.,

After some exparimen-
tation we have deliberately
aliminated black from the
colour palette, If you would
like to include it, you will need
another suitable VDU 13
command on line B0,

Each basic pattern consists
of six coloured triangles. If you
would like to experiment with
maorg or less you should
change '6°, the loop termina-
ting parameter, in line 80,

It is rather annoying when
the last triangle in a pattern is

~ P i somewhare
Bt im this triangle

=

a large one which blots out a
very pramising pattern.

There are various strategies
which can be employed to
avoid this, For instance,
SCALE (line 760) can be
reduced as the variable L%
INCreases,

Tha kaleidoscope was
ariginally exclusively produced
as a toy. However, it has also
had more serious applications
as a source of inspiration to
designers.

We ara sure that after
viewing a few of the patterns
created on your Electron the
reason for this will becoma
avident.




10 REN COMBINAT IONS

30 REM by Pete Bibby
40 Mope |
a0 You 19.1,4;0:
+COLOUR |
sCOLOUR 130
&0 vpu EE.I;G;D:ﬂ;ﬂ;
0 CLs
{PROCinstryce
B0 REPEAT
90 PROCinit
100 PROCscreen
110 PROCquess
120 UNTIL FALSE
130 ENp
140 DEF PROCinj ¢
130 countsg
180 (Ls

210 blantl=STEIHﬁlilﬂ
l. .j

220 ENDPROC
230 Dber PROCscragy
240 PRINT TAB(18,8) "

230 PRINT TAB(20,8) *¢+
260 PRINT TAB(22,8) *y*
270 EMDPROC

280 DEF FROCquess
Returp®

8any hundreds are
there®:y4

310 IF vaL (x§)¢0 DR

VAL (x$))9
THEN 8070 300

320 PRINT TAB(18,10) xg
330 PRINT TABLO,3) bl anks
IPRINT TﬂBiJ.!?i:hIaniI
J40 PRINT TAB(3,17)* Enter
4 nusber and press

Return®

150 Ineyt TAB(3,3) *How
Bany tens are there®;ys

350 IF yaL Iy$140 DR

REM (C) ELECTRON USER

170 ag=51R% (RMDL10) -1)
180 bé=STRS$ (RND(10) -j)
190 c4=518% (RND(10) -1)
200 target number$=afspgics

iPRINT TAB(18, 10) "7+
iPRINT TREE?D.JDJ'?'
tPRINT TABI22,10) "

290 PRINT TAB(3,17)" Enter
4 nusber and prese

300 Input TAB(3,3) *How

VAL (y$))9
THEN goTO 350
370 PRINT TAB(20,10) yé
380 PRINT TAB(0,3) 1Bl anks
tPRINT TRB(3,17):b)anks
390 PRINT TAB(I, 17" Enter
a4 nusber and pregs
Returp®
400 Iwput TAB(3,3) *How
Bany units are there";
b 7
£10 IF waL (z8)¢0 OB
VAL (28139
THEN 60TD 400
§20 PRINT TAB(22,10) »8
430 PRINT Tﬁﬂfﬂ;li:hlantl
tPRINT TﬂEtﬂ.lEJ;b!ant!
tPRINT TﬂEIS.I?J:hlink#
§40 FRINT TAB(3,31 "Dy
¥ou want to cherk
this nusber*
430 InPUT TAB(3,5) *Enter
Yor N and Press Retyr
n'trialg
440 PRINT TﬂBfﬂ.EJ;blinti
!PRINT Tﬁﬂtﬂ.El:hllnki
470 IF trialg=rys OR trials
.-l-rl
THEN Fﬂﬂtchl;k
ELsE FRINT TAB{G.IQ!:DI
anks
tPRINT TRB(18,10) %7+
TAB(20,10) %>+
TAB{(22,10) "7
tPROCquess
480 ENDFROC
490 DEF PROCchack
500 count=count+]
S10 IF ageyg AND bg=ys
AND c=p¢
THEN PROCKin
ELSE PROChint
520 ENpeROC
330 DEF FROCKint
40 IF asexs
THEN PRINT ThBi18
21%)
550 IfF b$(ys
THEN PRINT TAB(20
1121.:’.
380 IF eg(zg
THEN PRINT TAR(22
112}

370 IF adys
THEN PRINT TAB(1g
121
380 IF beyys
THEN PRINT TRB(20
SVILL
590 IF ckizg
THEN PRINT TRB(22
121%e
B00 IF ap=xg
THEN PRINT TABi 18
12) "=
610 IF bg=yy
THEN PRINT TABI(20
2 2}l=l
620 IF c$=14
THEN PRINT TAB (22
1 [2) "=m
630 PROCquess
640 ENDPROC
630 DEF PROCwin
840 CLS
aT0 PRINT TﬂBrIS.IDJ'EﬂHERﬂ
TULATFONg"
&80 PRINT TAB(15,12)" The
answer jg5 *
590 PRINT TABI21,14) target
husbers
700 IF count=| PRINT
lﬁB:ED.?ﬂl'Luck!'
ELSE PRINT TAB(15
1200 "You togk “icount:
* goes,*
710 FOR ¥=y 0 2000
INEXT ¥
tCLs
720 ENDPROC
730 DEF PROCinstryct
T40 PRINT TAB(13,3) "COMBIN
ﬁT!ﬂHE'TﬂBIIJ.#J'ifilli
FERERE
150 PRINT TABL2,8) *The
Electron wi]] "think"
of 1 three"Tag(2
00 *figurs number,
It will then dispiay®
160 PRINT TAB(18,12) *»
7 P*TAB(2,14) %qn the
Streen and wait fgr
¥our guess, "
170 PRINT FAEt?.IﬁJ'ﬂfter
Bach cuess the micro
Mill tell*TAB(2,18)

PUZILE THIS ONE

"vou whether the fiqur
B You enterpg®

180 PRINT TAB(2,20) *are
too high gr too low,
If 15 TAR(2,22)

"too low then ¢ the
‘less than: sign®

790 PRINT Tap (2,24) *appe ars
below that nusera] ,
5hauinq'TﬂHE2.2&}
"that the figure yoy
Picked is gsg"

BOO PRINT TAB{E.Elk'ippnars
below that fnumeral,
showing*TAB(2, 24)
"that the figure yoyu
Picked is Jpger

B10 PRINT TABI2,28) *than
it should pa,

B20 For delay=| 10 Bogp

INEXT delay
iCLS

BI0 PRINT TAB(13,3) "COMBIN

ﬂTIDHS'TﬁEflI,l}'iiiiif
HHEEEE"
B40 PRINT TAB(2,8) "Similar
Iy 1f the fioure jsg
too high"TAR (2, 10)
"} the oreater thap
sign will appegr®

850 PRINT TAB(2,12) "below

it.*

Ba0 PRINT TAB(Z, 14) 14
the fiqure js the
right one then*
TAB(2,18) *an Bquals
Sign = will pe display
ed.”
870 PRINT TABF?.!E}'Fuu
Can then have dnother
un.‘TﬂifE.zﬁJ'The
Electron js keeping
count and -
B8O PRINT TAB(2,22)*wi])
tell you how Bany
Qoes you take®
B90 PRINT TRB(2,24) "¢
Quess all thrge digits
correct]y,*
R00 FoR delay=! To gogg
tNEXT delay
tCLS




Our...

COMBINATIONS is a pro-
gram that turns your Elec-
tron into a puzzle machine.

It puts a secret numbear
on the screen hidden under
threa quastion marks.

Your job is to guess the
numbar.

Your Electron will give
you hints but when — or if —
you actually get the right
numbear you'll also ba told
how many goes you took!|

It's compulsive and fun,
a game for the kids that

@

1 Send your application, together
with examples of your work to:

The Editor, Micro User, Europa House,

&

® Can you write intelligible English?
® Can you create brilliant programs?

® Are you capable of working
f with a bunch of lunatics?

| Yes, you've guessed —we need an editorial
assistant at Micro User and Electron User!

68 Chester Road, Hazel Grove, Stockport SK7 5NY.
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MICROCOSMI
... MODELS -

WELL, not only do you have
an Electron, but with Orbit we
give you several more

No. not free micros but an
animated model ol how the
sub-atomic  particles called
glectrons spin round the
centre of the atom.

You get models of the
Hydrogen, Helium, Beryllium,
Carbon and Oxygen atoms
displayed on your screen for
you to wonder at and to
amaze your friends.

While you're gazing at the
sgreen you might notice that
as the number of orbiting
electrons goes up the speed
goes down,

This illustrates one of the
sad facts of using a micro —
the more you want on the
screen the slower things tend
to go.

In arder to speed things up
integer variables such as P%
and J%, are used as much as
possible as these help the
micro work more guickly.

“But”, the more know-
ledgeable might ask™, if you're
so0 concerned with speed why
the delay loop in line 3607

A good guestion. The
answer is that it's there to
smoath out the mation of the
electrons. Leave it out and the
amimation will mowve at full
speed.




REM Electron arbit
) PROCinitial
) MODE 5
VOU 28,6,30,15,29
0 VDU 29,840:512:
6LOL 0,3
sPRINT "HYDROGEN"
+¥OU 5
sPROChuclean (-32,32]
i FROCarbitil)
40 PROCHauc!eusi-12,32)
WU 4
sPRINT " HELILM®
$V0U 3
70 PROCarbiti2)
FROCHAucl eus(-%4,54)
VOU 4
sFRINT “BERYLLIUN®
tVOU 5
90 FROCorbitid)
PROCHnuc ] eus i3z, b4l
WOl 4
RINT * COARBON®
b 5
aroitisl
Haecleusi-32,94)
Tl 4
sPRINT * OQUYREN®
sVOU §
FROCoroit L8]
END

DEF FROCoucieantdl.¥%i

HOVE K%L, YE
NI 240
tMOVE X1,YE-32
+WOU 241
ENDPROC
DEF PROCHnuclews(XY
, 1L
BCOL 0,3
:FROChucleon (XL, Y1)
GCOL 0,1
1 11=11-32
1I=Y1-12
+PROChucleon (XL, VL)
11=11+54
1PROCaucieond{ XX, Y1)
goOL 0.3
1 11=11-32
$11=¥1-32
sPROChucleoni{IX, Y1)
EMDPROC
DEF FROCarbit (NI
6COL 3.2
FOR JI=0T0 Wi-1
KOVE PL(JY,0,1),PTLIT
0,21
WOl 242

280 NEXT

UNTIL INKEY (0r=32

FOR d2=0T0 Ni-1

b MOWE PIOIR.A0.10 PRI

A2

VDU 242

10 NELT
0 ENDFROC

3

0 L5

(FRINT THB{O, 040 ° 1t takes
about 30 seconds to
initialise the array.”

LT 40,2]
=070 440
=500#C05 (IYePD /200

1¥=250¢5IN (13#F1 /201

A=ATH (YIX)

1IF K40

THEN A=A-P1

F=50R (IeL+Y#Y)

FOR J2=0T0 7

PE(JL, 1%, L1=R+COS (A+JL1e4

] F

sPLIJY, T, 21=Re5IN (A+JL#

4|

IF Jic2

THEN PLOJX,IT,2)=PTLIL

1L, 2112

tPLLIE, 1T, 1 =PRLIT, I

12

NEXT

s NEIT

s4FI1S, 1

PRINT *It 1s ready, press
space to continue.”

sREPEAT UNTIL INKEY (01=32

0 YOU 23,240,80,80,126

40

a7

580

570

1126,235,253,1255,255
VOU 23,241,255,235,253
293, 126,126,60,60
WDU 23,242,24, 24,60
+60,60,60,24,24

WOU 25,243,24,24,460
160,52,60,24, 24
EXOPROC




After Sunday dinner
settle down and

challenge

S

HAVE you ever played the
children’'s game Simon
Said, or its electronic
reincarnation, Simon? Well
hera's a version of the
game for your Electron.

The idea of the game s
that the screen is divided into
quarters,

Each of these is used to
display a different colour and
each colour has a different
note associated with it.

Tha quarters then light up
in a random order, though
only one appears on the
screen at a time.

After lighting up the
various parts of the screen —
with appropriate noises — the
Electron then dares you to
copy it

You have to use the key-
board keys to reproduce the
sequence in the right order.

At first it's easy because

10 REN SINON
20 REM (C)ELECTROM USER
J0 #F14,1
A0 DIN BX14),NRI200)
50 LTHI=0
1MODE 2
b0 FOR Li=1TO &
sREAD BRILE)
10U 19,6%(L%),0,0,0

70 FOR LX=1T0 4
tREAD AQH1E|9
:VOU 28,4,B,C,0
+COLOUR BEILY)
sCLS
1HELT

BO VDU 5
s6C0L 0,134
tMOVE 400,500
{PRINT "R=replay"
tMOVE 400,500

there’s only a few in the
serias, but it does gat more
complicated.

When it's not driving you
mad it's great fun! If you
make a mistake you go back
to the beginning again.

While the game gets pro-
gressively harder, you'll find
that using the keyboard to
type in your replies is easy.

tPRINT "5=start”
tMOVE 400,700
tFRINT "E=end"
VoU 19,4,4,0,0,0
:IF INKEY (-35]
THEN 110
ELSE IF INKEY (-B2)
THEN 140
ELSE IF INKEY (-32)
AND LTHECHD
THEN 109
ELSE 70

100 vou 19,4,0,0,0.0
tDELAYZ=1000
tFOR BY=1TO LTHX
t13=N1(BR)
t FROCSQUARE
tNEXT
607D 90

110 DELAYY=100
¢FOR 1¥=170 4
t PROCSRUARE

Key A corresponds to the
top left of the screen, key S to
the top right, key Z the bottom
left and key X the bottom
right.

Suppose the Electron lights
up the top left of the screen,
then the bottom right. To copy
it you press A thean X.
Suppose that it then adds the
top left of the screen (again)

sHEXT
tFOR LI=1T0 400
1HEXT
tMODE &
iPRINT *°
1EFK1S

120 #F)4

130 END

140 VDU 1%,6,0,0,0,0
iLTHE=0

150 FOR L¥=1T0 1500
sHEXT
sDELAYE=800
1 1L=RND (4)
sLTHE=LTHE+
IREILTHY =X3
tFOR BY=1T0 LTHY
tXL=NL(BY)
{PROCSEUARE
1NEIT
$FOR BY=1TD LTHY
1#FE1S

to the sequence. To copy it
you must press A, X, then A
again.

S will start the whole thing
off, R will replay the segquence
for you and E will end it.

Anyway it's much easier to
play than to write about so
why waste your time reading
this when you could be gett-
ing on with the game?

160 TINE =0
170 AS=INKEYS (1)
tIF A$=""AND TIME (200
THEN 170
ELSE IF TINE »200
THEN Bi=300
160TD 240
180 ON NX(BX)BOTO 190 ,200
1210 220
190 IF ag="p"
THEN Xi=1
16070 230
ELSE Bi=300
16070 240
200 IF Ag="5"
THEN X¥=2
1B0TO 230
ELSE BY=300
1G0TO 240

® TurntoPage 12




DO interest ratas puzzle
you? Would you like to
know just how much
you'ra actually paying for

the things you buy
credit?

and even easier to use.

By MARGARET JAMES

Electron User comes to
your aid with this helpful
listing. It's easy to typa in

on

(_'H]L‘H ACCOUNT IS RS FOLLOWS
TO BE PAID IN 5 YERAR/S
INTEREST RATE

TOTAL IMTEREST

MONTHLY FAYMENTS OF

TOTAL COST

\Eﬂ‘n‘ HORE (Y /H)?

N

18.00%
£58.08
£2,58

£158 .80

J/

10 REM ##MARGARET JAMES#

20 REM ## H/P INTEREST #2

75 REW ## (C) ELECTRON
USER ##

30 MODE &

40 COLOUR O

50 COLOUR 131

&0 VDU 23;8202;0;040 170 E=6/D "TAB(28) "E"jC#D *TAB(28) "C*;6
70 PRINT 180 PRINT "HOM DO YOU WISH 280 IF H$ = *1° I40 PRINT
80 CLS 10 BAY?" THEN 320 $PRINT
90 PRINT °“THIS IS & PROGRAM 190 PRINT "ENTER 1 FOR MONTHL ELSE 290 PRINT
TO WORK OUT INTEREST" ¥ 290 IF M§ = '2° 370 #L=10 _
100 PRINT *AND COST OF ANy 200 PRINT "ENTER 2 FOR WEEKLY THEN 340 380 INPUT "ANY MORE(Y/N)"
LOANS YOU WISH TO HAVE® . 300 IF M§ = ¢ "1°0R M$ = Nt
110 PRINT 210 INPUT M§ b i 350 1F R¥="y*
120 INPUT *COST OF ITEM "A 220 CLS THEN BOTD 310 THEN RUN
230 PRINT """ YOUR ACCOUNT 310 CLS 400 END

130 INPUT "INTEREST RATE
18

140 INPUT "HON MANY YEARS
NILL YOU NEED TO PAY?
0

150 C=A®(B/100)

150 B=ICeD)+A

15 #S FOLLONS *

240 PRINT “* 10 BE PAID
IN *:D;* YEAR/S"

250 81=131594

240 PRINT ‘" INTEREST RATE
*“TAB(28) ;B*1"

270 PRINT ** TOTAL IMTEREST

16010 190

320 FRINT ‘" MONTHLY PAYNENTS
OF “TAB(28)"L"jE/12

330 60TO 330

I40 PRINT ** WEEKLY PAYMENTS
OF “TABI28)"L*;E/52

350 PRINT * * TOTAL COST




CYLON ATTACK
A &F Software

PICTURE it. You're tha only
interceptor pilot on board an
Earth supply ship, The alarm
goes. The Cylons are attack
ing, wave aftar relentiess wave
determined 1o stop you getting
through.

You launch into space away
from the safety of the mother
ship to try and destroy as many
of the enemy as you can before
vour shields give way or your
fual runs out,

Your eyes search the long
range scanners for a glimpse
of the enemy before they

-

stoop to attack, curving and
weaving to avoid your defence
systems.

That's the scenario for
Cylon Attack, the compulsive
new game from ARF
Software. You play the part of
the interceptor pilot, strugg-
ling to get the Cylon ships in
your sights so your |asers can
lock on to tham,

Software

THE COLUMN THAT TAKES A LOOK INSIDE THE LATEST RELEASES

This space action
game is outstanding

The screen of your micro
becomes the view from the
cockpit. Ranged around it are
the instruments. They show
the state of the lasers, your
fuel, your rates of turm and
gpin, and a long range radar
SCANner

This scanner I8 not just
decoration., but really helps
you to track down and destroy

Fun and fund-raising-
fates for fétes

HOROSCOPES

Third Program

IF you're like me you'll realisa
that all horoscopes are a load
of rubbish and that no one in
thair right mind would believe
tham

This doesn't, however, stop
me reading them avidly,
espacially when they say nice
things about my star sign and
promise a rosy future

From this you'll understand
that | was hooked as soon as

Horoscope came into the
office

I lpaded it up all sager
expectation, but sadly | was a
little disappointed as | found it
rather limited

Despite the title you don't
actually get a forecast of the
future, just a description of
your personahlity trans

When you run the program
it askes you for your name,
date of birth and sex. and then
prints out the personality
profile of your star sign. All
interesting stuff and good fun

The trouble is that the
profile for each star sign s the
same whichever sex you are
and whatever day you were
bom on.

This means is that there are
only really 12 profiles, ane for
gach sign. This makes it fairly
limited for home use,

Having said that, the pro-
gram |ooks ideal for fund-
raising at fetes, jumble sales
and school open days. | can
sea it making a fortune for
good causes.

Peter Gray

the enamy. The 3-D effect has
to be seen to be believed: the
aliens loom out of deep space,
growing larger as they
approach to attack distance.
The game is quite simply
excellent, with lots more
features than can be described
here. The graphics leave most
other games standing. And, as
usual from ARF. the instruc-
tions are simple but thorough,
The only problem Is that |
can't find anything about it to
criticisa. It really is that good,
and sets the standard by which
action games will be judged.
Thoroughly recommended.
Trevor Robarts

Tackle

FELIX IN THE
FACTORY
Frogram Power

YOU know what it's like — you
go into work for your shift and
no ane else has turned up 50
it's all laft 1o you. Again
Wall that's what's facing
you as you play the part of

Simon listing From Page 10

230 DELAYX=230

210 IF A$="1"
THEN X%=3
tE0TO 230
ELSE BY=300
tEOTD 240

220 IF Rs="1"

THEN Ni=d

16070 230

ELSE B1=300

tEOTD 240

t PROCSELIARE

240 HEXT

tIF Bi=30l

THEN FOR L¥=30T0 100
STEP 2

¢S0UND 1,-15,L1,1
sSOUND 1,-13,100-L%
il

tNEXT

t6070 90 tNEXT

ELSE 150 270 VDU 19,BY(XLD,0,0,0
250 DEF PROCSOUARE 0

tVDU 19, B0X%)BRINN) tFOR Li=1T0 70

«0,0,0 TNEXT

t50UND 1,-15,100+(X%%5) +ENDPROC

ol 280 DATA 131,132,129,130
260 SOUND 1,-15,100+(X%#10) '0,14,9,0,10,14,19,0

| ,0,30,9,15,10,30,19

{FOR LE=1TD DELAYX B ]
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Fgr.fr'x in action in the factory —
oifing the wheels of industry

gremlins and
giant mice

Felix, tha hero of this game.

Your main job is to keep the
generator oiled.

Easy enough, but the
previous shift has left the oil
cans all over the factory and
you have to collect them
before you can oil it and keep
evarything running smoothly.

This is whaore the work
comes in.

The factory is a split level
affair, the different levels being
joined by ladders. Before you
are able to collect the oil cans

you have to negotiate a
Eail:kagfr-canving conveayor
alt.

It doesn't help that the
place is infested with Gremlins
and giant mice which atnack
you without warning or provo-
cation,

: Of course you can use the
pitchfork and the bags of
poison that are lying around

the place to ward them off but
all this takes time and the
generator is running out of oil
avéry second.

And when you've suc-
ceeded your only reward s a
still hardar game!

It's not esasy but it is fun, a
fast game calling for quick
reflexes and a sense of humour
85 you keap production flow-
ing.

Tha instructions are clear
and adequate, the controls
simple and easy to use. The
program’s sound and graphics
use the Electron’s capabilities
to the full

All-in-all it's a good version
of an old idea, and children
Inw_g it. If you want an amusing
action game for your Electron
then Falix in the Factory is one
to be considerad.

Eileen Young

The Electron Programmer
S.M. Gee and Mike James
THE launch of a naw
micro ahways results ina
rush of books about it.
The choice can bacoma
quite bewildering.

This is especially so in the
case of the Acorn Electron as
it's so ideally suited for a first
MICro.

This means that a lot of
the people looking for books
about it will have no previous
experience to help them pick
a book to meet their needs.

Bacause of this the
appearance of The Electron
Programmer is doubly wel-
comea.

Firstly, it's a good read
about an excallent micro and
sacondly it's 8 book which |
can wholeheartedly recom-
mend for the baginner.

[t starts with the usual
“ywhat is a micro and how do
you sat it up?” It then goes
on to the inevitable PRINT
and LET.

All this is pretty traditional
but then the authors break
the mould

They move straightontoa
discussion of looping and
choice. showing how the flow
of control can be affected by
the Basic structures usedina
program.

The chapter an
procedures and functions
follows on from this, then
comes & brief but useful
section on handling strings
and numbers on the micro.

The graphics abilities of
the Electron aren't ignored,
nor are its sound facilities.
Each aspect is well covered
and illustrated with a simple
gama.

The boek finishes with a
short but well gxplainad
treatment of logic and a
chapter on Detier program-

ming.

The style of the book falls
hetween that of the two you
found in the box with your
naw Electron.

its both mora readable
than the User Guide (though
abviously not as comprehan-

sivel and more adult than the

f—

Yazdani tome.

This will make it appesl to
those who find the guide @
little too technical but don't
want to be talked down to.

All the way through the
text the principles af good
programming are illustrated
with short but jlluminating
programs.

These are easy Lo IYpe in
and also encourage experi-
ment

| must warn, however,
that there are a couple af
typing errors which, although
aasy to spol. can be a bit
confusing for a while.

The authors’ aim 8 to

teach complete NEWCOMErs
how to write well structured,
gasy 1o understand Basic

programs in a logical and
coharent manner.

Happlly. they don't
attempt 10 produce @ re-
phrased, watered-down user
guide but instead concarm
themselves with teaching
the principles of good pro-
gramming on the Electron,

Basic keywords and struc-
tures are introduced as
necassary o illustrata these
points, each being explained
simply and lucidly.

This is where the book
succeads. Reading ita begin-
ner will not only achieve 8
ragsonably thorough com-
mand of Electron Basic but
also have gained insight into
the whys and wherefores of
good programming,

well warth considaring.

MNigel Peters
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HAVE you aver played a
game that uses dice and
had your doubts =sbout
the honesty of your

opponental

Wall with Digital Dice
your Elactron will roll them
for you, fairly and

randomly.

And blowing on the

micro doesn‘t halp!

19 REK DICE

20 REM {C)ELECTREN UGER

O COLOUR 123
sCOLOUR 2

0 PRINT TABIS,4!"PSEUDD

Lo

RENDOM DICE GEHWERATOR®

&0 FRINT TAB(B,&1"FOR THE
ACORN ELECTRON"

70 PRINT TAB(B,B1"(c} EL
oM USER 1983
8 :

O PRINT TAB(0,24):"PRES
AWy KEY TO ETART":

20 &=GET

100 dumsy=RHD{-TINE }

0 REPEAT

120 PROCdice

{30 FRINT TAB(C.24)"Throw

again (Y/HI "3

140 UNTIL BETS ="N"

150 END

|40 DEF FROCdice

170 COLOUR 128

180 [LS

190 COLOUR 139

200 PROCthraow

210 RESTORE

220 FOR Wi=1 TO

cel
low

1

270 READ up# . mid$, ]

240 MEXT MY

250 PRINT TAB(4,10);up¥;
TREL4,110:" b
TAR{4, 12} smidd; TRE4
o

w¥

":TAB(4,14);10

250 RESTORE

270 FOR Mi=1 TD dicel
280 READ up¥,mid$,lowd
280 MEXT NI

J00 PRIMT TRE(20, 10} ;upd;

TABIZ0,101;" 1
TAE(20,12) mid$; TAB(Z
3l " " TREL20

1415 1oms
310 COLOUR 128
320 PRINT TABIL

TRE(22, 18

310 IF dicel=dice
THEN FRINT TH
"Doubles Up'"®

340 ENDPROC

330 DEF FROCRtRrowm

T80 FOR throw=! TD &

170 dicel=RHDI{&}

180 diceZ=RMD{

rom

(-8 ¥R
(L, hn
Tadly

== EF g3 B

o e

0 ENDPROC

1§ BT i
e
:
420 DATA "+ S0
11 '.
430 DATA "+ "% 4
& g
840 DATA "+ &7
o3 "
450 DATA "% #",* & °
g g
L) DATA "2 **."F  #"
2y UH ¥
.u* !F

- - ® @dadsss W -
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H % . H H ] H
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GAME (e sTonES OF ANADON

Another great adventure from

Brainstorm by Reatley and Cook.

In Anadon the magic protecting the land is growing
enslaving the people. Can you recover the Magic Sword? weaker and you alone have the ability to force the evil

Or the Orb of Power? And defeat the Wizard’s spell? to guit the land and restore the healing magic!
£8.95, runs on the Acorn Electron, BBC B, & 32K BBC A. £8.95, runs on the Acorn Electron, BBC B, & 32K BBC A.

EYE OF ZOLTON i
A classic adventure from Erainstorm

by David Reatley and Mark Cook.,

The Black Wizard has cast a spell over the land

SOFTEK PROUDLY ANNOUNCE THE BRAINSTORM SERIES OF ADVENTURE CLASSICS
Softek Software is available through most major retail outlets & throughout our nationwide dealer network.
More exciting Electron & BBC software available....Send now for details.

Mail Order Address: Softek International Lid. Softek House, Tranquil Passage, Blackheath, London SE3 Q0BJ
Dealers Contact: EMI Distribution or Nicki Websper on 01,318 5424
SOFTEK INTERNATIONAL LTD.

12/13 Henrietta Street, Covent Garden, London WC2E BLH Telephone 01.240 1422
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THIS month's Casting Agency features a whole Noah's
Arkful of creatures devised by the girls of class 45,
Inglewood Junior School, Carlisle. So thanks from
Electron User to Caroline, Margaret, Morven, Wendy,
Tracy and Helen. (And a special thanks to Dawn whose
shape didn't gquite scrapa in.)

At Electron User wa're having fierce arguments about
Fido and Rover. We know one of them is pedigree — we
just can't agrae which!

Vou 23,228,130,135,254,254,
234,48,48,102

H [HEE B
Dumbo
the elephant

127,91,219,27

vDu 23,225,32,127,95,127,

Y

| The Nonster

)
50 \

YN
Q

N

(I

=0
:.‘
oy

O

O
5
e

\ O

VDU 23,229, 86, 126,90, 102,
102,126, 86,128 —
VDU 23,230, 126,126,126, ~
126,126,42,42,0 o




Vou 23,224,0,0,0,
1;089;1,24

VDU 23,225,0,0,0,
1,15,0,0,0

VoU 23,226,0,0.0,

0,24,80,0,0

HH

s

[
H HEE
WEEEE

uman

H

O
I

VDU 23,227,28,62,111,
299,255,25%5,126, 40

Heads

VDU 23,228,60,126,219,
255,231,195,126,60

VDU 23,229,0,0,14,
0,0,0,0,0

VDU 23,231,28,28,28,
&3,127,235,253,255

VDU 23,232,255,255,
102,0,0,0,0,0

HH VDU 23 230,0,0,36,

ﬂ.ﬂ'.ﬁ.ﬂ.ﬂ

VDU 23,233,0,1,255,
255,295,295,255,253

VDU 23,234,224,192,

128,0,0,0,0,0

LLLL

L1




JOHN HARPER suggests a way
to get your characters moving

HAVE you ever wondered
how to make the charac-
ters from Casting Agency
come alive?

Well, Quackars shows
you one way of doing it.

The Electron User duchk
waddles across the screen
by selective usa of cleverly
daefined characters.

The listing uses lots of
AEM statements to explain
how the program works.

Remamber, you don't
have to typa the REMs in.
They are there to help you—
but your Electron ignores
them.

Body Bits

VDU 23,235,96,224,192,
192,192,224,224,224

VDU 23,235,0,0,0,0,

0,16,48,112

L L

10 REM (C) ELECTROM USER

20 REM JOHN HARPER
30 MODE 2
40 REM Cursor off------=""""
50 VDU 23:8202; 040404
40 REM Backaround blue-====<
70 YOU 18,0.132
80 REN Define shapes———==="~
30 VDU IE.EE!.G.H.D.E.IE
lilzii
100 VU 23,225,0,0,0,1,13
+0,0.0
110 vou 23.224,0,0,0.0,24
LB0,0,0
120 VDU 23,227,28,82.111
.255,255,235,124,.80
130 VIU 23.278,60,125,219
, 255,231,195, 125,40
140 VDU 21.12‘!.{1.5.[&,0
40,0,0,0
{50 VOU 23,230,0.0,35,0
J0,0,0,0
150 VDU 23,231,208,28.28
.ﬁ3.12?.25§.2§5.255
170 VDU 21,732,255,255,102
.0,0,0,0,0
180 VDU 23,213,0,1,295,253
.25'5.255.255.155
180 VOU 23,234,2,192,128
40,0,0,0,0
200 VoU 23,215,96.224,192
.HE.HE,EH.IH.HI
210 YU 23,236,0,0,0,0,0
(16,48,112
220 CLE
230 1=13
1¥=10
240 REM Print duck as text
on blue test backaround
with alternate beaks
and delay before erasurs
and print of next compos

250 REPEAT
240 ENVELOPE 1,2,2,2,2.0
4.8, 126,0,0,-126,126
.
270 SOUND &0011,1,40,4
280 REM Move print position
of duck--—
290 VDU 31,1.Y
300 voU 17,132
310 VDU 17,3,224,17,2.227
10,8,17,0,231,233,11
,236,10,8,235,10,8,234
.8,8,8,212,232
320 PROCDelay
330 VU 9.127,127,127,11
.8.9,9,127,127,127.11
,9,9,0.127,127,127,127
40 V0U B,17,3,225,17,2
,221,10,8,17,0,231,233
JA1,236,10,8,235,10
,8,234,8,8,8,232,232

350 PROCDelay
140 VDU 9.127,127,127,11
8.9.9.4127, 427,127, 11
.?.?.1.1??,12?.1!?.11?
370 1=1-2
IF 140
THEN 1=1+1%

180 REM Value of A,split
point,and resultant
values of ¥ will deterai

ne degree of bias in
upward or downward
sovesent---

190 A=RNDI&)

400 IF R{3
THEN Y=Y-RND{3)

40 IF =3
THEN Y=Y+RND(2)

(IF Yi=28
THEM Y=
420 UNTIL FALSE
430 DEF PROCDelay
440 FOR A=1T0 233
450 NEXT
450 ENDPROC
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BLUE : ! DOODLE BUG allows you
3 7 to use your Electron as an

!T'Hbl: e alm:tm::ic sketch pad.
S ' With it you can create an
WHITE . unlimited number of
colourful patterns.

It's relaxing — and it's
fun!

PRESS HHNY gy

10 REN (C) ELECTRON USER 180 IF [NKEY (-50) 1GOTD 440 400 1F X31200
20 ON ERROR MWODE ! THEN VDU 19,1, 140 290 IF INKEY (-34) THEN 1=1200
tPROCINST 16070 140 THEN VDU 19,0,1;0; ELSE IF C=1 AND 13800
16070 40 190 IF INKEY (-18) 16070 130 X=00
30 MODE | THEN VDU 19,1,2:0; 100 1F INKEY (-35) 410 IF Ye10
:PROCHEADER 1G0T 140 THEN VDU 19,0,2;0; THEN ¥=10
sPROCINST 200 IF INKEY (-15] 16070 130 420 IF Y1000
40 N=130 THEN VDU 19,1,3;0; 310 IF INKEY (-52) THEN ¥=1000
50 C=0 18070 140 THEN VDU 19,0,3:0; 430 DRAM X, Y
&0 MODE 0 210 IF INKEY (-20) +B0TD 130 440 IF C=1 MOVE 1200-11
70 VDU 5 THEN VOU 19,1,4;0; 120 IF INKEY (-34) W
B0 #F11S, 1 16070 140 THEN VDU 19,0, 404 sORAN 1200-1,Y
90 CLE 220 1F INKEY (-53) 16070 130 sHOVE X,
100 MOVE 40,500 THEN VDU 19,1,5:0; 330 IF INKEY (-69) 450 GCOL 0,7
110 =500 16070 140 THEN VDU 19,0,5;0; :DRAW 11, V1
1 ¥=504 230 IF IMKEY (-3T) ¢6OTO 130 §40 BOTO W
120 PLOT &9,1,Y THEN VDU 19,1.6;04 40 IF INKEY (-54) 470 DEF PROCINST
130 Yi=¥ 16070 140 THEN VDU 19,0,8;0; 480 ¥F11S5,0
1hi=} 200 IF INKEY {-22 +BOTO 130 490 VDU 23;8202:0;0;0;
140 IF INKEY (-58) THEN ¥DU 19,1,7;0; 150 IF IMKEY (-38) 500 COLOUR 1
THEN Y=Y+15 16070 140 THEN VDU 19,0,730: 510 PRINT TRB(B,41" D O
16070 390 250 IF INKEY (-49) 160TO 130 0DLE BUGE °
150 IF INKEY (-42) THEN VDU 191,030 160 IF INKEY (-17) 520 COLOUR 2
THEN Y=¥-15 16070 140 THEN VDU 19,0,0;0; 330 PRINT “*This proaras
$60TD 390 260 IF INKEY (-87) 160TO 130 enables the user to
160 IF IHKEY (-2&) THEN 90 170 IF INKEY (-101) draw” *on the screen,u
THEN X=X-13 270 IF INKEY (-B&) THEN =1 sing straight lines.”
16070 350 THEN N=130 J80 IF INKEY (-100) 340 PRINT “"°*
| 170 IF INKEY (-122) 18070 440 THEN C=0 550 COLOUR 3
e THEN 1=1+415 280 IF INKEY (-102) 390 IF X{10 560 PRINT "  PRESS ANY
25 18070 390 THEN N=140 THEN 1210 Sl B
e —

i

|
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370 A$=GETS
:CLS
380 COLOUR 3
sPRINT "TRB(BI;"
Drawing ]
590 COLOUR 2
tPRINT TRBIB) ;" Use
the cursor keys"
400 COLOUR 3
+PRINT TAB(&);" Mirror
effect drawing @ "
L 410 COLOUR 2
tPRINT TAB(11) "Press
‘B* once"
420 COLOUR 3
tPRINT TAB(2)3" Return
to sinale line drawing
| $30 COLOUR 2
+PRINT TABI11)"Press
‘V* once"
&40 COLOUR 3
tPRINT TABIB);" Clear
Screen 3 "
50 COLOUR 2
tPRINT TRAECL1)"Press
‘C* once "
&40 COLOUR 3
tPRINT TRBYBI:"
Fanning 1

470 COLOUR 2
tPRINT TABI(11!"Press
'N° once*
680 COLOUR 3
sFRINT TAB(B) ;"
Fanning & "
490 COLOUR 2
tPRINT TRABIS)"Press
‘N° and then ‘B’
once"
700 COLDUR 3
tPRINT TABI4):" Return
to single Fanning
710 COLOUR 2
tPRINT TAB(ILI "Press
‘W' once®
720 COLOUR 3
+PRINT TAB{O):" Return
to Mirror effect Drawi
noy "
730 COLOUR 2
sPRINT TAB(11!"Press
‘N’ once"
740 COLOUR 3
tPRINT TAB(2};"Return
to Single Line Drawing
750 COLOUR 2
!PRINT TABIS)"Press
‘N and then 'V°

Double

once"
T&0 COLOUR 3
sPRINT TRBI(S);" Return
ko INSTRUCTIONS : *
770 COLOUR 2
tPRINT TRE(9)"Press
‘ESCAPE" once"
TBO COLOUR 3
tPRINT TABIS);" TO
ESCAPE FROM PROGRAN

5 B
-

790 COLOUR 2
tPRINT TAB{10I; "PRESS
{BREAK> ONCE®

B00 COLOUR |

tPRINT *'"PRESS ANY
KEY FOR COLOUR COMTROL
5%
BiD AE=BETS
1L
B0 COLOUR l
-PR[HT : COLOUR
i FOREGROUND | EHEHEHE
HHD' *
PRESS ¢ PHEEE'
+COLOUR 2

B30 RESTORE
:FOR I=170 B
READ C$,FK$,BKS

840 FRINT TRB(3, (4+11%2)) )3
Chs i TRBULL, (A+(1821));

" "1FES;TABI24
SOAHLIR2) 00"
*{BKS

830 NEXT

850 COLOUR 3
tPRINT “°TREIZ2)" PRESS
ANY KEY TOD DD D
5 gt

B70 AS=GETS
tENDPROC

B0 DATA BLACK,1,0,RED
,2, W, GREEN,JE, YELLOW
+4,R,BLUE,5, T MAGENTA
o, 1 CYAN, 7, U, NHITE
8,1

B90 DEF PROCHEADER

%00 VDU 23;8202;030:04

910 COLOUR 2
sPRINT """
poODLE BU
E .

920 COLOUR 3
tPRINT ' °TAB(18);
'lhrl

930 COLOUR 1
tPRINT ' "TAB(12);
"Mark Whithas®

R40 TINE =0
tREPEAT UNTIL TINE »300
1LLS
tENDPROC




compile your own
Buzz Word Generator

Inscrutable vacturisér Mike Cook obfuscates excessive integers

HOW many times have you
searchad for that cartain
phrase that will impress
yvour boss? Maybe you are
thinking of becoming a
technocrat. Or perhaps you
are trying to write an
imprassive advertisament.

Mot to worry, help is at hand
in the form of The Electron
User Buzz-Word Generator.

With this you can produce
phrase after phrase of
imprassive-sounding technical
jargon

The only snag is it might not
mean all that much. But that
doasn’t seam to put off many
people, so why should you
bother?

The program works by
gathering words from three
gQroups of data statements into
an array. This is done in lines
10-100.

These are placed into the
two-dimensional string wari-
able WORDS. The first two
groups consist of adjectives
and the third of nouns

A note of how many words
are in each group is kept in the
array called MAX.

This structure is used to
allow you 1o add your own
words without the need (o
alter any of the program.

Lines 110-210 generate
the phrase from the buzz
words by picking & random
word out of each group.

Ling 160 prints out a single
word from one of the groups
and, as it is in a FOR/MEXT
loop, it will do this for each of
them.

The words used to form the
phrases are held in data
statements in lines 220-340.

Each group finishes with a
DATA statement containing a
null string. These are lines
250, 290 and 340.

A null string is @ string with
nathing in it. as indicated by

10 REM THE ELECTRON USER
. BULZI-WORD GENERATOR
20 DIN NORD$ (3,100 , MAK (3)
30 FOR AX=1 TD 3
40 MX=0
30 REPEAT
60 NI=Mi+]
70 READ WORDS [42.M3)
80 UNTIL NORDS(AX,N1)=

70 MAK(AZ)=NZ-]
100 NEXT
110 REPEAT

the two quotation marks being
next to each other [note no
space).

This is the same as the
string in line 80. If a space is
typed here then the program
will not work properly.

To add your own words, just
insert extra lines with DATA
slatements containing your
new words,

For example, if you want 1o
add more nouns (third group)
add your extra lines betwean

lines 300 and 340,

If you run out of line
numbers you can always
renumber the program with
the RENUMBER command.

You will find many a good
phrase generated. One that |
like a lot is: “Synchronised
reciprocal concept.” It sounds
great, even though | haven't a
clue what it means.

But, as | said, since when
did that stop anybody using a
phrase?

OF cowse, it’s your
integratedl ﬂexibifi&y
cun!.'in'gency
céusing the problem

that s

c

120 CL5

130 PRINT TABL0,4);*BUZI-NO
RD GENERATOR*
140 PRINT TABI(0, 10}
150 FOR A%<t 10 3
180 PRINT WORDS$ (A,
RMD (MAX{AZ)) ) 3= =
170 NEXT
180 FRINT
190 PRINT TAB{0,20): *PRESS
ANY KEY FOR ANOTHER
FHRASE®
200 AZ=6ET

210 UNTIL FALSE

220 DATA INTEBRATED, SYNCHRD
NISED,RESPONSIVE, PARALL
EL,BALANCED

230 DATA TOTAL ,FUNCTIONAL
+USER-FRIENDL ¥

240 DATA OPTIMAL ,COMPATIBLE
«NEN, SIXTEEN-BIT

250 DATA **

260 DATA NANRGERTAL , ORGAN] 5
ATIONAL , NONI TORED

270 DATA RECIPROCAL ,DIGITAL

+LOBISTICAL

280 DATA TRANSITIONAL
« INCREMENTAL ,F IF TH-GENE
RATION

290 DATA "»

300 DATA POLICY,OPTIONS
FLEXIBILITY

310 DATA CAPABILI TV, MOBILIT
¥, FROGRANMING

320 DATA CONCEPT, TIME-PHASE
+FROJECTION

330 DATA HARDNARE , SOF TARE

+CONTINGENCY
340 DATA **




BUILD up a library of exciting sounds to
enhance your own programs with these
listings. And many more in the months to come!

ENVELDPE 1,5,1,2,80,15,
0,0,126,0,0,~126,126,12%

GOUND 1,1,280,100

, MACHINE GUN

S ENVELOPE 3,3,5,4,5,2,
0,0,126,0,0,-125,126,126

SOUND 1,3,4,48

o7
1)

NOW — LET'S HEAR
WHAT YOU CAN DO :

Send your own exciting sounds to: Sounds g_}tﬁ

Exciting, Electron User, 68 Chester Road, ~——
Hazal Grove, Stockport SK7 5NY. ﬁ}

-

1.4 Hi
Lt ™y




e

A [E/ AR E

... READ ALL ABOUT 1T....
TITLES NOW AVAILABLE

e

i\,.

1 FeuX AND TH
g FRUITMONSTEE



G| O] 1 ©

MICRO POWER S LEADING -
FOR THE TRON....

KILLER GORILLA

the i orwrar
e g barrals and firsballs 10

roscus the damasal in distress.
M.IGHIHE-I:EIIDE}.
L £7.96.

These titles and
many more are

available for your
computer. Send an

SAE for our free colour
catalogue. [ Wi smypogem

for tha Elsctron ar

Both ELECTRON and | “ix@uwal”
BBC MICRO programs can be
obtained from selected branches
of W.H.SMITH,JOHN MENZIES,
BOOTS, all good dealers, or
direct from MICRO POWER.

Mail Ordar: Plasss sdd ALL CASSETTES ARE FULLY GUARANTEED
AND CONTAIN TWD RECORDINGS
g P DIy tor D AN prices inchasre of VAT

We have placed large
orders for the Electron.
Please 'phone to check availability.
We are also authorised dealers for the
BBC Micro and have a wide range of disk-
drives, printers, books, etc.

.. .STOP PRESS . .\ WE'RE EXPANDIMNG! .. STOP PRESS . . .

e SHOWROOM ADDRESS: MAIL ORDER ADDRESS:
| ™ | NORTHWOOD HOUSE  8/8A REGENT STREET
NORTH STREET CHAPEL ALLERTON
LEEDS LS7 2AA LEEDS LS7 4PE
Tal: (0532) 458800 Tol: (0632) 683186 or 636343
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T i HHH -
b + 1 t : Hps e
i - FEIRIR) More intricate programs to

demonstrate the lively

; ':_ '. graphics capabilities of
your Electron

SHOW your mastary of
the keyboard with this
program which draws
squares of varying size
and colour. Amazaé your
friends with your gra-
phical dexterity!

The program produces
a series of squares on the
screen. You decide whare
they go, what size thay
ara and how fast you can

gji%l!ﬁ

{
| 1

il

=l

lmiminiE

———

P

i
LITH, nng it M1
I ey, iy iy
z "r-f ] I~
e |

move them around.

The keys I, J, L and ]
are usad to manoeuvra
tha squares, S to shrink
them and E to enlarge
tham.

The < and > keys
decreasa and increase the
speed of movement of the
squares.

When you want to
clear the scraan and start

T
IR

T T e

I g

2 1 -

2 50 PRINT “*°°°

10 REN SOUARES
20 REM (C)ELECTRON LISER
10 #KEY O#FX11.600M
40 WODE 1
UDU 2348202105010:
sprags [ for col

gurs otherwise any kevoss"

= 50 FLAL=(INSTRI®NC".

again just press the Space
bar. And if you ever have
anough then press the
Broak key.

You would also be
advisad to press the kay
marked f0O as line 60 of
the listing changas the
response of your keay-
board.

Pressing the f0 key sets
things back to rights.

VLR

BETH =2}
$ACCE=3
1§PEL=20
1 13=500
1 =300
1§121=100
(#FK 11,1
70 CLS
1REPERT
B0 PROCDr awaSauare (X%, ¥4
90 PROCCheckkevs
100 IF FLAL ¥DU 19,
RND (31 RND (1S a0s
110 UNTIL FALSE
120 DEF PROCOr awaSauare (1%
0 IF FLAN GCOL
RND (3}, RNDL3)
130 VDU 2%, kisYad
140 HOVE SII%.511%
150 DRAN 511%,-511%
{40 DRAN -511%.-SI1%
170 DRAM -SIIX,SII%
180 DRAW SIZ1.511%
190 ENDPROC
700 DEF PROCCheckKeys
tKEYS=1NKEYS (0]
(EFX 15
210 IF KEY$="1" Yi=y1+SFEL
IF Y101023 Yi=0
220 1F KEY§="4" 14=41-SPEL
1 1240 1R=1279
730 TF KEY§="N" ¥y=YL-SPEL
[ YI¢0 Yi=1023
240 1F KEY$="L" §i=IL+GPEL
IF 101279 di=0
750 IF KEY§="E" 81 11=5121+5PEL
+IF 51713999 S171=999
940 IF KEY$="E" §11%=5171-8PEY
+[F 5113450 S111=30
270 1F KEYH="." 5PE1=5PEE#&EE1
+[F SPE1)200 SPEL=200
280 IF KEY$="." EPEYL=SPEL-ACCL
+IF SPEL(S SPEX=S
280 IF KE¥$=" " CLS
LE?D ENDPROC




AS You I'I"Iight guess, lron

et (V) rings round

0 you get neo
colour byt
what yoy do gat iz g

Despite the fact i
that
appears solid it jg n-ctunl!:

e JOUP ElCCtron

offsat.
Aren‘t th -
wonderful? 28 microsg

iu?t 8 circular serj
ellipses drawwn uuarr ':n:l: = y
other, sach one slightly '0 30

;: REN IRON RING
REN (C)ELECTRON ug
30 MaDE o 4
VDU 2318202101 00
WERGT0 g
STEP .3
50 VOU 29.,640051N (5
SI2C05 (Bhaggny
50 WOVE 0. 150
70 FoR F=0 1o e §
STEP 0.1
80 DRAW SIN (F) a500,
Cos (Fies0
%0 NELT
100 NEXT

110 REPEAT UNTIL Foise

WAL Wecied & sl Mode! B

AIRLINE

? STRATEGY GAMES

Alirline
Hijmcks, sirikes, crashes and

nof be enough 1o turn your £3

spiralling fuel costs must all be
overcoms if you are 10 succeed at
this gama. A wing and a prayer will

DALLAS

o STRATEGY GAMES

-

Dalias
Can you amass enough petro

dollars to take over the Euing
empira, Cut throat business and an
eye for the main chance may get
you there but you'll need nerves of
sigel to overcome the oll king of

_CORN
CROPPER
= O™ O

3
]
-

533,

? STRATEGY CAMES

Corn Cropper
Limited cash and droughis are two

of the problems facing the farmer.
Planting, fertilizing mnd harvesting
miust all be done economically it you
are to reap the rewards offarad in
Caorn Cropper. You choosa the
method that will bring you success

milllon to B30 millkon in ke time
allowed, but your financial wizardry Dallas
will enable you to take over British

Alrways, or will if?

QC BUSINESS STRATEGY GAMES - 26'9553

: Salected titles available from Greens, Boots, Rumbelows and all
good computer shops or Cases Computer Simulations Ltd.,

14 Langton Way, London SE3 7TL.




Try this geographical quiz from NORMAN PARR. It also offers
techniques you can incorporate into your own programs.

THIS program draws a map
of Europe and then sets up
a test situation. It
illustrates the use of MOVE
and PLOT commands, the
drawing of text windows
and printing at tha graphics
CUrsor.

The majority of the program
is taken up by data state-
ments.

These largely contain the X
and ¥ co-ordinates needed to
draw the map.

The Electron has a scresn
divided into 1280 X and 1024
¥ co-ordinates and it is
necessary to locate each
mapping point within these
parameters.

If you want to draw a map
the first thing to do is to select
a map with a suitable scale.

This one was first traced out
of an atlas and then a grid,
drawn on tracing paper, was
placed over it.

Each grid line has to be
numbered and it is these
numbars that provide the
co-ordinates.

In this case the grid was
numbered O 1o 220 on the X
axis and 40 to 230 on the Y
axis.

It is not necessary to plot an
excessive number of points
but the basic shape of the area
must not be lost.

The points used in this
program and the grid linas are
shown on the now simplified
map of Eurapea. In all there are
441 co-ordinates.

The next step is to set up
two arrays to carry the

co-ordinates. These are X%

and ¥% and each is dimen-
sioned at the start of the
program.

The data statements are
then read into the arrays and at
the same time each is mul-
tiplied by 4.

The co-ordinates could

have been read from the map
as the final numbers, but this
would have made an already
tedious task even more dif-
ficult,

The map extremities are
now BBO and 920 respec-
tivaly.

It is then straightforward to
use MOVE and PLOT 5
(DRAW) to produce the map.

The only problem is that the
map is not a continuous line.
Each part of the program is
separated into sections, with a
MOVE statement shifting the
cursor 1o its new starting point
each time. REM statements
indicate the appropriata sac-
tions.

The rest of the program
uges the map to develop a test

based on seas. The variable
NAMES is used to hold the
nameas of the water areas.

These area READ out of data
at the end of the program.
TESTX and TESTY carry the
co-ordinates for plotting an
gsterisk marking the area on
the map under examination.

YDU28B is used to setup a
taxt window in which the
questions are asked, This area
is coloured white with
COLOUR 129:CLS in line 500.

Ag pach guestion is asked
the appropriate guestion
number and an asterisk appear
on the map.

This is done by using VDUS
which separates the text and
graphics cursors, allowing
printing to be done at the
graphics cursor.

VvDU4 must be used

immediately afterwards to
rejoin the cursors 1o write
insida the text window, A
quastion mark appears on the
scraan (line 620} prompting an
BNSWETr.

ANSWERS is then com-
pared with the relevant
NAMES. A simple variable
RIGHT counts the success
rate.

At the end of the test a
score is given and the correct
answers are printed on the
map to check errors.

This printing is again dong
using VDUS and 4. Note the
extra 60 put on the X
co-ordinate to move the name
to the right of the asterisk to
prevent over-plotting.

This particular test is obwvi-
ously vary short and only
serves to illustrate a tech-
niqua.

it would be possible 1o tast
other aspects of Europe, for
example capitals, countries
and rivers using similar
mathods.

A series of such tests could
be stored on tape or disc and
the chosen test fed im under
program control,




10 REN EUROMAP
20 REM By Moraan Parr
30 MODE 4
40 ON ERROR €0TOD B10
50 VDU 23;8202;0;0;0;
&0 DIN XL(441)
(0IN YE{441)
101N HAKES(5)
70 DI TESTE(S)
01N TESTY(S)
B0 REM s#+ READ I CO-CROINAT
ES ##&
30 FOR I%=1TO 441
sREAD TR(IX)
(ERCILN=RT (1Y) &4
sNEXT
100 REM =& READ ¥ CO-ORDINAT
ES ##4
110 FOR 1X=17T0 441
sREAD YXAIX)
sYLUIR) =YR (18] ¢4
sHEIT
120 REN ##¢ LDOP TO READ
TEST DATA ##+
130 FOR J=1T0 5
140 READ NAMES(J)
130 READ TESTX(J)
sTESTH (D) =TESTX(J)#4
160 READ TESTY ()
sTESTY(J)=TESTY(J0#4
170 NEXT 2
180 RIGHT=0
190 REN =+ COLOUR 0 TO
BLUE ##4
200 VDU 19,0,4,0,0,0
210 REN #++ DRAN MAP FRAME
132
220 MOVE 0,140
230 DRANW 0,920
:DRAW BRO,920
tDRAN 880, 160
:ORAW 0,160
240 REN ms+ AFRICA wa
250 MOVE 0,45+4
250 FOR I%=1TD 24
270 PLOT 5,X641%), YR(1E)
280 NEXT
290 REM ##+ HAIN COASTLIME
Hi4
300 MOVE 198e4, 140
J10 FOR I¥=23T0 330
$PLOT 5, X0412), YRCIN)
320 NEXT
330 REM #a# SICILY #ae
J40 MOVE 415,154
tFOR 12=33170 340
sPLOT 5, 00012) ,YL(IX)
sNEXT
I50 REM #%% SARDINIA wss

This listing was produced using a
special lormatier which breaks one
program line over several lines of listing.
When entering a line don’t press Return
untll you come Lo the next line number.
Full details of the formatier are in the
July issue of The Micro User.

J&0 MOVE 312,224
tFOR IX=341T0 J48
¢FLOT 5, 04100, YR(IZ)
sNEXT

370 REM ##% CORSICA #4#

IB0 HOVE 324,274
tFOR I%=J49T0 353
sPLOT S, XLL(I%),¥YE(10)
tHEIT

190 REM ##2 SJAELLAND #ep

§00 WOVE 392,372
tFOR I¥=33470 159
$PLOT 5, X%018), YT
1 NEXT

410 REM ##% [CELAND #44

420 MOVE 120,856
sFOR I1¥=34070 377
(PLOT 5, XZL000, Y2(I)
tNEXT

430 REM #2& LK #a2

440 MOVE 234,512
tFOR I%=37870 424
tPLOT 5, M%(01%), YELIR)
tNEXT

450 REM ##+ [RELAND #+2

460 MOVE 114,550
tFOR IX=427T0 441
sPLOT 5,XX01%),¥X01T)
tMEIT

470 REM ### EET UP TEXT
WINDOW ###

480 vou 28,28,20,39,11

430 REN #%% COLOUR WINDONW
WHITE ##+

500 COLOUR 129
tCLS

510 REM ### WRITE IM BLUE
[12]

520 COLDUR ©

5310 REM ### TEST #44

540 PRINT "MAME THE SEA SHOWN
BY & 3"

550 FOR J=170 5

580 VDU 5

370 J%§=5TR§ (1)

380 MOVE TESTX(1),TESTY(J)
tFRINT J8"#"

590 voU 4

500 FRINT *TYPE IN YOURANSWER

10 FRINT *THEN PRESS RETURN

520 INPUT AMSMERS$
530 IF ANSHER§=""
THEN 420
540 [F ANSWERS=NRMES(J)

THEN RIBHT=RIGHT+1
&30 PRINT
450 PROCkey
670 HEIT
480 PRINT "YOUR SCORE =
*RIGHT; " OUT OF 5"
470 PRINT
T00 IF RIGHT=5
THEN PRINT "MELL DOME'"
710 PROCkey
720 PRINT “CHECK"
730 PRINT "AMSHERS"
T40 PRINT
750 FOR I=1T0 5
760 VDU %
770 MOVE TESTX(I)+&0,TESTY(I)
sPRINT NAMES(1)
T80 VDU 4
7190 PROCkey
BOO NEIT
810 vou 20
(VDU 25
1CLS
820 GOTO 180
B30 REM exesX COORDS #eediist
B40 REM ##¢ AFRICA #e4
B30 DATA 0,10,14,17,21.25
130, 31,33,37
Ba0 DATA 40,43,32,54,41
04,68,70,72,75
870 DATA 78,80,84,83
BB0 REM #%# BLACK SEA ###
B30 DATR 1%8,193,188,18%
172,173,163
DATA 160,154,136,152
, 198,163, 164
DATA 170,173,186,193
198,202,209
DATA 212,203,201,190
172
930 DATA 191,197,183,178
184,168,182
940 DATA 178,175,173,178
AT3, 172, 1869
950 DATA 158,1&0,157,158

00

710

920

163,154,152

S60 REM #+## GREECE/YUBOSLAVIA
Hi

970 DATA 145,141,143, 141
138,135,140

Y80 DATA 138,142,142,140
140,137,139

990 DATA 137,134,131,138
138,130,127

1000 DATA 123,124,122,122
105,107, 102

1010 DATA 100

1020 REN =&& JTALY #os

1030 DATA 97,95,95,100,100
103,110,110

1040 DATA 118,117,102,111
113,109,107

1050 DATA 109,107,102,94
.93,89,81,73

1040 REM ##+ 5, FRAMCE/SPAIN
(123

1070 DATA &49,83,51,57,56
+58,51,48,47,42

1080 DATA 38,40,37,30,29
a7, 28,24,19,13

1090 DATA 11,9,2,1,3,1,7
,9,8,11,13,13,15

1100 DATA 36,41

1110 REM ##% FRANCE #+4

1120 DATA 41,43,42,44,41
,43,41,37,37, 34

1130 DATA 34,18,41.47,47
49,49 55,535,481

1140 DATA &0,61,89

1150 REM ### FRANCE - BALTIC
COAST ##

1140 DATA &8,71,73,75,77
,80,82,83,89,88

1170 DATA 90,90,97,94,94
,93,91,92,92,95

1180 DATA 95,98,100,102,103
o4, 107,112

1190 DATA 114,118

1200 REW =+ BALTIC/SCANDINAVI

A owEs

DATA 121,123,127,128

127,130,132

DATA 131,134,137,134

(135, 145,150

DATA 146, 145,143,141

134,131,128

DATA 129,134,135,128

JA27,129,126

1250 DATA 11B,119,117,118
116,122,113

1260 DATA 115,112,113,109
,107,103, 102

1210

1220

1230

1240

#(0)

L




Euromap listing

From Page 29

1270 DATA 103,101,%9,101
99,99

1280 DATA 97,93,84,83,85
,B4,84,84,85,88

1290 DATA B5,B4,86,90,93
,72,55,100,101

1300 DATA 103,109,113,112
118,117,119

1310 DATA 11B,122,120,123
,127,127, 131

1320 DATA 135,138, 142,141
43, 146,150

1330 DATA 152,148,166,138
149,147,153

1340 DATA 156,138,150,166
(66,162,160

1350 DATA 142,165,1567,171
170

1360 DATA 187,171,175,171
172,169,177

1370 DATA 177,180,182,182
+ 185

1180 REM ##% SICILY ##4

1390 DATA 100,94,95,95,97
99,106,104

1400 DATA 107,104

1410 REN ### CORSICA/SARDINIA

117

1420 DATA 7&,77,76,B2,83
,81,78,78,79

1430 DATA 80,79,83,81

|440 REM ### SJAELLAND ###

1450 DATA 97,%6,%4,100,100
W1

1440 REM ®3# [CELAND #ee

1470 DATA 29,24,29,28,32
,30,35,34,37, 77

1480 DATA 3%,40,49,50,47
442,40,30

1490 REM ##s UK #4+

1500 DATA 52,49,45,41,39
(36,36,41,48,43

1510 DATA 42,39,42,45,42
.43, 46,51,50,51

1520 DATA 48,47,48,48, 45
4%, 48,50,52,59

1530 DATA 55,59,55,53,38
. 58,40,57,58,59

1540 DATA 58,40,52,54,43
«39,57,40,59

1550 REM ### IRELAND ##2

1540 DATA 25,25,31,28,30
o 35,36,40,43,43

1570 DATA 39,39,38,34,29

£ 1580 REN &4

j%lsqﬂ REM #2#

1600 REM ##% Y COORDS ##¢
1610 DATA 45,54,53,51,50
48,47, 48,49, 48
1620 DATA 49,49 48,47 48
(46,45, 46,45, 46

1630 DATA 48,45,43,40
1640 DATA 49,45,47,43,45
,42,45,44,50,57
1650 DATA 59,63,44,48,71
,10,77,75,77,75
1640 DATA 77,87,88,92,95
,100,104, 108,99
1670 DATA 98,95,95,91,88

,93,92,9
1680 DATA 98,95,99,83,78
78,74, 48, 85, 45

1690 REM ### EREECE/YUGODSLAVIA

HH
1700 DATR &5,63,51,59,82
180,568,353, 30
1710 DATA 47,47 46, 46,42
A3, 41,48, 49,50
1720 DATA S1,57,59,68,49
,71,81,84,85,89
1730 REM #a# ITALY ®xp
1740 DATA BB,B7,84,75,78
T4, 49, 48,60,58
1750 DATA &1,58,53,49,30
99,98, 42,67,70
1760 DATA 74 85,83

1770 REM ##+ 5. FRANCE/SPAIN

(1]

{780 DATA 81,83,84,82,80
o 18,74,72,73, 48

1790 DATA &5,83,3%,97,33
,54,55,57,57, 54

1800 DATA 58,54,54,70,74
,7,83,88,91,97

1810 DATA 97,99,98,90,94

1820 REM ### FRANCE #2#

1830 DATA 97,%9,103,105,107
(110,114,113

1840 DATA 116,117,120,121
(120,118,124

1850 DATA 124,122,11%,122
J124,125,126,127

1840 REM #+ FRANCE - BALTIC

HH

1870 DATA 128,128, 134,133
135,135,135

1890 DATA 137,138, 150,152
154,157,153

1890 DATA 153,149,144, 143
141,141,139

1900 DATA 139, 141,140,141
138,137,138

1910 DATA 141,141

1920 REN ##+ BALTIC/SCANDINAVI

A b

1930 DATA 139,142,143, 145
4 150,158,157

1740 DATA 155,154,138,142
168,168,171

1950 DATA 173,175,174,172
$ 169171175

1950 DATA 187,197,201,202
198,196,192

1970 DATA 183,182,181,179
178,169,162

1980 DATA 15&,154,150,150
(145,145,150

1990 DATA 153,156,162,145
167,165

2000 DATA 1&7,143,183,147
JA88,170,173

2010 DATA 174,175,177,179
81,184,187

2020 DATA 1B&,189,189,192
193,196,207

2030 DATA 209,212,216,218
219,222,222

2040 DATA 224,224,224,227
227,229,207

2050 DATR 229,2253,223,24
223,224,218

2040 DATR 209,208,212,209
,208,200,19%

2070 DATA 197,196,197,198
,201,202,201

2080 DATA 202,200,203,209
,213,215,218

2090 DATA 221,223,224,220
,218,219,228

2100 DATA 230

2110 REN ### SICILY ##s

2120 DATA 44,48,49,51,31
49,49 45,43, 41

2130 RENM ### COR/SARD #4+

" 2140 DATA 40,44,48, 68,64

,38,58,56,72,84
21530 DATA 76,708,489
2160 REM ®## SJAELLAND ##w
2170 DATA 1435,145,148,150
J43,145
2180 REM ®#% ICELAND ###
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2190 DATA 217,219,220,223
023,227,219

2200 DATA 224,223,227,207
223,223,217

2210 DATA 213,212,210,214

2770 REN #2% LK ##4

2230 DATA 128,127,129,128
129,129,131

2240 DATA 132,133,134,134
LA137, 138,141

2250 DATA 141,143,144,145
, 148,132,151

2250 DATA 154,154,158,157
162,163,165

2270 DATA 173,172,167, 164
159,138,157

2280 DATA 131,143, 144,142
141,139,138

2290 DATA 139,138,133,132
130,129,128

2300 REM ##% [RELAND #i+

2310 DATA 141,145,149,151
197, 157,158

2320 DATA 159,157,151,150
143,142,142

2330 DATA 140

2340 REN #4% TEST DATA ###

2750 DATA ATLANTIC OCEAN
+20,180

2360 DATA NORTH SEA,70,130

2370 DATA MEDITERRAMEAN SEA
430,80

2380 DATA BALTIC SEA,110
160

2390 DATH BLACK SEA,170,85

2400 DEF PROCkey

2410 PRINT "PRESS ANY®

2420 PRINT "KEY TD"

2430 PRINT "COMTINUE®

2440 A=BET

2450 CLS

2460 ENDPROC

Thix liseing is included in this
month’s Micro User casseite
tape offer. See order form on
Page 97 of The Micra User.




The end of
the beginning!

Next month E/ectron Userbecomes a completely
separate magazine. And this means you get ...

® Lots more packed and colourful pages devoted
solely to the Electron.

® Lots of listings of games, utilities, graphics,
education — in fact the whole range of Electron
computing.

® Lots of easy to follow features on everything to do
with the Electron. Beginner or expert you'll find
something fascinating within its pages.

PLUS

® Expert reviews of all the new books, software and
hardware — if it's for the Electron you’'ll find all the
facts you need in Electron User.

ele%

If you've got an Electron—or about to get

one —let Electron User show you
how to make the most of it.

SPECIAL OFFER!

Free cassette of 26
Electron programs if

you order NOW!

Valid to 31/1/84.



g 3 AVAILABLE FROM W.H. SMITH

Enemy Cylons on your long-range,
off screen radar. Flra the high

energy laser bolts when they come  sounceres ARCADE GAME SHHINKING PROFESSOR £8
| rs far thi -matt
into range. Protective shields Thank your ek atas o on N o e e

against their missiles. Backtofiha: - 0 ™wesininee garden wilh 3l those monsirous spicers, ants

and olher giant harrors. The ciyslals oo il

HOWSZAT £6.90 1—2 PLAYER
mothership to CRICKET Be a cricket star and enjoyall OME HUNDRED AND EIGHTY
refuel then the harards of cricket to beat your equaly  £6.90 TWO PLAYER DARTS
leepn OpDOnEn Baa 131:1 u.ar15.1cn?.1rrm|:1n and ar:lﬁwha
into Cylon HORROR CASTLE £8 et e gl

ADVENTURE GAME Abeautitul
action again. B cess wails for you to save her Buthow PLANES £8 ARCADE GAME*

can you gl Ino the castla? Thi clues lead Fast or show, skall and speed are nesded 1o
you 1o the hidden guarded prisce. beat the enemy aircrafl aftack

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
EREEPOST AND PACKING. PLEASE SEND ME A COPY OF CYLON ATTACK

D BOUNCER ARCADE GAME

TOTAL CHEQUE/P.O. ENCLOSED OR CREDIT CARD NUMBER
D HOWSZAT 1.2 PLAYER CRICKET i i
D HORROR CASTLE ADVENTURE GAME Aunness

[:] SHRINKING PROFESSOR ADVENTURE GAME

A&F software

Unit B, Canal Sida Industrial Estata,
+ Woodbine Street East, Rochdale, Lancashire OL16 5LB.

D ONE HUNDRED AND EIGHTY TWO PLAYER DARTS

I:l PLANES ARCADE GAME



