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HOW TO
URN YOUR
SOFTWARE INTO
HARD CASH.

Turning a great idea into a profitable
idea isn't easy.

It needs skill, patience and sheer hard
work. But to be really profitable, it also
needs the backing of a large, respected
company.

At British Telecom we are now
looking for writers of games and
educational programs to help us launch a
new and exciting range of software.

FIREFLY

SOFTWARE

British Telecom,
Wellington H
Al

If we like your idea we'll send you a
cheque straightaway as an advance on
royalties,

Then we'll package your program,
advertise it and distribute it with the care
and attention you'd expect from one of
Britain’s biggest companies.

So if you'd like to tum your software
into hard cash, simply send your program,
on cassette or disk, to
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GAMES fans who buy

Acorn’s Plus 1 add-on
for their Electrons may
be in for a rude shock

It looks as if most
nan-Acornsoft games
will refuse to run while
the Plus 1 is attached to
the micro.

The problem is that a
specific joystick routine
has to be included in the
game software and
Acorn did not release
details of this to other
software houses.

So the indepandent
gamas publishers
simply went ahead and
standardised on the
jovstick interface made
by First Byte, who had
sant them examples of
this hardware in
advance.

Electron User readar
Bill Wales bought a Plus
1 for his children in
June. But he socon dis-
coverad that he could
not run two of the kids'
favourite games -
"Moonraider” and "Sea
Wolf”.

Contacted by Elec-
tron User, the games

publishers — Micro
Power and Optima
Software — said they

were still waiting for
Acarn ta send them Plus
1 units for evaluation.

But an Acorn spokes-
man said: "The Plus 1
cannot tell one piece of
software from another,
So there is no reason
why it should affect the
games’,

ACORN has hit back
at rumours that all
may not be wall with
Electron sales by
ramping up produc-
tion to 25,000 mach-
ines a month.

“The truth of the
matter Is that we are
selling just as many as
we can produce’’, &
company spokesman
told Electron User

A survey of the lead-
ing High Street com
puter retailing chains -
W.H., Smith, Boots and
Dixons — has served to
support Acorn’s claim

NEW

High Street sales
are hooming

For it revealed that to
date the machine is
enjoying healthy — if so0
far not spectacular —
sales. But, more impor-
tantly, the big three all
predict a boom in Elec-
tron sales bafore the end
of the year,

Such is Boots con
fidence in the machine
that it is soon to

increase the number of
branches where itis sold
from 40 to 180.

“It is salling better
than the Commodore 64
even now at a time of
the year when the
market is generally flat”
says a company spokes-
man.

Over at W.H. Smith,
marketing manager

Exit BBC Model A

AT long last, Acorn have
confirmed presistent
rumours about the
future of the BEC Micro
Model A,

From September
they will produce no
more of the cheaper
lower specification ver-
sion of the Model B.

The disapperance of the
Model A has been fore-
cast ever since the
launch of the Electron
last September.

Despite official
daenials, it was obvious
that the Electron -

especially when sup
plied with expansion

units — would steal the
market from the Model

As it is, the death of
the Model A can only be
good news for Electron
users. More than any-
thing else it confirms the
strength of the Electron
markat.

John Rowland an-
nounced that the com-
pany was selling one
Electron for every two
Sinclair Spectrums,
“"Considering the
machine began to arrive
in any real quantity at a
time when market
demand overall was
slow, it has done well",
he said
At Dixons head
office, it was also good
news for the Electron.
“It's going quite
nicely. thanks very
much’’, commented
computer buyer Howard
Smith. ""Once the
software problem has
been ironed out, we
believe the prospects
will be very good.
CAfrer all, it's
software that sells hard-
ware at the end of the
day”, he said,

Major boost

THE world of Electron
peripherals looks set to
be revolutionised with
the arrival of an as-yet
nameless add-on.
Produced by Morth-
ern Computers of
Frodsham and due for
release in early Septem-
ber, it promises 1o take
the Electron further

along the road to full
BBC Micro status than
any other peripheral,

Priced at £99, the
unit contains the
analogue to digital con-
verter and parallel prin-
ter port that are becom-
ing standard for Electron
paripherals,

More importantly, it

froma

has the 1MHz bus and
user port beloved of
BBC Micro hardware
enthusiasts. Italso has a
speach interface with a
speech chip and
four spare ROM sockets,

As a spokesman for
Northern Computers
said, “The interface con-
tains nearly everything

d-on

the Electron needs to
give it the stature of a
BBC Micro"”.

The unit will also
have a connector which
will allow & disc inter-
face to be attached. The
firm would not say when
this would be available
but hinted at a pre-
Christmas launch.
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MICRQ Olympics, a new
pest selling computer
game for the Electron
and the BBC Micro, has
achieved a media
breakthrough by being
the first software pro-
gram to carry paid-for
advertising.

A number of leading
compuler companies
who saw the program
being written asked if
they could buy space on
the hoardings that sur-
round the track featured
in the game.

Developed by Data-
base Publications, it
allows the computer to

Micro Olymp

ol H
SBOFTHMARE

ics is

making the running

simulate the world's top
athletes in 11 of the
main Qlympic track and
field events.

In all cases — allowing
for a slight random ale-
ment — the computer
achieves the current
world record.

Ranging from the

100 metres to the
hammer throw, it is
accurate in all details
from times to distances.
Players attempt to
beat the computer and
so astablish a world
record of their own.
“We were a little
surprised when com-

panies appreached us 1o
advertise in the game”,
admits Mike Cowley, a
spokesman for Data-
base. “"But the more we
thought about it, the
more it was obviously &
good idea.

“After all, it's the
norm these days to see

arenas for major sport-
ing events carrying huge
posters promoting com-
panies.

“So we decided to
allow them to buy space
on our micro hoardings.
And in deing so, we
realised we had come in
first ourselves’.

Taking
another
Byte

FOLLOWING hot on the
heels of the First Byte
joystick interface comes
a new printer interface
from the same com-
pany.

Housed in a small
plastic box that matches
the Electran, it slots
onto the rear edge
connecter at the back of
the micro.

It does not interfere
with normal working, so
can be left plugged in all
the time.

“It's a bit cheaper
than comparable inter-
faces”, says First Byte's
Ray Threadgold. "And it
works with any printer”’,

He added that the
£35 price tag was
achieved through stan-
dardisation of parts.

"This means we can
bulk-buy the parts and
pass the saving on to the
customer .

HAPPY

WRITING ./

. st i g o }

Bourne Bducational Softwars

WRITING AID FOR TOTS

A PROGRAM for the
Electron, “Happy Writ-
ing” from Bourne Edu-
cational Software, helps
children in their first
steps to writing,
aspacially in forming let-
ters.

A ""Magic Pencil”
helps children to under-
stand where to start and

which direction to take.
Sound is used as an
additional guide.

"Happy Writing” has
been tried out in
schools, where it has
been shown to hold
childrens’ interest,

The package can be
used to practise lower
case of capital letters,

ora set of words.

The word list can be
readily changed, and the
program features
proportional spacing of
words on the screen,

The program, aimed
at 3 to 6-year-olds,
costs £8.95 (cassette)

A BBC Micro version
is available on disc.

Owners’ Club extends Electron
guarantee

BROADWAY Elec-
tronics has launched an
Electron Owners’ Club
giving members priority
servicing, discounts on
accessories, and other
benefits,

The move follows the
success of their BBC
Owners’ Club 18
months ago, which now
has 1,000 members.

Members of the new
club will be able to
extend their Electron’s
guarantee for a full year.
This covers all parts,
labour and servicing,

Work will be com-
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pleted “while you wait”
if possible. But if Broad-
way keep the machine
more than two days,
they will loan a replace-
ment.

Other benefits of the
club include 10 per cent
off hardware and
accessories, apart from
micros, 16 per cent off
software, 20 per cent off
blank tapes, a club
newsletter and special
offers.

Membership is
£28.75 for Elactrons
purchased from Broad-
way. For Micros bought
elsewheare, membership
costs £40.25.

Managing director
Paul Vaughan said:
“"Many Acorn guar-
antees will be expiring
soon and this is a very
economical way to
extend the cover.

“lt ¢an run either
from the date the

original warranty runs
out, or from the date of
membership. The dis-
COUNts Cover our range
of Mushroom add-ons”.

Already available is a
combined printer and
user port card. Complete
with manual and
software, including a
screen dump routine, it
allows the use of prin-
ters and joysticks.

On the way are an
analogue port and an
extension ROM card.
opening the door to
word processors and
advanced graphics.



Northern
success

THE Electron and
BBC Micro User
Show to be held in
Manchester from
August 31 to Sep-
tember 2 is already
reported to be a

Micro Show is set to

THE July Electron
and BBC Micro
User Show — the
first to be held at
Alexandra Palace,
London — is set to

r ¥
As early as the
end of June, vir-
tually all the 90
stands available in
the Renold Buil-
ding at UMIST had
been snapped up.
Acorn itself has
booked anisland of
eight stands for its
official display
during the three
day spectacular.

Hare

A MAJOR security
operation is to be
mounted at the Elec-
tron and BBC Micro
User Show in London
when an interna-
tionally famed gold
artefact goes on disp-
lay.

Known as the
“Jewelled Hare of Mas-
querade”, it has recently
been acquired by a
London software house
which has agreed to
loan it for the duration of
the three day event.

Valued at £30,000, it
will be under round-
the-clock guard at
Alexandra Palace,
where it will provide a
feature attraction for
visitors,

Set with precious
stones, the "Jewelled
Hare” was originally the
subject of a book called
“Masquerade” written
by Kit Williams in 1979,

It was the subject of
aninternational treasure
hunt undertaken by the
book's readers around
the world,

For "Masquerade™
contained all the clues
to find the hare which
had been sealed in an
earthenware jar and
buried in a secrat
location by the author
and television per-
sonality Bamber Gas-
goigne. A man called

h all pr
records.

Exhibitors have been
clamouring to book
space, and the final
number of standholders
is forecast to pass the
140 mark — some 20
more than the previous
best.

Demand for advance
tickets has also been
heavy, running way
ahead of previous pre-

smash records

show sales figures.

“It looks as though
we are going to have a
bonanza”, says Mike
Cowley, spokesman for
Database Publications,
the show organisers

"This is particularly
pleasing as some people
reckoned we had bitten
off more than we could
chaw with such an
Bnarmous venue as the
Alexandra Palace
Pavilion™

Even before its open-

ing three years ago, the
building was being des-
cribed by the arch-
itectural press as "a
palace of light'".

With an area of
4 600 square metres, a
transiucent roof 15
metres high spanning
36 metras, it is the
largest fabric-covered
building in Britain,

Due to this innovative
design, it provides
3,620 square metres of
clear floor space free

gets top security
treatment

Ken Thomas finally
sclved all the clues and
dug it up in 1982,

When buried, it was
valued by the author at
E£5.,000. Three years
later, when it was
unearthed, its estimated
worth had socarad to
more than £20,000.

Earlier this year, the
precious item was
bought by Haresoft Ltd,
to launch a world-wide
computer competition,
with the hare as the
prize

A team of six pro-
grammers and two gra-
phic designers has spent
three maonths producing
a find-the-treasure pro-
gram, which they claim

is not a game but a mind
bending puzzle.

To give an equal
chance to youngsters
who cannot travel frealy,
the hare has not been
buried this time. All the
winner will have to do is
solve the clues con-
tained in the program to
pinpaint its exact
location.

Harasoft has pro-
duced the program in
two parts — each costing
E£8.95 — and thay will be
released thrae months
apart.

The first tape —
Hareraiser Prelude —
became available in the
middie of June, with
part twao Hareraiser

Finale — due in mid-

September.
Both tapes will be
needed to find the

location of the treasure.
To scupper the
pirates the tapes include
information that the
average computer
owner will not be able to
reproduce. Should
copies be taken, the user
will not be aware that all
data is not present.

from columns or other
obstacles.

Set in 200 acres of
parkland overlooking
London, the Palace has
ample parking facilities,

For those who want
to leave their cars at
home, the Palace can be
reached easily by train,

Average journey time
from Piccadilly Circus is
30 minutes.

On the underground
the Victoria Line
provides fast access to
and from the Wast End
and British Rail mainline
stations — King's Cross,
St, Pancras, Euston and
Victaria.

Visitors travelling on
the Victoria Line should
change at Highbury and
Islington for the BR
suburban service

Alexandra Palace can
be reached by the Pic
cadilly Line from Heath-
row Airport, West End
and King's Cross main-
line station.

The line serves Fins-
bury Park and Wood
Green wunderground
stations, which are also
linked to the Palace by
the London Transport
W3 bus service. These
run every saven to ten
minutes, seven days a
week and extra buses
will be provided during
the show

The nearest station to
Alexandra Palace is the
British Rail Alexandra
Palace on the main and
suburban line from
King's Cross and Moaor-
gate.

PLUS

¥OU may have to wait a
ittle longer to get your
hands on a Plus 1,
Acorn's  long-awaited
hardware expansion
unit for the Electron.
Dealars are reporting
considerable delays in
meeting the demand.

IS IN THE PIPELINE

But Tom Hohenberg,
Acorn’s marketing
diractor, brushes aside
suggestions that thers
are production snags

"We only launched
the Plus 1 at the end of
May", he told Electron
User. "All the dis-

tributors and major
retail chains have
ordered it, and
thousands of Flus 1s are
now coming off the
production lines”

And he added that
2,800 Plus 1s were
ordered in advance of

the launch.

Meanwhile, a
spokesman for W.H.
Smith said they had
placed an order for
around 500 units =
enough 1o put two in
each of their computer
shops.
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Partsix of PETE BIBBY's

introduction to programming

WE'LL be taking a further
look here at the FOR...
NEXT loops which we
learnt about last time. First,
however, let's recap on
what we've covered in the
first five articles in the
series.

We started on Page 10 of
the February edition where we
made the acquaintance of the
PRINT command which we've
been using to good effect ever
since

We saw how we could usa
it to add two numbers togethar
and also to get the Electron 10
say “"Helle” to us.

We learnt that the Electron
uses an asterisk * as the
multiplication sign and the
diagonal / as the division sign

All this was in command
mode, the Electron responding
immediately to whatever we
typed in,

Page 10 of the March issue
took us into the world of
simple programs, We saw that
a computer program was a
series of numbered commands
which the Electron obeyed in
ordar when we entered RUN

We found out how to LIST
them and how to wipe them
from the micra’s memory by
typing NEW,

New lines could be added
to programs by simply typing
them in, while whole lines
could be deleted by entering
that particular line number and
pressing the Return key.

We leamt the reason for
numbering the lines in steps of
10 - so we could slip new lines
in between them. We also
found out how to use the
Delete key to alter program
lines before we'd actually
entered them into the Elec-
tron’s memaory by pressing
Return.

Finally, we saw how CLS
could be used to clear the
screan

Mot content with all this
knowledge, Page 8 of the April
issue saw us pressing on. We
covered the REM statement,
which allowed us to make
remarks that the Electron
ignored

We did a little more work
with strings, combinations of
letters and numbers that we
put inside inverted commas
and that the Electron treats as

Control your
loops -one
STEP at a time!

ane lump.

We added to our know-
ledge of the PRINT command,
seeing how the punctuation
that follows it affects the
screen display it produces.

And it was this month that
we learnt how to use the LET
command to assign wvariable
names to strings.

Having dealt with that, it
then turned out that we didn’t
need to use LET — the Electron
assumed it was there anyway

Those who persevered until
Page 10 of the May issue were
rewarded with the secrets of
assigning values to numeric
variables.

There was also a demon-
stration of how to use numaric
variables for simple maths
The concept of using mean
ingful variable names was
raised and we “explored the
rules that the Electron requires
for variable names.

Page 10 of the June issue
introduced the very powerful
INPUT statemant, which is
used to enter values into
programs while they are
actually running.

We explored the way it
works and saw how it is
always wise to print 8 mes-
sage explaining clearly which
input & program regquires.

Finally July, Page 10, saw
us going round in circles
following the workings of
simple FOR ... NEXT loops.

‘We explored the way that
these loops and the INPUT
statement combine as a
powerful programming tool,

and | left you with two
prablems.
The first is shown by

Program |, July's Program X.
Why, | asked, was foop equal
to 6 and not 5, as we might
have expacted?

10 REM PROGRAM 1

20 REX OLD PROGRAK X

30 FOR leop=i TO 5

40 PRINTPass number ";loop

30 NEXT loop
&0 PRINT *Final loop is "3
loop

The answer is that the
MNEXT statement adds one to
the value of foop each time
arcund and the Electron then
compares this with the upper
limit of the loop.

This upper limit is the valug

that follows the TO in line 30.
If the value is less than or
aqual to this limit (in this case
if the value is B or less) the
program goes round the loop
again.

So when the value of loop
gets 10 5§, aftar having bean 1,
then 2, 3 and 4, the loop is
repeatad once more. Now
when the program gets to the
NEXT. lpop is increased by one
and so foop is equal 1o 6

The Electron then com-
pares this value with the upper
limit that has been set for the
FOR... NEXT loop. In this
case [oop now has the value 8,
while the upper limit of the
loop is given as 5.

Since this is the case the
Electron knows that it has

finished going round the loop
and so it goes on ito the
following line, line 60, which
prints out the unexpected
value for loop.

Work it out on a piece of
paper if you can’t follow that.
It's one of those things that
can be difficult to understand
until you grasp it and then it's
suddenly obvious and vou
can't see how you ever had
any difficulty

In fact that could be said
about most things in program-
ming

Program Il is a lot easier to
s0rt out

10 REM PROGRAM 11

20 REN OLD PROGRAM 41

30 FOR leop=3 10 I

40 PRINT "Something's wrong
here!"

50 NEXT loop

Here the limits that I've
given to the loop are the wrong
way round. There's no way
that the loop variable loop can
go from 5 to 1 in steps of ane
a1 a time,

When the program enters
the loop the value of joop was
set to 5 by line 30. It then went
on to line 40 which PRINTed
out the message and line 50
added one to the value of /foop,
which thus became &.

Since B is greater than the
upper limit of the loop variable
Iwhich line 30 set to 1) the
program stopped going round
the loop and, since there are
no other lines, it stopped

©
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completaly.

This may seem a stupid
mistake but it can happen,
especially when one or both of
the limits of the leop control
variable are given as variables
rather than figures.

Program Il is an example of
using a variable to control the
limits of a loop.

to define the limits of FOR ..,
MEXT loops makes programs
much more flexible,

Mow take a look at Program
V.

10 REN PROGRAM IV
20 FOR count= [ TO %
30 PRINT count

40 NEXT count

10 REN PROGRAM 111

20 INPUT *How many nusbers
are there" how sany

30 total=0

40 FOR loop=! TO how_many

50 INPUT "Enter number*.n
ugher

40 total=total tnusber

70 NEXT loop

BO PRINT "The total of the
"thow_nany;" numbers is
"itotal

This is a modification of the
July program which added
together 10 numbers. There's
no reason why it should be
limited to only ten, it could be
used to add together any
number of numbers.

This is achieved by using a
variable how_many after the
TO that defines the limits of
the FOR ... NEXT loop.

Before the program reaches
the loop it makes the Electron
ask us how many numbers we
are going 10 type in.

It then gives this value to
the variable how_many and
this sets up the loop for that
number of entries. Try it and
you'll see how using variables

Mot exactly rivetting is it?
All it does is produce a
sequence of numbers from 1
to 8.

However suppose that you
didn’t want the series 1, 2, 3
and so on to 9 but wanted only
the odd numbers, 1, 3, 5 and
so on. Can you do it with &
FCR . NEXT loop? The
answer is yes, as Program V
shows.,

10 REM PROGRAM V

20 FOR count= 1 T0 9 STEP 2
30 PRINT count

40 NEXT count

followed by the figure 2 and so
the loop control variable count
was increased by two avery
time around.

The FOR... NEXT loop
weorks in exactly the same way
as before, repeating over and
over until the loop control
variable exceeds its upper
limit.

In fact you could say that
our FOR ... NEXT loops have
always had a step factor, STEP
1, which the Electran assumes
and so we haven't had to type
itin.

In Program ¥ all that's
different is that we wanted
increments of two so we used
STEP to achieve this.

Try putting different num-
bers after the STEP of line 20
and see how it works in
practice. Like maost things in
the waorld of micros, until
you've done it for yourself it
won't really sink in.

The steps that the control

ble is increased by don't

This prints aut the required
series, doing it by using the
keyword STEP to maodify the
way that the loop control
variable is increased.

Up until now we've been
used to FOR... NEXT loops
where the loop control vari-
able is increased by one every
time round the lgop.

Howevar, as Program V
showed, we're not stuck with
this. By using STEP we can tell
the Electron how much to
increase the control variable
by each time round the loop.

In Program \ the STEP was

have to be whole numbers, as
Program VI shows,

10 REM PROGRAN VI

20 FOR count= 1 TO § STEF 0
]

30 PRINT count

40 NEXT count

Here the increment is
fractional, yet the loop still
works in the normal manner.
Again, try it out with your own
fractional values after the
STEP and see how count
varies.

As Program VIl demon-

strates, the step can even ba
negative. In this case the loop
repeats until the final value of
the loop variable count is less
than the final limit of 1.

Motice that the limits are
fraom 9 to 1. See what happens
if you put the limits in the other
way around, by mistake,

10 REN PROGRAN V11 l

20 FOR count= 9 T0 1 §1EP -
i

30 PRINT count |

40 NEXT count |

So far the examples of the
use of STEP have been fairly
academic. Program VIl shows
the use of STEP in a mare
realistic situation. [t's the kind
of use you'll find for it in your
awn programs.

10 REM PROGRAM VIIT

20 MODE 2

30 FOR Line=0 TO 1279 STEP
o4

40 MOVE line,0

S0 DRAW 1ine, 1023

&0 NEXT line

Here the value of step is
chosen in order to space the
lines, Try out different values
and see the results.

This is where the STEP
facility comes into its own,
ollowing valuas to be in-
creased or decreased by a
specified amount each time
round a loop. As you gain more
programming experience
vou'll realise how useful it can
be.

And that's all for this
month. Next time we'll be
moving onto a new aspect of
FOR... NEXT loops. For a
preview take a look at Program
1%,

10 REM PROGRAM IX

20 FOR outer=l 7O 3

30 PRINT *Outer loop nuaber
*jouter

40 FOR inner=! TD 3

50 PRINT "Inner loop “jinne
T

50 NEXT inner

70 NEAT outer
Loops within loops. Can you

figure out what's happening?
We'll go into it in the next

article.
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SOONER or later when
writing programs there is a
need to generate a series of
numbers, all different and
in a random order.

At first thought this would
seem straightforward using
the RND facility and Program |
would seem to fit the bill

20018 nunber (10}

JOFOR I=1 T0 10

40nunber (1)=RND110]

SONENT 1

BOREM Print out nusbers s
elected.

TOFOR I=1 T0 10

BOPRINT nusber(l)

FONEXT 1

{OREN PROGRAN |

Unfortunately, if you run
Program |, you will find that
the RND function on line 40
will quite happily choose the

{By DAVE nonlmsomj

same number more than once
— in the range of 1 to 10.

What is needed is & check
routine to stop this happening

Program Il will do this
checking.

The FOR . . . NEXT loop —
lines 80 to 110 — checks back
through all the pravious num-
bers to see if the new number
from line 60 has been salected
befare

Ifit has, then the flag march
issetto TRUE The REPEAT
UNTIL loop - lines 60 1o 120 -
i then repeated until a new
number is found that has not
been used before,

The TIME variable — line 30
—is set to zero to find the time
the program takes to select 10
random numbers, using the
roytine in Pragram I

10REM PROGRAM 11
20014 nusber (10
JOTIME=0
d0nusber (11=RND {10
50FOR 1=2 70 10
BOREPEAT
T0match=FALSE
Bonuaber (11=RNDILO
S0FOR J=1 T0 I-1
1001F nuaber {I}=nuaber ()
THEN match=TRUE

LIONERT J

120UNTIL match=FALSE

LIONEXT 1

L40PRINT TIME/1003 "seconds
L

150REN Print out nusbers s
elected.

160FOR =1 TO 10

LTOPRINT nusber (1)

1BO0NEXT T

The actual time will vary
ach time the program is run
ending on how many times
the repeat loop is called.
Typical times are around one
second.

is time is probably
rly 10 numhbers
are needed, Butif 100 or mare
are required, the time
becomes quite long

It takes Program Il nearly
three minutes to do 100
numbers — how can we

improve this?

One method would be to
keep a record of each number
used. This makes it possible to
quickly check each

new

function against those
previously stored. This saves
doing comparisons against all
previous numbers,

Program |l does this.

This time a “used'’ array
rds whether or not a
particular number has been
chosen,

It does this by being
initialised to FALSE |
number O} at th
the program — |
to TRUE {the number
ach time a random
number is stored in the
number array — ling 10,

The REPEAT UNTIL loop

lings 80 to 100 = will check
each subsequent random
number chosen before allow
ing it to be added to the
number array

rec

number chosan by the RND The FOR MEXT loop
10REM PROGRAM 111 1301=0
20014 nuaber (100) ,usedil 40REPEAT

00} 1501=1+]

J0TINE=D ISO0UNTIL used(l)=FALSE
A0FOR [=! TO 100 170number (100)=1
S0used (1)=FALSE L{BOPRINT TIME/100; "seconds
SONEXT 1 L
TOFOR I=1 TO 92 190REN Print cut nuabers s
BOREPEAT elected,
SOnusber {11=RND(100)

LOOUNTIL used (nunber (1})=F
ALSE

110used (nuaber (1)) =TRUE

120NEXT 1

2008%=4

ZL0FOR =1 TO 100
220PRINT nusber(1};
230MEXT 1

Pragram I

Program I}
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lines 70 to 120 — is set to the

total less one because the last
number can only have one
value, and it is more efficient
to check through the “used”
array to see which subscript is
still FALSE rather than wait for
the RND function - line 90 -to
find it.

I you run Program 11, you
will find the speed has
increased considerably, 100
numbers taking around four
seconds and 10 numbers 0.35
seconds.

| say around because the
two repeat loops will be called
a different number of times
depending on the random
numbers chosen

The variable 1% on line
200 is used to space out the
numbers across the screen.
See the User Guide for more
details

You can see that the
improvement in time for 10
numbers is probably not worth
the extra programming or
memaory used, For 100 num-
bers or more it may be
considered

QOnce on the pursuit of
speed | realised that the one
stumbling block was having
any kind of check routine sach
time a new number is chosen
by the AND function. What
was needed was a method
that made this checking
unnecessary.

Consider, for & momant,
what a bingo caller does, He
takes a number from a random
generating machine calls itout
and then puts it on a board.

After this he takes another
number from his machine —
but now the machine does not

contain the first number he
took, so it cannot be called
again, No need for any
checking!

This is what we need, the
facility for reducing the num-
bers available for selaction,
after every time we choose
one

Program IV was the first
attempt:

LOREN PROGRAM IV

20DIM nusber (100} ,select
{100}

JTINE=0

40FOR I=1 TO 100

Soselect(li=1

BONEXT 1

TOFOR =100 70 2 STEP-1

BOchoose=RND (1}

S0nusber (1)=select (choose

t00select (choosel =zelect {1

TIONEXT I
120nunber (1} =zelect (1}
130PRINT TIME/100; "seconds

140REN Print out nusbers s
elected,

1508L=4

180FOR T=1 TO 100

170PRINT nuaber (13

IBONEXT 1

This time the numbers

available for selection are first
initialised into a select array —
lines 40 1o 60. The FOR

MNEXT loop —lines 70 to0 110 -
then transfaers these numbers,
in a random order. into the

FAMATHS

number array.

The secret lies in reducing
the maximum value of the
AND function on line 80 each
time the FOR MNEXT loop is
called.

This means that the wvari-
able choose can be any
number between one and 100
on the first pass; between one
and 99 on the second pass and
so on, down to between ong
and twao on the |ast pass

So, if after the transfer has
occurred — line BO — we
overwrite the contants of the
select array, subscript number
stored in choose, with the
contents from the same select
array but subscript stored in
the loop counter 1 (100 on the
first pass, 99 on the second
pass etc.),

This means that even if the
variable ehoose was the same
value in any subsequent pass,

workout

1OREN PROGRAM V

200N nusber {1001

JOTINE=0

40FOR T¥=1 70 100

Sonuaberd(IL)=11

BONEXT 11

TOFOR I¥=100 TO 2 STEP-1

B0choosel=RND (1%}

90tempX=nunber’ (choosel)

100nurber ichaosel) =nuaber
I

110nunber {11} =tenpl

L120NEXT 1%

I30PRINT TIME/100;"seconds

140REN Print out nuabers s
elected,

1508%=4

140F0R. I2=1 TO 100

170PRINT nuaberi(I%)s

1BONEXT 1%

the contents of the select array
being transferred would be
different.

The FOR . .. NEXT loop —
lines 70 to 110 - stops at =2
because you must avoid let-
ting choose=RAND(1).

Otherwise choose would
egual a decimal number less
than one. and anyway there is
only one number left in the
select array. Line 120 trans-
fers this to the number array

Further thought showed
that this tachnique can be
modified to use a single array
for both selection and storage
of numbers. This =aves con-
siderably on memory if a lot of
random numbers are required

This is done by using a
single variable, temp, to hold
the chosen number while the
transfer — line 110, Program V'
- takes place. The chosen
number can then be put into
the end of the array. Look at

GRAM NUMBERS SELECTED
Ay 10 100 1000
1 1-2sec | 2-3min
[} .2-.3sac 4-6sec | 1-1.5min
v A7sec | 1.62sec 16.9sec
v 13sec 1.3sec | 13.16sec
Vi 11sec | 1.06sec | 10.74sec

Figure ! Running times

Program V and you will notice
that |'ve used integer variables
with the % sign. This will by
itself increase the speed of any
program.

If you wish to go to the
limits of the machine
efficiency, then the answer is
to use single letter intager
variables and put all of the
program on one statement line
separated by colons with no
UNNECessary spaces.

See Program VI, The pro-
gram is now difficult to read
but essentially is the same as
Program V.

LOREN PROGRAN V1

20TINE=0

JODINNX(100) :FORIX=1T0100
INE (TR =T N NERT: FORT E=100T02
STEP-1sCX=RND (1) ¢ TX=NL (CX):
NE(CEI=NECIRD ¢ MR (141 =TH NEXT
A0PRINT TIME/100; "secands

SOREM Print out nuebers s
elected.

bOEk=4

TOFORIX=1 TO 100

BOPRINT MZ(I%)y

FONEXT 1T

® Frogram running times are
shown in Figure /.
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Line No.
10,20

30

90,160

100

110

120

130-160

Dascription

These just identify the program and its
author.

puts the Electron in Mode 1. Try the other
graphics medes. 0, 2, 4 or § for a different
affect.

Switches off the flashing cursar. =

These change the foreground and back-
gruund colours 10 magenta and cyan

THIS month's program

comaes from mrs 5. M.
PRICE of Chinley. It uses
w and MOVE

these to get 8 fullar affect.
Try leaving them out to 388
another patterm.

respectively I

Tells the Electron 10 clear the graphics area

to the chosen packground colour. 10

Tells it to draw the lines ‘n the chosen _____ ———— Q 20 :EE: ;:Ngsnﬂpﬂ: PATTERNS =
foreground calour. M. PRIC

Theee lines form @ FOR ... NEXT loop. The ) 0 fo HODE 1 E e
ariable top goes up in STEPS of 10 each Colour VU 23,1,050:0 de |
time round the 009, Try changing the step > fhaqgcs —— 50wy 19,1 5 1010 “SElect 2
far different effects. 80 v “Ilk; 10;

Positions the graphics cursor at the point 70 ECUL'o‘ By 134305 Huea.

with coordinates 100,100, This happens — ——T | JLD 80 +128:CLE

sach time round the feop. so it's a fixed Qw me-tﬂd

paint. Thes |, . op=100

The Elgctron now draws a line fram wb:qﬁm' STEP 10 LR ===
100,100 1o the point whase coordinates gy, ereenty | Q) 100 MOVE 100 Fo

are top, 1000, Each time round the loop right—f 1 110 DRAW 1100 R. NEXT
the X coordinate, as defined by top. i8 . 120 DRA top, 1000 gl ;;7_1}"”
increased by 10 This moves the peint that ”"_“Bs botom Q IRAN 1179100 - v ¢ R

the line is drawn to across the screen to the Pointagmss

right.

Joins the last point 1o the fixed point Aght
1179,100 evary time round the loop. w
These lines do the same job as the last

three did, only with different coordinates.

Now the moving point rravels from left 10

right across the bottom of the screan. The

fixed points that are joined 1o this moving

point are at the top left and right of the
display.

This line just forms &
the prompt.

Screen Lo bhe

130 NOVE 100
= i
140 B o1

150 DRAN 117
5
160 NEXT top i

Q 170 REPEAT UNTIL Farge

g

Endiless loep

ot f+
 endless loop, hiding Iress fsc_—;pe_ i TM
e




Little Brothers should
be seen but not heard.

NOW ONLY

£159.95

1nc.VAT

A maxim which eloquently describes the Brother
HR-5.

Lessthanafootacross, it’s nonethelessloaded with
features.

The little printer that’s low on decibels.

There's ane thing the HR-5 won't give you.

Earache.

For the annoying ‘clickety clack many printers
produce is mercifully absent from the HR-5.

Quietly efficient, it delivers high defmition
dot matrix text over 80 columns at 30 characters per
second (maximum).

Text or graphics with ease.

The HR-5 also has something of an artistic bent.

Being capable of producing uni-directional
graphics and chart images togetﬁer with bi-directional
text. What's more it will hone down characters into
a condensed face, or extend them for added emphasis.

At home with home computers.

Incorporating either a Centronics parallel or

BATTERY QR MAINS
CFFRATED.

RS-232C interface, the HR-5 is compatible with BBC,
Spectrum, Oric, Dragon, Atari and most other home
computers and popular software.

Perfectly portable, the battery or mains operated
HR-5 weighs less than 4 Ibs, and has a starting price
of only £159.95 (inc. VAT).

Which is really something to shout about.

PLEASE SENDY ME MORF DFTAILS OF THE REMARKABLE BROTL ILH
HR-5 PRINTER.

NAME

| ADDRESS.

AVAILABLE FROM: BOOTS, RYMANS, WILDI FRIDGES AND ALL
GO0 COMPUTER EQUIPMENT OCKISTS

Jbrother\ \

DEFT B BROTHER OFFICE EQUIPMENT DIVISION, [ONES + HROTHER, SHEPLEY
TEL:O61 330 6531 (10 LINES) 061 330 0111 ¢6 LINES) 061 330 3036 (4 LINES)T

EET,G IIIiJl BRIDGE, ALIDENSHAW, MANCHESTER M34 5]D
S(1%2, BROTHER INDLISTRIES LT, RAGCRA, JAPAN.




Here’s something SPECIAL from

Please send
Classic Arcade Games.

| enclose a chaque/PO No.
for £
made payable to: D

copy/copies of

P

O Electron tape £5.95

O BBC Micro tape £6.85
0O BBC Micro disc £7.95
iPlease tick]

jons Ltd.

Name

Add

Post code

Tel: No.

Post to: Classic Arcade Games offer, Electron User, 68 Chester Road, Hazel Grove, Stockpert SK7 SNY
... --..------------.-----

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

BBC Micro

Three of this high-
powered collection

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

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

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

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

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

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



ANSWER

BACK

GENERAL KNOWLEDGE

rrie -~

SHE L TREATE £

EUHEZES COTNTES Wi SOTCEARE SownT and T G WS VB ATESEINE. ..
eres T T WS SEEC o wey DO TUESHONIS FOVE ATVTIENTSE SQLCoNonay Hale...

The ANSWER BACK Quizzes provide an incredible adventure in education by allowing the successful challenger to participate in a
simple and compeliing game. The soffware package contains a highly sophisticated confrol program and fifteen thought-
provoking quizzes covering the following General Knowledge fopics...

[ Astronomy O Musie O Natural History O Famous People O Science O Sport [ History O Art and Architecture
O Know your Language O Discoverles and Inventions [ Legends and Mythology O Geography O Literature
O Films, TV and Theatre O Pot Luck
o corecy o e Ll A 47 e gamre
FROCRAN AEATURES IVCLUDE...

O Multiple choice answers O True or False? O Find the missing letters O "Pass” facility 0 Immediate comection of emors I Timer
option O Peffermance summary O Re-run of questions passed or incomectly answerad
An enarmous total of 750 questions and 3000 answer options are available but you tell the computer how many you want and
on what topic. Should you ever tire of the fascinating quizzes, you can use the powerful yet simple creating, editing and saving
commands to produce a multitude of quizzes to your own design.
SR SOVT? PO COMPLEY SIDE Mo Oroer and seveced bronches of

WHSMITH &

Arce £095
Other educational programs from KOSMOS include..,
ANSWER BACK Junlor Quiz (for the under 11's)
The French Mistress, The German Master, The Spanish Tutor

KOSMOS Software, 1 Pilgrims Close, Harlington, DUNSTABLE, Beds. LUS 6LX Tel. (05255) 3942

Quizzes are popular with everyone...




THIS IS
THE BIG ONE!

The 2nd
Official
com User

OLYMPIA AUGUST 1984
Thursday 16th —10am to 7pm
Friday 17th —10am fo 6pm

Saturday 18th—10arr pm
Sunday 19th —10am to Spm

The success story of Acom Computers, the BBC Micro and Electron is mirrared by suppliers who have produced
more and more h i &, sSupplies and services. And they'll all be at the exhibifion — disk drives, plotters,
printers, monit ysticks, robots, books and magazines, all kinds of software — everything for the Acorn owner

And of course Acorn will be there in force with oll their latest developments and software.

There'll be special offers, competitions, advice centres and special events as well
And all this for only £3.00 at the door, under sixteens £2.00. (Use the coupon to beat the queues ond save £1.00)

Clympia 2 is the brand new exhibition centre next to the old Olympia. It's got everything, wide gangways, lots of
space to sit down and rest, plenty of catering areas.

Getting there is easy to0, its got its own tube station, bus routes 9, 27, 28, 33, 49, 73 and 91 go right pass the door,
and there's car parking too

BIG SUPPORT

Remember thisis the Official Acom User Show, it's the most informative prestigious and influential user show inthe
country, Whether you're a businessman, serious user or games enfhusiast there's something for you.

For details of exhibition stands and advance ticket sales contact the organisers.

Computer Marketplace [Exhibitions) Lid. A Rushworth Dales Group Company, 20 Orange Street, London
WC2H7ED  Tel: 01-930 1612

BEAT THE QUEUES! SAVE MONEY! ORDER YOUR TICKETIN ADVANCE.

Buy your ticket now and sove queing. There will be special entrances for advance fickst holders.

Pleasesendme _ (qiy)ticketsat £2.00 and _ (aty) undersixteen tickets at £1.00. | enclose my chequePO

1 1
1 tothevalueoff_ _ordebit my Accesscard. No, — i ]
I NAME___ - dicMe == =
1 ADDRESS — i
i - 1
| POSTCODE =l
| GROUPS - Orderi5 or more fickets and you qualify for a further 20% discount. LU/AN |
I 1o Computer Marketplace (Exhibitions) Ltd. A Rushworth Dales Company, 20 Orange Street, London WC2H 7ED, 1
L e e e e e e e e e - - s s e iyt |
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[ Now YOU can go for gold
...with the MICRg

Fancy pitting yourself against the world's
best at this summer's Olympics?

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

MICRD OLYMPICS is more than a
game. It's a brilliantly written collection of
ELEVEN track and field events.

And because we know we're going to
sell many thousands of them we've brought
the price right down — to just £6.95.

Ever imagined yourself as another Seb
Coe? Then try to run against the world
record holder at 1500 metres. And if that
distance is too much for you then there's
always the 100, 200, 400 and 800 metres
to have a go at.

Not much good at running? Don't worry,
MICRO OLYMPICS has many more
challenges for you. Why not try your skill at
the high jump or the long jump?

And if you can't beat the computer at
running or jumping then you can always
throw things around in frustration! The
trouble is that it's just as hard to be a
champion at the discus, the hammer or the
javelin.

And the pole vault takes the event to
new heights!

Yes, it's fast, furious fun, pitting
yourself against the world's best times and
distances on your micro.

You may not be another Steve Ovett or
Alan Wells, but with practice you COULD
become the Micro Dlympics Champion!

and all other leading stores

Also available from WHSmith @

Play Micro Olympics ™~ i oot [T Tam 6
— and let your fingers ™ v Pl ® B BCabmd o 6195
for £ Please tick box

do the running! Illw::mwl:lwli:lf\l'm Mo, Expiry date

Signed

| )

L Y

™ d




JOHN

WOOLLARD

shows how
to make

your text...

THIS article explains the
developr t of a i
to make any computer
character appear as large as
the screen. The routine will
allow the height of the
characters to be 8, 16, 24 or
32 screen lines high.

| was first given the
incentive to solve the problem
whan a colleague attempted
to draw (PLOT) a series of
numbers.

Each number had to be read
from a standard TV screen by
pupils at the back of & large
classroom and had to be at
east eight screen lines or 256
points high.

To design each character
individually using PLOT state-
ments toock as long as the
davelopment of this single
routine that will generate all
computer characters.

The short cut to creating
giant letters is to use the
actual shapes of the character
matrices stored in ROM and
magnify them.

Each character is stored
and displayed as a B x 8 matrix
of dots. The shapes of the
standard characters are stored
as eight bytes, ane for each
row

For example the letter A is
shown in Figure 1.

The
changed or produced using
VDU 23. For example, charac-
ter 65 can be changed using:

VDU 23,45, 18,56, 108,
68,124,198,130,0

{See Pages 109 and 110 of
the Electron user guide.|

You can find out the actual
shape of a character stored in
ROM by counting the dots on
the screen. But the Electron
has a much better and faster
method.

Using the OSWORD CALL
[A%~—10) reads the matrix of a
character and places it in RAM
at a location specified by the
values stored in X% and Y%

For example the routine

OSWORD=AFFFL:Ak=10:XX=kT0
1Y1=k0: 2L70=ASC1"A")
tCALL DSKDRD

characters can be

1

2631

84 268 42 1

- - ®®@®® - - 32:+16+8+4 60 {&3C)
- 90— — ®® - 64:32+4452 102 {&66)
-~ 8 ®— — ®® - §4:32+442 102 (&68)
— 8 ® 8080 - 64+32+16+8+442 126 (&TVE)
— 98- - @@ 64:32+442 102 {&66)
- 98 - @ ® - 64432+442 102 {&66)
-~ 88 - — 9@ - 644324442 102 (&66)
s — 0 &0}

Figure I: The character A

Location &70 &71
Valus 65 B0 102

&72 &73 &74 &T5 -&T6 &7T R7B
102 126

102 102 102 o

Figure II: Character locations

places the eight matrix values
of the character A in the
locations &71 through to
&78.

Note that the character to
be analysed is placed in
location R70. That particular
area of AAM was chosen
because it is safe for machine
code programs. (See the user
guide, Page 214.)

The contents of those
locations can be examined
using the instruction PRINT
7871 or PRINT ?&72 etc.

The results shown in Figure
Il should be obtained, provid
ing that the shape of A has not
been changed.

These values can now be

used to construct the large.

character shapes. This can be
done in Basic chi¥=7&71 or
in assembly language
LDART1:8TAchr%

The next prohlem is to
translate each byte of the
matrix into a line of eight
characters. Looking 8t the
letter A, the first value (7871}
is 60 and must be translated
into this line of charactars:
space space blob blob bleb
blob space space

What should the blobs be?
The easiest move is to define

CHR$255 1o be the blob using
VDUZ3
VD23, 255,255,255, 235,
255,255,255, 255, 255
gives a solid square bliob

whereas:
VDU 23,255,85,170,85,
170,85,170,85,170
gives a shaded blob,
We must now turn to

exponentials and Boolean
logic — but don't despair, it's
not that bad| - to discover the
relationship between the row
numbers and the pattern of
blobs. This is shown in Figure
1

& routing in Basic that will
determing whether it should
be @ blob or a space by
examining the binary structure
of the number is shown in
Frogram |.

Please note that this is not
the simplest way to produce
this result but it shows clearly
the steps that have to be taken
to get from the number to the
row of spaces (CHRE32) and
hiobs (CHR$255]

It would be better to use
VDU instead of the PRINT
CHRS and ;.

The AND operator com-
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pares the variable, or constant,
on the left hand side with the

LOREM PROGRAM I

VD23, 255,255,255, 255:2
55 2250, 20« 20

JOREPERT

40INPUTnuaber s

SOVDUTL

S01F | 2*7ANDnumber L THENPR
INTCHR$235;ELSEPRINTCHREZZ

TETF{2*5ANDnunber L1 THENFR
INTCHR$255: ELSEPRINTEHRSIZ:

BOTF{2*SANDnusbar ) THENER
INTCHR$255; ELSEPRINTCHRS32¢

L06IF 12 3ANDnuaber ! THENFR
INTCHR#255; ELSEPRINTCHR 32

L1OIF {2 2ANDnunber L) THENFR
INTCHR§ 255 ¢ ELSEPRINTCHRS32;

1201F (2*1 ANDnuaber X} THENPR
INTCHR4235; ELSEPRINTCHR$TZ

130IF (2*0ANDRunberZ) THENPR
INTCHR$235; ELSEPRINTCHASIZ:

14TPRINT; nusber X

15OUNTIE FALSE

S0TF {2 4ANDnusber L} THENFR |
INTCHREZSS4ELSEPRINTCHREIZ: |

varigble, or constant, on the
right hand side. That cam-
parison iz made in bina
For example, the statems
PRINT 53 AND 105 will
produce 33!
53=00110101
105=01101001
AND 00100001 =33
With AND the answer has a
1 if both the first number AND
the second number has a 1. If
either number is zero or both
are zero then the result is zero
Each hit of the might bit
number is considered separ-
ately. In our program above
numberds is compared with
these numbers in turn:

247 = 128 = 10000000

2a6 = 64 = 01000000
245 = 32 = 00100000
2:4 = 16 = 00010000
243 = 8= 00001000
2x2 = 4 = 00000100
271 = 2 = 00000010
240 = 1 = 00000001

If numberi has a 1 in the
same position as the 2a7 then
the result 15 greatar than zero
and a blob is printed. If it has
not then the resultis zeroanda
space is printed.

loop can be used. See Program
[

[OREW PROGRAN 1

2040023, 255, 255,255,255, 2
25 255 T 255

JOREPEAT

{0INPUTnusber Y

SOVRULL

S0FORacrosst=TTOOSTER-1

T0IF{2%acrosshANDnusber
THEMVDU2SSELSEYDUTD

BONENTacross)

FOFRINT snumbert

LOOUNTIL FALSE
Frogram If

We are now in a position to
construct the whole procedure
following this algorithm:

1: Store the variables neces-
sary

character to be printed

horizontal TAB position

vertical TAB position
At a later stage a magnifi-
cation factor will be used
2: Record POS and VPOS of
CUFSOF.
3: Use OBWORD A%=10 to
determine the matrix of the

Program | To simplify the program a  character to be printed
B80is equal to space space bleb blob blob blab space  Space
0 L] 1 1 1 0 O
60 in bingry is - 0x227 Ox276  1x2°6  1x274  1x27°3  1x272° Ox2%1  Ox2~0
0: =% + 32 + 16 + B + 4 + 0 + =60

Figure IIf: How 60 defines a row

{OREN PROGRAN 111
20REPEAT:PROC1gep 10, d,BET
AT UNTILFALSE
JO0DEFPROC) gep (htabh, viabX
Lehrid,sizel)
40L0CALposY, vpost,acrosst
(downl,sagll,zaq2¥ aodel err
or¥
S0vpost=YPOS: post=P0S:ere
ar§="*
S0VDNPY, 205,255, 255,255,2
95,285,253,295.255
TOFRINTTAB (0,01 'TRBITR;
B01FPOS=79THEKRode =00
S0TFPOS=3RTHENRodet=40
10OIFPOS=1THENAOde=20
1101Fsizeld10Rsized 4 THENe
rror$="sizel out of range"
1201F (8§ 2ol #81 +htabXnadel
THENerror$="shape too far ri
ght*
1300F {eizek#B) +utabT)I2THE
Nerror$="shape too low down®
1400Fchri<320R ichri»127AMD
chri¢224) THENerror§="chr L oy
t of persitted range"
1501Ferrors{:" “THENPRINTTA
B0, 0V "ERRORY "+error§:STOP
180787 0schr LrAX=10: KX=L70
Y404 CALLAFFFY
170FORdonn=0T07
{BOFOReagil=1T0sizel
IF0PRINTTAB (htab®, vtab¥+si
zeldownitmagllly
200F ORacrossi=7TO0STER-1
2I0FOReaq21=1T0sizel
2201F2*acrosstAND? (4T +dow
%) THENVDUZSSELSEVDUT2
JIOMEXT:NEXT:NEXT:NEXT
240PRINTTAB (posT vposkly
ZS0ENDPROC

FProgram i}

4: Use nested loops to analyse
and print blabs of the charac-
ter.

5. Reset cursor position.

The procedure is contained
in Program |11,

The following points should
be noted:

Line 40 defines all LOCAL
values, This is most important
if the procedure is to be
treated as a utility and
incorporated into a range of
programs. It prevents double
use of a variable

Line 60 sets CHR$255 to
be & sguare solid blob,
However any standard charac-

e
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From Page 19

example:

2201F2*acrossl AND
T4T1+down’t) THEN
VDU4Y ELSE VDU32

square blobs. An interesting
development is to replace 255
ith chrdh. This makes the
blobs the same as the large
shape being printed. (I a letter
F was being printed it would
be made up of Fs.)

To genaerate the A sign
prass the cursor left key with
the shift pressed down

Lines 70 to 150
necessary for the successful
running of the procedure.
However they have two func-
tons.

W

@ not

unwanted displays and
therefore help to diagnose
programming errors. They also
sarve to illustrate the function
of the four variables passed ta
the procedure.

Linas 70 to 100 datarmine

ter ar defined character can be
used by changing line 220. For

produces # signs instead of

1OREM PROGRAM TV

Z0REPEAT:PROCIgep (0,0,6ET
11 EUNTILFALEE

JODEFPROC) gen (htabh viahd
(che% sizetl:LOCALposk  vposh
,acrossh,donnt, aagll mag?
posh=VPOS:posk=POS: VDUZT, 255
255,755, 295,255, 250 a0 1 299
2SIk T0echr X AY= 100 E=4T0:
Yi=0i CALLAFFFL

48F0Rdown =0T07 : FORRagLY=
1705 2o PRINTTAB Rt vtak
G¢sizelddownlenagltl;:FIRacr
os55=7T00GTER-1 1 FORRaQ2Y=1T0
sizeli PP acrosstAND 7 ik T I +d0
Wi THENVIIZSSEL SEVDUT2

SONEXT,, ¢ PRINTTAB{gost.+
skl zENIPROC

They prevent unexpected or

Pragram IV

the number of characters par
ling. The variable mode% holds
that number

The size% variable must not
be greater than 4 because the
enlargament would be too
great and overfill the screen

The range of valid chrdé
must be set to prevent

OSWORD being called 1o
characters not held in RAM. If
the number of redefinable
characters has been increased
by exploding the memary (see
Pages 93, 94, 95 and 282 of
the user guide} the range set
on line 140 must be changed.

The final line of the arror
trapping section stops the
program if an error exists. This
whaole section is only useful in
the program development
stage.

Lines 70 to 150 should be
removed to save memary and
reduce loading time in the final
version of a program.

The OSWORD call A%=10
on line 160 is explained on
Pages 240-242 of the user
guide.

Finally line 240 returns the
cursor to its original position
before the procedure was
ered.

Program IV shows the
minimum code required to
write the procedure in Basic

Now try to make the
procedure do some work for
Wou.

For instance, to print EU at
the top left hand side of the

n type:

PROCIgen (0,0,89,1):
FROClgept0,0,85,1)
Then Return.

To clear a

printing it use:

PROClgep!0,0,32,1)
{Note: The ASC of a blank
space is 32.)

Finally. to print every pos-
sible character in turn use the
procedure with this short
program. Remember, you
have to press the space bar to
expose each letter

1 REM PROGRAM V
2-FOR-k=33--T0 128

3 PROCIgen [0,0,32.11
4 PROCLgep (0,0, 1)

5 REPEAT: UNTIL GET=32
& NEXT &

TEND

Pragram V

lattar after

Don't the displays
are not d in the text
modes (Mode 3 and Mode 6)
as in the graphic modes.

Now no one need say they
cannot see the writing|

|

Sophisticated compr

CASTLE FRANKENSTEIN:
m &

ne of the &

igh Forest, swanmy
slve the m
superl adve

5500 technigues allow us 1o

s the proper way (o .
all-round adventures | have ever seen for the Electron

THE QUEST FORTHE HOLY GRAIL: To bec:

puzzie

THE WHEEI. OF FORTUNE: Whi
-] Hous world, but

& make chagues payeble to EPIC SOFTWARE and

GET LOST

INANEPICADVENTURE!

D’ RERS

that
the Monster. - £7.95
an advanture”.

am. — £7.96

alking along a

ent language interprate

@ nove! features ™,

1O REGAR

pack epprox, 230 locations and an avarage of 25 tho

Monster was thought to have been killed
the Monster is on the loose again. Explore the groveyard

dus to the program’s writer”
Your task is To defy the W

rar
it value for money. Recommended”™

fane you notice the Wheel
‘Wheel s gone. How can you raturn o ci
sent characters that you will meet in your
Intelligant charactars acting in raal-time, and & number of ather advanced features 1on

1812 claarly whether BBC or El

R

in a fire

Electron User.

e 8 knlght of the round table you must find the Holy Grail and returmn
caatle, dungecns and rivers. and on the way you will meet many characters, some frie
to successhully complete vour quest? — £7.

Electron User.

icked Witch has slole ha Meglc Klesn Bottle from its pedestalin the palace. She swoes that she would put 8
h h's curse and solve the mystical properties of the

Electron User,

dugniure

ecommended” — Electron User.

games. otherwise gdd 50p

EPIC SOFTWARE

he Castle 20 years ago, but a ser
1 anel Castle ruing, with its sec

artung lying on the ground. On spinning it you find yous
on withgut it? Perhans the baggar knows so

ersions ara required, P&P FREE if orde

ENTURES

and characters of text into each game.

of unsolved
| passByes

walot, Your saan
ostile. Can yo

sodids, i

el in &
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athi

2 or maore

Dept E, 10 Gladstone Street, Kibworth Beauchamp, Leicester LESOHL

AN our programs are available for immediate despatch— Help servic
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BUILD up a library of exciting sounds
to b your own pr with
these listings. And many more in the
maonths to come!

L L‘:Lé,PHOﬁ\@‘
REGIG

From James Harvay,
Nattingham

10 REPEAT

20 FOR I=1 70 5

30 SOUND 1,-15,209, 1
40 S0UND 1,-15, 180,
A

1,15,
70 FOR =1 m5ﬁlsﬂ‘!
80 SQUND 1,-15, 200,
90 SOUND 1,-15, 180,
e
UKD 1,0

120 WTEL Facge

( STf cos
Al a0 C%
O, o
g™ h;«.-..\-“""j A

.

W

.

Do you have any sounds for Sounds
Exciting? Send them into Electron User
and hear yourself in print. The address:
S ds Exciting, Ele User, Europa
House, 68 Chester Road, Hazel Grove,
Stockport SK7 5NY.
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Everything
on this page
is 5% less
than our
normal price

This special
offer is
exclusively for
readers of
Electron User
and applies to
mail order
sales only.

Wewillalso send you
FREE membership of
NMC's Compiiter Club —
enabling vou to enjoy
generous discounts on all
your future purchases!

Benefits for Club members
include a big saving of
10% on software and 5%
on-hardware purchases
over £25.

Personal shoppers are
welcome at our refail stores:

National Micro Centres,
36 5t. Petersgate,
Stockport SK7 5NY.
Tel: 061-429 8080

Wilmslow Micro Centre,
62 Grove Street,
Wilmslow, Cheshire.
Tel: 0625 530891

MONITORS

PRINTERS

Nowwyou can add a printer to vour Electran,

using Plus 1, we have selected four of the most
popular dot-matrix printers. All allow vou to
condense or embolden text, offer high definition
characters and allow you to produce clear-cut
graphics and charts:

Brother HR5{30cps) ..o, £170.95
Brother EP22 .............. .£170.00
Epson BX80(100cps) £272.00
EpsonBX80FT (incl friction fead) . .£315.00

For superb comespondence-quality printing you
need a daisywheel printer, Our choice is one of
our best-sellers, the Silver Reed EX43, It can also
be used as a superior standalone electronic
typewriter £394.25
£286.90)

[

{Without Electron interface:
A\

You can happily operate your Electron with your

special monitor. We offer a monochrome and
three colour monitors:

For the best of both worlds there is the 14"

normal TV, at a very atfractive price ...
{with remote control £251.

domestic TV set. But more and more users are
finding that for a really crisp picture you need a

Zenith 12" {green screen) ........ ... £81.00
Microvitee (14" eolour - lowres) .. £217.41
Microvitec (14" colour~ med res) ... £326.66
Microvitec (14" colour—hires) ................ £480.70

Nordmende, which can double as a monitor and
3

00)

DATARECORDER

Fram awide selection of cassette
recorders we recormmend the Pye
Data Cassette Recorder, which is
a perfect match for the Electron.
With it comes a FREE power
pack and Electron lead.

£38.00

e,

S
e T
CREEEE IR

E
P ..f;“".i.'ﬁf’
Wﬁ& =)
s,

A FREE dust cover
with every Electron

We have ample stocks of Electrons and can promise
mainiand delivery within 24 hours of receiving you

DIY book on programming AND a free dust cover
with the compliments of
National Micro Centres

With it comes an Introductory cassette of 15 programs, a
very comprehensive User Guide, an easy-to-understand

JOYSTICKS

Use ajoystick to play arcade games and
r order.

must - and we have two we specially
recommend. Both provide twin fire
buttons.

Sureshot (self-centering action) .. £15.
Kempston ... e £12

watch your score increase dramaticalky!
For serious games a joystick really is a

2.83

67

Selling well . . . First Byte’s
switched joystick interface

Sinee itwas launched atthe Electron & BBC
Micro User Show the switched joystick interface
from First Bute has been one of our top sellers:
This plug-in cartridge takes stapdard Atari-style
jeysticks which are much mare papular -

and cheaper—than

analoguejoysticks, ,........ £23.70
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entres

MAIL ORDER DIVISION

Phone

AT LAST! Plus 1

is the Electron

add-on we've all

been waiting for!

ey

ELECTRON PLUS 1is Acom'sanswertoa
growing demand from Electron users to be able
to extend their micra's capabilities. With it you
can ada @ pnnter and use your Electron for word
ralculations. Its joystick

designed to take two full-proportioned

ysticks — giving an entirely new dimension to
games plaving. And its two unique cartridge lots
enable you to plug in games, educational and
b 5 programs - and that means no more
waiting for programs to load. Many other
manufacturers are now planning cartridges that
will use Plus 1 to expand the Electron in many
more exciting ways and considerably increase its
power and versatility

ELECTRON PLUS 1 is a must for every user

yunr order

061-429 8080

r'—\ltsu.enng service outside normal office hours

Or use the order form below

Our Top Ten
Best Sellers

Birds of Prey (Romik)

A fast moving Invaders tupe
garme where the aliens in space
take the fonm of birds. Great
value formoney.

Pharoah’s Tomb (A & F)
Seck the golden mask in this
graphic aduenture, solve
anagrams and number puzzes
= but avoid the monsters.
£7.15

Killer Gorifla {Micropower)
Fast becoming a cult game.
Diodge tumbling barrels and
blazing fireballs. Gripping
milti-levelaction. ... £7.95

Twin Kingdom Valley
{Bug-Byte)

Chess (Acormsoft)

One of the best computer
versions of the game, easy to
use, with mare options than its
COMPeNlons. .

Felix in the Factory

{Micro Power)

Mever & dull moment for Felix

left In charge of the faciory one

evening, A great fun program.
£7.15

Snapper {Acomsoft)

Gobble dots and fruit as you're
chased round the maze by
hog eyed meanies. A raal
classic - £8.28

Slnrﬂllp Covmnand

A saphisticated ad

game with all 175 locations
drawn in full-screen hires
graphics. .. EB55

Cylon Attack (A & F)

Ciul.d.e your cmft thraugh deep
space and avoid an enemy
bent on your destction. Very
addiclive. ... £8.28

who wants to really make the most of his micro "Oiitstanding - quite simphy Chuckie Egg (A & F)
axcellent. . the graphics leave A progressive game requiring
Incredible £56 90 st other games standing”. — extremely high skill levels: The
value at - Electron User £7.15  nightmarehasbequn! ... £7.90
Postto:
. NATIONAL MICRO CENTRES,
ROM RDER FORM gty
Stockport SK1 1HL

CARTRIDGES i
With Plus 1 you can use | | Plogse < s the follows Total ]
software cartridges on your B lem lecie uppl e Tolloume; Qty £ P il
Electran for the first time. | | [ |
Acomsoft has produced an B  rosrsmemrtemwssssspesses o spessess risens L s E i B
initial range of cartridge R TR RTSRRERErT) FArees ]
games, educational and B [
computer language — R it e [
programs, and many more [ B
willfoiow, R 5

B oo ann s | wes
I RN PO =

— -

= Artractive credit terms c ]
DELIVERY CHARGES n | Phone for details o iR i
Hardware; £7 per item [ mTE———————r TOTAL ]
Software: FREE : B
[ | Please indicate method of payment: Name H
i Cheque payable to LT L e e e e e e e i
= National Micro Centres | . ... .. . iaiiiiiiininiin e, i
., ALLPRICES GIVENHERE | § [ Access/Barclaycard No, L i H
B B e R e B
INCLUDE VAT [ ] [ Sigrieed oo R Eunt g
I---.--------------------------. a
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HAVE you ever wondered
about the stories behind
computer games? | mean,
why are the aliens invad-
ing? And why is the gorilla

// so mad? What's it all
about?

It's the same with A.G.

MARTIN's game, Parachute.

[ For reasons best known to

themselves, 8 group of sky-

divers are hurling themselves
out of a helicopter. Why?

Your job is to catch them on
) your raft before they perish in
g the water below,

The trouble is that your raft
can anly held one person
besides yourself, so every time
you catch one you have to take
him to one of the jetties to
unload him.

You score points for every
man you catch, but when
you've missed five the game’s
aver.

It's simple and it's fun to
play. The instructions are in
the game, now it's all up to
you, Save the skydivers|
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vu‘s_vuzs,uv3$

SW1S,
Ll

co

DIR, CDIR
%, ¥
KlNc.\‘INC

P

[+

xp, OXP

mo
c1,c2, 63
coL

LS, JRS, LS
XF

Parachute listing

10 REN PARACHUTE
20 REN BY A.G.MARTIN
30 REM (C)} ELECTRON USER
| 40 DIN IP(4},C14) XF 1D, XIN
| CU4, VINCOH), H{8) Y O4),00(4),0
]
| 50 MoDEs
| 40 PRINTTABI14,2) "Parachute

70 PRINTTRBI14,3}"==

| »

B0 PRINTTRB(14,6} "CONTROLS"
STABILZ 7] Nemseanaeast
50 PRINTTAB(14,9) "I=LEFT*;T
ABI14, 111" /=RIBHT"
| 100 PRINTTABI10,13)"YOU HAVE
5 LIVeEs®
110 INPUT TRE(14,1B)*FAST/SL
0" ,SPEED¥
120 IFSPEED$="FAST mo=5:C1=1
16070150
130 IFSPEED$="SLOW"m0=2:C1=4
+60TO150
140 PRINTTAB(0,19)STRINGS (11
o "1E070%0
150 MODEmo

© VARIABLES
Waves.
Swiz$, SW3SW

s PROCEDURES
PﬂDCju?:' Moves the boat
P Selects 3 ¢ 4
L andorr IP0i|
Sy e i oM dropping zane for
check Cp, 2e |f
£ ksruseeuraskvawerna-'
S by the repe s been caughe
PRGOS Gn_.n-:s the number of lives savad
PROGL. Animatas the random e 2R
Anuwsthnskvdwe!u:n:dve&
reachas a jetty e

L -
Lives saved.
Raft motien
position of pare
whovermeant of p
nurmber of mo-\-\' o
Colour of parachul
Position of raft.
Mode :
Colour change.
Bﬂc;quuu.l-j colour

achutg
emants

1o parath

here parachute ¥

160 VDUZ3,1,04050;0;
170 IP(1) =12 1P (2)=12 1P (3)=1
180 VDU23,202,15,29,61,47,63

183,27,

190 VDU23,204,1,1,3,31,590,99
147,193
200 vDU23,205,128,128,295,25

3,254,12,8,8 .

210 VDUZ3,206,255,127,63,31,
16,56,56,0
220 VDUZ3,207,8,8,8,252 4,8,

5,0
230 VDU23,208,48,48,240,240,

0,0,0,0
240 VDU23,209,0,0,0,0,12,28,

40,60
150 vou3,210,0,0,0,0,0,240,

240,240
260 VDU23,211,240,240,240,0,

0,0,0,0
270 VDu23,212,0,0,0,0,0,0,25

5,235

280 VDUZ3,213,0,0,0,60,36,38
136,126

290 VDU23,214,60,40,60,60,60
160,40, 80

1 [
ff the ratt when it |

of pur:\rl'r.r-c. 1

ute laky |
1

il land.

tha

J00 VDU23,215,0,0,0,0,24,24,
4,0
310 VDU23,216,0,0,0,94,96,%

10,0

$20 v0U23,218,0,0,0, 126,255,
126,60,0

330 VDU23,219,0,0,0,126,255,
126,60,0

340 VDU23,220,31,31,63,63,12
7,127,285,255

350 vDU23,221,20,129,0,129,0
120,28,28

360 VDU23,222,24,50,60,24,8,
24,356,546

370 VDU23,223,32,57,79,207,2
92,252,104, 80

380 vDUZ23,224,0,0,0,0,0,0,0,
54

390 vDu23,225,0,0,0,0,0,2,0,
0

400 VDU23,226,0,0,0,0,48,0,0
40

410 VDU23,227,2,0,7,2,2,2,5,
0

420 VDU23,228,295,255,255,25
5,255,255,255,235

430 VDU23,229,20,85,85,8,0,0
10,0

440 VDU23,230,42,42,34,0,28,
8,20,20

450 VDUZ3,231,255,255,254, 25
4,252,252, 248,248

460 JL§=CHR$22B+CHRS22B+CHRS |
228+CHR$228+CHRE22B4CHREZTL: IR |
$=CHR$228

-
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From Page 25

470 P4="  *+CHR$10+CHRSB+CHR
$8+" "+CHR$230
480 WIS=CHREZZE:NZE=NLE+" "+
WISINI§=N2S+" "HilS
490 SH1$=CHR$225: SN2§=5H1%+"
"+SNLS:ONTS=0N244" "+3M18
500 BCOLO, 2:VDULR,2,0;04
S10 NOVEY, 250+ DRAW4OD, 500: DR
AN400,575: DRAKD, 575
520 BCOLO,2:FORI=254T0 57451
EP4:PLOTT?, 0, IINEIT
530 NOVE1283,325: DRANTS0, 525
+DRAN9S0, 3501 DRAN1 283, 560
540 FORI=326T0S5BSTEP4:PLOTT
7,1000, [:NEXT
550 VDUL9, 4,004
560 BLOLO 4
370 FORI=0TOSS0STEP4:PLOTTT,
500, T:NEXT
380 6COLO,CI
590 VOUES,LE,0;0;
600 FORJ=334 TOILOOSTEP4:PLD
177,600, J:NEXT
S10 VOULY, 2, 2;05:V0UL9 4,450
pi VDU, C1 6305
620 GCOLO,0:NOVEQ, 5751 DRANOD,
5B3: DRAN100,385: DRAN100, 575! DR
AN100,585: DRANZ00, SB5: DRAKZOD
575: DRANZ00, 5801 DRANI00, 5B0: DR
AMI00,575: DRANI00, 380z DRAK3SO,
5B0: DRARIT0, 575
30 TFmo=5 CZ=]
540 IFno=2 C2=11
450 BCOLO,C2:NOVESTD, 6561 VDU
5215
560 BLOL0.7+MOVESTE,£56: VDU
bd B
570 MOVESTD,424:MDU 214
SB0 MOVES70,592: VDU 214
490 §COLO, 01 WOVERSS, 360 IRAW
§55,545: DRAN1055, 365; DRAK10SS,
5&0: DRAN1055,565: DRANL 155,585
DRAWE1SS, 360: TRAWLLISS, 565 : DRAN
1255, 565: DRAW1 255, 5601 DRAWIZSS
1 365: DRAN1 283,545
700 BCOLO, 11z MOVE200,918: VI
214
710 BCOLO, 05 MOVE200, 7504 VDU
209, 210: NOVE204,918: VDU 211
120 TFeo=5C3=3
730 IFap=2C3=9
740 BCOLO, LI MOVE200,3B2: VDU
42,22
750 6COLO, Ty MOVE200,950; VDU
204,205, 208: HOVE200, 918: VDU 20
6,207
Th0 MOVETO0, BOO:VDUS 223

770 GLOLO,CI:HOVETOO, B32: VDU

prl]

780 VDU4: COLOUR13Z: COLBURE:P
RINTTAB(10, 231 CHR$2201: COLOURTZ
9:COLOURT: PRINTTAB(11,23)CHRS2
27

190 VOU23, 200, 1oy Eh, 16,0, 00
20,0

BO0 L$=CHRE200+CHRE200+CHRE2
QO+CHRE200+CHRE200+CHRE200

810 COLOURL3Z:COLOURTtFRINTT
RB(0,251]L$; TABL1Y, 250 JRS; TABL
026118 TAB (19, 261 CHRE20D

820 KP=10:0XP=10:MAN=0

830 LI=0:C0=0:NC=4

840 VDU4:VDURI, L, 050;0505:L0
LOURZ:PRINTTAB (0,301 "LIVES "L
11TAB(10,30) "SAVED ";€0

B850 PROChoat

B&0 WNO=RND(2): IFWNO=1 PROCe
aves

870 PROCjusptl)

BEG IFLI=5 PROCscore:S0TORI0

890 PROChoat
900 PROCjunpiZ}
10 IFLI=5 PROCscore: GOTORID

920 PROCboat
930-PROCjump i3}
740 IFLI=5 PROCscore:EOTORI0

730 PROChoat

40 PROCjuag (4}

970 IFLI=5 PROCscore:B0TOBI0
950 50T08S0

590 END

1000

1010 DEFPROChDat

1020 TFINKEY (-981 P=YP-1160TC

1050

1030 IFINKEY(~108) 1P=1P+1:60T
01050

1040 BOTOLELD

1050 VOU4: COLOURI32: COLOURA:P
RINTTRBLOIP,25)" *

1060 IF4PCE P4

1070 IFAPHET XP=1T

1080 COLOUR13Z: COLOURL: PRINTT
AB1XP,25) CHR$220: COLOUR] 29: COL
QURT:PRINTTAB{ AP+, 25) CHRS 22T
1090 IFiP=4 PROCrun

100 IFIP=IT PROCrun

1110 1F MAN}O GCOLO,MAN:MOVET
Pebd 2200VDUS 227

1120 DiP=1p

L1130 ENDPROC

1540 ¢

L1150 DEFPROC junp X}

1140 COL=C1:IFIP(N) }160TO1300
1170 1FN=] T1=2:T2=3:T3=4:607
B1710

1180 1FN=2 Ti=1:T2=3:T3=4:60T
e

1190 1FN=3 TE=1272:2:T3=4:607
BL2to

1200 Ti=1172=2:73=3

1210 TFIPITL)=3 GOTOL4L0

1220 1FIPIT2}=3 BOTOL4LD

1230 IFIP{T3]=3 GOTO1410

1240 CIN)=RND(8) 1 IFC (N} =N 60T
01250

1250 BOTOI4L0

1260 TFCINI=4 CINI=§

1270 IFCINI=1 CiN)=T7

1280 IFmo=5 CiN)=3

£290 XFN)=RND (5501 +500: XINC(
Ni=(XF (M) -230) DIV22; YINC (N)=-3
2:MOVE2S0, 900 BCOLO, CIN) : VOUS
230:MOVE250,900: 6CAOLY, 7:VDUS 2
29: X {NF=250: YINI=300: IP (N}=2:0
LN =TIND £ OF (NI =Y ER) 1 BOTOL300
1300 IFOYIN) (=550 COL=4

1310 NOVEDX(NE, 0¥ (N):6COLO,C0
LaVpus 228

1320 XiNI=RINJ#HINC(N]

1330 YN =Y{NY+YINCIN)

1340 PROCboat

1350 SOUNDE, §,-N¥B,2

1340 MOVEXIND, YN} 1 BCOLO, 7: VD
15225

1370 MOVEXIN),YINI2BEOLO,CIN)
$VIU - 23¢

1380 OX IN}=XN) DY (N) =Y (K}

1390 1B (N}=IP (N)+1

1400 IFIP{N1=22 IP(N]=1:6C0LY
A VIUB: VDUS 228:PROCchecks 60T
180

1410 ENDPROC

14202

1430 DEFPROCcheck

1440 P=(X(N)+32)DIVES

1950: IFP=XP CO=CO+1:GO0TOL4B0

1860 IFP=XP+1 CO=CO+11G0TO148

1470 BOTOISI0

1480 TFMANYO CO=CO-1:GOTOIS10
1490 MAN=C(N)

1500 80101560

1SH0-LI=LT4]

1520 FORKD=1TO100:NEXT

1530 MOVEX(N), YiR}3BCOLO, 74 VD
U5 2212 SOUNDO, 1, 14,10

1540 FORKD=1TD200:NEXT

1550 WOVEX (N ,Y (N} :6COLO, 41VD |

U2
1560 VDU4: COLOUR132: COLOURZ:P
RINTTAB (6,300 ;L3 TAB 14,3014 C0

Parachute listing

1570 ENDPROC

1380 2

1330 DEFPROCscore

1600 COLOURT:COLOURLIZ

1610 VDUZ3,1,0;0;0:04

1620 FORI¥=0 TO 255 STEP4

1630 SOUNDE,-12,1%,1

1640 NEXT

1650 PRINTTAB{0,30) *YOUR SCOR
E A5 ";C0

1660 BLOLO, 4

1670 FORI=235TOOSTER-4: SOUNDE
1=12, 1 LNEXT

1580 FORKD=1TE2000:NEXT

1690 COLOURTL:PRINTTAB(O,301"
HERGANE STARTING###"

1700 FORI=0TO7:FORI=0TOR0STER
21 SOUNDLT -, 5: NEXTNEXT

1710 FORKD=1T02000: NEXT

1720 PRINTTABIQ,3015PCI1R)

1730 ENDPROC

1740 ¢

1750 DEFPROCwaves

1760 TFHC=4 WC=7:CW=4:5070178
L

1770 IFWC=7 WC=4:CH=7

1780 VDU4:COLOURL32: COLOUR- WC

1790 PRINTTAB(Z, 2B} N385 TABL],
Z2IN2$iTABILIA, 28 W3S TRBLS, 19}
W%y

1B00 PRINTTABIS,17)5K1$: TABIL
4, 1715N18

1810 COLOURCK

1820 PRINTTABIL1A,201N1%;TAB(Z
241 W3$TRBLS, 200 K283 TAB(T 21
TS TRBELT, 24)H28;

1830 PRINTTAB(13, E51EN1%; TARL
5. 18)SN1$

1840 ENDPROC

1850"%

1860 DEFPROCrun

1870 1FMAN=0 BOTO1930

1880 IF¥P=17 COLOURLZ9:COLOUR

MAN: SOUND1,- 15,250, 1:PRINTTAB
119,251 CHR$227: FORKD=LTOZ00: NE
£T:80UND1,-13,250,1:PRINTTAB (!
§.28)5PC 1) 160701920

1890 FORI=4TOOSTEP-{

1900 COLDUR129: COLOUR MAM:PRI
NTTAB(L, 251CHR$227:FORKD=1T07S
tNEXT:50UNDYL, ~15,250, L:PRINTTA
BI1,29150C(1)

1910 NEXT

1920 MAN=0

1930 ENDPROC

This listing is included in
this month’s cassette
tape offer. See order
ﬂur:ﬁ on Page 47.
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Just
when
you
thought
it was
safe...

[Budbugs

Optima Software

TO guote from the game:
“Just when you thaught it was
safe to go to sleep .
Bedbugs, the new game from
Optima Software. should
safely disrupt your calmest
drearns

You begin with a bed alive
with little nasties which are
liable to nibhle your feet at any
time.

Howsver you needn't des-
pair, because you are armed
with, believe it ar not, a jam
sandwich which you use to
swat the bugs.

You also have a sponge to
wipe up the sticky jam and a
pair of false teeth that you can
use to crunch the irritating
fleas.

As a last resort there's a
talephone that you can use to
call Doctor Soothe or
Pestdeath. These two will help
you, always provided that
they 'ra in 1o answer the phona.

You choose your weapon
from a “manu” on the left of
the screen and chase the fleas
across the bed. When you land
on one you press Return and
the little blighter is no mora.

You mustn't, however, swat
your feet (ouch!), fall off the
bed or get yourself stuck in the
jam, for heawvy penalties are
given.

The sound is reascnable,
especially the familiar intro-
duetion tune, and the graphics
are good although not striking.

The keys are sensibly
placed and easy to use,

avoiding the possibility of
accidentally pressing Braak.
Allin all an original game
for kiddies which will keep
them occupied for hours.
Bev Friend

Simple,
yet
endiess

Animator I

Screenpiay Software

I AM almost at a loss for words
o describe this superb pro-
gram from Screenplay,
previously available for the

STOP

Centipede
Superior Software

AMOTHER entry into the
insect world. A long. hungry
caterpillar wends its way fram
the top of the screen to the
bottom wherea you are located.

Can you stop the vicious
little beastie or will it eat you
alive? There are six skill levels
to keep you on your toes.

You dodge across the
bottomn of the screen using the
Z and X keys to control
movemeant, hitting the Dalate
key 1o blow the centipede to
kingdom come,

BBC and the Dragon.

It is brilliantly simple in
concept, yet the possibilities
for its use are practically
endless, be a program to
create  multicoloured sprites
which can then be compiled
into machine code for use in
fast graphical action games.

The sprites may be saved ta
tape. and a library of them may
be built up for future use.

The first program, Creator,
allows the design of up to 63
separate sprites, each with
two associated figures formed
by 180 degree rotation about
a horizental or vertical axis

Larger sprites may be
defined, up to 30 pixals
square, but in this case only
ning may be created.

They may have any colours,
flashing or steady. and during
the design stage the sprite is
also shown life size for
comparison,

Drawing the sprite is sim-
plicity itself, as indeed is sach
feature of this program. When
the sprite has been saved to
tape it can still be recalled and
minor alterations made for
smoaoth animation.

The second main program,
Compiler, allows previously
saved sprites to be compiled
into machine code for future
use in either Basic or machine
code programs.

Editing may still be per-

THE BEASTIES!

While you'ra doing this you
have to keep your eve open for
the nasty spider that hangs
around your end of the screen
as he, too, will eat you if he
can

Also the poor, inoffensive
little snail which wanders
across the screen is worth a
shot or two for, harmiess
though It is, it's worth 1,000
paints. Collect 10,000 or
20,000 points and you get
extra lives,

Tha sound and graphics are
very good, the instructions
clear and the choice of keys
simple to usa,

It's an amusing and enter-
taining game for those with

formed at this stage, and the
compiled code saved again
onto tape. Extremely clear and
detailed instructions on the
subsequent CALL statements
are given, as is an explanation
of the built-in collision check-
ing routine.

In addition to these excel
lent programs, there are also
two demanstrations. One is a
game called Dambuster, with
modest but effective graphics,
whila the other is a marvellous
scane in a tropical aguarium
which | found myself staring at
for a long time

However | kept coming
back again and again to the
superb Creator program, cre-
ating endless multicoloured

|
L

fast fingers and a dislike of
creapie-crawlies. Pater Gray

August 1984 ELECTRON USER 27



From Page 27

sprites simply becausa it was
5o easy and such tremendous
fun.

This package is excellant
value for money, being a very
useful tool for the budding
programmer, There is even a
competition for an original
program using sprites madsa
with Animator, with a first
prize of £200. | have the
feeling that they will receive a
lot of entries. Phil Tayler

Defuse
those
TNT
bombs

Danger UXB
Pragram Power

pear, 5o you can't go that way
again.

You can, however, slide the
row of blacks that you are on
left and right but you have to
be both fast and cunning.

If you manage to survive
the first level you're “rewar-
ded” with another screen
where the countdown starts at
40.

Complete that and the next
level has stamping boots that
chase you round the grid. |
don'tunderstand that last part.
but it's great fun

With highly impressive gra-
phice and sound, and easy to
use keys the game appeals to
all ages and is great fun for all
the family. A highly original
and compelling game.

Eileen Young

Friendly warning

Electron Aid
Dynabyte Software

THIS super utility program
actually contains a suite of two
vary helpful and easy-to-use
facilities for the Electron. The
loading program prasents the
user with the option to select
Character or Soundlab.

The first allows the user to
define up to 128 different
characters (if PAGE is reset as
appropriatel, while the second
encourages constructive use
of sound ENVELOPES with
various SOUND statements,

Maither, of course, allows
the user to do anything that

become

cannot be done anyway with
help from the User Guide, but
these utilities are extemely
user-friendly.

On selecting Character the
user replies to various screen
prompts in order to select
Maode {all availablel, and fore-
ground and background col-
ours.

Once this s settled the
option to start from scratch, or
whether to redefine an existing
shape, is offered.

One way in which this may
be of considerable use is

A disappointing statistic

El o

OME of the most original
games |'ve come across so far,
Danger UXB from Program
Power, gripped my attention
from the start and kept firm
hald.

You are placed in the centre
of a block of pathways
consisting of blue squares,
some of which bear a skull and
crodsbones,

The skulls mark the position
of lethal TNT bombs. One after
another their timers start
counting down from 60 to O
when. unless you've defusad
themn, they explode taking you
with them,

Mot only that but once
you've used ane set of squares
to reach a bomb they disap-

14
Garland Computing

THIS cassette of four pro-
grams and a single page of
documentation comes from
Garland's educational series.
Learning Maths.

The package is aimed at
children aged about 9-12
years and is for school or home
use on either an Electron or
BBC Micro,

Garland has a good repu-
tation for educational software
for the BBC Micro but this
package doesn't really live up
to expectations, failing to
make full use of the
computer’s facilities.

Furthermore its title is
slightly misleading in that the
programs are mainly con-
cerned with data collection
and display rather than the
computation of statistical par-
ameters.

After chaining the Index
program, which displays Gar-
land's logo, the user is asked to
pick one of three programs,
Barchart, Piechart or Scatter
by typing CHAIN "Program
name’’,

Unfortunately there is much
room for operator error here
and the loading sequence
could be improved.

Barchart allows the user to
label, input, add to and

LEARNING
MATHS

R

TR
ELEMENTARY
STATISTICS

.. GARLAND EOUCATIONAL

..~ electron /BBC

compare up to 10 groups of
data in the form of a frequency
table or a barchart inot a
histogram, as the document-
ation rerninds ush

The data entry sequence
may be upsat by entry of large
values, and is also drab as it
dossn’t utilise colour or sound.
The barchart itself is in colour,

MNegative numbers are also
allowed on data entry, but are
not properly displayed on the
barchart,

Piechart is similar to the
previous program and allows
the user to enter and compare
values for up to six groups of
data.

The frequency table here
also shows the angles (in
degrees) used in the piechart,

Again, tha actual displayed
chart is in colour

In this program howaver,
data cannot be altered or
added

Scatter plots the values of
wo groups of related dataona
scattergram. First the axes are
labelled and the maximum
limits set, then each data item
is plottad an the graph as the
values are entered

When all data has been
entered — up to 100 values —
the mean is automatically
marked on the display. | liked
this one with ita instant
plotting. It would be very easy
to fiddla results and enter
values which =at along a nice
straight line.

Unfortunately this program
does not allow for the correc-
tion or addition of data.

QOverall the programs
provide good value for money
as a simple teaching aid but
would be much more valuable
for long term use in data
collection and display if there
were more facilities for error
correction, saving of data and
printout routines,

All the programs, howsver,
are written entirely in Basic
and can be used on aither
cassette or disc systems and
could therefore be readily
amended to suit individual
users.

Mike Mahon
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— you'll
addicted

animation. A figure may be
defined as one Ascii character
and then copied to & second,

The second can then be
edited 1o allow the slight
changes nacessary for smooth
animation. Both versions of
the shape thus ramain avail-
able for recall,

Single key entry is provided,
with the number keys control-
ling the various colours, edit-
ing and so on.

Key B will gven list on
screen the VDUZ2Z3 lines,
which can then be copied for
future use.

A similar approach has
been used in Soundiab, with a
very fun approach to that
bewildering world of
envelopes.

There are praset
ENVELOPES - up to seven can
be programmed —andupto 15
sound commands may also be
accessed.

They are easily tested
using single key again, or
edited by use of the number
keys and cursor control

The sound controls are
shown on screen in the format
FC A P.D while the
ENVELOPE is shown,
although not those numbers
which ara merely there for the
infamous BBC compatibility

Any ENVELOPE may be
paired with any SOUND state
ment to gain an insight into the
possibilities.

In addition the whole range
of SOUND commands can be
played one after the other,
which in my case always
sounded pretty ghastly.

Again, no more is gained
than can be learned from the
User Guide, but the program
does all the work for you and
shows you your current pieces
on screan.

The listings of any good
sounds produced may be
obtained for future use.

| found this to be a
fascinating program to work
with, but | must warn you that
it soon bescomes almost as
addictive as your favourite
games.

Phil Tayler

File Handler
Diatsaft

THE cassetts inlays from Dial-
soft do not really attempt to
sell the product, which is a pity
as the cassette inside contains
a fairly good filing system
program.

Many people would wish to
keep records of the card index
type, whether for personal use
(addresses, recipes etc), or for
semi-personal applications
(club  membership, software
records).

Your micro allows you 1o
keep a file with these details,
the data then being loaded
inta another database pro-
gram, in this case Fila Handler.

The data can be mani-
pulated to produce lists in
alphabetical or numerical
order, or te search for a
particular entry.

The trouble with all tape-
based database programs is
speed — a large file takes some
considerable time to load,
whereas a disc system
accesses data far more rapidly.
Roll on disc drives for the
Electron|

This isn't the best program |

Something
missing...

BBC Micro (12
& Electron )

have ever seen of its type,
although there are areas in
which it will stand comparison
with others.

The speed of sorting is
acceptable and the screen
displays clear and legible. The
program, however, lacks
something in the area of
user-friendliness, using jargon
phrases like “file extent”
without further explanation.

However one guickly gets
used to these phrases, and itis
then relatively easy to enter
data or interrogate the file.

The size of record which can
be catered for varies with the
number of fields. For instance,
200 records can be entered
across four fields, while only
80 may be input if the number
of fields is increased to
10.

It is also a simple matter to
extend a file (if there is room)
or to alter data, although the
new data has to be saved to
tape once again.

A sample file is included in
the program, although | did not
succeed in loading it.

1 also found myself wonder-
ing why all serious programs
have to be presented in black
and white.

The program is listable, and
it is refatively easy to alter
screens to allow colour coding
of the various pages.

Incidentally, the program is
completely compatible with
the BBC Micro.

Philip Tayler

Awinner - as sure as
eggs is eggs!

Chuckie Egg
A&F Software

REMEMEER the old arcade
game where you had the
unnarving task of leaping over
seemingly endless gaps in
your path, climbing ladders
and being chased by ghoulies,
ghosties and beasties as you
prograssed?

Were you addicted, as |
was? If so, then Chuckie Egg,
the new game from A&F
Software, will be right up your
street.

You control a cuta little man
with fast moving'legs who
starts at the bottom of the
scraan and has the rask of
collecting all the eggs.

This has to be done befora
the nasties get out and eat all
the carn. And be warned, if you
bump into a nasty you're &
gonner

Itis also wise to keep an eye
on the crazy duck in the cage

at the top left. If she gets out
you've had your chips — with or
without egos. :

It's not easy, but you do
have a stock of lives to get
through before your little man
is annihilated.

Once one level is cleared of
eggs you progress higher,
progressively harder with lifis
and landing stages adding to
the action.

You've got to be quick
thinking and have fast reac-
tions to collect all your eggs.

The sound and graphics are
excellent and the key allo-
cation is particularly good.
Although the program gives
you one set of keys you can
choose your own, a festure
more software houses should
follow.

It's a great game, compel-

ling and entertaining and
should appeal to all ages. A
winner.

Travor Roberts
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Here's a quick and easy way to get things moving on your display screen

SCROLLER, by ADAM
WORTLEY, is a utility pro-
gram that produces a
banner display moving
along the bottom of the
screen.

You simply put any
message you want into the
program and the Electron
will display it.

To change the message
just copy line 40 and
replace the string inside the
inverted commas with your
own. Keep it the same

length as Adam's, or fill
yours out with spaces. It's
as easy as that.

As you'll see, the mess-
age scrolls from right to

40 MODE 1

left. tPROCSCROLL (3,15, *Sidew
7 120 voU 19,C,R,0,0,0
Can you make it go ays Scroller by Adam 130 FOR el T0 "éD:P
from left to right? And how Wortleyes®, 2,150 &
about one that goes from 25 sNEXT
top to bottom? Or from £ 140 PRINT TRBIX, ¥}y
corner to corner? 30 END

Scroller isn’t just a
useful screen utility, it's a
challenge to your own
programming skills.

VA C,P N

B0 COLOUR C

10 REM Side Scroller
20 REM by Adam Wortley
30 REM (C) ELECTROM USER

VDU 23,1,05050:0;

40 DEF PROCSCROLL (X,Y

70 LET BS=R$+As

90 FOR H=1 TO K
100 FOR S=1 TO LEN A

110 LET R=RND(13}+!
tIF R=R
THEN 60TO 110

MID$(B$,5,LEN A$)

150 NEXT §
160 NEXT H
170 ENDPROC

TN |

KAY-ESS

COMPUTER

PRODUCTS

PROFESSIONAL
PROGRAMS FOR
THE MODEL B

AND ELECTRON

LOW SUMMER PRICES EACH TAPE ONLY £5.95 (Except H.O.H.)

Turn off tha light
the oid house. The

and gather arcrd for the most creepy game of the yaar. How you laughed ot those suparss

100N sun was swift and within an hous you h

#oals in the vilage when they

s898d through the ouler getes of this &

w lew tha sun ran ia len bedone m

f varda o a -
and WAMPIRE. 5 ‘Iwrs IuII of odd (.CRHIgORS EHDKEN FLOURSOQP"H and riodied with

ELECTRON PROGAAM CAN BE U WITH

EARLY YEARS (B)
Thess two peckig

young
enfarce ideas. T+
covarnd include
sizes, sounds/not

Eﬂ RI.\' YEARS 1

ri MERRY MUSIC
D) FUNNY FACES presarns s line up,
E) FRED THE FROG noods co-crdinated h

usical keyboard
¢ |5 the Suspect?
get atross the pond

EARLY YEARS 2
Al THE POND seems very active today
E\ SPEEJ is reql.uec 10 keep 1he Laln on the conveyor belt.
i n 1 b eeded by averyone in Orion village

DI D DE he b
El 5ID THE SPI'_!:H osds some bk 1 get out of the maze

FIRST BYTE JOVSTICK INTERFAC
Wastch out for HOUSE OF HORRORS at
Incal denlers.

Dealer it

Cheques/P.0.'s should be made ::n-ub" o
KAY-ESS Computer Products

Whan ardering please stata BAL or Electran

Availabile for:
(El Etectron (8] 88C Mode! B
FREE with .n undeu (Excopt H.O.H.)
varsion of
NDUGHTE AND EROSSES I

ALSOAVAILABLE:

STAR HAWKS (B (E} -

- HANGMAN (8] (E] -

CONTROLLER (BI {E) -
SPACE TANK (8)

DESIGN (B) (E]
SPACE TRAFFIC
HORSES (B} |E)

KAY-ESS Computer Products,
11 Buttercup Close,
Romieighs Park,

Harold Wood,

Essex RM3 OXF.
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NIGEL PETERS welcomes the arrival
of a print port for the Electron

ONE of the niggling things
about working for Efectron
User is, that until now,
we've had to produce our
program listings on a - dare
| say it - BBC Micro. This
was because the Electron
had no way to use a printer.

Mow, however, with the
new Print Port from Signpoint
things have changed

The Print Port is a small,
flat, rectangular black box
which looks very similar to the
Joyport reviewed in the June
ssue.

It attaches to the expanszion
port at the back of the Electron
and takes its power from it.

The Port connects to the
printer by way of some three
and a half feet of grey ribbon
cable. Full marks to Signpoint
for not stinting on the cable as
some firms do.

The Electron operating
system, although very similar
1o the BBC Micro's, wasn't
designed for use with a printer

Because of this, special
software has to be loaded into
the Electron from a tape
cassette. [t is this software
that activates the Print Port
and allows it to use a printer

At first | thought that
loading the software would be
tedious, but | soon learnt
differently. All you do is enter
CH.™" and the program loads
itself in under half a minute.

A *FX call then activates
the software and the Print Port

is ready for action.

The software sits below
Basic storage out of the way of
the programs you type in. It
stays hare even if the Break
key is pressed.

In the rare event that one of
the programs you run should
try to use the same memory
space as the Print Port
software Signpoint give four
versions of it.

These are exactly the same
program, they just sit in
different places in the
memory, It's very unlikely that
all four won't work!

Once the Print Port is setup
itis up to you to decide how to
use it. If you want to print out
everything that appears on the
sereen, then you just use the
Ctrl+B and Ctrl+C key combi-
nations familiar to users of the
BBC Micro.

To get a hard copy listing
you just select the printar
using Ctrl+B, and type LIST as
normal. The listing will appear
both on the screen and on the
printer

Ctri+C stops the screen

Printout

output going to the printer,
(It's amazing how much easier
it is to debug a program from a
listing rather than from the
screen.)

Using Print Port is easy, and
very well explained in the three
explanatary sheets that come
with it. However you don't
always want everything that
appears on screen to be
printed out on hard copy.

The Print Port allows the
use of the VDUZ2 and VDU3
commands to switch the
printer an and off from inside
programs. This allows you to
choose what you want printed
out from & program and when
Program | shows how it is
done, with Figure | showing
what the output is.

Incidentally, both these
weare printed out from an
Electron using the Print Port.
Whe needs a BBC Micro now!

The Port works with any
printar that conforms to the
Centronics parallel interface
standard such as the Epson or
Brother printers. |t also allows
the Electron to pass control

Program |

10 vou2

50 VDus

20 PRINT *This is an exasple progras*
30 PRINT "using the Signpaint Electron®
40 PRINT"centronice print port®

Figure | ]
This is an gxaaple progras
using the Signpoint Eleckran
rentronics print port

codes to the printer,

These control codes are
numbers that affect the way
that the printer works, for
example producing italic or
bold type or double spacing
the lines.

Codes vary from printer to
printer, and are given in the
manuals. But beware! Not
every printer manual is as
clearly written as the explan-
atory sheets that come with
the Print Port.

| was very impressed with
the device. Quick and simple
to use and well explained, it
adds a whole new dimension
to the Electron, giving me all
the facilities that previously
were only available on the
BBC Micro.

| can't think of a higher
recommendation.

e

—

. Example of the various
type styles available

THIS IS
ENL—ARBED

THIS 15 CONDENSED

THIS 15 ITALIC
PRINTING.

THIS 1S BOLD
PRINTING-

August 1984 ELECTRON USER 31




CASTLES of Sand is an
orginal game where you
don't have to leave your
home to experience the
frustration of building a
sandcastle only to have it
washed away by the sea!

The bagins with
attractive ayed fol-
lowed by instructions and the
level of play option — level 3
being the hardest

The screen is then drawn
with your empty sandcastle -
red with blue crosses —in the
centre, There dre piles of
vellow sand on either side
which you must collect and
use 1o fill in your sandcastle

When you have done this
suitable congratulations
issued and a harder be
displayed.

The sand at the 1op of the

SCI
sea whi

-h is slowly advanc
Beware
gaps in this barrler — fill
in quick or the sea will come
rushing through

The sea cannot harm your
castle or kill you by reaching
the bottom of the screen — it
only drowns you if you dre
foolish enough to go for a
paddial

Any sand touched by th

sea — except that in the cast
— will slowly be 1 awdy S0
if you are not guick enough
you may need extra sand from
the barner to complete your
castle.
t so, beware the hungry
sandworm. |t will eat any
you may be carrying if it
catches you or any left in its
path, Once lost, it cannol be
recovered.

A1 the bottom of 1 n
your SCORE (25 po for
each block of the castle filled
inl, BONUS {slowly declining|
and BEACH (screen you are
currantly playing! are dis
played. With each new BEACH
the sea eats the sand away
quicker and the barrier is
smaller

When you are eventually
killed, either by drowning or
loss of honus, a hi-score
is displayed, Enter your name
then press Return

if you wish to save the
names and scores for another
day, press Crirl Space :

[~

option.




PROCEDURES i NUMERIC VARIABLES
PROCiinit Sets up varlables for beginning of | A%,B%,C%,N%,Z% General locp counters,
443 1 CR% Trua if you are ing sand
— | PROCinit H% Level of difficulty

5%

PROCtitles WP ng moved

PROCinstr X%, Y% s of man

PROCc BONUS" .

PROCend Called when DEADY Ly

PROCtext & PROCnum Prints BONUS FAST% ¥

(N9, X, Y) a LEVEL% 1 is being played.
LOOP% ral loop counter

PROCmove SANDY ks to fill in on sandcasile,
VWX, WY Coordinates of warm

PROCIeft/ PROCright/
PROCup/PROCdown

Call PROCdraw 1

STRING VARIABLES

PROCdraw(D% ,DY%] wan in XY d A%.BS.F$.G8,
PROCdeadcheck 1o see if LS, NS, S8, T$ The

PROCscores LES,RI$,UP$,D0S | shange the
PROCsave r are satat lines
PROCdig/PROCAl

PROCrestore TS

Shift which are controll
Sandworm

P% (19,26}
Wa (19)
Y10}, HS(10)

Castles of Sand

if 23,226,4,4,15,31,15,

0,16,48,2

04,283, 4

Tby80,4,

219

Turn to Page 53

N NG
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To save your fingers most of the listings in Electron User have
been put on tape. Eight are now available — for the February,
March, April, May, June, July and A g 2 plus a b
tape of all the programs from the introductory issues.

On the August tape:

SANDCASTLE The Electron seaside outing. KNOCKOUT Bou neing balls batter brick
walls. PARACHUTE Keep the skydivers dry. LETTERS Large latters for your screen.
SUPER-SPELL Test your spelling. ON YOUR BIKE Padal power comes 1o your
Electron. SCROLLER Sliced strings slide sidaways.

FAST ELLIPSE Speedy graphics. NOTEBOOK Lines and patterns explained.

On the July tape:

GOLF A day on the links with your Electron. SOLITAIRE The classic solo logic game.
TALL LETTERS Large characters made simple. BANK ACCOUNT Keep track of your
money. CHARTIST 3D graphs, FORMULAE Areas, volumes and angles,. NOTEBOOK
Time table.

On theJune tape:

MONEY MAZE Avoid the ghosts 1o get the cash, CODE BREAKER A mastermind is
needed to crack the code. ALIEN See little graen men — the Electron way! SETUP
Colour commands without tears. CRYSTALS Beautiful graphics. LASER SHOOT OUT
An intergalactic shooting gallery. SMILER Have a nica day!

On the May tape:

RALLY DRIVER High speed car control. SPACE PODS Mare aliens to annihilate.
CODER Secret messages made simple. FRUIT MACHINE Spin the wheels to win.
CHASER Avoid your opponent to survive, TIC-TAC-TOE Electron noughts and crosses.
ELECTRON DRAUGHTSMAN Create and save Electron masterpieces. SHEEP A
program for insomniacs. MATHS HIKE Mental arithmetic. MESSAGE VDU commands

in action.
On the April tape:

SPACEHIKE A hopping arcade classic. FRIEZE Electron wallpaper, PELICAN Cross
roads safely. CHESSTIMER Clock your moves. ASTEROID Space is a minefiald,
LIMERICK Automatic rhymes. ROMAN Numbers in the ancient way. BUNNYBLITZ
The Easter program. DOGDUCK The classic logic game

On the March tape:

CHICKEN Let dangarous drivers test your nerve. COFFEE
A tantalising word game from Down Under. PARKY'S PERIL Parky's lost in an invisible
maze. REACTION TIMER How fast are you 7 BRAINTEASER A puzzling program.
COUNTER Mental arithmetic can be fun| PAPER, SCISSORS, STONE Out-guess your
Electron. CHARACTER GENERATOR Create shapes with this utility. FUNNY
POLYGONS Fast graphics going round in circles.

On the February tape:

NUMBER BALANCE Test your p of mental aritt ic. CALCULATOR Make your
Electron & calculator. DOILIES Multi-coloured patterns galore, TOWERS OF HANOI
The age old puzzle. LUNAR LANDER Test your skill as an astronaut. POSITRON
INVADERS A version of the old arcade favourite. MOON RESCUE Avoid the asteroids
and save the spacemen,

On the introductory tape:

ANAGRAM Sort out the jumbled letters. DOODLE M dg i

Test your geography. KALEIDOSCOPE Electron graphics run rict. CAPITALS New upper
case letters. ROCKET, WHEEL, CANDLE Threa fireworks programs. BOMBER Drop
the bombs before you crash. DUCK Simple animation. METEORS Collisions in space.

COMBINATIONS Crack the code, BUZZ WORD GENERATOR Let the Electron help
you impress.

--- I S .

= Please send me the following Electron User cassette tapes:

. Fourteen programs from the August issue i

. Ten programs from the July issue o 4

l Ten programs from the June issue ....... £

B Twelve programs from the May issus ... e 3

B Eleven programs from the April issue viE

l Twelve programs from the March issue +E

. Nine programa from the February issue e

B 26 programs from the introductory issues . Wk

= | enclose the sum of £ ——

g Meme ... POST TO: Tape Offer,

] Electron User, Europa Mouse,
68 Chester Road, Hazel Grove,

| Stockport SK7 6NY.
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PEDAL power comes to
the Electron with DAVID
McLACHAN's clever and
amusing graphics pro-
gram, On Your Bike.

It is a well structured,
easy-to-follow program
that's an excellent exam-
ple of Electron anima-

ON YOUR

a% €0
\d position @
gtg:g;% g\d position leg

660 PROCMOVEBIKE

Draws the lamp posts.
Moves the bike.

L La
e i N
TR TR T T R T - L0 "u..-"::n:ﬁ::g;i:snun’ﬁgia:::;:ﬁiza—,i:r e
I ESASAFRTARARASA] ARREAR SRR EEER R EER N AR AR AN LRI R R 2L
o T T T T R SRR N HMH‘DH“JM““—AM‘&-I—luudwﬂ-—‘ﬂl“ll—‘“““ﬂhk‘.ﬂnkunu.
— — i I e P — — — —
-
" "
|}
S —-..
VARIABLES = PROCEDURES
Road markings: 323 ::RDCIMT St Un Bl
:2‘; ike's horizonte) L 1410 pﬁgggm"‘“ Draws the road.
Bike's vertical axis: ow s :
A Hlnusa horizontal axis: 1340 PROCWALL Draws t:: f:a‘;\lrl
M: House vertical axis: 11;2 z:DCTRUCK Draws tha truck.
';;% Leg 9“5“"0"5" 1280 Pﬂgg:ztl‘;i Draws the fence,
count.
a Scroen f bike. 910 PROCLAMBPOST  Drowes the 10U5e:

10 REM ON YOUR BIKE 130 IF 981=3 +PROCLANPPOST
20 REM By David Nelachlan THEN 13=1200 +PROCTRUCK
30 REN (c) Electron User +PROCHALL +PROCCON
40 MODE 2 1PROCTRUCK +PROCHOUSE
50 PROCCHARACTERS 1PROCSCREEN] 180 IF Q@%=t
40 PROCINIT tPROCFENCE THEW BOTO &0
70 PROCSCREEN! +PROCCOM 170 1¥=1100
1PROCHALL :PROCLANPPOST 180 REFEAT
:PROCLANPPOST 140 IF Qun=d 190 PROCHOVERIKE
B0 REM ### MAIN LOOP THEN PROCCON 200 UNTIL 1%¢=100
e +PROCSCREENL 210 UNTIL FALSE
90 REPEAT :PROCFENCE 220 REM #45ETUP VARIABLES
100 BCOL 0,3 +PROCHOUSE (]
110 001=001+1 16COL 0,3 230 DEF PROCINIT
120 IF 081=2 1PROCLANPPOST 240 OS5
THEN 14=1200 150 IF 00¥=5 250 ENVELDPE 1,1,-2,-2
+PROCSCREENL THEN 13=1200 10,9,9,0,1268,0,0,-128
tPROCHALL +PROCFENCE 126,126
:PROCLANPPOST :PROCSCREENI 260 111=233
+PROCTRUCK sPROCHALL 1001=0

1hE=1100
1Yi=440
270 OLDXA=XY
sOLDYR=YT
280 OLDXUX=XAL
290 VoU 5
16COL 3,7
$MOVE XX,Y1
+VDU 225,8,8,10,226
(IR, 227
300 vou §
310 ENDPROC
320 REN ##3& CALL CHARACTER
§ bt
330 DEF PROCCHARACTERS
340 VDU 23,225,7,11,7

This listing is included in
this month’s cassette
tape offer. See order
form on Page 47.
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From Page 35

11,7235, 147,255
tREN #EHEAD#®

350 DU 23,228,25,102
70,137,153, 68,102
e
tREM #4FRONT WHEEL##

Je0 VDU 23,227,1852,102
98,145,249, 86,102
24
tREM #BACK WHEEL##

370 VDU 23,228,141,77
137,37,31,4,12

380 VDU 23,229,141,93
,89,49,33,63,96,0

390 VDU 23,230, 141,89
+113,33,97,223,0,0

400 VDU 23,231,177,113
+85,225,3331,0,0

4§10 VDU 23,232,177,B1
1 113,33,33,31,0,0

420 vou 23,233,153,
+69,45,33,31,0,0

430 REN #x#¢ LANP_POST
e

440 VDU 23,234,24, 56,40
+8,8,8,62,8

450 VDU 23,235,8,8,8,8
18,8,8,8

450 VDU 23,234,28,28,28
128,28,28,28,28

A70 REN ##%+ FENCE #¥es

480 VOO 23,237,170, 170
1253,170, 170,170,255
70

490 REN ###+ TRUCK wesr

§00 vou 23,238,0,120,68
168,68,48, 124,254

510 VDU 23,239,254,255
295,295,245, 247,20

1

520 REN #sas COK wiks

530 VDU 23,240,0,0,0, 4

RN

WDU 23,241,0,0,0,0

,0,8,8,200

550 VOU 23,242,2,2,7,31
(B3,47,22,12

540 WDU 23,243,240, 140

(160,274,248, 126, 255

181

VDY 23,744,0,0,0,0

0,56, 254,253

560 VOU 23,245,9,4,0,0
J0,0,0,0

590 VDU 23, 248,63, 43,35
\33,97,32,32,%

500 VDU 23,247,253,293

34

=

1l

=

1201,74,88,8,8,24

G10 REN ##e% WALL ##sd

420 VDU 23,248,255,8,8
181255, 64,64, 84

530 VDU 23,249,0,247,247
1A, 0,191, 191,151

&40 ENDPROC

&30 REM ###¢ MOVEMENT
OF BIKE ##¥¢

&0 DEF PROCNOVEBIKE

670 IF INKEY (-1}
THEN H2=1X-32
16070 490

580 XU=X1-18

890 IX¥=XyL-1

700 IF Kkk=228
THEN 11%=211
:S0UND 1,1,0,8

710 IF (1%=0L0¥Y) ENDPROC

720 VOU §
$60OL 3,7

T30 MOVE OLDX%,0LDYY
VDU 225,8,8,10,224
JOLDARY, 227

740 NOVE X1,Y%

750 #F119

760 VDU 225,8,8,10,225
%, 227

770 VDU 8,8,%

780 OLDX%=XY

790 OLDXXZ=4X%

800 ENDPROC

810 REM #+#+ [ORAN ROAD
458

B20 DEF PROCSCREEN]

830 BCOL 0,3

B40 MOVE 0,574
+DRAN 1280,574

850 WOVE 0,370
+DRAN 1280,370

B&0 FOR LR=1 7O 1280
STEP 100

870 MOVE L, 450
+DRAW LX+30,450
880 NEXT
890 ENDPROC
900 REM ###+ DRAN LANPPOSTS
HEEE
910 DEF PROCLAMPPOST
920 BCOL 0,7
730 MOVE 304,570
VDU 234,811,235
18, 11,235,8,11,234
940 WOVE 900,570
WU 238,8,11,235
+8,11,235,8,11,234
950 ENDPROC
960 REM *eex DRAW TRUCK

Eiil]
970 DEF PROCTRUCK
980 6COL 0,6
990 I 00%=3
THEN 6COL 0,0
1000 NOVE 400,550
1010 VDU 238,8, 10,259
1020 BCOL 0,4
1030 IF gmt=)
THEN BCOL 0,0
1040 HOVE 250,500
sNOVE 250,400
:PLOT 85,390,600
1050 MOVE 250,560
tNOVE 390,600
1PLOT 85,390,500
1080 BCOL 0,4
1070 1F B0%=3
THEN GCOL 0,0
1080 MOVE 280,458
1090 DRAW 240,494
1100 DRAN 244,490
1110 DRAW 278,494
1120 DRAW 278,458
1130 IF 0043
THEN BCOL 0,0
1140 VDU 3
1150 MOVE 260,560
1169 PRINT "EU"
1170 ENDPROC
1180 REN #+83 DRAN FENCE
HHEE
1150 DEF PROCFENCE
1200 6COL 0,2
1210 'IF Q0%=5
THEN 8COL 0,0
1220 MOVE 0,400
1230 FOR FENCEZ=1 T0 20
1240 VIU 237
1750 NEXT
1260 ENDPROC

1270 REN $e# DRAN HOUSE
e

1280 DEF PROCHOUSE

1290 BCOL 0,1

1300 NOVE 500,410

1310 FOR HO%=0TO 28

1320 READ AAY,BEY

1330 DRAN AAR+200,BEY+10

1340 DATA 340,500,380,420
1380, 480,350, 700,320
1680, 340,450, 300,680
v300, 400,340,400, 340
y440,380, 580,340, k40
+320,480,300,860,300
1780, 400,880,400, 880
1540, 780, 300,780,540
1780, 00, 860, 660,840

On your Bike listing

1940,780, 660,840
1330 DATA b&0,680,540,4810
1540, 780, 540,510,380
1620
1360 NEXT
1370 RESTORE
1380 MOVE 440,700
tDRAK 700,700
tDRAK 700,540
DRAW 540,540
+DRAN 540,700
1330 ENDPROC
1400 REM ®##+ DRAN COW
e
1410 DEF PROCCOW
1420 6COL 0,7
1430 1F 00%=4
THEN 8COL 0,0
L1440 WOVE 500,700
1430 IF Qo¥=5
THEN MOVE 100,730
L1480 VDU 240,241,8,8,10
v 242,243, 244,5,8,8
110,245,246, 247
1470 MOVE 300,700
1480 IF 0Q%=3
THEN MOVE 100,770
1490 VEU 5
1500 IF @0%=4
THEN 6LCOL 0,0
}510 PRINT *moo”
1520 ENDPROC
1530 REM #+#+ DRAW WALL
HiE
1540 DEF PROCWALL
1350 GCOL 0,7
1560 IF @2%=3
THEN GCOL 0,0
LS70 MOVE 0,600
1580 FOR WALL%=1 TO 21
1590 VDU 248
1800 NEXT
1610 VBU 11
1620 GCOL 0,1
1630 IF DO%=3
THEN BCOL 0,0
1640 FOR WALLZ=1 TO 2
1850 VDU 249
L1550 HEXT
1670 8COL 0,7
1680 IF 0@X=3
THEN BCOL 0,0
1850 MOVE 0,570
+DRAN 1300,370
1700 ENDPROC

=

=

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

The Friendly Computer
Book, Jenathan inglis, B8C
Publications,

IT MAY seem strange, but
the book I'm about to
review isn’t about the Elec-
tron at all, It's written for
three other micros.

However, when | tell you
that one of these is the BBC
Micro then you might see why
we're reviewing it in Electron
User.

Most of what it says about
the BBC Micro applies equally
well to the Electron so it would
be a pity not to mention it.
After all, why should BBC
Micre users have all the best
books?

When | first saw The
Friendly Computer Book and
read the blurb on the back, |
was against it straight away.

| was convineed it would be
one of those computer books
which confuses being simple
with being simplistic, and
explaining in easily understood
terms with talking down to
people.

The fact that it had cartoons
in it didn't halp my prejudices,
eithar,

Happily, though, when |
actually got down to reading
the book as opposed to
reacting to it | got a very
pleasant surprise.

| found that it really was the
friendly and simple introduc-
tion to Basic programming
that the blurb claimed it to be

The book starts with a
general introduction 1o the
world of computing and
explaing some of the jargon
used. Nowhere does it go into
things too deeply, but what it
has to say is thorough and
makes sensea,

It gives the answers to the
sort of questions beginners
have but feel too daft to ask.

It then goes on to cover
keyboard skills and in the third
chapter starts on program-
ming proper,

The remaining ten chapters
deal with Basic programming
in simple, clear terms, New
concepts are introduced grad-
ually and logically and
thoroughly explored in some

ing and helpful, and "Chip's
Workshop” at the end of each
chapter adds a nice, friendly
and educational touch to the
main text.

Each chapter also carries a
summary of what it contains.

The only reservation | have
is that as it's writtan to cover
three micros (the BBC,
RML380Z and the Spectrum|
the programs don't make all
that much use of the more
advanced structures of BBC
Basic.

Still, in what is meant to be
a very elamentary beginner's
book, | can't see that's any real
fault.

In fact considering it covers
three micros, sach with dif-
ferant commands, the book is

L}
Quantity
-=and

| |
quality
too!
|
40 Educational Games for

the Electron, Vince Apps,
Granada Publishing.

delightful little programs.
The novice is painlessly
lead through the early key-
words (LIST, RUN and so onl,
loops, decision making, arrays

simple sound, graphics and
animation,

The presentation of the
book is excellent. The listings
are clear, the cartoons amus-

New
Horizons

Mr Chip from The Friendly Computer Book

FORTY programs for less
than £6 has got to be good
value by any standards, but
the real value of this book
depends largely on the
quality of those games.

Here Vince Apps has writ
ten 40 assorted, simple pro-
grams, some of which could
stand on their own,

The real purpose, | am sure,
is 1o encourage young users to
experiment with these basic
modules, and so make them
more suitable for their own
particular needs.

In this respect the book is a
winner as a few hints are given
1o develop each program, but
not enough to overwhelm the
inexperienced,

The book's range is wide,
from geography to anagrams,
from Morse code to chemical
elements. There are several
‘classic’ games such as Simon
and Mastermind, and a faw
novel ideas as well,

| would have liked to see a
little maore explanation of some

SHELY

amazingly easy to follow, a
tribute to whoever designed it.

So, all in all, an excellent
little book that | would
unhesitatingly recormmend to
those who find the more
traditional type of textbook too

daunting
It may be a little too simple
for some tastes but it's

certainly one to baar in mind
when buying a beginner's
book for the young land the
not so young).

Itis a very friendly guide to
the basics of Basic and a
gentle introduction to micros
for newcomers, even if they
have an Electron and the book
was written for a different
machine.

Pater Green

of the more unusual features
(*FX calls for examplel, per-
haps through greater use of
REM statements.

The more experienced pro-
grammer can always leave

them out, while the less
experignced would not need to
be constantly referring back to
the manual.

| also found some of the
screen illustrations rather mis-
leading — the program itself
turning out to be rather
differant — although most were
fair likenesses,

To end on @ more positive
note, the programs are excel-
lent examples for any aspiring
beginner, being well struc-
tured and often modular in
construction.

Many children will have
great fun using them, and will
be learning almost by accident
while they dol

Phil Tayler
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ARE there times when no
one pays any attention to
you and you feel like you
are talking to a brick wall?

Well, cheer up, ROLAND
WADDILOVE's program

Knockout gives you the %

chance to get your own
back!

Row after relentlass row
of brick walls creep up the
screen. Your job is to stop
any of them reaching the
top.

You do this by sending a
ball — which is merrily
bouncing across the top of
the screen — crashing into
the marauding masonry.

It's easy to play as the
space baris the only control
used throughout.

It's also great fun — a
simple but thoroughly
enjoyable game that will
keep you at the keyboard
for hours.

\

[OREN KNDCKOUT

20REN By R.A.Maddilove
30

40MOIE 1
SOPROCinitialise
SOPROCinstructions
TOMODE 2

BOREPEAT

FOPROCH] ficulty
100PROCset_variables
110REPEAT

120PROCAove_ball
130PROCdrop_ball
140PROCknockout _bricks
I50PROCcheck top line
140PROCROYe_wall
1TOUNTIL game_over
1B0PROCLost
190PROCanother gase
- 200UNTIL INSTR("Mn® key$
Z10PROCend
Z20MD0E &
230END
0
250DEF PROCinitialise
260MDU 23,224,127,127,127,12
7,127,127,127,0
TTOVDU 23,225,146, 32,44, 235, 4
4,32,16,0
280VDU 23,226,8,4,2,255,2,4,
8,0

290VDU 23,227,24,126,255,255

295,255, 126,24

JOOENVELOPE 1,2,4,-4,0,1,1,0

126,0,0,~126,126,126

JLOENVELDPE 2,129,-1,0,0,100

W00, 126,0,0,-126,126,126

S20%KEY10,"DLDIMRUNIN®
J304F14, 1

J40%F11L,0

J50#F)22%,1
J60brick$=STRINGS (20, CHR$224)
I70besti=0

JBOENDPROC

190

A00DEF PROCset variables
ALOVDU 19,8, 145019, 14,8;0;
42000V 23,1, 050; 0504
430scorel=0 : levell=1
H40rowst=0 ¢ typel=!
450game_over=FALSE

Q40FOR i%=1 TO 3
470PROCAove wall

4BONEXT

490ENDPROC

500

510DEF PROCaave wall

G201F typed=1 THEN PROCbrick
ELSE PROCspaces

SI0PRINT TAB(O,31);nexts
SAOCOLOUR 7

S50PRINT TAB(S,0);"SCORE="}s

cored"SPCI2004
S80IF game_over ENDPROC
STOPRINT CHR$226:TABI19,2);C
HR$225
SBOENDPROC
590
SOODEF PROCHricks
610COLOUR levell-2
20IF rowsi=levell THEN rows
k=0 ¢ levell=levell+! + typel=
~typel ELSE rowsi=rowsi+
&30next¥=bricks
o40ENDPROC
850
4H0DEF PROCspaces
STOIF rowsi=10 THEN rowsi=0
typei=-typel ELSE rowsizrows
11
5B0next§=STRINGS (20," ")
AF0ENDPROC
100
T10DEF PROCaove ball
T20x¥=1  yI=1 1 directionf=!
TI0#FA15, 1
TAOSOUND 1,-15,100,1
TSOREPEAT
THOIF x%=0 DR xX=19 THEN dir
ection¥=-direction? : SOUND 1,
=15,100,1
T70newsX=xT+direction’
TEOVDU 31,%%,y%,32,31,newek,

y1,227

790k Y=newxd

BO0PROCpause(B)

BIOUNTIL INKEYD=32

B20ENDPROC

B30

BAODEF PROCdrop ball

B50REPEAT

BEOVDU 31,x%,v¥, 32,31, xX, vt
1,221

BTOSDUND E11,=10,140-y284,5

880yR=yl+l 1 PROCpause(8}

B90pointi=POINT (xk#b64+32,974
=12yl

FO0UNTIL yi=31 OR pointX

FLOENDPROC

920

930DEF PROCknockout bricks

F40IF yZ=J1 ENDPROC

95050UND 0,-15,4,1

FHOPRINT TAB(xY,yi);" *;

970yY=yX+l

FBOFOR %=1 TO ANDilevell)+l

9R0FDR. iZ=xX-j% TO x¥+jY

1000IF POINT (i¥#4d4432,1012-y}
#3200 AND yX}0 THEN scored=sc
arel+P+speedt : FRINT TAB(11,0
dyscoreX TRBAX,yX3" *3 ¢ BOU
ND 0,-15,4,2

L010NEXT

1020yk=y2-1
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i}

250
PROCinitialise

1720
PROCinstructions
1060
PROCdifficulty
400

PROCset_variables

710
PROCmove_ball

PROCEDURES

510
PROCmove_wall

Defines characters, envelope and

switches off cursor and repeat.

Prints instructions,

Inputs speed of game.

1250
PROClost

1420
PROCanother_game

Turns cursor off. sets level/scora/

rows/type.

Movas ball back and forth along

the top until the space bar is

Prints either bricks or spaces
along the bottom of the screen.

Makes appropriate sound, shows
bricks at top.

Shows high score, asks whether
you want to play again.

VARIABLES

pressed. x%, y% Ball coordinates
840 score Scare, :
PROCdrop_ball Maves ball down the screen until levell Maximum: number of rows of bricks.
brick hit or at bottom. rows% How many rows printed at bottom
930 type’ Row of spaces or bricks.
PROCknockout_bricks HAubs out bricks hit, increments bricks$ Row of bricks
SCOre. best? High score
1180 direction® 1 or =1, right or left.
PROCcheck_top_line  Checks to ses whether wall has speed® Speed of game.
reached the top. naxt$ Next row to be printed, either bricks or spaces.
1OTONEXT 13001F POINT (x%#64+32,1012-64  1540key$=6ETH h" % :anqqfill.'
1040ENDPROC ) THEN PRINT TAB(xZ,2);CHR$224  15SOUNTIL INSTR{"YyNn®,key$) I760PRINT **The canonball aov

1050

1060DEF PROCAifficulty

1070CLS ¢ COLOUR 3

10BOPRINT ' * 'TAB(4); "What spe
ed 7"

10%0COLOUR 1

LIOOPRINT ‘TAB(4)3"(11,2 or 3

1

111050UND 1,-10,50,10

1120REPEAT

1130speedl=6ET~48

L140UNTIL speedX(4 AND speed)
A

115050UND 1,-10,30,5 ¢ CLS

11 60ENDPROC

1

11B0DEF PROCcheck top_line

1190y=1012-3432

1200FOR =32 TO 1248 STEP &4

12101F POINT(x%,y%] game_over
=TRUE

1220NEXT

1230ENDPROC

1240

1250DEF PROCLost

1240speedi=1 ¢ COLOUR 8
1270S0UND 1,1,50,40

128050UND 1,2,100,40

1290FOR x2=0 T0 19

i SOUND 1,-15,RND(L00),10
1J10NEXT

{320MOVE 0,948 & PLOT 21,1279
948

1330PROCpause (500}

1I40ENDPROC

1350

1340DEF PROCpause(delayd)

I370TINE=0 ¢ delayl=delayl DI
V speed?

1JB0REPEAT

1390UNTIL TIME)delayl

1400ENDPROC

1410

14200EF PROCanother gase

1430CLS ¢ COLOUR 3

LMQIF bestidscored PROCKL sc
ore

{1450CLE ¢ COLOUR &

14S0PRINT "' “"Best score:”jhe
stl

1470PRINT" "*By...";nane$
148050UND {,-10,50,10
1490PROCpause {300}

1500COLOUR 1

1510PRINT" "' ""Do you want to
play® ' ““again (Y or N) 7%

152050UND 1,-10,50,10

15I0REPEAT

1560000 7 &
| STOENDPROC
1380
1590DEF PROChi score
L400bestl=scorel
JEIOPRINT*'"'*This is the bes
t" “*score so far 1"
1620C0LOUR §
1630PRINT" """
ae 7
1640COLOUR 1
{6S0PRINT *{up to L0 letters)
1660COLOUR 3 = VDU 23,1:13040
Hib

L&TOREFEAT

1£BOINPUT TABI0,20)3SPCI401;T
AB(0,20] ;naned

LEFOUNTIL LEN name$(1! AND LE
N name$

1TO0ENDPROC

1me

1720DEF PROCinstructions
{TI0PRINT ‘TAB(14); "KNOCKOUT"
THBUIZ)"
1740C0L0UR 2

17SOPRINT**Try to stop the wa
i1 advancing up the®''"screen
by knacking the bricks out wit

CLS

"What 15 your na

eg back and forth along*'*the
top of the screen until the sp
ace”'""bar is pressed, It then
drops down and®’‘‘crashes int
o the wall,"

LTT0PRINT " “*There are three s
peeds, | is the slowest" "and
each brick is worth 10 points

One*' ““bonus point is given o
n level 2, and two"'"bonus poi
nts are given on level 3."

{780COLOLR ¢

1790 PRINT"''®  Press the sp
ace bar to start...”}

1B00SOUND 1,-10,50,10

1BLOREPEAT

L1B20UNTIL BET=32

1B30CLS

1B40ENDPROC

1850

1B40DEF PROCend

1BT0%F 14,0

18B04F 12,0

1890#FX229,0

900ENDPROC

This listing is included in
this month’s cassette
tape offer. See order
form on Page 47.
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OPTIMA SOFTWARE ()

The games that
set the standard

SEA WOLF
So far all has gone well. You have
successfully guided your submaring safely
through enemy controlled waters and you are
beginning to relax

Suddenly alarm beils scream in your ears
— you are under attack|

Desperately you scan the radar screen
Should you try to get him within range of
your torpedoes, or attempt evasive tactics?
Can you leed your crew to safety?

BED BUGS

The pests are after your feet and you'll have
to maove fast to stop them, Swot them with o
jam sandwich or crunch them with your false
teeth,

IF you're desperate you can always phone
far help. But whatever you da, do it quickly.
You need cunning tactics and nimble fingers|

Bed Bugs guarantess hours of hilarity for
the whole tamily.

OMEGA PROBE
Far out in the uncharted reaches of the
universe lie the Omega zones from which no
man has ever returned.

Tao axplors this hazardous region the
Earth's scientists have crested the Dmege
Probe — the ultimate spacacraft

As pilot of the probe, you tace the
unknown hazards of the Omega zones. Your
mission: 10 survive,

This fast and furious machine code game
with its tremendous graphics and many
unique features takes arcade games to new
heights of programming exceilence.

g
oftware Ltd, 36 St. Petersgate, Stackport SK1 THL.

Sea Wolf

1 BBC B cassette £6.95
[ Electron cassette £6.95
[J BBC 40 track disc £8.95
[J BBC 80 track disc £8.95

Name

Bed Bugs

[ BBC'B' cassette £6.95
[ Electron cassette £6.95
[0 BBC 40 track disc £8.95
] BBC BO track disc £8.95

| enclose acheque payahle
to Optima Software Ltd.

Omega Probe

[l BBC B cassette £6.95
O Electron cassette £6.95
1 BBC 40 track disc £8.95
(]

[ 1 wish to pay by *Access/Visa
BBC 80 track disc £8.95

{*delete as appropriatel.

Address

Expiry date

Signed

(S D N ) O N Y Y D O Y N N G Y O R O )

Card No I
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NIGEL PETERS scrutinises VDU23 statements

THE idea for Character Shaper
came when | was helping the
Editor sort out some of the
Casting Agency characters
sent in by our readers

Some of the diagrams
showing how they were made

| 10 REM CHARACTER SHAPER

20 REN Nigel Peters

30 REM IC) Electron User

40 DIN byte$(8)

50 PROCinput

&0 PROCprint

70 END

80 DEF PROCinput

90 FOR row=1 TO 8

100 REFEAT

110 INPUT “Next nusber
"nusber

120 UNTIL nusber =0
AND nusber{=255

130 PROCbEnary (row,nusber}

140 MEXT row

150 ENDPROC

160 DEF PROCprint

170 FOR row=1 T0 8

180 PRINT TAB(S) byta$irow)

190 NEXT row

200 ENDPROC

210 DEF PROCbinary (row
(Nusber}

220 FOR loop=l T0 8

230 IF nuaber MOD 2=0

THEN byte$(row)=*""+byt
ebiron)
240 IF nusber WOD 2=1

THEN bytes(rom)="#"+byt
ed(rown)
250 nusber=nuaber DIV 2
260 NEXT loop
270 ENDPROC
This listing is included in
this month’s cassette
tape offer. See' order
form on Page 47.

up were fairly small and had to
be redrawn on & larger scale.

This took up quite a bit of
time — especially since the
Editor is no artist and seems to
hate counting.

| decided that it would be
far easier and more sensible if
we got the Electron to do the
work, so0 Character Shaper
was created

When you come across a
VDU23 and you want to know
how its grid is made up, you
just run the program. It asks
you to enter the numbers that
define that character and the
grid diagram then appears on
the screen

An asterisk means that that
block is filled in, an apostrophe
means that it's blank

Alternatively you could say
that the asterisks show the
patches of foreground colour,
the apostrophes the back-
ground,

Take the case of the Devil's
Head in the May Casting
Agency. The VDU23 state-
ment is:

VDU 23,225,46,90,126,
0,255, 46,40, 24

To see how the grid is made
up we just run the program,

T

enter the last eight numbers of
the VDU23 and Figure |
appears on the screen

From this, it's easy to fill in
the grid. Figure Il shows what
the complated grid locks like.

So how does it work?

If you've ever thought about
it, you may have wonderad
haw just eight numbers aftar a
VDUZ3 manage to define a
character of eight rows, each
row of which has eight blocks.

How does 255 produce a
row of all foreground colours,
and O produce all background
as in Figure 1117

And how does the Electron
know that the number 3
means that only the last two
blocks in the row are to be
switched on?

The answer is that the
Electron converts the number
into an eight figure binary
number.

This isn't as mathematical
as it might sound. The binary
number is just the same value
as the normal number but it's
made up of only Os and 1s. In
the binary system 255 is
11111111 while 2 is
00000011,

If you look back at Figure 111
you might notice that each of

*

CH R R”
THRAEERENR
RN x"

& & 4 & % % %
R gt

Figure I: Foreground/background pattern

TEEEN "
it

See how your
characters shape

the eight blocks making up the
row correspond to the binary
number for that row,

The 1sin the binary number
are in foreground calour, the
Os are in backgreund colour

The Electron translates the
decimal number 3 into an
eight figure binary number
00000011, It uses the pattern
of that binary number to
decide which parts of the row
are in foreground colour.

Figure IV shows this for the
Devil's Head. Notice that the
1s of the binary number
carrespond to the blocks that
are filled in.

Now let's have a lock at
Character Shaper which uses
this principle to show how a
user-defined character is
made up.

Tha first three lines are just
the usuai boring old REM
statements telling us what the
program is, who wrote it and
where it comes from. You
don't need to type them in,

Line 40 uses a DIM state
ment to set up an array, bytes.
All this does is set up nine
string variables, byre$(0),
byte(1), and so on to bytel(8).

You'll notice that the vari-
ables that are DIMmed all

Figure Ii: Devil's Head grid
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have names that are exactly
the same except for the
number in the brackets, the
subscript, This comes in useful
when you're doing the same
sort of thing several times over
in a loop

Each of them is set to the
null string, *", for the time
being. The null string contains
nothing, as you might guess
from the fact that there is
nothing between the inverted
commas,

You'll see this array of
varigbles in action later in the
program.

Then come PROCinput and
PROCprint and the program
ENDs in line 70. In case you're
wondering what all the lines
from 80 onwards are doing,
they're defining the
procedures called in lines 50
and B0.

The parts of the program
after the END can be looked on
as appendices which the
Electron consults when the
main program calls a
procedure such as PROCinput.
It's these procedures that do
the work.

When Character Shaper is
run it reads lines 10, 20 and
30, ignores everything after

the REM and goes on to line
40, This sets up the array
byte8f) and then the program
goes on to line 50,

Here the micro finds a
single word, PROCinput. This
tells the Electron to look far a
procedure of that name,
exacute the lines that perform
that procedure and then geton
with the next ling, line B0.

PROCinput is defined bet-
ween lines 80 and 150. For
the most part it consists of a
FOR ... NEXT loop using the
loop variable row. All this does
is to accept eight numbers
from the INPUT of line 110
and pass each number to
PROCbhinary — of which more
later.

As you might guess, the
a@ight numbers you supply to
the program are the eight
figures that give the details of
a user-defined character to a
VDU23 statement.

These numbers will be
translated into the block dia-
gram later in the program,

The REPEAT ... UNTIL loop
of lines 100 and 120 just
ensures that the numbers
entered in response to line
110's prompt are in the right
range.

This has ta be from 0 to 265

- any other number has no
relevance to a user-defined
character.

If the number entered is out
of range, the loop ensures that
it is ignored and gives you
another chance to enter the
comract one.

PROChinary is the pdrt of
the program that translates
the numbers you enter into the
symbols representing the fore-
ground and background col-
ours for each row,

The procedure is defined
between lines 210 and 270
and consists of a FOR ... NEXT
loop which cycles eight times,

Two parameters are passed
to the procedure, via the
brackets after the procedure
name, when the main program
calls it.

The first is row, which as
you might guess is the number
of the row that the program is
dealing with at the moment.

The second variable,
number, is the number follow-
-ing the VDU23 which deter-
mines what the pattern of offs
and ons for that row will be

Lines 230 and 240 just use
MQOD and DIV to convert
number into Its binary form

and store the result in
byte$irow). However instead
of Os and 1s the program uses
apostrophes and asterisks to
record the pattern.

If you don't quite follow the
maths, have a look at Mike
Bibby's Maths Workout in the
April and May issues of
Electron User.

When PROCinput has
called PROCbinary eight
times, we have the pattern for
all eight rows that make up the
user-defined characters.
These are held in the variables
byte$(1), byte$(2), and so on
until byte$(8).

All that PROCprint does is
to display these on screen, one
after the other, showing the
patterns that make up that
character. The apostrophe s
the background colour, the
asterisk the foreground.

So that's how it works, Just
try and understand one
procedure at a time and all will
be made clear.

And now if you have a
user-defined character and
you want to see how it is made
up, just run Character Shaper,
enter the eight numbers that
come after the VDU23 and
your Electron will do the rest.

Number

255

610060010
d1d11610
¢1111119
01911919
. REL T (B B R
610006010
6d111100
40611000

Figura llf: How numbers in a VOUZ23 relate to row patterns

Figure IV: Decimal, binary and a Devil's Head
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TUP \ BBC/ELECTRON ADVENTURES

**NEW** WOODLAND TERROR £7 48 (CASS| £10.50 (DISC)

The sequel to FIRIENWOOD, many years sgo sn intrepid adventurar smbarked an a quast
for the Golden Bird of Paradise. Althowgh successtul, our hero released a sinistar forca
which now luries within the enchanted woad, Your mission is te return the terror 1o its
original resting place and restare peace to an unhapgy land 111 This is 2 complete game,

PRINTERS EX VAT |mc vat knowledge of Firemwood is not required

g i aag00 7t30 FIRIENWOOD £7.48 (CASS) £10.50 (DISC)

f;- Eeoe R An evil wizard has captured the magic golden bird of paradise and imprisoned it in &
a

wieird castle in the midde of the enchanted Firienwaod. Yoor quest is to find the bird and
5611 frae, in return the bird will give yeu health and prosperity. BEWARE! many perils lie
you and every meve is fraught with danger!|
BLUE DRAGON £7.48 (CASS) £10.50 (DISC)
Somewhera in 8 strange and dangerous land lies 2 fabulous treasure guarded by & fiere
dragan. Can you survive the perils that swait and mcover the treasurs os will you meet 8
nasty end!! What is making terribke slurping noises desp undergroend and what use is
the strange hlzck cloud? Play the game and find out.

SURVIVOR £7.48 (CASS) £10.50 (DISC)
The year is 1910 you are sailing on a steamer bound for Barnec when there i an
explosion and the ship sinks. Shipwrecked on a tropicsl island can you survive and
escape hack 1o civilisation, or will you end up in sameanas cooking poti) There is mane
than one ending to this game, mot all of them bad)

SO AXEOT
RXEOE

Al the games are in machine code for fast responses and are text only. Plaase siate
which machine when ordering. Prices include VAT and postage within UK. Chegues
payable to MP SOFTWARE or writa/phone with your ACCESS/VISA card No. Send
S.AE for full range of programs and price list or ask your local dualer. Trade enquiries
welcome.

Wao pay well for good originel programs contact us today for more details.

oo : MP
MAYFAIR MICROS SOFTWARE & SERVICES

\ Blenheim House, Podmore Road,

EU
S

SW18 1AJ. Tel: 01-870 3255 / 165, SPITAL ROAD, BROMBOROUGH, MERSEYSIDE L62 ZAE. 051-334 3472

SEE US AT \
NOW AVAILABLE Also available for the Electron
FOR THE THE SIR ADC/PRINTER INTERFACE
EIQCtI‘OI'l Otpmapin l;}ls e 1584 NOT JUST ANOTHER JOYSTICK PORT - FULL

ANALOGUE-TO-DIGITAL CONVERTER grovides fully
proportions! control, pssantial for uss with graphics packages,
T H E S I R c 0 M P UTE Rs digitizers. efc; idas! far scientific & educational apglicetions
us;h:imﬂ:ﬂa-lv;\;;v:‘nadtﬂusst Mizr-compatile analogue
PRINTER/SWITCHED JOYSTICK INTERFA CENTRONICS PRINTER INTERFACE — slows s of 5 wis
—COMPLETE JOYSTICK & PRINTER FEATURES INCLUDE: variaty of paredlel piintees including anfire Epsan range, comgints
JOYSTICK FACILITIES

firmware supgort inclofod

HIGH-QUALITY MOULDED CASE ~ sttractively siyled plastic
* Provides connections for two standard Atari-typs joysticks. allowing 1he wse of two-player games
* Immesistely compatible with all games aMering @ jystick option

unit bolts securely to the back of the compater.
EASY TO FIT — no soldering. simgly plugs straight imtn
® Extr commands slisw joysticks 10 be defioed a3 any cambinatien of keys. sllswing all keyboard-ogerated
games 1o be used with jopsticks.

COMpuber's 1B&r edge-cannmctor asd ix held in place by rwe
halts; edge-connector sn hncL of unit previses far further
* Joysticks may be resd directly fom BASIC esing the ADVALIn) fuscrien modulis wxpansion 7 nec
PRINTER FACILITIES: THE SIR ELECTRON PHINI[R'&BI INTERFACE £55.35
® Provides connections for & standard Centreaics-type printee
® Aliowes use of all BAC Micracompater pringes control commasds
® Special command enshles & graphics screen w0 be cogied to sny Ezsan del-matrlx printe

ADDITIONAL SPECIFICATIONS: THE SIR ROM/RAM EXPANSION

* Only Acem-spgrced memoary Iosatians are usad. ensuring camplete compatibdity with any future devicas BOARD
Igideweys ADM/RAM, sound axpansien, speech synthesises, disc systam etc)

® All oparating software is hild within o paged ADM aad is eveiledle for ese fom the momnt the camputer ig Provides 12 extra sockets which suppset a variety of RIM sad
switched an. THERE 1S N0 NEED TO LOAD ANY ADDITIDNAL SOFTWARE FROM CASSETTE. "W configurations up to & max of 192K for ROM and 16K for
® Heused in @ sturdy plastic case. RAM

* Full rwalve month guaantee ADM and RAM is nomally p-pd in 1EK hiocks hut is easily
* Availstln divect from SIR COMPUTERS for only £44.95 (inc. VAT). Please ischude £1 pastape and packing Pleass switchable tn 2K, #K ot 6K blocl

allow 28 days for delivery Easy 1 install — just phogs in.
Profassianal atyled casing bohs to rear of compurar
Fully butfered design

SIR COMPUTERS - 1st for electron support Farmis s of most BB RO desed sfwars i sty
e,

B e
i Prics: £50.55 il
Al ouf prices ane inchesve of VAT. Plasss Include £1 postage and packing far sech fem included oa This page.
We also stock 3 complete range of printers, monitors, disc drives and software — with many
hatd-to-beat prices. Plesse telephane us for details. NOW COMBINED | Bath sbave units IHUM.lluulxuwnn Boerd
Access/Barclaycard Telephone arders welcoma. e Printes/A0C Interface] in one cise!
SIRCOMPUTERSLTD. & complata and comprahessive Elactron Expension — ideal for
91 Whitchurch Road, Cardiff CF4 3JP. Telephone: Cardiff (0222) 621813 ORRE. ERCSOINg NDMEATiRS RN OB BN 'S

L i : 2 ONLY £9911 . _'J
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YouU requirerz

SUPER-SPELL tests your
spelling and helps you learn
new words.

The core of the program
puts a word up on the
screen for a brief time.
Then you have to type it in,
hopefully correctly.

You can choose between
words supplied by the
program or put in your own
waords.

You needn’t stick to
English if you don’t want
to. Just put foreign words
in the program’s DATA
statements.

You pick how many
words you want to be
tested on. After the tests
the Electron tells you your
scora.

One feature of the pro-
gram is its attempt at user
friendliness. It seeks to
put the user at his ease by
asking friendly questions.

So type it in and try it
out. It mite improof yor
speling.

name?EILEEN

Turn to Page 58
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ele% e
. Be one of the first |
to get each issue \\

A subscription will ensure you l
get your own personal copy
HOT OFF THE PRESSES
month after month for the
next year.
on—and \

g — needs 10
It's the

Every owner of an Electn
everyone thinking of buying on
get Electron User every maonth.
prightest, most authoritative yet completely
independent guide to a machine that has \
so much potential you will never tire of
reading about its remarkable capabilities.

You can buy Electron User from your
local newsagent or station bookstall. Or you
can take out a 12 months subscription and \

have it delivered to you by post.

electron peasiied
i user il ~Alsey

Your Electr
Protecting

Prlcrtecr vour
With our fyx
gfusr cover mag
w::szr pliable .
vin Tr-res.'S(am
Strc::'r bound with
deond cotton ang
o Corated vyt
ectron User jog
Q.

£3.95

Elec tron
L

. electron

Keep your collection
of Electron User
complete with these
handsome binders

Bound in attractive red pve with
the Electron User logo in gold
blocking on the spine, this '
binder will hold 12 magazines
firmly secured in |
place by metal rods. £3.95
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Cassette worth

If you take out a subscription to Electron
User now you will receive completely free
one of the monthly cassettes of Electron
User listings. Choose which one you want
from those illustrated below.

This free gift is for a limited

period, so subscribe now!

FRE £3.75 if you
——=  subscribe NOW/

J_—_ e
Cassettetapesof |
Electron User 4%
programs rograme

Save typing in programs
from Electron User

by sending for these USey
program-packed tapes. ~TN

£3.75 each

You can also take out &
subscription for the 12
monthly tapes for £40,

All prices include postage, packing and VAT,
and are valid to August 31.
Please enter number required in box £

Electron User T

annual subscription ere 13 (R £16)
Overseas |Surface) £20
Overseas {Airmail) £40

o

[

Selectedfrescassette _____ [month)
Ci with kswe TOTAL
Electron User
:f;mducmry ISSUBS opisg ot of 4 [
DO UK
£2.25 Ouerseas (Surlsce) TOTAL
Electron User Rkl P
- March
back issues ]
£1.25 UK May[ |
Juna
ity
Ajrmail prices on appfication TETAL:

26 introductory programs
Electron User Lunar Landar February

tapes Chicken  March ||
a0 i fu?;r.:: T\:’:\Ir
" 1]
Ptk . Dbt Monay Mazm June
Golf July
Castles of Sand  August |
TOTAL: — oo

Cassette tape
annual subscription

£40 (UK & Dverseas]
with

U

tape {state menth) TOTAL

o
/ 1 24 howrs

PRSP

Dust Cover
£ass =]
{UK & Overseas TOTAL
Binder
£395uK L)
£5.00 Overseas TOTAE: - ===
Payment: please indicata metheod () TOTAL
——
Access/Mastercharge/Eurocard Tt o
Berclaycard/\isa
American Express
Card No.
Expiry Date
[ cheque/i0 made payable to Database Pubii Lid
MName
Address
Signed

Send to: Electron User, FREEPOST, Europa House,
68 Chester Road, Hazel Grove, Stockport SK7 5NY.

{No stamp needed If posted in UK} Fiesse silows 28 days for deifvary

You can also order by phone

Telephone:

061-4800171

2

Daon'tforget to quote your credlt card number
and give your full address

L*-n-—_----—"
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()« (_/\ ) kRGBT HAVE fi ita cha i i
) ( ) ) ) ) you a favourite character you would like to ses in
Ix‘“\ L x-) S _ \\--"'l " this monthly feature in Electron User?
J /-\ Send your drawing of the character, together with the

L VDUZ3 statement, to: Shape Dictionary, Electron User,

R
_Iz'ﬂ_ & i Europa House, 68 Chester Road, Hazel Grove, Stockport
“Casting> E=
lk / o . : ;

S

O AGCNCY &

235,119,99,119,119
VDU 23,240,129,129, 129,
129,0,85,255,255
VBU 23,241,85,255, 2355,
255,238,198,238,238
VDU 23,242,127,127,127,
127,121, 121,121,127
VDU 23,243,255,295, 2855,
195,195,195,19§,19%
VDU 23,244,254,254, 254,
254,254,254, 254, 254

7 2
: 85,7000
vy ZJJZJ;J“J

ing up some

characters for the autumn?

‘s Hallowe'en in October,

£ ire Night in November and

3, 27, 913.52 you can guess what happens in
' "

ézl”,é? December




Make your games come alive with multi-coloured shapes and characters. Arcade quality
high-speed games are yours if you have an Electron, the ability to write BASIC programs
and GAMEMAKER 2.

Design your own: S o Control them
Flying Ships el with simple
Walking Men a commands, e.g.
Chasing Monsters

Flashing Eyes ) = =GM left 1
Beating Wings i : «GM up 1

«Fasy to use menu style

=32 shapes each with 2 images

=48 possible images

«Different sizes — max. 16 x 24 pixels
=Naming facility for library usage
xlape save and re-load

«Simple commands from BASIC
«Variable movement speed

«Collision detection with other shapes
=Variable animation speed

=Name prompter via f1 key

=Low memory usage

Become an ELECTRON GAMEMAKER 2
Send the coupon below for your copy
Price includes postage, VAT and our guarantee. £12.99

To: LMOLLY Computers Ltd Please send me capies of GAMEMAKER 2.
PO Box 17 | enclose £ in payment.
Bingley Name - CA
West Yorkshire Address
BDI16 3)) =




There’s much more to
summeyr we go to a new
us much more room to

Everthing ondisplayatthe Alexandra Palace, London N22. Thursda

show will be for sale — often

it Spe‘:i‘al lo‘f show prices. * SEE the latest software - hundreds
So you'll easily be able to of new games, educational and

save much more than your basad

admission ticket in your first usiness programs.

five minutes at the show!

* SEE all the latest add-ons - never
before have so many exciting new

O sale at peripherals been launched.

the show . .. ’
BBCMicros # SEE all the latest techniques - and

get free advice from our team of
experts, writers and programmers.

* Make a note in your diary - NOW!
EI TechnrcaL

You must see foryourself all the rapid
developments in the ever-expanding
world of the Electron and BBC Micro!



| <CTROL\
show. So this M—\*'
home - to give BBC MICRO

show it all.

to Sunday, July 19 to 22

Reduced prices for This voucher is worth
School/College Groups £1 per head

En stu kin

R R
NN N

By handing in this voucher
at the door vou save £1 off
the normal admission
price of £3 (adults) and
£2 (children).

SAVEMONEY with our
Special Travel and Hotel Offer
\.:"lsilur.".' to the Show can obtain cut-price rail

from ANY station in the United Kingdom
I reduced prices at London hotels. Alexandra Palace

Wood Green, London N22.



CHESHIRE CAT

EDUCATIONAL SERIES
from

AMPALSOFT

CHESHIRE CAT
The First name in Educational Software.

An exciting range of top quality programs

Available for BBC, Electron, Dragon 64, Dragon 32.
Available shortly for Commodore 64, Spectrum 48K.

Ampal Computer Services Litd.,
31 Woodbridge Road, Darby Green, Blackwater,
Camberley, Surrey.
Tel: (0252) B76677.




Castles of Sand listing

From Page 33

J0OVOU23,237,0,40,4,28,4,4
o

310VDU23,238,0,80,346,80,38
1 36,60,0
J20VDU23,239,0,80,38,80 .4,
44,0 -

330VDUZ3,240,0,0,48,74,135
il

J40V0U23,241,0,0,110,255,2
48,159:4,0

IS0VDU23,242,0,0,111,252,2
10,135, 15.0

JRODINPY 119,263 (NEL19) HIL
10}, HE1101

J70FORAX=0TOIG

JB0HL{AY) = {10-RY) ¥50

J90H$ (AR ="Electron User"+
CRREIZ+CHR$Z40+CHRE242

4O0NEXT

4LOLEs="1"

A20RT$="1"

430Ups="1"

440DD$="/"

450TTH="11: /PSFQR"

A50REFEAT

470NODES

4BOPROCi init

4S0REPEAT

SO0MDDES

510PROCC

S20VDUI9,1,3,040,0,19,2,1,
0,0,0,19.3,4,0,0,0

SICSANDE=0

S40FORAL=0TOLS

SS0PUIRL,1)=1

SHOWLTANI=L

FTONEXT

SB0FORAY=0TOT

S90PLIAY,2)=1

SOOWKIAY) =2

S1ONEXT

$20COLOURT

430PRINTSTRING$150,CHRS224
"

S40COLOUR]

450FORAL=0TOIS0

GA0VDU32

STONETT

80FORAL=20T025

S90READAS

TOOFDRBA=0TOLY

TLOBS=NIDS (RS, BR+1, 1)

T20IFB$="1" N$=CHR$I2:N1=3
1COLOURL2S

TI0IFB$="5" N$=CHR$I2:Ni=0
1COLOURL

TADIFBS="C" N§="4":N%=2:C0

LOURT:COLOUR130: SANDL=5ANDZ+
!
TSOPRINTTAB (BX,A%] ;N8
THOPLIBY, A1 =NY
T70COLOUR1 28
TBONEXT,
TRO0PRINTSTRINGS (40, CHRE32

BOOCOLOUR] 3L

BIOPRINTSPC 120}

820PROCbarrage{25-LEVELL)

BI0COLOURI 28

B40COLOURZ

BSO0PRINTTAB{0,29); “SCORE: "
**"BONUS: BEACH: "3

BAOPROCinit

4TOPROCext

2B0PROCdram{0, 0)

AYOREPEAT

FOOFORAL=1TORY

21 0WPL=WPL+L

920IFWPY=20 WPL=0

F30PRDCHave

F40FROCR0vE

FIONEXT

?40PROCACve

IT0PROCACYE

FBOTFRND(31=1 BONUS:=BONUS
o

220COLOURE

L000PROChua (BANUSY, 5,31}
1010UNTILDEADYORSAND =0
1020HY=HI+

1030PROCtest
L0401FDEADR=0 PROCrestore
10SOUNTILDEADY

108050UNDEL0,~15,4,40

1070C0LOURE 28

1080COLOLRT

1090FOREX=0T028

LIGOFORAT=0TOLR
HLIOPEIRY, BY =0

LIZO0PRINTTAB(AY, BY) s CHRE224
TIJONEXT,

1140N0DES
11S0IFEYC=HEI10) BOTO1410

T160C%=11

L170REPEAT

1180C%=C1-1

LEFOUNTILHYACY) Y5 X0RCY=0

1200C%=Ci+1

1210FORAZ=10TOCK +1STEP-1

1220HY (AX)=HEIAY-1)

L2T0HE (AR} =HE (A%-1)

1240NERT

F250HRACT) =51

L2604FX12

1270PROCscores

12B0N$=STRINGS (7,CHR§I2)+'F

LEASE ENTER YOUR NANE!!"+5TR
ING# (9, CHRE32)
1290FORA=1T039

1300PRINTTAB(AY, 01 : CHR¥229
1310FORA=0T0250

13Z0NEXT

133050UND1 ,-15,150,1

LIJ40PRINTTAB (RX, 00 HIDS (M8,
A%y 1) jCHREZ2Y

1330NEXT

1340PRINTTARI10, 3402421 5PC
1204

L3TQINPUTTAB(L0, J4C3#21HE(C
1

1T80TFLEN (H${CR) ] L OANDINGT
RIHS (CX} CHRY32] HELCY)=LEFT
§(H$ (CL] , INSTR [H$ (CX) ,CHR$32
JIELSETFLENCHE(CX}) 210 HE(CH
=LEFT§(HE(C2),10) ;

I3SOIFNIDSLHE(CL) 1, 11 0="0"
ANDMIDE (HE(CED 1o 104="9" HE(
CX)=H§ (VAL (NIDS CHECCRT 1, 1))

!

1400HS (LX) =H$ [CX) +CHREIZ+CH
R$22%

1410PROCscores
1420REPEATUNTILEET=32
14701F INKEY(-2) PROCsave
1440RESTORE

LASOUNTILO

14460DATA"BS555555C 505058558
sp*

1470DATA" BBSSSESECCCCS555S
28"
L480DATA"BBABSSSSCCCCCSESR
Be"
14300ATA"BBBBESEECCCCCE558E
BE®
1S00DATA"BBBESSSSLCCCCSSSEE
BB
1510DATA"BBBBSSSSCCCLLSSSRR
Ba’

15200EFPADCharrage (BY)

153000L0URL29
1540FORAY=0TOBY

I SSOREPEAT

1540X2=RND (191 -1

1570 L=2+RND 18}
1BOUNTILPYT (XY, YR)=0RNDPY (X
U1, Y2 =0ARDPE IXE+1 YE+L) =04
NDFY XY, Yi+1)=0

1530PY (XY, Y2)=3

LEOOPR(X%#1, Y2 =3

1610PY (XE#+1, YR+1) =]
1620PEIXE, YL+1) =3

LEI0PRINTTAB XY, YX)4SPEI2);
TAB(XX, Y2e1);5PCID)

LH40NERT

1&650ENDPROC

16500EFPROCI 1nit
16TOLEVELY=1

16805%=0

L16FOPRINT*What level? 1-3°
1T00REFEAT

1710H%=VALBETS
1720UNTILHYYOANDHEC4
1T301FHY=3 HY=4

{740ENDPROC

1750DEFPROCEnit
1760BONUSK=1500

17701%=9

1780Y1=16

1750CK%=0

1800CYY=0

1810WPY=9

1B20%D%=0

1830VD2=-1

1B40CRY=0

1850FASTY=-1

1850MK=0

1BT0NY =0

18BOMORNI=1

1890WAVEY=1

190050UNDO, 15,50

18 10ENDPROC

19200EFPROCtexL

[930COLOUR!
1940FROCAua1SY, 8,29
{950PROCAua (BONUSY, &,30)
1950PROCAURILEVELY, 17,31
[970ENDPROC
1980DEFPROCA U (NY, 1, Y}
199098=5TRS (N1}

20007="*
2010FORLOOPYE=1TOLENSS
2020T8=TH+CHRE (RS (4104154,
LODPY, 111 +182)

2030NEXT

2040IFNE=0 TH=CHAS230
Z0F0PRINTTABLY, Y1 T8;
20&0IF1=6ANDY=T10RY=4ANDY=2
9 PRINTSPGIL1s

2070ENDPROC

2080DEFPROCHave
2050PROCNor®

21001FWPY=0 WAVEL=(HAVEX+1)
HOD2: FFHAVEX=0 SDUNDK10,1,5,
30

2110TFWE (NP2 ) =26 ENDPROC
2120T%=PY (NPY, W% (NP2 +1)
2U30IFTR=0 WE WP =N WP+
1:COLOURTPRINTTAB(NPY, NE (4P
%01 sCHRE224: PLIKPL WL INPY) =
1 +ENDPROC

2L40IFTACIORTYS ENDPROC
21S0IFLEVELL1S NY=0 ELSENY

'Y

v
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DO YOUR INVADERS

FLY?

or don‘t they even get off the ground?
BRING YOUR DESIGNS TOLIFE WITH

SIMONSOFT SPRITES
UERSION TWD

From head to screen, transfer your multi-coloured characters quickly and simply wit
the grid-based generator program. As you design the shapes they are automati
stored in our sprite routine which lies hidden under your program. You will notice the S?.
difference as soon as you move the character designs — our sprites mave at an

astounding fourteen (14] times the speed of ordinary Basic!

FEATURES INCLUDE:

Sprite Generator Programs to create your sprite Flight paths that sprites can automatically
designs follow.
Upto 48 Sprites on screen — 12 separate sprite A sprite library of sprite designs.
designs, each with 3 clones 30 Programs — choose the routine with the
Instant Animation with 2 automatically combination of features that suits your
switching images per sprite. program best
Supersprites of up to 24 % 24 pixels. Need take as | as 1.5K RAM.
16 colours in each sprite. Your program SAVED/LOADED AS A WHOLE
14-Fold increase in speed over ordinary Basic. with sprites and sprite routines.
Built in collision detection facilities. Comprehensive colour manual,
Enlargement facility of x2, x3, x4, x5 Demonstration games,
magnification of sprite size Introduction program.
= - - -

I ON T PRITES \aron Two for SUPERFRUIT at £5.95 for the Electron

the ELECTRON at £8.95 cacn.

_____{Qty) SUPERFRUIT for the Simply the best!
ELECTRON at £5.95 each. Fult colour hi-res graphics, great
NAME sound effects, spinning reels, five

row by four column display of fruit,
ADDRESS N win-line, "bounce" as e

settles, nudge box, nudge 9,
twao-way nudges, swap reels, h'\'d
reels, collect win, gamble any win
“loser's gamble” if first gamble is
lost, Supergamble for the jackpot,

Cut gut this coupon and send it to:

SIMONSOFT 25 Tatham Road, and a coin pile that shrinks and
| Abingdon, Oxon 0X14 10B. grows with your winnings
Separate instruction program. This
| . P.O/Cheque | implemantation is in a class of its
I payable to SIMONSOFT I own
ll----------—-----(l SCREEN PHOTOGRAPH
PROGRAMMERS: we pay A MUST for anyone who wants to see their
lump sums and/or royalties for Electron’s graphics stretched to the ver
grap Y
EXCELLENT PROGRAMS limit.

54 ELECTRON USER August 1284



From Page 53

=]5-LEVELY

2160TFRND(NEL =1 PEIWPY, WLLW
PEI+1)=Th41

21TOLFPLIWPY, WL (HPY) #1)=5 P
LOWNPL WY (WP +1) =1 WE LHPY) =N
L{WPYI+1:COLOURT: PRINTTAR (WP
K HULWPY)) sCHREZ224: SOUNDI, -1
0,10, 10:ENDPROC

21B0ENDPROC

21900EFPROCROVE

2200FPROCdeadcheck

2210IFDEADY ENDPROC

2220T4=INKEYS1{0)

223047121

2240IFINSTRETTS, T4)=0 GOTO2
0

22501FT#=LES$ PROCleft

22601FT4=RI$ PROCright

22701FT4=UP$ PROCup

22801FTE=00¢ PROCdomn

2290IFT§="P" PROCpause

23001FT§="5" FASTL=0 ELSEIF
T§="F* FASTL=-|

23101FTH="0" THEN #FX210,1

23201FTH="N" THEN #F1210,0

23301FFASTY=0 FORA=0TO250:N
EXT
2I40TFINKEY [-59) ANDYZ¢ 226 §
Hi=1:PROCdig

2350TFINKEY (-1} PROCEi1]

23LOIFINKEY(=74) SHY=~1:PRO
tdig

2170PROCdeadcheck
2T90ENDPROC

2390DEFPROCIEfE

24001F k=0 ENDPRAOC
ZALOIEPLONE-1YR) -1 ANDPE (X
#-1, Y3143 PROCHrawi-1,00
2420ENDPROC
Z430DEFPROCr ight
24401FX%=19 ENDPROC
ZAS0IFPRUREHE YL 2= LANDPY X
A41,Y%)<3 PROCAran(] 0}
2440ENDPROC

2470DEFPROCup

24801FY3=0 ENDPROC
2490TFPRONE, YR-1)2-1ANDPY (1
1, ¥2-11(3 PROCHranid,~11
2300ENDPROC

2510DEFPROCoNn

25201FY1=26 ENDPROC
2530IFPLLXY, YA+1) -1ANDPL LY
L YE+1)43 PROCAran(0,1)
2540ENDPROC
2530DEFPAOCr am (D2, DYY.
Z540TFPYL(XY, Yil=2 COLOURLIC

Castles of Sand listing

sCOLOURTsPRINTTAB LYY, YX); "
+COLOURL28: BOTO2590
2570COLOURY
2580PRINTTAR (AR, YY1 8RCLL
2590C0LOUR2

26001 T=11+D%

2610YE=YL+OYY

26201D%=0X

2630¥0%=0Y1
2640PRINTTABLXL, YX) sCHRS (22
B+CRY)

2630ENDPROC
2640DEFPROCdeadcheck
2670IFBONUSYC10RPY (X2, YE) =1
DEADY=-1 ELSEDEADI=0
Z4BOENDPROC

2590DEFPROCH: g
2700D%=PLIXL, YE#SHY)
27T10IFDAC>JANDDAC »6 ENDPROC
27201FDX=6ANDHY=4 ENDPROC
2730IFCRY=1 ENDPROC
2740FDRN=0TO2
2750FORNA=0TO3
276050UND2,-15,50,0
27T0NEXT

278050UNDZ,0,0,5

2TT0NELT

2B00IFDR=3 PY (XX, YX45HL} =0
COLOURI: COLOURI2E ELSEPXIXY,
VL+EHY) =21 5%=5%-24: PROCext

SAND%=SANDL+1 1 COLOUR130: COLO
UR3

2B10IFDY=] PRINTTABIXY, Yi4g
HA1$SPC{1] ELSEPRINTTABIKY,Y
ReGHE) Mt

2820CR%=1

2870COLOURL

2840COLOURL2E

2B30PROCAran (0,00
2840ENDPROC

2B70DEFPROCHi11
2BB0IFYX-1=-1 ENDPROC
2B900%=PL XL, ¥E-1)
29001FDLCOANDDYL > 20RERY=0
ENDPROC

291050UND2,-10, 10,10
23201FD%=0 PLONE, VY113 EL
SE PRINY,YA-1)=8:50=54+25: 58
ND=SAMDE-1: SOUND2,-10,5,10¢
PROCtext

2930CR%=0

2940PROCdrami0, 0}
2950D%=PY% (XY, Y3-1}
2940COLOURI2Y
29T0PRINTTAB (XY, Y2-1) s CHRE(
32)

2980COLDUR128

2790ENDPROC

J0000EFPROCENd

J010%FR12

E"‘ihg Play,

CHR$32+STRINGS (5, CHRS (B4} ]

- -

3020#F112,2

J030REPORT

J040PRINT® at line *jERL
J030END
3080DEFPROCrestore
JOTORESTORE! 440
JOBOFORBY=0T025
J090FORAT=0TO19
SLOOPY (A%, BT =0
JLLONERT,
J120LEVELY=LEVEL"+]
3130FORA=0TOZSSSTERD. 2
J14050UNDI (-15,A,0
J13050UND2,-135,233-4,0
J16ONEXT
H70V0U1%,3,0,0,0,0
31BOFORAY=-13700
3190S0UND1, A%, 100,1
320050UNDI AX, 101,1
S210S0UND1 A%, 100,1
J22050UND) | AT,59,1
3Z3ONEXT

J240COLOURE
J250FORAY=0TO2528TEPLY
J260FORBY=225T0227
3270A$=STRINGS (4, CHRS (BX) 1+

J2B0PRINTTAB(S, 16) jR$

'Y
L
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Run rings around your screen

with MIKE COOK'S

THE FAST
€LLIPs€

10 REN L1 ELECTRON USER 170 NEXT

20 DAFT=FALSE 180 PROC_HOLD

30 REPEAT 190-FOR 1=1- TO 180 STEP 10
40 MDCE | 200 PROC_ELLIPSE (240,512
50 PRINT TABLO,15)5°THE HO0 100, 1,481

210 NEAT

220 PRAC_HOLD

230 UNTIL DAFT
240 ‘EJE‘ Pﬂ" riE‘rLﬂ

FAST ELLIPSE"
40 FRINT
70 PRINT "By Mike Cogk’
80 FROC_HOLD
%9 KODE 0
100 FOR 1=400 T0 0 STER =0
110 PROC_ELLIFSE (440,512
J400,1,90,49

A0 HEIT
270 L8
230 ENDPROC

y LIH201£2, 10051, 404 320 REM 1 THE INCLMATION

120 PROC_ELLIPSETA4D,512 230 REM {3,Y% THE CO-ORDNATS
400,1,0, 401 OF THE CENTER

130 HEXT 300 REN WAT THE SENI-M&IOR

140 FROC_HOLD B1S

150 FOR 1=30 7O 750 STEP 10 310 REM MI% THE SEMI-MINOR

160 PROC_ELLIFSE(440,517 ayis

IN DEGREES 450 N1=MAZeLT
330 REN NX THE WUMBER OF 450 ¥1=N11e8T
POINTS ATQ KTi=M2+T13C1-V1451
340 DEF PROC_ELLIPRE{ XY 480 YTY=Yi+E1aS1+Y 0]
YL MAT NIZ, T N 480 IF
350 LOCAL P,CL,81,02,57 THEN KOVE XTZ¥TI
(B3B3 AT ITEVIL,T ELSE DRAN YT, YTY
Wi 500 T=C3#L2-53#52
360 P=2¢R] /1NZ-1) 510 SI=GIeC2+CT082
I 320 C3=1
0 530 NEXT
180 4D ENDPROC
400
410 This listing is included in
420 0321 this month’s cassette
430 830 tape offer. See order
480 FOP AY=1 TOONY form on Page 47.

[T/R/A/F/A/L|G/A/R|

Command your own fleet! Battle plan unfolds to sea level
view of individual engagements.
Cannonballs smash inta hulls and tear holes in sails!
Magazines explode! Ships sink! Fire ships can be sent
downwind | Flags are struck and prizes taken! ............ £8.00
‘Trafalgar is a good combination of Arcade
Action and Strategy — a game for the younger
war game addict’.

COMPUTER AND VIDEQO GAMES

The game that all the family can play! g

[S/U/P[E/R|G|O]L [F|

Amazingly realistic — the ball speeds into the air, slows,

curves down and rolls. Bunkers, water, 0.0.B., and a

variable gusting wind to cope with! Up to 4 pla-pera with

score card foreach! ...... "£7.50

‘I do know a good _qame when ." see one and

Supergo}'frs;usr that”. ELECTRON USER
eft me wanting to play again’. MICRO USER

B0TH THESE GAMES FEATURE SUPERB MULTICOLOUR
GRAPHICS AND ARE AVAILABLE FROM W.H. SMITHS
AND ALL LEADING SOFTWARE SHOPS.

OR MAIL DRDER DIRECT FROM

SQUIRRELSOFT

Dept E,
4 BINDLOSS AVENUE, ECCLES, MANCHESTER M30 0DU

24 Hour answering service — 061-789 4120
Cheques, P.0s B Programs required. Good royalties paid.
S WL

*BBC Model/B *Tandy c/c (32K)
*Commodore-64 *Dragon 32/64
*Atari 400/600,/800 (48K)
747 Flight Simulator

from DACC — The Simulation specialists

r *Acorn Electron N

Actiual screen photogragh

Unri far and realism -
the DACC ;4} Flight Simulator is the most successful of
its kind on home computers. The only simulator which
shows all the essential flight and engine instrumentation
of the Jumbo Jet, as they really are — real dials — and with
a precise 3D view of the runway. The contrel and
responsa of the 747 are faithfully reproduced using
genuine asro-dynamics formulae; Start options include
take-off. random landing approach, passenger and fuel
load selection, etc. You control the throttles, elevators.
allerons, flaps, spoilers, landing gear, brakes, reverse
thrust, etc. Joysticks are optional on all but Dragon and
Tandy versions.
Cassette £9.95 (inc. VAT and P&P)

Special Offer on Joy
Normally £17.95 per pair. Yours for only E£12.95 if
ordered with 747 Simulator {Atari & CBEM-584 types £14.95).

Please state type of computer on all orders.

WE DESPATCH WITHIN 48 HOURS

Order direct from.

DACC Ltd. (Dept ¥YC2)

23, Waverley Road, Hindley, Nr. Wigan,
Lancs. WN2 3BN.

568 ELECTRON USER August 1984




Castles of Sand listing

From Page 55

J2R050UND] ,-15, AR+BY-224,1
JI00FORA=0TOLODINEXT
JTIONEXT,
JJ20PRINTTAE(S, 18] "Well Do
nelt

3330SOUND1 15,50, 16
33405%=51+BONUSY
JI50PROCEext
II60FDRA=OTOLO000

JITONEXT

J3IBOENDPROC
JI90DEFPROCscores

J400CLS

J410#FY15
J420PRINTSPC(II"T DDA Y °
S*SPCIZH"B REATEST
(LR

J4T0FORAT=1TOLN
J44OPRINTTAR (0, 3+A%21 1 HA 1A
A iavenavas 1 TRBUIO SHAYE
23 HERY)$SPEI20) ;3

JASONELT

J440ENDPROC
J470DEFPROCpause
J4B0FORA=0TOLO0

JASONEXT
JSO0REPEATUNTILBET$="P"
J510ENDPROC

J520DEFPROCsave

3530CL8

JSHCPRINT"Do you want to Lo
ad or Save? L/8"
ISS0REPEATES=EETS
J3L0UNTILES="L "ORGs="5"
JSTOPRINT*Put the tape in t
he right place."'"Then press
space, "

J580IFGE="L" BOTA3470
3390REPEATUNTILEET=32
J400F%=0PENDUT (*H, SCO. SAND"

SE10FORAYL=0TO9
JEZOPRINTHEL HY(A2) HEIAT
SHIONEXT

Sb40CLOSERFY

Ja50VDU7

J440ENDPROC
J&70FA=0PENIN{"H, 5CO, SAND" )
SHR0FORAT=0TOY
JETOINPUTHFY HL (A%} H$ AX)
I700NEXT

3710CLOSERFY

37200007

JTI0ENDPROC
JT40DEFPROCwOre
J750IFWX=0ANDMY:=0ANDRND {1
001¢31 ENDFROC

STHOTFNXY=0ANDNYX=D NYY=12+
RND (42 IFPLL0,WYE){ 00RPE LT,
NYZ1CX00RPY (2, WYX} DOORPEAT,
WYL1430 ENDPROC

JTTOIFRORME=0ANDRND (2)=1 KX
1=W)1+]

STBOIFWNA=17 PRINTTAB (WL, N
Y41 48PC{T) sPROC 1 Lupe NXY=0:
Wih=0:ENDPROC

JTR0MORMT= (NORMY+1 ] MOD2

JBOONS=CHREZ40+CHRS (241 +WOR
A1)

3810C0LOURZ

JB20PRINTTABNIY MYL):5PCHL
i

JBI0IFPLINNY, WYX)=1 COLOURT
PRINTTAB (MY WYL} CHRE224

JBA0TFYTINAT- TANDY L WE L+ 4AN
DY%=NYY BONUST=BOMUSY-2:CRY=
)

IESOIFXNANIL-1ANDYLCWIL+AAN
DYL=NYL

JBSO0TFPY (WKY+3, WY LI < JOANDRY
(HXL+3,MYXI (21 GOTO3BE0

JB70ENDPROC

JRAQTFPY(NILT, WYL} L33 PRIN
TTABIMIL+L, NYL) 1 BPCIZ) NI T=0
tWYR=0:ENDPROC

JBTOPYL (NXE+T, WYL =0

JRO0PRINTTAR (MX, WYY1;SPC T4
)

JF10MXE=0

I920WYE=0

I93CENDPROC

TRAODEFPROCH i 1Tup

3950COLOURS

IFROFORIX=MXTTOLR

J9T0IFPLITL, WYLI=] PRINTTAB
(22,01 CHRE224

JOBONEXT

J9%0ENDPROC

4000DATANFFFFLFFSSSSFFEELM
LLLS5S3BLLFFALTFSSESBTEERNLL
RSS55BLFBFNFFFSSSSFLAN"

4010DATA"SFFFOSSSSFFFFSESEL
BBBSSSSLBBRSSSEFFBESESEFFEEE
S85RBBESS55RERESSSSFEEFISESF
:3:01

4020DEFFROCEIE]es

K030F$=CHR$224

404058=CHR$32

4050RESTORE4 000

4040CLS

40TOREADRS

4080FORA%=LTOLENAS

A0R0B$=N108 108, A%, 1)

A100IFBS="5" PRINTSS;

4110IFBE="F* PRINTSS:FH:FS;
Fi

S1201FBE="L" PRINTSH;F$:54;
b1 i

4130IFB§="R" PRINTSS;S#;54;
Fi;

41401FRBE="D" PRINTSS:F$:54;
F§3

4150IFR§="T" PRINTSE:F41F$
5§

B1E0TFBE="N" PRINTSH:S6:F5:
L 3

41T0IFBE="N" PRINT

4180NEXT

4130READAS
A200FDRAT=LTOLENAS
42108$=N1ID8 (A8, AL, 1)
42201FBS="5" PRINTSS;54;

230IFBS="F" PRINTSS§:S8;F8;
FEiF§IFEiFE:Fss

4Z400FRS="L" PRINTS$;S#;F%;
F§;58:538;5¢:54;

4Z501FBE="R" PRINTSH;58:55;
B4i54:56:F 0TS

4240IFBE="B" PRINTEF;SH;F8;
F8:58:58:F$:F8;

42701FBE="T" PRINTS#;S$;F#
3 3 Ha e e

42801FB§="0" PRINTSS;58:F2
3 312 Ha B 1

AZ90[FRE="H" PRINTSH;S#;55;
HEH S HE

43001FB4="X" PRINT

JLONEXT

AIZ0PRINT'* ' 'TABL1R) ¢ "By™'
“'TABLE):*Martin Hollis®
4130PROC=pc

A340ENDPROC

43500EFPROCspE

A340PRINT " ‘5PC{B) ; "PRESS SF
ACE TO CONTINUE"

4370REFEAT

43B0UNTILEET=32

4390CLS

B400ENDPROC
4410DEFPROCInstr

Q420PRINT" “*The object of ¢
he game 15 ko fil1 in"'"the
sand castle with sand fron t
he"'"beach, The sea is advan
cing slonly” ' "towards the bao
tton of the screen.” *fny f2
ad it seets is slowly washed
" "away but dan‘t worry, the
sed can't"

HJ0PRINTeat your castle -
but it will wash®'*away any
other sand it sests'®™""You
sust position the man above
or"'"below the sand you wan
t to dig and"'"then pick it

up in your bucket. When"'"yo
u drop the sand it fills in
the®

4RA0PRINT"block directly ab
ove you. Everytime" "you fil
1 in a block of the castle"’
"you score 23 points.*
4450PROCspC
AR50PRINT " *When you've use
d all the sand at"'"each sid
e you can collect sore from*
"“the top of the screen but
beware the® “hungry sandwore
crossing your path!"*"If he
catches you when yvaur bucke
Eis”

ARTOPRINT™full he will eat
your sand, However" "you are
still alive to dig far more
M "You can only die i the
sea drowng"""you or 1f your
bonus falls to zero." "When
you die the Hiscore Table {
Q430PRINT displayed. 14 you
wish to SAVE the"'“Hiscore
Table for another day*'"PRES
5 {CTRL SPACE}.*

4450FROCspc
AS00PRINTTAE(18,2) "KEYS"
4510FORA%=4T010
4520READLE, s
AS3OPRINTTAB (10, AR} ;L§; TRB{
19X =" TRBI2T, AL WS
AS40NEXT

A35OPRINT "STRINGS [10, CHR$32
+ 44"+ CHRE32)
4550PRINTSPC (3] { "These keys
#ay be used during play,*
45TOFORA%=15T019
43B0READLE WS
SS90PRINTTAB (10, AR) ;L 8; TAB(
19, AXTS"="L TAB 12T, A0 s H$
J500NEXT

4410PROCspe

4420ENDPROC
A5T0DATAZ LEFT, X RIGHT %, UP
+7«DOKN,SPACE,DIE DONN,RETUR
N,DIG ABOVE,SHIFT,FILL ABOVE
2P PALSE F,FAST, 5, 5LO0N,0,51L
ENT, W, SOUND

45400EFPROCE

A850VDU23; 82023050504
4540ENDPROC

5

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

From Page 45
10 REM #pEeseedideesiiess
[
20 REM &4 &%
30 REM #+ Super-Spell
#
40 REM ## by N.Graham
¥
50 REM ## #+
56 REN &4 ¥¢
&40 REM #* For ELECTRON
UseriC) #2
70 REN &4 &8
B0 REN BenessneRineseteees
90 MODE &
*REM 4PUT IT IN MODE
1]
100 PROCinit
110 PROCscreen
120 PROCtest
130 PROCaessage
140 PROCend
150 END
160 DEF PROCinit
170 REM -=-=-= ON ERROR
6070 ERL =-=-=
175 apointer=430
180 nuaber=|
190 teapo=(
200 (LS
210 VDU 19,1,2,0,0,0
220 LET prog#="SUPER SPELL"
230 PRINT *
“iprog$
240 PRINT *
AR R AV AR AR
250 PRINT **This is for
PARENT/SUPERVISOR. *
260 PRINT "*PLEASE ANSHER
THESE QUESTIONS:*
270 INPUT "*Do you want
to enter your own
words or use the
pre=set ones (RUTD
or MAN]*,whichs
280 IF which$="AUTO"
OR which$="auto"
OR which$="MAN"
OR which$="man"
THEN BOTO 290
ELBE 6070 270
290 INPUT '*Please enter
tine delay (I-displaye
d  only for a very
short time T0 9-displa
- ed for & much longer
timel*, tempo
300 Ii?tilﬂﬂ <1 OR tempo

This listing was produced using a special
formatter which breaks one program line over
several lines of listing. When entering a line don't
press Return until you come to the next line
number. Full details of the formatter are given on
Page 4 of the February issue.

THEN 80TO 290
J10 INPUT '"How many words
will you require”
JNusber
320 IF number ¢ 1
THEN BOTO 310
330 INPUT ““What is the
child's first name*
vchild$
340 IF which$="AUTO"
OR which$="auto"
THEN PROCdata
350 IF which$="AUTD*
OR which$="auto"
THEN BOTO 440
I60 PRINT “"Now type in
all the words you
require.”
370 DIM word${nusber
JB0 DIM special$(nusber
350 FOR #=1 TO nusber
400 INPUT *word *,word$ (A}
410 B=LEN (word$(a))
420 IF B2
THEN PRINT “Error.Try
again.”
+B0TO 400
430 NEXT A
440 LS
450 SOUND 1,-10,100,10
+SOUND 1,-10,200,5
440 PRINT “Thank you very
auch,Press any key
to  begin the test."
470 correct=0
480 LET A=BET
430 ENDPROC
500 DEF PROCdata
510 line=RND{7}
320 lineb=INT (line)
530 IF lineb=-1
THEN LET apointer=s00
tIF lineb=l OR lineb=2
OR lineb=0
THEN LET apainter=&L0
IF 1ineb=3 OR lineb=4
THEN LET apointer=520
tIF lineb=3 OR lineb=g
THEN LET apointer=430
538 RESTORE apointer
550 DIM word$(nuaber)
540 DIM special$ (nusber!

53

o

570 FOR A= TO nuaber

580 READ words$(A)
+IF word$ (nuaber)=
e
THEN RESTORE 400

590 NEXT &

600 DATA ACCEPT,CEREAL
+EXPENSE, LILIES, PNEUMAT
IC,SKILFUL ACCIDENTALLY
o CEREMONY ,EXPLANAT ION
+LITERATURE , POISONOUS
ySOLICITOR

410 DATA ACCOMMODATION
+CHANBEABLE ,EXTRAVAGANT
+POSSESSED, BPEECH
+ACHE, CHOOSE  EXTRENELY
PREFERRED, STONY, ACOUAI
NTANCE, CHOSE

520 DATA FASCINATING,LOVABL
E,PREPARAT 10N, SUCCESFUL
+ACROSS, COCORUT FEBRUAR
Y MAINTENANCE ,PRINCIPAL
LY, "BURELY"

630 DATA RHYME,PALD,PEASANT
+REMEMBRANCE ,ACCASION
REGARD,NINETEEN, NETAPH
OR,BURIED, BUARD, DBLIGE
JDISGUST, PARLTANENT
" HINIATURE"

540 DATA GRANMAR,RIPE
VSATELLITE  WALLABY
+ YACHT ,PTGEON  NOUSTACHE
VEHICLE,DISAPEAR
(EVAPOURATE  FULFILED
+"PERFORMANCE", "#¢"

650 ENDPROC

460 DEF PROCscreen

670 CLS

480 VDU 19,7,1,0,0,0

490 PRINT *

*sprog$
700 PRINT *
RAAL L LI L EL]

710 PRINT "Hello, ";child$:

", are you all right
1

720 INPUT a$

730 PRINT

TAQ IF a$="YES" DR a$=
s
THEN PRINT *Good.['n

very glad to hear

that,"
ELSE PRINT *Dh.1'a
very sad to hear that!

750 FRINT *"Oh well,lets
get on with the quiz.*
760 PRINT “*Press any key
to begin."
770 LET A=BET
780 ENDPROC
790 DEF PROCtest
800 VDU 19,7,3,0,0,0
810 CLS
820 PRINT *
‘rprogd
830 PRINT *
AAARARAR A
B40 FOR A=! TO nuaber
850 PRINT *"Type the word,.

840 PRINT word$(A)
870 FOR limit=! 70 (tespo¥5
a0)
880 MEXT limit
B90 PRINT TAB(0,4)"
900 PRINT “NOW!'®
910 PRINT '**
520 INPUT answer$
930 IF answer$< words (A)
THEN PRINT *MRONG!'It
should have been "jwor
d¥i{a)
tLET special$(R)="HRONE
150UND 1,-15,1,5
ELSE PRINT "CORRECT!Ver
y good *;child$
icorrect=correct+l
1special§ (A} ="CORRECT!"
+S0UND 1,-15,200,5
940 PRINT ""PRESS ANY KEY
T CONTINUE®
930 B=EET
940 CLS
970 PRINT "
“iprogé
980 PRINT *
T
990 NEXT A
1000 VDU 19,7,4,0,0,0
1010 ENDPROC
1020 DEF PROCaessage
1030 ILS
1040 PRINT *
*iprogé
1050 PRINT "

BT

1060 PRINT "*Well *jchilds;
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"tchild$:® hope 1
see you again soon'®

* you scored”
1070 PRINT ‘correct;” out

of *jnusber 1140 INPUT ' '*PRESS (RETURN}
1080 PRINT “*Do you think WHEN HE OR SHE COMES"A

this score is good §

or bad* 1150 ENDPROC

1090 INPUT thought$ 1150 DEF PROCend

1100 IF thoughts ="G00D" 1170 CLS
OR thought$ ="good® 1180 VOU 19,7,2,0,0,0
OR thoughts ="BRD" 1190 PRINT *
OR thought#="bad" *iorogé
THEN BOTO 1110 1200 PRINT *
AR AL AL ALY

ELSE BOTO 1030
1110 INPUT *"Did you enjoy
it",enjoy§

1210 PRINT ‘child$;* got
‘jcorrect;® out of

1120 IF enjoy$="YES" "inumber;” at SUPER-SP
OR enjoy$="y" ELL®
THEN PRINT *Good.!'s 1220 PRINT ‘*In his opinion
glad about that.* he was *;thought$

ELSE PRINT "Oh.I's
sorry. I°11 try harder
nent time!"

1130 PRINT *Anyway it is
tise for me to see
your parent or
teacher so GOODBYE

1230 PRINT “"THESE MERE
THE WORDS HE WAS TESTE
D ON:"
1240 PRINT
1250 FOR A=1 TO nuaber
1260 PRINT SPC (12)yword$iA)
sTABLI0) ;special $(A)

1270 NEXT A
1280 PRINT '"PRESS SPACE

BAR TO CONTINUE®
1290 REPEAT

tR=GET

1UNTIL A=32
1300 CLS
1310 PRINT *

“iprogé

1320 PRINT *

N LR o]

1330 PRINT “"Do you wish
to re-run this progras
1340 INPUT A$
1350 IF AS="Y* DR A$="YES"
THEN RUN
1380 INPUT “Are you sure
(Y/N) *A$ -
1370 IF A$="N" OR A$="ND"
THEN RUN
1380 REM #itsiisiistssbinsss
1350 REN #+ 4
1400 REN #+ SELF DESTRUCT ##
1410 REN ¥+ #
1420 REM SERERRebEEERERERER

1430 PRINT ''"I am now 'self
destructing” there
will be no trace
of ae in sesory”

1435 FOR delay=1 TD 500
$HEIT delay

1440 CLEAR
1MODE &

1450 #FX 138,0,78

1460 #F1 138,0,49

1470 #F1 138,0,87

1480 #FX 138,0,13

1490 REM #ideebiseeniedisies

1500 REN £+ #

1510 REM ## THE END #+

1520 REN #5 #¢

1530 REN SReeibeeiseseiibies

1540 END
1END
+END

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

i

SENIOR SCHOOL
EDUCATIONAL PROGRAMS

D ped In Is and now il to ‘home
micro users, has i ified the

topics, and prolessional programmers have coded !Fmse inte
exciting educational gamas which have been proven to
effectively teach and entertain.

Now available for BEC B and ELECTRON. Each pack
contains main program, extra self lest program and Core
Facts book for only £11.95 or any two for £19.95.

MATHS 1: Draughts style teaches angles
TRY-ANGLES ratios, tan, sin, cos. 25 levels

MATHS 2: Baltleship style teaches x and y in
COORDINATES four sectors, directed numbers

PHYSICS 1: Baseball style teaches D.C. cricuits,
OHM RUN: resistors, cells, V-IR, series and parallel.
PHYSICS 2: Gunnery style teaches mass,
ISAAC weight Newtons Laws and

projectiles
GEOGRAPHY 1: Onant“rlnq styla leaches Q. S
MAYDAY ¥ . grid s g
GEOGRAPHY 2: F ing style h

WEATHER pressure systems, synoplic charts

Send your name, address, and chegue/P.O, to DEPT. E,
TUTCRIAL SOFTWARE LTD., FREEPOST, WIRRAL, MERSEYSIDE LB1 1AB.
Please stale BBC B or ELECTRON

_ ——————

ELECTRON
EDUCATIONAL SOFTWARE
Qur Is used in it ol schools and

homes throug hnulealﬂr!laln Now available on Electron.
EDUCATIONAL1 EB.0D
Hours of fun and learning for children aged 5 to 8 years, Animated
graphics will encourage children to enjoy maths, counting, speliing
and telling the time. The tape Includes MATH1, MATH2,
CUBECOUNT, SHAPES, SPELL and CLOCK.
An excellent mixture of games”

Paersonal Software - Autumn 1883,
EDUCATIONALZ2 £8.00
Although similar to Educational 1 this tape is more advanced and
almed at 7 to 12 year olds. The tape includes MATH1, MATH2,
AREA, MEMORY, CUBECOUNT and SPELL
FUNWITH NUMBERS £8.00
This program will teach and fest basic counting, addition and
subtraction to 4 to 7 years olds. The tape includes COUNT, ADD,
SUBTRACT and ROCKET MATHS an arcade type game 1o
exercise addition and subtraction. With sound and visual sffects.
FUN WITH WORDS £8.00
Start your fun with alphabet puzzie, continue your play with
VOWELS, learn the difference between THERE and THEIR, have
games with SUFFIXES and reward yoursell with a game of
HANGMAN. Complete with sound and graphics, The tape includes
ALPHA, VOWELS, THERE. SUFFIXES and HANGMAN.
-+ . Very good indeed” . . . ARB Computing - Jan/Feb 1984
JIGSAW AND SLIDING PUZZLES £7.95
There are 2 jigsaws and 4 sliding puzzies ona 3 x 3 and 4 x 4 grid.
Each program starts off at an easy level to ansure initial success but
gradually becomes harder. It helps children to develop spatial
imagination and In problem solving, The tape includes & programs:
OBLONG, JIGSAW, HOUSE, NUMBERS, CLOWN and LETTERS.

*** SPECIAL OFFER ***
Buy three casseftes and deduct £4.00
Add 50p per order php. Chegua to:

GOLEMLTD,

DeptE,77 Qualitas, Bracknell, Berks RG1240QG,
Tel. (0344) 50720
For full catalogue write 1o the above address.
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INVADERS
NOTE INVADERS

NOTE-INVADERS is an excelient way to learn the notes on the
musical statf. A note travets across the stal you must pres correct
‘“ that note (A 1o G) ko rele: fore the note wipes you

A great game—you have 4 lives, an n choose TREBLE or BnSS

. and 3 levels of difficulty. High scor

are on the tape which toach and test th -am skills in & more relaxed
farmat.

Age range— suitable for children AND adults—in fact, for amyone kearning on
an mstrument.

AVAILABLE?

PAC
BOOKLE
HALKSOFT LIMITED

nwshea Road
WORCESTER
WR37 P

Available by mail order fron

or from you local dealer.

Chalksott

ADVERTISERS INDEX

Brother ... .. AT AL AT Py e pa e T
ChalkeDtt e e e S
L T S S P e e 52
CumputerMarketplaca T 16
A G e B
Dialsoft )
Epic Software ., 20
Firefly Software 4
First Byte Computers T e 63
Goldm i T A e e e e |
Haystack Penpherais 80
Hally Computers 48
J.P. Magnetics e e U AR Sp e AT s - 2]
R B o e e e e e e e e
T — e s e Pty
el LTy ) e e gy ettty
Mayfair Micros = o A 44
M.P. Software Services ... ., T e
Mushroom Computers .., ., St 2
Micropower Rmcante e St 64
National MicroCentres ... .., .. ... ... 22,23
Optima Software .. .o v vov s vos vor e A0
Sir Computers b ey A L e 44
Simansoft . oo e o ihd
St RaTE e e e R
TutoralSeRware ... oo v s s e - g

("  DIALSOFT

EDUCATIONAL PROGRAMS,
GAMES & UTILITIES,
FOR ELECTRON & BBC.
See reviews this Month.
Our complete range of software has |
now been converted to operate on the
ELECTRON.
Send an SAE to obtain our latest
Brochure and price list.

DIALSOFT, 72 Downend Road, J

k Downend, Bristol BS16 5UE. )

J.P. MAGNETICS LIMITED

HAVING TROUBLE OBTAINING QUALITY
COMPUTER LENGTH CASSETTES?

WE CAN SOLVE YOUR PROBLEM
10 x C15 for £4.50 + 50p P&P
{CASH WITH ORDER)

We are specialists in the supply of bulk custom
wound audio/computer cassettes,

Trade and Educational Enquiries Welcome.

Competitive Rates — Price List Available.
Contact us now: (0274) 731651

Unit 4, - 7 Mary Street, Bradford, BD4 8SW.

Step by Step

BAS IC

BBC/Electren edition (203 pp) £5.85
BBEC/Electron program tape  £5.50
ZX Spectrum edition (177 pp) £5.95
ZX Spectrum program tape

LFEL
Le
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C15

COMPUTER CASSETTES

L7 B

Box of 10.., £3.50 + £1 p&p

Cheques, P.O.'s to:

HAYSTACK PERIPHERALS
5 Church Road,
Greenfield,

Oidham OL3 7LQ.

tianal and Dealer Enquiries Weicome




OUE to further development
wark, owners of the First Byte
Joystick interface can now use
it with aif Acornsoft games and
any others that have an
analogue joystick option, as
well as games that use only
keys.

The program listed here
should be very carefully
entered on the Elactron, but
please save it before you run.

Once the routine has been
run it will stay in the machine,
even if the Break key is
pressed. All vou then dois load
up the game as normal and
choose the joystick option,

We have tried the routine
an all prasently available
games with an analogue
Joystick pption and have so far
had a 100 per cent success
rate. This now means the
interface works on 99 per cent
of games on the marker. — Ray
Threadgould, FBC Sys-
tems, Derby.

Sanyo saves
first time

IN response to M. Senior’s
letter in the June edition of
Electron User, | bought a
Sanye OR101 Data Recorder
with a seven pin DIN fead from
my local Curry’s for £32.95.
This was £10 cheaper than
the same model at my local
computer shop. It always
saves first time. - Andy
Conway, Cheltenham,
Gloucestershire.

Sound advice
from dealer

{BOUGHT a Lioytron V171 on
the advice of a local computer
dealer for £24.895.

This, along with a seven
DIN to split micraphone,
earphone, remote lead — for an
extra £3 - has worked
perfectly. It's important that
the earphone and microphone
leads are not put in the wrong
sockets.

Having established which

icro Messages

Joy for First Byte
interface owners!

1 REM Title {FBC Ad
val-Suitched Joystick Routi
ne.

T REM Author
0ATS

3 REM Copyright :ACSOFT
‘84 - FBC SYSTEMS LTD

41

€ 05=7420A+ 74208 #254;
P=hFCCOsU=811D=42: =4 R=0E
HZ

5 FOR Ri=0 10 1:iR3=4110
1LOPT A2

7 .JB EQUB %20

8.0 BRY

g .1 00P 05

10 .5 CNP ALB0:BNE X:CPYX

tALAN

LUNH

11 .1 LDA P:RIT JE:BEQ I
JiEOR #LIF

12 .12 STh J:CPY Wk0:BNE
B ]

13 LF1 LDY #30:LDX #%0:L
DA JAMD 4F(BEQ JI:LDX #3:
BNE 3%

14 3N TXASLDY #4FFLLDY
HLTFLAND #31: BNE HN

15 VN LDA J:AND BU:BEQ
WUSLEY BAFF:BNE JT

18 \NU LDA J:AND BD:BEQ
JR:LDY #30:LDY #L0:BEQ ¥

17 HA LDA J:AND BL:BEQ
NL:LEY WAFFBME DN

18 \NL LDA J:AND WR:BED

J0:LDY #0:LDY 40

19,3 LDA #BO:RTS

20 .Sl PHA:LDA 45 MOD 29
5:ETR L20R:LDA #E DIV 254:5
T8 L20B:PLAIRTS

21 hNEXT

22 MODES:PRINT'*FBC Adva
i=Ewitched Jovstick Routine

21 PRINT “Maw 1oad qane
s normal,.... """

o4 €FX247, 78,0

25 DSCLI(F¥248,"+5TRE(S
U NOD 25a1+°,0)

26 DSCLI{"FY249,*+5TRELS
U DIV 2581+, 01

27 CALL SUsEND

was which, { marked them to
avoid future confusion and
since | found the optimum
volume level — a quarter of its
full potential = ['ve had no
problems at all. — Yvonne
Wilkin, Alveley, Shrop-
shire.

Expensive,
but worth it

AFTER initially trying various
recorders that were unsatis-
factory | have now settled for s
Sony TCM 737,

Although a little more expen-
sive than some recorders,
this machine does seem to
both load and save perfectly
virtually every time,

{ hope this information may
be of use to other Electron
owners, — H.E. Pressey,
Wolverhamption.

Not lost
a minute

AFTER initial problems with an
old recorder we bought a CR

375 fram Boots, This has a

saves and loads like magic on

counter and easily op !
volume and tone controls,
We haven't lost a minute’s
cormputing time due to difficul-
ties with loading and saving
since, It does both functions
perfectly, — Mrs N. Judge,
Buxton, Derbyshire.

Magic of
Superscope

THE cassette recorder |
recommend /s Superscope,
available from Boots and the
other High Street shops.

It costs about £38 and

the r fing level.
!'ve had no problems with it at
all. - Brian Brown,.
Worksop, Notts.

Trouble free
Ferguson

MY son has had an Electron for
nearly two months and loading
and saving has been consis-
tently trouble free. My recor-
der is the Ferguson Model
3TO7 and [ have the volume
set at approximately three

WHAT would you like to
see in future issues of
Electron User?

What tips have you
picked up that could
help other readers?

Now's here is your
opportunity te share
Your experiences.

Remember that
are the pages that you
write yourselves. So




Micro Messages

From Page 61

quarters of its maximum, —
K.R. Towers, Preston,
Lancs.

Timely
praise

| WOULD fike to recommend
my recorder. It works with my
Electron and has also worked
with a ZX81, Spectrum, and
Orie,

It is @ Waltam W1 74 clock
radio cassette recorder at
about £36. - Neil Olner,
Thorne, Doncaster.
® Thank you to everyone
who's written in telling us
which cassette recorders work
with the Electron. Here at
Electron User we use a Pye
audio data recorder DEE00/
35P. We get tapes in all sorts
of conditions and at all
recording levels and the Pye
recorder does a great job.

Code breaking
with the family

FIRSTLY, may | congratulate
RA. Waddilove on his excel-
lent program “Code Breaker”,

The only problem is, once
you have started breaking a
code, everybody in the house
feels the necessity to offer
expert advice on what the next
guess shouwld bel

To make life easier, I've
written a few extra lines to
give each line of guesses a
number.

At least now you'll know

which line your committee of
experts is referring to, when
they make comparisons and
eliminations.

All you do is delete line 760
and add the fallowing:

105 PROCnumbers

107 VU4

£90 MOVE 0,i:DRAN 1180,

710 MOVE 0,96:DRAN 1180,9
[

730 MOVE 0,96:DRAW 0,976
1840 DEFFROCnusbers

1870 COLOUR 7

1860 VDUS:MOVE 80,255

1890 FOR yX=1 TO 12

1900 IF y2)=10 THEN PLOT 0
|"an

1910 PRINT; v

1920 PLOT 0,-560,54

1930 NEXT yI

1940 SOUND 1,-15,50,5

1950 ENDPROC

- Tony Farmer, Ditton,
Kent.

® Many thanks for the addi-
tional lines, Mr Farmer. They
really do help, though, of
course. here at Electron User
we're all too busy to play
games!

Not just
flung together

JUST out of curiosity | decided
te solve the illustration
accompanying Roland Wad-
dilove’s “Crack the code!” in
the June issue of Electron
User,

The solution is ible

green, red, red) and it just goes
to show that these articles
aren’t just flung together but
abviously somebody has taken
some care in printing an actual
game to accompany the text. —
Nigel Shelton, Gt. Yar-
mouth, Norfolk.

Mysterious
assembler . . .

| HAVE read somewhere in
your excellent magazine that
my Electron has a built-in
assembler. How do | use i,
and what does it do? - Robert
Treu, Hastings.

® The assembler is a program
that lives inside the operating
system of the Electron and
allows you to speak to the
micro in its own language,
machine code.

As for how to use it, we plan
to run @ series on machine
code. If you can't wait then
you might try the following
books:

Assembly Language on the
Electron, by Ferguson and
Shaw, published by Addison
Wesley.

Electron Assembly Lan-
guage, by Bruce Smith, pub-
lished by Shiva.

Electron Machine Code for
Beginners, by lan Sinclair,
published by Granada

Improve your
character!

FIRST of all I'd iike to thank
vou fora ine that covers

from the illustration (red, blue.

the WHOLE spectrum (ahem)

of uses for an excellent
machine.

Secondly, although | found
vour character definer pro-
gram (Page 44, March issue)
to be of great help, |
sometimes felt the need to
have the ability to save and
load character sets.

This facility can be obtained
by adding the following lines:

" 197 IF B$="S" THEN MODEE:

PROCSV:MODE! :PROCSCREENRLOT
195 IF B#="L" THEN MODES:

PROCLD:MODE1:PROCSCREENPLDT
935 PRINT TABI2,17) *To s

ave a character set press °
o

937 PRINT TAB(2,19) "To 1
oad & character set press
L

1030 DEFPROCSY

1040 PRINT:PRINT:PRINT

1050 #SAVE CHAR DCOO OCFY

1040 PRINT "Press any key
to continue®:E4=6ETS

1070 ENDPROC

1080 DEFPROCLD

1099 PRINT TAB(0,10)"Pleas
e position the character fi
le"

1100 #LOAD *CHAR" OCO0

1110 PRINT*Press any key &
o continue®:E§=EETS

1120 ENDPROC

Simon Martin, Halifax.

® Many thanks for the listing
which adds a new dimension
to the program. It's always
nice to hear from readers who
have improved or adapted our
programs,

MY HUMTS
PLAYING POP
Q WTH ME
‘cos "M
MISSING HY

—To0 Busy PLANNG
‘HicRD
oLYMPICS'

a

SHE CATEHES ME
AT T ABAIN... I'H FoR

N e Hiat ToHP !




ELECTRON JOYSTICK INTERFACE = )
Electron users! This is the add-on everyone want!
E h from First Byte

Joysti
with free conversion tape that vastly extends your game range right away.
The interface operates with all ‘Atari-style’ 9-pin joysticks, and its many
advanced design features put it way out in front for quality and reliability,

That's why, to date 15 major seliware houses are already bringing out
gamas that work direcily with the First Byte Eleciron Joystick Interface -
and many more are sure o follow,

FREE conversion tape - play_all these top games right now
Every Eleciron Joystick Interface comes with a Iree conversion tape,
50 you can use some of the most popular gamas around right now:

® Pangayn
The conversion tape also allows you to configure most other games for
joystick control,

Games specially_for the First Byte Interface
All these major software houses ara bringing out games that work
with the First Byte Electron Interface, with no conversion tape needed

The First Byte Electron Joystick Interface - available now from all
good dealers and W. H. Smith.

Look at these advanced design features.

Works with all *Atan. g
atyle’ Spin joysticks
and utilises rapid-firg

- Only 2 chipa for ultra-
= hign reliability and low
fa.  pawer conBumplicn

g ensuring sale
operation with
the Eleciran,

o
Cuickshot 2

Custom-bulll, ¥
colour
co-ordinated case
in high-Impact plastic
Speclal Nitments ensure
1hat when the joystick is
plugged in, ihe case takos (he
sirain, no! the soldared joints.

® Gold-plated
CORNECIOrs ensure a
periect contact
Metal polarising key
and nylon end caps
snsure posiive locking

First Byte Computers,
10, Castlefields,
Main Centre, Derby.

DE1 2
Tel: Derby (0332) 365280




B ICIRIOIP JOIWLERRIME I JCIRJON PROJWL EXF E'D

Ea (SWUPER-FAST LOADING TIME) &
Czcom electron B.B.C.MICRO MEMOTECH
ond BBC MICRO

o versions £7.95) .'-.\-:

™
b=l
Race along the ¢ yor belt leaping the
@ packages, “and shin up the ladders to the
shopfloor. Pitchfork the Gremlins off the
walkways, use the poison pouch to trap the F ﬁ
Glanl Rat, and retrieve the oilcan to keep
F the (generator topped up.

.9
_ge9s (@

. 1 THINK =2
YOU'LL FIND
&U SWOOP, GHO
CYBERTRON




