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REM #%+ LETTER TO SANTA #%#

P."Dear Santa,"
P."For Christmas I would like: "
P."ﬂuqa:ﬂnSTIuE AGENCY characters,"
A F.“More SOUNDS EXCITING,"

10 P."BAMES-including Anagrams,
Meteors and Hangman,"

F."and educational games like
French Tutor (to please Mum
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Look, listen and 'Startingtoprod™"

learn about ... S TSR

* Designing programs BVl e

[

» Editing e ivew iy
* Graphics —
* Arrays and data

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

i "'-_-':I'Jl

LR

Pleasesendme .................. copies of your Please md.'rcule_methad of payment [ )
Electron videotape at the special price of £19.95 O Access/Masterchare/Eurocard
(including VAT and P&P). Total: £ .............. O Barclaycard/Visa

Please state format required O VHS O Betarnax O Américan B

e T K i B SEER L e o e e CardN:‘.h.
G el e | I

.......................... E'Kplfy dah?‘-

................................................ L J
PU ST e s [ ot e S S R O Cheque/PO made payable to

Database Publications Ltd,

Send to: Electron User, FREEPOST,
' Europa House, 68 Chester Road, O you can order by phone quoting
. Hazel Grove, Stockport SK7 5NY. credit card number and expiny date.
{No stamp needed if posted in UK) 061-456 4157
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WELSH TAKE THE LEAD
WITH ELECTRON ADD-ONS

Electrons.

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

Said an Acorn
spokesman, "Wa
are meeting
production targets,
but the targets are
too low"’.

He went on to
explain that
demand was
totally unex-
pectad, axceading

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

Acorn
admits
problems

anything previously
experienced in the
field of microcom-
puting. 1
Commented one
dealar, ““You'd
think they would
have lesarnt from
the problems with
the BBC Micro''.

e- .

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

Sand to:

Elsctron User, Europa
House, 68 Cheater
Road, Hazel Growve,
Stockport SK7 SNY.

Electron User is an
independent  pubiication.
Acorn Computers Lid are
not responsible for any of
the articles fn this issue, or
for any of the opinions
axprassed.
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THIS is the ad that is
causing red faces at
W.H. Smiths. For, like all
Electron dealers, the
chain just cannot get
anough of them.

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

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

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

Following the news
that AB Electronics of
Gwent will be producing
Electrons at the rate of
4,000 a week from
January comes word of
two more Welsh firms
producing products for
Acorn's latest micro.

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

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

would like to have more,
but Acomn is unable to
meet the demand”.

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

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

""And you must
remember that our
advertising is planned
well in advance — this
one s turned out to have
rather a sting in the tail”".

More
hardware
for Xmas

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

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

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

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

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

New trio
from A&F

A&F Software of Man-
chester has added thres
mare titles to its Elec-
tron range.

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

Disc drive race on

THE race is on to develop disc drives for the

Electron.

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

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

currently working on.

Pace will be launching the drives at the BBC
Micro User Show in Dacembar.
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There'll be more next month!




100 KEM AMAGRANS
{10 REM EeINITIALIZE®®
120 READ numwordsi
130 AL=RWD(-TIME )
+DIN words (nuawordsi)

MOOE 5
FOR counti=1T0 numwords

1

READ word$(countd)
sHEXT

REM #4SELECT WORDa#
thiswardf=word$!
AND(nuawardsii |}
spiywordd=""
shitletts=thiswords
scounti=LEN (thisword$)
170 REM #MIX WORD LP
-{80 REFEAT

190 rnd=RND{count®

200 minword$=mipwordis

140

{54
148

MiD§ipitiefts,rnd
11
240 pitleft$=LEFT#{bitiefts
,rnd-11+RIGHTS (hitlettd
+LEN ibitleftsi-rndl
2720 counti=countl-1
730 UNTIL bitleft$=""
240 IF thisword$=eixword$
THEM 180
750 REM ##INPUT ANSWER®H
260 CLS
270 COLOUR 1
tPRINT TAB(S.Slmxword$
280 COLOUR 2
+ INPUT TAB(O,8)"Tyvoe
in your answer®
TABIS, L1 iayanswerd
790 REM ##CHECK ANSMER#:
300 IF myanswer$=thisword$
CLS

+COLDUR 2
«PRINT TAB(5,107"CORRED
'|'I
ELSE CLS
s COLOUR 1
FRINT TABLS,10 "WRONG®
s COLOUR 3
+PRINT ''“The correct
apswer*’ "to "miwworcé
‘415 “thiswordd
310 delavi=INKEYS (300D
370 REM #¢START AGAINEE
330 BOTO 160
T40 REM ##DATA FOLLOWSe:
150 DATR 10
140 DATA COMPUTER.MICRO
JELECTRON, MONTTOR
JFEYBOARD, FUNCTION
PROCEDURE ,LODP, IKPLT
GTATEMENT

AGRAMS

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

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

\When you get fed up with
the words we've put in the
program (or you want o put
in something like XKEBEC for
your know-it-all little nephew)
it's easy to change the gama,

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

And don’t forget 10 change
line 350 to the number of
words you've got in line 3s0
{if it's more than 10

if you're devious you could
aven use it to help solve your
crossword puzzles. GOK

cLOuUD.

PICTURE it. You're travell-
ln? jn space and your
ship’s detector screens

I“tl': is wmu hing.

80 big and going so
fast that you don't tt:.;d a
:.mh'"“_ of getting out of its

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

that you can dodge out of
th:,w': of the meteors,

ou do this by using th
laft ur“d right tﬂlrlu;‘gn;y:
to 3"“1' your craft.

our inboard computer
(a bit of a gamas freak)
treats the whole thing as a
joke and decides to keep a
'::::md of your “'score” —
that is, how lo
alive. ng you stay

How long can you

viva? Tr_v it and ‘:‘. —

10 HODE 5
{PROCI
30 REPERT
tPRINT TABIS.0)
INT (TIME /1ui
sPROCS
tUNTIL FIMISH
40 PROCE
1END
40 DEF PROCI
70 TIME =0
224,24 80, 60, b0, 40
o, 129, 129,23,.225
24,80, 126,126,128
«lib, b0, 24
90 FINISH=FALSE
(00 A$=STRIMGS(Z0," ©)
110 #F14,1
120 PRINT TAB(1¢.8}
CHRS (BY)
130 Pi=10
s NPE=FY
H T
1BY=224
10%=225
sEx=31
tFi=B
16Y=136
tHE=137

140 ENDFROC

150 DEF FROCS
L8O KL=IMKEY (0}
I70 #FL15.0
180 IF KX=6Y IF FEcM)
NPi=FE-1
190 IF K¥=HE IF Pi<3i9
HPh=Pi+1
200 PRINT TABIPE.TI® *
PL=NPY
WO 3L PR
tIF ((USR (EFFF4)
AND LFFFFIDIV &1005=1
9 FIMISH=TRUE
220 PRINT TRBIPE.FL)
CHES$ (BL)
230 fg=oe
tFOR I¥=1% TO 19
IF RMD(T1=1 Af=A$+
CHR# (DY)
ELSE Af=fg+" *
270 MEXT
(PRINT TABIIX.EL)AS:
:ENDPFROC
340 DEF PROCE
350 #Fi4,0
360 PRINT “TAB{3L.00 "YOUR
SCORE WAS " INT |
TIME /10)
S0 #FY15,0
380 END

Pl




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

What happens is that the
Electron “thinks" of a word.
Mext it calculates the number
of letters in the word and
displays the same number of
dashes on the screen.

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

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

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

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

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

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

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

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

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

Line 40 reads in the words
and sets a wvariable, num-
word%, to the number of
words.

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

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

Lina 60 initialises four
variables:
errd is the number of errors,
length% is the length of the
word, moveY is the numbear of
the move, spc% is the number
of spaces to be put in front of
the dashes.

Line 70 sats up thae screan.

Line B0 is the start of the
loop that checks the letters. It

sets comrect to FALSE so that .

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

By PETE
DAVIDSON

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

Line 90 increments the
move counter,

Lines 100-150 check the
letter and change correctd% to
TRUE if the letter is in the word
and displays it on screan.

Line 1680 prints incorrect
letters in the “tried” column.

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

one more to the error count
and calls PROChang.

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

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

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

As the gallows are now in
the background colour, only
the man is shown. C% is also
set to 5 so the man's neck
shows up. PROCanothergo is
also called in this procedure.

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

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

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

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

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

Lines 520-700 define the
characters.

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

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




HANGMAN LISTING

From Page 7

10 REM HANEMAN

20 REM (CIELECTRON USER

30 MODE 2
tPROCdefine
sX1=RND(-TIME )
tDIM word$(500)
tVDU 23;8202503050;

&0 counti=0
+REPEAT
scounti=counti+]
tREAD word$(count)
tUNTIL word$i{countyl=
"EQF"
tnuswrdi=countt-1

S0 word$=word$ (RND (nuswrdll)
rcopy$=word$
sVoU 19,0,0,0,0,0
1Ch=]

&0 errl=0
tlengthi=LEN (word$)
inovel=1
tspct=120-1ength) /2
COLOUR 130
:CLS
+COLOUR 1
sPRINT TAB(14,1)°TRIED"
¢COLOUR B
sPRINT ThBispci,24)
STRING# (1engthl,"-")
correct?=FALSE
sCOLOUR 4
tPRINT TAB{3,29)"This
is move "jeovel
tCOLOUR 12
tPRINT
k"
1letter$=GETS

80 movel=movel+]

100 FOR countX=1T0 lengthX

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

120 word$=LEFT$(word$,count®-
114* "+M1D$ (word$,countis
1]

130 COLOUR 3
sPRINT TAB(spci+counti-~1
28] letters

140 correcti=TRUE

150 MEXT

140 IF correcti=FALSE
THEN COLOUR 7
tPRINT TAB(Lb,J+2#%errl)le
tters

170 IF word$=5TRING#(length¥

'IJ

PRESS A LETTE

. THEN PROCWan
by ELSE IF correcti=

issue of The Micro User.

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

ELSE erri=erri+|
tPROChang
$1F errii
THEM 80
get§=GETS
$IF pet$="y"
THEN 50
ELSE IF get${)"N"
THEN 180
ELSE (LS
+END
190 DEF PROCwon
200 vou 19,0,2,0,0,0
tLi=5
+BOSUR I40
+LOLOUR 11
VU 7
:PRINT TAB(0,28)°
WELL DONE 2l
210 PROCanothergo
220 ENDPROC
230 DEF PROChang
240 ON erriIGOSUE 410 400
(390 380 370 360
(3a0 340
250 ENDPROC
240 DEF PROChung
270 COLOUR 14
tPRINT TAB(4,25)"YDU RE
HUNE"
280 VDU 7
:COLOUR 9
tPRINT ‘"  THE WORD
NAS "'SPC ((1B-LEN (copy
$11/2)copy$;SPC ((1B-
LEN (copy$))/2)
290 PROCanotherge
300 ENDPROC
J10 DEF PROCanothergo
320 COLOUR 12
¢PRINT "
B0Y "3
J30 ENDPROC
40 PROCFEET
330 PROCLEES
3450 PROCARMS
370 PROCRODY
380 PROCHEAD
390 PROCTOP
400 PROCUPRIGHT
410 PROCBASE
420 IF erri=g
THEN PROChung

ANDTHER

430 RETURN

44() DEF PROCFEET
«COLOUR 1
sVDU 31,5,16,235,238
237,238
tENDPROC

450 DEF PROCLEGS
:COLOUR 4
sVDU 31,8,11
tFOR I3=170 2
sYDU 234,234,10,8,8
tNEXT
«FOR Ii=170 3
(VDU 231,232,10,8,8
tNEXT
tENDFROC

440 DEF PROCARNS
+COLOUR 5
VDU 31,3, 6
«FOR Ii=170 2
$VDU 233,9,9,233,10
yB,8,8,8
sMEXT
+FOR I%=1T0 3
VDU 231,9,9,232,10
,8,8,8,8
sNEXT
tCOLOUR 3
VDU 239,9,9,24)
tENDPROC

470 DEF PROCEODY
tCOLOUR S
VDU 31,6,6
:FOR Ti=170 5
+VDU 233,233,10,8,8
tNEXT
:EMDPROC

480 DEF PROCHEAD
<COLOUR 3
sVDU 31,5,3,227,228
,10,8,8,229,230
+COLOUR CX
:VDu 10,8,8,232,231
:ENDPROC
DEF PROCBASE
1 COLOUR ©
VDU 31,1,20
«FOR IX=170 10
(VDU 224
tNEXT
:ENDPROC
DEF PROCUPRIBHT
+COLOUR 0
VDU 31,2,2

+FOR [X=1T0 18
s¥OU 224,10,8
tNEXT
s ENDPROC
510 DEF PROCTOP
+COLOUR @
JVOU 340,10
(FOR 1%=1T70 10
Vol 224
«HEXT
sVDU 31,58,2,226,225
4ENDPROC
520 DEF PROCdefine
930 VDU 23,224,255,195, LAS
133,153, 165,195,255
540 VDU 23,225,128,192,128
,192,128,192,128,192
550 voU 23,226,3,1,3,1,2
i
Jed vou 23,227,31,31,253
31,353,127, 243,254
570 VDU 23,228,248,248,255
,248,132, 254,207,127
S80 VDU 23,229,124,124,119
jaT,28:15, 15,13
590 VDU 23,230,62,52,238
y 220,596,240, 240,240
600 VDU 23,231,240,240,240
o 240,240,240,240, 240
610 VDU 23,232,15,15,139
o134 15,15, 15,15
620 VDU 23,233,295,279,19¢
4171,239,23%,255,255
630 VDU 23,234,355,355,255
299,255,235, 255, 235
440 VDU 23,235,0,0,1,43
,127,255,254,120
650 VDU 23,23&,240,240,248
1292,252,248,120,120
ka0 VDU 23,237,15,15,3!
,43,83,31,30,30
670 VDU 23,238,0,0,128,252
,254,255,127,30
EBO VDU 23,239,240,248,124
,126,213,83,85,83
490 VDU 23,240,15,31,62
J128,170,170,170.42
700 ENDPROC
1000 DATA CHRISTMAS,SANTA
JHOLLY ,ANBEL , SLETEH
, TINSEL,CRACKERS, PUDDING
+ TURKEY , SNOW,FAIRY ,DECORA
TIONS, PRESENTS,GIFTS
+PARTIES, TRIFLE,FAMILY
,CARDS
3000 DATA EOF

This listing is ineluded in this
month’s cassetie tape affer.
See order form on Page 99 of
The Micro User.




o REM 3+ FRENCH VERES
it
o REM {CIELECTROM \FSER

. PRINT TaBIS) *In
#hig test, wou gist”
o PRINT TRELZ! "copy
the sunchuation sarks
o BRINT TABIS) ragackly.
pecayse it yoU i
5 ERINT TABIS! "don k.
the cosputer, beind
o PRINT TABL3) "litaral-a
inded, will think °
0 PRINT TRBIS! "you have
aade a sistake!’
a0 PRINT
: PRINT TABIS) "M.B.
‘You' 1S transiated
eRINT TABIS! "as 'Vous
{2nd person alurall.”
FRINT
JPRINT TABLG! "lqfortun
ately, all accents

L1

110

{70 PRINT TAB{S} "have

DID you think that your
micro Was limited to Basic
English? Woell with our
French Tutor the Elactron
starts to speak French.
The micro will put a
santence on the television
screen and you have to

language You like by

. changing the DATA state-

ments.

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

Or do | mean vous?

to be ositted.”
110 PRINT
140 BEPERT
150 LET =0
146 FOR K=1 TD 21
{70 READ E§, F§
160 PRINT "WHAT 12
INFUT i
IF 14=F§
TMEN PRINT *C°EST JUSTE
| m
+ LET T=TH
} FRINT
IF §500FS
THEN PRINT *FAUL YgIcl
LE MOT JUSTE: *F¥
: SOUND {,-15,89,10
0 PRINT
240 MEIT K
) PRINT *YOUR GLORE 15:
7. 0uT OF 2t°
PRINT
(PRINT
170 RESTORE
780 UMTIL FALSE
790 DATA "1 don't know"
. “Je ne sais pas’

“RE§

100 DATA "Mhen will you

coee?®, "Duand viendre:
-ypus?"

310 DATA *1 will write
te you*,*Je vous ecrir

ai’

320 RESTORE

330 DATA "1 like French
wine","d aise bisn
lp vin francais”

740 DATA "How auch is it?"
. "Lest coabien?"

150 DATA *1 e wailing for
an answer®, " attends
une reponse’

740 DATA "What tiee 1S
i7", *Ouelle heure
pst-il?"

170 DATH "It's six 0 clock"
. "1 est siy heures”

180 DATA "What colour 1S
it7*, *['est de quelle
couleur?"

190 DATA "1'm going out
now*, "Je sors gainten

ant"

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

yais 8 1 aeroport”

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

470 DATA “1s it far?”

, "Est-ce gue ¢ est
lpin?"

430 DATA "Bo away!®, "allez
-yous en'"

430 DATA "1 have Do goney”
, "le n'al pas d'argent

450 DaTA *1'a going hose"*

, "Je rentre chez aoi®

40 DATA "1°11 be there
Lnanhuw‘.']niﬂii
la dans une heure”

470 DATA "Will you wait?"

. *sttendrez-vous?”

430 DATA *What's your nase?
' *Comsent vOUS appele
p-vous?"

490 DATA *Shall 1 see yod
again?", *Yous reverrai

-jg?"

500 DATA “Until the next
tise..", "R 12 prochal

ne fois.."

510 END




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

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

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

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

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

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

The Electron. The new boy from Acorn.




acorIm s electron acorn s clectron acorn = electron

acoin = election acorm = electron acorn w electron ACOIT w electron

Daght &

dCOIN w electron ACOIN o electron ACOrN o electron acorm f_;;"jelectmn

range of programs for the BBC Micro, available at selected
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The friend

that
iers

THIS is the book that you'll
find, along with the User
Guide, in the box your

Electron comes in.
You'll get some jdea of its

style from the blurb on the
pack which says: “This book

Start Programming with
the Electron

Masoud Yazdani

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

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

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

It starts off with proce-
dures in chapter one, goes
on to functions and con-
ditional branching in chapter
two and eventually deals with
INPUT in chapter seven.

On the way there s @
detour into Turtle graphics

EMBL

you down

and the statement that
machine code is “the jargon
phrase for strings of noughts
and ones’.

During these wild lurches
through computer land the
level of presentation varies
badly.

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

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

Acorn are to be congratu-
|ated for attempting 10

provide '@ gentle intro-
duction” to the Electron 10
supplament the User Guide.

Unfortunately this book

fails to do so.
Peater Greean

G TH
ACHIN

AB

FOR my money one of the

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

Mow Ferguson and Shaw
have made my point beau-
tifully in the 13 chapters of
‘agsembly Language
Programming ©n the
Electron’.

Each chapter is short and
well illustrated, the diagrams

things aboul the

nicest
in-built

Electron is its
assembler.

And now there's an equally
nice book that teaches you
how to use the assambler 10
talk to the micro in its own
language — machine code.

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

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

The numerous short
gxample programs are
excellent, and these, com-
bined with the lucid treatment
of the subject, soon give @
feeling of confidence.

Thare are three short sum-=
maries for you 10 check your
progress @ nd eight

appendices — which are, for




The Electron
Book

T 1 - lk
ST AT it

The Electron Book
Basic, Sound and
Graphics

Jim McGregor & Alan Wait

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

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

It is quite simply excellent,
the best book on 8 micro that
I've read for a long time.

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

Structured programming is

FAGTS
CODE

once, of use rather than just
being afterthoughts.

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

So if you feel confined by
Basic and want 1o know how
to use your Electron’s

assembler, here's the one for

you. A nice book.

Graham Parr

Brain
strain

won’t be

in vain

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

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

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

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

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

gence on the part of the
reader.

If you're not prepared to do
the exercises which are 8 vital
part of the book then you
might find the later sections
hard going.

Having said that, the
axercises are interesting in
themselves. They illustrate
and add to the text

Any brain strain is well
worth the effort!

Given the above and 10
useful appendices you can see
why I'm so impressed with
this work. It has set a
standard by which other
books on the Electron will be
judged.

Imprassive.

Graham Parr

ASSEMBLY LANGUAGE
PROGRAMMING
ON THE ELECTRON

Assambly Language
Programming on the
Electron

John Farguson & Tony Shaw

& TUANT
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THE COLUMN THAT TAKES A LOOK INSIDE THE

sSwoop

Program Fower

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

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

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

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

Even if you do aveoid them
they still cause problems
because on landing they lay
egos which turn into
landmines. Run into thesa
when you're dodging left and
right and BANG!

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

LATEST RELEASES

ooftware Surgery
| THE COLUMN THAT TAKES A LOOK INSIDE THE LATEST RELEASES _

Your nightmares

are landing...

at you thick and fast,

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

Peter Bibby

Education
IS an extra

TREE OF
KNOWLEDGE

Acornsoft

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

It sounds like an imposs-
ibility — a contradiction in

FRUIT

Print out the tree

Save the tree
d another tree

terms!| However, Tree of
Knowledge is both.

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

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

Shades of schooldays

HAVE you ever wondered
what became of the grammar
schools when the comprehan-
sives came along?

Well | know what happened
to one of them, Grunley
Grammar, |t was shut up,
forgotten, and left to decay,
the only inhabitants the ghosts
of its old teachers.

These ghosts are doomed
to spend all eternity teaching
spectral classes the subjects
they refused to learn in their
lifatime.

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

THE GHOSTS OF
GRUNLEY GRAMMAR

Magic Software

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

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

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

after the ghosts have taunted
you about your stupidity |

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

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

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

Trevor Roberts

The main menu
of Tree of
Knowledge

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

Of course, there hastobe a
list of objects to pick from, and
the game supplies you with
twe,

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

The program allows you to
do this, simply and easily. [t
also lets you adjust the ones
you aiready have, so you can
throw in the odd unexpected
object to catch out a know-it-
all.

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

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

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




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

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

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

SOUND 0,1.1.50
ENVELORE 1.5 12008, 200,00,

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

The SOUND command and
the figures following it tell the
micro to make the noise. The
ENVELOPE command with its
attendant figures controls the
type of noise made by the
SOUND command,

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

Putting in the SOUND

before the micro has been told
which ENVELOPE to use just
results in a puzzling silence.

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

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

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

P

R

DUND 1.4.2000004

E
==
c

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

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

SWALLOWED IN ONE

1,0.0,100,0,0s

o 0,0 138,128, 128

enyELOFE 1.1

saunD 1,4,47,18

(LW ) 19 A a
UL . R I T,
gyl ity =12

30UHD 1§,

immediataly after the
ENVELOPE command.

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

When the Electron comes
across a SOUND command it
checks 1o see whether there is
an ENVELOPE label attached.
Thisis the number that follows
the first comma in the SOUND
statement. It's 2 in the case of
the factory noise, 4 for the
wailing bugs. The micro then
obeys the SOUND command
but modifies the noisa it
makes by using the
ENVELOPE with the same
number.

Try the program on the right
which contains the twa
ENVELOPE statements we've
already come across. They are
used to alter each of the
SOUND eommands we met
earlier,

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

GULP/

| B T TR g
~r-|]4f:|,l,',-_._;|_:_'_..l
18, 124,154

LR

10 ENVELOPE 4,4,-1,1,0
:20,20,0,126,0,0,-125
128,128

20 ENVELOPE 1,5,1,20,8
1200,0,0,128,0,0,-124
A28,128

30 CLS

40 PRINT "PRESS A LETTER
KEY""*FOR THE NEXT SOUND

S0 A$=GET

50 SOUND 1,4,200,100

70 4$=GETS

B0 SOUND 1,1,200,100

90 A$=GETS

1G0 SOUND 0,1,1,50

110 A$=GETS

120 SOUND 0,8, 1,50

All we've done is to change
the labels on the SOUND
commands so0 that they use
bath ENVELOPE statements.

By swapping the labels in
the SOUND commands you
can use any of the
ENVELOPEs we've given you
with any of the SOUNDs —
sometimes with surprising
results!

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




Enemy Cylons on rlu
off screen radar. F theh h
energy laser bolts when th

into range. Protective shiel s

against thalr missiles. Back to the

action again.

ExanngCﬁ

n Attack

A‘JAILABLE FROM W.H. SMITH

BOUNCER £8 ARCADE GAME
Thank your licky stars for the anti-matter
scoop to cateh the BEEBOIDS before they
drain the unhserse info oblivion.

ADVENTURE GAME A beautiful
princess walls for you 10 save her. Bul how
can you get into the castie? The clues isad

mo m HOWSZAT £6.90 1—2 PLAYER
tha Ip to Cﬁ*‘llﬂﬂ KELBE a ﬁ;c“t;-asw and Eﬁ}tl'fi' all

T | 1] i
I'Hfl.lﬂl thﬂ'n the hazar mc icket 10 beat your equally
into Cylon HORROR CASTLE £8

Dmmmm
D HOWSZAT 1.2 PLAYER CRICKET
D HORROR CASTLE ADVENTURE GAME

Dmmmmm

D ONE HUNDRED AND EIGHTY TWO PLAYER DARTS

[ ] praes ancade aame

you fo the hidden guarded prison

SHHINKFNG PROFESSORES

ADVENTURE GAME You're only an
inch high how are you gaing Io survive in the
gangden with all those monstrous spiders, ants
and other gianl horrors. The crystals do it

OMNE HUNDRED AND EIGHTY

£6.90 TWO PLAYER DARTS

Be a top darls champion and enjoy the
harands af 501, Shanghai and other gamas
1o beat your equally kesan opponent

PLANES £8 ARCADE GAME*
Fast or slow; skill and speed are neadad 1o
beat the enemy aircrall altack

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

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

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

A&F software

Unit 8, Canal Side Industrial Estata,
‘Woodbine Strest East, Rochdale, Lancashire OL16 5LB.



