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Espionage is available from all leading
High Street Stores and quality Computer
Games Specialists.

price £8.95
Retailers contact Mr. Len Fisher on
our telephone hot-line (0642) 227223,
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Expand .
y(})il?r KElectron.

Now you can use your Electron computer with any  This greatly enhances the performance of the
standard printer using MUSHROOM's new printer  Electron and turns the system into a computer
and user-port intarface. comparable with many larger mini systems and

Bring your Electronup to the same standardasthe 88 YOU TOW your computer can grow with you!
BBC Model B computer printer and user-port into Agk for details on:

which you can plug robot arms, joy sticks or any *SIDEWAYS ROM CARD

BBC usar-port moduls,
On the whole range of MUSHROOM modules and *A-D JOYSTICK INTERFACE

interfaces, the Electron edge connector is extended =~ BPROM PROGRAMMER
to give you unrestricted compatibility with any *MUSHROOM
other Electron interface. ELECTRO-

All MUSHROOM interfaces can be used separately RAK
or can be combined into the unigue MUSHROOM
ELECTRO-RAK which is conveniently
connected to the Acorn Electron
by a ehort cabla,

*FULLY CENTRONICS
COMFATIBLE

*FULL SOFTWARE PACKAGE
(including screen-dump routine )
*BBC COMPATIBLE 8-BIT USER PORT
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MINI Office, the £5.95
software package, is
now being used to help
the handicapped.

The package. which
runs on the Electron and
BBC Micros, offers four
business programs, in-
cluding a word
processor. And it is this
program that is proving
a hit with partially-
sighted users.

As well as being easy
to learn, it offers tha
option of giant on-
screen letters. And the
printout can also ba in
gxtra-large type. if
desired

Mow the London
based Foundation for
Communication for the
Disabled is warking with
Database on a new ver-
sion for the wvisually
handicapped.

The modifiad
program will give the
printer a double-strike
action to make the
printed characters extra
Dlack

Electron disc drive

-and it’s official

OFFICIAL disc drives
come to the Electron
with the mid-Novam-
ber launch of the Plus
3, the latest Acorn
expansion module.

Packaged in a com-
pact, L-shaped box the
same colour as the
Electron, the Plus 3 fits
between the micro and
the Plus 1 expansion
the dise drive being flush
with the keyboard.

The unit consists of
the Acorn DFS = the
software that allows the
Electron to talk to a disc
drive — and a 3.5 inch,
320k single-sided disc
drive allowing quick and
reliable storage and
retrieval of programs
and data

The DFS chip will be

the double density 8272
floppy disc controller,
the same as that to be
used on the new Acormn
Business Computer.
Some 10,000 Plus
3z will be producead by
Christmas and will be
sold at a yet to be
announced “competi-
tive” price.
Anticipation

Advance news of the
Plus 3 means that Acorn
has broken its policy of
not announcing new
products until they are
generally available. This
is to allow software
houses to produce
gsoftware in anticipation
of the launch.

In the race to get the
dise unit to the market,

the Plus 1 has not been
forgotten. October saw
the release of three
more cartridge ROMs
for the unit, two of
which are utility pro-
grams transfarred from
the BBC Micro.

View will give the
Electron its first ROM-
based word processor.
Similarly Viewsheat will
be the first spreadsheet
on a chip for the
Electron.

Combined with the
ROM based software,
the increased speed,
storage capacity and
reliability given by the
disc drive moveas the
Electron into the realm
of serious applications
in both home and
business.

Communications on show

IT s no longer true to
say that using a com-
puter makes you
anti-social and puts
you out of touch with
other members of the
human raca.

Communications s
the name of the game —
and also the theme of
the Electron and BBC
Micro User Show at
Alexandra Palace from
October 25-28.

The October release

of the R542 3 communi-
cations cartridge for the
PLUS 1 means that the
gshow will have even
more to offer Electron
WSErs.

On a more basic level,
Pace Electronics show
how a schoolteacher
can maintain control of a
classroom full of pupils
by means of an E-net
networking system.

Micronet, the elec-
tronic magazine for the

micro owner, is also
being demonstrated in
depth.

& portion of Prestel
specifically aimed at the
home mMicro user,
Micronet has introduced
more people to com-
munications in the UK
than any other system,

The use of the tele
phone to aid communi-
cation between com-
puter owners is also
covered at the show,

demonstrating how
exchange of data files
between individual
users avoids the tedium
of hours of keyboard
bashing.

Amaong many leading
firms displaying their
products are Acorn,
Torch, Watford Elec-
tronics, Viglen, Alpha
Disk, British Micro, M.T,
Direct, Solidisk Tech-
nology and BBC Publi-
cations.

*—
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The third cartridge is
the long awaited
R5423, a serial com-
munications port. This
will allow the Electron to
communicate with other
micros and even main
frames via 8 modeam.

The third official
expansion module for
the Electron will be the
saamingly illogically
named Plus 2.

Available in the new
year, this will be the
Econet interface which
will allow the Electron to
network or work in
tandem with other Elec
trons.,

BUYERS
MORE

CHOOSEY

A CLAIM that the
software industry
is facing a dramatic
shake out has come
from David John-
son-Davias, manag-
ing director of
Acornsoft.

**The market has
radically changed
in the last 12
months — the con-
sumer is much
mora discerning
now'’, he insists.
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BUYERS of Comsoft's
latest game, SAS Com-
mander, ara baing given
the chance to profit from
their skill.

More than 100
prizes, including a top
award of £50 plus £20
of software, will be
given to players record-
ing the highest scores.

SAS Commander, for
the Electron and BBC
Micro, costs £4.95 and
allows players to kill
terrorists, rescue hos-
tages and storm buil-
dings.

The game includes
high score tables,
demonstration screens,
practice mode and train-
ing course.

In order to differen-
tiate between genuine
scores and false claims,
each score generates a
coded key that Comsoft
says cannot be broken.

An entry form is
included with each cas-
sette and the closing
date for entries is March
31, 1985.

EMNGLISH Software has
released its first title for
the Electron and BBC
Micro.

Spaceman Sid, avail-
able on cassette for
£7.895, features scrolling
screens, sliding bridges,
meateor storms, 100 per
cent machine code
action, five different play
sectors and three pro-
gressive skill levels.

The company says it
will also be releasing its
Jet Boot Jack game for
the Electren and BBC
Micro in the near future.

CURRYS BOOSTS ELECTRON

CURRYS, the High
Street electrical giant,
aims to grab 10 per cent
of the E£664 million
home computer market
by Christmas.

The company has
selected the Electron as

ona of just six machines
to be sold in most of its
530 stores in order to
increase its share from
around the current two
per cant.

It will be supporting
the launch with a

£500,000 advertising
campaign.

The other machines
to be mass marketed
alongside the Electran
are the BBC Micro, the
48k Spectrum, Com-
modore C16 and CBM

G4, and Toshiba's MSX,
the HX-10.

Why the Electron? “It
is @ very nice machine
and we believe that it
will eventually become a
big seller”, said a Currys
spokesman.

Fred Harris gets to grips with an Electron

Fairy tale world
on the screen

A NEW adventure game
from Elactron User
allows young children to
explore a fairy tale world
peopled by familiar story
book characters and
sprinklad with magic.

The Magic Sword
cassette comes with a
48 page full colour book
that recounts all the
events leading up to the
start of the adventure.

There's a handsome
prince, a beautiful prin-
cess, a castle with
secrat passages and
mysterious dungeons,
dense forests, deep
caves — and a crooked
house complete with
wicked witch.

Colourful animated
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graphics and lots of
exciting sound effects
encourage the child to
travel through the coun-
tryside and explore the
castle to find the prin-
cess and release hear
from the witch's clut-
ches,

The taxt is in double-
height characters and
thera is a compass on

screen throughout the
game showing, in flash-
ing mode, directions in
which moves are per-
mitted — a useful aid for
those new to adventure

gamas.
The complete pack-
age — cassette and

storybook — is available
from Database Publi-
cations, price £8.95.

BUSINESS ROM

THE Electron has
become a low-cost
business machine
with the aid of a
£29.95 add-on,
according to Broad-
way Electronies.

The firm is the

latest to produce a
sideways ROM card.

It plugs into the
Electron’'s axtension
port without modifi-
cation, enabling

softwara to be called

up instantly.

ELECTRON
TV SHOW
RETURNS

IN 1985

IF you missed Yorkshire
TV's Electron-based
computing show, “"Me
and My Micro™ earlier
this year, take heart =
there will be another
chance to see it in the
new year, on Channal 4.

The five-part series,
prasented by Fred Harris
— and his Electron = will
be screened Monday
evenings in January and
February 1985,

Exact timings are not
finalised, but a 5.30pm
slot starting January 7
sgems likely.

Advantage

Viewers who don't
yvet have an Electron can
take advantage of a
special starter pack from
Acorn.

In addition to an
Electron, user guide and
programming manual,
the pack contains a
cassetle recorder, @ "Me
and My Micro” book and
a software cassette
which ties in with the
programmaea,

The pack costs £245,

Also coming up on
Channel 4 is a new
micro show, planned to
run from mid-February
to the end of March next
year.

Jakily entitled 4
Computer Buffs”, the
seven=-part series will
feature the team from
Thames TV's "Data-
base’’ programmae.
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Acornsoft
launches
new cult

adventure

ACORNSOFT has launched a pre-
Christmas blitz on Electron users with 20
new titles backed by a £150,000 pro-

motional campaign.

And it is predicting it will enjoy a8 bumper
Christmas with anticipated sales of around
£2 5 million — more than double those for the

same period last year.

It bases this forecast
on the fact that its
recant raleases will
boost its total of pro-
grams available for the
Electron and BBC Micro
to 120

The company’s latest
offerings include four for
the growing home edu-
cation market which,
according to Acornsoft,
“take computer learning
back to first principles™.

Cocktails

The software pub-
lisher has also zeroed in
on the non-hobbyist
adult user, with home
interest subjects rang
ing from how to make
cocktails to a "sympath-

etic”’ weight-watchers
program.
However Acornsoft

expects its real
Christmas sales
bonanza to come from
Elite, which it is touting
as the new cult game for
the fastive season.

This integrates 3D
spaceflight simulation
within a non-stop gal-
actic adventure.

It places Electron and
BBC Micro users in
command of a Cobra
space ship on what the
promotional material
describes as: A fantas-
tic voyage of discovery
and adventure, repre-
santing the ultimate test
of a human's flying,
combat, navigational
and entrepreneurial
skills™.

Intergalactic trading

Acornsaft's Elite . .. 30 space fiight simulation in &
galactic adveniure

between countless
planets exposas players
to danger from pirates
and, should profitable
contraband be carried,
fram police ships as
well.

Coveted

The profits gained,
however, buy better
defences, which help
the traders survive ano-
ther day and, eventually,
win the covated rank of
Elite.

Acornsoft believes
Elite represents the
state of the art in home
computer entertainment

taxing a player's skills
both of coordination and

intellact.
Elite took two years
to develop in associ-

ation with Cambridge
undergraduates lan Bell
and David Braben.

Priced at £12.95, the
package includes a 64
page space traders flight
training manual, a space
ship identification chart,
command reference
card and function key
strip, and to set the
sgena, a science fiction
novella based on the
game entitled The Dark
Wheel.

for

murals

THE "A"" lavel art
students of Sandbach
School in Cheshira
got some unaxpactad
design experiance
recently when they
produced a set of
murals for Acorn’s
new Altrincham,
Manchester offices.

The idea cama from
John Taylor, a direc-
tor of 35L, Acorn’'s
North West dis-
tributor.

The deal was that
the lads would design
and build the murals
from materials paid
for by Acorn. In
raturn, they would
get a BBC Micro for
their school — plus a
real project to get
their teeth into.

In the event, Acorn
was so pleasad with
the result that they
also gave aach boy an
Elactron as a personal
memento.

GOOD
DEAL

UNDER 1Bs saving up
to buy an Electron will
find it @ cheaper
proposition if they have
an account at the Luton
branch of the Leeds
Permanent Build-
ing Society.

If thay successfully
play one of threa special
building society games
on micros installed at
the branch youngsters
up to 18 receive an
automatic £1 woucher
printout with which to
open a8 savings account.

And distributors
Broadway Electronics
will knock ES off the
price of an Electron and
give free software if the
purchase is made with a
Laads cheque.

Broadway is one of
four Acorn dealers
taking part in the pilot
scheme in East Anglia.
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THIS month we'll be using
the Electron to help unravel
one of the best-known
ciphers in the world = the
Caasar cipher. This method
of writing secrat messages
got its name from its
inventor, Julius Caesar.

It works by displacing each
letter of the message a certain
number of letters along the
alphabet. If that sounds com-
plicated, don't worry too much
= it isn't,

All it means is that if |
wanted to encode the word
ELECTRON | would first
decide on what the shift would
be. Suppose | wanted it to be
two letters. Then the encoded
word would be GNGEVTQP,

This is because G is two
letters along the alphabet fram
E.Mis two letters along from L,
and so on.

We could have made the
shift four letters long (in which
case ELECTRON is IPIGXWSR)
or any other number up to 25.

The simple way to write a
message in Caesar cipher is to
decide on the displacement
and write out two alphabets,
as in Figure |,

Here the displacement s
two letters. The top line, or
plain, is the normal alphabet.
The bottom line, or cipher, is
the alphabet displaced by two
letters.

Motice that when you get
past Z the next letters are A
and B - the alphabet wraps
around.

Mow it's easy to write your
message. Just look up its
letters in the top row and note
down the corresponding let-
ters from the cipher. USER in
plain would become WUGT in
cipher.

Of course you could have
any of 25 cipher alphabetsin a
Caesar cipher, because the
displacement can be anything
up to 25 letters.

If the displacement is 26

NIGEL PETERS deciphers

another programming problem

HAIL CAESA

)
\

JOKN ECGUCT

letters you get back to the
normal alphabet again - not so
clever when you're trying to
send a secret message.

Figure 1l, a sort of super
Figure |, shows the plain
alphabet on the top row with
the 25 possible cipher
alphabets below it. You can
use it to encode your cryptic
messages in Caesar cipher
with the displacement of your
choice.

If you want the micro

version of Figure Il then
Program | will produce it for
you.

But what, you may ask, has
this to do with the Electron?
Well, try decoding a Caesar
cipher message such as
LTTAA SDCT. It's not easy if
you don’t know what tha
displacement is.

You can spend ages search-
ing through the table in Figure
Il trying out displacement after
displacement until the mess-
age makes some kind of sense,

Have a go at figuring out
LTAA SDCT using the table.
It's not easy, is it?

Well Program |I, which
comes under the magnifying
glass this month, makes life
easier. It uses exactly the same
mathod as above.

Let's sea how it works, line
by line.

The first two lines are just
REM statements, telling what
the program is and who wrote
it. I'll do anything to see my
name inm print!

Line 30 is a *FX command
which ensures that the key-
board is in Caps Lock. The
reason for this is that the

Plain: ABCDEFEHIJKLMNOPERSTUVNXYL
Cipher: CDEFGHIJKLNNOPERSTUYNXYZAB

Figure I: Offset alphabet

program is easier to follow
than if it allowed for lower
case letters as well.

The INPUT statement of
line 40 asks for asample of the
coded message to be entered
and this is stored in the string
variable word$.

The next line's LEN just
finds the number of characters
in word$ and stores the result
in the numeric variable fength.

Having taken a sample of
the enciphered message and
measured the length of the
sample, the program now
enters a set of two nested
loops.

The effect of these is to
display the sample of the
cryptic message in each of the

loop line 70 sets up a string
varigble clear® and sots it to
the null, or empty, string. This
string is used in the inner FOR
... NEXT loop formed by lines
80 and 130.

The inner loop takes the
sample word apart, letter by
letter. and rewrites it in a new
alphabet with the latters offset
by the variable offser.

Since offset is the control
variable of the outer loop and
varies from 1 to 26, this means
that the inner loop rewrites the
sample word with each of the
26 available alphabets.

If the person who coded the
message has done the job
properly, then one of them

25 alternative alphabets avail- ABCDEFGHIJKLMNOPORSTUVRXYI
able. It prints ou't each of these WEF’EH[JKW“ST“WI?I“
alternatives with the number
of letters that it is offset. CDEFBHIJKLMNOPRSTUVNIYZAB
It a sample actually makes DEFGHIJKLMNOPORSTUVMEY ZAEC
some sort of sense you press EFGHIJKLANOFERSTUVIIYIABCD
Return and get the chance to FEMIJELMNOPRRSTUVHYY IABCDE
have the Electron decode the
5 BHIJKLMNOPORSTUVWXYZABCDEF
whole message. Otherwizse
pressing any other key allows HIJKLANOPRRSTUVNXYZABCDEF S
the micro to continue printing IJKLMNOPRRSTUVNXYZABCDEFGH
out the alternative varsions of JKLMNOPGRSTUVNIYIABCDEFGHT
the sample until eventually KLMNOPERSTUVEIYIABCOEFGHI)
one makes sanse.
: LMNOFERSTUVNXY TABCOEFGHIJK
Lines B0 and 170 form a
FOR . .. NEXT loop with the | MNOPGRSTUVMIYZABCDEFGHIJKL
control variable offser. This NOPQRSTUVHXYZABCDEFGHTJKLN
ranges in value from 1 to 26, DPRRSTUVNWXY ZABCDEFEHIJKLAN
obviously once for every leter PORSTUVNIYZABCOEFGHIJKLMND
of the alphabet.
Each time round this outer QRETUVHXYZABCDEF 6H1JKLANOP
RETUVWYYIABCDEFEHIJKLMNOPD
10 LET string$="ABCDEFGH | | STUVMXYZABCDEFGHIJKLINOPOR
20 PRINT string$ UVWIYZABCOEFEHIJKLMNOPORST
30 FOR loop=! TO 25 VWIYZABCOEFGHIJKLANOPERSTU
40 string$=RIGHTS (string WXYZRBCDEFGHIJKLANOPRSTUV
§,25)4LEF T8 (strings, 1) XYIRBCDEFGHIJKLANOPQRSTUVN
50 PRINTstring$ YIABCDEFEHIJKLMNOPORSTUVIY
&0 NEXT loop IABCDEFEHIJKLMNOPRRSTUVNIY
Program Figure II. Cipher table
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must make sensa!l

This inner loop has the
contral variable sfice which
varies from 1 to the value of
length. We met fength in ling
60. It holds the number of
characters in the sample word.
This means that the loop
cycles once for each letter in
wiords,

Line 90 looks complicated
but isn't all that hard when you
take it bit by bit.

The function MIDS takes
gne letter from the string
word®. Which letter it takes
depends on the value of siice
which in turn depends on the
stage the loop has reached.

Since sfice varies from 1 to
the length of word® this
means that every letter of the
sample word is selected in
turn,

When MIDS selects a letter
the ASC function in front of it
gives the Ascil value of that
letter. The Ascii value is just a
number that represents a
letter. & is 65, B is 66, and so
an until Z is 90,

So, as the loop cycles, each
letter of the sample is turned
into a number which repre-
sents it.

Line 90 doesn't stop there,
however. It also adds the value
of offser to the Ascii code for
that letter and stores the result
in the variable fettercode.

Depending on how many
times the outer loop has
cycled. offset will vary bet-
ween 1 and 26 in valua.

What this means is that
when the inner loop has
finished, the Ascii code for
gach letter of the sample has
been increased by the same
offset.

All that is needed to saa the
new waord produced from the
sample is to take each of these
codes in turn and find out what

letter they stand for.

This is what line 110 has
been doing. CHRE produces
the latter for that particular
value of fettercode and stores
it in the string fetters.

Each time round the inner
loop letterd is added to clears.
When the loop stops, clear
holds all the letters of the
original sample, offser letters
along the alphabet.

But what, you might be
wondering, does ling 100 do?
The answer is that it allows for
the wrap around in the
alphabet that we saw earlier.

Suppose the letter wa were
working on was Z and the
offset was to be three letters.
Well, you and | would have the
sense to realise that we go
back to A and start again, The
required letter would be C.

If we didn't have line 100,
howewver, the Electron would
take the Ascii code for Z, which
iz 90, and add the offset to it
The answer would be 83 and
line 110 would try to find out
what 93 represents.

If you try:

PRINT CHR¥(93)

on your Electron, you'll see
that it is a square bracket. not
the letter C that it should be,

Line 100 allows for this by
taking away 26 from the value
of lettercade if it's over 90. In
this case. the result of
subtracting 26 from 93 is 67,
which is the Ascii code for C.

Once the inner loop is
finished the Electron goes
onto line 140 which displays
the new version of the sample
word and the offset that

10 REM CAESAR CIFHER
20 REM NIBEL PETERS
J0 #F1202,32
40 INPUT "Enter test wor
d* word$
S0 length=LEN (word$)
60 FOR offset=1 TO 24
70 clear=""
B0 FOR slice=l TO length
30 lettercode=ASC (MID(n
ordf.slice,l) +offset
100 IF lettercode:90 THEN
lettercode=lettercode-26
110 letter$=CHRS {letterco
del
120 clear$=clear$¢letter$
130 NEIT slice
140 PRINT clear§, offset
150 wait$=6ETH
160 IF wait$=CHRE(13) THE
N PROCmessage(offset) sEND
170 NEXT offset

180 END
190 DEF PROCsessageloffse
ti
200 INPUT *Cipher" cipher
¥ |
210 length=LENicipher#$) l
220 messaged=""
230 FOR slice=1 TO length
240 lettercode=ASCIMIDS(c
ipher$,slice,1})
250 IF lettercode{}32 THE
N lettercodeslettercodetoft
set
260 IF lettercodeX30 THEN
lettercode=lettercode-24
270 letter$=CHR$ (letterco
del
280 messagef=messagef+|et
ters
290 NEIT slice
300 PRINT messaged
310 ENDPROC

Program Il

produced it.

The next line causas the
program to halt until you press
a key. This allows you to look
at clear$ to see whether it
makes any kind of sense.

When you press a key that
letter is placed in the string
waits. The next line examines
waits and if you pressed the
Return key = which you do
when clear$ makes some kind
of sense — it takes you off to
PROCmessage.

If you didn't press Return
the Electron goes round the
outer loop again, trying
another value of offset.

Eventually when offset has
got to 26, clear$ will be the
same as the coded sample and
the pregram will go on to line
180 and end.

In this case either you
haven't recognised the sample
word or the person who
created the ciphered text got it
Wromg.

And that's about it for this
month. PROCmessage, which
i defined in lines 190 to 310,
comes into operation when
you have recognised the word
and pressed Return.

It asks you to type in the
whole message, takes the
value of offses and prints out
the deciphered text. As it's
almost the same as the first
part of the program |'ve left it
for you to try and figure out.

The only real difference is
line 250 which just allows for
the fact that the coded
message might have spaces
[Ascii code 32) in it. After all,
there's no point in adding the
offset to a space is there?

When you've figured it out,
you might also be able to see
that you could use PROC-
message to translate your
secret massages into Caesar
cipher. WPKT UJC
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The joy of

giving interfaces
some stick

ALMOST as soon as the
Electron was available a
host of add-ons were
announced from several
suppliers. The most prolific
was a joystick interface in
some form or another.

The reason why such a
thriving industry has grown up
around the Electron is because
= unlike its big brother the BBC
Micro — the Electron has no
interfaces built in when it is
bought.

So what is an imterface?
What's the difference between
analogue and switched
joysticks? Why do yvou need
saftware to allow the use of an
interface with games?

To answer these questions
it is necessary to look at basic
micro hardware and the Elac-
tron’s operating system,

Every byte of memory in a
computer — both RAM and
ROM - has an address. For the
6502 processor in the Elec-
tran this can range between 0

and 65535, or the more
familiar 64k.

Every computer has its
memory laid out in a different
way. The Electron’s is shown
in Figure |.

It is possible in the Electron
to read and write to RAM
directly from Basic with
instructions, such as in Figure
.

This instruction will write
the value 45 to address FEOT,
Da this on your own Electron
and see the rasult.

The reason why such a
dramatic effect occurs is
because you are not actually
writing to memory but directly
to the Electron’s ULA chip. So
not only can we read and write
to RAM, but we can also read
and write to other devices
which to the computer look
just like memory,

This technique is callad
memory mapped input/output
addressing, or memory
mapped |0 for shart.

In the memory map of the
Electron you will see that there
are a lot of locations not used
from FCOO to FDFF. These
amount to 512 addresses.

Wouldn't it be useful if we
could somehow get hold of
some of these addresses and
attach our own devices to
them = such as a joystick!

If we are going to go to the
trouble of building a joystick
interface, what type shall it
ba?

There are two types —
analogue and switched — and
both require different intaer-
faces.

An analogue joystick
produces two signals, each of
which changes in value as the
stick is moved up and down
and from left to right. This type
is expensive to manufacture
and costs around £20 to buy.

Analogue to digital conver-
ters, which are also expensiva,
are required to interface them
1o the Electron.

Switched joysticks on the

more than twice that.

Like everything, the more
expensive models tend to ba
better quality and more reli-
able. But some of the cheaper
models like Quickshot 1l are
very popular because of the
trigger action fire button and a
rapid fire mode for those
players with an aching trigger
finger.

The wvast majority of home
computer manufacturers have
adopted switched joysticks as
standard. There is no doubt
that games players prefer the
positive feel of them to the
rather sloppy analogue type.

It is interesting to note that
analogue joysticks are really a
hangover from the very early
arcade and video games which
used paddles. Remember
those first tennis games?

Fortunately, while the Elec-
tron hasn't got joystick and
other interfaces built in, it does
have an expansion bus poking
out at the rear of the case.

On this bus are all the

other hand have five switches  address and data lines straight
Gk ROM e &FFOO which close when the stick is  from the 6502 processor. Solt
ELECTRON I/O &FE0O moved in any direction or the  is possible to fill in those holes
NOT USED &FCOO fire- button is pressad. in the Electron’s memory map
They cost from £7.50, but  with other devices. In other
daluxe models are available for  words — interfaces. A switchad
ROM
Tells Basic that Value we want to
32k an address follows go into address FEO7
= TR FEQO7=45
Address is in Address
o hexadecimal

Figure |; Electron memary map

Figure N: Poksing an address
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joystick interface is shown in
Figure [l
If we arrange for the
address decode circuit to
enable the buffer chip when,
say, address FCCO as in the
First Byte interface, is used,
then we can read in the status
of the joystick switches.

This can be done from Basic
like this:

JOYSTAT=?&FCCO

The varigble JOYSTAT will
normally be zero when the
stick is in its centre position
and the fire button is not
pressed, but will change when
the stick is moved or the fire
button is pressed.

So with a simple instruction
we can read in all the joystick
information.

This is a very quick method
of getting a player's response
when playing a fast action
game. Using an analogue
joystick would necessitate an
A/D converter which would

slow up the Electron.

This is an important paint
for ardent games players who
will already be aware of the
decreased speed of the Elec-
tron compared with the BBC
machina.

So we can now plug in a
joystick interface to the Elec-
tron and in turn plug a
switched joystick into that. But
how do we make games look
at the joystick and not at the
keyboard?

When a games writar wants
to test if a key is pressed there
is a routine available in thea
Electron's operating system
which can be used.

If this routine is intercepted
before it looks at the keyboard
and control is passed to a
machine code program, the
joystick can be looked at and
any movements passed back

to the game which still thinks
that a key has been pressed.

Unfortunately, there are
two ways of looking for a key
press. It is also possible to trick
the Electron into thinking it
has an analogue joystick
connected when actually it has
a good old faithful switched
joystick.

Confused? There's no need
to be — all this has been taken
care of for you on games
convarsion tapes supplied
with an interface.

These work by loading in a
program before a game is
played = an operation that
takes less than a minute — and
running it.

The Electron operating
system is patched by the
routine in such a way that any
gcan of the keyboard is
intercepted and a scan of the

By RAY

THREADGOULD

joystick is also made.

If the joystick has been
moved the routine returns
information to the calling
program as if the correspon-
ding key has been pressed.
This technique allows you
to use switched joysticks on
mare than 99 per cent of the
games on the market —
including Acornsoft. That's a
statistic which ne deoubt
causes some embarrassmeant
to the designers of the Acomn
Plus 1.

In due course, most games
houses will release games
which will have been written
to read the joystick interface
directly and this will remove
the need 1o use any additional
software.

Incidentally, listings of
games published in Efectron
User can also be modified to
work directly with a joystick
interface.

So now you kmow some of
the finer points of joystick
interfaces why not have a go
and modify them?

One thing I'm certain of —
you'll certainly enjoy getting
them working, and you'll save
punishing that hard worked
Return key!

To Electron ‘ﬁ

To switches
on joystick

LLIN

Address
Address bus decode
circuit E,na'ble
signal
-———— Up
o
Data bus s l—left
Py right
+ fire

Figure ll: Switched joystick interface
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BBC MICRO

WL
S0

Communications and networking are the twin
themes that are creating the greatest interest
among users of microcomputers. In special

presentations at the October Electron & BBC Alexandra Palace, London N22
Micro User Show we unveil the mysteries and

show how your computer at home can send and T%“?:grt; Sunday,
receive messages from all parts of the world. 0 S to 28

S7<CIR
S

O S e e
e By handing in this voucher
at the door you save £1 off
:{:]d HICHO the normal admission
price of £3 {adults) and
£2 (children).

Reduced prices for SAVEMONEY with
School/College our Special Travel
Groups and Hotel Offer

Entry only £1 per “_'-“:l"“' if Visitors to the Show can obtain
bookings are made in cut-price rail tickets from ANY
advance. Send your cheque station in the United Kingdom

(made payable to Database = plus special reduced prices
Publications) and SAE to: at London hotels. Write to:
= 'O

Uam-dy {
Alexandra Palace
Wood Green, London N22.

- T ——
R ORI ORI O
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FIRST BYTE “5.

ELECTRON JOYSTICK INTERFACE /%

ELECTRON JOYSTICK INTERFACE -
Electron users! This is the add-on everyone mnu.-lw
Electron switched joystick interface fram First Byte <ay le now

with free conversion lape 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, lo date 15 major software houses are already bringing out
gamas that work directly with the First Byle Electron Joystick Interface -
and many more are sure to follow.

FREE conversion tape - play_all these top games right now
Every Electron Joystick Interface comes with a free conversion tape,
so you can use some of tha most popular games around right now:

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 are bringing out games that work
with the First Byte Elactron Interface, with no conversion tape neaded.

The First Byte Electron Joystick Interface - available now from all
good dealers and W. H. Smith.

Look at these advanced design features.

‘o with all ‘Al g 4 Onily & chips Tor
a1yla’ §-phn joyshicks
and utilsas rapid-fire
made an
Quickshat 2

G I

(] h

Spacial

that wih L

plugged in, the case takes 1he
sirain, nof the soldered joints

First Byte Computers,
10, Cusflafia'ldg,
Main Centre, Derby.

DE1 2PE
el Tei: Derby (0332) 365280

AGENUINE FIRST BYTE
ADD-OM

B



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: P — Control them
Flying Ships AR it with simple
Walking Men commands, e.g.
Chasing Monsters

Flashing Eyes =GM left 1
Beating Wings s B «GM up 1

«Easy to use menu style

+32 shapes each with 2 images

+048 possible images

«Different sizes — max. 16 x 24 pixels
=Naming facility for library usage
=Tape 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.

lo: HOLLY Computers Ltd Please send me copies of GAMEMAKER 2.
PO Box 17 I enclose £ in payment.
Bingley Name _
West Yorkshire B
BDI6 31)
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PH'DC;I:mun Draws the ser
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PROC nitialise

PROCa
PROCH
PROC
PROCH
PROCe
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: wind . '
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charactars and the envelopes used

New ship

Enemy ship fires baek

OVe ground Forward-
Move enemy ship, :
Fira lasar

DOOM RUN by Allan Mor-
riss published in July edi-
tion of The Micro User
inspired me to write this
game.

| couldn't fully understand
Doom Run — there weara about
70 variables — but | managed
to grasp the basic principles
used in creating the 3-D effect
which allowed me to create
my own 3-D space game,
Starfighter.

The ground appears to
move below the ship although
nothing actually moves at all.

It is made up of three
colours, two are set to green
and one to black. By changing
the one set to black the ground
appears to move.

By selecting the colours
carefully, the enemy ship
appears to pass under and
over certain objects rather like
a sprite.

The ship is exclusive-ored

A brilliant 3D action game
by ROLAND WADDILOVE

with the background. The
resulting colour is either the
same as the ship — making it
appear to pass over the object
— or the same as the
background — making it appear
to pass under it.

A game like Starfighter
must be made to run as fast as
possible, so the procedure
names have been kept short
and the resident integer vari-
ables have been used. Unfor-
tunately this makas the pro-
gram difficult to follow.

When typing in the pro-
gram, some lines will be
apparently too long to fitin. All
the abreviations for the Basic
key words must be used.

If you still have trouble, use
two lines — it will not make any
difference to the program.

Full listing starts
on Page 53
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Here’s something SPECIAL from

bt el ik R e

Past ta: Classic Arcade Games offer, Efectron User, 68 Chester Road, Harel Grove, Stockport SK7 SNY
I I O R N o o ]

|
] FPlease send copy/copies of O Electron tape £5.95
J Classic Arcade Games. O BBC Micro tape £5.95
= lr| E'I'I:|05E‘ a ChBQUﬂ."PD Mo. O BBC Micro dise £7.95
or )
P tick/
] made payable to: Database Publications Ltd. bl
]
l MName
i
B Address
i
|
¥ .
] Post code Tel: No.
|
X

elec%

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!



pace..

ds commanas ]

your mission is to seek
who is lost in space. You mu
strange new galaxies, fight
the enemy and boldly go

has gone befofe. - .
p RAC £7.95 E




LAST month we talked
about how to use the
SOUND command to tell
the Electron to make a
noisa.

We saw how entering:

EDUHD ir‘lE.Eﬂ.?U

oar;
EUUHD 11-15|qD1¢ﬁ

could produce noises from the
micro. The basic structure of
the command was seen to be:

SOUND channel .l oudness,
pitch, duration

and, for the time being., we
kept channel as 1 and loud-
ness as —15, concentrating on
the gitch and duration par-
ameters. These had ranges
between O and 255 and
controlled the highness ar
lowness and the length of the
note.

We also saw that in the
Woest at least our ears have
learnt to expect that the pitch
changes in regular steps. The
most fundamental of these
steps is the semitane.

Run Program | and you'll
hear a series of notes, each
being highar than the nextbya
reqular amount. This amount
is a semitone and consists of
an increase of four in the pitch
parameter.

10 REM PROGRAM 1

20 REM SENITONES

30 FOR rise=0 TO 44 STEP
i

iﬂ EEUHE 1|-I5|52+ri|'|5

30 NEXT rise

60 SOUMD 1,-135,100,10

Program |

It's not all that interesting to
listen to, is it? The next basic

can help
to write
your tunes

Part Il of NIGEL PETERS’

new series on making the
most of the Electron’s
sound channels

building block of Western
music is the tone.

Program |l produces a
rising series of notes, each
one a tone apart.

10 REM PROGRAM 11

20 REM TOMES

30 FOR rise=0 TD 40 STEP
8

40 SOUND 1,=15,32¢rise,S

50 MEXT rise

40 SOUMD 1,.-15,100,10
Pragram I

Again, it's not very interes-
ting is it? However, there are
two things to notice.

The first is that both the
programs have usad a FOR . ..
NEXT loop which cycles
around a single SOUND com-
mand. Each time round the
loop control variable, rise. is

increased by four or eight.
Since this is added to the

pitch parameater sach time

round, the note rises in steps

10 REM PROGRAM III
20 REM A SCALE

Eﬂ EIILHII' 1o=19,02 5
40 SOUND ||*151lﬂ'|5
30 SOUND 1,-15,68,3
&0 SOUND 1,-153,72.,3
70 SOUND 1,-15,80,5
80 SOUND 1,-13,08,3
90 SOUND 1,-15,%8,3

100 SOUND 1,-15,100,10

Program

of a semitone or a tone,

The second thing to notice
is that using FOR ... NEXT
loops ensures a regular in-
crease in pitch for each
successive note. Butit's hardly

exciting and sounds somehow
incomplete.

Run Program Il and | think
you'll agree it sounds much
maore satisfying.

These eight notes farm a
scale, a musically pleasing set
of sounds that somehow seem
grouped together. You'll
notice that if you play the first
note:

SOUND 1,-135,32.,3

and then the last note:

SOUND 1,-15,100,10

they seem to be the same
note, but one is higher than the
other. The difference is known
8% an octave.

SOUND 1.-15,148,10

gives the same note, another
octave higher.

If you notice the differences
in the pitch parameters of each
of the SOUND commands in
Program (Il you'll see that the
differences are 8, 8, 4, B, 8, B,
4. This ordered sequence of
increases in pitch produces a
scale.

The trouble is that we can't

18 ELECTROMN USER November 1984



easily usea FOR .. . NEXT loop
to play the notes as the STEP
would have to keep varying.
And the way Program Il does
it, using one SOUND after
another, is rather inelegant to
say the least.

Program |V shows a much
better way of playing a scale.

10 REM PROGRAM IV

20 REM A BETTER SCALE

30 FOR note=! 70 7

40 READ pitch

50 SOUND 1,-15,pikch,3
&0 MEXT note

70 SOUND 1,-15,100,10

80 DATA 52,.40,58,72,80.8

B,9%

Fragram [V

Here we'ra back to the good
old FOR ... NEXT loop again,
cycling round a solitary
SOUMND statemant.

This is achieved by putting
~all the pitch parameters we
want in the DATA statement
of line 80 and READIng them
off one after anotherin line 40,

As you can see, it's a much
more elegant way of doing
things. Also it's vary easy 1o
change the DATA statements
&0 you can have any scale you
like.

Just put in the numbers you
want and the program does
the rest. With Program 11| we'd
have had to change it line by
line.

Program V' shows another
way of doing this. PROCpick-
scale allows you to choose
which scale you want, while
PROCplayscale does it for you.

PROCplayscale is very
similar to Program IV, but we
don't have to change the
DATA for new scales.

This is because the DATA
line doesn't contain the actual
pitches of the notes to be
played. It contains the num-
bers that have to be added to
the first pitch to get the
required note.

This is the offset, Each time
round the loop in PROCplay-
scale, line 140 READs the
DATA line to find the required
offset.

Ling 150 then adds this to
the basenote picked in PROC-
pickscale and plays it. Tha
result is the scale of your
choice,

This technigue of using an
offset around & base note
comes in very useful when
you're writing your own tunes.
You can write the program and

10 REM PROGRAM V
20 REN MORE SCALES
30 REPEAT
40 PROCpickscale .
50 RESTORE !
40 PROCplayscale
70 UMTIL FALSE |
80 END !
90 DEF PROCpickscale |
100 INPUT"*"Nhat nuaber s
hall the scale start at".ba
sengte
110 ENDPROC
120 DEF PROCplayscale |
130 REPEART |
140 READ offset
150 SOUND 1,-15, basenote |
+offset, §
160 UNTIL offset=48
170 DATA 0,8,14,20,28,34,
44,48
180 ENDPROC

Program V

all you have to do if you want
to change the tune is adjust
the DATA statements.

However, lat's laave that for
a minute and have a look at
how to get the Electron to play
tunes. So far all we've done is
play notes which have in-
creased in piteh by fixed
amounts.

Each note (except the final
one) lasted for the same
amount of time and, frankly,

10 REM PROGRAN VI

20 SOUND 1,-15,100,10
30 SOUND 1,-15,108,10
40 SOUND 1,-15,92,10
50 SOUND 1,-15,84,10
&0 SOUND 1,-15,72,20

Program W
the whole effect was boring.
If we want to play an
intarasting tune we have to
vary both pitch.and duration.
Program VI does this to
produce some very simple
computar music.
It's just a string of SOUND
commands, one after the

10 REM PROGRAM VII

20 REPEAT

30 RERD pitch,duration

40 SOUND 1,-15,pitch,dur
ation

50 UNTIL duration=0

&0 DATA 100,10,108,10,92
10, 44,10,72,20,0,0

Program Vil

other, but it works,

A better way of doing it is
shown in Program VIl which
puts the values of both pitch
and duration in a DATA line.

This plays the same tune as
before, but notice that it
needn’t always be the same
one.

You could figure out your
own tung, working out its pireh
and duration parameters and

replace line 80 with your own
values.

In fact Program VIl is a
Universal Tune Playing Pro-
gram.

The trouble is that you have
to figure out what goes into
the DATA statements. Happily
this isn't all that hard — you just
mess around with the pitch
parameters going up and
down in steps of four and eight
{and occasionally two).

A little practice and you'll
soon get it right.

Howewver, since you're
trying to write tunes for your
Elactron. why not get the
Electron to help you? Program
VIl does the trick.

All you have to do is to enter
the pitch and duration that you
want for tha baginning of your
tune and after it play it by ear.

The Electron allows you to
try out the note you want and.
if it's right, add it to the tune.

When you're satisfied, just
prass the 3 key and you'll find
the pitch and duration par-
ameters of your tune displayed
in order.

As it's written, there’s only
raom for 20 notes, but you can
increase this by changing the
DIM statements. When you've
written the tune, Program Vil
will play it for you.

And that's it for this month.
I feave you to play around
wiriting tunes on your Electron.
If you come up with something
nice, do send it in.

10 REN PROGRAM YIII
20 PROCinit
30 REFEAT
40 PROCsEnu
50 UNTIL counter=20
40 END
70 DEF PROCinit
g0 vou Hilihmmﬂi
90 DIM pitch(20) ,duratic
n{20}
100 counter=0
110 ENDPROC
120 DEF PROCaenu
130 CLS
140 PRINT ' 'SPC(4)"PRESS
THE KEY FOR CHOICE"
150 PRINT *''SPC(&)"1) PL
Y TUNE"
160 PRINT '''SPCI&}"21 AD
D NEW NOTE"
170 PRINT °'°"SPCL&)"3) DI
SPLAY NOTES"
180 wait=BET

Frogram VIIf

190 IF wait=47 THEN PROCp
laytune:ENDFROC

200 IF wait=50 THEM PROCa
ddnote: ENDFROC

210 IF wait=51 THEN PROCA
isplay:END

220 PROCmenu

230 ENDPROC

240 DEF PROCaddnote

250 CLS

250 counter=counter+l

270 REPEAT

280 INPUT °"'“Enter the p
itch of the next note. ® pi
tch

2%0 pitch(counteri=pitch

300 INPUT **""Enter the d
uration of the next note. ®

duration

310 durationicounter]=dur
ation

J20 PROCplaytune

330 PRINT *°'"Press the Y

s e ——

key if you want the last®’
"note in the tume.®

J40 wait$=GETH

350 UMTIL wait$="¥" OR wa
itf="y"

340 ENDPROC

370 DEF PROCplaytune

380 FOR note=l T0 counter

390 SOUND 1,-13,pitchinot
gl durationinotel

400 MEXT note

410 ENDPROC

420 DEF PROCdisplay

430 CLS

440 PROCplaytune

450 PRINT"* SPC{&) "PITCH
* SPC{&)"DURATION"

450 FOR note=1 TO counter

470 PRINTTRB(E) tpitchinot
el TAB(18) sduration(note)

480 NEXT note

490 ENDPROC
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Partten of PETE BIBBY's

introduction to programming

You can work

wonders with

DIM statements

LAST month we finished,
for the time being, our
exploration of FOR
NEXT loops.

Now we'll be taking
another look at variables
and seaing how wa can
group together a lot of
similar information under a
kind of collective variable
namae.

For the moment let’s have a
look at a fairly trivial program.
As you can see, Program | just
INPUTs three numbers and
assigns them to variable
names:

10 REM PROGRAN 1
20 INPUT "First nuaber®,
firstnusber
30 INPUT “Second nusber®
secondnuaber
40 INPUT "Third nusber",
thirdnunber l

It's hardly going to amaze
the micro world, especially
since it doesn't actually do
anything with the variablas it
has given values to.

The point to notice is that
the variables have meaningful
fames,

The first number input is
assigned to the numeric vari-
able firstnumber, the second
ta the variable secondnumbaer,
and | leave it to you to figure
out the name of the final
variable.

These meaningful variable

names are extremely useful
and the fact that Electron
Basic allows you to use long
variable names is a big plus in
its favour. It makes figuring out
how programs work a lot
easier.

If Program | had been a vast
10,000 line epic, then all the
way through we'd know that
firstnumber was the first
number we'd entered and so
on.

These meaningful variable
names help us keep track of
the order that we entered the
figures. The trouble is that it
doesn’'t mean anything to the
micro.

Take a lock at Program ||
and you'll get somae idea of
what I'm talking about:

10 REM PROGRAM 111

20 INPUT *First nuaber®,
firstnusber

30 INPUT "Second number®
, secondnuaber

40 IMPUT "Third nuaber®,
thirdnusber

50 PRINT "First nuaber®,
firstnusber

&0 PRINT "Second number®
, secondnumber

70 FRINT "Third number®,
thirdnusber

10 REM PROGRAN II

20 INPUT “"First nusber®,
thirdnusber

30 INPUT "Second nuaber®
Jfirstnuaber

40 INPUT "Third nuasber®,
secondnumber

Here the first number
entarad is assigned to the
variable thirdnumber, the
second to firstnumber and the
third to secondnumber.

To you and me it seems
stupid — there's no rhymae,
reason or order to it all. The
Electron, however, doesn't
give a hoot and carries on
regardless.

You may now be getting

some inkling of what I'm
talking about. In the first
couple of programs we
entered three numbers and, as
is obvious from our use of the
variable names, we wanted to
keep some track of their order.

However while giving each
an individual mame that is
meaningful to human beings
helps us, to the Electron
there's nothing to show that
they're linked

Let's take a look at Program
Il which still uses the mean-
ingful but unlinked wvariable
names.

The program takes in three
numbers and prints them out
in the same order they were
inputted. The trouble is that
it's a bit laborious and the
variable names, while obwvi-
ously showing us their rel-
ationship, mean nothing to the
micro.

Program |V is a step in the
right direction. The wvariable
names are all similar excapt for
the number at the end.

The trouble is that the ald
problems still apply. While we
could look at a listing and, at a
glance, know the answer to
the question: “/s the sum of
the second and third numbers
fnputted egqual fto the first
number?”onthe Electronit’s a
lot harder. Try it.

What we want is a way of
linking together a lot of

10 REM FROGRAM IV

20 INPUT "First nuaber®,
number!

J0 INPUT "Second number®
Jnusber?

40 INPUT "Third nusber®,
number3

30 PRINT "First nusber®,
nusber

40 FRINT “Second nuaber®
Juaber?

70 PRINT *Third nuaber®,
nuaber

variables = that is, making a
list of them and being able to
call them up by a number
which refers to thair position in
the list

We need something similar
to number! and nurmberd so
we could call up a value with
numberx wherg x is the
position in the list of variables
we want.

Electron Basic makes all
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this possible. Using a DIM
command we can dimension
an array of variables so that we
can refer to each of the
variables by a single number.

Daon’'t worry too much
about that last sentence — all it
means is that we can put a lot
of variables into an ordered |ist
and then pick out whichever
one we want by number.

Have a go at Program WV
which is the same as the
previous one except that it
now usas one of these
Mysterious arrays:

10 REM PROGRAM V

15 DIN nusber {3}

20 INPUT "First number®,
nuaber (1)

30 INPUT "Second nuaber®
Jnusber (2]

40 INPUT "Third nuaber®,
nuaber (3

50 PRINT °First nusber®,
nusber (1]

&0 PRINT "Second nusber®
ynusber (2]

70 PRINT *Third nusber®,|
nueber (3

Line 15 is the interloper. It
introduces a new Basic key-
word DIM.

All DIM does is to dimen-
sion an array, which means it
sets up a series of variables all
with the same name axcept for
a number in brackets at the
end. It creates a numbered list

of variable names.

In Program V the DIM
number (3) statement tells the
Electron that you want it to put
aside memory space for four
variables.

The first variable is
numberf0), the second
numberf?), the third
numberf2) and the fourth
number(3).

These all have the initial
value of zero. If you don't
believe me add:

17 PRINT number (0},
nusber (1) ,nusber (2],
nuaber (3}

to Program W and you'll see
their values printed out.

The DIM statement of line
15 has set up four numeric
variables, all with a similar
narma but with different num-
bers in brackets at the and.

If line 15 had been:

13 DIN nusber (3}

it would have set up six
variables, all with the number
stemn followad by figures in
brackets ranging from O 1o 5.

Motice that the DIM state-
ment sets up the variables in

the array — which are tech-
nically known as elements—in
numearical aorder from O to
whatever the figure in the
brackets is.

Motice also that there is
always one more variable than
the number in the brackets.

This is bacause the list or
array of variables begins with
0. Very often programmers
ignore the O element of the
array and start at 1 so as not to
get confused.

This is wasteful of memory
and so looked down on by the
powars that be. | do it all the
time|

While we're still with pro-
gram V let's get acquainted
now with what can go wrong
with DIMs. Try leaving out line
15 altogether and you get the
dreaded:

frray at line 20

massage. This is telling you
that you're trying to use an
array you haven't set up. You'd
be surprised how often this
can happen.

Another goodie is when you
try to make the array so big
that your poor little Electron
doesn’'t have room for it all.

If you change line 15 to:

15 DIN nusber (20000)

you'll get the awful:

Bad DIN at line 13

Basically you've bitten off
more than you can chew with
yvour DIM.

But enough of this. I'm sure
that, like me, you'd never make
such elementary arrors.

Let's get back to the arrays
of linked alemants that we've
created with DIM.

So the DIM statement has
set up an array. Big deall
What's so0 special about an
array?

What's special is that the
number in brackets after each
of the variables = known as the
subscript — is a cunning little
beast.

It doesn't always have to be
a number. It's quite possible to
be a variable in itsalf.

If this sounds like one of
those mirrors reflected in
mirrors sort of things, don’t
waorry, it's a lot easier than
that.

Have a look at Program VI,

‘The subscript is a
cunning little beast’
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From Page 21

in which all is revealed,

The DIM of line 20 sets up
six elemants of an array from
numbernQ) to number5).

So far so good. The
important part of the program
comeas in the next four lines
which consist of a
FOR ... NEXT loop. This has
the control variable index,
which ranges from 1 to 5,
ensuring that the loop cycles
five times.

If you don't know what line

10 REM PROERAM VI

20 DIN number (3}

30 FOR index = 1 70 §

40 PRINT "Input next nuam
ber®

50 INPUT nusberlindex)

&0 NEXT index

70 FOR index = 570 1 ST
EP -1

80 FRINT “Number® nuaber
lindex)

80 NEXT index

40 is doing then you shouldn't
be reading this article!

The real meat comes with
the INPUT of line 50. Here the
number you enter is placed in
the variable numberfindex).

You'll notice that number
{index) is a subscripted vari-
able, like the ones we've met
in the arrays set up with the
DIM statemant.

The difference is that
instead of the brackets at the
end of the variable containing
a number such as 0,1 or 5 it
contains a variable, index,

This isn't as odd as it may
seam as, when yvou think about
it, index is going to vary from 1
to 5 as the loop spins round.

The first time round the
loop, index is 1 so number
findex) becomes number( 1),

When index is 2. the value
typed in is put in numben2).

As the loop cycles and index
changes, so each number
input is placed in a differant
glement of the array dimen-
sioned in line 20.

Try doing this using the
method of Program V and
you'll see what an improve-

¢Arrays are very
powerful
programming tools’

ment in efficiency is brought
about using an array combined
with a FOR ... NEXT loop.

The last three lines of the
program form another FOR . ..
NEXT loop with the loop
control variable going
downwards in steps of =1.

Ling BO prints out number
findex) each time and as index
is going down from 5 to 1 the
numbers you entered are
printad out in reverse order.

If you'd decided you only
wanted every other number
the STEP parameater of line 70
could be -2,

This would produce three
numbers, in reverse order of
antry. Don't just take my word
for it — try it and see,

So setting up — dimension-
ing — arrays of linked variables
{elements) and combining
them with FOR...NEXT
loops can give us a lot of
power over how we can
handle lists of numbers.

Program VIl shows this in
action.

Here we've actually used a

10 REM PROGRAM VII

20 INPUT "How many numbe
r5", span

30 DIM nuaber (span]

40 FOR index = 1 TO span

30 FRINT “Input next nus
ber*®

&0 INPUT nusber (index)

70 NEXT index

B0 INPUT *Which of the |
ist would you like", positi
oninlist

%0 PRINT *The number is
*snuaber (positioninlist)

varigble span to decide how
many elameants we want in the
array. Line 30 dimensions it
according to the value enterad
in response to ling 20,

Lines 40 and 70 form a FOR
... NEXT loop which tells you
to enter the numbers you want
to put into the array. This is
where you regret it if you've
made span too large.

All of that should be fairly
familiar to you by now. What
happens next isn't.

Line 80 asks you to enter
which elemant ofthe array you
wish to be printed out. In other
words, which entry in the list
you want referred to by its
position in the list.

When you have made your
choice it puts the number you
enter into the variable position-
fniist,

Then line 90 prints out that
eglement of the array. If
positioninlist is 3, number
{pasitianinlist] will print out
the third number you entered.

If itis 10, than it will print
out the number in the 10th
position.

As you can see, by using a
variable in the subscript of an
array = the bitin brackets = you
can pinpoint each element of
the array at will. This, as you
will find later, is a very useful
technigue.

Finally, you may be asking
yourself whether we can have
string arrays as well as the
numeric arrays we've been
using.

The answer is yes, as
Program VIl shows:

Hera we've usaed a string
array named and a numeric
array mark. The FOR ... NEXT
loop gets us to enter the

10 REM PROGRAM VIII
20 DIM name$i3), marki(3)
30 FOR topofclass=1 70 3
40 PRINT "Enter name of
{nusber ";topofclass

50 INPUT name$(topofclas
5!

&0 PRINT "Enter "inamef|
topofclass)y”'s mark."

70 INPUT mark(topofclass

B0 HEXT topofclass

90 INPUT “Enter nusber o
f position " position

100 PRINT name$ (position
" got "jmarkiposition);" a
arks."

names of the top three
children in a class and the
marks they got.

Then all we have to do is 1o
enter tha child's position in
class and the program will
print out its name and mark.

I'll leave it for you to figure
out how it works. It's not too
different from the previous
programs.

The point to note is that by
having two arrays, one of
names and the other of marks,
we can refer to both with just
one subscript.

If we had 10 parallel arrays
like this we could still use the
one subscript to get 10 pieces
of information such as name,
age, mark, sex and so on.

As you'll no doubt see,
arrays are very powerful
programming tools.

And there's lots more (o
them, as we'll find gur next
time.
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HARDWARE REVIEW

ASK any micro user what
extra facilities he desiras
and a printer is sure to ba
near the top of the list.

The lack of a printer
interface on the Electron must
have put a number of potential
usars off the machine.

The Mushroom printer/user
port is one of several that have
been produced to fill the gap
and it also includes another
useful device — a BBC-typa 8
bit user port.

Unpacking reveals a rather
neat unit with an edge
connector at ong end and the
normal Elactron expansion
connector at the other.

Down the side are the
printer and user port connec-
tions, these being exactly as
those on the BBC Micro,

With the unit comes a four
page instruction booklet and a
tapa containing the software
necessary to run a printer.

The booklet tells you how to
connect a printer in simple,
easy to follow steps. The cable
requirad is the same as that for
a BBC Micro

The software driver tape
will assemble machine-code
at any address in memaory that
you desire. It is a good idea to
make several versions at
various addresses and save
them for use with different
programs.

The other side of the tape
contains a separate program,
allowing you to print graphics
screens, This program is for
the Epson MXB0, but should
work with Epson-compatible
printers such as the Shinwa.

Incidentally, you may feel
that having to load a separate
program to make the printer
work is something of a
nuisance, but really the
assembled code loads in a
matter of seconds and the
advantage to doing it this way,
instead of having the program
in ROM, is that it makes the
unit compatible with other
expansions.

The other half of the unit
contains the user port —
basically. a device which
gnables the micro to com-
municate with the real world.

In this unit you have eight
lines which can be set
individually for input or output,
plus two lines for handshaking.
This is a fancy term for a
system which makes sure that
the micro and the device
attached to it only transfer

User portal to
whole new worlds

information when they are
both ready.

As far as it goes, the booklet
is clear in giving you instruc-
tions to use this port. How-
gver. it really doessn’t go far
enough for my liking.

The c¢hip used to create
these ports is the 6522,
known as a Versatile Interface
Adapter (VIA) which is the
same as that used by the BBC
Micro. It is guite a complex
device but, if you take the
trouble to master it, is
extremely useful.

Applications include a
switched-joystick interface,
analogue/digital port, tem-
perature controllers and plot-
1ers,

| appreciate that for Mush-
room to include a treatise on
its full use would have
considerably increased the
cost of producing the manual,
but | do think that they could
parhaps have pointed the user
in the direction of a suitable
reference.

I shall rectify this immedi-
ately by recommending a book
that not only includes a
detailed description of the
6522, but also gives you a
numbar of applications to try —
Interfacing Projects for the
BBC Micro by Bruce Smith
[Addison-Wesley £6.95).

To use this book (or, indeed,
any BBC application for the
user port), all you have to
remamber is that the Mush-

room interface maps the user
port one page lower in
memaory. That is, any referen-
ces to mamory at &FExx in tha
Beeb should be changed to
& FDxx for the Electron.

To sum up, this i5 a very
nice unit, well constructed,
and assuming that you are
prepared to do your own
rasearch on the WIA can be
definitely recommendead.

Please experiment with the
user port — it will open up
whole new worlds.

Barry Pickles

Snappy
ROM

| HAD the opportunity
recently to try out Acorn’s
ROM filing system with a
couple of games, Hopper
and Snapper.

The Plus 1 can accoms-
modate both cartridges at
once, so | plugged them in to
the sockets beneath the spring
loaded flaps on top and
switched on.

A rather strangled beep is
heard instead of the usual
longer note, and by the time |
had =sat down Snapper had
loaded. This is far better than
the usual three or four minutes
loading time of tha cassette
games.

The actual games them-

selves are no different to the
cassette versions, but are far
more convenient on ROM
cartridges.

Whenever Break is prassed,
or the Electron switched on,
the game on the cartridge
nearest 1o you is loaded, taking
about 10 seconds.

To load the program on the
cariridge furthest away, you
press Break, and while the
loader is being transferred Esc
can be pressed to abort the
process.

The ROM filing system is
still active, *CAT printing a list
of all the files on both
cartridges. The other game
can then be lpaded and run
with CHAIN “name”.

If you want to load a
program on cassette, the
cassette filing system must be
selected with *TAPE and the
program loaded in the normal
manner.

The ROM filing system is
great, and | can't wait to get
my hands on a paged ROM
such as Lisp, or Forth if it
comes out.

My only criticism is that the
cartridges cannot be left in all
the time.

This is because whenever
Break is pressed the software
on the nearest cartridge is
loaded, which could overwrite
an important program you
were working on, and
whenaver you switch on to use
the Electron for something a
little more serious, the game
loads immediately.

It's too hard to resist not
having just one more go . . .

Roland Waddilove

IT'S A BOLT ON GOODY

IF you've ever anvied Beab
users their sideways ROM
facility, help is at hand in
the form of this neat
ROM/RAM expansion
board from Slogger Sys-
tems.

It bolts on to the back of
your Electron, the Electron bus
is carried at the rear 1o allow
other units to be attached and
the unit is fully compatible
with Acorn's Plus 1 interface.

The unit is very well
constructed and encased in
tough plastic. It provides eight
sockets for eight or 16k
ROMSs.

On the right hand edge are

‘three sets of jumper switches.
These select the following
options: all sockets accept
8/16k ROM; right hand socket
accepts 4k ROM; right hand
spcket accepts Bk RAM;
redefine ROM page numbers.

This latter option is neces-
sary for use with the Plus 1
since it reserves certain ROM
pages for its own use.

All this is explained in the
manual supplied with the unit,
which includes a detailed
description of the ROM filing
systam, and is about the best
piece of documentation I've
sean.

The ability to wse RAM in

one of the sockets is some-
thing that will really come into
its own when discs become
available, and the manual
includes a short machine-code
routine to read/write to Ram or
even to read any ROM plugged
n.

Maost of the ROMs available
for the Beeb will work with this
unit, including View and the
Graphics ROM, but it might be
as well before buying and if
you are unsure to ask your
dealer to try it out first.

What more can | say? It's
well built, well documented
and well recommanded!

John King
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The Electron

hasadded even more
strings toits bow:

The list of top quality soft-
ware for the Acorn Electron 1s
growing all the time.

Asyou can see, theresalready
an outstanding selection of excit-
mg programs covering everything
from monsters to music and
murder to marriage guidance.

And ultimately, the Electron
will enjoy a range of software as
comprehensive as that of its
illustrious big brother, the much-

acclaimed BBC Micro.
You'll find all the programs

featured here at your local Acorn
stockist. (To find out where that
is, simply call 01-200 0200.)

Alternatively, you can send
off for the Electron catalogue
and order through the post by
writing to Acornsoft, ¢/o Vector
Marketing, Denington Estate,
Wellingborough, Northants
NN8 2RL. Tel: 0933 79300.

GRAPHICS: Graphs & Charts,
Creative Graphics, Picture Maker.

BUSINESS: Personal Money
Management, Desk Diary.

EDUCATION: Tree of
Knowledge, Peeko-Computer.
Business Games.

LANGUAGES: LISP, FORTH,
S-Pascal, Turtle Graphics.

GAMES: Starship Command,
Monsters, Chess, Draughts and
Reversi, Snapper, Meteors,
Hopper, Sphinx Adventure,
Arcadians, Free Fall.

QUIZZES: Theatre Quiz,
Crime and Detection Quiz,
Music Quiz, History Quiz,

Science Fiction Quiz,:..I1 Do;
The Dating Game.
CHILDREN'S EDUCATIONAL

SOFTWARE: Happy Numbers,
Timeman One, Timeman Two,

Wordhang, Happy Letters,
Map Rally.

ACORNSSFT
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NEW FRONTIERS
IN CREATIVE

MICROCOMPUTING!

TWO FANTASTIC,
FUN-FILLED GUIDES
FROM THE PENGUIN
ACORN COMPUTER

LIBRARY

HOW TO WRITE
ADVENTURE GAMES
For the BBC Microcomputer

Model B and Acorn Electron
Peter Killworth

An original and easy-to-follow guide containing
a multi-purpose BBC BASIC program and
database for writing your own adventure

fantasies. Watch out
JACKSON AND LIVINGSTONE!
£5.95

CREATIVE ASSEMBLER: HOW
TO WRITE ARCADE GAMES
For the BBC Microcomputer
Model B and Acorn Electron
Jonathan Griffiths
Creator of such top-selling
games as Snapper and JCB Digging, Jonathan
Griffiths steers you to a practical understanding
of the powerful ASSEMBLER facility to produce
an action-packed arcade game.

UHEATIVE ASSEMELER
How To Weits Arcade Gamei

ALY T re—— T
Bt [ P

£5.95

Jonaituan Griffahs
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ELECTRON
EDUCATIONAL SOFTWARE

Qur educational software is used in thousands of schools and
homes throughout Great Britain. Mow available on Electron.

EDUCATIOMNAL1 £8.00
Haurs of fun and learning for children aged 5 to 9 years. Animated
graphics will encourage children to enjoy maths, counting, spelling
and telling the time. The tape includes MATH1, MATHZ2,
CUBECOUNT, SHAPES, SPELL and CLOCK.
. An excallent muxiure af_r,'lﬁ.':rle,';'. P

Personal Software - Autumn 1983,
EDUCATIONAL 2 £8.00
Although similar to Educational 1 this tape is more advanced and
aimed at 7 1o 12 year olds. The tape includes MATH1, MATH2,
AREA, MEMORY, CUBECOUNT and SPELL.

FUNWITH NUMBERS EB.OD

This program will teach and test basic counting, addition and
subtraction to 4 to 7 years olds. The tape includes COUNT, ADD,
SUBTHRACT and ROCKET MATHS an arcade type game to

exercise addition and subtraction. With sound and visual effects,
FUNWITH WORDS £8.00
Start your fun with alphabet puzzie, continue your play with
VOWELS. learn the difference between THERE and THEIR, have
gamas with SUFFIXES and reward yourself with a game of
HANGMAN. Complete with sound and graphics. The tape ingludes
ALPHA, VOWELS, THERE, SUFFIXES and HANGMAN.

Very good indeed’ ALB Computing - Jan/Feb 1984,
JIGSAW AND SLIDING PUZZLES £7.95
There are 2 Jigsaws and 4 sliding puzzlies ona 3 x 3 and 4 x 4 grid.
Each program starts off at an easy level to ensure initial success but
gradually becomes harder. It helps children o develop spatial
imagination and in problem salving. Tha tape includes & programs:
OBLONG, JIGSAW, HOUSE, NUMBERS, GLOWN and LETTERS.

*** SPECIAL OFFER ***
Buy three cassetles and deduct £4.00
Add 50p per order p&p. Cheque o

GOLEMLTD,

Dept E,77 Qualitas, Bracknell, Berks RG124QG,
Tel. (0344) 50720
Far full catalogue write to the above address.

*Acorn Electron
*BBC Model/B *Tandy c/c (32K)
*Commodore-64 *Dragon 32/64
*Atari 400/600/800 (48K)
*ZX Spectrum 48K

747 Flight Simulator
from DACC — The Simulation specialists

NOW ON
THE ELECTROMN!

A crual
ACrgen
pholograph

Unrivalled and unbeatable for accuracy and realism -
the DACC 747 Flight Simulator is the most successful of
its kind on home computers. The aonly 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 contral and
response of the 747 are faithfully reproduced using
genuine aero-dynamics formulae. Start options include

o

teke-off. random landing approsch, passenger and fuel
load selection, etc. You control the throttles, elevators,
gilerons, flaps, spailers, landing gear, brakes, reverse

thrust, etc. Joysticks are optional on all but Dragon and
Tandy wversions.

Cassette £9.95 (inc. VAT and P&P)
Special Offer on Joysticks
Mormally £17.95 per pair. Yours for only £12.95 if
ordered with 747 Simulator (Atari & CBM-64 types £14.95),

Plaase state type of computer on all orders.
WE DESPATCH WITHIN 48 HOURS

Ordler direct from:
DACC Ltd. (Dept ¥YC2)

23, Waverley Road, Hindley, Nr. Wigan,

Lancs. WN2 3BN.




Defending cities IS

City Defence
Bug Byte

AS sole defender of a group of
cities you have to fight off
deadly missiles using the
almaost ingvitable laser bases.

You have four cities to
defend and three bases from
which you can fire. Sadly there
are only 10 rockets availablein
gach base. When your supply
is exhausted the enemy con-
tinues to attack ruthlessly until
your planet lies in ruin.

After you've seen off each
wave of enemy missilas your
supply of rockets is replen-
ished. Provided you have
managed to save at least one
city from the preceding screen,
away you go again.

Extra cities are awarded for
every 1,500 points, and other
features include a two player

great fun

option — very welcome when
your friends play for hours
and a hi-score facility.

All in all | was impressed by
City Defence. The instructions
were concise yet clear and
appear on screen as well as on
the inlay card.

The sound was good and
did not becorne annoying. as
oftan happens. |Indeed the
sound produced by an attack-
ing wave of missiles was really
quite tuneful, although it could
not be turned off if it did
become tedious.

The use of graphics was
fair, if not exactly startling.

Perhaps a hardened arcade
fanatic might be a little
disappointed at the absence of
one or two features present on

the original — for example

there are no spaceships
appearing from time to time.
Having said that, to most
people this game will provide a
good deal of entertainment

and is great fun to play.
Steve Yarwood

Maths for home and school

Maths level T (Age 4-6)
Cheshire Cat Educational

Series (AmpalSoft)

THIS is one of a series baing
produced for the pre-school or
young child. It would be
equally suitable for schools or
the home Electron and colour
television

Like the others in the series,
the package contains two
cassettes which together con-
tain 16 exercises.

These obviously begin at a
vary basic level with number
recognition and matching,
sorting of shapes and adding
complements af five, through
to matching pairs of objects
which would eventually lead
to some experience of set
theory.

The intention is that the
child would soon learn to use
the programs unaided, and |
am sure this would be
possible.

The key inputs are, after all,
remarkably clear and easy o
learm.

However | would also see a

ey,
=

(AGE 4—g)

ELECTRON

great advantage for a parentin
waorking through these exer-
cises with the child so that the
mathematical vocabulary
necessary later may be foun-
ded at this early stage.

There are also a variety of
further activities which would
present themselves during the
operation of these programs.
and a wise parent would do
well to follow them up whila
the interast is shown by the
child,

Full use is made of colour
and sound so that the machine
is well used. The graphics are
not elaborate, butin a program
of this kind they hardly nead to
be.

In a school situation, the
child's name is input and full
records are maintained of that
child's performance.

One slight snag which |
found at school was the time
taken to load the cassettes —
they contain a wealth of
programs which need to be
accessed quite often during a
maorning”’'s work.

Schools may be interested
to know that the programs
also run on the BEC Micro, and
with a bit of effort can be
stored on disc.

Since schools are well
advised to make a backup
copy and to keep the original
well away from dirty fingers, |
wouldn't imagine that Ampal-
Soft would mind the backup
being on disc. It makes the
running of a classroom much
smoothear!

Phil Tayler

Beat
the
wizard
and
keep
the
peace

The Eye of Zolton
Sofisel

THIS review is in response to a
request for help from Elizabeth
Young of Stondon Massay in
Essex. She says the game is
fascinating and | agree.

Your ruler, the king, has had
the five magic objects that
gnable him to maintain peace
and prosperity in the land
stolen by an evil wizard.

As the influence of this
wizard descends upon the
land, you are summoned and
told by the king that he has
chosen you to recover the
magic objects and take them
to the Temple of Zolton,

Hare their beneficial
influence will help the King
defeat the wizard.

You begin your quest on a
hilltop with the first task to
gruip yourself for the trials to
come. You quickly discover a
hut, two canyons, a lake, an
island, a deadly forest and a
mysterious castle.

The island is the last place
you want to visit 8o you search
gverywhere thoroughly before
tackling the castle.

There is a way into the
castle and you will be sur-
prised at the help you can get
here, always assuming you
can recognise it! Once you
have figured it out you will be
in the castle and the main body
of the adventure.

There are some really dev-
—
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From Page 27

ilish puzzles to solve, yet no
real red herrings.

I will give you one tip.
Though the program descrip-
tion says you have to return
the five magic objects to the
termple, they are not the only
things that have to go there.

The program is written in
Basic and thus easily listable.
This might not help you if you
get stuck however, since many
of the room descriptions and
word parts have been token-
ised,

For those who haven't met
this term befora, I'll try to
explain. To save meamory
space the programmer has
substituted the more com-
monly used words and word
parts for symbols.

The tokeniser converts
these symbaols into English
when they are to be displayed
on the screen. It also converts
your input intc symbols the
program can understand and
respond to.

The Electron itself token-
isas Basic keywords, though
very little information is given
im the User Guide.

Overall, an ingenious series
of puzzles. Despite being
written in Basic it's a very nice
game to play and is about
average difficulty. | am
impressed and have no hes-
itation in recommending it for
all types of adventurers.

Merlin

Right

The Night Sky
Bridge Software

IS gazing at heavenly bodies
your scene? Do you know an
Ursa Major from a Corona
Borealis?

If your answers are yes,
then this program is right up
your street (or your Milky
Wayll. It will allow you to
place yourself anywhere in the
world, within certain generous
limitations of longitude and
latitude, and look at any
constellation, or the sky in
genaral.

There are more than B0
constellations listed, and thay
are identified by their three-
letter abbreviations as used by
the 1AL,

Care must be taken 1o enter
this with the carrect sequence

GET IT RIGHT THIS TIME

Woodland Terror
MF Software

THIS is the sequel to Firien-
wood, M+ P's first advanture,
which took its name from the
forest in which much of the
action took place.

M+P claim that no prior
knowledge of Firienwood is
required and since | haven't as
yot sean it and I've managed to
finish this adventure, | have to
agree,

In rescuing the golden bird
of paradise in the previous
game you inadvertently
released an avil genia. Now, a
few years later, you set out to
kill the genie and restore peace
to the land.

Hopefully you'll get it right
this time!

Youw start your quest close
to the castle, scene of your
previous triumph, and after a
couple of furns (hintl), you
manage to reach the castle
and obtain some of the
equipment,

This includes a password
which will see you through to
the main part of the adventure.

After a few more moves the
pressure begins to tell (yet
another hint!), and you find
yourgalf in Firienwood itself.

From this point on the
tension mounts and you are

presented with numerous
puzzles to solve and red
herrings to ignore. Also, for
any Dungeons and Dragons
fans who might be playing,
you are frequently given the
apportunity to fight goblins
and thereby increase your
score.

Since | managed to com-
plate the adventure without
killing a single goblin | can only
assume that this option is
merely to pad the adventure
out a bit,

Perhaps the idea is that
having completed the game,
you can go through it again to

up your Milky Way

of upper and lower case
letters. Of course, we Electron
users know it's easler to enter

lowar case letters on the
Electron than on the BBC
Micro.

The constellations contain
over 1,000 stars, although not
all will be available to view
from our chosen location, aven
though a northerly or southerly
aspect may be selected.

\farious options are avail-
able, one being the facility to
enter ANY as the answer to
the name of the constellation.

The micro will then select
one and display it, having
made sure it is visible. You can
then use this as a test,
guessing the answer before it
is revealed.

If your interest in
astronomy is perhaps dor-
mant, this is a super program
to awaken it!

Phil Tayler

try to achieve a high score.
First time | ever heard of an
adventure having a top ten!

Anyway, after a lot more
red herrings, a trip under-
ground and a wvisit to the
diamond minas, you manage
to complete the adventure.

At this point | feltitwas all a
bit of an anti-climax. In
retrospect | can say that it is
perfectly possible to solve this
adventure without even mean-
ing to.

Only about 20 per cent of
the puzzles and locations have
any bearing on what happens.

It's a large program, com-
pletely written in machinge-
code, very fast and has an
gxcellent save-game routine,
The layout on-screen — using
different colours for text,
massages and so on - is very
imprassive,

The thing lacking is a
feeling of cohesion between
the puzzles and the purpose of
the advanture. In view of this |
feel that the experienced
adventurer would be disap-
pointed if he bought this
program.

For the novice, however, |
think it is ideal. Many of the
puzzles that have a direct
bearing on the adventure are
fairly easy to solve and theare
are plenty of locations to
explore once the initial prob-
lems are overcome.

Allim all, a competent piece
of programming but for the
complete novice only.

But
s it
art?

Electro-Art
Quicksilva

YET another title produced by
the prolific Dave Mendes for
Quicksilva, this is a graphics
drawing package aimed at
thase wishing to implement
the fine graphics capabilities
of the Electron, but not being
proficient enough to try it
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QUICKSILVA

DAVE MENDES

EL ECTRO-AR T

themselves in Basic.

| must say straight away
that it is not the best of its
type, comparing rather badly
on several points with the
Salamander Graphics System,
reviewed in the May issue of
Electron User.

This tape can produce
gxtremely detailed results as
are shown on the accom-
panying sample picturas.
Actually. | spent several
frustrated minutes looking for
these, before finding them at
the start of the flipside.

When found, these filas are
well worth loading in to show
the superb results possible
with skill, care and patience

One major handicap is that
Electro-Art only operates in
Mode 2, whereas the Sal-

amander package allows the
user to select Mode 0, 1 or 2,

| also found the controls
less easy to ramember than
the mnemonic-type initials
employed by Salarmander. For
instance, to colour-fill an area
uses Key 1 on the Quicksilva
tape, but F (for filll on the
Salamander,

There are a couple of
plusses for Dave Mendes with
some predefined triangles at
tha touch of a number key, as
long as you can ramember
which is triangle one or two or
three or four that is.

Both have the facility to
save and load pictures using
the cassette system, but
Quicksilva score another plus
with a built-in joystick facility -
obviously an advantage.

Where Quicksilva lose
totally though, is the complete
absence of either a grid
overlay for intricate designs or
indeed any system of showing
currant coordinates for future
manipulation

Mo, in an application where
user-friendliness has to be a
prime consideration, | cannot
really recommend this very
highly. If | hadn’t already seen
the other system perhaps |
could, but this does not
emerge well from the com-
parison.

Phil Tayler

AREALBOON!

Sprites Version 2
Simansoft

WHATEVER you enjoy daing
on your Electron, writing
games of education programs
or just playing around, this
program is without doubt a
real boon,

It lets you produce
beautifully fluid-smooth ani-
mation in minutes with a
minimum of difficulty.

A sprite, for the uninitiated,
is a block of graphics which
can be moved around the
screen pixel by pixel giving
smaooth movement. The micro
takes care of deleting and
moving the image, leaving the
background undamaged.

The package consists of
three definer programs, some
ready made sprites — although
it's maore fun 1o make your own
- and about 20 machine code
routines, each incorporating
different features and using
varying amounts of mamory.

Writing, changing and
using the sprites ig simplicity
itself, with the use of the
rasident integer variables and
calls to machine code routines
from your Basic program.

All this is explained in the

You'll love it,and learn too

Map Rally
Bourne Educational Software

BOURMNE hawve made many
friends among primary school
teachers (and children!) for
their lovely Happy Letters and
Happy Mumbers programs for
young learners.

This tape is aimed at a
higher age group and com-
bines practice in coordinates
and compass directions.

There are actually two
similar programs on the cass-
ette, the first of which requires
little experience of compass
bearings, for the necessary
prompts are made on screen.

The child takes the part of a
rally driver, with the Electron
acting as navigator around a
course through a grid. This
varies from 6x6 to 18x18,
which increases the level of
difficulty.

The maost popular choice
was that of two players

Bourng Educationag Baltware I,
-'h-t-h:-nrm 7

competing against each other,
one with a red car, the other
with blue. The courses set for
each car are similar in terms of
distance. but they are not the
same, so nobody can benefit
from someone else's suc-

cesses!

The second program Is very
similar but the child has to
calculate the desired new
coordinates in order to make
the move. This refinement
adds a totally different skill
from that already acquired in
the first game.

Again the graphics are fair
and the sound is guite
reasonable but the great value
of this tape is the superbly
child-orientated feel it has,

Children love the idea of car
rallies and they themselves
love to compete. The fact that
a considerable amount of
infarmation is learnt about
gompass points and coor-
dinates is almost incidental to
thi child.

Yet parents and teachers
can feal quite reassured that
the educational purpose is
fully achieved in this splendid
cassetta.

Phil Taylar

comprehensive manual.

Also supplied are two
demonstration games com-
plete with listings., However
these do not do the sprites
justice, being simple and
uUniNspiring.

What puts this program
way ahead of other packages
available is its many features.
These include a collision
detector, preset flight paths,
extra-large super sprites, an
amazing enlargemant facility,
and up to 48 sprites at once,
each of which can have two
alternating images giving in-
glant animation as the sprite
moves.

Simonsoft Sprites has to be
one of the best things for
programmers wanting to write
good programs since the
Electron itself.

Andrew Oldham

One for
action
men...

Invadears

Superior Software

WOULD you do anything for a
fast action game but never
look an advanture in the face?
If 5o, then this is the game for
YO,

Your ship is loaded with an
infinite supply of fire-power
with which to blast the aliens
out of existence, but you only
have a limited time before thay
land.

For extra points you must
destroy any spaceship that
wanders through your ter-
ritary. Watch out, though.
They often drop bombs that
penetrate all defences.

The keys Z and X {for left
and right) and Delete (to fire),
respond promptly, giving
smooth action.

It may not be the most
original game ever written, but
the graphies and sound
facilities have been used well
to give an enjoyable and
addictive game which is good
value for monay.

Richard Tacagni
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PROFESSIONAL

COMPUTER PROGRAMS FOR
KAY-ESS  probucts piewoeeis
EACH TAPE ONLY £5.95 (Except H.O.H.)

perstitious focls in the village when they wamed you not to go Pea
assad theough tha o s of this once greai houss. The dust
i ow th S all the sounds of locks. clicking
mached your startled ears? How ¢ t @18 Thal mpving [owaids y garma will g ar ng fram 1he
GHOSTS and ZOMBIES, and mal G Wil ¥ ¥ WOLF, amd VAMPIRE. 5 Plgars LK RIDORARS, BROEKEN FLO QDARDS, and ricdad wiih
SECRET PASSAGES awaif you. Supert sound ef wd graphics. Can be played using either keyboand or joystecks, Top table. Pause optsan,

EARLY YEARS I
T A

sles. ALSO AVAILABLE:

STAR HAWKS (B) (E] - DESIGN (B} (E)
HAMGMAN (B (E) - SPACE TRAFFIC

COMTROLLER (B) (E] - HORSES (B) (E
SPACE TANEK (B

KAY-ESS Computer Products,
11 Buttercup Closa,

Compatible

Avaiable for: Romleighs Park,
fE} Eleciron (Bl B8 ifel B
L . FREE wiih all orders |Except H.O.H.) Hﬂrﬂlﬂ wﬂﬂd,
£l 50 THE SPIDER nesds some heln ta get out af the mas NDU?:I‘:FSIE;:;E:EEEES!" Essex RM3 OXF.

ELECTRON, BBC Model B O_UA L SO FT . £9.95

{any OS, BASIC I/} iy linc. VAT and p.p.)
QUAL-SOFT Commaents: About our previous advert Mr J. Carter of Barnsley ‘phoned’. Don't el vs what people think of
LEAGUE DIVISION ONE for the BBC B, what do they say about SOCCER SUPREMO for the ELECTRON T Copy dates being
what they are, we hadn't sold any ELECTRON games when we wrote last months advert, but now. at the time of writing we've
been delivering the program for four weeks [probably eight 10 twelve as you read this), and, (o escape accusations of salective
guotes, we will give you the first paragraph of the first letiar we had received about S0CCER SUPREMO, from J. Hoolay of
Twickenham: “Many thanks for the fantastic game, Ag so00n as | recelved it, there was no stopping until the end of the season’
Wa makae that about six hours continuous play ! And in the first telephone conversation P.Wright of Swansea began: "This
it by far the best game 've found for the ELECTRON. OK Mr Carter?

“SOCCER SUPREMO”

NOT SO MUCH A GAME, MORE AWAY OF LIFE!

¥ou have just been appointed Manager of 8 newly promated 15t Dnasion Cluks, and It is up 1o vou to transtorm this very
ordinary side into one that can realistically challenge for thie 15t Division Championship within the next 5 $easons. You must
55653 your side s capabilities and then, through your youth policy and the transfer market, reinforce the strengths and aliminate
the weaknesses. It's all 50 easy or is it?

*#+3-D”,22 MAN, FULLPITCH, FULL MATCH GRAPHICS SIMULATION

42 match season, 2 1 home games, 21 away games. ® Opposition: 21 of the current 22 DIV 1 sides
Transfer markeat (Rush, Robson, Hoddle atc). ® Match injuries: Your physio reports

a-4-2 4-3-3 and 4-2-4 team formation. @ Team selection by names. (enter initials)

In match tactical adjustments. ® Home/away bias, opposition tactical play
Opposition skills related to League record. ® Tactical substitutions

And many more features, but will 1ake a full page advert if we are to continue, {(That'll be O.K. Ad. Man).

_----------I_-_-—_-------——-—-------------------
Please supply a copy

The game will be postedon the | EB?:USGFT I of BOCEAR SUPREMD: MMM e ossmcmmmmimremsinssriseos
sama day as the receipt of pt. - | enclose a cheque, Addrass: .......coeiviiieiinimmimisirerssrsas
order, ACCESS telephone | 18, Hazlemere Rd., | ... order, ACCESS
authorisations should take no | Stevenage, | card authorisation for
more than two days to arrive. | Herts. SG2 8RX I 905

| Tel: (0438) 721936 | ..o fincron orgc) CARB MOE ....ooiocemsssnsmmsssssssnninai
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Make light work of listings

To save your fingers most of the listings in Electron User have
been put on tape.

On the November tape:

STAR FIGHTER Anti-alien missions. SCROLLER Wrap around machine code. URBAN
SPRAWL Envircnmental action game. SPELL Alphabetic education. JUMPER Level
headed action. CAESAR Code breaking broken. KEYBOARD Typing game.

On the October tape:

BREAKFREE Classic arcade action. ALPHASWAP A logic gama to strain your brain.
SOUND GENERATOR Tame the Electron’s sound channels. MULTICHARACTER
GENERATOR Complex characters made simple. RIGEL 5 Out of this world graphics.
MAYDAY Help with your morse code. NOTEBOOK Palindromes and string handling.

On the September tape:

HAUNTED HOUSE Arcade action in the spirit world. SPLASH A logic game for
non-swimmers. SORT SHOWS How sorting algorithms work. SORT TIME The time
they take. CLASSROOM INVADERS Multicoloured cheracters go to school. SAILOR
Mautical antics. MATHS TEST Try out your mantal powers.

Onthe August tape:

SANDCASTLE The Electron seaside outing. KNOCKOUT Bouncing balls batter brick
walls. PARACHUTE Keep the skydivers dry. LETTERS Large letters for your screan.
SUPER-SPELL Test your spalling. ON YOUR BIKE Pedal power comes 10 your
Elsctron. SCROLLER Sliced strings slide sideways. FLYING PIGS Bacon on tha wing.

On the July tape:

GOLF A day on the links with your Electron. SOLITAIRE The classic sclo logic game.

TALL LETTERS Large characters made simple. BANK ACCOUNT Ksep track of your
meney. CHARTIST 30 graphs. FORMULAE Areas, volumes and angles.

On theJune tape:

MONEY MAZE Avoid the ghosts to get the cash. CODE BREAKER A mastarmind is
needed to crack the code. ALIEN See little green men — the Electron way| SETUP
Calour commands without tears. CRYSTALS Beautiful graphics. LASER SHOOT OUT
An intergalactic shooting gallery. SMILER Have a nice day!

On the May tape:

RALLY DRIVER High speed car control. SPACE PODS More aliens to annihilate.

CODER Secrat messages made simple. FRUIT MACHINE Spin the wheels 1o win,
CHASER Avold your opponent 1o survive. TIC-TAC-TOE Electron noughts and crosses.
ELECTRON DRAUGHTSMAN Create and save Electron masterpieces.

On the April tapea:

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

On the March tape:

CHICKEN Let dangerous drivers test your nerve. COFFEE

A tantalising word game from Down Under. PARKY'S PERIL Parky's lost in an invisibla
maze. REACTION TIMER How fast are you 7 BRAINTEASER A puzzling program.
COUNTER Mental arithmetic can be fun| PAPER, SCISSORS, STONE Out-gusss your
Electron. CHARACTER GENERATOR Create shapes with this utility.

On the February tape:

NUMBER BALANCE Tast your powers of mental arithmetic. CALCULATOR Maka your
Elactron @ calculator. DOILIES Multi-coloured pattarns galore. TOWERS OF HANOGI
The age old puzzie. LUNAR LANDER Test your skill as an astronaut. POSITRON
INVADERS A version of the old arcade favourite.

On the introductory tape:

ANAGRAM Sort out the jumbled letters. DOODLE Multicoloured graphics. EUROMAP

Tast your geography. KALEIDOSCOPE Electron graphics run riot. CAPITALS MNew uppar
case letters. ROCKET, WHEEL, CANDLE Thres fireworks programs. BOMBER Drop
the bombs before you crash, DUCK Simple animation. METEORS Collisions in space.

T HOwW TO ORDER L L L L L L L L LU L L L L L L1 L L 1

B Pisase send ma the following Electron U/ser cassette tapes: i
| Mine programs from the November iBSUE ... £ ‘
B Sevenprograms from the October issue ..o e - ]
B Nine programs from the September iSSu ..., £ '
l Fourteen prggram5frnmtheﬂuguﬁ.t IBIUE . uieasnnnnnsnesnesmannisnsbpssnssnannns E .
] Ten programs from the July ISSUB .o w £ [ |
] Ten programs from the JUne iBsue ... £ i
I Twelve programs from the May issue ........... . l
l Eleven programs from the AprilIBSUe ... s l
Twoelve programs from the March IBSUB .cissisnmnmmmnmnmnnss . 2
I Mine programs from the February issue ...... . n £ l
| T programs from the INTroduCtony ISSUeS ... . l
[ | | enclose the sum of £ _“F___ |
. BT ceensereensemssss snssmssmsmnssmnssmsnssmnssmsssissssssrss e OOST T Tape Offer, e l
El mn r roga H
B Address ..o - E;Ict{‘::;srgf;bg;: ?—;'}azera;rsuefrz-, "
B b ssissmsaiaa I Stackport SK7 5NY. =
‘.------------------------------l———




JUMPER is a fast arcade
game in which the objec-
tive is to move the man up
through gaps in floors as
quickly as possible.

¥You have to be guick as
the gaps keep moving, and
if you get caught by a

firaball you go back to the
beginning.

Line 700 is a dalay,
controlling running speed —
but you may find if you
make the program go faster
your reactions can't keep

up.

You’'d better jump for your life in
this exciting arcade action game
by CHARLES FRANCIS

SREM JUMPER
GREM BY CHARLES FRANCIS
TREN (C) ELECTRON USER
10DINGPY(30) ,R$(8) ,R(B)
20MODE1:
J0vou23, 224,235, 255, 255,
254,252,192,192,128
40VDU23, 225,255, bt b6, 0,
0,0,0,0
SOVDU 23,226,24,24, 40,90
124,40,36,102
bOvDU23,227,235,255,233,
127,43,3,3,1
T0VDU23,228,24,126,125,2
59,255,126,126,24
BOVDU23,233,235, 255,129,
12%,129,129,193, 255
90VDU23,240,12,12,60,47,
12,14,58,335
100YDU23, 241,48, 48,460,244
48,112,52,19
110VDU23,1,0;0;0;0;
120V0U19,3,4,0,0,0
130FORIZ=0TOB: RE(1X)="";:R
(11)=-1: NEXT
140RE(1)="CRINNER":R(1)=5

0iRL0)=0
150COLOURI:PRINTTARLLE, 1)
*JUNPER"
1460COLOUR2: PRINT * ' *Move ¢
he man *;
170COLOURT: PRINT; CHR$226;
1BOCOLOUR2
190PRINT;* up through the
gaps in "'"the floors. He
falls through gaps."
200PRINT*Avoid fireballs

1

210COLOURTsPRINT; CHRS$228;
1 COLOUR2

J20PRINT" "*To move man us
e keys:":

ZI0PRINT"" 1 - MOVE
LEFT*

Z40PRINT® I - HOVE
RIGHT"

250PRINT" « = JUNP
up*

250 PRINT'*Use keys toget
her to avoid falling back"’
"after jump. "

270 COLOURS:PRINT'"

PRESS ANY KEY TO CONTINUE";
2806%=6ETS
290MDIES
J0ovDu23,1,0;0;050;
J2ovou1e,3,4,0,0,0
J30@L=L20207
J40COLOURZ
350 FOR@Y=4TO2BSTEP2
JGOPRINTTAB(0,0%) CHR$224+
STRIMGS (18,CHR$225) +CHR$227
J706Y=RND(18)
JB0GPY (B%1=6X
SSOPRINTTAR(BX,01)" *;
4OONEXT
10PRINTTAB (0, J0)STRINES
20,CHR$275)
4206P%(30) =-1
A30TL=TINE
440 12=0:Y1=29
450FYI=3:FIT=RND(18) ¢ I%=1
450C0LOUR!
470PRINTTABLO, 1) "TINE *
ABOCOLOURS
490PRINTTAR (X%, YX)CHR$224
SOOREFEAT
SIOIFINKEY (1031 ANDGPY(YY

=1)=E%:PRINTTAB(XE, YE)® ":¥
I=YI-2:PRINTTAB (XY, YLICHREZ
26:50UNDL ,-15,%8,1

S20IFINKEY (-47) +IMKEY (38
=0THENPRINTTAB(XT, YY) CHR$2Z
Pl

SIOIFINKEY [-57) ANDNL19:P
RINTTABCNY, YE)® ":)T=XY+1:P
RINTTABLX, YL} CHR$240

SAOIFIMKEY (-98) ANDXL)0: PR
INTTAB(XY,YX)"™ "sX1=X%-1:PR
INTTAB(XY, Y1) CHR$241

SSOIFGPYIYL+1)=X2: PROCDON
N

SEO0N=2+24RND(13)

ST0COLOURZ

580 PRINTTAB{GPY(0¥),0%)C
HR$225

S906PY (RT1=RND(18)

GOOPRINTTAB(GPX (2%, Q%) "

EIDIFXE=FXZANDFYR=YLTHENF
RINTTAB(XZ, ¥21® “:SOUNDO,-L
8y 101 YE=29

620COLOURL:PRINTTAB(FIX.F
YE1® “sFXX=FXR+1X
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Positl

RSI8) Times in
ueatﬂfﬂ o
Man pnﬁlllﬂ
}*:?lh‘;:% =Y ition
fireball POSIHY
FX%,FY% Firepall direction
Time taken i gacay

G%,G% 1%, Q% Uity wari

PROCtuna2

VARIABLES

in floor
on of gap ik o
yan of Fam o (R(1) can e

iats
NmmE“hBHﬂo*ﬁm

rting time:
Sk ablas

STRUCTURE

a“ﬂl'l fgr game

cluding Hall

f Fa
N Ma o me
PHDCIUneT n falls through gap in floor

30-
: 301 Egu "L."DU codas
ot Initialise Hall of Fame
S00-30 Game inslructions
et Colour selection
o Sets numeric format
SO0 e Screen initialig
el Main loop
S80ci0 Move man
e Move gap in fioor
e Man caughi by firebal|
e ﬂ.:'rcwes fireball
205 Time taken
Foeas D:Jay Isee above)
950-1030 T
LR PROCDOW

£301FF11=00RFX%=190RRND (1
0} =] THENTX=-11
BAOTFFIY=6PY (FYL+1) THENFY

- sFYIs2

|

¥

50TF1L=FLANDF Y =YLTHENP
RINTTAB{NZ, YY) " ":SOUNDO,-!
W 101 YY=29
B&D TFFYLIWLFYL=S
ETOPRINTTAR (FX'L,FYLICHRE!
229)
. LBOPRINTTAR(A,1} (TINE-TX}
wS7100; " SECONDS °
£90COLOURT
700FORIZ=0T01500: NEXT
TIOUNTIL Yi=1
720T={TIME-TI) /100

TI0CLS

740COLOURI:PRINTTAB(S, 9)"

TINE TAKEN"TAB(2,11)7:" SEC

MNDE"

TS0IFR(7) »OANDT >R (71PROCE

unel:G0TOETO
760COLOURL

TI0IETCRILIPRINTTAB(4,13)
"RECORD TIME"::PROCtunel:PR
OCtune2:ELSEPRINTTAE(Z, IS)"

¥OU REACHED THE"TABI3Z,17)"H
ALL OF FAME®";
780PROCtunel:PROCtuned
790COLOURZ: #FX2L,0
BOOINPUTTABAS, 201 "ENTER N
AME"TABLR, 231N
B10FORIX=TTOOSTEP-1
B20IFT(RIINVORRAINICO RIT
T#1)=RIIT}sRE (1041 =RE(IT):
ELSEIFT{R(I+1)ORRITT+1IC0
RE(IZ+1)=NERUTTL =T
BIONEXT
B40COLOURL
BSOCLS:PRINTTAB(4,1) "HALL
OF FAME®'
8401%=1:REPEAT: COLOURIZFR
INT* 'TABI1)RE(IT1+CHRELT+CH
RE2TABIAIR(IN) 4 TX=1T+1:UNT
ILIX=BORRIIZIL0
870COLEURI
BROPRINT®"'"  Would you
like""" another gase?" 'TA
BITI®(Y/HYY;
BYOREFEAT
B00E§=6ETS
91 0UNT ILG$="Y"ORES="N"

§201F G$="Y"THENCLS:60TOI

&0
FI0MODES
F40END
§500EFPROCDOWN
GA0Y1T=Yi+1
370S0UND1 ,-15,0,1
SROPRINTTAB(IY, Y2I" "i1¥i=
¥1+2:PRINTTAB(XY, YXICHR$22E
F90COLOUR2
1000 PRINTTAB(BRYIYIN), VI
JCHR$Z23
{010 BPYLIYIXI=RNDI18)
1020FRINTTAB(BRPLIY1N) YI%)
10T0ENDPROC
1040DEFPROCkunel
105050UND1, -15,48,2: SOUND1
,0,0,1:50UNDL,-15,80,2: SOUN
01,0,0,1:FOR I1=0T0S:S0UNDY
,~15,94,2: S0UND1, 0,0, L:NEXT
104050UND1 15,100, 1: SOUND
1,-15,88,2:50UNDL ,~15,80,3:
SOUND1,-15,48,3
{07050UND T, -15, 40,52 SOUNDL
,0,0,1:50UND1,~15,76,3: SO0UN

D1,0,0,1: SOUNDY =15, 96,1150
UND1,-15,88,8

L0BOENDPROC
1090DEFPROCtune?
1100S0UND1,0,0, 3:SOUNDL -1
5,95,5¢SOUNDI , 0,0, 1: SOUND! ,
-15, 108, 1:S0UND1 ,=15,96,2:§
DUND1,-15,80, 1:50UND1 15,9
5, 1:500ND1,0,0,1

£110SOUND] ,~15, 80, 2: SOUND!
,0,0,1:SOUND1 , -15,80,2: SOUN
01,0,0, 11SOUND1 ,~15,88,1:50
UND1,-15,80,2: S0UNDL, ~15, 68
11 50UND1, 15,80, 1:SOUND! .0
0,1

{12050UND1 ,-15,68,5: SOUND!
0,0, 1:S0UND1,-15,B0, 5¢ SOUN
01,0,0,1:50UND1 ,~15,96,1:50
UND,=15,88,8

£ 130ENDPROC

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

Movermber 1984 ELECTRON USER 33




10 REM URBAN SPRANL

20 REM PATRICK HEIGHES

30 REM (C) ELECTRON USER

40 MODE 5

S0 VDU 23,1,050;0;0;

&0 VDU 19,2,2,0,0,0

70 ¥DU 23,240,255,255,255
. 209, 295, 255,255,255

B0 VDU 23,241,0,60,40,124
+24,28,116,70

90 ENVELOPE 1,3,-17,51
7.4,0,0,126,0,0,-128
26,128

100 MAN=24]

110 SCOREY=0

120 CITYY=0

130 FAILL=0

140 DIRY=2

150 VERT%L=20
tHORIX=10

160 X1=15
1Yi=13

170 PRINT TAB(XY,Yi);
CHRS (MAN)

180 PROCSTART

{90 FOR N=0 TO 20
200 PRINT TAB(14,31) ;SCOREL
210 PROCHAN
220 IF INKEY (-74)=-1
THEN PROCSHOOT
230 IF N NOD 520
THEN PROCGRO
1SCOREY=SCORET+2
240 1F FAILY=I
THEN BOTO 1290
250 NEXT N
260 6OTO 190
270 DEF PROCSTART
280 6COL 0,2
290 MOVE 1280,0
300 PLOT 85,0,94
310 PLOT 85,1280,54
320 MOVE 1280, 1024
330 PLOT 85,1152,94
340 PLOT 85,1152, 1024
350 NOVE 0,102
360 PLOT BS,1152,928
170 PLOT 85,0,928
380 NOVE 0,94
390 PLOT 85,120,928
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TAKE on the planners and
fight to save the graen
balt with this fast moving
and original game from
PATRICK HEIGHES.

Stop the planners building
on the green belt round the
aedge of the screen. The city
starts in the middle of the
screen and sprawls out-
wards.

You are the Lona Con-
servationist, running
around the screen blasting
each building as it gets too
near the beit.

Whenever you get one,
the builders go back to the
Town Hall in the centre and
start again, giving you a
breather. Then you're back
in action.

Tha controls are sim-
plicity itself:

Key Function

Z Left

X Right

: Up

/' Down

Return Fires blaster

¥Your score is based on the
length of time you keep the
buildings off the green balt.
Good luck!

400 PLOT 85,120,94
410 BCOL 0,3
420 PRINT TAB(8,31);"SCORE";
430 FOR N=1 TD 20
440 PRINT TAB(S#RND(8), 10+
RND(8));CHRS (240}
450 NEXT
460 ENDPROC
470 DEF PROCSRO
480 HORIY=HORIL-2+RND(3)
490 VERTI=VERTY-2+RND(3)
500 IF POINT(HORII#&4+32
o (31-VERTY) 12+ 41 =2
THEN FAILY=1
tPRINT TAB (HORZY,VERTY);
CHRS (2401
: ENDPROC
E10 IF HORIY(2
THEN HORIX=2
a20 IF HORZIXXT
THEN HORI%=17
230 IF VERTI(I
THEN VERTY=3
540 IF VERTZ)28
THEN VERTY=28

530 PRINT TAB(HORZY,VERTL);
CHR$ (240)

540 ENDPROC

570 PRINT TAB(HORIX,VERTY);
CHR$ (2401

580 DEF PROCHAN

390 IF INKEY (-38)=-1
THEN DIR:=]
t60TO &40

400 IF TMKEY (-47)=-1
THEN DIRR=2
tE0TD 700

&10 IF INKEY (-T3)=-|
THEM DIR%=3
:60TO 749

620 IF INKEY (-1051=-]
THEN DIRY=4
:GOTD 820

630 ENDPROC

G40 XA=X1-1

650 Vi=POINT (XXe58+32, (31-YY)
£12¢14)

&40 IF Vi=0 AND CITYY=(
THEM FRINT TRBIXX, YY) ;
CHRE (MAN] 3 TAB(XT+]




s

, Y11 ;CHRS (321
:ENDPROC
ELSE IF V%=0 AND CITYX=1
THEN PRINT TAB(XI,YL);
CHRS [MAND ; TABIXL+]
,YZ11CHRE (240)
(LITYE=0
:EMDPROC

&70 1F V=2
THEN XX=)Z+!
: ENDPROC

480 IF V=3 AND CITYI=!
THEN PRINT TAB(XYL,¥L);
CHRS (MAN);TRB(XY+]
JYL):CHRS (240}
: ENDPROC
ELSE IF VI=J AND CITYX=0
THEN PRINT TABUXX,YI);
CHRS (MAND:TAB(XX+1
111 ;CHRE (32)
tLITYE=L
:ENDPROC

530 ENDPROC

700 X1=xi+1

THEN PRINT TRE(XY,YLl:
CHRS (MAN) 3 TABIXL, YI+1};
CHR$ (32
:ENDPROC
ELSE IF Wi=0 AND CITYI=1
THEN PRINT TAB(XL VLi;
CHRS GMAND; TAB (XY, ¥E+103
CHRE (2401
sCITYY=0
+ENDFROC

790 IF Vi=2
THEN YI=YX+l
:ENDPROC

BOO IF Wis3 AND CITY¥%=1
THEN PRINT TAB(XT,YRI:
CHRES (MAN) ;TABIXE,¥i+1);
CHRS (240}
tENDFROC

ELSE IF Wi=3 AND CITY%={
THEN PRINT TABIEL,YR):

CHRE (MANI;TABIXT,YE+1);
CHR§ (32}
$CITYE=L
s ENDPROC

710 V=POINT(XT#b4+32, (31-¥1} B10 ENDPROL

#32+18)
720 1F V=0 AND CITYY=(
THEN FRINT TRBIOXK,Y%);
CHRS (MAN);TABLXZ-1
A CHRE (32)
:ENDPROC
ELSE IF Wi=0 AMD CITYZ=1
THEN PRINT TABLXN, Y3
CHRE (MAN)3TABIXR-I
JYT):CHRS (2400
1L1TYVI=0
:ENDPROC
1F Vis2
THEN 1%=Xi-1
t ENDPREC

740 IF V=3 AND CITVZ=1
THEN PRINT TAB(NI,YL);

CHRS (NAN) ; TAB(X%-1
JYZ1;CHRE (240}
: ENDPROC

ELSE IF VI=] AND CITYZ=0
THEN PRINT TAB(XL, YLD

CHRS CMAM)3TRBIXZ-1
JYI1:CHRS (32]
(CITYE=]
:ENDPROC

750 ENDPROC

T80 Yi=¥i-1

770 VI=POINT (XY#84+32, {31-¥1)
#32+18)

780 IF Wi=0 AND CITYX=0

130

BI0 YI=ti+l

B30 VI=POINT(1Zvad+32, (31-Y2)

¥321b)

B40 IF VI=0 AND CITY2=0
THEN PRINT TAB(XX,YX};
CHRS (MAN];TRBIXY,¥R-113
CHR$ (321
s ENDFROC

ELSE IF VI=0 RND CIT¥X=1
THEN PRINT TABOEX,TX)s

CHRE (MANIzTABIXX,Yi-1)3
CHRE (2401

sLITYEI=0

+ENDPROC

IF vi=2

THEN Yi=Yi-1

:ENDPROC

IF V=1 AND CITYI=1

THEN PRINT TABEXZ,YX);
CHRE (MAM):TRBLXX,Y3-1)3
CHRE (2400

tENDFROC

ELSE IF W1I=3 AND CI1TYE=D
THEN PRINT TAB(XE,Y%);
CHRE (MAN):TABIXY,Y%-1);
CHRS (32}

:CITYE=1

1 EMDFROC

870 ENDPROC

880 DEF PROCSHOOT

B90 SHOOTXY=IX#b4+32

850

L4

900 SHOOTYE={31-YI1 #3114

§10 Fi=SHOOTIX
161=5H00TYL

§20 MOVE FY,B%

910 ON DIRY 50TO 940 ,780
1020 (1080

940 SHOOTAY=SHOOTXI-&4

950 IF POINT(SHOOTXY,3HOOTYL)

IaEH PROCHit
+ENDFROC
940 IF POINT [SHOOTXX,SHOOTYX
=]
THEN PROCmiss
 ENOPROC
GOTO %40
SHOOTIX=SHOOTLL+&4
IF POTNT{SHOOTAY,SHOOTYX)
=3
THEN PROCHit
s ENDPROC
IF POINT{SHOOTLY, SHOOTYYL)

270
980
930

1000

=1
THEN PROCmiss
:ENDPROC

1010 BOTD 280

1020 SHOOTYI=SHOOTYY+32

1030 IF POINT (SHOOTXY,SHOOTYX]
=]
THEN PROChit
<ENDPROC

1040 IF POINT(SHODTIY,SHOOTYY)
=&
THEN PROCaiss
tENDPROC

1050 80TD 1020

E0&0 SHOOTYX=SHOOTYL-32

1670 If POINT(SHOOTYX,SHODTYX)
=3
THEN PROChit
:ENDPROC -

1080 IF POINTISHOOTIE,SHOOTYL)
21
THEN PROCmiss
:ENDPROC

1090 6OTD L1040

1100 DEF PROChit

Li10 DRAM SHOOTXE,SHOOTYR

1120 SOUMD {,1,157,5

1130 GCOL 0,9

1140 DRAW FX,6%

1150 BCOL 9,3

1140 PRINT TABC(ZHOOTXY-321 /84
,J1-((SHODTYZ-163/32} 3
CHR$ 32

1470 IF (SHDOTXX-32)/E4=HORIR

1280 ENDPROC

1300 MODE &

1360 PRINT

1380 BOTD 1370

AMD 31-((SHOOTYI-14)/32)
=JERTY
THEN HORIZ=10
:VERTI=15
+COLOUR 1
: PRINT TAE(HORIX,VERTIl;
CHRE (240!
tFOR WAITZ=1 70 25 |
sMEAT WAITY
:COLOUR 3
:PRINT TAB(HORIY,YERTY};
CHRS (240]
vou 7

1180 ENDPROC

[190 DEF PROCamiss

1200 DRAW SHOOTYY,SHODTYX

1210 S0UMD 1,1,157,5

1220 GroL 0,0

1230 DRAW FY,B5%

1240 GCOL 0,3

1250 COLOUR 2

1260 PRINT TABU{SHOOTAY-321/64
J31-{{SHOOTYY-1£0/321 )3
CHRF (240}

1270 COLOUR 3

12%0

1310 PRINT TAB(5,5);"BAD LUCK"

1320 PRINT

{330 PRINT SPC {8)"THE GREEN
BELT HAS BEEN®

L340 FRINT
: PRINT SPC (13)°BUILT
On®

1350 PRINT
sPRINT
tPRINT
:PRINT
tPRINT *

" SCOREX: "

¥0u SCORED
POINTS®

sPRINT SPC (5)"D0 YOU
KANT TD PLAY AGAIN Y/N
2.
1370 LET A$=GETH
tIF Ag="¥"
THEN RUN
ELSE IF Ag="N"
THEN END

This Nsting is includad in
this month’s cassette
tape offer. See order

form on Page 47.
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Everything
on this page
is5% less
than our

normal price

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

We will alzo send you
FREE membership of
NMC's Computer Club -
enabling vou to enjoy
genercus discounts on all
vour future purchases!

Benefits for Club members
include a big saving of
106 on software and 5%
on hardware purchases
over £25,

—

Personal shoppers are
welcome at our retail stores:

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

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

PRINTERS

Mow you can add a printer to your Electran,

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

Brother HRS(30cps) ... £170.95
Epson RXB0(100cps) .......cooooveoenee..... £272.00
Epson REBOFT (incl. friction feed) ... £315.00

For superb correspondence-quality printing vou
need a daisywheel printer. Qur choice is one of
our best-sellers, the Silver Reed EX43. It can also
be used as a superior standalone eleetronic
WPEWTIET ..\ e £394.25

(Without Electron interface: £286.90)

-

MONITORS

You can happily operate your Electron with vour
domestic TV set. But more and more users are
finding that for a really crisp picture you need a
special monitor. We offer a monochrome and
three colour monitors:

Zenith 12" (greenscreen) ........................ £81,00
Microvitec (14" colour = lowres) ._........... £217.41
Microvitec (14" colour = med res) ............ £326.66
Microvitee (14" eolour — hi res) ... E480.70

For the best of both worlds there is the 14"

Mordmende, which can double as a monitor and

normal TV, at a very attractive price ......... £238.00
{(with remote control £251.00)
3 L

DATARECORDER

From awide selection of cassette
recorders we recommend 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

A FREE dust cover
with every Electron

We have ample stocks of Electrons and can promise

mainland delivery within 24 hours of receiving vour order.
With it comes an introductory cassette of 15 programs, a
very comprehensive User Guide, an easy-to-understand

DIY book on programming AND a free dust cover

with the compliments of
.. £189.00

National Micro Centres |
Electron Dust Cover|fsupplied separately

£2.80

/ JOYSTICKS

Use a joystick to play arcade games and
watch your score increase dramatically!
For serious games a joystick really is a
must — and we have two we specially
recommend. Both provide twin fire
buttons.

Sureshot (sell-centeringaction) .. £15.67
Clares (non self-centering) .. pair £19.50

These will take Kempston & Sureshot joysticks.

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

Since it was launched at the Electron 8 BBC
Micro User Show the switched joystick interface
from First Byte has been one of our top sellers.
This plug-in cartridge takes standard Atari-style
jousticks which are much more popular

and cheaper-than

analogue joysticks. ......... £23.70
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MAIL ORDER DIVISION
22 061-429 8080

Answen ng service outside normal office hours
Or use the order form below

Our Top Ten
Best Sellers

Centres

AT LAST! Plus 1

is the Electron

add-on we’ve all

been waiting for!

ELECTRON PLUS 1is Acom's answertoa
growing demand from Electron users to be able
to extend their micro's capabilities. With it you

can add a printer and use your Electron for wor |

processing 2 and financial calculations. Its joystick
input is designed to take two fully-proporti oned
jovsticks - giving an entirely new dimension to
games playing. -’-‘in\_. it two unique cartridge slots
enable vou to plug in games, educatior nal and
busis w-.n Programs — an-:‘ that means no more
waiting for programs to load. Many ot her
snufacturers are now planning cartridges that
wil | ise Plus 1 to expand the Electron in many
more exciting ways and considerably increase its

Birds of Prey {Romik)

A fast moving invaders type
game where the aliens in space
take the form of birds. Great

value formoney. ............ £6.99

Pharoah's Tomb (A & F)
Seek the golden mask in this
graphic adventure, solve
anagrams and number puzzles
— but avoid the monsters.

£7.15

Killer Gorilla (Micropower)
Fast becoming a cult game.
Dodge tumbling barrels and
blazing fireballs. Gripping
mmulti-level action. ..... 95

Twin Kingdom Valley
{Bug-Byte)

A sophisticated adventure
game with all 175 locations
drawn in full-screen hi-res

Chess {Acornsoft)

One of the best computer
versions of the game, easy to
use, with more options than its
competitons. ..o £8.28

Mini Office

(Micro User/Electron User)
All-in-one word processor,
database, spreadshest and
graphics package at an
incredibly low price ....... £5.95

Micro Olvmpics

{Micro User/Electron User)
Fit yourself against the worlds
greatest athletes. ........... £5.95

Starship Command
(Acomsoft)

Guide vour craft through deep
space and avoid an enemy

bent on your destruction. Very

power and versatility graphics viriresesan iz DD
AUV, - crunsisinsereeresss £8.28

ELECTRON PLUS 1 is a must for every user

who wants to really make the most of his micro

Incredible £5 6 90
value at ™

Cylon Attack (A & F)
“Outstanding . . . quite simply
excellent . . the graphics leave
most other games standing”, -

Electron User ......... £7.15

Chuchkie Egg (A & F)

A progressive game requiring
extremnily high skill levels. The
nightmare hasbegun! ... £7.90

Post to:

NATIONAL MICRO CENTRES,
36 5t. Petersgate,

Stockport SK1 1HL

% Trom ORDER FORM
CARTRIDGES

With Plus 1 vou can use
software carridges on your
Electron for the first time.

Please supply the followin Total
IJ-"' L= | -] t| IL\: 1 I
ltern SR / 2 Cry

MNow available:
Snapper
Hopper
Starship Command

anly £14.95

DELIVERY CHARGES
Hardware: £7 per item

Software: FREE

i)
[=]
=
Lo
=]
1
=}
@
L

Please indicate method of payment: Name

D Cheque payable to Address .. ... e
MNational Micre Centres PR

D Access/Barclaycard No. i
611 -] o] ) - S R i

r Staned .......cinciiiciniiassiann g
O o
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SCRAPBOOK is the feature that contains a selection of
all tha short, simple programs sent in by our readers.
It's where wae keep a racord — a scrapbook would you
baliave — of all the interesting little routines that don’t
end up in the Notebook or in Program Probe butare too

good for us not to share. )
The emphasis this month is very much on graphics
programs but next month, who knows? It's up to you

and the programs you send in.

MA N DA‘.LA’ The old Notebook

pProgram improved

10 REM NANDALA
20 REM BY NIGEL PETERS
30 REM MODS BY JOWN LEWIS
40 NODE 1
50 6COL 0,RND(3)
40 VOU 19,3,4,0,0,0,
70 VDU 23,1,050050; i
80 MOVE 500,500 1
90 s=AND(100):PRINT "Step ;5
100 FOR x=0 T0 500 STEP §
110 DRAR 500, 1000-y
120 DRAW 500-x, 500
130 DRAN 500,x
140 DRAN 500+x,500
150 NEXT
160 TINE=0:REPEAT UNTIL TIME=?
170 6070 49 eaiy

Round the screen
with Andrew Jackson

10 REM CURVED SHAPES
{} 50 REN BY ANDREW JACKSON
: 10 KODE 2
40 vIu 71.1,0:0: 0404
Or =0 GLOL 0.RNDIT)

( } - 311‘E=RHEIL1EIG}:E=HHDL'.
@ '.-:-E]:II=EIIE:EI=HH'I!-G?EIEJ 3

70 NOVE B+, DiNOVE B4C.0

g6 FOR =0 70 1200 ETEF

100

90 PLOT g%, (05 (1) #S12E+E

L, SINUACHD

100 NEXT
|.1|:| EDTU 5': Semd your programs to
Scrapbook, Eleéctron
User, 68 Chester Road,
Hazel Grove, Stockport

SK7 5NY.
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{0REM Fortune Teller Fro
gras

J0REN By Helen Jones

J0MOLE 1

4WRMTTHH3JIWUMUM
TELLER PROGRAM®

SOPRIMT TAB(2,5)"THIS PR
ORRAM TELLS YOUR® " "FORTUME,
OR SOMEONE ELSES FORTUME.”

BOPRINT*SIMPLY TYPE N8
OMEONES NAME.AND I WILL® T
ELL YOU ABOUT THEM® **TYPE §
PACE BAR,IF YOU WANT T0 TYP
E IN & NEW MAME."

T0G=BET

g0CLS

F0COLOUR 2

100COLOUR 127

110CLS

ENTER YOUR NANE.®
130TNPUT RS

0 KNOW YOU,"jAs; " 1 HOPE
1506=6ET

160COLOUR 3
170CLS

PERSON NHOM YOU®""WANT HE

{90IMPUT B%
200CL3

L,You*

120PRINT TAB(2,10) "PLERSE

140PRINT TAB(2,12)*6LAD T

THAT WE GET ALONG TOBETHER.

{BOPRINT TAB(0,2)"NOK "iA
§:* TYPE IN THE NAME OF THE

10 PRAISE OR CRITISISE.....

2101F BS=A$ THEN PRINT TR
B1(0,41°50,YOUR ASKING ABOUT
YOURSELF ,ARE YOU? *'* WEL

2701F Bé=A$ THEN BOTO 240
TI0PRINT TABLO,4)"HELL,"s

B
240C=AND L&)
7501F C=1 AND BS=A$ THEN
PRINT TAB(0,B8) “ARE EXCEEDIN
GLY BEAUTIFUL.®:SOUNDL,-15,
100,10
2501F C=1 AND BECA$ THEN
PRINT TAB(0,8)*15 EXCEEDIN
GLY BEAUTTFUL.*:SOUNDI,-13,
100,10
2701F C=2 AND B§=A$ THEN
PRINT TRB(0,8)"ARE OF ROYAL
BLOOD"SOUND 1,-15,80,10
2801F C=2 ANDBSC)AS THEN
PRINT TABI(0,61"1§ OF ROYAL
BLO0D": SOUND 1,-15,80,10
2901F C=3 ANDBS=A$ THEN P
RINT TAB(0,8)"ARE UGLIER TH

Your character: described by
|2 year old Helen Jones

AN AN UBLY MONSTER, *:SOUNDL
,-159,48,10
J00TF C=3 ANDBSCIAS THEN
PRINT TAB{0,61°15 UBLIER TH
AN AN UBLY MONSTER™: SOUND
1,-15,48,10
TI0LF C=4 ANDB$=AS THEN P
RINT TRBL0,B1" HAVE BOT DRA
SONS CLAWS":SOUND 1,-15.32,
L
1701F C=4 ANDBS(}A$ THEM
PRINT TABLO,61* HAS GOT DORA
GONS CLANS":SOUND 1,-15,32,
10
1I01F C=5 ANDBS=A§ THEN P
RINT TAB(0,8) “HAVE GOT NICE
LEGS, SHAME ABOUT THE FACE.
*;SOUND 1,-15,72,10

| INE PATTERNS

The random doodlings

TAOIF C=5 ANDBSC)AS THEN
PRINT TAB(0,4)*HAS BOT NICE
LEGS, SHANE ABOUT THE FACE.
*sSOUND 1,-15,72,10

1501F [=b ANDBS=AS THEN P
RINT TAB(0,8)"ARE NICE INSI
DE-SD WE'LL FORBET THE LOOK
§*3SOUND 1,-15,68, 10

3401F Csb ANDBSCIAS THEN
BRINT TAB(0,4)*1S NICE INSI
0E-S0 WE'LL FORGET THE LOOK
§*1SOUND 1,-15,48,10

3701F GET$()* "THEN PRINT

TAB(0,8)* 1 TOLD YOU TO PR
£S5 SPACE BAR!*:6=GET:CLE:E
070 180

3B0CLS

3905070 180

10 REM FEERRREREREREREE
HEEREE

20 REM ##&d LINE PATTERN
S kERE

30 REM &% M. &, CHAMBERLA
IN ###

40 REM FERFRERREREREAEE
FEEEEE

50 MOCE 2

&0 VDU 23,1,05050:0: COL
OUR 2:PRINT TAB (&, 1305 "PATT
ERNS®

70 COLOUR 1:PRINT '“"PRE
8§ ‘5" T0 START® ' *"THE PATT
ERN"

B0 A§=GET#

90 IF A$="5"THEN 100 ELS
E 50

100 CLS

110 MOVE AND {15001 ,RND(1T7
5000 1 6COL RND, (14) :DRAM RND
(17501 RO 1173000
120 BOTO 110
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KEYBOARD is a game
aimed at teaching you the
position of the keys on the
keyboard.

Since the program gives
you a score related to the time
you took to find the key, you'll
soon find yourself covering the
keys at breakneck speed in
order to improve your own
high score.

Features of this program
include a Top Ten scores

KEYBOAR

KEN SMITH has

turned learning key

positions into a
challenging game

routine, a procedure for swap-
ping in any scores achieving
Top Ten status and an
enlarged letter display for a
quick visual check.

So if your eyes are having
trouble locking for those keys,
try Keyboard and watch the
score soar as your knowledge
of the keyboard increases.

VARIABLES

hs%%in) High score markers.

H$ High scorer strings.

score Game score.

P High score check marker. O-false. 1=true,

a Check to avoid letter being given twice in
successive questions,

A Random character wvariable. Determines
which letter will appear on the screen.

key Player's rasponse.

fill text window Bx8

k Time bonus to be added to score.
A% MNew high scorer's name.
PROCEDURES
aH Enlarges letters to
characters large.
swop

new high scorer in
positions and scores,

Checks for position of new high score and

the Top Ten. Swaps

10REM KEYBOARD by KEN M
ITH
20REM (CIELECTROM LSER
JOMODEA
40DIN hsX(10), H$(10)
JOFOR T=1 TO 10:READ hsi
(T)HE(T):NEXT
400NERROREOTOTN
T0score=0:P=01as0
BOVDU23,L,0:050;0;
R0VDU23, 48,60,102,102,10
2,102,102,60,0
loovou2e,0,31,39,0:19,0,4
$0419,1,3;05:CL8
LIOPRINTTAB(10,3) "evssnns
FERFRELR"
120FRINTTAB(10,5)" KEYBOA
RD GAME *
I30PRINTTAB(L0,7) *#eests
HHEEEER"
I40FRINT""" This game is
to test your knowledge® "
of the computer keyboard.
"% You will be asked to
find 25 keys.""'" The comp
uter will time you.""'" Th
e faster you find the keys
the more®* " points you wi
11 score.®
ISOPRINT'" Try and get v
gur name in the Top Ten."
160PRINT" """ Press any k
ey to continue,":B$=GETH:CL
§

ITOPRINTTAB(10,1) "sesenes
#EREHEE" L PRINTTAB(1O,2) *TOP
TEN SCORES":PRINTTAB(10,3)
TRERREEERREREEE

1BOPRINT "

IF0FORX=1TOL0: PRINTTAE(4)
tXaTRBUB) shsX (X s TABII3) "by
“yHE(X)tPRINT:MEXT

Z00PRINT""*" Press any k
ey to start the game.”

210B$=6ETH:CLS

220FORB=1 TO 23

230TINE=0

Z40R=RND124) +44

2301F A=a THEN 240 ELSE a
=A

250PROCAH

270vou28,0,31,39,12

2BOCOLOURL32: COLOURS

290PRINTTABLIL, 4)"

JOOPRINTTAB(13,1)"FIND TH
IS KEY."

J10keysBET

J200F keysh THEN FRINTTAB
(1&,4) "CORRECT ! "+ SOUND1, =15
,200,5:60TO340

J30IF key{A THEN PRINTTA
BU12,4) "NRONE' TRY ABAIN,®:
SOUND1,-15,50,10:delay=INKE
Y (1001 :BOTO290

J4OPRINTTAE(B.7)"Time tak
en = ";TIME/LOO; TRE(19); "se
conds.*

J50k=1NT 130/ (TINE/100))
Jb0score=scoretk
JTOPRIMTTAE(14,10) "SCORE
= "iscore
JBOPRINTTAE(1, I3} "HIGH SC
ORE = "3hsX{l)3" by "sH$(1)
J90A=32: PROCOH
AOONEXT B:CLS
410vDU28,0,31,39,12:CLS
420PRINTTAB(10,10) "FINAL
SCORE = "yscore:PRINTTABIL,
13)"HIGH SCORE = "zhsiil):®
by "jHE(1)
4301F scoredhsd(10) THEN
P=1:ELSEATD
440IF P=1 THEM INPUTTAB(3
161" Type in your nase then
press RETURM."'°SPC(S),A$
4501F LEN A$>18 THEN SOUN
D1,=15,000,10:PRINTTAB (0,18
JSPCI39) :GOTO44D
450PROCswop: PRINTTABI(L,13
VSPCL39)
ATOPRINTTABI(L,13) "HIGH 5C
ORE = "shsX(1);" by "jH$I1)
4BOPRINTTAB (3, 16)5PC136) 2
PRINTTAB(0,1B1SPCLI%)
4S0PRINTTAB(I, 16)"To star
t a new game press any key,
*1C§=BETHrscore=0: A=32:PROC
EH:E0TOLOO0
J00DEFPROCEH
jiovouze,15,11,25,3
S20FOR AI=0 TD 2 STEP 2:P

1=LD00: [OPT AX:.S:CLC:ROLEY
0:BCC SP:LDA#255: JSREFFEE:]
WP C:.5P:LDA#32: JSREFFEE:.C
tLDAL70:BEQ F:JMP 5:,F1RTS:
TINEXT A1
530VDU23,255,0, k1B, E7E,47
E,FF ,&7E,LTE, k1B
S40VDU19,0,430;19,1,3;0;
S50T=LCO00+ (B (A-321)
S&OFOR B=T TO T+7T:7470=78
tCALLADOO:PRINT:HEXT
STOENDPROC
S80DEFPROCEwop
S90FOR P=10 TO 2 STEP -1
b00IFscoreXhsl(P-1) THENRS
1(P)=hgliP-1)tHE (P)=H§(P-1)
ELSEhsX(Pl=scare:HE (P1=A%:E
MDFROC
E10NEXT
620 halil)=scoretHs(1) =A%
EI0ENDPROC
B40DATAI00, 1. M, QUICK
&50DATAZTS, U, BEATHE
b40DATAZS0, A, LOSER
6T0DATA223,IVOR MOTHERGD
GBODATAZ00,ANN CUFFS
L90DATALTS, T.V.SET
TOODATALSO,J0E KING
T10DATAL2S, R, U, READY
T20DATAI00,WILL E.NIN
TI0DATATS,I. M. LAST
Thizs hiting is included in
this month's cazsetie

tape offer. See order
form on Page d7,
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Clamber up the pipes,
dodging the cascading
ball bearings to despatch
the Weevils and Super- [
weevils using your spray |
, can. Features oxygen b 1
cylinders, bonus letters; . 2
belt lever and panic " P
NEW PRICE! B.B.C. and i 5=
Electron cassette: £6.95. l




ADDISON INDUSTRIAL ESTATE, BLAYDON-ON-TYNE,
TYNE & WEAR. TEL: (091) 314 4B611.

ALL TITLES ﬂﬂ‘%ﬁpﬁ TYNESOFT

SUPERFILE 64
A REALLY USER FRIENDLY DATABASE
FOR THE B4,

emsacass E17.98. o £19.95

FIREMAN FRED ALF WIEDERSEHEN
HELF MREMAN FRED RESCUE CATS, DDGCS & HELP O BUILD A WALL, DRINK IS BEER,
PEOPLE FROM 10 DIFFERENT LOCATIONS. THEM FIND HIS WAY HOME.

= £5.95% see E5.O5 cves E6.95

A must for every parent
and teacher, the Micro User @n@ i s gt L

; = = riendly art utility
Educational Special will help for the 88C & and Electron
turn your BBC Micro into a

learning centre. ART
Its 15 original programs I DESIGNE
have been specially chosen to R
combine educational validity B ~ -
with sheer good fun. Create, save and load your own i
: characters and pictures with this versatile
Tested in the classroom, program.
and ranqlng n S:CDDE frcum Circles, ellipses, shades, stripes and text
pre-reading to sixth form | easily produced.

maths, each program is fully
- . . . Cassette £7.95
!IStEd and explained in G‘!E‘EEH - 5. 25" Disk £9.75
in the clear style for which , 3" Disk £12.75
Micro User is renowned. Can | - _ _
< vailable from good stockists or order direct
you or your children afford to - from:
miss this vital educational

plCa, Pro-Supply Ltd. 4 Beech Court,
resource? Pocklington, York Y04 2NE.
Tel: 07592-3723
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B0

Genuinely
practical

Practical Pragrams for the
Electron by Owen and
Audrey Bishop (Granada).

| HAVE seen books of
practical programs before,
and they often prove a
laborious means of perfor-
ming the trivial.

This book, | am pleased 1o
report, is of a considerably
higher calibre, and theiistings
could be genuinely useful.

There are 14 listings, which,

works out at a very modest
42%p per program, and most
Eiectron users will find planty
to interast them here

The range of subjects is as
wide as the Electron’'s cap-
abilities, and include graphics,
spund and spreadsheet pro-
grams.

As usual with Granada,
their listings are computer
dumped, so that thare is little
likelihood of an error creeping
in

There i5 also a section on
errors which might appear
when tired fingers hit the
wrong keys, and this shows a
helpful and well thought-out
attitucle to the users of the
book

| found no errors in the
listings, although | do confess
to a few creeping in wvia my
typing.

Each program is clearly
annotated with helpful explan-
ations of the routines used,
and there are copious notes on
alterations which might be
tried. An interesting note is
that the programs will be
compatible with discs when
we all upgrade.

Info File on its own would
ba worth the cost of this book,
being a very adaptable datafile
program. Certain other ones

appear less useful, such as the
one to plan a room such as a
kitehen.

Supersound tames the
Sound and Envelope com-

mands of the Electron, and
allaws sounds and sound
effects to be designed,
adapted and played around
with.

Cashflow was fascinating,
producing a spreadsheet of
one’s finances — again this will
be of use to many

Owerall it is a book which
contains 14 useful listings, but
more than that it will allow the
user to gain familiarity with the
micro so that ong's own
programming more closely
resembles the well-structured
approach of the Bishops.

Phil Tayler

Top of
the list

Creative Assembler by
Johnathan Griffiths (Pen-
guinl.

TWO thirds of this book is
devoted to discussing the
technigues involved in

wrriting large assembly lan-
guage programs with many
routines listed, and one
third is devoted to the
novice programmer.

When | tell you that the
author- Johnathan Griffiths
wrote Acornsoft's JCB Digger
and Snapper you will get an
idea of the standard of
programming the author is
attempting to teach

The middle section contains
gxplanations of macros, condi-
tional assembly and how o
create macroe source files.
Several axamples are listed

Seation three is specifically
aimed at programmers who
are writing arcade games in
assambly language. A number
of routines are listed which

CREATIVE ASSEMELER
How To Write Arcade Games

for the BBC Microcompater Model B
and Acoen Ebectron

can be incorporated into your
own programs.

Vary little explanation is
given and the reader is left to
puzzle out how they work.

This saction is just what the
advanced programmer naeds,
and is the only book | have
sopm with an explanation of
how 1o poke the screen
directly to mowve characters
around.

An example game is listed
at the and which is a mixture of
Basic and assemblar.

Although one third of the

Apr May Jun Jul Aug Sep Ot Hov Dec  Jan

1 2 3 & ] [ 7 ] 3 10
£ JMCOME 350 S50 550 350 3530 330 E=0 =m0 550
B =DUSE 1%0 100 100 100 100 100 155 100 100 100
C CAaR 63 [ 6% 120 120 120 120 10 120 120
D FOOD (81 182 183 184 183 186 187 1BA& 189 10
E FUEL is 15 13 15 15 13 3 3 3 30
F HOLIDAY 107 131 134 170 o 18 24 3 52 T2
G SAVINGS 367 458 530 539 345 =49 404 493 491 333
H CLOTHES T3 g2 106 108 109 110 9 b | 94 107

Feb Mar RApr May

11 42 13 1
00 600 600 BOO
100 100 130 100
120 120 120 10
191 192 193 1%
30 30 13 15
92 112 13T 148
s65 590 379 613
113 118 116 133

Househaold cashffow from Practical Programs for the Electron

book is an introduction to
assembly language and the
assembler, | would not really
racommend it for the baginner
as the jump to the second and
third sactions 15 too graat.

There are other books
available that are more suit-
able.

This is an absolute godsend
for anyone struggling to writa
arcade gamas in machine
code. Johnathan Griffiths’ dis-
cussion of macros and pro-
gram structure, and his routing
for poking the screen are
fantastic, making this an
absolute must.

Put it at the top of your
shopping list immediately.

Roland Waddilove

ABC of
assembly

Beyond Basic by Richard
Ereeman (BBC NECI.

BEYOND Basic is written
for anyone who has a good
grasp of Basic and who
wants to learn how to
program in assembly lan-
guage.

The chapters include addi-
tion and subtraction, jumps,
addressing modes, multipli-
cation and division, and
operating system calls.

The reader is taken from his
first assembly language pro-
gram — simply leading the
accumulator with a number —
to sorting a Basic string array.
Each =tep along the way is
axplained wvery simply and
clearly.

There are many exercisas at
gach stage 1o test the reader's

—»

: g
. Beyonq Basm
ls
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From Page 43

understanding of the impor-
tant principals involved.

There are several books
around now which aim to
teach assembly language pro-
gramming, but in my opinion
this is by far the best text for
beginnars.

There is a8 cassette available
which has all the programs in
the book on it, If you're the lazy
lype, you can lopad each
program from tape instead of
tapping it in at the keyboard,

This is an excellent manual,
which | strongly recommend.

Roland Waddilove

Room
to doodle

Discover Your Electron by
Philio Williams (Century
Publishing).

YES, the price really is just
£2.95, and it contains 120
pages of information about
how to program the Elec-
tron.

One slight drawback to this

seemingly lovely state of
affairs is that each page
measures over 12cm in width,
yal the text only covers some
Tem.

Some of the enormous
margin space is occasionally

filled with diagrams, but
maostly it simply contains huge
titles which emphasise the
space even more

So perhaps Mr Williams
could have condensed the
book into about 70 pages of

normally spaced script, but |
don't suppose it would have
seemed such good value . ..

Still, back to the book,
which is subtitled ‘How to
write your own programs’,

The reader willing to try out
the ideas as they are broached
in the course of the book will
doubtless gain much which
will help towards writing
programs for the Electron.

It really covers less ground
than the excellant Users'
Manual, but perhaps Mr
Williams scores by making the
steps through the book small
and simple enough for the
average reader to follow quite
happily.

| wasn't too sure why the
author explains GOTO and
GOSUE atsome length before
he introduces the idea of a
PROCedure.

As | said earlier, there is
nothing at all in this book
which is not dealt with in the
manual. But it is user-friendly
— to use the jargon — and for
£2.95 it will give many people
a little more encouragement
as they move from playing
with their Electron lor is it tha
Electron playing with you?) 1o
making it do as it is told.

A useful stocking filler
perhaps, and planty of room to
doodle in the margins!

Phil Taylar

Discover Your
Efectran legves
ample margins
for notes

***NEW*** SADIM CASTLE It i
Sadim Castle do not raturn!

8Bl .

LEAVE REALITY BEHIND YOUWITH. .,

MP ADVENTURE GAMES

Anewrange ol REAL-TIME ADVENTURES we believe the most advanced
available for the BBC & Electron: intelligent characters that will move around
independently, multiple command statements, advanced text compression
methods allow even more detail.

5 said thal those who enter the haunted estate of
Long ago tragedy struck here and since then many
people have died in mysterious circumstances. Can you uncover the secret and
break a terrible cursal!

***NEW"** VALLEY OF THE KINGS Far dway across the desert lie the lost

pyramids of Kaculud, rumoured to contain fabulous treasure and a legendry
golden mask. The pyramids may now have been discovered although strange
happenings have caused the archaeclogists to abandon their camp. Your task is o
find the goldan mask.

Further titles coming shortly: CROWN OF MARDAN, THE FALLEN EAGLE,
Our griginal and popular text adventures are also available: FIRIENWOOD,
WOODLAND TERROR, BLUE DRAGON, SURVIVOR. Please send far full details,

Test Adventure Prices: £7.50 (Cass) £10.50 (Discl incluging VAT & postage wilh UK. S1ate which maching whan
ardeting. Dealer enquivies welcome

MP SOFTWARE LTD.
165 Spital Road, Bromborough, Merseyside L62 2AE.
Tel: 051-334 3472
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Electron Joysticks
R 4 -

Fully analogue, ACORN
compatible, sprung retum fo
centre joysticks to work with your
Plus 1 interface or other analogue
interfaces. Already in use by fens
of thousands of BBC owners, these
British made foysticks are fully
guaranteed and backed by our
vears of expenence in the video
games industry.

A Delta 3b“twin"=A pair of analogue
joysticks wired toa single plug. One joystick
has red fire butfons the other green. £19.95

A Delta 3b “single"—A single joystick butwith
the fire buttons of two joysticks. £12.00

Coming soon: Conversion soffwane utilities that will
make non standard gomes work on these sio ndard

joysticks.
Delta 3b joysticks should be available where you

bought your Plus 1 orother analogue inferface. If not
they can be ordered direct from our factory.

Prices include VAT and P&P Voltmace Limited
Park Drive
Baldock
Melimacedeliiasb————Hes
SG7 SEE

E - Telephone [0462) 894410

Ehiwa tithes are availabie from branches of Boots, Menries, W.H. Emith, booksiopt,

COmpUer I0ps arud departmerd ptodes. In care of difffcudity, please write to
SHIVA PURLIZHING LTD, FREEPCET, &4 Weish Row. Nanrwich, Chechire CWS SBR.

Telephone orders welcome: 0170 SFATTT [ 24 hw'T dayi] Telex: 267158 [GASEQF)

E-----------

ORDER FOR.
Price |enciose a cheque for E...
made payable to Shiva Pu

Title
Easy Programming for the

bilsiig Lid.

—— Electron E5. 9% prlminrhykcrnmrjy{m

—_ Electron Assembiy Language E7.95 American Express; I
EIGrATUFE ..oocoimmimmrrmnrrss s sisn siannian Card WO: waomaressresissaanmerner s
Pleate send full catalogue of compurter BOOkE and toftware I
Name ¥ . rana

Address

. Eum
-----------J

ANSWER BACK
SEMOR AND SUMOR

QUZ/ES

GENERAL KNOWLEDGE
THE ULTIMATE CHALLENGE

BBC (32K)*ELECTRON

Junices (Ages & fo 1)

-galeat fhe mythical
drogon ond save e
prncess ol KOSMOS
Costa. . . Invoderns. . .
you will leam vast amounts of iascindating facts
R BACK quirres provide on
succassiul challengeds o

comes complete with 15 encmmous quizies providing a total of 750
opficnol answers, But thal s only the sio, you con also creahe
number of quizzes of your own design

SEATURES IVCLUDE

[ Multiple cholce ongwers [ True of Folsa? O Find tha missing leters
O =Pass” taclity O Immediole comechion of armaes O Timer option
[ Padomance summarny O Re-run of gueshions possed of incomacihy
answeded 0 Full focilifies for crealing and saving on unlimiled numbes of new
X quizaes
Avaliable from your compuber store of by mail order Price £40.95
. it
educotional titlas Inc
i Mistrgss”

>
s (P _/ y' "
Close, Harington, DUNSTABLE, Bads. LUS SLX

Flecse supply ihe ra'lu-m;:? progroms lor the BBC, ELECTRON computed
ANSWER BACK Junlor Quiz ®£10.95 O
ANEWER BACK Senlor @iz @ S40.95 [m]
MM /MBS, . ..o m e ki e A
Acicress . . . . ..

ECANOS SOFTWAR] UIMITED
Pragamy Sl Fotnghon
DUSSTABLE. B LU LK

Tl [0A284) 1042
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l
Be one of the first
to get each issue

A subscription will ensure you
get your own personal copy
HOT OFF THE PRESSES
month after month for the

next year.

Every owner of an Electron— and
everyone thinking of buying one — needs to
get Electron User every month. It's the
brightest, most authoritative yet completely
independent guide 10 @ 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.

Keep your collection
2 of Electron User

7“4 complete with these
handsome binders

......

Bound in attractive red pvc with
the Electron User logo in gold
blocking on the spine, this

binder will hold 12 magazines

firmly secured in
place by metal rods. £3.99

A8
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Cassette worth
£3.75 if you

F R,.E-g subscribe NOW!

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!

———

Cassette tapes of
Electron User
programs

Save typingin programs
from Electron User

by sending for these
program-packed tapes.

h

_, usen i."""‘-‘.“e": y
ASTLES | e
[I::IF Bﬂljm !’t

FUL Y R

'

- ---
You can also take out a =--L'"-I

subscription for the 12| gmes
monthly tapes for £40, | s =", | B the

LR e
i _'.l'l'r Var 3 N.,‘;r |

w

A

ORDER FORM

Al prices include postage, packing and VAT,
and are valid to November 30.
Please enter number required in box £ p

Electron User
annual subscription eRe £13 (R €16

Salected frae cassette

UKE1Z

Owerseas |Surface) £20
Owerseas [Alrmaill £40

_Imanth) I

Commancs with issus TOTAL
Electron User
introductory ISSU€S ¢, e seiots [ ]
E2.00UK
f2.25 Overseas (Surfacel TOTAL
Electron User P ATy -
bﬂ-‘:k fssuﬂs -?:;-ri- I
; Vay
E1.25 UK Wi
£1.50 Overseas (Surface) July
ALigst
Sept I
Oct
Alrmall prices on applcation TGTAL T e £ ‘
26 introductory programs l
Electron U.'Iﬂr Lunar Lander Fabruary
Chicken  March
:ﬂpﬂs Spacehike April - l
£3.75 Rally Driver May
(UK & Overskas) Monoy Maze Juna I
Golf Juily
Castles of Sand  Susguest
Haunted House Sapi I
Broakfres et
Star Fighter Mow
TOTAL _ — l
Cassette tape I
annual subscription ==
F40 (UK & Oversaas) '
Commanca with tape (state monthl TOTAL
Dust Cover ‘
B =]
(UK & Oversess) TOTAL l
Binder = l
E3.85 UK
E£5.00 Overseas TOTAL S I
Payment: please indicate method (/] TOTAL
——
Access/Mastercharge/Eurocard I
Barclaycard/Visa
American Exprass '
CardNo. l
Expiry Date ——
E Chegue/P0 made payable to Database Publications Lid I
Mame I
Addrass I
Signed I
Sand to: Electron User, FREEPOST, Europa Houss,
I 68 Chester Road, Hazel Grove, Stockport SK7 5NY, I
{No stamp needed if posted in UK) Pesssatows 28 deys far delivery I
l You can also order by phone
J:__::.- Telaphona: I
061-480 0171 ]
2 howrs
——— : : : I
o Don't forger (0 quate your credit card mumer

and give your full address

e
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10 REN TRIANGLES

J0 MODE 2

50 REPEAT
50 BCOL 0,RND(16)

(1000

O
O

l

110 UNTIL FALSE

48 ELECTRON USER November 1984

20 REN BARRY PRETSELL

40 VDU 23,1,0;0;0;0;

70 DRAN RND(1280) ,RND{12

O s
B0 PLOT 85,RND(1260) ,RND
%0 SOUND 1,-15, AND(200),

100 IF INKEY(-59) THEN RE
PEAT UNTIL INKEY(-74)

THIs month's Program
comeas from Barry Pretsall
of Glasgowy, It usas the

PLOT 85 CoOmmand to
Produce rang i

on the SCree

Sound each time,

Line Nos,
" 10,20

The usua| REMs g name the Rrogram
and whg Wrote |,

and Switches 30,40 These selacy the 16 colgyr Moda

o7 tursor e o (Mode 29 and switch off the ffashing 2
Curser,

Selects 50,110 Theg,e form an endless REPEAT .

randam — UNTL loop.

colour o Draws 3 haséfl'ﬁe_TrJ_mr}_r'rﬁﬁi]_JE__ T

o 80 Plots the triangle, RND being used q

pick the thirg point.
Just makesg a

90




Just what you've

been waiting for!

Contains
32 page
booklet
giving clear,
easy-to-follow
instructions on
all 4 programs

Word Processor: |deal for
wriling letters and reports.
There is a constant display of
both time and word count,
plus a words-per-minute
display to encourage the
buddling typist! A unigue
feature is the double-size text
option in both edit and
printer mode - perfect for
young children and people
with poor vision.

* Spreadsheet ¥ Database

Now they’re all together
-in ONE simple package

Spreadsheel: Enables you to
use your micro for home
accounts or pocket monay
records. It creates a display
of numbers in rows and
columns. Continuous
updating is possible, and a
changed figure can be
instantly reflected throughout
the rest of the spreadsheet.
¥our results can be saved, to
be used for future updates,

-

If you want to start doing more with your micro than
just playing games, this package is your ideal
introduction to the four most popular applications for
professional computers. All the programs have bean
designed for simplicity, so even a child can use
them. Easy, fully-detailed instructions are included.

oNLY

£5.95/£7.95

CASSETTE

DIsc

or can be fed into its
associated program...

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

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

* Word Processor *xGraphics

1 Please send me copy/copies of O BBC'B cassetie £5.95
B Mini Oifice [ Electron cassette £65.85
B O | enclose cheque made payable to O BBC40-trackdise  £7.95
1 Database Publications Lid. [ BBCBO-trackdisc  £7.85
I for £ Pigase tick box
I | wigh 1o pay by _
I O Accass O Visa No. Expiry date

Signed
l Name
l Address
|
l Past to: Mini Ofice offer, Database Publications,
| B Chester Aoad, Harel Grove, Stockport SK7 GNY.
o - -

ol
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Yes, we're back again at the spacious
ALEXANDRA PALACE - where there’s

plenty of room to move around and inspect
all the latest micro goodies at your leisure!

Look what
you can
see...

try...
and buy!

BBC Micros
Electrons
Teletext adapters
Torch disc packs
BBC Buaggies

Second
Processors

Mouses
ROM Expansion
Boards
Grafpads
Books
Joysticks
Interfaces
Disc drives
Data recorders
Lightpens
Modems
Speech
Synthesisers
Carrying Cases
Cables
Digitizers
VDU stands
Graphics tablets
ROM chips
Monitors
Printers

Everyone who is anyone in the
exciting world of the BBC Micro
and Electron will be at our greatest
ever autumn show. And that
includes all the big names you see
advertising in the pages of our

magazines.

Waiting for you will be more
than 150 stands, packed with
hardware, software and peripherals
— some on show for the first time.

And everything will be for sale —
much at really low, show prices!

Once again our team of writers
will be there to give you free advice
— an ideal opportunity to find out
all the facts on the latest computing
techniques. Don’t miss this chance
to meet in person the names you
see in these pages every month!

Free buses!

Free parking!

To getyou to the show as easily as possible
we are running free Show Buses from
Alexandra Palace station, leaving every 10
minutes.

There’s plenty of free parking, too. All part
of the service to make this an enjoyable
and relaxing computer day out!

10am-5pm




Thursday to Sunday

October 25 to 28

Reduced prices for
School/College
Groups

Entry only £1 per student if
bookings are made in
advance. Send your chegue
(made payable to Database
Publications) and SAE to:

SAVEMONEY with
our Special Travel
and Hotel Offer

Visitors to the Show can obtain
cut-price rail tickets from ANY
station in the United Kingdom
- plus special reduced prices
at London hotels. Write to:

4] I::FH'L_'r. P.O. Box 1. St.

Micro User Show.

10am-5pm
10am-5pm
10am-5pm
10am-4pm

By handing In this voucher
at the door you save £1 off
the normal admission
price of £3 (adults) and
£2 (children).
(Vaiid fora maximum of 4 people!

, Thursday, 25 October

, Friday, 26 October

. Saturday, 27 October

, Sunday, 28 October

Alexandra Palace
Wood Green, London N22.

Julalcllc
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¢&8> YOU can gofor gold

p ...with the

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 £5.95.

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, Y |
MICRO OLYMPICS has many more ( ¥
i

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 Olympics Champion!

and all other leading stores

Also avallable from WH Smith @

% 'f"' )

-~

*‘; L
\

N 4
— —- \‘ il .- ﬂ ------------------1
Play M ICro OIymplcs 1 ﬂf;:'ﬂfﬂﬁfs—_ copy/copies of E Eﬁ'ﬂ'mmlu gggg =
— and let your fingers ] ©uuianane e 0 ot 65| B
» l w:‘:rE Please tick box 1
do the running! =.':_£$”"z5'v.,. "> Eoky doe |
i o, I
& D i 1
Send for it today Y -
l Pest to: Micro Olymgics offer, Database Publications, '
| B8 Chester Aoad, Hazel Grove, Stockport SK7 SNY. ¥,

e T T ———)




Star Fighter listing

From Page 15

{OREN ##& STAR FIGHTER #
£

Z0REM # By R.A.Waddilove
i

JOREM

A40PROCinitialise

SOMODE 1

&0PROCinstructions

TOMDDE 2:VDU 23,1.0;0;04
0

BOREPEAT

SODT=TRUE: I1=0:PY=44:H)=
0

|00REPEAT

110PROCscreen: PROCA

| 20REPEAT: IFSX{226ANDRND (
101=1PROCH

130PROCC: PROC: IF INKEY (-7
41PROCe

LAOUNTILPYLS 20RHY=10

150IF PL)1PROCnext ELSE P
ROCcrash

| SOUNTIL P142

170PROCend

{BOUNTIL IMSTRI"Mn";key$)

| 90MODES: #F Y225, 0

200PRINT" “*STAR FIGHTER w
as by"' ""by R.A.Waddilove ®
1a#FX15,0

210%F14,0

2208F112,0

230END

240

250DEF PROCinitialise

2608F111,0

270%F 14,1

280#F1229,1

290%KEY10, "OLDIMRUN:IN"

J00DIMpY (44,10 ,namef (2] ,5
corel(2) rnamef (0)="R. A. Nadd
ilove *1gcorel(01=300
finase$(1)=namefi0):scorell
11=3000: name$ (2)=names (0] :5
corel(2)=1000

J10JX=44:FORIZ=9BTOAS0STE
F8:p1(J%,0)=B10+40+C05 (RADI
Y1epX(dL,1)=150+30#5IN(RAD]
I1:0%=J1-11NEXT

J20VDU 23,224,64,153,189,
255,255, 189,133, 64

330VDU 23,225,468, 145, 186,
254,254, 1B, 146,48

J40VDU 23,226,0,36,66,70,
126,50,66,34

Isovbu 23,227,0,0,35,90,1
26,90,36,0

Is0VDU 23,228,0,0,34,80,8

0,36,0,0

I7ovDU 23,229,0,0,20,28,2
0,0,0,0

J8o0vDU 23,230,0,0,0,18,16
+0,0,0

390vDu 23,231,0,0,0,0,18,
0,0,0

§00VDU 23,232,0,0,24,24,2
4,0,0,0

§lovou 23,233,170,85,170,
B5,170,85,170,85

AZOENVELOPEL, 1 ,=4,=2,-1,1
5,10,10,0,0,0,0,0,0

dI0ENVELOPEZ, 1 ,-8,-8,-8,1
00,1,1,9,0,0,0,0,0

440ENDPROC

430

4L0REM new ship

4T0DEF PROCa

4BOPROCC: VDU4: PRINTTRBIY,
200 *¢¥" 1 VDUS: 11=RND (500) +30
0: YX=RND (200} +700: MY=4: Nk=-
4157=23116C0LT, B NOVEXT, Yh:
TIME=0: FOR1%=1T02000: IFTIME
V20PROCC: TIME=0

490NENT: VDUSE: TINE=0: IFND
TORHI=0

SODENDPROC

310

§20DEFPROCscreen

530PROCcolour_off:PROCSky
:+PROCarounds: PROCWi ndows: PROC
sights:PROCinstrusents:PROC
colour_on

S40ENDPROC

S50

S40DEF PROCcolour off

S70FORIL=0TO14:VDU19,1X.0
105 tNEXT2VDUL9, 15,9504

SBOENDPROC

590

L0ODEF PROCcolour _on

H10FORTE=BTO13:VOULY, IX,7
10x s NEXT2 IFDIVDU1S,3,530;19
B, 030;19,14,6;0519,4,4; 011
9,5, 3;0; ELSEVDULY,3,4;0;19,
B, 130519, 14,050519,4,050;19
S H

B20WDU 19,7,050;19,15,040

&I0ENDPROC

&40

450DEF PROCqround

bbOYL=404:CL=1:NT=2: REPEA
TtFORIZ=1TONIDIVZ: Y=Y3-4:5
COLO,CEMODS: MOVED, YX: DRANIZ
80, YY:MENT:MY=W1+]:CA=CE+12
UNTILYZC200: VDUZ9, 6404 0316C
OLO, J:FORXYE=-640TOL40STEPLS

tMOVEXX, 600: DRANBEIY, 1001 NE
T:VDU2b:E%=0
6TOENDPROC

480

L90DEF PROCinstrusents

700GCOLO, 6:NOVED, 2701 DRAN
400, 470: IRANBEO,470: DRAWL 20
0,270:MOVEZ00, 01 DRAN400, 100
1 DRANBEO, 100: DRAWLOBD, Dz NOV
E400, L00: DRANAOO, 470z NOVERE
0,100: DRAWESBO, 470: MOVED, 245
s DRAWIBO0, 435: DRANIBO, 110: DR
AW1&0,0:MOVE1115,0: DRAWTOD,

110: DRANS00, 435: DRANI279,24

5

710FOR1%=400TO4505TERPS: MO
VEA20, I2:PLOTIT, 460,05 NEXT:
FORIX=275T03255TEPS: MOVEA 20
(123 PLOTIT, 450, 0: NEXT: FORIY
=1 14702005 TEPB: MOVEA20, 1%:P
LOT17,314,0: NEXT

720VDU29, 540; 50; : NOVE20,0
s FORTY=0T03505TEP40: HOVED, 0
tPLOTES, 30#C0S (RADILY , 30451
N{RADIY) : NEXT:FORRL=400TOA3
25TEPS: NOVERY,, 01 FORIZ=380T0
1605TEP-20: DRANRL#C08 (RADIY
) RI#SIN(RADIZ) 1 NEXT,

730NOVEQ, 0t MOVE-400, -50: P
LOTBS, 0,-20: NOVED , 0: HOVE40D
,-50:PLOTES, 0,~20: VOU26:6C0
L0, B1NOVE4B0, 4343 VDUSI PRINT
"RANGE" : MOVE480, 315:PRINT"S
CORE*:NOVE4 16, 1601 PRINT*PON
ER*: VDU4: COLOUR1 35: COLOURS:
PRINTTAB(B,24) ;1%:6COL0, BN

OVEB10,130:DRANpX (P, 0) ,p21l .

P, 1}
T40MOVEBSO, 130: FORTX=10T0
J40STEPLO: DRANB10+50#C05 (RA

DI%), 150+40%SIN(RADIE) s NEXT

TS0ENDPROC

760

TT0REN move ship

TBODEF PROC

TS0A%=10+NL+ 168 (INKEY(-73
1-INKEY (=B8]} : IFAT | 3S00RAY
{=100A%=1X

BODBR=YE+NY+15%( INKEY (-85
}=IMKEY(-201 s IFELM LOOORBYY
S00BT=Y1

B1ONOVEXY,YE

B201FST=2240RT IME{SOOVDUS
¥: MOVEAY , BY: VDUSXELSEVDUSY:
MOVEAY,BY:VDUSL-1:5%=51-1:T
IHE=0

BI0NL=A%: Y1=B2: [FRND(5)=1
M1=RND (33)-17:N%=RND{33]1-17

BA0OIFS3=224ENDPROC

BSOFORTY=0TO208 (S1-224): N
EXT:VDUA:PRINTTABIS, 200 ;5% (
5X-225) s CHR$32: VOUS

B4OENDPROC

870

BEOREM fire laser

B900EF PROCe

S00FROCC:BCOLY, 15: MOVERLD
150 0RANpYLIPT, 00, R (PR 102
PY=PY-11MOVER10, 150: DRANRE{
PY,00,phiPY,11:BCOLT,8: SOUN
Di,1,100,7:HOVE3BE, 504: DRAN
&§40,890: HOVERT2, 504: DRAWLAD
(6701 MOVESBE, S04: DRANLAD, 69
0:MOVEET2,504: DRANAA0, 470 1
FPOINT{540,46%01{+1 2ENDPROC

F10PROCC: TINE=0; I%=11+100
#(5%-227) 1 VDU4:PRINTTAR(B,2
41320 VDUS: HE=HY+1 s AL=A1: B

_—.

Movember 1984 ELECTROM USER 53




Star Fighter listing

From Page 53

=Yl ML=A1: NX=YL:RE=BRND (4}
tMOVEXT, Y2z VDUSY: IFSX(22751
=232ELSESK=230

920FDR1T=1T020: NOVEAZ ,BY:
VDUSX : MOVEMY ,NZ: VDUSE: MOVEY
%, Yt VDUSY: SOUNDRLO, =15, RND
(4)+3,10:FORIX=1T010; IFTINE
Y20PROCc: TINE=()

SIONEXT: MOVEAY, BY: VDUSYIM
OVEMY MYt VDUST: MOVERY, YX: VD
Sk AX=A1-24R7: BY=BY-RY; Y=
NL+2#RY: NT=NT-RY: YI=Y1+RY:N
EXT: IFHI{10PROCa

F40ENDPROC

250

940REN move ground forwar
d

70DEF PROCe

FEOBT=(G1+1)1MOD3: [FEY=2VD
U19.2,050119,1,2;0;

990IFET=1VDU19,1,0:0:19,0
2103

1000IFEY=0VDU1T,0,0:0;19,2
2303

1010ENDPROC

1020

1030DEF PROCwindow

1040GCOLD, 7: MOVED, 3001 NOVE
400,300: PLOTES, 400, 500: PLOT
B85,880,300:PLOTAS,B80,500: P
LOTES, 1280, 300: NOVE1 280, 0: P
LOTES,0,300:PLOTES, 0, 0: NOVE
0,910:NOVED, BB0: PLOTES, 400,
S00:PLOTES, 364, 480: NOVE1 280
+710: MOVE1 280, 8802 PLOTES, B8
0,300:PLOTBS, 914,474

10506COLG, &1 MOVED, J00: DRAN
344,480z DRAWO , B8O+ NOVED,F14
1 DRAW400, 500+ DRANBEO, 500: IR
AN1280,915:NOVE1280,B78: DRA
W920,480:DRANIZB0, 300

10L0ENDPROC

1070

10B0DEF PROCsi ghts

10R0BCOLO, &: MOVESAD, 440 DR
ANS40, 540: DRAWSAD, bA0: MOVES
&0, 740: DRAWSA0, 740: DRANS4D,
T20:NOVET20,640: DRAWTA0, 440
tDRANTAD, 440: MOVET20, T40: DR
RNT40,740: DRANTA0, 720

1100ENDPROC

1110

1120DEF PROCsky

1130VDU4: COLOUR 132: COLOUR

15:CLS:PRINT TAB(0,30) "Set
ting Up Screen 4°jsFROCtune
t IFDXPRINT; I3 :6C0L0, SELSEPR

INT; 23 ¢ FORIZ=1T0100: BCOLO, R
ND(&)=1:PLOTSS,RND(1280) RN
D(400) #600: NEXT:ECOLD, 4

LI40VDU29, 1005 924; £ MOVE 100
+0:FORIX=0TO3&0STEPL0: MOVED
.0:PLOTAS, 100%COS (RADIX , 10
O#SIN(RADIY) sMEXT:IF DX VDU
24:ENDPROC
11506C0L0, 4: PLOTAS, 540,690
16COLY, 3:FORIEZ=270TO4SOSTER
21 XT=100#C0S (RADIL) : YI=100%
SINCRADIYX):N¥=11FORJL=-12TO
YASTEPE: NX=NZ+1s IFRNDINY) (4
PLOTES,JX, VY

11B0NEXT, s VDLI24

L1T0ENDPROC

1180

1190REN ship fires back

1200DEF PROCH
12101FDIVDULS, 4, 8503 ELSEVD
uie,4,5:0:

1220PR0OCe: SOUMDY , 2,250, 5:6
COL3, 15:MOVEBLO, 150 DRANRY(
PY. 00, pXIPX, 1) 1 PY=PY-1: MOVE
810,150: DRAWpY (PY,0) ,pYIPY,
1):BCOLI,BraFr1q

1230#F 119

12401FDIVDULY 4,43 0;ELSEVD
U19.4,0:0:

1250ENDPROC

1250

12T0DEF PROCnext

1280PROCc: PROCtunes DY=FALS
E:HY=0:P1=43:VDU4,19,15,8;0
3t COLOUR]32: COLOURL Sz PRINTT
AB(1,31) "Survived Screen 41
"1 1FORIE=0TO2000: IFTIME }20F
ROCc: TIME=0

1 250NEXT: PROCc: PROCE uney PR
INTTAB(1,31) "##¢ Stand By !

#4871 FORIY=0TO2000: [FTINE
225PROCc: TIME=(

L JOONEXT

1310ENDPROC

1320

13300EF PROCtune

134050UND1,~15, 40, 3: SOUNDI
+~153,B0,3:50UND1,-15,96,3:5
OUNDL,-15,88,10:50UNDL,~15,
108,15

| JSOENDPROC

1380

1370DEF PROCcrash

1380VOUS L FORIX=1T050: SOUND
k10,-15,4,5:VOU30, 11+ COLOUR
RND(1&) :VDU3E ,RND(15) ,RND(2
9},233,233,8,8,10,233,233:4
FXi9

1390VDU31,0,31, 10: NEXT

140050UND%10,-15,5, 40: SOUN
00,-15,4,250

1410VDU4: FORIE=1T050: VDU30
o 11 COLOURRND (15} : VDUZ 1, RND
(19),RND{29) ,233,233,8,8,10
233, 2331 #F 119

1420VDU31,0,31,10:NEXT

143050UNDELO,0,0,0
1440FORT%=1TD2000: NEXT
1450ENDPROC

1450

|470DEF PROCend

14806C0L0,7

1490MOVED, 0: HOVE1 280, 02PLD
T83,440,512: PLOTAS, 1280,102
4:PLOTES, 0, 1024: MOVED, 0:PLO
785,540,512

1500COLOURE28: VDU19,0,0;0;
iCL5

1510vou22,1,1%,1,610; s PROC
tune

1S20COLOURZ:FRINT ' “"rasse
#";:COLOURT:PRINT® &TAR FI
BHTER SCORES *;:COLOURZ:P
RINT*#2eeas”

153ovou2e,0,30,39.8

I540IF I%»scoreX(2) PROChi
_score

1S50CLS: COLDUR1

1SE0PRINT" 1. "iscorel
{0 TAB(IS) ;name$i0) * "

2, "yscorelii);TAB(15) nan
efil)" " 3. "pscorel()
$TRE(1S) jnamef(2) " " "CHRS17
tCHR$2; STRINGS (34, "#")

1STOCOLDURI:PRINT*** ""Dp y
ou want to play again 7"':C
OLOURL: PRINT™( ¥ or N }™;

ISBOREPEAT key$=GETS$

1SF0UNTIL INSTR{™YyNn",key

§)

1600CLS:YDU22,2,23,1,0;050

10

1610ENDPROC

1620

1430DEF PROChi _score

1640#F 121 ,0

1650CLS: COLOURL : PRINT" Your

score is ranked *;

16601F IX3=scoreX{0) PRINT
"first."sINPUT" “*What is yo
ur name...";name$(0):scorel
0)=1%11%=0

1&70IF % =score¥(1) AND I
I{scorel(0) PRINT"second. ™:
INPUT" ""Mhat is your name,,
tnane${l)rscored(l)=1Y: 1Y
=]

L6BOIF 1%}=scoreX(2) AND I

X{scored(1) PRINT"third.":!
KPUT""*Mhat is your name...
"iname$(2)1scorel(2)=11: 11
)

1690IF LENname$(I1)320 nas
ef (10)=LEFTH (nane$(11),20)

{TOOENDPROC

1710

L7200EF PROCinstructions

1730C0L0URT30: CLS: COLOURL2
]

1740VDU23,1,0;0¢ 0005 28,4,5
139,112

L7S0PRINT "TAB (&) "STAR FIE
HTER PILOT"

1750YDU24,28,1,30,38,7,12

LT70PRINT"‘® Bandits have
been raiding the planet*''"

NL101/3 which must be prot
ected at"''" all costs.®

I7BOPRINT " "* You are on y
our last mission , & one*"’
" way trip to fame and glor
.! -

I790PRINT*** Shoot down a
5 many raiders as you"'"" c
an before your. power runs o
ut."

LBOOPRINT""'" Press space.
VDT

EBIOREPEAT UNTIL BET=32

1820CLE

|BJOPRINT** The further a
way the ship is when® " yo
u hit it, the more points y
ou get." """ Your laser use
§ up power- be careful®"'"
not to miss, and if you get

too"'"" close, the enesy s
hips fire photon*

IBAOPRINT"* torpedoes whic
h drain your power."

IBSOPRINT """ Press space
soa PIVDIT

IBROREPERT UNTIL BET=312

1B70CLS

1BBOPRINT" ** Your controls
are :=""""" UP = CAPS LK/F
UNC**'" DOMN = CTRL""‘® LEF
T =" " RIGHT = ;"' " FIR
E = RETURN"
1BF0PRINT" """ Press space
v TPIVDUT
I900REPEAT UNTIL BET=32
1710ENDPROC

This listing is included in
this month’s cassette
tape offer. See order
form on Page 47.
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TEST YOUR SPELLING

. .. with this entertaining and
educational game by STEVE LUCAS VARIABLES
X Pupil number
: , SC(X) Scores

THIS program was written  in the program. These can be AD e e
to help children with their  adapted for children of dif- DX h ':f oice of start question
spealling. ferent ages by changing the AS(X,Y) Holds E:'F_IG' answer selected

Very young children find vocabulary. N$(X) Bunile & words
difficulty relating the capital A dictionary definition of XX, YY Uszd ft"narru'.’r
latters on the keyboard to their the word appears at the AAS Hoids hr S;Z.lnd effacts
equivalent small letters so the  bottom of the screen and four B$(X) Mol de:' _{ard response
only response required by alternative spellings of the A%(X) H JdS efinitions
them is hitting the space bar. ward appear in turn. The pupil olds number of correct answer

When the program is run should hit the space bar when
you will be asked how many the correct alternative is dis- PROCH PHOGEDUHE&
children are to use it. The played. PROC tles Gives instructions
program stores details of the A wrong answer causes the Pﬁncm.d_-d.h Reads data into arrays
performance of each child so computer to display what the Pnﬁcmmr Error handling
that the teacher or parent can cofrect response should have P correct Correct response
check their progress. You are  been, together with the alter- F:gg“"’“ﬂ Wrong answer
given the option of turning off  native selected. A correct Pnoc'p"““bﬂf Waits for space bar to be pressed
the sound effects. answer incremants the score FRGEFE’ Prints results to printer (if availabi

Each child is presented with " Prints results to scresn jn paged m!::{uﬁ

10 questions chosen at ’
random from the 60 data lines

GET LOST

INAN EPICADVENTURE!

JOIM THE GROWING RANKS OF ADVENTURERS WHO REGARD OUR GAMES AS THE ULTIMATE ELECTROMN ADVENTURES

H awing now Lried all of the Epic adventures they must e the yardstick by which all fulure aoveniures for the Electran showld be judged” - Electron User,
s of taxt into each game

Sophisticated compression techniguas allow us to pack apprex. 230 lacations and an average of 25 thousand chard
afias of unsoleed

FRANKENSTEIN: The Frankenstein Monster was thought to have been killed in a fire at the Castle 20 years ago, but 4 s
a% taken plece and the people fear that the Monster is on the loose again. Explore the graveyard and Castle rulns with its S8Creél PASSAQES

CASTLE
rela
and destray the Monster. = £7.95

Sul atc
T i r way lo write an advanture”
Qne wg best all-round adventures | have ever seen for the Electron Electron User.

alot. Your search will

st find the Holy Grail and return with it 1o Cam
ile. Can you oubwil

THE QUEST FOR THE HOLY GRAIL: To bacome a knight of the round table yow m)

taka you through forest. swamp, castle dungedns and ryvers. and on (R Wiy you w | meet many characters. some friendly some
them all and solve the man irzles to successfully complete your guest? - £7.95

Yl and supsrh aove e from Epic’

The puzzies are supérd and | think praise /s due fo the program’s writer’

Electron User.

3 hideous
s, im order

re thiat shis woaul
perties of the 5 s

ch has stolen the Magic Klein Bot
-1

THE KINGDOM OF KLEIM: The Wicked VWi
curde on amybody who was foolish enouwgh 10 try to récover it. Your task is 1o defy the
to kill the Witeh and return the Bottle 1o the Klein Kingdom. - £7.95

“Overall & d e must for [hé sxbhe cad adventurer”
An extremely good adventure and excellent value for money. Recommended™ - Electron Usar.

THE WHEEL OF FORTUNE: Whilst walking along & lane you notice the Wheel of Fortune lying on the ground. On apinning it vou find yoursell in a
g and mysterious world, but the Wheel is gone. How can you return 1o civilisation without it? Perhaps the beggar knows something. or the

haraciers that you will meel in your adveniune
reter, Intelligent characters acting in real-time, and a numbers of other advanced features too

SLrar

man. These ara just 2 of the intellige
s game containg a unigue multi-statemant language Intérp
1o mention here. — £9.95

erciiimg maw advenfure with same novel festures

commended” — Electron User

ive Elaetron adventure. Highly ¢
make cheques pavable to EPIC SOFTWARE and s1ate clearly whether BBC or Electron wersions are required. PEF FREE if ardering 2 or more

Pleasa
games. otharwvise add 50p

EPIC SOFTWARE

Dept E, 10 Gladstone Street, Kibworth Beauchamp, Leicester LEE OHL

All our programs are available for immediate despatch— Help service available— Dealer enquiries welcome
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Spelling listing

From Page 55

10 RENM SPELLING ...for t
he ACORM ELECTRON and BBC a
odel B (0.5. 1.2
20 REN BY STEVE LUCAS
30 REN (C) ELECTRON USE
R
A0 REM an educationdl pr
ogras
30 REN which can be adap
ted for pupils of all ages
40 ¥F14,0
70 REM THE ABOVE LINE SE
TS THE PRINTER IGNORE CHARA
CTER..only relevant if prin
ter is attached.
80 REM When you have ful
ly debugged this progras, C
HANGE this line to #FX229,1
to disable the Escape key.
.+ B55ENtial in a classroom!’
90 ON ERROR MODE&: FROCE
Frar
100 #KEY 10 DLDIN RUNIN
110 REM next line turns o
n sound
120 #FX210.0
130 MODES
140 REM turn off cursar
150 vDU23,1,05050;0;

160 REM increase the diae
nsions of the arrays in the
next line if you add more

Vocab !

IT0 DIMA$(51,4),AX(51),D%
(&1} ,N$ 500

180 vDu1%,0,3,0,0,0

190 vDui%,1,4,0,0,0

200 PROCtitles

210 PROCread_data :REM RE
AD DATA FOR QUESTIONS

220 CLS: INFUTTAB(2,100;"H
oW many children are there
*inumber

230 INPUT'*'*Do you want
sound (Yies or {N}o ",soun
df

240 IF sound$="N" THEN #F
X210,1

250 DIM SClinumber):REM AR
RAY HOLDS SCORES

260 MODE4:VDU19,0,1,0,0,0
+19,1,7,0,0,0: REN CHOOSE FO
REROUND/BACKEROUND COLOURS

270 FOR X=1 TO nuaber

280 SC(X)=0:REM SET SCORE
T0 1ERD
290 REM choose random que
stion
300 AD=RNDiS0)
J10 FOR IP=1 TO 10: REN s
et ten guestions
J20 REM now print the wor
ds in background colour
330 VOU23,1,0:0:0504
S40 PRINTTAB(2,1)"press ¢
space bar) when the correct
L]
330 PRINT® spelling of t
he word is shown, "
360 PRINTTAB(2,300 ;B4 (AD)
J70 REN flush keyboard bu
ffer
J80 #FX15,0
390 PP=]
400 REPEAT
410 VDUT: REM Use any sou
nd effect to suit
420 PRINTTAB(10,PP#5) ;A8
#D,PF)
430 TIME=D
440 REPEAT UNTIL TIME 10
0 tREM adjust time delay to
suit
450 PRINTTAB(O,PP#5);5TRI
NG$(40," ")
460 PP=FP+1
470 IF PP>4 THEN PP=]
480 UNTIL INKEYS(D)=" ®
4590 LET DX=PP-1
500 IFDX=0 THEN DX=4: REM
DX = THE NUMBER OF THE ANS
MER SELECTED
510 IFAY(AD)=DX THEN PROC
correct ELSE PROCwrong: REM
CHOOSE PROCEEDURE FOR RIGH
T/WRONG ANSMWER
520 AD=AD+1: REM INCREMEN
T°S THE DUESTION SET
530 CLS: MEXT YP:REM SET
NEXT QUESTION
540 ELS;IHFHTTHE[E.ID];'H
hat is your nase " N§{X): R
EM N§(X] holds names of pup
ils, Make sure that the arr
ay is DIMensioned large eno
ugh
S50 PRINT TAB(2,18);"You
scored 1-  ";SC(X);" out o
f 101"
360 1F X{)number THEN PRI

NT TAB(1,201;"Now let the n

ext pupil have a go" ELSE P

RINT TAB(1,20);"please call
the teacher"

G70 PRINT TAB(S,241"Fres
s (space bar} when ready"

380 REPEAT UNTIL BET=32 :
REM wait for space bar

390 CLS

600 MEXT X: REM NEXT CHIL
D°S 60

510 REM routine to print
the results..needs a printe
r and interface

620 CLS: PRINT TAB(2,100;
"do you have a printer atta
ched 7": REPEAT AAS$=BET$ :l
NTIL AR$="Y" OR AAs="N"

630 IF AA$="Y" THEN PROCY
es ELSE PROCno

&40 CLS

5350 PRINT TAB(0,15);"Da v
ou want to play again? {Y)e
s/{N}a"

660 REPEAT

570 AA$=GETS

£80 UNTIL A&$="Y" OR AAS=
IHI

690 IF AA$="Y" THEN RUN E
LSE MODE&: PRINTTAB(O,15):"
Thank you for playing. Good
bye. ":END

700 END

710 DEFPROCEitles

720 PRINT TAB(10)"SPELLIN
6 Quiz-

730 PRINT TAB(B,2);"An ed
ucatianal game®

T40 PRINT' '"This progras
will keep the score for"

750 PRINT®groups of up to

50 children.”

740 PRINT"You can get the

results printed out *'"lat
!'r.l
770 PRINT"You will be fir
st asked how many pupils th
ere are."

780 PRINT "Each pupil wil
| then be presented with ¢
en questions chosen at rand
“.l
790 PRINT"*The aim of the

progras is to select the c
orrect spelling of some com
aon words,"

800 PRINT"Press the (SPAC
E DAR} when you think  th
e correct spelling is displ
ayed."”

B10 PRINT TAB(S,24);"PRES
S (SPACE BAR} TD CONTINUE";

B20 REM WAIT FOR SPACE BA
R

B30 REPEAT UNTIL BET=32

840 CLS:ENDPROC

B30 DEFPROCread data

B&0 RESTORE

B70 FOR I%=1 TD &0

B30 FOR YX=1 TO 4

B90 READ A$(IX,YX)

900 NEXT ¥

910 READ AY(2X},B$(11)

920 MEXT 1Y

930 ENDPROC

940 REM data for question
€ contains 4 alternative an
swers, nusber or correct on
e and definition

930 DATA capital,kapital,
capitol ,capertal ,l,of chief
importance

960 DATA dissappointing,d
isappointing,disapainting,d
issapointing,2.not up to ex
pectation

570 DATA whipet,whippet,w
ippet,whippit,2,a type of d
og

980 DATA transperent,tran
sparent,transparant,transpe
rant,2,can be seen through

§90 DATA nececity,necesit
y.necessety, necessity,d,son
gthing which is needed

1000 DATA asasination,assa
ssination,assasination,asas
sination,2,aurder

1010 DATA bronkitis,bronch
itis,bronchitues,broncitis,
2,an illness

1020 DATA centenary,centen
ery,centanery,sentenery,l,h
undredth anniversary

1030 DATA sentrafugal ,cent
rafugal ,centrifugul ,centrit
ugal 4, force of a spinning
object

1040 DATA conventional,con
vensional ,conventionul ,konv
ensional,l,the norsal respo
nse
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1050 DATA alocation,alocca
tion,allocation,allocatiun,
J,to assign

1040 DATA coapulsory.compu
Lsary,cospul sery,cospullsor
¥,1,50mething you have to d
0
1070 DATA controler,contro
llor,controller,controlor,]
Jperson in charge
1080 DATA calendar,calende
r,callendar,callender,i,tab
le of the year's dates
1090 DATA appreciate,aprec
iate,apreciete,appresiate,!
58t 2 high value on
1100 DATA style,styal,stia
l,stile,1,design
1110 DATA sterilise,steral
ise,steralize,sterilize,4,t
o get r[ﬁ of microbes
1420 DATA sindicate,syndic
ate,syndecate,sindecate,2,q
roup of people
1130 DATA tempreture,tespe
rature,teapereture, tespratu
re,2,degree of heat
1140 DATA hidrogen,hydrgen
Jhydrogen,hydrogan,3.a chea
ical elesent
1150 DATA bugerigar,bugari
gar,budgerigar ,budgeregar,3
a type of bird
1050 DATR administer,ademin
ster,adeinester,adainestar,
1,100k after affairs
1170 DATA pharaecy,pharaar
cy.pharnercy,pharsacy,4,che
mists shop
1180 DATA possession,poses
ion,possesion,posession,l,0
Wn
1190 DATA retaleate,retali
ate,retalyate,retalate,2,qe
t your own back

1200 DATA stomach,stumuch,
stosache,stosake,l,part of
the body
1210 DATA rhitha,ritha,rhy
thes,rhythe, 4,part of music
1220 DATA sucessful ,succes
ful ,successful ,sucesful ,3,d
p it correctly
1230 DATA substansial,subs
tanshul ,substantial ,substan
tiel,3,not inconsiderable

1240 DATA spatious,spachio
us,spasious,spacious,4,plen
ty of roos

1250 DATA oxigen,oxegen,ox
ejun,onygen,d,a gas

1260 DATA orchid,orkid,orc
hyd,orcid,l,flowering plant

1270 DATA navigation,navig
ashion,navigatian,navigatin
n,l,52il a ship on course

1280 DATA necesary,neccess
ary,necessary,neccesary,d,n
eeded

1290 DATA secanical,mechan
ical ,mecanicle,secanicol,2,
works by machinery

1300 DATA imposibal,imposs
ible,imposible,ispossable,2
Jnat allowed

1310 DATA idolise,idolize,
idlise,idlize,2,to laove

1320 DATA halucination,hal
lucination,hallucinatian,ha
lucinatian,2,illusion

1330 DATA forcable,forcibl
e,forsable,forsible,2,done
using force

1340 DATA extraction,extra
cshion,extraktion,extracsio
n,d,take out

1750 DATA envelope,henvelo
pe,envylope,envalope, | used

for sending letters

1360 DATA endles,hendles,e
ndlless,endless,4,without e
nd

1370 DATA computer,computa
r,computter,cosputur,l,an e
lectronic machine

1380 DATA situation,.sithua
tion,situasion,situachion,l
,position you are im

1390 DATA assembel,asseabl
g,aseable,asenbel ,2,bring t
agether

1400 DATA acumalate,accusu
late,acunalate,accuserlate,
2,heap up

1410 DATA content,contant,
contente,kontent,l,satisfie
d

1420 DATA expreshun,expres
ion,expression,hexpression,
J,wording or phrase

1430 DATA encountar ,encoun

tur ,encountter ;encounter, 4,
close contact

1440 DATA manual ,manuel,ma
nuarl,sanurl,!,done by hand
1450 DATA flasching,flashz
ing,flachsing,flashing, 4,2
lasp turning on &k off

1450 DATA amplitfier,anpli
fier,anmmplyfier,amplyfier,2
makes louder

1470 DATA whasteful ,wastfu
11, wastefull ,wasteful ,4,not
economical

1480 DATA figure,fighure,p
hiqure,phigre,1,shape

1490 DATA concider,conside
r,considure,concidur,2,cont
eaplate

1500 DATA vibrasion,vibrat
ion,vibrasian,vabratian,2,n
ove continuously

1510 DATA altaring,alterin
g.alturing,haltering,2,chan
ging

1520 DATA probalie,probabl
ey,probably,probebly,3,nost
likely

1530 DATA complicated,comp
lhicated,conplecated,compla
cated,l,involved

540 DATA casette,cassette
.casete,cassete,2,bype of ¢
ipe

1550 DATA contol,kontroll,
controll,control ,4,power of
directing and restraining
1560 DEFPROCcorrect :REM R
OUTINE FOR CORRECT RESPOMSE
1570 CLS: PRINT TAB(10,10)
[*C-OR-R-EET:"

1580 REM choose sound effe
ct to suit

1590 FOR X¥=1 TO 3: FOR YY
=] TO 255 STEP3: SOUND 1,-1
a. 1Y, 0: NEXT YY,XX

1600 LET SC(X)=SCIX)+1: RE
M INCREMENT THE SCORE OF TH
E ith PUPIL !

1610 PROCspacebar

1620 ENDFROC

1630 DEF PROCwrang

1640 CLS: REM PROCEEDURE F
OR INCORRECT RESPONSE

1550 PRINT TAB(1S,100;"N r
ong!

1660 PRINT TAB(O, 1503 1t w

as p="

1670 PRINT TAE(20,13);A8(R
D,AX(AD) )z REM CORRECT SPEL
LING

1680 PRINT" ""You guessed :
=" A$(AD,DX]

1690 REM SOUMD EFFECT FOR
WRONE AMSHER

1700 FOR XX=1 TD 31 FOR YY
=150 T0 50 STEP-1

1710 SOUMD 1,-15,¥Y,0: NEX
T YY. [X

1720 PROCspacebar

1730 ENDPROC

1740 DEFPROCyes

1750 VDU2:REM TURN PRINTER

ON

1760 PRINT*Nase®,"Score ou
t of ten"

1770 FOR X=1 TD nuaber

1780 PRINT N$(X),SC{X)s NE
B

1790 YDU3 :REN TURN PRINTE
R OFF AGRIN

1800 ENDPROC

1810 DEFFROCHD

1820 VDUl4: REM SELECT PAB
ED MODE

1830 CLS

1840 PRINT"Name®,"Score ou
t of ten"

1850 FOR X= 1 TD nusber

1850 PRINT N$(X),SCL0)

1870 NEXT X

1880 PRINT TAB(S,24);"Pres
s (SPACE BAR* to continue®

1890 REPEAT UNTIL BET=32

1900 VOUL4: REM PAGED MODE

OFF

1910 ENDPROC

1920 DEFPROCerror

1930 CLS:PRINT *";:REPORT:

PRINT " at line “ERL

1940 END

1950 ENDPROC

1940 DEFPROCspacebar

1970 #F115,0

1980 PRINTTAB(4,31) *Fress
{Space Bar’ to continue®;

1990 REPEAT UNTIL BET=32

2000 ENDPROC

This listing is included in
this month’s cassette
tape offer. See order
form on Page 47.
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1
Try this assembly language
scrolling routine by
DERRICK GARNER
I

Scroll
itin
code

CODE SCROLLER is a
short assembly language
routine which provides a
wrap-around screan in
Made 4 or 5.

The routine as presented
scrolls the whole of the screen
off to the laft and brings it back
to the starting position from
the right.

This in itself may not appear
too useful. But if line 580 (CPX
#820) is altered to read CPX#
(any hex nAumber between
&Q1 and &20) then one can
scroll as many lines as
required, starting from the top
of the screen,

For example:

380 CPYRL0E

will scrall just the top eight
limas and leave the remainder
of the screen intact.
Howewver, before you start
playing around with the pro-
gram, save it in case a typing

error has been made. Machine
code is lethal if it has been
mistyped.

If you need to scroll a part of
the screen other than the top,
all you do is calculate the new
address where the scrolling is
to start and alter the program
accordingly,

This start address depends
on where you want the scroll
to start and is given by the
gquation:

Start Location=E5800+
(¥Y*&140)
Here, Yis the first line to be

scrolled, the lines being num-
bered 0 to 31 from top to

bottom.
Once the start location has
been found, the three

addresses contained in lines
110 to 180 must be changed
in line with this new location.

Suppose you just want to
scroll the bottom eight lines of
the screen. These linas are

What the Acorn Electron

Latest version of Forth for

the Electron (Not re-hashed = ———__

Forth 79 Code)

SOFTWARE

Unigue Stack Display Utility —_—

16k Eprom type 27128 ———

Here's another f
HE”" n Electron
It's th e same Fo

rst from Skywave Software. A Forth Eprom
which can Multi-task.it's called b I_-|l -Forth
orth that has already '-:--.'cl..f onised the BBC
Micro and, since it fo I’u /s hot on the heels of the ZX81-Farth ROM
and ':LL"FI_IIT Forth-1/0 Cartridge, you can probably guess that
David Husband is the genius behind

Multi-Forth 83 is a 'F_.L Eprom type 27128 which sits sideways
n the ROM area along with any other 3!3 Vs in use |[ then aliows a

nurmber of Forth [_,'J"’:':"I"a to run simultaneously and transparently

of each other, placing each task in a queue, up 10 a maximum of
twenty-gight!

Multi-Forth 83 15 '|I1-

for the

compatible with the MOS and specially
vectored to enable a system to be reconfigured. It contains a
Standard 6502 Assembler, a E""d ard Screen Editor and a unique
Stack Display U[ll y, 100
At alater date a Cartnd gf“ version for the Acorn "Plus I will be
available, but for now Multi-Forth 83 is sold a5 a ‘Bare’ ROM which
means an interfac E"I:HL["d["J for the Standard Acorn Electron.

MMULTI-FORTH 83

has been waiting for!

J'lu'.'-'-.ll|F.|b|E as a "‘bare’ ROM or
a ROM Cartridge fur the
‘Plus I interface

—————  Multi-tasking operating

system far Real Time wse,

This unique Eprom comes with an extensive Manual and, at

£45+VAT it is superb value. Order it

£2.30p&p (£5 for Europe,
simply Lick that box

using the coupon, adding
£10 outside) ar, for imore infc
nstead. Either way,

rmation,
you'll be one step ahead of

Dyt Ergla i IES

SOFTWARE

Jhard B LSRS) SS AEC

MULTI FORTH 83 FOR THE ACORN ELECTRON

58 ELECTROM USER Movember 1984



numbered from 24 to 31, so 110 and 120. befare, we split the number in addresses so that the routing

the formula for giving the start This gives: two and pass it to the Electron affects only the bottom eight
address is: im lines 140 and 150: rows of the screen, we now
N 41+ LT VT ol ek
- H R W
(24*&140) . 150 LDA %%:08:5TA 72 acrall with:
which is & 7600. Mext, we have to give the Flnally._we addE_a‘I3E! to the sg0 CPY 808
Mow we've got the start Electron the address of the start location —which gives us )
address, we can make the Iocation eight bytes above the &7738 - and pass this Now all you have to do is

necessary changes to lines 10 start address. To do this we address to the Electron via fun the program, press the

to 180.

First of all we put the start
address into the accumulator
by putting® &76 and then
#8200 after the LDA of lines

just add eight to the start
address.

In this case, our start
address is &7600, so adding
aight to it gives us &7G08. As

lines 170 and 180:

170 LDA #577:STA k75
180 LDA BLIB:ETA 474

Having changed all the

space bar and there's your

eight lines scrolling left. Try

changing the figure after the

CPX and see what happens.
Have fun.

{REN  egisneibrieesss
#H
JREN ¢

JREM & DERRICK GARNER
AREM

SHEM  HERRERFRERRERRES
#

GREM

LO#KEY1"NODESIMIN LISTIN

20FORI=0TO25TEP2
JOREM#+#PROGRAM LOCATION
TEEEEEEREE
40PL=L000
SOREM##ALL WUMBERS ARE H
EXADECTMAL ##
&0LOPTI
T0\Loop counter to check
for sideways movement
BOLDARLDO: STRETS
50. ADDRESS
100\Addr of first screen
byte stored at zero page
110LDA#LSB: STALTI
1200 DARE00: STAETO
130\Addr of eighth screen
byte stored at zero page
140LDARYSE: STARTS
150LDA#%0B: STALTZ
140\Rddr of start of last
eight bytes of LINE 0 stor
ed at zero page
170LDAREST: STAKTS
180LDARLIE: STRLTS
190\Loop counters
200LDX#%00
2L0LDY#EO0
220,FIRST
210\5tore contents of fir
st B bytes in zero page

240LDALETO Y

2505TALBO, Y

20INY

270CPYHL0E

2B0BME FIRST

280LD0YHLO0

300.L00P!

T10\Move LINE 0 eight byt
es to left

J20LDALLT2Y, Y

JI05TALLTON, Y

JAOINY

J50\Check page boundary e
\g. Y420

ILOBNELOOPL

I70\Increase contents of
Lec &71 and k73 it page bou
ndary crossed e.g.Y=0

JBOINCET]

JI90INCETT

400.L00RP2

410\Continue to move LINE
0 left

A20LDA(KT2D, Y

AT0STA(ETON Y

B4OINY

450\Check to see if last
B bytes of LINE 0 has been
soved left

EROCPYHRIE

470BNELOOP2

4B0LDY#E00

490, LAST

500\Store contents of zer
o page in last @ bytes of L
INE ©

SL0LDALEO, Y

S20STALTAY Y

SI0INY

S4OCPYRLOE

SSOBMELAST

SHOINX

S70\Check if all 32 lines

of screen have been moved
left 8 bytes

SBOCPAEL20

S90BEQF [N]

00, CHANBE

510\ Increase all addresse
s to start of next line if
all 32 lines have not been
soved left

620CLC

530LDALTO

BA0ADCHLAD

650STALTO

b60LDALT]

H70ADCHLO0

EBOSTALT!

&F0CLC

TOOLDALTZ

TI0ADCHE4D

T205TALT2

TIO0LDALTI

T40ADCRLOD

TS0STAKTI

T50CLE

TTOLDALTS

TBOADCHLA0

TI0STAETY

BOOLDAKTS

B1OADCELOL

B203TALTS

830\Reset loop counter

BAOLDYRL00

@50\6a back to begining a
nd start moving next line a
Cross SCreen

BLOJMP FIRST

B70.FINI

880\Increase coluan Loop
counter

BROINCATS

F00LDALTS

g10\Check if colusn 19 ha
s been moved all the way ac

ross the screen and off to
the left

F20CHPH&ZE

930\I¢ it has go to end o
f routine

940BEQ DONE

Q50%If it hasn't go back
to the begining and start a
gain

940JKP ADDRESS

§70. DONE

980\Back to Basic

F90RTS

10001

1010NEXT

1020REM®##TEST PROGRAME#2%
FREREEREERES
1030M0DES
1040YDUS
1050V0U23,1,050;0;0;
104606C0L0, 130
1070CLE
10806C0L0,1
1090MOVES40, 1024
1100PLOTES, 1279,0
11106C0L0,0
1120MOVE300, 150
1130MOVES40D, 724
1140PLOTAS,979, 150
11506C0L0,2
1160MOVESOO, 300
1170PRINT"PRESS"
1180MOVETS0, 200
1190PRINT"SPACE BAR"
1200REPEAT
12108FX15,1
122014=6ETS
1230IF1$=" "CALLEDOO
1240UNTILFALSE
This listing is included in
this month’'s cassette
tape offer. See order

form on Page 47,
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SUPERB HARD COVERS
for your BBC Micro & Electron

® Engineered in top quality
high impact ABS — very tough.
L]

Super textured finish in
cream to tone with your Micro.

® Looks good in the home.
® Gives excellent protection.
® ldeal for schools and colleges

BBC Cover: E70.95 (+£1.56 php)
Electron Cover: £8.95 (+£1 php)

lekfor

FREE
with ""Your Taam'"
a Bobby Charlton
Laather Match Ball
worth £6.99

A must for all soccer enthusiasts

Send chequa/PO (o:

Grange Close
Sandbach

Ches. CW11 SET
Tel: (09367) 3098

Yes, absolutely free for a limited period, with every copy of the
program “Your Team™ a real lsather Match Ball autographed by Bobby
Chariton (R.A.P. £6.99). "Your Team™ is & database program 1o recadd
and analyse your favourite teams match results, scores, attendances,

statistics etc. All recorded in your clubs colours. Football league
Scottish league or your own team school or club can be kep! season
after season
Available for Spectrum, BBC, Electron, CBM 84 — £9.95 plus £1.00
P&P. Order today enclosing chequesP.0. AccessVisa To:

Bec Sports, Dept EU, Bec House, Highlands Ave, Northampton.
Tel: 0604 499 245

MEW HORISOT
ZOMPUTES ZENTSES

I;Bm 64 Vic 20
| ! D
gpecT®™ facon
‘ FOR
, EDUCATIONAL
| SOFTWARE
FAST MAIL ORDER SERVICE
| FREE F&P FOR ORDERS £25 OR MORE
| SEND FOOLSCAP S.A.E. FOR CATALOGUE
To: New Horizon Computer Centres
1 Goodall Street Walsall WS1 1Q.U p

ADVERTISERS INDEX

Acornsoft e S S S e 24,25
BEC Sports e o e T e 5 T
A e e e T e e e L
P. Donn P e e e oy 7 |
EplgSoitiare s e s bh
Bl e s s e e e e e
N S T e e e e e e R
L [ T T T 1 | e e i e ey e iy |1
lcon Software ... ... ... O e S e [
Kay-Eas Software T e Tt et S 1)
Kosmos Software B e 1
M.P. Software e e e )
Micropower e Insert41, 64
Minic Business Systems ... ... ... ... ... ... BO
Modular Resources ... ... ... ... ... .o ... 2
Mushroom Computers ... ... ... ... ... ... 4
Mational Micro Centres ... ... ... ... ... 386,37
T T e - 11
Penguin e e e e e T Ty
BloaSnltwlre . i e e e
T e el 11
e N B s o e e e e e s )
T e e e T
Skywava Software e 49
Superior Software T e e ]
LT e [y ST e T . - |
Tynesoft P s T o 7
S e e
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ELECTRON 'IMAGE’
THE ULTIMATE TAPE BACK-UP COPIER

This back-up copiar simply must be the best around, coping with:

w s (Ctrl codes) in file name
* Multiple copes

w False addresses

#* Continupus streams of Binary
data

# Can lock and unlock programs

Locked programs
Programs of any length
300 and 1200 Baud
Standard files

*

IMAGE is written in 100% machine code, and is offered to you at an
absolutely amazing £4.80
Ta receive your copy super-fast, send cheque or F.O. to

PETERDONN, DEPT(EU), 33 LITTLE GAYNES LANE,

LATEST SOFTWARE AT DISCOUNT PRICES
SELL BACK OPTION WITH 50% REFUND
OF PURCHASE PRICE WITHIN ONE
MONTH

Selection of slightly used software always available
at even greater savings,

All programs are guaranteed originals.
Write or phone for our stock lists; Which includes
details of a special offer and a further discount on

your arder,

5.0. SOFTWARE
13 Edge Avenue, Grimsby, South Humberside
DN33 2DD.
Telaphone: (0472) 751444, 24 hour Answer Service
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'IMAGE’ is also availahle on the BBEC Micro

N\

UPMINSTER, ESSEX RM14 2JR

CONTRACT BRIDGE
N.B. NOT AFEEBLE ATTEMPT TO PLAY RANDOM HANDS |
BRIDGE-MENTOR is an ideal bridge partner for the Electron,

® Perfect your cardplay @ Improve your bidding
® Archive interesting hands @ Create/Analyse random deals

With high resclution colour graphics ang souna of the Acorn Micro,

BRIDGE-MENTOR guidés you through pre-analysed hands. A host
of features lincluding the spactacular AUTOPLAY option) and grand
slam quiz.

® |deal for individual PRACTICE. ANALYSIS and ARCHIVING
® Superb teaching aid for CLUBS and PROFESSIONALS
FOR BBC "B” and ELECTRON £9.50 inc. post, packing, etc

Chequesto: MINIC BUSINESS SERVICES
12 Woburn Close, Bushey, Herts. WD2 3XA.




Micro Messages

Rumours surround
the ‘interesting beast’

RECENTLY | have bought &
Pius One interface for my
Electron, When | type *HELP
| get the message:

Expansion 1.00
ADC/Printer/RS423
0S5 1.00

! was rather confused at
this message as my Plus One
does not have an RS5423
interface.

Does this mean that Acorn
will be updating the Plus One
fater? If so0, will | be getting an
upgrade? — Mark Stanley,
Weymouth, Dorset.

PS5, Keep up the good work on
& terrific magazine that I gset
every month.

® The Plus One is a very
interesting beast, not least
because it purports to be
something that it is not.
Certainly Acorn have an
RS423 up and running for the
Plus One.

The rumour is that the guy
who wrote the software was
told that there would be an
RS5423 and allowed for it,
while the guy who did the
hardware was told that it
wasn't going to be included.

The result, so the story
goes, is the misguided mes-
sage.

Rumour also has it that the
RS423 interface, which will
slot into one of the Plus One's
cartridge sockets, will be
available bafora Christmas.

Missing
commas

I THINK you may have made a
mistake in the First Byte
joystick program that you
printed in September’s Micro
Messages. Surely you've feft
out 8 couple of inverted
commas in lines 25 and 267 1
think they showld read:

25 DSCLI("FX24B,"+STR$(5
U MOD 2561+°,0°)

26 DSCLI("FI249,"+5TRS(S
U DIV 25614°,0%)

Thiz should now work., —
Kevin Wards, Glamorgan.

@ Quite right Kevin, we hang

our heads in shame. Happily
we think most paople will have
figured it out.

Short, but
effective

! WROTE this short program in
my lessons fast week and { find
it guite affective !

10 REM CIRCLES

20 REN MEIL HAYWARD

30 MODE 2

40 VDU 23,1,05050;04

50 REPEAT

&0 MOVE 900,300

70 FOR t=10 TO J&0 STEP
10

B0 x=d4002COS(RADIE)]

90 y=400+SINIRAD(L))

100 MOVE %00,500

110 PLOT BS,x+500,y+500

120 NEIT

130 6COL O,RND(1a)

140 #F19,2

150 #FH10,2

160 UNTIL FALSE

— Neil Hayward (14),
Windsor, Berks.
@ You're quite right Neil, it's
vary effective indeed,
especially considering that it's
all dane in Basic.

BBC has the
edge on speed

COULD you explain why
programs [ have typed from
your sister publication, BEC
Micro User, run significantly
slower on my Electron than on
the BBC itself.

I noted a similarly dramatic
increase in speed when | ran
Efectron Golf {Efectron User
July 1984) an the BEC.

The differences are most

notable in the production of
sound and animation. Is my
machine faulty? — |. Raid,
Market Harborough, Leics.

@ The answer is that, owing
to some cost-cutting arrange-
ments of the Electron’s
memory chips, it takes twice
as many goes to get informa-
tion from its memory as the
BEBC Micro.

This means that in pro-
grams and modes that access
a lot of mamory the BEBC has
the edga.

You'll find that in some
modes, such as Mode B, this
makes little appreciable dif-
ference, whereas in Mode 2 all
the extra colours slow things
down noticeably.

When programs go from
the Electron to the BBC, the
revarse applies. If you really
want to see a fast game, try
September’s Haunted House
on @ BBC Micro.

Software for
four year olds

COULD you help me with a
guery regarding the Electron
which f recently bought for my
four year old son,

I now find that  am having
great difficulty buying
software switable for his age
range.

My local W.H. Smith gave
me an Acornsoft booklet

listing games etc, but these do
not cover pra-reading  skills,
number, counting, shape, size
erc.

! now wonder whether |
shoauld have bought the
Sinclair Spectrum as the range
of software for the pre-school
child is excellant,

I do hope youw can help me,
- Mrs D.A. Davidson,
Liverpool.

© @ Actually Mrs Davidson,

there's a great deal of
educational software available
for the Electron, as you'll see
from the adverts and reviews
in Electron User.

The problem is that after all
the fanfare of last Chrstmas a
lot of dealers stocked up with
software. When the Electron
supplies failed dismally to
meet demand they were left
with & lot of unsold stock and
are now wary of buying more.

Happily the situation is
changing rapidly and the
advent of Christmas should
halp.

And if you can’t wait, try a
mail order dealer,

Filling in
Mike Cook!

FWAS very interasted in Mike
Cook’s Quick on the Draw
program and like some of yvour

-

WHAT wouwld you like to
see in future issues of
Electron Usar?

What tips have you
picked up that could
help other readers?

Now's here is your
opportunity to share

write yourselves. So

tear yourself away from
your Electron keyboard
and drop us a line.

The address is:

Micro Messages
Efectron User
Europa House
68 Chester Road
Hazel Grove

5

SK7-5NY.




Micro Messages

From Page 61

ether correspondents, wanted
a filling procedurs.

After hours of trying to
understand the program and
using bits and pleces out of it !
came up with the following
listimg which will fit in with the
line numbers as they are in
Electron User:

J35IF A$="F" THEN PROC FI
LL

2252PRINT "F - To FILL a s
hape previously drawn®
JISAPRINT *  move the do
t inside the shape,"
2256FRINT * then press
RETURN. "

Z310DEF PROC FILL
2I20PRINT®FILL":

2330PROC _BAND1

23406C0L0,0
2350PLOTEYT, 1T, ¥
2360B6COLS,CL

Z3T0PROC FILLL(H)
2380YCI=¥C1-2
2390MOVEXCY,YCY
Z400PROC_FILL1(=4)

241 0ENDFROC

ZA20DEF PROC_FILLICNT)
2030XCY=XL2 YO I=YY
2440REPEAT
2450PLOTT7, ICY, YCX
2450YCY=YCT N

247081 =POIMT(XCT, ¥CL)
24BOUNTILSX=CY OR YCX»1000
OR YCX40

Z490ENDPROC

Having & four year ald son |
also found that if ine 1820
was replaced by the following
four fines, it made life much
easier:

1920 IF XX3127% THEN 1%=12
79:50UND 1,-15,54,10

1922 IF XI(0 THEM XZ=0:S0U
Hﬂ l.'lﬁqi-h!!-

1924 IF YX}1000 THEN Y=10
00:SOUND 1,-15,62,10

1926 IF YX(O THEN Yi=0:50U

ND 1,-15,48,10

- John Richardson, Ches-
ter-la-Straet, Co. Durham,
® Many thanks John, it's
always interesting to hear
from people who've improved
our programs.

Electron
on the air

AFTER reading about an
incident reported in the July
edition of Electron User by T.
Skinner | felt | had to write to
tell what [ do on the subject.

He said that he picked up
his Electron’s sound coming
through on his radio.

I also discovered this, |
tuned in my radio in, turned up
the volume and got great
sound effects on my games,

The best freguency was
about 94.5 VHF. = G. Tatton,
St. Annes on Sea.
® We can't getit to work here
but from the number of letters
we've got, it's no rare occur-
rence. Let's bring this corres-
pondence to a close.

Instant
BBC

00 you want to know how o
turn your Electron into & 88C
Micro? Type in the following
and press Break,

10 #KEY10"iLiJ BBC COMPU
TER: _1RICBASIC: IEMTIUY_
IRIE"

Staphen Mansar, Tnn-.
bridge, Kent.

® Many thanks for the tip
Stephen. Any ideas of how to
use softwara to get an RS423
and a User Port as well?

Gorilla
scoreboard

AFTER seeing the record for
Killer Gorilla was 116,800 1
was doubtful that a score like
that was possible but after
receiving a copy of ‘Kilia® the
Upgrade from Bit Twiddlers |
began to belleve it

Although my highest score
without it /s only 82,200 |
have been very successful
with my scores.

My two highest scores are
333,600 and 347,000! | hope
yvou believe these scores
because they are not made up.

I wauld highly recommend

it to anyone as it has at least
doubled my liking of Killer
Gorilla. — Chris Jonas (age
12), Cheadls Hulme, Che-
shira.

@ [t's amazing the number of
letters we've had about high
scores on Killer Gorilla. Cer-
tainly it seems to have
captured the games player's
imagination. Yours is by far the
highest score so far. Inciden-
tally, how are you all doing at
Micro Qlympics?

Mayday
mishap

S0S. Surely there's sormething
wrong with the Mayday pro-
gram on Page 48 of the
October issue of Electron
User? [ reckon fines 340 and
350 are missing but can't

work out what they should be.
Am | right? — Tom Sharp,
Claathorpes.

® Curses| You are right. The
program was fine when tha
page was laid out, the trouble
is a bit of the listing dropped
off,

Our apologies to all those
frustrated embryo radio hams,
we promise 1o use stickier glue
in future, Here are the missing
lines:

340 ENDPROC

330 DATA A,25,B,5222,C,52
52.0,522,E,2,F,2252,6,952,H
+2222,1,22,0,2335,K,525,L,2
322,M,35,N,32,0,535,P, 2552,
9,35325,R,242,5,222,1,5,0,22
3,V,2225,M,255,X,5225,Y,525
5,1,5522," *,1

Just type these in, ignoring

the unnumbered data, and the
program will work. Honest!

AND A CYLON BASE
STAR FROM BOOTS!

I THOUGHT you might be
interasted in the following
program — it uses nested loops
to draw a 30D diamond.
Afficionades of Battlestar
Galactica may also note the
simifarity to & Cylon Base Star!
Furthermaore, by altering the
range of numbers assigned to
A and B, and by altering the
size of the step, lots of

10 REM DIAMONDS

20 REM LES WILSON

30 MODE 5

40 VDU 23,1,0;0;050;

30 FOR A=200 TO 800 STEP
123

&0 FOR B=200 TD 1272 STE

P 123

70 BCOL 0,RNDI3)

B0 MOVE &00.A

90 DRAW B,500

100 NEXT B

110 NEXT &

120 REPEAT UMTIL FALSE

different effecis can be
achieved. — Las Wilson,
Leighton Buzzard, Beds.

® Nice one Les, especially
when | learn that you won't
have an Electron until Novem-
ber and wrote it on one at your
local Boots,




CCNTIBUG £7.93
The cantibug desoends from the top of the
SIpEn Weawang intimidotsnghy beteen the
MUSHOOMS. Your ot is to shoot ol the
sagments of the centitug before it reaches
the bottom of the scresn.

Fecheres incude: speders, snoils, Mies, O shal
lwsls, hi-Soohe, fonkEngs  ond | InCreosing
diffrcuiey

ALSO AVAILABLE:
INVADERS
FRUIT MACHINE

TOP QUALITY SOFTWARE
FOR THE ACORN ELECTRON

The: best version ovalloble for the Eedron
milrn. Peroy 15 ropped in on los mose which is
populated by the deodiy Snobees. His anly
heope of sundval is to squsosh thiesm by hurding
e cubas ok them, Unforunotely, whenever it
saar that he has won, o deadlisr bresd
oppears.  Hitrore, makengd,  excelent
s o] Souncd,
NELL RELERSE

£7.95 DISASSEMBLER
£7.95 DRAUGHTS
CONSTEULATION  £7.95 REVERSI

FrLMEN DACROLIT £1.95
A rowel and uusuol progrom. Arcode-adtion
with this exciting mul-stoge Shooting gome
Tha obsactiva of the gome s to shoot e
aofiens oyt of thelr “boxes” before the "homes”
fill wp Once Rl the  oliens fiy  down
relentiasshy, sxploding os thsy het the grownd.
The gome fectums indude: & shill levels
rorkings, hi-score, mereosing chfioulty

£1.95
£6.95
£6.95

MA. T £T.
Frovn the author of Peroy Penguin Mr.Ukzisa
fost-action multi-soene game. Guide Mr. Wiz
orgund the garden to aot the dhemies whilst
avoiding the evil gremiins. The gremlins can
be kiled bi) dropping opples on them of by
throauing the oysihal ball. Extra points oon ba
goined by eoting the magic mushoom. but
foeauane.this is the home cf the gramlins and
makes them pefmonenthy  funiors! Sound
eifgcts and tunes, h-soore, ronkings, Supert
artode-shyhe oction

NELL RELERSE

An ooventure game using hi-resoltion Rull-
cobour grophics, Yiouone stronded on o Stronge
planet, ond Your mission 15 b meoen b
chvilsation and home. Many of the locotions
o shown grophioolly, induding | the
spaceship, the cliffs. the mountoins, and [if
o Succaad] your home, You must conefully
explore your emvionment  seoching - for
hiddan dues to halp you wnyour quest.

MELL REVERSE

ACORN
ELECTRON

= M W & @ & N B

Ay O T ofs M ]

HESS £71.95
A haghly versotile inplamentolion of (hess.
Plowy bk oo whibe ogairest the B of O
human opponent. shill level of the
computer s ploy oon be vored widely, and
moves o entened either by co-ondinotes,
rursor control, o joystick control Moves conba
tahien badk if on emor hos been mode, and the
board con be modified at amy tme. Gomes
canbe “soved” o Tlonded”, and the latt ame
con b reployed, The computer will,
MEUESEd, SLGOESE O MOVES.

NELL FELERSE

WORLD GECGRAFHY £1.95
This peogiom covers | Sd countries which ome
divided into B colegories of dificuiby Eodn
counny i pinpointed on on ootunote hi-
resolution soeen map of the word, ond the
s i oshed the onpital and'of populotion. At
the end of the test, the perosntoge of comect
onNSLers iS5 gheen, 50 that the student con
manitor his gecgraphicol knouledge,

DEALERS - Owr software is now ovailoble at all good dealers imduding:
selpcted bronches of LU, H. Smith and Boots: all mapor computer dadters
— Microshyle, Electronaquip, 30 Computers, Computarama, GTM
Computers, etc.; ond our software is olso ovalloble through oll the major

distributors, and directly from us.

WE PAY UP TO 20% ROYALTIES FOR HIGH QUAUTY BBC MICRO AND ELECTRON PROGRAMS.

SUPERIOR SOFTWARE LTD.
Dept. €U, Regent House,

Skinner Lane, Leeds 7
Tel: 0532 459453

OUR GURRANTEE
Al our sofhuore is ovailoble before we advertise
Al oftwore is despatched within 48 hours by first-closs post

lirw Esi Uinil izly &
cossette tous ond

t that ooy of our softwore Fails to lood, return your
s will immediately send o replocameant




"A FANTASTIC NEW PROGRAM +
FROM BRITAIN'S LEADING
« SOFTWARE HQUSE! | -
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