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Computer
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as she s
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A NEW O-level English
course from LCL for the
Electron features a talk-
ing computer facility
Micro English con
sists of 24 programs on

disc or cassette that can

be used as a salf-tuition

course or for revision.
A special feature is an

accompanying audio
cassette, controlled by
the Electron and syn-
chronised to 1/100th of
a sacond, enabling the
micro to talk to the
student

Adhering closaly to
the O-level exam the
coursa E?IH[.ZIIIE!“_-?i"_-i'_'h the
rules of English and their
application in practice
with nearly 800 ques-
tions.

The program costs
£24.50 and consists of
gither two discs plus
audio cassette, or pro-
gram and audio cas-
saltes,

NEW

Electron No 3

A DRAMATIC claim
that the Electron is
now number threa in
the list of best selling
home computers has
coma from Acorn.

The company has
also forecast that the
machine will enjoy
bumper Christmas
doubling its
market share from 7 to
14 per cent.

In all, Acorn predicts
that between 150,000

sales

Record show

THE Electron and BBC
Micro User show in
DE‘I;.E"I'IDEriEﬂH 1arget o
smash all records.

Advance ticket sales
have never been heavier
and almost 150 stands
are booked inside the
20,000 square feet of
London's New Horti-
cultural Hall.

With a host of hard-
ware and software firms
-:Eurnr:uming for attention,
prices are likely 1o be
keen

The show will feature
a number of specialist

stands to give Electran
and BBC Micro fans the
mast up to date infor-
mation about their
micros.

And there’ll be a
staggering range of
software, books,
add-ons. robots, gad-
gets — and much more.

Also on hand will be a
team of experts to brief
visitors about the excit-
ing new applications
opening up for micro
buffs — and to help out
with advice on any
problems.

intop micro
list=Acorn

and 200,000 Electrons
will be sold over the
festive season.

“This is remarkabla in
view of the fact we
antered the market in a
slack sales period and
faced a tough battle to
establish ourselves”, a
company spokesman
told Electron User.

The announcemeant
that the maching is now
at number three caused
a few eyebrows to be
raised within the
industry

However a survey of
the High Street retail
giants brought mixed
reaction to the claim.

“As far as we are
concerned it is basically
trua”, said Martin Cress-
well of W.H. Smiths.
“"However one should
appraciate that Sinclair
products fill the first two
positions and their
sales are way out in
front of the Electron

"But of the pack that
is following the Spec-
trum, the Electron is in
the lead followed very
closely by the Com-
modore 647,

Owver at Currys, mer-
chandise director
Richard Ford adopted a

“wait and see” attitude
when interviewed

“I'll be able to answer
the guestion as to
whether or not the
Electron is number three
come Boxing Day. But |
don’t think the com
pany's claim may be too
way out

“But one thing you
can say for certain is
that Acorm a8s a com-
pany will be the number
three supplying com-
pany by Christmas”.

It was left to David
Gilbert, Dixons” markat-
ing manager, o pour
cold water on the claim.

"According to our
salas the Electron is
probably about number
five or six at present’’, ha
said, “"for Sinclair,
Amstrad, Commodore
64 and the BBC Micro
are all ahead of it

""But it is being
heavily promoted lead
ing up to Christmas, and
this may substantially
increase the sales fig-
ures for the machine

"It will be interesting
to see how the Electron
does in fact shape up to
some of the other deals
being offered on the
High Street”.

Decermberr 1984 ELECTRON USER 5



Boredom breeds a winner

POPULAR new Electron
adventure game The
Magic Sword owes its
existence to an eight-
year-old boy's dislike of
text-dominated pro-
grams,

Richard Hollis, of
Frome, Somerset, was
keen o use the com
puter his family bought
last year but found most

of the programs rather
dull.

So his mother Kristin
and brother Martin,
aged 12, decided to
write a program Richard
would enjoy

That first attempt at
program writing was
successful and led to
games that were even-
tually published in lead

ing computer mag-
azines, including Elec-
tron Liser.

The Magic Sword is
the mother-and-son
team’'s most ambitious
F'l"UiE'i.':'l to date — an
adventure game for five
10 I'|i'|i-."-"|.'HHr-:':lil:!5 that is
marketed on cassette by
Database Publications
at E8.95. The pro-

~

After the homh fell

THE scene is ane of total
devastation. People are
desperately hunting for
food and medical sup
plies while trying to
dodge rampaging mut-
ants and the odd flood.
And it's all happening

in Accrington.

“In fact, it's what any
visitor might see if he
visited Accrington on a
Saturday evening’, says
computer programmer
Duncan Evans.

“"Howevear on this

Colour plotter
forunder £200

DATAFAX, distributor
for Sakata Shokai, is
bringing out a colour
plotter printer this
month with A4 paper
handling capability for
under £200

The Sakata SCP-BOO
is the first new product

to be launched here
since the Japanese firm
appointad Datafax

The Electron
compatible machine
also has a 210mm
paper roll option and
graphics and listings
versatility.
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occasion things are per-
haps a little bit worse
because it has just been
under nuclear attack™.

The story line is to be
found in a new strategy
game for the Electron
produced by Vampyre
Software of Leads. Writ-
ten by Duncan Evans, it
is called "Red Sky Over
Accrington’”,

Mind you Duncan
and his partner Mark
Ulyatt readily admit they
ha'-'ﬂ naver avan bean (]
Accrington,

“It's just one of those
names that lends itself
to things like this”, says
Mark.

The Electron cassette
version of the game is
now available at £6.90.

@ In our picture auth-
ors Kristin and Martin
Hollis watch Richard
test The Magic Sword,

gram allows youngsters
to explore a fairy tale
world peopled by
tamiliar story book
characters and sprinkled
with magic.

A special bonus is a
free 48 page full colour
book that recounts all
the events leading up to
the start of the adven
ture.

Kristin Hollis wrote
the book with help from
Martin, who drew the
illustrations. Martin dewv-
ised the game program
based on his mothers
design and graphics.

Now the pair are
hoping to have more
games published for
Electron users.

EDUCATIONAL software
house Applied Systems
Knowledge has laun-
ched the first in a
projected series of
own-label learning pro-
grams for the Electron
Number Painter is a
mental arithmetic pro
gram for children aged
five to 14, aimed at the
home education market.

Costing E8.95 itis an
arcade style game de-
signed to improve
mental arithmetic ability
in problems involving
addition subtraction,
multiplication and diwvi-
sion.

Players are chal-
lenged 1o make a given
number a self-
imposed time limit using
only the numbers shown
on the screen.

The numbers are col
lected by Mr Painter
who must be manoauy
red up and down ladders
and prevented from fall
ing off. Four different
speeds cope with dif
ferant dexterity levels —
Mr Plod. Mr Walker, Mr
Swift and Mr Speady.

with

Enter Plus 3 drive

ACORMN was unveiling
its Plus 3 self contained
disc interface and 3iin
single-sided disc drive
for the Electron at the
Compec show in
Movember

Also being introduced
wera word processing
package View and

spreadsheet program
Viewsheet, formerly
only available 1o BBC

Micro owners.

An Acorn spokesman
said prices for the new
products had not been
finalised, but View and
Viewsheet would cost in
the region of £50 each.
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Stargazing

MASTERMINDS and
!i[i'lrﬂil-"i—.‘r!i. dreg :-|r11(|n-;;
the people Mirrorsoft is
catering for with its five

naw programs
Electron wusers are
now being offered

Astronomy, developed
in conjunction with the
London Planetarium,
Personality Profile
adapted from the best

Birdwatching

A GAME for Electron users produced  in
conjunction with the Royal Society for the
Protection of Birds has been named
Microdealer UK Educational Program of the

Yaar.

Osprey, priced £9.95 from Bourne
Educational Software, encourages interast
in bird watching and wildlife presarvation
through a game involving protecting ospreay
nests from poachers.
® See review on Page 29.

selling book by psy
chologist Professor
Hans Eysenck, a Weight
Control program in-
troduced by Professor
Justin Joffe, a Psychic
Ability test developed by
Hans Eysenck and Carl
Serjent and a Master
mind Quiz Edlitar
based on BEBC
SEries

and
the

Shuttle trip

Is the prize

SECONDARY school
children throughout the
country now have tha
chance to win a five-day
trip 1o America with an
opportunity to witness a
scheduled shuttle
launch from the J.F
Kennedy Space Centre
in Florida.

The offer is the major
prize in the first ever
national computer com-
petition for schools —
called “The Cub British
Schools Computer Chal-
enge”’ — sponsored by
monitor manufacturers
Microvitec.

Apart from viewing
the shuttle launch the
rest of the five-day
itinerary for the winning
team of three and their
teacher will include a
visit to the futuristic
Epcot Centre in Orlando

To get to Cape Can
averal contestants will
have to successfully
answer a serias of
computer guestions to
take them up to the

quarter final stage

From there they will
have to shine in a
number of computer
tasks still 1o be finalised,

Support for the com
pany's sponsorship has
been expressed by local
government ministar
Kenneth Baker.

A challenge for
schools of this kind will
undoubtedly help build
upon the considerable
enthusiasm for the use
of computers in edu
cation which has dev-
eloped over the last few
vears”, said Mr Baker.

The competition is
open o teams of threa
contestants with a
maximum upper age
imit of 16.

Entry forms are to be
distributed shortly for
the start of the prelimin-
ary rounds in November.

Megotiations  are  at
present being held for
the televising of the final
stages in April or May
néxt year,

Have case,
can travel

NOW you can take
your Electron any-
where . . . Janart
Design of Bishops
Nympton, South
Molton, Devon, has
launched a carrying
case for the machine,

The company,
which specialises in
computer cases and
dust covers, is the
brainchild of develop-
ment engineer Bob
Artless.

Ha seat it up shortly
after seaing his son
struggling off to
school with his homea
computer tucked
precariously under his
arm.

1 had visions of

him dropping it and
that would have been
£200 down the
drain’’, recalls Baob.
"'So | designed a case
for him and it all
started from thera'’.

Tha Elactron case
costs £10.99, which
includes VAT and
postage. It can only
be orderad diract
from Jenart Design.

Making
a million

ELECTROM users can
now try their hands at
running a software com-
pany thanks to Mil-
lionaire, just launched
by Incentive Software.

Versions are avail-
able for the Electron and
BEBC Micro,

It includes graphics
of your house which
increases in size as your
profits grow.

Players start with
£500 to market a pro-
gram. By careful mar-
kating and maybe tha
odd dodgy deal with
Honest Harry you can
move from humble
beginnings to a mil-
lionaire's estate.

But beware — such a
deal could put you on
the wrong side of the
law.
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Part 11 of PETE BIBBY's

introduction to programming

LAST month we took a look
at one way our Electron can
handle lists of numbers and
namas.

We saw that we could use a
line like:

12 DIM scores(2

to set up 21 variables all with
the same name except for the
different numbers in the
brackets following it

These variables were called
elements in an array and the
numbers in the brackets were
called subscripts

The DIM command in the
line abowe would set up array
with wvariables scores/Q),
scores( 1), scoresf2] and so0 on
up until sceres(20). Each of
these variables would initially
have the valle zero.

We learnt that we could
also dimension arrays of string
variables, OIM namefS(10)}
setting up an eleven element
array starting at name$/0J and
carrying on until nameS(10).

Initially these are set to the
null string — that is, a string
that doesn't contain anything.

Finally we saw how we
could combine these arrays
and FOR NEXT loops 1o
provide some very useful ways
of handling lists. Using
variables  as subscripts we
could print out every other
name or mark or display a list
n reverse order

Last month's final program

this month's F‘rr:{_;'am |

1@ REM PROGRAM I

70 REM OLD PROGRAM WIII

38 DIM namefiTH, marki(l!

40 FOR topofclass=l 70 3

SB FRINT "Enter nase of
nusber ":topofclass

68 INPUT namef{topofclas
§!

78 PRINT “Enter ":nasef!
topofclassi;®'s mark.”

B8 INPUT mark(topofclass

%@ MEIT topofclass

188 INPUT "Enter nusber ¢
f position " position

118 PRINT naee$iposition!
3" got ";markiposition);® e
arks.”

Two-dimensional

arrays - gateway
to the datahase

showed how we could set up
two arrays in parallel,
namedi3) and mark{3).

The FOR MEXT loop just
sets up the array. The real
work is done by lines 100 and
110

Ling 100 asks you to give a
value to the variable position
The next line uses this variable
to print out elements
nameSfposition) and
markiposition)

You'll notice from the above
that we only used one number
io get two pieces of informa-
tion

If we had dimensioned
another array, such as agfzf.?.l_
we could have had the
program printing out the
name, age and mark of the
child in whichever position we
wanted.

We could have had a fourth
or fifth array set up in parallel if
we wished, 1o hold even more
infermation

These parallel arrays, lists
of values and information in an
ordered sequence are a very
simple form of what is known
as a database.

They are a way of collecting
imformation togethar in an
ordaered manner that allows us
to manipulate or pick and
choose — the items we want
using a key or pointer

In the very simple database
of Program | we used one
pointer positon 1o give us two
pieces of information held in
the arrays nameliposition)
and markfposition/.

Mow let's turn our attention

to the situation shown In
Figure |. Here we have 16
desks in a classroom. Each
desk is numbered and the
name of the child sitting at that
desk is shown. Also shown is
the mark the child got in the
spelling tast

From what's already bean
covared, it should be fairly
obwvious that we can use arrays
to hold this information. Take a
look at Program |1

last month, we could have the
Electron print out the names of
each child at each desk in
order or reverse order, or aven
evary other child.

We could also use an array
to store all the children’s
marks, as shown in Program

li:

18 REM FEDGEAN [I

20 DIM namefils!

<8 FOR child=1 TO &

42 PRINT *Nase of child
at desk “ichild

38 INPUT name$ichald!

L@ NEIT child

T8 PRINT "You've naw set

up an ordered 1ist """of n

aaes in the array nasef!().”

IR PEM-PROGRAM [1I
28 DIM mark(fs!

30 FOR child=! TD !4
4B PRINT *Mark of child

at desk "jchiid
8 INPUT markich:ld!
A0 NEXT child
78 PEINT *You've now set
o an ordered list "'"of &
arks in the array sark!!.”

Here the string wvarnable
nameSf), dimensioned in line
20,15 used to hold the name of
each child. The array uses the
desk number as the pointer

When you've run the
program, if you want to know
the name of the child sitting at
desk 11, just enter the direct
command:

PRINT namefiil!

and the answer should be

REG. Similarly:
PRINT name${13)

will give IVY
Using technigues we learnt

Here the array mark(] holds
the results of the spelling test
If vou want to know the mark
Eileen got, just find her desk
number and tell the Electron

to:
PRINT mark(l&!

and you should get the result
15

All right, you've fun
Program 1l and then Program
Il and now we have two
ordered lists, Let's use them to
tell us the name and mark of
the child in desk 3

PRINT mark(])

should give you the answer 12
but, alas:

FRINT namefi3!

B ELECTRON USER December 1984




row 1

row 2

row 3

column 1 column 2
1 2
TOM DICK
10 ]
5 6
SUE DOT
14 7
9 10
Jim BILL
18 16
13 14
SALLY JILL
18 14

column 3 column 4
3 4
HARRY FRED

12 ¥

7 B

LiZ JO
9 11
11 12
REG JOHN
12 8
16 16
vy EILEEM
11 15

Figure I: Beginners class

just gives you the error
message Array”. An  error
message means that some-
thing has gone wrong.

What's happened is that
your first array nameS(] was
overwritten when you entered
and ran Program [Il. The DIM
statement of line 20 told it to
s&t aside some memaory Space
for a list of numeric variables
and this it did.

As you hadn't told the
Electron that you wanted to
keep the string array name3(),
it simply used that same bit of
memory space for the new list.
Micros can ba very stupid at
times.

Mever mind, Program [V

1@ REM PROGRAM IV

20 DIM namefilse), markill
&1

70 FOR desk=1 TD 15

{2 PRINT "Enter name of
child at desk "idesk

59 INPUT names$(desk!

5@ PRINT "Enter "jnanef!
desk!;"'s mark.”

T8 INPUT mark(desk)

82 HEXT desk

92 FRINT "You have finis
hed entering data.”

100 FOR laop = 1 TO 5

11@ INPUT “Enter nuaber o
f position " position

120 PRINT namediposition!
1" got "smarkiposition);® a
arks,”

138 NEXT loop

will allow you to enter all the
infarmation in Figure | and it
dlso lets you interrogate the
database five timas.

All this means is that the
sacond FOR ... NEXT loop in
the program allows you 1o use
the desk number as a pointer
to tell you the name and mark
of five children. The program is
very similar to Program | so
making use of the Copy key
should save you a lot of typing

So now we have the infor-
mation displayed wvisually in
Figure | tucked away inside
our micra in the form of two
arrays. A5 you've SEen, we can
do a lot with such information.

We could add all the marks
together and find the average,
or we could find the average of
the first five desks or the last
fiva,

Try it and see, by varying
the last lines of Program IV,
And don't drive yourself mad
typing in 16 nameas each time.
Change line 30 to:

38 FOR desk= | 70 4

and just deal with the first row
while you get the hang of
things.

To sum up the above, our
use of arrays has structured
the data of Figure | in twa lists
that we can manipulate or use.

But what if we wanted to
calculate the average mark of
gach row and each column of
desks in turn? We could do it
using the arrays we have now
but it wouldn't be easy

Or again, what if we wanted

the nameas and marks for the
kids in the bottom left corner
or the top right? Again, we
could do it but it wouldn't be
straightforward.

Having the arrays ordered
one after the other might not
be the best way of ordering
things.

Wouldn't it be nice if we
could store the information in
Figure | in such a way that we
could refer to aach desk not by
onea number but by the row
and the column of the desk?
Then we could find out about
Eileen by referring to row 4,
column 4.

Instead of our lists being in
an ordered sequence, they
could be in a sort of grid
mimicking the classroom
itself.

As you might guess, there is
a way of doing this and it in-
volves our old friend the DIM

statement.
We use it 1o dimension
what is known as a two-

dimensional array, an array
which has two subscripts.
Don't worry if vou don’t follow
this, read on and all will be

dimensional array. We do this
with a line like:

28 DIM deskid, 4}

in a program.

You'll notice that it's very
much like the previovs DIMs
we've dealt with but that there
are now two numbers in the
brackets, separated by
commas. These two numbers
are what make it a two-
dimensional array.

What happens when the
Electron executes line 20 is
that it sets up 25 variables. All
are shown in Figure Il

As you can see, the
variables range from deskf0, Y
and deskf@ 1] all the way to
deskid 3] and deskid.4). The
DIM statement has, as before,
set up a series of variables
with the same name stem but
with varying subscripts.

The difference is that in a
two-dimensional array we
have two subscripts in the
brackets of an array element.

If you look at Figure | you'll
see that we've set up 25
variables and a closer look will

axplained. ’
Let's create a two-
dosk(®,@) desk!l,d) desk(2,8) desk(I.B! desk (4,8}
desk(B,1) deskil,1} desk(2,1) desk(3,1) deskid, ]}
deski0,2) deskil,2} desk(2,2) desk(3,2} desk(4,2)
desk(B,3) desk(1,3) desk(2,3) desk(3,3) desk(4,3)
desk(@,4) desk(!,4) desk(2,4) desk(3 4} deski4, &)

Figure i: A two-dimensional array
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From Page 9

show that each variable has its

own unique pair of subscripts.
You might also notice that

the wvariables seem to fall

naturally into orderad series.
One example is:

desk(2,8)
desk(2,1)
desk (2,2
desk(2, 1!
desk(2,4]

Looking at Figure |1, they all
seem to fall into one column.
Matice that the first subscript
in each variable, 2, stays the
same, while the second sub-
script goes from 0 1o 4,

Anyone who thinks of
nested FOR ... NEXT loops
here goes to the top of the
class.

Again, looking at Figure I
you might pick out a row
formed by the variables:

desk[R,3}
desk{l, 3}
desk (2,3}
desk (3, 1)
desk (4,3!

By now you might be
seeing why it's called a two-
dimensional array. If you ware
s0 inclined, you could name
any of the elements of the
array as deskfx,y) where x and
y are variables.

When x is 2 and y is threa,
then the element we are
naming is gdeski2,J).

Of course, if we called the
subscript wariables column
and row, any element of the
array could be reffered to as
deskicafumn. rowl. Or, aqually
as well, deskirow, coalumn),

Taking the latter case, if, in
the course of a program, row is
4 and cofumn is 2, then the
element deskirow, column) is
deskid, 2],

Looking at Figure Il again,
you'll see that if you ignore all
the elements that have a zero
in them - affectively, the first
row and column —what's left is
very much like a map of the
classroom in Figure .

In fact we can use our two-
dimensional array to hold the
desk numbers, the array
mimicking the classroom,

Of course, we've done this
before in the one-dimensional

arrays we learnt about at first,

The difference is that this
time we can get at the infor-
mation row by row, or column
by column or, even any com-
bination of the twao.

Program V shows this in ac-
tion,

Line 20 dimensions a two-
dimensional array while the
nested FOR ... MEXT Iloops
work their way around the
class. If you can’t follow that,
work it out on a piece of paper.

While column is 1, row
goes from 1 to 4 with the
inputs being stored in the
variables deski7.7), to
deskid 1),

Once the program has built
up the array it enters another
series of FOR ... NEXT loops.
These print out the values of
deskirow,.columnl, but they do
it selectively.

The variable row only has
valugs 1 and 3 - look at the
STEP - while column cycles
from 1 to 4 for each of these
two values

The result is that only the
desk numbers for the boys are
printed out. Can you alter the
program so that it prints out
the girl's desk numbers?

As you can see from the
above, we've used an array
with two subscripts to hold in-
formation. The fact that it has
two subscripts means that we
can do more things with it than
with an ordinary array.

We can use FOR ... NEXT
loops to deal with whole rows

B REM PROGRAM V

28 DIN deskid, )

30 FOR colusn=1 TD ¢

40 FOR row=! TO §

58 FRINT “Enter the nusb
er ot the desk in row “jrow
i" v column ®;colusn

&8 INPUT deskirom,colueen

T8 NEIT row
BR NEXT coluan
o CLS
108 PRINT
{18 PRINT *The boy's desk
s are nusbered:”
122 FOR row=1 TO 3 STEFZ
138 FOR coluen=1 TO 4
148 FRINT deskirow,colusn
!
158 NEXT coluan

18 REM PROGRAM V1

20 DIM name$ (4,4} mark(d
A1, desk (4,4

3@ FOR row=] TO 4

42 FOR column=] TO 4

5@ FRINT "Enter the nase
af the child in the desk §
nrow “jrow;" , colusn "3co
lusn

£@ INPUT naeef(row,colue
n!

78 FRINT "Enter “ramefir
ow,coluenl”® ‘¢ park®

88 INPUT mark(rom,coluan

90 PRINT *Enter "nanmefir
oW, colusnl® ‘s desk nusber”

182 INPUT desk (row,coluan
]

118 MNEIT coluen

128 MEXT row

138 FOF delay=! TO 228

148 CL:

158 FRINT

158 PRINT "THE RESULTS FR
JM THE MIDDLE FOUR DESKS:"

172 FOR row=2 T I

180 FOR coluan=2 10 3

158 FRINT name$irow,colua
A" in desk nusher "jdeskir
ow,column);® scored "imark!
row,colusn)

208 MEXT coluen

218 NEIT row

loops to pick out and print the
details of the middle four
desks.

If you can't follow how
that's done. just make up ver-
sions of Figure Il using mark()
and namef() and you'll see
why the loops have the values
they do.

Finally run Program Wil It
sets up the database as before,
storing the classroom informa-
tion in two two-dimensional
arrays.

It then asks you to enter a
row and column number and
gives you the information on
the child who sits at that desk.

150 KEXT row

or r.nlurnns at a l:irne_

Motice that while the ele-
ments of a two-dimensional
array have two subscripts, that
element only takes one value.
In Program V desk(?.7) held
only the value corresponding
to desk number one.

The second subscript
doesn’t let us hold any more
information, it just allows us to
deal with it better.

You could use three two-
dimensional arrays to hold the
whole of the information in
Figure |.

Program VI does this, set-
ting up three two-dimensional
arrays in line 20. Then come
the familiar nested loops to
antar all the information into
the arrays.

This is much the same as
the previous program, except
that we're also using a string
array. The interesting point
comes after ling 150 where
we uwuse our faithful nested

10 REM PROGRAM VII

20 DIM name$(4,4) mark(4
W4

38 FOR colusn=1 TO 4

42 FOR row=! TO 4

58 READ namef{row,cclusn
}ymark{row,coluan!

6@ NEXT rom

T8 NEXT colusn

BBCLS

92 PRINT

{B@ INFUT "Bive me a row
nusher * rom

{12 INPUT "Bive #e 4 colu
an nuaber " column

128 PRINT nawe${row,colum
nl" scored ";markirow,colus
ni:" marks"
{138 DATA TOM,1R,SUE, 14,01
M, 18,5RLLY, LB

148 DATA DICK,9,D0T,7,BIL
L dbJILL, 24

158 DATR HARRY,12,LI1,%.8
EB. 13, IV, 11

162 DATA FRED,7,00,11,J0H
M, B,EILEEN,15

As you can see, setting up
the database allows you to ask
all sorts of guestions about the
class. But then you'we
probably got all sorts of ques-
tions about Program VIl itself.

What's all this DATA and
READ?

Well, the answer to that
comes next month, For the
time being, just look on them
as ways 1o avoid typing in all
those names and marks.

Meanwhile, just play
around with a few two-
dimansional arrays, giving
them values and seaing what
you can do with them. You’ll
find them very handy.
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PROFESSIONAL

COMPUTER PROGRAMS FOR

PRODUCTS THE MODEL B

AND ELECTRON
EACH TAPE ONLY £5.95 (Except H.O.H.)

- OF HORRORS (BME) £6. 95

:I:Cl RAID .\_.'-Rb -_IH k.l-1
oysticks. Top table. Pause opltion

EARLY YEARS (BIE| For children betwsan 3-8 years of pg Warch out for HOUSE OF HORRORS ar 1l ALSD AVAILABLE:
| 1 & saries of simple game type tasks t Al pr are FULLY inclusive far UK arders. STAR HAWKS (B) (E} - DESIGN {B) (E)
' P il i T rmde il 10 HANGMAN (B) (E) - SPACE TRAFFIC
- ' |-. el Ll CONTROLLER {(B) {E) - HORSES (B (E)
putsr Products. SPACE TANK (BI
= hen ordering plaase state BEC or Electror
cJu hcth KAY-ESS Computer Products,
e 11 Buttercup Close,
w2 Available for: Romleighs Park,
cake on 1 cvior el {E} Eloctran (8] BEC Model B
i by evaeryona in Orion L FREE 1,-..-&?1 :;l orders |Except H.O.H.) Harﬂid WDDd‘.
aui 3 level version of Esﬂ-el HM3 ux F.

MNOUGHTS AND CROSSES!!

ELECTRON, BBC Model B O.UAL SO F £9.95
(any OS, BASIC I/ll) l linc. VAT and p.p.)

QUAL- EEIFT Comments: About our pre : aned’. Dot el os what peg
LEAGUE DIVISION ONE far the BBC B, wi it 5 'J ‘CER SUPRE! ribe ELECTR
-L-.--ur|l-.-.-,a=- we hadn't s ':.r-vELECTFD\_; wiham v 1 1 wert. but now. at i

WETING H‘w ;\rl.:-;.:|a|"||:|-'la_|'-.'.|-|--L-. [33} jnt B i L &SCapa ilt,.-.k '|II-‘I.|5.-L BLlIVE

out bL,l,_,n:_,'-a-\. HI.JFH:ML,- rom J. Hooloy of
a J if, therg was no Stogping wnt f e sease

Wu m.a.kg that nbuu'l ix hours (:nntmuuu:. |:|.|a.|||-1 And in h 1 hone conve sation P. Wright of Swansea began
is by fa ramve v fownd for the ELEC TRON™. QK Mr Carter?

' '“"snt:l:En SUPREMOD”

NDTSD MUCH & GAME, MORE A WAY OF LIFE!

You '.--..'R nted Manager of a newly promoted 15t Division Club, and it 8 up 10 you 1o transtorr
ardinary side one ‘. alistically nge f st Divigsion Cham g one within the next 5 seas
a854GE yOur side’s capab ||I|| 5 and tham, thro your youth policy and the transfer market, reinforce the strengths
tha waaknesses. It's all 50 easy ar

s+ 30" 22 MAN, FULLPITCH, FULL MATCH GRAPHICS SIMULATION

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

® 4-4-2, 4-3-3 and 4-2-4 team formation ® Team selection by names. lenter initials)

® In match tactical adjustments. & Home/away hias, opposition tactical play

@ Opposition skills related to League record. ® Tactical substitutions

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

-—-----------lﬂ----———----I—---I-----------—----ﬂ_

| I Please supply a copy
I D-UAL—SDFT I of SGCEEH SUPREMG MAMBEE ettt s T s e

i d
The game will be posted on the Dept. EU.

same day as the receipt of

l | enclose a cheque, B [ - - 1R
order. ACCESS telephone | 18, Hazlemere Rd., | postal order, ACCESS
authorisations should take no | Stevenage, | card authorisation for
maore than two days to arrive. | Herts. SG2 8RX | r9.05
| Tel: (0438) 721936 |

iPipare shate Floctron or BRI
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Surely you don't need these explaining to youl
This changes the tex colour to yellow, palatte colour 3.
See 10,

Form a FOR . . NEXT loop with contral variable
divisor, The divisor is the number that comes after the
MOD. As the loop cycles this goes from 1 1o 5.
Sats up a string variable String8 and fills it (for the
time being) with spaces. This will later hald g sarigs of
results fram a MOD with the same divisor but
different dividends. The Number of spaces i5
determined by divisar,

Make up a FOR .|
variable divideng changing from 1 19 50.

This uses the function STR$ 1o turn the resylt
dividend MOD

the variable addtostring§,

Isn't as complicated as g looks. Firgt it joins
addtostringd and string8. It then uses RIGHTS to
take the first givisgr letters of this new string and give
it to string®.

Just prints the top line. This varigs with dividend and _

divisor,

Form yet anathar FOR...NEXT laop, this time with
control variable Stripstring,

Thiz splits stringd into itg SBparate components ang I

prints them underneath each other,

A delay lagp, Leave it out and see what happens,
Holds things up until a key is pressed.

Overprints the tap line

out and see what happens,
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Bl

NEXT loop which has the contral |

divisor into g string. This is placed in |

with spaces, Again, leave it I

T

op — Cycles 5 éimes ¢

Cuter (o

—

Hangrng dividends

THIS mMonth'sg Nutehuuk

_ i andling tech.
Niques 1o show how the
MOoD function Produces g
sSeries of remaindersg that

Cycle in Vilue,

If Mmop and Dy baffle
You take g

look gp Dave
Huhinsnn's article in the
September Elactron User,
Or just siy back ang watch
the number Patterns,

=Ly
.
]
)
z
. =
0 VEU 19.1,3,0,0.¢ !0
S0 VOU 23.1.0:0: 000 ‘?: @
&0 FOR divisor=1 10 & g i
T string$=STRINGS (divis —3
[ {or." " P w
I 80 FOR dividend=] TD il @
I 30 addtostring$=5TRS (4,
i idend MOD divisgr)
f 100 Strina#=RIBHTS (igtrir
[ | af+addtostring$),divispr) @ ‘g
| 110 PRINT TABLLO, Bhadivig E ‘:g
I. end:* MDD "idivisor B s @
120 FOR stripstring=1 T¢ =1 &
| all 4 +1 & 2 H
% divisar+] 5 3 g
12| i3 FRINTTAB(10,8¢2%stri0 2 5

strlra?HIDSEstr:nni.str;nst
ring,l}
140 NEXT stripstring
130 FOR delav= 1 1§ 200N
EXT delay
150 NEXT dividenz
170 PRINT THB(10,77) "PRES
5 SPACE":wait=GET
{80 PRINT TaB{10,B}STRING
£(8," "]

holds & Fings Lo

arqses }rea::"rhy
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 BBC MICRO

... with lots and lots
of Christmas bargains!

We confidently predict this will be the biggest Show we have ever
organised — with more exhibitors than ever before and with many hundreds
of really worthwhile bargains for all our visitors.

Among our exhibitors are all the leading names in the world of the
BBC Micro and Electron. And they are determined to make this a show to
remember, with a whole host of hardware and software bargains.

You'll be able to try and buy some fascinating new games that are
destined to be the top sellers this Christmas — and well into 1985, You'll be
able to inspect new hardware packages that will make your micro much more
powerful and much more versatile.

And on our Technical Advice Stand you'll be able to discuss any
problems you may have with experts who know the BBC Micro and
Electron inside out. :

Don’t miss the show where all

your questions are answered!

By handing in this voucher
at the door you save £1 off
the normal admission

Reduced prices for
School/College
Groups

Entry only £1 per student if
bookings are made in
advance. Send your chegque

{made payable to Database
Publications) and SAE to:

Electron & BBC Micro User Show
68 Chester Road, Hazel Grove,
Stockport SKT SNY

Tel: 061-456 8383

Valid for a mindmum of 10 people

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:
Travel Offer, PO. Box 1, 5t.
Albans AL1 4ED with SAE or
Telephone: 5t Albans 34475
quoting: The Electron & BBC
Micro User Show.

price of £3 (adults) and
£2 (children).

{Viakid for a
[Only 1 voucher per person)
10am-5pm, Thursday. December 6
10am-5pm, Friday, December 7
10am-5pm, Saturday, December 8
10am-dpm, Sunday, December 9

New Horticultural Hall
Westminster, London SW1.

mcimum of & people)




\cornsolt announce tidings of great joy
for both BBC Microand Electron owners: cight
brand new programs for Christmas.

I“ach one makes an ideal stocking liller.

They're all available
\cornsoftstockist. For the address orto order
by credit card simply ring 0933 79300.

at your local

Or you can send off for our catalogue by
mmnu to Acornsoft, ¢/o Vector Marke (ing,
[.umhm Road. Wellingborough. Northants
NN8 2RI.. ' |

Alternative ]1. however, Vou lill]lldl‘.hl‘i*l;ll\l'

achance :lll(]lil[l'hl]lnl co sm
to Father Christmas. A RN

sSoftware [or the BBC Micro and Elevtron,




9.00 Firebug

A fast moving arcade-type game in which you are a fireman, trying to rescue some oil
drums and take them to the safety of a water tank. Your opponent is the firebug who
runs around lighting tires which move slowly towards the drums and fire extinguishers,
destroying them if contact s made.

10.00 Maze

A gripping graphics game where you enter a top secret installation with the aim of steal-
ing secrets from a rival company. The security system. however. has many levels each
consisting of a maze of corridors patrolled by arm ed robot guards. Complete with full
colour 3-D graphics, sound effects and a high score table.

12.00 Elite

A superb 3-dimensional graphics game that’s light years ahead of any other. You are
aspace trader who roams the universe. making yourliving from buyingand selling cargo
in your Cobra space craft. On your travels, you will encounter aggressors who are cager
to putan end to your dealings. Be warned. only the fittest wall survive.

1.00 Crazy Tracer

A crazy adventure in which you guide a paint roller round the edge of a maze of
rectangles, while avoiding the monsters which are trying to stop you by crushing the
roller. Beware — as the game progresses, so the number of monsters chasing you

will increase.

3.00 Go

‘G0’ 1s a board game for two players which originated in China 3000 years ago and 1s now
more popular than Chess in the Far Fast. It requires strategic insight, intuition and a
strong, calculating mind. If you wish, you can also challenge the computer at differing
degrees of difficulty. A velly good game indeed.

4.00 Watch Your Weight

At last, a weight-loss pmgralﬁ designed especially for you. With it. your computer
becomes an expert wholly conversant with and sympathetic to your needs. and will
help you choose an appropriate and individ ual weight-loss plan. The program also
includes a calorie counter and a series ol apposite menu suggestions to help stimulate
your imagination when you just can’t think what to eat.

5.00 The Complete Cocktail Maker
With everything from a Black Russian to a Betsy Ross, this program contains data
sufficient to concoct a staggering 320 different cocktails.

6.00 Paul Daniels’ Magic Show

Stun and amaze your friends with yourastounding feats of magic. This program contains
ten tricks to be performed by or with your BBC Micro/Electron. Hurry though —its
bound to disappear fast.




CHRISTMAS Snap is Phil
Tayler's Electron version of
the old card game for young

children.

A multicoloured Christ
mas object, such as a trea,
appears on the left of the
screen and a series of
similar objects appear one
after the other on the right.

Your job is to tell the
Electron when the colours
of the objects match exac-
tly. Only you don't say
“Snap’’ — you press the
space bar.

if you're wrong you'll
get a short beep. If you're
right . . . well play the game
and find out.

Happy Christmas.
Happy Christmas. Snap!
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ELECTRON JOYSTICK INTERFACE ! ﬁ f‘
Electron users! This is the add-on averyone wanis..|
Electron switched joystick interface from First Byle «aw & now

with free conversion tape that vastly extends your game range right away.

The interface operates with all *Atari-style’ 8-pin joysticks, and ils many
advanced design fealures put it way out in front for quality and reliability.
That's why, to dale 15 major software houses are already bringing out
games that work directly with the First Byle Electron Joystick Interface -
and many more are sure 1o follow.

AVAILABLE FROM WHSMITH & , @
AND MOST COMPUTER DEALERS

MAIL ORDER FORM

Please rush me the following items
First Byte Joystick Inlerfaces al £19.95 ___
First Byte Printer Interfaces al  £34.95
TOTAL
| enclose a chague made payable to FBC Systemns Lid
| wish to pay by | Access Visa Expirydate___ e

1 | | P
Signed L it e . o P
MName _

Address _

Card No

Tel

% Q) 4,%
RINS,

FIRST BYTE &

7.
ELECTRON JOYSTICK INTERFACE

Look ‘at these ‘advanced design features.

Wigrs with afl *ARaT- -
styfe §-phn joysticks L
and wtilisas rapid-fire Y
mode on ]
Cuickshot 2.

Only 2 chips for witra.
Il"hig-'i reliability and low
iy

posar comsumption

ansuring safe
operalbon with
iha Elactron

Custom-built,
Colaur-

co-ordinaled cass et —% Gold plated

CONNBCIors ensure a

periect contact
Metal polarising key
and nylan énd caps
ensure positive locking

In high-impact plastic
Saacial litments snsune
that whan tha joysiick is
plugged i, Ihé A58 takas the
stram, fad the soldered jolnis.

First Byte Computers,
10, Castlefields,
Main Centre, Derby.
DE1 2PE

I Tel: Derby (0332) 365280

A GENUIME FIRST BYTE
ADD-OMN




Let your
programs
add their

own data
statements

( can PROCdsta word$) )

List all variabies
to be usad and place
them in & LOCAL statemant

Y

Check for Invalidity
of tha word 1o be placed
in tha data siatament

L

ND Retwrr from

Find the start of the
last line of the program

Is the last ling a data

b o

NO

YES

g

NO

5t Lt

YES

Add word 1o end of data
stalement

(imﬂuh‘hmlmj

(ﬂﬂ rnuwnﬂmD

Add a new lina to
tha program
i

( Auto RUN the program )

Figure I: Flow diagram

MANY of the programs |
use in my school have a
series of data statements in
them, containing infor-
mation like word lists,
vocabulary, names and
questions and answers.

Frequently these need to be
extended. However the users —
both teachers and pupils —
may not be able to stop a
program and add their own
data statements. So it was
necessary to develop a way
whereby a program could add
data statements to itself.

Autodata contains two
procedures which can be used
1o dao this.

If you want a copy of
Autodata and don't feal up to
typing it in yourself then send
off for this month’s Electron
User tape (see Page 44).

But if you wish to see how
your Electron remembers pro-
grams and organises its
memory then switch on and
we'll begin.

Enter line 70 = making sure
that the character after OLD,
RENUMBER, *FX210.,1 and
LIST is a “}"

T0 #KEY100LD: MRENUMBER M
(M#FI210,LIMLISTIN

Mow run it and press Break.
If your screen displays:

Acorn Elactron
BASIC

>

and nothing else, then go to
the beginning and start again
{or go to the bottom of the
class and learn to read).

Line 70 programs the Break
key. It tells the computer what
to do -after someone has
pressed Break.

OLD causes the computer
to re-remember the program
in memory.

RENMUMBER renumbers
the program from line 10 in
steps of 10 (the default
values), After pressing Break
check that the computer has
not “failed” to renumber.

If a "failed at” message
appears then that line has a
GOTO, GOSUB. ON GOTO or
ON GOSUB instruction which
needs changing. Of course,
none of my friends uses
GOTOs or GOSUBs so it doas
not apply to them!

| find the renumber instruc-
tion useful when developing
programs. |f | nead to insert a

lot of extra lines then pressing
Break makes room for more.

*EX210.1 is for the beneafit
of your family! As | do most of
my programming in bed and in
the early hours the place is
rather quiet. It does not matter
how careful | am — I'm bound
to accidently press the Copy
key causing an offensive beap.
So *FX210.1 (which cuts off
all sound output) is my
salvation.

By the way, It also staps the
sound output of most arcade
type games so even those
don’t cause grievous
annoyance to the rest of the
world,

Ctrl + M sets the page mode
on {see VDU14). This means
the automatic scrolling of the
screen is stopped and the
computar waits until Shift is
pressed, which reveals an-
other page of printing. Press-
ing Escape enables the user to
adit the program.

After Break has been
pressed and the instructions
givan so far are completed the
computer lists the program
one screenful at a time.

Whan the development of a
program is finished | usually
change the ling to:

70 #KEY10DLD!MRUNIN

If Break is pressed, eithaer
accidently or on purpose, the
program reruns itself from the
beginning. Pressing Ctrl +
Break then typing OLD+
Return allows a programmer
access to the program.

Back to the problem in hand
— the development of a routine
that will allow the program to
add data statements to itself.

The first step is to draw a
flow diagram which shows the
algorithm of the proposed
program. That should contain
all the facilities required in the
final program and the precise
order of action. See Figure |,

All the action will be
contained in a procedure
called PROCdartal .

However to keep the struc-
ture of that procedure simpla it
was necessary to call from
within PROCdatal | another
procadure called PROC-
newlinel |.

Mow the algorithm of the
program has been set out it is
necessary to convert this into
statements in Basic.

Line 210 lists all the

18
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variables wused in the
procedure. This is most impor-
tant if it is going to be usedin a
variety of programs,

We do not want to use the
variable fast% and change its
value if it is used in another
part of the program.

By placing it in a LOCAL
statement even if lasris is used
in the rest of the program this
procedure will not change its
value.

Lines 220 to 280 check for
invalidity in the word to be
added to the data statements.
It is important that the word
does not contain quotation
marks.,

If they were inserted in a
data statement an error would
occur when the statement is
read. All qguote marks are
removed and replaced by
apostropheas.

If the word is a null string
then the process aborts. If the
word is longer than 247
characters then it must abort
because it is not possible to
have a data statement of that
lemgth.

Fimally, in this checking
section there is a check for
embedded commas.

If a comma exists in the
word it is necessary to
surround the word with quotes
before placing it in the data
statement. Line 280 does that.

Before we can understand
the workings of the rest of the
procedure it is necessary to
look at the way the computer
remembers a Basic program in
mamory. The Electron User
Guide (Pages 127 to 129)
gives an outline of this.

A Basic program is stored
starting at the wvalue of the
variable PAGE and extending
through to the value of the
variable TOP. Type
PRINT"PAGE and press
Return and you will get the
result EQQD.

Type PRINT “TOP, then
press Return. If you have no
program in memory the value
printed will be EQ2.

The difference betwean tha
two values indicates the size of
the program. The longer the
program the higher the valug
of TOP. Type in another line
and see.

Type in lines 80, 490 and
500 of the main program. Line
BD seis the function key 50
that if it is pressed PROCquery
is called

PROCqguery is contained in
lines 490 and 500 and
displays the contents of each
location of memory from
PAGE (the start of the Basic
program) to TOP (the end of
the Basic programl.

By pressing function key 1

_’

Memory location Value
PAGE (E0OD) 13
PAGE+1 (EO1) Low byte of the first line number.
PAGE+2 (ED2) High byte of the first line number.
PAGE+3 (E03) Length of the first line
(EQ4) -
~Characters of the first line.
13
Low byte of the second line number.
High byte of the second line number.
Length of the second line.
Characters of the second line.
13
: and so on.
an byte of the last line number.
High byte of the last line number.
Length of the last line.
Characters of the last line.
TOP-2 13
TOP-1 255
TOP

Figure If: Memaory map showing
the structure of a Basic program

LOREM AUTODATA
Z0REN
JOREN (C) Electron User
40REN
SOREN W.John Woollard
BOREN
TOSKEYLODLD | MiN#FIZ10,1}
MAEN. IML. K
BO#KEYLPROCquery M
F0MO0ES
10OPRINT ‘" *AUTODATA®
110PRINT **To add a word
to the DATA statesents ¢
yoe the word then Return.®
120PRINT " ""Press ESCAPE t
o stop the praogras, then t
ype LIET and press Return t
o see the new statements.
130INPUTword$
140PROCdata (word$)
1505T0F

160REM end of control mod
ule

{TOREM

1BODEFPROCdata(data$)

190#KEYAILRUNIM

Z00PRINT"* *"Press FUNC &
now '";tREPEATIUNTILGET=12

Z10LOCALtopY, ] ast, count’
Jdend, vk

220IFLEN{data¥) =0THENENDF
ROC

2I0IFLEN(data$) b24TTHENEN
OFROC

2401FHIMEM! TOP +&100THENEN
OPROC

Z50REPEAT: vI=INSTR (data$,
CHR$34)

2601FvE OTHENdatad=LEFTS(
data$,vi-1]1+"""+RIGHT# (data
§,LEN(datas)-vi)

270UNTILvE=0

ZBOIFINSTR (data¥,CHRE44) }

OTHENdat af=CHAS34+dat as+CHR
1]

2901eni=LEM(data¥]

300top=TOP:|astI=TOP-2

J10REPEAT: 1asti=]asti-1:U
NTIL?lasty=13AND?(lastX#?(1
asti+d) =13

J20IF? (1astX+4}{ 2220 THENR
ROCnenline(dataf)

II0IFLEN(datas$)+1TOP-1ast
1) ¥230THENPROChew] ine(datas
1}

J407(topk-2)=44

150F0Rcount=1T0lent: ?(to
pl=2¢county)=ASC(MID$(datas
LcountX) dsMEXT

J407 (topk-1+lenki=13:7(to
pi+lenll=253:7(lasti+31=2(]
astI+3)#1+len]

JT0END

JBODEFPROCnewl ine (dataf)

I90hiX=71lasti+1}:10k=7(1

asti+d)
4001F10%+102Z55THENRI X=hi
1+
410102=(10oX+10}MOD235
4207 (topl-1)=hils?(topll=
lol
4307 (topT+1)=leni+]
4407 (topR+2) =220
A50FORcount®=1T01enk:? (to
pl+2+count®)=ASCINIDS (datas
ycounth) ) i NEXT
4607 (topt+3+lenll=13
§707(topZ+4+lent)=255
4BOEND
490DEFFROCquery: VDU14:FOR
E=PABE TO TOP:X=7K:PRINT:K,
T2 IFXXI2ANDEC 127 THENVDUX, 1
3, 10ELSEVDULT, 10
SOONEXT: ENDFPROC
This listing is included in
this month’s cassette

tape offer. See order
farm on Fage 47,
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the memory can be displayed.
Try adding a line to the end of
the program to see the change
to the output of the procedure.

If you analyse the result you
may be able to see the pat-
tern in Figure Il.

To allow us to peek inside
tha memory of the computer
(and to change the content of
the memaory) thera are indirec-
tion operators. Pages 129 and
130 of the Electron User
Guide describe their use.

We will be concerned with
the use of "query’ — the byte
indirection operator

To peek at the contents of a
location, say &EOO, type
PRINT ?&EQ0 and press
Return. The number primtad
will be between O and 255
inclusive,

To change the value at a
particular location, say &EQD
type PREQD=32. The value 32
is placed in location B&EQOD.

Warning!? Typing
PREOO=32 will cause the

computer to state bad Pro-
gram if an attempt to LIST,
RUMN or SAVE it is made

Lines 300 and 310 search
the memory of the computer
starting at just below TOP and
working downwards until the
next end of line character is
met,

Line 310 not anly checks it
is an end of line character (13}
but that it occurs immediately
before the start of the naxt line.

If the Flast®+ Plast%+3))is
equal to 13 then the 13
encountered is actually a
character in the middle of the
final line of the program

The value fastfc generated
at this paint is equal to the and
of the penultimate line of the
program.

Line 320 checks to see if
the last line is a data line. The
key word for a data line is
represented by CHRS44.

If the last line is not a data
statement then PROC-
newlinel ) is called to add a
new line to the program.

If the last line is a data

statement then line 330
chacks that there is enough
room to add the word to the
end of it. If there is not then
PROCnewling| ]isalso called.

It must be noted that both
PROCdatal | and PROC
newlinel | do not end with
ENDPROC but with END.

This is necessary because
after we have artificially
extended the last line or added
anew line the computer needs
to go through the action of
QLD. RUMN or SAVE before
attempting any processing
That is the reason for lines 190
and 200 of the procedure
PROCdatal ).

Line 190 sets up the
function key 6 so that when it
is pressed it generates
CHR%12 then RUN then
CHR%13 (for example Return).

Line 200 puts up the
prompt “Press FUNCE now!”
and waits until CHR$12 is
generated from the keyboard.

There is no significance in
the number 12 other than that
it is not possible to enter that

valug by accidently pressing
any one key.

By pressing function key 6
naot only is CHR%12 generated
but the keyboard buffer is also
loaded with RUN<+Return. So,
when the program is ENDed
and the cursor appears, the
program starts again. On the
flow diagram this is refarred to
as “auto RUN™

Lines 340 to 360 and linas
390 to 470 poke the data
stataments into the correct
memory locations.

Lines 390 to 410 calculate
the wvalue of the next line
number for the new data
statement. It is 10 above the
last line number,

These two procedures can
now be incorporated into any
Basic program which requires
the addition of new data
statements. Simply typing
PROCdatal Electron User”)+
Return will add that phrase to
the last line, if it is a data
statement. or add a new line to
the program with that phrase
as data.
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ELECTF?ON

LEAVE REALITY BEHIND YOUWITH ...

MP ADVENTURE GAMES

A new range of 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 comprassion
methods allow even more detail.

***NEW*** SADIM CASTLE It is said that thosa who anter the haunted estate of
Sadim Castle do not return! Long age tragedy struck here and since then many
peopla have died in mysterious circumstances Can you uncover the secret and
break a terrible cursall

*“*NEW*** YALLEY OF THE KINGS Far away 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 discovared although strange
happenings have caused the archaeologists 10 abandon their camp. Your task is to
find the gdldﬂl’] mask.

Further titles coming shortly: CROWN OF MARDAN, THE FALLEN EAGLE.

Owr original and popular text adventures are also available: FIRIENWOOD,
WOODLAND TERROR, BLUE DRAGON, SURYIVOR. Please send for full details,

Teat Adventure Prces: £7.50 (Caas) £10.50 (Disch including VAT & postage with UK. State which machsss whin
cideting. Dealer esquains weltoma

MP SOFTWARE LTD.

165 Spital Road, Bromborough, Merseyside L62 2AE.

Tel: 051-334 3472




4 GREAT

PROGRAMS

forBBC B and ELECTRON from

Superb Quality Software

MONEYWISE £9.95

An up to date yet simple 10 use
parsonal’home money management
system based on not one but TWO
main accounts with extensive
analysis, budget forecasting, annual
summary and 3D BAR CHARTS.
Other facilities offered are — SAVE
complete program to DISC,
PASSWORD protected datafiles (tape
or discl, PRINTOUTS of all accounts
and 3D Bar chart screen dump.

POLAR PERILS

- & 100% m/code multiscreen
arcade/adventure game set in very hostile
Arctic waters. No gun — just your wits
and your spaar for survival against many
sub-zero harards including ravenous polar
bears who will hop on 1o your tiny ice
floe without warning! Great skill is
required to get through to the final screen
of this very addictive adventure and only
then do you realise that your difficulties
have only just begun as you try to collect
ce blocks in your kayak for your igloo
homie

£7.95

SUPERGOLF £7.50
Amazingly realistic — the ball speeds
into the air, slows, curvas down and
rolls. Bunkers, water, 0,0.B,, and a
variable gusting wind to cope with|
up to 4 players with score card for
aach!

I do know & good game when |
see one and Supergolf is just
that’. ELECTRON USER

TRAFALGAR £8.00
Command yvour own fleet! battle plan
unfolds to sea level view of individual
engagements. Cannonballs smash
into hulls and tear holes in sails!
Magazines explode! Ships sink! Fire
ships can be sent downwind! Flags
are struck and prizes taken!
‘Trafalgar is a good combination
of Arcade Action and Strategy — a
game for the younger war game
addiet’. CEVG.

Buy Two—Deduct 20%

All programs available on 40T dise

add £2.00

SQUIRRELSOFT

Dapt E,

4 BINDLDSS AVENUE, ECCLES, MANCHESTER M30 oDU
24 Hour answering service - 061-789 4120

Cheques, P.O.s E Same day despatch

ANSWER BACK

SEMOWR AND SoWOR

g

GENERAL KNOWLEDGE
THE ULTIMATE CHALLENGE

BBC (32K)-ELECTRON

Sanlors (Ages 12 and
Cwai)

il youur wits an;-cmsr
he KOSMOS robo

and desiroy he -'-Il#ﬁ
Invaders. .

But ba wamed, in your endeavours you will leam vast amounts of lascinating focts
on an enormous varely of subjects. The AMSWER BACK quizzes prowide an
incredible odveniune in education by allowing successtul chollengers o
parficipate in the compeling gomes.

Each program comes complete with 15 enomMmous guiztes providing a kofal of T30
quesiions and 3000 oplonal omgwissg Bu"ﬂ'ltﬂ‘ﬂﬂlw i stor, you Con also credabe
ond sove on unlirmiled number of quizzes of Your own design

LEASURES IVCLLDF

1 Muthiple cholos answans O True or False? O FAnd the missing lethers
[ “Pass® focility O Immediate comection of erors O Timer oplion
O Perfosmance summarny [ Re-run of questions passed or incomeciy
m;wered [ Full faciliies for and soving an unlimited number of new
quizzes

MAyallable from your compuler shore or by mall order Price £40.95

educal sonal

Tha Garmmnon

The 5

' s
KOSMOS SOFTWARE LT, 4 Pilgrim Close, Hunmg on, DUNSTABLE, Beds. LUS 41X

"~ Please supply e lollowin rams for the BBC ELECTRON computer
P I L ANSWER BAR 0

K Junior Quiz @ £490.95
ANSWER BACK Senior Gulz & E40.95 O
b /Mrs /M iss. . ...
Address |

i

HORADYY SOITWALY (D

¥ Piigyerey o, Hagesngion

CrutaingLl. Bac Lud sl
Nadl (OSISE) WD




Part 11l of NIGEL PETERS' series on making

the most of the Electron’s sound channels

LAST time we talked about using the SOUND
command to write music and | left you with a simple

tune-writing program.

By now you should be able to understand what the sound
commands are doing when you run Program |. Lines 20, 40 and 60
just use SOUND to play three notes, one after the other. Lines 30,
80 and 70 put the messages on the screen. Mothing difficult there.
Try running it again and see if you notice anything odd about the
messages. They seem out of step with the notes, don't they?

We know the Electron
executes the program lines
one after the other in
numercal arder. Looking at
the listing would lead us to
suspect that line 20 would
make a noise. then the
message “"Sound 17 would
appear on the screen, fulfilling
line 30.

Mext the Electron would
play the note ardered in line 40
and then go on to print the
massage of line 50, "Sound
2"

Finally line 60's SOUND
command would be obeyed
and the message "Sound 37
would come up on the screen.

That's what we might
gxpect = but it's not what
happens. All the messages
appear on the scraen while the
first note is playing. They stay
there stubbornly while the
second and third notes are
sounded.

Run Program | again and
you'll see what | mean. Some
parts of the program are being
obeyed before others

It looks like the Electron has
executed lines 20 and 30, then
linas 50 and 70 before going
back to process 40 and 80

What's happened is the
result of the way the Electron's
Operating System [(08) is
designad. As you know, Elec-
tron Basic is very, very fast. It
can whip through a simple
Basic program like a dose of
salts.

H:Jweuerwhen\,-'ou come to
the SOUND command we're
operating on a different time
scale. We don't want the
sound over and done with in a
fraction of a second. We'd
never hear it!

We want the note to last for
however long we've set the
duration parameter.

The problem now arises, do
we hold up the program while
the note plays? If we've set
duration to 40, do we really
want our mastarpiace to grind

1@ REM PROGRAM I

28 SOUND 1,-15,52,1
38 PRINT “Sound 1°
42 SOUND 1,-15,%6,10
S8 PRINT “Sogund 2*
&8 SOUND f,-15,58,!
78 PRINT “Sound 3*

to a halt for two seconds while
the Electron makes a noisa?

What would you feel about
a games program that stopped
for a few seconds every time it
rmade a sound?

One way round this would
be for the Electron to pass
every SOUND command it
came across over to a8 special
part of the micro that dealt
only with producing noises.
Then it could get on with the
program while the sound
generator made the sound.

If, as it was working its way
through the program, it came
across another SOUND com-
mand it would pass the
handling of this to the sound
generator and carry on

This is what happened in
Program |. The Electron got to
line 20 and delegated produc
ing the noise to the sound
generator. It was then free to
get on with line 30.

Coming to line 40 it found
anothear SOUND command
which it immediately passed
to the sound generator and
went on to line 50, printing the
required message.

Line 60 was passed over to
the sound producing part of
the micro and line 70 was
cbeyed, displaying the final
message.

As each sound has to last
for its full duration — in this
case one second - the
messages are printed before
the sounds get a chance to
finish playing.

It doasn’t take your Electron
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Sounding QUSRS s St s e s Waltng -
|
Sound | | | Sound| | Sound Sound Sound Sound Sound
- izt 2 3 4 5 6 7
|
: a. Queue full, sound waiting, program hangs
|
Sound | | | Sound Sound Sound Sound Sound
gl 3 4 5 8 7
|
|  b. Queue full. no sound waiting

Figure I: How the queue works

three seconds just to print
three messages on the screen.
The program finishes, but the
sounds keep on sounding lang
after.

You can picture the sounds
as being put in a queue. The
first note is played for as long
as its duration parameter
specifies, then the next note in
the gueue, and then the one
after that.

Meanwhile the program
itself carries on regardless,
shoving any SOUND com-
mands it gets onto the sound
generator's queue.

It's almost as if the Electron
said to itself: "Ah, here's
another SOUND command. |
don't want to have to wait for
it to play its full length so I'll
put it in the queuwe and get on
with the next line of the
program’’.

With this system of queue-
ing sound commands in mind,
have a look at Program Il

.0 REN PROGRAM 11

20 SOIND 1,-15,52.28
38 PRINT *Spund 1"
b2 SOUND 1.-139,34,2€
58 PRINT *Spund 2"
&€ SOUND Ii"]&lﬂ&ll!'
70 PRINT "Sound 3°

B8 SOUND 1.-15,54,20
%8 FRINT “Sound 4*
102 SOUND li"lﬁdﬂlzl
118 PRINT *Sound 3°
120 SOUND 1,-15,72,28
£28 PRINT "Sound &"
143 SOUND 1,-15.78.20
138 PRINT "Sound T*

Did vou notice the slight
hesitation between Sound &
and Sound J appearing on
screen’?

From what we've learnt
about the sound queue, we
might have expected all seven
messages to appear while the
sounds take their turn in the

guewe, But this isn't what
happens.

The program merrily dis-
plays the first six messages
while the first sound is playing.
The last message has to wait
for tha first note to finish
playing before it appears —
hence the hesitation.

The explanation lies in the
fact that the sound quaua only
has a limited number of places.
In fact it only has places to
store five notes, apart fram the
one that's playing.

Whaen itis asked to store yet
another, it accepts it but at a
price. The price is that the
program halts until the first
note has stopped playing and
the stored sounds can shuffle
up the gueue. Figure | shows
this diagramatically.

This is what's happened in
Pragram Il. The first SOUND
command is obeyad and the
message printed. The sounds
produced by lines 40, 60, 80,
100 and 120 are put in the
queue while the messages of
lines 50 to 130 are displayed.

When it comes to the
SOUND command of line 140
the Electron tries to put it in
the sound gueue but finds it
full. Tha result is that the
program is halted until that
SOUND command can be
processed.

When the first note has
finished playing, the second
note starts to be played while
the other notes move up one
place in the gueusa.

This leaves room for the
SOUND command of line 140
to join the gueue. When this
happens the queue is no
longer full and the program
carrigs on and displays the
final message.

Program 11l uses a
FOR ... NEXT loop with loop
control variable noise to
produce 50 sounds one after
the other. Each sound is a
semitone higher than the

previous one.

Line 40 seess to this by
making the pitch parameter of
the SOUND command equal
to noise multiplied by four.

12 REM PROGRAM 111

28 FOR noise=! TO S8

I0 PRINT "Moise nusher:
"tnoise

4@ SOUND 1,-15, 20+4#noi
58,708

S0 NEXT noise

Hare you can see that after
the first six notes = one
sounding and five in the queue
- the messages appear at one
second intervals.

This is because the program
has to wait for @ space in the
queue before it can print the
message. Then as soon as it's
dane this it runs into the next
ling's SOUND command and
s0 the program hangs again.

So, from what we've
covered so far, you should see
that the Electron’s OS has a
gueue for storing commands.
The capacity of the queue is
limited and once it is full any
program running has to wait
until @ vacancy occurs.

Making programs hang is
just one problem caused by
the queus. There is another.

Imagine a game where
you're gquite happily zapping
aliens. Each time one bites the
dust you get a satisfying
explosion. These sounds will
go into the sound gueue.

Mow suppose that you're
zapped (it comeas to us all), The
program should make a sad
losing noise but what happens
if the sound guewe is still full of
explosions?

What we need is a way o
tell the Electron: “Forget the
note that's playing, ignore the
gueue — this is the noise that
comes next’,

We do this by fiddling with

the channel parametear of the
SOUND command. Program
IV shows this in action:

!0 REM FROGRAM IV

28 FOR noise=] TO 58

10 PRINT "Npise nusber:
*|noise -

40 SOUND &11,-13, 2B+4En
gice, 20

SR NEXT npise

What's happening is that
wea've put &7 in front of the
channel parameter in line 40,
This has told the Electron that
this is the noise to make next,
and it's to make it immedi-
ately.

As the FOR ... NEXT loop
is producing 50 notes, one
after the other, each note cuts
short the preceding one. Only
the final note runs for the full
sacond.

The slightly less frenetic
Program V shows the use of
&1 in front of the channe!
parameter. MNotice that lines
30 and 50 hold up the
program, waiting for a key to
be pressed:

'@ REN FROGRAM V

2. EEHIHI li‘l!!!ll!“
10 wait=BET

48 SOUND &!1,-15,78,40
58 wait=5ET

4@ SOUND 1,-15,58,288

Line 20 produces a sound
which, in the normal course of
things, would last for 10
seconds. As the sound queue
is empty, the program carrias
on to ling 30 and waits for you
to press a key, When you do it
goes on to line 40,

Because line 40 has &7 in
fromt of the SOUND com-
mand's channel parametar,
tha Electron immediately plays

4
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From Page 23

this note. The first note, if it's
still playing, is cut short.

The program then goes on
to the next line which again
halds things up until a key is
pressed. When this happens, it
moves on to the SOUND
command of line 60 and, if the
note produced by line 40 is still
playing. puts it in the queue.

So to have a note played
immediately we put &7 in
front of its channel parameter.

You'll notice that in all the
axamplas so far |'ve stuck to a
channe! parameter of 1. This
makes sense because the
Electron only has one sound
channel, as opposed to the
noise channel we'll be coming
1o later

However you might
remember | told you that in
order to be compatible with
the BBC Micro, the Electron
would also accept chanmnel
parameters of 2 and 3. It will,

but be careful.

On the BBC Micro you have
three channels and all three
can play a note at the same
time, producing chords. On the
Electron, although channel
can be 2 or 3, only ona notea is
played at a time.

And if you chop and change
channels in an Electron pro-
gram you might not get the
effects yvou want. Take a look
at Program VI:

1@ REM PROGEAM VI

28 SOUNL !,-15,50.B2
IR wait=gET

4@ SOUND 2,-15.130.88

MNotice that when you press
a key in order 1o satisfy line 30,
the first note immediately
ends and the second beagins.
This is because they are using
different channel parametars,
1 and 2

When the Electron comes
across a channel parameter
which is different from the one

Value | Moise

Az 1

= @B M oW R =

As 5

0 | High pitch
Middle pitch
Low pitch

Short periodic
Medium periadic

Long periodic

Figure N: The noise channel

it's been playing notes on, it
stops using the old channel
immediately.

Any note that is playing is
cut short and the gueue
ignored, while the note with
the new channel parameter is
played.

The effect is exactly the
same as if you had used the
same channel parameter but
with &7 put in front of it

Program Wil shows this.
Each time you press the key,
the note that is playing is cut
short bacause the following
SOUMD command is on a
different channel.

!0 FEM FROBRAN YII

28 SOUND L.-13,358, 288
30 walt=BET

48 SOUND Z,-235,99,48
30 wait=BET

5@ SOUND 1,-15,52,200

S0, you might ask, why
hother using &7 at all? Why
not just use a different channel
for the note you want to be
played immadiately?

There are two reasons.

The first is that it can get
complicated switching chan-
nels all the time. It's much
easiar 1o debug programs that
use &7,

The second is that you
might want to run your
programs on a BBC Micra
sometime. If you've used
different channel parameters
to give certain notes priority,
your sounds will be a bit weird.

The BBC Micro will try to
play both notes at the same
time on different channels.
This isn't always pleasant!

This is also why noises
made by programs written for
the BBC Micro can sound a bit
strange on the Electron. If they
try to use all three channels at
the same time, the Elactron
interprets this as three notes
one after another.

Since the channel par-
ameter is changing, so the
notes cut each other short,
with the odd sounding results.

Finally, what if the channe/
parameter is 07 Try Program
VIl which demonstrates the
various sounds available on
this. the noise channel:

'@ BEN PROBEAM VIII
2@ FOF noise=@ 17
70 SDUNR B.-!%,noise 50
40 S0UND 0.-0,noise, 2
=8 NEIT rnoise

As you'll have heard, when
the channel parameateris 0 you
get six different noises.

Motice that with the noise
channel, the pgitch parameteris
used in a rather different way.
It can only have values from 0
to 7. Eachvalue — except 3 and
7 — produces a different kind of
noise. This is shown in Figure
Il.

The values 3 and 7 are just
there for compatibility with the
BBC Micro. On the Electron
they just repeat the sounds
produced by gieh parameters
of 1 and 5.

And that's it for this manth,
'l leave you to experiment
with the various strange
sounds available on the noise
channel. Have fun. Next month
we're going (o lick the
ENVELOPE command.
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AVAILABLE FOR \

48K SPECTR

Send éh-quc or P.O.
§79% payabls to 'ICON' or

=4 quote your credit card no. (| \ "
Selected titles available from: John Menzies, Co-op, ' “, . B
Harrods, Wildings, Granada and most good '
o oo SOFTWARE
Dealers contact: Centresoft, Express, 65 HIGH STREET, GOSFORTH, TYNE & WEAR, NE3 4AA.

Tiger, Drakes, RkR. TEL: (091) 2846966



SCRAPBOOK contains a selection of all the short,
simple programs sent in by our readers.

This is where we keep a record — a scrapbook would
you beliave - of all the interasting little routines that
don’t end up in the Notebook or in Program Probe but
are too good for us not to share.

This month it's very much a sound and graphics
show. Next month who knows? It's up to you.

Soif you enjoy messing about with your Electron and
want to share your discoveries with other Electron
users, send them in to us.

N)

Tohn Close uses the funcbion keys to

&CH burn your Electron mnto an organ

130 #KEY6" FgabgabCablincl

10 REM BACH X it
ig EE: ;g:HTituFUHETIDH dl;tﬁ ltETT'cEthE%hqah$teﬁ
KE*i; MODEA :1ﬁﬂ +KEYE*EeDdCcdDEDChag!
22 :m?r%hﬁmﬂi?a AL lll1a_u +KEY9*qCaDbEDbDalgbia

) 70 PRINTTAB (11,13 *Phras EII‘.HTIIJ +KETﬂ'tEiﬁdbeE:aﬁhdhe

! n:; ﬂ:;:?‘li‘dedqiedﬁqhde : Lﬂﬂ.‘é E:; cdefgatlld

. T
iy 190 REPEA
e 90 #KEYZ*eCiDQEFDQEDCEag 200 INPUTTAB(12,15) T4

=

100 FKEY3*eCFCqCaCilgDalb 1;% p1= {,'.mts:.mmi.
[, 11
1o iKETl-czdeQicWEhEEE “:':;3:3 SOND 1,-15,PE, 4

———————————————

10 HEH*HLHHPEHHUBH 110 FOR I=Y+R TO ¥-R STEF
20 REM###BY ROG FROST#s -
30 MODES 120 5=§+]
A0 VDU23;8202;0;0;0; 130 C=C+1:1F C7C=]
50 REPEAT 140 6COLS,C
40 PROCCIRCLE (&40,512,50 150 J=5QR (ABE (ReR-([=Y] #|
3, RND(4) ,RND{4) ,RND(20)) =¥
70 UNTILO 160 MOVE X-J,1
B0 END 170 DRANX#J,1
%0 DEFPROCCIRCLE(X,Y,R,C 180 IF INKEY(-74)VDU19,RN
8L D(3).RND(R)-1,0,0,0
100 LOCALI,J 190 MEXT

200 ENDPROC

!

bil" 240 NEXT
20 sevsrEchCabgtacabes 20 TEE ‘
Fin
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A light and
sound show
from John Clpse

10 REM BLOX 140 X1%=RND(20)~-1

20 REM JOHN CLOSE 150 Y2=RND(28)
30 REM PRESS KEY FOR & N 160 Y11=RND(28)
EN PATTERN 170 PRINTTABIXYL, Y1) duf §$: |
40 VDU 23,221,255,255,25 180 PRINTTAB(X1X,Y1X)dufé .
5,3,3,3,3.3 5 '
50 DU23.222,255,255,255 190 PRINTTABI(XY, YY) duff$: |
,192,192,192,192, 152 200 PRINTTABIX1Y, Y11} dufs
40 dufé$=CHR (222) +CHRS | 5 |
2211 210 SOUND 1,3,1%,X% DIV § ;
70 ENVELOPE 3,2,3,4,-230 220 NEXT
-230,-230,-10,126,0,0,-126 230 A=BET '
- 1126,126 240 UNTIL 0 - |
0 o |
30 NOIE 2 o 100 VOU 23,1,050;0;0; 0 REM LIGHTS
40 VDU 23,1,0:0 0% 110 FOR 1%=1 TO 255 20 REN JOHN CLOSE
50 steptes 120 COLOUR 1284RND(3)+1:6 30 HODE Z: =3, !
40 El‘lﬂlisa COLO, RND(S)+1 40 VDU23,1,0;0;0;0:
10 colked 130 XX=RND(20)-1 30 REPEAT !

&0 FOR J=1 TO 20 STEP X

g0 FOR aixted 10 :
! 70 FOR K=1 10 20 STEP X

(00 FOR a1s 0 10 1279 STE

P stepl g 80 COLOUR ANDI4)+128 '
110 colkescalitld IF & %0 GCOLO,RND(15)+]
gndl cali=l it

170 GCOL pinh,cold 1

130 HIVE HI;'E'

140 DRAW 1279
150 NEXT

170 col¥=0
180 FOR ¥3=0

L10 PRINT TAB(K,J+3)CHR$3

-

120 NEXT:NEXT
130 UNTIL FALSE

51,1023

10 1023 STEF

IlHEI Ln11=tn11+1:IF coll=e

y colkel
nﬂ..!nﬂ sCOL nﬂ.mif *
210 NVE 127910257

Send your programs to
270 DREM 0.y% e il Binbaron
730 Hﬂ‘; User, G8 Chester Road,
750 NEX Hazel Grove, Stockport
750 REPEAT UNTIL FAL% A SK7 5NY
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ANNOUNCING POTTER PROGRAMS
SPECIAL YULETIDE OFFER

SAVE ££'s by buying any two of our much coveted 1ext adventures
for the Electron for anly £10.00 OR all three for an amazing
£14.50, a saving of over £3.00. No surcharges, postage and
packing absolutely FREE.

1. GALADRIEL IN DISTRESS (32K). THRILL as vou fly
through the air. GRIT your teeth as you do battle with flaming
sword, Ba HUMBLED, as the wise lore master aids vou with deep
knowledge. Price: £5.99
2. SUPER AGENT FLINT (32K]. (The thinking man's 007
GASP as you make your first parachute jump, Be SCARED witless
just before vou blow yoursalf to smithereens and REJOICE as you
capture and dock an enemy space rocket. Price: £5.99
3. THE STAFF OF LAW (32K|. Especially recommended for
the serious adventurer, Can you find the Staff of Law and master its
potent Earth power to defeat the Despiser? Price: £5.99

CQuality text adventures that should find a place among aven the

most elite of software collections

Send cheque or P.O. with your order 1o
Dept. E, Potter Programs, 7 Warren Close, Sandhurst,
Camberley. Surrey, Tel: (0252) 8776085,
Trade enguiries welcome
L & __§ ¢ _§ _§ _} % B _§ B _§B B _§_ _§ § § F ¥ | ¥ T 1
ORDER FORM
FPlease send me
1 far the Electron,

Copies of Galadriel in Distress

Copies of Super Agant Flint

Copies of Staff of Law
Mame

Address

'BBC/ELECTRON PROFESSIONAL SOFTWARE

Our educational software is used in thousands of schools and homes
throughout Great Britain.

| |
EDUCATIONAL 1 BECFLECTRON Tape £8 00 Disz £10.00 |
Hours of fun and learning for chaldren aged five to nuse years. Animated graghucs will encourage

children to enjey counting. maths. spelling and telling the time. The tape includes six programs

MATH 1, MATH 2, CUBECDUNT, SHAPES, SPELL and CLDCK

Pergonsl Soffware

An grcellent misfure of games” - dulpmn 983

EDUCATIONAL 2 BEC/ELECTRON Tage £8 00 Dise £10 60
Alhowgh similar to Educatoonal 1 this espe i more advancad and aimed a1 seven to twelve year |
olds. The tape inthedes MATH 1, MATH 2. AREA. MEMORY, CUBECOUNT and SPELL [

FUN WITH NUMBERS BEC/ELECTRON Tape £800 Disc £10.00
Thase programs will teach and best Basic counting. addiiss and subiraction skills fer fowe to |
igven year eldi. The tape includes COUNTING. ADDING. SUBTRALTION and an arcade type game
called ROCKET MATHE which well gxercise addition and subiractsan. With ssgad and wisual
ehiects
These are sacelient programs which [eachers an the project have no Pesiration i

| recammending fo offer feaciers Carmpurers in Classroom Prosect

FUN WITH WORDS BBCELECTAON Tape £8.00 Dise £10.00
Start your fun with alphabet puztle, eontinue your play with VOWELS, laarn the difleieace
batwaan THERE and THEIR, have games with SUFFIXES and rewsed yeersell with 2 game of
HANGMAN

“Very pood indeed

JIGEAW AND

SLIDING PUZZLES &7 wame:  BBCELECTRON Taw £7.95 Disc £9.95
There afe twa jigsaw and four sliding puzzles on a 3= 3 and 4 = 4 grid Each program stans off ar
an gazy level to ensere initial success but gradually Becomes hasder. It helgs chiddren 1o develop
spatial imagination and in solving problems. The tape includes: DELONG. JIGSAW. HOUSE,
NUMBERS, CLOWN and LETTERS

KON-TIKI by 5 &mes BAC Tape £12 95 Dise 14 85
‘ Samulation program based on Thar Heyerdehl's KON-TIKI sxpeditien Enjoy a jowney oa the KON

ARE I:dm.:c.'rr.?; S Fal T584

Tkl recording &n & mag the raft’s position and enlering notes in the logBosk on creatures found,
unutual eveats eic Inclusive of booklet, backgremnd information. maps and fully swpportive
ilbustrated data shaety
! wwSPECIAL QFFER e w
| Buy three fitles and deduct £4.00
Add 5o p8p per order. Please srare BEL o FLECTRON or
40 ov 80 track for discs

Lﬁulum Lid, Dept ES, 77 Qualitas, Bracknell, Berks RG12 40G. Tel: 0344 50 ?EI]J

Offer vri.:-‘; 315t Janvary 1985,
gO®

~ AMSTRAD
ELEGTRON

P‘*ﬁfﬂv /I_

CPC 464 $
50?g€-

Varsions:
ELECTROMN
AMSTRAD-BEC

=5 FAST— FUNNY
L~ & ADDICTIVE

SER+BERT

ITS ER"BERTS CUBIC DOMAIN ANDID HIS UNWELCOME

GUESTS! GRAR THE BAMAMNA DOUBLE ¥OUR SCORES BUT

WATCH OUT IS5 THE APE WILL S00M WANT IT BACK! DROP IT
AND RUN UNLESS YOU'RE VERY BRAVE' AVOID CASCADIMNG BALLS

THE MOVING HOLE AND C THE ARACOMNDA, HE'S GOT A CUDDLE

FOULL MEVER FORGET! ESCAPE WHEN IT'S REALLY TOULGH BY TRANSPORTER

NSC OR ROTA HAT — IF ¥OUVE EARNED OME. MULTIPLE SCREENS - ADDITIOMAL

CHANGE CUBE COLOUR TASKS. IT'S FUN AT LEVEL OME — BUT WATCH OUT AT LEVEL
TEM! PACKED WITH FUN AND EXCITEMENT = TRY IT YOLMSELF. (ALL MACHINE CODE]

PINBALL

STAR TREMNCH
EXCELLENT 30 ORAPHICS
MULTIPLE SE-INE'SDACFL-FW._H-: —
L A THE CLASSIC ARCADE GAME UP
R EA ATl LERTARY TO FOUR PLAYERS — HI SCORES
THE DEATH STAR, FIGHT = BONUS FEATUREE .
YOUR WAY BACK. MACHINE = A
CODE GAMES (REQUIRES 0.5, = ECLE N/BBC
1.0r1.31 Star Surla piini 3

MACHINE
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ILLUSTRATED LEAFLETS AVAILABLE

REVERSI

GRAMES AVAILABLE
AT MUANY DUTLETS
DR MRECT FROM

SEND S AE
ACCESS CARD 'WELCOME
214 HA HOT LINE

OEITI GEEE m

MICROBYTE SOFTWARE [ELNZ)|
e 18 HILGROVE ROAD, NEWOUAY, CORNWALL, TRT 20Z.
- T 0 O O Y O

[MICROBYTE i
i
i

L

A TRADITIOMAL GAME
OF STRATEGY AND
SKILL — 2 LEVELS
ELECTRONBAC

SOFTWARE

DISTRIBUTORS
DEALERS CaLL
E373 6886

FOR TRADE ENGUIRIES




oftware Surgery

THE COLUMN THAT TAKES A LOOK INSIDE THE LATEST RELEASES

Osprey!
Bourna Educational
Software

I WAS lucky enough to be able
to spend two weeks in
Scotland this summer and the
highlight of the trip was my
visit to see the nesting
Ospreys at Loch Garten.

So, when Osprey! arrived in
the office. | grabbed it with
enthusiasm.

Produced in conjunction
with the RSPB, and with an
gxcellent 32 page colour
booklet to complament the
program, it's a fascinating
gimulation of the problems
faced by the osprey as a
Scottish breeding bird.

You take the part of the
manager of a nature reserve
where ospreys are nesting.
The booklet has given you an
outling of the history of the
osprey and you have to pick
which year you want the
simulation to start.

The earlier the year, the
harder the game is. Your aim is
to make sure that the birds
successfully breed and rear
thair chicks.

To do this, you have to
decide what your limited
number of wardens is going to
do during the vital spring and
SUMMEr Seasons.

Some are needed to chase

away the egg stealers, while
others have to manage the site
and keep disturbance from the
vigitors to a minimum. Also
wardens have to be spared to
make people aware of the

ospreys and
public support.

And, just like real life, whean
you've made your choices and
allocated your resources you
have to sit back and watch
what happens.

The graphics are beautiful,
painting a picture of the
reserve and the nest site. You
can watch the ospreys as they
swoop down to fish and take
them to the nest.

Sadly. if you haven't
allocated enough wardens to
guard duty, you can also watch
the egg thievas at work. Even
the visitors can be a nuisance,
their cars disturbing the birds if

o encourage

you haven't picked the right
number of site wardens.

And to make i1 worse,
factors totally out of your con-
trol such as the weather affect
the final result.

Your success or failure at
one raserve is takem as
representative of the whole of
Scotland and after the spring
season you're shown how the
osprey popularion has fared
under your protection.

You continue until you
reach the year 1981 or you've
run out of ospreys — a horrible
thought. You can then com-
pare yvour efforts with the mag-
nificent results the RSPB
achieved in reality which are
shown in the booklat.

It's a smashing program.
The instructions. both in the
booklet and on the screan are
gxcellent. The graphics and
animation are mare than ade-
guate and the whole package
has the quality that we've
come to expect from Bourna.

Even the fact that it's
gducational — the well-
illustrated booklat has &
history of the Osprey and a
things-to-do section — doesn't
spoil the fun.

So if you haven't been to
Loch Garten yet, you can con-
sole yourself playing Osprey!
until you get the chance.

Nigel Peters

BBC MICRO & ELECTROM

Camumy

New
pictures
every day

Electronic Colouring
Book
Addison-Wasley Software

MANY years ago. when play-
ing with jigsaws was more fun
than VDU codes. | used to love
painting by numbers.

There were two main
problems, however., The first
was that | was oo impatient to
wait for the colours to dry 50
that they ran together.

The other drawback was

afari fun for all-with no bloocl

Jungle Jive

Virgin Games

IN a time when the big game
hunter is thankfully a thing of
the past. Jungle Jive lets you
release your aggressive in-
stincts without spilling blood.

It brings all the excitement
of a jungle safari onto your TV
SCreen.

You control a little man who
waddles up and down the
centre of the screen. The idea
is that you blast away at the
animals who are closing in an

you to your left and right. You
get points for each one you hit
although | pretend they're just
tranquillising darts.

As you're getting yourself a
life ban from the RSPCA, avoid
the slithering snake who
dashes about at random trying
to avange all those departed
glephants, crocodiles, lions
and birds.

Whatever you do, don't
shoot the cute little baboons
which line your path. They
protect you and you'd better
protect them or alse you're

finished.

And don't try to shoot the
blue hippo. Bullets bounce off
him.

You start off with the usual
three lives, gaining bonus lives
A% your point Scorgé mounts.
You lose them as you bump
into things and things bump
into you.

It's a nice action game that
promises fun for all the family

once you've settled the
arguments over who's going
next.

Keith Young
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From Page 29

that each picture could only be
painted once, so | couldn't
experiment with colours as
much as | liked.

I'would have loved a system
which allowed me to dabble,
change colours as | wanted,
and where every new day
meant a fresh lot of clean
pictures.

Well, rather late for me, but
still good fun comes this tape
which is compatible with both
the Electron and the BBC
Micro.

Although only priced at
£9.95 - a modest enough
figure nowadays — it contains
no fewer than 18 pictures
waiting for your artistic
talents.

The first four each have a
file which allows the correct
colours to be loaded onto the
picture by first loading the
picture file itself followed by
the colour file.

The remaining 14 pictures
do not have this facility, but
this givas full rein to your
imagination

By the way, how many
colours would you expact your
Electron to support? Wrong!
There is a palette of 35 avail-
able, including greys, pinks
and so on and an area is easily
filled using machine code.

A cursor 15 moved around
the screen, and on moving into
the palette can select the
painting colour. By then
maoving the cursor to an area, it
can easily be filled with the P
(painth key.

Similarly, it may be
recoloured by D (delete),
selecting another palette
colour and then painting once
maore.

The speed of the fill is quite
impreassive as is the speed of
the cursor. The picture as
drawn is not final, as a mode
may be selected in which it is
possible to add lines exactly as
required.

Thus the picture of the
clown might be improved by
the addition of some balloons
which can be added easily.

Indeed, it is quite possible
and fun to go immaediately into
drawing mode without loading
a picture, and thus create a
picture from scratch which can
then be coloured using the
palette. The finished result can
be saved to cassette,

An amusing but not over-

useful feature is the facility to
randomly alter the colourson a
displayed picture, or to cycle
through the basic colours in
order.

The cassette box claims this
program  will interast those
from six to 96. Well, my three
and five year olds would like to
be added to that list as they
bath think it"s smashing fun.

| don't think they realise
there is quite a large
educational content to the
program, with much evidence
of planning. hand-evye
coordination and discussion
leading to the final polished
result,

Whathear it would be of real
practical use in schools on
cassette is doubtful. There are
s0 many parts of the program
that it cries out to be put onto
disc for easier access of a
particular picture, or for rapid
saving aof little Johnny's
masterpiece

Apart from that reservation,
| am maost impressed.

Phil Tayler

Defend
the
fleet

3D .B;r;ir]#cr
Software Invasion

15 it because war is so much
fun that we turn it into games?
Or is it because we play so
many war games that we go
S0 eagerly to war?

These were some of the
more serious thoughts
gsparked off by playing
Software Invasion's game 3D
Bomb Alley.

Mind you, there isn't too
much time to think when
you're actually playing the
game!

The scenario is obviously
based on San Carlas Bay in the
Falklands. Your fleet is at
anchor in a narrow sea inlet

and you are under attack from
enemy planes. These appear in
the far distance but rapidly
grow larger as they near.

To defend yourself you have
to throw up a barrage of anti-
aircraft fire. The troubla is that,
although you can miss the
planes, if they get through they
don’t miss you.

You get an extra ship for
each 10 planes downed and
the game ends when you've

A well produced bunch

Scienca 1
Shards

THIS package consists of four
separate programs on
balances, meter reading, thar-
mometer reading and lenses,

The meter program is on
twice, in Mode 1 and in Mode
Q. The Mode O version added
nothing — | preferred the extra
colours of Mode 1.

The introductory program
has a noisy title plus anindex, |
expected the index to give
single letter entry 1o load a
program, but the options are to
see the index or leave the
program.

Leaving the program gives
you a blank screen and it is
necessary to CHAIN
whichever program you want.

The trouble is, you've now
forgotien their names and the
sheat of information has
different titles for them

The balancing program
collects your name, then gives
a menu of options. You have to
decide whether to be nice or
nasty — there is no explanation
as to what this means at this
stagel

The program gives practice
in working out how to balance

sea-saws. The explanation is
rather sketchy, but if you do
get the answer correct a little
diver hurls himself into a cup of
liguid or, if you chose nasty, he
noes splat on the floor.

If you get the answer
wrong, large arrows indicate
which way the see-saw tips,
and then the diver splats if you
are nice or splashes if you are
nasty,

The meter reading program
provides practice on reading
the two most common school
mater scales. It is well con-
structed. making good use of

large text, and with an option
to magnify the relevent part of
the scale.

The pragram is rather fussy,
four key presses are required
before an answer is put in.

The thermometer program
is very similar to the meter
program. |t provides practice
in reading 0-100%*C, 0-250°F
and clinical *C thermometers.

Light provides a lesson in
ray optics at concave/convex
lenses/mirrars. It is again well
constructed using good text
and attractive, simple gra-
phics. The whole program is
rather slow, particularly the 16
questions.

Qverall these are well-
produced programs with the
meter and thermometer sec-
tions the pick of the bunch,

The major disadvantage of
this educational package is
total non-compatibility  with
the BBC Micro. If these
programs are run on a Beeb,
they have a nasty little trick —
they clear the micro's memaory.

Many schools have BBCs
and Electrons. | would choose
a program that would run on
both machines to use in my
school.

Rog Frost
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lost your last ship.

It's a simple game with nice
graphics and adeguate in-
structions. The way the planes
appear in the distance and
then grow larger is a good
technigue but it's annoying
when they slow down and
even appear to stop when
under fire. You can almost feal
the micro thinking.

At first | thought that that
would mean a slow game, but
| soon learned differently as
the planes came in at me five
at a time.

The main difficulty comes
from the increasing numbar of
gnemy planes. If you like
action where guick reactions
are at a premiurm then this is
the one for you.

Eileen Young

command
amissle
silo-it's
not easy!

3-D Tank Zone

Dynabyte

IT'S not easy being the com-
mandar of a missile silo.

First there are the aircraft
attacking you, then there are
the tanks. And you're stuckin a
haole in the ground with only
anti-tank missiles and an anti-
aircraft gun to ward off this un-
provoked aggression. All the
time your energy is getting
lower and the shields weaker

No, it's not easy ...

Still, if you think you could
do any better, have ago at 3-D
Tank Zone.

Your Electron’s screen
becomes a view from the silo
as vou scan for the enemy. As
vou guide the sights of your
AA gun to attack the jets and
helicopters on the horizon, you
have to watch the radar for
tanks.

When you see one you have
to turn the turret and loose off
a missile, quick. At first the
action seems a little slow but
as the tanks get nearer and
your energy drops it's all too
fast.

The graphics are simple but
effective. The tanks appear in
3D wire form and the missiles
fly in an annovingly realistic
manner. | say annoying

because of the way they miss.

The instructions are
tharough and the key controls
are well-laid out.

It's an interesting game,
vary different from anything
g¢lse |'ve sean for the Electron.
While not the fastest program
around, it should suit those
looking for a change from the
usual arcade remakes.

Waell worth looking at.

Tony Sinclair

Enter the arena
and battle it out

Arana 3000
Microdeal

IMAGINE that vou're suddenly
transported forward in time to
the year 3000 AD. You find
vourself the star of the chief
entertainment of the time —
the arena — where humanoids
battle with mutants

Your only defence is a death
ray and you need it. If you're
touched just once by a mutant
you die. And some of the
maonsters take several blasts
before they decide to die and
leave you in short-lived peace!

A nightmare? Mo, just a
brief description of Arena
3000. You, of course, play the
part of tha humanaoid, starting
with three lives but soon losing
them.

Each mutant you kill adds to
your points score and the

cassette inlay tells you that
you gain an extra life for every
20.000 points you score.

| wouldn't know as by then
I've been swamped by
mutants such as The Dreaded
Oh Nos or the Jowial Jovian
Jumpers.

If they're jovial | don't get
the joke.

And of course, evary time
you clear a wave of mutants
along comes another of a
different type.

It's not easy but it is fun.
With either keyboard or
joystick contral, sound on/off
and pause facilities and a Hall
of Fame, the game is wellup 1o
standard.

The graphics are very good
and the use of sound reason-
able. A good version of an
arcade classic.

Keith Young

Not for mere mortals...

Nightmare Maze

MAM Saoftware

MIGHTMARE Maze, written
by Mike Williams, is a
descendant of Pac Man, which
was popular ages ago in the
arcades. Although it is easy to
see the origins, the game is
completely different to play.

Instead of running around
the maze in between the walls,
you actually run on top of
them. They are drawn in pers-
pective, as if you were looking
down at an angle.

There are four screens, each
with a different maze and
monsters. The first is inhabited
by springy things. the second
by bouncing balls, the third by
deadly frogs, followed by
hungry hoppers. | can't con-
firm the last two as | always
got bounced on the second
SCrean.

The object of the game is to
collect a number of keys which
appear around the maze. On
acquiring the last you can
unlock the door which leads to
the next screen.

The inhabitants of the maze
don't chase you, they move in

It S jl.lSt too good

fixed patterns. The routes
taken ara sufficiently complex
as to make it very difficult to
remamber more than the first
few.

Halp is at hand in the farm
of a cup of black coffee. Drink-
ing this awakes you from your
nightmare and the nasties
disappear. You soon start to
dream again so you must rush
round collecting the keys as
fast as possible befare they
reappear.

The graphics are excellent
and the animation wvery
smooth with good sound to
accompany the springy/
bouncy hoppers.

Having said that though, |
honestly didn't enjoy playing
this game, the reason being
that it is just teo difficult and
too frustrating. Maybe I'm just
too old!

Mot once in three weeks
mhave | made the high score
table, not even the bottom
position.

The man is difficult 1 con-
tral when the monsters
disappear. often running
straight past the path you wish
to turn and run along, and
when you are caught, all the
keys you have so painstakingly
collected are lost and you
must start again.

This game is for advanced
arcadians only, providing an
exciting new challenge to their

skill. Us ardinary mortals
haven't a chance, it really is a
nightmare!

Roland Waddilove
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CHRISTMAS Box is a
game of strategy designed
to while away a pleasant
time after a substantial
Christmas dinner.

The rules are simple: Two
players take turns to enter a
Christmas Box into the grid by
pressing a letter key from A to
F.

The piles of presents build
up to the top, but no further, to
the accompaniment of We
Wish You A Merry Xmas.

Q cuts the music. S starts it
again.

The winner is the first
person to get four of their
presents in a straight line —
vertically, horizontally or
diagonally.

If you don't want to type the
whole thing by hand then send
off far this month's tape. If you
want to learn some new

techniques to aid your pro-
gramming then read on.

And if you want to write a
program with a structured
format so that it can be
changed to your requirements
then start key tapping.

The program has been
written so that another pro-
grammer can easily see how it
waorks and therefore be able to
change it to suit themselves

The first 19 lines do
everything. They form the
main control module.

The lines call procedures or
functions in a sequence that
creates the effect seen on the

screen. There is a single
REPEAT UNTIL loop which
continues until one or other of
the players has won.

After the end message has
been displayed the program
automatically starts again.

A game of
strategy by

JOHN WOOLLARD

oy I‘l"""“

—

nny gy,




main control module:
PROCtitle

PROCinitialisation

VARIABLES

THE arrays are dimensionalised fn line 560,

MameS(1)
grid®(6,5)

win®(40)

pitch®(54) and
duration®l|54)

win®

person’o
K, k1, k2...
shape$

T

get’o

I and inkey%

L L TT)

THE program was d

| be flexible in its use. The tune
can be changed by changing
the values in the data state-

ments of lines 1

1770. The shape of the
Christmas Boxes can be

Contains the names of the two players.
Contains a value for each position on the
display. Those unigue values are used to
detarmine if a player has a winning
combination of Christmas Boxes.
Contains the totals of the 39 winning
positions.

Contain the pitch and duration of the 54
notes of the tune that plays during the
game.

A flag that starts at zero and becomes
positive to show that a player has achieved
a winning position.

Either 1 or O and indicates which player's
turn it is.

General purpose counters that do not cross
procedure boundaries

Contains a string that produces the moving
sleigh at the top of the screen. o
Used to count through each note of the
tune and determine the position of the
sleigh on the screen.

Siores the value of the players choice of
letter.

Temporary stores of the result of an inkey
statement.

MODIFICATIONS

changed entirely by altering
lines 1690 to 1720.
The shape of the moving
sleigh is set in line 470,
Obviously, all text can be
changed by changing the
appropriate PROCPrint calls.

esigned to

760 and

PROCnamein

PROCdisplay

PROCplay

FNcheck

PROCendmessage

PROCget

FMNname

PROCPrint (x,y,COL,a%)

PROCshape (shape®,
colour®, xcoord%,
yeoord®)

PROCEDURES AND FUNCTIONS

THE folfowing procedures and functions are calfed from the

Sets up the initial screen with a
display of grid and title,
Dimensions all variables used,
reads the data statements and
assembles a machine code
routine that creates double
height characters. (That routine
was described and explained in
the July edition of Electron User.)
The initialisation procedure also
contains several *FX calls which
are useful in many programs.
*FX16.0 disables the analogue/
digital sampling. This is an
advantage only if the Plus 1 is
fittad. *FX229,1 disables the
action of Esc. It may be useful to
gat it to *FX229.0 while debug-
ging is carried out. The other *FX
calls are documented in the
Electron User Guide.

Allows the two players 10 enter
their namas and wishes them
luck.

Creates an empty grid for the
players to enter their Christmas
Boxes.

Waits for the player to make a
choice and enters the Christmas
Box.

Checks to discover if that movea
was a8 winning move. If it was
then win% is set to a positive
valua.

Displays its Christmas Greetings
when the loop ends.

Waits for a letter key to be
pressed between A and F.
Howevar, if Q is pressed the
sound is guietened, if S is
pressed then it is enabled. The
procedure uses *FX210.0 to
enable all sound output and
*FX210,1 to disable all sound
output.

An input routine that prints the
inputted characters in double
height to a maximum length of
12 characters.

Utilises the machine code
routing created in the initialis-
ation procedure so0 that whaole
strings can be printed in double
height.

Displays a coloured shape deter-
mined by the value of shape%
and colour at a position on the
screen determined by xcoord?o
and ycoord.

DATA

IT IS most important that these statements are entered
accurately as mistakes may not appear as syntax errors but as
spurious errors whose source is hard to determine.

Lines 1730, 1740 and 1750 contain the winning
combinations. Lines 1760 and 1770 contain the notes of the

tune.

Full listing starts
on Page 34
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Christmas Box listing

From Page 33

10 REM Christaas Box

20 SEM John Woollard

30 REM (C) Electron User

40 REM Happy Christsas

50 Progranf="Christmas B
ox"

&0 MODEZ: VOU23,1,0;0;0:0
!

70 COLOUR1IZZ

B0 PROCtitle

70 PROCinitialisation

100 PROCnamein

110 PROCdisplay

120 got=0:wini=0

130 REFEAT:qgoY=gol+]

140 personi=goiIM0DZ

150 PROCplay

160 win¥=FMcheck

170 UNTILwinX

180 PROCendeessage

190 RUN

200 DEFPROCtitle

210 CLS

220 COLOURS

230 PRINTTAB(10-LEN (Frogr
an§iDIV2, 11 Prograss

240 COLOURY

230 FORk1=1T020:FORk2=0TO

60 PRINTTAB (1+3%k2,T+k1)

270 NEXT:NEXT

280 PRINTTAE(1,28) ;5TRINE
$15,%t" Yy

290 FORk1=1T05:FORKZ=1T04

300 PROCshape(l ,RHD(143-1
(EZ2#191-50, k141 10+120)

JI0 NEXT:MEXT

J20 COLDURS

J30 PRINTTAB(2,3)"See Ele
ctron User®

J40 PRINTTAB(2,4)"for ins
tructions."

350 COLOUR?

360 EMDPROC

370 DEFPROCinitialisation

380 DIM dblp LFF:FORDpt=0
TO25TEP2: PY=dblp:[OPT Opt:5
TRETO: STA&T T STYRTA: LDARLO:
LOXRETO:LDYHO: JSRAFFFL

390 LDAZ3: JSRLFFEE: LDAYZ
95t JSREFFEE: LDALT1: JSRAFFEE
¢ JSRYFFEE:LDAKT2: JSREFFEEs )
SRLFFEE:LDALTI: JSRAFFEE: JSR
LFFEE:LDALT4: JSRAFFEE: JSRAF
FEE:LDARI1: JSRAFFEE: LDAKTY:
JSRLFFEE: LDALTA: JSRYFFEE:LD

A¥235: JSRAFFEE

400 LDARZ3:JSREFFEE:LDA#2
99 JSREFFEE: LDALTS: JSRAFFEE
tJSREFFEE: LDAKT & JSREFFEE:)
SRLFFEE: LDALTT: JSRAFFEE: JSR
EFFEE:LDALTE: JSREFFEE: JSREF
FEE:LDA#TL: JSRAFFEE:LDALTY:
JSREFFEE:LDALTA: ADCH : JSRAF
FEE:LDA235: JSRAFFEE:RTS: 1
NEXT

§10 #KEYIO0DLDINL. ININ

420 *FX14,0

430 #F14,1

&40 #F1210,0

450 #FX11,0

450 #F12729.1

470 shape§=CHREIZ+CHREZ4T
+CHRE 24 +CHREZSI+CHRS252+4CH
REZS1+CHRE2S0+CHRSB+CHRER L
HR$B+CHREB+CHREB+CHRSE

4B0 VDUZ3,254,0,0,0,0,255
12904 209,295

90 vDuz3,233,.7,5,1,3,7,1
2,248,240

300 VDU23,252,14,8,7,7.25
5,7,2,2

S10 vDu23,25t,0,1,255,255
233,252,088

J20 VDU23,250,32,62,128,1
92.1%2,192,0,0

530 VDU23,24%,224, 100,128
192,192,98,43,31

340 ENVELOPE1,1,4B,96,48,
L,1,1.126,0,0,-126,126,126

550 Tis-|

S50 DIMName$i1),qridiia,=s
) scorel(l] totalXil),wind|
40) ,pitchi (54}, durationl (54
]

370 FORK1=1TO3S:READWinX |
kLD tNEXT

SB0 FORk1=1TOS:FDRE2=1TD&

590 gridi(k2,k1)=2(k1+(k
2-11#3)

&00 NEXT:NEXT

&10 JenX=54

620 FORE1=0TOlen

630 READpitchX(kl),durati
onX (k1)

G40 MEXT

450 ENDPROC

b50 DEFPROCnamein

&70 CLS:PROCPrint(1,2,130
"Hello, ™)

B0 PROCPrint(1,5,130,"P1
ease type in your")

690 FROCPrint(1,8,130,%na
me then [RETURNI®)

T00 #FY21

T10 Name§(0)=FNnane

720 CLS:PROCPrink(1,2,130
Namef(0))

730 PROCPrint(1,5,130,"F1
ease type in your"!

740 PROCPrint(1,B,130,%¢r
iend"s nase "!

750 #F12]

T80 Name$(li=FNnane

170 CLS

TBO PROCPrint(4,4,130,Nam
efi0)]

T80 PROCshape!0,1,100,880
4

BOO PROCPrint(4,7,130,Nam
ekil)!

BL0 PROCshape(1,2,100,740

\
y

BZ0 PROCPrint(1,1E,130,%6
ood Luck®):#F12]

830 1=IMKEY (300 :CL5:ENDP
koC

B40 DEFPROCdisplay

B50 COLOUR?

Bs0 FORK1=1T020:FORK2=0TO
L]

B70 PRINTTAB(1+3#k2, T+k1)
a ¥y [ ]

880 NEIT:NEXT

850 PRINTTAE(1,28);STRING
$(19." ')y

900 FOREk2=1T0&

S10 PRINTTRE(I#k2-1,300;4C
HR$ (k2+44)

220 NEXT

730 FROCPrint(4,1,129," ¢
oes now "]

940 ENDPROC

950 DEFPROCH!ay

950 PROCshape(persont,per
soni+l, 100,975

970 REPEAT

980 PROCoet

¥90 IFgridi(getl,0)=5THEN
SOUND1,=15,23,20: get =0

1000 UNTILgetix0

1010 PROCshape (person’t,per
soni+l,qetX#191-50,qridX (ge
EX,00#110+220)

1020 grid¥igety, 0 =gridiy

eti, 01+l

1030 totalX(personfi=total
Lipersond!+gridiigetl,gridi
fget,01)

1040 ENDPROC

1050 DEFFMNcheck

1060 checkI=(

1070 FORk1=1TO3%

1080 IFitotallipersont) AND
winflklid=wink{kl) THENcheck
L=kl

1090 MEXT

1100 =check?

{110 DEFPROCendeessage

1120 FORKI=ITOS: FORE2=1T08

1130 IF (winX (wink) ANDgrids
(k2 k1) i=gridiik2, k1) THENPR
OCshape(3,8,k2#191-50, k1811

g+120)
1140 NEXT:NEXT

L150 PROCPrint(4,!,129,37R
INGE(12," "1}

1150 PROCPrint (4,1,12%,Nan
2f(personi))

1170 #FX21

LIBD inkeyX=IMKEY !500)

1150 CLS

1200 PROCPrintil,!,125,Nan
ek lpersan))

£210 PROCPrint (1,4,128,"is

the winner"}

1220 PROCPrint(1,9,129,"Ne
rry Christasas®)

1230 PROCPrint(1,11,129,%
rom all at")

1240 PROCPrink (1,173,142, E
lectron User®)

1250 PRINTTAE(L,25), "Press
Return"

1260 #F121

1270 REPEAT:UNTILBET=13

1280 ENDPROC

1290 DEFPROCqet

1300 #F121

1310 REPEAT

1320 TH=Ti+1

1330 IFTXNOD1A=0THENPRINTT
ABIO,A)ISTRINGS (40, ),

1740 PRINTTABITINODI4,5)5h
dpes;

1350 SOUNDI,1,pitchX(TIMOD
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lenk) durationf (TINODlenll/
1.3

1360 SOUNDIL,O,0,1

1370 inkeyX=(INKEY(710R3I2)
-9

1380 I[FinkeyX=17THENSOUNDI
10,0,99: #F1210,1

1390 IFinkeyl=19THEN#FXZ10
|

400 UNTILinkeyZ}0ANDinkey
i)

1410 getX=inkeyX

1420 ENDPROC

1430 DEFFNnaae

1440 REPERT

1450 Name$=""

1450 PROCPrint (1,11,130,57
RINGS$(18,* "))

1470 REPEAT:B=BET

1480 Name$=Naae$+[HRE(E)

1490 PROCPrint(f,01,130,Na
aef)

1500 SO0UND1,-15,230,1

1510 UNTILE=1I0RG=1270RLEN
Namef$) 212

1520 UNTILES27TANDNanes{>

CHRELZ

1530 =Named

1540 DEFPROCPrint (x,y,COL,
atl

{550 COLOURCOL-128

1540 FORK=1TOLEN(a$)

1570 AT=ASCIMIDS (a$,K, 1))
1580 IFALSLZ7AMDAL] LA4THEN
COLOURAYX-128:A%=32

1590 IFAY(I2THENAZ=I2

1600 ¥Z=e+K=1:Y¥i=yiCALLABL
B

1600 NEXT

1620 COLOURY

1630 ENDPROC

1640 DEFPROCshapeishapel.c
olour®,xcoordy,ycoordl)

1650 BCOLO,colourl

1660 BCOLO, 128+ (colourk-1}
£

1670 COLOURcolourl

1480 MOVExcoordy,ycoardi
1690 IFshapeX=0THENPLOTI,C
Qs PLOTL,0,0:PLOTEL, 0, ~501FP
LOTA1,50,0:PLOTEL, D, 50:PLOT
81,-50,0:PLOTEL ,40,30: PLOTE

1,50,0:PLOTEL,-40,-30:PLOTE
1,40,-20:PLOTE],=-40,=30:PLO
10,20, 15:PLOTZ,0,50:PLOTS, -
50,0:PLOTO, 45, 15:PLOTS,-40,
-30:PLOTY,0,=-50:ENDPROC

1700 IFshapel=1THENPLOTL,0
,0sPLOTL,0,0:PLOTEL,0, =501 F
LoTet,s0,0:PLOTEL 0,501 PLOT
B81,-50,0:PLOTBI, 40,30:PLOTE
1,30,0:FLOTEL,-40,-30¢PLOTE
1,40,-20:PLOTE1L, -40,-30:PLD
10,20,15:PLOTS,0,50:PLOTS, -
50,0:PLOTO,45,15:PLOTS, -40,
=30:PLOTS,0,~-50: ENDPROC
1710 IFshapeX=3THENPLOTO,0
y=23: VDUS: COLOURLS: PRINT X"
1W0U4,23,1,04040;0;0:COLOUR
1:ENDPROC

1720 ENDPROC

1730 DATAZD,40,940,1920,20
720,61440,983040, 1956080, 31
457280,52914550,1,00853296E
9,2, 013285929

1740 DATA&TASO,2144800,692
73600, 135300, 4329600, 138547
200,270400,8459200,27709440

0,541200, 17318400, 554188600
1082400, 34634800, 1. 1083774
E9

1750 DATAS32610,17043520,5
45392640, 1065220, 34087040, 1
.09078528E7, 69904, 2236928, 7
1581694, 139808, 4473856 , 1431
43392

1780 DATA&D,10,80,10,80,5,
88,5,80,5,76,5,68,10,52,10,
$8,10,88,10,68,5,96,5,88,5,
80,5,76,10,60,10,76,10,98, 1
0,96,5,100,5,96,5,88,5,80,1
0,48, 10,40,5,80,5,48,10,88,
10,76,10,80,20

1770 DATA&0, 10,80, 10,80, 10
,80,10,76,20,76,10,80,10,76
,10,48,10,50,20,88, 10,95, 10
,88,5,88,5,80,5,80,5,108, 10
,60,10,80,5,60,5,48,10,88,1
0,76,10,80,20,252,0

This listing is included in
this month’'s cassette
tape offer. See order

form on Page 47.

PETTIGREWS DIARY

£7.95

I'hree Part 90K advemture taking you
from the serene Oxfordshire countryside
through bustling London streets, to an
epic journey through Europe. Superb
family entertainment Hilled with intrigue,
action and suspense. “Pride of place for
the most original and entertaining
Adventure i's gon o be value for
money {'_.'Lr.l.l.'lr}g.'h'r and Vedeo Games
adventure supplement).

EMPIRE £6.95
Exciting game of stratcgy with eight
levels of difficulty. Destroy the ewil
Empire before it congquers the world -
Plaved on a world map. *“This is a terrific
game — visually atractive and highly
addictive” Home Computing Weekly.

MYSTERY OF THE JAVASTAR £7.95
Enormous four part adventure with 3
plaving levels. Mount an expedition to.the
South Seas 1o discover the secrets of the
18th century shipwreck. Absorbing
family fun with puzeles, challenges and
intergsung facts.

AVAILABLE NOW AT ALL GOOD STOCK-
ISTS or by MAIL ORDER (send cheque/1'0) to:
SHARDS SOFTWARE Rovecrafi House, Linton
Rd, Barking, Essex. OR Telephone through your
Access/Visa order 1o 01-591 7666,

Selected
Stores

December 1984 ELECTROMN USER 35




soffware around at

If you have a Plus 1

Yo TIBKS

interface then vou have
paid a fair amount of
rmoney for the A0
converter. Don't waste it
by using switched joysticks
I which will nat run
programs that need full
analogue function. An
analogue joystick can

prasent that makes full use
of analogue joysticks
because it requires greater
skill to both write the
program and use it. As
people become bored
with the current games,
the additional skills
needed for the analogue

Fully analogue, ACORN
compatible, sprung retum to

Plus 1 infeface or otherana

of thousands of BBC owners,
these British made joysticks are

our years of exparence in the
video games industry.

eqsily be made to
simulate the “faster”
action of a switched
joystick if needed, but a
switched joystick cannot
be made to simulate an
analogue one comrectly.
Reqlity is analogue. For
instance, cbjects have to
be accelerated to a

joystick will become more
important. ACORNSOFT's
Aviator and Snooker are
good examples of full
analogue use, The co-
ordination between hand
and eye cannot be
achieved if the rate that
something moves on the.
sCreen is determined in

Dela 3b “twin™ - A pair of unal:z?ue
joysticks wired to a single plug. One joystick
has red fire buttons the other green. £19.95
A Delta 3b “single” - A single joystick but with
the fire buttons of two joysticks £12.00

Coming scon: Conversion software ufilities that

will make non standard games work on these
standard joyslicks,

cenlre joysticks to work with your
logue
infefaces. Already in use by tens I

fully guaranteed and backed by

spead, they do not obtain
spead Instantaneously
and the acceleration is
proportional to the force

software without regard to
the exact position of the
joystick or the pressure
applied to it or the speed

Delta 3b joysticks should be available wherne
you bought your Plus 1 or other analogue

inferface. If not they can be ordered direct from
our factory.

applied. There is very little  with which it is deflected

Volmace Umited
Park Drive ___
Baldock —]

for the Electron...

"Having now tried all the E pic Adventures, they must be the yardstick
bywhich all other adventures for the Electron should be judged.”
ELECTRON USER
"The Wheel of Fortune for the BBC and Electron is a highly-
recommended state-of-the-art adventure.” SHIELDS GAZETTE

“This has to be the adventure of 1984, It really is superb.”

MICRONET 800
"The definitive adventure. Highly recommended.”
ELECTROM USER
Our other three adventures have also received superb
reviews in Electron User. They each contain approximately
230 locations and 25,000 characters of text.

N
ADVENTURES
V-

is a classic puzzie

This game 188 45 e features you'd

fure
“dv:'étfrnmEPlC..+ - - O B B I M EE N I S S S WS S .
PLUS TO: EPIC SOFTWARE, DEPT.E, 10 GLADSTOME 5T.. KIBWORTH BEAUCHAMP,

aving characters with LEICESTER LEB OHL

i Please Rush Me- | cASSETTE | DISC_ | STATE:
@ intelligs" mds And you can talk to J -ty THEWHEEL OF FORTUNE o5 | L1195 lun;.
‘ varying Mmoo aty CASTLE FRANKENSTEIN ‘ £7.95 hde |mi e
them too! e and speech | .oy THEQUESTFORTHE HOLY GRAIL £795 £056 |oore?
e Multistaternent languag @ty THE KINGDOM OF KLEIN | £795 £995 | onEleciren
interpreters. POSTAGE & PACKIMNG FREE FOR 2 OR MORE. ADD 50p FOR ONE.

5in I.'E-'El tirme. I I enclose Chaqua™.O, to the value of

: 1;;; locations and OVer 30_,{!20

characters of text. Only EE:I;.:n
compression technmigue

pruch inta the Electron.

P l:F'a:.-ah:r b E|;:-|l. Software’)
l MAME

50
pack | ~pDRESS

POST CODE =

Al programs available for immediate despatch. Dealer engusfies welcome, Help Senice
Send letter il you don't want to cut magasine

-----J

EPIC ADVENTURES...EPIC ADVENTURES...EPIC ADVENTURES... EPIC ADVENTURES.. . EPIC ADVENTURES
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NOT SO BAD AS IT SEEMS

IF you've ever had the somehow been corrupted and the Electron stores Basic
dreaded message "'Bad the Electron can't deal with programs in a series of
Program’'' appear on your what it finds there addresses in RAM starting at
Electron's screen and been in this article my aim is to PAGE and ending at TOP-1
frustrated by the apparent show you when and how this PAGE and TOFP are the
loss of your programs, than condition will be met and, names given to the address
this article is for you. maore importantly, what you pointers signifying the start
This loathsome error can do about it. and end of the memory space
message usually ocours when Before | explain what occupied by the program.
you load a program from checks are regularly con PAGE is set 1o address BEDO
cassette, although it can ducted on your program in (3584 decimall when you first
happen if adventurous poking memory, I'll try and esplain switch on, though you can
into memaory goas astray where and how your Basic change this, as we will be
What happened is that the programs are stored doing later
Basic program memory has As I'm sure you are aware, Each line of every Basic

' ||”Bﬂd Program’’

e

Jqlfl\’-l-l'llltl-l-l.-ln-l

Z_"Q i o g e

B
-1..-

N N NN IR
o e | | by -

It happens to us all at some time or other! So let
DAVE ROBINSON show you how to cope with
that dreaded error message ‘‘Bad Program’

program is stored in a series of
numbers. These rapresent the
characters shown on the
screen when listing a program.
There are also four extra num-
bars, which will be explained
shorthy

The numbers in memaory are
properly call bytes — a byta
Bvte Explanation Vaiye ::J.n}. 'mL.: Ef-:n?.:.-m:; of :I:{!
==z==zssSSS+ addresses referred to, and
| Start of line &D(13) having a value between 0 and
&FF (255 decimall.

Program | will display the
memory of a Basic program
hath the addresses and their

jmmampmac—csssmmmsmsfpessssss=c=af

2 Line No.high 0=LTFLIZT)

$mmmmfesmmmmmm e ecammmmm g

3 Line No.low 0-kFF (255} contents being shown, with an
pummsfmammmmmmmm e s e ———— explanation of each byte
4 Lenath of line S-kFF(235) However, before you type it

in, look at Figure | for an

==

Figure I: The first four bytes
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From Page 37

explanation of those four extra
bytes in front of every line of
your Basic program.

Byte 1 is always set to &D
(13 decimall to signify the
start in memory of a line of
Basic. Bytes 2 and 3 are the
line numbers of your program.
The number is held in two
bytes as one byte can only
hold values up to &FF (255
decimal).

Byte 4 iz the total count of
bytes in each line of Basic,
including the four extra bytes.

The Electron takes care of all
this itself. It only concerns you
as a programmer when things
go wrong of you wish to
bacome ambitious and write
utility programs like Program
Il.

The end in mamory of any
program is usually signified by
having &FF (255 decimal) in
byte 2. In practice any number
above &7F {127 decimal) will
be counted as the end.

Type in Program | carefully.
Leave out the ON ERROR until
YOou're sure it works.

Figure 1l shows a typical
display from this program. The
four columns are as follows:

Column T - address in hex,
Column 2 - contents in hex.

Column 3 - contents in
decimal.

Column 4 - explanation of
byte.

When you run Program |
you'll be examining the
program itself. This lets you
compare the listing with the
actual bytes stored in memory.

To freeze the display at any
time press Ctrl and Shift
together. To stop scrolling
completely, press Esc.

The first four bytes have
already been explained, Byte 5§
and onwards are coded in
memaory as one of two things.
It could be the Asci code of
the letter typed in — see the
User Guide for a full set of
Ascii character codes —
otherwise it's a token number,

Each Basic keyword, such
as PRINT, has its own special
code called a token which
allows it to only occupy

Jdecimall or the

10 REM PROGRAM [
20 MODE&:ON ERROR VDUZ4:
END
30 PRINTTABI(3, 1) "Address
"TAB(12) "Contents"TABI24) 'L
haracters®
40 PRINTTAB(I,2ISTRINGS!
33,7
50 VDUZE,0,24,39,3
60 addri=PAGE
70 endX=FALSE
B0 81=8
90 REFEAT
‘HH:I PRINTTAE (3)STRINGS (33
o]
L10 IF ?laddrX+1) 2k7F THE
N endi=TRUE

120 lineX=7{addri+3)
130 FOR byteX=! TO line}

140 PRINT*addrX,*7addrl,?
addrX:SPC(31y

150 IF bytel=1 PRINT"Star
tl

160 IF byteX=2 PRINT®Line
High"

170 IF bytel=3 PRINT"Line
Low"

180 IF bytel=4 PRINT"Leng
th*

190 IF bytel)4 AND Taddr}
J4TF PRINT"Taken"

200 IF byteX4 AND Taddri
(K7F PRINT CHRE[Zaddri}

210 addri=addri+!

220 IF end¥=TRUE THEN byt
el=linel

230 NEXT

240 UNTIL endX=TRUE

230 PRINT™addr¥,*7addr,?
addr i SPCIT) g

250 FRINT®END"

270 VDUZ& =

280 END

Pragram |

one byte of memory,

These two are easily dist-
inguished by their value. Ascii
codes stop at &7F while
tokens range from &BO to
&FF. Don't worry to much
about tokans at this stage.

In case you have not used
the 7 or the & before, I'll say
that the ? is to refer to the
contents of an address. The %
causes a number to be output
in hexadecimal.

Before the Electron will
allow you access to the
program in memory it will
check that each line conforms
to the format in Figure 1.

The two things that will
cause the "Bad Program™
arror are either the first byte
not being egual to &D (13
third byte
being equal to zero.

These two checks are
repeated for each line of Basic.
the length of the line being
added to the start address to
find the address of the start of
the next ling,

With the knowledge
gained, we turmn now to con-
sider how to recover from the
bad program error.

What's needed is a short
pragram that will examineg the
memory area and correct all
the faults found. Program Il is

designed to do just that.

Before you look at the list-
ing you must undearstand two
more points about a Basic
program.

The first is that there must
be no byte after byte 4 which
has a value in the ranye 0 1o
19131 decimall. The reason is
that these are spacial control
codes for the Electron which
won't like them being there.

The second point is that line
numbers must always in-
crease in value,

If these two poinis are not
attended to. the recovered

program may list but it would
be difficult to correct.

Program |l uses two proce-
dures to correct them.
PROCline counts the number
of bytes in a line, replacing any
bad bytes with &23 {the Ascii
code for £). PROCnumber
ensures that all the ling num-
bers are in ascending order.

When you have typed in
Program 1l do not try 1o run it
until you have a copy safely
tucked away on tape. As said
at the beginning, programs
that directly poke into memory
can self destruct.

To use Program Il to
recover a bad program it
follows that you must have a
Basic program in memaory that
raquires recovering. Just type
in @ simple program and poke
a zero into the third byte with:

TLE03=0

This should effectively
produce a bad program. Once
you have got a program you
want o recover, enter;

HFT 2.6

to ensure that the Electron
accepts all of your program
Mow move PAGE to a higher
value with a direct commancd
such as:

PREE = %3C00

Having done this, we're
now ready to try to recover the
bad program. CHAIN Program
Il and see if it works. If not,
check the listing carefully and
try again - not forgetting to
reset PAGE.

Assuming all goes well, you

+ - —==4
Address Contents Characters
-““-““‘“!-Iilllﬂlﬂlllllt“
E0D D 13 Start
Edl 1] @ Line High
Ef2 A 10 Line Low
E03 F 15 Length
B F4 244 Token
ECS 20 32
E0s 50 8 p
E07 52 8 &
E0B  AF w0
E0f 47 M &

Figure I: Program memaory after PAGE
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should have restored your
program. It's now up 10 You.

Carefully go through the
listing looking for the £ sign or
other mistakes, correcting all
you find before trying to run
the recovered program.

You'll find that for any
program of reasonable size
the above recovery method
takes several minutes to
completa.

There is a way to speed this
to less than a second and it
also has the advantage that no
Basic memory area is used,
which means that you don't
have to reset PAGE, This pan-
acea is machine code.

When you run Program Il
it will produce a machine code
program that does the same
task as Program |l. This
machine code routine is desig-
ned to be stored below PAGE
at addresses B DO onwards —
Plus 1 owners beware!

To use Program Il type itin,
save a copy then run it 1o
assemble the machine code
we're going to use 1o replace
Program 1.

When Program 1l has
finished it has generated a
machine code racovery
program which is now lurking
pelow PAGE. A copy of this
aszembled program is saved
by entering:

#5AVE "RECOVER® D01 D0

When you've got this
machine code safe on
cassette, just load the bad
program as before, and enter:

CALL &D0)

which activates the racovery
:}FI:I-!.]THI'I'I.

To reload the machine code
program at any time, type:

sLOAD "RECOVER®.

This does not affect any
Basic program already in the
Electron. This means that
when you get the dreaded
Message you can just:

$LOAD "RECOVER®

which puts the machine code
recovery program into the
Electron without harming your
Basic program. Then enter:

CALL &DOI

to set it to work and your
program will ba racovarad.

{0 REM PROGRAM 11
20 REM RECOVERY (BASICH
30 thislinel=kED0:1astli
nel=LE00
40 endZ=FALSE
30 REPEAT
&0 PRINT*thislinel
70 Pthislinel=tD
BO IF 7(thislingflel))LTF
THEN endZ=TRUE
§0 FROCline
100 IF thislineI &E0N0 THE
N FROCnuaber
110 lastlineY=thislinek
120 thislinel=thislinel+h
yied

140 PABE=XENC

150 PRINT*Done®

160 END

170 2

180 DEFPROCline

190 bytei=4:endlineX=FALS
E

200 REPEAT

210 IF ?(thislinel+hytel)
=40 THEN endlinel=TRUE:60TO
140

220 IF ?(thislinef+bytel)
(%20 THEM 7(thislinel+bytel
1=423

230 bytel=bytel+]

240 UNTIL endlinel=TRUE O

250 7MthislineX+3)=bytel

260 ENDPROC

270 ¢

280 DEFPROCnumber

290 IF ?ithislineX+1]37(1
astlinef+1) ENDFROC

300 1IF (thislineX+11{7(1
astlined#l) THEN 7ithisline
1#1)=?(lastlinel+])

310 IF 7(thislineX+2) 571l
astlinel+2) EMODPROC

320 ?(thislineZ+2)=7({1ast
line¥+21+1

330 IF ?(thislineX+2}=0 T
HEN 7(thislinel+l)=7(thisli
neRtll¢l

130 UNTIL endi=TRUE R bvtel=kFF J40 EMDPROC
Program I
10 REM PROGRAM 111 110 RTS 630 .number
20 REM TO PRODUCE RECOVE 320 .line B0 TIA
R (W/C} 330 LDX &1 £50 BED line
30 thislinel=k70:lastlin 40 LDY B4 &80 LDV K
gl=47? 350 .loop 670 LDA (thislined),¥Y
&0 FOR IX=0 TO 3 STEPT T40 LDA (thislineld,Y GBO CHP (lastlinell.Y
S0 PY=AD0! 70 CHP kD 690 BEQ neztnusber
a0 [OPT 1% 380 BEQ newline 700 BLS line
70 LD& #0 190 CHP B420 TL0 LDA flastlinell,¥
80 STA thislineX 400 BCS continue 720 ETA (thislinel),¥
90 5TA lastlineX 410 LDA #423 730 .nextnusber

100 LD& k18

110 5TA thislinel+l
120 §TA lastlinel+!
130 LDY &0

140 LD& #ED

150 STA (thislinel),¥
&0 LOY B0

{70 .start

180 LDY #1

190 LDA (thislineX},Y
200 BEQ next

210 EMI end

220 BPL nusber

230 .nest

240 INY

250 LDA (thislinel).Y
160 EME nusber

270 .end

280 LDY #1

290 LDA B&FF

300 STA (thislineXl.Y

420 STA (thislined) .Y
430 .continue

440 INY

450 BNE loop

450 LDA #%D

470 LOY BLFF

480 STA (thislinel),Y
490 .newline

500 TYA

510 LDY 83

£20 5TA (thislinell,¥
530 LDA thislinel+l
540 STA lastlinel+l
550 LDA thislined
540 STA lastlinel
970 CLC

580 ADC (thislinedd,Y
590 STA thislinel
b00 BCC start

410 INC thislinelsl
b20 BCS start

TAD INY

750 LDR (thislined),¥
760 CMP (lastlineXl.¥Y
770 BED add

T80 BCS line

790 .add

800 LOA (lastlineX),¥
810 CLC

820 ADC W1

830 5TA (thislineXl,Y
840 EME line

850 DEY

B&0 LDA (thislineX},Y
870 CLC

BEO ADC #1

B0 STA (thislined),Y
200 BPFL line

%10 EMI end

8201

930 NEXT

Prograrn 1]
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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
/3 cylinders, bonus letters,
belt lever and panic
button.

Al NEW PRICE! B.B.C. and
Electron cassette: £6.95.
B.B.C disk version: £9.95.




REMEMBER way back in
August when we gave you
the chance to win a Sign-
point print port by becom-
ing a cartoonist?

‘We had hundreds of vary
funny entries, the best
Micro Kid strips aver.

Choosing the winnears
was a difficult task, but

Castle
ffrankenstein

R THE ACORN ELECTRON

August and September contest winners

these three top
adventures games!

now print ports are on
their way to Richard Fere-
day, of Palmers Green,
London and Michael
Lythgoe of Widnes,
Cheashira.

September’s competi-
tion had you all trying to

Electron User contest entry form

Finish the following sentence in not more than 20 words:
! like playing adventures because . . .

sort out the mischief
gremlins had caused to our
programs.

Thanks for all your help —
First Byte printer intarfaces
ara on their way to Roy
Praestan of Midlothian and
Gary Hugo of Lincoln.

MName

CHRISTMAS is coming
and Electron Useris playing
Santa Claus, courtesy of
Epic Software.

We've got five sets of Epic’s
three classic adventures to
give away in our free com-
petition — Kingdem of Klein,
Quest for the Holy Grail and
Castle Frankenstein — all you
need for hours of puzzles and
pleasure.

And, since it's Christmas, it
couldn't be easier to enter. All
you have to do is to tell us why
you like playing adventures.

The funniest, cleverest,
most original or honast reason
could make you one of the
lucky five.

So, just finish the sentence
an the form in not more than
20 words and send it in. The
competition will close on
Christmas Eve, December 24
and the judge’s decision will
be final.

Address

Send to ADVENTURE, Electron User Contest, 68 Chester Road,
Hazal Grova, Stockport SK7 SNY.

O N [ N N N N I N N O NN N O N (N R R FEN N O O [ R
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Everything
on this page
is 5% less
than our
normal price

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

Wewill alsosend you
FREE membership of
NMC’s Computer Club -
enabling you to enjoy
generous discounts on all
your future purchases!

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

ew

price price
Brother HR5 £170:95 £165.00
RX80 £272:00 £260.00
RXBOFT £31500 £295.00
EX43 only £28690 £279.00
EX43 +I/F £394: £383.00

MONITORS

You can happily operate yvour Electron with your
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
t'l'.r:-':—’ [:Ul':)l]f THOMITOrs:

Zenith 12" (green screen) ... . E£81,00
Microvitec (14" colour=lowres) ............ £217.41
Microwitec (14 colour - medres) ............ £326.66
Microvitec (14" colour - hires) ... . F480.70

Far the best of both worlds there is the 14"
Mordmende, which can double as a monitor and
normal TV, at a veny attractive price ......... £238.00

(with remote control £251.00)

DATARECORDER

From awide selection of cassette
recorders we recommend the Pye
Data Cassette Recorder, which iz
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 vou

DIY bock on programming AND a free dust cover

with the compliments of
... £189.00

MNational Micro Centres ...
Electron Dust Cover i supplied separately

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

lt
/ JOYSTICKS

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

Sureshot {self-centering action) .. £15.67
Clares (non self-centering) .. pair £19.50

r arder,

Personal shoppers are
welcome af our retall stofés:

MNational Micro Centres,
36 5t. Petersgate,
Stockport SK7 S5NY.
Tel: 061-429 8080

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

— 1

These will take Kempsfon & Sureshot joysticks.

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

Since it was launched at the Electron & BBEC
Micro User Show the switched joystick interface
from First Bute has been one of our top sellers.
This plug-in cartridge takes standard Atari-stule
jovsticks which are much more popular -

and cheaper—than

analogue joysticks. ......... £23.70
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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 word
processing and financial calculations, Its joystick
input is designed to take two fully- proportionec
joysticks — giving an entirely new dimension tc:
games plaving. And its two unique cartridge slots
enable you to plug in games, educational and
business programs - and that means no more
waiting for programs to load. Many other
manufacturers are now planning cartridges that
will use Plus 1 to expand the Electron in many
more exciting ways and considerably increase its
power and versatility,

ELECTFIGN PLUS 1 is a must for every user

who wants to 'L“”\. make the most of his micro.

Phone
puu.r nrdre:r

MAIL ORDER DIVISION
061-429 8080

A.m.u.uﬂng service outside normal office hours

Or use the order form below

Our Top Ten
Best Sellers

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, sohve
anagrams and number puzzles
- but avoid the monsters.
£7.15

Killer Gorilla (Micropower)
Fast becoming a cult game.
Dodge umbling barrels and
blazing fireballs. Gripping
multi-level action. .......... £7

Twin Kingdom Valley
{Bug-Byte)

A sophisticated adventure
game with all 175 locations
drawn in full-screen hi-res
graphics. ... .. EB.55
Cylon Attack (A & F)

“Outstanding . . . quite simphy

Chess (Acomsaft)

One of tha best computer
versions af the game, easy to
use, with more options than its

competitors. ... .£8.28
Mini Office
{Micro User/Electron User)

All-in-one word processor,
database, spreadsheet and
graphics package at an
incredibly low price ........ £5.95

Micro Olympics

(Micro User/Electron User)
Fit yoursell against the worlds
greatest athletes £5.95

Starship Command
(Acomnsoft)

Gulde your craft through deep
space and avoid an enemy
bent on your destruction, Veny
addictive. ........ooe £8.28

Chuckie Egg (A & F)

excellent ... the graphics leave A progressive game requiring
Ineredible most other games standing”. - extremely high skill levels, The
value at . Electron User ......ooevieeres ET.15 nightmare has begun! .. £7.90
Post to:
1 e NATIONAL MICRO CENTRES,
ROM ORDER FORM EEryzrem
Stockport SK1 1HL
CARTRIDGES
With Plus 1 you can use [ | s o} Total ]
coftware cariridges on your 3 e Please supply the following Quy £ b B
Electron for the first time | | =
Kb Akt I e ol i e e "
Snapper | -
Hopper ' ................. l
Starship Command Y ETTTET] EETTT T R ErTy -
only £14.95 | S S Y R T R T
ik PACEENL I AR NN, |
I T LT DR See [ P |
—— - X
= Attractive credit terms Car B
] “E Phone for details S et
DELIVERY CHARGES ] L Blert o refrat [ |
Hardware: £7 per item ] |
> aare; FREE .

S l. Please indicate method of payment: MNAMB ...snssennncmsssssasn ansns =
i Chegque payable to ETATRRE  olohd 5 b et mw A R s ¥
— = Mational Micro Centres | ... .o iiiiiiiiiaiainner s i
ALL PRICES GIVEN HERE | § [ ] Access/Barclaycard No. - =
INCLUDE VAT = r I T s R EUL4 g
I Tttty g3 1 g | : |
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Malke light work of listines

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

CHRISTMAS BOX Align the presents logically. SILLY SANTA Sort out the muddle. SNAP Match
the Xmas pictures. RECOVERY The Bad Program message tamed. CAROL Imtarrupt driven music,
AUTODATA A program that grows and grows. NOTEEDOK Simple string handling

On the November tape:

STAR FIGHTER Anti-alien missions. SCROLLER Wrap around machine code. URBAN SPRAWL
Environmental action game. SPELL Alphabaetic education. JUMPER Lavel headed action. CAESAR
Code bresking broken. KEYBOARD Typing game.

On the October tape:

BREAKFREE Classic arcade sction. ALPHASWAP A logic game 1o strain your brain. SOUND
GENERATOR Tame the Electron's sound channels, MULTICHARACTER GEMERATOR Complex
characters made simple. RIGEL 6 Out of this world graphics. MAYDAY Hitlp with your morse code
NOTEBOQOK Palindromes and string handling.

On the September tape: L

HAUNTED HOUSE Arcade sction in the spirit world. SPLASH A logic game for non-swimmers.

SORT SHOWS How serting algorithms work. SORT TIME The time they take. CLASSROOM
INVADERS Multicoloured characters go to school. SAILOR Mautical antics. MATHS TEST Try out
your mantal powers,

On the August tape:

SANDCASTLE The Electron seaside outing. KNOCKOUT Bouncing balls batter brick walls
PARACHUTE Keep the skydivers dry. LETTERS Large letters for your scresn SUPER-SPELL Test
your gpelling. ON YOUR BIKE Pedal power comes 1o vour Electron, SCROLLER Siiced strings slide
sideways. FLYING PIGS Bacon on the wing

On the July tape:

GOLF A day on the links with your Electron. SOLITAIRE The classic solo logic game. TALL
LETTERS Large characters made simple. BANK ACCOUNT Keap track of your money. CHARTIST
30 graphs. FORMULAE Arcas, volumes and anglas.

On the June tape:

MONEY MAZE Avoid the ghosts to get the cash, CODE BREAKER A mastermind is needod to

crack the code. ALIEN See little green men — the Electron way! SETUP Colour commands without
tears. CRYSTALS Beautiful graphics. LASER SHOOT OUT An intergalactic shooting gallery
SMILER Heve a nice dayl

On the May tape:

RALLY DRIVER High speed car control. SPACE PODS More aliens to annibilate, CODER Secrot
meassages made simple. FRUIT MACHINE Spin the whesls to win, CHASER Avaid YOUr OEpOnEnt
ta survive. TIC-TAC-TOE Electron noughts and crosses. ELECTRON DRAUGHTSMAN Create and
save Electron masterpieces.

On the April tape:

SPACEHIKE A hopping arcade classic. FRIEZE Electron wa Ipaper. PELICAN Cross roads safely,
CHESSTIMER Clock your moves. ABTEROID Space is a minefield, LIMERICK Automatic rhymas
ROMAN Numbers in the ancient way. BUNNYBLITZ The Easter program. DOGDUCK The classic
logic gama.

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 invisible maze
REACTION TIMER How fast gre you 7 BRAINTEASER A purzling program. COUNTER Mental
arithmetic can be fun! PAPER, SCISSORS, STONE Out-guess your Electron, CHARACTER
GENERATOR Create shapas with this utility

On the February tape:

NUMBER BALANCE Test your powers of mental arithmetic. CALCULATOR Maks vour Electron 8
calculator, DOILIES Multi-colowred patterns galore. TOWERS OF HANOI Tha age ald puzzie,
LUNAR LANDER Test your skill a5 an astronaut. POSITRON INVADERS A version of the ald
arcade favouriia

On the introductory tape:

AMAGRAM Sort out the jumbled letters. DODDLE Multicolourad graphics. EWROMAP Test your
peography. KALEIDOSCOPE Elacion graphics run riot. CAPITALS New upper case letiers
ROCKET, WHEEL, CANDLE Three firoworks programs. BOMBER Drop the bombs bafere you
crash. DUCK Simple animation. METEORS Collisions in space.

( IHOW TO ORDER[ I T T T T LT LT T T T TN ™

. Please send ma the following Electron User cassotte tapes: .
. Nine programs from the December issue ... " £ .
. Mine programs from the November issue T rhan f .
B Sevenprograms fram the Octoberissus ... £ [ |
. Nine programs fram the September issue £ '
. Fourtean programs fram the August issue £ .
. Ten programs from the July issue ., J— I £ .
Ten programs from the June issue s N DTa oy e f
. Twahoe programs from the May iS50 ... £ l
. Eleven programs from the Agril issue L l
. Twelve programs from the March issue £ .
. Nine pragrams from the February issue . £ .
26 programs from the introductory issues |, o . TR o — - e
I | enclose the sum of £ .
B MName ..o e POST TO: Tape Offer. [ ]
Electron User, Europa House,
R R T S RPN L 58 Chaster Rose, }fﬂﬂ‘grw& | |
£ . Stockport SK7 BNY. =
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A delightful festive
frolic from ROG FROST

TO SORT
OUT SANTA

E
S I LY SFIHT )
-
|
f
- f
iy
'J
r
. f!,..l
~
-—‘___.-"
PROCEDURES
PROCcredits Prints title.

PROCcircle (X,¥,R,C)

Used for starting picture. Draws
circle centred at (X.¥), radius R in
colour C.

PROCinstruct Prints instruction on screen.

PROCchose Decides which sack is randomly left
at which house.

PROCseatup Sets up text and graphics windows,

PROChouse (X,Y)
PROCsanta (X,Y,C)

selects colours, defines characters
and some variables.
Draws houses at (X.Y).

Draws a man in each house at
position {X.¥) and logical colour C.

PROCsack Positions sacks in the correct
places.

PROCdecide The playing part of the game in
which you make decisions.

PROCremove Deals with the removal of sacks
from the houses.

PROCdrop Deals with leaving sacks at houses.

PROCail Displays fail messagea.

PROCsuccess Displays success massage.

PROCgoodtune Plays a happy Christmas song.

PROCbadtune Plays a bad Christmas song.

PROChall Prints the fastest time.

SANTA has 8 bug in his
operating system this year. He
has delivered sacks of
presents to the six people in
Disc Drive. but put them in the
wrong houses.

You, the Electron EIf, must
gort out the muddle before
gveryone wakes up on
Christmas rnorning.

You do this by moving from
house to house collecting or
dropping sacks. You can carry
up to three sacks at a time.

If you succeed, then you get

VARIABLES

T% Time allowed to C$ Shuffled BS
complate task. carry$ Sacks being carried

M% Best time so far. at present,

z% Mumber of present take$ Sack you hope 1o
housea. take,

nawz% Numberof houseyou  leave$ Sack you hope to
hope to visit. drop.

AS(N) Initial sack numbers drop$ Sack you have

BS Mumbears 123456 drapped.

Full listing starts on Page 58

another go, but the time you
are allowed is the time you
took in your first go.

If you fail, you are given 20
seconds longer for your next
turn. Appropriate tunes are
played for success or failure
and a record is kept of the
fastest time,

The first part of the program
uses a series of PROCcircles to
produce a picture. The game
itself follows and instructions
are included within the pro-
gram,
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electton T L e
Be one of the first |

to get each issue |

A subscription will ensure you !_
get your own personal copy

HOT OFF THE PRESSES 'i
month after month for the 1

next year. L

Every owner of an Electron—and l
everyone thinking of buying one = needs t0 |
get Electron User every month. It's the l
brightest, most authoritative yet completely |
independent guide to a machine that has
<o 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 2 12 months subscription and

have it delivered to you by post.

r =
Protecting

P‘:ﬂ‘fEc! Your
i:r LUEC T lux
GFET COovar m‘ﬂde
wﬂﬂﬂﬁ pliable
e ter-resistant
stmw‘ bound witp,
de ng {:Dnﬂﬂ and
oorated with
ctron (ser logo

£3.95

Elgct
Llry HO

electron elect
- user < electrCel ,
R Sy o0 electrOn

*

- m:p;ﬂur collection
.+ of Electron User

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. £3.95

jssues from

A February 1984

=\ are still available
.t £1.25 each
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Cassette worth
£3.75 if you
subscribe NOW !

;':‘I[,.--

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!

e

Cassette tapes of
Electron User
programs '

Save typing in programs
from Electron User

by sending for these
pProgram-packed tapes.

£3.75 each

26 programs
froem

| electron | ]
user.

= electrcn
le_Lectroﬁ

g e

——
. page
U Liae Vel 1 Ns

A
= he v g

(]

You can also take out |
subscription for the 12
monthly tapes for £40.

. 'T.'-- -t

PACE =% <
'ISHI.HE i Yz
' C';f % e
b S Eay RS ) el e Ve
| 79 ~r &! Elecwa__é‘tr EIECfan |'
JLJL:/ — CASTLES Ciariy
: | OFSAND | </ *~¥wrs/|
E‘lE‘Cﬁﬁﬁ el -“E"'..“h::."r:‘ ;—_‘ - .1"_-?.’

w,jw.uj = =

: '-‘}t-‘tl"-"; 2
P =.;£l |
M

and are valid to December 28,

Please enter number required in box £ p
Electron User UKE12 1
annual subscription cre £13 (R £18)
Owerseas (Surfacel £20
Overseas (Airmaill £40
Salected free ¢ ] (month]
Commance with issue TOTAL
Electron User
?:md“’umrv ISSUeS . it oot a ==
£2.25 Dverseas (Surface) TOTAL
Electron User vl
- arch
back issues April
£1.25 UK el
£1.50 Overseas (Surface) Tty
August
Sept
Oct
Mowv
Airmail prices on application TOTAL
26 intreductary programs
Electron User Lun.a:EL.und-r February
hicken  March
tapes Spacehike April
£3.75 Rally Diriver May
(UK B Owversoas) Money Maze June
Golf July
Castles of Sand August
Haunted House Sept
Braakfree Oet
Star Fightar Now
Christmas Box Dec
3F.C ¥ IEH L vl
Cassette tape
annwal subscription ==
C40 UK & Overseas)
Commance with tape [state monthl TOTAL
Dust Cover =4
£3.95 (UK & Overseas) TOTAL
Binder [ ]
£3.95 UK
£5.00 Overseas - TOTAL
Payment: please indicate method (/) TOTAL
_—

Accass/Mastercharge/Eurocard
BarclaycardVisa
Amarican Express

Card No.

Expiry Date

Cheque/PO made payable to Database Publications Lid

MName

Address

Signed

Send to: Electron User, FREEPOST, Europa House,

68 Chester Road, Hazel Grova, Stockport SK7 5NY.

(No stamp needed if posted in UK) Aissse sitows 28 days for deifvery
You can also order by phone

Telephonea:

061-4800171

24 haurs

and give your full address

Don't forget to guote your credit card number

ORDER FORM

All prices include postage, packing and VAT,
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MOUSER wwas written to
help children practice their
skills with compass direc-
tions.

A mouse iz hidden on a
12 = 12 grid labelled with

the coordinates A1-L12.
Your task is to send your
cat to find the mouse but
you only have five goes.
Each time you make a
mistake the micro will tall

- orameate

URES

e
) PROCED
e instructions.
i jons Gives instru

PHOC"-"“":m Hide the mr:_m-se.
Fﬂﬂﬁpﬁl:“ Guess jocation.

Pnﬂglgosa Lose game.

R u use Draws MOUse

Pﬂﬂﬂmﬁ Draws cat.

proc L gl gu can move
el Chooses dirgction ¥
Pﬁﬂf-""?“ Find mouse.
o Go South.

pROCsouth
pROCnorth

Go Morth

By STEVE LUCAS

MOUSER!

you a compass direction to
take.

You must tell the micro
the coordinate of the
square you want to search.
Incorrect coordinates will
not be accepted.

I would recommend you
change line 100 to
*FX229,1 to disable Esc
when you are sure that the
program has been fully
debugged.

If you want to make the
game easier by having
maore turns, just change the
value of 5% in lines B0,
1200 and 1660 to give more
than five goes.
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10 OM ERROR BOTO 1330
20 REM #% Mpuser ##
J0 REM ## an educational
game for the BBC and Elect
ron computers ##
4% REM ##% Steve W. Lucas
L1}
S0 REM ## (L) ELECTRON U
SEE
&0 MODEL
70 #KEYLO OLDIM RUNIN
BO 51=35
90 VDUZT, 1,0;0:0:0:

100 REM ## change this 11
ne to #FY229,1 when you hay
e fully debugged the progra
B to disable escape key #4

110 #F1210,0

120REM ## define characte
rg &

130VDU23, 239, 255, 255, 255,
295,255, 255,255, 255

140VDU2T, 240, 192,128, 158,
191,255,255,45,113

1SOVDUZY, 241,0,96, 112,88,
204,252,0,192

140VDU23,242,48,32,32,32,
32,32,31,15

|70VDU23, 243,1,3,7,7, 3,1,
295,298

1BOVDU2T, 244,0,126,152,24
0,176,240,248,134

190VDU23, 245,7,3,1,1,0,1,
1,0

200VDU23, 246,255, 293,253,
129,128,129,193,0

210VDU23, 247,134, 128,128,
128,128,128,192,0

220 VDU23,248,7,4,13,12,4
ibi Ll

230VDU23,249,240,16,88,15
2,16,48,192,1%92

240vDU23,250,0,3,6,12,9,%
9,9

250VDU23,251,128,224, 17k,
£16,72,72,72,12

2h0VDU23,252,29,21,21,3,3
=¥=1=]

27VDU23,253,92,212,212,2
24,224,224 ,,48, 16

280VDU23,254,4,6,4,28,28,
d,0,0

290VDU23,255,16,48,16,28,
28,0,0,0

Ioo voule,o,3,0,0,0,19,1,
6,0,0,0,19,2,1,0,0,0,19,3,4
i0,0,0

I10 REM define envelopes

J20 ENVELOPE 1,1,1,0,0,20




0,0,9,126,0,0,-126,126,126
330 ENVELOPE 2,1,-7,7,0.1
0,10,0,0126,0,0,-128,126,128

340 ENVELOPE 3,1,34,-36.0
v20,20,0,126,0,0,-126,1268,1
25

J50 PROCinstructions

140 TY=4

370 BCOLO,I1¢FOR YI=0 TO B
00 STEP 150

180 FOR XX=0 TD 80O STEP
150

190 MOVEXY,75+Y7%:MOVEXR,Y
1:PLOTES, IT+75, Ta+Y1:PLOTES
JHLHTS, YT MOVEXL+TS, YI+T5: 0
OVEXZ+75,YI+#150: PLOTRS, I+
50, ¥1+75:PLOTES, XT+150, Y1+l
SO:HEXTIL, YL

400 BCOLO,2:MOVED, 0z DRAWT
00, 0: DRANFO0, F00: DRAKD, F00:
DRAND, 0

&10 VDUS:BCOLO, 2: FORKY=IT
012:MOVEESD, TS#XE=T0:FRINTY
T:NEXT:FORYE=1T012: KOVET 5%
1-50,940: PRINTCHRS (5441%) ¢ N
EXT:VOU4

420 MOVEO,70:DRANFTO,970
tDRANSTO O

470 MOVELLOO0,500: DRANL1O0
,700:PLOTAS, 1118,400:PLOTES
186,700 MOVE1 108, 730: NOVE
1085, 700:PLOTAS, 1134,700

&40 VDUS:MOVERL0D, 7401 PRI
NT*N": VDU4

450 FRINTTRB(E)"M O U S E

RI

440 vOU28,31,31,39,20

470 REM ## main gane +¥

480 PROCplace

490 REPEAT

500 PROCquess

510 S1=5%-1

520 Ti=51-1

530 UNTIL S%=0

540 PROClose

550 END

540 DEFPROCplace

570 AL=RND(12):BY=RNDI{12)

580 ENDPROC

aF0END

800 DEFPROCmouse (XL,Y%,I%
)

b10 VDUS:MOVEXY,YL:GCOLO,
I1:VDU240,241,4:ENDPROC

£20 DEFPROCcat (X%, YY, 21

530 VDUS:MOVEXY, YI:BCOLO,
I%sVDU242,243,244,10,8,8,8,
245,245,247, 4: ENDPROC

540 DEFPROCaan (XX, YX,Z%)

450 VDUS:MOVEXY,YZ:ECOLD,
1Y:VDU248,245,10,8,8,250,25
1,10,8,8,252,253,10,8,8,234
, 2535, 4: ENDPROC

660 DEFPROCmove

670 PROCcat (CX#73-75,0%#7
-3.2

5BO SOUND 1.2,180,10

£30 ENDPROC

700 DEFPROCquess

710 CLS

720 VOU 23.1,05050;08

730 COLOUR 3

740 FRINT®Enter  quess

now i-*

750 REPEAT

Thll AS=GETS:PRINTTABI(2,4)
1R

770 CY=RSCIAS)

7H0 UNTIL CI&4 ARD CX(T7

790 Ci=Ci-54

800 REPEAT

B10 PRINTTRB(I.4)5PCE

B20 INPUT TABLI,4)°"A4

B30 Di=VAL(A$):IFDL}13 OR
Didl THEN vDUZ

BAO UNTIL DM AND DI{13

850 VDUS:GCOLO,0: MOVE 99
0,920 :PRINT STRINGS(%,CHR$
(239} ):V0U4

850 PROCmove

870 b=""

BEO IF A%=CX AND D¥%=B% TH
EN PROCWin

850 IF DY{BL THEN PROCnor
th ELSE PROCsauth

500 YOUS:MOVETS0, LO00:PR]
WT"you must®

F10 MOVE 990,960 :PRINT"g
a ="

920 MOVE 990,920 :PRINTbS

930 MOVE 973,520 :6COLO.0
:PRINTSTRINGS (8,CHR$239)::6
coLo,2

940 MOVE 970,550 :PRINT"t
urns®

950 MOVE 970,320 :PRINT"]
REL==t

950 MOVE 700,520:PRINT TL

970 vDU4

980 ENDPROC

990 DEFPROCnhorth

1000 bS="North"

1010 IF CYCAX THEM b$=b$+"
gast" ELSE IF CXMAL THEN b$
=h§+ "west"

1020 ENDPROC

1030 DEFPROCsouth

1040 IF BA{DL THEM b¥="Sou
th*

1050 IF AXXCY THEM b§=h§+"
past® ELSE IF CYMAX THEN bf
=h§+"west”

1040 ENDFROC

1070 DEFPROCWin

1080 CLE

1090 RESTORE

1100 FORY=LTO&

1110 READaX,bX,ck

{120 PROCwan(aX,b¥,c¥!

1130 NEXT

1140 SOUND 1,2,255,50

1150 DATA 1000,1000,2,1000
,150,2, 150, 1000,2,150,150,2
,400,700,3,800,400,3

1140 COLOURS

1170 VBUS

1180 NOVESOO0,E50:PRINT"N e

11 Done"

1190 MOVE 150,350:PRINT"Yo
u found the mouse”

1200 5¥=3

1210 BCOLO,2

1220 MOVE3IO0O,100:PRINT"Ano
ther game (Y/NH} 7"

1230 VOUA

1240 VDU23,1,030;0;0;

1250 REPEAT

1260 yes$=GETH

1270 UNTIL INSTR{"YNyn®,ve
4

1280 IF yes$="Y" OR yes$="
y" THEN CLB:BOTOD 350

1290 CLE

1300 VDUS:MOVE 200,500:PRI
NT"Goodhb ye :¥DU&

1310 END

1320 ENDPROC

1330 MODE &

1340 PRIMTTAB(S,L5) "Error
*":ERR;" in line nuaber ";ER
L

1350 END

1360 DEFPROCinstructions

1370 CLS

1380 PRINTTAB(LIS, 21" O U
SER"

1390 COLOUR 2

1400 PRINT" ' "SPC(101;°(C}

§.M. Lucas 1784"

1410 COLOURT

1420 PRINT" ‘" *This is a ga
me in which you must try to

find the mouse which is hi
dden on the board.®

1430 COLOUR2

1440 FRINT" " '"You must use

your cat to search for the

aouse by telling me the co
ordinate of the sguare yo
u want to search."

1450 COLOUR 3

1450 PRINT' "I will then t
ell you which direction to
go in . You will have only
FINE turps to find the mous
e in !"

1470 REM ## you can alter
the nusber of turns by alte
ring the value of 5% at the

start of prograe

1480 COLOUR 2

1490 PRINT® "*Do you want s
ound <Yres or {Nxo 7"

1500 REPERT

1510 R§=GETS

1520 UNTIL A$="Y" OR A$="N
L]

1530 IF A$="N" THEM #FX210
ol

1540 PRINT' ' *"Press (Space

Bar? to start the gase®

1550 REPEAT UNTIL BET=32

1540 CLS:ENDPROC

1570 DEFPROCIose

1580 CLS:PRINT*You"'"didn’
t* "find it!"

1590 A$="ABCDEFGHIJEL"

1600 BS=MID$(AS,AL, 1)

1610 COLOUR 2

1620 PRINT"It was®'"in "B
{1

1630 PROCmouse (AX#75-40,81
#T3-23,3)

1640 SOUND 1,3,160,30

1450 COLOUR 3

1640 5X=5:Ti=4

1470 PRINT" "Another”""Game
ErRLYIN 2"

14680 VDU23,1,05050;0;

1690 REPEAT

1700 yes$=GETS

1710 UNTIL INSTR"YMyn®,ye
1]

1720 IF yes$="Y" OR yes$="
y" THEN CLG: GOTO J&0

1730 CLE

1740 VDUS:MOVE 200,400:PRI
NT'Goodhbye  :VDU4

1750 END

This listing is included in
this month’s cassette
tape offer. See order
form on Page 47.
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Three programs
rvone’s talkin

Play the most exciting, C%g%g)\
challenging Olympic “

simulation of them alll <Y M P\(‘

MICRO OLYMPICS is riding high in the charts = and no

wonder. You are challenged to beat the world record in 11
realistic track and field events, with the packed stadium
cheering you on to victory — or defeat! Just like the real thing,
you'll want to keep on improving your sporting skill until you're
up there among the greats!

Turn your home micro into
a true office workhorse!

MINI OFFICE is the most incredibly priced introduction to
business computing ever offered. The package contains four
full-scale programs — word processor, database manager,
spreadsheat and graphics. They include advanced features
not yet available on programs costing many times as

much. Plus a concise 32-page how-to-do-it booklet.

Kratn and Mormn Hodis

Let your children embark on a
magical micro adventure!

THE MAGIC SWORD breaks new ground in programming for
the young — a complete adventure on cassette accompanied by
a 48-page full colour storybook. Stunning sound and colourful

graphics bring a completely new dimension to the classic | Magic
computer adventure. And there's a very helpful animated i it tf agé-“
compass to help you find your way around! and the Frog Prince or

Please tick copies reguired
[ 1 enclose cheque made payable 1o Micro Mini Magic
Database Publications Lid. for £ Olympics | Otfice Sword |
| wish
gmn:uz sl Spectrum cassette (£5.95 D N/& N/A
Pl o Exgiry dote Commodore cassette | £5.95 ] N/A N/A
N
e BBC B cassatte | £6.95(7| £5.95 (]| £8.95 ]
Address ,
BBC 40 track disc |£7.9500[£79500] NA
Signed BEC 80 track disc |£7.95(]|£7.9500] WA

Post to: Database Publications, Europa House, Elect te
68 Chester Road, Hazel Grove, Stockport SK7 SNY. cution ceesit__j 5. L) €200 L) £2850
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g programto bring you...

 Xmas Carol

By ROLAND WADDILOVE

;

THE Editor stopped mae.

“Waddilove'", he slurred.
“*Christmas is coming. Do
something””.

After spending a week or 5o
racking my brains trying to
think of an original Christmas
program | came up with Xmas
Carol. It simply wishes avery-
one a Merry Christmas to the
accompaniment of a few fes-
tive tunes.

You may be wondering

where the originality is in that.

Well, it's not what it does, it's
how it does it

The program demonstrates
the use of interrupts by playing
carols while text is printed in
diferent directions and with
various degrees of rotation.

One of the most acdvanced
features of the Electron, and
the BBC Micro as well, is the
extensive use of interrupts to

control many of the back-
ground operating system
tasks.

Aninterrupt is a signal sent
to the microprocessor telling it
to stop what it is doing and
switch its attention to some-
thing else.

When it
task it returns to whataver it
was doing and carries on as if

has finished this» at a

nothing had hu;}pEnEd.

These background tasks
include updating the clock,
used by the pseudo wariable
TIME, processing envelopes,
and maintaining the many
input and output buffers and
queues

Interrupts give the impress-
ion that the Electron is capable
of doing more than one thing
time by repeatedly
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C

letter$
Puil'ltﬂr

wuﬂd

P

From Page 51

Switching
tasks.

Interrupts must not have
any effect on the interrupted
program. If any of the
processor's registers or flags
are altered by the interrupt
routine, then it will get in a
terrible muddle when it
returns, probably with disas-
trous consequences,

Acorn have thoughtfully
provided the user with an easy
to use, pre-packaged interrupt
facility. Every 10 milliseconds
an interrupt is generated by
one of the timers inside the
ULA to transfer program con-
trol to routines to deal with the
background work.

In the process of carrying

between

rapidly

% out this background work a

number of events may be
generated, such as the interval
timer crossing zero. An event
handling routine can ba writ
ten by the user to which
control is passed, when the
appropriate event has been
detected by the operating
system.

The operating system
detects all events but ignores
them if they hawve not been
enabled with a *FX14 com-
mand, |If an event has been
enabled then program exec-
ution indirects wvia the avent
vector at &220. (See Page
242 of the User Guide.)

The machine code routine
in Xmas Carol is called 50
times a second, coincident
with the start of wertical
synchronisation of the screen

52 ELECTRON USER December 1984

: :  Positi
x%o, Y7o ion of letter.
Y% Positio
X%, Size

cOS
Save THmIE.
Letter 10

parameter
gsword call

of letier.
oul S
function 10

an{!

Oint er 10

display, by setting the event
vector to point to the start of
the code, and anabling it with
"Fx14.4,

When the code is called the
registers and flags are saved.
As only one event has been
enabled there is no need to
check that it is the right ona.

First it is necessary to see if
there is enough space in the
sound buffer for the next note,
otherwise the program would
grind to a halt when it was full.

If there is not anough room
the registers are restored and
the routing ends.

If there is enough roonT,
then the next note and its
length is read from the data
stored at page &A and placed
in the parameter block at &71.
Osword is called to insert the
note into the sound buffer,

Acheckis made tosee if the
pointer is at the last note. Ifitis
then it is reset to the start
again. The registers are
restored and the routine ends.

All this happens while the
Electron is busy drawing the
message on the screen, giving
the appearance of doing two
things at once.

The print routine works by
printing the letter at the
bottom left hand corner of the
screen, and looking at the dot
pattarmn produced,

You can't see it as it is
printad in colour 3 which is set
to black, the same as the
background.

By using some elementary
trigonometry the dot pattem
can be rotated and drawn at
any position on the screen. A

PRoc
PROCs1q EDUHES
ugHIPABLEE S vo-data: Digable srart I
1%, J% Used 3% loop © g:;ﬂa'.f event. Swirch ;ﬂfﬁgg SRarmmon
' tars. e . d and storg data for ¢ channg)s,
a8, b$ Messages Pﬁﬂcauambh Auncnnn keys. unes. Define
. inted. ; ssemb| ;
pl’!ﬁ“..d per 0 L] Maching cod,
thetd Angle S5 Eamis, Set even Vector ?arautme 10 play
radians. in PROClettars nable evan Point to code
gle Angle of letter PROCprint ;’r-nr the message
ant i rint e
dians. a char. -
ra on of letter- position, acter at g Qiven angle ang

point I, J% when rotated
through an angle theta
becomes:

I%*COS (thetal-J%*SIN
(theta), 1%*SIN(theta)+
J%*COS5 (theta).

An allowance has to be
made for the odd shaped
pixels in Mode 5 but it is fairly
straightforward,

To print text round in a
circle you just move to a point
an the circumference x%, y%
which is radius®*SIN (theta),
radius*COS (thetal. To make
the taxt stand outwards the
angle of rotation is ~theta.

The machine code is placed
at &900 and the data for the

Xmas Carol listing

LOREM ##YMAS PROGRAM*#
20REM #For Electron/Micr
o Users
JOREM #By R.A.Waddilovet
S0REM #Happy Christaas+
SOOM ERROR 6OTO 1320
G0PROCstore_data
TOPROCassenble
BOMODE §
S0PROC]etters
100TIME=0: REPEAT UNTIL T1
HE 500
110PRINT TRBI(5,31);"Press
Space”;
120#F 21,0
130REPEAT UNTIL GET=32
140MODE &
1S0PRINT® "*Function Keys
t=""""f1 = LIST current pro

carols at &AQQ, which are
buffers used by the cassette
systam.

It is safe to type in and run
programs while the carols are
playing, but loading or saving a
program may corrupt the code
50 It is best to disable the
routing with *FX13.4.

Don't just use the program
as It 15, Try experimenting with
different tunes. (Lines 220,
230 and 790 must be set to
the number of items in the
data statement, 254
maximum. )

Alter the messages printed
and see what happens if the
size of the letters is changed.

WYWill ot runin Mode 17 Try it
and see. Alter it if necessary.

e typed in and run while ¢t
he carols continue to play.

To LOAD or SAVE a prograa
press §3."

170END

180

190DEF PROCstore data

J004FX13,4

210#FX15,0

2207870=244

ZI0FORIY=244 TO 1 STEP-1

Z40READ J¥x [X7%A00=0Y

2S0NEXT

J60#KEYL "LISTOTIMINLIST!
Hi

270#KEYZ "NEWIM"

ZB0#KEYT “#FXLT AIN"

2904KEYL0 "7%220=0174221=
iaFN14 4N

gram,""'""f2 - delete curren  JOOENDFROC

t progras.”"'“f3 - end the 310

carals.” J20REM pitch,length,...
140PRINT" "*Programs can b -



BRIDGE?

CONTRACTBRIDGEPLAYER?
. THEN YOUNEED . ..

BRIDGE-MENTOR

.. ANIDEAL BRIDGE PARTNER ...

*** PERFECT YOUR CARDPLAY ***
*** IMPROVE YOUR BIDDING """
*** ARCHIVE INTERESTING HANDS ***
***CREATE/ANALYSE RANDOM DEALS *=*
With high resolution calous-graphics and BBC tBEK] AND

sound of your micro. “Bridge-Mentor
guides you through expenly analysed ELECTHDN

hands, A host of features imcluding the
spectacular “Autoplay” optien

|dea! for indrvidual pracisce,
amalysis and archiving
Superb teaching aid lor
clubs and professibnals

Shiva titles are availabie from branches of Boots, Menries, W.H. Smith, bookshops,
computer sivops and department ptores. In case of diffanlty, please write to:
FHIVA PUBLISHING LTD, FREEFOST, &4 Welsh Row, Namtwich, Cheohivre CWT SER.
Telephone orders weltome: 0270 628272 (24 hrs'7 days)] Telex: 367158 [GASEQP)

ORDER FORM

Create an infinite archive of
hands that can be browght
to life on the screen

Compike special teaching

matena - e - ary Title Frice |enclose acheque for €.
£9.50inc. Eratron g for the B .

. . o o = Ifr\c;rr:: Arrembiy Language l:I!-I‘J‘Igli':':s lhrr:rlm'l !'.n'p;'rrn " I
CI"IE':C] ues to:- - Alcassetie aniy L Slgnature ... k- T . Card No, e —
DEPT: EUi2 _— P'J'ﬂlr:md'l"l.nl’.l’::nlog"n-r;gmpumhwk:.lnd'.ldll'l'wmf
MINIC BUSINESS SERVICES, B \ e 3
12 WOBURN CLOSE, BUSHEY, ; g Hiat
HERTEORDIHIGEREDAIEA, I N N N N N N N

What the Acorn Electron
has been waiting for!

Ayvailable as a ‘bare’ ROM or
| " a ROM Cartridge fur the
Plus I interface

Latest version of Forth for
the Electron (Not re-hashed . | LTy vwarwver

Farth 79 Code)
OFTWARE
Unique Stack Display Utility ~———__ [ MULTI-FORTH 83
e Multi-tasking operating

16k Eprom type 27128 e system for Real Time use

s another nirs This unigue Eprom cormi nsivie Mz
f e Acorn Electron wi AT it 1s superb vald 18 Coupo
s the sarr fi £2 30 olf rE V£ ar mare
L ol

David Husband is the genius behind it ;
Multi-Forth 83 is a 16k Eprom type 27128 which sits sideways e s , Ll
long with any other ROMSs in use. It t NS 3 l i1 1] I | | : ﬂ

5 to run simultaneously and trans
1 task in a gueue, uptoam T

ctored to enable I = = I
Standard 6502 Assemb que A ﬁk‘. Wi'l'l.-'l_"
Stac l Display Utihty, too BIECTTO TY FORI 00 S ONWAR )

At a later date a Cartridge version for the Acorn "Plus I" will b : Saeer SOFTWARE I
available, k |,_hr noy ti-Fe ’1 83 i5 5ol aﬂf, Barg i’-’.:'v' which e e e e e — E—
eans an in sce 1s needed for the Standard rn Elec

MULTI FORTH 83 FOR THE ACORN ELECTRON
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Xmas Carol listing

From Page 52

I3
JHOREM ##5ilent Night##
J30DATA 80,15, 84,3, 80,1
0, 48,30, BO,15, 88,3, 80,1
0, 48,30, 108,30, 94,30, 10
0,30, 80,30, 98,30, 100,15,
94,3, 88,10, 80,15, B8,5.8
0,10, 68,30
360
JTOREM ##We Three Kings##
JBODATA 98,18, 86,9, 80,1
8, 48,9, 75,9, 80,9, 76,9,
48,27, 94,18, BR,9, BO,18,
8.9, 74,9, B0.T, 74,9, 48,
a1, 80,18, 0,0, BO,9, 84,14
, 0,0, BB,9, 9b,18, 0,0, %
.7, 108,%, 100,%, 9&,9, B,
¥, 96,9, 68,9, 80,18, 74,%,
8,40
390
400REN ##Jingle Bells##
410DATA 96,5, 0,0, 96,5,
0,0, 96,10, 0,0, 94,5, 0,0,
85,3, 0,0, 94,10, 0,0, 9§,
5, 108,5, 80,7, BA.3, 96,20
. 100,5, 0,0, 100,5, 0,0, 1
00,7, 0,0, 100,5, 95,5, 0,0
y 96,5, 0,0, 54,3, 0,0, 95,
3, 108,5, 0,0, 108,5, 100,5
, 88,3, 80,40
420
4J0REM ##Away In A Manger
"
L00RTA 52,10, 72,10, 0,0
. 12,10, 80,5, 88,5, 72,10,
0,0, 72,10, 88,5, 92.5, 10
o,10, 0,0, 100,10, 108,10,
02,20, 80,5, 88,5, 92,10, 0
0, 92,10, 100,10, 88,10, O
.0, 88,10, 72,5, 88,5, BO,
10, &0,10, &8,10,72,40
450
4L0DEF PROCassemble
470pointer=470
480sound=4T1
490'sound=1
S00sound'2=-13
Sl0asward=LFFF1
S20osbyteskFFF4
S3074220=%00: 76221 =409
S40FOR pass=0 TO 2 STEF 2
S50PE=L00
S&0C OPT pass
J70PHP: PHA
sters

\save regi

re

4 ELECTROMN USER December 1384

F‘EF’. #"
Mg A, T |
e
' F—
’ﬂ.:E::'

SBOTXA: PHA
SE0TYA: PHA
EOOLDA #L80
G10LDX ¥LFA
E20LDY 4kFF

6J0J5R oshyte \space in
sound buffer?

S40CPY #10

5S0BMI end Lif not en

ough

660LDY pointer
ST0LDA LAOO,Y
4B0STA sound+d
&F0DEY

TO0LDA &R00,Y

\get pitch

‘get lengt

T105TA sound+é

120LDA 47

T30LDX #sound MOD235&
T40LDY 4sound DIV2SE
TS0JSR osword ‘play note
TA0DEC pointer

T70DEC pointer

7B0BNE end

790LDA ¥244:5TH pointer
B00. end

B10PLA: TAY \restore r

egisters

B20PLA: TAX
BIOFLALPLF
B40RTS
8301

BAONEXT
BT0#F)14 .4
BEOENDFROC
B0
SO0DEF FROCIetters
F10VDU 23,1,05030;0:
e20voU 19,3,0:0
9306C0L 0,2
Q40a8="Herry"
9S0FOR [¥=1 TO §
Q50PROCErint (MIDS(a$,1%,1
1,2,PL/2,128, 11864+330)
STONEXT
980a%$="Christmas"
990b§="Everybody"
L0Q0FOR I%=1 TO %
1010PROCprint (N1DS (a$, 1T, 1
),2,0,11%128-80, 53001
1020PROCprint (NIDS (b%, IT, 1
1,2,-P172,1144,900-17%8k4)
1030NEXT
10406COL 0,1
1050a%="ELECTRON USER"
10&0b$="NICRO USER *
1070FOR [Z=1 TO 13
10BOthet a=RAD {112 (360714}
(F0+360/14) ]
1080x2=417+20005IN(theta)
1100y%=452+2004C05 (theta)
L110PROCprint (MID§(a%,1X,1
}y2,=theta,xi,yl}
1120x3=635+1 10#5IN(theta)

[130y2=45Z+110#C08 (theta)
| 140PROCprint (MIDS (B%, 17,1
11y =theta,xX,yX)

LISONEXT

LLeovDL 1%,3,4;0:
L170PRINT TAB(8,7):"From"
1 1BNENDPROC

1150

12000EF PROCprint{lettert,
size,angle, ¥, Y]

1210L0CAL IX,J1

|220PRINT TABIO,31);letter
L]

1230cos=size#C0S (anglel
1240sin=2#5ize#51K (anglel
1250F0R [X=0 TO &4 STEP 4
[ 260F0R J%=0 TO 32

12701F POINT(IX,J%) PLOT &
9, (X+IX®cog-JL#sin, Yi+(11eg
inf&)+JT#cos

1 280NELT

1230MEXT

| J00ENDPROC

1310

|J20REN ## grror 4

| 330M0DE &:VDU 19,0,4;0: 14
| JA0REPORT: PRINT" at line
*:ERL

This listing is included in
this meonth’'s cassette
tape offer. See order
form on Page 47.




Christmas Snap listing

From Page 16
1@ REM ®#2[HRICTMAS#+ENA
DEaE
2B REM ###EY P, TAYLER###
27 REM##ELECTRON USER###
27 REM#eCHRISTMAS 1984¢¢
25PR0OCinstructions
32 MODEZ
32 REPEAT
35 VOUZ3,1.0:8;0;:0,
48 count=FALSE
S0 COLOURIIS:CLS

& PROCproper jack
TBREPEAT: PROCrandoscel ou
riPROCjack_in_the box({11,3@
V:PROCcheck:UNTIL count=TRU
E
20 count=FALSE
182 PROCoroper_tree
{1BREPEAT:PROCrandoacol ou
r:PROCchristeas treelll,8)
tFEOCcheck: UNTIL count=TRUE
138 count=FALSE
140 PROCoroper santa
158 REPEAT:PROCrandomcalo
ur :PROCsantafll,30) :PROCche
ck:UNTIL count=TRUE

170 UNTIL FALSE

188 DEFPROCjack_in_the_ba

={i1,Yi

190 VDU28, X%, YL, XT+7,¥1-2

9117, 135:€L8
280 COLCURALPRINTSFCi2):
2IBCOLOURA:PRINTSPC L)y L
DLOURB:PEINTSPCITN:

220COLOURA:PRINTSPC(1) 528
OLOURB: PRINTSPC (2] 5 :COLOURC
+PRINTSPC{T): :COLOURE: PRINT
EPCi2);

TIBCOLOURA: PRINTSPC 1) ::E
CLOURB: PRINTSPC! 1)+ COLOURT
sPRINTSPC (1) 3+ COLOURD: PRINT
SPC{1);:COLOURC: PRINTSPCIL)
;1COLOURD: PRINTSPC(1};:COLOD
URC:PRINTSPC 1) s :COLOURB: PR
INTSPCI1):

2HARCOLOURA: PRINTSPC L)
OLOURB:PRINTSPCI{L) ;1 COLOURC
tPRINTSPC (1) ;:COLOURD: PRINT
SPC{1)ytCOLOURC: PRINTSPCLL)
¢:COLOURD: PRINTSPC {1} ;:COLD

URC:PRINTSPC (1) ; :COLOURE:PR
INTSPCI1);

258 COLOURA:PRINTSPC{2)::
COLOURB:PRINTSPC(1) ;:COLOUR
C:PRINTSPCI1);:COLOURB:PRIN
TSPCL1) ;¢ COLOURC:PRINTSPC(Y

sall

1

; OCEDURES ¥
PH 1 ~pory @n
iptrodut
ions Sets uP {szeﬁg in WMode E‘E :
instructio Cmetruction | riables
pROCInS ek ) o h
. jalues L h 0 e
Gives VAL C's 10 5Bl U
P y FPARSE andom
PHDEranﬂﬂ (used Iplc;.] It decides a mll_-. o
'|.:-|l:‘.hu'L‘m- i the othars
valug - that
their yalues from : P iRdoN on the
These sel ud a L::EE“'I then the
Pnucpmper..lﬂc:;ﬂ latt of r ; are given et
1 = - \.. - - -I
PRQGPTGFBr,ﬂnH yarigbies e iy it jumps Tyie
" v yalues, o
L = cofreul h aral
B i correspondingd gem ! e tree).
o yple ROCchristmas- ey
tfor eX8MF = he randomly 80
Ty i LT:r ‘me yariables
o{;t’hﬂ'ﬂmas_ﬂﬂﬂ Etawﬂ i » IO gn 1he
Pﬂ . :k_in_.t E‘.—h‘ux H cat Up a raxl Wi I Tt draw
pROCA ta B l| '3 ® e screen. and 1
= e I i iCiure.
g r:]?n unnes'i}::n'.dlnﬂ p”-.;l..-.-,m it
IPF;DCILme uses a frd'rW'E e ur carols
! 1h
i snich ©  the
- decic® * W calls ut
Pﬂgg;andwﬂm;asla 10 ;.;:.L:;D played. 11 then
is to DB &
FH 2 glghﬂ“g '.']|]I:II'UP"""31'e PHGC

Count

X% and yo

BtonM
random®;,

timaalloweg

G

note

1:COLOURB:PRINTSFC (1) :COL
OURA:PRINTSPCIL);

250 COLDURA:PRINTSPCIZ) s
COLOURB: PRINTSPC1 )y : COLOUR:
C:PRINTSPC(1)¢+COLOURE: PRIN
TSPC(L) ;s COLOURC: PRINTSPCLL
Va3 COLOURB:PRINTEPC (1) ¢ COL
QURA:PRINTSPC (1) : COLOURALF
RINTSPC(3) ;2 COLOURE: PRINTSF
Ciyds:COLOURC: PRINTSPCIL 25t
COLOURE:FRINTERCIL);

VARIAB LE_S__-_

Used 1o dogar

) Mina
Mmp out gf Pl

the REPEAT .

Match jg Made, jt b
Used in F‘F[{}l'.:uhr'
SBL up the ey Window

t.J:;_r':cf for the r %
right-hand picty
truly Fandam

becomes &, and

andom col
res. Actuall

take thejr Values |
The_ Variable gay di
rluII:M'Ju how long ‘;
child tq re&ponl;] .

Also yga
G=GeT " % 3 keyboarg

E, 58 counter
Carols. A, P ang O

to r i a5 &
ead amplityge,

pitch

278 COLOURA:PRINTSPC(2}y:
COLOURA:PRINTSPC (3) 1 : COLOUR
BtPRINTSPC{L) 2 COLOURC: PRIN
TEPC(L}y:COLOURB:PRINTSPC!!
)11 COLOURA: PRINTSPC (2]

260 COLOURA:PRINTSPC(4};:
COLOURE: PRENTSPC (1) ¢ : COLOUR
RiFRINTSPC (3} ¢: COLOURA:PRIN
TSPC{4)4:COLOURE:PRINTSPC!!
Y3 :COLOURA: PRINTSPE {3} ¢ COL
JURA:PRINTSPC(5) ; tCOLOURE: P

- POINt at whieh

Initially count ig FALSE tJ.;'LFI;‘I“I”L i
: F uf

UECOMes TRE

SIMas_tren and ;

our i."|5| of the

¥. they ¢ "
35 3 variap ¥ @re not
' then the g

. b S
IJ\ m_q;ha_a Mitialisation o
1ould be dllowed tn the

va
]} |I 3
1 the loops ul.a-..rmg the

APRropriate) are used
and Uura:lt.l.'t

W

if a ':U."'-:"[;[

50 0n to

riable using

RINTSPC(1);:COLOURA:PRINTSP |
Ci2)5:COLOURALPRINTSPCIS)s: |
COLOURE:PRINTSPC (1) ¢
299 COLOURA:PRINTSPCI1)1:
COLOURA: PRINTSPE (4) ; s COLOUR
E1PRINTSPC (1) 3 : COLOURA: PRIN
TSPC{1) s :COLOURA:PRINTSPC S
)1 :COLOURE:PRINTSPC (103 :COL

OURA:PRINTSPC(2) 3
' 4

1984 ELECTROMN USER 55
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From Page 55

J8@ COLOURA:PRINTSPCA) ;2
COLOURE: PRINTSPC(1) 32 COLOUR
A:PRINTSPCI(I) 4+ COLOURASPRIN
TSPC(3); :COLOURE:PRINTSPC(]
)3 COLOURA:PRINTSPC(4) ;2 C0L
OURA: PRINTSPCI2) 4 : COLOURE:P
RINTSPC{1);: COLOURA: PRINTSP
C(5h;:COLOURA:PRINTERPCIT);:
COLDURE: PRINTSPCIL);

310 COLOURA:PRINTSPC(4) ;4
COLOURA: PRINTSPC (4] ;s COLOUR
E:PRINTSPCI{1)4:COLOURASPRIN
TSPCI3) ¢ COLOURA: PRINTSPC 14
131 COLOURE:PRINTSPCIL) 42 COL
OURA:PRINTSFCIZ):

T28COLOURD: PRINTEPCLR] 3L
OLOURE:PRINTSPC(11;:COLOURE
1PRINTSPC(2) 5 : COLOURF : PRINT
SPC{313:COLOURB: PRINTSPC (L)
1t COLOURD: PRINTSPC (1}

JIRCOLOURD: FRINTSPC (L) 5:C
OLOURC:PRINTSPC(Z1; :COLOURF
:PRINTSPC(11;:COLOURC: PRINT
SPCIZ14+COLOURD:PRINTSPC L)
s COLOURD: PRINTSPCU1) 52 COLD
URB:PRINTSPC{3) ; s COLOURF:PR
INTSPC (1) :COLOURE: PRINTSPC
{2} 4 :COLOURD: PRINTSPC (L)

J4RCOLOURD: PRINTSPC(1)::C
OLOURC: PRINTSPL(T) ; : COLOURF
:PRINTSPC11;: COLOURC: PRINT
EFE[EIi:CDLEUEE:FRIHTEPE[!J

EEBEBLUURD PRINTEPC(114:C
OLOURB: PRINTERC 25 : COLOURF
tPRINTSPC (2151 COLOURE: PRINT
SPC{2);:COLOURD:PRINTSPC(L)
3 COLOURD: PRINTSPCAL) 32 COLOD
URC:PRINTSPC(S) ;s COLOURD ;PR
INTSPCi1} ;s PRINT Jack in "

J5SPRINT"the Boz "3

IER EKDFROC

I78 DEFPROCcheck

375 #F1Z1,0

J8@ B=INKEY(10@#21);1F G=
12 THEM BOTO 400

I9% ENDPROC

420 IF B=129 AND C=138 TH
EN count=TRUE:PROCtune

495 vou?

489 #F121.0

418 ENDPROC

A2Q0EFPROChr oper _jack

430 A=133:B=129:C=130:D=1
J1:E=132:F=133:6=174: VDUZE,
1,39,8, 1 :COLOURL3S:CLS: GOTO

0

440 EMDPROC

458 DEFPROCrandoecolour

450 randoel=RAND(7)+12€

478 A=135:B=randoni; IF B}
134 THEN B=B-7

430 C=P+1:1F C2134 THEN C
=L-7

490 D=B+2:1F DX134 THEN D
=)-7

00 E=B+3:1F EX1T4 THEN E
=E-7

518 F=Bed;[F F)134 THEN F
sf-7

520 B=B+S:IF G134 THEN &
=-7

538 H=B+&:IF H1I4 THEN H
={-7

S4R ENDPROC

J3@ DEFPROCproper santa

540 A=1315:B=129:0=130:0=]
31:E=112:F=133:6=174:H=128:
You 28,1,30,8,1:COLOLRIT4:C
LS:50TO 590

578 DEFPROCsantal¥¥,Yil

588 VDU2B,X%,YY, M147,YX-2
% COLOURL3S:CLS

592 COLOURG:PRINTSPCII};:
COLOURA:PRINTSPC(2) 3 : COLOUR
G:PRINTSPC(3);:COLOURG: PRIN
TSPC12);:COLOURR:PRINTSFC (4
V3 :COLOURG: PRINTSPCI2);: E0L
OURB:PRINTSPL (1) 4 :COLOURA: P
RINTSPC(1);:COLOURE: PRINTSP
C{4);:COLOURA: PRINTSPCHL) 42
COLOURG: PRINTERCILY,

&80 COLOURG:PRINTSPCIL);:
COLOURA: PRINTSPC (L) :COLOUR
£:PRINTSPC{:) ;s COLOURE: PRIN
TSPC {20 : COLOURE: PRINTSPC (1
J2:COLOURA:PRINTSPC 1) COL
OURGE: PRINTERCIL)

518 COLOURG:PRINTSPCIL);:
COLOURA: PRINTSPC!L) : + COLOUR
B:PRINTSPC{1}; :COLOURH: PRIN
TSPC(2);: COLOURB:PRINTSPC (Y
Yy COLOURA: PRINTSPC (1 :£0L
OURG:PRINTSPCLL);

628 COLOURG:PRINTSPCIL) 2
COLOURA:PRINTSPC (1] COLOUR
B:PRINTSPC {4} ; :COLOURA: PRIN
TSPC{1);:COLOURG: PRINTSPCIE
V31 COLOURG: PRINTSPC (2} C0L
OURA:PRINTSFC (41 ; :COLOURG: P
RINTSPCI2)¢

532 COLOURG:PRINTSPCII 51
COLOURA:PRINTSPCI2) 52 COLOUR
B:PRINTSPC (3} :COLOURG:PRIN

TSPC(2) 3 :COLOURB: PRINTSPC (1
) ;:COLOURA:PRINTSPC(2) 3 COL
OURB:FRINTSPC{2)1: COLOURG:F
RINTSPCIL)}

54Q COLOURG:PRINTSPCIL) ;e
COLOURB: PRINTSPCI2) 3 COLOUR
AtPRINTSPC(Z); :COLOURB:PRIN
TSPC (204t COLOURE:PRINTEPC (1
}i1COLOURE: PRINTSPCEZ) 5 s COL
OURA:PRINTSPC (215 COLOURE:F
RINTSPCII):

58 COLOURB:PRINTSPCII)::
COLOURA: PRINTSPCIZ) 3 : COLOUR
ByPRINTSPC(1);: COLDURE:PRIN
TSPC(1)::COLOURE:PRINTEPCIL
1H

660 COLOURB:PRINTSPCIL)::
COLOURG: PRINTSRC {11 : : COLOUR
BsPRINTSPC(1); :COLOURA: PRIN
TSPC(2);: COLOURB:PRINTSPC!!

111 COLOURG: PRINTSPC (1) ;1 COL
QURR: PRINTSPCLL)

578 COLOURB:PRINTSFCIL) 34
COLOURG: PRINTSPL (L) ;+COLOUR
H:PRINTSPC(4)3:COLOURG: PRIN
T5°E11:,.EBLUUPB PRINTSPCIY

EEi COLOURE:PRINTSFCIL) 2
COLOURG: PRINTSPC (1) 12 COLOUR
H:PRINTSPC (4] ;: COLOURE:FRIN
TSPC!1);: COLOURB: PRINTSPE L
Y

£92 COLOURA:PRINTSPCI1! ;s
COLOURE: PRINTSEC (1) : COLOUR
HiPRINTSPC(4)§:COLOURG:FRIN
TSPCUL);: COLOURA:PRINTEPC (L
111 COLOURG: FFIH'*FFIEF. coL

OURS: PRINTSPC (41 4: COLOURG: P
RINTSPC(2];

708 COLOURG:PRINTSPCIZ) ;s
COLOURB: PRINTSPC (4] ;s COLOUR
B:PRINTSPC(2);: COLOURG:PRIN
TSPC{2);:COLOURB:PRINTSPC (4

V3 :COLOURE: PRINTSPC{2) 44 COL
OURE:PRINTSFC{Z)y:COLOURE:P
RINTSPCI1)3:COLOURGIPRINTSP
C{2) 41 COLOURE:PRINTSPCLL) ;:
COLOURG:PRINTSPC(2);

718 COLOURG:PRINTSPCIZ) e
COLOURB:PRINTSPC (1) +2COLOUR
B:FRINTSPCIZ! ¢+ COLOURE:PRIN
TSPCA103:COLOURS: PRINTSPCI2
r-

728 COLOURE:PRINTSPC(2]::
COLOURB: PRINTSPC (1) 32 COLOUR
B:PRINTSPL(2) s :COLOURE:PRIN
TSPCI1] 32 COLOURG:PRINTSPC(2
H

738 COLOURG:PRINTSPCIZ) 32
COLOURE: PRINTSPC(1) 3 : COLOUR
B:PRINTSPC(2) ;1 COLOURE:PRIN
TSECi1);:COLOURG: PRINTSPC (2
13+ COLOURG: PRINTSPC (21 : COL
DURB:FRINTSPC(1);:COLOURG:P
RINTSPC(2) ;:COLOURB: FRINTSF
Cillzs EULDUHE PRINTSPCI2)

742 COLOURE:PRINTEPC (2141
COLOURK: PRIMTSPC (1] 5 : COLOYUR
EG:PRINTSPCI2) ; s COLOURH: PRIN
TSPCI1);:COLOURG:PRINTSPCLZ

+:COLOURG: PRINTSPC 2! 5 COL
QURH: PRINTSPC (1) 2 : COLOURG: P

RINTSPC (2} ; : COLOURH:PRINTSP
Cil);:COLOURG:PRINTSPC (2! ;

750 COLOURE:PRINTSPCI2) ¢
COLOURH: PRINTSPC{L}; : COLOUR
G:PRINTSPC{2);: COLOURH: PRIN
TSPC{1); :COLOURE: PRINTSRC 2

760 COLOURS:PRIMTSFCIZ!;:
COLOURH: PRINTSPC (1) 5 : COLOUR
B:PRINTSPC (2} ;: COLOURH: PRIN
TS”“I']. COLOURE: FRIHTE“"["

;¢COLOUR B:PRINTESPCEL):CO
LOURH PRINTSPC (21 : COLOURE:
PRINTSPC (1) ; :COLDURH:PRINTE
Di‘l"‘1 LU' UIII‘E FQIqT:ur ""I

! EELDURE.PR;HT:F:'E..

757 PRINT® Santa ';

770 ENCPROC

782 DEFPROCproper tree

798 A=135:B=129:C=170:D=|
J1:E=132:F=1T0:E=1T4: H=120:
you2e,1,3e,8,1:COLOURE 35: CL
£:507T0 220

200 DEFPROCchristmas tree
X, Y1)

B18 VDUZE, XX, YL, XE+7,¥E-2
9: COLOURLZS: CLS

B2RCOLOURA: PRINTSPC(R) ;:C
OLOURA:PRIMTSPC (4} ; : COLOURE
sPRINTEPC (1) ;: COLOURA: PRINT
SPC(3 ;s COLOURA: PRINTSPC(3)
11 COLOURD: PRINTSPC (3} : COLO
URA:PRINTSPCI(2)5

BI0COLOURA: PRINTSPC(4)5:C
OLOURD: PRINTSPC{1);: COLOURA
:PRINTSPC(3) ;1 COLOURA: PRINT
GPC(4)3: COLOURC: PRINTSRCIL!
1tCOLOURA:PRINTSPC(3)

B4BCOLOURA: PRINTSPCITI4 L
OLOURE:PRINTSPC(1)y: COLOURT
tPRINTSPC(1) 4t COLOURB: PRINT
SPC (1)1 :COLDURA: FRINTSPC(2)

BSBCOLOURA: PRINTSPC(3)4:C

Christmas Snap listing

1
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OLOURC: PRINTSPC (1) COLOURE
sPRINTSPC (1) 3 : COLOURC: PRINT
SPC(1)3:COLOURA: PRINTSPCIZ)
3:COLOURA:FRINTSPC (204 ¢ COLD
URE: PRINTSPC (1) s COLDURC: PR
INTSPC{3);: COLOURE: PRINTSPC
{10 =COLOURA: PRINTSPCI11;

S&BCOLOURA:FRINTEPCIZ) 54C
OLOURC:PRINTSPC(Z] 5 : COLOURE
sPRINTSPC{1)3:COLOURC: PRINT
SPC{2)::COLOURA: PRINTEFC(L)
st COLOURA: PRINTSPCIL) ;2 COLD
URB:PRINTERC {11 s :COLOURC: PR
INTSFCS) = COLOURB: PRINTSFC
(13

87RCOLOURA:FRINTSFCIL)s:C
OLOURC: PRINTSRC{3): : COLOURE
¢PRINTSPC{1);:COLOURC: FRINT
SBC (30 s COLOURA: PRINTSEC (L)
+sCOLOURC:PRINTSRC L7} 52 COLD
URA:PRINTSPC (1) s : COLOURE: PR
INTSPC 1} s COLOURC: PRINTSPC
{51 ¢ :COLOURB: PRINTSPCIL !

SEBCOLOURA: PRINTSPC {4} 5 2L
GLOURB: PRINTSPC L) ¢ COLOURA
sPRINTSFC(3) ;1 COLOURA: PRINT
SPCr4t;: COLOURC:PRINTSPCIL!
+:COLOURA:PRINTSPCI3) 4+ £0L0
UR4: PRINTSPC (4] 3 COLOURC:FR
INTSPCIEYy: COLOURA:PRINTEPE
13

B9RCOLOURA: PRINTSPC(L) ;2L
OLOURK: PRINTSPC (715 : COLOURA
tPEIMTEPC (1) s s COLOURH: PRINT
SPC{71;:COLOURA: PRINTSPC[2)
1sCOLOURM: PRINTSPC(S) ;:COLD
URA:PRINTSPCIL):

FROCOLOURA: FRINTSPC (T)5:C

LOURH: PRINTSPC(T) s COLOURA
+PRINTSPC(2)4:COLOURA: PRINT
SPC{31;:COLOURK: PRINTSPCT)
+ 1COLOURA: PRINTSPCI2)

Q1ACOLOURA:PRINTSPL L) 5aC
DLOURD: PRINTSPC (1)1 COLDURE
tPRINTSPC (115 :COLOURD: PRINT
SPCIE0::COLOURR:PRINTSPCITY
1 :COLOURF:PRINTEPC (105 2COLO
URE:PRINTSPC{1) s +COLOURF:PR
INTSPCLL):

G2BCOLOURA:PRINTSPC LY 4L
OLOURE: PRINTSPC (3} ; : COLOURA
sPRINTSPCI1):: COLOURE: PRINT
SPCI3}:

S30COLOURA: FPRINTSPC L) 1oC
OLOURD:PRINTSPC (1! 52 COLOURE
tPRINTSPC{114+COLOURD: PRINT
SPCI11s:COLOURA:PRINTSPCIL!
1 tCOLOURF s PRINTSPC(1)4:LOLD

URE:PRINTSRC 1]« COLOURF: PR
INTSPC(1);:PRINT"""The Tree

948 ENDPROC

1858 DEFPROCtune

1050 tunesFND(1RD}

1878 IF tune{23 PROCgoodwe
nceslas: ENDFROC

1871 IF tune?3@ FROCjingle
bells:ENDPROC

1872 1F tune?75 PROCdeckth
ghalls:ENDFROC

1873 IF tune)74 FROC:ither
caral ;ENIPROC

1298 EMOFROC
{DSB0EFPROCqOCdmences) as

{P99 RESTORE f11@

11R® FOR note=! TO &4 :RER
D &,P,D:SOUNDIL,A,P,D:S0UND!
J0,0,B:KEXT

1118 DATA -15,50,8,8,8R,1
5, -15,40,8,0,58,1.5,-15 .eﬂ
B,-15,48,8,-13,50,8,8,58,1.
E,-15,48,8,-15,49,15,-15,48
E 15,48,8,-15,48,8,-15,58

IE.aH 15,0,40, 1 15,8

E Ea.-lf.&E.E 2,:8,.1.5, g
@, 8,0, 68,1.5,-15,50,8,-15,
48,8,-15,40,8

1128 DATA B,20,1.5,-135, 50,
B,-15.40,14,-15,48,6,-15, 48
,3,-15.!3.8.-!5 Sb,9,-13,58

JA5,8,68,1.5,-15,6@,18,-15,
gd, B, -15, u3 =, 15.“5 B.~15,
§8,8.-15.75.8, Iﬁ £4,8,- 1
9,16,-15,48,8,-15,40,3,-
A8.9,-15,55,8,-13 t!.le.ﬂ.

9,1.5
13 DATA -:5.&5,[&.-:5
42,8, B.42,1 5. 48,8,-13

48,8, ‘5.5# E - .*E B.B.5
Jaa9.-15,568,9, -IE.EE 16,=!
188.8,-15, 68,8, -15,75,8,-1
E8,8,-15,58,15,-15,88, 18,
15,48, 32

1135 FOR delay=1TO128@:NEY

T
i

1148 ENDPRAC

1!53 DEFPROC inglebells

1140 REETORE 1180

1172 FOR note=1 TO 1B4:RER
D P, D:SOUND 1,-15,P,DzS0UND

1.8,8,0:NEXT note

{188 DATA &8,4,76,4,88,4
,B0,4,50,8,12,4,58,2,50,2,6
8,4,95,4,88,4,08,4,68,8,20,
E.EH.l.lHE,4,#5,1.E5,i.?ﬁ.ﬂ
.08,8,108,4,108,4,180,4,86,

i LA LA

4,95,8,80,8,50,4,95,4,88,4,
88,4,40,8,12,8,40,4,%6,4,80
A80,4,68,5,20,4,49,4,48,4
+i08,4,95,4,088,4,106,4

1192 DATA 188,4,108,4,123,
§,114,4,108,4,188,4,88,4,60
12,321

!2;“ :I’ITH ?ﬁi.l?bﬁ" .?aral?
5,4,95,4,96,8,95,4,108.4,98
,4,38,4,95,8,48,8,100,4, 100
4,108,5,100,2,108,4,98,4,9
B4, 9E,2,96,2,96,4,36,4,86,
{,80,4,88,4,108,12,95,4,35,
4,76,8,76,4,55,8,76,8,F5. 4,
188,4,20,5,85,2,%5,8,48,8:!
0e,4,100,4,100,5,10,2

1283 FOR delay=1TOLR@E:HEY
1218 DATH 10@,4,95,4,95,4,
35,2,94,2,108,4,106,4,100.4
JB88,4,80,158

1229 ENDPROC

1238 JEFPEOCdeckthehalls
1240 RESTORE 1250

1298 FOR note= ! TD &9:RER
g P, D:SOUND 1,-15,2,0:50UND
1,0,8,@:NEXT note

1258 DATA 52,12,44,4,40,8,
32.8,24,8,3:,8,40,8,24,8,32
J5,40,4,44,4,32. 4, 1!.1?.3;.
'.3*.3.:!.9.21.;&.52 2,44,
41,48,8,32,8,24,8,32,8,48,5,
24,8,32,4,48,4,44, 4.*1.4 42
e, .?*.?.22.3.31.1&.‘:
JA2,40,4,44,8,72,8,40,12,44

a b I |
ibsdaiBy 0L,

1270 DATA 4@,4,44,4,52,8,5
B,4,58,8,72,4,40,4,92,B.48.
9,52,15,52,12, 44,4, 48,8,32,
8,24,8,32,3,48,8,24,8,32.4,
42,4,44,4,32,4,40,12,72, 4,2
4,8,20,3,24,

.ﬁ=w=nn,ncﬂawv

1289 ENDPROC

178 DEFPROCzitherzarnl

1508 RESTORE (328

{318 FOR note=! TO 58:READ
P,D:50UND 1,-15,F,D: SOUND

1,8, 8: NEXT note

1320 DATA 24,4,32,4,24,8,4
B,4,44,4,40,.8,52,4,40,4,52,
3,60,8,29,8,28,3,32,4, 24,4,
28,4,12,4,4,8,24,4,32,4,. 24,
B,40,4,44,4,40,8,52,4,50,4,
52,8,60,8,20,8,28,8,24, 4,8
2,4,48,4,72,8,58,4,50,4, 50,
3,52,8,52,8,44,4,52,4,40, 8,
aa.4,44,4,44,8,450,8

1330 DATA 42,8,32,4,48,4,1
2,8,40,4,32,4,24,8,48,8,32,
i,68,8,20,6,28,8,24, 24

1335 FOR delay=1T0D10888: NEXT

1348 ENDPROC

7997 DEFPROCinstructions
iaaed vouU1,8,3.0.8.8,19,1,
1,080
10@@s CLS
18218 PRINT' "SPCI3); "WELCOM
E TO CHRISTHAS SNAP®
12828 PRINT "SPCISH;" WNRIT
TEN BY PHIL TAYLER®
18838 PRINT'°SPCIZ):" FOR
THE ELECTRON MICROD®
{0240 FRINT "SPCI3)s" (NIL
L ALSO RUM OM BBC:"

12038 PRINT' "SPCI5); "PRESS
SPACEBAR TD COMTINUE®
10@EQ REFEAT:E=GET:UNTIL &=

-

{aa7e voU1Y,8,5,8,0,0,19,1,
4.2,0,0
19875 CLS
18BE@ PRINT ‘" The chi
1d will see two pictures
appear on the screen. These
will change colour after a
time interval you will bea
cked to snter later, N
hen all the colours do not
patch, no response should b
¢ made by the child."
10272 FRINT "When the tmwo
pictures on the screen do
gatzh, however, the SPACEBA
R should be pressed. This
will register a response #r
2a the micro, &% indeed wil
1 any false presses,”
1R180 FRINT'® Please enter
the number of seconds you W
1sh to give the child to re
actis e Minimum is 1/2
4 second""" Maxisus is ¥ &
econds”
{2112 PRINT "Enter nueber o
§ wpconds as a number, of p
ress B for 1/2 second.®
18120 REPERT:G=BET:UNTIL B2
47 AND B(3B
10138 [F G=48 THEN II=.3 EL
SE I%=6-48
10148 ENDPROC

This fisting is included in
this month’s cassette
tape offer. Ses order

form on Page 47.
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Silly Santa listing

From Page 45

(BREM SILLYSANTA
208REM By Rog Fraost
JBREM With help from Sue
Frost
40REM (C) ELECTRON USER
1784
SBMODE2
GAVDUZI:B202:0:8; 8:
TOPROCcredits
BeGCOLe, 134:CLE
2@ECOLR, 2:MOVER, R:MOVEL2
79,0:PLOTES, 8, 400: FLOTES, 12
70,400
|BBPROCcircle(s@0, 800,240
1
{18FROCcireleitlR, 350, 300
|
1I0PROCcircle(sRR, 200,220
1,
1J8PROCcErcle(tBR, 340,350
Wl
148PROCcircle (s, 740, 280
T
{S0PROCcirclelspe, 500, 200
|
16BPROCcircle (520,850, 48,
4!
{TOPROCcirc]e (880,550, 40,
i
IBBFROCcirclelsnR, 750,50,

190PROCcircle (600, 200,70,

g

ZBOPROCcircle(2@0,802,28,
Z1BPROCeircletinn, 12,10,
cZOPROCcircleisng,2a0, 10,
2IBPROCcirclelsen, 100, 18,

248PROCcircle(5@D, 408,180,
7

JSBPROCcircledsnn, a0, 10,
Tl

JLQPRINTTAB (4,200 "SILLY §
ANTR"

2TRPRINTTAR(R,B) "

280vDU19,6,4,0,0,2

29RGCOLE, T:HOVE1 @R, 7RO N
OVEL1@@,%@@:PLOTES, 1250, 808

JBRMOVE! @@, B52: MOVEL 10D,
§38:PLOTRS, 185@,950

J1RFROCocodtune: FORde] ay
=AT05@80: NEXT

J28Ti=12000: M1=10a00

JIOMO0ES

Jagvouie,ne,4,0,8,8

ISAPROCinstruct

JLOMODEZ

JTRONERROR CLEAR:RO0TOIZQ

IBevDULg,1,4,0,0,0

I%@#F111.0

40QVDU23,8202;2;0;0;

418COLOURE

420FR0Cchose

4IBPROCsetup

440PROChouse (100, B08) 1 PRO
Chouse (508,300 : PROChouse (s
22,B008) : PROChouse (108, 480) :
PROChouse (580,4021 1 PROChous
e (702, 4201

458PROCsantallen, 2p@,2i:P
ROCsantal4@@,90@,3) :PROCsan
bailD2@,500,4):PROCsantalle
2,50@,5!:PROCsanta (500, 500,
ol :FROCsantal0@0,500,2)

448PROCs ack

478VIUe

460FR0OCdecide

45ACLERR

SeRsOTOIER

S18END

S2BDEFPROChouse (xpost,ypa
51-.'

SIBMOVE zpos,yposi

SARMOVE xposi+280,yoosh

SS@PLOTES, zpostk, yposi+10@

S5BPLOTES, xpost+208, ypast
+10e

JTONOVE sposi+1BR,ypasi+l
ak

SBEPLOTES,apost,yposi+sl 0

STBMOVE zposi+iSQ,yposi+]
B:MOVE zpost+15@, yposi+1BR
+PLOTRS, npost+188, yposhi+180
tMOVE sposi+1SR,yposi+1BR:F
LOT8S,xpas¥+188, yposi+ 100

430 MOVER,R

S10ENDPROC

S2R0EFPROCsantalxpost, ypo
gf,coldl

&IBVDUS

440GCOL @,coll

63BMOVE zposk,ypost

bABPRINT; santaf

&TBENDPROC

eEA0EFFROCsack

&98V0UI9, 14,3,0,0,0

782VDU23,248,15,7,3,1,3.7
15331

TIBVDU2T, 241 ,248,224,192,

128,192,224,248, 248

T2OVDU2T, 242 ,83,463,63, 53,
31,31,15,7

13VpUZ3, 243,252,282, 282,
232,248,248,2482,224

TABsacks=CHRE24D+CHRE241+
CHREG+CHRS 1@+CHRSE+CHRE2424
CHR$243

7SBGCOLA, 14

THRMOVE ED,BRR:PRINT;sack
$:MOVE 48Q,89Q:PRINT;sacks:
MOVE SEQ,890:PRINT;sack$

TTOMOVE 50, 49R:PRINT; sack
§iMOVE 480, 490:PRINT;sacks:
MOVE 588, 498:PRINT; sacks

T806COL4, 1

TTENOVE 115,868:PRINTIRSI
LT iNOVE J15,850:PRINT;A%12)
{NOVE 915,850:PRINT;A%(3)

BRBNOVE 15,4601 PRINTASY
41 :MOVE 515,450 PRINT; AS(S)
(MDVE 915, 4c@:PRINT; A8 (8!

BIBGCOLE, T

BZOMOVE 180, 758: FRINT HE:
[§:M0VE 5@@,750:PRINT:HE; 2§
(HOVE SR8, 750 FRINT HEKE:M
OVE 1R@,368:PRINT: HE:LE: HOV
E S8, IER:PRINT:HE: 5 HOVE
F02,J88: FRINT: He NS

BIEMOVETRA,E50: DRANSRE,BS
B:MOVETRE,858: DRANTRR, 850

D4EMOVETDE, 450: DRAKSRD, 45
B:MOVETER,450: DRAWIRA, 450

EIOMOVESDD,50@: DRANIRR, 55
@:MOVESRE,B02: DRAW]BOR, 550

3ERENDPROC

B7BDEFPROCdecide

BEBCOLOUR]

BFRTINE=R

FREREPEAT

el1evDUl1%,colX,7,8,0.0

FI0z%=newzl

938colY=z%+!1: [Fcoll=7 THE
N ocoli=l

4QVDULT,colX,1,0,0,8

FS@vDUzE,e,24,1%,22

PARPRINTTAE(D, 1) "You are
at house ";zi

e78vDuze,n,31,1%,25

FORVDU23; 5202 0;:0;0;

99RIF LEM(carry¥} 2 THEN
6OTO 1888

10@@IFAS(zX)="" THEN GOTDI
ged

181 BREPEAT

182RINPUTTABIR, 1) "Rhat wil
| you take",takes$

IQ3RPRINTTABC1E, 12 °
IB4BUNTIL take$="" OR take
F=hf 21

1850 IF take$=a$(z%) PROCr
BROVE
{B60carry$=carrys+takes
1@7aCLs

188 IF AR(z2}(»"" THEM 5O
TO 1198

|B9RREPEAT
LIBBINPUTTABI(R, 1! "What wil
| you drop®,leaves
111BPRINTTAB(1B. 10" *
11Z0F0R loop=1 TO LEN carr
vi

1130 drop§=MID${carrvy$,loo
Pl

1140 IFdrop$=leaves GOTOR!
L)

{ISBMERT

11GBUNTIL leaves="" DF lea
vef=drop$
{1701Fdrop$=1eaves FEOCdro
4

118@8CLS

1190REFEAT
12RDENPUTTAE(R, 1) "Hhere wi
11 you ga®,newzs
121BPRINTTARLLE, 1} *
{2201F newzl=0 AND RE(1)="
i" AND AS(2)="2" AND A$(I)=
"I AND AS(4)="4% END AS(E)
="35" AMD A#[A)="£" THEN BOT
0 13ag

123BIF 2%=1 UNTILnewzi=2
1248 IF zi=2 UNTIL newzi=]
OF rewsi=4 OR newzi=d OF n
THE-
12501LF
12501F
0F newz?
127R1F z¥=5 UNTIL newzi=4
OR new:zi=¢

12801F 2%=& UNTIL newzi=2
OR newzi=3

[ 298CLE

1JBBUNTEL TIMEXTY OR AS(L)
="1" AND A${2)="2" AND A#{3
1="3" AND A$(4)="4" AND As(
S1="5" AND AS(&)="&"

17181F TIMEXTY THEN PROCfa
il ELSE FROCsuccess
1IZ0ENDFROC
137RDEFPROCSetup
1340VDUZ4,8; 350 1279 1823;
1338vDu28,8,31,1%9.22
13606C0L0, 129: CLB: COLOURL

%=3 INTIL newzX=2
=4 UNTIL newzi=S

i ra Fa

¥
LY
-
-
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StCLS
1378VDUz3, 238, 24,126, 255, 1
26,126,50,24,24

1380VDUZT, 231,255, 189, 169,
&8.49,1082,1082,231

| I%QVDU23, 295, 255,255,255,
25%, 295,255, 235,255

1480sant a¥=CHRSZTA+CHRSEL
HR$1@+CHREIT!

{41avpuLe,2,7.2,0,2: VDULS,
I, T.0,8,0:V0019,4,7,0,08,0:Y
wie,5,7,0,0,8:Y0U19,5,7,0,
9,0:¥0u19,8,7,2,0,0

1420H$="no. "

143818="1": J4="2":KF="T":L
= 4" ME="T"  NE="s"

144Qzarry§=""

{450news =]

145BENDPROC

| 4TRDEFFROCreaove

1488vVDUS

L4S@eCOoLe, 7

1SBRIF zY%=1 THEW MOVEER,B9
Q:PRINT;sackf:Af(1)=""

IS1QIF 2%=2 THEN MOVE4ZQ,2
F9:FRINT;sackf; AS(2)=""

1S2Q1F 2= THEN MOVERZR,R
P:PRINT ;sacks:AS(])=""

1S901F z¥=4 THEN MOVERR,4%
Q:PEINT;sackSshfiq)=""

154B1F 2%=5 THEN MOVE43E,4
:FRINT;sackf: A8 (5]=""

I55QIF z%=5 THEM MOVER3D,4
0:PRINT; sackfsAS (4 =""

155avDu4

{S7OENDPROC

1 SE8DEFPROCArop

1S58 =1N8TR (carrvs drop$!

L4p@v=LEN(zarry$)

1618carry$=LEF TS (carrvs,I-
L1 +MIDS (carryd, 141,Y0

1620VIUS

16301F zX=1 THEM BCOLD,14:
HOVE 52,35@:PRINT;sack$:5CC
L4, 1:MOVE 115,840:FRINT]zay
giiAf(lli=lpavef

16401F zX=2 THEN GCOLD,14:
HOVE 488,890:PRINT;sacks: 60
OL4,1:MOVE 315,B8R;PRINT]ea
vefihk(2)=lpaved

16501F z%=1 THEN SCOLD,14:
MOVE GB80.89@:PRINT;sacks:aL
gL4,1:MOVE 915,860:PRINT]ea
vel: A (3l =leaved

1668IF z¥=4 THEM GCOLR,14:
HOVE 88,498:PRINT; sack#:6CO
L4, 1:MOVE 115,450:PRINT] eav

ef:Af(4]=]eavet

147BIF z%=5 THEM GCOLD,!14:
MOVE 488,492:PRINT;sacks$:GE
OL4,1:MOVE S15,450:PRINTRa
vefiAf(Si=leaved

1L8BIF =%=4 THEN GCOLA,!14:
NOVE BB8B,490:PRENT:;sack$:50
OLA, 1:HOVE 315,450:PRINT] 02
vefiAf(hl=leavesd

1530VD04

{TRRENDFROC

| TIBOEFPROC a1l
172075=TINE

[730VDU24
1T40YDU23:3202;8;0; 2+
173BCOLOUREZE:ELS
176@YDL28: vOU1S,14,3,0,8,0
9,1,4,8,0,8
1778COLOURD
ITEBPRINT "
1|:IFII;“"
l?“BFRI “**Branny will be

“"suprised tp get 4" "ra

ttle.”

1880PROChadtune
{818FROChal}

19287=T1+2800

183BPRINTTAB (D, 11! “Space b

*You tock too

ar for nest"''"gc."
[EABREPEAT UNTIL 5£7=12
1B30ENDPRIC

|B6BDEFPAOC uccess
18787 =TIHE
"EE¥E”" $VRULT, 14,2,8,2,2
19,1,4,0.8.8
1BSaVILY
|93avou2e,a,31,19,22
1918VDU23;8202;8;0: 0;
1920C0LOURE29:ELS
1938CIL0URT
{S4BPRINT ‘& happy person
in®"""every house."
|958FRINT ' "You took *;TiDI
Vige:" seconds"
1948PROCooodtune
19781F MYXTY THEN ME=T%
1788PRACKal !
1950PRINTTAE(®, 11} *Space b
ar for next"' ‘"go.’
ZBEAREFEAT UNTIL GET=12Z
201RENDFROC
202BDEFPROCinstruct
JRIRPRINT* '"Santa has been
very silly this year."''"H
e has left his presents at
the wrong®““houses."
JR48PRINT "You have only &

limited time before all®'"
the people wake up and find
hig mistake.”
ZUS@PRINT ' *You can aove fr
os house to house along® "t
he shite paths, collecting
presents” " "which can be see
n nuabered in each” “house
and leaving presents at the
"“"right house."
ZRABFRINT “"fngther probles
15 that your stremgth®'“is
limited. You can only mana
ge to" ""hald three sets of
gresents.”
207RPRINT '"Press the space
bar te continue.®
2RGBREPEAT UNTIL BET=32
2890CLS
ZIBQPRINT'* *"1f you do not
want to take or leave® '"an
y presents just press RETUR
N."""¥ou sust always press
RETURM after "*"you have en
te*ed any nunber,”
ZLIBPRINT " "When you have
caspleted your task"'"press
8 to take you hose,"" ""San
ta will then send you on &
ngn” " “mission but he will g
ive wou less time,"”
<I2BPRINT " ""Nill vou get
& happy perszon im every™""h

cusa™™

J1TRFRINT'* ""Press the spa
ce bar to start the gaee.”
J14RREPEAT UNTIL BET=32
21SRENDPROC
ZJERDEFFROCchose
217001MAS (5
J10RRE="127454":
219QREPERT
—2BBR=RNDIC)
2200CH=CE+MI08 (BE R, 1)
Z220B%=LEFTH(ES R-1)+RIGHT
Y(B%, LEN{BF]-R]
2238C=C-1
Z24QUNTILEg=""
2290F0R N=1 TD &
J2LBAS (NI =MIDE(CE N, L)
JITANEXTH
2288EMDPROC
S29R0EFFROCqoodtune
JJRBRESTORE2320
2313FﬂH!unr1=iTDIH:HEAUﬁit
hiydurLe SOUNDL , - 135, pitchi+
53 dur¥®-2:50UND1, 8,52, 1ENEXT

Ci="":0=5

23120DATA32, 10,52,10,52,5,6
e,5,52,5,48,5,48,10,24,18,4
2,10,58,10,50,5,68,5,48,5,5
2,39,48,18,32,12
23I0DATR4E, 1D, 58,10,48,5,7
2,49,68,5,48,5,52,10,48,18,3
2,9,32,9,40,10,50,10,48,18,
92,20

JIARENDPROC
235@DEFPROChadtune
J34ORESTOREZTAR
23T@FDRnoteX=1TOIB: READDIL
ch,durl:SOUNDL,=13,pitchX,
dur?-2:SOUNDY, 8,32, 1 NEXT
ZIBQDATA%S,10,%5,10,%6,20,
75,18,95,10,95,298,94, 18,187
,198,78,15,85,4
239050UND1,-15,592, 14

2400 FOR PITCH=92 TO 4@ ST
EP=|

JH1RSOUNDY ,-15,PITCH, 1
2428 NEXT PITCH
ZAJes0uUNDR,-15,7,28

244 DENDPROC
J4SADEFPROCCredits
J450FPRINTTAR(2,SI"E L E C
TRONW'TAB(L, 11U 5 E R"T
ABIZ,ISI"PRESENTE"
CATOFOR delayX=2T010:VDULS
1 T4RND(TY,8,0,0: FORpauseX=R
TO50@: NEXT:NEXT: VDUZO
J430ENDFROC
J49Q0EFPROCKa1T

2ERQVDU2E
SS10VDU23;8202;0:0:0;
2320CLE
25IBPRINTTAB(B,5) "The best
bime ig * ';NIDIVIE@;* SEC
[MDE. "

2S48ENDPROC
J5SRDEFPROCcirclel),Y,E,C)
23s8aCoLe,C

2570L0CAL 1,0

J3B@FOR [=Y+R 7O ¥-R STER-
i

2500 =50R (AESIR¥R-11-YI#(]
=YD

ZERBMOVE X-1,1

25 1BDRANY+], ]

JEIOMEXT

2oJENOVER,R

2L4PENCFROC

This listing is included in
this month’s cassette
tape offer. Ses order
form on Page 47.
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AT COMSOFT
WE'VE GOT IT ALL TAPED UP
FOR ONLY £4-95!

.g‘f‘ﬁ{
_ Lbdj"&i 21
o pe Q‘l‘-ﬁ SAS COMMANDER 5Shoot
L F:rﬁ\- LEFTORSLS, SAve Nostages, restore fregdom
? Y We are giving aver 100 prizes away to the
highest sgorers! “Excellent. A very [emphing game
I_'l.i:ll."l_.g'.':ll;_llluf!""_‘l and wath all the refinements one
COMme 10 Expedt” rarmas C'L‘-h"l'-'.:l-:.lrl"lg
CUSTARD PIE FIGHT A hilanous game for one or
v players that wall literally have you *.'\llll'lg onver with
lasghiter! ~Tighe of the week PCN
SERPENTS LAIR A graphical geographical scventure

The

imvolved. A pleasant first adventure in every way.” HCW

PLAYBOX

addition to many schools amd homes. 1 would
of the thres Games Elactron Lier

! We Gaiafariiese
[sarmne Day Despatct

By Firsy Class Post
COMSOFT
6T KENT ROAD
HARROGATE
NORTH YORKS
HGT ZNH.

or 0423 5Tab4.

use of graphics impressed me. | can see the whale Lamily getting

certaindy have $pent my Money on iT with only oW

Three educational programs on one
cassette for the whole Lamily! Lisad in schools and
homes natiomande! “Supert. Will e 3 very valuable

o

TAPES: £4-95!

Pease add 55p post & packmg

TEL: 0532 645671 eom—

ADVERTISERS INDEX
st e et S

14,16 M.P. Software
MNew Horizon
MNational Micro
Centres
Potter Programs
Qualsoft
Shards Software
Shiva
Skywave Software
Software Invasion
Softwara Liason
Squirralsoft
Superior Software
Voltmace

Acornsoft
Aggressive Software
Bec Sports

Bit Twiddlers
Comsoft

Epic

First Byte Computers
Golem

leon Software
Kay-Ess Software
Kosmos

Microbyte 28
Micropowar 40. 64
Minic Business Services 53

11
21

STRIPPER 1l

The professional tape back-up program for the Electron.
This is a totally new and updated version of the
bast-sellar, Stripper |, which has been selling for over a
year for use on the BBC Micro. Now, due to popular
demand, available on the Electron also.

As Stripper Il will duplicate all your commercial
software we must insist on personal use only, pleasa.

Just send £4 inc. chegque or PO, to receive Stripper I by
return poast. Educational orders welcome.

Orders to:

Aggressive Softwarae, 14 Eimore Road,
Sheffield 510 1BY.

If-,.-nualrean-.rnwn[r-'le-po-pu.,largarr'cs.uf‘CHUI:I{IE_E&G",
"KILLER GORILLA® ar "MONSTERS" £ then our
UPGAADES
“"CHUKEE"
will provide 3 Speeds,. B New Screens. Variable Extended
Jump and Select Start Lavel (1-41)

DESIGN YOUROWN SCREENSII!
CHILLATT
will provide upio 15 Levels of Play, Variable Extended
Jump, Extra Lives, Practice Modes and Pause.
"MONSTAS"™
will provide 4 Skill Levels Variable Extended Jump,
Conveyor Belt Effects, User Defined Keys, Configurable
Monsters Extra Lives and Pause

AN programs availfable for 88C or Eleciron. Stare Machvne, £3.25

aach. & or 3 on one catsefie £5.00 or £7.00 by refurn post first class

BITTWIDDLERS
Dapt, EU1Y, 158 Church End, Harlow, Essex CM19 5PF.
* & 3 are irademarks of A&F Software and A cornsofl

MICROWORD
Word-Processing

FoR
Bag

fela)
£ E,;‘G F':"'q'

DOYOUHAVE: An ELECTRON PRINTERINTERFACET A BBC
without disc drives?

If “the sky” is not the limit for you, and you need a

Word-Processor, then MICROWORD is what you've been

waiting for,

M:GHEIWDHD i3 the ideal family/small business package,

invaluable for the writing of letters, manuscripts, minutes of

meeatings, labals, as a typing tester, and a multitude of other

usas.,

Modesily priced — MICROWORD - your introduction 1o & whola new world of
wiitsg. Send today for immediate dipatch te:

SOFTWARE LIASON, B Darwin Road, Welling, Kent DA16
2EG. Tel: 01-304 3411.

Daaber Enmuiries Welcoma

k\ch‘qul-'l"u for £6.90 - 509 P&P

— e —

| Available for Spectrum

\ FREE BALL!

| with'YOUR TEAM" .

a Bobby Charlton P‘
. Leather Match Ball 8
worth £6.99

Yes, absolutely free for a limited persod, with every copy of the
program “Your Team” a real leather Match Ball autographed by Bobray
Charltan (AR P, {599 Your Team™” is a database program 10 récord

and analyse yvour favounte teams match resalls. SC0res. allendances
statistics e1e. All recorded in your clubs colours. Football league

Scottish league or your own téam school or club can be keopt Season
after season

BBC, Electron, CAM 64 - £9.95 plus £1.00

PEP Qrder today enclosing cheques/P.0. AccessVisa To

Bec Sports, Dept EU, Bac House, Highlands Ave, Northampton.
Tel: 0604 499 248

TEW HORISON
SOMPUTES ZENISES

.

BBC “LECTRQ,,
PECT M Egm  PRAcon
= FOR
| EDUCATIONAL
SOFTWARE

FAST MAIL ORDER SERVICE
FREE PRP FOR ORDERS £25 OR MORE
SEND FOOLSCAF S.AE. FOR CATALOGUE
To: Naw Horizon Computar Cantras
1 Goodall Strast Walsall W51 1QU
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Micro Messages

I REALD with intaerest the lefter
in the October 1984 edition of
the Electron User concerning
maving the Electron screen
down one line (p 62 "Moving
down the fine”). f would ke to
expand upon the ideas of Mr K.
Sharkey in the folfowing way.

! notice that a VOU 11 (Cerf
Kl will in fact only move the
serean down one line if the text
cursor is positioned some-
where on the top line of the
SCrean,

To overcome this | would
suggest that a VOU 30 (Ctri )
shouwld be used immediately
before the VOU 11. This has
the effect of homing the text
cursor te the top left hand
corner of the screen, therefore
ensuring that the following
VDU 11 ecommand has the
desired effect.

Having carried out this
operation yvou do however
feave the text cursor at the top
of the screen, which means
that any subseguant text will
he printed at that position.

To rectify this the folfowing
statement could be vsed:

A=P0OS:B=VPO5-1:
VDU30,11:P.TAB(A,B)

The varfables POS and
VPOS contain the X, ¥
coordinates of the text cursar’s
present screen position,

Having “remembered” your
current screen position you
can then use the VOU 30,11
cormand 1o move the screen
display down one fine, Having
moved the image down the
screen it is then possible, with
the P.TAB(A.B) command, to
return to your ariginal position.

Ag you can see, vou do in
fact return to the same point
on the X axis but one line up on
the ¥ axis ‘B=VPO5-T"

This is to enable you to
return to the “physical™ point
that you left, rather than the
point in the text.

This is really only necessary
if your original position was on
the bottom line of the screen.
To return to that position in the
rext vou would need to move
to a pasition off the bottom of
the screen,

! wouwld suggest that users

Moving down the
line alittle further

incarporate these commands
into a procedure and than call
the procedure when they wish
to display a complete picture
an the screen.

I hope that this additional
information will be of value to
vour readers. The credit goes
to K. Sharkey whose initial
idea wasz the catalyst to the
above line of thought. -
Martin Grantham, Acorn
Customer Services Dept.
® As ever, Acorn Customer
Services Department
produces the goods. Any more
hints for us, Martin?

Short cut

IF you own Mr Wiz from
Superior Software and just
can’t get onto the next screen
then try pressing Caps fock,
Qa.1, all at the same time. You
should start at the beginning
of the next screen. — Richard
R. Fairbrother, Stapleford,
Motts.

® Many thanks for the tip —
but it sounds suspiciously like
cheating.

Bug in
solitaire

HAVING typed in and run your
Solitaire program (in the July
1984 issua) [ find there is a
small bug.

If you wish to move a disc in
coordinate position (3.7)] up
you are abfe to do so. OF
course you would normally not
wish to make this mowve, but if
vou do accidentally yvou will
ruin the garme,

There is an easy remedy —
by inserting GCOL 0.0 in to
hine 200 and removing GCOL
0.0 from fine 270.

This changes the X and ¥
labels to black so that the X
label is not detected as a disc
and so the move cannot be

made. — Robert D. Snelling,
Haslingfield, Cambridge.
® Woell spotted Robert. And
many thanks for the remedy.
It's aldways nice to hear from
people who've probed into the
workings of the games as well
as playing tham.

View into
the ROM

Here's a short program for
those of yvou interested in
finding out what fes in the
ouwtput area of your ROM.
You'll probably be amazed |
Was.

Enter the Basic program,
making sure that nothing
occupies the output area (Plus
1 or other add-on/ then run the
program.

18 FOR N=LFCO@ TO LFFOQ

20 IF N)31 AND NC127 T
HEN PRINT CHRS(7M){

38 NEXT

b END

White | was playing around
PEEKIng info the ROM area !
found some interesting words
not fisted in the manual, such
as BOOT,

Also in the error message
area [ found “No Not Bad”, Is
this a compliment? — E.T.
(nothing to do with the

film) Jonas, Hillingdon,
Middlesex.

® Fascinating stuff Mr Jones.
The BOOT command is for the
disc filing system. but the error
message is a mystery. We
doubt that it's a compliment!

Station now
closing down

REGARDING N. Wright's
fetter in Micro Messages
about broadcasting Electrons,
you said that you couldn’t get
yours to broadcast on your
radio.

Well / have a very
mysterious sitvation at my
house. Both my sister and | got
the same music centre for
Christmas and my sistar keeps
an coemplaining about my
Electron’s sound effects on her
radio in her room.

¥Yer mine is fight next to my
Electron and there's no inter-
ference at all, 5o we swopped
machines — and it was still the
same. Hers In her room
suffered interference and mine
in my room didn’t. So this
might mean distance from the
Electran has something to da
with it. — Miles Touchard,
Maidenhead, Berkshire.

® We had a feeling of

»

WHAT would you like to
see in future issues of
Electron User?

What tips have you
picked wup that could
help other readers?

Now's here is your
oppoartunity to share
YOUF experiences.

Remamber that these
are the pages that you

write yourselves. So

tear yourself away from
your Electron keyboard
and drop us a line.

The addrass is:

Micro Messages
Electron User
Europa House
68 Chester Road
Hazel Grove
Stockport

SK7 5NY.




Micro Messages

From Page 61
foreboding when we said last
manth that this correspon-
dence was closed. Since than
we've had lows of letters
painting out the distance
effect, so we are publishing
this FINAL letter.

Olympic
records

I'D like to make a complaint
about Micro Qlympics.

After receiving a copy, | was
maost angry &t the way the
player runs in the running
events: the action of pressing
down [wo keys &8s fast as
possible was causing vibra-
tions which were felt through-
out the house.

On account of this, and the
fact that my parents weren't
going to pay for another
keyboard, | was banned fram
playing this otherwise very
good game.

Thus | wish I'd never had
the luck to get & copy.

Meanwhile on a fess
serious note, here are my
records on the day before |
wias banned:

100m

200m
£00m
800m
1500m

Javelin

Discus 5

Hammer

Long jump

High jump 2.40m

Pole vault 5.60m
= C.J. Underhill, Whitton,
Twickenham.
® Don't your fingers get very
sore?

— and more

I THINK I've set the standards

for all voau athleres out there

with my records on Micro

Qlympics:
100m
200m
Long jump
High jump
Javelin
Discus

- A. Ennis,

London.

® Congratulations on your

8.07 secs
18.93 secs
4241 secs

1:47.68 secs
J:54.58 secs
899.89m
Fl.1Tm
84.79m
8.88m

8.92 secs
17.33 secs
8.01m
2.39m
100.93m
70.85m
Herne Hill,

micro-athleticism! We have
little doubt that others will be
claiming better racords.

Claim

to fame

USING the command.
PE&FE4S = 1, | have bean able
to slow down the BBC Micro.
Is there any way of doing this
on the Electron?

May [ say that so far
Electron User has been unfault-
able, However, maybe [ could
suggest a8 couple maore
features which even The Micro
Uisar hasn't got.

O A Hall of Fame, wharae
readers could boast their high
scoras. Here are some of my
own.
Cybertron 41630
Chuckie Egg 365780
Positron 41960
Snapper 23465
Croaker 14260
Cylon Artack 31870
Maybe a Micro Olympics
table could be included,
O An adventure solver page,
where tips on how to solve
popuwlar adventuras could be
printed, | have solved two:
Stranded, and Arrow of Death
fpt. 7). Maybe Twin Kingdom
Valley and Castle Frankenstein
couwld be the first? - David
Thompson, Sale, Cheshira.

@ If there is a POKE to slow
down the Electron, we don't

I'VE written a short program
demonstrating a diagonal
scroliing technigue. The string
variable AS will take a
message of any length but the
space at the end is necessary.

= M.J. Rance, Broadstairs,
Kent.

® Thanks for the first diagonal
scroller we've received, Qur
original scrolling program
seems to have struck a chord
with Efectron Userreaders and
wea've had all sorts of similar
programs.

What a lot of little scrollers
you are.

know about it. What we want
to know is why you want to
slow it down in the first place!

The Hall of Fame idea is
nice, but how do we know that
the scores are genuine? As for
Micro Olympics, your wish is
our command,

Finally we're trying to per-
suade Merlin to do a regular
column, but every time we call
round on him we’'re told that
he's gone out for a spell.

Oh
Brother

I RECENTLY bought a Brother
HRS printer on the undarstan-
ding that it was compatible
with the Electron.

However [ am hawing great
troubie producing graphics. as
averything seems to be for the
Epsom printers.

! understand a screen dump
routine is required, but cannot
find one for Brother to
Electron, Can you help? — Ban
Still, Bushey Heath, Herts.
® We haven't come across a
screen dump routing for the
Brother HRS. Could any of our
readers help?

Exploring
the 0S

AFTER having endured Basic
and eventually gol round [o
learning machine code [ am

now ready (o risk exploring the
operating system. Could you
recommend a book? — lan
Woodruff, Garstang,
Lancs., -

® There are two books we
can recommeand, The first is
the Basic ROM User Guide by
Mark Plumbley. published by
Adder. This explains in depth
how the Electron's Basic
WOrks.

The second is Acornsoft's
Elactron User Guide, by Mark
Holmes and Adrian Dickens,
This covers both the software
and hardware aspects of the
Electron.

Trill to
victory

IN answer to Chris Jones'
enguiry (Efectron User
November 1984] concerning
the Micro Olympics, | am a
music taacher and as & piamist
! find no difficult ‘n beating
the contestants fand world
records?),

! just play the "left foot -
right foot™ keys as if they were
a trill on the piano. [ think
readers might well discover
that most pianists will equally
be world champions! = David
Forshaw, St. Helens,
Lancs.
® 3So playing the piano helps
you excel at Micro Olympics,
does it? |s the reverse true?
Does Micro Qlympics help you
with your piana playing?

scrolling demonstration

|@ REM DIREONAL SCROLL

2@ REM NICHAEL RAMCE

38 MOLE &

48 VDU 23,1,8;0;0;0;

50 AS="##sELECTRON USER®
libjmm im “ H-J.Hﬁ
m L]

&8 REPEAT

78 PROCscroll

B8 UNTIL FALSE

78 END

1988 DEF PROCscrall

118 REM FILL FIRST DIABONAL

128 FOR X=1 TD L4

130 Y=8

148 REPEAT:Y=Y+]

130 PRINT TAR(25-X+Y,19-1
+Y)NIDS (A%, Y, 1))

168 UNTIL YsXpMEXT

172 REM SCROLL REST OF ME
SEAGE

182 FOR a=2¢#LENA$ 7O 1 ST
EP-1

19@ FOR Y=1 TO 15

208 IF 2eLEMAS-a+Y LENAS
b=LENA$-a+Y ELSE b=2+LENAS-
aty

218 PRINT TRBU1@+Y,4+YIN]
D§ (A%, b, L1s

228 MEXT,:ENDPROC




THE BEST BBC MICRO SOFTWARE ACORN

* PRODUCED BY AN INDEPENDENT SOFTWARE HOUSE * €ELECTRON

* TOP QUALITY MACHINE-CODE PROGRAMS * ARC
. MICRO

A }'-I".;f'-ll.fl-l’.l"_ll'_,'ll'.ll'.'l::- mult Rdatel D roce gome. You steer
Lo cof lefr curwcl r|r_|'|r__ oceelerate and decelerote os the
OpposInG cors weove about the rood, There are five
different stoges including night, snow, desert and
riverside scenes. To qualify for the next stoge, you must
finish in the top twelve, Incredible grophics give the
mpression thot you reolly ore taking port in the roce
Highly recommended, and destined to become aonother
top-seller for Superior Softworse
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SUPERIOR SOFTWARELTD.
' Dept. eU12, Regent House,

Skinner Lane, Leeds 7
Tel: 0532 459453 E
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A FANTASTIC NEW PROGRAM +

vy ' . FROM BRITAIN'S LEADING
: “ - SOFTWARE HQUSE!  , -
— Fly th ‘ ;
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invading Reegs. «
| Mllh‘é wode, and :nnh‘ﬂh for reverse, A
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