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Choosing a printeris
alot easier than

choosing

HERE are dozens of t]u-:l.l'lt\' printers from which to choose. With
1"11.1|it}' []I‘it'l' tags of around £250.
The Brother M-10( r, breaks all the rales.
Stays defiantly below the £200 barrier.
I'hough it has far more than its fair share of features, it maintains
the extraordinarily low p [ £199.9¢
Travels at a steady ffty.
In the speed sta the M i ainly no slouch, being
I'u]'l:.--..]]ml:-| '_xl-uph"u 50 characters per el
Pr-:'_:rit]mg hi-directional and itrj.{flt.' LS .ki!'-g printing for normal
characters and uni-directional printing for super and sub script
and graphics.

Prints on any paper.

Being an impact printer 11009 will print on '-'ir‘lLI.l”i}'
any paper, including letter headings, invoices and standard off
siatonery,

]l. '“"i“ oven Fll-l.r'”. W0 I'_'thlil".‘i I :'H‘l':}]l'r WY |1Jl :-'TJUI |_|ngi.t|;'||

A superb character recommendation.

In its price range, the M-1009 has a great deal more character
than many printers.

96 no |ess, p]lui international type and grap hic characters.

Reliability comes as standard.
Built to the same exacting standards as Brother's elite office

compuier.

printers, the Brother M-1009 already has faultless credentials for
reliability

Its @ pin dot matrix head, for example, has an astonishing 20
million character service life.

One printer that doesn't block out the light.

Many home computers tend to be a little on the side,

In contrast, the compact M-1009, at only
1|ih1.'n‘1.'l! I'l‘f'.]{l.l.'.'.

Well de

1ed, reliable — and conscientious,

PS-
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How to teach your Micro
a thing or two

Thousands of home computer owners have yet
to discover their microcomputer’s potential to help
with many of the problems and decisions that come
up every day in the home or office.

Perhaps you have always promised vourself that
you would teach yourself programming, but have
been put off by manuals which seem to assume a
lifetime spent studying computer science and
mathematics. Maybe you have looked at other
computer books, but have vet to find one which is
free of unnecessary jargon or where the program
examples bear some relevance to real life and not
space invaders.

Relax, vour search is over.

The ‘Learn BASIC tutorials from Logic 3 are
the latest development of a teaching method
pioneered by Professor Andrew Colin and perfected

Please send me more information about

!r'ﬂ"l]r:- Tk appropriaic bomp
‘Learn BASIC" tutorials O
Logic 3 Spectrum Club O

Logic 3 Commodore Club O
(64 and VIC owners only)

MName
(BLOCCE CAPITALS PLEASE)

v

LOGIC3

To Logic 3 Ltd., FREEPOST, Mountbatten House, Victoria Street, Windsor SL4 1HE

by testing on 3 generations of students at Strathclyde
University. The ‘Strathclyde Method" has been
translated into 8 languages and used by over 300,000
MICTOCOMPULEr USErs.

‘Learn BASIC' is a jargon free, step by step,
course in computer programming, which explains
everything clearly in English, not computer talk. In a
matter of hours vou will be writing vour first
programs.

‘Learn BASIC" is designed for people who want
to keep abreast of the computer age, for people who
realise that understanding computers is a key to
future success at work, at school, and as a parent.

Get ‘Learn BASIC' and teach vour micro how
to be useful! {Available from major branches of
W.H.Smiths, Boots, Laskys, Greens, John Menzies
and better computer shops nationwide.)

| have a:-
Sinclair Spectrum
Commodore 64
Acorn Electron
BBC Microcomputer
Dragon

Aeldrees i s s b s

................................................

oo0Ooono

.................... (Postcode).....cccovvinrannns
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Pascal
for the
Electron

THE BEC Micro

varsion of the Pascal
language Acorn-
soft w shortly be
available for the Elec-
tron

Th has

already earned the

British Standards

ution Level QOne
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Llass =
ation
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w

uch
implemeantation on a
d the first 1o
ve Level One Class
the latest wver
Sion ofF the test

The RON
awarded a Level O Class
B certificate
£

sunte

VEFSION

is the first

o s Iype 1O

approach wva

quality

Awarding the certifi
cates, John Souter of
BS| said: "The Acorn
soft S50-Pasca 15
clearly the result of a
first-class development
|

As well as scoring
many firsts in Pasca
histary the implement
ations are compact
given the high level of

conformance, and they
include a text editor and
comprehensive docu
mantation.

‘We are pleased to
see Acornsoft bringing
150-Pascal to so many
new Users’

Acornsoft 1IS0-Pascal
15 the full implement
ation of Pascal 1o the
IS0 standard, plus extra
sound and graphics.

EXCELLENT Christ-
mas sales of the
Electron are being
seen as an indi-

- B 5Nt
cation the machine

NEW

Electron heads for
success in 1985

Targets being met

releasing its

sales projection of

Once the machine has
stablished a decant
Dase and the software
starts to flow it might
the surprise

[21]

Jjust be

projected sales figure for 150,000 to 200.000 rackage of 1985

Ei.‘.ll.l]d become the 1985, a spokesman told Electrons sald will have F D A.-]Jrs said: “The
big computer suc- Electron User the com been meat Electran is selling four to
cess story of 1985. pany is extremely con n the High Street five times as well as we

HIH" St" it dealers fidant that sales will there was widespread had expected™.
Were stagge by the continue at a high level joy over the maching's Lasky's said The
demand for Electrons in Acorn’s optimism popularity. Electron is the machine
the run up to Christmas was boosted by its Boots said: "Electron in demand right now

Mow they hope the recent release of new business is very strang We've hl’_‘el‘.:u'_'.|r|g
vast ingrease in Electron add-ons and software even though sales gen together packages
owners will generate which make the mach erally are down on last worth up to L2200 in
more software products ne an even batter buy Vaar some cases, which
and make the machine than before W.H, Smiths repor- means this is an
@ven more attractive 1o When the final tally is ted: “The sales rate for extremely capable
buyers than evear made the company the Electron has almost systam with lots of

And although Acorn expect 15 seasona tripled in a few weeks. potentia
ACORMN'S recently released price: £229, tron users can now tackle
range of hardware for the The 3iin single sided disc business problems with
Electron is set to repeat the gives 300k of stored data and aplomb.
success of the Plus 1 expan- the new Acorn advanced disc In the words of an Acorn
sion unit — the add-on that last filing system (ADFS) has spokesman: “"These develop-
summer took the Electron into “"ewasy to use features at a ments put the Electron up
the realms of more serious basic level'’, says Acorn. thera beside the BBC Micro as

computing.

Big news for Electron users
who feel they have outgrown
their cassette recorders is the
new Plus 3 add on. This is an
L-shaped combination of
interface and disc drive. It fits
at the back of the Electron,
between it and the Plus 1. The

For users who also want to
boost the power of their
Electrons, there is an RS423
interface for connection to a
second processor.

Armed with these extra
goodies, plus Acorn’s ROM-
based word processing and
spreadsheet programs, Elac-

a serious machine.

For those who are not yet
into discs, Acorn has brought
out a matching data recorder.
Finished in the Electron col-
ours, it is designed to sit
beside the micro and enhance
the appearance of the work-
station.

TROM USER



Lending
a hand

PHOENIX Publishing
has come 1o the aid of
Electron wsars who
don't possess the two
pairs of hands required
to operate a keyboard
and control a manual
simultanaously

Rigid. free-standing
cribh cards provide easy
access to the main facts
vou need while pro-
gramming.

Topics covered
include keywords
operating commands
Eiri'l[]hi-‘_" and sound com-
mands, colour com-
mands, data commands,
input/output com-
mands, disc commands
Basic statements and
functions logical
gperators and error
messages.

The cards cost £1.99

Logo on
the way

LOGO, the educationa
computer language. 1S
to become available for
the Electron fram
Acorsoft early in the
Mew Year

Supplied in ROM. it
simply plugs into the
Plus 1

Specially
for use in the classroom
Logo allows children 1o
commumicate with the
micro in a natura
straightforward manner

At its simplest leve
Logo is concarned with
drawing lines on a gra-
phics screen The child
simply mowves a pointer

or turtle as it is known

which leaves a |
trailing behind it.

Its advocates claim
though, that Logo is far
more than just another
drawing package: its
gasily-mastered com
set allows chil-
dran to build up libraries
of procedures, such as
gauare, tnangle and so0
on

In this way, children
understand and learn to
use the fundamental
concepts of computing
in an interactive. experi-
mental manner

designed
u

ME

mand
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LIFE AT THE TOP,

ACORN'S Chris Curry
has only one "A’ level to
his name, yet he enjoys
a salary of £60.000 a
year and lives in a 1
bedroom mansion

His fame and fortune
iz attributable to his
lingering in his morming
bath which sometimeas
makes him late for work.
Faor this is where he has
his best ideas.

One of these, six
years ago., was that
computers could break
out of the “electronics
freak with a soldering
iron’ enclave and into
the consumar and edu
cation markat.

All this is according
to a profile on Acorn's
co-founder which is
featured in issue
number one of OM, a
glossy giveaway with
Options, the equally
glossy Women's journal.

It goes on o revea
that before he hit the

o

Phloopy

speeds
the load

AN exciting new
product that should free
Elfl:‘[”)ﬂ USErs f"'D'I'I' '.hi!
tyranny of cassettes has
just been announced by
Phi Mag Systems

Their Phloopy, a high
speed tape based data
&i-'.[Jh:IHf-' 5\,‘51(—‘![1 i!-i (g [+1%Y
available for the Elec-
tron, @t a price
below that of current
disc interfaces.

Phloopy will interface
with the Electron either
through the Plus 1
cartridge slot or plug
directly 1o the databus,
but they will not be
interchangeable

On the databus ver-
sion a Centronics printer
port is also available as
an optional extra

1985

E Y
Chris Curry “pretty
hopeless”™ with com
puters

jackpot with the BBC
Micro, and subsequently
the Electron, he had
previously been
employed as a student
apprentice with Pye
Cambridge, then with
the MoD as a scientific

and finally
spanding 13 years in
association with Clive
Sinclair working on
calculators and hi-fi

MNor does Chris Curry
apparently have any real
affinity with computers
today. In the article he
admits to being “pretty
hopeless” with com
puters I've got a
computer at home, |
play games on it. I'm
afraid, and rather badly
oo

OM estimates that
Acom is currently worth
at least £ 100 million but
that just means “100
fimes mMOore respon-
sibility’’, insists Curry

What has his new-
found wealth meant?

assistant

URRY STYLE

According to the OM
profile he appears to
thoughly enjoy it and
readily describes his
country home as "'a
totally unnecessary
extravagance .

However he doesn't
treat himselt 10 axpen-
sive holidays, “"They
bring on an attack of
warrying ', he says.

|"we always
assumed that somehow
I'd achieve a fairly high
standard of living', he
admits. “Someone told
Clive Sinclair once that |
was starting to make
quite a lot of money, and
he said, 'Chris Currys
Oh, he's always
behaved like a rich man
| think that's very trug

The Phloopy drive
costs £BS. An interface
for the Electron is £29
{via Plus 1) ar £38 (via
Databus).

Managing director
Mike Lucas says: "Many
customers really
appreciate the benefits
that Phloopy gives over
both cassettes and
discs.

"Automatic compac-

ting and reorganisation
of files and data every
time a Phloopy is
updated means that in
practical tarms it is as
fast as many discs .

For fast program dev-
glopment and quick
access Phi is offering
Phloopy cartridges with
25k and 50k capacities
as well as the wsual
100k,

Colour plotter

WHAT is claimed to be
the first four-colour Ad
plotter under £200 for
the Electron has arrived
from Japan.

The Sakata SCP-800

also compatible with
the BBL Micro — can
handle 210mm ralls of
paper.



Comment
cava?

"ALLO. "Allo. You waesh
to parlez Francais trés
bon? In fact, bon anouah
to passez le 16 plus
axamination or 'O leyel?
The Electron can fnow
provide the answer
and not in franglais.
Dean Associates of
Sheffield is offering a
French revision package
made up of four units,
each requiring at least
four hours study time
There's a keyboard
introduction to explain
special features like the
ability to enter accents.
Diagnostic testing,
graded levels of dif
ficulty and the display of
Student scores are also
included in the package
The development
team for the project was
made up of a senior O
level French examiner,
French teachers and a
native French spaaker.
Both cassette and
disc versions are avail
able and grade units can
be bought singly., in
pairs or as a complate
set. Prices range from
£8.95 for a single grade
on cassette.

A low-cost thermal prin-
ter for the Electron and
BBC Micro has just been
launched by Phi Mag
Systems, the people
responsible for the
Phloopy data storage
tape.

Called the Phiprint,
the 40 column machine
has a nine-element dot
head which gives true

=

£99 printer

descenders and under-
lines and costs £99.

The character set
gives 96 characters in
three pitches, plus the
ability to condense or
extend the typeface

Other features
include graphics for
graphs and pictures, and
savan different type-
styles.

MORE COMMANDS

ELECTRON users can now extend the number
of Basic commands with the Addecomm ROM.

It adds 40 commands to the Electron's
built-in Basic, and according to makers Vine

Micros, gives a mixture of toolkit,

Logo

graphics and extra graphics statements. The
ROM comes complete with a detailed user

guide.

Talent collects
£2,000 cheque

JOHN Garland, founder
partner of educational
software howse Garland
Computing, has been
judged brightest young
busingss talent in the
South West

Garland won the
comp#atition held by
BBC Television and
English Estates, the
government commercial
property Opers
who provide premises
for small businesses.

Garland Computers
was formed two years
ago and specialises in
educational programs
for the Electron and BBC

deve

Micro, mainly for secon-
dary schools and
institutes of higher edu
cation,

It publishes more
than 50 titles covering
bioclogy, chemistry,
physics, maths, gaogra-
phy and music.

Recently it signed
agreemeants for the dis-
tribution of its programs
in Australia and New
Zealand.

In our picture John
Garland (right} receives
his first prize cheque for
£2.000 from Alan
James, regional man
ager of English Estates

Night sky on
your screen

RECENT interest in
Halley's comet has
prompled Century Com-
munmicauons o Llri|1t_.| out
a program — Starfinder —
which, they say, does
something no book can
achieve

You tell the program
the date and where
abouts in.the world you
are — and it shows you
what the night sky view
should be out of your
window

You can identify any
star, planet or constella-
tion by steering a “space
probe across the
scraen and print out
star maps far exactly the
times and places you
WwWant

The Electron program
was written by Ronald
Alpiar, previously a
department head at the
University of London
Computer Centre

It was checked by TV

astronomer Heather
Couper. who recently
succeeded Patrick

Moore as president of

the British Astronomical
Association. With the
program comes 3 book
written by Heather
Couper

Soccer
database

SOCCER fans who own
@n E-H(er(}rl Cdan now
build up a complate
database of facts and
figures about their
favourite team.

Your Team — a cas-
sette-based program
covers results, scores,
attendances, per
sonalities and so on — all
recorded for playback on

screen in a choice of
club colours,
The program was

designed by Colin
Whitelaw, whose tex-
tiles-by-post firm BEC
Sports specialises in
football souvenirs.

1985 ELECTROMN USER 7



-a powerful duo
$O...

THIS month we're going to
have a look at using READ
and DATA to give values to
program variables. Put like
that it doesn’'t sound too
exciting but, if you hang on
until the end of the article,
you'll find how useful this
can be.

[ 18 REN PROGRAN 1

Take a look at Program |

28 LET x=] |
30 LET y=2
4B LET 2=]
30 sum=E+y4z

&8 PRINT sum

All this does is give values
to the variables x, y and z, add
them up and print the answer

What | want you to notice is
the rigidity of the program. If
now wanted to add 6. 7 and B
using the same program siruc
ture, I'd have 1o rewrite lines
20 to 40

As you can see, assigning
values to variables wsing
simple LET assignments can
be fairly inflexible.

Of course, there are other
ways of giving values to
variables. We've already come
across two of them. Take a
ook at Program |l

(o nen ROGRAN 11 |
28 sua=d 2

38 DIN nuaber (3}

48 FOR loop=l 70 3

52 nusber (loop)=loop

48 NEIT loop i

78 FOR loop=L TO ] I

80 sus=sus*nuaber (loop] |

78 NEIT loop

188 PRINT sua

Here we are using the (|
hope) familiar FOR MEXT
loops and a DIM statement
The first loop cycles three

Pe————

Part 12 of PETE BIBBY's

introduction to programming

'READ and DATA

times, giving the subscnpled
variablas nwumber(l),
numberf2), number(3)] the
values 1. 2 and 3 respectively.
The final loop adds the
three numbers in turn, staring
the result in sum. The last ling
prints out the result of the
addition
While this may seem a bit
longwinded when just adding
2 and 3, try adapting it to
add up the numbers from 1 1o
1000. You'll see that it beats
the first program’s way of
doing things hands down.
The trouble is that while
using a loop control variable to

give values to an array is both
very efficient and very adapt-
able, it is a bit limited. If you
think about it, you'll see why.

Since the |loop contro
variable increases by the same
amount each time round the
oop. the values it gives 1o the
array are in a regular pattern
It's easy to add say, 1.2 and 3
or 4, 8, 12 and 16, using this
method

You do it by varying the
STEP parameter and the
values of the control variables
in the FOR NEXT loop. The
trouble is it doesn't lend itsalf
easily to adding 1. 7 and 23,

It's batter than the first
method but still rigid. Program

1l shows a much more flexible
way of getting information into
a program. It has you actually
typing it in at the keyboard at
the Electron’s requeast

710 REN PROGRAM 111

| 28 sum=d

| 38 DIN mark(J)
48 FOR loop=l TO 3
58 PRIMT "Enter mark:"

| &2 INPUT mark({loop)

|78 NEXT loop

| 88 FOR loop=1 TO 3

‘ 98 sus=suntaark (100p)
18@ MNEIT loop

| 118 PRINT sun

When you sun this program
you'll see it can handle adding

ELECTROMN USER January 1985




1, 7 and 23. In fact it's so
flexible that it can add any
three numbers you care to
think of. It's only limited by the
Electron’'s range.

It's the INPUT of line 60
that gives the program this
marvellous adaptibility. How-
ever nothing in life is that good
and this same adaptable use of
INPUT does have its own
drawbacks.

The major one is that it
holds up the program until you
respond to the keyboard. And
imagine trying to add a
thousand numbers using this
method |

Also, you have 1o input the
numbers every time you run
the program. One arror typing
in your responses and you
have to go right back to the
beginning again.

S0 each of the methods
used in these three programs
seems to have a drawback.
Wouldn't it be nice if there was
a way to give values to
variables that was flexible,
would take any numbers, and
wouldn't invalve typing things
in while the program is
running?

Have a go at Program IV
which meets these criteria.

1@ REM PROGRAM 1V

20 sun=@

38 DIN mark(5)

42 FOR loop=1 TD 5
58 READ marki{loop)
&8 sus=sustmark(loop)
78 NEIT loop

B8 PRINT sus

78 DATA 10,11,12,13,18

As you can see, the
program has added up the
numbers in the last line (10,
11,12, 13 and 10) and printed
out the result. What's interes-
ting is the way in which it's
done,

Ling 20 gives the numeric
variable sum the value of 0.
This will be used later to hold a
running total, Line 30 dimen-
sions an array of six variables,
rmark(Q), mark( 1), and s0 on up
to markis/).

As the FOR ... NEXT loop
cycles, foop goes from 1o 5
and the numbers the program

finds in lime 90 are entered into
the array. This means that
marki ) is given the value 10,
mark(2) the value 11 and so
on.

The work is done by the
READ command of line 50.

The first time round the
loop, foop is 1, so tha array
element markliooplis mark( 7).
The READ command tells the
Electron to look at tha line with
DATA at the beginning and
take the next available
numbear

Since this is the first time it
has looked at the DATA
statament, it takes the first
number it finds after DATA
and gives marki ) tha value
10.

The next time round the
loop, foop is 2. Line 50 now
tells the Electron to have
another look at the DATA line
and put the next unREAD
numbaer into mark(2). Since 10
has already been READ, the
micro goes on to the next free
numbear and READs the value
11 into markf2).

Each time the loop cycles
the READ takes the next
unREAD number from line 90
and gives it to mark{foop).

Line 60 holds a running
total of these values in sum
and, when the loop is ended,
line BO displays the result.

To sum up, the READ
command causes the Electron
to take a value from a DATA
statement and give it to a
variable. The micro keaps track
of whereabouts in the DATA
list it's up to and always
READs the next unused item
an the list,

In a way, the READ com-
mand works exactly like the
INPUT command except that
instead of looking at the
keyboard the Electron locks in
the program itself for the value
to be assigned to the variable.

In a way, it's a combination
of the best features of all three
of the above methods, but
without sacrificing any
flexibility.

This adaptability comes
from the fact that if we want to
give the program different
values, all we have to do 15
change the DATA statement
of line 90. Soto addup 19,12,

12,13 and 3 we just change
line 90 to:

7@ DATA 19,12,12,13,3

while:
9@ DATA 3,15.4,1%.17

gives us the sum of 3, 15, 4,
19 and 17.

You'll notice from this that
the commas in the DATA
statements act as separators.
Thay come between the num-
bers, telling the micro where
one item of DATA ends and
another one starts.

Obviously they're wvery
important and Program V
shows what happens if one is
left out.

1@ REM PROGRAM V¥
20 sus=R

30 DIM mark(S)

| 42 FOR loop=1 TO §
| 5@ READ mark(loop)

| &0 sua=sustuark (loop!
i 78 NEXT loop

| B8 FRINT sum

9 DATA 18,1112,13,10

We get the horrible mess-
age:

Out of DATA at line 5@

and the program stops. What's
happened is that we 've left out
the comma between the 11
and 12 in the DATA state-
ment. The first four times the
loop cycles it READs in the
values 10, 1112, 13 and 10.

The Electron doesn’t know
that 1112 was meant to be
two numbers. It just READs
the numbers between the
CoOmmas,

When the loop cycles the
fifth time the READ of line 50
tells the micro to take a value
from the DATA line and put it
in markis),

The trouble is that there is
no more data in the DATA
statement. There are only four
numbers there and the micro
has read them all. It can't read
the fifth and so the program
crashes. All for the lack of a
comma,

A paint to bear in mind is
that although the error mess-
age accuses line 50, the
mistake really ligs in line 90.
Soif you get an error message

that points to a line with READ
in it, remambear that the actual
mistake may lie in a DATA
statement elsewhere in the
program.

Program V| shows the
opposite case, wheare an inad-
vertent comma between the 1
and the 3 that should make up
13 gives the DATA statement
six numbers. RUN it and see
what happens.

1@ REN PROGRAM VI
28 sus=ll
{38 DIM mark(S)
| 4@ FOR loop=1 TD §
| 50 READ markiloop)
58 sum=sum+aark(loop)
78 MEXT loop
8@ PRINT sua
%8 DATA 10,11,12,1,3,18

The result is 37 and not the
56 we should have got. Notice
that the Electron doesn’t know
there is anything wrong. You
get no error message. This
mistake can lead to all sorts of
problems in longer programs
and it can be very hard to
locate.

Until now the DATA state-
ments have been wucked away
at the end of the program - all
the information being held on
one line. This doesn’t have to
be the case as Program VI
shows

1@ REN PROGRAM VII
20 DATA 18,11
J@ sus=B
42 DIN wark(s)
50 FOR loop=l T0 5
&8 READ warki{loop)
70 sus=sum+mark (loop)
B8 MEIT loop
72 PRINT sua
188 DATA 12
118 DATA 13,18

Despite the fact that there
are now three DATA state-
mants, the program still works.
All that happens is that when
the Electron comes across a
READ for the first time it looks
through the program for the
first DATA statement and
READs from that.

As more data is required, so
-
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From Page 9

the micro hunts it down, When
the data in one DATA state-
ment has been used, it
searches through the program
for the next DATA statement
and uses the data in that

So, the DATA statements
can be scatterad all over the
program and the Electron can
keep track of them. The
trouble is that in a long
program, you might not!

Good programming prac-
tice demands that you put your
DATA statements at the very
end of the program. It won't
affect the Electron but it will
make life a lot easier for you.

If you must have your DATA
statements all over the listing,
beware the fate of Program
VI

[ 10 REN PROGRAN VIII
20 DATA 18,11,

30 sus=d

48 DIN mark(3)

58 FOR loop=1 TD 3
&8 READ mark(loop)
78 sus=sustaark{loop)
88 NEIT loop

98 PRINT sua

1e@ DATA 12

118 DATA 13,10

Whan you runit, it gives you
a nasty:

No such variable at line &2

message and promptly stops.
Of course, as we're getting 1o
expect with READ and DATA,
if you do get an error message
when things go wrong, it
points to the wrong ling!

The error is actually in line
20 where we've put an
unnecessary comma after the
11 at the end of the DATA
statement. It's easy to do but
the micro doesn't like it = s0
beware. Do not end DATA
statements with a comma!

So far we've only read
numbers from the DATA state-
ments. Can we read strings?
The answer is yves, and
Program IX shows how it's
done

MNotice that wea don't have
to put inverted commas round
the strings in the DATA

1@ REM PROGRAN 11

28 DIM name$(3)

38 FOR loop=1 TO 3

4@ READ names(loop)

58 MEXT loop

b@ FOR loop=l TO 3 STEP

78 PRINT nase$(loop)

80 NEXT loop |

90 DATA Eileen, Peter, B|
odger J

statement. You can if you want
to but theyre unn@cessary
unless the string contains
spaces or commas. My advice
is to do without the inverted
commas — theyre just one
more thing that can go wrong!

Talking of things that can
go wrong. run Program X and
sea what happans.

" 18 Re PROGRAN 1 |
28 DIM name$(3)

3@ FOR loop=1 T0 3

| 48 READ nase(loop)

58 NEXT loop

48 FOR loop=1 T0 3 STEP

78 FRINT nasef$(loop)
BB NEXT loop

9@ DATA Eileen, Peter, B,

;. odger |

If you've typed itin correctly
{or do | mean incorrectly ?) you
should get the message:

firray at line 428

While it's annoying to have
a program go wrong like this,
there is @ positive element in
this case. The error meassage
actually points to the right
line!

VWhat's happened is that
line 40 tries to READ data into
the numeric variable
namelioop). The trouble is that
when the Electron searches
out the DATA statement of
line 90 and tries 10 READ it, all
it finds are strings. And you
can't put a string into a
numeric variable, If you don't
heligwe me try:

LET numeric="string”

and see what you get.
In a short program like the

above, it's an easy error 10 s0rt
out, but in a long program it
can be murder

But what of the reverse,
where you try 1o read numbers
into string variables?

18 REM PROGRAM X1 ,
28 DIN name$(3)
| 38 FOR loop=1 TO 3
40 READ name$iloop)

58 NEIT loop
62 FOR loop=1 TO 3 STEP

78 PRINT name$iloop!
| B@ NEIT loop
9@ DATA 1,2,3

As you see, the
program works quite happily
the numbers in the DATA
statement being taken as
strings. The program isn't
doing what you intended but
you get no error Massage.

Program X1l READs data
into both numeric and string
variables. The first loop reads
tha data of line 120, putting
the names in the string
variable nameSiloop). The
second loop READSs line 130,
putting the numbers into the
variable markifoop).

[ 10 REM PROGRAM 1IT |

|28 DIN nase$(3) mark(3)
38 FOR loop=1 TO 3

| A READ namef(loop)

| 5@ NEIT loop

&8 FOR loop=l TO 3 ,

78 READ mark(loop) |

88 NEXT loop !

9@ FOR loop=1 TO 3 STEP |

Carn

2
18@ PRINT name§iloop) ,mar |
k(loop!
118 MEXT loop
| 128 DATA Eileen, Peter, §
odger
138 DATA 1,2,3

is a little

This.
longwinded. Frogram XIII
achieves the same effect but
only uses one loop to READ in

howavear,

both nameSiloop)
markfloopl.

and

10 REM PROGRAN XITI |

28 DIN name$(3) ,mark(3)

30 FOR loop=1 TO 3 |
4@ READ nurmaun:-.nrti
{1oop) [

58 NEXT loop

&8 FOR loop=1 TO 3

78 PRINT name${loop) ,mar|
k(loop! I

B8 HEIT loop i

98 DATA Eileen,l,Peter,2
,Bodger 3 |

The READ of line 40 is
followed by two wvariables,
nameSitoopl. and markfloop)
separated by commas. Each
time round the loop the READ
forces the Elactron to examing
the DATA statements first for
a string, then for 8 number.

As you can see, the DATA
statement of line 90 is
structured in this format, first a
string, then a number, then a
string and so on.

This methud of organising
the data to be READ has in its
favour the fact that the data is
organised in a logical fashion,
It's easy to see that Eileen has
1 mark, Peter has 2 and
Bodger has 3. The trouble is
that it's also very easy to get
the strings out of step or put a
comma into the middle of a
numiber and so cause an error.

And that's as far as we il go
with READ and DATA this
month. As you've seen, they re
a very powerful and versatile
dua of conrmands, The trouble
s that when they go wrong
they can be hard fo sort out.
Definitely a case .of handie
with care, ’

10 ELECTROMN USER
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Merlin, our intrepid wizard, returns to

offer further advice on tackling adventures

IT seems from the mail I've
received that there are
guite a lot of vyou
adventurers out there. |'d
like to thank you all for
writing in. Keep up the
good work!

he two things most of your

nad we on the

felp! I'm stuck ina

and “Until we get more

adventures for t Electron
hows can | convert some of the

BEC Micro ventures?
n t really tell you how to
ograms without the

software

1- that oubligsh

o |.|'.'|""'.':‘. ¥

therm ina futur

can I

KEnowing
tham

the most common

Let's examing

lypes O

able to tackle more difficult

<me rather epit
adventures
shan't
thing in

Whnos2 names

nention, all mazes

common — the

1 stating the

obvious 15 0 make sure you

that whoever has

maze has

immad he
3 ' that it is

21ihe 14 orf too hard to
ot out of

S0 u get stuck instead
T mowving  about

t wvill o
e as to how to

Remembear

mazes tNal an b

Let your
Electron

amaze you

Ous Types you

v 10 comea across. By

most comimon are
those that present this kind of

FODIM l'II"f.:'_Ii|_-':I{-r'l_

You are at a4 junction with
eails north, south, east,
weil,

tackle thesa
make a movea

I gan still 5

DROP an obij

and LOOK

1 I':I-".I_];:
If the move you just tried
was NORTH, then put a cross

1 1the 1op of the circ ) 5 hiowy

canmol monwee n that

Than try a different

mat you
direction
firection.
thera
If it

If tha abject i1s ati

another cross

nerg than drave another
DROP

try another oire

anotner

on doing this and

eventually, by trial and error

vill be able to map out

WINCHE IMade.,

But if yvou are underground

of in an unlit room then don't

drop the lamp

¥

vou Teel happiest with

The next

most

COMMon

s of maze are those whera

DL move 1o

whan you first move WES

T descriptlion seams 10
S aMm e

Look closaly at the follow
ng example and see if you can

wiork outl how many

have been made. The locat
ou are in is described thus:
You are in @

tangled,gloony jungle with
exits in all directions.

NDRTH

You are in a
tangled, ol oowy, jungle with
edits in all directions,

WEST

You,are in & tangled gloomy
jungle with exits im all
dirsctions,

WEST

You,are 1n a tangled gl oowy
jungle with exits in all
directions.

ook closely and you ll
pre are three

SEE Tnat

scription for
catior
there is a chang

move MNORTH

thon

another

and

onisthe

tharcl, Y ou haven t

ism't it! Quite

this type of maze
it to map it by

215 will result

1S500e

Yeur OBJECT
dissappears into the
undergrowth and is
irretrievably lost!

MOVEs

The secret of soly
to make a map
I on whe m

ons do, or do not

e of maze

ther the

0 keep going in one direc-

tion wuntil the description
the same. Then try
diraction until that

(411: same Then

anather direction
an

ntually you will have

4 way out, or mapped
» whole maze, or both

often you can come

dascnplion that is

1TSS o

otally un

ke any of the others

Usually this means that thare

is an objact of or an exit
naearkyy.
I‘I'r: ;_ _.J.I.-l % TR " i “
ETE orten pays 1o stop
Mg I|||:{ Iry Single moves
just to

ng nearby

n each dire see if

S anyt

&nothor fairly commaon tvpe

-an literally have

you at your wilt's end, is the

i that for every mowve you

nake you end up in the

ted

you have just
from. Typically vou

ype of commaeant:

You have becose cospletely
disorientated in the warrea
of tunnels surrpunding vou
and are back where you
started from. There are
#xils north, south, east
and west,

Mazes like these look very

dare

difficult, as ind

DUt they Ccan be solved with a
iIttle patiencea The program-

mer knows that adventurers

E2>—)
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From Page 11

like their problems to be hard
but not impassible.

Sovoushould be able to get
out reasonably easily and one
of two methods should work
for vou

Either a reasonable number
of set moves is needed for you
1O Qel Oul, 88y SIX. Or you anly
neod make one move in the
right direction,

Often in the latter type the
move is subject to a random
response

Think of it as the Electron
saying to itself: “Well. they've
picked the right direction, now
I'll toss a coin to see if 'l let
them out

If you are not aware that
this kind of maze exists you
can spend a lot of time
wandering around trying to get
out. | once spent weeks in one
hefare | what
gaing on

So try making about 10
moves in each direction, |f this
doesn’t work then try likely
combinations of moves such
as NORTH., WEST, SOUTH
EAST, and 50 on

Remember to use the save
game facility. Make sure you
have a game saved at the point
at which yvou enter tha mazo
then you will know when you
finally make any progress

The bad news 15 that you
have an awful lot of keying to
do, The good news is that you
will, eventually, get out. |
Promise

Most other types of maze
require you 1o think -:.m.-[ulll,-
about where yo
what you've got and what you
CHAN SEE

Two mazes in aone particular
adventurg
things with some of the ob
jects you
have

realised Was

ve bean

require you to do

e found or
should found, It you
haven't got them you will not
get very far

In the first you nead 10 have
found a lamp and lit it before
vou can even enter the maze, If
vou try 1o enter without the
lamp you don't live very long

Once in, however, you have
to turn the lamp off, LOOK and
than turn the lamp back on

Why? The directions you
nead to have to get to the next
location successfully, and
therefore get through the
maze, are written on the wall
of each room in phosphores-
cent paint

So you have to turn the
lamp off to see the direction
vou need to make next and
then you have to turn it back
on to avoid being

Eaten in the dark by 2 huge

spider!

After getting through this
maze you manage to collect
several objects, one of which,
when WAWEd, emits

A cloud of dente while

You'discover this because it
is good practice in any fantasy
adventure to RUB and WAVE
everything. Later find

vourself in:

Yyou

You find that you cannot
return the way you came, so
vou set off bravely to explore

this new maze. After wander-
aimlessly for a
while you remember the rod
In dasperation you WAVE it
again. This time you get

ng  aroLun

A cloud of dense green

After through
various locations, waving the
rod as you go, you dis
that the rod emits
blue, green
red, orange, violet, indige and
vellaw.

That looks familiar you
think, so you arrange it thus:
redl, orange, yallow
blue. indigo and wviolet

And what have you got?
You've guessaed it! The colours
of the dare | say i1, spectrum

Mow all you have to do s

wandering

over
saven
different colours

green

make a map basad on these
colours. So You refurn o your
waving and make a map of
pach of the colours in each of
the locations

Whan you've finished you
go back to the starting point
and move in the order of the
colours. That is red. then
orange, then yellow, then
green and so on.

When you get to the maze
exit you find that it is a small
cylindrical room whose only
exit is back the way you came
In other words, back into the
maze

What's needed here
password. Since therg is
always a clue to any password
somewhere, yvou think of the

15 d

spectrum and eventually arrive
at the password — “Rainbow’
— and you're out. Obwviously, i
yvou hadnt solved the maze
! wouldnt have been able
tor et oul

The last type O

f maze 'l

look at is the type that gives

you cluas if you can find
them, Often thoy
given previously somew
perhaps as a reward for sol
ving @ puzzle. But they cna
even be given in the maze

have baan

here

itsell.

The extract below is from a
superb adventure that is due 1o
he released shortly

Here you have almost com
pleted the adventure. You are
in the final room which
wouldn't you know it just
happens to be a maze

The way out is given, Look
closely and see if you can find
it

are 1n am ot
a with exils in
will, & plegie r

Keep atving of
vou'll regret it’

Another sign reads:

The guardian waits forever
here, erght wavs Lo choost.
one way 15 rught, no time

to lose, here ends your
iight, o walk wherg pne
n't see or hear.

The clues are all on the
plagque. Thare are
Eight ways 1o choose
gight directions you can take
BUT it also maans that eight
moves will get you out. Look at
the last line!:

second

that 15

%o walk.......MHERE OME
CAN'T SEE DR HERR.

The last part of the ling 15
the important part:

eight

Remember those

movas?

Clever tt
|.-.r.-.|.|| -.I'l'-.ll.-l

Obviously, | can
evary type of maze you are
kely to come across. The ones

| have mentioned should halp

& programmers

COVET

those of you who have written
in

YOou re

wondering

In case

wheara

you  can

adventures, the ar

can't, at least
| decided
Electron adventures

spoilt it for anyone

to use
v case |
[I'r:|,|5:|"| |
understand that some of these
advantures are 1o be released
tor the Electron

Finally. you are more 1

welcome to write in with any
problems — and tips as well. |
need them too you know!

But please, if you want a

quick answear then enclose a
stamped addresses
I il

envalape

reply to i

even if my
tdont

s that kKnow

tion about
gencrally

Electron

13 ma at
User and
knows, perhaps we'll base an

article on it Merlin

whao

Letters to: Merlin,
ELECTRON USER, 68 |
Chester Road, Hazel
| Grove, Stockport SK7
| SNY. Don't forget a
| stamped addressed
envelape if you want a
regy. -
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Fancy pitting yourself against the world's
best at this summer’'s Olympics?

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

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

And because we know we're going to
sell many thousands of them we've brought
the price right down — to just £5.95,

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

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

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

And the pole vault takes the event to
new heights!

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

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

Also available from WH Smith
and all other leading stores

Play Micro Olympics
— and let your fingers

do the running!

Send for it today

> YOU can go for gold

*\

o . f;‘--- B - - - - -
B Please send me copylcopies of [ BBC'® cassere €595 |
B Micro Diympics O Electron cassette €585 | ||
l [ | enclose cheque made payable to [ BBC lﬂ-lrithli:: £7.85 I
. Database Publications Ltd, L1 BBC 80-track disc £7.95
' far £ Please tick box =

| wish 1o pay by

| 0 Access [ Visa N Expiry date 1
l Signed 1
: Name 1
v Address :
. Post to: Micro Dlympics offer, Database Publications, '
| BB Chester Road, Harel Grove, Stockpart SK7 SNY.

1 PO
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" . TIRED of using your Elec-

tron for educational pur-
poses? Sick of utilities and

. fed up with programming?

Why not give yourself a
break and go back to the |
roots of microcomputing?

Zap a few aliens with
ROLAND WADDILOVE'S
all action arcade epic,
Space Battle.

You take control of one
of the missile batteries.

Your task is to repel the
aliens who hover, dive and,
if you're not quick enough,
land with disastrous
results. Far from easy, but
it is great fun.

[l

T
T

|@REM #&# SPACE BATTLE #+#
¥
ZOREN #By R.A.Waddilove
[}
JOREM #For Electron User
]
400N ERROR MODE &:REFORT
tPRINT® at line "jERLIEND
SBMODE 4
SBPROCinstructions
TEHIMEN=L3488
BAPROCassenble: CLEAR
90PROCinitialise
leevou 22,5,23,1,8;0;0;0;
| 1BREPEAT
128PROCset_up
1I8PROCoane
14RPROCanather
ISBUNTIL IMSTR("Nn",key$)
|4BMODE &:eFX12,.0
1704FX21.8
|88¥F 14,0
19BEND
20
218DEF PROCinstructions
220%KEY1@ "OLDIMRUNIN®
2304F1229,1
2AB+F 14,1
250vV0U 23,1,0;0;8;@;19,1,
4;0:19,0,5;:0;
268VDU 28,4,4,35,1:COLOUR
129:CL5
27RCOLOUR @:PRINT'SPCI4);
280PROChigI"E PACE
BATTLE"
299V0U 24,28,1,28,38, 4:CL
§
JBBPRINT'® The alien ba
ttle cruisers, high"''" abo
ve the earth, have managed

to" ‘" punch a hole in the
earth’s outer"' " defence s
hield with their intense"’'’
* plasaa energy bolts.”

TIBPRINT **  Formations
of alien landing craft""""
appear out of hyper-space,
pause for® '" a second, the
n break off to beain® " th
pir descent."

I20COLOUR 128:COLOUR 1:PR
INT TRE(7,21);" Press the s
pace bar... ®}

TI8COLOUR 129:COLOUR @:VD
U 28

TABSFX21.0

158PROCscroll

J&evoU 28.1,38,38,6:CL5

IJTOPRINT'"  You are the
comsander of one of""'" the

sany missile batteries sca
ttered" '™ over the earth,
and your task is to"''" pre
vent any aliens from landin
nlI

~ IBBPRINT'"* Controls :
press a letter® '® K...keyb
pard®' ‘" J...joystick"''" §
...80und" """ @,..quiet"

J%BCOLOUR 128:COLOUR 1:PR
INT TAB(7,23);" Press space

to start... "j:8F121,8

400 joy=FALSE: #F 116,80

{1BREFEAT KI=INKEYR AND &
[F

420PROCtune (1)

43IBCOLOUR 128:COLOLR 1

H4BIF KI=ASC"J" joy=TRUE!
ERINT TAB(1,14)¢*3":COLOUR
125:COLOUR B:PRINT TAB(1,12

Ji"K"1TAB(2,21)15PC(38) 1 #FT
16,1
§581F KX=ASC*K" jov=FALSE
tPRINT TABI(1,1203 "K":COLOUR
129:COLOUR 8:PRINT TRBI1,1
413" 0% TABI3,21); "R=lett
S=right RETURN=fire": #F
116,08
4401F KX=ASC*E" FRINT TAB
(1,14)3"5":COLOUR 129:COLOU
R B:PRINT TAB(1,18)5"@" s #FX
218,80
ATRIF KX=ASC"R" THEN #FX2
1,3
48R1F KX=ASC"@" PRINT TAB
(1,18):"@":COLOUR 129:COLOU
R B:PRINT TABL1,18)3"5"1#F)
218,1
AFBUNTIL K1=R
=pavou 19,0,0;0;19,1,8;8;
26,12
S1BENDPROC
520
S30DEF PROCscroll
549a$=5TRINGS (6." ")+'Ele
ctron User®+STRINGS (6." "1+
"Micro User":b$=as$
SSBREPEAT b=bf+asd
SAAREPEAT Ki=INKEY®
STRFROCtune(l)
SBOPRINT TAB(I,3@):LEFTHi
bf. 3413
590b$=MI0% (0¥, 2}
SBOUNTIL LEN b$=34 OR Ki=
32
BIBUNTIL EX=32
42BENDPROC
638
64B0EF PROChigistrina#)
45BFOR I%=1 TO LEN string

5
L5874 TR=ASC(MIDS (string¥,
[N
ETOAL=10: X%=570: Yi=B: CALL
§FFFI
GERFOR Ji=2 TO |
L9avOU 23,225
TROFOR Ki=2 TO ¢
TIGVOU P{ATE+4IT+KXDIVIY
T2BNEXT
73av00 225, 10.8
TABNEXT
75eVDU 11,1L,9
TERMEXT
T78ENDPROC
180
T9Q0EF PROCanother
BRBRESTORE 1470
Bl@SE=10@80¢% ((7score AND &
FRIDIV k1@)+10@¢#(7score AND
LF)#10#( (score?] AND LFRID
IV &1@)+(score?l AND &F)
B2@IF Styscorest(1@) PROC
hi_score
BIDCLE:VDU 20,19,3,5:0;
BARPRINT TAB(3) ;+PROCkig I
"High Scores")
BSACOLOUR 2:PRINT" "’
BLOFOR [%=1 TO 10
§7QCOLOUR J:PRINT
BBOPRINTyIX;", "4:COLOUR 2
tPRIMT TAB(3) tname$([1):TAB
{15) sscorest(I¥)
BFENELT
S2BCOLOUR 1:PRINT'''" A
nother gamse 7" *SPC{A);" (¥
or H)®
F1@REPEAT kevi=INEEY$R
9201F ADVAL(-4) >3 PROCtun
elad)




FIBUNTIL IMSTR(® YvNn", ke
vil

S4BCLS: #F X215

9SBENDPROC

98

978DEF PROChi score

9ERCOLOUR J:PRINT TAB(@,2
HH
99QPROCEiq(®# COMBRATULAT
IONS &%)

|BBRCOLOUR 2:PRINT" """ "You
are in the"" '"high score t
able." ""What is your name
200t rane

[@1RCOLOUR 1:strina$="":VD
U 23,1,1;8;0;0;

|B2BREPEAT KX=IMKEYD
18301IF ADVAL(-%)}3 PROCtun
eid)

1B4RIF KX331 AND KX<127 AN
D POS{1L string$=string$+CH
- REKL:VDU KX

185@IF KX=127 AND LEM stri
no$ strinaf=LEFT§istring$,(
LEN string$l-1):1F POSH WD
UKx

1BEBUNTIL Ki=13

187@vDU 23,1,0;8;0;0:
108@scoresX (18} =5)nanes (]
Bl=string$

IR7@FOR I%=1@ TO 2 STEP -1
LIRRIF scoresi(IX) bscores)
(I1%3-1) SY¥=scoresi(I%)tscore
si([X)=scorestili-1)scores
IR=1)=EXsstringf=names (11
Jtname$ (IX)=namef (11=1):nan
e¥(1¥-1)=stringé

[1IRNERT

112@8ENDPROC

1138

11400EF PROCinitialise
L1SR#FY1L,8
1168VDU 23,224,170,B5,178,
85,178,85,178,85

LITBENVELOPE],129,-5,-18,-
20,8,4,2,126,0,08,-128,128,1
2

118BENVELDPE 2,2,1,-1,1,2,
4,2,126,0,0,-125,126,128

1198speed=L70:score=h7Es de
ad=k79

1200D1M scoresy(1B),nanesi
18]

1218F0R IXZ=1 TO 1P

1228scoresX (1) =21008-11810
2

12T@NEXT

124Bnamef (1) ="Electron"ina
nef(2)="User"

125Bname$ (3)="Nicro":nanes
(41="User"

1258F0R [X¥=5 TO 1@

[278named (IX)=nanes (11-4)
12B@NEXT

1298ENDPROC

1l0@

131BDEF PROCset wp

LJ2BRESTORE 182@:READ AY,B
r o |

1338v0U 19,1,A%:0519,2,BY
0;19,3,C0;8;

[T4BCOLOUR 129:COLOUR 3

IISBPRINT TAB{R,25):STRIMG
$(20,CHR$224)

1358COLOUR]28: COLOUR 2
L37BPRINT TAB(@,28) *Score:
BeBa"; TAB(13) ;" lives: 5"
1JBBCOLOUR 1:PRINT'" Hi:"j
scoresy (1) sTAB(13); "Scrdsl®

139@scr=1: 'score=Ri 7speed=
20: lives=5

14BBENDPROC

1418

14200EF PROCoame
1438REPEAT

L44@FO0R 11=@ TO 99

1450 (201 +L950) sLSE4R+[ X4
14

144BNEXT

L478COLOUR 2:CALL HIMEM:#F
121,08 .

14801F scr=9 scr=@1RESTORE
1828

14901F 7dead=FALSE AND 7sp
eed)5 Tspeed=Tspeed-|
|50RIF ?dead lives=lives-|
tPRINT TAB(1%,28)11ives;:PR
OCpause (288) ELSE screscr+i
tCOLOUR 1:PRINT TAB(18,31);
scri:READ AR, BY,CT:VIU 19,1
L 8y 19,2008 19,3000
ISIBGCOL @,B:FOR 1%=R TO |
280 STEP B:MOVE I%,224:DRAN
1%, 1824 NEXT

152BUNTIL lives=R
1538ENDPROC

1548

|5580EF PROCpause(T1)
L56@TIME=R: REPEAT UNTIL TI
MEXTY

1578ENDFROC

1580

|398DEF PROCtunel(TX)
16BBREAD pitch

1618IF pitch{@ RESTORE 147
B:READ pitch

16281F TX SOUND 1,-1@,pitc
h,3 ELSE SOUND 1,2,pitch,10
1 6JRENDPROC

1658

{B5BREN ®xess tune #EEEE

I47RDATA &B,188,74,108, 52
100,48, 100, M4,52,48,52, 4
B,88,56,88

168BDATA &0, 108,765,108, 52
y 108,48, 100, 44,92,40,92, 4
8,88,86,68

167BDATA &8,76,60,76,108,9
2,76,60, 52,68,52,48, 100,50
(08,52, 44,60,44,60,92,72,4
0,44, 40,56,48,56,68,48,54,
4

ITRRDATA &@,76,60,76,108,%
2,Th,b8, 32,68,52,68,1080, 60
(88,32, W4, 50,44, 50,92,72,8
8,44, 48,55,40,54,88,58,56,
4B,-1

I7T1BREN #aees alien | #4es
]

172BDATA 85,255,249,217,11
9,171,153,48,170,255,249,18
3,278,93,153,34

I7I0REN #eawe alien 2 #ess
#

I74BDATA BS,2595,217,249,11
9,171,153,134,178,235,185,2
49,238,93,153,17

ITSBREM #e#¥ gxplosion #&#
1

|7TERDATA 254,218,173,218,2
18,173,218,254,247, 181,91 ,1
ga,188,91,181,247

I770REN 2t hase #eeds

17880ATA 2,2,39,107,105,75
$19:12;4,4,78,109,1085,435,15

Turn to Page 56



The INTERSTATE Line:

=

'TAKE YOUR GAMES PLAYING TO THE EDGE OF SPACE
WITH THE NEW AND UNIQUE DUO IN JOYSTICK INTERFACING

IN-31 (Kempston Protocoll for maximum
ames compartibility. :

* Built-in Option — Rapid/Auto Fire with |

any "ATARI" type Joystick.
Reset button for re-starts without,the

need to pull out the power lead. '

O Interstate Prois) at £22.95 O Interstate 31(s) at £11.85
O Quickshot II Joystick(s) at £9-95

| enclose Cheque/P.0, for £
Name
Address L e

Tel. il
Bud Computers Ltd, FREEPOST, 196 Milburn Road, Ashington, Northumberiand NEE3 18R

* Simple to program

Mo software reguired

1k On-board Memory. E R ) "
uUp to 8 programimable positions plus fire. ~ °

Fouir, light emitting diedes (LEDS) to aid"
progrdmming, . s

* Resef bucton for restarts without the -

need tto pull-gut the power lead

* Can be re-programmed at any time.

Total

All prices include VAT and P. & P.



18 REN NEN YEAR NESSAGE
28 REN BY DAVE ROBINSON
38 REN (C)ELECTRON USER
R

50 DN ERROR PROCerror:EN

&0 MODES

78 PROCinitial

B2 PROChorder

%8 PROCqrid

182 PROCtune

118 REPEAT

120 REPEAT

138 PROCaessage (A%, 208)
140 UNTIL ADVAL(-&))@
158 PROCtune

160 UNTIL end

178 PROCprint

188 REPEAT

198 PROCaessage(As,400)
200 UNTIL FALSE

218 END

220

238 DEFPROCinitial

248 vDU23,1,8;0;0;0;

238 vou1%,3,2,0,0,0

268 VDU23,224,0,34,119,25
5,238,48,0,8

278 VDU23,225,0,108,108,0
48,54,5,0

200 linel=dbd

290 loopl=12

308 end=FALSE

J10 A$=" & A HAPPY NEW Y
EAR FROM THE ELECTRON LSER®

J28 AX=LA:XY=R:Yl=kA

338 DY=kAl0

340 ENDPROC

150

340 DEFPROCprint

378 FOR K¥=7 TO {1

380 PROCmessage(A$,280)

398 B$=MID$("acorn® K1-b,
1)

400 PROCdouble (B$,KY,B)

418 REXT

420 FOR KX=6 TD 13

438 PROCmessage(As,200)

440 B=M]D$("electron” K1
-5, 1)

438 PROCdouble (B$,KX,26)

A8 MEXT

478 ENDPROC

488 1

498 DEFPROCmessage (mess$,
delayl)

588 COLDUR!:COLDUR13@

al@ PRINTTABI(2,4)STRINGS(
1E‘l l]

520 PRINTTABI(2,SILEFTSne
s5¥,14)

530 PRINTTABI(2,5)STRINGS(
Iﬁll I:.

540 mess$=RIGHTS (mess¥, (L
EN mess$-1))+LEFTH (messé, 1)

550 FOR waiti=@ TO delayl
tREXT

S48 Af=messé

578 ENDPROC

SER

590 DEFPROCtune

402 READ noteX,durationX

618 IF notel=d THEN end=T
RUE : ENDPROC

628 SOUND 1,-15,notel, dur
ationd

£3@ SOUND 1,8,0,8

648 PROCdraw

638 ENDPROC

658 1

678 DEFPROCdram

580 READ startX,finishl

698 IF starti=@ THEN ENDP
ROC

788 FOR IY=1 7O 2

TIR WOVE start¥,linel

728 DRAN finishX,linel

738 linel=linel-4

T8 MEXT

758 EMDPROC

Turn to Page 58
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 Pleaseallow 7 ta 14 days for delivery. (Orders are narmally despatched within 48 hours )
f Dverseas orders: Please add 0.75p per game.




THE COLUMN THAT TAKE

Warp 1
fcon Seftware

THE cassette insert describes
Warp 1 as "a strategical space
adventure”, which is handy as
I can't think of any other way
of describing it.

It's like no other game |'ve
played, a cross between bat-
tleships, Space Invaders, an
adventure and a Lunar Lander.

You're commander of a
Federation Starship, your
mission to seek out a fellow
captain who is iost in space. As
you work your way through
the six guadrants and 48
sactors of deep space the
Klingons attack.

When you engage your
phasers the Klingons appear
on the starship’'s viewing
screen, As you fight them off
inavitably you incur damage
and use precious energy,
necessitating a risky docking
manoeuvre with the nearast
starbase.

If it sounds complicated
that's because it is. Despite
three full pages of axcellant
instructions in the cassetie
inlay. it took three games
before | understood Warp 1
fully,

Having said that, the con-
trols are easy to use and the
screen layout is excellent —
once you get used to the
amount of information coming
at you.

It's very easy to forget that
you're running low on enargy,
and docking can be tricky. So if

Ooftware Surgery

K INSIDE THE LATE

Strategy on the
final frontier

N

vou are tired of arcade action
but don't want a game that's
too hard on your brain then
vou have to look atWarp 1. 1t's
different.

Naorman Keynes

Merlin
stopper

Blue Dragon
MP Software

EITHER these adventures
fram MP Software are getting
harder or I'm losing my touch.

Your task is to find the

location of the Sun God's
treasure and defeat the fer-
ocious blue dragon which
guards it.

At the start you find
yourself on a beach. To your
left is a bird perched upon a
high rock. It's not impressed
with your efforts to catch it.

To your right is an ewil-
smelling rubbish dump that,
surprisingly. is not to be
avoided.

Behind you is an empty
gulley. Is this how | got here,
you think? Wrong! Ahead of
you is a narrow track up the
cliffs to a forbidding-looking
castle high above.

You should be able 1o solve
maost of the mysteries surroun-
ding you and, provided you
havae found that elusive knight
[hint}, you should be able to
collect all the goodies and
wipe the sneear off that bird's
face

Un doing so you find that
the bird is in reality a beautiful
princess who has been trans-
formed by an evil wizard
[Surely after all these adven-
tures theare I:IEI'II"I e '.ha[ many
evil wizards left?)

Anyway, nohle soul that
you are, you volunteer to
follow the bird to a land far

YOU'LL ENJOY BEING STRANDED

THIS is the smallest adventure
that | have ever seen and,
despite the fact that it has
graphics, one that | truly didn't
expect to like,

However | was wrong.
Although | don’t think it would
pose any problems to the
experienced adventurer it is
nevertheless an enjoyable
FoOMmp.

You have been stranded on
an alien planet and your task is
to find a means of leaving it
and returning homa.

It won't take you long to
find a spaceship but unfor

Stranded
Superior Software

tunately it's guarded by an
unfriendly robot.

A careful search of the
planet, along with a spot of
hang-gliding. should provide
you with the means of getting
past the robot and, hopefully,
into the spaceship.

After activating the engines
you should search your eraft,
The articles you find, along
with judicious use of Dr, Who's
Tardis (!l. should be enough

for you to find your way home.

The graphics are quickly
drawn and are the clearest |
have seen Iin an adventurea,

As with all graphical
adventures the trade-off bet-
ween the program size and
quality of graphics is some-
thing you need to judge for
yourself.

Do you choose a complex
adventure with limited gra-
phics or an easy adventure
with well drawn graphics? This
program falls into the latter
catagory. | liked it.

Merlin

RELEASES

away and then your guest
begins in earnest. After a
couple of hours you reach the
same point as me. (I'm the one
in the corner with the beard
and pointed hat.)

Can you uncover the secret
of the “triangular slot in the
wall by an almost invisible
door”? If so, please write to
mea &'o Electron User and let
me know, because | couldn't!

To be fair {excuses,
excuses). | had just received
MP's two latest adventures
and was eager to try them out

Anyway, back to Blue
Dragon. I'm always impressed
by any game that | don't
manage to finish. This is no
excaption.

| daresay there is an object
somewhere that will open that
door and one day | am
determined to go back and find
it.

Owverall, definitely superior
to earlier MP adventures and
of about average difficulty.

Bumble
turn-on

Bumble Bee
Micro Power

MICRO Power have gained an
gnviable reputation for
producing quality software for
the Electron, Bumble Bee is

»

January 1985 ELECTROMN USER 19




From Page 19

yet another addition to the
range.

The game has its origins in
Pac Man and will appeal to
arcadians who love being
chased round a maze by
assorted bugs and beasts.

However it requires a lot
more thought than the criginal
when playing.

¥ou are the bumble bee in
the title, scurrying round a
maze of swinging turnstiles
collecting pollen grains.
Spiders emerge and chase you
making the task more difficult.

When you have collected all
the pollen you buzz over to the
Qut sign and mowve on to the
next screen. At 4 000 points
you gain an extra life to add to
the three provided at the start.

The interasting part of the
game is the turnstiles. You can
swing them but the spiders
can't. So you can block off the

spiders in a different section,
af swing a turnstile inta thair
path if they are about to
poOUnce on you.

Entering your name into the
high score table is almost as
hard as the game. The |etters
of the alphabet are printed in a
grid, you have to fly over the
correct letters to spell your
name —and it's not easy as you
buzz about the screen at top
speed.

After an hour the high score
table was full of names like
RLANDI, RON AND and
ROFLANG!

The only grumbles are the
langth of the loader — 7k is just
too long, | didn’t bother with it
and just * ran the main
program. And if you want to
use joysticks you need a
switch type joystick interface =

it ignores the Plus 1.
Bumble Bee is a well
written addictive arcade game
with colourful, smooth gra-
phics and good sound. It's well
worth buying, so start saving
YOUr pennies now,
Roland Waddilove

Ghouls are
good
for you...

Ghouls
Micro Power

HIDDEM away in the creepy
mansion at the top of the hill
are a number of power jewels.
Many have been to search for
them but no one has lived to
tell the tale.

Have you the courage to
succeed whera others have
failed? This is the challenge
issued by Ghouls.

You control the star of the
show, a little man with the
appearance of 8 pac-man on
two legs. His ever munching
mouth continuously snaps up
tithits for bonus points as you
attempt to reach the various
lavels in your search for
treasure.

You start off in the first of

four screens — Spectra’s Lair.
Here to hinder you in your
quest you will find the
mansion's frowning ghost
who's out 10O get you.

Let him catch you and you'll
die and that frown will change
to an enormous chaeky grin,
This chap follows you through
gvery screen, and at times his
presence is positively painful.

¥ou have a time limit in
which 1o get to the box of
jewels at the top of the screen
in order to access the next
landing. Titbits and the
occasional stray jewel
munched en route count for
bonus points

The jewel has the additional
park in that it makes the ghost

disappear for a short whila,
However thare are other
hazards 1o make life unpleas-
ant.

In order to make progress
you must balance on a moving
platform and leap to and from
it to higher levels.

There is also a set of
poison-smeared spikes in your
way and contact with any one
will prove fatal.

Should you succeed on the
first screen you will progress
to the more difficult Horrid
Hall.

Ags well as all the other
nasties you also have to avoid
contracting floorboards.

Succead on screen 2 and
Spider's Parlour awaits you.
The spider is something to
behold but not touch. The
fartunate thing is that he stays
in one spot bouncing up and
down waiting patiently for a
tasty morsal = usually me!

The infuriating aspect of the
game, as with most multi-
levels ones, is that as soon as
you “die” you start back at the
beginning of the screen no
matter how far you have
progressed.

| must confess it is because
of this beast that | haven't
geen screen 4, the Death
Taower.

Even so |'ve seen enough to
consider it excellent value. It is

Have a blasted good time

One Last Gama
Clemoes Software

THIS is probably best des-
goribed as a cross between
Scramble and Galaxians. The
ground below you scrolls
smoothly from right to left,
while the alians line up on the
right hand side

They peel off, in ones at
first, then in groups later on,
and blast your ship on the left.

You can move your ship up
and down, dodging aliens and
missiles as they swarm in from
the right, and blast them with
your laser, more points
being scored if they are on the
mave rather than in the main
farmation.

There are 20 different
screens with imcreasing dif-
ficulty — on the later ones the
aliens can only be destroyed
when they leave the main
formation for their attack.
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There is the option to start on
any screan.

There are a couple of
urusual features. The game
can be speeded up or slowed
down with the joystick
iplugged into the Plug 1), so
you can whizz through the first
few easy screens then slow

down when it gets tough.

The second extra is the way
it plays a tune to the
accompaniment of a drum

The tune is played in the
normal way, but as the
Electron can only use one
channel at once, how can it
also play the drums?

Have you noticed the click
of the cassette relay when
loading or saving programs?
The author has very cleverly
utilised this as a makeshift
drum. By rapidly switching it
off and on a drum solo is
played. Ingenious. | hate to
think what it's doing to the
relay though.

I loved this game right from
the start and have played it for
hours.

If you, like me, like the sor
of games where you just blast
everything in sight, then you
will love this ane.

Roland Waddilove
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extramely addictive as there is
always that incentive to “crack
it this time".

The graphics are well
presented and the eerie
sounds make the game come
to life. We've come to expect
high standard games from
Micro Power and Ghouls is
one of their bast.

Alan Sergeant

Learning
IS fun

Mystery of the Java Star
Shards Software

THIS is an educational adven-
ture in four parts. Purpose of
the game is to find the wreck
of a ship which sank in 1767.
You then have to search the
wreck and recover its cargo of
gold,

You are also seeking a ruby
called the Java Star which is
reputed to have strange
properties.

You take the part of an
adventurer in Bristol who buys
an old chest and finds the torn
pieces of an ancient map and a
page from a ship's log.

Your first task is to re-
arrange the pieces into somea-
thing recognisable. Whean you
have done this you find that
you have a map of the island
whare the ship sank,

There is also information on
the approximate position of
the ship in relation to the
island at the time is sank.

You then load in the next
program and find yvourself in
London seeking more informa-
tion. such as ship's desti-
nation. weather conditions at
the time and cargo manifest.

On completing this stage
you jet off to the Caribbean to
continue your search.

There you check various
islands until you find one
nearest the map outline.

Mow comes the final part
of the game, where you have to
use the page from the ship's
log to locate the wreck, | failed
dismally.

Whatever | did | couldn’t
find that wreck. | suppose that
adage about teaching old dogs
new tricks applies 1o sea dogs
as welll

As | said, this is an
educational program but,
above all, it's fun!

There are three skill levels

and despite the fact that |
stayed on the easiest one that
map was different every time.

An excellent educational
program with something of
interest to kids off all ages.
including big ones.

Merlin

Gory
but great

SAS Commander
Comsolt

I MUST admit that when | first
saw the title of Comsoft's
latest offering all my finely-
honed., Guardian-reading
hackles rose.

Another arcade anthem to
macho man? Mare bodies
littered across the screen? |
was dead against it

That is | was until | started
playing it, and then | was
hooked.

The idea is guite simple. A
group of urban terrorists has
infiltrated three streets, There
are 10 to each street and your
job is to root them out.

However it's not that easy.
As you tote your gun along the
terrorised terraces the ter-
rorists appear in the windows
blasting away at you.

Of course you can dodge
their fire and shoot back (each
terrorist killed increases your
points score} but beware
Some of the terrorists have
taken hostages and are hiding
behind them. sniping at you.
Hit a hostage and you're
drummed out of the game.

It's gory but great fun. Well
worth looking at.

Trevor Roberts

Walking on thin ice

Palar Perils
Squirrel Software

WHAT'S your attitude to polar
bears? Do vou think that
they're sweet, cuddly things,
wrapped up snugly inwhite fur
jackets looking like someathing
off a Christmas card? That
used to be my opinion until |
played Polar Perils.

The action is set in the
Arctic and your job is to guide
your eskimo through the icy
wastes, safely. Easier said
than done!

The first screan has the
askimo at the top of the screen
facing the cold Arctic waters.
He has to get to the other side
by leaping onto a passing ice
floe.

The trouble is that these
floes move randomly and
thare's no guarantee that the
one chosen will take the
eskimo within leaping dis-
tance of the other shore.

Happily you do have three
eskimos, but it's amazing how
fast you use them up.

To make things worse a
polar bear is also leaping from
floe to floe looking for its

The DIY

A COMPUTER wversion of a
pinball machine might sound a
little boring, but Pinball Arcade
from Kansas is quite enjoy-
able, and makes a welcome
change from blasting nasties
out in space or being chased
round a maze. 2

The interesting part is
designing your own pinball
machine from the five pages of
bumpers, wires, slings and
targets provided.

When you are satisfied with
the board it can be saved on
tape, to be loaded and used
again.

Quite a number of options
are available — you can even
alter the tilt of the table and
the bounce of the ball.

When playing the only keys
needed are Z and / for the left
and right flippers and the
space bar to compress the
spring.

There are a couple of
annoying faults however.
Firstly it will not run with the
Flus 1 attached, and | am not

dinner (the eskimo)

You have to guide your little
man to one of the two islands,
graty the spear you will find
there. and kill the bear.

Maxt comes a trip Across
the ice, which is so thin that in
places it can't bear the
gskimo’s weight.

The bears can't wait either
and try to devour him while
he's attempting 1o collect
rocks which can be used to
map out a8 path through the
thin ice and so to the other
side,

Once there the eskimo
faces a journey in a fragile
kayak through iceberg-infes-
ted waters. Apparently he has
to collect six blocks of ice to
build an igloo but 've never
got that far (thanks to the
bears).

It's a smashing game,
addictive, irritating, amusing
and frustrating in turns, the
sort that has your family giving
you gueer looks as you Scream
at the Electron.

| cant remember when
FEVIEWING 8 gamea gave ma so
much pleasure. Thoroughly
recommended.

Nigel Peters

pinball
machine

| Pinball Arcade
E Kansas City Systems

going through all the bother of
unplugging everything and
unscrewing the Plus 1 every
time | want to use the
program.

The reason is simple — part
of the code placed in page &D
is being overwritten by the
operating system, causing a
whopping great crash when it
is called by the program.

The second fault is the
fantastic amount of flicker
when the ball moves, Hasn't
the author heard of *FX197
The addition of this command
would make a world of
difference.

If Kansas cure these bugs
and brighten up the loader a
bit then it will be better valuea.

Roland Waddilove
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CoOCC70 Coomic
J'KELLE TN IS

OR SLOW MOTIoN

at the touch of a button

GAMES CONTROL

Enables high speed games to be learned at slow
speed with gradual increases with ability — Freeze
frame at will when the going gets “hot” - |deal for
younger children or those with slower reactions as

game speed can be setto enable rewarding results.

BUSINESS & SOFTWARE DEVELOPMENT
Invaluable tool for software development where
formation of graphics at slow speed aids
de-bugging and perfection.

EDUCATIONAL PROGRAMS

Simplicity in phasing program speed and hold
points to suit lecture or special emphasis. Infinite
advantages for many educational applications.

Manufactured
and marketed by
Cambridge Computing

L { $Enir

Please Supply [ | Slomo Screen Controller(s)
for Electron

= | B T e s

LY (o [ == RO UUUP TR

| enclose chegue/postal order for £ made payable
to Nidd Valley Micro Products Limited EUMBS

| wish lo pay by Access. My Card Number 15

T W |

Signature

Nidd Valley Micro Products Limited

61 Ditton Walk. Cambridge, CB5 807

EASY INSTALLATION
(SIMPLY PLUGS INTO THE MICRO USER PORT)
AVAILABLE FOR SINCLAIR SPECTRUM,
BBC A &B.ELECTRON, VIC 20, CBM 64

"World patents pending




Just what you’'ve

been waiting for!

Contains

32 page
booklet
giving clear,
easy-to-follow
instructions on
all 4 programs

* Spreadsheet *Database

Now they’re all together
-in ONE simple package

Word Processor: Ideal for
writing letters and reporls.
There is a constant display of
both time and word count,
plus a words-per-minute
display to encourage the
buddling typist! A unigue
feature is the double-size tex|
option in both edit and
printer mode - perfect for
young children and people
with poor vision.

Spreadsheet: Enables you to
use your micro for home
accounts or pocket money
records. It creates a display
of numbers in rows and
columns. Continuous
updating is possible, and a
changed figure can be
instantly reflected throughout
the rest of the spreadsheet.
Your results can be saved, to
be used for future updates,

It you want o start doing more with your micro than
just playing games, this package is your ideal
introduction te the four most popular applications for
professional computers. All the pregrams have been
designed for simplicity, so even a child can use
them. Easy, fully-detailed instructions are included.

ONLY

£5.95/£7.95

CASSETTE

DIsC

Database: You use this for
storing information, just like
an office filing cabinet. Facts
you have enterad can ba
quickly retrieved by just
keying in a word or part of a
word. They can be sorted,
replaced, saved for future
use or printed out,

or can be fed imto its
associated program . ..

Graphics: Part of the
spreadsheet section, it lets
you draw bar charts, pie
charts and histograms to give
a graphic presentation of
your figures.

[ . . --------‘--1

= uu_umunam copy/copies of [ BBC B cassette esss |
ini Office O Electron cassetie £595 | 1

B O | enclose cheque made payable to O BBC40-trackdisc  £7.95 ]

§  Dotebase Publications Lid O BBCBO-trackdisc ~ £7.95

' far £ Pleage tick box :
| wish to pay by

= O Access O Visa  Na. Expiry date I

Y Signed 1

H Name =
Address

i ¥

E Post to: Mini Office ofter. Database Publications, 1

BB Chester Finad, Hazel Grove, Stockport SK7 SNY. ]
L —— |



l 4 NGBS TGS

If wou have a Plus 1 software around at Fully analogue, ACORN
interface then you have  present that makes full use compalible, sprung retum to
paid a fair amount of of analogue joysticks centra joysticks to work with your
money for the A/D because it requires greater Plus 1 intefface or cther analogue

converter. Don't waste it skill fo both write the

by using switched joysticks program and use it. As

which will not run people bacome bored

programs that need full with the current gamaes.
analegue function. An the additional skills

intefaces. Already in use by tens
of thousands of BBC owners,
these British mode joysticks are
fully guaranteed and backed by |
our years of experience in the

X video games industry.
analogue joystick can needed for the analogue 9 Y
eqsily be made 1o joystick will become more "_a |
simulate the “faster” important. ACORNSOFT's A e e et I 6 clo i, One Joystick
action of a switched Aviator and Snooker are has red fire buttons the other green. £19.95
joystick if needed, but o good examples of full
switched joystick cannot  analogue use. The co- A Delta 3b"single” - A single joystick but with I
be made to simulate an ordination between hand the fire butions of two joysticks. £412.00
analogue one correctly.  and eye cannot be
Reality is analogue. For achieved if the rate that Coming soon: Conversion software utilities that
instance, objects have to  something moves on the will moke non standard games work on these
be accelerated to Q screan is determined in standard joysticks.
speed, they do not obtain  software without regard to ) ]
speed instantaneously the exact position of the Egl':% 33 é%ﬁgjf:lnﬁ'glb; ﬁ;ﬂﬁgl‘e “:'99'9
and the acceleration is joystick or the pressure .
DIGDGI'TiCnﬂl to the force {]DDE;EC’ ta it or the SDE,"E'd QL?I;:’ET%;’: not they can be arderad direct from
applied. There is very little  with which it is deflected '
Voltmace Umited
Py [ ——" Park Drive __
--====-Hf Baldock —
- e =E = | W;IEE-_
Prices include VAT and PAP. mi Bom

Tel (0462) 894410

for the Electron...

"Having now tried all the Epic Adventures, they must be the yardstick
by which 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.”

ELECTRON 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.
— ----—-----—----

TO- EPIC SOFTWARE, DEPT.E. 10 GLADSTONE ST., KIBWORTH BEAUC HAMP,

PLngt moving characters WI'[iTI': - ' LEICESTER LES DHL Please RushMe- | casseETTE | DISC_| STATE |
@ intelliger” ~ - Andyou canta ] o aty THE WHEEL OF FORTUNE £995 | £1195 |BBC i
varying m g .y CASTLE FRANKENSTEIN £7.95 g5gs | SRETHA
them too© acie AN speech Rl ..._.qy THEGUESTFORTHE HOLY GRAIL £7.95 £9.95 | g Graphics i
® Multistatement languag 1 gty THE KINGDOMOF KLEIN £795 2995 | cnblevon
.',mgrpreteTS. POSTAGE & PACKING FREE FOR 2 OR MORE. ADD 50p FOR ONE
° Runs in real fme. 30 nl.'lﬂ I | enclose Cheque/P.0. to the value of . .. (Payabie to Epic Software’) l
@ 250 |ocations and OVTF E s | rare |
haracters of text. Qﬂ P n pack s0
= mpression techniques can P | AoDRESS |
co -
Cauch into the Electrort _ POSTCODE |
o All programs avadable for mmediate despatch. Dealer enguiries welcome, Help Senice
i - TR Send letter if you don't want ko cut magazine '
EPIC ADVENTURES...EPIC ADVENTURES...EP

IC ADVENTURES...EPIC ADVENTURES...EPIC ADVENTURES
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19 REM Claypiqeons by A
G Martin

20 MODE1:#FX4,1

30 VOU23,1,0:0:0:0%

40 DIM hsXlk),.name$is),C
onfild)

50 EWVELOPE!,1,1,1,2,2,2
1 126,0,0,-126,126,128

&0 ENVELDPEZ,!,1,1,2,242
42, 126,0,0,-124,128,128

70 FORIZ=1TO&:hsX{1X)=1:
named (1%)="AEM Software":NE
IT

B0 FORI%=1TD14:READ coaf

(IX1:NEXT

20 COLOUR 2:VDU19,2,9;0;
tPRINTTAB(13,2) "CLAYPIGEDONS
*; COLOUR 3

100 PRINTTRBLL,.B] "Instruc
tions:"

{10 FRINTTAB(L,10) *You ha
ve 50 clay pigeons and you"
+TABI1,12) "have to hit as &
any as possible.”

120 PRINTTABI(1,16)"To mov
e the gunsight:",TAB(L,18]"
I = left,¥ = right,: = up,/

= down",TAB(1,20) "Space ba

r far firing the gun.®

130 PRINTTABIL,22]1"Fast o
r Slow (F/S)"

140 fs§=GET§:IF fs§="F" 2
aX=5:80TD170

150 IF #s§="5" aol=2:60T0
170

150 BOTOI30

170 NODEmaY:IF moX=2 VDUI
9,2,3:0;

180 VDU23,0,030;050; :4F X4
0
¥

180 VDU23,224,0,0,0,24,24
,0,0,0

200 VDU23,225,24,36,54,90
70 ,66,35,24

210 VDU23,226,128,66,0,24
.24,0,65,128

220 vDU23,227,0,0,0,0,8,0
0,0

230 MOVE142,292: DRANL10E,
292:DRAWEL0S,908: DRANLAZ, 90
sDRAWI42,292

240 BCOLO,1:VOULS,1,0:0::
FORI=294TOS0MSTEP4: PLOTTT, S
00, L:NEXT:VDULY, 0, 1503

Turn to Page 53
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'EXCELLENT ... ...thoroughly recommended’

D.P. Publications have built up a reputation for low priced high quality products. Don’t miss two exciting new products which
could be ideal for YOU!!!

Electron and BBC BASIC, Quick Reference Guide for Prugranir};rs (154 pages}

This guide brings to your attention the vast array of superb programming facilities
available and should prove an invaluable aid to any programmer whether beginner or
experienced, in producing better programs more guickly.

The review in the October issue of ‘ELECTRON USER’ said:-

_It's cheap, but it's also excellent. What you get for your money is an alphabetical
g{.u de to over 200 reserved words and operating system commands, Elaborating
on these are some extremely useful exa mple programs and a brief note an the differences between prey
the BBC Micro and the Electron. The main part of the book is taken up with the directory ""m:-:du.
kaeywcl rds —and what a treasure trove itis . . . lucid, thorough and surprisingly readable ==
. thoroughly recommended™.

Data Structures Demonstrator — Cassette (55k of programs)
and Workbook (93 pages)

This coordinated package of cassette plus workbook runs on either the BBC or the
Electron. If you arewriting programs which need to have data

added, deleted, or retrieved then this package should be a must. You are notalone
in finding it difficult to imagine how your computer handles Data Structures
{Linked lists; Hash tables; Binary trees etc), Our programs make it visible and the
workbook provides exercises to ensure you can more quickly understand and then
use Data Structures

“It looks very useful”; It should help a lot of students grasp the concepts more
readily”; “My students think it's fantastic” (Lecturers comments),

Prices include postage end packing. Send cheque postal order 1o

D.P. Publications Ltd, JNO BE.ITER

iDept E) - 12 Romsey Road - Eastleigh - Hants
Or telephone (0703) 617353

far your copy of our FREE CATALOGUE giving full details of all our products.

What the Acorn Electron
has been wumng for!

Available as a 'bare’ ROM ar
= a ROM Cartridge fur the
‘Plus I’ interface

VALUE'

Latest version of Forth for
the Electron (Not re-hashed -_'-"'---._.,
Farth 79 Code)

Unigue Stack Display Utility ———0

ACORN |
OFTWARE ELECTRON
MULTI - FORTH 83

e Multi-tasking operating

16k Eprom type 27128 —— systemn for Real Time use

Wicro and, s
and Spectrum Forth
Dawvid Husbana 15 the gen
Multi-Forth 83
n the ROM area :I‘.l
number of Farth p
of each '_'-'."L' p a: r
twenty L"«.]
Multi-Forth 83 is also comp
vectored to enable a system 10
5 andard 6502 Assembler, a Standa

6k Eprom type 27128 which si
with any other ROMsS in wse. It then

ms to run simultaneously and transpe t
h task in a queue, up to a maximum of

Stack Display
vy SOFTWARE |
, DU : old as ROM which
'-' cd ”‘a '”rh-L 5 Neec |"’I he Standard Acorn Electron

MULTI-FORTH 83 FOR THE ACORN ELECTRON
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10,20
30

40

50-70

80

90,200

100-140

150-190

THIS month's Program,
from Neil Cawthorne af
Richmond, uses VDU 29
and one Procedure to
produce a spectacular pat-
tern,

Try varying the positian
of the origin ang the STEP
T parameter for some wvary — —

different results.

PROCEDURES

The usual REMSs explaining what the
called and who wrote it,

Puts the Electron in Mode 1, See what happens
with the other graphics modes.

The VDU 29 shifis the origin into the middle of the
screen at the position 640512, Don'y forget the
seMicolons, gr havoe ensues!

Form a FOR NEXT loop. Try varying the valyes
of radius and also the size of the STEP paramater

F‘HDCmanf.‘a'al.ra{i.'u:sl calls the procedyre defined
inlines 90 10 200 Each time round the loop, ragiys
will have a different value and so the procedure will
Operate with a differant value of we.

Brings the program I:l:IE|HF!fTéif[{"rTr'|Lr|'C|r:|pi_r.PH:1E|.'1.
If it was missing the program would carry on intg
Procedure definition with unpredictable
results,

Tells the Electron that the lines between the DEF
PROC and the ENDPROC of ling 200 are to form g
Procedure callad PHDCrnarrn.}lan‘wl. This
procedure can be called by nama and the value in
the brackets at the and of the name will be given to
the variabla w.

Produce the “inside” squarg. They MOVE the
graphics cursor to the position O.w relative 1o the
ew origin in the centre of the screen. Than they
draw the inside lines,

These do the same for the outside

program is

SQuare

Calls

the "/’

erocecm

Frocedure_|

Lhat drows
the squares

fﬂ 12749
Origin  VDU29, 640: 512-
512
Origin "
0
-512
-G40 ) 640

X-axis

Diagram |+ Origin Shif;

WA Wy

0w

W—w 0w
Oiagram Ji. Mandala

W, —w

1@ REM ORIBINS
28 REM NEIL CAWTHORNE
38 MODE | =
4B VDU 29, 54835123
58 FOR radius= 58 TO Sep

O STEP 5@
48 PROCmandalairadius)

78 NEXT radius

88 END
" 98 DEF PROCmandala(w)

100 WOVE 8,0
118 DRAN -u,B L
120 DRAN @,-w =
130 DRAN w,@
142 DRAN B,n
158 MOVE -w,n
168 DRAN =w,=n
170 DRAW w,-w
180 DRAW w,u
198 DRAN -w,n

. 288 ENDPROC
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WITH this article we've
reached the and of our
exploration of the
Electron’s sound facilities.
You may have noticad that
during our tour of the
sound channels we've
steared well clear of tha
formidable looking
ENVELOPE command.

Before we get to grips with
it, run Program | and make
sure that you understand
what's happening.

1@ REM PROGRAM I
20 FOR pitch=102 TD 148
1 I8 SOUND h'ﬂ.lﬁtl:h.!'
. A@ KEXT pitch
5@ FOR pitch=140 TO 110
STEP -1
b@ SOUND 1,-15,pitch,2
78 NEXT pitch
B0 FOR pitch=118 TD 148
98 SOUND 1,-13,pitch,2

180 NEXT pitch

It consists of three FOR . ..
MNEXT loops each containing a
SOUND command. The first
loop increases the pitch of the
note played, the second
decreases it and the third
increases it again. The note
seems to go up in pitch, then
down, then up again.

Mow run Program || and see
if you can hear any difference.

[ 10 REN PROGRAN II
| 29 ENVELOPE 4,18,1,-1,1,

i4I.II.II.lib.lql.-lﬁ-ll‘&.I
126
|38 SOUND 1,4,188,200

It sounds exactly the same
doesn't it? Motice that we're
anly using one SOUND com-
mand with a pitch parameter
of 100 yet the note is going up
and down.

Something is affecting the
pitch of the note produced by
the SOUND command and,
obviously, it's the ENVELOPE
command of line 20 that's
responsible.

At first sight the ENVELOPE
command is a fearsome beast,
followed as it is by 14
numbears. However with closer
acquaintance you'll find that
it's quite tame really.

The structure of the com-
mand is:

ENVELOPE n,s,Pil,Pi2,
Pi3.Pri,Pr2,Prd,
126,8,8,-124,126,124

I've used the same par-
gmeter names as the User

NIGEL PETERS concludes his guided tour
around the Electron’s sound commands

Finally, lets lick
that ENVELOPE

Guide for the sake of consis-
tency. Don't let all these
parameters put you off,
They're not all that bad,
especially the last six:

126,8,0,-126, 126,128

which are always the same,
just being there for reasons of
compatibility with the BBC
Micro.

They could be any numbers
really, as the Electron ignores
them, but they have to be
there and it's best 1o get into
the habit of being as com-
patible with the BBC Micro as
possible.

That now leaves us with
eight parameters, and ona of
those is quite aasy. The n
paramatar is just a number
between 1 and 16. It's used to
label the envelope we're defin
ing with the ENVELOPE com-
mand.

The Electron allows you to
define up to 16 of these
anvelopes which can be called
by number as you want them,

Im Program 1l line 20 had an
EMVELOPE command with
the n parameter of 4. Hence
the envelope defined by ling
20 was labelled 4.

Used on its own the
ENVELOPE command doesn’t
prodace any noises. You can
type in ENVELOPEs until
you're blue in the face but the
Electron will stay mute.

To hear an envelope in
action you have to use the
familiar SOUND command in
a slightly unfamiliar way

Have another look at line
30 of Program Il. MNotice
anything unusual?

38 SOUND 1.4,108,200

The second parameter of
the sound command, the one
that contrals the volume, is 4.
Up until now, we've always
used wvalues between O and
—15, never a positive numbear.

As you might guess, putting
a positive number betwean 1
and 16 in the loudness
parameter calls up the relevant
envelope.

In this case the number was

4, 50 the envelope used to
modify the effects of the
SOUND command was
envelope number 4.

MNotice that the envelope
has to be defined with an
ENVELQPE command before
yvou try to refer to it in your
SOUND command.

Once you've defined an
anvelope you can use it as
often as you want, it'll stay
lurking in the Electron’s
memaory until you switch off or
redefine it with another
EMVELOPE command.

The next seven parametars
are the gnes that do the work.
The & parameter just sets the
time period that the rest of the
parameters use,

As vou'll have gathered
fram Program |l, the pitch of
the note is going up and down
and up again in regular steps.

The s parameter just tells
you how long these steps are,
measured in hundredths of a
sacond. The value of s can vary
from 1 to 127.

One thing to be wary of is
the difference between the
units that s is measured in and
those that are used in the
duration parameter of the
SOUMND command. 5 is meas-
ured in hundredths of a
second, so making 5 equal to
100 means a step length of
exactly one second.

Somewhat confusingly, the
duration parameter of the
SOUNMD command is meas-
ured in twentieths of a second.
g0 a duration of 20 produces a
note of exactly one second's
length. Beware of mixing the
two up!

The ENVELOPE command
of Program Il has an s
parameter of 10, so each step
of the envelope lasts 10 x
1/100 or 0.1 seconds.

Don't worry too much if you
don’t understand why we need
the s parametar, it will become
clearer as we use it.

Mow we come to the
parameters:

Pil,Pi2,Pi3,Prl,Pr2,Pr]

These are actually three

sets of two parameters. AT
and Pr? are linked together, as
are Pi2 and PrZ. | leave it 1o
you to guess what Pi3 is linked
with.

The range of values that
these parameters can take is
shown in Table 1.

As you have heard in
Program |1, the effects of the
envelope on the note
produced fell into threa stages.
This is true of the effects of any
envelope which can effect the
pitch of a note in up to three
different stages.

The first stage is governed
by Pi! and Prl. The value
given to P/l decides how
much the pitch of the note will
vary for each step in the first
stage of the envelope.

Pri decides how many of
these steps make up the first
stage of the envelope.

Take a look at Program |11
which gives values to AT and
Pr! but ignares the other
stages of the envelope, giving
them 0 parameters.

1@ REM PROGRAM 1]

28 ENVELOPE 18,58,5,0,8,
20,0,0,126,0,0,-126,126,126

38 SOUND 1,18,58,208

You should hear the note
rising in pitch in 20 half second
steps.

Working along the
ENVELOPE command from
left to right, the first parameter
we come 1o s the n parameter.
Thisis 10, so0 when we want 1o
use this envelope to effect a
SOUND command we put 10
in its loudness parameter, as
you can see in line 30.

The s parameter has the
value 50 so each step that the
ervelope takes will last 0.5
seconds (50 x 1/100). The AT
parameter has the value b, so
the pitch will increase by a
value of 5 every half second.

Skipping over the O's to get
to the Prl parameater we find it
has the value 20, so there will
be 20 increases in pitch.

Run Program (Il again and
see if you can hear this. Try
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Parameter Range Meaning
fi 1-16 Envelopa number
1-127 Stap length (0.01] sec
A== {+128) {switches off auto-repeat)
-128
Pi1 to Pitch increment stage 1
127
-128
Pi2 to Pitch increment stage 2
127
-128
Pi3 to Pitch increment stage 3
127
1
Pr1 to Number of steps stage 1
2556
1
Pr2 to Mumber of steps stage 2
255
F
Pr3 to Number of steps stage 3
266
) 126
U 0
M 0 Dummy values used to
M -128 ensure compatibility
I 126
E 126
5 126

Table I; ENVELOFPE parameters

varying the values of AT and
Pri to see what happens.

The pitch increments (Ps
can lie betwean —128 and
127, while the number of
steps in each stage (Prl/ can
take wvalues between 1 and
258,

Don't worry if you get some
strange results, all will be
explained.

For the time being |I'd
advise you to keep 5 at 50 o
you can hear the individual
steps as they take place.

Mow try Program IV and see
if you can see what's happen-
ing.

10 REM PROGRAM IV
20 ENVELOPE 1.15&15|"3.'
| (18,10,8,126,8,0,-126,126,1
| 26

|38 SOUND 1,18, 50,200

The first two parameters
are the same as before, but
now AT is 5 and Pr! is 10,
giving a first stage where the
pitch goes up by 5 for each of
10 steps. Since each step lasts
0.5 seconds, the first stage
lasts for a total of 5 seconds,

When tha first stage of the
envelope has finished exerting
its influence on the SOUND
command of line 30, the
second stage starts. P2 has a
valua of —3 while Pr2 is 10.

This means that in the
second stage of the envelope,
the pitch decreases by 3 for
each of ten staps. As deter-
minad by the s parameter,

gach step lasts 0.5 seconds.

Since Pi3 and Pr3 are both
0, there is no third stage.

Program V, howewver,
shows all three stages of the
envelope in action. Motice that
the duration parameter of the
SOUMND command has
changedq.

18 REN PROGRAN V
28 ENVELOPE 1@,58,3,-3,2
1515|5|IH|.|'.'[2&|I?’E'11b

3@ SOUND 1,18,30,158

Here the values of AT and
Pi2 are the same as before,
giving the same pitch
increases and decreases for
the first two stages.

Howewver the number of
steps in each stage has been
decreased, both Prf and Pr2
being reduced to 5,

Giving Pi3 the value 2
means that in the third stage
the pitch increases again,
rising 2 with evary step.
Having Pr3 equal to 5 means
that there will be five of these
increments.

And that raally is all there is
to understanding the
ENVELOPE command.

As you can see from the
above, it's not nearly as
formidable as it looks when
taken step by step.

All that remains is to clear
up some minar paints,

You may have been sus-
picious of the way that the
time taken up by all the steps
of the anvelope just happen to
have equalled the duration

parameter of the SOUND
command used.

In Program V the 15 steps.
each lasting for half a second,
took up 7.5 saconds. This was
also the time specified by the
duration parameter of the
SOUND command.

Was this coincidence? No.

it wasn't. | admit to fixing it.
but plead that my intentions
weare honourable. | just

wanted to make things sasier
for you (and myself].

| made sure that the times
set by the ENVELOPE and
SOUND commands were the
same to keep things simpla.

Program %I shows us what
happens if the time specified
by the ENVELOPE command
is less than that specified by
the duration parameter of the
SOUND command.

.2151=| 1“,',..'11&113.11
L]

18 REM PROGRAN VII
20 ENVELOPE 18,178,35,-3,
3

1@ SOUWD 1,18,50,200

any influence. The note stays
at the final pitch for the
remaining 2.5 seconds.

parameter of the envelope
you'll see that it is 178.

what | told you earlier, s
seeming to be out of range.

order to prevent the envelope
aute-repeating 've added 128
to the s parameter. The s
parameter was 50, so adding
128 to this gives the 178 seen
in line 20.

across this out-of-range s

r 18 REM PROGRAN VI
| 28 ENVELOPE 18,59,5,-3,2
!,Eqﬁ.rﬁ,uﬁ,l.l,'l?hlzhﬂi

parameter it realises that it
isn’'t supposed Lo auto-repeat.
It then takes 128 from the s
parameter and what is left is

'[ 3@ SOUND 1,18,58,280

As you can hear, the
envelope has its wicked way
with the SOUND command
and then. not satisfied, starts
all over again.

What's happened is that the
envelope has 15 steps, which
take up a total of 7.5 seconds.
The SOUND command is
going to last for a full 10
seconds.

For the first 7.5 seconds
everything is fing, but then the
envelope finishes., The
SQUND command, howeaver,
still has 2.5 seconds to go, and
the 10 in its duration par-
ameter tells it that it is still
under the influence of
envelope 10.

The poor old SOUND com-
mand makes the best of a bad
job and goes back to the
beginning of the envelope and
carries on under its influence
for the time remaining. The
envelope is said to auto-
rapeat.

At times you might not
want this auto-repeat to
happen. Of course you could
do what | did above and make
sure that the time periods of
the ENWVELOPE and SOUND
commands coincide, but this
isn't always practical.

There is another method, as
shown in Program VIl

As you can hear, the
auto-repeat has gone. The
envelope has its effect for 7.6
seconds then it stops having

the dasired length of each
step, in this case 50,

repeating, add 128 to their 5
parameter.

the envelope lasts longer than
the sound, as in Program VIII?
Here the envelope appears set
to last for 7.5 seconds while
the SOUND command only
plays a note of 5 seconds in
length.

If vou look at the s

This seems to clash with

What's happened is that in

When the Electron comes

So to stop envelopes auto-

But what, yvou may ask, if

5.5,5,126,0,8,-126,126,126

18 REM PROERAM VIII
28 ENVELOPE19,30,5,-3,2,

38 SOUND 1,18,58, 100

duration parameter of the
SOUMND command is satisfied
it finishes. The rest of the
envelope is ignored.

tour through the Electron’s
sound commands. If you've
read the articles yvou should by
now have a fair mastery of the
mMIiCcra’'s Noises.

practise it. Although limited
when compared to the BBC
Micro, the Electron has avail-
able a wide range of sounds.
Use them in your programs,
they’ll brightan them up no
end.

Roland Waddilove's Sound
Generator, which appeared in
the October 1984 issue.

The answer is that when the

And that's the end of our

But don't just read about it,

And if you find it difficult, try

Have fun!
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HARDWARE REVIEW

THE Mushroom sideways
ROM card from Broadway
Electronics allows you to
add the powar of ROM
software to your Electron.

This software is software on
a chip, instantly available to
the Electron via a * command.

As it takes over the space
normally used by the
Electron's Basic it still allows
you your full 32k of user
memaory, unlike programs
loaded from tape.

So what sort of information
can you possibly want on extra
ROMs?

Well at the moment | am
writing this on the Edword
word processor which is
stored on a sideways ROM

| have no access to Basic at
the moment — | don't need it
but | do have access to all the
normal RAM for my text.

Word processors on tape
take up a lot of normal
memaory for themselves, so
thera is less froe for producing
letters. ROMs avoid this.

| hawve also put into the

ROM card expands
Electron’s potential

ROM card a memory monitor
program, Spy2. This is the
nosy person's guide to what
goes on in programs. Bacause
it does not use normal user
memaory, it i5 possible to study
any Basic or machine code
program.

The Mushroom ROM card
has four sockets so it would
also be possible to fit a
spreadsheet program, a
agraphics/design program or
evVen 3 game.

If you have access o an
gprom prugrammer—atlewt:i?.
not a person — it is possible to
store your own programs on a
chip. which costs about £7.

The huge advantage of this
is that an 8k program can be
loaded into normal memaory in

about two seconds.

The ROM card fits firmly
into the Electron’s expansion
port. | find it rather a tight fit
and it needs some strength to
push it on and to remove it.

Incidentally, always turn off
the power to your Electron
before connecting the card or
inserting any ROM.

Having got your ROMs they
are loaded with a * command
To use Edword you just type
*EDWORD and it runs straight
away

There are two types of ROM
programs. Language ROMs do
not require the Basic language

they operate instead of it.

Program ROMs do require
Basic and are loaded by a *
command into RAM so that

Basic can then be used. This is
what takes two seconds.

To say that Electron ROMSs,
ar firmware as it can be called,
is in its infancy is a bit of an
understatement. The only
ROMs | have come across so
far are designed for the BEC
Micro! Many howevar will
work for us Elactron owners,
aithough sadly one of the most
popular BBC Micro ones,
Wordwise, does not.

I would say this device i1s a
vary useful addition to the
Electron. It provides the start
for many serious computer
applications and with its
gxpansion port it means you
could still connect your printer
port or joystlicks

Rog Frost

A WINNING HAND

PETTIGREWS DIARY £7.95
Three PPart 90K adventure taking you
from the serene Oxfordshire countrvside
through bustling London streets, to an
epic journey through Europe. Superb
family entertainment flled with intrigue,
acuon and suspense. “Pride of place for
the most original and entertaiming
Adventure it’s got o be value for
moency” Computer and Video Gawes
adventure supplement ).

EMIPIRE £6.95
Exciting game of strategy with eaight
levels of difficulty. Destroy the evil
Empire before n conquers the world —
Played on a world map. *“This is a terrific
game — visually awractive and highly
addictive'” Home Computing Weekly.

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

AVAILABLE NOW AT ALL GOOD STOCK-
ISTS or by MAIL ORDER (send cheque/P0) to:
SHARDS SOFTWARE Rovcraft House, Linton
Rd, Barking, Essex. OR Telephone through vour
Access/Visa order 1o 01-591 7666,

Selected
Stores
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You'’re never too young to
play a Magical Adventure on
the BBC Micro or Electron!

Based on the style of the

classic computer adventures —
but written so that even small
children can learn to find their
way around, encouraged by

colourful graphics and

exciting sound effects.

The pack contains a 48-page
full colour storybook
PLUS
a full length multi-location
adventure on cassette
for only

£8.95!......
Read the book
— then play
the game!

\" *-*:_:_-. :
‘ ] = Q'.- lg "':
cumputet A g Wﬂgff - ,: (E—»,_v s
The €O poppy Coord TR
of P?hzftﬂﬁ pn or HL i \ X ‘5'.*1 ’!
a“d plicatio? P BBC Micro <Y
A Databes® L ____________-——-""__ & Electron

———--—----—_1

Please send me the complete Magic Sword pack ]! enclose my cheque for £8.95

I containing storybook and cassette to: payable to Database Publications I
(0 Or debit my Access/Visa card:
I Name I
Address N
' Signed l
I SEND TO: Adventure offar, Europa Housae, 68 Chastar Road, Hazel Grove, Stockport SK7 5NY I
. ® B & & B & &8 & B B B =& B &8 B B B |
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Chart it in
owerful 3D

Liven up your statisti-cal presentation
with JON WILLINGTON'S striking
graphics utility program

FIE-CHARTIST is a graphics
utility program occupying
about 2.5k of RAM.

The user inputs data which
is then displayed graphically in
the form of a three dimen-
sional pie-chart,

The routine incorporates
full labelling of the chart and
the four colours of Mode 1 are
used to give a clear and
visually attractive result.

The program would prove
almost impossible to transfer
to any other micro, as it
ralies heavily on the powerful
graphics commands of Electon
Basic.

When the program is run,
the user inputs his data in the
form of a table, which is then
serolled to the bottom of the
screen and the chart plotted
above it

18 REM #ae# PIE-CHARTIST
HEF
20 REM #+ Jon Willington
HE
25 REM ##(C) ELECTROM US
ER ##
I8 HODEIL
49 XT=pAR:Y1=512:01=400:
Ki=130
30 VDUL, 3. 4;0;19.1.6:0;
&8 V=R:01=-50
70 A$="PIE-CHARTIST":PRO
Ctitle
88 PROCinput
98 REM# Calculate angles
of sectorst
180 T=4B-2#M:R=T/V
110 FOR B=1 TO M:@(B)=Q(B

1#R
120 DI(BI=INTR(B)-(Q(B)-IN
TR(B)}.3)
130 NEXT:F=1
142 FOR B=1 TO N
150 HX(B,1)=F:HLI(B,2)=H){
B.11+Q(B}
168 F=HY(B,2)+2:HEXT
178 P=(HLIN,2)+1)/(20P)
188 BCOLI1,129
190 REM ##% [raw sides of
sectors #ik
100 VOU23,1,8;8:8;0;
210 FOR AX=1 TON
220 M=HIL (AL, 1) /P
230 MOVE X%, Yi:MOVEXR, Y%
on
240 IF COSM:@ PLOTET,JEC

OSIM)+X% . KXeSINCN) +YE: PLOTE
3.0,0%

250 MOVE XX, YX:MOVEXX,YX+
i

260 M=HX(AX,2}/F

278 1F COSM{@ PLOTE7,J%#C
DS{M)+XX, KXSIN(M] +YX: PLOTE
3,80

280 MEXT:GCOLR.1

298 REN ### Draw top of p
ie HEEE

Te@ vDU 23,1,0;0:8:8;

310 FOR A=l TO N

J28 M=(HI(RL, 1M/P)

JI0 MOVEJX=COS(M) #XZ,KX%5
INTH)#YY

J48 FOR FX=HL(AX,1} TO HX
(AL, 2]

358 MOVEXY,YY
J&@ PLOTES,JXRCOS (FL/P1+X
T ERESIN(FE/PI+YY
378 MEXT:NEXT:GCOLA,Z
IB8 REM ### Draw cutside
of pie #H¥
J92 FOR A%=1 TON
498 FOR FY=HItAT,1) TO Wi
(AL, 2)-1
A1@ M=FL/P:V=(Fi+1) /P
422 IF SINM)@ THEN 448
418 MOVEJX*COS (M}+1X,KN#5
IN{MI+YE:FLOTE, R, DX PLOTES,
JURCOS (W) XL KLECINIVI+Y P
LoTe:,e, D
440 NEXTINEXT
458 REW #34 Label sectors
i
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452 FOR M=1 TO N

470 U={HX(N,2)-HLIM, 10012
AT R

430 GCOLA, 1:VDUS

450 WMOVE4DDECOS(VI+XL, 150
#$SINIVIH490

€80 DRAWEEDECOSI(V)+XY, 223
5INIVI+SIR

510 MOVES1R#COS(V)+XY,233
#5INIVI+532

£20 GCOLA,2:PRINTCHRE {94+
Mi;CHRS(411:BCOLR,I

538 NEIT

548 REPEAT UNTIL FALSE

530 END

568 DEFPROCinput

578 VOU4:COLOURIZ2B: COLOUR
1

W

.’..——=-;-.;.-...-n samEREI

SB@ VDUZ3i, 1,0 mp0;0;

598 INPUTTAR(2,B)"TITLE O
F CHART®, A%

528 INPUT TAB(2,18)"NUMBE
Rk OF SECTORS (MAX: 18)°N

b18 IF NCI OR N8 THEW V
DU7:CLS:B6OTOAER

628 DIM DIN),HIIN,2]

538 PRINT'"MOW COMPLETE T
H15 TABLE®

548 W=INKEY(15@)

458 VDUL2,17,2,17,131

568 PRINT'''® MNAME OF E
NTRY":SPCY; "WALUE®; SPC1R

678 BCOLR,!1

L8R MOVER,928:PLOTL,R,-3b
- (N#32)

698 PLOT1,1279,B:DRAN1IZTY

l‘qIE »

T8@ BCOLI, 1:MOVELAR, 928

718 PLOTL,,-36-(Ne32):C0
LOURY28:COLOUR 2

T20 FOR A=1 TO N

738 PRINTTAB(L,3+A)CHRS (9
b+A) s CHRE4T

T4R INPUTTABIS,J+A)DYS

758 INPUTTABL2S,J+AIQ(A)

T6B V=VeD(A)

T78 NEIT

788 FOR B=! TD (31-VPOS)

798 voust,e,e, 1l

80@ VDU23,1,B;0;0;0;

B18 DELAY=INKEYS

BZB MEXT

838 PROCtitle

B4R VDUZT,D; N#32)/2;

852 ENDPROC

Bad DEFPROCtitle

870 COLOURI31:PRINTTAB(,
B)STRINGS (82, CHRIZ)

BBA VDUS:CV=44R-(LENASELS
]

8986COL@, 8: MOVECY, 1815: PR
INTA$:MOVECV+4, (B11:PRINTAS
:6C0LA, 2:MOVECY+E, 1287 FRIN
Th$

908 VDU 4

718 ENDPROC

This listing is included in
this month’s cassette
tape offer. See ordar
form on Page 47.
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Malke light work of listings

To save vnur"ﬁnmn most of tha listings in Electron User have besn put on tape.

On the January tape:

SPACE BATTLE Deswroy the deadly descending aliens!| NEW YEAR A sound and graphics greeting.
ESCAPE FROM SCARGOV Minefield action. PIE CHART Statistics made simple, I:LA‘{FFEEGN
An Electron birdshoot. ORGAN Music maestro please! NOTEBOOK An original program. RANDOM
NUMBERS Or not so random! SNAKES Reptilean arcace action. CHEESE RACE Beat rival mice

On the Decamber tape;

CHRISTMAS BOX Align the presents logically, SILLY SANTA Sort out the muddie. SNAP Match
the Xmas pictures. RECOVERY The Bad Program message tamed. CAROL Intarrupt driven muséc.
AUTODATA A program that grows and grows. NOTEBOOK Simple string handiing.

On the November tape:

S5TAR FIGHTER Anti-alien missions. SCROLLER Wrap around machine code. URBAN SPRAWL
Emvironmental agtion game, SPELL Alphabetic education. JUMPER Level headed action. CAESAR
Code breaking broken. KEYBOARD Typing gama.

On the October tape:

BREAKFREE Classic arcade action. ALPHASWAP A logic game to strain your brain. SOUND
GENERATOR Tame tha Electron's sound channals. MULTICHARACTER GENERATOR Complox
characters made simple. RIGEL 6 Out of this world graphics. MAYDAY Help with your morsa code
NOTEBOOK Palindromes and string handling.

On the September tape:

HAUNTED HOUSE Arcade action in the spirit world. SPLASH A logic game for non-swimmars,
SORT SHOWS How sorting algorithms work. SORT TIME The time they take. CLASSROOM
INVADERS Multicoboured characters go to school. SAILOR Nautical antics. MATHS TEST Try out
your mental powers. -

On the August tape:

SANDCASTLE The Electron seaside outing. KNGOCKOUT Bouncing balls batter brick walls.
PARACHUTE Keep the skydivers dry. LETTERS Large letters for your screen. SUPER-SPELL Taost
your spelling. ON YOUR BIKE Pedal power comes 1o your Electron. SCROLLER Sliced strings slide
sideways. FLYING PIGS Bacon on the wing.

On the July -

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

On the June tape:

MONEY MAZE Avoid the ghosts to get the cash. CODE BREAKER A mastermind is needed 10
crack the code. ALIEN See little green men — the Electron wey! SETUP Colour commands without
tears. CRYSTALS Beautiful grophics. LASER SHOOT OUT An intergalactic shooting gallory.
SMILER Have a nice day!

On the May tape:

RALLY DRIVER High speed car control. SPACE PODS More aliens to annihilate. CODER Secret
massages made simple. FRUIT MACHINE Spin the wheels 1o win. CHASER Avold your opponent
1o survive. TIG-TAC-TOE Electron noughts and crosses, ELECTRON DRAUGHTSMAN Create and
save Electron masterpieces.

On the April tape:

SPACEHIKE A hopping arcade classic. FRIEZE Electron wallpaper. PELICAN Cross roads safely.
CHESSTIMER Clock your moves. ASTEROID Space is a minefield. LIMERICK Automatic rinymes.
ROMAMN Mumbers in the ancient way. BUNNYBLITZ The Easter program. DOGDUCK The classic

logic game,

On the March tape:

CHICKEN Let dangerous drivers test your nerve. COFFEE

A tantalising word game from Down Under. PARKY'S PERIL Parky's lost in an invisible maze.
REACTION TIMER How fast are you ? BRAINTEASER A purzling program. COUNTER Mantal
arithmatic can be fun! PAPER, SCISSORS, STONE Out-guess your Electron. CHARACTER

GEMERATOR Create shapes with this utility.

On the February tape:

NUMBER BALANCE Test your powaers of mental arithmetic. CALCULATOR Make your Electron a
calculator. DOILIES Multi-coloured panerns galore. TOWERS OF HANOI The age old puzzie.
LUNAR LANDER Test your skill as an astronaut. POSITRON INVADERS A version of the old

arcade favourite.

On the introductory tape:

ANAGRAM Sort out the jumbled lotters. DODDLE Multicoloured graphics. EUROMAP Test your
raphy. KALEIDOSCOPE Electron graphics run riot CAHTA.L% Mew upper case letters,
ROCKET, WHEEL, CANDLE Three fireworks programs. BOMBER Dvrop the bombs before you

crash. DUCK Simple animation. METEORS Collisions in spaca.

[ HOW TO ORDER St

Eiectron User, Europa House.
""""" B8 Chester Road, Harel Grove, l
Stockport SKT7 SNY.

AdAreSE oo

B Pleasesendmethe following Electron User cassette tapes: |
l Ten programs from our January issue _........... S Lo, 1 £ .
[ Nineprograms from the December issue ......... e et i [ |
. Nine programs from the NovemBer iSSUE ........eeee e eersereseesens i .
I Saven programs fram the October issus ... £ .
. Mine programs from the September issue .. 2 l
. Fourtean programs from the AUQUST EBSUE .......coiiiieime i sssrsssnes . E I
. Ten programs fram the July issue £
. Ten programs from the June issue ... {08 e enmrnat s as ST RN T [ .
Twelve programs from the May issue ................... | s E l
. Eleven programs from the April issue —— ——— e £ l
l Twelwe programs from the March issue ........ g gacr e £ .
. Nine programs from the February issue ........ ; e e LR AR ANy wh e il {7} l
[ | 26 programs fram the introductory ISSU8S .........cocoooiiiiinnnnn. g £ [ |
I | enclose the sum of £ l
: Name ........ st SR e ; g 25 oo POST TO: Tape Offer, =
|
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REWRITE THE HIGHWSCORE TABLES

So, you've gﬂtan Electron. You've also got enemies. With the Gunshot, you'll have all the opposition cowering in
corners. 8-directional action and an all-in-one moulded stem allows accurate annihilation and strength

to survive those all-night sessions. Dual fire buttons for fading fingers (and a rapid fire
version when they're really coming thick and fast). And, if you break it (and we know
you'll try) our 12-month guarantee will prove invaluable. Only £8.95.

For the Gunshot, Vulcan's totally hardware Electron interface comes with a free tape

which converts all keyboard software for joystick use. And it'll allow you to destroy BBC

game enemies on your Electron, too! £19.95, 12-month guarantee
See the range of Vulcan
joysticks and interfaces at vu L l: A“

your local stockist ...

e we'll see you on the high ELE[T“ nI[.j LTI]
; score tables. 7"
:. BRENT STREET HENDON NW4 1BH TEL: 01.203 6366 M-/ gﬂfﬁg
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Hissing Sid is hungty:

SNAKES, by ANDREW
LOGAN, is a simple but
compulsive game that will
have you glued to your
keyboard. B

The idea is that you arein 1 at T N - =
control of a rapidly moving 3 L p R "y - ——
“"snake’’. Evary now and
then a number appears on
the screen and, if you're
quick enough, the snake
eats the number and adds
those points to your score.

The trouble is that you
also get that number of
segments added to your
snake, making it harder to
control, as it mustn't run
into the sides or into itself.

All the controls are
shown in the program, and
the rest is up to you. How
long can your snake sur-
vive?

PROCEDUREg

180 PROC;
Clhs;
Dispig -
¥5s the Ins .
270 PROCinit of the game tructions ang rules
Sets y -
B arrays. init
and ch - Nilialises va
njmm.fnuszhme nitia| nns.‘ric:ft;.fj
¥ e snak
380 PROCmgyg STE boundary, ¥6- Italso draws
rints g N
520 PROCtaj Snaka, K 8t the heag of the
Putsas
>4 5pace o -
Ehﬁir] e Wi [h‘& |E";.it lir ke Fn the

- 583
55!:' PHﬂCr“d tail" rchesg for the e

630 &na - ea
PRo Cerasg F‘rr'nl:: has Passed gyar the gu?&fhthu
4 Space er
740 Pﬁﬂtchank not eaten, OVer a number jf itis

ChECkS
wheth
7 ; ar t
80 Pnuchu[d”p f‘zc'cmmg any illegal r:o
5 you c"”:“n
8 and

YOoursalf as yo :
800 PROCHeaq Numbgr ' OU Wait for

TE“S III"D
U that
asks YOu ara deg
whethar You wa d and
gama, Nt another

Snaka is
ves.

J""Qi{ﬁﬂg
the next




Snakes listing

L0REN #ESNAKESH
20REM BY ANDREW LDGAN
I0REM (C) ELECTRON USER
AONDDE4:ON ERROR GOTOAZO
SOPROCi nst

".ﬂﬁr\- .\_.l

w«pEnrnf

chack
l'ﬁquT| '-qu

e ‘1.1- {x]w) - i
1402F N HIT '-‘j.:-"-i:!

Al T

"*5ﬂﬂfh d -
1EOUNTIL &
l-‘\-'1l:

1B00EF PRICinst
1o ||I.1-|u-\.-_| §

D23, 1, 00 03 0

Aammt LRI 1 T AN PP
Evvlkas VHGIT gy i
INT ' TARLLE)

sTABIS)

increases in leng

T4r spdRe

th® TABUA) ;"according te th

g ausber vou eaf,

miTARGEY, W
LR

Mote the following rul
=npRINTTAB{ 4T+ 0000000
o TaRIan 0 TaR

10« "AAAN

-|r|1|--rln!|‘f|1||l- :T'_L:IEF =111

4L |

;___" **:Elll:rﬁﬂﬂrﬂjﬁ:-p-

TAR(19) : "00DOO0D" "TABI(14)4

*1S NOT ALLOWED®
:TT=?1HT"TEF:5‘;'AIE: g

u are not allowed to" TABIS
1"reversa,hit the ,el!:n g
des or " TRE{S);"crash i

.!."'T‘ﬂfib?:'?E::
§ SPACE":REPEAT UNTIL 5ETH=

==F=ELS

240PRINT

usinge="""""TRB{13):" "1

TerirbEr T i IRE LIS =X
e v rq. d

v ® !E[:HT' TABLIS: "
L} 4 Tiwa - i’

saasarwr N TRBLLS)GS
=L

R EEEL. I i

JSOPRINT " ‘TAB(11};"PRE
85 SPACE TD BEGIM":REPEAT U
NTIL BET¥=" "
2L 0EMDPRAC
270DEF PROCinit
280CLS
200VDU23, 1, De0: Da s 2 S0Y=0

—mar ¥ AEA N AEE AE
JEJ|322,1s:j|-551—4414—5|

255,295, 295,255,255

N el

- -\.L-ﬂp |l.- -| -q -91[.:,”“- T
*un;'“4 TAR LYY, 28

T120FOR P‘=T T0 28:FRINT T
TAR(38,RY!

ARIn E...“mr """":

In.-uu_-‘

1 ik .44:.

"'fli"‘!n-:g

JICPRINTTABINY, Y

...: TMKEY-LT AND
MEN PAOCdead EL3E IF INVEY-

4201F INKEV-73 AN
HEN P30Cdead EL3E IF

e -

VI0IF INKEY-105 |
THEN PROCdead ELSE

ANT T%=3
IF THEEY

10§ 2%=4

40 IF %=1 X¥=1%-1 ELE
- LT .!-q__:.rpq c| o :i- T
ok [ ARh™ LA n_-.--. -|. I‘
T UN=YY¥-1 ELSE IE I1=4 yi=¥
T+l

{50IF 15237 THEN PROCdead

4&01F Y143 THEN PROCdead

ORI LR, ¥i)=-

SO0PRINT TABINL, YD :°0°
S10PROCcheck:ENDPROC
S20DEF PROCEai]
S0 PRINT "E!HE.Hi!:' o3
...... A1 1F DBJINR+1 MY
?:-i TH:H ¥.=H1*!:Hl=! EL
iF OBJINE-1 MEh=-1 MX=NY-1
W= ELSE IF OBJ(NT NI+[1=
-1 Wi=M%el:WE=1 ELSE [F OQBJ
[NT ME-10==1 ME=NT-1:NY=d
S40ENDPROC
SSODEF PROCrnd
SHOHIT=FALSE
ryuuﬁ-nuurﬂJJ,;1ﬂg
SOOST=RND (9] LY =RND {33041
tLX=AND(22)+4: [F OBJMEX, LYY
=-1 THEN 580 ELSE PRINT TAE

-
i

(K3,LT0: 60
S0TINE=0:ENDPROC
G000EF PROChumchezk
5111 I"-;' *uf .4-45 E[“
= 1sFROCezore: PROCorint

eAr e

RlCerase:PREINT TR
Lk} SF hl ENDPROC

PROCprint

-4 O= L =
@ “
=3 Ty

Lo~ EF= - L

=
(FOR Ci=] TQ 52
IE

L:PRINT TARHEM )0 N

[ || ‘1 Fnrﬂ-la

533 IF Wi=1 QBJINX-1,Mi}=
-1 :PRINT "E NX-1,M%35%

Yoy 1.‘.:""“'1‘

L R

90 [F Wi=d OBJIHI Mi+li=

fr'll.":".":\‘

{:PRINT TABINI,NI+11:7D

" mmm——
=)+ :BOTOTLD

190 IF WI=J DBJINT,NIi-1)=

-{1PRINT TABINY,Mi-1);°0%:N
.-'d"‘ :

7{9PA0Ccve: PROCE 3i]
T2OHEAT

"’FHTFEﬂP

7430EF PROCcheck

TS0IF 270=2 ANDIDBIIXTYY
{)=-1 R 0803, Vi-11=-1)T
IF 1032 ANDIOBI (XL+1,¥
Ti=-1 OR 0BJ(XI-1,¥51=-11TH
EN PROCAead

770ENDPROC

7900EF PROChald

FE=RND (4001 4 -ce.

agve:PROCEa:
EHDPRIC

T20DEF PROCscora:PRINT TA
V¢ "SCORE ";SCY:ENDPRD

EF PROCAzad: SOUNED. -t
iPROCscore: PRINT
1+ *Y0U CRASHED!!

:!: HJHTH E anE

o
91 0eF 15,1
820B§=6ETS: IF Be="Y" THEN
RUN ELSE IF GC)"N® THEM 8
20 ELSE END:ENDPROC
370MODEL:REPCRT: PRINT" at
line ";ERLIEND

Thizs listing is included in
this month’s cassette
tape offer. See order
form on Page 47.
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YOUR Elactron turns into a
musical instrumant thanks to
this Electron Organ program
by THOMAS DUBERN.

The program does the
work while you use the
keys to play your own
mastarpiaces.

The menu allows you to
change octaves and types
of sound and to lengthen
and shorten notes at will.

The only thing it won't
do is write the music for
you!

Get Organised
to play
great music

octave?, Th
; & Octave n
sound% T umber currently bei
length?; Lffc [:rlﬁe;"‘“: types of soun d"‘ I,‘;E';g used,
key$ ith of each note 2 or 3)
Kay hai when o .
':hilngu'?n 2y being pressad Bpressed onge

e ! at tha
This is true jf octovest Sﬂ;nmornunr

L ‘
88N changed. The i
= variables on SCrea o
Pitch e
value of current note

&%, or lengh, hava
updates values of

- - ] e :;,.1
130 PRINTTAB(10,5);"Q W E Change sound” “Copy . Le nathZ¢255 lengthl lengthi+!

10 REN ELECTRON ORGAN

- nie t length of note® ' "Del schangei=TRUE

2 ¥ ¢ [UBERN RTYUI ngthen hangetsTRUE

:ﬂ L5 -.THDL:ETFENEU:E;: 140 PRINTTAB{10,7}5* S D ste . Shorten length of nat 280 1Fkey$=CHR$LZT Fﬂ:ﬂr]e _
30 RE:Eﬁc' eI E o : 3 e ngthid! lengthislengthl-1:c ‘
g : 2 WPRINT'"OCTAVE  hangel=TRUE

BIN (TR 210 COLOUR2:PRINT ' "OC hangel —

:E ;::.:LE,E. [ -12,-28,- ;?:’,’,M.TQEI'L"E =2 JvroagQUND 3 -"LENGTH :° 290 IFchanqel=TRUE 8CTOZ |

43.1.1.'1, tza.e.'a.-iza'.m.i 160 COLOUR126: COLOUR2 220 COLOUR1:PRINTTRBIE, 23 O

26
70 ENVELOPEZ,1,-4,0,0,40
,D.U.12£1D1ﬂ.-llh.51£.12£
80 gctavel=1isoundi=l:le
ngthi=1
90 wouz3,1,030;0:0%
100 COLDURL:PRINT "
ELECTRON ORBAN"
110 PRINT"

i R

LL L el

20 COLOURIIL:COLOURD:PRL
HTTRB(10,4);" 2 3

547

170 EﬁLﬂLFE?:PH!H’;TF-EHD.E
(AR EE b
180 PRINTTABI10,1103°C D
EFGERAECL
199 COLOURI:PRINT '*The no
tes marked in white and bla
ck are the keys you press .
The yellows are thenote na
ses on the real susical key
voard, The following keys do
grtra features :°
200 COLOURY:PRINT "Space
. Change octave"'"Return .

):octavel; ThB (8,251 ; ABES (sou
ndl-lh;TﬁElE,E?b1IenthZ:'

230 changek=0

240 key$=INKEYS (1) s IFkeyd
«"" GOTOZ40

250 IFkey$=" " octavel=oc
tavel+lschangei=TRUE: [Focta
vel=4 octavel=l

=40 1Fkey$=CHRS1T soundd=
soundi#l: changeX=TRUE: IFsou
ndi=4 soundi=1

270 IFkey$=CHRELIS AND le

300 1:=1HSTE['QZHEEHET&V* |
UIISI&EUEEHHJH.'.kew11:!Fii
=) ROTOZ4D

30 IFTIM3 Disli-1

120 17z (11#8) +{octaveRedl

10 EDEHD:Ll.scundI.Ii.le
ngthX

140 BOTO240

This listing is included in
this month's cassette
tape offer. See order
ferm on Page 47.
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4
¥,, A NOISY and colourful
affair, this game is guar-
anteed to give you a
headache if you play it long
enough.

You have to control a
long-suffering. innocent little
chap safely across a long
string of minefields - 31 in all
— 1o FHaEh d HﬂHcEE'HFr 'n'-'HI'lII'IE
to carry him away from the evil
planet Scargov

He must negotiate each
minefield by avoiding the
flashing mines and the aliens
whao, although not out to get
him, will not take Kindly to
being bumped into.

But beware! There is also a
time limit. He has only a short
period before the whole
minefield explodes taking him
with it — whether in the “safe”
darga or not.

DI‘I eachn successive
minefield the mines become
more numerous and flash
more guickly. And occasion-
ally another alien may join its
friends

If the game proves too easy
for you there is plenty of scope
for making it harder. Mare
aliens and mines can be added
or the time limit shortened. all
without difficulty by changing
the relevant variables

/‘—’ﬂ\,}

ll’!

4l
A

I|"'I"r"'-".l',f.'.l-. i

L
o' {
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VARIABLES
: a life,
s Eﬁ:?-c;eacme to be reached 1o earn an egxtra li
tanm
e 10.000, 20,000 etc =
gorean Current rnmgfnc'.d -1 to 2
livas Mumber of lives laft
safecol® Colour of safe :nelg 5
i r of minefie o o
h:li:l::‘:‘?o Ecnall::: y coordinales of man’'s current position
W, ¥ i
X goraen. :
i mumber of aliens. . L
Ehﬁ'n by% Temporary starage of ming posilio
Ao, ; 1

d GETs. - et
oot e o E:ﬁ?‘?}?\; number used for generating aliens

1 movements. : .
time%a Time left until minefield explodes
ARRAYS . 3
ax“ola%a), ay%ela%) ;'.:1;2‘: ::.ﬂrc!llnzue!‘- of alien number aze
FLAGS

Life lost.
win Field crossed syccessiully.
o ~
ad Al lives spent. %
::capa Figld 31 crossed, game complate

PROCEDURES

|nitialisation routines. Set:-.io:sp
anvelopes, VDU 23s, dimens .
imitial variables and flags- .
Sats Up SCreen display. cu_l.cums 1
rate, positions of aliens, mMines et I.NB
Controls man from keyboard input i

lose

250 init

430 screen

G GCOL 4.0 is used throughout 1@ au:n?
icati due to overplotting e1ci.
complications b
40 alien Moves aliens randomiy. (The posill
9 ali

of all five aliens ara -.-.-urken:lil n:;
regardless of the pumber actua! Ythg
screen to slow the game down in
i 1.
parlier screens ) :
Checks for fatal moves. running out @
time, complating a 5r.r|::~.-nN S
i goreen. MNew
On completing @

1070 update

i chosen, SCOfE given, new life if
appropriate.
1310 lose On lesing a life.

On completing gcreen 31 and so
finishing the game.

1420 escape

other game? . .
1593 lEltaa‘?r{!'\‘. g:lurs the option of instructions.
15:0 ?nu.uuutium Game blurb and list of keys.
;3}30 arror Called if an error DCCUrs.

1@ REN

net Scargov’

188 PROCinit

118 PROCstart

128 MODE 35

138 REPEAT

{48 PROCscreen

158 REPEAT

168 PROCman

178 PROCalien

188 PROCupdate

199 UNTIL lose OR win
208 IF win PROCwin ELSE P
ROClose

218 UNTIL dead OR escape
220 MODE 2

230 IF escape PROCescape
ELSE PROCdead

248 MODE AzEND

250 DEF PROCinit

268 ON ERROR MODE b5:PROCe
rror:END

270 ENVELOPED,1,134,-213,
123,23,54,23,8,0,0,0,8,8
280 ENVELDPEZ,1,1,-2,1,1,
{,1,8,0,8,8,8,8

298 VDU 23,224,235,193,16
5,153,153,165,195,255: REN »
ine

Jp@ VDU 23,225,24,62,36,4
B,128,124,254, 255 REN alien
318 VDU 23,226,356,96,18,2
54 ,56,48,48,108:REN man

320 #F111,0

338 vouz3, !, a0 00

J4@ DIM axX(5),ay(5)

330 n=keved

28 REN ‘Escape from Pla

3@ REM 398 nextais=12000
40 REN Written f 40 screen=!
or the 410 lives=]
50 REM RCORM ELE 428 ENDPROC
CTRON 470 DEF PROCscreen
il REM by 448 VOU 23,1,0;00;0;
78 RENM Tan M. B 450 safecol 1=RND(4)
rown ‘&I‘ 'n'ﬂl.l 1?1“5"‘““11;.'
8@ REW 478 REPEAT fieldcol2=RNDI
98 MODE 1 EVUNTIL fieldeolZ(d2 AND f

348 score=d
370 dead=FALSE
380 escapesFALSE

ieldcol 1¢S5 AND fieldcoll<(}
safecoll
462 VDU 19,2, fieldcol Xy
450 VDU 19,3, fFieldcol 1+8;
L]}
S0 #FI9,20
518 OSCLI*FX1@,"+5TRE(29-
(4% (screen MDD B1))
528 win=FALSE:lose=FALSE
530 ul=bdiyl=idd
548 alien=screen DIV 8+2
558 FOR al=! TO alien
560 axT(al)=RND(13) to4+12
B
578 ayX(al)=RND(12) bd+1%
i
S8@ NENT
590 #F121,5
&0@ SOUNDI,2,38,-1
&1@ COLOUR 1:PRINTTAB(S,2
Bl"Tise 1008°TAB(R,JR)"Fie
1d "yscreen TAB(12,30)"Live
s "jlives
628 VU 3
638 GCOL 8,1:MOVE B,208:M
OVE 12@@,288:PLOT 85,8,974:
PLOT 85,1200,974
448 GCOL @,2:MOVE 192,208
tMOVE 1@16,208:PLOT B5,192,
976:PLOT 85,1016,974
658 FOR bi=1 TO S#{screen

Turn to Page 55
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Available for B.B.C. Model “B",
Electron, Spectrum and Commadore 64
Espionage is available from all leading
High Street Stores and quality Computer
Garnes Specialists,
price £8.95

Retailers contact Mr. Len Fisher on
our telephone hot-line (0642) 227223.

A GAME OF INTRIGUE & SKILL IN THE OIL BUSINESS.




'BBC/ELECTRON PROFESSIONAL SOFTWARE

| Our educational software is used in thousands of schools and homas |
throughout Great Britain,

EDUCATIONAL 1 BEC/ELECTRON Tape £8.00 Disc £10.00
| Hours of Fun and learning fer children aged Froe o nine years. Asimated graphics will encourage
| ehildeem bo enpsy :nul'l'hﬂE maths. spelleng and telling the Eime, The tape includes six programs
| MATH 1 MATH 1, CUBECOUNT, SHAPES, SPELL a=sd CLOCK
i Arn erceien] murfurg af gAMES Personal SofTwang — Auivmne 983,
|
EDUCATIONAL 2 BBC/ELECTRON Tage £8 00 Disc £10 00

Although similar to Educational 1 this tape 15 more advanced and simed &1 Seven 10 Dadlve yaar |
olds. The 1ape includes MATH 1. MATH 2. AREA, MEMORY. CUBECOUNT and SPELL

|
| FUN WITH NUMBERS BEC/ELECTRON Tage £500 Dise £1000
| These pragrams will feach and test basic counting. addition and subtractica skl for four to
| seeawn year olds. The tape includes COUNTING, ADDING, SUBTRACTION and an arcade type jame
| callled ROCKET MATHS whach will gugrcise addvivgn and subtrachan. With sound and witual
eflects
These are sxoelent PROGrRE WAuEh TEFCAEFS 0N I DV, RC Rdve e MWesdranon M
MREQMNTEARAG [0 Siher [eaciery Civiaguiard i CIagsroom Froject

FUN WITH WORDS BEC/ELECTRON Tape £8.00 Disc £10.00
Stard your fun with slphabet puisle. conbinug your play with VOWELS, lesrs thi dilference
patween THERE and THEIR, hawve games with SUFFIXES and reward yoursell with & game of
HANGMAN

“Very pood indeed”

| JIGSAW AND
SLIDING PUZZLES by P warme

Thene are two jsgsaw and four sliding purries on @ 3 = 3 and 4 = & grid. Each program starts off an |
an easy bevel bo engure satial success but gradually becomes harder. |1 helps chdldran 1o develdop
spatial imagination and in solving probbems. The tape includes: DBLONG, JIGSAW, HOUSE
NUMBERS, CLOWN and LETTERS

KON-TIKI &y J &mos g8 Tape £12.95 Dise £14.95
Simulation program based on Thar Heyerdatl's KON-TIK] expedition. Enjoy a journay on the KON- |
Tkl recording on @ mag the raft's position and enlering notes in the logbeak on creatures fownd, |
unusual events #le. Inchusive of booklet. background information. maps and fully supporive |
| lustrated data sheets |

| * % SPECIAL DFFER® ®

| Buy three titles and deducr £4.00

ASE Compulivg ~ Jan/Fel 1984

BBC/ELECTRON Tape £7.9% Dize £5.95 |

Add 5o p&p per order. Please state 8BC or ELECTRON or
40 or 80 rrack for dacs

AT COMSOFT
WE'VE GOT IT ALL TAPED UP
.  FORONLY £4:95!

g,
.(_.\'u:iﬁd'ﬁ"q?"
el sAS COMMANDER  Shoo
?“"r‘pﬁ}" terrorists, save hostages, restore freeciom
e are grving aver 100 prizes away to the y
highsest scorers! “Excelient. A very tempting game Oy W,
experthy produced and with all the refinements one
come 1o expecl” — Gavmes Computing.
CUSTARD PIE FIGHT At T
Doivd plipdrs TRAL Wall liperally Rdns® ol 1l
lmughiger! =T 5
-, SERPENTS LAIR Gfs agventure, “The
uLe al graphics smpresses & wehole Lty getting
ivabved. A pleasant firsl adveniude i eveny Way. " RO
PLAYBOX Three sducatonal programs on one
Casseite for the whoke family | Lised in schools and
wvide! ™ SuperD. Wil De a very valuabie
Ay sCools and homes. | wiould
L y awe Spent mry money” on it with -."""'!:r D&MD
of the three games.” Ewectron Liser.

lS We Guaraniee TAFES H £4* 95 !
ame Diay Desparch

By First Class Post Flease acd 55p post & packing

COMIOFT
E 67 KENT ROAD
HARROGATE
NORTH YORKS T
HG1 ZNH. e ]
3% TEL:OS3IZ 665621 oo—
or 323 57464,

Aztec listing

10 MODE 3

20 REM #+##AlTEC

30 REM s###By David Davies

40 REM (C) ELECTROM USER

50 MODE 2

&0 #FX9,250

70 #FX10,250

B0 ¥DU 23,1,0505030

%0 CLS

100 I1=RNDI(%)

110 12%=1%9-11

120 YI=RND(15)

130 Y2%=31-Y1

140 VDU 23,224,RND(253)
+RMD{253) ,RND (233)
,RND(255) ,RND (255)
+RHD(255) ,RND (235}
RND255)

150 COLOUR RMD(41-1

160 COLOUR RND{4)+127

170 FOR N%=X¥ TO 12T
180 PRINT TABINX,YX)

- AZTEC is another lovaly

little graphics listing from
DAVID DAVIES of Waest
Glamorgan. Using random
characters plotted into
reactangles, the program
creates intricate and col-
ourful patterns which are
fascinating to watch.

CHRS 224

150 NEXT NI

200 FOR 0X=XX T0 122

210 PRINT TAB(DX,Y2%)
CHR$ 224

220 NEIT D2

230 FOR PX=YX TO ¥2I

240 PRINT TABLXX,P1)
CHR$ 224

230 NEIT PI

260 FOR Q=YX TO Y21

270 PRINT TRBLX2X,B%)
CHR$ 224

280 NEXT @Y

290 VDU 19,RND{3) ,RND(13)
0,00

J00 TI=IMKEY (200)

310 BOTD 100

320 END

This listing is included in
this maenth's cassette
tape offor. See order
form on Page 47,
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iy

SCRAPBOOK is the feature that co ntains a selection of all
the short, simple programs sent in by our readers.

It's where we keep a record — in a scrap book, would
you believe — of all the interesting 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 graphics show. Next month
— who knows? It's up to you.

So if you enjoy messing about with yo
want to share your discoveries with other
send them in to us.

ur Electron and
Electron users,

David Hupbord uses -7

nested loops to aﬁaf‘?}_rif:;’{j’; Tony We aring

M ol -'f.ﬁ-f_.-" a

a multi coloured o AN N uses trigonometry
Wt AN, N to give symmelry

e Md/%i;fi e RN 139 REN smny

e

78 REM TONY WERRIME

30 REM HITCHIN,HERTS

42 NODE 4

58 vDu 19,2,7.8,8,8

&0 vOU 19,1,8,0.0,8

70 vOU 23,1,R;0;0:8;

B0 MOVE SB@+45@SINIL/2)
L Se0+45R#CO511/2)
9@ FOR X=1 TO 47@ STEP 3

10 REM DIAMOND N

208 REM DAVID HUBBARD b

38 REM FROM GUILDFORD 108 N=5@R+45RESININ/2)

4@ MODE 1 118 K=500+4584C05(1/2)
120 DRAW M,K

5@ VDuz3, 1, 0;8;0; 0
4@ FOR A=@ TO 1823 STEP

132 NEXT
149 REPEAT:UNTIL FALSE

e
70 FOR B=@ TD 1279 STEP

238
88 5COL @,RNDI3)
9@ MOVE b4@.4
199 DRAN B,512
118 NEIT B

128 NEIT A
130 REPEAT: UNTIL FALSE

Send your programs to
Scrapbhook, Electron
User, 68 Chester Road,
Hazel Grove, Stockport
SK7 5NY.
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MULTIC

i

Faul Simpson _
uses GCOL @
Lo provide

the colour
Cﬁﬂnge.ﬁ

£
"
=

CUpe
20 REN PAUL SINPSON
38 REM HARROSATE
49 NODE 5
58 REPEAT
48 VDU 231’rﬂ;a:'=ﬂi
78 FOR x=1 TO 2@08
B2 FOR y=1 TO 2898

1@ REN MULTI-COLOURED

i i |
%9 GCOL @,RND(15)
100 NDVE x,y
118 DRAN x,y
120 DRAN y,x-y
130 DRAW y,x-y
142 DRAN Yok ty
158 DRAN x,y+x

160 NEXT
178 NEXT
180 UNTIL FaLSE

REM # WRITTEM BY ¢
;: REM # J.M.CONLON #
HODE 2

ig voU 23,1, 0@
4 A=120

50 B=1020

@ C=508

78 FOR L=1 TO i |
BR MOVE A.A

%@ ORAM C.C

1p@ MovE C.C

L1 DRAN &,B

170 WOVE A.B

110 DRAN A,

148 MOVE AR

150 DRAM B,A

168 A=h+23

{70 B=B-23

8@ C=C-25

198 NEIT L

99 GCOL @,RMDIT)
218 BOTO 78
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S e —

—————
e one of the first
to get each issue

A subscription will ensure you

et your own personal copy ll
HOT OFF THE PRESSES |
month after month for the |

next year.
|

Every owner of an Electron—and |
everyone thinking of buying one — needs 1o
get Electron User every month. It's the |
brightest, most authoritative yet completely |
independent guide to 8 machine that has |
so much potential you will never tire of
reading about its remarkable capabilities.

You can buy Electron User from your
local newsagent or station bookstall. Or you
can take out a 12 months subscription and

have it delivered to you by post.

Proreci vour
';Lfith our luxyr
ﬂ;’zf Cover ma:]'e
Wareuﬂ pliable
i f"-reslsranr
srrﬂ:l' bound witp
e g Cotton and
roer o ed with
ciron {sa, logo

Electron

: EIE.C.trF €lectron

s J Erils

Keep your 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%
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Cassette worth
£3.75 if you

F R,..--— subscribe NOW!

If you take out a subscription to Electron

User now you will receive completely free
ane of the monthly cassettes of Electron
User listings. Choose which one you wait
from those illustrated below.
This free gift is for a limited
period, so subscribe now!

ORDER FORM

All prices include postage, packing and VAT,
and are valid to February 22.
Please enter number required in box E p

Electron User et

annual subscription ciRe £13 08 18
Cverseas (Surface) £20

—

Cverseas |Airmail) £40 |

Selected irge casseite {manth

P

Cassette tapes of
E Iectruﬂ User
prﬂgrﬂms 26 programs

Save typingin programs |
from Electron User

by sending for these '
program-packed tapes. |

£3.75 each

electron ¥z
user.!. W&

eloctioR |leleq§tﬁ

PACE - <5
WRE aale s
= St ] _'..T.

zﬁ L e, -15&?‘ n__
| CASTLES 5 “[itrve. | CUOR
Secttolt | OFSAND - iy 3=

ard mrege pepgramy g
e pagas §f agiren e

¢ 3'#;'.. Ly
TSR

You can also take out a
subscription for the 12

monthly tapes for £40.

Commence with issus TOTAL
- Electron User
| mt.mducrory IsSsues Conalane tat of 4 I:
E2.00UK
£2.25 Ouerseas (Surface) TOTAL e
Electron User v E
back issues ok —
£1.25 UK e
£1.50 Owerseas (Surface) T ,
August
Sepr|
Dize
Now
Dec
Ajrmail prices an application TOTAL
28 introductory programs
Electron User Lurar Landsr Fabrsry
Chicken  March
fﬂpES Spacehike April
£3.75 Rally Driver May
(UK B Overseas) Money Maze Juna
God July
Castles of Sand  August
Haumted Housa Sept
Breakiree QOet
Suar Fighter Now
Christmas Box Dec
Space Battle Jan
TOTAL

Cassette tape

annual subscription

{40 (UK & Overseas)
Commence with

]

monthl TOTAL

— AR (STEIE

Chague/PO made payable to Database Publications Lid

Dust Cover i)
£3.95 (UK & Overseas) TOTAL
Binder
E3.96 UK Lj
E5.00 Overseas TOTAL
Payment: please indicate method (/) TOTAL
Access'Mastercharge/Eurocard
]
Barclaycard/Visa
| Amarican Expross
Card No
Expiry Date e

Name
Address

Signed

Send to: Electron User, FREEPOST, Europa Housa,
68 Chestar Aoad, Hazel Grove, Stockport SK7 G5NY.
‘__J_._INH stamp needed if posted in UK) flease afiows 28 days for detivery

You can also order by phona

= Don't forget to guote Talaphone:
it card
A el SEgR1 4800171 )
your full address 24 hours
L N S M S S S S S S S . ..
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[0 REN THE GREAT CHEESE
RACE

20 REM BASED ON AN IDEA
BY SIMON FROST

30 REM AUTHOR ROG FROST

40 REM (C) ELECTRON USER

50 MODE &

&0 VDU 23;8202;0;0:0;

10 PROCintro

B0 MODE 5

90 PL=4B0
$0X=520

100 XI=520
1 YI=4B0

110 SCY=0
tPO%=0

120 VOU 23,254,127,127
JA27, 127,127,127, 127
127

130 VDU 23,255,255,255
e By 20 Ao 200
4]

140 VDU 23,224,99,99,28
128,72,92,92,124

150 VDU 5

140 8COL 0,2

170 FOR CHEESE=1 TD 12

180 NOVE RND{I01#40,
RNDI23) #d40+100
(VDU 254

190 MEXT

200 TINE =0

210 REPEAT

220 BCOL 0,9

230 WOVE XZ,¥¥
tVDY 258
JA0 MOVE PY, 0%
sVRY 285
230 IF IMKEY [-105)
THEN Y2=Vi-40
260 IF INKEY (-g&)
THEN D=D%+4¢
70 IF INKEY (=71
THEN Yi=Yi+d0
2B0 IF IMKEY {-92;
THEN O¥=0%-44
290 IF INKEY (-1n4)
THEN f¥=)X+40
300 IF IMKEY (-g7)
THEN PY=PY-40
310 IF INKEY (-103:
THEN Ii=YX-40
320 IF [MKEY (-3}
THEN PY=PY+4)
J30 &COL 0,0
tNOVE PT,0%
:B00L 0,2
sMOVE X¥,Y%
VDU 224
340 BCOL 0.0
sMOVE PY,0%
WDU 25%
:6C0L 0,8
sNOVE PZ,00
VU 224
350 IF POINTIXY#50,YE-301=
OR POINT{XE+10,Y345)=
THEN SC2=5C1+]

2
£y
L

:6C0L 0,0

tHOVE XT-40, V1420

sMOVE XUed0,YI420

sPLOT 83, X2-40,YX-50

sPLOT B3 XL+50,Y5-80

$SOUNE §,-1%5,192,5
J40 IF POINT(PZ+50,0%-301

ER POINT{PI+10,0%+5]

-

THEN POZ=POR+l
$GCOL 0,0
sMOVE Fh-30,0%+20
tNOVE PYL+50,0%+20
tPLOT B5,Fa-50,05-5(
1PLOT 8%, FY+al,01-41
:oOUNE |.-19.52.%
370 UMTIL SCT=4 DR POG=¢
OR ECL+FOI=10
OF TIME »4000
JE0 #FY1S,0

370 MODE &
f00 WDU 1%,0,4,0,0,0
410 PRINT "0 TAB{2) "White

scored “:SCY'""°
TAE{2) "Red scared ";POI
TRttt TRB(2) "space
bar for next game"
420 REPERT UNTIL BET =32
YU 20
16070 BO
430 DEF PROCinkro
440 VDU 19,0,4,0,0,0
450 PRINT TAB(B,10)"THE
BREAT CHEESE RALE"

480 J=INKEY (2003
1CLS
47 PRINT "“"This is &
two player gaee in
which® '"each souse
iz trying to eat the™
"yellow pieces of chees
2." "Player [ has a
red souse sowed with™'
"A=up,I-down, X-1eft,C-r
ight."
480 PRINT "“Flayer 2 has
a3 white mouse soved
With®'*(-ladt, b-right,
#-4p, 7-down. "
420 FRINT '“"The object
is to score & before
your " “oppanent, "’
*Sometises you wiil
be lucky and will®"
"score sore than |
for a piece of cheese.
PrTtttMPrpge space
to start."
SO0 REPEAT UNTIL GET =32
10 CLS
520 voU 20
530 ENDEROC

This listing is included in
this month’s cassette
tape offer. See order
form on Page 47.
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" THE Great Chease Raceisa
Get set for the great wo_player gamo written
for the Electron by ROGER

FROST.

Each player controls a
mouse, using the keyboard
to guide the beastie to the
yellow cheeses scattered
around the screen.

Of course as soon as
your mouse gets to a
cheese it eats it.

You get a point for each
cheese your creature eats —
sometimes you get two, if
you're luchy.

The first mouse to score
six is the winner. And there
are no cats to spoil your
fun!

Red mouse controls.
KEYS:

A up

Z down

X left
C right

White mouse conirols,
KEYS:
- Up
7 down
< laft
= right
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Electron users! This is the add-on everyone wanls. I‘J
Electron switched joystick inlerface from First Byte < avai

ELECTRON JOYSTICK INTERFACE -
&Il now

with fres conversion lape thal vaslly extends your game range right away.
The interface tes with all *Atari-style’ 8-pin joysticks, and its many
advanced design features pul it way out in front for quality and reliability.
That's why, to date 15 major software houses are already bringing out
games that work directly with the First Byte Electron Joystick Interface -

and many more are sure to follow.

AND MOST COMPUTER DEALERS

AVAILABLE FROM WHSMITH &, @

MAIL ORDER FORM

Please rush me the lollowing items

First Byte Joystick Interfaces at £19.95
First Byte Printer Interfaces at  £34.95

TOTAL

Iwish to pay by Access Visa Expirydate

lenclose a cheque made payable to FBC Systems Lid.,

Signed SR

CadNo. | [ J I [T ITTTTTTTIT]

Mamea
Addrass

Tel _

Look at these advanced design features.

Wigris with all ‘Atarl g 1 Only 2 chips for ulira-
style’ 9-pin joysticks ) s W high raliability and low
and utilises rapid-fire % ; w Vs, power consumption
mode on i ansuring sale
Cusckshal 2 operalion with

the Ebeciron

Custom-puill &
colour-
co-ordinated case
in high-impact plastic
Special fiimanis ensure
that whan the jovalick is
plugged in, the cass lakes 1R
siraan, Aol the soldened joints

- Gald-plated
conneéctors ensure a
parfect contact
Matal polanising key
and nylon end caps
ensurg positive locking

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

TSN Tel: Derby (0332) 365280

A GEMUINE FIRST BYTE
ADD-OM




CONTIRLG £7.95
Tha centibug descends. from the top of the
SCTEEN WRmVIng |rt.m|d-nt|ng'|,| bebuaan tha
mishrooms. Your ol ive 15 to shoot ofl the
segments of the centibug before it reodhes
it bottom of the saeen

Feobures. inchede: spiders, snodls. e, & shall
levels, ' hi-scorm, rankings, and inDeosing
difficuliy

ALSO AVAILABLE:
INVADERS
FRUIT MACHINE

TOP QUALITY SOFTWARE
FORTHE ACORN ELECTRON

The bast wersion owoliable for the Electron
micro. Percy s nopped inion ko maze which is
populated by the deadly Snobees. His only
hope of Survival IS to Lauath tham by hurling
jom cubes ot tham. Unfortunatahy, whenever it
seems thot he hos won, o deodlier breed
appears. Hi-soore,  malings, | exelent
grophics and sound

MELL RELERSE

FiEaes.

£7.95 DISASSEMBLER
£7.95 DRAUGHTS
CONSTEUATION £7.95 REVERSI

ALHEN DROPOUT £7.%5
A novel and unusual progiam. Aroade-oction
it thés eciling malti-itogs shooting Gome.
The objecive of the gome i5 to shoot the
aliers out of thelr boxes” bafons the bores”
il wp. Orce Al the olem Ay doun
melenthesshy, exploding os they hit the ground.
The gome fectures incude: & skill levals,
rarkings. hi-score, inoneasing difficulty.

£7.95
£6.95
£6.95

WA WLz £7.95
Frown thee outhor of Peroy Penguin, M, Wizisa
fet-netion muiti-scene gome. Guidke M. LLike
oround the gorden Lo eot the chemies whilst
awaiding the evil gremlins. The gremlins con
ba hilled by droppéng opples on them of by
throusing the oystal boll, Edro points. con ba
galned by eating the mogic mushmoom, but
bewore. this s thie home of the gremiins and
mokes them permanently furious! Sound
efecs ond tunes, khi-woom, ookings. Supert
orencle-shile oction

NELL RELEASE

£7.9%
Fin acverdune gome using hisesohution full
colour graphics. Yeu one stironded on o stronge
plonet. ond your mission B b mben ©
civilisotion ond homae, Mary of the locotions
are shown | grophicolly,  incuding  the
spoceship, the diffs, the mountolns. and (IF
ol sucoeed) yolr home, You st canelfully
explone  your erwvironmant  searching | for
ik chuss to bl pou In pour claest.
WL RELERGE

ACORN
ELECTRON

Rl I § . DR

£1.93
A hi versotile implementation of Cheas.
Ploy o white the computer or o
FAman  opponent shill leval of the
computer s phoy can be varied wideh), ond
moves ore anbaned aither by co-ondinabid,
oursor oonbrol, or joystick control Moves conbe
taker bodk I on smor hos been mode, and the
boord con be modified ab any time, Gomes
oo bee “sovesd” of onded”, and the lost gome
con be reployed, The computer will if
PECpABSTE, SUGDEST oAU MovEs.
MNELL RELEASE

GE OO RAPHY £1.9%
This progrom covers. 1idd countries whidh ore
divicled inte B cotegories of difficuity. Eodch
countny i pinpointed on on coorote hi-
mesolution screen mop of the wond, ond the
user (5 asked the copitol ond'or populotion. AL
the end of the best, the percentoge of cmedt
onsuers i€ gheen, So that the Student oon
monitor his geogrophicnl knouwbstos.

DEALEAS - Our software is now ovalloble ot oll good dealers induding:
selected branches of LU. H. Smith and Boots:; all major computer dealers
~Microstyle, Electranequip, 30 Computers, Computerama, GTM

Computers, atc.: and our software is also ovallable throwgh all the major

distributors, and directly from us.

WE PAY UP TO 20% ROYALTIES FOR HIGH QUALITY BAC MICRO AND €LECTRON PROGRAMS.

SUPERIOR SOFTUWARELTD.
Dept. €EU8, Regent House,
Skinner Lane, leeds 7

Tel: 0532 459453

OUR GUARANTEE
All pur softwore |s ovailable before we advertise,
Alll our softworne i despatched within 48 hours by first-class post
et unlike by event thot cny of our softisane fails to lood, return your
cossette to us and we will immediately send a replacement




S50 you thought the Elec-
tron picked numbers in a
truly random fashion.
ROLAND WADDILOVE's
30D bar chart proves dif-

ferent - and in a colourful
and thought provoking
way.Does anyone know a
better method of getting
random numbers?

IOREM J-D ERAPH
J0REN By R.A,Waddilove
JOREM ELECTRON USER
40MODE 2
SOPROCtitle
SOMODE |
70DIN boxX(10)
BOPROCdraw_axies
90FOR loop¥=1 TO 50
100PROCrandom_numbers
110FOR nuaber?=1 TO 10
120height¥=box X nusberX) #10
1J0PROCdraw _bar
T40NEXT
TS0NEXT
160VIU 7
IT0END
180
190DEF PROCtitle
2010VDU 3
2206C0L 0,4:MOVE 204,808
230PRINT"3-D HISTOGRAN®
Z40MDVE 200,804
250PRINT"3-D HISTOGRAM®
2606C0L 0, 7:HOVE 195,800
ZTOPRINT®3-D HISTOGRAR"
2B0VDU 4
290VDU 23,1,0;030;0;

JDOPRINTTAR(2,8) " =rmmmmmemmme

J10COLOUR 3
J20PRINT '™ How good is th
B e computer 's"''" ran

dom number®’ ‘" generator?"
JJ0COLOUR &
JAOPRINT "'  press space

JSOREPERT UNTIL BET$=" * :
Du?

J&OCLS ¢ COLOUR 3

JTOPRINT" """ The computer p

icks"" " a random number®''"
between | and 10"°'" 300 t
imes."”

JBOPRINT '™ A histogram is
"''" drawn showing how""'" oft
en each number"'"" is pick
ed.”

J20COLOUR 1

A00PRINT " “"press space to ¢
tart"

410REPEAT UNTIL GET$=" * : ¥
7

420ENDPROC
430
4400EF PROCdram bar

4306COL 0,2

450MOVE 21+72,0

ATOMOVE »2,0

4BOPLOT B5,x1+72,heightl
4F0PLOT 85,1, heightl
S006C0L 0,1

SIOMOVE xY+24 heightX+24
S20PLDT B5,x%472,height}

SIOPLOT 85,x7+94,heightI+24

SAOPLOT 85,x1472,0
J30PLOT BS,x1+%5,24
J80xT=aX+98

STOENDFROC

s80

JY0DEF PROCrandos_nuabers
S00FOR boxesi=1 TO 10
B10nYX=RND (10)
620boxX(ntl=boxlinl)+
HIONENT

b40xT=4

6S0ENDPROC

ab0

670DEF PROCdraw_axies
GROVDU 19,0,4;0;
T00VDU 29,132;52;
TIOMOVE -4, 1000

T20DRAN -4,-4 : DRAW 1100,-4

130vDU3

TAOFOR scalel=0 TO 900 STEP
100

TSO0MOVE -112,scaleX

THOPRINT;scaleX DIV 10

TTOMOVE -20,5caled

TBODRAW -8,scalel

TR0NEXT

BOONOVE 24,-14

GIOPRINT®"L 2 3 4 5 & 7

g 910"

820VDU 4

830V0U 23,1,0:0;0;0;

BAOPRINT TABLLD,L)"A Histogr
ah To Show The*;TAB(10,3)"Freq
uency Of Occurrance®;TAB(10,5)
"0F The Mumbers 1-10 When";TABR
(10,71"RNDE10) Is Used S00 Tiam
es'

BIOVDUIO0

B&OENDPROC

This listing is included in
this month’s cassetts
tape offer. See ordar
form on Page 47.
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Claypigeons listing

From Page 25
250 VDUZ4.150; 300; 1100;90

0 PRINTTAB!1,1)"5core *
1gcoral: TABOIO, 11" Clays 3
clayi;

280 sxi=200:5vi=1501 052k
EXXIOSYR=E S

280 REM The mext instruct
ion sets up

300 REM the nusber of cla
¥5 per game,

310 FOR numberofclaysi=1T

0sd

320 shookX=0shiti=0sFROCc
lay

I20 NEXT

A0 MODEL:VDURT,1,930:0:0

51 Another game (Y/N!";

T80 ynE=BETE:IF yni="N"
La:PRINTTAB(15,05) "Bve faor
now" ;s VDUS:END

370 IF ynb="Y" YOUT:50TOI

224 EOTOZa0

400 DEFPEOCziay

410 REM This procedure s
ts up the

470 REM randoa tiight pat
h #or each

470 REM clav and propels
3
a ks

440 TIME=0:REPEAT UNTIL T
IME 5 100+RND (5000} : VDLS

£50 starty=RNDI5801+320:
ndi=RMD (580} +320: inci=(end
=gtartt)DIVal

850 dirl=RND(2):IFdiri=2
dirfi==15:2%=1000; GOTO4ED

470 =i=lddediri=la

480 yli=gtartiro:Yexlioyli=
450 VOU4sFRINTTAB(!,2B)15P
Ll

S00 clayi=clavi+1:PRINTTA
5010, 1) °Clays "jclayls:VOUS

300 SOUNDELI,L,20,3

920 FORdelay=lTO1000: NEXT

530 FORJ%X=1TDAZ

540 GCOLO, BaMOVED:Y,ovi:V
u2z4

S50 GCOLO.7:MOVERYL,yL:VOU

¥

S&0 FROCshoot

570 ox¥=ubiovisyl
B0 xX=suirdirisylsyi+inck
590 NEXT
500 GCOLD, 1aMOVEsxL, syl:V
0 225:s2%=200: sy%=330
510 IF shooti=0 VDU4:FRIN
TTAB{1,28)"Too slow "3:VDUS
520 ENDPROC
630 3
540 DEFPROCshoot
450 REM This pracedure en
ables the gun
550 REM sight to be aoved
and & shot
670 REN to be fired.One s
hat only is
430 REM allowed per clay.
&0 BCOLD, 1:M0VEDS: T, 05y
YO 2235
700 GCOLD, T:MOVEsxY,syi:V
oo 223
710 asef=axdiosyi=ayi
720 IF shoot¥=1 GOTO740
730 IFIMKEY(-99) shootisl
$GCOLG, 0 MOVEIS0. 300:PLOT2]

SEh32, syk-16150UNDE, 2, 150

,3:PLOT21,1100,300:6COL0, 1:
tPLOTZY, sx 2432, 8y2=15:PLOT2
}o 150, 300: PROCcheck: ENDPROL

T40 IFINKEY (=a7) s2k=gul+2

750 IFINKEY(-9B1sulzgxi-2

TE0 IFINKEY (-7} syEssyl+]

TT0 IFIMKEY (-105)sylssyl-
la

TEO ENDFROC
110
300 DEFPROCchech

810 REM This procedure ch
gcks the

220 REM position of the ¢
lay and sight

830 REM when & shot has b
pen fired. [t

340 REM also prints rando
B BEZEAges.

350 IFsufifaiels AND guils
i-1& GOTOA7G

8&0 EOTORE0

870 IFsyl{yltls AND sylry
=18 hitl=l:scorel=scorel+l
sVOU4: PRINTTRBIL, 1) "5core ©
sscarel; s VDUS: PROCexpl ode

880 oeszagel=RNDII)

890 IF sessagel=160TO970

900 IFscoreli=Caesst=1:G07
0%4d

210 IF scoreX®#il DIV clay
1}7 neesi=10:507T0940
320 IF scorel#l0 DIV clay
153 nessi=a:GOTOR40
730 messi=2
730 messnol=RND(2)+messl
350 IF hith=l messnol=ses
snoie]
220 VUDUM:FRINTTABI(1,2B)co
b (messnod s VDUS
70 ENDFROC
280 &
790 DEFPROCeznlade
1000 REN This prozedura ex
glodes the
1010 REM clay if it has be
en hit.
1020 GCOLO, 1:MOVESxY, syl:Y
[ 225
1030 GCOLO, 1:MOVE:T,yheVIU
224
1040 SOUNDO,=15,014,15
1050 FORIY=ATO15STERS
[ 0&G BCOLO, TeMOVExT#IY, vi+
12sVBY 227
1670 MOVE=T-11,y5+ 10400 2

1080 MOVE:X+1%,yX=1E:cVO0 2

1090 MOVE«X-IL,yZX-I3:VDW 2

¥

100 FOR delayX=1TO10:NEXT

1010 BCOLO, D:MOVE:T+IY, yT=
ITaVol 277
1120 MOVE:Y=1%,vT+IX: VDU 2

1130 MOVEzZ+1E, yi-Ti:VEU 2

{140 NOVExL-1Z,yh=12:V0U 2
1150 NEXT

1180 TIME=0:REPEAT
INE 100

(1]
T

UNTIL T

11707 JX=42: 60000, 1t HOVEXT,

" -

{234

ENLFROC

1180
i

i
i

Y
00 DEFPROCsort
10 REM This procedure in
vites the
1220 REM last player to ty
ge his'her
1230 REM nase if the score
is in the
1240 REM top & scores then
lists the
1250 REM & highest scores

in order.
1240 PRINTTAB(2,1) "Score =

gt B

3 B3

"yscarel;
1270 PRINTTABIZ,3) "Highest
scores”s
1280 PRINTTABIZ,4) "==2=sens

1250 FOR 13=1TO&

1300 IFscorel=hei(1%ME0TO
1330

1310 MNEXT

1320 BOTOI4L0

1330 FOR JI=& TO 1%+ STEF
=]

1340 hsZiJT)=hsi(J%-1)
1750 name$ (JT)=names (J3-1)

1360 NEXT

1370 hei(IR)=scored

1380 PRINTTAB{L1.&! "Type yo
ur name";

13%0 ®FE15,0

1400 INPUT names(IY!

1410 #FE4,1

1420 PRINTTAB(O,505PC(39):
linek=b

1430 FORI%=1TD&

1440 linel=linef+d

1450 PRINTTABIZ, lineliname
§{IT);TABLIR, lineX hskiId);

1440 NEXT

{470 ENDFROC

1430 :

{490 REM The following DAT
A statenents

1500 REM can be altered to
any suitable

1510 REM sessages,but only
15 letters.

1520 DATH No scare yet!
1530 DATA Missed

1540 GATA Mot too good
1550 DATA Hopeless

1540 DATA That's better
1570 DATA You'we woken up!

1380 DATA Too hard for you

1370 DATA Are you Lrying?

1600 DATA Keep trying

1610 DATA You can do it!

1820 DATA Moaentary lapse?

1630 DATA Too confident?

1640 DATA Dead eye Dick

1650 DATA Are you Myatt Ea
ro?

16ad) 2

This listing is included in
this month's cassetta
tape offer. See order
form an Page 47.
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4 GREAT PROGRAMS

for BBC and ELECTRON from

Superb Quality Software

e
MONETWISE £33 Darady N
il PR il 4.  POLARPERILS  EQ§5

SUPERGULF ; TRAFALGAR {800
Amareg dalik I, Commard & Vel !
! [ Andis 1

Shiva titles are availabie from branches of Boots, Menaies, W.H . Smich, bookshops,
computer shops and departrmernt Sores. In case of difficulty, please write to:
EHIVA PUBLISHING LTD, FREEFOST, &4 Weilsh Row, Marrtwich, Cheshine CWT SI0T,
Telepivone orders welcome: 0270 &I831 72 (14 hre'T days] Telex: 36T F58 [GALEOF]

BUY TWO - DEDUCT 20%

Allprograms available on 40T disc - add £2.00

ORDER FORM
[

ity Fitie tenclose a chegque For £,
Easy Programming for the made payabile to Shiva Pubiishing -
— B2 ety tangurge B3 AR SQUILRELSOFRT
SIQnETM® cosussnassasmnasaasmsssisnies G 0L s niasinariiriiss o ishiesnmannsnn Mu DEFH B
l e ralapriot Jr B g SR I 4 BINDLOSS AVENUE, ECCLES, MANCHESTER M30 00U
Address 24 Hour answering service — 061-789 4120

i Cheques, P.0s E Same day despatch

FOIR CONNOISSEURS

OF ACTION, LEISURE OR LEARNING

BBC Electron

AMSWER BACK Epary
Gams EF95

(oges 4 ong over)
Challenge Me KDSMOE
ipam ot toolooll o
iennis Bul D8 woingd, we
@onT lope egsily

- NEW RELEASE
Whahawer powr 5ood,
fhis progrom proSably
kngwy @ iof mone Man
yo ool

ANTWER BACK Junler
LR9s

{oges & 1o 1)

Oeleat the drogon ond
sova the prncess of
EQSMOS Cohie

» 0 FUADErD Drognom
with vost potendiol (4
& B Compunin
Novembar 1

ANDWER BACK Sanior

£9.95
(e 17 ong over)
Qutwil thap KOSMOIS rabal
ong Sedindy IMe Shan
Invadery
* SLIDENE DROgam
(Parsonal Computin
fooay, Oetobar 1984)
IDENTIFY EUROPE €£7.94
(lor il oges)
Sokve the Eurcpean
kgeow pultle by land or
580

NEW RELEASE Discover
Evrope withouf leaving
wour homal

e IDENTIFY EUROPE progrom prowides o foscinaling way of discovering and lsaming the geography of Europe. The program will provide hours of amusement for
all the fomily and evenyone is sure 1o benefit rom i,

The ANSWER BACK senes needs Mfle intoduchion. Eoch progrom combines o massive wealin of information wilh o foscinahing ond cempeling gome. The Senior
and Junior quizzes each contain 750 guestions and 3000 optional answars on Genedal Knowledge. The Sports program is even larger contaning a mind-bending
800 questions on Spod ond two high-speed machine code games - Foatball and Tennis. But thaf's nat all. For quiz fans, full focdibes are provoed for crech ng and

$oViIng new guizzed of Mmoditving those supplied - ond you den't need fo be o programmaer

KOSMOS SOFTWARE LID
1 Pilgrims Closa, Haringfon, DUNSTABLE, Beds. LUS &Lx
Ted. (05253) 394z

Daglen. conhact Lighthing, Miciodeal, Proheus or Tiger

Figase supply the IQliowing programs for fhe BBC Electron computer AT M Miss

ANSWER BACK Sport @ €955 || ANSWERBACK Junior @ 995 [  Address

IDEMTIFY EUROPE ® £7.95 | AMSWERBACK Senicr @ £90% | : - Pastcode

Crders are nommally despatched within 48 Rowrs KOSMOS SOFTWARE LTD. 1 Pilgrims Clode, Harlinghan, DUMSTABLE, Bads. LUS &LX Tel. (05255) 3942



From Page 41

NOD 8+1)
660 bxi=RND(13)#44+128
678 byX=RND{12] #p4+192
60 BCOL @,3:MOVE bxX,by¥
$VOU 224
70 NEXT
780 GCOL @,@:MOVE 184,192
+DRAW 184,975:MOVE 10824,192
:DRAN 1024,575
T18 MOVE 1894,888:PLOT A,
8,-48:PLOT 81,48,48:PLOT 81
,8,-48:PLOT 1,16,-48:PLOT 1
o160
728 PLOT B,-112,B:PLOT 1,
14,8:PLOT [,14,48:PLOT 8,0,
48:PLOT @,48,08:PLOT B1,-24,
8
738 GCOL 4,B:NOVE xX,yl:V
DU 228
740 FOR a%=1 T0 alien
750 MOVE ax¥iaX],aviiall:
VDU 225
TaR NEXT
778 VU 4
788 #F121.5
790 TIME=R
B@@ ENDPROC
B1@8 DEF PROCman
B20 key=INEEYR:IF key=-1
ENDPROC
B39 #F121.0
B4R VDU 5
B30 MOVE x%,yR:VOU 224
B50 IF key=90 AND xXhd x
T=nl-44
870 IF key=88 xf=xit+b4
B3 IF key=47 AND vi3R4
yi=yi-64
B70 IF key=38 AND yI{%6R
yl=yltid
588 SOUNDL.-1,xX DIV 5,2
%18 MOVE xX,yi:VDU 228
928 VDU 4
938 ENODPROC
948 DEF PROCalien
958 VDU 5
958 FOR al=l 70 3
978 IF al{=alien MOVE axl
(all,ayXlallsvDu 225
%80 rndi=RND(3)
598 IF rndX=1 AND axiial)
M52 anllal)=ax¥ial)-od
1888 IF rndZ=2 AND axiial)
(968 andlall=axtiall +b4
1018 IF rnd2=3 AND aylial)
3272 avilal)=ayilall-44

1828 IF rndi=4 AND ayiiak)
4912 ayblall=ayllal) +o4
1838 IF a¥<{=alien MOVE axi
{al) ,ayR(ad)sVDU 225

1048 NEXT

1832 vou 4

1848 ENDFROC

1878 DEF PROCupdate

10608 tiseX=10R0-TIME

1892 IF timel{10@ SOUND1,-
1,258,1

1108 IF timeXd@ timel=@:lo
se=TRUE

111@ PRINTTRE(ID,28)timed

1128 IF x%3950 win=TRUE
1138 FOR aX=! TO alien

1148 IF x¥=axX{aXl AND yi=
ayllall lose=TRUE

1158 NEXT

1158 IF POINT{xX,y2)=3 los
e=TRUE

1178 ENDPROC

1188 DEF PROCwin

1198 SOUND 1,1,25,-1

1280 #FY18,0

1218 COLOUR 3

122@ PRINTTAB{8,J8)"Field
"jscreen;” crossed! "y

1230 score=score+timeitali
en

{240 PRINTTABI®,28] "Score
"rscore;SPCIR

1250 IF screen=31 escape=T
RUE

1260 IF scorednextaim live
s=livestlinextaim=nextaimt]
2oee

1270 TIME=R:REPEAT UNTIL T
IME 258

1288 screen=screent]

1298 CLG

1308 ENDPROC

1310 DEF PROClose

1328 #F19,2

1330 *F)18,2

1348 VDU 19,2,15;8;

1358 VDU 19,1,8;8;

1548 SOUMD 8,-1,RNDI3)+3,-
1

1378 lives=1ives-1

1388 IF lives=@ dead=TRLE

1790 TINE=8:REPEAT LNTIL T
IME}150

1420 CLG

1418 ENDPROC

1428 DEF PROCescape

1438 vDU 23,1,08;8;8;8@

1440 #F19,28

1450 #FX18,20

1460 wi="COMGRATULATIONS'®
1470 FOR ri=1 TO LENwS
1482 COLOUR rX WOD 649
1458 PRINTTAB(1+rX,1Q)INIDS
(w§,r¥, 1}

1588 NEXT

1510 COLOUR 3

1528 PRINT" " "Scargov is de
feated!"

1538 COLOUR 5

1540 PRINT®'™# YOU HAVE ES
CAPED #"

1558 COLOUR &

1548 PRINT'™ iYou scored '
jscore;")"

1570 REPEAT UNTIL @

1568 ENDPROC

1598 DEF PROCdead

1610 #F¥21,5

1620 PRINTTAB(S,12)"D E A
=1

1638 PRINTTAB(@,15) "You sc
ored ";score

1642 PRINTTAE(@,20) "Anothe
r go (Y/M)2%

1650 REPEAT keya=BET:UNTIL
keya=78 OR keys=8%

1668 IF keym=B9 RUN

1670 #FX12,0

1480 EMDPROC

1698 DEF PROCstart

1788 COLOUR 3

1718 PRINTTABI7,2) "Escape
fros Planet Scargov"

1728 COLOUR 1

1730 PRINTTAB(12,5] "by Ia
n M. Brown"

1748 PRINTTAB(2,14) “Instru
ctions (Y/N)? °

1758 REPEAT keym=BET:UNTIL
keve=78 OR keym=89

1768 IF keyn=B9 PROCinstru
ctions

1770 ENDPROC

1768 DEF PROCinstructions
1798 PRINTTAB(14,38)"Press

Space"

1888 VDU 28,8,28,39,8

181@ COLOUR 2

1828 PRINT®  Marooned fo
r soae unknown reason on"'’
"the distant PLAMET SCARE
0%, you find"''"that the o
nly way of escape is across
II

18308 PRINT *system of aine

Planet Scargov listing

fields, layed down by the"'
‘"EVIL EMPEROR before the

gavernsent of""""the plane
t overthrew him."

1648 PRINT'® Legend ha
§ it that there are J1°°
‘separate minefields, all

of which you" "“must cros
s to reach a waiting spaces
hip® ""at the other side."

858 REPEAT UNTIL BET=32

1648 CLS

1872 PRINT*  You must
negotiate each minefield"”
"by avoiding the +lashing
MINES to reach®'"the other

side.”
|GER PRINT*®  You will
alse find 2 nusber of"

‘*dangerous ALIENS scrounai
ng dbout on the" "ainefield
s - avoid contact with thes
e.l
1898 PRINT'" You have o
nly a short tise to cross®
‘"each minefield before it
detects you and" ' "destroys
the whole area!"
1982 REPEAT UNTIL BET=]2
1918 CLS
1928 PRINTTAB(1B) *KEYS"
1938 PRINTTRB(IS, 411 --
lett"®
1948 PRINTTRB(IS, 80" ==
right"
1958 PRINTTAB(15,8)"1 ==
up"
1958 PRINTTAB(IS, 181/ ==
down®
1978 PRINT “TAB(1):CHR$224
1" aine®;SPCIQ;CHR$225:" al
ien";SPCI10;CHR$226: " you"
176@ COLOUR 3
1958 PRINTTAB(IR, 19} D O
- LEgk 1
200@ REPEAT UNTIL BET=32
2018 ENDPROC
2020
2072 DEF PROCerrar
2048 #FI12,0
2058 PRINT'
2868 REPORT:PRINT® at line
*+ERL'
2878 ENDFROC

This listing is included in
this maonth’'s casserte
tape offer. See order
! foror on Page 47,
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Space Battle listing

From Page 15

'3

ITI9BREN ##45% missile #eed
]

|BRBDATA 32,32,32,32,32,32
(00,64, 64,64, 64,64, 640,08
|B1BREN #3845 colours #44
]

18280ATA 1.3,4, 3,7,1, 3.4
A Tre AT Er e e T T b
91y 2,78, 83,2, 6,34
1830

|B4BDEF PROCasseable
I85BRESTORE 1728

|B&BFOR 1X=@ TD 79

I18TOREAD J%:1174908=J1
1BBENEXT

18982l jendata=470@: exp) osi
ondata=k920
1980basedata=b970: missiled
ata=ty4

1918position=k950: sound2=k
ALk

1920 'sound2=LFFF1B@12: soun
d2'4=Loananeps
193Bosbyte="Lk28A AND EFFFF
194Bosword="L28C AND LFFFF
19580swrch="L28E AND LFFFF
1958t eap=L7@: base=k721alie
n=kT4

1978rnd=k741 dead=k79 1 i 55i
le=k7A
198Bcount=47Crspeed=k7D: sc
ore=klE

1998t 1 me=kBD: sound | =LES
2008'sound 1=kB0810801 : soun
gl !i=5BRa2en7e

2B10FOR pass=@ T0 2 STEP 2
2020F1=HINEM

20780 OPT pass

ZBABLDA #L4@:5TE tenp
2850LDA #ESE:STA teap+!
2B6@JI5R 219

2878LDY #50

2080. 1oopl

2898LDY #31

2180, loop2

211BLDA aliendata,Y:STA (t
espl,Y

21 28DEY

2170BPL loop2

2148CLC

215BLDA temptADC #32:5TA t
enp

2148LDA teap+1:ADC #2:5TA
temptl

217R0EY

21BBBNE laapl

2158L0A BLFR:ETA base
2208L0A #LTH:ETA base+
2218LDY H15

2229. 1 oop!

223BLDA basedata,Y:S5TA (ba
sel .Y

224BDEY

2250BPL loopl

226BLDA WRND (255):5TA rnd
2270LDA #2:5TA dead \dead
=false

2268L0A #100:5TA count \al
iens left

2290LDA #:J5R wait
2380LDA 41001 JSR wait

2310

2320\main program loop
2330, mp

JT4BJER fire

2358J5R movebase

234BJSR movealiens

2378LDA speed: JSR wait
238BLDA dead

ZIBENE end

24005k movebase

2420LDA speediJSR wait
24215k movebase

24225k movealiens

2423LDA speed:JSR wait
2438LDA count

2440BED return

2458LDA dead

2450BE0 mo

2478.end

2480J5R landed

2498.return

25DERTS

2510

2528.movealiens

2538J5R $x19

2540001 #1989
2558.alienloopl ‘\get addr
255

2560LD% position,JiSTA ali
en

2570LDA position+!,N:5TA a
lientl

ZJ58BBER aliennext \if blow
noup

2590LDY #

2608LDA (alien) ,Y:CNP #85
261@BER alienck \if not e
sploding

2620TYA15TA position+l. ]
2638LDY #15 \erase explos
ion

2640.alienloopl

26585TA (alien),Y
26&B0EY

247RBPL alienloop]
2LBRJNP aliennext
2698, alienok
27R8LDA rnd
er in Y
271DAND #E4B:ADC ¥&3B
2720450 A:ASL A

27I0ROL rnd+2:ROL rnd+1:RO
L rnd

2THBLDA rnd:AND B7:ASL A:T
Ay

27SBLDA tablel,Y:STA tesp
JT5BLDA tablel+l.Y:5TA tes
ptl

2TTRINP (teap)

\randos nusb

\on v goto

2788.alienprint

2790L0A teaptl:CMP 4458
off top ?

2BROBMI aliennext

2B18LDY 4135

2820LDA (teap) .Y

2BIBEME aliennext \if some
thing there

2848, alienloop? \move ali
en

2B5BLDA (alien).Y:STH (tes
pl.Y

28&BL0A #R:STA lalien).Y
J87R0EY

2BBRBPL alienloop?

2890L0A tenp:STA position
N |

2988LDA temp+!:STA positio
n+l. g

2918CHP #&76  ‘\landed 7
2928BMI aliennext

29301IMC dead
294B.aliennext ‘decrement
loop

295@DEX:DEX:CPY #254 \fini
shed ?

2950BNE alienloopl
2978RTS  \end move alien
subroutine

2760, tablel

29%0EQUN zero

JRRRBEQUN one

JR1BEQUN two

JOZREOUN three

JO3BEQUN four

JRAREQUN five

JRSREQUN six

JBAREQUM seven

J870.zere

JBBACLC  \add 14

JB9OLDA alienzADC #16:5TA
temp

JI8OLDA alien+1:ADC #R:5TA
teap+l

JUIRINF alienprint

3120, one

JIGRCLC  Vadd k150
JI4BLDA alien:ADC #450:5T4A
teap

SI5BLDA alient!tADC #k1:5T
A teaptl

J1EBJMP alienprint

J170. twa

J1BBCLL  ‘add k148

JI9BLDA alien:zADC #L4@:5TA
teap

J20BLDA alien+1:ADC Wk1:ST
A teaptl

J21QIMP alienprint
J220.three

J2IBCLC  \add 130
J24BLDA alien:ADC #438:5TA
teap

J258LDA alien+tl:ADC #&1:ST
A teap+l

J25BJMF alienprint

3278, four

J2BOSEC  ‘sub 16

J290LDA alien:SBC 414:5TA
teap

JI0@LDA alien+1:SBC #B:STA
teapt!

J310JMP alienprint
J328.five

JIZBSEC  ‘sub k158
JI4OLDA alienzSBC BASR:STA
teap

JI50LDA alien+1:5SBC #&1:8T
A teap+l

JI4BJMP alienprint
330,80

JIBRSEC  ‘sub k148
JI90LDA alien:SBC #LAB:5TA
teap

J4BOLDA alien+!:SBC #L1:8T
A teaptl

JHIRINP alienprint
JA20.seven

JAJRSEC  \sub kiR
JA4BLDA aliensSBC #L38:5Th
teap

JASBLDA alien+1:SBC #&1eST
i teaptl

J46BINP alienprint

J4TR

J400. 4219

JAT0LDA #19:LDX #0:LDY #8:
JWP osbyte
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J5ee

3510, mait

J528PHA

353BLDX #time MOD 2355
J548LDY ¥time DIV 238
I558L0A ¥#1:J5F osword \re
ad clock

J568PLA:CNP time

JSTRBPL wait

J500LDA #B:5TA time ‘zer
o clock

J5905TA time+1:5TA timet
JE@BSTA time+3:STA timetd
JL10LDY #time MOD 258
J&ZBLDY #time DIV 254
J630LDA #2:JMP osword \re
turn

I640

J4530. movebase

Jo6BLDA base:S5Th teap
J&TOLDA basetl:STA tempt]
J6B0]

36901F joy THEN [OPT pass:
LDA #1:15R jovstick:] ELSE
[ OPT pass:LDX #&BE:JSR ink
eyiTYA:]

37880 OPT pass

37108BEQ baseright

37285EC

J730LDA base:SBC #16:5TA b
ise

I74BLDA base+1:SBC #R:STA
baset]

3730 baseright

3750)

JITRIF joy THEM [ OPT pass
1LDA #2:J5R joystick:] ELSE
[ OPT pass:LDX BLAE:JER in
keviTYA1 1

37880 OPT pass

J798BER baseprint

Je0eCLE

JBLALDA base:ADC ¥14:5TA b
ase

JBZBLDA base+1:ADC BR:STA
haset|

J830.baseprint

JB4BLD4 base+l:iCHP LTS
JB3@BMI baserestore
JBABSEC:LDA base:SEC #kd0
JBTOLDA base+1:5BC BLT7
J888BN] baseok

J890. baserestore

J988L0A teap:STA base
J9I0LDA temptliSTA base+l
3928, baseak

J9IRJER fxl19

J4RLDY 415

3758, baseloopl

J968L0A #@:5TA (teap),Y
J978L0A basedata,Y:5TA (ba
sel,Y

J9BR0EY:BPL baseloopl
J990RTS

sdee

1R, fire

el

883RIF joy THEN [ OPT pass
:LOA #8:J5R joystick:] ELSE
[ OPT pass:LOX B&BE:JSR in
keyiTYA:]

40400 OPT pass

4D5OBNE firepressed
4BLBRTS

4870, firepressed

A2BBLDA base:STA missile
4D9BLDA baseti:STA missile
+1

£100J5R fx219

4110001 #21

4120.fireloop

41I85EC

4140L0A missile:SEC #h4@
4158574 missile

4168L0A missile+1:5BC #E1
4170574 missile+!

4180L0Y #@:LDA (missilel,¥
4190EME firehere

4200L0Y #14

421@.fireloonl

4270L0A missiledata,y
A2I05TH (missilel,¥
A24R0EY:BNE fireloopl
4Z5RDEX:BPL fireloop

4260, firehere

4270LDA base:STA missile
4780LDA baset1:STA aissile
+]

4798J5R fx19

4308LD1 #21

431@.fireloop

432085EC

433BLDA missile:SBC #k4Q
4I4B5TA aissile

4J5BL0A missilet1sSEC 4kl
4T585TA missiletl

4370L0Y #0:LDA (missilel,Y
AJB8BNE fireok

A330LDA BR:LDY #14

4400, fireloonl

44105TA (missilel.Y
44200EY:BNE fireloopl
A4IR0EN:BPL fireloop

4440, fireok

4450LDY #2:LDA (missilel,Y
445B0MP 85

4470BEQ explosion

H4BBRTS \end fire routine
4498, explosion

45@8LDT #sound]l WOD 254
4510L0Y #soundl DIV 254
4520004 47:J5R osword
4STALDY #15

4540, fireloop

4338LDA explosiondata, Y
45605TH (missilel,¥
45TRDEY:BPL fireloon?
4580DEC count ‘aliens lef
t

45985ED:CLL \score=score+
12

4500L0A scoretl:ADC #3:5TA
scoret+l

4410004 scoresADC #8:5TA s
care

4528CLD

S530LDA #31:J5R oswrch \p
rint score

454BL0A #51JSR osWrch
4558L0A #28:J5R oswrch
45LBLDA score

457BLSR A:LSR A:LSR A:LSR
A

A5BBCLC:ADC #4B:J5R oswrch
4490LDA score:AND BEBF
47TRECLC: ADC #48:J5R oswrch
AT10LDA score+]

4720LSR A:LSR A:LSR A:LSR

ATIRCLC:ADC #4B8:JSR oswrch
4T40LDA scoretl:AND BLRF
A7SBCLC:ADC #48:JMP oswrch
4740

4770, 1 anded

4788CLLC

4790LDA base:ADC #8:5TA te
ap

4BROLDA base+l:ADC B@1STA
teaptl

4B18LDA ¥0:LDY H15
4828.1andloopl

4B38STA (basel,Y
ABARDEY:BPL landloopl
4058LDY 419

4850, landloopl

487TRSEC

£BOBLDA base:SEC #E4BISTA
base

4890L0A base+1:SEC #k115TA
base+|

A9QBSEC

491BLDA temp:SBC BEIB:STA
temp

A920L0A teap+1:SEC #E1:5TA

teapt]

4530L0Y 47

4948, landloop2
4958LDA basedata,Y:EOR (ba
sel,¥Y
49505TA (basel Y
497BLDA basedata+g,Y:EOR |
tespl ¥

{7885TA (teap) .Y
495BDEY:BPL landloop2
SO0ATIA: PHA
SRLELDY #spund2? MOD 254

S828LDY #sound? DIV 238
S878L0A #7:J5R osword

SR4BLDA #18:J5R wait
SBSAPLA: TAY
JnsELDY 87
3870, landioop2
JBBALDA basedata,Y:EOR (ba
sel .Y
JB985TA (base) Y
S18ALDA basedatat8,Y:EOR (
tesp) ¥

S1185TA (temp) .Y

S1280EY:BPL landloop?

SIJBDEX:ENE landloopl

S14BRTS

s15e]

S1&BIF joy PRDCadval ELSE
[ OPT passt.inkey LDA #129:
LDY #255:JMF osbyte:]

S17TENEXT

S1B@ENDPROC

5190

S280DEF PROCadval

S2180 OPT pass

3220, joystick

S2IMBNE adl

SZABTAX:TAY:LDA #128:J5R o
shyte

SZ5BTIAAND #1:RTS

3260, ad1

S2TRCHP #1:BNE adZ

SZEATAY:LDY #@:LDA #128:J8
R osbyte

S290TYA:AND #ECB:CNP #BzRT
§

5308, ad?

S318LDY #1:LDY #@:LDA 4128
1d5R osbyte

SI2BTYA:AND SLCB:CHP BECR:
RTS

53381

SI4QENTPROC

This listing is included in
this month’'s cassette
tape offer. See order
form on Page 47.
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Happy New Year listing

From Page 17

210 NEXT
920 FOR Yposi=&4 TO 948 5

768 TEP 44

778 DEFPROCAouble (letters 938 MOVE 44, Ypost
JLY) 948 PLOT29,1218, Ypos)

788 COLOUR2: COLOUR12E 958 NEXT

799 7D1=ASC (letters) 958 ENDPROC

8RB CALL LFFF! 970 :

B18 VDUZ3,248,D171,0371,0 %98 DEFPROCHor der
72,0172, D173, 0373, D174, D12 998 col $=CHRS174CHRSD

]

1BRB holly$=col $+CHRE224

828 VDU23,241,D%75,0175,D 1818 col$=CHRS17+CHRSL
X?6,01%,0177,0177,0178,017 1820 berry$=col $+CHR$225

B

1030 border$=holly$+herrys

B30 PRINTTAB(X,YICHR$24D 1042 horiz$=STRINGS(18,bor
B4D PRINTTABI(X,Y+1)CHRS$24 der$)

i 1850 PRINTTABI(R,1)horiz$
850 ENOPROC 1848 PRINTTAE(@,2@)harizs;
8al 107@ vert$=berry$+CHRE11+C
B7@ DEFPROCorid HR$B+holl y$+CHRS L 1+CHREE
BB FOR Xposi=&4 TO 1214 1BBR vert$=STRINES (15, vert

STEP &4 ]

B90 MOVE Xpaos®,&d 1892 PRINTTAB(R,ID)verts

788 PLOT29,Xposk, 940 L1828 PRINTTABI19,J@)verts

1118 ENDPROC

1120 ;

1138 DATA 53,8,592,624,73,
12,576,648, 73, 4,548, 648,73,
8,568, 656,89,8,552, 664, 81, 1
2,544,472,73,4,536, 608,81,
\536,680,89,8,528, 688,73, 12
1528, 688,73 ,4,520, 95, 89,8,
520,896, 181,8,512, 784, 189, 2
4,512,784, 185,8

1148 DATA 512,784, 101,12,5
12,784,89,4,504,712,89,8,50
4,712,73,8,584,712,81, 12,58
4,712,73,4,49,728,81,8, 495
,720,89,8,495,720,73,12, 495
JT20,61,4,496,720,61,8,496,
720,53,8,496,720,73, 24,496,
720,109,8,496,720

115@ DATA 101,12,495,728,B
9,4,480,734,89,8,480,736, 73
\6,489,734,81,12, 460,738, 73
4,496,720,81,8,49, 720, 185
8,512,704, 101,112,512, 784, 8
9,4,528, 488, 69,8,528, 668, 18

1,8

1168 DATA 334,488,109,24,5
44,672,121,8,568,654, 181,12
976,548, BY, 4,592,624, 89,8,
392,624,73,8,480,624,81,12,
544, 8656,73,4,552,472,81,8,4
24, 688,894,856, 704,81 4,47
2,728,73,12,6B6,736,61,4,78
4,752,61,8,720,774,53,8,752
,082,73,24

1170 DATA @,@,8,0

1188 :

1158 DEFPROCerraor

128@ IF ERR=17 THEM END

1218 vou22,4

1228 REPORT:ERINT® at line

"TERL

1238 ENDPROC

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

Add forty BASIC commands to your BBC "B*
or ELECTRON with this versatile new ROM.

BN .
m¢nim*~Ljooanr GENERAL PURPOSE.

ADDCOMM

% | GRAPHICS, LOGO GRAPHICS, |

e

(1 0
(BASIC 1 or 2) £28 l:ln-:.‘.l VAT and Pnst}

ELECTRON with

“ADDCOMM is a very useful and versatile piece of Mrmware and |
ok
the need to b everal ROMs as it contains almost all one could
wish for.™

“The |||'|1|{ I like most abows ADDC OMM is the fact thar wou don't
need 10 use those messy 0.5, commands, l.l u canenter the commands
just like H'ﬁ"ﬁll’ statements in a program."

“Marks: 10 out of 10

“Let’s hope other € ompanies can give us such good value for money!*™

“In addition to the 31 BASIC programmimg utilities the FPROM
wides some usefiul enhanced graphics facilities, including circle and
ellipse drawing commands, colour fills and commands 1o scale and
rotate your creations I

‘The ADDCOMM from Vine Micros |4 prohably the best value for
money out of the toolkirs.*
“My oun preference is the ADDCOMM

Frown TOOLEIT review, ACOHN USER, Okt 1984

e

“The comk Miof @ variety of basic 1o kit type utilities on the
x-nmlnp unlum graphics commands is very uselul
“With the addition of ready 10 use ROT 'I.TI amd TRANSIncate

wimands BBC graphics become child's p

II,.'-_-.'||.| nly recommend it to any BASIC programmer, it reduces

Reviewed “VIEWFAX . TUBELINK"™

Reviewed “MIC le SER™, (hcr, 944 _J
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LEAVE REALITY BEHIND YOU WITH ...

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 compression
methods allow even more delail.

***NEW*** SADIM CASTLE It is said that those who enter the haunted estate of
Sadim Castle do not return! Long ago tragedy struck here and since then many
people have died in mysterious circumstances. Can you uncover the secret and
break a terrible cursel!

serpMEW*** VALLEY OF THE KINGS Far away across the desert e the lost
pyramids of Kaculud, rumoured to contain fabulous treasure and a legendry
goldan mask, The pyramids may now have been discovered although strange
happenings have caused the archaeologists to abandon their camp. Your task is to
find the golden mask

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

Our original and popular text adventures are also available: FIRIENWOOD,
WOODLAND TERROR, BLUE DRAGON, SURVIVOR. Fleasa send lor full details.
Teat Adventure Prices: £7.50 (Cassl £10.50 (Duc) incluging VAT & peatege with UK. Siate which mactune when

ondenng Dealer enguines weltama

MP SOFTWARELTD.

165 Spital Road, Bromborough, Merseyside L62 2AE.
Tel: 051-334 3472

£4.
ELFa?LHggIEEEEIETﬁEI i O.UA L—S 0 FT linc. VAT fﬁd p.p.)

There is one fauwlt though, | am going te lose a lot of sleep over it, (175 50 addictive”, Steven Wisermnan
of Liverpool.

NMany thanks for the fantastic game. As soon as | recerved if, therg was no stopping until the end af
the season’. J. Hooley of Twickenham.

This /s by far the best game I've found for the ELECTRON". P. Wright of Swansea

“SOCCER SUPREMO”

NOT SO MUCH A GAME, MORE A WAY OF LIFE!

5 ed nager PN I o Lol amad of 15 Lpr 1O wOu 1O T

nary side
453855 ¥

tha vweaknesses, IE's 4 BAS

s#s ©3_D" 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. (enter imitials)
® In match tactical adjustments Home/away bias, opposition tactcal play
® Opposition skills related to League record Tactical substitutions

aAnd many more features, but will take a full page advert if we are o continue (That'll be O.K. Ad. Man].
—------—----_-------------—---

| | Please supply a copy
I D-U-AL-SOFT I of SOCCER SUPREMO. MNAMB: .ccicinsmnsasssnnnnnssansssnmisssissis

The game will be posted on the
same day as the receipt of l Dept. EV. I I enclose a chaque, Address: ... g

order. ACCESS telephone | 18, Hazlemere Rd., | postal order, ACCESS
guthorisations should take no | Stevenage, I card authorisation for
more than two days to arrive. | Herts, SG2BRX 1 fo.0s5

| Tel: (0438) 721936 I ioeases

- —




SCORBY SOFT
EDUCATIONAL ELECTRON SOFTWARE

FUN MATHS Ages 6-13
Two packages that have baen designed by teachers and written by
professionals to greatly improve the maental number work of their
pupils. These full-graphics programs are great fun to use and have
proved very successful in speeding-up logical thought and mental
arithmaeatic

1. SQUARE PUZZLES (4 programs) £6
2. INVADER MATHS (2 programs) £4
(Buy both for £8.500

SNAIL £6.50
A turtle-graphics language written especially for the Electron.
Most primary and secondary schools use LOGO ar turtle-graphics
programs a8 an important part of thair mathematics and general
computing courses, This program enables you and vour children to
gain extra confidence in this type of language which is also an ideal
introduction to ideas of structured programming

INFORMATION HANDLING £11.50
A two-cassette package of programs_and data-bases to introduce
you 1o the world of Information Technaology. Use large data-bases
craate and use cassette files. produce your own electroni
dictionary. Features historical population survey with ful
instructions an how to computerise similar information for your
own area, The full documentation of all programs make this
package an ideal way to learn about this vary important aspect of
computér use

PRINT-AND-PLOT PAD £2.00
A pad of G0 sheers of grids 1o allow the easy planning of screen
layouts, Text and graphics layout can be combined on a single
sheat. Each sheet also includes user defingd-graphics grids

Chegues elg. 1o
Scorby Software, 27 Scalby Avenue,
Scarborough Y012 6HW

"STRIPPER II |

The professional tape back-up program for the Electron |
This is a totally new and updated version of the |
best-seller, Stripper |, which has been selling for over a |
year for use on the BBC Micro. Mow, due to popular |
demand, available on the Electron also,

As Stripper Il will duplicate all your commercial
software we must insist on personal use anly, please.

Just send £4 inc. chegue or P.O. to receive Siripper I by
return post. Educational orgers walcome,

Oreders to:

Aggressive Software, 14 Elmore Road,
Shaffield 510 1BY,

ADVERTISERS INDEX

Aggressive Software 60

Bit Twiddlers 60
BErother 2
Bud Computers 16
Comsoft 43
D.P. Publications 26
Peter Donn 60
Epic Software 24
First Byte 50
Golemn Lid. 43
Highlight Seftware 58
Kosmos 54
Logic 3 4
M.P. Software 59
Modular Resources 42
Micropower 39,64
Midd Valley Micros 22
Qualsoft 59
Scorby Software 60
Shards Software 30
Shiva 54
Skywave Software 26
S.0. Software G0
Software Invasion 18
Squirrel Soft 54
Superior Software 51,63
Vime Micros b8
Voltmace 24

LATEST SOFTWARE AT DISCOUNT PRICES
SELL BACK OPTION WITH 50% REFUND
OF PURCHASE PRICE WITHIN ONE
MONTH

Selection of slightly used software always available
at even greater savings.

All programs are guaranteed originals.
Write or phone for our stock lists: Which includes
details of a special offer and a further discount on

your order.

S5.0.50FTWARE
13 Edge Avenue, Grimsby, South Humberside
DMN33 2DD.
Telephone: (0472) 751444, 24 hour Answer Service

If you already own the popular games of 'GHI.I(;HIE EGG'™,
‘KILLER GORILLA' or ‘"MONSTERS' #F ther our
UPGRADES
“CHUKEE"
will provide 3 Speeds. B New Screens, Variable Extended
Jump and Select Start Level (1-41)

DESIGN YOUR OWN SCREENS!IY

“KILLA'
will provide upto 15 Levels of Play, Variable Extended

Jump, Extra Lives. Practice Modes and Pause
“"MONSTAS" p

will provide 4 Skill Levels Variable Extended Jump,
Conveyor Belt Effects, User Defined Keys, Configurable
Monsters Extra Lives and Pause,

All programs available for BAC or Electron, State Machine, £3.25
each. 2 or 3 an ane casselte £5.00 or £7.00 by return post st class
BITTWIDDLERS
Dept, EU1T, 158 Church End, Harlow, Ezsex CM 19 5PF.
* & =k ave rrademarks of 4 &F Software and Acornsalt
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ELECTRON ‘IMAGE' V. 2.
THE ULTIMATE TAPE BACK-UP COPIER |

This back-up copier simply Must be the best sround COping with

* Locked programs TR T
" ns of any length 3

" 1 ck O55E5

# Standard files * Continuous streams of Binary

dala
o Can lock and wunbock programs
IMAGE’ is written in 100% machine code, and is oMfered to you at ar

absolutely amazing £4.80

To roceiva vour copy super-fast dend cheque or PO 1 |

PETER DONN, DEPT (EU), 33 LITTLE GAYNES LANE,
UPMINSTER, ESSEX RM14 2R

'"IMAGE” is also available on the BEC Micro




Micro Messages

I HAVE been experiencing
difficulty foading some com-
mercial software. If the loader
for the main program changed
to Mode T or Mode 2, then the
main program just wouwld not
load.

As this has only happened
in the last month or so f
thought it was the Electron
becoming unreliable in fits ofd
age (nine months).

A friend with an Electron
was also having problems, and
SOMeone came up to me at the
Manchester Electron and 88C
Micro Show complaining that
a program he had bought
wiould not foad.

Something Mike Cook said
made me realise what was
happening and how fo solve
the problerm.

The common factor was
that we alff had Plus 715 In
Mode T or 2 the Electron runs
at approximately hall the
speed of the BEBC and this is
omfy just fast enough to read
the tape.

When the Plus T is added
the Electron slows down even
further due to the analogue io
digital converter having to be
read and other housekeeping
tasks refated to the Plus 1.

It is now too slow fo read
each data item as it goes past
on the tape and the program
will not lpad. A long list af
Data? error messages are
printed on the screen.

The solution is te speed up
the Electron. One way would
be to disconnect the Plus 1.
This is rather inconvenient as
all the leads must be removed,
tha Electron turned over, the
Plus 1 unscrewed and pulled
out, the Electron turned the
right way and the leads
plugged back in.

A simpler method (s to turn
off the ADC channels with
*EX16,0. The resulting saving
in processing time /s sufficient
to allow the Electron to read
each data itemn, store it and be
ready for the next. Programs
will now load in Mode 1 or 2,

This method is not without
problems though as *FX16,0
disables the joysticks.

A piece of software | have
far review at the moment will
not load unless this command
is executed, but the program

‘FX16,0 helps cure
those loading problems

has a joystick option which
assumes that the joysticks are
on = the default condition.

So if the jovsticks are on |
can't load the program, and if
switch the joysticks off | can
load the program but can't use
it ag it will not respond to the
Joysticks,

It you are a user having
problems with a program
which loads in Mode T or 2 try
*FX16,0 to speed up the
Elgctron.

If you are a programmer
then you can't assume that the
Jjoysticks are on, 50 please
enabie them with "FXT16.4. -
Rolanmd Waddilove,
Widnas.

‘Borrowed’
software

I SUGGEST that you might
fnvite your readers to assist
owners of Electrons by com-
piling a list of those items of
B8C Micro software which run
on the Efectron,

Many such titles will
apparently run as they are,
while others need only alter-
ations to a title page. A regular
reference list of such titles
would be very helpful, — Miss
D. Hillage, Sennen, Pen-
zance.

@® A good point Miss Hillage,
which we'll pass to the Micro
Messages Experts Forum (our
readers), If any of you have run

BBC Micro programs on the
Electron please let us know.

Easy way
to switch

HAVING read Noise & Music
by Nigel Peters in the Qctober
issue of Efectron User, | would
like 1o reply to his guestion:
“Has any enterprising person
attached an on/off switch to
their Electron”™.

There /5 always an easy and
a hard way about things, so !
opted for the easy one.

Al vou need is a wall socket
with a switch on it, a fength of
threg core cable and a normal
plug.

Wire up the plug with the
length of wire and the other
end into the back of the socket.

Then plug the Electron’s
adapter (power supply socket)
into the socket, plug the
normal plug into another
sacketl somewhare (which

WHAT would you like to
see in future issues of
Elactron User?

What tips have you
picked up that could
help other readers?

Now's here is your
opportunity to share
your experiences.

Remember that these
are the pages that you
write yourselves. So

tear yourself away from
your Efectron keyboard
and drop us a line.

The address is:

Micro Messages
Electron User
Europa House
68 Chester Road
Hazel Grove
Stockport

SK7 5NY.

needn’t be removed and just
use the switch on the sockel
as a power switch for the
Electron. — E. Wilson, Park-
gate, South Wirral.

Lost, one
acorn

I HAVE just been bought an
Acorn Electron and when |
press the Break key the [little
picture of the Acorn goes. Can
yvou telf me why it does this? -
C.J. Oram, Chelmsford,
Essex.
@ At first we suspected that
Merlin might have something
to do with it, but the answer is
somewhat different and con-
cerns "hard” and “soft” resets.
When you just press the
Break key by itself you get a
soft reset, which clears the
screen and empties the
memory but doesn't affect
things like the function keys.
When you press Ctrl and
the Break key at the same time
you get a hard reset, which
does affect, among other
things, the function keys, and
gives you your Acorn again.

Printer
problems

I OWN an Electron with Plus T
interface and have recently
bought an Alphacom 81 1o
complement the computer.
Althaugh the printer is very
good and will serve my needs !
have one sfight problem.
When the printer has prin-
ted 80 characters (buffer max)
it then starts to skip many of
the characters that folfow as if
it is having trouble keeping up
although | do believe it is
printing at the correct speed.
Possibly the problem lies
within the buffer, because |
can contral the printout by
using the Shift-Cirl keys,

»
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From Page 61

allewing the printer to print
only approx 80 characters at a
time,

Can you advise me of any
special code that | can elf the
computer in order fo aid the
printer? — Mr D.W. Bartlett,
RAF Abingdon, Oxon.

* % W

HELP! | recently bought a Plus
1 expansion wunil and a Silver
Reed daisy wheel printer,
model EXF 500.

I am experiencing great
difficulty in altering the printer
characteristics and do not
understand how to implement
the ESC codes within &
program.

The printer manual is far
from explicit, and | would be
obliged if you could give me
FOME B55ISTANCE OF rECOM-
mend a publication which may
help.

I am & novice programmaer,
so things need to be explained
in simpfe terms. — J. Platt,
Bradford, W. Yorks.
® The trouble with gueries
about specific printers is that
unless you've used that printer
you can't answer the queries.

Here at Electron Userweve
had experience of using Kaga,
Epson and Brother printers,
but no others.

Could our readers help?
Which printers have you used
with the Electron, and have
you hald any problems?

Slowcoach
cassettes

{ HAVE just been given a
cassette of games for the BEC
Micro and loaded them into
my daughter’s Efectron, whare
they appear o run very slowly,

Is there any way to modify
the programs or instruct the
computer (o speed things up?
Being a complete computer
novice | need help. - John
Mcintesh, Glasgow.
® The short answer is that
BBC programs will run more
slowly on the Electron
because of the way that it is
designed.

Programs can be speeded
up using various technigues
{take a look at appendix E of

Micro Messages

o FoCce==0r ¢ Lidema= 1 For
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1 e sSrod wor.d s ocarst . = =
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Oh Brother, I'm in the dumps

Ta0AY ! received my Decem-
ber copy of your excelfent
magazine and after devouring
all information contained
therein, fast page “"Oh
Brother” in Micro Messages, |
nearly fell out of my chair! To
say I have rthe same
experience as Ben Still is an
understatement.

Having taken early retire-
ment after 40 years in
industry, to whife away my
remaining years ! looked round
for something to do on these
fong winter nights, and inves-
ting /n @ computer was the
ideal solution.

Not wishing only for games
etc. the Efectron with all its
extension faciities would give
me what | wanted for domes-
Iic use,

I duly purchased a maching

Thoere

in August and was infarmed all
! needed was a cable o
connect a printer, Imagine my
surprise — for & further £56.90
plus a ribbon cable, | had a
Plus 1 ready for the next stage.

An advert in your magazine
iffustrated the Brother HR-5
connected to the Plus 1, and
this was dufy purchased. Then
the fun started .

! eventually printed all my
fistings by the yard = better
than shiced bread — and from
the samples enclosed the
various print styles, but nmo
screen dump or graphics,

! telephoned Brather. They
s8id it was up to the computer
manufacturer to supply the

program.

I tefephoned Q223 2107111
Acorn Computers, and a gen-
teman informed me that as |

rocessSor .

Ideal for writing
letters and

repor-ts.,
i - oon=tant

had paid my money and taken
my choice, hard luck. He did
nat want to know about my
troubles.

If i cowld have foreseen the
above no way wouwld [ have
invested in the Electron
system, as ! am now stuck
with it and after every enguiry !
make for & screan I'm left with
a blank wall.

Would vou please forward
my name and stamp to Ben
Stilt for any information he
may obtain, that { may
eventually screen dump. -
Ken Davies, Stourbridge,
West Midlands.

® Don't hold your breath, but
ane of our tame hacks has
promised us a printer dump for
the Brother. As soon as we
hawve it it'll go in the magazine,

the excelleant User Guide) but
novices might find them a little
difficult.

No volume
control

PLEASE could you show me
how to adjust the volume on
the Electron.

I've tried everything from
50UND 1,-15,50,5 to
SQUND 1.-1.50.5 and the
volume will nat change.

Is it just because you
cannot do it on the Efectron?
Or is it just my maching? —
Matthew Hicks, aged 12,
Waeybridge, Surrey.
® We're afrald that it's just
not possible to adjust the

volume of the sound on the
Electron. No matter what the
volume parameter is, from —1
to —15, the note is played at
the same loudness lavel,

And if you ask why the
Electron allows all these dif-
ferent wvalues, the answer is
that it's to ensure com-
patibility with the BEC Micro.

More
from Merlin

f'M wishing to second David
Thempson's proposal in Micro
Messages for a regular feature
on adventures,

I'm sure Merlin is a
charming persen, and no
doubt has an enchanting time

when he pops ouwt for these
spells, but please tell him we
need him,

As for Twin Kingdom
Valley, [ cant get anywhere
with it, so ! couwld sure use
S0me tips.

I keep getting bonked on
the head by the gorilla. It's
infuriating to have to re-lpad
the program every time [ get
deaded, which happens with
sickening regularity.

Come on Merliin — aif we
adventurers are waiting on
yvaur wisdom with baited
breath. - Katy King, Hemel
Hempstead, Herts,
® We all agree that it's a
wizard idea and. from next
manth, our -resident spell-
binder will start a more-or-less
reqular column.
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THE BEST BBC MICRO SOFTWARE ACORN

* PRODUCED BY AN INDEPENDENT SOFTWARE HOUSE * _ELECTRON

* TOP QUALITY MACHINE-CODE PROGRAMS * ! H?:l;ﬂ

A highly-oddictive multi-stoge 30 roce gome. You steer
Yo cor eft and r jht, accelerate ond decelernte as the
OpPOosIng cors weove ab ..lut H & roocd '|'|-:.|-:_, ez five
different stoges including night, snow, desert ond
riverside scenes. To qualify for the nest stoge, you must
Finish in the top twelve. Incredible l.|'l'|"| s give the
mpression thot you really are toking part n the roce
HI!Jh iy recommended, ond destined to become onathar
toy-seller for Sunenor Softuwaore

. MICRO AND
HE & ACORN €LECTRON.
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SMASH AND GRAB (32K) £7.95

An excellent and d ori qu-‘ml arcade-style game in which you take the role of o
gold from the bank FI policeman is after you .
e to ]IJTT'I I"IE IYIC.‘IJ ar '5E|LIDI: down ond try to hit l,;._;u with his truncheon.

"f'"IJ must "‘|‘.'\u keep clear of the flying police cones ond floating dustbin lids.

Thers are three foscinating screens of action induding ploy streets with
bouncing balls, one- eets, conveyor belts, troffic lights ond police-boxes.
2| and amusing gome

SUPERIORSOFTWARELTD.

Dept. €U12, Regent House,
Skinner Lane, Lleeds 7
Tel: 0532 459453 B

e




FROM BRIARES SRADING
. ABE HQUSE!

26.95' '

- *
A FANTASTIC NEW PROGRAM » E

ing Reegs.
and :Jntroig for reverse, .
Keys or joystick via ‘First ey

" FOR OUR NEW )
PACKAGING AND




