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Please
Vour:-

‘Learn BASIC' wtorials a

Logic
Logic

(64 and VIC owners only)

MName

(BLOCK CAPITALS PLEASE)

Lenrt

Learm

How to teach your Micro

a thing or two

Thousands of home computer owners have yel
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 yoursell 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 yet 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, your search is over.

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

send me more information about

{Tack approprate box)

3 Spectrum Club U
3 Commodore Club O

LOGIC3

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

by testing on 3 generations of students at Strathclyde
University. The ‘Strathclvde Method® has been
translated into 8 languages and used by over 300,000
r]ljtTtmGlT1pulCF USETS.

‘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 your first
PrOgrams.

‘Learn BASIC® is designed for people who wamt
o 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 your micro how
to be useful! (Available from major branches of
W.H. Smiths, Boots, Laskys, Greens, John Menzies
and better computer shops nationwide. )

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

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

vesnseeseans (POSICOE) ... e




elec

TINY two years old Claire Hirst
became a child celebrity overnight
after she opened the latest Electron
and BBC Micro User Show in
Waeastminstear.

Although Claire cannot read or
wirita yat, sha is already a child prodigy
on the computer.

National newspapers, television
and radio all converged on tha New
Horticultural Hall to watch Claire go
through her paces.

And she duly obliged by demons-
trating how she had written a tune on
the micro and even designed a

Christmas card for her mummy.

‘Reliable /-

Electron’ report under fire

A REPORT claiming
the Electron is the
most reliable micro
available in the UK
has come under fire.

Critics were quick to
cast doubt on the
findings after it was
learmed that Acorn has
strong links with the
publishing house that
commissioned the
Survey.

However Acorn has
strongly defended the
results, which reveal

that the failure rate for
the Electron — based on
faulty machines re-
turned to dealers — is
only four per cent.

“"The survey is as
reliable as it could be™,
an Acorn spokesman
told Efectron User. “It's
just a pity that some
people are trying to
suggest it is biased™.

It wasn't what the
report stated about
Acom products which
has caused the attack

but the way it slammed
other leading micro
manufacturers.

The survey roasted
Commodore for its
“high failure rate’’,
claiming 18 per cent of
Vie 20s and 13 per cent
of Commodore Gds are
returned to dealers.

But it was Sinclair
Research which was
named as “the worst
culprit”. According to
retailers interviewed,
maore than a quarter of

all Spectrums sold are
returned.

And it was Sinclair,
understandably smart-
ing under the criticism,
who spearheaded the
counter attack.

“We reckon the true
return rate is about half
the figure given in this
survey and 40 per cent
of these are in no way
faulty”, said a Sinclair
spokasman.

“And we are not very
happy about the manner

in which this survey was
conducted. It appears
that a number of retail
store managers waere
simply telephoned and
quizzed on home micro
return rates.

“We also believe that
the survey was carried
out on behalf of a
company in which Chris
Curry has an interest”,

The survey was com-
missionad by Venture

Turn to Page 6

Fabruary 1985 ELECTROM USER 5



DISG DRIVE

BATTLE

IS JOINED

NOW that the Electron
has come of age. the
stage is being set for a
battle of the disc drives.

Developments by
Acorn and Cumana have
pushed the machine into
the league of systems
costing hundreds of
pounds more and
opened the doors faor
users to create sophis-
ticated databases.

The products that
have dramatically
boosted the Electron's
capabilities and appeal
are a 34in dise interface
and drive from Acorn
and a range of 55 and
33in disc drives com-
plete with interface from
Cumana.

Electron users got
their first hands-on

Row over

Electron
survey

From Page 5

UK, a magazine run by
Redwood Publishing, a
company in which
Acom's managing direc-
tor Chris Curry and Chris
Ward, an Acorn non
executive director, both
have substantial
interests

“"But no matter who
called for the report in
the first place, we still
insist that it is as
accurate as any other
similar survey would
be'’, said the Acorn
spokesman.

“The results for the
Acorn products waere
almost identical to ones
we've had from our own
internal studies. So that
satisfies us as to its
validity™.

experience of Acorn's
new Plus 3 at the
Electron and BBC Micro
User Show in December
when it was demon-
strated using the
Acornsoft database pro-
grarn.

The Plus 3 provides
Electron users with a
faster and more flexible
alternative to cassettes
for the storage of pro
grams and data.

It comprises a salf
contained disc interface
and 3}in single-sided
drive and offers 300k of
storage.

A new Acorn ad-
vanced disc filing
system — described by
critics as better than
that available for the
BBC - provides facilities
at the basic level, but
also has features equip-
ping it for business use.

The Plus 3 costs
£229

Cumana is supplying
its full range of disc
drives complete with
interface for use with
the Electron.

The interface costs
£149.95. The 100k
33in drive including
the interface — costis
£299.95, and the 100k
51in drive with interface
costs £289.95.

Acorn’s Plus 3 disc drive

Joysticks snag
ironed out

SOFTWARE publisher
Micro Power has
announced a major
breakthrough for Elec
tron users.

It has solved the
problem of the joystick
games that won't run
while the Plus 1 add-on
is fitted. This snag was
first pointed out in the
August issue of Electron
User.

Mow Micro Power
has written a remedizl
routine. You load it, pick

out which game you
want to play from the
resulting menu and
then load the game as
usual.

According to Chris
Payne, Micro Power's
marketing chief, this
works for 20 of their 22
Electron games,

And, says Payne,
with a bit of trial and

Warp drive is go

A BUG in Elite, the
best-selling game from
Acornsoft, is about to be
ironed out.

The trouble came to
light when the Electron
version was released.
Electron users found
they could not go from
one galaxy to another in

hyperdrive as is possible
in the BBC game.

“We are working flat
out to repair the omis-
sion”’, said a spokesman
for Acomsoft.

"People who bought
the earlier version will
be offered a replace-
ment .

error most other pub-
lishers” games will run
[{als

A define option on
the menu lets you enter
information about which
keys do what an your
particular game — up
down, fire and s0 on.

Best news of all for
readers is that Electron
User will shortly publish
a listing of the Micro
F"I!!IWE—."!’ routing.

Meanwhile Micro
Power — which has been
getting 20 or 30 phone
calls a week from baf-
fled joystick fans — is
considering releasing
the routine on a cas-
sette

“We don't want to
charge money for it
says Payne, “just a small
5uUm to cover our costs’.

Extending range of education

ACORMSOFT believes it
can radically influence
the development of edu-
cation in the home with
its new range of what it
calls "learning environ-
ment” software.

The first four titles —
Workshop, ABC, Talk-
Back and Spooky Manaor
— are said to go beyond

the limitations of school
curricula.

Don Clark, head of
Acornsoft's home edu-
cation division, said;
“The programs create
opportunitias for learn-
ing, rather than setting
up exercises with
narrow, pre-determined
goals.

“Through them users
can explore, expeariment,
solve problems, even set
their own challenges
all essential tasks in real
life.

“Qur programs are
also fun to use, though
not mere games. Enjoy-
ment is important in
homaea education

because the traditional
motivations of the class-
o0 teachers and
exams — don't exist.
“We have found that
if adults find programs
borimg, so will children.
We have designed our
programs for everybody.
“They make home
learning a group activity™.
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American operation

takes a £6m hlow

A DRAMATIC cutback
of Acorn’s operations in
the United States
appears to have finally
killed off any plans the
company had to launch
an American version of
the Electron.
Acorn has announced
it is to reduce its US

SHARE

FOLLOWING reports of
Acorn’'s massive cut-
back in the USA, the
company's share price
slipped to one third of its
previous high on the
Unlisted Securities
Market.

A spokesman admit-
ted that Acorm had
scaled down its US
operation by four fifths

presence by 80 per cent
following poor sales

This will have cost
the company about £6
million as a result of
failing in its bid to
capture a major share of
the educational market
States-side with the
BEC Micro.

PRIGE T

after fierce compatition
from native companies.

But he denied that
share prices had been
influenced by this.

“"There are two
reasons for the drop”', he
said.

"One is that US sales
of home micros have
been declining, and con-
sequently investors think

This means there is
aven less hope of the
Electron securing a
foothold in the highly
competitive American
domestic marketplace.

An American version
of the Electron was first
mooted «in The Acorn
Guide to The Electron —

MBLES

it will happen over here
next.

“The other is that
they have the idea all
companies on the USM
will double their size
every year. But as Acom
is easily the biggest
company on the USM, it
i5 much lass likely to
show exponential
growith'.

a Penguin publication.

In this the authors,
MWeil and Pat Cryer, make
numearous refereances to
an Electron being built
for the United States
markat,

"Electrons built for
the United States have
differant characteristics
from those built for the
United Kingdom™, they
wrote ine one section.

However whan con-
tacted by Electron User,
the official spokesman
for Acorn claimed to be
totally in the dark about
an Electron for the
States.

“"There's no such
machine as far as we are
aware , he said,

Further enguiries at
Acorn unearthed a tach-
nical man who had
heard “rumours’ of such
a machine but insisted
that it naver left the
drawing board.

“Unless there's a
mole working away on
oneg here at Acorn, I'm
sure 1t never want
further than the idea
stage”, he confided.

But what about the
references to it in the
Acorn Guide?

"I think it may wall
have been a case of
pre-guessing on the part
of the authors ... ”

MAKING its bow at
the latest Electron
and BBC Micro User
Show was Acorn’s
new data recorder for
the Electron.

controls
foature a full six key
mechanism giving
fast forward, rewind,
play, record, pause
and stop. The cus and

The

NEW RECORDER
GOES ON SHOW

Add-on
puts
on the
hrakes

A GADGET that can put
the brake on the fastest
Electron game has been
launched by Cambridge
Computing Research

Called the Slomo, it
has a wvariable speed
control and can slow
down or even stop
evarything on the
screen,

As well as allowing
the user to cheat at
games — building up
amazing scores it is
ugeful for small children
of handicapped people
who cannot cope with
high speeds.

Games writers can
use Slomo to debug
their programs, and it
could also be used when
taking screen photos or
by people who just want
to figure out how games
wWiork.

Says marketing man-
ager Linda Tippey: “The
gadget fits on the back
of the Electron, extend-
ing the expansion bus,
g0 you can still add a
joystick.

“We have had lots of
intarest from the edu-
cational field, espacially
from the lower level and
special schools™.

revieaw facility
enables rapid search-
ing of the tapa.

The thrae digit tape
countar is a further
aid.

It is battery or
mains opearated and
comeas with thea
necassary laads and
mains adaptar.

Prica: £35.

Fabruary 1985 ELECTRAOM USER 7



Part 13 of PETE BIBBY's

introduction to programming

¥YOU may have noticed that
so far all the programs we
have had in this series have
started at the beginning
and go on, line by line, to
the end.

Occasionally we've sent the
program whirling round a loop,
but always the result was the
same. They progressed relent-
lessly, obeying every line
completely.

While programs that work
this way have the benefit that
they are easy to debug, they
are a bit rigid. Thay can’t make
decisions, they just obey
orders.

Wouldn't it be nice if there
was a way that we could have
a program that took decisions
for us? We could have
programs that could vary what
they do in ling with the data
you give them.

This means that instead of
just following the line num-
bers, what the program does
depends on what information
it is given.

Happily for Electron users
there is a Basic structure that
allows programs to take
decisions for themselves and
act according to circumstan
ces. .

This is the IF...THEN
statement. Program | shows it
in action.

Run it a couple of times and
see what happens. You can
press any letter key you want,
but you only get a message if
you prass capital Y.

10 REM PROGRAM 1

20 INPUT "Press a key *
key$

30 IF key$="Y" THEN PFRIN
T "You pressed the Y key,'

Program |

Lime 20 just asks you to
prass a key and, when you hit
the Return key, it stores the
result in the string wvariable
keys.

The work iz done in line 30
which reads almost exactly
like a line of English. It looks at
key® and if it contains (or is
equal to} ¥ then the Electron
prints the message.

Motice that only IF the
condition is true THEN the
Electron goes onto processing

IF conditions are
right THEN your
progams can
make decisions

Now your programming skills
are really starting to develop

the rest of the line.

If you run the program
again and press, say, T you'll
find that you get no message,
just the prompt to tell you that
the program has ended and
the Electron is waiting for
something to do. Mot very
exciting, is it?

What's happened is that
ling 20 has stored T in key$.
Line 30 checks to see if the
variable key8 is the same as Y.

In this case it isn't, 50 the
condition is false and the rest
of the line is ignored. No
message is printed.

The Electron now looks for
the next line, finds that there
isn't one and so the program
stops.

The rule is that IF the
condition is true THEN the rest
of the line is obeyed. IF the
condition isn't true THEN the
rast of the line is ignored and
the Electron goes onto the
naxt ling if there is one.

The trouble with Program |
is that if you pressed y instead
of ¥ you didn't get the
message. You know that Y and
y both mean the same thing,
but to the Electron they re very
different. Frogram Il checks for
both y and Y.

Here line 30 checks for ¥
then line 40 checks for y. The
message only gets printed if
one of the conditions is true.

If neither v nor ¥ have been
pressed, neither condition is
true and S0 no Message
appears.

1@ REM PROGRAM 11

28 INPUT *Press a key "
kev$

38 IF key$="Y" THEN PRIN
T *You pressed the Y key."

48 IF key$="y" THEN PRIN
T "You pressed the y key."

Program If

As you might imagine, you
could use lots of these one
after another to check various
conditions but it might get a
bit long-winded.

Program (Il shows that
numeric variables can be used
in conditions as well as the
string wvariables we've used
previously.

18 REM PROGRAM 111
20 FOR loop=1 TO 5
30 READ x

48 IF x = 5 THEN PRINT *
xis 3
5@ NEXT loop

40 DATA 1,5,56,5,3

Program 1

Here the FOR ... NEXT loop
cycles five times, each time
reading a value from the data
stataments into the variable x.
This means that x will be 1 the
first time round, 5 the second
time round and o on.

Line 40 contains the condi-
tional part of the program,
Each time a new value of x is
read it checks to see if it is
equal to five. If it is it prints the

message, if it isn't it just
ignores the rest of that line.

As x has the value 5 on two
oCcasions two meassages are
printed.

The next program uses
exactly the same condition bui
this time it doesn't print out a
message. It keeps a running
total of how many times x has
been equal to 5.

18 REM PROGRAM IV

28 count=@

38 FOR loop=1 TD 5

4@ READ » :

58 IF « = 5 THEN count=c
ount+l

48 MEIT loop

78 PRINT "The condition
is true "jcount;” times,"

8@ DATA 1,5,8,5,3

Fragram IV

The difference lies in line
50. Here the IF condition is the
same, it's the rest of the line
after the THEN that has
changed.

What happens now is that
IF x has the value 5 THEN one
is added to the variable count.

In this way count keesps
track of the number of times
the condition has been met. As
yvou'll see if you think abouwt it,
this is more useful than just
printing messages.

To recap on what wa've
covered so far we can use an
IF ... THEN statement to make
the Electron choose between
alternatives.

IF a condition is met THEN
the program will do one thing
otherwise it will go onto the
mext line and do something
else.

This is the sort of logic
behind such questions as "Do
vou want another go?” and
“Which skill level?" that you
find in games. What the
program does depands on
what you reply.

So far the only condition
we've met is one using the
equals sign.

Program |V counted the
number of times x was equal
to 5. Is there some way that
we could make it keep track of
the number of times that ¥ was
not equal to 57 Program V
shows how it's done.

8 ELECTROM USER February 1985



12 REM PROGRAM V

28 count=4

I8 FOR loop=1 T0 5

40 READ x

58 IF x (» 5 THEN count=
count+l

&8 NEXT loop

70 PRINT *The condition
is true ";count;” times.®

B@ PRINT "This means tha
t "tcount:® of the nusbers
are not equal to 3°

9@ DATA 1,5,6,5,3

Program V

Line 50 looks very much the
same as before. It has a
condition beginning with an IF
and a THEN followed by

count=count+1

The difference is that this
time the condition is

1 {) 5§
instead of the

£
we had before.

Don't be worried by the <>
sign. All it means is "not equal
ta”. This means that line 50
reads "if x is not equal to 5,

then add 1 to the value of
count’’.
The IF . . . THEN works in

exactly the same way, only
adding one to count when the
condition is true, that is, whan
x is anything but 5.

What if we wanted to count
the number of timas that x is
less than 57 Program VI shows
how it's done.

1@ REM PROGRAM VI

28 count=0

I8 FOR loop=1 TD 3

40 READ x

58 IF x (5 THEN countsco
unt+l

68 NEXT loop

78 PRINT "The condition
is true "jcount;® times.®

BB PRINT "This means tha
t xis less than 5 on "jcou
nt;® occasions.”

9@ DATA 1,5,4,5,3

Program VI

Once again we've intro-
duced a new symbol into our
condition. Don't lat it worry
you, all < means is “less than™,

(I remember it because < is
almost like an L)

Since x is less than 5 on two
occasions the final value of
cournt in Program VI is two.

You might guess that if we
can test for a "less than”
condition being true we can
also test for @ "more than”
condition. Line 50 of Program
VIl shows how this is done,

18 REM PROGRAN VII

20 count=2

30 FOR loop=1 TD 5

4B READ =

S8 IF x »5 THEN count=co
unt+l

&8 MEIT loop

78 PRINT "The condition
is true "jcount;" times."

B8 PRINT "This means tha
t & is greater than 5on "3
count;® occasions.”

9@ DATA 1,5,6,5,3

Program VI

As you'll no doubt have
guessed, > is short for
“greater than”. Line 50 now
adds one to count for every
time that x exceeds 5.

And we needn’t stop there.
Suppose we want to keep
track of the number of times
that x is either greater than or
equal to five.

Obviously we could add
together the results from Pro-
gram |V (the number of timeas x
is equal to 5) and Program VI
(the number of times it's
greater than 5).

There is, however, an easier
way as shown in Program VIII.

18 REM PROGRAM VIII

28 count=q

38 FOR loop=1 TO 5

40 READ =

S8 IF x )= 5 THEN count=
count+1

&8 NEXT loop

78 FRINT *The condition
is true "jcount;” times.”

B@ FRINT "This means tha
t « is either bigger than o
r equal to 5 on “jcount;” o
ccasions,”

%@ DATA 1,5,8,5,3

Program VIII

It will come as no Surprise
to learn that >= means “either
greater than or equal to”. And,
of course, thare is the mirror-
image condition which is used
in Program [X.

10 REM PROGRAM IX

28 count=R

I8 FOR loop=! TO 3

49 READ x |

58 IF x <=5 THEN count=|
caunt+l

&@ NEXT loop

78 PRINT *The condition
is true "jcount;® times.®

B8 PRINT "This means tha
t x is either less than or
equal to 5 on "jcount;” occ
asions.”

98 DATA 1,5,5,3,3

Program IX

Here < = means “either less
than or equal to". What it
means is that when x has a
value that is either equal to or
less than 5, line 50 adds
increments count.

Don't let all these different
logical operators {as they are
known in polite society) worry
you,

I've summed them all up in
Table 1. At first they may be a
little intimidating, but after a
bit of practice you'll find they
become second nature.

Vary the DATA statements

Table I Logical operators

in Programs IV to 1X and see if
you can understand the
results.

Bear in mind that it doesn’t
matter what logical operator is
in use in anm IF . . . THEN
statement. As long as the
condition is true, the rest of the
line after then THEN is obeyed.
If it isn’t true everything after
the THEN is ignored.

And that's it for this month.
Have fun playing around with
IF ... THEN statements and
when you think you've mas-
tered them try Program X for
size. Try changing the DATA
statements and see what
happens.

1@ REM PROGRAN X

20 count=

38 FOR loop=1 TO 5

40 READ «

58 IF x <2 DR x »3 THEN
count=count+l

6@ NEIT loop

78 IF count <3 THEN FI‘.'II.;
T *The condition is true *;
count;® times." ELSE PRINT
*The condition is false ";i|
S-count):® times

98 DATA 1,5,6,5,3

Program X

& /F you want to kRow more
about conditionals THEN don't
miss next month’s article.

February 1985 ELECTROMN USER 3
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REWRITE THE HIGH WSCORE TABLES

So, you've got an 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 Y y
See the range of Vulcan
joysticks and interfaces at vu L E A "
your local stockist ...
we'llseeyouonthehigh [FLIE tTH nI[S LTD
score tables.
Joystick Genns

200 BRENT STREET HENDOMN NW4 1 BH TEL: 01-203 6366




THIS is the first of a short
saries of articles which will
show how to achieve
simple but effective ani-
mation on the Electron
using only the Basic lan-
guage.

As must be expected, no
great speed is achieved. The
intent is merely to introduce
the reader to the basic
techniques (no pun intended)
and hopefully to foster an
interast in things graphical.

The first technigque we'll
cover is text and character
animation. This is probably the
simplest method both to
understand and to pro-
gramme,

Smooth movement of text
can be achieved by careful
positioning of text using the
PRINT and TABIX.Y] com
mands.

Program | shows this tech-
nigue moving one word
around the screen.

The only important thing to
remember is to erase the word

Animated Electron

An introduction to things
graphical by ALAN PLUME

writing it at the next. Obwvi-
ously you can usea this method
to move portions of taxt
around the screen in almost
any direction that you choose.

The next example, Program
I, shows that with a little
effort and using a tiny bit of
graphics, the method above
can be built upon.

Line 40 redefines character
number 224 to be an i
without the dot. Then using
MOVE and the relative PLOT
commands a “dot” (in fact two
dots] can be moved down to

dot the “i". Lines 60 to 110
uga the technigue outlined
above of displaying and then
arasing to give the impression
of movement.

Linas 130 onwards display
another piece of text which is
printad with a small dalay.
Once printed the Electron
“realises’ that the apostrophe
is missing. The appropriate
section of text is moved to the
right and an apostrophe
moved in to the gap.

The third and final example
shows the use of redefined

—o

7w

.5

characters with the above
technigues.

A number of “frames” are
formed that, when displayed
one after the other, give the
impression of smooth move-
ment.

Thirteen characters are
defined, once again using the
VDU 23 statement familiar
from the Efectron U'ser Casting
Agency series.

These are assembled on the
screen using VDU 31,X%.Y%
to position the characters.

The first frame is displayed
for a set time wsing a delay,
then the appropriate parts are
overwritten giving frame 2.

This is repeated for frame 3
and the whole sequence is
repeated until ESCAPE or
BREAK is hit.

Mote that frame 1 has a
gspace character (32) in its
second line. Thisis to blank out

at the last position before Frame | Frame If Frame Ilf the upraised arm in frame 3.
m § 218 PRINTTABIT,15) move$ 128 vDuz23,231,15,13,13,13
258 FOR delay=1 TO 5@:NEX 228 COLOUR 3 12,13,13,13
18 REN PROGRAN 1 T delay 238 PRINTTAB(@,14)%'" 138 vouz3,.232,8,08,0,0,0,0
20 MODES 268 NEIT 248 FORXY=BTDG A
38 REM 250 PRINTTAB(XX,14)" * 148 VDU23,233,0,%4,240,24
4B REN Turn cursor off 268 PRINTTAB(XX+1,14)""" 8,248,95,254,255
59 REN - 270 FOR waitsd T0 ABNEXT 150 VDU23,234,27,49,97,19
60 VDU23.1,0;0:0;8; 1@ REM PROGRAN 11 288 NEXT 3,128,1,1,1
78 Texté="Anisation" 28 MODEL 298 PRINTTAR(T.14)" * 168 VDU23,235,253,248,248

B8 REM
%8 REM Blank$ is n space
5, where n is the length of
Texts
18@ REM
118 Blank$=STRINGS (LEN(Te
xté)," ")
128 REM
138 REM X1 is horizontal
position where Text# is to
be printed.
142 REM
158 1X=5
16@ PRINTTAB(XY,) Text$
178 FORYI=1 TO 3@
16@ PRINTTAB(XY,YI-1)Blan
k$
198 PRINTTRB(XZ. Y1) Texts
200 FOR delay=l TO S@iNEX
T delay
218 HEXT
220 FORY3=38 TO | STEF -1
230 PRINTTAB(EX.YZ)Blank$
240 PRINTTAB(XY,¥X-1) Text

38 vDu23.1,8;0;0:0;
4R VDU23,224,0,0,534,24,2
4,24,60,0
58 COLOUR 1
&8 PRINTTREIB.10) "Always
dot your "+CHR$224+"°s."
T 11=524
B0 FORYX=1823 TO 712 STE
P-4
98 MOVEXX,YL:PLOTL,7.@
@@ WOVEXR,YL:PLOTZ,7,B
118 NEXT
128 WOVEXR,YX:iPLOTL, 7.8
138 COLOUR 2
148 Text4="And dont forge
t vour apostrophes.”
158 LE=LEN{Text$)
168 FOR letter=1 TO L%
178 PRINTTAB(letter-1,15)
NID$(Teuts,letter,1}
168 FOR wait=8 TO 4@:NEXT
198 NEXT
280 moves=" "+RIGHTSH(Text
§.26)

Jo PRINTTABR(T,15)"""
B[R

Program 111

10 REM PROBRAM 111

28 MODES -

38 PRINTTABI(3,38) “EXERCI
8€ TIME'®

48 VDUZ3, 1, B0 00y

S8 vDu2s,224,8,0,0,0,0.0
255,127

5@ VDU23,225,0,96,240, 24
8,248,%h,252,254

78 VDU23,226,3,1,1.1,0.1
oyl

B vDU23,227,255,251,251
,251,243,251,251,250

98 VDU23,228,1,1,1,1.1,1
||-|3

@@ vou23,229,152,152,152
,152,152,152,152, 156

i1@ vou23,23e,0,0,0,0,0,0
Wi

,248,248,248,248,248

178 VDU23,236,128,192,95,
48,15,0,0,0

168 X3=B:¥i=10

192 REPEAT

200 REM st figure

218 VDU31, XL, YE, 224,225

228 VDU31. XX, YI#1,226,227
'3

239 YOU31, K%, YI+2,228,229

248 REN 2nd figure

250 TIME=B:REPEAT UNTIL T
IME=20

260 VDUSI, XX, YL, 230

270 VDU3L, X%, Y3+1,231

280 REM 3rd fiqure

298 TIME=B:REPEAT UNTIL T
IME=2R

8@ vDU3i,nx,ve, 232,233

318 VDU3L, XN, YE4D, 234,235
1254

320 TIME=B:REPEAT UNTIL T
INE=28

330 UNTIL FALSE
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LISP, developed around 1960 by John McCarthy and others at
the Massachusetts Institute of Technology in America, is one of
the oldest computer languages still in use.

His main objective was to produce a powerful language for
defining and transforming functions. Lisp was designed to
manipulate abstract symbols called atoms and combinations of
symbols called lists. It is a LISt Processing language.

Perhaps the most pub-
licised used of Lisp has beenin
the field of artificial intel-
ligence research. The expres-
sive power of the language
was recognised by workers
who were wrestling with the
difficult symbolic manipu-
lation problems involved.

Programs have been writ-
ten that hold conversations,
write stories for children and
summarise text.

Maost mainframe computers
support Lisp and now a few
micros as well, There is no
generally accepted standard,
s0 a5 a result there are many
dialects around. However,
adapting Lisp to run on
another machine is usually
straightforward, making the
language fairly portable.

Acornsoft’'s variant is avail-
able on cassette or ROM
cartridge. The cassatte version
is the one considered here. The
ROM cartridge will have all the
facilities offered by the cas-
sette version, plus a few extra,
and a lot more memory.

The cassette and manual
are sold separately, which
seems a little strange. Unless
you ara already an expert Lisp
programmer — and not many
people are — then neither is
much use without the other.
Price of the package is about
£23.

Large scale implemen-
tations may contain hundreds
or even thousands of built-in
functions. Consequently a
small micro such as the
Electron cannot hope to

provide all of them, so only the
bare essentials are built into
Acornsoft's Lisp. -

Howaver this should be
sufficient. Fortunately, many
of the standard utilities can be
written in Lisp itself and
appendix B in the manual lists
a few of these.

Sinca many of the functions
not provided would only be
used occasionally and may
have specialised uses, these
can be typed in as and when
needed for each application.

Acornsoft Lisp has a few
extra functions not normally
found in other systems. These
ara to allow the use of the
Electron’s excellent graphics
and sound capabilities.

One of the most powerful is
the VDU command which
provides an easy interface
with the Electron's machine
operating system.

Lisp takes about four
minutes to load. It has 5.5k of
maching code interpreter and
3k of initialised Lisp work-
space containing utilities and
caonstants. These can ba
deleted, if not required, to gain
extra memaory.

When loading is complete
the user is asked to select a
mode — either 3, 4. 5 or 6.
Once one has been selected it
is not possible to change to
another using MODE n, so if
you want to use graphics or
the BO column mode 3 you
must start up in the correct
mode.

There are two main ques-

. - |-ll'l:.-”-. e

tions to be asked of Lisp:
® Whar can you do with it?
& How easy is it to use?

Chapter 23 in the manual
answers the first question—11
applications are listed
demonstrating its use. The
programs are not complete,
but do provide the building
blocks for constructing much
larger Lisp applications, and
the user is encouraged to
develop them further.

The examples include: Sort-
ing a list into alphabetical
order, arbitrary precision arith-
metic {how to cope with very
large numbers), a Lisp pretiy-
printer (used to display large
pieces of Lisp structure,
spreading its output owver
many lines and using inden-
tation to make it more legibla).
an animal guessing game (you
think of an animal and the
Electron has to try and guess
it, a route finding program
(also on the cassettel, graphic
displays (how to create pic-
tures), and mazes and dun-
geons (an advemture game).

The answer to the second
question is entirely subjective
and everyone will have their
own opinion. | have to
disagree with the manual
which states: "It provides a
complete introduction to Lisp
and assumes no previous
knowledge of the language”,
and that ''Lisp is easy to
learm .. ."”"

Lisp seems very strange
and confusing at first, oper-
ating on lists and atoms,

recursion being very common.
Unlike Basic, you need to
know and understand a large
proportion of Lisp before you
can even think of writing your
first simple program, and this
is the main stumbling block.

Lisp operates on the “light-
ning principle”. Tha concepts
strike you suddenly when you
are almost ready to give up.
Once you have been struck,
evarything falls into place.
Strength, stamina and per-
severance are required.

Acomsoft's Lisp is an excel-
lent package for anyone
interested in programming
and computer languages. It
will teach pattern recognition,
and recursion will become
second nature.

A word of warning though,
it i not for the absolute
beginner. Be prepared for a
struggle, and remember the
“lightning principla®.

One last note: If you are
unsure whether to invest in
Lisp, try to get hold of The
Little LISPer by Daniel P.
Friedman || borrowed it from
the local library).

This is not a manual on how
to use Lisp on the BBC or
Electron, but it explains thea
structure, principles and con-
cepts involved in a very simple
and amusing manner.

You do not need Lisp or
even a computer to wunder-
stand and appreciate it. Read
it. | think you will find Lisp
fascinating.

Roland Waddilove
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ELECTRON JOYSTICK INTERFACE o
Electron users! This is the add-on everyone wnnlﬁlﬁ-{
Elactron switched joystick interface from First Byte - le now

with free conversion lape that vastly extends your game range righl away.

The interface operates with all “Atari-style’ 9-pin joysticks, and its many
advanced design features put it way out in front for quality and reliability.
That's why, to date 15 major software houses are already bringing out
games that work directly with the First Byte Electron Joystick Interface -
and many more are sure to follow.

AVAILABLE FRoMm WHSMITH &,
AND MOST COMPUTER DEALERS

MAIL ORDER FORM

Please rush me the following items:
First Byte Joystick Interfaces at £19.95
First Byte Printer Interfaces at E34.95
TOTAL :
| enclose a cheque made payable 1o FBC Systems Ltd,,
I wish to pay by ACCess Visa Expiry date IS =

CaraNo. [ [ TTTTTTTTTTTTIL]

Mame

Address

~ Tal

46%%’%‘2@
FIRST BYTE &

ELECTRON JOYSTICK INTERFACE 2,

Fi \

S —

Look at these advanced design features.

Qnly 2 chips for uitra-
migh reflability and how
powar consumplion
, ensuring safe
W operation with

) tha Electron,

Works with all " AlEr-
1yle’ S-pin joyslicks \
and wtilidas rapid-fire
mode on
Quickshot 2

Custom-built
coldur
co-prdinated casa
in high-impact plastic.
Speciad fitments ensure
thai when 1he joyslick 5 Muotad polarising Key
plegged in, the Gase akes the and nylon and caps
strain, mol the soldered foints. ansune positive locking.

8 Goid-plated
CONABCIONS ansure a
periect contact.

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

B Tei: Derby (0332) 365280

A GEMUIME FIRST BYTE
ADD-OM




TRIG, as you might guess
from its name, is a program
to help with trigonomaetry
problems.

Written by GRAHAM
HAWKINS it will calculate
the length of the sides and
the angles of any right
angled triangle from a
minimum of information
with a minimum of fuss.

All the instructions are in
the program. So get typing
and let your Electron tame
those triangles!

i11 cal

mini

ess sP

Hﬂ.E 14 con

Don't be obtuse-

get your angles

right on!

14
nkno ul}ldedu“h%“ﬂ'

n iﬁ“"tEHEFE“Q e,

ti‘n'u ﬂﬂt‘un

aE‘
nui of i

Linue:

A

10 REM TRIE
20 REM (C) ELECTRON USER
J0 #KEY10,0LD N
tRUNGN
40 #FX1L,0
S0 #FX200,1
&0 MODE 5
70 FROCtitle
80 MODE 4
90 VDU 23,1,0;0:0:0;
100 PROCinfo
110 PROCintra
120 END
130 DEF PROCintro
140 CLS
:PROCEriangle
150 PRINT TAB{E,14)"RHAT
INFORMATION DO YOU HAVE"
140 PRINT
tPRINT *Do you know the
length
of two sides?...ia.s
P"*l'!'illipntss 1.‘
170 PRINT "Do you know one

side and one angle?..,...

.PRESS 2°

LR RN

1B0 PROCreturn
190 INPUT * “one_or _two
200 IF one_or_twos=!
THEN PROCsides
210 IF ome_or_two=2
THEN FROCanglesides
220 IF one_or_two:2
THEN PROCaistake
230 DEF PROCaistake
240 PRINT
tPRINT “YOU HAVE BIVEN
R WRONG ANSNER |
PLERSE TRY AGRIN"
230 EMVELOPE 3,2,-235,-B0
+v=8,15,0,0,125,0,0,-128
126,126
260 SOUND 1,3,156,27
270 FOR T=1 TO 4000
tNEXT T
tCLS
tPROCintro
280 ENDPROC
290 DEF PROCsides
300 CLS
210 PROCtriangle
320 PRINT TAB(0,18)"Nane

the first side known
o s
I30 INPUT TRBI(37,0161" "first$
J40 PRINT TAB(0,18) "Name
the second side known
I e
350 INPUT TAB(37,12)" "second$
J40 IF #irst¥{"1"0R second$!
!:F
THEN PROCmistake
379 IF first$=second$
THEM PROCmistake
380 CLS
:FROCtriangle
370 PRINT TAB{0,15) "Enter
length of side "jfirstd;

400 INPUT TABLIS, 160 first
410 PRINT TAB{0,18)"Enter
length of side "jseconds

420 INPUT TAB(35,18)second
430 IF first$="X"AND second}f
irst
THEN PROCpythagoras

440 IF second$="I"AND firstis
econd
THEN PROCpythagaras

450 IF first{=0
THEN PROCtoosaall

460 IF second(=0
THEN FROCtoosaall

470 IF #irst${>"1" AND second
g
THEN PROCnot x

480 IF firsk${3"Y" AND second
Y
THEN PROCnot y

430 IF first$(3"I" AND second
§O 1"
THEN PROCnot _z

300 ENDPROC

310 DEF PROChot_x

520 CLS
1PROCtriangle

530 IF first§="Y" AMD second$
="I" OR first$="1"
AND second$="Y"
THEN third=first#first+(s
econd#second)

940 IF firstd.s
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FORMULRE

The fo rﬂulac us sed

are SI E,CDSIN

151
41421
3 35¢ units

to fFind the u
and TANGENT thoknowns

OPPODSITE
HYPOTEHUSE
ADJACENT
HYPOTEHUSE
OPPODSITE
ADJACENT

Fress SPACE to continue.

THEN PROCsure

530 IF second(.3
THEN PROCsure
350 PROClength_of
570 PRINT TABID,20] "Length
of side X is ";30R (thir
d;® units"
580 IF first$="y"
THEN A=DEE (ATN [first/se
condh}
ELSE A=DEE (ATM (second/f
irst))
590 B=%0-A
L00 PRINT
:PRINT "Angle A iz "3f;
" degrees”
410 PRINT
sPRINT "Angle B is "iB;
" degrees"
20 PROCagain
&30 ENDPROC
&40 DEF PROCnot y
650 CLS
tPROCkriangle
bb0 IF first$="1" AND second$
tIII

THEN third=first#first-is
econd#second!
ELSE third=second#second-
(first#first)
&70 1F first=second
THEN PROCpythagoras
£B0 IF first(.5
THEN PROCsure
690 IF second!(.5
THEN PROCsure
700 PROClength_of
T10 PRINT TAB(0,20) "Length
of side Y is ";50R (thir
d}g" units"®
720 IF first$="1"
THEN B=ASN (second/first)

ELSE B=ASN (first/second)
730 A=90-IEG (B
740 FRINT
tPRINT “Angle A is ";A;
" degrees"
750 PRINT
:PRINT "Angle B is ™;
DEE (B);" degrees"
760 PROCagain

770 ENDPROC
780 DEF PROCnot 2
790 CLS
tPROCtriangle
BOO IF first¥="1" AND second$
:l‘l
THEN third=first#first-is
econd#second]
ELSE third=second#second-
(first#first)
810 IF first=second
THEN PROCpythagoras
820 IF first(.3
THEN PROCsure
830 IF second(.S
THEN PROCsure
B40 PROClength_of
B30 PRINT TABI0,20)"Length
of side I is ";30R (thir
dij" units®
860 IF firsts="}"
THEN A=ASN (second/first)
ELSE A=ASN (first/second)
B70 B=%0-DEE (A)
BB0 PRINT
tPRINT "Angle A is *;

DEG (A);" degrees®

BF0 PRINT
tPRINT "Angle B is ";B3
* degrees”

900 PROCagain
210 ENDPROC
920 DEF PROCtriangle
930 MOVE 380,740

940 DRAN TEO,990

950 DRAW 780,780

940 MOVE 380,780

970 DRAN 780,780

980 PRINT TAB(17,3}"X"

990 PRINT TAB(23,4)"Y"
1000 PRINT TAB(18,91"1"
1000 PRINT TAB(14,7)"A"
1020 PRINT TAB(23,2)"B"
1030 MOVE 730,740
1040 DRAW 750,790
1050 DRAW 780,790
1040 ENDPROC
1070 DEF PROClength_of
1080 PRINT TABID,15) "Length

ot side ";first$:" is

Turn to Page 57
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Fulllisting starts
on Page 53

PROCinitialise
PROCscraan
PROCnew_ball

PROCmove_ball

PROChounce

FNpoint

PROCEDURES

Defines the characters used and sets
the best (lowest) score.

Draws the border, prints best/ball/
blocks.

Finds an empty space and prints the
ball, sets the wvertical and horizontal
components of movemeant.

Moves the ball until it is trapped, calls
PROCbounce if there is a block in the
way.

Works out the new direction, uses
FNpoint to see if there is a block in the
way.

Sees if there is a block in the way.

PROCdalay (T%) Waits for T% hundredths of a second.

PROCgame_over Prints your rating, score and high score,
. sees if you want to play again.
PROCinstructions Prints the instructions, sets the difficulty

level.
VARIABLES
ball MNumber of balls.
best Best (lowest), score.
B% Number of blocks placed.
1% Loop counter.

X%, ¥% Coordinates of ball.
V%, H% Vertical and horizontal components of movemeant.

E% Flag to show whether an easy or hard game.
T% Time delay.
a% Rating.

16 ELECTROMN WSER February 1985




ROGER FROST
demonstrates the :
Electron’s design
capabilities

RN

ApimiRTIRE.

[T PEE R

Ty
P
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colour

SWATCH is one of those '
programs that amaze you I =S
with the range of effects o
tha Electron can producea. H

This program of lines and
colours automatically turns
the pages of a never-
ending wallpaper pattern
book or a swatch of curtain
materials.

The designs vary from
plain, bold colours, through
Regency stripes and axcit-
ing Welsh tweeds to a
range which seems to have
been lifted directly from
the seats of British Rail
trains.

It is amazing what can be
produced with just horizon-
tal and vertical lines, and it
is often hard to believe that
only four colours are
present on the screen at
any one time.

Plan vyour colour
schemes for home decorat-
ing, or just sit back and
boggle at the versatility of
yvour Electron.

lat L Y

AR i

(LRI PR T :

LT T

finmanrmr s

GLRPE L TFTPET

]

o W |

OE L]

SUTH T

o emmlinEnee | R

UUTTEURIT

m] ame== =T &

DT AT s o 1Y '

Plan your

\

Z20NEXT
2I0UNTILO

1OREM###SNATCHE#E F0F0RstepX=BTOL0 140GCOLNY, 3

20REN###BY R.Frostass 100FORNT=0TD20 I70FOR Y2=0TO10Z3STEPstep
JOREM (C) ELECTRON USER 1108C0L2, KT 1

40MODES 120FORYL=0T012795TEPStepl 1BOMOVED, Y2: DRAN1279, YX
SOVDUZT; 820250505 05 + 190NEXT

60GCOLO, 127:CLG I3OMOVE XX, 0:DRANXE, 1023 200co] t=colX+1:IF col®}7
Tocoli=0 140MEXT cali=)

BOREPEAT 150VDU19,3,col%,0,0,0 210NEXT

This listing is includad in
this month’s cassette
tape offer. See order
form on Page 47.
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& YOU can go for gold

‘\0
{(\

... with the MICRo

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

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

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

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

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

Not much good at running? Don’t worry, I
MICRO OLYMPICS has many more { .
b

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 . . J

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 1o
new heights!

Yes, it's fast furious fun, pitting
yourself against the world's best times nnd
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

., '
k "(I--- ﬂ ------—-----------1

Play Micro Olympics ™~

[ Pleasesendme _______ copy/copaes of [0 BBC '8 casseite g595 | |

. S e S e 15| 3

— and let your fingers §ouisnarame |Swsowden o) ]

for £ Please tick box

= I Wi a .

do- the running! -=amv*gw.. " = =
Sagned

* = Hl:m I
Address

Send for it today Ju j

l Post to: Micro Olympics ofier, Database Publications, '

1 @8 Chester Road, Hazel Grove, Stockpert SK7 SNY. r 4

I-------—--------------'




Classic Adventure
Melbourne House

IT wouldn't really matter how
good or bad this program is
as it is the only Electron
version of the original Colossal
Cave adventure, I'd have to
recommeand it.

So it comes as a bonus to
find that this adaptation is
superb.

| haven't played the original
Crowther and Woods version
s0 | can't say how close 1o the
ariginal this is. However it
seems to have all the problems
| have read about so it must be
a full = or nearly full — adap-
tation of the original.

In it you play the part of a
typical greedy adventurer. You
coma hot-footing it, flushed
with success from your last
adventure. You've heard of the
fabulous treasure to be found
in the area and are eager to get
your share.

Armed with the objects you
find above-ground you race off
to the grating that gives
access to the labyrinth of
caves below.

Y¥ou S00n come across your
first major obstacle — a large
venomous snake. Its teath
S00N puncture your ego as
well as yvour skin. It iz at this
point that you realise that
things aren’t going to be quite
as easy as you thought.

Careful exploration of the
earlier locations soon reveals

Acave to
conjure with

the solution — though the final
answar is for the birds.
You'll also find the first

magic word. This returns you
to the building but remember
to turn off your lamp — it won't
last forever.

You progress slowly, sol-
ving @ maze and other puzzles
and finally enter the main body
of the adventure. Eventually
vou will solve the game but it
is more likely 1o take weeks
rather than days. Well, what

Super for star

THIS well written program
enables the user to view the
stars from any point on the
Earth's surface on any date
and at any time — all without
leaving the comfort of your
armchair.

Your monitor can now
show a vast array of more than
450 stars in 50 major
constellations.

For your part. move the
telescope-style display up.
down, right or left as well as
zooming in and out, all via the

Constellation

Superior Software

keyboard.

The well constructed pro-
gram allows you to view the
heavens in two different ways
— a5 you might observe by
looking up into the night sky by
the varying magnitude of the
stars and secondly, the display
can be changed to show each
constellation by a code of
letters.

For example., a group of

glse can | add? Very few
adventures ever reach the
standards set by this one.

It is deservedly called
Classic. Somehow it is exciting
to wvisit all these locations |
have heard so much about
before,

In a way it is like a legend
coming to life. All | can say is
it's a superb game and one
that no true adventurer should
be without. Magic!

Merlin

Touch too
violent?

SWAG is a rarity in arcade
style games — it is a genuine
two player gama with the
option of the second player
being the micro.

The aim is to acquire
jewellery to the value of
£250,000 by moving your
man to randomly placed

azers

Jetter Gs indicate the position
of the constellation Gemini.

Using this letter code all 50
constellations are listed, the
accompanying notes giving
additional information to the
USEF.

All in all a very good
educational package which is
simple to use. Amateur
astronomers might also like to
considar this one if theyre
fortunate enmough to own an
Electron.

Ken Smith

jeweals and returning with
them to your house.
If that sounds easy, then

don't forget that your
opponent is after the same
treasure as you and is quite
prepared to shoot you to get it.

You may also have insur-
ance company robots on your
trail. Any collision with them
means a quick, empty-handed
return home.

Of course you have the
same advantages as your
opponent. There is a different
type of robot after him.

Robots can be converted
from one kind to another by
shooting them or by travelling
to a special symbol which
occurs on the screen from time
1o time.

Attempting to keep order in
this lawless area are the
palice. There are threa police
cars which score points for
your opponent if you go near
them.

If you shoot one, it relent-
lessly follows you until you
drink a can of beer and shoot it
again. You can use that to your
advantage by stopping the car
near your opponent’'s home.

With all this shooting you
will probably run out of
ammunition, but they sell it at
the bank, provided you ve got
gold.

Regrettably, in translating
this program from a BBC
Micro version, one or two
things have been forgotten.
The instructions give a most
unsuitable group of keys to
-
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From Page 19

player two, but fear not, the
actual keys are O (upl, L
(down), + (left). * iright] and
Return (fire).

Mare seriously, you do not
seam able to redefing the keys
as you might wish,

The game is provided with
many options: sound on or off,
or a start for either player.

| personally worry about the
glorification of theft and
violence. |5 this what we really
want for our teenagers? The
trouble is like so many of these
games, it is addictive.

Rog Frost

Beat the
busy bees

Pengi
Visions

PEMG| type games have
become quite popular lately
with two or three software
houses having their own ver-
sions on the market.

The game is derived from
Pac-Man, but Visions™ Pengi is
far superior o any Pac-Man
program.

You are in control of a cute
little penguin who is trapped in
a maze made up of large ice
blacks inhabited by snow
bees.

The object of the game is to
line up three special white ice
diamond blocks without being
caught by the snow bees.

Fortunately these can be killad
by squashing them with an ice
hlock which slides along if you
push it.

The graphics are excellent
as is the sound, and | found it
difficult enough just avoiding

the snow bees, never mind
lining wp the ice diamond
blocks.

There is a high score table
of famous penguins, on Screen
scoring, redefinable keys, and
a practice mode in which you
can't be Killed. If you're into
arcade games you will love
this one.

Roland Waddilove

No oSS
of power

Jet Power Jack
Micro Power

A COUPLE of months ago |
played this game's BBC ver

sion on the big brothar
machine and found it fascinat-
ing. It is one of those annoying
addictive games which Micro
Power have the knack of
producing.

| was delighted on receiving
the Electron wversion 1o find
that it is identical - no scaled
down sound or fewer features,
but the full implementation
with no perceptible change.
not even in speed.

Perhaps | should add that |
find the game a little oo fast,
as | prefer to achieve some
degree of success straight
away, and my young son also
gnjoys trying the games outl.
But we both found the initial
action too speedy.

| have tried the BBC version
on the Electron and found |
was able 1o accumulate a
decent score and develop a
stratagy.

There are five scraens,
which may be accessed separ-
ately from the menu. If screen
1 is chosen, and you are a
better playar than |, the other
soreens are encountered in
arder.

On each the basic format is
the same, with a spaceship on
the left needing 1o be refuelled
with fuel which is on the right.
Shades of Jet Pac, perhaps,
which 1 enjoyed greatly in my
misspent youth ona Sp*ctr*m.

The man is moved across
the screen by careful use of tha
left/right controls, and the
hover motor,

There are safe platforms 1o
rest on briefly, but nearly
everything else is guite lethal

QUIZ HAS ALL THE ANSWERS

THIS marvellous little package
is more than a guiz, more than
a game and much more than
zo many of the educational
programs on the market.

High praise you say. but
consider what you get for your
MOney.

A choice of 15 quiz topics
each containing 50 guastions,
three different ways of
answering — multiple choice,
true or false and fill in the
missing letters.

Then there’'s a facility to
pass if you're really stuck, a
summary of your performance
and the chance to re-run the
onas you passed or got wrong.

All this under the eyes of

Answer Back
Senior Quiz
Kosmos Software

the micro timekeeper.

Add to that good graphics
in the form of craters, planets,
space-ships and your friendly
robot with his laser gun. Mix in
a little sound and you have
part two — a game, triggered
by correctly answering a
guestion.

A tone sounds, an alien
spaceship appears from
bkehind your planet, you hit the
robot's laser fire button and try
to shoot it down.

It's really compelling stuff,

But wait ... there's more to
come. Being the mastermind
you are it won't take you long
to come to grips with the
correct answers to most of the
750 guestions available.

Therefore create your own.

Even this can be done using
the program’s create, save and
verify facility. Mow you have a
package made for the kids to
do their hamewaork with.

You sal the guestions and
they get to shoot down all the
nasties from outér space.
Peace will reign in your
househaold.

Watch out Magnus Mag-
nusson, your job's in jeopardy.

Ken Smith

to Jack. Each screen has
different problems, with ele-
ments of other games appear-
ing, such as the wvertically
moving monsters which have
the same effect as the lifts in
Corporate Climber.

The graphics are good, the
smoothness of the movemeant
superb. Sound is fair, and can
be turned off if required. The
key response is quick, precise
and accurate,

I just wish my reactions
were |

Phil Tayler

Galactic
surprises

Galaxy Wars
Bug Byte Software

ANOTHER game from tha
Space Invaders camp with a
few differences and a couple
of surnprises.

You are the little destroying
machine at the bottom of your
scroen, moving left o right
with your FUNC and O keys,
firing with the Delete key.
F fraszes the gamae.

The first screen of alien
bombers are in an easy to pick
off formation lined across the
screen. That is, easy if you get
your rhythm right.

However, watch out for the
space pods which land on your
leval and can blow you to
smithereens if you run into
them.

But there's no time for
complacency — as S0on as
you've fought them off, the H
wing fighters appear on the
screen. These are both hard to
dodge and at times seemingly
impossible to blow up.

And, after all this, you have
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to dock with your mother ship
to refuel.

All in all it's an exciting
game for the arcade addict,
with reasonable graphics and
good sound effects.

Keith Young

Offers you
can refuse

Survivar
MP Software

THE year is 1910 and you're
on a cruise of the tropics when
there is an accident and the
ship sinks. The result is that
you find yoursalf swimming in
a shark-infested sea.

Can you survive and find
yvour way back to civilisation,
ar alternatively find happiness
on a tropical island?

There are very few actual
puzzles to solve in this
adventure. Almost everything
is accomplished by choosing
between two alternatives -
HIDE or STAND, EAT or
STARVE, ACCEPT or REFUSE.

The results of these choices
can be hilarious. For instance,
on antaring a village you have
to bribe the tribal chief, If yvou
have what he wants he then
offers you his daughter's hand
in marriage.

If you accept you are given
vour own hut. You are then
given a further choice — STAY
or ESCAPE. If you STAY the
game ends and presumably,
vou live happily ever after. If
you REFUSE the chief gets
angry and swops yvou with
another village for a pig.

Here you are offerad some
food and, again, you have a
choice — EAT or REFUSE. If
you REFUSE you become

lunch for the tribe. If you EAT
you arg imprisoned in a hut
and have to steal the witch-
doctor’'s clothes to escape.

You'll also meet Robinson
Crusoe who asks you to stay
and be his friend. If you accept
... end of game again. There is
also a secret civilisation in the
depths of the island. If you find
them, guess what? Yes, end of
game yet again.

I'm not sure I'd call this an
adventure as such and I'm sure
I didn't manage to find all the
endings — how do you get past
the rhino?

Overall, a departure from
the usual M&P style of
adventure but there are so
many alternatives in the
course of the gamea for you to
choose from, that I'm sure, like
me, you'll spend your time
discovering the results of all of
them. It's an unusual and highly
entertaining adventure.

Merlin

Memory
monitor

Starmon Machine Code
Maonitor
Slogger Software

IF you've always thought that
@ monitor was an alternative to
the family TV, you may think

TIME

THIS is one of a series of
early-learning tapes previously
available for the Spectrum, but
which have now been brought
to the Electron.

The packaging verges on
the ridiculous, being about
11in x Qin - to contain one
cassette. There is actually a
work book included as well
which presumably is meant to
excuse the size but some
manufacturers really are going
to extremes,

Four programs actually
comprise the package. dealing
with hours, half-hours, quar-
ters and minutes. Together
they cover an extensive age
range and also quite 8 wide
band of ability.

The trouble | found with
maost of them was that the un-

that a machine code monitor
would be a fast version. In fact
Starmon is a piece of software
stored on a microchip.

This type of software is
sometimes called firmware,
and to be able to usa it you will
need a sideways ROM card to
plug into the expansion port at
the back of your Electron.

A machine code monitor
program like Starmon enables
you to lock at the contents of
the micro’'s memory, both the
32k of RAM and the other 32k
of ROM.

The program is very easily
loaded. Just type *ST. and it's
there — instantly.

Once loaded, you may well
wonder what to do with it.
Well, the clever part of
Starmon is that it uses the
memory normally occupied by
Basic 80 running Starmon will
not interfere with the program
in memaory.

It is easily possible to study
any program - even those
unlistable anes. Of course, you
do not get a Basic listing. It is
the contents of memory you
see, but Starmon will do its
best for you.

The contents of memory
can be displayed in decimal,
hexadecimal, binary or even
actal. In addition, if Starmon
thinks it detects an Ascii
character it will print that. It
can also disassemble code —
that is, it produces a listing in

TO LE

What's the Time?
Collins Software

DRAWIng and DRAWIng of
the clock hands seemed to be
rather a slow and laborious
process.

Hours introduces a little
figure called Microman who
works through his day to
illustrate the passing of hours.
There follows a fairly standard
kind of test on hours, with
appropriate responses from
the computer.

Half hours extends this
idea, and follows a similar
format which again means
rather tedious drawing. Quar-
ters starts in the same vein,
but then asks the child to move
the hands of the clock using

assembly language.

This all sounds very fear-
some, but if you are a beginner
to this kind of thing don't be
put off, because you can
quickly learn some skills.

For example it is vary easy
to alter the contents of
memory without spoiling the
program, | have personalised
halls of fame so that they load
with my name.

For the advanced user,
Starmon is a very full program.
With it you can search
mamaory for bytes or strings, of
move chunks of code around
from one area of memory to
another.

You can block fill memaory,
write directly to memory
locations ar alter the 6502
registers, There are also
facilities to single step through
programs, which can greatly
help with debugging. or allow
you to learn what machine
code instructions do.

It is also possible to dump
Starmon screens to a printer
for future reference.

Starmon comes with a wall
written 42 page booklet,
which makes the program
easy to use. This whole
package would be vary useful
to anybody keen to program,
or even just dabble in machine
code.

It is a thoroughly profess-
ional piace of firmware.

Rog Frost

the H and M keys.

Although this was much
more meaningful to the
yvoungsters | tried this on, even
they showed signs of frustra-
tion at the slow rate of action.

Minutes was altogether
better. attempting to explain
the link between the numbers
on the clock face and those
curious expressions we use
with minutes to or minutes
past an howur.

The final part of Minutes
asks the child to enter the
time, by pressing the hours
followed by the minutes,

If only the screen display
could be made a little speedier
on occasions, this would be a
good piece of software for the
parent to use at home.

Phil Tayler
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CLOCK is an Electron
utility program which can
be either used on its own or
embodied in any program
where a readout display of
the time is required, such as
in a game or a database
program.

It starts by asking you to
egnter which screen mode you
want to use to display the
time.

MNext you are asked to keyin
the eorrect tima. This should
be in a 24 hour format, so that

As time

enter the coordinates for the
screen display position. These
coordinates (X and Y] will
dictate where the time is
printed. They should be
entared as, for example, 10,15
(column 10, ling 15}

Mote that the screen display
position coordinates vary with
the mode entered, so the A
and ¥ values should not
axceed those shown in Table |.

After entering the screen
eoordinates you will be shown

2.30pm would be entered as Mode Xwalues ¥ values
14,300 0 070 0-29

Pressing Return when the 1 0-30 0-29
seconds coincide with the 2 0-12 0—-29
correct seconds on your own 3 0-70 0-22
watch will cause the program 4 0-30 0-29
to start counting and calculat- 5 0-12 0-29
ing the time. This means that 6 0-30 0-22
you can set the time wvery :

Table {: Coordinate fimits of
the seven modes

accurately.
Then you will be asked to

ROMBOX is a sideways ROM extension unit which
enables many existing BBC ROM based programs to be
run on the BBC or the Electron. Fully compatible with
either computer, it Is strongly constructed and will
also support the Plus 1 on the Electron. ROMBOX Is
supplied with comprehensive instructions and an
inter-connecting cable for the BBC.

BBC £49.95 (including cable)
Electron £39.50

STARMON is the only machine code monitor for the
Electron and provides a powerful and easy to use
command repertoire for advanced debugging and
machine code programming. A ROM extenslon unitis
required when used with the Electron. STARMON Is
also avallable for the BBC and both versions are
supplied with a comprehensive and easy to follow
User Manual.

BBC £27.50
Electron £22.50
Al prices include VAT 5%
and postage and packing L)
within the UK. -
Dealer enquiries are welcomed. Available from
good computer shops or from:

slogger Limited, 215 Beacon Road,
Chatham, Kent. MES 7BLL.

- ,‘,?"Telepnnne; Medway (0634) 811634,
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the display position you have
entered. If this is correct,
pressing Y will cause the time
to be shown at this screen
position.

Pressing N will take the
program back to ask for
another pair of coordinates so
you can reposition the display.

To embody the Clock in one
of your own programs, first
include in your program Lines
40 to B0 (selection of mode
may not be needed and if not
line 50 can be discarded).

Then incarporate lines 200
to 300 in your program,
located (and RENUMBERed)
at any point where you wish to
display the time. The pro-
cedures, of course, are added
ta the end of yvour program.

For those readers who are
not familiar with the Electron
program merging facilities, the
Electron User Guide, chapter
28, pages 200 and 201 will
provide furthar assistanca.

Merging the Clock program
into another program is
probably best carried out as
follows:

M Ensure that the Clock is
saved on cassette at least
twice. This is always a good
idea in case the first save will
not load. Then load Clock into
your Electron.

B Using the direct command,
DELETE 10, 180.

B Using the direct command,
RENUMBER 20000 will
renumber the procedure state-
ments to a high starting point.
When merged into your pro-
gram, existing lines will not be
overaritten by Clock.

B Ensure that the program
into which you intend to
merge Clock does not have
line numbers greater than
19999, If it does. use a larger
value for renumbearing.

B With a separate cassette
tape loaded into the tape
recorder key in:

*SPOOL "TICK'
“"Record then Return'™ will
appear on the screen, Put the
recorder into Record and, after
ensuring the tape leader is
past the record heads, press
Return. This will stop the tapes
recorder |H$._'-'|I.JI'I'IiI'|g your reg-
corder has motor contral),

B The command LIST fol-
lowead by Return will cause the

goes by...

program to ba saved in Ascii
format on to the tape. Then
enter *SPOOL to close the
spooled fila.

B Load your own program
and list it to ensure line
numbers do not excead
19.999.

B Reload your cassette tape
on to which you “spooled”
Clock and rewind to the start

position. Give the command
"EXEC "TICK™. The Clock
program will now be merged
into your program.

B Lines up to and including
80 can now be retyped into
the start of your program and
the renumbered lines 200 1o
200 can be put in your
program where you need the
time to be displayed.

you could be keeping a check
on it with this utility program
by ROY PAGE

KEYS
When the clock is running
Ctrl Stops the clock
display from up-
dating the time,
Caps Lk Restarts the display

updating.

Delete Stops the ticking
sound.

Shift  Restarts the ticking
sound.

10 REM #eessrsesCLOCK#ES
FEERRESR
20 REM ####EBY ROY A PAG
Edbbibti
30 REM ###(C) ELECTRON U
SER##E+#
40 CLS
30 INPUT "CLOCK" ' “"ENTER
SCREEN MODE"“*"({ O TD & }*
,inode=6ET:MODE mode
60 PROCinput_time
70 PROCset tiee
B0 PROCdisplayposition
F0 REM ®ESE#dEEEtEERises
TREREERERREE
100 REM #T0 IMCLUDE THIS
CLOCK WITH-#
110 REM #-IN ANOTHER PROG

RAN IT IS #
120 REM #SUGGESTED THAT L

INES UP TO #
130 REM #AND INCLUDING B0

FORM THE #
140 REM #FIRST FART OF TH

E PROGRAN. #
130 REM #LINES 200 TO 200

INC. 4
160 REM #SHOULD BE INCLUD

ED WHEN  #
170 REM #THE TIME IS REQU

[REDTD #
180 REM #BE PRINTED ON TH

E SCREEN, +#

190 REM SE#EEEEEREREREREE
HEEEREEREREE

200 stoptick=0

210 REPEAT

220 PROC_time

230 ticksTINE

240 IF INEEY(-1) THEN sto
ptick=0

230 IF INKEY(-%0) THEN st
optick=l
260 IF stoptick=0 THEN RE
PEAT:UNTIL TIME=tick+%53: 50
UND 1,-8,192,1
270 UNTIL INKEY(-2)
280 REPEAT:UNTIL INKEY(-&
1)
290 6070 210
300 END
J10 DEF PROCinput time
420 INPUT “ENTER THE TIME
"R (HR MM, SEC)" " ""EXAMPLE
=2, 10,30 7"HRS,NINS
+SECS
J30 ENDPROC
340 DEF PROCset tise
350 time=(HRSEIA0000)+(MI
NS#5000] + (SECS#100)
J50 PRINT TAB(O,100 "TIME
SET O i-*
370 PRINT' ';HRS;"i"1NINS
"1 SECS
380 TIME=tine
T90 REPEAT:UNTIL TIME = t
ine + 230
400 ENDPROC
410 DEF PROC_time
420 VDU 23,1,0;0;0;0;
430 time2=TINE
440 hrs=time2 DIV J40000
430 mini=tine2 MOD 340000
450 minZ=ainl DIV &000
470 secl=ainl MOD 4000
480 secZ=sec! DIV 100
470 IF hrs»23 THEN TINEst
ime2- (248350000}
300 IF hrs{10 THEN PRINT
TAB(X,Y)3"0";hrs;
510 IF hrs»9 THEN PRINT T
ABI(X,Y) hrs;

sec?

an

**'*CO-ORDINATES" " °"FOR DIS
PLAY POSITION®"""( XY 1%
INPUT, X, ¥

(VDU 20:PRINT TABID,0)°IS T
H15 CORRECT?"“*(Y OR M) *

bidsaniad il

op Clock #

Stop Tickt
tart Tick#

HHEEEEREE

320 IF ain2¢10 THEN PRINT
st im0 min2g" iy

330 [IF ain2»9 THEN PRINT
1"imin2; "1}

540 IF sec2{10 THEN PRINT
+"0%1sec?

550 IF sec2»3 THEN PRINT;

560 ENDPROC
570 DEF PROCdisplaypositi

580 CLS
590 PRINT'""ENTER SCREEN

600 CLS:COLOUR 131:COLOUR
0:PRINT TRBIX,Y)"{-0K-?-)"

510 @$=GET$:IF Q&="N"THEN
CLS : BOTO 590

620 CLS

430 ENMDPROC

bA0 REM BREeRiebiesiiees

650 REM #Press CTRL To St

640 REM #Press CAPS LK To
Restart #

§70 REM #Press DELETE To

kB0 REM #Press SHIFT To §

G50 REM #ResRsidiititiies

This listing is includad in
this month’s cassette
tape offer. See order
form on Page 47.
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Make light work of listings

To save your fingers most of tha listings in Electron User have bean put on tape.

On the Fabruary 1985 tape;
CRAAL The mystifying maze adventu
remember the cards? BASE A Binary/
before they break, ELOCK Time-keeping uti
windows. TRIG All the right angles.

On the January 1985 tapa;
SPACE BATTLE Destroy the deadly descendin

re. BOUNCY Addictively annoying action. PAIRS Can you
hexadecimal conversion utility. GATGHER Collect the eggs
lity. RACER Grand Prix action. NOTEBOOK Graphics

%al':l:.‘ns.l NEW YEAR A sound and graphics gresting.
ESCAPE FROM SCARGOV Minefield action. PIE CHART Statistics madea simple. CLAYPIGEON
Ar Electron birdshoot. ORGAN Music maestro please! NOTEBOOK An original program. RANDOM
NUMBERS Or not so randam ! SNAKES Reptilean arcade action. CHEESE RACE Beat rival mice,

On the December 1954 tape:
CHRISTMAS BOX Align the presents logically. SILLY SANTA Sort out the muddle, SNAP Match
the Xmas pictures. RECOVERY The Bad Progrem message tamed. CAROL Interrupt driven music.
AUTODATA A program that grows and grows. NOTEBOOK Simple string handling.

On the NMovembar 1984 tape:

STAR FIGHTER Anti-alien missions. SCROLLER
Environmental action game. SPELL Alphabetic sducation. JUMP
Code breaking broken, KEYBOARD Typing game

On the October 1984 tape

BREAKFREE Classic arcade action. ALPHASWAP A logic game to strain your brain. SOUND
GENERATOR Tame the Electron’'s sound channels. MULTICHARACTER GENERATOR Complax
characters made simple. RIGEL B Out of this word graphics. MAYDAY Help with your morse code.
NOTEBOOK Falindromes and string handling

On the Saptamber 15984 tape:
HAUNTED HOUSE Arcade action in the spirit workd. SPLASH A logic gamae for non-Swimmars.
SORT SHOWS How sorting algorithms work, SORT TIME The time they take. CLASSROOM
INVADERS Multicoloured characters go 1o school, SAILOR Nautical antics. MATHS TEST Try out
your mantal powars.

On the August 1984 tape:
SANDCASTLE The Electron seaside outing.
PARACHUTE Keop the skydivers dry. LE
your spelling, ON YOUR BIKE Pedal power comes o your
sideways. FLYING PIGS Bacon on the wing.

On the July 1984 tape: 1
GOLF A day on the links with your Electron. SOLITAIRE The classic solo logic game. TALL !
LETTERS Large charactirs rmade simple. BANK ACCOUNT Keep track of your money. GHARTIST
A0 graphs. FORMULAE Areas, volumes and angles.

Wrap around machine code. URBAN SPRAWL
ER Level headed action. CAESAR

KNOCKOUT Bouncing balls batter brick walls.
ERS Large letters for your screen. SUPER-SPELL Test
Elgctron. SCROLLER Sliced strings slide]

SMILER Have a nica day!

On the Jume 1984 tape: s i

MONEY MAZE Avoid the ghosts to get the cash. CODE BR EAKER A mastermind is needed to i | _5_,..-"-""-

crack the code. ALIEN See fittle green man — the Electron way! SETUP Colour commands without i ', A Wy EHSTL |

taars. CAYSTALS Beautiful graphics. LASER SHOOT OUT An intergalactic shooting gallery \ ! h'-'ﬂ'_’ ES |
A L5 |

On the May T84 tape:
RALLY DRIVER High spes
messages made simple. FRUIT MACHINE Spin the wh
1o survive. TIC-TAC-TOE Electron noughts and crosses.
save Electron masterpieces

On the April 1984 tape:
SPACEHIKE A hopping arcade classi
CHESSTIMER Clock your moves, AS
ROMAN MNumbers in the ancient way. BUNNYBLITZ The Easte
logic game,

On the March 1984 tape:

CHICKEN Let dangerous drivers 1est yo
A tantalising word game from Down Under. FAR
REACTION TIME|
arithmetic ean be funl PAPER, SCISS0RS, STONE Out-guess
GENERATOR Create shapes with this utility.

d car control, SPACE PODE More &

ur nerve. COFFEE

eels to win. CHASER Avoid your opponent
ELECTROMN DRAUGHTSMAN Create and 1 -

c. FRIEZE Eiectron wallpaper. PELICAN Cross roads safely.
TEROID Space is a minefield. LIMERICK Automatic rhymes.

KY'S PERIL Parky's lost in an invisible maze.
How fast are you 7 BRAINTEASER A puzzling program. COUNTER Mental

o

%

ligns 1o annihilate, CODER Secret

[
g ahar Pregrama fram

® pEgss of )
L1 W, 19 WEAron e

£y &t

& 3

\e
\

’ K‘.-r:;“ Ly

L

A electrbé;ﬁr
"' ~ U i,

’ - !
- / '-.:: ﬂﬁ‘w/ |
. 14 ,-,?_W-‘F.'? |

¢ program. DOGDUCK The classic

your Electron. CHARACTER

On the F ‘1984 ape:
NUMBER BALANCE Test your powers
calculator, DOILIES Multi-coloured patterns galore, TOWERS OF
LUNAR LANDER Test your skill &s an astronaut. POSITRON INVAD
arcade favourite.

and i her
i '|I E

e EmE Froms
the pEges ol

of mental arithmaetic. CALCULATOR Make your Eleciron a
HANOI The age old puzzle
ERS A version of the old

= e o ElBtiron Uisey

Of™ \
AN, i Rl
- p""'j_'l_—-—~‘—.___

On the intreductory tape: r‘f,,. L T

ANAGRAM Sort out the jumbled letters. DOODLE Multicoloured graphics. EUROMARP Test your = EIECIID = [

%eugrnph-.-. KALEIDOSCOPE Electron graphics run riot. CAPITALS New upper case letters. et 2 ri_ |
OCKET, WHEEL, CANDLE Thres fireworks programs. BOMBER Drop the bombs before you - L |

crash, DUEK Simple animation. METEORS Collisions in space.

HOW TO ORDER "™ T Il rrryyrrrrrrurr

Ploase send ma the following Electron User cassatte tapes:

Fourteen programs from the February 1385 issue ..o
Ten programs from our January 1985 issue
Mine programs from the Decamber 19848 issue oo
Mine programs from the November 1584 issue ...
Sevan programs from tha October 1984 issue............
Nine programs from the September 1984 issue
Fourtesn programs from the August 1884 issue
Ten programs from the July 1984 (808 o
Tan programs fram the June 1984 issue ...

Twelve programs from the May 1984 issue

Eleven programs from the April 1984 issue ...
Twelve programs from the March 1984 issue ....... .
Mine programs from the February 1984 issue
26 programs from the introductany issues

| enclose the sum of

POST TO: Tape Offer,
Electron Uzer, Europa House,
68 Chester Road, Hazel Grove, .
Srockport SKT 5NY.
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Venture deep
into the
labyrinth of
despair, beat

the wizard and

collect your
reward in . ..

By MIKE BIBBY

FAR far way, beyond the
lca Mountains, lies the
weird and wonderful
Kingdom of Craal with its
magnificent palace, crystal
clear lake and enchanted
forest.

It is a peaceful land, ruled
for many happy years by King
Meek who was respected by
most of his subjects for his
good nature and integrity —
and his rather dishy, if
inefficient, handmaiden Jut.

There was one character
however who was not party to
this overwhelming admiration
— Vadham the avil wizard.

Many years ago, he was
banished to the castle dun-

geons for trying to nick the
king's gold plated penknife —
the one with a special blade for
taking stones out of horses
hooves.

Im his spare time when he
was not mixing spells or
playing Gauntlet, ha turned
the dungeon into a labyrinth of
despair, where only the brave
had the courage to enter.
Having said that. we haven't
seen any of them come back
yet.

You ware born in Craal, the
handsome son of a cobbler
and many years ago you
decided to seek a fortune in far
off lands.

You returned many times to

visit your old mum and dad
and spend the occasional
happy hour in the company of
the king's daughter Andrea.

What was once a childhood
crush blossomed into love, and
you have returned for good to
claim your bride.

Alas on this last visit you
found the king dead and the
palace in uproar. The wizard
had taken a heaven sent
opportunity and, as the king
opened the door down to the
dungeons to let out the castle
moggie. he grabbed his mag-
nificent gold crown and disap-
peared into his hidey hole in

-—
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From Page 25

the depths — better than a
penknife no doubt, but not
much use for getting things
out of horses hooves.

You, in your typical youthful
manner, were only interested
in your future wife — Andrea.
The palace guards, the foot-
men, the courtesans and even
Ethel the cleaner. howewver,
were not impressed with your
infatuation and by 8 unanim-
ous decision volunteered your
services to retrieve the crown.

They thraw you head-over-
heals down the dungeon steps
with a warning that should you
return empty handed all your
beloved possessions would be
forfeit, even your subscription
to Electron User. Some people
stop at nothing.

Well, you have your chal-
lenge and you don’t really have
much option but to accept it.

In this serious adventure
you have at your disposal six
single letter commands. These
are n, s, @ w, | and i — for the

Craal listing

18 #F1282,40

28 MODE &

38 6OTO 18@

40 DIM diil@,4)

50 h$=STRINGS(23," *lick
sh§:of=hfshi="":c¥=""10§=""

&8 hh$=STRINGS(255," "):
po=hf:hhé=""1008=""

70 FOR I%=1 TO 108z FOR Jd
I=1T04

B@ READ dX(I%,d%)

98 MEIT: NEXT

AN =12 TL=T7: M
= 5l

11@ DIN j#(NL): DIM oliN1
J: DIN a$(N1)

128 FOR 1% = 1 TO NX :REA
D hh$,ccH:B0SUB S18: F§(1%)
=pofthh$=cc§:60SUB 51@: oll
11)=VAL (co$): NEXT IX

138 FOR 1% = 1 TO MY :REA
D af(I1): MEXT IX

148 hi=""rc$=""10$=""

158 bY = TRUE : dI = TRUE
t el = TRUE: sI = FALSE: 1
1 =FALSE 1 al = TRUE : gl
= FALSE: f1 = TRUE

168 R = 2: 2k = 3

1798 GOTO 238

180 PRINT "On a visit to
the Palace of Craal, you f

four compass directions, plus
look and inventory. Motice —
they're all in lower case.

The program will alse
accept other standard advent-
ure commands such as take,
drop, hit and say. These words
are intelligent, which means
that if you have a key and want
it in a lock, all you need to say
is ‘Drop key'. It will auto-
matically go in the lock.

MNow there's not much point
in your typing in an adventure
and finding, as you do, all the
solutions within the listing. In
order to conceal the clues
therefore, I've written the
important messages in code
and they're all in the data
statements at the end of the
program.

There's nothing clever in
what I've done, and I'm sure
you'll soon spot that all the
printed text has been offset by
three letters. The sub-routine
starting at line 510 decodes it
all and turns it into sensible
English in the finished product.

It is imperative that great

ind the place in uproar. Th
g King is dead and his cr
own stalen by a wicked wi
zard who's fled to his den

in the palace dungeons.
=

198 PRINT "By paying rath
er too much attention to t
he ex-king's daughter, you
find yourself volunt
eered to recover it."’

208 PRINT "You are thrown

into the dungeons and 1
ald not to come back withou
t the crown."

218 PRINT*Here begins the

adventure...."’

220 GOTO 48

230 REPEAT

248 IF RY <) x1 THEN BOSU
B 590

258 «% = R1

248 C=B:REPEAT: EOSUB J&
B : UNTIL CX¢) @

278 ON C1 GOSUB 792,B32,8
8,918,18708,5%0, 988, 744, 101
B,1168

288 UNTIL gl

298 PRINT

788 IF oliB)=1 6OTO 328 E
LSE PROCa(31)tPRINT

PEAT: o¥= RIGHT#(of,

care is taken when entering
these data lines if you are to
enjoy the result of your toils.

Well, | think I've told you
anough now. Any more hints
and it wouldn't be much of an
adventure, would it?

Qo=
=i

I18 PROCa{32):PRINT: EOTO
el

320 PROC(29) :PRINT

338 PROCai38): END

348 PRINT:PROCH(S51)

350 c$ = BETS: IF INSTR(®
Nn®,c#} END ELSE RUN

348 PRINT "What now?"

370 REPEAT: INPUT *===)*
ef ¢ UNTIL c$OO™

360 IF LEN(c$){}1 GOTO 48
]

390 CI=INSTR("nsewil®,c$)
t IF CI¢>@ RETURN ELSE PRIN
T *I don't recognise this s
ingle letter cosmand - only
M8 @M i,l."tRETURN

488 S1=INSTR(cS," ")t IF

§%= PRINT °I don't underst

and - put a space between C
pasand and object, please.®
tCY=B:RETURN

410 verb$ = LEFTS(c$, 5i-
11: o$=" "+MID$(c#, 50+10:RE
LEN(o$
}-10s UNTIL LEFT${o$,L1{>"

420 CI = INSTR("droptakes
ayhit®, verb$)
438 IF CX(Y1 AND CECXS AN

D CX()9 AND C2(>12 THEN PRI

OOO

It only remains to wish you
luck when you set out in your
search for the crown — you're
going to need it!

NT "I don't understand your
coamand.” 1Ci=8;RETURN

44@ IF Ci=1 CI=7 ELSE IF
C1=5 CI=8 ELSE IF Cl=12 Ci=
1@ ELSE IF Cl=9 RETURN

450 z1=@:11=1:M1=8: REPEA
T

440 IF LEFT#(of,4)=LEFTS(
J§11T) ,4) THEN MY = |

TR 1T =11 4

488 UNTIL Wi=1 OR IX=NI +
1

490 IF W=l z%=I1-1 ELBE
PRINT "I don't understand t
he object you mean.” 1 Ci=@
¢ RETURN

588 RETURN

518 oo="*

528 FOR JJ% = 1 TC LEM(kh
)

538 RRY=ASC (NID& (hh#,Jd%,
11 =3

548 IF RRY=38 OR RRI=41 O
R RAL=34 RRI=RRL+]

550 oo = oof + CHR¥(RRY)

568 NEXT

578 RETURN

SEO END @ eReRdesiieeeed

Turn to Page 54
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PAIRS is a game relying
heavily upon memory,
where you have to locate,
among the pack of face
down cards laid out before
you, a pair that match up.

Each time you do this the
pair is removed from the
pack, your score increases
by one, and you are allowed
another go.

The micro plays by the
same set of rules, its ability
being pre-determined by
the level of play — from one
to four — that you select.

Level one is the easiest,
and each successive level
becomes increasingly dif-
ficult, up to the last which
is almost impossible to beat
without resorting to pad
and pencil.

A card is chosen by first
entering its horizontal
coordinate (A to M), and
then its vertical coordinate
{1 to 4).

The computer always
has first go, but this is no
real hardship, as it is
unlikely to pick up a pair at
its first attempt.

PROCEDURES

as the

PROClavel Decides the level of play.

PROCinit Sets up certain variables, the user-
defined characters and the one and
only envelope used,

PROCshuffle Shuffles a pack of cards.

PROCsetup Draws pack face down, and axes.

PROCmymove Decides and executas tha program’s
move.

PROCstat Displays scores.

PROCraesult Determines the consequences of
gither player's move.

PROCyourmove Enters and executes the move of your

choice.

Other sub-procedures are called from within these
procedures during the course af a run, and these are briefly
gxplained in REM statements in the program.

VARIABLES

M2 Your score {in games).

MN% The program’s score (in gamas).

myscora’a The program’s score [in pairs),

yourscora® Your score [in pairs).

A%(52) Contains the cards in a shuffled form. Cards
are removed from this array during the
course of a game, as they are picked up.

Pack% Contains an unshuffled pack of cards.

MEMS( ) The program's memory, containing the
cards and their positions on the playing
surface. The extent of this memory is
determined by:

MEMORY Set during PROClevel.

The remaining variables are not included as they are either
procedure-specific or flags used to see whather a specific
event has occurred or not.

Electron’s?

Find out in ALAN GORNALL's
version of the classic card game

e

st
on

move A
d move

Is your memory as good

81

1@ REM Pairs

28 REM by ALAN GORNALL

38 REM (C} ELECTRON USER

48 *KEYD MO.LIMINL.IN

58 #KEYISAVE"Pairs"iNiNS
AVE"Pairs"ININ

4@ EKEYZMY=@: NY=08MRLNIN

78 REM initiation

B8 ON ERROR GOTO 3260

98 NODE!

10@ VDU23;6202;8;8;0;

118 PROCIevel

128 PROCinit

138 PROCshuffle

148 PRINTTAB (B, 4); "Pairs
level "jLEVELS

158 PROCsetup

168 PROCstat

178 REM

182 REPEAT
19@ REPEAT
208 PAIR=FALSE
218 comp=TRUE

core of progras
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From Page 27

228 PROCaymaove
230 PROCresult
248 UNTIL PAIR=FALSE
250 coap=FALSE
268 REPEAT
270 PAIR=FALSE
280 PROCyourmaove
290 PROCresult
388 UNTIL PAIR=FALSE
318 UNTIL FALSE
328 REN  start of proced
ures
338 REM decide on level o
f play
348 DEF PROClevel
350 PRINT"Bhich level of
skill do you want to playat
(Ltoh) 7
J&@ REPEAT
3178 AS=BETS
388 UNTIL A$)="1" HND A${
.‘I*l
198 REPEAT
408 READ LEVELS$,MEMORY
418 UNTIL LEVELS=A%
420 DIM MEMS(MEMORY)
438 CLS
44@ ENDPROC
450 REM set up variables,
etc.
448 DEF PROCinit
470 ayscorel=@
48@ yourscorel=R
490 pairsi=@
50@ VDULF, 2,40
S1@ vDU23,248,8,28,28,107
,127,197,8,28
52@ vDU23,241,8,28,62,127
,62,28,8,8
538 VDU23,242,54,127,127,
127,62,28,8,8
S4@ WDU23,243,8,28,62,127
,127,127,28,82
558 DIN STH(4)
568 STH(1)=CHR$1B+CHREQ+L
HR$B+CHRSZ40
570 ST$(21=CHR$1B+CHRER4L
HR$1+CHR$241
SBR ST#(3)=CHR$1B+CHRER+C
HR$1+CHR$242
598 STH(4)=CHRE1B+CHRSR+C
HR$@+CHR$24]
4B@ ENVELOPEZ,2,4,0,8,255
,0,8,126,8,8,-126,125,126
518 ENDPROC
520 REM shuffle cards
430 DEF PROCshutfle

648 SEEDX=RND(-TIME}
450 DIM A$(52]
b4@ Pack$="AC2CICACSCACTC
BCICTCICRCKCAD2D3IDADSDADTOE
D90TDIDEDKDAHZHIHAHSHEHTHEH
9HTHJHOHKHAS 25354 5556575859
STSJSA5KS"
&78 DIN CX(52)
488 FOR IX=1 TD 52
598 REPEAT
708 RandoaZ=RND(52)
718 UNTIL CY(Randomd)=0
720 AS11T)=M1D$(Packs$,Ran
doal#2-1,2)
718 CY(RandoaX)=l
T48 NEXT
758 ENDPROC
768 REM draw pack face dao
]
7708 REM and coordinate ax
[
788 DEF PROCsetup
790 FOR I%=1 TO 13
BER FOR JiI=1 TO 4
B1@ PROCcard(IX,d%,2)
B28 NEXT
838 NEIT
gag vous
858 GCOLB,3
B&8 FOR IX=1 TD 13
B78 MOVERS#IY,B84:PRINTCH
RE(IE+64)
BB MEXT
E78 FOR IX=1 TO 4
G028 MOVEA4 B47-128%11:PRI
Il
218 MEXT
528 VU4
938 ENDPROC
Q42 REM draw the face of
the card,
952 REM card$, at the coo
rdinates 1I,Y1
948 DEF PROCvalue!XX,YX,c
ard#)
978 X1=pB1X
980 Yi=BAT-1284YY
998 VOUS
1008 SUIT#=N1D$(caras,2,1)
1818 IF SUIT$="C" OR BLITS
="S" THEN GCOL®,® ELSE IF §
UIT$="0" OR SUIT$="H" THEN
GCOL @,! ELSE BCOL @,3
1828 MOVE X1+20,Y1
1838 IF SUIT$="C" THEN SUI
T$=5T§(1)
1840 IF SUIT$="D" THEN SUI
T$=5T%(2)
1858 IF SUIT$#="H" THEN SUI

T$=5T4(3)

1868 IF SUIT$="5" THEN SUI
T#=5TH (4]

1870 PRINTSUITS

1888 MOVE XI+4, Yi+#40

1890 PRINTHID$ (card$,1,1}

1108 vous

1118 ENDPROC

1128 REM draw the card its
elt at the

{138 REN coordinates I%,Y1

in the

1140 REM desired colour

1158 DEF PROCeard(XX,YX,co
lourX)

1168 (1=88%11

1178 Y1=813-1284Y1

1188 GCOLA.colourl

1198 MOVE X%.YI

1280 DRAN XI,Y1+88

1218 PLOT B3, X%+35,YX

1228 DRAN XX+54,YI+80

1238 PLOT B5,XIX,Yi+60

1248 ENDPROC

1258 REM the computer make
§ its mave

1248 DEF PROCaymove

1278 PROCsearch

1288 PRINTTAB(1@,24) 3 "Ny §
irst move "pA18:YL$

1298 PROCcard (ASCX1$-54,VA
LY1$,3)

1380 PROCto(ASCY1§-b4, VALY
1%)

1310 PROCvalue(ASCY1$-54,4
SCY1$-48,A8(1))

1328 #FX15,0

1338 A$=INKEY$(380)

1340 PRINTTAB(18,23);"My &
pcond move "3N245 Y28

135@ PROCcard (ASCIZ8-54 VA
LY2$,3)

1348 PROCto(ASCY28=-54,VALY
241

1378 PROCvalue(ASCYZ§-64.,V
ALY2S A81(1))

1388 AS=INKEY$(300)

1398 PRINTTAB(@,24);STRING
§iga," ")

1428 ENDPROC

{418 REM the computer sear
ches its

1428 REM memory, MEMS() fo
ra pair

1430 DEF PROCsearch

1448 PROCsearchpr

1458 IF pr=TRUE THEN EMDFR
oc

1458 PROCsearchl

1478 ENDPROC

1488 REM FROCot and PROCto
convert

1498 REM a position in the
pack to

1588 REM a position on the
screen and

1518 REN vice versa

1528 DEF PROCat (X}

1538 Y=(IZ DIV 13)+1

1548 IF 1% MOD 13=@ THEN I
=]31Y=Y=-1 ELSE X=I% MOD 13
1558 ENDPROC

1568 DEF PROCto(XX,YX)
1378 I=(Y1-1)#134X1

1588 ENDPROC

1598 REM subsidiaries to P
ROCsearch

1488 DEF PROCsearchpr

1618 pr=FALSE

1620 FOR 1X=@ TD MEMORY-1
1638 FOR JX=IT+1 TO MEMORY

1648 IF LEN MEM$(IX)=R THE
N 1480

1550 IF LEN MEM$(J%)=R THE
N 1478

1568 IF MIDS(MEMS(IR),1,1)
=MID$ (MEMS (JX),1,1) THEN pr
=TRUE: X15=MID$ (MEM$(1Z) 3,1
Ve A28=NID$ (MENS (JT), 3,111
$=NIDS(MEMS (1), 4,101 ¥2%=A]
DEIMEMS (1) ,4,1)

1578 NEXT J%

1680 NEXT II

1598 ENDPROC

{78@ DEF PROCsearchl

1710 pos=@

1728 REPFEAT

17319 eq=FALSE

1748 ual=FALSE

1730 pos=post]

1750 IF LEM A%(posi=@ THEN
eq=TRUE:EOTD1RIR

1778 teapl$=NI1D$(4%(pos),!
W11

1788 temp28=MIDS$ (A% (pos),2
1l

1790 FOR 1X=8 TD MEMORY
1828 IF WIDS(MEM$TIX), 1, 1)
=teapl$ AND MIDS(MEMS$(IT),2
J1{teap2§ THEN ual=TRUE:i
=11

1818 IF MIDS(MEM${IL}, 1,1}
=teapl$ AND WIDS(NEM$(IY),2
1)=tenp2$ THEN eq=TRUE
1828 NEXT

1838 UNTIL eq=FALSE OR ual
=TRLUE
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1848 [Fual=TRUE THEN PROCa
1 ENDPROC

1858 PROCot (pos)

1850 X1§=CHRS (44+1)

1878 Y1$=5TRSY

18B@ REPEAT

1898 eq=FALSE

1988 pos=pos+l

1718 IF LEN A%{posi= THEN
eq=TRUE:BOTD1978

1920 teapl$=MI1D$i{A$(pos},!
W)

19308 tesp2$=MID$(A$(pos),2
ol

1948 FOR 13=@ TD MEMORY
1958 IF MIDS$ (MEM$(IX),1.1)
=teapl$ AND WID$ (MEM$(IX),2
11=teap2$ THEM eq=TRUE
1968 NEXT

1978 UNTIL eq=FALSE

1588 PROCot (pos)

1998 X24=CHR% [b4+X)

2088 Y2§=5TR$Y

2818 ENDPROC

2028 DEF PROCa

2038 PROCot (pos)

2048 Y1$=CHRS [b4+1)

2058 Y1#=STR$Y

2068 Y28=MID$ (MEN$ (i) ,3,!
i

2070 Y25=MIDS(MEMS (%) 4,1
}

2088 ENDPROC

2898 REM remove a card fro
8 REROry

21080 DEF PROCsubisubl$,sub
2%

2118 PROCto (ASCsubl$-54,VA
Lsub2$)

2120 Asi(l)=""

2138 I%=-1:REPEAT: IX=11+1
2148 IF LEN MEM${11)=8 THE
N 2140

2153 IF MID$(MEM$(1%),3,1)
=gubl$ AND MID&(MEN$(IY) 4,
1)=sub2$% THEN MEMS(IY)=""
2158 UNTIL II=MEMORY

2170 ENDPROC

2188 REM checks if a certa
in card is

2198 REN in meaory

2788 DEF PROCrel{rellf,rel
2%

2218 relevantl=TRUE

2220 FOR 1%=@ TO MEMORY
2278 IF LEN MEMS(IY)=@ THE
N 2250

2240 IF WIDS$(MEM$(IY),3,1)
=rgll$ AND WIDS(MEN$ (1Y), 4,

1y=rel2$ THEN relevanti=FAL
gE

2250 NEXTIZ

224@ ENDPROC

2270 REN add a card to mea
ory

2288 DEF PROCadd(addl¥,add
%)

2290 bit=FALSE

27808 FOR 13=2 TO WEMORY
2310 PROCto(AGCaddl$-64,VA
Ladd2$)

2720 IF LEN MEMS(IZ)=0 AND
bit=FALSE THEN MEM$(I%)=A§
(1) +add1$+add2$1bit=TRUE
2330 MEXT

2740 EMDPROC

2358 REM forced delay, hav
g to press

2360 REM & key to continue
2370 DEF PROCkey

2788 PRINTTAB(R,24):"hit a
key to continue®

2390 A$=GETH

2408 PRINTTAE(B,24);STRING
§iga,* "1

2418 EMDPROC

2428 REM displays various
bits of

2470 REN relevant informat
ion

244Q DEF PROCstat

2450 PRINTTAB(IR,27); "My &
core  "jmyscorel

2450 PRINTTAB(1@,28); " Your
score "jyourscored

2470 PRINTTAB(®,29); "nuabe
r of pairs picked up so far

*ipairsl

2480 ENDPROC

2498 REM find the result o
f @ move

2500 DEF PROCresult

2510 FROCto (ASCYI§-44, VALY
1%

2528 1i=1

2570 PROCto(ASCN28-54, VALY
%)

2548 12=1

2558 IF MIDE(A&(21),1,1)=N
10§ (A%172} ,1,1) THEN PROCpa
ir ELSE PROCnopair

25608 ENDPROC

2578 DEF PROCnopair

2580 PROCrel (X1$,Y1$)

2598 IF relevanti=TRUE THE
N PROCadd(X1%,Y1$)

2609 PROCrel (X25,Y28)

2618 IF relevantX=TRUE THE

N PROCadd(X2%,Y25)

2620 PROCkey

2630 PROCcard (ASCX1$-54,VA
LYis, 2

2640 PROCcard(ASCI2$-54,VA
LY2$,2)

2658 ENDPROC

2648 DEF PROCpair

2670 SOUNDI,2,4,15

2688 PAIR=TRUE

2690 pairsX=pairsi+]

2700 IF comp=TRUE THEN mys
coreX=ayscorel+] ELSE yours
corel=yourscorel+l

2710 PROCstat

2728 IF pairsi=2& THEN PRO
Cend

2730 PROCsub (X1%,Y1$)

2740 PROCsub(X2%,¥2%)

2758 PROCkey

2758 PROCcard (ASCY14-54,VA
LYis, @)

2770 PROCcard (ASCX2%-54,VA
LY2$,0)

2780 ENDPROC

2790 REN the game has ende
d

2880 DEF PROCend

2810 PRINTTAB(18,8) 1 "BANE
OVER"

2828 IF syscorellyourscore
T PRINT"I WIN":Mt=Ni+1 ELSE

IF myscoreX{yourscorel PRI
NT*YDU WIN®:Ni=NY+! ELSE PR
INT*IT'S A DRAN"

2830 PROCkey

284@ LS

2850 PRINTTAB(18,18); " Your

score "jyourscorel

2860 PRINTTAB(1R); "My scor
& "jayscorel

2878 PRINTTABIB,15); "and i
n games:"

2860 PRINTTAB(15,18);"YOU

"N

2890 PRINTTABI1S,19);"NE

"IN

2900 PRINTTAR(D,25);"Do yo
u want another game? (Y/N]'

2918 REPEAT:A$=CETH:LNTIL
Af="Y" OR AS="N"

2928 IF A%="Y" THEM RUN EL
SE EMD

2938 ENDPROC

2948 REM your move

2958 DEF PROCyourmove

294@ REPEAT

2978 PRINTTABIIR,24); " $irs
t move ot

2980 REPEAT:X1$=GETH:UNTIL
I1$)="A" AND I1${="N"tPRIN
T TABI23,24);118;

2990 REPEAT:Y1#=GETH:UNTIL
¥1$)="1" AND Y1§{="4":PRIN
V1%

3800 PROCto(ASCX1$-54,VALY
151

JBI@ UNTIL LEN A$11))8
3828 PROCcard (ASCX1$-64,VA
LYis, B}

3870 PROCvalue(ASCAI$-54,V
ALY1$,A8(2))

3840 REPEAT

JB5@ REPEAT

3858 PRINTTAB(10,25) "seco
nd aove I

3878 REPEAT: X2%=BETS:UNTIL
124)="A" AND X28{="N":PRIN
T TABI23,25);128;

38R REPEAT:Y2$=BETS:UNTIL
Y2$)="1" AND Y2§{="4":PRIN
TY24

3898 PROCto(ASCH2S-54, VALY
il

3100 UNTIL LEN A$(1))0
J110 UNTIL X1$C3X2% OR Yi$
{324

3128 PROCcard (ASCX28-54, VA
LY2§,3)

J13@ PROCvalue(RSCAZ$-54,V
ALYZ$,A8(1))

J148 PRINTTAR(D,24) ;STRING
§ige," "

3158 ENDPROC

3150 REM nuaber on left is
the level

3170 REM the other is the
nusber of

J18@ REM cards the coapute
r can hold

3198 REM in mesory sisulta
neously at

3208  RENM that level

3218 DATA 1,4

3228 DATA 2,8

3238 DATA 3,18

3200 DATA 4,14

3238 REM error handling, e
sp. ESCAPE

3268 MODEE

3278 IF ERR{HIT THEN REPOR
TiPRINT® at line ";ERL
2288 END

Thiz listing is included in
this month’'s cassette
tape offer. See order
form on Page 47.
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|
-

10,20
30,40
50-70

60

80-120

130
140

150-190
160

170

180

200-300

i UL looks at the way VDU24

3 can be used to create a

-3 series of graphics  win-
dows.

otebook e

Y

—_— topx, mpyj"— —

WINDOW

_“J_nmx, boty

Figure |- Graphics window

The usual REM statements identifying
the program, NP
Change the mode and switeh off tha |
flashing cursor, !
AFOR ., ., NEXT loop which repeats gight ____ |
times using the contral variable Swap,

Uses VDU19 1o change the flashing Colour=) 0 15
colours {actual colour numbers g to 15) _ 8 by=5p4 (colour~g),

to steady colours, I.nops 5~ "} 381
A FOR...NEXT loop with control g

variable colour which cycles 15 times, mrl:lf;ﬁ I “:.T "_':zll'l':ujm- 1638
Calculates the coordinates of the bottom zoa';l'f_ﬂn-bqgﬁfe 118 f'ﬂﬂir*”

left comer of the graphics window (zes | ndow

Figure |), Yicaloyr)

Figures oyt the coordinates of the top oo 129

right corner, | 179

Calls PROCwindow, giving it the par- [ 14

ameters in the brackets, which have bean T SHLR rﬁ 158

worked out in the Previous two lines, Detineg | ¢ L]

Since these values depend on the valye of Window - rl“ﬂhtﬂprl;

colour they will he different sach timg ] - “’”ﬂt

round the loop. This means that fiftagn | itopy; Yitop
different windows will be defined, ."Q 178 g

Calls PROCgrid which uses the graphics o 180 ¢ !iﬂ&p]mr
tommands DRAW and MOVE todrawa™" = == |

grid. Chooses | 198 ENpppgp

This endless REPEAT - UNTIL loop just  black
keeps the prampt { >} from reappearing, ~———
PROCwindow

Defines g graphics window using
VDU24. The following Parameters define

sémicolons betwean them,

Uses GCOLO 1o redefing the background _
colour,

Has CLG clearing the graphics window 1o
this new background colour. Notice that 1
only the present window is affected,
FROCgrid, This uses the by now famijjar
MOVE and DRAW cemmands to put a
black grid on tha screen. Notice thar
while the Coordinates seem to cover the
whole screan with lines, only the part
inside the fingl graphics window dppears,
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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 aturvhnnk
PLUS
a full length multi-location
adventure on cassette
for only

£8.95 ... i

Read the book
— then play
the game!

T

d |i 1"‘

'— J

sl _aputer ‘?‘l‘; de IC _ 5\
T prin ceﬁigvﬂpﬂ“ %ﬁaaraﬂ ﬁ

the FF
d‘ catio” _— BBC Micro
. D805 a . & Electron

e

------—--—----1

Please send me the complete Magic Sword pack [1! enclose my cheque for £8.95
containing storybock and cassette to: payable to Database Publications

O Or debit my Access/Visa card:
Name

Address No.

I Signed

L____

LSENDTD:Advnnturi offer, Europa House, 68 Chester Road, Hazel Grove, Stockport SK7 5NY
% KB _® BN =B =& =& & & & B =B B B _§B B _§B |
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OLD farmer Brown has
bean having a spot of
trouble with his chickens
lately — they just will not
stay still while he collects
the eggs.

The birds fly to and fro,
the eggs ending up every-
where.

Can you help him catch
the eggs as they drop?

If you manage to catch
50 or more before the
chicken reaches the
bottom you mowve on to the
next level, where every-
thing moves faster.

Join in the
farmyard fun'!

- .. and have a smashing time in this eggstra
special game by ROLAND WADDILOVE

pPROCEDURES .t it is not the
Prinrethe megsageﬂle |evel, 2998
- , Sets '
il e ;:;::HD raws the grou mi‘.‘._l:';\if."
E|F:3;I bird. Sets the start U{?g;harat'-'
a - g an
Defines the e'“:l,Ta ground. Sets
imitialise the egd heir
it 1?5 'It::el. <core and eggs 10t
the -
e alues. - ade ——
jnitial va maching C
b Assambles a 5:':?3 eqgs, man and VAH'ABLES
b ine 10 MOV : T% :
PHDC,nﬂ-B routin e e
" 7 lrl'I
s ks if keys 3T pressed. calls I.E::m Eggs collected.
Chec ) nan Leve|
5 ove the | . at .
i sl t.uﬂ::; chicken to the right. 1{1:13 Js(z S
p mMoves he line. move 1o Y% Chjﬂkeu's = :
PROChird the end of 1 g z%, e rT_£:|r|:|‘|r1a|:a-s.
. . or
start of .men r:fag then calls the cu:i ::é-ﬂn Loop c{hume:_:a!ﬁ’s_
fthereisan® it if ivis atl D% P P
PROCe09 l:m move it. Erases 1t! mrr; A:c;-ldrl:fr mrcourdmatgs of eggs
4 58 o :
bottom. . ore and asks if you mhb P iras ot gﬁg: :D move man,
Prints the N -0 me Addreas 0 move bird,
her lay again ess5 of code 1g -
pROCanot \;;I.n':stc:-hij Y structions. move eggs,
. T 4
. uctmn!
pﬂu{.‘.mstr

32 ELECTRON USER February 1985



1@ REM ##esseCATCHER##28

20 REM #For Electron Use
rt
38 REM #By R.A,Waddilove

48 OM ERROR PROCerror

58 PROCassenble

5@ PROCinitialise

7@ HODE 1:¥DU 23,1,0;8;0
18

8@ PROCinstructions

9@ MODE 2:VDU 23,1,8;8:0
10

188 REPEAT

11@ REPEAT

128 PROCstart

138 REPEAT

142 TIME=8:PROCman:PROCHE
rd

150 REPEAT UNTIL TIMEMTY
168 TIME=8:PROCazn

170 FOR %=1 TO §

188 IF [X7CA(255 PROCeqq
198 NEXT

280 REPEAT UNTIL TIMEXTY
210 UNTIL Yi=20

220 UNTIL EXCSB

238 PROCanother

240 UNTIL INSTR("Mn",BET$

258 MODE &

268 END

i

2808 DEF PROCstart

298 VU 7

388 IF EX)B COLOUR 11:COL
OUR 14@:PRINT TAB(2,35):"CON
GRATULAT IONS":COLOUR 12:COL
OUR 139:PRINT TAB(B,18):"Le

N

vel ";level+1;" coming up !
*;TIME=@:REPEAT UNTIL TIME}
see

J10 Ti=20-level #2151=51+1
BeEl

320 level=level +11EX=0

338 VOU 19,8,RND(&) 30519,
9,RND(6) 58y

J48 COLOUR 128:CLS

35@ COLOUR 2:COLDUR 129

358 PRINT TAB(@,27):STRIN
6%(208,CHR$225)

378 COLOUR 128:COLODUR &

388 PRINT TAB(R,29);"Leve
11" 1evel

399 COLOUR 1

408 PRINT TAB{S,3L);"Scor

| Ty

e="151;

410 COLOUR 3

428 PRINT TAB(13,29))"Eoqg
]

438 11=B:Yi=level tREN bir
d ¥,y coord.

440 RESTORE

458 FOR I%=@ TO 1:FOR Ji=
B TD A3:READ data:?(kIB08+!
YI+1L) #b4@+J1)=datas NEXT:HE
IT

460 11=9:REM man x coordi
nate

478 FOR 1%=@ TD 1:FOR JX=

Turn to Page 56
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Sum way to rescue

a damsel!

HAVE you ever fancied
yourself as a handsome
prince, rescuing a damsel in
distress from the castle
where she's imprisoned?
ANDREW GARDINER's

program, Education Castle,
lets you find out just how
successful you would be.

Can vou answaer the
guestions correctly and
reach the top of the steps?
Or are you bad at sums and
due for a ducking?

Either way it's a great
way to practice simple
SUMS.

Now all we need is a
game about frogs and prin-
cCassas . . .

10 REN EDUCATION CASTLE
11 REN BY ANDREW GARDINER
12 REN (C) ELECTRON USER

20 ENVELOPE!,!,35,55,155,
255,155,1,126,0,0,-126,128,1
26:ENVELORE2, 1,10,10,10,230,
230,230,126,0,0,-125,126,128
:5OUND1, 2,100, 1002 endX=0: 0D
El:PROCTITLE:MODEZ: YDU23,1,0
30303 0; : PROCYAR: PROCSCREEN: F
ROCACTUALGAME

30 DEF PROCSCREEN

40 BCOL 0,134:CLE

30 BCOLO,4:MOVED,0: MOVETT
0,0:PLOTES, 50, 75: PLOTAS, BOO,
75

&0 BCOL 0,2

70 MOVE 770,0:MOVE B00,0:
FLOTBS,800, 100:PLOTES, 1279,0
tPLOTES, 1279, 100

80 BCOL 0,5:MOVE B50,500:
MOVE 1279,500:PLOT B5,850,10
0:PLOT 85,1279,100

90 VDU 23,224,1255,255,235
y 299,255,253, 235,233

100 FOR =850 TO 1279 STEP
90

110 NOVE 1,520:VDUS:VDU224
tNEXT 1

120 6COLO,2: MOVED, 0: MDVED,
200:PLOTBS, 300,200

130 GCOLO,1:MOVE 1000,500:
DRAWLO00, 700

140 VDU 23,225,61,61,61,25
1255, 188,252, 50: VDU 23,226,1

26,255,36,36,36,36,35,34

150 NOM$=CHR$225+CHREB+CHR

$10+CHRE224

160 VDU 23,229,60,255,460,4
0,60,24,255,189:VDU23, 230,18
9,189,189,36,36,36,35,231: MA
N$=CHR$229+CHRSB+CHRS L0 +CHRS
230

170 BCOLO,A:MOVE BBO,545:V
DUS:PRINTHONS

180 ECOLO,0:MOVE 100,285:V
DUS: PRINTMANS
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-

190 MDVE 1180,100:MOVE 127
%.100:6C0L0, 1:PLOTSS,1180,30
0:PLOTBS, 1279, 300

200 BCOL ¢, 4:MOVEROD,300:0
RANSS0, 300 DRANSS0,350: DRAWT
00,350: DRANT00, 300: NOVED2S, ]
00:DRANSZS, 350: NOVESOD, 325:D
RANTSO, 325

210 GCOLO,3:FOR [=T00+30 T
0 700-30 STEP -4

220 J=SOR(ABS(30#30-(1-700
1e(I-700)11)

230 WOVE 1100-0,1:0RAN 110
0+],I:NEXT 1

240 PROCERICK

250 vou 28,0,7,19.0

260 VOU 4

270 COLDUR 129:COLOUR 7:CL
g

280 ENDPROC

290 DEF PROCTITLE

300 vou 19,0,4,0,0,0: COLOU
R 128:COLOUR J:CLS

310 voU 23,1,03030:0;:FRIN
TTABUIL,5!*W ELCOMNE"

320 PRINTTAB(1&,100°T D

330 PRINTTABMI,2M"E D U C

ATION CASTLE"

J40 PRINTTABLL1,28) "by A.6
ardiner."”

Ja0 CoLz=0

340 vEU 19,7,.C0LY,0,0,0,0

370 COL=COLY+]

T80 IF COLYI=8 THEM GOTO 42
0 ELSE IF COL%=4 THEM COLY=S

390 SOUND 1,8,100,23

400 FOR x3=0 TO JOO:MNEXT =
1

410 BOTD J&0

420 COLOUR 7:CLS

430 PRINTTAB(19,1) "Educati
on Castle."

440 PRINTTAELO,4) "CAN YOU
ANSNER THE QUESTIONS CORRECT
LY?*sCOLOUR 2:PRINT:PRINT"AN
D RESCUE THE PRINCESS BY CLI
HEINE A":PRIMT:COLOUR 7:PRIN
T*BRIDGE OVER TO THE CASTLE?

IF ¥OU CAN®:COLOUR 2:PRINT:
PRINT*THEN ENTER YOUR SKILL
LEVEL AND PLAY"

450 COLOUR 7:PRINT:PRINT™A
Way."

450 PRINTTAB(L,15) *Flease
enter your skill level (1-99
J":FRINTTAB (1,191 "THEN PRESS

*;COLOUR 131:COLOURD:PRINTTA
BU12,19) "RETURN"

470 COLOUR 128:COLOUR %

480 #FY15,1

300 SKILLY=0

310 INPUT TAB{20,221""SKIL
L¥:IF LEN SKILL§>I THEN PRIN
T TAB(20,22);STRINGE(%1," *!
tPRINTTAB{20,22); STRINGS (3, "
"1iBOTOAT0:IF SKILL¥="" THE
N 490 ELSE SKILLX=VAL SKILL#

520 REM IF SEILLXI<1 DR SKI
LL%¥99 THEN PRINT TAB{(21,2%)
& *1GOTO 490

521 IF SKILLYI¢] OR SKILLY)
99 THEM PRINT TABIZ21,201:5TR
INGS (9, *}:607T0 490

330 PRINTTABI(T,28] "How let
‘s gtart”®

540 TIME=0:REPEAT: SOUNDL,2
<100, 2: UNTIL TIMEX200

S50 ENDPROC

540 DEF PROCACTUALGAME

65 YOU 23.1,0:0:0:0;

S70 DUEX=INT RMOISKILLYb:g
pel=INT RNDISKILLT)

580 PRINT TABAL,1);"WHAT [
§ "JOUEX:™+";quel;™="y

390 ans%=0

800 #FX15,1

SL0 INPUT ansk:IF LEN ansi
JATHEN PRINTTAB(0,0);STRINGE
(151," "1:60TD 580 ELSE ansi
=VAL ans$

520 TF ansi=QUEL+qued THEN

PRBCcorrect ELSE PROCwrong

830 IF end¥=0 THEN BOTD 37
0 ELSE RUN

540 DEF PROCcorrect

850 VDU4:PRINT TRBLL,4):"Y
0U ARE CORRECT '*

&40 SOUND 1,-15,33.3:50UND

1,=15,49,3:50UND 1,-15,61,3
t50UMD 1,-15,33,3:50UND 1,-1
5.49,3:50UND §,-15,41,3:50UN
b 1,-15,33,3:50UND 1,-15,49,
JeSOUND 1,-15,81,3:50UND 1,0
+81,7:50UND 1,-15,51,3:50UND
1.0,51,3:50UND 1,-15,8],3:5
OUND £,-15,49,3

570 SOUND 1,0,49,3:50UND 1
=19.353

480 MOVE ACROSSY,UPT:VTUS:
GCOLO, b: PRINTMANS

450 ACROSSY=ACROSSL+A0

700 IF ACROSSRY=250 THEN U
PL=UPYLH40
710 IF ACRDSS%=820 AND UPZ
=585 THEN MOVE 320,585:V0U S
:BCOLO,0:PRINTMANS : PROCend:E
NOPROC
720 WOVE ACROSSI,UPY:YDUS:
GCOLO,0: PRINTHANS
730 VDU4:PRINT TABC1.4):"Y
OU ARE CORRECT '":FOR tyri=0
TO 400:NEXT tyri
740 VDUM:CLE
750 ENDPROC
780 DOEF PROCVAR
770 ACRAOSSY=100
780 UPY=255
790 EMOPROC
B00 DEF PROCwrong
810 SOUND 1,-15,100,2:50UN
b 1,=15,50,2:S0UND 1,-15,80,
2:SOUMB 1,-15,70,2t50UND 1,-
15,40,2: SOUND 1,-15,50,2: 500
ND 1,-15,40,2:50UND 1,-15,30
+2150UND 1,-15,20,2:50UND 1,
=15, 10, 3:50UND 1,-15,0,5
820 CLS
830 IF ACROSS%{=265 OR ACR
055%=740 THEN 840 ELSE PROC
FALL:PROCEBRICK
840 BCOLO.&:MOVE ACROSSY.U
PYL:WDUS: PRINTMANS: GCOLO,0: MO
VE 100, 255:VOUS: PRINTHRNS
850 voUs
850 PRINT TAB(1,3)"YOU ARE
WRONG'*; TAB(1,51"1t should
have been"TAB(9] i OUEL+quel
B70 TINE=0:REPEART
880 UNTIL TIMEXI00
850 CLS
500 PROCYAR:ENDPROC
910 DEF PROCBRICK
920 MOVE 250, 240: VDUS:VOUZ
el
930 MOVE 340,280:VDUS:VDUZ
4
T40MOVE 420,320: VDUS:VDUZ2Z
f
SSOMOVE S00,340:VDUS: VDU22
4
SLOMOVE 580, 400:VDUS: VDU22
4
970 MOVE &b0,440: VDUS:VDUZ
24
9BOMOVE 740, 480: VDUS: YDUZZ
4
9%0MOVE B20,520:YDUS: YDU22

EP -15
L 0,0:VDUS: PRINTHANS
ALLZ:SOUND 1,-13,FALLZ/3, 12V
DUS: PRINTMANS
0,0:PLOTES,120,75:PLOTES, 770
+7516C0LO, 3: PROCBRICK
2:50UNDE, =13, £d%, LtNEXT fdi:
ENDPROC
=B:1S0UND 1,-135,50%,1:NEXT sd
1110 BCOLO,0:CLE
E 1279,0:PLOTES,300,500: PLOT
B3, 1279,500:FOR bri2=300 T0
1279 STEP 90:NOVE brid,330:V
DUS: VDUZ24:NEXT bril

RAN &00,800

D1,-15,109,3: SOUND 1,-15,100
|I

RAW 330,400:MOVE 430,500:0RA
HAT0, 400 MOVE 450,600: DRAN3I
0,400

430,600

OVE 350,420:PLOTES,415,700:F
LO7ES, 340,700

0 YI-RL STEP -4
11#{12-Y2) 1) :MOVE XT-J%,1%:D
RAN YX+]Y, IX:SOUNDT,-15, 124Y
T, NEXNT

:PLOTY, 400,720

S:SOUND 1,-15,0,3:VDU224: MOV

1000 ENDPROC

1010 DEF PROCFALL

1020 MOVE ACRDSSY,UPY

1030 FOR FALLY=UPY TO 45 ST
1040 MOVE ACROSSY,FALLX:6C0

1050 BCOLO,&:MOVE RCROSSE.F

1040 NEXT FALLX
1070 ECOLO, ézNOVED, 0 NOVETS

1080 FOR £d3=29 TO 1 STEP -

1090 DEF PROCend
1100 FOR sd%=254 T0 0 STEP

1120 BCOLO,5:MOVE 300,0:NOV

1130 BCOLO. 1:MOVE 500,330:D

1140 SOUND 1,-135,100,3:SOUN
1150 MOVE 3530,500:6C0L0,4:D
1160 PLOTBS.390,5650:PLOTAS,
1170 ECOLO,2:MOVE 4135;520:0
1180 X%=390:YX=715:R1=23

1190 BCOLO,3:FOR I%=YI+RL T

1200 J1=58R (ABS (RT#RL-(1X-Y

1210 ECOLOC, 4:PLOTEY, 380,720

1220 GCOLO,3:MOVE 0, 400: VDU

Turn to Page 59
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IF you've been following
Nigal Paters’ articlas on
sound but are too busy or
too lazy to work it all gut
for yourself, then Sound
Creator is the program for
you,

Written by IAN GRAY-
SON of Wakefield, this
menu-driven utility has the
Electron producing noises
using random SOUNDs and
ENVELOPEs.

When you hear some-
thing you like the program
will display all the neces-
sary paramaters for you to
recreata them in your own

g = LY

programs.

10 REM SOUMD CREATODR
20 REM By Ian Grayson

40 REM MAIN LOOP

50 A=0:0s2

40 MODEZ

70 VDU23;8202;0;0;0;
80 PROCTITLE

| 20 MODE!

100 VDU23;8202;0;0;0;
110 PROCHENU

120 REM PROCEDURES
130 REM The Menu

140 DEFPROCNENU

130 vDU19,0,4;0;

140 CLS

170 PRINTTRB(17,4) "MENL"

CT CHAMMEL"

RATE SOUND*

FECT ENVELOPE VALUES®
EAT LAST SOUND"

CHOICE?"
230 A$=GETS

NMEL
ERATE

260 IFA$="3" THEN PROCVAL
UES

30 REM (C)ELECTRON USER

180 PRINTTAB(T,7)*1, SELE
190 PRINTTAR(Y,9)"2. BENE
200 PRINTTAB(7,11}"3. INS
210 PRINTTAB(T,13) "4, REP

220 PRINTTAB(13,20) "ENTER

240 IFA$="1" THEN PROCCHA

230 IFR§="2" THEN PROCEEN

PROCMENU

PROCCHAN

PROCVALUE

270 IFA§="4" THEN PROCREF
EAT

280 BOTOZI0

2590 ENDPROC

J00 REM Repetition of gen
erated sound

310 DEFPROCREPEAT

320 CLS

330 PRINTTABLS,12) "PRESS
SPACE TD RETURM TD MENU"

J40 IFR=0 AND 0=2 THEM PR
OCMENU

150 SOUND@,1,P,255

Jb0 IFA%§=" " THEN PROCFLU
SH

370 AF=INKEYS (10000

380 6070350

350 EMDPROC

pPROCEDURES

NEL Asks for the

PROCGENERATE

el o i

AT
Prints oul the mcnu;
choice. 1 then goes

rocedure.
n gouUnt

an the Pl
chosan than the P
gskel for

atas the
Generates .
retuins 10 the menu.

ieplays @
.Dslaltj.miu ENVELOPE)

Repeats the 9%
Y s th

Draws out e :
Flushes all buffers

when not

400 REM Generate the soun
d

410 DEFPROCGENERATE

420 IFQ=2 THEN PROCMENL

430 CLS:PRINTTAB(LO,12)"P
RESS SPACE TO STOP*

440 A=RND(128):B=RND(]28)
1C=RND(128) : D=RND (255) tE=RN
D (2551 : F=AND 1255)

430 ENVELOPEL,0,4,B,C,D.E
Fo126,0,0,-126,125,128

450 [FPY7 THEW P=100

41l the nee

nerated 5
title page
« 10 S0P the

d asks
to the chos

y channel
ch value 15

ded values
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L)

an

it 08

than

and

sound

470 sOUwDE,1,P,50

480 IFA$=" " THEN PROCFLU
SH

490 A$=IMKEYS$ (500!

SO0 G0TO440

S10 EMDPROC

520 REM Envelope values

510 DEFPROCVALUES

S40 CLS

550 IFA=0 THEN FROCMENU




S50 PRINTTAB(12,10) "SOUND
1,1, Py " 100"
570 PRINTTAB(T,12] “ENV.1,
0. "rAz", "1 By " 501" sy ", "
sEyTAB(T, 140", "3F3",128,0,0
=126,126, 125"
580 PRINTTAB(&,22) "FRESS
SPACE TO RETURN TO MENU®
590 IFA$=" " THEN PROCMEN
U
&00 A$=INKEYS(500]
510 GOTOS90
520 ENDPROC
&30 REM Choose the sound
channel
440 DEFFROCCHANNEL
530 CLS
660 PRINTTAB (10,02} *WHICH
CHANMEL (0/1)"
670 A$=INKEY$I0)
&80 IFA$="0" THEN @=0:80T
0710
490 1FA$="1" THEN 0O=1:P=]
00: FROCMENL
700 GOTO&TO
710 CLS
720 PRINTTAB(5,12) "WHICH
PITCH VRLUE (0-70"

MEHU

SELECT CHRHHEL
GEHERATE SOUHD

INSPECT EHVELOPE VALUES

REPERAT LAST SOUHNHD

EHTER CHOICE?

710 AS=BETS

TH0 IFA§="0" THEN P=0:PRO
CHEMU

730 IFA$="1" THEN P=1:FROD
CHENU

760 IFA$="2" THEN P=2:PRO
CHENU

770 IFR$="3" THEN P=3:FRO
CHENU

TBO IFA$="4" THEN P=4:PRO
CHENU

790 IFA$="5" THEN P=5:FRO
CHENL

BOO IFA%$="5" THEN P=b:PRO
CHENU

Bi0 IFA$="7" THEN P=7:PRO

CMENU
820 BOTOTI0
B30 ENDPROC
B40 REM Title page
850 DEFPROCTITLE
850 COLOURIZ9:CLS: COLDURL
|
870 PRINTTAR(3,7)"SOUND C
REATOR"
B80 COLOUR?
B30 PRINTTABIZ,12)"By lan
Brayson®
%00 vpU33,23%,B,8,8,8,8,8
o4, 24
210 BCOLO.O
920 FORI=254T0128STEP-32

930 NOYEO,I
940 DRAWIZT7Y,I
250 NEXT
940 FORX=0TOIBSTEP2
370 Y=23+RND(S)
BB0 PRINTTAB(X,Y)CHR$ (239
v
Y90 MEXT
1000 FORI=320T011205TEP400
1010 MOVET, 254
1020 DRAWI, 128
1030 NEXT
1040 TIME=0
1050 IFTIME=T00 THENENDPRO
»
1060 GOTOIOS0
1070 ENDPROC
1080 REM Stop sound by flu
shing all buffers
1090 DEFPROCFLUSH
1100 #FXLS
1110 PROCMENU
1120 ENDPROC

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

of Fortune
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js game s 3 clas
Zﬂh:ﬁture with all the

expect from EPIC...

PLUS

@ Intelligent moving ch

them too!
=] Mul.i.isi.atemenﬂan
interpreters.
@ Runs in real time.
@ 250 |gcations and 5
characters of text|r. )
compression tec m:
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EPIC ADVENTURES..
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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.”

"The definitive adventure. Highly recommended.”

TO. EPIC SOFTWARE, DEPT E. 10 GLADSTONE ST., KIBWORTH BEAUCHAMP,
| LEICESTER LEB OHL
gty THE WHEEL OF FORTUME
gty CTAS TLE FRANKENSTEIN
ALY THE QUEST FOR THE HOLY GRAIL
gty THE KINGDOM OF KLEIM
POSTAGE £ PACKING FREE FOR 2 OR MORE. ADD 50p FOR ONE

Please Rush Me-

| enclose ChequeP.0. o the value of .

L
T
-
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ayEpics 1 e fad

ques can pac ADDRESS _____

Iochs 2 POST CODE e
All prograrms available for immediate despatch. Dealer enquiries welcome. Help Service
Send letier if you don't want to cut magazing

ELECTREON 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
ELECTROMN 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.

| CASSETTE | DMSC | STATE:
£9.95 £1195 | BBC
£7.95 1 e e
£795 £995 | Ko coanhice
£7.9% £595 | onEectron

(Payabile to ‘Epic Software’)

.EPIC ADVENTURES...EPIC ADVENTURES...EPIC ADVEMTURES
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COASTER is a short
graphics routine which
runs in Mode 1, drawing a
spiral which curves in three
dimensions.

Next it gives the
impression of movement,
creating what looks like a
moving conveyor belt or
roller coaster.

Lines 40 to 150 draw the
spiral. They do this by
drawing a damped cosine
curva 20 times across the
scraan.

Each curve is drawn a
few pixels to the right of
the pravious ons. The siza
of the oscillations de-
creases as the waveform
proceeds.

The curve is drawn in
three colours — white,
yellow and red — on a black
background.

It gives a picture that
looks like a stripad football
scarf.

The final section of the
program — lines 160 to 220
= consists of a continuous

! *I;-'gl'.:?"t!-é’."i ik 1:1’ Phran e
11 il 'I-!l1 t!f;lll N § III Sy
b
v }})li;‘:::;i fﬁ:\'n‘. ﬁﬁjﬁﬁ:}'
% £l 55 b gy ‘:' 1
%& J'véll.:‘:ll\‘ AR l':'ll:" ,*:' E‘Fﬁlﬁ*ﬁ*
i 4‘.}"‘ I p Al N ot .':':.
18 RON NN ) L T F
';: if TJ I i Ei !:'l..5|i|:.:|= i 'f..:'?s'rﬁ:;_.i1q';:t"l:" y
kL Ifll’t i AT :1.1 A
ﬁlﬁllii M‘

10 REM ssesesss CORASTER
FRELERE

20 REM s##+d By Jon Willingt
on

30 REM #a# (CIELECTRON
USER ###

40 MODE 1

30 DEF FNx(X,E)=X#100+E

&0 DEF FNy(X,E)=COS (X)#
EXP (=X/8)#(500-E)+512

70 K=15#F1 /255

80 FOR E=0 TO 180 STEP 10

90 C=0

100 WOVE 90,1023

110 FOR ¥=K TO 4#P] BTEP K

loop which uses the VDU

19 command to animate the 120 C=C+]
image. t6COL 0,C
As the program stands, | {30 DRAW FMx(I,E},Fy(X
the roller coaster effect B
uses red and whita colours. -
This can easily be changed 140 IF Ce3
by altering the raelevant THEN C=0
lines. 150 NEXT
For example, for a blue sMEXT
and cyan roller coaster, 140 REPEAT

make the following alter-

e 170 FOR E=1 TO 3

180 VDU 19,E,730s
190 W=INKEY (5)
200 VDU 19,E,1;08
210 MEXT

220 UNTIL FALSE

200 VDU 19,E,4;04

Using grean and white or
black and yellow also
produces quite affective
displays.

This listing is included in
this month’'s cassette
tape offer. See order
form on Page 47.
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Get yourself taken for a ride
with JON WILLINGTON's
clever graphics routine
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Just what you've

been waiting for!

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

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

* Word Processor *Graphics

* Spreadsheet x*Database

Now they’re all together
-in ONE simple package

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,

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

ONLY

£5.95/£7.95

CASSETTE

Disc

or can be fed into its -
associated program ...

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

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

Please send me
B Mini Office

B O 1 enclose cheque made payable to
' Database Publications Lid.
for £

| wigh 1o pay by
O Access [ Visa Na.

copy/copies of

0 BBC'E cassstte £5.95
O Blectron cassatte £5.95
O BBCAD-trackdisc  £7.95
O BECBO-trackdise  £795
Plgase tick box
Expiry date

Post to: Mini Office offer, Database Publications,
BB Chester Road, Hazel Grove, Stockpert SKT SNY.

----------------—------J



in a multi-coloured way

| 18 REN HELLD {48 WOVE B99,623-32¢1:6C0
28 REM K.B.TURNER L 8, RelaVOU 82
38 MODE 2 158 NEXT I
48 MOVE 415,379 168 NOVE 488,438:FOR C=b
50 50 0,9 10 1 STEP -1:6COL 8,CavDU 4
58 DRAN Bb4,399:0RAN BEY 9 \ery
A28 IRAN 415,621 DRAN 413, 178 NOVE 481,527:VDU 72,6
i 9,76,76,79
74 HOvE :“1'1"“ 188 NOVE 0,8
8 6eoL 0,
39 DRAW B8, 431:DREN 000 ::: :s':m
;:IE:MI 479,592:DRAN 479, 218 FOR C=1 10 &
228 NehH

188 vou 3

118 MOVE 416,623:FOR C=1
10 &:6COL B,CoVDU ALINEIT:E
Bﬂ. .|llm ﬂ

238 1F N)b THEN Nel
248 YOU 19,N,C5010
254 FOR 1=1 TO 2B:NEAT

120 FOR =1 TO & 260 NEXT C
138 MOVE A14,623-3241:6C0 278 N=N+111F N>b THEN K=l
L 8,7-NiV0U &2 280 UNTIL FALSE

Send your programs 10

Scrapbook, Eflectron
User, 6B Chester Road,
Hazel Grove, Stockport
SK7 5NY.

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

it's where we keep a record — our scrapbook — 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. MNext month
— who knows? It's up to you.

So if you enjoy messing about with your Electron and
want to share your discoveries with other Electron users,

sand them in to us. I

Irigonmetry is OK, KB.— but

where's the wine ?
18 REN WINE GLASS )
20 REN K, B, TURNER 149 DRAN
. SAR+SSINIA+P]/
: 30 INPUT"COLOUR NUNBER®,  2),488+COS(A+P1/2) I
158 NEXT A
49 MODE 4
168 FOR A=d
:::::'2;111"“".1 0522 St !
ol 178 NOVE g4+
78 VDU 19,7,C;0;0; B+COS(A) = n
P ﬂé? A=1 TO 20P1-1 STE 108 DRAW 4B+SBeSIN(A+D.9
LS #P1), 15B4C05 (A+4. 94P])
mmmm:#mummm.: 198 NEXT A 1
1
200 FOR A=
188 DRAN S4BeSB4SIN(A+D.9  B.8522 e
P1), A0R+005 (A+, 98P 1) 218 NOVE 64R+SB4SIN(A) 15
118 NEIT A +COS (R) '
. :% FOR A=B T0 2#P1 STEP ] gl DRAN &4B+15845IN(A+P]
LS8+ 204C05 (4
138 MOVE 64B+24BeSIN(A),7 238 NEXT A =

2343004005 (24P1-1) +204C05 (A 240 REPEAT UNTIL FALSE

COLOUR NUMBER?
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Sue 7imms
revisits

Januarys
Notebook
program

i@ REM ORIGINS REVISITED
28 REN NEIL CANTHORNE
78 REM ADDITONS BY SUE T
1HMS
4@ MODE !
sg voU 23,1,0;0; 88
58 VDU 19,1,4,0,8,8
78 GCOL @,!
88 VDU 29,64035123
9@ FOR radius= @ T0 358
STEP 23
109 PROCaandalalradius)
118 NEAT radius
128 FOR repeat=1 TO 4
138 READ x,¥
142 PROCoutsidelx,y)
158 MEIT repeat
140 REPEAT UNTIL FALSE
170 DEF PROCoutsidelx,y}
188 FOR radius= 8 T0 158
STEP 2%
198 YOU 29,x3Y)
280 NOVE 1,
218 PROCeandalalradius!
278 NEXT radius
238 ENDPROC
249 DEF PROCeandalaln)
758 NOVE B,
260 DRAN -w,8
270 DRAN 8,-v
288 DRAN w,@
292 DRAN By
TR0 MOVE -w,v
310 DRAN =w,-®
328 DRAN w, -
330 DRAN w.w
34. Dﬂ“ . I
158 ENDPROC
140 DATA 298,862,298, 162,
999,862,990, 162
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RACER @ives
¢hrill of the racd

our
i::h::; \'rtu drive around

it-
i r your
jdea is 10 stee '
T::’ang the £ and !'.»::?n :
'::lgu jeft and right r
tively. 3 =
in poin
::: ;"I:mg, but qn»:unl:;
sp .
tose them STiie bollards
::'::t mark the trachk.
AlsD the

ya aro cars

10 REM RACER
20 REM BY ALAN BRIFFITHS
30 REM (C) ELECTRON LSER
40 MODDE 35
50 ON ERROR 8OTO 120
40 PROCinit
TO0 #FX11,10
BO #FX12,10
20 PROCstart
100 REPEAT
tPROCnew
sUNTIL AZ:BYRLIOO
AND C=7
tREPEAT
+PROCfinish

sUNTIL D2=40
110 TIME =0
tREPEAT UNTIL TIME =100

120 PROCscore

130 #FY 15

140 #F112,0

150 PRINT TAB(O,10);"ANOTHE
R EAMET (Y/N}"

160 A$=IMKEYE (200)
tIF AS="" 6OTO L&0

170 IF A$="Y" RUM

180 MDDE &
1END

190 DEF PROCcheck IF roadi(

EX) }=Fi OR roadi(EX}+PI
£=FY PROCcrash
ELSE GX=GY+!

200 EX=EX+1
tIF EX=1% EX=0

210 1F X3=17 AND VI=F3
PROCcrashl

220 ENDPROC

230 DEF PROCcrash GX=GY-10
+S0UND 0,-15,52,3
tENDPROC

240 DEF PRDCcrash? BI=G%-20
1SOUND 1,-15,4,3
sENDPROC

230 DEF PROCnhew

260 IF INKEY (-SBIPRINT
TRE(F, 130" "
270 1F IMKEY (-SBIF%=F¥-1

280 IF INKEY (-&7)PRINT
TABIFY,13);" *

290 IF INKEY (=&7)FL=Fi+!

100 HI=RND(3)-2
tCY=CT+HY
sroadX(IZ1=C}

J10 IF Cx4=2 Ci=Ci+l

320 1F CX3=10 C¥=C1-1

330 FRINT TAB(FY,13);
CHRS 241

JA0 PRINT TAB(CY,31);B%
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330 PRINT TABIFL,121;"

60 PRINT-TRBIFYL, 13}

rueg 241
170 PRINT TAR(D,A):"SCORE
5t TINE ";J%

180 1eli+]

+IF 12219 1)
790 1F AL=T% PROCcar
409 RR=At+ L

+IF AX)=18 PROCchech

41¢ ToL0UR 3
sfi=N14]
420 JE=TINE =)
sJE=150IV 100
470 EXBPROC
440 DEF PE0Ccar UX=
ENGET
s COLOUR- 12
+PRINT TARICEVY, 300
CHRE 1231}
tWI=WI+]
=BT 4NY
14120
rY=CEaY
sENDPROC
450 REM sssasdusenar PROC
STAFT #eswwss
450 DEF PROCztart
470 VAU 23,240,204, 204
yal 51,204,204, 5
i
480 YOU-23,241,189,231
2 155,34, 50,189,253
b
490-UDY 23,242,560, 128
1200y 209,290 200y 128
2Bl
300 CLE
305 VoU 23,1,0:0:0:0
510 FOR ¥X=1 TDO 71
tPRINT TAB(HY,KY):BS
320 NEXT
330 FOR K¥=8 TO {B+
LEN (B$)-3}
tPRINT TABIKY,E5);
CHRS (2401

sMEXT
540 IF PY=7 £%=9
550 IF PI=4 D%=3
50 |F Pu=5 O¥=R

570 PRINT TABIQX, 1) :*START

30-PRINT-TRELERL13)s
CHRS 24!

S0-TINE =0
:COLBUR 1

sREPEAT UNTIL TINE =1{C

{PRINT TREA, 1315
CHRSE 242

WU T

$COLOUR 2

tREPEAT UNTIL-TINE =20

:PRINT TARIA, 17
CHRE 242

: Il'gu ?

L N BT
:COLOUR 1

$REFEAT UNTIL TINE =300

tPRINT-TABY4, 131
IE&I
LY LR

400 REPEAT UNTIL TIHE =330
PRINT TRBL4 [7V:"

MR-, L
+COLOUR 3
210 TIME =5
+J1=TIMNE
£20 ENDPRGC
ET0 BEM eewasas PROC
INIT wednnwees
40 DEF PROGinit
850 F1=10
iHi=:
1CE=7
1Bg=", =
s1H=0
rA¥=A
sEX=
:6T=0
1J3=0
:BE=0
:01=0
155=23
bb0 S=440

sT=400
$1i="RACER"
101N roadi(20F
1=l
570 VDU 5
&80 VDU 19.0,4,5,0,¢
sUpY 15 |.a_n. 0
890 BCOL 1.3
00 MOVE 5,1
+FRINT I
T GCOL L
720 MVE 5-8,7-8
sPRINT I8
T30 woU 4
TI0 KAITE=THEEYE Li0i
TS0 Yol RS
154 CLS
753 FEINT TREMO A1 |5
EASY, 7 IS HARD"
FEQ THFUT TABID, 513 INFUT
LEVECTI-91" 32
FIF- B0 B
BOTD 7&d
770 IF BYRo=3 BE=Ei+l
780 1F Bii=3 Pi=7
TR0 IF B%MT AND BT Bi=

B0O IF BLYT AND PR{7 PI=g

810 IF BY)3 R=". i

820 IF BIYe P1a5

830 IF PY=T Vi=]

B30 IF PI=h VI=3

BS0 IF PYe=5 Y1=1

B&0 IF BY=B 5I=20

B70 IF BI=9 G1=20

BEB0 TH=5l

B30 ENDPROC

00 REM eweksesd PROC
FINISH ta#34sp

310 DEF PROCHinish

920 IF INKEY (-9BIFRINT
TABLFY, 1313 *

230 IF IMKEY (-9B)FY=FI-1

F40 IF TNKEY (=ATIPRINT
TABIFT, 131" *

950 IF INKEY (-87)FYsF%+]

940 CI=
+DA=DY4

¥10 1F FL{=CT Fi=Fir]
58C IF FLl=C1+PY FIsFi-{
230 PRINT TABIFI,13);

CHRF 241 TRBICE,I1):Ef
1060 FRINT TAB(FZ,121:°

1010 PRINT TRBUFY, 1304
CHRE 201
1620 PRINT TABIO,0): "SCORE
6" TINE "3

1030 C¥=CHRS (240
1040 IF Di=i8
THEM BE=","+«STRIMGFI
LEN iB§)-2,081+","
1054 IF D2=1% AMD Pi=?
BE=".FINISH."
1080 IF DI319 AND PY=7
B¥=*, 2
1070 IF DI=1%9 nnn Fl=k
Bf§="_FINIS."
1980 [F DY19 AND Pi=%
o%=", =
LOS0 [F DY=19 AND Pi=S
|| Lhre—
1100 ENDPROC
1110 REM #ssasss PROC SCORE
FE44EEERE
{120 DEF FROCscore
1130 CLS
sCOLOUR 3
1140 LE=a%s (BRe100-07) +(BLe]
m
1150 1F LEME
THEN Mi=LY
Li&0 PRINT TAE(&,1}:*SCORES"

1170 PRINT TAB(S,2): "webpins

'I
L1E0 FRINT TABLI,41; HIGH
SCORE ";MX

1150 PRINT TAB(3,4);"YOU
SCORED -*;LX
1200 ENDFROC

This listing is included in
this month’'s cassette
tape offer. See order
form on Page 47.
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] Electron Graphics and
Sound by Steve Money
i {Granada).

these can be
bewildering to
newcomer,

explain the basic principles in
graphic displays and sounds.

useful routines than

VOUr Own programs
The reader is taken from

Open

THE Electron prodgrammer
has quite an extensive list
of graphics and sound com-
mands at his fingertips. The
number and variety of
quite

the

The aim of this book is to
volved in producing interesting
The emphasis is mare on
games

programs, and many of the
procedures could be used in

Electron Machine Code for
Beginners by lan Sinclair
(G ranada).

EVER baoon frustrated with
sluggish Basic — fed up of
waiting for your program to
catch up?

= Although the Electror-uses
BBC Basic, arguably the best
and fastest around, it's not
much good for smooth anima-
tion effects or efficient utilities
as it’s too slow and it occupies
oo much memory.

The simple answer is
machine code, the language of
the micro's processor. Unlike
Basic, it doasn't have to be
translated by the micro as it
runs.

Howewver maching code is
just a series of meaningless
numbers, so the simple
answer is assembly language.

As the Electron already has
an assembler on-board, all you
need is a fair knowledge of
Basic = and lan Sinclair's book.

The text deals with

first principles
and plotting a point — 10 the
quite complex procedura of

drawing a line

ROM and
bytes. [t.
asumes no prior knowledge of

everything from
RAM to bits and

assembly language. and
explains the inner workings of
the micro and the possibilities
of assembly.

The later chapters cover the
methods and principles in-
volved in an example assemibly
listing, with all mathematical

irst principles of
raphics and sound

producing a perspective view
of a wire frame object. All is
explained in a clear and con-
cise manner.

The sound section is not as
good as the graphics. The
author seems unaware that
the Electron can only usa one
sound channel at a time and
actually lists a program to play
a series of notes on two chan-
nels simultaneously,

It was obviously written on
a BBC Micro and sounds more
like a rude noise on the
Electron.

However | can recommend
this book to anyoneg interested
in producing lively graphic
displays. But take the sound
section with a pinch of salt,

Roland Waddilove

world

processes being kept in
separate appendices at the
back where they are easily
found = or ignored
Also included is a major
section on checking and
debugging assembly
programs, as well as several
pages about 8 machine code
monitor = perhaps a little pra
mature for beginners
The book is well thought
out and, apart from a few mis-
takes, well written.
| have one minar complaimt
about the layout. A vital sec-
tion on saving and loading
programs was placed in the
middle of another chapter
about data in assembly
programs. Suraly this would
hawve been better as a saparate
chapter or appendix?
However, this is an
excellent and easy to un-
derstand introduction to the
art of machine code programs-
ming which will apen up whole
new fields of program writing.
Andrew Oldham

Valuable,
but slow

| Instant Arcade Games for
the Electron by Jean Frost
(Pan).

THIS has been writtan for
people with little program-
ming knowledge to help
them create their own
arcade games, There is also
a listing for an adventure
game and character
genarator.

The main control loop for an
arcade game is listed. After
typing this in you enter the
procedures used.

Hare you have a choice of
saveral different versions of
each procedure, all with the
game line numbers and all of
which work with the main con
trol loop.

There are seven different
backgrounds, 13 different
aliens, 15 different players and
varipus checking and scoring
routines. You Just choose
which one you want and type
itin

As you can imagine quite a
large variety of games can be
produced. The games look
quite reasonable, but are in-
credibly slow.

| fell asleep three times
playing the example! This is a
simple space invader type of
game with just one invader, |1
takes well over a minute for
your laser base to crawl from
one side of the screen to the
other.

The book is valuable in that
it teaches how to structure
games programs, explaining
every procedure in detail, but
the arcade type games
themselves are not really play-
able as they are 50 slow.

A reasonably good
programming book, but not
suitable if you want to play
some fast arcade games.

Roland Waddilove

44 ELECTROMN USER February 1985




&
ASDY

ARE you confused bet-
ween binary and decimal?
Do you find you don’t have
enough fingers to count in
hexadecimal? Do you go
cold when you see a & in
front of a number?

Never fear, because
MARK FENTON has come
to your aid with his intrigu-

ing utility Base.

It's completely menu-
driven and couldn't be
easier to use.

Just tell your Electron
which conversion you
want, enter the number and
the program does the rest.

It's as easy as ABC. Oris
it GABC?

PROCinit

PROCdisplay
PROCact_on_it
PROChi_to_dec
PROCTill_in

PRO Chi_dec_work
PROCbi_to_hex

PROCdec_to_hex
PROCdec_to_bi

PROChex_to_dec

PRﬂ'Edeu_tu_bi.wurk

PROCEDURES

Sets up variables and shows

instructions.

Sets up Main menu.

Acts on users choice.
Changes binary 1o dacimal.

“Pads out” binary numbers v_-ith
leading zeros 10 make eight I.:-Lts.
Works out binary 10 decimal

conversion.
Changes binary 1o hex.

Changes decimal numbers 1o hex.
Gives binary representation of a

decimal number.

Calculates decimal to binary

convarsion.

Displays hex numbers as

decimals.

PROChex_to_bi
PROCon
PROCoff
FMNanother_go
PROCchoice
PROCassemble
PROCdBb1
FMchack_binary
FNcheck_heax

ENcheck_decimal
PROC_B_R_E_A_K

Shows hex number in eight bit
pinary.

Turns cursor on.

Turns cursor off.

Asks for another qn. :
Takes user's choice from main
mEnt. : 1
Assembles machine code for
double height routing.

Usss machine code 10 produce
double height letters. :
Checks for a correct binary
number.

yalidates hex input. _
validates decimal pumber input.
Rastores program after Break has
been pressed.

—

'] REM EgSE
70 SEM MARK FENTOM
ZR REM {CELECTRON HSER
1984
4R RENM
5Q BIMAYIR):PROCassenh]e
58 *KEY:BOLD!MMODEL INPRO
EBREREKN
70 wFI4,1
30 ONERFORGOTOIZIR
98 MODE1:PROCoff:FROCin]
brLLS
10@ REFEAT
{10 PROCdisplay
122 PEOCchoice
138 PROCact on it
148 CLS:UNTILR
130 REM SHOWE INSTEUCTION
S AND SETZ UP VARIABLES
140 DEFPROCinit
178 #FX1:
188 PROCAbL] (“##Base#+" 1%

—
slo2l

19@ PROCAbI (“This is a sh
ort ukility program that",!
JWE0S+Z, 1]

288 PROCdn] ("will change

nusbers from:-",1,¥P05+2,1)
218 PROCdisplay

229 COLOURI:PRINT ““Pressi
ng Escape Will Take You Bac
k To"'""The Main Menu"

278 PRINT "Press space ko
begin®
248 REPEATUNTILNOTIMKEY-
F:REPEATUNTIL INEEY-TC
25® ENDPROC
250 REM SHOMS SCREEN DISF
LAY
=78 CEFPROCdisplay:PROCo+
'
26@ FROCdb] ("##Base#s” |35
+1.21:COLOURS
208 PRINTTAB!B,1@); 01> B
inary To Decimal®
J08 PRINT (2% Binary To
Hexadecimal"
310 PRINT “¢3} Decieal To
Binary"
J20 PRINT "<& Decimal To
Hexadecimal®
IR PRINT "{S* Hexadecima
To Decimal®
J4@ PRINT "{&> Hexadecima
To Binary"
150 ENDPROC
T4@ REM ACTS OM CHOICE
370 DEFPROCact on it
388 CLS
392 OM opt GOTD 42@,410,4
28,430, 448,430 ELSE 3%@
40@ PROChi _to_dec:ENDPROC
418 PROChi_to_hex:EMDPROC
470 PROCdec to_bi:ENDPROC

—

e

438 PROCdec_to_hez:ENDPRO

™1

448 PROChex to dec:ENDFROD

(o |

S8 PROChex to bi:EMDPROC
458 ENDPROC
470 DEFPROCRE to dec
458 CLS:PROCdRI (*Change B
inary To Decimal®, 1,2,
492 PROCAGL (“MUMBER 7°.1,
YPOS+2, 1) e "FX15": INPUTL INE"
"RE
5B@ IFNDTFNcheck binary C
LE:VDUT:PROCAb] (*ONLY ENTER
BINARY NUMBERS".9,@,23TIN
E=R:REPEATUNTILTIME =308: 60
70458
318 SUM=@
528 IF LENA¥<B PROCFill i

538 IF LENAS38 WOUT:FROC
bi{"OMLY EIGHT BIT NUMBERS
f=111111110 ", 1, VPOS+2, 212 T
IME=@: REPEATUNTILTINE=I00:
5OTO4E0

540 IFMOTFNcheck binary V

DUT:PROCGE (" INCORRECT BINA
RY NUMBER®,!,VPOS+Z,7):TIME
=@:REPEATUNTILTINE}=300: 60T
0480

550 PROCbi to_dec_work
548 Y=VPOS:PROCdbL (*The +

ll']

T0 DECINAL CONVERSION

UN=5UM#(1%2*(B-1}]

inary To Hesadecimal®,t.VPO
§+1,11

ull eight bit nusber is ".!
J¥+2, 11 :PROCALL (A%, POS+1, ¥+
2,17 :PROCADL(AS, 1, ¥+4,1):PR
OCdbl¢® in decimal is *,PDS
#1,¥+4, 111 PROCAD] (ETRE (SUN)
JPOSHL Y441

S7@ IF FManother go THEN4
8@ ELSE ENDPROC

588 REM FILLS UP BINRRY N
UMBERS WITH @5 UP TO B BIT
5

599 DEFPROCFill _in

5e@ LOCALRS

518 W§=STRINGS((B-LENAS),

520 AF=N§AS
5§38 ENDPROC
&40 REM WORKS DUT BINARY

4508 DEFPROCHI to_dec work
648 FORI=1 T0 8
578 IF MIDS(A$,I,10="1" §

688 NEAT

492 ENDPROC

708 REN CHANEES BI TO HEX
710 DEFPROCH _to_hex

728 CLS:PROCAB! (*Change B

Turn to Page 50
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Be one of the first
to get each issue

A subscription will ensure you
get your own personal copy
HOT OFF THE PRESSES
month after month for the

next year.

Every owner of an Electron—and
everyone thinking of buying one — needs tO
get Electron User every month. It's the
brightest, most authoritative yet completely
independent guide to 8 machine that has
<o much potential you will never tire of
reading about its remarkable capabilities.

You can buy Electron User from your
local newsagent or station bookstall. Or you

can take out a 12 months subscription and

have it delivered to you by post.

Your Electrg
Protect;j ng!

P':Gm':' Your
:-'rth our luxy
m_” 21-Cover m;‘;e
watﬁanﬁ miab“e
vin ;r-res’-stﬂnr
Stm‘lr’. boungd with
= ng Cotton and
corated with
Electron User e

£3.95

Complete
et of our first
our issues for
only £2.00

= 0N

EFECUD"

Keep your collection
of Electron User
complete with these
handsome binders

Bound in attractive red pvc wi
the Electron User logo in go
blocking on the spine, this

binder will hold 12 magazin

firmly secured in
place by metal rods. £3.€

iy b P
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Cassette worth
FR £3.75 if you
subscribe NOW!

If you take out a subscription to Electron

User now you will receive completely free
one of the monthly cassettes of Electron
User listings. Choose which one you want
from those illustrated below.
This free gift is for a limited
period, so subscribe now!

e — n

Cassette tapes of
Electron User
pl"ﬂgl‘a ms _ 26 programs

from

Save typing in pro
grams | .
from Electron User i EIECtrDI}
by sending for these SN IN
program-packed

EHETLES
OF SAND

You can also take out a
subscription for the 12
monthly tapes for £40.

ORDER FORM

All prices include postage, packing and VAT,

and are valid to April 26.
Please enter number required in box

i
=]

Electron User UK £92 1

annual subscription gre £13 (8 £18)
Overseas (Surface) £20
Owversaas [Airmail) £40

S—
Selected free cassaite {manthl

— =we TOTAL

Commence with

Electron User

introductory issues _ |
plete sat of 4
[ ? 00 UK
2.25 Qverseas (Surface) TOTAL

Electron User Funr:;ua_w
arch

back issues Agnl
£1.25 UK s
L 1.50 Overseas (Surfacel July
August
Septamber
October
Movembar
Decembar
January

Airmail prices on application TOTAL

26 intraductary programs
Electron User Lunar Lander Faboary [0 ]

p‘ﬂ Chicken March
- - Spacehike April

£3.75 Rally Drivar KMay
(UK & Overssas) Maney Maze Juna
Golf July

Castles of Sand  August

Haunted House Sant

Braakfroe Dot

Srar Fighter MNowv

Christmas Box Dec

Space Batle Jan

The Kingdom of Craal Feb

TOTAL

Cassette tape

annual subscription =
E40 (UK & Overseas) E-J
Commence with . — rtape istate monthl TOTAL

Dust Cover
E£3.95 (UK & Overseas) TOTAL

1

Binder

E3.35UK
E5.00 Overseas TOTAL

Payment: please indicate method [ /) TOTAL

Access/Mastercharge/Eurocard
Barclaycard/ Visa

—
|
American Express

Card No

Expiry Date

[: Cheque/PO made payable to Database Publications Lid

Mame

Address _

S —
Send to: Efectron User, FREEPOST, Europa

68 Chester Road, Hazel Grove, Stockport SK7 SNY.
I:ND stamp needed if posted in UK] Piesseatows 28 n'-:rsf-:ro'm-ury

You can also order by phanu

Houss,

Don't forget to guale Telaphona:

. . P ke
———— mmewronagve | 061-48001

yvour full address 24 hours

71

—=sad
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IAN RODGERS
adds a whole
new meaning
to the term
‘flow chart’

Hao

storage tank

Expansion
Pipe

DOMESTIC HOT
WATER SYSTEM

Hot supply to

water

Cold
return¢

taps

HOT Watar makes use of
the Electron's graphics
commands to produce a
colourad diagram of a
domestic hot water
system. It's simple yeot
effactive, showing the
Electron’s design potential.

And we doubt whather it
will stop at Hot Watar.
Here at Elfectron User
wa'va noticad that a pro-
gram we featura one month
sparks off lots of ideas for
other onas.

We wonder what will
follow next. A diagram of a
steam engine or a car
piston? Maybe an animated
electrical circuit diagram?
You'd batter send us soma,
or you'll ba in hot watar!
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Hot Water listing

10 MODE L
(VU 23, 1,0:0:0: 00
(VoU 19,2,4,0,0,0
t PROCDRAW
:PROCFILLUP

20 PROCLABEL
16070 20

30 DEF PROCDRAMW

40 MOVE 250,1013
:DRAN 500,1013
:DRAN 500,743
:DRAN 1000,783
:MOVE 1000,723
1DRAN 500,723
:DRAW 500,583
:DRAN 500,683
:DRAN 500,543
:DRAN 790,843
:DRAN 790,283
:DRAN B30,2563
:DRAN B30,353
+DRAN 1070,3463
1DRAN 1070,0
+DRAN B30,0
1DRAW 830,40
1DRAN 680,40

S50 DRAN 450,340
tORAN 600,350
tDRAN 600,320
+DRAN T40,320
:MOVE 830,80
:DRAN 700,80
+DRAN 700,400
tDRAN 500,400
1DRAN 500,603
+DRAN 750,803
:DRAN 750,223
:DRAW 830,223
:DRAM 830,80
:MOVE 340,320
sDRAN 360,340
:DRAN 260,360
sDRAN 240,800
:DRAN 110,800

&0 MOVE J&0,400
:DRAN 340,583
:DRAN 440,683
+DRAN 450,973
tDRAN 290,973
+DRAN 290,933
tMOVE 250,933
:DRAN 230,1013
tMOVE 340,400
tDRAN 100,400

:DRAN 300,800
:DRAN 140,800
:ORAW 380,931
sMOVE 110,800
;ORAN 110,860
tDRAN 0,850
tNOVE 0,880

70 DRAM 110,880
:0RAN 110,943
tMOVE 350,933
:DRAN 340,943

80 ENDPROC

90 DEF PROCLABEL

100 VDU 23,224,0,0,0,0,8
,28,42,71

116 wbu 23,225,8,8,8,8,8
188,85,

120 VDU 23,2246,73,42,28
+8,0,0,0,0

130 COLOUR t
sPRINT TAB(17,7)"Hot
supply to taps";
TAB(27,16) *Hot"; TAB(27
g L7 Flow"; TABI2S;14);
CHRS (225);TABI2S,15);
CHR$ (224):TAB(34, 201
"B"; TAB(34,22)"0";
TAB(34,24)"1"; TAB( 34
4261"L": TRE(34, 28] "E";
TAB (34,300 °R"

140 VDU 19,2,6,0,0,0

150 COLOUR 2
+PRINT TABI2,7)"Cold®;
TABI2,8) "supply";
THB(2,9) "tank"; TAB(19
42713 CHRS (225);TAB(19
+28) ;CHRS (2251 ; TRB(13
y261"Cald"; TAB(13,27)
"return”
+COLOUR 1
tPRINT TAB(16,1)"Expansio
n";TAB(14,2) "pipe";
TAB(10,22) "Hot water";
TAB(B,23) "storage tank®

150 COLOUR 2

sPRINT TABIO,0Q)"0Over=-";

TRB(O, 1} "flow": TRE(2
,2) s CHRE (225);TABI(2
+31;CHRS (226)

tCOLOUR 3

sPRINT TABI2E,01"DOMESTIC
HOT®; TAB(28,2) "WATER
SYSTEN®

:MOVE 8B0,1023
1DRAW B&0,1023
:DRAN BA0,880
tORAN 1279,B80
:DRAN 1279,900
:DRAN 880,700
:DRAN B8O, 1023

170 ENDPROC

180 DEF PROCFILLUP

190 ECOL 0,2

200 MOVE 8314
tED=1087
18T=812
+FOR F=4 TD 339
tDRAN ST,F
:DRAMW ED,F
tNEXT F

210 MOVE 64,43
tED=830
15T=hb4
tFOR F=43 TO 79
tDRAW ST, F
tDRAW ED,F
tNEXT F

220 MOVE 444,80
:ED=499
15T=h44
tFOR F=79 TO J&0
:DRAN ST, F
+ORAN ED,F
tNEXT F

230 MOVE 609,363
1ED=599
15T=500
:FOR F=363 TO 399
:DRAN ST,F
+DRAW ED,F
tNEIT F

240 MOVE 753,224
1ED=830
15T=733
tFOR F=224 TO 258
:DRAN 5T,F
sDRAM ED,F
IMEXT F

230 MOVE 753,238
tED=787
15T=751
tFOR F=258 TD &01
tDRAM ST,F
tDRAN ED,F
tNEIT F

260 MOVE 600,405

1ED=787
15T=400
tFOR F=405 TO 439
:DRAW ST.F
sDRAN ED,F
tNEXT F

270 MOVE 3b64,323
1ED=579
15T=354
tFOR F=325 TO &7&
:DRAN 5T,F
:DRAN ED,F
¢NEXT F

280 MOVE 444,482
tED=499
15T=4564
1FOR F=482 TO 920
:DRAN ST,F
:DRAN ED,F
tNEIT F

290 MOVE 500,724
1ED=1000
15T=500
tFOR F=724 TO 757
:DRAN ST,F
:DRAW ED,F
tNEXT F

J00 MOVE 264,345
1ED=J40
15T=284
tFOR F=J85 TD 399
+DRAN ST,F
:DRAN ED,F
tMEXT F

J10 MOVE 264,400
1ED=299
15T=264
tFOR F=400 TO 801
1DRAW ST,F
:DRAN ED,F
tNEXT F

320 MOVE 115,803
:ED=338
15T=113
:FOR F=B03 TO B&0
1DRAM 5T,F
:DRAW ED,F
:NEIT F

330 ENDPROC

This listing is included in
thizs month’s cassette
tape offer. See order
form on Page 47.
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From Page 45

T3 #FI15
748 PROCdbI ("NUMBER 77,1,
WPOS+2,1): INPUTLINE" "AS
758 IFMOTFNcheck binary C
LS:VDUT: PROCALL ("ONLY ENTER
BIMARY NUMBERS®,3,2,21:TIM
E=@:REPEATUNTELTIME }=300: 60
TO0720
168 SUM=8
770 IF LENA$(E PROCFill i
rl
788 IF LEMA$'B VDUT:PROCd
b1 {™ONLY EIGHT BIT MWUMBERS!
(=11111111)*,1,VP05+2,2) 17
IME=B: REPEATUNTILTINE }=300:
BO0TO720
798 IF NOT FMcheck_binary
VDU7:PROCAL] (* INCORRECT Bl
NARY NUMBER",1,VPDS+2,2):T1
ME=Q: REPEATUMNTILTIME»=J00:6
oToTze
B8R FROChi _to_dec work
818 Y=VPOS:PROCAb1("The e
ight bit number is ",1,¥+Z,
11:PROCABL (R, POS#1,Y+2,1):
Y=Y+2:R$=A%+" in Hex is k"+
STRE*SUM: PROCALL (AS,1,Y+2,!
}
B28 IFFNanother _go THEN 7
29 ELSE ENDPROC
832 REM CHANGES DECIMAL T
0 HEX
B4 DEFFROCdec to_hex
858 CLS:PROCAG] {"Decimal
To Hexadecimal®,1,1,11:PROC
dbl ("NUMBER 7°,1,.4,1):"FX13
" INFUTLINE" "A§
858 IF NODT FNcheck decima
1 CLS:FROCAbI ("ENTER DECIMA
L NUMEERS ONLY",2,8,2):¥DU7
s TIME=R: REFEATUNTILTINE =30
8: 6070858
B70 A§=A%+" In hex is k"+
STRE™VALAS:PROCAL] (AS,1,58,1
)
888 IFFManother go THEN B
38 ELSE ENDPROC
899 REM CHANGES DEC 1O BI
98@ DEFPROCdec_to_bi
918 CLS:PROCAB] ("Decimal
Ta Binary",1,1,1}:5UN=R:PRO
Cdbl ("NUMBER 7*,1,4,10:"FX!
5%: INFUTLINE" "AS
220 IF NOT FNcheck decima
1 CLS:PROCAL] ("ENTER DECIMA
L MUMBERS ONLY",B,8,2):VOU7
:TIME=R:REPEATUNTILTIME =30
g:607T0910

Base listing

230 IF VRLASZSS OR VALAS
(@ OF [ VALAS=2 AND AsC)"R
"} VDUT:PROCAbI ("OKLY ETGHT

BIT{ ¢=2351",1,4,21:TINE=R
:REPEATUNTILTIME -=300:GOTOY
] :

O40 PROCdec _to_bi_wark

%50 PROCdbI(AS,1,6,11:PRO
Cdbl(® In Binary is ",FDS,6
10:FORIX=8 TO ISTEP-1:PROC
dbl (STREAX(IX) POS.6, 1} NEY
TiPRINT

%68 IFFMancther go THEM %
i@ ELSE ENDPROC

70 REM NORKS OUT BI TO D
EC CONVERSTON

988 DEFPROCdec_to_bi work

998 B=VALA$

128 FORI=1 TD &
1812 AX(I)=B mOD 2
1828 B=p DIV 2
1830 NEXT

1B4@ ENDPROC

1858 REM CHANEES HEX TO DE
CIMAL

1848 DEFPROChex _to_dec

1878 CLS:PROCAb] {"Hexadeci
pal To Decieal®,l,1,11:PROC
db1("HEX NUMBER WITH “&° ?°
i 1edo 1V "FY13% 1 INPLTLIME" "R
¥

188@ IFFNcheck_hex CLS:FRO
Cdbl ("ONLY ENTER HEX MUMBER
5".0,8,20:VDUT: TIME=8: REFEA
TUNTILTINE}=30@:G0TOIRTR

1892 PROCdbI (A%,1,5,1):PRO
Cdbl(* In decimal is *,POS+
1,5,1):PROCAE] (STRSEVALAS P
05#1,5,11

1128 IFFNanother go THEN |
878 ELSE ENDPROC

1110 DEFPROChex to_bi

1128 REN CHANGES HEX TO BI
HARY

1138 CL5:PROCAb] ( "Hexadeci
aal To Binary",l,1,1):PROCA
bl ("HEX MUMBER WITH "%&" 7",
1,3, 105 "FX15": INPUTLINE""A$

1148 IFFNcheck_hex CLS:PRO
Cdbl ("ONLY ENTER HEX NUMBER

§*.B,8,21:VDUT: TINE=R: REPEA
TUNTILTINE }=30@:60T01130
£159 IF EVAL A$:235 OR EVA

L A#<@ VDUT:PROCARL ("ONLY E
IEHT BIT ( {=kFF)",1,5,21:1
IME=R:REPEATUNTILTINE }=300:
SOTO1L3R

1148 Bi=Af:SUM=0:A=EVALAS:
A$=3TREA

1178 FROCdec _to_bi _work

1180 A$=BS:PROCAbL(A$,1,5,
11:PROCAELI{* In Binary is "
,POS+1,5,1):FORIY=BTOLSTEP-
1:PROCABN (STRSLAXA1X)) ,POS,
Sl NEXT:PRINT

1198 IFFNanother go THEN 1
138 ELSE EMDPROC

1288 REM 2 PROCEDURES TO T
URK THE CURSOR ON AND OFF

1218 DEFPROCon:VDU23,.1,1;0
;@;8;8;8;0;:ENDPROC

1228 DEFPROCo#£:YOUZT, 1,8;
B:8;0;0;:ENDPROC

1238 REM CHECKS FOR ANOTHE
k 60

1248 DEFFNanother go

{250 PROCAbL(*Press Space
For Ancther Choice®,l,VPOS+
2,1

1252 PROCAbL ("0r Press Any

Other Key Te Return To The
.1, ¥PO5+2, 1)

1272 PROCdbL (*Menu®,1,VPOS
42,11

1288 #FX15

129@ REPEAT:a=INKEYR: IFINK
E¥-1 OF INKEY-2 OR INKEY-43

DR (a{=1AND a!}32) THENLUNT
ILTRUE: =8 ELSE IF a=J2THENL
NTILTRUE:==1 ELSE UNTILFALS
E

1700 REMsessss ER RO R

HARNDLING ROUTI
N E#edis

1310 IF ERR=17 CLS:GO0TD1EQ

1328 you?

1330 IFERR=2@CLS:PROCABI("
Please Enter a Nusber Withi
na",1,B,2):PROCAb] ("reason
able range '''*,1,4,2}:VDU7

: TIME=2: REPEATUNTILTINE =30
@:PROCact on_it:CLS:G0TOLGR

1348 IFERR=28 ORERR=2&CLS:
PROCER] ("Please Enter Corre
ct Nusbers When®,8,8,2):PRO
Cdbl (*Proapted To Do 5c".8Q,
3421 s TIME=@: REPEATUMTILTINE
y=100:PROCact on_itsCLS:BOT
giea

1358 REPORT

1358 PRINT" at line “*;ERL:
BF112

1370 +F14

1388 PROCon:ENT

1799 REM BETS USERS CHOICE

FOR MAIN MENY

1408 DEFPROCchoice:#FXIS

{418 COLOURY:PRINT® "STRINE
§(40,%="1TABID,B1;STRINGS (4
@, "="1:PROCARI {"Your Choice
o .a,28, 2!

{428 REPERT

1430 opt=EET-48

1440 UNTILopt}@ AMD opt!?

145Q ENDPROC

145@ REM ASSEMBLES M/C FOR
DBL HEIGHT( SEE ELECTROM U
SER JULY 1984}

14708 DEFPROCassenble

1488 FORIX=RTO2STEF2

149 P1=LDED

158@ [OPTIZ

1518 STAE7B:STXLT9:STYLTA

1520 LDARIE:LDX#LTR:LDYdR:
JSREFFF1

1538 LDAR2]: JSREFFEE:LDANZ
591 JSREFFEE: LDALT1 : JSREFFEE
t s JERAFFEE: LDATZ: JSRYFFEE:
JSREFFEE:LDALTS: ISRAFFEE: IS
REFFEE: LDALT4: JSRLFFEE: JERY
FFEE:LDABIL: JSRAFFEE: LOALTS
+JSRAFFEE:LDALTA: JSEAFFEE:L
DAN25S: JSRLFFEE

1S4@ LDANZT: JSREFFEE:LDAEZ
591 JSRLFFEE: LDAYTS: JSRRFFEE
:JSRAFFEE:LDALTL: JSREFFEEL]
SRAFFEE: LDALTT: JSRAFFEE:JSR
LFFEE:LDAYT8: JSALFFEE: JSREF

1 4
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Joysrick INterface

N COMMANDER ) ,

"". ] =

. FEATURES: . :

0 -standard Jcr',rstl:k memory position ® Inclutdes Software Utility for maximum gamei

\\:c|r||1|::-atlt:|iIII:'1|,|I ® Custom made case » Fully compatible wlth nutn Fire Jn\rst@k!
] 15 months gu1r1ntee

Auallable Frum all good cnmput r r‘etallers or dlrect post Free Frnm Bud tnmputers

Please send me: O Commander 3is) at £14.95 O Quickshot Il Joystickis) at £9.95

All prices include VAT and Postage & Packing
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Address
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Bud Computers Ltd, FREEPOST, 196 Milburn Road, Ashington, Northumberland NES3 1BR Cnmpulera
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Base listing

From Page 50

FEE:LDA431: JSREFFEE: LDALTS:
JSREFFEE:LDALTA:CLC: ADCH1:d
SR&FFEE: LDA¥253: JSREFFEE:RT
§

1550 1

1568 MEXT

1578 ENDPROC

1588 REM USES ASSMEBLED M/
C T0 PRODUCE DBL HEIGHT

159® DEFPROCABL (a$,X,Y,Ch:
COLOURC

1420 LOCALKY:FORKZ=1TOLENa
$iAN=ASCIMIDS (af KX, 1) 0 dE=
Y4KE-1:¥Yi=Y:CALLADOR

1618 HEXT

15620 ENDPROC

1638 REN CHECKS FOR A CORR
ECT BINARY NUMBER

1648 DEFFNcheck_binary

1658 REPEAT: IFLEFTH(&%,1)=
" " R§=RIGHTS (A%, LENAS-1)

1460 UNTILLEFTS (A%, 11{" ®

1670 LOCALTY,LR:LY=-1

1580 FORI%=1TOLENAS

1698 IFNIDS(AF, IZ,100001"
ANDMIDS (A4, 1%, 00430 L1=0
1788 NEXT

1718 =LY

1720 REN CHECKS FOR # CORR
ECT HEY NUMBER

1738 DEFFNcheck hex

1748 REPEAT: IFLEFTH(AS,1]=
" * h§=RIGHTS(AS,LENAS-1)
1730 UNTILLEFT#(A$, 103" ®
176@ LOCALIZ, AY

1778 IFLEFTS(A$,1)¢3"k"=-1
1788 FORIL=2 TO LENA$

1798 AT=EVAL ("L +NID$(AS,]
L1y

1808 MEXT

tele =g

1828 REM CHECK FOR CORRECT
DECINAL

1870 DEFFNcheck decimal
1642 REPEAT: [FLEFT#(Af,11=
* ® RF=RIGHTS (A% ,LENAS-1)
1858 UNTILLEFTS(AS,1)¢)" ®
1868 LOCALIX,LE:LI=-1

1878 FORIX=1TOLENA$

188@ IF ASCMIDS(AS, 1%, 1044

L..

8 OR ASCMIDS(AS$,I%,1)357 LX
=@

1898 NEXT

1988 =L1

1919 DEFPROC B R_E A K

1920 DIMAT(8):PROCaff:PROC
assemble:ON ERROR BOTO 1310

1930 #F111

1748 #F14,1

1958 CLS:PROCABI ("PLEASE T
RY NOT TO PRESS BREAK A5 IT

" 0,8, 2} :VDU7:PROCAb] (*AS
IT COULD PROVE LETHAL®,Q,3,
2)3VDUT e TINE=: REPEATUNTILT
INE>=200: CLS: VOUT

194@ GOTOlRR

1978 ENDPROC

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

'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 F;fﬁgrammers {1_5:1 pagesi

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 quickly.

The review in the October issue of 'ELECTRON USER' said:

.. ir'scheap, butit's also excellent. What yvou get for your maney is an alphabetical
guide to over 200 reserved words and operating system commands. Elaborating
on these are some extremaly useful example programs and a brief note on the diffarences betweean

the BBC Micro and the Electron. The main part of the book is taken up with the directory

of keywords —and what a treasure trove it is
... thoroughly recommended”.

.. lueid, thorough and surprisingly readable

N/ #

Data Structures Demonstrator — Cassette [55k of brngra ms)

and Workbook (93 pages)

This coordinated package of cassette plus workbook runs on either the BBC ar the

Electron. If you are writing programs which need to have data

added, deleted, or retrieved then this package should be a must. You are not alone
~infinding 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,

“Itlooks very useful ™ It should help a lot of students grasp the concepts more

Prices include postage and packing. Send cheque postal order to:
D.P. Publications Ltd,
(Dept E) - 12 Romsey Road - Eastleigh - Hants

Or talephone (0703) 617353

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

readily “; “My students think it's fantastic” (Lecturers comments).

‘NO BETTER

VALUE'
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Bouncy listing

From Page 16

18 REM ###  BOUNCY ##
¥

20 REM #By R.A.Naddilove
i

J8 ON ERROR IF ERR()17 R
EPDRT:END

40 MODE 1

38 PROCinstructions

&8 MODE 4

T8 PROCinitialise

B8 REPEAT

%8 PROCscreen

188 FOR ball=l TO 25

118 PROCnew_ball

128 PROCmove ball

138 NEXT ball

142 PROCgame _over

158 UNTIL INSTR{*Nn", kev$

158 END

178

188 DEF PROCinitialise

198 ¥DU 23,224,178,85,170
+85,178,85, 178,85

208 VDU 23,225,48,126,255
3299, 299, 255,124,408

218 VU 23,226,255,129,12
9.129,129,12%,129,255

220 best=58@

230 ENDPROC

248

250 DEF PROCscreen

240 BI=:CLS:VDU 19,1,3:0
123, 1,0;0;0;0;

278 PRINT TAB(@,31);STRIN
B$(48,CHR$226) ; CHRS (381 ; CHR
§(L1) """ 'STRINGS (42, CHRS224
}

280 FOR 1%=5 T0 12

292 PRINT TAB(R,1%):CHRS$2
263 TAB(I9,11); CHR$226;

Jo@ MEXT

712 COLDUR 129:COLOUR @

J2@ PRINT TAB(11,1):" Bes
t Score=";best;" *

332 COLOUR 128:COLOUR 1

J40 PRINT "Blocks:™:BL;TA
B(3@);"Ball:"

150 ENDPROC

ki)

378 DEF FROCnew ball

388 PROCdelay(10@):VDU 7

399 PRINT TAB(35,3)jball

420 REPEAT

418 X1=RND(3B): YX=RND(25)
+J

A28 UNTIL POINT(32#(XX+1)

1B23-328¥1)=8 OR POINT{32%
(X1-1),1823-32%Y1)=8 OR POI
NT (328X, 1023-328(Y1+1))=0
DR POINT(32#1%,1823-32¢(¥1-
11=R

430 Vi=liHi=RitrappedisFa
LSE

448 PRINT TRB(XX,YX)CHR$2
23

{58 ENDPROC

450

470 DEF PROCmove ball

488 REPEAT IF FNpoint PRO
Chounce

498 IF IMKEY(-99) b$=CHRS
224:B=BY+1:PRINT TAB(T,3);
BY ELSE b#=" ":PROCdelay(1)

388 IF EX THEN =FX1%

G1@ PRINT TRB(XX.YR)jadi=
NE+HL YE=Y+VE: #F X1

528 PRINT b%:TABIXT,YXICH
R$225

538 UNTIL Hxsvi=8

548 ENDPROC

550

540 DEF FROChbounce

578 S0UND k1@,-15,5,1

JE@ ON RMD(2) GOTD 598,41
i

398 Vi=@:Hi=1:IF FMpoint=
8 ENDPROC

608 Vi=1:H3=R: IF FNpoint=
@ ENDPROC

618 Vi=@:HI=-1:IF FMpoint
=) ENDPROC

628 VI=-1:HI=B:[F FMpoint
=) ENDPROC

630 VI=11HX=B:IF FNpoint=
@ ENDPROC

548 VI=BrHI=1:IF FNpoint=
@ ENDPROC

558 HI=ByVI=B:SOUND [,-15
0,18

568 ENDPROC

670

680 DEF FNpoint=POINT(32#
(XT+HT) , 1023-32¢ (YE4VY))

470

788 DEF PROCdelay(TY)

718 TIME=B:REPEAT UNTIL T
THESTY

728 ENDPROC

738

748 DEF PROCqame_over

758 PROCdelay(188]
i

778 COLOUR 129:COLOUR 3

780 PRINT'STRINGS(108," "

@ |

biTAB(4, J0"R AT I NEB*

798 COLOUR 128:COLOUR 2

§88 IF BI(best best=pl

818 PRINT TAB(3,1@); "Your
score: *;BL

B20 PRINT TAB(3,15)1"Best
score:"jbest

B3@ IF B150@ ak="Appalli
Nasa”

B48 IF BIX4@8 AND BL(499
a¥="Very poor..."

B5@ IF BL>JB@ AND BIc4@!
a¥="More practice needed"

Be@ IF BX)20@ AMD BI{3R1
af="Quite good”

B70 IF BEX{2B1 a$="##¢ Exc
ellent ##3"

BB@ PRINT TAB((ZD-LEN a$)
DIV 2,23) ;2%

B9@ COLOUR 129:COLOUR 3

980 FRINT TAB(O,J8):" &
nother Gase 7 "3

918 MOVE @,31:DRAN @,992:
DRAN 1276,992:DRAN 1276.311
DRAN @,31

§28 MOVE B,B32:DRAN 1275,
BIZ:MOVE @.64:DRAW 1274,64

938 #F121,0

948 REPERAT key$=GETS

558 UNTIL INSTRI"YyNn®,ke
y§)

968 VOU 22,4

978 ENDPROC

988

598 DEF PROCinstructions

1088 #KEY1@ "OLDIMLISTOTIN
INILLISTIN"

1818 whites=CHR$17+CHREZ:b
Tue$=CHR$17+CHRS2Z

1828 YOU 19,1,4;8;19,2,6:8
123, 1,0;8,8; 0

1838 COLOUR 129:PRINT STRI
NG$(128," *);TRBI7,1);°B 0
UNCY - BOUNCY"

1848 COLOUR 128:COLOUR 2

1B5@ PRINT TAB(B,5):"This
is & very siaple gase in wh
ich you"""*have to trap a b
all bouncing around the®'"*
screen, You can do this by
pressing the"'""space bar w
hich places a block just®'’
“behind the ball.®

1858 PRINT' "whites; "s#4*1b
lue$;"® Try to build a box a
nd trap the ";white$;"ses""
“"ee#"bluef;” ball when |
t bounces into it. “gwhite
§;tERe""eee"jbluedy” Use
as few blocks as possible.

"iwhite$; "se"

1878 PRINT ' *Press..."

1888 PRINT'"E";blue$;" for

an easy game." ‘whitef;"H"
jblue$;® for a hard gase.’

1898 COLOUR 3:PRINT TAB(@,
J1)"ESCAPE will return you
to this page.”;

1108 #F121.8

1118 REPEAT key$=CHRS (BET
Or 32)

1128 UNTIL INSTR(®eh® kev$
)

1138 IF key$="e" EX=TRUE E
LSE EX=FALSE
114@ ENDFROC

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

From Page 26

59@ in=TRUE:PROCa(RE-1)
40@ PRINT® "You can see a
round you ="
618 FI=FALSE
28 FOR I =1 7O MX
638 IF oX(I%) {» RL THEN
BOTO &5@ ELSE FI=TRUE
440 GOSUB 1380
658 MEIT IX
658 1F MOT FY PRINT®Mathi
ng of interest.”
678 FRINT
&80 RETURN
498 DATA @,8,0,0
TB@ DATA 1,9.8.,8
710 DATR 2,2,4,0
728 DATA 8,8,5,3
738 DATA 8,0,0,4
T48 DATA 2,7,8,0
750 DATA 4,0,0,8
Th@ DATA 8,8,7,9
778 DATA 2,8,8,0
780 DATA 0,0,0,0
790 IF dX(RT,1) = @ PRINT
" Not allowed"’': RETURN
800 IF RY = 7 AND al THEN
PROCa(33):PRINT: RETURM
B1@ RY = d¥(RY,1)
B28 RETURN
B38 IF dY(RY,2) = B PRINT
* Mot allowed"': RETURN
840 RY = 4X(RY,2)
850 RETURN
868 IF dX{RY,3) = B PRINT
" Not allowed"': RETURN
870 [F dX(RY,3) = B AND f
I THEN PROCa(34):PRINT: #X=
FALSE
B88 IF dX(RY,3) =7 AND o
117) = @ THEN oXi7)=B: PROC
a(I5):PRINT
890 RY = dX(RY,3)
902 RETURN
Q1@ IF dY(RY,4) = @ PRINT
" Not allowed"': RETURN
928 RY = di(RY,4)
938 RETURM
748 IF olizX)=1 PRINT"You
already nave it" : RETURN
958 IF oX(zX)¢» RY PRINT®
It's not here®: RETURM
940 IF 21 { T PRINT"You
can‘t take that® ELSE of(z}
I=]
978 RETURM
988 IF oXiz¥)=! ollzl) =

R¥% ELSE PRINT "You don't ha
ve it": RETURN

798 ON (R%-1) GOSUB 1238,
1258, 1248, 1270, 1248, 1240, 13
18,1240, 1242

182@ RETURN

1818 h¥="": FOR I% = LENlo
$) T0 | STEP -|

1820 h¥=h$+MID$ (c%,1%,1)

1838 MEXT IX

1042 IF o$ = h$ THEN gt =
TRUE 1PROCk(58): RETURN

1858 PRINT "Dkay," + CHRS|
J4) + o$ +CHRS(34)

1858 RETURN

1878 PRINT * "Your invento
ry contains:-"

188@ F% = FALSE

1898 FOR 1%= TX TO MX

1128 IF oX{IX)¢H1 THEN EOT
0 1120 ELSE FY=TRUE

1118 GOSUB 138@

1128 NEXT IR

1138 IF NOT FY FRINT"Nothi
ng at all."

1148 PRINT

1158 RETURN

1160 IF oX{z2)¢> RI PRINT®
It wasn't here to hit"; RET
URN

1178 IF oX{11){}1 PROCA{3E
)+ RETURN

L1BB IF zX{}b AND zX{}3 PR
INT "This has no effect wha
tsoever."

1198 IF zX=5 AMD aX THEN a
I=FALSE: PROCal37):PRINT: o
%(b)=B: RETURN

1288 IF zXI=7 AND sX = FALS
E THEN PROCa(38):PRINT".":
sl = TRUE: oX(B) = 2 : RETU
RN

1218 IF zX=7 AND sX = TRUE

PROCa{3%): RETURN

1228 RETURN

1238 IF 2X = 8 AND eX THEN
PROCa {48} :PRINT: oXlz%) =
B: el = NOT elsodill) =1

1248 RETURN

1258 IF 2% = 7 AND NOT b}
AND 1% THEN PROCa(41):PRINT
+ 11=FALSE

1268 IF z%=9 PROCa(42): o}
22)=0:08(12) = 3

1270 IF 2% = 1@ THEN d¥ =
FALSE

128@ RETURN

1299 IF o¥{7) = § AND oX (]

2) = 5 THEN PROCa{43): bY =
FALSE: oX{12) = Bzak(7) =
1

1308 RETURN

1318 IF 234} 1B GOTO 1358
1328 IFd% THEN PROCm(44):6
aTo 34

1338 IF ( NOT 1%) OR (oX(7
1{¥8 AMD aX(71{}1) THEN PRO
Cald5): BOTOD 348

1340 IF oX(2)=@ PROCa(44):
ok(1)=0s0k(2)=8:0%18)=0
1358 IF 23=7 AND NOT b2 TH
EN 1X=TRUE: PROCa(47):PRINT
1368 IF 2%=9 OR zX=12 THEN
PROCa (48] :PRINT:FROCE(49):
BOTO 34

1372 RETURN

1380 PRINT "A *; j#(I1)3"
u,

L]

1398 IF I%=1 PROCa(iB)

1488 IF [¥=2 PROCe(f!l)
1410 IF 1%=3 AND NOT =X PR
DCal12)

1428 REM IF 1%=3 AND e} PR
OCa(i3)

1438 IF I%=3 AND s% FROCe!
14

1448 [F I%=4 PROCe(15):PRI
NT: PROCa(1&):PRINT: PROCA(
17)

1458 IF 1%=5 PROCa(18)
1458 IF 1%=4 PROCa{19)
1478 IF 1%=7 AND NOT b &N
D NOT 1% PROCmi21)

1488 IF IX=7 AND HOT b% AN
D 1T PROCa(22]

1498 IF I%=7 AND bY PROCa(
23

1582 IF I¥=8 PROCa{ZB)

1518 IF [%=9 PROCa(24)
1528 IF I%=18 AND d% FROCa
{251

1530 IF I%=1@ AND NOT d% P
ROCa(28)

1548 IF I¥=11 AND MOT al P
ROCm(25)

1558 IF 1%=12 PROCA{27)
1568 FRINT

1578 RETURN

158@ DATA iluh,;,slohdrikd
vkhv,3,vhaglgj%pdfklah,5,pl
uuru,?,wuroo,d,02dui,: ,odps
3y frlg, 3, sdufkphgw, 7, Fxund
Yg,{yvarug, 3, yrafkhu,d

1598 DATA "ddudwkhulvsduvh
yhegiulhggo! #8urrplzlwkénkh
#dssduhgwo! #1gh{sol fdechidd

v] jod#Duprxul térgdukhizdon!

1688 DATA “ddydvwifdyhuglz
Iwk#d¥odujhitdsrrobrikzdwhy
|#D4sdwkbohdgvidora ¥l wrikil
hgjhl®

1518 DATA “doh{wuhphoidnl
Sk #HdvwlBEELhvwiwzgghol

1520 DATA "d¥virsi#Ryhulwk
h#trxgwhull vidvl jo=kHehghh}
hutviHgwhusul vhyl"

1638 DATA “dévpdookfkdpehu
s#lwvlzdoovi#lul ghvihouiz]
wk¥vsdunol gj#fu! vwdov, vdyhi
rghl"

1648 DATA “d¥udwkhubjorrp!
#tdyh, HEsERuhpl ol vihgwir
ifiroghplgh#zrunlgjvl®

1658 DATA “zkdwhorrnviolnh
#dbkhupl wévidifhool "

1668 DATA *dalrogloluwidfk
dpehudwkdwididorrnviur fkdyh
tehhg#slood jhodorgjddjrl®

1678 DATA "Bwkhizl)dugevis
kdpehul#Dviqrérghdkdvihyhud
vxuylyhguk] vih{shulhgfh, i
wkhuh#1vigr#h {(ndquighyviulsw
Irgiltl®

16E@ DATA "exuglgjdeuloold
gwo &l gRdéfrughul®

1698 DATA "grzétxiwhifrrol
L]

1788 DATA *zlwkidhqrul fhi+
grikrudprahi érubfreguhuihle
#rigvel®

1718 DATA "z1wkBddgrulfhis
hpswi #8rgdlnl®

1720 DATA "lo¥elwvirolwkh
iorrul®

1738 DATA *hgjudyhg="

1748 DATA "#Vd!#pluurudzru
gwrdz] }dugdphhn, "

1758 DATA "Ehdvauhdiredkdy
h#wkh# jrogher 8 jubhhnl "

17608 DATA "ziwk@d¥exvighvy
#olnhédlul®

1778 DATA *zhdulgj¥adundjo
dvvhvl®

1788 DATA "zruwk&lwvizhl jk
wilghjrogl®

1798 DATA “grwdihwdolwl®

1882 DATA "exuqlgjdeul jkwo
E Es

1812 DATA "lo#dBudwkhuleds
whuhgd$rgglwlrgl®

1628 DATA "quiddvidierghid
qo#frpsohwhaieodgnl®

1838 DATA "loktxlwhdjrrgds
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roglulrod@ddgodarwidwddoody
dpsl®

184@ DATA *fryhuhgélgleorr
gl*

1858 DATA "uhdglqi=#H{fkdg
Jhlwklvyrafkhuwr jhukhudzln
k#dgéroghodpsidggdirxtoodbi
#jhwid#ghzdodpséiuhhs"

1868 DATA *,#zulgjlojkzhwl
[ ]

1878 DATA “Wkhdzl}dugtvEh!
hvi#ol jkwkes LEChEwdnhvREdE
tubfrlghwrdex (#klpvhoi ¥dkqu
lgnidgo##iigl vdsshduvl®

186@ DATA *\rxd#sxwirgiwkhi
furzgdkh#viohinkehk ] gobibdg
g¥ilgokirzuvhoifedfn¥lodwkh
§sdodfh, BdNL g j#ridFuddo, id
qg¥kdss i Bhyhuddiwhul"

1898 DATA "Rik¥ghdu,¥irueyh
#irwkgriprohid@ddogiwkhisz]
tdughzdvikrsigidiraeglex!
fklpbdbbbids] quirubuzrl®

1920 DATA"Bdwxudooi#khénlo
ovhirel"

1918 DATA "Wkh#gzduiluhixv
hvibwrdohwd ircdsdvml”

1920 DATA *Ddzrugwriwkhi:
Ivh=#\rxduh®irlqjdwr bukhirg
otdurrpdlgiwkhdsodfhdzlnkry
whlwvirzgbioduzudobskrvskru
hvfhgfhi®

1938 DATA "Do¥ludwhigzdui,
#lgixuldwhole ! #ukhiol jkultir
edyhBohwklg, #wkurzviklvingo
Iwkodpskdwd ire1¥Lukodgoy, ]
owkhdurrp#irydyhdnevwiioni
w, dvidwwhuhg!®

1948 DATA "\red#kdyhowdjrw
bdgiwklgifghfhguhurdiclwikz]
wkl#dhwbddvzrugl”

1958 DATA "Wkhd#ozduididooy
#ghdg, #wkha¥gl vdsshduvklgiu
rawhridirsubhihvl®

1958 DATA "Wkhivhgglgjdpds
klgh#vkdwwhuv1#D8fr lghidRqu
reviron®

1978 DATA *Judwxlwrxviylro
hath¥grhvotwkkhos#dgirghl®

1988 DATA *Wkhdfrlgkidoovi

Lgwr#ukh¥vorwil ghwkhibbddyh
golgikpdfklghl#\rekduhdjlvh
gdbvzrugliNkdweviz)k i 8lwevi
fdoohghwkh#Dupraui$®

1958 DATA "Ygiruwxzgdwhoi,d
irxubodpsd jrhvirin]"

20@8 DATA “"Lqwhuhvelgis#r
phwkloj#vikdsshalqjdwr $idnk
hisduf kphow!dnhddéorrnil]
Il

2018 DATA "\rz#yhijredddgh
z¥odpss®

2020 DATA "Wkh#fquwd] o#iod
uhvilzsi#irxdglhdlobukhidden
d}hi®

2030 DATA "Ndnlgjldgydgwdj
hiridwkhivegghglsox jhidelg
wr bgdunghvy , fwkh#gzdui biurp
foh{wkgrrudfrohvilgldgodsra
Ivkhvliredriil®

2048 DATA "Wkh#iluhBjrhvir
anifirzdvhhiddfrighlghlwvdy
khvl®

2050 DATA "\rxuodps#ol jkw
vi*

2050 DATA *Lwiexuvwvdlgwrd
iodphs"

2078 DATA "\redvxqghqo!duh
dol vhiwkdwiluwbzdviyl wdoddur
#wkhi jdph1#Ryhufrphdz]wkdju
Lhi #irxd#dnl ool irzuvhoil®

2088 DATA *Wekhdpluurulglvy
royhvidgod iradilgpiddbidhir
xuvhoi bsxoohgdwkurs jkbukhd j
ds#lwivEkidohindlgurinkhiiz]
Ydug#vhurrpl®

20898 DATA "Ikdwhddvidphiad
dogdirx#zhuhdgrigjtvr Biddzh
oadwrr 18Gr 8 radzdonidgrukhu
#jrBRs\20)"

2188 DEF PROCE(a)

2118 hh§=n$(m) :60SUR 518

2128 IF in PRINT"You are i
n ";oo0; ELSE PRINToof;

2038 in = FALSE

2148 ENDPROC

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

form on Page 47.

ELECTRON,

{any OS5,

BEC Model B £9.95

BASIC I/1) O.UA L-S 0 FT linc. VAT and p.p.)

“There is one fault though. | am gaing to lose a lot of sleep over it, it /s so addictive ™. Steven Wiseman
of Liverpool.

“Many thanks for the fantastic game, As soon as | received it, there was no stopping untdl the end of
the season’. J. Hooley of Twickenham

“T am writing to say what 8 wonderful football program SOQCCER SUPREMO is. It really is the best

foathall game on the market at the moment”. Anthony Haves of Redcar.

“SOCGGER SUPREMOD”

NOT SO MUCH A GAME, MORE A WAY OF LIFE!

‘r'-_:.. have just been appointed Manager of a newly promoted 1st Division Club, and it is up to wou 10 transform this very

sicle into one that can realistically challenge for the 1st Division Championship within the nest 5 seasons. You must

our side’s capabilities and then, through your youth pelicy and the iransfer marker, reinfgrce the strengths and eliminate
wedknosses, |t's all so easy or is i1?

*e®"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

® Match injuries: Your physio raports

® Team selection by names. (enter initials)
® Home/away bias, opposition tactical play
® Tactical substitutions

® Transfer market (Rush, Robson, Hoddle etc).
® 4-4-2 4.3-3 and 4-2-4 team formation.
@ In match tactical adjustments

® Opposition skills related to League record.

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

: QUAL-SOFT | Please supply a copy

The game will be posted on the
game day as the receipt of Dept. EU.
order. ACCESS telephone | 18, Hazlemere Rd., | ... o 1qer ACCESS
authorisations should take no || Stevenage, card authorisation for
more than two days to arrive. || Herts. SG28RX £9.95

| Tel: (0438) 721936 5

Fiease staie Eiwcirgn ar 88T

| enclose a cheque
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Catcher listing

From Page 33

B TO J1:READ data:?(E3008+(
25+1%) #bAB+98324]1) =dataz NE
YTeNEAT
480 FOR IX=B TO 5:1%7C%=2
SgrNEAT
498 ENDPROC
1]
310 REN #3## data for bir
d HEds
528 DATA 02.0,0,8.0,0,0,8,
e.,n,0,0,08,0,8,65,130,195,19
4,65,65,65,194,194,138,193,
195,193,193,194,195,195,130
+193,193,193,193,138,130,19
5,0,0,8,8,0,0,8,55,0,0,0,8,
8,65,138,195,8,8,0,0,0,0,13
8,195
538 DATA 195,45,0,0,0,8,0
,8,195,194,195,45,8,0,0,80,1
93,195,194,193,195,0,8,8,19
S,194,19%,194,195,8,8,0,193
,195,192,195,195,8,8,8, 155,
193,195,138,8,0,0,8,195,138
1lq.l|l|.|l1l+l?:|ll.l'liiil
LN
540 REM s### data for man
i
550 DATA 4@,68,10,32,32,3
2,48,16,0,608,1,7,15,5,48,48
.0,60,2,11,15,18,48,48,20,4
B,5,16,18,15,48,72,0,0,0,8,
0,8,15,16,32,48,32,48,32,32
+32,32,56,48, 36,48, 14,14, 14
,16,8,0,0,0,8,8,32,32
g6
570 DEF PROCinitialise
580 #FIl6,0
598 ENVELOPEL,1,4,8,15,4,
8,16,126,0,8,-128,126,126
480 vOU 23,224,0,0,24,68,
t9,24,08,8
&18 voU 23,225,170,255,85
,2553,170,255, 85,253
520 Ci=LARD:DL=LAIR:REN e
gqs coords.
430 51=0:level =0:E1=0
548 ENDPROC
&l
458 DEF PROCasseable
478 from=k7@:to=Ek72:count
er=k74
680 nuaber=kTd
498 FOR pass=8 TO 2 STEP
i
T#0 PI=L7E0
718 [ OPT pass
728 .qetadd

730 LDX 82 \calculate ad
dresses
740 .loop?
758 LDA nuasber,X:PHA
768 LDY number+1,)
778 LDA S0@:5TA nusber,X
788 LDA #430:5TA number+!
X
L]
798 TYA:BEQ done y
808 .loopl
Bid CLC
B28 LDA nusber,X:ADC 4480
15TA number,X
838 LDA nuaber+1,X:tADC ¥k
21STA nuaber+1,X
848 DEY:ENE loopl
858 .done_y
Bb@ PLA:TAY
878 BEQ done_x
888 .loopl
898 CLC
788 LDA nusber,X:ADC #%20
:5TA number, !
918 LDA nusber+l,X:ADC #%
B:5TA number+l,X
929 DEY:ENE loopl
938 .done_x
948 DEX:[DEX
958 BPL loop?
9&@ RTS
970
P80 .am \move man
998 LDA #31:5TA counter
1002 LOA fromeCHP torBEQ e
nd
1818 .print
1828 J5R getadd
1838 LDX #2
1040 . loop2
1858 LDY counter \move cha
racter
1868 .loopl
1878 LDA (from) Y:8TA (to)
= |
1Be@ LDA #2:5TA (from),Y
1898 DEY:BPL loopl
1188 CLC  ‘next row
1110 LDA from:tADC #LBR:5TA
from
1120 LDA fromel:ADC #E2:57
A fromtl
1138 CLC
1148 LDA to:ADC #EB0:STA t
0
1158 LDA to+l:ADC #E2:5Th
to#l
1168 DEX:BNE loop2
1178 .end
1188 RTS

1150

1208 11PI=475:(0PT pass

1218
1228 .ab  ‘\move bird

1230 LDA #63:5TA counter

1248 JNP print

1250

12568 e \move eqqg

1278 ISR getadd

1288 LDY #21

1299 .loopl

1388 LDA (from).Ye5TA (to)
t‘l

1318 LDA #0:5TA (from),.¥Y

1320 DEY:BPL loopl

1338 RTS

1348 1

1358 NEXT

1358 ENDPROC

1378

1388 DEF PROCaan

1398 747@=17: 7471=25:1%=11
+(INKEY(-98) AND Z1)8)-{INK
EYi-105) AND II<19):7k72=11
1 473=25:CALL mn

1488 ENDPROC

1418

1420 DEF PROChbird

1438 747R=%s 7471=Y1: IF X1
(18 YX=I1+1 ELSE X¥=R:i¥X=Y1
+]

1448 7H72=)1: 7473=Y11CALL
ab:RY=RND(5):IF RA?CY=255 R
TICR=DLsRITDA=YT+2: VDU J1.X
1,Y1+2,2241 S0UNDE]S,~15, 100

1
1

1458 ENDPROC

1450

1478 DEF PROCeng

1480 2L7@=117CT: 2401=12701
111700=1170041: IF 11701425
T2= 1070 2673=1170%: CALL
ae ELSE 7A72=0;7%73=12:CALL

aerIF IX7C=11 ET=EX+1:500
NDEL2,1,8,4:FRINT TAB(18,29
J§EX: 117C1=259 ELSE IX70Y=2
S9:S0UNDELT, ~-15,0,1

1490 ENDPROC

1582

1518 DEF PROCanather

1528 SOUMD 1,-15,8,208

1530 TIME=@:REPEAT UNTIL T
INEX300

1540 SY=EY+E%+1B

1558 CoLOum 7

1558 PRINT TAB(B,11)"Hard
luek..."

1578 PRINT'"you only caugh
tl

1388 PRINT 1ET3" eqgs.”
15%8 COLOUR 3

1688 PRINT' '*Your final sc
ore"

16108 PRINT "is *;5%;"."
1620 #F121.0

1638 NI=INKEY(500)

1648 COLOUR 3

165@ FRINT' **“Another game
T

1660 S1=@:ET1=0:1evel=R
1670 ENDPROC

1680

1698 DEF PROCinstructions
1788 PRINT TABI(ISI"C A T C
HI

1710 PRINT TAB(14) " =mmm===

1728 COLOUR 2

I7I0 PRINT *0ld faraer Bro
wn has been having a few"

1748 PRINT *probleas with
his chickens lately. They"

1758 PRINT'"just will not
stay still while he" "“coll
ects the egos.”

1758 PRINT' ‘"The chickens
fly to and fro - their eggs
L]

1778 PRINT "ending up ever
ywhere."

1780 PRINT'*"Help farmer B
rown catch the eqos as they
L]

1798 PRINT “fall. If vou a
anage to catch over S@°

1888 PRINT '“then vou move
on to the next (harder),"'’
"level."

1818 COLOUR 3

1828 PRINT" °SPCI(Sk;"1 = lg
Ft*1SPCI14}14%/ = right*

1838 COLOUR 1

1842 PRINT TAB(9,31)"Press
space to start...";

1858 #F121.8

1858 REPEAT UNTIL BET=32

1878 ENDPROC

1888

1898 DEF PROCerror

1908 IF ERR=17 RUN
1918 CLS

1928 REPORT
1930 PRINT * at line "jERL

1748 END

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

1320 B=0-angle

From Page 15

“sfirst;® units

L0%0 PRINT TABI(0,18) "Length
of side ";secondd;”
is "ysecond;" units

1100 EMDPROC

P10 DEF PROCanglesides

1120 CLS
:PROCtriangle

1130 PRINT TAB(Q,14) "Hane
the side known I,Y or

LE40 INPUT TRB(I3, 160" "side$
{150 PRINT TAB(O,18) *Haae
the angle known A or
Biiiiss -
1160 INPUT TAB(33,18)" "anglef
LIT0 IF sidef(®)"
THEN PROCmistake
1180 IF anglef}®B"
THEN PROCaistake

1190-LL5
:PRDCtriangle
1200 PRINT TAB:0,14) "Enter
length of side ";sided;
1210 IMPUT TAB(3O,14)side
1320 IF sidel=)
THEN PROCtoosmall
1230 PRINT TAB(O,18) “Enter
angle "janglef;” in
degrees
1240 INPUT TAB(30,1Blangle
1250 IF angler=90
THEM PROCtoobig
1260 IF angled=0
THEN PROCtoobig
1270 IF angle$="A"
THEM PROCa
ELSE PROCH
1280 DEF PROCa
1290 IF sides="K"
THEN Y=SIN (RAD angle)#si
de
tl=side#side- (YY)
1300 IF side$="¥"
THEN X=side/ SIN {
RAD angle!
tI=X#i-(sidetsidel
1310 IF sides="1"
THEN X=s1de/COS (
RAD angle!
s¥=le)-(sidedside)

1330 IF side$="1"
THEN PROCprintza
1340 IF side$="Y"
THEN PROCprintya
1330 IF side$="1"
THEN PROCprintza
1340 END
1370 ENDPROC
1380 DEF PROCprintxa
1770 CLS
:IF angle(.3
THEN PROCsure
ELSE PROCtriangle
1400 PRINT TABLD,15]1 "Length
of side ¥ is ";side;
* units"
LEI0 PRINT TABLO,18!"Length
of side ¥ is ";Y:" units
1420 PRINT TAB(0Q,200 "Length
of side I i5-";5OR 11}
units®
1430 PRINT TAEL0,22) fngle
A is "jangle;" degrees®
1440 PRINT TABLD,24)"Angle
B s “;B;" degrees”
1430 PROCagain
1460 ENDFROC
1470 DEF PROCprintya
1480 CLS
tIF angled.3
THEN PROCsure
ELSE PROCtriangle
1470 PRINT TAB(0,18)"Length
of side ¥ is ";side;
units®
1500 FRINT TAB(0,1&)"Length
of side T is ";X;" units

1510 PRINT TABI0,20! "Length
ot side [ is ";50R (1);
* unjts"
1520 PRINT TAB(O,22}"Angle
A is ";angle;” degrees®
1330 PRINT TAB(0,24) "Angle
Bis ";B;" degrees"
1540 PROCagain
1330 ENDPROC
1560 DEF PROCprintza
1570 CLS
tIF anglel.S
THEN PROCsure
ELSE PROCtriangle
1380 PRINT TAB((,18)"Length
of side ¥ is *;50R (Y);
units"”

1570 PRINT TRB{Q.18)"Length

of side X is ";1;" units
1600 PRINT TABID,20)"Length

of side I 5 ";side:

" units"
1610 PRINT TAB{0,22)"Angle

A is “jangle;* degrees’

1620 PRINT TAB{G,24!"Angle
B is °;B;" degrees”
1430 PROCagain
LE40 ENDPROC
15650 DEF PROCH
1660 IF sidef="1"
THEN 2=5IN (RAD anglel#sj
de
tYssidetside- (1#])
1670 IF sides="1"
THEN Y=side/ SIN {
RAD angle!
i¥=A#I-isidetside)
1880 IF sidet="Y"
THEN I=side/C0S {
RAD angle!
tI=i#i-Isidetsidal
1690 A=%0-angle
1700 IF sidef=")"
THEN PROCprintzh
1710 IF sidef="Y"
THEN PROCprintyh
1720 IF sidef="1"
THEN PROCprintzb
1730 END
1740 ENDPROC
1750 DEF PROCprintxb

1760 CLS
tIF angled.§
THEN PROCsure
ELSE PROCtriangle
1770 PRINT TAB(D,16) "Length
of side Y is ";side;
* units"
1780 PRINT TAB(O,1B8)"Length
of side Y is ";50R (Y);
" units"

1790 PRINT TAB(0,20) "Length

of side 7 is ";2:" units
1B00 PRINT TAB(D,22) "Angle

Al is "iA;" degrees”
1810 PRINT TAE(0,24]) "Angle

B is ";angle;" degrees®
1620 PROCagain
1830 ENDPROC
1840 DEF PROCprintyb

1830 CLS
+IF angle{.5
THEN PROCsure
ELSE PROCtriangle
1850 PRINT TAB(D,18) "Length
of side Y is ";side;
* units"
1870 PRINT TABLO,1&)"Length
of side X is ";I;" units
1880 PRINT TAB(0,20)*Length
of side I is ":;50R (1)}
* units®
1890 PRINT TAB(D,22)"Angle
Ais ";R;" degrees”
[700 PRINT TAB(O,24)"Angle
B is "jangle;" degrees’
1910 PROCagain
1920 ENDPROC
1930 DEF PROCprintzb
1940 [LS
tIF angle.3
THEN PROCsure
ELSE PROCtriangle
1950 PRINT TAB(0,14)*Length
of side ¥ is *;X:" units
1960 PRINT TAB(D,18) "Length
of side ¥ is "350R (Y);
* units"
E970 PRINT TAB(0,20)"Length
of side I is "jside;
" units"”
L¥80 PRINT TAB(0,22)"Angle
A is "jA;" degrees”
1990 PRINT TABI0,24)"Angle
B is "jangle;" degrees®
2000 FROCagain?
2010 ENDFROC
2020 DEF PROCagain
2030 PRINT TAB(Z,24) "FRESS
SPACE TO EMTER AMOTHER
SET OF"
2040 PRINT TAB{14,28) "MEASUREN
ENTS"
2050 key=INKEY (20000
2040 IF INKEY (-99)
THEN PROCintro
ELSE PROCgoodbye
2070 ENDPROC
2080 DEF PROCinfo
2090 PROCtriangle
2100 PRINT TRELO,14)"TRIG
by 6.P.Hawkins"

4
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e

From Page 57

2110 FOR T=1T0 4000
tNEXT T

2120 PRINT TAB(D,13)"1n any
triangle the unknown
sides and angles can
be calculated provided
that at least ONE side
and ONE angle, OR TWO
sides are known."

2130 PRINT TAB(O,1B! "This
progras will calculate
the unknowns with the
ginimua of informaticn®

2140 PRINT TAB(5,29) *Fress
SPACE to continue.®

20150 key=BET

21860 LS

tPROCtriangle

2170 PRINT TARMO,13)*BUIDELIKE

gr

2180 PRINT TABIZ,151"The trian

gle aust have a RIGHT
AMGLE. "

2190 PRINT TABL3,17)"The side
opposite the right angle
is  the HYPOTEMUSE,in
this example side X*

2200 PRINT TAB{3,201"In the
exaople angle °A'has
side”

2210 PRINT TAB(T, 210" "2 ADJACE

NT and side'Y'QFPOSITE."

2220 PRINT TAB(&,29)"Press
SPACE to continue."

2230 key=BET

2240 CLE

:PROCtriangle

2250 PRINT TAB{0,13) "FORMULAE"

2250 PRINT TABI(2,15)"The forsu
lae used to find the
unknownsare SINE,COSINE
and TANGENT thus:'

2270 PRINT TAE(17,18)"0PPOSITE

L]
2280 PRINT TRB(1L,19)"SIN

E mamme

2290 PRINT TABL17,200 "HYPOTENU
SE"
2300 PRINT TABI(17,22)"ADJACENT

2310 PRINT TABI11,23)*COS

2320 PRINT TAB(17,24)"HYPOTENU
SE"
2330 PRINT TAB(17,26)*OFPOSITE

—

2350 PRINT TAE(&,30)"Press
SPACE to continue."

2370 key=BET

2780 CLS
iPROCtriangle

2390 PRINT TAB{(0,13)*EYAMPLE®

2400 PRINT TAB{2,15}"SIMES
COSIMES and TANGENTS
are usually obtained
from books of tables.”

2410 PRINT TAB{1,17)1*To find
angle B given Y=2.47
and I=4.80"

2420 PRINT TAB(2,19) "Would
be written :*

2430 PRINT TAB(17,21)"2.67"

2440 PRINT TRBI9,22)"TAN B

2450 PRINT TAB{1S,25) "=0, 554"
2470 PRINT TAB(0,27)1"¢roa
tables INVERSE TAN =
29.08 =p"
2480 PRINT TAB(&,301"Press
SPACE to continue.®
2490 key=BET
2500 ENDPROC
2510 DEF PROCreturn
2520 PRINT TAR(D,24)"DO MOT
FORGET: Press
atter each
entry"
2330 FOR FLASH=0TD 300
STEP 10
2540 PRINT TAB(22,25)°

2550 PRINT TAB(22,26! "RETURN"
2360 NEXT FLASH
2570 ENDFROC
2380 DEF PROCgoodbye
2390 CLS
2600 PRINT TAB(1&,15) "GDODEYE"
2610 PRINT TARLD,J1)"PRESS
SPACE TO RE-RUM FROGHAM"
2620 key=INKEY [20000)
2630 IF [NEEY (=99}
THEN PROCinkra
ELSE PROCgoodbye
2640 FOR T={TO 5000
tNEXT 1
tCLS
2550 END

Trig listing

2660 DEF PROCpythagoras
2670 CLS
:PROCtriangle
$PROChurp

2680 PRINT TAB(S,14)"According
to Pythagoras :The squar

gof the hypotenuse is
equal to the sus ofthe
squares of the other
two sides.”

2690 PRINT TAE(4,20) "Therefore
the length of side I
must always be greater
than Y ar [."*

2700 PROCre enter

2710 ENDPROC

2720 DEF PROCtoobig

2730 CLS

iPROCtriangle
:PROCYurp

2740 PRINT TAB(Z,1&)"The sue

of the angles of & trian
gle equal 18¢
degrees.”

2750 PRINT TRBE(2,20)"Therefore
"ranglef; " must be less
than %0 and greate

r than 0 degrees.”
2760 PRIMT TAB(S,23!°Please
check your entry.*
2770 PROCre_enter
2780 ENDPROC
2790 DEF PROCtooseall
2800 CLS
iPROCtriangle
1 PROCburp

2810 PRINT TAB(Z,16) "REMEMBER:
a triangle has THREE
sides.”

2820 PRINT TABI(2,18) "Please
check your entry figures
and re-enter a FOSIT

IVE nusber."

2830 PROCre_enter

ZB40 ENDPROC

2850 DEF PROCre_enter

2840 PRINT TAB(&,24) "PRESS
SPACE TO RE-ENTER YOUR

2670 PRINT TAB(14,28) *NEASUREN
ENTS"

2880 key=INKEY (20000}

2890 IF INKEY (-99)
THEN PROCintro
ELSE PROCgoodbye

2900 ENDPROC

2910 DEF PROChurp

2920 ENVELDRE 1,2,-25,-80
1By 15,0,0,126,0,0,-126
126,128

2930 sOUND 1,3,156,27

2940 ENDFROC

2950 DEF PROCsure

2940 CLS

2970 PRINT TAELD,B) "#eanesssss
[ R YY)
FEER"

2980 PRINT TAB(0,5)" #s you |
have entered & measurese |
nt of less than .3
Will you please check

that your entry
was correct.”

2990 PRINT TAB(O, 4! "Fearsisnss
EREERRERRFAF R R
HHEe"

3000 ENDPROC

1010 END

3020 DEF PROCtikle

3030 vEU 23,1,050;0;0

3040 COLDUR 7

3050 COLOUR 129

J080 (LS

3070 PRINT TRBI&,S)"T R I
Ei

2080 PRINT TABI&,101"for the"

J0%0 PRINT TAB{7.15)"Acorn®

3100 PRINT TAB(S,201"Electron.

110 FOR PITCH=OTD 200
STEP 4

3120 SOUND 1,-15,PITCH,2

3130 NEXT PITCH

3180 CLS

3150 PRINT TAB(4,51"A prograe
to*

J1&0 PRINT TAB(&,B) "work out®

J170 PRINT TAB(Z,11)"all the
unknowns"®

3180 PRINT TAB(T,[4)%in any'

3190 PRINT TAB/(4,17!"TRIGONONE
TRY "

3200 PRINT TRB(&,20)"problea.”

3210 FOR PITCH=200TO 0
STEP -4

3220 SOUND-1,-15,FITCH,Z

3230 MEXT FITCH

40 ENDPROC

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

1280 MOVE 324,740:5C0L0,7:0
PAN200, 740
1290 NOVE 200,741:NOVE240,7

41:PLOTBS, 280, 750: PLOTES, 241

M Wb

From Page 35

E 70,440:50UND1, -15,10,3:VDU
224 MOVEL40,500: SOIMDE , -15,2

0, 3:VDU224:HOVE2I0,530:50UND 750
1,=15,30, 32 Y0U224 1300 MOVE 290,700:0RAM 310,

1230 MOVE 240,530:DRAN230,5
30: DRAN230, 500: MOVETO0, 5301
RAN290,530: DRAN2T0, &0

F2406C0L,2: MOVE2R0, 500: NOV
E230,500:PLOTES, 290, 700 PLOT

=
BE 3T0 700
et gl g Y

12306C0L0, 3: X2=250: YT=725:R

700:DRAK 310, 450: HOVE230, 700

:DRAN210, 700: DRAWZ10, 550

1310 MOVE 290,520:DRAN 230,

£20: NOVEZT0, £00: DRAN29D, 800

1720 MOVE 1a0,490:DRAM3LD,T

A TAACIDAUTIA 4
L] -'::II-—E-"!H-‘!\H-

I=d3:FDR JTI=YI4RT TD Y¥-RI S

P -4:J1=SDR (ABS (R1SRL-(11-

L340 BLOLO, 4:MOVE 1079,0:M0

J3, 13 VE [279,0:PLOTES, 1079,250:PL

PR Vg TM P AR e
AN TI#JL, FXSOUNDE , -135,1%,

YEIR{TX-YXID o MOVE 1¥-0%,1%:
5] -
0T85,1279,250

Efﬁ‘:‘ I'I[.L:51:15|:91':':"-'3{.“4:':':'

O BCOLD, 0:MOVE 500,200:0  LOURIZ9:COLOURD:CLS

00,300: BRANS00, 400: DRAK 1350 VOU23,1,0,0:040:0;
30, 400: DRANSOL 370 PROCFLAG
3002 JPANSS, 400: MDY 380 SOUNDI,-15,RHD(S51+100

DRANS0D, 250

|TH BAA A A0 ATLS A 7T R R AT e e ot
Lol AU S PLUTaY ; &4 o B0 PRINTTABLO, ) THREEK
EIAOTAS 278 T30 LT AR
PRUIE T g ' YOU FOR

1400 SOUNDI,-15,RNDI3S)+100

1410 TIME=0:REPEAT UNTIL TI
HEX200

LAZ0 PRINTTAB{O.21"S A U I
N-B—-ETF

1430 S0UNDY, -15,RND (5514100
1440 TIME=0:REPEAT UNTIL TI

EA%A0
=L

1450 SOUNDY,-135,RMDISS) +100
;5
1460 PRINTTREMO, 216 DO 0

B=E=YrEX

1470 SOUMDE,-15,RND(SS1+100
e

1480 TIME=0:REPEAT UNTIL TI
NE» 308

1990 SOUNDL,-15,RNDISS)+100
1500 endi=1

1510 ERDPRAC

UEF FROCFLAG

1530 VDU 23,235,127

) gy L

+239,247,251,253, 254

191,983

R

ke \3
I i}\% ﬁfm“a;— K,

IEY R
..,.JJ...E;

1540 VDU 23,238,254

LI -

LA 228150

1550 FLAGF=CHRIIS+CHREITE
CHRES+CHRSE4CHREI04CHREZI4C
HR§215

L1540 MOVE £00,800:YDUS:BCOL
0, 4:FRINT FLAGS

1570 YDU4:CLS: ENDPROC

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

'BBC/ELECTRON PROFESSIONAL SOFTWARE |

| Our educational software is used in thousands of schools and homes
thraughout Grear Britain.

EDUCATIONAL 1 BALELECTAN Tape £8.00 Dise £10.00 |
Howrs of fun and leaening for children sged five to nine years. Animated graphecs willl encourage
chaldren 10 #ajoy countang, maths, spalling and telling the time. The tape ingludes six programs
MATH 1, MATH 1. CUBECOUNT, SHAPES, SPELL and CLOCK
e of game. Persar 1983

EDUCATIONAL 2 BEC/ELECTRON Tape £8.00 Dise £10.00
| Although semilar to Educational 1 this 1ape is more advanced and simed 31 seven 10 hwele year
| olds. The tape includes MATH 1, MATH 2, AREA, MEMORY, CUBECOUNT and SPELL

FUN WITH NUMBERS BBCELECTRON Tape £8 00 Disc £10.00
| These programs will reach and test basic counting, addition asd subbaction skills for feur to
| seven year aids. The tape includes COUNTING, ADDING, SUBTRACTION and &n arcade type gams
| called ROCKET MATHS which will exercase ddition and subtraction. With sound and visual

eltects

Fhese av@ sacellpnl programs which feachers on the oroect ha

w@ Ao hegialian i

recommEsding o ofher feachers Compuiers in Classroam Brajser

FUN WITH WORDS BECELECTRON Tape £8.00 Bisc £10.00

Start your fun with alphabet puzzle. continue your play with VOWELS, learn the difference

betwees THERE and THEIR, have games with SUFFIXES and reward yourself with a game of

HANGMAN |
Very pood indeed ARE Computing — Jan/Fab 1984 |

JIGSAW AND
SLIDING PUZZLES ty P Wame:  BECELECTRON Tage [7.95 Disc £9.95

Thene are two [sgsaw and four sliding puzrles ona 3 = 3 and 4 = 4 grid. Esch program stans ofl at
an easy bevel bo ensure inelial success but gradually becames hasder. I8 helgs children 1o develop
sputisl smpgination &nd ia $2bvang probless. The tape includes: DBLONG. JIGSAW. HDUSE
NUMBERS. CLOWN aad LETTERS

KON-TIKI by J. ames L Tape £12 55 Disc £14 35
Simglation program based on Thor Heyerdahl's KON-TIKI expeditian. Eaoy 8 poursey on the KON
TH#l reesd nf o & mbp 1he (108 pasateon and enbening nodes im the leghook on creaiures Found,
unusual events etc Inclusive of boaklet, background infermation, maps and fully supportive
illustrated data sheets

=T o

# SPECIAL DFFER dr i
Buy three titles and deduct £4.00
Add $0p php per order. Please state B8 or ELECTRON ar
dlf or 80 rrack for drgcs

| Golem Lid, Dept ES, 77 Qualitas, Bracknell, Berks RG12 406, Tel: 0344 50720

4 GREAT PROGRAMS

for BBC and ELECTRON from

Superb Quality Software

MONE

SUPERLULE

All programs available on 40T disc

RELSOFT

sSQUIER

EU Uept H

{§00

add £2.00

4 BINDLDSS AVENUE, ECCLES. MANCHESTER M30 0DU

24 Hour answering service

EN

:‘:III‘.J'II‘"‘-_ I'I I_I -]

061789 4120
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| ‘IMAGE’ V.2 - FOR THE ELECTRON/BBC
‘Image’ was the ultimate tape back-up copier. now it's even better
You can be completely assured that this is the best and most able program of its

type available. [t can deal with
ADVERTISERS
* Programs of any length * False or trick black info.

* 300 and 1200 BALD * Changing Filename

Files Continuous data sireams
* ¥ (Ctrl codes) in fikename ® Locking and unlocking programs

11 15 VERY IMPORTANT INDEED purchasers take note that “IMAGE" is for sale
strictly for making BACK-UPS af your ewn software for your own use. for
profecting your own programs, of &5 an aid to puttimg software on disk. Any

person found using the program for illegal purposes runs the risk of being Aggressive SOftWaEre ...c.iiccaiiscsismsaniiinsasss e G0
| prosecuted.

| To receive your copy of 'Image’. send & cheque or PO, to the sum of B S T e T T e e T e 51

An Astoundimg £4.80 to:
PETER DONN, Dept. (EU), Bud Cﬂmputerﬁ ............................................ 2
33 Little Gaynes Lane, Upminsier, Essex RM14 2JR. B T [T e e e 652

Flewrit i2ale BBL ar Dlectoon version

AL A e b e L I ] [t T L B o T e s T e a7
First Byte Computars ... 13

--------- O e e T e T e R e T e s

- r T )
STRIPPER I |F === >

N

The professional tape back-up copier fos the BRLElectron, the best arcund |

This copier, which has been selling for over a year for use on the BBC, is LI:IQI-G T e T T .4
updated regularly 1o ensure you can make security back-ups of all your own -
e v e N orG R oW B St e e ey s T 64

As Stripper Il is so good we must insist on personal use only, please

Lomes, Sokably With [acian: Flse: Sddreosen. ontrel sod Fommes. Iofd PetaE DO i e e T s Tt 60
programs, in Tact any protection you will find on your latest soltware releases.
TE e Rt il Bt oA T RcHoN 06 YA mior Bogreesa T | e e 65
New low price, just £3.95 cheque or P.0. to receive Stripper |l by refurm posi Slﬂggarﬂufmﬂra --------- LT e P T PR T 22
Edwcational orders welcome | SouirTelaai 59
FREE OFFER — when Stripper 1l is released, owners of Stripper Il can retum el Ll S R e e
the voucher sent 1o them and gt the new wissian absolutely free! . Vultan Elactronics s iieasanssaiiisssess V0

Drdess 1o;
Aggressive Software, 14 Elmore Road,
e Sheffield S10 1BY ‘/

FOIR CONNOISSEURS

OF ACTION, LEISURE OR LEARNING

BBEC Electron

s

(ﬂlw 12 and ower)

Cribwedl ey KDEAMOG poibiol
and desthoy Me alen

I SUDED

- oM.
(Parsanal Com

Todey, Oetoar
IDENTIFY FUROPE £7.95
(fee ol aget)

Sohe he Eunopean
Hﬂlﬂ" kel By lORd o
L]

urE wilfiout daving
YOLIF T

The IDENTIFY EUROPE program prosides o fascinating wary of discovening and leaming the geography of Europe. The progrom will provide hours of amusement for
all the family ond evenyone is sure 1o benedt from i,

Ther ANSWER BACK seres needs liffie infroduction. Each program combines o massive wealth of information with a fascinating and compelling gamse, The Senicr
and Junior quizzes each conlain 750 questions and 3000 opfional answers cn Genanmal h:nm'laﬂ?a. The Sports ram is even larger containing o mind-bending
800 questions on Sport and two high-speed machine code games - Footsall and Tennis. But thaf's not all. For quiz fans, full focliies are provided lor creating and

sning new quizzes or modiking hose supplied - and you don't need fo be a programmed

KOSMOS SOFTWARE LTD:
1 Pilgrima Cloga, Hadli ., DUMSTABLE, Bads. LUS &LX Db, conbost Lghining, Microdeol. Profeus of Thped
Tel. (D5255) 942
Plecse supply the foliowing programs for the BBCBlecton computer AL MBI I «...oomer s s S b P e e e et e e e
AMSWER BACK Sport @ 5008 L] ANSWER BACK Junior @ £9.05 [ ADOMSE
IDENTIFY EURCWPE G 5705 L] ANSWERBACK Senior @ §9.08 [ ] ommmmmmmnsmnsssssesss s POSICOOR woorirvens
Ordars ane nomally despatched within 28 hours KOSMOS SOFTWARE LTD. 1 Pilgrims Close, Horinglon, DUNSIABLE, Bads. LUS &LX Tel, (05255) 3942
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HELP! Take pity on an
inexperienced, eager adven-
turer!

{ have had my Electron far a
couple of months now and |
am fearning alf the time, but
one thing | cannat master is
adventires or o be precise
one adwventure (['ve only tried
anell.

Having had & go at an
adwenture of my cousin’s [
thought that adventures were
fun (though obviously not
easyl and | decided on getting
one, The ane | chose was
Program Power's Adventure.

Trouble is | cannot seem ta
get very far with it, in fact |
have come fo a dead end,

I have searched the forests
fand gor lost) and the cavern
fby typing in “Open Sesame"
but that's it. f seem to have
been everywhere, but § know |
have not, so0 where to now?

I have picked up a scarf, a
famp, a green frog (which
when killed turns inte a
princess and runs away, but
the princess cannot be fol-
lowed!], & wicker cage, a glass
slipper and oil.

The cemputer does not
understand WAVE so | have
tried rubbing everything but
the answer is NOTHING HAP-
PENS, except on the lamp
where the answer is NOTH-
ING HAPPENS HERE, which !
suspect means: ‘nothing will
happen here but it might
efsewhere’. Am | right?

By the way, I have
accasionally found the axe in
the forest but I am not always
successiul

So please, please, please
help me on my way. | just want
you to help me to get to the
next stage, find the next place
to go, please help me Merin, |

Micro Messa

£es

Help! Take pityon
a poor adventurer

amn thinking of chucking the
game gut! - Janny Tramlett,
Tadworth, Surrey,

® Merlin will be notified,
Jenny,

Complete
recovery

MANY thanks for Dave Robin-
s0n's superbh Recover program.
[Electron User, December). A5
& person prone to taping over
the end of saved programs |
was delighted to find that this
program could bring back
what was left of it and the
program could be resurrected,
It came in very useful anly
today when | taped over the
end of the Xmas Carol
pragram, which I am using as
part aof a compilation of
programs 'm sending to a
friend instead of a Christmas
card. — Graham MecCann,
Callander, Parthshire.

Joy — what
joy?

WITH reference to Micro
Messages in the August
edition of Electron User — “Joy
for First Byte interface owners

. can now use it with all
Acornsoft games...” This is

WHAT would you like to
see in future issues of
Electron User?

What tips have you
picked up that could
help other readers?

Now's here is your
opportunity to shara
your experiences.

Remember that these
are the pages that you
write yourselves. So

tear yourself away from
yvour Electron keyboard
and drop us a line,

The address is:

Micro Messages
Electron User
Europa House
68 Chester Road
Hazel Grove
Stockport

SK7 5NY.

Just not so!

't will not work with Chess,
Draughts, Reversi and so on, in
fact any game relying upon
aperation by the use af two
coardinates to indicate a
particular spot on the screen.

Can any genius suggest a
procadure that will so
operate? — J. Clawson,
Stauton.

® None of our resident geni
can come up with a program
that would work for every
occasion. Ovar to the readers,

Turning to
the Electron

YOU recently reviewed a copy
of Practical Programs for the
Electron by the Bishops, but
have you seen the cover?

Among the letters and
numbers there is distinctly of
DIVIDE += SIGNT

Surely everyone who uses a
computer knows that there is
no such sign, fust a | for divide.

Having ordered all the
back-copies of Electron User |
fave watched with interest the
carrespondence about not
being able fo get the top line of
text on television screens.

Readers may be interested
te hear my experience.

I recently bought a Philips
2006 and was very disappoin-
ted whenl too lost the top fine,
but | eontacted an engineer
who adjusted the set with no
trouble.

He dropped the picture area
down flow enough to get the
top line an, without showing
the teletext lines whan used
narmally.

It may be that more people
can do this withou! resorting
to programming techniques?

Efectron User seems (o he

growing up faster, especially
by including a review of the
Mushroom-Printer/User port
add-on,

I could not afford a BEC and
decided on the Eleciron, but
regret nat having any interfac-
ing facifities.

This interface gives the
chance of having the user-part
and affowing the computer to
control something,

I bought Bruce Smith's
book but f must admit, | find it
very difficuft to folflow.

I work in research, and
several colfeagues who have
family financial restrictions are
turning to and buying the
Electron.

We are not games players
and wani to learn serigus
pragramming and start doing
some interfacing.

I write to ask if you would
start a series on “Interfacing
with the Electron”, using say,
the user port as the Mushroom
unit,

This may give the more
techinically minded user a new
ingight into what tha Electron
can do. — C.M. Hawkes,
Runcorn, Cheshire.

® We hope to start an
interfacing series soon, but it
would be based on the Plus 1
interface.

Get down
to training

RECENTLY [ spent one week's
holiday at my cousin's, who
owns a BEC Micro. One of the
programs which he showed
me was ane which just played

well known [unes.

Maybe you could show how
this is done — transiating
written or staved music, into

L
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From Page 61

sound commands? It could
appear in your “noise and
music” feature,

Finally, in your request on
Micra Olympics, | am doing
guite abysmally. My best
event is the javelin, in which |
have thrown 87.95m.

[ have beaten my computer
at the 100m, three times, but
literally given up at the
1500m.

['m pathetic at all the
Jjumps, especially the fong
Jump {'m not telling my best).

I think it is an original game,

but isn't there a better way of
controlling the man than
banging the keys? | must
admit, | can’t think of one. — A,
Manning, Huddersfiald,
Yorks.
@ ltisimpossible to dowell at
the Olympics if you "bang’ the
keays. Use finger rather than
wrist movernent and quickly
tap the keys. Using this
method, the world record can
be beaten in all events.

As with the real Olympics,
plenty of training is necessary.
Good luck.

A jump
too far

! RECENTLY received a First
Byte joystick interface and a
Quickshat If joystick, | found
playing games much, much
easier but | later discovered
that Micro Qlympics is not
convertible.

Can you conwvert the pro-
gram by any other means
rather than using the conver-
sfon tape? If so how?

By the way, Micro Qlympics
is a britant game, but is it
actually possible to beat the
computer at the long jump? |
hawve tried time and time again,
bur without success. — Liam
Ruddock (aged 12).
® Micro Olympics is not
designed to be used with
joysticks, bacause as they are
all different it would have been
impossible to set a standard
far them.

If you run fast enough the
long jump (and all the other
evants) ara possible.

Don’t miss
out!

HAVING missad the Decem-
her edition of Electron User, |
think you should print the date
of publication for the coming
edition, as those of us with
steve-like memaories farget to

subscribe. - Jonathan
Mercer, South Woodham-
ferrers.

® You don't know what you
missed! But you can make
sure it doesn’t happen again
by turning to Page 47.

High-score
plea

{ MUST say how gratefu! | am
to Electron User. 1t has helped
my programming methods to
improve greatly. The magazine
caters for those who do not
have an ‘0" level in BBC Basic!

The VOU characters are
great but could you tell me
what happened to them in the
December issue, I am
mystified.

After reading the Claim to
Fame by Dawvid Thompson in
Micro Messages in December
issue, it has come to my
attention that a high-score
table would be 8 great idea.

' sure there’s hundreds
maore that agree with Dave and
1. Pleage, please add another
PAGE!

I can't really boast about my

high-seores but at least it'’s a
start.
Chuckie Egg .....336,400
Felix/Factory....... 14,300
Croaker.............. 14,360
Pangi..........cc..e.. 68,000
Twin Kingdom
Valley completed.. 1,024
Starship Command .. 480
How about using screen
phatographs as proof of high
score? — No name, but
address in Bridlington, East
Yorks.

Marks out
of ten

! MUST tell vou of the
excellent service | have re-
ceived since ! bought my
Electron in August.

I bought it from Micro
Power, | paid the standard
price of £18989, but also
received a cassefie recorder,
The package was delivered in
anly 36 hours.

However, | found that the
cassette player was faulty. |
returned it, and received a
replacemeant in only five days. |
would recommend Micro
Power to anyone.

I afso purchased a game by
Durell Software called Mine-
shaft - the game is superh,
please review it — from a shop
in Gloucestershire.

I had difficulty foading it
and returned it to Durell |
received a replacement also in
five days. | would like to thank
the company far their excellent

Micro Messages

service.

Could you please give
marks out of 10 for each game
for, say. graphics, sound and
50 an and include the price in
YOUr reviewss?

Keep up the good wark! -

Nigel Jacques, Lough-
borough, Leics.
@ The trouble with a score
table is that it's very hard to
get standardisation on the
scores. One man's 10 would
be another's 5 and so on. We
feel it's better to get a general
assessment of the game.

To change the subject, it's
nice to hear of good service.
All we usually hear about are
the complaints.

Elite
warning

A GRIM warning to fulure
buyers af Eiite for the Electron
who hawve seen it on the B8C
Micro and read the reviews.

It is not guite the same on
the Efectron.

! found that after saving my
credits, where | bought my
Galactic Hyperdrive, | could
not use it

There is no colour, less
enamy ships and it’s drastic
flashing.

Acornsoft’s spokesperson
said: “There are no plans at the
moment to debug the program
as the faults do not interfere
with the playing of the game™.
- D. Fiveash, Tolworth,
Surrey.

Comments from afar..

GREETINGS fram Swaziland.
First let me congratulate you
all for a most useful magazine
which really does assist the
first-timer, and especially
those of us who are a fittfe
longer in the tooth.

! bought my Electron after
the delivery hoo-ha in April
this year and on my return to
Swaziland [ decided to buy in
all copies of your magazine - a
most wise decision which has
allowed me to folfow feature
articles in seaguence &s a

training course.

Now fer one or two
comments. Could your book
reviewers please give fuller
details, such as the name of
the publisher and the ISEN?

There are no well-known
booksellers in the High Street
here in which to browse and by
the time Books fn Print
catches wup with a title the
details have been forgotten.

As to your listings — yes,
they do cause problems fram
time to time. although they are

better than other magazine
listings | have seen.

Needless to say, more, and
yet maore, educational pro-
grams would be my sugges-
tfons for the future.

May [ close by also than-
king vou for the prompt
delivery service — | may be
7,000 miles away, but the
December issue has been
tharoughly enjoyed.

My good wishes to all your
staff . — W.L. Roberts,
Mbabana, Swaziland.
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ARGADE, STRATEGY
& ADVENTURE

FOR BBG &
ELEGTRON

WARP 1...command a
federation starship...seek out a
fellow space captain who is lost

in space and boldly g: where
no man has gone before.
s ke no ofher game e plaped Deslors

sireen layout s escelbent - IT5 debleren
Ecion Lier
Srysh gaghcs and a splenchd hyper-
space deiply” Pop Comp Weekdy

BBC £7.95. Electron £7.95

ZORAKK the conqueror...a graphical
fantasy adventure in search of the lost
crown of ultimate darkness.
Trustafingly sddcive Sntegy pase
ublerly compuloee ™, befler than most of the Siralegy games

Evimlabie for the beeh” Personal O
BBC £7.95
Electron £7.95 Dragon £7.95

Mlil‘:? Xmas, SANTA...
arcade fun as Santa delivers
presents. Jump flying snowballs...
dodge falling icicles...avoid
hostile smowmen and eat and
drink as much as possible on
the way . Excellent full colour
action which can be enjoyed all
the year round.
BBC £7.95
48K Spectrum £5.95

Space Station ALPHA. &
a graphical space battle to save
the earth from invading cylons.

“Thyeg colers nd résiedc sunds Prnio
BBC £7.95. Electron £7.95

ULTRON...Super fast,
super smooth, ‘zap-em’ game,
blast the swarms of invading
aliens to reach the mother ship

...multi screen.
-BBC £7.95
Electron £7.95

WONGO...bounce

along the Great Wall of

- RN Sl China to diffuse sizzling

G W\ bombs avoiding arrows,

e A boulders and gremlins

£\ on the way. Illudllch;l:ruﬂuTn [y

e L S increasing in difficu ]

. - amf speed. N
BBC £7.95 Electron £7 95

Tl
: ey
Selected titles available from: : I\
John Menzies, . Harrods, l
Wildings, Granada TV and most : . -

good computer shops.

R & R comp. games.
Drakes and Tiger Distribution.

65 HIGH STREET, GOSFORTH,
TYNE & WEAR, NE3 4AA.

e
. ! _'fr

\ ' To order direct from us:
N Send cheque or P.0. payable
— to ICON or quote yaur

RN

Tel: (091) 2846966



FROM BRITAIN'S LEADING
« SOFTWARE H?USE.I:

% £6.95

T ;
A FANTASTIC NEW PROGRAM + a "

[ ]
ng :nnirnl; for reverse, _
(s or ruysh:k via ‘First .5

A7 FOR OUR NEW
{ PACKAGING AND




