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ADVANCED CONTROL PANEL
(20) M/B/E/C £30 ex VAT £34.50 inc VAT

AGP is a front end controd panel language providing a
sophisticated yet friendly interface between usar and
computer for access fo Languages. MOS functions and
the users own file utdity etc. Main features include pull
down windows, simple o change MOS configure, float-
ing point calculalor, file manager, SW ROM's facilities
(16K EPFROM & FULL MANUAL)

|15 very sasy tocreats an entine customised front end for
YOUT OWn Use." — Acorm Uiser, August 1957,

'ACP i3 much better than any of the other front end
systems |'ve seen.” - Acom User, August 1587

“I can recommend It to anyone who Wanis easy access io
the Eleciran's funclions.* - Electron User, August 1987

ACPs main leatures are:-

* Pyl down windows operate throughout

* Figating point calculatar

* Usars can creabe their own windows

* Filg managar

* Simple 1o change MOS-s configure options
* Flating point calculator

* Easy entry to other |anguagas

ADVANCED DISC TOOLKIT
{01} MBET E30 ax VAT F34.50 inc VAT

Any Acorn userincieding Masier, BBG B+, Electron, DFS,
1770 DFS, ADFS, 2nd & co-procassoss AC.P.'s BEST
SELLING product containing cver 30 commands inc.. -
powartul memory & disc editor, search memony/disc/
Dbasic, catalogue/funplug ROMS, load/run programs be

low page, automatic menu, file transier (inc. locked
cassafe files), ADFS utlls elc, eic (WS supert’,. . .
Database Pubs. - "A top-class toalkit - | have no hesila-
tion in recommending it. . . Acom User Nov. BB)

[16K EPROM & FULL MANUAL)

ADVANCED FILE MANAGER

The ultimate ‘front-end’ for ADFS and DES
includes:
Menu - infinitely expandable
Delate - deletes any number of files
Rename - rename multiple files using wildcards

Copy - extremely comprehensive file copier

Scrsen picturs shows AFM in Copy mode on Wasler Turbo

AFM follows the PRES ‘Master Plan’ of upwards
compatibility - it runs on Electron, BBC B, B+,
B+128, Mastar 128 and Compact, with Second/
Co-processors and Acorn-compatibile versions
of DFS & ADFS.

£25 ex VAT E£28.75 inc VAT

% % PRODUCT HIGHLIGHT * *

AP3 USERS . . . add 1770 DFS @ &E00 to
your AP3 interface with the AP4 mod. This
will provide:-

1) Dise filing with no loss of mamary ie.
PAGE stays at &E00, the same as the
TAPE filing system. (ADFS iis disabled
with *“NOADFS).

2) Allows easy access to files (il.e. View or
Viewsheet) that have come from a BBC
B or Master on DFS, especially if a 5.25"
drive iz connected.

3) Simple to fit, just two chips to be added.

4) Full instructions and DFS manual
supplied.

£21.74 ex VAT  £25.00 inc VAT

ADVANCED PLUS 1. . . The plus 1 is the
main expansion for the Electron as designed
and originally produced by Acom.

The only currently advertised addition o
the Electron that is a fully compatible
cased unit thal we can recommend for
future upgrades lLe. Disc upgrades auch
as AP3/AP4.

£50.00 axcl VAT; E57.50 inc VAT

ADVANCED PLUS 2
ROM

We feel this is one of the best, low cost,
additions we have produced for the Electron
& +1 user, aspaaaﬁr for Plus 3, AP3 & ABR

users.
£11.00 ex VAT; £12.65 inc VAT

ADVANCED PLUS 5

A unigue interface for those wanting the
Enmlgn;.lm axpansion from just one slot in the

£58.00 Ex VAT; £68.24 inc VAT

ADVANCED PLUS 6 . . . a fully buffered 6
RDM @xpansion module for Elactron

_ .00 excl VAT; £37.95 inc VAT

UPGRADE SERVICE for the original
Acorn Plus 1.to Advanced Plus 1 and APE.

£40.00 excl VAT; £46.00 inc VAT

ADVANCED PLUS 7
An internal battery-backed RAM upgrade for
the Advanced Plus 6.
£39.50 ex VAT; £45.42 Inc VAT

ADVANCED RDH ADAPTER 2

An Acom app containing a
card with paaal ‘zero’ E sockets.
£13.00 excl VAT; £14.95 inc VAT

THE ADVANCED PLUS
IMKI

The anly fully compatible disc upgrade run-
ning Acorn's own filing system.
COMPLETE PACKAGE ONLY
£129 excl VAT; £148.35 Inc VAT

ADVANCED ELECTRON DFS Esa
114) EshSh) 1738 an VAT £19.99 inc VAT

An allernative 1o 1he OFS an rom for Plus 3 and ABA users. This
FSis RAM (A8R)

T
The DFS is
rom disc.

ADVANCED ELECTROMN DF8
[os) &f 7100 ax VAT 3415 inc WAT
Eleciron & Plus 3 users. in BBC compatibility by add
lm'udeht.'h'ml‘.FEﬂT?ﬂ-IDFE] this bs the sama dis: fling
syubern gupplad with the BBC Bs. Now you can produce and
access (compatible) BBC disc based software. We canalso supply
525 disc drives to add 1o your Plus 3 (inc. 2nd. drive adaj arj
‘ACP has produced another superh ROM for the Electron®,
Eleciron Usar Feb "B6
-luppludnnwk EPFLOM « DFS MANLAL)

l.D\‘llIGEII DISC 1II'JESTE&TOH
E25 ax VAT E28.TS Inc VAT
WIM ity o standard & non-standard discs.
olecied discs, edd any type of non-standard disc,
fauly tracke. creals new disc i copy 4
track discs fo B0 irack discs. veriy fwa nor-standand discs.
AD| featuresan campnetsers ive secion sdilor, and one
o the fimest | 've seen”. . . on
(supplied on 16K EPROM + manusl)

ADVANCED 1770 DFS

3 versions ADM/G(11) - ADB(12) ADE (13)
£30.00 ex VAT £34.50 ine VAT

ACP have totally re-writien the Acorm 1770 DFS, enhanc-
ing existing features & adding new ones. The msult|s a
very fast and powerful disc filing system with the ability
to cperate in double density occupying both sides of a
disc (B40K). Automatic file relocation, improved file
handiing, 62 file catalogue and Sways RAM can be wsed
as a fast RAM DISC.

(16K EPROM + comprehensive manual)

ADFS VERSION 1.1
Suitable for existing Plus 3 or A.P.4 users,
£14.95 ex VAT; £17.19 Inc VAT
ADFS EDD@
For Electron users with either Plus 3or A.P.4
and 32k of S/'W RAM i.e. ABR.
£14.95 ex VAT; E17.19 inc VAT
5.25" ADFS :manual avail, wp)rtﬂ .00 ex
VAT; £16.10 inc VA
5.25" DFS (2 discs+ADFS manual) £19.00
ex VAT; £21.85 Inc VAT
AP4 MOD i
This converts an AP3 to an AP34 (ie.
DFSEQO) supplied as a two chip set, full
documentation and fitting instructions.
£21.74 ex VAT. £25.00 inc. VAT

** USER PORT *
A low cost unit for those who just require a
user port interface.
£19.99 ax VAT; £22.95 inc VAT

gD‘JAHEED BATTEH‘I’-EI.{:I{EI‘.‘I ‘FI.ILIlmI
standard Acom a cartridge but
containing 32k (2 x 1&} of sideways RAM,
inc. Software Protect Facility.

£39.00 excl VAT; £44.85 incl VAT




Inyadars
Jet Power Jack
Kiliar Gorila

Croalkoe
Falix in the
Faciory

Falix and the Fruit  Rubbia Trouble Moonraidar
Wonstars
T Mine

3.5"£9.90 ex VAT sach velumae; £11.49 inc VAT
5.25"£8.99 ax VAT sach voluma, £10.34 inc VAT

NEW TITLES AVAILABLE

PRES/SUPERIOR SOFTWARE

ADVANCED
GAMES
COMPENDIUMS
3.5° ADFS — OTHER TiTLESFORMATS TO BE AVAILABLE

Vol. IV
Arcadars Mansters
Wginors Owak
Eroaker Video s Revenge
Magic Mushmooms Bughlagier
Val. v
Cosmic Camourflage
Guardian
Stranded
Consteilation
Val. Wi
World Geagraghy
Alen Dropout
Frull Machire Centibug
Imaders Pesty Penguin
3.5 £0.99 ez VAT sach voluma; £11.40 inc VAT

for details on other new titles: still to coma!!

595 Twin GlftPack ..o .o
DISC DRIVES
Ex VAT

Cumana 5.25" dbl/sided 40/80
rack, switchable, inc. psu. ..... £113. un

Cumana 525" single/sided
40 track, NG, PSU. .....ocoeecrannne £112.17

PRES Spacial 3.5 double
sided BD frack, inc. psu. ............ £78.00

e Fomorn word T e
@ s0ft wo
and Plus 1. Inc. full documentation

the Acornsoft spreadsheet for the Electron
and Plus 1. Inc. full documentation. ..........
:‘Iﬂiﬂl VIEWSHEET

m“m
*special prica®, ...

Please send order to:- a3

(Mail ordar only)

All our prices include
UK delivery & VAT
Subject 1o availability

BN =

firn avent of any quary-
Pl include your lal. na )

Cradit Card No.: ....... A L i e e :

PRES POLICY

. To provide the best possible service & assistance 1o users.
. Supply Acom based or Acom compatible products & 1o anable upward compati-

mrgr wharever possible.

ovide lesied products with special attention to quality of design, compaonents
mmtaush r.hoquas & credit card recsipls whan we Know we can supply the

nmds- ordered

DATABASE PUBLICATIONS

Mow exclusively on 3.5 Disc
Elut:tmnnl.lmr Jan 88-Jan 90 monthly discs

Magic Sword
10 Best Educational Val. | .......
10 Best Educational Vol. Il ......

Classic Card & Board Games Vol |
Classic Card & Board Games Vol. Il ...............
EL. thI'It‘H'f Disc r.untimnu Printer

525' Dm

SUPERIOR
SOFTWARE
EXCLUSIVE

ONLY AVAILABLE THROUGH PRES
LOW INTRODUCTORY PRICES ON DISCS
5.25% versions £6.95
35" versions £7.95

525"
DFS
Life of Replon
Spellbinder
Bonecruncher
Elinir
Play It Again Sam
(Contains Citadel, Thrust,
Strikers Run, Ravenskull)
Palaca of Magic
Superior Cod. Viol. 3
{Contains Synchron, Repton,
Repton |l Karate Combat,
Deathstar, Smash & Grab &
Overdrive)
Codename Droid
Crazy Rider

DISC INTERFACES
{Plus One required)
AP3INTERFACE: Az supplied with AP3 package.

Price £52.00 ex VAT £59.80 inc VAT
AP4 INTERFACE: A fully Acorn compatible disc
interface.

Price £60.83 ex VAT £69.95 Inc VAT
AP34 IITE!FA.CE Gat the best of bath filing
systems.

P'liu :H.Eﬁ ex VAT £79.98 inc VAT

.LTD., PO. Box 319, LightWater, Surrey, GU18 5PW. Tel: 02

SPECIAL PACKAGE PRICES
Ex VAT Inc VAT

AP1 +AP3 ........E165.00 £189.75

AP1 +APE ... ETfT.00 EBRSS

ABR + 35

ADFSED® ... .. F4865 £5595

ABR + 5.25°

ADFSEDD .........F4605 £53.90

ABR + 5.25°

DFS (ADFS EB@) ...£51.00 £58.65

APS + Music 5000 £152.17 £175.00

APT + 35"

ADFSEB@ .......Fr4952 ©56.95

APT + 5.25"

ADFSEP@ ...  T4B65 £5595

APT +5.25" DF5

(ADFS EB) ........£5213 £5095

AP4 + CS400 ... .E147 78 £169.95

AP1 + AP4

+CS400............. . .E189.00 £217.35

ACCESSORIES

ELECTRON POWER SWITCH
E3.96 ex VAT; £4.55 inc VAT

AP3 2nd DRIVE LEAD
£5.96 ex VAT; £6.85 inc VAT

PLUS 3 2nd DRIVE ADAPTOR
£6.91 ex VAT; £7.95 inc VAT

Panasonic KX-P1081 Printer
Ribbon
£5.50 ex VAT; £6.32 Inc VAT

A.D.F.S Guide Manual £5.00

ADVENTURE GAMES ON DISC
IIE“EDFSM-:\MM
Disc; £7.99 inc VAT per

PRINTER
Panasonic Matrix with NLQ
£155.65 ex VAT £179.00 inc VAT

NEW PRODUCT
ADVAMCED BASIC EDITDR+
"Itis pro the most powerful software toj
be released for the Acom Eleciron for 2 long
fime. | can full:.r rmmmund this most wseful

Cartridge: ﬂq;ﬁ VAT, gﬂ!ll imc VAT
Module: £24.95 ex VAT; E28.59 inc VAT

“NEW" PACKAGE PRICE
MUSIC 5000 and
Mew 1MHz Bus Cariridge

£99.00 (ex VAT); £113.85 {inc VAT)

NEW 1{MHz Bus Cartridge NEW
£19.99 ax VAT; £22.99 inc VAT

76 72046 (Z4 hr). Fax: 0276 51427

I ant.bcsa- pa:.rmam I‘nr E ................................................
N A T e
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Packed full of some of the best
edugational games from the
pages of Electron User,

the new Ten of the Best
Educational Games is

the ideal way for your

children to learn about

maths, spelling, anagrams,
telling the time, general
knowledge, and even the
rudiments of running a business!

specially compiled by the Electron User

team to give a good grounding.in all aspects

of learning, and at the very special price of only

£5.95 on tape, or £6.95 on 3.5in disc, this sollection

is a treat you and your children cannot afford to miss!

Give your children hours of fun, and help them to
learn the easy way by ordering your copy today.

THE PROGRAMS

Company Count — Work
your way up through the
company starting off as a
messenger, and ending up
as president!

Hungry Harry — Find out
what it's like to be an assis-
tant in a busy shop. Can you
work out the correct change
to give the customers?

Lemonade Stall = Try your
hand at er'r'nng a lemon-
ade stall at a popular
seaside resort.

Dozer Disorder — Fill in the

missing letters after they are
bulldozed into a pit

Crocodile = Unscramble the
letters of a word before the
crocodile gets you.

Snail Trail — See how good
you are at general know
ledge in this trivia quiz

Hiss — Improve your spelling
by guiding a snake round
the garden eating up words
in the right letter order.

Maths  Fun Test your
powers of mental arith-
metic.

Odd One Out - Pick the
object that doesn’t fit from
the list of five.

Yule Spell — Guess the
hidden word or you'll lose
your Christmas presents!

ONLY £5.95

Order your copy
today, using the
form on Page 45




6 News

All the latest developments in the world of
the Electron. Plus the latest Gallup chart.

8 Tetron

This Electron arcade conversion, based
on a popular game from behind the lron
Curtain, will really test your reflexes.

1 0 Pendragon

Our resident adventure wizard provides a
hast of hints, tips and clues to popular
adventures.

18 Addenda

A puzzling brain teaser to improve
powers of logic and mental arithmetic

2 1 Time Warp

Barry Woods disappears in a puff of
smoke and reappears in April 1984,
reporting on the Electron market of
gix years ago.

22 Speed up

If you suffer from sluggish machine code

routines, here's hints and tips to speed

up your programs.

cover Stmt

14 Perplexity

This latest Superior smash hit arcade game,
plus a new adventure game called simply
ft's Magic, get a thorough workout

2 4 Squeeze

Crush big graphic screens with ease
using these powerful Basic and machine
code utilities.

28 ux

Lots of tricks, tips and technigues for
programming the biggest chip on the
Electron’s circuit board,

3 0 Case

Adding new commands to BBC Basic is
easy, as this simple utility to add CASE
admirably shows.

3 7 Arcade Comner

A solution to Ravenskuil's level two,
passwords to Orbital and Qwak, plus
help with Codename: Droid.

41 Micro Messages

A selection of the many lively and interest-
ing letters from our everbulging mailbag.

Bmm.l TNIE 4NR im?ﬂﬂ i

430422,

Printed by Cariisle Web Offset
Elanhin Liier la an lseparose? foblicasion.

Asrm Cormpsters LI, i ot responsitie for any
of the abrias i e Seue oF o Ay oF T

whole or in part without written per-

mmmhmm'
whmmhm
or liatings.

Databina Publications is a
divislon of Evroprass Lid.

Back to
school

10 educational games for
the Electron for just

£5.95

Order on Page 45
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The sure-fire way to win Dea! brings

conversions - write in

GAMES players should fight
for the right to have more big
titles released on the
Electron. Their best chance
of success is to present a
united front and lobby the
huge software houses.

That's the advice of top
BBC/Electron programmer
Pater Scott who numbers
Last NMinja 1 and: 2,
Barbarian 1 and 2, Predator
and Ballistix among his pop-
ular Electron conversions.

He has added his techni-
cal weight and knowledge of
the market to the growing
number of readers who have
bombarded the Electron
Liser mailbag with demands
for more big game conver-
sions.

“| have very strong opin-
ions on this topic®, said
Peter. "Games such as
Robocop, Dragon MNinja,
Outrun, Ghostbusters I,
Strider and New Zealand
Story could easily be con-
verted to the Acorn
machines. Believe ma, if
Last Ninja 2 could be con-
verted, almost anything
can’”.

While accepting that some
technical compromises have
to be made, Peter says they
do not substantially modify
the games so there are few
obstacles. Much of Peter's

work has been done through
Superior Software which is
onea of the few software
houses still committed to
providing good programs for
the Electron.

“The attitude of the big
software houses is the prab-
lem", added Peater. “They
don't seem to realise that by
supplying Superior or any
other company with a disc, a
cheat and very little else,
they can make a lot of extra
maney. In the case of Last
Ninja, this was 20,000+
copies worth of extra rev-
enue. All the companies that

have agreed to BBC Micro
and Electron conversions
are happy with the results as
are the users who buy these
games in their thousands.

“| urge Electron owners to
write to companies like US
Gold and Ocean and ask

them to give someone the -

rights to produce their
games. Only if they receive
literally hundreds of letters
will they react. One 15p
stamp and five minutes of
your time is a small price to
pay for continued software
and hardware support for
your machina”,

Going down for the second time

AS well as shrinking the price
Electron owners have to pay
for their games, the two |atest
offerings from budget label
Blue Ribbon (0302 321134)
also shrink the size of the
games' heroes.

Elixir features Cyril, propri-
etor of a busy chemists shop.
Tired after a hard day, he
mistakenly drinks a liquid

which shrinks him to the size
of an asprin bottle.

In the second title, Palace
of Magic, the player is one of
the world's very nice people
which upsets all-powertul
wizard Caldeti. As a punish-
ment, the player is shrunk to
the size of a dwarf and ban-
ished to the Palace of Magic.

Both games cost £2.99.

Don’t forget to oil it

ARE you fond of your Electron? If so, you can now have

it committed to canvass. David -Phillips of Abstract Art
Foundation is offering to do oil paintings of computers
for their owners for around £60.

How an Electron is serving youth

P games
from France

{ELECTRON users will soon
be reaping the benefits of a
computer version of
Entente Cordiale.

Disillusioned with the
shoot-'em-ups and car rac-
ing games on which many
UK games houses currently
dwell, Steve Hanson of
Superior Software (0625|
58585) has looked across
the Channel to sign a
licensing agreement with
|French software house
Infogrames.

It will bring Electron con-
versions of top selling Atari
ST and Amiga packages
Hostages and Sim City
from the Lyon-based com-|
pany, which is making ftsalf |
a name for producing origi-
nal games,

In Hostages, the player
has to formulate a plan of
action then storm an
|embassy to rescue
hostage held by terrorists.
Sim City is described as “a
pacifist Populous”, including
the creation of a city but
without the warfare.

Steve hopes it will lead to
further Infogrames fitles like
Captain Blood and Tin Tin
being available for Electron
conversion. “These original
titles make a welcome
change from the shoot-"em-
{ups and car racing games ", |

ha said. -!

TWO youth centres in Kent cater for
1,300 youngsters from more than 20
villages on The Weald. The huge tasks
of collating membership, providing
youngsters with the activites they want
and making sure all the catchment area
is covered have now been taken over
| by an Electron.

The Area Youth Warker for Kent
| County Council, Rick Kirby, has respon-
sibility for the two Youth Wings based at
Mascalls School, Paddock Wood and
Angley School, Cranbrook.

“We need to ensure that all the vil-

lages in our area are adequatley cov-
ared and that we are giving our mem-
bers the activities they want”, Rick told
Electron User. “We also have the situa-
tion where we need the details of
youngsters who turn up but have forgot-
ten their membership cards”,

To solve these problems, Rick
teamed up his 64k Electron with
Rombox Plus |, Pegasus 400 disc drive
and Amstrad DMP2000 printer. He has
constructed a special database of
members including their interests, date
of birth and address. This is immediate-

& ELECTRON USER Apri 1350

ly available when membership cards
are forgotten and is used on a long
term basis to structure future activities
which cover a wide range of sports and I
courses, 5

“At present the Electron is only used |
in an adiministrative capacity but we
hope to extend this into market
research and to allow members to use |
it to improve their computer skills", said
Rick.

‘| started using the Electron because
it is a simple machine with BBC Basic
which does the jobs we want”,




SOFTWARE CHART

THIS LAST TITLE
MONTH MONTH (Software House) COMMENTS PRICE
Back at the top again for this one. It's a shame about
2 PAPEHBOY the ficker and slow speed — get a turbo for faster 2 99
Encore arcade action. .
Also returning to the top of the charis is another in a
EOMMAHDO lang line of Rambao type kill-'em-alls. Will you survive 2 99
ncore long enough? .
Your angelic presence must strike to make the
4 SUBWA? VIGILANTE underground safe. A hack and slash martial arts 2 99
PFHFEFS game offering little out of the ordinary. .
Good graphics added to a very playable game. plus
5 "IOE BLADE 2 puzzle screens give this staying power. Designed to 1 99
PIE]?'EFS test the little grey cells. .
Mext in the generation of Superior/Blue Ribbon
. PALAC? OF MAGIC releazes. Reminiscent of Citadel but still worth the 2 99
Blue Ribbon maney and very enjoyable. .
Audiogenic's oldie has returned to the charis. Copies
¢ LAST OF THE FREE are few and far between these days so seek it out. A 7 95
AUﬂIﬂgEﬂlC must for a collector. u
N For the more villaingus; this game allows you to don
. COPS _N HOBBERS the striped shirt and swag bag. Dispatch the cops 1 99
Atlantis and escape with the booty. .
| Re-released by Alternative, originally on the Aardvark
. FRAK' abel in the early 1980s. It says something for its 1 99
Alternative guality that it's still selling. L
if you missed them first time round here are Lite of
.' PLAY IT AGAIN SﬂM 9 Repton, Steve Davis Snooker, Spycat and the g 95
SUPEF.I'DI" premiere of Camelot. .
CDDENAME: DHDID Stryker's fresh from his last adventure, and here is

O

20

oo Rondoo©oNnon 6N =

—
~

© ® ® o o o

Blue Ribbon

FOOTBALL MANAGER
Addictive

STRIKE FORCE HARRIER
Alternative

YIE AR KUNG FU

Hit Squad

CRICKET

Bugbyte

FOOTBALLER OFTHE YEAR
Gremilin Graphics
STRYKER'S RUN

Blue Ribbon

GRID IRON

Top Ten

JOE BLADE

Players

HOPPER
Acornsoft

' STORMCYCLE

Atlantis

the sequel. An ingenious and devilish reworking of
the onginal game.

S0 you think you could do better than some of the
managers in the league at present? Here's your
chance to prove it.

Mice 1o sae this one again — reasanably realistic flight
simulator with the Harrier feel on take-off and landing,
plus usual controls and functions.

A martial arts game to which all others are compared.
Buy it and you will see what some of the more recent
efforts are lacking.

After England’'s opening performance in the Weast
Indies, you may be inclined to try a little fast bowling
yourself. A difficult game to simulate.

Tie up your boots and see if you qualify. Have you the
skills and determination to win through? Mot a bad
effort.

One you really must have if you missed it first time
around. Buy it as a sequel or for 15 own sake, you
won't be disappointed.

Fed up with European-style football? Then try the
American version. You will find more strategy and
thought are called for.

The original adventure for the community-conscious
Joe. Shows how effective two-colour graphics can
be. An excellent arcade action adventure.

Another oldie from the Acom stable. Probably better
value as a budget game, but a classic to add to any
gamester’s collection,

Save Earth from imminent invasion and disaster by
finding five diodes, killing the enemy and beating the
clock. Easy when you know how,

2.99
2.99
2.99
2.99
2.99
9.95
2.99
2.99
1.99
9.99
1.99
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Eastern block pile-up

' Neatly stack the falling
| blocks to succeed in
Anthony Houghton’s

fast-paceq arcade game

ASED on a popular arcade game that

has its roots firmly planted behind
the Iron Curtain, Tetron is a simple game,
but ane which is extremely addictive. It
requires quick reactions, the ability to plan
ahead and nerves of steel. If you think you
have these qualities then read on...

When the game starts a wide necked bot-
tle will be drawn on screen. One at a time,
different shaped blocks will begin to fall
down the screen into the bottle. Your task is
to stack wp the blocks into as neat a pile as
possible without leaving gaps or holes.

Quickly examine each block's shape as
00N as it appears at the top of the screen. If
a block looks as if it won't fit very well use

10 REM TETROM
20 REM by A. Houghton
30 REM €c) Electron User
&0 ON ERROR MODE &:REPORT:PRIN
T" at line ";ERL:END
50 *FX229.1
60 ENVELOPE 1,1,50,-20,10,4,10
(10,126,0,0,-126,126,12¢6
70 VU 23,224,56,69,65,57,5,69
#56,0
80 YOU 23,225,227,20,4,4,4,20,
27,0
S0 VbU 23,226,207,60,40,47,42,
&1,200,0
100 o 23,227,62,160,160,560,32
,32,150,0
110 DIM HWS(9), HSX(9):FOR MY=0
TO F:HNE(NE)="Tony":NEXT
120 FOR MX=1 TO 9:HSX(NI)=EA00-
E100*NX :NEXT:H5L(0)=81000
130 PROCassem
140 WOPE 5:¥DU 23,1,0;0;0:0;
150 REPEAT:PROCtitle:IF INKEY-9
9 UNTIL TRUE ELSE PROCtable:PROCWK
ait:UNTIL IMKEY-99
160 PROCskiLL
170 'score=0:PROCscreen
180 Tspeed=235:%rate=7diff:CALL
main
190 COLOUR 128:COLOUR 2:PRINT T
ABCT, 20D GAMETTABCIS, 20)"OVER":TI
ME=O:REPEAT UNTIL TIME>400
200 IF 'score*HSE(9) PROCenter:
GOTO 220
210 PROCtable
220 PROCwait:zIF INKEY-99 GOTO 1
60 ELSE 60TO 150
230 PEF PROCenter
240 SY=0:REPEAT:SI=5%+1;UNTIL H
ST(SE-1)<!scora:SE=5%=-1 .
250 IF 5%<9 PROCshift
260 HNS(SE)="":HS¥(5%)=!score
270 PROCtable:vDU 23,;1,1:0:0:0;
31,170,554 247:FOR WE=0 T 3:vbU 19
NENE;0; :MEXT:COLOUR 2

the Return key to turn it around then Z and X
to move it left or right to the best position.

If there is an unbroken row of blocks in
the bottom of the bottle that row will disinte-
grate and the blocks above will drop down
to fill the gap. So by carefull stacking and
making complete rows the bottle will never
become full - that's the theory, anyway.

In fact, panic usually sets in, the controls
are often fumbled and you simply can't
decide quickly enough how best to fit in a
naw block. It's frustrating and very addic-
tiva.

There are five skill levels, but the differ-
ence between the hardest and easiest isn't
that great. More points are gained on the
most difficult level.

CONTROLS
Fi Left

X Rig
Retwurn Rotate block

290 AZ=0:x¥=0:¥%=k52:185200=820
095280: 785204=126:CALL BFFF

300 HNS(SX)=3E5280:vDU 23,1,0;0
;0;0;:ENDPROC

310 DEF PROCshift:FOR MX=8 TD §
ISTEP -1

T20 HNSCMX+1)=HNS(ME) dHSE(ME+1)
=HSL(MY) :NEXT :ENDPROC

330 BEF PROCscreen:FOR NX=0 TO
J:V0U 19,M%,0:0; :MEXT:CLS

340 CALL tetron

350 GCOL 0,3:MOVE 444, B28

360 DRAW &L44,60:DRAW B32,80:DRA
¥ B32,828

370 DRAW B48,B28:DRAM B48,700:D
RAW 60,700

380 DRAW B6O,32:DRAM 414,32:DRA
W 416,700

390 DRAW 428,700:DRAN 428, 828:0
BANW k4,828

400 5¥=!score:!score=HSX(0):PRO
Cwindow(1):COLOUR 129: COLOUR 2:PR
INT TABC1,10)"HIGH"

410 's=B6500:CALL high:'score=3
I

420 PROCwindowt15):vpU 31,15,10
#228,225,226,227:CALL prscr

&30 FOR NX=0 TO 3:¥bU 19, NX NE;
0;:MEXT

&40 ENDPROC

450 DEF PROCwindow(X%):topl=T04
:butzlﬁlﬁlleft3=lz*ﬁﬁ—5:fight2=tl
ETYRLT

460 VDU 18,0,129,24, Lleftd;botd;
righty;topl; 16,26

47D MOVE LeftX-B,topR+B:DRAN ri
ght¥+8, top¥i+d

4E0 MOVE rightX+14,topT+&: DRAW
rightX+16,botX=-&

490 WOVE right¥+B, botI-B:0RAW |
efti=8,boti-8

300 MOVE Lefti-18,boti-4zDRAW |
efti-14,topi+d

510 EMDPROC

520 DEF PROCtable:FOR Ni=0 To 3
(VDU 19 NE0;:0; :MEXT

330 COLOUR 12B:CLS:CALL tetron
540 FOR MX=D TO 9:COLOUR 1:1IF N
4=9 PRINT TABLD,25)"10 "; ELSE PR
INT TABCT NE*2+7):NX+1" ",
550 COLOUR 3:PRINT RIGHTS(=DO00
“+STRE"HSLIND), 50D =;
560 COLOUR 2:PRINT HMS(NI):MEXT
ENDPROC
570 DEF PROCwait:COLOUR 1:PRINT
TABLD,313"Press SPACE to play";
580 FOR MX=0 TO 3:vou 19 N1, NY;
Q; :NEXT:TINE=0:REPEAT UNTIL TIME>
1200 OR INKEY-%9:ENDPROC
590 DEF PROCtitLezFOR NiI=0 To 3
(VDU 19, M, 0;0;:NEXT:COLOUR 128;C
LS:CALL tetrom
400 COLOUR Z:PRINT TAB(D,5)" Ma
nipulate the™ ""falling shapes to
“**"form solid rows,""'""which dis
integrate,""'“allowing everything

€10 PRINT'"above to fall down."
"' §top the pile from"''*reachin
g the top.”''" Higher skill level
"!'“neans higher score."

620 COLOUR 3:PRINT'TABCS)"KEYS™
TAB(5)"====""TAB(5)"1 - Left"'TAB
(5)"X - Right"'"RETURN - Ratate"

630 PROCwait:ENDPROC

640 DEF PROCskilL:FOR NI=D TO 3
(VDU 19, NE,0;0;:NEXT: COLOUR 128:C
LS

650 CALL tetron

660 COLOUR 3:PRINT TAB(Z,10)"En
ter Skill Lewel™''"™ (1sEasy .. 5=
Hard)"

670 PRINT®"'*"Level:";:FOR NI=D

TO 3:WOU 19, NX,N%;0;:NEXT
690 REPEAT:AS=GETS:UNTIL AS>"Q"
AND AS<"6%:PRINT A%

TO0 ?skill=VAL AS:?hold=6-Tskil
L:?diff=50%7hold

710 TIME=0:REPEAT UNTIL TIMEs10
0:ENDPROC

720 DEF PROCassem:TEDO0=840

T30 RESTORE 1930

740 FOR NX=8900.To 2937 STEP &:
READ AS:INY=EVAL("&"+A%):MEXT

750 FOR NX=&DB0 TO BDET STEP &:
READ AS:'MY=EVALC"E"+A%):NEXT

TE0 FOR NX=E940 TO BAGD STEP 14
*READ A%

TT0 FOR AX=1 TO 16:IF MIDSCAS,A
1,00="1" NITCAX-1)=8FF ELSE WL1(a
I=1)=0

TBO NEXT:NEXT

790 DIM addressl 19,addreszh 19
sorient T

800 FOR NX=0 TO 18:AY=E940+14%N
hiaddressLINi=AY MOD 256:addressh
TNE=AY DIV 256:MEXT

810 FOR WX=0 TO &:READ crient?N
T:NEXT

820 DIN ctabl 25,ctabh 25

B30 FOR MX=0 TO 24:AT=BSFDE+NL*
E160:ctablINI=AYMOD256: ctabhINL=A
ADIN2SGINEXT

840 DIMcolr 7:FORNE=0TOA:READNY
Tealr:MEXT

850 AX=85000:FORNI=1T04E :READAS
tFORMI=1T06: TAL=VAL(MIDSCAS, ML, 1)
DiAR=AL#1:MEXT,

860 s=B70:d=872:chadr=ET4:shadr
2=k76

B70 IFINKEY=256=1 timer=R29F EL
SEtimer=42A0

8E0 DIMQX2000:FORP=0TO2STEP2:PY
=Q4:[OFTP

B90 .cale:THA:ASLA:ASLA:ASLA:CL
C:ADCctabl, Y:STAs:LDActabh, Y ADCH
0:5TAs#1:RTS
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S00 .print:LDY#T:.L:LDACA),Y:ED
R{s),Y:5TACs), Y:DEY:BPLL:RTS
910 .cx:BRE:.cy:BRE: . ty:BRK:.pt
riBRK y
920 .prahape:LDXx:LDYy:STYty:LD
Acolour:ASLAZASLA: ASLA:STAD: LDAKY?
15Thd+1
930 LDABO:STAptr:LDAB&:STACY:.L
1:LBA#G:SThex
940 .LZ:LDYptr:LbA(shadr),Y:BEQ
blank:LbYty:dSRcale:)SRprint
950 .blankzINX:INCptr:DECcx:BNE
L2
960 BEX:DEX:DEX:DEX
970 INCEY:DECcy:BNEL1:RTS
980 .shape:BRK:.colour:BRK:.rot
tBRK: .x:BRK:.y:BRK:.rotl:ERK
990 .appeariLDART:STAEZA:LDAA0:
STARZB:STARZC: STARZD : JSREAF1Z:DEL
EZA:LDARZA:STAcoLour
1000 TAY:LDAcolr,Y:STAShape:TAY
1010 LbAaddressl,Y:5TAshadr:LDAa
ddressh,Y:5TAshadr+1
1020 LBAXD:STArot:LDARG:STAX:LDA
#:5TAy
1030 LbYcolour:LbAorient, Y:5TAre
tL:INPprshape
1040 .key:LOYH#EFF:LDAREET:JSREFF
Fh:TYAIRTS
1050 .manipulate:LDXAGBE: J5Rkey:
BEQntrot
1060 LoYrot:INYzCPYrotl:ENEincro
tiLDYHO
1070 .Ancrot:5TY¥trot:Lb¥eolour:L
BAcolr,Y:CLC:ADCtrot:STAEshD
1080 TAY:LDKaddressl, Y:STAshadrg
:LbAaddressh,¥:STAshadrd+1:LbAx:3
TAX2:LDAy:STAy2: JSRcomplexn:LDAsty
ck:BMERtright
1090 LOAshadr2:5TAshadr: LDAshadr
2+1:5TAshadr+1:LOAtshp:STAshape:L
DAtrot:STArot: JNPprshape
1:Uﬂ ntrat:LOXFEYE: J5Rkey: BEUnt
Left
1110 LDXA:PEX:STAXZ: JNFRave
1120 .ntleft:LOXERBD:JSRkey:BEAN
tright [
1130 LOXxzINX:STNxZ
1140 .mowe;LBAY:5TAyZ:LDAshadr:5
Thshadr2:LOAshadr+1:5TAshadri+!:)
SReomplex:LbAstuck:BNEntright
1150 LDKxZ:5TAx
1160 .ntright:IMPprshape
TIT0 . trot:=BRK:.tshp:BRK:.x2:BRK
LL.y2iBRE
1180 .test:JSRcalc:LbYRO0:LDA(S),
Y:RTS 5
1190 .delay:5TXspecial:JSREFFED:
LbXspecial:RTS:.special :BRE
1200 .flag:BRK:.flagl:BRK:.flag?
1BRE
1210 .row:LBANBFF:STAfLagl:STATL
B8g2:STYty:LDXED
1220 .L:LDYty:J5Rtest:BEQemnty:L
DAKD:STAfLagT:dMPfull
1230 .empty:LDARBD:STAfLag2
1260 .full:INX:CPX#15:BNEL
1250 LpAflagl:BEGnrem: LOARERD ST
Aflag:RTS
1260 .nrem:LDAflagZ :BEAnrfu:LDAK
BFF:STAflan:RTS
1270 nrfu;LDAKD:STAfLlag:RTS
1280 .stuck:BRK
1290 .fall:LOXx:STXx2:LOYysINY:S
TYy2:LbAshadr:5TAshadrZ:LBAshadr+
1:5Thshadr+1:)5Rcomplex
1300 LbAstuck:BNEndown:INCy:.ndo
wn:RTS
1310 .complex:LDAKD:STAfLagl:LOA
NEFF:STAstuck
1320 LDAS&:SThey:CLC:LDYy2: INY:1

NY:INY:STYty:LOAS15:5TAptr

1330 (L1:LDARS:STACK:LDNX2: INX: D
NX:INX

1340 .LZ:L0YptriLDACshadrd),Y:BE
fnext

1350 LoYty:J5Rtest:BEAnext:RTS
1360 .next:DECPptr:DEN:DECcx:BNEL
£

1370 DECty:DECCY:BMELY

1380 LOABO:STAstuck:RTS

1390 .pile:LDY¥23:5T LY

1400 . L:LbYty:JSRrow: CAPREF:BNE
ncolps:dSReollapse: JAPL

1610 .ncolps:CNPERBO:BNEnss:LbAS
D:5TAdead:RTS

1420 .nss:DECty:LbAty:CHPH3:BNEL
(LDAKEFF:5Thdead:RTS

14530 .dead:BRK

1460 .mask:BRK

1450 .collapse:LDANETF:STAmask
1460 L1:LDABD:SThey:LDAE19: JSRE
FFF&

1470 .12:LDXB3:LDYty:  5Rcale
1480 LDX#12:LbYcy

1490 .L3:LbACs), Y:ANDRask:5TACS)
Y

#

1500 LbAs:CLC:ADCES:STAS:LDASH];
ADCHO:5TAs+1

1510 DEX:BMEL3

1520 INCey:LDAcy:CNPEE:BHEL?Z
1530 LbAmask:LSRmask:BNELT
ulSﬁE LBAty: CLC:ADCRE: SThbot:LDYH

1550 .L:LDAvdu,Y:JSREFFEEZLNY:CP
YE14:BEMEL :LOAET :LDX#s02 MOD25E:LD
T#so2 DIV256:JSREFFF1

1560 LOAS19:JSREFFF&: JSREFFF4:LD
AF10: JSREFFEE

1570 JMPadd100

1580 .vdu:EQUB1T:EQUB128:EQLBZE:
EBUBT:.bot:BRK: EQUE12: ERUBS: EQLUET
1:EQUB26:EQUBI0: EQUBTT ;EQURIT s EQU
B0 EQUBTT

1590 .sol:EQUWT :ERUMT : EAUNT0: EGU
LL

1600 .s0d:EQUW0:ERUM-15; ERUNL:ER
Uik

1610 .speediBRE: . rate:BRE: . Waito
p:BRK: .diff:BRK: .hold:BRK

1620 .delay:;BITtimer:BNIdelay:LD
Aspeed:STAtimer:LOAR19: JMPRFFFE

1630 .main:JSRappear:LDAhold:STA
waitop:. L:JSRdelay: JSRprshape:JSR
manipulate:BECHaitop:BNEL

1660 .l:J5Rdelay:J5Rprshape: JSRT
all

1650 BECrate:BNEnacc:INCspeed:BN
Enacc:LDAdiff:5Thrate

1660 .nacc:LOAstuck:BNENIt:d5Rma
nipulate: JNPL
670 .hit:iSRprshape:LDART:LbX#s
ol MOD256:LDY0so0T DIV256: JSREFFFY
:J5Radd10: J5Rpile

1680 LBAdead:BEAmain:RTS

1690 .score:EQUDD:.skill:BRE

1700 .addi0:SED:LDAscore;CLE:ADC
#1:5Thscore:LOAscore+] ;ADCHD:5TAs
core+1:JMPcarry

1710 .add100:SED:LDAsScore+T:CLL:
ADCskill:STAscares!

1720 .carry:LDAscore+2:ADCRD:STA
score+Z:CLD

1730 .prscr:LDARSED:STAs:LEANRGS
t5TAs#1

1740 .high:LDARD:J5Rdigit:LDAsco
re+d: JSRuord:LOAscore+) tJSRuord:L
PAscore: JSRword:LDAE0: JAPdigit

1750 .wordiTAX:LSRAZLSRA:LSRA:LS
RA:JSRAigit:THA:ANDEEF

1760 .digit:ASLAzASLA:ASLAzCLC:A
DCHEBO:STAd: LDANED: STAd+1

1770 LDYAT: . LoLpACdd, Y:5TACS),Y:
DEY:BPLL

1780 LDAs:CLC:ADCHB:STAs:LDAs+]:
ADCHO:SThs+T :RTS

1790 .. Uine:LbAshadr:STAs:LDAshad
rel:5Ths#1

1800 LDAKZG:5TACK

1810 .L:LDY#0:LBACShadr2), fzASLA
sASLA:CLC:ADCHEDO:STAd:LDARBD:STA
d+1

1820 LDYH3: . L1:LDACA),Y:STACSD, Y
:BEY:BPLLY

1830 LDAs:CLC:ADCEE:STAs:LDAS+]:
ADCED:STAs+]

1840 INCshadr2:BNEok:INCshadrZ+1
:.ok:DECCK:BNEL:RTS

1850 .tetron:LDARESO:STAshadr:LD
AER59:5Thshadr+]

1860 LBAXD:SThshadr2:LDAKESO:STA
shadrg+1

1870 LOA#&:STAcy

1880 .L:JSRline:LDAshadr:CLC:ADC
Hb:5Thshadr:LDAshadr+) :ADCAD: 5TAS
hadr+1

1890 JSRLidne:LbAshadr:CLC:ADCHES
C:STAshadr:LDAshadr+1:ADCHY:5TAsh
adr+1

1900 DECcy:BNEL:RTS

1910 INEXT

1920 EMDPROC

1930 DATA FOFOFOF,FOFOFOF,FOFOFD
FO,FOFOFOFD, FFFFFFFF, FFFFFFFF, A5
BASSA, ASSHASSA KFSFAFSF, AFSEAFSE,
F:FSF&FE,FiFEle5,51155ﬁl5,5ﬁl551
A

1940 DATAAFAFAF&F ,FEFEFAF ,4F4FCF
&4F,FEFEF4F, 4F2FAFLF,FEFEFBF,4F2FA
F&F,FLFEF2F, AFEFSF2F, FZF2FEF, 2FCF
BFEF, FAFEF2F,AFCFBF&F, FAFEFAF,2F2
FEFEF,F&F4F&F

1950 DATALFAFAFLF, FAFEFAF AFAFEF
LF,FCF2F&F,0,FOFOFOF,103,80C,3010
000,c080000

1940 DATA Qooot11100000000,00100
01000100010

1%70 BATA 0000011100010000,00000
01000100110,0000100011100000,0000
011001000100

1980 DATA 0000011100100000,00000
01001100010,0000001001110000,0000
010001100100

1990 bATA 0000DO1101100000,00000
10001100010

2000 DATA 0000D11001100000

2010 oATA D0OO011101000000, 00000
11000100010,0000000101110000,0000
010001000910

2020 pATA 0000011000110000,00000
01001100900

2030 DATA 2,4,4,2,1,4,2

2040 DATA 0,2,6,10,12,13,17

2050 DATA 111110,111110,111110,1
11150,411150, 100210

2060 DATA 301020,100020,301020,1
00210,130210,150010

2070 pATA 001000,100400,001000,1
00&10,100010,115010

2080 DATA D01000,111100,001000,1
11130, 100010,121510,

2090 DATA D01000,100200,001000,1
21500,100010,102110

2100 DATA D01000,100040,001000,1
02150,150410,100210

2110 DATA D41500,111110,041500,1
50210,211130,150010

2120 DATA DODDOD,000000,000000,0
00000,000000,000000
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By Pendragon

Myorem
mastered

the battlements as the pale spring

sunshine struggles to break through
and cast some light on these sodden walls.
With the lack of dry weather and this eter-
nity indoors, my armour not only smells
musty, it is positively rusty!

Meanwhile, in the damp sanctuary of my
tower | have also been fairly whisking
through Electran
adventures. To the

T HE wind is whisking the rain against

the outset. To escape from the ditch you
must avoid a poisonous spider while build-
ing yourself a raft from an old oil drum and
linking it to various artifacts which you come
across. However, the crux to success
invalves handling a rusty tin can, a plastic
bag and the oil drum lid in the correct order.
The problem is something akin to the classic
chicken, wheat and fox puzzle _ and just as
taxing.

However, it is

triumphs which |
hailed last month, |
can now add suc-
cess against the
entire first division
of Level 9 adven-
tures, including
Lolossal
Adventure,
Adventure Quest,
Dungeon
Adventure, Lords
of Time, Emerald
Isle, Red Moon, The Price of Magik and The
Worm in Paradise.

Alongside the recent Acornsoft con-
quests, this gives me a plethora of maps and
trails for future help in these columns, so as
| have said many times before: Watch this
space.

Already | have received response to my
call for readers to let me know of the most
irksome or problematic points they have
come across in Electron text adventures,
and some of the |etters ring familiar bells,

Duncan Hume of Taplow states that noth-
ing has baffled him more than the initial pro-
cedures to Aobico’s Myorem. Not only did it
take him nearly three days to trigger the
game by THINKING, but it then took him a
further week to make his escape from the
drainage ditch.

At the time of its release in 1986, Myorem
posed some unigue problems, most of which
have since been copied by other program-
mers. It remains one of my all-time favourite
games, but | must admit that | experienced
something of the same trouble as Duncan at

irg throwgh 1he imseost romge of the |
urriutal gou, Their lwser reaschis are oo
caches, uhi baFTEn, LEy "J:
Bk, sade by
wind JEFEEE
ser @ skler racing down sor of the poaks, The siie

not perhaps as
infuriating as the
Giant  Spider
escapade in
Robico's other
masterpiece,
Enthar Seven. As
Karen Marbeuf of
Leighton Buzzard
points out, if you
fail to do the obwvi-
ous quickly you

meet a sticky and
cruel end, L

Such a demise is particularly annoying as
the problem comes after you have com-
pleted almost 300 puzzle-ridden locations of
the game. Having been enmeshed and stung
by a giant spider you appear to be drifting in
a coma towards death.

Only the most experienced of adventurers
will perhaps try WAKE UP as the key to
escape, and then after possibly many nights
of head scratching and false hopes! Next
month | will reveal some other stymies sent
in by you, the readers.

Along with a wash of lettars concerning
difficulties, | have also had my month bright-
ened by a hefty package of goodies from
Sheila Beattie of London. Sheila was one of
my first correspondents when | started writ-
ing this column back in the dimness of time,
and has rewarded four years of often mutual
help with full solutions to almost 20 Electron
adventures.

Each parchment from her parcel has now
been placed in my vaults, and each will in
turn be used to help lost travellers and

pleading questers. As a token of thanks
some prized items of software are now
winging their way ta Mrs Beattie.

| must also thank James Farmer of
Redditch who kindly gives a correction to
part of his solution to Plane Crash, so
recently featured in these pages. The faol-
lowing may help adventurers who are prob-
ably cursing the previous inaccuracy.

He suggests that once you have had a
snooze in the hut, in part two of the game,
you should go North, North, East, East,
North, South, South, South, East, East, East,
East, North, North, North, Morth, then look
and climb the vine.

Another correction arrived from Kerry
Kirwan of Tiger Soft. His communication
concerns the release of Tiger Soft's first
adventure, The Magic of Merlin, which will
be priced at £9.95 and not £7.99 as previ-
ously stated. It appears that Tiger Soft
games will only be available by mail order,
and all queries should be addressed to Kerry
at: Tiger Soft, 7 Granville Road, Gillingham,
Kent MET 2PE.

On a different tack, | have received an
interesting adventuring secret from Leroy
Ofoau of USAF, Dresden, who has discov-
ered a hitherto undocumented bug in Sphinx
Adventure. So for benefit of all, | exclusively
reveal Leroy's secret.

First finish the game in the usual way by
gathering all the treasures at the foot of the
Sphinx and kneeling, Now comes the rub, as
you must set about returning them all to
their original collection points. Watch your
points double as you make your way back to
the starting location,

Finally, this month's featured map is of the

apenings to Robico's excellent Blood of the
Mutineers, This will supplement Barbara
Gibb's ongoing audit trail, and hopefully
prove useful to many wayfarers who may be
stuck at the outset of this classic game,
@ Next month | will begin a new series of
maps to some of the most difficult adventure
pames ever released for the Eleetron. | will
also be beginning & small cheat section to
enable you to dissect the innards of some of
the most complax text adventures. So hard-
ened questers, stay tuned.

He;tlers' I-iall df Fa.m;

Acheton Bob Purder

Go through to the Toll Room and collect the
amber, amethyst and chess set. Also get the
Stake from DeRoom 3 and the cross from the
gallery. Journey to Star-room 5, go through
the normal ZOOGE procedure and drop the
amethyst, amber, chess set, stake and
Cross.

Now enter the Timeless Cavern, go down
the slope and into the mine. From here col-
lect the opals, amulet, brooch, jade, lead
and quartz, and take the sword from
DeRoom 7. Immediately go to the LS Room
and from there to the Alchemy Room.
Transmute and return ta the Toll Hall, where
you should drop the quartz and take the
topaz.

Z00GE away and drop the opals, brooch,
jade, gold, topaz and sword, and take the
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Cook
Flowr bag
Colander

tha Besk in

mrtusniam games

keys. Go to the Habergeon and go West,
West, West, open the door, wave the amulet,
West, Up, North, West.

Along the way you should collect the
clock, roc, moonstone and diadem. Then

return to Star-room 3, ZOOGE away and drop *

Beside

Sleeping
Chearters

Raised

deck

Flight

of steps

i\ Corridor
; Y (death)

Candle
S Min ule

wonden
cuppoard

Blizzard's
cabin

Windomw
ledge

.'-'.'E.."é"J .k' 5 |

Opening
Gambit
Map 15

Blood of the
Mutineers |

Lower boat

the four treasures. Take the stamps and the
scroll, ZOOGE away again and take the
amulet from Star-room 1.

Go to the Slab Room, take the scissors
and rod, drop the keys, go above ground and
turn off your lamp. Say EXAKCIF and take
the diamond, rhodium, silver and axe.

Go back below ground, turn on your lamp
and bring out the axe, cane, cross, dagger,
keg, mace, spear, sword, stake and vial. Visit
the idol and enter the eye.

Go through the now familiar process of
dying, but remember to turn off your lamp.
Enter the rear safe, get the skull, do the safe
and enter the Masters Section.

In this final part you must defeat all man-
ner of foe sent to test your mettle. To suc-
ceed, you must use nothing against the
knight, the spear against the cyclops and

the vial on the scorpion.

Kill the serpent with the sword, the orc
with the dagger, the vampire with the stake,
the minotaur with the mace, the spactre
with the cross, the wolf with the cane and
the dragon with the keg.

If you manage all that, then victory and
maximum points are now yours, and proba-
bly the most complex of all Electron adven-
tures is completed

The Axe of Kolt Harry Bastien
Enter the code for part four, which is TRAP
TSAL _ LAST PART spelt backwards _ then
wait. Now get the food, eat it and wait a little
longer for your jailer to arrive.

Now you have to be brutal, so hit the

>
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|ailer, examine him and get the keys. You
have your means of escape, so unlock your
chains and get the cudgel. Wait again, hit
the soldier, go out, examine the floor and get
the rope.

Go Up, look East, tiptoe East and hit the
soldier. To ensure your escape you must
now get the cudgel, rope and dagger. Now
9o Up, North, East, East and smash the pad-
lock.

Continue North, examine the linen, get the
bedsheet, bandage your leg and sit. You are
now ready to travel South, West, Up, Up,
East and listen. Go West, examine the
embrasure, go to the ledge, climb the bas-
tion, Go East and look around.

Take care at this point as you tie the rope
to the flagpole and lower the rope over the
side. The next stage is also tricky, as you
must climb the rope, pull the grille three
times, tie the grille and GO EMBRASURE.

Once inside you should examine the
stone, listen once again, and examine the
room.

Lifting the sacking you find the hammer
and chisel, then lift the sacking again and
get the crowbar. Examine the axe, lever the
staples and get the axe.

Although you now have the Axe of Kalt,
you are not yet out of danger, and to finish
you must go out, climb the rope, pull it and
untie it. Go South, South, ook down, tie the

rope to the crowbar and lower the rope
once more.

Finally, climb the rope, flick it, untie it, go
East, shout and wave the axe. Tie the rope to
the axe, go West, run east, jump and lower
the axe. After so much problem solving, lis-
tening and manipulating, success and the
Axe of Kalt are now yours.

Blood of the Mutineers Barbara Gibb

Go North, North-West, take everything and
continue North and Nerth. Now go Up, Up
and cut the shrub with the cutlass. Continue
Up, Up, Morth-East and West, and wear the
colander on your head and the boots an
your feet.

Travel West, North, North-East, North-
East and read the map. Keep going South-
Woest, South-West, East, and remove the
large lens.

Now drop the wood, go East, wait, get the
whetstone, go West and light the wood with
the large lens.

It is now essential that you wait for three
turns before going West four times. Sharpen
the cutlass with the whetstone, and cut the
smooth tree with your razor sharp sailor's
sword. Now climb the smooth tree, go Up
and swing on the creeper, then get the lime
and eat it.

By now your cutlass will need sharpening
again on the whetstone _ your life will
depend upon it

If you do this quickly enough you can

throw the cutlass at the snake. Now go
Down, Down, and get the cutlass.

Go East, East, North, North, North, North
and into the forest. Once there, you must fol-
low this route exactly: East, East, East,
South, South-East, North, North and North-
East

Go East, East, East, and cut the rope with
the cutlass _ see what | mean about keeping
that cutlass sharp? Wait and jump, GET
ARM, GET HANKY, GET COLANDER, and put
the hanky in the colander. Now wear the
colander and go North,

Hook the ledge with the arm, CLIMB ARM
and continue Up for four moves. Now go
East, climb the ivy, go in, and down twice.
Continue North, East, North, North, West
and Up. Wait until Varan is under you, then
push the statue.

Now go down and examine Varan, get the
star, go Up, Up and insert the star in the slot
to open the door. Go North and Up to get the
tapestry.

Examine the door, unbalt it and open it.
Now travel East and South and SEARCH
TREASURE.

Keep searching and take the ring, neck-
lace, gold coin and platter.

Examine the platter, remove the colander,
get the hanky and spit on it then polish the
platter.

Finish by going North, West, Up, Up, open
the window, go West and signal with the
platter.

E2P SECOND PROCESSORS

PMS E2P-6502 Electron Second Processor adds a massive B4K of RAM to the Eleciran
For serious wordprocessing o DTDDTEH?;I;Q. and the maximum pozsible RAM
Price
MODE 7 Mk2 UNIT
IMPROVEMENTS ALL ROUND:
4R CHEAPER AND MORE COMPACT THAN THE ORIGIAL ADAPTOR
FASTER AND LESS MEMORY USE THAN THE SIMULATOR
i i Fits inside the Elect by @ LILA — beside the Master RAM Board.

TWJI'] an Cﬂ rt”dge Hﬂ'dEfS """ E1 295 + E‘l ?.islssl 1;: sgarr::Ed:s?;:y chvnlnt:s the BBC - I1-::: 'mun;:ﬂ?&aracteg
Acorn Data Recorders ................ £24.99 +£2 anned by the ULA in Mad': 4 — for fast sumpdatir&u;gaszcrﬂllmq.

. " Includes P | terrminal software — just add m adapior
Electron Mains Power Unit ........... £9.95 +£1 ; Euﬁpa:eig: wnrhm,*,l;re:f%;;fangq s::nv.uare. 1;:1 Wnra:;]mse, Teiemnﬂm

MEM at &7 ith M d.
Loudspeakers (complete) ............. £1.50 - (RO eciartis e 21 Rt 75080
Internal Powerboard .... £7.50 +£1 Price £49 - available as a kit (board, RDM,Eugstruﬂmns — you buy other parts
s : rately) £25
CESSEITE Leads {? Din-3 JaCkS} .£3.99 - The unit is e:_:;yry snld!re:ﬁ??:l;zﬂmlng sarm:u is available - £10
Printer LEﬂdS {Pﬂfﬂ"ﬁ” ................. Ed 99 i (Tedephone before sending your Peclrmi]
Complete Keyboard Assembly Iﬂ‘IS *tlg31 Ftl::ﬂ:::.l;lTl:IlI'JI'.':;E s
L U f lug L
(InC keytops).........ccceoen..........£12.99 4+ £1.50 T ciuies Sochotfur 16 PROMISIS R

Keyboard Key Switches
doo T i et et £1.99
Keytops (complete set).................£4.99

Joysticks (15 pin type) ................£6.95
GRACAR

Unit 7 Acacia Close
Cherry Court Way Ind. Est.

Cases (Top & Bottom Complete) ..£7.50 +£1.50

+£1

Price uncased £29.95 + £5 for case + £20 for 32k RAM

ROMPLUS-144

Sideways Rom Cartridge wilh Printer Bufler and Filing System
Fits info PLus 1/Aombox Plus sot - holds 7 Roms plus 32k Ram
Romplus-144 costs just £39 + £20 for the 32k Ram

THE MODE 7 SIMULATOR ROM

Gives FULL Mode 7 display facilities simulated in Mode 2
Price £25 — includes disc based screen editorcarousel software on 3.5
ADFS ar Tapé (for DFS transfer) — editor requires MRS

All prices inclusive of post, etc, Please allow 28 days delivery

e e i . S ————— i

JAFﬁ SYSTEMS - Committed to the Electron

Leighton Buzzard
2 Lon-y-Garwa, Caerphiily, n

Beds LU7 8QE

Tel: 0525 383074 oy vl

Tel: 0222 BET203

EN
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SOFTWARE SCENE

T ™

Product: Parplexity

Price: £9.95

Supplier: Superior Software,
| PO Box B, Brigg, 5. Humberside
| DNZ0INH
| Tel: D652 58585

HOW could the ever-popular Repton, with its
combined puzzle and arcade action ele-
ments, be improved upon? The answer is
Perplexity, which could be described as a
3D version of Repton.

When | first saw the cassette inlay |
thought of Pacmania on an Archimedes.
That's just a 3D version of Snapper, and
while that's fast and colourful, Perplexity
shows that good games can be produced on
the Electron and 32 bits are only an advan-
tage, not a necessity.

In Perplexity you wander around 16
screens collecting diamonds, some of which

B . - — t'

5 _ = .-l

Pl

— stand aside, Repton

are visible while others are formed by push-
ing two boulders together. Collect all the
jewels on one screen and you move on to
the next.

It sounds easy, but accidentally pushing
one rock against a wall could mean going
back to the start. On several occasions |
wished I'd had a pull option as well as the
push anel To add to your problems, a few
monsters are lurking around.

Mast of the boulders form diamonds
when pushed against another but some,
identified with a guestion mark, are mystery
ones and form one of four other objects.
They are positioned at different places in
aach game, so even if you know a particular
screen well, you could still run into trouble.

While you must collect all the diamonds
to complete a level it's up to you whether
you collect the mystery objects which are
created. Three of the four are useful but the
other should, wherever possible, be
avoided,

One certainly worth collecting is an hour
glass which gives you extra time. With only
500 seconds to complete each screen, this
is a8 welcome bonus.

Extra lives — always useful — can be
obtained by collecting four bottles of the
magic potion which are sometimes formed
when the mystery boulders touch.

Don't collect the key swap object unless
it's blocking your way and you have no
option. Sometimas they swap the actions of
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all four keys, at other times they only swap
Wi,

If you're forced to collect one you can
look for another and, if you're lucky, it may
reverse the original swap. | found that in the
majority of cases all four directions were
changed, so this method often, but not
always, worked.

However, once one is collected, you may
be doomed to pressing the right key for left
and the left key for right. In this situation it's
very easy to accidentally push a key or boul-
der against a wall.

The final mystery object is a 500 point
bonus — always useful and produces a satis-
fying ping as it is collected. As well as the
boulders, mystery boulders and monsters
scattered around the maze you'll find a few
other items.

Some of the passages are locked and
you'll find keys scattered in the maze. Only
ones facing the correct way will open a
lock, so find it and push it round.

Once it touches the lock the way will be
cleared and you can proceed. There are

only enough keys for the number of locks, so
careful thinking about how to get the locks
to the keys is essential.

If you block a key you may as well give up
on & screen or use the remaining time to
explore the maze and think of a strategy
ready for your next game.

As well as coloured boulders there are
also black ones. They are just obstacles and
can be pushed out of the way, but be careful
not to push any into a position that will block
you later.

Only the lower portion of the screen is
used for the game, the top being used by the
program as a workspace. The graphics are
good and flicker free.

On the right hand side of the screen a lot
of useful information is displayed, probably
the most important being a scanner map
which is constantly updating.

This shows your position in the maze
together with all the diamonds and green
boulders. Unfortunately it doesn’t show
things like the black boulders, lock, keys or
monsters. Nevertheless, it's very useful.

Also displayed are the number of dia-
mands and boulders, but | didn’t find any use
for this information because, once the num-
ber is low enough to concern you, you can
clearly see the number and position of the
few remanining on the scanner.

Of more use is the time — 500 seconds -

el DA 1T
™ fif 12

RS0

Maving on to level 2: A naw challange

seems a fair old ration, but as you near the
end of a screen they seem to tick away
rather guickly.

The number of bottles of magic potion
you've collected is also displayed and, once
you have collected four, it shows zero again
and your number of lives - also noted on the
screen — will be increased by one.

Perplexity is a superb game and will keep
you glued to your keyboard for hours.

There's only one real let-down — the
sound. While it's adequate, it's nothing like
as good as other games have shown the
micro to be capable of.

It's good to see Superior still supporting
the Electron market, especially with games
of this quality.

Louise Colinson
Sownd (]
Graphics i)
Playability 10
Valwe for money (]
Overall 9
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Perplexity is compulsive fun at
its best. The first few screens
alone are enough to keep you
going for hours — the 16 will
keep you going for weeks.

The password system lets
you practise the levels individ-
wally, but the object is to start
on the first and work your way
right through to the sixteenth. In
an adventure where one false
maove can spell disaster — quite
a challenge.

It’s not a budget game, but
well worth every penny.

Peter Davidson
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S OFTWARE SCENE

1

MAGIC

— abracadabra!

Product: It's Magic
Frice: £2.99 {tape) mail order only
Supplier: Central Computing,
61 Beech Road, Gillway, Tamworth,
Staffs ST9800.

IT'S MAGIC, designed for the BBC Micro but

working on an Electron with Slogger G4k ram
board, is a two-part text adventure set 200
years in the future.

A career as a showbiz personality or pop
singer no longer appeals to school-leavers -
they see a more attractive future as magi-
cians. But ones more akin to the legendary
Merlin than Paul Daniels.

To accomplish this they must join the
International Union of Magicians. However,
the Union doesn't want a sudden influx of
semi-skilled members, so it decided that all
prospective candidates would have to earn
their nomination by learning the 14 basic
spells.

This put them on the short-list. The hand-
ful of successful candidates would be
announced at the annual banguet, and only
those present would be admitted to the alite
band of magicians.

The first part starts at the school gates
where you are assaulted by the leader of the
Maob. You are told you must return later to
participate in the ritual book-burning cere-
mony or the Mob will ensure that you never
get to the Magicians’ Ball.

Your first task is to find your schoolbooks
and return for the bonfire so that the Mob
won't bother you again, leaving you free to
search for spell plagues hidden around a
town that boasts a shopping centre, library,
police station, wax museum, bad housing
and a park.

Provided you remembered to examine the
books you will be on the first rung of the lad-
der. Your next task is to enlist the help of

your girlfriend Diane, who wears a Just *

Seventeen T shirt, which is a lie ‘cos she's
anly 16.

Now you're ready to do your bit for nature
conservation, with just rewards, as Woody
will save you several times if necessary. But
make too many silly mistakes and he won't
bother.

The spells are in capital letters on
plaques and to learn them you must read the
plague. The names of each spell is self-
explanatory — for example bounce allows
you to jump higher and alien changes you or
something into something else.

The emphasis in part one is on learning
the spells, the easier ones being used to dis-
cover the more elusive ones. At first you
may have to use trial and error tactics.

| thoughtlessly cast grav without a roof
over my head and soon discovered that
aliens can't read plagues — at lgast in tha
beginning.

Part two begins with you dreaming about
Universal Magic. Poor Woody got the chop,
but Diane is still with you. As you are no
longer a novice your spells are more effec-
tive, allowing you to cast while an alien,
Unlike the first section, problems must now
be solved in a precise order.

The map can be split into three sections:
Up to the wood, the brick building complex
and, the countryside and banquet hall. It's
easy to find a quick way back to the brick
building, but a slightly less obvious method
of returning to the asylum.

The loading screen for part one could
damage your eyesight, but part two has an
animated picture of a wizard. Pressing the
spacebar a few times sends him into manic
mode. The programming is very user friendly
and inputs such as Ask Diane for help are
understood, as are multiple commands sep-
arated by a full stop or comma.

Perhaps the most useful command to
begin each part are words which give a list

b

of verbs used.

Don't despair if this

isn’t enough as a very
comprehensive help sheet is
available if you send an sae to Central
Computing. In part one Status reminds you
which spells you know and can cast safely,
as well as any that are active.

Part two replaces this with an indication
of whether the location is inside or outside.
Most adventurers are familiar with the save
and load to tape facility, but not so recognis-
able are the store and recall commands.

They're rare on the Electron and BBC
Micro, but commonplace on other micros
and allow you to save your current position,
giving instant recall. It's amazing how auda-
cious this makes your adventuring.

It's Magic has taken more than three
years to write on a BBC Micro using the
maching’s built-in assembler - which is
identical to the Electron’s.

Simon Maren has written an absorbing
adventure about enterprising youth.
Stubbornly refusing to be conformist, his
storyline and quirky puzzles are refreshingly
original, often with a sideways swipe at
more conventional adventures,

Barbara Gibb

| Presentation o B |
Atmosphera 2. %)
Graphics n/a |
Value for money 8 |
|_I_me}.l' r ] |

This one is well worth a try. The
two parts give you a chance to

practise on an easier level, and
well thought out puzzies will
tax the old grey matter and give
you hours of fun.

Mark Reed
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Here’s how you can get the
very best out of your Electron

Within the pages of these three books you'll find ALL the information you
need to fully harness the powear of your Electron. They cover Basic,
machine-code programming and the operating system, and batwesn
them they also show how to combine all three to create maore powerful
and effective programs

Faor the give away price of just £7.95 for the threas, these books repre-
sent exceptional value and are a must for any sarious Elactron user

Electron Advanced User Guide

This detailed guide to the Electron’s operating system is packed
full of invaluable information. It shows you how to:
@ Implement the powerful *FX/0SBYTE calls
& Write your own paged roms
@ Program the LLA
@ Make every byte count where program space is tight
@ Use the Electron’s exciting capabilities to the full by following

the complete circuit diagram

and much, much more.

This essential handbook will help you to exploit the full
potential of your Electron. And for just £2.895, saving £6.50 off
the recommended price, can you afford not to miss this offer?

Electron Assembly Language

The Electron Assembly Language reference guide will halp you
get to grips with machine code in next to no time. Whether
vou're 2 beginner or are already fairly proficient, there is
something for you in this book.

It has over 200 pages packed with hints, tips and example
programs on subjects ranging from basic hex, binary and deci-
mal number theory and lggical operators, through addressing
modes, stacks and loops, to subroutines, jumps and calls

Every aspect of machine-code programming is coverad in this
book in a fnendly, readable style, and there’s also 8 comprehen-
sive index. If you want to get more out of your micro, but
thought machine code was indecipherable, this is the book for
you. Save £3 off the recommendead retail price

Getting started in BBC Basic on the BBC Micro & Electron

This is the ultimate guide available on BBC Basic, Written by a
leading expert on the language, it will lead you through each
Basic function in a simple, easy-to-follow style.

Whether you are a beginner or more advancad, there are
examples of commonly-needed routines and neat tricks you can
use to make Basic jump through hoops

By working through its many examples you will gain a clear
insight into structured programming and will guickly acquire the
ability to use structured technigues In :rea!ing YOUF OWn pro-
grams. Save £3 off the recommended retail price

Only
£7.95 for all three

TO ORDER PLEASE USE THE FORM ON PAGE 45



Square
up to the

battle

Martin Sann
presents a two
player game that will
improve your mental
arithmetic and
powers of logic

I N this fascinating and addictive pro-
gram designed to improve your arith-
metic and ability to plan ahead, you place
numbers in a four by four square. The aim
in Addenda is to complete a line of four
numbers which add up to a specified tar-
get number.

A target number is displayed on the
screen and a die is rolled which should
be placed in one of the 16 positions by
moving the square cursor with the arrow
keys. Fix your number using Return.

When a few numbers have been placed
in the grid you can start planning ahead
by calculating what number is required to
make a row or column add up to the target
number. You gain a point for each sue-
cessful line, which can be horizontal, ver-
tical or diagonal. More then one line can
be completed simultaneously for extra
points. The winner of the game is the first
to complete four lines.

If all the grid positions become filled
they are cleared and a new target is
salected by the Electron.

At the start of the game you can choose
the target from three levels of play. The
micro will pick a number at random from
within the range you select.

The program is in two paris. Enter the
first and save il to tape or disc with the
filename ADDEND, then enter the second
and save it with the filename ADDEND1.
To run the program CHAIN"ADDEND".

5 [ 4 o @R i Hins
MARTTH E Ll
ELECTROM n =
Arrew heus te move and Returs to Fiws

Can the 2 be placed to make
any row add up to 177

10 REM ADDEND
20 REM by Martin Sann
30 REM (¢) Electron User
40 MODE & :YDOU 23;8202;0:0;:0;
50 pS=5TRINGE(I9,"-")
&0 PROCmame:PROCimit
T0 $E380=p1%:3638A=p23
B0 CHAIN"addendt®
%0 END
100 DEFPROChane
110 PRINTTABCO,0)pS
120 FoR RE=0T01
150 PRINTTABC11,RE+10"A D D
E R B A"
140 MEXT RY
150 PRINTTAB(13,3)"FOR TWO PLAY
E“sll
160 PRINTTAB(D, &)p%
170 PRINTTABLD,20)p3
180 PRINTTABCZ, Z1)"Type in the
name af the
190 PRINTTAB(10,22)"and then pr
es5s Return®
200 PRINTTABCUO,23)p%;
210 p18=FNin{"FIRST player"}
220 peS=FNin{"SECOND player")
230 ENDPROC
240 BEF FHin{m%)
250 LOCAL a§,i%,.gk, L%
¢60 you 23,255,255,255,255,255,
255,255,255,255
270 PRINTTABC1G, 16)STRINGE(E,CH
R$255)
280 PRINTTABCR26,21)ms
200 REPEAT
300 REPEAT gi=GET:a%=CHR3gi:LY=
LENiS
310 IF L¥=0 AND g¥=13:VOUT:60TO
2%
320 UNTIL gX=13 OR g¥=127 OR (q
T=6& AND gi<91)
330 IF gX=1% OR g¥=127 ELSE I¥
LX=8 ELSE i§=i%+a$
140 PRINTTABC1G,16)18
150 PROCS
360 IF gX=12T7 IF i%>"" PRINTTAR
(154018, 16 CHRS255: 15=LEFTS(i%,1%-
1}
I70 UNTIL g¥%=13 AND L%>0
380 =i%
300 DEFPROCS
&00 5ouwe1,-10,180,2
4§10 EMDBPROC
&20 DEFPROCinAt
430 18568=413
LED YDU23, 48,255,129, 189,189,148
9,189,129,255
§50 YDU23,49,255,247,231,247,24
T,247,227,255
460 VDU23,50,255,129,253,129,19
1,191,129,255
AT0 VBUR3,51,255,129,253,225,25
5,253,129,255
&80 wpu23,52,255,251,243,235,21
9,129,251,255
490 VDUZ3,53,255,129,191,129,25
3,253,129,255
500 WoUe2s,5&,255,129,191,129 .18
9,189,129,255
510 ¥ou23,55,255,129,251,247,23
9,2039,239,255
520 vDU23,56,255,129,1689,129,18
9,189,129,255
530. youa3,5t7,255,129,168%,129,25
3,253,129,255
540 vou23,224,0,0,0,0,8.0,0,0
550 vpu23,225,15,15,15,15,;15,15
S15.15
560 vou2s,226,240,260,240,260,2
40, 240,240,240
570 vou2s,227,.0,0,0,31,%1,0,0,0

S&0 vou23,228,32,48,56,252,252,
56,48,32

590 WDU23,229,0,126,126,126,126
,126,126,0

500 ENDPROC

10 REM ABDENDT

20 REM by Martin Sann

50 REM (c) Electron User

&0 MODET:vDU23;B202;0;0;0;

50 EWVELOPEY,20,16,-16,0,8,1,2
0,-128,0,0,-10,128,128

60 *Fié 1

T0 *FX11 0

B0 *FX12 20

g0 :

100 BIN sqil16)

110 p15=38380:p25=%43828

120 cl9=STRINGSCE," ")}:YS="Numb
'El'"

130 go$="Tour go":53="0"

160 resS=" “+CHRS224+"  "+(HRS
224" "#CHRSZ24+" "+{HREZ24+"

150 wi=0:wi=0
160 3
170 go=1:sci=0isc2=0

180 PROCLevel:PROCset:PROCtarg

190 PROCScreen:VOU19,0,0;0;19,7
#6;0;

20" REPEAT:IF go WOD2=0 nameS=p
15 ELSE name$=pi%

el 1Ep3=255:PROCA(name$+STRING
$C8=LENnames, ™ "), 11,60 :2E05=0

2el PROCselect:PROCmove:PROCChe
ck

230 go=go+1:UNTIL sci=& OR sci=
]

2l IF scl1=4 wi=wl+l ELSE wi=w
+1

250 PRINTTABCIT,23)8TRSW

260 PRINTTABC3IT,26)5TRSu

il FOR mi=0TOY17:PRINTTABCD,nL)
STRINGSCAD," "):MEXT ni

2B0 PRINTTABL2,30)"ba you wanmt

to play again.....(Y/N)?

290 REPEAT:GE%=GETS:UNTIL INSTR(
"YN",68)

300 1F 6%="7" (LG:e0T0170

310 EMD

320 :

330 BEFPROCLevel

340 GLCOL1,3:pli=5

350 PROCYrame(0,0,1279,1023)

360 PROCAC"PLease choose the ta
rget range" 5,12} :PROCA("press” 1
8,153

370 PRINTTABETIZ 192" for 10

= 15"

380 PRINTTAB{12,22)"2 for 16
-

390 PRINTTABC12,253°3 for 23
. jull

400 REPEAT: level=GET=-LE:UNTIL L
evel=0 AND Llevel<d:CLS

410 EWDPROC

420 :

430 DEFPROCset

460 FOR NE=1TOV6:sqb(NX)=0:NEXT

LN |} 4

450 ENDPROC

560 :

&70 DEFPROCtarg

LB0 IF Level=1 targ=9+RND(A)}

&90 IF Level=2 targ=13+RND(T)

500 IF level=3 targ=22+RND(E)

510 targ3cSTRE(targ)

520 COLOURS:PROCA(CHRSZZ5+taras
+CHRS226,17-LENtaras,10)

530 ENDPROC

540 :

550 DEFPROCsereen
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560 6COLO,3:pli=5
570 PROCframe{0, 464, ,704,1023)
380 PROCHrame(736,484,1279,1023

390 PROCErome(0,114,1279,432)
400 PROCTrame(0,0,1279,94)
610 plE=B5:MOVEGL, T45
420 PROCframe{dd, T4E, 632, 848)
630 pli=5:6L0L0,0
640 PROCrame(88,752,628,B44)
630 PROCdots:PROCscore:PROCinfo
660 7RDI=255:PRINTTAB(3, 4)go%:?
ED3=0
670 ENBPROC
680 3
6%0 DEFPROCdots
700 FOR rowsOTO3:FOR col=0TO3
710 PROCAL® “s#CHRE224+" ", 2é+ro
WG 24col®E):NEXT col:MEXT row
72l ENDPROC
730 :
740 DEFPROCscOre
750 PRINTTABC13,200"5 ¢ o
R E"
760 PRINTTAB(34, 200 "Wins"
770 PRINTTABCIT,23)5TRSWT
T80 PRINTTABI3T,26)5TRSu2
790 CoOLOURZ
800 PRINTTAB(Z, 230 p1%:PRINTTAB(
2,260pe%
810 COLOUR3
820 PRINTTAB(13,23)5%:PRINTTAB(
13,26)5%
830 ENDPROC
84D
850 DEFPROCinfo
840 COLOURZ:PRINTTAB(E,10)"Targ
et"
870 PRINTTABLZ,30)"krrow keys t
o move and Return to fix":COLOURY
880 ENDPROC
B0 &
%00 DEFPROCselect
#10 *FX15,0
920 PROCFulL:PRINTTABCE,14)clS
830 sk=0:NX=0:C0L0URY
940 REPEAT:NY=N1#1
950 IF Level=1 s¥=RND(5)
860 IF level=2 si=1+RND(4)
B70 IF level=3 s¥=3+RMD(4)
@80 souwpd,=5,1,1:50UMD0,=10,s%
MoD3,
990 PROCACCHRSZZ5+5TRSsI+CHRS22
5.16.14)
1000 UNTIL wi=20
1010 COLOURZ:PRINTTAB(E, 1£)YS
1020 ENDPROC
1030
1040 DEFFROCmOve i
1050 x=768:y=494:plY=21:6¢0L0,3
1060 PROCframelx,y,x+96,y+96)
1070 p=TaB:q=4%4
1080 REPEAT:G=GET
1090 IF 6=136 x=x-12B:IF x<Té48 x
=748
1100 IF 6=137 x=x+12B:1F x>1152
x=1152
1110 IF 6=138 y=y-12B:1F y<i94 y
=494
1120 IF 62139 y=y+128:1F y>880 y
=B&0
1130 PROChox:UNTIL G=13:PROCace
1140 IF oce=1 G0TD1050
1150 SOUNBY,=10,150%s%*8 4
1160 COLOURY :PROCA{CHRS225+N$+CH
RE226,0/32,30=-y/32): COLOURS:5gX (A
=53
1170 EMBPROC
1180 :
1190 BEFPROChoOx
1200 N$=5TR¥si

- 1210 &CoL0,0:PROCFramelp,q,p+P6,

q+96)
1220 GCOLO,3:PROCTrameln,y, x+96,

y+96)

1230 p=x:q=y

1240 ENDPROC

1250

1260 DEFPROCocC

1270 COLOURZ:oce=0

1280 WX=(x-T6E) /128 :ME=4*(BAO-y)
28

1290 QX=Ni+MI+1

1300 IF sq¥(dX3<>0 occ=1:VDBUT:PR
INTTABCE, T4} Full up":PROCWAit(3)
tPRINTTAB(E, 14)cLS:PRINTTAB(E,14)
i}

1390 GCOL0,0:PROCramedx, vy, u+98,
y+96)

1320 ENDPROC

1330 :

15340 DEFPROCTrame{Xo,Yo,X,Y)

1350 WOWEXo, Yo:PLOTpLY X, Yo:PLOT
plE, ¥, 7:PLOTPLE, Xo, Y PLOTRLE X0, Y
0

1360 ENDPROC

1370 :

1380 DEFPROCAIAS,x,yd

1390 Ai=0:¥E=13:AR=10:0%=ED00
sgigﬂ E!:EHRSE*H+£HRIB+EH!$1D+tHH

1410 WE=0:REPEAT:Mi=Ni+1

1420 ‘BS=MIDS(AS, N, 10:7DX=ASC(BS
Y:CALLRFFF1

1430 ypuz2d,240,0%71,0511,0872, 0%
2E,0R13,0803, 0874, 0874

16460 YDU23,261,D875,0875,00%6,00
14,0K77,0X7,DX08,DX18

1450 PRINTTAB(x#M¥-1,¥)CS

1680 UNTIL MX=LENAS

1470 ENDPROC

1480 :

1490 DEFPROCwaitim)

1500 FOR time=1T0300%D:NEXT

1510 ENDPROC

1520 :

1530 DEFPROCcheck

1540 h=0:v=0:d1=0:d2=0

1350 PROCHhCAE) :PROCV(RY):PROCAT:
FROCAEZ

1560 PROCcLlear

1570 ENDPROC

1580 :

1590 DEFFROCTulL

1600 WE=1:521=0:full=1:REPEAT

1610 S1%=sqR(NR) :S2R=52X+51% ;53X
=520451X

1620 IF §21=53% full=0

1630 WE=NE+1:UNTIL WE=1T

1640 IF full=1 PROCset:PROCdots:
FROCtarg

1650 ENDFROC

1660 =

1670 DEFPROCHCRY)

1680 HX=4*((hE=1) DIVEI41

1690 SHR=sq¥(HE)#sqh (HR+1)+sqi(H
T2 1 +ggX{HE+3)

1700 IF SHE=targ AMD sqi(Hi)<eD
AND sqi(HZ#1)<>0 AND sqR(HI+2)<=0

AND sgi{HX+3)<=0 h=1

1710 ENDPROC

1720 :

1730 DEFPROCW(wE}

1760 vi=ui MOD&:IF ¥E=0 Wi=d

1750 Svi=sqii{Vil+sqi{Vi+d)+aqi(yV
T+B1+5qi(VE+12)

1740 IF S¥E=targ AMD sqitvil<»D
KND sqX(WE#4)<>0 AND sqX{WX+Ed<>(]

AND sqilWi+12)<>0 w=1

1770 ENBPROC

1780 :

1790 BEFPROCAY

1800 5D1%=sqi(1)+sqifd)+sqi(11]+
sgili6)

1810 1F SD1%i=targ AND sqi(1)exD
AND sqX(é)<>0 AND sqi(11)<>D AND
sgil16)<>0 di1=1

1820 EMDPROC

1830 :

1840 DEFPROCAZ

1850 5h2%=sq¥(4)+sqi(T)+sqi(10)+
sqi(13)

1860 IF Sp2E=targ AMD sqi{4)<»0
AND sqX(Th<>D AND sqi{10)<>D AND
sqE (1300 d2=1

1870 EMDPROC

1880 :

1890 DEFPROCcLear

1900 1F h=1 PROCcLeard

1910 IF w=1 PROCcLeary

1920 1F d1=1 PROCcleardi

1930 IF d2=1 PROCcleard?

1940 IF h=1 PROCresetH

1950 IF w=1 PROCresetV

1960 IF d1=1 PROCresetdt

1970 IF d2=1 PROCresetd?

1980 ENDPROC

1990 :

2000 DPEFPROCCLearH

2010 PROCACrass, 24, Hi+1)EPROCinG
score

2020 EWDPROC

2030

2040 DEFPROCreseth

2050 FOR NE=OTO3:sqX(HX+NZ)=0:NE
i

2060 ENDFROC

2070 =

2080 DEFPROCCLearV

20%0 FOR NE=OTO3:PROCA(" "+CHRSZ
2" " 204X, 2+NT*4) I HEXT NX:PR
OCincscore

2100 ENDPROC

2110 :

2120 DEFPROCresety

2130 FOR NI=0TO3:sqX(VX+NE®E)=0:
NEXT

2140 ENDPROC

2150 =

2160 DEFPROCcleard?

2170 FOR N¥=0TO3:PROCA(" "+CHRS2
e " 2h+NTRG, 2+NR*E) NEXT NE:PR
OCimcscore

2180 ENDPROC

2190 =

2200 BEFPROCresetdi

2210 FOR NE=0TOZ:sqX{MX*5+1)=0:N
EXT

2220 ENDPROC

2250 :

2240 DEFPROCcleard?

2230 FOR NE=OTO3:PROCA(" "+CHRSZ
2h+" " Th=NE*&, Z+NY*G) INEXT NX:PR
OCincscare

2260 EMDFROC

2270 :

2280 DEFPROCresetd?

2290 FOR NX=0T03:sqi(WX*3+4)=0:N
EXT

2300 ENDPROC

2310 3

£320 DEFPROCincscare

2330 IF go MOB2=0 PROCimel ELSE
PROCinc?

2340 SOUNDY,1,20,4:PROCHEILI&)

£350 ENDFROC

2340 -

2370 DEFFROCincT

2380 PRINTTAB(13+sci*4, 23)CHRS22
&

2390 scl=sc1+1:IF scl=h scl=ék

2400 PRINTTABCIS#5c1*4, 2305TRE¢
1

2410 ENDPROC

2620 :

2430 DEFPROCincZ

2440 PRINTTABC13esc2*4, 26)CHRS22
&

2450 se2=scd+1:1F scd»h sci=4

2460 PRINTTAB(13#sc2*4,2605TREsc
2

470 ENDPROC
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HAVE YOU EVER WANTED TO TURN YOUR
ELECTRON INTO A WORD PROCESSOR?!

B e B

. But feel the Plus 1* is too expensive? ...
WENOW HAVE THE ANSWER!!

Basic ... £29.95

This package ncludes a complete

processing, and VIEWSHEET
spraadshast ROM canridges.
(A printer port B ol incudad)

Extended ...

This package includes a complate This package includes a complate
PCB, 1 cartridge port, VIEW word PCB, 1 cantridge port, cantronics PCB, 2 canmidge pors, corntromics
parallel printer port, VIEW word
procassing, and VIEWSHEET
spreadshest HOM cartridges.

£36.95  Full ... £3995

parallel printer port, VIEW word
procassing, and VIEWSHEET
spreadshaet HOM cartridges.

LLUS youcanbuyhe ADVANCED USER GUIDE with thesa packs tor only 99p.

AND wetsandyou 1£25.00 voucher off s SCHNEIDER PRINTER for prinster of similar
and price range, depending on avalabiity)

{EG £1 40,95 with £25,00 off our current offer price of £174.95; pri

cable £6.95 and camiage 11 50 extra)

Iif you would like further details of the expansion boards,
special offers on VIEW & VIEWSHEET or the printer .. please call us!
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{FULL Board shownij

RARP £9.85

OFFER PRICE £7.95
Per age-fange)

LINOER & YEARSF inclodles .-
- GHAPE SNAP:- Colourful shape recognition
-FIND THE MOLE:- Experiment with numbar sizes
- TEDDY COUNT - ideal introduction to numbers
- WRITE A LETTER:- Craative fun at the keyboard
-GOLOUR TRAM:- Play at spotting colours
- PIGK A LETTER:- Word building made sasy
~BPELL A WORD:- Enjoy naming tha pichures

TEI‘.(_{TE_HAE;WW Move around a maze
5 -5 drchoades. -
- NUMBER TRAIN:- Calculations made anjoyabla

- SHOPPING:- Which shops for which products?
- MATHS MAZE :- Fun improving arithmatical skills
- TREASURE HUNT:- introduction to co-ordinates
-BOUMCE - Get to grips with anglas
- PACKING:- Discover tesselating shapes
- CGATERPILLAR:- Word building challange

. NUMBEH 1 JUMP:- Have fun practising tablas
OVER F YEARS inckedes.-

- BUILD A BRIDGE:- Shapa-fitting challanga
- PASSAGE OF GUARDIANS:- Enjoy anagrams
- INIGORM: - First steps in problem sohing
. LOGK DOORS:- Mapping made aasy
- SOUVEMIAS - An introduction fo travel
- CODE BOXES:- Discover binary arithmetic
. MYSTERY MACHINE :- Hava fun breaking codes
- ESGAPE:- A final check on progress

2 E

" JOYSTICKS

Commander 3 Interface & Utility software

YOLTMACE 35 SINGLE .. * Hand-held, analogue, light spring action joystick
GHEETAH 125 - * 8 Diractional control, *self-centering, * 2 fire buttons on basse,

* Trigger fire & top fire bulton

QUICKSHOT |- ‘Comwmpdaum*lluahmnwhuu Munmmmle :

QUICKSHOT Il - * Trigger fire, top fire button & Autofire
*L-'l-mnmhn‘id-yh Suction cups

* Mew ulira-ergonomic hand grip * Suction cups ...

THE KNG OF JOYSTICKS!

JQYSTIC FOR Mﬂ]_{ 3 INTERFACE

£14.95

£12.95

£9.95

£4.95

£9.95
QUICKSHOT il TURBO - * improved sensitivity & durability * 2 fire buttons, shoot with thumb or Wigger* fingar

£13.95

INTERFACE &
QUICKSHOT II TURBO

~torony £24.95]
15 MILLION QUICKSHOTS
SOLD WORLDWIDE TO DATE!

Softwars Bargains ever-popular combined offar of the Commander 3

JOYSTICKS FOR PLUS 1 RFAC
VOLTMACE 3 SINGLE - * Hand bid, analogue, light spring action joystick

YOLTMAGE 3B TWINS - * 2 joysiicks wired fo one phug * Light spring action * 1. or Fi handed
HARRIER - * 1 Fire button on control handle * Firing push bar * Suction pads

ELITE 8UPERPHS AUIG - * Arcade quality micro switches, B directional contral,

tripe action autofire & suction pads.

£13.95
£19.95

£4.95

£13.95

COMPETITION PRQ - * Arcade quality micro swhichs, & directional control,

2fire buttons on basa, and sirong

£19.95

RECENT RELEASES AT SPECIAL PRICES
1ITLE RRP SALE [IILE HHE SALE
AERIAL LEAD. g2.65 BARBARIAN 2 a95 9505 E-LA%T ; gi E;‘?
CASSETTE i BALLISTIX ags £795  CXIU ;
{7 Din-3 im;;#n?.i}gm v PIPELINE 005 E505  TANK ATTACK 1200 £R.95
. BEPTONINFINITY 1285 £8.85  PRAEDATOR 995 9695
DUST COVER.. £a.95 LAST NINJA 2 ags £795 PERPLEATY 095 £7.95
10 USED CASSETTES . £1. SUPERIOR SOCCER 005 £7.95  FABA4VOL1 aos £7.95
{Only with orders aver £5.00) ELITE 1205 €095  HRICOCHET 005 £7.95

* Ploase add 85p P&P (Eurcpe £2.50, Outsido Europe £4.50)
*umhmw.r
* Pleass make cheques payable to SOFTWARE BARGAING

* Goods despatched within 48hrs (subject to availability)

* Oyt of howrs answarphona .. 0532 436300
* i order to preserve our low prices & fast senvice, wiir can oy
accapt orders with a total order value in sxcess of £4.00

SJOJ(E

i
-

= K

Dept EU40, C/O NORTHWOOD HOUSE,
NORTH STREET, LEEDS LS7 2AA

Telephone 0532 436300

«*PLUS 1715 a Trade Mark of Acorn Computers Lid




' Barry Woods takes
a trip back to 1984,
just after the launch
of the Electron

L ET ws cast our minds back to April
1984, to the early beginnings of the
Acorn Electron and, of course, Electron
User. The front cover of Volume one
Number seven proudly displayed the Micro
Kid on a bright and cheerful cartoon back-
ground. In those early days the magazine
was aimed squarely at the younger micro
user with features like Pelican Crossing,
Bunny Blitz and Dog, Duck and Grain.

The news pages made pretty grim reading
with a lead story revealing Acorn's produe-
tion problems. With sales of its recently
launched Baby Beeb rapidly soaring Acorn
simply found it impossible to match demand
with produetion.

Long waiting lists formed and | remember
religiously fighting my way through the
Saturday morning shopping crowds in arder
to find out whether W.H. Smith had received
any of the many Electrons it had on order.

Acorn announced that the Malaysian fac-
tory couldn't produce anywhere near the
number of Electrons demanded and 5o a
new production line was to be set up in
Wales. Around 4,000 Electrons per week
were being turned out and if you multiply
this by 52 it means a staggering 208,000
computers per year were being produced,
and still Acorn couldn't keep up with
demand.

The problems caused by the the shortage
of micros were compounded by an unusu-
ally high failure rate. Dealers reported that
between eight and 25 per cent of micros had
to be returned because of faults. However,
some of Electron User's micros were bought
around this period and are still running tody,
so perhaps these reports were slightly
exagerated.

Starting in the April 1984 issue was
Merlin's adventure series, little did he
realise just how popular it was to become.
In fact, it still runs today, six years later,
though it was taken over some time ago by
an equally able adventure wizard,
Pendragon.

Sounds Exciting was one of the most pop-
ular features from those early Electron User
days and four sound effects based on com-
mon telephone tones are reproduced here,

A number of exciting new hardware add-
ong were either launched or announced six
years ago this month. Among them was First
Byte with its clever switched joystick inter-
face enabling the Electron to be used with
Atari-style joysticks. Signpoint was also
marketing a joystick port and printer port.
Likewise, Sir Computers had a joystick and
printer interface board on offar.

As we now know these add-ons were
later pushed out of the market by Acorn's
multi-function Plus 1, but at the time they
were revolutionary and amazing products. In
addition, Sir Computers also had & 12-rom
add-on board providing 192k of rom expan-
sion space and promised an inputfoutput
port and RS423 soon. Sadly, although Sir

BUILD up & libracy of axciting sounds b enhancs
yiur s prograrna with thaes lstings.
And many more in the months fo come !

o0 s I -13,10,0
50 EDME 1,0,039.7
g BEXT

Computers was first to release many excit-
ing add-ans, it was one of the first compa-
nies to disappear.

On the software scene a number of edu-
cational programs Were enjoying unexpect-
edly high sales with the Electron, following
closely in the footsteps of its big brother, the
BBC Micro, in its wide use in education. For
the gamaster, Cybertron Mission headed the

From I 7 Fptharg
Li RER MATTNE
2 FIR &= I} 20

From [LF Fanbepky
10 FEW BEEY ToME

N OFBECe ) T8 00

W BOAMR &1, -18, R
0O KB 2,009, 00
N OS0UMD MR8, 00
SN M 0,009,
6 DT

CuTt OFfF

Frewe Anthgny
and kfntens
Bradiacd
SOONE | ,-i5, 1Y, 10

e

bill in Software Surgery, the regular survey
of the games market. Other highly rated
games were Castle Frankenstein, Croaker,
Caterpillar and Kamikasi,

@ That just wraps it up for this month in
1984. I hape my brief excursion has jogged a
few pleasant memories of “the good old
days”. I'll now set my time machine’s con-
trofs for May 1385, See you next month!
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‘ Robert Charlton’s hints
. and tips will help put

. extra zip into your

- machine code programs

T HERE are probably quite a few pro-
grammers who, like me, have spent a
long time writing a complicated assembly
language routine to zip their aliens around
the screen at dizzy speeds, only to find
when they run it that the aliens don't have
guite as much zip as they might like. This
article will help put fizz in their tails.

It is well worth searching your local
library for an Electron book on assembly lan-
guage pragramming. If you are in luck, it
should have a chart in the back labelled
something like Instruction Cycle Times. {The
Advanced User Guide for the BBC Micro
also lists instruction timings).

This information tells you how long each
of the machine code instructions takes to
execute. Table | lists a few common instruc-
tions and each cycle represents ane tick of
the micro's internal clock, which, in real
terms, takes about 0.0000005 seconds.

You might be wondering why anyone
would want to speed up machine code at all
when the slowest instruction takes just
seven cycles, or 0.0000035 seconds to exe-
cute.

Suppose | was writing a game. Every time
the screem was updated two 17 by 17 win-
dows had to be redrawn. Each of the individ-
ual blocks of these consisted of eight bytes
which had to be transfarred to the screen.

Cutting down the time taken in the main
|oop by just one cycle would save 0.002 sec-
onds. Not much, but then consider the fact
that to stop flicker, the screen has to be
refreshed fastar than 1/25 of a second or 0.4
seconds. It could then make the difference
between a good game and a jerky mess.

You must remember though that, as with
speeding up Basic programs, speeding up
machine code ones will frequently lead to

LAE oA 3L

477

spaghetti-like listings. It is usually better to
write 8 program and ensure it works before
trying to speed it up.

How do you go about shaving the odd sur-
plus eyele from a piece of machine code?
Well, there are a number of differant areas
where improvements can be made. Firstly,
always try to use zero page for storing vari-
ables

Zero page instructions take one cycle
less to execute than ones which use the rest
of memory.

Zero page is mapped out in the April 1988
issue of Electran User, which reveals the
following free areas:

&4F - 89F

&AD - AT If you aren't using discs

&AB - &AF If you aren't using star com
mands

&E0 - &E1

&F5 - &F9

As long as you know what you are doing,
you may be able to use other areas as well.
Also, remember that if you use locations
tampaorarily in separate parts of your pro-
gram, you may be able to use the same zero
page locations for other temporary vari-
ahles.

Close inspection of the cycle times will
reveal another way of saving time. The

Instruction Cycles
LDA #number
LDA address
LOA address X
STA zero-page
STA address
STA address X
STA (address),Y
RTS

ROL address, X
JSR

O =i % OF N 5 G B L D

Table - Sovme common G502
instructions and their timings

instructions JSR and RTS each take six
cycles but JMP takes just three. This means
that the following two lines:

JSR subroutine
ETS

could become;
JHP subroutine

This saves nine cycles with virtually no
effort at all. You are just using the RTS at the
end of the subroutine instead of putting
another in your program.

If you have a series of subroutines called
one after another, then if they are only
called from one point, or if this is the only
order in which they are called, the following
code is normally used:

J5R subroutinel
J5R subroutine?
J3R subroutined

Subroutimel

RTS
.subroutine?

RTS
.Subroutined

RTS
But this can be replaced with:

JAF subroutinel
back
Lsubroutinel
JAF subroutined

Subroutined
JAF subroutined

Jsubroutined
JNP back

This represents a saving of 24 cycles,
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..

which could make all the difference to the
main routine of a program. It is also a great
way of creating a spaghetti listing, so it is
best left until the end of program develop-
ment.

And, if the subroutines fall together in
your program you can also leave out the
JMP to the next. This saves another three
cycles for each one left out.

Another area where savings can often be
made is in looping. | often find myself auto-
matically writing routines which loop for-
wards, that is starting from one and
counting upwards.

It is quicker however, if you can design
your routine to work in the same way when
counting backwards.

This may seem a bit odd but look at the
following code:

LDY #0
Jdoop .

INY
LPY K7
BNE Loop -

This could easily be changed:

Loy #7
Aloop

BEY
BNE Lloop

Both of these examples do exactly the
same job but just by counting backwards
you can cut out a whole instruction.

Of course, this is no use if your routine
only works forwards.

Another area that can often be speeded
up is arithmetic. Frequently you will have to
add a value to a two byte number, such as
altering the address your well-designed Pac
Man is drawn at.

The best way of doing this varies accord-
ing to what value is being added. The stan-
dard method for adding a two byte numbes

)
to another two byte number is:

CLC

LAD lobyte

ADC Knumber MOD 256
5TA Lobyte

LDA Ribyte

ADC ¥number DIV 256
STA hibyte

The same principles apply when subtract-
ing numbers as well.

If you are adding a value of 255 or less
this chunk of code can be changed to:

CLC

LbA Llobyte
k0L Bnumber
BCC skip
INC hibyte
Lskip

This skips the second byte of the number
if no carry occurs. If there is a carry, the
quickest way of adding one is with INC,
instead of LDA, ADC, STA. And if you are
simply adding one, then there is an even
quicker alternative:

[

INC Lobyte
BLE skip
INC hibyte
skip

These methods can make a dramatic dif-
ference to a program's performance.

If your program doesn't use any sound,
the clock, or the keyboard in a particular
section, then surrounding that section with
SEl ... CLI will make a huge difference.
These instructions turn off interrupts which
cause the Electron to leave your program at
regular intervals to carry out some other
housekeeping tasks, like dealing with a key-
press.

If your program uses sound elsewhera
this may be affected, because they normally
continue for much longer than the instruc-
tions that make them take to execute.

You can use the keyboard within these

instructions if you use the routine by
Michael Jacobson in the August 1986 issue
of Electron User, which read the keyboard
directly.

Finally, there are nearly always illegal
ways of speeding things up. This does not
mean you can get arrested for using them,
just that your program may not work on
other machines.

This was particularly true of the BBC
Micro which had a number of different ver-
sions of the operating system.

However, the Electron hasn't undergone
any changes since it was introduced.

One such illegal method is as follows — if
you use operating system routines such as
oswrch (&FFEE) or osword (&FFF1) then you
can include these lines at the start of your
program:

'E20E AND BFFFF
YE20C AND EFFFF

asurch
osword

Then, in your assembly language, you can
use JSR osword instead of JSR &FFF1 and
JSR oswrch instead of JSR &FFEE. This
saves time because normally when you eall
one of these routines it reads another
address in and then jumps to this new
address.

The lines above read this new address,
thus cutting out a jump. Remember that as
long as you assemble you code on all the
computers it is used on, you shouldn't have
any problems.

| hope you find these technigues as useful
as | have. Some may be frowned upon by
structured programmers, but unfortunately
structure doesn't always lead to the best
possible speed.

Probably the best approach 5 to write
your program in a structured way — well
documented so that it can later be speeded
up . Remember, finding emors in a spaghetti
listing can be a nightmare

But a few cycles difference can often
make or break a computer game where
speed is of the essence. 5o, it's worth
breaking a few of the rules.
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Pack ‘em
In with a
graphics
cruncher

' Robert Henderson provides a
trio of compaction routines

W HEN the Electron was lasnched way back in
1983 it was thought that 32k of ram was
ample memory for any programming or business
requireaments. Now, however, it seems miniscule by
comparison with megabyte monsters like the
Archimedes, the 5T and Amiga.

The Electron programmer must therefore make his
programs and graphics as compact as possible, as
space is at a premium. With the size of games and art
programs growing all the time compaction technigues
have taken on a critical role.

Hera are three alternative methods of sgqueezing full
screens into as little memory space as possible. The
method used for Program | is restricted to displays
which use only text and user defined characters.

It implements a machine code routine to read the
Ascii code of each character on a Mode 4 screen,
which are then stored in memory. The bit mapped
Mode 4 screen is 10,240 bytes long, but only requires
1,240 bytes when stored as Ascii characters — quite a
saving in space. To regenerate the screen all you have
to do is print the Ascil characters.

Program Il can be used to compress and expand
cartoon-style graphic screens and simple pictures.
What happens is that every second byte is read from
the screen and saved in a 5k block of memory.

When the screen is redrawn each of the bytes in the
block is printed twice, resulting in an expanded screen.
This technigue works well with some pictures, but fails
miserably with others — it all depends on the complex-
ity of the image being compressed.

The second part of the demonstration shows how
half a screen — 5k long — can be expanded to fill the
whole screen. It works rather like a magnify function.

The final compaction routing, used in Program I,
uses the traditional byte and counter method. This
takes a byte from the screen and then counts how
many identical ones follow it. The byte and count and
then saved.

The next different byte is taken, and the number of
identical ones following is counted and so on. Using
this method, even quite complex screens can be
squashed do to 60 or 70 per cent of their original size.

That is by no means the complete story as far as
compaction goes, but the routines shown here should
give you food for thought, X

10 REM ¥OU Compression
20 REM By R.Hendersom
30 REW (e} Electron User
&0 MODE &
50 PROCassenble
&0 PROCimage
70 187T4=40
B0 1875=32
%0 CALL compress
100 G=8ET
10 CLs
120 CALL decomp
130 1Eb0=0
160 vou 28,8,23,.32,8
150 1E3SF=10
160 REM Normal cursor
170 €L
180 END
1%
200 DEF PROCassemble
10 FORiL=NTOZ STEPE
220 PI=R900
30 [ opT X
240 ,compress
250 \ Read YBU codes and save in &
260 \ conviemient area of memory
&T0 LOA &0
280 STA &T¢
290 5T &73
300 5Th &TD
10 Lok #8300
320 sTh &TM
130 Loy B0
340 . loop
150 Lon 31
160 JSR RFFEE
370 Len K72
380 JSR RFFEE
390 LbA ET3
400 J5R BFFEE
&10 LbA #135
420 ISR BFFF4
&30 TXA
440 LoY #0
k50 STA (BT0D,Y
&40 INC 472
470 INC &70
480 LbA ATD
490 CHP @0
500 BEQ dat
510 .cont
520 Loa §T2
530 CAP K74
540 BNE loop
550 LOA 20
560 STA BT2
570 INC &73
580 LDK &3
590 CHP 475
600 BHE Loop
610 RTS
620 .dat
&30 I M
640 JAF cont
650 \ Reconstruct
G600 % from YOU codes
670 .decomp
G50 Lok &0
890 5TA ETO
700 LDA #8530
70 574 &T1
120 LDk #31
730 JSR BFFEE
740 LOK #0

750 J5R RFFEE
TéD JSR REFEE
170 LY &0

T80 LDR T4

190 5Th &72

800 LDA BTS

810 5Th &73

820 LOY #0

130 .loopd

240 Loa (E70D,Y
£50 JSR EFFEE
B60 DEC &TZ
ET0 Lbk &72
BED BER ser?
B30 Lret

200 INY

§10 BNE loopd
P20 INC EM

930 LDK 873

G40 BHE loop?
950 .rts RTS
Q60 .set?

§T0 Low 840

980 sTh WV

990 BEC E72
1000 BER rts
1010 JAF ret
1020 1

1030 NEXT

1040 EMBFROC
1050

1060 DEFPROCimage
1074 vou 23,1,2;0;0;0;0;
1080 2EDO=2

1090 REM 5tatic cursor [ no scro

LLing

1100 FoRX=1T0 32
1110 FRINT *This is an example o

f the ¥Y0U compressor”;

1120 NEXT
1130 ENDPROC

Program I

10 REM Scamline Compression
20 REM and double height
30 REN By R.Henderson

&0 REN () Electron User
50 FOR iX=0 To 2 STEP 2
60 FI=4700

70 [ oPT 11

B0 % Scrumch the image down
$0 \ to sround half size...
100 .comp LDA FD

110 5Th &0

120 5TA BI2

130 Lon #ESE

160 5Ta BT1

150 Lo #630

160 5TA &73

170 LbY ¥0

180 . loop

190 LDA C(&TD},¥

200 5TA (&T2) ¥

210 InC &72

220 L kT2

230 BEQ outd

240 .middle

250 INC ETOD

260 INC ETO

270 BME loop

280 INC BN

&30 Loa 4T

300 cHP #EBO0

10 BNE Loop

320 RTS

330 . out?
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340 INc &73
350 JuP middle
360 % Redraw image

370 % on the screen.

380 .decomp

190 Ly #0

£00 LbA §E3D
410 5T i

420 Lba BRSH
&30 5Ta &73
k4D Lba #0

450 5TA ETO

&40 STA ET2

470 . Loop?

&80 Lbk (ETOY,Y
490 5TK (B72),Y
500 INC BT2

510 578 (Ri2),Y
520 INC &T2

530 INC &70

540 LD& &TD

550 BEW out{
560 .comtinue
570 Low 472

580 BNE loopd
50 InC 4T3

400 L &T1

610 CAP BE4s
420 BNE loopi
&30 TS

440 Loutd

450 INC ETY

460 JAP continae

470 % Double the nzight of o
480 \ 5k chunk of screan...

490 .dblhsc

TO0 Lpa 2R
A0 §Ta ETé

720 Lba #0

730 STA &l

T40 5TA T2
750 Lba #RSE
760 5TA B1D

770 Lba #E30
T80 5TA AT

90 LbY &0

809 .st

810 LbX 4

820 .dbloopl
B30 Lok C&TD1,Y
B4 STA (BTE),Y
850 IKC &72

860 STA (&TE1,Y
870 Inc &72

380 LA 72

890 e rtd

00 bkl

$10 INC &70
920 Lba &70
730 BEQ rt2
940 .bkd

950 DEX

940 BNE dbloop!
970 CLC

980 Lba 72
750 ADC BE3E
1000 5T E72
1010 Lba BT3
1020 ApC A1

1030 574 73
1040 LbX A4

1050 .dbloop2
1060 Lbk CETO), Y
1070 5Th (ET2),t
1080 INC &72
1090 §Th (ET2),Y
1100 INc &72
1110 Lok &72

1120 BEQ rt3

1130 .bk3

1140 INC E70

1150 Len £70

1160 BEQ rté

1170 .bkd

1180 bEX

1190 BNE dbloop?

1200 SEC

1210 Lbh E72

1220 $BC 4R40

1230 5Tk B72

1260 LDk &T3

1250 SBC M

1260 5Th &73

1270 BEC &7T4

1260 LDA &T4

1290 _BME st

1300 tLC

130 LbA 472

1320 ADC &40

1330 §TA &72

1340 LA 473

1350 ApC @1

1360 STA AT3

1370 LA fhid

1380 STA ET4

1380 LbA £73

1400 @PL st

1410 RTS

1420 .rt1

1430 INC E73:JNP bk
1640 .rt2

1450 INC BT1:J0P Bk?
1460 .rt3

TAT0 INC BT3:JNP Bk3
1680 .rté

1490 INC E71:JNP bk
1500 1 :
1510 MEXT

1520 MODE §

1530 wou 23,1,0;0;0:0;
1540 PROCdewo?

1550 CALL comp

1560 woU T : G=GET : (L%
1570 CALL decomp

1580 G=GET : CLS

1590 PROCdemo?

1600 ¥oU T: G=GET : CLS
1610 CALL dblhee

1620 END

1630

1640 DEF PROCdemo?

1650 nol=E5544

1660 voU 23,6FF,nol;nod;nok;nok;
1670 FOR x¥=D TO 3

1630 FOR yi=3 TO 0 STEP-1
1690 COLOUR xX

1700 COLOUR yR+123

1710 PRINT STRINGS(Z0,CHRSZSS);
17200 MEXT

1730 MEXT

1740 BCoL 0,3

1750 WOVE 0,508

1760 DRAW 127%,508

1770 REM Relocate graphics date
1780 FOR xE=43000 T0 E4600 STEPE
1790 Dxi=!(xd+R2000)
1800 REXT

1810 ENDPROC

1820

1830 BEF PROCdeno!

1840 &CoL 3,3

1850 FOR d%=0 TO 1278 STEP 24
1860 mOVE 47,0

1870 BRAW o7, 1024

1880 MEXT

1880 E:EL.E,E

1900 FOR ef=0 TO 1024 STEP 12
1910 WOWE 0,el

1920 DRAW 1278 el

1930 MEXT

1940 ENBPROC

Program Il

10 REM Colowr Compactor
20 REN By R.Henderson
30 REM (c) Electron User
&0 WODE O
50 mODE &
60 AE="Compaction failed"
70 FOR 1%=0 70 2 STEP 2
a0 PR=E900
90 0PT iX
100 .scrumch
110 L #8538
120 5Ta £73
130 Lka #E3D
140 sTA £
150 Lba 80
160 STA 70
170 &TA &7E
150 Lbd 1
1590 57K 78
200 Loy A0
210 .main
220 INC BT0
230 BER inc
240 JNP out
250 .ine
240 INC BT1
270 Lout
280 LDK (B72),Y
&80 5Th &T7
300 sTh CETOD,Y
110 Inc &70
320 BEW in?
330 JWF outd
340 .in2
350 INC &T1
360 .outd
370 Lok &TR
180 sTa (&F0D,Y
180 Inc &T2
00 BER ind
10 IRP check
420 .ind
&30 INC &73
&40 Lba BT
&50 BPL check
kB0 RTS
70 .check
480 LDA (ET2),¥
L0 CHP RIT
500 BE& put
510 JNP main
520 .put
530 LDk (&TOD,Y
540 CLC
550 apc #1
560 STA (BTO),Y
570 STA 479
580 INC &72
590 BEQ ink
600 JWP checki
&0 .ink
620 INC 473
&30 Lok &T3
640 BFL check:
650 RTS
660 .check?
670 Lba &7
&30 CAP BLFF
690 BNE chk

T00 JAP main
710 .chk

T20 Loa CET2D,Y
730 Chp &77

740 BRE main
750 BEQ put

760 % Redraw original screen
770 \ From compacted data...
T80 .deconp

790 LbA #E30
&00 5TA EN

§10 Lba #ESE
B20 5TR &73

B30 Lo &1

B&D STA BTO

B50 LDA #0

BE0 STA BT

B70 TaY

BED .rest

B90 LbA (R701,¥
900 STA BTS

910 InY

920 LbA (200,17
930 5Th &TE

Qa0 §TY ET

§50 LOY ¥

980 .redraw

970 LDA &TS

$80 STA (E72),Y
990 INC ET2
1000 BER cp

1010 AP dec
1020

LR
. 1030 INC B73

1040 Lba E73

1050 BPL dec

1060 RTS

1070 .dee

1080 DEC ETé

1090 BME redraw

1100 Loy &74

1110 InY

1120 BME rest

1130 INC &T1

1140 JNP rast

1150 1

1160 NEXT

1170 MODE 5

1180 HINEm=R3000

1190 wou 23,1,0:0:0;:0;

1200 PROCtri_draw

1210 CALL scrunch

1220 FROCgive_size

1230 CLs

1240 CALL decomp

1250 ERD

1260

1270 DEF PROCtri_draw

1280 FoR x¥=1 To 20

1290 &CoL 3,RNDL3D

1300 MOVE RNB{12TE), RNBL1024)
1310 MOYE RNBC1278), RAB(1024)
1320 PLOT B5,RNDCT2TR),ANDI1024)
1330 MEIT

1340 ENBFROC

1350

1360 DEF PROCgive_size

1370 starti=43000

1380 endX={?8T1*E1000+ 7870
13900 IF endd>&5TFF CLS:PRINT"'AS
:END

1400 PRINT "Size = *;endi-start]
1610 G=8ET

1420 ENDPROC
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Don't miss out on the mass of material that's appeared
in Electron User over the past few months. Bring
yourself up to date with this back issue bundle, packed
with games, utilities, features and programming
tutorials.

Here’s what you'll find in the
September 1989 — February 1990 bundle:

October 1989 issue:

Game: Spinning frustration, Jet Bike, Robokill. Reviews:
Rodeo Games, Hi Q Quiz, Spooksville, Rombard.
Features: Exile solution, Electron carrying case. Utilities:
Elkpaint, Disc Menu.

November 1989 issue:

Game: Storker's Run, Shopping Spree, Dollar Dash,
Octavia. Reviews: Ardcade Soccer, White Magic 2,
Citizen printer. Features: Exile solution, Flowcharts,
buyer's guide to printers. Utilities: Scroller.

December 1989 issue:

Games: Wishing Wells. Reviews: Ricochet, Play It Again
Sam Il, System 80, Superior Soccer, Sign Writer, Time
Lines. Features: Ravenskull solution, American Suds
map, Break key protector. Utilities: Word square solver,
screen faser, calendar maker, extended renumber.

January 1990 issue:

Games: Bounce. Reviews: Subway Vigilante, Blast,
Tomcat, AC Datalink. Features: Elite playing guide, Time
Warp 1985, adventure tips. Utilities: Disc/Taper Index,
Sunburst, Pie Chart, graphics compiler, DFS and ADFS
disc editors.

February 1990 issue:
Games: Life, Deflector. Reviews: Last Ninja 2, Fab Four.
Features: Ring of Time map, Logo, discs and drives
explored. Utilities: Remsave, system variable lister,
graph plotter.

March 1930 Issue:

BACK ISSUE BUNDLE

Everything you
ever wanted to
know about your
Electron but were
afraid to ask is in
these back
issues of
Electron
User

Games: DIY Invaders, Sub Search, Maths Mania.
Reviews: Hibgoblin, Sam 12, Panasonic KX-1124 printer.
Features: Sphinx Adventure map, Barbarian solution.
Produce your own software. Utilities: Extra fonts,
Recowver variables, VDU poker.




good reasons why

YOU should read

* Listings: Many type-in programs - from exciting
games to time saving utilities — that are featured in The
Micro User will work on your Electron.

* Reviews: If you use your Electron as an all purpose
computer you'll find that many products evaluated are
compatible with the Electron.

* Adverts: From printers to paper, you'll find lots of
products suitable to add to your Electron advertised in
the pages of The Micro User.

 Learning: The easy-to-follow hands-on articles and
tutorial series in The Micro User are often applicable to
Electron users.

* Letters: Lots of the hints, tips and facts on the letters
pages will help you make the most of your Electron.

 Adventures: The Mad Hatter gives unlimited help with
the guests: An invaluble source of information for
Electron adventurers.

* Arcade Games: Tips from Hac Man — one of the
country’s leading games experts — will often help
Electron arcade addicts.
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(ne of two great games - ideal for you to type into your
Electron - from the April issue of The Micro Usar.

should be your logical choice, letting you retain the friendly environment you've

P L U S Considering changing your Electron for another micro? A BBC Master or Archimedes

become used to. Keep up to date with the latest developments with The Micro User.

NOW ON SALE AT YOUR NEWSAGENTS
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T HE biggest chip on the Electron’s cir-
cuit board is the uncommitted logic
array, or ULA for short. It is this chip which
controls most of the Electron functions like
reading from and writing to the cassette
port, generating interrupts, setting the
screen modes and colour paleties.

The power of the ULA is accessable
through several special control registers
located high in the Electron’s memory map
at &FExx. Poking these registers will change
the colours displayed, the screen mode, the
sound output, cassette motor operation and
S0 0.

For instance, the colour palette for the
two-colour Modes 0, 3, 4 and 6 are stored in
&FE08 and &FE09. Although the Electron is
capable of displaying eight colours, you
can't simply poke the values zero to seven
into the ULA registers and hope to get the
right colours.

The palette is produced by mixing the
three primary colours — red, green and blue.
The Electron can produce the whole range
of colours by using these singly or mixed
together. For instance, red and green make
yellow and red mixed with green and blue
makes white.

Mot all the bits in registers &FED8 and
&FED9 are needed, so Figure | shows the
ones used in each — three for colour zera
and three for colour one. If a bit is zero then
the colour is on, and a one means the colour
is off. So to set colour zero to blue and
colour one to yellow B4 is placed in &FED8
and 17 in &FED9.

If you look at the bit pattern of these two
numbers you'll see that green and red are
off for colour zero leaving the blue on so the
background is blue,

However, blue is turned off for colour one
and red and green turned on. These two
colours produce yellow when mixed, so
that's the colour of the text.

Let’s take a step back now and look at the
ULA register at &FEDT. This has a variety of
functions, such as setting the caps lock,
turning the cassette motor on and off,
selecting between cassette and sound oper-
ation — you can’t have both at the same time
- gnd also setting the display mode. Figure 1l
shows the function of this bit-mapped regis-
ter.

As you can see, bits three, four and five

We're taking
control

Robert Henilérsnn
- shows how to

the Electron’s
custom designed
ULA chi

new value into these bits — making sure not
to alter any of the others = will cause the
Electron to change mode.

A problem, however, is that the operating
gystem won't know that a new mode has
been selected. It stores a variety of vari-
ables relating to character width, height and
colours available in page three of memaory,
5o some poking around here must also be
done if you want to print text or draw using
Basic's graphic functions.

It is relatively easy to split the screen hor-
izontally so that two modes are displayed at
once, as was demonstrated in the January
1986 issue of Electron User. This displayed
Mode 0 in the top third of the screen, Mode
1 in the middle and Moda 2 at the bottom,

It was originally thought impossible to
split the screen vertically so that text on the
game line appears in different modes.
However, this is what Program | achieves,
Mede 4 is displayed in the left third of the
screen, Mode 5 in the middle and Mode 4
again on the right.

If you find that this program doesn't work
then try switching off the Plus 1 as the inter-
rupts it generates can upset the timing of
the split mode. Also if you press a key the
split will again be altered as time is spent
processing the keypress.

Have you ever wanted to write GAC-style
.adventures with Mode 5 graphics in the top
half of the screen and Mode 4 text in the
lower half? Program |l shows how this can
be achieved without tieing up the processer
too mueh.

The only disadvantage is that sound
effects become a bit buzzy and you must
also remember to switch off interrupts
before loading and saving data or programs.

To change the colours, poke &70/&71 for
the bottom half of the screen and &72/&73
for the top half with the values for registers
&FE0S and &FEDY.

Finally, Program | shows how flicker free

set the display mode and simply poking a 4 animation may be implemented on the

- manipulate .

Electron by employing dual screens. The
disadvantage is that it takes up a large
amount of memaory so it isn't often used.
Other micros with large guantities of ram
nearly always use this technigue for arcade
gamas.

A separate, hidden, screen is held in
memaory and all graphics command operata
on this.

When the drawing command has been
completed — in the case of Program Ill, a
large circle — the display is instantly flicked
to this screen.

Hopefully, these demonstration programs
should have given you an insight into how
the ULA works and how it can be manipu-
lated. Try experimenting with the programs
and see if you can come up with some more
useful effects.

ULA register &FE08

[

|

128 | Notused

| B4 | Blue-COLOUR1

Mot used
Blue - COLOUR 0
Not used
Green - COLOUR 1
|  Notused

‘ Mot used

- oo B

ULA register &FE09
| 128 Not used
Not used
Mot used
| Green— COLOUR O
Mot used
Red — COLOUR 1
Not used
Red - COLOURD

N O

! el - el
Figure [: The palete ULA registers
for Mode 0, 3, 4, and § -

. Bif : Function ;

Caps lock
Cassette motor
Display mode
Display mode

| Display mode
Cassette/sound operation
Cassette/sound operation
Mot used

= = a3 Lad e L S =

Figure li: The multi-function ULA register at SFEOT7
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10
12
14
20
k11]
&
50
1]
70
a0
a0
100
110
120
130
140
150
160
170
| 180
190
200
210
220
230
240
250
240
| 270
| 280
| 290
| 300
| 30
320
330
340
350
340
370
URII
; 380
| 190
| A1
| 1.1}
&00
Al
&20
&30
L&D

REM Vertical split modes
REM By E.Henderson
REM () Electron User
FOR XE=1 TO RNDC&)+1+4
HFX19

NEXT

*KEY1D OLD|MRUN|N
TEFEOT=164

MODE &

vou 23,1,0:0;0;0;
PI=£900

[orT O

Lba 819

J5R EFFF4

Lkkk

Lba ET1

LbY &70

LbX E164

STA EFEQT

Lcall

STA BFEQT

LDX B4

.\ DEX

BHE L

§TY BFEQT

JHP eall

~dddd SEI

RTS

]

You 19.1,1;0;

T8360=3 : 1E361=3
M355=5 1 T8I4F=14
FOR AX=0 TO 30 STEP 2
PRINT TABCI,AZ);"Node 5..."
NEXT

THFEDT=164
W360=0 : 78361=0
I55=5 @ MIeF=8

B¥=" THIS 15 WODE WUMBER FQ

FOR XX=1 TO LEN(ES)
PRINT TAB(31,X%);NIDS(BS,XI
$TAB(O,XX);"* “;MIDS(BS,X

NEXT
TET0=164 :
CALL dddd
HEX19
CALL E%00

1WT1=174

Program Il

10
20
30
&0
50
a0
70
a0
o0
100
10
120
130

REM Split modes II
REM By R.Henderson
REM (g) Electron User
TET4=0

FOR xX=0 TO 2 STEP 2
PE=E%00

[ OPT xi

PHP i PHA

THA : PHA

TYA & PHR

LDA HBFF

§TA §298

5Th E29¢C

140
150
160
110
180
190
200
210
220
230
240
230
260
270
280
290
300
310
320
330
340
350
340
370
30
390
400
W10
L20
430
LT]
450
L1
&TD
LED
490
00
30
520
510
340
550
il
570
580
390
&00
610
620
630
&40
650
[ 1-11]
670
480
&90
]
710
(4]
730
740
730
T80
[l
T80
790
800
810
820
a1z
830
84D

5TA B29D

STA B29E

STA B29F

LbA &4

EOR WEFF

BME coll

ASL A

BEG colk

ret

PLA = TAY

FLA @ TAX

PLA : PLP

RTS

Lcolé

STA BTE

LOA ET2

STARFEDR

LOA E73

STAERFED®

Loab #1468

STA G282

STA EFEDY

JHP ret

Lcoll

ST BT4

LoA ETD

STARFEDE

Lon ET1

STARFEDY

LbA #1460

STA E282

STA EFEOY

JHP ret

.go

LoA #19

JSR EFFF&

LDA #EFF

STA E29E

STA §29¢

STA E29D

STA B29E

STA E29F

LDA #0 : STA &T4
LOA #0 : STA §220
LDk #% : STA E221
LbA #14

LDX #5

Loy #0

JSR EFFF&

RTS

]

NEXT

1ET2=112 : 1BT73=4%
WwT0=60 : ET1=23
CALL go

NOBE &

you 23,1,0;0;0;0;
18355=4

Mi61=7

18360=0

TR34F=8

You 28,0,31,39,13
REPEAT

MOYE 0,612

ROYE 000,700

FOR FX=0 TO &80
18360=3

GCOL O,RMDC&)=1
PLOT B5,RND(127B),RNDCA00D+

18360=0
PRINT “This is Mode &...%;

= 850
260

WEXT
UNTIL D

Program I

10

20

30

&0

il

a0

o

1]

0
100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
230
260
27l
280
290
300
o
320
330
340
350
360
i
380
390
400
0
420
430
440
450
460
470
L0
490
1l
510
izl
530
340

-2

350

REM Circles
REM By R.Henderson
REM (¢} Electron User
SOUND 1,0,0,1
PI=E%00

LoPT O

LDA #0

§Ta 70

TR &T2

Lba ET4

§TA ET1

LDA &75

£Ta E73

Loy &0

.Copy

LDA (BTO),Y
$TA (BT2),Y
INY

BHE copy

INC &1

INC &7

Lba &71

CHPETS

BHE copy

RTS

Antoff

SEL

RTS

]

CALL intoff
MODE O

MODE 5
HIMEM=EI000
VDU 23,1,0:0:0:0;
TEI4E=RI0
18351=830
REPEAT
TEFED2=0
TEFEQ3=d2C
Ai=RND(1278)
yI=RNB{1024)
ri=RNB{200)+40
GLOL 3, RND(3)
PROCcOxnX,yX,rX)
TRFE03=418
1ETE=§30
TET5=R58
TETE=880

CALL 2900

IF RMDC&DY=4 CLS:UNTIL O
UNTIL O

DEF PROCe(XX, ¥ RED
FOR IX=YX+RL TO YI-RY STEP

JE=SUR(ABS(RE*RY-(1X-YE)¥ (]

-1i)

560
ito
580
390
600
§10

NOVE XZ-J%,1%
DRAW XX+J%,I%
NOVE XX-J%,(1%+4)
DRAM XX+J%,(1%44)
NEXT

ENDPROC
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WHEN you add CASE
to Basic you'll find it a
great improvement,
OTHERWISE Stephen
Ramplin’s utility will
be wasted

P ERHAPS you know a little about the
Basic of the omnipotent Archimedes,
Acorn’s latest offspring. A key feature is the
wealth of programming structures avail-
able, one of the more useful being the
CASE, WHEN, OTHERWISE, ENDCASE struc-
ture.

The humble Electron is perfectly capable
of an equivelent command structure too.
Case is a utility which adds the CASE struc-
ture to the Electron’s built in BBC Basic.
Let's see what the syntax of this new com-
mand is.

Imagine a series of IF ... THEN statements
plagued with ORs and GOTOs, a nightmare
which can now be replaced with an
admirably structured slice of Basic - the
CASE structure. This is an efficient method
of executing one of a range of options.

Enter the program listing, then save and
run it. By doing this the special two line
Basic program below, is created and saved
to disc or tape under the filename CASE:

0 REM
1 CALLPAGE+244:REN

It is imperative that these two lines arae
not ammended in any way, otherwise the
machine code hidden in them would cease
to function and a crash may occur.

Load the two-line program and either type
in your own program lines, EXEC them in or
use the following instruction:

OSCLILOAD file "+STRS™(T0P-2)
Press Break, load CASE and add, the fol-
lowing lines to it

10 REM Draw
20 MOpE ¢4
0 PRINT
&0 PRINT "Use Z, X, * and ? to
drau...";
50 X¥=640:Y%=512
60 PLOT &9,%%, YK
70 REPEAT
B0 key$=GETS
90 CASE key$
100 WHEN =I®,"z":1F X¥>10 THEN
X1=X%-10
110 WHEN “x","x":1F XX<1270 THE
N XX=x¥+10
120 WHEN ":","*=:IF YR<1014 THE
N Yi=vi+10
130 WHEN "/","7":1F Yi*10 THEN
YE=YE-10
140 OTHERWISE:VDUT
150 ENDCASE
160 DRAN XX, YX
170 UNTIL FALSE

This program paints a thin line on the
screen in response to the usual direction
keys (Z, X, :, [ for left, right, up and down
respectively).

When Draw is run the CALL command in
line 1 initialises Case's hidden code in lines
zero and one.

MNotice how clear and easy to follow the
Basic CASE structure is. Lines 10 to B0 are
good old reliable Basic keywords.

The first new keyword, CASE, crops up in
line 90, and must be followed by a variable
name. This declares the variable to be the
subject of the WHEN statements. The logic
of the structure hinges on these WHENs,
found in lings 100 to 130,

The Basic equivalent of line 100 is the
rathar maore ughy:

100 IF key$="1" OR key$="z" AND
Y1310 THEN X%=XY-10

The CASE structure offers an elegant
alternative. In line 100 the WHEN statement
is followed by two possible values for key§
{upper and lower case Z) which must be
separated by a comma.

If key$ — the CASE variable — equals
gither of these the actions following the
WHEN are executed, and the remaining
WHENs and the OTHERWISE are ignored.
Similiar arguments can be applied to each
WHEN statement.

If none of the WHEN statements possess
a value matching key$ the OTHERWISE
statement leaps into action and a beep (VDU
7) is output.

The OTHERWISE statement is optional
and may be ommitted. Finally, the ENDCASE

Make
a CASE
for the
Electron

command neatly exits the structure. It is
gssential because another CASE statement
could cause a Bad CASE error report, as
Case cannot handle nesting. The neccessity
of the ENDCASE encourages a structured
approach to programming.

A second example will illustrate the ver-
satility of the Case implementation of CASE.
Press Break, reload CASE and then add
these lines:

10 REM Sectors
20 MOBE &
30 MOVE 440,512
40 FOR theta=0 TO 360 STEP 15
50 XX=640+300*SINCRAD (thetal)
60 YE=512+300*COSCRADCtheta)d)
70 CASE theta/&5
B0 WHEW 1,2, INTC22/T), VALC"&")
(LOGCTESY, &, 7T:DRANW X%, YX:DRAW &40
12
90 ENDCASE
100 DRAM XX, YX
110 MEXT

This program draws a circle divided into
eight equal sectors, demonstrating a couple
of points on its way.

The first is that a calculation may form
part of the CASE condition. Secondly, both
Basic keywords and calculations may form
part of the WHEN condition — the rather long
winded line 80 illustrates this.

Note, however, that Basic keywords can-
not follow a CASE command.

The possible errors given by Case are
listed in Table | accompanied by their error
numbers and the possible cause.

Table |1 provides the full list of syntax
rules.
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AN article cannot be without its piece of
technical information to satisfy the pro-
gramming buffs; here it is. Briefly, the
program works by revectoring brkv (the
BRK vector| to point to the program’s
own code. Henceforth, when an error
occurs, Case is called.

If the error was a mistake Case
checks the cause against its four key-
words until either a match is found or the
table terminator is reached. If a Case
command was responsible for the error,
the corresponding machine code routine
is executed and operation is then
returned to Basic.

A number of subroutines are borrowed
from the Basic rom, and 890 to &9A of
zero page is used to store variables. The
code is stored as a Basic program to
keep free the areas of memory usually
burdened, and therefore allowing user
defined graphics and so on, in a program
which utilises Case.

This decision caused a few
headaches as certain byte values could
not be used, and the program had to be
relocatable.

Complete technical descriptions can
make for heavy going, and the curious
can refer to the May to July 1986 issues
of Electron User, where the techniques
used are fully covered. There are endless
applications for the CASE structure.
Experiment - it's not difficult to pick up.

Error Error Possible
message number problem

Bad CASE 46 A second CASE statement was encoumered before an
ENDCASE
No CASE 47 A WHEN, OTHERWISE or ENOCASE command was

found when no CASE had been encountered

This error will be issued by the Basic subroutine EVAL if
& string variable is compared to a numeric value or

vica versa

Part of the CASE structure syntax is incorrect — refer

fo Table Il

An undefined variable may be lurking about within the
CASE structure or a Basic keyword may follow a WHEN,
without & separating space

Type mismatch B

Syntax error 16

No such variable | 26

Table I Possible CASE command errors

@ The name of a'variable must follow the CASE statement.

@ WHEN, OTHERWISE, and ENDCASE statements must be the first statements on a new
line, bpart from the one immediately after the CASE.

@ A series of possible values for the CASE variable may follow a WHEN, and each must be
separated by a comma.

@ The combined length of the variable name and its value must not be greater than 254
characters. This would anly really happen with strings.

@ The BASIC statements WHEN and OTHERWISE must be separated from subsequent
statements, which must be on the same ling, by a colon.

@ Velues after a WHEN may be the variable names holding the values, calculations or

BASIC keywords. If a BASIC keyword is immediately after a WHEN statement a space
must be included to separate them.

Table Il: The CASE syntax requiraments

10 REN Case

20 REM By Stephen Ramplin

30 REM (c) Electron User

&0 MODES

50 PROCassembler

&0 PRINT"Press <RETURN> to sav
e code”

70 REPEATUNTILEET=13

B0 OSCLI"SAVE CASE BOD “"+5TR3™
[ ;

90 END

100 DEFPROCassembler

110 brk="8202 AMBEFFFF

120 offseth=k0A

130 ptrA=R0B

140 page=g&18

150 ptrE=g1%

160 offsetB=R18

170 intA=§2A

180 erpor=8FD

190 briv=g202

200 string=B700

210 cont=R8BYE

220 checkend=89854

230 addY=g984D

240 syntax=E9828

250 eval=&9B2%

260 pointer=§90

270 caseflag=892

280 trueflag=893

290 action=R94

300 tenp=E96

10 strptr=§9%7 630 .done

320 quaote=E98 640 INY

330 address=g99 650 STYstrptr
340 codeX=kB00 640 INY

350 FORpassX=0TO25TEPZ 670 INY

360 Pi=codel 680 INY

370 COPTpassX 690 BHEguit

380 EQUDEFBOODOOOD 700 .badcase
190 EQUWETSFL 710 BRE

400 NOP 720 EQUB&G

410 .case 730 EQUS"Bad CASE"
420 LDXcaseflag 740 BRE

430 EMIbadcase 750 .when

&40 DEX 760 LDAcaseflag
450 STXcaseflag 770 BPLnocase
460 CLC T80 LDAtrueflag
70 TYA 790 BMInewline
480 ADCpRrA 800 LDY#D

490 SThaddress 810 .wloop

S00 LDAptrA+t 820 LDAladdress),¥
510 ADCHD B30 5Thstring,Y
520 SThaddress+1 B40 INY

330 Lov#D 850 CPYstrptr
540 .cloop 840 BMEWloop
550 LDA{address),¥ B70 BEY

360 EMIbadcase 850 LDARRSC™="
570 CMPEASC™:" B90 SThstring,¥
380 BEGdone 900 LDYK&

590 -CHPERD1D 910 .wloopB

600 BEAdone 920 LDXstrptr
610 INY 930 .wleopl

620 BMEcLoop 940 LDA{ptrad, Y >
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= 1300 .false 1670 .back
1310 PLA 1680 INY
950 PHA 1320 INY 1690 BNEtLloopB
980 CAPKIL 1330 CMPRASCY," 1700 .atcolon
970 BNEmotguote 1340 BEAwloopB 1710 BEQquith
980 ECRquote 1350 DEY 1720 .otherwise
990 STAquote 1360 .newline 1730 LbAcaseflag
1000 .notquote 1370 INY 1740 BFLnocase
1010 CHPEASL"," 1320 LDALptrAd,Y 1750 LbAtrueflag
1020 BMEnotcomma 1390 CHPEBD1D 1760 BMInewline
1030 LbAquote 1400 BMEnewline 1770 BPLquith
1040 BEQtest 1410 .quit 1780 .endcase
1050 .notcomma 1420 BEdquitd 1790 LDdXcaseflag
1060 CHPEASC™:" 1430 BNEquitB 1800 BPLnocase
1070 BNEstore 1440 .nocase 1810 INX
1080 LbAguote 1450 BRK 1820 §THcaseflag
1090 BEGtest 1460 EQUBLT 1830 STXtrueflag
1100 .store 1470 EQUS™No CRSE" 1840 .quith
1110 PLA 1480 BRE 1850 DEY
1120 STAstring,X 1490 .true 1860 JSRcheckend
1130 InY 1500 STAtrueflag 1870 LDY#S
1160 INX 1510 PLA 1680 . loop
1150 BNEwloopl 1520 CHPHASC":" 1890 PLA
1160 JMEsyntax 1530 BE®atcalon 1900 DEY
1170 .test 1540 .tloop 1910 BNELoop
1180 LbAgEO1D 1550 INT 1920 IMPcont
1190 sTastring, X 1540 .tloopB 1930 BaUb&01000B0E
1200 LDAET 1570 LOALpErAD,Y 1940 EQUBEYE
1270 SThptrB+i 1580 CHPH34& 1950 eauwibdpé
1220 LbAKD 1590 BNEnotquoteB 1960 EQUS"+264:"
1230 SThptrB 1600 EDRquote 1970 ERUWETSF4
1240 SThoffsetd 1610 STAquote 1980 .intércept
1250 §TYtemp 1620 .notquoted 1990 LbX¥main MOD256
1260 JSReval 1630 CMPEASC":" 2000 SEI
1270 LbYtemp 1640 BMEback 2010 5TXbrky
12680 LDAintA 1650 LbAquote 2020 LbXpage
1290 BM1true 16460 BERatcolon 2030 INX

e0&0 STXbrkvet 2810 INY

2050 CLI 2420 BNEcwmploap

2040 LDYHD 2430 .next

2070 5TYcaseflag 2440 LDYRD

2080 STYtrueflag 2450 .nloop

2090 5TYquote © 2460 INCpointer

2100 RTS 2470 BMEnocarry

210 .main 24B0 INCpointer+]

2120 PHPzPHA 2490 .nocarry

2130 TYA:PHA 2300 LbAlpointer),Y
2140 TXA:PHA 2510 BMEnloop

#150 LbY#O 2520 INCpointer

2160 Loaferror),Y 2530 INCpointer

2170 CMPHG 2540 BNEcompare

2180 BEQcheck 2550 .found

2190 .out 2560 INY

2200 PLA:TAX 2570 LbA{pointer),Y
2210 PLA:TAY 2580 DEY

2220 PLA:PLP 2590 SThactian

2230 IMPbrk 2600 DEX

2240 .check 2610 $TXactiont+

2250 LDYoffseth 2620 JAP(action)

2260 DEY 2630 .keytable

2270 J5RaddY 2640 EQUS"CASE":BRE
2280 LbA¥keytable MOD254 2650 EQUBcase MOD256
2290 STApointer 2660 EQUS"WHEN":BRK
2300 LbXpage 2670 EQUBWhen MOD256
2310 INX 2680 EQUS"OTHERMISE" :BRK
2320 STxpointer+ 2690 EQUBotherwise MOD254
2330 .compare 2700 EQUS"ENDCASE" :BRK
2340 LDYHD 2710 EQUBendcase MOD25&
2350 .caploop 2720 EQUB12E

2340 LbA{pointer),¥ 2730 EQUDEFFODDG

2370 BEdfound 2740 1

2380 BMIout 2750 NEXTpassi

25390 CHP(ptrA),Y 2760 ENDPROC

2400 BNEnext

TWO WAYS TO ENSURE

| o

|

[ |

[

[ |

[ |

[ |

[

[ |

[ |

i ; i
B 1. Complete and mail subscription
i form on Page 45

= 2. Hand this form to your newsagent.
|

]

|

|

[ |

[

|

[ |

[

i

i

Please reserva ma a copy of Electron Liser
magazine every month until further notice

O | will collact
O | would like it delivared to my home.

Mame
Address

Naile io newsagent: Bleciran User shouid be
I obisinable from pour ool wholeasker,
or contac! Cireutation Manager on (24 430422
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THE SPRING BARGAIN SALE OF ALL TIME !

Many items can never be repeated, once stocks have been cleared.
Order today to avoid disappointment.

Beverly Hills Cop (NEW RELEASE)
Buffalo Bills Rodeo Games

Superman "Man of Steel"

Circus Games

Winter Olympiad

Summer Qlympiad

Boulderdash

Indoor Sports

Saigon

Spy v. Spy

Jet Set Willy2

Superfile - Database

Oxbridge - Graphic Adventure

Savage Island Part 1 - Text Adventure
Savage Island Part 2 - Text Adventure
Goal - Football Simulation

Phantom - Arcade

Commonwealth Games

ALL AT £1.99
Future Shock - Arcade Adventure
The Big K.O. - Boxing
Mousetrap - Arcade
Vindaloo - Arcade Adventure
U.S. Drag Racing
lan Botham's Test Match

Junior Maths 1

‘O’ Level Revision Maths

‘O’ Level Revision Biology
‘O’ Level Revision Chemistry
‘O’ Level Revision Physics

Peg Leg Alphatron Super Hangman

Hyperdrive Santa’s Delivery Cylon Invasion

Blitzkrieg : Woks U.K.P.M.

The Great Wall Invaders Wet Zone

Caterpillar Winter Olympics Vortex

Bozo The Brave 5 A Side Socca Bouncing Bombs
Rig Attack

BOOKS
P.C.W. Games Collection for the Electron £4.05 £2.95
Dynamic Games For Your Electron £4-95 £1.95
First Byte Electron Interface- 20 only left £19.95

To enable us to make you this offer A MINIMUM ORDER OF £10 is required.

Order by telephone or post
Access & Visa accepted
Tynesoft Computer Software Ltd.,
Addison Industrial Estate,
Blaydon, Tyne & Wear NE21 4TE.
Tel: (091) 414 4611
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ARCHIMEDES

White Magic &5 & unique arcade
adventura in which you comninal 4
varied acveniures-

Kaldor the Leprechaun,

the Titan, Mariana The
Warrior and Mandrake the
Enchanier.

You can ransiom batween aki 4
charactars al wil and use their
much nesded special abilities

It faaturas 32 massive action-
packed levels fibed with
aggrassive guards and trolis,
haunfing ghosts and spactres,
curious objects 1o find and use,
and much mare ...

White Magic & not a gamsa for the
taini-haarted: il is a lasl-achon
game which reguines fierce hand -
1o - hand combsal and frantic
waapan fire

ARCHIMEDES

ARCHIMEDES ARCHIMEDES ARCHIMEDES ARCHIMEDES
PRICES AND ARCHIMEDES | BBC B/MASTER BBC AND ELECTROM MASTER COMPACT
m‘ﬁ AVAILABILITY ayzpIsc | S14° Disc CASSETTE F1/2" DISC
. hcocairesa . s 1528
Produced by Goedon Eey, the authar of WKL 238 e IE
Hold Ot and E-Type, this incredibla new | | TeeOhmps@lents) =~ - - e - T
game sats new standands al excsllenca in 3- ;{fﬂw = 1:§ 4 B
dimersional solid graphics and dgilised TE o o 1658 ; ; : : s
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Apocalypee 8 8 least for youreyis, & and S lmm:::u-. 5 TR 4 128 1hae
grey malier Hioiod Dt Extra Coursss 1 165 186 1] 1258
Hiped Ol Exfras Goouraes e .95 «:_9: 1268
Ribease date: 50 March, 1590, Hitpet Can s - n. ; 18 y
Gon your dealer or ring for your copy badary * E-Type BEC & Eleciron version dus for release Tth May, 1260, All the above Archimedss games will work on the Archimedes A3000, 310 and 400 series




This includes 32 mﬂsi and
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The level designes is a doddle 1o
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An exira invisible feature in White
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Aeviews of White Magic

“Tha graphics are suparb .
&5 absolube winner™
Eigpciron Lser Golden Game
August B9,

“Playabiity is good and | had 1o
el myrsedl away in onder 10 wrile
this updabé reviers "

Arcie review - The Micrg Uisar,
Cetobar 1963,
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BEC Acorn Usa, Jund 1559
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ARCADE SOCCER

Arcade Soccer really is football action at its very best.

Using an cverhaad wiew (0 make game play as exciing 25 possiie i featwes averyihing
theal yeu could wani in & lootkall game. Comars, siding tachles, throw-ins, goal hicks,
dribbling, shooting, passing and much more. IBut not caly daes Arcade Socoer give you
Tatal Action i alsn puts you in Tolal Conml

Firsily you can play with sither keyboard or joysticks, agains! the computar andior with up
%0 21 liends. The opliors ane almos! limiiess; you can choose the shil of the
gealkeepers, the speed and lengih of the game, play “fendies” of loumaments and aven
wnbiar thia most coweted of championships - the Word Cup

“The game is wary playable and you do gel a lesling ol imvohement as you knock tha ball
Inliz the comer ol ihe nel stralghl past e diving goalie. Il's delinkely one o play agaln,
and i you've ercugh tiends i could make for a good day of enjoyment - and nol & lof of
games can do thal, Valus for monay .. 10 out of 107....

Tha Micro User, Oclober “BS.

“This gama is eecslian] ... Fm not & real socoes b, but | thomughly enjoyed this deskicp

wersion. The micro-oonirelied players befave in an amazingly realistic manner. Playabilly
10" ... Archimedas review, The Micra user, Feb' 50
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HOW TO ORDER.... HOW TO ORDER.... HOW TO ORDER.... HOW TO ORDER....

DEALERS

Mozt of oul games ane
available frem most good
dealers,

H they don't stock them,
then plaase give them a
copy al this advert and el
them that they can easily
By tham directly from us.

(-t SUPERFAST MAIL ORDER|

[« LETTER g

Simply send us a quack ket jeling us the n’ersmulnau;ﬁmeisj
yous requing, your name and address, and payment va chegque,
pastal ordar or Acoess Cand or Visa delais

TELEPHONE
0742) 700661
TELEPHOME ORDERS WELCOME
Acoess and Visa accepled, 24 How servce, T Days & weel,

“We pay the and (UK only). Overseas add £2 per iem.
~ mmm 11?35“% SAME mfnemgewurmdu!

* Al orders ane des

The Fourth Dimension, P.O. Box 4444, Sheffield, S3 8NN.

The Fourth Dimention




Increase YOUR
wordpower with

The essential enhancement
for your word processor

Now you don't have to go hunting backwards and forwards
through your thesaurus when you're looking for alternative
words, because Keyword from Swift Software is a complete
word finder — on disc!

At the touch of a button you can instantly select upto 70
synonyms in any of 1,000 categories — giving you an effective
vocabulary of up to 70,000 words.

And it's so easy to use. Simply type in the first few latters of a
word and you'll be shown alﬂ e entries in the dictionary that
start with those letters. Then, using the cursor keys (or mouse if
you have one), just pick the word that's nearest to the one

ou're looking for and you'll be presented with a comprehensive
ist of synonyms.

if you ever find yourself stuck for words, Keyword is the
answer| Send for your copy today and you'll never be
tongue-tied again.
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BBC/Electron 5.25" 40T DFS disc | £14.95 | £9.85
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THIS month’s bumper helping of
hints, tips and solutions to
arcade games and arcade
adventures includes a com-
plete solution to level two of
Ravenskull, passwords for
Orbital and Qwak, and help
with a common stumbling
block in Codename: Droid.

If you have any tips or cheat

modes then why not share them
with fellow Electron arcade
addicts? Send them to:
Arcade Corner, Electron User,
Europa House, Adlington Park,
Adlington, Macclesfield SK10
4NP.

Codename: Droid

—Superior Software

In Micro Messages in the February issue
of Electron User John Buchanan
requested help with several games that he
was having difficulties with. M. Hagan can
sympathise with John as he also had
problems with Herbert Droid

He reveals that to solve the problem you
need the spanner which is on the Ancient
Shrine in sector three. To get it when you
first enter sector three, drop from the lift
and kill guard one. Go left, up the rope, left
and drop down. The spanner is in the mid-
dle level.

Make your way past the three pillars
and climb the rope. Go left and then drop
when no guards are-in sight. Try to run left
and jump on to the rope in the room with
the three chandeliers. When it is safe,
drop down and kill the two guards using
mines

Climb back up the rope and collect the
passcard, drop down and go left through
the five pillars, killing the two guards on
the way.

Climb up the rope, kill the guard, go
right and take the passcard.

Step back and jump up to the higher
floor. Jump right on to the rope, drop right
and kill the guard. Protect your energy

C OR N ER

Solutions

and

passwords

supply by jumping while you fire. Now
walk into the switch which was blocked
by the guard and notice that a rope has
extended.

Walk left so that you drop to the ground
and kill the guard, then walk as far to the
right as you can. Climb the rope on the left,
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jump right and kill the guard — you can use
the microfilm map to see when it is safe to
jump. Then jump right so that you land in
the middle of the floor, walk across and
take the spanner.

Mow when you walk into Herbert he will
lift the pipe which blocks the chest.

> |

ELECTRON LISER April 1980 37



o — e e e .

Ravenskull - Superior Software

Inm the December 1989 issue of Electron
User we published a complete solution to
level one of Ravenskull. Mow, John Knight
presents a solutution to level two of this
superb mind bending arcade adeventure,

Level two has to be tackled systemati-
cally and the best way to go about-this is
to keep a record of where you go and
what you do. If you want to try this your-
self you should first examine the south-
west corner and the area to which that
leads, then tackle the remainder of the
gastern side. From there look at the pas-
sage beyond the ravenbees to the north.

After that, retrace your steps and see
what problems await you in the east.
Solve these and you should be able to find
the second part of the crucifix. However, if
you are still stuck, read on...

First of all, turn weast at the crossroads
immediately above the starting point and
collect the treasure in the first room you
come to. From here, follow the path from
the bottom left until & gate closes behind
you at the point where you turn south.
Then travel east as far as you can before
turning south again to a boulder. Don't turn
south too soon or you will activate a gate
to your cost.

Walk left from the boulder, take the sec-
ond turning north, then west again to the
room with the scrolls. You must enter and

leave this room the long way round or you
will become trapped. Take the treasure
and the scrolls = left-hand one for
strength, the other to teleport.

Now find your way south to the bottom
cormidor where another gate will closa
behind you, but don't waorry about this.
First take the treasure and then use the
strength scroll so that you can move the
boulder blocking the exit. Take the pas-
sage you see to the north, then first west
into the room with the key. Take it, and the
treasure, before using the other scroll to
teleport out of there.

You will find yourself in the southeast
corner. The main task here is to collect all
the treasure and the scythe before leaving
as you can't return, The seythe isin a
room to'the south of the exit passage,
beyond the killer plants

You exit to the crossroads where you
started. From here make your way north
and take the left, northerly, fork at the next
junction, then west picking up the treasure
and bottle at the end of the passage. Look
for treasure in the passages to the south
of where you find the bottle before going
north to'the ravenbees, which must be
passed to retrieve a treasura they are
guarding.

To do this, use the potion in the bottle,
which speeds up your movement, effec-

tively slowing down the movement of the
ravenbees. Wait at the right-hand side of
the entrance and when the bees are in a
staggered line moving left with the lowest
bee to the fore, make your mave.

Use similar tactics to get out again, It is
guite difficult and can be frustrating as
you will be returned to the starting point if
you get it wrong. However, you can prac-
tisa if you want by going directly to the
heas from the start until you are confident
of getting it right.

From the bees, work your way in an
easterly direction until you can travel
south, collecting faur treasures in side
passages. Then make your way up and
west until you can go south again where
maore treasure will be found.

Journey north, picking up a fish which
gives increased health from a side pas-
gage, then work your way around to the
west and south to a plantation of killer
plants. Take the treasure and use the
scythe to reach the spade at the bottom
left of this area. South of here is more
treasurae and a bottle of potion which
returns your speed to normal. Now retrace
your steps to the junction north of the
start.

This time, take the right-hand easterly
fark and go as far north as you can to a
passage where there are two treasuras.
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Collect these and the treasure in the room
to your south, then travel west and south
down a wide passage with a scroll at the
end, However, only go as far as the first
waesterly branch passage, leave the scroll
alone for the moment.

Follow this westerly passage round in a
semi-circle until you are traveling east-
wards past a boulder, collecting treasures
from side passages along the way.
Continue east collecting more treasure
(use the key to enter the treasure room to
the south) until you reach the end of the
passage where you should head north and
take the first passage to the west. A gate
will close behind you.

You are now back where you started
and you should set off down the corridor
to the south again, but this time, continue
to its end where you can now pick up the
strength seroll and more treasure.

Yet another gate will have closed
behind you and you will need the extra
strangth to move the boulder you passed
earlier in order to get out. From here,
return to the northerly passage to the east
and this time travel all the way along, col-
lecting more treasure bafore pushing
another boulder out of the way to escape
from yet another gate.

You are now ready to enter the final
gsactor of the level. The aim here is to
move the boulders in such a way as to
allow you to collect all the remaining trea-
sure and a key - something you may like
to try to work out for yourself,

The entrance is to the right. Move the
first boulder along one place, go west and
push the next boulder along one place,
then go north and push the third boulder
west until you can enter the room. There is
a treasure to your north and south, and
you must move the boulders in front of you
s0 that you can squeaze through the pas-
sage they are blocking

Once through, you will be in a north-
south passage and you will want to
explore the passages leading off from it,
but be careful how you move the boulders
or you may not reach all of your prizes.

At the top is an east-west passage and
moving & boulder will give access to the
passages leading to the key and the last of
the treasure, but again, be careful.
Retrace your steps until you come again to
the entrance passage which brought you
down to these last two sectors.

A little way down to the side is a boul-

der blocking the way west, wheare you [

MUSt now go.

Mowe the boulder out of the way, use
the key you have just found to unlock the
door and the spade to dig your way
through the mud to the centre where you
will find and claim the second part of the
crucifix, provided you have not missed out
any of the treasure on your travels.

Orbital - Impact

Are you- still stuck on the first level of Orbital? Would
you like to have a crack at completing the other lev-
els? Steven Yeo has discovered the passwords to
allow you to choose your starting point. They are:

Zone A: Orbital

Zone B: Midgame
Zone C: Endzone
Zone A: Wipeout

There are two Zone A passwords because after
completing the four zones you start again, but this

time the maze is invisible.

e

3
R

Qwak - Superior Software

Qwak can be found on
the Play it Again Sam 10
compilation and was
cracked by James
Clark. He has provided
the passwords for 20
levels — there isn't one
for the first, nor for 22,
23 and 24. The only way
of playing level 24 is to
jump to 21 and work
your way through to
level 24 by completing
each screen.

1

2 Purple
3 Please
4 Office
5 Sootie
6 Danger
7 Arrows
8 Forgot
9 Lonely
10 People
11 Candle
12 Shadow

13 Sister

14 Inside

15 Before
16 Dinner
17 Player
18 Orange
19 Horses
20 Pruned
21 Enamel
22 -

23 -

24 -
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Upgrading to 16 hit?

Whether you're about to buy an Atari ST, an Amiga or a
PC, we've got just the magazine for you.

Atari ST User, Amiga Computing and PG are THE three
top magazines dedicated to 16 bit micros. Written in the
easy-to-read Database style, each magazine is the ideal
companion for the micro it covers.

/ The biggest and fastest growing
magazine for users of the Atari ST.

It's packed with all the
information you need to
make the most of your
ST, interviews with top
ST programmers to
exclusive previews
of the latest business
and games software,

wilth
subscriplion
only

£1.95

m Britain's newest and brightest

COMPUTING magazine for Amiga Users.

In each issue are reviews of all the latest software, ranging
fram games, art packages and business programs, to video
titling systems, music creators and languages. Learn about the
Amiga's incredible sound and graphics capabilities, and how to
write your own games, utiliies and business softwara,

£2.25

The most up-to-date, fact-
filled magazine devoted to the
IBM PC, Amstrad PC and

compatibles
; DI'SC

Each monthit's pached with facts about the
latest software, handy utilities, fast-action games,
music programs and much, much more. There are
therough evaluations of all software and hardware,
beginner's Wwtorials and language workshops, plus
unbeatable special offers.

fﬂﬂudad

A= a reader of Electron User if you subscribe to
any of these magazines using the form balow,
we'll give you a £5 reduction.

So send off your subscription today. Ensure
you get your copies delivered straight to your
door — before they appear in the newsagents
- and save money tool
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Falling on
deaf ears

I WROTE to you a few months ago regarding
the lack of disc software for the Electron. |
like other writers to your magazine feel that
we are knocking owr heads against 4 brick
wall. It would appesr that the only compa-
nies who are listening to us are Tynesoft
and Pras.

Tynesoft is releasing its products on 3.5in
ADFS discs and Pres is releasing some of
the Superior Software old catalogus on
3.5in ADFS and 5.25in DFS discs.

This is to be applauded, but Pres is only
able to release old games, through no fault
of its own.

| wonder how much enthusiasm this will
generate? | would guess that it will not gen-
erate much, as most of the Electron disc fra-
ternity will have already transferred the
games on disc, either by cracking the pro-
tection or via the Slogger tape to disc roms
(alas, no longer available).

I, and | guess, a few others do not buy the
newer games simply because they are not
avaiable on disc.

| just cannot face the wait while the taps
loads and the apprehension that it may stop
loading at any time with a Data? error. /
would rather put in a disc and play one of
the older games that | have managed to
transfer to disc.

| wonder how many more copies of their
programs the software houses would sell if
they released them on disc? With the

Trampoline to the title page

| HAVE discovered a

1 to the left and b
gets too close. W

increase in the number of drives owned,
discs are very cheap now. Surely it is the
only route the software houses can take to
increase the sales of their programs for the
Electron?

Superior could release the Play it Again
Sam series on disc, and the budget labels
like Players could release compilations of
their games.

The disc seems to be the ideal medium
for compilations, but it appears to be
ignored, so all power to Alex Buckland
{February Micro Messages). But | somehow
think that the pleas for disc software will fall
on deaf ears.

| see that Superior Software is Irying to
bring Robocaop to the Electron and | hope it
succeeds, but please Superior, release it on
disc in either 3.5in ADFS or 525in DFS and
just see how many more copies you sell.
You may be pleasantly surprised. — John
MNunn, Hampton, Middlesex.

No joy with
spare parts

I HAVE an Acorn Electron and would like to
know if it is possible to get a joystick inter-
face as we are having a problem trying to
find spare parts forthis model. - K.
Robinson, Atherstone, Warwickshire.

® There isn’t a straightforward joystick

interface for the Electron, but the Acorn Plus
1 contains a joystick interface, along with a

, Bournemouth,

adel is fairly
i5, but newe

printer port and two multi-function cartridge
ports. Unfortunately, this peripheral or add-
on —which we assume is what you mean by
“spare parts” - is no longer available.
However, Pres will be able to supply you
with a an Advanced Plus 1 and Plus 6. This
is almost identical to the Plus 1, except that
it has an extra facility to add sideways roms.

Merlins magic
most missed

SOME years ago you produced a magazine
called Electron User,

I have some copies from 1985 and in them
is a games analyst called Marlin who
helped solve readers’ problems with adven-
ture games. In July 1985 Merlin did a spe-
cial feature on the game Twin Kingdom
Valley for the Electron.

I realise that this is nearly five years ago,
but wonder if any back issues of the maga-
zine are in existence and whether it's still
published?

If there aren't any copies available, could
you publish a request for help in any exist-
ing computer magazines that you publish, as
perhaps one of your readers may be able to
fielp? = R. Murphy. Crawley, Sussex.

® We have news for you, Mr Murphy,
Electron User has been very much alive for
the past five years and you'd have to have
been living at the North Pole not to have

=
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>
noticed the magazine on newsagents’
shelves.

Merlin has moved on to greener pastures,
but his column was taken over a long time
ago by an equally able adventure wizard
called Pendragon.

Unfortunately, back issues from 1985 are
no longer available, so we have passed on
your request for help to Pendragon. Watch
his regular column for tips and clues.

Driving me
round the bend

IN the February issue of Electron User |
read your raply to a letter from M.A. Budd
with reference to the View Printer Driver.
You first say that you don't load the driver
inta Wiew, and then in the next paragraph
you say you can load it, or rather, you say go
into View and then load it.

As View must be in the cartridge slot
before the Efectron is switched on, how can
you run the driver program and then go into
View?

Also, | typed in the driver program you
listed in the December 1989 issve. | subsa-
guently ran it to check for any bugs and it
appeared to be 0K until halfway through the
program | got an error message No such
variable at line 790. On listing that line and
checking it with the magazine | could find
no fault with my typing. Yet it continued to
tell me the same error on running it. Any
suggestions? — R. Chisholm, Southampton,
Hampshire.

@ There is still a lot of confusion surround-
ing this utility so we'll elaborate further. The
program we listed was a simple Basic one
whose function is to create a machine code
program called a printer driver for use with
View. The Basic program is not a printer

Pen pals please apply here

!
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driver — that is the machine code file saved
when you run the Basic program. The Basic
program can't be loaded into View, however
the machine code file that it creates can —
that's the printer driver.

Put another way, the Basic program is a
tool for creating special machine code pro-
grams — it enables you to tailor it to the
make and model of your particular printer.
These machine code programs can then be
loaded into View,

When you switch on your micro it will
automatically enter View. Type *BASIC to
get back into Basic. Now you can load the
Basic program and design you printer driver.
When you have finished, type *VIEW to
return to View and type PRINTER DRIVER {or
whatever filename you called your printer
driver) to load your custom designed
machine code program.

There was an arror in the listing, which
we pointer out in a later issue, Line 790
should have read:

IF CE<>27 THEM =CX+&100*EVAL(a%)

No room at
the top

| TYPED in the program Fade into the Big
Time, which is on Page 11 of the December
1389 issue of Electron User,

| have checked it again and again, but it
still gives 2 No room at line 50 arror report
Could you please tell me what I did wrong?
—Ph.B.A Kroon, Sneek, The Netherlands.

@ When it is run this program reguires a
large amount of ram for workspace, which it
takes from the top of memoryIf you have an

ane most important area = the Electron

ADFS disc filing system you may find your
self running out of memory.

Although you don’t say whether or not
you have an ADFS, it sounds like this could
be causing your problem.

Some utility roms also take a smal
amount of memory for their own workspace,
and may need disabling.

Remove any comments from the listing
and relocate the program to &E00 by typing
in this function key definition, loading the
program and hitting f:

*KEYD *TAPE|MOX=PAGE-SEQD:FOR IX=PA
GE TO TOP STEP &4:R{IR-BR)=1X:NEXT|
MPAGE=EEDD | MOLD | MRUN| M

Look after
the pennies...

ONCE again | seek the assistance of some
of your experts concerning the Home
Finance Manager program by Julie Boswell
fApril 1989 Electron User), and further
improvements suggestad by A.R. Dunks.

After typing in the program and runming it,
| find that the total in the last column should
appear as £24.68. However, it does not. It
appears as £24 in the right hand column and
the 68 pence overflowing into the left hand
column on the line below

It would appear that | have made some
mistake in the program concerning the posi-
tioning of the amounts in the columns.
Otherwise, the program works perfectly. —
F.J. Campbell, Gateshead, Tyne & Wear.

@ All that is wrong is that you have either
entered a wrong TAB position to print the
total, or you have missed out a semicolon.
Check lines 790 and 810 carefully — mistak-
ing & semicolon for a comma or missing It
out completely will all cause the problem
you are experiencing.
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Electron that
can't add up

| WONDER if anyone glse has noticed that if
you type in the following program the com-
puter prints -10, -9.9, -9.8 and 50 on as
expected, but instead of -9.8 it displays -
9.59999999:

10 FOR & = =10 70 10 STEP 0.1
20 PRINT A
30 MEXT

s my micro faulty or will this happen on
any Electron? The problem is easily cor-
rected by setting @% as in the User Guide
on Page 61:

2% = §2010a

The 1 is the number of decimal places to
show:

Another slightly annaying fault is that if
yau enter:

1= 0.6
PRINT STRS(x)

the micro prints 0.5, but changing the value
to 0.6 yields 0.60000001. Does this happen
with all Electrons? — Johnathan Bell,
Edinburgh, Scotland.

@ What you have discovered is perfectly
normal behaviour for the Electron and the
anomaly arises because of the restricted
accuracy of floating point numbers.

The Electron holds these numbers in just
five bytes of memory and it rounds up any
number it can't exactly fit in those five bytes.

Take the number PI for instance, that's
3.14159... it goes on forever,

The micro has only five bytes of memory
available to store it and so it rounds up the
number to fit in. Hence, Pl stored in the
Electron is only a very close approximation.

The same goes for other floating point
numbers, too. Some just won't fit in five
bytes, so an approximation is made —
0.60000001 is as near enough to 0.6 as
makes no difference — unless you're an
accountant working with millions of pounds,
that is. So there's nothing wrong with your
Electron. All computers — even large main-
frames — suffer from rounding errors at
some point.

Printer with a
mind of its own

| HAVE & very irritating problem. | am refa-
tively new to the world of computers and
imitially my sole aim was to build up an
inaxpensive word processing package.
Seweing the Electron on offer, and adding to it
a View cartridge and a Panasonic KX-P1080
printar, | set to work. With the help of your

letters page | discovared the much neaded
*FX6,0. However, my biggest problem now is
trying to discover where the print is going to
start on the page. It never seems to be at
the top of the paper and always appears to

skip down about a quarter of a page when | -

am using single sheets.

Even if | use continuous paper | cannot
discover how to make the print start at the
top of the page. — 5. Noble, Carlisle,
Cumbria.

@ The problem is that View expects a page
to be laid out in @ particular way — with a
header and footer. Space will be left on the
page for them. You won't want them in a let-
tar, 50 View must be told to miss them out.

Enter TM 0 (zero lines for the top margin)
and HM 0 (zero lines for the header margin).

The top margin is the distance in lines
between the top of the page and the header,
and the header margin is the distance
between the header and the start of text.

Do the same for the footer, setting the dis-
tance hetwaen the bottom of text and the
footer, and the footer and the bottom of the
page to zero with FM 0 and BM 0.

You don't need to type in *FX6,0 every
time you want to print something out as a
DIP switch inside the printer will automati-
cally produce the same effect as this com-
mand. Just check with your manual which
one to move and alter your printer so line
spacing is off.

Battle of the disc
filing systems

{ HAVE had my Electron for about two years
now and [ am just thinking of upgrading to
dises, but | have a problem. Could you
please tell me what 8 DFS can do that an
ADFS can't and vice versa?

Alsa, is it possible to remove the Basic
rom and replace it with another such as
Forth or C7 — David, Glyn Down, Easthourne,
Sussex.

® A DFS uses less memory than an ADFS,
only moving PAGE up to &1300 compared to
&1000 for ADFS. Also, it will work quite hap-
pily most of the time with PAGE set to &1100,
so freeing some memory.

On the other hand, you can place an
unlimited number of files on an ADFS disc,
but only 31 on a DFS dise. ADFS discs also
have a much greater storage capacity -
around one and a half times - than DF§
discs.

Most BBC Micros use the DFS filing sys-
tem so0 you can build up a high degree of
BBC comatibility, but on the other hand the
ADFS is used by the Archimedes, which, by

the way, can read Electron ADFS discs and
even run some of its programs using BBC
Basic and the 6502 emulator.

The Basic rom can't be removed, but you
can still add others by adding a rom car-
tridge to your Plus 1 or Plus 6. Forth was
once produced by Skywave, but is no longer
available, and C has never been converted
for the Electron. However, Acronsoft pro-
duced a good implementation of Pascal on
rom and & good Forth on tape. Both are no
langer produced and may be difficult to find.

Remsave
developes a bug

! REGRET that | have found a logic error in
the Remsave utility published in the
February issue of Electron User.

At first all appeared to be well. The utility
was fyped in, found to be working, and no
maore was thought about it — until last night.

A friend of mine also typed in this pro-
gram into his BBC Master. He was delighted
with it, and again there ware no problems.
However, last night | went round to his
house to transfer a program from DFS to
ADFS for & third party using the copyfiles
utility program supplied with the Master. He
was in the middle of typing in another pro-
gram and saved it using Remsave before
letting me do the transfer.

it was with great consternation that we
discovered that a Bad program error mes-
sage was generated every time we tried to
load his program back imto the micro. On
dumping the memary we discovered that
the beginning of the program had been cor-
rupted.

| investigated this matter this morning,
assuming that he had made a typing error.
This was not the case, as | discovered by
the use of a machine code moniftor that
osfile poked &E6 into byte 10 of the parame-
ter block before returning control to Basic
on bath the Electron with Plus 4 DFS and a
BEC Micro with Acorn 0.90 DFS.

All was now clear. The parameter block
consists of zeros apart from the execution
address of &8023 at bytes six and seven
whan the utility is first executed. However, if
the command *RS is used more than ance
the parameter block is corrupted by osfile,
causing subsequent load addresses to be
too high.

There is a simple way to correct this fault
Add the following line to the assembler list-
ing and all will be well:

805 STA block+R0A

I have not experienced this before when
using osfile, but have only used it for loading
files from within @ machine code program,
and Stephen Ramplin can be forgiven for
not thinking this would occur. — Michael
Cargill, Retford, Nottinghamshire.
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MG REBER GEEERS

GRDEROREER.

B ’ND E H S G;Tﬂfﬂg with ya%mim: with ...
Using & system of sirengihened stes! | mm'm 545 anet

rods these handsoma bindars will ]

heid 12 im:mp:rm Nuwkt:_an use 'gr?]ur Electron to designl perfecthy-fit-

ITRAQIAZIN Bax ¥ ting knitwear — then print cut the complete pattern.

ospmnrty dhpiewned g Say goodbye to badly-fitting home knitting. With

IssuEss whan you can keep them ane of the five programs included

safaly togather in ane placa? in the package, and using the £9.95
Glm'_ffs'gs | clearly written manual, you can Cassette

| et perfect results every time.

Adventure anthology

| This superb collection contains four of the best
adventures taken from the pages of Electron User In
addition there &5 an unpublished masterpiece writ-
ter. by Bill Trevelyan, one of the magazine's fore-
mast coniribulors.

They range from mini adventures ideally suited
to the novice adventurer, right through to large, com-

plex programs - dm‘m:ed tr test

i' .l the most experienced player Only £5.95

Write your own arcade smashes using the

ARCADE GAME

will move sprites both in front or
behind other objects on the screen

® Map generators that will sgueeze a
Mode 5 screen into 8 bytes!

® Scroling maps.

#® Score update and printing routines
. » » and mueh, much more

It you are an aspiring games
programmer, this is an offer you
simply cannot afford to miss!

Taken from the pages of Electron User, Arcade Gama Creator lals you
into the secrets of writing tast-action arcada gamas, and provides you

TR IV L s i cm e il

Winaher. morale, shil,

with a numbar of utliities to make dasign and programming sasier, s guarantoed 1o give you and your Fiends hours of action-packed axciiement
@ Conral 3 hull diision of tanke 4nd amoursd cars
Among the programs are. # San 3l e Aghing Tee o your compuie RRP £12.99
® A mode 5 sprite editor that lets you & Superh board and huly datalied playing pecas feri iy
design your own multi-colowred @ Faal ima graphics QOUR PRICE
charachsrs :::rulhurmku —Eg gg
® A selection of fast print routines that o ;

TANK ATTACK

Mﬁmh-mhdmhrhqm«wmmm«-u-h
roie of m General commanding & courery's Tank Cami of o or more smoured divisions.
Mdﬂchhwmmmr%ﬂﬂmhﬂwﬂmﬁnﬂﬂmml
of your forces and regular fre dusis Detesen YOUT e BN ey units,

Judgamant, pianning leresight, caraful managemant of rabulid and repair faclides
and Lk all play a part in daediding he resull ol asch gama,

Tank attack & onn ol Fose

fames you keap coming back 1o, and ai T specal oller price of only £19.89

DUST COVERS

Keep your Electron free from
dirt and dust with these
smart dust covers. Madea
from rugged PVC, bound
wth strang cotton and
sporting the distinctive
Eleciron User logo, these
are the perfect way o
protect your micro.

ONLY £4.95 Watch TV on the move -

For a limited period we are offering All
THREE Fun School 1 tapes PLUS Nursery
Rhymes in a special educational bundle.

® Use your Electron to teach and amuse
your children at the same time.

® Packages crammed full of educational
programs — and so easy to usal

® Each program has been
educationally approved
after extensive testing in
the classroom.

NURSERY
RAYMES

This dalightful collection of programs Is basad areund
children's favourite Mursery Rhymaes. There's planty of

RRP £20.80
OUR PRICE

£9.95

riveted — and as they play they'll be lsarning all the way.

sCresn
Inbamal lsdspeakar
Walima contral

Alphabet Balance
Colows Cantia
Counting Derrick
Hiouse Fred's Words
Magic Garden Hila
Matchenaker Maths Test
Murnbers Mouser

Pelican Number Signs
Sanside Senwall
Snap Super Spedl

SAVE yourself £20!

o= | | - with the unique Casio
Colour Pocket TV

Look what it offers

* ¥ HOMLCD colour

#
*
+ Binghiness conbml
&
t
*

Codour conired
m Extendible aerial
Anagram Extamnal aerad
Codebreaker 50Cke]
Dog Duck Com * Earphona sockat
m ¥ Aubomaic uuning
Maths Hike *  External power
Him supply socket
Ouciell Many Ot RRP + Takes lour standard

Pelmanism £114.95 AA size batteres
Towers of Hanol UUH # 1 year guaninioe

sparkling celour, sound and captivating animation to keep tham

fun-packed educational programs PRICE

. .. for young children everywhere Pl £1.50
* Tell the time with Hickory Dickory Doek. £94_g s
* Assemble the jigsaw In Humpty Dumpty

* Learn to spall with Jack and Jill.

% Maich the animals in See Saw marjory Daw. Flease note: The TVA0D is tunad for

% Play an exchting game In Hey Diddle Diddle. only accapt ardars Trerm the LK

packing

UK PAL broadcasts. Tharators we can

TO ORDER PLEASE USE THE FORM OPPOSITE

-
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Back issues

6 issues (Ocwober 1 March) €799 3165 |:|
6 Random Tapes Bundie ES.85 3154

Aod £3 Europe & Eire / £12 Overseas

OfFfERs

Unless stated all software on
this page is on tape.

Some of the products mentioned are
also available on disc from P.R.E.S.
through their advertisement in this issue.

- " E
Sl'mpf]f SUpEﬂﬂl" (5o page 45 P
Ricochet 085 Ji166
Predator £9.95 3167
Ballistix £8.95 Ji&s
Superior Soccer £0.095 2189

October 1089 £1.50 '3243 =]
N ber 1588 €150 3244 [ .
December 1588 €150 3245 ] 10 of the Best Education programs
FJanl..ar;.' 18960 E1 % gE‘ﬁ {sme page &)
gbruary 1990 1 1
March 1990 €150 3248 g596 3063 [
Add £1 for EvropaiOverseas
Casio 400 pocket colour TV m r.]'-'..rans‘parent Calculator
P g o £7.95 5020 !
) 3021 |
£9495 3160 [ :i et
Flus post and packing . £1.50 L
Dust Covers
Zenon £495 3143 [ €495 3058 [
Clogger €495 3144 Magazine binder
£395 3059 [ |
Orbital £4.95 345 |
Books
f#ee page 17)
Adventure Anthology £5.95 3044 ] ol A Tt s aude i
il Electron Assembly Language
Getting Staned in BBC Basic on e Bl
Knitwear Designer £0.95 3128 [ ] e I e
Battery Charger
DTP Yearbook 1990 £1406 150 [ | {s0w page 36) m
% Eéa gg 2130
Ius post and packing 1
Arcade Game Crealor
includes full documentation caes anss [
oy Keyword m
Educational Bundle (o page )
ALL THREE Fun School 1 { d
35" ADFS disc £1485 3133
O Mppa— 525" 80T DFSdise  £1495 3132
£9.95 3084 525 40T DFS disc goos a1 [
Tank A"ack g (LT ST ST T T T T AT
(soa page 36) £9.99 g151 [ | UNLESS OTHERWISE INDICATED:
For E & Eire add £5 For Ewope & Eire add £3 lowards posiage
For Cinamoa iy For Overseas add £5 lowards postage TOTAL
Send to: Payment: please indicate method (#)
Database Direct, FREEPOST,
Ellesmere Port, South Wirral L65 3EB [ ] chequeEuochequs mads payable to Detabase Direct
(Mo slamp nesdad il posted in LK) Earh
Products are normally despalched within 48 hours of receisl AocessMastercardE urocard/BarclaycardVis alGonnact Date
bt doivery of caran fams coud ke up o 28 doys oo s ) S 2 P 98 o O T e e O T
Orderatany tims of [ o
e d“h'm nrn:r“ l  Cirders by phone. 051357 1275 " Signed
l Ordeve by Fax-051- 3572813
Dan' lorgel io give your neme, ————— Address — ——
acdress and credil card number | Orders by Microl ink “"' Post Coda

~ General Enquines: 051-357 2061

Daytime telephone numbes in case of gueries EU4
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FOUR SMASH HITS
FROM SUPERIOR

PERIOR SOC

de Soccer and Fooibal

SCHWARZENEGGER]

| You'we heard about Predator, the Schwarzenegger
film. Now you can play the leading role. Take a crack

| commando unit into South Africa jungle to rescue a |
bunch of trapped diplomats. Should be sasy enough, |
50 it would be if it weren't for the mysterious alien |

| who keeps on taking out your men.

IBALLISTIX e |

| | Sick of silly old soccer? Tired of pathetic pinball? Then you need a dose of
| BALLISTIX! It's the fastest, wackiest, toughest computer ball game yet — |
and a No.1 smash hit on the Atari ST and Commodore Amiga computers. |
Ballistix just explodes with excitement, puzzles and an amazing 60 differ- |
ent screens of frenetic action. :

You control Sprat - the small partially robotic
alien time traveller — in his quest to collact the
five hour-glasses from the five worlds of
Ricochet. Sprat can roll left and right, and can
roll up and down ladders and ropes. But his
unigue ability is that he can jump to different
| heights and in different directions. You have to

control this fast moving alien as he ricochets
| through the levels and solves the many clever

To order please use the forrm on page 45
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GRAB A BARGAIN!

Come and meet us in person at these tarrific Micro Shows.
See the NEW RELEASES and try them out for yourself,

NEVRYON

This kast action game from The Fourth Dkmension & BBC dsh
based anly and & made up of a massha 100K of superb graphic
and gama code.

Il 5 a sideways scrolng shoolem up whish baluwes B lovels ol

COMPUTER CASH & CARRY
Stands 13 & 14
GMEX, Manchester
15- 18 March 1990

THE SPRING COMPUTER SHOW
Mational Hall,

Olympia, Londan
4- 6 May 1990

furious opponants and very vaned and very detalied graphics.

Yo fy 8 spaceshep which can alan mmense fimpower - mong
lacsars. @ ram, gon droid and bighly destructive missles which am
felisaiod from the top and botiom of your ship, then gnde aed shosl
lorwarnds

A 1“9““““% Dieo prices balow.

Produced by Gardon Key the author of Holed Out and
E-Type, this incredible new Archimedas game sets new
standargs of excellence in 3-dimensional solid graphics
and digitised sound effects, Yiour overall 1ask is o rescue
a whede solar system from an ewil dictaborship.
Apocalypse i3 @ least for your eyes, ears and grey mafier,

Release date; Sth March, 1990 Price below
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Free Helpsheets/Maps

Speret e T or games and you may choase ONE of e following

Spwed ower £92 and you may choose any TWO FREE -

] Hovwbod Pt - chaan
I:.hn-' apiry v = |u.|m.
] | Hekondm +
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** ARCHIMEDES/A3000 GAMES *~*

kpecalypse (The 4th Dimensicn) :.:‘ Quaew [Impact Sohware) .85 Risa in Crima (Robica) 2595

LLWL (Th dih Dimension) Imterdicior |Clares| a5 Alin Bexdrg (Alon bnages) 1205
Arcade Socosr [The & Dimension) 19,95 Stariradar {Gam] 1695 Glant Killar [Topologies) 10.85
The Diympics: (Tha &h Dimansion) 1855 | Rstuento Deam (Topologika) 1495 | Freddy's Fally .88
Holed ut Designer (&th Cimension] 1295 | Avon & Murdec [Topologhe) 1895 | Alerion i 1205
E-Typa (The 4th Dimension) 1885 | Acheton (Topologika) 16.85 Terrames |Grandstam| 1595
E-Typa Designer (The &ih Dimension} 1685 | Enthar 7 2585 | Hovwrbed (Minersa) 195
E-Typs Extra 100 Milas (4th Demn) 16,85 Word Up & Word Down |Gam|16.05 Misslle Control  (Minerva) 71195
White Magic. (The 4t Dimension] 1888 {Grandsiam) 1505 Thundermonk (Minana]  11.95
White Magic 2 {The 4th Dimension) 1885 | Jat Fighter (Minerva) 185 | Minotsur (Minerva) 11.95
Holed Owl (3D Golf) (4 Dimension) 19,85 Firshall [Godax) 1585 Ibix The Viking (Minana) 1665
Holed Ot Exirs Courses ¥ol 1 1685 | Orlon [Minena) 1185 | Chest it Agsin Archis fispact) 11,95
Holed Out Extra Courses Wol 2 1695 | Fugitives Ousst (Fobics) 2495 Cavarns {Minana)
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F“T".-H 'I Il*:! HFT.*HE_ I_ T I=pact Softwane, Neepsend Howse, 1 pl!l:‘f 51 Shefficld, 53 RAL, MWn-rhhH-gr I:ELDGK EFF'T'ALS FILEASE‘|
® Al games despaiched by 151 class post. | TITLE ';QHHA-II COMPUTER PRICE . e 00 o i e R S R
® FREE posiage and packing (U Koniy). | KR RO o i i o, SR

& Overssas - and £2 per iterm.

& Despaich normaly same day as order
& Minimum oeders £3.00.

& Telephana orders welcome.

TELEPHONE DRDERS WELCOME
24 HOUR SERVICE 7 DAYS A WEEX

EE

m (G742) 769950 |
Impact Saftware
Neepsend House |
Shetligld 53 BAL

*| enclose & cheque/P.0. or:

(We canmat accept orders lor less than £3.00)

* Debit my Access/Visa card accouwnt ; TOTAL COST.......
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Please send me FREE helpshests/solutions/maps
for the follpwing games (from thosa abova)
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¢BAR ction
and MONSTERs T ELINE.

The Chart Hits of 1990 - Don't Miss These Top Games |

BBC Micro Cassefte........£9.95 each Acorn Electron Cassette.................£9.95 each
BBC Micro 5%"Disc.......£11.95 each BBC Master Compact 32" Disc....£14.95 ecch

Please write to the address below or telephone for a full list of Superior Software games.

PLEASE MAKE CHEQLES
PAYABLE TO "SUPERIOR SOFTWARE *

" / SUPERION i ks, vied
s'j SOFTWARE ACORNSSFT .. g
- WHSMITH H| VISA by fr-cless post

. # Posioge and paciing s free
(Superior Soffware & a hading nome of Superior Microcomputing Lid ) i 1 L -
24 HOUR TELEPHOME

® Comsettes ond disci ihol ore
Dapt. C53, P.O. Box &, Brigg, 5. Humberside DN20 9NH. Tel: (0652) 58585
e it 7 ANSWERING SERVICE FOR QRDERS

el B e L BT -



