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Choosing a printeris
alot easier than
choosing a computer:

The Brother M- ver, breaks all the rules.
Stays defiantly below the £200 barrier.

I'hu,;.up‘h it has far more than its fair share of features, it maintains

the extraordinarily low pric £199.95.
s at a steady hifty.

In the ﬁ['|1'1:|:_| stakes, the M-1009 is u'l.ll'll'l- no slouch, E'H.'i.['lj_!_
fully capal up to 50 characters per ynel.

Prowidi £ hi-directional and ]tr_ﬂ!f..' \:.‘!.'kil\g printing for normal
characters and uni-directional printing for super and sub script

SVERRERIN Prinis on any paper.

Being an impact printer, it 9 will print on rimm.l:l.:-.
any paper, including letter headings, invoices and standard office
stationery.

It will even FJrir'ﬂ two l'.'npit'-. t::-H-.'I:hvr with your ungin.‘ll.

A superb character recommendation.

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

96 no less, plus intermatio al type and graphic characters,

Heliabilitv comes as standard.
Built to the same exacting standards as Brother's clite office

printers, the Brother M-1009 already has faultless credentials for
reliability.
lts % pin dot ma
million character service life.
One printer that doesn't block out the light.
Many home computers tend 1o be a litde on the large side,
In contrast, the compact M-1009, at Hr1|_f~ 7 cm high, ke

head, for example, has an astonishing 20

The future at your fingertips.
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How to teach your Micro
a thing or two

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

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

Relax, vour search is over.

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

Please send me more information about

}'nur:- Tk appropriaic bosp
‘Learn BASIC" tutorials L]
Logic 3 Spectrum Club l

Logic 3 Commodore Club L]
(64 and VIC owners only)

MName
(BLOCK CAPITALS PLEASE)

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

v

LOGIC3

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

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

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

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

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

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

AR s e e e RS

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

B

Ooo0Oo0on

.................... (Postcode).....cccoveviainnnns



elec

BBC's

for the
Electron

THE new BEBC Micro
varsion of the Pascal

Acorn-

available for the Elec-
tron

The disc version has
already earned the
British Standards Instit

ution Level One Class A

diign gn @

the first 1o
achiave Laya '::Ir'u-.: |._. d55
A under the latest ver
sion of the t

The ROM version

awarded a Level O Class
B ceruficate, is the first
of its type 1o even

approach wvalidation

cates, John Souter o
HS| said The Acorm
soft S50-Pasca 15

clearly the result of a

first-class deve
job

A5 well as scoring
many firsts in Pasca

lement

history the

ations are compact
given the high level of
conformance, and they
include a text editor and
comprehensive docu
mantation

‘We are pleased 1o
see Acornsoft bringing
S0-Pascal to so many
new users

Acornsoft 1IS50-Pascal
is the full implemant
ation of Pascal 1o the
IS0 standard, plus extra
sound and graphics.

NEW

sal - Electron heads for

success in 1985

EXCELLENT Christ-

Dnece the machine has

n
mas sales of the Tar ets be‘n met established a decent
Electron are being pase and the software

seen as an indi-

starts to flow it might

cation the: maching 5Nt releasing its sales F’:'l.li‘.!f:.=i.i:l|' of just be the surprise
projected sales figure for 1 00 to 200.000 package of 1985
could become the 1985 a epckesman told R BT ) Bty el Tha
: B85, a spokesman told ons sold w Ave Dixons said: ""The
big computer suc- Efectron User the com been meat Electran is selling four to
cess story of 1985, pany is extremely con n the High Streat five times as well as we
High dealers fident that sales will there was widespread had expected
were staggered by the continue at a high le jov owver the machina's Lasky's said The
demand for Electrons in Acorn’'s optimism popularity., Electron is the machine
the run up to Christmas was boosted by its Boots said: "Electron in demand right now
ow they hope the recent release of new business is very strong We've hl:-el‘..'_}u'.'.'"H
vast increase in Electron add-ons and software even though sales gen together packages
owners will generate which make the mach erally are down on last  worth up to £500 in
maoreg software products ng an even bDattar Doy vear s0me cases, which
and make the machine than before W.H. Smiths repor- means this is an
even more attractive 1o When the final tally is ted: "The sales rate for gxtremely capable
buyers than ever made the company the Electron has almost systam with lots of
And although Acorn expect 15 seasonal tripled in a few weeks. potentia

PLUS 3 DISC DRIVE IS HERE

ACORN'S recently released
range of hardware for the
Electron is set to repeat the
success of the Plus 1 expan-
sion unit — the add-on that last
sumimaear took the Electron into
the realms of more serious
computing.

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

price: £229,

The 3iin single sided disc
gives 300k of stored data and
the new Acorn advanced disc
filing system {(ADFS) has
“"masy to use features at a
basic level’’, says Acorn.

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

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

tron users can now tackle
business problems with
aplomb.

In the words of an Acorn
spokesman: “"These develop-
ments put the Electron up
thera beside the EBC Micro as
a serious machine.

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

January 1985 ELECTROMN USER



Lending
a hand

PHOEMNIX Publishing
has come 1o the aid of
Electron usars who
don't possess the two
pairs of hands required
to operate 8 keyboard
and control a manual
simultaneously

Rigid, free-standing
crib cards provide easy
access 1o the main facts
vou need while pro-
gramming

Topics covered
include keywords
aperating commands
graph'..; and sound com-
mands, colour com-
mands, data commands,
input/output com
mands, disec commands
Basic statements and
functions logical
operators and error
messages.

The cards cost £1.99

Logo on
the way

LOGO, the educationa
computer language, 1S
to become available for
the Electron from
Acomsoft early in the
Mew Year

Supphed n ROM. i
simply plugs into the
Plus 1

Specially
for use in the classroom
Logo allows children 1o
communicate with thea
micro in a natura
straightforsward manner

Al ils simplest level

designed

Logo is concerned with
drawing lines on a gra-
phics screan The child
sirmply Moves a pointer

or turtle as it is known

which leaves a line
trailing behind it

It advocates claim
thowugh, that Logo is far
more than just another
drawing package: its
corm
mand set allows chil-
dren 1o build up libraries
of procecdures, such as
gguare, triangle and 50
on

In this way
understand and learn 1o
use the fundamental
concepts of computing
in an interactive, axperi
mental manner

gasily-mastar ed

children
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LIFE AT THE TOP,

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

His fame and fortune
is attributable to his
lingering in his morming
bath which sometimes
makes him late forwork.
For this is where he has
his best ideas.

One of these, s5ix
years ago, was that
computers could break
out of the “electronics
freak with a soldering
iron’”’ enclave and into
the consumar and edu
cation market.

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

It goes on Lo reveal
hat before he hit the

o

Phloopy

speeds
the load

AN exciting new
product that should free
Elgctron users from the
tyranny of cassettes has
just been announced by
Phi Mag Systems

Their Phloopy, a high
speed tape based data
storage system is now
available for the Elec-
tron, at a price well
below that of current
disc interfaces.

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

On the databus wver-
sion a Centronics printer
part is also available as
an optional extra

1985

-~
Chris Curry “pretty
hopeless’™ with com
puters.

jackpot with the BBC
Micro, and subsequently
the Electron, he had
pll’_‘\.‘iﬂll.‘ﬂ\- been
employed as a student
apprentice with Pye.
Cambridge, then with
the MoD as a scientific

assistant and finally
spending 13 years in
association with Clive
Sinclair woarking on
calculators and hi-fi
Nor does Chris Curry
apparantly have any real
affinity with computers
today. In the article he
admits to being “pretty
hopeless™ with com
puters I've got a
computer at home, |
play games on it. I'm

afraid, and rather badly
100’
OM estimates that

Acom is currently worth
at least £ 100 million but
that just means 100
times MOre respon-
sibility’’, insists Curry
What has his new-
found wealth meant?

URRY STYLE

According to the OM
profile he appears 1o
thoughly enjoy it and
describes his
country home as “'a
totally unnecessary
extravadance

However he doesn't
treat himself 1o expen-
halidays., ""They
bring on an attack of
warrying', he says,

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

readily

5ive

The Phloopy drive
costs £85. An interface
for the Electron is £23
{via Plus 1) or £38 (via
Databus).

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

‘Automiatic compac-

ting and recrganisation
of files and data every
time a Phloopy is
updated means that in
practical tarms it is as
fast @as many iscs

For fast program devy-
glopment and quick
access Phi is offering
Phinopy cartridges with
25k and 50k capacities
as well as the usual
100k,

Colour plotter

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

The Sakata SCP-800

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



Comment
cava?

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

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

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

=

£99 printer

descenders and under-
lines and costs £99,

The character set
gives 896 characters in
three pitches, plus the
ability to condense or
extend the typeface

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

MORE COMMANDS

ELECTRON users can now extend the number
of Basic commands with the Addcomm BOM.

It adds 40 commands to the Electron's
built-in Basic, and according to makers Vine
Micros, gives a mixture of toolkit, Logo
graphics and extra graphics statements. The
ROM comes complete with a detailed user

guide.

Talent collects
£2,000 cheque

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

Garland won the
compatition held by
BBC Television and
English Estates, the
government commercial
properity developers
who provide premizes
for small busin

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

Micro, mainly for sacon
dary schools and
institutes of higher edu
canon

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

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

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

Night sky on
your screen

RECENT interast in
Halley' s comet has
prompled Century Com-
munications 1o bring out
a pragram — Starfinder —
which, they say, does
something no book can
achieve

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

You can identify any
star, planet or constella-
tion by steering a “space
probe’” across the
screen and print out
star maps for exactly the
times and places you
Want

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

It was checked by TV
astronomer Heather
Couper. who recently
succeeded Patrick

Moore as president of

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

Soccer
database

SOCCER fans who own
AN E-H(er(}!‘] Can now
build up a complate
database of facts and
figures about their
favourite team.

Your Team — a cas-
sette-based program
covers results, scores,
attendances, per-
sonalities and 50 on - all
recorded for playback on
screen im a choice of
cluby colours

The program was
designed by Coalin
Whitelaw, whose tex-
tiles-by-post firm BEC
Sports specialises in
football souvenirs.

18985 £LECTROM USER 7



B

-a powerful duo

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

| 18 REN PROGRAM 1

20 LET x=| [

30 LET y=2
4B LET 2=]
30 sum=x+y+z
58 FRINT sum

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

What | wani you to notice is
the rigidity of the program. If |
now wanted to add &, ¥ and B
using the same program struc
ture, I'd have to rewrite lines
20 to 40

As you CBn See, assigning
values to variables wsing
simple LET assignments can
ba fairly inflexible

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

[ 10 Ren PROGRAN 11
28 sus=i

38 DIN nuaber (3)

48 FOR loop=l T0 3
58 nusber (1oop)=1oop

78 FOR loop=1 TO I

B0 sus=sumtnuaber (1oop)
|90 NEXT loop

188 PRINT sua

.

&8 NEXT loop |

Here we are using the [l
hope) familiar FOR ... NEXT
loops and a DIM statement
The first loop cycles three

Part 12 of PETE BIBBY's

introduction to programming

READ and DATA

$0...

times, giving the subscripted
variablas nwumber(l),
numhberf2), numberf3] the
values 1, 2 and 3 respectively
The final loop adds the
three numbers in turn, storng
the result in swm. The last line
prints out result of
addition
While this may seem a bit
longwinded when just adding
2 and 3, try adapting it 1o
add up the numbers fram 1 10
1000. You'll see that it beats
the first program’'s way of
doing things hands down.
The trouble is that while
using a loop control variable to

tha the

give values to an array is both
very efficient and very adapt-

able. it is a bit limited. If you
think about it, you ll see why.
Since the loop contro

varnable increases by the samea
amount each time round the
oop, the values it gives to the
array are in a regular pattern
It's easy to add say, 1.2 and 3
or 4, B, 12 and 16, using this
metnod

You do it by varying the
STEP parameter the
values of the control variablas
i the FOR NEXT loop. The
trouble is it doesn't lend itself
gasily to adding 1, 7 and 23.

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

and

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

|18 REN PROGRAM 111
20 sua=R

38 DIN mark(3)

48 FOR loop=l TD 3
58 PRIMT "Enter mark:"
48 INPUT marki{loop)
TR NEXT loop

B8 FOR loop=1 TO 3
%8 sus=suntaark(loop)
18@ MNEIT loop

Lill FRINT sum

When you fun this program
you’ll see it can handle adding

ELECTADMN USER January 1985



1, 7 and 23. In fact it's so
flexible that it can add any
three numbers you care to
think of, 1t's only limited by the
Electron’'s range.

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

The major one is that it
holds up the program until you
respond 1o the keyboard. And
imagine trying to add a
thousand numbers using this
method |

Also, you have 10 input the
numbers every time you run
the program. One arror typing
in your responses and you
have to go right back to the
beginning again.

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

Have a go at Program IV
which meets these criteria.

1@ REM PROGRAM 1V

20 sun=@

38 DIN mark(S)

4@ FOR loop=1 TD 3
S8 READ mark(loop)
&8 sus=sustmark(loop)
78 KEIT loop

B2 PRINT sus

78 DATA 18,11,12,13,18

As you can see, the
program has added up the
numbers in the last line (10,
11,12, 13 and 10) and printec
out the result. What's interes-
ting 15 the way in which it's
done.

Line 20 gives the numeric
variable sum the value of 0.
This will be used later to hold a
running tatal, Line 30 dimen-
sions an array of six variables,
mark(0J, mark( 1), and so on up
1o markis).

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

finds in lime 90 are entered into
the array. This means that
mark( T} is given the value 10,
mark(2) the value 11 and so
[=1p

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

The first time round the
loop, foop is 1, so the array
element marklioopl is mark( 7).
The READ command talls the
Electron to look at the line with
DATA at the beginming and
take the next available
number

Since this is the first time it
has looked at the DATA
statament, it takes the first
number it finds after DATA
and gives marki 1) tha value
10.

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

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

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

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

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

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

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

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

78 DATA 19,12,12,13.3

while:
9@ DATA 3,15,4,1%.17

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

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

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

1@ REM PROGRAM V

28 sus=@

38 DIM mark(S)

48 FOR loop=1 T0 §

50 READ wmark(loop)
- b0 sus=sustmark(loop!
| 78 MEXIT loop

88 PRINT sum

78 DATA 10,1112,13,18

We get the horrible mess-
age:

Out of DATA at line 5@

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

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

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

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

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

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

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

1@ REW PROGRAN VI
20 sun=l
| I8 DIM marki(S)
| 4@ FOR logp=1 TO 3
58 READ markiloop)
58 sum=sum+aark(loopl
78 NEXT loop
B PRINT sus
%8 DATA 10,11,12,1,3,10

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

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

1@ REM PROGRAM VII
20 DATA 18,11
JB sus=B
48 DIN mark(5)
58 FOR loop=l T0 5
&8 READ marki{loop)
78 sus=sus+mark(loop)
B8 MEIT loop
98 PRINT sua
188 DATA 12
118 DATA 13,18

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

As more data is required, so

-
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From Page 9

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

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

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

If you must have your DATA
statements all over the listing.
beware the fate of Program
VIl

1@ REM PROGRAM VIII
20 DATA 18,11,

30 sus=d

48 DIN mark(3)

58 FOR loop=l TO 3
&8 READ mark(loop)
78 susssustmark(loopl
B8 MEIT loop

98 PRINT sum

1@@ DATA 12

118 DATA 13,10

Whean you run it, it gives you
A nasty:

No such variable at line &2

message and promptly stops
Of course, as wa're getting 10
expect with READ and DATA,
if you do get an error message
when things go wrong, it
points to the wrong ling!

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

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

MNatice that we don't have
to put inverted commas round
the strings in the DATA

1@ REN PROGRAN 1X
28 DIN nase$(3)

| 4B READ nase${loop)
| 5B NEXT loop
b2 FOR loop=l TO 3 STEP

78 PRINT name$(loop!

|
| odger

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

Talking of things that can
go wrong. run Program X and
seg what happens.

{@ REM PROGRAN X

28 DIM name$(3)

I8 FOR loop=l T0 3

48 READ name(loop!

S8 NEIT loop

48 FOR loop=1 TO 3 STEP

78 FRINT nase$(loop!
B8 NEXT loop |

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

firray at line 42

While it's annoying to have
a program go wrong like this,
there is 8 positive alement in
this case. The error message
actually points 1o the right
lirme!

What's happened is that
line 40 tries to READ data into
the numeric variable
namelioop). The trouble is that
when the Electron searches
out the DATA statement of
line 90 and tries 1o READ it, all
it finds are strings. And you
gan't put a string into a
numeric variable, If you don't
beliove me try:

LET numeric="string"

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

38 FOR loop=L TO 3

80 NEXT loop |
90 DATA Eileen, Peter, ﬂ

9@ DATA Eileen, Peter, B.
odger ]

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

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

18 REM FROGRAM X1 ,
28 DIN name$(3)

38 FOR loop=1 T0 3

40 READ name$iloop)

58 NEXT loop

40 FOR loop=1 TO 3 STEP

78 PRINT nase${loop!
BE NEIT loop
‘ 9@ DATA 1,2,3

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

Program XII READs data
into both numeric and string
variables. The first loop reads
the cdata of line 120, putting
the mames in the string
variable nameSfloop). The
second loop READs line 130,
putting the numbers into the
variable markifoop)

[Ny

[ 10 Rex pRoGRAN 11T |

28 DIM name$(3) marki3)
I8 FOR loop=l TD 3

| 4@ READ namef(loop)

58 NEXT loop

42 FOR loop=l TD 3

7@ READ mark(loop) |

88 NEXT loap

98 FOR loop=1 T0 3 STEP

2

188 PRINT namef(loop) ,mar
k(laop)

118 NEXT loop

128 DATA Eileen, Peter, B
odger

138 DATA 1,2,3

This,
longwinded, Program XIII|
achieves the same effect but
only uses one loop to READ in

however, is a little

both nameSfloop) and

markfiocopl.

10 REM PROGRAM XI1I |
28 DIN name$(3) ,mark(3)
30 FOR loop=1 TO 3 |
4@ READ nuﬂllaun},nrti

{1oop)

| 58 NEXT loop

4@ FOR loop=1 TO 3

78 PRINT name$(loop),mar

k{loop! I
88 NEXT loop |
98 DATA Eileen,1,Peter,2
yBodger,J |
The READ of line 40 is
followed by two wvariables,

nameliioopl. and markfloop)
separated by commas. Each
time round the loop the READ
forces the Electron to examing
the DATA statements first for
a string, then for & number.

As you can see, the DATA
statement of line 30 is
structured in this format, first a
string, then a number, than &
string and so on

This method of organising
the data to be READ has in its
favour the fact that the data is
organised in a logical fashion,
It's easy to see that Eileen has
1 mark, Peter has 2 and
Bodger has 3. The trouble is
that it's also wvery easy to get
the strings out of step or put a
comma into the middle of a
rnumber and 5o cause an error.

And that's as far as we il go
with READ and DATA this
month. As you've seen, they re
a very powarful and versatile
dua of conrmands, The trouble
s that when they go wrong
they can be hard to sort out.
Definitely 8 case .of handie
wWith care, :
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Merlin, our intrepid wizard, returns to

offer further advice on tackling adventures

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

(%¥Ts] n

Let your
Electron
amaze you

nlarad 1N vanous com the room descriplion seems 1o The secret of solving tf 3

con

of: "Help! I'm

maze  and “LUntil we

adventures for the Electron

t some of the

ntures?
y tall you how to

ams wilhout

the software iventures which  be the sami

LLELEE | 5 YOu Look closaly

come across, By

that 1 taly -
10LSEes 12t publish FriEr

1 1 @xample

far the most common are wiork out e

d like, tho

riunity to say that if those that present this kind of have been made. The loca

ppreciale

n, 1O lake manmy  mon

Qoung N one dired
Lo wunt the description
Then try

until  that

oom description: jou are in is described thus

tware houses w

end me the details |

You are in a
tangled,gloony jungle with
exits in all directions.
1[:;]-“ an
You are in a
tangled, ol pomy. Jungle w
edits in all directions,

WEST

You are at a junction sith
exits north, south, east,

ba extremely

to tackle thesa
way out. ar

1object, make a move rped
f you can still see » whole maze, or both

vou have droppe e often you can come

a4 doscnplion that is

obviously haven
You,are in & targled gloomy ke any of the others
jungle with exits in all

directions,

12ans thal there

f value or an exit

lettars, you showuld ke

woblamsg —

w the time yvou have

regadl this article

Barring same rather epic

you have dropp

If the move you just tried
S

vas NMORTH, then put a cross

1 show

WEST

Yeu,are 1n a tangled gl oomy
jengle with exits in all
directioas.

it often pays 1o stop

and try single moves
n just 1o see if
anything nearby
Anothar fairly common type
v have

of maze, that can litera

vl 8t vour witt's and. is the

adventures, whose names | If the cbject is still there osely and you Il kind that for every move you
shan't mention, all mazes have then another cross. If it Al HiGra are Ahcen Iry 1o make you end up in the
common —there's  fsn't there then dr . descriptions check  glace you have just started
circle. DROP ¢ the commas from. Typically you get this
PLIrI0SE stating the an Iy anot 1 -'l_-!'~'--"|" iption far twpe of commeant: )
this and Vour  original then

Mare Surg you on  Co

eventually, by trial and error

vill be able to map out the

whan you

You have becose cospletely
diserientated in the warrea
of tunnels surroundimg wou

whoever has ey
move MNORTH and another

the maze has Vo
. when you first move WES

h & way that it is maze, i
:asy or 100 hard to But if vou are underground LSS A = and are back wherg you
or in an unlit room then dany  S000c 9 VRGO MAEITE started fros. There are
get stuck instead drop the i g gxils norkh, south, east
abo Ty o dent e stuff jsn't itl Quite and west,
n way |'vi e
that will usually give SLG my Mmaps il I\.. Mazes like these ery

will result in

you a clue as to how to beat it this way becaus s the way | AifFie 3
Rt : e : s : i i meassace Imicult, & are
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From Page 117

like their problems to be hard
but not impossible

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

Either a reasonable number
of set moves is needed for yvou

10 get oul, 5ay six. or you only
negd make one move in the
right direction

Often in the latter type the
move 15 subject to a random
response

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

It wou are not aware that
this kind of maze exists you
can spend a lot of time
wandering around trying to get
out. | once spent weeks In onea
before | wWas
gaing on

Sa try making about 10
mowves in each direction, If this
doesnt work then try
combinations of moves such
as NORTH., WEST, SOUTH
EAST, and 50 on

Remember to use the save

realised what

likaly

game facility. Make sure you
have a game saved at the point
at which yvou enter the mazo
then yvou will know when you
fimally make any progress

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

Most other types of maze
recuire you 1o think caraefully

about where you've been
what you've got and what you
Can See

Two mazes in one particular
achventurg require you 1o do
things with some of the ob
jects you tound or
should have found, It
haven't got them you will not
get very far

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

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

Why? The directions you
nead 1o have to get to the next
location successfully, and
therefore get through the
maze, are writteén on the wall
of each room in phosphores-
cent pant

have

Yo

So you have 1o turn the
lamp off to see the direction
1o make next and

n it back

vou near
then you have to tu

on 1o avoid being

Eaten in the dark by 2 huge

spider!

getting through this
maze you manage 1o collect
several objects, one of which,

when WaVEd, amits

A cloud of dente while

Youdiscover this because it
13 E||'||;|r| practice in any fantasy
adventure to RUB and WAWVE
vthing. Later find

voursell in:

ey

You

& featureless black roce.

You find that you cannot
refurn the way you camea, so

vou sot off bravely to explore

this new maze. Aflter wander-
ng  around

nbaer the rod

while you ren

In desperation you WAVE it

again. This time yvou gel

A cloud of dense green

After wandering
various locations
rogl as you go
that the rod

different colours

you o
emils
blue, green

Over

recl, orange, violet, indige and

vellow
That looks familiar
red, orange

Diue

yirllow
indigo and violet

green

And what have you !;l.':‘.-"
You've guassed it) The colours

of the dare | say il
Mow all you

SpPeCcirurmn

aimlessly for a

through

waving the

SEVEn

you
think, 50 you arrange it thus:

have to do is

make a map basad on these
colours. So yvou return 10 your
aving and make a map of
pach of the colours in each of

the locations

Whan you've finished you
go back to the starting poimt
ancd move in the order of the
colours. That is red
orange, then yellow
anoa 50 on

i. then

[l":ifr‘

gree

When you get to the maze
exit yvou find that it is a small
cylindrical room whose only

exil is back the way you came
In other words

back into the

1 here i15 a
Sind there is
always a clue 1o ar
somawhere, you think of the
spectrum and eventually arive
at the password — “Rainbow’
— and you're out. Obwviously, if
yvou hadnt solved the maze
vod wouldn't have been able
10 getl oul

The lasl type of

passward

v password

maze |l
look at is the type that

|:i|."'“'|

clues it you can

Often thoy

Y pr eviously somewhere

LI
them

have

perhaps as a raward for sol
ving @ puzzle. But they cna
1 be given n the maze

itsell

The extract below is from a
supert adventure that is due to
ha reloased shortly

Here you have alrmost com
pleted 1t vanture. You are
in the room which
wouldn't know it
happens to be a maze
out is given. Look
i see if you can find

fll'._-..

oL JUst

The w

closely a
it

Yow are 1n am octasona)
room with exils in eich
will. & plague r

WRENHIWE: Keeo wov
vou'll regret it’

Another sign reacs

The guardian waits forever

here, exght wirs Lo choost.
one way 15 rught, no time

to lose, here ends your
iight, o walk wherp one
can’t see or hear.

clues are all on the
plagque. Thera are
Eight ways to choose . that is
eight directions you can take
BUT it alzso means that eight
moves will get yvou out. Look at

the last ine!

The

secand

%o wilh,......WHERE OME
CAN'T SEE OR HERR,

The last part of the ling is
the important part:

WHErEoNE cal't
hEar.

Remember those eight

]
moves s

WEEHKE EE

Clever thase programmers
aren’t they?
Obwviously, |

f maze you are

e T
ant Ccove

evary Iype o
ikely to come across. The ones
| have mentioned should halp
thase of vou who have written

YOI TE

wondering

vou can gel these

adventuras, t

ISWer 15 you

can't, at least, not yel
| decided not to use
Electron advantures in case |

sppnilt it fe e, though |

understand that some of thes

adventures are to be released
tor the E

Firally
e lcome
problems

fror
Viou are marg 1han
to write
and tips as waoll |
feed them 100 vou le P!
But pleasc, if you

quick

n with any

wwdani o

answer then enclose a

sant any informa-
ut adwveniures
write 1o me a
Electron User and
knows, perhaps wa Il base an

Merlin

gencrally

who

article on it

Letters to: Merlin, |
| ELECTRON USER, 68
| Chester Road, Hazel
| Grove, Stockport SK7
| aNY. Don’'t forget a
| stamped addressed

envelope if you want a

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

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

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

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

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

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

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

And the pole vault takes the event to
new heights!

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

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

and all other leading stores

Also available from WH Smith @

™ ; :
. - L“-,\ /o s D e O e S B
Plﬂv Mlcrﬂ 0|Vmpl05 Pleasesendme ______ copylcopies of | [ BBC'E casserte £5.85
Micro Qlympics [ Electron cassette £5.85

— and let your fingers | uiiiiuiia™ |0 aones os

far £ Please tick box
- | wigh 10 pay by
do the running! O e O Vs Exiy it
Signed
Name
Address

h————--———-l*-.r\._

Send for it today

Post to: Micro Olympics offer, Database Publications,
BE Chéster Road, Harel Grove, Stockport SK7 SNY.
L L T D T T ep———_
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"  TIRED of using your Elec-

tron for educational pur-
poses? Sick of utilities and

. fed up with programming?

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

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

You take control of one
of the missile batteries.

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

1OREN ## SPACE BATTLE ##
]
20REM #By R.A,Maddilove
]
JBREN #For Electron User
]
400N ERROR MODE &:REFORT
tPRINT® at line ";ERL:END
S@NOOE 4
SBPROCinstructions
TBHIMEM=L5488
BAPROCassenble: CLEAR
9OPROCinitialise
|@avou 22,5,23,1,0;8;0;8;
| 1BREPEAT
128PROCset_up
1I8PROCoane
140PROCanather
ISBUNTIL IMSTR("Nn",key$)
|4BMODE &peFX1Z,0
178eFX21.0
|88#F 14,0
|9BEND
2
2180EF PROCinstructions
220#KEYI@ "OLDIMRUNIN®
230eF1229,1
24BeFI14,1
250voU 23,1,0;0;0;@;19,1,
4;8:19,0,5:8;
268VDU 28,4,4,35,1:COLOUR
129:CL5
27RCOLOUR @:PRINT'SPCI4);
280PROChiQI"E PACE
BATTLE"
298vDU 26,28,1,28,38,46:CL
5
JOBPRINT'® The alien ba
ttle cruisers, high"''" abe
ve the earth, have managed

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

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

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

I38COLOUR 129:COLOUR R:VD
U 24

TABSFX21.0

I58PROCscroll

J&evoU 28.1,38,38,6:1CL5

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

sany missile batteries sca
ttered" '™ over the earth,
and vour task is to"'"" pre
vent any aliens from landin
n.I

JEBPRINT' " Controls
press a letter® " K...keyb
pard®' " J...jovetick""'" §
...50und" """ @,..quiet"

J%OCOLOUR 128:COLOUR 1:PR
INT TAB(7,23)1" Press space
to start... "j:8F121,8

400 joy=FALSE: #F 15,0

{1BREFEAT KI=INKEYR AND &
IF

420PROCtune (1)

#3BCOLOUR 128:COLOLR |

H4BIF KI=ASC"J" joy=TRUE!
BRINT TAB(1,14);*d":COLOUR
125:COLOUR B:PRINT TAB(1,12

3 K"t TAB(2,21)1SPC{34) 1 #FT
16,1
§581F KX=ASC*K" jov=FALSE
{PRINT TABI(I, 1203 K" s COLOUR
129:COLOUR @:PRINT TRB(1.1
A3 0" TABI3, 2101 "A=left
S=right RETURN=fire": #F
114,08
4481F KX=ASC"S" PRINT TAE
(1,14)3"5*:COLOUR 129:COLOU
R B:PRINT TAB(1,18);"@"s#FX
218,80
4TRIF KX=ASC"R" THEN #FX2
-
480IF EX=ASC'@" PRINT TAB
(1,18):"@"1COLOUR 129:COLOU
R B:PRINT TABCI,18)3"5 1 #F)
218,!
AFRUNTIL Ki=R
Seavou 19.0,0;0;19,1,8;8;
26:12
S1BENDPROC
528
S3B0EF PROCscroll
54@a$=5TRINGS (6,." ")+'Ele
ctron User*+STRINGS(6." "1+
"Micro User"tb§=as
SSEREPEAT bfsbi+ad
SHAREPEAT KY¥=INKEYR
STRFROCtunell)
SBOPRINT TAB(I,3@):LEFTHI
bf. 340}
590b$=MI0$ (0¥, 2}
LBAUNTIL LEM b$=34 OR Ki=
32
H1BUNTIL EX=32
42BENDPROC
LA
G4B0EF PROChig(strinos$)
45BFOR I%=1 TO LEN string

¥

L5874 TR=ASC(MIDS (string#,
4,10

ETRAL=10: XN=4T0: Yi=0: CALL
LFFFI

GERFOR Ji=2 TO |

LFEYOU 23,229

TROFOR KY=2 TO 9

TIGVDU P(ATE+4#IL+KXDIVIY

T2BNEXT

T3av00 225.18.8

TABNEXT

750VDU 11,1L,9

TEBMELT

T78EMDPROC

780

TSQ0EF PROCancther

BEBRESTORE 1470

BIRSE=10@0¢% ((7score AND &
FRIDIV k1@)+108¢%(7score AND
LF) #1084 ((score?l AND LFRID
IV ki@)+iscore?l AND &F)

B2RIF Styscorest(1@) PROC
hi_score

BIDCLS:VDU 20,19,3,5:0;

BARPRINT TAB(3) 1+ PROCkig
"High Scores")

BSACOLOUR 2:PRINT'""

BLOFOR [%=1 TO 10

B78COLOUR J:PRINT

BBOPRINT;IX;", "4:COLOUR 2
tPRINT TAB(3) tname$(I1):TAB
(15) sscorest(I¥)

BRENELT

S8BCOLOUR 1:PRINT'''" A
nother gamse 7" *SPC{A);" (¥
or K"

F1@REPEAT kevi=INEEYSR

9281F ADVAL(-4) >3 PROCtun
elg)




FIBUNTIL INSTRI® YvNn*,ke
vil

F4BCLS: #F Y21 5

9SBENDPROC

758

978DEF PROChi score

SHBCOLOUR J:PRINT TABI(@,2
H

§90PROChigl™* COMGRATULAT
IONS #¥)

|@BRCOLOUR 2:PRINT" """ "Yau

are in the""'"high score t
able.®  ""What is your name
ST Ty

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

1B2BREPEAT KX=INKEYR

|18301F ADVAL(-%)}3 PROCEun
eid)

IRB4RIF KX331 AND K%<127 M
D POS<I1 string$=strina$+CH
REEL:VDU KX

18S@IF K¥=127 AND LEM stri
no¥ strina$=LEFT#istring$,(
LEN strina¥)=1131F POSH WD
UK

1BERUNTIL KE=13

1878VDU 23,1,0;8;0;0:

108@scorest (1@} =5 nanes (]
Bl=string$

IR9RFOR I%=18 TO 2 STEP -I

LIRRIF scoresX(I1) bscores)
(I1%-1) S¥=scoresi(IY)tscore
sii[{)=scoresy(Ii-1)1scares
1IR=1)=EXrstringf=names (11
Jiname$ (I1)=name$ (I1-1)1nan
e¥l(1-1)=strin$

[LIBNERT

11 ZBENDFROC

1138

L14B0EF PROCinitialise

LISR#FY1L,8

L16BVDU 23,224,170,85,178,
85,178,85,170,85

L17BENVELOPEL,129,-5,-18,-
20,8,4,2,126,0,8,-128,128,1
28

L18BENVELDPE 2,2,1,-1,1,2,
4,2,126,0,0,-126,125,124

1198speed=L70:5core=k7E 1 de
ad=k79

|280DIM scoresi(1B),nanes|
18]

121@F0R IZ=1 TO 10

1220scorest(1T)=21008-11#10
?

12T@NEXT

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

1258namef (3)="Micro":nanet
41="User"

126BFDR 1X=5 TO 1@

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

1298ENDPROC

1188

1J1BDEF PROCset wp
LJ2BRESTORE 1B2@:READ AY,B
1Ll

1338vouU 19,1,A%:0519,2,B1
819,300

[J4BCOLOUR 129:COLOUR 3
IISBPRINT TAB(@,25):STRING
$(20,CHR$224)

1348COLOUR]28: COLOUR 2
LITEPRINT TAB(@,28)"Score:
Beaa"; TAB(13) ;" lives: 5"

| JBBCOLOUR L:PRINT'" Hi:"j
scorest(l)sTAB(13): "Scrdel®

1398scr=1: 'score=Ri 7speed=
20: lives=5

L4BBENDPROC

1418

14200EF PROCoame
I4IBREFEAT

L44@FOR 11=B TO 99

1450 (2011 +L950) sk SE4R+[ X4
14

1R4BNEXT

I47BCOLOUR 2:CALL HIMEM:#F
121,08 :

14801F scr=9 scr=@1RESTORE
1828

|4901F 7dead=FALSE AND 7sp
eed)5 Tspeed=Tspeed-|

|50RIF Pdead lives=lives-|
tPRINT TAB(1%,28)11ives;:PR
OCpause(280) ELSE scre=scr+]
tCOLOUR 1:PRINT TAB(18,31);
scrisREAD AY,BY,CX1VDU 19,1
AL 8y 19,2008 19,3000
I51P6COL @,R:FOR 1%=2 TO |
280 STEP B:MOVE 1%,224:DRAN
1%, 1024 REXT

IS2BUNTIL lives=R
1538ENDPROC

1548

|55B0EF PROCpause(TL)
L5E@TIME=R: REPEAT UNTIL TI
MEXTY

1578ENDFROC

1580

|3780EF PROCtune(TX)
16BBREAD pitch

L&1BIF pitch{@ RESTORE 147
B:READ pitch

16281F TX SOUND 1,-18,pitc
h,3 ELSE SOUND 1,2,pitch,10
1 6JBENDPROC

1640
1658
|BLEREN ®eees tune #EEEH
I4TRDATA &48,188,75,188, 52
00,408,100, 44,92,60,52, 4

B,88,36,88

|6B0DATA &8,108,765,108, 52
108,408,108, 44,92,40,92, 4
#,80,88,88

16TBDATA &8,76,560,76,108,9
2,76,808, 52,568,52,48,108,60
08,52, 44, 60,44, 60,92,72,4
8,44, 40,56,48,56,68,48,54,
4

ITRBDATA &B,76,408,76,108,9
2,7h,68, 52,68,52,48,100,50
(68,32, 4,60 44, 50,92,72,8
8,44, 48,55,40,54,88, 48,54,
4B,-1

I710REN #228% alien | ##és
| ]

1728DATA 85,255,249,217,11
9,171,153,48,170,255,249,18
5,238,93,153, 34

I7I0REN #eawe alien 2 #ess
#

I 74BDATA BS,2595,217,249,11
9,171,153,134,170,255, 185, 2
49,238,93,153,17

I7TSBREM #e#% gxplosion #&#
1 3

|75RDATA 254,218,173,218,2
18,173,218,254,247,181,91,1
8a,188,91,181,247

I770REN #e#8% hase #esds

1760DATA 2,2,39,107,105,75
o15,12,4,4,78,109,1085,435, 15

Turn to Page 56
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The INTERSTATE Line
'TAKE YOUR GAMES PLAYING TO THE EDGE OF SPACE
WITH THE NEW AND UNIQUE DUO IN JOYSTICK INTERFACING

IN-31 (Kempston Protocoll for maximum simple to program

ames compartibiticy . £ NG software required
* Built-in Option — Rapid/Auto Fire with | 1 ' .
' - 1 ‘
any “ATARI" tyge Joystick. ] B! “Darf ME"”G”"I : el 8
Reset button for re-starts without,the | _,' Up fo 8 programmable positions pius Fire.
need to pull cut the power lead. i 4 Fuur light emitting diedes (LEDS) TO aid”
prugrammlng ; o

geset Dutton If{:r restarts without the °
need to pull.gut the power lead.

i §
* Can be re-programmed at any time
! Jp

O Interstate Prois) at £22.95 O Interstate 31is) at £11.895

O Quickshot II Joystick(s) at £9-95 Tota)
| enclose Cheque/P.0, for £ All prices include VAT and P. & P.
Name 1 plL il Bio

Address I 1) B8 10 TH |
Tel =

Bud Computers Ltd, FREEPOST, 196 Milburn Road, Ashington, Northumberiand HEH 18R 2




18 REN NEW YEAR MESSAGE
28 REN BY DAVE ROBINSON
38 REN (C)ELECTRON USER
TN T R —

5@ DN ERROR PROCerror:EN

&0 MODES

78 PROCinitial

B8 PROChorder

%8 PROCqrid

188 PROCtune

118 REPEAT

120 REPEAT

138 PROCaessage(A$, 208)
148 UNTIL ADVAL(-&)38
158 PROCtune

168 UNTIL end

178 PROCprint

188 REPEAT

198 PROCaessage(As,400)
200 UNTIL FALSE

218 END

20 2

238 DEFPROCimitial

248 vDU23,1,B;0; 00

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

268 VDU23,224,0,34,119,25
9,238,48,8,8

278 vDuz3,225,0,108,108,0
48,54,4,0

280 linet=abd

298 loopl=12

388 end=FALSE

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

J20 AX=bA: XY=0:Y1=kA

338 DY=LAg0

340 ENDPROC

150

J&@ DEFPROCprint

370 FOR KX=7 TO 11

JB0 PROCmessage(A$,280)

198 BS$=MI1D$("acorn® K1-4,
1)

400 PROCdouble (B$,KY,B)

418 HEXT

428 FOR KX=6 TD 13

418 PROCeessage (AS,200)

440 B=M]D$ ("electron” K1
-5,1)

450 PROCdouble (B%,KX, 26)

A48 NEXT

478 ENDPROC

480 1

498 DEFPROCnessage (mess$,
delayl)

588 COLOUR!:COLOURLZE

al@ PRINTTABI(2,4)STRINGS!
16," ")

520 PRINTTABI(2,S)LEFTSine
s5%, 14

530 PRINTTABI(2,5)ETRINGS(
"Ill ]

S48 mess$=RIGHTS (messé, (L
EN mess$-1))+LEFTH (messé, 1)

550 FOR waiti=8 TO delayl
sHEXT

S48 Af=messé

378 ENDPROC

560 1

598 DEFPROCtune

502 READ noteX,durationX

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

628 SOUND 1,-135,notel,dur
ationd

£38 SOUND 1,8,8,8

648 PROCdraw

638 ENDPROC

L1

678 DEFPROCdram

588 READ start®,finishl

698 IF starti=8 THEN ENDP
ROC

708 FOR I%=1 TO 2

TI@ MOVE startl,linel

720 DRAW finishX,linel

738 linel=linel-4

T4 MEXT

758 EMDPROC

Turn to Page 58
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A supeal Poel g with a dilerence!
Fadtares include mme 1esticted shala
‘ushiahle cue strength. superh real time
']ph-;'s sound and opieenal gryskick
ponirol !
Level 1 Pet balls i any oodier |
Level 2 Pl balls o comect ordall

Level 3 Pot and het halls s corrset ndes,

STAR MAZE

Trawel thisugh the Star Masm o Siscover

rare Ewels snd framspon them back bo the

motboer ship O the weay. your migies 4

ihreatened by asbevesds, ird hasching Eggn
ch |y hﬂmm Totating alen

b Vst

s which will vapourise

.Allat the usual ¢q. 95 gasse'S

Dnﬁ‘ﬂ.
-.smﬂﬂ“““‘

 have an unusual programme wihich can meet our standards you coold be
nat take advantage of our sought after reputation, Write now!

B o ordie oyt Gl s
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Warp 1
fcon Software

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

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

Youre commander of a
Federation Starship, your
mission to seek out a fellow
captain who i iost in space. As
you work your way through
the six guadrants and 48
saectors of deep space the
Klingons attack

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

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

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

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

Software

THE COLUMN THAT TAKE

K INSIDE THE LATEST RELEASES

Strategy on the
final frontier

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

Norman Keynes

Merlin
stopper

Blue Dragon
MP Saftware

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

Your task is to find the

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

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

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

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

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

Un doing s0 you find that
the bird is in reality a beautiful
princess who has been trans-
formed by an evil wizard
{Surely after all these adven-
tures thare can't be that many
evil wizards left?)

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

YOU'LL ENJOY BEING STRANDED

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

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

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

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

Stranded
Superior Software

tunately it's guarded by an
unfriendly robot,

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

After activating the engines
you should search your craft,
The articles you find, along
with judicious use of Dr. Who's
Tardis (1], should be enough

for you to find your way home.

The graphics are quickly
drawn and are the clearast |
have seen In an adventure.

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

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

Merlin

away and then your guest
begins in earnest. After 2
couple of hours you reach the
same point as me. (I'm the one
in the cornaer with the beard
and pointed hat.)

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

To be fair lexcuses,
excuses). | had just received
MP's two latest adventures
and was eager 1o try them out

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

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

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

Bumble
turn-on

Bumble Bee
Micro Power

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

>
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From Page 19

yet another addition to the
range.

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

However it requires a lot
maoare thought than the original
when playing.

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

When you have collected all
the pollen you buzz over to the
Qut sign and mowve on 1o the
next screen, At 4, 000 points
you gain an extra life to add to
the three provided at the start.

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

spiders In a different section,
of swing a turnstile into thair
path if they are about to
pounce on you.

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

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

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

it ignores the Pius 1.
Bumble Bee is a well
written addictive arcade game
with colourful, smooth gra-
phics and good sound. 1t's wall
worth buying, so start saving
YOUr peEnnies now,
Roland Waddilove

Ghouls are
good
for you...

Ghouls
Micro Power

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

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

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

You start off in the first of

four screens — Spectre’s Lair.
Here 1o hinder you in your
gquest you will find the
mansion’'s frowning ghost
who's out to get you.

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

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

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

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

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

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

Should you succeed an the
first screen you will progress
to the more difficult Hornd
Hall.

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

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

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

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

Even so I've seen enough 1o
consider it excellent value. It is

Have a blasted good time

One Last Gama
Clemoes Software

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

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

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

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

There are 8 couple of
unusual features. The game
can be speeded up or slowed
down with the joystick
iplugged into the Plug 1). so
you can whizz through the first
few easy screens then siow

down when it gets tough.

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

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

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

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

If you, like me, like the sort
of gamas where you just blast
everything in sight, then you
will love this one,

Roland Waddilove

20 ELECTROM USER January 1985

EE————



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

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

Alan Sergeant

Learning
is fun

Mystery of the Java Star
Shards Software

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

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

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

Your first task is to re-
arrange the pieces into somea-
thing recognisable. Whean you
have done this you find that
vou have a8 map of the island
whare the ship sank,

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

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

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

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

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

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

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

Thera are three skill levels

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

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

Merlin

Gory
but great

SAS Commander
Comsolt

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

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

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

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

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

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

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

Trevor Roberts

Walking on thin ice

Palar Perils
Squirrel Software

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

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

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

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

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

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

The DIY

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

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

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

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

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

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

dinnar (the eskimol

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

Mext comes a trip across
the ice, which is so thin that in
places it can't bear the
eskimo’s weight.

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

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

It's a smashing game,
addictive, iritating, amusing
and frustrating in turns, the
sort that has your family giving
You gueer |[ooks 83 you Scream
at the Electron.

| cant remember when
FEVIEWING 8 gama gave ma so
much pleasure. Thoroughly
recommendead

Nigel Peters

pinball
machine

| Pinball Arcade
I! Kansas City Systems

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

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

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

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

Roland Waddilove
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GAMES CONTROL

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

game speed can be setto enable rewarding results.

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

EDUCATIONAL PROGRAMS

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

Manufactured
and markeled oy
Cambridge Compubting

L { tetoni

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

| wish to pay by Access. My Card Number 15

Name ........ T T a R PR v e ey

X [ [ =TT RSP RPTPPPRTN _
| enciose cheque/postal order for £ made payablhe
o Nidd Valley Micro Products Limited ELI/185

LT T T ey EL L]

Signature

61 Ditton Walk. Cambridge, CB5 807

Nidd Valley Micro Products Limited

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

“World patents pending




Just what you’'ve

been waiting for!

Contains

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

* Spreadsheet ¥*Database

Now they’re all together
-in ONE simple package

Word Processor: Ideal for
writing letters and reports,
There is a constant display of
both time and word count,
plus a words-per-minute
display to encourage the
buddling typist! A unigue
feature 15 the double-size tex]
aption in both edit and
printer mode - perfect for
young children and people
with poor vision.

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

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

ONLY

£5.95/£7.95

CASSETTE

DIsC

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

or can be fed imo its
associated program . ..

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

[P . ----------1

l Fln_u tend me copy/copies o O BBC'B castette £595 |
B Mini office O Electron cassene €585 | ]
. O | enchose cheque made payable to [0 BBC 40-treckdise  £7.95 ]
§  Dotebase Publications Lid O BECBO0-trackdisc  £7.95
' far £ Pipage tick box .
I | wash 1o pay by '
I O HAecess O Viss Mo, Expiry date I
¥ Signed 1
H Name |
I Address I
= Post to: Mini Office ofter. Database Publications, 1
BE Chester Rload, Hazel Greve, Stockport SKT SNY. |
[ S ——
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If vou have a Plus 1
inteface then you have
paid a fair amount of
money for the A/D
converter. Don't waste it
by using switched joysticks
which will not run
programs that need full
analogue function. An
analogue joystick can
eqsily be made to
simulgate the “faster”
action of a switched
joystick if needed. but a
switched joystick cannot
be made to simulate an
analogue one comrectly
Reality is analogue. For
instance, objects have to
be occelergted to a
speed, they do not obtain
speed instantanaously
and the acceleration is
proportional to the force
applied. There is very little

of

This game is 2 classi

e
Fortune

C uzzle ;
the ?eatures you'd

NET IS

software around at

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

Fully analogue, ACORN
compatible, sprung retfum to
centre joysticks to work with your
Plus 1 intedace or ciher analogue
infefaces. Already in use by tens
of thousands of BBC ownaers,
these British mode joysticks are
fully guaranteed and backed by
our years of experence in the
video games industry.

joystick will become more
impartant, ACORMSOFT's
Aviator and Snooker are
good examples of full
analogue use. The co-
ardination between hand
and eye cannct be
achieved Iif the rate that
something moves on the
screen is determined in
software without regard to
the exact position of the
joystick or the pressure
applied to it or the speed
with which it is deflected

Dela 3b “win" - A pair of analogue
joysticks wired to a single plug. One joystick
has red fire buttons the other green. £19.95

A Delta 3b"single” - A single joystick but with
the fire buttons of two joysticks. £412.00

Coming soon: Conversion software utilities that
will moke non standard games work on these
standard joysticks.

Delta 3b joysticks should be avallable whete
you bought your Plus 1 or other analogue

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

Voltmace Umited
e __ __ o a Park Drive __
[ -='='==--‘f Baldock —]
- == WSG;TE-_
Prices include VAT and P&P. Tme EN

for the Electron...

"Having now tried all the Epic Adventures, they must be the yardstick
by which all other adventures for the

“The definitive adventure. Highly recommended.”

Tel (0462) 894410

Electron should be judged.”
ELECTRON USER

“The Wheel of Fortune for the BBC and Electron is a highly-
recommended state-of-the-art adventure.”

SHIELDS GAZETTE

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

MICRONET 800
ELECTRON USER

Our other three adventures have also received superb
reviews in Electron User. They each contain approximately

ture with all 230 locations and 25,000 characters of text.
u
: Ed"i';tfmmﬁplc... = R ey |
i .PLUS th TO. EPIC SOFTWARE, DEPT.E. 10 GLADSTOMNE 5T., KIBWORTH BEAUCHAMP, I
ligent movingd characters wnmm | LEICESTERLEBOHL  Please RushMe- | cassETTE | DISC_| STATE
@ Intellig ods. And you canta f gty THE WHEEL OF FORTUNE £oa5 | L1195 |BBC ]
varying ”"‘-:'I ' : gty CASTLE FRANKENSTEIN £795 5995 | ELECTRO!
them to0 e and speech | ity THE QUEST FOR THE HOLY GRAIL £7.95 £995 | rGrashics |
@ Multistatenent languad ity THE KINGDOM OF KLEIN £7.95 2995 | cnfiewon
) 5 | rosTacE & PACKING FREE FOR 2 OR MORE. ADD 50p FOR ONE
interpreters.
@ Runs in real ime. 0.000 I 1 enciose CrequeP.0. to the value of ... ... |Payabie to ‘Epic Soltware’) l
® 250 mcamﬁfitan{j Oy EP;E'E I rove - I
+4ors Of 1exl
:‘ Eh?;?:rﬁsmn techniques can Pack 0 | apogess I
() —
much into the Electron. posteooe 1
o B All programs avaidable for immediate despatch. Dealer enguinies welcome, Help Service
e e ST e s s bt il Send letter f you don't want i cul magazine l
EPIC ADVENTURES...EPIC ADVENTURES...EP
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10 REM Clavpigeons by A
G Martin

20 MODE@:#F14,1

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

40 DIM hsXid),namef(d),C
onfild)

50 EMVELOPE!,1,1,1,2,2,2
o1 126,0,0,-128,126,128

&0 ENVELDPEZ,!,1,1,2,2,2
12, 126,0,0,-124,126,128

70 FORIZ=1TO&thsXi1X]=1:
naned (1%)="ACM Software":HE
1T

B0 FORI%=1TD14:READ comf

(IX1:NEXT
%0 COLOUR 2:VDU19,2,9;0;
tPRINTTAB(13,2) "CLAYPIGEDONS
*:COLOUR 3
100 PRINTTRE(L.B) "Instruc
tions:®
110 FRINTTAB(L,10) *You ha
ve 50 clay pigeons and you"
+TABIL,12) "have to hit as a
any as possible.”
120 PRINTTAB(L,18)"To mov
e the gunsight:",TAB(L,18]"
I=left,d = right,: = up,/
= down",TAB(1,20) "Space ba

r for firing the gun.”

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

140 fs§=GETS:IF fs§="F" a
oX=5:60T0170

150 IF #s§="5" aol=2:60TO
170

150 BOTOI30

170 NODEmol:IF ao¥=2 VDUI
9,2,3:0;

180 VDUZ3,0,050;050; :4F X4
0
L]

150 VDU23,224,0,0,0,24,24
+0,0,0

200 VDU23,229,24, 36,648,590
70 ,66,35,24
210 VDU23,226,128,66,0,24
,24,0,66,128
220 VDU23,227,0,0,0,0,8,0
0,0
230 MOVELAZ,292: DRANL10E,
292:DRAMI108,908: DRANL4Z, 70
+DRANI42,292
240 BCOLO,1:VOULS, 1, 00082
FORI=294TOS0MSTER4: FLOTTT,S
00, [:NEXT:VDULT, 0,104

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

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

Electron and BBC BASIC, Quick Reference Guide for Pragrami‘hgrs (154 page:}

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

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

* .. It'scheap, butit's also excellent. What you get for your money is an alphabetical
guide to over 200 reserved words and operating system comman ds, Efaborating
on these are some extremealy useful exa mple programs ar 1d a brief note an the differences between ey
the BAC Micro and the Electron. The main part of the book is taken up with the directory hb:-.h‘“-:h
crfkeywa rds —and what a treasure trove itis . . . lucid, thorough and surprisingly readable -

. thoroughly recommended ™.

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

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

Il added, deleted, or retrieved then this package should be a must. You are notalone
\J in finding it difficult to imagine how your Ler)utPrP‘Jr‘-dles Data Structures
{Linked lists; Hash tables; Binary trees etc), Our programs make it visible and the

waorkbook provides exercises to ensure you can more quickly understand and then

use Data Structures

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

Prices include postage end packing. Send chegue postal arder to
D.P. Publications Ltd,

iDept E) - 12 Romsey Road - Eastleigh - Hants
QOr telephone (0703) 617353 VALUEF
far yvour copy of our FREE CATALOGUE giving full details of all our products.

What the Acorn Electron
has been wulimg for!

[ Available as a "bare’ ROM or
FOE | e aROM Cartridge fur the

‘NO BETTER

Latest version of Forth for
the Electron (Not re-hashed = ——— ||

Farth 79 Code) "Plus I interface

ACORN
OFTWARE ELECTRON

Unigque Stack Display Utility ———— MULTI- FORTH B3

R Multi-tasking operating
16k Eprom type 27128 —— system for Real Time use

o ipfarmation,

ray. vou'll be gne step ahead of

miype 27128 w
W 01 f"‘l’l:‘”' I in wse. 1L thei
s ||._1 usly ang tran
= ip 10 a maximum of

with the MOS and spe
nfigured. It comt

, @ Standard Screen Editor and a unigue

Standard 650

Ak M ]
41 artridase version for the Acarn “Ples 1" will be oo Bourre SOFI.WARE I
vailable, but | th 8 s 500 a5 i E-IP Ol [ -
means an In '”T‘L_L :-I"""l I-"I fior - Electron ' — — — — —

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

Notebook

THIS month's Program,
from Neil Cawthorne of

Richmond, uses VDU 29 }G 1279
and ane Procedure to
Produce a spectacular pat- Origin  VDU29, 640: 512-
“tern. - o =
Try varying the positian 512
of the origin ang the STEP Origin
= ~ Parameter for some very = — B
different results 0
- =512

0 — W W 0. W W
—W.0 w.o
W= 0-w W —w

PROCEDURES

The usual REMs explaining what
called and whe wrote it
Puts the Electron in Muode 1
with the ather graphics modas

The VDU 29 shifis the origin into the middla of the
screen at the position 640,512, Don'y forget the
semicolons, gr havoe ensues! '

Form a FOR NEXT loop, Try varying the valyes
of radius and alsg the size of the STEP paramater
PﬁDC-“rﬁlana'aIIa:ﬁqu calls the procedyre defined
inlines 90 10 200 Each time round tha loop, ragiys
will have a different value and so the pProcedure will
Operate with a differant value of we

Brings the Rrogram to a halt aftar the loop is ended,
If it was missing the program would carry on intg
the procedurg definition with unpredictable
results,

Tells the Electron that the linas
PROC and the ENDPROC of ling 200 are to form g
Procedure callad PHDCrnarmaJa-‘wi This
Rprocedure can be called by nama and the value jn

the program is

30 See what happens

40

Calls

the ',"/

erocecm

50-70

60

80 Frocedure |

Ehat drouws
bhe suares

90,200 between the DEE

X-Axis

-640 0
Diagram (- Origin Shify

G640

O STEP 5@
48 PROCmandalairadius)

~ 9@ DEF PROCsandalaiw)

Diagram i, Mandala

i@ REM ORIGINS
20 REM MEIL CAWTHORNE
78 MODE | =
48 VDU 29,54@1512:
50 FOR radius= 5@ TO 5088

78 MEIT radius
B8 END

188 NOVE 8,0 )
118 DRAN -u,B L
120 DRAN 8, —
130 DRAN w,2
148 DRAN 8,4
158 MOVE -w,n
168 DRAN =w,-u
178 DRAW w,-w
188 DRAN w,u
198 DRAN -w,

the brackets at the end of the name will pe diven to
the variabla w.

Produce 1he inside” squarg. They MOVE the
graphics cursor to the Position O.w relative to the
18w origin in the centre of the screen. Than they
draw the inside lines,

150-180 These dg the same for the gutside sfuare

100-140

L 280 ENDPROC
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WITH this article we've
reached tha eand of our
axploration aof the
Electron’s sound facilities,
You may have noticad that
during our tour of the
sound channels we've
stearad well clear of the
formidable looking
ENVELOPE command.

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

1@ REM PROGRAN I

28 FOR pitch=120 TO 148
38 SOUND 1,-15,pitch,2
k@ NEIT pitch

58 FOR pitch=148 T0 118

STEF -1

b8 SOUND 1,-15,pitch,2
78 NEXT pitch

B@ FOR pitch=118 TO 148
98 SOUND 1,-15,pitch,2

188 NEIT pitch

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

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

[ 10 REM PROGRAM I

| 20 ENVELOPE 4,18,1,-1,1,
' 48,38,38,126,8,0,-126,126,1
2

|38 SOUND 14,188,200

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

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

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

The structure of the com-
mand is:

ENVELOPE n,s,Pil,Pi2,
Fi3.Pri,Pr2,Prd,
I?b,ﬂ.ur”&.lz'ﬁqlzﬁ

I've used the same par-

gmeter names as the User

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

Finally, lets lick
that ENVELOPE

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

|H| |'|‘H1'12‘b1 |25.12ﬁ

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

They could be any numbers
really, as the Electron ignores
them, but they have to be
there and it's best 10 getl Into
the habit of being as com-
patible with the BBC Micro as
possible.

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

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

In Program Il line 20 had an
ENVELOPE command with
the n parameter of 4. Hence
the envelope defined by ling
20 was labelled 4.

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

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

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

38 SOUND 1.4,1008,200

The sacond parameter of
the sound command, the one
that contrals the volume, is 4.
Up until now, we've always
used values between O and
—15, nevar a positive number.

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

In this case the number was

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

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

Onee you've defined an
envelope you can use it as
often as you want, it'll stay
lurking in the Electron’s
memory until you switch off or
redefine it with another
ENVELOPE command.

The next seven parameatars
are the ones that do the work.
The s parameter just sets the
time period that the rest of the
parameters use,

As vou'll have gathered
fram Program |l, the pitch of
the note 15 going up and down
and up again in regular steps,

The s parameter just tells
you how long these steps are,
measured in hundredths of a
second. The value of 5 can vary
from 1 to 127.

One thing to be wary of is
the difference between the
units that s is measured in and
those that are used in the
duration parameter of the
SOUMND command, 5 is meaas-
ured in hundredths of a
second, so making 5 equal 1o
100 means a step length of
exactly one second.

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

The ENMVELOPE command
of Program Il has an 5
parameter of 10, so each step
of the envelope lasts 10 x
1/100 or 0.1 seconds.

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

Mow we come to the
parameters:

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

These are actually three

sets of two parameters. AT
and Prl are linked together, as
ara Pi2 and PrZ. | leave it 1o
you to guess what i3 is linked
with.

The range of values that
these parameters can take is
shown in Table |,

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

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

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

Take a look at Program (11
which gives values to £iT and
Prl but ignores the other
stages of the envelope, giving
them ©Q paramaters,

1@ REM PROGRAN 1]

28 ENVELOPE 10,58,5,8,8,
28,0,0,126,0,0,-126,126,126

38 SOUND 1,18@,58,208

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

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

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

Skipping over the 0's 10 get
to the Prl parameter we find it
has the value 20, so thare will
be 20 increases in pitch.

Run Program (Il again and
see if you can hear this. Try
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Parameater Range Meaning
i Eetas Ernvelopa number
1—-127 Stap langth (0.01] sec
5 - {+<128) {switches off auto-repeat)
=128
Pi1 to Pitch increment stage 1
127
-128
Pi2 to Pitch increment stage 2
127
—-128
Pi3 to Pitch increment stage 3
127
1
Pr1 o Number of steps stage 1
255
1
Pr2 to Number of steps stage 2
255
]
Pr3 to Number of steps stage 3
2566
D 126
U 0
M 0 Dummy values used to
M —128 ensure compatibility
I 126
E 126
= 126

Table [; ENVELOFPE parameters

varying the values of &7 and
Pri to see what happens.

The pitch increments (P
can lie betwean —128 and
127, while the number of
steps in each stage (Prl/ can
take values between 1 and
2585,

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

For the time being |I'd
advise you to keep 5 at b0 so
you can hear the individual
steps as they take place.

MNow try Pragram IV and see
if you can see what's happen-
ng.

| 10 REN PROGRAN [V

| 20 ENVELOPE 10,58,5,-3.0
J18,18,8,126,0,8,-126,126,1
28

|38 SOUND 1,18,50,200

The first two parameters
are the same as before, but
now A7 is 5 and Pr! is 10,
giving a first stage where the
pitch goes up by 5 for each of
10 steps. Since each step lasts
0.5 seconds, the first stage
lasts for 2 total of 5 seconds,

When tha first stage of the
envelope has finished exerting
its influence on the SOUND
cammand of line 30, the
second stage starts. Pi2 hasa
value of —3 while Pr2 is 10.

This means that in the
second stage of the envalope,
the pitch decreases by 3 for
each of ten steps. As deter-
mined by the s parameter,

gach step lasts 0.5 seconds.

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

Program VWV, however,
shows all three stages of the
envelope in action. Notice that
the duration parameter of the
SOUND command has
changed.

18 REN PROGRAN V
20 ENVELOPE 1@,50,3,-3,2
|5|5|5|Izﬁ|.1l|'lib|1!ﬁ'11b

3@ SOUND 1,18,30,158

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

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

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

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

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

All that remains is to clear
up some minor points.

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

parameter of the SOUND
command used.

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

Was this coincidence? No,
it wasn't. | admit to fixing it.
but plead that my intentions
ware honourable. | just
wanted to make things casier
for you land myself].

| made sure that the times
set by the ENVELOPE and
SOUND commands were the
same 1o keep things simple.

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

r 18 REM PROGRAN VI
28 ENVELOPE 19,50, 5,-3,2
| 5.5,5,126,8,8,-126, 126,126

| 38 SOUND 1,18,30,200

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

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

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

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

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

Thera is another method, as
shown in Program VIl

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

.2151=| 1!&|l|l|'12b-|jngll
L]

18 REN PROBRAM VII
20 ENVELOPE 18,178,3,-3,
3y

38 SOUND 1,18,58,200

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

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

what | told you earlier, 5
seeming to be out of range.

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

across this out-of-range s
parameter it realises that it
isn't supposed to auto-repeat.
It then takes 128 from the s
parameter and what is left is
the dasired length of each
step, in this case 50,

repeating, add 128 to their 5
parameter.

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

If vyou look at the s

This seems to clash with

What's happened is that in

When the Electron comes

So to stop envelopes auto-

But what, yvou may ask, if

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

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

38 SOUND 1,18,58, 100

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

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

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

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

The answaer is that when the

And that's the end of our

But don't just read about it,

And if you find it difficult, try

Have fun!
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HARDWARE REVIEW

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

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

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

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

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

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

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

| hawe also put into the

ROM card expands
Electron’s potential

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

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

If you have access 1o an
BRrom programmer — a davice
not a person — it is possible to
store your own prngral"'lh on a
chip, which costs about £7

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

about two seconds.

The ROM card fits firmly
into the Electron’s expansion
port. | find it rather a tight fit
and it negds soma 5'.reﬂgt|\ (L]
push it an and to remove it

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

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

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

they operate instead of it.

Program ROMs do reguire
Basic and are loaded by a *
gommand into RAM so that

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

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

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

Rog Frost

A WINNING HAND

PETTIGREWS DIARY £7.95
Fhree Part 90K adventure takmg you
from the serene Oxfordshire countryside
through bustling london streets, to an
cpic journey through Europe. Superb
family entertainment flled with intrigue,
acuon and suspense. “Pride of place for
the most original and entertaining
Adventure it's got (o be wvalue tor
moncy” Computer and Video Garres
adventure supplement ).

EMPIRE £6.95
Exciting game of strategy with cight
levels of difficulty. Destroy the evil
Empire belore 1t conquers the world —
Played on a world map. “This is a terrific
game — visually auractve and highly
addictive' Home Compurting Weeklv.

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

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

Selected
Stores
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You'’re never too young to

play a Magical Adventure on
the BBC Micro or Electron!

Based on the style of the
classic computer adventures —
but written so that even small
children can learn to find their
way around, encouraged by
colourful graphics and
exciting sound effects.

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

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

.1:. * 4- !
cnmputmf P‘pu i Waglc u i R ” _ s
The  ancess ?Dp'ncﬂ chla 3/1
of ??hﬂ- Frog pn 07’
a“d licatio” —— BBC Micro =
A DB atabas® L ___________—-""___- & Electron

--------------1

Please send me the complete Magic Sword pack (]! enclose my cheque for £8.95
containing storybook and cassette to: payable to Database Publications
0 Or debit my Access/Visa card:

I Mame

Na.

Address

Signed

L____

I SEND TO: Adventura offar, Europa Houss, 68 Chastar Road, Hazel Grova, Stockport SK7 5NY
[  ® B & =& B & & & B &FE & =& B &8 B B B |
January 1985 ELECTRON USER 31



Chart it in
owerful 3D

Liven up your statistical presentation
with JON WILLINGTON'S striking
graphics utility program

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

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

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

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

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

18 REM s#ee PIE-CHARTIST
FHE
20 REM #+ Jon Willington
HH
25 REM ##(C) ELECTRON US
ER #+
3@ MODEL
40 XX=540:Y2=512:00=400:;
Ki=130
38 VOU19, 3. 4;8; 19,1805
4@ V=2:D1=-50
78 AF="PIE-CHARTIST":FRO
Ctitle
BE PROCinput
98 REM# Calculate angles
of sectorst
188 T=48-2#M:R=T/V
110 FOR B=1 TO M:@(B)=Q(B

1#R
120 Q(B)=INTQI(B)-(Q(B)-IN
TR(B) .5}
130 MEXT:F=1
148 FOR B=1 TO N
158 HL(B,1}=sFiHX(B,2]=HL!
B,11+0(B}
148 F=MY(B,2)+2sNEXT
178 P=(HLIN,2)+1)/(20P])
188 BCOLIL, 129
198 REM ##¢ Draw sides of
sectors #
100 vOUz3,1,8;8:8;0;
218 FOR AZ=t TO N
220 M=HI(AL.1)/P
238 MOVE XX, Yi:MOVEXY, YL+
i} 4
249 IF COSM}@ PLOTET,J%eL

OS{M) #X%, KX#STNINI+YY: PLOTA
3.0,0%

250 MOVE XX, YX:MOVEXX,YX+
1

260 M=HL(AX,21/F

278 1F COSM{@ PLOTE7,J%#C
DSIMV+IT KERSINCMI+YL; PLOTE
3,800

2B MEXT:ECOLR,!I

298 REM ### Draw top of p
ig $E34

Tee VDU 23.1,0:0;0;8;

310 FOR A¥=1 TO N

J28 M=(HL(RL,1}/P)

T30 MOVEJX=COSN] +X%, KRS
INIM#Y2

348 FOR Fi=HL(AX, 1} TO HX
(AL, 2]

158 MOVEXX,YY
J4@ PLOTES,JTeCOSIFLI/P)+)
T KLESINIFZ/PI+YY
I78 MEXT:NEXT:GCOLA,Z
IB@ REN #4# Draw cutside
of pie tH
J92 FOR A%=1 TON
408 FOR FY=HItAZ,1) TO Wi
{AZ,2)-1
410 M=FL/P:V=(Fi+1) /P
470 IF SINN)@ THEN 448
418 MOVEIR®COS (M}+IY,Ki#5
INiMI+YL:PLOTE, B, DX PLOTES,
JERCOS (VI 42T, KERCINIVI +YE:P
Lorai, e, 0%
440 NEXT:NEXT
452 REM #34 Label sectors
B
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452 FOR M=1 TO N

478 V={HE(N,21-HLIN, 10} 2
R EET A R

430 GCOLA, 1:VDUS

490 MOVEAQRECOS(VI+XY, 1508
$SINIVIH490

@0 DRAMEBRECOS(VI+XY, 223
$5INIVI+SIR

E1@ MOVESI@#COS(VI+1Y,233
FSINIVI+5IR

£20 GCOLA,2:PRINTCHRS {94+
Mi;CHR$(41):GCOLR,I

538 NEXT

S4R REPEAT UNTIL FALSE

530 END

548 DEFFROCinput

578 VDU4:COLOURYZB: COLOUR
1

SB@ VDUZ3, !, Dm0

398 INPUTTAE(Z,8)"TITLE O
F CHART®, A%

588 INPUT TABI(Z,18)"NUMBE
Rk OF SECTORS (MAX: 10)°N

b18 IF N{1 OR N)18 THEN V
DU7:CLE:6OTOLRR

528 DIM DIN),HIIN,2]

538 PRINT'"MOW COMFLETE T
H15 TABLE®

548 W=INKEY(15@)

558 VDUL2,17,2,17,131

568 PRINT'''® NAME OF E
NTRY":SPCY; "WALUE"; SPCLR

678 BCOLR,!1

L8R MOVER,928:PLOTL,R,-36
- (N#32)

698 PLOT1,1279,B:DRANIZTY

928 _

788 BCOLI, 1:MOVELAR, 928

718 PLOTL,,-36-(N#32):C0
LOUR:Z8:COLOUR 2

720 FOR G=1 TO N

738 PRINTTAB(L, J+A)CHRS (9
b+A) s CHR$41

T4R INPUTTABIS,J+A)DYS

758 INPUTTABL2S,3+AIQ1A)

ThB V=VeR(A)

T78 NEXT

788 FOR B=! TO (31-VPOS)

7908 VDU31,0,8,11

80@ voU23,1,B;0;0:0;

B1@ DELAY=INKEYS

BIB MEXT

838 PROCtitle

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

g58 ENDPROC

B&d DEFPROCtitle

870 COLOURI31:PRINTTAB(,
B)STRING# (88, CHR§IZ)

88D VDUS:CV=44R-(LENASELS
)

8986C0LE, B: MOVECY, 1815: PR
INTA$:MOVECV+4, (B11:PRINTAS
:GCOLA, 2:HOVECY+E, 1287 FRIN
Ths

908 VOU 4

718 ENDPROC

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

To save your fingars most of the listings in Electron User have besn put on tepe.

On the Janvary tape:

SPACE BATTLE Destroy the desdly descending aliens! NEW YEAR A sound and graphics gresting.
ESCAPE FROM SCARGOV Minefield action. PIE CHART Statistics made simple. :LA?PFGETJN
An Electron birdshoot. ORGAN Music maestro please! NOTEBOOK An original program, RANDOM
NUMBERS Or not 3o random! SNAKES Reptilean arcade action. CHEESE RACE Beat rival mice

On the Decamber tape;

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

On the November tape:

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

On the October tape:

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

On the September tape:

HAUNTED HOUSE Arcade action in the spirt world. SPLASH A logic game for non-swimmars.
SORT SHOWS How sotting algorithms work. SORT TIME The time they take. CLASSROOM
INVADERS Multicofoured charecters go 1o school. SAILOR Nautical antics. MATHS TEST Try out
your mental powers.

On the August tape;:

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

On the July tape:

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

On the June tape:

MONEY MAZE Avoid the ghosts to get the cash. CODE BREAKER A mastermind s needed 1o
crack the code. ALIEN See little green men — the Electron wey ! SETUP Colour commands without
tears, CRYSTALS Beoautiful grophics. LASER SHOOT OUT An intergalactic shooting gallory.
SMILER Have a nice day!

On the May tape:

RALLY DRIVER High speed car control. SPACE PODS More aliens 1o annihilate. CODER Secret
messages made simple. FRUIT MACHINE Spin the wheels 10 win. CHASER Avoid your opponent
1o survive. TIG-TAC-TOE Electron noughts and crosses, ELECTRON DRAUGHTSMAN Create and
save Electron masterpleces.

On the April tape:

SPACEHIKE A hopping arcade classic. FRIEZE Electron wallpaper. PELICAN Cross roads safely
CHESSTIMER Clock your moves. ASTEROID Space is a minafiold. LIMERICK Aulomatic rymes.
ROMANMN Mumbers in the ancient wey, BUNNYBLITZ The Easter program. DOGDUCK The classic

logic game,

On the March tope:

CHICKEN Let dangerous drivers test your nerve. COFFEE

A tantalising ward game from Down Under. PARKY'S PERIL Parky's lost in an invisible maze.
REACTION TIMER How fast are you 7 BRAINTEASER A purzling program. COUNTER Mantal
arithmatic can be fun! PAPER, SCISSORS, STONE Out-guess your Electron, CHARACTER

GEMERATOR Create shapes with this wlility.

On the February tape:

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

arcade favourite,

On the introductory tapa:

ANAGRAM Sort out the jumblod lotters. DOODLE Multicoloured graphics. EUROMAP Test your
raphy, KALEIDOSCOPE Electron graphics run riat I'.‘AFITA.L% MNew upper case letters.
ROCKET, WHEEL, CANDLE Three fireworks programs. BOMBER Drop the bombs before you

crash. DUCK Simple animation. METEOQORS Collisions in spaca.

[ HOW TO ORDER s s s,
[ |

. Please send me the following Electron User cassette tapes:
B Ten programs from our Jenusny issue ............ e e et P |
B Nineprograms from the Decembar issue ..., S .
. Nine programs from the NovemBer ISSUE ... iersersseesens E I
I Saven programs fram the October issue ... £ .
. Ming programs from the Seprember issue .. £ l
. Fourtean programs from the August BBSUe ... .. £ l
. Ten programs from the July issue ... e £ .
. Ten programe from the June issue ... i 5
Twelve programs from the May issue ................... : P .
. Eleven programs from the April issue ’ INTTT— SN '
' Twelve programs from the March issue ... ; HER R 2 .
. Nine programs from the February issue ..., i I e PR E l
B o programs fram the introductory issuas [P L m— £ [ |
I | enclose the sum of £ l
= Name ...... g T L GEmap . e PAST TO rﬂ.‘JE‘ G.‘i"r.‘r_ .
Acldross L el Electron User, Europa House, .
. """"" B8 Chester Road, Harel Grove l
............ : s R T S Stockport SK7 ENY. H
l I I O N O N NN N B A BN N B
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REWRITE THE HIGH “as-ams’ SCORE TABLES

So, you've got an Electron. You've also got enemies. With the Gunshot, you'll have all the opposition cowering in

corners. 8-directional action and an all-in-one moulded stem allows accurate annihilation and strength
to survive those all-night sessions. Dual fire buttons for fading fingers (and a rapid fire

1 versionwhen they're really coming thick and fast). And, if you break it (and we know

you'll try) our 1Z-month guarantee will prove invaluable. Only £8.95.

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

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

game enemies on your Electron, too! £19.95, 12-month guarantee
See the range of Vulcan ; S ;
joysticks and interfaces at vu L l: A“
- your local stockist ...
—_ we'll see you on the high ELE[T“ nll:S I_TI]
i score tables.

JoyStick Genns
200 BRENT STREET HENDON NW4 1BH TEL: 01.203 6366
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Hissing Sid is hungty:

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

The idea is that you arein ; Y b 3 ¥ ool
control of a rapidly moving o .2 :_
“"snake’’. Every now and
then a number appears on
the screen and, if you're
quick enough, the snake
eats the number and adds
those points to your score.

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

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

= i

Dispigye .
7 ¥s the iNStructi
270 PROCini; of the game. *€Nons and ryjeg

Sets y
B arrays. init
and ch - Nalises var;
djfﬁl::uonnuifshrhe "nitial Dﬂﬂl‘ﬁulerf;
E FIhe snak
380 PHCII:l'huvq II'_E boundary, e Italso dra W5
p‘Hﬂ!S d Iir:-i.; at th
520 PROCtaj| snake, e head of 11
Puts a snae
; Bace oyvar :
cha the last link ;
550 “rpo 1N and Sedrches fgr 'K in the
PROCng L the new

600 anc"“m\ﬂhnck TIME jg 581 10 zerg

Ch BCKS wih <
] : ethar the
30 PROCerage Snake has passeq s :‘::iu?’:h:he

Prints g 5
Race
740 PROCchecj not eaten. - CVer 8 Number if

er,
tis

780 PROCHoIg,,  SXecutin

800 PROCHgag e




Snakes listing

10REM #eSNAKES*s

20REN BY AHDREW LDGAN
JOREM (C) ELECTRON LSER
40NODE4:ON ERROR GOTORIM

SOPROCinst
EOPROCiniY
TOREPEAT

S0PROCrnd

{IOUNTIL TIMEILY 0R 41T
{431F NOT HIT PROCerase
150PROCho! dup
1SAUNTIL 0

| T4END

{BO3EE PRI in

190 YOU23, 1,0

H
maan) Ao rRiEE 1
[ -LLJ.1ELET Ly

JIOPRINT ' TABIA) : "You mus
k

- ¥ [ mel= - - -
L manoedere 3 snaks ang &t
k

s bR E :E!Te-

- 4'-a:|1llll'
24r sndle increizes -in leng
bR TABLE : "accardi ng to ik

BiTABIEY W
me i,

2 nusber vou eat,

;:an--'

TAPRINT ' TA E'1"
..... b =1

.'ﬂnﬁﬂﬁﬂ'

"
o T:Ir PETL RO T h:_g

't RZ

.FH
12 %0008
a0 TAREEIY: IS ALLOWED 30
1 gD Bl

rAnnRRnAnD ="

e ﬁ?.l:-; ________

TAR{19) : "NODOOOO" " TTAB(14).

"15 NOT ALLOKED®
TIOPRINT I TTRE(S): "#lsn o

are not &llowed to"

s"reversa hit the yellon ¢
ideg ar " TAR(S);"crash into
your tail." *TAB116);"PRES

§ EF&:E':PEFE:T UNTIL

m e Ele

240PRINT

SETE:

“"TRB{2) 1 "Mova

gt ngr=
e
Ba " 1R[
sossarnr i THE
- =L
IR R L]

‘EﬁFRIHT'""Tﬁ”'lilq“??E
S SPACE TO BERIN":REPEAT L

T TL Er'f‘;_n L |

SLOEMDPRAC

2HDEF PROCinit

280CLS

- Al -
290VDU23,1,0;05030; :5C3=0
beda i Uldn 1] " AEE A
309vDU23,236,255, 255, 255,

w-l ':J'l

285,295, 255,255,255

B

y¥=2 10 1g.rnTwr T
}ACHRED30: TAB IYY, 29)

".Lu‘-ﬁ'l‘n.‘ u-'l"f
T20FOR RX=3 7O “E-F'!ur T

o

Jﬂ\" [THEEY-22 AND 7%=
HMEN PROCdesd ELSE IF

%8 1%
{I01F THREY-E7 AND I

HEN PROCdaad ELSE IF

(7 7927

1201F THKEY-TT AND I%=3 1

}I01E INVEY -1
THEN ﬁhnﬁje:f EL:E IF INKEY

VRE WL
':JE 11=4

195 AND 723

140 IF T%=1 MRadi-1 £LGE

T Y1=Y1-1 ELSE IF 1%=4 VY=Y
141
$SO1F 15337 THEN PROCdead
LOIF X143 THEN PROCdead

PROCdead ELSE OBJIXT,YI)=-
SICPRINT TARINL. Y1) ™
S10PR0Ccheck:ENDPROC
S(DEF PROCEail
EI0 PRINT TARINY M%):"

ORJINY, NIV =0:1F DBJINT+L M1

b==1 THEN NX=NT+#l:WI=| ELSE
fF Eﬂ1iH”-l Hih=-1 NI=NI-1

W= ELSE IF OBJINT NI+l1=

=t H1=H!+1:Ht=3 ELSE IF OBJ

{NL ME=1)==] WYsMY-1:WY=d
S40ENDPROC
SSODEF PROCrnd
SEOHIT=FALSE
'?ﬂuﬁ:b"nr"rf';1ﬁﬂ
FHFCW-qHT - u{*zqhﬂ{":'1

tLX=RND{22}+4:1F OBIMKE,LY)

=-] THEN SB0 ELSE PRINT TAR

J =

(CE,L335 50
SF0TINE=0:ENDFROC
OODEF PROCnumchezk
L1ﬂIE I":r' Wﬂﬂ '?:?T EE?
=0C%+5Y: PROCszore: PROCaFInL
sHIT=TRUE
BZNENDPRGC

0Cerace:FEINT TR

PL1:ENDPRAC
S40ENDPROC

S30DEF PROCprint

£3=] 10 §Y

Wi=2 0BJINT#L MEie
TABINZH A1) 3 *0":N

r:hh‘1 Enrﬂ-la
6B0 IF Wizl CBJINX-1

-1:FRINT TlE=h:-E.HT’L"

fi-1:6010240
90 IF Wi=4 OBJ(HI Mi+li=

= qupr -ﬁﬂ LT H' (A LER |
ba ol Tiow M

u:Hﬂ1|.HFTﬂ-lﬂ

Ll I

n=l DBIINT MA-11=

IF W
FRINT TRBINY,ML-1);°0":N

T15P30Csove:PROCEaE]
TIOHERT

TI0ENTPRAC

TAGREF PROCcheck
TEOTE I7C=2 AMBIDRINNE, YL
oot OB DBIOKE, VE-D=-1)T

%r==10R GSJIIE-E.EZ'=vl?TH
EN PROCHead

TTCENTFROC

TROLEF PROCholdup: TIME=D:
v'Ef-E:FF&‘:FPEC
EQVE? EEHFL +IMTIL ?IﬂE}F;
+=HOPEDL

TO0DEF PROCscore: r‘ NT T4

Bits 1)
HRNE-IR
"~

E==ANDI400)

DADEF PROCd=ad:SOUNBD, -1
20:CLS:PROCscore: PRINT
1 "YU CRASHED!!

" tteTABILL); "ANOTHER GANE

‘a "akD

YIS
3104F 115, 1
B20B¥=BETH: IF BE="Y" THEN
RUM ELSE IF GELI"N® THEN 4
20 ELSE END:EMDPROC
3I0MODES:SEPCRTIPRINT® at
line ";ERL:END

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

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

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

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

Get Organised
to play
great music

octave®, T
y he octa
S0UNd%  The div . TIDEF cur

i a i urrent v 7
length% o, [TIHEI nt types of F-l.'.n_n-”_-j"r ,-L;EMQ used,
kﬂlrs Ka g rl.CIf each note when o . 2 or 3
changes; ¥ being press epressed onge

This is true jf Gc;{i rlT that moment
been ¢} V&, SouUny
. 1anged i @, OF fen V.
variabla ged. The micro updates gt have
1% ¥ on SCre@n, dles values of

Pi
tch value of current note

10 REX ELECTRON ORGRN

%0 REM BY THOMAS CUBERN

30 REM (C) ELECTROM LISER

40 MODET

50 #FY4,1

50 ENVELOPEL,1,-12,-28,-
#E.l.l.l.lEb.ﬂ.G.-126.lib.i
el

70 ENVELOPEZ,1,-4,0,0,40
.ﬂ.ﬂ.13£.DT0.-llh.51£.12k

80 octavel=lisoundi=l:le
ngthi=1

90 VOU23,1,0:0;0:04

100 COLDURL:PRINT "

ELECTRON OREAN"
110 PRINT"

s R RNE

LL kel

120 COLOURLL:COLOURD:PRI
NTTAB(10. 433" 2 3

547

130 PRINTTRE(10,513 0 W E
RTYUI1®
j40 PRINTTAB{LD,71:* § ]
EHI '
{50 PRINTTAB(10,B13"L X C
VENN,"
160 COLOUR128:COLOURZ
170 EﬁLﬂUE?:PE!HTTHEHD.E
TR B B NN b
{80 PRINTTAB(10,1104°C D
EFEAECL
190 COLOURI:PRINT “The no
tes marked in white and bla
ck are the keys you press .
The yellows are thenote na
ges on the real susical key
yoard. The following keys do
getra features :°
200 COLOUR!:PRINT "Space
. Change octave"'“Return .

Change sound® “Copy . Le
ngthen length of note" ' "Del
ate . Shorten length of naot

E
210 COLOURZ:PRINT "OCTAVE
yorongUND :t""LENGTH i°
220 EULDUE]:PPIHTTHNE.H
):octavel; ThB (8,251 ; RBS (sou
ndt-4); THB (B, 270 slength®i”

230 changek=0

740 keyS=INKEYF(L): IFkeyd
=" BOTO240

250 IFtey$=" " octavel=oc
tavel+ischangel=TRUE: [Focta
vel=d octavel=l

=50 [Fkey§=CHRS1T soundi=
soundi#l:changeX=TRUE: IFsou
ndi=4 soundi=l

770 IFkeyS=CHRELIS AND le

nqthi{233 tengthi=lengthls+l
schangel=TRUE

280 IFkey$=CHRS127 AND le
ngthl:l lengthi=lengthi-1ic
hangel=TRUE

290 [Fchangel=TRUE gOTOZZ
LY

300 1'.!=1I'v|“'3'[r'-“.l.“'!!ll'EEI’iET-:':""'-r
UIISIEEUEEHHJH,'.kewt!:!?ii
=) BOTO240

1o IF1I3 Disli-1

120

T3 SOUNDY11, soundX, IRl
ngth

140 GOTO240

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

11=(11#4) +loctavel®dl!

J
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am?mmg

e le lhmugh the

:rupy mansion
to rescue the
: u power jewels. Dodge ghostly
ghouls and bouncing spiders, leap
. over poison-smeared spikes,
scamper along moving platforms
= and contracting floorboards,
and use powerful springs to
g propel you onto overhanging o
B ledges. Superb ahimation
~.. and spine-tingling
» sound effects.
£6.95,
( ELECTROM and
B BEC MICRO
€793 |

- - mmmamm
/ // _ A @r Ams =T mgsap
// /Z.iruﬂ J* . .o » TAKE MY

o
- , .
/ m’ ADVICE! BOOST YOUR
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BN - AND CYBERTRON
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%, A NOISY and colourful

40 ELECTRON USER

affair, this game is guar-
anteed to give you a
headache if you play it long
enough.

You have 1o control a
long-suffering. innocent little
chap safaly across a long
string of minefields - 31 in all
—10 rl'-h,'-]-:h a8 HFHCE:"HFI 'L'-'Hl'lll'lg
to carry him away from the avil
planet Scargov

He must negotiate each
minefield by avoiding the
flashing mines and the aliens
whao, although not out 1o get
him. will not take kindly to
being bumped into

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

DI'I eEach sSuccessive
minefield the mines become
more numerous and flash
maore guickly. And occasion-
ally another alien may join its
friends

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




VARIABLES

Score. o
Ecn::'m Mext score to be reached 1o earn an gutra b
i 5
i 10.000, 20,000 etc. =
gorean Current rnim_efic'.d - 110
livas Number of lives laft
safecol’ Colour of safe EITE;;. E
i : f minefield area. :
fieldcol®% Colour O : (88 entpositionon
a { y coordinates of m
%%, Yoo X ang
goraen. :
i mWumber of aliens. =
“ i 8-
:I::_ by% Temporary atorage of ming positions
%,

key, lkeym Keyboard GETs.

i ligns
i for generating @
: m mumber used
rnd%o Rando
movements. ] :
time%o Time left until minefield explodes.
y o ine | number a%
ala% , eoprdinates of alien
o [ a%]), ay%ela’el ¥ and y GO
Syl on screen.

FLAGS

Life lost. ;
Fiald crossed sucoessiully.
All lives spent.

31 crossed, game

PROCEDURES

|nitialisation routines. Sets_ up
envelopes, VDU 23g, dimensions.
initial variables and flags- ="
Sats Up SCrEen display. I::u_l.mns flas

rate, positions of aliens, mines el

lose
win
dead

mpleted
escape Field comp

250 init

430 screen

woard input (NB
ontrols man fram key |
A {éCDL 4.0 is used throughout 1@ aum?
complications due 1o oV erplnttmg_.clttc ]
940 alien Moves aliens randomly. [The positions

aliens are worked outl
pumber actually on
game down in the

of all five
regardless of the
gereen to SIOW the

i 1
earlier screens. _ )
Checks for fatal moves. running out of
time, complating a screan

1070 update

i On completing 8 gcreen. Mew spreu_r'i
g 0 chosen, Scofé given. new jife i
appropriate.
1310 lose On losing a life.

On completing gcreen 31 and so
finishing the game.

1420 escape

another game? . o
129‘32 2::: Offers the option of instructions.
1?30- instructions Game blurb and list of keys.
2030 error Called if an error DCCUTS.

1@ REM

net Scargov’

178 PROCalien

188 PROCupdate

199 UNTIL lose OR win
208 IF win PROCwin ELSE P
ROCl ose

218 UNTIL dead OR escape
220 MODE 2

238 IF escape PROCescape
ELSE PROCdead

248 MODE G1END

250 DEF PROCinit

268 ON ERROR MODE &:PROCe
rror:END

270 ENVELOPED,1,134,-213,
123,23,54,23,0,0,0,0,0,8
280 ENVELDPEZ,1,1,-2,1,1,
{,1,8,08,8,8,8,8

298 VDU 23,224,235,193,16
5,153,153,145,195,255: REN »
ine

Jp@ VDU 23,225,24,62,36,4
8,128,124 ,254,255:REN alien
J10 VDU 23,226,36,36,18,2
54 56,408,480, 128: REN man

320 #F1L1,0

338 VDU23, 1,00 0;8;

J40 DIN axi(5),ayil3)

330 n=keved

28 REN ‘Escape from Pla

38 REM 398 nextais=10000
4@ REM Britten f 428 screen=l
or the 418 lives=]
58 REM RCORM ELE 428 ENDPROC
CTRON 430 DEF PROCscreen
@ REN by 448 VOU 23,1,08; 8400
78 RENM Ian M. B 450 safecol 1=RND(4)
rown .'&'l 'IFEII.I 1?1[|llf“ﬁ1=;.i
8@ REN 478 REPEAT 4ieldcoll=RNDI
9@ MODE 1 EViUNTIL fieldcolZ()2 AND ¢
188 PROCinit ieldcol 1¢S5 AND fieldcoll<}
{18 PROCstart safecoll
128 MODE 35 480 VDU 19,2, fieldcol®; By
138 REPEAT 470 VDU 19,3, fieldcol 148y
{48 PROCscreen LH
158 REPERT S0 #FI9,20
168 PROCwan

J4@ scores=d
378 dead=FALSE
380 escape=FALSE

510 DSCLI"FX1@,"+5TR#(29-
(4% (screen NOD B)))
528 win=FALSE:lose=FALSE
530 wl=bdiyl=idid
540 alien=screen DIV 842
558 FOR al=1 TO alien
560 axT(al)=AND(13) #e4+12
B

578 ayXlal)=RND{12)ebd+1%
i
S8@ RENT
5908 #F121,5
&0@ SOUNDI,2,38,-1
&18 COLOUR 1:PRINTTAB(S,2
Bi"Tise 100@°TAB(R,JR)*Fie
Id "yscreen TAB(12,30)"Live
s "jlives
628 VU 3
630 GCOL B,1:MOVE B,208:M
OVE 128@,288:PLOT 85,8,774:
PLOT B85,1208,974
&A@ GCOL 8,2:MOVE 192,208
tMOVE 1816,208:PLOT 85,192,
974:PLOT 85,1016,976
650 FOR biI=1 TO S#i{screen

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

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

A GAME OF INTRIGUE & SKILL IN THE OIL BUSINESS.




'BBC/ELECTRON PROFESSIONAL SOFTWARE

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

EDUCATIONAL 1 HECELECTRON Tape £8.00 Disc £70.00
| Hours of fun and Iearning for children aged frve o nine years. Asimated graphics will encoursge
| ehilidten bo enpey counting. maths. spelleng and tefling the time, The fape includes six programs
IMATH 1, MATH 2, EUEEEDUHT SHAPES, SPELL assd CLOCK
i A grpeien] muirfurg af gamas Fersonal SafTwang - Autvmin 1983,
{ EDUCATIONAL 2 BB ELECTRON Tape £8 00 Disc £10.00
I Although similar to Educational 1 this tape 18 more advanced and aimed &1 déven 16 Dadlve yaar |
| olds. The tape includes MATH 1, MATH 2. AREA. MEMORY. CUBECOUNT and SPELL

|

| FUN WITH NUMBERS BEC/ELECTRON Tage £5 00 Dise £10.00
Theese programs will seach and test basic counting. addition and subtractica shills for four to
sewin year olds. The tape includes COUNTING, ADDSNG, SUBTRACTION and an arcads type game

| called PROCKET MATHS whach will gugecize addiivgn and subtrachen ‘With sound and witual
eflects
Thiese are sxoeieny PRIGrAFEE Al # rEFChESS af [ BRGERED e o esifanon
MREaTTEAEE [0 Siher eaciery Covingulard m CIAgsraom Frojact

FUN WITH WORDS BBCELECTRON Tape £5.00 Disc £10.00
Stard your fun wilh alphabel puizle. canbinus youl play wiil VOWELS, besrs the diflerence
patweean THERE and THEIR, hawe games with SUFFIXES and reward yoursell wath & game of
HANGMAN

Very pood radeed

JIGSAW AND
SLIDING PUZZLES by P Wamer

Thete are two jsgsaw and four sliding purries ona 3= ] and 4 = & grid Each program starts off an |
an wasy beved bo engure isstial success but gradually becomes haider |1 helps cthildren 10 develop
spatial smagination and en solving groblems. The tape includes QBLONG. JIGSAW HOUSE
NUMBERS, CLOWN &nd LETTERS

KON-TIEI by J Amos a8 Tape £12.95 Dise £14 95
Simulation progras based on Thar Heyerdahl's KON TIKI sxpedition. Enjey a journey on the KON
TiKl recording on a map the raft's position and emtering notes in the loghook on creatures fownd,
wnusual events ele. Inthutive of booklet. backgreend inlarmation. maps and fully Supportise

| dlustrated data sheets

|
| * % SPECIAL OFFER® & |
Buy three titles and deducr £4.00 ‘

ASE Compulivg - Jan/Fed 1984

BECAELECTRON Tage £7.95 Dvae £5.505 |

| Add 50 p&p per order. Please state BBC or ELECTRON o
40 or &0 rack for oiscs

[Bulem Lid, Dept ES, 77 Elualilas._ﬂr_ ﬁirlell. Berilf _FI_G1 24006, Tel: 0344 50720

AT COMSOFT
WE'VE GOT IT ALL TAPED UP
< FOR ONLY £4-95!

high
expertly produced and with al the refinements on
CEmi 10 expect” — Guhmaes Com q.
CUSTARD PIE FIGHT Aty

Dl plApErs [RAL I

P lamagheer! " Teghs of 1

= SERPENTS LAIR g
L af graprics smpressed me
irwileedd. A pleasant Nirst ady
PLAYBOX

AFventure. T The

ol Lamily Qetiing
By WAy RO
Three eduCanonal Programs on one

homes natiomande ! ~Supert. Will De a ver)
AFHLION 1o Many sChools and Romes
DETTAINE Nawe Spent my’ money’ on it sath cnly
of the three games.” Ewecoron Liser

|& We Guaranies TAF Es H £4‘ 95 !
ame Diay Despatch

Please aga 55 post & packing

e COMIOFT
—— 67 KENT ROAD
HARROGATE

NORTH YORKS -
HG1 ZNH. b AW |
TEL: 0532 665621 oo—

or 3423 57464,

- AZTEC is another lovely
little graphics listing from
DAVID DAVIES of Wast
Glamorgan. Using random
characters plotted into
rectangles, the program
creates intricate and col-
ourful patterns which are

&) fascinmating to watch.

Aztec listing

10 MODE 3

20 REM #+##A1TEC

30 REM s###By David Davies

40 REM (C) ELECTRON USER

S0 MODE 2

&0 #FX9,250

70 #FX10,250

B0 YDU 23,1,0404030

90 CLS

100 IZ=RNDI%)

110 X2%=19-11

120 YI=RMD(15)

130 Y21=31-Y1

140 VDU 23,224,RND(233)
+RHD1255) .RND (235)
,RMD(255) ,RND (255)
+RHD1255) ,AND (235}
KD L255)

150 COLOUR RMD(41-1

160 COLOUR RND{4)+127

170 FOR N=X¥ TO 12%
1B0 PRINT TABINZ,Y%)

CHRS 224

150 NEXT NI

200 FOR 0X=1X T0 121

210 PRINT TABIDX,Y2T)
CHR$ 224

220 NEIT D2

230 FOR PX=YX TO ¥2I

240 PRINT TABLXX,PI)
CHR$ 224

230 NEIT PI

260 FOR @Y=YY TO Y21

270 PRINT TRBLXZL,B%)
CHR$ 224

280 NEXIT Q1

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

J00 TI=IMKEY (200)

310 BOTD 100

320 END

Thiz listing is included in
this manth’'s cassette
tape offer. See order
form on Page 47,

January 1985 ELECTROMN USER 43




B

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

It's where we keep a record — in a scrap book, would
you believe — of all the interesting little routines that don’t
end up in the Notebook or in Program Probe but are too
good for us not to share.

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

So if you enjoy messing about with your Electron and
want to share your discoveries with other Electron users,
gsend them in to us.

Tony Wearing
uses trigonometry
to give symmebry

18 REN STAR

20 REM TONY WEARING

I@ REM HITCHIN,HERTS

42 MODE 4

5@ vDU 19,2,7.8,8,

&8 vou 1%9,1,8,8,

78 vOU 23,1.B:0;

B2 MOVE GRR+&5R+
LSee+45@#C05(1/2)
98 FOR X=1 TO 478 STEP 3

]
2.8
LH-H
SINI1S2)

18 REN DIANOKD A
28 REM DAVID HUBBARD RN 1
38 REM FROM GUILDFORD O

48 MODE 1

50 V0uz3, 1, 0; 88 &

58 FOR A=B 10 1923 STEP

100 M=ERE+A5RESININ/T)
1@ K=Se@+45Q2L0S(1/2]
128 DRAN M.E

132 NEXT

149 REPEAT:UNTIL FALSE

5t

70 FOR B=B TO 1279 STEP
230

8@ ECOL @,RNDE3!

SR MOVE b4B.H

198 DRAN B,512

118 NEIT B

178 NEIT A
130 REPEAT: UNTIL FALSE I

Send your programs to

Scraphook, Electron
User, 68 Chester Road,
Hazel Grove, Stockport
SK7 GNY
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-~

B,
MULTI C

faul Simpson %
uses GCOL J

Eo provide
the colour

18 REN NULTI-COLOURED 98 6COL @, RNDI(15)
CUBE 180 NOVE »,y

28 REN PAUL SINPSON 118 DRAW x,y

70 REN HARROGATE 128 DRAN y,x-y

18 MODE 5 138 DRAW y,x-y

50 REPEAT 148 DRAN y,x+y

68 VDU 23,1,0;0;8;8; 150 DRAN x,yb

78 FOR x=1 T0 2008 158 NEIT

89 FOR y=1 T0 2008 170 NEXT

188 UNTIL FALSE

1@ REM & WRITTEM BY #
20 REM ¢ J.M.CONLON ¢
1 ] 18 MODE 2

35 VDU 23,1,08;0: 8181
4 A=10R

59 B=1020

e C=508

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

op ORaM C.C

1p@ MovE C.C

L1 DRAN &,B

170 MOVE A.B

110 DRANW A4

148 MOVE A,A

159 DRAW B,A

158 A=A+23

{70 B=B-23

g8 C=C-25

198 NEIT L

9@ GCOL @,RMDIT)
218 6070 78
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I
e one of the first
to get each issue

A subscription will ensure you \
et your own personal copy

HOT OFF THE PRESSES \

month after month for the |

next year. |

Every owner of an Electron—and |
everyone thinking of buying one — needs to
get Electron User every month. It's the ||
brightest, most authoritative yet completely
independent guide to @ machine that has |
so much potential you will never tire of
reading about its remarkable capabilities.

You can buy Electron User from your
local newsagent or station bookstall. Or you
can take out a 12 months subscription and

have it delivered to you by post.

Ynu;_‘l_E T —
ectr S
Protecting 7o need:

Pr.ﬂtECIB"ﬂur
{';wrh our r“Kerg,.-
nrzr Cover made
Wamurﬁ ﬂ'fame
VRt
Str;:' bound witp
g cotton ang

Electron

+éi§d:§ el@(“ﬁinu
- - B =
Tk, RE: i egtrE: electron

Lsar

-

Keep your collection
of Electron User
complete with these
handsome binders

Bound in attractive red pvc with
the Electron User logo in gold
blocking on the spine, this
binder will hold 12 magazines
firmly secured in

place by metal rods. £3.95



_ Cassette worth
FR £3.75 if you
= subscribe NOW!

If you take out a subscription to Electron

User now you will receive completely free
ane of the monthly cassettes of Electron
User listings. Choose which one you wait
from those illustrated befow.
This free gift is for a limited
period, so subscribe now!

ORDER FORM

All prices include postage. packing and VAT,
and are valid to February 22.
Please anter number required in box £ &

Electron User

annual subscription ciRe £13 08 £18)
Ouerseas (Surface) £20
Overseas Airmail) E40 [ |

UK £12

—
Cassette tapes of
Electron User ——

prngrﬂms 26 programs

frgm

Save typing in pro
grams | ctro

from Efectron User ele j]é} £

by sending for these ' X

program-packed tapes. |

£3.75each |

\election

| CASTLES s
2ectOE. | OF SAND -

ared mrege pragramy bipe

i

You can also take outa
subsceription for the 12
monthly tapes for £40.

Selected free casseite {manth
Commence with issue TOTAL —
- Electron User
| mt.raductory ISsues Camalate set of 4 :}
£2.00UK
£2 25 Ouerseas (Surfacel TOTAL
Electron User Lol
back issues April |
[1.25 UK i
£1.50 Owerseas (Surface) ~July
August
Sent =i
Ot
MNaw
Dec
Ajrmail prices an application TOTAL
28 introductory programs
Electron User Lunar Landar Fabruary
Chicken  March
tapes Spacehike April
E3.75 Rally Drivar May
(UK B Overseas) Money Marae Juna
Gott July
Castles of Sand August
Haurted House Sept
Breakiree Oet
Suar Fighter Now
Christmas Box Dec
Space Battle Jan
TOTAL

faliuK

Commenca with

Cassette tape
annual subseription

& Overseas)

— —lape (Siala

]

manth]l TOTAL

Mame

Chague/ PO made payable 10 Datab

Dust Cover =
£3.95 (UK & Overseas) TOTAL
Binder [
£385 UK
E£5.00 Overseas TOTAL
Paymeant: please indicate method (/) TOTAL
Access'Mastercharge/Eurocard
Barclaycard/Visa
| Amarican Expross
Card No
Expiry Date ——

a%e Publications Lid

Address

Signed

]
-

_—-—-—'—"'-.-FF

Don't forget to guote

Send to: Elsctron User, FREEPOST, Europa Houaa,
68 Chestar Aoad, Hazel Grove, Stockport SK7 GNY.
‘__.}—-—INU stamp needed if posted in 1K) Plesse aows 28 days for detivery

You can also order by phone

Taelaphonea:

ot | 061-4800171 | |

your full address

24 hours

s e o
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10 REN THE GREAT CHEESE
RACE

20 REM BASED ON AN IDEA
BY SIMON FRODST

30 REM AUTHOR ROG FROST

40 REM (C) ELECTRON USER

50 MODE &

b0 VDU 23;8202;0;0:0;

10 PROCintro

B0 NODE 5

90 PY=4B0
Q=520

100 ¥i=520
tYi=480

i1 sCE=0
1POY=)

120 VDU 23,254,127,127
27,127,127, 127,127
Al by

130 voU 23,255,255,255
vaud, 259, 255, 255, 255
1253

140 VDU 23,224,99,99,28
+28,72,92,92,14

150 VDU 5

140 BCOL 0,2

170 FOR CHEESE=]1 TO 12

180 NOVE RND{T01#d0,
ENDC23) #40+100
VDU 254

190 MEYT

200 TINE =0

210 REPEAT

220 BCOL 0,4

230 MOVE ¥I,¥¥
HL Bdo
240 KOVE PY, 01
1Yy 288
230 IF INKEY [-105)
THEN Y2=Vi-40
280 IF INKEY (-ga)
THEN Di=D%+40
2710 IF INKEY (-73)
THEK YY=Yi+d)
280 IF INVEY (-93)
THEN DOX=0%-42
290 IF INKEY (-in4)
THEN YX=yY+edn
300 IF IMKEY (-g7)
THEN PY=P%-d40
310 IF INKEY (-1063:
THEN IX=1%-40
320 15 [MMEY (-3}
THEN PX=PY+40
330 BCOL 0,0
(NOVE PY,0X
:BCOL 0,2
:MOVE X%, Y2
VDU 224
340 BCOL 0,0
sHOVE P3,00
VDU 255
s600L 0,1
(HOVE PZ,0Y
(VDU 224
350 IF POINTIXX#S50,¥E-301=2
OR POINTIXL+10,Y245)=2
THEN SC2=5C1+]

t6C0L 00

PHOVE JI-40, Y4420

HIVE XiekQ, ¥I420

tPLOT 85, X250, Y2-40

tPLOT 85, 2%+80,¥3-L0

$SOUNE £,-15,100,5
340 IF FOINT(PT#50,01-30)

B s e
OF POINTIPR+10,0%45)

-

moom

THEN POZ=POZ=|
4600 0,0
sMOVE Fh-20,0%+20
sMOGVE PU450,0%+20
tPLOT B5,Fa-50,05-8(
:PLOT B5,PY+il,BY-
ISIUNE 1,-19,52,2
370 UNTIL SCE=4 DR POG=¢
OR SCE+FDE=10
OF TIME 4000
I80 #FY15,0

o TF
T

330 MODE &
{00 WDU 1%,9,4,0.0,0
f10 PRINT " *°*° TAB{2) "White

scored *iSCYE'c
TAB{2)"Red scored ";F0Z
Trrrrrrr e TRE(2) "space
bar for nect game"
420 REPEAT UNTIL BET =32
VU 20
16070 BO
430 DEF PROCinkro
440 VDU 19,0,4,0,0,0
450 PRINT TAB(B,10)"THE
GREAT CHEESE RACE"

440 J=INKEY (200
1CLS
476 PRINT “*"This is &
two plaver gaee in
which®'"pach souse
iz trying to eat the™
"yellow pieces of chees
e." " "Player | has a
red eouse soved with''
"A=up,I-down, K-1aét, C-r
ight."
480 PRINT “*Flayer 2 has
3 white mouse moved
With® ' "{-left,)-right,
#=4p, 7-down. *
490 PRINT '*"The abject
it to score & hefore
your " "oppanent,®’
"Sometises you wiil
be lucky and will®"
"score pore tharn |
for a piece of cheese.
B “Press space
to start,"
S00 REPEAT UNTIL GET =32
10 LS
520 voU 20
530 ENDEROC

This listing is included in
this month’'s cassette
tape offer. See order
form on Page 47.
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. THE Great Chease Raceisa
Get set for the great wo player game written
for the Electron by ROGER

FROST.

Each player controls a
mouse, using the keyboard
to guide the beastia to tha
yellow cheeses scattered
around the screen.

Of course as soon as
your mouse gets to a
cheese it eats it

You get a point for each
cheese your craature eats —
sometimes you get two, if
you're luchy.

The first mouse to score
six is the winner. And there
are no cats to spoil your
fun!

Red mouse conitrols.
KEYS:

A up

Z down

X left
C right

White mouse conirols.
KEYS:
- Up
7 down
< left
- right
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FIRST SYTE 5

ELECTRON JOYSTICK INTERFAC

ELECTRON JOYSTICK INTERFACE -
Electron users! This is the add-on everyone wanls. IW
Elsctron switched joystick inlerface from First Byte ¢ available now

with fres conversion lape thal vasily extends your game range right away.

bes with all "Atari-style’ 8-pin joysticks, and ils many
advanced design featuras pul it way out in front for quality and reliability.

The interface

That’s why, to date 15 major software houses are already bringing out

games that work directly with the First Byte Electron Joystick Interfacs -

and many more are sure (o follow.

AVAILABLE FROM WHSMITH & 5@
AND MOST COMPUTER DEALER

MAIL ORDER FORM

Please rush me the following itams
First Byte Joystick Interfaces at £19.95

First Byte Printer Interfaces at  £34.95

TOTAL
| enclose a cheque made payable io FBC Systems Lid.,
| wish to pay by Access Visa Expirydate

Signed

CardNo. | [ [ [T TTTTTTTTIIIT

Mame
Addrass

Tel _

E

i LY

Look at these advanced design features.

Wigris with all ‘Atarn- g
style” 9-pin joysticks
and utilises rapid-tine
mooe on
Cusckshot 2,

Only 2 chipa far ultra-

sl M nigh raliability and low
!ﬁ‘.ﬁ' #f power conaumption
o J,"' M \\ ansuring sale
oL operation with

the Elactron.

Custom-buill,
colour-
co-ordinated case
in high-impact plastic
Special fitments ensure
that whan the joystick is
plugged n, the cass lakes 1R
straan, pof the soldemnd jaints

—® Gold-plated
connectors ensure a
porfeci contact
Matal polansing key
and nylon end caps
ensurg positive kecking

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

BEESE Tei: Derby (0332) 365280




CONTIBLG £7.95
Tha centibug descends. from the top of the
screen ueaving intimidatingly betusen the
imishrooms. Your ol ive i5 bo shoot of the
segmants of tha centibug before it readhes
ths bottom of the saeen

Feorures. incixde: spiders, snodls. fees. & shall
levels hi-score, rankings.  ond ingeosing
difficuliy

ALSO AVAILABLE:

TOP QUALITY SOFTWARE
FORTHE ACORN ELECTRON

BLONL BERIES ST LEEN LEL LU
{ SERREREW

The bast wersion owolloble for the Electron
micro. Percy is ropoed bnon ioe mode which is
populated by the decdly Snobees. His oy
hape of Survival IS 1o Louath them by hurling
{om cubees ot tham. Unfortunataly, whenewer it
seams thot he hos won, o deodlier breed
appears. | Hi-soore,  ronhings,  exelent
grophics ond $ound

NELLl AELERSE

RLUMEN DAGPOUT ET.%8
A novel and Unusual progrom. Arcade-acticn
nsith this emriting milti-toge shoot indg Gome.
The cbjectihe of the gome i5 to shoot the
aliers out of thelr boxes” bafone the "bores”
fif o Ome Al the oclem fy  down
relenthessiy, exploding os they hit the ground.
The ‘gome fecbures incude: & skill levals
rerbings. hi-score, inoaasing difficulty.

A WX £7.%5
Frown the owthor of Peroy Penguin, M, Wizisa
fest-nction multi-scene gome. Guide Ny, LUz
orgund the gorcen to eot the chemies whilst
owoiding the evil gremlins. The gremlins con
ba killed by droppéng opples on Hhem of by
throusing the oystal boll, Edro points oon be
gained by eoting the mogic mushroom, but
Dewcre...this is the home of the gremiing and
mokes them permanently furious! Sound
effecs ond tunes, hi-wooe, mookings Supert
oronce-shyle oction.

NELL RELEASE

E7.93
Fin aovenmune game using hisesolution full-
colour grophlcs. Yiou one stronded on o stronge
ond ok mission B o mehen o
ciwlisotion ond homa, Moy of the lototions
o shown  grophicolly, incudiing  the
spooeship, the diffs, the mountoins. and (If
ol sucoeed) your home, You st canefully
arplore your envitonment  searching o
ok chuls to bl pour In pour ciaest.
MEL RELERSE

ACORN
ELECTRON

A hi varsotile implamentation of Oweas.
Ploy o white the computer or o
human  opponent shill jeval of the
computers ploy can be varied widely, ond
moves ofe anbaned alther by co-ondinabed,
oursor conbrol, o joystick control. Moves conbe
ol bauk I g enror has Deen moce, ond the
board con be modified ab any tme, Games
ranbe “soved” of “looded”, and the lost game
con be reploged. The computer will, if
MRS, SUGOEST 0L MOWES,

MELLl RELEASE

£1.78
This progrom covers. 1dd countries whidh are
divided inte & cotegories of difficuity. Eodch
countny B pinpointed on an coourote hi-
mesolution sreen mop of the world, ond the
wser 15 ok the copitol ondfor popllobion AL
the and of the Dest, the percentoge of wmect:
onsuers i ghesn, So that the Student con
monitor his geogrophical knowlsdos.

EALEAS - Our sofware is now ovolloble ot oll good dealers induding:

INVADERS £7.95 DISASSEMBLER
FRUTMACHINE  £7.95 DRAUGHTS
CONSTEUATION £7.95 REVERSI

£795
£6.95
£6.95

selacted branches of LU. H. Smith and Boots: all mojor computer dealars
~Microstyle, Electranequip, 30 Computers, Computerama, GTM
Computers, etc: and our software is also ovalioble throwgh all the major
distributors, cnd directly from us.

WE PAY UP TO 20% ROYALTIES FOR HIGH QUALITY BBC MICRO AND €LECTRON PROGRAMS.

SUPERIOR SOFTWARE LTD.
Dept. €U8, Regent House,
Skinner Lane, leeds 7

Tel: 0532 459453

OUR GURRANTEE
Al o sofbwore is ovailoble before we advertise,
Aill our softwore s despatched within 48 howrs by hrst-class post
et unlike by event thot cny of our softisane falls to lood, return Yo
cossatte to us and we will immediately send o replocement




S50 vyou thought the Elac-
tron picked numbers in a
truly random fashion.
ROLAND WADDILOVE's
30D bar chart proves dif-

ferent — and in a colourful
and thought provoking
way.Does anyone know a
better method of getting
random numbers?

10REM 3-D BRAPH
20REM By R.A.Waddilove
JOREM ELECTRON USER
A0MDDE 2
SOPROCtitle
SONMODE |
T0DIM boxX (10}
BOPROCdraw_axies
90FOR lpopi=1 TO 50
100PROCr andom_nusbers
110FOR numberi=1 TO 10
120height¥=hox inumberX) #10
1J0PROCdraw bar
1R0ONEXT
1SONEXT
160VDU 7
IT0END
180
|90DEF PROCtitle
200VDU 5
2206C0L 0, 4:MOVE 204,808
Z30PRINT"3-D HISTOGRAN®
Z40HOVE 200,804
230PRINT"3-D HISTOGRAM"
2608C0L 0, 7:HOVE 195,800
270PRINT*3-D HISTOGRAM®
280vDU ¢
ZP0VDU 23,0, 0;050:0¢

JOOPRINTTAB(2, B)®=mmmmmmmmmee

J10COLOUR 3

J20PRINT "™ How good is th
R coaputer 's"'°" ran
dom nueber®" ‘" generator?"

JI0COLOUR &

J4OPRINT """

JSOREFEAT UNTIL GET$=" * : V
oz

J6OCLS ¢ COLOUR 3

JT0FRINT**** The cosputer p

press space

icks"" " a random number®''"
between | and 10"°'" 300 t
imes.”

JBOPRINT '™ A histogram is
""'" drawn showing how"""" oft
en each number®'"" is pick
ed.”

J90COLOUR 1

400PRINT " “"press space to s
tart"

410REPEAT UNTIL BET$=" * 1 ¥
w7

420ENDPROC
430
4400EF PROCdraw bar

4506COL 0,2

440MOVE 2¥+72,0

§70MOVE »1,0

HBOPLOT BS,x1472,height?
4F0PLOT 85,2, heightl
SO0BCOL ¢,1

S1OMOVE £¥+24 heightl+24
S20PLOT BS,x1+72,heightl
SI0PLOT @5,x%+%& heighti+24
S40PLOT 83,21+472,0
J30PLOT B9,x%+98,24
Je0xT=xX+58

STOENDPROC

580

JY0DEF FROCrandos_nuabers
S00FOR boxesi=1 TO 10
E10nX=RND (10)

b20boxX (n3)=boxl inY) +]
BIONEXT

b40x1=4

S0ENDPROC

L1

67QDEF PROCdraw_axies
GROVDU 19,0,4;0;

TO0VDU 29,132;52;

TI0MOVE -4, 1000

T20DRAN =4,-4 : DRAW 1100,-4
T30VDUS

TAOFOR scaleX=0 TO 900 STEP
100

TS0MOVE -112,scalel

TEOPRINT;scaleX DIV 10

TTOMOVE -20,scalel

TBODRAW -8,scalel

TI0NEXT

BOONOVE 24,-16

BIOPRINT®L 2 3 4 5 & 7

g 9100

820VIU 4

alovou 23,1,0;0:050;

BAOPRINT TRBILD,1)"A Histogr
ah To Show The";TAB(10,3) "Freq
uency 0f Dccurrance”;TAB(10,5)
"0F The MNumbers 1-10 Mhen";TAR
(10,71"RNDI10) Is Used 500 Tiwm
es"

BSOVDUI0

BAOENDPROC

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

From Page 25
250 VDUZ4,150; 3005 1100;90

280 COLOUR 2:scorel=d:icla

¥ |.=‘:'

2T PRINTTABIL.1) "Score *
secorals TABOIO,11"Clays "3
clayks

280 sui=200;5¢i=3501 0821
EALIOSVR=S Y

280 REM The rmext instruct
ion sets up

300 REM the nusber of cla
¥5 pEr name.

310 FOR nusberofclaysi=1T
gsa

320 shook¥=0:hit¥=01FROCE
1ay

ol KEXT

30 MODELT:VDUZS 1, 030010

IS0 PROCsort:PRINTTABL2,Z
51"Another game (Y/N!";

Tal vnE=BETE:IF yni="y" L
LS:PRINTTABLLS, I3) "Bve far
non” ;1 VOUS:END
370 IF yn="y" YDUS: 80701

sz4 20T03e0

400 DEFPEOCz1ay

410 REM This procedure e
ts up the

#20 REM randoa tlight pat
h for each

470 REM clav and propels
e
it.

440 TIME=0:REFEAT UNTIL T
IME > 100+RAD (50005 : VDLS

450 etartY=RN0ISE01+320:8
ndi=RND {580 +320: inct=(end
~startiiDIVa]

Q50 dirl=RND(2}:IFdirt=2
dirfi==1522%=1000; GOTO4ED

470 =i=l4Gdiri=la

480 yli=startisozYsxlioyls
490 VDU4+FRINTTAB(!,2B)15P
Ci9;

00 clayi=clavi+1:PRINTTA
§(10,10°Clays "jclayiyzVDUS

S0 SDUNDELL,L,20.3
220 FORdelay=lTO1000:NEXT
530 FORJX=1TDAZ
540 BCOLO, 2:MOVEQxY, avX:V
uzz4
550 GCOLO.7:MOVENYL,yL:VOU
il
S&0 FROCshoot

570 ox¥=ndioyisyl

80 kl=xkedirieyisyi+incd

350 NEXT

800 BCOLO, 1sMOVEsxY, syi:V
0 229:54%=200: syi=330

510 IF shooti=0 VDU4:FRIN
TTAB{1,28)"Too slow "3:VDUS

520 ENDFROC

630 1

540 DEFPROCshoot

450 REM This pracedure en
ables the gun

560 REM sight to be aoved
and & shot

470 REX to he fired.One s
hot only is

430 REW allowed per clay.

&30 BCOLD, 1 :MOVEQS: Y, 08vd
+YIU 225

700 GCOLD,7:MOVEsxY,syl:V
bu 223

T10 asef=aadiosyi=ayi

720 IF shoott=1 GOTO740

T30 IFIMKEY{-99)} shpotisi
$aCOLG, D MDVELSO. 300:PLOT2!

Wseh*al, sye=-16150U%DE, 2, 150

JIePLAT2L, 1100, 3001 8COLG, 1
tPLOTZL, sx 2432, 5y2=1 8 PLOTI
b0 150, 300: PROCCheck: ENDPROC
740 IFIMKEY (=47} szi=gul+l
]
750 IFINKEY (-98! sulzgui-2

780 TFINKEY (-T3heylesyn+]

TT0 IFIMKEY (=105)sylasyl-
la

TEO ENDFROC

i [

300 DEFPEOCchech

810 REM This procedure ch
#cks Lhe

220 REM position of the ¢
lay and sight

830 REM when a shot has b
pen fired. It

340 REM also prints rando
B BEZEAges.

350 IFsulifaiels AND gu¥ls
1-1& GOTOA7G

8&0 BOTORE0

8780 IFsyY{yItls AND sylsy
=18 hitl=l:scorel=scorel+]
sVDU4:PRINTTAB(L, 1} "5core *
sscarel; s VDUS: PROCexp] ode

880 messagel=RNDII)

890 IF sessagel=I60TOR70

900 IFscorel=0aessi=1:607
0e4d

210 IF scoreX®il DIV clay
137 neesy=10:507T0940
320 IF scorel#l0 DIV clay
133 nessi=g: GOTOR40
730 messis=?
730 messnol=RND(2)+messi
330 IF hiti=l messnol=ses
snoiel
250 VDUM:FRINTTABI(1,28)co
nd (messnod s VOUS
70 ENGFROC
580 :
790 DEFPEOCezalade
100% BEN This prozedura ex
plodes the
1019 REM ciay if it has be
en hit.
1020 GLOLO, 1sMOVEexY, syTsl
0225
1030 GCOLO, 1sMOVE:S, yRevIU
]
(040 SOUNDD,=15,14,15
1950 FORIX=ATO155TERS
L (&0 SCOLO, TeMOVExT#1Y,vi+
TIsVBU 227
1070 MOVERT-12, yX+IX:VOD 2

1080 MOVE:X+1L,yX=1ZeV00 2
FOR0 MOVER-EL,yE-TX:VEU- 2

T
-

L0k FOR delagi=1TOI0NEXT

1110 BLOLO, L MOVE= T+ [T, ¥3-
VRl 22
120 NVERZ=-TX, v+ TN VDI-2

P30 MOVE=Z+IE, ye-Ti:VEU 2

=
ad

[140 MOVERX-TE, wd=12:VDU 2

1150 NEXT

1140 TIME=0:REPEAT UNTIL T
INE 100

170 JE=52:6C0LY, 1 MOVE=L,
vas VU 224

1180 ENDFROC

50

1200 DEFPROCsort

1210 REN This procedure in
vites the

1220 REM last player to ty
ge his'her

[230 REM name if the score

is in the

1240 REM top & scores then

lists the

1250 REM & highest scares
in order.

1280 PRINTTAB(2,1) "Score =

*tscarel)

1270 PRINTTABIZ,Z) "Highest
sCores”y

1280 PRINTTAEI(Z,4) "===sess

sxznszxs

1250 FOR IX=1T04

1300 [Fscareli=hsX(1%}EQTO
1330

1310 NEXT

1320 GOTOL4L0

1330 FOR Ji=b TO I%+#] STEP
=1

1340 hsIidTi=hsildk-1)
1750 named (J1i=nasef(Ji-1)

1750 NEXT

137G hsI(i%)=scores

1380 PRINTTAB{L. &1 "Type vo
ur name"s

13%0 eFEL5,0

1400 INPUT named (1)

1419 #FE4,1

1420 PRINTTAB(O, 50 SPCI39):
linei=h

1430 FORI%=1TD&

1840 linel=linel+2d

1450 PRINTTABIZ, lineliname
${IX);TRELIA, linedthsaildl;

1450 NEXT

1470 ENDFROC

1430 :

1490 REM The follcwing DAT
A statements

1500 REM can be altered to
any suikable

1210 REM zessages,but only
15 letters.

1520 DATH Mo score yet!
1530 DATA Missed

1540 GATA Mot too good
{550 DATA Hopeless

1540 DATA That's better
{570 D&TA You'we woken up!

1580 CATA Too hard for you

1390 DATA Are you trying?

1600 DATA Keep trying

1610 DATA You can do it!

1620 DATA Momentary lapse?

{830 DATA Too confident?

1640 DATA Dead eye Dick

{450 DATA Are you Wyatt Ea
rp?

16ed 3

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

January 1985 ELECTROM USER 53




Shiva titles are availabie from branches of Boots, Menaies, W.H Smich, bookshops,
computer shops and stoves. i case of difficulty, please write to:
EIHIVA PUBLISHING LTD, FREEFOST, &4 Welsh Row, Marmwich, Chenhive CWS 587,
Telepivane orders welcome: 0370 &I831 72 (14 he'T days] Telex: 36TF58 [GALEOP]

1 1 1 17 5 1 7 0 1 |
ORDER FORM
ity Fitie PFrice |enclose achegque for f.......

Easy Programming for the made payable fo Shive Pubiishlng Lra,

— Eleciron £5.9%5 Forpayment by Aceesy Barelayenra
—— Electron Asiembly Langusge £7.95 American Expreis; I
SIQMETMIE  Gususaparpssisasasisrssiinrs MM L Cliciiisiiiieriasiies rid i asiins s sernn
Please rend full catalogue of eamputer oo ki and I0Mware

i i
Addresi

EUN

4 GREAT PROGRAMS
for BBC and ELECTRON from
Superb Quality Software

[
MONEYWISE  £995 Darads Nedop :
3 sophancated i o o D POARRERLS (19

SUPERGULF

JrI——

TRAFALGAR is0g

LOPUTR] FIUT S il

BUY TWO - DEDUCT 20%

Allprograms available on 40T disc - add £2.00

SQUIRRELSOKT

MU Dept B
4 BINDLOSS AVENUE, ECCLES. MANCHESTER M30 ODU
24 Hour answering service — 061-789 4120

EN

Cheques. P05 Same day despatch

FOIR CONNOISSEURS

OF ACTION, LEISURE OR LEARNING

BBC Electron

AMSWER BACK Epars
Gams EF95

(oges %4 ong ower)
Chollenge e KOSMOE
team of tpoiipal oo
lennis But D wained, we
@on't lope eglily

+ NEW RELEASE
Whohawer your 500,
fhis progrom profobly
kngeey @ iof mone Mhon
your oo

ANTWER BACK Junlor
LR9s

{oges 4 1o 1)

Owlpat the drogon ond
sova Ihe pencass of
EOSMOS Comhe

=0 FuparD o

with wist potendior. (4
& B Compufing
Novembor 1

ANDHER BACH Sanior

£0.95
(oged 17 and i)
Qv T KOSMOS rabal
ang Sedindy he alen
irvgaary

SUpED program
(Parsormal Computin
Toooy, Oofabar 1084)
IDENTIFY EUROPE €7.94
Clor all oges)
Sobde tha EFuropean
Fgsaw pulzie by lana or
41 q=]

NEW RELEASE Dscower
Ewrope without leming
your homal

T IDENTIFY EUROPE péogrom provides o foscinaling way of discovering and lsaming ine geography of Eurcpe. The program will provide howrs of amusement for
all the fomily and evenyong is sure 1o benelit rom it
The ANSWER BACK senes needs ifle introduchon. Eoch program combines o massive wealin of information wilh o foscinahing and compeling game. The Senior
and Junior quizzes each contain 750 questions and 3000 optional angwars an Genenal Knowledge. The Sports prOQram is aven larger contaning a mind-bending
800 questians on Spodt and two high-spead machine code games - Foatboll and Tennis. But thal's nat all, For guiz fans, full facilifes are previded for creahng and
saving new quizzes of Mmodilving Mose supplied - and you don't need fo be o programmer

HOSMOS SOFTWARE LID
1 Pilgrims Close, Hadington, DUNSTABLE. Beds. LUS &L
Tel. (D3253) 942

Daglen. conhact Lighthing. Mictodeal, Proheus or Figer

Figase supply the following programs for the BBC ‘Elactron camputer

ANSWER BACK Spad @ £995 ; ANSWER BACK Junicr & %995 [
IDEMTIFY EUROPE € £705 || ANSWER BACK Senlor @ €908 ||
Crdars ara nomally Sespatched within 48 Mows

Mr/Mrs /Miss
Address

... Pasicode

KOSMOS5 SOFTWARE LTD. 1 Pllgrims Clode, Hatlinghan, DUMSTABLE, Bads. LUS &LX fel (05255) 3942



From Page 41

NOD 8+1)
660 bri=RNDI(13)#44+128
678 byl=RND(12] #64+192
460 BCOL 8,3:MOVE bxX,by¥
$VOU 224
b70 NEXT
780 GCOL @.@:MOVE 184,192
;DRAW 184,975:MOVE 1824,192
:DRAN 10824,974
718 MOVE 1095,888:PLOT A,
8,-48:PLOT B81,48,48:PLOT 81
.8,-48:PLOT 1,16,-48:PLAOT 1
16,0
728 PLOT B,-112,B:PLOT |,
14,8:PLOT [,14,48:PLOT 2,0,
48:PLOT 8,48,08:PLOT 81,-24,
8
738 BCOL 4,B:NOVE xX,yR:V
DU 226
748 FOR a%=1 T0 alien
750 MOVE axXiaX],avi(all:
Vou 228
768 NEXT
778 VDU 4
788 #F121.5
798 TINE=@
B@@ ENDPROC
B1@ DEF PROCaman
B20 key=INKEYR:IF key=-1
ENDPROC
B3 #F121.0
B4l VDU 5
B58 MOVE xX,ylsvDU 224
B50 IF key=9D AND x4 x
L=ni-b4
870 IF key=88 si=xit+b4
B3R IF key=47 AND vi3R4
yi=yi-54
870 IF key=38 AND yi{3&@
yl=yi+ad
588 SOUNDL.-1,xX DIV 5,2
F18 MOVE xX,yi:VDU 228
928 VDU 4
938 ENODPROC
948 DEF PROCalien
958 VDU 5
958 FOR a=1 70 3
978 IF al{=alien MOVE axl
(all,ayX(allsVOU 225
988 rndi=RNO(3)
998 IF rndX=1 AND axI(al)
HMF2 anllal)=axiial)-od
1888 IF rndZ=2 AND axl(al)
(968 andlall=axtiall +b4
1818 IF rndZ=3 AND ayilal)
¥272 ayllal)=ayliall-&4

1828 IF rndi=4 AND ayiiak)
A912 aylilall=ayl(ad) +bd
1838 IF a¥{=alien MOVE axi
(al),ayd(ad)sVDU 225

1848 NEXT

1838 vou 4

1848 ENDPROC

1878 DEF PROCupdate

1060 tiseX=!0E0-TIME

1892 IF timeX¢10@ SOUNDI,-
1,258,1

1188 IF timeX{@ timeX=8:l0
se=TRUE

1118 PRINTTRE(1D,28)timed

1128 IF x%3950 win=TRUE
1138 FOR aX=! TO alien

1148 IF xi=axXiaX] AND yl=
ayiial) lose=TRUE

1158 NEXT

1168 IF POINT (xX,y2)=3 los
e=TRUE

1178 ENDPROC

1188 DEF PROCwWin

119@ SOUND 1,1,25,-1

1200 #FYig,0

1218 COLOUR 3

1220 PRINTTAB(@,308) "Field
"jscreen;” crossed! "4

1230 score=score+timeitali
en

{240 PRINTTABI®,28] "Score
"rscore;SPCIR

125@ IF screen=31 escape=T
RUE

1250 IF scorednextaim live
s=livestlinextaim=nextaimt]
foee

1278 TIME=R:REPEAT UNTIL T
IHE»258

1280 screen=screent]

1298 CLG

{388 ENDPROC

1318 DEF PROClose

1328 #F19,2

1332 +#FX18,2

1348 VOU 19,2,15;8y

1350 YoU 19,1,8;8;

1768 SOUND @,-1,RND(3)+3,~-
1

1378 lives=lives-1

1388 IF lives=@ dead=TRUE
1790 TIME=8:REPEAT UNTIL T
IME}150

1420 CLG

1418 ENODPROC

1428 DEF PROCescape

1438 VDU 23,1,8;0;8;80

1440 #FX9,28

1450 #FNi08,20

1460 w¥="COMGRATULATIONS'®
1470 FOR ri=1 TO LENwS
1488 COLOUR rX MOD 549
1498 PRINTTAB(1+rY, 10)NID$
(wé,rL, 1}

1588 NEXT

1518 COLOUR 3

1528 PRINT"“*Scargov is de
feated!"

1538 COLOUR 5

1540 PRINT®'“# YOU HAVE ES
CAPED ¢"

1558 COLOUR &

1548 PRINT'™ iYou scored '
yscore")"

1578 REPEAT UNTIL @

158@ ENDPROC

1598 DEF PROCdead

1600 VOU 23,1,0;0;0;8;
1618 #F121,5

1620 PRINTTARBIS,12)°D E A
[zt

1632 PRINTTAB{@,15) *You sc
ored ";score

1648 PRINTTAE(@,20) "Anothe
r go (Y/N)?';

1650 REPEAT keya=BET:UNTIL
keya=78 OR keye=8%

14658 IF keym=B9 RUN

1670 #FX12,0

1488 ENDPROC

1698 DEF PROCstart

1788 COLOUR 3

1718 PRINTTAB(7,2) "Escape
from Planet Scargov”

1728 COLOUR 1

1730 PRINTTAB(12,5) "by la
n M. Erown®

1748 PRINTTAB(2,14) “Instru
ctions (Y/MN)? °

1758 REPEAT keyw=BET:UNTIL
keye=78 OR keve=89

1760 IF keyn=B% PROCinstru
ctions

1770 ENDFROC

1768 DEF PROCinstructions
1798 PRINTTAB(14,38) *Press

Space"

1888 VDU 28,8,28,39,8

181@ COLOUR 2

1828 PRINT®  Marooned fo
r some unknown reason on"'’
"the distant PLAMET SCARG
OV, you find"'"*that the o
nly way of escape is across
II

1838 PRINT"systes of aine

fields, layed down by the"'
'""EVIL EWPEROR before the

government of"""“the plane
t overthrew him."*

1648 PRINT'" Legend ha
s it that there are 31"’
""separate wminefields, all

of which you"''"must cros
5 to reach a waiting spaces
hip®''"at the other side."

1858 REPEAT UNTIL BET=32

1648 CLS

1872 PRINT*  You must
negotiate each minefield"”
"by avoiding the +lashing
MINES to reach®'"the other
side."

1BB@ FRINT'"  You will

alsa find a nuaber of"
‘*dangerous ALIENS scrounai
ng dbout on the" '"ainefield
s - avoid contact with thes
Ep.

1898 PRINT'®  You have o
nly a short time to cross®
‘"each minefield before it
detects you and" " "destroys
the whole area!"

1922 REPEAT UNTIL BET=32

1918 CLS

1928 PRINTTAB(18)*KEYS"

1938 PRINTTRAB(IS, 411 --

left"®

1948 PRINTTRAB(IS, 80" ==
right"

1958 PRINTTABIIS,B)*y ==

up"

1948 PRINTTAB(IS, IV} ==

down®

1978 PRINT “TAB(L);CHR$224
t* mine®;SPCI0;CHRE22S:" al
ien";SPCI10;CHR$226: " you"

1588 COLOUR 3

1958 PRINTTAB(IR,I191"6 D O

D LGk "

2808 REPEAT UNTIL BET=32

2812 ENDPROC
2820

2070 DEF PROCerrar
ZR4@ #F112,0

2058 PRINT'

204@ REPORT:PRINT® at line

*+EAL'

2878 ENDFROC

Fhis listing is included in
this maonth’'s cassette
tape offer. See order
ferer on Page 47,

Planet Scargov listing
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Space Battle listing

From Page 15

3
L]

| T9BREM ##88% aissile #eed
]

1BRBDATA 32,32,32,32,32,32
(BB, 64, 64,64, 64,64 640,08
|B10REN #3%8## colours ik
]

18200ATA 1.3.4, 3,7,1, 3.4
e P58 P P S L R 1 B
Gyly 2,78, 6,3,2, 8,34
1830

|B4RBDEF PROCasseable
I85BRESTORE 1720

|B&BFOR 1X=@ TD 79
I18TOREAD J%:117L908=J1
1BBENEXT

18982l jendata=470@: exp) osi
ondata=t920
1908basedata=b930 missiled
ata=ti4d

1918position=k950: sound2=k
ALK

1928 'sound2=LFFF1BB12: soun
d2'4=koana0ens
1930osbyte="L2BA AND LFFFF
194Bosword="L28C AND LFFFF
19580swrch="L28E AND LFFFF
1960t eap=k70:base=k72ralie
n=k74

197@rnd=k741 dead=k79 1 i 5si
le=k7A
|98Bcount=47Crspeed=k7D: 5c
ore=flE

1998t 1 ee=kBD: sound | =LES
2008'sound =408 10801 : soun
gl ! d=5PRazenve

2B1BFOR pass=@ T0 2 STEP 2
2020P1=HINEN

28780 OPT pass

ZB4BLDA BL4B:5TA tenmp
2058LDA BESE:STA teap+l
2B6BISR 219

2878LDY @50

2080. 1oopl

2898LDY #31

2180, loop2

211BLDA aliendata,Y:STA (t
eapl,Y

21 20DEY

21I0BPL loop2

Z140CLC

215BLDA temptADC #32:5TA t
Bap

2168LDA teap+1:ADC #2:5TA
temptl

2178DEY

21BBBNE loopl

215BL0A BLFRIETA base
2208LDA #L75:5TA base+l
2Z18LDY 415

2229. 1 oop!

2238LDA basedata,Y:STA (ba
sel .Y

224B0EY

22508PL loopl

226BLDA BRND(255):5TA rnd
2270LDA #B:5TA dead \dead
=false

2268L0A #1080:5TA count \al
iens left

2290LDA #2:J5R wait
2380LDA H1001 SR wait

2318

2320\eain program loop
2330, mp

JTARJER fire

2158057 movebase

234BJSR movealiens

2378LDA speed: JSR wait
2380LDA dead

2I5BBME end

24B0J5R movebase

2420LDA speediJSR wait
2421J5R movebase

24225k movealiens

2423LDA speed:JSR wait
2438104 count

2440BED return

2458LDA dead

2445BBED mo

2478, end

2480J5R landed

24%8.return

25BERTS

2510

2520, mavealiens

2530J5R fx19

2548LDX #198
2558.alienloop! \get addr
258

2560004 position,JiSTA ali
en

257BLDA position+!,N:5TA a
lientl

ZJ5BBBED aliennext \if blow
foup

2590LDY #2

2608LDA (alien),Y:CHP 35
2618BEQ alienok \if not e
xploding

2620TYA15TA position+l. )
2638L0Y #15 \erase explos
ion

2640.alienloopl

2658578 (alien),¥
26&B0EY

2678BPL alienloopd
24BRINP aliennext
2698, al ienok
27RBLDA rnd
er in Y
271DAND #E4B:ADC #&3E
2720451 A:AGL A

27I8RO0L rnd+2:ROL rnd+1:RO
L rnd

2T4BLDA rrd:AND #7:ASL A:T
AY

27TSBLDA tablel,Y:STA teap
JTHBLDA tablel+l,Y:5TA tes
ptl

2TTRINP (teap) ‘on v goto

\randon nusb

2788.alienprint

2790L0A tesptl:CHP #L58 1\
off top ?

2BQ0BMI aliennext

2B18LDY #135

2820LDA (teap) .Y

2BI0EME aliennext \if some
thing there

2848.alienloop? ‘move ali
en

2B5BLDA (alien),Y:S5TA (tea
pl.Y

JB6BLDA BO:5TA (alien).Y
28700EY

2BBRBPL alienloop?

2890L0A temp:STR position
i |

2980LDA temp+l:STA positio
nel.d

2918CHP #6765  ‘\landed 7
292881 aliennext

2930INC dead

2948, aliennext \decrement
loop

295BDEX:DEX:CPY 9254 \fini
shed ?

29460BNE alienloopl
2978RTS  \end maove alien
subroutine

2760, tablel

299BEDUN zero

JRRREOUN one

JRIBEQUN two

JO2BEQUN three

JRIREQUN four

JRAREQUN five

JRSREQUN six

JBAREQUM seven

Ja70.zero

JBBRCLC  Vadd 14

JO9RLDA alien:ADC #15:5TA

temp

JI8OLDA alien+1:ADC #R:5TA
teap+]

JUIRINP alienprint
J128.one

JISRCLC  Vadd k150
JI4RLDA alienADC #458:5TA
tesp

SISBLDA alient!:ADC #L1:ST
A teaptl

J1EBIMP alienprint

J170. twa

J1BBCLL  ‘add kide
I198LDA alien:zADC L4@:STA
teap

J208LDA alien+1:ADC #k1:ST
A teaptl

I21QINP alienprint
J220.three

J2IBCLC  \add %130
J24BLDA alien:ADC #438:5TA
teap

J258LDA alien+l:ADC #K1:ST
A teap+]

J25BJMP alienprint

3270, four

TIBRSEC  ‘mub 14

J290LDA alien:SBC 414:5TA
teap

JIBRLDA alien+!:SBC BB:STA
teap+l

J310JKP alienprint
J328.five

JIIBSEC  ‘sub k158
JI4OLDA aliensSBC BASR:STA
teap

J358LDA alien+|:SBC #41:57
A teap+l

JI&BIMP alienprint
In.rizl

JIBRSEC  ‘sub k149
JI90LDA alien:SBC #LARB:STA
tesp

J4BBLDA alien+1:5BC #LL:ET
A teaptl

JHIRINP alienprint
J420.5even

JAIOSEC  \sub L1ZR
J44BLDA alientSBC #L38:5TA
teap

JASBLDA alien+1:SBC #L1eST
A teaptl

J46BINP alienprint

4T

3480, §x15

JAT0LDA B19:LDK #0:LDY #0:
JNP osbyte
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J5ee

3510 wait

J520PHA

353BLDY #time MOD 2355
J54@L0Y #time DIV 238
1558004 #1:05F osword \re
ad clock

J54@PLA:CHP time

JSTRBPL wait

J568LDA #B:5TA time ‘\zer
o clock

35985TA time+1:5TA timetd
J5RBSTA time+3:5TA timetd
JL10LDY #time WOD 258
J5ZBLDY #time DIV 254
J5T0LDA #2:0MP osword \re
turn

J640

J4530. movebase

J648LDA base:5Th teap
JETOLDA base+l:5TA temptl
J560]

34900IF joy THEN [OPT pass:
LDA #1:J5R jovstick:] ELSE
[ OPT pass:LDX ®&BE:JSR ink
eyiTYA:]

J788( OPT pass

J7IRBER baseright

3728SEC

J730LDA base:SBC #1&:5TA b
ise

I7HRLDA base+1:SBC #R:STA
baset]

3730 baseright

3748)

JITRIF joy THEM [ OPT pass
:LDA #2:J5R joystick:] ELSE
[ OPT pass:LDX BLAE:JER in
keviTYA11

37880 OPT pass

JT9RBER baseprint

JB0RCLE

J81BLDA base:ADC #14:5TA b
ase

JE28LDA base+1:tADC #R:5TA
haset|

3830.baseprint

JB4BLDA base+ltCHP RETS
JB3BBMI baserestore
JBAB5EC:LDA base:SBC #kdD
JBTOLDA base+l:SBC #LT7
JBB@BEN] baseok

3890 baserestore

I902L0A teap:STA base
J918LDA temp+1:STA baset!
3920, baseak

J930JER fxl19

J94RLDY 4135

39508, baseloopl

T94BLDA #@:STA (teapl,¥
J978L0A basedata,Y:5TA (ba
sel,Y

J9BR0EY:BPL baseloopl
J998RTS

qoee

d1e.fire

el

883RIF joy THEN [ OPT pass
:LOA #8:J5R joystick:] ELSE
[ OPT pass:LDX BEB&:JSR in
keyiTYA:]

40400 OPT pass

4D50BNE firepressed
4BLBRTS

4070, firepressed

40BBLDA base:STA missile
4D5BLDA base+i:STA missile
+]

£180J5R fx219

411800 #21

4120.fireloop

41I85EC

4140L04 missile:SEC #L4@
4158574 missile

4160L0A missile+1ySEC BRI
417R5TA aissiletl

4180L0Y #@:LDA (missile),¥
4190EME firehere

A200LD0Y #14

421@.fireloonl

4270L0A missiledata,¥
A2705TA (missilel,¥
A24P0EY:ENE fireloopl
475RDEX:BPL fireloop

4780, firehere

4270LDA base:STA missile
4280LDA baset1:STA aissile
+]

429058 fx19

4308LD1 #21

431@.tireloop

43205EC

4170LDA missile:SBC #k48
4I4B5TA nissile

4350004 missiletlzSEC #k1
4T5B5TA missiletl

4370L0Y #B:LDA (missilel,Y
AJBEBME fireok

A330LDA AR:LDY #14

4400, fireloonl

A4105TA (missilel.Y
4420DEY:BME fireloopl
44TRDEX:BPL fireloop

4440, fireok

4450LDY #0:LDA (missile),Y
445B0MP 85

4470BEQ explosion

H4BBRTS \end fire routine
4498, explosion

45@8LDT #sound]l WOD 254
4518L0Y #soundl DIV 254
4520004 47:J5R osword
4530LDY #15

4540, fireloopl

4338LDA explosiondata, Y
A5605TH (missilel,¥
45TRDEY:BPL fireloon?
4380DEC count ‘aliens lef
t

45985E0:CLC \score=score+
12

4400L04 score+lzADC #5:5TH
score+l

4410004 scoresADC #8:5TA s
care

44620CLD

4530LDA #31:J5R oswrch \p
rint score

454BLDA #E1JSR oswrch
4558LDA #28:J5R oswrch
4548LDA score

457BL5R A:LSR A:LSR A:LSR
A

A5BBCLC:ADC #4B:J5R oswrch
449DLDA scorerAND $EAF
A7TRRCLC: ADC #48:J5R oswrch
47T10LDA score+]

§72BLSR A:LSR AsLSR A:LSR

ATIBCLC:ADC #4B8:JSR oswrch
AT4BLDA scoredltAND SLEF
47SBCLC:ADC #48:JMP oswrch
LY

4770, anded

4788CLC

4798LDA base:ADC #8:5TA te
ap

ABRALDA base+l:1ADC BE1STA
teaptl

4B18LDA ¥DILDY #13

4820, landloop!

4B38STA (basel,Y
ABARDEY:BPL landloopl
485ALDY 419

4840, landloopl

487TRSEC

£BOBLDA base:SEC E4BISTA
base

4B90L0A base+1:SEC #k11STA
base+|

A9QBSEC

4910LDA temp:SBC BEIB:STA
temp

A970L0A temp+1:SEC BE1:STA

teapt]

4530LD0Y #7

4948, landloop?
4950LDA basedata,Y:EOR (ba
sel .Y
49505TA (basel ¥
497BLDA basedata+g,Y:EOR |
tenp) Y

{5805TA (teap),Y
499RDEY:BPL 1and]oop?
SPRATIA: PHA
SRLELDY #spund? MOD 254

S828LDY #sound? DIV 238
S878LDA #7:J5R osword

JR4BLDA #18:J5R wait
SBSAPLA: TAY
JnsELDY #7
5870, landloop2
JBBALDA basedata,Y:EOR (ba
sel ¥
JR985TA (base) Y
S1BALDA basedata+8,Y:EOR (
tesp) ¥

S1185TA (temp) Y

S1280EY:BFL landloop?

SITBDEX:ENE landloopl

S148RTS

J15e]

S14BIF joy PROCadval ELSE
[ OPT passi.inkey LDA #129:
LDY B255:JMF osbyte:]

SITONEIT
S1BBENDPROC

5190

S280DEF PROCadval

52180 OPT pass

3220, joystick

SZIMBNE adl

SZ4QTAY:TAY:LDA #12B:J5R o
shyte

SZ58TIAAND #1:RTS

3260, adl

SZTRCHP #1:BNE adZ

SZEATAX:LDY #@:LDA #128:J5
R osbyte

S290TYA: AND #ECBzCNP #B2RT
§

5308, ad?

SIIBLDY #1:LDY #@:LDA 4128
1d5R osbyte

SIZBTYA:AND S:CB:CHP BECAR:
RTS

53381

SIARENDPROC

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

From Page 17

76l

778 DEFPROCdouble(letters
Ja ¥

788 COLOUR2:COLOURIZE

798 7DY=ASC(letters)

BB@ CALL &FFF|

B1@ VDU23,248,0%71,0071,0
72,0072, 0073, 0073, 0074, 007
i

828 VDU23,241,D%75,0075,0
£?6,0176,0077,0077, D178, 017
g

838 PRINTTAB(Y,YICHR$240

B4 PRINTTAB(Y,Y#1)CHRS24
i

850 ENOPROC

85l

B78 DEFPROCqrid

BB8 FOR Xposi=&4 TO 1214
STEP &4

B90 MOVE Xposl,&d

SR8 PLOT29.XposY, 960

910 NEXT

920 FOR Yposi=&4 TO 948 5
TEP &4

230 MOVE &4,Yposd

940 PLOT29,1215,Ypos)

950 NEXT

958 ENDPROC

970 :

%80 DEFPROChorder

590 col$=CHRSIT+CHRSD

1888 holly$=col$+CHRE224
101@ col$=CHR$174CHRS]

1828 berryd=col $+CHRE22S

1030 border$=hollys+herrys

1842 horiz$=STRINES (1R, bor
der$)

1852 PRINTTAB(®, 1) horizs

1848 PRINTTAB(@,3@)horizs;
1078 verté=berry$+CHRE11+C
HR$B+holLy$+CHRSL L +CHREE

IBE® vert$=STRINS$(15, vert
L 3]

1852 PRINTTAE(Q,30Iverts
1122 PRINTTAB(19,30) verts

_ Addfnny EASN:cnmnmnﬁsﬁa ymﬁ BEC "B*
or ELECTRON with this versatile new ROM.

ADDCOMM

+ Rz | GRAPHICS, LOGO GRAPHIC
(’qv:'ﬂ-'ll'\"ﬁ. EUDLKIT GENEHAL FUHPDSE ||

s, |

“ADDCOMM is

rotate your creations,”

mosney oul of the ool kits. ™

“The combina
same chip as extended graphic
“With the addition of ready
commands BBC graphics bee

very el ||_1|||'u,|\|||' phece

would certainly recomemend i1 1 any BASIC programmer, i1 reduces

the need to buy several ROMs ; -.:‘...r|r1||-. almost all one could

wish for™

‘The thing | like most abaat ADDCOMM 15 Ih fact that vou don't

need 1o use those messy 0.8, commands,  YOU Can enter the commands

just like H'ﬁ"\ll stnieme I'\.II_1|'I gram.”

“Marks: 10 out of 10

“Let’s hope other € enpanies can give us such good value for money!*
Rn.nu d 'L'Il'i’l[ AN . TUBELINK"

“ln addition to the 31 HJ.\H progs |||r|||g|_|l: lities the FPROM

provides some useful enhanced graphics facilities, inc luding circle and

ellipse drawing comm ||1-|-. colour Flls and u'r||!r|.11'|,|~. s scale and

"The ADDCOMM from Yine Micros s probably the e est value f

“My oun preference ks the ADDCOMM
Frivm TOOLKIT review, -\('UH'\I SER, Oct, 984

on OF a varsety of basic toolkit rype wril itie: 1 the
CANTIIN AN
pie ROIT ".Tl |I'|| TRAMNS|ncate
e childs play.”

Reviewed “MIC F:I"J| SER™

of frmware and |

ds is very usefil,'

O 1954

=

BEBC "B' 0.51.10
[BASIC 1 or 2]

ELECTRON with
ROM bosrd

£28 (incl. VAT and Post)

Or sand i!lmp Hn u-r-ll-d Br&:hur-

A '\’vmi MICROS, MARSHBORDUGH,
"’M Prne Hr. SAMDWICH, KENT

CT13 opPg

ECTROMN USER ypary 1985

1118 ENDPROC

1120 ;

1138 DATA 53.8,592,624,73,
12,576, 648,73, 4,548, 648,73,
8,568, 656,89,8,552, 664,81, 1
2,544,472,73,4,536, 668,81, 8
vaué,688@,89,8,528,688,73,12
,528,688,73,4,520, 696, 89,8,
520,496, 181,8,512, 784, 189, 2
4,512,784, 125,8

1148 DATA 512,784,181,12,5
12,784,89,4,504,712,89,8, 50
4,712,73,8,504,712,81,12,50
4,712,73,4,49,728,81,8, 49
,720,89,8,496,720,73,12, 495
JT20,61,4,496,720, 61,8, 456,
720,53,8,456,720,73, 24,49,
720,109,8,436,720

{15@ DATA 101,12,495,770,B
9,4,480,734,89,8,480, 736, 73
\6,489,734,81,12, 460,738, 73
4,496,728,81,8,49, 720, 189
8,512,704, 101,112,512, 784, 8
9,4,528, 488, 69,8,528, 668, 18

1,B

1168 DATA 336,480,109,24.5
44,672,121,8,568,654, 181,12
va76, 548, BY 4,592,624, 87,8,
392,624,73,8,480,4624,81,12,
544, 656,73,4,552,472,81,8,4
24,688,894 ,456,704,81 4,47
2,728,73,12,6B6,736,61,4,70
4,752,61,8,728,77,53,8,752
,082,73,24

1178 DATA B,@,8,8

1168

1198 DEFPROCerror

128@ IF ERR=17 THEM END

1218 vou22,4

1228 REPORT:ERINT® at line

"1ERL

1238 ENDPROC

This listing is included in
this month's cassetie
tape offer. See order
form an Page 47.
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8BC A&l ELECTRG,,

LEAVE REALITY BEHIND YOU WITH ...

MP ADVENTURE GAMES

A new range of REAL-TIME ADVENTURES we believe the most advanced
available for the BBC & Electron: intelligent characters that will move around
independently, multiple command stalaments, advanced lext compression
methods allow even more delail.

***NEW*** SADIM CASTLE It is said that those who enter the haunted esfate of
Sadim Castle do not return! Long ago tragedy struck here and since then many
people have died in mysterious circumnstances. Can you uncover the secret and
break a terrible curse!!

sespMEW**" VALLEY OF THE KINGS Far away across the desert he the lost
pyramids of Kagulud, rumoured 1o contain fabulous freasure and a legendry
golden mask, The pyramids may now have been discovered although strange
happenings have caused the archaeglogists to abanden their camp Your task is to
find the golden mask.

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

Our original and popular text adventures are also available: FIRIENWOOD,
WOODLAND TERROR, BLUE DRAGON, SURVIVOR. Flease sand lor full details.

Test Adventure Prices: £7 50 (Cass| £10.50 iDoci incluging VAT & poscepe weih UK State which maching when

orderng

§ Dealer enguings weliome

MP SOFTWARELTD.

165 Spital Road, Bromborough, Merseyside L62 2AE.
Tel: 051-334 3472

£9.85

ELE{?LHC?ST*{.EBE;ET:E' . QU A L—s 0 FT linc. VAT and p.p.)

There is one fault though. | am going te lose a lot of sfeep over it, 175 50 addictive”, Steven Wiserman
f Liverpoo

Many thanks for the fantastic game. As soon as | recerved 1L, [herg was no siopping untif the end af
the season’. J. Hoolay of Twickenham

This /s by far the best game 've found for the ELECTRON", P. Wright of Swansea

“SOCCER SUPREMO”

NOT SO MUCH A GAME, MORE A WAY OF LIFE!

the weaknesses, IE's 2

LE R 3 D
51

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

4-4-2 4-3-3 and 4-2-4 team formation am selection by names. (enter initials)

In match tactical adjustments lome/c y bias, opposition tactical play
Opposition skills related 1o League record Tactical substiutions

22 MAN, FULLPITCH, FULL MATCH GRAPHICS SIMULATION

And many more features, but will take a full page advert if we are 10 continue That'll be O.K. Ad. Man]

—------—---“_-----------___---

] | Piease supply a copy
The game will be posted on the I E-utAEUEOFT I of SOCCER SUPREMO. I L e b s
same day as the receipt of | EORt. g I | enclose a cheque, Address: .....cooceinnn .
order. ACCESS telephone 1 18, Hazlemere Rd., | postal order, ACCESS
suthorisations should take no | Stevenage, I card authorisation for
maore than two days to arrive. | Herts. SG2 8RX 1 £9.95
| Tel: (0438) 721936 | .

- —




SCORBY SOFT
EDUCATIONAL ELECTRON SOFTWARE

FUN MATHS

Ages 6-13
Two packages that have been designed by teachers and written by
professionals to greatly improve the mental number work of their
pupils, These full-graphics programs are great fun 1o use and have

proved very successful in speeding-up logical thought and mental

arithmatic

1. SOUARE PUZZLES (4 programs) £6
2. INVADER MATHS (2 programs) £4
(Buy both for £8.50)

SNAIL £6.50
A turtle-graphics language written especially for the Electron
Mast primary and secondary schools use LOGO or turtle-graphics
programs &s an impaortant part of their mathematics and ganeral
computing courses, This program enables you and your children to
gain exira confidence in this type of language which is also an ideal
introduction to ideas of structured programming

INFORMATION HANDLING £11.50
A two-cassette package of programs and data-bases to introduce
you to the word of Information Technaology. Use large data-bases
craate and use cassette files, produce your own electroni
dictionary. Features historical population survey with full
instructions an how 1o computerise similar informatian for YL
awn area. The full documentation of all programs make this
:Ju-.'har_.]:-! an ideal way ta learn about this very important aspaect of
computer use

PRINT-AND-PLOT PAD £2.00
A pad of B0 sheets of grids to allow the easy planning of screen
layouts. Text and graphics layout can be combined an a single
sheat. Each sheet also includes user defined-graphics grids

f.".lt‘;,ll.-'-l’.'.'p' [ i 7]
Scorby Software, 27 Scalby Avenue,
Scarborough YO12 6HW

"STRIPPER II

The professional tape back-up program for the Electron
This is a totally new and updated version of the
best-seller, Stripper |, which has been selling for owver a
year for use on the BBC Micro. Mow. due to popular
demand, available on the Electron also,

As Stripper 1l will duplicate all your commercial
software we must insist on parsanal use only, please

Just send £4 inc. chegue or P.O. ta receive Stripper i b ¥
refurn post, Educational praers welcome

Orders o

Aggressive Software, 14 Elmore Road,
Sheffiald 510 1BY,

ADVERTISERS INDEX

Aggressive Software 60

Bit Twiddlers 60
Brother 2
Bud Computers 16
Comsaoft 43
D.P. Publications 26
Peter Donn 60
Epic Software 24
First Byte 50
Golemn Lid. 43
Highlight Software 58
Kosmos 54
Logic 3 4
M.P. Software 59
Modular Resources 42
Micropower 39, 64
Midd Valley Micros 22
Qualsoft 59
Scorby Software 60
Shards Software 30
Shiva 54
Skywave Software 26
S5.0. Software G0
Software Invasion 18
Squirrel Soft 54
Superior Software 51,63
Vime Micros b8

Valtmace

LATEST SOFTWARE AT DISCOUNT PRICES
SELL BACK OPTION WITH 50% REFUND
OF PURCHASE PRICE WITHIN ONE
MONTH

Selection of slightly used software always available
at even greater savings,

All programs are guaranteed originals.
Write or phone for our stock lists: Which includes
details of a special offer and a further discount on

your arder.

S5.0.50FTWARE
13 Edge Avenue, Grimsby, South Humberside
DN33 2DD.
Telephone: (0472) 751444, 24 hour Answer Service

If you already own the popular games of ‘CHUCKIE EGG'*,
‘KILLER GORILLA" or ‘"MONSTERS" £F then our

UPGRADES
“CHUKEE"
will provide 3 Speeds, B New Screens, Vanable Extended
Jump and Select Start Level (1-41)

DESIGN YOUROWN SCREENS!!
CHILLAT

will provide upto 15 Levels of Play, Variable Extended
Jump, Extra Lives. Practice Modes and Pause

"MONSTAS" )
will provide 4 Skill Levels Variable Extended Jump,

Conveyor Belt Effects, User Defined Keys, Configurabie

Monsters Extra Lives and Pause.

ARl programs avadable for BAC or Electran, State Machine, £3.25

each. & or 3 an oneé cassefte £5.00 or £7.00 by return post first olass
BITTWIDDLERS

Dept, EU1Y, 158 Church End, Harlow, Exsex CM 15 5PF.
* & 4k are rragdemarks of 4 &F Software and Acornsalt
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ELECTRON ‘IMAGE' V. 2.
THE ULTIMATE TAPE BACK-UP COPIER

Thisback-up copier simply mus? Bae th DEST pround, copimg vkl

| = 0 programs codes] in hie name

* s of any length & COpiER

# 300 and 1200 Baud iiresses

& Standard files * Continuous streams of Binary

data
# Can lock and unlock programs

| MAGE s written in 100 nachifie codo, and & offered o vou an ar
| absolutely amazing £4.80

Toy rocaeive Wour copy super-lase, gaemd cheque or PO 1

PETER DONMN, DEPT (EU), 33 LITTLE GAYNES LANE,
UPMINSTER, ESSEX AM14 2JR

'IMAGE” is also availabla on the BEC Micro




Micro Messages

I HAVE been experiencing
difficuity foading some com-
mercial software. If the loader
for the main program changed
fo Mode T or Mode 2, then the
main program just wowld not
load.

As this has only happened
in the last month or so f
thought it was the Electron
becoming unreliable in fts ofd
age (nine months).

A friend with an Electron
was aiso having probilfems, and
SOmeone came up to me at the
Manchester Electron and 88C
Micro Show complaining that
a program he had bought
wiould not foad.

Something Mike Cook said
made me realise what was
happening and how fo solve
the problerm.

The common factor was
that we alff had Plus 15 In
Mode T or 2 the Electron runs
at approximately half the
speed of the BEC and thizs is
onfy just fast enough to read
the tape,

When the Plus T is added
the Electron slows down even
further due to the analogue to
digital converter having to be
read and other housekeeping
tasks refated to the Plus 1.

It is now too slow fo read
each data item as it goes past
on the tape and the program
will not lpad. A long list of
Data? error messages are
printed on the screen.

The solution is to speed up
the Electron. One way would
be to disconnect the Plus 1.
This is rather inconvenient as
all the leads must be removed,
thae Electron turned over, the
Plus 1 unscrewed and pulled
out, the Electron turned the
right way and the leads
plugged back in.

A simpler method (s to furn
off the ADC channels with
*EX16.0. The resulting saving
in processing time /s sufficient
to allow the Electron to read
gach data itemn, store it and be
ready for the next. Programs
will now load in Mode 1 or 2,

This method is not without
prablems though as *FXT16,0
disables the joysticks.

A piece of software | have
for review ar the moment will
not load unless this command
is executed, but the program

‘FX16,0 helps cure
those loading problems

has a joystick option which
assumes that the joysticks are
on — the default condition.

So if the joysticks are on |
can't load the program, and if
switch the foysticks off | can
load the program but can't use
it ag it will not respond 1o the
Joysticks,

I you are a user having
problems with a program
which loads in Mode T or 2 try
*FX16.0 to speed up the
Electron.

it you are a programmer
then you can't assume that the
joysticks are opn, 50 please
enabie them with "FXT16.4. -
Roland Waddilove,
Widnas.

‘Borrowed’
software

! SUGGEST that you might
ifnvite your readers to assist
owners of Electrons by com-
piling a list of those items of
88C Micro software which run
on the Efectron,

Many such titles will
apparently run as they are,
while others need only alter-
ations to a title page. 4 regular
reference list of such witles
would be very helpful, — Miss
D. Hillage, Sennen, Pen-
zance.

@® A good point Miss Hillage,
which we'll pass to the Micro
Messages Experts Forum (our
readers), If any of you have run

BBC Micro programs on the
Electron please let us know.

Easy way
to switch

HAVING read Noise & Music
by Migel Peters in the Qctober
issue of Efectron User, | would
like to reply to his guestion:
“Has any enterprising person
attached an on/off switch to
their Efectron”.

There /s always an easy and
a hard way about things, so !
opted far the easy one.

Al vou need is a wall socket
with g switch on it, a fength of
threg core cable and a normal
plug.

Wire up the plug with the
fength of wire and the other
end into the back of the socker.

Then plug the Electron’s
adapter (power supply socket)
into the socket, plug the
normal plug ifnto another
sackel somewhare (which

WHAT would you like to
see in future issues of
Elactron User?

What tips have you
picked up that could
help other readers?

Now’'s here is your
epportunity to share
your experiences.

Remember that theze
are the pages that you
write yourselves. So

tear yourself away from
your Efectron keyboard
and drop us a line.

The address is:

Micro Messages
Elactron User
Euvropa House
68 Chester Road
Hazrel Grove
Stochport

SK7 5NY.

needn’t be removed] and just
use the switch on the socket
as a power switch for the
Electron. — E. Wilson, Park-
gate, South Wirral.

Lost, one
acorn

I HAVE just been bought an
Acorn Electron and when |
press the Break key the little
picture of the Acorn goes. Can
you felf me why it does this? -
C.J. Oram, Chelmsford,
Essex.
@ A first we suspected that
Merlin might have something
to do with it, but the answer is
somewhat different and con-
cerns "hard” and “soft” resets.
When you just press the
Broak key by itself you get a
soft reset, which clears the
screen and empties the
memory but doesn't affect
things like the function keys.
When you press Ctrl and
the Break key at the same time
you get a hard reset, which
does affect, among other
things, the function keys, and
gives you your Acorn again.

Printer
problems

I OWN an Electron with Plus T
interface and have recently
bought an Alphacom 81 1o
complement the compuler.
Althaugh the printer is very
good and will serve my needs |
have one sfight problem.
When the printer has prin-
ted 80 characters [buffer max)
it then starts to skip many of
the characters that follow as if
it is having trouble keeping up
although | do believe it is
printing at the correct speed.
Possibly the problem lies
within the buffer, because |
can control the printout by
using the Shift-Cirl keys,

»
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allewing the printer to print
onfy approx 80 characters at a
tirme,

Can you advise me of any
special code that | can elf the
computer in order fo aid the
printer? — Mr D.W. Bartlett,
RAF Abingdon, Oxon.

* W W

HELP! | recently bought a Plus
I expansion unil and a Siver
Reed daisy wheel printer,
model EXF 500.

I am experiencing great
difficulty in altering the printer
characteristics and do nol
understand how to implement
the ESC codes within a
program.

The printer manual is far
from explicit, and | would be
obfiged if you cowld give me
FOME BSEISCANCE OF rECOm-
mend a publication which may
help.

I am & novice programmaer,
50 things need to be explained
in simpfe terms. — J. Platt,
Bradford, W. Yorks.
® The trouble with gueries
about specific printers is that
unless you've used that printer
you can't answer the queries,

Here at Electron Userwe've
had experience of using Kaga,
Epson and Brother printers,
but no others.

Could our readers help?
Which printers have you used
with the Electron, and have
you had any problems?

Slowcoach
cassettes

{ HAVE just been given a
cassette of games for the BEC
Micro and loaded them into
my daughter’s Efectron, where
they appear to run very slowly,

Is there any way to modify
the programs or instruct the
computer (o speed things up?
Being a complete computer
novice | need help. - John
Mcintoesh, Glasgow.
® The short answer is that
BBC programs will run more
slowly on the Electron
because of the way that it is
designed.

Programs can be speeded
up using wvarious technigues
(take a look at appendix E of

Micro Messa
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Oh Brother, I'm in the dumps

TaoAY ! received my Decem-
ber copy of your excelfent
magazine and after devouring
all information contained
therein, fast page ""Oh
Brother” in Micro Messages, |
nearly fell out of my chair! To
say I have the same
experience as Ben Still is an
understatement.

Having taken early retire-
ment after 40 years in
industry, to whife away my
rermnaining yearsl! looked round
for something to do on these
fang winter nights, and inves-
ting in @ computer was the
ideal solution.

Not wishing only for games
etc. the Efectron with all its
extension facilities would give
me what | wanted for domes-
I use,

I duly purchased a maching

or-d

Thoere

in August and was infarmed all
! needed was a cable o
connect a printer, Imagine my
surprise — for & further £56.90
plus a ribbon cable, | had a
Plus 1 ready for the next stage.

An advert in yvour magazine
iffustrated the Brother HR-5
connected to the Plus 1, and
thiz was dufy purchased. Then
the fun started . . .

! eventually printed all my
fistings by the yard = better
than sficed bread — and from
the samples enclosed the
various print styles, but no
screen dump or graphics

! telephoned Brather. They
s8id it was up to the computer
manufacturer to supgply the
program,

I relephaned 0223 210711
Acorn Computers, and @ gen-
Heman informed me that as |

had paid my money and taken
my choice, hard luck. He did
nal want to know about my
troubies.

I cowld have foreseen the
ahove no way wowld [ have
invested in the Electron
system, as ! am now stuck
with it and after every enguiry !
make for & screan I'm left with
a biank wall

Waould vou please forward
my name and stamp to Ben
Sttt for any information he
may obtain, that { may
eventually screen dump. -
Ken Davies, Stourbridge,
West Midlands.

® Don't hold your breath, but
one of our tame hacks has
promised us a printer dump for
the Brother. As soon as we
hawve it it'll go in the magazine.

rocessSsor
Ideal for wr:tlng
letters and

repPpor-ts,
i =& oon=tant

the excellant User Guide) but
novices might find them a little
difficult,

No volume
control

PLEASE could you show me
how to adjust the volume on
the Electron.

I've tried everything from
S50UND 1,-15,50,5 to
SQUND I.-1.50.5 and the
volume will nat change.

Is it just because you
cannot do it on the Electron?
Or is it just my machine? —
Matthew Hicks, aged 12,
Woeybridge, Surrey.
® We're afraid that it's just
not possible to adjust the

volume of the sound on the
Electron. No matter what tha
volume parameter is, from —1
to —156, the note is played at
the same loudness lavel,

And if you ask why the
Electron allows all these dif-
ferent walues, the answer is
that it's to ensure com-
patibility with the BEC Micro.

More
from Merlin

f'M wishing to second David
Thempson's proposal in Micra
Messages for a requiar feature
on adventures.

I'm svre Merlin is a
charming persen, and no
doubt has an enchanting time

when he pops out for these
spelis, but please tell him we
need him,

As for Twin Kingdom
Valley. I can’t get anywhers
with it, so | couwld sure use
some lips.

I keep gefting bonked on
the head by the gorilia. It's
infuriating to have lo re-lpad
the program every fime [ get
deaded, which happens with
sickening regularity.

Come on Merfin — aff we
adventurers are waiting on
vour wisdom with baited
breath, — Katy King, Hemel
Hempstead, Herts,
® We all agree that it's a
wizard idea and, from next
maonth, our -resident spell-
binder will start a more-or-less
regular column.
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THE BEST BBC MICRO SOFTWARE ACORN

* PRODUCED BY AN INDEPENDENT SOFTWARE HOUSE * _ELECTRON

* TOP QUALITY MACHINE-CODE PROGRAMS * | H?:l::ﬂ

A highly-oddictive multi-stoge 30 roce gome. You steer
yout cor left and nght, occelerote ond decelerote os the
opposing cars weove about the rood, There are five
dhifferent stoges including night, snow, desert ond
riverside scenes. To qualify for the next stoge, you must
finish i the top twelve., Incredible |,_|'|-|-.H s v the
mpression thot you really are taking part in the roce
High I TECOMIMmEn lecl o destined to become onother
top-selier for Supenior Softwaore

_MICRO AND

¢ ACORN ELECTRON.

£7.95

"l:ldt. Stu'? :;l"‘l'l'le in which you toke the role of o
of gold from the bonk. A paliceman s after you
hE is r,"_.h to jump at 'YlL. or squat down and try to hit you with his truncheon.
You must also keep clear of the Flg_u"l.:| police cones and floal iting dusthin lids,
Thard are three foscinating screans of action incuding ploy streats with
bouncing balls, one-woy streets, conveyor belts, traffic lights ond palice-boxes.
A novel and amusing gome

SUPERIORSOFTWARE LTD.
Dept. €U12, Regent House,

55 post

Skinner Lane, Leeds 7 it el vent ot an ore ol 61000 returnuou
Tel: 0532 459453 B ) S S




FROM BRITAIN'S LEADING
« SOFTWARE HQUSE! | -
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