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Outstanding
efforts

HOOSING the best 20 listings
' from the many which readers

sent for this issue of Acorn
Programs has not been an easy task.
Your efforts have produced some out-
standing results and therefore we are
publishing the first of what we hope
will be many Star Programs, worth a
double fee of £30 to the author. Our
Star Program for this issue is Ghost
Hunter, a chilling and professionally-
designed game by Paul Williams of
Bury, Lancs — page 30.

We have also, once again, expanded
the editorial content to provide all the
software and programming advice you
need. Besides our usual three pages of
software reviews, there is an in-depth
appraisal of the latest releases from
Acornsoft and more advice on your
programming queries from our Hotline
expert. Bruce Smith has read some new
books and Jeremy Richards goes back to
basics in the start of a series on pro-
gramming your BBC or Electron.

We still need your programs, so keep
sending them — on disc or cassette with
a brief explanation of what each one
does and for which machine it is intend-
ed. Obviously we cannot print all the
work you send and we will return any
cassettes we do not plan to use, pro-
vided they are accompanied by a SAE.

As usual, all our listings have been
made from working copies of the pro-
grams and all will run on the BBC B,
even if written for the Electron.
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“THE BEST AND FASTEST SERVICE
ON THE SOFTWARE MARKET”

(B. Strasser, Jordan)

CONFUSED by the growing choice of BBC programs? We can help. We've played hundreds to choose the best (like the ones on this page.) Details
in our catalogue - free with your order. It's the only catalogue to give details of the best, omit the rest and quote all the reviews. All programs work

with keyboard control or joystix as shown. All programs FOR 32K BBC.

WE TRY TO SEND YOUR PROGRAMS THE SAME DAY WE GET YOUR ORDER. Access/Visa card holders phone 01-789 8546, 24hrs, from
any country where your own laws allow this. All games in stock - and tested by us - BEFORE we advertise them! Try us and see ...
Of course, we have the classics like THE HOBBIT (text only) £14.95 and PIMANIA (win £6,000!) £10.00 and the 747 FLIGHT SIMULATOR (*the

best”) £8.95. But we also have, among others ...

S PITFI RE A new flight simulator with two differences: first, the controls
are different because the plane is old; second, you can learn
aerobatics - not just flying! Your instrument panel is copied from the Mark XIV Spitfire. 20
control keys and the cursors for your joystick. Clear, big instruments. Learn turning, banking,
stalling, spinning, looping - and landing before the fuel runs out. Very convincing engine noise
varies with your engine speed! Needs skill and concentration. NO STIX. (Alligata) £7.95
BLAGG E Brand-new 20 SCREEN fully animated graphic game. (It's
quite a lot like M*N*C M*N*R, actually.) Beautiful graphics,
the screen is alive with movement as you try to collect keys to the safes. Each of the 20 screens

is a different puzzle, with a different solution. Will your burglar make it2 You'll certainly
make him try for weeks! NO STIX. (Alligata) £7.95

PETTIGREW’S DIARY 727
graphic + text adventure.

Each chapter loads separately and you must finish each to reach the next! Can you unravel

the secrets of the diary in the Burning Farmhouse (what must you rescue? How?) in London

Frolics (realtime text adventure; collect information, not objects) and in European Trek

(8 separate challenges!). The most challenging adventure we've met recently - and varied

enough to keep you interested. NO STIX. (Shards) £7.95

Go RF For children of all ages, the bargain of the year! Four arcade games
linked together on one tape for one price! - and with very pretty, fast-
moving graphics (+ Hall of Fame). Fight your way through SPACE INVADERS, LASER ATTACK,

FIREBIRD and MOTHERSHIP. It's very hard to get bored - or to remember the right technique
for each game! STIX OK. (Dr SOFT) £7.95

Fo RTRESS Too new for reviews, this ‘ZAXXON' -type game works
beautifully on your Beeb. As Pace say ... the Fortress awaits
you. It is a classic computer game, in a smashing 3D graphic form. All the features you would
expect, plus a Hall of Fame. Fast and furious. STIX OK. (Pace) £8.95
P oo A very realistic simulation in this game for two players. (With very good
Scott Joplin music, tool) You can play solo to perfect your technique.
Excellent and smooth hi-res colour graphics make the full-screen table a pleasure to play on.

You control the cue angle and strength of shot and can get it down to a fine art. Choose the
frames to play, too. Great display: very satisfying program. NO STIX. (Dynabyte) £7.95
"“Some of the most intriguing puzzles I've

Lo RDS o F TIM come across ... not to be missed’'. (Home

CompWkly) “Executed with wonderful style ... highly recommended". (PopCompWkly)

In this text-puzzle adventure you must collect 9 objects, each marked with an hourglass, from
different timezones - from the Ice Age to the Space Age. 200+ locations, 750 messages, 80
objects, vocabulary over 200 words. Beautifully written and more sophisticated than ever.

NO STIX (Level 9) £9.90

P I N BA L L A RCA D E “As professional a piece of software
as you are likely to find ... the
graphics are exceptionally good' (C&V Games) DESIGN YOUR OWN PINBALL TABLES!
One example is included, but the fun is designing, playing and saving your own. You can add
or take away or move 38 different features - springs, wires, flashing lights, bumpers. Alter their

scores, their bounce. Alter the flippers, even tilt the table. Change just about everything,
quickly and easily. Then play with the results. Be your own Pinball Wizard.

NO STIX. (Kansas) £9.90
BI RD I E BARRAG “Very little to fault ... well-presented,
and as accurate as you're going to
get'. (PersCompNews) The best golf game we've seen for the Beeb. Acorn Park Golf Course
has 18 hotes, 72 par. You have a full bag of clubs and full screen graphics to play with. Set
direction and power of each shot very accurately - and watch your ball in flight. Special
detailed display when you reach the green. Wind strength, direction, changes between
holes. NO STIX. (Computasolve) £7.95

TWIN KINGDOM VALLEY ==,

classic ... an involved and difficult adventure ... the excellent graphics add to the enjoyment "’
(MicroAdventurer) Not only a great adventure, but all 175 locations are drawn in hi-res
graphics - and some of the beautiful drawings contain clues. 36 commands: realtime adventure
with 6 control options. Rapidly becoming OUR BEST-SELLER! NO STIX. (Bug-Byte) £9.50

SOFTWARE SUPERMARKET

VISA/ACCESS: CALL 01-789 8546 (24 hrs)
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CYLO N ATTAC “Stands head and shoulders above the

rest’” (Acorn User) “Excellent ... the
standard by which other games will be judged’’ (Micro User). A superb program with excellent
graphics” (CompChoice) You will really believe you are launching from and docking with a
mother ship: you will see and feel you are refuelling: you will know exactly when you can kill
the enemy. UNIQUE 50-PLACE HI-SCORE TABLE CAN BE SAVED. Great. And 3D, of course.
STIX OK. (A & F) £7.90

TR E N c H “It's very hard even at skill level one ... a challenge to your skills”
(A&B Comp) "Manna from heaven'' (PersCompNews). One of
the most exciting games we 've ever played. Fly your Beeb X-wing Fighter down the 3D Trench

towards the Death Star-style target, dodging the tie-fighters as they attack. 9 skill levels:
sensational graphics: one of our best sellers. STIX OK. (Virgin) £7.95

SPRING SUPER SAVERS!

All of these programs have starred in our BBC catalogues

THE HOBBIT (Melbourne) NOW £11.95  SAVE £3.00
DOGFIGHT (Opus) NOW £ 7.95  SAVE £2.00
MATHS INVADERS NOW £ 595  SAVE £2.00
CYBERTRON MISSION (P.Power) NOW £ 6.45 SAVE £1.50
ALIEN INTRUDER (Superior) NOW £ 595  SAVE £2.00
DANGER UXB (P.Power) NOW £ 595  SAVE £2.00
FELIX IN THE FACTORY (P.Power) NOW £ 595  SAVE £2.00
LUNAR RESCUE (Alligata) NOW £ 595  SAVE £2.00
MICROBE (Virgin) NOW £ 595  SAVE £2.00
ROAD RUNNER (Superior) NOW £ 595  SAVE £2.00

ONE PROGRAM FREE!

If your order from this ad comes to £25 or more excluding p & p, tell us which of the above 10
games you would like - absolutely free! (Outside UK, please add appropriate p & p for your
free game.)

To: SOFTWARE SUPERMARKET, 87 Howards Lane London SW15 6NU.

I If you do not want to cut this magazine, write your order out carefully on plain paper

and quote this number AP3
I own a 32K BBC computer [ enclose a cheque/PO made payable to
Software Supermarket OR Charge my VISA/ACCESS/EUROCARD/

o DR R T

Signature

Please write clearly If we can't read it, you won't get it
Name

Address

Postcode
Phone, if any, in case of query

PROGRAM NAME Price

POSTAGE UK Add 55p only per order U 55{‘

AND EUROPE Add 55p for eachprogram | £
PACKING

OUTSIDE EUROPE Add f1 foreach - program airmaiu £

OUTSIDE EUROPE, ADD £1T0 TOTAL
FOR REGISTERED MAIL TOTAL |t

e e e ]



Acorn in business with
the ZX-80 processor

ACORN is bidding strongly
for the small business market
with the launch of its long-
promised Z-80 second proces-
sor. The £299 expansion unit
upgrades the BBC micro into
a full CP/M-based business
system and is accompanied
by a range of applications
programs.

“Our dual processor de-
sign offers a speed and per-
formance better than most
conventional business sys-
tems,”’ claims Acorn market-
ing manager Tom Hohenberg.

The Z-80 second processor
comprises a ‘C’ chip running
at 6MHz and 64K of RAM.
It uses the BBC Tube inter-
face to exchange data at high
speed with the existing 6503

Award for
innovation

ACORN COMPUTERS
won the Queen’s Award for
Technological Achievement
for its BBC micro.

The Award pays special
tribute to the advanced de-
sign and commends Acorn
for ‘“the development of a
microcomputer system with
many innovative features.”
Chris Curry, managing direc-
tor of Acorn Computers,
comments:

“We have aimed consis-
tently to design computers
which have set technological
standards instead of merely
meeting a price. Our ap-
proach is vindicated both by
the Award and by the fact
that two years since it was
launched, the BBC micro is
still the most advanced com-
puter of its kind.”

The Award helps Acorn to
refute criticisms from such as
Sir Clive Sinclair, who has
threatened to supplant the
BBC micro in education with
his own QL, and those who
say that the design of the
BBC is now out-moded.

The BBC still vastly out-
numbers other computers in
schools.

processor. The dual oper-
ation has the Z-80 handling
the application program
while the host BBC micro
concentrates on input/output,
screen graphics and system
routines.

The free software supplied
to the buyer with the expan-

sions #unit’ ‘includes: the
GSX-80 graphics system
compatible with all the

Acorn managing director Chris Curry, centre,

CP/M family of operating
systems; a disc-based word
processor; a filing system and
mailing facility; a spreadsheet
program; and an integrated
accounting system.

Acorn says demand for the
new system is high and that it
is working towards the end of
a large backlog of orders re-
ceived before the processor
was launched.

ooks on while For-
mula 3 driver David Hunt prepares to take P Bushby of March,
Cambridgeshire, round the track at an Acorn-sponsored European
Raceday at Silverstone. The ride was part of Bushby’s prize for
winning a cartoon-captioning competition in the Daily Express.

Micros at
two major
shows

ROBOTICS, education and a
users’ clinic will be among
the highlights of the second
official Acorn User Exhibi-
tion at London’s Olympia
from August 16-19.

The exhibition will be
open from 10am to 8pm each
day. Tickets cost £3 for
adults, £2 for children under
16. There is £1 reduction for
tickets ordered in advance
from the organisers, Com-
puter Marketplace (Exhibi-
tions) Ltd, 20 Orange Street,
London WC2H 7ED.

High Technology
Computers in Education is
the theme of another major
exhibition, organised by the
same company, to be held at
London’s Barbican Centre
from January 24-26, 1985.
Exhibits will include com-
puter hardware and software,
as well as robotics, lasers, vid-
eo and teaching aids. Teach-
ers, lecturers: and local
government officials from all
over the country will be invit-
ed to the show.

x
and

First add-on for Electron

ELECTRON owners can
now run printers, joysticks
and software cartridges from
their machines with the Plus-
1, one of a recent spate of
add-ons from Acorn.

Selling at £59.90, the Plus-
1 adds a Centronics-compati-
ble' printer interface, . a
joystick analogue port and
two slots for ROM cartridge
software.

Six new cartridges have al-
ready been released by
Acornsoft for the Electron
Plus-1 system, including
Snapper, Starship Com-
mand, Hopper and the arti-
ficial intelligence pro-
gramming language Lisp.
Cartridges cost £14.95, ex-
cept for Lisp, which retails at
£39.95.

“We expect demand for
the unit to be good and we
are manufacturing it in large
quantities,” says an Acorn

spokesman. Acorn has also
announced an  interface
which links the BBC micro to
the viewdata services run by
British Telecom.

The £113.85 adaptor links
into the telephone network
and allows users to access the
business and consumer infor-
mation published by Prestel
and to use the Micronet 800

tele-software service. They
can also send and receive
electronic mail via Telecom
Gold.

The adaptor is available by
mail order only from Vector
Marketing, London Road,
Dennington Estate, Welling-
borough, Northamptonshire
NNS8 2RL.

BBC B TOP TEN

Position Title Company
1 Aviator Acornsoft
2 Fortress Pace Software
3 Jet Power Jack Micro Power
4 Overdrive Superior Software
5 Ghouls Micro Power
6 Battle Tank Superior Software
7i JCB Digger Acornsoft
8 Danger UXB Micro Power
9 Snooker Acornsoft
10 The Mine Program Power

Figures supplied by W H Smith
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peech Synthesizer
for the BBC Computer

Price includes V.A.T.,
Postage and Packing
Delivery normally 14 days
Export orders at no extra cost
ealer shguines welcome
Send cheque/PO now to

® Totally unlimited vocabulary is now possible
with the revolutionary “SWEET TALKER” Speech
Synthesizer for the B.B.C. A or B Microcomputer,
any series.

® The CHEETAH “SWEET TALKER” simply plugs
into speech socket IC99 within the computer.
No soldering, no cutting of tracks, no headaches.

® Based on an allophone system you can easily
program any word, sentence or phrase and
Incorporate speech into your software games.

® Fully tested and guaranteed. Complete with
demonstration cassette and full instructions.

Cheetah, products available from branches of

% WHSMITH @ 2n¢ Rumbelows

Cheetah Marketing Ltd, 24 Ray Street,
London ECIR3DJ. Tel:01833 4909.
Telex:8954958.
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OTLINE last month inspired
Hmany of you to write about

your Acorn machines. A num-
ber of queries concerned the use of the
operating system calls, the various ex-
pansion ports of the BBC and options
for the Electron.

The operating system of both the
BBC and the Electron is the most soph-
isticated among home computers and
many aids have been included to help
the programmer. The subject which
raises many queries, and also hints, is
the use of *FX commands. FX calls are
a means of enabling the user to control a
range of effects in the computer without
resorting to complicated assembler lan-
guage routines.

C Johnson of Leicester sent a tip for
turning-off the sound of Acorn ma-
chines, something which can be useful
when the arcade games are keeping the
rest of the family awake at night. Unfor-
tunately the tip is slightly incorrect,
due, I am sure, to a typing error. John-
son suggests using *FX201,3 to disable
the sound output. *FX201,3 disables
the keyboard, meaning that the machine
will not respond to any key on the
keyboard except the break key. To re-
enable the keyboard the break key has to
be pressed.

The command to turn off sound is
*FX210,1. Any number greater than 0
will turn off the sound. To re-enable
sound, either press the break key or
type *FX210,0. Therefore if you are
running software which utilises the
sound capabilities of the BBC and Elec-
tron, typing the *FX command will
stop any sound effects. That should
work in most cases unless the software
uses in the program initialisation
*FX210,0 to enable sound.

I have been asked about expansion
options for the Electron. As you have
probably seen advertised, there are now
a few expansion units for the Elk and
Acorn is releasing its first add-on, the
Plus-1. The expansion box connects to
the Electron via the edge connector on
the rear of the machine. It contains a
parallel printer port and a joystick inter-
face. To complete the unit two ROM

Expanding the
possibilities of the
BBC and Electron

Jeremy Richards discusses your
latest hints and queries

cartridge sockets enable the user to buy
software in cartridge form.

The advantage of cartridge software
is that by plugging-in a program is
available in much less loading time but
the cost is likely to be greater than that
of tape software.

While on the subject of expansion
options, another source of mystery to
some is the RS423 port at the back of
the BBC. It seems not everyone is
acquainted with it and what it does.
The RS423 is a serial interface and can
have a variety of uses. The most com-
mon are controlling serial printers and
communicating with other machines.

In the case of the latter a prime
example is accessing telecommunica-
tions systems such as Prestel or British
Telecom Gold. By connecting either an
acoustic coupler or modem to the
RS423 port, the BBC can then com-
municate with mainframe computers,
by a telephone line, to send and receive
information. That leads neatly to the
other form of communications device,
the teletext adaptor. Those who already
have a teletext receiver on a television
set and would like to use it in conjunc-
tion with a BBC cannot do so without

connections are not available, although
that is not to say that such devices may
never be added.

Users of the Electron or BBC often
want to carry out a function or com-
mand as quickly as possible. An excel-
lent means of doing it is to re-define one
of the user-definable keys. They are
labelled f0, f1 and so on and on the BBC
the first 10 are shown as red keys on the
keyboard. I find it useful when pro-
gramming or typing-in other people’s
programs to have some function keys
set up to carry out the same set of
commands at the press of one key. To
do that we use the *KEY command and
program one gives an example of its

use.
Program 1.
10 *KEY 0 NEW: M
10 2KEY 1 *EXEC?
30 *KEY 2 RUN: M
20 *KEY 3 OLD: M
50 *KEY 4 LOAD™
60 *KEY 5 CHAIN”
70 *KEY 6 LIST: M
80 *CAT: M
90 *KEY 8 *WORD: M
100 *KEY 9 *BASIC: M
110 *KEY 10 OLD: M LIST: M

In a line where you wish a RETURN
to be issued, i.e., where you have typed

‘The advantage is that a program
i1s available in much less time’

the adaptor for the computer. What
would be the advantage of buying a
teletext adaptor? If you already own a
teletext set, you would be able to receive
the free software transmitted by the
BBC on pages 700 onwards.

The teletext system uses another of
the external ports of the BBC, the
1MHz bus. It is similar in nature to the
user port except it is far more versatile
for more complex hardware add-ons.

Why can those devices not be added
on to the Electron? In the case of the
Elk, Mode 7, which is the teletext
display screen, is missing. Therefore
there is no correct display available for
teletext pages. Second, the peripheral

*BASIC and wish the command to be
carried out, a control code has to be
issued, in this case control-M, which
would be the same as pressing the
RETURN key. To do that we use the
character above the ‘/” key which, if you
are using Mode 7, shows as two vertical
lines, but on the key or in other modes
as a single broken vertical bar.

More than one function can be as-
signed to a key and in that way a set of
commands can be carried out in one
attempt. It is also possible to use a colon
(:) to separate statements as in Basic
multi-statement lines, but bear in mind
that it will not be understood as a multi-

Continued on page 8
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statement line, as the command is being
carried out by the operating system and
not Basic. Therefore if using operating
system commands like *KEY, it is best
to have them on their own on a line, or
as the last statement on a Basic line, as
control is passed to the operating sys-
tem for the rest of a line once an asterisk
is encountered.

Let us look at a routine which can be
incorporated in your programs. This
utility is meant for disc users; it would
work for tape as well, though it would
be very slow. The routine is to provide
a menu selection of your programs and
permits you to press just one key to load
and run a program. Type-in program
two and save it to disc with the title
IMENU.

Program 2.
10 CLS
20 PRINT TAB (10,0);“GAMES DISC 1
30 PRINT TAB (0,4);“1...PROGA”
40 PRINT TAB (0,6);2...FROGGER”
50 PRINT TAB (0,8);3...BINGO”
60 PRINT TAB (0,14);Enter number of
choice”
70 A$=GET$
80 A=VAL(A$)
90 IF A<1 OR A>3 THEN 70
100 ON A GOTO 110,120,130
110 CHAIN“PROGA”
120 *RUN FROGGER
130 CHAIN“BINGO”
Once saved to disc, use *BUILD to

make a !BOOT file, typing-in at line 1
CHAIN“IMENU” and then press

RETURN. At line 2 press the escape
key and a file IBOOT should have been
created. Then type *OPT 4,3 to set the
*EXEC option. The menu program
will then be run every time Shift-Break
is pressed—that is done by pressing and
holding the Shift key while pressing and
releasing the Break key.

To explain how to customise the
program to run programs on your disc

let us look at the listing in detail. Line
10 clears the screen. You might like to

replace it with a Mode statement and”

include colour in the titles. I favour
Mode 7 and make use of the double-
height characters using ‘CHR$141°.
Line 20 is the title of the disc and lines
30 to 50 show the names of the pro-
grams on the disc. The lines shown are
only examples and you must enter as
many as are appropriate for the number

of programs contained on your disc.
Line 60 tells the user to enter his
choice.

Lines 70-100 are the real heart of the
program and are responsible for reading
the user’s input and carrying it out if
correct. The key pressed by the user is
read in at line 70 and is converted into a
numeric variable at line 80. Line 90 is
set to the minimum and maximum
number of programs to be chosen and if
the number or key pressed is outside the
number of programs displayed, the user
is returned to line 70 until an appropri-
ate key is pressed.

The ‘ON’ statement in line 100 then
sends the program to the correct line for
execution. Therefore if the number
pressed was ‘1’ the program goes to line
110, where a command to load that
program is carried out; if ‘2’, then to
line 120 and so on.

When adding new programs to your
menu, besides altering the screen dis-
play, lines 90 and 100 should be altered
as well to take account of a new number
of programs. Finally the correct com-
mand for loading and running must be
used in the final section.

The program is simple to use and
makes it easy to add new programs to
the list. It is the fastest program I can
show but there are many other ways of
creating menus and if you have a better
routine, please send it to us.

S OGCER  SOF TYWARE

MACHINE CODE GAMES FOR BBC ‘B’, ELECTRON, SPECTRUM 16/48K
A MAZE IN SPACE

Use Joysticks or Key-
boards to navigate your
Starship to the planet
surface and then into
the maze below. Having
been told in which
section of the maze
your target is hidden,
your objective is to
seek out and destroy it
to complete a mission.
Beware of the numerous

and diagonal scrollingl
How many missions can you complete?

alien defence systems. Two levels of difficulty! Horizontal

DOGFIGHT

most exciting

environment.

Available now Cassette

BBC ‘B’ £9.95

Special Offer

Still undoubledly the

2-player game available.
The objective is to fire
sufficient shots into
your enemy aircraft to
force it to explode.
Eight levels of difficulty.
Sun, moving cloud,
lightning, ground all
provide real combat

Can you beat your

Dogfight and A Maze In Space together

Cassette - £14.95

Please state 40 or 80
Track if disc

Disc - £16.95

All prices include
VAT and postage

friends?
Disc Available now Cassette Disc
£11.95 BBC ‘B’ £9.95 £11.95
Electron £7.95 n/a
Spectrum £5.50 n/a

SLOGGER SOFTWARE

215 BEACON ROAD
CHATHAM, KENT

Tel: (0634) 811634
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ITHOUT doubt the publish-
ing industry was given a big
lift when the home computer

and, in particular, the Acorn micros,
made their appearances. A walk into
any bookshop illustrates the point with
row after row of books on your favourite
micro. Choosing a book to supplement
the User Guide which can look daunt-
ing to many first-time users can be a
difficult task. To help you wade
through this literary jungle I have been
burning the midnight oil reading a se-
lection of books available for the BBC
and Electron on the subject of program-
ming.

The name R A Penfold will be famil-
iar to readers of the electronic comput-
ing press. Penfold has teamed up with J
W Penfold to produce two introductory
pocket books for the BBC and Electron.
An Introduction to Programming the
BBC Model B Micro is a well-written
introduction. A shortcoming is that it
assumes you have already mastered

'your keyboard, as no details on obtain-

ing shifted characters or using the func-
tion keys are given. Another immediate
minus is the omission of an index,
though the well thought-out layout of

Beginners’ path
through the
literary jungle

Bruce Smith takes a critical look
at some recent publications

formatting and getting information into
the BBC while a program is running
using the GET, INPUT and INKEY
commands. Procedures and functions,
facilities which set the Acorn machines
apart from their contemporaries, are
explained with clear, pithy examples in
chapter four and the reader is left in no
doubt as to their usefulness. Sound,
graphics and sprites are covered in the
ensuing chapters, along with an examin-
ation of the binary and hexadecimal
numbering systems; again, example
programs point the way.

The Penfolds’ bent for interfacing
makes an appearance in chapter 10.
Although interesting reading, I feel it is
a little out of the depth of the introduc-
tory reader. Curiously the last chapter is
dedicated to the Teletext Mode 7. I
would have thought that should have
occurred somewhat earlier as it is un-
doubtedly the operating mode the
reader will be using most. Overall a
good book and at £1.95 a very worth-
while buy.

An Introduction to Programming the
Acorn Electron, also by Penfold and
Penfold, not surprisingly follows the
same track as the former title. In fact,

‘A shortcoming is that it assumes you
have already mastered your keyboard’

each chapter should enable first-time
users find their way around quickly.

Unusually the book starts with a
description of variables and arrays.
Many of the more erudite books tend to
leave that aspect of programming to
several chapters later, even though they
have been using both in demonstration
programs from page one.

After all, one of the main uses of a
computer in the home is to store infor-
mation, whether it be household ac-
counts or the carry-over to the next
adventure game session. The chapter
explains the differences between vari-
able types and the demonstration pro-
grams are short and concise.

Chapters two and three discuss print

only the last two chapters differ. Chap-
ter 10 on interfacing provides useful
details on adding 8-bit input and output
ports to the Electron, though once again
it is an odd inclusion in an introductory
book. Due to the lack of a teletext
display on the Electron, chapter 11
details the handling of data files, giving
a telephone directory program as an
example.

All my comments on the BBC ver-

sion hold true and again at £1.95 it is an
absolute snip.

At the other end of the price range for
introductory programming books are
two Dr Watson series volumes by Alan
Marshfield titled BBC Basic Program-
ming Course and BBC Advanced Basic

Course. Both plastic-cased volumes have
an accompanying cassette containing
the main programs from the book.

My first impression was that they are
somewhat congested; that is probably
because they are computer-set, which
produces a heavy compact type. Also,
many of the illustrations are of the
hand-drawn type, which looks a little
unprofessional and cheap, though at
£14.95 neither volume can be consid-
ered inexpensive.

BBC Basic Programming Course
starts with an overview of the keyboard
and gets the user generally playing
around typing-in silly little commands.
Not that I am decrying that; on the
contrary, I think it is a very useful
exercise and gets the reader used to the
keyboard and over initial computer
nerves. The final part of the chapter has
the reader using the cassette to save and
load items, an aspect often overlooked
by other introductory books.

Chapters two and three deal with
number and string handling in a rather
disjointed manner, with perhaps too
much mathematical bias for an intro-
ductory book. Surely also the
REPEAT ... UNTIL loop is worth
more than a page and a half of coverage.

The game of Hangman is used to
provide the basis of introducing DATA,
READ, graphics and colour in chapter
four—a pleasant approach all drawn
together at the end by a suitable pro-
gram. Chapter five takes a similar. tack,
using a bat ’n ball version of squash to
introduce several other graphical fea-
tures of the BBC plus an insight into
animation.

The final chapter is titled Diamonds
of Time and again uses various games
programs to examine other aspects such
as FN and TIME. That chapter is
somewhat disjointed and left me won-
dering what it was all about. Thirteen
appendices are tacked on to the end of
the text giving the usual details of AS-
CII codes, keywords and *FX calls,
though the latter are scarcely mentioned
in the text.

The accompanying cassette contains

Continued on page 10
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Continued from page 9

eight of the longer program listings.
Although it is pleasant to load rather
than type them in, I wonder how many
people would buy the cassette if it were
sold separately.

The book is really a mixed bunch of
pages offering good and bad. I would
certainly advise any prospective buyers
to give it a good perusal in the shop
before purchase.

The BBC Advanced Basic Course fol-
lows from the previous volume, so
much so that it starts with chapter
seven. That chapter details the imple-
mentation of bar charts and integer
numbers. It also introduces the ASC
and CHR* functions, elementary items
which should have been dealt with in
the first volume.

The games approach is taken up
again in the next chapter with the devel-
opment of a space game, although being
an advocate of structured programming
I am always wary of programs which
contain even one GOTO statement,
particularly within procedures. Chapter
nine provides a useful entry to the
world of computer sound and at long
last introduces the excellent function
keys. Once again the final chapter is a
mish-mash of items based on data hand-
ling and chunky graphics. Finally, 13
appendices—yes, the same ones—end

§
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Sinclair QL
Commodore 64
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BBC Micro
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the book. The accompanying cassette
holds 15 programs from the book.

I would not recommend the book to
someone wishing to learn advanced Ba-
sic programming techniques. There are
numerous omissions, no details on sort-
ing techniques, and the layout does not
encourage bed-time reading.

Clive Prigmore’s Beginner’s Basic is a
general book on programming not writ-
ten specifically for the BBC or Electron
but written with them and the other
popular home micros in mind. Even so,
this large A4-sized spiral-bound book
deserves mention. It deals with all the
main introductory areas simply, clearly

and with short programming examples.
Chapter topics include writing your
own programs, decisions, strings, loops
and lists, sorting, searching, and files
and menus.

One of the biggest points in the
book’s favour is its excellent produc-
tion. It really is a pleasure to look at and
the lucid writing puts across all the
author’s points.

There are inevitable weaknesses in a
book of this kind. For example, the
book details the RANDOMIZE func-
tion which does not exist in BBC Basic.
Many of the specialised BBC keywords
are also missing—there is no mention of
PROCs. At £9.95 it is a worthwhile
investment, though it should be supple-
mented with a BBC or Electron-specific
book.

An Introduction to Programming the BBC
Model B Micro, by R A & J W Penfold,
134 pages, £1.95, published by Bernard
Babani.

An Introduction to Programming the
Acorn Electron, by R A & J W Penfold,
134 pages, £1.95, published by Bernard
Babani.

BBC Basic Programming Course, by Alan
Marshfield, £14.95 inc. cassette, pub-
lished by Honeyfold Software Ltd.

BBC Advanced Basic Course, by Alan
Marshfield, £14.95 inc. cassette, pub-
lished by Honeyfold Software Ltd.
Beginners’ Basic, by Clive Prigmore, 216
pages, £9.95, published by Windward.

BBC/ELECTRON

PROFESSIONAL SOFTWARE

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

EDUCATIONAL 1

BBC/ELECTRON

Tape £8.00 Disc £10.00

Hours of fun and learning for children aged five to nine years. Animated graphics will encourage children to enjoy counting, maths, spelling,
and telling the time. The tape includes six programs: MATH1, MATH2, CUBECOUNT, SHAPES, SPELL and CLOCK.
... An excellent mixture of games’ . . . Personal Software — Autumn 1983.

EDUCATIONAL 2

BBC/ELECTRON

Tape £8.00 Disc £10.00

Although similar to Educational 1 this tape is more advanced and aimed at seven-to 12 year olds. The tape includes MATH1, MATH2,
AREA, MEMORY, CUBECOUNT and SPELL.

FUN WITH NUMBERS BBC/ELECTRON Tape £8.00 Disc £10.00
These programs will teach and test basic counting, addition and subtraction to tour to seven year olds. The tape includes COUNTING,
ADDING and an arcade type game to exercise addition and subtraction. With sound and visual effects.

FUN WITH WORDS BBC/ELECTRON Tape £8.00 Disc £10.00
Start your fun with alphabet puzzle, continue your play with VOWELS, learn the difference between THERE and THEIR, have games with
SUFFIXES and reward yourself with a game of HANGMAN.
... 'Verygoodindeed' . . . A&B Computing — Jan/Feb 1984.

JIGSAW AND SLIDING PUZZLES BBC/ELECTRON Tape £7.95 Disc £9.95
Therearetwojigsaw and foursliding puzzlesona3x.3and4 x 4 grid. Each program starts off atan easy level to ensureinitial success
butgradually becomes harder.Ithelps children to develop spatialimaginationandinsolving problems. The tapeincludes: OBLONG,
JIGSAW, HOUSE, NUMBERS, CLOWN and LETTERS!

GAMES & UTILITIES

GAMES OF LOGIC BBC
For children and adults alike. The tape includes AUCT!ON, FLIP, REVERSE, TELEPATHY and HEXA 15.
... 'This package is good value' . . . Acorn User — Nov 1983.

Tape £4.95 Disc £6.95

SUPERLIFE BBC/ELECTRON Tape £4.95 Disc £6.95
Fast (machine code) version of a popular ‘GAME OF LIFE’ in a large universe.

KATAKOMBS BBC Tape £5.95 Disc £7.95
The ultimate adventure game.

UTILITIES BBC/ELECTRON Tape £5.95 Disc £7.95

An assortment of useful procedures and functions which can save you hours/days of programming effort: date conversion, input and
validation routine, graphic routines, sort, search and many more.

* * *x SPECIALOFFER * * % Buy three titles and deduct £4.00
Add 50p p&p per order. Please state BBC or Electron. Cheque/PO.

Golem Ltd, Dept AP1, 77 Qualitas, Bracknell, Berks RG12 4QG. Tel: 0344 50720.
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Killer ape retains
most of its power

KILLER GORILLA from
Program Power — or Micro-
Power as the company is now
called — has long figured
prominently in the popular-
ity charts for BBC games.
Now a new version has been
produced for the Electron
and the transition has been
achieved very smoothly.

In the best Donkey Kong
tradition, the aim is to ma-
noeuvre the hero along a se-
ries of platforms and up
ladders towards a helpless
maiden held captive at the
top by a fearsome primate. In
defence of his prize, the goril-
la hurls down barrels towards
the rescuer who can, for a
short time, smash them with
an axe he has had the good

fortune to pluck from thin
air; when the axe vanishes, he
is reduced to leaping over the
barrels as best he can.
Practice will reveal tactical
ways in which a players’s
score can be improved. Try-
ing to leap over a series of
barrels rolling close together
is not a good idea and stand-
ing below the edge of a plat-

Competent invaders

THE IDEA that no software
library is complete without
some version of Space Invad-
ers no doubt lies behind the
Micro Power decision to pro-
duce Electron Invaders.
Despite the lack of original-
ity, it must be said that it is a
competent version and any-
one wanting to play space
invaders on the Electron
might just as well buy this
game as any other.

In the classic manner, it
features a variety of alien
hordes, each of which earns
the player a different number
of points when zapped. The
player moves a laser back and
forth along the baseline and
can shelter behind defensive
bunkers; beware of exploding
bombs which produce a spec-
tacular and potentially dan-
gerous shower of shrapnel.

Clearing one screen leads
to another in which the in-
vaders start their offensive
lower down the screen. One
or two people can play and
compete for high scores and
the game includes a useful
silence facility for those who
tire of the piercing sound.

Electron Invaders is avail-
able from Micro Power, 8-8a

Regent Street, Chapel Aller-
ton, Leeds LS7 4PE and
costs £7.95.

form may mean being
squashed flat from above.
Completing one screen leads
to another more difficult one,
with useful objects to be
picked up along the way and
large gaps in the platforms
creating additional dangers.
A touching scene rewards
you if you whisk the heroine
from the gorilla’s clutches.

Within the limitations im-
posed by the slightly less
sophisticated graphics and
sound of the Electron, the
game still has all the attrac-
tions which have endeared it
to BBC owners. A catchy
tune, which mercifully can be
silenced at the touch of a key,
accompanies the action and
the excellent graphics have
plenty of humorous detail, in-
cluding the way in which the
hero spins on the spot and
finally keels over with his
legs in the air whenever he
moves into the path of a bar-
rel.

Killer Gorilla should re-
ceive a warm welcome from
Electron owners who will be
well served if more software
for the machine reaches this
high standard. The game is
produced by Micro Power, 8-
8a Regent Street, Chapel Al-
lerton, Leeds LS7 4PE. It
costs £7.95.

Return of
the insect
train

YET ANOTHER Electron
game which goes back to ear-
ly arcade classics for its roots
is Centipede from Superior
Software. The object is to
prevent the snake-like centi-
bug from reaching the bot-
tom of the screen by firing at
it from a laser base. Various
insects which detach them-
selves from the train can be
zapped for different scores ac-
cording to their type.

The scenario will no doubt
seem familiar to old hands
but for those not in search of
originality Centipede is en-
tertaining enough, with an
attractive screen display and
a choice of skill levels to add
extra challenge. A cassette in-
sert with no explanations is
uninviting but instructions
are provided on-screen.

Centipede is produced by
Superior Software, Regent
House, Skinner Lane, Leeds

AX ar

Quick on the thaw

PENGUINS attempting to
shunt ice blocks into place
seem to be a popular theme of
a recent batch of micro
games. Pengwyn, produced
on a two-sided tape for the
BBC and the Electron, has a
number of by now familiar
features but has managed to
combine them in a reasonably
lively and entertaining way.
The object is to manoeuvre
randomly placed flashing
squares into a straight line,
either by melting the ice
blocks surrounding them or
by pushing them into an
empty space if one is avail-
able. Three penguins repre-

sent the player’s three lives
and their task is complicated
by the monsters — fluffy and
beaming but monsters none-
theless — which materialise
from the ice blocks and pur-
sue the hard-pressed birds.
They can defend themselves
either by running away or by
pushing an ice block into the
monster’s path.

Besides skill in moving the
penguin quickly round the
screen, the game requires
quick decisions on the best
course of action when con-
fronted with an ice block or a
monster. To make things
even more exciting, the play-

er’s score is calculated on the
basis of the time taken to
organise a straight line; the
number of monsters also in-
creases steadily.

It is a pity that Postern has
not bothered to mark the tape
on each side with the com-
puter for which it is intended
and that the screen instruc-
tions are lacking in any punc-
tuation, but in other respects
the company has produced an
above-average game.

Postern is at PO Box 2,
Andoversford, Cheltenham,
Glos GL54 5SW and the
game costs £6.95.

More reviews on page 12.
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Effective
| two-fold
attack

EXCELLENT line graphics
add conviction to 3-D Tank-
zone for the BBC B.

As supreme commander of
a fortified hilltop command
post your job is to scan the
surrounding terrain and the
horizon for enemy tanks and
aircraft. To defend yourself
against them, you have an
anti-aircraft cannon and an
anti-tank missile launcher;
you can choose to play the
game with either type of
weapon or a combination of
both. You fire at enemy air-
craft by lining them up in
your sights and you aim at
tanks by moving indicators at
the top and sides of the
screen.

Although basically a sim-
ple zapping game, 3-D Tank-
zone has been carefully
produced and provides some
fine effects. The rotation of
the command post and the
movement of the tanks in par-
ticular are realistically con-
veyed.

The only real criticism of
the game is that the action is
a trifle slow.

3-D Tankzone is produced
by Dynabyte Software, 31
Topcliffe Mews, Wide Lane,
Morley, Leeds 1.S27 8UL
and costs £8.95.

Football game is a
resounding win

FOOTBALL MANAGER
from Addictive Software
should send soccer fans ‘over
the moon’ but the game
scores highly with non-enthu-
siasts, t0o.

As manager of your favour-
ite team, it is your job to
decide each week who will
play in the next match on the
fixture list, whether to buy or
sell players, and whether to
borrow money or repay a loan
according to the club’s finan-
cial fortunes.

team

Whichever you
choose, you start in division
four. By the end of 22 League
matches, you hope to be pro-
moted to division one and
possibly win the FA Cup as
well. If the team closest to
your heart is not available,
the game allows you to custo-
mise the data file to include
your own team and players.

Among the many other op-
tions offered are seven skill

levels ranging from beginner
to genius. If you start as a
beginner and do well, your
rating is adjusted automati-
cally at the end of the season.
The most crucial decision af-
fecting your team’s perfor-
mance, however, involves the
selection of players and it is
based on the attributes of the
two opposing teams. Their
energy, morale, defence and
attacking strength are valued
on a scale of points, and play-
ers are chosen according to
positional skills and energy
they can bring to the team.
True to life, players’ energy
is depleted after a game and
restored after a rest.

Having settled all the de-
tails, you can then sit back
and watch the game — a
short, animated sequence
showing the ‘highlights’.
Scores, injuries and new
league placings are all dis-
played at the end.

The combination of graph-
ic action and informed de-
cision-making distinguishes
Football Manager from
many other strategy games
and the scope and careful pre-
sentation of the program
make it entertaining and ab-
sorbing. It is produced by
Addictive Games, 7A Rich-
mond Hill, Bournemouth H2
6HE and costs £7.95.

Submerged twist

THE SIMPLE arcade theme
of shooting the enemy before
they shoot you is given a
slight twist by Sea Lord for
the BBC B. Your minisub-
marine is cruising through a
rocky seascape when the local
sea lord decides that you are
trespassing and sends a fleet
of scout ships to destroy you.

Using left and right rota-
tion keys to turn and face
your pursuers, you must try
to blast them out of the way
before they collide with you
and deprive you of one of

Trap ensnares

FRENZY tor the BBC ‘B
shows that sophisticated
graphics are not the prime
ingredient of an enjoyable
game, although a little more
effort on the pictorial front
would certainly not have
done any harm.

A small square represents
the robot craft with which the
player must try to trap a train
of dots standing in for deadly
atomic particles running free
in a scientific research centre.
As the Leptons cross the
screen and bounce off the
walls, you attempt gradually
to enclose areas of the screen
within your ion trail, causing

them to change colour.

When Leptons are trapped
in a coloured area or when
more than 95 percent of the
screen has been filled in they
are immobilised, but if they
crash into the robot craft or
its ion trail before you have
returned to base, you lose
your life and possibly the
game.

If you succeed on one
screen, life becomes more
complicated as Chasers move
along the outer borders,
threatening to collide with
the robot craft.

Although the concept and
graphics are extremely sim-

player

ple, Frenzy is a surprisingly
addictive game in which tim-
ing and a shrewd eye for an-
gles are needed for success.
Interest is added not only by
the increasing difficulty of
the game but by the fact that
scoring is affected by whether
you choose to drive your craft
slowly, earning a higher score
but more dangerous, or fast,
and by the tactical decisions
you can make to improve
your chances.

Frenzy is one of a new
batch of releases from Micro
Power, Northwood House,
North ~Street; Leeds: 1S/
2AA and costs £7.95.

your three lives. Having
eliminated the scouts, you are
then harrassed by submarines
and yet more deadly vessels if
you manage to get rid of
those. A score of 1,500 points
earns you an extra mini-sub
with which to continue your
battle.

The graphics are far from
sophisticated, with wavy blue
lines and a few cubes repre-
senting the sea and rocks, and
the action cannot be de-
scribed as hair-raising, but
the movement of the subma-
rine and the firing action lift
the game somewhat out of the
ordinary. The novelty can
provide even jaded players
with some entertainment.

Sea Lord is produced by
Bug-Byte, Mulberry House,
Canning Place, Liverpool L1
8]B. It costs £7.50.

)
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Just a question
of general
knowledge

THE VALUE of general
knowledge quizzes as an edu-
cational tool may be debat-
able but Kosmos Software
has devised an entertaining
and thoughtfully designed
learning game in its Answer
Back Senior Quiz.

Aimed at children aged 12
and over, the tape provides a
series of 15 quizzes on sub-
jects ranging from astronomy
and music to sport, literature
and mythology. They are
combined with amusing
graphics and a simple zap-
ping game. Questions are

flashed on to the screen by a
laser-wielding robot and
whenever they are answered
correctly the student is of-
fered the option of firing at
an alien craft.

Intended as a spur to en-
courage children to supply
the correct answers, the zap-
ping exercise probably acts
more as a distraction, draw-
ing the attention from the
answer displayed on the
screen. In other respects,
however, the quiz is effective
in helping to memorise an-
swers and provides an excel-

Scaling challenge

IF YOU LIKE your arcade
games to present a real chal-
lenge, you should enjoy Cas-
tle Assault for the BBC B.
The object is to scale the
walls of a castle, jumping
over monsters, climbing lad-
ders and leaping on to mov-
ing platforms to reach a bag
of gold at the top. Bonus
points are gained by gather-
ing the fruit to be found at
either end of each level.

In spite of a generous pro-
vision of lives—you start with
five men—you will probably
not find it an easy mission
unless you have had plenty of
practice at the keyboard.
Jumping over the monsters
and on and off the platforms
requires accurate timing and
on the first screen a flying
duck makes life even more
hazardous as you reach the
upper levels of the castle.

Castle Assault has many
elements, from ladders and
platforms to flying ducks,
which are now familiar fea-
tures of many computer
games but it combines them
in a lively and colourful way.
Excellent graphics and fast
action should keep you play-
ing.

Castle Assault is produced

by MRM Software, 17 Cross
Coates Road, Grimsby,

South Humberside and costs
£5.70;

lent grounding for would-be
Mastermind contenders, if
nothing else.

After the introductory sec-
tion has appeared on the

screen, each individual quiz
must be loaded separately, a
laborious process if a topic
which is low on the list is
requested. A quiz consists of
50 questions and at the start
you are offered a choice of
how many you want to an-
swer, whether you want them
in a multiple choice, yes/no
or fill-in-the-missing-letters
format, and whether you
want to be timed. Such
choices make it possible to
repeat each quiz more than
once, varying the format.

More valuable still, the au-
thors have allowed for teach-
ers or parents to modify
existing quizzes Qr create new
ones of their own, so that the
quiz can also be used to drill
pupils on what has already
been taught in class.

Answer Back Senior Quiz
is produced by Kosmos Soft-
ware, 1 Pilgrims Close, Harl-
ington, Dunstable, Beds LU5
6LX and costs £10 95.

Screwball
bounces
into favour

SCREWBALL for the BBC
B belongs to a group of games
which are popular at present
and all trace their origins to
Atari’s Q*bert. The lack of
originality can be forgiven
because MRM Software has
managed to make this a par-
ticularly entertaining version.

Assuming the guise of
what looks like an animated
corkscrew, you have 60 sec-
onds to change the colour of a
diagonal grid of squares by
jumping on each one in turn.
As you dash about the screen
you are pursued by black
bugs which are liable to mat-
erialise on top of you and
eliminate one of your lives.
You can, however, defend
yourself against them by
spinning quickly on the spot
and drilling a hole through
which, with a little luck, the
bugs will fall, earning you a
bonus score.

Sensible placing of the
control keys is one asset of
the game. Amusing and real-
istic 3-D graphics and fast
action should also help to
keep you playing Screwball
for some time. Available from
MRM Software, 17 Cross
Coates Road, Grimsby,
South Humberside, Screw-
ball is good value at £5.70.

Hangman is back

CHALKSOFT claims that
Word Skill, released re-
cently as a 40-track disc for
the BBC B, improves spell-
ing and deductive skills,
enriches the vocabulary, en-
courages discussion, and
more besides. Be that as it
may, the program is certainly
a well-produced version of an
old favourite commonly
known as Hangman.

The program is designed
for use at home or in the
classroom and provides a
number of options to suit a
variety of situations and
pupil skill levels. The game
can be played on the basis of
familiar phrases, or of ran-

dom sentences thrown up by
the computer out of its mem-
ory store. Pupils can play
against each other or against
the computer, they can make
up their own phrases for
others to guess, they can be
timed or not timed.

The game also includes a
range of facilities for the
benefit of the teacher who
can edit and save sets of
phrases or, most important,
alter the sound level of the
game or print-out class
scores. The teacher can also
retain mastery by using a
password to prevent pupils
altering the program settings
or breaking-out of a game to

return to the main menu, al-
though that no doubt invalu-
able arrangement can make
the game a little cumbersome
at times.

Scores are calculated ac-
cording to the percentage of
correct letters placed, with
points deducted for any in-
correct letters attempted, and
players completing phrases in
the required time are reward-
ed with a repertoire of jolly
tunes.

A thorough and carefully
planned treatment of a simple
concept, Wordskill is avail-
able from Chalksoft, 37 Wil-
lowslea Road, Worcester
WR3 7QP and costs £12.25.
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OFTWARE from Acornsoft has

always tended to back the image of

the BBC micro as a serious ma-
chine on which a little light relief is
allowed occasionally in the shape of
games displaying the graphics and
sound capabilities of the machine. The
company has stepped up production
recently with a number of releases
which only reinforce that tradition.

Most successful of the new Acornsoft
games so far appears to have been Avi-
ator, whose author Geoffrey Cram-
mond we interviewed in the June/July
issue. A feat of complex programming,
the game puts the player in the cockpit
of a Spitfire, reproducing faithfully ev-
ery aspect of the performance of the
World War Two aircraft. The cassette
is accompanied by a detailed instruction
booklet and a map, and the chair-bound
pilot can practise take-off, landing and
even flying through the streets of
Acornville or looping the loop.

Although it has only simple black-
and-white line graphics, Aviator is im-
pressively realistic and provides a
challenge which is at the same time
entertaining and educational. The com-
bination has taken Aviator to the top of
the best-selling charts and kept it there
for some weeks.

Another strong contender, creeping
slowly up the charts behind Aviator, is
JCB Digger, sponsored by ] C Bam-
ford Excavators as a promotional exer-
cise. The game features that familiar
accessory of any building site, a JCB

Games taken
seriously

Nicole Segre finds recent
releases from Acornsoft are
unoriginal but reliable

driver who is flung from his cabin
whenever the Meanies pounce.

Successive waves of increasingly dan-
gerous Meanies are designed to enliven
the action of JCB Digger. However, the
action of JCB Digger fails to exert a
strong grip, especially if you are playing
with keyboard controls rather than a
joystick.

Besides using the movement keys to
drive the excavator, digging a hole re-
quires pressing the SHIFT key three
times, while filling a hole to trap a
Meanie is achieved by pressing the
space bar and driving back over the
hole, both awkward manoeuvres to per-
form in a hurry. In contrast, the alterna-
tive method of scoring, consisting of
shovelling away the landscape, is a little
too leisurely to provide real excitement.

Less enterprising on the graphics
front but more fun to play is Car-
ousel, in which a fairly familiar shoot-

‘The action thus ranges from
fairly easy at the start to
positively frantic at the end’

3CX excavator loader, pitted in a battle
of wits against a horde of Meanies.

The stuggle takes place on an island
where the Meanies are trying to capture
the digger, which in turn is attempting
either to scoop up the Meanies and
push them into the sea or to dig holes
into which they can fall. Meanwhile,
clearing the forests and undergrowth
which cover the island provides an ad-
ditional activity and earns the player
extra points.

The great asset of JCB Digger is its
colourful and lively graphics. As you
drive the digger round the island, the
screen scrolls in every direction to re-
veal more features of the island geogra-
phy and its fringe of white-capped,
moving waves. Although the beaming,
blob-like Meanies are scarcely terrifying
to look at, the digger is an amusingly
accurate portrayal, complete with a

ing stall theme has been refined into a
lively and addictive game.

A jolly fairground tune accompanies
the action, which consists of shooting at
revolving pipes and a conveyor belt of
owls, ducks and rabbits. To keep you on
your toes, you are harassed occasionally
by a duck which swoops to steal bullets
from your remaining store, displayed at
the bottom of the screen.

On the positive side, you can improve
your score by aiming at a series of
letters interspersed among the animals.
If you manage to shoot them in the
correct order to spell ‘bonus’ you gain
extra points for each letter hit. You can
also replenish your stock of bullets by
shooting at boxes at the top corners of
the screen, provided they are displaying
a positive number.

Clearing the first screen gives you a
chance at the jackpot — shooting at a

single polar bear as it crosses the screen.
You then proceed to new and more
difficult screens where the animals
move faster and the birds swoop more
frequently. The action thus ranges from
fairly easy at the start to positively
frantic at the end, thereby winning the
favour of everyone who likes zapping
games, from ham-fisted novices to nim-
ble-fingered keyboard experts.

In the same vein of a familiar theme
which cannot fail to please is Crazy
Tracer. The object is to guide your
paint roller round the edges of a grid of
rectangles. Whenever a rectangle is
completed, it changes colour and scores
the player points according to the size of
the rectangle; rectangles with objects in
them such as cherries are worth most
points. Hampering you in your efforts
to race round the grid are so-called
‘monsters’ which pursue the roller to
squash it. Predicting the path the mon-
sters will take is as vital in succeeding as
is dexterity with the control keys.

Although effective enough, the
graphics in Crazy Tracer are in no way
startling and the idea has appeared with
slight variations many times elsewhere.
Nevertheless, it makes a challenging
and addictive game, which has been
presented with typical Acornsoft thor-
oughness and attention to detail.

A slightly more ambitious production
is Free Fall, which combines interest-
ing and original graphics with unusual
and difficult controls. The accompany-
ing booklet of instructions makes some-
what unpleasant reading. A space
battleship has been injected with a cya-
nide-based atmosphere by hostile aliens
called Alphoids. Only one crew member
has managed to don his space suit in
time and must defend himself, and the
vital records of the space station, bare-
handed against the Alphoids.

Alphoids can be destroyed by kick-
ing, punching, ramming or throwing a
bomb at them. The crewman can be
killed by fire, explosions or suffocation.
The Alphoids take a variety of forms,
such as venomous craboids, biting and
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fire-breathing lobstoids, and waspoids
which can do everything all the other
breeds can do and have a deadly sting as
well.

Points in the complex game are
earned according to the species of Al-
phoid which has been destroyed and the
method used to achieve it. The octago-
nal space station is shown as stationary
but is in fact rotating, and the crewman,
propelled by air jets attached to his suit,
moves in curves rather than straight
lines. The rate of rotation increases as
the player’s score mounts and the heart-
beat of the crewman and the amount of
breathable air he has remaining are
displayed at the side of the screen.

Jaded computer games players may
find the novelty and intricacies of Free
Fall much to their liking but for the
inexperienced player the complexity of
the controls may prove too discourag-
ing. There are separate keys to propel
the crewman left and right, to move
each of his arms and legs, and even to
catch and throw a bomb; equivalent
functions are provided using a joystick
by moving it to different compass
points.

Surviving for any length of time, or
even keeping the crewman from knock-
ing himself out against the walls of the
space station, is a daunting task. Excel-
lent animated graphics, if only in black-
and-white lines, add considerably to the
interest of this difficult game.

A batch of educational programs
from Acornsoft has also made a recent
appearance, including a series of lan-
guage tapes based on the Linkword
method developed by Dr Michael

Gruneberg.

More academic in bias, while retain-
ing a strong element of entertainment,
is Chemical Analysis, one of a series
of three chemistry programs for
schools. The tape covers three main
areas — elements, organic and inorganic
— and is aimed at children aged 14 to
17

In each case, pupils learn or revise by
trying to guess at substances, asking the
computer a series of questions until the
answer becomes clear. In the case of

By Don Walton

elements, for example, pupils are given
a clue like “It is used in fireworks”.
They can then choose from a list of
questions like ‘“What colour is it?”
“How does it react with oxygen?”’
“Does it conduct electricity?”’ and so
on.

By a process of elimination, they
should arrive at the answer — magne-
sium. They are then asked to supply the
symbol for that element and after being
shown a score card, can proceed to the
next mystery element.

The game can be played on three
levels, with a longer and more difficult
selection of elements on level three. If
they are truly puzzled, pupils can sub-
mit by pressing ESCAPE, which makes
the computer provide the answer to the
last question and proceed to the next.
Another helpful feature is that ques-
tions which have already been asked
change colour. The only slight disad-
vantage of this absorbing and instruc-
tive program is the awkwardness of
entering symbols with their mixture of
upper- and lower-case letters.

The organic and inorganic sections of
the tape follow the same pattern, except
that the questions concern tests on the
substances and their results. Thought-
fully designed and absorbing, Chemical
Analysis should prove a useful tool for
both teachers and pupils.

Number Chaser, produced for
Acornsoft by ASK, which specialises in
educational programs, is a curious para-
dox in that it aims to use the computer
to counteract some of the ill-effects
produced by calculators. Dependence
on calculators, the authors say, means

that many children are unable to do
sums in their heads and often cannot
judge whether an answer is correct
within a few digits.

Number Chaser takes the shape of a
race game, in which you can choose
your vehicle, from bicycle — easy level
— to racing car. The computer flashes a
sum at the top of the screen, with four
possible answers at the top of each lane.
You move your vehicle into the lane
with the answer you think is closest to
being correct, and if you have chosen
correctly you gather speed and get clos-
er to the finishing line. If you are wrong
the vehicle behind you gets nearer,
eventually crashing into you and ending
your race.

Although designed as a colourful and
lively game, Number Chaser fails to
hold the attention for as long as it
might, especially in the more difficult
section where the number of questions
and the length of the race is a little
discouraging. Still, a quick bicycle or
stock car race might prove a useful
exercise for some children, although it
is a pity that at least one spelling error
crept into the program.

On the whole, however, the latest

releases under the Acornsoft banner
maintain the company reputation for
software which, without making any
great claims to originality, is reliable
and thoughtfully produced.
Aviator, cassette version £14.95, disc
£17.65; JCB Digger, Carousel, Free Fall,
Crazy Tracer, Chemical Analysis and Num-
ber Chaser, cassette £9.95.

All programs available from Acornsoft,

Betjeman House, 104 Hills Road, Cambridge
CB2.4L0O"
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BBC messages at
vour command

Jeremy Richards begins a new programming series

r I NHERE must be many who, de-
spite typing-in listings, have not
learned all the ins and outs of

BBC Basic. I hope to take you from first

principles, through all the Basic com-

mands to the more complex program-
ming of sound, graphics and other
effects.

When you have turned on your BBC
or Electron and you can see a message at
the top of the screen and a flashing
cursor, what do you do? You have
probably tried typing-in a friendly mes-
sage like ‘HELLO’ but all you receive
in reply is a message telling you that
you have made a mistake.

In the words of a radio series, don’t

Two important things can be learned
from this. First, at the end of any line,
unless I indicate otherwise, always press
the RETURN key. That tells the com-
puter to carry out your instruction.
Second, what we have done is to give
the computer a legal instruction—a
command it recognises. In this case the
command it understands is ‘PRINT’.
By now you probably have guessed that
the PRINT command does what it says.
It prints to the screen anything you
place between the quotation marks.

You cannot type-in commands like
that all the time. What we have done so
far is to issue a direct command. We
now need to store our commands so that

‘You could, of course, buy other
people’s software, but it is more
interesting and more rewarding to
write your own programs’

panic. Computers are only machines.
Before they can produce all the won-
drous effects you have seen on other
machines they have to be given a set of
instructions telling them what is re-
quired. That set of instructions is
known as a program and is a logical
sequence of commands through which
the computer works its way. You could,
of course, never write a program and
buy other people’s software but it is
more interesting and eventually more
rewarding to be able to write your
own programs, and that is what we will
do. Try typing the following:

PRINT “HELELLG2

When you have typed that line, finish
by pressing the RETURN key. See
what happens? The word ‘HELLO’ has
appeared on the next line. Now type the
same line, except this time change what
appears between the quotes. For
example, you could type:

PRINT “MY NAME IS JEREMY”

Again, press RETURN when you
have finished it. What has been printed
to the screen has changed, this time to
what you placed between the quotation
marks—by the way, use the double quo-
tation mark above the number 2.

they can be carried out in the sequence

we wish. We might want, for example,

to write the name and address of a

friend on the screen in a number of

lines. To do that try program one:

10 PRINT “CHRISTOPHER
DAVIS”

20 PRINT “10 THE AVENUE”

30 PRINT “BASILDON. ESSEX”

Remember to press RETURN at the
end of each line. When finished, type
RUN (RETURN) and the name and
address is printed on three successive
lines. What you have just done is to
write your first program. Not the most
exciting program in the world but it is a

i
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program. Each line represents a com-
mand to the computer which the ma-
chine obeys.

I used lines numbered 10 to 30. The
numbers are not important—they could
just as easily be lines 1, 4, 25. The
important thing is that they represent a
guideline to the computer as to the
order in which the commands should be
executed. The computer reads line 10
first, carries out whatever is written
there and then proceeds to the next line,
line 20. It is good convention to build a
program in steps of 10, as there are
always times when you will need to
insert an extra line and that would be
difficult if you had left no space by
writing a program using steps of one.

To look at the program again type
LIST (RETURN) and that command
will print-out a listing of your program
in the correct sequence. The command
can be used only to list a program and
cannot be used as part of a program.

Let us go a little further. We have
seen how the PRINT statement can
place words on the screen but it can also
carry out mathematical instructions.
Type-in the following:

PRINT 25*2

That statement causes the computer
to type ‘50°. That is different from what
we have seen previously. Note this time
there are no quotation marks. In the
previous example the quotation marks
were placed to inform the machine that
we were dealing with a non-numerical
event or something which did not re-
quire any mathematics to be involved.

In this present example I have asked
the computer to tell me what 25 multi-
plied by 2 is and it has replied with the
correct answer, 50. Therefore the com-
puter is capable of being a calculator as
well. The asterisk ‘*’ is the sign for
multiplication and the division sign is
/. Addition and subtraction uses the
conventional ‘+’ and ‘-’ signs. Try
using PRINT statement to do the fol-
lowing:

(a) Add 25 and 12
(b) Subtract 23 from 79
(c) Divide 80 by 10

You should have typed the following

to answer:

(a) PRINT 25+ 12

16
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(b) PRINT 79-23
(c) PRINT 80/10

We can then use what we have
learned to begin to write a program to
test multiplication tables. Type the fol-
lowing program 2a, using exactly the
same line numbers:

10 PRINT “This program will give
you the answer”’

20 PRINT “to any number in the eight
times table.”
30 PRINT
BER”

You should by now understand what
will happen if you run this program. It
asks the user to enter any number. That
is where we reach our second keyword
statement. We need to be able to enter
information or input into the computer.
To do that we use the INPUT state-
ment which tells the computer we are
requesting information and the com-
puter will wait until an answer is given.
For example, type:

INPUT number

In response to the question mark
enter a number. If you enter a number
the ‘>’ prompt will return. If you then
type:

PRINT number

the number you entered will appear.
What you have done is to allow the
value entered to be given to a numeric
variable, the variable name being ‘num-
ber’. It could just as easily have been
called ‘a*or ‘Ered’.

You can think of a variable as a box.
When you used the INPUT statement
the number you entered was placed in
the box called ‘number’ and at a later
date when you asked for the contents of
the box by typing ‘PRINT number’ the
number you entered was shown. Use
the example again in program 2b but
this time change the variable name, i.e.,
‘number’ becomes ‘a’. Now add two
more lines to complete the program as
follows:

40 INPUT a
50 PRINT 8%*a

Run the program. Can you see what
is happening? Line 40 waits for the user
to input a number and that number is
multiplied by eight in line 50 and the
PRINT statement prints that result to
the screen.

What happens if we enter a non-
numeric value, i.e., the letter ‘A’? Al-
though it would appear that the reply is
accepted, the result we obtain will al-
ways be zero. That is because the ma-
chine is expecting a numeric value and
if anything else is typed-in, the com-
puter reads it as a zero.

That example leads to the two differ-

“ENTER ANY NUM-
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ent kinds of variable which exist. The
first we have already encountered, a
numeric variable. The second kind of
variable we can use is called a string
variable. When using a string variable
any keyboard character is accepted and
stored. The difference between that and
a numeric variable is that maths cannot
be carried out on a string variable. To
distinguish between the two kinds of
variables, a certain rule is followed.

With the numeric variables we can
call it what we like. Therefore where we
have stored our numeric input in the
program, we called it ‘a’ but could just
as easily have called it ‘number’ or
‘acorn’. To tell the computer we are
using a string variable we add a ‘$’—
dollar—sign on to the end of the vari-
able name. For instance, if we want to
ask the user’s name and then print a
personal greeting to that person, we can
write program three:

10 INPUT name$

20 PRINT “Nice to meet you ’;name$
The semicolon in line 20 tells the

computer to place the variable ‘name$’

next to the last thing printed, in this

tag=9
or
y=yio

In the first example we have told the
computer the numeric variable ‘tag’
equals 9 or, to be more exact, we have
said ‘LET tag=9’. The keyword LET
is optional and we will not make use of
it but the important thing to remember
is that when we tell the computer a
variable is something or that, as in the
second example, the numeric variable
‘y’ equals the value of ‘y’ plus 8, we are
saying ‘LET this variable equal . . .’

So, for instance, if we want to print-
out a name 10 times we could type 10
lines each with the same PRINT state-
ment:

10 PRINT “James™
20 PRINT “James”
30 PRINT “James”

That is a tedious way of doing it so
we can use our ability to increment a
value on a variable by typing:
10x=0
20 PRINT “James”

30 x=x+1
40 IF x<10 GOTO 20
50 END

Line 10 sets the value of x to 0. Line
20 is where we print our word. At line
30 the value of x is increased by 1—
LET x equal the value of x, which at
this point is 0, and add 1 to it, therefore
making x equal to 1. Now two new
keywords, IF and GOTO. What we
have said in line 40 is that IF x is less
than 10 GOTO line 20, where the print
phrase is repeated. That continues until
X is greater than 10. If x is greater than

‘The second kind of variable
we can use is a string variable
when any keyboard character

is accepted and stored’

case a space, because we want to leave a
space between ‘you’ and the name en-
tered.

Therefore a string variable allows any
alphanumeric character, i.e., any key-
board character, but it cannot carry out
mathematics on a number entered. If
you are still not sure about the differ-
ence between a numeric and string vari-
able, try to write a program to carry out
multiplication; this time use a string
variable—one with a ‘$’ sign at the
end—to work out the result.

Finally, let us learn a few more Basic
keywords. The first keyword is ‘LET’.
"You will often see in programs lines
like:

10 the program is finished, thus the
END statement at line 50.

I have now provided sufficient infor-
mation for you to start writing some
interesting and useful programs and I
leave you with a problem. Write a
program which tests someone’s knowl-
edge of any multiplication table chosen.
Use all the commands to write a pro-
gram friendly to the user and offering a
variety of problems to solve.

The commands you have learned so
far should allow you to start writing a
number of programs and next time we
will deal with some new commands and
consider how to plan the writing of a
program.
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Does your
computer

serve
drinks?

There’s a new world of high technology
opening up — a world where menial tasks
are no longer a chore, but have become a
challenging source of inspiration,
enjoyment and problem solving.

PRACTICAL ROBOTICS is the first
magazine solely concerned with this
rapidly expanding new area in software
and hardware.

So why not subscribe NOW and who
knows, one day, — breakfast in bed?

PRACTICAL

Mail to:
PRACTICAL ROBOTICS, ECC Publications Limited
2, Newington Green Road, London N1 4AQ

Yes — I'd like to subscribe to PRACTICAL ROBOTICS
(6 issues — price £6 including P&P)

I enclose a cheque for £

Please charge my credit card:

Card name

Number

Name

Address

Post Code

Signature Date

% NB: This offer applies to UK subscribers only.
‘ Overseas rates available on request.

FOR THE BBC MICRO
SOFTWARE

TINY PASCAL

Pascal-T is a 16k Eprom program capable of compiling Source Pascal
into acompact and very fastthreaded-interpretive-code. Full editor and
disc-support are included and the program is supplied together with
co&n:rehensivedoc‘umenlalion. PRICE£59.00 + V.A.T.
XCAL

An eXpert Computer Aided Learning package in 16k Eprom and
support disc. No programming skill required to construct learning
‘sessions’ as the program is ‘screen’ driven. Facilities include Text
pages, Graphics and Histograms. PRICE£65.00 + V.A.T.

FORTH
FIG-FORTH in 8k Epromtogetherwithmanual.PRICE£34.72 + V.A.T.
LOGO-FORTH
A 16k Eprom program introducing this very powerful but extremely
friendly Turtle-Graphics language. Users also have full access to the
Fig-Forth supportnucleus. Fulldocumentationisincluded.
PRICE £59.00 + V.A.T.

M-UTS
Powerful machine code monitor with disc utilities.

PRICE £19.95 + V.A.T.
(Special discounts available for educational establishments for all the

above software)

HARDWARE

Always in stock Printers, Disc Drives IC’s etc.

FOR THE EPSON HX20
SOFTWARE
FORTH ROM including fulldocumentation. £34.72
HARDWARE
Expansion Unit, Paper, Microcassettesetc.  Pleasephoneforquotes
Retail/Mail Orders/Dealers

enquiries to:

HCCS Associates Retail sales also at:

533 Durham Road, Low Fell, HCCS Microcomputers
Gateshead, Tyne & Wear 122 Darwen Street

NE9 5EY
Tel: (0632) 821924

Blackburn, Lancs.
Tel: (0254) 672214

HORNBY 3
SOFTWARE

BBC Model B1.25 | |
PRO GOLF SERIES

Converted from the highly successful Spectrum
programs

NEW ERA IN COMPUTERISED GOLF

A

EXACT SIMULATION OF BRITAIN'S TOP GOLF COURSES

(1) ALL GOLF RULES APPLY

(2) DESIGNED FOR ONE OR TWO PLAYERS

(3) PLAYED OFF ANY HANDICAP

(4) ON EACH HOLE DIST, PAR, GREEN ENLARGEMENT

(5) CONTROL SHOT — CLUB, STRENGTH, DIRECTION,
SHAPE OF SHOT

(6) GRAPHICS EXCELLENT
(7) EXTREMELY REALISTIC

TROON £7.75
MOORTOWN NEW RELEASE £7.75
NEW BIRKDALE £7.75

WENTWORTH—EAST & WEST COURSES
£11.00

ALL PRICES INCLUSIVE OF VAT, P+P, AVAILABLE FROM:

HORNBY SOFTWARE

21 PINFOLD HILL, LEEDS LS15 OPW
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10 PROCINSTRUCT IONS
i M b g
,16,16,40
22 VDL 23,226,0,0,0,0,32,48,%

vbu 23,240,0,0,0,0,28,48,1

26 ON ERROR RUN

27 MODEZ

BVDU Y9054 505050
H=0

50 L=10

60CLS

68 VDU 19,0,4,0,0,0

7A0L < 5 G U P |

80X=10

0Y=14

9% COLOUR 2

26 MOVE 0,538

97 DRAW 1280,538

10OFRINT TAE(O,0); "bbbbpbbbbbb
b

110 PRINT TAER(0,15)"

120K=RND (12)
1ZOIF k<3 THEN GOTO 120
140FOR A=1 TO1S

1S0FOR T=1 TO 100
L6ONEXT T

165 COLOUR 3

170FRINT TAE(K,A) ; CHR¥(225)
180PRINT TAB(K,A-1)3" "
190AF=INKEY# (0)

200IF A%¥="Z" AND X:*1 THEN X=X-

210IF A%="X" AND X<17 THEN X=X
+3
215 COLOUR 2
S20FPRINT TAB(X,Y) ;" ";CHR$(226

COLOUR &
MOVE 0,53
DRAW 1280,538

O%FX 15,0

240NEXT A

2501IF k=X+1 THEN FROCSCORE ELS
E FROCLIVES

2606070 100

70DEF FROCSCORE

2BOSOUND 1 ,-13,150.1

FOE=5+10

S COLOUR 3

OFRINT TAE(1,18);"SCORE="3;S

O IF S*H THEN H=S

O FRINT TAER(1,20);"HI-SCORE=

RUISING down the river, sud-
denly you see an aeroplane spill-
ing-out men in parachutes.
Using the Z and X keys to steer your
boat, you must try to catch the para-
troopers before they fall into the water.
Every man you save is worth 10
points but if you let more than 10 men
drown the furious pilot of the aircraft
will shoot you.
Parachute Jump was written for
the BBC B by B Norton of Bacup,
Lancashire.

- TABCE,16)3;" "3CHR$(2
L0 TR

365

370PRINT TAE(1,19);"LIVES=";L

80IF L<1 THEN FROCFINISH

290 ENDFROC

400DEF FROCFINISH

405 COLOUR 3

410FRINT TAB(O,21)3;"HIT THE S

FACE BAR FOR ANOTHER GO"
420TIME=0: REFEAT:UNTIL TIME:>3C

4Z0SOUND 1,-15,30,5: SOUND 1,-1
5,50,5: SOUND 1,-15,20,10: SOUND 1
,~15,50,5

440G=6GET

THEN GOTO 40 ELSE G

460DEF FROCINSTRUCTIONS

470CLS

480FRINT TAEB(11,4);CHR¥(141);:C
HR#¥ (1734) ; "FPARACHUTE" : PRINT TAR(1
1,5);CHR¥(141) ; CHR* (134) ; "FARACH
LITE"

485*FX 11,9

490FRINT TAEB(3,9);"You are sai
ling in the River Burt when you
see an aeroplane spilling out me
n in parachutes.You can miss 10
men,but after that the pilot sho
ots you dead."

SOOFRINT "FRESS THE SFACE BAR
TO CONT"

S106=GET

S20CLS

S3IOFRINT TAE(3,9);"Every life
saved is worth 10 points.You mus
t catch as many men as you can b
efore your lives run out.You con
trol the boat with Z=left % X=ri
ght.”

S40FRINT "FRESS THE SFACE BAR
170 PLAY"

S506G=GET

S60ENDFROC

ACORN PROGRAMS August/September 1984

19




1 ORE M3 % 5% 3 3 5 5 5 3 % % % 9% % 55 % 3% % % % %%
X WA W

ZOREM¥% %% %% % %% %% %% DATARASE % % % %
EE TS

FOREM* ¥ xxxx%%RY D.SENTINELLA
ET TS TS

BOREM® 5555 35 5 35K 336 3369 336 96 3 3%
AR H W

SOREM¥* %% %% %% %% % %¥VAR I ABLES % %% %
AW W

EOREM ¥ 353533553353 3K 332963 %% ‘

KRR
70MODE4: DIME#$ (200,4) : DIMC# (4)

1C#(1)="NAME":C# (2) ="ADDRESS": C$
(3)="TELEPHONE NUMBER":C$% (4)="DA 4401F D<10R D>ROOTHENFRINT"YOU
TE OF BIRTH":DIMF#(200,5):F=0:D= g NUMBER IS NOT BETWEEN 1-200!":
Is) (A=1TOZI000: TA: 5 30
BOREMx xxxxwaxxx*INSTRUCTIONS® ' 4S0CLS:FOR Aei10 b STER2:wbUZ8 OU CAN KEEP up to 200
'F el ol R T s e names and addresses on this use-
| PRINTTAB (10,2) 5 " INSTRUCTIONS s So0 RINTIPERSON. . "30 ful database program written for
. ( ; : s e AL : :
F'RINTTAB (10,3) 3 "———meems < ——-——'—" A480INFUT"ADDRESS. . ... "EB¥f a8, 2) the EleCtI’On by Davld Sentlnella Of
_1OOPRINTTAE(2,5);"This is a DA 490INFUT" TELEFHONE NUMEER. . ... Camberley, Surrey. The main menu
o ot BERLRLNEE SRER SIS = i, 5) allows you to create a new file, retrieve
ELECTRON. S00INFUT"DATE OF EIRTH....."R$ : e A
110FRINTTAE(2,7) 3 "This program (4. 4) information, add to existing files, and
ShioNe 2L tR LeNE up 1@ S50 Aa S10IF A+1:D THEN GOTO590 SAVE or LOAD from tape. Entries are
mes, addresses,telephone numbers 520VDUZ8,1,30,38,17:CLS i d el d th .
and dates of birth." STOFRINT"FERSON. . "5 A+1 indexed automatically and there is space
120FRINTTAR(2,10) 3 "Included in SAOINFUT "NAME. . . . . YRE(A+L, 1) on each one for entering a person’s date
the program is a MENU.To use i S550INFUT"ADDRESS. . ... "Bf (A+1,2 of birth
t enter the letter to the left o ) i .
f the instruction." S60INFUT " TELEFHONE NUMEER. . . . . Address Book will also run on the
1Z0PRINTTAE (3,30) ; "FRESS ANY K wpg(as1, ) BBC. B,
EY TO CONTINUE":T#=GET# S70INFUT"DATE OF BIRTH..... VEF
140 y (A+1,4)
1S5OREM* #MENU* % S8ONEXTA
160VDUZ6: CLS: FRINTTAE (19,2) 3 "M
ENU": FRINTTAE (19 ,3) § "=——m"
170FRINTTAE(10,6) 3 "Aunu. . JWRIT
E A NEW FILE." ~
1BOFRINTTAE(10,8) 3 “B......LO0K .
AT CURRENT FILE."
190FRINTTAE (10,10)3"C. ... . . ADD
TO CURRENT FILE."
ZOOFRINTTAE(10,12) 3 "D......5AV
E FILE TO TAFE." 7o
ZLOPRINTTAB(10,14) 3 "Euu.... LOA
D FILE FROM TAFE."
2ZOFRINTTAE (10,16) 3"F......INS A
TRUCTIONS. " -
OFRINTTAB(10,18) ; "Gu . ... . IND // = -
24OPRINTTAE (10, 20) 3 "He e a v a DEL (’ 2
ETE A NAME." . : 4 “'[ .
OFRINTTAE(S,24) ; "FLEASE ENTE e
F THE LETTER YOU WANT." e
26OAF=GET#: IF AF<>"A" AND A%< >
"RY AND A%< AND A%< ="D" AN "
AECHE SUEYAND :
AUHYCTHENZ&O
2701F D<1THEN IFA#="E" ORA$="C 0
"OR A$="D"OR A$="G"OR A¥="H" THE
N CLS:FRINT'"YOU HAVE NO FILE IN §
MEMORY ! " : FORA=1TOZ000: NEXTA: GOT 4 7~

F="A"THEN FROCA
"B"THEN F=0:FROCE
AF="C"THEN FROCC
A¥="D"THEN PFPROCD
AF¥="E"THEN PROCE
AF="F"THEN GOTO80
AF="G"THENFROCG

A¥="H"THENFROCH

50 TF
8 0150
a?éDEF FROCA: REM**WRITE A FILE ////
* ¥
4O0FRINTTAR(12,1) 3 "WRITE A FIL

E. " VDUZR,1,15,38, 3:MOVEL1O0,510:D
RAW1269,510 .
410FRINTTAR(1) ;"In this part o
f the program you can write a n -,
ew file.The computer will prx //::::::’ e
nt up what it wants you do enter
"

420MOVEL10,510: DRAW1269,510
4Z0INFUT"How many people do yo
u want in your file?"D
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S POOK

Sgovbu28.1,30,38,17:CLS: PRENT "
FRESS ANY KEY TO RETURN TO MENU.
": T$=GET#:VDU26: CL5: ENDFROC

HOO

610DEF FROCR:F=0: REM*¥*LO0K AT
A FILE**

620Z=0:FRINTTAR(10,1) ; "LOOK AT

CURRENT FILE":VDUZ28,1,30,38,3

6I0IFZ=1THENZ=2: RETURN ELSEFRI
NTTAEB(2,0);"In this part of the
program you can look at the file

in memory.All the computer n
eeds to know is one piece gf
he following infomation:-NAME,

ADDRESS , TELEFHONE NUMEER OR DA
e OF RIRTH. "

640FRINT"The first letter of t
he first word will do!"

6S0INFUT"Flease enter which of

the above list you know.."D#

660IF D# 'NAME" AND D# 'ADDR
ESS" AND D¥ TELEFHONE NUMBER"
AND D 'DATE OF BRIRTH" THEN&7O
ELSESL80

67DIFDF ="N" AND D#: A" AND D
F4X"D"AND D#F<"T" THENFRINT"YOU
MUST ENTER ONE OF THE AEROVE LIST
" FORA=1TO3I000: NEXTA: CLS: GOTOLE

(8]

HBOIFDE
AROIFDF

TOOIFD#
RTH"

ZI10IFDE="T"THEN D#¥="TELEFHONE
NUMEER"
MOFORA=1TO4
IF D#=C#(A) THEN C=A

T4ONEXTA

7 FRINT: FRINT"FART OF THE INF
OMATION WILL DO":FRINT"FLEASE EN
TER THE. ":E$(C) : ¥ "OF THE FERSON?Z
YR T NP FES

7HOFORA=1TOD

770IF INSTR{(B¥(A,C) ,E¥) »=1THEN
GOSUBR?S50 ELSEGOTO780

TBONEXTA

7R0IF Ef=" " OR EFf=""THEN FRIN
T"YOU DID NOT ENTER ANYTHING!'!":
FORA=1TO2000: NEXTA: ENDFROC ELSES
00

g00IF F=0THEN PRINI"THE "“:D$3"

“NIMTHEN D
"A"THEN D
="D"THEN D#¥

= U NEME
"ADDRESS"
"DATE OF RI

YOU ENTERED IS NOT IN THE Fl
LE!!":FORA=1TO2000: NEXTA: ENDFROC
ELSEB10

810IF Z=1THENRETURN ELSE REM**
*WRITE RESULTS TO SCREEN®%*
820CLS: MOVELOD,500: DRAW1269,500
: A=0
8ZOMOVE10,500: DRAW1 269,500
840A=0
BHOREFPEAT VDUEBIH, 15038 . 3 1 S8
A=A+1
B6OFRINT"FERSON. . "3 A
870F0ORZ=1TO4: FRINT"
..... NaFSF(A,Z)NEXTZ
880vDU28,1,30,38,17:CLS: IF A=F
THENS20
BPOFRINT"FERSON. . "1 A+1
Q00FORZ=1TO4: PRINT" ";C#(Z)3"
..... NEFPELAL LY ENEXTZ
F1OA=A+1:FRINTTAR(2,10) ; "FRESS
ANY KEY TO CONTINUE!":T#=GET#
FROFRINTTAR(2,10) ; "FRESS ANY K
EY TGO CONTINUE!":1F GET#=""THENS
20
JOUNTILA=F:VDUR26: CLS: ENDFROC
F40REM
PEOF=F+1:FOR
R aBEXTERES (
RN
6O
P70DEF FROCC: REM*¥*ADD TO CURRE
NT FILE%%*
FBOFRINTTAR(10,1) 3 "ADD TO CURR
ENT FILEY: VDU2B,1 s o8, 3:CLS
SL0UDHRR T, 30,38 .5 0L 5
1OOOFRINTTAE(2,1)3"In this part
of the program you can add to
the file in memory.You enter
this in the same way as you did
before.": INFUT"Number of p
eople you wish to add to the c
urrent file.."G
1010IF GX200 OR GU1THEN FRINT"Y
OUR NUMBER IS NOT BETWEEN 1-200!
" FORA=1TOZO00: NEXTA: CLE: GOTO100
8}
1020IF D+G:>200 OR D+G<1THENFRIN
T"THE OVERALL NUMERER IS OVER 200
M FORA=1TOZ000: NEXTA: CLS: GOTO10
(818
1030MOVEL0,S500: DRAW1 269,500
1040FORA=D+1 TO (D+G)STEF 2
1050VPhU28 1 15,38, 30 CLS
1060FPRINT"PERSON. . "3 A
1070INPLUTY"NAME. . . . "1 B$¥ (A, 1)

MECHZ) Y

1TO4: F¥(F,E) =R%
=GTR¥(A) :RETU

1080 INFUT"ADDRESS. . . . . ":B$(A,2)

1090INFUT" TELEFHONE NUMEER. . ...
"IEF(A,D)

1100INFUT"DATE OF BIRTH.....";B
£(A,4)

1110VDU28,1,30,38,17:CLS

1120IF A=(D+BG) THEN 1190

11ZOPRINT"FERSON. . "3 A+1

1140INFUT"NAME. . . . . "3 B¥ (A+1,1)

1150INFUT"ADDRESS. . ..« .« ";BF(A+1,
2)
1160INFPUT" TELEFHONE NUMBER.....

"iB% (A+1,3)
1170INFUT"DATE OF RIRTH.
F¥(A+1,4)

1180ONEXTA
1190VDU2B,1,30,38,17:CL.S: FRINT"
FRESS ANY KEY TO RETURN TO MENU.
": G¥F=GET#:VDU26:CLS: D=D+G

1200ENDFROC

1210

1220DEF FROCD: REM**SAVE FILE*%

1230FRINTTARB(10,1);"SAVE FILE T
B TAPEL: YDU2B 1,350,383

1240FRINT" In this part of the
program the computer will s
ave the file on tape.":INFUT"FLE
ASE ENTER FILE NAME..'"L#%

1250I=0: H=0FENOUTL¥ :REFEAT:I=1I
+1:FORA=1TOD: I¥=R% (A, 1)

1260FRINTEH, I$: NEXTA

1270I%="N0 MORE": I$¥=I1$+STRING# (
248, " )

1280FRINTEH, I#

1290UNTILI=4:CLOSEEH

1300ENDFROC

1310

1320DEF FROCE:REM**LOAD FILE®**

IJOFRINTTAB(10,1) 3 "LOAD FILE F
ROM TARE!:VDU28, 1330 ,38,3

1340FRINT" In this part of the
program the computer will 1
oad a file from tape..":INFUT"FL
EASE ENTER FILE NAME.."L#

1350H=L#¥:D=0: J¥="N0O MORE":J$=J%
+STRING*#¢248," ")

1360FORA=1TO4: D=0: REFEAT : D=D+1

1370INFUTEH, I$: B¥(D,A)=I%:UNTIL
I$=J%

138ONEXTA: CLOSEELH

1390FORA=1TO4: B¥ (D,A) ="":NEXTA:
ENDFROC

1400DEF FROCG: REM%*% INDEX %%

1410FRINTTAE(15,1) ; "INDEX":FRIN
TTAE(1,3) ; "NUMBER. . . . NAME " : VDU28
»1,30,38,4

1420CL.S: FORA=1TOD

cees "3 B

L14ZOPRINTTABC(O) 385 e i nennnn. -]
$(A, 1)
1440IFVFOS =20 AND A« THENFRI

NTTAER(1, FRESS ANY KEY TO CO
NTINUE": Z#¥=GET#:CLS

14SONEXTA: FRINT * " "FPRESS ANY KEY

TO RETURN TO MENU":Z#=GET#¥: ENDF
ROC

1460DEF FROCH: F=0: REM**DELETE A

NAME * %

1470FRINTTARB(13,1) ; "DELETE A NA
ME " sMDLIREB LT SEO SREEES

1480FRINT"In this part of the p
rogram you can delete a name t
hat is in the file.To do this y
ou need to know one of the £o1l
lowing: ~name, address,tel ephone

number or date of birth.":Z=1

1490G0SURL40
1500IFZ=2THENGOTO1480

1510CLS: FORA=1TOF: I=0: PRINT"FER
SON"3 A

1520REFEAT: I=I+1:FRINTTAEB(O) ;C#
(I)3"eue"3F$(A,I):UNTILI=4
1530FRINT* “"DO YOU WISH TO DELE
TE THIS NAME(Y/N)":Z#=GET#:IF Z%
="Y"THENGOTO1560

1540CLS: NEXTA

1550FRINT ' "FRESS ANY KEY TO RET
URN TO MENU":Z#=GET#: ENDFROC
1560F0ORE=VAL (F¥(A,5)) TO D
15701I=0: REFEAT

1580I=I+1:E%(Q, I)=R¥(Q+1,1)
1590UNTILI=4

1600NEXTE: D=D~1:GOTO1540

23) 3
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GUHHIVIR

10 ON ERROR GOTO 20 210 IF I#%="@Q" D=-1 390 CLS
CLS ) IF I#="P" D=1 400 GOTO 80
30 GOSUE 410 ) X=X+D 410 FRINT
40 MODE 1 O IF- 1$="@" S=5-H0 :CLS 20 PRINT" "3

FRINT" ££££ECASTEROIDSEEEE

41 *¥FX 200,2 250 LET D=0 430
50 #*FX 11,0 260 IF X>30 i1 SEES
60 VDU 23 0,126,126,126,126 440 FPRINT " RY"
,126,126,60,24 450 PRINT " CHRISTOFHER EROW
70 HS=0 ls N (C) 1984"
80 X=19:¥=10:85=0:D=0 O GOTO 100 460 FRINT
90 VDUZ233;8202;030;0; 0 PRINT TAB(X—1,Y)"<£x" 470 FPRINT " EF g "
100 COLOUR 2 O IF S#%="N" GOTO : 480 FRINT " RIGHT ~F"
110 PRINTTAB(RND (30) ,31) "*" 320 FOR I=1 TO 100:SOUND ©,-5 490 FRINT " HELF ™~@ BUT YOU
120 PRINTTAE(RND (30) ,30) "*" »I,1:HEXT R SCORE IS 80 LESS"
130 FOR K=0 TO DS 330 CLS 500 PRINT " SOUND 2(Y/N) "3;:IN
140 FRINTTAB(RND (30) ,30) "*" 340 PRINT TAEB(5,5)"YOUR SCORE FUT S%
150 NEXT K 18 ";5 510 *FX 210,0
160 COLOUR 1 350 IF S*HS THEN HS=S: INFUT"E IF g$=UN" THEN *E=X0 21051
170 FRINTTAE(X,Y) ; CHR$(240); TA NTER YOUR NAME " H# INFUT "DIFICULTY (1 TO 30)
B(1,1);6 360 PRINT " HIGH SCORE
180 SOUND1,-5,X,1 L
190 S=5+1 370 PRINT" ":HS;" by ";H$
200 I$=INKEY$(10) 80 GOSUEB 530 VDU 23:;8202;03030;

0

CLASSIC arcade favourite is

brought to your BBC B or Elec-

tron by this version from Chris- [3
topher Brown of Great Barford,
Bedfordshire. The object is to steer
your fleet of cargo spaceships safely
through the asteroids which hurtle to- {8
wards you. ;

Ten levels of difficulty allow you to [i§

choose the number and the speed of the §
asteroids.
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10
15
16
20
30
40
4%
46
50

&LHO
70
80

QD
Lold)
110
120
140
1000

1030
1050
1060
1070
1100
1110
1120
1150
1160
1170
1400
1410
1420
1470
1440
1450
1460
1470
1480
1490
1491
1492
1493

1005

MODE 2

ON ERROR GOTOZ700
VDUZZ; B202; 030303
FROCINIT
PROCSPEED

S%=RND (4)

CLG

GCOLO,1

X%=600: Y4=1000: I1%Z=100

IF S%=1 THEN FROCSQUARE (X%

VT

IF 8%=2 THEN FROCDIAMOND (X

v T7)

IF S%=3 THEN PROCTRIANG (X%

Y T

IF S%=4 THEN FROCRECT(X%Z,Y
FROCL.INE

FROCANSWER

GOTO 40

DEFFROCINIT

I%=100

GCOLO,9

X7A=220: Y4=1000
FROCSCUARE (X%, Y%, I%)
GCOLO, 10
X7%=800:Y%=1000
FROCDIAMOND (X%, Y%, 1%)
GCOLO,12

X7%=200: Y/.=500
FROCTRIANG (X%, Y%, 17%)
GCOLO, 14

X7%=1100: Y%4=500
PROCRECTAXZSY L $TL)
DELAY =TIME

REFEAT

UNTIL TIME-DELAY=800
GROLO 1
X7%=220:YZ=1000
FROCSQUARE (X%, Y%, I%)
GCOLON 2

X7%=800: YZ=1000
FROCDIAMOND (X% ,Y%, I%)
GCOoOLO,4

X7=200: Y%=500
FROCTRIANG (X%, Y%, 1%)
GCOLO,6

MG

1494

X7%=1100: YZ=500

1495FPROCRECT (X%, Y%, I%)

1496
1500
1520
EDM
1530
1540
1550
1560
1561
1562
1970
16
1610
1620
1630
1640
1650
1660
1700
17210
1720
1730
1740
1750
1760
1800
1810
1820
1830
1840
1850
1900
1910
1920

ENDFROC

DEFFROCSFEED

PRINT TAB(S,5); "SELECT SPE
PRINT TAEB(S,9);"1.Fast”
PRINT TAB(S5,12);"2.Medium"
PRINT TAB(S5,13);"3.Slow"
INFUT SF

IF SP <1 ‘THEN 60760 1560

IF SP >3 THEN GOTO 1560
ENDFROC

DODEFFROCSGUARE (X% ,Y%,17%)

MOVE (X7%—-2%1%) , (Y%)
DRAW (X%+2%1%) , (YZ)

DRAW (X%+2%KI%) , (YA—4%1%)
DRAW (X%~2%I%) , (Y%—4%1%)
DRAW (X%—2%I%) , (YZ)
ENDFROC
DEFFROCDIAMOND (X%, Y%, I%)
MOVE X%, Y%

DRAW (X7Z+2%I%) , (Y4—-2%1%)
DRAW (X%) , (Y%—~4%I%)

DRAW (XZ—-2%I%) , (Y4—-2%1%)
DRAW X%, Y%

ENDFROC
DEFFROCTRIANG (X%, Y%, I%)
MOVE X%, Y%

DRAW (XZ+2%1%) , (Y/—4%I%)
DRAW (X%-2%I%) , (YV—4%1%)
DRAW X%, Y%

ENDPROC
DEFFROCRECT (X%, Y%, I%)
MOVE (X%~1%) Y%

DRAW (X%+1%) , Y%

1930
1940
1980
1960
2000
2010
2020
2030
2040
2050

2060

DRAW (X%Z+I%) , (YZ—-4%1%)
DRAW(XZ~T%) , (YZ%—-4%1%)
DRAW(X%Z-T1%) ,Y%
ENDFROC

DEFFROCL INE
1%=50:X%=200: Y/=500
PROCSGUARE (X%, Y%, I7%)
X7=450
FROCDIAMOND (X%, Y%, I%)
X7=800
FROCTRIANG (X% ,Y%,1%)
2070 X%4=1100

2080 PROCRECT (X% ,Y%,1%)
ZOOONZ=0

01 REFEAT

O2N7=N%Z+1

OZ IF N%=5 NZ%=1 !

11 PRINT TAB(17,24);" "
2 FRINT TAB((S*(N%Z-1)-3),24)

FPRINT TAB(((S5%N%Z)-3) ,24)3"
I014
3015
3040

AF=INKEY#¥ (100%SF)
UNTIL A"
ENDFROC

3100 DEFFROCANSWER

3110 IF N%=S%Z THEN PROCRIGHT EL
SE PROCWRONG

3115 *FX19,1

Z120 ENDFROC
DEFPROCRIGHT

GCOLO,12
MOVE 400,400

DRAW 500,300

DRAW 700,800

DELAY =TIME

REFEAT

UNTIL TIME-DELAY=600
ENDFROC

DEFFROCWRONG

GCOLO,7

MOVE 400,800

DRAW 800,400

MOVE 800,800

DRAW 400,400

DELAY=TIME

REFEAT

UNTIL TIME-DELAY=600
ENDFROC

IF ERR=17 THEN CLG:G0TO 30
REFORT

I290

3300
3400
3410
33520
3530
3540
3550
I560
3570
3580
3590
3700
3710

RS B J GRIBBLE of Oxford

wrote Mix and Match for

the Electron and BBC B to
help the youngest member of the fam-
ily, aged three, to learn to use a com-
puter and to recognise geometric
shapes.

At the start, four basic shapes are
displayed at the bottom of the screen.
One is then selected and re-drawn at the
top of the screen and an arrow moves
along the bottom row. The child presses
the space bar when the arrow is facing
the shape matching the one at the top of
the screen. A correct answer is rewarded
with a flashing tick, an incorrect one
with a large cross.

A new game starts automatically after
eight seconds and the speed of the game
can be varied by pressing ESCAPE to
return to the menu.
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CLEARLY HE HAD ONLY ONE
KEYBOARD IN MIND WHEN HE
DESIGNED THE HUMAN HAND

IMAGINE A KEYBOARD

... so simple to use that in under an hour
you're touch typing the entire alphabet,
numbers and punctuation.

. .. so effortless it needs only one hand, your
eyes never leaving the screen or the document
you're copying.

A keyboard you can hold in your palm, and
yet, so powerful, it can replace every input,
command and function key of your BBC
computer. . .

Just think how effortless it would be if you
could touch type your programs, data and text.

How you could lean back and relax; be faster
and more accurate; your mind free to think, and
your eyes to read.

: ... HERE’S THE MAGIC!
IT'S CALLED Q!'! ! -N-KEY Look at these diagrams:

And for £49.95 you’ll get everything you r o \( i | 3
need — hardware and software — to use : . % &
Quinkey with your BBC computer. /% 0 ;/. e o ? » ? )

- S = %
HOW CAN6 KEYSDOTHEWORKOF | g ©°|| 2 ? 4/2 7 )
72? g o 0 0

You simply press the keys in different \ /- /- J \ J
combinations. Each combination represents a See how the lines joining the key
character. combinations form the characters? For each

Quinkey has 5 keys plus a Control key, each letter there’s an instantly recognised and easily
finger belonging to its own key — so there’s no memorised visual clue.

need to hunt and peck ... BUT... That's the trick — and it works!

S ———




YOU CAN TRY IT NOW!

Rest the fingers of your right hand on a table top.
Imagine the keys.

To write an “I"” you press your Thumb and Index finger
down at the same time.

Foran “L" you press your Thumb, Index and Little
fingers.

To write “Y”’ vou use your Thumb, Middle and Ring
fingers. ..and soon.

That's all there is to it.

Here's what users are saying about the keyboard:

—PETER RODWELL (as Editor of ‘Personal Computer
World’) “took me half an hour to learn the alphabet . . . far
easier than learning to type. It's an addictive device,and I'm
starting to wonder how I ever managed without one.”

—PETER WHEELER (in the ‘“Times Educational
Supplement’) “a new user can start to touch type after one
hour’s usage.”

—FRANK DALE (BBC Producer — writing in ‘Electronic
Times’) “no other machine is so easy to use, so easy to learn,
so generally useful .. .”

NO RISK, MONEY BACK GUARANTEE.

If you're unhappy with your Quinkey just return it
within two weeks for a full and courteous refund.

ONLY £49.95 (including VAT and postage & packing).
HERE’SWHAT YOU GET.
* One Quinkey keyboard.

* Breakthrough multi-channel interface for up to four
keyboards (plug into analogue port).

* Two new powerful software packages, PROG & WP
(described below).

* Comprehensive Quinkey manual.

“PROG” and “WP”’ (free with the Quinkey package) are
utility programs written specially for the BBC.

“PROG” enables your BBC to recognise and interpret
the signals from the Quinkey keyboard. It combines easily
with your application programs enabling you to use
Quinkey as a comprehensive alternative keyboard.

“WP” optimises Quinkey to work with word-
processing packages “Wordwise,”““View” and “Edword” —
a perfect text-writing combination.

KEYBOARD RANGE.

All BBC “B” keyboard inputs generate from the
Quinkey, except the hard-wire key, ““Break.”

TECHNICAL DATA:

Loading length: &605. Running length: &300.

No zero-page locations,all ADC channels.
Interrupt service vector IRQ2V, correctly chained.

TESTED COMPATIBILITY

BBC Model “B” Acorn

0S1.2

BASICIor BASICII (unless using

INKEY with negative argument) Acorn

DFS 0.90 Acorn

View Al.4 Acornsoft
Wordwise 1.17 Computer Concepts

Edword Clwyd Technics

QUINKEY IN THE CLASSROOM.

Quinkey keyboards allow up to four children to use one
BBC computer at the same time. “QUAD” software
supplied with the Educational Pack enables children to
write simultaneously on a split screen and print out their
work separately.

(Send the coupon if you would like more information
about the remarkable results that children of all ages and
abilities are having with Quinkey.)

"

Order from your nearest BBC Acorn dealer or by
sending in the coupon below,now.

] olo
microwriterD
An associate company of the Hambro Life Group of Companies

31 Southampton Row, London WC1B 5H]

I_To: Vector Marketing Ltd., Denington Estate, Wellingborough,
Northants. NN8 2RL.

PLEASE SEND:
001 Quinkey pack(s) @ £49.95 5
002 Extrakeyboard(s) @ £29.95 £
003 Educational Pack(s) @ £148.80 £

(Quinkey pack plus 3 extra keyboards
and additional “QUAD” software)
+ postage and packing £5°2.50

Irealise that I can return the pack(s) undamaged within two weeks of
receipt of order, if [ am not fully satisfied, for a complete refund.

Send more information about Quinkey in the classroom.

I enclose a cheque made payable to:
Vector Marketing ‘“Microwriter Ltd " for £

Or debit my Visa/Access credit card No.

O

SIGNED:
NAME:
ADDRESS:
AP/8/84 |
Please allow up to 28 days for delivery. Reg.no.1374069 I
microwriter |
EEEE B |

LTHE BEST IDEA SINCE THE HUMAN HAND |



ALIENS SIGHTED —
HorminaP> , Bu7
(i LITH LONG E4RS
AND ONLY TWO FINGERS ...

1 OFE M3 3 33 3 36 3 306 36 3636 R 36 30 36 6 36 K X 6 X %
X ¥R

FHORE M % 36 % 3 % 3 % 3 5 36 % 3 6 3 K 5 X 3 6 K KKK
.

XEY = FOSITION
NX&NY= MISSILE FOSITIO

N

LOREM TG = ENEMY SHIF (TARG
ET)

7OREM FOSITION

BOREM LEV = LEVEL OF DIFFICU
LTY

POREM R%RN= THESE FASS ON LE
vV AS

100REM A RANDOM NUMEER
INTO

110REM THE TARGETFIRE F
ROC

120REM F1,2,3,4 = FLAGS

130REM  THE OTHER VARIABLES US
ED ARE

140REM  SELF EXFLANITORY.

1SOREM  THE REMAREKS CAN,OF COU
RSE , BE

160REM LEFT OUT OF THE FROGRA
M

1 7 OFE M % %555 5 3 333636969 0 36 3 06 6
* K H

1 BORE M ¥ % 5K 85 K 53536335399 0 % %% % % %
e
190F3=0
200F 4=0

2100LDSCORE=0
TITLE=0: TITLE2=0
2TONX=0:NY=0: T=1:G6=5
CORE=0: EX=5
240VDU23,173,0,0,240,254,240,0
,0,0:VDU23,174,0,30,158,255,158,
3 o, :VDU23,175,8,8,8,8,8,28,

:LIFE=S:8

250A%=CHR¥174+CHR#¥173
1S
260MODE7: VDU23; 82023 030303 : FRO
CTITLE :MODE2:VDUZ23;8202;030303:
PROCTITLER
270X=10: Y=25: FRINTTAR(X,Y) ; B¥
2BOFPRINTTAR(1Z,1) "Life";LIFE:F
RINTTAE(1,1); "Score"; SCORE
2R0OF=0
TOOREM® % % % % % 5% % % % % % % % % % % %% % % % %%
EE 2 2 2 % 3
F10REM START OF MAIN LOOF
FES M 96 96 36 3 36 3696 96 36 3606 36 36 96 36 36 06 00 3 96 36
LR & 3 3
OREFEAT
IF FOINT (NX*#64+32, 1024 (NY
2-15)=2 THEN FROCHIT

: B¥=CHR#

400FROCTARGETF IRE
G10OUNTIL F¢
BEORE M ® 3503333 % KRR HHH NN

¥ %

4ZOREM END OF MAIN LOOF
GAORE M ¥ 5 3555330 K KKK W NN KR

* W

X

450DEFFROCLEFT
460 OLDFOS=X
4701IF INKEY (-98)
«=1THENX=1
480FPRINTTAR(X+1,Y)" "

THEN X=X-1:IF

:FRINTTA

B(X,Y);B¥

490ENDFROC
SOOREM ¥ % 3% 3 % 5 5 5 % 5 % % 5 % X3 3 553X %%

EE 2 323

SO 1 REM ¥ 3 % % 3 3 % 5 3% 3 5% % 3 % 3 % % % % % % %% %

EE R S

E

S10DEFFROCRIGHT
20IF TNEKEY(-&7)
19THEN X=19
SSOPRINTTAB(X~=1,Y)" ¢
(XaY) s BS

S40ENDFROC

SO M6 596 363636 36 33696 56 506 3696 0 % 3 6 6 %

THEN X=X+1: I

:FRINTTA

33 %% KX

S5 1 RE M %3 % 5 36 % 5 % 3 3 5 3 % % 56 5 % % %% % % %

¥R

1

1

S60DEFFROCF IRE
“=2THENF=0: FRINTTAR (NX

IF F=1 THEN NY=NY-1:COLOUR
tFRINTTAER(NX,NY) " ! ": FRINTTAR (NX
NY+1)" ":COLOUR7:GOTO&00

SP0IF INKEY (-74) THEN F=1:NX=X
NY=Y:S0UND1,-15,30,4: SOUND1 ,-10

26
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IRE at the enemy ship as it flies
overhead on its attack run. You
score 10 points for each direct hit
but watch for the return fire, which is
extremely accurate. You can avoid it by
moving your base left and right with the

Z and X keys.

Fire by pressing RETURN. You
have five lives and when you score 100
points you gain an extra life. There are
four levels of difficulty, from easy to
impossible. Laser Battle was written
for the BBC B by C Fothergill of
Gainsborough, Lincs.

30,2

S6O00ENDFROC
KRR

*H KRR
20DEFFROCTARGET

(18,6)" "2 T=T=1
640IF G=Y THEN G=35
6SOFRINTTAEB(T-1,6) "

:FRINTTAE(T,G) ; A¥: COLOUR7
6L60ENDFROC

% % ¥ K

X HH
680DEFFROCTARGETF IRE

THEN R=R~1:IF R<1THEN RN=1
700IF

POS*64,200: GCOLO,0: MOVE(T+2) %64,
850: DRAWOLDFOS*64 , 200: SOUNDO , -7,

FE=LIFE-1:PRINTTAB(13,1)"Life
IPRINTTAB(13,1)"Life ;L TFE
710IF SCORE=100 AND F3=0 THEN
3=1: PROCSETUF

CORE»100 THEN FROCSETUF

RINTTAB(NX+1,NY)" ":IF NX<
NX=1
800 IF NY<
810ENDFROC

Z THEN NY=2

XK KK

EZORE M 55599650553 306 K00 K

R R
8Z0DEFFROCHIT
840FRINTTAB (NX ,NY) 3" "
850 FORN=1TOZ

860COLOURRND (INT (16)) : FRINTTAR

(T,6) ; A+: PROCDELAY (&)
870FRINTTAB(T,G) " L

880IF F4=0 THEN FROCSOUND ELSE

GOTO 8920
8F0NEXT
FOOF 4=0
?10T=1

RE=SCORE+10: FRINTTAR(1,1) "Score
"3 SCORE

FEZOFROCDELAY (100)

F40ENDFROC

DEORE M ¥ 35 5 3 5 3 53 3 333539 3435 % 5% %

¥ 3 ¥ KX KX

DE 1 RE M ¥ 3 3 36 36 536 336 3 36 53 5 3 5369636 K 36 % % %

RN K
960DEFFROCDELAY (TM)
70TIME=0: REPEAT UNTILTIME=TM
F80ENDFROC

GG ORE M %363 5 33 3 5 33 533K 5 3393 %

EE 228 23

DG L RE MK 2336365 3 33 33655 K 35K K HH X%

*H RN
1000DEFFROCSETUF
1010%FX15,0
10200L.DSCORE=SCORE
10Z0LIFE=LIFE+EX

& 1 OFE M 3363695 336 3 33 9 5 55 3556 6 68 %%

61 1 RE M 335 5 5555 5 5 5 3 595 5 % % %% %%

630T=T+1:IF T=19 THEN FRINTTAE

": COLOURZ

G 7 OREM¥ 55 536 56 5 3 306 3396 336 6 3 396 % % %
E7 1T REM¥E 35355 5555555 K 3K 535 H X% %%
LPORN=RND ( INT (R) ) : IF SCORE >500
RN=1 AND SCORE:*SOTHEN G

COLO,1:MOVE (T+2) %64 ,850: DRAW OLD

2.,2:60C0L0,7 21F OLDPAS=X THEN LI

7201F SCORE-OLDSCORE=100 AND S

730IF LIFE=0 THEN FROCGAMEEND

740ENDFROC

T SORE M % %3 35 % 3 36 36 5 % 3365 3363 % %% %
R R R K

TET L FE M K KK 3 336363636 363636 36 46 36
RN

760DEFFROCGUIDE

770IFNX >=19THENNX=19

780IF INEEY (—122)THEN MX=NX+1
:PRINTTAR(NX—1,NY)" ": IFNX>=19TH
ENNX=19

790IF INKEY (-26) THEN NX=NX-1:P

B 1 1 REM¥ % 3% 3% 5% % 3 3 5 % 3 5 K 3 556 % ¥ %% X% %K%

F=0 :NX=0:NY=0 :COLOUR7:SCO

1040CLS

1050COLOURLIO: FRINTTAR(Z, 10) "YOU
HAVE GAINED

EXTRA LIVES Y

1060COLOURT

1070PRINTTAB(S,19) "Hit

1080FROCDELAY (100)

1090%FX15,0

1100REFEAT UNTIL GET=3Z2 :CLS:FR
INTTAR(1,1) "Score" ; SCORE: FRINTTA
B(13,1) " 1 ¢ 1-1FE

11 10ENDFROC

1 1 ZOREM% % % % % % % % % % 5 5 % % % % % 3 5 % 3 % % %
EX TS

112 1 REM %% 3% 5% % % 5 3% % % % 35 % % 3 5 % % % X% %
EX T 2

11 30DEFPROCTITLE

Space"

1140 T#=" LASER ATTACE " :IN
ST#="Instructions ¥
1150615

1160FOR N=35TO7STEF-1
1170TITLE=TITLE+1
118OFRINTTAB(N,Z) s LEFT#(T*, TITL
E)
1190FROCDELAY (1)
1200NEXT
1210FOR N=35 TO 108TEF -1
1220T1TLE2=TITLE2+]1
12Z0FRINTTAEB(N,S) s LEFTH(INST#,T
ITLE2)
1240FPROCDELAY (1)
1250NEXT
1260FROCDELAY (100)
1270FPRINT: FRINTTAR(Z) ; "The obje
ct of the game is to hit
the enemy ship as it flies on
its attack run”
1280FRINT: FRINTTAR(Z) "For every
hit you get ten points. H
owever the enemy ship will fire
back.The good news is tha
£ iy won 't fire back i
mmediatly."
1290PRINT: FRINTTAE(Z) "The bad n
ews is that when it does I
T IS EXTREMELY ACCURATE.So keep
on the move"
1Z00FRINT: FRINTTAER(Z) ; "Every ti
me you are hit you loose
a life.When you score one hundre

d you gain extra lives"
1Z10PRINT:FRINTTAR(7) ;" (Fress a
ny key)"
1320REFEAT UNTIL GET
1330CLS

1Z40FPRINT:FRINT: FRINT: FRINTTAE ¢
S)CHR#¥135"SURVIVAL RATE"

1Z50FRINT: FRINTTAE(Z) CHR¥129"Le
b= e R e =27 3

1Z60FRINT: FRINTTAR (Z) CHR¥128"Le

20 Ul SRR RO | 0 Not so easy"
1Z70FRINT: FRINTTAR(Z) CHR¥130"Le
VETE S e @x™f ?.. hard"”
1ZB8OFRINT: FRINTTAE(3)CHR$131"Le
vel 4 ______ Impossible"

1390FRINT: INPUTTAR(S) "Enter lev

1400IF

14101IF

14201F T THEN R=95

14Z701IF LEV=4 THEN R=2

1440ENDFROC

1 4S50 RE M ¥ % % % % % % % % 5 % % % 3% % 5% % % % %% % %%
E Rk 2 3

1 4551 REM¥ %53 5365 5596 39556363 335 % % % %
K H

1460DEFFROCTITLER

1470FPRINT:PRINT: FRINT: FRINT: COL
OURZ: FRINTTAE(2) ; "Enemy Ship
";AF¥ :COLOUR7:FPRINT:FRINTTAB(Z2)"
Your Base ":B¥: COLOUR4: PRINT:

FRINTTAE(2) ; "Base Left Z
Base Right

X
1480FRINT: COLOURS: FRINTTAE(2) 3 "
Fire RETURN"

1490COLOURG: FRINT: FRINTTAER(Z2) 3 "

To guide your
missile use the
right % left
cursor k

eys"

1500COLOURY

1S10FPRINT: FRINT: FRINTTAR(Z) " (Fr
ess any key)"

1520REFEATUNTIL GET

1530C1L S

1540ENDFROC

1 54 1 REM% 35 5% % 5 5 5 5 565 5 5 6 3 5 K 5 5 % 3 %%
R

1 SSORE M %555 55K 399636363363 % 3
s

1560DEFFROCGAMEEND

1570C1LS

1S80FRINT: PFRINT: FRINT: FRINT: FRI
NT:FPRINT: COLOURL: FRINTTAR (4) "GAM
E OVER" : COLOUR7Y

15920%FX15,0

1600FRINT: FRINT: PRINT: FRINT: FRI
NTTAE (1) ; "Another game? Y/N "

1610FPRINT: FRINT: INFUTTAE (8) 0%z I
F LEFT$(@%,1)="Y" THEN RUN ELSE
GOTO 1610

1620ENDFPROC

1 6Z0ODEFFROCSOUND

1640F4=1

1650S0UNDO , -9, 4, 16: SOUNDO,—10, 4
,16:SOUNDO,~12,4,16

1 660ENDFROC
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10 ON ERROR FROCerror
20 MODE 6
FROCinstructions

40 VDU : 2480 0, QL 56 60,0, 0 . &
0,4,4

90 VDU 25,231
v 9,0

60 VDU
y66,145,4

+0,24,60,60,24,0

2,145,66,36,24,36

70 VDU

23,241,0,0,0,0,0,0,120

, 104
80
04100
Q0

100

gy

110
s 128
120

280

VDU 23,242,108,96,124,124,

VDU

23,805 1, 1,0:,0,0,128

24,108

VDU 23,244,108,108,108,108

0 5 (8] 5 (8]

VDU 23,249,0,0,0,0,16,32,0

vbu 23,250,128,0,0,0,0,0,0
VDU 23,230,0,60,60,60,563,6
VDU 230245 20,0, 0,0, 11050,0
VDU

23,246,0,0,0,56,56,0,0

- e S S e
V2R 50200y 00,050

23,248,0,0,0,0,0,0,64,

VDU
VDU

VDU 23251004050, 050,0, 1

vDu 235,252,18,28,0,0,0,0,0
VDU 23,253,0,04,0,0,0,0,128

HIHIT=0

REFEAT

MODE 2

VDU 23382023 030303

GCOL 0,134:CLG

COLOUR 132:COLOUR =

FRINT TAER(O,0)SFC(20)
FRINT TAB(O,1)" CLAY FIGEO

N SHOOT. " s SPC(20-P05)

290 FRINT TAR(0,2)SPC(20)

300 VDU S

310 6COLD,2

320 MOVE 0,0:MOVE 1280,0:PLOT
85,0,250:PLOT 85,120,250

330 VDU 4:COLOUR 131:COLOUR O:
PRINT TAB(S,27) "HI-HITS: ":HIHIT;
TABCI2 29 "LEFTS1 0 s TABCY s 29) "HI

IGEON

RIAN BUDD of Guildford, Sur-

rey has devised an entertaining
armchair version of the sport of

clay pigeon shooting. Launch your
pigeon with the space bar, then fire at it
using SHIFT. The number of hits you
have scored, the latest hi-score and the
number of shots you have remaining
will be shown at the bottom of the
screen. ks
The game is not so simple as it
sounds, as each pigeon you release rises
at a different speed. Pigeon Shoot was
written for the BBC B.

FRINT TAB(2,5)"

COLOUR 1731:COLOUR

O:PRINT TAEB(1Z2

100,300: GCOLO,1:VDU 2 y27) "LEFTs o ¥ 5 1O=R2 VDL 5
550 S=RND(5)+2
100,300: BCOLO,S: VDU 2 560 finish=FALSE: fire=FALSE
570 BX=165: RY=290:CY=300
360 MOVE 100,300:6COLO,3:VDU 2 580 REFEAT
51 590 MOVE 700,CY:GCOLO,6:VDU 23
370 MOVE 100,300:GCOLO,4:VDU 2 1
41 600 CY=CY+S
380 MOVE 100,270:GCOLO,4:VDU 2 610 MOVE 700,CY:GCOLO,1:VDU 23
42 1
390 MOVE 100,270:GCOLO,3:VDU 2 620 IF fire=FALSE AND INKEY (-1
s2 ) THEN fire=TRUE:S0UND 0,-15,100
400 MOVE 100,270:GCOLO,0: VDU 2 St
4= 630 *¥FX 15,1
410 MOVE 100,270:GCOLO,5:VDU 2 640 IF fire=TRUE THEN EX=EX+10
47 : BY=RY+10: GCOLO,0: PLOT &9,BX,BY
420 MOVE 100,252:6C0LO,0:VDU 2 650 IF BX>=700 AND BX<=730 THE
44 N FPROCcheck
430 MOVE 100,252:GCOLO,7:VDU 2 660 IF CY:=900 THEN finish=TRU
45
440 MOVE 135,300:GCOLO,0:VDU 2
49
450 MOVE 135,300:GCOLO,S5:VDU 2
48
460 MOVE 135,300:6COLO,Z2:VDU 2
S5
470 MOVE 135,270:GCOLO,0:VDU 2
50
480 MOVE 700,270:GCOLO,0:VDU 2
0
490 HIT=0
SO0 FOR A=1 TO 10
510 VDU 4:COLOUR 134:COLOUR 1:
FRINT TAE(2,5) "PULL WHEN READY"
520 REFPEAT UNTIL GET=32
530 SOUND 0,-15,110,2
540 VDU 4:COLOUR 134:COLOUR 1:
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HOOI

670 IF BY>=900 THEN finish=TRU

"

680 UNTIL finish=TRUE

690 MOVE700, CY: GEEL O A VDU 23
1

700 MOVE 170,270: MOVE 1280,920
s BCOLO,6: FLOT 85,170,920

710 NEXT A

720 VDU 4:COLOUR 134:COLOUR 4

30 PRINT TAB(S,7)"GAME OVER"

740 IF HIT:*HIHIT THEN PRINT TA
E(1,9)"Congratulations!"; TAR(O,1
0)"You have set a High.":HIHIT=H
IT:FROCthemetune

750 PRINT TAER(O,13) "FPress SPAC
E to play."”

760 REFEAT UNTIL GET=32

770 UNTIL O

780 END

790 DEF FROCcheck

800 IF BY<=CY AND RY:>=CY-Z0 TH

EN FROChit
810 ENDFROC

820
830
840

DEF FROChit
HIT=HIT+1
MOVE 700,CY:GCOLO,1:VDU 23

850
860
870
00
880

SOUND: O, -1T53151 ,7
finish=TRUE
TIME=0: REFEAT UNTIL TIME=1

MOVE 700,CY:GCOLO,6:VDU 23
890
FRINT
Q00
210
920
930
P40
50
60
A
980
290
1000
1010

VDU 4:COLOUR 131:COLOUR O:
TAB1 ,22) "HIT: "3HIT:VDU S
ENDFROC

DEF FROCthemetune

SOUND -3,-10,97,4

SOUND S,-11,21,.4

SOUND 3,-12.121 .4

SOUND 3,—-13,81,4

SOUND =,

SOUND =,

SOUND 3,-14,97,4

SOUND 3,

ENDFROC

DEF PROCinstructions

1020 VDU 19,0,4,0,0,0

1030 FRINT TAER (8, 0) " %33 % %% % %% %%
XKW RN N

1040 FRINT
on Shoot *"

1050 PRINT
n Budd *Y

1060 PRINT
KRN R

1070 PRINT
nsn’n

1080 PRINT " Your rifle is ai
med at the sky,your clay pigeo
n launcher is loaded with 10 cl
ay pigeons,all you have to do is

launch a clay pigeon and s
hoot it down."

1090 FRINT" BUT,the clay pige
ons fly up into the air at diff
erent speeds,making it a iit
tle more difficult."

1100 FPRINT " At the bottom of

the screen on the left is th
e number of clay pigeons you ha
ve hit,on the right is the numbe

TAR(B,1)"* Clay Fige
TAR(B,2) "* By Bria
TAE (85 3) " 53555555 %% %

TARB(12,4) "Instructio

r of clay pigeons left.You only
have one shot at each clay
pigeon."

1210 PRINT ' " Press ";:COLOUR

129:COLOUR O:PRINT"SPACE'
UR 128:COLOUR 1:FRINT"
instructions.";

1120 FROCthemetune

1170 REFEAT UNTIL GET=32

1140 CLS

1150 PRINT
T

1160 FPRINT
on Shoot *"

1170 FRINT
n Budd 3

1180 FRINT
KKK NN

1190 FPRINT TAB(15,5) "Keys: —"

1200 PRINT "V s COLOUR 129:COL
OUR O:FRINT" SPACE ";:COLOUR 128
:COLOUR 1:PRINT" to launch a cla
y pigeon. (FULL!)"

1210 PRINTY “ " "t s COLOUR. 1293 C0OL
OUR O:PRINT" SHIFT ";:COLOUR 128
:COLOUR 1:PRINT" to fire your ri
fle."

3§ COLO
for more

TAR (8, 0) ' %9535 5 % %5 %
TAE(B,1)"* Clay Fige
TAE(8,2) "* By Bria

TAB (8 3) " %% X354 % %% %%

1220 PRINT''" Press "3:COLOUR
129: COLOUR O:PRINT" SPACE "“3:COL
OUR 128:COLOUR 1:PRINT" to play.

1230 REFPEAT UNTIL GET=32

1240 ENDFPROC

1250 DEF FPROCerror

1260 IF ERR=17 THEN RUN

1270 VDU 4

1280, CLS

1290 COLOUR 3

1300 REFORT:PRINT" at line "3ER
=

END

ENDFROC
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Gﬁusf ﬁ

TUNTILGET=

X7 AC10) ,SKYL(10) 6% (3)
n1"»a),N“x<1J) DR (i)
"t‘4) H¥ (2

NTTAE (12,16) ; S%;
100 FOINTS"; TAR(11,
) "= 1000 FOINTS"

BOFRINTT

i

YB (12, 13) "REFPENT SINN

ORIZ=12TO1264STEF16: MOVEI%
2:FLOTL,0,64: NEXT: MOVED
0,8: MOVE12B0, 56: DRAWO,

O: MOVEXZ,Y%:F
190RE 1
OFROCplay
OUNTILVZ%=

. >=100RSF Y% =96
YDU19,1%,RND (7)

OIFHZ=10D%=D%~-10: HZ=0: FROCle

=10
<0Crebound

OUNIIL LY
OFROCend

DTOLAOSTEF4: M
8: MOVE1280-T%

: [N”HH'.
TAR(21,12

27937963 :CLELVD
ld#=G*(1):VDU4:bat%=1:bx%=
_UURI:FRINTTHH(14

":TABR(O, n)-”L
O "HITS ‘.H/f“

JRND(7) 3

- See aekr A o
ol S0, 280 255, 25 G

'J\J
54 ,60,60,60,255,255,

410VDL
&0, 6D, 60

HRF2E55+CHR$¥8+CHR¥11+CHR
+CHR¥10+CHR#10+CHR$255
JD(1184)-JFYA P60: GCO
RINTG# (1)

IUFNDFRDC
REM"==KEYS
SEZ0ODEFFROCkeys

40IFVZ=10RH
C
SSOIFINEEY (-98) FROCm (~M% ,0)
SHEOIFINEEY (-67) FROCm (M%Z, 0)
S7OIFINKEEY (-73) FROCm (O, M%)
SBOIFINEEY (-105) FROCm (0O, ~M%Z)
=Y (~-99) PROCH
IFINKEY (~74) FROCsz
IFINKEY (-2) REFEATUNTILINEEY

1O0ORSFYZ<=96END

DENDFROC
REM" ==MOVE
640DEFFROCM (<%, y%)
2480RX%+x
*96OENDPROC
660GCOL4, MOVEXZ,Y%: FRINTCS
bTOXL=X Yt s %z VA=Y Yoty %,
680GCOL4,

ZLO0RY%+y

O MOVEXL ¥ Z: PRINTCS
HFOENDFROC

7OOREM" ==TOMRS

713G “FROCtomb

JLO,1:FRINTT#

7€ ..HL RND’64U)
+1 28 *1MOVE
A7,

\HUI EMY
GRODEFFROCs kel

SEELLINGTON

S40 LV
910
BHOIFSFYZ=966G0TO910
BOHOFROCspool
H70FROCK ey s
BEORZ=RND (10)
HBOOBOUNDR , 4,5, 1
HSOOMOVESE XY (R
L PRINTTSEF
2 BEYZ(RA) 2 GCOL.S
PiLors
FEOENDFROC
GDEOREM
P40DEFFROCE
PEOLOCALT

TORHZ 5= 1 QOREGFY %+ =

F6GOT

» O DRAWXZ+16

INT\XA+B Y7-8)=1FROCreb

%(J7%) ~24AND X7 < =8k X
Y% (J%Z) +48ANDY
48ﬁNDFUINT( lXA(J/) Sk

A 7 JZ)ANDY/“&FYA(JZ
(X%,Y%)=1FROCrebound: GOT

7(J%) ~24ANDX %< =8k X
(=8KYZ (JL) +1 6ANDYZ >
Y7 A(JZ) ~64ANDFOINT (X%, Y%) < »1MO
VESKX%Z (JZ) ,SKYZ(J%) : GCOL3 ,3: PRIN
TS#: 50UNDL ,1,50,1: MOVESKEX%Z(J%) ,S

“Y7%(JZ) :GCOLE . 1: FRINTT#: PROCsc (1
))

2
Y

(r
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un

-

ter

10701IFbat¥%=0: IFX%Z *=bxZANDX%Z<=bx
Li=by%+16ANDYZ >=by%-850U

)1 ,3,200,6:MOVEbx%Z,by%: GCOL3, 23
FRINTE#: HZ=H%-1: FROCsc (1000) : bat
%=1:bx%=4000: GOTO1080

1OBONEXT

1090ENDFROC

1100REM" ==5CORE
1110DEFFROCsc (SC%)
: cr=scZ+5C%
1130HY=(H%+1)MOD11

1140VDU4: FRINTTARB(20,0) ;sc%Z; TAR
(37 50) : HZ:VDUS

1 150ENDFROC

1160REM" REEOUND. . . ARARRR ! !
1170DEFFROCrebound

1 18O50UNDO , &

1200RFX 10,2
1Z210FORT=1TOZ000: NEXT: VDU19,0,0

AUL WILLIAMS of Bury, Lan-

cashire earns £30 for the first of

our Star Programs. Written for
the BBC B, this exciting and chilling
game, Ghost Hunter, has you chasing
the skeletons which have risen unbid-
den from their coffins in the graveyard.
You can despatch them by placing a
cross over your target and pressing the
fire button but beware of the ghoul
which creeps stealthily down the
screen.

If it reaches the fence at the bottom,
or if you bump into a tombstone in the
dark, you will lose one of your three
lives. When you have eliminated 10
skeletons you will find yourself on a
new and even spookier screen.

Use the Z and X keys to move left
and right, * and / to move up and down,
and the space bar to fire. Pressing RE-
TURN allows you to super-zap the
ghoul back to where it started but you
can do that only three times per game.

NTTF 1
2) O TR

OL4,0
1410

11 d¥
INEXT: MOVESFX%Z,5FYZ: FRINTold

SFY%=960: MOV
RINTold#

Ctune
RES E1560: FORI%Z=1T07: READ
» DA GT A NEX T

SOUND1 ,~1,N1% (J%) +75,
: SOUNDO , ~15, %, D1% (J%)

6,65,6,61,20

1570DATABY ,4,89,2,93,2,89,2,81,
2,77,4,81,2,89,4

1580DATAGL ,Z,81,4,89,2,93,2,89,
2,81,2,77,20

1590REM" ==BAT: . . EEK ! !

1600DEFFROCbat

1610IFbat%=1:bx%=RND(1100)+32:
y7%=RND (700) +96: SOUND1 ,1,240,1: MO
VEbxZ%Z,by%: GCOL3,2: FRINTE$: bat%=0
: ENDFROC

16201IFbat%Z=0MOVEbx%Z,by%: GCOL3,2
:FRINTB#:bat’Z=1: ENDFROC

1630REM" == EVEL

1640DEFFROCl evel

1650LVLYZ=1LVLY%Z+1

1660IFLVLZ=30R LVL%Z=SLV%=LV%Z+1:
VDU4: FRINTTAR(6,0) s LVZ: SOUND1 ,1,
150,2

1670ENDFROC

1675REM" ==CHR ¥

1680DEFFROCchr

16905%=CHR#¥224+CHR$8+CHR$8+CHR ¥
10+CHR#228+CHR#¥225+CHR$227+CHR$8
+CHR¥8+CHR#8+CHR¥ 1 0+CHR$227+CHR ¥
226+CHR#¥228+CHR#8+CHR$8+CHR$10+C
HR¥FZ229+CHR#8+CHR#¥ 1 0+CHR$230

17006G# (1) =CHR$235+CHR$236+CHR$2
I7+8TRING# (3, CHR#8) +CHR$1 0+CHR$2
ZB+CHRF2IF+CHRFZ240+5TRING# (2, CHR
#8) +CHRF10+CHR$241

17106# (2) =CHR$235+CHR$236+CHR$2
37+STRING# (3, CHR#8) +CHR$10+CHR$2
I8+CHR: F+CHR#240+5TRING# (2, CHR
#8) +CHR#¥10+CHR$242

1720G% (3) =CHR#¥ +CHR¥2Z36+CHR$2
S7+8TRING# (3,CHR#8) +CHR$1 0+CHR$2
SB+CHR#F2I9+CHR#240+STRING# (2, CHR
#8) +CHR¥10+CHR$247%: B¥=CHR$231+CH
R$232: ENDFROC
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REM**TICTACTOE*+

REM**BY FAUL EARWAKER**

50 PRINTTAB(10,12)CHR$141"TIC
TACTOE"

60 FRINTTAR(10,13)CHR#141"TIC
TACTOE"

70 FRINTTAE(10,19) "FRESS SFPAC
E . TO FLAY"

80 IF INKEY (=99) THEM-GDTD 90

ELSE GOTO 80

90 MODE1

100 VDUS
C/'

: BX%=200: BYZ=950: RX%=8

) ¥FX15,0
1952:4,9,0,0
140 VDU 23,245,0,0,60,60,60,60

(050

) VDU 23:8202:03030;
160 PROCGRID

170 REFEAT

180 FROCBLUE

190 FROCKED

200 UNTIL G%=0

210 CLS

230 VDU 4
240 COLOUR 3: INFUTTAER(10,12)"A
AW-ANOTHER GAMET (Y/N) "

LEGET iy CORBETS="y % THE
ELSE GOTD 250
END

DEFFRUOCGRID
GCOLO 3

FOR
MOVE X,

00 TO 1100 STEF 300

~ Ny
DRAW 1100,Y
60 NEXT
270 ENDFROC
% DEFPROCBLLUE
90 REFEAT
IF INEEY (~26) AND BX%Z>200
D02 XZL=INKEY (Z0)
AND RBXZ<800
7 NEEY (30)
Y {(~58) AND BYZ%Z<950
Y A+Z00: XA=INEEY (30)
450 IF INEEY (- AND
BYZ=RY %300
440 MO\
PUBUE 2455127
450 UNTIL INKEY(-97)
460 FROCANALISEL

X%+10, BY%

4760 ENDFROC
480 DEFFROCRED
490 O ENDFFROC

AT

[F INEEY (~&6) AND RX7Z:
2RXZ- 5008 X7Z=TINEEY (ZZ0)

IF INKEY (~122) AND RX%<800
TRXZA4AE5001 X Y (Z0)

N
IF INKEY (-=58) AND RY%<

J: XA=INKEY

550 MOV
:VDU 245,127
H560 UNTIL INKEY (~97)
0 FROCANAL ISEZ
30 ENDFROC

590 DEFFROCANALISEL

600 IF POINT (BX%Z+150,BY%-150)=
O THEN PROCFILL1:G%Z=G%~1:PROCCHE
Ck1: FROCRED SOUND 1,—10,200
y 1: XZ=INKEY (20) : FROCBLUE

610 ENDF B
OCANALISE2
POINT(RXZ+IG0RYZ-150) =
O THEN PROCFILLZ:G%Z=G%~-1:FPROCCHE
CE2: PROCBLUE ELSE SOUND" 1 ,~10,20
0,12 X4=INEEY (20) : FROCRED

640 ENDFROC

650 DEFFROCFILL1

660 GCOLO,2

670 MOVE - BXZA,BY/A—~320

680 FOR C=EBXZ TO BX%Z+300 STEF
4

AUL EARWAKER of Ipswich,

Suffolk devised this version of

Noughts and Crosses for the
BEC B,

Blue always starts and moves the blue
cursor on to a chosen square; pressing
TAB will fill in that square. Red moves
the red cursor and fills the square in the
same way. A continuous line of three
squares, either vertically, horizontally
or diagonally, wins the game.
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740 DEFFROCFILLZ2
730GCOLO, 1

760MOVE RX%Z,RYZ%
770FOR D=RX%Z TO RXZ+300 STEF 4

780MOVE D,RY%Z-320
790DRAW D,RY%-20
L J BOONEXT
810FPROCGRID

820ENDFROC
{ 870 DEFFROCCHECK1

840IF FOINT (350,800)=2 AND POI
NT (350,500) =2 AND FOINT (350,200)
=2 THEN FROCWINNER1 ELSE GOTO 85

O

850IF FOINT (650,200)=2 AND FOI
NT (650,500) =2 AND FOINT (650,800)
=2 THEN FPROCWINNER1 ELSE GOTO 86

(8]

860IF FOINT(950,800)=2 AND FOI

I

! |
s

-
s,

e
—

NT (250,300) =2 AND FOINT(950,200)

=2 THEN CWINNER1 ELSE GOTO 87
0

870IF FOINT (Z50,800)=2 AND POI
NT (&30, 1) =2 AND FOINT (950,800)

=2 THEN FROCWINNER1 ELSE GOTO 88

Q)

880OIF FOINT 0, ))=2 AND FOI
NT (630,35300) =2 AND POINT (950 ,500)
: THEN FROCWINNER1 ELSE GOTO 89

5 ‘OINT (950 =2 AND FOI
NT (650 ,200) =2 AND FOINT (350,200)
! THEN FROCWINNER1 ELSE GOTO 90

QOO T
NT (630
= THEN

350,800)=2 AND FOI
AND FOINT (950,200)
OCWINNER1 ELSE GOTO 91

F10IF FOINT (950,800)=2 AND FOI
NT (650,500) =2 AND FOINT (Z50,200)
2 THEN FROCWINNER1 ELSE GOTO 92

920ENDFROC
9Z0DEFFROCCHECK 2

940IF FOINT (350,800)=1 AND FOI
NT (350,500) =1 AND FOINT (350,200)
=1 THEN FROCWINNERZ ELSE GOTO 95

Q

QTOIF FOINT (650,200)=1 AND FOI
NT (650, 0)=1 AND FOINT (650,800)
=1 THEN FROCWINNERZ ELSE GOTO 9&

0

P60IF FOINT(950,800)=1 AND FOI
NT (950,300)=1 AND FOINT (950,200)
=1 THEN FROCWINNER2 ELSE GOTO 97
Q)

F70IF FOINT(350,800)=1 AND FOI
NT (650,800)=1 AND FOINT (250,800)
=1 THEN FROCWINNERZ ELSE GOTO 98
0

980IF FOINT (350,500)=1 AND FOI
NT (650,500)=1 AND FOINT(950,500)
=1 THEN FROCWINNERZ ELSE GOTO 99
Q0

990IF FOINT(950,200)=1 AND FOI
NT (650,200)=1 AND FOINT (350,200)
=1 THEN FROCWINNERZ ELSE GOTOD 10
Q0

1000IF FOINT(350,800)=1 AND FOI
NT (650,500)=1 AND FOINT (950,200)
=1 THEN PROCWINNERZ ELSE GOTO 10
10

1010IF FOINT(950,800)=1 AND FOI
NT (630,500)=1 AND FPOINT(350,200)
=1 THEN FROCWINNERZ ELSE GOTO 10
20

1020 ENDFROC

1030 DEFFROCWINNER1

1040 ENVELDPES 1,15 05050.000,0,2
Gy1,0:=1,80,40

1 C

1060 *¥FX15,0

1070 VDU4: COLOUR 2

1080 FRINTTAER(10,12) "BLUE WINS-
WELL DONE!"
1090 501ND 1 21 7005
1100 UND 1,14590,10

H INFUTTAE (10, 14) "ANOTHER GA
MED (Y/N) "

1140 IF GET#="Y" THEN RUN ELSE
GOTO 1140

1150 ENDFROC

1160 DEFFROCWINNERZ

1170 ENVELOFE 1,1,0,0,0,0,0,0,2
0,-1,0,-1,80,40

1180 CLS

1190 *FX15,0

1200 VDU4:COLOUR 1

1210 PRINTTAB(10,12) "RED WINS-W
ELL DONE!'"

1220 SOUND 1,1,70,5

1230 SOUND 1,1,90,10

1240 PRINT

1250 PRINT

1260 INFUTTAE(10,14) "ANOTHER GA
ME? (Y/N) "

1270 IF GET#="Y" THEN RUN ELSE
GOTO 1270

1280 ENDFROC
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&= |f you want to know
§ about computing . . .

| THE FACTS
o DON'T HAVE
| R TOBE
\""<. BORING!

An entertaining, but thorough reference source
with the most readable, comprehensive glossary
you'll find anywhere. The Good Computing Book
for Beginners is an essential A-Z of all the facts you
need to know about computing — and none you
don’t!

Whether you're brand new to computing, or an old
hand keen to stay ahead, you'll score by keeping this
classic, top-selling book within reach to use again and

again.

The author, Dennis Jarrett, is a successful journalist
who was also founder editor of Which Computer?
magazine — so his first edition quickly became a
standard work. Now this new, substantially

enlarged and revised edition covers the latest
‘trends, terms and technology with the relevant facts
— and ONLY the relevant facts — in plain English.

Here’s another fact you'll find fascinating: it will
only cost you £2.95!

Use the coupon below to get your copy right away
— or buy it soon from your bookshop. It’s the no-
nonsense book you'll turn to again and again.



OU ARE the pilot of a small

aircraft which for some reason

encounters a series of gates
through which you must negotiate a
passage to reach the far side of the
screen. Each time you do that you will
receive a bonus of 50 units of fuel.

On your next trip the gates will be a
little narrower and it will become in-
creasingly difficult to stay in the air. If
you fail to pass through a gate you lose
40 units of fuel and if you run out of
fuel you will suffer a horrible crash. Use
Q and C to move your aircraft up and
down.

Air Passage was written for the
BBC B by A P Wood of Winscombe,
Avon.

O MODE 1:VDU 23:8202:0:0:0:
PR 112

40 *FX
S50 GOTO 0

60 DEFFROCchars

70 VDU 23,227,192,224,115,12
1127 653,10

228,0,240,249,253, 1

27) +CHR# (228)
29,60,60,60,60,60,
60, 60,60
110 VDU 23,230,34,34,148,82,0,
25,934,255
120 VDU 23,231 .8,137,73,54,2,1
b4 154,255
130 SF$=CHR# (230) +CHR¥ (231)
140 ENDFROC
150 DEFFROCsetup
160" VDU 1941 ¢ &650,0,0
170 COLOUR 1
180 FOR A=8 TO 38 STEF &
190 H=RND(10)+&
200 FOR B=1 TO H
210 PRINT TAB(A,B) ; CHR* (229)
220 NEXT B
O FOR B=H TO H+SF
O PRINT TAB(A,EB);" "
250 NEXT B
260 FOR B=H+SF TO 30
270 FRINT TAB(A,R) ;CHR$ (229)
280 NEXT EB,A
290 ENDFROC
300 DEFFROCvars
310 HE=10:FU=300: 8C=0: §F=7
320 ENDFROC
3 FROCchars
340 PROCvars
350 PROCintro
360 FROCsetup
370 COLOUR 2
380 VDU19,5,3,0,0,0
390 FOR D=1 TO 37
400 FROCcheck
410 FRINT TAR(D,HE) ;FL#
420 IF FU>100 THEN SOUND 0,-10
24,1
430 FRINT TAB(6,0);"Fuel "3;FUj;
440 FU=FU-1
450 IF FU<=

1 THEN FROCfuel

460 IF FU<100 AND FU>S0 THEN S
OUND 1,-12, 2

470 IF FU<S1 THEN SOUND 1,-12,
160,1

480 PRINT TAE(22,0);"Score ";S

Cc
490 SC=5C+1
SO0 ZF=INKEY#(0) :%¥FX 15,1
510 TIME=0: REFEAT UNTIL TIME=3

*T

S20 PRINT TARB(D HEY:" M

S30 IF Z#="@Q" AND HE>3 THEN HE
=HE-1:FU=FU-1

540 IF Z#="C" AND HE<Z0O THEN H
E=HE+1:FU=FU-1

S50 NEXT D

560 FU=FU+50

970 SP=5P-. 1

380 GOTO 360

590 DEFFROCcheck

L0000 X1=(32%D) +45

610 Y1i=(32% (32-HE))~-16

620 IF POINT(X1,Y1)=1 THEN SOU
ND ©0,-15,22,7:FU=FU-40

30 ENDFROC

640 DEFFROCfuel

600 FOR L=HE T0 30 STEP 1

660" SOUND 1,-15,20,1

670 SOUND 1,-15,80,1

680 SOUND 1,-15,60,1

690 FRINT TAB(D,L-1);" ";TAE(
D,L);PL$
700 FRINT TAB(6,0);"———— 0O ."

Z10 - "SOLND 1 -15, 201

720 SOHUND 1, ~15,80.1

Z30 SOLIND. 1,-15,60,1

740 PRINT TAB(&6,0):"Fuel O “

790 NEXT L

760 FRINT TAR(D,30) ;SF#

770 SOUND 0,-15,29,10

780 SBUND. 0,-15,28,10

790 TIME=0:REFEAT UNTIL TIME=2
00

800 CLS:60TO 330

810 DEFFROCintro

820 COLOUR 2

830 PRINT TAB(?,1);PL$;" A I R

B L DRk taplg

840 FRINT ‘" AS YOU SOAR THRO
UGH THE SEKIES IN YOUR"

850 FRINT ‘"TRUSTY FLANE YOU E
NCOUNTER A SERIES OF"

860 FRINT ‘"GATES. YOU MUST FL
Y THROUGH THE GATES"

870 FRINT “"AND REACH THE FAR
SIDE OF THE SCREEN.

880 FRINT "" EVERY TIME YOU DO
THIS YOU WILL GET"
890 FRINT “"A BONUS S0 UNITS O

EOEBECSBUTSNEX T STTMEY

900 FRINT '"YOU MEET THE GATES
THE GAFS WILL EE A"
910 PRINT ‘"EIT SMALLER. HOW L
ONG CAN YOU KEEF IN"
920 FRINT ""THE AIR 7 IF YOU F
AIL TO GO THROUGH A"
930 FRINT “"GATE THEN YOU WILL
STAY IN THE AIR EUT"
940 PRINT ‘"WILL LOSE 40 UNITS
OF FUEL !'"
950 FRINT ‘" WHEN YOUR FUEL GE
TS LOW THEN YOU WILL"
960 PRINT ‘"EBE ALERTED RY A TO
NE. "
970 FRINT ‘" "iFLE;Y ANY
KEY TO CONTINUE ";FL#
980 *FX 15,0
990 IF INKEY#(0)="" THEN 990
1000 CLS
1010 PRINT TAE(9,1)3;FL$;" A I R
BELOCEK ";PLE
1020 FRINT TAE(1,5);"CHOOSE YOU
R FLANE SFPEED FROM 1 TO S"
1030 FRINT TAB(1,7);"(1 IS FAST
AND S IS SLOW)"
1040 *FX 15,0
1050 AF=INKEY$ (0)
1060 IF AF="" THEN 1050
1070 T=VAL (A%)

1080 FPRINT TAEB(8,13);" @ KEY I
S
1090 PRINT TAB(B,16)3" C KEY 1

S DOWN"
1100 TIME=0:REFEAT UNTIL TIME=3
00
1110 CLS
1120 A$=FL$+" B 0 0D L UC K
"+PLE
1130 FOR A=1 TO LEN(A%$)
1140 PRINT TAE(8+A,13);MID$ (A%,
A1)
1150 SOUND 1,-15,RND(20) ,1
1160 TIME=0:REFEAT UNTIL TIME=S
1170 NEXT A
1180 TIME=0:REFEAT UNTIL TIME=1
Q0
1190 CLS
ENDFROC
*FX 11,40
*FX 12,7
1230 _MODE_7:END
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CARRIER

MAKE THE BBC
AN EXPERT AT
COMMUNICATIONS.




The BBC Micro is unbeatable when it comes to
holding your attention. But when it comes to talking to the
rest of the outside world it’s virtually speechless.

Until, that is, you speak to us.

In which case you and your BBC could soon be
accessing viewdata systems throughout the country.

By simply linking your BBC into our purpose-
designed communications and viewdata system
you dramatically increase the capability of your
micro. Allowing you to keep in touch with your
friends. And to get answers within minutes to
electronically mailed letters. You can even try
your hand at the latest adventure games on
Micronet 800 (as well as looking at the news,
reviews, prices and best-buy information).
In addition to all this, you will also be able
to access Prestel. A vast database of news and
information. Helping you to book tickets for your
favourite concerts. Plan your road and rail trips.
And even check the weather forecast before you go.
Our communications and viewdata systems open
up the world to you and your micro. And at a down-
to-earth price —with systems starting from under £90.

So, if you’re keen to contact the outside world...
simply contact us.

) APPRQVED for use

with telecommunication systems
run by British Telecommunications
in accordance with the conditions
in the instructions for use.

Prism Business Systems Ltd.
Prism House, 18-29 Mora Street
City Road, London EC1V 8BT

Tel: 01-253 2277

ol

Please send me further details of the Prism viewdata
communications system for the BBC Micro.

Other
database

Name

Address

Tel:
7

r

BBC Microcomputer

B TR

Prestel and the Prestel symbol are trademarks of British Telecommunications.




1 ORE M % % % % % % % % % % % % % %
20REM* MAD CASTLE *

JOREM* BY *
40OREM* MARTIN *
SOREM* EARLE *

HOREM¥ % % 5% % 3% % % % 5% % % % %
70VDUZ23,225,0,60,195,129,195,
60,0,0
80OVDUZT, 226,28,42,54,28,8,28,
127,93
90VDUZ3, 227 ,93,93,20,20,20,54
y (8] y Q
100VDU23,228,6,9,57,94,220,156
,188,184
110VDU23,229,184,168,104,36,36
,36,54,0

120VDU23,230,0,0,0,40,112,220,
248,62

130VDU23,231,60,127,220, 23,23
55,39,207

140VDUZ3, 232,153, 189,153,153, 2
55,255,60,60

150VDUZ 3,60,60,36,36,36,36
36,102

160VDUZT ,0,231,24,36,0,0,0
0

170VDUZ3,235,0,129,195, 102,24,

23,236,40,112,220,248, 62
YOO 127 2
190VDU23,237,16,56,56,124,56,5
b,16,0
200VDU23,238,0,0,0,0,192,193,2
49,255
Z10VDU23,239,255,129,129,129,1
29,129,129,255
220VDU23,240,14,14,30,56,56,12
4,116,228
230VDU23E,241,230,179,144,144,1
52,192,0,0
ZA0ENVELGRE 1o @ =1 =1 (= 1505 088
25,126,0,0,-126,126,124
250ENVELOFEZ2,2,4,4,4,10,10,10,
00, 070050
260%FX9,5
270#FX10,5
280%FX11,0
290DIMBX%(2) ,BY% (2) : PROCRESET :
SC%=0:HIZ=0:HI$=""
3J00OMODE6: FROCINSTRUCTIONS
310MODES: FROCSHOW
20MODES: VDU23;3; 8202; 03 03 03
DFRC E it FROCLADDER: FRO
INTTAR (X%
1) ; CHR: =

30,60: FROCRE
UNTILL )

SODEFFROCSETUF
460MOVEF00,0: MOVEL1279,0: GCOLO,
RLOTES,, 1279 1025 MOVESOO T 02
FLOT8S,200,0

470COLOURL : FORA=0OTO10: FRINTTAR
(A,31) ;CHR¥(225) ; : NEXT: FROCLADDE
R: ENDFROC

480DEFFROCLADDER

490MOVE 640 GCOLO,Z: DRAW704 ,

160: MOVE704 ,32: DRAW768, 160
5000 FORB=&4S0OTO7045TEF14: C=

MOVEE,C: DRAWER+64 ,C: NEXT: END
FROC
S10DEFFROCERICES
SZ20PRINTTAR(12,26) ; CHR#225; CHR
F220:F=26: FORE=11TO25TEFP—1: PRINT
TAB(E,F) ; CHR: tF=F—-1:NEXT:FRIN
TTAB(O,17) 3 CHR 53 CHR¥225
SIOCOLOURI: FRINTTAR (1, 16) ; CHR¥

gothic |

2413 TAB(1,15) : CHR$¥240: COLOURL : FR
INTTAE (O, 10) ; CHR¥225; CHR$225; " "
:FORG=3TO13: FRINTTAR (G, 10) ; CHR#Z
253 : NEXT: ENDFROC
540DEFFROCS 1
550COLOURS: IFL%e
S60¥FX15,1
S570FRINTTAB (X% ,Y%):" ":TAR(X%Z,
Y%=1)3" ":ENDFROC
580AF=INKEY# (0) : IFXZ=10ANDAF="
Z"X%=X%~1:FRINTTAR (X%, Y%) ; CHR%22
73" "3TAB(X%,Y%—1) s CHR$226: " ":F
ROCLADDER: FROCSC (~2)
S5R0IFAF="X"ANDX%Z< 12X%=X%+1: FRI
NTTAB (X%—1,Y%) 3" "3;CHR$227; TAR(X
%—1,Y%~1)3" "3iCHR¥226:FROCSC(2):
IFX%>10FPROGDEAD : FROCLADDER
HOOIFAF="7"ANDX% *»1ANDX %< »10X %=
X7%=1:FRINTTAR (X%, Y%) ; CHR$227; " "
s TAB (X%, Y%—1) s CHR#2263 " " : FROCSC
(—2)
610IF X% »10ANDSY=1FROCDEAD
20 IFAF="/"ANDX%Z=10FRINTTAB (X
%o XA s e TABCX Y NI s s =05
1 X%=XY%+1:5%=2: FROCLADDER: FRINTTA
E(X%,Y%) s CHR¥2273 TAB (X%, Y%~1) ;CH
R#226: FROCSC (4)
6ZOENDFROC
640DEFFROCSZ
650COLOURE
HEOAF=TNKEY$ (0)
670 IFAF="Z"ANDX?
Y%—1:FRINTTAR (X%+1,Y%+1)3;" ": TAR
(X%+1,Y%) 3" "sTAR(X%Z,Y%) ; CHREZ27
s TAB (X%, Y%—1) ; CHR¥226: FROCSC (~2)
1 IF X% occ
HBOIFAF="X"ANDX%Z% 11 X%=X%+11 Y%=
Y%+1: FRINTTAB (X%—1,Y%~1) 3" "; TAR
X%=1,Y%=2)3" "3 TAR(X%,Y%) ; CHR#2
273 TAB (X%, Y%~1) s CHR¥226: FROCSC (2
) : FROCEC : ENDFROC
TTAB (X%, Y%+1) 3" ":sTAR(X%,Y%) ; CHR
$2273 TAB(X%,Y%—1) ; CHR#226: FOREY=
1TO1500: NEXT: FROCBA: FORE%=1TO150
O:NEXT:FROCBA: YZ=Y%Z+1: PRINTTAE (X
Y, Yh=1) 3" "3TAB(X%Z,Y%-2) 3" ";TAR
(X%,Y%) s CHR¥227: TAR (X%, Y%~1) ; CHR
#2261 FROCC
FOOIFAE="/"ANDX%=26%=3: Y%=9: FR
INTTAB(Z2,146) ;" "sTAB(2,15) ;" "“;T
AR(X%Z,Y%) sCHR#2273: TAR (X%, Y%-1) :C
HR#226: PROCSC (20)
710ENDFROC
720DEFFROCSS
7EOYY%=9: A¥=INKEY# (0) : COLOURZ: I
FA%F="X"ANDX%< 1 3X%Z=X%+1: PRINTTAR (

»0GOTOSBO

Xh=X%-1: Y%=

X%—1,Y%) ;" “;CHR#$227; TAB(X%-1,Y%
-1)3" ";CHR$226
780IFA$="7Z"ANDX%Z*0X7Z=X%~1: FRIN
TTAB(X%+1,Y%) ;CHR$227;" "; TAB(X%
+1,Y%-1) ; CHR$226; " "
7SOENDFPROC
760DEFFROCDR
770VDU19,2,15,0,0,0: COLODURZ: FR
INTTAB(7,27) ; CHR¥234: PROCWT (20) :
FRINTTAB(7,27) ;" ";TAB(7,28);CHR
$235: FROCWT (20) : FRINTTAR(7,28) ; "
":PRINTTAB(7,30) ; CHR$229; TAR(7,
29) ; CHR$228
780IF X%=7ANDS%=10RX%=8ANDS%=1F
ROCDEAD: ENDFROC
790FROCWT (30) : FRINTTAE(7,30) 3 "
":TAB(7,29);" ":ENDPROC
800DEFFROCMO
810VDU19,2,4,0,0,0: COLOUR2: PRI
NTTAB(12,;30) ; CHR$¥230: FROCS1: FROC
WT (20) : PROCS1: COLOUR2: FRINTTAE (1
2,30) ; CHR$236: PROCWT (20) : FROCS1 :
COLOUR2: PRINTTAER(12,30) ; CHR$231;
TAR(12,29) ; CHR$230: IFX%Z=10ANDSY=
1FROCDEAD: FROCLADDER
820FROCWT (10) : PROCEA: COLOURZ: F
RINTTAR(12,29);" ":;TAB(12,30);CH
R$E236: FROCWT (20) : COLOURZ2: FRINTTA
E(12,30) ; CHR¥230: PROCWT (20) : FRIN

TIABI2, 300 " e =

8ZOENDFROC
840DEFFROCERA
850FORCZ=0TOZ: FRINTTAR (BXZ (C%)

HE WICKED Dr Frankenstein
has imprisoned your friend at
the top of his castle and you are
determined to go to the rescue, but your
way is fraught with hazards. First there
is Dracula, who swoops out of thin air.
If you are beneath him when he lands,
or just past him, you lose a life. You
must also dodge the prehistoric monster
which lurks in the moat and jump over
the barrels which roll down the stairs.
Use the Z and X keys to move left
and right, and / to jump over a barrel or
go up the stairs.
Gothic Horror was written for the
Electron by Martin Earle of Goole,
North Humberside.

H&

JHYL(CL) ) 3" “3TAB(BXL(CL) +1 ,BY%(

—

Z—|

£

=

2 O N =
'::f, ,,\\\\ éféf

T
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NORROR

CHR#¥227:; TAR(11,8) ; CHR$226: GCOL.O,
1: MOVE&40,704: DRAWBOO , 704 : MOVE&4
i DRAWBOO ,B00: FORX=656T07845
*32: MOVEX , 704: DRAWX ,800: NEXT: E

NDFROC

1140ENDFROC

1150DEFFROCRE

1160FROCSC (150) : FORR=9TOOSTEF-~1
:FORS=0TO100: NEXTS: FRINTTAR(R+1,
fr e TR VRO ) S 0 B B A R

C%)+1) 3 CHR$237: NEXT: FORD%=0TO2: B
X% (D%) =BX%(D%) +1: BY% (D%) =BYY (D%)
+1: IFY%+1=EY% (D%) ANDX%=EXY (D%) SO
UND1,1,150,5: SOUND1,-15,100,2:
OCSC (10)
B6OIFEXY (D%) =X%ZANDEYY (D%) =Y%AN
DX %: ROCDEAD
870IFRYY (D%
AE (BX% (D%) ,BY ;
BBOIFEYY (D%) =25EY% (D%) =162 BXY (
D%) =2
BYO*FX15, 1

FOONEXT
F10ENDFROC
920DEFFROCC

REFEAT: IFBXYZ (J%) =X%AND

VI %
BYZ(J%)
F400%=J%+1: UNTILJ%
=2 =NDFROC
P6HODEFFROCDEAD
97K .%—138%=1:COLOU FRINTT
AB (X%, Y%—-1)3" "3 TAB(X%,Y%) ;CHR$2
38:80UNDL,1,100,50: FORHZ=0TO&000

NEXTHZ: FRINTTAB(XZ,Y4) s " "2 X¥=1
1 Y%=Z0: FRINTTAB(XZ,Y%Z) ; CHR$227; T
AB(X% ,Y7%~1) ; CHR$226

FBOENDFROC

YPODEFPROCSC(1%)

IOOOSCZ=SCZ+IZ:PRINTTAE(2,1);”S
CORE="3;SC%;" ":ENDFROC

1010DEFFROCSCORE

1020CLG: IFSCYZ>HI%FROCHISC:CLS

10Z0OPRINTTAR(2,5) ; "YOUR SCORE="
s SCZ:FRINTTAB(0,9) 3§ "HIGHEST SCOR
E=";HIZ:PRINTTQB(9,11);"BY":PRIN
TTAB(IO—(LENHIi)/E,lS);HI$:ENDPR
ac

1040DEFFROCHISC y

10SOFRINTTAB(3,7) ; "WELL DONE YO
UR"; TAB(0,9); "SCORE IS THE HIGHE
ST"; TAB(6,11)3"S0 FAR":PRINTTAE (
2,13);"WHAT'S YOUR NAME":FPRINTTA
B(1,15);: INPUTHI®: IFLENHI$>19HI4
=LEFT$ (HI#$,20)

1060IFHI#=""THENCLS: GOTO1050

107OPRINTTAB(3,17);“PRESS SFACE
TO"; TAB(S5,19) ; "CONTINUE" : REFEAT
:A$=GET$: UNTILA$=" ":HI%=SC%

1080ENDFROC

1090DEFFROCRESET

1100X%=1: Y%=30: L%=2: 5%=1: BX% (0)
=2:BX%Z(1)=4:BX%Z(2)=7:BY%Z(0)=146:R
YZ<1)=18: BYZ (2) =21

111 0ENDFROC

1120DEFFROCCAGE

1 -.CDLDUR3:PRINTTAE(13,9);CHR$

g 2333 TAB(13,8) ; CHR$232; TAR(11,9) ;

" FRINTTAE (R, Y%) ; CHR CHR$227
i TAR(R, Y%—1) ; CHR# 63 NEX
T: PROCCATCH: PROCRESET : ENDFROC

1170DEFFROCCATCH
1180 FORX=13TOISTEF-1:FORL=0TO1
SO:NEXT: PFRINTTAR (X+1,Y%) 3" "y
3 TAB(X+1,Y%Z—-1)3" ":" ":PRINTTAB(
X, Y%) s CHR$2 AR(X,Y%~1) ; CHR$23
2:NEXTX:FORI=ZTO12: FORK=0T0O150: N
EXTE:FPRINTTAB(I-1,Y%):" "3:" ":FR
INTTAB(I—1,Y%~1)3" 3"
1190FPRINTTAR(I,Y%) s CHR$227 3 CHR¥$
23Z:PRINTTAR(I,Y%~1) ; CHR$¥226; CHR
F3I2:NEXTI
1Z00CLG: FROCSETUF : FROCLADDER: FR
OCBRICKS: FROCCAGE : ENDFROC
1Z10DEFFROCINSTRUCT IONS
1220FRINTTAR(15,1) ; "MAD CASTLE"
STRABTIS ) M PRINT VO
U MUST RESCUE YOUR FRIEND FROM T
HE":FRINT"EVIL FRANEINSTEIN WHO
HAS FUT YOUR":FPRINT"FRIEND IN A
CABGE. FORTUANATLY" : FRINT "FRANE INS
TEIN IS A RIT FORGETFULL AND HE"
2ZOFRINT"HAS LEFT THE KEYS IN
THE LOCE.S0 WHAT":FRINT"YOU HAVE
TO DO IS TO DODGE DRACULA WHO":
FRINT"IS CONSTANTLY SWOOFING DOW
N FROM THIN":PRINT"AIR.IF YOU AR
E EITHER IN FRONT OF":FRINT"HIM
OR WHERE HE HAS LANDED YOU WILL"
1240PRINT"LOSE ONE OF YOUR LIVE
S.":PRINT " NEXT YOU HAVE TO D
ODGE THE MONSTER":FRINT"WHO KEEF
S COMING OUT OF THE WATER.":PRIN
T"IF YOU EITHER ARE NEXT TO THE
WATER": FRINT"WHEN HE COMES OUT O
R YOU RUN INTO THE"
1250PRINT"WATER YOU WILL LOSE A
LIFE.":FRINT' ‘" FPRESS SFACE TO
CONTINUE":REFEAT UNTIL GET=32:C
LS
1260PRINT * " NEXT YOU HAVE TO
JUMF OVER THE":FRINT"EARRELS WHI
CH ARE BEING ROLLED DOWN":FRINT"
THE STAIRS.IF YOU DON'T YOU WILL
LOSE":FRINT"A LIFE.":FRINT ‘"
IF YOU ARE AT THE LADDERS ON THE
1270FPRINT"FIRST LEVEL OR AT THE
TOF OF THE STAIRS":PRINT"ON THE
SECOND LEVEL OR YOU WANT TO JUM
F":FRINT"OVER A BARREL FRESS THE
/ KEY.":PRINT ""FRESS X TO GO RI
GHT": FRINT" Z TO GO LEFT"
1280FRINT " "THE AUTO-REFEAT OF
THE KEYS HAS BEEN":FRINT"TURNED
OF IN THIS GAME S0 YOU CANNOT":F
RINT"KEEF MOVING IF YOU KEEF YOU
R FINGER":FRINT"ON THE KEY.HOWEY
ER IF YOU WANT THE":PRINT"AUTO-R
EFEAT ON FRESS
1290FRINT " "FRESS 'S’ OR SFPACE
TO CONTINUE"
1300REFEAT: A=GET: UNTILA=830RA=3
2: IFA=8ZTHENFROCCHANGE : ENDFROC
OIFA=3ZENDFROC
ODEFFROCSHOW
0 FRINT CHR$226: FRINTCHR$227
$"....YOU":PRINT 'CHR$228: FRINTCH
R#2293"....DRACULA" : FRINT ' CHR£23
0:PRINTCHR$231;"....MONSTER" : FRI
NT 'CHR#232: PRINTCHR$233 ..FRA
NEENSTIEN": FRINT ‘CHR#237;"....BEA
RREL":FRINT ' * “"FRESS SFACE TO FL
AY™"
1340REFEAT UNTIL GET=32:ENDFROC
1 350DEFFROCCHANGE
1360%FX12,0
1370%FX11,10

femem

1 380ENDFROC
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TUNNEL TRO!

B T T T DT pppapepvpegepegege 490 GCOLO,S5: MOVEAXZ ,AYZ: VDU
* 4
20 REM *¥%  TUNNEL RUN % 500 GCOLO,3:MOVEGXZ,GY%: VDU 22
A0 REM %% Ey S. Rear * %
-
A0 REM 3% % 555 % % 503 55 5 0 6§ X K ¥ % ¥ L i THEN FROCEBONUS
* : AND
R |
50 ON ER ERR=17 THEN KU i P AXZ=AXY
N ELSE GOTO CF AL IEN: FROCCHECE 1

IF INKEY (~122) AND AX%:=
55 THEN FROCDELALIEN: AXZ=AXY%Z+20:
FROCFRIAL IEN: PROCCHECEK 1

D IF INKEY (-&&) AND FOINT (AX
’0) =0 THEN FROCDELALIEN
%tbd: FROCFRIALIEN
IF INKEY (~98) AND FOINT (AX
(+E0,AYY-45) =0 AND AYZr=90 THEN
24,24 ,36 FROCDELALIEN: AY%Z=AYY%Z~b4: FROCFRIA

60 REM

3126, 1295165,129

5y 102,60 ,60

LIEN
) 23,245,285, 580 IF AYY%:=992 THEN FROCBONUS
i ., Ry 590 ENDFROC
,128,128,128,128 600 DEFFROCDELALIEN

610 GCOLO,0: MOVEAXZ,AYZ:VDU 22

4
620 ENDFROC
*FX4,1 630 DEFPROCPRIALIEN
32023030305 1 F 540 GCOLD,S: MOVEAXY%,AY%: VDU 22
INST 4
160 FROCINIT:MODEZ 2338202 650 FROCOXYBEN
FROCSCREEN 660 ENDFROC
EAT 670 DEFFROCCHECK 1
SOUND1 ,~10,10,1: SOUNDZ, ~10 680 IF AX%=50 AND POINT (30,AY%
~10)=12 THEN SOUND 0,-15,4,4: MOV
; FROCALIEN: PROCOXYGEN: PROCA  E4,AY%+2: GCOLO,0: VDU227: FROCSCOR
L =
FROCOXYGEN: FROCGAURDIAN 690 IF AX%Z=1170 AND FOINT (1246

UNTIL REZ%< >0
1IF R 1 THEN GOTO 160
MODE7: ¥F X4 ,0

2 THEN SOUND 0,-15,4,4:
s AYZ+2: GCOLO,0: VDU227: PR

240 END
280 REM - FERROR = TRAPC G D {OCSCORE

QDUd:CDLDUR&:qCZ SC%L+10
FRINTTAE(17,1) 3 8C%: VDUS

260 MODE/7:REFPORT: PRINTY at lin
e ";ERL:*¥FX4,0

270 END 7 ENDFROC

280 REM »3»>>DEFINE»<FROCEDURES 730 DEFFROCOXYGEN

g (=0C%+1: IF 0OC F
DEFFROCINIT HEN 0C%=0 ELSE ENDFROC
TUF=8TRING* (20 ,CHR¥228) : 8C 770 MOVE OXL%-5,990:GC0LO,0:VD

tE2
=630 AY Y= 780 OXL%Z=0XL%

51 IF OXL%Z<=450 F

ROCDEAD
BXZ=630:6Y%L=540: 0C%=0: OXLL% 790 ENDFROC
800 DEFFROCGAURDIAN
RE#="": RE%=0 810 IF GYZ-2=AYY%Z AND GX%Z:AXZ-6

4 AND GXZ<AX%+64 THEN FROCDEAD
820 FROCDELGAURD
5: COLOURG: VDU4 8 IF GX%Z<=60 THEN GX%Z=GX%Z+&6
+ 1) 3 "OXYGEN: "3 TA : FROCFRIGAURD : ENDFROC
“ 840 IF GX% 160 THEN GX%Z=GX%-
SO BTER 2 &66: FROCFRIGAURD : ENDFROC

COLOUF s TUNKD) 5 T 850 IF GYZ<AYZ AND RND (SE )=
U$s RND (16) +2, TUN%) 3 A 1 THEN IF RND(3)=1 THEN GYZ=GYZ+
DE3) =1 AND TUNX<>4 TH 64: FROCFRIGAURD : ENDFROC

400 IF
EN COLOUFRI
HFE

Sy PRINTTAR (O, TUNZ-1) 2 C 860 IF GYZ:AYZ AND RND(SEZ-1)=
1 THEN IF RND(3)=1 THEN GY%Z=GY%Z-
=1 AND TUNXZ< >4 TH &4 FROCFRIGAURD: ENDFROC
RINTTAB(LD, TUNZ-1) 870 IF GX%Z<AX%Z AND RND(4)=1 TH
EN GX%4=GBX%+22: FROCFRIGAURD: ENDFR
P FPRINTTAR OC:ELSE IF RND(4)=1 THEN GXZ=GX%
(19,35 z FROCFRIGAURD: ENDFROC
880 IF RND(Z)=1 THEN GXZ=GX%Z+2

EN
CHR

=XT TUNY: COLOURE
o B » UL TRE¢a ¥
Yy v

40 VDUS

440 FOR 0OX%=4%0 TO 800 STEF &
450 GCOLO,1: MOVE OX7,290: VDU 3 ENDFROC
29 00 DEFFROCDELGAURD
460 GCOLD,6: MOVE OX%Z+2,990: VDU 910 GCOLOTO: MOVE BGXY,6YZ:VDU 2
et
470 SOUNDZ S04 1 SUUND L] ENDFROC

0,50%,1:5
480 NEXT

' DEFFROCFRIGAURD
IF GYZ%Z<22 THEN BY/L=92 ELSE

40




IF GYZ>860 THEN GY%=860
CATTERED about a maze of 950 GCOLO,3:MOVE GXY,BY%:VDU

tunnels are flashing crystals, each | | =&
of which is worth 10 points, but

-

260 ENDFROC

o : 970 DEFFROCDEAD
you have only a limited time to reach 980 FOR T%Z=0 TO 8
them before your oxygen supply runs 990 GCOLO,0:MOVEAXY,AY%: VDU 22

4

ont. Be“mre,too,ofthe evil guardmn 1000 GCOLO,1:MOVEAXZ,AYZ: VDU 22

who can glide through the tunnel walls =

and destroy you on contact. 1010 FOR S%=300 TO '555 STEPT:: S0
UND 2,-15,5%,.1:NEXT S%

If you manage to reach the top of the 1020 BCOLO,0: MOVEAXY,AY%: VDU 22

maze, you earn 100 bonus points. Con- | | 5

trol keys are A and Z to move up and

1030 GCOLO,S5:MOVEAXZ,AY%: VDU 22

; 4
dOWn and left and rlght arrOWed cursor 1040 FOR 5%=300 TO 555 STEFS:S0O
keys. UND 2,-15,8%,.1:NEXT S%

Tunnel Trouble was written for the ii:;:: g;g;h;é FRUGHEWEANE
BBC B by Simon Rear of Immingham, 1070 DEFFROCEONUS
South Humberside. 1080 SC%L=5C%+100: VDU4

1090 COLOUR1IZ2:CLS: COLOUR11:FRI
NTTAB(S,9):"B O N U S";TAB(7,10)
780 O

1100 PROCTUNE

1110 FOR WA=0 TO SO00:NEXT WA

1120 GX%Z=630:6Y%Z=540: AX%=630: AY
%=90: 0C%=0: OXL%=805: S0%=100
1130 SK%Z=5K%Z-1:1IF Sk THEN Sk

1140 FROCSCREEN:VDUS
1150 ENDFROC
1160 DEFFROCNEWGAME

1170 MOVEZ00,540: GCOLO, 3z FRINT"
ANDTHER GAME"

1180 MOVES00,480: PFRINT"Y/N": ¥FX
15,1
1190 REFEAT
1200 RE$=INKEY$(0)

IF RE$="Y" OR RE$="y" THEN
1

IF REf="N" OR RE$="n" THEN

1240 ENDFROC
1250 DEFFPROCINST

260 FRINTTAR(15,1) ;CHR$(129);C
HRF(141) 3 "TUNNEL RUN"; TAER(1S5,2);
CHR# (129) ;CHR¥(141) ; "TUNNEL RUN"
sTAB(16,2) ;CHR¥F (130) 3 "By S.Rear

1270 PRINTTAR(Z2,5) ;CHRF(131) 3 "6
uide your alien around the tunne
la": TAB(Z,6)3CHR$(131) "collectin
g the flashing crystals."

1280 FRINTTAR(2,8) ;CHR$(132) 1 "R
EWARE! If you come in contact wi
th": TAR 2) 3CHR# (13 :"the gaur
dian,who can glide through";TAB(
2510) s CHR#.(1: s"tunnel walls,or

your oxygen runs out";TAER(2,11)
$ CHRE (13 i"you will be DESTROYE

pire
G 3 13)3CHR$ (133) 3 "
per crystal . b
)3 "RONUS 100
s TAR(13,15) s CHR
the screen.

F(1T4) 3 "€ =LLEFT
O PROCTUNE

ENTTAE (11,21) 3 CHR# (
Y TO BEGIN.":

ET#

TO 100:NEXT WAL

O RESTORE:FOR TU%Z=0 TO 10:RE
2 D%

: ,D%

1390 NEXT TU%

1400 FOR WAIT=0 TO 3000:NEXT WA
T

1410 DATA 109,5,117,5,125,5, 109
»8,125,5,117,5,109,5,97,4,109,5,
117,5,125,5

1420 ENDFROC

e
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1OMODE7

SOFRINT “"Moggy has just been
to collect the apples from
the orchard, when on his wayback
he suddenly remembers the eggs.
"
4OFRINT® ""This is where you c
ome in.You have to control Mog
gy and collect all the eggs, but
as you do this a large chicken
will hatch from each one."
SOFRINT"These will run around
and kill you if they bump int
o youl"*"Your job' is to kill ‘the
m by getting above them and
dropping the apples onto them."
LOFRINT """ A new sheet is sta
rted after all the chickens ha
ve been killed; starting a new
sheet will also give you SIX mo
re apples and an EXTRA life."”
7O0A¥=CET#
BOCLS
FOFORE=1TO2: VDU157: FRINTTAB (1
2) sCHR¥129;CHR$¥141"Cer _SFLAT!":N
EXTE
100FRINT ""You start off with t
hree lives and six apples(and y
ouw get an extra apple every time
you lose a life).There are also
sixchickens to every sheet so i
t is good tokill one chicken per

apple. "
110FRINT "It is possible to ki
11 more than one chick at a t

ime and this is by getting two
chicks on line and then dropping
an apple. The apple will contin
ue past the first chicken and ki
11 the second, or even third."

VZOPRINT ““KEYS:

1ZOFRINT"Z - LEFT"
140FRINT"X - RIGHT"
1SOFRINT"* ~ UF"

LEOFRINT"? ~ DOWN"
170FPRINT"RETURN ~ DROF AFFLE

180FRINTTAR(8) ; CHR#¥136; "FRESS
ANY KEY TO START"
190A%=6ET#
200MODE2
210ENVELOPE1 ;129 ,050,05050,052
5y —2,0,100,120,100
OFROCchrs
2Z0FROCiINi t
24ODIMD (&) ,F (6) ,E(6)
250vbuz8,0,31,19,10:COLOUR131
&5
260VDUZ8,0,9,19,0: COLOUR1I32:CL

ovbuz8,0,31,19,0
OGCOL.O, 1: COLOUR128: COLOUR7
OMOVE6Q , 840: DRAW250, 1000: FLO
, 440,840

QOFORZ=6TO8

24; CHR¥224: NEXT
ONEXT
OFORX=1T04

Z40FRINTTAEB(RND (16) +2 ,RND (15) +
10) CHR$224; CHR$¥224; CHR¥10; CHR#8;
CHR#8; CHR$224 ; CHR$22

ISONEXT

400J=RND (16) +2: K=RND (15) +10

410D (AM) =J: F (AM) =K

420PRINTTAR (J,K) CHR$22

4ZONEXT

440C0OLOURLZ8

4SOFRINTTAR(4,8) " ":FPRINTTAE (4
L9

460COLOURL 31

470COLOURO

480FRINTTAE(6,1) "LIVES ";LIV:F
RINTTAE(6,2) "SCORE "3 SC

490REFEAT

S00X0=X: YO=Y
S10FRINTTAB(X,Y)M$

S520IF HATCHED=0 THEN 540
SZOFROCmovedemon

S40IFINKEY (~98)AND X>1 X=X-1
SSOIFINEEY (-=67)AND X<18 X=X+1
S60IFINKEY (-105) AND Y<30 Y=Y+1
S7OIFINKEY (-=73)AND Y>11 Y=Y-1
S80IFINEEY (-74) FROCDROF

590IF AFFLES=6 THEN FROCDEATH

6O0IFFNCH(X,Y)=CHR$¥132 FPROCEAT

610IFFNCH(X,Y)=CHR¥133 FROCDEA
™

620IFFNCH (X ,Y) <
YO

&630IF X=X0 AND Y=YO THENSZ0

HR$F32 X=X0:Y=

TR R T T anmen—
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64OFRINTTAE (XO,Y0) " »

LSOUNTIL2=3

b60DEF FROCchrs

670VDU23, 224,254,254 ,254,0,127
27,1970

680VDUZ3,225,120,8,60,126,126,
126,126,640
6F0VDURT, 240,60 ,255,60,90,126,

126,126 ,60
700VDU23,228,24,60,126,126,126
, 126,126 ,60

710VDU23,229,192,64,92, 126,63,
31,8,24

720VDU 1,66,40,149,32,74,1
6,165,0

IOENDFROC
740DEF FROCinit
750VDU23; 82023 03 05 03
760X=9: Y=10

-
.

gy

=7 gt prneedd

® 'Il"llvlllo' .

-
~ ‘ulll“

240

810M#
: HR$17+CHR¥5+CHR$229

820D%

; NDFROC

840DEF FNCH(Q,R)
850LOCALAY,LX,LY,C
860VDUE1,0,R
870A%=135

880C=USRKR (%FFF4)
890C=C AND%FFFF
QOOC=C DIV100
?10VDUE1 ,FOS, VFOS
9R20=CHR#* (C)

ZODEF FROCEAT
F4080UNDO ,-15,1,2
PEOFRINTTAB(X,Y)CHR#231
FEO50UNDO , -10,6,15
Q70FORD=1TOZ00: NEXT
QBOFRINTTARB(X,Y) " "
990FROCcheckeqgqg
1000X=X0: Y=Y0O
101 0HATCHED=HATCHED+1
1020ENDFROC

1040IFFNCH (X ,Y+1) < >CHR$32 THEN
ENDFROC

1050AFFLES=AFFLES+1

1060AFY=Y+1

UR HERO Moggy has been

picking apples in the orchard

when he remembers that he also
has to collect all the eggs in the farm-
yard. Each time he picks up an egg, a
large, dangerous chicken hatches from
it and can kill Moggy simply by bump-
ing into him. Moggy, however, can
dispose of the chickens by dropping his
apples on them.

Use Z to move left, X to move right,
* to move up, ? to move down, and
RETURN to drop an apple. You start
with six apples and three lives and you
get an extra apple every time you lose a
life. It is still a good idea to kill a
chicken, or even several if you manage
to get them stacked one above the other,
with every apple as there are six chick-
ens to be eliminated. After that, you go
to a new screen with six more apples
and an extra life.

Remember that as you pick up an
egg, a chicken hatches and can zap you
immediately, so move out of the way
quickly. The author of the game, Roddy
Mack of Felixstowe, Suffolk, suggests
approaching the eggs diagonally to im-
prove your chances.

Chicken Run was written for the
BBC B.

1070COLOURZ: FRINTTAE (X ,AFY) CHR#
225

1080IF FNCH(X,AFY+1)=CHR$133 TH
EN FPROCKill

1090IF FNCH(X,AFY+1) < *CHR$32 TH
ENENDFROC

1100IF ARY:>29 THEN ENDFROC
1110S0UND1 ,-15,AFY*3,5
1120FORD=1TO30: NEXT
1130FPRINTTAR(X ,AFY) " "
1140AFY=AFY+1

1150xEX15,0

116060TO1070

1170DEF FROCcheckegg
1180FORI=1T0O&

1190IF (D(I)=X)AND(F (I)=Y)THEN
E(I)=1

1200NEXT

121 0ENDFROC

1220DEF FROCmovedemon
1230F0ORI=1T06

1240IF E(I)<>1 THEN 1350
1250PRINTTAB(D(I) ,F(I))" "
1260CX=RND (3) -2: CY=RND (3) -2
1270D(I)=D(I)+CX:F(I)=F (I)+CY
1280IFD(I)<1 THEN D(I)=D(I)+1
1290IFD(I) *18 THEN D(I)=D(I)-1

1300IFF(I)<11 THEN F(I)=F(I)+1
1310IFF(I) 28 THEN F(I)=F(I)-1
C1320IF (D(I)=X)AND(F(I)=Y) THEN
FROCDEATH
1330IF FNCH(D(I) ,F(I))<>CHR$32
THEN D(I)=D(I)-CX:F(I)=F(I)-CY
1340FRINTTAB(D(I) ,F(I))D#$
1ZSONEXT
1360ENDFROC
1 S7ODEF (PRUOCK11Y1
1Z80DEAD=DEAD+1
139050UNDO ,~-15,4,50
1400FORI=1T06
1410IFX=D(I)
E(I)=0
1420NEXT
14Z0FORI=1TO150: NEXT
14405C=8C+10
1450COLOURO
1460FRINTTAB(X ,AFPY+1) "
ABLG6,2) "SEORE " : SC
14701IF DEAD=6 THEN FROCnext
1480ENDFROC
1490DEF FROCDEATH
150050UNDO, ~-15,6,40
1510FORX=1T0S 2
1520VDU19,3,430319,4,3
15Z0FORD=1TOS00: NEXT
S40VDU19,3,3;05;19,4,4;0;
1550FORD=1TOS00: NEXT
1S60NEXT
1570COLOURO
1580LIV=LIV-1: AFFLES=AFFLES-1:F
RINTTAB(6,1) "LIVES ";LIV:IF LIV>
O THEN PRINTTAB(X,Y)" Y":X=S:V=10
: ENDFROC
1590FRINTTAEB(O,12) "BAD LUCK!'"" "
ANOTHER GAME Y/N?2"
1600FOR S0=1T0O11
1610READF ,D: SOUND1,1,F,D
16Z20NEXT
1630DATA73,12,73,1
B85l 2815381112773
T
1640AF=GET#
1650IFA¥="Y"THEN RUN
1660IFAF="N"THEN END
167060701640
1680ENDFROC
1690DEF FROCnext
1700AFFPLES=AFFLES-6: LIV=LIV+1
1710COLOURG
1720DEAD=0
1730AM=0
1740FORI=1TO&
1750AM=AM+1
1760J=RND (16) +2
1770D(AM) =J: F (AM) =k
1780FRINTTAER(J , k) CHR$228
1790NEXT
1800COLOURO
1810FRINTTARB(&6,1) "LIVES
1820ENDFROC

AND AFY+1=F (1) THEN

" PRINTT

RND (15) +10

"iLIV
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- DOCTOR WHO

=t 2 ST HH U
2 < 6;:wqyﬁpﬂFGVlll
>// N 7
v S
A \ .

/KJ?”lmyxwz’wyygmxmﬁdﬂﬁé/

4 e

7 ' <>
TRANDED on the planet of thej=

Daleks, Doctor Who is trying to| o, v .

reach the Tardis before his oxygen|
supply fails. The Tardis however, is out]-
of order and keeps jumping about al

290 IFULMOD (S%+2) =00RU%MOD (S%+2 COLOURL: FRINTTAEB(AL,B%) s D¥

,0, : =J7AND (EY
8,1  Br+1=K%) THENZZ=1
10 REM DR. WHO 24,124,56,56, 108, 68,68, 204 640COLOURO: PRINTTAR (L%, M%) ; Ki#:

24,124,124,124,124,254,23
56,124,57,58,20,126,125,23,2

over the screen. Can you guide the|l ,-irrocpaLek 5601FH%=1FROCT
doctor to it while keeping out of the way| OU%=U%+1: UNTILZ%=10RV%=1 E;:{:gé;22653252:.9-/.:(_»: ENDFROC
OFROCEND 58¢ R :
of the Daleks? Use Z and X to move left IFF$="Y"THEN210 S9OTFI%EALI%=0%+1: KE=K2$: IFI% >
Jand right, * and / to move up and down. OMODE7 : END 38I%=38 et :
Doctor Who was written for thel 340DEFFROCINIT 600IFI% AL %=0%—1: K$=K1%: IFILE
. , ' 350VDUZ3, 224, 255, 255, 255, 25
BBC B by Ran]an Bhattacnarya of Har-| 55,255, 255, 255,23, 225, 0, 16, 12
penden, Herts. Il 24,58,68,68,124,23,226,124,12
; ; 3
-

20 REM
30 REM by R.Bhattacharya 19

COLOUR1:PRINTTAB(JZ,K%Z) s K¥:L%U=

: M%=K%: ENDFROC
6SODEFFROCTARDIS
bbHOXZ=RND (35) +2: YZ=RND (26) +3

0,24,63,80,40,126
26,126,126,126,
8, 62,15

40 REM
50 MODE7 4 : 670COLOURL: FRINTTAB (X%, Y%) ; T#
60 FROCFD ("DR. WHO") e G508, 680H%=13: SO0UND1 , 1,100, 10: ENDFRO
70 FRINT - 7+CHR$EB+CHR$10+CH  ©

80 FROCD (CHR#133+"RBY R.EBHATTA CHRE2351 +CHRES+CHRE10+C 690DEFPROCT

T+CHRES+CHR$F 1O+ 7O0IFRND (50) =25COLOURO: FRINTTA
F+CHR$EB+CHRF10 B (X%, Y%) ; T#:HL=0
T#=CHREZ254+CHRES+CHRE1 0 710IFJ3%=XZ%AND (K%=YZORKZ=Y%Z+10R

e ol

CHARYA 1983")
20 FRINT"The tardis is on the
bBlink and keeps on jumping arou
nd a&ll over the screen.Can you
get to the tardis before your
oxygen supply runs out, so t
hat you can make your escape fro

L1$%=CHR#*2

01 2%=01 B%=01 H%=0: P%=2001 U%=0% V%= 7Z0IFAZ=XZAND (B%=Y7+10RY%=B%+1

m the daleks planet?" p ) ANDC%< >0: COLOURO: PRINTTAE (X7, Y%
100 FROCD (CHR#$134+"CONTROL KEY Z9OCLS: FRINTTAE(7,0):"D r W h ) 5 TH#:HL=0
S:-") o OXYGEN LEFT" 740ENDPROC
ok pEa ] 4OOFORIZ=0TO39: PRINTTAB (1%,1) 3 /BODEFERUGEND
120 PROCD (CHRE1Z0+"UF = CHR#224: NEXT: PRINTTAB(0,8) 3" 1" T 7601F2%=1S0UNDO , 15, 150,7: TIME
& § ABI(O, 14 s TaR (0, 20) s B Ve raR(o..  ROSREREATLNTILTIMESSO .
1730 FROCD(CHR#1Z1+"DOWN = */° L 2E) 30 v TAB(I9,8) " " TAR(39, 11 7701FVY%=1:FORIZ=~15T0-5STEFS: F
") )" TAB(39,20) ;"1 "; TAB(39, 23 ORJZ=255TOOSTEF-10: SOUND1 , 1%,J%, ¢
140 FROCD (CHR$#133+"LEFT = ‘Z° nyn s TAR (A%, B%) s D243 TAR (I, K%) s K1 1:NEXT:NEXT
iy .= : : : 780W%=1:CLS
150 FROCD (CHR#1Z2+"RIGHT = ‘X’ B1OEY=AY: FU=B%: L%=J%s MA=K%: D$= 790COLOURL
] DEF: Ed=E1%: ENDFROC 800IFVZ=1FPRINTTAEB(S,14);"YOU 'V
160 FROCFD("ENTER SKILL LEVEL 420DEFFROCELAYER E MADE IT!!!" ’
0-9 (O=HARDEST) ") A3OTF INKEY (—105) =—1D%=1 : C%=0 810IFZ%=1FRINTTAE (5,14); "YOU'R
170 S%=BGET-48: IFS%<00RSY *9THEN A440IF INKEY (=73) =— 1 D%ee1 s C%=0 E DEAD!!!®"
170 4SOIF INKEY (~98) =—1C%=~1: D%=0:D Eiie, ]
180ENVELOFEL,1,100,0,-3,15,1,5  s_p1s ZOPRINTTAE (5,20) ; "PFRESS SFACE
Dl 260100 =5 1 26124 ALOIFINEEY (—=67)=—1C%=1: D%=0: D% BAR FOR ANOTHER GAME";TAB(S,22)
190 MODE4 =D ;"OR ‘N’ TO CHANGE SKILL LEVEL)"
Z00W/=0:VDU19,0,4;0;19,1,3;0; A70AL=AY+CYs BY=E%+DY :F$=GET#
480IFA%: 1 ANDE? o BAOIFF$< " "ANDF#< >"N" THEN83O
210PROCINIT: TIME=0: REFEATUNTIL 490 TFAL=0A%=78s C
TIME=200 S500IFA%>38ANDBY »9ANDEZS >21 A%= BSO IF, Re=" . THEN GOTO 200
Z2OREFEAT =g 860 IFF$="N" THEN RUN
2Z0FRINTTAER (34 ,0) s FP%; b S510IFAL=39ANDGYL=0a%=1: C%=1 870VDU23: 11,2553 0:0; 02 ENDPROC
2840F%=F%-1: IFF%=0Z2%=1 SpOIFRY< 2RY=2 880 DEF FROCFD (A%)FOR I%=0TO1:
250 IFH%=0PROCTARDIS STOIFEY > D9RY=29 VDU%9DB1 ; %8D87; : FRINTSFC (16-LENA
260PROCFLAYER: IF Z%=1THENI00 S40TFA%Z=J%AND (B%=K%O0RE%=k%+10r  FDIVZ)A%:NEXT: ENDFROC
270PROCDALEK: IFZ%=10RV%=1THENS  po\y_py)77=1 890 DEF FROCD (A$)FORI%Z=0TO1:VD
20 280PROCPLAYER: TFZ%=1THEN300 SS0COLOURO: PRINTTAB(E%,F%) 3D#:  D¥EDs s PRINTSFC (10) A%: NEXT: ENDPRO
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MONSTER MATH

- TER AN G 6 D e

)

1s7

% 2 984 0 637 S 56 .‘;7/
P25 LieT 0251 D s s N ST A ;{7
q6344gTBI92> goPRE . Ui 1 8 7 s
221,85 51162129 1110 $657 4110 8773
fuwibande, SSE | 445> ,q-? 2 195019
o R R R ve o 51 2 B/ 2 TR
//({4%/// ask me £ ! S 6219%10
=7 !

//,.‘_

A
‘

jl

|

|
7
i

BT LS T A0V LELT T

FA RO 8% $0d $%ie
7921254993753

- 3%

* %K RMATHES % % % %
*x®kEY 7. COLEQUHOUN %

MODE7
OCINSTRUCTIONS

ENTER THE LET

TER THAT CORR ONDS TO YOUR QUE

STIONS. "
20 A=GET
100 IF A=65 THEN FROCADD

IF A=83 THEN PROCSUBTRACT
IF A=77 THEN FROCMULTIFLY
IF A=68 THEN FROCDIVIDE
ENDFROC
DEFFROCADD
CLS
PROCTITLE

180 A=RND (100)

190 B=RND (100)

200 PRINT TAE(O,3) "WHAT IS ";A
3" + 3B

210 PRINT TAE(25,5)"SCORE= ";§
CORE

220 IF SCORE=10 THEN PROCFRES

230 INFUT ANS

240 IF ANS=A+E THEN SCORE=SCOR
E+1:SOUND 1,-15,53,10:G0TO160

250 IF ANS<:>A+E THEN SOUND O,-
15,20,20

260 IF ANS<>A+E THEN PRINT"WRO
NG.FLEASE TRY AGAIN.":GOTO 200

270 ENDFROC

280 DEFFROCTITLE

290 PRINT TAE(0,0);CHR$(130);C
HR# (157) ; CHR# (132) ; CHR$ (141) 3

MATHS"

300 PRINT TAE(O,1);CHR$ (130);C

HR$ (157) 3 CHR#% (132) ; CHR$ (141) 3
MATHS"
310 PRINT TAR(0,23) ;CHR$ (130) ;

CHR#(157) ;CHR$(132) ;CHR¥(141) ;"
MATHS"
320 FRINT TAB(0,22) ;CHR$(130) ;
CHR#(157) ;CHR¥(132) ;CHR$¥(141) ;"
MATHS"
ENDFROC
DEFFROCSURTRACT
€cLs
PROCTITLE
PRINT TAB(25,5)"SCORE= ";S

IF SCORE=10 THEN FPROCFRES
C=RND (200) +100
D=RND (100)
PRINT TAE(O,3) "WHAT IS ";C
“sD
420 INFUT ANSW
430 IF ANSW=C-D THEN SCORE=SCO
RE+1:S0OUND 1,-15,53,10:60T0 35
440 IF ANSW<>C-~D THEN SOUND O,
-15,20,20
450 IF ANSW<*C—D THEN FRINT"WR
ONG.FLEASE TRY AGAIN.":GOTO 410
460 ENDPROC
470 DEFFROCMULTIPLY
480 CLS
490 PROCTITLE
E=RND (10)
F=RND (20)
PRINT TAE(25,5)"SCORE= ":S

IF

CORE=10 THEN FPROCFRES
D FRINT TAB(O,3) "WHAT IS ";E
e 2
INFUT ANSWE

IF ANSWE=E*F THEN SCORE=SC
:S0UND 1,-15,5%,10:6G0T0 480
E¥F THEN SOUND O

570
,~15,20,20

580 IF ANSWE<E¥F THEN PRINT"W
RONG.FLEASE TRY AGAIN.":GOTO 540

590 ENDFROC

600 DEFPROCDIVIDE

HERE ARE some difficult
questions and some easier ones
in Monster Maths, a multi-
purpose maths quiz devised by Ross
Colquhoun of Crieff, Perthshire for the
BBC B.

You can choose to be tested on addi-
tion, subtraction, multiplication or div-
ision, and must complete one section
correctly before you are allowed to go to
the next. In the division section, you
will be asked for the remainder as well
as the main answer.

610 CLS

620 FROCTITLE

630 G=RND (100) +50

640 H=RND (50)

650 PRINT TAE(25,5) "SCORE= ";§
CORE

660 IF SCORE=10 THEN FROCFPRES

670 PRINT TAE(O,3) "WHAT IS5 ";G
;" DIVIDED RY ":H

680 INFUT ANSWER

690 FRINT TAB(0O,7)"AND THE REM
AINDER, IF ANY."

700 INFUT ROS

710 IF ANSWER=G DIV H AND ROS=
G MOD H THEN SCORE=SCORE+1:S0OUND

1,-15,53,10: PRINT"CORRECT" : A$=1
NEEY# (150) : GOTO 610

720 IF ANSWER< *G/H THEN SOUND
©,~15:20,20

730 IF ANSWER< *G/H THEN PRINT"
WRONG.FLEASE TRY AGAIN.":GOTO &7
(8]

740 ENDFROC

750 DEFFROCFRES

760 CLS

770 FOR Y=1 TO 24
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780 FOR X=1 TO 20

790 PRINT TAB(X,Y);CHR$(132);"
WELL DONE'"j

800 NEXT X

810 NEXT Y
AF=INKEY# (200)
GOTO S0:END

840 DEFFROCINSTRUCTIONS

850 FRUCTITLE

860 FPRINT TAB(O,3);CHR¥(129)3"

This program tests your ability

ag. .

870 PRINT TAE(0O,4);CHR¥(129)3;"

doing basic addition,subtractio
ny"

880 PRINT TAB(0O,S5);CHR$(129):"
multiplication and division."
890 PRINT TAE(O,8):;CHR¥(131);"
To select the topic,type in the
first"

00 FRINT TAR(O,?);CHR¥(131);"
letter of it
9210 PRINT TAB(0,11):CHR$(133);

In the division section you fi
rst have"

920 PRINT TAB(0,12);CHR$(133);
to enter the No. of times"
930 PRINT TAB(O,13) ;CHR$(133);
it divides into- it then press
RETURN. "

940 FRINT TAER(OD,16) ;CHR¥(134) ;

The computer then asks you for
the"

950 FRINT TAB(0O,17) ;CHR*%(134) ;
" remainder.ALL THE REST ARE AS
NORMAL. "

960 FRINT TAB(0,20);CHR$(129);
CHR¥(136) ;" FRESS THE SFACE BAR
TO CONTINUE."

970 REFEAT

980 B=GET

P90 UNTIL B=32

1000 CLS

1010 PROCTITLE

1020 FRINT TAEB(0,3) ;CHR¥(129) 3"
When you reach-a score of ten yo
L'

1030 FRINT TAR(0Q,4) ;CHR$(129) ;"

are able to change the topic.”

1040 FRINT TAB(0O,7);CHR¥(131);"
If you get a sum right or wrong
you"

1050 FRINT TAER(0,8);CHR$(131);"

get a pleasant or a strange noi
se."

1060 FRINT TAB(0,11) ;CHR#$(133);

If you get a sum wrong you are
asked" :

1070 FRINT TABR(0,12) ;CHR#%(133) ;
to try again."

1080 FRINT TAB(O,17);CHR$(133);
SSBOODELUCIC!

1090 AF=INKEY# (1000)

1100 GOTO 830

ER

RECAIE/

LANGUAGE LEARNING AIDS FOR
FRENCH, GERMAN & SPANISH

[ sessimne - S S il S il - )
FOR BECIIK) - HECTRON
SEECTRUM (4EK)

As used in numerous schools and colleges these programs provide a
highly successful aid to modern language learning. Each cassette
contains a sophisticated control program and a comprehensive series of
vocabulary lessons which can be used in a variety of self-paced learning
and test modes. Words, phrases etc are displayed with all necessary
accents and special characters, different colours are used for masculine,
feminine and neuter words to assist gender learning

The programs are suitable for beginners, 0-level and beyond as simple
commands enable new lessons in vocabulary or grammar to be created
by the user, edited as required, then permanently saved for later use
Invaluable for homework and exam revision!

Two cassettes are available for each language, together these contain a
vocabulary of thousands of words; Level A provides 16 lessons in general
subjects; Level B provides a further 16 lessons including adjectives, adverbs
and fully conjugated verb lists

Available from your computer store or by mail order Price £9.95
Also Available "ANSWER BACK General Knowledge Quiz" Price £10.95

ottt e e

[ vdpia

software 1 Pilgrims Close, Harlington NSTABLE, Beds: £W&-6LX
Telephone (05255) 3

Please supply the following programs

The French Mistress Level A @ £995 [J The French Mistress Level B @ £9.95 (]
The German Master Level A @ £995 [ The German Master Level B @ £9.95 [
The Spanish Tutor Level A @ £995 O The Spanish Tutor  Level B @ £9.95 (]

ANSWER BACK Quiz (Senior) @ £10.95 (J
| have a BBC/Electron/Spectrum computer (delete as necessary)
MIIINIESIVISS. ... coooosorionniiinssss SN

Address......

T POSTCOAB ol Lt R T L e v -
payable to KOSMOS Software

KOSMOS SOFTWARE
1 Pilgrims Close, Harlington, DUNSTABLE, Beds. LUS 6LX
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MEMORY KEYS

1= %EX 20052
10 ON ERROR GOTO 10
20 MODE?7
30 8=0
40 FROCI
50 DIM Q%(P,L)
60 DIM A$(P.L)
70 MUDE 2
80 FOR I=1 TO L
20 J=INT(RND{?1)+35)
100 FOR M=1 TO F
110 A¥({M, I)=CHR# (J)

120 NEXT M

130 NEXT I

140 CLS

150 FOR I=1 TO L

160 PRINT " "s0$(1.1);
170 NEXT I

180 FOR I=1 TO 10000

NEXT I

FOR J=1 TO F

OLS

FRINT "PLAYER "“:d
FOR I=1 TO L
INFUT @%(J,I)
NEXT I

NEXT J

FOR J=1 TO P

S=0

290CLS

SO0 PRINT "PLAYER “3Jd3*. YOU 6O

310 FOR I=1 TO L

O FOR H=1 TO L

330 IF @%(J,1)=A%*(J,H) S=8+1:
PRINT Q@$(J,T);" Y;:A$(J,H)="£"
340 NEXT H

350 NEXT I
360 PRINT
370 PRINT
380 FRINT "SCORE="3;S
390 PRINT

400 PRINT "YOU DIDN'T GET "
410 FOR I=1 TO L

420 IF A$(J,1)="£" A$I,I)=""
430 PRINT A$(J,I);" ";

440 NEXT I

450 PROCS

460 FRINT:FRINT:FPRINT:PRINT:PR
INT" press SFACE BAR to go
on"

470 REFEAT
480 F#=GET#
490 UNTIL F#=" "
S00 NEXT J
510 RUN
520 DEFFROCI
SIO PRINT " 3335555 % % % % %5 55 % %%
R ]
540 PRINT "*%¥%%%%%%%BRA TN % %%
HH R TEST 5933335336 % %%
S50 PRINT " 55553 536 36 5 536 5 56 55 % % %
F NI N R
S60FRINT: FRINT: FRINT: FRINT
S7O0FRINT " The computer
will print up 10 ¢
haracters , then you
type in one character
which you think is i
(g & Then press R
ETURN then do the
next characte";
580 FRINT "r and so
op.«
SPOFRINT:FRINT: FRINT: PRINT
600 INFPUT" HOW MANY cha.
acters "L
610 FRINT:FRINT: INFUT" H
OW MANY FLAYERS ?"F
L20FRINT"
TO START"
&30 REFEAT
640 F¥=GET#
650 UNTIL F$=" "

SFACE BAR

&6LO0ENDFROC
&70 DEFPROCS
680 FRINT:FRINT: FRINT

690 IF S=L PRINT "BRILIANT'"

ENDFROC

700 IF S<L./2 PRINT “NOT VERY 6

00D" :ENDFROC

710 IF S*L/2 PRINT "NOT BAD"

ENDPROC

HARPEN your memory and in-
crease your knowledge of the com-
puter keyboard with this game for
the Electron and BBC B by Christopher
Brown of Great Barford, Bedfordshire.
The computer will display briefly a
sequence of up to 10 characters — you
choose the number; after the screen
clears, your aim is to key-in as many of
the characters as you can remember.

You can play on your own or against
several other players to see who can
reach the highest score.
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re you ready to take on the challenge?

When you open up a MOVIT box, you move into the
exciting new world of robots. |

Everything from the printed circuit board to th
motors are included, just waiting for you to make a start.
And the detailed instructions take you through each stage
of this new adventure.

To create this new generation of robot models all
you need is a screwdriver and a knife, |

What's more MOVITS cost a lot less than you might
think. In fact, the price is the only thing about them that’s
down-to-earth! e

MOVITS all have their own characters and appeal.
They're fun to put together, fun to run. Take your first step
into the world of serious robotics. Send off for your
MOVITS today. |



MOVITS — THE CHALLENGE CONTINUES

Prism Consumer Products Limited
Prism House, 18-29 Mora St.,
London EC1V 8BT

Telephone: 01-253 2277

% P il g B i sl g o o o Bl il s s s

Please send me my MOVIT(S) straight away.

l lenclose my chequefor£__ payable to Prism Consumer Products I
(add £2.95 p&p for one MOVIT and £1.00 extra for each subsequent MOVIT)

| Name Address |
| 7 |
I D LINE TRACER Il @ £17.99 D PIPER MOUSE @ £19.99 '

I D MEMOCON CRAWLER @ £34.99 [:l MONKEY @ £9.99

I Enter number of MOVITS required in boxes above.
Allow 28 days for delivery. All prices include VAT.
Batteries notincluded. Dealer enquiries welcome.
I Send your cheque to: Movit Offer Prism Consumer Products. Prism
House, 1829 Mora Street, tondon EC1V 8BT:

g g o Py e A B o sl v s o R EA R R G Sl 5

I
I [___] CIRCULAR @ £29.99 I
I
I
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202
023 C

1/UINFHI“r
180IFLEN{CO

r‘l':l't 2y

1FOUNTILL
200FRINTC

210FROCANAL

DFROCEND
ORUN

TACOMES"

DENDFROC
1ODEFF
ZOIF(FOSI=6
@ COR S CIRCE ) F
FRINT"It
Y ENDPR

INT
OFORI=1TO4
DIFE

400F0ORI=1TO6
4IOIF

D FF INTBRT
4E0OTF
FRINTERTE(LT)
440NEXTI
4501IF NOT

A4&HOENDFROC
470DEFFF ULHNHL
4801F
LCO%)
4G0OTF

G “F1L4«6~L

ac

SOOF \'"L UL : ENL)F R

C-1:MOV=

SOLT=INT (RLT?
DD AND L
jus

S60IF

anwﬂIWINng

6H10IF NF(F
afraid there’'s a
-t S ENDER
G201 5
NOT O OR
Q) )

CIECL)

a fr‘pdnnr'”-Lﬂ“

cuUDEFFFDCOL
FOCN=FNcom: TN

CATACOMES

BY ©

INTIL LOSE OR

is pitch
DFRINT "You a
NECEOST 219
"I can

IFP(I)=F0OSI

IFPC(I)=FOSI

SH FRINT"nothing

RLT=RLT-0.

t gone

("NESW"
51 ,DI)=

0sSI=6 OR

FRINT"You have

LR RS St S ST T
LS S R S S EE ST LS

* %
¥
* %
*
* ¥

s« 5tow

WKWK W R RN
Fo B RN R

Dy 0303

WON

FFROCHEAD ING
) ‘'SPC10;CHR$129; CHR#1

sCHR¥141;

3 R RERE KRR

HECK
OFR

FOSI=%) AND (N
I AND IF (1) <=
black in h

e now "3;FL¥F(FO

MV TBIBLESEXTTS 2

0 PRINTDT#(I)

"

now see

FRINTI$ (1) :5H

AND I=1 AND N
AND I=1 AND O

at

R0OC

=MOV-+1

1:DD=TRUE

T=0 FRINT"Your 1

autat20
LE

ALSE
=8)

,CO$)
O PRINT"I'm
j. n

wall the way

FOS 7) AND ¢
I AND IF (1)<
fallen down
E: ENDFROC

>F

1,00}

=FNth

SGATNE

6HBOIF
“t work
ROC

6F00N CN GOTO 700,700,
720,730,740

700FROCTAEE: ENDFROC

710FPROCLIGHT : ENDFROC
‘ROCOFF : ENDFROC
'FROCDROF : ENDFROC

CN=0 0OR
out what you mean.

TN=0 FRINT"I can
": ENDF

710,710,

7
740FPROCKILL : ENDFROC
7S0ENDFROC

760DEFFNcom

770N0O=0: I=0

7BOREFEAT: I=1+1

Z7201F LEFT#{COF, LEN(MDESECI) ) )=
MOCH(I) NO=I

BUUUNFIL NOXO OR I=7

84HREFEQT
850IF RIGHT# (CO¥,LEN(INF(I)))=

I=I+1

IN$(I) NO=I

860OUNTIL NO>O OR I=é&

870=N0O

880DEFFROCTAEE

820IF IF(TN) FOSI FRINT"It's
not in here.":ENDFROC

FOO0IF TN=5 OR TN=&6 FRINT"Stop
cracking t funny’s!”'ENDPROC

SHOTEC RINTMT © ttrcarre
ATy ‘'m not BIONIC!!":END

mor e, 1

IF (TN =0
*RINT"RIGHT

ON. . "

DEFFROCLIGHT
F7OIF IF(TN) < >0 PRINT"I would
but I haven 't got it.":ENDPFROC
F80IF TN< 1 PRINT"You ve got t
joking!": ENDFROC
IFO-PRINT" It "=
1'”'ENUFF
1ODOIF LT= INT"Oh
“t.relight. DFROC
1\\1“{- RINT"RIGHT ON.
RUE
ROC
40DEFFROCOFF
OIF IP(ThR <20 PRINT"I "m
carrying that.":ENDFROC
1060IF TN =1 FRINT"HA!HA'HA'HA!
": ENDFROC
1070IF NOT O FRINT"It
off.Idiat." s ENDPROC
108OFRINT"RIGHT ON.."
10900=FALSE
1 100ENDFROC
111HDLFFRDCDHUF
201F * PRINT"I haven’
L gof b 3 1o 35
113 UIF‘1N)—FL =5 8
1140FPRINT"RIGHT ON.."
1150CAD=CAD~1
1160ENDFROC
1170DEFFROCKILL
1180IF IF(TN)

already on.

no! It won

not

‘s already

FOSI PRINT"You'l

1 be lucky to find it in here.”:
ENDFROC

1190IF TN=5 FROCEILL_MUM: ENDFRO
(52

1200IF TN=6 FROCKILL DRAC:ENDFR:

OU ARE TRAPPED In the

Catacombs in this adventure

written for the BBC B by Carl
Stow of Hull. To escape, you have to
Iﬁnd the treasure and deposit it in front
of the main door to make it open.
Some useful words to help you in
your quest are HELP, GET, KILL and
IDROP. Beware of Dracula, the giant
rats, the mummy and, above all, trap-
00r1S.

50
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(MBS

VlOFRINT”Funny!!!“
220ENDFROC

1240IF IF(3)=0 FRINT"You shoot
at the mummy.Direct hit!!":IF(3)
=—1:8C=5C+30: ENDFROC

250IF IF(4)=0 FRINT"You try ga
rlic to drive the mummy away bu
t he is not affected.":ENDFROC

1260FPRINT"You have a fight with
the mummy but vyou are kille
d in the scuffle."

1270L0SE=TRUE
OENDFROC
220DEFFROCKEILL_DRAC

1300IF IF(4)=0 FRINT"You get ou
t your garlic.DRACULA is instant
ly killed": IP(6)=-1:8C=8C+30: END
FROC

i ’

1310IF IF(3)=0 FPRINT"You shoot
at DRACULA but you miss.":ENDFRO

c
13Z20FRINT"You fight DRACULA but

he bites your neck and you
are killed."

IS50DEFFROCEND

13601F WON PRINT" ‘" WELL D
ONE !'! ¥YOU MADE IT!'Y

$3701F LOSE PRINT <t HARD

CHEESE MATE!!!___YOU'VE MESSED

R AL (e o)
1Z8OFRINT - Youtock Ui MOV
" moves,"
1Z90FRINTY and your final sco
re was "§gC; M.~
1400FRINT * 'CHR#1303 " PRESSE &

FACE TO TRY AGAIN"
14106=GET: ENDFROC
1420 ROCINIT
1430DIMFL#F ()
1440F0ORF=1TO9

-, BLOW OUT,DROF,

1450OREADFLF (F)
1460NEXT
1470DATA in

a dark passage lead

ing east,in a large room.Ther
e is light from a grate abov
e

1480DATA in a small dark
rd,in a torture chamber

14%0DATA in a long corridor,in
a room full of giant rats

1500DATA in & room full of skel

cupboa

etons,at the main doorway.It is
locked
1510DATA in a passage.The light

is not on

IDIMNF (F,4)

L GIOFORI=1TO?: FORJ=1TO4
1q4UREADNF(I J)

), IN#

=1TO6: READI* (1)

JINS(I),

e )
a lamp,LAMF, S

the treasure, TREASURE,

1650DATA
4

1660DATA

1670DIMMOCH# (7) : FORI=1T0O7 : READMO
CH(I):NEXT

1680DATA GET,FICE,

a big mean

mummy , MUMMY

Dracula,DRACULA,9

TURN ON,LIGHT
T
16F0DIMDT# (4) : FORI=1T04: READDT#
C1):NEXT

1700DATA North,East,South,West

1710DIMBRT# (2)

1720BRT#(0)="( It's not on )"

1730BRT#(1)="( It’'s going out )
1740BRT$ (2) =" ( Its 1t and it”
s shining brightly )"
17500=FALSE: RL.T=2.9: . T=2
: LOSE=FALSE : WON=FALSE : MOV
0: CAD=0

1760ENDFROC
1770DEFFROCINY

1780FRINT " '"I am carrying

17908H=FALSE: FORI=1T06&

1B8O0IFIF(I)=0 FRINTI#(I):SH=TRU
E

1B1OIFIF(I)=0 AND
FRINTBRT* (0O)

1820IFIF(I)=0 AND I=1 AND O FRI
NTEBRT#(LT)

1830NEXTI: IF NOT SH FRINT"nothi
s

1840ENDFROC

1850DEFFROCINST

1860FRINT: FORI=1TO2: FRINTCHR$13
43;CHR¥157; CHR¥132; CHR$141; SFPCh; "
CATACOME S":NEXT

1870FRINT 'CHR$¥129; "In this adve
nture yau are trapped in"

18BOFRINTCHR$129; "the Catacombs
-To get out you must get"

1820FRINTCHR¥129; "the treasure
and drop it at the main"

1900FRINTCHR#$129; "door . The door
will then open and you "

FOSI=1

0:85C=5

I=1 AND NOT O

1210FRINTCHR$129; "will be free.
But first you must"
1920FRINTCHR$129; "
adventure."
19Z0FRINT 'CHR#134; "Some command
s to help you on your way"
194OFRINTFHR$174

complete the

"aresHELF, TURN

f the trapdours!!!!“
1960FRINT ' "CHR#133; "You will ge
t a score at the end of the"
1970FRINTCHR$ "game. "
1980FRINT * 'CHR$¥133; SFC8; "FRESS
SFACE TO PLAY."
1990REFPEAT UNTIL GET=32:CLS
2000 ENDFROC
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10 DIM stor
15 VDU

105
the
shown

ith the

215 FRINT

MODE 6

i

150

20 VDU

3 FROCintro
3 OCinput

45 FROCassemble

D PROCopt

7 FROCmor se
&0 FROCch
1F [5:

T

FEROBT
am which

RETURN >

"

value.

standard

the code

REFEAT
ENDFR

140 FPRINT "
now. The
sage  and
will be

e

it.Thes

page.
INFUT LINE
ENDFROC

2l

NT

IN"

ACHER"

0,28,28,28,

0,0,0,0,126,126,1

VDU 19,1,2,

Morse Teacher

will make you
with the Morse Code.
First,type a message
computer.Thi

longer than 255 symbols and
ittern in capital”

F5 FRINT" letters,as
characters
and treated as

will

complete. The numbers
9 may al
100 FRINT" Th
then turn the
Code,with
lette

determine
between each
alcul ated i

FRINT" 2]

throuwghout , and
sage is printed

INT"TAB(10) "<PRESS

ROCinput
FPRINT  Tape12) " MURSE SFE

ndard

ina

are

ather

(MIDF {AF
: AND

TAB(12) "MO

"DELAY

EETWEEN LETTE

0,405,
0,445,450 ,455, 46(

0,485,490,495,500,505,510,515,52
. 5

INFUT"1/100s

500

FRINT; CHR* (store’Z (X

6 AND store
sCHR¥ (store’ (
OCmorse

INT  TARC12) "MORSE

5 IF store’Z (X4)=40 FROCspace

tNEXT

0 IF storeZ (X’
5 ON .
5, 57

410,

25,430,473
465,470,475 ,48

TIME: REFEAT UNTIL TIME-

FROCend
FPRINT "TARC(11) "<{FRESS SFPACE

REFEAT UNTIL GET=I3:
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b CODI:

1

g

2t

Vs !/ﬁh il
J \, iu'J ’ “I\IW’J

i [l

A 4 ,””f il
W4 ‘/’, ,' /,// ,j//// ’ ! [’ : I

vl e

EARN and practise Morse Code
with this program written for the
BBC B by John Hopwood of
Truro, Cornwall.

The program displays the standard
Morse Code table and also allows you to
type in a message of up to 255 symbols
which it will then reproduce in the
appropriate dots and dashes. You can
choose the speed of the message to suit
your skill level.

Make sure your message is in cap-
itals; anything else will be interpreted
by the program as a space.

FROCd: FROC1 : FROC1 : PROCd: RE

PROCI s FROCH : PROCd : FROCT = RE

FROCd: FROC1 : FROC1 : RETURN
FROC1 : FROCd : PROCd: FROC1 : RE

TURN
475

TURN
480

TURN
485 PROC1 :FPROCI : FROC1 : PROCI : PR

0C1 : RETURN

cd: FROC1 s PROCT : FROECT 2

0C1 : RETURN

DCd: FROC : FROC1 : FROC1 : PR

FROCI : PROCd : FROC1 : FROC1 : RE

FROC1 : FROCI : PROCd: FROCd : RE

FR

FhULd FROCd: FROCd: FROC1 : FR
TURN

“ROCd: FROCd : FROCd: FROCd: FR
TURN
FROCd: FROCd: FROCd : FROCd: PR
C ETURN

515 FROC1:PROCd: PROCd: FROCd: FR

0Cd: RETURN

FROCL s FROC: FROCL s FROCG : RE

FPROC1 : FROCd : FROC : RETURN
FROCd : RETURN

FROCd: FROC

FROC1 : FROCd: RE

390
TURN
398 FROC: FROC: RETURN
FROCd: F

FROCd: FROCT =

e Rd ) :
ROCL : PROCH s PROCd : RE

410
TURN

 RETURN
RETURN
PROCI &

:FROC]1 RETURN

ROC : RETURN

ROC e PROCT : PROCT : RE

520 FROC1:FROCI : PROCd: FROCd: PR
0Cd: RETURN

G925 PROCL:PROCI1 : PROCL : FROCd: PR
UCd RETURN

- FROC1 : PROC] : FROC1 : PROCL : PR
OCd: RETURN

540

DEFFROCI
t%=TIME

SOUND 3,-10,128,8
REFEAT UNTIL TIME-t%=65
ENDFROC

545
ekt 8
Ses
560
565
S70
&5
580
o285
G20
G595
HOO
HOS
t%4A=8ECA
610 ENDFROC

DEFFROC
t%=TIME
SOUND Z,-10,
REFEAT UNTIL
ENDFROC

128,3

TIME-t%=40

DEFFROCspace

t7%=TIME: REFEAT UNTIL TIME-

615
620 DEFFROCstart
PROC1 : PROCd: PROC1 : FROCd: PR

e
gl

ENDFROC

DEFFROCend
FROCd: FROC1 : FROCd: FROC1 : FR

ENDFROC

RE bTDr\E 8 )

FOR X%=3 TO 11
FRINT TAB(2,X%) CHR¥ (62+X%)

GOSUER 820:NEXT
FOR X% 1o 1]
FRINT TAEB(12,X%Z)CHRF(71+X%

&80
685
b0
)i
BoE

GOSUER
OR XY
FRINT TAB(Z

820: NEXT
7o 10
X7) CHR# (BO+X%

7085

840: NEX
TAR

GOSUR
RINT

e’y
755 VDU 150,200,
760 ENDFROC
765
770
7ra
780
R
785
FACE BAR:*
age again,and <S>
message"

150,200,150

DEFFROCchoice
CLs
FRINT TAEB(12) "MORSE TEACHE

‘TAB(2) "Press the <85
mess
set a new

FRINT '
to try the same
to

790 G=GET:IF G<>32 AND G« T
HEN 790
795 ENDFROC
800
805 REM Type this data in care
fully
810 REM Any mistakes will ruin
the
815 REM code table
820 READ \Q%Z,W%Z,E%,R%
25 VDU G%*50,WZ*50 ,E%*50 , R%*5
0
RETURN
DATA 3,4,0,0,4,

5
4137—‘1”1;~1” 0,0,3,3,4,3
3D, 3,0,0,3,4,4,4

9 : 4 4,(_),(_),4,_.,0,0
20433,4, 47—,4 4’—1 5y O
,U,4 a0,
2 0%, 353,48, 4,_,4,4,4,4,,

840 READ Q% ,WZ,E%Z,R%Z,T%

845 VDU Q7*50 ,W/*50 ,E%*50 ,R7*5

Pl b biid

Oy TAREO
850 RETURN
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I,

151B1€ MLt

10 REM EX T T T T T TR
20 REM * MAZE CRAZE *
J30 REM  #¥¥%¥XEXREREREKR
40 REM BY I.FREELANCE
S0 MODE 1

60 COLOUR 129

70 CLS

80 RBE="x"

0 C#= STRING#¥ (40 ,B%¥)
100 DIM MAZE#(8,8)

110 FOR Y=1 TO 8

120 FOR X=1 TO 8

130 READ MAZE#F (Y, X)

140 NEXT X

150 NEXT Y

160 REM maze set up

170 X=1:Y=1

180 AF=MAZEF (Y, X)

190 GOSUR 310
200 VvbU 31,0,20
210 INFUT DIRECTION#
DIRECTION#=LEFT¥ (DIRECTION

N=INSTR (A% ,DIRECTION#,1)
IF N=0 THEN 210
IF DIRECTION#="N" THEN Y=Y

IF DIRECTION#="8" THEN Y=Y
IF DIRECTION#="W" THEN X=X
IF DIRECTION#="E" THEN X=X

IF X=8 AND Y=3 THEN 500
GOTO 180

REM screen display

CLS

FRINT C#

FRINT TAB(3):;"You can move

S50 FPRINT
360 FRINT C#
370 FRINT

380 VDU 31,0,10

390 RETURN

400 STOF

410 REM data line

420 DATA §,5E,WE,WE,WE,WS,ES,S

30 DATA NS,NE,WE,WE,WS,NS,NS,

440 DATA NS,SE,WE,WS,NS,NS,NS,
N

450 DATA NS,NS,SE,NW,NS,NS,NE,
ws

460 DATA NSE,NSW,NE,WE,NSW,NE,
WS, NS

470 DATA NS,NS,E,WS,NE,WS,NS,N
s

480 DATA NS,NE,WE,NEW,WS,NS,NE
, NW

490 DATA NE,WE,WE,WE,NW,NE,WE,

OU ARE LOST in a mystery

maze and must try to find your

way to the finish. Key-in N, S, E

or W for the direction you wish to go;

the computer will not allow you to

proceed if there is a wall in the way.

One hint to help you — the maze is an
eight by eight grid.

Invisible Maze was written for the

Electron by Ian Freelance of Hull,

North Humberside.

W
500 REM maze finish
(13 Bt
vDU 19,3,8,0,0,0
830 PRINT TAB(11,5);"YOU HAVE
DONE IT"
540 END
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T UINT IL
1020
LOZORUN
1040
1050
1 O&OD
LO70DEF FROCgame:
1 08¢

WCinitialise

GOTO 1
hpleayl

EAD card#
T
TA 2,3,4

170
:FROCyplay2

Sa 127,127 427,64

8,28,62,127,127,

13:A=14

L G=1 1O, 2
D<4)~1:1IF ¢

i

30 ELSE card(s

>

G:NEXT F

FROCdisplay (n)
e FybB

OFRINT TAE(O,1) "WON: ";ypts,
10,1) "TRUMPS: ";C

TAR (&, 44
¢t F=12 TO O STEF -
card{G,F)=n THEN

FRINT c

2 L

D PRINT TAB(0,19) "Enter SUIT
noenter CF
‘EAT

O PARAPHRASE an old ad-

age, east is east and whist is

whist, and there is no need to
say more for fans of the popular card
game about this program written for
the BBC B by Sunil Iyer of Dundee
University.

His computer version of Whist will
prove a worthy opponent for anyone
who fancies a quiet game or simply
wants to sharpen their playing in prep-
aration for the next whist drive.
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1680REFEAT: FRINT TAR(O,20)"
":FPRINT TAB(O,20);:AF=GET%:
suit=INSTR{("CDHS" ,A%) -1:UNTIL su
1:FRINT A¥$
REFEAT: FRINT TAR(20,20);:A%
=GETF:UNTIL INSTR("1234567892J0KA
"L AFE) S0
1700IF A%="1" THEN A%="10"
1710PRINT A%
720card=EVAL A¥-2
7EZ0UNTIL card(suit,card)=1
1740ENDFROC
1780
1760
Y270
1780DEF FROCyplayl
1790FROCi nput
1800card{suit,card)=0
1810ENDFROC

1850DEF FROChplayl

1860r=RND(4)~-1:s=RND(13)-1: IF c
ard(r,s) THEN 1860

1870hissuit=r:hiscard=s

1880FRINT TAE(O,17)"He plays th
e ";CHR¥(224+hissuit) ;" "jcard#(
hiscard)

18%0card (hissuit,hiscard)=0

1200ENDFROC

- FROChpla
FRINT FiNsuit{(2,suit):

r

it)=0 THEN FR

1980F =c
t card
1 TEsE Ly
2000IF card(suit,
thissuit=suit
IIE Fc12 THEN

play highes

THEN hisc
GOTO 2050
F+1:60T0 200

==01 REM

play lowest

OIF card{suit,F)=2 THEN hisc
: BO0TO 2050

RINT TAR(O,21)"He plays th
& "jCHR¥(224+hissuit) ;" "jcard#(
i arc)

~d {hissuit, hiscard)=0

DEF FROCothersuit

21401IF card(trump,F)=2 THEN his
card=F:hissuit=trump:GOTO 2180
S50IF F<12 THEN F=F+1:G0T0 214

&Ohi scard=0

70hissul t=0

2180IF card(hissuit,hiscard)=2
THEN 10
2190hissuit=hissuit+1:IF hissui
THEN GOTO 2180
Ohiscard=hiscard+1:60T0 2170
1OENDFROC

0
ODEF FNsuit{r,s)

THEN t=t+1

DEF FROCyplay2

OFROCI nput

OIF suit<rhissuit AND FNsuit
(1,hissuit) THEN 2350

7o0card(suit,card)=0
Or=GET
FOENDFROC

2 DDEF FROCcompeare
2440IF suit<*trump AND hissuit=
trump THEN win :GOTO 2800
2450IF suit=trump AND hissuit<l
trump THEN win=1:60T0 2500

2440IF win=1 AND hissuit<>suit
: GOTO
2 AND hissuit<>suit
: GOTO
~d*his win=1

24901IF hiscardrcard THEN win=2
OIF win=1 THEN ypts=ypts+l
F win=2 THEN hpts=hpts+1
'ENDFROC

'i--------------------------------------------
Mail to: ECC Publications Limited: 196-200 Balls Pond Road, London N1 4AQ

Yes — I'd like to subscribe to Acorn Programs (6 issues — price £6)
Please charge my credit card:

I enclose a cheque for £

Top listings for the BBC B
and the Electron

PL US software

reviews and news

Every two months for
only 95p

Make sure of your
copy, subscribe today '

The complete software
companion for the
BBC B and Electron

Card name Number
Name Address
Signature Date

N.B. This offer applies to U.K. subscribers only. Ovéerseas rates available on request.
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| Am nAA/xw(
| am ReLAXED

| am veloaxed

| am ASLAKED.....

7 /4 o

Space Landing for the Electron, set a
high score of 2,750 points.

N ARRIVAL at a distant plan-
et, you must bale out of your
mothership and guide your
space vessel towards the moving land-
ing craft below. Every time you achieve
your difficult mission you advance to a
new screen and the game becomes a
little faster. If you fail and crash, you
lose one of your three lives.

Move your ship left and right as it
floats downwards using the < and >
keys and press the space bar to drop
from the mothership. Docking with the
landing craft earns you 10 points, plus a
bonus of the screen number multiplied
by 10. At screen 10 and again at screen
20 you gain an extra life.

Steven and Mark Ozanne, who wrote

10 MODE

1 :PROCINSTRUC

“7L U,?.MOVE 0,0:DRAW 127
0:DRAW 1270,120: DRAW O, 120: DRA
W 0,0

60 B=RND (2)

70 VDY) ‘23,1, 03030304

80 FOR I=1 TO 100

20 GCOL O,RND(15) : PLOT 69,R
ND (1280) ,RND (1020) : NEXT I

0O y2R0,050,0.0,1,2,7,190
241,0,24,24, 1“6 165,24,
,_19 8] n,o,u 128,64,2

88H=10
120 PRINT TAB(SSH-1,1) ;CHR$ (24
Q) @ PRINT TAB(SSH,1)3; CHR$(241)

: PRINT TAE(SSH+1, 1)7CHR$(2@9)
130 SSH=SGH+1: IF SSH=19 THEN F
RINT TAR(SSH-2,1);"  ":88H=3
140 FOR 0=0 TO 100:NEXT:PRINT
TAR(SSH-2,1) ;" ":IF INKEY(-99) T
HEN GOTO 160
150 SOUND ©,-15,-50,2:60T0O 120
160 PRINT TAR(SSH-2,1);CHR$ (24
0)
170 PRINT TAE(1,1);" »
180 VDU23,241,0,24,24,126,165,
24,0,0
190 VDU 23,230,66,102,129,129,
129,666,189
200 U=2:5=56H-1:SC=RND(16)+2
210 COLOUR =
0 FOR I=1 TO LI
PRINT TAE(11+I,30);CHR% (24

1)
240 NEXT:COLOUR 6
200PRINT TAB(12,29) 3 "L IVES"
260 PRINT TAB(1,29);"SCORE"
270 COLOUR 1
280 FRINT TAEB(1,30)3;SCORE

290 COLOUR 3

O FRINT TAR(S,U) ;CHR¥(241)

310 COLOUR S

320 PRINT TAB(SC,27) ; CHR$ (230)

330 FOR @=0 TO Z200-SHEET*10:NE
XT : IF INKEY(-103) THEN PROCLEF
T

340 IF INKEY(-104)
GHT
350 PRINT TAB(S,LD)g™ "

THEN FROCRI

360 PRINT TAR(SC,27);" "
370 SOUND 0,-15,-25,1
IF U=27 AND S=SC THEN FROC

460 IF 19 THEN
470 GOTO 210

480 DEF FROCLEFT
490 IF U=27 AND S=85C THEN FROC

IF U=27 THEN FPROCCRASH
510 PRINT TAR(S,U);"

520 PRINT TAE(SC,27)3" "
SOUND 1

,~15,1,2:5=6-1:G0OTO

540 DEF FROCRIGHT

S50 IF U=27 AND S=5C THEN PROC
score
960 IF U=27 THEN FROCCRASH

570 PRINT TAB(S
580 FRINT TAR(S
SOUND 1,

RTPPRONT
C,27);" o
-15,1,2:5=5+1:60TO

600 DEF FROCscore
610 SOUND 1,-15,70,5:50UND 1,-
20,10
O COLOUR 2
30 FPRINT TAE(Q,B):“BDNUS
EET*10

640 SCORE=SCORE+SHEET*10

650 SCORE=SCORE+10: IF SHEET=10
OR SHEET=20 THEN LI=LI+1:S0UND
1,-15,90,5:S0UND 1,-15,50,5: SOUN
D 1,-15,20,15:PRINT TAB(S5,10)3;"E
XTRA IEE"

660 FOR I=1 TO 2000:NEXT

570 PRINT TAB(S;8):™

"sGH

680 FRINT TAR(S,10);"

670 PRINT TAB(Z,13)3"

700 "PRINT TAB(SSH-2.1)s" <

710 COLOUR 7
720 PRINT TAB(O,27)3"

730 SHEET=SHEET+1
740 GOTO 110

750 DEF FROCCRASH

760 LI=LI-1

770 FOR I=1 TO 16

780 VDU 19,0,1,0,0,0:SOUND O,-
15,1,1:NEXT

790 PRINT TAR(SSH-2,1);"

800 PRINT TAE(11,30);"
OLOUR 7
810 FRINT TAER(D,27);"

(o

820 GCOL 0,7:MOVE O,0:DRAW 0,1
Z0:DRAW 1270,120

830 IF LI=0 THEN PROCEND

840 GOTO 110

850 DEF FROCEND

860 CLG:COLOUR 1

870 IF SCOREXHI THEN FROCHI

880 PRINT TAE(1,3);"YOUR SCORE
WAS ":COLOUR 12:FPRINT TAB(16,3)
: SCORE

890 COLOUR 2

900 FRINT TAB(3,10);"HIGH SCOR
E ";HI;:PRINT TAE(4,12);"BY ":N$

210 COLOUR 7
220 ‘FRINT TAB(3,20) ; "PRESS ‘C
Tk
930 FRINT TAR(S,22);"FLAY AGAI
N
940 REFEAT UNTIL GET=67
S0 CLS:G0TO 40
260 DEF FROCHI
970 FRINT TAEB(3,
NAME "

J)"ENTER YOUR

OUR

1"?. INFUT N#

1000 DEF F'F\U('IN_;H\UL

1010 COLOUR 130:CLS:6COL 0,0:VD
(R

1020 MOVE 400,900 : FRINT "INST
L (4W]

1030 MRVE 400,897 ¢ PRINF * o
o e Rl e o [ oL |

1040 MOVE i, 778:FRINT ¥ USE
10 MOVE  LEFTY

1050 MOVE 270,678: FRINT ¥ USE
B MONE R IGHT"

1060 MOVE 100,550: FRINT "USE SF
ACE TO DROF OUT OF YOUR SHIF"
1070 GCOL. O,0:MOVE 420

I "PRESS SPACE" :MOVE® 420,
NT "T0 CONTINUE®

OGO KEFEAT UNT L GET=32: ENDFRO

(
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LEICESTERSHIRE

SOUTH LONDON

D. A. COMPUTERS LTD.

Official BBC dealer and service centre. Every-
thing you require for the BBC computer inc
Canon Printers, Epson Printers, Selection of
Disc Drives, P. L. Digitiser, Colour and
Monochrone Monitors. Full range of games
software and books
104 LONDON ROAD, LEICESTER.
TEL: (0533) 549407

ACORN BBC COMMODORE

CONMPUTERS

Paul Electrical Ltd, 2560-252 Grand Drive,
Raynes Park SW20. 01-542 6546.

ALSO TRADING AS

Woods Radio, 257 Lavender Hill, SW11.
01-228 2682

Supply and Repairs to Education and Local Councils

LONDON

PCS

PEDRO COMPUTER SERVICES LTD,
45147 Clerkenwell Road,
London EC1 M5R5
Tel: 251-8635

We specialise in computer hardware

: NOTTINGHAMSHIRE

ESTUARY HOME
COMPUTER CENTRE

Estuary Software Products now have
BBC's in stock together with a wide range
of software and accessories
261 Victoria Ave., Southend-on-Sea.

o Credit Card Holders may phone
GBE their orders (0702) 43568 [EXN

SOUTH LONDON

SP ELECTRONICS

Specialists in BBC Computers, Disc
Drives, Printers and extensive range of
software.

Full after sales service.

48 Limby Road, Huckwall, Notts.
Tel: (0602) 640377

SUFFOLK :

CROYDON COMPUTER CENTRE

ACORN SERVICE CENTRE

Everything for Electron Atom and BBC
Micro; Software, Printers, Drives, Paper
& Spares, etc

29a Brigstock Rd,

Thornton Heath CR4 7JJ
01-689 1280

Suffolk Computer Centre
BBC Microcomputer Service & Information Centre

Microcomputers ® Disc Drives ® Monitors

Matrix & Daisywheel Printers ® Joysticks

Cassettes @ Light Pens ® Graphics Tablet
Books & Software

3 Garland St., Bury St Edmunds.
Telephone: 0284-705503
Telephone: 0284-60041
Open: Mon - Sat 9 - 5.30.

BV R e
A ATV Vst
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WA

. AYRSHIRE

WEST COAST
PERSONAL COMPUTERS

BBC, Acorn and Torch dealers. Range of
Disk Drives, Printers and Monitors on
display.

47 Kyle Street, Ayr.
(0292) 285082

HERTFORDSHIRE

STEVENAGE
Computers for home and business.
® Disc Drive/Upgrades ® Printers

Monitors ® Business Packages ® Games
® Service Contracts ®

Q-TEK SYSTEMS °
119 High St,

ACORN
COMPUTER

Old Town Stevenage.
Tel: 0432 60011

CO DURHAM

NORTH LONDON

DARLINGTON
COMPUTER SHOP

Official BBC Microdealer and service cen-
tre. Full range of monitors, disc drives
and printers, including Torch Z80 disc
pack. Available for demonstration.

75 Bondgate, Darlington, Co Durham.
Tel: 0325 487478

JOYSTICKS

FOR BBC MICRO at an amazingly low price.
ONLY £9.95 A PAIR including P&P

Easier to handle and faster than others costing
twice as much.

Cheques/P.0.s to

PERITRON

Dept. AP, 21 Woodhouse Road, London N12 9EN.

ORDER

3 FOR

COUPON |

3 ISSUES OF
ADVERTISING
FOR ONLY £30

OFFER

I PLEASE PLACE A
DEALER BOX IN YOUR
ACORN PROGRAMS

2

CHEQUE/PO ENCLOSED

EOR£30




With Grafpad you can now add a new dimension to your

e fO r aS l I any u Ses computer enjoyment, put most important, it I‘Ielps you
create your own application programmes by the simple use
aS YO U of the Grafpad!

< = The Grafpad comes complete with a cassette comprising
Can Imaglne' two programmes.
i THE FIRST PROGRAMME
displays the co-ordinates of your screen area. The
co-ordinates are based on the screen with a grid size of

1023 x 1279 pixel, also in the Grafpad giving you a grid
size of 320 x 256 pixels!

THE SECOND PROGRAMME
provides you with the utilities for circles,
squares, triangles, free-hand, erasing
line-drawing etc, and of course, full
“Fill-in” facility in 16 different colours by
the simple use of the pen!

Draw from a simple apple to a computer
circuit - store in cassette or disk,
perhaps transfer direct to a

printer - in black and white

or full glorious colour!

Purchase unique C.A.D. (Computer Aided

Designs) programme and add further enjoyment

and professionalism to your computer designs!

The Grafpad comes complete with Operational Manual,
Programmes, The Grafpad and Pen and it simply plugs
in your computer.

(Size: 25mm height x 55mm width x 260mm depth)
Weight: 1.2 kg (Gross)

ih

PROFIT

LO6S

BY TELEPHONE: BY POST:
If you are an American Express, Simply fill in the coupon, enclosing
Barclaycard, Diners Club or Access your cheque/PO. made payable to:
Card Holder simply telephone us giving BRITISH MICRO, or use the special
your Card No., Name, Address and section for Credit Card Holders, and
item(s) required and your orders will be post to the address below.
dispatched within 48 hours! Please allow 14 days for delivery.
Postto: BRITISH MICRO, UNIT Q2, PENFOLD WORKS -I

IMPERIAL WAY, WATFORD, HERTS. WD2 4YY I
Please send me Grafpad for:

[ BBCMODEL2 []SINCLAIR SPECTRUM [(]COMMODORE 64 '
(Please tick)

ai01
AND/OR GATED J-K FLIP~FLOP

Qty. Item Ex. VAT | Inc. VAT Total I
Grafpad Complete £125.00 | £143.75
C.A.D. Programme £18.00 | £20.70

Postage, Packing & Insurance | £5.00

1 TOTAL | £

(The above designs were drawn by a 12-year-old at our
showrooms!)

® DEALER INQUIRIES WELCOMED
® SPECIAL DISCOUNTS FOR EDUCATIONAL i
AUTHORITIES

BRITISH MICRO

AHEGOTRON GROUP COMPANY

Unit Q2, Penfold Works,
Imperial Way, Watford, HERTS WD2 4YY
@ TEL: (0923) 48222. TELEX: 946024

lenclose my cheque/PO.for£............ sk bk s

| prefer to pay with my American Express, Barclaycard, Diners, Access Card
(Please cross out whichever is not applicable)

SIGNATURE
NAME RS
ADDRESS

I
I
I
CARD NO. I
I
I

|
1

Address above must be the same as card holder. J




- Reliable 1
Original
Microcompiter
Software

Available from all good BBC Computer Dealers.
Available by Mail Order from Computer Concepts, 16 Wayside, Chipperfield, Herts WD4 95J.
Or by ‘phoning with your credit card number on (09277) 69727.

CARETAKER (5

INCLUDING

T L | LT o




