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The ultimate guide to
the Elec

This detailed guide to the
Electron’s operating system
is a must for every serious
Electron user.

In its information packed
pages you'll find:

* Full details of how to
implement the powerful
'FX/OSBYTE calls.

* Page ROMs revealed: The
way they work and how to
write your own.

* Programming the ULA
— all you need to know.

* Full coverage of
memory allocation
and usage — make
every byte count.

* Complete circuit
diagram: How to
use the Electron's
exciting expansion
capabilities to the
full,

and much,
much more. ..

Quite simply, the Electron
Advanced User Guide is the essential
guide to exploiting the full potential of the Electron.

Make sure of your copy.

{:I Plgase send me a copy of Acorn Electron Advanced User L, s L g S TP 2 1y T | =
Guide, £3.45 (including p&pl
Address | |
Payment; please indicate method [/} .
B Pt i lionich i o) Send to: Database Publications, FREEPOST, Europa House, |
N 68 Chestor Road, Hazel Grove, Stockport SK7 5NY.
[ A RN SRl e e e o o e S e A n
INo stamp neaded i posted in UK] Alease adivw 28 coys foe delivery .
[:| Barclayeard/Visa
Don'tfargat to guote You can also order by phone: |
L your credit card .
number and give 061-4800171 ]
[:I Cheque/PO made payable to Datebase Publications Lid, vour fulf adedress. 24 hours ]
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Cut

price
ofter
ends

A MAIL order operation
f top selling
k bottom
has apparently
stopped, just as leading
dlishers

were [nvastigating its
activities,
Money has
raturned to people who
ordered software packs
from a firm called A1
Software Services. of

been

Hornchurch, Essex
Famous titles like
Elite, Pole Paosition

Micro Olymp Hunch-
back, Football Manager
and Combat Lynx — all
ctron fa
were mantionad
promotion, w
offered as many as 50

Jurites —

head of
tachnical ces. John
Collins, was among the
first to react to the mail
shot after hearing about
t from readers of Data
base Publications.
Collins sent a postal
order for £19 to A1
Software Services for a
pack of 15 gameas.
An Acornsoft

col-

Turn to Page 6

Massive gueues for

the hig, big show

ALL previous atten-
dance records were
smashed during the
latest in the series
of Electron & BBC
Micro User shows.

their tum to g
One non-car
ff wha

‘I've seen b

major traffic problem

‘Based an our
pravious shows, we had
a significant

turnout”, said Derek
Meakin, head of Data-

remarked Publications,
In all, well in excess  smaller crowds at  show's organisers
of 20,000 visitors filed  \wembiey on Cup Final ‘But we were
their way through the 4o \Whar's going on?"  amazed by the size of
turnstiles in the New Extra door staff were  the crowds this time

Harticultural Hall

London, over the four 4iqn # spe

day event. entry fle
At peak times on

saturday and Sunday

queues more thanamile central

being rushed into posi

prevent the crowd back-
log from presenting
London with a

‘It nothing else, it
was a supreme vole of
lence in both the
on and the BBC
u by the people who
int — the users”. Nor

d up the

and so

Gassette prices cut

ACORNSOFT has cut the prices of
nearly all its cassette titles for the
Electron

The new prices, which makes
titles 24 per cent cheaper at £6.99,
have been introduced "to give
Electron software the same in-
creased value-for-money that the
Electron now represents at

£129", says Acornsoft.

The new price applies to all
games on cassette except Elite
and Countdown to Doom, and to
all education, business and home
interest cassette titles except the
Linkwood foreign language tutors.

Altogether a total of 56 titles
have had their prices cut.

were Electron users dis-
i they
e
support
hine was
amply demonstrated by
the emphasis placed on
Electron by the
exhibiting companies.
Typical of this was
Cumana, the disc drive
supplier, which dis-
played Electrans

for the

ing with Plus 1 and
company's

one of the
interfaces
"There
goodies around
machine which
Very v
while'', said John
Roberts from Wallasey
who had travelled from
Merseyside just to
attend the show
t sgood tos
noticeable shift away
fram games and with
mare serious appli
cations for the Electron
such as complete O
level English language
courses

made
Il warth-
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Brush up
French

EDUCATIONAL soft-
ware house Chalks
wants to help Electron
users brush up on their
French.

Eiffel Tower is a dual
program aimed at
schoolchildren. stu-
dents, tourists and
businessmen and con
1ains hundreds of words
grouped in families.

Users can ingert their
own word sets, and
there’s a fun element as
correct answers “build”

the Eiffel Tower
onscreen. Price is
£9.26.

Disc
toolkit

ADVANCED Computer
Products has brought
out what it claims is the
most versatile advanced
disc toolkit ever for the
Electron and other
Acorn legal compati-
bles.

The 18k eprom con-
tains more than 30
commands, works in
any screen mode and
enables the user to view
aver 2k of memory at a
glanca,

Price is £29.

Offer ends

From Page 5
league sent 25p post-
age and packing for a
“free”' game chosen
from a list of 20 well-
known titles.

Colling told Electron
User: "My money was
refunded along with a
slip of paper saying 'Al
Software Services has
ceased trading’

“My colleague has
not yet received a reply,

"I shall be pleased if
this mail arder operation
has stopped.

"We were most con
cerned that our titles
had been mentioned in it
and our legal depart-
ment was ready to act
should any infringement
of copyright have been

involved”

& ELECTRON USER July 1985

wins two micros

STEPHEN Perugi, aged
13. has won a unigue
Acorn micro for his
hoo Bedford
dern. and an Electron

hame computar for him
salf in the ampeti
tion by The
T ark for
Schools

Entrants were asked
to devise project for

TTNS that would make
full use of the network’s
communications and
database features

and

be of social v
Stephen

frware for scho
mentally handicap-
out that

cast of buying
alist packages
beyond most schod

ments the database
for programmers in
o ools to work
om
Once programs ware

wiollel

apad they

ded to a TTNS
are library and
downloaded frea of
by any school

m
s idea will
ented by
TTNS over the naxt few
months special

Is well
o take part
The unique Acorn
machinge won by Bed-
ford Modern £
32 bit micro based on
the NS 32016
processor, with a
hard disc and a
rasolution  colour

Eencour

hool Is a

vs personal
Acarn's “Hawe
Vith The Electron’
pack, consisting of an
Electron, Plus One
extension, software,
joysticks, books and
BCCESSOries

Ten runners-up will
get a copy of the 19856
Times Atlas of the W
far their schools and a
copy of the 1985 Times
2 Atlas for them

Sanis
selves.

Acorn ided to

cro with voice
to Linden
School for the

ted &

collective entry
TTMNE

integr

childre
wit in ordina
schools through the use
of speech synthesisers

link acle E

lily availal
database
uld swap
5 nformation
® Picture shows Lord
Young of Graffham with
prizewinners of The
Times Netwaork for
Schools Communic
Competition (left to
rightl: Gordon Jones
chief exacutive of TTNS
Stephen Perugi, Bed-
ford Modern School and
Martin Maidment
Linden Lodge School

and

Summer hoost for

ACORN will continue
to promote the Elec-
tron through an
extensive advertising
campaign to be held
during the tradition-
ally quiet summer
sales season.

The thinking be-
hind the campaign is
not to try to stimulate

the dormant home
user market but to
promote the machine
in the small business
and speciality mar-
kets.

Marketing chief
John Caswell told
Electron User: ""We
are not aiming at
onal markets




away from the

question - and - ansy
typa computar math
programs, Hi

Creative Ma
three-part series for the
El on

The first in
e

Garden

Grow

ta

essing trom the

5 one to ning

3 Ggram sui c
all ages, and uses

s, Hunt
the final pa
drar tha

lectron

like games players,
but hoping to break
Into new ones.

“We will be test
marketing in strategic
areas.

“"We have a lot of
axciting projects on
the go which will be
announced during the
next few months™.

Retailer raps sub-standard

educational software

MUCH of the educa
tional software available
for the ctron is of

poor quality, claims mail

it is this

educational ma
realising

areler
Byta, Is
feliow
o unite to
nish the bad

There is a lot of hig

qual oftware around
—such as from Penguin
Shards, Highlight. ASK
and Mirrarsoft - b
a guestion of sor
good fram the bad
said.

The tamer
be & cted to
this. He relies on ad
by the rat

the
he

not

st B keeps ar
on the market by
1piling a database of

am reviews from
urces, plus their
fealings «

enables the company to
recommend software
they feel will be of
nefit to the buy

The company alsc
runs the Br Train
Club, membership of
which entit -

tor

1ErS

mare adyi

an active interest rather
than sell arything
pushed thraoo
cha has
margins.
You've got to look
for high gquality material
d only sell that if you
1o restore the
zonfide in
unal software,
The educational
market will not grow to
ts tull potential
the trade in ger
supplies the right qua

at the

high

unless
|

£1,00

Paul, 17,

collects
the Elite

A SCHOOLBOY took
time off from study-
ing for his A levels to
become the world
champion Elite player
recently.

Paul Shonk, 17, the
son of a Croydon sales

cutive, snatched the
in th of fierce
campetition during the

Electron & BBC Micra
sar Show.
The

aungster, w
had practised e

space game for seven
hours a week bef

build up to hi
carried off a

prize,

Twelve finalists con
verged on the New
Horticultural Hall to dis-
play their skills during
the marathon two-day

play off.
Each had
won

since the company laun-
ched Elite in September
1984

The finalists were

Dave Brunner, a com-
pu studies teacher
from Romford, Essex

Joseph Buchdahl, a
14-year-cld schoolboy
from Horningsea. Cam
bridge, who much
prefers history

and

physics. maths and elec
tronic engineering aft
Surbitan School, Surrey

David Duckworth, a
19-year-old who sells
cleaners on a market

stall in his home town ot
ashire

ew Huddleston
-old student at

Kings Manor, Shore-
ham, who can be found
playing the theatre

- or Elite — when
ing for his O

organ
not s
levels

Mike Keeting, a bio-
logy teacher from Leeds
fomes-
s for playing
en hours a day

W0 OWres
accounts softwara pack
ages in his spare time
Andrew Myers, a
16-year-old rugby
enthusiast who is about
to take O levels at

Whitchurch

Darren Rowley, aged
19 and an employee of a
ood company in Rughy.

Kemal Sangrar, 15 a
student at Our Lady's
High School. Cumber-
nauld, Glasgow

Andrew Vickery. a

17-year-old British
Telecom apprentice
engineer and self con

sed Elite-aholic who
to four hours a

plays uj
night
The compaetitian
as really hot and I'm
very pleased to have
jed the
said Paul Shonk.
He's dy decided
atto dowith the prize
money. He is going to
by BBC B+ and a
bigger disc drive.

inner’




SLOGGER

ROMBOX

WOULD YOU LIKE TO RUN BBC ROM SOFTWARE?

THEN FITTHE SLOGGER ROMBOX AND YOU WILL
INSTANTLY HAVE THE POWER OF THE BBC

* All good BEC ROM software will run without modification
* Fully compatible with Plus 1 and Plus 3

* Supports 8K and 16K RAM
* Allows further expansion at rear

ONLY £44.95

STARWORD

A Word Processor for ONLY £34.50
* Does everything VIEW does plus MUCH MORE!
Designed for the home user, education or small
business needs, STARWORD enables even those
with limited typing skills to produce and print letters,
manuals or reports using the Electron.
* All standard Word Processing facilities,
* Maximum 132 columns of text.
* Sophisticated print facilities . . . defaults to
EPSON compatible printers.
Personalised letters.
Easy to use.
Fully cross-referenced comprehensive user manual,

* %4

STARMON

The STARMON ROM is an invaluable tool for those

whe wish to debug, manipulate, control or study

machine code programs.

* Display of memary in: Ascii and binary, decimal,
octal or hexadecimal,

* Full support of sideways ROMs.

* Comprehensive debugging facilities, including
breakpoints, traces and events.

STARWORD Printer Driver Generator

The printer driver generator program allows you to

create your aown printer drivers such that you can

personalise your printer characteristics and the

control code sequences to enable or disable printable

features such as: emphasised, double height, bold

print etc,

* Easy to use ... no special knowledge required.

* Supplied with an assortment of drivers for
common printers.

* Complete with comprehensive user manual.

Supplied on cassette, PRICE £7.95

* g very professional piece of firmware” ... Acorn
User.
ONLY £22.50
ELKMAN

The most powerful ROM Manager on the BBC s
now available for the Electron,

* Disable troublesome ROMs, even on a
contral-Break!

Full support of sideways RAM,

Supports functicn key editing etc.

Display ROM titles, sizes etc.

Peek, Poke and Disassemble ROM and RAM.
Reference ROM by title or page number

ONLY £17.50

* k%

All prices include VAT P&P UK and Mainland only

Chaques payable fo.
SLOGGER SOFTWARE

O AccessNo. ..

O VIS e

Name ... .

Acddress ... iR

Signed e TOL M2

Send Orders 1o SLOGGER SOFTWARE,
215 BEACON ROAD, CHATHAM, KENT.

AOMBOX Istandard|

AOMBOX Iwith printar interface|

STARWORD

PRINTER DAIVER GENERATOR
STARMON

ELRWAN

BK STATIC RAM CHIFS

16K SIDEWAYS RAM BOARD

DEALER ENQUIRIES WELCOME. TEL: 0634 811634/41622




Not that you’'d ever

want to use one, but. ..

LAST month we had a look
at the way that GOTO
works and sampled some
of the many problems it can
cause, Again let me repeat
that while | may have told
you about it | don't recom-
mend its use, except
among consenting adults
who really know what
they're doing.

Used badly, GOTOs can, at
worst, destroy a program. At
best they can make it incom-
prehensible. In fact they
should carry a health warning.

Having said all that, this
time we’ll be having 8 closer
look at the way we can use
GOTOs to create loops.

No. I'm not being incon-
sistent, By the time we've
tinished we’ll have come
across a way of avoiding
GOTOs, We're exploring them
to learn how to do without
them

Take a look at Program
last month's Program XIV
Does it remind you of any-
thing?

D REM PROGRAM 1

26 REM OLD PROGRAM

I8 LET variablest

48 FRINT variable
| 58 LET variable=variable
+1

5B IF variablels10 THEM
| 6BOT0 4

Program {

There's no mystery about
how it works. The variable
variable iz initially given the
value 1inline 30. The next line
| displays the value of variable
and, this deone, line 50 in-
creases its value by one,

The program then comes on
to the IF ... THEN of line 60.
This tests variable 1o see if itis
less than or equal 1o 10, If this
s the case the GOTO (boo,
hisst after the THEN sends the
program back to line 40 and
the whole process repeats.

Eventually variable has the
value 11, the condition of line

How not to let
those GOTOs
drive you loopy!

Part 18 of
PETE BIBBY's

introduction
to the art of
programming

B0 fails and the program ends.
You can test this by adding:

T8 PRINT variable
and running the program
again

In other words, the program
lines form a loop which cycles
while variable goes from 1 to
10 and then stops dead. |f line
B0 had been:

5@ 50TO 4
the loop would have carried on
forever (or until we hit Escape.
Break or the Electron). It
would have been an infinite
loop.

As it is, the IF THEN of
line 60 provides a way out of
the loop, IF variable is greater
than 10, then the condition is
false and the part of tha line
after the THEN is ignored. In
effect, the GOTO only works
within the conditions of the |F

THEN.

While variable is less than
or equal to 10 the program is
stuck in the loop. If and when it
bacomes greater than 10. the
loap stops.

Put maore formally, the exit

condition for the loop is that
variable is grester than 10,
When this is the case, the
program exits out of the loop
and, in this case, ends

Try changing the last line of
the program to lines such as:

&0 IF variable(1d THEN BOTD
@
4@ IF variabie=1@ THEN 60TO
42
5@ IF yarisbled!@ THEN GOTO
4

and see if you can understand
what's happening. Notice that
the loop is always performed
at least onee.

Finally, try:

8@ IF variables=18 THEN
6073 3

This quite a common

mistake h can be surpris

ingly hard to spot. As |'ve said
befc beware GOTOs,
they re easy 1o use but hard 1o
use wi

sou figured out what

Pragram | resembles? Pro-
gram I, which does the same
job, gives the answer,

19 REM PROGRAM 11

28 FOR variables] T0 12

12 PRINT variable

40 NEXT variable
Program If

As you can see, it's our old
friend the FOR ... NEXT loop.
If you cast your mind back,
you'll remember that all the
lines between the FOR and the
NEXT are repeated. The
number of times that this
happens depends on the
values given to the loop
contral variable.

In this case variable is to
range in value from 1 to 10,

Why, you may ask, if we can
do its job with a simple GOTO,
should the Electron's Basic
have a FOR ... NEXT loop? It
seems & bit redundant,

The answer is that the FOR

.. NEXT loop is @ much better
structure. Compare the two
rJngl'ﬂlﬂS.

Program Il is much easier to
understand. The FOR . .. NEXT
loop sets out its limits clearly.
It's obvious that the loop will
cycle ten times and that
everything inside the loop will
be repeated ten times,

The workings of Program |
are much meore complicated
and obscure, And where
there's complication and
obscurity, bugs lurk, waiting to
destroy your programs|

Get the line number after

_—

July 1885 ELECTRON USER 9




From Page 9

the GOTO or the operators in
the condition wrong and
there's the devil to pay. And,
because the structure is fairly
complicated, it can be murder
to figure out what's going
wrong.

The moral is, don't use
GOTOs to form loops if a FOR
... NEXT loop will do the job.
This will benefit both your
programs and your sanity!

Program 11| is a variant of
Program | in which variable is
increased by two each time
round the loop.

1@ REM FROGRAM I11

20 LET variables!

10 PRINT variable

40 LET varisble=variable
37

4

5B IF variablel=1@ THEN

The trouble is that the way
that the program is construc
ted means that this exit
condition won't happen. vari-
able goes from 1to 3then 5, 7
and 9, followed by 11, 13 and
s0 on. It never actually equals
10, so the loop carries on.

This is a problem to watch
out for, While in this example if
was fairly obvious, when you
have a condition made up of
lots of little conditions joined
with ANDs and ORs and
suchlike it can happen very
easily.

Program |V shows us
GOTO In action again, only
now there are two of them.

5070 38

Program (I}

You should be able 1o see
why it prints out 1, 3,5, 7.9
and then stops. Can you
rewrite the program using a
FOR ... NEXT loop with a
STEP of two?

Motice that the GOTO of
ling 650 only comes into effect
while variable is less than ar
equal to 10. In other words the
loop carries on until variable is
greater than 10, The exit
condition of the loap is that
variable must be greater than
10.

If you must insist on using
GOTO to create your loops,
make sure that your exit
condition will actually exist. If
you don't ses what | mean, try
changing line 50 of Program
Il ta:

S0 IF variable (1B THEN
G070 I8

You'll find that you've got an
endless loop on your hands,
What's happened s that
you've told the program that
when it reaches line 50 itis to
go back to line 30 provided
that variable isn't equal to 10,
The only time it won't loop
iswhan variableis equal to 10,

18 REM PROGRAN IV

20 LET variablesi

30 PRINT variable

42 LET variablesvariable
#2

58 IF variableil® THEN P
RENT "Less than or equal te

20":65T0 30

50 IF variabler2d THEN F

RINT *Breater than 20736070

i

Program IV

Line 50 tests variable and if
it is less than 20 it tells you so
before sending the program
back to line 30. Line BO tells
you if it is greater than 20 and
then sends control back to 30.

Motice the way we have to
use a GOTO after each IF. Not
very afficiant,

Also notice that while
we'va got 3 couple of IFs, we
haven't got an exit condition -
the loop keeps on going.

Program V solves the exit

condition problem by means of
a cunning AND.

|8 REM PROGRAM V

20 LET variable=1

38 PRINT warizble

40 LET variablesvariable
#

38 IF variable(=20 THEN
PRINT “Less than or egual t
o 28*:5070 38 :

60 IF variable2Q AND va
riable(18@ THEN PRINT “Grea
ter than 20°:6070 38

78 PRINT “The End"

Program V

Now line 60 has a joint
condition and the GOTO only
waorks while varigble is
between 21 and 99, As soon
as it goes over this, the loop
ends and the program goas on
to line 70.

So now we've got our exit
condition — but it's not really a
very neat solution, is it? Try
rewriting the whale thing
usinga FOR ... NEXT leop. I'm
sure you'll agree that it's a lot
easier to understand.

Observant readers may
have noticed that the condi-
tign in line 50 changed from:

IF variablel2d
in Program 1Y to:
IF variahled=22

in Program V.

While it makes no dif-
ference in this case (vanable
never gets to 20} it's much
better 10 have every number
catered for as in the second
case. If you don't follow that,

try making line 40 of Program
IV read:

48 LET variablesvarishle+!

and see what happens when
you run the program.

In the examples we're using
it's fairly simple to see that
variabile will never be 20, so
this problem won't arise,

Howewver in more com-
plicated programs you may
not have any idea of what
values may emerge.

So make sure you don't
leave any "holes” between
two sets of conditions,
because if you do it's odds'on
that the program will find them
and bring things to an untimely
hait.

Now have a look at
Program V1. You should have
na difficulty in seeing that the
main part of it is a loop that
cycles ten times.

|B REM PROGRAM VI
28 variable=0:looono=0
I8 locpno=lonpno#liFRINT
*Loop nuaber "jlocpaa
4B variable=variable +!
58 IF vartable (1@ FRINT
"Mz variable i "ivarisble
+ the loop continues.":E0T
03
4D PRINT “fs varishle is
now "tvariable”, so it end
8"
78 FRINT *There have bee
& *tloocong® cycles round th
2 Joop.*
Program Vi

While our old friend variable
is less than 10, the GOTO of
line 50 keeps on sending the

HEALTH WARNING:

GOTOs can seriously <
damage your sanity!
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program round the loop.
However, eventually line 40 is
going 10 make varfable equal
to 10 and the condition fails,
Mow the GOTO is ignored and
the program carries on to lines
60 and 70 and ends.

Make sure that you under-
stand what's happening in the
program. It should be clear 1o
you that lines 30 and 40 are
repeated over and over while
varfabile is less than 10,

Put another way. the loop
repeats lines 30 and 40 until
variable is egual to 10, Then
the loop stops and the
program carries on with the
next lines,

You can look at Program |in
the samea way, There, lines 40
and 50 were repeated until
variakle was equal 1o 11.

Similarly, in Program V the
loop cyeled until the exit
condition of variable being
100 was reached,

In all these cases you can
look on the loop as being
repeated over and over again
until a certain condition is
reached. The loop is repeated
until the exit condition is true.

This is quite a useful
concept. After all, when we
usa a FOR NEXT loop we
have to know the number of
times it's going to loop, We
have structures like:

18 FOR loog=! TO LEA
5@ KEIT loon

which are fairly rigid. It's much
mare flexible to have a loop
repeating over and over until
it's done the task we want

The structure would be
somaething like:

REPERT
SOME TASK
UNTIL 17°3 DONE

This is vastly different from
the FOR ... NEXT locp. Hare
the loop will carry on forever
uniess its exit conditions are
met, And it's such a useful loop
structure that the advanced
Basic in tha Electron has it as
standard.

You don't have 1o mess
about with GOTOs. You can do

¢We're exploring them
... 10 learn how to
do without them?

10 REM PROGRAM YTE

20 variable=d:loopno=@

I8 REFEAT

40 IF variable 70 THE
SRINT "As variable is “pvar
iable", the loop continues.

98 ioocpno=loppnotl:PRINT
*Laop nuaber *;laopng

L0 cariablesvariable +1

T8 UNTIL varisbler=iQ

5B PRINT "As wariable is
now *jvariable®, so it end
o

3 PRINT 'There haie bee
Tagpnz® cycles round th
g icep.”

Program Vif

it all with a simpla REPEAT ., ,
UNTIL loop. Program VI, a
variant of the previous pro
gram. shows it in action.

Here the REFEAT . . . UNTIL
loop is formed by lines 30 and
70. Now everything between
those lines will be repeated
aver and over until variable is
greater than or equal 1o 10,
This means in effect, that the
loop repeats ten times, then
finishes.

One point to bear in mind is
that a REPEAT ... UNTIL loop
is always performed at least
once. This is because the
condition is tested by the
UNTIL at the end of the loop.

The program performs all
the code up to the UNTIL and
then tests the exit conditian. If
this is met, the loop ends. Ifit's
not, it carries an, sending the
program back to the REPEAT,

But, whatever the result of
the test, the code praceding

the UNTIL will have been
processed. Hence a REPEAT
UNTIL loop always cycles
once.
Try changing line 70 of
Program VIl to:

T8 UNTIL variablel-2

Obviously varfable is grea-
ter than —2 when the loop
starts so the exit condition of
line 70 is mat.

However, the program
doesn't know this until the
UNTIL of line 70 and ploughs
on through the preceding
lines.

The flexibility of REPEAT
UNTIL loops comes as a
breath of fresh air after the
confines of FOR . MNEXT
loops and the horrors of
GOTOs. Have a look at the
way one is used to read datain
Program VIl

[ 1o e proshan vin
20 total=e
3@ REFEAT
49 READ nusber
38 total=tatal+nuaber
40 UNTIL nusber=0
D PRINT totsl
98 DATA 12,45.47,897,0

Pragram Vilf

All the program does is to
tatal up the numbers in the
DATA statement and display
the result

However, notice the exit
condition of the loop. It
rapeats until the variable
number is equal to 0. Now
adding 0 to the running total
leaves it the same, so why
bothar?

The answer is that the O exit

condition is a flag that tells the
program when | want the loop
to end,

Try changing line B0 to:

B3 DATA 1.1,3.4.5.0
or
8@ DATA 20°,765,3,0

and you'll see the flexibility of
the structure. The numbers are
read and added to the running
total until the program finds a
Q.

Compare this with using 8
FOR ... NEXT loop for the
same job as in Program 1X:

1@ REW PROGRAM 1Y

28 total=0

38 FOR loop= | T0 4
40 READ nuaber

52 total=total +nuaber
&8 NEXT loop

78 PRINT total

B0 DATA 12,45,67,897

Program IX

This is a much mare rigid
pragram. If you want to
change the data line you have
to add up the number of items
in it and change the FOR ..
MNEXT loop accordingly,

| think you should see that
the REPEAT ... UNTIL is &
much better program struc-
ture.

And that's it for this manth,
| leave it to you 1o try your
hand at your own REPEAT ...
UNTIL loops.

Last month we used a
GOTO 1o form a mugtrap. Can
you rewrite the program using
8 REPEAT . UNTIL loop
instead?

Repeat the process until
you're sure you understand it.
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ELECTRON, BBC Model B QUAL So FT . £9.95
lany OS5, BASIC I/1l) - {inc. VAT and p.p.)
With three soccer management games now for the ELECTRON, our ‘phone lines are hot with
calls making sure that our game does not have the deficiencies of the others. We state
categorically:
The ELECTRON game does have 3D graphics. ALL features are the same as the BEC
gama!’
ysticks are NOT jed to enjoy our game to the full.
Neither of the two “competitors” can make those two statements!|!
Despite the new games, Wayne Thorpe of Bolton says: "/t /s the besr game ['ve seen for the
Electran . . . the game /s so good | cannot leave the computer .

“SOCCER SUPREMD”

NOT SO MUCH A GAME, MORE AWAY OF LIFE!

You have just basn appointad Managar of a nawly pramoted 1st Division Club, nd it is up to you to transform this very
ordinary side into one that can reallstically challanga for the 15t Division Championship within the next B seasons. You must
asse6s your sida’s capabifities and then, through your youth policy and the transfer market, reinforce the strangths and eliminite
the weaknesses. U's all 80 easy Df s it?

#423.D", 22 MAN, FULLPITCH, FULL MATCH GRAPHICS SIMULATION
® 42 match season, 21 home games, 21 away games, @ Oppnsir_iqn:_2‘| of tha current 22 DIV 1 sides
® Transfer market (Rush, Robson, Hoddle etc), ® Match injuries: Your physio reports
® 4-4-2, 4-3-3 and 4-2-4 team formation, ® Team selection by names. |enter initials)
® |In match tactical adjustments. ® Home/sway bias, opposition tactical play
® Opposition skills related to League record, @ Tactical substitutions

| Piease supply a copy
The game will be posted on the l g‘utA L‘:JSOFT I of SOCCER SUPREMO. Name: "
same day s the receipt of [ B I 1 enclose a cheque, LT . R AP P
order. ACCESS telephone | 18, Hazlemere Rd., postal order, ACCESS
authorisations should take no | Stevenage, 1 card authorisation for
more than two days to arrive. | Herts. SG2BRX £9.95
| Tel: (0438) 721936 | o iuncucvonoaser  CARDNOD: wovvivinsssmnnssssssninsensos

FOR CONNOISSEURS

OF ACTION, LEISURE OR LEARNING

BBC Electron
AMSWIER BACK Sports ANSWES BACK Sanior
Game £7.95
(ages 14 and over) s S 1: and over)
Challenge me KOSMOS Ouhvit e KOSMOS tobot

team o foattall ar ond oswov the akan

don? lose eaiily SUDSHT OrOGram..
RELEASE (P Computing
hever your Today, Ocrober 1
ris program probalbly £7.98
knows @ ig! mare han o ail ages)
you dol the Europaan
ANSWER BACK Junior Figsaw puznke by land or
sea
(s bt - NEW RELEASE Discower
i dragen and Ewope withou! feavng
szve e princss of wour homel

- & supert program
with vasf patential. (4
& B Comj
MNovember 1

T IBENTIFY EUROPE program prosides a fascingling way of discovenng and leaming the geography of €umue The program will provice hours of omusemaent far
ol the family and everyons s sure to benafit from i
The ANSWER BACK seres needs itle Infraduction, Eaen progiam combines o massive wealth of information with @ fascinating and compaliing game. The Senior
and Junior quizzes ecch contgin 750 questions and 3000 optional answeds on Genenal Knowledge. The Spons W%un m |s even larger contalning a mmn—baﬂm
BOO questions on Sport and two high-speed maching code games - Fooltall and Tennis. But thal's not ofl. For guiz fans, full facikties are provided for crealing
“saving new quizees of moditying fhose supplied - and you don't need to be a programmert

1 Pilgrims Clote, Huuln o, DUNSIARLE, Bads LUS &L D, conact Lighiniryg, Ticmicws Frolsias o oy

255) 3942

Plaase supply the following programs for the BBC /Bleciron computer Mt/ Mrs Miss
ANSWER BACK Sport @ §9.95 L ANSWER BACK Junior © £9.95 |_ Adcrest ..
IDENTIFY EURDPE & £7.95 [ ANSWER BACK Senior & £9.95 e
Ordlers are normally despatched wilhin 48 hours KOSMOS SOFTWARE LTD. 1 Pilgrims Close, Harfinglon. DUNSIABLE, Beds. LUS 8LX Tel. (05255) 3942

- Postcade ..
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Out of the many thousands of
programs submitted to Electron
User. .. out of the dozens that have
been considered good enough to
appear in these pages. . . we have
selected 20 of the most outstanding
to delight, intrigue - and frustrate! -
Electron users evervwhere.

A collection
of the mos;
opular game
i‘:om the pages
of Electron User

yolume 1

Volume 1 contains:

dani Butty

Machine code simulation of high drama on a buliding site
Galf

Blay a rourd bu vowrsell or ploy agoinst your pals
Hounted House
Fight agninst all the adds b get out allve.

eic. Help the spocemen avoid

ing monsters

faronigh an inoisibie moze; racing egains: lme.
Rally Driver

All the thrils of high-speed driving. with none of the risks.
Alphaswap

Your letters are in a twist. Can you put them in order?
Knockout

Fast and furious action as vou batter down a brick wall
Money Maze

Aword ghtsts and collect coirs in an all action arcode clissic
Lunar Lander

The tradifional computer gare specially written Jor the Electron

Please use the
order form
an Page 67

Volume 2 contains:

Atom Smash

Machine code thrills as you help 1o save the world from destruction.
Bunny Blitz

G eag collecing. but keep away from the proliferating rabbits
Caostles of Sand

Build costies ~ but beware the rising tide and hungry sandiearms
Heaction Timer

Test pour reactions. with this raffic lights simulation.
Solitaire

The Electron version of the age-old geme of logic and patience.
dumper

chump far vour life in this excifing arcade action game.
Break free

Test pour wits and reflexes in this populor classic ball game.
Code Breaker

Crack the code in a colourful If frusirating brainteaser.
Parachute

Save the plunging sky divers from a watery end.
Star Fighter

Atk the handit ships in this fost-moving 30 punch-up,




There has been an enthusiastic
welcome from users of the BBC Mico
and Electron to “Getting Started on
BBC Basic”. And with good reason.
For its author, Mike Bibby, is
acknowledged to be one of Britain’s
leading experts on BBC Basic, and in
it he achieves new standards in
simplifying the teaching of Basic
programming.

The book, which is based on his
highly-praised series for beginners in
The Micro User, takes the reader step
by step through the fundamentals of
writing programs.

Its hands-on approach has been
specifically designed to teach the

Database Public
ter Road, Haz

absolute novice not only the formal
rules of Basic but also that elusive
quality - good programming style.

By working through its many
examples, the reader will gain a clear
insight into structured programming,
and will quickly acquire the ability to
use structured techniques in creating
his own programs.

The chapters include:

Basic ideas - printing strings and
numeric expressions
RUNning your first programs
Strings and simple editing
Getting data from your keyboard
with INPUT
REPEAT ... UNTIL, the building
blocks of loops
Controlling loops with FOR ...
NEXT statements
Modes and colour
Introducing procedures - a taste
of structured programming
How to use subscripted variables
Nested loops
Into the second dimension with
arrays
String manipulation

- Simple data structures

ORDER TODAY!







It's a
race
against

I§ life getting boring? Do
you feel the need to spice it
up with a little danger?
Well why not try Carl
Dunkerley’'s game Time-
Bomb?

The object is simple. You
have to collect all the TNT
mines, and so gain points,
before the timear reaches zero
and they explode, taking you
with them.

As you move around the
screen you'll destroy all the

the clock in

TIME-BO}

CARL DUNKERLEY's explosive game

blocks that you come into
contact with. Don't worry if
you leave one edge of the
soreen, you'll re-appear at the
opposite side.

The block you are currently
on is capable of sliding
horizentally into an empty
space, but it doesn’'t move
vertically. If you do try 1o move
it this way your Electron will
ignore you.

You can obiain more points
by eating the fruit scattered

around the screen,
lose & life if you runint

A bonus man IS awarded avery

10.000 points,
You'll need a lot of
skill to beat the high

All REMs can

be safely
amitted from the listing.

In case youre wondering,
*FX200.1 disables the Esc key
while *FX202 forces Caps
Lock.

but  wil
o a skull

luck and
score.

PROCEDURES
PROCassemble Store machine code for double
height characters.
PROCcharacters Define characters and envelopes,
PROCi i Print instructi
PROCinitialise Roset variables for a new game.
PROCgrid Draw screen,
PROCplay Play game.
PROCget Select mans direction.
PROCpause Fauses until SPACE is pressed.
PROCnext Add a BONUS to score and
increment frame counter.
PROCdead Lose a life.
PROClocate Find an ampty square.
FUNCTIONS
FNs(V%,N%) Formats V%, by adding leading O
until it has N% digits.

VARIABLES

X%, Y%, N%, M%, P%,
Z%,T%,D,A8,D$

G%

8%

L%

F%

a%

H%

D%

c%

0%
MANS
SPAS

5%(14,20)
Q%250

General

Deiay loop counter,
Scora:

Lives.

Frame numbear,

Bonus man marker
High score.

Man's current direction.
Contents of square man Is moving
inte.

Number of TNT mines to be esaten.
String of CHRE forming the man.
String of CHR% forming a blank
square

ARRAYS

Screen contents,
Machine code storags.
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Time Bomb listing

From Page 17

18 REM TIME-BOMB
20 REN BY CARL DUNKERLY
9 REN (C] ELECTROM USER
1983
48 ON ERROR BOTD2512
58 #fx202
6B #xll
T8 #fx280 |
80 Hi=38708
98 DINSX(14,201 81250
100 MODE&
118 PROCassenble
128 PROCcharacters
130 MODE!
148 VDUZ3, 1,0;0:0;8;
1308 REMIMY wain loop #H
168 REPEAT
178 PROCinstructions
168 PROCinitialise
198 REFEAT
200 NWFE27=233
21@ PROCqrid
220 ta,
238 PROCpLay
240 UNTILLY=@ ORTX)=t00@
250 REMERE game over #H
260 COLOURZ
278 IFTX)=4BRACOLOUR12T:S
OUND1,2, 18,81 1%=1T1Yi=4s $da
ta="TINE-UP": CALLdnor
288 COLOURIZA
290 IFBYOHY HY=GL: XY=15:Y
1=10: $data="NEW HI-SCORE*:C
ALLdnor:FORNY=1T0S088: NEXT
380 KN=12:Y1=20:$data="An
other Bame(Y/N)?*:CALLdinv
318 REPEAT AS$=GET$:UNTILA
§="Y"0RAS="N"
320 UNTILA$="N"
338 MODES
140 END
350 REMME® run frase #H
368 DEFPROCplay
70 Th=RiN=1Ba Vhel
388 PROCget
I8 K$=INKEYS$B: IFK${)""AN
DINSTR{"AZ,." X$1 BDY=ASCK
$

480 IFK§=" "PROCpause
418 NI=Xi+(Di=44)-(Dt=45
tHE=YL (DX=45) - (DX=58) 1 IFNY

(INt=14ELSEIFNY }14N1=1

420 IFNYD2ZBNY=11MY%=NL+ (KL
DLIELSETFNYC INX=Z01 N2 =NT- (N
H L]

430 Ci=GX (ML, NL] :FORPY=1T
06Xt NEXT: IFCY=20RCY=4S50UNDI

12y TECE, 31 EX=G1+254CY

440 IFCY=J0RTINE »=4RRQPRO
Cdead: TINE=Th: IFLY=B0RTY =4
RBRENDFROC

450 IFNOTICX<)B0RDY=440RD
A=4)50UND1, 1,25, L1 DE=ASCN
1D$(*,." RND{2),11):60TO390

460 COLOURR:COLOUR129: IFS
1)=AN0%=0%+10800: LY=L~ ILX¢
41150UND1,2,108, 10: PRINTTAR
{38, 1)5LX

470 PRINTTABI(7,1);FNs(SX,
6);TRE(28,30) s FNs(INT( (5000
~TINE}/18@) ,2) :COLOUR128: PR
INTTABUXR#2-2, YX#2) SPAS: 821
YR XX =0 Kh=NLs YR=MR SR0YY,
A%1=5: COLOURT: PRINTTAB (X¥#2
=2, Y1R2IMANS: IFCR=200=08-11
IFO%=@PROCnext:ENDPROC

450 B0TO3IT8

430 ENDPROC

300 RENEEN pause #H

518 DEFPROCpause

520 Th=TINE

538 REPEATUNTILBET$=" *

S4B TIME=TX

550 ENDPROC

550 REM#®H get inital dir
ection M

570 DEFPROCqet

575 VDU 23,1,8;0;8;8;

SB0 #fx21

598 REPEAT:D#=BET$:UNTILI
NSTR(*AZ,." ,D§1C0

620 DX=ASC(D$]tTINE=TY

618 ENDPROC

620 REM#M bonus,next fra
e #

430 DEFPROCnExt

b40 TH=160088-TINE) /180

450 COLOURZ

b8 Kh=13: Yi=18: $data="NE
AT PATTERN":CALLdnor

478 FORN=TX TO1 STEP-1

580 IFTIC()R Si=5L+18+250¢
FR/TX

679 SOUNDE1@,-1,N MODS,!

78@ COLOURE:COLOURI29:PRI
NTTAB (28,38 ;FNs (N, 20 TRBI(T,
11;FNs (8,41

718 IFEX =QL0t=01+10000:L
A=L%-iL%<k) 1 50UNDI, 2, 108, 10
tPRINTTAB(38, 1}LY

728 FORD=1T098:NEXT,

738 PRINTTAB(28,30) ;88"

740 COLOURL26

758 FORNY=1T0580@: NEXT

ThR Fi=Fi+l

778 ENDPROC

768 REM#EE lose a life §1
L ]

799 DEFPROCdead

B0@ TI=TINE

810 SOUMDL,1,L0@,10

828 Li=Li-1

B38 COLOURIZ9:COLOURA: PRI
NTTRBI38, 11512

B4D IFTR)=4000 PRINTTARIZ
8,301 00"

830 COLOURIZ8:PRINTTAB (XY
#2-2,YX42) SPAS

860 SX (YL, XX)=B:NK=10: KL=
8

878 COLOURI:PRINTTAB(NY#2
-7, Mie2) ; NANS

88D ##x21

B9 FORM=1TO4S@:NEXT

708 SOUNDE, 1,11

710 IFLYC)D ANDTXCGR0@ PR
OCget

528 #x2l

738 Nt=18:M2=8

F4@ ENDPROC

¥30 REMEM® define chré 4
'

9&8 DEFPROCcharacters

978 ENVELOPEL,3, 124,254,
-5,2,4,100,0,0,0,0,0,8

78@ ENVELOPEZ,Z,10,-18,18
l'|1!1'1|‘|'|i|l|l|l

998 REM empty blocki=l
1980 VDUZ3,224,8,63,95,95,
¥5,95,95,93

1810 VDUZ3,225,8,254,254,2
54,254,254, 254, 254

1920 VDU23,226,95,95,95,95
(75, 96,127,0

1830 VDU23,227,254,254, 254
1234,254,2,252,0

1842 REM TnT blocki=2

1038 vDU23,228,0,8,0,8, 14,
14,4

1868 VDU23,229,8,0,0,0,28,
8,8,8

1070 vDU23,238,0,0,0,8,8,8
vl

1888 vDUZ3,231,0,8,8,8,8,0
132,188

1899 vOU23,232,1,1,0,0,0,0
18,8

1189 V0U23,233,9¢,32,0,0,0
,8,0,0

1118 REN APPLE & CHERRY=B0
NUS FRUTT=4

1128 VDU23,235,14,8,12, 14,
g,0.e.0

1138 VDU23,234,8,0,0,2,39,
114,32,8

1149 VDU23,237,98,52,0,0,0
8.0,

1159 v0U23,238,0,9,24,52,1
14,124,608, 24

1148 REN SKULL & CROSSBONE
§=1

1179 VDUZ3,240,0,08,0,0,8,0

Iuib

1180 VOU23,241,3,8,3,6,8,0
.00

1198 VDU23,242,24,224,24,1
2,0,0,2,0

1208 V0UZ3,243,0,0,224,240
180,240,224, 160

1218 VDU23,244,2,0,0,1,1,1
8,8

1228 VDU23,245,0,0,2,0,0,0
812

1230 REM MAN=5

1248 VDU23,24¢,8,67,95,54,
94,95,88,%8

1258 VDU23,247,0,254, 70,17
4,14,30,2,18

1248 VDUZ3,248,%8,98,94,92
199,96,127,0

1270 VDUZ3,249,10,10,78,70
1294,2,252,0

1280 MAN$=CHRSZ44+CHREZ4T+
CHR$B+CHR$G+CHRS LB+CHRS 248+
CHR§247

1298 SPA$=" "+CHR$S+CHRSE
+CHRSL@+" *

1380 ENDPROC

1318 REM#¥E draw screen #0
t

1328 DEFPROCqrid

1330 BY=GX+15# (6RO

1348 FORN=1TO3:VDULS, N, By
HL 3

1358 COLOUR1ZL

1348 CLS

1370 VDUS

1380 scoLe,@

1390 MOVES3E,995:PRINT HI:
"+FNs (HY, 8)

1489 VDU4

1410 COLOURI29:COLOUR2
1422 PRINTTAB(1,38); "Frane
1" TAB(13, 3013 "TIME remaini
nge*;TAB(L, 1) "Score: " TABI
30,103 *CREDITS: "y : COLOURR: P
RINTSLX; TAB(T,11;FNs (83,815
TAB(T,30);FNs(FY,2);TAB(2E,
32160 TABIR, 24

1432 COLOUR]28:COLOURS
1440 FORYX=1TOL4

1458 FORXY=1TO28

1458 SX(YX, X3i=1

1478 VDUZ24,225
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1428 NEXT

1498 FORXX=1TO2R

1508 VDU226,227

1318 NEXT,

1528 REN MAN

1538 518,100 =5

1548 COLOURI:PRINTTAB(18,!
&) MANS

1538 VDUS

1568 REM TnT

1570 TA=5+5aF 1 IFTEI25 M=
b5 ]

1580 O%=T2

1598 FORYR=1T0TZ

1482 PROClocate

1610 SRI1%,XR)=2

1620 GCOLR, L

1630 VDU228,229,8,8,270,23
1,8,8,10,232,233

1648 MOVERT#64-58, 1821 -644
Il

1650 VDU228,229,8,B,230,23
1,8,8,18,232,13]

1640 BCOLE,

1678 MOVEXX#44-60,1021-b4%
b

1689 vDu228,229,8,8,18,8,2
,230,231,8,8,18,232,233

1598 NEXT

1788 REM APPLE+CHERRY=BONU
§ FRUIT

1718 TE=RND{T)+3

1728 FORYI=1TOTY

1738 FROCIocate

1740 SK{TN, K3 =4

1750 MOVEXTead-6d+16, 1023~
b4RT1-18

1740 AY=RNDMZ)

|770 IFAT=1 BCOLD,B:VDUZ3S
18,2361 MOVER T#a4-50+14, 1823
-b4#11-16:GCOLR, 20VDU235,8
GCOL, 1:VDUZ3e

1780 IFA%=2 5COL,8:VDU2TY
18, 238 NOVEXX#44-58+16, 1023
~b4#1%-16:6C0L0, 2: VDU23T, By
GCOLA, 1:VDu238

1790 NEXT

1808 REM BKULL & CROSSBOME
§

IB1@ Th=5+5eFN: IFTAI2D Ti=
'}

1620 FORYA=1TOTY

1838 REPEAT

1849 SUML=R

1852 PROCIocate

1860 TFI3(> IF B(IX-1,X4
)=3  SUNL=SUNT+L

1870 IFTRCHIA IF SELTH+1,X
$1=3  SUML=SUNL+L

1680 IFIRCOR IF SZOIX, M-
1=3 SUME=SUMZ+|

1898 IFXXCZ0 IF SKIZXL, KL+
11=] GUML=SUNR+]

1998 UNTIL SUMXCA

1918 SHALY, XRI=]

1928 GCOLD,B

1938 VDU249,245,8,8, 18,241
1242,8,8,11,244,283

1948 MOVENY#54-358, 1823-440
i

1958 GCOLA,2

1940 VDU242,245,8,8,18,241

242

1978 6COLA,1

1960 VDUS,B, 11,204,243

1598 NEXT

000 VDU4,20,19,3,4;0;19,2
1

2018 ENDPROC

2020 REWR#A choose a squar
e Hi

2079 DEFPROCIocate

2048 REPEAT I%=RND(Z8):I%=
RND (14} UNTILSY (IR, X3 =1
20858 MOVEXN#G4-b4, 1023-042
I

2042 ENDPROC

2078 REMRH double height
chrf i

2088 DEFPROCassenble

2899 V=AFFEE

2180 FORN=RTO1:PI=RY

2110 (OPT:.dnor1LDARR: JNP
start

2120 dinviLDARKFF

2030 Lstart:STALET:LDANTL:
J5RV: TKAL ISRV TYALISRVILDAR
B:PHA

2142 , loop@:PLA: TAX:LDAdat
a,1:CHP#13:BEQend: STAKER: IN
1:CPAN214BEQend: TXA: PHAILDX
HB0:LDYRR: LDARIR: JSRAFFFL:
LDA#23: JSRV:LDARZSS: JBRVILD
¥il

2150 .loop3:LDALBR, Y:EORKE
9:JSRY: JSRV: INY:CPYAS: BNELo

opJ:LOR#255: JSRV:LDARLD: ISR
ViLDARE: JSRV:LDARZILISRV:LD
AH255: ISRV

2148 . loopd:LDAAR, YiEORLE
91 ISRV JSRV: INY:CPY891 BNEL 0
opd: LDAR235: JSRV:LDARL L ISR
V1JHP] oopd

2070 .endsRTS: . datasEQUS”

2188 DiNEXT

2199 ENDPROC

2200 REM#M score formatt
ng H4

2210 DEFFNs (N, PY) :S8=5TRS
(WL} s=5TRINGS (P%-LENSS, 2"
+5%

2220 REMAMH initialise R
2230 DEFPROCinitialise
2249 Bh=109:5Y=0:L1=T1F1=
10i=10002

2230 ENDPROC

2268 REME#H instructions §
H

2270 DEFPROCinstructions
2268 Vouze

2299 COLOUR128:COLOURY
2708 CLS

2310 XY=13e¥i=lsddata="T
ne-Boab ' *:CALLdnor

2128 COLOUR2

2338 PRINT’ " '"The object o
f this game is to defuse al
Ithe bombs {'TNT'),before t
he counter  reaches iero.
2348 PRINT'"A bonus is awa
rded for time remaining att
he end of the frame and for
each piece of fruit eaten,
L

2358 PRINT "Homwever,if you
collide with a 'SKULL' ort
he counter reaches zero you
will lose alife,’

2349 PRINT'*A bonus MAN is
awarded every 1888@points-
up to a maxieus of six.”

2378 PRINT "You contraol th
e man using the following k
eys:"

2188 COLOURT:PRINTTABILT)}
"A"CHRSLICHRS 1@; TAB(18) *(

J"CHRSLICHRS10; TAB (2033 "1"

2398 PRINT'®'SPACE" ..., P
ause ON/OFF"

2488 11=4:Yi=30:4data="Pre
55 any key to":CALLdnor

2410 13=23:8data="continue
v "tCALLdnOr

2470 #x21

2430 A=BET

2440 FORYX=4TD29

2458 PRINTTAB(R, YX);SPC (48
]

2450 NEXT

2470 COLOURZ:PRINTTAB(R,5)
1

2480 PRINT"As you move aro
und the screen you will de
stroy all the 'BLOCKS' that

you come into contact wit
hl'

2498 PRINT "I you leave o
ne edge of the screen, youw
ill reappear at the other,”

2588 PRINT *The follaowing
only applies when you try 2
nd aove into an eapty space

2510 PRINT'*The 'BLOCK' yo
uare on can slide left &

right, but not up and dow
n. 1% you tryto make it slid
g up or down the computerw
11 ignare your cosmand and
aove you either left or r
ight instead.”

2528 COLOURI

2530 11=3:Y1=30:$data="lo
you want the sountCALLdnor

2548 13=27:¥data="d ON (V/
NI 7*:CALLdnor

2550 REPEAT A#=BETS

2568 UNTILAS="Y"0RA$="N"

2570 IFA$="Y"THEN#fx210

2500 IFA$="N"THEN#fx21B |

2590 ENDPROC

2600 RENARE ERROR B4

2618 MODE&

2620 REFORT

2632 PRINT® at line "jERL

This listing is included in
this month's cassette
tape offer. See order
form on Page 61.

|
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ROLAND WADDILOVE

begins a new series on programming
graphics with arcade games in mind

HAVE you ever looked at
the latest arcade games
and been amazed by the
incredibly fast, super
smooth, multi-colour,
sprite-like graphics?

Wish your programs could
have graphics like that? Well
it's not that hard

Over the next couple of
maonths | shall be covering the
basic techniques involved in
moving multi-coloured
characters of any size
smoothly round the screen

The only way to achieve
such animation is through the
use of machine code. as itruns
many timas faster than Basic
which is too slow.

So to make the most of
these articles you will need a
fair knowledge of 8502 mach-
ine code. But even if you don't,
then you should be able to
follow the first section which
looks at how the screen
memary is organised, and
you'll have till next month to
swot up on the subject

As many of the arcade
games written for the Electron
are in Mode 5, this is the one
we shall be concentrating on

Although there are fewer
colours than Mode 2, pro-
grams run much faster, in fact
at almeost the same speed as
the BBC in Mode 2. So it's a
swings and roundabouts situ-
ation - do you want speed or
colour?

The secret to high speed
multicalour graphics is 1o
directly access the screen
memaory. This is the top 6-20k
of memory, depending on the
mode, from which the TV
picture is built up, and is
formed from the bit pattern of
the bytes stared there

The operating system is
best used as little as possible
Not that there is anything
wrong with it, it's excellent,
but it simply wasn't designed
specifically to run arcade
games in Mode 5.

In tha 0§ ROM is a superb
routing which will print any
character you care to define, in
any colour and in any mode at

Machine code can
make your games
faster, smoother and
paint hox bright

any pixel la pixel is the
smallest element of the screen
display - when you plot a
single point, that s a pixel). The
calculations it must perform
are mind boggling.

The bit pattern must be
fetched, then the foreground
and background colour lound
and the bytes required to
produce the pattern
calculated

This depends on the mode,
and whether you are printing
at the text or the graphics
cursor using VDU 5.

The correct addresses in the
screan memory must be found
and the data poked in

A fantastic amount of time
can be saved by working out
all the data beforehand and
saving it. Then all that is
necessary I1s to poke the
pre-packaged data into the
correct location, using a fairly
simple routine.

First we will try to find out
how the Electron organises
the screen memory. You will
need Program | for this.

The memory map of page
128 of the User Guide tells us
that the RAM used for high
resolution graphics is located
between HIMEM and &8000,
and that HIMEM is a movable
boundary

Try putting the Electron into
different maodes and printing
HIMEM:

PRINT*HIMER
You can see that more RAM

is required by higher resclution
graphics or more colours, and
that in Mode 5 HIMEM is
equal to &5800

Type in and run Program |
It prints the alphabet starting
at the top left of the screen and
then waits for a key to be
pressed.

The variable address is
initially set to HIMEM, and
whenever a key is pressed its
value is printed and ROF
stored in the screen memory,
The address is then incre-
mented by 1,

Run the program a few
times and hold down a key
You will see that each charac-
ter is made up of two strips.
gach 8 bytes high, and that
each line Is made up of 40 of
these strips or columns.

If you are using a TV and
can't see the top line add this
lrve:

55 VDU SR, Ll

Look atthe address printed
and note when it runs on to the
next line. It is &5800 at the
atart of the first line, &5940 ar
the start of the second line,
&5AB0 on the next and so on,
Each line starts & 140 lower
than the previous one.

It can be seen from Pro-
gram | that a Mode 5 character
is stored in 16 bytes, two
columns of B bytes.

Figure | shows the first
character position. As each
character is 8 pixels wide {in
any mode) a single byte must

hold the colour information for
four pixels.

Also we saw earlier that
each line of 20 characters is
made up of 40 columns, and
since there are 160 pixels
across the Mode 5 screen 160
divided by 40 equals 4 - four
pixels per byte.

How is the information
coded? Program |l will help
hera, The four pixels in the first
byte of the screen memaory can
be set to any of the four
colours by pressing the keys
1-4, 1 for the first, 2 for the
second and so0 on

The valug of this byte is
printed in hex and its binary bit
pattern is shown

Try altering the colour of the
pixels and look for a pattermn in
the hex value or binary pattern
It doasn't seem 1o make sense
does it?

i@ REM FROGRAM I

28 MODE 5

38 address=HIMEM

40 PRINT “ABCDEFEHIJELHN
OPBRSTUVNYYZ®

S0 PRINT TAB(D.IR)"Addre
szt

40 keysGET

70 PRINT TAB(R,191; addr
55

90 Taddress=AQF

S8 address=address+]

120 GOTO 8

Pragram {
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200

bit{N%)

70 ' pytedi=the first byte of screan memory.
80 Hexadecimal value printed.
110-130 Bit pattern printed.
150-180 Pairs of bits for each pixel printed.
key¥=code of key pressed-48.

210 Call PROCchangal) if keys 1-4 pressad.
screen Setsup screen display, initialises variables,
Prints coloured square if bit N% in byte set
change(pixel] Changes colour of pixel.

Two bits can be used to
store the numbers 0 to 3, %00,
%01, %10 and %11 in binary,
So a byte, consisting of 8 bits
can store the colours (0-3) for
four pixels.

It would be logical to use
the first two bits for the first
pixel, the second two for the
second pixel and so on.
However it's not guite so
simple,

Bits 7 and 3 store the colour
for pixel 1, 6 and 2 for pixel 2,
Sand 1 for pixel 2and 4 and O
for pixel 4. Program || prints
the pairs of bits for each pixel
near the bottom of the screen.

Press key 1 and the bits 7
and 3 will cycle through the
four colours, %00, %01, %10
and %11 in binary. Similarly
the others can be changed by
pressing keys 2, 3 or 4. Watch
the bit pairs run through the
colours,

A muilti-coloured character
could be designed on paper
and each horizontal group of
four pixels could be set using
this program and the data
noted. It could then be stored
at any position on the screen.

This would be a very clumsy
method though. So in a later
article in this series we will
employ a sprite designer to
make it a bit easier,

You should now be able 1o
sea why In Program | storing
ROF in the screen memory
coloured it red. Set all four
pixels to red and look at the
hex value and bit patterns -
&0F and 01, 01, 01, 01,

Maybe it's colncidance, |
don't know, but look what
happens when all the pixels
are the same colour in
Program 1.

When all are black the byte
is BOD, red is &0F, yellow is
&F0 and white is &FF, See the
pattern?

It looks like the binary
pattern %00, %01, %10 and
%11, of the four celours {0-3),
doesn't it? This makes it vary
masy to remember how to
complately colour & byte of
mamaory.
® That's all for now. Next
manth we will look at some

10 REN PROGRAM 11
28 REN By R.A.Waddilove
38 MODE 5
4P PROCscreen
58 REPEAT
48 COLOUR 2
78 bytel="HINEN
88 IF byteX{ls PRINT TAB
(3,3)"40"; “byted ELSE PRINT
TAB (3,51 k" byteX
9@ COLOUR 129
108 PRINT TAB(&,201;
118 FOR 1%=7 T0 @ STEP -1
120 PROCBEL(IX
138 NEXT
148 PRINT TABI3.25);
130 FOR I%=7 TO 4 STEP -1
148 PROChit (1%)4PROCIL (T
1-4
178 PRINT CHR$9:CHRS9;
180 NEXT
198 COLOUR 128
200 keyi=GET-4B:4F)21 .8
210 IF kevi)D AND keyX(S
PROCchange (keyl!
220 UNTIL FALSE
230 END
248 DEF PROCscreen
250 VDU 23,1, @8;0:8;
260 VDU 23,255,8,126,128,
126,126,124,126,8
270 DIN colouri(d)
260 DRAW 0, 182:DRMN 1276
1823:0RAN 1274, 0: DRAN 8,8
190 PRINT TAB{11,2)"Pixel
5" TAB(3,3) "Byte"s TAB(4,15)
“Bit Pattern"

180 COLOUR 2:PRINT TAB14,
191765432181 TAR (3, 24) *73
62 31 AR%TABII2.E)1LND

310 FOR Th=1 70 4

320 colaurt{ltl=l

338 NEXT

I48 "HIMEM=LF

350 COLOUR 1

J6@ PRINT TAB(12,4)5TRING
$(4,CHRS235)

378 COLOUR 129:COLOLR 2

380 PRINT TAB(1,38)" 1-4
Change pixel *

398 COLOUR 128

420 MOVE B,95:0RAW 1280,9
S1MOVE 8,5650: DRAW 1260,458:
NOVE 409,558 DRAW 400, 1824

418 ENDPROC

428 DEF PROChit INX)

430 IF (bytel AND 2°NX) C
OLOUR 2 ELSE COLOUR 8

448 VDU 255

430 EMDPROC

446 DEF PROCchange(pixeld
]

478 colourk(pizel®)=lcolo
urk(pixelXH41IN00 4

488 PRINT TRB(12,4);

490 FOR 1%=1 T0 4

580 BCOL @,colourXild)

510 PLOT &9,8#(1%-11,10823

520 COLOUR colourX{I)

538 VDU 255,8,10,18,17,2,
colour 1N} +48,11,11

540 NEXT

558 ENDPROC

simple machine code routi
for printing characters, Program I}
L5500 LEEE8 aale
£:5801 L3589 s
L5ER2 pabtatn [ Srer
woan LSHDE e
bryatit o
15800 x
L5888 L EERE -
%5807 Loaar "

Figure I: Memary map of the first character position
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NOW FOR THE ELECTRON The only program ever to receive

FIVE five star raviews—includin?

PINBALL ARCADE  *Hii

Create your own Pinball machines—save them to tape
to play whenever you like

There are six pages of shapes for you to create a Pinball board,with each shape capable of
being placed in any position rejuired.

Targets, Slings and Bumpers can be moved into any required position anywhere on the board,
with the actual bounce” being adjustable.

There is total control of the firing spring, with realistic action depending on amount of
time taken to press control bar. The strength of the flippers can also be varied.

There is highest score, last and current score and ball count,
The actual tilt of the board can be altered, with amount of ball speed and bounce coresponding.

It runs on the Electron exactly the same as the BBC and at the same speed

Normally £10.35 but on offer to Electron User readers at a ridiculous £5.95 inclusive
Available by our famed first class return post service with every program of course carrying the Kansas
lifetime guarantee which means that should it fanl. 1t will ba replaced entirely free of charge, this

year, néxt yaar or in ten years

ACCESS OR BARCLAYCARD TELEPHONE ORDERS ACCEPTED WITH PLEASURE

nsas

Kansas City Systems, Unit 3, Sutton Springs Wood, Chesterfield, S44 5XF. Tel. 0246 850357

BOBBY CHARLTON SOCCER

For BBEC Model/B and Acorn Electron From
“’It's the best computer soccer game | have ever seen’’
Adrian Heath - Everton F.C. DACC
Full Arcade-action Seccer Game — YOU build your teams

As the langest publi in the busi we intend to keep
supporting the Electron, unlike many others, and wel prog for publishing

— then ¥OU play Soccer, = e e o == -I
Package contains two modules — MANAGER Module and Nomie [BLOCK LETTEES
MATCH-PLAY Module, 1 Acdeess |
Manager Module Features: l
® Select 4-4-2, 4-3-3, 4-2-4 or Sweeper System. County
® Decide Separate SKILL. ACCURACY and STAMINA levels and any special l;.m,wde l
field positions for each of your eleven men, Plocse sand me copses ol the Babbiy Charlian
® Pre-match injuries (optional — allocated by computer] affect players’ I Saccer Game from DACT of I
performance. I My computer isa —
® Select 2-player game, or 1 player v. COMPUTEr, Of COMPUtEr v. cOmputer, | endose chegque/Pilal Grdar for the iofgl of l

Match-Play Module Features:
® Full 22-man Soccer action — in 30 perspective.
@ YOU control the men — Tackle, Dribble, Pass, Shoot and SCORE!
@ Use joysticks OR keyboard to vary pace and direction of men and ball
® Includes Corners, Throw-ins and Goal-kicks and variable-height passes etc.
® Play anywhere from 3 to 45 minutes each way,
There is no other computer football game to match the realism of BOBBY
CHARLTON SOCCER. Intraduction and playing tips recarded on cassette by
Bobby Charlton.

""We've worked hard for a year now and we've produced what
we think is a fantasic game. It's very realistic, the players can move
individually from the joystick ... they can pass and they can shoot .. .""

Bobby Charfton

£11.95 Package with Manager Module and Match-play Module  £11.95
Available through all computer specialists or direct from DACC (post free).

et with Access ar
ard, ghar by postor
N ihc tmlnphane (942} 522002
Pleose debid my ocoount na
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Screens full
of high speed

action

WHAT an sbsolutely brilliant
gama, This must be the
ultimate in high speed arcade
action. The sound is excellent
and the graphics superb

The screen is filled with
laser bolts, flying debris, brain
waves, mutating monsters and
robots. It's got to be seen to be
believad.

There are ning screens full
of various nasties to be
disposed of and people to be
rescued. As you progress
through each screen the
number of nasties increase
and they get meaner and
meaner,

You start off positioned in
the centre, surrounded by
assorted robots and monsters
with nowhere 1o hide and only
a laser pistol with which to
defand yourself.

On screen one there are
only robots plus a few ob-
stacles. These can be dealt
with quickly, infact if you don’t
blast everything in sight within
about five seconds then you
have had it.

Bonus points are gained if
you pick up the two humans
wandering around.

Screen two starts with
ordinary robots, large inde-
structable robots, pulsating
rings, people and more ob-
stacles. After a short while the
pulsating rings mutate into
machines which hover about
the screen firing spinners at
you, s0 speed is essential.

Screens three and four are
the same only worse, that is
there are twice as many robots
and machines.

Screen five is a bit tricky. In
addition to all the other

Robaotron 2084
Atarisoft

obstacles and nasties, there
are giant brains with tiny
bodies and legs. These fire
thought bolts or brain waves
which home In on you and
then mutate into another
indescribable form.

Six is the same as four,
which is a bit of a relief after
the struggle to blast your way
through five.

Seven is nearly impossible.
There are pulsating rings —
different to the previous ones —
bouncing about the screen at
high speed. They quickly
mutate into giant frogmen’s
heads on tank tracks which
emit spinning balls.

Eight and nine are like three

Tanks on

OME of the most straightior-
ward, yet most addictive,
games |'ve ever had the
pleasure to meet, Blitzkrieg is
a winner.

Based on the familiar
arcade game, the idea is 1o
destroy ag many anemy tanks
as you can. gaining points in
the process, while sustaining
as little damage as possible.

You can receive only ten
direct hits, then you're a goner,

You start out as a private,
and are promoted every
10,000 points. | won't teil you
what rank | reached, though

except that there are far more
robots — over 40.

There are the usual options
available before the game
starts — sound on/off, set start
level, keyboard/joysticks and a
two player game. Onca the
game has started there is a
pause facility so you can stop
for a second to get your breath
back.

To play Robotron properly
yau will nead a pair of joysticks
[Plus 1 typel. There is a
keyboard option but it is
impossible as there are four
keys to move and another four

target

rank is probably the right
word.

There are smaller tanks and
larger Gnes out 1o get you —
and watch out, because they
don't wait too long before they
turn and fire, so get your shot
in first.

The graphics, with their 3D
effect, are absolutely superb.
Although all in green, the
detail achieved is striking and
the sound effects are also
good.

However, your gun position
can only sweep from left o
right. It seems a pity that it
isn't more mobile and can
move backwards and forwards
too.

A First Byte joystick option

to fire in each direction.

The only way to play is to
use the two joystick option.
One joystick is for moving and
the other to fire. You can
actually run one way and fire
another.

The problem with two
joysticks is how to hold them
though. | ended up strapping
one to each leg!

Robotron is 8 highly recom-
mended action packed arcade
classic. On a scale of 110 10
would give it 11 for addic-
tiveness

Roland Waddilove

is available, plus a pause
facility if the kettle boils at a

particularly unnerving
momaent. Thera is also a sound
on or off optian.

The keys are well placed
and simple to use — kids from 8
to 90 will find it easy and great
fun,

Bev Friend
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SECRET
AGENT

BE A SUPER

Super Agent Flint
Patier Programs

THE first thing that strikes you
about Super Agent Flint is the
reasonableness of its price —
an example | hope other
software houses will emulate

When you load the pro-
gram, you find that your task is
toinfiltrate a secret TERD base
to capture their evil plans for
world domination,

Your only means of escape
5 @ rockat which you must usa
1o dock with a British space
station

Happily for thoss of you
who lack astronaut
axperience, the game assumes
that successfully firing the
rocket is enough

The adventure begins in an
aeroplane over the Sauth
Pacific. You've gota parachute
and there's & green light
showing, 0 your naxt move is
fairly abvious

Onee you've landed you can
start to explorg the surroun-
ding countryside. & submarine
and a helicopter will help you
in your travels, though the
cable car is more useful in
keeping things dry

The rocket is soon found,
but getting it started is
something else. You need to
find four things 1o operate the
rocket successfully and finish
the game.

Although there are only
about 40 locations, don't
axpact these four objects to be
aasy to find

As is beginning to Seesm
usual with Potter Programs,
there's no save-game facility,

mistakes

of program protection, includ
ing a routine to intercept a
Ctri-Break

At the price of these
programs, the programming
involved might ba put to better
use writing a save-game
routine

Owverall, although it's in
Basic it's guite fast and fun 10
play. At the price | must
recommend it.

Merlin

though there are spelling

What there is is quite a lot

It was a
hard day's
nightat
the bier
keller

| Auf Wiedersehen Pet
Tynesoft

FOR any fans of the popular TV
show, this may have a special
appeal

The central character in our
neat little plot is Oz. the well
known loudmouth. Our Oz is
put into a variety of tricky littie
situations over in Dusseldort
and it's up to you to get him
out of them!

Firstly, at the building site
Oz is under instruclions to
build as wide and tall a wall as
passible, and o you thought
bricklaying was easy, try this!

As well as aveiding the

watchful Erics and the falling
trowels, poor Oz must be
careful not to tumble from the
wall

The mare wall he builds, the
maore marks he earns for his
night at the bier kellar.

At the bier keller, Oz must
try to drink & many pints as
possible before 11.30 (clock
provided). The more he drinks
the more fearsome the bar-
maids become and the more
numeraus the tables to fall
aver.

If you're not full of pity
already, you will be when you
find he's got to guide himselt
home as all the street lights in
Dusseldorf flicker and die.

He must remember the
route, then try to find his way
through & pitch-black maze of
lamp-posts and police cars!
Even when he gets 1o the hut,
he's got to avoid the sacurity
guard.

Is it really worth going out?
You may wall ask.

Take the controls and see
for yourself,

The keys are easy ta
operate, and you will find the
graphics are well up to stan-
dard. But just allow me a few
grumbles, being the fusspot |
am!

First, the instructions are a
little harsh on the eyes in
glaring Mode 2. Mode 1 would
be preferable,

Second, the game seams to
be a little slow-moving in parts
- particularly when the lights
are going out. Finally, more-
adventurous sound-effects
wouldn't come amiss.

Allin all, though, a promis-
ing -game for all ages, with
plenty of variety

Bev Friend

Worth
its salt

Which Salt? J

Micro Power

THIS program is designed to
ba used to help students
revising for O level or CSE
examsin chemistry, It provides
practice in that well-known
bane of chemists known as
gualitative analysis.

After loading - a long
process, but with no hitches —
you are shown a picture of a
reagent bottle containing a
sait, together with some infor-
mation en colour and solubility
in water.

You are given 100 points to
start with as you begin a series
of standard tests. First comes
the flame test, which, like all
the rest is shown graphically,
but with a sentance of
explanation as well — vital for
those with menochrome maon-
itors,

Then you are shown the

Wongo goes to the Wall

IF you want a game with
superb colour graphics and
reasonable sound effects with
an almaost irrilating addictive
quality thrown In, then Wongo
is the game for you

Some grovelling nasties
have planted bombs along the
length of the Great Wall of
China and it's up to bounging
little Wongo the Chinaman to
defuse them.

However, it's not as simple
as all that, as poor dutiful
Wongo also has to avoid a
constant barrage of rocks,
arrows and a particularly nasty

Weongo -
foan

kind of creature, the jumping
gremlin

Mot only does he have 10
tace all this. but the Great Wall
itself, being a linle alder than
most of us here (except
possibly the aditor), is in &8
s0rry stafe

Parts of it have crumbled
away. This leaves a gaping gap
which can only be crossed by a
rather bloody-minded  fiying
farry which simply doesn't
want 1o wait for you, Timing is

of the essence

It's a fast-moving game
with three levels of difficulty
and a pause facility should you
develop finger cramp.

The keys are sasy 1o use,
the instructions are clear, and
you 0 have the option of
having the sound on or off

It you defuse five. bombs
without losing a life [you have
threel you get a bonus score
There's also an extra life after
every 20.000 points. A Hall af
Fame is available tor good
SCores,

Keith Young
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affect of heat on your salt, with
further tests offered if any gas
is evolved, Ten points are lost
if any of these tests are
needed,

Mext you find the effect of
adding alkali and ammonia.
The final set of tests are for
anions (the non-metal part of
wour saltl. Again points are lost
for using these.

It is now assumed that you
will know your salt and you
check your result by picking
one of the nine cations and
one of the seven anions used
in the program,

Entering these is done by
pressing Space at the correct
time, so there is no chance of
poor spelling being a stum-
bling block,

When you have selected
the salt correctly, a summary
sheet gives details of the
chemistry of the tests used.
You also get a score and a
message such as "Seek help”,
“Boffin” or “Einstein”

A guibble on these mess-
ages is that scoring 100 per
cent earns you “"Cheat™.

My other two criticisms are
that the prompt "Press Space
to continue” is forgotten at
times, and more seriously that
it is not possible to repeat a
test, which can reduce you to
wild guessing.

That apart, this is an
excellent program. The gra-
phics are tidy and fast, good
use is made of the computer's
colour and, thankfully, the
program is silent.

It is packaged with details
of the chemical knowledge
required for the program and
also a single copy of a
waorksheet which may be
photo-copied.

At £6.95 this is a very
cheap educational program
and definitely worth getting for
home revision.

Rog Frost

Games
in Basic

Games Collection I

Century Software

THIS is a sparkling collection
of 20 strategy and arcade type
games, all written in Basic for
the Electron. An accompany-
ing book gives full instructions.
and detalled descriptions
explaining how the programs

Elk Man keeps your
ROMS in order

ELKMAN is a sideways ROM
designed for use with an
external ROM expansion
board such as Slogger's own
Rombox, (not the Plus 1), and
is identical 1o the ROMSs that
BBC owners have been using
for years,

ElkMan is 8 ROM manager
so needs to have priarity over
all other ROMs present to
operate properly. This means
that it is best placed so that it
appears as ROM 15 to the
operating systam,

Placing it in the rightmost
socket on Slogger's Rombox
achieves this. You'll have to
check the manual on other
systems,

ElkMan is a service ROM,
which means that all its
commands are available while
another ROM is in use, using a
* command.

These commands can even
be used within a Basic
program,

While writing this review
using View | can test each
function without leaving the
ward processor.

*HELP ElkMan reveals the
ROMs 16 commands and their
syntax. One of the simplest is

ElkMan Sideways
ROM Manager
Slogger

*PROMS which lists all the
ROMs present, their state and
size.

ROMs can be in one of
three states. They are either
on, off or killed, *OFFROM and
*ONROM can be used 10
enable or disable 8 ROM.

If it has been disabled it will
not respond to any commands
and cannot be used. This is
useful if two AROMs have the
same name for different com-
mands. The offending ROM
taking the command can be
switched off,

Even though a ROM may be
off it can still reserve valuable
memary, *KILLROM is
equivalent to physically
removing 8 ROM. | found it
useful for disabling the Plus 3
when playing games on tape.

*PEEK is a memary lister
which can be used to display
any section of memory, even
sideways ROMs. The output is

in hexadecimal and Ascii
*POKE will place & series of
bytes or a string anywhere in
memaory.

ElkMan contains a com-
plete 6502 disassembler,
which again is capable of
operating on sideways ROMs
The hex address, object code,
mnemonics and Ascil codes
are listed.

There are several com-
mands which operate on
sideways RAM, These can
clear the RAM if fitted, load it
with data from memory, tape
or disc, and save it to memory
tape or disc.

ElkMan is well written and
simple to use. The documen-
tation is excellent. |t comes
with a very smart 21-page
manual which explains fitting
and use in & clear and
easy-lo-read manner

Even if it's the only ROM
you have, you'll still find most
of the utilities useful. | can
recommend ElkMan to all
serious Electron users

Roland Waddilove

T e s S e R e

work. However, although
there is a great variety of
arcade games their speed is
generally slow.

Their appeal is not great
compared with the more
sophisticated machine code
games available, but they do
provide a good insight into
programming games in Basic.

It is an intention of the
publishers that users would
use the listings to pick up
expert hints on programming
their Electrons. The wvariety
makes up for any loss in
quality.

The strategy games are not
affected detrimantally by the
fact that they are programmed
in Basic and not machine
code, Speed of presentation
and response is not important.

The programs are available
elsewhere In various forms;
the ideas are not new.

This collection enables
users to find out how the
programs work so | would

seriously recommend it for
budding programmers.

Euler's Touring Knight is a
particular favourite of mine.
The problem is to move a
knight about a chess board
calling in at each and avery
square.

The computer is pro-
grammed to demonstrate a
solution, then the user can try
it out.

One of the ather programs,
Robotank, requires Logo-typs
commands.

Ace High is a patience card
game. Instead of manipulating
your own pack you press a
letter to deal and another to
move the cards.

| think | prefer to use real
cards, but the simulation is a
good one,

| can recommend this
collection for those people
who wish to increase their
powers of programming by
seeing how others do it

John Woollard

Revision
aid

Where?
Micropower

THIS is an excellent little
program for testing general
knowledge of places. rivers,
cities, hills etc in Britain

The format is simple. A
place is indicated on the map
and a choice of four answers is
given. The user presses the
number key corresponding to
the answer chosen.

If the answer is wrong the
carrect answer is given, After
10 gquestions the score is
displayed, It is based on the
number of correct answers
plus the speed of response.

It is not stimulating enough
to teach on its own, but itis a
good program for revision,

John Woollard
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OVER the next few months
we'll be looking into the
special functions called *FX
available to Electron users.

Before we start finger
tapping I'll explain the jargon
Than we'll have a look st some
of those *FX commands which
will improve your program-
ming powers.

When your Electron is
switched on a lot of short
machine code programs are
transferred into the RAM and
values entered into specific
locations in memaory

Those programs and values
determine how the computer
will behave under certain
conditions.

For example, there are two
locations whosa contents
determine how long the
flashes of the flashing colours
last. That is. the duration of the
flash is stored in two specific
locations.

If we knew the exact place
of these locations the we could
change them and so affect the
way our computer behaves,

Also as the Electron and its
sister computers alter, the
size of these machine code
programs will change.
Therefore the places in
memory where these pro-
gramsg start and various
lacations used will change

Acorn computers are
provided with the *FX function
so that if such changes take
place our present programs
will still be able to run on all
future machines,

Whean people talk of *FX
they also talk of OSBYTE and
CALLS. CAlLLing means going
to a particular piece of
machine code program, doing
samething and then returning
back.

The operating system of the
computer is packed with short
programs that do many won-
derous and seemingly trivial
vet vital, jobs such as putting a
letter on the screen or reading
a tape file

All such routines are given
names or are grouped together
under one name. They re listed
on page 229 of the User
Guida,

OSBYTE Is one family of
pregrams called through one
particular memory location
&FFF4, The "FX command is
designed to call these
OSEYTE routines.

So what can the OSBYTE

Call up the mag
and unleash the

that lies in your

JOHN WOOLWARD begins a new series
about those special functions called *FX

programs do? There are a
potential 2568 calls, so their
action is wide and varied

They range from asking the
tomputer to wait for vertical
synchronisation of the screen
to @ program that will reset all
of the function keys of the
keyboard.

All of these powerful mach-

FEX 12,1 and *FX 11,1 A good technigue for fast mov
and & goad trick to play on friends!

BrCATE GaMEs

ine code programs can be
called from your Basic pro-
gram using "FX.

In a way "FX is the magic
word that allows you to
unieash the power of the
machine code routines in the
Electron's ROM.

Enough of this theory, let's
try our first *FX call

At the moment there's only
one version of the Electron
operating system on the
markat, but we can check our
own by using *FX0

With all *FX calls it is not

necessary 10 write them as
part of a program, they can be
antered directly. In every case
Aeturn has to be pressed at the
end of the line.

Type *FX0 and press
Return to reveal the operating
system that you have in your
computer. Mine is OS 1.00

Now let's try some other

rather more useful, calls.

You can, for instance
revalue the flashing colour
mark state — that means
change the speed at which the
fiashing colours flash,

First put some flashing
colour on the screen by typing
in

vouls,1,12,0.0,0
That will change the white

writing to flashing blue and
yellow, Now try:

19,1

You will notice that the blue
stays on the screen for the
slightest fraction of a seond —
one fiftieth to he exact. To
change the duration of the
sacond colour, yellow, we use
*FX10,

Type:

e, e

MNow the yellow will stay on
the screen for 100 fiftisths of a
sacond which, if my maths is
correct, is two seconds.

We can use this technigue
o create an interesting title
page for a program as
illustrated in Program |

First, the actual colours of
the screen are changed. The
background is made red {but
any colour could be chosen!
The program’s title and author
arg then printed in flashing red
and cyan

The information about the
program is printed in flashing
cyan and red [notice the
difference |}

When the program title is
red. which is invisible on tha
red background, the program
information is a visible cyan
When the colours change the
information becomes invisible
and the title visible,

If the flash rate was not
changed with the *FX calls of
lines 60 and 70, then the
information and the title would
alternate too quickly

By changing the rates the
title is seen for two seconds
then the information for five
sacands,

The display gives the
appearance of actian, yet the
computer can be carrying out
some other task such as
reading data or loading cass-
atte files,

It's also possible to com-
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¥ FX

Part
One

ic word
> power
micro!

ALL

bine the change in flash rates
with graphics to create simple
animation,

There are three poinis to be
noted sbout *FX commands:
@® The numbers following the
*FX command are integers in
the range O to 255, All other
numbers will have no mean-
ing,
® The cammas may be amit-
1ed from between the numbers
but there should be a space. |
will continue to use commas
10 make the presentation
clearer
@ None of this month's *FX
commands affect the Break
key, Pressing Break will nullify
theé previous *FX calls and
raturn the micro to its oniginal
state

To convince yourself you
know what's happaning, try
same mare combinations of
*FX8 and *FX10 and then use
Break to return the colours to
their standard flash rate of halt
a second on, than off,

Mow let's investigate
*FX11 and *FX1Z. These calls
affect the response of the
keyhoard,

Tne first determines how
long & key has 1o be pressed
before it starts 10 auto repeatl.

The default time is 50
hundredths of a second. This
means that the key must be
hald down for 50 hundredths
of a second before the auto
repeat Starts.

Typing *FX11,100 makes
the micro wait one second

before aute repeating
*FX11.0 switches off the
auto-repeat altogether,

If I'm writing a program for
physically handicapped users
or for the very young | find it
useful to use *FX11.0
*FX11.100 also helps.

*FX12 is used to set the
auto repeat rate — that is the
rate at which the following
letters are placed on the
sereen ance the repetition has
actually started, It is normally
eight hundredths of & second.

Try entering *FX12.1 and
*EX11.1 and then typing &
single letter, It's very difficult
because the computer will
type @ letter for each hun-
dredth of 8 second the key is
held down.

This is a very good tech-
nigue 1o use in fast moving
arcade type games where you
want the computer to respand
continually to the holding
down of a key. It's also a good
trick 10 play on someons

*FX12.0 resets both values
1o their default setting. Hit
Break If you can’t manage it.

Finally let's look at a "FX
command which is not in the
Usar Guide. "FX229.1 causes
the Escape key to stop
working.

Try this out @n your
computer. Press Escape and
sea that the response Escape
is printed, Now., enter
*FX2289.1 and then press
Escape. |t doesn't work! Enter
*FXx229.0 to retumn the key to

its normal action

We can now try this in a
program. Program |l will
continue to count until the
lettar S is pressed. Pressing
Escape will not stop the
program,

Use of *FX229.1 can be
part of security measures
taken to prevent others from
breaking into your program
once it is running.

To sum up, this month
we've seen how *FX calis can

affect the actions of the
Electron.

“FX9 and *FX10 changes
the colour flash rate, These
were used 1o create a special
affect for a program title

*FX11 and *FX12 change
the auto repeat action of the
keys. Table | sums it up,
® Next time we'll take a
closer look at some other calls
that affect the keyboard and 'l
show how they can be used to
create better programs.

10 REN PROGRAN 1

2@ MODEY

I8 PROCEitle

8 END

58 DEFPROCtitie

5B #F1%,158

T8 FN10,99

30 VOULT, 0, 15l

9@ VOU19.3,0:0;

HELRYHERIH B

118 NDUL9, 2, 1450

120 COLOURY

138 PRINTTAB(S, L1} Progr
an Title" -

140 PRINTTAB(9,13}; *Progr
an  Authar”

15@ COLOURZ

158 PRINTTAB(4 4! This
riting should contain”

178 PRINTTABI4,B); "detail
= of the program and®

182 PRINTTAB(4, 101 how |

t can be used, While®
198 PRINTTABC4 E2}: " it is

being displaved the®
280 PRINTTABI4,141:"the ¢
onputer can be working"
218 PRINTTAB(4,18)5"0on ot
fhier things such as*
228 PRINTTABL4,18)4 readi
ng data and initiating"
238 PRINTTAB(4,28); "varia
bies, The 'flashing'"
240 PRINTTAB4,22)1 "displ
iy can include graphics®
258 PRINTTAB(4,24):"0r be
used while the cosputer®
258 PRINTTABI4.28):"is Lo
ading another prooras,”
278 PRINTTARI4,30)3
288 COLOUR
290 MOVEL@E, 180
100 DRAWLDD, %02
110 DRAW119E, 780
128 DRAK11DE, 108
330 DRAK12A, 108
140 ENDPROC

Pragram |

Call | Units [Default] Effect
#F1 90 (1750 sec 23 |Ist flashing colour duration
#F) i |1/ sec 23 |Ind flashing colour duration
#F1 11,0 [1/108 =ec S0 | Delay betore auto-repeat begins
#FY 12,0 | 1/100 sec 8 |Length of auto-regeat

1D REM PROGRAM 1!
28 ¥F{229,1

18 nusberi=0

4 REPEAT

50 PRINT nuaberl

&P number I=nuaber i+l
70 get4=EETS

B3 UNTIL getd="5"
°p SFY229,0

Table I: The story so far

Pragram I
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EVERY now and then
something comes into the
Electron User offices and
there's a scramble for it.

Having used and been
impressed with Cumana disc
drives on my BBC Micro {in the
dark old days when | used to
work for The Micro Userj |
made sure that | won the latest
tussle.

My prize? The Cumana
floppy disc system for the
Electron

It consists of an interface
cartridge, lead and eithara 5%
or 3% inch dise drive with its
own power supply

A second drive can be
added if required, again of
either size.

The cartridge, which con-
tains among other things, the
interface software, fits snugly
into one of the slots on the
Electron’'s Plus 1.

The lead, which, uniike on
other micro products, is of
adequate length, goes from
this to the chosen disc drive.

Setting the system up was
easy. Even if it hadn't been
abvious what went where, the
user guide supplied with the
system gives more than ade-
quate instructions.

So five minutes after re-
cejving it | had a working disc
system for my Electron. On the
screen was not only the

Cumana DISK Systes

message, there was also the
date!

The next few hours were
spent exploring the commands
available under the system.
The mare | saw of it the more |
liked it

Using the Cumana OFS, the
familiar LOAD and SAVE still
work, except Now programs
are saved to disc, not tape. The
increase |n speed and

experienced to be believed
It's more than just a

reliability this brings has to be'

SPECIAL OFFER,

You can save £45 on
the Cumana floppy disc
system with a special
offer only available
through Electron User.

Full details on Page
52,

The Cumana floppy disc system for the Electron:

It's an impressive
piece of work

super-fast cassetta, however.
Because the saved programs
or files are on a dise, not a
tape, you can access a file
you've saved without having
to read all the previous
programs.

This gives the system enor-
mous flexibility and with it
come a whole host of com-
mands and utilities 1o take
advantage of this.

Files can be copied
renamed, and deleted with
ease, while *CAT gives you the
name of all the files on the
disc, instantly

One whole category of
commands I8 given over 1o
orgamising and analysing
these files, allowing oper-
ations that would be imposs-
ible or Impractical on tape,

Also the system supports
random access files, vital for
mare advanced and flexible
databases.

Before a disc can be used
by a disc system it has to be
formatted. All this means is
that the disc is magnetically
organised so that data is
stored on it in the way that the
DFS expects.

The trouble is that there is
no standard format, discs that
work on ane DFS not warking
on another,

The Cumana DFS has what
is known as a double density
format, but it's not the same as
the Plus 3's double density
format. Mor is it compatible
with the Acorn DFS for the

BBC Micro

This could be a problem, but
supplied with the sysiem
comes a disc full of utilities to
deal with the situation.

It's these utilities that give
the flexibility that makes it a
winner, alfowing it to use discs
written on both the BEC Micro
and on the Plus 3.

With tham you can copy
files fram a Plus 3 or BBC disc
onta your Cumana discs,

Mot only that, but you can
format and write to discs that
can be used on the BEC Micro,
Mo other DFS has this
adaptability and compatibility

As if that wasn't enough,
the utilities disc also has a
verify program —to check discs

and a disc editor for more
advanced usars.

Even with the above
features, to think of the
Cumana Floppy Disc System
as just a DFS would be to
underate it.

Not only doas it have all the
facilities you'd expect of a
DFS, it also has a built-in real
time clock and ROM socket for
an_additional ROM such as
Addcom or Starmaon,

Add to this that the
maximum length of files is a
massive B4k and the fact that
the Cumana DFS doesn't use
the Electron’'s memaory {(allow-
ing easy tape to disc conver-
sion) and the system becomes
Bven more impressive,

it's a splendid, thoroughly
professional piece of work.

The manual is comprehensive,
it a little formal in parts, and
the system does what it sels
out to do and does it well. The
obvious question is how it
compares with the Plus 3

The answer is, very wall
indeed. While not having the
complexity of the Plus 3's
directories and pathways, the
filing system, with its 10 letter
filenames and use of
wildcards, is more than ade-
quate for the home user

When you throw in the real
time clock, the ROM ability
and the flexibility in the disc
furmats that can be read, than
it comes out a clear winner.

There are only two draw-
backs that | can think of. The
first is that you have to have a
Plus 1. I'm not sure if this 15 a
drawback, as | think most
people who want 10 expand to
discs will already have one of
these excelient bits of kit

The second is that there is
no utility that allows you 1o
copy from your Cumana for-
matted discs 1o discs that will
work on a Plus 3,

So as things stand, you
could use your mate's Plus 3
discs but you couldn't copy
your masterpieces on to a disc
he can use

Having said that, | don't
think it will be long until
someone does just that

To sum up, it's & versatile,
powerful piece of equipment
that | recommend whole-
heartedly, Nigel Peters
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Here’'s something SPECIAL from

We've commissioned
four rip-roaring
games for the
Electron and

BBC Micro

Three of this high-
powered collection

are top-rate machine-code
versions of arcade classics
and the fourth is a
thrilling real-time
adventure game.

There’s hours of
enjoyment and something
to suit everyone in this
unigue value for money
collection

SNAPMAN — Guide your
man through the maze as he
munches energy pellets and
avoids hostile aliens

ALIEN INTRUDERS -
With only your laser for
; : j | protection you must destroy
3 ik | the waves of aliens who

I:!: FZER $‘AUI-"TT |  threaten to engulf you

PANZER ATTACK - You
are a tank commander

EEE . v .
1 I O N -a engaged in vicious combat

stricken space freighter
through the wreckage of his
Postcode__ Tel:Ne. e craft. If you fail to recover

Post to: Classic Arcaris Games offec, Electron User, 68 Chester Road, Mazel Grova. Stockport sk7 58y Il £* those vital medical supplies
------------------------------il a whole planet is doomed!

g

Please send copy/copies of O Electran tape £5.95 B against encircling enemy
Classic Arcade Games. 0 BBC Micro tape £6.95 | M forces
| enclose a cheque/PONo.— | T BBC Micro disc £7.95 | M
forfe —— o ) [ ]
made payable to: Database Publications Ltd. Loy [ ] MAYDAY — A futuristic

B adventure! As captain of an
Name = interstellar cruiser you must
P g ouide the sole survivor of a

B

[ |

..

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

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

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

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

Colour graphcs’ From
Merton Court s'chnodl

|@ REM BOXES 102 DRAW 9@@-1,1
28 REM CLASS .4 NERTON 11D DRAW 90,908
COURT SCHOOL, SIDCLP 120 DRAW 9@@-1,980-1
30 MODE § 130 DRAW 2,700
48 VOU 23,1,0;0;0;8; 148 DRAN I, 980-1
38 BCOL 1,1 130 DRAW 2,8
o FOR ¥=8 TO 43@ STEP | 160 DRAW 1,1
l Hﬂn K ) 5 178 DRAN 2,0
78 MOVE B,8 180 DRAW 430,90
88 MOVE XX 19@ NEXT X

10 REM MOONLIGHT SONATA

} 20 MODE | 7 DRAN 929,0 208 REPEAT UNTIL FALSE

30 VDU 23,1,8;80:8;

40 COLOUR 133:0L8

56 COLOUR 2

58 PRINT *"'*  HODNLIE
HT SONATA BY ALAN KERR®

78 COLOUR 3:PRINT “**

AND BEETHOVEN"

80 COLOUR 2

9@ PRINT “*°°" ’
NHAT SPEED?"

180 COLOUR & ‘
110 FRINT ** \
Le”
78 COLOUR 2 r
130 FRINT " FAS
T/5L08"

149 COLOUR 3

158 INPUT TABU14,1813Y

158 FOR X=1 70 160 STEP 4

{70 READ D:SOUND 1,152
Y:MEXT 1

180 DATA 26,48,68,28,48,8
8,78,48,40,28,48,68,32, 48,6 1
8,32,48,60,32,52,88,32,52,
B,28,44,68,28,48,60,28, 44,3 rEE—
£,28,48,68,18, 48,48, 48 YEeh. Eleciion

ser, 68 Chester Road,
Hazel Grove, Stockport
SK7 5NY
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10 REM SPIRAL

42 M0
“ unﬁszé,1.s‘a<u-u- 180 VU 29,648;512;
2D 14 “wEWNHWFOHGHH
7 C¥=512
: FOP\S;‘ 20@ PROCa(r)
"  R=50 T0 500 STEP 208 NEXT r
220 END
98 0SUB 12
2 uexgaa.‘ 238 DEF PROCA (w)
q@ yer#SINRADtheta 118 BOTO 189 ool
i 250 DRAN -w,~
k31 JaRRoD savpeRs 100 0 ! kil o
20 110 DRAN bBR-y,SE+x 130 V=EER{R;RI?i§‘ ol
120 DRAW 608-x, 508~y 142 PLOT ' ey
LOT 49,CX+X,CYey 289 DRAN -w .0

L]
18 REM BRADFORD

4 =50
59 WOLE 2

4@ VDU 23,1, 850

70 FOR tneta=?

EP 3
L l=r1EﬂSR&Dlneta

Tunrie! of poo ">
By R Alexander

3 —

AT =3
A= :ﬂf\\;\
S e
FI ,f 1' ﬁ'f f //*/ h\r?'f;\}\}"f'ﬁy'r":'{“

A4

e — W/
| LTAY) \ ‘l__‘:_"--«-/f f'fa'
) %&:ﬂ)}, Il

IB REM TUNNEL
22 REM BY R.ALEXAND

R . ER 1
3@ REM IPSWICH ]??: :EIT'RN

130 DRAM seR+y,S08-%
140 DRAW £R@+r, S0REY
152 &COL ,RNDETY
10 360 8T 162 r=r-lt'rlatas’51
178 1F ri@ THEN END

188 NEXT theta

158 PLOT &9,CX+X,CY-Y 298 ENDFROC

touch oF tartan
from St A/bans’

|0 REM TARTAN 30 DRAW 900,E0d
99 DRAW 320,800

28 REM by E.Preston o o L.
10 REM 5t.Albans 120 DRAW 302,12
119 FOR Y=200 70 89 STEP 160 BCOLD,RNDIT

140 NEXT
159 FOR 1=308 7O 328 STEP

MODE

;: Ugg 22.1.%1!1&;!1 K |78 NOVE 14,2081 DRAN 1,888
58 MOVE 309,208 128 GLOLR,RNDLT

; 130 NOVE 328,Y:0RAN see,Y 180 NETT

78 DRAW 900,200
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to the newspapers. "I / ;—
Help Martin collect the 11 jewels needed for

her bail by guiding him through a maze of melting J\/

platforms, ice, holes, conveyor belts and invisible

platforms.

In each room is a single jewel. When you have
collected this a door to the next will open. You'd
better be quick though. There's not much time, so
get cracking!

I-Ielp Martin and Mavis
out of their predicament
in M.P. O'DONNELL's
fast moving maze game

MAVIS mole, Martin the manic mole's girlfriend, - J
has been wrongly arrested for leaking documents

“Ure, tests
for keys and o noves

PROCFa 2kes the 4

Mole
Makeg ¢ Jump,
o8 PROCcheck ¢y ° the mole fa)
0 sea if .
AR‘AB e PROCinsrmcg fewey YOU are touching
X%, Y% Coprdinates o s of the mole PROCliygg 'S iNstructions
rdinal® A G 88 if ve,
o oY% 0Old 600 £ the jewel 2 1 you hav joes 1)
o nJ:'I\f% Coordinates © are in PROCInsy = 98t all of yay,
%, m you
The roo collected
faom Number of jenels Cnd for mole
jewels’ Character NUMBEr USSR e mole.
""a‘el:: Old character M4 F?r.llhe mole.
omalBs'ﬂ The character usELd o Mavis
mole’ The ¢! aracter USES T he jewel.
mavis$ s whether you e PROCpaygq P .
: PR auses 1
OCskill_jgyg 2S the game

Wait

t untif
15 for yay g i,

YOU prasg
BUL 3 skill gy

Manic Mole listing

10 REM #& MAKIC MOLE ## §@ REPEAT 188 IF wonI=TRUE PROCtune 240 VDU23,228,0,0,0,14,31
28 REM By M.P.0'Donnell 189 rooek=1:jewelsi=B:1iv  :NODEA:VDU23;8202:8;2;8;:PR  ,119,119,38
38 REM f{c) Electron User  est=JigotonelsFALSE OCwon 258 VDUZ3,227,14,27,39,31
48 DNERROR IF ERR=17 RUN 118 PROCinit 198 IF lostX=TRUE MODE4:V  ,31,14,4,12
ELSE MODE&:REPORT:PRINT* a 120 MODES DU23;8282;2;0;8; :PROCL0st 260 VDU23,228,8,0,112,248
t line ";ERL:END 138 PROCscreen 202 UNTIL® 1238,238, 128,112
58 DIN mole$(4)ivist 148 vous 218 DEFPROCchars 278 VDU23,229,248, 216,220
58 #F1210,8 158 REPEAT 228 VDU23,224,0,8,14,31,1  ,188,248,88, 134, 284
78 PROCchars 16@ PROCplay 19,119,380, 14 288 VDU23,238,.0,0,0,112,2
88 MODE4:VDU23;8202; B; 8; 178 UNTILlost¥=TRUE OR wo 238 VDU23,225,31,27,59,93 -
9;:PROCinstruct n¥%=TRUE (15,26,17,51
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Classroo_m
Computing
on the Electron

To meet the ever-growing demand for educational
programs on the Electron, one of the best-selling
educational packages for the BBC Micro has now been
adapted and enhanced for Electron users.

Classroom Computing on the Electron consists of 15
full-length programs, all specially chosen to combine
educational validity with sheer good fun.

They range in scope from pre-reading to sixth form
maths, and each has been thoroughly tested in the
classroom.

The original BBC Micro version was warmly welcomed by
teachers and parents, and reports that have come in from
all over the country show how well they have proved
themselves, both in the school and at home.

Now, in this new version, you can help turn your Electron
into a valuable learning centre.

15 50 1 5 5 O

| POST TO: Classroom Computing, Electran User,.
68 Chester Road, Hazel Grove, Stockport SK7 5NY, -
L--—---------——--—-—---




15 regrans’

jesigned to stimulate,

sducate and entertain
— both in school

% and at home

' £ S. 95 S

All necessary instructions are contained
within the programs themselves, but mora
delalled descriptions can be found in

The Micro user Education Special.
Qriginally written for the BEC Micro., it
includes complete listings of all the
programs, together with advice on how
they can be adapted to cater for individual
needs.

Twadd: Teaches fiow o add up twa digit numbers, including carry
and is ilustrated with animated graph At various es /n the
addition the child has to tall the Electron what {o do next

Tusub: Covers subtracting two digit numbers where the units
‘won't ga’. The Elecirpn shaws

Tumult: Helps with &
nwnhers — in parti

Calculator: sums at a stroke! We turn your micro's
screen into an easy-to-use calculator.

Table Mountain : Sespite ever-changing fashions in maths

teaching, tables still have to be learned. This program adds a
lively new dimension to what is all too often tedious rote

Gottit!: an intriguing two player word guessing game
packed full of educational potential. Has three levels of
dhifficuliy

Book +
Electron
cassette

House: Gentle, pictorial word, number and colour
recagnition for the very early reader or for those with
learning difficulties

Gallery: Based on a shooting gallery, this typing tutor will
not only have parents, teachers and children touch-typing
with gase — it's fun. too!

Whatnumber? m thinki a number’ is a we

known classroom standby. We taken it much further
this computer version, giv children far more flexibility in
thair strategy.

Bfld?ﬂ Breaker: find the hidden word befora itis tao
late. This is an exciting and novel way 1o reinforce
vocabulary and spelling skills.

Snap: Practice vital pre-reading skills with this letter and
number recognition game. Also helps develop coordination.
Mal‘llpulallun: Thisis a compulsive and thought
provoking maths game. Given the four rules of pumber and
three integers to wark with, how close can you get to the
target number?

Matrices: Takes the calculations out ot matrix
maniputatian, lea the student free to understand the
underlying conc . {To obtain the fullest benefit from this
program see The Micro User Education Special.)

HlddEﬂ Answers: Designet to help primary school
children understand a maths 1ing technigu llad
mapping maths. It explore: ieas ot Mmapping with the
use of simple number bor

Curvefit: prawinglin
program will find applications from tk
sixth form

points, this
& infants’ class to t




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

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

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

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

Ever imagined yourself as another Seb
Coe? Then try to run against the world
record holder at 1500 metres. And if that
distance is too much for you then there's
always the 100, 200, 400 and B0OD metres
to have a go at.

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

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

And the pole vault takes the event to
new heights!

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

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

Also available from WH Smith
and all arh.gr leading stores

Play Micro Olympics '
— and let your fingers
do the running!

i 0

\ Send for it today

Plaase send me copy/copies of
Micro Qdympics
1 | enclose cheque made peyable 10
Database Pubbications Ltd.
far £
| wish 1o pay by
O Access O Visa Mo

L BAC'E cassetie £585
1 Electron cassette £6.95
O BBC 40-track disc £7.95
[l BBC 80-trackdise  £7.95
Plaage tick box.

Exipiry date.

Signed

Name.

Address

Post to: Miceo Otymaics offer, Database Publications.
@8 Chester Roac, Hazel Grove, Stockport SK7 BNY

J
4
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Manic Mole listing

From Page 33

VDUZ3,235.8,20,42. 117 235
\87,42,20,8 £
348 VD !

L

158 VOUTT, 277,055,355, 182 ce

5.45.0,2
458 YOUZ3, 20
4.8.0.2
459 ENVELOPES, Y, a
4, 4 125,0.8,
@ ENVELD! :..E‘S.SQ.S.ZG
3 <u€ 8.2,8,2.2,
480 aolef!(|i=CHREZ24+CHRS
B+CHRE1D4L]
499 poles(
B+CHRE {2+

T8, 12,48, 16,

295.293,B5,230,17453;

TAB118, 5!

4[® solet=3ronclel=nolel
£70 stegl=l:facingl=2
538 lostZ=FALSE:woni=FALS

£49 jueping¥=FALSE
630 fallinoi=FALSE
540 ¥1lle
878 highe
568 timel=Td2t7lach=0
598 ENDPROC

0@ DEFPROC
71 1F roan

5, 205,85, 170,88,

130-IF

VRUA:CLS

COLOUR2: PRINTTAG!

358 "F[HT E3 8.5

T:PRINTTABIPYL, Siraof§: HE

S0 sole§ (3 =CHREI2E4CHRE T
H+CHRS {@+CHRE22S 372 FORPL=a TO 3R:FRINTTA
S{E molef!di=rHREIIR BIB,PLifloor by TRELIS,P
B+CHRS1B+LHRE2T arStHELT

510 floor$=CHREDZZ
530 roof§=CHREIT
S4R wordF=CHREZTICHRETTE

558 jewsl§=CHREZ ]
SEQ mavisS=CHRE2IS4CHRELD
+CHR$8+CHREZIY ]

578 ENDPROC
SHB DEFPROCinit
550 Ui=s4:¥n={l8

408 QXi=tL:0YEsYR 1

880 IF rooat=! RESTORE21Z

299 IF roosi=2 RE215
0@ IF roomi=] RESTOREZ1S

918 IF rooai=4 RESTORE21R

928 IF roaal=5 RESTO

228

330 IF roonts
v
240 1F ¢
2
30 IF roc
?

§70. IF roont=10 RESTOREDI

i RESTOREZD

1058
1050 GEOLI.2:MIVERL, 128:FR
INTuolef (1}

1070 IF roead=? VIULS,
g.e.2
1080 1
PRINT
94
B.:

IF gotonel
TARLIS,28)" *;7AB1IG,1
\VDUS: MOVEL 100, 58:6COL
1iNTword$

1958 ENDPROC
1102 DEFPROCGEay
118 ri=d

1128 TF INKEY!-
%€

56! FROCpau

04 lagl=flagiels IF flaa
t=skillY fla
L14@ IF tiaei>S04 GCOLD,T
HD‘E».ne“,?ﬂE.DH.HElnel,?lh
£5F flaghs! tisehetinei-2: 1
F tinal=504 killedf=TRUE
1150 IF Jivesi=d lost¥=TRU
E:ENDPROC
ied 01i=K2:0v2=¥)

1178 oaclel=apiel

1180 IF ¥iibd killied2=TRUE
:G“TU’?:U
1198 IF juspinoi=TRUE AND
:a::ze =FALSE PROCchech:GOT
1396

1280 IF juapinoR=TRUE AND
gatoneX=TARUE 5070 1392

1212 [F fallingf=TRUE AND
ootoned=FALSE PROCCheck:GOT
Ji4en

1220 [F fallingh=TRUE AND
gztoned=TRUE GOTO148E

IF kitledi=TRUE 1ives

*=livesi-1:PROChana: PROCL iV

]

- -
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Manic Mole listing

From Page 37

es

1240 [F POINT(RX+32.V1-T@)
=§ fallingX=TRUE

1258 IF Yi:138:IF ropal=4
MOVEXY, Yi-48:6C0LQ, B: PRINTC
HR$234

1248 IF (roomi=5 DR roomi=
71 AND Xirad AND X¥<1BBE X%
=X1+HY1G0TO1 299

1278 Mi=

1288 IF rooaX=11 AND X%¢1D
B8 KX=XU+1a:Mt=toir =l faci
agl=

1298 IF INKEY{-981 AND 1%
&4 YE=X7-SL:M%=-18:facingls
lesteph=stephelsIF stepd=3
stepl=1

1308 IF INKEY(-87) AND X%(
1088 Xi=f2+3%ME=1t facingt
slstepl=stepl+lsIF stepl=]

steph=!

1318 IF roosi=12 AND 1X)=8
15 AND YR3=735 wona=TRUESFR
DCcage: ENDPROC

1328 IF NA<OR AND roon’’i5

AND rooadi(}7 AND ri{31 50U
ND1, 1, Yar4, 0

1338 IF X3)=1088 AND Yi=i2
8 AND qotonel=TRUE AND roce
102 roosk=rooek+iiPROC ni
tigotonel=FALSE:PROCECr een
ENDPROC

1740 IF IMKEY{-1) juspingX
=TRUE: =Y

1158 IF step¥=2 AND facing
=1 nolel=l

1388 IF stegi=! AND facing
=l nalei=2

378 IF step¥=2 AND facing
#=2 solel=4

1388 IF stepli=l AND facing
#=2 molel=l

1390 IF juspingi=TRUE fall
1ngi=FALSE:PROC juap

1480 IF fallingZ=TRUE jusp
inaR=FALSELPROCIa]]

1410 BCOLT, 2: HOVEDXY DY1:P
RINTaclef (osalel}

1420 MOVEXY,Yi:FRINTaolef(
moieh!

1430 ENDPRIC

144@ DEFPROC junp

1450 IF Yil=oyi495 OR POIN
TII32.V0420=] OR Yhr=B14
highest}=TRYE: IF rocat=g VD

uts,1,1.0,0,0

{46 IF highesti=FALSE Yi=
1132

1478 IF POINT{X1432,V1-78}
=] highestX=TRUE

1488 IF POINT(X%#32,¥%-T0
=l jumpingX=FALSE:highest=
FALSE:IF rooaf=8 VDUI9,1,0,
8,0.2

1492 IF highest%=TRUE Yi=Y
i-1h

1508 SOUND1, 1, Yi/4,1

1518 IF XL0&4 AND X7¢lR82
=)

1528 IF XX=1152 AND Yi=128
roart=rooel+ ] PROCscreen: P
ADCinit

1530 ENDFROC

1348 DEFPROCFal]

1550 SOUNDI, 1, Y2048

1568 Yi=Y¥

1578 IF POINT(X%e32,Yi-TR
=] fallingl=FALSE

1580 ENDPROC

1590 DEFPROCcheck

1680 IF XX+320=jxd AND KX+
J20=jxlend AND YH-53(=3yi-3
2 AND YOi=jyh jewelsi=jewel
st sB0OLT, 2:NBVE XY, JyR: PR
INTjewel$:gotonet=TRUE: VDU4
sCOLDURZ:PRINTTAR(Z, 3¢ Jewe
Is¥sindi=-2080:50UND1. 2,50 .4:
PRINTTAB(18,28)" “iTABI18,2
91* -y UDus

1618 IF goton RUE MOVEL
180, 50:5C0L0, 4%: PRINTNordf

1628 ENDPROC

1630 DEFPROCInstruct

1640 VOULY, X, E.0,0,0:PRINT
TABIIZ, 1} "MANIC NOLE'®

1538 FRINT '“Mavis mole,you
r girlfriend,has been" " “wr
ongly arrested for leaking
documents®" ""to a3 paper.H
p Mertin the manic sole"’
collect 11 jewele fgr her b

ail.!
1668 PRINT ** ¥ vou have
the jewel,go throuch the™"'
*door on the right of the s
creen and you''"will come
out in another roce.”

1678 PRINT "2 ,..ivv LEFT
BUENE yween RIBHT®' " "SHIFT
v PSR L PAUEE®

"R ssaens RESUME"
1680 PRINTTAE(1S,29) *Pres:
SPACE"tREPEATUNTILBET=32:C

{:}

1598 PRINT ‘' *SCREENS*:COLD
URLIPRINT“* 1 = The Quest
begins""'" 2 = The Hottosle
58 Pit"''* 3 = The leppssit
le Screen? """ 4 = The Melt
ing Girder"'"* 5 = The Frid
e Part {"*

1780 PRINT® & = The Snake®
"7 = The Fridge Part 2"
** B = The Disappearing Scr
een® """ ¢ = The Invisible §
creen®" 18 = The Trap®''“|
1 = Conveyor Corner™''"i2 =

The Prison*

1710 PRINTTAE{15,29) "Press

SPACE":REPEATUNTILEBET=32:C
LS

1728 FRINT"*"Nhile the ganm
¢ is paused you can turn®"’
“the sound on/off by press
{1h bl AT 1| Lbaie ok
OFF"

1730 PRINT' *;5PCI8) ;i "Enter

skill lavel 1-5"'""The low
er the skill level the slow
er the' SPCi9):"time limit
qoes down. ":REPEAT skilli=6
ET-48:UNTILskil1Z)B AND ski
MR kil isT-skill

1748 ENDPROC

1758 DEFPROCI | ves

1748 1F lives)=@ ENDPROC

1770 PROCscreen:PROCInitiE
NOPROL

1788 DEFPROCIost

1798 VDUL9.3,6.8,0,2:PRINT
TRBU1Z, 11 *Bad Luck!"""*"¥au

didn'd free Mavis but you
redched"”""screen "jrooal;”
. “iPROCtune2:FRINT ' 'SPLIS
i"Frees -3 to play again"y
PROCskill_level:ENDPROC

180@ DEFPROCHang:gqi=té:ul=
4B:FORP=4T07; SOUNTR, -15,F,3
tNEXT: TH=R:600LT, 2

1818 MOVEQKY,OYL:PRINTuGlE
$(omal ek AT=10 BR=Y
1D3=YREL= R Fl=Y Y6
=YTIREPEAT TE=TX+1:A%=AL-o
1BE=BT+ut: CY=Cheqlt Di=
sER=EN-(q¥ed} 1 FL=Fi+{
BY=BY+ (ghe2) 1HL=HA+ (uis2)

1820 MOVEAY, B2:BCOL3, 2: VDU
244 MOVECE , D% VDU247: MOVEET
JFLIVDUZ4b: HOVERY , WX VDLZ4S

1838 MOVEAY,BY:GCOLS,2:VRU
2045 ROVECY,, D1 VDUZ4T : HOVEEY

WP VIU245: NOVERT  HY: VOU24S
tu=ul-b1UNTILTE=2

1842 ENDPROC

1858 DEFPROCcage

1850 u¥=4708:GC0L3, |:REPERT
+FORPYX=920 T0 1880 STEP 22:
PLOTAT, PL, uds NEXT uli=ul+8: U
NTILuR =784

1872 MOVERLR,764:DRANIREE,
T&4: MOVERS, To8: VOUZAZ:ENDF
ROC

1888 DEFPROCwon

1870 VDULR,3.6,8,8,8:FRINT
TAB{12,1) "Hell Done!'"'"SFC
{81 "You have freed Navis ao
Ie."* '"SPCI5)} "Press 1-3 to
play apain®:PROCSkill level
:ENDPROC

1988 DEFPROCtune:RESTORELT
a

1918 REPEATREAD D%.FX:S0UN
01,-15,04,PL: 50UNDL, B, B, B:
NTILD?=72 AND P%=3

1928 DATAT2,4,72,4,80,2,52
,2,88,2,80,2,180,4,180,4,12
0,2,108,2,86,2,92,2,60,4,80
4B0,2,92,2,88,2,88,2,72,2
120,2,116,2,188,2,180,2,92
va,88,2,80,2,72,4,72,4,80,2
+92,2,88,2,60.2,100,4, 108,14
.100,2,108,2,88,2,52.2,80.4
130, 4.08,2,%2,2,88,2

1538 DATA 62,2,72.2,100.1,
40,2.88,2,12.3

1348 ENDPROC

1950 DEFPROCtuneZ:RESTORE
1980

1960 FORP=1 TO 33:READ D,
PY¥:SOUNDS,-15,0%,PY

197@ SOUNT1,8,0,8:NEXT
1760 DATALGE, T, 100, 12,88,1
92.3,108,7.108,12,B8,3.52,
I106, 3,108, 3, 116,25, 1083,
20,3 118, 20028, 3, 1203 036,
16,128,3,020.3,116.3,128.3,
120,7,108,7,108,2, 1183, 108
15,92,7,08, 14,92, 3,108,310
8,5,188.7 92.3.00,3.0e
9512:3:88,3:72.16
1599 ENDPROC

7020 DEFPROCTause
2018 REPERT

2020 IF INKEY{-B2} %
2070 IF INKEY(-17) wi
p4e IF HEW sFr2le.2
2058 IF vi=7 THEN #FEZi@,|
2868 UNTILBET$="R"

2070 ENDPROC

a

38 ELECTRON USER July 1885



2080 DEFPROC=kilL level
289 REPEATH=BET-48:UNTILE
8 AND 64

2100 skill¥=7-6

7118 ENDPROC

7129 REM DATA FOR SCREENS

2130 DATASY, BRR,1,3,3,6.0,
13.8,0,13,7,8,5,9.1,1,18,1,
118,18, 18,1, 16,18,1,6.11,
8,13,11,0,7,12,8,11,12,4.3,
1387 B2t in
By 0401, 9014, 0.7, 15,8, 18,15,
8,714, 8,18,16:0,1,17.2,7:1
e A R TR EN BN R R
:.15 0,3 19.8.3,23.1

40 DATAS.19.8,3.24.8, 1

298 E..B 18,1

=4 784,1,3.1, 6.8,
8,1.7,8.68,7.8.12

.{.ll.ll.I.E.lE.E‘

Jalali 14,8, 1,16,

9|4.!.B.l]
182,10
¥ : Prrain el
L1 5.107.0. 812,801
STr e L PR R R R R
4,05, 14,2, 101483, 15,845
+15:8,9.15,2,15.15, 2118, @
Sl T

217@ DATAS
3.8.5,18.8 i
985 1701517 a 1,28,
o089,

1,

B TR T 28 8
G35, 25580,05 £
5.8,1.28.0,5.24.8,7
2180 DATA 11.26,2,15.28,3,
2748728 B.*.??.i 1a
19 28,141, b
8,10,70,8,12,30,6.1,30,8
2192 DATA 192.0908,5,3.3.1!
B8 13008, 19,310 %
t6.0,0,17,8,1,18,8,1.19:3,8
JHT L 23,8, 22,
12,25,0,18,27,0,16,27,1,3.2
9,12,3,38,1,8,30,1,47.30,1,

1,38,

B,
L

1
"
e

o,
8,

2208 DATA b4,286,7,6,5,18,
§.12,108,1,5,12,4,11,12,8,5,
14,3,10,14,1,5,16,2,9, 15,3,
;.IE.-u 48,2,5,20,1.8,28,7
Va1 00¢2.8,22,8,3,20,8,5,24,
8,704, 1,1,26,8,5,26,2,2.28
,0,5,28,1,1,70,3,16.30,2, 14
JEZL 2GS 2, 4
el AT 18,08

2210 DATAL4,19.8,14,28.8,!
7,27,801,30,0

2700 DATAZS4,B32.4,1.7.8.1
3T 201,808, 1 8,101
AL 8,301,807 13, 0. 1

W12, 0:15013:0,2: 159,56, 15,8
FUALN L LM F b |
T80, 17,0,15,17,8,2,19,8,
6,19,8,10,19,8,14,15.2,3,21
A e o 1 v B B i B e
(23,005,239, 10,230
2230 DATA 14,23.8,3.25,0.7
(29,0,11,25,0,15,25.8.2
2,6:27,8.10,27 814,27, ﬁ,”,
25,0, 14,29, 1, 16,30, 2, 14,27
a8
1240 DATARI92,482,7,6,2,8,1
58,1110, 0, 5,18, 0,12,18
€.8.5, 11,1, 42,00,0,0
B % P (N Rt e bR

"‘3.' 14,851
1.4 G.J.la.

caol ‘;TF] 18,85, 18,8, 13,
18017 18,005, 498,153,198
220,15, 20,0130, 15,2
% ].J._..E 1321,
B el 8 s

4.22,8,8

oA bt 1
15,24,1.3,25,8,13,25,8
5:26,0013,25,0017.2

,lI.]ﬂ.ﬂ....é.B._. ..1..1,1
ey Bl pl2, Bedal 2 oLl T Re
B150 103015, 0, 0 18,307 15y
LA 17, 8.8,17,0,5,18,1,7,18
reri bR LR S B T e
#.2,9,20,8,5,21,0,7.21.8,9,
17,21,8,3,22.3

2280 DATAS,22,8,7,22.8.17,
22,8.5,23,2,13,23,2.2, 24,8,
824,08, 1E,24,8,5,25,0,16,25
1 26,0,13,26,0,16,26,0,5

0,2,

ieta bbb 275 17,28, 8,7, 2650
9 1 0 T i L s ) O
B,17.1.30,0
2090 DATH 64,758,4,7,4.4.0
P LI R
LTl e R4 0.8.8,0.1
280, 18:8,0,459,0,809 8,10,
oo Lota, 9.0, 10, 1L B BB
1 Bl B SRR O - Y A
A R 13- S B L P B B
18.8,17 ..]4.1..ﬂ S 14,0, 14
B 1,158, 5,0
2700 DATAIA, 15,2

J.E.lc.ua.g 4 ]
ST 18, 00.5,2
20,0, 18,25,0,12,25.8,
25, 0,1,25,8, B‘. 8,:8, 26
R lh2h,0,8,27,8

0155 ':.9
2330 TATALS, 15,0

5.21,0,14,24,0,13,25,8,0,25

8,17.28.,8,!

B 10,131, 1,30.0
2340 DATARY,768,4,3,7.9.8,
Lol A, 04, 12,0,8, 12,1

S b b B L B

T.1 805,011,130, 14,13,
3.3.!? . 1‘ "?.lF i

. .‘l’ 8,12 ]

9.4 l..l.z .!E.B.?.EE.H.i

(e el B8 el )
2350 DATAIS.28,0,17,25,8.8

AT BT R10027.9,5,28,2
T 28 13028 106 29,6, 8,230
1 8130, 1 18,30, 1,17
810,102
1388 EHTﬁ 120, -lﬂ? N

4.8,1,27,8,2,29
L 29.08,8.28,8,8.3

@ DATA10,28,1,12,28,1,1
4,22,7,14,28,4,7.17,0,5,18,
10,191, 7.19,8,9,19, 14,2
10 728,0,9,08, 1,4, 20, 8442
123,604,201,
252,528, 1,8
25, 1,6,200, 11,14, 1,1,38,0

This listing is included in
this month’s cassette
tape offer. See order
form on Page 61,

July 1885 E
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Save yourself the chore of typing in listings by sending

for our monthly tapes, packed with games, utilities, graphics

and other programs from the pages of Electron User.

O tha July 1385
MANIC MOLE \"acl‘mc vodn
At HIGHER OR I.OWEH

/:II-<.| 1Nr M-’CODE

GﬁAPHICS Twen demonsirations,

f 08 on call, PIRATE

fun. NOTEBOOK
=

Password Geny

the Jume 'Sty

an
AUASIMODO Bt
DISASSEMBLER 1
utiity. ACTIVITIES E
REELECT Aggrossiur 2o
GINE Anzmaiioe, DOOGE Aaco

THRI

'IL E M: o C‘l al
TEBOOK Tr

On the May 1985 tape
SKRAMELE! Comau
action, SHEEPNIM T
RITER Sorears utility. L
assic. CEDRIC

hics. MOONORBIT

LAZON Heraidic
FI.DWEHS A Bawe:

NOTEBDOK Annciats

nctiom
FORTUNE T
CO\.LIEION )E'EC‘IIO
ang rars. HILO Guessing game.
NOTEBOOK Haullo 10 sssembler.

On the March 1955 tape:
MR. FREEZE Ice cube arcacte
aztian sanzuDuMF Twi

8 Fying
00K Displey

Elaziron Ueer

40 ELECTRON USER July 1986

the pages O
ver T e 2

e ]
Use the order form on Page 6

OUNCY Addictively
AIRS Car viw

. xndec
wtidity. CA'ICK!R E:Ie t I' equs
bufore they bresk. CLOCK

ke

ty. RACER Gr
TEBOOK Graphics
clives lﬁm Al e ars
On the Janwary 1935 tape:
SFACE BJ\I'I'I.E D~slm~' the :eam\r
e W YEAR A

3 J »m.
ESCARE FROM SCARGOV
MEAishwelor. PIE CHART

Sort out the m e SNAP -I.l h
The Kmgs Du.t..lr:s HECO\I' 1
i T

AT m i
and grows NOI’EBOOK Simple
siring harsiling

e Movember T

TR HEYBOAHD
-vr,-q: g.n-.-
On the October 1984 tapo:
BREAKFREE Classic arcade ac
ALPHASWAP 4 logic gama

#in. SOUNI
ATOR Tame the Elsciro
saund chiarets
MULTICHARACTER
GENERATOR Compiex chamcran

r. moT
Palindrames and string haneling

On the Septamber 1984 tape,
HAUNTED HOUSE Amads acto
In thee 4 A

game foe non-gw
SHOWS Fow o

work. SORT TIME Ti
fake. CLASSROOM mw\ozns
Mutticaloursd o v

Ei
CKOUT Bour
wells. PARACHU

YLYING FIGS 42
On the July 1984
LF

CHART}S g
FORMULAE Atsas, yolusres s
argles
On the June 19684 &
MONEY MAZE &
et the casn. COI

See littta groan ma
vy | SETUP Coba
s withoul bears.
CRYSTALS Beautiful gragaics
LASER SHOOT OUT in
norgelnciic

SMILER -ls L

On the Moy 1583 tape.

RALLY DRIVER High

cantol BPACE PODS K

to anmihilase. CODER Secrot

Messages. I'l 'c simple. FRUIT
CHI

llery

CHASER #-»ul: your apgones
TIC-TAC- TOE Elu. ron
RON

and cro
nnnuaH'lsM.Mt s
RN Masterplaces

On the April 1964
SP}\CENII(E hapgirg
RIE

5
CHESSYIM!H Clock your maves
hS'lEl'lDID Sum.l: oid,
LIMERIC!
ROMAN M. bet
way BUNNYBLITZ
progrant. DOGDUCK T
tngln gam

On the March 1984 tape:
:HICKEN Let szI'cu:rDus rvers
LE

game from Dow
PER!L Parky's

b fun| PAl PEH
ECISSURS S‘(ONE Dt guess
vour Eln( ren, CHARACTER
GENERATOR Cresle shapes with

s Lty
On the February 15934 tape:

al i
cALr.uunnu .um ¥
o calul LIES M,
patterns :Irm: TOWEHE oF
HANOI %|":‘ 29 old pusclz. LUNAR

it your Sl as
LA POSITRON INVADERS
A varglan of tha old preads tvorite.

On the introductory
ANAGRAM Son oul e
ktters. DOODLE aly
araphics. EUROMAP Tast vo
geagrapty. KALEIDOSCOPE
loetron graphics run riot
CAPITALS New upper case lettars
ﬁOcl(El \'I'ﬂ!lL. CANDI.E In:nr
kS Grogras MBER O K

: .
Pl animatios
Coflissans in space




- GENERATOR i

PROGRAM EX PLANATION

10-30 REMs to rtall vou what the program is
called, wha wrote it and a line to switch off

asking you again,
By the time the program gets this far, —
resultd must holg one of the letters YyNn, 1
s N or n the loop goes round again
producing another Password, otherwise it __
ends.

190 Displays your chosen password,

| — the flashing cursor e
40 Se:ts up the .slr!ng vslr.iable possibies. In 18 REM Passuord generata
this case |'ve just used it Lo store the upper r
- case letters of the alphabet, You might —————— -
o B or- R
Want 1o set up your own range of letters 1o ,ﬂ IEF If“or Rober te
faol amateur cryptographers, 0 Vo <3, 10;0;0:0;
50,60 Ask you how long the password s to be —— ; Ll fossibles="aerneraus g
and puts the result in number. The next line ﬂ:‘s:;’;f FLMNGRCRS TUNY Y2
is a.mug'.rap making sure that You can’t sefacted fum 58 INeUT * uaber of 18tk
—  Putin values that are less than One or go ———= grs in et o
over 10 letters. If this happens the program A worgt, r"“'“"
goes back to the previous line, 68 IF nuaber:1p g Aube Mugteap A02
70-180 Form the major REPEAT , | UNTIL ioop of = r{l THEN PRINT "Twit*;80T0
— the program. This §0es round and raynd, il Wl string mil
oroducing & different password gach time, o 0 REPER i asen) il
et s . -B REPEAT 4
until its told that you're satisfied with the - 88 wicds tsadly siore fotters
== password i3
80 The string variable word$, which is later 10 0 FOR cycies 170 nusbe
be used to store the lstters of the
fot— password, is set to tha nyll st.r!ng at the Cycles o ihintF-'NTfR.'Jﬂ(LEpr:.
beginning of the loop. Leave this line aut wnéel you're ssiblesi
and see what happeans Satistied f =
L 90-120 Make up a loop which cycles once for each - g = 'h'lm ﬂﬂfﬂi—uuf‘difﬂlﬂi lposs
letter of the password. Each fime round the 1 -f*.:hince, 1
loop a lettar is s8n and added to words, 128 NEXT Lycle
— 100 Al this formidable line does IStopicka— 138 PRINT words - ——
random whola number lying betwean 1 149 PRINT 5
5 il ' D ¥ou want th
a:: rl;e length of possible$ and stare it in O is ward? oy
chance, _ i — —
T 110 The MIDS function uses chance 1o pick one 132 resul L$=EETS
letter out of possibied. It then adds this to 152 IF fﬂsm-"hﬂn'.nsu}
the end of word$, In this way word$ is . tEl=g eRINT "Twit*16070 143
= made up of a random selection of letters 178 s
N possibles, 130 UNT T Er T
lay the password generated and ask if Hf}’)i’ 1L INsTRy THaresy e pre
vou like it prompting a single letter reply, = 2 .
150 Uses GETS 1o store the reply in resuits 150 PRINT “Your passyorg
160 Another mugtrap. It uses INSTR to check o is "words
=2 whather results is one of the four letters B 7
YyNr. If not, the GOTG has the program L

L

RECENTLY, and much
against my will as it means
~ using a BBC Micro, the firm

gave me a mailbox on
Telecom Gold.

“"What's your Password
going to be?"’ they asked.
And my mind went blank.

it's not easy picking a ————
password that can be
remembered and that no

my problem to my micro
and the result was this
Password Generator.




LIFE’'s not easy for Derek.
He was quite happily sail-
ing along on the §5 Data-
base when he was attacked
by Captain Pinkbeard, of
the pirate ship Redwood.

Derek’'s crew were
taken prisoner and all his
treasure became the
pirate’s booty.

That night Captain
Pinkbeard and his buc-
caneers got drunk to cele-
brate their victory. And for
entertainment they
decided to test out Derek's
mathematical abilities.

They'd ask him some
questions and, if he got

them right, his ship, crew
and treasure would be

returned,

But if he got five or more
wrong he'd have to walk
the plank and feed the
sharks.

This is whare you, as
Derek, come on the scene.
Get the answers wrong and
he'll go for a sharky swim.
But answer them correctly
and he could live to be B80!

Jason Cann

i
TRREN ¢
+

FEEEEEE
L]
18RONERRORRUN
110%F 1200 1

138MODES
{48PROCgr aphics
158PROCstart
168MODE2
{78PROCcurs

| 1B@PROCsetup

| 190PROCprintman

1BREN  EeRERERREEEEREE

PIRATE MAT

BBC/ELECTR

R
20REM  ®
$
JBREM & (C)ELECTRON
USER #
4BREN ¥
BB, #
SBREM  #
ON. &

GBREN  # 1985

BBREN  sdsesssepssesss

1204KEY18"OLDIN RUNIN®

2B@0ONS1G0UB1 480, 1638,17%

8,1950

218CLS

228PR0Cend

23RRUN

JABEF R EREEIREEEE

Z5QDEFPROCsEtuUp

258COLOURTY

278PRINTTAB(4,31) "PLERSE
WAIT";

280VDUS

298AL=TE6: V=01 BT=480:F1=R
1testi=@

JP8FDRMA=1TO7:VOULS, NT, B;
By s NEXT

J1ReFX19

I2eeCoLe, !

I3OMOVESZ, 488

J4BMOVET92, 480

J5EPLOTEL, 0, 402

J4EMOVE43E, 408

JTBHOVE43R, BED

J8QPLOTS!, 380, -400

3986COLE, &

4BQMOVE4RE, 450:PLOT1 8,55
B:MOVE414,458: PLOT1, @, 55816
COLA, J:MOVE424, [ BO8; DRANSEE
1 1008: DRANSDE, 764 DRANEZS, 7
&4

A1BGCOLR, 1:MOVESTR, 730: VD
uz40

4206C0LD, T MOVE4ZZ, 1BER:V
Duzz4

4306C0LE, 5

44BMOVES2, 450: NOVE232, 300
IPLOTEL B, 150

45EMOVES2, 450: DRANE, 470

A5DMOVET3E, 45@: NOVESTE, 45
81PLOTBI,@,-150

A7BMOVET3E, 458: DRANLDRE, 4
J8:NOVE738, 4451 DRAK1DE, 444

ABOMOVEZ3Z, 3001 MOVEZI2, 45
B:PLOTBI, 346,08

490MOVEZ3Z, 30@: NOVES98, 45
B:PLOTAL, 0, ~150

SRQGCOLR, b:MOVEL 140, 337:V
DU231,232: MOVEL 140, 3481 VDUZ
29,230

S1BGCOLD, 1:MOVEL 140, 368: V
DU233tMOVEL 148,337 VDUZ34

S20ECOLY, 4:MOVELZR0, 348: V
U235

SIBBCOLD, 4:A$=STRINGS (20,
CHR$225) : NOVER, 325: PRINTAS

SABFORYY=160T065RETEPTR: N
OVEXX,430:6C0L, 11 VDU236:6C
OLE, 7:MOVEXY, A38: VDUZ3726C0

L@, @:MOVEKY , 425 VDU23B: NEXT
SS8ECOLE, 1 :FORNX=B4TO73ES
TEPAB:NOVENX? , 488: VDU239: NEX
T
56BECOLO, 7: MOVELEE, 450:VD
U242: NOVEBE , 428: VU241
5786C0LE 4
SBEMOVER, B: HOVEL279, 8:PLO
181,0,292
SPBMOVER, | :MOVED, 292: PLOT
81,127%,8
580VDU4: COLOUR132: COLOURT
1VDU28,1,39,18,25: (LS
BLB#FI1T
S28FORNX=1TO7: VOULT, N N2
10 HHERT
S38VD0U7
S4BENDFROC
ASMRraeREReREsEEIEE
GEBDEFPROCgraphics
b78PROCcurs
5B@VDUZS,224,129,126,90,9
B,126,24,90,129
S98VDUZT,225,0,0,24, 60,12
b,25%5,235,293
T8RvDU23, 224,255,255, 255,
255,255,255, 255, 255
TIRVDUZ3,227,0,48, 241,11,
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VARIABLES

on of man
i?:é:wwng characlar Eithe!
Level.
Type of uuesnon
Number of qucsllon
New seed for RMD.
p% Holds the answer.

rOor—"1

game g
G Overfays o \,p"””s
ng Dergy

2. ha rldfess
1S the g

ﬂ' Hects
ENMterad for 51

!9{
5 o:ha rhan r.vumbers

7.5,1,8

720VDU23,228,8, 126,252, 24
8,224,248, 248, 3

TIRVDU23,229,48, 124,127
3,63,31,31,15

TABVDU23,238,0,8, 8, 128,19
2,9,176,88

T50VDUZ3, 201,15,7,7,3,127
,127,62,31

T6BVDUZ3, 232,248, 252,252,
254,190,118, 223,191

770V0UZ3,233,0, 8,8, 44,0,3
2,0,

788VDU23,234,0,8,8,84,0,0

8.8

T9@VDU23,235,0,0,2,8,0,12
B,64,32

BRVDU23,234,255,129,129,
129,129,129,129,235

B1BYVDUZ3,237,8,0,24, 36,36
(24,0,8

BIBVDU23, 238,126,182,%0,9
B,182,126,0,8

838vDU23,239,0,0,0,0,255,
129,255,129

BABVDUZ3, 240,253, 255,235,
255,255,126, 68,24

BSRVDUZS, 241,16,16,16, 16,

146,145,124, 16

BbBVDU23, 242,0, 16, 48,401
b, 16,168,156

B78VDUZS, 243,0,112, 120,11
2,32,0,32,32

BB@VDUZ3,244,32,32,0,0,8,
80,48

898VDU23,245,0,0,8,8,0,11
2,112,112

9BOVDUZ3, 246,112,112,0,8,
g,0,8,0

10VDUZ3,247,8,8,32,32,32
132,32,8

920VDU23, 248, 112,56, 96,44
18,8,0,2

930VDU23,249,0,8,60,0,0,0
8,8

94BVDU23,250,2,2,2,0,0,0,
B8

730VDUZ3,251,16,16,8,254,
254,0, 16,18

F4BENDPROC

FTReERERERERERRREHE

9BBDEFPROCPrintean

F90VDUS

1RBBNOVEAR , BYX1GLOLE, 42 VDU2
AbIMOVEAL, BX+33: VDU245
1D1BMOVEAY, BY:6COLA, 2:VDU2

L)
1B28MOVEAY , BL:BCOLR, 31 VDU2
L}
1BIBNOVERT ,BX+33: VOU243
1B4ONOVEAT, BY+I31BC0LE, 15V
U248
1BSRIFV=1MOVEAT ,BYX: BCOLA, 2
1 YOUZ491 BCOLR, 3: MOVEAX, BXsV
DU258: FORM=1TO1@B: NEXT
Lasavous
107BENDPROC
UL
1R9RDEFPROCde] etenan
1188V0U3
11!1IHDVEﬁi.lIIGCUL|.Il”ﬂUR
&

1128MOVEAL, Y4331 VU226
1130VDU4

114RENDPROC

| 15BesREEHEERERIRER
114BDEFPROCStart
1I78VDU19,3,3; 8
1188PROCcurs
1198COLOUR1
L208PRINT "
5'
1218C0LOUR2
1228PRINT' “*Help Fred answ

PIRATE MATH

er all*

1ZIBPRINT"the questions. E
ach*

{240PRINT '*time he doesn't
say"

| 258PRINT ‘ "the correct ans
wer®

126BPRINT *he will have to
walk”

L270PRINT"one step nearer
to*

128BPRINT"*the end of the
plank®

1298FRINT®and the hungry s
hark”

13BBPRINT"in the water.”
I31RCOLOURY PRINT "  BY
JASON CANN®

1328COLOURT
1338PRINTTAB (B, 26) *WHAT LE
VEL (I-51 7"
I4BPRINTTAB(D, 300" 1=EAS
Y , S=HARD"

1358V0U7

13684F 121, 0

1370LL=6ET
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Pirate Maths listing

From Page 43

138RIFLYCA90RLYYSITHENLSTE

1398L1=L1-48

148BCLS: PRINT 'SP (6) "LEVEL

*{LY:FORNY=1T04: COLDURY :RE
ADS:PRINTTAR (8, NE#1;* ("N
;%) 1 COLOUR2: PRINTTAB (4, N1
£6) ; AS2NENT

H41BVIU7

14209F321, 8

143854=BET: IFS490RE1)52T
HEN1438

144851=51-48

145RDATAMULTIPLYING TEST,D
IVISION TEST,ADDING TEST,SU
BTRACTING TEST

1458ENDPROC

147Rsss iR asaRIREE
14BBFORXY=1T01R

1498RANDX=RND (~TINE)
LSORN1Z=INT (RND [L1%8) ) :N2}
=INT(RND (L#81)

ISIB:CLEPRINT® WHAT 18"

1520PRINTsPRINTI NG} *
N2

15304F121,8

1SARINPUTTAB (18,2} 1

1558PROCtest
15681Ftest1=1THENIS1R

15780%=VALY#: PA=NL TeN2L: IF
D%=PIPROCright ELSEPROCWron
QiPRINT'® WR O NE " “1PRI
NTINDL "« “N2G* = %P

.
Lol

15884FX21,@
1398WATT=INKEY {388}
16BENERT
161BRETURN
167BEREEREEERERRERE
1538FORXE=1TO1R
164BRANDL=RND {~TIME}
16BN A=INT (RND (4. 4%LY) ) <N
20=INT(RND (4, 43L%))
1668P1=N1TAN2Y
1678:CLS:PRINT" WHAT 18"
16BBPRINTIPRINT;PZ; " "3CH
REI251)5" "jN2%;® = %
16984F 21,2
I78RINPUTTAB(1B,2) X$
1718PROCtest
17281F testi=1THEN1670
17380%=VALX$1 IFOX=N13PROCT
ight ELSEPROCWrong:PRINT'®
WRONE " “tPRINT;PY;" *
1CHRS(2510;" “iN2L;" = %
NI

I7404F 121, 0
175BWAIT=1NRKEY (Ja8)
1 T6BNEXT
17TRRETURN
|7BRERERERERRESRERE
L799FORYR=1T0L8
{BABRANDY=RND (-TIME)
1B1BNIY=INT (RND IL2#4)8LE) 1
H23=INT(RND (LX#6) #LY
1B2BPR=N11+N2%
1830:CLS:PRINT  WHAT 18"
LBABPRINT:PRINTINIS: " ¢
LU
18508#F121,0
IBABINPUTTAB(1B, 2) X8
1878PROCt est
188@1Ftest i=1THENIBIR
18990%=VALX#: IFOY=PXPROCF i
ght ELSEPROCwrong:PRINT'® W
RONB " "tPRINT;NIZ;" +
N2t = P
1988+FX21,8
1F1BMAIT=INKEY (308}
192BNEXT
193BRETURN
1940 snpnssERRIRE
1958FORXX=1TD18
194BRANDL=RND {-TINE
197BNIX=INT (RHD((15)#LX) )2
NZI=INT(RND (NLX))
IFBBPL=NI%-N2%
1998:CLEIPRINT"  WHAT 1§*
2000PRINT: PRINT{NIR;" -
INZEG Y
201@#F 121,08
2820INPUTTAB(18,2) X4
2878PROCtest
204R1Ftesti=1THEN1 990
285R0%=VALY$: IFOX=PLPROCK
ght ELSEPROCwrong:PRINT'" N
RONE " "sPRINT;NIZ;" -

=

“NI% T = MPY
2060#FX2L,0
2B7BWALT=1NKEY (380)
203BNEXT
2B9BRETURN
2DBebeerirsiee
211RDEFPROCWr ong
2128V=1:PROCprintean
2138PROCde] eteman
214DA=AL+A4: V=R
2158PROCarintaan
216BIFATY=1032THENZ32R
217RFORVY=188TOBSTERP-5
2180S0UNDE ,-15,V3,1
2198NEXT
22BRENDPROC
271 REEREEERELEREEEREREERE

HHTRH R
2228DEFPRAOCright
223PRINT'*RIGHT "
2240FORVI=58TOI1 205 TEP 1D
223050UND1 ~15,VE,1
226080UND1 ,-15,Vi-10,1
227050UND1 ,-15,VE-28,1
22BBNEXT
229BFL=Fi+1
23BRENDPROC
I PEeeERETRRELRRE
232BENVELOPEL 129, -1,-1,-1
(706,60, 126,0,0,-126,126,
126
2330SOUND1, 1,230,408
I348FORN=1T04
235BPROCde] et eman
2348B%=5%-20
2370+F 119
2388PROCprintean
239BNEXT
242BPROCdel eteman
241950UNDR, -15,5,28
2420FORN=1T01008: NEXT

243BRETURN
244ReRERERERERR RIS
245BDEFPROCENd

244BPRINT' *"*"" YOU HAVE §

CORED"*'3" Wiz O]
Bt ON LEVEL *jLY
2478FORM=1T04:FORCY=158T02
BBSTEF18: SOUND1,~15,C%, 11 NE
AT:FORCY=208701585TEP-18:50
UNDI,-15,CX, LeNEXT,

20804 121,0

2450WATT=6ET

250BENDFROC
25104 R EEEIERRE
2520DEFPROCCUrs
2530VDU23,1,8;8;8;8;
25404719 |

25504FX18 1

2560eF14,2

2570eF X225

2580471226

2590%FX227

2s008k=0

261BENDPROC
267BEREEEREEEREREEE
263RDEFPROCt est

25481 oopi=

Z55OREPEAT

26681 00pt=loopT+l
2670IFASCINIDS (X8, 100pk, 1)
1¢4BOR ASCIMID$(¥$,loopk, 1)
) YSTTHEN testY=1:ENDPROC
26BOUNTIL] oop=LEN(X$)
2690test=0

27THRENDPROC
2T1Qeneneneninerise

This listing is included in
this month’s cassette
tape offer. See order
form on Page 61.

=

ELECTRON USER July 1985




IT’S GREAT BEING
TWO-FACED

QFS DISK FILING

SYSTEM FOR
THE BBC

MICROCOMPUTER o

B Simple installation — plugs into
existing empty sockets.

B No soldering required job
complete in under 15 minutes.

B Designed to be compatible
with most Acorn Disk
Software.

B Double Density capacity is 18
sectors per track, giving a
massive 1.4 mega bytes.

W OFS kit contains a 16k ROM
containing the firmware.
A small printed circult board
contains disk controller and
associated custom IC. In addition
there are a further 7 support
1Cs and a link to plug into the
BBC micro PCB.

W The QFS comes complete with
operating manual and full

fitting instructions including
diagrams.

The best name in memory

ELECTRON
DISK
INTERFACE

W Plugs straight into electron’s
plus-one expansion.

W Compatible with 54" and
312" disk drives.

W Up to 89 file names can be
stored on each disk.

B Interface contains a real time
clockicalendar which allows
time and date stamping of
saved files.

W interface comes in hard
wearing BBC beige cabinet,
complete with operating
manual.

ORDER FORM

=D, THE PINES TR ; ESTATE,
NLDFORD, SURREY, GU3 3BH




QUICKTO LEAI

THAT’S... s

ME

JUST LOOK WHAT THIS -

PACKAGE CAN DO!

WORD PROCESSOR - |deal for writing
letters or reports! Features: Constant time
display ® Constant word count (even
shows words per minute) @ Normal or
double-height text on screen or printout.

SPREADSHEET — Use your micro to
manage your money! Features: Number
display in rows and columns @ Continuous
updating @ Update instantly reflected
throughout spreadsheet @ Save results for
future amendments.

GRAPHICS — Turn those numbers into
an exciting visual display! Features: 3D
bar chart @ Pie chart @ Graph.

DATABASE — Use it like an office filing

. = . . L]
cabinet! Features: Retrieve files at a “'and lt’S all a

keystroke @ Sort ® Replace @ Save

@® Print ® Search. price Of just
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| enclose my cheque made payadée to :_1 I
Database Publications Lid [ BBCEO-track dise  E£7395
Please tick box

| wish ta pay by
O Aceess O Vise No. Expiry date

Signed

the unbelievable
£5 95 DATABASE SOFTWARE

POST T0: Mini-Office Offer. Database Software.
BE Chester Road, Hazel Grove, Stockport SKT SNY.
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IT'S
CHEAPER

THAN YOU
THINK

TO PRODUCE LISTINGS
AND PRINTOUTS ON YOUR
ELECTRON!!

FIRST BYTE COMPUTERS

announce their INCREDIBLE VALUE
ELECTRON PRINTER PACK:

EPSON P40: Portable, thermal printer
FIRST BYTE PRINTER INTERFACE
AND CONNECTING LEAD

FIRST BYTE COMPUTERS, 10 MAIN CENTRE,
DERBY, DE1 2PE. Tel: 0332 365280

SOFTWARE CLASSICS

for the Electron & BBC Micro

LEONARDO £6.90
Interactive g i 16 colours and texl
sizes; e and tnangle filling

rubibe joystick or keyboard
control.

DARTS £6.90
Full feature, 2 of 3 boards. On-screen
chalkboard. Meeds anal i plenty of skill!

FIRESIDE GAMES £5.75

up jovsticks

Dominoes, Pelmanism and SIN. Full colour and sound,
Terrific fun family
CHARACTERS £4.60

Character definition utility. Large screen
VDU 23 codes. Comes with aver 400 pre
CHnHI\I‘AﬁU\

tipn of & educational programs
B Survey mapping (Nati
ator; Ascii to Maorse decoder

and pol

3- CIDESIGN £7.50
Create designs from front, snd and plan vie
creates a wire-fram
STEREQSCOPIC

P for

SOFTWARE CLASSICS
2 Connie Street, Openshaw, Manchester M11 2JT

ELECTRON OWNERS ......

If you are thinking of expanding the capabilities of
your Electron computer your first choice should be the
ADDCOMM ROM,

ADDCOMM is now well established with BBC ‘B’
owners and the same chip is used with a ROM board to
increase the Electron's BASIC language by forty new
commands,

These new statements cover a wide range of utilities
such as GRAPHICS, where eleven commands enable any
shape to be drawn any size and filled with any colour

MAILORDER FORM

Plaase rush me the following items:

O Further details and printouts of the printer pack

O One First Byte P40 primter pack @ £1265.00
Carriage (@ £2.00
Total £127.00 inc VAT

O | enclose a cheque made payable o First Byte Computers
lwish to pay by O Access U Visa Expiry date

cona LI T 11T | I
Signed
Name

Address
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combination {choice of 2 billion in Mode 2), more easily
and faster than you thought possible. The TOOLKIT
commands include ‘find’ and ‘replace’ statements, and 2
very efficient ‘compact’ command all of which put
ADDCOMM into the top league of a recent Toolkit
comparison review, The GENERAL PURPOSE state-
ments include a sorting routine, and the ability to set up
to seven windows on the screen — each with its own
cursor. Split listing and jumping to a line via a label are
also some of the other useful additions in this section.
Eight LOGO GRAPHIC statements provide the neces-
sary routines that when combined with BBC BASIC and
ADDCOMM’S enhanced graphics give an exceptional
Logo Graphics system,

ADDCOMM is available from Vine Micros,
Marshborough, Nr. Sandwich, Kent, CT13 OPG. The
price of £28.00 includes V.A.T. and first class post, or,
if you would like more details, send a stamp for the
sixteen page brochure which includes recent reviews.




Micro Messages

Where educational
software is failing

IT was with interest and
dismay that | read Mike
Cowley's article on "'Where
has all the educational
software gone?” in the May
Electron User,
teacher in Leeds,
where ane of my respan
sthifities is the development of
educational technigues
through the use of computer
techinalogy
Ir doing this job | also have
COomMe across comments
sinitar to those expressed by
parents in the article.
Naturally | have also come
across many types of edu
cational software. It was fram
this angle that my interest in
the article was arcused. My
disinay came fravmwhat | read,
CGne of the parents guated
fikened buying a computer for
educational purposes to
buying & car to find later that
there was no petrol avaifable.
Having all too frequently
been asked by parents to
advise them on appropriate
hardware to aid their
chifdren’s educational dev-
elopment, | am sstounded by
their willingness to part with

fama

mianey! Their approach goes
against every reasenable con-
Strier practice

Would you buy a car if
petrol was not-availahie?

Surely if you are interested
in the educational develop-
ment af youwr child and you
have this arder of money to
spend, vour lrest approach
should be to find out the most
effective way of providing this
development,

I am forced 1o wonder how
many parents cahsulted sub-
fect teachers.

How can you remedy
something when you are
neither sure what itis that you
dre remedying nor are you sire
how the remedying should be
wane?

It is a recurrent theme
throughout the May ariicle
The average lay persan has &
vary vague understanding of
the nature of education. It is a

false assumption thai com-
puters per se are going to
provide this.

M. however, & parent feels
that a computer js the best
solution, them my advice is —
Find the software first, then
buy the machine which runs it.

This will also have the
fonghtersm knock-on effect of
encouraging dealers to
imprave their educational
soffware supplies.

To do your buying the other
way round is like buying a
sewing machine when what
vou really need is clothes.

My second paint of dismay,
and perhaps more profound, /s
the lack of discussion in the
article as to just what con-
stitutes educational software.

This | realise s a thaorny
problem, but there are some
goints which must be made.

What software houses
often deem as educational

PLEASE could you help me
with Rolarmd Waddilove's pro-
gram Skramble in the May
issue of Electron User?

! have typed it all out, but
when | run it, the instrsctions
came on.

¢ then says press Space, so
! did and a list of options came
on, Number five was ta start,
but when [ pressed it the
instructions just came back on,

s there anything { could
do? - Paul A. Howson,
Rochdale.

@ There is probably a simple
typing error somewhere in
your listing: This is being
picked up by the ON ERROR in
line 40, causing the program
to run again. Simply delete ling
40 and run the program again
10 see which line it's in.
Several readers have had

problems with this game. Are
long machine code arcads
games just too difficult to
enter and de-bug? Would you
prefer shorter, simpler [lis-
tings? Let us know.

L S

I HAVE come to my wits” end
with Skramble, in your May
edition. Three people have
checked rmy listings and can
find nothing wrong.

I have removed line 40 on
Errar Run end the trouble
starts at fing 890, i1 says there
is @ syntax error at this fine.

Can you tell me what to do
next? -~ L. Fendyke, Boston,
Lincs.
® Unfortunately Skramble
didn’t reproduce too well and
some copies were difficult 1o

read. The underline character
seams to have been par-
ticularly faint on these two
lines, use it to join the two
words together.

* w ok

COULD you please answer a
gquery on the listing for
Skramble in the May issue?

Line 3300 has the symbol |
printed. | am onfy a learner an
the Electran and can’t find this
symbol on the keyboard
except on the copy key.

Can you help as this symbol
appears on other fines in the
listing? Harry Simnis,
Atherton, Manchester.
® The square brackets on the
copy key indicate the begin-
ning and end of an assembly
language listing,

software are nothing more
than drill and practice routines

At best these may provide
same small but very limited
service to the user. At worst
they can confuse and sorme-
timies hinder progress by using
strange vocabulary or meth
od's

Perhaps the worst crime in
this areais the use of language
in instructions or guidance
wiltich is beyond the reading
age af the target audience,

There is (ittle point in
producing a good, imaginative
program on basic number
banding. when the successiul
child is rewarded by words like
“Excellent”,

Such words are unreadabile
by a child who would find such
a program of valug.

{n any case most of such
software is aimed at primary-
school-aged children, and yet
it seems that most children
acquire thelr computers
around 10-13. Good software
at this fevel is indeed very
scarce.

Why is good software
searce? The basic problem is,
a5 was mentioned in the May
article. ‘a8 lack of potential
volume sales.

This (s further aggravated
when one starts fo consioer
the nature of good educational
saftware,

fn the main this must be
related to wark that is already
going o in school — it must
play & supportive role

As courses are different in
nature from one school to the
next, it is of fittle wonder that
the prospect of volume sales (s
remote.

Further, how many parents
have enough derailed know-
ledge of what their child is
doing in schoe! in arder thai
they may make sound
software purchases?

There is another problfem,
too. In many cases, so-called
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educational software hags been
written by non-education-
alists.

Wiile not wishing to sound
elitist, | am aften insulted by
the suggestion that this kind of
software in some way reflects
what is going an in school,

No, the best software | have
seen to date has either been
produced by teachers or by
those who have very close
links with the educational
service.

But by its very nature this
software (s not suitable for the
general markel. It fnvariably
needs to be used by someone
with detailed knowledge in the
area, or it (s so specific in
nature that it would only be of
value to any oné child for
about five minutes,

In a school, this is often an
advantage, whereas it is a
positive disadvantage to any
purchasing parent.

In short, by the very nature
of what is good in educational
software it excludes itself from
the shelf of the typical
software shop,

There s, however, some
good news,

Perhaps one of the most
important educational
facilities provided by the home
micra s the word processar.

Wihile on the face of it not
an obvious piece of edu-
cational software, it is the one
which will have the largest
educational impact.

Most schoolwork demands
wiriting in one form oranother,
In using & word processor to
do this | have sean some
staggering developments in
children of all agas and
academic ability,

It is not the purpose of this
letter to expound the virtues
of word procassing, but for the

pargnt wha is lpoking for some
readily-available good edu-
cational software, you could
do & fat worse than this. -
Alan Smith, Leeds.

Is this
a record?

I PURCHASED an Acorn data
recarder — featured in Febru-
ary's Electron User — only
ta find within ten days that the
lid to the cassette port would
nat gpen.

The recorder was replaced
without question by a leading
High Straet retailer,

The second recorder lasted
iy weeks, when it was found
we could nat record or cue
forward. It has since been
raturned under guarantee.

Both recerders were trea-
ted with the respect they
deserved and should not have
malfunctioned in such a short
space of time.

Have any other users of this
peripheral exparienced dif-
ficulty, ar were both recorders
! received the rogues of the
hatch? - J. Gilbert, Bedford.
® This is the first we have
heard. Maybe you have just
been unlucky.

Just the
program . . .

{ AM a teacher and spend
much of my spare time trying
to “improve” educational pro-
grams — by adding colour,
extra text, loops, efc.

{ also attempt small
“progs” of my own but am
hampered by my lack of
expertise in programming.

{'ve tried books but | guess |

Mini Office on disc

{ HAVE recently purchased an
Electron Plus 3 disc drive 5085
ta have guicker &ccess to
database programs that | have
on cassette at present — these
are based on your superb
Mini Office tape.

Question — Can these be
transferred to Plus 3 discs?
and if so how do [ do that?

it is nat possible, is there a

Mini Office dise for the Plus 3
(3%in single-sided)?

| thoroughly enjoy Eleciron
User and, hopefuily, am look-
ing forward to articles and
information on the Plus 3 in
future issues. — N. Gill,
Camberley, Surrey.
® The Mini Office team are
currently transfarring the pro-
grams to Plus 3 disc format,

am fust thick. They seem to
start way above me.

Today | discovered your
Intra to Programming by Pete
Bibby and it seems that it
would be just the help | need.

Unfartunately ['ve Missed
most of it because being on
BECs { don 't usually buy a mag
to do with Electrans.

I3 it possible for me to get
reprints af the article? Obvi-
ously getting the back copies
would salve the problem but |
really can't afford £14 — 74
copies at £1, assuming ane
article per manth.

Any constructive sugges-
tions would be appreciated, —
Anthony Staniland, Shef-
field.
® You should find Mike
Bibby's book Getting Started
In BBC Basic just what you're
loaking for.

Lurking
in line 80

IN the March jssue of Electron
User, | found the “Filf it up —
Fast” program and typed it in,

Probiem — Running the
pragram gives me a “Bad
Command at line 80°. The line
is correct - I've checked it
re-typed it, sic.

IF i defete the line, | get the
listing and then, on top of the

Oropout (Superior), Tempest
(Superior]. Bugblaster
(Altigata), Cylon Attack (A&F),
Hunchback (Ocean),

Here are some of my high
Scores. using my foystick:
Tempest 79.120, Positron
1.103,220, Cylon Attack
56,000, Mr Wiz 28,050, —
Matthew O'Donnell, Read-
ing,

The bracket
bandit
strikes again

WHAT'S happening to the
Electron User offices? No
sooner had | read about the
missing bracket In Super
Archer (June Micro Messages)
than [ find another missing
bracket.

Unless you're making use of
some particularly arcane
praperty of Basic, shouldn't
fine 280 of May's Spring
Flowers program read:

28BDEFPROCH L ant (XY, YX, I
and not:

2BBDEFPROCD1ant (XX, YX, 1%
as you had it? — Tim Brown,
Hartlepool.
® You're perfectly right, Tim,
it's yet another case of the
missing bracket. The program
the listing was printed from
was fine. All we can do is

listing, fs sup I the
graphics being filled in.

What do | do? What am |
doing wrong? What is the
function of fine 807 The User
Guide is of no help here, —
Paul Allard, Leicester.
® The *FX command in line
80 switches off the Plus | ifitis
attached, If not then a bad
command is reported. If you
haven't got a8 Plus 1 then
delete lina BO - sorry, we
should have spotted this.

Joy from
Joyplus

! WOULD like to congratulate
you on your superb Joyplus
atility in the April issue. Apart
from Micra Power games, it
also works with the following
games, using memary location
110 and Negative Inkey:

Mr Wiz (Superior), Percy
Penguin (Superiorl, Alien

apologise to the auther, Roger
Frost, and try te find out who's
collecting the final brackets.
Has anyone out there any
theories?

.. . and again

RE Spring Flowers in your May
fssue. My program crashed at
line 370 and on examination |
find that due to a misprint part
of ling 370 and also line 280
are missing. Can you help? —
A, Peckham, Brightlingsea,
Essex.

® The bracket at the end of
line 280 seems to have
disappeared, but line 370 is
OK, but not very clear in some
copies. Hare they are again . . .

188 DEFPROCplant (XX,YX,I%
]

378 MOVER, Y3-10:MOVE-11/2
JILA4+Y1-10:PLOTBS, X208, 8,1
Fia4
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Software
selection

! HAVE had my Eleciran for
naarly a year. | am very
satisfied with it and the
axpansions available. How-
ever, [ have one complaint —
software.

| am always hearing about
new games for the BBC,
CBME4, Spectrum, and even
the Amstrad has now got
mare,

How about Manic Miner,
for example? It is out for every
good home computer apart
from the Electron.

Also, there are many other
games that not just me but
everyone else would like to
see, So please more and more
software! — J. Fulbrook,
Burnham, Bucks.

Unfair to
the Scots

LAST year | went to Manches-
terfor an Electran show. 1t's all
very well having shows dawn
fn England, but I spent most of
the time on the train. What's
wrang with having one up here
in Edinburgh? Come on, show
a little consideration for us
Scots. — Jane Robertson,
Edinburgh.

F5. By the way, my score for
Chuckie-Egg is: 2,800,000,
Lavel 149. Beat that!

Ruled
offside

WILL there be football games
{ike Match Day (for the
Spectrum! and International
Soccer{for the CBME4) on the
Acorn Electron?

All the other football games
are management simulation,
but on these two games you
can contrel the players and
dribble, shoot, pass efe.

Match Day is coming out
for the B6C 8 and CAMEG4.
Why can't it come out for the
Acorn Elactran? Is it that the
Electran hasn't got encugh
memary? — Michael Tang,
Epping, Essex.
® The lack of memory when

WHAT would you like to
see in future issues of
Electron User?

What tips have you
picked up that could
help other readers?

Now's here is your
opportunity to share
your experiences.

Remember that these
are the pages that you
write yourselves. So

tear yourself away from
yvour Electron keyboard
and drop us a line. And
please, if you want a
reply, enclose an SAE.
The address is:

Micro Messages

Electron User

Europa House

68 Chester Road

Hazel Grove

Stockport SK7 5NY.

using graphics, even in Mode
5, is always 8 problem. It's
unlikely that a good simulation
will be producad.

Mystery
address

CAN you solve & problem for
us? We have a Vuican joystick
Interface and when playing the
game of Gauntlet the com-
puter asks for the address of
the foystick. We do not
understand what it means.
Our computer (s an Acorn
Electron. — M.P. Park, Lis-
keard, Cornwall.
® This is for owners of the
First Byte joystick interface. A
conversion program must be
Ioaded befora the main game.

Let there
be light

UPON seeing a demonstration
of a light pen at school, |
decided to purchase one.
After searching through alf
the computer shops | could
think of | was unable to find
one — and am writing to Micro
Messages to askif anyone else
has heard or seen of a light pen
for the Electron. — A.R. Bill,
Nottingham.
® We haven't heard of a light
pen available for the Electron
yet.

Enhanced
screen dump

ROLAND Waddilove's screen
dump programs published in
your March issue are the best

thing yet that | have got out of
your magazine,

The only change | would
like to make to the programs Is
to expand the bit image
section 1o produce in hard
copy farm the different colours
which may be seni to the
screen, as (s achieved in the
graphics section of Mini
Office.

My own attempis have 5o
far fafled, How about a flittle
help, Roland? — C.J. Stump,
London S.W.1.

@ It's something we've had in
mind for quite a while. The
trouble is trying to find the
time ta work on [t. Can anyone
supply a suitable listing? —

Bring back
the Kid

WE have just bought all the
back issues of Electron User
and want to talf you how much
we have enfoyed them, and
how great they are,

We appreciate & magazine
in which alf the programs are
specifically written for the

Electran.

We prefer the harder garmes
and would like more 3-D
graphic programs (ke Star
Fighter (Vol. 2, No. 2, Nov.
1984).

The idea of printing readers’
corrections fo programs is 8
good one, but we would like
the pragram print made easier
to read feg ¥ &V, 1 & L),

The information on soft and
hardware for the Electron js
great.

We would like more space
to be given to Sounds Exciting.
However we miss the Micro
Kid from the front of the
magazine, - Neil & Michael
Comerie, Dunfermline.
® Brackets excepted, we do
try our best with listings and
are always trying to improve
them. Does anyone else miss
the kid?

Copyright
barrier

{ HAVE bought several mag-
azines for the Efectron and
vours is the best arpund. It's
great.

Could you please recom-
mend & good shoot-"em-up for
the Electron? And cowld we
have a few articies on how to
ger into commercial pro-
grams? — Jason Scholfield,
Aylesbury, Bucks.
® Zalaga should mest your
requirements for a good
shoot-"em-up, We can't
explain how to break into
commercial software as they
are copyright,

Sim snag

{ RECENTLY bought the game
&im and am finding it
extremely difficult to get past
the channel 4 signs on the
screen where it says “"Wat no
adverts™,

s there anybody who can
halp me and give me tips on
haw to play?

And is it possible to print &
fairly short games program,
because | hate typing in long
programs? — Graeme
Padgham, Tonbridge, Kent.

® Can our readers help? We
try to include a wide rangae of
programs — short, long, simple
and complicated. There should
be something for everyone.

July 1988 ELECTRON USER 51




DISC POWER

AT A NEW LOW PRICE!

NOW it's cheaper than
ever to add the power of
discs to your Electron
Plus 1 — with the Cumana
floppy disc system.

Easy to fit and simple to
use, the Cumana system has
the latest and most flexible
DFS for the Electron — and
much more besides.

It consists of an interface,
electronics and software in a
cartridge, a single 5}in disc
drive with lead and a utilities
disc.

The interface slots into the
Plus 1's cartridge port. Up to

two 33in or 5%in disc drives
can be attached. The result is
a whole new dimension of
speed and reliability!

Its ad d features includ

® Fast, reliable storage of
programs, word processor files
and databases.

® Double density format to
maximise use of the discs.

® A plete set of
for efficient disc management.

® Easy transfer from tape to
disc. The DFS uses no
precious RAM.

® Random access files for more
advanced data storage.

® The ability to read programs
from both BEC Micro single
density discs and from the
Plus 3 ADFS discs.

® A utifities disc packed full of
useful programs, including a
verify routine, formatters,
copy and backup routines and
a powerful disc editor.

® A thorough, straightforward
manual.

When you add to this the fact
that the cartridge has a built in
real time clock and a ROM
socket (for additional software
on a chip) then you'll realise why
the Cumana floppy disc system
has been so warmly welcomed
by Electron users.

& £224.15 [inc. VAT & pl&p

i | P|Bd$° send me the Cumana Flopp :Il‘-(. System

Address

Fayment: please ate method |/}
[ AccessMa ard/Eurocard
O &a diVisa

oo Py S P HG S e S WA e e R A LI
O Cheque/Pe made paysble to Database Publications Ltd
Neme Signed

Send to: Database Publications, FREEPOST,
Europa House, B8 Chester Road, Hazel Grove,
Stockport SK7 SNY

iNo stamp postedin UK)
Youcan
also order 061-4800171
by phone 24 hours
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PRESENTS ASELECTION OF

21st. Software .....cosun

—

LABLE)
HARDWARE, UTILITIES & SOFTWARE FOR THE ELECTRON

VINE
MICROS
ADDCOM

AA.F. £28.00
OUR PRICE £26.00

SUPER 3PACK SUPERIOR SOFTWARE GAMES O anyanE
asseties con. af-
. STRANDED (Granhic Adwenturs)
2. FRUIT MACHINE (Seva monm piay thisl)
3. INVADERS (Classic Arcada Game)
ALL 3 FOR JUST £5.95 inc.

ELKMAN 7.5 7 £17.50
OUR PRICE £15.76
STARMON (machine coda
manitor) §.A.°. £22.60
OUR PRICE £20.25

FIRSTBYTE PRINTER INTERFACE
CENTRONICS PARALLEL

No Software Regq.)

RAF £34.95 OUR PRICE £371.98

3
™
e

PIID J\CE JOYSTICK
Atari-Style . wiith

SUPERIOR'S REPTON Dbﬁ PRIC'E £9.99 incl,

RAP FR.98 OUR PRICE £B.95

(Containg: Maze, Firebug & Pi-nmid-'
RA.P. £18.75 {JUR F‘Rfo
Database 7.7.F, £19.768 OUR PR}CE tl'? 95

PLUS3 SOFTWARE ACOIINSDI-‘I’ GAMES DISC

=

EW!

i

FOWERBFFT ROMCJOYETJCK
A.AP £24.895 OUR PRICE £22.66

FTS M.
ARP £11.95 CIUR PRICE £10.85

uR
RA.P. PRICE
ANE
Barpainact 1495 1285
AARDVAAK
Zaaga 535 585
ACORNSOFT
Elize 1235 11.68
natker 833 543
633 543
533 543
635 549
g3 hag
633 549
6495 549
655 539
g2 593
Hoaper g8 hag
s 583 a3
1685 1533
1685 1535
655 558
g3 543
2985 7743
2598 27.h
895 735
895  1@5
895 745
855 146
G35 845
A:nnmmwwonu
= 1495 1215
1495 1235
1435 1288
Spaniar 1438 12
ACORN;
T 1285 11
1285 13
1238 1078
ADBICTIVE muis N .
Fantozl Marags 785 685
ADVENTURE INT:
788 6595
7.98 .85
78R 533
785 695
755 635
7.85 B85
785 835
785 895
985 895
7.95 855
7EE 845
EECRI EE
898 a
995 833
335 695
235 B35
ach 1300 11.00
i o0 800
BUG BYTE
win Kingdom Valiey 850 a.50
Goley Vears 780 &30
495 395
455 395
285 3.9%
g#5 685

BOX OF 10 C15 COMPUTER CASSETTES £4.50inc VAT & PEP.

uR
RR.P. PRICE
B M.C. LOTHLORIEN
795 Redconts 688 595
- aras 685 695
b Johrey Reby 695 555
; 488  mes 895 585
Sprite Generator 935 835 .
DURELL MARTECH e 7 %
Brian Jacks Sugerstrs 795 898 7
Combariync E i piass W
Gisburme's Casile 195 698 Vasay ofthe Kings ! £
rien Waot i
EnElish Sorrwane 794 B85 Voadiand Tarrar 7 50
138 £a5 i Dragan 7. 50
&85 a2t urvar 7. 50
EFIC SOFTWARE ; A
The Whee! of Forfune 385 045 z 85
Castls Frarisnatin 785 BEB H A5
The Qusest of the Holy Grail 785  BEE 5 a2
Kingdom af Klein TES 653 2 28
800 .00 S 4
800  7.00 14 a8
800  7.00 7- 2
Fur with Numbers 800 .00 * 58
Jigsaw 800 700 ) it
HEWsON 18
Hesthrow A 785 695 L ]
Nt sorm % 5
Boading Pack 198 845
Raading Pack | 7
Reading Pack 3 785 B35 s RO
Fuing Pac 795 B8k 248, 33
sonmnai Firet 8 835 786
Gamumeker Ma 1200 10EE irst Staps
Gamarmake: 1200 1088 HaraTrars with Mr Man 735 BEE
IcoN sr.-n-wnnz OCEAN Swe B
Caveman Capens 785 B985 5
Grair, Mania 795 686 sh8:  WEE
Bup Evea 78S 695 o
Zarakk the Canaeror 795 895 8 i
i L 655 588
$is. bk 788 B85
i i 7BE B85
B B
Milfon 850 0 L
i LA 30 Beenb Al 755 688
INTERCEPTOR R o Gunsmose 185 695
" Biitzerain 188 6
5 Super Poal ; .95
= I Vorax 785 695
233 798 SLOGGER e =
295 735 ngfight (2 player joystick] 785 3.00
895 785 STELL BOFTWARE
8.5 785 “Ideritiit (2-8 yrs! 788
85 B8k s 795
-:rm Back.Sen 455 BOE ; 25
e k Spart 295 896 g5
|c~r||'v e 786 B8E 788
LC.L, 5
Milere Matns (24 progs! 24.50 50 o
Micrg Engish (24 progs! 2450 50 Py
LONGMAN'S SOFTWARE s 282
Firm ‘\“J'::a iChass 8+ 995  BSES Doy Eeomuln 195
T 395 TALENT
7.95
MM:SEN sorr i
ck Buster 794
M LBOURNE HOUSE as
c Adventure 8.95 788
Hapsma re 695 785

ALL PRICES ARE INCLUSIVE OF VAT AND CARRIAGE

W guarantee all titles are onginals. We offer o gulck and refabsa service. Most Electron and BEC titles are availabée on reguest with the gusrantes of at lesst £1.00 off the ARP.

Please send me: Cost

 —— £
2. —E
3 _F
4, £

TOTAL €

Please make chegues payable to: Name ...
215t Software.
Send orders to; Address ...

215t SOFTWARE

20 Woodside Drive

High Lane, Stockport SK6 BHU

Teil: Disley (06632 3160. (After 6pm)

Post Code
Tel No
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IN Higher or Lower you
play the Electron at cards.
Remini of the popul
television card game, it's
easy to learn, simple to play
— but hard to win.

There are three main parts
to the program. The first deals
with the instructions. These
are displayed before each
game, explaining the rules,
how the controls work and
also giving a choice of having

PROCcompare

PROCsetu|

PROCcomputer
PROCone 10
PROCten
PROCins

PROCcard Chot
Deci
gard

PROCEDURES

Compares SCOres and

according merits.

PROCcourt Draws 8 50U
vy,

P Dréws sorean with card b
windows.
PROCyou Ccn:rm%
Determmin
Set up and d_raws thy
cards at x%. y%.
Gives Instructians,
and sound option.
pses random car >
des position on SCraen

the sound on or off

Next comes the game
propar. Twenty four cards are
drawn on screen, half with red
backs and half with yellow

Also two text windows are
set up, the red one dealing
with the red cards and,

logically, the yellow with the
vellow cards.

A card is turned over and
the player is asked if he wants
if he does he

ta change it.

prints

1 card at position *%0,

acks and

player's Wwrm-
@s the Electron’s twrm.
& non-court

sets up variables

d and suit.
or naxt

presses Y, If not he presses N.
Then the micro asks if the
player thinks the next card will
be higher or lower in value, He
presses H or L in reply

If the player is right then a
tune is played and the procaess
repeated until an error is
made.,

Once this happens (beware,
the same value card is counted
as wrong! the player is told his
score and the Electron takes

VARIABLES

AS Yes/no replies.
naf% Finds out w
W% Users scare

C% Computers score.

loop% Time defay,
80%,80n% Sound delay.
jak% VDU 23 n
suit% AND{4) ai

ans$  Carrigs b

hen new cards arg required,

umbers for court cards,

VEs suit of card.

e AND(13) picks numb,

x%,y% Coordinates of card,
v#% Value of |ast card,

its turn,

The micro does exactly the
same as the player, but uses
the yellow backed cards
When it makes an error the
gama is over and the program
goes onto the third and final
stage, the results.

Hera the scores of player
and micro are compared and
(if any) is duly
th a tune and
message. There is then the
option of finishing or having
another go.

er of card,

eh% Allows s
che% Computer
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Play your cards right—and you
could beat your Electron at this
guessing game by IAN COOPER

18REM HIGHER OR LOWER
2BREM BY IAN COOPER
JBON ERROR GOTO 2680
4BMDDEL
SBeFid, |
bBVDUZ3;8202;0; 05 0;
TOCLEAR: VU241 CLS: ENVELD
PE4,2,10,-18,10,5,5,5,126,8
1B=126,126,126
B8nsX=R:Ut=-1:Ch=-1:chl=
lichek=1
9BPROCins
1B@PROCsetup
118PROCYou
128PROCcoRputer
138PROCcompare
140607072
15BEND
16BDEFPROCCoRpare
178%FX15,1
1BBENVELOPET, 5,5,-5,5,8,8
o8 126,0,0,-126,126,124

1FRIFURCCY THENGOTOI7R EL

SEIFUX}CATHENBOTOZTR
200VDUZ8,2,17,18,15:CLEP

RINT* *:COLOURZ:PRINT®
DRAW! "
2levouze, 20, 17,36, 15:00L0

URL:PRINT® ANOTHER BAME?":

FRINT® (YN
220A$=BETS: IFASC)™Y" ANDA

$()*N"THENGOTOZ62
230IFA$="N"THENZ4@ ELSEEN

DFROC
24DVDUZ5: COLOUR 1281 COLOUR

J1CLSIEND
25DENDPROC
26BVDUT:60TO210
278V0U28,2,17,18,15:CLS:P

RINT® *:COLOURZ:PRINT*

YOU WON"
2B8VDUZ8, 20, 17,36, 151 CLE
290S0UNDI s, 65, 60
JOBFORI oopX=T03008: NEXT]

oopl
J10vDUZ8, 28, 17,36, 15:CLS:
COLOURE:PRINT® ANOTHER GAM
E?"tPRINT" i
JZ0A$=GETH: [FASC)"Y" ANDA
$C)"N"THENGOTO358
JIDIFAS="N"THENT4@ ELSEEN
DPROC
J4BVDU26: COLOURL 28: COLOUR
J1CLS:END
JS@ENDFROC
36BVDUT:BOTO31E
378VDU28,20,17,36,15: CLS:
PRINT® ":COLOURL:PRINT®
1 NON®
380VDU28,2,17,18,15:CLS
J9@50UND1 50t 65,60
480F0R1 0opi=AT03BOGINEXT]
oopl
A10VDU28,2,17,18,15:CLE:C
OLOURZ:PRINT® ANOTHER GAME
T PRINT® ime

42BAS=BETH: IFASCO"Y* ANDA
§0)"N*THENGOTO468

43RIFAS="N'THENA48 ELSEEN
1PROC

448YDU26: COLOURI28: COLOUR
J:CLS1END

4SRENDPROC

A6BVDUT:6OTOA18

478DEFPROCcourt

488RESTORE23A

498FOR jqk2=238T0241

SBOREADIX, 2, KX, LY, T, AL,
ox,FL

SLOVDU23, Sak%, 13,31, KX LY
N, N2, 0%, P

S2BNERT gkl

SIBMOVES1, 3116C0L, 8: DRAN
11, 164: DRANLI2, 1641 DRANIZ2,
311 DRANS1, 31:V0U24, 325 64 12
8;128; 1600L8, 130:CL8

b
»
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From Page 55

SARMOVEIM, 126: VDUZ3R, 234,
238,8,19,248,8,8,234,8,8,23
2,8,11,18,8,1,231,235,239,8
118,241,8,8,237,8,8,233

S3BIFrY=11THENRESTOREZ440

ELSEIFri=12THENRESTORE2410
ELSERESTOREZ38Q

S6BFORjqkt=242T0251

STAREADIY, JX, KX, LK, ML, KL,
0x,P%

SBBVDUZT, jgki, 1X,J0,K1,LY
(MY, NE, 01, P2

STBNEXT jqk

58VDURA, 325 32; 128; 1485 1K
OVERS, 156:VDU242,249,8,8, 18
,8,8,243,248,8,8,18,8,2,244

&1BMOVE3Z, 68:VDULB, B, 1,25
1,245,8,8,18,8,0,250,247,8,
18,8,2,246

6201Fsui t 3¢ ITHENGCOLR, D E
LSEGCOLA, 1

SIBNOVESL, 160: VDU R NOVES
&, 61:VDUgX-27)

S4BENDPROC

55BDEFPROCSEtup

G6BVDUZI, 255,54,127,127,1
27,62,28,8,8,23,252,8,28,28
,107,127,107,8,28,23,253,8,
28,62,127,62,28,8,8

L7OVDU23,254,8,28,62,127,
127,127,28,42,23,225,28,8,1
#7,127,107,28,28,8,23,226,8
18,28,42,127,62,28,8,23,227
162,28, 127,127,127,62,28,8

&8VDU23,228,8,8,28,62,12
7,127,127, 54

&9BFORY%=824T068BSTEP-224

TRRFORx 1=64T01 1525TEPI 92

TIE VDU2T, x¥;ykseVOUZH, B
By 16811923 :6COLA, 131 :CLEVD
124,205 28; 149; 172; 1 6COLO, 12
9:CLE

T2ANEXTxY

TIONEXTYT

THAFORYL=224TORSTERP-224

T3BFORx =401 1528 TEP192

TAVDUZF kX y s VDU, B; 0
31683192 tBCOLR, 131: CLE: VU
24,20;28;140;172;:6C0L0, 130
tCLE

TTONERTxY

TBRNEXTYL

T98GCOLA, 1:VDU24,29,60; 43
2;51MOVER, 8: DRANSAE, B: DRANS
48, 152 DRANG, 152: DRANG , Bt NO
VER, 112: DRAWIA4, 1 12: NOVEZZ3
+L46:PRINT"YOU"

BEBGCOLA, 2:VDU29,636;432;
S:MOVE®, @: DRAKSAB, B: DRANS4S
11521 DRAMD, 152; DRAWR, B: KOVE
B,112: DRANS48, 112t NOVE 144, |
A6:PRINT*COMPUTER": VDU4

818FOR] oopX=AT050A: NEXTL0
opk

BZBENDPROC

B3ADEFPROCYou

BABnsi=B:x1=64: y1=024: PRO
Ceard

B@vik=rX:UL=Ut+1: IFUR=11T
HENGOTOL110

8606070880

a7avou7

BepvOU2e, 2,17,18, 15:COLOV
R1:CLS: IFchi=ATHENGOTORAR

BIREFALS, L

FRAPRINT® DO YOU WANT A"
tPRINT* DIFFERENT CARD!":PR
INT* (Press Y or NI7%

FIBAS=BETH: IFAS{)"Y" ANDA
$()"N" THENGDTO9R@

92BIFA$="N" THENEOTO740

93Bchl=8: x X=442yL=824:PRO
Ceardivi=rl

F40ch7=2: CLS:PRINT" HIGHE
R or LOWER®

9SBPRINT* (Press H or L17

F6RRFN1S, |

970ans$=BETH: [Fans$()"H*
ANDans${)"L"THENGDTOB70

98@xX=x2+192: [Fuk>1162THE
Nyl=600

F90IFxL>116BTHENx X=64
1@0@PROCCard

1BIBIFVICrY ANDans$="H"THE
NEOTO1828 ELSEIFvI)rY ANDan
s$="L"THENGOTO1828 ELSEBOTO
1858

1828V0U28,2,17,18, 151 CLEC
OLOURL:PRINT® *:PRINT®
CORRECT*

13850UND1 0%, 97, LB: SOUND
1,50k, 185, 18: SOUND! , s0%, B9,
1@:30UND1, 50, 41, 18: SOUNDI,
5ok, 59,28

184BFOR1 00p=BTO2858: NEXT]
oophi50TO8SR

1858VDU28,2,17,18, 15:COLOU
Ri:CLS:PRINT® *iPRINT®
WRONG":SOUND! ,sonk, 65, 30:F
ORloopt=AT04088: NEXT10opL

|B6RCLE:PRINT Your score |
R

BTRPRINT" *

LBBBPRINT*Now it's ay turn

187BFOR100pX=BTO308A: NEXT]
oopl

11BBENDPROC

1118FORy1=824 TOARRSTEP-224
1128FORx X=54TD1 1 525TERI92
1130VDU29, x5 y2y s VOU24,0;8
516031925 16COLR, 1 31: CLE: VDU
24, 28;20; 140; 172; 160008, 129
1CLE

LIABNEXTxY

| 1SBNEXTYY

1168k k=64 yT=824:ns=11PRO
Ccard

117860TOR5E

118BENDPROC

1 19BDEFPROCComputer

1208ns k=R k=54 yi=224: PRO
Ceard
1218v2=r L Cx=CA+ 11 IFCX=1IT
HENGOTO14208
1220v0UzZ8,20,17,34, 15:COLO
ER!:CLS:IFthc!=ITHENGDTD12&
LZIDIFrX)8 OR rl¢ THENBOT
01250

|ZABPRINT® *:FRINT®1'N CHA
NGING CARD";:FORloopY=BT015
#@:NEXT1oop¥
12508chei=R: xY=b4: yi=224: PR
OCcardsvii=rl
1268chck=R:CLEPRINT® HIBH
ER or LONER"
1Z78PRINT® *
12BB1F v BTHENans$="L" ELS
Eans$="H"
12981Fans$="L"THENPRINT"
LOKER"; ELSEPRINT®

HIGHER™}

1J00FOR] oopX=BTOZB08: NEXT]
oopl

131Bxk=x2192: IF221160 TH
ENyt=@

13ZBIFx¥) 1168 THENx L=64
1338PRAOCCard

IJ4RIFVICrY ANDans$="H"THE
NEOTO135@ ELSEIFvIirY ANDan
s§="L"THEN1358 ELSEGOTOL380

1358vu2s, 28,17,36,15:COL0
URZ:CLSLPRINT® *:PRINT"
CORRECT"
136050UND1, s0%, 97,182 SOUND
1yso¥, 185, 10: S0UND1 , 5%, B,
18:50UND1 , 501, 41, 182 SOUNDL,
sof, 69,20

|378FOR 1oopX=0T0438R: NEXT]
ooph:6OTOL210
1388VDU28,28,17, 36, 15:COLD
URZ:CLE:PRINT" "1PRINT®

WRONG*: SOUND1 , 500, 65, 30:

Higher or Lower listing

FORLoopX=RT04800: NEXTI 0apXs
CLS

139BPRINT™ My score ist ")
C1

1480FOR1 0opX=BT04308: NEXTI
oopl

141BENDPROC

1420F ORyX=224TOBETEP-224

1438F ORx 3=64T011528TEP192

LA4BVDU29, x2; vy 1 VDU24, B; 8
1168 192; :6COLA, 1315 CLE VDU
24,20;28; 140;172;:600L0, 130
:CLE

T45ONENTxX

| 46BRENTY

1478x =841 yX=2241ns8=1:PRO
Ceard

148060701218

|498ENDPROC

15@BDEFPROCOnE

I51BMOVESS, 112:VDUQY

1528ENDPROC

153BDEFPROCtwo

LSABMOVERY , 541 VDU (g2-27) 1M
OVE&4, 1 58: VDUgY

L SSRENDPROC

|S4R0EFPROChree

LETBMOVESH , B4 VDU iqR=271 1N
OVER4, 112:VDUIQX-27) 1 NOVES4
2168 YDUgY

1SBBENDPROC

1 5980EFPROCFour

16BONOVE4D, BR: VDU qL-27) 1 M
OVE4, 144: VDUqY: NOVERS, BA: V
DU(gt-27) : MOVEBS, 144: VDUq2

L& 1BENDPROC

|62BDEFPROCE ive
L63BNOVEIZ, 80: VDU (gh-27) 24
OVE3Z, 144 VDUq2: MOVETS, B8: V
Dige-27)

L64BMOVETE , 144: VDUg2: NOVES
4,112: VDUt

165RENDPROC

166BDEFPROCS X

|6TRNOVEAR, 72: VDU (qh-27) M
OVE4S, 1 12:VDUgh: HOVEAR, 152:
VDUgZ: MOVEBE, 72: VDU (qR-2711
MOVESE, 112:VDUqX: NOVERS, 152
1YDUg

168BENDFROC

|6900EFPROCSEVEN

178BNOVEI2, 72: VDU (qX=27) 1M
OVE32, 112:VDUgH: MOVED2, 152:
VDUgY: NOVESS, 72: VDU (q2-27) ¢
NOVESS, 112:VDUgX

1718NOVERS, 1521 VDUGX: NOVER
4,136:VDUgX

17ZBENDPROC

1| 7IBDEFPROCe] ght
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LT4BMOVESZ, 72: VDU (qX-27) 1M
OVE3Z, 112:VDU{gh-27) s NOVES2
o 1521 VDUQYs MOVES4, F4: VDU gR
=27}

17SBMOVER4, 136: VDU HOVES
6,72: VDU (gh-27) s MOVERS, 112:
VDUtqR-271 sMOVERS, 152:VDUGH

174BENDFROC

[7780EFPROCRi g

17BBNOVESS, 112: VDU (qR-2T7)1
MOVESZ, b4: VDU (qX-27) : MOVES2

\ 96 VDU (qX-271 1 NOVESZ, 128: Y
DUgX:1MOVESZ, 160: VDU

179BMOVET S, 64 VDU (X-271 1N
OVESS, 96:VOUgL-271 t MOVERS
128: VDUqgL: NOVESS , 168z VDUgE

1B@BENDPROC

|8 1ADEFPROCen

1B2BMOVESH , BB: VDU (q2-27) M
OVES4, 144: VDUgX: NOVESZ, &4:V
DU{Qk=27) s MOVEIZ, F61 VDU (q%-
mn

1B38NOVETZ, 1 28: VDUqL: NOVED
2,168 VDUgX: MOVEDS, b4 VDU (g
1-27) tNOVESS, T6: VDU (q1-27

1B4MOVET S, 128: VDUQX: NOVEY
&, 148: VDU

IBIRENDPROC

185B0EFPROCI NS

1870CLS

1880VOULYT 1, 8;8;19,2,0;8;1
9,3,0;8;

1E9RCOLOURL

198@PRINT® '3t PRINTTAB(12];

*HIGHER or LONER"

1910C0L0URZ

1920 PRINTTAB({2}}"=======
eezzezas’

1938COLOURY

1948PRINT"; tPRINTTAB{12};"
{by Tan Cooper)®

1958C0LOURT

154BPRINT "4+ PRINTTAB(T); "

You compete against the;T
ABIT); "computer to get as
many"

178PRINTTAB(7) ; "right gue

sses as possible. ":PRINT ;1
PRINTTAB(T);* [f you thin
k the next®

ISB@PRINTTAB(T) j"card is g
oing to be higher®;TABIT);*
then press 'H° . If you"

199BPRINTTABIT); *think it
will be lower";TABI7);*then

press ‘L', When you"

20Q@PRINTTAB(T); "get one w
rong the computer®;TABITI;"
will have its go."

2R1BPRINT ' j1PRINTTAR(9); "
The winner is the one";TAB(
9);"with the highest score

2020C0L0UR2: PRINTTABI12, 22
$*ACE COUNTS LOW,"
203BCOLOURT: PRINTTAB(17,24
11" BOUND" : COLOURL: PRINTTAB(
17,25) § "==a==’
2048COLOURT:PRINTTAB(16);"
(Yi= ON"3TAB(L6) ;" (N)=DFF*
285@PRINTTAB(13,29); "Press
Y or N!*
206BVDULY, 1, 1;0;19,2,3; 851
9,3, 718;

704FX15,1

2080A$=BETH: [FASCH'Y" ANDA
$()"N"THENGOTOZ080
209BIFAS="Y"THENsak=3 ELSE
sok=@
218RIFA$="Y"THENsOn1=4 ELS
Esont=

2118CLS

212BENDPROC
21380EFPROCCard

21490023, 224,207,73,73, 73
v13,73,23%,0
2158VDU29 ks y2y s VOUS, 24,0
103 168;192; 1 6C0LR, 131:CLE
2148[Fnsi=1THENGOTOZ1 B8
2170 1=RND (13} 1 5uit X=RND (4
1

2188nst=8
21981Fsuiti=1THENg =252 EL
SEIFsuitX=2THENgX=254 ELSEI
Feuit®=3 THENg1=233 ELSEqi=
5%

2208nat=ri+48: [Fri=1THENND
=63 ELSEIFrX=18THENnOY=224
ELSEIFrY%=11THENnoY=74 ELSE
IFrX=12THENnot=81 ELSEIFri=
I3THENnOX=73
221BRESTORE ( (r2#1@1+2440
222BREADTY, J%,KT,L% M1, N,
0%,PL
223BVDU23, 229, 1%, d4, KL, LT
ML, N%, 0%, PY
224BRESTORE ! (suithei) +259
L]l
225BFO0R1oopl=250T0251READ
I3, 0%, KX, LY, %, NE, 00, P2
T26BVDUZT, Loopk, 1%, 3%, KL, L
%y ML NK, 0%, PR NEXT] oop
22701Fsui th{JTHENGCOLE, R E
LSEGCOLG, 1
228@MOVER, LB8: PRINTCHRS (no
A)31vDUa, 12, 250 MOVEL 32, 28:
PRINTCHRS (229);:VDU8, 11,251
229Q1Frt=1THENPROCane ELSE

IFr3=2THENPRDCtwo ELSEIFrR=
ITHENPROCthree ELSEIFrI=4TH
ENPROCfour ELSEIFri=STHENPR
OCtive
23@0IFr1=6THENPROCS! x ELSE
IFri=TTHENPROCseven ELSEIFr
1=BTHENPROCRight ELSEIFri=9
THENPROCnine ELSEIFri=18THE
NPROCten
23101Fri ) 18THENPROCCOUr t
2328V0U4

233BENDPROC
234B0ATAL99,232,82,74, 208,
280,72,72,32, 18,13, 18,4, 4,4
W4, 283,200,72,75, 202,210
2I5B0ATALLL,65,4,7,7,4,5,1
3,14,32,132,59,129,133,7,2,
§,28,67,68,78,74,72,81,112,
42

236B0ATAZE, 200,32,248, 161,
129,220,335 ,42,4,194,10,82,9
B,34,174,138,246,75,83,218,
18,19
2370DATAZ11,4,8,176, 168,32
1224,224,32,18,18,19,19,82
74,23,227,32,32,32,32, 140,
T6,8,4
27800ATALEL,255,0,0,0,8,56
lslllaizurur“lllilavliat'
130,131,131,195,0,28,0,0,0
V8

239BDATAZSS, 173,195,193,19
3;193,66,0,0,0,0,8,8,20,8,1
27,8,8,1,3,3,3,3,8,0,3,128,
8,9

24D0DATA4B, 60,15,3,08,192,0
W8,192,192,192,192,192,8, 19
2,248,60,12,7,8,!
241DDATAR, 124,4,8,2,2,115,
1,62,2,3,1,81,1,0,0,8,0,128
136,84, 4,6,128,206, 64,64,
96,32
242BDATALZ,B,96,32,32,32,1
7,38,2,8,0,0,128,138,128,19
2,64,124,8,0,8,128,192,224
48
243D0ATA4B,3,7,15,15,7,3,1
93,193,12,12,7,3,1,0,0,8,13
1,131,192, 224,240,248, 224, 1
72
244@DATAR,@,127,8,0,0,28,0

85,85, ,65,213, 193,193,195
42,42,8,0,0,8,0,8,8,5,8,8
8,254
245004740, 8,0,8,8,8,8,8,84
184,195,131,131,171,138,0,1
78,170,8,1,1,1,1,1,129,129
ZA4R0ATAD, &, 6,86 ,b,b,8,12
9,129,128,128,128,128,128,8
196,94,9,96,96,98, 96, 44
4780ATAL62, 182,182,126, 18
2,102,68,0
24BRDATALZ6, 12,24 48,96, 18
2,60,
24980ATAG, 182,96 56,96, 18
2,68,0
25080ATAAB, 48, 125, 54,68, 56
48,8
251B0ATALA, 182,96, 96,62,6,
126,0
25200ATASR, 182,182,62, 6,12
156,08
2530DATALZ, 12,12,24,48, 96,
126,8
25480ATAG, 182, 102,48, 182,
182,40,
25SBOATAZB, 48, 95,124,162, 1
02,48,8
256R0ATAZAT, 148, 146,146, 14
b,146,243,8
2576DATAZE, 54, 48,48, 48, 48,
124,8
25800ATALDE, 54,86, 182,102,
162,60,
25920ATA102, 54,38, 14,38, 54
\182,0
26000ATASS, B4, 124,84,14,0,
2,8,8,8,8,42,62,42,28,0
25180ATALS, 5, 124,16, 56,8,
2,8,0,8,28,8,62,26,8,8
26280ATALG, 56, 124, 56,16, 8,
IJJ;'.E.N;E?.R,B.I
2630DATALDB, 124,124, 56, 16,
9,0,8,8,0,8,28,62,62,54,8
26481F ERR=17 THENRUN ELSE
WODES:PRINT®'; tREPORT:PRINT

* at line "ERL

This listing is included in
this month’s cassette
tape offer. See order
form on Page 61.
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I'VE had literally dozens of
letters asking for help with
Twin Kingdom Valley, so
this month | am going to
explain the uses of most of
the objects you come
across and some of the
problems you will therefore
face in the adventure.
Firstly.- though, | have a
copy of Peter Gerr
Exploring Ad
Electron 1o give aw
There are three problems |
can’t solve (well, three par
ticular problems) and the first
parson ta write in with all the
solutions o the best combi
nation of them will get the

e Route through Twin

publication of this issue,

d's book
on the

1t

The 3 Are:

® How do you get past the rat .
in Program Power's
Adventure? | NN |

® | Classic Adventure |
doyou getinto
ancl what do you
get there?

® Ara

wehen you

here any searet

You will

upper levals ol the

Sphinx Adven r‘n‘are ?

ile I'm flaunting my

few

stuck in

tures ¢
S0, can any

the following
In Strange Odessey |

do you get the pla

Very han

pets any door 1 E: L [t you

the hexagonal room and how raden staflf. Thao ouggh mation
do you read 1he alien script or t has

month we have re

from a

51 Nead
of gold

the boulder in the cave?
in Mystery Fun House
how do you get out of the pit?
1 Countdown to Doom
coMmputer

plea for

e him and go jungle in Countdown to
Try to make Doom. This is a
Inoks-all-the

+ of

the discs?
. in Five Stones of

Anaden lyes, | got stuck here)
how do you get past the ghos Th B85 you
in the cellar? a guard from a distar

t-clo:

This is

Wow back to the Ty
Kingdem Valley, and many
thanks to Michael Dunlop and
Mike Farmer, who both
provided solutions | des
perataly needed

ned! Read no
further unless you ara well and 1 3
truly stuck! behind & secrat door MVEIRELWISN
The Treasures Other ofjects: H vou ta
Three bags of golc Handy for carrying water tir ith the s
1 wehen #nd gofd!
5 of sifver
guards. have

MNaow by

lo 23 owing code whose description

the answe
1 this to You should nes
TV, Ad

solve




differs radically frem the
athers, you'll be close to the
exit.

A, Marsh ‘says he has
mapped all of Adventureland
but cannot find the fast
treasura. How many times
have you rubbed the lamp?

J. Lutley says she can't get
the anchor in Pirate Adven-
ture. Dig it out!

M. Burhs and Barbara
Wilkinson are having-problems
with Castle Frankenstein,
To-get up the slope, use your
head. To get rid of the
manster, out the bridge while
he's standing ‘on it. The vielin
isn't used. but i1 does count
towards your score

Stephen Buxton is having
trovble with the knights in
Quest for the Holy Grail.

ching swaord

firsl, Carry the
you'fl find

axe, hide

lank i

YO Corme

-(l;f Fortune

assic puzzle

interpreters.
@ Runs |

characters 0
Cnmp[esslnﬂ

@ Multistate ment lan

n real time.

ions 2 4
250 locatiol { text. Only Epic S e
techniques €an pac I aooress

e Electron.

Back down again.

Beryl Webber. Phillip Mac
donald and Julie Powell &l
want help with Sphinx
Adventure. The mithril ring 12
in the grotio across the
swamjz. Use the sword on the
ogre. Yes, thers are things
warth having inthe mazes and
the vatacombs. The sphink 15
in the desert, Map it. Use the
dragon’s teeth 10 gel past the
gobiins,

Meil Costigan cant get
acioss the lake in Kingdom of
Klein. Go 1o the chapel Push
partrait and

unlock the

Tepce and
nead

same

nd over 30,000

I | enclose ChequeP.O, t

HAME

answers for Classic Adven-
ture.

Get the pirate’s treasure
chest from the maze with the

prt

Say "PLOVER a1 YZ ta get
the platinum pyramid

Free the bear to scarg the
trall and you can get across the
bridge. Whare you see the
green light you can drop the
famp 1o entar the cave.

From Wir's End keep gomg
south

You don't get any batteries
@ machine as taras | can

tell

Te gel the nugget out, say
“PLUGH™ 3t Y2

The person
you, You are
reflection in

To et past the bear, FEED
HIM, UNLOCK CHAIN, GET
CHAIN, GET BEAR, then see
o

The Definitive Adventures
for the Electron...

“Having now tried all the Epic Adventures, they must be the yardstick
by which all other adventures for the Electron should be judged.”

POSTAGE £ PACKING FREE FOR 2 OR MORE. ADD: 50p FOR ONE

e vaalue of

through the watertall? No,

Is there any way 10 get past
the fissure with the molen
lava? Mo

As you ean see from tha
competition, 've not finished
Classic Adventure. So 11's
possible that 've missed
something in the answers |
have given, If | have, | hope
youll let me know

® If you want Merlin's help
write to:

Merlin, Efectron User,
Europa House, 68 Chester
Reoad, Hazel Grove,
Stockport SK7 5NY.

and énciose an SAE if you

ELECTRON USER

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

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

SHIELDS GAZETTE

MICRONET 800

"The definitive adventure. Highly recommended.”"

ELECTROMN USER

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

z isacl \
This Qamz ::i?h all the features you d 230 locations and 25,000 characters of text.
0 adverc‘:‘«;:om "“ - S O O O S B S S S . . . -
. ki 1 TO: EPIC SOFTWARE, DEPT.E, 10 GLADSTONE ST., KIBWORTH BEAUCHAMP, I
i " 1L LEICESTER LES OHL Please Rush Me- e
i 3 jing characters W CASSETTE | DISC |
| @ intelligent M ﬁ?nd you cantalkto aty THE WHEEL OF FORTUNE 1155 |
i u'ar)"lngtmocio 5 gty CASTLE FRAMKENSTEIN £9.95 |
them to d speech ity THE QUEST FOR THE HOLY GRAIL £9.95
guage and sPe ity THE KIMGDOM OF KLEIM £795 5995 | onter

{Payabe o ‘Epic Sofware’)

POST CODE

much into th

*xk NEW:F

S

warit 10 Cut Magasne.

REE HELP SHEETS NOW AVAILABLE. EACH CONTAINS 100's OF CLUES — JUST SEND SAE %4 %

ble for immediate despatch, Deal

fes welcome, Help Service,
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- Be one of the first
to get each issue

A subscription will ensure you
get your own personal copy
HOT OFF THE PRESSES
month after month for the
next year.

Every owner of an Electron — and
everyone thinking of buying one — needs to
get Electron User every month. It's the
brightest, most authoritative yet completely
independent guide to a machine that has
so much potential you will never tire of
reading about its remarkable capabilities.

You can buy Electron User from your
local newsagent or station bookstall. Or you
can take out a 12 months
subscription and have it
delivered toyou by post.

Your Electr .

lectr =
o

pmtecﬁngr N need.

Pm[eCWDur
With
dust

Elsct
i ro
our ru,um, n

cover
of soft p.'iabr,nrl.ade
Water-resisian:
swnw' bound it
deag COtton ang
Orated with

Electron User fog
loga,

£3.95

issues from

February 1984

e still available Keep your collection

of Electron User
complete with these
handsome binders

ar

Bound in attractive red pve with
the Electron User logo in gol
blocking on the spine, this
binder will hold 12 magazine
firmly secured in

place by metal rods. £3.9



clecti prairornir orriksS| ORDER FORM

Al prices incfuge postage. packing and VAT, and are vaiid 1o July 3T
Please enter number required in box SR

Electron User back issues Electron User UKE1Z F001
£1.60 UK Sel ol & introduciory Issues EIRE £13 (IR £18) Jop2

5 annua Overseas (Surface| £20 3003
Fobirary 1984 subscription Ouersens [Airmalll £40  Joos
? , i TOTAL —
; ]
Classroom Computing
on the Electron Cassette £5.95 J070

August
Soptember
Dctober

F1.75 Overseas March 1984
Magazine £1.95 2270
Cagaerte and Magazine £7.00 3077
January 1985 3008 |

[Surtace! Anril i
May

February 1985 3079 TOTAL

March 1985 3020 ] ;

June
April 1985 3027

July
g = >>>

IEEEEEEEEEEEEEEEEEE RN |

TOTAL TOTAL
]
Elect o Cassette tape
lectron intreductory programs  3gaz e o
User Luner Lander February 1884 3033 annual subscription o —
Chickern  March 1984 3034 E4D (UK & Overseas)
tapes Spacehike  April 1984 3035
P Mﬁall\c [;;ivgl May 1984 3035 [+ with tape (state month) TOTAL
X oney are June
UK & stgalr July =
Overseas)  Castles of Sand  August =
v Haunted House et Dust cover os8 ]
Breakfree Oct £3.95 (UK & Overseas| TOTAL
Srar Fighter Now
Christmas Box Dec ]
Space Battle Jan 1 Binder soss [
Tha Kingdom of Craal Feb 1 £3.95 UK
Mr Freeza Mar 1 E£5.00 Overseas TOTAL
Super Archer April
Skramibie May =]
Quasimoda June
Manic Mole July
>>> TOTAL
0 N N N Y ) R ]
Yolume 1 3068
B 7Tenof the Best Volume 2 3059 E
£5.95 |UK & Overseas] TOTAL
]
= Getting Started in 2208 [
BBC Basic 535 TOTAL
]
Electron Advanced sorz[)
User Guide £0.45 TOTAL
]
Payment:pleass indicata methad | /) TOTAL
i = [ Access/Mastercharge/Eurocard
See Page 40 for the program N
listings contained in the maonthly cassette. ottt Eolbouid Mukichoalioy: Smiidiloy
[ Barclaycard/visa

L S S WY [ Y W TR [ T T S |

[ cheque/PO made payable to Database Publications Lid.

Name, Signed

Address

Send to: Electron User, Freepost, Europa House,
68 Chester Road, Hazel Grove, Stockport SK7 5NY.

|Nostamp neednd if postad inUK|  Alease aiow 28 deys far detivery

)

HEEELEEEEEEEEENEEE NN EEE

You can also order by phone  ©°7 forget 1
&

IS NN |

i 061-480 0171 e E B
—_—| il sufdoass g
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Are YOU a first rate
PROGRAMMER?

Then join the Professionals!

Award-winning Database Software needs
more programmers, both for freelance work
and permanent positions.

Applicants must be fluent in both Basic
and machine code on at least one of the
popular micros, and preferably have
experience of others.

Experience in the software industry is not
essential, but obviously candidates must
have written good quality software in the
past and samples will be required.

Pay is negotiable, depending on age,
experience and qualifications. There are
excellent prospects for hard working, skilful
programmers.

Please send SAE, CV and an example of your
work which will be returned uncopied

to:

Peter Davidsan, Soft ar B,

Europa House, 68 Chester Road, Hazel Grove,
Stockport SK7 5NY.

/ﬁ@ THE ANSWER TO FINDING GOOD QUALITY "\

ADVERTISERS INDEX }
53

21st Software

Bit Twiddlers 62
Brain Train Club 62
| Cumana 45
D.ACC 22
Epic Software 1)
First Byte Computers 28
Golem L 62
Incentive 2
Kansas City 22
Kosmas 12
Qualsoft 12
Slogger Software g
Software Classics 29

Superior Software

64
Vine Micros 29

| SOFTWARE FOR YOUR BBC/ELECTRON
MEMBERS RECEIVE

* Discount prices on all Tapes & Discs
* Information & Advisory Service
 Regular Newslstiar

+ Frae Postage on 3 or more Titles

« Rapid Dealivery

= No Obligation 1o Purchase

ALL FOR ONLY £3.00 PER YEAR!

¥

Send large SAE for Catalogue & fuil details

BBC/ELECTRON PROFESSIONAL SDFIWARE‘

Our 5 &e (5 used in th of schools and homes
thraughout Grear Britain, |

EDUCATIONAL 1 BEC/ELECTRON Tape £8.00 Dise £10.00 |

:inn_r; n'.‘lun and IumI-rng for el;;l:hnlf god l::la u|1 NiNE FEAE. i#lmalrﬂ graphics will encauwage
ildran fo anjey counting. meths, spelling and tellig the time. The & o i

MATH 1, MATH 2, CUBECOUNT, SHAPES. SPELL and CLOCK p s

Pyrsonal re — Autumn 1982

An gxcalent misture of games

EDUCATIONAL 2 BEC/ELECTRON Tape £8 00 Disc £10.00 |
Miihaugh similar 10 Educational T this tape i more advascad asd aimed at seven to fwelve yaar
elds. The tape includas MATH 1, MATH 2. AREA. MEMORY, CUBECOUNT and SPELL

FUN WITH NUMBERS BEC/ELECTRON Taga £8.00 Dise £10.08
Thess programs will tesch end test bagic caunting, addition and subtraction skills for lour to

n yaar olds. The tepe Includes COUNTING, ADDING. SUBTRACTION &nd an arcade rype game
n:'llsd ROCKET MATHS whick will axercise addition asd subtrection. With sound and wisual
effiects
These ave euceiient progra
Beammending 1o ather feachas

FUN WITH WORDS

BBC/ELECTRON
Start yowr fun with alphabet puzzle. continue your play with VOWELS, lestn the dillerence
::NWE:NH‘RHERF and THEIR, Beve games with SUFFIXES and rewstd yoursel with 2 game of

Tape £8.00 Over £10.00 |

. Wery good indeed” . ABB Computing - JanFeb 1984

JIGSAW AND

SLIDING PUZZLES sy . wWarser  BBCELECTRON Tape £7.95 Qisc £9.95
There are twe [igeew snd four sliding puastes oa 8 3 « 3 and & = & grid. Each grogram starts off at
an easy bevel 1o ensure (nitial success but graduslly becomes hardes. It helps children t2 develop
spatial imagination and in solving geoblems. The tape inclodes OBLONG, AGSAW. HOUSE.
NUMBERS. CLOWN wnd LETTERS

% % SPECIAL OFFER#®*
Buy threw tities and deduct £4.00
Add Hp plp per order. Flease state BBL ar ELECTRON o

40 or 80 track for discs
Golem Ltd, Dept E, 77 Qualitas, Bracknell, Berks RG12 406G. Tel: 0344 50?2ﬂ

THE BRAIN TRAIN CLUB
NORTHINGTON HOUSE
59 GRAY'S INN ROAD LONDON WC1X 8TL
FIENDISH ADVENTURES FROM POTTER PROGRAMS |
(“The Hotter Programs”)
THE STAFF OF LAW 32K
Can y rack don

ne S1aff of Law end master its potent E&rih Power 10

defea Des
Exframely fiendian . . worth Buying” Electran User Price: £2.95
SUPER AGENTFLINT 32K

Thedreaded T_E.R.D. [Terrorists lar England's Ruin and Destruction
organisation has reared its ugly head, Only you. as Super Agent Fiint can
steal h ellar rocket and secret plans to avert disaster. Bul ba
warned, rigsion could ba a messy ona. Price: £2.85
GALADRIEL INDISTRESS 32K

The Princess Galadriel has baen abducted and an evil spell holds has
prisonar. You must seek aid from the wise Loremaster 10 releasa her and
save yoursell from 1he w ol King Theoden Price: £2,95
All prograrms for Electron or BBC B, £2.95 each or

all three lor £5.95, by return of post. first class

Department EU. Potter Programs,
T Warren Close. Sandhurst, Camberley, Surrey GU1T 8JR. Tek (0252) 877608 |

Ityou already own the popular games of 'CHUCKIE EGG',

‘KILLER GORILLA® or '"MONSTERS'  then our
UPGRADES

b c H U 14 E E'’" will provide 3 Speeds, 8 New Screens,
Variable Extended Jump and Select Start Level (1-41),
DESIGN YOUR OWN SCREENS!1!

“ICILLA"" will provida upto 15 Levels of Piay, Variable
Extended Jump, Extra Lives, Practice Modes and Pause

“"MONSTAS"" will provids 4 Skl Variable
Extended Jump, Conveyor Belt Effects, User Defined Keys,
Configurable Mensters Extra Lives and Pause,

r88C ar Electron. State Machine, £3.25
sette £5.00 or £7.00 by return pos! first class

BITTWIDDLERS
Dept, EUS 158 Church End, Harlow, Essex CM 13 5PF.
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“RoER

You're never too young to

play a Magical Adventure on
the BBC Micro or Electron!

Based on the style of the

classic computer adventures —
but written so that even small

children can learn to find their

way around, encouraged by
colourful graphics and

exciting sound effects.

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

£8.95!.. .

Read the book
| — then play
\ the game!

er Adventur® Wﬂgif N

mput v
The 0 o pop? - 3; 3/“
o g‘:t?e Frog P17 wor v
an piication __—= BBC Micro
patabas® P e & Electron

I
[
b
{
L.

Please send me the complete Magic Sword pack ! enclose my cheque for £8.95
containing storybook and cassette to: payable to Database Publications l
O Or debit my Access/Visa card:
Name I
Address N
Signed I
SENDTO: Adventure offer, Europa House, 68 Chester Road, Hazel Grove, Stockport SK7 5NY m’l
L N __§ N _§ _§ § § § §N § §B § §N N § §B |



NN A CHALLENGING ARCADE-STYLE ADVENTURE I

L LT L—""1F LI =

fledisin A y
SCREENL RN 3 c ACORN ELECTRON VERSION

Your mission s to retrieverall the diamonds fram 35 of underground caves; some of the
diomonds are easy. fo callect but many.arelocated in cleverly-constructed fraps of falling
rocks and boulders. Other diomonds.lie nearby giant eggs which hatch into ferocious

" AcoRN |
leLecTRON

reptiles. You are aided by maps to guide your way through the 12 increasingly difficult
LI levels, Each level features 4-way screen-scrolling over an area of 16 times the size of the
screen — an enormous challenge by any standardst A fascinating strategic game with an
ingenious "password” feature which enables you to skip screens which you have already

completed cnce Our best game yet!
8,0
6’1}2@ flflOﬁ When all 12 levels of Repton have been completed in succession,

a congratulatory message is displayed on the screen. The first person fo send usa
photograph of this screen will win £400. Closing Date: 30th September, 1985.

WEPAY UP TO 20% AOYALTIES FOA HIGH QUALITY BAC MICRO AND ELECTRON PROGRAMS.

7 SUPERIOR SOFTWARE LTD. T
Dept. MU7, Regent House, it e i Ak hoass

> Skinner lane Leeds 7
Tel: 0532 459453, ﬁ




