Full listings for
Electron Pilot

70 hints for
adventures

Help us
celebrate
our 2nd
birthday.
We've
£4,311
in prizes
to give away!




SPEAKOUT

WITH THE SPEECH SYNTHESISER FOR YOUR ELECTRON

Aiar WS IfTEEEn

ISN’T IT ABOUT TIME YOUR MICRO LEARNT TO TALK?

® Plugs directly into your electron’s expansion slot.
® Allophone based vocal tract simulation gives VOXBOX an unlimited vocabulary.
® Operatesthrough BASIC with new powerful commands orgettalking withthe help of our
word creation program, couldn’t be easier to use.
@ Software supplied on cassette. —— e e e e e e e e e e
@ Informative instructions give an insight Please send me (Qty.)
into electronic speech. VOXBOX speech synthesisers at an all
®Injection moulded casing designed to inclusive price of £29.95.
aid connection to your electron and is | enclose cheque/PO for £
colour matched for style. (payable to Millsgrade Ltd.)

Name
Address

A serious peripheral that’s a lot of fun!

Available from local distributors or by
direct mail order.

Please allow 14 days delivery

MILLSGRADE LTD., 2 Halycon Court, St. Margarets' Way,
Stukely Meadows Industrial Estate, Huntingdon, Cambs.
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Birthday
Contest

We're celebrating
our second birthday
with our biggest
contest ever
with 142 prizes
worth £4,311.
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Colourful graphics action
to have you in a spin.
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Just when you
thought it was safe
to go back in the
garden along comes
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The ultimate guide to
the Elect!

This detailed guide to the 1]
Electron’s operating system img N
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,
Il]l!Ch 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.

R I G e S S B N e e e S O R N A O O

| | Please send me a copy of Acorn Electron Advanced User Name — Signed B
Guide, £9.4 K. £11.4 ] 5

] uide, 5 UK, £ 5 Overseas Address 5

' Paymant: please indicate method | J) .

l D AccessMastercard/Eurocard Send to: Database Publications, FREEPOST, Europa House, .

B o A 68 Chester Road, Hazel Grove, Stockport SK7 BNY. .

. (Mo stamp needed f posted in LK) Plaas sbow 28 days for delvery .

5 D Barclaycard/Visa H

Don't forget to quote You can also order by phone:

= No. i i Y | el ldd vour credit card =
Chi PO mad bie number and give

§ CSsaropuepstist [Gomy T S e iy R

1 o o o N O N N N N N A R



Joysticks
upgrade

A DEVICE that makes
analogue joys

has been produc
the Electron by

The Voltmace ASC
enables an analo
joystick to simulate a
switched joystick by
giving a full analogue to
digital value for only a
small deflection from
the centre

ges the
sensitivity of an

o a full
ent will
the A/D

It plugs into the
analogue port and
provides its own 15 way
ket for the joystick
tched mode is
james sof

NETE

where the program
writer has used A/D
values wide apart. With

the ASC in switched
mode a slight move

joystick ri

The user swi
ASC box off to run
programs where
analogue values are
neaded

Price: £9.95

CHEAPIES!

THREE new games for
Electron are now avail-
able from Blue Ribbon
Software Castle
Assault, Diamond Mine
and Nightmare Maze
cost £2.50 each

Acornsoft staff wait

for Electron

AFTER several months
of orced ina
due to Acorn’s fir
difficulties tk
high hopes th
soft will soon start
turning out new soft-
ware for the Electron

And this is expected
to have a roll-on effect
at other software
flagging
in the future
the Electron should
tored when the
Acornsoft support
ing it with new pro
grams,

Acornsoft has been in
the doldrums most of
1985 as the parent
company staggered

from one financial crisis
to another.

The firm's cash flow
problems spi
into Acornsoft causing
the suspension, and in
some cases the scrap
ping. of Electron soft
ware under develop
maent

ed over

Apart from Magic
Mushrooms, the arc
le game which

oular

to a

Adding to the prob-
lem was the uncertainty
surrounding talk of sel-
ling off Acornsoft to

Robin rides again

THE adventures of
Robin Hood are now
featured in The
Touch-stones of
Rhiannon, latest

game from Adventure
International for the
Electron.

Based on the TV
series Robin of Sher-
wood, it uses full sen-
tence commands.

The player assumes
and controls the
character of Robin
Hood. Maid Marion
and friends assist
Robin in his bid to
retrieve the Touch-
stones of Rhiannon
and return them to
Rhiannons Wheal.

Available on cas-
sette price £7.95.
Text only.

raise much needed
capital,

But that danger has
passed. The latest
agreament with Olivetti
means that Acornsoft
will stay in the Acorn
stable, employees have
been told

Now the program
mers are eagerly waiting

for the go-ahead on
several projects that
have been held up in the
pipeling

At one time Acom-
soft was on the point of
bringing out about six
new games for the
Electron, and had con
wversions of popular BEC
Micro programs finished
six months ago.

But, though Acorn
has achieved financial
stability through its
recent arrangement
th Olivetti, only about
two or three of these
programs are likely to be
released — at least in the
foreseeable future. And
these will come out one
at a time over a period,

However, Efectron
User understands from
its Acornsoft sources
that there are several
home education pro-
grams in various stages
of production

This will gladden the
hearts of those who
have been supporting
the Electron User cam-
paign to get more edu
cation software on the
shelves of computer

shops

One title Electron
users are unlikely to see,
unfortunately, when
Acornsoft begins to roll
again is the BBC Micro's
maotar racing hit Revs

“We would have
loved to have produced
a version for the Elec-
tron, but it just isn't
possible”, a spokesman
said,

“But apart from this
one program we shall be
sticking to the promise
we made in last month's
Efectron User to bring
out all our new products
for both the Electron and
BBC Micro machines”.

On the ball

A NEW package from
Wigmore House gives
the Electron enormous
graphics potential, it is
claimed.

The combination of
Trackball and Mouse-
paint, its customised
graphics software make
computer aided design
possible on the Electron.

Priced at £24.95, the
Trackball enables in-
stant directional change
of the Electron's cursor.
It uses the joystick or
analogue port so that
the existing software
can generally still be
used

The Mousepaint
package costs an addi-
tional £11.50.

wr 1985 ELECTRON USER 5§



ONE of the

leading
figures behind the dev-
elopmant of the Electron

during the last five
years, Dr Jon Thackray,
will be guest celebrity at
the Walk-in Forum
during the Electron and
BBC Micro User Show
in Manchester.

The show at Umist,
from September 27 1o
29, is expected to break
all previous attendance
records, repeating the
success of its London
counterpart in May.

The Forum is a
unigque oppportunity for
Electron owners to
question leading figures
in the industry, Including
top boffins like Dr
Thackray, whose work
with computers began
during the seven years
he spent at Cambridge
University earning his
triple first in maths and a
PhD.

As @ research assis-
tant he wrote the
adventure game
Acheton for the BBC
Micro, and designed the
compiler and interpreter
system to run it

He joined Acorn in
1982, working on the
Electron operating
system and also on
UASM, the predecessor
of the MASM assembler
used for developing the
BBC Micro. His latest
project was the opera-
ting system for the BBC
B+.

The distinguished
Forum line-up also
includes Paul Beverley,
Morwich Computer Ser-
vices, taking an in-depth
look at Wordwise; Peter
Brameld, Database
Publications, examining
electronic mail and its
potential for domestic
use; Rob MacMi
Acornsoft, discussing
the View family of
products; Peter David
son, Database Soft-
ware, revealing how 1o
create a bestselling

. . . taking
the North
by storm

software package: Andy
Hood, Pace Micro Tech-
nology and author of
Commstar, unravelling
the mysteries of com
munications.

Such was the suc-
cess of the London show
earlier this year among
both exhibitors and the
public that the Man
chester event was guar
anteed to be a virtual
sell-out several months
ango.

Advance ticket sales
for Umist are reported to
have never been
heavier

The mobile workshop: "'We see this as a job well done’

Breaking down harrier
of hi-tech fear

WHEN the metropolitan
boroughs disappear
from the municipal map
at the end of March so
too will a project in
which Electrons have
been helping youngsters
learn about computers,

Since 1981 South
Yorkshire County Coun-
cil has been operating &
““computers on the
move” mobile workshop
scheme through its
Urban Action Pro
gramme.

Thousands of unem-
ployed teenagers — and
schoaolchildren appre-
hensive about the
advent of the classroom
computer = have been
given hands-on experi-

ence of micro tech-
nology.
The project has

opened the door to new
skills and interests for
the jobless and given

6 ELECTRON USER October 1985

vounger children a boost
up the academic ladder.

Run by Norman War-
hurst, a systems analyst
with the County Council
and his assistant, Shef
field Polytechnic
student Keith Renfrey,
the unit visits youth
centres, nrnbalmn cen-
tres, YTS groups and
libraries each weekday
for nine weeks during
the summer months

A wide range of
computar hardware and
software is available
free 1o users, including
seven Electrons.

Warhurst, who has
been involved with the
unit since its inception,
told Electron User:
“We are aiming to break

down the barriers of
‘techno fear

“The majority of the
youngsters | come into
contact with have never
used a computer, yet
have the ‘I'll never get
the hang of it" attitude
At the end of each day,
however, the majority
leave the unit having
learnt something about
computing.

‘The demand for the
unit at Barnsley, Rother-
ham, Sheffield and Don-
caster is enormous.
Each user can get a five
hour maximum {aster
course,

"We don't expect to
turn out experts in a day
If the youngsters are a
little more familiar with

computers and compu-
ting after having
attended the workshop
then we see this as a job
well done

Although the scheme
will die with the County
Council next year, War
hurst and others invol
ved hope it will be

resurrected and copied
by othar municipalities
across the country

‘It has performed a
very useful function in
ita lifetime and similar
projects elsewl (]
could continue 1o spraac
the word that learning
about computers can be
a painless, enjoyable
experience’’, said a
South Yorkshire spokes
man.




ROBOTS
GO
MIBH[I

{}F"\\.'.QF'E house Mar

The Battle Begins is
the first in a series of
er games based
range of Zoid

De
junc
factu

eloped in con-
on with toy manu
rers Tomy and
comic publishers
Marvel, it centres on a
battle for supremacy
between two warring
factions of the

nosaur-like Zoids.
is £7.95

TV personality and
E g man Geoff Capes
has helped Martech
op @ new gamg
on his exploits,

It involves bringing
seoff to the peak of
al fitness for each
seral demanding

Alien action

TWO new cassette
games fr;r the Electron

3 |I';-rhﬂnlc|r;\«'
[)r‘o Last Game
features horizontal
action and aliens which
alter their behaviour
patterns as the game
proy a
Keyboards or
joysticks can be used
with Aabatron, where
six different aliens chal
lenge the player whao
must fight through 20

2 of each is

Price goes up
RISING costs of
materials and labour are
amed by Addi
Games for the ir e
in price of its best-sel-
ling program Football
Manager from £7.95 to
£8.95.

Maths is getting
to be popular

MEGA Maths is the
latest title to top the
class in LCL's range of
educational software for
the Electron

Designed with A level
students in mind or as a
refresher course for
1 2 students, it com-
plements their previous
Micro Maths for O level
students and Animated
Arithmetic for children
aged 310 8

Intended as a step-
by-step self tuition and
revision math
the 24 prog
105 topics

COUrse,
15 Cover
zommon o

pure and applied maths,

It was written by a
professional graduate
programmer in consul-
tation with a highly
gualified specialist
advisory panel,

A user manual and a
book of model questions
and answers for GCE A
level examinations in
pure and applied maths
are included. These are
taken from university
papers and compiled by
a specialist in maths and
statistics.

Available on disc or
tape, it costs £24

Only two

-hut look
how we’ve
GROWN!

IT seems unbelievable, but with
this issue Electron User celebrates
its second birthday. We've had
two great years already, and the
third year looks like being even
more exciting.

Despite all the stories in the papers
of doom and gloom at Acorn, and the
substantial drop in price of the
Electron itself, interest in the machine
is booming as never before.

In the past six months Electron
User’s own sales have increased by a
massive 46 per cent to more than
26,000 copies a month.

Our mailbag is expanding out of all
proportion and the programs being
sent us are getting better and better.

* ko

Electron users are growing in
numbers and knowledge and Electron
User is growing with them,

While Acorn may have diroppud out
of the hard) e field - Te v we
hope — the bsrofadd-m fshmma.mg
Cumana, Advanced Computer Pro-
ducts (ACP) and Solidisk all have disc
systems available for the Electron.

Also joining the boom for more

@, 14
and ACP have both brought out
adaptors alfowing the Electron to use
ROMs — the ultra-fast software on a
chip.
o

On the program front, although
games are still in demand, more and
more the emphasis is on serious

educational software is enormous and
here at Electron User were proud of
having played a leading part in making
software houses aware of it.

And finally, firmware. Acornsoft are
at last making use of the Plus 1's ROM
slots with the superb View, Logo and
Pascal cartridges. With Vine Micro’s
Addcomm toolkit, Slogger's Starmon
and Elkman, and ACP ‘s Advanced Disc
Toolkit, ROM software for the Elec-
tron has come of age.

The first two years have been
fun. And with the many iti
plans we have up our sleeves, Me

third looks like being even better!

ELECTRON
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SOLIDISK EFS COMBINES DISC
AND A SOCKET FOR THE WI

Solidisk Double Density DFS is now the ultimate in reliability and
supported by the largest amount of software available for the
Electron.

Solidisk relies on a good product and a large support network to
win the heart of the user.

With over 75 Local Experts, covering England, Scotland and
Wales, Solidisk can offer many users regional free fitting and
advice.

With an ever increasing catalogue of free software, even users
who are new to the Disc system can expect to build up a large
library in a fairly short time,

Solidisk Software Support Service already has responsibility for
over 50,000 BBC computer users and the ability to give vou the
best service matched only by the largest companies.

Solidisk Double Density DFS handles both BBC Discs and
Electron Discs, in single and double density whereas the Acorn's
PLUS 3 can only handle ADFS discs.

Salidisk ADFS has nice features such as automatic disc format
sensing, built-in disc formatter and verifier and programmable
disc speed.

It also has more than 20 disc utilities built into the ROM.
Standard features for both BBC
DFS and ELECTRON ADFS
implementations include:

1) Automatic Write Error Cor-
rection,

2) Automatic 40/80 track step-
ping, the ADFS 2.1 will let you
read and write 40 trak discs ifyou

This is the star feature of Solidisk ADFS.
This facility (*OPEN) allows you to specify how many files will be
opened in a program, thus maximising the available RAM while
avoiding buffer page swapping as on the Acorn ADFS.
It leaves PAGE at &1900 for most programs, gives more room to
View and Viewsheet and avoids unnecessary conversion work
for many programs originated for the BBC DFS toberunonyour
Electron.

On the BBC DFS side, the STL ADFS 2.1 handles both single
and double density and in addition, it supports:
1) Unlimited catalogue entries,
2) Unlimited filesize.

THE SOLIDISK 16k SIDEWAYS RAM:

Solidisk Sideways RAM is an almost indispensible add-on for the
Electron with disc drives.

The Sideways RAM occupies the same memory area as the
BASIC or ADFS ROM in the micro’s memory map, This means
that Sideways RAM can run almost any ROM type software,
including languages, utilities
and games.

Sideways RAM is notably invalu-
able to run games and specially
“MEGAGAMES".

Games and programs run at
2MHz clock speed in Sideways
RAM, if loaded into the Electron

hawve an 80 track drive. FEEUEEEER:EEEE RAM, they canonly runat IMHz
3) Disc repair facilities. =42 |"* rEELELEEEE) clock speed, ie half the speed of
Disc sector editor (*DZAP), (R I 8 B I Sideways based games.

memory editar (*MZAP), re- BHERE R HHE P Megagames are too large to be

cover good sectors (*RECOVER)
rewrite multiple sectors (*RE-
STORE), read bad sectors and
bad track (*RTRACK), repair
and restore bad sectors and track (*WTRACK) and the powerful
disc copy (*DCOPY) which is capable of duplicating even some
non BBC discs.

4) Tape to disc facilities.

Direct transfer from tapes to disc (*TAPEDISC) will work withall
unprotected programs. *TAPELOAD and *TAPESAVE will
cope with more difficult ones. Only in some cases (multipart
games cassettes) will you need Solidisk tape copier.

5) Wordprocessing facilities.

This facility allows *BOOT and other text tilesto be edited, saved
and printed in any screen mode.

6) Automatic disc format sensing.

On Shift-Break, the STL ADFS 2.1 will detect the disc format and
use the right BBC DFS or Electron ADFS to run.

On the Electron ADFS side, the 2.1 ROM also hassome very nice
features:

1) Extensive Disc formatting facilities.

*FORM40, *FORMS0, *FORMI60 and *WFORM (for the
Winchester) are available to handle any disc drive.

2) Disc verifying facilities.

*WERIFIFY will check all disc sizes including Winchester for
media defects.

3) Number of opened channels.

run on the unexpanded Electron.
They use extensively 8 colour
high resolution screen (mode 2),
background music, sound and
high speed sprites.

Solidisk supply free software to maximise the use of Sideways
RAM on the Electron. These include Wordprocessor,
Spreadsheet, Database, Toolkit, Machine Code Manitor, Printer
Buffer, Sprites, Playtunes, Virtual Memory Processor, VDU
Replay, Screen Effects, digitised pictures etc . ..

THE WINCHESTER
SOCKET:

Solidisk has the most powerful Winchester system for the BBC
computers and the Electron, The Winchester systemcanprovide
from 20 Megabytes to a theoretically possible 1300 Gigabytes of
storage, directly on line with the Electron.

The same Winchester unit can be used on the BBC B, the BBC
PLUS and the Electron without any change.

You can read more about it in BBC Micro User or in Acorn User
Magazinies. Price of a 20 Megabytes systemisonly £700.00 + VAT
(£805.00).

SOLIDISK TECHNOLOGY LIMITED, 17 SWEYNE AVE, SOUTHEND-ON-SEA, ESSEX 552 6JQ. TEL. SOUTHEND (0702) 354674 (10 lines)



UPGRADE, 16K SIDEWAYS RAM
NCHESTER FOR ONLY £59.00

SOLIDISK SPECIAL
MITSUBISHI DISC OFFER:

This offer comprises:
— One 80 track Double Sided (640 kbytes) 3.5" Mitsubishi disc
drive with its own PSU. Cased in beige.

Solidisk EFS Disc Upgrade, 16K Sideways RAM and
Winchester socket.
— One software package containing four 3.5 discs, detailed
below.

— Full one year guarantee and 2 manuals.

PRICE: £200.00

You can also order as many Megagame Packs at the same time as
you like. Each Megagame Pack consists of three 3.5” discs and
contains on average 20 games,

THE SOFTWARE:

The software contains everything to start a library: the big four
(Database, Wordprocessor, Spreadsheet and Graphic), Utilities
and Games.

structure as Solidisk Database. You can have as many rows and
columns as you like, each column can be as small as two
characters wide or as bigas 70 characters. Allmaths functions are

rat BV} e
AT Shiafige s

|
supported. Recalculate, Replicate, Print, Print If, Sort, Search,
Define Zone, Mailmerge, Text Input/Qutput etc . . . areincluded.

Toolkit:

Salidisk Toolkit is almost indispensible for Electron program-

Database:

Solidisk Database is very easy to understand and use. You are
presented with a 15 option Menu. Each option will lead to a new
Menu and so on. Mode 3, B0 column screenis used throughout so
that what you see is what will be printed on paper. With Solidisk
Database, you can create as many records as you like, each
record can be up to 15 fields of up to 60 characters, You can sort,
search, index, mailmerge, append, create subset, calculate etc.
Solidisk use the same Database to process all your orders.

Wordprocessor:

Solidisk Wordprocessor is WYSIWYG type (What You See Is
What You Get) and has all the commands of a professional tool.
It features B0 column screen, on screen justification, page
numbering, search and replace, word count, free space,
Wordstar like editing commands: insert and overwrite, block
mark, move, copy, delete, save, load to cursor, * commandsetc . .

Spreadsheet:
Solidisk Spreadsheet is also Menu driven and has the same file

mers, it has 24 star commands (Status, Rwipe, LVAR, Move,
Search and Replace, Expand, Salvage, Kevload etc . . .).
ORDER FORM

PRICE LIST and ORDER FORM. Price P&P
Dishetres.

Verbatim 3.5 box of 10 E40.00 £1.00
Software Pack £10.00 £1.00
Solidisk EFS £59.00 £1.00
Disc Offers.

640k M hi MF453 Disc Outfit £200,00 £3.00
1.3 MB Fantastic Offer £310.00 £3.00
20 MB Winchester system ER05.00 £10.00

Total=

MName:

Address:

D Chegue DCashm PastalOrders

D Bank transfer [:lOlhﬂ Means.
Access or Barclay Credit
e ITTFTTITIETT T

Card Account:

Payment

You can
also order

by phone

0702-354 674
9AM-5.30PM

SEND TO:
SOLIDISK TECHNOLOGY LIMITED,
17 SWEYNE AVE,

SOUTHEND ON SEA,

ESSEX 552 6JQ.

W neserve the right ta change speciicoti

SOLIDISK TECHNOLOGY LIMITED, 17 SWEYNE AVE, SOUTHEND-ON-SEA, ESSEX 552 6JQ. TEL. SOUTHEND (0702) 354674 (10 lines).



*FX IN ACTION

THIS month we're going to
take a look at the *FX calls
that change the action of
the keyboard.

We'll see how the Caps
Lock can be switched on and
off and how utility routines can
be placed in the function keys
and then used from within
programs.

We'll start by looking at the
bell = that's the standard
beep or ting produced by most
computers and many printers.

First press Return and then
Copy. That noise is the bell
Try holding down Ctrl and
pressing G. That too is the bell.

It can also be generated by
entering:

PRINT CHR${7)
or;

voutT

The sound produced is
controlled by four values
which are placed in RAM
when the micro is switched on.

The four *FX calls that can
change those parameters —
channel, amplitude, pitch and
duration are *FX211,
*FX212, *FX213 and *FX214
respectively.

Let's try some out. To test
the change in the sound it's
easiest to use Curl+G as the
Copy key doesn’t make a noise
if the cursor keys are being
used,

Try *FX211,0 and Cirl+G.
This call has set the channel
number of the sound produced
to zero. Instead of a pure note
the sound generator produces
noise.

*FX212 changes either the
amplitude of the sound or sets
an envelope number. If an
envelope is to be used the
number entered is
lenvelope number —1)*8. If
the amplitude is to be set then
the default value of 144
should be used.

Try entering this envelope
and then the two calls:

ENVELOPE2, 14,4, 4, 1,
2,1,126,0,0,-128,126, 126
#1212,8

#1213,200

As you'll hear, the *FX213

"Ringing the changes
on your micro’s bell

“Taking command of
the Caps Lock status

*Keeping tahs on

which key is pressed

#1211 | #FN212 #FI213 #1214 function
3 144 101 ] default settings
0 14 H 30 harsh sound
0 (] 200 b uses Envelope nuaber 2
I ua 0 0 silent

Table I: Sounding the bell

call sets the pitch of the note

Finally we can use "FX214
1o set the duration of the bell

As with the last one the
number used is exactly the
same as in the SOUND
statement. [t should be noted
that pressing the Break key
resets the bell to its default

setting.
Table | describes that
default setting and three

alternatives that I've tried, If
you could come up with-a
better one send it to our
Scrapbook page

Let's leave the bell now and
have a look at the keyboard
characters. | the Mini
Office word processor to do all
of my writing and I'm pleased
that when it starts the Caps
Lock is switched off

In the classroom my pupils
frequently make the mistake of

use

entering responses in upper
case when only lower case is
correct

The *FX202 call gives
programmers control over the
Caps Lock status. *FX2020
sets it on and *FX202,16
switches it off.

One improvement we could
make to this is to wam the
user. with a message on the
screen, that the Caps Lock is
on or off

Before we can do that
we've got 1o learn a bit more
programming.

In all the *FX calls so far
we've only been able to
change values held in the
micro's mamary. This is called
writing.

We haven't been able to
read any of the values already
sitting in the micro’s memory,
such as the default values at

power up. Program | contains
a procedure that is used to
read the results of making a
*FX call

The procedure PROCHx()
expects three arguments -
numbers inside the brackets
that follow it. These corres-
pond to the three numbers
that can follow a *FX call and
are placed in the resident
integer variables A%, X% and
¥% respectively,

The function USR then
makes the *FX call and the
result is a large number stored
in respons It's important
that the variable response% is
made local if there's a risk that
it's us elsewhere in your
program,

Lines 90 to 120 tease out
the information from
response’s. The print state-
ments aren’t all necessary for
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the working of the procedure,
but they do give us vital data
about what is going on.

Once you've got a copy of
the procedure in your Electron
it can be tested by making
those calls you've come across
already. Try switching the
Caps Lock on and off by using
PROCfx(202.0,0] and
PROC{202,16,0).

Now comes a bit of Boolean
logic which enables us to
interpret the numbers the
procedure chums out.

Like all osbyte calls
*FX202.X.Y affects a single
byte in the memory of the
computer. |f that byte is O the
Caps Lockis on, 16 and it’s off.

The way the value of the
byte is changed following the
issue of a *FX command
complies to this rule — the new
value equals the old value
when it is ANDed with ¥ and
then EORed with X,

This is written conven-
tionally as:

<NEW VALUE >=(<0LD
VALUE> AND ¥Y) EOR X
If you don’t understand the

By
JOHN
WOOLLARD

logic don't worry — just take
my word for it.

If the value of ¥ is zero then
<0LD VALUE> AND Y equals
zero as ANDing something
with O always equals 0. So, the
new valug of the byte is zero
EOR X, whatever value you
give X,

If ¥ is O then this new value
always equals X, as EORing
something with O leaves its
value unchanged. The byte is
"cleared” to zero.

10 REN PROGRAN 1
20 PROCH (202,0,0)

30 END
40 DEFPROCHx (aald,xxl,yyl

50 osbyteX=4FFF4

60 Al=aal:Xl=xxdiYI=yyl

T0 FRINTTAB(4) "sFX" ;A"
e

80 responsel=USR(osbytel
)

90 al=responselANDEFF

100 x%=(responselANDFFO0
1DIVEL00

110 yX=iresponselANDEFFO0
0N DIVELO000

120 ri=(responselANDEFFO0

H if Xliest 1
and 255 the new value takes
this value of X for the same
reasons. The byte has a new
value written to It

So if ¥ is O the byte takes
the value of X after the *FX
call. If you give X the value O,
then the new value of the byte
will be 0.

if X is a non-zero number
between 1 and 255 then the
new value of the byte in
memaory affected by that
particular *FX call will be X,

So far we've looked at the
case where Y is 0 and X has
been either O or a value
between 1 and 255.

Now let's consider what
happens using our rule when

Part

Three

the micro’s memory.

These values are therefore
used to read the byte in
memory. You call the *FX with
¥ as 255 and X as O and know
that the values returned by
USR refiect the state of the
memory before the call.

Alternatively, if Y is 255 and
X is a non-zero value, then a
binary toggle occurs — all the
1s become 0 and the Os
become 1, Table |l sum-
marises these results.

We can now put this
information to some use,
because reading values can be
as important as writing them,

For instance, *FX4 is only
used to change the effects of
the copy and cursor keys.

The call *FX237 acts in a
similar manner but it can also
determing the status of those
keys, Now we can use the
procedura from Program | to
explore it.

PROCF (237,0,0)

sets the keys to their normal
action, The byte is cleared.

PROCHY (237,1,0)

makes them produce Ascii
codes. As X is 1 and ¥ is O, so

oS

00001 DIVE1000000 the value of ¥ is 255. Now  the byte is written to and
130 PRINTTAB(4)"a"TABI9)* <0OLD VALUE> and Y equals  becomes 1.
ay e the old value, as ANDing with
1'TABILA)y TABUIS) ; ) 255 leaves a value unaltered. PROCE2 (237,2,0)
140 PRINTTAB (4)a2TAB ()} If X is O, then, because any enables the keys to be
TITAB(LIA) s yITABCI9) jrT number EOR zero equals the  programmed in the same way
150 PRINTTAB(4)"k"; ~aXTAB original number, the result of  as the function keys.
(9)"k"*xITABILA) "4y all this ANDing and EORing is In the above cases the Y
140 ENDPROC that the new value is exactly value was always 0. We wrote
the same as the old one. In »
Progeam | affect, no change is made to
X value | ¥ value | result function
] L] clear byte used for writing
byte ] set byte used for writing
[] 255 no change used for reading
Table fi: *FXA, X, ¥~ | pyte 255 toggle byte used for writing
values and results

OSBYTE
CALLS

THE standard osbyte call
looks iike this:

I8, X, Y

where A, X and ¥ are three
numbers that specify what
that osbyte call will do by
effecting the internal regis-
ters of the 6502 chip at the
heart of the Electron.

One example of such an
osbyte calf is:

$FN123,45,67

This follows the
*FXAX.Y format of the
above but it can be written
in & variety of ways.

In this example the call
number, A, is 123. This is
the value placed In the
accumulator in machine
code programs.

45 is the X value (which
goes into the X register)
and 67 is the ¥ value (given
to the ¥ register).

If the Y value is O then:

HFI123,45,0
may be written as:
#1123,45

In other words, it need
not be specified. Similarly,
if the X and Y values are
zero then the call would
simply be *FX123,

In all *FX calis the
commas can be replaced by
one or several spaces and
so the following are legal:

#1123 45 &7
#1123 45
X123 0 &7
W2
By the way, dont use
*FXT23 unless you want
your printer driver to go
darmant!

Octaber 1985 ELECTRON USER 11



k1|1
k10 | 16
k11 | 17
kzjie
k13 | 19
Wi
k7
k9
k21
k22

Control

ft Cursor

k24

k26
k27

Se—NamEC | @ e wD

H
g
5

30
3l

g— ﬁu-t'ﬁuhgi"ﬂ:l»mau-
3

—_— - Iﬂt’u!-— r=xmom
g

121 | Right Cursor

Table iif; internal Key Numbers

From Page 11

to the byte. Using a Y value of
255 and an X of 0 enables us
to read the status. Try setting
the keys using one of the calls
above and then read the value
using:

PROCHx 1237,0,255)

The important response is
contained in X.

If Y=255 and X contains a
nen-zero value then that value
is toggled. That is, if the value
was 0 it becomes 1, if it was 1
it becomes O,

Try getting the keys to
produce Ascil codes with:

PROCFx (237, 1,0)

Check that it's really set by
reading the value with:

PROCEx (237,0,235)
Repeated use of:
PROC#x (237,1,255)

will toggle the status off then
on,

Here's another example.
*FX229.1 is used to prevent
the Escape key interrupting
the action of a Basic program.
It can be returned ta its normal
action with *FX228.0.

PROC#x (229,0,255)

can be used to read the status
of the Escape key or:

PROCE (229, 1,255)

1o toggle it on and off.

Now let's move to another
use of osbyte, *FX121. It's
possible to make a call scan
the keyboard 1o see if any one
of the 53 keys are being
pressed,

Scanning starts from the
lowest numbered key upward.
Table 11l gives each of the key
numbers both in decimal and
hex.

The call can be made using:

PROCEx (121,0,0)

The value of X determines
the precise action. If it's set to
any number below 128 then
the scan begins from that key.

The value of Y is not used or
affected by this call, so it may
be set to any value, but is
normally zero.

*FX121 can also be used to
determine if a particular key is
being pressed. The value of X
has to be the internal key

number EQORed with 128
(&80

If you can't work that out
then ask the computer to do it,
For exampie, the key number

for Delete is B9 so type:
PRINT B9 EOR &80

and press Return. That gives
the result 217. To test for
Delete you'd use a line such
as:

PROCHx (121,217,003
IFxR40 THEN PRINT
"Delete pressed’

given by the x% variable. x% is
equal to the number of the key
pressed when a scan is made.

It a single key is being
tested for, then x% equals zero
if it's not pressed, x% is
negative if it's pressed.

Program Il shows how the
call can be used to detect a key
press, The program ends when
the Escape key is pressed. (It
has the internal key number
112)

*FX229.1 and *FX229.0
are used to disable and
re-enable the Escape key
*FX21 clears the keyboard
buffer before the program
ends.

Lsbyte with A=122 l(or, if
you like, *FX122) acts in
exactly the same way as the

10 REN PROGRAM 11

20 #1229,1

30 REPEAT

40 PROC#x (121,0,0

50 PRINT2I

40 UNTILxI=112

70 #1221

B0 #FX229,0

90 END

100 DEFPROCFx (aald,xxd,yyd

110 osbytel=kFFF4
120 At=aals Nl=xxli¥l=yyl
130 responsel=USR (osbytel

140 alaresponselANDLFF
150 x1=(responseIANDLFFO0
1DIVE100

previous call, but by default it
begins scanning at key
number 16. It cannot be used
to test for the Crrl key

We'll now look at *FX138
and *FX153. Both calis are
used to place characters into
buffers.

I'll show how they can place
data in the keyboard buffer for
use after the program has
stopped running. For this job
the two calls are very similar
but I'll use *FX138

Using either the procedure
from Program | or the *FX call
directly we can insert the letter
A into the buffer. Entering:

#F1138,0,65
ar
PROCH(138,0,45)

makes the computer respond
with an A. Try making other
characters appear by changing
the number &5,

This facility can be used to
place the contents of the
function keys in the buffer.
Program Il first defines keys
and then uses *FX138 to carry
out the commands,

This technique enables us

»

Ll

10 REN PROGRAN 111

20 #KEVIRUN: N+other data
i

30 #KEYZNODES | WVDULS, 1,3
10,0, 0KENL, 1N

40 #KEYINODEGNVOULS, 1,3
10,0,01HINL. !

50 #KEYALISTOTININL. IK

60 SKEYSLISTOO!NINL, 1N

70 WKEYACLSIFORKIs4TOTON
BFIP, KL KT " IFTRY)
S1VDU7KE, 32, 32: N, ELEN, {N

80 SKEY7REN, 100, 101N

90 INPUT*Data *;datas

100 1Fdatas="LIST " THENSFY
138,0,132

110 IFdatas="L1ST*THENEND

120 a$="320000ATA"+CHRSI4
+datassCHRISHCHRE S+ REN, *
ACHRSL3+*RUN"+CHRS13

130 FORKZ=1TOLEN(a8)

140 AL=138: 1X=01 YA=ASC NI

DElas k1))
160 yi=(responseIANDFFO0 150 responseX=USR(LFFF4)1
b REN 4F1138,0,1
170 ri=(responselANDAFFO0 160 ‘"' :
0000) DIVA1000000 170 END
180 ENDPROC
Program if Program I
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From Page 12

to carry out commands that
are normally not available in
Basic.

JI give you some useful
examples. Many programs,
like Language Tutors and
Hangman, have data state-
maents that contain the words
they use.

It would be an advantage if
the number of words could be
increased by the user under
the control of the program.

This would require the use
of the command LIST 1o find
out where the new data
statements must go. The new
lines must then be added.

These two operations nor-

mally cannot be carried out
within Basic, Try writing the
command LIST in a program.

To overcome the problem
we can use the *FX138 call to

prompt is displayed. If LIST is
entered the program will
automatically list itself,

Any other entry will be
placed in data statements at
the end of the program,
Running the program also sets
six of the function keys for later
use

Keys 2 to 5 list programs in
four different formats. You can
combine the technigues to
produce your own preferred
output.

Key 6 displays the contents
of the zero page user block.
This-is a useful tool for
machine code programmers
Key 7 renumbers the program.

A useful technigue that |

use when writing or debug-
ging programs is illustrated in
Pragram IV,

The ON ERROR statement
is placed near the start of the
If an error occurs the

Lines 120 to 160 of
Program |1l assembles that
data and inserts it by using the
osbyte call USRI&FFF4). The

place the | 15 in the  prog
keyboard buffer. We then stop
the program.

program stops and displays
the type of error and its line
number.

When a key is pressed the
screen is cleared and a paged
mode listing is produced.

program lly runs
again after the DATA line has
been entered.

Program 1| also shows how
to place all the characters of a
user-defined key into the
keyboard buffer.

Line 100 inserts the con-
tents of function key 4 by
using *FX138,0132. The Y
value is equal to 128 +the key
number, Line 110 then stops
the program running.

Here's how to use Program
Il When it is run an input

10 REN PROGRAM IV

20 ON ERROR PROCerror
30 DEFPROCerror

40 *KEYTNODEGININLIETIN
50 PRINTTAB(0,0);

40 REPORT

70 PRINT® at line *jERL
B0 B=BET

90 #FX138,0,137

100 END

Program IV

Another call, *FX201, is
used to totally disable the
keyboard (except for the Break
keyl. It was designed for use
with Econet systams which
aren't yet available for the
Electron.

Now let's go on to what are
known as soft keys and firm
keys,

The soft keys are those that
we can program ourselves
using *KEYO, "KEY1 and so
on. They include the Copy and
cursor keys.

The firm keys are those that
are preprogrammed. On the
Electron there are 29 keys that
when used with the Func key
produce Basic commands,

¢ The more sophisticated
a program becomes,
the greater will be the

necessity for many
function keys to be used 9

functions and instructions.

The action of these can be
altered by use of *FX calls,

*FX225,0 causes the micro
1o ignore the function keys.
*FX2251 makes the keys
programmable (the default
condition).

*FX225 % where x is greater
than 1 causes the function
keys to take on an Ascii value
where f0=x, fl=x+1 and so
on,

We can make each function
key take on the value of its
number by using *FX225,48.

New enter *FX4,2, The
copy and cursor keys now
produce the characters that
follow the numbers on the
Ascii table (see Appendix F of
the Electron User Guidel.

It is important to note that
*KEY10 {the Break key) is not
changed by this call.

*FX226 affects half of the
firm keys in the same way.

*FX226.1
produce the Basic keyword
printed on the front of the key

*FX226,0 causes the keys
to have no output. *FX226.x
causes FUNC+key A to have

makes them

an Ascii value of =x,
Func+B=x+1, Func+C=x+2
and so on.

*FX226 changes keys A to
P and *FX227 has a similar
influence on Q to Z and keys

This technique increases
the potential of the keyboard
Mot only can the keys produce
upper and lower case charac-
ters, but each key can produce
a unique response if it is used
with the Caps Lk/Func key
pressed,

This is particularly impor-
tant in database and word
processing programs where all
the letter keys are used 1o
enter data and you need other
combinations of keys for
special purposes.

The pressing of a single key
with the Caps Lk could. for
instance, move blocks of text,
dump information to printer or
save data files on cassette

The more sophisticated a
program bacomes the greater
will the necessity for many
function keys to be used.
*FX226,128 and *"FX227,160
give every key a different value
ranging from 128 1o 192,

Program V lets you see
those values being produced.
Simply hit the keys with or
without the Caps Lk, Ctrl or
Shift keys pressed.

And that's all for this
maonth. We've looked at the
osbyte calls concerned with
the keyboard and seen how
they affect the bell, change the
action of the firm and soft keys
and read the keys pressed.
® Next month we'll ook ar
the Acorn Plus 1 and the calls
associated with it.

10 REN PROGRAN V
20 126,128
30 4227, 140
40 REPEAT

50 PRINT BET
60 UNTIL FALSE

Program V
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YOU have been the
wizard's pupil for many
years now. He has taught
you many magic skills and
how to survive in the world
of sorcery. Now at long last
comes the end of your
training program.

Having passed all the other

Zap the zombies and
vanquish the vampires

in this spine-chilling challenge
by MATTHEW HOLROYD

tests the wizard has invented
for you, only one remains, You
must be locked in the infam
ous Dungeon of Zalantar and
find your way out again.

This is your biggest test yet
and if you pass it and manage
to escape from the deathtrap
you will be awarded one of the

Magic Crystals of Kranblaton
a trademark of all the War
locks of the Dark Ring.

The game starts with you in
the entrance hall, the room
you must return to when you
have all three magic keys.

Each room has a name and
is a different colour, making it
easier to find your way about.

The rooms contain different
objects. Most have disgusting
creatures which drain your
strength.

Some rooms contain useful
items and treasure which may
be picked up.

Certain items can be used
to tempt or threaten a creature
which will then not harm you.

You may hold only six
objects at one time. When you
try to pick up a seventh you
will lose the one at the
right-hand side of the list

To pick up an object you do

not need to touch it. Simply
make sure you're in the same
room as it and press G

An odd sound should con-
firm the picking up and the
object should appear next to
the word “Objects” at the top
of the screen

The beasts and wizards will
drain your energy at the rate of
10 units a second,

There are five different
types of monsters and these
are shown in the game. Two
cannot be stopped and they
will drain your energy no
matter what you're holding.

The other three can be
tempted or threatened with
the objects you're holding. and
these will not drain your
energy if you're holding the
right object.

For example, if you come
across a vampire and you're
holding a crucifix, then he

Dungeon Quest listing

IREN #+¢ DUNGEON QUEST
HE

IREN #4¢ BY M. HOLROYD
HE

JREN #4# (C)
HE

AREN #+4
[

1BDATA 1,"THE ENTRAMCE H
ALL",0,0,8,20,001(1) 4

2BDATA 2, "NURKY 'S LAIR®,
18,30,8,8,0112),2

JBDATA 1,*CORRIDOR OF DO

ELECTRON
USER

On",8,40,28,8,00(3),5
ABDATA 1,"DEATHTRAP CELL
*,318,8,38,58,00(4),2
SODATA 1,"RATIACK'S CELL
*,0,60,0,80,01(3) .6
SBDATA 2,°CHADS HALL",40
,8,50,98,01(6) 5
TODATA 1,"THE TORTURE CH

FODATA 2,°THE VAULT®,sB,
100,80,210,01(9) 4




won't drain your enargy.

if you pick up a magic key it
replenishes your energy by 10.

We're sure your first few
adventures will end in failure
and you probably won't be
able to get beyond a few
rooms.

But don’t worry — after a
few goes you'll get used to
leoking in the corners of rooms
1o find out what's in them and
when you've discovered how
to keep the monsters at bay
the rest is all a matter of
finding the keys.

These are placed at random
in the 33 different rooms of the
castle spanning three different
floors the main floor, the
attic and the dungeon

The main floor contains a
mixture of caverns and cells,
The attic is made up of only
cells. And the dungeon is
made up of only caverns.

Staircases connect the
floers, and there is also a tower
somewhere.

The program starts with
quite a8 nice wailing sound -
which took hours to perfect —
and it displays the characters.

The sounds are loud, fre-
quent and can get annoying,
s0 we've added a sound on/off
option

The controls of the man are
quite simple and he can be
moved in four directions

To leave a room he must go
through a door — a red block —
which will be in at least one of
the walls

The control keys are:

z Left
X - Right
H Up
/ - Down

G - Get an object

There are also some useful

options:

§ - Sound on
Q - Sound off
F - Freeze gama
R - Restart game

Several changes can be
made to the adventure to give
it a personal touch or just 1o
make it sasier,

If you find it too hard, just
change the first line in
PROCinit. COPY the line out
and where it says EN%=100
put;

ENY=200

This will mean you can
survive twice as long as you
start the game with twice as
much anergy.

If you find the game 100
easy, you may like to add more
screens or change the number
of keys 1o be collected.

You can, if you wish, make
your own dungeon, maze or
castle by designing your own
rooms

All the information needed
for each room is in the DATA
statements at the beginning of
the program.

It takes quite a while to do
33 rooms that all connect to
each other, but you can have a
go.

The format of the data
statement is:

18 DATA roosl,"nases” ,upl,
rightl,leftl,downl,
object?,backy

roam% is the type of room
you wish it to be. It may be a

cell lroom 1), a cavern
(room%=2) or a staircase
{roomd=3)

name¥ is simply the name
of the room. You may call it
anything within 19 characters.
Any longer and it won't fit on

soreen. Jumps to drawing
ing on the data it

Updates your remaining energy and the objects

PROCEDURES
init Sets all the variables needed for each game.
Defines the characters and envelope state-
ments.
screen  Sorts out every
pr P
Prints title at top of screen, displays score.
room1  Draws the cell. Is called by PROCscreen when
raom% = 1.
room2 Draws the cavern. |s called by PROCscreen
when room% = 2.
room3 Draws the staircase, |s called by PROCscreen
when room = 3.
checkob Refers to & list of objects and prints the
appropriate one in the room just entered,
left, right, These procedures move the man around the
up,down  screen and jump to a new screen if he touches a
door.
read FReads all the data needed to produce a new
room with the objects and monstersin it.
test Tests to see if there is a monster in the room., If
s0, sees what you are carrying and acts
accordingly.
update
you are carrying. Prints them on the screen,
dead Runs the dying sequence, Plays a ftune.
Transforms the man into an angel.
inst Displays the characters used in the game and
waits for the game to be started.
get Controls the picking up of an object.
look Looks to see if you are carrying the three keys
when you enter the entrance hall.
win  Produces the winning screen.
freeze Makes a ghostly sound every time the game is
paused and waits for you 1o restart it.

the screen neatly.

Maming a room takes up
quite a bit of memary, but it
gives the room individuality. If
you don't wish to name the
room, just put "' " in that space.

up, rightd, left, down
ara the line numbers that the
data for the connecting rooms
are on. This means that if up®
was equal to 50 and the player
went up the program would
read the data on line 50 and
draw him the naw room,

Be sure to get the line
numbers right for each room,
It's best if you draw a map with
all the essential information

included.

object? should be entered
as O%(n/ where n is the line
number divided by 10. You
should not change these to
your own values as the keys
may be in this variable and you
could never get a key.

If the variable were on line
50 it would read 0%(5) and so
on,

back% simply holds the
colour of the room. Itis read in
toreground colour which is
then VDU 19d to make the
room appear in that colour, To
make the room appear grean
should equal 2.

IBBDATA 2,"THE CENTRAL CA
VERN",2,118,99,8,01(10),5
11BDATA 2,"CHANBER OF DEA
TH®,8,120,100,0,000101),2
120DATA 2, "GRAVESTONE Cav
E*,170,130,110,8,0L(12),6
138DATA 1,"10MBIES TOMB",
0,0,120,140,08013) 5
1480ATA 2,"CAVERN OF BONE
§*,130,8,150,0,00014),2
158DATA 1,"ESCANIR'S HIDE
ouT",0,140,0,158,00(15),9
1680ATA 2,"THE TROLL'S CA

VE®, 158,08

17B0ATA 3," *,180,0.
ZORT) 4

1BRDATA 1,"THE LAMDING* @
(280,190,170, 00018),5

198DATA 1,"DRUID'S PLACE®
,200,160,0,0,00(19),2

20BDATA 1,"THE BHOUL'S DE
) 2 198,00020) 4

218DATA 3," *,90,0,0,200,
ouiat,3

2200ATA 2,"THE OBRE'S DEN
*,8,230,270,250,01(22) ,2

230DATA 2, "PORTCULLIS HAL
L*,210,2408,220,260,00(23) .6

24BDATA 2,"THE CELL",0,8,
230,0,00024),11

25B0ATA 2,"SLINY HALL®,22
9,260,0,0,00(25),2

260DATA 2,°THE BPIDER'S L
AIR*,230,8,250,8,00126),5

2780ATA 2,"VANPIRE DUNGED
N*,8,220,8,0,00(27) &

280DATA 1,°THE CHAPEL®,30
0,299,160,0,00128 ,4

2980ATA 2,"THE BRAVEYARD"

,2,0,268,8,00(29),0

JBBDATA 1,"THE BELFREY".D
48,0,280,00030),2

JLBDATA 3,* ", 320
oxi31),2

J280ATA 3,* *,330,0,0,310
08320 4

J300ATA 1,*THE TOMER®,
+8,328,00(33),4

JABNODES: DINOX (33} s DINOBS
(6):PROCinit:PROCinst:PROCK

—_—
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From Page 19

ead

J5BFORHI=1T06:0BS (HX) =CHR
$(32)1NEXTHE

JL8COLOURI:VDURS, 1,0 0: 0y
@3 1PRINTTAB(XZ, YX) j downd

JT0A$=INKEY$ ()

38BCOLOURY: COLOUR12E

J9RIFA$="1"THENPROC] ef t

ABRIFA$="1"THENPROCK i ght

ALRIFAS="1 "THENPROCup

A281FA="/"THENPROCdonn

AIBIFAS="E"THENPROCqet

A4BIFAS="F" THENPROC Froeze

ASBIFAS=""THEN#FX218,!

A6BIFAS="5 THENRFX210,0

A7RIF tinel=BBTHENPROCLes
t

ABRtinel=tinel+]

A90eF115,0

Sees0T0378

S10END

S20DEFPROCini t:6X=11suple
10:ENT=108: X1=9: Y225 tinel
=Binewl=iBrneal=b0

SIBFORBL=1T033

SAB0L(BY) =RND(5)+&

SSANEITBL

S6BA=RND (33) 302 (A)=1

ST0A=RND (3311 IFOL (A) CTTHE
NGOTOSTR

a0t (ai=1

S9BA=RND (33) 1 IFOX (AN CTTHE
NBOTO390

S8R01(A) =1
4104=RND(25)
£281FOL(A) CTTHENGOTOA18
S3001 (A1 =41 02 (AHRND (7)) =4
$48A=RND (28)
SSRIFOX (A) (TTHENGOTOAD
64801 (A)=310% (AHRND(5) )5
470A=RND(28)
SBBIFOL(A) (TTHENGOTOS78
49001 (A) =61 01 (AHRND(5)) =4
TRRSENIL, 1
THRFL12, 1
TRHENVELOPEL,2,1,-1,1,4,4
\3,1,8,0,-1,183,0
TI0ENVELOPE2,2,3,6,-9,2,3
4,126,0,8,-126, 126,126
TABENVELDPE3, 7,6,7,8,5,8,
6,128,8,8,-126,126,126
TSBREN ##3 CROSS #ee
TABVDUZS, 224, 24,24, 126, 12
6,24,20,24,24
TTOREN 5 DAGGER #44
TBIVDU 23,225, 40,466, 478
k28,454, LBA, 195, 483

TYBREN 88 KEY #24

BROVDU 23,226, k50,470, k48
(38, 404, 402, 405, 102

BIBREN ### GOLD ##+

B20VDU 23,227, k24, 43C, k18
VR24, k46, B42, B4E, 130

BIEREN #4% RIGHT #s

B4IVDU 23,228,438, 47C, kb
A&TE, LTE, k38, 4FC, 40C, 23, 229
40D, 410, 4C8, k3E, k34, 4F6, bF
5,47

BSOREN ### LEFT #a4

BEOVDU 23,230, 41C, 43E, k14
RTE R7E, &1C,43F, k38, 23,231
(3B, kB8, kA3, L7C,ATC, keF kb
F,kE3

B7BREM #2& UP #44

BAAVDU 23,232,408, 41C,k1C
41,408, 3E, 43E, 43E, 23,233
oOTF AL RIC,A3E B34, 036,43
5,477

BYBREN #44 DOWN #2e

FO8VOU 23,234,408, kIC, L8O
(IC, 408, k3E, 43E, A3E, 23,235
k63,450, 41C, L3E, k36,436, 43
6,477

FIBREM #¢# DRACULA w3+

920V0U 23,236, 18,424,624
k18,424,430, kbb, bbb, 23,237
bbb R7E &TE,L5A, k18, k18,41
B,43C

G3DREN #&¢ WIZARD #es

F40VDU 23,238,404, L0A, k18
o&18, 424, k24, 418,418,23,239
k24 ATE bbb, LB, 430, 43C, 43
C,L7E

TSBRENM ### HUMCHBACK s+

F60VDU 23,248,530, k4E, kBC
92,492,402,400, 4C3, 23,241
JRET BT, bb4 k16, 136, k34,43
5,437

G7BRENM #4% SKELETON #a4

POOVDU 23, 244,442,442, 454
oR18, k54, k42, 83C, 418,23, 245
oA3C, 418,418, 824,024,100, k2
4, kb

99BREN &4 IOMBIE #es

LMOBVOU 23, 244,43, kA4, bbb
&TE, 424,424,424, 43C, 23,247
(30,418,430, K3C, bbb, ki, k0
0,403

IB1BREN ##% ANBEL ##¢

1020VDU 23,248, k08, k00, 430
A2, k3C, k00, k18, 43C, 23,249
k24,424,118, 43C, 462, kéd kb
AykbA, 23, 250, L34, 10C, £3C,43
C,k3C, k18, kb6, 47E

1838right$=CHRS (228) +CHRS (
18) +CHRS (B) +CHRS (229) 1 1 efts

=CHRS (238) +CHRS (18) +CHRS (B)
+CHR$(231) rup#=CHRS (232) +CH
RE(LR)+4CHRS (B) +CHRS (233)1do
wn$=CHRS (234) +CHRS (10) 4CHRS
(B)4CHRS (235)
1040drac$=CHRE (234) +CHRS (1
DI +CHRS (8) +CHRS (237) tuizas=
CHRS (238) +CHRS (18] +CHRS (B) +
CHR$ (239) thunc#=CHRS (248) +C
HR# (1) +CHRS (8] +CHR$ (241)
185001 ank$=CHRS (32) +CHRS (1
B0 +CHRS (8) +CHRAS (32) 1skel $=C
HRS (244) +CHRS (18] +CHRS (8) +C
HRE(245) 1z0ab$=CHRS [ 245) +CH
RE(18)+CHRS (B) +CHRS (247)
1R4BENDPROC
1B7R0EFPROCSCreen
186850UND2, 3,42, 14: SOUND! ,
3,40, 14:50UNDT, 3,20, 14
1B98VDULY, 2, backY, ;0
L1881FrooaX=1THENPROCr ool
L1181Froonl=2THENPROCr ooa2
11281Frooal=3THENPROCr ooad
11381Fup< YATHENPROCdoorup
11401FdownX( YBTHENPROCdoor
down
L1SBIF1eft1< RTHENPROCdoOr
left
11681Fright1( }0THENPROCdoo
rright
117061=8
118evouze,e,5,1%,0,17,131,
12,26
1198COLOURS: PRINTTAB(1,5);
nase$:VDUS: NOVE250, 18981 6C0
L@, 4:PRINT"DUNGEON QUEST":N
OVE253,997: PRINT"DUNGEON QU
EST":6COLA, 11 MOVE2SH, 9941 PR
INT*DUNGEON RUEST*:VDUM
1200V0U1%,2, backX, ;0
1218PR0Cupdate
12281FnewX/1B=1THENPROC] ook
123BENDPROC
1ZARDEFPROCroom 11 VOUL7, 130
112,10,8,4,25,4,0;0;25,4,12
79;0;25,85,330)270125,4,127
%18;25,4,330; 278, 25,85, 1%
270;18,0,0,25,4,0;870; 25,5,
325;670:25,5,954;470; 25,5,1
279,870117,135,28,5,23, 14,1
1,12, 26:ENDPROC
1258DEFPROCr oon2: VOU17, 138
o12,18,0,4,25,4,0;8;25,4,12
T9;8;25,85,330; 270 25,4,127
9;8;25,4,338;278; 25,85, 4%
270;18,0,2,25,4,08;25,4, 10
B 55;25,65,0;200;25,4,127%;
0325,4,1179;30)25,89,1279;3
D025, 4,60; 108725, 4,300; 180

Dungeon Quest listing

i
1268V0U25, 85, 338, 278; 25,4,
1199;108;25,4,979; 180, 25,85
7493270;10,0,4,25,4,330; 27
8;25,4,500;270; 25,85, 480; 31
8)25,4,949;270;25,4,779; 270
125,85,849;310;18,0,0,25,4,
100;55;25,5,0;200;25,4,1179
130325,5,1279;300; 25,4, 150;
130325, 5, 58 509
1278VDU25, 5, 1701 7483 25,5,0
18403 25,4, 1139; 128;25,5, 116
9;500;25,5,1109; 749;25,5,12
79;820;25,4, 300,188, 25,5, 22
B; 350, 25,5, 24036503 25,5, 150
1675;25,4,979;180; 25,5, 1059
1350;25,5, 1039, 658,25, 5,112
9675;
1268YDU2S, 4,330, 2605 25,5,3
15)600;25,5,250; 6203 25,4,
126825, 3,980,500, 25,5,950
1608;25,5,1029;620;25,4,500
12703 25,5,450,580;29,5,71%;
598;25,5,789;370;25,5,779;2
L]
1298VDU25, 4, 4501580 25,54
89;550;25,5,312;598; 25,4, 0
B;550;25,5,400; 310525, 4,869
1310;25,5,710; 548; 25,4,779;
598;25,5,918; 548; 25,5, 950; 5
78; :ENDPROC
138RDEFPROCr coad: VOULT, 138
(12,180,132, 24, 100; B 1179;
109;16,26,24,220; 108; 1999;1
B3 16,25,24,340; 160, 939; 260
116, 26,24, 450, 2607819, 3005 1
6,26,18,0,0,25,4,350; 268 25
13, 35036003 25,5, 929; 608; 25,
5,929; 260, 25,4,350; 600, 25,5
;808;
1318VDU25, 4,929, 4003 25,5,1
279;B@R; :ENDPROC
13280EFPROCdoorups COLDURI2
9:dX=19:REPEAT: PRINTTAB(9,d
13" “rdl=dl+11UNTILAL=24
ENDPROC
13380EFPROCdoorright : COLOU
R1291aX=23: REPEAT: PRINTTAB(
17,0204 *jTAB(16,ak-1);" *
sal=al+1:UNTILa2=281 ENDPROC
134BDEFPROCdo0r ] ef t1 COLOUR
129:bX=23: REPEAT: PRINTTAB (2
BRI "jTABIS,bI-10;" "sbY
=h1+11UNTILbY=28: ENDPROC
13580EFPROCd00r down 1 COLOUR
1291PRINTTARIS, 310" "pEN
DPROC

1358DEFPROCc heckob
137BCOLOURL32: 1132
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13881Fob ject 1=BTHEN t1=32

13901Fobject =1 THEMCol 1=1:
it1=226

14881Fob ject1=4THENco] X=3:
iti=224

14101Fobject1=STHENCo1X=11
1t1=228

142B1Fob ject1=4THENCol 1=12
it1=227

L143BIFob ject 1=TTHENCol 1=32
1t1=236:11=237

14401Fob ject 1=BTHENcol 1=3;
it1=238:11=239

14581Fob ject1=9THENCol 1=11
ith=240:1%=241

14481Fob ject1=18THENCO] X=3
1it1=244:11=245

14781Fob ject1=11THENzol 1=1
1itl=244:11=247

148BCOLOURCol L:PRINTTAB(I,
28) ;CHRS (1 tT) +CHRS (18] +CHRS
(B)+CHRE (i 1)

149BENDPROC

1SBBDEFPROC] eft

1SIBPRINTTAB(XZ, Y1) tblank$

15201F X1=5AND] ef tXC)BANDYL
(29THENnewL=1eft1: PROCread

I53RIF X1=5THENXL=6

1S4BXL=X1-1:PRINTTAB (XY, Y1
Jilefts

LSSRENDPROC

154BDEFPROCr i ght

ISTRPRINTTAB(XY,YX) jblank$

1SBOIFXT=14ANDright 1< BAND
YI{28THENnewt=r ight1:PROCre
a

1S9BIFAL=1ATHENX =13

16001X=12+1: PRINTTAB(XT, YT
Jiright$

1618ENDPROC

16280EFPROCup

L63BPRINTTAB(XY, ¥X) yblanks

164BIFYL=24ANDup 1< YBANDIL)
BANDXXCL I THENnewi=up11 PROCY
ead

165BIFYL=24THENY =25

1668Y2=YI-1: PRINTTAB (XT,Y1
Vjup$

167RENDPROC

168BDEFPROCdomn

1&98PRINTTAB(XY, YT) ;blanks

17081FY1=29ANDdounT< YBANDI
1)BANDIL{ L1 THENnewT=doun:P
ROCread

171RIFYY=29THENY1=28

1720Y2=Y2+1: PRINTTABLIZ, Y1
)jdown$

17IRENDPROC

{7ABDEFPROCread

1758RESTOREnEW
174BREADr oonl ,nanes ,upl,ri
ghtl,leftl, downX,objectl,ba
ckl

{T78PROCsCreen
1788PROCcheckob
17900023, 1, 0y By By e =Ry
Y1=2b: COLOUR128: COLOURS
1BBRENDPROC
1810DEFPROCt est

1820t inel=D: [Fobject1(TTHE
NENDPROC

1838PL=8: REPEAT
1B48P1=P1+1

1BSBIFOBS (P)=CHRE (224) AND
ob ject1=7TTHENENDPROC
184BIFOBS (P1) =CHR$ (225) AND
ob ject1=9THENENDPROC
1B7B1FOBS (P1) =CHRS (227) AND
ob ject 1=BTHENENDPROC
1BBUNTILPY=b
1B9BENY=ENL~18: PROCupdate:
IFENI=BTHENPROCdead
199RENDPROC
191BDEFPROCupdate: COLOURD:
COLOURYIS:PRINTTAB(2,3); "EN
ERBY ..., "jENL;" "jTAB(1,
4)§"0BJECTS .... "30B811)30
BH(2) ;084 (3) ; 0B% 14} 1 0BS15)y
08% (&) tENDPROC
|528DEFPROCdead

L930F 115,00
194DS0UND1 ;- 15, 60, 42 SOUND1
4~15,48,81S0UND1 ,~15,68,3:8
DUND1,-15,20,14
1958COLOUR132: COLOURT:PRIN
TTAB(XX, YY) jdown$
1968FORSY=1T010080: NEXTST
197050UND1 ,~1%5,208,2
1988PRINTTAB(IX, ¥2-1) ;CHRS
1248) +CHRS { LB) +CHRS (B) +CHRS
{2491 +CHRS (18] +CHRS [B) +CHRE
1250)

1999F0R jul=1T02000: NEIT jul
200050UND1 15,68, 81 FOR jul
=1 T0B@0: NEXT ju2: SOUND1 ,~13,
48, 51FORjul=1T078@: NEXT juls
S0UND1,-15,48,5: FOR jul=1T07
B0:NEIT juls SOUNDI ,-135,70, 13
2018FDRST=1T07000: NEXTSY
2020PROCinst

IBIEND

284BDEFPROCi nst
2050+F115,0

2050eF110, 10

WTMFIS, 10
200850UNDR12, 1,1, 502 SOUNDE
13,1,90,50
2090V0U19,2,12,0:8,23,1,8;

B;0;0;:4F 12,0
210COLOUR 28: CLS: COLOUR2:
PRINTTAB(3,1) 4 "DUNBEON QUE
§1*
2110COLOURS1PRINTSPRINT* YO
U HAVE BEEN LOCKEDIN THE My
RKY DUMGEOMOF IALAMTAR!":PR
INT:PRINT*ONLY THE THREE MA
GICKEYS WILL OPEM THEMAIN
m-l
2120PRINT:PRINT*CAN YOU CO
LLECT THEMAMD GET BACK TD
THEENTRANCE HALL?®
21J8PRINTTAB(3, 18] ; "THE KE
¥5 ARE:"jTABIS,280;"1 - LEF
T*;TAB(S,211;"1 - RIGHT*TA
BiS,22);": - UP*;TAB(S,23);
*/ - DOWN";TAB(S,24)4"6 - P
ICK UP*;TAB(B, 2601 *F/R = FR
EEIE/RESTART"; TAB(R,27); "5/
@ - SOUND/QUIET"
2148COLOUR2: PRINTTAB(S, 30)
1"PRESS SPACE":A$=GET#:CLS
2158COLOURZ:PRINTTAR(T, 11y
*DUNGEDN QUEST*
2148COLOURT: PRINTTAB (2, 4);
down$:COLOURI: PRINTTAB(2,8)
ydracs:COLOURE s PRINTTAB(2,1
2) jhunc#: COLOURT: PRINTTAB (2
18) jwiza$:COLOURT:PRINTTAR
12,28} jzonb$1 COLOUR7 : PRINTT
ABI2,24) ;skels
217BCOLOURT:PRINTTAB(S, 4)3
*YOU"; TAB(S,8) ; "VANPIRE" TA
BUS,12)§ "HUNCHBACK " TABS, 1
&) "WIIARD"; TAB(5,20) ; "10MB
1E";TAB(S,24) ; "SKELETON"
2188C0LOUR2: PRINTTAB(R,29)
1"PRESS SPACE TD START"ih$=
GETH
2198FORHY=1T04: 8% (HX)=CHR
$(32) 1NEXTHY
2208PROCH ni t1PROCr ead: BOTO
h1 ]
21
2220DEFPROCget
223050UND1 2, 1,5
224BFDRghT=1T01788: NEXTghT
22501Fob ject T »6THENENDPROC
226PRINTTAB(3, 280" *
2270084 (4)=08%(5) 084 (5)=0
BS(4) ;004 (4)=08%(3): 0B$(3) =
0B%1(2):0B% (2)=0B%(1)
22080B4#(1)=CHRS (it1)10%ne
wl/10)=
22901 Faenl=newITHENOBS (1=
CHRS$ (32)
23801F0BS (1) =CHRS (226) THEN
ENL=ENT+LD

2310neal=newl
2320PROCupdate
ZIIDENDPROC
234BDEFPROC] ook chl=A
2358FOR1 ookX=1T04
234RIFOBS (100kT) =CHRS (224)
THENchI=ch+1
Z3TONEXT] ookl
23801FchI=3THENPROCWi n
ZITRENDPROC
24BRDEFPROCHing #FX1S,B
2410S0UND1 ,~15,5@, 41 FORsdX
=1 TOT0:NEXTsd1: SOUNDL ,-15,
b0, b:FORsAY=1T0480: NEX Tsd1s
SOUNDI1,~13, 68, 61 FORsdX=1706
B9: NEXTsdX: SOUNDI ,-15,80,12
2428COLOURL28: CLS: XA=1171
Yi=bBd:Cl=1: B=204F 110,
030419, 3
ZHABFDRFY=1TOZ00: IFCI=1THE
NCX=3160T02468
245R1FCL=ITHENC=]
24506COLE, L2 XA=01-3: V2=V
-1t HOVES4R, 02 DRANIY, Y11 IFBI
=2THENEL=1: 60702480
24701FB1=1 THENB=2
24BDGCOLE, BY: NOVEL4D, 1023:
DRAWXT, Y2y MEXTFL1CY=2:B2=1
2490FORF1=1T0140
2380IFCY=2THENCY=1:60702520
25101FCY=1THENCT=2
25206C0LA, CT: XA=N1-31Y2=Y1
+2:NOVES4R , B: DRANXT, Y2: IFBY
=| THENBX=3: 6OT02540
2530 1FEL=ITHENBL=1
254DGCOLA, BL: MOVELAR, 182T:
DRAWXY, Y1 NEITFY
2558VDU19,2,15,0;8;19,3,8,
80,23,1,0;0;0;0;
256BC0LOUR] 283 COLDURL1PRIN
TTAB(2,3) ; *CONGRADULATIONS'*
25TBPRINTTAB(2,26) ; "YOU HA
VE ESCAPED  FROM THE NIIA
ROS  DUNSEDN. THE MABIC
CRYSTAL IS YOURS®
258ReFN12,0
2590FORFLL=1TOIORINENTFE
1:VDU28: PROCi nst
26BBDEFPROCHr eeze
2610S0UNDK12, 1, 1,581 SOUNDE
13,1,90,50
2620B$=INKEY$(0)
26I01FBE="R"THEN ENDPROC
26486002620

This listing is included in
this month’s cassette
tape offer. See order
form on Page 61.
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LOOK at the Wigmore
trackball and you see a
large, square chunk of
plastic with something like
a snooker ball embedded in
the middle.

It has two buttons at the top
end so it can be used by either
hand. Plugging into the
joystick port on the Plus 1, it
sits neatly by the side of the
Electron.

The trackball is basically an
alternative to an analogue
joystick — for certain appli-
cations a joystick may be
awkward and a trackball could
be more suitable.

Handicapped users, for
instance, would find it a lot
easier to handle than either the
keyboard or a joystick.

The position of the trackball
can be read using ADVAL in
the same way as a joystick,
and returns the values a
joystick would,

| tried it with Acornsoft's
Starship Command and
although it worked perfectly |
found it difficult to play

| couldn't recommend it for
fast arcade games.

One area where it is useful
is for graphics and design
programs. Mousepaint is a
program designed to work
with the trackball and show
Just what it is capable of.

The program is quite a good
drawing package. It runs in
Mode 1 and any four of the
eight steady colours can be

One way to have
designs in the
palm of your hand

ROLAND WADDILOVE tries out the Wigmore trackball

chosen

Down the right hand side
screen is @ menu showing the
options available. Letters and
icons are used to represent the
various functions.

To select an item from the
menu the cursor — which is
controlled by rolling the palm
of your hand over the trackball
- is moved over to one of the
letters or icons and one of the
fire buttons is pressed.

It is very simple and easy to
use and only needs one hand.

Two of the menu options
allow freehand sketching and
painting

The size of the paintbrush
can be set and then, by halding
down the fire button, you can
paint on the screen by rolling
the trackball,

Both solid and dotted lines
can be drawn using a rubber
band technique. If the cursor

isn't steady enough you can
select an option to straighten
the line to the vertical or
horizontal.

Circles and ellipses can be
drawn by selecting the appro-
priate icon from the menu

To draw a circle you move
the cursor to the centre, press
one of the buttons, move to
the edge of the circle and press
again.

Rectangles are drawn using
a rubber banding technique.
After setting the bottam
comer the box alters in size as
the cursor is moved. Pressing
Fire fixes it in a particular spot

The only time the keyboard
is touched is when text is to be
placed on the screen. A small
text window at the bottom is
used for input and messages.

After pressing Return the
text is placed by moving the
cursor to the desired position

using the trackball and press-
ing Fire.

A simple fill option can be
used to colour in shapes. A
short routine is used to run
from the lowest to the highest
point in the shape, filling it
using PLOT 77

If the shape is very complex
several fills may be required.

The software isn't protec-
ted and is almost entirely in
Basic so you can tinker about
with it and see how it works.
Several routines could be
included in your own pro-
grams,

The trackball, plus
software, is quite a nice
package. The graphics pro-
gram is easy to use and the
trackball itself is well made.

Although its use is rather

limited, combined with the
design program, | found the
trackball great fun to use,
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One of Americals most popular games
THE ULTIMATE IN BATTLE ACTION...

BE A(‘ll HEAD

Acorn @ — Electron

Incredible 3-D Graphics

Unbelievable Sound
Effects

- Unique Games Concept
Multiple Screens

************************

THE ULTIMATE IN AMERICAN SOFTWARE N
FOR YOU ON U.S. GOLD

. Gold s siacked by alleading computer stores ll ‘ ,"j i ‘-!':ﬂ D ” L ] -I

-'-I —'-._l

clu

Gol 0 soll le_ LI 24 TI

Trading Es ad, Tipton, West Mdr d

DY4 9AH. Te 0 7591. k
Overseas en



On public display
for the first time!

Here's your chance to have hands-on
experience of the most talked-about
communications development of
1985

Microlink

in association with

The unique service that has brought .
big-business electronic mail down to a Only five minutes from

price every micro owner can afford. Manchester
Find out for yourself why it's “ A
such an outstanding success! Piccadilly

UMIST, Manchester

...and a note for your
diary about our next

bﬂ London show!

New Horticultural Hall
Westminster, London SW1

Thursday to Sunday, November 14 to 17

AWss

SAVE MONEY!
. .. with our special

rail travel offer

Arrangements have been
made for discounted rail
travel tickets to be made
available to all visitors to the
show.

For full details write to:
Travel Offer, PO Box 1, St
Albans AL1 4ED, sending a

Orphone 0727-34475. Please
quote the Electron & BBC
Micro User Show.

First exhibitors to
book stands are:

Computasolve, Weard. Altra Roms,
AMS, Direct Disk. N.S.C, IDS. UCC,
Viglen, Computer Bookshops,
Shards, Logic, Commaotion. Blue

bhon, Wigmore House, Kansas Ciny,
LCL. Pace, Watford. Gemini, Siogger,
Care, Opus, Micro Aid. Pastiche.
Gaomemaker, Miniature Tool
Alphadisk, Microman, (kford Com
puter Systerns, Micro Aids, Hantarex
(LK), Miracle. Modem House, Anes,
Nerwich Computer. Cambridge Elec
tronic Designs, Meadmore, Micronet.
CJE Micros, United Disk Memores,
Microlink, Database, NMC




most
of all !¢

-

...And

with more

GENUINE “«

bargains

BBC MICRO

o N
LW
»

than ever before! -

All the big manufacturers and dealers
are gearing themselves up for the big
pre-Christmas selling period. So that
means visitors to the September
Show will enjoy the best of both

worlds - a first look

at all the

fascinating new-season products
PLUS a chance to pick up some really

worthwhile bargains
sold at rock-bottom

Reduced prices
for School/
College Groups

Entryoniy £1 per student if bookings
are made in advance. Send your
cheque (made payable to Database
Publications) and SAE ta

Electron & BBC Micro User Show
68 Chester Road, Hazel Grove
Stockport SKT 5NY.

Tel: D61-480 7863

Vel foor @ minirmam of 10 people

as old stock is
prices.

THEY'LL ALL
BE THERE!

Come and meet the people whose
names you see regularly in the new
pages of this magazine — the peopl

who've helped both the BBC Micre

and Electron evolve into the truk
versatile computers they are todag
TheyTl all be there on their stand
willing to give vou help and advice. 5.
too will be our writers and program

This

voucher is worth

-
n Ny -
AM=3,~ 3, MINUST,NINUS 3,

B28Y:1

B3INi#3A

BATI600D. NOW TYPE ANOTHER
B5A:

BEMiS,

BTN 58

BE#5C

B9EYi2

OBT1EXCELLENT, MAX SCORE 1

91T1PRESS RETURN TO FIND Y

mers. They will also be delighted t puge
talk to you and give you the benefit o, 920t

their experience.

your !

1080145

181454

102115,

18350 -2

184811

185N TRY ABAIN

186JN1#5

187716000, WHAT 1S THE OTHE
R?

1868

109M:-3,~ 3,NINUSI NINUS 3,

11B0Y:#5C
111T1CORRECT 18 -3 (NINUS 3)
1120:450
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CHUCK Carpenter pub-
lished a version of a Pilot
interpreter written in Basic
for the Apple Il which he
had modified from a public
domain Pilot program of N.
Dealey. | re-wrote and
extended this version
which was published in
Apple User in September
1984,

Itis rather surprising that no
version of Pilot seems to be
available for the Electron
despite the fact that the Pilot
language was originally writ-
ten for teachers to help them
produce computer-aided leam-
ing programs.

Perhaps one reason for this
is that the "super” Pilot such
as that available on the Apple
is even more complicated to
learn than Basic

One advantage of a simple
Pilot is that beginners in
programming can be more
easily initiated into the tech-
niques of simple program
structures.

The disadvantages are that
it does not allow subroutines/
procedures nor any form of
mathematical calculation.

However, for the teacher
who wishes to make up simple
quizzes or tutorial material on
a question/response basis, this
simple Pilot may save con-
siderable time when com-
pared with a similar program
written in Basic.

Take a structured
approach to make

a Pilot program

GORDON MILLS presents an Electron
version of this powerful education tool

full-stop to build patterns
spread over a number of lines,

All the main commands can
be modified by ¥ or N
immediately following the
command symbols and before
the colon. This causes the
command to operate only if:
The madifier is ¥ and the last
Match is positive,
Qr:
The madifier is N and the iast
Match is negative.

Additional symbols used
are * to precede labels of lines
to which the programmer
wishes to jump and S to
precede string labels in lines
accepting user input. These
can be used later in the
program in text lines.

E

The version here
is based on the Apple version —
lines 500-4900 are identical —
which is why GOSUBs are
used instead of PROCedures.
It requires only a few simple

rand letters with -

of their use are
given in Program | and in the
instructions contained within
Program |II.

When using the Match
~ommand more than one

New Horticultural Hall
Westminster, London SW

Thursday to Sunday, November

to start a new program. All
other commands are self-ex-
planatary

® Improved editing by allow-
ing the insertion and deletion
of lines in & Pilot program.

® An option for the Pilot
program to be listed on a
printer.

® Paged screen listing of the
Pilot program

® Maximum number of Pilot

program lines is 400. This
could be enlarged further if
required by increasing the
value of MX in line 130,
alternatively, initialising/edit-
ing delays could be reduced by
decreasing MX.

@ Instructions and com
mancds together with a sample
Pilot program included within
the Basic program

® The addition of a Score

Electron Pilot: Program |

[ L]

1C1

ITLIF AN INDIAN MOWAN 15
A SQuUAN

JTaMHAT IS AN INDIAN BABY
?

L
1 PAPDOSE , PAPPOOSE , PAPPD

05,

N1 SQUANKER, *

T5Y:3

TY:6000

STiTHE JOKE ANSMER 15 SQU
AMKER

LBT:MOW PRESS RETURN

1A

1262

13C:

I4T:HOW NAMY KINGS HAVE BE
EN

IST:CROWNED IN ENBLAMD SIN
CE

16721508 AD 7

1

1BT:A - ONE

19718 - 15

0L - 16

AN

22TATYPE A OR B OR C

FALT]

24MiA,

25TN:ANSWER A IS CORRECT B
ECAUSE

26T:ONLY JAMES 1 MAS ALRER
OY KING!

N2

285M1-1

29T1PRESS RETURN

b H

bilH]

32

JITIMHAT WAS THE LARGEST I
SLAND

JAT:BEFORE AUSTRALIA WAS
J5T:DISCOVERED 7

Joh: $ANSHER




command, S: which can be
followed by any number —
positive or negative. If the
Score number is less than
999, than that number is
added w the current score: if
999 or preater, the score is
reset to 7 w0, At the conclusion
of the program, the score is
printed out.

@ A facility fo: Pilot programs
1o be saved to and loaded from
cassette.

When writing or editing a
program, to tell the micro that
you have finished type DONE
on the next line — without a
colon — and you will be
returned to the menu. Don’t
forget that you will need the
command E: to end the
program you are writing.

One of the simplest uses for
Pilot in education is to present
simple knowledge tests.

Program | is intended to
illustrate how program struc-
tures can be developed from
the simple to the more
complex, thereby providing an
ideal teaching medium for
beginners.,

Question 1 allows one
attempt only. Question 2

STMLAUSTRALIA, '

JBTN: $ANSWER 15 MRONS
398K -1

ABTICORRECT 1§ STILL AUSTR
ALIA!

48Nl

42TN:NOW PRESS RETURN
A3AN:

N3

AST:600D, NOM PRESS RETURN
Abhe

144

ABC:

A9T1IF YOU REALLY DON'T KN
ON THE

SET1ANSNER TO THE MEXT QUE
STION,

SITaTYRE ?

shows how a multiple choice
question can be written,

Questions 3 and 4 allow the
user any number of attempts
but it is important to include,
as in Question 4, the option (7]
to escape from what would be
an endless loop if the answeris
not automatically given after
the user response.

Question 5 shows how 1o
obtain two answers from one
question, This involves a much
more complex structure than
the previous questions.

The five types of questions
demonstrated in Program |
can serve as a model for
similar questions in any discip-
line.

This Mini Pilot interprater,
although written in Basic, is
surprisingly fast. The only
delays — of several seconds —
occur on initialising, also when
LOADing from tape and when
inserting blank lines or delet-
ing lines {under EDIT).

Also, the modular construc-
tion allows the expert pro-
grammer to readily experiment
with additional commands if
desired.

Now is your chance to

56M:ONE WORD, ONEWORD,
STTY:B000. NOW PRESS RETUR
N

SBAY:

FELES

SMY1 85

s1M?,'

42811-1

535N -2

SATNI TRY ABAIM. PRESS RETU
RN

&5AN:

GbIN

STTY1THE ANSHER IS THE 2MD
AND 3RD

SBTY:NORDS OF THE RIDDLE!
49TY:1PRESS RETURN

oA

no

1201448

7345

TARIA DUESTION WITH THO AN
SWERS

1 TABLE OF COMMANDS ]
&
T: Text line.
A: Accept user input.

Mm: Lists of strings to check if thera
is @ Match with the last user

input.
= Jump to another line,
C: Clear the screen.
R: Remark or commant line.
E: {ar END:) End the Pilot
program.
S: Allows a score to be kept (that

is requires a number).

DONE

To end writing a program and
return to menu.

TabHel.
experiment with a simplified
Pilot.

It may be that more
elaborate versions are on the
way, but this is a cheap
method of finding out whether
you think a more expensive
Pilot with graphics and math-
ematical facilities could be a

150

TGTtWHAT CAN BE ADDED TO N
INE TO

TITHNAKE SIX ?

TBT:TYPE ONE OF TWO POSSIR
LE

T9T1ANSHERS

LU

BiN-3,~ 3, NINUST, HINUS 3,

B28Y:1

B3N 30

S4T16000. NOW TYPE ANOTHER
85

BoM1S, "

B0Ni#56

B850

8Nz

9BTIEXCELLENT. MAX SCORE I
514

91T1PRESS RETURM TO FIND ¥
DURS

926

worthwhile acquisition.

| hope you and your friends
— or pupils — don't groan too
much at the riddles in Program
.

93EV
f4¢3D
9ST1CORRECT 15 5. (S + 1N

94450

978M:-2

9ETIPRESS RETURNM

9%

1080145

101#54

102M5, '

10350 -2

148

185TH: TRY ABALN

1BBIN 45

187716000, WHAT IS THE OTHE
R?

188A:

189M1=3,~ 3,MINUST, NINUS 3,

1100Y1#50
111T:CORRECT 18 -3 (MINUS 3)
1120:450
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From Page 27

1BREN NINI PILOT
20REN (c) ELECTRON USER
1BBRENM INITIALIZE
11881=3
120084="; *1D14=" "1 CP§=""
iNg="N"
130M1=399: LL=331R=19: JF=
1LF=T1NL=20: 0=0: 5C=0
TARDINPS (L, NX)  I$(1,R) .58
(7),M819)
13854="AARARAARARRARAABAA
ARRAAARAARAAARAAA® 1 AS=S5H
TBORENDATA
21OFORT=1TO9:READ M$(1):N
EXT
228DATANEN PROGRAM,LIST,E
DIT,RUN,REPLACE , SAVE , LOAD , E
ND, INSTRUCTIONS
238F0RI=1TOT:READSS (1) 1NE
Im
248DATAA, T,M,J,C,E,8
A99RENCONTROL SECTION
580G0SUB1ERR: 0TOL0E
S10605UB1109:60TOLE
S20605UB1200: G0TDARR
S3860SUB1380: G0T0LRE
54BE0SUB1400: 50T0L00
T58E0SUB1589:60TOLME
S6BB0SUB14R:B0TOLRR
S7060SUB1788: 60T0600
580605UB 18088 50T0408
J98605UB19080: 60T0L00
4800N 2 GOTOS19, 528,530, 5
48,350,560, 570,580,590, 500
FITRENTITLE
108BGOSUB5M00: V=11 H=11605U
B5200: 60SUBATER
1818V=21H=9: BOSUBS20: PRIN
T*NINI-PILOT (GMM)*
1820V=3: H=11605UB5280: 605U
BASRE
1B30FORI=1TO%: V=d+ 11 H=10:6
0SUBS208: PRINTI
1048H=14: GOSUBS208: PRINTNS
(11 NEXT
1850v=23: H=11BOSUBS 2081 PR
NT"PRESS NUNBER OF ITEN REQ
UIRED";
1840605UBLR08: IFECAT DRE)S
THEN1 B4R

1B7RI=VAL (A$) s RETURN
1108RENNEN
L185LT=LLs I=1aV=11H=11 IFA$

7

Electron Pilot: Program 11

=*ED]T*THENV=3:60T01125
1118CP$=""1 GOSUBSBN0: C=0:6
DSUBS200: PRINT"PROGRAN NANE
? *jiLL=LF:B05UBS 108
1115CP$=A$: IFCP#=""THENI11
]

1128LL=LT: GOSUBASE
1125V=V+1:FORA=C TO N1:B08
UBABRR: [FA=NI THENBOSUB430R
L138PRINTA; *7"; 1 BOSUB4 10
L135IFA$="EDIT*THENT=J1 A=N
11B0TO117S
11ARTFA$="DONE " THENI=101 A=
NI1:BOTO117S
LIASIFLEFTS (A, 1) ="#"DRLEF
TH(AS,1)="! "THENPS (8,A)=""y
PH1, ) =A$1BOTOL1TS
11500=0: FORB=1T0 LEN (A$)
11SSIFNIDS (A$,B,1) (X088 TH
EN1165

1160P% (0, A} LEFTS (A%, B-1)1
PELL,A)=NIDE (A%, B+1 LEN(AS)
=B+2) 1 B=LEN(A$) tMe]
LIGSNEXTBIIF M THENILTS
L170Y=V+1: GOSUBSZ0@: PRINT®
CONMAND ERROR®:A=A-11V=V+11
GOSUBS200

L17SMEXTA RETURN
1200RENLIST

12051 =181 IFCP$=""THENRE TUR
N

121 0605UBS000: PRINT"PRESS
§ FOR SCREEN/P FOR PRINTER®

I
1215605UBLE90: [FB<)BR ANDE
<183 THEN1215
1220605UB5000: IFE=BATHENED
SUBLSAN

1225V=11H=8: 6OSUBS208: PRIN
TCP$:NC=8: FORA=S TO NI:NC=N
C+l
123DIFPS (B, A)=""ANDPS (1A}
=""THENA=M1:BOTO1255
1235605UB4880: H=11605UBS20
[ ]
12481FP$ (D, A) ()" *THENPRINT
Ay 1H=4: GOSUBS200: PRINTPS (B,
A jDB$;PS(1,A):BOTO125D
L245PRINTA} :H=41GOSUBS208:
PRINTPS(1,R)

12581FB¢ YBRTHENGOSUBAGN
1255MENTA: BOSUBLSB0: BOSUB4
TO8:RETURN

I3BBRENEDIT

1318605UB5009: PRINT "PRESS
1 TO INSERT*sPRINT:PRINT:PR
INT*OR A TO ALTER/ADD*
1328PRINT:PRINT*OR D TO DE
LETE MORE THAN OME LINE*

I325PRINT: PRINTOR R TO RE
NANE PILOT PROGRAN®
1330605UBLBR: IFECHTS AND
BC)68 AND BCO6S AND BCE2 T
HENI338

13351FG=68 THEN BOSUB44RR:
6OT013%8

134BIFE=45 THEN BOSUB44BR:
BOTO1380

1JA5IFE=73 THEN BOSUBA4BE:
BOTO1360

1358605UBSA00: PRINT*TO REP
LACE *jCP#;* TYPE: "sLT=lls
LL=LF1E0SUBS 1801 LL=LT
1355CP=A%: 1=10: RETURN
I368PRINT:PRINTND. DF (BL
ANK) LINES TO IMSERT?"
1365605UB6 180 NB=VAL (A$) 1]
FNB( 10RNB) (NX-C) THENPRINT"
NVALID®:60TD1345
1370FOR1=NI-NB TO C STEP-1
tFORT1=BTOL:PS (11, 14NB) =P$(
L1, D oNERTIL, I

LITSFORI=C TO CoMB-11PH(N,
D="":PH (L, [)=""s NEXT
1388605UBSEBR: IF C THENPRI
NTC-13" *;P$(0,C-1);088;P$(
1,0-1)
L13B5PRINTC;P%(8,C) ; DOS;PSI
1,CheT=1:A$="EDIT*1RETURN

1398605UBS880: PRINT* DELETE
FRON *iCi"* TO 7 *;:B08UBSI
L]

1392ND=VAL (A$) : IF ND{C+l 0
R NDXNX THEN1390

II94FORI=C TO MD:P$(D,1)="
“tPS(1, D)= " NEXT
LI96FORI=ND+1 TO MX:P$(R,1
~ND-14C)=P$ (8, 1) 2§11, 1-ND-
1+C)=P§(1, 1) 1NEXT:BOTO1380
14B8RENRUN

1419FOR1=1T0 R1FORP=R T0 |
tI8(P, [)=" " MEXTINEXT
14208F=B:60SUBSR00
14JBPRINTIPRINT*RUN OF *;C
P#160SUBTERN

L440F0RA=R TO NX2 IFLEN(PS(
B,A))=2 AND RIGHTS(P#(B,A),
11 CNSTHENLATR

1458FORI=1TO7: IFLEFTS (P$(R
+A) 1)=88 (1) THEN ON J BOSUB
3808,3100, 3300, 3400, 3508, 36
08,370

LASBMEXT:IF O THEN A=NX
LATRMEXTA: Q=0
14BBPRINT:PRINT: PRINT"END
OF RUN®:PRINT:IF SC THENPRI
NT*SCORE = *;SC

14985C=0: B0SUBATER: 1=10: RE
TURN

ISBOREN REPLACE STORED PRO
BRAN

15182=6: 60SUBS780: 1=10: RET
URN

16BBREN SAVE DISK/CASSETTE
1685 REN
1618CLS PRINT: PRINT"PRESS
C TO SAVE ON CASSETTE®
1620605UBS00R: [FASC)"C" AN
D ASCH"D" THEN1G20

1640 *TAPE

1450G0SUBLE80: 1=10: RETURN
1TRBREN LDAD

1785 REN

1718CLE:PRINT: PRINT"PRESS
C TO LDAD FROM CASSETTE"
1720605UBL@08: IFASC)'C" AN
D A$C"D" THENLTZA
1730IFA$="D"THEN1750

1740 #TAPE
1750PRINTPRINT*Searching®
tPRINT*PRESS PLAY OM CASSET
TE
1768605UBET80: 1=18: RETURN
1808G0SUBSR0R: PRINT*BYE-BY
E*1END

I9BBRENINSTRUCTIONS
1910605UB5000: PRINT*T: TYP
E WHATEVER IS ON THIS LINE®
1920V=21 H=4: GOSUBS200: PRIN
T (MAX=";LL; "CHARACTERS/LIN
E*

1930H=1:V=4: GOSUBS208: PRIN
T"Ar WAIT FOR USER INPUT®
1948V=5: B0SUBS280: PRINT* N
MATCH CHARACTERS WITH INPU
T.
195BH=41 V=71 60SUBS200: PRIN
T*FRON A: (, BETMEEN ITENS
ml

1955V=8: 605UB5208: PRINT*EN
D LINE NITH “)*
1968H=1,V=10: 605URS208: PRI
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NT*J: JUMP TO LABEL (STARTI
NG #)*

1970V=12: GOSUBS280: PRINT"C
+ CLEAR THE SCREEN®
1975V=13160SUBS200: PRINT"R
1 REMARK OR COMMENT"
1980V=14: BOSUBS208: PRINT"S
1 + DR - NUMBER TO ADD TO §
CORE*

1998605UBATER: I=18
2800605UBSR08: PRINT"Y OR N
ARE MODIFIERS AFTER MAIN®
2018V=2:605UBS289: PRINT*CO
MMANDS (AND BEFORE :) TD 61
vel
2828V=31605UBS200: PRINT "AC
TION IF THE LAST MATCH WAS®
2030V=41E0SUBS2R0: PRINT*CO
RRECT (¥) OR INCORRECT (N)*
2040V=5160SUBS200: PRINT"#
15 USED BEFORE EACH LABEL®
2050V=8: S0SUBS200: PRINT"4
NUST PRECEDE A STRING LABEL
N

2068V=9: G0SUBS200: PRINT At
LINES [F 1T 1S TO BE USED*
2070V=10: BOSUBSZO0: PRINT"L
ATER IN (SAY) Tr LINES®
2098V=12:60SUBS200: PRINT"E
1+ OR END: STOPS THE PILOT R
e

2090V=1416OSUBS200: PRINT*D
DNE 1§ USED TO END INPUT MO
DE*

2108605UB4 TR0
211060508508 PRINT"SANPLE
PROGRAN" : PRINT

2120PRINT®  @7R:NAME INPUT
*1PRINT* 17#BEGIN®1PRINT"
27T:TYPE YOUR NAME®
2130PRINT®  37A: SNANE*:PR
INT® 473 SUPERMAN , SUPERNON
AN, "

214RPRINT®  STTY:DON'T BE
FACETIOUS":PRINT® &70Y1#BE
BN

2USBPRINT®  TITGHELLD, #MA
ME*:PRINT® B7END:"
214BPRINT:PRINT ALWAYS PUT
A SPACE BEFORE #":GOSUBATE
DIRETURN

JRRBRENASK

JRLEPRINT®  "jaPE=PRLA
)eL=LEN(P$)1FORK=1TD L

JOZRIFNIDS(PS,K, 1} () " THE
(& 11]

303015 (0,FI=N1D$(PH,K) 1608
UBGLO@: 14(1,F) =A% 1§=AS:F=F
+13K=Ls NEXTK1 RETURN

JR4ENENTK: BOSUBL 101 18=A%:
PRINT:RETURN

J10BRENTYPE

3120P$=PS (1 ,A) sL=LEN(P$):F

ORK=170 L

JIIDIFNIDS (PH,K, 11="$"THEN
ns

SLABNEXTK 1 BOSUBI2201RETURN

JISOFORU=K TO L+l

J14RIFNIDS (PS,U,11=" "DRNI
DS(PS, U, 1)=""THENY=UsUsLt12
NEITU:BOTO3 188

JITONERTU: K=L1 NEXTK: BOSUBT
228: RETURN

1BBU=Y1VE=NIDS (P$, K, U=K)

J198FORK=F-1 TO @ STEP-1

J20RIFVEC I (0, H) THENNEXTH
160703229

I21BPRINTHIDS (P, 1, K-1)31¢
(1,H) g NIDS (PS, U, L-Us1) tH=ls
NENTH: K=Ls NEXTK: RETURN

3228PRINTPS:RETURN

JIDBRENMATCH

JTION$="N"1N=]

3320P4=P$ (1 A L=LEN(PS)tF

ORE=1 TO L

JIIDIFNIDS (P ,E, 1) C(}DISTHE
N3ITR

STSRIFNIDS (P$,N,E-N) =I8$THE
NM$="Y"1E=L160T03I00

I340N=E+]

IITRIFNIDS (PS,E, 20=" “ORNI
D$(P$,E,1)=""THENE=L

J3BONENTE:RETURN

SHRBREMILNP

J4100=8:FOR D=8T0 NI

S4201FPS(8,0) ()" "THENTA4R

JATRIFNIDS(PELL,AY 1 LLY =R
10§(P$11,0),1,LL) THENA=D: D=
NItNEXTD: RETURN

SAABNELTD: V=\+1) BOSUBS208

JASEPRINT:PRINT*JUNP TO UN
FOUND LABEL FRON LINE #*jA:
@=11Y=V+11RETURN

I5BOREMCLEARSCREEN

3518605UBS008: RETURN

J6BBRENEND

36104=NX: RETURN

I7RBRENSCORE

I710TS=VAL (P11, A) 11 IF TS}
998THENSC=8: RETURN
J7285C=5C+TS:RETURN
AJ0REOSUBSERD: PRINTHK; " 18
THE LAST POSSIBLE LINE.":P
RINT

AJIOPRINT*DISK DRIVE USERS
NAY CONTINUE®:PRINT*BY SAV
ING THE PILOT PROGRAN®
AJ2BPRINT"AFTER INPUT OF T
HIS LINE ";MX:PRINTIPRINT®T
HEN AMEND LINE 138 OF THE"
A330PRINT*PILOT INTERPRETE
R TO INCREASE®:PRINT"THE VA
LUE OF 'NX' BEFORE RELOAD*
434R60SUBATR; BOSUBSARA: 1=
10:RETURN
4488505UB5808: PRINT STARTI
NG AT LINE 7 *;:GOSUBAINN:C
=VAL (A)

S41BIF(CCL AND A$CH"R") OR
COMX THEN44RR

SA2BRETURN
450RFORA=RTONN:PH(R,A)=""1
PEL1,A)="* I NEXT:RETURN
4GBBRENPABING LIST
A51BIFMCCNL THENRETURN
4620NC=0: GOSUBATRE: BOSUBS
90:V=11H=B: B0SUBS208: PRINTC
P$1RETURN

4TBRRENPRESS SPACE BAR
4718V=23:H=1: 605UBS208: PRI
NT*PRESS SPACE BAR TO CONTI
NUE";

4720605UBLR00: [FECYI2THENA
728

47306=8: RETURN

ABAORENSET TABS FOR LINE N
UMBERS

4810V=V+11H=11 IFACIBOTHENH
=]

4B201FACLRTHENH=3
4832605UB5280: RETURN
A0BFORT=1TOLL+5: PRINT"#"}
IMEXTIRETURN
SBRRCLS:RETURN

S208V0U31, H=1,V=1:RETURN
5BBBA$=BETS:6=ASL (A% tRETU

RN

S10BRENINPUT CHECK
611054=""
5120605UBLRBA: X=ASC (AS)
51385=LEN(5$) : IF)=127 AND
§ THENS$=LEFT#(58,5-11:PRIN

TA%$;:60T06120
B1ARIFT=127THENS1 20
S1501FL=1ITHENPRINT s A¥=E41
RETURN
S16BIFI)31 ANDXCTI ANDSCLL
THENS$=58+A81 PRINTAS)
517860T08120
SSBREN PRINTER ON
S51BPRINTCHRS (2) 1 RETURN
46BBREN PRINTER OFF
b61BPRINTCHRS (3) 1 RETURN
STRERENREPLACEFILE
£710605UBS808: PRINT DO YOU
WANT TO DELETE THE EXISTIN
B FILE":PRINT:PRINT"OF "CP$
L L)

ST20PRINT:PRINTPRESS ¥ OR
N
473RE0SUBLRA: IFG( BT AND

BC)78 THEN&TIR
ST4RIFE=TBTHENI=18:RETURN
SBRRRENDISKSAVE
5B1BFORA=NY TORSTEP-1:IFP$
(0,A)=""ANDP${1,A)=""THENNE
1
5B20X=DPENDUT (CP$)
SBIBFORT=RTOA
SBARPRINTAX,PH(R, 1)
SBSOPRINTAX,PS(1, 1)
SBLBNEXT
HBTRCLOSENY
4BBRRETURN
LTBERENDISKLOAD
4995605UBS80A: INPUT *PROGRA
N NAME? "CPS:PRINT*NALT®:60
SUBASER
A910Y=0PENUP (CPS)
4915A=0
S520REPEAT
EPIBINPUTHY PELB,A)
STABINPUTHY, PE(1,R)
£930A=A+1
ETLBUNTIL EDFIY
bITBCLOSERY
HBRRETURN
TBOBFORI=1 TO Z800:NERTIRE
TURN
BROREND

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

Want to make serious use of your Electron? . . . Then fit
the ROMBOX and you will have access to 8 wide range of
ROM based software (including many BBC ROMs).
Superb value for money,

Runs all good (non mode 7) BBC ROM software.

Fully compatible with Plus 1 and Plus 3,

Up to B ROMs instantly selectable.

Supports BK and 16K sideways RAM.

Allows further expansion at rear,

ONLY £44.95

k4

ANDNOW... ROMBOX-P

Offers all the features of ROMBOX Plus built-in centronics
printer interface and FREE Printer ROM (worth over £20),
* Up 1o B ROMs instantly selectable.

* Selectable 8/16K Print buffer to increase throughput.
* Ideal as a word-processing station with Plus 3 fitted.
* FREE Printer ROM included,

* Superb value for money at ONLY £69.95

STARWORD (16K ROM)

A Professional word Processor for UNDER £35
* 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.

Easy to use.

All standard Word Processing facilities

For both Tape and Disc users.

Sophisticated print facilities . and includes EPSON
compatible printer driver.

Automatically personalises standard letters.
Electron/BBC compatible,

Comprehensive and easy to follow user manual.

ONLY £34.50

*Ed A

STARMON

The STARMON ROM is an invaluable tool for those who

wish to debug, manipulate, control or study machine code

programs.

* Display of memaory in: ASCIl and binary, decimal, octal
or hexadecimal

* Full support of sideways ROMs,

# Comprehensive debugging facilities, including
breakpoints, traces and events,

* "a very professional piece of firmware

ONLY £22.50

Acorn User,

STARSTORE /ON ROM)

Store and retrieve your names and addresses or any other
information with the STARSTORE DATABASE, written
specially for the Electron, STARSTORE works with
STARWORD for personalising standard letters
{mailmerging).

* For both Tape and Disc users

* Electron/BBC compatible.

* Comprehensive and easy to follow user manual.

ONLY £29.95

ELKMAN

The most powerful ROM manager on the BBC is now
available for the Electron.

* Disable troublesome ROMs. even on a control-Break!
+* Loads and Saves ROM programs to sideways RAM.
+* Displays ROM map, titles, sizes etc.

* Peek, Poke and Disassemble ROM and RAM

ONLY £17.50

PRINTER ROM

Allows use of sideways RAM as 8K or 16K print buffer
and offers a host of useful utilities for EPSON printers.
Ideal for all your printing requirements.

* Electron/BBC compatible.

ONLY £24.95

Also available:

Vine Micro's ADDCOMM £28.00
Plus 1 ROM upgrade £7.95
Coming soon:

Tape to Disc ROM

Graphics ROM

STARWORD Spelling Checker

PRINTER DRIVER GENERATOR for
STARWORD

The printer driver generator program allows you to
interface any printer and its characteristics to
STARWORD i

* Easy to use ... no special knowledge required
* Comprehensive and easy to follow user manual

Cassette £7.95 Disc/ROM £9.95

All prices include VAT P&P UK Mainland anly

Chegues payabie o
SLOGGER LTD.

O Agcess No
0 Visa
Name

Address " + SRR S s s R ea

Signed ... wve Tl NoO?
Send Orelers to: SLOGGER LTD.

107 RICHMOND ROAD, ﬂl{.LiNGﬂhM, KENT

[[FOMBOX 4405
AQMBOX [with printer interfacel {8995
5 TARWORD £34.5

[ STARSTORE £29.95

l_’ﬁINTEﬁ DRIVER GENERATOR £7.95/£9.95
STARMON £22.50
ELKEMAN £17.50
PRINTER ROM £24.95
ADDCOM £28.

BK STATIC RAM CHIPS POA
[16E SIDEWAYS RAM ADARD POA

DEALER ENQUIRIES WELCOME. TEL: 0634 52303 (2 lines)

J0 ELECTRON USER October | 985
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Adien Dropout

Answer Back - Sport

Arcadian

Arana 3000

BBC Mastermind

Bird Strika

Blagger

Biltzkring

30 Bomb Alley

Boxer

Brain-Asrobics

Brian Jacks Suparstar
Challenge

Bridga-Mantor

Bug-Eyes

Bumper Bundle
Cassette-50 for the Eloctron

Castls Frankenstein

Caveman Capers

Cantibug

Chess

Dascription

Shoot the aliens before they fill the boxes. Prevent them
showering down snd sxploding.

Combines high-speed football and tennis games with 26
immense sports quizzes. Fully re-programmable, includes
multiple-choice, true-false modes.

A fast moving arcade space game, your task being to
demolish the onslaught of warring-aliens.

Fight wave sfter wave of aggressive Cyborgs In this
Robotron-style game.

Your own varsion of the famous TV quiz. faithiully reproduced
0N your computer screen, Create your Own quizees on any
subject.

Arcade sction
Classic Arcade gama.

Finely detailed 3D tank Battle with fast moving real time
graphics, scrolling landscape, revolving tanks.

A realistic 3D simulation of an explosive air-sea bartle.
Dafand your fleet from attacking enemy sircrafi

You are in the gym trying to cetch balloons. Avoid falling
wueight and punch or jump over hammers thrown down from
the rafters.

Brain games for card players - four complate axercises.

Contract Bridge, card play and archive

Daringly steal through 10 levels of the invading spaceship 1o
destroy the master generator. Mode 1.

Four tape, plus one
50 fabulous gamas.

Classic machine code text adveniure. Over 200 locations.
Find and destroy the monster

Help Ogg ride Kickstart the Turtle. avoiding pro-historic
hazards. Hilarious fun game.

Shoot the ocentibug weaving through the mushrooms,
foatures include spiders, smails, files and increasing difficulty.

A fast playing program with high resolution graphics with 10
leveds of play.

Title Supplier

Superrult

Supergotf

Super Pool

Swordmaster
Tempest

Test Match

Tha Challenge
The Complate Cocktail Maker
The Hocker

The Jofe Plan

The Living Body

The Mating Game

The Officinl Eddie Kidd

Jump Challenge

Theatre Quiz

Traditional Board Gamas

Trafalgar

Wortex

Watch Your Waeight
West

Whael of Fartune

Description

Far and away the best adaptation | have seen on the fruit
maching thame (Electron User October 1984,

Choose club, play the shot, watch 18 arcing flight. 18 holes
One o four players.

Supwb real time colour graphics. Time restricled shots.
Variable cue strangth. Threse levels of play.

Sword dualling game for two players,
UFOs with a blaster and super zapper.

Simudation of a five day test match in colour. Animation and
fast machine code.

Bridge hands cassetis for bridge mentor.

Amaze your fri ith your ktails,

Machine code arcade action.

Tha losaer wins in this interactive waight control program with
helpful manual.

Six seperate programs plus 32-page colour booklet based on
TV saries.

Enteraining game for parties including computer dating, love
style and dating skifls.

Motorbike jumping game developed with the help of the
workd's bast.

Pack contains program cassette, quiz dota cassotte and
instruction bookiet.

Six different board games from around the world, One or two
players.

ay i ing flest.

3D voyage into space, encountering aliens. asteroids and the
Vortex.

Dietic definitive diet for health.

Text adventure sat in 8 Wild Wes: ghost town,

Epic fantasy adventure. Intelligent characters and a host of
sophisticated features.
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Title Supplier

Firsbug ACS

747 Flight Simulator

Flig!

Fooiball Manager

Frankenstein 200

Freafall

Fruit Machine

Gisburne's Castle

Gao
Guardian

Gunsmoke

Heathrow Alr Traffic
Contral

History Quiz

Invaders

Jungle Jive [BBC on Side 1
and Electron on Side 2}

Kills, upgrade for Killer Goritla

Kingdon of Klain

Description

Rescue buckets of highly inflammabie liguid snd carry them
1o thar water tank while the fire bug rushes round lighting fires.

& simulator with over 40 instruments and
plus 30 pilot's view

New concept In computer games ~ cartoon strategy. Exciting
and fun combination of entertainmant and education

All-time classic, 8 football management simulation strategy
game

Journmy ugh the monster's body @

implants avoiding biologicel beasties.

As only crewman in the space station you must kill as many
alphoids as possible by ramming, kicking or punching tham

Eves popular fovourite. Festures include: Hold, Nudge
Gamble.

Machine code graphic arcade sdventure with hundreds of
differant locations. Joystick or keyboard

Ancient Chinese game of sirategy on 8 13 x 13 matria
Classic space shoot out

A realistic 30 wild west street gun battle, defend yoursalf
against 16 enemy sharp shooters.

Accurate and exciting simulation of the role
world's busiest airport

Hop the frog scross tha busy motorway and lesp on logs and
turtles crossing the river 1o the frogs lair

This package is based on Hans Eysenck's book *'| D™ or guide
to 8 happy marriage

The classic game where marching invaders destroy your
detences with bombs. Superb graphics and sound

You are armed with & rifle 1o try and fend off jungle beasts

Varlabie extended jump, practice mode, level selection

Classic machine code text adventure. Over 200 locations
Discover the witch’s secret and destroy her

Title

Know your own Personality

Know your Oiwn Psi-0

Landing Party

Lazar Refiex

Linkword French

Linkword German
Linkwaord ltalian
Linkward Spanish

Maze

Meteors

Middietown

Minashatt

Maonsters

Monstas, upgrede for Monstars

Mr Wiz

Music Quiz

Mystary of the Java Star

Overdrive

Paul Danists Magic Show

Percy Penguin

Pettigrows

Description

See how compatible you and your friends are with Eysanck’s
parsonality tests.

Test and dovelop your latent psychic powers with some fun
gamas oo

Deap space search and rescue. Strategy game to find missing
officer. 1.000 lecations.

New angle in alien-zapping

Course uses association betwsen words and images 1o
provide the unigue and imaginative spproach to leaming a
foreign language

As above
As abave
As abave

find your way round the maze of coridars whils
ng robot guards — 30 graphics.

Manoeuvre your lazer ship through a hall of meteors.
smashing them with your lazer bolts.

Original graphical sdventure with advanced features. You
awaken, dazed and confused, in 8 pleasant country town

Manic Miner type of game

You are pursued by monsters chased up and arcund ladders
and aiong walls

Variablo axtendsd jump, user defined keys. conveyor balts,

Gremilins are chasing Mr Wiz around the orchard, but he has a
crystal balt’ for protection,

Amusing and fascinating quiz for lovers of Bach Bizer,

Beidarbacks or the Bee Gees.

Four-part educational sdventure in which you must recover
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Beginners

IF you cast your mind back
to last month, you'll
remember that we dealt
wiith strings. In particular
you'll recall that we learnt
about the Basic functions
CHR$, ASC, and LEN. Soif
I want you to find the LEN
of a concatenation of CHR$
I hope you'll understand
what I'm Asciiing you for.

This month we'll be taking a
further look at string variables
and seeing how they can be
changed into numbers and
vice versa. We'll also be
learning why we should want
te do it in the first place.

Before we start, however,
it's important that you grasp
the difference between a
number and a string. If you
can't explain the differing
results obtained from:

PRINT 242
and:
PRINT 242"

then you'd better re-read some
of the very first articles,

However by now most of
you will see that the first
PRINT takes the 2+2 as
numbers, adds them and
displays the answer. The
second PRINT finds the inver-
ted commas and displays,
unchanged, everything that
follows until it comes across
another set of inverted
commas.

To be formal, 2+ 2 istreated
as an expression, or sum, while
“2+2" is treated as a string. A
string is just a collection of
letters, punctuation marks,
spaces and numbers, all
treated as one lump.

‘We tend to think of strings
as collections of letters such
as:

nang$="Peter"
where the string variable
name$ holds the letters that
make up my christian name.
However, combinations of
letters and numbers such as:

nanes="CIP0"
or even strings that are all
numbers, as in:

named="4b4"

are allowed. It's strings made

Now let’s string
along alittle
bit further

up of combinations of letters
and numbers, and the Basic
functions that deal with them,
that we're concentrating on
this time.

The first function we'll look
at is STR$. This is used 10
change a number into a string,
To convert the number 3 into a
string variable called fred$ we
use:

fred$=ETR¥(3)

When you enter:

PRINT freds

you'll find that it now contains
3. Notice, however, that it's a
string variable. The Electron

the expression inside the
brackets is worked out before
STR$ converts the lot to a
string.

Using STR$S on negative
numbers helps to highlight the
difference between strings
and numbers, It should come
as no surprise to find that
antering:

abe=-1,23

fred$=STRS (abc)
results in the string variable
fred$ holding the string
—1.23. When you find the
length of the string with:

PRINT LEN(freds)

it's given as five. The string

By PETE

BIBBY

won't like jt if you try to do
maths with it

PRINT fredsed

results in the “type mismatch’
error message, showing you
you've tried to use a string asa
number,

STR$ not only works on
numbers, it will work on
numeric variables and
expressions as well. Hence:

nuaber=24
nusber #=5TRS (nuaber )

puts 24 into the string variable
number§ while:

resul t#=8TR#(72/12)
PRINT resulté
shows that the string variable

resufty holds the character for
6. Notice that in this last case

counts the negative sign and
the decimal point along with
the figures as characters. And
if you've followed all that, try
explaining the result of

PRINT LEN(abc)

The more thoughtful, or
perhaps cynical, reader may be
wondering what the paoint of
all this is. After all, you can put
a number into a string without

10 REN PROGRAN I

20 INPUT "House nuaber®,
nusber$

30 INPUT *Street name®,
streets

A0 addres$=nuaber $+CHRS (

)+streets
50 PRINT *The address is
"address

Program |

using STRS. You can use an
INPUT, as Program | shows.

This amazingly trivial pro-
gram asks you for & number
and a street name and then
prints out the address. It's
hardly epic programming but it
does make a point or two, 50
let's take a closer look at it.

Line 20 asks for the house
number and stores it in the
string variable numbers. There
we have a number being
turned into a string courtesy of
INPUT. The next line puts the
street name in streetd and line
40 concatenates (joins| the
two together, putting the
result in addres$. The
CHR%$(32) sandwiched bet-
ween them is just there to
separate the number from the
name. Notice that addres$ is
holding two pieces of informa-
tion ({the street and the house
number] in just one variable.
There'll be more about this
later.

As you'll find out if you try:

PRINT nusber$+2

while number$ may hold a
number, you can’t do maths
with it. In the program above
this may be all right but for
more complicated examples
we may need 10 use the house
number in our calculations as
in Program |l. This asks for a
street and number as before,
but now the FOR ... NEXT
loop ensures that the 26
addresses on that side of the
road are displayed.

It's very similar to Program
I, but notice that now the
house number is held in the
numaeric variable number, This
is because we'll be using
number to determine the
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10 REM PROBRAM 11

20 INPUT "House nuaber®,
nusber

30 INPUT "Btreet nase®,
street$

40 FOR loop=nusber TO nu
aber+30 STEP 2

50 addres$=5TR# (1oop) +CH
RE (321 4streets

60 PRINT *The address is
“addres$

70 NERT 1oop

Program I

values that loop control vari-
able takes.

Try changing all the num-
bers to number$ and see what
happens. The program crashes
because you've tried to do
calculations on a string. Never
mind that the string may
contain a number. You can't
use it as a number, only as a
string.

Line 50 has us using STRE
for the first time in a program.
Here is takes the value of loop
lincreasing by 2 each time
round the loop) and turns it
into & string. This is then
promptly joined with a space
and street$ as before and
stored in addres$. Line 60
prints out the information
stored in addres§.

Of course it's not a very
practical program, but it does
have potential. It should only
take a little imagination to see
how it could be used as the
basis of a larger program
which kept track of, say, a
paper round.

Instead of displaying all the
addresses on screen they
could be printed out or, better,
saved to tape or disc for further
use. Notebook in the Septem-
ber issue of Electron User
shows an easy way of doing
this.

Before we leave Program Il
I'd like to make two points
about it. The first is that, unlike
Program |, the street number is
kept in a numeric variable
number and not a string
variable, number§.

While it doesn't make too
much difference in this case, |
much prafer Program |I's way
of arranging the variables.
After all, you expect a number

in a numeric variable, while a
string might contain all sorts of
characters.

This may not be a problem
in the above example but in
long, complicated programs
keeping numbers in numeric
variables and non-numerics in
string variables can save some
elementary but time-consum-
ing errors.

The second point is that
after what |'ve just said about
keeping them separate, I've
used STRS to make number
into a string. This may seem a
bit contradictory but it's not,
honestly. While | advocate
keeping numbers as numerics
and non-numerics as strings
when you're using them, |
don’t cbject to numbers being
turned into strings so they can
be stored more efficiently.

In Program |l addres$
manages to hold the informa-
tion from two variables
(number.street$) in one vari-
able. This can be quite a
saving, as Program Il shows:

10 REN PROGRAM 111

20 DIN name$(3) age(d)
agel3)

30 FOR loop=1 T0 3

40 INPUT "Nase® nasef(lo

|
Y 50 INPUT "Age" age(loop)

40 wage(loop)=age(loop)*
1000

70 NEXT loop

80 FOR loop= 1 T0 3

90 PRINT nane$(loop)jage
(loop) jwage(loop)

100 NEXT loop

asking for an employee name
and age. For each cycle line 60
calculates the wage and stores
itin the appropriate alemant of
wagei),

The second FOR ... NEXT
loop just prints out the name,
age and wage for each of the
three employees. As it is,
they're all joined together. You
might want to add spaces to
make it a bit more intelligible.

For the moment, however,
we're only interested in creat-
ing a compact record, not
making it pretty.

But if you have difficulty
finding the “joins” between
the parts of the record you
might wonder how you could
get a computer to find them,

Az you'll have seen if you've
run it = and if you haven’t you
should have — the program
works. But, having said- that,
it's all you can say about it,

Does it really need three
separate arrays 1o keep track
of things?

Line 90 is just printing out a
simple message but it has to
search through all three arrays
to find the data it wants,
Program IV does the same job,
but does it in a different way:

Program Il

This gem of the program-
mer's art calculates the wages
for three employees using a
rather strange formula. The
pay is £1,000 for each year of
age. No doubt in this concern
they expect the work to kill you
off young!

You should have no dif-
ficulty following how it works.
Line 20 dimensions three
arrays. The string array
name8() holds the employees’
names while agef) and wagef/
are self explanatory.

The FOR . . . NEXT loop
cycles three times, each time

10 REN PROGRAN 1V

20 DIN record$(3)

30 FOR loop=l T0 3

40 INPUT "Name® named

50 INPUT "Age” age

40 wage=agedl000

70 record$(loop)=nane$+§
TR (age) +3TR# (wage)

B0 NEXT loop

90 FOR loop= 1 T0 3

106 PRINT record$(loop)

110 NEXT loop

Program IV

This program only uses one
array, record, to keep track of
all the information, Each time
round the FOR ... NEXT loop
lines 40 and 50 use INPUT to
store the employee data in
name$ and age. The next line
calculates the pay as before,
recording it in wage. Line 70 s
the one that makes the
difference.

Here STRS is used to turn
the numeric variables age and

wage into string variables.
These are immediately conca-
tenated with name$ and the
whole lot is stored in the
relevant element of record$().
Now all the second FOR ...
NEXT loop has to do is to print
out three elements of an array
instead of the previous nine,

You'll notice that, again, the
parts of the record, the name,
age and wage, all follow one
from another without a gap.
It's difficult to see where the
age ends and the wage
begins. The fields of the
records, as they are known, are
joined at the ends.

Again, a few spaces might
make things more intelligible.
We'll be dealing with these
fields when we come to using
the LEFT$, RIGHTS and MID$
functions.

While Program IV is argu-
ably more efficient than Pro-
gram I, it doesn’t have its
flexibility. With Program Il it
would be easy to print out the
employee data in the order
age, name, wage if we wanted
it that way. We'd just change
the order of the arrays in line
90, leaving the main structure
of the program intact.

With Program IV, however,
wa'd have to change line 70,
altering the way the data is
stored in record$(). This prob-
lem can be eased using some
of the string-handling tech-
nigues we haven't covered yet,
but even so the changes aren't
that simple.

So while the program may
be efficient, it's not so flexible.

You'll find as your program-
ming experience grows that
this trade off between
flexibility and efficiency
becomes a regular headache.
It's up to each programmer to
choose, though as computers
get faster and memories larger
and cheaper, | suspect
fiexibility will become prized
over efficiency.

For tha time being, how-
ever, just notice how STRS has
been used to turn numbers
into strings and store them in
another string. Later on we'll
learn how to search these data
strings for their information.

For the moment have a look

—_—
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Beginners

From Page 37

over Program V, a yet more
efficient version of Programs
I and IV,

The program is shorter and
uses fewar varlables. As you
can see, there’s no variable
name, the appropriate element
of record$f) is, used instead.
Similarly, rather than have a
separate line and variable for
calculating and storing the
wage, STRS is used with the
expression age®*7000 in line
60.

While this may be a more
efficient program, | don't like it
all that much. Not only has it
lost its flexibility, it's also a lot
harder to understand. Drop-
ping the variables name$ and
wage tends to hide where
things are happening.

When | come back to look
at the program in a month's
time how long will it take me

10 REN PROGRAN V

20 DIN record$(3)

30 FOR loop=1 TO 3

40 INPUT "Nase" records(
loop)

50 INPUT "Age® age

60 record$(1oop) =records|
{1ogp) 45TRS (age) +5TRS (ages!
0001

70 NEXT 1oop

80 FOR loop= 1 T0 3
90 PRINT record$(loop)
100 NEXT loop

Program V

to find where the wages are
calculated? And if | start
messing around with the
program, will | realise that the
record$() of line 40 contains a
completely different set of
infarmation from the record$/)
of line 607

| think of the three | prefer
IV. It does the job and as far as
I'm concerned, it does it at an
acceptable level of efficiency,
flexibility and comprehen-
sibility,

Also, its method of storing
numbers in strings brings us
onto the next topic!

So far we've been busy
converting numbers into
strings using STRS. Is there a
way for converting strings, or
parts of them, back into

numbers? It's 8 good question.

Of course, the ASC function
we covered last month could
be said to convert a stringto a
number, but that's not what
we want. While:

PRINT ABC(*A")
may give 65, so does:
PRINT ASC("AB")
and:
PRINT ASC("ABC*)
Similarly,
PRINT ASC(*1°)

gives the same result as:

PRINT ASC(*12°)

which is hardly going to be
much use extracting numbers
from where we've stored them
in strings. What we want is the
aptly named VAL function.
This turns the numeric part of a
string back into a8 number
again so:

PRINT VAL(*12%)

gives 12 and, to show that we
really have transformed it into
a number and that you can do
maths with it,

PRINT VAL("12*)#12

gives 144,

For VAL to work on a string,
that string has to begin with a
plus or minus sign or a
number. If it begins with
anything else, you get a O for
your trouble. So:

PRINT VAL (*-56.67")
gives —56.67 while:

ages="s]"
age=VAL (ages)
PRINT age

gives 7. Incidentally, this last
example shows that VAL can
work on a string variable.

Beware, however, strings
that contain expressions, as
VAL only works on the first
number. Hence:

sund="23+43"
PRINT VAL (sus$)
only gives 25 as the answer.

And remember that it must
start with a number or plus or

minus sign. Try:

string$="#123"
returned=VAL (string$)
PRINT returned
and you'll get O returned.
Similarky:

PRINT VAL ("BODGER®)

gives O as it starts with a letter.
Notice the difference bet-
ween:

PRINT VAL ("PETEI4")
and:
PRINT VAL (*J4PETE")

The first returns O as the
string starts with a letter, while
the second returns 34. VAL
takes all the numbers it can
and then ignores the rest.

Which leads us nicely to
Pragram VI which does the
wonderful trick of finding the
combined age of myself and
my two moggies.

10 REN PROGRAN VI
20 DIN record$(3)
30 REM setting up data a

rray

40 FOR loop=1 T0 3

50 READ recard$(loop)

40 NEIT loop

70 age=0

B0 REN extracting and us
4ing data froe records

90 FOR loop=1 TO 3

100 age=age+VAL (record$(l
oopl)

110 NEXT loop

120 PRINT *Our coabined a
ges asount to "jage

130 REN data held in age+
nase forn

140 DATA JBODBER

150 DATA 28POT

160 DATA JAPETE

Program VI

This uses VAL to extract
numeric information from a
string. If that sounds a bit
formal, don’t worry, it's quite
simple in practice.

Lines 140 to 160 hold the
information to be processed, in
this case the names and ages
of my two cats and myself.
Bodger is three years old, Spot
is two and I'm an amazingly
virile and youthful 34,

The first FOR .. . NEXT loop

reads these values into the
three elements of the string
array record$(). record$(1)
holds 3BODGER, record$(2)
2SPOT and you can guess
what record$(3) holds.

Notice that the information
is held in the strings in the
same concatenated format we
produced in Programs IV and
V. Now, however, we're
interested .n getting the
numeric bits out of the string
instead of putting them in one.

Line 70 initialises 15e string
variable age, setting it to 0.
The following FOR loop does
the work of the program. Each
time round the loop it takes a
record, using VAL to take the
numeric part of the record (the
age) from the rest of the string
ithe name),

If you can't see how that
happens try:

PRINT VAL (*3BODBER")

and you'll see how you only
get the number returned. As
the age is taken from each
record in turn, the running
total is kept in age. Finally line
120 prints out the result.

And that's one way of using
VAL to extract information
from strings. What do you
think of the program from the
point of view of flexibility.
clarity and efficiency? Can you
alter it so that you find our
average ages? And could you
expand it to store and retrieve
information about our weights
and eye colours? It's a problem
isn't it?

That's all we're going to
cover this time. We've seen
how to use STRS to convert
numbers into strings and VAL
to do the reverse. We've also
come across an extremely
compact way of storing infor-
mation, one which we'll be
dealing with a lot more.

See if you can use what

we've covered in the past
couple of months to create
your own program to store and
display information. And, if
you've got any time left after
that, can you mugtrap the
above programs and maybe
make Program V even more
efficient {and less comprehen-
sible)?
@ That should keep you busy
until next time, when we deal
with STRINGS and string
slicing.
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THE COLUMN TH

The Joffe Plan
Mirrarsoft

and

Watch Your Weight
Acornsoft

WHEN the Editor sent me
these two packages, | thought
he was trying to tell me
something. Well, I've naws for
him it's not me that's
overwaight!

These two programs con-
trast greatly in their approach
to the problems of weight-
control.

Acornsoft's Watch Your
Weight is based upon creating
a strict diet by accurately
measuring calorie intake.

The Joffe Plan, in contrast,
emphasises the importance of
exercise and changes to diet.

Both pieces of software are
well-constructed packages,

ied by comprehen-
sive manuals,

Watch Your Weight begins
by presenting a graphical
display of your weight and
height that shows whether
you are obese, very over-
weight, overweight, desirable
or below desirable.

The same graph is used for
men as women.

Although a woman is likely
to have a lighter body frame
than a man, it is natural for her
to have mare body-fat without
increasing the risk of weight-
related diseases.

This part of the program is
not designed for youngsters
under the age of sixteen

Some people may find
themselves below the desir-
able weight range. The pack-
age gives useful advice even to
the extent of helping you 10 put
on weight

For those within the desir-
able range. physical effort
rather than calorie control is
recommended, though no
details of suitable exercises
are discussed in this program.

Those people that fall into
the very-overweight and
obese ranges are advised not
to use the program but to
consult their own doctor.

Once the program has

If you've got
a weighty problem

on your mind...

acorn 2 ele

helped you decide whether
you need to lose weight, and if
so how much, it then helps you
calculate the number of
calories you should have each
day

The computer astimates
this from your weight, age and
sex and the degree of physical
activity in your life.

The program then asks you
if you want to start a diet.

Once you know roughly
how many calories you need
daily, it can estimate how long
you will have to diet to lose the
required amount,

If you cut your estimated
daily requirement down by
1000 calories a day for a week
you should lose about two
pounds of body-fat. That's
about the optimum weight-

loss for good dieting.
You've a choice .in how

quickly you want to lose
weight, but the program is
structured so a dangerous diet
is not recommended.

It's at this stage that a
recording of all your personal
details and proposed diet is
made on a blank cassette.

You need to load this data
back into the computer each
time you monitor your chan-
ges in weight.

It is characteristic of both
packages that a cassette is
used to keep a record of your
details and progress.

The manuals associated
with each package also give a
lot of very useful advice on diet
and the best types of food 1o
eat.

TAKES A LOOK INSIDE THE LATEST RELEASES

A major aspect of the Acorn
program is the Calorie
Calculator. This makes it
easier for you to count
calories, fibre and fat,

Mot only will it tell you what
a certain food contains, but it
also calculates a running total
of everything you eat.

This helps you work out
exactly how much you've
consumed during the day, and
tells you how many calories
you have left.

The program contains a
large database of foods called
up as you enter your daily diet.

At first you have to weigh
exactly everthing that you eat,
but we are assured that with
practice it is possible to guess
the approximate amount, the
computer automatically
calculates the number of
calories and then totals the
values,

The computer also says
whether you are eating too
much fat or not enough fibre.

Another section of the
program helps you to devise
meals to meet your dietary
needs.

For example, if you have
only 400 calories left 1o eat
but you are low on fibre, you
can look up 400 calorie meals
and select one with a relatively
high fibre content.

The Monitoring Your Diet
section uses the cassette
recorded previously to show
you how much progress you're
making.

It updates the details and
enables you to make a new
copy. It's suggested that thisis
not done more frequently than

»
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once a week.

The micro draws a graph to
show your starting weight,
your expected weight loss
each week and the predicled
duration of the diet to reach
you goal weight.

The graph also shows how
well you are doing.

If you're successful in
achieving your target the
manual gives you advice on
maintaining that weight-loss.

On the other hand, if you fail
to lose weight then it is
suggested that you take the
User Guide and & record of
your last data cassette to your
doctor,

I cannot imagine the reac-
tion of my doctor as | present
him with my computer and
data cassette . ,

We'll now turn to the Joffe
Plan

Program One has two parts
that are designed to set up
your personal Weight Control
Plan,

The first major input relates
ta your desires — how much
weight you want to lose and
how quickly you want to lose
it.

The program won't allow
you to enter figures that could
be dangerous to your health,
not will it create a plan that
would take more than six
months to complete, You'll be
asked to set a new and easier
goal.

The second part of the
program contains a series of
brief questionnaires which
inguire upon your personal
eating habits. Nearly all the
questions are multiple choice,

The answers to the gues-
tionnaire are used by the micro
to generate a set of penalties.
These penalties are imposed
upon you if you're not reaching
the targets you've set yourself
in the first section,

The guestions include:

Do you have a breakfast every
day?

Do you eat with other people?
‘Do you work while eating your
funch?

Do you eat sitting down?

The computer then
responds with two recom-
mendations. Mine were:

Eat & proper breakfast and
Stop wark for lunch

Try telling my boss that , , ,

The Electron then goes on
to guestion your more per-
sonal habits:

Do you take larger-than-

average helpings?

Do you eat the leftovers?

Do you eat faster than most
people?

From these the micro
makes a list of changes and
asks which you would be
prepared to carry out.

Finally the questionnaire
deals with your refationship
with the farening foods, It
asks you to identify those that
you treasure the most

With all the information
gathered together, the pro-
gram makes three proposals.

The first is that you should
take some mild but specific
action towards losing weight
It then puts forward some
Amber Zone penalties. If you
begin to fall behind in progress
then you will be asked to carry
them out.

Trese aru o sster sone penalties

Lo Bmallow your food cospletely Bedore
it menathiul

3. Me fiazy arinis iber Tom
4. W0 mutiine o cruscats, B
Edunins or Slacuits

=, Est only 1 alices =4 Srass

ot Bressfasti snd no sors then |
Botats or partisn af rite per day
& Havw only Pald the sseunt of
LARDIE CARES you waually huwwe

If you fall further behind and
enter the Red Zone, then
further penalties are enforced

Tress ars your ol sovw penalties

L, Tabw avwrage sitw portioes or less
2. Always leave wose oot useaten o
the plate

ol
5, s LARDIE Coad

In order to avoid these
penalties it's possible to earn
credits through taking extra
physical activity

The basis of the Joffe Plan
is to reduce your weight and
increase your fitness by
moderately changing your
exercise and eating habits.

Your individual plan is

4

based upon what you eat now
and how much you exercise
now,

It doesn’'t presume you
have a degree of fitness
already, not does it prevent a
very fit person following the
plan,

You may be an over-eater
or an under-gater. The pro-
gram sets goals that are
relevant 1o your individual
situation,

The information the micro
gains and the targets it has set
you are then stored on a blank
data cassette. Once this has
been made, Program One, is
not used again — unless you
wish to set up a new
waight-control course.

Program Two checks your
progress. It begins with a short
menu.
® Report in
® Check progress
® Check fitness.
® End program

By choosing Option 1, you
automatically check your pro-
gress and fitness.

After entering your present
weight, the micro asks you to
take the fitness test

You measure your pulse
rate using the computer and
carry out some physical exer-
cise that makes you out of
breath.

Once breathing hard, you
sit quietly in front of the
computer for two minutes
before taking your pulse again.

The difference in the two
readings is a measure of your
fitness

Another program is now
loaded.

It displays a graph of your
progress, reminds you of the
steps you are taking to lose
weight. telis you how many
days you have left 1o reach
your target, and gives other
useful advice

You are given an oppor-

tunity to tell the computer if
you have done any extra
axercise

This in turn will give you
credits which are used to
offset any penalties you have
received because you're not
losing weight fast enough,

Finally a new copy of your
data cassetie is made

In comparing the two pro
grams there are three major
observations | think are impor-
tant,

Firstly, the Acorn program
is recommended for use once
a week and no more fre-
quently, The Joffe Plan is best
used every day or every other
day.

Secondly, the Acorn system
is contained within a single
program, The Joffe Plan has
many programs that need to
be loaded. Within Program
Two a second file has 1o be
loaded for Option 2.

Finally, the Acorn system
considers only diet. It treats
food in a very clinical manner,
counting every calorie, balan
cing numbers and using
weight-loss as the only meas-
ure of success.

The Joffe Plan uses your
fitness as well as your weight
as an indication of progress
It's not necessary to strictly
measure the quantities of food
you eat, You simply remember
a few limitations that the
micro imposes upon your
eating habits.

| personally prefer the Joffe
Plan, but my wife is in favour of
the Acorn program.

Both are worthwhile pack-
ages —it's a matter of personal
choice which you buy

Certainly, | wouldn't lose
weight worrying about it.

John Woollard

Sexist
teaching

Read Right Away
Reading Pack 3
Reading Pack 4
Highlight Software

READ Right Away is a saries of
four packs each containing
two programs designed to give
children practice in reading
Here I'll be reviewing the
packs for older children.

Pack 3. aimed at ages 7-10,
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contains two programs, Magic
E and Break-in.

The two programs in Pack
4, Sortout and Letterbugs, are
aimed at B-11-year-olds.

The teaching is based upon
the phonics approach of
sounding out individual letters
1o make a complete word

The first pack | tried had an
aexercise with magic e's, that
trailing vowel that changes the
vowel sounds of bit into bite
and hat into hate.

The object of the gamae is to
rescue a damsel from the top
of a tower by building a ladder
of four of these magic & words,

The program contains a

bulary of over a hundred,
divided into 15 groups.

The random selection guar-
anteed that repetition was not
a real problem.

The sexist nature of the
presentation appals me and is
quite unnecessary. The teach-
ing of reading does not have
to portray the inequalities of
sexual stereotypes

Break-in. an the other hand,
makes a mockery of the police.
1f the child succeeds in helping
them capture the four bur-
glars, the policemen dance up
and down the screen ., ..

The educational principle is
sound. The child has to
discriminate between the soft
and hard g and ¢ sounds,

This program, like the
others, requires the use of the
Return and cursor keys.

However, there's been no
attempt to protect the Break
key. Touching it causes the
program to be totally lost, not
even OLD and RUN will rescue
it

This is very poor as the
program is designad for use by
voung children,

The fourth pack in the series
follows the same format as
the others.

The two programs are
contained on both sides of a
cassetta.

The box, although of a high
professional standard, con-
tains only the minimum of
details.

There is no information
about the numbear, variety and
selection of words within the
programs.

However, the screen dis-
plays are of the same boid,
clear and interesting format.
Sound is used throughout to
stimulate and help the user of
the program,

Sortout is an exercise in

putting letters and words into
alphabetical sequence. The
child has to control a lift using
the up and down cursor keys.

There are three types of
problems and two levels of
difficulty.

As with the other games, up
to four children can play in
competition with each other.
However, all players must be
at the same level - it's not
possible for an older child to
play with a younger in fair
competition.

I found the Letterbug pro-
gram most frustrating,

Seven words on a particular
theme are represented as
blocks — one for each letter,
The child has to guess at the
letters,

I found that when maore
than one player was using the
program attempts to complete
words low down on the screen
wiped out the words above,

This made it nearly imposs-
ible to complete the exercise.

| had to introduce the rule
that each word had to be tried
in turn starting at the top. It's
obvious that such a restriction
was not intended by the
designers of the package.

Delving into the program
itself, | discovered the extent
of its vocabulary.

There are 14 sets of words
with between eight and 11
waords in each set. The topics
include trees, boys names,
maetals, pets, insects. countries
and planets,

The variety and grouping of
words is rather restricted. It
would have been an ad-
vantage if phonically related
words had been grouped
together,

There is no facility for new
sets of words to be added to
the program.

Computers have a lot to
offer the teachers of reading.
They should also play an
important role in the home,

This program has some
serious drawbacks that

Good spot to start

adventuring

iri " ing on my ion to
LF Software the adventure. | think they
5 must be right.

FIRIENWOOD is a 100 per
cent machine-code adventure
which makes up in presen-
tation and speed what it lacks
in difficulty.

An evil wizard has stolen
the fabled Golden Bird of
Paradise.

Your task is to search
Firienwood in order to find and
enter the wizard's castle.

If you can then overcome
the wizard and free the golden
bird, you will receive untold
riches and happiness for the
rest of your life, plus an
invitation to play the adven-
ture again

The game seems to con-
centrate more on difficulties
than problems.

For instance, you have to
cross a river, but the boat you
wish to use will only hold you
and a certain number of
objects. There are more
objects than you can take with
you, 50 what do you take?

M & P tell me there are a
few ways of solving the game.
| only used one — but, from the
number of locations and
puzzles that seemed to have

The vocabulary is fairly
extensive and most of the GET,
DROP, and EXAMINE type of
verbs are recognised as well as
a few you wouldn't expect,

The only drawback to this
adventure is the market it
seems to be aiming at,

I can’t see an experienced
adventurer taking more than a
couple of hours to solve the
game — and surely there aren’t
that many novice adventurers.

However, if you are a novice
— better yet, if you have never
tried an adventure before and
are wondering where to start—
then this is the adventure for
you

It is free from the spelling
mistakes that sometimes
plague even the more up-
market games.

Also the on-screen display
is not off-putting, which
novices sometimes find to be
the case with the normal
black-and-white display that
we purists prefer

Overall, definitely for the
beginner, but should not be
completely dismissed by the
more experienced player,

Merlin

With aView to
meatier output

View
Acormsoft

IF you spend a lot of time at a

P y-p . tea-
cher-inspired programs should
not have.

However, it's better than
nothing. If the program creates
a situation where parent and
child work together in reading,
where the child can show off
his or her ability and where
reading can be fun, then that
must be a good thing.

Despite my reservations, I'll
use these programs with my
kidis. John Woollard

¥i iter, and if your typing is
anything like mine, you'd be
better off with a word
processor.

Basically this enables you
to type your latter or document
directly into your Electron,

The text can be altered,
corrected and manipulated
very easily and then, when it's
finished, it can be printed out.

Acornsoft converted the
BBC's word processor, View,
for the Electron to take

advantage of the Plus 1.

It's a ROM cartridge which
means that all of the Electron’s
RAM is available for storing
the text.

View is selected in
preference to Basic on power
up or after @ hard Break, A *
command such as *BASIC can
be used to leave View.
Peculiarly, though, *WORD is
used to select View.

Initially you are in com-
mand mode and there are 25
commands available. NEW,
LOAD, SAVE and MODE are
fairly obvious, LOAD won't

»
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work with cassette, however —
you have to READ itin instead.

Other straightforward com-
mands are PRINT which prints
the text using the printer,
SCREEN which prints the text
on the screen, and COUNT
counts the number of words.

The maximum amount of
RAM available for text is about
16k if you have a Plus 3 disc
drive and about 20k with tape
or a Cumana system. This is in
Mode 6.

If you like working in Mode
0 though, there can be as little
as 4k of memory left 1o hold
your masterpiece,

The amount of memary free
isn't really a problem,

Files that are too large 1o fit
in the memory can easily be
worked on using the EDIT
command. This reads in a
more manageable chunk of
the text.

When you've finished edit-
ing the section, typing MORE
will save it and load in the next
chunk of text. When you have
completely finished, just type
FINISH. It's really quite
simple.

first | was afraid to touch the
keyboard for fear of destroying
any text | had typed in,

Even after using it for
several months | still have 1o
consult the function key strip
supplied with View.

One of the advantages of
View over some other word
processors s that what
appears on the screen is what
appears on the paper.

It's very easy to lay out the
text exactly how you want it to
be printed and see what it
looks like.

Another plus is that the text
stays where it is — whenever
possible — and it's the cursor
that moves,

This is more natural than
having the cursor fixed on a
line and the text constantly
scrofling up and down, as with
some word processors.

View works in any mode
and as printers genarally print
in BO columns it's convenient
to work in Mode 3 if you have a
manitor.

Any string of characters can
be CHANGEd to any other
string of charactars or
searched for. Non printable
characters and wild cards can
be included.

Escape I b 1

text mode and command
mode.

0On entering text mode you
find yourself faced with a
rather bewildering array of
commands. There are 44
immediate commands and 23
other commands that can be
stored in the text,

Virtually every key on the
keyboard does something. At

On the

Talkback
{Electron)
Acornsoft

SOME while ago, when com-
puters were things owned by
rather strange people with
more money than sense, |
went 1o see a program called
Eliza.

It was almost the first
program | can remember
seeing, and it made a great
imprassion on me,

It seemed that the com-
puter could be spoken to
through the keyboard, and that
it actually answered back in an
intelligent manner.

Such programs are old hat

Any string of characters can
also be selectively REPLACEd
by any other string.

Either ¥ or N must be
pressed to indicate whether
each match found is to be
replaced or not.

All the stored commands
affect the way text is printed
out.

The text can be placed

now, but this cassette might
be interesting for those keen
on Artificial Intelligence, for it
gives a marvelious insight into
the way such 8 program is
written,

The main menu allows
several options, one of which
is to load a character from
tape.

Two are provided, Astro
and Bomb, and fans of the film
and book Dark Star will have
the opportunity to convince
the bomb to return to the
docking bay .. .

The accompanying booklet
gives quite detalled instruc-
tions on how to decide the
characteristics of other people,

anywhere on the page. Left
and right margins can be set
and headers and footers
defined. The two letter com-
mands to do this are placed in
the margin - they won't be
printed out of course,

The immediate commands
act, as the name suggests,
immediately on the text. They
are accessed by holding the
Caps Lk/Func key down and
pressing one of the other keys,

The cursor can be moved
anywhere on the screen and
the text scrolled forwards and
backwards using the cursor
keys.

Characters can be deleted
forwards and backwards and
text can be entered in insert or
overwrite mode.

In insert mode. the text is
pushed along and the text
inserted. In overwrite mode,
text is written over what is
currently at the cursor.

Blank lines can be inserted
and lines can be deleted with a
single keypress. Lines can also
be split to form new para-
graphs and concatenated to
join them again.

There are several com-
mands which act on a block,

To define a section of text
as a block, markers are placed
at the start and end.

The block can then be
deleted, moved to a different
part of the text, copled,
formatted, saved, counted,
searched, changed and
loaded.

View has a macro facility.
This means that any section of
text can be given a two-letter

through the examples of Helen
and Ron.

Creating or altering a
character is fairly straightfor-
ward once a little familiarity is
gained.

Keywords — including short
phrases — and responses can
be entered or altered, so that
fairly predictable conversa-
tions can be held, eithe

1 the two sel d
characters, or between the
user and one of these,

The same keyword could
provoke differing responses,
but there is a priority system
which decides which response
should occur.

Actually, | found the con-

name.

Whenever this text is
needed, there's no need to
type it in — just enter the name
in the margin instead. This is
very useful for standard letters
which may have the same
address and text.

My only criticisms are that
it is sometimes slow in Modes
0 to 3. This isn't serious,
though, and is partly the
Electron’s fault anyway.

What is serious is the total
lack of any means of inserting
printer control codes.

The printer must be set up
before entering View. If you've
entered View and loaded your
text file, then there isn't any
way of altering the printar
settings.

It is often necessary to
swap between the different
styles of print within a
document, The title may be in
bold, the points needing
emphasising In italics, and
other important bits may need

ining. This is i ibl
with View.

There is a printer driver
program available, though. but
you shouldn’t need a program
to patch up what should have
been included anyway.

Apart from these grumbles,
I like View.

It's easy to use. very
powerful and flexible,

For a straight printout it is
excellent. but if you need to
swap print styles within the
text it isn't so good.

It's probably my most used
ROM. Recommended.

Roland Waddilove

fringes of artificial intelligence

versations themselves to be
rather repetitive and bland,
and | was much more interes-
ted in designing characters.

However, the booklet does
include a rather amusing list of
possible conversations, such
as the one between a marriage
guidance counsellor and King
Henry VIIL.

The average Electron owner
will probably get fed up with
the possibilities fairly quickly,
but those with a particular
interest in this area will find it
maost worthwhile.

| can also see some valug in
computer studies lessons in

schools.
Phil Tayler
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ROLAND
WADDILOVE
continues our series
designed to help

you make the most
of the Electron’s
disc ng systems

IF you have a Plus 3 disc
filing system, or you're
thinking of buying one,
then read on. In this short

Browsing through

series we're going to see
how the Plus 3's advanced
features can be used to the
full.

Disc filing systems are
completely different to the
ordinary cassette filing
system, and the Electron’s
ADFS — Advanced Disc Filing
System — is even substantially
different to the BBC Micro's
older DFS, so there are lots of
new commands that we need
to get to grips with,

The manual supplied des-
cribes all the additional com-
mands, plus a little technical
information detailing how they
actually work, but new
comers may find it a bit hard to
digest.

| hope to expand on the
information provided and
include several short examples
to demonstrate the new
facilities.

First @ warning. When
trying out any new disc
commands or programs that
alter the disc in any way

the DFS libraries

always use either a blank disc
or one which has nothing
valuable on it. You may find
yvourself accidentally destroy-
ing the contents, so watch out.

I'm assuming that you
know the basics — and Basic —
and that you can format a disc
and load and save programs.
Pete Bibby's excellent begin-
ners articles will help if you're
unsure,

First we’ll look at direc-
tories. A directory contains a
list of the files on the disc. a file
being simply something that
you have saved, usually a
program.

*CAT will print three lines of
information followed by the
names of all the files in the
directory.

Looking down the left hand
side, the first line shows the

>*CAT

Games Programs
Drive: O

Dir. Games-1
AtomSmash WA (01)
Jambutty  WR (12)
Mazebugs WA (10}
PicSlide WR (08}
Skramble  WR (14)

{14)

Option 03 (Exec}
Lib. Library

Digger WR (09}
jamcode  WR (03)
Mr_Freeze WR (05)
SBartle WR (07}

Figure I: Disc directory

tithe, which we will come to
later, the next shows the drive,
and the third the directory
name. See Figure |.

Think of it as being like a
telephone directory. This con-
tains & list of names and
addresses of people who live
in a certain area who have
telephones.

There are many different
telephone directories, each
covering a8 small area. each
with its own list of names. Ina
similar way it's possible to
have many different direc-
tories on a disc, each with its
own list of names of programs
or files.

When a disc is formatted a
single directory is set up. This
is the root directory, $. The
names and addresses of any
files saved are placed in here.

If we want another direc-
tory then it can be created
using *CDIR.

$COIR Games

would create a new directory
called games and its name is
placed in the § directory.

Try creating a games direc-
tory, then type *CAT. After
every filename are up to three
letters and a number in
brackets. If one of the letters is
a D then the file is a directory.

The root directory § now
contains another directory
Games. The currently selected
directory, which from now on
I'li call the CSD., is §, shown on
the third line down after *CAT.

All programs saved are
placed in the CSD, and
programs can only be loaded
from the CS5D — that's not quite
true, but it will do for now.

We can easily select our
new directory with *DIR
Games. Type:

#DIR Games
#CAT

and you will see the title
Games, the drive and the
directory, Games.

Gamesis now the CSD, and
all commands apply to this
directory. So if you save a
program its name is placed
here. When loading a program
or file this directory will be
searched. If it's not here you
can't load it

*BACK enables you to
move back to the previously
selected directory. Before, §
was the CSD, so *“BACK would
make § the CSD. *DIR without
a name selects the root
directory 8.

Games could be thought of

—_— e
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as a child of the directory §,
and § the parent of Games.
The special character * means
the parent of the CSD. If the
CSD is Games then ~ would be
§, and:

HIR *
would select the parent of
Games, §.

As you can see, one
directory such as § can contain
another directory, Games. This
could contain a further direc-
tory, and so on.

To load a program called
Kingdom you may have to go
to the § directory, then to
Games, then Adventure to
finally load Kingdom as you
can only load a program from
the CSD.

As | mentioned before, this
isn’t quite true and there's a
way round the problem. We
could say:

LOAD"$.Bames. Adventure.King
doa’

This means get Kingdom
from the Adventure directory,

which is in the Games
directory, which can be found
in the root directory, 8. It will
do this without leaving the
CSD, whatever it is. This is
possible because you have
told it the path to take in the
name you gave.

Hence $.Games.Adven-
ture.Kingdom is known as a
pathname.

As well as the currently
selected directory, the ADFS
also keeps track of one other
directory. This is called the
library just to confuse youl It's
printed on the same line as the
directory after *CAT.

This directory may be used
when you *RUN a machine
code program. If you enter:

ERUN Progras

ar
+/ Progras

or
#Progras
which are all equivalent, then
first the CSD is searched for
the program. If it finds it then
it's loaded and run.
But if it can’t be found then

the directory which is the
currently selected library —
which I'll call the CSL - is
searched.

If it finds it, it's loaded and
run as before, if not an error
message is printed.

Thus it is possible to keep
all your utilities in one direc-
tory, such as the one actually
called Library on the welcoma
disc.

By setting the CLS to your
utilities directory all the
utilities are available using a
simple *command, and there's
no need to search the direc-
tories looking for them.

To set the library to a
particular directory you use
*LIB, so:

#L1B Teolkit
would make the CSL Toolkit,
providing it's in the CSD.

As you know, *CAT prints a
list of all the files in the CSD,
and that to find out what is in
another directory we can
select it with *DIR name, then
*CAT it

There is an alternative,
though. If one of the CSD's
files is a directory itself then

we can type:
#CAT name
and the files in directory name
will be listed. Before, we
created the directory Games
which was in the  directory. If
the CSD is § then we can list
the files in Games with:
$CAT Games

It is possible o use path-
names to display a directory's
contents. For instance:

#CAT §.Ganes. Adventure
would list the files in the
directory Adventure which can
be found in the directory
Games which is in the §
directory,

There is also a command to
list the contents of the CSL,
*LCAT. If the CSL is Library
then *LCAT would print the
contents of Library. In this
case it would be equivalent to
*CAT S.Library.

So. as we have seen,
libraries and directories aren’t
half as complicated as they
sound.

Practice creating libraries
and directories and moving
betwean them loading and
saving files. It's good fun!

,

TAPE1
QUALIFIERS

the world's best in Maxico.

“fun' game, and by the most

THOUGHTWARE by

In 1968 A Ramsey proved that English club
on, and beat the rest of the world at Imamational level. Could you do the same in.

WEMBLEY 1966
WEST GERMANY 2

ENGLAND 4

Q.UA L—S 0 FT Experts in sports simulatio?

elub football, but could take

. could nat only

players, with i

MEXICO ‘86

TAPE 1 (Qualifiers)
# Current squad of 16 players + 20 user defined players.
# Friandiies In Parls, at Wembley + South American tour,
* ANY team formation you choose. 2 from B substitutes.
* In match tactics: any no. of individual player adjustmants.
% Your qualification group: full results and table.

ENGLAND'S GAMES: FULL PITCH, 22 MAN, 3D GRAPHICS & SOUND EFFECTS

QUAL-SOFT commants: With 5 levels of play, 12 dapths of sophistication, and “fun” graphics, this game can be enjoyed by an B year old youngster a5 a

TAPE 2
FINALS

A WORLD CUP MANAGEMENT SIMULATION

Summer 1984 and English International feotball is 8t its lowest sbb. We have failed 1o qualify for the European Nations Cup. and had a3 string of very poor
International rasuits. In a faw months we will set out on the ‘86 Waorkd Cup gualifying trail, You have been given the most impartant job of restoring English
pride in their football, You have a match in Paris, the USSR at Wembley, and 8 South Amarican tour, 1o assemble a team, first to qualify, and then 1o beat

TAPE 2 (Finals]

Choose 8 20 man squad to take 1o the finals.
Group of 4 prolims. 16 to final knockout comp
Enra Time, PENALTY SHDDT OUTS wharll relevant.

and strength

LR

asa o

ge of the highest order.

2 from 8 substitutes (the FA telis us wl

PRICE & SUPPLY: Tape1 + Tapa2 + 20 page book + plp ONLY £9.95. ACCESS "phona orders 1/2 days, orders by Tst class post 3/4.

QUAL-SOFT, Tel: 0438 | Please supply:

Dept. EU, 721936 | MEXICO ‘86

18 Hazelmere Rd., Electron m]
Esvamge, Herts SG2 BRX. BBC'B’ a

Name: ...
Address:

Access No. (if applicable) ..
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I'VE had a plea from D.
Wynne about SIM from
Viper Software. He can't
get anywhere and offers
me a fiver if | can solve it.
This is one program | must
get a look at!

Carl Marlow has written in
asking about Fighter Pilot
from Kansas. Apparently he
can't pull out of a dive when
attacking enemy aircraft.

I'd like to help but unfor-
tunately Kansas won't let me
have any programs to review.
If any reader can help Carl then
please let me know,

Many thanks to Jonathan
Ewing (J.R.1} for sending in a
complete solution to Stran-
ded and to Chris Wray and his
brothers — how many of you
are there? — for the solution to
Gisbourne's Castle.

Neil Sedgewick wants to
know if | am any relation to a
certain Alice. Who? No, she'sa
lot cleverer than me.

M.C. Rocca — what is your
first name? — has written in
with marks for Ten Little
Indians. | didn’t know this
was available for the Electron.

Ben Twaddell has sent
marks for Philosophears
Quest and Mitchiker. Do

* -
erli

Problems, problems,
always problems

rock and unlock the tiny door
then enter the pyramid, then
contact Adventure Interna-
tional on 021-643 5102, who
will be only too happy to

these run on the Electron
unaltered or have you been
claver?

Stephen Waterworth has
written in to say that Bug-
Byte's Dragonquest will run
on the Electron,

If any reader knows of any
BBC Micro adventures that
will run on the Electron will
they let me know so that | can
make up a list to be published
in a future column?

Stephen Waterworth, Tim
Cook and Jason Hewitt have
all written in asking how to get

into the pyramid in Pyramid

of Doom.

Early versions of this game
had & bug in that prevented
you from getting into the
pyramid. If you can't get the

ge a repl -

Eve Thompson, to whom
I'm very grateful for all the
maps and solutions she has
sent in, is having problems
with Kingdom of Klein.

She has searched in every
direction in the moebius ravine
but cannot find the last solid.
Does anybody know where it
is?

M. Tiplady has solved maost
of the Sorcerer of Clay-
morgue Castle but has the
following questions;

How do you store the stars,
how do you get rid of the odd
feeling, how do you open the
loft in the ballroom, how do
you open the stone door, how
do you get into the dragon’s
lair and, finally, is there
another way to open the oak
door?

Can anybody help?

Ben Twaddell wants to
know how to get over the
volcano in Classic Advent-
wre and | want to know where
the volcano is.

Stuart Nicholls has written
in asking what the password is
for you to be a wizard in

Adventure. As far as | can

find out, there is no password.
I'm not sure if it is a red harring
or a feature of the game that

wasn't implamented.

Stewart Hogg has several
questions about Comsoft's
Serpents Lair. He wants to
know if there is a way through
the desert and the forest,
where to use the cance and
where is the sword and when
do you use it.

| haven't got Serpent’s Lair,
but one is on the way for me.

Stephen Martin has written
in for help with the Greedy
Dwarf, Apparently he doesn’t
make maps. To get out of the
muddy maze he needs to learn
how to! And drop sausages of
course.

Andrew White can't find the
antidote to toad poisoning in
Galadriel in Distress. Does
anybody know where it is?
Tony Remmer has sent in a
solution to TKV. He has
scored 970 points but has still
had the adventure finished
message.

Unfortunately Tony, the
SAE you sent in was only an
AE as you didn't put a stamp
on the envelope. Talking of
AEs, Kevin Addinall has asked
how to kill the rat in

nsCa

b

Ay

Adventure but has also for-
gotten 1o put a stamp on the
envelope, | don't reply to
people who do this!

On the other hand, Mark
Hunter has sent in a partial
solution to the Incredible
Hulk and an SAE but hasn't
asked any questions! Please
write and let me know what
your problems are Mark.

Stuart Nicholis wants to
know how good Countdown
to Deom, the Digital Fantasia
saries and the Epic series ara.

Countdown to Doom is on
ROM so if you have a Plus 1
then it's a good buy. The
Digital Fantasia saries are
much the same format and
content as the Scott Adams
adventures and are therefore
good buys too.

Tha Epic adventuras are to
the Electron what the Level 8
ones are to the BBC Micro. No
true adventurer should be
without them.

Mrs A.E. Mortand and
David Woods have some

LY

questions about Crown
Jewels that | cannot answer.
Is there a telecomm tower
location?

In the chamber of horrors, is
there a door east when going
north or south? Daniel
Beherall can’t get into the

—_—

— =
—

—
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material store or turn on the
torch.

Tom Holmes would like to
know how to attract the
policeman’s attention. So
would |. Can anybody help?

Tim Hicks can't get the keys
in the Greedy Dwarf and
David Hill wants to know how
to kill the spider. | know you
need the sword, but do you
need the keys to get the
sword?

B. Britland can't find Annie
Gramm or Rithmatiq in Pet-
tigrew’s Diary and | haven't
even got that far. Can anyone
put us out of our misery with a
map and a solution?

Several people have written
in with solutions to problems
sent in the previous months. In
particular let me thank all
those of you who wrote in with
tips and solutions to Crown
Jewals.

Terry Mealing should ook
in the Houses of Parliament,
Madame Tussauds and Buck-
ingham Palace if he wants
SOMme lreasure,

John Harnett has also
written in to help Terry
Mealing and says that he
should smash the pillar and
the column in Stolen Lamp to
get the sword and key box,

M.C. Rocca has written in
1o say that the solutions to H.
Bastian's problems are the
black hole is a red nerring and
that to solve the Jovian mine
he should examine the alien
art gallery and that there is a
definita TWIST in the plot.

Phillip Hooper says that
Andrew Dickman’s problem in
Adventure s solved by tur-
ning off tha lamp and hooting.
Is that some kind of practical
joke?

Finally, before going on to
some problems that | do have
the answers for, let me
apologise for the delay in
answering some of your
letters,

| have been on holiday
attending an advanced
wizards spelling test.

Paul Dobson, Jonathan
Tryer and Gary Procter, who's
produced the best maps | have
ever seen, are having prob-
lems with Gisbourne’s
Castle.

Maid Marion is in the
chapel, To get in, try a bit of

in the d
first.
If you are too big to get
S

through a small opening then
you should make yourself
smaller, Try a spot of |ubri-
cation on that rusty door.

In Sphinx Adventure Tim
Cook and Paul Donovan are
stymied by having their lamp
go out. Have you tried polish-
ing it?

Julian D'Alberti and Tom
Paterson can't carry every-
thing at once. Find the sphinx
and leave some treasures
there for safekeeping.

They have also correctly
intarpreted the clues in the
inner sanctum but, once again,
need to find the sphinx to put
their findings into practice. All
of the objects you have found
either have a use or are
treasures.

Search the desert throughly
if you want to find the sphinx.
Richard Hollis and Ronnie
Moore can't open the safe.
Use a magic word,

Lewis Smith hasn't yet
searched the inner sanctum

broken the sword. Did you pick
up the axe that the dwarf
threw at you when he first
appeared?

Phillip Trease and Paul Daly
can’t get anywhere at all. Use
the raised path and then go
down, Fill the bettle with
water from the lake and douse
the flames.

Robert Pawson is stuck in

)

is no hydraulic jack, so
Neptune tells me.

Stephen Gregory wants to
know how to kill all the
Gremlins when you've got
them watching the film. You
don’t as far as | know.

MNeil Macdonald can get out
of the ship in Strange
Odessey but soon dies from
lack of air. Have you got the
spacesuit? Yes? Then try
opening and closing it.

Stephen Waterworth can't
get past the fan in Spider-
man. Try using something 1o
stop it turning. Want to get to
the cloud? Try jumping.

Lewis Smith, R. Handerson
and Paul Taylor are having
problems with the Incredible
Hulk. To pull the ring,

ber what Dr. Strang
told you and don't daydream.

The Hulk has a strong

Valley of the Kings. E
a gold statue and you will be
able 1o ‘speak your reply’.

M. Hanson keeps getting
his throat cut in Sadim
Castle. Have you got the
Bibla?

Paul Sexton and V. Witson
want some problems
answered in Eye of Zoltan.
The password you need in the
secrsl passages is 1o be found
in a cryptogram, and to solve it
you should try skipping back-
wards.

Wear some gloves to get
the orb and pay the boatman.

L Fletcher and David Hill
can't decipher the cryptogram
in Countdown to Doom. Try
hinking of it as a 5*5 matrix.

AT

throughly — use magic. Sean
Robinson, David Marfleet and
Martin Edmondson all want
answers about the inner
sanctum,

The crown is a treasure and
you have to use magic to get
out — unless you know dif-
ferently. Richard Smith also
needs magic to get across the
glacier.

Mark Popkiewicz will find
the jack in the rockfall and
should polish the ring. Phillip
Macdonald keeps getting
killed by the dwarf after ha has

Make sure that your suit is
newer than it was and you can
navigate around the bottom of
the swamp, Protecting your
eyes will help with the top.

Alexia Leventis keeps get-
ting killed by the creature in
the corridors of doom in
Castle of Riddles. What
colour is that paint that you
should have found? If your
lamp keeps going out when
you enter the fountain of
youth, put it out before you go
in.

A. Dodds, Neil Jacques and

Stephen Arnold all have prob-
lems with Classic Advent-
wre. To get past the snake,
soothe the savage beast and
give it the bird.

The vending machine is a
red herring, What use is the
oil? How do you get through
the rusty gate? Think about it

| don’t think the spelunker
news does anything and there

T

h so the egg.
Yes, the astral projection of Dr.
Strange is useful.

Marco Kerr cannot get into
the machinery housing in
Wheel of Fortune 1o lower
the bridge. Keep picking at
that lock.

Andrew White wants to
know what YABADABADOO
does in Staff of Law. IU's a
magic word, so look it up in a
suitable tome.

Neil Sedgewick, S. Mid-
geley, T. Holmes, David
Woods and Andrew Busby all
have guestions about Crown
Jewels. To get some money,
clean the toilets and strike a
pose. The matches are useful
for satting light to things.

The orb is in Madame
Tussauds and you'll need to
drug somebody to get into the
control room at Tower Bridge.

Ben Twaddell wants to
know whether you should take
everything to the dwarf's hut
and where the dwarf is, in the
Gready Dwarf. No. I'm
aMAZEd that you don’t know.

Martin Watson and A.
Dodds have some questions
about Quest for the Holy
Grail. The dragon is in need of
lubrication. Try putting soma-
thing valuable in the niche in
the huge stone. Don't listen to
the maiden, Good advice that|

& If you want Merlin's halp
write to:

Mearlin, Electron User,
Europa House, 68 Chester
Road, Hazel Grove,
Stockport SK7 SNY.

-~ and enclose an SAE If you
would ke a reply.
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{ AM writing to help Paul
Musson with his cube root
problem.

I have just completed my
maths “0"-level course and
am glad that what | have learnt
is already coming in useful.

To find the cube root of a
number, on the Electron, you
must raise the number to the
power of & third.

For instance, to print the
cube root of 27 you must type:

PRINT 2741/3)
Note that brackets are

Necessary.,
In fact, you can find any

Getting to the cube
root of the problem

And so on.

Indeed, why does Basic
have square root in [is
codings?

Wiile writing, | am interes-
ted in your articles on machine
code and particularly interes-

difficult in machine code.
especially log, sin and cos. The
Basic ROM User Guide by
Dickens and Holmes might
help.

These are just a few of
many letters we've received

ted in fi
dealt with by machine code.
| have read the manual, and

type of root of a
raising it to the reciprocal of
the order of the root.

Again as an example, ta
print the fifth root of, say. 81
you type:

PRINT 811/5)

— Andrew Simpson,
Clacton-on-Sea.

* k&

RE Pauf Musson's request for
a way to find cube roots.

This can be done by finding
the fogarithm of the number,
dividing by three and then
finding the antilog.

A program for this is shown
below:

10 INPUT *Musber *jx
20 y=1

30 z=EXP(LN(x)/y)

48 PRINT "Cube root="jz
58 BOTO 18

— Peter Nicholson, New-
castie upon Tyne.

* ok ok

THE answer to the cube root
riddfe in the August edition is
guite simple and doesn’t need
a mathematical boffin.

Any number (al raised to
the power of the reciprocal of
any number (bl gives the (b}
raot of the number (al, for
example:

4ML)=2 that is square roof.
8°(})=2 that is cube root.
16°(})=2 that is fourth root.

ber by  the to multiph
and divide seem quite com-
plicated.

Is it actually faster to use
them when solving a formula
such as:

Salve f from

e ks, 1.255
J7 "“""W(_a_?qr meﬂ?J

The only way to solve this is
in a loop guessing the value of
f and then running the loop tilf
one gets close enough —
narmally seven times round. |
have always used the binary
search system, April edition.

If it is quicker to use
machine code, how do you get
alogrousing it?

! hope you will cover this
type of problem in your series.
— N.R. Horswood,
Stoneleigh, Surrey.

@ Thanks for the cube root
help. Maths can be very

garding the cube root prob-
lem. Correspondence on this
subject is now closed.

Keep
it clean

RE "Suspect Tapeheads” —
August isswe. | find your
answer to D.L. Cutting sus-
pect.

The fact that he can
successfully load back-ups
suggests that it is not fauity
tape heads.

I think it mare likely that the
tape itself is either poor quality
or possibly unsuitable — that is,
60 min, 90min or 120min
audio tape.

Longer tapes tend to
stretch and while this has
minimal effect in audio work,
they can cause problems used
with a computer.

However, | must back your

Protected species

| WAS pleased to read David
Molyneux's “Racing tips” in
the August edition of Electron
User, particularly as [ have
never progressed past the
snow on Overdrive. | was keen
to try his tip.

However having done all he
suggested, when | tried to foad
what David calls Part 2, the
computer printed “locked” on
the screen and the cassette
recorder switched off. What, if

anything, can | do?

Why should David have
been able to load Parts 1 and 2
and not |? — Jeff Fraser.
Solihull.
® Many readers have asked
for pokes, to speed up games,
give infinite lives, start on any
screen and so on. The problem
is that all software is protected
and if you don’t know how to
get round the protection then
the pokes aren't much use.

suggestion that tape heads -
or equally, disc heads — be
cleaned frequently.

After all, we clean our
stereo heads every four hours
— and a drop out of a fraction of
a second on audio may not be
heard, but could make &
sizeable distortion in 8 com-
puter signal.

Equally, the record head
must be checked periodically
for magnetisation.

It is extraordinary how often
probi arise in busi
computers from these
reasons. | tramble to think how
many more problems must
arise fn home computers,
which are not usually so well
maintained.

Yet, cleaning/demagnetis-

ation is very easy and quick. —
R. H. Hill, Woodford Green,
Essex.
@ |f your own programs load
perfectly but others won't then
this suggests that the tape
heads are out of alignment,
not dirty. If the tape heads are
dirty then loading problems
will occur with all programs
and tapes.

*TV command

COULD you please tell me
what *TV js used for?

! have seen it in many
programs but do not know
what it is used for, or how to
use it

Could you also tell me if
anyone has made Magic
Mushrooms, Frak or The
Hobbit for the Electron? —
G.A. Cranch, Hoddesdon,
Herts.
® *TV is a command on the
BBC Micro which moves the
screen up or down. It is
ignored by the Electron.

Magic Mushrooms is avail-
able for the Electron, the other
two games are not.
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More
colours

| READ with interest the
revisw on the Efectronic Col-
ouring Book in the December
issue,

It says that the Electron
supports 35 colours. If you
know how to, perhaps you
would fet me know now to get
all thase different colours, as |
would like to use them in my
programs. — Stephan Wyatt
(age 11), Norwich.
® Here's a short program
showing how to have 16
colours in Mode 1. They aren't
true colours but the effect is
quite good.

18 REM 16 colours

28 NODE |

38 VDU 23,255,178,85,178
185,179,85,170,85
FOR 1= T0 3

30 FOR J=R T0 3

&8 COLDUR I:COLOUR J+128

T9 PRINT STRINGS (48,CHRS
255) )4

B8 NEXT

78 NEXT

Choosing
a printer

| HAVE never used a printer
before and | find it very difficult
to choose one for my Electron.
Could someone please help
me make & choice?
I need one for average
computer printing and can

To tune into your magazine,
So new and so clean.

Exciting, to name but a few,

Lothian, Scotland.

afford up to £200. | am looking
at the Tatung TPIOO
prasently. — W.H.R. Lee,
Wickford, Essex.
® The best way to choose a
printer is to go to a large micro
store and ask for a demon-
stration if possible. Then you
can compare the guality of
print and see which is most
suitable for your needs.
Alternatively, visit your
local user group - there's
bound to be someone there
using an Electron with a
printer who can give you
advice.

Elite for
beginners

HERE are some tips for Elite
beginners.

When you have 800 cred-
its, buy an E.C.M system, You
will have 200 credits left over,
for purchasing new cargo.

After this, buy a front beam
laser. You will get 400 credits
back for the pulse laser.

Then get a large cargo bay.
This lets you carry 35 tonnes
instead of 20 tonnes.

After this, a docking com-
puter and a fuel scoop are
ideal,

When you have equipped
yvour ship with everything
except Galactic hyperspace,
take off, speed up, head
upwards in a loop until the
planet is in your rear view
scanner.

Switch to front view and
head onwards until the 5 on
your console disappears. After
this, jump onwards until
something comes up.

Those golden oldies

To you, Electron User, this poem [ write,
I use my Electron from morning to night.
Very happy | am, or so it would seem,

Hot off the presses it comes through my door,
So why, oh why should | want even more?
Whatever happened to Micro Kid, Sounds

Many readers miss them, this I'm sure you knew,
So please do us a favour , replace them from now
And we will gladly once more take the thank-you bow.

P.S. And oh, just in time, | nearly forgot. Please could you publish
my address, yes, the lot. in hope some young readers will get in
touch to exchange hints and tips . . . Thank you very much! —
Andrew Mcintyre (15), 1 Seton Court, Tranent, East

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.

If an enemy ship launches
an escape capsule, | have
found that if you fuel scoop it
up, you get one tonng of
slaves.

If you da this, or pick up an
illegal cargo canister, fly
straight back to the space
station and sell it. This will not
affect your legal status unless
you hyperspace and then sell
it. — Commander
Goodden, age 11, (Compe-
tent), Bath.
® Thanks for the help, Wil-
liam.

Rombox
review

Please could you do a review
on the Slogger Rombox,
containing how many ROMs
and RAMs are available for
this system?

Alfso, could you include the
capabilities of the Rembox and
what BBEC ROMs, RAMs and
so on will run on it?

Please say “thank you", to
Merlin for his superb help with
Twin Kingdom Valley. — Nick,
Upminster, Essex.
® There was a review of
Slogger's Rombox in the
August issue of Electron User,
Back issues are available.

We'll pass the message on
to Merlin.

Saving
graces

! GET very annoyed when [
type in programs, especially
long ones, and then find | can’t
foad them when | have saved
the listings.

! have a DR10 Saisho
Computer Data Recorder,

When [ have finished typing
in a program, | type SAVE

“fnamel”. When | press
Return, the message RECORD
then Return, appears under it

Then | start recording. and
press Return, again,

The name of the program,
and the numbers then appear,
and the “=" sign appears when
it has finished.

! then try loading the
program, on the same volume,
but the Electron complains
with “Block” and “Data”
remarks,

I found these instructions
for saving programs in the
Electron User Guide.

| have managed to record
shorter programs — for exam-
ple, Cheeser — but not long
anes.

Please could you tell me
what | should type — if | am
doing it wrong — to “save” and
“load” listings, and also what
volumes | should have? —
Matthew Aldridge,
Orpington, Kent.
® Try cleaning the tape heads
first. If this doesn’t help. then
try adjusting the tone and
volume controls, starting at
the minimum and working up
to the maximum until you find
the correct settings.

Baffling
ROMs

RE the Brother MT003 printer
advertised in your February
issue. Can you recommend a
handbook to explain how to
use it with the Acorn Electron
Plus 1 and the View and View
Sheer ROMs?

I got the computer, and
recently the printer, from W.H.
Smith,

It was some weeks before |
even was told abour the
*FX6,0 command to obtain
line feed. There is nothing in
the Brother or Acorn books on
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that.

| have some control over
the printer in Basic, but am
batfled when using the ROMs.
— A. Kelson, New Miiton,
Hants.
® The user guides for the
ROMs explain how to send
output to the printer. With
View the command is simply
PRINT.

You'll have to look in the
manual to see how to format
the text and lay it out.

Bouncing
back

HAVING entered and played
the game Bounce Ball, from
the September issue of Elsc-
tron User, [ noticed that player
1 always receives the ball first.

This seemed somewhat
odd as fine 1310 contains the
variable turn®. | then spotted
the following lines:

1278 IF turni=1 THEN
turnl=2
1288 IF turni=2 THEN
turnl=]

These are equivalent to;
1278 tural=!

! would suggest that these
lines shouid be replaced by:

1278 IF turni=1 THEN
turnX=2 ELSE turnl=l

and the “numit=1" at the end
of line 1350 should be
raplaced by:

IF turnl=1 THEN nuaX=2 ELSE
nual=l

These changes cause the
player receiving the first ball to
depend on the player whose
turn it was fast. = D. Brindle,
Bolton.
® Thanks for the modifi-
cations — and well spotted.

Electron’s
0S 1.27

| OWN an Acorn Electron and
a Plus 1 expansion unit. |
would iike to know if the
current operating system is
1.00.

! would also like to know
when Acorn are going to
upgrade the operating system
to 1.2 and if and when they do,
would | be able to plug it into

the Plus 172

My final question is a bit of
a talf order,

Could you tell if Acorn are
planning to sell & system
which plugs into the Pius 1 or
the edge connector, which
gives the Electron Mode 7 and
081.2, so that | can run B8C
programs? — K Rose,
London.
® The Electron’s operating
system is 1.0, which is
equivaient to the BBC's 1.2. It
is uniikely to be changed.

Acorn aren’t planning to
produce @ Mode 7 adapter.
The Electron runs quite a lot of
BBC software as it is.

Eyes on
the bugs

! AM a new member of the
ranks of Electran users.

My knowledge of program-
ming is somewhat scanty, but
1 find that typing in lstings
fram your magazine, while
being a bit of a chore, also
provides endiess “fun” in
debugging not only one’s own
typing errors but the printer’s
errors as welf .

I accept that this goes with
the fob. However, may |
suggest that you publish in a

More claims to

AFTER accepting his chal-
lenge in the Electron User, |
have finally beaten Andrew
Clark at Cybertron Mission —
but it has taken me 2% months
to do it.

My score was 35,710 on
level 3 and | had a pot and key
but couldn’t find the ring.

Here are some maore of my
high scores and wonder if
anyone could beat me at
Acormnsoft’'s Meteors? My top
score is 59,800,

My hi-score for Snapper is
41,410 and for Killer Gorilla |
have scored 46,100 using a
Quick Shot I,

| also agree with the vast
number of people who have
written in asking for a Hall of
Fame just for Electron users
and also software charts like
Paul Rudd and Jamie Pizey
compiled. — Stephen
L 4, N

fairly prominent position any
errors that either readers or
cantributors find, to help us
learners?— C.H Earl, Bolton.
® Any errors that have
slipped through are usually
spotted immediately by our
eagle-eyed readers and a letter

Rhythmic
relay
WHILE experimenting with my

Electron’s sound channels, |
came up with this short but
; t b

follows in Micro M
Bugs are rare, for y-If

g

a program doesn’t work, 99.9
per cent of the time it is due to
a simple typing error when
entering the listing.

Plus 1
connection

1AM considering the purchase
of 8 Plus 1 attachment for my
Electron as long as it wilf
enable me to link to the
Centronics 702 printer | have
acquired, r

Can you please confirm that
this connection is possible and
if I need te buy & lead
connector between the Plus 1
and printer (36 point input
point] and where | can
purchase same? A.T. Cranch,

oddesdon, Herts.
® The Plus 1 has a printer
port which enables any Cent-
ronics compatible printer to be
connected. The shop selling
the Plus 1 should be able to
supply a printer lead.

cation, How can we tell if the
score is real or not?

If anyone can come up with
a foolproof method for veri-
fying a high score, we would
be very interested,

* ¥ &

| AM writing to tell other
readers about Micre Olympics.
| have got some really
unbelievable times on the
running events;

100 metres 5.29
200 metres 8.96
400 metres 21.31
800 metres 45571
1500 metres 1:30.58

To do these times, | used
the conversion for a First Byte
interface you had in a letters
page a few issues ago.

Make one feg 3 and the
other leg any key you want.

As soon as you go, put the
foystick on auto fire and keep

® The problem with high-
score tables is one of verifi-

Iya:w finger firmly on the key
vou choose and leave it there,

1@MODE &

20INPUT" " **Rhytha type |
1-10) ;s

SRINPUT "Speed of tickin
g (1=18)";hs

ARINPUT *Tempo (1-18)";t

SBREPEAT

SBA=hts

TBIF A MOD hs=B THEN PRO
Ceotor

BBSOUND 8,-5,4,t

9BUNTIL FALSE

1BR0EF PROCaotor

1184NOTOR 1

120A$=INKEYS |

130+M0TOR @

148ENDPROC

= Paul James, Ryde, 1.0.W.
® The program produces
some excellent sound effects.
The interesting part is the way
it plays the rhythm using the
cassette relay. Prolonged use
might not be good for it
though.

fame

You should beat the com-
puter easily. — Staven
Bracey, Bristol.
® That's cheating isn't it?
Hardly in the spirit of the
Olympics.

* kK

| FEEL | should write to
congratulate Superior
Software for their latest
release, Repton, It is by far the
most challenging game de-
vised for the Electron.

The graphics are superb
and the four way scroliing is
the best | have seen so far
produced on the Electron. Welf
done,

If anyone who has the game
but finds the sereens (oo
diffieult to complate, think of
some well-known reptiles.

My high scores are; Repton
2,915, Guardian 100,900,
Ghouls 2,110, Snapper
42,980. - P.A. Phillips,
Stansted, Essex.
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TIRED of graphics dis-
plays? Think you've seen it
all? Then feast your jaded
eyes on PHIL ORD's
hypnotically beautiful
Kaleidoscope.

And if you feel like an
intellectual challenge try
working your way through
the IFs und ELSEs of line
210.

After entering the main loop
at line 110 the procedure for
defining and drawing each
design is called. At each pass

- RESS SPACE-page
:gnurgm.ecmm l::g:mmuwm
::ﬂﬂ.l,ﬂlﬂ;l{ ll;: e A

L mgFiEllbl? 1] 138 MEXT | e

e prikie REPORT: P 149 m:r!ﬁmm
ol TERLLEND T tm-mmmmr::
B PRINTTAB (1, 14) gy :lf: m‘""’ m.

S

178 6COLA, C: 0oy gug CiPRIN

through the loop a new design
is created and displayed

Lines 160-180 set the
graphics origin to the centre of
the screen, and set the radius
and initial colour of each
design

Lines 180-210 determine
the starting point and the
angle at which each line is
drawn to the last line

The variables G and D help
to select at random which

T2, 4151

) 170 HOVE RS0 s
g 020135

28 IF 622 1273
=3 =17 £Lg [ Hafcsirsf
SE IF =5 =31 ELSE IF [
1599 ELSE IF a7 gagg
228 FOR Lines=( 79 1
258 VOUL9,RND 15), R 15)

50 ELECTRON USER October 1985

angle to use.

To make each design sym-
metrical, an exact number of
lines has to be drawn

This number differs accord-
ing to the value of variable G
and is held in variable Z

Lines 220-260 draw the
design in rapidly changing
colours

The finished picture is a
composite of 20 designs
suparimposed one on another.




A = o TN

LIFE’'S never easy, is it? Just when —~>>— ﬁ7\
you thought that summer was here ~
and you can relax in your Electron

garden along comes MARK
TURNER's Raving Roller. .

Equipped with a garden roller, e
your aim is to clear five gardens of
mole mounds which are scattered
about at fom by the
mammials.

It doesn’t sound too difficult, but
wait till you see the moles. They've
laid mines all over the garden and
chase you around as you flatten
their mounds. Don't let them catch

~/ You, they're killers!
E As if that wasn't anough, if

you're too slow you'll be fired for
/ time wasting, so get rolling!
% The listing starts on Page 52.
ot
=

1 Yate oles
K% i coofdinat g motes
KEE oy . of da]". yne motes:
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Raving Roller listing

From Page 51

18 REM Raving Roller
20 REN By M.Turner
I8 REM (c) Electron User
42 REN
50 REN
68 BO2=B:m=0:5C=R:LVY=]:
L=1:5=0: C=233: H5=25¢
78 PROC define
B8 MODE 2:VDU 23,1:0:8:8
18
90 PROC title
108 PROC arravs
118 MODE B:VOU 23,1;0;2:0
il
120 PROC instructions
130 NODE 5:VOU 23,1;0:0:0
A
148 PROC variables
158 PROC_colours
168 PROC_setup
170 D=0
188 REPEAT
199 KEY=INKEY (R}
288 Fi=9:FROC mole
218 IF F1=1 THEN PROC eat
228 IF DX=1 THEN GOTD 280
238 PROC_move
240 IF DX=1 THEN BOTD 280

258 VDU 4:COLOUR J:PRINT
TABIIZ,1)§8C: TI=TX+1:PRINT
TAB(I2,0); TX: VDU 5

260 IF TE=180 THEN VDU 4:
FOR I=1 TO T:PRINT:PRINT:PR
INT * YOUR FIRED";:PRIN
T:S0UND @,-15,1,3@:NEXT [:A
$=* TOO-5L0W YOUR

TIME RAN OUT *:60TD 1980

70 sl

280 UNTIL S=25+a OR Di=!

299 IF D=1 THEN 1909

300 BOY=12@-T1:5C=5C+BOY

310 VDU4:FOR I=1 TO 1500:
NEXT Tsl=L+!

328 IF L=b THEN SOUND 3,-
15,3, 4:50UND2,- 15,3, 4: PRINT

TAB(2,12) 3" SPEED BONUS="j
BOZ;:PROC_done_it:BOTO 1980

330 CLS:COLOURT:PRINT TAR
12,3)1" SPEED BONUS=";BO%:F
OR [=1 TO 208 STEP 9:COLOUR

RND(3) :PRINT TAB(S,9):"NEY
T LEVEL®1:50UND 2,-15,1,3:N
EIT 1

340 PRINT TAB(&,16) 4 "LEVE
L=";LsFOR 1=1 TO 980:NEXT |

350 FOR Us1 TD 178@:NEXT
'}

J68 CLS:S=0: 1Y=0:Y1=31:TY
=B:VDUS

178 BOTO (&0

388 DEF PROC_define

390 VOU 23,244,24,35,40,1
£5,165,40,36, 24

480 VDU 23,243,178,85,178
+85,178,85,178,85

418 VDU 23,255,255,255.25
5,255,255,255,255,255

420 VDU 23,242,48,126,58,
§0,255,255,255.253

A0 VDU 23,241,640, 126,90,
99,255,195,195,255

440 VDU 23,233,255,24,24,
60, 126,255,255, 12¢

450 VDU 23,234,126,255,2
5,126,60,24,24,255

450 VDU 23,235,97.241,249
.295,255,249, 241,97

478 VDU 23,236,134,143,15
9,255,255, 159, 143,134

480 VDU 23.237.0.8,24.40,
126,126,255,255

490 ENDPROC

580 DEF PROC instructions

510 PRINT TAB(&,4):" Do v
ou want instructions 7*

528 PRINT TAB(14,7); "Pres
s¥or N

538 #F115,1

540 KEY$=BETS

558 1F KEYS$C)"Y"ANDKEYS()
“N“THENS28

568 IF KEYS="N" THEN ENDP
ROC

570 CLS:PRINT TAB(13.81:"
INSTRUCTIONS"; TRB(I3, 113" #s
HEHEERER"

580 PRINT TAB(2,31:"AIN:"
""" You the gardener must r
id vour boss's gardens of
sole sounds with vour garde
n roller. There are 5 parde
ns/levels to  clear of sou
nds. *

398 PRINT'® IN PLAY:"'**

Each garden has a tiee lin
it of 382 on the on screen
timer,"

588 PRINT" The cardens ar
€ however quarded by de

adly soles.”

518 PRINT" The moles are
not stupid as they have la
id mines all over each gard
en in the hope that vou mi
ght hit one.*

528 PRINT" You have ‘3" 1
ives in which to succeed.Fo
ints are gained for each mo
und which is flattened and

for the tise taken for eac
h garden which is cleared.’
630 #FIIS, 1
548 PRINT °* se###4#PRESS
SPACE TO CONTINUER###sse"

558 KEY$=BET$:CLS

468 PRINT TAB(B, 41" MO0
MOEMEN T PRINTTAB(I) "
FRERRRRRREEARER"

&78 PRINT:PRINT® USE KEYS

480 PRINT:PRINT TAB(4);'"
'R' = UP"1PRINT TAB(4);'"'1
" = DOWN":PRINT TAB{4);'"'(
= LEFT*:PRINT TAB(4);""")
* = RIGHT*

498 PRINT TAB(S,24); "#ess
#PRESS SPACE TO START###ss"

708 IF INKEY(-59) THEN 71
@ ELSE 780
718 ENDPROC
728 DEF PROC variables
T3 ARl YYR=31: X=0: ¥Y=
0 I=19: U=30: Th=0: LVY=T2C=2
I3:CC=237:B=0:L=1:M1=0
748 ENDPROC
7508 DEF PROC arravs
T8 DIM H(51,22%(35),C001
151 ,AYXLS) . BYLS) ,0X15)
778 ENDPROC
788 DEF PROC setup
798 RESTORE 3218
800 FOR 1=1 TO S:READ DX(
11NEXT
BI@ VDU 19,8,0%(L);0;0:8;
[ H
B28 VDU4:C=233:COLOURZ:PR
INT TAB(®,21;" SCREEN BEING
SETUP*;
838 FOR N=1 TO S:HiM)=41:
NEXT W
B40 FOR W=i TO L:X=B:Y=79
L]
BSD ALIN)=1:BLiN) =Y
BAR NEXT W

878 asLél

B80 FOR 1=1 TO 25+a

B9@ KK=RND(19):LL=RND (38}
¢IF LL<T THEN LL=3

788 COLOURI:PRINT TABIKK,
LL1;CHRS (244);

910 NEIT 1

920 RESTORE

938 FOR I=1 TD 25+a

948 H=RND(19):K=RND(I0}

758 1=1:REPEAT

968 IF K(3 THEN K=3

978 IF H=R AND K=18 DR H=
@ AND K=25 THEN H=RND(19):K
=RND (30) :60TO 950

980 IF H=IIX(1) AND K=CCY
(1) THEN H=RND(19):K=RND{38
1:60T0960

990 1=141:UNTIL 1=25+a
109@ I2%01)=H:CCNIT)=K
1012 COLOURL:PRINT TRB(H,K
)sCHR$ (23713

1020 READ A:SOUND 2,-15.A,
i

1830 NEXT |

1048 PRINT TAB(R,21;

1858 FOR W=1 TO 28:50UND 3
=15, %10, 2¢PRINT" 3 tNEXTH

1068 COLOUR J:PRINT TABIT
Bl "TINE="; T2

1870 PRINT TAB(&,1)4"SCORE
=180

1880 MOVE @.945:6C0LA, J:IR
AW 1288, 945

1090 WOVE @.948:6COLR.2:0R
AW 1280.948

1100 MOVE @.952:6C0LR, 1:DR
AN 1280,952

1119 FOR W=1 TO LVI:PRINT
TAB(R+M, 1] sCHRS (2330 s NEXT
W

1170 VDUS:MOVE 11,Y2:6C0L
2.8:VDU 235:BCOL @.2:MOVE 1
YLVe

1138 ENDPROC

1148 DEF PROC colours

1158 vOU 19,0,48:0:0:0;0:

1160 VOU 19,2, 410:0:0:0;
1178 VDU 19,3, 8 0:0:0;0:
1188 ENDPROC

1158 DEF PROC mole

1199 w=p

1280 W=+l

1210 RA=RND(7}:1F RA=1 OR
RA=2 OR RA=7 THEN 1480




1228 NOVE A% (W) BY(N)

1238 IF HIN)=244 THEN BCOL
8,3:6070 1260

1240 IF HIN)=237 THEN BCOL
8,1:607T0 1268

1250 sCOL 0,0

1268 VDU HN)

1270 GCOLR,3

1280 IF RA=5 OR RA=t THEN
ON RND(4)60TO 1384,1330,136
8.13%0

1298 IF BL(N) }=YX THEN 132
L]

L1380 BYIN)=BY(N)+32

1318 IF BL(W)}927 THEN BX(
w=927

1328 IF BY(N){=YX THEN 135
]

1330 BX(N)=BX(N)-32

1340 IF BY(N) (3! THEN BN
=3

1358 IF AX(N))=XY THEN 138
]

1360 AL (M) =AY (W) +64

1378 IF AL{N)>1216 THEN AI
(W)=1214

1380 IF AXIN){=XX THEN 141
]

1390 AL(N) =AY (W) -64

1489 IF AXIN)(B THEN ATIW)
=8

1410 IF BL(N) 927 THEN BXI
N)=927 ELSE IF BY(NI{31 THE
N BLW)=31

1420 IF ALIN) 1216 THEN A1
(W1=1216 ELSE IF AXIMI{@ TH
EN BU(N)=0

1438 MOVE AL(W) B1(N)

1440 TF POINT (AX (M) +16,B21
W) =12)=3 THEN H{W)=244:6C0L
8,3:8070 1478

1458 IF POINT(AX(M)4+16,BX(
W) -12)=1 THEN H{W)=237:6C0L
8,1:6070 1470

1458 HIN) =241

1478 VDU HiN)

14808 IF AL(W)=X1 AND BI(N)
=Y1 THEN Fl=!

1498 IF MOOL THEN 1200
1588 ENDPROC

1518 DEF PROC_eat

1520 FOR I=1 TO 8

1538 SOUND 8,-15,4,2

1548 NOVE IT,Y1:6COLR,8:VD
U 255:6C0L0,3

1350 MOVE I1,YI:VDU241
1568 k=8:REPEAT: k=k+1:UNTI

L k=535

1570 MOVE X1,Y:GCOLD,8:VD
U235

1580 WOVE XI,Y1:BCOLM, 3:VD
U242

1590 k=B:REPEAT:k=k+1:UNT]
L k=53

1500 NEXT 1

1610 LVI=LVX-1:1F LVi=@ TH
EN DX=1:ENDPROC

1628 FOR W=1 TO L

1638 MOVE AZ(N) B (N):6COL
8, 8:VDU255

1648 NOVE AX(N) BLIN)

1858 IF HIM)=237 THEN GCOL
B, 1:VDU 237

1660 IF HiN)=244 THEN GCOL
B, 3:VDU 244

1678 NEXT W

1680 MOVE I1,Y1:6COLD,3:VD
U 255:M0VE X1, Y1

1698 GCOL @,8:VDU255: NOVEX
1,Y1:6C0L8,2

1788 A$="  YOUR DEAD"
1718 FOR H=255 TO 1 STEP -
18:50UND 1,-15,H, 1aNEXT H
1720 FOR W=1 TO S8Q:NEXT W
1730 IF X1=8 AND YI=31 THE
N 1780

1740 FOR W={ T0 L

1758 AT(N)=R:B1(N)=31

1768 NEXT W

1778 GOTO 18180

1780 FOR W=1 70 L

1798 ALIN)=0:BY(N)=799
1808 NEXT M

1818 vouA

1820 PRINT TAB(D,1);* *

1838 FOR W=1 TO LV1

1848 PRINT TAB{@+N, 1) ;CHRS
12533

1858 NEXTH

1860 FOR 1=1 TO S:H(I}a241
1NEXT]

1878 VDUS

1888 NOVE XI,YX:6COL @,0:V
DU 255:MOVE XX,Y1:6C0LE,2:V
buc

189@ ENDPROC

1980 RENEHEITHE ENDee+4
1918 VDU4

1920 FOR T=1 TO 1008:NEIT
T

1938 FOR U=1 TO 55:PRINT:S
OUND 1,-15,U%2,2:NEXT U
1948 COLOUR 3

1958 IF L= THEN L=5

1968 PRINT * L EVEL=
"l

1578 FOR I=1 TO J:PRINTINE
11

198@ PRINT:PRINT * YDUR
SCORE="{5C

1998 IF SCOHS THEN HS=SC:P
RINT:PRINT * A NEN HIGH §
CORE"

2008 PRINT:PRINT *  HIGH
SCORE="{HS

2018 FOR I=1 TO 8:PRINT:NE
11

2028 PRINT 1" *iA¢
2030 FOR I=1 TO B:PRINTINE
| .
2040 #FX15,1

2050 PRINT TAB(3,29);*ANOT
HER B0 Y/N";

2068 KEY$=6ETS

2070 IF KEY$="N" THEN CLG:
VDUT:PRINT TAB(3,6); " #easCH
ICKEN®# 28" :END

2080 IF KEY$C)"Y" THEN 206
]

2090 CLS:BO%=R: (X=B15C=0:Y
1=31:T1=0: LVE=3:L=1:5=0
2100 BOTO 168

2110 DEF PROC_title

2128 LS

2130 FOR I=1 70 18

2148 COLOUR RND(7):PRINT T
AB(L,0);CHRS(237)

2150 COLOUR RND(7):PRINT T
ABII,31);CHR$(237);

2168 SOUND 8,-15,6,1:SOUND
8,86, 1:NEXT]

2170 COLOUR 7

2180 FOR 1=1 T0 30

2198 PRINT TAB(B,I)3CHR$(2
A115TAB(LS, 1) sCHRE(241);
2200 SOUND 8,-15,5,1:SOUND
B,0,5,1:NEIT 1

2218 VDUS

2220 FOR Y=427 TO 5@@ STEP
[}

2238 WOVE 218,Y

2248 BCOLB,RND(T):PRINTY R
AVING ROLLER*;

2250 NEXTY

2260 BLOLA, 13:MOVE 210,532
tPRINT; "RAVING ROLLER";
2278 MOVE 528, J4@:PRINT
BY*;

2288 VOUS

2299 FOR Y=24@ TO 208 STEP

-b

2308 MOVE 275,Y

2310 GCOLR,RND(7) :PRINT; "N
ark Turner®;

2528 NEXT Y

2338 MOVE 275,Y-16:6COLD, 1
2tPRINT; "Mark Turner®;

2348 Vou4

2350 FOR 1=1 T0 2

2368 FOR R=1 TO 20

2370 READ A

2350 SOUND 2,-15,A,3

2390 NEXT R

2480 RESTORE

2410 NEXT 1

2478 RESTORE

2430 FOR R=1 TO 10981 NEXT

2448 ENDPROC

2458 DEF PROC_done_it

2460 VDUd

2470 FOR i=1 TO S@:NEXT §
2480 FOR W=1 T0 §

2490 FOR 1=4 TO 8

2300 SO0UND 0,-15,RND(B) 4
2510 COLOUR RND(3):PRINT T

ABI3, 1) "CONGRATULATIONS®

2528 FOR E=1 TO 200:NEIT E

2538 PRINT TAB(3, 14"
L]
i
2548 PRINT
2550 NEXT |
2560 NEXT
2570 COLOWR 3
2580 PRINT:PRINT TAB(3);*C

ONBRATULATIONE"y

2598 RESTORE

2608 FOR W=l TD 2
WI0FOR I=1TO 2N
2678 READ A

2530 SOUND 2,-15,A-20,3

b i iroR
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Raving Roller listing

From Page 53

2648 NEXT 1
2458 RESTORE

2648 NEXT N

2678 FOR P=1 TO 1808:NEXT
P

2688 Af=*  YOU DID IT*
2498 ENDPROC

2708 DEF PROC bang

2718 FOR 1=255 70 1 STEP -
18

2128 SOUND 4,-15,1,1

2738 NEXT 1

2748 J=8

2758 NOVE IX,Y2:V0U 243
2758 SOUND B,-15,5,3

2778 FOR E=1 T0 30

2788 WOVE 12, YX:6C0LE, 8:VD
U255

2198 HRND(3)

2000 SOUND 8,-15,44H,5
2818 BCOLB, RND(3)

2820 R=RND(4)

2830 IF R=1 OR R=2 THEN J=
244 ELSE J=243

2848 NOVE XZ,YX:VDU J

2838 FOR p=1 TO BRINEXT p
2660 NEIT E

2870 VDUA

2880 FOR E=255 TO | STEP -
1

2898 SOUND 1,-15,E.1

2909 NEXT E

2918 FOR W=1 TO 500:NEXT W

2920 LVi=LVI-1

2930 IF LVX=0 THEN Di=1:EN
DPROC

2940 PRINT TABIR,1);"  *
i

2958 FOR E=1 TO LVX

2968 PRINT TAB(B4E,1);CHRS
123314

2970 NEXT E

2980 VDUS

2990 NOVE 1%,Y2:5C0L8,8:V0

U2s5:6C0L0,2

3008 As="  YOUR DEAD
3018 MOVE XL, ¥X

3820 ENDPROC

3030 DEF PROC sove

JB4@ XXT=AN:YYX=YL:CC=CaND
=2

3830 IF INKEY(-6b)THEN Y1=
Y1#32:0=274: N1=1

3860 IF INKEY(-98) THEN Yi=
YI-32:C=233:M=1

3878 IF INKEY (-183) THENM X1
=I1-b4:(=235:1M1=1

3880 IF INKEY(-184)THEN X1
=11+641C=236: M2=1

3098 IF Mi=1 THEN 3128
Jlee M=

3110 ENDPROC

3120 MOVE RX1,YYD:6COL 0.0
VDU CC:6C0L 2,2

3138 IF YX)927 THEN Yi=31
ELSE IF YX(31 THEN Y1=927
JU4B IF XX)1216 THEW X1=0
ELSE IF XX(D THEN II=1214

3158 MOVE XY,Y1

3160 IF POINT (XT+16,Y1-12)
=] THEN SOUND2,-15,4,5:5C=§
C+1:5=5+1:6C0LO,0: VDU 255:6
COL@, 2:NOVE 12, Y1

3178 IF POINT{XX+14,Y1-12)
=] THEN PROC bang:IF Di=l T
HEN ENDPROC ELSE MOVE 1I,Y1
+6COL @,0:VDU C:BCOL @,2:M0
VE 1%, Y2

3188 VDU €

3198 ENDPROC

3200 DATA 96,96, 109,100, 9%
100,96,136,128,124,108
196,128,100, 134, 100,95, 148,
128,96,96, 108, 100,95, 180,96
4134,128,124,108,100,96,128
180, 136,100,96, 148,128
3210 DATA 6,2,3,2,4

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

FOR CONNOISSEURS

OF ACTION, LEISURE OR LEARNING

BBC Electron

ANFWER BACK Sports

Gome £9.95

{oges 14 and over)
EChallange the KDSMOS
feom af foofall of

[nuu 12 0nd cver)

KOSMOS robot
:nd UIII'D\ the aben
Voo

(Parsonal mu%

Today, Oclober 1

[?WI']MIJ."

o of oges

f e

FIOW Dulzie By kond of

)

- MEW RELEASE Discover
without leaving

Vour homel

The IDENTIFY EUROPE progrom provides o fascinaling woy of discoverng and leaming fhe geography of Europe. The progrom will provide hours of omusement for
all the family ond everyone is sure 1o benedit from i,

The ANSWER BACK series needs lifle inoduction. Eoch program combings o massie wealm of with a g and ma. The Senior
and Junior quiztes each conlain 750 questions ond 3000 ophionol answers on Generl Knowle The Sports o is even arger cmmfnq a rnmd-bondlng
800 questions on Spod and two high-speed mochine code games - Football and Tennts. But that's not all. For guiz fans, full fociities ore proviced for creafing ond

saving new quizzes or modiying fhose suppled - ond you don't need 10 be o programmet

SOFTWARE LTD
n, DUNSTABLE, Beds. LUS 6LX
285) 3942

1 Pllgnms cuenasu:‘r?s Dealen. confoct Lightning, Microgeal. Prateus of Tiget
Tal

Piecse supply the following programs for ihe BAC Blechron computar
ANSWER BACK Spart
IDENTIFY EURCPE

Orders are nomally despatched wilhin 48 hours

Mr/Mrs/Miss
o 5995 (] ANSWER BACK Junior @ sess []  Addmess . F;‘.
@ £798 (] ANSWER BACK Senior @ £9.95 [ ]

KOSMOS SOFTWARE LD, 1 Piigrims Close, Harlingfon, DUNSIABLE, Beds. LUS 6LX Tel. (05255) 3942

. Posicode ...
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” % NEW * NEW * NEW

* ELECTRON TRACKBALL

Add a new dimension and
mouse-like control to your
Electron graphics, art,
drawings, CAD, X-Y

ELECTRON
POOLS B
MATCH
RACING DATABASE
ANALYSER PREDICTOR

After three successiul seasons of pools prediction on tha
BBC micro, we are pieased to announce the Electron
version of our renowned Pools Predictor program.

Complete with powerful form analysis, a massive
database and much more. And making this an
outstanding punter's package, there is a free Racing
Analyser Program to let you analyse any horse race
using the racecard from your daily paper. Now beal that

for valua! 28.99

movements o
£24.90 v

and games.

+ TARANTULATOUCH TABLET

The most natural way fora

designer or artist to MAYDAY 181 Portland Crescent
conveniently draw or trace kSOFTWARE Stanmore, Middx. HA7 1LRJ
into an Electron with an

exciting electronic

e £79.90 5

stylus.

* MOUSEPAINT SOFTWARE
Superb icon driven drawing package for both
Trackball and Tablet. Cassette save and load,
outline or solid circles, ellipses, rubber
rectangles, text, corrected dotted or solid lines,
rubber band lines, Epson print, scribble, infinite
paint brushes, hatch or

THE ANSWER TO FINDING GOOD QUALITY '\
SOFTWARE FOR YOUR BBC/ELECTRON

Paron
U

» Discount prices on all Tapes & Discs
 Information & Advisory Service

+ Regular Newsletter

« Free Postage on 3 or more Titles

* Rapid Delivery

+ No Obligation to Purchase

Incl.
plain fill in 4 colours. £11.50 v
ALL FOR ONLY £3.00 PER YEAR!
- ¢ WIGMOREHOUSELTD 01-734 0173 Send large SAE for Catalogue & full details
32 Saville Row, 01-734 8826 L%%?nmg;gn‘ngl-gﬂ
¥ London W1X 1AG. P&P—£2.00 59 GRAY'S INN ROAD LONDON WC1X 8TL /

EPIC ADVENTURES...EPIC ADVENTURES...EPIC ADVENTURES...EPIC ADVENTURES...EPIC ADVENTURES

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

“This has to be the adventure of 1984, It really is superb.”
MICRONET 800
“The definitive adventure. Highly recommended.”
ELECTRON USER
Our other three adventures have also received superb
reviews in Electron User. They each contain approximately

jassic puzzie wd
w.m. all the features yo' 230 locations and 25,000 characters of text.

much into

All programs available for immediate despatch, Dealer enquiries welcome. Help Service.

med_ﬁ-omEP‘c-u - - N S O R S .
: " | TO: EPIC SOFTWARE, DEPT.E, 10 GLADSTONE ST,, KIBWORTH BEAUCHAMP, I
. \ moving characters with w | I LEICESTERLEBOHL  Please RushMe- | cASSETTE | DISC | STATE:
i .1nle11~93“m A Mdyuucantﬂ“‘ 1- _qty THE WHEEL OF FORTUNE f
- varyind aty CASTLE FRANKENSTEIN L
. them too! d speech gty THE QUEST FOR THE HOLY GRAIL £795 £995 | Hote 1
. @ Multistatement language il 3pF aty THE KINGDOM OF KLEIN £795 | £995 | onecnen 1
interpreters. I FOSTAGE & PACKING FREE FOR 2 OR MORE. ADD 50p FOR ONE.
@ Runs in real ime. 30,000 B | enclose ChequeP 0, to the value of (Payable to ‘Epic Software’) 1
er
® 250 |c|cal.l0\15 ::-8:‘1“‘ Epic's I e 1
acters of ack so
?:;pression techniques can P I Aporess 1
the Electron- POST CODE 1
1

- 7 Send letter if you don't want to cut magazine.
*k A NEW FREE HELP SHEETS NOW!\VAFLABLE EACH CONTAINS 100's OF CLUES — JUST SEND SAE * % *
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)
SALE

ELECTRON SOFTWARE BARGAINS
BBC/ELECTRON PROFESSIONAL SOFTWARE FROM POTTER PROGRAMS
Our is used in of schools and homeas ‘THE HOTTER PROGRAMS’

throughout Great Britain

Tape £6.95 Disc £6.95 |l Send SAE. for f selected software for the Electron, All
EDUCATIONAL 1 BEC/ELECTRON Tape £8-08 Dise (48 Tet gu and returme

Howrs of fun and leaening for children aged five 1o nise years. Animated graphics will encawrage
children o enjoy MgE maths, spelling and telling the time. The tage includes six programs Also svailable direct from Potter Programs. our fiendish adventure games:
MATH 1. MATH 1. CUBECOUNT, SHAPES, SPELL and CLOCK

M excelans misture Of games . Personal Soffwane — sl 1583
[Tane 7608 D 78,95 | THE STAFF OF LAW 32K
EDUCATIONAL 2 SBCELECTRON Tape B0 Dise EH-IO an ch down the Statl of Law and master its potent Earth Power to
Although simalar_te Educational 1 this tape is move advanced and aimad 51 seven bo twilve year

olds. The tape includes MATH 1, MATH 2. AREA. MEMORY, CUBECOUNT and SPELL well warth buying " Electron User.  PRICE: £2.95

ape £6.95 Disc £8.95
FUN WITH NUMBERS BBC/ELECTRON Tape 68 Oisc £46-00 | SUPER AGENT FLINT 32K
Thase programs will teach and teat basic counting, addition and sebiraction skills for four to T eaded T.ER.D. (Terrorist for
ar olds. The tape includes COUNTING, ADDING. SUBTRACTION snd an arcade type game organisation
CKET MATHS which wll exercise addition asd subtraction. With sound asd visual eapture th

gland s Auin and Destruction|
reared i1s ugly head. Only you a3 Super Agent Flint can
erstallar rocket and secret plans.

5 “Quite fast and fun 1o play, Af the price | st recommend it~ Eloctron
hese aro excellent programs which feachers on the pn exitation in Iner "
o e S 0 M G g o FatcR:cL98
ape £6.05 Dise £8.95 )
FUN WITH WORDS BBC/ELECTRON Tape F8 Disc 08 GALADRIEL IN DISTRESS 32K
Start your fun with aighabet purrls, continue your play with VOWELS, leare the ditferance The G B
:m&narili and THEIR, have gamas with SUFFIXES and rewsrd yaursalf with a game of prisonar
Vory goad i . AR Computing - Jun/Feb 1984 save yourself fio PRICE: £2.95
e — Al ac o with full save game tacility for the Election or BEC B. Price
JIGSAW AND [Tope 75,95 O £8.55 ) £2.95 ach OR SPECIAL OFFER: Al thive g 5
SLIDING PUZZLES by P Wamer  BRCIELECTRON Tape (5 Drsc Fobb 500 P B P per order (11 for orders outs
There are two jigsaw and foer sliding puzzles ona 3 = 3 and 4 « & grid Each program starty off st 20p sach game.
» ¢ Initial success bul gradually becomes haedar It helps chiddren o develep 2 .
spatial im; o0 and in salving problems. The tape includes DELONG, JIGSAW, HOUSE :
WUMBERS. CLOWN asd LETTERS, Senvl ehegue or PO, with your order 1o
Dept EG, Potter Programs, 7 Warren Close, Sandhurst, Cambaerlay
*wSPECIAL OFFER# Surrey, GU17 BJR. Tel: (0252 877608},

Buy thrae titles and deduct £3.00
Add 50p pAg per order. Please state BBC ot ELECTRON o

40 or B0 track for dizcs
Euﬂ Ltd, Dept E, 77 Qualitas, Bracknell, Berks RG12 406G, Tel: 0344 Sﬂﬂ

SHARDS SOFTWARE PROUDLY INTRODUCE 5%

WOODBURY END &

You wake up in a darkened room, bound and gagged, your memory a total blank.

Eventually you escape and wander around the quiet English village. The village is quaint
and pretty, with its-beautiful church and neat rows of cottages . . . yet something is not
quite right. You talk to people, discovering strange artifacts, uncovering hidden secrets
You eventually realise that something sinister is going on in Woodbury End and you
have barely 20 days to find out what is happening and what you can do about it . ..

WOODBURY END — an original adventure for the BBC/ELECTRON.

WOODBURY END — an illustrated interactive novel with you as the detective.

WOODBURY END - in real time, with on screen scoring, formatted display,
independent characters, and fully user friendly. 100% machine
code.

WOODBURY END — monthly competition with unique prizes.

AVAILABLE NOW FOR £9.95 (tape) £12.95 (BBC 40t disc)
At all good stockists and through our
ACCESS/VISA hotline (01-514 4871) or
by mail order (cheque/PO/ACCESS/VISA)

TO: SHARDS SOFTWARE, MAME ©.vvecriasssenis s
FREEPOST (no stamp required)
ILFORD, ESSEX IG1 2BP. ADDRESS .....

Please send me WOODBURY END (tape) BBC/ELECTRON O | enclose £9.95
Please send me WOODBURY END (BBC disc) I | enclose £12.95
Please send me details of your BBC/ELECTRON range of products O

Credit Card No, ... IACCESS/VISA)
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WORN OUT with
wordprocessing?

DEPRESSED with
databases?

OPPRESSED with
machine code?

Then you need...

These two cassettes are not only
cramrhed with 18 of the best games
from the early days of Electron User. At
no extra expense, we've included on
each an unpublished Roland Waddilove
machine code masterpiece as a freebie.

Roland's Jam Butty and Atom Smash
are arcade action at its fastest and most
frustrating. And they're only available
with Ten of the Best. So give yourself a
treat . .. with the most popular cassettes
we've ever produced.

Volume 1 contains: Volume 2 contains:
dfarm Butty Atom Smash

Machine code simulation of high drama on a building site Machine code thrills as you help to save the world from destruction,
Golf Bunny Blitz

Play a round by poursell, or ploy against your pals Go eqg collecting, but keep away from the proliferating rabbirs
Haunted House Castles of Sand

a5t all the odds to get out afive Buiild cas

rs ~ but beware the rising fide and hungry sandworms.

Reaction Timer
her clossic. Help the spacemen avoid maurading monsters Test your reactions with this traffic lights simulation.
Peril Solitaire
Parky through on inpisible maee, rocing against time The Electron version of the oge-old game of logic and patience.
Rally Driver Jumper
All the thnills of high-speed driving, with none of the risks Jump for your life in this exciting arcade action game:
Alphaswap Break free
are in o tust. Con you put them in order? Test your wits and reflexes in this popular clssic boll game.
Knockout Code Breaker
Fas 1 furious action as you batter down a brick wall Crack the code in a colourful if frustrating brafnteaser.
Parachute
T coins in o ction arcade classie, Save the plunging sky divers from o watery end.
Star Fighter
ster game specially written for the Electron Attack the bandit ships in this fast-moving 3D punch-up.

ORDER, PLEASE USE THE FORM ON PAGE 61
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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.

On the October 1985 tipe
DUNGEON QUEST A4
" e el o

Comp asusiod oo
RAVING ROLLER A
tha garden. TRAIN A
KALEIDOSCOPE Colc
scrion

OUNCEBALL
OTATE an

On the August 1985 tapo:
DIGGA E:ﬂv

MOVEIT An
puzzle NEKGMM
® 10

Carnfy THT. M/CODE
GRAPHICS Two demonstrations.

t. NO‘!MDK .\m-.,l.m d
animation.

On the April 1988 tape:
SUPER ARCHER Target practice
SINARY SEARCH Seorch dala
I\ JOVPLUS Suireies
QDD ONE OUT
POLYGONS 30
" MONEY CRAZY Arcaie

action. Sl’lRCKAl“' Thet
TUNE TELLER Hc
COLI.ISION D!Ti:l’iﬂﬂ ‘\I-.-n

e inaning
NUYE'OI}K n. o t0 assemibler

i the March 1985 tape:
lll FREEZE (oo arcae
n scn:ENnuuP wo

16
NOTESOOK Display
ting

On the Februasry 1985 taps:
CRAAL Tho m L4

zs:m-s FroM scmmdv
M ron. PIE CHART

made simple
CUAVPIGEON A Eictran
tirdshoor. ORGAN Music maestro
please! NOTEBQOK A orginal
#rogram RANDOM NUMBERS O
Reptilean
CHEESE RACE Buat

H
work !DNY TIME
tskn CLASSROOM INV&DEI'I!
M

pawen

On the August 1984
SANDCASTLE Tre Clac

4 KNOCKOUT &
« wats PARACHUTE
p shydvars dry. LETTERS
Larrge scriar
SUPER-SPELL Towt \-u..' spelling
ON YOUR BIKE
23 [ I-ol ECRI)I.LEI

uvmn PGS ¢

On the July 1984 ?
GOLFA 5y on tha ok
E | SOLI

messages made smple. FRUIT

MACHINE Spin the wheeis 1o win

CHASER -\\r_"-' your o|n<.1mr o
C-TAC-TOE E

On the March 1984 tape.
CHICK!N Let :I.nlx.
w31 you

On the smmtx 1984 tape.
NUMBER BA NC[ Test v
powers af thme
CILCUIAYDK I'h\\n e Ele
L ator. DOILIES \’ul col
pattems galore. TOWERS OF

HANOI The &g aiia. LUNAR
LANDER Tost i

su. POSITRON INVADEIE

af the a
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Educational Computing on the Electrot

24 FULL LENGTH programs in two separate
packs, designed to stimulate, educate and
entertain — both in school and at home

To satisfy the increasing demand for ¥
high quality educational software on
the Electron — particularly for the
younger age group — two superb
3 packages are now available from

Clagsroom Electron User.
Computing The Micro User Education Special,
26 Miero Volumes 1 and 2, contain between

e them 24 full length programs, written
to the highest standards, and each
picked to combine educational worth
with sheer enjoyment.

The 15 programs in Volume 1 range
in scope from pre-reading to sixth form
maths. Volume 2, with nine programs,
covers topics from early reading and
simple sums to the rules of punctuation
and angle estimation — and there’s an

Volume 1 excellent introductory database. Volume 2

contains: All necessary instructions are contains:

Tuadd, Tusub, Tumult: contained within the pr(‘,gr?ms Fun Factors: Arcade style factor
Elementary maths, Calculator: themselves, but more detailed learning. Windmill: Word, number
Sums at a stroke, Table descriptions can be found in Volumes 1 and colour recognition. Angler:
Mountain: Fun tables. Gottit: i A i Angle estimation fun. Spelidroid:
Word guessing for two. House: and 2 of the Micro User Educational Learn to spell with our friendly
Word, number and colour Spegjm magazine_ robot. Tortal: Teach and test the

recognition. Gallery: A typing P - . rules of simple addition.
turar. Whatnumber: Strategy Oflglna"',-' written for the BBC Micro, Discovery: A sirategy based

number game. Bridge Breaker: ~ Magazines contain complete listings of  phrase identification game.

Hangman with a difference. Snap: 3|| the programs tOgEthE‘T with advice Punctuation: Test and teach the
Letter and number recognition. rules of punctuation. Junior

Manipulation: Thought provoking O how they can be adapted to cater e
maths game. Matrices: Matrix for individual needs. database for the young learner.
manipulation. Hidden answers: Chinese Takeaway: Teach and
The principles of mapping. In I'I"IC.:ISI cases the Fassettes that test the rules of simple
Curvefit: Drawing lines of best fi. COMe with the magazines have been subtraction.
completely revised so that they run on
e 7] the Electron without losing anything of | Education sp 2
Magazine £1.95 | their original quality. Magazine £1.50
Cassette £5.95 Cassette g £4.95
Cassette and Magazing £7.00 SPECIAL OFFER: Cassette and Magazine  £6.00

BOTH Cassettes and Magazines for £10
— A SAVING OF £3 I

Use the special order form on Page 61 — No stamp needed!
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Exclusive offer
to subscribers/!

It's been given rave reviews
and everyone wha's played it
says its one of the most
gripping arcade games
they've ever experienced. It's
already taken America by
storm. Now it's doing the
same in Britain. It's called .

BEACH-HEAD

— and it's a game no

Electron owner will want to

be without! It's in the shops
now and costs £8.95 on
cassette. But we’'ll send it to
you for just £3 if you take
out a subscription on the
form opposite or send in
your renewal notice

(Not available without
subscription or renewal.)
Existing subscribers can renew aarly

to take advantage of this offer.

Complete
YOUR
elect;’oh

A ﬁl-’k

Complete
set of our first

Callectfon four introductory
issues for only

— send

now for

the back
issues you @
may have
missed!
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Lunar Lander F
Chicken
Spacehiks
Rally Drivar
Money Maze
Galf
Castles of Sand
Haounted House
Braakfree
Star Fightar
Christmas Box
Space Battie
The Kingdom of Craal
Mr Freese
Super Archer
Skramibile
Ouasimodo
Manic Mole
Diigy

E3.75
UK

E4.25
Dverseas

Tex'n' Dan
Dungeon Guest

£1.50 UK
[£2.25 Overseas
(Surfacel

E

26 introductary programs

Electron User back issues
Set of 4 introductory ssues
February 1984

Septamber
Octobor
Novembar
December
January

Seplomber 1985

1984
1984
1984

obruary
arch
April
May
dung
July
August
ent
Oat
Nov
Dec
Jan
Fab
Mar
April
May
June
July
August
ent

Oct 18

1884 3035
1984
1984
1984
1984

3006
apoT
008

March 1984
April 1984
May 1984
Jung 1984
July 1984

August 15984

1984 3014

1984 3015

1984 30/8

1984 o0

1985 018

1885 3Jore

March 1985 Jo20
April 1985
May 1985
Jung 1985
July 1985

August 1985

ebruary

T

026

—]
I

Getting started
in BBC Basic

Based on the highly praised

User, ‘Gatting started in BAC
Basic' 1akes the reader through
the fundamentals of writing
programs

Its hands-an approach has
been spacifically designed 10
teach the absolute novice not
only the formal rules of Basic
but also that elusive quality —
pood programming style.

By wawking through its many
examples, the mader will gain o
cloar insight into structured
programming and will qubckly
acquire the abifity 10 use
structurad technigues in creating
his own programs.

series for boginnars in The Micro

£5.95

lD 1 — |

Keep your collection
of Electron User
complete with these
handsome binders
Bound in attractive red pyvc with
the Electron User logo in gold
blocking on the spine, this
binder will hold 12 magazines
firmly secured in

place by metal rods. £3.95

Your Electron
needs protecting

Protect your Electron with
our luxury dust cover made
of soft pliable water-
resistant vinyl, bound

with strong cotton and
decorated with the Electron

s £3.95

Electron
User annual

UK & Eire |Sterling onlvl €12 3007
Overseas (Surfacel £20 003
Ovarseas [Airmail) £40 3004

=

subscription dERy R
ddl £3 to your subscription 3075
and receive your cassette of
Heach Head (worth £8.95)
Only available il
accompanied by
= ption
arder/renswal.
C with. issus TOTAL

Cassette tape £40 UK so0s ]
annual subscription £46 Overseas

i with tapn istate month] TOTAL

TOTAL

Education Specials
the El

Veol. 1

Electron Cassotte 5.95 Ja7o

Micra Usar Education Special No. 1 185 2210

Both the above 7.00 307t

Val. 2

Electron Cassettes 4.85 3074

Micro User Education Special No, 2 1.50 2320

Bath the sbove B6.00 3077

Both casseties and magazines 1000 sors [

2062 ]
TOTAL

E5.85UK
EB.45 Oversess

ust cover

£3.95 UK
B £445 Overseas TOTAL
.= Binder G T —
£3.95 UK
B €500 Oversess TOTAL

Vol 1
] :;;";:st £5.95 UK Voume o4

]
El

£8.45 Overseas

o Getting Started in

BBC Basic E?:Q.‘) Overseas

L]
-
| c
5
(et e S el e e fe kg s b bl e ho e Dol D FRTR ] R =Fodi B T T R e o g PN e R gy

¥ Electron Advanced

.Umcgm £9.45 UK
E11.45  Oversoas

You can also order by phone :-J:ﬁ; ::s:a to
credit card
061 0171 pumder and
fult addiresy

Please allow 28 days for delivery

EENMES Bl EE SR U S N
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Get motoring this Winter with a
special edition Austin Metro. You
choose the trim and fittings for a real
eye-catcher. All you have to do is become
our Tape Magazine Computer
Champion,

We are having a two-part competition
in our October and November issues.

It's easy to enter and free.

Just answer the set of computer-
related questions in each competition
issue and write your Tie Breaker.

ROULETTE

TREASURE ISLAND

STRATEGY SPECIAL

Can you make the grade and become
our Computer Champion?

The competition closes on
30 November 1985.

Get motoring and order your issues
now ... before they sell out.

Available every month
from all branches

| of W H Smiths,

| John Menzies and

| other leading newsagents.

Argus Tape Magazines produced by
64 Tape Computing

Infonet Limited

Times House 179 The Marlowes
Hemel Hempstead Herts HP1 1BB

GREAT GAMES - CREAT LITH ITIES - CREAT VAIIIE



THE FIRST ZONE

h

THE DEATHSTAR BEING BOMBED. = CRYSTALS BEING EMITTED FROM
A PLANETOID. -

DEATHSTAR
is a fastarcade-style space game with stunning graphics and addictive actiol r “intelligent” opponents,
held deep within the
Planetoids, constructing the mighty Deathstar fi il
ificially inter ing the Starbbon i
supply of Starbomibs by sho
hurtie through space. Once the Deathstar has b
by swift and accurate use of the Starbor If you suc
Zone, the Warrior Zone, the Planetoid Zone and th

SPEECH COMPATIBLE
If you have an Acom Sp siser fitted. you will hear spoken phras
when the Workers have f i he Death
CASSETTE VERSION — £9.95 BBC DISC VERSION — £11.95

Due to phenomenal demand, Deathstar is now available on disc for the BBC
micro in a high quality vinyl disc wallet with colour packaging.

SUPERIOA SOFTWARE LTD.
Dept, RU10, Regent House,
Skinner Lane, leeds 7

Tel: 0532 459453,



