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If you only buy ONE
computing book

CLASSIC!

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

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

again.

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

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

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

Use the coupon below to get your copy right away
— or buy it soon from your bookshop. It's the one
book you'll turn to again and again.



29 PROGRAM OF THE 38 FROGGER

MONTH MINIMAP
54 ERRORS AND 48 FRUIT MACHINE
MISHAPS GIANT WORMS
ZX-80 50 BREAKOUT
8 SIMULTANEOUS SPECTRUM
EQUATIONS 9 FLOWCHART
ZX-81 10 APPEE THIEF
7 NUMBER CRUNCHER 13 ASTRAL
12 LACE MAKER FOXGLOVES
14 BLACK HOLE 20 LISSAJOUS
DESTROYER 22 GRUMPHERS
BOWLING 24 MOVE IT
19 REVERSAL 27 MAPWORK
21 LETTER 30 CRICKET
FREQUENCY 33 SUPERDRAW
ALPHABET TIME 35 HOOP-LA
23 CATACOMB 37 LIGHT CYCLES
25 FORMULAE 39 SPIRODRAW
26 REPETITION 40 DEFENDER
28 EXPLOSIONS 47 PERSONAL
29 GOTCHA FINANCE
32 CATCHER 49 MONSTERS
34 SIEGE 51 ORCHARD
36 CHARACTER 52 EXPLODING
ENLARGER BORDER
53 GOLFER

To help with entering graphics characters we have adopted a system
of writing the characters for the ZX-81. We indicate inverse
characters by the letter i and graphics by g, so that an inverse letter W
is shown as 1% and the graphics character on key 6 is denoted by gé.

Spaces are shown by sp and inverse spaces are isp. If some occur
together, for instance a row of six spaces, they are shown by 6*sp and
where there is a combination of characters each one is divided by a
colon, thus sp:isp:6*g6 means a space followed by an inverse space
and then six characters on the 6 key.

Where whole words are written in inverse letters they appear in the
listings as lower-case letters.

In the Spectrum listings, letters to be entered in graphics mode are
underlined, while other graphics instructions are underlined and take
the form shown above, with the addition that inverse graphics
characters are represented by the letters “ig".
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ZX KEYBOARD FOR USE WITH/81 SPECTRUM

Our new cased keyboard has 52 keys, 12 of these are used for the numeric pad. The numeric pad offers some useful features, WOU £an cursor with
one hand and it will be a boon for anyone who enters a lot of numeric data. The pad is a repeat of the 1-9 keys plus it has a full stop and a shift key.The
numeric pad keys are coloured in red, the normal keyboard keys are grey, with the case being black which makes the whole thing very attractive. The
case measures 15 x 9 x 242 The computer (either 80/81 or spectrum) fits neatly inside. You will have to remove the computer from its onginal case, itis
then screwed to the base of the case. The case had all the bosses already fitted and the screwy holes are marked. Also fitted inside the case is a mother
board (81 model only) which allows 16K, 32K and 64K to be fitted in the case, All the connections are at the rear of the case i.e. Power, Mic, Ear, T.\/.
andthe expansion port. The case is large enough for other add ons also
to be fitted inside. One of these could be the power supply, then you
could very quickly fit a mains switch, or a switch on the 9V line. This
means you have a very smart self<ontained unit. This case does not
stop you from using any other add-ons that you may have e.g. Printer
etc. We are convinced that this is the best keyboard available at
present. It offers more keys and features than any other keyboard in its
price range.

NOTE

The case can be purchased separately with the keyboard aperture
uncut, soif you have one of our early uncased keyboards, or in fact any
other suppliers’ keyboards, these could be fitted. The keyboard is
connected to your computer by a ribbon cable and this has connectors
fitted which simply push into the Sinclair connectors. It is a simple two
minute job and requires no electronic skills. This keyboard does not
need any soldering. Please specify on order whether you require the ZX
81 or Spectrum case

SPECTRUM MODEL

This is supplied with spectrum legends, and a siightly different base
for fitting the spectrum inside, again all the connectors are at the rear of
the case and there is plenty of room for the power supply [and other
add-ons|. Should you want to change, we can supply both the
Spectrum legends and details of updating your case which will enable

modification from the ZX 81 to spectrum. PLEASE specify on your order KEYBOAR D
whether you require the ZX 81 or spectrum case ‘SP E cr RUMIB' '

SPECTRUM LIGHT PEN

16K Memory Exp
The 16K uses 4116 [
Static Ram and occi
using the Static Rar
speed low power R
the computer. All

which comes to ya

The pen enables
you to produce high
resolution  drawings
on your own televi-

Internal fixing for Sion set, saving a vast where. Position in
e;rboa amount of time over _
ZX 81 k rdcase. using basic program- 64K Memory Exp

All the above infor
| advantage lies in th
i f 56K of usable mem

| the use of other ad
> | 8192-65536. The Bl

> Spectrum Memor
Upgrade your Spec

ming statements, such
as Plot, Draw etc. You
can erase, modify and
save drawings and it
comes complete with
software  program,

Thesupeblightpenis | N : A |
available from D.K. AR e g i itis simply slipped ir
Internal fixing for tronics. £19 : % T are supplied, and tf
-~ T : time. The fitting rec
:gitrum keyboard .9 5 same as Sinclair’s u
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ZX 80-81 Specirum
HARDWARE

SPECTRUM/81 TOOLKIT

This is the toolkit which won acclaim in the feature in the August
1982 issue (pages 29 and 30) of Sinclair User. "It is the most impressive
program, fast in execution with clear and full instructions....it stands out
from the rest of the field.”” The ZXED is a powerful editor for use on the
expanded ZX8l . Itis intended for use by the serious BASIC programmer
and offers several useful and time saving features most helpful during all
stages of program development. The facilities provided are as follows:
ALTER, BYTES, COPY, DELETE, FIND, HELP, INSERT, KEEF, MOVE,
RENUMBER AND VERIFY. The Spectrum Toolkit contains most of the
features above plus autaline numberer and append, and will run in the

Both at
only £6.95

4K GRAPHICSROM £24.95

The DK Graphic madule is our latest ZX 81 accessory. This module
unlike most other accessories fits neatly inside your computer under the
keyboard. The module comes ready built, fully tested and complete
with a 4K graphic ROM. This will give you an unbelievable 448 extra
pre-programmed graphics, your normal graphic set contains anly 64,
This means that you now have 512 graphics and with their inverse
1024. This now tums the 81 into a very powerful computer with a
graphic set rarely found on larger more expensive machines. In the
ROM are lower case letters, bombs, bullets, rockets, tanks, a complete
set of invaders graphics and that only accounts for about 50 of them,
there are still about 400 left {that may give you an idea as to the scope of
the new ROM). However, the module does not finish there, it also has a
spare holder on the board which will accept a further 4K of ROMIEAM
This holder can be fitted with a 1K/ZK/RAM and can be used for user
definable graphics so you can create your own custom character sets.

WHY WAIT?
ORDER TODAY FOR FAST DELIVERY

FLEXIBLE
RIBBON
CONNECTOR

Ifyou have ever had whiteouts
or system crashes this could be
the answer. It stops the move-
ment between the computer and
the RAM expansion, it is supplied
with a ribbon, 6 inches flong, with
a male connector at one end and
a female at the other, at only

16K Memory E22.95
16K |uncased) £19.95
64K Memory £52.95
64K |uncased) £49.95

nsion £22.95
ynamic Ram Chips. We use the dynamic as they are much denser than
oy less space. They are also much cheaper than the equivalent product
. The Ram is manufactured with high quality materials, and uses high
ms. It is supplied ready-built and only needs to be plugged into the rear of
e components are fitted into holders. This massive add-on memory
fully assembled and tested is the cheapest 16K memaory available any-
iemory from 16384 to 32768. (Same as the Sinclair memory.)
16K [UNCASED) £19.95

nslon £52.95
ation on the 16K also applies to the 64K Memory Expansion, but the
64K giving nearly FOUR times the memary. This advanced model has
ry. In addition, the block from 8K to 16K can be switched out to enable
-ons. The graphics ROM is to be used in this area. Position in Memory:
“k From 8192-16384 is switchable. 64K [UNCASED) £49.95
Expansion MK1 £35.00, MKII £30.00.
1m 1o 48K of user Ram. The Spectrum memory expansion is simple to fit,

ide the case, and then only requires plugging in. Full fitting instructions
> only tool you will need is a screwdriver and just two minutes of your
ires no electronic skills. Fosition in memory from 32768 tos5536. (The
grade to 48K).

—
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| Flease state type of machine, which Rom memary size, quantity and place wien ordering |

|
|
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!
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Please Semel e .o v oo eiees ol DR m s ceatenn Mol
Pleasesendme.. ..o ... ... A R e |
Please sendme. . ...... i T, T e R o

Flease add on £1.25 for PIP
In enclose cheque/P.O. payable to DK Tronicstotale . ..........
ordebitmy AccessiBarclaycard [ [ [T T T [T T1]

b i
o
Sonallire st s el e R e e R e e &m

PRSI ST T s o e bttt L L e b |

Send to DK tronics, Unit 2, Shire Hill Ind Est, Saffron \X/alden,
Essex CB11 3.‘\0 Tel: (0799) 26350 (24 hrs) 5 lines.
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INTERFACE Il COMPATIBLE SOFTWARE

X SPLCTALS
Wbt n

Abariafy

Apszalygas
Tiliwre

Hixn

Campiall Srivams
CO% Mure Syrtemn
C Tech

D, L. Folvwsrs
D “Tinmien

Merwian Corsultants

* Bpsakymen Sl
* inign

23 SFECTRUM somined
O Aty

WO S M

droid Alus

LATEST ADDITION :

Woarsds

TxEt
Abarszit Wasames
" A

£4.54 Camanst Symarrm
DAL Safreere

Hewsan Comwwitanty

_FROM: MA/MBES/MISS

Mew Generation Software
O Knot In 30 £5.95

wacec wibnst * State “AGF version”

INTEF%FACE I

Spect rum

KEY FEATURES
en cesmor kry simalation for
manimam st spgpon
* Aooepis A, Competiton Pro, Wien,
Srarfightns, Le Stick, sic Joyuticics
» Secomd Joyutick facility
= Exght directhons progrumensd i mphe

BASHC

* Rear extenabon connector for sl other
widon

* Frod demo poogrim, "Vided Caflil =

Eall imabruciions

JOY 3‘1’@3{5

DONTROLLERS —
DMLY £7.54 inc VAT + PP

ADDRESS

SEND C.W.0. [N STAMP NEEDER) TO: A G.F. HARDWARE, DEPT. SPR__

FREEPOST, BOGNOR P::L"I:a '\-'-FST SU&'SEK PO22 B8R

ary | ITEM ITEMPRICE TOTAL
INTERFACE MODLILE I 2085
JOYSTICK[S) 7.54
3 SOF AS TICKED ON LIST T
SOFTWARE AS TIGKED ON LIST = =1
ZXBIL  ZXSPECTRUMD  Ploase tick FINAL TOTAL

DEALER ENGUIRIES WELCOME

ETPORT PRICES ON AFFLICA TRON

MIDCOROPOWER MDCRO
Sl THE MICRO POWER SPECTRUM 18

H'ADD-ON E

© Bring ‘JOY’ to your Joysticks! !
(&) Make your beeps BEEP!!
Create Multi-

©®)
Q
7
o
3
3
@
w
=)
c
3
o
m
==
@
7]
E’
0

The new Spectrum Add-On gives you:
® ONE Atari/Commodore type @
Joystick Port @
TWO Potentiometer Joystick Ports
Amplification of the standard sound output @
® THREE-CHANNEL, PROCESSOR INDEPENDENT,
PROGRAMMABLE SOUNDS — music, gun-
shots, explosions etc @
Demonstration tape

and full operating
instructions @

o]
7 As Faeys, @

Note: The ‘Add-On’' simply plugs By
bfy

: B
straight onto the back of L ar
your Spectrum. Obl"pﬁ H}G {
Mo soldering required. Ca of

JOYSTICKS Pl "95°3)

{Putentiometar T\rpell & Pa:::ispp ’f"’l.'-‘;"_
g).

il
NOTE: We stock [and market] PROGRAM POWER
SOFTWARE for the BEC, ACORN, SPECTRUM and @

B/Ba REGENT STREET,

DRAGON 32 Send S.AE. for appropriate catalogue
RTO ’

CHAPEL ALLERTON,

LEEDS LS7 4PE. 8 ACORN DEALERS

EN®
Tel, (0532) 683186 or 636343 E @
POWERMUCROFPLOWER

@@@@@@@@@@@@

YOUR MISSION
To penetrate the witches defences. enter
her cavern and destroy her wicked heart

THE WITCHES DEFENCES

Stalagmites and stalactites - which grow
across your path

Volcanoes - to get past alive - ifyou can!
Vampire Bats - that cling to your ship and
make controls sluggish

Cave-ins - should you hit the side of the
cave with your Laser Cannon or Bomb, part
of the roof willcave in on you

ﬂAn

® Written entirely in machine
code

@ Hall of Fame

@ 1 or 2 players

@ Mystery score positions to
bomb

@ 5 skill levels

ASTIEROTDS

Stay alive as long as possible in open space
filled with flying rocks. Score by shooting

them - which also causes them to break into
lots of little bils and makes life even worse!

® Machine coded for fastaction

® On screen scoring

@ High score with enfer name
facility

® Up to 4 players

& Exira ship for 1,000 points (not
as easy as it sounds!)

® Ship moves just like arcade
VErsion

@ Fotate left/rotate right/thrust

® Fires in all 8 directions

@ Increasing number of asteroids

® Three asteroid sizes

@ alien spaceship (fires back!)

Exciting range for 16K ZX81
from SOFTWARE FARM

&
GOBBLERS

Beat that high score!

Gobble those dots before those meanies
gobbie you!

Your only aids are four ‘Power Pills’ which
make the meanies edible. But not for long!

@ Machine coded for fast action

@ Extra 'Gobhler’ for 10,000
points

® On screen sconng

® High score with enler name
facility

L ] Up 1o 4 players

t@ﬂuma um)m

Jump your frog over the lanes in the road -

preferably without being turned inte jam by
the approaching traffic! Then cross the river
by hitching a few rides on some passing logs

B = B = and finally into the safety of your hole onthe

i = I opposite bank. Once all 'Frog Holes' have

O — been filled you start again with a different
@ 50 Skill levels! pattern and a bonus frog.

® Played against the clock -
froggie only has a short whila o
[ve!

Send your order to:

‘Dept SP2, THE SOFTWARE FARM, Craigo Farm, Botany Bay, Tintern, Gwent
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N A FIELD surrounded by fences
and hedges, the object is for you to
hit the numbers one to nine, in

numerical order, as quickly as possible.
If you hit a fence or hedge you bounce
back into the field.

Number Cruncher was written for

the 16K ZX-81 by Allan Jarvis of Cot- o T %
tingham, North Humberside.
18 DIM DCS.25 33 PRIMT AT 15,4;"(ot:isp:ou:d4 208 NEXT F

11 DIM MC1@)> ¥=P SDIAGONALLY IE.BY OHLY(3#%=p:0 18 LET AL=IMT (RHD%203+1

12 LET M¢1)=-34 il e 228 LET AC=INT (RMD¥3@)+1

13 LET MC2)=-33 4 NT AT o)y i 225 LET B=8

14 LET M¢3>=-32 aq Porie igjzju; g N De; 238 FOR Isi TO 9

15 LET M(4=1 NG KEYS: T B F H» 248 IF AL=DCI,1) AND AC=D(I,2)

16 LET M(S)=34 = PR .5 "PRES . THEN LET B=1

17 LET M¢s>=33 TugcoﬁiiﬂlsTI g e 258 MEXT 1

18 LET M(7 =32 = ZEB IF Bw=1 THEM GOTOD Zi@

19 LET MCE =1 36 FRAUSE 4E4 278 PRINT AT AL,AC) "#"

28 LET M(2i=-34 39 LET SP=1+PEEK 1&6395+256%PEE 275 LET P=SP+RC+AL%33

21 LET Mc1@>=-33 K 16397 227 LET Dmi

25 PRINT AT 8.8:"D0 YOU WANT I 48 FRST 280 LET M=INT (RND%B)+1
NSTRUCTIONS 7 ¢ YwoHo" 45 CLS 285 SLou

26 IF IMKEY®="H" THEN GOTO 233 50 PRINT AT @,8:"C32%isp )" 298 LET M=M(M)

27 IF IMKEYE<>"Y" THEM GOTO 26 €8 FOR F=1 TO 28 308 LET MP=P+M

28 CLS 61 FPRINT AT F,@;"Ceh)"JAT F.31  3gs LET T=T+1

29 PRINT TAB B "number—crivnche 1 "(Sh>" 31@ LET HP=PEEK MF
;AT 2,1:"¥0U ARE IN A FIELD SU 62 NEKXT F 328 IF NF=2 THEM GOTO 2888
RROUNDED  BY FENCES AND HEDGES. 78 PRINT AT 21.@;"(32%isP )" 338 IF NP=128 THEN GOTO 3288
THE OBJECT OF THE GAME IS 8@ LET T=8 348 IF NP=136 THEN GOTO 3508
T0 EAT THE WUMBERS 1 TO 9 IN 18P FOR F=1 7O 9 1666 IF D<YNP-28 THEM GOTO 1858
THE CORRECT ORDER AS QUIC 185 LET AL=IMT (RHD¥20)>+1 1916 IF D=9 THEN GOTO =868
KLY As" 186 LET AC=INT ¢RND¥30)+1 1828 LET De=D+1

38 PRINT AT 7.1:"POSSIBLE. IF 188 LET Bw=B 1838 GOTO 2998
¥OU HIT A FENCE OR HEDGE YOU 119 FOR I=1 TO F-1 1058 IF M=33 THEM LET S=1
BOUNCE BACK IMTO  THE FIELD RUT 1280 IF AL=DCI.1> AND AC=DCI.2) 1951 IF M=-1 THEN LET =3
OMATICALLY. THE CONTROLS THEN LET B=i 1852 IF M=-33 THEW LET &=5
ARE: " 138 NEXT I 1853 IF M=1 THEM LET S=7
% 31 PRINT AT 12,2:"R T Y AN 148 IF Bwl THEN GOTO 195 1854 IF M=32 THEM LET S=2
OVICE MAY FIWD IT {4%isp 9w spPiis 158 LET D{F.1 AL 1855 IF M=-34 THEM LET S=
Pigpigk)" 168 LET D(F.2>=AC 1086 IF M=-32 THEMN LET S=6&

32 PRINT AT 14,4)1"¢aurizp:gt 4 178 MEXT F 1857 IF M=34 THEN LET S=8
*ap JEASIER HOT TO MOVECSksp:F 2k 188 FOR F=1 TO 9 1860 LET O=INT ¢RND¥3)
iz2p:Qa:2kisp H)" 198 PRINT AT DCF,13%.DCF.20F 1970 LET M=McS+0)
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ieae
2806
zZale
2828
2838
2048
20358
3
2851
2
2852
2833
2854
2855
2056
2857
4
20608
felalcle]
2Ea1

GOTO 308

REM sPace-move

FOKE FP.8

LET P=P+M

POKE P.,23

IF IMKEY®="" THEN GOTO 328
IF IMKEY®="T" THEW LET M=-3

IF IMKEY®$="Y" THEM LET M=-3
IF IMKEYS®="H" THEMN LET M=1

IF INKEY®="N" THEN LET M=34
IF THKEY®="B" THEM LET M=33

IF INKEY#&="W" THEM LET M=32
IF IMKEY$®="F" THEM LET M=-1
IF IMKEY#="R" THEM LET H=-3
GOTD 368
REM wall

IF ABS (M>=332 OR MP=SP OR M

P=SF+31 OR MP=SP+£93 OR MP=SP472
4 THEM GOTO 3865

2662

2580
3521
502
2528
@3
M+2

i

L b 1L
o
P e
=5

3930
SOEE
@18
soza
T

SE3e

IF M==322 OR M=34 THEW LET M
IF M=32 OR M=-34 THEN LET M

GOTO =260

5 LET M=—M

GOTD =98
EEM wall

IF ABS (M)=1 THEN LET M=-M
IF M==32 0OF M=34 THEHW GOTO

IF M=32 OF M=-34 THEH LET M

GOTO 386

LET HM=pi—2

GFOTO 308

CLS

PERINT AT @.11;"well downe"
PRIMNT AT 2.8."TIME TAKEHW ";

PRINT AT 5.7 "anotkher 9ame

YN

oa4a
SEsa
SEEE

IF INKEY$="Y" THEN GOTO 48
IF THKEY®="'N" THEM STOP
GOTO S48

\ 1."'r

& = W7l
= i""p.“lf:’
== W =
c# =i 3#‘
= -;q# -l::

Nz b

8.4) ;‘4&:, 2520

=

N
=

CERL T LR T

“ o,

SIMULTRNEOUS
EQUAT

"

059
=35

IONS

ROGRAMS for the ZX-80 are

becoming few and far between,

while good-quality programs for
the 16K ZX-81 and Spectrum are in-
creasing rapidly in number. Therefore
we were pleased to receive Simulta-
neous Equations, which was written
by Mike Davies of Llandeilo, Dyfed for
the ZX-80 to help him while working
for his mathematics O level.

Enter each of the co-efficients A, B,
C, D, E and F, followed by NEW-
LINE, and the computer will solve the
equation.

1 CLS
2 PRIHT " SIMULTANEOUS EBUARTI
oNS SOLVER™
3 PRINT .* AX+BY =C*
4 PRINT " DX +EY =F"*
S PRINT "ENTER R.B,C"
= INPUT A
7 IHPUT B
B INPUT C
9 PRINT "ENTER D.E.F"
id IHNPUT ©
11 IMPUT E

14 LET N=C3—E:E*F

2@ PRINT “AGRIM 7 (¥ OR M1 "
L=k )

B8 IF HOT As="%" AND HMOT AS="M
" THEN GO TO 21
23 IF ASs"Y" THEN RUN
STOF
25 LET GuM/DET
& LET N=M-DET#G
27 PRINT AS: "=
286 FOR P=1 TO 3
29 LET G=1@sMNM, DET
3@ LET Hel@sMH-GxDET
PRIN

iy

[ 3fd s
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FLOWCHART

LOWCHART was written by

Brian Sides of Cefn-Glas, Bridg-

end to read any program written
in Basic on the Spectrum and to pro-
duce a Flowchart of that program. Thar,
can then be displayed on the screen or
copied by the printer.

Five columns show the line number,
the appropriate command, the flow box,
any GOTOQ statement, and the line
number given in such a statement.

Enter the program to be charted,
checking that none of its line numbers
is the same as those in the Flowchart
program. Then add the Flowchart pro-
gram by entering MERGE » 7",

SO@ER REM FLOW-CHRRT 4,4: DRBLE 4,-4: DRAL -4, -4: DRAL
2S2@1 OUVER B: INUERSE @: BRIGHT 1 41.4: DRAL —&,.A: DRAL —-&,-4: DRA
: BORDER 1: PAPER S: INK @: CLS W —3,4: DRAW 8,4

29@2 LET A=PEEK 23835: LET A=R=z=2 227 IF B=243 THEN GO TO 9933
S6; LE7T R=A+FPEEK 23535 9928 LET RA=~+1: LET F=PEEK A
3a@3 LET C=&: LET ¥=i75: LET X=1 922 IF F=3i4 THEN LET O=P+4

24 SS3@ IF NOT F=2@3 THEN G0 TO 992
29@4 LET L=PEEK 8: LET L=L32586 &8

LET L=L+PEEK (A+1): LET RA=A:4 2931 LET A=58:1: LET F=PEEK A: PR
29@5 IF L »>9829 THEMN G0 TO 9343 INT AT ©-2,12;CHRS% F: PRINT

S9Pp5 PRINT L. TAEB S;CHRS$ PEEK A 2932 IF F=236 0OR F=237 THEN GO T
LET C=C+2: PRINT Ol SR

S9@7 PLOT X.Y¥Y: LET B=PEEK A 5 GO TO 9913

9985 IF B=226 DR BE=-204 OR B=242 4 CIRCLE X.,Y-d4.,4: PLOT X3d,¥-
OR B=254 THEN S0 TQ SS54 DRAL Bd,B: DRAW —4&,.4: DRALE 4,
29@e IF B>Z27 AND B:231 0OR B=23:2 >RAW -4, -4: PLOT _X,¥_

OR B=235 0OR B=241 0OR B=247 OB B LET 8=R+i: LET F=PEEK A
=249 OR B=2S3 THEN G0 TGO 9225 IF MNDT F=31i4 THEN GO TO 9935
2918 IF B=243 OF B=25S@ THEN GO T LET [/=A+35: LET &G=PEEK i(i8+31)
0 9926 E=Ex256: LET G=G+PEEK (A2
@aill IF B=236 OR B=237 THEN GO T PRINT AT C-2,26;6: PRINT
O Sasd G0 TO 9913
9912 DRAL 16,@: DRAW -4, -83: DRRAUW IF C=20 THEHN E0 TO 9943

-25,8: DRRU 4,3: DRAU 12,8 LET B9=A+i: PRINT ;" THDB
2913 LET ¥Y=yY-8 i RY® PEEK RB: PRINT : LET £=C3
2914 IF B=226 0OR B=236 0OR B=237 CE e o
[ B ] =25 cix] = 2= s G = £
BGas SieT X oRAn B D DRAil 4 9543 THUERSFE 1 PRINT BE 21,0
.d: DRAW -d4,-4: DRAW -4.,4 PRESS: oMU T UIEL CUERS S0 PRI
3916 LET Y=Y-& e e o=
aail7T LET S=PEEK B 9544 IF ITHKEY$='"L 0OR INKEY $=""w"
3912 IF B=14 THEN LET A=5:4 _THEN GDQ TO 9947 . .
3919 IF B=13 THEM GO TO 9922 2945 IF INKEYS="p" OR INKEYS="P"
932@ IF B=58 THEN GO TO 994 _THEN GQ 10 9951
3221 LET A=A+l: GO TO 9917 =945 50 _TO 9944 AT
2922 IF C=2@ THEN GO TO 9943 3947 CLs _: LET Di=@: LET E=22: LE

923 LET A=A+1: GO To 9924 . o=@: LET A=133: LET Y=175
S=S24 DRAW 12,8: DRAW 4.-8.-PI: p =2+& IF PEEK 5=58 THEN G0 TO 33
EAl -24.@: DRALL —4,8, -PI: D Yo =it
E?E G0 TO EETS = I S R o S949 IF L:S599 THEN SToP
S925S DRPAL 15,8 DREW &, -8 DRAW S99 LET B=H+l1: U T0 Sof4
—52,0: DRAW @.5: DRAW 16.@: GO T 9351 PRINT AT 21,@;"

o 9913 F SRl T COPY o)
26 DRAW 8,-4: DRAW 8,2: DRAW - T 2247
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3 LET LI=4: LET SC=f: LET LL=
1: INPUT “ENTER LEVEL 1 OR 2(2 =
IMVISIBLE APPLES)! >";LE: IF LE<>
1 AMD LE<>2 THEHW GO TO 3

1@ LET Z=1: LET B®="ah": DIM R
®20,38): FOR M=1 TO 2B: LET R#%C
M =" dolcddaddddddddddd daddddddoldad

dd" T HEAT H
Z6 LET A=z@: LET B=30: LET HP=
3¢ LET ¥=1+ LET ¥=1: LET CC=0: P
RINT AT @.3; IMK 4;"SCORE>"SC;A
T 8,13 "JUMPS3" ;HF; AT &, 21; "LIVE
Su" LT
a6 IF LE=1 THEM FRIWT AT 1.8 :
FOR M=1 TO 28 FRIMT AT M.1; IM
K 2 FASCHY: MEXT M
35 FOR M=1 TO 21: PRIMT AT H.@
i IMK LL;"W": BEEF .@1,M: PRINT
AT 22-MW,31; IMK LL:"m": BEEF .91
J22-M: MEMT M: FOR M=8 TO 16: PR
INT AT 21.M; IMK LL;"m': BEEF .@
1.M: PRINT AT 21,31-H; IMK LL;"®
i BEEF L@1.21-M: MEMT H
401 IF LE=1 THEM PRINT AT X.';
THE 25 FIs MY
41 IF LE=Z THEM FRIMT AT ®,Y:"
45 LET H=W-(IN £1438=243 OR IM
E1438=247 1+ IN £1435=239 OR IM
E1438=2351: LET Yey+( IM £1438=25
1 OR IM 61433=243 OF IN 61438=23
S5 -f TN GE34E6=239 )
58 IF H=0 THEM LET X=2g
68 IF Y=@ THEM LET Y=3(
768 IF ¥=21 THEM LET M=
88 IF Y=&1 THEM LET %=1
85 IF ATTR W, Y Ii=68 THEM LET L

=

I=LI+1: PRIWMT AT @.27; IHE 4:L1

28 IF RECH. Y ="d" THEM LET A%
Hata=" 'y BEEP .B@1.2¢: LET CC=C
C+1: LET SC=SC+1: PRINT AT H.%.E
BLE2MAT B9 THE 4:5C

95 PEIMT AT ¥.Y:BEC2XAT @.9;
IHK 4;50C

2y IF LE=1 THEM PRIMT AT FA.E;
THE Z:RA®sCA.E

=28 IF LE=Z THEM PRINT AT RH.Bi"

16860 LET A=A+{A<XI=CAXX ) LET B=
B+CBLY 2-CBXY 2 PRINT AT A,B1 IHK

1' I1r_ll

118 LET Z=2+1: IF 2Z=3 THEM LET
i

126 IF A=X AMD B=%Y THEM GO TO 1
=

138 IF CC=6G0 THEW GO TO 178

146 IF IMKEYS$="9" AMD HP>B THEH

H0 T 1s8

145 IF RHD>=,99 THEH PRIMT AT 1
HT ¢RMHDA2@ 241, THT (RHDE¥2E +1: IM
K o4 "d"

158 GO TO &8

166 PRIMT AT X.Y:A%$CH, Y2 BEEF
1.5 BEEP ,1.,1@: LET H=INT ¢RHD
£2A ] LET Y=IMNT ¢RHDEIG+1: PR
INT AT HM,Y: IMK 15 FLASH 1;"3":
FOR M=1 TO 228: MEXT N: LET HPF=H
P-1: PRINT AT 8.,19; IHK 4;HP: GO
TO 46

1768 FOR M=1 TO SA: BEEP .61.M:
FEEP .@1.,%508-M: HEXT H: LET LL=LL
+1: GO TO 1@

186 IF LI»&a THEM LET LI=LI-1: L
ET M=1: LET ¥=1: PRIMT IMK 4:AT
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Buckinghamshire.

OU ARE an Apple Thief,
u‘%; .! prowling around an orchard col-
lecting as many apples as poss-
@ ible before the irate farmer catches you.
% @ You and the farmer can move horizon-
tally, vertically and diagonally. You
have an advantage over the farmer be-
cause you are small enough to crawl
under the fence. Also if you eat one of

the magic apples you gain a life.
The program was written for the 16K
Spectrum by Tat Tang of Aylesbury,

THIEF

a2l "LIVES:": LT BEEF .5,-5: BE
EF .5,—-18: GO TO 48

128 FOR H=58 TO 1 %FFP =1: BEEP
« 1.0 BEEP .81, 56— FEST H

288 PRIMT AT 11.9; IHH 21 FLRSH
1i"Ha Ha Too SBlow" ;AT 12,91"Ha
Ma Too Slow": PRUSE @: PRAUSE @:
Rl M

THE CLS FOR M=& TO 7: READ A:
FOEE LISE "A"+M.A: HEST K: DATA
H,608, 58,255, 129, 65,60, 8

7l FOR M=@ TO 7: READ A: POKE
UsR "B"+H. R MEST M DATA 8.68. 9
B, 255, 285, 65,60, 8

Tea FOR M=% TO 7: RERD A: POKE
LsR "CU+Ma R MEST M: DATA 8,88, 1
£S5, 231, 68, 30, 36, 182

73R FOR H=G TO 7: EEAD A: FOEE
LSRR "D"+MM.A: MEST M: DRATA 14.82,4
e 127,127, 127,62, 26

748 LET CHE="%0U ARE IM COWMTROL
OF AM AFFLE THIEF.YOU HAVE IHYA
DED FARMER BUMFKINS ORCHARD, Y
QU ARE MO CHOMPIMG YOUR MAY B
OURD THIS ORCHARD WHILST THE
FARMER IS CHASTHG YO, HOW MAM
¥ AFFLES CRH YOU CcHoMPT!

ToE LET I=}

755 FOR HM=1 TO LEM C#H

vEA FRIMNT AT &8,11; IME I-2:"APF
LE THIEF":; IMWE T1:AT 2.8;CH TO M
o LET I=I+1

Frd IF I=7 THEM LET I=1:

PEA MEST R

798 PRIMT “"a<<CHOMPER"* IMK 1;
‘r{”HH!P FARMER"* THMK 2:"d<{{APF

ﬁ

800 PRINT IME Z;"2<<0UMP"Y THE
2 MBS SR LG ST Gy hhe ] Bl
ME 20 "ECCDOR" Y THE ,'j,- i o | SR |
ME & "HHY COMBIMATION OF KEYS WI
LL MOME YO DIAGOMALLY"

21e PRIMT TRAEB 5:; IMK 1: FLASH 1
i "FRESES AMY KEY TO COWT"

=15 PAUSE B: PRLUSE &

el LS o LET CHE="DCCRASTORMALLY
A MAGIC AFFPLE WILL AFPFEFAR IF EFT
EM AW EXTRA LIFE MILL BE GIWEHM
CALSD YOL CAM CRAMLLMDER THE FER
CE1 "

HEE LET I=1

248 FOR MW=l TO LEM CH: PRIMT AT

H.11: THE I-2:"AFPFLE THIEF":AT
il T e T - IO 2 S U =y R T+1
258 IF I=Y THEMW LET I=1

HER MEMT H

876 PRIMT ¢ IHE 1:"g4<FEHCE"™' T
ME 4 "dd<IMAGIC APFLE"

il

r’_:t

PE0 PRINT * FLASH 1 "PRESS AMY
KEY TO PLAY"

896 PRIMT * INK 3,"FS THE SOUND
15 BETTER WHEM IT IZ AMPLIFIED
rll

206 PAUSE @: PAUSE 90 RUN
9999 CLEAR : RESTORE ¢ CLS : BOR
DER 5 FRINT “"SAVE": SAYE "APFLE
THIEF" LIME 708: BEEF 1,0 BORDE
R 2: PRINT "WERIFY";: VERIFY "AP

FLETHIEF": BEEP 1.18: PRIMT “OKA
¥': PAUSE 20A: BORDER 7: GO TO 7
aa
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OLLY BROWN of Charles-
worth, Cheshire wrote Lace
Maker to generate patterns for
use as design charts for punch-lace or
Fair Isle work on domestic knitting
machines. She adds that it would also be
suitable for those designing filet
crochet.

The program first requests the num-
ber of stitches in each pattern repeat —
6, 8 or 12 for the more popular makes of
knitting machine — followed by the
number of rows required. Lace Maker
can cope with any stitch repeat between
4 and 16, and any number of rows
between 4 and 20. (16K ZX-81).

RAND
? GOSUB 9880

1@ LET CH="HOW MANY ARE REQUIR
ED IN OME REPERT OF THE PATTERM
7  TYPE A MUMBER BETWEEN AND ¢
INCLUSIVE > THEM PRESS MEWLIMNE."

20 LET R®=" rows

38 LET S$="stitches"

40 DIM DEC20, 16>

S@ DIM ASC 16D

70 LET E=@

28 PRINT AT 8.8:CHC1 TO 5):54%;
C8C9 TO 77)i4,;CHC77 TO B1);: 16,08
¢81 TO 113>

188 INPUT M

11@ PRINT N

115 IF N>16 OR N¢4 THEH GOTO 4@
2

128 PRINT AT B8.8:Cs(1 TO 9)iR¥
CHE(9 TO 772 4;CECP7 TO B12i20.C%
(a1 TO 113D

148 PRINT D

158 IF D>28 OR D<4 THEN GOTO 42
a8

288 LET H=D-2

218 LET Z=INT < 32-H)%N-H

220 LET YeINT (22-CD+12%(D+1)

23a
248
258
235
268
2ra
288
298
2335
el
ale
3z4a
33a
348
358
360
ara
388
4@
ASE"
41@
428
ASE"
43a
i@ea
E, M
1a1a

LET G=N-2

IF G>INT G THEW LET G=G+1
CLS

LET L=B

IF L»=% THEN GOTO 1@ee

FOR E=1 TO INT H

GOsUE 1580

LET DS(E =A%

NEXT E

IF H>INT H THEM GOSUB 13528
FOR F=E-1 TO 1 STEP -1

FOR C=@ TO Z STEP N

PRINT AT L,C,D®(F,1 TO M3
NEXT C

LET Le=bL+1

NEXT F

LET L=L+1

GOTO 268

PRIMT “"BETWEEN 4 AHD 16 PLE

GOTO
FRINT

108
"BETHEEN 4 AND 28 PLE

GOTO 138

PRINT AT 21.8;"C TO CONTIMU
FOR MEW SIZE"

IF IMKEY®="" THEN GOTO 10@1i@

1628 IF INKE'Y&="C*
183a CLS

1848 cGOTO 18

15680 FOR B=1 TO G
151@ LET A=INT (RHDX¥Z2

1528 IF A=1 THEW LET A%(B)=" "
153@ IF A=8 THEN LET A%CE="X"
1548 HEXT B

1558 FOR B=B TO H

1568 LET A$(B=A%CHN+1-B)

1578 NE¥T B

1580 FOR C=8 TO Z STEP M

1598 PRINT AT L.Ci;A%CL TO N>
1688 NEKT C

1618 LET L=L+1

1628 RETURN

SEea CLs

9815 PRINT

S@38 PRINT AT 2@.4:"PRESS AMY KE
Y TQ START"

9848 IF INKEY®="" THEN GOTO 2948
Sa45 CLS

2858 RETURHN

9358 SAVE "LACEMAKEr"

9991 RUH

THEM GOTO 258

12
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HE DEADLY Astral Fox-
gloves hang poised above the
earth. Their aim is to eat all
humans and then to invade the earth.
Save yourself by moving left and right
with keys ‘1’ and ‘2’ and firing the
lethal fungicide with key “0°.
The program was written for the
Spectrum by I Gray of Bath, Avon.

5 RESTORE 5@

18 FOR ==lIER

268 READ a

38 POKE x.,a: BEEP .1,8: MEXT x

58 DATA 16,56,56,56,56, 124,255
84

68 DATA B, 16,16, 16,556,956, 124, 1
24

7B DATA B.28.8.28.42.73,20,34

et TO ISR "engp

188 LET ==8: LET hz=8
118 LET =z=2
516 BORDER 2: PAPER @: INK 7:
LS
520 PRINT AT ?.5:"1 LEFT"sRT 2
sai"2  RIGHT":AT 11.5:"©® FIRE"
525 PRINT
AT 16,51 "Hit anw kew to ztapt":
FALSE &
538 FOR »=-58 TO 5@: BEEP .81,
NEXT =
558 CLS
678 LET a=1

88 LET h=@: LET u=h
A9 LET =15 LET b=c

726 LET n=c

1668 FOR y=1 TO SO

1916 PLOT INK RND¥?:RHD#25T, RHD¥
1 FS+56

10826 MEXT
1856 PRINT AT 20,8: IHK &;"
1180 FOR u€=1 "TO n
1116 PRINT AT =, u%2;
T z,9¥2+1; INK @;" "¢

]

1128 MEXT u

1158 PRINT AT B, 1;"SCORE "“i=:"H
I SCORE .“ih=

1202 PLOT Q.22: DRAW 255.8: DREAW
8, -16: DRAW -255.8: DRAW 2,16
1308 PEINT AT 18.k:"kL"

1318 PRINT AT EB,EE F=

1490 "BEEP .1.8: BEEF .1.6: BEEF
.1,8: BEEP .1.&

145@ LET y=8: IF w=8 THEHW GO TO

clolaln]

1568 GO SUB 28@6: LET h=08
1556 IF u=1 THEN GO TO 5060
158@ IF w=15-THEN GO TO <4@88
i7ea GO SUB 2108

1888 GO SUB 3888

158@ PRINT AT 8.8:=

1918 IF k=1 THEM PRINT AT w.xi"
" GO TO 1438

1920 GO sSlB 2508

1238 GO TO 155@

2088 LET n=n-1

2818 LET x=INT (RHDX16)%2

2028 IF ATTR {(z,x>=6 THEH LET 4=

z: RETURH

2025 G0 SUB 38l GO SUB 2508
2826 IF u=] THEN LET n=n+l: RETU
RH

2838 GO TO Zale

2186 PRINT AT w.x; IWK 85" "
2118 LET x=x+(RHD>.5 AND »<383)-(
RHD>.5 RKE =313

2128 LET u=u+i

2138 PRINT AT w.x; INK 6:"a"
2140 RETURH =
2508 PRINT AT 28,c5 IHK @;"
2518 IF <>29 THEM LET a=-1

2528 IF c<2 THEM LET a=1

2538 LET c=c+a

2548 IF ATTRE £28.c)=6 THEM LET wu

=1

2358
25608
3668
3085
3818

253 3=

3020
i dels)
M

2848
3845
2858
3855
3068

125-=39:

IFavag
=+1@

2888
Caalals)

5060

4818
4820
4034
5008
RINT

INT AT w.xi

PRINT AT 28,c:"c"

RETLIRHM o

FPRINT AT 18,b:" "

BEEFP .@85.b

LET b=b+{b<31 AND IH E3486=
Ch3*@ AND IM &24R6=2543
PRINT AT 18.h;'"b"

IF 1IN &1438<>254 THEW RETLR

LET bpakig+d
BEEP .885,206
PLOT bp .32
BEEF .@@3,28
OYER 1: PLOT bp.,32:
OVER B8

IF b=x THEN LET h=1

DRAK &, 125-=%3

DRAL &,
EET: ==

RETLIRM
IF ATTR ¢20.x2=7 THEM GO TQ

PRINT AT 28,
PRINT AT 19.;"
GO TO 1458
PRINT AT 19,c; INK 6;"a": P
AT w,x:" "1 GO SUB
IHK €:"a": LE

THIE 6:"a"

LET u=13

501@

PRINT AT 19.x; INK 61"a"

5828 PRINT AT 28.x) IHK &6;"c'
5838 LET h=8

SR GO SUB se08

S528@ IF w=x THEW GO TO S868

5218 GD sSUB 3888

5220 IF h=1 THEM LET m=n+1: PRIN
T AT ¥axi" ": PRINT AT w+l,xi" "
: GO TO 1458

s238 GO TO 5188

€008 PRIMT AT w.xi IMK &:" "
6018 PRINT AT w+l.x) IHK &," "
6020 LET w=x+(RND>.5 AMD »x{31)-C
RHD>.5 AMD w=>8)

6038 LET w=y-1

6840 PRINT AT w.x) IHK &;"a"
6@58 PRINT AT w+l.xs IHK &)"c"
6868 RETURM TR
8808 LET ==INT (RHDX1E %2

B81@ IF ATTR (z.,x)=& THEM GO SUB
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38@8: GO TO Sa8e
80280 LET w=z: RETURM

90R@ IF n=8 THEN PRIWT AT 6,%5;"T
HIS INYASION IS OVER"' LET s=ms+{
Aa: PRINT AT B.S:"THE HEXT WAVE
HAS ARRIVED":' LET z=sz+1: GO TO 5
a8 r

9018 IF uymsz THEN PRINT AT 6.,5;"%
OuU HAVE BEEM SNRATCHED"

9620 BEEP .S5,4: BEEP .5,8: BEEP

9838 IF heds THEN LET he=s: PRIM
T FLASH 1:AT 8,53,;"A NEW HIGH SCO
RE"

9048 PRINT AT 1@.5,"HI SCORE
"1ha

2858 FRINT AT 12,5 "YOUR SCORE

Thees,
is

2835 BEEP .S5.4: BEEP .5.8' BEEP
.5.8
20565 LET z=2: LET a=@

988 PAUSE 1@+ GO TO 525




18 LET T=8

15 LET =

28 LET: S=8

25 LET ¥=15

3@ LET A=INT (RMD%11)

48 PRINT AT YoM "+"

S8 SCROLL

&8 PRIMT TAB Ai"¢i=)"

63 PRINT AT Y.X:

7@ IF PEEK (PEEK 16398+PEFK 16
3I9X256 =128 THEN LET £=S5+PI-FPI

88 GOsSUB 1358

36 LET T=T+FPI-FI

188 IF T=59% THEW GOTO 126

118 GOTO 38

128 PRINT AT Y.¥=PI-PI;"(gu:is:
at "

138 PRINMT AT 8,8;"Y0U HAVE RUN
OUT OF FLEL";AT PI-PI.1:S:" IS Y
QURE SCORE"

146 STOP

15@ FOR L=FPI-PI TO VAL "2"

168 LET ¥=K-CINKEY®="S" AND X>@
¢ INKEY$="8" AMD X<13

178 MEKT L

188 RETURN

HOLE DESTROYER

ROGRAMS BASED on various
Ps;.rmbuks scrolling up the screen

are submitted frequently for
review. D Basson and ] Robery of
Wickford, Essex have taken the idea
and used it in a slightly unusual way in
Black Hole Destroyer.

Black holes move up the screen and
you must run into as many of them as
possible before your fuel runs out,
Move using keys 5 and 8. (16K ZX-81).

GLOLGL

HIS SHORT program, Alpha-

I bet Timer, was written by P

Fisher of Newton Heath, Man-
chester for the 16K ZX-81 to help those
who are not yet familiar with the
QWERTY keyboard.

Once the word ‘GO’ is displayed, you
must type-in the entire alphabet, in
order, as quickly as possible. The com-
puter will then give you a score in its
own time units. The fastest time
achieved in the Sinclair Programs office
was 179 units.

Rl < H- 0 AR LR ot
A5 £ £33 ) NECER TN SN, R W2

18 LET H=4E4
28 LET T=PI=PI
2ot R
SSERINT

30 FOR H=328 TO &3

78 PRINT AT 5.8 "TIME=":T;" Ti

ME LIMNITS"

88 IF T<H THEM LET H=T
+2 "FRASTEST TIM
2 FEESS ANY EKEY
T0 RE-START"

=]

26 PRIMT
188 PREINT

48 IF IMKEY®<»CHR$ M THEM GOTO 116 IF IMKEYS="" THEM GOTO 11i@
130 1261 GOTO 28

SE FRIMT CHRS M 136 LET T=T+1

B MEXT H 148 GOTO 4@

':IIJ.H
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Simply the best
Value Software...

VELNOR’S LAIR only £6.50 inc p&p

Can you fnd VELNOR and so
elf f arth?

* % % %

*  Score. save I3 and full documentabon
wanl (o pul il down 1 you
frorT

‘Like a good book, y are a D&0D person then this

M 15 @ MUst fOF your ¢

HOME COMPUTING WEEKLY. 10ih May 1983

TWO CLASSIC GAMES ON ONE TAPE
FOR ONLY £5.50 inc p&p

MUNCH MAN STAR TREK

e Iures

m easy o

games from
another world

neptune

NEPTUNE COMPUTING (DEPT SU4)
98 Howe Street, Gateshead,
Tyne and Wear, NE8 3PP

Tapes also available from:  Lasl chance Leeds

Dragon Byte Morley

The Computer Shop Newcasile

Buffer Micre Shop SE7

FANTASTIC VOYAGE
16K ZX81

A real-time adventure with fast machine-code
graphics.

"“A very good game indeed”’
Personal Computer News
Week ending 22 April

ADVENTURE 200
ZX81 16K/SPECTRUM 16/48K

All machine-code text adventure.

“For ZX81 owners this is a must’’
Personal Computer News
Week ending 29 April

All Games £5.95 each or 2 for 9.95

Send SAE for full details

FOILKADE LTD

‘SP3° 66 LITTLEDEAN, YATE, BRISTOL BS17 4UQ

Teciie e
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MINGLEN

£5,95

the "Easth

COSMIC RAIDERS (16K)

- the only remaining pilot of
Filsat® = have the daunting task of
aing the Earth from attack by alien beings
that have already sel up a base of their own on earth,
* Radar Scanner display in hi-res ®
* Full colour and sound effects *
* From the author of Spectrum "Scramble’ ®
* 100% machine code *

SPACE ZOMBIES (16K)

| ugh

* 1 or 2 players * Joystick option *
*Full sound and colour *
*Three playing speods *

MINES OF SATURN and
RETURN TO EARTH

Mime=s of Swburn
Saturn, you &fe caught up in @ fo
which forces you into the giant planet's rings. Your
you make & florced landing on

{16K)

Text Adventure
£5,95
While piloting a routing otbil of
ion  skorm

energy drained,
the planet's surface. Luckily you crashed near an
n search of

stranded

abandoned mining base and yow sel off §
some  di-lithium crystals to refuel your
space ship. Can you do it?

Return to Earth Having esceped from your previous
dilemmas, you Earth  Station 1, but fall
You affect o safe if

reach
o make radio
hatrowing mansal docking. On ent
dosetied, and the control room des yiek
explore the station and find some way Lo alact Earth
predicament, but
rooms are identical, there is extensive damage, and

contacl.

you  find it

You must

ol your beware, many of the

signs of allen, intruders.

wre  (48K)  MAD MARTHA

eful not

Access or Visa Card holders|
please telephone (0344) 27317 (9am-6pm)

Marme Address

e —
Cosmic Faiders Space Zombies

Mad Martha

Mines of Satuen/Return to Earth |

MIKROGEN, Dept SP, 24 Agar Crescent, Bracknell, Berkshire, RG12 2BK




ORWIN SOFTWARE: ZX81 CASSETTES

THE BEST SOFTWARE (BY VARIOUS AUTHORS) AT LOW PRICES

“Michael Orwin's £5 Cassette Two is very good
value. It contains 10 stolid well designed games
which work, offer plenty of variety and choice, and
are fun.”

Your Computer, May '82

“Michael Orwin has built a reputation for value-
for-money software and his Cassette 4 offers quantity
as well as quality.”

Sinclair User, October "82

“If each game was on a separate tape and selling
for £5 each | would still recommend them. But all on
one for £5. . . | This sort of value for money just has
not been seen before on any personal computer,”

"Without sounding pushy | would like to con-
clude this review by saying — if you have a ZX81 and
like games, then you should buy Michael Orwin's
cassette 4.

2 extracts from ZX Computing, Oct/Nowv ‘82

"Eight games, including an excellent version of
the Scramble arcade game, three-dimensional
noughts and crosses, dropping bombs on sprouting
plants and a western style shoot-out. Easy to
operate, graphically impressive and good value for
money.”

The Times, Saturday 11th December 1982
labout Cassette 4)

CASSETTE 1

[eleven 1k programs}

Machine code:

React, Invaders, Phantom aliens, Maze of death, Planet lander,
Bouncing letters, Bug splat.

Basic:

| Ching, Mastermind, Robots, Basic Hangman. PLUS Large
scregn viersions of Invaders and Maze of Death, ready for when
you gat 16k,

Cassette One costa £3.80

CASSETTE 2

Tan games in Basic for 16k ZX81

Cassette Two contains Rewersi, Awan, Laser Bases, Word
Mastermind, Rectangles, Crash, Roulette, Fontoon, Penny
Shoot and Gun Command.

Cassette Two costs £5.

CASSETTE 3

8 progams for 16k ZX81

STARSHIP TROJAN

Repair your Starship before disaster
strikes, Hazards include asphyxiation,
radiation, escaped biological
specimens and plunging into a
Suparnova.

STARTREK This version of the well known space adventure
game features variable Klingon mobility, and graphic photon
torpedo tracking.

PRINCESS OF KRAAL An adveniure game.

BATTLE Strategy game for 1 1o 4 players.

KALABRIASZ World's silliest card game, full of pointless
complicated rules,

CUBE Rubsk Cube simulator, with lots of functions including
‘Backstep’,

SECRET MESSAGES This message coding program is very txlp
qexi jf.

MARTIAN CRICKET A simple but addictive game (totally unlike
Earth cricket) in machine code. The speed is variable, and its top
speed is very fast,

Cassotte Three costs 5,

CASSETTE 4 8 games for 16k ZX81

ZH-SCRAMBLE imachine codel with 3 stages.
Bomb and shoot your way through the forifisd coves.

GUNFIGHT
{machine coda)

INVADERS
(machine coda)

v THEY
WO
[T &30 el
LOIDS B

GALAXY INVADERS Imachine cods)
Fleats of swooping and déving alien craft 1o fight off
SNAKEBITE imachine code]
Eat the snake before it eats you, Varable speed,
(vary last @t top speed)
LIFE imachine codel
A ZXE1 wergion of tha well known game.
30 TIC-TAG-TOE |Basic)
Plaryed on a 4 = 4 = 4 board, this is a game for tha
Bwain. B is very hard to beat the comguter ot i

7 of the B games are in machine code,
bacause this is much faster than Basic.
of thesa gamas ware praviously
|Some available from J. Steadman).
Cassetta 4 costs £5.

Please make cheques payable to ORWIN SOFTWARE. Recorded on high quality cassettes, sent by first class post from:
ORWIN SOFTWARE, Dept. OSP, 26 Brownlow Road, Willesden, London NW10 9QL.

ZX81 & SPECTRUM SOFTWARE WANTED

SL 500

DEPT SP, 9 TWEED CLOSE, SWINDON, WILTS SN2 3PU

i i

(11]

2t ?’
—

I £ siren
it b g |

i S Sapanes

3° i1 i 18
el 1 8 ﬁ 1213

Tel: (0793) 724317 Trade enquiries welcome

Export Orders: Please add £1.00 per tape airmail

*8ZX S

" FROGGY

SPECTRUM VERSION OF
FEATURES:

ZUCKMAN

ONLY £5.95 INC. P&P

ONLY £5.95 INC. P&P

+ Fabulous Hi-Res Colour Graphics

F HOG G Y + Authentic Sound Effects + 3 Tunes
-D Logs, Swimmin ivin
ZX81 (16K) Z2X81 (16K) * Turtes A
"ALLMACHINE CODE | "MOVING CARS, | 3 gttt et
(10K} LOGS, TURTLES * Snake, Alligators and Baby Frog
‘FDUH iNDEPENDENT *ALLIGATOHS, * ‘Top 5 High-Score initials table
GHOSTS DIVING TURTLES + Demonstration Game routing
* HIGH-SCORE ‘HALL *FOUR ‘'SCREENS' OF _
OF FAME" ACTION o e S i e
*AUTHENTIC ARCADE *ALL ARCADE :ﬁr_ﬂes irft::ek!ir'-'zr }:J;ilih fr;fle;v of
ACTION FEATURES MACHINE.CODE GAME MUST BE
*TITLE/DISPLAY *ENTIRELY MACHINE SEEN TO BE BELEIVEDI!
MODE CODE

ONLY £5.95 INC. P& P

16

ARCADE GAME WITH FULL ARCADE

trum 43;,»

16K or 48K
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Castle
ﬁ Coldit;

1

ESCAPE-OR-DIE ADVENTURE. ....!

For SPECTRUM 48K or ZX81 16K

You are an Allied POW in the infamous Castle Colditz, Nazi
fortress jail for Allied prisoners-of-warl Can you escape with your
life through the vast labyrinth of rooms to the main gate? Tackle
brutal Gestapo and 88 guards, savage guard-dogs, traps and
pitfalls! Survive if you can the Corridor of Rats, the Tunnel of
Poisonous Spiders, the Vault of Human Bones and many
more! And on your way, grab all the fabulous Nazi loot you can
carry!l

*Classic adventure games — no random alterations!

“Fast, powerful machine-code response to your commands!
***Save-game’’ facility and (you’'ll need itl)

Hours (weeks?) (months?) of enjoyment!

For ZX81 with 16K RAM ..........cccccimmmmmmmnninnnnrmnnnsnnnns £4.95

For 48K SPECTRUM ......c.cccocermnirmnimennennssensssnssinsseasss £E5.95
Price includes ready-to-load cassette with library case and inlay,

full instructions, postage and packing. Order today! Money re-
funded if not delighted!

Send cash, P.0. or cheque to:

FELIX SOFTWARE (DEPT. SP3)
19 Leighton Avenue, Pinner, HAS 3BW

THE TOMB OF

DRAGULA!
8D HORROR apventure came:

For the 16K ZX81 or with colour and sound for the 48K
SPECTRUM, a superb 3D graphics adventure game! Enter
Dracula’s tomb at 30 minutes to sunset . . . wander through the
tomb's pre-mapped 300 vaults in search of the fabled Vampire's
Treasure . . . pick up valuable silver stakes and use them to defend
yourself against the lurking horrors . . . ghouls, zombies, pits of
primaeval slime . . . Saa them all on the computer’'s plan of the tomb .
. . when it will let you! Take a chance on a Mystery Vault . . . if you
dare! And all the time the minutes are ticking by to sunset . . . when
Dracula rises from his coffin and comes after you! Each of the
infinite levels of the tomb has its own 300 vaults . . . go as deep as
you like, the Prince of Darkness will seek you out in his blood-lust!
WARMING: people of an exceptionally nervous disposition
should play this game only during the hours of daylight! Special
facility lets you save a game in progress onto tape so you can
continue it whenever you choose.

For ZX81 with 16K RAM..................cc0veeeene £3.95
For 4BK SPECTRUM ............cccccociniiiiciiiienes £4.95

Price includes ready-to-load cassette with library case and inlay, full

instructions, postage and packing. Order today! Money refunded if
not delighted!

Send cash, P.0. or cheque to:

FELIX SOFTWARE (DEPT. SP3)
19 Leighton Avenue, Pinner, HAS 3BW.
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THE WIZARD'S WARRIORS: A fast moving game
that matches developments in your skill as a player
by becoming increasingly more devious. By offering
to you the full range of options you can choose how
to control your warrior through the maze, A full
implementation of this program enables such features
as a continuous series of sound effects, arcade quality
graphics, double-point scoring, and--for the very
artful --bonus lives.

Spectrum
P E4.95

FORTH: A full implementation. Ideal for writing fast

moving arcade type games, Allows the full colour and Spectrum
sound facilities of the Spectrum to be used. Future 14,95
Microdrive enhancements will be made available.

ADVENTURE ONE:; Features a save game routine as
the pame can take months to complete,
‘a remerkably good version....well worth the money.’
ooinelair User,,,

ZX81 £5.95

Spectrum
£4,95
ZX81£4,.,45

ZX81£5.95

MAZEMAN: A fast action m/c game that reproduces
thie spirit of the original.
‘.05 very accurate and fast.’ ... Which Micro#...
| CHESS 1.4: Ten levels of play with this m/e program.
Good graphic screen display.
‘In a class of it's own.” ... Your Computer...
INVADERS: Very fast m/c action, Ineludes mystery ZX81t4 .45 ;
& chip and increasingly difficult screens. :

: :: 7 MAES AFALLEN, BOW ST, DYFED, SY24 5BA E

24hr Ansaphone 0970 828851




SPECTRUM BOOKS

\ AVAILABLE THROUGH COMPUTER BOOKSHOPS AND W H SMITH

\ 40 BEST MACHINE CODE ROUTINES
bb) FOR THE ZX SPECTRUM £5-95

W oo
T

By Andrew Hewson and John Hardman. This book teaches
the beginner all he needs 1o know in a simple, easy-to-learn
form andits an invaluable refarence work for the expert too!
SECTION A Three chapters explaining what you need to
know about ZB80 machine code on the Spectrum. » How to
load and save machine code. ® How o use the system
variables. ® How memory is organised. » How program lines
} are siored. » How to use the stack, the display, the aftribute
files. ® How to call ROM Routines — where they are and what
they do. ® The structure of Z80 code — plus a valuable glossary. SECTION B: 40
routines including, ® Scroll — up, down, side to side by pixel or by character

# Search and replace, token swap, siring search. & Rotale character, invert
character — honzontally and vertically. # Line renumber — including GOSUBs,
GOTOs, RUN eic.

20 BEST PROGRAMS FOR THE ZX SPECTRUM £5-95

By Andrew Hewson. Program tilles include: MACHINE CODE EDITOR — Write.
modify, extend and load machine code using this all-basic program. Mo need to
use an Assembler when you have this program. INDEX FILE - Leam aboul fixed
length records, save numeric and siring information, add to, sort, modify, delete
and print your records. ldeal as a computer based filing system. DUCKSHOOT —
Learn how o manipulate the attributes file and have fun at the same time.
GRAPHIX — Construct up to 210 graphics characters with the full on-screen
editing facilities, enhance and modify them and recall them later to build a
detailed display (o save on cassette. SFIROMANIA — A program fo strefch your
artistic talents, imagination and ingenuity. Draws a limitless variety of curves and
spirals. Plus: FOOTBALL, DIG]TiéEH. DIARY and many more.

(D Hewson Consultants

Please send me: (lick box)
40 Best Machine Code Routines £5.95

| 20 Best Programmes £5-95
Please debit my Accass/Visa Account Mo

Signature

Mame
Address

Please make cheques/postal orders payable to -
Hewson Consultants. Allow up to 14 days for delivery

@ Post to: Hewson Consultants, 60A St Mary's Street,
Wallingford, Oxon OX10 0EL Tel (0491) 36307 SP7

B SeEstrom i Eenen S

.
=
|
=1
I

ZX81/SPECTRUM
PROGRAM TAPES

Make the most of your computer by hiring from the original
and still the only software library offering all these features:

B Over 900 tapes stocked, offering
more than 120 different programs
from 39 suppliers (all with their
permission)—many of the best
currently advertised, plus some
specially commissioned—and the
range increases each week!

B Arcade, adventure and simulation
games, many business and home
utilities, graphics, education...and so
much more besides

B Descriptive catalogue helps you
make your choice

B Frea quarterly, illustrated maga-
zine includes tips from a professional
programmer, DIY plans, reviews,

letters, discount offers—and our
Top 40 Tapes chart averaged from
thousands of members' scores

B Full-time staff offer you a
friendly, efficient welcome & service
W A fortnight's hire for just £1
+40p p/p—nhire what/when you like
B All tapes guaranteed |oadable

B Help given with loading problems
(azimuth test tape available) and with
markgting members' programs

B You may switch from ZX81 to
Spectrum at any time

B Send SAE for details—or join on
money-back no-risk approval today

W W N N S SN S —
The SINCLAIR OWNERS’

S=L \S=L SOFTWARE LIBRARY
Warren Road, Liss, Hants GU33 7DD.

Please send me on money-back approval my magazine, descriptive library
catalogue and order form, on the understanding that if I'm not delighted with
your service within 28 days you will refund my money in full.

Please enclose chequel P.O. for £8.50 (year's ZX81 membership)/
£9.50 (Spectrum). Overseas £2 axtra in each case.

SPECTRUM COMPILER

For both 16K and 48K

Almost any BASIC program can be speeded up, by
a factor of up to several hundred times. It will
produce machine code which can be located at
any address.

Handles nearly all BASIC commands. Some of the
features unique to this compiler are:

1. MNoise generator (explosions, gunshots)

2. Mini sprite graphics

3. Selected Screen Scrolling

4. Special BEEP commands

5. Special INPUT statement and normal INPUT
statement

6. Fill the screen with current attributes, and
many more, too numerous to mention

All this for only £7.99 both versions

TAPE COPIER
copies any Spectrum tape if you have sufficient
memory for program to be copied £4.00 incl.

We have a number of original machine code
games under development, which will use the full
HI RES graphics and sound facilities of the compil-
er. These will be coming shortly.

Send PO/Cheque payable to:
WYE VALLEY SOFTWARE,
PARTON HOUSE, KINNERSLEY,
HEREFORDSHIRE

inclusive of VAT, postage and packing

(UK. prices only).
Quantities of 50 plus for schools and
computer clubs. prices on application.
Cash with order to: Dept. SP

Guildhall Computer Stationery Limited

The Dril House- Street Road: Gastonbury-Somerset BAB SEF
Telephone: (0458) 34122
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1 PRIMT AT 4,7 "reverszal"
2 PRIWMT AT 2.2;"THE COBJECT OF
THE GAME IS TO FUT THE HMIME

MUMBERS IMTO THE CORRECT @
FOER. YOU DO THIS BY EMTER
IMG THE MUMBER OF MUMBERS 0
J WISH TO REVERSE.A FIG
URE IHM THE TOP RIGHT-HAMD CO

RMER SHOWS THE HUMBER OF GOE
2 YOU""WE HAD. i
2 PRINT AT 18,3 "THE MAMIMUM
MUMBER OF GOES I2 15";AT 1B
s "Press snY kew to ztapt!
4 IF IMEEY®%="" THEW GOTO 4
5 CLS
7 FRIWMT AT 11.11,)"PLEASE WAIT
18 DIM A2
78 FOR F=1 TO 9
86 LET B=INT ¢RMD%9 1+1
28 FOR G=1 TO F-1
1868 IF A(G =B THEM GOTD =28
118 MEXT G
128 LET ACF =B
138 MEKT F
1ad gLs
135 LET &S=@
13& PRIMT AT @.,8;
14@ FOR T=1 TO 3
1560 PRIMT RCT ;" "

160 MEXT T
165 GOsSUB 248
167 PRIMT AT 8.23;"GOES : " 186 PRINT AT 8.30;%

178 INFPUT LI 188 IF S$»15 THEM GOSUB 6800
172 IF U<1 THEM PRIWT AT 1.8;"Y 189 IF 5315 THEM STOP
QU MUST SWOP SOME 3 196 FOR 2Z=1 TO IWT ¢L-2)

174 IF U>2 THEM PRIMT AT 1.8;"T 2068 LET T=A(Z
HERE IS QHLY 2 MUMBERS % 2168 LET ACZ9=A¢1=-2+1 %
176 IF U<l OF >3 THEM GOTD 17@ 220 LET RACU=-2+1 =T
188 PRIMT AT 1.@" 2560 MEXT 7
> 235 GOTO 136
183 LET S=S+l 256 DIM Bl

26@ FOR O=1 TO 9
278 LET BCOQ =0

288 HEXT O
289 LET M=@
298 FOR P=1 TO 9
288 IF RCP I =RCP Y THEM LET M=M+1
318 IF M=% THEHM GOSLUE “@988
228 HEXT P
338 RETLREM
GEBE PREIWMT AT 11.5;: "YOU HAWYE FER
THE COMPUTER scrambles | CHED YOUR LIMIT"

numbers from one to nine and | S@E1E RETLURH

you have 15 attempts in which | 2@66 PRIMT AT 11.5; "COMGERATULATI
to arrange them in numerical order by | grs, YouU DID IT IH ";S:" COE
reversing blocks of numbers. Full o
instructions are included in the

9297 GOTO 16806
program. o (e L {8 | = . "
: =a=9s SAVE "REVERSAL
Reversal was written for the 16K SS9 RLIM

ZX-81 by Timothy England of Work-
sop, Nottinghamshire.
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20

LEVEL physics students should

find useful Lissajous which was

written by Stephen Keevil of
Dulwich, London for the 16K Spec-
trum.

The program is designed to draw
graphs representing the mathematical
relationship existing between pairs of
sinusoidal waveforms. It is self-explana-
tory and contains a simplified explana-
tion of the principles involved. Keevil
adds that good examples of Lissajous
figures will be obtained with a frequen-
cy of 1:1 and various values of phase
angle.

"4

AANGRE
PR Sk
s
L e s

T

F1

5[]

v

encies of H-zignal to Y-zianal.

ress ENTER:s enter the s=econd num
ber and Press ENTER a2sin. B
oth values should be whole numb
ers. "ixiy

tudezs of ¥-signal to Y-sienal

1
1y
4]

PI),88+b¥4RXSIN (uX¥n-128¥FI+Ph)
3@ NEKT n
48 GO TO 12

ieee CLs

1188 PRINT " When the diaplace

ments with time due to two ain
ugoidal Progrezsive waves ar

e

certain rathematical figures

’

re created If the freduencies o

f

onship to each other. The si
tuation iz comPlicated if the w
aves are out of step, We say t
here iz a FPHASE DIFFERENCE bet
ween them, If the waves have o
ifferent AMPLITUDES (heights

3

ched in one direction or the ot

he
11

1208 PRINT "Press any key to con

ti

1258 PRUSE B

12

13
=1F)
t
ud
"
5
13
14
i
14

13

1 PAFER 1' BORDER 4: [HK &

2 BREM "liszsalous"

3 PRIWNT "Lizsalous figures."
4 FPRINT "DeveloPed and writte
by StePhen F. Keswil

3 FRINT
& PRINT "Do gou reduire an ex
anation of this Prosram (u.-n)7

7 PAUSE B
8 IF IMKEY®="w" THEM GD TO 1@

S IF INKEY®&="n" THEM GO TO 1B
1@ CLE * BORDER 1

12 INPUT "Enter the Phase ansl
in desrees and Press EMTER. "

13 LET Ph=pP-1B@¥PI
14 INPUT "Enter ratic of fredu

Just enter the first number, P

16 INPUT "Enter ratioc of ampli

n the samewsy. Neither wvalue m
be areater than two. "

b

1?7 CLS

18 FOR m=! TO 25%

20 PLOT 1Z27+3%40%SIN ¢xkn-128%

Plotted ag9ainst esch cther,
known as LISSAJOUS FIGURES, a

the waves bear 32 simPle relati

then the fisure will be atret

"

58 PRIMT
nue"
7o CES

BB PRINT "Usina thiz Program 9

can wars the Phaze angle and
he frequency and amPlit
e ratics, and have the compute
draw the aPpraprizte Lizsaljou
fioupe, "

58 PRINT

@83 PRINT "Press any kew to bed
S8 PAUSE 4

R GO TO 16
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LETTER FREQUENCY

in a language can be useful for

many reasons, from code-break-
ing to the study of linguistics. Andy
Munro has written Letter Frequency
for the 16K ZX-81 which will draw a
bar chart to show the frequency of
letters in any word or sentence which is
entered.

The scale of the chart will be altered
automatically from 1:1 to 1:2, 1:5 or
1:10 to prevent the most frequently-
occurring letter from going off the
screen.

F INDING the frequency of letters

1 REM "“WORDS" 136 LET D%H="2"
2 LET Z=a 148 PRINT AT 2.4;"ENTER WORDS"
3 GOSUE 135 158 IHPUT S%
4 LET G=8 175 FOR ¥=1 TO (LEMN S%)
5 FRST 188 IF CODE S#<¥ <63 OR CODE S%
6 LET ==1 (¥)>38 OR CODE S#¢¥)=@ THEH RETL
18 FOR ==@ TO 28 STEF 2 EH
28 PRINT AT ¥.,8;"(at )" 185 PRIMT AT 3,CLEN SH+5);"7"
25 PRINT AT ¥.31:'cag)" 186 GOTO 140
38 NHEXT X 208 FOR ®=19 TO 5 STEP =1
48 FOR ¥=1 TO 21 STEP 2 218 PRINT AT X, 3;"Ci=p "
S8 PRINT AT ¥, 8;"Cgu ) 215 PRINT AT X.ZiD%
55 PRINT AT X,31;"Cgg)" 216 IF CODE D®>»=165 THEW LET D%
68 HEXT X =CHRS (CCODE DSi-18)
78 FOR =8 TO 3@ STEP 2 217 LET D¥=CHRS$ ({CODE D% +1>
88 PRINT AT @, ;" 992" 220 MEXT %
9@ PRIMT AT 21,%:"Cau)" 221 FOR ¥=5 To 5
35 MEAT % 222 PRINT AT X.1;"1"
1@ FOR ¥=1 TO 31 STEP 2 223 NEXT %
118 PRINT AT @,K;"cat)" 230 FOR ¥=4 TO 28
128 PRINT AT 21.H:"{at)" 248 PRINT AT 19.¥;"cisp)"
125 HEAT X 241 LET FE=CHRS ¢ ¢CODE FEI+1)
138 GOTO 26@ 242 PRIMT AT 28, %;CHRE ¢(CODE F3
135 LET F&="9" ]

258 NEXT ¥
260 FOR Y=38 TO 63

262 LET Z=8

265 FOR ¥=1 TO ¢<LEN &%)

278 LET C=CY-38)+4

26 IF C<8 THEH HEXT %

298 IF CODE S$CxX)=Y THEN LET 2=

NEKT =
5 IF 226G THEW LET G=2
IF G>14 AHD G{=28 THEWN LET

: IF G>28 AHD G<=146 THEM LET

IF G>»140 AMD G<=228 THEH LE
=18
FOR Fmd 18—¢ IMT €253 TO 1

PRIMT AT F.G;¥C 2"

NEMT F

HEXT

PRINT AT 2,17:;"SCALE IS 11"

SLO

played on the left-hand side of the
machine and a ball is bowled
automatically from the right. Move the
ball up and down with the normal

SF.VF.RAI- SKITTLES are dis-

LING

cursor keys to knock down as many
skittles as possible.

Bowling was written for the 1K ZX-
81 by Brian Skitt of Willenhall, West
Midlands.

REM "BOWLING"BY BRIAH SKITT
CLS
PRINT AT @,@5"C11%9akbowlin
ot 14¥aa "

& PRINT AT 14.8;"(32%9a "

7 FOR I=68 TO 1B

8 FRIHNT AT I.&:"<gal"

S MEXT 1

18 PRINT AT 18,0;"(32%a "

i1 PRINT AT 1,1;"¢31%kik>" ;AT 1
A,11"C3A1RiA "

i2 FOR I=1 TO 13

13 PRINT AT I.1;"Ci%>"

14 MEXT I

15 PRINT AT 15,1;"C31%i%>";AT
17, 1;"C3Lki% 2"
16 PRINT AT 1&8.,1;" ";AT 16,31,

2
3
2

17 LET T=0

18 LET A=7

19 PRINT AT 4,5:"(isp)"

28 PRINT AT 5,5;"(sp:isp )"

30 PRINT AT 6,5;"Cisp P isp )"

49 PRINT AT 7,5;"CsP'isP 2P :is
P” :

58 PRINT AT 8,5;"CisP:sp:isp 2"

€8 PRINT AT 9.5;"(sp:isp 2"

£ -

78 PRINT AT 18,5:"Cizp "

B8 FOR I=@ TO 4

98 FOR 0=25 TO 4 STEP -1

95 LET A=A+( INKEY$="6" »-( INKEY
=17 )

188 PRINT AT A,0,"0"

181 PRINT AT A,O;" "

118 MEXT O

115 LET T=T+1

116 PRINT AT 16,7 "BALLE=":T

138 HEXT 1

135 CLS

148 PRINT AT B,6;"¢32%53 3" ;AT 5
PP e T B

158 FOR 1=0 TO 5

160 PRIMT AT I1.8;"¢2a>";AT I.31
PG

178 MEMT 1

188 PRINT AT 3,3:" ANOTHER
GOT YsH"

198 FRAUSE SE4

280 IF INKEYS="H'" THEM GOTO 388
218 IF INKEYS="Y" THEM RUM

300 CLS

318 PRINT "THANK ¥OU FOR PLAYIH
Gl
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GRUMPHERS

F I NHE OBJECT of Grumphers
is to capture the grumphers by
moving your figure on top of

them with the usual cursor keys. As you
move you leave a trail which you must
not cross. Unless you move carefully
you will soon find your way blocked at
all turns.

If you find yourself trapped, use the
‘I’ key to jump to a random position on
the screen. The game ends when you
cross, or land on your own trail.

The program was written by John
Litherland of Manchester for the 16K
Spectrum.

2 FOR x=8@ TOQ 7F: READ bh: POKE 7: PRINT AT rl,rc;"¥": LET tt=5
USSR "a'+x,b: MNEXT =x o6& RETURN
3_‘!:'9}? =2 TO 7 RERD b: POKE 1288 IF s:>hs THEN LET hs=s
U3R "b7+x,b: MNEXT X 12@S FOR x=3@ TO @ STEP -1: BEEP
4 FOR x=8 TO 7: READ b: POKE A5 ,x: NEXT x
LUsSR C4+x ;b: MNEXT x 1212 PRINT "END OF GRAME"™
S FOR X=@ TO 7: READ b: POKE i@3@ PRINT "ANOTHER GAME 72V

USR "“d'+X.b: HNEXT INPUT a%
& PRPER @: BORDER 2: INK 7: C 1858 IF ag="uy" THEN CLS : GO TOD

.)4
[
)
B
2]

Lél T s@
i@ s =@ 1@55 REM

8@ LET s=0 e L 1968 STOP

9@ PRINT PAPER 2;RAT @,@;" 20@0@ LET L=INT (RND*2@) +1
1@@ LET L=11: LET c=16 iy o=tB el A e
ias &80 SUE o206 Zpe@ DATA BIN PRRlieee
1l@ LET x=i: LET Yy=c 3@@l DRTAH EBIN @@lliia|
115 INK 7 3@@a2 DRTA EBIN

12@ PRINT PRPER 2;A8T @.@; "SCORE 383 CATA BIN

=
'125 PRINT PRPER 2; AT &,17; "HIGH

e@lriii1i@
2igliele
R 3g@4 DATA BIN @111111@
I 3@@sS DRTA BIN ©81111111
EEEREETESEL e Sees DHTE E}ﬁ giéilii@
g =L: ¢ = I@aa7 DAT iai
2@@ LET c=c+ (INKEY$="8" AND C<3 33?5 DETE BIN @a@agégg
1) - (INKEV§="5" AND c» @) 2912 DATA BIN @@iiiiend
219 LET I.-—‘E-I-‘I.INHEYﬁ— E" RAND L+<2 3@13 DATA BIN 211111108
1) —(INKEYS$="7 QHP >12 53014 DATA BIN @l111lee@
258 IF INHEYs- ' THEN GO SUB 2 Z@15 DATHA BIN 1111800
aga 3016 DRATR BIN @111111@
38@ IF SCREENS$ (L,c)="%" THEN G =@17 DATA BIN @2R1111@e@
O TO 1@@@ 3013 DATA BIN QPRRA2a@
385 INR 3@21 DATA BIN eRBiig@d
392 F‘FQIHT AT x,49; """ 322 ORTA BIN @2allddad
S92 IF L=l BND c=rc THEN LET = 3553 DATRE BIN 111711313
=s+tt: BEEP .5,2@: GO TO i1@S @24 DARTA BIN @@lillied
395 INK B ; IB2S LATA BIN a@lililad
4@@ PRINT AT t,c; "#/" @26 DATA BIN 02128188
4l1@ IF Lix>uy DR cCc+>v THEN BEEF . @27 DATA BIN a1 1@n
as, -2@ Z@28 DATA BIN @@l@eled
S@e GO TO 11@ @21 DATHE BIN Bibe@mle
B8@@ LET ri=INT [(RNDx20) +1 832 DATHE BIN Billp@li@d
818 LET rc=INT (RND*31) 3833 DRATHE BIN B8111111@
82@ LET z=INT (RNDz#11) 2834 DATHR BIN 2i1l@ilil@ild
83@ IF z»=@ AND z<2 THEN INK 4: @35 DoTa BIN 6111111@
PRINT AT rl.rc;"R": LET t1=15 SI036 DRETA BIN G@lllied
B4@ IF z:>=2 AND Z B THEN INK £ ZE57 DATA BIN Q001lo2@
PRINT AT rl,rc;“E": LET tt=i@ IP38 DATHA BIN ecliead

85@ IF z:=6 AND zZ¢=11 THEN INK

22 SINCLAIR PROGRAMS July 18583



OU ARE TRAFPPED in the
fathomless complexities of an
underground cavern whose in-
testinal windings contain enormous
golden nuggets and a mythology of
fabulous beasts. Your aim is to collect as
many points as possible by collecting
gold and killing phantoms (inverse P),

.

dragons (inverse D) and ogres (inverse
0). Your remaining strength is dis-
played and can be boosted by the con-
sumption of food pellets (inverse F).
Different caverns can be reached by
passing through the exits (inverse X).
A running score and high score are
displayed and your man is moved with

keys 5 to 8. The Japanese author of the
program, Ysichiro Idori of Purley, Sur-
rey, reports his best score as 2,360 but
says encouragingly:-“‘I wish you will get
higher mark."”

In our listing, lower-case letters in
brackets are graphics instructions (16K
ZX-81).

2 LET Bfm=""

S LET H=8

7 GOSUB &88

18 DIM A%CSD

15 LET A% 1X)="(inverse £)"
16 LET AR 2)="{inverse F)"
17 LET ASC3)="¢ inverze 0"
18 LET A% 4 )="{ inwerse P2"
19 LET R®(S)="{inverse D"

28 LET T=1

38 LET S=8

48 LET A=18

45 CLS

5@ LET

55 LET
@508

&8 FAST

65 FOR ¥=1 TO 8

7@ LET C=INT (RHD¥14 2+1

75 LET D=INT {RHD¥25>

88 FOR M=C TO (C+INT <(RMDk4 243
2

af PRINT AT H.D:"(zix inverse
spaces )"

188 IF HOT INT (RMDEC4-CTHIIKED
3 THENM PRINT AT ¥.D+INT (RHD®S5):
AEC INT ¢ RHDEC 2+ 53000 3+ T=2 2+( 5
21888 33+1 32

118 MHE¥T X

128 MEXT ¥

136 PRINT AT 1.RHDE3IE;"(inverse

H:I“

148 PRINT AT 18.:5;"Ctyenty
rsc sPaces)"

158 SLOW

168 PRIMT AT R.B:

B=15
ST=-TH16+518+IHT (S5-128

inve

LET L=PEEK (PEEK 16398+236%
16389

IF L<>1A9 AND L<>1868 AMD L<
THEN GOTQ 2358

178
PEEK

198
»181
280 LET ST=ST=INT (RHDXZ08>-1808
B+<L=188>¥1088+( =131 247060

285 PRINT AT 8,18;35T

218 IF CODE INKEY®>»=33 AND CODE

INKEY%<=36 THEN GOTO 326

228 IF INT (RHND¥CS+(T-2>2)=a TH
EN GOTD 24@

225 IF ST<R THEH GDTO 480

238 GOTO 288

240 LET S=CS+< T#{300-(L=130 %460
—{L=181 208>

2568 IF L=171 THEN LET ST=ST+INT
¢ RHD# 18 3+58

2668 IF L=148 AND
EH LET ST=ST-28
278 IF L=148 THEMN LET S=S+INT ¢
RHDES 221G

INT CRHDXZ2)» TH

288 IF L<>18S THEN GOTO 256
282 LET T=T+1

284 GOTO 48

298 IF L=CODE "" THEN LET ST=S5T
=1a

295 PRINT AT @,8;5:TAB 18;:5T:"

";TAE 135 H;B%;AT A.B:"0O"

368 LET ST=5T-1

318 IF ST<8 THEW GOTO 468

315 IF CODE IMKEYS>36 OR CODE I
NKEY$<32 THEN GDTO 1&8

317 PRINT RT A.B:"(inwverse sPac
e )"

328 LET B=( IMKEY&="8" =( THKEY®=
St +B

338 LET A=A+( INKEY®="&" )= INKEY
=)

758 GOTO 168

488 CLS

418 PRINT AT 18.,2;"Y0OU RRE DERD
SCORE" ;S

436 IF S<H THEW GOTO 424

448 PRINT "¥0OU MAMAGED THE HIGH
SCORE"
458 PRINT
ME"
4355
458
478
488
4948
=L
56
518
a
528

"PLEARSE IMNPUT YOUR MA

PRINT "JUST 5
LET H=5

INFUT B%
PRINT B#;:" HIGH:";H

PRIMT " TO CONTINUE PRESS"™

LETTERS"

PAUSE 3E3
IF IMKEYS<>"S" THEW GOTO 58

GOTO 18

&@8 FRINT AT &.8:"CAYE FIGHTER"

E18 FRINT AT 9,5:"(inwercses Fi=fR

000 < inveree £3=G0L0 CAND TRAP2
Cinverse 0X=0RE: { inverze Fi=

PHAMTOM : € inwerse DI=DRAGON"

&28 FREIWMT AT 12.5:" T MOVE:USE

KEY 5 TO 8"

6326 FRIMT AT 14.5:"PRPESS

TO START"

635 FAUSE 4E4

648 IF IHKEY4<»"S" THEM GOTO &2

5

658 RETURM

AR
>
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OVE IT is another round in
the continuing battle between
you and the ghosts which

haunt your Spectrum. The ghost chases
you round the screen and you score by
tricking it into crashing into the blobs.
If the ghost catches you it will eat you
and if you run into a blob you will be
SPLATTED.

The program was written by R Wile-
man of Emsworth, Hampshire.

~ MOVE IT!

1 PAPER 7: CLE GO SUB cpaa:
G0 SUB So9a8
2 CLs ¢ GO TO 5@
5 LET s=0: LET k=15: LET 1=13
+ LET J=1: LET h=28
12 FOR a=8 TO 31: PRINT AT @.a
"R PRINT AT 21, a)"%": HNEXT a
2@ FOR a=8 TQ 21: PRINT AT a.@
JUE": PRINT AT 8,31, "%": HEMT a

3@ PEINT AT 1.,1:"x"

48 GO TO 94

5@ FOR n=2 TO 9-1

55 LET w=INT (RNDX19)+1:
=INT (RHNDXZ2S 3+1

6@ PRINT IMK 1

LET =&

PAPER &:AT w.e

I " HH "

£S5 PRIMNT INK 1; PRAPER G AT i+l
25 "AR"

7@ MNEXT n

g8 GO TO 5

98 PRINT AT k.1:"C"

188 PRINT AT IHT J,.INT Wi "« L
ET Jmj+ B¥( jk =~ SKC Ik LET k=
ht. 8% <1 3=, 5¥C1<h>: IF ATTR <IN

T J.INT k=49 THEWM LET ==s+1
181 IF SCREEN® (INT .J.INT h)="k
" THEN GO SUB 1208

185 PRINT INK 25 PAPER 7PiAT INT

J4INT hi"B"
118 IF ATTRE <k.13=%8 THEM GO TO
26088

i45 PRINT AT k., 1:" "

158 LET 1=1=-(PEEK 23%568=119 (R
PEEK 23568=87 )+(PEEK 23568=1@1 0
E PEEK 23568=55)

16@ LET k=k+(PEEK 23568=187 OR
PEEK 2356@=75~(PEEK 23568=111 0O

R PEEK 23568=79)
165 IF INKEYS="h" OR INKEYS$="H"
THEN PALSE @
170 IF SCREEME ¢k, 1)="%" THEM G
0 SUB 1888
196 IF ATTR Ck.1=45 THEM GO TO
1588
185 PRIWT AT B.8;=2
198 IF ==9%4-2 THEN GO TO 3088
208 GO TO 98
1868 IF k=8 THEN LET k=1
1818 IF k=21 THEM LET k=2@
128 IF 1=0 THEW LET 1=i
183@ IF 1=31 THEM LET 1=39
1858 RETURMN
1208 IF IHT J=@ OF IMNT .J<8 THEM
LET J=1
121@ IF INT J=21 THEM LET J=82
1222 IF INT h=B OR IHT h<B® THEM
LET h=1
123@ IF INT h=31 THEMW LET h=38
1248 RETURM
1508 CLS
1585 RERD a
1512 BEEF .5.a
1528 DATA 6.9,3,2.5,7.6.,5,4,9,1,
a

1548 IF a=8 THEM RESTORE a:@ GO T
0 15648

1558 GO TO 1585

1568 PRINT : PRINT PRINT "YOU

CRASHED"*" MITH A SCORE OF "i=

1578 INPUT " Another Qame T":9%
1588 IF a%="4" OR q%="%" THEM GO
TO 1

1995 STOP

2808 CLS « PRINT " IT GOT

¥OoU "t PRINT : PRINT " voUR
SCORE IS "ia

2828 INPUT "Another fame T ";q9%
2838 IF q%="y" OR q&="%" THEN GO
TO 1

2508 STOP

2088 FOR n=8 TO 38

3818 FOR ==B TO 5@

EXT =

3028 PRINT FLASH 1;AT 18.12:"Y0OU
HDN n

3198 LET a=INT CRHD¥?)+1

3118 FAPER a

3128 HEXT n

3138 IHPUT " Another @ame T

BEEF .B1.Z: N

"iqE

3140 IF qfi="u" OR 93="Y" THEMW G0
T0 1

2156 STOP

4018 PAUSE 184

TR88 CLS : PRIMT "iMkkklatcm-sns i
VE Tk

5818 PRINT PRINT "In thiz Same
wou have to make the ohost ea
t the blobs."’"But if the Shost

catches gou it will eat sou and
if 9ou run intothe blobs wou wil
1 be SPLATTED."

5828 PRIMT PRIMT "You look 1ik
e thi= B
Sa3@ PRINT : PRIMT "The Shost 1o
oke like this "; IMK 2;:"B"
5@48 PRINT : PRINT "The blobs lo
ok like this AR

AR"
SA5@8 PRINT  PRINT "Te move use
kews ="
S@55 PRINT ¢+ PRINT "w to move le
Flt:l

5868 PRINT "# to move right"
S@6T PRINT "o to mowve up"

ER67 PRINT "k to mowve down"

SBE8 PRIMNT "h to hold Cany key t
o cont )" i

5878 INPUT "How many blobs 7";4
6208 POKE USR "a",BIN 11111111
£01@ POKE USR "a"+1,BIN 1PP0BRE1
6B22 POKE USR "a"+2,BIW 11111111
6832 POKE USR "s"+3,BIN 10PP00Q1
6842 POKE USR "a"+4,BIN 11111411
6058 POKE USR "x"+5,B8IN 12002001
6@6@8 POKE USR "a"+&£,BIN 11111111
6082 POKE USR "kb"., BIH

€898 POKE USR "b"+1{.BINM 81111100
7808 POKE USE "b"+2.BIN liRi0118
7818 POKE USE "b"+2,BIN 11111110
728 POKE USE "b"+4,BIN 11111118
723@ POKE USR "b"+5.BIN 1111188
7848 POKE USR "b"+6,BIN 81012108
7R6@ POKE USE "c", BRIN

7E78 POKE USE "="+1.BIN 2001206
7088 POKE USR "="+2.BIH 6811108
7B58 POKE USR "="+3,BIN 1810181
B@B@ POKE USR "c"+4,BIN 10280881
8A18 POKE USR "c"+5.BIN BPB12RR8
8828 POKE USR "="+6.BIN PoRieeq
8838 POKE USR "c"+7,BIN 8111110
BRSA RETURM

24
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FORMULE

1 PRINT AT @,11;"FORMULAE"
3 PRINT AT 5.8 "FRESS HEMWLIME

TO START PROGRAM"

4 PRUSE 4E4

6 CLS

16 LET Ag="FORMLULA" C

12 FOR ¥=8 TD 14 STEP 7

14 FOR Y=1 TO 7 /

16 FOR 2=7+ABS <4-Y> TO 13-ABS
¢ 4=4) d 1%1

18 PRINT AT Z,M+Y+4) ACY )

28 MEXT Z ‘ o

22 MEXT ¥ @

24 MEXT % @O

26 FRINT AT 18,12 "formula"

48 PRAUSE 158

43 CLB i)

45 PRINT AT 18,8 "THIS PROGRAM e
WILL TEST YOU ON" AT 12,8 "FORM A &)

ULAE OF COMPOUMDS WHOSE":RT 14.8@ W
s "MAMES ARE IM TWO PARTS"

46 PRINT AT 18,0 "PRESS MEWLIN L)

E TO CONTINUE! _

50 PAUSE 4E4 -

55 CLS = %

60 LET A$="1- LEAD 2- - o, z :
ZINC 3= SODIUM 4- &
CARBOM 5- SILICOH E- ek i
SILVER 7- CALCIUM a- =
LITHIUM 9~ BARILUM 18- =
COPPER 11-IRDNCZ ) 12-

IROHC 33 13-AMMONT LM 14-
POTASSIUM 15-ALUMIMIUM 16= z I
CHROMI UM 17-MAGNES I LIM ! = i e

&5 PRINT A8 & ﬂ

7@ PRINT AT 15,@;"SELECT THE F i z
IRST HALF OF YOUR":AT 16,@;"COMP t
OUNDE HAME FROM THIS LIST.":AT 1 ’.:1 5, =
7.,@;"TYPE IM ITS MUMBER.PRESS HE = 2 =
WLIME" 3 i

75 INFUT N

8@ CLS 2 :

B1 LET H=4 4 = :

BLALETHed B\ G = z

82 1F H<3 THEM LET H=7 { i = =

B3 IF W>1Z THEN LET H=2 i =

85 LET B%=" PBE 2N MA ©C 51 AG o =
CA LI BA CU FE FEMH4 K AL CR MG : = 24

98 LET CE="22144121222311332" H

108 LET J¥="1- CHLORIDE 2= 2
BROMIDE S~ HYDROXIDE 4- =
MITRATE 5- SULFPHATE &- ==
SULFHITE 7- CARBOMATE 5 o
FHOSPHATE 9- TODIDE 18— .‘?-’f
SULPHIDE 11-FLUODRIDE 12=
PHOSPHIDE 3-0XIDE 14—

-, - ~— A Ly
AVID HUGHES of Tunbridge

Wells, Kent found, when he

was teaching chemistry, that
pupils were having problems with For- ol
mulae. So he used his 16K ZX-81 to ]
write a program which could be used to
test anyone’s knowledge of chemical 2+ O :I
notation. @ o '

The program contains full instruc- o

tions and works on a 16K ZX-81. When _ b - Ay
you are asked for the response ‘Yes’ or o ===
‘No’, enter either *Y" or ‘N’ rather than =

the full word.
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MITRIDE It

183 LET Z=1

186 IF HN=4 OR HN=14 THEN LET Z=8

187 IF M=13 THEN LET Z=2

118 PRINT J&

128 PRINT AT 15.8:"SELECT THE S
ECOND HALF OF YOUR":AT 16,8;"COM
FOUNDS NAME FROM THIS LIST.":AT
17.,8:"TYPE IM ITS HNUMBER.FRESS M

ORMULA IS ";L%

245 IF N=13 AHD VAL RS(P)>1 THE
N GOTO 278

258 IF L$=B%C3IkMN-Z TO IkMI+GEH+S
E+KH( 3KP-2 TO 3I¥P-E )+TH+FE THEM
GOTO 338

26@ GOTO 288

278 IF LE="(HNH4 )" +RH P J+KEC 3kF-
2 TO 3%P-E> THEW GOTO 33\

EWLINE" 288 PRINT AT 12.,8;"S0RRY. WRONG
138 INPUT P ANSWER. DO YOU LWANT" AT 13.8;"A
148 LET K$="CL BR OH HUQSD4SDSP NOTHER TRY? YES~NO IF “"NO""I";RA

O3PG4I S F P 0O N T 14,8; "WILL TELL YQOU THE CORREC
158 LET R!=“11112223121323” T ANSWER"
i7@ LET E=& 298 INPUT Ms
18@ IF P<4 THEW LET E=1 292 IF Me="%¥" THEM GOTO 234
185 IF P>8 THEM LET E=2 233 IF M&i="N" THEM COTOD 348
128 LET Ss="" 294 STOP
195 LET Ta="" 299 CLS
208 IF P>2 AND P<9 AND VAL CHCM 388 PRINT AT &8.8:"THERE IS MO S

2>1 RAMD CHCHY<RECP> THEMW LET S%
:w"( L
216 IF S¥="(" THEN LET T&="3"
215 LET FS=C®(N>
216 LET GY=RaCP)

LICH COMPOLIND"

31e GOTO 35

338 PRINT AT 12,8,
L DOHE"

335 GOTO 350

"CORRECT. WEL

217 IF CH(HI=R®(F) DR VAL C®CND 348 PRIMT AT 18.4;"THE CORECT A
=1 THEMW LET Fg="" NEWER IS ";

218 IF CH#(H>)=R®(P) OF YAL RSP 342 IF H=13 AMD VAL RECPI>1 THE
=1 THEM LET G$="" N PRINT "“CMNH4 3" ;R$CP ) KEC3RP=2 T
225 IF H=13 AHD P>11 THEM GOTO 0 3%P2
235 344 IF (N=13 AND VAL RECPI=1) 0
228 IF M>3 AND N<E AMD P>2 AND R HC>12 THEN PRINT BS(3%N-Z TO 3
P<8 THEM GOTO 293 #H 3G 5% KE(3XP-2 TO 3%F=E); TH;

228 IF VAL CH{HI=4 AND YAL RECP
=2 THEW LET F#="2"

232 IF VAL CHCMI=4 AND VAL R%CP
J=2 THEM LET Gge="v

234 CLE

248 PRINT AT 2,0; "WHAT IS THE F

ORMULA OF ";AT 4.0;A%16%N-12 TO 3380 IF Ws="H" THEN PRINT AT 11i.
164N=H; ISC {E¥P-12 TO 18¥P-22;" 18 "GOODBYE"

rdl 18686 STOP
241 IHPUT L% 1188 SAVE "FORMULAe"
242 PRINT AT 7.@;"1 THINK THE F 12868 GOTO 1 3

F

350 PRINT AT 28,8;"D0 YOU WISH
TO COMTIHUET YES~<NHO?"

368 INPUT WS

265 CLS

37e IF We="Y" THEM GOTO &4

AN SHELLEY of Beaminster,
Dorset has written a simple mem- 18 DIM RC120
ory-testing program for use on the 14 LET E=3
1K ZX-81. In Repetition a number 20 LET Z=1
will be displayed on the screen and will 38 FOR M=Z TO VAL "12"
then disappear. Type that number, 43 CLS
Another number will be displayed and 39 LET ACHI=INT (RMHDEVAL "18" 3
vanish. Type the first number and then 42 PRINT HACHY
the second. That will continue for 12 68 FOR Y=Z TO YAL "?5"
numbers. Can you remember them all? 66 MEXT ¥
r8 SCROLL
8a FOR X=2Z TO MW
98 PRIMT AT E.E;"EMTER NUMBER"
; 168 IMPUT B
< -/~ 168 PRINT AT WAL "6",E+¥;B
A 189 PRIMT AT WAL "B",E+¥:ACH>
iy 128 IF ACKXI<>B THEN GOTO VAL "1
EBII
Ir"" 138 MEXT =
it ;‘j%ag, \ 135 IF M=WAL "12" THEM GOTO VAL
Ji) % e {" 2 1] S
’ \ f‘x&‘ﬂ i }'3 148 P‘HI{JEI .HT E,E;"CORRECT.MNOW "
N / 1 iN+Z3 " !
Lr w fl‘; 144 FOR C=2 TO VAL "75"
o W 2/l 148 MEXT C
AN 4 i 150 MEXT M
/;* i 155 FRINT AT E.E;"WELL DOME.MAX
t SCORE OF 12"
£ 7 7 156 STOP
; 168 PRINT AT E.E."YOU FAIL OM "
e ¢ = 7] iMs " HOS"
%4 176 STOP



APWORK is an educational

game written by Duncan
Anderson of Bishops Frome,
Worcester for the Spectrum. A map of
England, Scotland and Wales is first
drawn and you are asked which game

you would like to play.

Game one names a town and then

asks you to position the cross over that

town by using the cursor keys. When
the cross is in place, press 0 and your
answer will be graded out of 10.

Game two reverses the procedure.
The computer circles a town and you
are asked to name it. The program has a
vocabulary of 35 towns and there is a
safeguard in it to prevent the same town
being used more than once in each
round.

ia 2 BHORDER @: PAPER @:

3 PRINT AT 18,8,

1i"PLEARSE WAIT"

4 LET o=1,2

5 LET e=0: LET w=18' LET r=8

18 LET 1%="212911921222226=291
2912912523414936124039212r92113
1191839152321 2424949 1934339212
12291212341424944"

11 LET 1$=1%+"98292949424449269
211192623w34us4229279 1693492334
29491921432e21922122136242233913
q2198194294929391 1332932582 "

12 LET 1#=13+"1392e919194194u2
wZZwZew2192wdwluwZewzuze 19294w29 1
wiwl w32eewdwZudewdu2ewli 291923021
q2ZewlwdeydwlwiewduwIwsSen22e "

13 LET 1%=1%+"1234112291211492w
SwrewlludllSuded ] w2de31e25w 13wl
WIWEIWBle222raq 1"

INK 9: C

INK & FLASH

14 LET 1%=1%+"q919219193emw32u1
wWwandewIuwl 2wdwin2iwdyilu2ewl 2wdul 2
wIZewEwbEZ2ewd 1 wIwlwiwsudwdwziaze
w24r123r19291926129349 1232143949
69291192939 1ew2wd ludeq 19294914919

4959432 1wz

28 LET a=1@

25 PLOT 1%@.2

3@ LET n=1

3% IF n»=LEN 1% THEM GO TO 1i8@

48 LET x=VAL 1%{n> IF x=18 TH
EH LET w=—={WAL 1M{n+13>: LET n=n
+1

38 LET n=n+l: LET w=VAL 1%{ni:

IF =18 THEM LET w==CVAL 13¢n+1

ao LET n=nl
68 LET n=n+l' DRAW oXx,o¥d:' GO
TH 35
188 RESTORE : DIM cHC4@,120: DI
M cid48,23: FOR n=1 TO 35: READ c
BN 99w LET clns 1 2=130+0%99

LET cCn.2d=2+a¥uw: HEXT n

138 DATA "LOMDOH",59.22, "SOUTHA
MPTON" .45, 13, "EXETER" , 23, 18, "BR1
STOL" ., 34,23, "CARDIFF" . 26,23, "BIR
MINGHAM" , 41,39, "LIVERPOOL" .38, 36
» "MANCHESTER" , 39, 36, "SHEFFIELD",
47,55

148 DATA "LEEDS".4&,62, "YORK",S
1,65, "NEWCASTLE" ; 46,82, "EDINBURG
H" 34,98, "GLASGOW" , 22, 94, "NORWIC

H".73,41, "TRURD", 9,5, "PORTSMOUTH
51,11, "HULL", 54,56, "CARLISLE",
31.88

150 DATA "PETERHEAD".47.121,"SW
BMSER", 28, 25, "CANTERBLRY", 72, 14,
"TORGUAY™ ., 23,6, "LINCOLN", 57,52, "
HEREFORD" , 31,33, "OXFORD" , 5@, 26, "
WINCHESTER", 47,16, "DUNDEE" , 34, 1@
7

168 DATA "HOLYHERD", 17,53, "LUTOD
N".59.21, "ABERDEEN", 44, 113, "GRIM
SEY", 62,57, "CAERNARVON" , 28,51, "S
OUTHEND", 78, 24, "FORT WILLIAM",17
,116

18@ BEEP .1,18: PRINT AT 18.8;"
GAME 1 OR 2 7": INRPUT "»> "; LIMW
E u%: IF 9%S="2" THEM GO TO 588

198 IF #%<{>"1" THEMW GO TO 188

200 DIM 435>

281 LET ac=@

205 FOR e=1 TO i@

218 LET r=INT (RND*33)+11
r3 THEN GO TO 218

220 LET cdlri=1: LET p¥=c®(r>: L
ET xx=cir,1)' LET wy=scip,23>

238 PRINT AT 9,6 "FIND It
AT 19,8up%;" ";AT 11.8:"

IF (¢

235 LET w=140: LET u=7@

250 LET xmx+2%C INKEY®="8" AND
{252 -2%C¢ INKEY®="5" AND =x>14@):
LET umy+2%( INKEY®="7" AND 9<172>
=2¥C IMNKEY®="E" AND w>3>: GO SUB
1884 PRAUSE @@ GO SUB 1008

268 IF INKEY®{>"®" THEN GO TO 2
5a

270 FOR n=28 TO 4@' BEEP .086,n
+ NEKT n

288 LET xd=ABS xx=x)!
BS (yy-u)1 LET od=SOR {xcd¥d+ydiy
d>: LET d=INT ((20-d»*1.92 LET
d=(d AND d>@3+(@ AND d<@): FRINT

AT S.8." "JAT 16.@id;) "~
i@ FOR ";AT 11.8; "RCCURA
cY "+ BEEP l.d! LET scwmac+d

298 CIRCLE OVER 1; IHK 6ixx.4wy,
2: CIRCLE OVER 11 INK &imm,uwy,5S
BEEP 1.d' PRINT AT 9.8;"FRESS A
N "JAT 10.8;"KEY TO "AT
11,8 "COMTIHUE ": PAUSE 1: PRAU
SE @: CIRCLE OVER 1)xx.,¥w,2: CIR
CLE OVER 1ixx,99.5
368 NEMT c: FOR vw=@ TO 3
=30 TO 4@+ BEEP .81.m: MHEXT m*r M
EXT m: PRINT AT S,8;"YOU SCORED
";AT 18,85sc)"-1008 "IA
T 11.8;"PRESS RAMNY KEY "JAT 12,8,
"TO PLAY AGARIN": BEEP .4.18' PRU
SE 1: PAUSE B! LET 1#="
"' FOR n=9 TO 12 PRINT AT
.0 1%: MEXT n

LET wd=R

FOR m

31e GO TO 188

580 LET sc=08i DIM d(35) FOR c=
1 TO 18

518 LET r=INT (RMDXIS)+1: IF o

2> THEN GO TO 518

528 LET dirid=1: LET wxx=cl(pr,1):
LET ww=c(r,2) CIRCLE INK &; OVE
R lixx,9w.,2' CIRCLE IMK 6; OVER
1ixx,99.5

538 DIM ¥ 122 PRINT AT 2,8;"W
HAT IS "3AT 18.8;"THIS TOWN

"IAT 1400 "CALLED T - M P

OKE 23638.8: INPUT "> "; LIME £
%: POKE 23658.8' IF CODE t$=32 T
HEW GO TO 538

548 IF t#=c%(r ) THEN PRINT AT 2

B "THAT I "JAT 19,8 "CORRECT

"FAT 11,0 "MELL DOME L5

EEP 1,15t LET sc=sc+10: GO TO 56
a

558 PRINT AT 2.08:"HO.
";AT 18.6;"CALLED iR Tead
@i cECr 2 BEEP .%5.8: BEEP ,.5.-10
56@ CIRCLE DVER 1ixx.uw.2: CIRC
LE OVER lixx,449.5

578 GO TO 388

LS

1086 OVER 1: PLOT x.,4—2: DRAM Q.
4: PLOT »=2,4: DRAW 4,8 OVER B:
RETLIEH
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,-'-—-“"_,.—-:;:‘:'?_r‘.‘;#ﬂ
OU (0) MUST MAKE your

way across the minefield to
reach your home (H). Avoid the
mines marked—inverse space—or you
will explode. It is safe to walk on the

defused mines (+). Move up with ‘E’,
down with ‘D’, left with ‘G’ and right
with ‘F’.

At the start of Explosions you are
asked to input your speed, which must

NZ26GNO"dx

be between one and 20, and the number
of mines in one row, which must be
between 7 and 15. The game was writ-
ten for the 16K ZX-81 by Peter Vitray
of Budapest, Hungary.

5 LET F=8

18 PRINT "SPEED="

28 IMPUT ¥

25 PRINT RT @.6:%

38 PRINT "HUMBER OF MINES IN O
ME ROW="

35 INPUT M

48 PRINT AT 1.27:M

45 CLS

58 IF VW<1 OR V>26 0OR M<{? OR M>
15 THEH GOTO 5

59 FOR H=8 TO 31

€8 PRINT AT @.X:"(2a)" AT 20.%
R T By

78 IF ¥>8 AND ®<20 THEM PRIMNT
AT H.@8p"C2a)" ;AT X,.31,"(9a "

B8 HEXT X

98 FOR RA=18 TO 2 STEP -1

95 IF A<18@ THEN PRINT AT RHD#1
7+1,RHDXZ2941;"+"

96 IF A=18 THEM FOR B=1 TO 5

168 IF A<18 THEN FOR B=1 TO M

185 IF A=18 THEM PRINT AT A+1,R
ND¥ZE+18; "¢ izp )" :

1189 PRINT AT A.RHD¥29+1:"Cisp "

120 MEXT B

136 MEXT A

135 PRINT AT 1.,RMD¥ZI+1;"H"

140 LET ®=1

145 LET W=@

158 LET ¥=19

155 LET v=22-y

168 LET 2=1

188 PRINT AT Y.¥s " *

288
218
228

IF IMKEY$="E"
IF INKEY®="D"
IF IMKEY$="."

THEN LET Z2=3
THEH LET 2=4
THEMLET Z=1

238
233
bt B ]
243 LET Y=Y+(-1 AHD Z2=3>+(1 RAND
254 3

IF IMKEY$="G" THEM LET
LET kK=H+(—-1 RND Z=23+C1 AHD

e
™

223
256
FPEEK

FRINT AT “.H:
LET F=FEEK (PEEK 15338+256%
1639595

315 PRINT AT ,xitor

3268 IF F=21 THEHM LET W=l-1

338 IF F=128 THEM LET k=li+1

340 IF W=1 OR F=8 THEN GOTO S8@2
338 IF F=45 THEN GOTO 556

378 FOR H=1 TO %

380 HEXT H

486 GOTO 180

568 FOR S=1 TO 1@

S18° PRINT AT Y »a" " AT Y. ¥a "
928 HEXT S

538 IF F<>45 THEN PRINT AT 18,1

i"THE MINE HAS BLOWH UP WITH YOL
258 IF F=45 THEM PRIMT AT 18.5;
"YOL EERCHED YOUR HOME"
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A=L0DE "Cas "

28 LET Y=CODE "2"

o R B ] 1 00

468 LET S=0

58 LET H=F-+C IMKEY®E="&" 0F =,
=i THEEY$E="7"" (F H=CODE "<9z 2" 3

s8 LET Y='Y+{ IMEEYS="8" 0OF 'Y=
—{ THEEY$S="5" (0OF “YW=CODE "3"»

78 LET R=IHNT ¢FEHDE+]

88 LET CCR, I p=CeR, I 24 waslipR, I
S A CCRL, T 2

S8 LET COR, JI=CCR, Ja+i Y 20CR. D
DB sl i~ B T

1868 LET S=8+1

1168 PRINT AT &.%: "#";HAT CLR. T 3
CoR.Jaa"Ci¥ 2" HWAT 0,008

128 IF HACOR: Iy OR YaROom, A T
HEM GOTO CODE "mM“

128 PRIMT AT ¥.%: "GOTCHAR"

SINCLAIR PROGRAMS Fuly 1983
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HA!

OTCHA is an exciting game

for the 1K ZX-81 which can

be played again and again
without becoming boring. It requires
some skill and forethought.

It was written by Paul Sutton, a law
student of Cardiff, South Glamorgan.
He owns a ZX-81 with 16K RAM pack,
which he uses normally to help him in
fantasy games, such as dungeons and
dragons.

You—an asterisk—must avoid the
two intelligent ghosts—inverse aster-
isks—for as long as possible. As each of
you leaves a trail, it can become imposs-
ible to spot the ghosts for long periods.

Remember that you can cross your
own trail or that of the ghosts, that you
can move only in the upper half of the
screen, and that you can move faster
than the ghosts. Your movement is
controlled by the usual cursor keys.
Start by entering GOTO 1.




1 REM Cricket

3 BORDER 4: PAPER 4

5 PRINT AT 28.18)"Cricket"

7 PRINT AT 7.8)"0Orerating Ina
tructions"

8 PRINT AT 5.2:"7 for next de
liverd"

9 PRINT AT 11.2:"5 to strike
ball on Off-Side"

18 PRINT AT 13.2:;"8 to ztrike
ball on On=Side"

11 PRINT RT 15.8." If swou don
't bat straight sou maw Set bowl
ed o caught behindl Try not to
Set a Duck!|"

12 INPUT "Level of difficultuT

1-37"1d

13 IF d<>1 AND d<>2 RAND <3>3 T
HEN GO TO 12

15 IF dwl THEM LET p=3

16 IF d=2 THEN LET pP=3

17 IF d=3 THEM LET p=1

19 DIM (2>

28 DIM h®(2,12>

21 LET ttmwi

22 FOR o=1 TO 2

23 INPUT "Team?" h®(o)

27 MEXT o

3@ LET o=l

31 IF ttw2 THEN LET o=2

32 PRINT AT 21.8:"Innings of "
IhEC o2

48 PAUSE 25

5@ CLS

68 GO SUB T2

63 GO SUB 8585

72 LET pr=8: LET ss=@: LET w=@
i LET r=8

75 GO TO 4588

96 INK 7' LET k=8: PRINT AT 20
143 "F" PRINT AT 21.14)"G"

18@ LET x=i5' LET w=i% ~

118 FOR n=1 TO 28' INK 2' PRINT
AT x.¥1"E"

115 PAUSE p

128 PRINT AT x.4i" ": LET xmx~1

138 IF n=1@ THEM LET 4q=INT (RND
¥5-3)' LET umu+q

148 IF n<>12 AND INKEYS®="@" THE
M LET n=13

143 IF x(=3 THEN LET x=3

1358 IF n=12 AND #<{=15 AND INKEY
a="5" THEN GO TO 35@a1

153 IF n=12 AND w>=16 AND INKEY
&="8" THEM GO TO S8e1

168 IF w<{=14 AND n=i2 AND INKEY
&="B" THEN GD TO 3028

178 IF y>=16 AHD n=12 AHD INKEY
£="3" THEN GO TO 3080

1208 MEXT n

1218 -IF v=b THEW GO TO 1388
1228 IF w=b+1 THEN GO TO 1328
1258 GO TO 4588

1308 PRINT AT *18.8) "BOWLED"
1303 GO SUB 8555

1385 PRINT AT 18.85" £
1388 GO TO 6835

2088 LET k=1+INT {2¥RHD>

201@ IF k=i THEN GO TO 22882
2028 IF k=2 THEN GO TO 2038
2958 GO SuUB 8555

2868 PRINT AT 18.8;"DROPPED"
2878 BEEP .1.-18: BEEP .1.-18
2873 PAUSE 5

2888 PRINT AT 1@.@:" Y
2898 GO TO &835

2208 PRINT AT 1B.8, "CRUGHT"
2218 GO 8SUB B335

2228 PRINT AT 18.@." 'L
2258 GO TD &8935

3888 PRINT AT 3.15:"E"JAT 13.0:"
CAUGHT BEHIMD" W

3Q18 GO sSUB 8535

J@zZ8 PRINT AT 3.15:" ":AT 13.03"

3833 GO TO 8935

4418 GO TO 4580

4388 PRINT AT 18,k;" *

4585 INPUT INKEYS

4518 IF IMKEYS="?" THEW GO TO BS
4528 IF INKEYS®<{>"?" THEH GD TO 4

30
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b=15/1]

5888 GO TO 4508

S@82 INK 7: PRINT AT P.mi"L"iAT
B.mi "M =
5683 BEEF .03.8

5805 LET c=x: LET d=u

5885 LET ==IHT <13%REHND2

5010 LET h=INT < 1+4¥RHD?

5015 FOR n=1i TO =

5828 IF h=1 THEN GO TO 5198

5838 IF h=2 THEN GO TO 35118

5848 IF k=3 THEW GO TO 51Z@

SA58 IF h=4 THEM GO TO 5138

5168 LET d=d=1: LET ec=c=1: GO TO
alsla]

5118 LET dm=d-1: LET c=c+i: GO TO
{alals]

=128 LET d=d+1: LET c=c-1: GO TO
(={=ala)

5138 LET d=d+1: LET c=c+1

6088 IF c=2 AMD d=S THEHW GO TO 2

BaR

885 IF c=1@ AMD od=18 THEN GO TO
2PP8

5018 IF c=8 AMD d=28 THEM GO TO
2608

6815 IF c=15 AND d=22 THEN GO TO
2pea

£@48 INK 2: PRIMT AT c.,d:"E"
£045 PAUSE 18 =

6047 IF c<=8 THEM LET n==: IF c>
=73 THEM LET m==

£048 IF d<=0 THEW LET n=s: IF d>

=32 THEN LET n=s
€858 PRINT AT c,ds™ "
655 GO SUB B525
6858 NEXT n

6861 IF a)»=d AND s<{=3 THEN LET r

=]

6052 IF =2)=4 AND =<=7 THEM LET r
=2

6863 IF =>=8 AND a2<{=18 THEMN LET
r=3

@864 IF s»=11 ANMD s<{=13 THEMN LET
r=d

EB78 IF =)=14 THEWN LET re=g&

E@E2 IHNK 1: PRINT AT 18.bir

FEB84 PAUSE 1@

GEBE LET tloli=tlod+r

6BBE LET rr=tliol

6H95 INK 1: PRIMT AT @.1:h%(o >

6895 PRINT AT 1.2:8002

6897 PREINT AT 2.1i"For"

6098 PRINT AT 3.2iw

6093 INK 7

7ERA IF w=18 THEM GO TO 2288
Tale GO SUB 83585

BEEE GO TO 4588

8208 CLS

BZ18 PRINT AT 5.5:"A11 Out"

B228 PRINT AT 7,5 h&<oX " Scored
"it<od

BZ222 IF o=Z THEN GO TO 863@
B2%@ INPUT "EWTER for next
2" 1%

BZE@ LET tt=2

9388 CLS

8588 G0 To 28

8585 INK 7' FRINT AT 1.15:"E"JAT
2,15 "HY JRT Q. 130"E" AT 1.13:'N
i

innin

B518 PRINT AT 4.27)"F";AT S5.27:"
GYAT 17.7)"E" AT 18,7, "G"

8515 PRINT AT 5,5 "F"IAT 6,5 "G"
IAT 28,141 "H" AT 21,141 "G" R
8520 LET m=17: LET a=5: LET b=15
852% INK 7: PRINT AT a,b,"AB";AT

§,b;"DC" ;AT 21,k "RAB"

8538 PRINT AT 7.mi"J" ;AT 8, mi"K"
8535 PRINT AT 2,9;'F" AT 3,9 "N"
JAT 1@,1@;"F";AT 11,10 "G"

8549 PRINT AT 1,111"F";AT 2,11,"

H"

8545 PRINT AT 8,20 "F";AT 1,20,"
G"AT 15,22;"F";AT {6,22:1"G"
8558 RETURN

8555 INK 7' PRINT AT 2,9, "H";AT
®,13; "H" JAT 1,b) "H"JAT 5,5 "H"
8%6@ PRINT AT 1,{1,"H")AT 28,14;
"H' AT 21, 141 "N"

8565 PRINT AT 1%,22;"H"JAT ©,20)
"HY;AT 18,18 "H"

B3E67 BEEFP .1.12' BEEP

P .1,12' BEEP .1,18

8563 IF k=2 THEM RETURM

8575 LET www+i

8578 IF sa=rr THEN GO TO 9730

B373 LET sa=t(ol

83568 FOR v=1 TO 17

BIES INK 7' PRINT RT B.mi"K"iRT

Tamp"J" -

8598 PAUSE 6

B395 PRINT AT B.mi"H"

BE@8 PAUSE &

B86@5 PRINT AT 7.mi"

8518 LET m=m—1

B615 HEXT v

B&28 RETURM

B52% STOP

BE3@ PRUSE 28

B8535 CLS

BE648 IF t(13>t(22 THEN GO TO BES

8

BE42

Z2

8645

S

B65@ LET u=mt(13-t(2>

BESS PRINT AT 1@,8:h®{13;"

by "jui" runs"

BEEE STOP

BEES LET u=t{23-tC12

BE7@ PRINT AT 10,8/hW<221" wins

by “jus" runs"

0671 STOP

BE72 PRINT AT

B&7S STOP

5888 DATA @,8.8,BIN eae11111.BIN
Peei1eel.BIN Be@11021,BIN 22011
@e1.BIN 280110891

5885 DATA 2,8.,8,BIN 11111088.BIH
19e11088.BIN 1021100@,BIN 180811

@ee,BIN 18211808

981@ DATA BIN 18@11808.BIN 19811
8ee,BIN 180911@88,BIN 19@11908,81
N leeiigee,BIH 10811880.BIH 1891
1282.8IH 10811808

38135 DATA BIM 99@11881.BIN 22811
@@1,BIM 00011801,BIN PBB11081,B1
H g@ailieai,.BIN BeR1i0al.BIN 8081
lgeil.BIN Bee11ea1

5820 DATA @,BIM 00811980, 8IN @81
11190,BIM 911111189, BIN 81111118,
BIN 2E111190,8IN P0011000.0

9825 DATA BIN PRARL11080.BIN Q@128
i80,B8IN ER1Q018@, BIN Ge811800.B1

N @1111118,BIN B1111110@,BIH 1811
1191,B8IN 18111181

9938 DATA BIM 1@1111@1,BIMW 81111
11@,BIM 29111168, BIN 80111100,.B1

M BE111168,BTH RA1111A8.BIN Ba11
1162.BIN 20111128

2835 DATA BIN QBeeeail.BIN 20802
@11,8IN OeoER110,BIN 8110110, B1
N Bieei118.BIN 881101168, BIH 1111
1118,BIH 18111118

3840 DATA BIN @1111109,BIN 82111
i8@.BIM 88111108, BIN 80111100, BI
N B@l1iie@.BIN @a1111@0.BIN 8a11
1198,BIH BB1111688

Se45 DATA BIM ee@ee1ia,BIN 20001
@el.BIN ceeeeiin, BIN 0RE01110.B1
N @eeiiil1,BIN @8@11111.8IH 2811
@111,BIN 81181111

se3e DATA BINM @1281119,BIN 21081
118.BIM 11111111.BIN 1119111@.BT
W 11181118,BIH 111981118,BIN 1118
1118.BIN B1811119

Se55 DATA BIM @21100110,BIN 81101
0e1.BIN 21i@8110,BIN B1108111,B1
M 8118@111,BIM B11680111,BI4 A1
B111,BTH B88111111

9860 DATA BIM P@ROR111,BIH GPPEA
111,BIN BERE2111,BIN 20208111 ,BI
H Boeeaiil,.BIN BAEAA111.BIMN 2ROD
8111.BIN 0ABB1111

2855 DATA BIN B01111068,BIN a8111

.1,18: BEE

I'JHT S,II\U" U}

IF tC1)=t(2) THEN GO TO BEY
IF £413<t(2> THEN GO TO B&6

wins

18, @; "MARTCH DRALN"

HE SCENE is a perfect green

pitch somewhere in the heart of

the Sinclair User office. Lanca-
shire step out confidently, only to see
their first three players out for a duck,
much to the amusement of Yorkshire,
who are watching the game from a desk
on the other side of the office.

Scenes such as that could become
everyday events in your home if you
program vour 16K Spectrum with
Cricket by Hugh Willlams of
Droitwich, Worcestershire. It is the
best cricket program we have seen. The
screen display shows the team on the
field, the path of the ball, and even a
fielder catching the ball. You decide
when and where to hit the ball and see
how many runs you can score. Any
player who fails to score will leave the
field literally as a duck.

190, BIN 81111118,BIN 81188118, BI
M elieeiie,.BIN 21168116,8IN 8118
8110.BIN 11181116
59878 DATA 9.8,0,EIH 923110000, BIN
@11110@@,BIN GR211200.BIN 2811
ea1,BIN P@@11111
9875 DATA BIHW @@@11111,.BIN @6E@11
11@.BIN ©0@811111,BIN @0@11118,BI
H egeellla.BIN 20EE0120,8IN CRRE@
P16a.BIN PRRAD1 1062
9889 DATA BIN BEA@11111,BIN PE@A11
118.BIN E0211110.BIN 20@11118,BI
H eeeeilie.BIN eaeeleie.BIN 2aee
i@i8.BIN Gepaiola
9188 RESTORE Sag@
9118 FOR f=@ TO 7: READ a:
USE "a"+f.a+ HEXT £
9128 FOR f=@ TO 7
USR "B"+f.at NEXT f
9138 FOR f=@ TO 7!
USR "c"+f.a:
9148 FOR f=8
USE "d"+f,a:
9158 FOR f=@ TO ?: RERAD a:
USR "e"+f, 8¢
9168 FOR f=@ TO 7: READ a:
USR "£"+f, 8"
9170 FOR f=@ TO ?: READ a:
USR "9"+f,a+ HEXT f
J18@ FOR f=8 TO 7: READ a:
USE "h"+f.a: HEKT £
9190 FOR =@ TO 7: READ a:
USR "1"+f.a+ MEXT £
3200 FOR f=8 TO 7: READ a:
USR "J"+f,a' NEMT ¢

POKE

READ a' POKE

READ a: POKE

: POKE
FOKE
POKE
POKE
POKE
FOKE
POKE

9218 FOR f=8 TO 7' READ a:
USE "k"+f,a: HMEKT £
9220 FOR f=8 TO 7
SR "1"+f,8: HEXT
9238 FOR f=0 TO ¥: READ a:
USR "m"+f,a: MEKT f
9248 FOR f=2 TO 7
USR "n"+f, 4+ HEXT £
9258 FOR f=0 7O 7:
USR "o"+f,a: HEXT £
9268 FOR f=@ TO 7: RERD a:
USR "p"+f,a: HEXT £
9278 FOR f=@ TO 7
LISR "q9"+#f,a' MNEXT f
2420 RETURM

ays@a FOR w=i TO 17
9755 IHK 7' PRINT AT B.m:i"F"1AT
Tamp"Q" ==
9768 PAUSE &

S7ES PRINT AT B.msﬂg

977@ BEEP .1.-18

POKE

RERAD a: POKE

POKE

READ a: POKE

RERD a+ POKE

POKE

READC a+ POKE

S775 PRIMT AT 7F.ma"
3780 LET m=m=1

S785 HEXT

98688 GO TOD B&28
9999 CLS « LET z=(PEEK 23738+(25
B¥PEEK 23731 3= PEEK Z3853+(Z256%
PEEK 23654 3>): PRINT "Spare Memor
y="pz

"JAT Eimi" "
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5 GOSUB 488
1@ LET B=8
15 LET Qe="Z_ ¥.B1."
28 CLS
23 FOR G=1 TO 32
38 PRINT "(gald";
3% MEXT G
48 FOR O=1 TO &4
45 PRINT "¢iod",
58 HEXT O
53 FOR F=1 TO &@8
68 PRIMT "(iszp )",
63 NEXT F
78 LET W=8
75 LET H=11
88 LET L=8
85 LET E=S@8
98 DIM RC1@D
95 LET L=W-¢RAC1+AC224AC 3 )+AC 4
HACS )
18@ GOSUB 3ee
185 LET P=INT ¢ 1@¥RND>+1
118 PRINT AT B.2)"acorel" L1AT
@14, "enerssC";E
115 LET lhi=hi+1
128 LET J=3%P
125 FOR I=3 TO 21-AL(P>
13@ PRINT AT I.,.J)"C8a3"
135 PRINT AT I-1,Ja"(isp )"
148 LET ME=INKEYS
145 IF MW="Z" THEM LET H=H-Z
158 IF M$="C" THEMW LET H=H+2
155 IF Me="Z" OR ME="C" THEM LE
T E=E-13
160 IF Me="B" THEW LET H=H-1
165 IF M&="M" THEM LET H=H+1
178 IF Me="B" OR M#&="M" THEM LE
T E=E-5
175 IF E<=8 THEM GOTO 258
18@ PRINT AT 14.H;"(2%isp:94:2p
cg93:3kisp 2"
185 PRINT AT 15,H;"C(3Akiap a6 2%
isp "
19@ IF I=15 AND ABS (H+3-JX{=1
THEM GOTO 95
195 MNERT I
208 LET RCP»=ACP )+1
205 IF ACPI=7 THEW PRINT A¢13+A
C2MACIIHACA ) +RACS ) "bricka g0t t
hraougah"
218 IF RCP)=7 THEM GCOSUB SRa
215 GOTO 125
258 PRINT AT E.0:"no energy lef
tiAT 7.8 "your scorel" ;LiRAT 8,
@;"dou let "jW-L;"bricks throush
255 PAUSE =@
268 IF L»=B THEN GOSLIE 540
265 PRINT AT 9.8 "high =core";B
PR =T et |
278 GosuUB 5688
Jga IF L=% THEN LET E=E+509
385 IF L<>2 THEM RETURM
318 FOR D=1 TO 18
315 PRINT AT 7.8)"BOHUS";RAT 7.8
i "bonus"
328 NEKT D
323 PRINT RT 7.8;"(3%izp )"
350 RETURM
488 PRIMT AT @, 13 "CATCH";AT 2.
4 "¥Y0U,THE CATCHER,HAVE TO"
485 PRIMT AT 4.4:"CATCH THE BAL

LS""o""BEFORE" ;AT &.41"THEY HIT
THE GROUND." GOTO 515

41@ PRINT AT B8,4," TO MOVE...US 525 IF K$="Y" THEM GOTO 20

E KEYS;";AT 10,3, "b...LEFT USES 530 IF K&="W" THEN STOP

= EMERGY PTS." S4a CLS

415 PRINT AT 12,3;"m..RIGHT USE 545 LET B=L

S 5 EMERGY PTS.")AT 14,3;"z..2%. 558 FOR F=1 TO 640

EFT USES 15 ENERGY PTS," 555 PRINT "Cisp )"

420 PRINT AT 16.3;"c.2%RIGHT US 568 HEXT F OU. THE CATCHE z

ES 15 ENERGY PTS.")AT 19.6;"bonu 565 PRINT AT 4,11, "MELL DONE."; el AL
s after 9 catches AT 5.6, "YOU HAVE ATTAINED";AT &, catch as many balls—inverse
425 PRIMT AT 21,4 "PRESS MEWLIN 6;:"TODAYS HIGH SCORE. " Os—as possible before you run
E TO COMMENCE. " S7@ PRINT AT 10,6, "PLEASE ENTER ; : :

438 IHPUT F= YOUR" ;AT 12.&56:"MAME AMD HEWLIME o Gf MRE MOUlng ql."{:k]'}l makes
435 IF Fe="* THEN GOTO 1@ .UiAT 14,4;"NO MAMES »1@ piciTs | catching the balls easy but it also means
;gg Eggugwl i LONG" that you soon exhaust your energy sup-

D= C 3 5SS IMPUT % 5 d

S@S PRINT AT 3,7 "ANOTHER GO7(s 588 IF LEN 0$3>=1@ THEN coTo sps| Ples- Bonus energy is added once you
03 ";AT 3,71 "another SolCY/N>" S95 CLS have caught nine balls.

gig EE?TKz Nt 1;2 EET? ﬁ??"rr Catcher was written for the 16K
e L] cHE SAVE "CATCH" - ¥ : i
520 IF K$<>"Y" AND K$<>'N" THEN 712 GOTO @ l"fx'shl by John Howie of Currie, Edin-

urghn.
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SUPER DRAW
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UPER DEAW was written for the
16Kk Spectrum by A and K
‘?

Brahmbhatt as an extended wver-
sion of the Utility Draw program in the
January/February issue.

Lines can be drawn with the use of
the cursor keys and to them can be
added diagonal lines, curves, circles,
triangles and squares.

The writers believe it has a multitude
of applications, including drawing maps
and designing plans. Full instructions
are included within the program.

2 LET o=1
2 OYER o
5 IMPUT "PAPERT",.P' PRPER P
IHPUT "BORDER?":b: BORDER b: IHNK
o
7 PRINT AT 18,6; BRIGHT 1:;"DO
YAl WANT INSTRLUCTIONST n
g8 IF IMKEY®="w=" THEM GO TO 11
a IF ITHKEY#®="n" THEN GO TO 28
18 GO TO 8
11 PRINT BRIGHT 1:°°"SLPER DRRA
W i=s a Prosram to aid the uzaae
of hi=resolution araphics
on the Z¥ Spectrum”’’"Press and
kew ko continue": FPRAUSE B
12 FAUSE @&: CLS FRINT BRIGHT
1°"Here are the facilities
ayailable in SUPER DRAW ,"**
"S5.6.7 AHD B for normal directio
n"Y"ELR,D AND F for the Points
inbetuesn these"’’"1 to ret
urn to acreen centre" "0 e cha
nae the Plot Position"’*"W is to
dran cuprves M
13 PRINT BRIGHT 1°°"C to draw
3 circle”*"P to make a coPy of
the Present coordinates for late
r ouse" "] ko Print on screen’:
PAUSE 8+ CLS PRIMT BRIGHT 1:"1
to change ink colour"’7'"GC to =23
we the Picture on tape wnder 9
iven name" "L to draw a line"’*
"W ta clear screen'’’ "Your Prese
nt coordinates aPPear at the bot
tom of the screen"
15 PRINT BRIGHT 1:”"S is to dr
aw a =quare when You inPut half
the lensth of a 2ide."’""@ is t
o input OVER "'*"T is to craw A
triangle"’'"Z is to stoP.""’ FLA
£H 1;" PRESS ANY KEY TO STAR
T L1

o (0 el

G PAUSE B8
H9@ CLS

188 LET x=127

118 LET u=87

126 PLOT x.9

125 LET aSs=IHKEYS

128 IF a%="5" THEM LET s=x=1:
EEP 8.88%5,8: GO 7O 178

131 JIF a%="85" THEM LET
EEF ©.805,13: GO TO 178

132 IF a%="7" THEN LET w=u+i1
EEFP 8.08%.26: GO TO 173

133 1F a%="8" THEN LET x=x+1:
EEP B.90%5.39: GO TO 178

134 IF a%="e" THEN LET x=x-1: L
ET u=y+1: BEEP 9.0@5.-18' GO TO
179

135 IF as="od" THEN LET =x-=1: L
ET w=4-~1: BEEP A.B05.2: GO TO 17
(5]

136 IF a%="p" THEM LET x=wn+i: L
ET 9=y+1: BEEP @,00%.,1%: GO TO 1
7

137 IF a%="§f" THEN LET xmw+l: L
ET w=w-—1: BEEF @.@R%5,25' GO TO 1
8

138 IF a%="1" THEM GO SUB 1928
INRPUT "PLOT X? "sx: INPUT "“PLOT
Y7 "iw: INPUT "DRAW X7 "jxi:r IM
PUT "DRAM Y¥? "ia1: PLOT x,9' DRA
b sl-x,ul-y: GO SUB 1881

132 IF a%="{" THEM INPUT "
INK 1

1468 IF a%s="y" THEM CO SUB 1028

INPUT "M=AXIS? "ix2: INPUT "¥=-A
®I8T "ie20 INPUT "SIZE OF CURVE
“jzt LET z=z-180%PI1: PLOT x,9' D
FAW x2,42.,z: GO SUE 10@1

141 IF ag="o" THEM IWNFPUT "LIME
T "1, "COLUMN F "ic: IWPUT "WORD
S 7',wE: PRIMT AT 1.cimsk

142 IF a®="c" THEN INPUT "RADIL

e

B
u=y—1: B
E
B

TMK

§",21 CIRCLE .42
144 IF amm="a" THEN INPUT "size
of half aquare? "jar GO SUB 2002

146 IF am="q" THEN IMPUT "m=sxi
",nr INPUT "“w—axis".mi! LET xsn:
LET w=m: GO TO 17@

148 IF a®="p" THEM FRINT AT
i OVER Bi1xa™ "JAT @.1619;"

@.a

150 IF af="1" THEN LET wx=i27: L
ET w=B7: GO TO 17@
152 IF a®="y" THEN CLS

1535 IF as="@" THEWM THPLUT " OVER
T "ior GQVER o
157 IF a¥="t" THEM GO SUB 2%0@
16A IF as%m'g" THEM PRINT AT 21.
A: OVER 2" Haride o THRLEE
MAME T "j=%: SAVE a®SCREENY
185 IF a®="zx" THEM STOF
17 IF wdm@ AND w =@ AND wd=pms
AND w<=175 THEM PLOT w.w
188 PRINT AT 21.0) OVER D"
"AAT 21 180wy " LSRR = e el P
286 STOP
180a THPLUT "apace ketwesn liye=T
" GO SUB 1881 RETLRM
1681 FOR n=@ TO 2595 STEP o
n.8+ DRAM OVER 1:@.17%:
FOR w»=A TO 179 STEF w1
CRAW OVER 1:25%.0Q¢
IRH
2000° PLOT x+a,9—a: DRAW 8,2%a: ©
RAN =2%a3,.8: PLOT w+3.u-a: DRAW -
2%a.8: DRAW B,2%a: FPETLRH
2588 OVER o: IHPUT "SIZE OF SIDE
"pzii PLOT x,u—=7 DRAW z<2,81 D
PAY =z-2:,7: PLOT s,u=z: DRAWU =z~
2.8 DRAW =-2.z' OVER 1' RETURM

PLOT
HEST
PLOT @ w
MEMT v+ RET

ag99 SAVE "SUPEE DRAM" LIME 1: P
AUSE @: VYERIFY "SUPER DRERAM": PAU
SE @1 RUN
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PROTECT your castle from the enemy
soldiers who want to take it over. They
will run towards your portcullis one by
one. If they reach it the fight is lost and
your comrades will be executed. Defend
yourselves by dropping rocks on the
enemy.

Siege was written for the 16K Spec-
trum by Andrew Burnham of Little
Bookham, Surrey.

1 PAFPER &: BORDER S
LS

2 RESTORE 9888: GO SUB 90900

3 PRIMNT AT 3,12, "SIEGE"RT 3.
120 DYER 1% s "IAT 5.81"Prote
ct gour casztle fram the 2 TIe M
soldierz who want to take it ow
er. Thes will run towardzs the P
ortculliz one by one. if the
get there the fight iz lostand w

INK B: C

ou and sour comrades Will be ex
ecuted. StoP the zaoldiers by ki
tting them with rocks, corte

alled with kews C13 to L33

4 IMFUT "Press ~EMTER*~ to ata
rt "o
85 CLS IMK 4: PRINT AT 2.5;"

a4 20%93:a7 3" FOR £=3 TO 19: P
RINT AT §£,3:"(93:28%sp 195 2": NE
AT £: PRINT AT 132,5,"(2]:268%93:9

240

18 PRINT AT 4,3 IMK 1;"123456
rES";AT 5,7 IMK 8;"(2%aB:a3:98:
@3:96'93:98: 92:9B8:93:98 2"

15 FOR +=6 TO 11+ PRINT IMK @;
AT f.7:"C(a8:@52": NEXT f: PRINT
IMNK BiAT 12.7:"(9g8 912"

28 LET co=8

38 LET a=18

35 INK 8: PRINT AT 17.7;"(2¥28
AR 98 e 95 ] 98 M 98 B 9B AR TEes
VAT 18,75 "C1B¥eE " IAT 15.7:"12
¥98:910"; INK 2;"eese" AT 14,20
"ddddd"; IMKE @iRAT 16,7 "C 19488 2"
40 PRINT AT 13.7; IMK 1:7 |

";AT 14.7:" a )

—

5@ LET a=a-2+IMT (RMD%4 )
»19 THEM LET a=19

68 PRIMT AT 13,a; IMK 2;"d"AT
14,2, "e": BEEP .1.,4P-a o

3 LET z%=IMKEYS®

IF &

70 IF z$<"1" OR z#>"9" THEM GO
TO 120

8@ LET i=(CODE z%)-40

99 FOR b=6 TO 14: PRINT AT b.i
3" ";AT b+l,ii"c"' BEEP .@1,20-b
' NEXT b

180 IF i=a THEM LET d=d+1: FOR
f=1 TO 3 FOR 9= TO 12' BEEP .0
@5,9' NEKT @' MEXT f: GO TO 3@

119 PRINT AT 15,1,"¢293»"+ BEEP
A8 -

126 IF 3<% THEM GO TO 508

125 PAUSE 18

126 PRINT AT 28, 18)"No. Dead=";
d

130 GO TO 35

288 PRIMT AT 13.7; INK 2, FLASH

11 BRIGHT 1" b"JAT 14,7;" a*

518 FOR =9 TO 19: BEEP .1,0-f:

FRIMT AT 13.f; IMK 2;"d";AT 14,
£1"e" 1 NEXT ¢ —_—

520 INPUT "Again 7 Cy,nd "jak

538 IF a%="w" THEM RUM

4@ IF a%="n" THEM STOP

55@ GO TO 520
9988 DATA 17@.255,178@,255, 170,25
5,170,178
9810 DATA BIN 11200.BIM 111100,H
IN 1181018.BIN 1111118,178, 255, 1
70,255
9028 DATA ©.BIM 111006.BIN 11111
18,BIM 1811118,BIN 1110110,BIM 1
111108,BIM 11062,@
9930 DATA ©.0,BIM 10901100,BIN 10
1100, BIN, 1090000, BPIN 11101120,8
IN 108111@.BIM 111118,BIN 1100,H

IN 1168,BIM 10108,BIM 180108,BIM

169108,BIM 100168.BIN 1180108, E
IN 1108
910¢ FOR f=0 TO 39
91168 READ a: POKE USSR "a"+f,a. —

9128 MEXT f
9138 RETUREM

34
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THE OBJECT of Hoop-La is to
= encircle 16 randomly-drawn
asterisks. The hoops are thrown
_ with the keys 1 to 0. How far they travel

§ depends on how long the keys are held

down. Their path can be bent to the left

P by pressing any key on the left of the

keyboard and to the right by pressing

£ =
any key on the right of the keyboard.

Double points are scored if you can
bounce a hoop against the top of the
screen before encircling an asterisk.

The program was written for the 16K
Spectrum by Arthur Douglass of Lon-
don E4.

iga DUER 1: LET SC=9: PRAPER 7:
BORDER &
1il@ FQoR J=USHR CHR3$ 144 TO USR ©

HR$ 147+7:

KE J.R: NEXT J

156 TNK =:'For J=1 TO S: READ A
,B: PRINT AT A.B; "/ Y ;AT RA+1.B;"
C AT ALB+18: YA +1;E+=6:
'-».,_J"; MEXT J: PRINT AT 1&,; ;tHOO

ZLAt"; AT 11,15;“by"; AT 13,8; “AR

HEEEQDUGLRSﬂ"- PRUSE 22@2: INK 2

14@ FDOR T=& TO 3@ STEP 2: LET L
=INT (RND¥18)

is2 PRINT INK 1;AT L,C;"s": NEX
T G

168 FOR 8=49 TO @& STEF -1

178 LET A=CDDE INKEYS$: POKE 235
72,8: POKE 23673.8: BEEF .21.-1R

180 BEEP .21,-S5: IF A48 OR AR>S

8 THEN GO TQ 17@
188 IF INKEY%®<>"" THEN BEEP .25
=5: G0 TO 198

323% LET T=2850%RPEER 23673+PEEK 2

219 IF T:84 THEN LET T=284

23@ LET T=INT I(T/2): IF PR=48 TH
EN LET A=58

238 LET T=21-T: IF T{-20 THEN L
ET T=-2@

24@ LET X=1{R-48) 3

259 FOR J=21 170 T STERF -1

S6@ IF IN OSR22<>255 oR IN 6451

2¢>255 DR IN B34B6:>255 DR IN BS
278¢2>2558 THEN LET X=X-1

278 IF IN 491S5@<>255 DR IN 514l
B8:>255 DR IN B376B({>255 DR IN 57
242¢>258 THEN LET X=X3+1: IF X=31
THEN LET X=030
288 LET Y1=CODE SCREENS {J,X)
258 LET Y2=CODE SCREENS$ (J.X+1)
Sae .Js=a THEN LET Y3=COOE sC
REENS (J+1
.31i@ IF 138 THEN LET vYo=CODE SCR
EENS (J-1,X)

324 IF J>49 JIHEN LET vi=copE s

REENj i+l
58 FHEN LET Y4-CODE SCR

EEH‘ (d=21 . X+1)

242 PRINT AT o, X; " e

358 IF J<»21 AND J>=8 THEN PRIN

BT J+1 S
380 IF 4%b YHEN PRINT AT u- 1,X;

a2 IF JE2>T THEN PRINT INK i; AT
S XS EY"D OTFE JdixBi fz=
NBRINT 'INK 4; BT ax1 a3 THE
33Q IFRJ<B QND 13T THEN PRINT

AT .i-1
IF Yil=42 OR Y2=42 0O

Aga NEXT J-
R Y3=42 OR Y4=42 THEN GO SUEB Sig
24 "HODPS ;@

402 PRINT #@.AT 2
;Efgsaggp
.5,-3R: PRINT DUER ;R
T Jd+1,X; "1 IF Jd>=@ THE
nUEn’a'nT J32,X; R
422 IF J(o THEN' PRINT DUER &; AT

¢%ﬁ NEXT @
i4@ CLS : PRINT "“YOUR SCORE

C;
452 IF RC}_ER THEN PRINT *
ﬂEDIELEJ"' 3T
46@ C3=EB THEN PRINT “
sSTOPR
PRINT "

";8
IINC
IBRI
[UER

IF
LLIANT]
478 IF bh\~15 THEN
Y GO0OD1": STOR
488 IF SC»>=18 THEMN PRINT “

BRADI " : STOP

49® IF SC>=5 THEN PRINT "
L DD BETTERY": SToDP

s IF 5045 THEN PRINT
BEEY "9 5 P

S18d FDOR K=—-2B TDO 282
A5 ,K: NEXT
LET SC=5%C+1: IF J+2d2 THEN LE
T SC=3C+1

S48 PRINT 88,87 &.8; "SCDRE " 3C
sS5@ PHINT DUEH B;RAT J+1,X; gt
AT B X;

=88 RETURN

Sp@@d DRTA 7.28,48.,96,;64,192;1
i28.224 ,BIN 221lile@R,12.,6,2.,3

SQ@la DRTRA 128,128,192 .64 98, B
SR1I22DB , BIN Bmﬂiliﬁﬁ ?,1,1,3
&,BIN @@BBliaﬂ BIN ﬁ@iil@ﬁ@ 224
ap2@ DATA 18,510,618, 9,5,11;
=]

9998 FOR Jd=1 TO 18&: SAJVE "HOCGP-L
= e NEXT J

[NOT
OO
[TERRI
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HIS SHORT program for the
16K ZX-81 will enlarge letters
and some characters 1o six times

their normal size. Characters which it is
unable to enlarge will be rejected auto-

matically. The program asks for the =
letter to be enlarged and the X and Y co- =
ordinates of its top left-hand corner.
Entering the co-ordinates 5 and 5 will
lead to your letter being printed at the
top left of the screen.

Character Enlarger was written by

Paul Baylis of Grey College, Durham.

Sasevas

ElILARGER

1 PRIMT AT 21.8;" WHICH LETTE 20 LET PC=PEEK .J

R SHALL I ENLARGE 7 " 25 LET JmJ+1
Z IF INKEYS="" THEN GOTO 2 38 FOR I=w+7 TO ¥ STEP -1
3 LET C#=INKEYS 49 PRINT AT ', 1;CHR% (CPC-2%IN
4 LET J=(CODE C$%8)+7681 T (PC/2 341287
6 IF J>B152 THEN GOTO 200 56 LET PC=INT (PC/2)
B PRINT AT 21,@;" 6@ HEXT I

Y 78 PRINT AT 21,183 """ 3"
9 PRIMT AT 21.8,"w CO-0ORD. FO 88 HEXT G

R TOP LEFT OF LETTER" BS PRIWT AT 2@.8."
18 IHPUT ¥ i
11 PRINT AT 21.8)"x CO=-0RD. FO S8 GOTO 1
R TOFP LEFT OF LETTER" 288 PRIMT AT 21.1:"1 cannot enl
12 IMPUT ¥ arge that charscter"
13 PRINT AT 21.8:1" 218 FOR F=6 TO 70
i 228 MEXT F
14 LET Y=¥Y-1 238 GOTO 1
15 IF Y>12 OF X»>24 THEM GOTO B 89997 REM PALUL BAYLIS APRIL 1983
18 FOR G=1 TO A& 9998 SAVE "CHARACTER EMLARGER"
19 LET Y=Y+l 9999 RIJM
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LIGHT

IGHT CYCLES is a game for two
players based on the cycle race
in Tron. One player takes the

blue cycle, the other the red cycle. Your
aim is to outlive your opponent and, if

possible, to make him crash either into
the wall or the trail of either of the light

The program was written for the 16K

cycles. Full instructions are given.
‘ " ‘ S Spectrum by Andrew Hardwick
Goring-by-Sea, West Sussex.

of

|\

1=1: LET bil=0
sa IF IN S73424¢(>
i=6: LET bil=1

1==31: LET bli=2

78 PRINT RT a.,b;
T a=a+al: LET b=b+bl:

F
=]

1=A: LET di=-1

i=1: LET di=@

17@a LET as="YOU BOTH

2
6@ IF IN Bl1438(x>255

+1,b+1): PRINT AT a,b;
[0": LET z(a+1,b+1}=1
2 IF IN S5Bl22«( 2056

9@ IF IN B6S278<¢»>255

3
s r=1 T 22
- LET F,321=1: N
Ex f . BT EAY Y
=1 - NEXT F
: LET zZilS5,22
Y=  LEEY =i
d LET bl=@:
INK G&:

INUERSE
THEHN LET
THEN LET

188 IF IN B45i@<:25S THEW LET c
A=0: 1LE7T d3i=31

111? IEE%Ndﬁaéaﬁf.ﬁQEE THEN LET ¢
120 PRINT AT c,d; INK 2;"H": LE
T c=c+cl: LET d=d+di: LET c2=xz1(cC
+i.d+i}l: PRINT Hg ;;d' INUVERSE 2
ET ZI(C+1 + =

133-11'; a=c F].Ng}bzd (8] a2 RNE c2

En_ GO TO_ASF

EEB IF a2 THEN GO TO l18@

158 IF c2 THEN GO TO 15@

16@ EBEEP =r-20,20: G0 TO 3

38
CRASHED ! ! !

I*: 60 TO 29

18@ LET a%$="BLUE CRRASHED !'"': GO
TO 2@

128 LET agf="RED CRASHED 1"

2080 PRAPER 7: BORDER 7: LS : TN
" oa

218 PRINT AT 7,5;a%° INK 1°“N t
o Stop" 'Y to Play 398in“‘"s ta
change s=peed"

228 IF INKEYS="y4y" THEN GO TO S
238 IF INKEYS$="n*" THEN CLS : PR
éNT AT 9,9; "START THE TAPE": LOA

248 IF INKEYS$="s" THEN GO TO 78
o

25 GO TOo 22e
S@@ PAPER @: INK @: BORDER B: O
L5ﬂ+D§R%EE ;%EEH 1; INK 6:AT 8.8
T “": PRAUSE @&: |
7: BORDER 7: CLS ¢ S
6B PRINT AT A3 "TRON"**"“For
ton players.The player an the
!.er‘tf:nn_trct_ts the ; INK 2:"“RED"
» INK B;" tight cycle,and the ct
her the "; INK 1; "BLUE": INK |7
Youmustn't hit the wall or the
trail of either of the Light

___Ct3ycies.”
&8@ PRINT "TRAB 1@; "CONTROLS: - *
SINE BN RER"; INK 1, BLUE
INK @ "[HEF 12345", "6759@" ° ~
“ENNERE QLERT ", yUIOP™ - C TG
DFG™ , "HJEL ENTER" - * - ZXcu

. “ENM SHIFT"®°"DD NOT ss =
SHIFT OR"sPaAcE: S
—BBA FOR. Fz1, TA_A-. POKF_ (ISR R
F 129 NEXT f: POKE USR —be boot
POKE USR “b'+7, 288 rE
E78 FOR F=@ TO & STEF 2: POKE wu
R “3"+7,17@: POKE USR “a"+1+f
2 Vi e sver s
7@wa INPUT “SpeedilBd-silows sB-fasi
"“r' PR TR S NR =538 THEN. &N

=

&

n)

1% 15~
It

TS =
@

TG
=

0 =
BUESRE

-

fm

[

" LINE Sap
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WNERS of 1K ZX-81s are mak-

ing it clear that there is no

program for the 16K ZX-81 or
the Spectrum which cannot be adapted
in some way to run on the smaller
machines.

R Watts of Worthing, Sussex has
written a Frogger program for the 1K
machine. Your frog must cross four
lines of traffic before hopping into an
empty frog home.

1 REM BY P.B.WILLIANMS
2 LET S=8
3 CLS
4 PRINT "C3¥ah'sp'3%8k: 2p 4%
1 SP ' 3Xah  aP : 3Kah 2"
5 LET S=5+1
6 LET AS="(=zp 98:9kh: 18P r2%ap !
98:9h:1sP 2¥sp 98 gh'isp 2¥=2p 193
vk fap rap 3t
¥ LET BE="{=p:jsp:ah:i}:2%ap+
1sP:9h:1i2: 2¥spi1sPreh i) 2XspP i
Pightiyrap
8 LET Y=i@
9 LET X=9
18 IF S=35 THEM RUM
11 LET A%=fA®l28+A8C TO 19>
12 LET B®=B%{Z TD >+BHC12
13 PRINT AT X.Y:" “:AT 1.80;R%:
AT 3,8:B%:RT S,QyAS:AT 7.0;B%
14 LET Ymi+{ INKEY®="8" )= INKEY
=5
15 LET ¥=H-(IHKEY&="7"13
16 PRINT AT ®.Y:
17 IF PEEK (PEEK 1539B+256%FEE
K 163992>118 THEN STOP
18 PRINT " "
19 IF X=8 THEMW GOTO 5
2B GOTO 11

h

38

5 PRINT "(4%ap:93:945",,"(8p:
941931 2¥962",,"(98:91:98:11isp Qe )
"ao"(8P 194 2KiLP  2XQE 1 Q4 )"

12 PRIMT "CsP'91:4%Xisp 352", ,"
sP 193 '4XisP ral )", , "(2%sP 198 9 1
P 195", ,"(93 8P ' 25:99 1 2Xisp i quy )
L

15 PRIMT "Cap:92:sp:4%isp 54"
s "C2XeP 193 4RiEP 150", , "(2XsP: D
2:2p 1981 2XispP Qw94 )"

20 PRINT "(3¥%sP '@l '92:'9r'3¥izp
194", ,"(5XeP 3B 3Xkiap @S, , (3
¥ep 9y :96:99 1 3kisp g )"

23 PRINT "(3%sp ' 97 ' 5¥isp ' Qw:ad
o4 2", " AKap PRisp @5 2", , " 2%k=p
1931 7kiap:ge: gl 2"

38 PRINT "(3%sp:92:97 9y '4Xisp
Qg4 ", , " 3kep 193 PRigp 19l ", ,
"(2%aPp 9T ieP Qe 1 2K971 920", , "( 2P
@297 18p 191 ' 3KSE210@ MILES"

STEVEN LAWTHER of Witton Gil- geography or as a routine in a larger
bert, County Durham has written Mini program on a 16K machine.

Map for the 1K ZX-81. It will produce

a map of England, Scotland and Wales Graphics instructions are, as usual, in
on the screen. It is useful on its own for lower-case letters in brackets.
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1 BORDER 6: PAPER @' INK 7
5 LET ov=@: CLS ' GO TO 1%5@
18 LET a=@: LET b=@: LET f=@:
LET f=8: LET i=.1
20 LET hi=@: LET vi=@
108 LET b=—C¢a¥ra)/r:' LET w=INT
CCCra-rXSIN Cad)=d¥XSIN Ch)>*.5)
LET h=INT ({{ra-r ¥C0S ¢a>-d¥CO
S Chiy+.5)
11@° IF f=2 THEN PLOT 128+hl,B88+
vl DRAW h-hl,wv—-vi
115 IF £<2 THEN LET f=f+1
128 LET hl=h: LET wi=y: LET a=a
+1
125 LET as=INKEY®:' IF a®="" THE
N GO TO 188
139 GO TO 310
158 PAPER B: IMNK 7: CLS : PRINT
40 QPIEDGRHPHIUH

B e

168 PRINT " by R.WRERIGH
3 el This Prog. Produces Patt
erne which can be Senerated by t
W gesrs 3= follows:' ="

i7@ CIRCLE £8.,51.48' CIRCLE 84.
51,16: INK 3: PLOT 60,51: DRAW @
.48: PLOT 84,51 DRAW @,16' PRIN
T AT 12,.7)"R"+ PRINT AT 14,18;"r
"+ PLOT 24,51 DRAW 1£.32: PLOT
294,51: DREAW 18,30

188 INK V7! PRINT AT 11.12;"pen"

198 PRINT AT 19.,16;" The small
er" AT 11,16;"9ear rotates";AT 1
2,16 "around the" ;AT 13,16, "insi
de of the" ;AT 14,16;"1arSer gear
’ n

200 PRINT AT 15.16; "producing a

Pen" ;AT 16,16 "trace."

218 PRINT AT 17.16:" 1InPut R.r
»and" AT 18,161 "radius of Pen"iA
T 19,16 "in =mall circle"

228 PRINT RT 21,11, "Hit & kew":

PAUSE @

225 INPUT " Load A Pattern From

TaPe7"ix%: IF x®="g" THEN INFUT

"filename 7";f®: CLS @ LOAD f%C
ODE : PRUSE B: GO TO 1358

238 IMPUT "Radius R (R{=BS) 7",
ra

2480 IMPUT "Radius r 7?"ipr

258 INMPUT "Pen radius ?":d

255 INPUT "ink colowr T"idn: IN
ety

256 INPUT "Parker Colour T"i1pap

388 PRAUSE S5@: IF ow=8 THEH PHPE

F Pap: CLS @ GO TO 1@

385 GO0 TO 18

3l IHPUT "OwerPrint another Pa
ttern 7";9%: IF q9%="a4" THEHW LET
ov=1: GO TO 238

315 IF q9%="4" THEN GO TO 1@

328 INPUT "Printer coPy 7" 9%:

IF as="y" THEMW COPY HOOSE THE SIZE of a hlg
330 INPUT "Tape coPy 7":q®: IF CHanSHmHCHdmandapm]
q8="y" THEM IMPUT "Filename 7'";q The pattern produced by put-
%: SAVE 9%SCREENS ting the pen in the small circle and
440 GO TO 1@ rolling it round in the large circle will

be produced on-screen.

Spirodraw was written for the 16K
Spectrum by R Wright of Liss, Hamp-
shire.
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@a>REM DDEFEnuEH E M. LEUﬂis

188 &0 1T Gra i
110 B0 S5U8 Sp@E - HEH I.l'l'_-'sF“l":”=|
ig@ G0 SUB T508: REM SHill

138 GO S5UB TOBD: REM WariablLes
L4l GO S5UB BSPRA: AEM Screen
153 CO0 SUR BERDA: AEM Intrao

1828 LET aa=31: LET pa=aa: LET u
d=IMNT fﬂﬂﬂ!?‘-l. IF MOT ud THEM

LET iid=1

LB3A LET ad=INT (AND#14) +T;: LET
Jd=ad -

1048 LET as=X0T (AND#3) +2+ (BBVE>
15) +(Eave »25) ! LET prLs=assS5h
1358 _PAINT AT ad,=a, OVER 1; IMM
o ;v

=1n]n]

2818 OVER 1 PAIMT AT 2; il

=F ;
AT Od,Da; "#&"; AT LSh EEBBB -B4TE&+
dp.2; IMH B; “#";AT ad,as; INHA 4
;8" DWER B: PLOT 255.4: LET =
r+1r<13|-13imr.13i. LET M=y4i: I
F g=ym THEM LET Sm=1+I0T (AND34E
¥ LET i =SGE (9m-—y)

2@15:IF NOT r THEMW PLOT 255, TH
{AND#EL) +50 i
2020 LET op=dp; LET L=IN BSa7a:
LET dp—dP+EiIL—EJ% AND dp<18) -2%
(L= AMD dp»T): IF as:3 ARND Ik
4&?;- =" THEM OWER 1: FRAIAT AT O
F.4; IDH S
R L PnIﬂT ﬂT op,3T- UEH BSa

Inn B; "

. Ou WERASE 1. PLOT
T@-ppzA: DRAAH =2=23.8: IMUEAS
IF op=ad THEN GO fo =388
IF ad=Dp HHB Bp>xl RAND 3a«a
rHEl GO TO =256
=248 IF RAND:>sh THE“ GO TO =28B58a
2050 .IF aa>3 THEMN OUVER 1: PRIAT

AT ad,1; IMA 3; "= a3 PRINT
AT B8d,USR B582T-3; e

‘{ TO aa-a):

OVER B: IF ad=op THEﬂ GO TO 2588
2898 LET opa=aa: LET pDd=ad: LET a
a=as-as: IF aa«<=@ THEN GO TO =248

a

2il@8 LET ad=ad#ud: IF Ed<T DOR 3d
323 THEM LET ud=-ud

21198 GO0 TO =@18

=33

31 B :PORE S5858.2: PORE EEEEE,E:
FOR ==147 TO JEB FHIWT AT ad,
a; IHH Q;CHAS x: L=lSH 59057
: * ISE ®: POME EEBEE 5: POHE BSRA

EHEH PRINT AT ad.,aa, IMH G,

LET LdUSH ESB5a-qPH WT AT ad aa,
EBEH LET SC EETPLS FHIWT AT 4,58
-LEfN =Th$ sSc; InNH 5;

=35G8 PRIET HT od . DE. IWH B;: DVER
i:"@": LET ﬂh—nh+1 IF nh=ﬂa TH
EH LET nh=B: GO SUB 3IBBE: 5O TO

*355 PRINT AT Od,08; OUER 1;"@"
TO @88

S2al\m PRIET AT od na, OVER o
LET humshum-1: $B ROt hum THEM

50 TO aspa

24EE GO TO 1088

2438 GO SUB JPEE: GO TO 1@0n

EEE

2513 POHRE B5858.4: POHME BS@BE2,1 :
OUVER 1: PRINT AT ad aa,"@" “DRA
 ®=1l TO 1@: PAIMT AT op.=; Imn =2

N LET L UEH EEEETT PHIWT AT

ap =;

gsaﬂ fal¥} EH E ‘PAINT AT op, a ImH

=PI S =T -1, -3@: FRIAT AT op

&, IiEH G:' BEER .1,-3@3.1;: B

AINT AT op,J; o UHEEE Y S
B et

S§E=""BONUS x"+5STR$ (Dave #5)
SB28 PRINT AT &, (31 -LEm ns;'a'
iH 5;2%;AT 10, (31 -LEW L&) . Imm

—humd /3;
PRINT “y“;:

3ESE LET sC JF*hUI*#EMEr1 ARIMNT
AT 4,8-LEM STRAg$ sc; INH 5;sC
SEE2 LET mavBsmave+l: LET na=na+
(WBVE-F=IMT (wave-21): I pa:28
THEmM LET na=25

387 FOR =x=1 TO 350 mEhT =: PAT
#T AT 8,8, AT 18,8, ,~ (=i -

T :

SBAE PRI AT op.a;
FOR %=1 TO 3: SEEp BEER

.31 ,53: BEER .B1,53: MNEXT
SEOE6 AETLURN
asp

323518 PRINT AT 5,08; OVER 1; IN
samEan JUHE
4528 FOA ‘%=1 TO 9: FOA g=2 TO T:
BORDER q: BEEP Hl Jdan: MWMEXT g:
MEXT =: BEEP .5, -55
4538 BOABER @: FHINT AT BE.83; OVE
d; FLASH B;: XMWY T., ., v as5r4
TIPS R
A548° 50 10 S@ag
saaﬂ_
SE1B PRINT AT op,2; OUER 1 "@e;
BT B,8; DUER B, . 0 ssrmnnssoses
S@aB PRINT AT 9,11 fwh & CGARE
JUER": FOR x=lB TO 3 STER -1: RO
#E BES@52,%: LET L=USA BSAST: MEX
»

40

EFENDER is a fairly tradition-
al games concept, finding a
place in most arcades between
the Frogger and Pacman machines, but
this version by ] M Levers of Glouces-
ter 1s sufficiently professional to stand
out in any company. An introduction
with a user-defined character set and
flashing titles sets the tone for a slick,

well-crafied routine. You are skimming
the surface of a mountainous planet,
encountering oncoming waves of trig-
ger-happy ships. Your choice of eight
difficulty levels determines your chance
of success. Gain height with the shift
key, descend with the Z and fire your
disintegrator beam with M. You are
shown a running score, high score, the
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number of ships you have to spare, and
a neat display marks the end of the
game.

Good sound effects, good explosions
and a moving mountainous background
complete this quality offering which

occupies about 16.1K of the larger
Spectrum. (48K Spectrum). Graphics
notes:

SINCLAIR PROGRAMS  July 1983

1050, etc—Graphic C

2010, etc—Graphic A; graphic B

200—Graphic I; graphic L

2050—Graphic M

2320—Graphic H

2520—Graphic N, graphic O; graphic
P, graphic Q; graphic R; graphic §

3040—Graphic T.

SASE IF SC (=hs THEM GO TO S188

S@E@ LET hsssc: FAINT AT 4,.19-LE

7 STA$ hs, IMB B;hs;AT d4,13; IMA
5: FLASH 1; OUER 1 =

SATAYFORA x=1 TO 3: run Y4=0 TO 53
STEF 5: BEEP .Bl.,4: [BEXT H: NEX
T

F1Pa FOR ==1 TO 288: MEXT =

511@ PRINT AT 11,3, INn B, PFRESS
ENTER FDR nﬂﬂTHEﬁ Lo

m12@ POHME 23568

5138 IF mOT FEEH 23568 THE® GO T

: 1

EliﬂrgF PEEH 23S6E=13 THEmN GO TO
128

5158 CLS : PLOT T2.143: DAAKW 31,
#: PLOT &7,1d2: DRAW B, -39: PLOT

DHHH B2,a@: PLDOT 113,12

: DRAH -31.0: DR
31.@; PLOT 73,55:
ii=2 DRAH B,q
-d8: DRAW B,4@: PLOT
DRAH -1A,8: DRAAH B,48: D
e DgHH a -ad, -PT +2
5 m= EOR =x=0 T
o 31; PHIuT AT a o ; IMEH
m, FLREH La ; BT o

—K; z
L LET m=p; MEXT
5388 LEST n=6: LET m=3: FOR x=1 T
i PRINT AT x,B@; PAFER n,. INA
B, FLASH 1;° JAT Hl-x,=1;™ .
LET p=n: LET n=m:

SEER _PAALSE @: S5TOPR
EE8

5818 PRINT HB; BAIGHT 1;

InK B; ¢
HWHEN YOLTRE READY, F

FRESS amy HEy

B@2@ IF IMMEY$="" THEM
jBSrHﬂD*IBJ. GO TO B At
53 T L=USA BS@A2T: ImFUT

5510 PAPER @ 3
STEHT TiPLS Il T: BORDER B: B
ESE@ PRINT AT @.,0;" DEFERDER [O
T. J. LEWVERS “: INH 5: PLO
54: DPRAK 855 ,0.
. PRIMT AT

i "HIGH SCORE:

: DMAW 25,35
Ld;;u DR &AW
RAH 325 25: D

25, —

DHHH

DRAAH

DRAH 5,5
E -15

DRAH 15,

TEER LET _nh

Ta@E@ LET ﬁﬂ ra:
TaEE RETLR
758

LET op=dp

EIB PONBE 23568 .0: BRIGHT B: PAR
INK T: BOADER 3 CLS
PRINMT PAPER B; F SH 1:AT L

LA
SELECT A& SNAILL JEUELJI 1

P
LET =RPEEH 235BB: IF s«a9
55 THEM LET L=USR SS@57: GO g

E? Sh=UAL (™ +5THh S fs—aﬂl
POME BESHAE2,108:; LET L =LIS5R 558
POMKE ESRAESZ 3: RAETLAN

m-lva-;-'lw

Ba

BORS CLEAR E3999: LET n=E4DRR
WHlB IMK T: PAPERA 1: BORDER 1: C
ARIMT FLASH 1, PARPER 2°,,"
FL‘H E WAIT WHILE I PDHE THE"
USER GRAPHICS ETC IMTO FLACE

53;3 FBH x=1l8818 TO 15743 PEHE
+» PEE LET mun+l: RE
EHJE HEETDHE a2gB
BBQB FOR x=1 TO 8RA: READ cC. POHE
yE: LET n=n+l: NEXT =
HEEE FOR x=1583a4 TO 1S58TH: POME
1 ; PE ET n=m+l: BEXT
EEEE FEH #=1 TO 28&: RAEAD C: POH
ET n=n+l: MEXT x
3373 FDH x=1l5888 TO 1HL3S POHE
X: LET n=n+l: TEEXT X
gaaa FOR x=1 TO 2@8: REARD C: POH
;BQEEFDhET n;n+1 m £ i
=15344 TOD 1B37TS PDH
n,PEEN x: ET n=n+l: MEXT =
8855 FOA ==1 TO A: BEAD C pDhE
1,C. LET nan+l XT ®
2138 FOR x=U5 a8 TO usm “uv-1-:
_E: FOME % .LC NEXT x 5
S128 FOA x=1 TO ﬂa READ C BOHKE

=+5A9959,C: MEXT
31?3 POME 23686, B

g%ﬂg 50 TOo 1ig
ATA B,136,TB,T4,82,598,135
3,8,48,15,15 1B718] i1a3,m;8,1
.2,i26,65a 12 )
523L ATA a T8, a2 82.3.3,138.08,
&, 126,48,R,8, 136,54, 13

ﬁdae QHTR H 126,64, 125455 EE,IEE
. A.8,126,TR,&,RA,8,4, LEB,I6,1
GG BB,

sgas DATA @,126,56,65,126,3.3.8
B2@a_DATA ©O,5@, 35,88 1;5 56,66,
(B, 124,68, 136,66,66,L36,6,8, 135

FOKE 236@T, 349

*ﬂ

41



54,654,654 ,54,1386,8
52B5 DATA B,l1=24.78B,66,B65,78,134,
a,5.1a8,64,136,60,64,125.0,8,125
‘54 ,126,64,65a4 ,84,

5285 DATA B,126.6564,64,7Ta,88, 126

2,8,EE,66,196,66,66,56,0,8,134,1
5:16.16_16,124.1

a DATA A,2.2.3.2,565,196,0,8, 5
[ 125,66,66,66,D,8, 66,548,654, 5
a 1568

& DATA B,1083,183,98,56, 65,655,
3 22,774,743 ,7T4,7T4,TH,R,8,16.5

-

55 ,B5,135.8

,126 .66 ,56, 136,654,564,
. LE6,.7T4,TR . 1=26,8,8,124,
.EB6 .66, 56,83

A8 B,126,64,136,2,2,.126,8
B,15,15,;165,16,.8,0,685,85,
26,8
0.55.66.B65.182.35.68.8
,QEJéEE,LHP.E,ﬁ,EE,lH
4

8,130,850 15,15, 15
(A6, 136,08
24,943,124, 88,1249, 8
;68,124 ,0,8,8,13a
1

ap

Jgt
=
bzl
o}

m
m
m

= O e

BUGL- BUAEL

Lriu- IR
G

Flm

orEns O 200
« MRUBEGRO B

wHmm=s =ms=-{m= m=n==
ME- bR OBD- Bs Jbes B-

1
=1
o
5
s &

s B

. s

[

~ BEmM=M

bl

=d,5668,68,124.,.0,
(A24,8.8,58,32;

&
=d .88, 58,123 .41«
(-] I~} E

BO- LD
W
WEN-EUS G-
Lo~ O~

]
O ~ [ o~ b= B~ [~

- DEREWNAL- G- O

=]
d,36,88 8,48
32 .32 ,3=2 ,33.,

Bo-

]

g9

a
,84,84,84,80,8,
JBE,B,8,0,124, B8

E

1<%

B

me=
ol
o~
B-8 E

215] o
== QBN

~

au  m-

8,668,58,188,38,56,3,
,84,124,8,8,8,56,1858

oo

" B
WE- DE UE bDE

,E8,68,124,4,68,134
6,96,124,8
139,189,161 ,1651 18

=
E2,28%,137,355,13
254,354, 124,08, 63,
1,133 383
,B,B,8,8
a,386 66,5635

+LE9,139,139,
(104,248 .0, 8

~x BUBUBEG= D« M3 MFD= ARBE- B hubh

M= CORE= s LB - b = BRGE
X
HegHlEeE DM auEe o

namwmmmh-m~wam~w-
oW

A =i (R TR B

UCALY G P DN L - Tl !N R s L L R~ R EIR

= B RlEP- PMEBU- D - HINWME
U &

]
m
L
m

F

wm - mgm GO -
LTl

WWouE= UM DR -

AU - L
g

=
m
e
1}
LT

=1 e~ s L O P L B P
Lsm- Bho- - @

LU~ = (e B - DS RN i
]

B =1 P
E- Rl

9218 LET hs=8: PFAPER B: BAIGHT 1
ifH" B: BORDER BA: CLS

URED FRINT AT 1.1; IMPR T; M. .

LEVErsS presentsS....."

BEE DEFEN

. PRINT AT &,

; IMUERSE 1.3%

858 FONRE B5E=8,18: LET L=USh BS

@aT: POHME BEE=28,1: PORE ESBE2,1:
PAUSE 1@: IMNH 4: DUER L: FOR %=

A& TO 111: PLOT 3A2,x: DAAW 191 ,8

LET L=USH T: REXT x

qEER POHME ESBEA,2: POHE ESEED, 1 :
OUER B: PRUSE i3: FOR == TO 1@
; PRINT INM 2;AT &,B,8%: LET L=l

5p ESBST: PAUSE 2: PRAINT AT &,2;
INH B; 3% MEXT %

FpTa FbHE msSpEa,l: PFOHE G5865,@:
POME BSRAS2,28: LET L=USA 5SE5T:
POHE GSBE2,3: PAIMT AT 1T7,1; IN

H 5;:"PLEASE PRESS ENTEA TO CONTI

MUE" : POME 295508 ,8

9@88 IF PEEH 2356@<313 THEW GO T

g agaa

9998 LET L=USA B5S827: INHK T: CLS

S1B8d PRINT INH B; FLASH 1;" DEEE
ADER E IRAE M. J. Lewers
H11B>PAIMT ™ This iI5 LhEe SEEc Ly w
® VErsion of the arcade game Of
ihE Samm name. ThE DbJBCL i§
LD ddfFsnd 4Ooui- hose planet aga
insk Ehe EvilL galacktic sLave

Lraders
G128 PRIET “mho Abiach Sour pLan
t and LOoAF iL°s humanpDid LiFe F
ar Eo S@aLLiip Lhe gaLl@ctiic slaw
a L 123
Fi YoU RUSE DESErOY BW
ar that HOou COSE BLCrOoSS
ﬁ fLYimg LDW OVWEr Che
gL ERLIME HoOWw Fail -to do
s0 in LhE Capture of an
ok
= "humanoid. IF aLl 1S5
=i 8re tahen Lhen Hou
PL expiode and EhEe game
i HMBEYS. caps shifl =
sh s5hip doOmn, #M = Fire.
150 PAINT * SCORING: ALiEns = 1
88 - 38 pLs Bonuses afier Bach
HAWE . "
9i68 PRIGT IMR B; FLASH 1;°
PRESS A HKEY TO BEGIMN
SLTE IF IMHREY$<>"" THENW GO TO 51
TA
J1 AR PAUSE B: PORE 23658.08: RETU
=
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Now you can take a new

AMERICAN look at your Sinclair!

With the new Timex Sinclair User magazine to link YOU into a

huge network of 5, American enthusiasts

The success of the Sinclair ZX80, ZX8| and Spectrum
in the U.K. has been phenomenal. But in the States the
Sinclair has been given a real American welcome —
making the Sinclair range the biggest seller in the
world! The American ZX8| equivalent: *‘The Timex
Sinclair 1000"" from the giant Timex organisation, has
been bought by hundreds of thousands of enthusiasts.

The success of ‘Sinclair User” magazine in the U.K.
followed a similar pattern — so now we're matching
the U.5.A. enthusiasm with a brand new U.S.A.

The first issue will be published
in the U.5.A. in May —
packed with news, reviews,
programs and User Club
information to link you into the vast

American Timex Sinclair user
netwaork.

Remember, this is a new magazine
written from the American
viewpoint — but it could open up
whole new horizons for you on
your Sinclair enjoyment. Take the
new, American view by ordering right away and see
how the U.S.A. welcomed the Sinclair!

Annual subscription rate is £20. Single copies are £2.00
each (including P & P).

Fill in the order form NOW to get the first
issues of this exciting new magazine.

§ Send to; TIMEX SINCLAIR USER, ECC Publications Ltd. |=
s 30-31 Istington Green, London NI 8B) i

Il Yes, | want to subscribe to TIMEX SINCLAIR USER at the 1
Il special UK. rate of £20 for 12 issues delivered to my door. [ a
1 Hines
I i enclosea cheque/P.O.for£ ; TR '
M.B. This offer applies to UK subscribers only. Overseas rates available on request.

1 Please charge my credit card / }/

fCardName____ Card Number____
M.B. Subscribers to Sinclair User, Sinclair Pregrams or Sinclair Projects should be aware that Timex Sinclair User will occasionally reproduce

i Signature Date
top articles that have previously appeared in our U.K. magazines. \‘ \%’\J ” M

]
LY
T e

{ WM
1 /7/7/7/) »

= Y

&



What the
experissay:

Sinclair User..-quaLimy

oUSE ANDLEARN

Sinclair User. . “exceLLENT”

What Micro. “TREMENDOUSLY VALUABLE. .
GET THE BEST OUT OF SPECTRUM BASIC”

ZXComputing.. ‘EXCELLENT...AGREAT

ASSET...FANTASTIC VALUE. . .VERY HIGHLY
RECOMMENDED"

oTHE DATABASE

SinclairUser . . ‘exceLLent

MicroDecision.. ‘oF ALL THE DATABASE-TYPE
PROGRAMS AVAILABLE MiICROL'S SEEMS
THE BEST VALUE. . .MORE FOR YOUR MONEY”

oTHE SPREADSHEET
Personal Computer News . .‘easy

TOUSE...PLENTY OF USES...STREETS AHEAD"
(OF GEMINI'S SPREADSHEET)

Sinclair User . “exceLLenT.. . MucH
CLEARER" (THAN VU-CALC)

What Micro. .«quauimy”

MICROL

Order TODAY for fast
convenient delivery
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‘r'our perfect Spectrum starter Kit.
25 original BASIC programs you
can use immediately, PLUS 118
page manual to help you get the
most from your 160r48K Spectrum. i
25 programs include:

Music Composer, World Atlas,
Computer Term Glossary,Screen jii
Designer, Star Maps — PLUS [
games and powerful routines to ,.
use in your own programs:
graph-drawing, text-editing,
sorting, searching and much
more. 118 page manual .
includes detailed description *=
of programming technigues, full
listings of all programs, and articles to
deveiop your own program-writing skills.
“Excellent” A.R. West, Surrey. “First-time loading,
user-friendly, superb documentation” J.E. Mann, Leeds.

THE SPREADSHEET
Based closely on Visicalc, the world’s
best-selling program,

THE SPREADSHEET turns your48K
Spectrum into a “super-Calculator”
that helps you solve all kinds of
number-based problems quickly
and easily. Hundreds of
applications in business,
engineering and science — and

1NI[M|IIIfI

Whether you want to update mailing
lists, manage customer accounts, or
mmply produce an index of your
record collection, THE DATABASE
makes it easy and enjoyable.

A breakthrough in power and
practicality, THE DATABASE
allows you to store information
on any subject in the way you
want, and gives you a full range
of commands to display, update,
sort, search and print

—even perform calculations.
Massive storage capacity:
1,000 lines in memory at a time,
over 7,000 names and addresses on a
single C90 cassette. See for yourself why
THE DATABASE is the most advanced 48K Spectrum
database available — far more powerful and practical
than Sinclair's VU-FILE and all other “"competitors”.

THE WORD PROCESSOR
The only full feature, professionally-
written word processor for 48K
Spectrums. Use it to produce memos,
letters, reports

— THE WORD PROCESSOR has
the features you need, including
flexible editing, justmcatmn
centering, and automatic “word
wrap”. Simplicity itself to use,
THE WORD PROCESSOR uses

just as versatile for home finance
management. Invaluable in
education too, helping develop
maths ability and confidence.
In power, flexibility and ease
of use, THE SPREADSHEET
outperforms all other Spectrum
spreadsheets — including Sinclair's
VU-CALC. See for yourself, with the security of
MICROL'S 14 day money-back Guarantee.

To order: (UK Orders Only ).

Simply complete the coupon,

and FREEPOST with your cheque,

made payable to MICROL (UK Mail Order).
All products normally available from

stock and despatched by return.

Credit Card Orders: By phone 9-5.30
Mon to Fri. stating name and address,
Card No. and item(s) required.

\f

38 Burleigh Street Cambndge CB1 1BR.

(0223) 312453

the same “what you see is what
you get"” principle as word
processors costing hundreds of
pounds more. 20,000 character
storage capability for real-work
applications, and it's easily adapted to
work with full size printers. Once again,
MICROL sets the standard in serious
Spectrum software.

Post to:— MICROL (UK Mail Order) Freepost

38 Burleigh Street, Cambridge CB1 1BR
Please send me............... copy/copies of USE AND LEARN Vol. 1
Please send me.. ...copy/copies of THE DATABASE -—
Please send me.. ...copy/copies of THE SPREADSHEET -wﬁ.
Please send me copy/copies of THE WORD PROCESSOR
| enclose cheque/P.0O. for (£9.95 + 50p p+p — £10.45 total each)
Or | wish to pay by Access/Barclaycard/Visa
Card Number ..
Please print name and address

SP5

w

Name

holdEr s signature

N
5
3
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The Galaxy’s FIRST
ever computer comic!

Zooming into touchdown at WH Smiths, John Menzies and other good newsagents on

JUNE 23rd and every fortnight. .. only 40p. Order your Copy NOW!

Bursting with great new comic strips. . . €xciting stories . . . astounding facts. ...
big prizes. .. competitions . . . fascinating quizzes. . . star personalities.
And that's just the start of Britain’s newest, brightést, most fun-packed comic euer!f

LOADRUNNER . = - &8

It's the only comic for the age of the computer-
it pyts the rest back with-the dinosaurs!

i - Pt

e —

- “and every fortnight. ..order your copy NOW,




PERSONAL -

FINANGE

ERSONAL FINANCE allows
16K and 48K Spectrum users to
keep track of their financial situa-
tions with an effective but relatively
simple program. Once it is entered you
are given five options—entering, saving
or displaying data, saving the file, or
preparing a statement. Entries will be
arranged in date order and a statement
of income and expenditure can be
obtained at any point.
The program was written by Paul
Weir of Shirley, Southampton.

18 LET n=8
12 DIM xC1583: DIM w1583 DIM
ZC 1583
15 DIM afCl1,.8)
20 DIM axC158,82
20 DIM ac15a>
35 BORDER @: PAPER B: INK 7' C
LE
48 PRINT "Welcome Lo Fersonal
Finance"
55 FPRINT FPRINT 158=ni" Free
Locations"
60 FPRINT PRINT " MEMU": PRIN
3 PR i
78 PRINT
B8 PRINT
98 FRINT " 1:Enter Data": FRI
NT -+ PRINT " 2:Diesplay Data": P
RINT : PRINT " 3:Prepare Statem
ent!: PRINT
95 PRINT " 4:Save This File®
27 PRINT PRIMT " 5S5iDelete o
ata"
i@@ PRINT AT 21.8;"InPut sour o
hoice"
i1@ INPUT i
126 IF i»3 OR i<1i THEM GO TO i1
a
125 CLS
138 GO TO i¥198e
1866 REM
1881 REM DATA EMTRY
1662 REM
181@ PRIMT "Enter [Data Mode"

1815 PEINT
1828 LET n=nt+l

1838 IF n>=181 THEM PRIMT "Dut o
f memora": GO TO 35

1835 LET k=n

1848 PRINT "InPut Hame of item 2

el ans otherdata vou redquire (Mo
more than Schrs 3"
1856 INPLUT a$ck >

2008 REM

2@81 REM DATA DISFLAY

ZRE: REM

281e CLS

2820 PRINT "Dats dizplay mode"
2824 SRINT FRIMT "Perezs ~O% o
stop and start dispFlaw”
2628 PAUSE 8

2835 CLS

2068 FOR o=1 TO n

2078 PRINT asicdli" "rxdlidd; et iud
AXp Wil Al d)

20872 PRINT

2875 IF INKEYH="a"
38 HEXT o
28 PRINT

u for menu"
2183 PAUSE B
2118 GO TO 35
JERaE REM

3881 REM STATEMEWNT MODE
38az2 REM

3065 LET to=@
2818 PRINT "Statement Preparatio

THEM PALUSE 0O

PRINT "Press anu ke

n Mode®

3828 PRINT PRINT "Last entry w
2= on "

3838 PRINT x(n; "% uind; ") =zin
k]

3048 PRINT PRINT "InPut Statem
ent date™

2658 IMPUT wi: PRINT wwi "5 IN
PUT wu: PRINT wus®sMps THPUT szt
PRINT w=

2853 PRINT

FAEE LET wa=( 10000%yz b+ 100%yq 1+
W

3070 FOR ==1 TO w

20268 LET vn=( 10880%x( 2 3+l 1A
£ )D+uC )

43898 IF wnr»wd THEM GO TO 3194
21608 HEMT =

3198 LET swma-—{

3288 FOR h=1 TO =

4015 THPUT e%: PRINMT
4020 SAVE =% LIMNE 3%
4830 GO TO 25

S008 REM

PRINT =%

SaE1 REM DELETE DATA

5602 REM

5885 PRINT "Delete data mode: F
FIMT

SA18 PRTINT "InPut title of data
to be deleted"

S028 INMPUT 91>

5030 PRINT ' PRIMT oS}

5648 FOR a=1 TO n

S50 IF 98¢l i=asiax THEN GO TO S
SEQ

5868 HEKT =2

S@78 PRINT PRIHWT "Data mnot fou
L=

SE86 PRINT AT 21.8:"Any key for
men

5658 PAUSE A
5188 GO TO 35

=5ea CLs

5518 PRINT "Data found”

=515 PRIMT : PRIMT "Data beina d
eleted"

5520 FOR u=gs TO mn=1
5538 LET bi=u+i

5540 LET af(ud=a$ihid:
achid LET :Cu dmxilhi
ulhide LET wfud=uihi>
=S58 MEXT u

5568 LET n=n-1

=570 GO TO 35

SIPBE REM

S@81 REM DATE SORT
g8z REM

S@eS IF n<2 THEW GO TO 35

9087 LET t=¢18000%=(n > +< 100k9{n
I+C DD

89016 FOR s=n TO 2 STEP -1

9838 LET r=C 100@00%= 21> 24 108Ky
Ca=13)+(x(a=1732

9940 IF t<{r THEM GO TO 3580
985@ GO TO 35

LET afu)=
LET 9w

1868 PRIMT FPRINT a®ck > 32168 PRINT asihd; " "imdhdi s "ol SEER HEXT =
1678 PRIMWT FRINT "InPut amount s tatEECh . At ach) 29R78 GO TO 35
of money" 3228 LET to=totadth? 250@ LET Jj=s-1
1986 IMPUT ack> 3238 HEXT h
1690 PRIMT PRINT "shiadled 3248 PRINT PRINT "Balance at " 9%5i@ LET d@=asc=s): LET q9=alsi: L
1892 FPRINT PRINT "IvPut Daterm FAC A g e e M s W ET Qumx(a): LET Qu=u{s>: LET q9z=
onthruwear”: THNPUT 2(k > PRINT J2538 PRIHNT PRINT "anw lr'-_'h_a £ o b ]
k2"t TNPUT udk 3: PRIMT wdlk ) i, 9520 LET af(=)=a%(i): LET afs)mg
"o THPUT z=(k2: PRINT =z{k) 3266 PAUSE @ Cadr LET »fad=x jdr LET 4¢s)k=uf |
1188 PRIWT FEINT "Preass ~M~ fo TA GO TO 325 a1 LET #(s == i
r MEHU": PRINT "Press ans other STOP 9530 LET as(.j)=q%: LET aciy=q9: L
key to chanoe this catal REM ET mCJd=dx: LET w¢ i)=qu: LET =(1
1118 IHFPUT k% 11 REM SAVE MODE y=qz
1126 IF k%="m" 0OF kH="M" THEM GO 4882 REM 9546 GO TO 2058
TO 90BR 4818 PRINT "InPut name file isa £
1138 CLS GO TO 1848 o be zaved undep”
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FRUIT MACH!

HARLES GIERSH of Wood-
thorpe, Nottingham has writ-
ten a program which simulates

the working of a Fruit Machine on the
16K ZX-81. Unlike many similar pro-
grams it is not impossible to win fairly
frequently, although the 50 pence Jack-
pot can prove elusive.

1% RE% CEAMBLE 121 pg§~.—r G o - L2R2e IF B=l1 THEN PRINT AT 165,13;
2@ PRINT * PRESS R TO ROL i:: SE SRR £ IF C=1 THEM PRINT AT 16,21;
| =
se N - 123 PRINT “3 M W UINS 20 IF C=2 THEN PRINT AT 16,21
By -
= 1=8p* 125 PRIMNT IF C=4 THEN PRINT AT 16,21;
Se PRINF .~3-1%p- SRS CHERNTEC ol xS LIRS T IF A=8 OR A=C OR C=B THEN D
Z5 PRIMNT AT 18,@; “UITH A SUPER 127 PRINT AT 18,3; “vou WIN 3pr "
RIN_IQF.- p}au PRINT " B 3 WINS -Sa o5 EF 5;3 ﬂ?ﬂ ?;S“f”E" PRINT R
ZZ BRINT .- __Sep- 138 IF A=1 THEN PRINT AT 16,5;" Bi2 Zr R=2 AND Baad ANO. C=d4 THEN
e coro oo, ag-[" 0o TMEN PRINT AT 1c10;  aaiird-loA% K3 B € raen
88 Loy TSNP CINS,ITRY SSTO Se 4RI Omo TEw PRINT AT as,eay gt Ir B3 AN 822 BME £51 Taew
- LET B B |
188 LET B=INT (RMGC:441) @ IF A=4 THEN PRINT AT 16,5; " 245 IF A=4 AND B=1 AND C=3 THEN
11@ LET C=INT (RMD#4+1) e BRINT AT 1@,8;"Y0oU UIN 3ep
115 cLS i 180 IF A=2 THEN PRINT AT 16,S;" 248 IF A=4 AND B=2 AMD E=
B o CRANT A NBATRA DT Ny =i 278 IF A=3 THEN PRINT AT i S TA T -
HE AR s : o eiser  mamaEmN TP
DT AME = i3 N R :
ot HE SAHME WINS ie e = W PRINT AT 16,13; el S B
119 PRINT 88 IF B=4 THEN ;
o122 PRINT "Ml + 4 uIns —im ; £ ERENT AT a2
1 RAND
5 LET L=CODE "("
& LET S=NOT PI
11 LET A=CODE "(§s)"
12 CLS
13 LET K=INT {RHD#¥23+1
38 LET C=INT <RMD*L >
4@ LET D=CDDE “3"
58 FOR F=NOT PI TO L
&2 PRINT AT F.HOT PI;"%"
s 78 MEXT F
I o 198 PRINT AT A.SGN PI;"(a7>"
-~ - “
S 185 PRINT AT A.SGN PI;" ®
E : 11@ LET R=A+¢ INKEY®="5" AND A<=

Giant Worms are after your
money and if they steal it all you
will die. Shoot them before they can
reach the gold. One worm contains the
brains for the whole operation. Shoot at
that worm with key 0 and both worms
die. Shoot at the other and nothing will
happen.
Giant Worms was written for the
16K ZX-81 by E Mitchelmore of
Kingswear, South Devon.

BEWARE — the highly-intelligent

48

21 )=C IHKEY®="7" AND A>=0)

125 LET D=D-SGN PI

126 IF D=NOT PI THEN GOTO VAL "
4“3 "

138 PRINT AT C.Dy" "

135 PRINT AT C+CODE "¢953",Di"

148 IF A=C AND INKEY®="8" OR Am
C+CODE "( 953" AND INKEY®="@" THE
N GOTO VAL "3ae"

16@ GOTO VAL "ige"

388 IF K=SGN PI AND A=C THEM GO
TO VAL "3se"

3@z IF K=CODE "(@2)" AMD A=C+CO
DE "(@5)" THEM GOTO VAL "35@"
318 GOTO VAL "1@8"

358 LET S=S+CODE "(g@s )"

368 GOTO 11

40Q LET L=L-SGN PI

42@ IF L<{NOT PI THEN PRINT "SCOD
RE=",8)Q

430 GOTO CODE "£"

WORM)
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i LET ag=" LET s=h=08
2 LET 5=6: LET oxX =158
SCEEL. EEs

4 GO SUB FTaab

i BORDER . 9: FGPER &8: IMNE 7T: F
LASH @&: BRIGHT @: INUFRSE ©: DUE
= B: CLE

11 RESTORE -

12 LET §=0: LET p=3 EF Jinc=s

ISV ETF Sl =8C | T R (R ET g1
ing==%1

28 S0 s Zaoa

= @ GO SUBE 2i1ige

35 GO SUBE 4500

AR EET a=35c LEF x=0: LET al=4

5 i A4 =4

SO O RERINT IME S BUER L1;RT:d;X;
) T = s e S N e e, ISR S :

E@ GEEP .81,9: IF i{x=a AND d=t1
P-211 OR {ix=9i%i AND S=igi-43) THC
NGO TO SOH6

Bl FOR h=1 TLk 2

£2 G0 SUE Seade

&4 GO SUE 4868

ES IF (x=9 8HND yu=(p-1:) OR [x=
91 BNER uM=§(pl1-1}) THEMN G TO SaR

BE NEXT h: LET ox=pbx-1@& LEF o
F=3TR$ o0

&7 IF LEN di%=4 THEN GO TO 59

&8 FOR J= 1 TO 4-LEMN d% LET d%
=@ +d$: NE B

69 PRINT AT 21.,8;4% IF ox=a2@ T
HEM GO TO Se& 1 1
*?@ PRINT IMK E&; OWVER 18527 9,3
i oI;RT U"’i,.}k'” i 2 1

is@ LET Ki=X1+% (INKEY$="p ") —{INK

1%@ LET uyl=yl+(INKEY&="cC"] - {INK
EYda="a")

i7@ IF ATTR (4+2, x1;=2 oRr (RTTR

(Y+2,x1) =2 ABND EE.F-'E (y+2,x112
=i THEN LET x=x1

160 IF SCREENSE (4l+2,x)="" THEHM

LEET 4=431

19® LET ul=u: LET xi=¥

199 IF uy=2 ANMD x=1E& THEHN LET 5=
=+ox: GO SUE 60606

Z0e GO TO SO
2080 FOR i=0 TO 7: REARD a: POKE
SR "a'+i,a: HNEXT i: DATA 255,12
6,126,251 ,.231,.255.,06.,.06
28310 FOR 1=0 T 7: REARD a: POKE
HER "h'ii =: HEXNT .. Dors foa 49
9,285,255, 128,129,255, 255
2820 FOR i=a T 7: REARD a: POKE
BaR e +Fi sa: HEXT i: DETH 102,15
=By, 255,153 .255.255 .55
2033 FOR i=0 TO F: RESD a: PORE

R "F"+3:1,a8: HEXT i1i: DBATHR 24,868,
2,560,900 .,159,189,1589
=a409 FDR i=0 TO ?: REARD a PORKE
LIsR YiY“+i,a: HEXT 'i: DAETA &, 5608
g0 ,.24 ,36,36 .06, 36
=Haf RETURN
2188 PRINT £ reE " s "Hi scoere
Yish,,Uby 3%

231316 IMNK Z: =DR 1= TO 4 STERP -
i: PRI iﬂr'

2128 I E " i

ER

i r=

2138 I

i B iy

=14@ FOR

51.1 nu”: =

2158 RETURN

098 OUER 1

. fﬁu:

—ale I b4

E=p+1: B e

@26 LET g=q9+9if Az 1<@ 0OR 9>C
B THEM LET ginc=-5SGMN ginc =0 TG

@z
ZB21 PRINT AT p.9: INKE 4 "@"
SR25 IF 9=0 BND p=19 THEN LET 9
B LET p=5: PRINT BVER 2; INE ©
85 ESLaat
z 8 QUER B RETLRM
2 SUER 1 PRINT 8T pi.91) IN

ﬁ“
216 IF HITR (Pdl+dl.91li <:2 THEMN L
Pl=pi+l. GO To 4021
@ LET g9i=9l+g9ilinec: IF gil<a oR
FEE THEN LET glinc=-SGN qQlinc
2 T 4A@GZ6
i PRINT BT pl,91; InNY 4;"“%"
= IF gi=38 RrD pl1=19 THEN LET
=Z@8: LET pil=3: FRINT OUER &;
BiHLE Ag9.56; o
T OUER O RETURM
FOR i=1 TO 12: RERD a: BEEF

HE OBJECT of Monsters is to

move your man from the bot-

tom level to the middle of the
top level by means of ladders. The
monsters descend from the top level
and, should they hit your man, a life is
lost.

Scoring is calculated by the amount
of oxygen remaining when the man
reaches the centre of the top layer. The
game includes full instructions. Mon-
sters was written for the 16K Spectrum
by Darren Girard of Colchester, Essex.

w4, a+12 HEFT i+ DATA 1,3.5.7.2

PR SR T S L S (= P T R

A510 PAUSE ©: RETURN

S FOR i=30 TG @& STEFR -2: EBEEPRP

1,20 BEEFR 005, 1 +50: NE\T i

SRS FOR 1=1 TOo 28: HNEXT i

S@ie LET 1l=t—-12! IF i=00 THEHN GO T

O Z1ag

= B LET ox=15@8

-ase GO TOoO 19

218@ IF s:sh THERN LET sh=S5 IMELE

T Mame:'.;as$

S1i@ GO TO 2

EP0AE FOR i=1 TO 5 READ 3 EEEPR

3.a: HMEXT 1: DATAH 14 ,16,12,8,7

=0PS LET ox=1500

o@ld GO TO 108

?@BE EORDER 1: FRFER 1 INEK 7 i

7818 PRINT IRK 6:;TRE [221;"Monst

AZ@ PRIMNT ‘iTkdect Of game ic
gst middiz o5F the top
Aty running ouw BE ¥
n ng ki lled. s "Key
o W T oD dognnsts o
- g rigktt e e 1o g6
|
@ ”?INT L i Fress an

E Bty o == E &: RETuUR
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5
16
13
el
3a
4@
=17
606
=
re
[
=%
26
laa
116
1z@
134

FAST
DIM ASC21.238)

FRIMT

FOR A=1 TO 21

LET ASCA =" ap  3Ekisp "
PRIMT A%CA D

MEXT A

LET =2

LET Y=15

FOR B=1 TO 48

FOR A=1 TO 1@

LET Rsi(K, Y om" o

FRIMT AT #.vs" »

LET D=IMT ¢RMD%4 3+1

LET Mm¥+( D=3 j=( D=1 )

LET Me'f+( D=2 5—¢ (=4

IF M»2@ OR M<2 OR MN>29 OR M

0 1249
229
238
248
258

284
266
276
28a
250
384
31a

MEXT B

FOR A=21 TO 2 STEP -1

FOR B=2 TO 3@
IF R%CA~1,B)="

HMEXT B

HERT A

FOR A=A TO 21
PRINT AT RA.B:"
LET R%CAH,B ="
MEXT A

" THEM GOTO

n

<2 THEM GOTO 128

148 IF CABCM+1,Moa=" " s+ AEdM-1,
Mo=" "o+ RSO M, M+L a=" " g ASC M, M-
1=t "2 21 THEM GOTO 180

150 LET #=M

1688 LET ‘=M

178 GOTO ze

188 HEXT A

128 LET #=IMT (RMD®1S +2

288 LET Y=IMT (RMD¥28 )+2

210 IF A%, YI="(isp )" THEW GOT

HEN RUN, Maze Maker,
written by ] D Webster of
Wetherby, West Yorkshire

will produce a random maze. The rou-
tine could usefully be added to many
games programs. In each maze there
will be a possible route from A$ (2, 15)
to the bottom of the screen. The pro-
gram takes two minutes to run, so be

prepared to wait for your maze. (16K

7X-81).

50

e e
S
P:/

P.’. j‘

-

|
D=y
=
n = i
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=
=N\
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NGUS LAVERY of Todmm)\
A den, Lancashire has written Or-

chard for the 16K Spectrum
dealing with hardship and exploitation.
You are the high-tech fruit catcher and
your boss has threatened to dismiss you
if you drop any item of fruit.

The small reward you earn per fruit
means that you can often be sacked
having earned less than £1. Can you
beat the built-in high wage of £5?

18 LET hw=568148
28 BEORDER 1: PAPER 5: IHK B8: C

LS

=20 G0 SUB 2800

4@ PRIMT AT 1.,12;"ORCHARED"

58 PRIMT *" You are a ‘higk-
tech”  fruit "N picker: with
2 bazket that i= """ comPuber-o
bl T I M

&8 PREIMNT " Howewer 4Your boss
» the farmer, "' dizteusts  mo
e teckhnologe "' 4" gad kas &
old wou that gou will "' bhe =3
cked if wou dreaP 8 zingle "M F
[ 1158 5 il A

el PRIMT " More informatio
ol lows"

B2 FOR bh=1 T0D 3: FOR a=-d48 TO
468: BEEF .81.3: BEEP .81,18-3: M
EXT a: MEXT kb

A CLE

8 FRINT **" Your boss iz a {3
i man thousk, """ and he i Pre
Pared to Pay  wou "''" the follo
wing Palbry amounts "7 for
ouur laboup:"

T FEIMESTHE S 0 TAE 12 B TN
Koy = fptd e STRE 12 ey T
ME B:" = 2p"* TME 1:TRAB 12:"D"}
IHE @;" = 3p"

6 PEIMT “‘TRAB 11.;"COWMTROLS"? "

5 - LEFT o RIGHT"

A@ PRIMT *" Capn @0 =akn i dec
et wageTT"

9@ PRIMT FLASH 17" Press a
ny ked to Play ”

a% FOR a=8 TO 408: BEEP .81,s

97 IF IMKEYS<>"" THEM CLE : GO

TO 116
16@ BEEP .@1,18-a: MEXT a: GO T
0 8%

116 FOR a=12 TO 21
120 PRINT AT 2.8 PAPER 4"
L

13@ NEMT .

14@ PRINT AT @.,4; PAPER 1, INK
6 "HIGHEST WAGE EARMED ' "jhwj "p"

158 FOR a=4 TO 26 STEP 11

160 FOR b=11 TO 18

17@ PRINT AT b,as, PAPER @; INK
E;HHII

1680 NEXT b

19@ FPAPER 8¢ PRINT AT 4,a-2; IN
K 4, "PEEEH":AT 5,2-3; "FIEEmH" A
15 I"‘{.JB. gJ“G_I" AT 9,a- EJHG-
1";AT 16,a~1, "GEI"

200. PRIMT PAFER 4, (INK 8,AT 5.2
240 B B "JAT G a-5:" B B B /AT
7,4~3,"B B B B"; AT 8- BB

”.JHT 9 a_ljﬂﬁll

218 MEXT 3

2z@ PRIMT AT 5.4; IMK 2;"C":AT
6.5 "CYIAT 2.21"CY5 AT 7.6 "CY AT
§,2,"C" AT 8, 45°C"

230 PRINT AT 5. 0%: INK 6;"E";AT
5 1—|.1I-LF:_|.I r_"T |_.l_ ‘{2 IIEII;HT ';1 -1 .IIE
"JAT B/ 16, E"

248 PRINT AT %,24; IMK 13"D":AT
6,25 "D" AT &,28;"D";AT 7,23)"D

AT 7,285 "DY:AT 8,26, "D"IAT 9,2
F‘.I!DH

258 LET s=@

268 LET f=15

270 LET c=INT {RMD¥E I+1

268 BEEP 62,1

290 FOR a=10 TO 21
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308 IF 3>28 THEM GO TO 428

318 IF c=1 OR c=& THEM FPRIMNT AT
S SRR S R R T B sk T S

328 IF c=2 OR c=5 THEMW PRIMT AT
a, 16y IHK &:;"E"iAT a-=1.,16:" "
338 IF c=3 THEM PRINT AT a.,12;
THES G HES AT A=l @ i
348 IF c=4 THEM PRINT AT
TG L NGl =g 2t
3590 IF a=1@ OR a=11 THEM
AT a=1,6+10%Ca-185; IMK 4;:"1"
78 LET f=f+2%00 IMKEYS="8" AMD
£4235 2=C IMKEYS="35" AND f>@3)

38@ PRINT AT 20,1 IMK 3 "iemm
‘II

382 LET 9=ATTR (19, f+3)

383 IF @>32 THEN LET s=a+(9m30)
+2%( 9=34 3+3%( 9=33): BEEP .05, 10:
PRINT AT 19.f+3;" ": GO TO 270
408 IF s>hw THEM LET hw=s: PRIN
T AT 8.25; PAPER 1) INK &ihw)"p"

410 MEXT a
420 FOR a=1 TO 2@

3,221

FRIMT

426 FRINT AT 21.0:; FAPER 7 IHNEK
1; FLASH 1;"YOUW'RE SACKED! WA
GES=";=;"p"

44@ BEEF .@5.2: BEEP .81,-2

458 HEXT a

468 CLS

47@ PRIWT AT 18.2; FLASH B: FAFP

ER 7; IMK B;"Prezs and kew to Pl

a4 a9ain"
488 FALUSE 4ed4

i ?r%ﬂ:ﬂlujj
oo aple s vl L e b Ao, aaamy S
S PR TR st
;%@? 5y C P Fpple
c 8 %
Ty ¥ o
el it s e M)
:’:_L-—". \...- = L_. e A 5 3 ;. s 24 5 ‘_.k’ “ = .-' 1 o E
BT L e S e e i L[\

“80 PAPER 5: CLS GO TO 118
8000 FOR a=144 TO 152 FOR b=@ T
0 7' READ c: POKE USR CHRS a+b.c
1 NEXT b' MEXT a

8018 RETURN

SB@B DHTH ?ﬁr ""?5.- ?5; "?5; ?EJ "?5 A ?
S
2018
26
90z8 DRTAH.
.96
9838.-DATH
' 2%
29948
4,08
9958
) 233
1% %)
13.3
287@ DATA
4,255,255
888 DATH
8,248,192

DATR 42.84,170.68,40, 16,42,
&4,78,110,60,30, 127,24
24,60,608,126, 126,608, 60
DRATA .24, 126, 255,255,126,2
DATA 3.135,31.63, 127,127,255
DATA 235,253, 127.127,63,31,
192,248, 248,252, 2%4, 25

233,235,294, 234,252, 24

'.LL”rf”l”””p“”””‘ e

52

BORDER

XPLODING BORDER is a
short routine for Spectrum users

to include in their programs,

written by M Birch of Kidderminster,
Worcestershire. Running the short pro-
gram produces the impression that the
screen border is exploding.

=17 1)
9881
seaz
2883
S804
I8a’3

FOR g=1 TO 5
FOR f=@ TO 7
BORDER
BEEP .2, f
NEXT

MEXT @
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2 GO suUB Seee
3 BRIGHT 1: CLS

S PRINT AT 1.16; INK 2;"SPECT

7 FRINT AT 4,41 INK 4)"The ob
Ject of the game iz to'"'"Strike
the ball from sour"’"Position C"
) INK @;"C"; INK 4;"3 at such a
n ansle" " "and =trengath 20 as to
make it "“"land in the hole (")
INK 2;"A"; INK 4;"3"!" You must
also trd to avold"’"the bunker (

"5 INK B ") IHK 4,"3""One ah
ot only ia Siven Per hole"'"so m
ake the moat of it."

B PRINT AT 13.8) IHK 4;"The =
trendth is usually a number"’"be
tween 340 B SEA" AT 18,8, INK 2
"ENJOY YOUR GCAME" AT 208.5: INK B8
i FLASH 1;"PRESS AWHY KEY TO STAR
TII

1@ PAUSE @: CLS

15 PRPER 7' BORDER 7' POKE 236
83,58

28 LET k=@
i LET ,n..ull

22 LET. f=INT C(RHDX18+15

23 LET bwINT C(RNDX13)

2% FOR g=B TO 31: PRINT AT 21,
g, IMK 4;"B": MEXT @' PRINT AT 2
8.8 IMK B,"C"

27 IF hom=S THEM GO TO 1&@

28 PRINT AT 21.bi1 IHK &) "

3@ LET homho+l:' PRINT AT 1.,18:
ho

LET =c=@1 LET ho=B

35 PRINT AT 1.1) INK 1,;"HOLE M
0. "jhosAT 1,13, "SCORE = ")acifAT
1,25 "HI = ";h;AT 3,26in8
38 INK 2: PRINT AT 2@.f=-1,"A"
48 INPUT "Swing = " sy =
42 IF suw>=8%5 THEN PRINT AT 18,
@) FLASH 15 IHK 2:"INVALID ENTRY
Can2le muset be 85-12": PAUSE 150:
CLES @ GO TO 22
45 PRINT AT 4,1 "Swina =
58 IMPUT "Strengath = "=t
53 PRINT AT S.1:"Strength = "
st
7B LET a=zt¥C0S (PI¥sw-188)>
75 LET best¥SIN (PI¥sw 180D
BB FOR =@ TO bsi6 STEP .3
85 LET ce=,.BixCbki-16%j%.]>
98 IF a%)>cZ@8@ THEN GO TO 13@

12w

S5 IF c>48 THEW GO TO 128

188 INK 8

185 PLOT .@4%a%.),4%c+8

118 BEEP .B@S5,c+7?

115 MEXT J

128 IF ABS (a¥b- 3208-f {1 THEHW
GD TO 135

125 PRINT AT 9,285 FLASH 1) IKK

21 "MISSED"

138 PRUSE 158: CLS : GD TO 22

135 PRINT AT 18,4 FLASH 1) INK
2" HOLE IN 1 ": FOR n==10 TO 1
8 BEEP .@%,n+3: MEMT n: LET ac=
ac+1: PRINT AT 1,11;ac

158 PRUSE S@: CLS ' GO TO 22

168 CLS : IHK 1

162 IF =2c?»B AND h<sc THEN LET h
=ac: GO TO i8A@

165 PRIMT AT 5,2 "That is the e
nd of gdour same."’’'"I hoPe you
niosed it."'!"PerhaPs vou would
like another T";AT 18, 14)"<{y¥m2"

178 INPUT u%

175 IF w$="y" OR y&="¥" THEM LE
T ho=B AND ac=8: CLS : GO TO 22

176 IF wSm"p" QR yuSi="N" THEM ME

]

188 INK 1

185 PRINT AT 5,2i"Consratulatio
ne YJou have Just"’’"comPleted th
e best round of the"’'daw."'*"P
lesze enter wour initials."’,"MA
® 5 letters": INPUT n%

198 LET ho=@: LET =c=@: CLS ' G
0o T0 22
9@88 FOR n=@ TO 7' READ x' POKE
USR "a"+n.x: HEKT n

S0e5 DATA BIN BRAGR11Q,BIN 20881
119,BIN P2011110.BIN EOB31110.BIN
PPERE118,BIN POPERA1Q,BIN EORE

AiB,BIHN PPAGABLA

9188 FOR n=@ TO 7' READ

SR "b"+n.x' HEXT n

9185 DATA BIN 0@R12008,BIN 11081

28, BIN 21000101 .BIN Q1008011.B8IN
@Riea118.BIN BAR1CRR0, BIN BRRA1
,BIN @

9208 FOR M=Q TO 7

USR "c"4n,x: MEXT n

S285 DATA BIN 2091i000.BTH 8ea11
280.B1N eBBB1000,RIN BR111116.B1

N Bigiilial, BIN 0BR11120,BIN RPO31

2108, BIN 22118110

9258 RETURN

9568 SAVE "apec aolf”

POKE

READ x: FOKE

[
HATEVER the weather, a

game of golf is always poss-_

ible with Golfer, written by

Mark Ansdell of Tonbridge, Kent for —

the 16K Spectrum. You and the golf
course are shown on the screen and
once you have entered the angle and
strength of your shot, the trajectory of
the ball is also marked.

You are allowed only one shot at each
hole, making it possible to complete the
game without once holing-out. With
experience the game becomes easier,
thus offering the satisfaction of a hole in
one.
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LET S=PI-PI
LET R=VAL "5"
LET B=PI/P1
LET Al=PI/PI
LET Bi=PI-PI
LET C=\AaL "7"

18 PRINT " break-out"

11 LET AS="Cicsprap:igp:gp:isp:
sPiisP 3P isPisP 1 igP P isP1ap 1]
zp a2t

12 PRIMNT

13 PRINT A%

i4 PRIMT " ",A%

15 PRIMT A%

3@ PRIMT AT AR.B:;".";AT VAL "11
"LCI"Cap 290 5P AT ALB" M

48 LET A=A+A1

58 LET bP=B+B1

68 LET C=C+({ IMKEY#="8" '~ IMKEY
$=IISII:I
7B IF B=FPI-PI THEM LET Bl=PIl~F
I

7= IF B=VAL "15" THEM LET Bl=-
FI-FI

Ba IF A=WAL "2" THEHW LET Hi=FI
~PI

gl IF R<WAL "1@" THEM GOTO “YAL

IIgEEFI
B2 IF B=C+PI/PI OR Be=C+YAL "2n [ T ([0 ¥ P
THEW LET Ai=-=PI-P1l

20 1IF A<VYAL "3" THEM LET S=mS+P /
I1-P1 !! "
188 IF A<MAL "12" THEM GOTO VAL BR AKOU
HSBII

118 PRIWT "SCORE: "8 DﬁVID THICKET of Doncas-

Wi~ il

120 PRUSE 4E4 ter, Yorkshire has written a
138 CLS version of Breakout for the
148 RFLM 1K ZX-81. Move your bat with cursor
keys 5 and 8. Bounce the ball against
the wall to destroy all the bricks.

ERRORS AN.
MISHAPS *

TWO PRINTING ERRORS occurred
in our last issue. Line 60 of Pilot
contained a variable which was not clear
because it had been inked-in so that it
might have been interpreted as a 9 or a
g. It was, in fact, an “a”,

The last item of data was omitted
from line 9210 of Demolition. The
line should have ended with a 6.
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rhonds of enthusiasts.

Micronet 800 is a powerful new service that
opens up a whole new world of opportunities for
microcomputer users.

When this huge database was launched just a few
months ago, it attracted thousands of enquiries from
home computer enthusiasts who could see the huge
new vistas when you link microcomputers with
Micronet 800...an ‘Aladdin’s Cave’ of hundreds of
games programs which can be downloaded to
individual machines...hundreds of thousands of pages
of news, reviews, product data and prices from the
computer world and from Prestel... and an electronic
mail-box for exchanging messages and ideas with other
users right across the country.

All this for around a modest 15p a day. Subscribers
are linked by telephone through a modem, making it
the fastest and most direct means of selling your games
software downline to machines like the BBC Micro,
ZX Spectrum, ZX81, Apple II, Tandy TRS80 and PET.

SINCLAIR PROGRAMS  Fuly 1983

Make a name for yourself in games software.
Send your disk or cassette, together with the coupon to
Micronet 800 at the address below* We will validate
the program, and let you know what you stand to gain
from Micronet 800.

Micronet 800

Bushfield House

Orton Centre
Peterborough PE2 OUW

e e e e

l Name R e e g S Ry
Address SR (S . = I
== Tel: = I
Name of Program |
Typeof Program Type of Micro _ -
"~ [ Please tick box if vou are interested in ‘

_becoming a Micronet 800 subscriber. SP 7

bl el — J

*We cannot return cassentes or disks unless o stamped addressed envelope is enclosed,



Play in the big league
— with only the best,
newest programs!

We've searched for briliant new program sources throughout
the U.K. and North America to find an exciting collection of
new games — and business programs — many of which
cannot be bought by mail order from any other source!

Every month, we'll be adding to our catalogue to bring you the g
best of new games, new business, educational and household _x,
software. And the good news is — we’re specialising in
programs for your Sinclair!

With our special new deal — you just CAN'T GO WRONG.

* A free offer every month [this time it’s a free blank
C20 cassette with every two games ordered)]

* A money-back guarantee if you're not entirely
satisfied with your purchase — that’s how confident
we are about the guality and value!

All you have to do is look at our first HOT selection, then order
quickly to be among the first to own these games of skill,
inteligence and excitement (fast delivery is another of our

specialities — so you could be using these new programs
SOON]. p—

FREE BLANK C20 COMPUTER CASSETTE
WITH EVERY TWO CASSETTES YOU ORDER!

Remember there's no limit to the number of free
cassettes you receive if your order justifies them — so
why not get together with friends or user group
members and share the freebies?

GUARANTEE

[ . If you are

ith complete cun_hdence '

ogﬁreﬁ%pely sa‘iisﬁfdr r:ﬂ:h:scm?m: of
retu

dgggraﬁlérgreaﬁll provide a replacement.

GREAT VALUE! TREMENDQOUS SELECTION! PLUS A FREE
OFFER EVERY TIME!

Fill in the order form right away — we’'re guaranteeing fast
delivery, quality and satisfaction [after all, we want you to
come back for more!]

The Software Workshop, Yew Tree, Selborne,
Hants GU34 3JP
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Here’s a whole NEW selection of
the latest games, the best-value software
for your ZX-81 or Spectrum.

ZX81 Software

2-14 Meteor Storm
Spectrum version of the ever-popular

1-01 Stock Market arcade game. 16K or 48K RAM E4.95
Buy and sell your way to millions! 2-15 Star Trek
16K RAM £3.95 Popular space program brought to life by
1-02 Football League excellent graphics. 48K RAM £4.95
First division fun for the soccer 2.9 Fr'ngger‘
E”‘hus'ast.-.r'l'eﬁgtmr&"‘ sk £3.95 | ewve e frog across the road
r:lﬂ_DhB 2 cth avoiding heavy traffic. 48K RAM £5.95
atch your wits alongside the
superstars. 16K RAM £3.95 g_'uEEth bc“r‘azkf Brf:lti::uns
: uide the balloons rou maze
1-11 Arcade Action without bursting. 48K RAM £5.95
Overtaker/Missile Man/Space Fighter/ 003 Arcadia
Pilot/Greedy Gobbler/Extra Terrestrial. z ¢
1K £4.95 The expert’s version of the popular
A ‘Invaders’ game. 16K or 4BK RAM £5.95
1-12 venger
Avoid missies and bombs to become the 2—24 Golf
ruler. 16K BAM £4.95 The finest of golf handicap games.
1-13 Protector 48K RAM £5.95
Defend your own ship from oncoming 205 Test Match
attackers. 16K RAM E4.95  More exciting than the real thing!
1-21 Football Manager 48K RAM £5.95
Manage your team through a hectic 2-26 Derby Day
league season! 16K RAM £5.95 This favourite has to be a winner.
1-31 Comp-U-Share 48K RAM £5.85
Investment management program for 2-27 Rescue
unit trusts, shares and loan stocks Rescue the Princess from marauding
Complete documentation included patrols. 48K RAM £5.95
16K RAM £9.95 o558 TheOrb
1-32 EDI‘I"IP—U—TEIX Discover the Orb in the depths of the
Accurate personal income tax calculator temple but watch the monsters.
for B2/83 tax year. Full documentation 48K RAM £5.95
included. 16K RAM £9.95 o599 Jackpot
The harmiless way to take on the one-
armed bandit. 48K RAM £5.95
Spectrum Software 2-31 Football Manager
012 Avenger See 1-21 under ZXB1. 48K RAM £6.95
[See 1-12 under ZX81]. 48K RAM £4.95 2-41 Comp-U-Share
¥ Senti See 1-31 under ZX81. 48K RAM £9.95
2-13 Sentinel
Guard your mother ship against alien 2-42 Comp-U-Tax
attacks. 48K RAM £4.95  See 1-32 under ZXB1. 48K RAM £9.95

r-----———------— —————————————————— ---ﬁ

i To: The Software Workshop, Yew Tree, Selborne, Hants GU34 3JP
! | wish to order the following programs. | understand that:

1| enclose a cheque/postal order for

i
1 Name

: Address
1

:[ﬁlluw 28 days MAXIMUM FOR DELIVERY] s

]
0
1 : : : ]
1 © | will receive a FREE blank cassette with every 2 programs ordered 1
! * | can return products within seven days if not entirely satisfied and 1
| receive a full refund or replacement programs to the same value. !
: Ref No | Oty | Title Price :
1 ]
I 1
1 ]
I I
1 1
1 I
I '
1 '
' 1
I 1
I ]
1 Postage, packing and handling: add 45p for the [
I first cassette, and 25p for each additional I
: cassette. Non-UK orders add extra 50% Total :
I
|
I
I
[
1
[
1
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Hardware or software lying around, unused?

From the August issue of Sinclair Programs, you can advertise it through our
new classified section,

By placing a classified advertisement, you will reach over 150,000 Sinclair-
using readers, and s0 exchange your goods for cash.

And it will cost you only £6 for up to 30 wordsl

Please write your advertisement in the boxes below, one word per box. Underline
words required in bold type. Your name, address andfor telephone number
should be included Please print in block capitals.

Note—this service is open only to private advertisers, The advertisement will
appear in the earliest possible issue.

A e e e e e e e e e R e e

Have you included the fee of E57

Conditions

Tho Adwortisemont Mansger roserves th
apEgning any feascn, Advertisemants ane
Adverliddment Manager 10 alled, rapstl or c
fiable for any loss from any cause whatsoover, nor do they accopt liability for printess’ anors,
Adveriisers shall indemnify the Publishers in respect of any claim, cost and sxpenss: rg aunt of any
libellods or maliclocs Matter or UNrLe STELEMEnt in Sy SdvartEomont published for the sdvertissns, o
any mfnngement of copyright, patent or dosign therein, The placing of any ceder willl be desmed o b
an acceptance of thase conditions,

10 SR, fepect of Auspend &n advertisement without
=

arder without eaplanation. The Propr

R A T e SR e a Y, S L g S i S e |

MAIL ORDER ADVERTISING
British Code of Advertising Practice

Advertisements in this publication are required to conform to
the British Code of Advertising Practice. In respect of mail arder
advertisements where money is paid in advance, the code
requires advertisers to fulfil orders within 28 days, unless a
longer delivery period is staled. Where goods are returned un-
damaged within seven days, the purchaser's money must be
refunded. Please retain proof of postage/despatch, as this may
be needed.

Mail Order Protection Scheme

If you order goods from Mail Order advertisements in this
magazine and pay by post in advance of delivery, Sinclair User
will consider you for compensation if the Advertiser should
become insolvent or bankrupt, provided:

[1) You have not received the goods or had your money
returned; and

[2) You write to the Publisher of Sinclair User summarizing the
situalion not earlier than 28 days from the day you sent your
order and not later than two months from that day.

Please do nol wait until the last moment to inform us. When you
do write, we will tell you how to make your claim and what
evidence of payment is required.

We guarantee lo meet claims from readers in accordance with
the above procedure as soon as possible after the Advertiser has
been declared bankrupt or insolvent (up to a limit of £4,250 per
annum for any one Advertiser so affected and up to £10.000 per
annum in respect of all insolvent Advertisers. Claims may be
Eald for higher amounts, or when the above procedure has not
een complied with at the discretion of Sinclair User, but we do
not guarantee todo so in view of the need lo set some limit Lo this
commitment and to learn quickly of readers’ difficulties).

This guarantee covers Unly advance payment senf in direct
response to an advertisement in this magazine [not, for example,
payment made in response to catalogues etc, received as a resull
of answering such advertisements). Classified advertisemenis
are excluded.

BARGAIN-HUNTERS
READ THIS!

Whatever your model of Sinclair computer—you can get
HOURS of fun, intellectual satisfaction and education for just
95p per month!

A bargain?

That's Sinclair Programs magazine—the fat, glossy
magazine that's PACKED with original, tested programs for
vou to load and run.

With Sinclair Programs every month you can build the
library of programs that suits your mood: in recent issues
we have challenged our readers with programs to test their
skill at Sharpshooter or Laser Cannon . . . jolt their brain
cells with Quadratic Equation or Monster Maths . . . or take
a practical turn with their own word processor program or
graphic generator.

That is just a fraction of what you get from Sinclair
Programs. Each month we have 40 programs for owners of
ZX80s, ZX81s and Spectrums. But make sure you don't
have to hunt TOO far for your bargains—Sinclair

Programs always sells out quickly, so order T
yours TODAY from your newsagent, or fill o -"’féd;‘:':s'lwﬂ

in the form below and we will send _ _ — 3~ 31 e

it direct to you, -l oo sues

every month. - == yiCANO (et pame
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RAM-PACKS FLA

and when RAM packs flap, programs crash because of edgy connectors (so children! keep off!).
Now East London Robotics offer a unique product:-

TRADE IN YOUR ZX 81.

Introducing the MAXIMEM ZX81. A ZX81 with 32k or 64k RAM fitted INSIDE the case (children come back!)
MAXIMEM ZX81 — the most affordable 32 or 64k micro in the world.

= . : £ -. ( . EASTLONDON . :
i W ASTACHDOE 3 ) B 1 ®
- (Kiiinos \_,._‘7 ' J KT
1 SP ECTRUM
MAXIMEMZKS Sk°418-£23
2k M
PLUS ONE USED Plug th ch-EuonY EXTENSION
ml intngth € chip-set (Issue 2) or circuit board (Issue 1 £3
3 k-£ lk standa:; Taimpmﬂmuided by Sinclair ang vou h:ue »
PLUS ONE USED Sinclair ad'd-uf.s i e, ﬁ}'"y compatible with al]
k zxsl No soldering is rgquiredePl}" in power consy mption,
k- l The SP48 carries our full w!::agn?ynd r;maual e
oo
2 and 68k is a modified ZX81 and it on 2 part-exchange basis to the Spgy, 2 o0l
The Mﬁ;g‘;‘ﬂ:f We give a SiX momt; 9ua“:::§:_§'n ECTRUM
just a RAY PR ardless of the age of VOUT T, o 80" ;
the computer, reg ses only a quarter !
memory u : ,and does
O onsumpton o 16 B0 FTCL PAGED 64k MEMORY EXTENSION
Fagiaid Wl 9. power i
ot interfere with any S oo are identical mc&nsgmmo" and add-on compatibility
printers, it s eyt he counter at our be used as a standzrdnglflsbiue 1 version £50). It can
st or over the coul B » but software instrycij
Trade in F‘I;Lfr'f}i:’; f:: check current dr.::;:;rgram re-:liﬂﬁ ;gdﬂfz:ctgnd pa,gel of 32k. Although ot
remises- and in wo : & complete beginner, ¢
DTrade-iﬂ ZX8ls mrti‘::f)i;?;ar only, without manuais: of tremendous benefit to the serious use; oo
Send and receive Fit and Test Service- At our p

Las oke: ) remises £3
u power supplies € — ——J ; % _ registered ;2? £7 o

ZX SLOWLOADER £10

Loads ZX81 tapes into your Spectrum, A recent letter
describes it best.

Dear Sir, Just a line about your excellent Slowloader.
[ bought it because | was nearing the completion of a project which
uses practically everything in 16k RAM including a string array (DIM 629,7)
which took 4 hours hard graft to bash in. [ really did not fancy deing it all again.
SLOWLOADER twice found a tape-loading error. So [ SAVEd again onto a short, high-quality tape —

and this time it went straight in. Two minutes to take out the SLOW and FAST lines, 10 to renumber the PEEKs and
POKEs, 20 to add some colour and a few BEEPs, and the thing was ready to SAVE again. What a little masterpiece!

All products on this order form are in stock at the time of going to press

Same day dispatch for phoned Access W d Visa = orders. TRI‘ KST]‘ K =

Te East London Robetics Lid. Please send by return (tick items required). A revolution in computer games control, for one to eight
- L players simultaneously. On sale soon.

[]MAXIMEM 32k. (€39 + ZX81)

[ MAXIMEM 64k. (£59 + ZX81)
(] SP48 (lssue 1 £35) (Issue 2 £23)
(I SPBO (Issue 1 £50) (Issue 2 £46)
[]SLOWLOADER £10

[[1Free Catalogue (SAE only)

Postage G5p

1 enclose a cheque/PO for
My Access/Visa number is

A 5 s 0 s a8

Mamse *

Address

SP7




Push your Sinclair tothelimit

ZX81|SPECTRUM
ARCADE GAMES

e

ZX INVASION FORCE
(ZX81)

the energy band to destroy
the menacing alien ship —

-/’E"‘qq gig?; INVADERS

N SPEC GOBBLEMAN
L8 =" These exciting high-
speed classic games
incorporate hi-resolutiongraphics and
sound to bring you the best in arcade
action at only £4.95 each (16/48K)

—@l EGMBK} the d
Op across the dangerous
/.--""

then lorries, Go back to the
wild west for a gunfight battle amongst
cacti and wagons. Features include
western music. £4.95

NAMTIR RAIDERS (ZX81)

@ High speed, quick action
—-F""/

arcade game with four

Gobbleman also available for ZX81 at £3.95

THE ULTIMATE ADVENTURE FOR THE
SPECTRUM/ZX81 for only £9.95

CE
THE CHAN

£10,000 or S

\F YOU “RA““

RULES
AVAILABLE
FROM ARTIC

Your eccentric father
has left you £10,000 in his will, In order to claim your
windlall you musi solve twelve clues and gain
access o a bank account in which the money has
aciually been deposited. Be the first to crack the
puzzle and the prize is yours! Pius you will win lwo
lickels lo the city of the secret KRAKIT™vaull
location. The Prize money is increased weekly. A
telephone number will be supplied so you have the
oppartunity to lind out just how much you could win.

DON'T MISS

A FORTUNE!

‘S’__,,- Use your skill to fire through

SPEC FROG 5/SHOWDOWN

road avoiding the lethal cars,

separate groups of attackers.
£3.95

YOUR CHANCE TO WIN

UTILITIES

TOOLKIT
Nine powerful new functions for
your ZX81 (including re-number
lines (goto, gosubl), program merge,
string finding and replacemeant. £5.95
SPEC BUG
A 30in 1 machine code tool and disassembiler
for your ZX Spectrum. £6.95
ZX BUG
A 30in 1 machine code tool and disassembler
for your ZX81. £6.95

Improve your machine
code programs with this
new 48K Spectrum

Assembler

Just released by Artic, this new professional
quality assembler is also available for 16K
ZXB1 and features: —

* Word-processor-like text editor. » High.

speed, versatile two-pass mnemanic
assembler with labels and detailed error-
trapping. Will assemble to any address.

* Essential support facilities such as
memor)fr-edit. register inspect/modify and

search for de-bugging. + Full output to
Zx-printer. + Memory-status

e CTeels gy £9.95
ZX81& SPECTRUM

SPECTRUM

MICRO CHESS

The only Chess program for a 16K or 48K Spectrum.
Allows all legal moves, castelling; en-passant
and pawn promotion,

Options to play blacklor white. Sets
board in any position. Full colour
and graphics display.

FORCE

A popular arcade game lor 16K or 48K Spectrum.
Fires through the force field to desiroy the
menacing alien ship. Sounds easy?? Two levels of
play — normal or suicidal. Full colour. Sound and
hi-res. graphics.

nowony £4.95

NEW LOW PRICE =

ENT
w p‘D\(JiAMEgRE
2z ONLY £5.95 for ZX81

and £6.95 for SPECTRUM

INCA CURSE (Adveniure B)

In a jungle clearing you COMe across an
ancient Inca temple. Your mission to enter,
collect the treasure and escape alive. But
beware! Includes a cassetle save routine.

SHIP OF DOOM (adventure Gy

You are unavoidably drawn to an alien cruiser.
Can you reach the control room and free
yoursel!? Or will they get you first? Includes
a casselte save routine.

ESPIONAGE ISLAND adventure 0}
While on a reconnaisance mission your plane
loses control and you are forced to land.

Can you survive and escape with the island's
hidden secret?

PLANET OF DEATH (adventure 4} 16/48K
You find yourself stranded on an inhabited
alien planet. Can you reach your ship and

escape?
ZX FORTH

also &
for SP Supplied on cassette
with editor cassette,
user manuals and keyboard averlay. ZX Forth
combines the simplicity of basic with the
speed of machine code now £14.95

A X
GREAT

CHESS
GAME FOR
YOUR ZX81
OR SPECTRUM’

ZX CHESSI

Very popular machine code program, with six
levels of play and an analysis option. Available
for ZX81, £6.50

ZX CHESS I
Anew improved version, with a faster response
time, seven levels of play, analysisoptionand in
addition a recommended move option, £9.95
ZX 1K CHESS
Anincrediblegame pe featl yred
in 1K foronly £2.95

kb kA

SPECTRUM

VOICE CHESS

wailable
gCTRU

*SPECTRUM
CHESS 48K

onITV

y : - o of £9.95

T T T T T Y Y Y T T YT YT YT YYYYYYYYY

SPECTRUM CHESS now only £9.45
O O S .

Te: Artic Computing Lid., 396 James Reckitt Avenue,

ALWAYS AHEAD WITH ZX81/SPECTRUM SOFTWARE

Hull. N. Humberside, HUB 0JA,
Cheques & P.O. made payable to: Artic Computing Limited. Dealer enguiries weicome. Please supply.

Ple whether your order is for 108 m n A E (Bi i) far -1 J‘
lease stale ather you £XB1 of Specirum. Send 5.4 E. (Bin x Sin) for calalogue, - I =

& ARTIC COMPUTING LTD. § oo

396 JAMES RECKITT AVENUE,
# HULL. N. HUMBERSIDE,

Mame . .

Address
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