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RAM-PACKS FLAP

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.

EAST100D00y

W e

EMZX81

PLUS ONE USED Plug the chi
I p-set (Issue 2) or circyit board
291 39 || [| i,
JaED ; Pectrum, fully compatible with all
64xk-£59 1 zxs
modified ZX81 and not

fakis a
g AXIMEM 32 and : th guarantee on
| T Aok e 2 e L e
M e
i th! cnmp‘utﬂf- ‘Iega’
ZX81. The extra IMETOW L0 g in memory: and &

ion of as
§ er consumption o ndard add-ons, such
| ot interfere with any st&

printers, RS232 or other interiaces.m e
or over the cour
Trade' ;:sycl";rhg:f}ig to check current delivery)-
Mises-

= der.
de 1l ZKE]. m\.ls‘- be clean a.‘ld mn \Wlkl‘l 13 or
Tra n 5

uals complit .
the computer only, without manuat:
ceive

to the serious user,
Fit and Test Service: At gur premises £3

of tremendous benefit

ZX SLOWLOADER £10

to g 1 . =
Loads ZX81 tapes into your Spectrum. A recent letter apa;:g!pﬂmexﬂ, i € regre, :u‘illmes
describes it best. € onjy fo g e S€rvice is
Dear Sir, Jus_i; a line about your excellent Slowloader.

I 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 doing it all again.
SLOWLOADER twice found a tape-loading error. So | SAVEd again onto a short, high-quality tape —

and this time it went siraight 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 golng to press.

Same day dispateh for phoned Access 58 and Visa i orders. TRICKSTICK

To East London Robotics Lid. Please send by return (tick '“’“; required), A revolution in computer games control, for one to
P H i
o IMEM 32k, (£39-+ZXE1) eight players simultaneously. See our demonsiration at

[ MAXIMEM 64k, [£59 + ZX81) the 8th ZX Microfair on 20th August at Alexandra
DSN& (Issue-l Eﬁlis&uz?iﬁi‘_ Palace.
[ SP80 (Issue 1 £50) lssve 2846)
DSLOMOHDER £10

[ Free Catalogue (SAE anly)

Pastage 65p

I enclose a cheque PO for
My Acczssl"-l‘i_su Inqr_nher is

T ) 0 1 I

Address
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30 PROGRAM OF THE SPECTRUM
MONTH

7 ERRORS AND
MISHAPS
LETTERS

11 PETROL
CONSUMPTION
LOGO

21 TOUCH TYPE
ZX-81 22 WASHING LINE
8 INVADERS 24 HIT STAR

9 SNUFFLES 27 NOUGHTS AND
12 GOLF CROSSES

19 MAZE ESCAPE 30 LABYRINTH
20 HIGH NOON 34 POKER

25 SPACE MISSION 36 STAR CATCH
26 PERISCOPE
29 BLOCK STOP
32 SPACE GRAZE

33 LASER BLAST Wl X
38 ATLANTIC LANDER 47 PATHWAY
39 FALL THROUGH 90 OLYMPIA
48 CONVERSATION 52 FRYOLITES
51 MASTERMIND 54 COUNTING

37 SPECVADERS
40 ALPHA ATTACK

To b:lsﬂ'«uhr tering graphics charscters we have adopted a system of writing the cha |wtih= £X-81. We indicate inverse characters

by the letter ndp: phml:gmll: u-.::s:lur‘\'.lslau :Ni-and:ll gr,rl luru1ruulu.u denated by gh.

\ru,rf |, I*mu by WCEIe SPACes dre i I SOMIE GECUE ug,u: Lande & row M’ $1% $paces, they shiown by B 5 S and
where the cbmbm 1uno h racters cach m i& divided by a colon, |hls pobk gh means a space Follnwod b) an inverse space and

then six chalaclers on the 6 key.

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

In the Spectrum listings, letters o be entered m graphics mnl!c are underlined, while other graphics instructions are underlined and 1ake

the form shown abowve, with the addition that inverse graphics characters are represented by the letters “ig",

The changes continue. Following our decision to publish Sinclair Programs monthly and make a special
award for the best program each month, we have decided to make another attempt to encourage better
programming.

From this issue we shall publish only 30 programs instead of the 40 which have been included
previously. The move was made necessary partly by you, our readers, who sent us many programs
which, despite their quality, we were unable to use because of their length. With more space for longer
programs we will print more complicated listings which your letters tell us are needed.

We also intend o begin publishing machine code listings. We have one in this issue for a Space
Invaders game and we will be looking for more in the coming months. Please enclose a complete listing
with all machine code programs.



ALF

sinclair Z

ABOUT OUR PROGRAMMABLE
INTERFACE

Surpassing the outstanding specification of
our Interface Module II which still offers
the best software support at its price, a
Joystick Interface that is compatible with

L SOFTWARE through its unique hard-
ware programmable design.

The Interface plugs on to the rear connector
of your ZX81 or ZX Spectrum.

Quick clip-on connections, which are con-
figured from a reference card supplied, allow
you to define which of the forty keys are
simulated by which action of the Joystick,
A pack of ten Quick Reference Programming
Cards makes setting for your favourite games
even easier. These can be filled in to show at
a glance the configuration required and
stored in the cassette case of the particular

me. When vou change to a game using

ifferent keys the module is re-programmed
in a few seconds.

As with our Interface Module 11 the Pro-
grammable Interface accepts all standard
switch Joysticks that are Atari-compatible,
Two sockets are available which are con-
nected together for two player games which
use the same keys for both players.

The Interface resides in the keyboard
address space and does not affect its opera-
tion or interfere with any other add-ons. A
rear extension edge connector will accom-
modate expansion of vour system.

The unigque AGF key simulation principle
makes it extremely easy to incorporate
Joystick action in your own programs. All
eight directions and fire are read by simple
BASIC.

With every order comes a free demonstration
program called *'Video Graffiti® plus a full
set of instructions,

PACKAGE CONTENTS SUFFLIED

® Programmable Interface Module as illus-
trated, complete with clip-on program-
ming leads.

® Self adhesive programming chart detailing
how to define which key is simulated by
UP, DOWN, LEFT, RIGHT, and FIRE.
This can be fixed on to the case of your
computer or if preferred the protective
backing can be left on. The chart is made
of a very durable reverse printed plastic
and is extremely easy to %ead.

® One pack of ten Quick Reference Pro-
gramming Cards for at-s-glance seuins
to your games requirements. The carn
allows you to mark the configuration in
an easy to read fashion with space to
record the software title and company
name,

® Video Graffiti demonstration program
which is written totally in BASIC to illus-
trate how all eight directions and fire
can be read. This is also a useful high
resolution drawing program.

® 12. months guarantee and full written
instructions,

JOYST ¥K8

ATARI
CONTROLLERS T
FOR USE WITH OUR INTERFACE
Module or VIC 20, Commodore 64,
Atari VCS, Atari 400, Atari 800
If you require extra Joysticks for our
original interface module mark order
‘OLD" Joysticks

ONLY £7.54 inc VAT + P&P

TOTAL SOFTWAR
COMPATIBILITY !

PROGRANMVMMARBI
JOYSTICK INTERFALC

Spei

FROM: MR/MRS/MISS

ADDRESS

SEND C.W.0. (NO STAMP NEEDED) TO: A.G.F. HARDWARE, DEPT.

FREEPOST, BOGNOR REGIS, WEST SUSSEX PO22 9BR

ary “ITEM

DEALER ENQUIRIES WELCOME

ITEM PRICE TOTAL
PROGRAMMABLE INTERFACE 33.95
PACKIS] QUICK REFERENCE CARDS 1.00
INTERFACE MODULE 1I 20.95
JOYSTICKIS) 7.54
SOFTWARE AS TICKED ON LIST
SOFTWARE AS TICKED ON LIST
ONE VIDEO GRAFFITI FREE
zxs1 O Zx SPECTRUM [0 Please tick FINAL TOTAL

EXPORT PRICES ON APPLICATION

SINCLAIR PROGRAMS  August 1983




IMPORTANT:
This product is not software
programmed and guarantees
eight direction Joystick
response in machine
code and BASIC

programs.

KEY FEATURES

B Any five key configuration
programmed onto joystick

® Accepts all Atari-compatible Joysticks
® Rear connector for any other add-ons
® Use will not affect Sinclair guarantee

® Full instructions & 12 month guarantee

SINCLAIR PROGRAMS  Augusr 1983

JOYSTIC
IN'TERFAC

for

m X

I

Spectrum

sinclair ZX:

KEY FEATURES

# Proven cursor key simulation for

maximum software support

* Accepts Atari, Competition Pro, Wico,
Starfighter, Quick Shot, Le Stick, etc.

* Second Joystick facility

* Eight directions programmed in simple
BASIC FOR USE WITH OTR INTERFACE

odule 11 ot VIC M, Commoton &4,
* Rear extension connector for all other Atari VS, Atasl 400, Atui 500
add-ons
* Free demo program, *Video Graffiti’ + full
instructions

INTERFACE 1l COMPATIBLE SOFTWARE

ZX SPECTRUM Hewson ... Nightflite
Abbex *  Spookyman Consultants Specvaders
* Invasion Mazechase
* Harrier ICL Star Trail
* Cosmos (Man,Dock)
* The Android Run Imagine ... Zzoom
* High Noon Micromania Ghost’s Revenge
* ETX New Gener- H Escape 4.95
Abersoft ... Mazeman atjon 3D Tunnel £5.95
The Wizards Software [ Knotin 3D £5.95
Warriors Newsoft ... Time Bandits
Apocolypse Products Spectral Maze
Software ... Galactic Jailbreak Psion Flight Simulation
Axis Labyrinth vu-3iD
Blaby Comp. Quicksilva Meteor Storm
&V .. Chopper Rescue Space Intruders
Gold Digger 50 ) e Gnasher
Confusion Software Spectapede
Campbell Silversoft ... Ground Attack
Systems ..  Gulpman ] Cyber Rats £5.95
CDS Micro Vectis ... Pony Express
Systems ..  Leapfrog Software Vec-Man
CTech ... Specman LATEST ADDITION
DJL Software__ Froggy Digital Integration . ...’
DK "Tronies [] 3D Tanx £4.95 Night Gunner & Fighter Pilot
Meteoroids
* State “"AGF version™ “PLUS 21 ZX8I Titles"

We are pleased to say that future software support commitment tor the AGF Interface || has been
negotiated from many of the companies listed above.

For example all new titles Trom Imagine, commencing with Zroom, will be compatitle and carry the
compatibility logo, shown bebow, on their packaging. This new logo scheme will help you select soft:
ware that is guaranteed compatible and is also being adopted by many of the supparting suppliers.

AT the time of printing it i3 hopsd that pending relesses from Bug Byte will enjoy AGF compatibiliny.

ABE AGE) ABE ABE]

AGF Hardwars, 26 Van Gogh Place, Bognor Regis, West Sumex PO22 BBY




DONTMISSTHIS INCREDIBLE OFFER!

50 GAMES £9-95/

CASSETTE 50 FOR YOUR MICRO A

ATTACK MAZE EATER

OQRBITTER

MOTORWAY
FIELD

INTRUDER
INFERND

NOW AVAILABLE FOR
sincl=ir Vikd)
SPECTRUM

ZX 81

LYNX ORIC-1
DRAGON

ATARI

g TASTADE

§E SOFTWARE

SUPPLY CASSETTE 50 FOR

COMPUTER

| enclose cheque/PO

B cAscADES HOUSE Name
‘ pple .. S BARGAN'S LANE Address S
o “ gl QE}EAIB B LLANDOGO AL

] GWENT
S.WALES NP54PA SP 175

7 \ 7 \
SOFTWARE &nggﬂ

WRITERS

If you write programs for the Spectrum or ZX81, are you being L ] Wﬂﬂ &
paid what you are worth?

Having written a program which you think has potential, what h b l ld be

then? Send it to :‘l software house and hope they are honest? t e att e co‘;l yot‘trs. (1]

Market it yourself and risk thousands of pounds? Put it away in b it t be

a dravwer? see ut mn ea.sy e
Totally original game plan. Addictive,

We are a professional marketing company, interested only in = =

obtaining the highest rewards for software writers. We are not Cha"engfng El'r'ld Offﬁ'rlng d CDmpIEtE

connected with any hardware or software manufacturers and . . s . 2

deal with writers in total honesty. Most importantly, we can visual E'Xpenence with its animated

sacure deals for them, worldwide, which are way ahead of - - .

anything they could negotiate themselves. grapthS and violent EXPIDSNE effects.
Compatible with ALL leading joysticks.

If you have written a program, for any Sinclair computer, ™

which you think could be commercial, send it to us on tape for aval]able Now FROM

evaluation. We will advise you, free and without the slightest

obligation, on the commercial prospects for your program, Ym_lR IDCAL SOF'IWARE REIAILER
. ]
330 of direct from gfin

AT TBSONCCOMPANY QUEST MICROSOFTW/ARE, 119 THE PROMENADE,
NEILGIBSONd:COMPANY it e
Neil Gibsan & Co.,

£ Ao S, g e .
= Q bk

...SIMPLY THE BEST | \O,

] SINCLAIR PROGRAMS August 1983



TETTERS

A5 I BROWSED through
the magazines at my local
newsagent, my eyes clamped
on a yellow and pink cover—
what great colours. I bought
it immediately and ran the
mile home in two seconds
flat. T ‘went upstairs to my
room, ripped off the cassette
neatly and peered inside the
magazine. At that point disas-
ter struck—more and more
48K Spectrum games.

I read on and found that
there were only a few good
16K Spectrum games and all
the 48K games were of good
quality.

The 16K Spectrum games
in your magazine are becom-
ing very rare, so you had
better put 16K games in your
magazine in equal proportion
to the 48K, or my mates and
I will give you a good past-
ing.

Mark Sargusingh,
London NW9.

The greatest

YOU ARE the greatest. You
brighten me up every month
with your programs. [ like
everything about the maga-
zine. It is the only one which
is read nearly every day.

What I think is a good idea
would be to have a pull-out
poster of a big program.

Yours gratefully for the
best computer magazine.

Carl Marson,
Debenham,
Suffolk.

Over-stated

I BUY Sinclair User and Sin-
clair Programs every month. I
would like to know the point
of putting such statements as:
10 GOTO VAL “50™
OR

10 GOTO CODE “C0S8”
Why (in the first example)
cannot you print

10 GOTO 50

Why in the second example
do you not print

10 GOTO 179—this being
the relevant code.

We all know that the longer
the statement the more mem-
ory it uses, so why use this
method?

I would also like to point
out that Play School is a pro-
gramme and Asteroids is a
program. Many people are
confused with the spelling of
these two words.

Mark Mills (aged 13),
Lytham St. Annes,
Lancashire.

Misled

I THINK that your adver-
tisement on page 44 in the
May issue of Sinclair Pro-
grams is rather misleading.
You say at the top of the
advertisement that for 95
pence you can get hours of
fun, intellectual satisfaction,
and educational programs. At
the bottom of the advertise-
ment you wrote Sinclair
Programs—12  issues—price
£13.20. If you multiply 95
times 12 your answer Iis
£11.40.

Can you please tell me
where the bonus £2 has gone?
Is it postage? If it is, why is
that not written somewhere
in the advertisement?

Ian Bryant,
Fleet, Hampshire.

® As you suggest, the extra £2
IS !0 cover postage costs, in
common with all other maga-
zines. We consider it worth-
while for subscribers 1o pay the
eXIra aMount [0 ensure receiv-
ing their copies of the maga-
zine.

Plea for more

IN BUYING the new
monthly issue of Sinclair Pro-
grams, 1 found that most of

the programs were very en-
joyable to play and enter. I
have a ZX-81 which is a very
good computer but I wish
that there could be more 16K
Programs.

I found that the best pro-
gram was Fruit Collector,
which is difficult to master
but has easy listing to put in
the computer.

I am one of many who are
learning how to use the ZX-
81. I would be very grateful if
you would put in more 16K
programs and not as many
|K programs.

The Best of Sinclair Pro-
grams was very enjoyable and
entertaining.

Daniel Ferrier (aged 13),

Louth, Lincs.

Rio bound

REGARDING Sinclair Pro-
grams, I really feel that I have
no need for computer games;
after all, it is a computer and
not a video games machine, ar
least not full time.

Hubert Melin,
clo General Motors do
Brasil, Av. Augusto Se-
vero 8-8th, 20.021 Rio de

Janeiro, Brazil.

ERRORS AND
MISHAFS

NE CORRECTION to
OMay issue was not included in

our last issue. The last line of
Climber on page 29 was omitted. It

should have read:
300 PRINT S

A smudge in the listing of Deploy-
page

ment Strategy—June,

the

47—

SINCLAIR PROGRAMS Angxul’ 1983

caused problems for many of our read-

ers. Line 1030 should have read:

1030 PRINT A$(1+(21-1)/20,
A(P))

Beat the Barrage—]June, page 36—
caused problems for people trying to
program line 750, It read:

750 READ b: POKE USR a$+a,b

1 TO



Leeming of Rotherham, South

Yorkshire have speeded this short
space invaders program by writing part
of it in machine code. The object is to
kill as many space invaders as possible
before you run out of fuel or your laser
over-heats.

To enter the program first enter the
short program lines 1 to 80. RUNning
that should produce two quotation
marks at the bottom of the screen. Next,
the three columns of numbers should be
entered. Enter each two digits separate-
ly and work horizontally across the
columns. Thus you would begin by
typing 2A ENTER and proceed to type
0E ENTER.

Once all that data has been typed-in,
RUN ihe program again to place all the
machine code in line 1. Lines 10 to 80
should then be deleted. The remaining
line 1 containing the machine code
should then become line 1 of the main
program (16K ZX-81).

LESLIE ROBINSON and Trevor

= REM 27277780808l llddeti e
W A A A Y A i e A R A A
P 7 AT AT A A7 Ay

18 LET H%=""

28 FOR ¥=16514 TO 163588

36 IF A%E="" THEMW IHPUT A%

46 POKE X, 16¥CODE AS+CODE A%
=4 7E

=8 SCRrROLL

6@ PRIMT =, " YiRmE TO 232
A LET As=A%C3 TO 2
BB MEXT *

2A° 0E 40
06 11 36
(i N LSSl
2B 0D 20
BN 1C
FE=—ap - 20,
36 05 0E
21 23 0D
200 =B 36
Qs S 0E |« 21
2JB¢ 0D 20

ECS (OB “FR
GIE IR SET)

0E, 'EE 0D
200 FD 10
D7 36 00
01 00 00
o 2B 9B
2B OE w05
23 36 00
0D 20 FA
0E 1E- 23
0b. 20 FC
36 00 01
0EE OB SE0

2 GOTO 2E8A
LET HS=A
LET Hk=(
LET HE="777777T"
LET (=8
LET SCORE=E
LET A=1@
LET L=#8
LET B=IMT <REHDF2ED
PRIMT AT 21.4;"HIGH SCORE="
53" BY "iHS
35 PRIMT AT 4,B:"Cap:if:sp "
46 LET A=A+ IHKEYS="8" AHND A<=z
3= THEEY$="5" AMD RA>X2 )
SA~PRIMT AT 19.R=Z21"C(sp 93 guw!
=P 2" GAT 18,0
&8 IF IMEEY®:="B" THEM LET L=LlS
=
&1 IF ITHEEYS="A" THEN LET XX=X
el
55 IF MH=50 THEH GOSUB £88
7@ IF L<» THEM LET SCORE=SCOR
E+1
71 IF L= THEM LET C=£+1
7EOIF X508 THEN GOTO 1808
76 IF G468 THEWM GOSUB 568
77 IF RHD».95 THEW GOSLIE 766
S0 GOTO 38

R &M W

P o=

G G G0 Do s

5:
ir

SINCLAIR FPROGRAMS
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"

S66 PRIMT AT @.8; "FLUEL LOW"AT
A0 "fuel low"

501 RETLRM

GRE FOR F=1 TO 186

A5 PRIMT AT B, 13 "LAZER QYERHE
ATED ":AT 6, 15::"lazer overheate
I:_!ll

RS LET Q=0+, 2

E20 MEXT F
fa8 PRIMT AT
I QAL "
BaS LET H¥=8
48 FEETLIRM
7aa PRIMNT AT 4.8;"
YAl FOR 2Z2=2& TO @
T@4 PRIMT AT 2.
=p "

a5 LET A=A+{ IMKEY®H="8&8"
Do TMEEYS="5" AMD A2
TAE PRIMT AT 19,R-2:"Csp 93:
sP 2" AT 185 A

7A7 IF THEEY'S="g"
B 16514

@,15; "LAZER OFERAT

STER =&

PR = L= B - R -THE - <

FME F<2
S

THEHM LET L=LS

1B IR LEx8 THEM LET SCORE=SCOR
E+15

711 IF L<>8 THEM PRIWT AT 2.2:"

cia IF L8 THEM RETURHM

1014
HAYE
1015
SE TYPE

TO OOk

1816
1EzE
RE

1B25
18925
1828

el el

LA BEFORE

TEES PHUSE

TEES
TEAAE

PRIMT AT 2.8:" 1

2 ORETLIRH
RIS
FE Y0 KILLEDR ": SCORE:

PRIMT AT @,8:;"YOUR TIME IS

AL ITEMS
IF SCOREXHS THEW PRINT "YOu
ATATHED THE HIGH SCORE"

IF SCORE>HS THEM PRIMNT "PLE
TH YOUR HAME FOR CITH
AT AMD WOHCER"

TF SCORF *HS THEM THPHT He
IF SCORE>HS THEM LLET HS=SCO

FOR F=8 TO
MEXT F

CLS

GOTO 1@
PRIMT "SPACE IMYADERS

KILL FS MAMY AS YOU
YOUR FLUEL RUMS QUT
USE  TO MOVE

LEFT

RIGHT

TO FIRE LAZER"

186

pix B e |

1515
CLS

GOTO 3

SINCLAIR. PROGRAMS

Augiese 1983




HE ORBJECT is to collect as
I many honeypots as possible from
the tree on the left of the screen.
To get a honeypot you must jump over
the rolling boulders, the hole and the
wall. Once you are under the honeypot
it will fall down to you. Move left with
“5. right with “8” and jump with
50,
Snuffles was written for the 16K
ZX-81 by ] Hallett of Helston, Corn-
wall.

1 LIM ARC12,69 @B IF 1®='8" THEW LET 7=7-1
2 OLET Sh=@ 29 IF I%="4" THEHW LET X=x-—l
B LET Y=23 3@ IF Ig="B" THEHW LET Y=Y+l
¢ LET F=E 21 PRIMNT AT #H.¥i" & i
18 LET A%C1L =" 2¥sp 4¥ah - 2¥sp 2 22 LET F=F+1
2 32 PRIMT AT B,11:"casa"
11 LET AHC2 0="Cap 4ok ap 2" 24 IF ¥M=g AMD Y=18 0R Y=F THiCH
2 LET ASCS =" Glak " GOsSUB 1664
13 LET RA%C4 a="(p é&dakh: sp 0" B35 PRIMT BT #=1.Y3" ™
14 LET A$(S0="02ksp  d%ah  2kap I 36 IF Fr=25 THEM LET F=¢
i 37 IF Y=15 AMD #¥=8 THEH GOSUE
15 LET ASCE r="C3kep 23 95 d¥sp =Ea
e 2 IF Y=8 THEN GOSUE 2880
16 LET ASCT i="C2kap @ o 0% Zkap 29 PRIMT AT 8,25;"
a 48 GOTO 23
17 LET A%C & ="¢3%zp al: 9% Skep 16688 PRIWMT AT 18, 16; "SPLAT. SCORE
gL =" ;5
18 LET A%C9 =" SFep il a3 J¥ap 1@z2a STOP
S 2EaE PRIMT AT ¥, W " "IAT M+
19 FOR H=1 TO 3 1,41 "8 AT 168, 18: "AAAGH. SCORE=
20 PRINT A%CH 2 i s
21 HEART M 2620 STOP
e PRIMT AT 9.0 "0 16337 2p 0 14% 206 PRIMT AT 4,4, "Caki" ;AT 82,5
= P b S
23 LET %=8B 216 PRUSE 186
24 PRIMT AT 4.4;"U" 3824 LET SC=SC+16
25 PRIWMT AT B,F;" O A02a CLS
26 LET I%=IMKEY®: SE40 GOTO S
27 IF I&s="5" THEMW LET Y=Y-—1

10 SINCLAIR PROGRAMS  August 1983



18 LET a%="PETROL COMNSUMPTION
CALCULATOR" : PRINT AT F:16-CLEN
%20 a%

28 PRINT AT 11,14;"BY¥": PRINT
AT 132,18 "GERRY HERAREY"

3@ PRUSE 199: BORDER 2: PHPER
6' INK 9: CLS

48 PRINT AT 186.8; BRIGHT 1:"Th
iz Program Assumes You Fill

Your Tank Each Time !

45 PAUSE 1e8: CLS

S8 IMPUT “Enter start mileagas”
31 PRINT "STARTIMG MILEAGE =";3

&8 IHPUT "Enter finishing mile
age" b PRINT "FIMISHIMG MILEARGE
78 LET c=b=-a: PRINT "COMFPLETED

MILEAGE =";c

28 INPUT "Enter petral in fisu
res onlu®,.d: PRIMT "PETROL =",d

26 INPUT "Press 1 if Sallon.pr

ess 2 if litres",e: GO TO e¥i
88
188 LET fecsd: PRIMT "MILES FER
GALLOW =";f

118 PRINT "or "ic (d¥d4.5462:" M
ILES FER LITEE"
128 GO TO 2390
288 LET f=c-d: PRINT "MILES PER

LITRE = *;f: PRINT "“or ";c tdk, : . .
22);" MILES PER GALLON": GO TO 3 : s
:3@ — 3y I_ i I.!
300 INPUT “enter Price paid in ; it

pence" .9
F18 LET h=a-c: PRINT “COST PER
MILE = ";h;"p"

328 IF h<S THEN PRINT FLASH 1"
CHERP OF Y0OU ARE CHEATING"

325 IF kS AND k41@ THEHW PRIMT
FLASH 1;"AVERAGE"

328 IF h>18 THEM PRIMT FLASH 1;
"BUY A SMALLER CAR"

Z48 TNPUT YCOPY " GE: IF GE=tu"

I g
THEH COPY I : ' “ o o r "
258 IF GEL>"Y" THEM PRINT FLASH
1;"HOPE YOU CHECKED THE QIL"

WHEN PETROL began to be tion and so he devised a program for in litres or gallons. The computer will

sold by the litre as well as by the 16K Spectrum which would calcu- display your fuel consumption in gal-
the gallon, Gerry Neary of late it for him. lons per mile and litres per mile, as well
Croydon, Surrey, found he had prob- Input your starting mileage, your fin- as the price per mile.
lems calculating his Petrol Consump- ishing mileage and the amount of petrol

i . o BILLUPS of Crewe, Cheshire, has
i iIs written a useful routine for display-
. fﬁ(/ E ing titles, slogans or logos on the
= o 16K Spectrum. Once it is run it re-
quires an input of fewer than 30 charac-

ters.

It will then display them at the centre
of the screen by ‘‘shooting” them in
from random directions in different col-

¥ ours and with various notes.
18 PRFER @: BORDER @: CLS 148 NEXT n: RETURN 238 MEXT n' RETLRH
268 INPUT a% 150 FOR n=28 TO 1@ STEP -1: REM 248 FOR n=1 TO 18: REM MM
36 IF LEN 2%>3@ THEN GO TO 1@ S 258 PRINT INK SiAT n,x+1-18+n;a
48 LET »=INT ¢31-LEN a%)-2 160 PRINT IMK 6:;AT n,o+l;as(1d #C12AT n—1,x+1=114v;" "
5@ FOR 1=1 TO LEN a# AT relax+ls" " Ze@ MEXT n: RETURN
58 LET 9=INT ¢RNDX7 2¥35+120 178 MEXT n+ RETURN 270 FOR n=28 TO 1@ STEP -1: REM
70 IF Cx+1>28 AND 2>28@) OR (x 188 FOR w=38 TO x+1 STEF -1: RE  SE
+1<18 AND 29>208 > THEM GO TO &8 M E 280 PRINT INK &iAT n.x+1-1@+n;a
8@ GO SUB 39 199 PRINT IMK S:AT 1@.n;a®C10+"  SC1AT ntl,x+b1-9+n;" "
9@ BEEF .1+¢1=LEN a%$)¥2,9-1@ i 290 HEXT n: RETURH
188 MEXT 1: CLS : GO TD 5@ 209 MEXT n: RETURH 30@ FOR n=1 TO 1@' REM ME
118 REM #¥¥kSubroutinesk¥ik 219 FOR n=20 TO 18 STEP -i: REM 310 PRINT IMK 7JAT n.x+1+i@-na
128 FOR w=1 TO 18: REM M =] SCLUAT n—1l.x+1+11l-ny" "
138 PRINT INK 73AT n.x+1l;2%C1); 220 PRINT INK 4JAT n,x+1+18-n;3 320 HEXT n: RETURN
AT n=1,x+1;" © ®C1 AT n+l, x+148—p; " "
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UR GOLF 80 program in the

January/February issue has al- _
ready provoked an upgrade toff - ,L.
the 16K ZX-81. Robert Veal of Tran- - A Al
; : Oy Dap il
ent, East Lothian, has expanded the i — il

game to provide bunkers, trees and
similar hazards, as well as a full range of
available clubs and putters.

The program is conducted through
displayed instructions and reports and
provides a remarkably challenging
game. (16K ZX-81).
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30 CLS

4B FAST

56 LET ¥=6

£0 LET f=1

78 LET F=0

80 LET H=@

38 LET B=p

168 LET P=8

126 LET M=RND

138 IF M{.18 THEN LET P=3

148 IF P=3 THEN GOTO 199

158 IF M{.2 THEN LET P=5

168 IF P=5 THEM LET D=INT (RNOX
7504476

17@ IF M>=.2 THEN LET P=4

186 IF P=4 THEM LET D=INT RND¥
224 1+251

19¢ IF F=3 THEN LET D=INT (RNDX
145 )+105

220 LET D#=" "

238 IF D<>1 THEM LET D="g"

248 PRINT ,..."HOLE ";A)" %nkx
";D;" YARD"iD$:" TO PLAY"

258 PRINT ,..."PAR "iP

27@ IF H(>1 THEN PRINT .., "SEL
ECT ELUB |||l1"|| TU llll’!allll' "
280 IF H=1 THEN GOTO 342

250 IMPUT W

300 CLS

31@ IF W>13 THEM GOTO 220

326 GOSUB 4982

336 GOTO 39@

248 IF H=1 THEN PRINT ,,,,"ENTE
R PUTT DISTANCE ""{"" TQ *nipun
]

358 INFUT E

368 CLS

378 IF E>17 THEW GODTO 22@

386 GOTO 4568

398 LET M=RND

408 IF M<.@3 THEM GOTOD 3088

418 IF M<.@5 THEW GOTO 1988

428 IF M<.1 THEN GOTO 1%@@

438 IF M<.15 THEN GOTO 2008

458 IF M<.2 THEN GOTO 35ea

588 LET D=D-T

558 LET B=B+1

6@0 LET Dg=" *

&l@ IF T<>1 -THEN LET D&="g"

628 PRINT .."STROKE ":B.T:" YAR
LD

€38 IF D>-1 THEM GOTO £8@

&48 LET D=-D

£56 LET D&=" "

68 IF D<{>1 THEW LET D&="g"

678 PRINT ....0;" YRARD".D®:" P
AST HOLE"

688 IF D=6 THEWM GOTO 725

7ag IF D18 AND D>-12 THEM PRIM
T :,::"YOUR BALL IS OM THE GREEHM

716 IF D<18 AND D>=19 THEH LET
H=1

720 GOTO Z22a

725 IF D=8 AWD B=1 THEN GOTO 91

@
738 IF B> THEW PRINT ,..,."BOGI
E "iB.B-Fi" OVER"
748 IF B=F THEMW PRINT ...."PAR
"B
758 IF B=P-1 THEM PRINT .
BIRDIE "“:B:" x*
768 IF B=P-2 THEM PRINT ...." ¥
* EAGLE ":Bs" *xx%x"
TEB LET Mwx+B
79H LET F=F+P
268 LET AmA+1
gi\e IF R=15 THEN GOTO &350
226 PRUSE 388
238 CLS
248 GOTD 88
858 PRIMT ...."COURSE PAR".,F
858 PRINT ;..."YOUR SCORE", M
7@ IF X=F THEM PRIMT ...."LEYE
L PAR"
B8 IF ®>F THEN PRINT ., . %=Fi"
oYER"
£85 IF M>F+3 THEW GOTO 2488
898 IF M<F THEN PRIMNT ,,..F=¥;"
UNDER", "MELL DOME"
B35 IF M+4<{F THEMW GOTD 2452

FRET L 4

98@ STOP
918 SLOM
9268 FOR G=1 TOD 18
@238 FRIMT AT 18,9, "CONGRATULATI
UMS“
948 PRIMT AT 18,9 "CONGRATULARTI
OHS"
a5@ HEMT 0
25@ FRINT AT 28,1@;"RA HOLE IM O
HE"
978 PRAUSE 280
288 FAST
998 CLS
995 GOTO 738
1828 LET D=D-T
1836 LET B=B+i
1958 IF D<25 THEW GOTO &88
iésa CLS
1876 GOSUB 256@
1988 LET M=RHD
18968 IF M>.S THEM PRINT ..., "%k
% YOUR BALL IS IM DEEF WATERYk ¥
% YOU MUST -PICK OUT AT THE k%
¥¥ COST OF OME STROKE."
1188 IF M<=.5 THEM PRINT .. .."k%
¥¥kt YO HAVE LANDED IN SHALLOWNK
¥¥% WATER. ¥OU CAN PLAY IT. &%
Kkk YOU MAY PICK IT OUT BUT IT##
#4k ADDS ONE STROKE."
1118 IF M<=,5 THEN GOTO 115@
1128 PAUSE 208
1136 cLS
1148 COTO S50
1156 PRINT ,,,," DROP OUT <0O)
OR PLAY (P3"
1168 INPUT B%
1178 IF B%="0" THEM CLS
1186 IF B®="0" THEN GOTO 598
1198 PRIMT ...,"SELECT CLUB ""1@
W TU lllllSHll.ll
1208 INPUT W
1285 IF W<1@ OR W>13 THEN GOTO 1
198
1218 GOSUB 4200
1228 CLS
1238 LET M=RND
1248 IF M<.B8% THEMN GOTO S8@
1258 PRINT .,.."¥0OU ARE STILL IW
THE WATER.",.,"FLAY AGAIM."
126@ LET B=B+1
1278 LET T=@
1308 GOTO 1150
151@ LET D=D-T
15268 LET E=B+1
1548 IF D425 THEM GOTO 680
1550 CLS
1568 LET M=RHND
1578 IF M>=,5 THEW PRINT "#¥¥ik
THAT WAS A TERRIBLE SLICE.¥tdee"
o UEdRE YOUR BALL IS IM THE TRE
ES. bikien
1588 IF M{.5 THEN PRINT "fxtyx v
Ol FULLED THAT INTOD THE #ktke",
SRR TREES, "L "RkbRR"
1596 GOSUE 2560
1666 FRIMT ,..,"SELECT CLUB *""i@
TR TS T T
1618 INPUT W
1628 CLS
1630 IF W410 OR W13 THEM GOTO 1
590
1648 GOSUE 4108
1686 LET M=FMD
1698 IF M<.95 THEN GOTD Ss@
1788 PRINT "YOU HAYE HIT A TREE.
FLAY AGATIH."
171@ LET T=@
17268 FAUSE. z@9
1738 CLS
1748 LET B=B+1
1756 GOTO 1598
2018 CLS
2028 LET D=D-T
2630 LET B=B+1
2658 IF D418 THEN GOTO &@@
2860 GOSUB 2528
2878 PRINT ,,.."$¥¥¥¥ YOUR BALL
I8 IN A BUMKER. #¥%¥%", ., "§£¥ExE S
ELECT CLUE lPlIlBIIII TU 1I'll13ll |J. "
2088 INPUT W
2898 CLS

2188 IF W<1@ OR W>13 THEW GOTO 2
(a1

211@ GOSUB 4308

2128 LET M=RND

2138 IF M<.95 THEN GOTO =58

2143 PRINT . ... "k¥¥k¥x YOU FRILED
TO GET OUT. ¥EEX¥ TRY AGRIM.

2150 PAUSE 200
2160 LET T=0

2170 LET Be=B+1

2180 CLS

2196 GOTO 2060

2480 PRINT ,,,,TRE 7 "THAT WAS T

ERRIBLE.",,, "I SUGGEST YOU CHECK
YOUR CLUB",,,"DISTANCES. OR GET
SOME TUITION, "

2419 PAUSE 380

2420 CLS

2430 GOTO 510@

2458 PRINT ,,,.TRE S)"THAT WAS R
ATHER GOOD.",.." I BET YOU CANND
T DO IT AGAIN. "

2468 PRUSE 360

2478 CL3

2488 GOTO 1

2518 LET DS=" "

2528 IF T<>1 THEM LET D#="g"
2538 PRINT ,,..,"STROKE "iB,T;" ¥
ARD" ;DE

254@ LET Dg=" "

2550 IF D<>1 THEN LET DSm"S"
2568 PRINT ., ., "HOLE "sA:" Xi¥K
“;05" YARD" D%, " TO PLAY"

2578 PRINT ,.,."PAR "JP

2586 RETURN

3@ LET D=D-T

3838 [F D439 THEN GOTO 598

3048 CLS

3050 LET D=D+T

3866 LET B=B+1

3676 LET M=RND

3psa IF Mi=.5 THEW GOTO 3118
3896 PRINT '“tfeek YOU HAVE HOOKE
D YOUR SHOT itk INTO THE TREES
AND CAMNOT *kk¢ FIND IT."

3108 GOTO 3120

2118 PRIMT "iexgy YOU HAVE SLICE
D INTO WILD #tktk ROUGH. YOUR BR
LL 15 LOST.*

3128 FRINT "fores"

3138 FRINT “fakek YOU LOSE SHOT
AND DISTANCE"

2148 PRUSE 260

3150 CLS

3168 LET T=@

2179 GOTO 592

3518 CLS

3528 LET D=D-T

3530 LET B=B+1

2550 IF D<25 THEN GOTO 609

356@ LET M=RND

3578 IF M>.S THEN GOTO 3600

3588 PRINT "¥¥¥ek YOUR BALL IS I
N THE ROUGH.®¥¥E%", , "fEEe¥ SELEC
T I:LUE " |IBIITI TD |l||13|||1lil

3599 GOTO 3610

3608 PRINT “#ykx YOUR BALL IS I
N THE GORSE.¥¥EEE", , "dkket SELEC
T: CLUG " 2es op. waggen

3618 GOSUB 2500

2e2@ IHPUT I

3630 CLS

3640 IF W8 AND M<.S THEN GOTD 3
618

3656 IF M<.9 THEN GOSUB 4080
3660 IF M>=,9 AND L<12 THEN GOTO
3616

3670 IF M>=.9 THEN GOSUB 4120
3720 GOTO 588

4919 IF W=1 THEN LET T=INT ¢RMD¥
65)+18%5

4820 IF W=z THEN LET Tw=INT ¢RND¥
SS3+175

4030 IF W=3 THEN LET T=INT CRHD¥
35)+16@

4048 IF M=4 THEN LET T=INT (RNDX
255+150 .

4050 IF W=5 THEN LET T=INT (RND¥
2054135

4868 IF W=6 THEW LET T=INT (RND¥
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28 )+128 4338 IF W=12 THEN LET T=INT ¢RHD

4878 IF W=7 THEN LET T=INT (RND¥ %22)+15

25 3+180 4348 IF W=13 THEN LET T=INT <RHND

4888 IF k=8 THEM LET T=INT (RND¥ ¥16)+189

25+88 4358 RETURMN

4598~ IF W=9 THEM LET T=IHWT ¢(RMD¥ 4518 IF Ewi THEN LET T=1

20 3+70 4528 IF E=2 THEM LET T=2

4188 IF W=18 THEW LET T=INT (RND 453@ IF E=3 THEN LET T=INT {RWND¥

{28 55 3tz

4118 IF W=11 THEW LET T=IMWT (RND 4535 IF E=4 THEM LET T=INT CRND¥*

F2E 2440 3+3

41268 IF W=12 THEW LET T=INT (RHD 4548 IF E=S5 OR E=6 THEM LET T=IHN

20 1+25 T CRND¥S +4

4138 IF W=12 THEM LET T=IWNT ¢(RPND 4545 IF E=7 OR E=8 THEM LET T=IM

P15 +16 T C(RHDES 345

4198 RETURN 4558 IF E=9 OR E=i@ THEMW LET T=I

4318 IF W=18 THEW LET T=INT (RND HT ¢RMNDH®SI+7

*¥20 1435 4560 IF E=11 DR E=12 OR E=13 THE

4326 IF W=11 THEW LET T=IWT (RND M LET T=INT {RHD%? )48

¥208 2+268 4578 IF E=14 OF E=1S5 THEWM LET T=
IMT CRMD¥? d+11

4588 IF E=is OR E=17 THEN LET T=
INT (RHD%8+12

4€88 COTO 588

5008 FRIMWT AT @.12:"G 0 L F"
5818 PRIWT .,"THIS IS PLAYED OM
A COURSE WHICH"..,'"HAS THE USUAL
HAZARDS: BUMKERS,"..."ROUGH. TRE
ES AND WATER."

5628 PRINT .." THE CLUBES RARE
HUUMBERED ONE",..," TO THIRTEEM,.
THEY REPRESENT",.." WOODS ONE
TO FOUR AND IROMS"..,." THREE TO
HIME WITH WEDGE AWND",.." SAND

WELGE. "

5638 PRINT .."THE FOLLOWIMG LIST
GIVES AVERAGE",,"DISTANCE WITH
THE CLUBS. "

5648 FOR U=1 TO 22

5858 FOR Y=1 TO 18

Sa5@ MNEXT ¥

S@7PE SCROLL

lil]

P T Seaa NEXT U

y '*'i"ﬁi 5188 PRINT AT 8.8;"CLUB A

R v 7 U A YERAGE DISTANCE"

S -."M',,'ﬁ#‘ S11@ PRINT " 1","2{5 ¥ps."," 2
- W= 3 W, n2eR YDS. ", 3%,"178 YDS.Y. "
R e 44,162 YD3, "

S126 PRIMT " Sv,vni4s ypg,"," &
I T i o1~ S DR LS D - L T
g"," 92 YDS."," &"," ga ¥DpS."
5138 PRINT " 18"," 65 YDS."." 11
L1 i " 5@ '.!JDg. LU . L1 12“. i -3$ Y{j$| l|’||

137, 23 yYpe. v
5148 PRIMT ..., "YOU WILL NOT HIT

AS FAR FROM",,," SAHD OF W
ATER. "

5158 PRINT .." ANY KEY TO ST
ART"

5168 FRAUSE 4E4

5178 GOTO 1

8999 STOP

9668 SAVE "GOLF 81"
2998 GOTO 5208
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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 fu
range of optiﬁns you can choose how to control
yvour warrior throught 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
£4.95

FORTH: A full implementation. Ideal for Spectrum
writing fast moving arcade type games. £14.95
Allows the full colour and sound facilities of
the Spectrum to be used. Future Microdrive
enhancements will be made available.
ADVENTURE ONE: Features a save game ZX81 £5.95
routine as the game can take months to
complete.

"A remarkably good version . . . well
worth the money.’ .sinclair User...
MAZEMAN: A fast action m/c game that Spectrum
reproduces the spirit of the original £4.95
"..1s very accurate and fast.' ...Which Micro?... ZXB{1£4.45
CHESS 1.4: Ten levels of play with this m/c ZX81 £5.95
program.
Good graphic screen display.

'Inaclassofit’sown.’ ..Your Computer...
INVADERS: Very fast m/c action. Includes ZX81£4.45

mystery ship and increasingly difficult screens.

DEPT SP8, 7 MAES AFALLEN, BOW STREET,
DYFED, SY24 5BA

24hr Ansaphone 0970 828851

THE TOMB OF
DRAGULA!
8D HORRQOR ApvenTure came:

For the 16K ZXB1 or with colour and sound for the
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 . . . See 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-iust!
WARNING: 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.

48K

For ZX81 with 16K RAM .................coceveecee.. £3.95
For 48K SPECTRUM .........ccoovnvnimnnininnnnsenne. E4.95

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. SP4)
19 Leighton Avenue, Pinner, HAS 3BW.
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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 S8 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!

*Classic adventure games — no random alterations!

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

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

For ZX81 with 16K RAM ........c.ccccciiviimivcninnnnsresssnsesss £E4.95
For 48K SPECTRUM ......... .= 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. SP4)
19 Leighton Avenue, Pinner, HAS 3BW

sessssssssssEREEssEas



MOOROPOWER MDC (RO
% THE MICRO POWER SPECTRUM %

‘ADD-0ON’

© Bring ‘JOY"to your Jovsticks!
Make your beeps BEEP!! :

W

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

OWERM1)(C)RO(P

Mote: The ‘Add-On’ simply plugs

straight onto the back of t

your Spectrum -"?'e <
Mo soldering required. Ce of

JOYSTICKS
(Potentiometer-Type)
BUILT £7.45 KIT (incl. case) £5.95
'TFM C|{R|{O] [MOTE: We stock (and market] PROGRAM POWER

SOFTWARE for the BBC, ACORN, SPECTRUM and
DRAGON 32. Send S.AE. for appropriate catalogue,

Q@

8 8a REGENT STREET,
CHAF LLALLEHTD'\
LEEDS LS
Tel. {0532} b‘iﬂ“[ or 636343

& ACORN DEALERS

(]
©
=]
=

HIGH SPEED MACHINE CODED

GAMES FOR THE
ZX SPECTRUM

We now have a selection of new and original games.
Because this advert has to be written well in advance, we
cannot give more details here. Why not write to us for a full
sheet, which will give full details of all our products.

COMPILER

We still market our highly successful compiler for the
ZX Spectrum (either memory size). This will compile 99%
of all integral, non-string Spectrum BASIC. It converts
your slow BASIC program into a high speed version in
machine code (up to several hundred times faster). No
knowledge of machine code is needed. As well as handling
normal basic, our compiler boasts a range of commands
designed especially for writing games, these include mini
sprite graphics (hi-res plotting of characters) and an explo-
sion noise generator. All of this for £7.99 which includes an
instruction booklet and both 16K and 48K versions. A
recent review in Personal Compurer World stated “It would
certainly be a good investment for the Spectrum owner,
who wants some of the benefits of machine code without
having to learn its idiosyncrasies”.

Part of a reply from a satisfied customer I have just
received your Spectrum compiler and [ must congratulate
you, it is an excellent program.

Make PO/Cheque payable to:

Wye Valley Software, Parton House, Kinnersley,
Herefordshire. Overseas orders please add £1.50.

MINGLZLEN

£5.95

COSMIC RAIDERS (16K)

You — the only remaining pilot of the "Earth
pefence Fleet” — have the daunting task of
defending the Earth from attack by alien beings

that have already set up 8 base of their ownoon earth;
* Radar Scanner display in hi-res ®
* Full colour and sound affects *
* From the suthor of Spectrum "Seramble’ ®
* 1p0% machine code *

* 1 or 2 players * Joystick np!mn L
*Full sound and colour *®
*Three playing speeds *

MINES OF SATURN and Text Adventurs
RETURN TO EARTH £5,95
Mines of Saturn  While piloting 8 routine orbit of
caght up In 8 radiation

(16K)

Saturn, you afe storm
which forces you into the glant planet's rings. Your
drained, you make tanding on

Luekily you crashed near an

Energy a forced
the planet's surface.
ned mining base and you set aff in search of

crystals to refusl your

=lithium stramded
space ship. Can you do [t7

Return ta Earth Having escaped from your previous
dilemnmas, you reach Earth 1, but [fafl
to make radio contact. You effect a safe if
harrowing manual docking. On entry you find it

Station

deserted; and the control room destroyed. You must

explore the station and find some way to alert Earth

i nent, but beware,

of your pre

many of the

rooms ate identical, there Is extensive dampge, and

signa of allem intruders.

Graphic Adventure  (4BK)  MAD MARTHA

appy  tale”
oul far Lha

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

Please add HUP_EH_I'__E!L{FFE_F‘J'UF post & packing

MName Address

L Cosmic Raiders |_ Space Zombies

[}
Mines of Saturn/Return to Earth | Mad Martha

MIKROGEN, Dept SP, 24 Agar Crescent, Bracknell, Berkshire, RG12 2BK
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Tel: (0793) 724317 Trade enquiries welcome

Export Orders: Please add £1.00 per tape airmail

%o
W Fr%ggvs

SPECTRUM VERSION OF
ARCADE GAME WITH FULL ARCADE
FEATURES:

trum

16K or 48K

ZUCKMAN

ZX81 (16K)
*ALL MACHINE CODE
(10K)

*FOUR INDEPENDENT
GHOSTS

* HIGH-SCORE "HALL
OF FAME'

*AUTHENTIC ARCADE
ACTION

*TITLE/DISPLAY
MODE

ONLY £4.95 INC. P&P

FROGGY
ZX81 (16K)
*MOVING CARS,
LOGS, TURTLES
*ALLIGATORS,
DIVING TURTLES
*FOUR 'SCREENS’ OF
ACTION
*ALL ARCADE
FEATURES
*ENTIRELY MACHINE
CODE
ONLY £4.95 INC. P&P

* Fabulous Hi-Res Colour Graphics
Authentic Sound Effects + 3 Tunes
3-D Logs, Swimming & Diving
Turtles

3 Lanes of Multi-coloured vehiclas
On-screan Score, Hi-Score, Time-bar
Snake, Alligators and Baby Frog
‘Top &' High-Score initials table
Demonstration Game routing

*

* % % % ¥

Your home-sick frog must leap across a
busy main road, then onto logs and
turtles in the river to reach safety of
the river-bank frog-homes. THIS
MACHINE-CODE GAME MUST BE
SEEN TO BE BELEIVED!!

ONLY £5.95 INC. P& P

""“Z

A world of activity for you
and your Sinclair

. Whether you have a ZXB0, ZX81 or Spectrum — we can show you
there’s far more to your Smclau than you ever thought poss:ble
i That's the active, lively world of Sinclair User — the first magazine
written specially for everyone who owns or uses a Sinclair
computer.
Every month, there is a whole range of games, business ideas and
bright new ways to learn. There is the Sinclair User Club, with
special exclusive member offers. There are technical facts,
development news and advice, plus hints from other users and
answers to queries — in fact everything vou need to be an
interested, informed and ACTIVE Sinclair user.
There's just one problem — Sinclair User sells out fast! So make
sure you don't miss your copy: order it today from your
newsagent — or complete the subscription =15

form below and we will i F
send it to you direct, every month.
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ous Sinclair user —

why don’t you stop playing games?

Y€ a Sérl

If you’

. build a printer interface . . .

and many more ideas that tax your ability and ingenuity.

Spectrum in Sinclair Projects magazine!
Sinclair Projects is published every two months as a glossy, instruction-

In recent issues we have shown how to use your Sinclair for controlling your

destruction, beating off green monsters or flying a spaceship — we can
. improving the graphics . .

If you need a new challenge that does'nt involve saving the universe from
bring you down to earth with stimulating, practical projects for the ZX81 and

central heating . .

ORWIN SOFTWARE: ZX81 CASSETTES

THE BEST SOFTWARE (BY VARIOUS AUTHORS) AT LOW PRICES

your Sinclair can do for you.

in

fill

“*Michael Orwin has bauilt a reputation
fae value-for-money software and his Cas-
satie 4 offers quantity as well as quality.’”

Sinclpir Uiser, October 82

“If gach game was on @ separate tape
and selling for £5 each | would sull rec-
ommaend them, But all on one for £6 . . 1
This sort of value for monay just has not
been seen bafore on any personal com-
puter,”

“"Without sounding pushy | would like io
conclude this review by saying — if you
have & ZX-B81 and ke games, than you
should buy Michael Orwin's cassetie 4.
2 extracts from ZX Computing, OctiNow

‘B2

“Eight games, including an oxcallont
warsion of the Scramble arcade game . . .
Easy ic operate, graphically impressive
and good value for money.””

The Timas, Saturday 11th December 1982

{about Caszerte 4)

CASSETTE 1 £3.80
[eloven 1k programs)

Machinge code;

Raeact, invaders. Phantom aliens, Maze of
death, Planet lander, Bouncing letters, Bug
splat,

Basic:

| Ching, Mastermind, Robots, Basic Hang-
man. PLUS Large screan varssons of (nvad-
ers and Maze of Death, ready foc when you
gat 18k

CASSETTE 2 £5
Ten games in Basic for 16k ZX81

Cassene Twao containg Reversi, Awar, La-
sor Bases, Word Mastermind, Rectangles,
Crazh, Roubstte, Pontoon, Ponny Shoot
and Gun Command.

CASSETTE 3 £5
8 programs for 18k ZXB1
STARSHIF TROJAN

Repair your Starship
before digaster
stnikes. Hazards in-
chede  asphyxiation,
radiation,  escaped
biclogical Specimiens
and plunging info 8 Suparnova,
STARTREK This version of the wall known
space adventure gome festures variable
Klingon mobility, and graphic n_m_._.-.nﬂ: tor-
pado tracking.

PRINCESS OF KRAAL An pdventure gomao.
BATTLE Swategy game for 1 to 4 players
KALABRIASZ World's siliest card gama,
full of pointless complicated rules,

CUBE Rubik Cuba simulator, with lots of
functions including "Backstep”

SECRET MESSAGES Thiz message coding
program is very txip qexi jf.

MARTIAN CRICKET A simple but addictive
gama {totally unlike Earth cricket] in ma-
ching code. The speed is varieble, and its
top spaed is very fast

SINCLAIR PROGRAMS  August 1983

exercise your talent and take a serious look at what

to you, six times per year.

packed magazine that gives you all the encouragement you need to

yet it's yours for JUST 85p. So if you want a break from
playing games, make sure you order YOUR Sinclair

Each issue can contain as many as FIVE step-by-step projects —

Projects from your newsagent today — or
the form below and we will send it direct

CASSETTE4 & gamaes for 18k ZXB1 (1}
ZX-SCRAMBLE (machina codel with 3 stages, GUNFIGHT INVADERS
Bomb snd shoot your way through the fortified cavas.

e .. =i

[msching codal

[maching codel

GALAXY INVADERS (machine coda)
Fileats of swooping and diving alien craft to fight off.

CESTROY THE FUMGALOIOS BY
FiG  ANT I-FUNGUS BOMBS ON

SNAKEBITE (machine code)
Eat the snoke before it eats you. Variable speed, (very fast at top speed).

LIFE {machine codel
A 2X81 varsion of the wall known game

3D TIC-TAC-TOE {Basiza)

Played on 8 4 = 4 x 4 board, this is 8 game for the Beain. |t is very hard 16
baat the computar &t it
B RE o o D X ¥

T ol the 8 gameas are in machine code, bacause this is much Taster than Basic. (Some of these gamas were praviously available form
. Steadman).

CASSETTES 8 gomas for 16k ZX81 £6

BYTE-MAN [machine code) BREAKOUT (machine codel
{previously available from Mindseye) PLANETOIDS imachine codal
Rotate, move, fire and hyperspace controls.

Wide range of choice of speed and dil fieulty.

DODGEMS (machine coda)
Dodga the computer's car whila eating the
dots.

DRAUGHTS imachine coda)

SPACE RESCUE (machine coda) BLITZ (machine coda) Three skill lavels.
(praviously available from Mindseyel MERCHANT [Easic)

[ - Make your foriune on trading voyages in tha
il Mediterranean snd bayond.

7 of tha 8 games are in machine code bocauss it ks much faster than Baske,

Flease make cheques payable to ORWIN SOFTWARE. Recorded on high guality casseties, sent by first class post from:
ORWIN SOFTWARE. Dapt. O5P. 26 Brownlow Road, Willesden, London NW10 9QL.
ZXB1 & SPECTRUM SOFTWARE WANTED

e —— — — — — — — — — — — S e e e — — — — —— — — i — — — — — — — — — — — — -
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S COZUE 9506

eE CLS

&1 PRINT AT ¥, 12:"¢9e:5%a? 191D
YORAT 8,12; " a5 Sksp a8 2"

G2 PRINT AT 12,12; "5 Skep 188
MAAT 13,12 "¢ 5kae 199 "

65 LET S=€

TE DIM ASC 26

198 LET AsCE 2Xsp 1 32%isp 2"

118 LET ASRC4I="C(Z¥kepisF ' Oh 3P
im-sP DKk SP - SXgk 2¥ep ¢ 18%gk 3%
T b

128 LET RRCSI="(2%sP'igpghrsp+
Ak 2¥sp 4K TP dm2Kep iz ap e
1@kah - 1gh:: = isp 3"

138 LET RSCE ="(2¥sp 1 isP  2¥sp 12
Kok SKap o Lmc Skah o 2XsP c 1@keh imo G

36

b im: isp )"

148 LET A% 7 =" Z%aprisp gh 5P
iz G¥oh sp kAl 2P 1ERSR gkt s
iap 3"

158 LET RAHCEI="2%ap  1sp  2Z¥oh: 2¥

P - U¥ah 3EsP ce¥ah k=P 1m 2¥sP 4
¥oh: s isigp "

160 LET ASCYI="C2kspisp :3¥0h 2
Frakbap imi sk cah sk X3k 2p  Skah
rZ¥ap cahc 3ksp gl 2P 1sp 2"

178 LET ARC18X"(Z¥sphrisP 190 5%
P 3ROk sp Gl sP im &FEP  Am JKah
s =Eep 2ok rep riap 0"

180 LET A1l ="{2%apriap'alh 1=
G¥ak Zdep s E¥ahi 12 EROh 2P im
resP gk sP - S¥ah e sp c 3¥ahesp 2P "

196 LET RA®C1Z20="C2%Xsp ~isp ' Sh:sp
tah iz 2P 4Xah sp 2¥ak 2P P 2¥akh T 1
tooakcep Gk 1s Sk sP EXakh i SP 1S
i L
SEE LET ABC1Z="C2%ep riap
rgbisPcimoap ik ep s de o dep e
sp - ghizP cahsp S¥ah it sP 12
Prysp

218 LET A 14 0= 2ksP 1sP gh 2P
by ZHE0 ¥k sk ARGh ERsP T 1E TGk
TSP S¥OhsP o Ekan am e 1sP oY
220 LEY ARC1S52="C2%Xsp 1 18P Dl 2P

Thgh iz 4¥gh 2P Z¥sh =P shsf -5
¥Yak:sp Z¥Gh - im: 1P 2"

2538 LET ASC1&s="{2¥sp  12P 1l 1k
1 2¥sP 15 4Xoh i sP  3keh SR is SR TS
¥oh:2¥sp ot am it spiis:Skoehsp
iap "

248 LET ASCI7 =" 2¥sp: 1=p 19k 2P
2¥ah 5P d4kohtspas i imt2ksk 9k s
F2Xah 8P SRah TaXan "

OEG LET ASC L2 ="CI%sP:i2P :4%ah
2P 1 4%ah  3KksP 1 3%eh: b sP rim: 2¥ep
Skoh-2%ksP i ig im it isp )"

260 LET ASC193="( Z8=pP : isP 4Xakh
=P 15 13%ahris€¥ah =p 2kah sP ' PX
ahsp 2¥ah isp 2"

278 LET ARC2E="9{2%ap 12P:
it 1 sp 2¥ah =P EX0h 5P ' 2X3h!
ah:ap r2%ak 18P 0"

2860 LET AWCZ]1 i="(2%spr1sP &
2%sP gk 2%sP tisc 1mc 3kah =P
sprabhim o 1e 1t 4¥sr  Dkah 18P 3"

290 LET A% 22 ="(2%sp  1sP  FXoh
15 im:sP 289k 2¥sp 1t 2P 18 5P
‘Skah it 2¥shisp 2"

S04 LET ASd 23 ="{Z¥sp ' isP EBX3h:
it =Z1%kgkh isp 2"

318 LET A$C24 )="(2¥sp 1 32Kisp )"

43 LET A=1i4

419 LET B=17

428 LET B&="x"

C AR [HEEYE=" 6" I=C THEEY

Skah
187K

LE
H="5")
#68 PRINT AT 3, 12;"(95 2P 2" i A%
A=1,8+1 TO B+32:"(sp-aR3)" (AT 18,
12;"Ca5: =P M ARCABF1 TO B+30;"C
P IAT 11,1207 C85%5 =P 2" AR A4
1.8+f TO B+30;:"Cap - aR20":AT 12,12
i "CaS Sksp 9o "

216 PRINT AT 168.15:B%
SR8 IF A%RCA,B+20="C1353"
SilE 1G04

915 IF ABCH,B+2 =" ik 2"
SUE 2608

928 IF RSCA.E+20="Cah>" DR A%CA
JEFZ20="C 12p 2" THEN GOTD 2006

LT BeB+C INKEYS="8" I=C INKEY

THEH GO

THEN G0

958 IF A%CH,B+z0="Cim2" THEM GO
SUE 116&
940 1IF ABCA,B+E2="Cit )" THEN GO
SUB 12088

NEW PHENOMENON is re-
Aplacing the squashed frog
games which used to dot the
pages of Sinclair Programs. Hapless pro-
grammers are being trapped in mazes of
great complexity, with an assortment of
enemies and handicaps confronting
them. The number of ways in which a
maze can be used is growing steadily.
Tomas Whitlock of Hull confronts
16K ZX-81 users with a maze of which
only a small area can be seen at one
time. While scratching for the exit you
have the chance to gain points by killing
monsters and picking-up treasure. Full
instructions are given once the program
is RUN.

G99 LOTO 5684

1988 LET BH="¢1ix»"

1810 LET AR A.B+22=" "

1828 RETURN
1166 REM ¥FIGHT*®

1118 PRINT AT 18,153 " ";AT 10,15
1M NGAT 168,15 "8 AT 16,15 "+":R
T 18 155"="3RAT 18, 15 "s=";AT 18,1
SN GAT 10,15 "R AT 16: 15 "€,
AT 18,15 "<"5AT 18,15 "> AT 10,
15y lT 18 15" "I AT 1l LSy
IRT 180T L YGAT 18, 159, AT 1
A5

1128 IF BE="dix>"
1136 COTO 216G
1148 LET A%(A.E+2 =" *

1158 LET B="x"

118 LET S=S+125

1165 PRIHT AT &, 6;"SCURE=";5
1178 RETLURN

THEN CGOTO 1146

1260 LET S=%+1000

1218 PRINT AT @,8;"2C0RE=";:%
1228 LET F5CA, B+2)=r

12968 RETURH
2606 CLE
R85 PRINT
LF TO BITS
0 ] -

i PRINT “YOU SCORED: “i

20268 GUTY 628

2166 CLS

2118 PRINT "¥0OU RAN INTO A MOWMST
ER. YOU DID HOT HRAYE A SKHORD."
2120 PRIMT "YOU SCURED: “;

2156 COTO 9628

2088 CLS

616 PRINT "CONGRATULATIONS. YOU
HAYE FOUND YOUR WAY OUT WITH:";
SE2E PRINT S:3" POINTS."

PR22 PRINT "ANOTHER GAME (YES-MNO

"Ou JUST BLEW YOURSE
OM THE ELECTRIFIED W
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IHFLIT 2%
YESZRe T =gy
IF 2% 3=""H"
GOTO S8z
GOTO 2866
PRINT

THEN RUH
THEH COTO 2823

maze~monste
by twhitle

PRINT
G2 PRINT
29518 PRINT
B WAY COUT OFR 22x32 MAZE.
1% STOCKED WITH TREASURE,
&0 AND MOMSTERS, "
2526 PRINT "YOU START OFF AS AN
¥, AMD YOU GET A SWORD BY MOVIHN
G YOUR % UVER THE ¢ish.”
PRINT
9530 PRINT
Y1,

S Cimi,
DS Cizad,
A53S PRINT
2540 PRINT
9558 PRINT

"OU HAYE TO FIHD YOU
WHICH
SLIORD

"THERE 15 TREASURE: <
THERE ARE MOMZTER
THERE ARE SHOR

"POINTE .
"TRERSURE © 18608 PTS. .
KILLING fIf MOHSTER: 1

IEEE PRINT 5"
HT 1HLE. "
A5G IF

FHY KEY TO C0

IHEEYS="" THEM GOTO 95763

GEEA CLS
%A PRIMNT "A% YOU MOVE, THE COR
RIDDR WILL SCROLL PAST YOU, LEP

EMDIMG 0N MHICH KEY YOU PRESS.
THIS GCIVES THE EFFECT THAT THE -
CURRIDUR [9 MOYING PARST YOU,. "
9595 PRINT
9a06 PRINT
9618 PRINT
@520 PRINT
5 PRIMT
9540 PRINT
A4S PRINT
956 PRINT
EEG PRINT
FETH FRINT

"EONTROLS
"E=RIGHT "
"E-LEFT, "
"E=DOkN,
A, b

e ima=MOMSTER, "
"¢ is =SHORD, "
"¢ it a=TREASURE., "

9663 PRINT " =THIS WAY.

2681 PRINT " ANY KEY TO COM

TIHUE."
9ees IF IHKEY$="" THEN GOTO 9682
2682 CLY

F698 PRINT
LS OR THE
E, WOU WILL
156"

EIS PRINT
L 7 PRINT

"IF YOil TOUCH THE WAL
BURDER ROUND THE MAZ
GET FRAZZLED TQ A CR

o "Cisp )=THE BORDER. "
"Cgh =THE WALLS."

9EdE PRIMT

9741 FRINT .,."THE OBJECT OUF THE
GAME I% TO FIND THE EXMIT <MAR
KED Ci¥id WITH ASMUCH TREASLURE A

POSSIBLE. "

PRINT ., "BUT BEWRRE: [O HOT

k UR Rl THE SHOREDRS . BECHUS

E THERE ARE MOUMSTERS GUARD IMG
THE ESCAHFPE ROUTE

9709 PRIMT
271G PRINT *
GIH. "

9708 IF IMKEYH=""
9720 RUTURH

AMY EEY TO BE

THEN GOTO 9720

IM DERBY of Hedge End,
Southampton has, by devising a
relatively simple game, managed
to incorporate a very good graphics

20

G
H
E

display in this program for the 1K ZX-
81.

The cowboy walks quickly towards
you. Once his guns appear in his hands

2AEET WAL 1Y
- 8] B O e i 1 CSRLE
4 LEY F=CUbE
S LET L=CODE. "4
T LET H=CODE e
LET v
LET
2IH 23 AT W
o 99 & AN an agig
=G AT B Fa"eeprahaar
S PRUSE O

A 11
[ Y@ PRERIHNT AT T H "(ad vep cad )"
AT W "eaad" AT L. Hi"(9s: 18P @ g
MIAT EJHIMCOZisP ad 2 AT FaHG"
CadaR g AT H,H: " Zkap s yap 0"
PHLUSE
i
FRINT AT T.F:“cavaai" ;AT b,
§ AT Ly F 2% ap ) AT
; aMiAT F.L;"cakiap 2" AT

Hol.i"C1aP *sP ' 2¥1sP 5P "15p )"

1686 PRINT AT OL,F:"{Z2%¥1sp 2" ;AT L
ODE "3 Ex"Cay bisp a9k 2" AT GO
b "L ES " isP o 2Esp 18R Y

185 PIRINT AT CODE "<",E;"Cispr2
tsp 1P 0"

116 PRUSE U#P1

P28 IF THEEY$<»"" THEM STOP

14 PRINT AT CODE " 3".E; "Cap 2%
isPsp AT U.CODE “E£";:"Cio:sp:Z
Hyrap 2P 1o

153 FOR Z=PI TO RHDRKCODE "¢ Qe 2"

1568 IF IHKEY®<>»"" THEM PRINT "G
07T HIN"; K

176 MEMT Z

188 PRINT

"LOTCHA"

you must shoot him by pressing any
key, before he shoots you. Good reac-
tions are needed; your reviewer man-
aged to shoot the cowboy only once.
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i PORE 2o RESTORE

T PEF FH 2EXPEEK 2387
A+2B0FPEEK. SETHPEEK 23672 050
2 DEF FN LOR,E = A+B+AES (A-B

A DEF FH ORCHI=CC IHT ¢HELO 51

18 LET K&i="1204567980MERTYUTO
GHOEL ZMCYENM
LET Y=0&' DATHA —2:,~1.8,=1

TR BURDER B PAFER G: IHK o

186 LS FOR R=% TU 2- LET v=%
44 READ %

iR FUR K=1 T 18: LET K=X+3

1268 PRINT IHE G PRAPER S:AT Y. &
FEBCREIA+E DY AT Y41, ¥

128 HERT K+ MEMT R

148 PRINT PAPER S5:RAT 231" "if
i et B BT = iy e o PRk LT il B |

"o
i

16l GO SUE 9BuE: PRINT IHYERSE
1:AT 8.89;" PLEASE SELECT "

—
AT R

178 PRIMT =instructions"”
I M-Tirainangh s R _Timed T
=2 gt it Pro9eamt

ZEE GO TO Z0e+c00%k INKEYS="1" )+
1k [HEEYS="2" d+2aa0%! [HKEYE="
Y TSRS THEKEYE="4" )

1688 GO SUR 20603 PRINT IHYERSE
1:" 1 IHSTRUCTIONS *

iA1E PRIWT ¢ FPlace thes Ffalr fi
e Foeachkhand on the flashin

1328 PRIMNT " These are the ‘ho

me kews? and dour finders alwavs
return bo them when they arc

nok tafing, "

125 LET R=1508

tis OO0 SUBE 1566 G0 SUBR 2006
148 PRINT " Each finder haz a

g2t of keds which onld that fing

er touches. "

1856 PRINT " ALl excePt the 1n

dex Finasrs controal the wertica
1 row of fourkess that the fings

s home ked ds dn. Y

166E PRINT ""E.9. only the rina

fingers zlhould touch the 11

azhing keus."”

tU7E GO SUBE 1506 G0 SUE SO06
1888 PRINT * The onlv exertion

to this is the index fingers wh
ich must both control eiaht k

ays, "

1898 PRINT ‘" The right hand in

dex finger, for examPle, uses 3
11 =ight of the flashind keus,"”
11868 PRINT *"YOU HOW HAYE THE AB

SOLUTE BASICSOF TOUCH-TYFPING, "
1112 EQRGUBIQBBU,,QQ Tgﬁéb@ =
1588 DATA 17,3, 17, 8,179, 17, 12,1
a2l 2. 24,1727 17 38

1516 CATA 11,4,11,2%.14.5, 14,26,
76, 17,27, 20,5,24, 26

1526 DATA 11,16,11,19, 14,17, 14,2

B, 17, 10, 17 21,208, 17, 20,28

1538 LET I=60" O%ER 1° FLASH 1 I

HE 1 PRPER 5! FOR H=1 TO 2+ RES

TORE B: FOR M=1 TO £

1548 READ Y.¥: PRINT AT y.M;" "
PR e o

1550 HNEMT M: IF I=8 THCN IHPUT F

LASH 1;"* Push "YENTER"" to conti

nue " LIME a%: LET I=1

1966 FLASH 0: INK &' NEXT MN: OVE

FE @ IHK &' PAPER B¢ LET R=R+14
1578 RETURM

2066 G0 SUE 9685 PRIMT IHVYCRSE
152 TRAINING. "

2616 PRINT *" You are reduired
to ture the characters thait wil
1 aPrear on the toP half of the
screen. "

S0P PRINT ‘" Do not look at th
& keds as douPush them althouahk
o can look at the scresn below
until wow get a feel for theil
t lacations."

2038 INPUT FLASH 1" Keuboard wvi
z=sible? (YoH? "3 LIME A®B: IF A%<
PR OAMD Fieg >N THEN G0 TO 2838
2040 CO SLEB 9008

2858 IF AS="H" THEW CLS

2068 LET C=2: LET IC=8

kﬂwwﬂm

|mwwmm

OR THOSE who have never had
typing lessons and consequently
feel that typing programs on the
Spectrum is more difficult than it
should be, T Collins of Enfield, Midd-
lesex has written Touch Type, a pro-
gram designed to be a crash course in
typing.

There are three sections between
which you can choose—a short series of
instructions, an endless series of letters
for practice, and a typing test which
indicates your speed in words per min-
ute (16K Spectrum).

2088 PRINT ' “; INVERSE 1" TYP

=]

2898 PRINT ‘" HUMBER CORRECT: 8

teen MUMBER IHCORRECT: @v

2025, PRINT: < ITYPE: Y STOR™ S TO

ERLT"

2198 LET Bfi=kKECRNDKIT+1 )

v THEM GO T 2108

2114 PRINT FLASH 1:AT 1.7:" ":B%Y
"

I Bf=

2128 LET ASi=IHKEYS
H LR T 2128

2125 IF CODE P%=226 THEHN RUHN
21%8 IF A%=P%* THEH BORDER &: BEE

P .1.,18: BEEP .2,28' BORDER B: L

ET L=C+1- PRINT AT 4.,17;C

2148 IF A%< »B$ THEM BORDER 2@ EE

EF .1.8t BEEP .2,-187 BORDER O:

IC=1C+1 - PRIMNT AT &:19:;1C: G

(o i e e

21 GO TO 2184

SEHE G0 SUB 90680 PRINT INVERSE
12" 3 TIMEE TEST ¥

218 PRINT 4" Random words will
aPFEAr and Youw must tupe and "
"ENTER"" them .as fast as Possib
le. ”

AEZH PRINT 2"

Hour Baping
lated. "

2830 PRINT ' "NO CHEATIMG & HO KE

YBOARD EITHER"

2046 INPUT FLASH 13" Push ""EHNTE

RY em beain ") LINE RE: CLS

IF fAs="" THE

After ten words,
sPeed will be calcu

3050 DRAW 0,175 DRAW 255,8' DRA
K B8,=-175: DRAW -255.98

SoE0 PLOT @, 144 DRAM 255,0

3076 PLOT 127,173 DRAM B.-175
3828 PRINT AT 1.3;"WORD TO BE":R
T 2,45 "ENTERED: *3AT 1,22; "HORD";
AT 2,20; "ENTERED

5A90 LET W$="  DERRWALLFACEDRAW
LISTHAMEFALLFAMEMALL TAPEH IL:HFROM
POSTMODEKEYSEOTHL TNEF TLMNOSEPART

HO9%5 POKE 23574.0: POKE 23673.8:
POKE 23672.0

5146 FOR N=If T0 18- LET W=INT (R

HODkzG+1 > LET BS=kW&C ¥4 TO Wid4+3
ar PRIMT AT M+4, 1:H; TAE &:R%

2110 IHFUT LIME R%r PRIMNT AT M+d
22 AE " 1.

#3128 IF A%< >*BE THEWM GO T 3110

G150 HEXT H

2140 LET T=FH LLFH T¢ 3 FH TC 33

2150 EBEEP 1.8+ CLE

2168 PRINT “"TIME:".FH R(CTI; " SELC

QM

2145 PRINT */"SPEED",FN R{SA-T
" CHER-SEC"?!,FH R{(SB-Tx1Z23:" W

ORDS-MIN"

2178 INPUT FLASH 1;" Push ""ENTE

R"" to conbinue "; LINE a%f: RUN

060 PRINT AT 8,68 FOR n=l TO 1

B: PRIMT IHK B;K®C TO 323 MEXT

nt PRIMT AT @.8; ' RETURH

9299 BORDER 7' INK B8: PAPER 7 C

LS = S¥0P
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WRSHING

GAME for one 1o five players.

A washing line is displayed on

the screen and you must choose
which items of clothing to hang on it
until it breaks. Try not to be the person
who breaks the line.

Heavier clothes carry high scores;
socks score very low. A random element
is introduced by the birds of unknown
weight which land on the washing line
from time to time.

Washing Line was written for the
16K Spectrum by Michael Leach of
Blackburn, Lancashire.

i PRINT "STOP THE TRAPE": LET
he=@: GO SUB 1885 DIM bRCZH: LE
T b#C1 = p! - LET bP(2)m"q!

2 DIM t%C2y: DIM 822 DIM P
2,20 DIM JEC2,2): DIM =801
DIM us(=,2)

2 LET £$(1="r":

Wy LET et 1 d="
LET ws(2y="1m":
LET p®¢1y="ak"" ==l
LET Js¢id="fa": LET J$C2i="hi":
LET asi¢ 1 ="J0": LET u®h{iim""

4 INPUT "Uo wou want iwstruct
ions7Tly "1 a%: IF a%="u" THEM C
0 SUB 2680
BORDER 5+

LET toe2y=tis

LET ufif3 ="na"
LET p#ic2d="cd":

PRPER 7: IHK B+ C

i

LS
INPUT "1 TO 5 PLAYERS":P
IF P»S THEHW GO TO 56
GIM nsip.43
9 FOR f=1 TO p7 INPUT "Plauer
i E Y namedd lettera " indilf )

Sl

MEXT

18 FRINT AT &,%:"HANG OUT  TH
E WASHING!"

15 PRIMT AT 1.13:"HI-5CURE"; ha

26 PRIMNT AT 21,8 IHNK 4:"¢23%
5 B

A8 FOR z=18 TO 267 PRINT AT =,
B IHK 23"Cig3)";AT z.31; IHK 3;
nea5 s MEXT z

48 PLOT 8,36

78 DIM sl f
C20=6

868 LET pp=1i: LET »x=2' LET u=1

9A LET pw=508: LET Jju=488-: LET
wi=160: LET uw=?5: LET auw=50

95 LET 9t=2580+INT (RNHD¥LQGH I+
126

96 LET tw=0

i9g FOR £=1 TO P

118 PRINT IHK G:RT Z2.0:n&(f "’

CRAM 255,68
LET ={1J=8: LET s

s 9o "

128 PRINT IHK 85AT 3.8;"Hhich 1
tem? P=pants JmsumPekr wP=y.pPa
nts wovest s=socks ac=scar

£ sk=skirt":r IHPUT a%
128 IF ag="p" THEN GO TO 288
148 IF a%="." THEW GO TOD 258
158 IF as="u" THEM GO T 268
168 IF a%="up" THEM GO TO 330

" OLET pECZ =TT

178 IF a%="s" THEH GO TO 480
171 IF a®="ac" THEHW GO To 4340
172 IF am="ak" THEN CO TO S
175 GO TO 129

188 IF IHT (RHD¥10=% THEW L0 1
0 7aa

185 IF pp=2t1
19300 NEXT #
195 GO .TO 1649
206 LET twustw+S08+THT <RHIxEZGY
201 OVER 1

216 IF twr=ot THEH GO TO 2G5

THEN G0 To 256

2R LET sCfi=sdf +254+THT <RHDEY

2o THME INT (RMDET > PRIMT AT 1
B,priPSC1L AT 11, PPIPSCED

235 LET PR=pR+2

226 OYER 9

237 BEEP .1.,25

246 GO TO 194

258 LET twotw+d40B+THT (RHDELS)
251 OVER 1

268 IF twr=9f THEN CO TO 208
278 LET 2§ 2=sf f2+28+IHT ¢ RMHIH1
1)

2688 THK INT (RHD¥V>: FRINT RT 1
B.rP iSCL AT 11.PPiJECED

2685 LET PP=pp+2

286 OVER O

287 BEEP .1.208

258 GO TO 189

A8 LET tw=tw+108+IHNT (RHDELS )
a1 OVER 1

310 IF kwr=9t THEN GO TO 882
328 LET sCfi=s(f)+15+IHT CRHD¥1
13

338 INK INT (RMDE?>: PRINT AT 1
Q,ppius( 23 AT 11,PpPiusi3d

235 LET pP=pp+2

336 OVER B

J37 BEER . 1.195

348 CO TO 124

350 LET tw=tu+?S5+IMT (RHDEKLIS)H
351 OVER 1

Fed IF twr=9t THEW GO TD G884
A7TE LET 2 msd § 1+ 10+ IHT ¢ RHIW¥L
s

3E0 IMK INT (RMD¥E?I: PRIMT AT 1
B,epiulCl

385 LET pP=pp+1

385 BEERP .1.1B: OVER B8

398 GO TO 18g

408 LET twustw+S04+1HT (RHD®1S5>
431 OYER 1

4189 IF tw>=8t THEM GO TO 804
420 LET s(§imadf 454+ INT (RMNO¥L1

450 (MK INT ¢RHDE? )
F,PPishCl >

425 LET pp=pp+i
43€ EEEP .1.5:
448 00 T 160

S8 LET twstu+2ZS0+INT (RMOKLS)
451 OVER 1

460 IF twr=ot THEM GO TO 200
478 LET 2f ¢ imad £ 0+ 17+ INHT « RHDES
1 3

420 IHK INT CRHD¥T M PRINT AT 1
B,PP;ESCI AT 11,PPiEECED

4835 LET PP=PRP+1
486 BEEP .1.17
498 GO TO 188
500 LET twu=tu+4S560+THT (RMDK25
s@1 OVER 1

518 IF tw>=gt THEW CO TO go@

PRINT AT 1

OVER 0

OWER 8

=T 86 i=sd £ +25+TNT CRND¥1

5560 IME INT <RHD¥7 2 PRINT AT i
,PEIrECL AT 11.PPirSE2)

5495 LET pp=Pp+1
536 BEEP .1,2Z2!
S48 GO TO 180
7TO0 IMK B LET w=2: LET u=21' L
ET tu=IHNT ¢(RHDX313

705 LET twml31-t4 23

710 FOR a=31 TO tw STEP -1

7280 PRIMT AT ';'..I}:'ﬂ;! FALSE 5@
PRINT AT x.g@:" "

728 HEXT 9

740 FOR 9=2 TO 2 PRIMT AT @,tu
;g PAUSE '3+ PRIMT AT 9, t4;" o
* MEXT &

750 PRINT AT 3,t4;'p"

760 LET tw=tw+S0+INT CRHD¥1G12
765 IF tur=et THEN GO TO 2888
TrO LET =Cfi=s(f +INT (RHD®EZS 2+

OYER 9

FPESLET sCfi=sCf 2HIHT < RHIEZSE M4+
Lo ]

7oA G0 TO 125

Tag PRINMT AT 8.8;"BIRD":
183

792 =TOFP

GO TO

22
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20R°0VER B PRINT AT 10.pp+1:"e
";AT 9,pp1"SHAPY © EEEP 1,-20° PR
INT "Plauer "i#:" lozes"

201 LET s i=sdf -89

862 PRAUSE 180

816 INK 8 FOR f=1 TO p' PRINT
AT 9+f,8;"Player ";f;" "inklFHo; "
"i"Score'isCfh: HERT £

215 FOR i1 TO p: IF s{fihe TH
EH LET he=z({f)

216 HEXT f

BZ@ IMPUT "RAnother GameT(y-n)";
ah

838 IF a%="4" THEW CO TO &78
848 IF a®="n" THEH STLOP

843 O TO B2A

8950 PRINT "Line Full. ALl Flave
re loze"

268 PRIHNT AT 5,22;"SHNAP"AT 16,
38; "e": GO TO 818

A7 IHPUT "Same wnumber of Flade
rFsTld nd" i a%

286 IF as=""w" THEHN GU TO Z890
B9E IF as="m" THEW GO TO 4

99% GO TO 878

288 THPUT "Instructions? (€ n2"
A%

918 IF a@="4" THEM GO SUE 2606 :
CLs + GO TO 1@

938 IF as="n" THEN CLS : CD TO
18

240 C0 TO 9688

1@868 FOR u=idd TO 164

1910 FOR f=0 TO 7: RERD a- POKE
USR CHR% u+f.,a: WNEXT £r HEMT u
1820 RETURH

1932 DATA 1
4

1DED DATA 240,240, 246, 240, 112, 11
2,112,112

1678 DATA 14,14, 14, 14,14,14,14,1
4

1828 DATA 112,112,112, 112,112,11
7 b Bl U el
1626 DATA
1166 DATA 3
1114 DATA
Ea 236,
1128 DATA
1130 DATA Z3£, 226,280
2.0

ji48 DATA
119

1150 DATA
&,
1160 DATA 4.4.6

1178 DRTA

i

215,15, 15,14, 14, 141

24
1136 OATA 7.7,7.7,7,4,9,8
1199 DATA 224,224,204,224,224,0,

1266 DATA 4.4.7.252,124,60, 16,25

A.8,66,165,24,24,8,4

124,124,62,31,62,124,2
E2,31,62,124,248, 168, 8
126,126, 126, 126, 126,12
1 25%9,255,170.8,0,0,8.,8

PRINT AT 6.5 "HAKNG O
UT THE WASHING!"

2E81 PRINT "You have to hang as
mand itemsz"'"af clothing out on
the line "'"az possible without
line “'“"breakind. Each item
has an "' "aPProximate weisht and

Ehe " hReagier bhe item the kig
kgt~ "' "the acore. The score is al
g0 "' approximate The fame ends
when"'"the line s=naps."

2016 PRINT "Also birds can land
on the line” ' "whickh makez it hea
wiek, "

2028 PRINT AT 11,03 "SCORIMG:=—"1T
B 16 "POINTS" ; TAB 25 "WEIGHT"
2838 PRINT AT i12.8:p8C13:" Fant
«";TAB 16;25; TAB 25:5688;"a"; TAB
BipHC20

2025 PRINT ‘redl " Skirt":THE 1
GI22;TAR 25:450: "9" 1 TAB Bird2)
2048 PRINT ‘J®( 12" _lumeer":TAEB

1620 TAB 29:400; "9" ;TRE B i8(2
2044 PRINT "Presz and keu"
E @: POKE Z3&92,255
2045 PRIMT ‘£%¢1 5" Scarf"; TAB
16 17:THAB 25;239: "a" i TAB O;t4(2)
2A58 PRIMT ‘ufi 21" Yeat" 1 TAB 1
E515:TRBE 25 1668; "a" ; TAR G, uB 3>
2868 PRINT ’"ufid 1" lnderpants";
TAB 1&: 18:TAB 25; 75 "a"

2870 PRINT ‘281" Sock=";TAB
16:5: TAE 2550 "at
2075 FRINT ‘b#i¢i ;"

PALI%S

Bird":TAB 1

& "TYITAB 25" 7a!
Ze88 PRINT ' "Press any key'": PAU
SE A: PETURN
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e A R — i -] = %,

LONG THE TOP of the screen
A is a row of stars. You must clear

away the stars in as few attempts
as possible. Do so by means of the stars
at the bottom. By setting them in mo-
tion at different times you can make
them collide under a specific star, thus
sending up a bolt of energy which will
destroy that star. Hit Star is for the
16K Spectrum and was written by John
Lifford of north-west London.

18 LET h=c=58' LET bS="Spectru
il ]

2@ GO S5UB 2888

&8 DATA .15,7,.19,7,.15.7,.9.,8
e Pl D5 159.4,15:2,.9,12.. 4
5:7:.19,5,.1%5,4,.15.2,.9,12, .45,
7:.15,%5,.15,4,.19,5.,1,2

70 RESTORE 6@ FOR n=1 TO 19
READ c.d: BEEP c.d: MEXT n

ii@ CLS

128 PRIMT AT B,8;"% % % ¥ ¥ % %
EA e B S O O L

168 PRINT AT 21,a%s IHK 1;"x"
178 PRINT AT 21:bv; IHK 3;"x"
218 IF a=0 THENM GO SUB 308

228 IF b=0 THENM GO SUB 358

238 IF a=1 THEMW GO SUB 488

248 IF b=1 THEN GO SUB S8@

298 GD TO 2.8

312 IF INKEY®m='z" OR [NKEYs="Zz"
THEM LET a=i

348 RETURN

368 IF INKEYS="m"
THEN LET b=1

398 RETURN

41@ IF av{>bw THEN PRINT RT 21.
av) IHK 1" %": LET aw=ay+i

420 IF ay=by THEM GO TO &BR
498 RETURH

%10 IF bw<>ay THEN LET by=bw-1:
PRINT AT 21.bws INK 3;"% "

520 IF buway THEW GO TO &88
958 RETURM

618 LET s=sy

620 IF SCREEN® (8, s)="X"
ET beep=1

638 FOR n=28 TO @ STEP -1
648 PRINT AT n.s5 IHK 4:"a": PR
INT AT n+l.s0™ " =
£5@ BEEF .82.38-(2%¥n>

OR IMKEY®="M"

THEN L

668 MEXT n

678 IF beep=1 THEM PRINT AT B9.,a
i IMK 2;:"k": BEEP .95,24

=88 PRINT AT B.=;" "

698 LET zc=sc+l: LET a=@: LET b

=@ LET beep=8: LET aw=8: LET buy
=31

718 FOR »=8 TO 31

728 IF SCREEH® (B,n>="¥x" THEH G
0o To 158

738 HEXT n

748 CLS

798 PRIMT RT 8.1 IHK 2i FPAPER

7i BRIGHT 1: INVERSE 1,"WELL DOM
ElI You took "jaci" 9ces"

P68 PRINT AT 12,8 INK 4;"Best
scare = "jhas

778 PRIMT AT 13.8;
INK 3:b%

788 IF scihsc THEN GO TO 888
798 GO TO 858

Bi@ INPUT INK B: FRFPER 73
1;"Mame Pleaze" :b%

G828 IF LEN b%>15 THEN GO TO 818
838 LET hsc=sc

848 PRINT AT 12.21; INK dihsci"

"IRAT 13,113 IMNK 3ubp#;"

INK 4;"By

FLASH

B8 PRINT RT 28,3:; IMK 1; PAPER
&) FLASH 1,)"Do gow want another

SameT"

are IMPUT af%

858 IF a%="n" OR as="HN" THEM ST
oP

8990 PRIMT AT 268.@;"

saa GO SUB 1988

Q1ga co TO S8

1218 LET =2c=@: LET beep=8

1828 LET au=8: LET bwy=31

1838 LET a=8: LET b=2
1998 RETURN

2018 PRINT AT 8.8 IHE @:
Lo frRLL HIT-STRR
2838 PRINT **¢
the atara off
e screen.”
2048 PRINT “"In order to do this
vou have to make wour two stars
{the onezs onthe bottom) collide
and send up 3 bolt of en

eray. "
2058 PRINT

2068 PRINT * IMK 1%

o start left one

a start right one"

2948 GO SUB 3@Pe

2958 GO SUB 1888

2960 PRINT AT 21.4:; INK 1:
€) FLASH 1;"Press any kew to at

ar"t—.l

2578 PRAUSE @

2980 PRINT AT 21.49;"

PRPER

"You have to clear
the topP of th

INK 2."Use:="

2598 RETURN

3319 DATA "a".B.24.24.24.24.24.2
4,8,"p",153,66,36, 129,123, 36,66,
133

3020 RESTORE 3818

3038 FOR f=1 TO 2

3648 READ eof

3058 FOR n=8 TO 7

2050 READ 9

3670 POKE USR e%$+n.9

888 MNEYT n

3096 NEXT

3958 RETURM

24
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OUR JOB is to collect as many of

i the satellites above you as poss-
ible. On each journey there are

two satellites towards which you to

[]

Ln====r alr
'1’: aman mlfﬂft‘il

TN

1)

i)

A, 1 =
aenn il ppETERY i

steer, the easily-reached higher satellite
and the more elusive lower satellite.
You score extra points for landing cor-
rectly on your launch pad.

Space Mission is a game for the
16K ZK-81 written by G B Duncan of
Hartfield, East Sussex.

REM "SPACE MISSOM"

LET H=@

LET I=8

LET Mm=i

LET S=68

IF 1=8 THEM LET R®="2ZX B1"
LET A=19

LET B=14

IF I=A THEM GOTO 28

GOTO 24

FOR F=1 TO 28

PRINT AT 1@.1@;"SPACE MISSO0

e
== & O O B G P

(1Y
o0

T
N

22 PRINWT AT 18,18;"
23 MEXT F
27 FOrR P=1 TO 13
28 PRIMT AT P.BJ"

"

29 NEXT P

38 IF I=1 THEW GOTOD 188

34 PRINT AT 18,5;"DO YOU WANT"
Jad" IHNSTRUCTIONS (¥~ M2 T"

35 IF INKEYE="Y¥" THEN GOTO 5@

37 IF INKEYm="N" THEM GOTO 9%

4@ IF INKEY®<»"NY THEN GOTOD 35

5@ PRINT AT 18,3 "YOUR TASK IS8

TO "s.,"COLLECT THE SATELLITES{
%"

51 PRINT

52 FOR F=1 TO 1@

53 MNEXT F

55 PRINT "208 - TOP SATELLITE"

56 PRINT "3e@ - MIDDLE SATELLI

TE"
57 PRINT "S@ - LANDING CORRECT
Ly"

58 PRINT

€8 PRINT " ANY KEY TO COWTIN
UE"

63 IF INKEY®="" THEM GOTO &3

&7 CLS

7@ PRINT AT 1@,3;"""P"" TO LAU
HCH"

71 PRINT

7S PRINT
TEER"

7E PRIMT

78 PRINT

aa PRINT

81 PRINT

82 PRINT
LE"

85 IF INKEYS="

86 CLS

87 PRINT AT 18,61 "sood luck"

83 FOR F=i TO 28

89 MEXT F

a9 CLS

188 PRIMT AT 21.0) "SCORE=";S; "

“;TAB 215 "MISSION=" M;AT 2,0

i "HI-SCORE=";H)" BY "JA%

187 IF M>=6 THEM GOTO 889

118 PRINT AT 28,8 "¢ 13%9d 96189

18P 1 Gu 96 [4¥gd )"

115 PRIMT AT A-1,B41;":"

128 PRINT AT A.B:"C93: i%1g4)"

130 GOSUR 980

WUNENN BMD Yegen TO §
"YOU HAVE S5 MISSIONB"

AMY KEY TO COMTIM

" THEN GOTO B3

206 IF IMKEY$="P" THEM GOTO 218
2a5 GOTO 268
218 PRINT AT 10,18 "LIFT-0FF"
220 PRINT AT 19,12;"(2%ah:93:iM&
Q4 Z¥Eh "
2 PRINT AT A.B:" i
224 LET A=A-1
238 PRINT AT A,B;"(a3:i%:94 "
240 FOR N=0 TO 15
241 IF N=1 THEM PRINT AT
242 PRINT AT A.B-1:" iy
i LET R=R-1
. IF A=1 THEH LET B=2
250 PRINT AT A.B:"(93:is:q4)"
5T IF INKEY#="5" THEN LET B=B-
1
2eE IF

e

18, 16;

THEKEYS="a" THEM LET B=B+
M=3 THEM -FRINT AT 19.12;

262 IF.RA=2 RAND B+l=¥ THEHM LET S

264 TF A=2 AND B+i=X THEN GOTO
SHE

265 MEMT H

266 PRINT AT 21.6;%8

267 GOSUBE 508

278 GOTO 328

316 GOSUB 5668

315 PRINT AT 21.6:5

320 FOR L=17 TO @ STEP -1
321 IF B=1 THEM LET B=2
322 IF B=29 THEM LET B=28
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2% PRINT AT A.B-1.
338 IF

IF INKEYs$="g&"

345 LET A=A+
256 IF A=C AMND B+l=\
=543068
260 MEXT L
IGZ PRINT AT 21.6:8
% LET M=M+1i
IF A=28 AND

57 TF A=26 AND B x4
B 1EAE

3 GO

LET £ RHDERA
LET Ze=:
138 PRINT AT Z.xit®"
a4 RETLIRN
a5@ RUM

1888 FOR =8 TO 15

1095 PRIMT AT R.B;"C3%kiT"

1216 PRINT AT R.B:" I
1028 HEXT .J
1828 RETURN

3 PRIMT AT A,B;"(93ri%:a4 2"

INKEYS="5" THEN LET E=B-

THEN LET B=B+

B=14 THEW LET &

THERM G

=

THEN LET 5

&

iéaaamy il

3 o — =)=
i ==

#

2000 CLS

2016 PRINT AT 18.6;"¥0U HAYE SET
A HEW "

2812 PRINT AT 1Z.,11;"hiahdscore"
2814 PRINT AT i4,6; "PLEASE EWNTER
YOUR ™

2816 PRINT AT 16.,8: "NAME <MAX 18
LETTERS 2"

RIS THPUT AS

2319 FOR Z=1 TO 3G

2028 HEXT 2

2021 CLS

2822 RETURM

h66 CLS

i@ IF S41088 THEM PRINT AT 16,
&5 "HOT BRD FOR AN AMATELR"

J815 1IF S<1898 THEHM RETURH

Z02E 1F S<2088 THEW PRINT AT 1@,
5 "WELL DONE THATS GOOD"

025 IF 5 6 THEW RETURM

FA3E IF S<3088 THEW PRIMT AT 1@,
IT PLAY "

v IF SC3888 THEN RETLIRM

48 IF S<4088 THEM PRINT AT 18,
PEALLY PROFESSIONAL

04S RETURN

26
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HE COMPUTER prints a ship

at random on the screen. Type-in

the number of the row and then
of the column in which you think the
ship is situared. You score one point for
hitting the ship and five points for
hitting it in the middle.

If you hit the top deck only you score
nothing. At the end of the game the
number of ships sunk, ships destroyed,
and your score are all displayed.

Periscope can be played on the 1K
or 16K ZX-81 and was written by Mark
Snowshall of Sherwood, Nottingham.

1 LET 5=0

2 LET 56=8

3 LET 50=8

9 FOR T=1 TO 1B

18 LET H&="Caz)"

38 LET A=INT (RHD%2G)+1

48 LET B=INT (RHD%2€)+1

58 PRINT AT A.B;"(9r:3%isp:3g)

68 PRINT AT A-1.8;"{2%sp 'gu' 2%

&5 PAUSE 58
78 IMPUT D
8@ INPUT F
IF D=A AMND F=B+2 THEM LET H
$="C gy gt )"
181 IF D=R AND F=B+2 THEM LET 5

SmSS+1

118 IF =R AND F=B+2 THEN LET S
mS+5

128 IF D=A AND F=B OR F=B+1 OR
Fug+3 OR F=B+4 THEW LET S=5+1

128~IF D=A RND F=B OUR F=B+i OR
F=B+32 DR F=B+4 THEM LET S=S5+1

121 IF D=A AHD F=B OR F=B+1 OR
F=B+3 OR F=B+4 THEM LET SD=SD+1

121 PRINT AT D.FiHE

132 PAUSE 180

133 CLS

134 MEXT T

158 PRINT AT 9,04;"SHIPS SUNK";5
S

168 PRINT
178 PRINT

"SHIFS DAMADGEDR: " ;5D
"SCORE ") S
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HE MARCH/APRIL edition of
Sinclair  Programs asked for
Noughts and Crosses pro-
grams in which the computer takes part.
The problem with most of the programs
which we received was either that the
computer could play Noughts and
Crosses well, in which case it would
never lose, making the game extremely
uninteresting, or it could play Noughts
and Crosses badly, in which case it was
always possible for the player to win.
Richard Sutton of Putney, London
produced the solution—a program for
the 16K Spectrum in which the com-
puter does not always respond to the
same move in the same way, so that, if
you watch for an opening, it is occasion-
ally possible to win.

2 PREINT AT 11.4:"Pre
w to start": PALSE G: L
16 DATA 192.224,112,%6, 28, 14,7
22V, 14, 28,06, 112,224, 132,73
BB, 112 4 (192,192, 224,240, 6
. 14, 6,7, 183, 192,72 26,112,
E0,31.7,3,3,.7.6, 14, 68, 248,224
11 FOR n=@ TO 47: READ a:' POKE
UsSR "a+r,ar H ]
12 LET d=i&
13 PRINT AT 2.2 "Houghts & Cro
Maes": PRAUSE 39
15 PRUSE 5: PRINT AT 8.3:" "8
T 791 """ BEEF 89,81
TO 2@: PRINT AT 7.2 "
B85,8: HEXT n* PRUSE 2 v
0O 8 STEP —-1: PRINT AT n.21:"0";R
T n+i.21:"%" AT n+2.21," "' BEEP
85,8 HEXT nr PRIHT AT @.21:"%
"SAT 1.21" " BEEF .85.8: PRINT
AT 8.21;" ": BEEF .@5.8
16 PAUSE 28 PRIWNT AT #&,21;%s"
BEEP .83.,8' PRINT AT 8.,21;"a";
AT 1.21:"2": BEEF .25,8' FOR n=8
TO &' PRINT AT n.21;" "JRAT n+l.
21;"e";RT n+2,21;"s"+ BEEF .B5.8B

"iAT B.9;"a"
PRUSE 15' PRINT AT 8.9;

28 LET d=@: PRIHT AT
many Plavers? (1

25 IF IMKEY®='z"
38 IF IHKEY®>"1"

35 PRINT AT
irstT (YN

48 IF IMNKEY®="%" 0OR
THEHN LET FLAG=H:
INKEYS®< »"H"
THEN GO TO 335
45 LET FLAG=1:
"Mame of Plaver 17

name of Plaver

5,8 "klho sta
rta first,";AT 7

je®; 207" PAUSE B

69 IF IHKEY$="1" THEM LET D=1
65 IF IMKEY®="2" THEM LET D=2
70 IF IHKEY®<>"1" AND INKEY®S<>

‘2" THEHW GO TO 55

260 CLS + PLOT £88.96: DRAM 56,8
281 PLOT 20,64: DRAW 9&.6

262 PLOT 112,32 DRAW 9,96

283 PLOT 144,32 DRAM &,9%96

218 PRINT AT 21.2;"(select with
{> kews & E
256 I G
=g IF e=1 OF d=2 THEN GO TO S@

IF FlLAL=9 THEN GC
IF FLAG=1 THEM LI
LATH g

PRCAPCIN Wi P
oy o= =
1509305,

T FEE: FOR n=1 TO &:

IE poaiepd b eple =8 THEN GO
SEEG

266 HEXT T

400 RESTORE 206° FOR wn=1 T 2

RERD a.k.c

4803 IF cdaitcihirelCoi=Z THEN GO
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SUE 048

418 IF FLAG=1 THEH CO TO 32GG
415 HEXT m

438 IF C(CC1 PO LY+ 4P S 00 8
HPCAI=D AND CC2M+PC2 54003 P 3]
06 A PE 4 500 E P S 0 T P T D
CRIPCE =R ﬁR C LGP S0 P
5 o T 5 = =7 ARD O P f ek
;F*P(JFmtidﬂm 44006 P E OO
+PCHMHCCI P o=y THEN LET 2%
CINT CRHDN4 241 3¢ LET f 3 =1 T
FLAG=1: G } 188E: LR TO 2206
A%3 RESTO 2 FOR n=1 TO 5
READ a.b.e

455 IF pPCad+Plbl+ple =l
SUE 606

460 IF FLAG=1 THEN CO TO 35654
465 HEXT n

388 LET n=S

305 IF plni+cind=0 THEWM O SUB8
e

5i@ IF FLAG=1 THEN LO T 3506
558 RAMDOMIZE LET n={2FIHT <R
MOS0 041

S35 FOR m=1 TO 5

568 IF plni+cini=H THEM CO SUB
TER

S65 IF FLAG=1 THEH GO TO 35606
573 LET nmn+2

573 IF n=11 THEN LET wn=1

574 HEHT m

575 LET n=n+i

S78 FOR m=1 TO 4

S88 IF n=18 THEN LET n=2

385 IF Pi(mi+cini=@ THEN GO SIE
7ea

398 IF FLAG=1 THEW GO TO 3566
595 LET n=n+2: HEKT m

6689 IF P(ar+ciarl THEN LET cla
ymii LET FLAG=1' LET x=ar GO SlE
1668

85 IF plbi+cibi=@ THEN LET etk
J=1: LET FLAGmi: LET x=b: LO SUB
s ]c]

E10 [F pl{ci4cicr=0 THEM LET cic
»=1: LET FLAG=1' LET x=c: GO SUE
1888

E1S RETLRM

THEM £

788 LET cin)=1: LET wx=n: LET FL
AG=1: GO SUB 1888: RETURH

4999 STOP

18988 LET w=1:' LET h=x-4

1805 IF x>»6 THEM LET w=2: LET k=

H=7

1818 IF x<4 THEW LET wm@
=1
1815 IF FLAG=1 THEMN PRINT AT 7ev
k4, 11+hk4; INK 2 "AB" AT S+u¥4, ]
1+hk4; "BR" - BEEP .1,3: BEEP .2.0
1820 1F FLAG=0 THEHW PRIMT AT 7+
¥, L1+kkd) THE 1) "CO"AT Geukd,
1+hk4; "EF" - BEEP .1.8 BEEFP .2
1625 IF FLAG=2 THEM PRINT HaEF
PAPER £, IMK 9:;AT T+uk4, 1 14hK
M UCAT Gewkd, 114k
16338 RETURH

LET k=

22680 PRIMT RT 1:3:"YOLR TLRM.

218 LET =1 LET FLAC=2* S0 ZLIE
] 5l5]

2212 PAUSE 6

214 LET a$=IHKE'YS

- PAPER .". THE
THukd s 11 +kd Hfd
sl 3RS A aEm S

F w=l THEM LET =1

IF ==10 THEH LET ==9
IF a%=CHR% 13 AND (D=i OR [
] THFh GO TR

IF as=CHR® 13 THEN GO TO 23

aa
2240 GO SUE 1989
2250 GO TO 2212

2308 IF Pl{xi+cixd=1 THEH BEEF .4

(=18 GO TO 2212

2318 LET FLAG=RA' LET P{xi=1r 0

SUE '@ Go To asgE

2408 PRINT AT L.53:"

v ool TURNY

2410 GO Ta 304

3088 PRINT AT 1.3
You WINI

3205

B PRINT AT 1.3:

SPECTRUM WINS!

4204 LET FLAG=3

3208% LET x=a: CO SUE 1opa: GO S0

B 3238

3218 LET x=k:

B 3239

3215 LET ==c: GO SUR 1800 G0 SU

B 3238

3228 GO TO 4860

3238 FOR n=& TO 9

) OVER 1

FLASH 13"
i GO TD

FLASH 1"

GO sUB i@8a: GO SU

PRINT FAPER 4
IMK S;AT n+utd, 10+hed;
HEHXT wn: BEEP .1.-8: BEEF

s la=12r RETURM

2439 STOF

35608 LET £=0

2518 FOR n=1 TO 2

3519 LET tmf+pl oy e

3%20 IF t=9 THEHW L

352459 IF FLAG=1 T

3538 IF FLAG=& T

4ﬁ¢"‘| PTKF"' AT
¢ PAUSE

Al Ir INKE MM AND

"¥' THEH TT’P

IF <=8 THEW RUN 28

nrke HEMT n
T 436
10 2260

L IE)
153 "Anctler 9ame

INKEY®S<

GO TR

LET P .—|
JHP 1886;: oo Ta &
S238 IF pdlxi+clwi=1 THEH EBEER
=18 GO TO 2212

5205 IF D=1 THEN GO TO 32349

5218 LET clx»=1: LET FLAG=G: GO
SUB 168868 GO TO 568

ER8G RESTORE 38&: FOR H=1 TO 8
READ a.b.c' IF Plad+pdbi+pl - =3
THEH PRINT AT 1.3: FLASH 1" '3
b " winz! LET FLAG=3: GO TO
3285

6231 MNEXT n
623@5 LET t=i:
t=b4pln itc(nd
4088

5@18 LET d=2:
2 turn. ..

=]

6380 RESTORE 280: FOR wwi TO 8¢
READ a.b.c: IF clad+cih i+oicm3
THEH PRINT RT 1,31 FLASH i;" "
c®; " winsl "+ LET FLAG=3+ GO TO
3283

6381 MEXT n

6505 LET t=a.
t=t+Pdndtcin
42530

63518 LET d={

FOR n=1 TO 9 LET
IF =9 THEW C0O TO

PRINT AT 1.,3:c%;"!
G TQ 22

FOR m=1 TO 9: LET
IF =9 THEH GO TO

GO TO 5860

28

SINCLAIR. PROGRAMS  Awgusr 1983




oGO i REM block =taP

2 LET HE=B

a9 LS

18 FOR B=1 T0 26

2@ FPRINT AT &G,B: "Cisp 2" AT 21,
Bivaf "

SE MEXT B

48 FOR A=8 TO 21

58 PRINT AT A.6; "o " AT A, 31
e ag Y

=E HEFT =

78 LET #=18
&8 LET Y=18
56 LET A=1

99 LET 5C=0

188 LET B=2

118 PRINT AT AH,EB+1:

126 LET I=PEEE PEEE 1&8392+PEEK

1625334256

izl LET B=B+1i

122 1IF B=31 THEH LET BE=Z

136 IF I=2 THEM LET A=A-1

138~1IF I=8 THEWM LET A=fA-1
=i

298 IF SC<HC THEHM COTO 328

3808 PRINT TRE Z:"A HEM HIGH-=-%C0
RE OF ":;SC:THE 2" HAS BEEM ACHI
| (=] w 138~1F I=8 THEM LET A=A-1

148 IF I=1268 THEHWH LET A=A+1

158 PRINT AT A.EB:"dizp 2" ;AT ALE

].j” i

168 LET Y=Y+ [HKEY®E="3" [AND Y<3
G o= [MEEYS="3" [HD Y>»1 >

178 LET M=+l IMKEYE="5" FAHD ¥H{2
B i—C INEEY®E="7" AMD *=H>1 3

128 PRIWNT AT #.'Y;"¢ga "

196 IF A=21 THEHW COTO 256

200 LET si=5C+1

218 GOTO 116

298 FOR C=68 TO 26

268 PRIMT AT 18,2:"(9] - je:i="1ic
AP e @22 AT 182" aq: 1.}
E W 06 T O = - L= [ R

278 MEXT C

288 PRINT TRE 2 "YOUR SCORE =
'. r-‘

29@ IF SCEHC THEHW GOTIH 2268

388 PRIMT THE 2:"H HEW HIGCH=-SC0
EE OF "1SC:TAE 2:" HARS BEEM RACHI
SOE-PRIMNT THE 2:"H HEWM HIGH-SC0
RE OF ";SC:TAB 2:" HAS BEEM RCHI
EVELD.,. "

218 LET HZ==(

2 PRINT TAE 2 “WHOTHER GAMET
[ ¥

338 IF THEEY%="Y" THEM LLTO 9
48 IF IHEEY%="H" THEHM ST=

356 COTD 28R

00 SHYE "BLOCK STOP"

918 CoTo i

=
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THE BLACK SQUARE moves
across the screen, leaving a trail
of black squares behind it. Its
object is to reach the bottom of the
screen and escape. You must prevent
that for as long as possible.

You are the grey square, leaving a
grey trail. Whenever the black square
hits a black square it will move down a
row. Whenever it hits a grey square it
will move up a row. When finally it
reaches the bottom of the screen your
score will be given. Avoid crashing into
the border of the playing area.

Block Stop was written by M
Thompson of Ashford, Kent for the
16K ZX-81.
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UR INITTAL reaction on play-

ing Labyrinth, by Steven Vig-

naux of Bridgwater, Somerset
was that it surpassed comparable pro-
fessional software. Perhaps that is not
surprising for Vignaux has had more
access to computers than the majority of
our readers.

His school owns five Spectrums and
he was having lessons on them and
practising on his ZX-81 at home until
he upgraded to a Spectrum last Christ-
mas. He is developing his programming
skills and is learning machine code.

On RUNning Labyrinth you will
find yourself inside the entrance of a
large maze, from which it is your object
to escape. Three-dimensional views of
the maze to north, south, east and west
can be obtained at the press of a button.
When you are completely lost, press
“H” and a plan of the maze will be
displayed briefly, but that option is
available only five times during your
journey (16K Spectrum).

i@ CLEAR : GO SUB 8@88

26 RESTORE S8B@: GO 5B Seee

3@ PRIMT AT 21.@; FLASH 1;"

FRESS AMY KEY ]

48 IF IMKEY®="" THEN GO TO 48

5@ BRIGHT @

E9 FOR n=5 TO 21:
jast HEXT n

78 FRINT AT 18@.,1)"Press “Y~ fo
r the instructions"

88 IF IHKEY®="" THEW GO TO B8

2@ IF INKEY®="%" OR IMKEY®="u"

THEN GO SUB B828@

168 LET b%="8":
a

119 LET p=0: LET x=9: LET w=1

120 LET xlmx: LET 4l=w

148 BORDER V' PAPER 7: CLS ' IN
K B

158 GO TO 50@

226 IF a%="5" THEM LET b%=a%: L
ET c=-=1: BEEP .2.18' GO TO 588

238 IF as="g" THEN LET b#=s%: L

FEIHNT AT n.0

LET od=1: LET m=

ET d=1: BEEF .2.18: GO TO 58@
248 IF a%$="F" THEW LET b%=a%: L
ET d=1' BEEP .Z2.18' GO TO 582
258 IF a%="7" THEM LET bi=s®: L
ET g=-=1: BEEP .Z2,18: GO TO 588
268 LET a¥=INKEY®: IF as="" THE
H GO TO 268

IF a%="H" OR a%=
IF p<=3 THEM
1e86: GO TO

278 BEEF .2.8:
"h" THEM LET p=p+1i:
BEEP .2:18¢ GD SUB
Saa

288 IF as="@" THEN GO TO 38
298 GO TO 228

388 IF b$="8" THEN LET wil=wl+l
218 IF b%¥="5" THEMW LET ylmsi-1
328 IF b%="&" THEMW LET xi=xl+1
330 IF b¥="7" THEN LET xi=wxi1-1
4686 BEEP .2:18: CLS

418 IF »1=0 AND x1<{>15 THEN LET
yi=1: PRINT AT 2,3)"You are trw
ing to leave bys"JAT 4,3 "90ing t

hrough the entrance";AT £,11:"Tr

4 again”:' FOR n=@ TO 25 NEXT mn
GO TO 568

428 IF x1=15 AND wi=1 THEW LET

m=m+1: GO TO 3068

438 IF atxl.,wl>=1 THEM PRINT AT
18,2 "You cannot 2o through wal
1s.":RAT 12,12;"Try again": FOR n
=3 TO 288: HEXWT n: LET xl=x: LET

wli=a: GO TO 568
448 LET m=m+1
508 CLS  PRIMT AT 1.6:"You are

looking " ;c®CC VAL b$i—4)
5i@ PLOT 8.@: DRAW 8.175:
247,60 DRAW 8,175

528 IF b%="8" OR b®="%" THEH GO
TO BG8

S38 LET x=uxl: LET w=uwl

548 LET di=d: FOR i=1 TD 5

550 IF alx+d.uw =1 THEN GO SUB ¢
i¥1@7+20808+ LET d=dl: GO TO 250
568 IF alm+od.u-13=1 THEN GO SLB
Cix1@ 242060 GO TO 588

57R GO SUB <ixig+2218

588 IF adlw+d,w+1=1 THEW GO SUB
CikiR+2118: GO TO 60

528 GO SUB (ixi@ ) +2160

PLOT

&18 LET d=d+dl HEXT i
28 LET d=di: GO TO 268
BRA LET w=xl: LET w=ul

818 LET di=d: FOR i=1 TO 5

815 IF 4+cd=8 AND »x<{>15 THEM GO
TO ©ix102+2490

817 IF s+d=8 0R wu+cd=32 THEM IF
#=15 THEN GO TO Cikl@)+2530

528 IF alx,u+cd)=i THEM GO SUB ¢
i¥18+2000: LET d=di: GO TO 268
8368 IF afx-1,9+dd=1 THEM GO SUB
Ci®10+2060: GO TO 858

848 GO SUB ¢ix1B)+2218

858 IF adx+1.¥+dd=1 THEM GO SUB
(i¥1@+2118: GO TO 87e

868 GO SUB ¢ikigi+2160

8988 LET ded+dl: HEXT i

258 LET d=dl: GO TO 260

1866 BORDER 7' PAPER 7: CLS ¢ IN

K 8

1819 PRINT AT @.8;"PLAWM OF MAZE

Mo."iP

1626 FOR n=1 TO 28: FOR b=1 TO 3

1

1839 IF aimn.ki=1 THEM FRINT AT n

1P 5

1048 HEXT kb: MEXT n

1858 IF x=3 AND w=1 THEN PRIMT A

T 9.aith

1858 PRINT AT x.w) FLASH 1;"xX"

1678 IF x<{>3 OR w{>1 THEN PRINT

AT 3,15 ">

16868 PRINT AT 15,1;"<¢"

1188 FRINT £1." YOl ARE WHERE

THE ~H~ IS."

1118 PRINT £a;"
EXIT = <"

1138 FOR n=8 TO 3@

1148 BEEP .8%.n: BEEF .B5,58-n

1158 MEXT n

11689 CLS : RETURN

ENTRAMCE = >

2018 DRAW =-239,8: PLOT 8.0 DRAW
239,8' RETURMN
2628 PLOT 48,322: DRAW 159.@: PLO

T 48.144: DRAW 155.8: RETURM
2638 FPLOT 808,36: DRAW S5.0: PLOT
8@. 126 DRAW 95.8: RETURM

2048 PLOT 184.,72: DRAW 47.,8: PLO
T 164,184 DRAW 47,8 RETURN
2838 PLOT 126,.80: DRAKW 15,8« PLO
T 126.595: DRAW 15.8: RETURN
2868 RETLRM

ZB7a PLOT 2.8* DRAW 48.32:
B,111: DREAW -48,32: RETURM
26280 PLOT 48,32 DRAW 32.24' DRA
W B,64: DRAW —-32.24: RETURHN

2898 PLOT 20,56 DRAW 24.16: DRA

W B8,32: DRAN =24, 16 RETURM

2188 PLOT 184.72' DRAW 16.8: DRA

I 3,16 DRAW -16.8: RETURN

2118 PLOT 120.88: DRAW 2.8+ DRAW

DRAK

30
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-8,8: RETURHN
2128 PLOT 247,175 DRAW —-48,-32:
DRAW @.-111: DRAW 48,.-32: RETUR
H
2126 PLOT 207,32 DRAW -32,24: D
RAW G.64: DRAW 32,24 RETURN
2148 PLOT 175.55: DRAW =24.1: D
FAW @,32: DRAW 24,16 RETURM
2158 PLOT 151.72: DRAMW -15,8: DR
Al B.16: DRAW 16.8: RETLRN
2168 PLOT 135.58: DRAWM -8.8: DEA
W 8,8: RETURM
2178 PLOT 247.32: DRAW -40.8: DR
AW @8,112: DRAN 48.8: RETURHN
2188 PLOT 207.%&: DRAM -32.8' DR
Ak @,64: DRAW 32.,8: RETURM
2198 PLOT 175.72 DRAW -24,8: DR
AW 8,32 DRAW 24,8 RETLRN
2208 PLOT 151,80 DRAW -16,8: DR
Al 8. 16: DRAW 16,8 RETURH
221 PLOT 127.88: DRAW B.@ RETU
RH
2220 PLOT B.32: DEAM 48.8: DREAW
@,112: DREAW -48.8: RETUEM
2238 PLOT 48,56 DRAW 32.8+ DRAM
a,64: DRAW -32,8: RETURM
#2248 PLOT 80,72 DRAW 24,0 DRAW
9.32: DRAW —24.08: RETURN
2250 PLOT 194.808: DRAW 18,8 DRA
W 8,16 DRAW —-16.08: RETURM
22600 PLOT 127.88: DRAW =-7,8: RET
LIRN
2568 PLOT 2.160: DRAM 239.8: PLO
T 8,151 DRAW 239.9: FRINT AT 2.
B;"EMNTRAMNCE" LET d=di: G
0 ToO 260
2518 PLOT 48,136: DRAM 159.8: PL
OT 48,127 DRAW 15%.8: PRINT AT
5,12 "EMTRAMCE": LET d=d1: GO TO
260
2558 LET d=dl: GO TO 260
26168 PLOT 48,136 DRAW 159.8:' PL
OT 48.127: DRAW 159,8: PRINT AT
T, 14 "EXIT" : LET o=dl: GO TO 260
2708 GO TO 260
2000 BORDER 1
K 7 BRIGHT 1

FPAFER 1: ELS + IN

2618 PRINT AT 21.68; FLASH 1:"t=p
- {a% 2¥=piaf 93 10695 2¥232 {97
"] 1adia2 194:93:96 91 97 93¢

a5+iaf:ap 19593 i04:92: 195 :=5P: @
S:sp 3" : EANDOMIZE USRE 328@

IAFA PRINT AT 21.8; FLASH 1:"Cap
rieSr2kapiiel  193:192:95:2%93: 19
Fisprafi19Rrap i3] 193 {96:sp 1951
sP:aS5:g91:ig97:i95rapig5:ap:igd: g
F:a97:5p 2" ¢ RAHDOMIZE USRE 3288
3B58 PRINT AT 21.8: FLASH 1:"(sp
1191:193: 197 195 2P  2K8S 2Ki83 9
2:op 95 2%ap 1195 P 969419219
3:95:sp91:195:sp 1 195:ap iaT ap:
aS:sp 3" : RANDOMIZE USE 3288

38357 PRINT AT 21.8; FLASH 1:"

3F48 FOR n=0 TO 1&

3858 RANDOMIZE USR 3289

3868 HEXT n

3878 BRIGHT 1 ’
383@ PRINT AT B.2,"You managsed t
a gt out in"

2098 PRINT AT 9.3:m:" moves."
21665>TF p=a THEWN FPERINT AT 11.8:"
You did not azk forr helr at all"

2118 IF p=1 THEMW PRIWT AT 11.3;"
You azked for helf once."

3128 IF p=2 THEM PRIMT AT 11.3:"
You asked for helP twice."

3138 IF p>2 THEN PRIHT AT 11.,2;"
‘You asked for helP ";Psi" times"

314@ PRINT AT 15,8, "Heuld weou 1i

ke to sees the maze wou have con

quered asain 7"

31508 PRINT AT 189.8:"Press ~¥~ if
YES"

3168 IF IMKEY®="" THEW GO TO 316

a

2178 IF IMKEYS="%" OR THKEY®i="y4"
THEH GO SUE 48688

3180 FOR n=15 TD 18: PRINT AT n.

Bi,,* MNEXT n

3198 PRINT AT 135,8;"Would weou 1i

ke to Play asain 7V

3208 PRINT AT 18.8;"Press ~Y~ if
YES"

ZZ18 IF INKEY@="" THEM GO TO 321

a

3228 IF INKEYS®="%" OF IMNKEYS="4"
THEN GO TO 3248

3238 BRIGHT 8: BOEDER ¥: FAPER 7
CLS : INK 8: STOP

2248 GO TO 1@

46860 BERIGHT ©: BORDER ¥: PRPER 7
CLS : INK B

4085 PRINT AT @, 18, "PLAM 0OF MAZE

4816 FOR w=1 TO 2@

4828 FOR i=1 TO 31

46838 IF ain.,i>=1 THEN PRINT AT n
e U

4@40 NEWT i: NEXT n
48568 PRINT £&;"

¥ TO RETURM ™

4868 TF IMKEY®="" THEW GO TO 485

PRESS ANY KE

5]
4070 CLS RETURH
oego BORDER 1: PAPER 1: CLS : IN
K 7: BRIGHT 1
2865 PRIMT AT 21.8: FLASH 1;:"

L I
RANDOMIZE USRE 2288
8818 FRIMT AT 21.8; FLASH 1
1195 2%sp: 196:93:96:95: 2493 197
afisPigd 92 jad AT a9l 97 93:9
Sriaf:spriaf el iad g2 igS5ep a3
P 2" RANDOMIZE USR 3286
B@ZB PRINT AT 21.8:; FLASH 1:"¢=p
1iaS 2%=pigl ri93:i92:a5: 240319
Fispragialieptig]i93:i96:2p 195
2P:95:91:197iQ5:cP195isP 1 i9d419
FigT:=p 3" RANDOMIZE USR 32688
89@326 PRINT AT 21.8: FLASH 1;"Cap
1§91:193:197: 195 8P 1 2¥05:2%ig3:9
2:8p195:2%eptigTS:apragiad i iaR: g
3:aS5:2p:9l:i9S 2P i8S 1 5P rigS sp
aS:sp 2" RANDOMIZE USE 32868
883% PRINT AT 21.4;: FLASH 1"

i ap

8848 FOR n=@ TO 18

8a5a EANDOMIZE USE 2284

a5 HEXT n

2678 PRINT AT 2.8;"Be Steven Vig
naux”

BABA PRINT AT 12,2:"Please wait
while I work out”

BBSA PRINT AT 14,12;"the mazs"
8188 RETURN

g21@ PRIMT AT 18.1:"
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28220 PRINT AT 6.2 "The
the same iz to","find

aut of the mare."

B23@ PRINT " IFf while truing to
find vour way out of the maze
gon find souare compPletely lozt
then wou can@et =ome helP by Pre

object of
SO WA

s=ing ~HY, Once dou have Presse
o the kew the screen will clea
roand $ou will be z=hown a2 Plan
of the maze., Thiz will indi
cate wour Position in the maze
; the exit and the entrance. Ho
wewer the Plan will only remai
T oan view for 3 zhert period o
f time."
8248 PRINMT AT 21.,8:" PRESS ANY

KEY TO CONTINHUE ”
8250 IF IMKEY®="" THEN GO TO 225
a
8260 BEEF .2.0: BEEP .2,18
827@ FOR n=6 TO 21: PRINT AT n.B
i1 MEXT n

8275 PRIWNT AT 5,8;" Ancther thi

3 about tkhe Plan of the maze i
a that you are onluegiven access
to it five Limes,"

3288 PRINT " DOnce the 9ame star
ts wou will be 3iven 2 thres Him

8378 PRIMT '"As indicated by the
arrows abovethe keu,"
BI73 PRINT '"Press ~8~ to move o
e Place forward in the dire
ction wou are lodkins."
8388 PRIWT *" Preasz ~H* fo
r HELP"
B398 PRINT AT 21.8;"
HY KEY TO PLAY"
8480 IF INKEY®="" THEN GO TO S48
a
8418
2426
KB
8438
SEee
Il
20268
3038
348
a7
=la i)

PRESS A

BEEF .2.8: BEEP .2.1R
BORDER 7¥: PAPER 7: CLS : IM

RETURM

DIM a(28,31):
FOR m=1 TO 24
READ b%

FOR i=1 TO 31
LET atn.i2=VAL bSCi)
HEXT i

MEXT wn: BEEP .2.8
3092 BEEP .2.18
9825 FOR n=1 TO 4:
EXT n: RETLIRM
2108 DATA "111d1111011141111111¢
1111111211 "

9118 DATA "181001M70610180BGAAGEE
aleaisnaal"”

DIM R 4. 52

READ d%Cnid: H

9128 DATA "i06811010i01@11121111

ensional refresentation of th aaieealial”

8. You can look either north,zco igi@it11111”

dou are looking." iajeigiiol”

FREZS ANY

direction
8388 PRINT AT 21.8:"
KEY TO COMTINUE " iaigeeaail”
23ia IF IHKEYS="" THEM GO TO 331 2188 DATA

e Mmaze as wou would see it, Th 31320 DATA "101001611128101681081 AR 924@ DATA "BRipii18i1 1181010605
iz wiew iz Soverned by the dire iigiaaanl" zlel=blelabsl<hRY
ction in which wou are lookin 2148 DATA "1681111010601A1AGAIA1IA S250 DATA 19190060 100GR 110111

uth,east or yest " 9150 DATA " 1000000061 11611111818 9268 DATA "181811111101111116861
8298 PRIMT " When You mowve Souw 18661280801 " @1900Re0a1 "
move one Place forward in the 8160 DATA "181601011 1600600080836 9278 DATA "100GAR1AGAARIGGRGRET 111

9178 DATA "1810i610001 1818101010

"Ag1glgielialnglalninle

1i111@1811"

aieiiiiaii”

@1i1eili@1”
F280 DATA "181019018109811 105063
AEE 1806681 "
9298 DATA "1tit111d1111010011114

8 i@121116881" 1111114131"

8320 BEEP .2,0: BEEP .2,19 2193 DATA "191118GPBAAG110101811 9368 DATA "WEST"."SOUTH", "MORTH"
8338 FOR n=6 TO 21: PRINT AT n,& 1018181111" "ERGT"
irs1 NEXT m 9208 DATA "181019111110017186210
8348 PRINT AT 6.8 "Keus for lock Do18888081"
ing in different directions:" 9216 DATA "1116001681611100681 1611
8356 PRINT '" WEST  SOUTH N 1ii@i@iie1"
ORTH  ERST" 9220 DATA "108011101018111108010
8366 PRINT " 5 e ABPR1R1281"
7 g 9238 DATA "1111150609001618@1111
= = =i N 2 T
RTINS e s e HEN THIS GAME is RUN
O ET Sl you find yourself at the bot-
2 LET S=ghGH Pl :
..-J e tom of the screen with a
2 B2 horde of dark shapes above you in th
T S s ve you in the
18 FOR M=11 TO 28 STEP .03 % Mudiened ol thar o
20 15 RNDSLS THER BRIMT AT AR os 0 0 e s e e
S i A R R o = : 4V | your airspace, you rush from side to
ML ]_..J+.% N : side, using keys “1” and “A”, shooting
28 LET L=L+C INEE'Y$="A" AHND <1 | atthe shapes with key 0. The game ends
?a=C THKEY#="1" AHD L>»2 with your score if you shoot an empty
43 PRIMT AT 21,[.-2;"Cap 92 igp | spaceor if you run out of time.

cead g ot Space Craze was written for the 1K

56 IF IHKEY%="6" THEM GOsUE 19 | 2X-81 by P Roberts of Leominster,
4 ' Herefordshire.

B8 MERT M - :
183 PRINT AT H.87%
118 PAUSE WAL "4E4"
128 RUH
138 FOR

F=CODE ="
WCOSTER ~CODE "ot )
31 PRINT AT A.L:
132 IF PEEVK ¢PEEK 16398+256%PEE
KoO16299 =21 THEM GOTO 148

PRIMT "¢ g5 "

“PRIMT "¢ o)

PRIMT AT A,L:" “

L HEXT A

? GOTO WAL “ 160

3 LET S=5+CODE "(at )
1 PRIMT @ °

42 RETLIRM

TQ CODE "{ad

-

a0 0

=
3
3

L)
el

T e b

¥

1
1
1
i
13
14
14
1
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TOP THE ALIENS landing at
their base on the planet Krypton.
You have six laser bases, each of
which is activated by the correspond-
ingly-numbered key on your 16K ZX-
81. As the aliens do not move smoothly
but jump it is not sufficient to press one
key continuously.

Laser Blast was written by Philip
Cole of Rickmansworth, Hertfordshire.

4 188 LET Is="
[NETRUCT TOUMSET"

118 PRINT AT 5.9:1%

126 LET I#=I$(2 TO 18012

138 IF IHKEY$="H" THEN COTO 158

148 1IF INKE'Y®<>"Y" THEN GOTO 11
5]

198 IF IMHEYS="Y" THEN GOSUE 73
[5]5]

169 CLYS

o P L e A o

lee LET O%="

178 LET S#=" 2
1663 REM EXXLANDSUAPEE®E
1805 REM .
1818 PRINT AT 16.8; "Caw )" ;AT 16,
A" AT 178 "Cisp M YGAT 17,508
it iap X" AT 18,8 "(Zk1ap )" AT 1
8,38, "CZ¥isp 2 AT 19,8 " Ekisp 3"
JAT 19,328 "C2Xisp 2"
1828 PRINT AT 20.8:"(2%isp - 28k0f
1 2kisp )"
1838 PRINT AT Z,8)"Ci13»";AT V.0
FRCAZID AT 12,03 "C 133"
1848 PRINT AT 4,328, "<<i43" ;AT 9,
35 "CCEBO AT 14, 30) "< 160"
16458 PRIMT AT 21.6; "SCORE=";M1 2
1.14; "FUEL=5R@"
1868 LET T=0
1878 LET F=580
2088 REM F¥EALIEMNSERF
2885 REM .
2818 LET As="{af "
20828 LET B%="7"
2830 LET Cas="F"
2848 LET 5=0
2858 LET K=8
2437 REM
2498 REM ®¥(PLAYEEE
2493 REM
2508 LET ¥=56
2518 LET A=(INT {(RHD¥S+1 )
2520 LET Sm( INT ¢ RND¥Z4 450
2538 IF A=1 UR A=Z OR A=32 OR fA=4
THEN LET PE=A%
2546 IF A=S5 THEW LET Pz=ks
25850 IF A=6 THEW LET Pe=(C%
2697 REM
2693 REM ERECONT THUEXRY

2693 REM

2708 IF F<{=0 THEN GOTO =666
2785 PRINT AT RM.5+K:5%

2718 LET K=(INT (RHD®S-G5
2728 LET Z=CIHT < RBHD¥Z3+12
2730 LET M=M+s

2748 IF ¥>=20 THEH GOTO
2758 PREINT AT X, 5+K:PS
EZ7EQ LET Y=£

2778 IF IMEEY®S=""1" THEW LET =2
278 IF IMKEYS="2" THEMW LET ¥=¥
27598 IF INKEY#="32" THEH LET Y=12
2888 IF Y=2 OrR Y= OR ¥=12 THEHN
GOTO 300606

2813 IF THKEYS="4" THEM LET Y=d4
2828 IF IHKEY®="5" THEMN LET Y=9
2830 IF IHKEY$="&" THEWN LET Y¥=1i4
2648 IF Y=4 OR Y=3 OR Y=id4 THEH
GCOTO 21660

2858 GOTO 2704

2297 REM

235968 REM ¥XXFIREXkE

2995 REM

3808 PRINT AT Y. ZiL&:AT Y. Z2:0%
dai0 LET F=F-104

3828 PRINT AT Z21.19;4%;AT Z21,19;
F i

B LI

3833 IF ¥=Y THEH GOTO S@64

AG4E GOTO 27288

3893 REM

2188 PRIMNT AT Y.8,;L%;AT ¥,0;0%

3118 LET F=F-ip

128 PRINT AT 21,19)S%:AT 21.,19;

E

2139 IF H¥=Y THEW GOTO 5608

3148 GOTO 2788

3197 REM

31598 REM $R¥LANDEDR¥F®

3199 REM

3268 LET T=T-18

3218 PRINT AT 21.6:5%:AT 21.6:T

3228 GOTD 25048

4997 REM

4998 REM kEk¥ZAPEKRE

4999 REM

9988 PRINT AT H,S+Ki"(iz:dar1p3"®
5318 IF A=l OR A=2 OUR A=3 (OR A=4
THEM LET T=T+23

9828 IF A=% THEN LET T=T+{INT (R
MO 198 3+ )

5838 IF A=€ THEN LET FrF+70

5848 FOR H=@ TO Z0

5858 NEXT N

SR68 PRINT AT 21.6:58AT 21,67
SA7@ PRINT AT 21,19:9%;AT 21,19;
F

SOEE FRINT BT ¥, 54K S8

50998 GOTO 2589

333 RENM

62033 REM ¥XETHE EHDi¥#®

€818 REM

6828 CLS

EB25 PRINT AT 2,1:"YOU SCORED-
T

r

€838 IF T<=1i@8@ THEN PRINT AT 2.1
JAT 189,43 "WHAT AN EMBARASSMEMT. .

6835 IF T<588 AND Tr1@8 THEW PRI
NT AT 18.4;"HOT BADL I SUPPOSE,

&@4@ IF TH=563 THEN PRINT AT 1B,
43 "WELL DOME"

6858 PRINT AT 28.8;"D0 YOU WANT
TO HAYE AMOTHER GOT"

6A60 [F IMKEY&="N" THEM LOTD g93
2

6978 IF IMKEY®="%¥" THEMW COTO 164
€988 GOTO &med

£393 STOP

7800 REM ¥AkIMSTRUCT IOMNSRkE

7818 REM .

a1%s CLS

TH20 PRIMT TAB 16 "IMSTRUCTIONS"
ITAE 9;M==s=sacasrame=!

7038 PRINT AT 2,2:"THE AIM OF TH
E GAME IS TO STOPTHE ALIENZ FROM
LAKDIMG AT THEIRSPACE STATION O
N KRYPTOM. "

7248 PRINT AT &.1:"USE KEYS 1,2,
3.,4,5.6 TO FIRE,"

TA3E PRINT AT &,1;"THE ALIENS AR
E:1="

788 PRINT AT 16.0;"1, Jof »—LURT
H 25 POINTS":AT 12.9;"2. 7T-WORTH
B=198 POINTS" AT 14,0;"3. F-WHOR
TH 78 FUEL POINTES"

7878 PRINT AT I7,7:"GOOD LUCK...
“3AT 28, 16; "ANY KEY TO START!

7oEd IF IMKEY®#="" THEN GOTO 7080

7898 RETURN
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i PAPER 7 BURDER ¥ INK 2@
s

2 LET gomQ

5 FOR p=1 TU 4+ RERD a%- FUOR
=g TO 7

19 READ m: POEE SR aS+n,m

15 HEXT n: HEXT P

28 DATA "a". 0, 16,56, 124,254, 12
4,545, 16

25 DATA "b"., 8,595,596, 16, 214,254
s 214,16

40 DATA "o, ;182,254 , 254, 124,
124,56, 16

35 DATH
A,214, 16

48 PRIMNT AT 1,9:'" POKER "

42 PRINT AT 4.,8:" The comPute
 will deal 4ou 3" "fFive card PO
KER hand ana sou"’"delete az man
Y ocards as wou wish" Min an atte
mPt to obtain a scod"! "winming h
aned, "
44 PRINT AT 189.8:" The comPut
er 9ives wou 28" "credits to sta
rt with and sou”’"het (LIMIT 1G

e, B, 16, 56, 104, 254, 25

credits ) before"’ Ycach hand 13 o
ealt"

45 G0 SUE 1460

49 CLS FRINT AT Z,8:" Minni

n3 hands are Paic:~";AT 4.5:"2 P
ARIR - ~ Evens"1AT %5.5;"32 OF
== 2-1":AT £.5:"RUH

== AN AT TS5 "FLUSH -
lll

56 PRIMT AT &.%9:"FULL HOUSE —-
SAMAT 9, 5; "PUKER -1
“IAT 18, 5:"ST FLUSH -— 28-1";:R
T 11,5 "ROYAL FLUSH== S8-1"

56 GO SUB 1486

aE CLS PRINT AT 2.,8:" The k
eys used are'=";AT 4.,5;"8 == bet
(rePeat kew)":AT 5.5:"9 —— deal
AT E,.85"8 == draw" AT 7,3:"7 =
- stand";AT &,5;"6 —— cancel":AT
9,5:;") ta § == delete cards"

A2 G0 SUR 1400

71 DIM a%(42:
(S DIM w{S5):
i DIM pPHCB, 11D

T2 FOR i=1 TO 4: RERAD a$d1d: R
EAD =%C i3 MEWT 1

?3 DHTH II_J‘II 1 IIHII 3 IE' IJKJI i "5: ¥ IlfJ
n‘rl_cﬂtli_Ju

74 FOR 1=1 TO 8+ READ hdid' MNE
T i DATA 1,2.4.%9,9:14,28,56

75 FOR a=1 TU B8 RERD P%{iJ M

DIM zHc4)r DIM &
DIM (5> DIM hi8

EMT i: DATA "2 PAIR","3 OF", "RUN
", "FLUSH" , "FULL HOUSE", "POKER", "
ST FLUSH", "ROYAL FLUSH"

76 LET credit=28« LET bet=8

77 PAPER #- CLS CO SUE 2668

73 IF credit=8 THEMW GO SUB 46@
8: GO TO 76

82 FOR 1=1 TO 5

g5 GO SUB 1816

92 NEXT 1

33 LET bet=0

34 PRINT AT 20, 16"

95 PRINT IMK 7:AT 21,23;"
BET"

97 LET aw=INKEY$: IF as="@" TH
EN PAPER 41 CLS * GO TO 185

168 GO TO 97

184 PRIMT INK 7;AT 21,27 "DEAL"

GO SUB 1560

165 IF as="B"
ket<id THEN LET bet=bet+1:
redit=credit=1- L0 SUH 2c66-
P 1,19 GO TO 1834

111 IF a%<{>»"3" THEH LU TO 164

12 LET ==t LET =7 FOR'P=1 T
013 STEF 3@ GU sSUB H8g: [0 sUB
959 : HEXT p: PRINT IHK T:iAT 29,1
8 "DELETE & DRAW" ;AT
TAWEG" - LET set=1' {0 ¢
ET set=0
115 GO sSUB 1508
117 IF as="7" THEN C0 SUB 32005
Lo TO 72

AND credit>d AND
LET e
BEE

- )
(s o S e e
e " -, -
s ot

118 IF a%="8" THEHN FAPER 4: (L&
GO SUB 2608: FOR 1=1 TO S CO

SUB 1816 HMEXT 1: LET x=0' FOR
p=1 TO 13 STEP 3 GO SUB S9E: GO

SUB 559: NEMT P! GO SUB 3086: G
0 TO 79

112 G0 SUB 2606

124 LD SUB 15660

121 IF am="g" AMD 1=1 THEM GO T
0 118

122 IF as<x"a" THEHM GO TO 127

123 G0 SUB 1780: GO SUB 2568: (5
0 SUE 2860

126 GO TO 73

127 IF a%="£" AND 1=6 THEH G0 T
UE 295688: GO <UB 2660

128 FUOR 1=1 TO 5

129 IF a%=STRS 1 THEWN LET 1=@:
LET J{aiwi- LET f~d4- LET p=CtF1-2

G0 SUB 56@: GO TO 128

138 -HEXT 1

129 G0 TO 128

500 FOR m=2. TM 9
520 FUR q=8 TO 4
530 PRINT FPAPER F:RAT m, 2tp+q:"

2 and

Z40 HEHT 9 HEXMT m

553 RETURHN

555 LET »x=x+i

SE6 1F w v =9 THEM PRINT SAPER
TIET 220 oo re a1

578 IF wixid=10G THENM PRINT PAPL
R TIAT 2, 2¥P 280 ld=wled )

575 IF koxde1 OR HCxd=2

THEN LE
o=
STE IF £0x=2 OR £k a4 THENLE
T ==3
S0 FRINT FAPER 7@ THK ZiAT
ELL 8 TR

B AEEF 05,5
S RETURH
1316 LET s

S THT ¢ RN et

18298 IF 1—1 THEN L T 165%=5
1aze FOR m=1 T4 1-1 15 cbrdy=ctm
7 THEM G T 1616

1048 HEXT m

1ES0 LET £Ca0=IHT Coemdy =1 0185

1

1868 LET wiidmedi =0k § =1 3ki3
1878 RETLIRN

1488 PRINT AT Zt.,2:; FLASH 1:"Pre
key to continue

34
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ANNY O'REILLY of Belfast.
D has sent a version of the arcade
Poker routine. You are given 20
credits and must bet whatever you dare.
Your cards are dealt and you can hit
keys 1 to 5 to change them. Key 8 will
deal an entire new hand. You are play-
ing, not against the computer, but
against certain fixed odds which are
displayed ar the start of the program.
Full instructions are given and the
program induces the same sleepy-eyed
fascination as a fruit machine (16K
Spectrum).
Graphics notes: 73—graphic  A;
graphic B; graphic C; graphic D.

15906 LET a®=IHKEYS: IF ak=""

H GO TO 1560
1535 RETURN

1788 FOR 1=1 TO 5 IF a(1 =0

N GO TO 1785

1701 LET e i =THT ¢RI 1

1782 FUR m=1 TO S IF 1=m THF
0 Th 1704
1783 IF eCyii=cim) THEM GO TO
(5]
1764 HEXT m* 0O SUFE 1854
1785 H 1 FETURHK

I 1=

ZEPE G1M S50
> BETURH

HG0 TII 2502

A e EET paiic=F
=1=1 Sk =0 e
2EE 1

SIS0 PETHRN
SEAR PRINT
"ATAR D@ o

9= 2E: et
16 RETLRM
30 DT

an: LET v ii——1: LET ==

1= T4 5 IF af 1 3=(}

THE

THE

THE

Zedl PRINT IHE VAT l.4:crodite:T

IF ==% THEH (i

i=4 AMND s=4 ANDL ni133~1

i=13 THEM LET r¢
IF p{23=1 AHND r{13=0 THEN
3328 FOR i=1
N LET rid4i=1
3188 HEXT i

33=1 AND ri40=1 THEM L

ET r{?i={

3120 IF ri{9=1 AND r(4)=1 THEHW L
ET rig0=1

2138 FOR i=8 TO 1 STEP -1

2148 IF riio=1 THEW GO TO 2168
3158 HEMT 1 RETURN

3168 PRIMT FLASH 1; IMK 7:AT 13,
12 "WINNER"

3163 PRIMT IHK 7:RAT 15,12:p®1 >
3165 IF set=)] THEM RETURH

3178 LET win=h¢i vfbet+ihet

3188 FOR 1=1 TO win

2198 LET credit=credit+1: PRIMT
INE 7iAT 1.4jcredit: BEEP 2,15
PAUZE 2@

200 HEWT ir EETURM - =
4806 PAUSE 188 PAPER 7' CLS * L
ET 9o=30+1 ' PRIMNT AT 11.2:"You k
ave run out of credits" AT 12,3
"Do gou wish to pPlaw asainT' AT
13, 110 Y o N

4361 THPUT a%i: IF as="%" OR a%="
4" THEW RETLRH

4082 CLS ¢+« PRINT AT 11.8:"You ha
ve lost ";90tZ0;" moned units";:R
T 12.4;: FLASH 1:"THAME YO FOR P
LAYING" : STOUP
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CAIUEH

ATCH THE falling star in your
C basket. Move left with key “1”
and right with key “2”’. When no
key is being pressed the basket will
move steadily to the right. Movement is
limited because the game takes place in
a small area surrounded by a frame and
colliding with the right-hand side of the
frame will cause you to explode.
Star Catch was written by P D
Lodge of Chelmsford, Essex for the
16K ZX-81.

LET
LET
LET
LET
LET E=25

FOR F=D TO

FLOT E+18.F+16

PLOT F+1B8,E4+16

FLOT D+18,F+14

PLOT F41g1, 418

MERT F

FOrR =8 T 17

FRINT AT 135,05 "C Q2"
HEST

LET H=IMT C(RHDEL1? 14+1
IF H<8 THEHM GOTO 156
FOR I=d4 T0O 132

PRIMT AT I.H:"%"

PRIMT AT I,H:" "

IF IMEEY$®="1" THEHM LET

=3
E=t
(=g

[=5

IF IMKEY#®="2" THEM LET R=fi+

IF A<S THEM LET A=
PRINT AT 12,7;"¢a8)"

PRIMT RT tZ.18;"C253"
FRINT Bl 13.28; "GOES LEFT="

I.-[':-j:j e

260 PRIMT AT 12,A;"C2%sp 126896

T = an
aotspP oJ

278

HD A+d4=H THEM LET B=B+1

2EL
2968
380
510
S
330
Lo
248

‘-r i

HEn
s
P
4163
=315 |
G
450
Al
476
A EE

KEY T0 RESTART %"

kA
SEE
=103

IF I=12 AWD A+3=H OR I=1i H

IF A-13*12 THEW GDTO 236
LET A=A+1

PRIMT AT 16,28 "SCORE=":E
MEXRT 1
EOTO 1356
FEIMT AT

11,14 "Cap 3 259

PRINMT AT 12, 14;"(2%9y: 93 9%

11,15 "Cap « 2Raz 2"
12,15 " sp - gu: Op 2"

PRINT AT
PRIMT AT

PRIMT AT 12, 14: " 3%sp a9 2"
PRIMT AT 12, 14: " 4¥=p 2"
PRIHT AT 11.14:" 4

LET L=i-1

IF L= THEM GOTO 486

LET A=Y

GOTO 156
PRIMT AT &1.2:"% PRESS AMY
PALSE
CLS
Frf 4

1 B0
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HE SEARCH for a Space Invad-

ers-type game with all the fea-

tures of the arcade version
continues. The major problem remains
one of speed. Timothy Shaw of Nor-
wich, Norfolk has overcome that to
some: extent by some clever lateral
thinking. The invaders in the sky are
unaggressive and do not shoot. Directly
above you, though, is a giant centipede
which shoots to defend the invaders.

Because of its proximity it is far more 55w Lg-

difficult to avoid the centipede’s shots B o ”.ﬁ“"ﬁﬂ ] =
. . - 4/ 1L R 1
than it would be to avoid the shots of S - ‘z'!!'u;'l'-?}\\'w i

the more distant invaders (16K Spec- ; s T e

JPEC

15 CLS * PAPER 8' IHK 7! BURDE 405 PRINT I[ME 4:AT 21,6;"LIVES IF x>7 THEHW LET x=6

[ T e L o o o P2E IF 437 THEN LET w=&
LET hz=8 “4IDTLET x=6: LET w=6' LET z=& Fel IF 237 THEW LET ==6
LS PAPER @' IMK 7' BORDE 412 LET h=2g PRINT i; FPAFER ZiRAT 24,
o 415 DIM =% H.hy 5] a' ;AT ptagh
GO SLE SIS0 e GO TO =
LET c=6 420 LET x%(13=" a2 g3 a s a2 2BUa PRINT FAPER 9:RT 16,
LET ‘1=3 B ! acg S L b -
CLS 4538 LET x$(2=" b bbbbbb
LET ==8 Bk T AT 16,26 1HK S5 PAPE
FRESTORE 2654 446 LET x8{3)=" cececccecc ¥
FOR k=1 TO & el AR T S i T e T AT L€,6; 1INE 5;"g9ag99
RERD oi®E 478 IF k<8 THEH LET h=2
FOR u=3 TO 7 588 PRINT IHK 4; PAPER 9:; ERIGH T c=cH+l BEEP 081,28 IF

READ a: PUKE USRE d$+u.a:' HE T 1iAT L.xix® 1,2 TU h)
5268 PRINT INE 2;: PAPER &: BRIGH

THEM LET c=g&
LET cd=INT {RHD¥3>

HEXT r T 1:RAT B.wixBl2,2 TO hl INK ¥
= DATH “a",231,36,126, 126,126 S48 PRIMT INK 65 PAPER &; BRIGH IF d<»8@ THEN G0 TO 2068
1126, 36,231 T LiAT S, zix¥C32,2 TO k) 2843 PLOT OVER 1:cX8+22,39: DRAK
278 DATA "B",8.85,127,559, 62,24, B68 IF 14=8 THEW PRINT BT 2..6; OVER 118,-2%' BEEP .B89,38: PLO
34,65 b " GO TO 9003 T OYER 1ickxS+8,39: DRAW OVER 1:8
e8d PRIMT INE &; PAPER ;AT 20, =25 PLOT OVER 1:ck¥B8+32,39 DRA
288 DATA "', 60, 102, 182,219,219 TR HETe e W OVER 1:8,=23' PLOT OVER 1;ck8+
126,90, 123 648 IF INKEY®="4" THEMN GO TO 70 3,35 DRAW OVER 1.8,-25
298 DATA "d",8,0.24,68, 126,255, (6]%] 2058 PRINT INK 4 PRAPER B;AT 16,
259,255 650 IF IMKEY®=" " THEN GU SUE 5 ci! fEfe U
380 DATA "e".6,24,60,28, 152, 152 (£1E 5] 2853 PRINT AT L€,Z6; IHK 5 PRPE
+ 255,590 R &;"gaagag"
319 DATA "£",0,24,606, 126,255, 25 EE8 IF IHKEYS="a' AND a2>2 THEM 2088 IF c>25 THEM LET <=0
5,66, 66 LET a=a-1
8 DATA "a9".4.8%5,29%,251,251.0 665 IF INEEY®="cl" AND 3<27 THEN 2870 IF CODE SCREENS® (20.c+4 {53
P 2E3, 223 LET a=a+1 2 THEM G0 SUB g094: LU TO 3668
3 DATH "h",125,8,33.4.88,4, 16 678 PRINT IMK &; PAPER 8iAT 26, 380 IF CODE SCREENS <20, c+1 <33
&t M 2 THEW G0 SUE 8801 LO TO 3628
488 LET a=15 E8E G0 SUB 2006 2818 RETURKN
482 PRINT INK @; PAPER AT 6.2 B LET 9=INT (RHD¥3>: 1F =8 T 56EA IF SCREENS (1€.a+1="" THEHM
Zi"HIGH: ks HEH LET x=x+1 GO TO 5106
433 PRINT AT 8,8, 1HK 95 PAPER B8 IF 4 THEN LET ws=a+i SA10 PLOT OVER Lia¥e+12,15: DRAW
31 "SCORE " i IF a=2 THEWN LET zmz+l OVvER 1:8.159: BEEFP .8:2.40: PLOT
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OYER 1:axB+12, 16!
» 154
S220 IF CODE SCREENS (5,a+l 2{»32
THEN LET ===+18: LET h=h-2: G0
T D650
5628 IF CODRE SCREENS (3,a+1 ){>32
THEN LET s=s+28: LET h=h-2' GO
TO S@6e0
5640 IF CODE “CREENS 1,a+13{3>32
THEH LET ===+4+38+¢ LET h=h-2: 40O
TH. 9870
5042 FOR 1=1 TO 38
S64% FETUPHN
3058 FPRINT INK VAT 3,a+li1h": B
EEP .2:7' PEINT PAPER AT 5.a+1
PN GO TO 3668
SO0 PRINT IMK 7:AT Z,a+i:"h"+ B
EEF .2,V PRINT PAPER @;AT 3,a+1

R OYER 130

MEST i

PO GO TOSes8

5073 PRINT IMK VAT l.a+ti"h": B
EEP .2,7+ PRINT INK 7; PAPER @R
T loa+is" " GO TO SP80

56888 PRINT IMK ©; PAFER 3:AT 9.8
WSCORE S Yim

5450 RETURH

5168 PLOT OVER 1;ax8+12,16: DRAW
ODVER 1:8.24: BEEP .81.-15' PLOT
OWER 1ia%B+12, 16 DRAM OYER 1;8
s 24

5118 PRINT IMK &:AT 10.8:"HIT EBA
RRIER": BEEP .91.,325: PRINT AT 18
= i "1 RETURN

TOR8 FOR b=0 TO 31

P18 IF CODE SCREENS ¢ 1,b)=6 THE

H G0 TO 456

7812 IF CODE SCREEN® (3.,bi=B THE

H GO TO 458
7820 1IF CODE
N GO TO 4358
7822 HEXMT b
7TE25 PRINT AT 10,6;"

7A38 PRINT FLASH 1;AT 16,6 "kikk
HERBOHUSEEMUDROF ¥ SHEE THkdokiok k"
?@3? BEEF .5,18: BEEP .3.,-7¥: BEE
F\ ,, J L
”bﬂﬁ PRIH1

SCREENS® (5.blsi THE

AT i18.8;"

1F 1=3 THEH LET =2=a+100

IF 1=2 THEM LET z=z2+73

IF 1=1 THEN LET s=s+58

FRINT INK 8; PAPER ZiAT 8.8
CORE: "is: LO TO 4182

e FOR @=1 TO ' PRINT IHE 2R

T 28,a+];"d" BEEP .1.,9%&r HEXT
ar LET l=i=1: PRINT IMK 3:RT 21,
1#7;* ": BEEP ,5,10: BEEP .2,-1

B: BEEP .5,3%:
bahd PRINT FLF
IVMES®LOST!

IF £ THEH LET hsms

=l PRINT IME ©; PAPER 3:AT ©,2
Zi"HIGH® "ih=

RETURM
H 1iAT 1@, 8 "%kkr
HO#OF REAME R

G916 BEEF .S.8' BEEP .5:8: BEEP
5. 18

2820 INPUT "PRESS ENTER FOR AMOT
HER GAME"; LIMNE z®

3328 CLS GO TO 48

20568 PRIMT AT &4.8; IHK @; PAPER
g SPECTRUM  INVADERS

FB5H° PRINT ‘"In this werzion of
sPaceinvaders"’’" dou must dest
roy Ehe invaders"''" but watch o
wt for the mowing”’'*" centiPede
with itz double lazer"’’'"The inw
acders sometimes disapPear”’'*" to
o 2o destrow them fast "'’ "These
are Lhe keys"’''" A=to mowve th
& baze Jleft"’" D=to move the b
asd right"’’'" SPACE-fire L]
~Hew shest”
865 PRIMT FLASH 1;AT 21,167 "G00
D LUCE "
IATEH THPUT
LIME =%
2879 RETURN

"Pressz enter to Plaw”

AND YOUR small aircraft on an
aircraft carrier in the Atlantic.
To do it successfully you must
bear in mind that your fuel is running
out rapidly, your airspeed increases
with your level and the number of times
you land, and that the ship below you is
also moving. Move upwards with key
“6", and down with key “7".
Atlantic Lander runs on the 1K
ZX-81 and was written by A Powell and
T Goodhand of Bracknell, Berkshire.

ATLANTIC LANDER

S LET Sl et
PRINT "IHPUT LEYEL? 1=5 "
ITMPUT =
28 IF Z49aL Bt i 2dxasl s T
HER GOTD WA =
38 LET A=IHNT (RHDEWYAL "157 )

48 LET F=WYAL "sg"

98 LET E=r-F

a1 FoR h“VHL e
TEP WAL "—1"

T PRINT AT WAL "ap
SpPorg

S5 PRINT AT VAL “21".C;
1zp Qe "

98 PRINT

T VAL g

g 3%

AT A.B: "¢ Z2Eme 2"

168 LET F=F=yaL "1’

195 IF FLvAL "g" THEN GOTO %YAL
246"

189 IF A=YAL "28" THEM COTO YAL
"y

1169 LET A=A+ INKEYS$="£" »={ INKEY
Em Ay

B=E+C 22045 .2 AHD 271 2

128 LET
21 IF IHT B:VAL

el

“QU' THEH LET

150 NEXT ©
160 GOTO VAL "6@"

179 IF INT B=C+YAL "1 OR INT B
=C+VAL "2 THEN GOTO WAL "2o0"

188 PRINT AT 28.E; "crask"

18% PRINT AT @,8; "SCORE=";%
198 PRINT "FLEL="iF

195 STOP

206 FRINT "LANDED...¢ANY KEY 2"
218 LET S=S+IHT (Fr23

21% LET Z=2+.8

228 PALSE 4E4

238 COTO YAl “3Jg"

248 FOR NH=RA TOQ ¥AL “21"

259 PRINT AT N.B;"(2%awi" ;AT M.
E‘l-‘ " L

268 HEXT H

27e GUTOD YAL "1g88"

38
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SC2D
ASC . 140
L AL E D
8 DIM DECE 182

R N=1 TD 8
H=1 T 5

=@ LET ASCH, 2H-IHNT (RHD>.550=
"Cisp Y

55 LET D&SCH, 2EH-CRND>. 53 ="{ iz
P

78 HEXT H

T1 LET H=2+IHT <RNDE1G»

T2 LET AFCN>=ARCH.H TO >+R®E(HN,
1 TO H=12

72 LET H=z2+IHT <RHUDELS >

a4 LET @M I>=DHECNHH TO »+D&EdH.
1 TO H=1)

75 LET ACHI=IMT (RHDEE

76 LET DEMX=INT (RHD¥3Z )

B8 HEXT H

S5 SLOW

1898 FOR N=1 TO B

118 FRINT AT Z%H.4;

128 FOR M=1 TO 8

38 PRINT "Cisp 2 "+CHRE ( 12B8%<A%
M Mot P a3 kCDECHL N I=" " AND
FISC M, Mam G yap 3" 20y

148 MEXT M

141 FOR D=G TO ACH2

142 PRINT "<iaprap 2"y

142 HEXT D

158 FOR D=1 TO DIMWD

151 PRINT AT 1o+2%D, 2%N+3;: " iap
152 HEXT D

160 NEXT H

170 LET SC1y=8

188 LET SC2)=E
286 FOR M=1
218 FOR P=1
228 LET ¥=1
238 LET Y=1
270 PRINT AT 2%Y-1,2+2F%4 CHRE ¢
23125 RCNC 1, K 2 ANMCE XY )
2eE COTUD =500
a5 IF D=11 THEM GOTO 3
7 FRINT AT 2fY-1.73+ {
7 PRINT AT 2¥Y-—1.,3+2% HR% <
it R R T ) L B PR B

=

T0 B8
™ 2

2EECMCL LKLY
b o il e o
318 LET Y= Dweg)+{=2)
328 1F Y41 THEMN LET %=1
256 IF Y8 THEW LET Y=8
348 LET MH=p+iD=£1-(D=4>
298 IF ¥<{1 THEW LET X=1
266 IF H»8 THEN LET X=8
278 LOTO 278
398 IF DECH, Y +ASCY, KIi="C2Xiap )
UOOR MO MY LHMCE, MY Y THEN GOT
0 zZea
400
45
418
428
508
518
520
528
S48

PRINT AT 2¥Y-1.3+2%4:P

LET MCP.K, Y =P

HEHT P

HEXT M

LET ¥=8

LET %=@

LET Pei+{P=l)

PRINT AT 2XY.3+2%M;"x"
GOsUE 2508

565 PRINT AT 2kY.,3+2%K:" "

57E IF <(D=2 OR D=B3 AHMD X> OR
(ib=4 OR D=6 AND Y THEH GUTOD 7
a8

580 LET Y=Y+{D=2 yk(¥<{E )—( D=8 2k
Y@l

S98 LET Hep+{DmE 3K 58 3~ D=dq4 3k
A3
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BOARD is displayed, compris-

ing horizontal and wertical

strips, each with several holes
in it. Each strip can be moved to three
positions and the markings at the bot-
tom and right-hand side indicate where
they start.

If a horizontal strip has a hole in the
play area it is shown as a gap in the line.
If a vertical strip has a hole in the play
area it is visible only when it coincides
with a hole in the wvertical strip, in
which case it appears as a hole.

The game begins with the two play-
ers taking turns to set their numbers on
the board. Player one moves the cursor
with keys 2,Q,W and A and sets a
number with Z. Player two moves the
cursor with 0, O,P and L and sets a

FALL THROUGH

number with. When each player has set
eight numbers the cursor will move to a
slightly higher position on the screen.
Players must then take turns to choose a
strip to move. The cursor then moves
along the left and top of the board, so
that a control key in line with the edge
will move the cursor, and a control key
in line with a strip will move that strip.
line with a strip will move that strip.

When the strips are moved so that a
number stands on a hole it will fall
through and vanish. The object of the
zame is to remove all your opponent’s
numbers.

Fall Through was written for the
16K ZX-81 by R Entwistle and son of
Cheltenham.




&0 GOTO 530

TAE IF HOT ¥ THEW GOTO 794

7EL IF D=2 AND D(KI=2) OR <D=me
AHD D¢ ¥ r=A3 THEN GOTO 530

784 IF MOT ¥ THEN GOTO 710

785 IF (D=4 AND ACY '=G) OR (D=mE
AMD ACY x=23 THEW GOTOD S38

710 IF D<>»2 THEN GODTO 758

720 LEYT D#CHi=Daiy, 18+D®CH, 1 T
o0 9

738 LET D<M omDi o+

748 CUTO 280

758 IF D4*@ THEN GOTO 58086

TEO LET DRCMI=0BCH.2 TO I+DECN,
i3

PTE LET DX =Dl -1

A0 FOR N=1 TO 2

318 PRINT AT Z2¥H+16, 2¥¥+3; CHRS
C12ERCHC=DC K2

828 HEXT W

838 FOR M=l TO B

248 PRINT AT 2%N.,3+2%X;CHR® (12
BECASCM, ¥ =" Y od LR DEC M, M=t "
AND ASCH, ¥ =" isp 3" 13

A5E IF DECM.HI=" " OR FASsCH,H ="
" THEM GOTO BE8

859 IF HOT MCL.M.N) THEWN GOTO B
65

BE8 LET SC1)=5013-1

B61 LET M{1.M,NH)=B

865 IF MOT MC2,M,H> THEN GOTO B8
7

BEE LET MC2,M,HMI=0

B67 LET S(2mS(2i=-1

B72 PRINT AT Z2%N-1,3+2%kX;" "
BE@d NEXT H

E98 LOTO Zese

999 IF D<>»5 THEM GOTD 538

928 LET ANCY i=AECY, 18 2+ABCY, 1 T

930 LET ACY I=ACY )+l

940 GOTO 1648

356 IF DC¢>4 THEN GOTO 2688 1861 LET MC1LH,Y o=@ REFLAY"

960 LET ASCY )=RSCY. 2 TO +AHCY. 1862 LET S¢1m=me¢ ] =1 20358 INPUT Ke

13 . 1865 IF NOT MC2,N.Y> THEN GOTO 1 2H66 RUN

5978 LET A(Y )=ACY -1 ara 2533 LET K&=IHNKEYS

1888 FOR N=1 TO 2 1066 LET M2, M. Y =0 2519 IF P=1 THEN LET D=2 KS="g"
1818 PRINT AT 2%Y.,Z2XH+20;CHR® (1 1BE7 LET S¢23=50 25%=1 TR KRS SR KEm Y e mke K= 2
ZEXCHC=ACY )22 1878 PRINT AT 2KY-1,3+2%N; " L ERCKE= 2 )
1928 HEAT N 1086 NEMT N 256G IF P=2 THEN LET D=2%¢K&="L"
1838 FOR N={ TO & 2008 IF SC(1<=@ OR SC22¢=0 THEMW AR ES="0" ek KE="P" 1428k KE="3
1848 FPRINT AT 2KY,3+2XKNJCHRE (12 GOTO 2826 " 3] BRC Kt ")
BRCASCY, NI=" " +I31KCDECH, Y=Y " 2016 GOTO 580 2556 IF MOT D THEN GODTO 2508

AND ABCY,NI="Cisp 2" 3)) 2028 IF S¢13<=g THEW PRINT AT 28 2548 RETURN
1858 IF D®ECN,Y =" " OR ANCY,N)=" LB "PLAYER 1 HAS LOST" 2808 CLEAR

" THEW GOTO 1948 2836 IF S(23<=8 THEN PRINT AT 21 5018 SAYE "FAIL THROUCH"
1968 IF HOT MC1.M.Y> THEN GOTO 1 L9, "PLAYER 2 HAS LOST® AHZA RUN
PEs 2048 PRINT AT 6, 16; "PRESS HsL TO

STRING of random characters is
A printed at the top of the screen

and one of them also appears at
the bottom. Using the keys “Q"—lefi,
“E”—right, and “P"—fire, you must
shoot the character from the string at
the top.
Your time to achieve that is limited

and decreases after each shot. When the
inverse “X" reaches the right of the
screen your time has expired. The game
ends when you miss for the third time.

Alpha Attack was written for the
16K Spectrum by Laurence Wood of
Northampton.

S FRINMT AT 18,18:"Any keuw": P

AUSE B

180 LET y=dB@r LET Jj=2: LET m=8:
LET ==8: LET 1=15

28 CLs

38 BORDER £: PAPER 7 IHK 1

48 CLS ' IF m=3 THEN GO TO S88

58 FOR fF=3 TO 25

68 PRINT AT 3.f;CHRS (<RMD¥1EE
227

7B HEXT ¢

73 LET u=u+2

B8 GO TO 188

98 FOR t=v TO 128

188 IF £>78 THEM PRIWNT AT S5.+-=7
By"Cap:ixi”

116 BEEP .005.t-40

120 PRINT RT 2@.1:"Czp:ia6:it: a3
6isp 2" .1
138 LET 1=1+¢ IHKEYS="e" J=¢ INKEY
="q" bl 1=@ )=( 1=mZ8 >

148 IF INKEY®="p" THEM BEEF .88
5,10+ BEEF .027.3: GO TOD 228

158 MEXT t

16@ BEEP 1.-508

178 LET me=m+1: GO TO 48

180 LET a%=SCREEN%® <3.IMT ¢RHND¥
Z0+3 )

198 PRINT AT B8.,22;"SCORE= " =R
T 8,8 "Misses: "im

20@ PRINT AT INT {RMD¥1@3+18, IH
T (RHDX%38 >; 2%

218 GO TD 58

220 FOR z=19 TOD 4 STEP -1: PRIN
T AT z,1+2,"~": MEXT =

238 IF SCREENS (3. 1+2<(>z% THEM
BEEP .2,-38: BEEF .Z2.-68' LET m
=m+l GO TO 48

248 LET s=z+1

258 BEEP .81,18: BEEP .81,208
ZEQ GO TO 48

588 BEEP .7,-38' BEEP .7.-60: C
LS

518 PRINT AT 10,9; FLASH 1" Th
ird mias | ", FLASH 8;AT 2.11:"S
core = ";=;AT 18,5;: "Any key to P
1ay ag9ain"

528 PRUSE B
538 GO TO 18

40
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188 REM Define Lrafhics

185 RESTURE 140d cc

116 FOR n=1&44 TU 149 FOR m=i[ T
0w (e C =

128 RERAD a- FOUKE LUSR CHRE n+m,a

1360 HEARAT m: HEXT n

148 DATA B.8,63, 120,253,255, 126
158 DATR @8, 252, 38, 255,295 120
DATA 16, 596,84, 56,84, 186, 16,

178 DATA B.8.,0,24,24,8,08,0
186 DATA 6.6,%:.4,0,24,8.4

196 DATA 137.82,44, 236, 189,44, 52
P 137

206 REM  Set-up Game

216 BURDER G: PAPER B INK &: C
LS

228 PRINT AT 8.4, "a T AHNEK
D UE L BY: PRINT

238 PRINT TAE 9:"@ T. COLLINS":
PRINT

240 PRINT THE &:"LEHERAL INSTRU
CTIUNS": PRINT

2928 PRINT " A 9ame for two Pla
Jers, try toshoot sour opponents
tank first."

268 PRINT " Awoid tank ckstacl
s L 1 whichcan be shot"
278 PRINT " Tresz Lcld are harm

lese but canblock shots.”

2688 PRINT " Awvolid mines Ldld wh
ich cannot be shot."

294 PRINT TRE 12;"CONTROLS": PR
INT

3838 PRINT " Plaver 1":TAB 23,"P
laver 2"

318 PRINT "1-5:Mowe up";TRAE 21;
"5~-8:Move up”

328 PRINT "@=T'Move
9 "¥=-F :Mowe down"
338 FRINT "Bottom row'Fire")TAB
171 "Bottam raw i Fire"

340 FOR c=¢ TU 1 STEP -1

3583 PRINT IHK c:AT 8.8:"T A H K

R ] =

4352 PRINT IMVERSE 1:
1.90" PUSH ANY KEY "

down”: TAB 1

INK caAT 2

355 IF c=¢Y THEN PRUZE 18

368 IF INKEYS&<>"" THEN GU TO 48
a

965 PALSE 5

78 HEXT

388 L0 TO 348

400 BORDER 7: PAPER 4° IHK 1: C
LS

418 INPUT "HOW MAHY TANKS FOR P
LAYER-17¢. “>elr IF £1289 THEN LO
TO 418

428 IHPUT "HOW MANY TANKS FOR P
LAYER 27 ",;t2+ IF £2>99 THEM GO
TO 428

4328 PRINT INK 85 PRAPER 7i"TRAHKS
LEET "y£5TRE 16" TANKS LEFT:
Uik TRE =150

448 PRINT IWE G: PAPER 7iAT 21.

8 "SHOTS LEFT: 5" TAR 1&;"SHOTS
LEFT: 5";TAB 31;" "

458 FOR n=3 TO 24 STER 139 FOR
m=z2 TO 19

468 IF RND>.2 THEH GO TO 450

478 LET o=INT CRMU¥2+n)

486 PRINT IMK BAT m,o:CHRS 1472
JAT m=1,0;CHRE INT (RMNDE4+1463:H
T m+l,0iCHRE INT (RHND¥2+138 AT
mso—1iCHRSE INT (RHD¥2+148 AT m,
a+l i CHRS IHT ¢ RND¥Z+1382

490 NEXT m' MHEXT n

588 FOR n=3 TO 18 STEP 9
=] TO 20: FOR omn TO n+d

518 IF RND<.3 THEW PRINT IHK 7
AT m,0iCHRS 14&

528 HEXMT o' HEXT m:* HEXT n

538 FOR n=1 TO 2@ FUR m=14 TO
17

548 IF RHD<.3 THEM PRINT INK 2
AT n.miCHRS 147

S50 HEXT m® HNEMXT n

Hed LET k=@

688 REM Mew Tanks

685 FOR n=1 TO 1868: NEXT =

618 LET s1=5: LET =2=3

615 PRINT INK 85 PAPER T:RT 21.
B:"SHOTS LEFT: 5":TAB 16&:"SHOTS
LEFT: 5";TAB 31;" "

FUR m

620 LET a=IHT (RHI¥IF+10: LET b
=1

630 LET c=INT (RND¥19+13: LET d
=343

648 PRINT IMK 1:AT a,biCHRS 144
JAT c.diCHRE 145

6968 BEEP .23.-16+' BEEP ,5.-5: P
AUSE 1€: BEEP .25,-18: BEEP .5,~

5

18988 REM PFlaver 1 Move
18935 IF k=1 THEH LET k=0-
7RG

G TO

TANK DUEL

E ARE BECOMING increas-
‘R’ ingly surprised and delighted

at the quality of listings emerg-
ing as Spectrum owners become more
and more skilful in the use of their
machines. Tank Duel is yet another
excellent listing to set alongside several
others in this issue. It requires skill,
luck and speed and is played on a
stylised but convincing battleground.
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Full instructions are given with the
program but briefly the game requires
two players to control a series of tanks
travelling across varied terrain towards
the final showdown.

Three types of obstacle are encoun-
tered — tank traps which can disable
vour vehicle but which can be blasted
away; trees which can be pushed over
but which will block your shells; and

I/
el ¥

mines which can neither be pushed over
nor destroyed by gunfire but which will
not impede your shooting. The game
was sent by A R P Collins of Enfield,
Middlesex. (16K Spectrum).

Graphics notes:

220—Graphic A, graphic B
260—Graphic shifted 1

270—Graphic C

280—Graphic D.

4



biE)

s

1618 LET al=a: LET bi<b

1828 LET al=sa+(IN &4510<3235 AND
al200-¢ IN 63408643295 AHD a>1d
1838 IF RHD<.29 THEH LET bl=b+1
18468 IF ATTR Cal.bil <333 THEW LO
SUE 3008

1845 IF al=c FAND bl=d THEW PRINT

AT a,bB;:" "3 FLASH 1:; IMK Zi PAP
ER &;AT a3l b1l;CHRE 149 (0 70O 21
(o8]

1258 PRINT AT a.ka!" ":AT al.bilic
HRE 144
186 LET a=al: LET b=hi
1870 IF k=1 THEWN LET k=8: (0 TO
TEag
1388 IF (IN €3278<>255) AND s1>8

AHD b<d THEM GO SUE S866
20808 REM Plaser Z Move

26085 IF k=1 THEM LET k=8: G0 TO
BRAEE

2018 LET ei=c: LET ei=d

2028 LET cl=c+(IN 57342{>255 AND
{20 5-C I[N 6143843255 AND c>1i)
2838 IF RHD<.25 THEM LET di=d-1

2048 IF ATTR C(cl,dl 33233 THEHM GO
SUB 46H6

2045 IF eci=a AND di=b THEM PRIMWT
AT c.ds™ "3 FLASH 13 IHK 2 PAP

ER 6:AT cl.dil;CHRE 143 GO TO 21

ad

20850 PRINT AT c.d:" "JAT el.dliC
HR% 145

2868 LET c=cl: LET d=dl

26070 IF k=1 THEW LET k=@: GO TO

8088

2082 IF CIN 32766<>255 ) AN 5238
AHD d* THEW GO SUB €808

2098 IF bid+4 THEW GO TQ 1263
2168 PRINT FLASH 1:; INK 83 PRAPER
TiAT 21.8:" CRAK
2165 FOR n=-18 T0 -28 STEP -1 B
EEF .1.,n' HEMT n' BEEF 1,-2

2116 PRINT AT a.b;™ "“GAT cid;"
2138 GO TU &80

2608 REM Plaver 1 Checks

3818 IF ATTR <al.bl =33 THEH BEE
P .1.-26¢+ RETURH

SBZ8 LET -1 RETURH

ABBH REM Plaver 2 Checks

4a1E IF ATTR <ol dll THEM EBEE
Foo1,=F RETLURM

4820 LET k=1 BRETLEH

SO0 REM Plaver 1 Fire

S091 BEEP .1,-20G

50605 LET sl=si=1 FRINT THE @; B

APER. 7:;AT Z1.12:51

S887 IF si=1 THEN FRINT OYER 1;
FLASH 1; 1MWK ©; PAFER TiAT 21,12
3" " BEEFP .1.,688' BEEP .1.40
5018 LET mu=kh' PRINT OYER 1:
BiAT a.m4iCHRES 148

56020 LET myl=mu+{

5636 PRINT OWER 1; IMK 8;AT a.my
JCHR® 148:AT a.mul;CHRS 148

5048 IF ATTR (a,mwl =32 UR ATTR
Ca,mel =29 UR myl=cd THEW GO TO 5

2&a

0% LET mu=mgl: 00O TO S020

5066 PRIMT FLASH 1:; IMK 2; PAPER
EiAT a.mal;CHRS 14%: BEEP 65,2
B: BEEP .1.,-18: PRIMT AT a.mul;"

THiK

Sa78 IF a=c AND myl=d THEW GO SU
B G06E

5888 RETURM

E800 REM Plader 2 Fire

EdB1 BEEF .1,-30

6605 LET s2=s2-1' PRINT THE O P
APER 7HRAT 21.24:22

sUly IF =2Z=1 THEM PRINT OVER 1)

FLASH 1; INK @; PAPER 7IAT 21,28
3" P BEEP .1.,66' BEEP .1.40
018 LET my=d: PRINT OYER 1
AT cameiCHRE 142

£330 LET myl=mu=-1

6838 PRINT DVER 1 THK Z:AT c.my
iCHRS 14B5AT com9l; CHRS 148

£848 IF ATTR (c.mal =32 OR ATTR
Coamel =39 OR muelmbh THEM GO TO &
[E1E ]

5858 LET my=mul GO TO 6820

6AER PRINT FLASH 1:; INK 2; PAPER
EIRT cumdl;CHRS 142: BEEP .B5,2
B: BEEP .1.-16: PRINT AT c.m&l;"

"

IHKE

E878 IF cma AMD myli=k THEW GO S

B 7980
6086 RETURM
7088 REM Death of Plawer 1

7E8S FRINT FLASH 1
EGAT a.biCHRE 145
¥R18 LET ti=tl-1' PRINT INK @; P
APER 7JAT B,12:L1;" "
7815 IF ti=1 THEH FRIMT OYER 1
FLASEH 1:; INK @ PAFER VAT @.,12;
"% BEEP .1,68+ BEEF .1.,48
7B2E8 FOR n=f TO -18 STEP —i:
P .1:.n' MEXT n: BEEF 1.-20
7238 PRINT AT a.bB:" ";AT c.di® "
7848 IF 1> THEN GO TO G680
7838 LET w=z:' GO TO 9606
BeBd REM Death of Plaver 2
8885 PRINT FLASH 1; IMK 2;
E;AT c.diCHRS 149
8818 LET t2=tZ-1: PRINT
APER TiAT B.2a5t2;" "
B81% IF £2=1 THEWN PRINT OYER 1;
FLASH 1) IHK B; PAPER 7:AT &,249;
oWy BEEP .1.60: BEEF .1,48
HEZ28 FOR n=6 TU =18 STEP -1
P .1,n: MEMT n: BEEP 1,-24
8038 PRINT AT c;ds" ";AT a.k;:" "
048 IF t2>8 THEWM GO T G666
8854 LET w=l: GO TO S200
9808 REM Winner

IMNE 25 PAPER

BEE

FRPER

IMK G;: P

BEE

29818 PRINT FLASH 1; IHK 2; PAPER
6:AT 9.18;" GAME OVER ":AT 11,
;" PLAYER "iwi" WIN *

2968 REM Another Game?

2928 PRINT FLASH 1; INK @: PAPER

75AT 21,8;" ANOTHER CAMET PRESS
AR
39308 IF INKEY®="Y" 0OR INKEY®="u"
THEN GO TO 206
9948 1IF INKEY®="M" OR
THEN GO TO 2390
958 LO-TO 29936

IMKEYS="7"

9960 BORDER 7 PAPER 7@ IHK @@ C
Ls sToP
2993 SAVE "TAMK DLEL" LIME 160

42
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The Cheapest Rampacks In The World

Available Now

ZX SPECTRUM
|_32K RAMPACK

Simply plugs into user port at rear
of computer and increases your

16K Computer instantly to 48K £39-95

@ Fully Compatible with all accessories.

@ No need to open computer and invalidate guarantee.

@ Why send your computer away and wait weeks for upgrade,
@® Fully cased, tested and guaranteed.

ZX81 16K RAMPACK ................. £19.75

ZX81 64K RAMPACK ................. £44.75

Now make your Spectrum talk!

The Cheetah ‘‘Sweet Talker”’ just plugs into the back of the computer using the existing
power supply. Fully cased. Easy to program any word, sentence or phrase.
Simply incredible at £34.95
All Units: Fully Cased and Guaranteed. Secure No Wobble Design.

Fully Compatible with all accessories.

PRICES INCLUDE VAT and P&P. Delivery normally 14 days.
Export orders at no extra cost.

Send cheque/P.O. Payable to:—
Dept SU

CHEETAH

MARKETING LTD

359 THE STRAND

LONDON WC2R 0HS

Tel: 01-240 7939

Telex: 8954958

16K ZX 81 Rampacks and 32K ZX Spectrum

Rampacks now available at larger branches of W
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The Challenge of the Decade! With
NEW Games like CONFLICT
and GALAXY CONFLICT

We're adding the latest and best to our catalogue every month from selected sources
throughout the UK and North America — so there's a new challenge for you every time at
prices you waon't beat!
HRemember — we specialise in programs for your Sinclair — whether you choose games,
business, educational or household software. Many of our games cannot be bought by mail
order from any other source. And many of our prices are the lowest you'll find anywhere.
You'll want to make sure victory is yours with these new programs where twao can play:
CONFLICT — Total war for two players, involving both the machinery [armies, missiles,
warships] and finance [stock market, ail, piracy) of conflict.

To order quote the following references: — ZX81-16k: C-1; Spectrum-48k: C-2.

GALAXY CONFLICT — Raise the fleet of battle Eoncruisers then move from bridge

to bridge taking full control and responsibility in this battle for the heavens — to prove
yourself a born galactic ruler!

To order quote the following references: ZX81-16k; GC-1; Spectrum-48k; GC-2.

Each comes complete with game board, program, counters, markers, maps [CONFLICT only)
plus full instructions and rules of war for the unbeatable introductory price of £9.95!
[N.B. When ordering be sure to specify the correct order number, dependent upon the type of
machine — ZX81 or Spectrum — that you awn.]

With our Special deal you can't go wrang:

+ FREE offer every time [this time it's a free blank C20 cassette with every two programs

ordered]
* Areplacement guarantee if you're not entirely satisfied with the quality of your purchase
- that's how confident we are!

All you have to do is look at our new HOT selection — then order quickly to benefit from the
introductory prices of our new games of skill, intelligence and excitement [fast delivery is
another of our specialities — so you could be using these new programs SOON]

|
v

E°“Cru!.!erg_ th

fleat of battle
d resp,

g fuly Contrg) an

5@ 5
takin

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 freehies?

=y F

£ =
GUARANTEE

- confidence. If you are i
Order ""t'f,'.'eﬁ,“;"a':li:'fid with the qual “;;!n"f, :f
o Bmurm'.hase: _ peturn it to us withi 27
yrE days and we will provide @ £53
replacement ; £ E

<EE

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



Here’s a whole NEW selection of
the latest games, the best-value software
for your ZX-81 or Spectrum.

ZXB1 Software 2-14 Meteor Storm
Spectrum version of the ever-popular
arcade game. 16K or 48K RAM £4.95
1-01 Stock Market §‘1|5 Star T::;‘m i
P 2 z 'opular space prograr ght: to life by
?"é“;ﬂgﬁflf VORI BT bone] £3.95 excelent graphics. 48K RAM £4.95
1-02 Football League 2-21 Frogger
First division fun for the soccer Manoeuvre the frog across the road
enthusiast. 16K RAM £3.95  avoiding heawy traffic. 48K RAM £5.95

1-03 Test Match

Match your wits alongside the

2-22 Crazy Balloons

: Guide the balloons round the maze
superstars. 16K RAM , £3.95  ithout bursting. 48K RAM £5.95
1-11 Arcade Action 2-23 Arcadia

Overtaker/Missile Man/Space Fighter/

: The expert’s version of the popular
Pilot/Greedy Gobbler/Extra Terrestrial

Xz L £4.95 'Invaders’ game. 16K or 48K RAM £5.95
1 -12 Avenger' E;sahﬂast gslutl.ffh&ndimp Bmes
Avoid missiles and bombs to become the £4.95 A8K RAM | ) £5.95
ruler. 16K RAM 2 o
1-13 Protector 2-25 Test Match
Defend your own ship from oneorming More exciting than the real thing!
attackers. 16K RamM 54.95 48K RAM £5.95
1-21 Football Manager 226 _Durky Elau
Manage your team through a hectic S THIPOL RGBS b0 DE EL e
league season! 16K RAM £5.95 48K BAM £5.95
2-27 Rescue
Rescue the Princess from marauding
patrols. 48K RAM £5.95
2-28 The Orb
Pect Discover the Orb in the depths of the
S rum Snftwam ternple but watch the monsters.,
48K RAM £5.95
2-12 Awvenger 2-29 Jackpot
[See 1-12 under ZXB1], 48K RAM £4.95  The harmiess way to take on the one-
213 Sentinel armed bandit. 48K RAM £5.95
Guard your mother ship against alien 2-31 Football Manager
attacks. 48K RAM E4.95  See 1-21 under ZXB1. 48K AAM £6.95

.Tn' The Software Workshop, Yew Tree, Selborne, Hants GU34 3JP
! | wish to order the following programs. | understand that:

* | will receive a FREE blank cassette with every 2 programs ordered

* | can return products within seven days if not entirely satisfied and
receive a replacement.

Ref No | Oty | Title Price

ﬂ

S HINGT.

i
1 Postage, packing and handling: add 45p for the

I first cassette, and 25p for each additional

: cassette. Non-UK orders add extra 50% Total

1| enclose a cheque/postal order for
1
i Name

: Address
1

sus
1
1[Allow 28 days MAXIMUM FOR DELIVERY)

jgamn [T AsIEl {8120

l



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.S.A. enthusiasm with a brand new U.S.A.
magazine — the Timex Sinclair User!

The first issue will be published
in the U.S.A. in May —
packed with news, reviews,
programs and User Club
information to link you into the vast

American Timex Sinclair user
network.

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.5.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.

j Send to: TIMEX SINCLAIR USER, ECC Publications Ltd.,
] 30-31 Islington Green, London NI 8B} i

| Yes, | want to subscribe to TIMEX SINCLAIR USER at the .
Il special U.K. rate of £20 for 12 issues delivered to my door.

| Name
i Address
|
|
I ienciosea cheque/P.O.for£

] Please charge my credit card
fCardName_____ Card Number
i Signature Date

M.B. This offer applies to UK subscribers only. Overseas rates available on request.
T 0 S ) R B -----J

top articles that have previously appeared in our U.K. magazines. \\ \-%:\J ” ‘M

. =
[ S N o ) A [ e e el
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E OVE AROUND the grid
avoiding the blue squares but

being sure to cross all the yel-
low squares before leaving by the exit.
The catch is that all moves must be
entered in advance. Enter them as
“F”—forward, “B”—backward, “L”—
left, “R”—right, and “S" when you
have entered your moves to start your
arrow moving.
Pathway runs on the 16K Spectrum
and was written by Kevin Macdonald of
Sheffield.

=1
e
=15
G ]
198 FOR a=USR "a" TO USR "D"+7
118 RERD 9+ FDKE a.,9: MNEX
126 DATA BIW 11111111.BIN 1008
a6l BIN 10668081, BIN 16666681 .81
H 18060881, BIN 18800091, BIN 1968
801 ,BIN 11111111
138 DATA EIM 2PRBEEGRE.EIM 00&18
g8;B8IN Doaea1e0, BIN BI111118.BIH
pasaaieo, BIMN 0800 lona, @, 8
148 DATA B.BIH BBE310086.BIN B2l
a0200,8IN 91111119, BIN 221023BG,
EIH 00010083.8.8
158 DATA 8.BIH 2PRB1006.BIH 905
@Bi688,BIN A88B216808,BIN BB101018,
HIN @P@11180,BIN 20081080, 0
168 FOR b=8 TO 18
172 PRINT AT B.8) IMK B; BRIGHT
1 "ARRARARARARRAARARRARARBARAARARA
ARAR"; BRIGHT @
188 HEXT b
200 FOR A=1 TO B+ xX¥3¥18>
212 LET Al=INT C(RHD¥18)>
228 LET R2=INT <RHD%32)
238 PRIMT AT Al.A2; INK 1)
R 1at."
248 HEXT R
258 FOR A=1 TO 3
260 LET ¥1=IWT ¢(RMHD¥31 1
278 LET Y2=INT CRHD¥17)
2688 PRINT RT Y2.¥1: PAPER &; IH
K 63" T"
298 HMEXT R
293 PRINT AT 9.8
@;"+"

PAFE

INK & PRPER

388 REM ENTER DIRECTIONS

312 DIM DE(208,;]1 >

328 PRINT RT 21.,8; FLRASH 1:;"

PRESS ENTER TO START i

338 PRUSE B

348 PRINT RT 21.8:"

358 LET PV=INT (RMHD¥3I1 2+1

366 PRINT AT 18.P%: FLASH 1;"1"
276 PRIHNT AT 26,8:

2868 FOR A=1 TO 208

358 PRUSE B

488 IF IHKEY®="L" OR IMNKEYS="S*"
OR INKEYS="R"™ DR INKEY#®="F" OR
INKEY®="BE" THEM GO TO 43@

416 IF INKEY®=" " THEMN GO TO 22
@

420 GO TO 396

438 IF IHKEY&E="S" THEM GO TO 48
n]

448 LET D®CA=INKEYS

458 PRIMT IMKEYS®;' IF A=31 OR A
=52 OR A=33 OR A=124 OF A=1635 TH
EN PRINT AT 2@.0;"

": PRINT AT 20
+ @3

460 BEEF ,8@5,-10: BEEP .05.19
478 NEXT A .

488 LET Al=A

4598 PRINT AT 28,8;"

508 FOR A=1 TO 288

528 LET PHL=PH' LET PVYL=PV

53@ IF A=A1 THEN GO TO &£78@

548 IF DECA="F" THEMW LET PH=FH
=1: LET DOS="f"

558 IF DSCAX="R" THEN LET PY=PY
+1+ LET D&="B"

568 IF DSCHM="L" THEH LET PY=PY

=1+ LET Os="C"

570 IF DSCAY="B" THEN LET PH=PH
+1: LET O$="D"

588 IF SCREEM® (PH.PY ="." THEM
LET Y=@

598 IF SCREENS (PH.PY>="T" THEM
LET SC=SC+1: BEEF .5,4@

608 IF SCREEMS (PH,PV)="+" AMD
SC=3 THEN GO TO 718

618 PRINT OVER 1;RAT PH.PV:D%®
£20 PRINT AT 19,8;D8CA)

€38 PRINT AT PHL,PYL; BRIGHT 1;
PAFER 7."A"

€48 IF Y=0 THEN GO TD €7@

658 BEEP .03,3@: BEEP .03.@' BE
EP .@3,30

668 NMEKXT A

&678 PRINT AT 21.8; FLASH 1; PAPR
ER &1 INK 83" YOu HAVE CR
RASHED -

688 BEEF .3,18' BEEP

Mt
698 IF IMKEY®="" THEM GO TO &78
7ee RUN
718 PRINT AT 21.8; FLASH 1, IHK

28

1; PRFER &6i" WELL DO
ME L
7<B BEEFP .3,38: BEEP .3,35

738 IF INKEY#="" THEN GO TO 710
748 PRINT AT 2@8.,11;"SCORE=";A

750 RUN

768 CLS

778 PRIMT " EMTER DIFFICULT
¥ HO.'": PRINT

780 PRINT " 1-EASY": PRINT "
2-HARD": PRINT " S&-IMPOSSIBLE"

728 PAUSE @
888 LET M=VAL INKEY®
G818 RETUREN
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LS
18 RAMD
=8 LET Bm=""

38 PRINT "WHAT IS YOUR HAME FL

ERSET"

48 IMPUT Cs
56 PRINT "WHAT OO YOU WANT TO

SAY "iCE;"Te
58 PRINT
78 INPUT A
75 IF PEEE 1£338+256%PEEK 1639

SPEEK 1E396+Z36¥PEEK 16337+£33

THEH CLS
B8 IF A%="" THEN COTD 78
85 IF ASCLEN R®><>"." AND ASCL

EN RSI<F"T" THEN LET Ri=fg+","
98 PRINT. "YOU:=" /%
108 IF A$CLEN AFE="."

S GOTO 660
7 C

LR ASECLEN

A%)="7" THEW LET A%=fA&( TO LEN
As-1

185 IF A%="CHANGE USERS" THEMW L
oTa 7

11@ LET K=0

126 IF A%="LOUOD" THEHW LET B%="T
HFIME, Yo"

138 IF AP="HI" OR RA$="HELLO" OR
AE="GO0D" Or LEM A®<Z THEN LET
k=1

148 IF LEM A$<Z THEW LET Bf="""
YHREHNTNTS HOT A SEMTEHCE"

153 IF A%="HI" OR A%="HELLO" TH

EN LET BS="HELLO THERE"

160 LET DE="po

170 IF LEM A%<3 THEM GOTO 3326
188 IF AsC TO 23="A " AND LEN A
H{10 THEN LET BE="LHAT IS "+A%
194 IF LEW A%{7 THEW GOTO 27
288 IF ARC TO 4="FOR " OR A%
TO 7x="BECAUSE" UR A% TO 3)="TO
" OR ABC TO 2="50 " THEW LET B
E="1 SEE"

218 IF A%C TO 4="STOP" THEN LE
T Bs="ALL RIGCHT"

220 LOEUE 4888

238 IF A% TO AN="THE " OR A%<
TO 4i="HIS " R A%C TO 43="HER *
THEM LET BEf="REALLY"

243 IF Be#="" THEN GOSUB S288
258 IF A®C TO 3)="WE " THEN LET
BE="WHD DO YOU MEAN BY ME"

268 IF A®C TO 2)="1 " THEN GOSU
B 1000

278 IF LEN RA%<S THEW GOTO 298
260 IF LEN A$>E AND ASC TU 4)="
THEY" THEN GOSUE 7004

235 IF LEN A% AND ABC TO 3 o="
HE " OR FiEC TO miV T (N ASC TO
Sy="SHE" THEW GUCUB 2600

SO0 1F LEN A%SE AND ABC TO 25="
YUY THEN GUSUE 309

419 IF LEN AS>4 THEN LOSUE 468
329 IF A$="H0" THEMW LET BES="RHY

NOT™

335 IF As="yoU"
AT ABOUT ME"

248 IF AH="YES"
o

343 1F
T ARELUT

58 IF
E="1 FAM

68 IF
GOoD"

2V IF ES="" THEMN LET Bf=A%

375 IF PEEK 1&a398+Z25c%PEEK 15449
IPEEK 16396+256HPEEK 16397+693
THEM CLS

3688 PRINT " ME:=";

998 IF BF=A% FHD RND<.7 OF RHD<
.2 BMD LEM BS+LEN CH<{18 THEM PRI
HT "ER..":

4008 PRINT B

416 IF BFE="REALLY" RHD RHD< .5 0O
R REND>». 8% AND LEM BS+LEM C®<Z22 T
HEH PRIMT " ";lCd#)

428 IF ASL *"THANK ME" AND BEd>"
LOOD" AMND BE<>"I1 SEE" AND BE< "R
LL RIGHT" AHD K<>1 THEM FPRINT "7

THEM LET BE%="LH
THEM LET BF="LH

AR="pME"
oL
AS="THANK ME" THEM LET B
OMLY FOLLOWIMNG ORDERS®
AE="1 ENUL" THEN LET Bf=

THEM LET BS="LHA

430 IF A$="THANK ME' UR BS="1 5
EE" OF B$="ALL RIGHT" OR B%="LUO
p* OR K=i THEW PRINT "."

4406 LET B#=""

456 GOTU 78

466 IF ARC TO 4>="YOUR" THEH LE

OLDING an intelligent con-
versation with your 16K ZX-
81 may seem a remote
possibility but this program by Simon
Parker of Leeds makes that possibility

CONVE

closer than any other which has yet
been submitted to Sinclair Programs.
Type-in your side of a Conversa-
tion and the computer responses will be
displayed on the screen. The program

will give a sensible answer to the ma-
jority of your questions and can even
cope with philosophical peints such as
“What is the meaning of life?”” or “Why
did the chicken cross the road?”

T OEE="1 KNOW"

478 IF A% TO 4="Y0OUR" THEM LE
T k=1
488 IF A%C TO 4)="LOTS" THEM LE
T BE="SUCH AS"
458 IF AKC TO 3)="MY " THEN LET
BE="YOUR+ASCE TO )
5pE IF ASC TO 3)="ME " THEM LET
BH="YOU"+A$C3 TO O
9098 RETURN
1608 IF ASC3 TO 4)="AM" THEM LET
BE="LHY ARE YOLU"+ASCS TO )
1982 IF A%C3 TO 5)="CAN" THEN LE

T BE="HOMW CAM YOU"+ASCE TO >
1885 IF A%(HE TO Si="WAS" THEM LE
T BE="LHY WERE Yull"+A®CE TO
1887 IF AF¥C3 TO Si="DID" THEM LE
T BE="WHY DID YOU"+A%<S TO »
1908 IF ASCE TO 43="DO0" ANG BE="
" THEN LET BH="WHY DO YOU"+A%S
TO >

1628 IF ASCY TO 7i="COULD" THEN
LET BS="HOM COULD YOUU'+R%KCE TO
1838 IF ASC3 TU €)="HRAYE" THEN L
ET BF="WHY HAVE YOU"+ASCT TO
1940 IF ASC3 TO 7O ="WROTE" THEHN
LET BS="WHY DID YOU WRITE"+A%CE

f i 1 e
1896 IF BS="" THEM LET BE="WHAT
HaDE" YOUYR%CE TO 4t FORY

1568 RETLREN

2816 1IF ARCS TO &3="I1%" THEHW LET
ES="WHAT IS IT THAT MAKEZ HER "
+HHCT T D
2038 IF A%c4 TO
ET B&="LHY DOES
TO )

203% IF A%CS TO
ET B&="LHY DOES
2048 IF A$C4 TO
T BH="HOW CAH

0o 2

2850 IF ASCS TO 7r="CAN" THEH LE
T B&="HOW CAM SHE"+ASC3 TO 3

THER

T a=tDoES"Y L
2R S

"-AMC TO

83="LOES" THEN L
SHE"+ASCS TO

Er=*CAN" THEN LE
THAEC TO 24AECT T

2BEd IF BE="" THEM LET BH="WHY I
S IT THAT "+A%

2960 RETURH

3066 IF RS TO ?I="ARE" THEHW LE
T BE="HHY AM I"+A%CE TO

4019 IF ABCS TO 2:="LHERE" THEHN L

ET E®="WHY WAS I"+A%S TO
3620 IF ARCS TO S0="HAVE" THEH L
ET EF="HHY HAYE I"+AHCS TO 2
ABE8 IF ASCS TO Fr="LHOULD" THEW

LET B#i="LWHY WOLULD I"+A%C16 T 3
3848 IF ARCS TO ?i="00 " THEM LE
T BEF="WHAT DO ["+A%{T TO +* FOR

30598 IF ARCE TU
T BE="HOW CAM

gl by
I"+A%EE TO &
THEM LET Bri="LHAT

THEH LE

a@80 IF Be=""
T+DE+" I"4+A%CS TO r+" FORM

239 RETURH

4E8[@ IF A%C T 43="LHAT" OF s

TO 3»="LWHO" THEH LET B%="1I DU HOQ
T ENOL"

4085 IF A%EC TO Fd="WHY" THEN LET
ES="BECALSE THAT IS THE LAY LT

4818 IF A% TO 5 THEM L

ET EF="OVER THERE < ERE

4826 IF AGC TO 2>»="ARE" OR A% T

0 5i="WILL " THEH LET H%="FPRUOBFAE

5

4828 IF ASC TO SH="COULD" OR A
70 4>="CAM " THEHM LET BH='"I DOU

| i g

4048 IF A®C TO 53="DO YOU" THEM L
ET BE®="1 MIGHT DO"

4838 IF A%C TO 3)="HOW"™ OR FAsC T

0 43="WHEM" THEM LET BSi="MWHAT D

48
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YO WANT TO KMO THAT FOR"
408 IF BE="" THEW RETIRH
4073 IF BECI »>"L" THEM LET K=1
485360 RETURH
5808 DIM RCLEM A%
5885 LET B .
589168 FOR F=% TQ LEN A%-1
1% LET ACF =@

SE2E IF ABCFE TO F+13="My" THEM L
ET ALF »=1
5021 IF ASCF-1 TU F+13=" ME" THE
N LET RCF y=3
SE23 IF ARCF=2 TO F+l="LIKE " 0
R AE(F=3 TO F+1>="LOYE " THEM LE
T K=F
5825 1IF ARCF—2 TO F+1 ="YOUR" TH
EH LET RCFa=2
SE27 IF AFCF=1 TO F+1X="Y0U" THE
H LET A(F =4
S22 IF AECF=1 TO F+io=" T " THE
H LET A{F »=-1
9820 IF AS(LEN A%-1 TO »="EC" OR

AECF—1 TO F+13="ED " OR ASF-3

TO F+13="UGHT " THEN LET D&i="HR
I'n'IE Lt
@22 IF ASCF-1 TO F+12="UFF" THE

AT 9RRG
5G3%5 NEXT F

¥ FOR F=4 TO L

1 BM HERE"

LET ASC2="TODRY TO COMMUMI
E WITH Y0Ou, "

LET ASC3="AMD MAKE YOL RERA

ACF =1 THEN LET
YOUR"+AFCF+2 TO

'-+""-'|'_|"4-.:7_1i( F+& TI
= ACF =2 THEN LET

B P Y o

USERS"
B LET ASCS ="INTERESTS ME."

50 LET ABCGY=" I HUFE I DO NOT
VoL, Az

8A79 LET AR 7 I="1 AM A YERY FRIE
HOLY COMPUTER, "

GREE LET ASCSH-"A% YOl SHALL SO0

FOR F=1 To 2

FOR B=1 TO 26

PRINT AT F¥a2+1.B;""
PRINT AT Fxz+1.B:AscF.B
HEXT B

HEXT F

BN 7

LS

PRINT AT 18.1:"1 0O NOT L1K
YOUR LANGURLCE"

950 PAUSE 156

AE HEL

T BEF="UHY ARE

THEY"+A%{S TO

g Sides D TRy
[ | =P B

AEC 1 =" T AM YOUR ZKE81.

WORLD 0
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race track, aiming to complete

the course with as few faults as
possible. Jumping over fences either too
soon or too late adds four faults to your
total. On the lower levels you are al-
lowed a certain margin of error but on
the top level you must always jump in
exactly the proper place. Jump by press-
ing “0”.
Olympia was written for the 16K
Spectrum by D Newton of Warrington.
Graphics note: The “£" signs in line
30 should all be entered as shifted *“3"'s.

v YOUR HORSE gallops round the

/B

1S BORDER 7: PAPER 6: IHK 8 5@ PRIMT AT a,4:"BA" G0 MEMT
18 GO SUB 1826 68 IF w=6 THEN GO SUB 308 “em@ CO TO 3%
21 PRINT " OLYMPIA 200 BEEP b,18: PAUSE 11 BEEP B»  Zpp IF f=n THEN PRINT AT 1,85"Y
i S5: HEWT x: GO TO 35 =11 1M el
23 LET b=.0@2: LET hs=8@: LET 308 IF INKEY$="8" THEN PRINT AT nggﬂgp?ngLE?P1t?uwaﬁgthuEEHEnr
=4 LET a=i7 20,8;"T00 ERRLY 4 FAULTS"' LET  couplETED THE ~ ROLND WITH ")
25 PRINT AT 5.68;" LEVEL ¢H f=f+4: GO TO 508 fi* FAULTS" J
ARD »1-2¢ EASY > ": PAUSE B: IF 385 PAUSE Px1.5 725 IF f<h= THEM PRINT AT S,1:"
IHNKEYS<"1" OR IMKEY®>"2" THEM G 318 IF INKEY$="@" THEN PRINT AT unip ROUND WAS THE BEST TODAY" .
O T0 25 28,8 "JUST RIGHT": GO TO o068 PAUSE 58¢ LET hs=f
26 LET p=YAL IMKEYS 315 PAUSE P¥1.%5 738 PRINT AT 1@.2;"PRESS ANY KE

27 OLS ' LET s=@: LET =0 320 PAUSE @' IF INKEY$="8" THEN ‘T crapT Sk
28 PRINT AT 8,8; FLASH 1;"#% I PRINT AT 20.0:"T0 LATE 4 FAULTS 245 en To gﬁm“- PAUSE O

HTERMATIONAL  SHOWJUMPING 48" " LET f=f-+4: GO TO 528 1 =0 ; - -
29 PRINT AT 4.5 "WINNING ROUND 588 LET s=a+1 HEEG"?’.‘IE:{T ;E\; aREHD T PR
S0 FAR":"="ihs SN PRINT Hfvas s, "o LET Ssa~  saoo Bt ni,
38 PLOT 2.31: DRAW 255,8: PRIN 1: LET w=usi: PRINT AT a,%:"BR" o wpria s novr o D = POKE
T AT 14,8, "EEEEESEEEEE OLYMPIA € 567 PAUSE 5 SEE0 FOR, a0 ST 75 RERD = 'BORE
FEEELECLERE" - S18 PRINT AT a,g3" "v LET 9=9+ |jap u i a: NEXT & =
32 FOR c=8 TO @1 FOR v=% Th 1 1’ PRINT AT a,u;"BA) ESE TR D s EERDI  PINE
3: PRINT AT w.ci IMK 8: PAPER 5. 517 PAUSE 5 USE “"d"+a,2: NERT a Sl
"D HEXT wt HEXT < 528 PRINT AT a.,43" ": LET y=u+ 1046 FOR a=@ TDI .7=.REPIC' s+ POKE
39 FOR 1=0 TO 31: PRINT AT 19, 1: LET a=a+i' PRINT AT 2,4:"BRA"  |jop watsa,s: NENT a R
15 INK 4;"E": MEXT 1 530 PAUSE S b e Gl =
35 FOR x=38 TO @ STEP =1: PRIN 535 PRINT AT a,y;" " bt e G
T AT 17.%+1:" ";AT 17:x) INK 2," 548 LET u=y-3: PRINT AT 4.9"BA 4 o' 2n' 36,20, 102, 955 .0, 238 1
" g e aEe S A ISR e e
= 4@ PRINT AT 17,0:" " 545 PRINT AT 20,@;" e G T O B E 8500,
45 IF ==20 THEW GO TO ?8@: IF e 1;;_'."3;1",::1_:1_'"1;:‘&
#=8 THEN GO TO 35 547 PRINT AT 17:x:" "o LET smx= =700 T5150
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18 PRIMT AT 14, &:"MASTERDIMN"

28 FOR M=0 TO 14

21 NEXT H

38 FOR F=0 TO 7

4 PRINT AT F.14:" “;TAE 14
" 00 ";TAB 14;"dat: Zka? gy "

56 HEXT F

&8 FOR N=8 T0 48

61 NEXT N

62 PRINT AT 8,15;"="

£3 FOR H=g TO 48

a4 HEXT H

67 PRINT AT &,15:"0"

TH FOR G=8 TO @ STEP -1

88 PRINT AT G.14;" 00 "3 TAB 14
ek 2%a7 gy S TAE 14 "DIMN"TH
B 141 L 1]

95 NEWT G

166 PRINT AT @.14:"
i ";TAE 145" i

118 FOR M=@ TO 48

111 HEXT H

128 FOR J=0 TO 7

138 PRINT AT 1. i4;" "I TAB 14
JY 0D ",TARE 14 Mgt 2¥adiaw 1M TH
B 141 "MIND"

148 HEXT J

156 FOR MN=G TO 45

151 HE¥T H

152 PRINT AT 2.16&:"-"

153 FOR W=B TO 44

154 HEHXT H

155 PRINT AT 8.16;"0"

168 FOR K= T0 6 =TEP -1

170 PRIMT AT K.14:" 00 ":TAE 14
JUCaE 2RGT o T TAE 14" iy
186 HEXT K
196 PRINT AT 4@, 14"
266
=01

"iTRAE 14

"iTRB 14

FOR N=0 TO 146
HEXT H

218 CLS

Z13 PRINT AT B, 1;"¢25%96 "

220 PRINT AT 2, 1:"0D0O YOU WANT T
0 SEE THE RULES L4
Yo"

222 PRINT AT 11,1;"(28%Xa7 3"

223 IF INKEYS>"Y" AND INKEYS®(>
"NYOTHEN GOTO 223

225 IF IMKEY$="" THEM GOTO 223

290 IF INKEYS="%" THEN GOTO s@8

238 PLINT AT 12,8;"

237

240

258

CLs
LET A=INT ¢RHD¥IS+2ZE
LET B=INT ¢RHDE&3S5»+28

268 LET C=INT ¢RHDK3SM+2E

261 PRINT AT 11.,18:" a8 a7 g9r s
prE¥GL 98 a7 G )" TARAB 18 “(3p 128
17 sP 05 Akap rGB =p A 97 " THE
19, "¢ sp 92 2%=p 597 rsP 223" TH
B 18 "(ep 93 G@¥ap a3 )"

270 PRINT AT 12,15)"..."
275 LET 5=0

2E60 INFUT ES

281 IF Ex="Z2" THEN GOTO 420

298 IF LEM E®< >3 THEM GOTO 250
291 LET S=5+1

a¢@ 1F ESC1 3=CHR$ A THENM COTO 4
3a

210 IF EFC2=CHRS B THEH GOTO 4
a6

26 IF ESCI)=CHRE® C THEW GUTO 4
&9

3530 IF ER(L=CHREE © THEHW LOTQ 5
faTs]

348 1F EFC 1 >=CHRS® H THEH LOTO 5
o4

358 IF ESC2=CHRS A THEM COTO 5
o8

360 IF E$C23=CHRS © THEMN GOTO S
o8

AP0 IF EECE=CHRS® A THEW COTO 5
Ei ; £

SHe IF EsCl y=CHRS A THEM GOT0 4
B

318 IF Es{2>=CHRS B THEM G070 4
A

326 IF E#(3)=CHRE C THEW GOTO 4
&6

2580 IF ESC1 i »=CHRS C THEN GOTO 5
(5[5}

340 IF E®C13=CHRE B THEN GOTO =
ag

358 IF ERC2)=CHRE A THEM GOTO S
515 ]

I]I]\II'III

HE COMPUTER chooses a se-

ries of three numbers and letters.

It is then for you to discover, in
as few turns as possible, the computer’s
series of numbers.

Unlike conventional Mastermind
games, this version, written by D Shaw
of Nether Poppleton, York for the 16K
ZX-81, relies as much on luck as on
your skill in logic.

360 IF ER(2)=CHR®% C THEN GOTO 3

aag
370 IF E®(3=CHRS A THEW COTO 5

BG E

360 IF Es¢20=CHRE B fREN E0TO 5
Ha

281 IF E®C1)3<>CHRS A AND E%CL )<
SCHR® B AND ESC 1< >CHRS C AND E®
C23¢>CHRE A AND ESCZ2)<>CHRS B AN
[ E®{Z2) »CHRE C AND E® 33 »CHRS
A AND ESCE0<PCHRE B AND ESCE 5 0
HRS C THEW GOTO suee

398 GOTO 280

438 PRINT AT 12, 1% CHRS A

430 IF E$(Z2)=CHRS B THEM PRINT
AT 12,16,CHRS B

468 IF E$C3)=CHRS (¢ THEM PRINT
AT 12,17;CHRS ©

478 GOTO 338

485 GOSUR BEG8

498 PRINT AT 15,8;"0D0 YOU WANT
AHOTHER GAME (Y H )"

491 IF IMKEYS="" THEN GOTO 491
492 IF INKEYS="¥" THEM GOTO 218
493 IF IHK@YHF"H“ THEH_GUTQ TEA
s68 PRINT AT 19,6; "ONE RIGHT IN
WRONG PLACE"

505 FOR N=G TO 40

566 MEXT M
588 PRINT AT 1%,@;"
516 GOTO 2A@
606 PRINT AT

i

£16 PRINT AT
ASTERMIND"
628 PRINT AT 2,d; "—=———m—em—em

L Tl

1.4 "THE GAME OF M

638 PRINT AT S.6;"THE COMPUTER
THINKS OF A SER1ES OF THREE HUME
ERS FROMCG TO 32 ANl LETTERS F
ROMCA TO 3"

&35 PRINT "

548 PRINT AT S.6;"Y0oU MUST CUES
% THE COMBINAYION IM A5 FEW GOE
S RS POSSIELE.WHEN INYAITED YOU M
UST ENTER A THREE HUMBER AND-OR

LETTER SERIES RHD FIND THE HIDD
EN HUMBERZ AHL LETTERS"

&45 PRINT AT 14,7:"

AT 16,8 "IF YOU ENTER
WHEH YOU HAVE DISCOVERED

G938 PRINT
N

THE SERIES THE CLEVERCOMPLUITER I
ILL TELL ¥OU %YOUuRr SCURE"
GEE PRINT AT 21.8:" Frezs A
nd kew to start
E7D FOR N=G TO S
&7l HEXT H
E72 IF INKEYS®<>»"" THEM GOTO 238
&80 PRINT AT 21.8; "%ki¥ PRESS A
MY KEY TO START kkkik”
690 FOR H=G TO 5
E91 NEXT H
692 IF INKEYS<>"" THEM COTO 235
G959 GUTO &sd
a6 CLS
718 PRINT AT 12,2 "¥¥xkxk AUF W1
EDERSEHEM ®ikkx"
728 FOR H=@ TO 58
738 MEXT M
748 LOTO Fda
go8E CLS
B8Ol PRINT AT 5.5;"YOU HAD ";5:"
GOES"
8885 IF S<=4 THEM PRIHMT AT 18.@:
"DOES MAGHUS MAGHUSSOM KHNOW RBOL
b iy 12, 2 SRS
BEPe IF 5<=4 THEM RETURH
28808 IF S<{8 THEW PRINT AT 16.8;'
VERY GOOD EFFORT"

8009 IF S<B THEN RETURN

8012 IF S<11 THEW PRINT AT 10,0
“PRETTY GOOD"

8011 IF S<11 THEM RETURN
8012 IF S=i1 OR S=12 THEN PRINT

AT 19.9;"NOT TOO BAD I SUPPOSE..
8013 IF 5412 THEN RETURN
8815 IF S<17 THEM FRINT AT
"PERHAPS A LITTLE UNLUCKY"
2817 IF 5417 THEN RETURM
88360 IF S<20 THEN PRINT AT 1@.8;
"PRETTY BAD REALLY...COULD DO
BETTER"

8833 IF 5>13 THEN PRINT AT 1G.4;
"DO YOU REMEMBER YOUR MAME TV

84325 RETURM

SBAE PRINT AT 19,6 "SURRY, NUNE O

F THOSE PLEASE TRY HAGAIM"

2881 FOR F=8 TO 44

9882 HEXT F

2663 PRINT AT 12,80

19,6

334 COTO 286
2998 SAVE "MASTERMIMA"
J999 RUN
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i BRIGHT 1: IMK 7 PAPER @ B
DRDER &0 CLS PLOT @,68: DREAW 29
S DRAW 8,175 DRAW -25%3,49: DR
Al A, =175 LET khe=09

2 LET eci=28: LET men=3

2 LET o=@ LET =0

5OLET w=l

14 DATH S9.E, BIM GaG01 1866, BIH A
BriteEe, Bl B1e11616,.BIH A1681161
BLEIM B30 11100 BIKW 1111116E

20 DATA &, BIM 11110606, ETH 1109
HiPEE, BIM 1111166 21 111111686,
EiM 111316860, 8IM 111186886, 3

GE DATH BIW Gi1111168,.B1M @1111
i18,BIH 81811616, 21H Gtiliaia, BT
M oaali1116a,8IM Gaal1666,8, 8

A48 DATA @, FEIMN AatE111 1, BIN BEA
1AB11.BTH GE111111.BIM B9@E8111111,
BT AaE11111,BIH @111l .,

=6 DATA 8,BIM @@E1111686,BIM @811
11116a,mBIH 81111116,BIH 81111118,
BIM G11111143,.BIH 868111168483, 0

Bl RE s TORE 181 FOR c=144 T 14
M FOR e=A T 7 EEAD 9 POEE S
B CHIE udﬁ*equ HEMT & ME¥T o

&5 FOR =1 TOD 28: PRIHT AT IHT

fFHh*EBs+1,1HT CRHDEZE 2 +1 0 FLAS
H 1:"e": BEEFP .@004,CF=IHT REHDES
avk1E: MEXMT £

PHOLET a=IHT {RMHDWE2E 41
=1HT ¢ RHE2E 341

75 PRINT AT a.b: FLRSH 1:"a"
FOR £=1 T 206G: HEMT £ FRIMT AT

Lo L

0 LET z%="a

90 LET a%=IHEEY®:

5% IF a%="" THEM LET afi==%

G377 LET c=c+l: LET m=x+l: IF wm=
oEE THEM GO TO 536G

1aG 1IF IHEEYS="7"
q L)

118 IF IHEEY®s="&2"
b+
128 IF
126 1F
of"

148 FPRIHT HT a.hk:
EF 985, 15-w+18

1% FOR a=1 TO ool HEXET 4

185 IF z®&="a" THEH LET a=a-1: P
RPIMT AT a+i.b;'"e"

LET &

THEM LET =%="

]

THEM LET 2H="

TMEEYSE="E" THEH LET =f="
i THKEYS="5" THEM LET =z%="

WER 1:z%: BE

176 IF
RIMT AT

zH="kb" THEHM LLET b=b+i: P
A= "a"

Ve IF THEH LET a=a+l: P
RIHT BT =1, ha e

128 IF z249="d" THEHW |LET
RIMT AT a.k+l"e"

185 IF a=21 OF a=0 0O b=0 0OR ke
S THEW Gy 7o 216

ey e 11 11

b=h~-1: P

196 IF POLNT CkhEES+S, 175-a%0-4 )=
1 THEM GO T 218

192 LET w—w+l IF w=7 THEW LET
(e

192 ITHE w

i GE T 9

21 PRIHT AT a,b %

DEE FOR f=1 TO 2@0: BEEP
T ERMEEZON: PRIMNT AT aulk;
TR AR Y| o B s o e W e

2 IF men=G THEM GO TO 266

2@ THE P PLOYT @,6: DEGW 295,868

DEEN B, 175 DR 255080 LR
M e
SECLET =l LET =m0 60 To 85

,;L!J IHE 7: PRIMT IME ?P:"BRD LU

A B Yo scored "ica "
Pperptes s IF ok THEM PRIMNT
AT 128 "kMWell done arndwad . .. o
hawe a khigh score of "o LET
b=z

265 IF cfihc THEW PRIMT IHE 7:AT

13.8:"  The khigkh score 12 "ihe

27 IHE 7+ IMNPUT "Do wou wank a
nobher 9o ¥"ia%

2BA IF a%="u" R
= - PLOT A,6: DRAW 255.8: DRAL &
175 DRAL ~295,8: DRAM 6,-17%:
GE T 2

“aEn STOP

286 LET cd=rd-3 ¢
0 T 343

319 FOR =1 TOD 188- MEXT £: CLS

PRIMT IHMK 7:"Well done You 2o

ceed enough Paints o escaPe

the fraolites. You must now brd
at a faster 2P eed"

B34, TH
FLASH

MET=MET

at=" " THEM EL

IF cd<@ THEM G

Sean Rk =1 T FEa s WEwT £ 0LS
IME. 70 PLOT B.6: DRAW 2%5.4:
CRAK 8,175 DRAM 2558 DREAW 8,

b= |
-1 (e |

52
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the 16K Spectrum by G Sweeten

of Poulton-le-Fylde, Lancashire.
You are a rainbow-coloured snake
whose aim is to cover as much of the
screen as possible. You are opposed by
the evil flashing blobs known as Fryo-
lites. Each time you land on one of
them you are fried and you lose one of
your three lives.

If you land on your tail you scare
yourself to death, thinking that you
have met a Fryolite. Move using the
usual cursor keys.

Graphics letters to be used are: 75-A:
80-A: 100-A: 110-B: 120-C: 130-D: 165-
AE: 170-B,E: 175-C,E: 180-D,E.

THIS PROGRAM was written for

S2EE LET ==[

BEa GO T ES

2@ PRIMT IHE T:AT S.8:"Well do
e PP Yo Rasee beaten all the
fraolibtes, oe ¥

450 BEEFP .1%.8: BEEF ,15.2: BEE
PosiEads BEER w152 BEER . 15,8
BEEF .1%:2: BEEF .3.4°' PRUSE 2

BREEFP .3.8: PAUSE 2 BEEP .Z2.8
SEA PRIMT PRIMT PRIMT AT 16
S IR T "De o wow want another a
ame T

A IHPUT aths IF amE="Y R s
g THER BLS IHEeE 22 PLOT 8,8: b
Rl 255, 8 DEAW 8,175 DRAW -25%

CEAK a,-17%5 GO0 TO 2

s
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1583"

RERD a%®

188 DATA

ers",

there 7"

1888
ag

128 STOP

MEXT &

1685 CLS

ai" "iam:

2685 CLs
2818 HEXT

s Erees !

185 PRINT

117.1F IHKEY®="a"

26 S0RDER &' IMK 1: BRIGHT 1
25 CLS
27 GO SUB eee@: REM #% LLD.G.

routine ¥E
38 PRINT AT 4.3:" ¥ Learning
) L[ B Ll ) i o e e e s
32 PRINT AT 18,8;"Press the co
rrect number kes.
sou want to know the
35 PRINT AT 16.8;
Press any key to atart
48 PRINT £1;"® E.M. Harris

lllla'llII 1,"
ATISWEr. . .
PAPER 3"

or

50 PRUSE B: CLS
68 RESTORE 18@:

FOR z=1 TO 1@:

65 LET a=INT ¢(RHD¥18)
78 IF a<{! OR 139 THEM GO TO &5

"lorries".,"curs", "flow

"houses", "9iraffes"”, "boats"
‘PP le"."clocks"., "keuys

"How many "Ja% " are

116 GO SUB 7e0a
114 IF IWKEYS<{>"" THEM. GO TO 11

2
115 IF IMKEY$=STR® a THEN GO TO

THEM GO TO 2@

118 GO TO 113

158 HEMT a

1988 PRINT AT 21.8:
iz CORRECT !
1881 GO SUB 1@22: GO TO 1825
1pa2 FOR a=5 TO S58: BEEP

FLASH l:a;"
I

.@15,9:

1883 RETURH

1818 HEXKT =

1812 GO TO 2098

2882 PRINT AT 20,0 "THERE ARE ":
FOR i=1 TO 136: HEXT i
GO SUB 1022

2812 GO TO 5008

2923 STOP

s8Ee PRINT FLASH 1;AT 10.8;"STOP
THE TAPE" ' RESTORE &108

6018 FORE d=1 T 18: READ d%: FOR
e=@ TO 7' READ f: POKE USR d$+e
F1 MEXT e HEXT o

5188 REM ¥33UDG HEREXXE

288 DATA "a,",El,@JSE;BEaiEEaiEEa
127,48

£218 DATA "b",0,0.254, 254,254,225
4,254, 182

6220 DATA "c",8,8,124,127,123,12
7.124,56

6230 DATA "d".24.36,74, 186,154, 8
4,36.24

6240 DATA "=".8.,16.16.208,54.,24,
16,16

6258 DATA "f£",1.7,31.127.32,45,3
3,63

6255 DATA "a",128,228,252,234,4,
1868, 132,252

626l DATA "h".8.48.112.16. 16,16,
16.1e

6265 DATA "i".16.16,16,38.31.17,
18,18

£278 DATA "J".2.0.8.60,31.,31,15,
T

€275 DATA "k".128,128.,128,128,25
2. 248,248,232

5288 DATAR "1".24.60.12€, 255,253,
294,126,184

&285 DATA "m".8.8.8.8,8.8.8.28
6298 DATA "n".56.56.56. 16,254, 18
&, 186, 186

6295 DATA "g", 186, 186,56, 56,40, 4
B899, 198 - .. — .. - . 8

6388 DATA "p". 255,145,145, 145, 12
7.133,131.255

63085 DATA "a".24.62.62,119,119.¢
2,622,249

=318 DATA "r".8.0.,8.235,255,7.5,
5

£320 PRINT AT 18,8;"

WA

.qqi o

OUNTING is an educational
C program designed to help young
children to learn to count. Pic-
tures are displayed on the screen and
the child is asked to count them and to

press the appropriate key. If the ques-

tion proves too difficult, pressing *‘a”
will provide the correct answer.

Richard Harris of Eastbourne, Sus-
sex, wrote the program for the 16K
Spectrum and he says his three-year-old
sister enjoys playing it.

£358 RETURN

7TEAR IF =z=1 THEH LET af="ak"

7065 IF z=2 THEN LET os="c"

7810 IF z=3 THEM LET o%="d": LET
b= ==

7015 IF z=4 THEM LET 9%="fg"

7026 IF z=5 THEM LET 9%="h": LET
PF’- Iii i

PO25 IF r=€ THEM LET as="jk"

7230 IF z=? THEW LET a%="1": LET
=" m" N

7835 IF ==8 THEM LET o#="n": LET
h,=1l oll

7848 IF z=9 THEH LET as="p"

7058 IF z=1@ THEM LET of="qp"
7108 IF z=1 OR ==2 0ORF z=4 R ==&
OR z=2 0OR z=18 THEN PRINT AT 2.
@;" "+ PLOT B,75: DRAM 25%.8: PL

0T 8.98: DRAW 255.8+ FOR x=1 TO
8! PRINT 5 INK INT (RHD¥&» i 2%:"

"1t MEXT x' RETURN

719@ LET 9=1@: LET h=0

7195 PLOT B.75: DRAW 253.8: PLOT
8,98+ DRAW 255.0

720@ FOR y=1 TO s: PRINT AT 4.hi
INK INT (RNDX¥E);2%;AT 2+1.hih%:
LET h=h+3: NEXT @: RETURN

8993 STOP

999@ FOR == TO 9: BEEP .1,s: ME
WT &+ BEEP .5,15: PAPER 6' CLS :
PRINT AT 11,18; FLASH 1:"WELL D
ONE I

9820 PRINT **/‘"Ancther 90 7 (y
Jes o T
)DII

9925 IF INMKEYS="w" OR IMKEY®="%"
THEN RUM 38

983@ IF INKEYS$="n" OR INKEYS="N"
THEN STOP
9848 GO TO 5925

54
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DON’T MISS
THIS INCREDIBLE

For use with SINCLAIR

7ZX-81/7ZX-80 PROGRAMS
OFFER

1K RAM is

enough to

obtain 8

colours.

Easy to connect
Direct Basic INPUT
TEXT and colours
simultaneously. Plug
directly in your
Sinclair connector.

Add More Appeal
to your ZX-81
(and ZX-80) thanks to the

DDC Colour Interface*
Compatible
with all the

memeories.

And at a realistic price of
only £29.95 (+£2.95 p&p)
usually £39.95

Save £10 on
a DDC
colour interface. A special
offer open
to readers of
Sinclair Programs.

*Compatible with many

Limited Quicksilva and Artic software.
stocks, so

place your

order soon.

AHOW 28 days To: Sinclair ngramé Special Offer, |

ECC Publications, 30-31 Islington Green, London, N1 8B]

Please send me
£29.95 plus £2.95 p&p.

Please tick if you require a VAT receipt [ |
*I enclose a chequelpostal order payable to DDC for £

for delivery.

DDC Col. | at the special Sinclair User price of

*Please charge to Access/Barclaycard/Trustcard account no._
*Ploase deletalcomplote as applicablo
The prices apply to United Kingdom only.

Signature
Overseas orders can be accepted but there will be 5

an extra postal charge. The full price can be tamE LAsclArd e =

obtained on application to ECC Publications at the | Address
address on the coupon.




What the
expertssay:

Sinclair User. ..quaumy”

oUSE AND LEARN

- Sinclair User. . ‘ExCELLENT VALUE”

What Micro. “trReMeNDOUSLY VALUABLE. .
GET THE BEST OUT OF SPECTRUM BASIC”

ZXComputing..:ExCELLENT.. AGREAT
ASSET...FANTASTIC VALUE. ..VERY HIGHLY
RECOMMENDED"

oTHE DATABASE

SinclairUser. . ‘exceLLENT vALUE”

MicroDecision.. ‘oF ALL THE DATABASE-TYPE
PROGRAMS AVAILABLE,MICROL'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 VALUE . MUCH
CLEARER” (THAN VU-CALC)

What Micro. ..quauiry”

BBC & SPECTRUM SPREADSHEETS
‘ hw (]
e o ]S, 2 PRESsheeting
to-use Models

THE DATABASE & THE SPREADSHEET
Now Available With Special Features,for
BBC 32K. Please

orwrite
Information & Prices.

MlCROL

Order TODAY for fast
convenient delivery




THE "E’Hﬂlj(-}
PP("CEQ&OP

Your 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. Ji a
25 programs include:
Music Composer, World Atlas,  J
Computer Term Glossary, Screen /
Designer, Star Maps — PLUS
games and powerful routines to Ji
use in your own programs: /
graph-drawing, text-editing,
sorting, searching and much
more. 118 page manual
includes detailed description “=
of programming techniques, full
listings of all programs, and articles to
develop your own program-writing skills.
“Excellent” A.R. West, Surrey. "First-time loading,
user-friendly, superb documemanon J.E. Mann, Leeds.

Based closely on Visicalc, the world's
best-selling program,

THE SPR ADSHEET turns your 48K
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

Wh-ther you want to update mailing
lists, manage customer accounts, or
swnply 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 p-owerful and prachcal
than Sinclair's VU-FILE and all other "competitors™.

The -:mly full faature professlonaliy-
written word processor for 48K
Spectrums. Use it to produce memos,
letters, reports
— THE WORD PROCESSOR has
the features you need, including

N

flexible editing, jusnflcatmn
centering, and automatic “word
wrap”. impllcﬁty itself to use,

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 l¥|c:L.|r 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.

2

3

38 Burleigh Street, Cambridge CB1 1BR.

(0223) 312453

THE WORD PROCESSOR uses
the same “what you see is what
you get” principle as word
processors costing hundreds of
pounds more. 30,000 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 SP8
38 Burleigh Street, Cambridge CB1 1BR

Please send me copy/copies of USE AND LEARN '-‘

Please send me. .copy/copies of THE DATABASE & *#

Please send me. .copy/copies of THE SPREADSHEET ﬁ.

Please send me copy/copies of THE WORD PROCESSOR

| enclose cheque/P.O. for..............(£9.95 + 50p p+p — £10.45 total each)

Or | wish to pay by Acces Earclaycard Visa

Card Number .. o

Please print name and address

Name..
Address..

Credit Card
holder’s signature ..




——

Reach an estimated readership of over 200,000 users
per month for as little as £2.00*,

Or if you are starting your own small business advertise in the supermart SPECTRUM — ZX-81
for anly £10.00. Owerheating? Moisy? Keyboard Hot?

Problem salved with the PLR. Adapior.
Mo soldering, Mo dismantling, just plug
in place. Please staie model.

E8.95. Cheques/P.0. 10

Yes all you have to do is fill in the coupon below including your name,
address and/or telephone number and send to: Supermart, Sinclair User,
ECC Publications, 30-31 Islington Green, London N1 BBJ.

Maximum 30 words. . R. Electronics
14 Bretby Close, Doncaster,

S Yorks DN4 6EL.

Your advert will appear in the earliest possible edition.

CHILDREN'S EDUCATIONAL SOFTWARE
The MICRO MASTER Serics for 7-13 years (any Spectrami
Research, Desigred and Tested by teachers with just one aim Teacking, Easy 1o e —jest RUN.

BT oo i e s e e e e e e e S THE FOUR RULES OF MUMBER. (A package of 5 prog
This packape f RAT n ability at increasingly difficull levels. 18 & very
L e e T B P T BT T A e T P P e e A A (P EFFECTIVE as cany be seen by comsuling Ehe enclosed i tables for assessments of pupils perfatemanee (given

his agell.
LANGUAGE DEVELOPMENT SERIES, (10 programmes on cach cassettel
To develop Vocabulary, Spelling. Comcept Attainmen:, Ve

L o A e A Tt Sl

al Reasoning aes] Knowledge of the English language

Have you included the fes of £2.00 or £10.007

A complete series tailored to each age proup. Used for remediation and, as the highest kevels, for Comanon Estrance
e

*for second hand sales only The Four Bules Package 211,70
Language Development Cassetive 7.0 (Sase pupils age

1 of exch £14.50

Chegues to MICRD MASTER, Dept 5P, 94 Alredale Averue, Chiswick, London W4 23N, For further details
phene: D K, W. Glassan. 01-747 1373
EXPERIENCED SINCLAIR/COMMOUDORE PROGREAMMERS REQUIRED IN WEST LONDON

BARGAIN-HUNTERS
READ THIS!

Whatever your model of Sinclair computer—you can get
HOURS of fun, intellectual satisfaction and education for just
895p per month!

A bargain?

That’s Sinclair Programs magazine—the fat, glossy
magazine that's PACKED with original, tested programs for
you 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, ZX8Bls and Spectrums. But make sure you don't
have to hunt TOO far for your bargains—Sinclair

Programs always sells out quickly, so order = n, WO el
yours TODAY from your newsagent, or fill - ...-E{“qu“ )
in the form below and we will send _ — 5" :}0'31 rice EARE X
it direct to you, —— ;’mmﬁe : ues P —
every month — ""ﬁﬁcﬂuon s (12 %" e —

3 o G?ﬂ : wngram C,ajﬁ- na fﬂ

— To- BV ir :
e ..-*w_aﬂ_ j s.mcla C‘Kedﬂ cal ﬂaﬂ‘e ’__Fﬂ.--frr =
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The Galaxys FIRST
ever computer comic!

Zooming into touchdown at WH Smiths, John Menzies and other good newsagents now
and every fortnight. .. only 40p.

Order your copy TODAY!

Bursting with great new comic strips. .. exciting stories. .. astounding facts.. ..
big prizes ... competitions. .. fascinating quizzes . .. star personalities.
And that's just the start of Britain’s newest, brightest, most fun-packed comic ever!

LOAD RUNNER

It's the only comic for the age of the computer -
it puts thegestback with the dinosaurs!

AVAILABLE NOW -

and every fortnight . . .order your copy TODAY.




RS.S.THE FUTURE MAKERS
FANTASIES FOR ZX81 AND SPECTRUM

M CODER LIGHT CYCLE KRAZY KONG
In any other time or galaxy,the  Quite simply the most flexible All the speed and excitement All machine code version of the
dust ball world called TAl would  integer compiler available today u could want, very addictive.  popular arcade game.
have been quite unimportant. for either the 16K ZX8]1 or the Egce and block the computer or  This program has all the features
TIMES CHANGE...Nowitisthe  SpectrumlbK /48K . another player. of the original and is every bit
lost remaining out-post between  7X8] 16K 795 SPECTRUM 16K 48K 495 s fost
the advancing Imperial Fleet SPECTRUM 48K 895 3 different screens make it
and the main planets of the difficult fo beat.
Dorfian System. Unless the TX81 16K 3-95

Imperial Forces can be held off
untill the Republican battle

fleet arrives, an entire civilization
will be betrayed....You have
been chosen to defend TAL The

Galactic future depends on you.

ZX8116K

HOPPER

Can you help Fergy and his
 friends get across the 4 lane
' hlgh&vg}‘ and back fo the lilly
on

4-95

MAZE DEATH RACE

Drive through a giant maze,
'?Kr;mes the size of the screen
picking up peints as you go -
but watch out for other cars
gacks I:;ul andhﬂme

uperb machine code,gcma
Highly recomended

; sem CHEQUE OR P.O.
TD PS = 4-52 STONEY STANTON RD.COVENTRY CVé 5DG.

FOR INSTANT CREDIT CARD SALES TEL(0203)667556
TRADE ENQUIRIES comncr JOHN FLETCHER cowmm'(nms) 667556




