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.,.‘3“‘ IT'S THE
WOOLUF!

\VAGRY/SITAI!

Written by: Martin Buller

From the creators of ‘Halls of the Things! ‘Invasion of the body snatchas!
and many other software classics come these exciting new games.
Games to tax your judgement ond puzzle and frusirate you for months on end.
Don't forget our other titles, which hcwe attracted enthusiostic reviews like

“Spectacular, one of the best games I've seen”’

"Excellent, dangerously addictive, ccm?d change IheSpecirum games scene overnight” ..

' RELEASES
FROH CRYS'I'A

‘ |1

TUBE WAY
ARMY

Written by: Rainbow Software

. POPULAR COMPUTING WEEKLY and
.SINCLAIR USER.

HALLS QF 'IHE
THINGS
Whritten by: Neil Mottershead,
Simon Brattel and

Martin Horsley

INVASION OF THE
BODY SNATCHAS
Written by: Simon Brattel

and Neil Mottershead

Selected titles avoilable from:=

G T e

other large depariment stores and all good major
software retailers. Alternatively, send the coupon to:-

@@m@mm

CRYSTAL COMPUTING, 2 ASHTON WAY,

EAST HERRINGTON, SUNDERLAND SR3 3RX.

TRADE ENQUIRIES WELCOME:— Tel: 061-205 6603,
CRYSTAL COMPUTING 1S THE?RAD!NG NAME OF CHANDREX LTD.

he name

Written by:
ahom Stafford

THE DUNGEON
MASTER
Written by: Martin Horsley  Written by: Greham Stafford

REVENGE

PROGRAMMERS ! WRITTEN ANY SOFTWARE THAT COMES UP
TO OUR STANDARDS# |F SO SEND IT TO US FOR EVALUATION.
WE OFFER GENERQUS ROYALTIES,

Please supply: INVASION OF THE BODY SNATCHAS ] £6.50
HALLS OF THE THINGS [ | £7.50 THE DUNGEON MASTER[ | £7.50

IT’S THEWOOLUF []£6.50  ROMMELS REVENGE( | £6.50
| TUBE WAY ARMY ] £7.50 ZEUS64[] £9.95
CATALOGUE OF LATEST SOFTWARE ]
I NAME
ADDRESS

lienelose cheus) p:o or s i e v o o
P & Pincluded. Overseas orders, please add £1.50 per item.
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ZX-81
18 AZTEC TOMB
24 PERIODIC TABLE

9 SOFT FOCUS 25 PIRANHA
39 FEED THE FISH

16 PROGRAM TUTOR 46 MATCHES
47 SWAG
48 JUNGLE OF DEATH
ERRORS AND 49 DEPTH CHARGE
MISHAPS 50 APPLE JACK
51 CALENDAR

VALLEY OF DEAT
BEGINNERS® | ., »

OBSTACLE COURSE
SECTION SPECTRUM
SPECTRUM

22 MYSTERY MAZE
11 ADDRESSER

LET FERS

55 COURSE GUIDE

27 DIFFERENTIATION
REVOLVING

TETRAHEDRON

12 MULTI-COLOURED
PYRAMID

PROGRAM OF
THE MONTH  »

I:
b3
b4
B o 30 ANT RAID_ &

F%%Lﬂgggﬁ 33 CENTIPEDE RUN
34 RESCUE
ZX-81 36 RACE TRACK

13 RECKLESS RUSSIAN 37 YES AND NO

ROULETTE 40 MORSE CODE
ALPHABET GAME 41 SQUARE GAME

15 SUPA SNAIL 43 SPIDER
Beginner Tutor 52 AIR DROP

Instructions for graphics characters are printed in lower-case lerters in our listings. They are enclosed by
brackets and separated by colons to distinguish them and the brackets and colons should not be entered.

Inverse characters are represented by the letter “i*" and graphics characters by “g”. Thus an inverse
W would be represented by “iw™, a graphics W by “gw”, and an inverse graphics W by HEw.

Spaces are represented by “sp”’ and inverse spaces by “isp”. Whenever any character is to be used
more than once, the number of times it is to be used is shown before it, together with a multiplication
sign. Thus “6*isp” means six inverse spaces and “(g4:4*i4:g3)"" would be entered as a graphic four,
followed by an inverse four repeated four times, followed by a graphics three.

Where whole words are to be written in inverse letters they appear in the listings as lower-case letters.
Letters to be entered in graphics mode on the Spectrum are underlined.

Inverse characters may be entered on the ZX-81 by changing to graphics mode and then typing the
appropriate characters and on the Spectrum by changing to inverse video and typing the ::'prprof;ria'[c
letters. Graphics characters may be entered on the ZX-81 by changing to graphics mode and then
pressing symbol shift while the appropriate characters are entered. On the Spectrum graphics characters
may be obtained by changing to graphics mode and then pressing the appropriate character. User-
defined graphics will appear as normal letters until the program has been RUN.




TASWORD Two THE WORD PROCESSOR

64 CHARACTERS PER LINE ON THE SCREEN AND TO PRINTERS!
MICRODRIVE COMPATIBLE — instructions supplied

“The number of on-screen prompts, together with the
excellent manual, make it ideal - even for an absolute
beginner.”

PERSONAL COMPUTER WORLD Septermnber 1983

“What makes a word processor mare or less versatile is its
conirol features. Tasword Two offers an impressive selection
and the tuler program succeeds in demonstrating them
admirably.”

ELECTRONICS AND COMPUTING Novembar 1983

“Tasword is showing a degree of sophistication that business
computers took many years to develop.”
WHAT MICRO * October 1983

TASWORD TWO The Word Processor*

Your Spectrum becomes a professional word processor
with TASWORD TWO. TASWORD TWO gives you an amazing
64 characters per line on your screen. This is ideal for standard
Ad paper and TASWORD TWO prints your text just as it
appears on your screen.

Tasword Two drives the following interfaces:

Cobra RS§232 I'0 Port Kempstan Interface
Euroelectronics Interface Morex Interface
Hilderbay Interface Tasman Interface
Sinclair ZX Interface 1 ADS Interface
The same program drives these interfaces. A short easy to fol-
low set of instructions takes you through setting up your Tas-
word Two to drive the interface you have or choose to buy.
Tasword Two also drives the ZX printer.

Tasword Two is readily adapted for the microdrives to give
super-fast saving and loading of both pregram and text. The
microdrive instructions are supplied with the Tasword Two
manual.

£1390 fully inclusive mail order price.

TASWORD TWO TUTOR

TASWORD TWO comes complete with a manual and a
cassette. The cassette contains your TASWORD TWOQO and
TASWORD TWO TUTOR. This teaches you word processing
using TASWORD TWO. Whether you have serious applications
or simply want to learn about word processing, TASWORD
TWO and TASWORD TWQO TUTOR make it easy and enjoyable.

TASWORD TWO £2 Demonstration Cassette

See for yourself the powerful features of TASWORD TWO.
Send just £2 for the Tasword Two demonstration cassette. A
voucher is included which gives you E1 off the price of
TASWORD TWO.

All prices include VAT and post and packaging
* Available from larger branches of Boots

For further information on all these products send an s.a.e.
with “Tasman Brochure” written on the flap.

Send cheque/'P.0. or Access number with order
Telephone Access orders: Leeds {0532) 438307

TASWIDE — 64 characters per line!

A machine code utility program, TASWIDE doubles the
information that your own programs can display. Make a
simple change to your print statements and your output
appears on the screen at 64 characters per line instead of the
normal 32. Both print sizes can be mixed on the screen. 16K
and 48K versions supplied on the same cassette.

£5-50 fully inclusive mail order price

TASMATH 1

Mathematics education. Three programs on one cassette:
TASIMEQ — simultaneous equations
TASQUAD — quadratic equations
TAS-TRIG - trigonometry of right angled triangles.
Available for the 16K and 48K Spectrum and for the BBC
model B,

£5.95 fully inclusive mail order price

TASPRINT

A must for dot matrix printer owners! Print your program
output and listings in a choice of five impressive print styles.
Drives all the printer interfaces listed under Tasword Two and
all dot matrix printers with bit image graphics capabilities.
You can also use TASPRINT to print Tasword Two text files.
TASPRINT gives your output originality and style! Send s.a.e.
for brochure which includes TASPRINT output.

£9.90 fully inclusive mail order price

TASMAN PARALLEL PRINTER INTERFACE

Plug into your Spectrum and drive any printer fitted with the
Centronics standard parallel interface. Supplied complete
with ribbon cable and driving software. The cassette includes
LLIST, LPRINT, and text screen copy software for all
centronics printers. The user changeable interface software
makes it easy to send control codes to your printer using the
method so successfully pioneered with Tasword Two. The
cassette also contains fast machine code high resolution
screen copy software for Epson, Star, Seikosha, Shinwa, and
Tandy Colour Graphic (in colour!) printers. Send s.a.e. for
brochure which includes sample print-outs and a full list of
printers supported by screen software. Compatible with
microdrives/ZX Interface 1.

E45 fully inclusive mail order price

TASMAN RS232 PRINTER INTERFACE

Specification and software as above but drives printers
fitted with the RS232 standard interface. A low cost route to
printing — especially suitable for use with the Tandy Calour
Graphic printer and the Brother portable typewriter/printers.
Supplied complete with cable — please specify whether 4 pin
DIN or 25 way D plug required.

£38 fully inclusive mail order price

TASMAN SOFTWARE

Dept. 5P

17 HARTLEY CRESCENT LEEDS LS62LL
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AGFPROGRAMMABLE INTERFACE

Recognised as the only true Hardware
Programmed joystick interface this product
offers all the features associated with such a
design,

Spectrum

ADGF

PROGRAMMABLE
JOYSTICK
INTERFACE

Ny &,
“?q;%b
for '@4@

or ZX81

PACKAGE CONTENTS SUPPLIED

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

e Self adhesive programming chart detailing

You can use gny Atari-compatible joystick
controller with ﬂni software for your Sinc-
lair Spectrum or ZX81, not just those with a
joystick option.

Movement of the joystick is recognised by
the computer exactly the same as pressing
the appropriate control keys, and can there-
fore give the most immediate response to
that movement. The hardware programmed
desiﬁn works with all possible key-reading
methods, both BASIC and Machine Code,

Eight directional movement, with or with-
out the fire button being pressed, can be
achieved by only dprugramming the left,
right, up, down and fire keys required by
the game,

Programming is achieved by a two-digit code,
which is looked up on the Programming
Chart supplied, for each direction and firing
button. These two numbers are then sel-
ected on a pair of leads which are clipped
onto appropriately numbered strips on the
interface.

Once configured this can be marked onto a
Quick Reference Programming Card for

how to define which key is simulated by
UP, DOWN, LEFT, RIGHT, and FIRE.

® One pack of ten Quick Reference Pro-
gramming Cards for at-a-glance setting
to your games requirements.

I arra—

® 12 months guarantee and full written
instructions.

storing with the game. As the programming / \

is not power dependent the interface can be LA A1
immediately used when next switched on. s ]

The keyboard remains fully functional and  KEY FEATURES DMLY i 'j /

can be used simultaneously with the joy- - 2 i f

stick, * Programmable design gives TOTAL soft- = | |

An integral rear expansion connector means Wa suppoﬂ._ 230 . 16-55 w"-j \ —_
there is no need to remove the interface to  * Accepis Afari, Competition Pro, Wice, T e | 7
connect other peripherals, Starfighter, Quick Shot, Le Stick etc. +E1PEaPR ‘_D /
NB. A recent design improvement mow * Rear extension connector for all other Ey ._,-"

add-ons.
Free demo program and instructions.

means that the AGF Programmable Interface
works with the new Quickshot II rapid *
“Auto Fire'" feature.

Quickshot ll. JoysTick /,.,

NEW IMPROVED GRIP : BUILT-IN STABILIZING SUCTION CUPS / e
TRIGGER FIRE BUTTON : RAPID AUTO FIRE SWITCH : TOP FIRE-BUTTON

FROM: MR/MRS/MISS
ADDRESS
SEND C.W.0. (NO STAMP NEEDED) TO: A.G.F. HARDWARE, DEPT.SP
FREEPOST, BOGNOR REGIS, WEST SUSSEX, PO22 9BR.
aTry ITEM ITEM PRICE TOTAL
PROGRAMMAEBLE INTERFACE 27.95
JOYSTICK(S) 17.95
PACK(S) QUICK REFERENCE CARDS 1.00
Zx810 ZX SPECTRUM [ Please tick FINAL TOTAL
DEALER ENQUIRIES WELCOME EXPORT PRICES ON APPLICATION
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Upgrade your
16K
ZX SPECTRUM

Now!

The CHEETAH 32K RAMPACK simply plugs into the user port at the rear of
your computer and increases the memory instantly to 48K.

Fully compatible with all accessories via rear edge connector
No need to open computer and invalidate guarantee

Why send your computer away and wait weeks for upgrade
Fully cased tested and guaranteed.

Why wait any longer?

Only £39.95 including VAT and P&P.

* % % 3

Now make your
Spectrum and ZX-81 Talk

The Cheetah “"SWEET TALKER" just plugs into the back of the computer using the existing power supply. Based on an
allophone system you can easily program any word sentence or phrase. Fully cased, tested guaranteed and compatible
with all accessories via rear edge connector. Complete with demonstration cassette and full instructions. No more lonely
nights! Simply incredible at £29.75 (Please quote when ordering whether Spectrum or ZX81 owner)

16K RAM Pack for ZX-81 £19.75
64K RAM Pack for ZX-81 E44.75

Prices include VAT, postage & packing. Delivery normally 14 days. Export orders at no extra cost. Dealer enguiries
welcome, Send cheque/PO now to:

CHEETAH MARKETING LTD

Dept SP4

24 Ray Street

London EC1 R3 DJ

Tel: 01-278 6954

Cheetah products also available from

branches of r WH SWTH and RUMBELOWS

] SINCLAIR PROGRAMS April 1984
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Ideas, opinions and advice

I BOUGHT my ZX-81 in
1982. At the time I knew
little about computing and 1
rooted around for a suitable
magazine to help me with my
problem. I found it — Sinclair
User. Later 1 discovered Sin-
clair Programs, a magazine
full with 40 programs for use
on Sinclair computers. 1
rushed home, took £1 from
my brother’s savings, and
bought the magazine. I was
disappointed to find only a
few 1K programs. I knew I
could buy an extension for
my ZX-81, so I decided to
buy the magazine until I got a
RAM pack.

Now we flip forward in
time to about August/Sep-
tember, 1983. I had just
bought a RAM pack for my
ZX-8l. So far, so good until,
to my dismay, I found that
the Sinclair Programs had
been reduced to 30 programs.
I was horrified and distressed
to see that about 20 programs
were for the Spectrum. I
think I would speak for many
by saying bring back 40.

L Godley,
Blackburn.

Fair shares

WHEN my Sinclair Pro-
grams arrives each month the
first thing I do is open it at
the first page and look for
Program of the Month. In
January 1 was very dis-
appointed. I own a Spectrum
and Program of the Month
was for the ZX-81.

Why don’t you have a Pro-
gram of the Month for both
computers? Also I expect all
your readers get very frus-
trated flicking through the
magazine trying to find pro-
grams for their computers.
Why do you not put all the
ZX-81 programs first and the
Spectrum  programs  after
them?

A M Samler
Didcot, Oxon.
® Program of the Month is

SINCLAIR PROGRAMS April 1984

considered to be the best pro-
gram received by our reviewer
in one month. As such, it can
be for any Sinclair machine.
Whichever machine it is for, we
aleways try to include 15 ZX-81
and 15 Spectrum programs in
the magazine.

Randomized

screech

I DECIDED to experiment
with the striped borders tech-
nique and produced a wide
variety of  two-coloured
striped borders. Each one
listed is disabled by pressing
BREAK. They are called-out
of the ROM by typing RAN-
DOMIZE USR x, where x is
one of the numbers listed:
x colours
1289 = blue/white
1333= cyan/blue
1334 = yellow/blue
1290= red/blue
1292= green/blue
1288= black/blue
The following three also
make a striped border but
they are chunky and are exit-
ed by pressing BREAK only
after two or three seconds,
when the border goes into
fast stripes:
x colours
1244= magenta/green
1245= bluel/yellow
1243 = red/cyan
M Hargreaves,
Bradford.

Zuckman

RECENTLY I sent for a
tape called Zuckman which
was advertised in Stnclair
Programs. When I received it,
it took five minutes to load.
The tape has plenty of
instructions which were easi-
ly understandable; then I ran
the program. It was easily the
best game I have. When you
reach your highest score it is
entered into the Zuckman
hall of fame — the game is

very similar to Pac-man. One
problem is that when you
reach 7,000 points your score
goes to 0 and it does not go
on your hall of fame.
My record is 11,370 on a
ZX-81 16K.
Andrew Lamb, aged 11,
Edgbaston,
Birmingham.

So much

I WOULD recommend Sin-
clair Programs to anybody
who owns either a Spectrum
or ZX-81. It is always
crammed with really good
programs and reviews. I had
a ZX-81 for Christmas and
with cassette software not be-
ing exactly cheap, I buy Sin-
clatr Programs every issue, so
that I can type-in your pro-
grams and save them on to
cassetrte.

Many of my friends own a
Sinclair computer and when [
buy my magazine everybody
wants to borrow it. I do not
like that because if I lend it [
never see it for weeks. If any
other magazine could offer so
much for less than £1 [ would
certainly buy it.

The magazine is very well
put together and easy to un-
derstand. It has an index and
an explanation of how to
type-in graphics notes. It al-
ways has glossy pages with
interesting programs and ad-
vertisements. I usually look
for good software at reason-
able prices.

On the whole I would say
Sinclair Programs is one of
the best computer magazines.

Charlie Wood,
Stockport,
Cheshire.

Old problem

N THE January/February,
1983 issue you featured an
extensive program called
Frogger. 1 have tried very
hard to make it run on my
16K Spectrum but nothing

happens. Line 1140 is the
problem, I think; OUT OF
MEMORY 1140 is a regular
happening, Is there an error?
J A Green,

Breaston, Derbyshire.

® Since publication of this
Frogger program more than a
Year ago we have received a
continious Sstream of queries
about it from readers who
bought the January/February,
but not the March/April issue.
Corrections are: First, replace
PRINT VALS$ Q8 in lines 50,
130, 160, 305 and 400 with
GOSUB 15. Next, delete lines
1120 to 1160 inclusive. Fi-
nally, enter 15 FOR I=1 TO
6: PRINT AT Y{I).0;P3
(LX) TO ); P§ (I, TO
X(1)-1): NEXTI: RETURN.

Translation

HAVING HAD a ZX-81 for
nearly two years, like others
caught by the computer bug I
am moving to the Spectrum.
I find one big disadvantage in
the fact that I have to re-type
all the 50-odd ZX-81 tapes all
over again and I feel sure that
this fact alone prevents many
people changing to the Spec-
trum.

Surely a firm like Sinclair,
with three computers on the
market, and a fourth
launched, could find some
method where a new model
could receive the tapes of the
preceding model. All I hear is
talk of different commands
and speed. With their knowl-
edge they should be able to
overcome that type of prob-
lem.

I have a thing called a slow
loader which has been a waste
of money. Even programs
with the same commands on
the ZX-81 and Spectrum will
not load. My friend who is a
computer programmer can-
not get it to work so I have a
long boring time ahead.

F E W Jugg
Cambridge.



COmplete your computer

it o

@ Fully adjustable sound amplification
® ON-OFF re-set switch

@® LOAD/SAVE switch

@ Angled stand

@ Does not take up any extra space
® All wires included @ Saves wear
and tear on connections @ Gives
distinct click with each key
depression ® Amplifies
all sound on program
and on cassette

® Does not need
batteries

@ Does niot interfere
with inside of J

Spectrum or any other

add-ons @ No soldering

required, simply plugs in

REF SPBI£19.90

Standard Power Base without sound
SPECTRUM REF PBSIE13.50 J
ZX81 REF PBZXI £13.00

For the above with cool-it units included please add £5

KELwaor

BACKPACKS

. || COOL-IT UNIT %"

c:-
Takes the heat out (™2 /<, ca-c, -C:,;.
of your computer. E-ﬁ . e ong
Letsyour Spectrumer g
ZX81 run much cooler. - =4 =

e
| 5

Separate Cool-it Unit

Z¥B1 Ref ZXC £11.65 Spectrum Rel SC i.‘1 1 E-f-

Cool-it units built info other Kelwood add-its

Power Base (Spectrum) Ref PBSIC £18.55® Power
Base (ZX81)Ref PBZXIC £18.058S0mind Power Base
(Spectrurn only) Ref SPBIC £25.00@ Back Pack 1 Ref
BP1C £32.55@ Back Pack 2 Raf BP2C £24.55e Back
Pack 3 Ref BP3C £26.55 @ Back Pack 4 Ref BP4C
£18.60® Back Pack 5 Ref BP5C £26.90» Back Pack 6
Rei BPSC £18.90 ® Wearsaver (Spectrum) Rel WSSC
£18.00 @ Wearsaver (ZX81) Raf Wmc £15.80

o

‘H_..-’

Six versions of this indispensable unit complete your
computer. All have SAVE/LOAD and ON/OFF switching
anda housing for the transtormer. Compatible with
interface one. idaal for use with cased keyboards

Rel BP1 - Fully variable sound amp — 3 x 13 amp sockets,
switch and neon indicator - cable and plug £27.50
Ref. BP2 - as BP1 but no sockals, cable and plugs. Has
room to fix your own '‘Duraplug’ sockets - £19.50
Rel. BP3 - as BP1 but no sound - E21.50

KELWOOD SOUND POWER BASE
has all the ‘basic bits’ that Sinclair left off.

é

add-its for Smclalraddlcts

MICROSTATION

L The compact way to work @ Room
1 for all essential paripherals @ Ideal
(7= for use in restricted

y = computer elc to be moved
Fiaf. MS £7. 50 around with the minimum of effort

KELWOOD .« WIRELESS

WORKSTATION

® Mains OM/OFF switch ® 3x13 amp sockets
inside @ Supreme quality @ All wires stow away
@ Camying handke @ Easily stored @ Sturdity

Ral. BP4 - as BP1 but no sound or sockets ... £13.05 EA-R 4 b:lmmmmu:dsmb
e e o, [ WIEIAES o on luge and ot micoR ncusing Sl and
Ret. BPS as BPS but no cable or sockels ......... £12.85 8 @ Switching for SP-;EJ;} 1i‘ugs H O hyeaulmomicrs
imply ol
WOBBLE STOPPER and © volts ON/OFF. @ S et
S35 ZXB/ RAM-Rick WABELE gpectrum Ref E ’ ® | ogs Rel LCW £11.00
Flal: Ref SW £5.25. Tiled: Ref STW £6.25 . 7%81 Ref WSZX £9.7 /
Extra long for panfer — Flat: Rel LW £5.75. Tlled: Rel LTW £5.75 £ [
T G A A (AR N 4 PR OB O ____.ﬂ_------- R T A G A R G
Name. CREDIT CARD QUANTITY REF AMOUNT
HOTLINE TEL:

Add
& (0709) 63242

= e heitpn, | ERSMEEESERE | o |

rclaycard No Workstations plus £3 P&P Mé’ All prices

KELWOOD COMPUTER CASES Downs Row, Moorgate, Rotherham

WM—""‘"C’”"E VAT
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Softfocus

Well-worn themes re-appear

HE TREND in software pro-

I duction appears to be to take

stock, build on successful ideas
and await new developments. New
games tend to be new wvariations on
well-worn themes rather than startling-
ly original concepts. The number of
games based on the premise that all
computer owners love shooting as many
things as possible is decreasing and
giving way to games which need
thought and strategy as well as fast
reactions.

Unfortunately for ZX-81 owners, al-
though their computer has remained
consistently among the top five best-
selling computers, new software for the
ZX-81 is almost non-existent and W H
Smith is not intending to accept any
new ZX-81 software for sale in its
shops. Due to the shortage of new
software, no ZX-81 programs have been
received for review this month.

THE SNOWMAN

The Snowman — Quicksilva, 48K
Spectrum — is based loosely on the
book of the same name by Raymond
Briggs. The aim is to collect snow and
build a snowman. The wandering
flames must be avoided, as they melt
your snow and turn it to water.

Falling off the ice structure of path-
ways and ladders will result in the
player being sent back to bed, as will
running out of energy. On the higher
levels, sleep monsters must also be
avoided or confronted with alarm
clocks. The Snowman combines the
best of many games already on the
market and should become a best-seller.

The latest sequel to Pimania, Pi-Eyed
and other Automata productions is Pi-
Balled — 48K Spectrum. Once again
the Pi-man is the hero of the game, this
time accompanied by two bouncing
balls and Sid the Snake.

It is a fairly straightforward arcade
game. The mystical pyramid of Pi must
be changed in colour by jumping from
square to square. Sid the Snake must be
avoided, as must the bouncing balls,
which can also change the colour of the
pyramid but not necessarily in a way
which is helpful.

Pi-balled has lively graphics; the
bouncing balls and spinning discs are
particularly convincing and the degree
of difficulty is well-judged to suit begin-

SINCLAIR PROGRAMS Apni! 1584

ners and experienced players. Shades of
Manic Miner are apparent in Loony
Zoo — Phipps Associates, 48K Spec-
trum. The storyline is that, while sur-
veying another planet, you have been
captured by its vastly superior inhabi-
tants and placed in one of their zoos,
together with various other alien speci-
mens.

It is possible to escape by jumping
from ledge to ledge to reach the door
pressure-pad at the top of the screen.
Needless to say, you escape only into
other cages from which it is more diffi-
cult to escape. Despite its simple graph-
ics and slow pace, Loony Zoo is a
difficult and addictive game.

Killer Knight — Phipps Associates,
48K Spectrum — thinly disguises a

Kong-type game with medieval trap-
pings. The player must climb from
platform to platform, using ladders and
avoiding rolling objects. Beginners will
find it difficult to progress very far,
while experienced players will scon rea-
lise that a high score can be obtained
simply by running back and forth along
the bottom level.

MONKEY BIZNESS

In a very similar vein is Monkey
Bizness — Artic, 48K Spectrum. The
monkey mentioned in the title is King
Kong and the object is to rush up the
scaffolding, dodging or destroying the
barrels which Kong rolls at you, to
rescue the woman at the top of the
scaffolding.

Monkey Bizness is an amusing and
colourful game, although many Spec-

trum owners will find they already pos-
sess similar games.

Like Donkey Kong, Pac-man is a
game which spawned a multitude of
imitations. Dinky Digger — Postern,
48K Spectrum — has a distinctly Pac-
man-like air to it. The object is to clear
the screen of cherries and grab the cake
in the middle, while avoiding the mon-
sters which are trying to eat you.

One monster is followed quickly by
another and the game is so difficult that
it should be attempted only by the
experienced or wvery nimble-fingered
user.

JD Star Wars — Addon Electronics,
48K Spectrum — is one of the less
worthwhile pieces of software on the
market. The graphics are lifeless and
confusing, the three-dimensional effect
is jumbled, and the number of keys to
be used complicates the game still fur-
ther.

THE GUARDIAN

The Guardian — PSS, 48K Spec-
trum — is the first version of the arcade
game The Tempest to appear for the
Spectrum. The site is a spaceship on the
edge of a vortex to another universe.
Aliens appear through the doorway and
must be destroyed by the use of laser
bolt gun or star smasher weapons. The
game has had to be simplified for micro-
computer use but it is easy and fun to
play.

CCS has begun its Games for Girls
series with three games for the 48K
Spectrum. Hicksted, a simulation of a
show jumping event; Diamond Quest,
which is a straightforward adventure;
and Jungle Maze, in which prizes are
won with a Mastermind-style guessing
game which is fun, although unoriginal.
Apart from a tenuous link with show
jumping in one game and a heroine
rather than a hero in another, it is
difficult to see in what way CCS has
changed its strategy to aim it at females
rather than males.

Computers are bound to affect every-
one’s future in some way, so encourag-
ing more people to use and understand
them is a worthwhile project.

To attempt to increase a software
company’s market vastly by selling to
women is unlikely to succeed unless the
software marker is changed substantial-
ly.
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& |enclosechequefor® _ for ___ copies of The Best of Sinclair Programs '84.
¢' Make cheques payable fo ECC Publications. &
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&
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I
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. CASSETTE - 50 but they include ORDER NOW £ madle gayable to
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Bla s B R TR
. will provide many hours of -. - X " BBL e ORAGON ATARI APPLE
o entertainment for all the family at I Post Code
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computer !;m‘r - o .I i | Eottey, - North Yorkshire, HG1 58G. England.
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Name

."‘; Cascade Games Ltd.,
Suite 4, 1-3 Haywra Crescent, Harrogate,
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24 PRINT "This Program Prints
out address labels on the Printe
raJduat follow the PromPts @
iven by the Profram, "

38 INPUT "AnY Key to continue"
JAE

40 CLS

188 INPUT "HAME OF PERSUN-FIRM
";A¥: ‘PRINT RS

11@ IMPUT "1st LINE OUF ADDRESS
";E9 PRINT B8

126 INPUT “Znd LIME OF ADDRESS
";C%' PRINT Ca

138 INPUT "3ra LIME OF ADDRESS

"y PRINT D®

148 INPUT "4th LINE OF ADDRESS
“";E®' PRINT Ea

158 INPUT "PUSTCUDE "iF#: PRINT
F&

168 PRINT AT 19.8;"Information
carrect T (YoM

178 INPUT G

168 IF GE="g" THEN GO TO 208
196 IF C®="n" THEN PRINT AT 19
,8;"0.K. TRY AGAIN.ANY KEY TO "’
"RESTART FROM BEGINNING"

195 PAUSE @: CLS ' GO TO 188
208 LET Z2=INT (32-LEW AS>~3

#ﬂﬂm} -
P\

mf'x:

218 LPRINT
228 LPRINT
238 LPRINT
248 LPRINT

TAB ZiA®

TAB 2+1.:B8%

TAB 2+2.Ca

TAEB 2+3:D%

250 LPRINT TRAE Z+4,E%

235 LPRINT TRAE Z+5)F%

268 FOR w=1 TO 5+ LPRINT : HEMT
¥
278 "Capy asain ¢¥Y~H> "R
%
2ra

INPUT

CLS

2688 IF R&="u" THEHN
298 IF RE="n" THEHW
LABEL CY~H) ";SHh
308 IF SE="y" THEH
318 IF S#="n" THEHW
9993 SAVE "add-ress”

G0 TU 2ea
INPUT "HEW

LU TO
STUP
LINE &

188

DDRESSER is for use with the
Spectrum and printer. Type-in a
name, address and postcode, and
they will be printed-out separately as
many times as you wish.

Written by Dennis Green of Bourne-
mouth, Dorset.

ADDRESSER

9 CLS ' PRINT FLASH 1,"8TOP
THE TRPE"' PRAUSE B

18 BORDER &' PAPER 1@ INK 7' C
LEAR 32199: LET P=32200

28 FOR X=@ TO Z%F1 STEP .2

3@ LET A= (GIN X)1%58)+140

48 LET B=({CUS ¥I¥25 ¥+58

98 LET Ce=(SIN (M+(Z¥P1l-3))¥5a>

68 LET D={CO8 (H+{2¥PI-3))%25)
78 LET E=(SIN (X+{4%PI-3)5%%50)
08 LET F=(COS (H+{4%PI-3))%25)

83 PUKE P.A' POKE P+1.B8' POKE
P+2.C' POKE P+3.D' POKE P+4.E' P
OKE P+5.F

J@ CLs

188 PLOT A.B' DRAW C-A.D-B' DRA
W E-C.F-D' DRAW R-E.B-F

112 DRAW 140-f,178~8' DRAW C-14
g;g—l?ﬂr PLOT E.F' DRAW 14B-E, 17

128 LET P=P+&

138 HEHWT #

288 FOR P=~3FZ@@ TO 32391 STEP &
2108 LET A=PEEK P' LET BE~PEEK (P
+1 3¢ LET C=PEEK (F+2): LET DwPEE
K (P+3): LET E=PEEK (P+4)' LET F
=PEEK (P+5)

228 PLOT R.B' DRAW C-A.0-B' DRA
W E-C,F=D' DRRW B=-E,B-F

230 DRAW 148-A,178-B: DRAW C-14
g.£—1?a- PLOT E.F' DRAW 148-E,17

248 CLS

250 MERWT P

268 GO TO Z@8
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REVOLVING TETRAHEDRON

N ONE revolution the corners
which make up the base of the
tetrahedron all lie on the same
ellipse. The computer compiles.a look-
up table containing the co-ordinates of
the cormers during one revolution.

Those values are poked into the memory
and once in position increase the speed
of execution.

Revolving Tetrahedron was written
for the Spectrum by Tim Gilpin of
Bishopsteignton, Devon,
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mouth, Hampshire submitted this

beginners’ program for the 16K
Spectrum. It could be inserted at the
beginning or end of another program
and draws. a multi-coloured triangle
which fluctuates with colour and plays a
tune.

STEVEN DAY, aged 12, of Ports-

4 UVER 1t BRILHY 1
2 BURDER @ PAPER 61 1NK 7' L
Ls
£ FOR e=-4@ TU S0 STEP 4: BLE
P .&2,2+18: BEEF .B2,8-5: MHEN] e
¥ FUR x=1.3 TU 48 STLPp &
8 FUR n=1 10U 128 STEP »
28 IMK INT «RHL¥T »+1
38 PLOUT n.n' DRAM 25%-Cn¥2),0
45 HEXT n
AT MEXT »' FUR e==48 TU S8 STE
I* 4+ BEEP .0Y,e+il' BEEP ,B2,e-%5
* HEXT e
48 FOR »=44 TU 1.5 STEP -2 FO
R n=128 TO 1 STEP =-»: INK LNT (R
HD¥T 341
43 PLOT ran: DRAMW 255-Cn¥2),0
S50 HEXT n
55 HEMT x
8 RUN

FTRAMID

18 PRINT "This Program shows a
11 the information about a
circle when You 1nPut the Radius
sDiameter orcircumference”

20 PRINT @ PRINT : FRINT "“InPu
t .1 radivs:2 Diameter o1
roumference "

Z8 1IHPUT =

31 IF e=] THEN LU TU 48

42 IF e=2 THEN GU TU 5@

33 IF e=3 THEMN OGO TO &8

48 CLS

4] INPUT "Radius “;r

42 LET d=r%2

43 LET c=d%P1

4% LU TO 78

S50 CLE

591 INPUT “"Diameter ";d

92 LET pw=d-sz

53 LET c=dtFP1

55 GO TOo 7@

&8 CLS
&1 INPUT “Circumference "jc
52 LET d=c/PI
&3 LET r=dr2
&5 GU TO 7o
78 CLS
88 PRINT "Circumference "ic
81 PRINT "Diameter ",;d -
2 PRINT "Radius ";p
B3 LET z=r%r
B4 LET a=Pl%=x
BE PRINT "Ares "ia
37 LET a=8
83 LET z=g@
B3 LET r=8
3@ LET d=g@
91 LET e=d
S92 PAUSE 4ed
168 CLS
161 GO TO 1

HIS IS a short program written

I for the 16K Spectrum by Mark
Osborne, aged 12, of Hove, Sus-

sex, who suggests that it is a good
program with which to tease your maths
teacher by having all your homework
correct. Input the relevant information
and the computer will give you the area,
radius, diameter and circumference of
the circle.
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s CL3
18 PRINT FUSSIAN ROULEBETE"
15 LET R=UAL "1
2@ PRINT
ID PRINT PLEASE INPUT HARRE
&d INPLT A
=@ PRINT A
a3 FRINT

TO LET HXaINT (FHND#5) +1
B0 FOR Fsi TO 1S

as NEXT M

|0 PRAUSE @
1238 PRINT “THE BARREL WITHOUT T
HE BULLET TR Hos

11@ PRINT "¥YOU CHOSE BARREL "R
128 IFf x=R THEN GOTO 200

12@ PRINT "YOU ARE DEAD"

140 PAUSE 4AEL

150 PuUN
S0 LET F=R+UgL 1%
10 PRINT “WELL DONE.YOU NOW AR
F ON ROUND ;R

220 PAUSE 484

299 GOTO 2a

RITTEN for the 1K ZX-81

by N ] Watkins of Penn,

Wolverhampton, Reckless
Russian Roulette is a game with a
difference. The gun has six barrels and
five of them are loaded. If you are
fortunate enough to pick the empty
barrel, you will go to the next round.

HE ALPHABET GAME is a
beginners’ program for the 1K
ZX-81 by John Gregory of Pres-
ton, Lancs. The letters of the alphabet
appear on the right-hand side of the
screen and are then mixed. A letter will

P g
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RUSSAN
ROUETTE

appear from the lefi-hand side and
when it is below the corresponding
letter you must press a key. If you do
not press at the proper time or miss the
letter, the game ends and you are told
how long you lasted.

CRTA T3y
[

i

/A
"l'l J.‘

_ ﬁj?ﬁ
A
1

/,a" /
l Jﬂiau f#.:

1 LET S=-1
10 FOR I=38 TO &3
11 PRINT AT 10,I-32;CHR¥ 1
12 NEXT 1
13 FOR I=1 TO J0O

14 LET X=INT (RND*2&)+&

15 LET Y=INT (RMD#2&)+4

16 PRINT AT 10,X;

17 LET P=PEEK (PEEK 1439B+25&%
FEEK 16399)

18 PRINT AT 10,Y;

1?7 LET B=PEEK (FEEK 14398+254%
PEEK 1&3599)

20 PRINT AT 10,X;CHR$ Q;AT 10,
¥;CHRS P

21 NEXT 1

24 LET S=8+1

25 LET V=INT (RND*25)+38

24 FOR B=0 TO 31

27 FRINT AT 11,5;CHR$ VAT 11,
G;CHR# ((V-V}=y)

28 IF INKEY#$<:>"" THEN GOTO 40

29"NEXT B

30 PRINT AT 0,03;"YOU LASTED "j
S;" GODES";A

40 PRINT AT 10,G;

42 IF PEEK (PEEK 1&439B+2544PEE
K 1&399)=V THEN GOTO 23

43 GOTO 30

BEGINNER




NEW! NEW! NEW!

SPECTRUM SOFTWARE
by COMPUSOUND

BLOCK BUSTER ..

BLOCE BUSTER will test your knowledge to the brink. The game starts off easy, but
as you pass the ‘commercial breaks’, BLOCK BUSTER gets harder and harder.

48k SPECTRUM. ONLY £5.95 + 50p post & packing.

CGMPUSOUND
EN

DEPT: 5P4 32-33 LANGLEY CLOSE. REDDITCH, WORCS B98 0ET
TELEPHONE: (0527) 21428 (21439 Answerphong)

Ovwerseas and Trade Enguiries

“"' Welcome
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Sure! More than 10 tasks
simultaneously and, in some
cases, up to 300 times faster!
That's what replacing the basic
ROM with the new FORTH does
forthe ZX81 — and more!

The brains behind the
breakthrough belong to Dawid
Husband, and he's building
Skywave Software on the strength
ofit. Already orders are flooding
inandit’s easy to see why.

The ZX81-FORTH ROM gives
you a totally new system. in
addition to multi-tasking and split
screen window capability, you
can also edit a program while
three or four others are executing,
schedule tasks to run from 50
times a second toonce a year, and
with a further modification switch
between FORTH and BASIC
whenever you like.
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The Zx81-FORTH ROM gives
you a narmal keyboard with a 64
character buffer and repeat, it
supportsthe 16k, 32k, 64k RAM
packs, it is fig-FORTH compatible
and it supports the ZX printer.

The price, too, is almost
unbelievable. Asa "fit it yourself
Eprom"”, complete with manual,
it's just £25+VAT.
Add £2 p&p UK (£5 Europe, £10
outside Europe) and send your
order to the address below.

—
—-'-'—'1—

Skywave

SOFTWARE

David Hushand
73 Curzon Road, Bournemouth,
BH1 4PW, ENGLAND
Tel: (0202) 302385
International 444 202 302385

KERNOW SOFTWARE SERVICES LTD

SOFTWARE LIBRARY
SPECTRUM

Low cost weekly hire of the best arcade games, adventures,

utilities, languages and business programs.

® Membership only £6.00 for 12 months.

® Program hiring from only 80p (plus p&p).

.I_:ree fully descriptive catalogue for members.

® New titles constantly being added.

® Purchase new programs at discount prices.

® Return of post service.

® All tapes despatched using first class post.

®'We have full permission and licences from the leading software
publishers, to whom rovalties are paid.

Compare these features with our competitors and you will see

why more Spectrum owners are joining the Kernow Software

Library. Join today by clipping the coupon below or send a S.AE.

for further details.

[YES, please send me my free catalogue and selection sheet. |
enclose my £6 cheque/Postal Order.

IANIES e s e
ADDRESS
r. T
KERNOW SOFTWARE LIBRARY
(DEPT. SP)

55 ELIOT DRIVE, ST GERMANS
SALTASH, CORNWALL PL12 SNL

THE KERNOW SOFTWARE
EXCHANGE CLUB

An exciting new concept for Spectrum owners. Simply send your
unwanted Spectrum tapes in exchange for a selection from our
ever-expanding availability list. Keep your exchange tapes for up
to 1 month and return for others or for vouchers to be used at a
future date.

® Membership only £6.00 for 12 months.

#® Each exchange only £1.20 (plus p&p)

® All tapes despatched using first class post.
® New titles constantly being added.

® Beturn of post service,

Join today by clipping the coupon below or send S.A.E. for further
details.

Yes, please enrol me as a member of the exchange club.
| enclose my £6 cheque/postal order.

Send to:

THE KERNOW SOFTWARE EXCHANGE CLUB

(DEPT. SP)
55 ELIOT DRIVE, ST GERMANS,
SALTASH, CORNWALL PL12 5NL

SPECIAL OFFER—JOIN BOTH SOFTWARE

LIBRARY & EXCHANGE CLUB—ONLY £10.00
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UPA SNAIL was written for the

1K ZX-81 by Robert Courtney of

Isleworth, Middlesex. You have
to protect the crops on your farm by
driving away the snail with your pea-
shooter. To do so you have to type-in
the row and column number of what
you regard as the position of the snail. A
hit will send the snail to another farm
and a miss will result in the loss of
CTOPS.

a LET 32=0

= FOP Mel TO 1@

i =

8 PRINT AT @,323; 'SCORE=";%
4@ LET A=INT (RMD#2a) +1
41 LET ®B=INT (RND#27]
42 FOR C=2 TQ B
dd PRINT AT A,C; " "
48 MNEXT C
Al PRINT AT @,0; “UHICH NUMBER
RO

=3 INPUT I

B2 PRINT AT @,8; "LHICH NUMBER
COLUMNT "

Ba INPUT ¥

=& BRINT AT Z,v; "a"
ieQo

ad IF Z<ym THEN GOTO W1

=@ PRAUSE

81 IF YiB4d THEN GOTO @1
&3 IF YeMm+l THEN GOTO 21
&% PRINT AT @,@; "HIT

B8 PAUSE 100
73 LET 3«5+l
a5 NEXT M
92 GOTD 120

FOR HN=B TO 25
PRINT AT M, M; " H"
HEXT N

NEXT ™M

128 PRINT AT @,29;%

VARIABLES used by the program: S,
your score; M, the number of attempts
you have to find the snail; A&E, the X/
Y position of the snail; X&Z, your
guesses at the position of the snail;
C&N, general loop counters.

Line 4 sets your initial score to zero.

Line 5 the start of the loop; the
program returns to this poeint at the end
of every attempt.

Line 9 prints the score at the top left
of the screen.

Line 40 and 41 pick a random posi-
tion for the snail, from | to 20 down,
and from 0 to 26 across the screen.

Lines 42-44 print the snail moving
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UPA SNAIL

| J/ I et

across the screen; note the space in front
of the snail—it prevents it leaving a
trail.

Lines 46-56 input your guesses and
print an * at the position.

Lines 60-62 find if you have missed
the snail, by checking your position
against that of the snail; if you have
done so, GOTO the miss routine.

Lines 65-85 print that you have hit
the snail, increase the score, and go back
to line 5 for another attempt.

Line 90. After 10 attempts, GOTO
the end of the program.

Lines 111-114 move the snail across
the screen.

Line 115—go back to line 5 for
another try.

Line 120—the end of the game;
prints the score.

To save memory, two things can be
done. First, the loop counter in lines
111 and 114 could be C and not N.
That will prevent having two variables
in memory when one will do. Second,
lines 60 to 62 could be made into one
line:

60 IF Z<>A OR Y>B+4 OR
Y<B+1 THEN GOTO 91

as if any of the statements is correct the

program jumps to the same point.
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First plot your program
then take your computer

In the first section of our complete programming course David Janda explains how to
structure your programs correctly with the help of flowcharts

THE SINCLAIR RANGE mi-
cros are very much the plug-in-
and-go type. No special setting-
up is necessary and when there is
something to set up, it is done easily.
Sinclair Basic is also easy to use; with
single-keyword entry and error reports
you can be sure that you will not harm
the machine, or yourself.

Sinclair computers also have the big-
gest range of software available for any
home computer and it is possible to
enjoy your machine without program-
ming it. The point is that it is all very
easy to use but for those who are about
to start to try to program themselves, it
1§ not.

The main reason is because the ZX-
81 and the Spectrum are so easy initially
— just plug in and go — but that leads
to bad programming practice from the
start — and bad habits die hard.

Real programming

To prove it, let me ask a series of
questions. Do you suffer from lack of
printer paper due to long programs
which require only a short solution?
Difficulty in trying to think of a name
for yet another variable? The LIST
twitch, where you have constantly to
list different sections of the program to
follow it because of the numerous GO-
TOs? Or amnesia when your {riend asks
whether you wrote that load of old
rubbish? If you do, or you are about to
start writing your own programs, read
on.

When writing a computer program,
large or small, the time to start thinking
about the program is not when you
switch on the TV and the micro but at
the beginning, when the idea for the
program surfaces. In fact, many ‘prop-
er’ programmers consider that period
the real programming and the entering
of code just a mundane task.

Ideas for programs arrive at the
strangest times and places, not necessar-

16

ily when you are sitting in front of your
micro after tea. So it is a good idea
always to have pencil and paper handy
to jot down ideas. Don’t worry about
detail at that stage; just register the
initial idea and expand it later.

After you have been struck by a
brainstorm and are raring to proceed,
think again, because there is still more
to do. The next step is to expand the
idea and to write it in more detail so that
you have a good idea of the task.

To do that, one popular method is to
write the idea in pseudo-code or sketch
code as it is sometimes called. Pseudo-
code is a structured way of writing a
solution to a problem (an algorithm).
The idea is to write your idea in differ-
ent levels of complexity using Pascal-
like words. For each segment or
subroutine the words “begin” and

Figure 1. Pseudo-code sample.
BEGIN.
Intro.
Ger-name,
Set-level,
Joystick.
END.
PROC Intro.
BEGIN
Print title.
Play some tune.
Print game description.
END,
PROC Get-name.
BEGIN
Prompt player for their name.
WHILE response is nothing DO BEGIN
Print name request.
gel name.
END,
END,
PROC Set-level.
BEGIN
Prompt for level.
Waie for response.
Clear the screen.
Print the display.
END,
PROC Joystick.
BEGIN
Ask if joystick is to be used.
IF no THEN print keys to be used.
END,

“end” are used and to specify a con-
dition “if"" and ‘“‘while”” are used.

When writing pseudo-code, indent
the text slightly so that you can see at a
glance the “begins” and “ends™ in a
particular routine. Also, and most im-
portant, you should have a section of
pseudo-code which calls the rest by a
name. Write the code in English and do
not use Basic keywords or suchlike,

Looking at the example of pseudo-
code — figure one — you can see that
the main command module is at the top
and the lower level procedures below.
Following it through, the command
module has names of procedures in it
which would be called. The instruc-
tions would be executed and control
would then pass back to the next line in
the command module,

Use pseudo-code

If, while looking at the pseudo-code,
you disagree with the order, you are
then beginning to understand why they
are used a good deal. They show the
order very easily and at that stage it is
possible to add or delete different proce-
dures and to amend them, all on paper.

Do not put too much detail into a
piece of pseudo-code. It is very good for
giving an overview of the program but
for a more detailed description of the
logic of the program we should use
flowcharts. They have been used for
years and many think they are old-
fashioned and not worth the trouble of
writing. They have been around a long
time but they can be an invaluable aid
when following the logic of a program.

The time to use a flowchart is when
you know what you want the program
to do and have a good idea of how it will
do it. Take the pseudo-code and try to
draw a flowchart based on it and any
other notes you have made; it is not
difficult.

To draw a flowchart, a few basic
symbols are required. Incidentally, to
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draw a flowchart it is best to use a
template designed for the job. They can
be obtained from most good stationers
and you can also look at advertisements
for them.

The average flowchart uses only a
few common symbols to represent dift
ferent actions to be performed by the
computer. Connecting lines join the
symbols and arrows should be drawn
along them to show the flow of control.

Two important points should be not-
ed. First, every symbol must have only
one connecting line going into it and
one going out. The exception is the
decision symbol — the diamond —
which has one line going in and two
out. That is because a test is being made
and the result can yield one of two
answers, true or false. Second, when
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drawing the flowchart, do not have an
abundance of flowlines everywhere; use
connectors, which are much neater.

Do not try to put too much detail into
flowcharts or you will have a pile of
paper. When drawing a flowchart, try
to start from the top left of the page and
work down and right. Any branching
forward should be done from the right
and backwards from the lefi.

As you can see from the example,
flowcharts do not have to be used for
programming and they are used in
many areas of industry where planning
in logic is required.

At that stage, you should have both
the pseudo-code and a flowchart. Check
them thoroughly twice for any errors in
sequence or logic. If you feel the least
doubtful or confused about a particular

area, check it. Do not leave it and hope
that all will be well when you program
— it will not.

You must be itching to switch on and
enter the program but do not do so yet.
If your program requires graphics you
should prepare a set of storylines.

To do that you will need either to
buy or make your own graphic sheets on
which you can draw the necessary
shapes.

Spectrum  owners should bear in
mind that no two ink colours are al-
lowed to cross each other.

For Spectrum owners again, any
user-definable graphics should be first
planned and the necessary bin or data
numbers worked out. It is possible to
obtain small UDG pads, which I haye
found a great help.

There are other things which should
be planned before coding, such as work-
ing out how much memory will be used
and so on. One of the most important
things to be worked out is variable
usage.

Variable usage

If you can plan ahead as to how many
variables will be used, you can save a
great deal of time and precious memory.
Many people make up variables as they
go along and that often leads them into
difficulty.

Always use sensible names for varia-
bles, neither too long nor too short.
Keep an eve on what you intend to use
them for by making a table which lists
the wvariable name, together with its
function and the values you expect it to
contain.

If you have subroutines which use
variables nowhere else in the program,
add a letter ‘1" to the end of the variable
to indicate that it is a local variable,

Do the same for variables which will
be used through the program — global
— and add a letter ‘g’ to the name.
Better still, keep local variables particu-
lar to a subroutine by adding a number
corresponding to a subroutine but re-
member that will take up more space.
Finally, always start your program with
REMs. That will allow you to know
what your program does when you look
at it six months later.



AZTEC
TOM

1 LET H=52 34@ IF A=21 THENM GOTO =230
2 LET H="2Zx 1" 5@ GO0TO 250

5 GOTO sSeea 350 LET S=5+1@&
1@ LET S=0 7@ PRINT AT X,v ;" o
12 CLS =880 LET X=xX-=-1

15 FPRINT AT 3.@,; "

S9@ LET Y=Yy =1
.| 285 IF A=x ANDE B=y THEN GOTO 5B

28 FPRINT Il . @
3@ PRINT | N NN 4080 RETURHN
4@ PRINT * | N N NN B 41@ PRINT AT X,v; "
5@ PRINT © | B N BN 42@ LET xX=xX-2
5@ PRINT R R T 430 PRINT AT X,%j "*v
7@ FPRINT R R A e [ 440 LET X=xX+2
] 45@ IF A=x-1 THEN GOSUB S@ao
5@ FPRINT * (TRl E T D [ 48@ LET S==5-5
| & 47@ PRINT AT X=2,¥;" “;AT X.¥;"
22 PRINT * rF T - " . #* "
| & 450 RETURHN
1@ FPRINT | - im S@@ FOR F=1 Ta 5
o e S1@ PRINT AT ARA.B; "
11@ PRINT | | o imm E2@ LET A=A+1
= o 538 LET B=B+1
120 PRINT *© [ | 1l B 54@ PRINT AT A.B; "o
T 55@ MNEXT F
13@ PRINT * | N = S6@ RETURHN
AR &0 LET S=S+INT (RHMHD*200)
14@ PRINT == o et e 51@ IF INKEY®="P" ARND X=8 THEMN
. GOSUB 7ae
15@ PRINT I 52@ IF INKEY%="0" THEN GOSUB 36
RS =
168@ PRINT = =l e e E3@ IF X=7 THEN GOTO Si@@
IR TR | E4@ LET S=S5+2
17@ PRINT T FEERREGEE B5@ PRINT AT X,¥; ' ="
AT E6@ IF X=2 THEHKN GOTO S@a@
132 PRINT " s R D .. 5 67@ GOTO 810
QB =i L LR TO@ PRINT AT X,v; "
19@ PRIMNT 4 718 LET X=xX-2
B e e 720 PRINT AT X,¥; "x"IAT 3,%;" =
21@ LET X=18
228 LET v=29 730 LET Y=vy-=2
232 LET A=8 748 PRINT AT X,Y; " %"
24@ LET B=19 B RETURHK
25@ PRINT AT R,B; 'O 808 LET S5=S+100
260 IF A=X AND B=Y THERN S0TO Sa 81@ IF INKEY®="G" THEN GOSUB 9
22 @
27@ IF IMNKEY&="@" THEN GOSUB 36 820 IF INKEYS&="P'" AND Y34 THEM
= GOSUB 9S5O
28@ IF INKEY &="F'" THEN GOSUB 41 858@ IF ¥Y=5 OR Y=7 0OR ¥=12 OR Y=
@ 12 THEN GOTO SzZa®
29@ IF xX=5 THEN GOTO soa 84@ IF Y¥Y=3 THEN GOTO 10182
S@ PRINT AT X,¥; s 85@ PRIMNT AT X,v; %"
1@ PRINT AT B,B; " " SER GOTO s18
Z2@ LET A=R+1 QEB PRINT AT X.,¥;' *
3@ LET B=B+1 21@ LET Y=vy-1
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OU ARE faced with the task of
exploring a sacred mountain ru-
moured to house the tomb of an
Aztec king, complete with ancient relics
and untold riches — a daunting task
which brings even the most experienced
explorer to his doom.
Aztec Tomb was written for the
16K ZX-81 by Jason Lane, aged 13, of
Knaphill, Surrey.

220 PRINT AT X,¥;"x'" AT ®X=1,%;" "“iAT ®X,Yy;i""="

23@ RETURN 1175 IF A=1 AND X=il1d4 THEMN GOTO 2

252 PRIMNT AT X.,¥Y;: " ! 223

928@ LET X=x-2 11880 PRINT AT X—-21,;%;" "“;AT X.,¥;"

878 LET Y=y-2 %"

98a PRINT AT X.,.Y:"%"; AT X,¥;" 1198 NEXT X

1208 FOR F=1 TO 1@

990 LET X=xX4+2 1210 PRINT AT X-1,%;" "“;AT X,¥;"
1828 RETURHM B AT W R AT KRS AT XY
12l@ FRIWNT AT 12.,3; " ;AT 13 ,45; " e

b T — | e B S i A~ s £ — el ML i — ) el fr | 1220 NEXT
2 K5 AT 24,2 v 1Y 1230 CLS
128 FPRIMT AT 12,21;*'" *“;AT as,2;" 1235 LET S=5-150

AT dd, B2t YORAT 12,05 s AT i3 1243 PRINT AT S,.@; " GOoOoO> GREIF.
P b S - e I MR- B S FIRC RGN bt e - S5~ P HWHO DO YOU THINHK ¥
18033 PRINT AT 212, ;"' " /AT 13,1;" ou ARE - SUPERMANT

"JAT A4 ,2; " Y, AT AS,0;''Wm_"AT 41 FRAMCY COIMNG A SWUAN D

£, 2 1 I
l1@4@ PRINT AT 4i3,@; "
A 15 , @ ; * —

IVE OFF THE TOP OF R CLIFF.
LHARAT SOME FPEOFPLE WIL

EIT OF IMNCA TRERSURE

"ARAT 14 ,2;
L DD FOR AR

125 LET A=1

1@6@ IF INT (RNE#1@) =1 ARND A=1 T
HEM GOSUB 15@@
l@7@ IF A=@ ARND INT
HENM GOTO 1@l1ld

i1@02@ IF INKEY &S="F"
&
1la9@
l1lea
il1i1@
1iz@

(RND*x1@) =@ T
THEN GOTO 11@

GOTO 128
PRINT AT X,%w;*
LET X=x-2
PRIMNT BT X,¥:; " "x2";R/AT X,y;" v
113@
1146
115@
1S06
118@ FOR X=X TO 19

117@ IF A=1 AND X=14 THEHN PRINT

LET Ya=v-2
PRIMNT AT X,%¥; %"
IF INT (RHMD#5) =0 THEN GOSUB

I DON"*T
U SCORECD ;S
125@ GOTO &6@9a

1590@ PRINT AT 1S5,@; “ YSAT 43R
;'S AT d14 .2 WU AT 13,08; " YA

KNOW. . " ;AT 2@ ,8; "YO

T 34, @5 " "LIAT A2@ s gl T e e

RIAT 14,2 "%" ;AT 12,@; " “;AT 13

e RS ) el T B — D LR = by it T =i S el O 1o P

T A el AT el e [ s e ey eyt
ey r352; " BUSAT s =2 g

1510 LET R=@

1520 RETURHN

2008 LET S=S4+3006

2018 IF INKEYS$="0" THEMN GOSUB =21

{ra1=]

2020 IF ¥ =5 THEMN GOTO =ze@

2040 LET S5=3-INT [(RND*1@)

20592 GOTO 201@
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Z2l1aa
211l@
213a
=214
ez
2aa
2210
=222
=2=2Ta
=208
231a
=232
2528
2542
242
241
=24=2a
]
=243
(=q=d e
=244
=d=trd]
aa
251@
252
255

FRINT AT xX,¥; ™ *
LET Y=v+1
PRINT AT X,¥;"
RETURHM

IF IMKEYS="0"

x
THEN GOSUB 23

IF ¥=7 THEN GOTO 2400

LET S=8-INT (RHDx1@2

GCOTO 2200

PRIMT AT X,v;" *

LET X=X4+1

LET W=y +21

PRIMNMT AT X,¥;'#%"

RETURN

LET S=+50

IF ¥Y=9 THEHN GOTO =252

IF INKEY S="0'" THEN GOSUB 21
IF INT (RND*19®) =6 THEN GOTO
GOTO 241@

IF INKEY&$<>"@'" THEM GOTO 285
PRIRTT AT Xy

LET X=x-1

LET w=Y+1

2548 PRINT AT X.,.Y; "%

=558 IF INT (RMDx5) =@ AMND Y :8 AN
> Ye«=12 THEN GOTO 3000

=568 IF INKEYS="0" THEN GOSUB 26
a2

2570 IF ¥=14 THEN GOTO S50

=258 EO0TO =2=ES0

ZE@@ PRIMNT AT X.,%; "

2610 LET Y=vy+1

2628 PRINT AT X.¥; 'z

2630 LET S=5+10

2640 RETURMN

I@@@ PRINT AT 11,9; * “LAT 12,
A RT A2 Al ;AT A3 ,a8; .y
AT 14,2 "Il AT 1S, 1@; P
AT 13,85; PHIAT Ak S ol
AT 15,10; " =l

3PS FOR F=1 ToO =

S@05 PALUSE =2

@7 MEXT F

F@01@ FOR F=1 TO Sa

IOZ® MNEXT F

Z@3@ CcLS

I@SS LET S=5-200

@42 PRINT AT 3,8 " LWLHOOPS...'":8
T S LITH ALL THAT JUMPING A
BOLT ABDOUE YOuU WEARRKENED THE CE
ILING AMD IT COLLAPSED ON TOP O
F YOuU.";RAT 2a.8;"You ScoRED> "5
S5 GOTO &6@Sa i
IEa CLS

FS@@ LET S=5+100

35S05 PRINT AT X-—-4,15;'g*

IE1D LET X=x-1

SIs5=2a LET ‘1"="r’+_l

IS2@ PRINT AT =+1,%-—-1;" S T
R

354@ IF INKEY®&%="FP" THEN GOSUBR 36
2

SE4S IF RND< .05 THEN GSOTO 3786
SSE®@ IF RHMND<.@1 THEN GOTO 3570
SE55 LET S=5-5

ISE0 G0TO S354@

3S70 FOR F=1 TO =0

ISBE NEXT F

=525 CLS

3589@ PRINT AT 3,.@; ' OH OH. - -":A
T B,@&; " ¥Oou JUsST GOT BITTEN BY

A LARGEPOISOMNOULS KIMNG COBRA.YOU
FORGOT TO BRING SOMEONME TO SUCK

ouT THEPOISOMN. . .IT""S A BIT LATE
MaW . AT 28 ,8; "YoOuU SCORECD ";5-=-1
22; AT 21,%; "'=H

L~ i
35895 GOTO SOS50

SE@@ IF INT
S7TOa
SE1a

[(RMND#1@) =1 THERM GOTO

FRINT AT X,%¥ ;" *

IEE2@ LET X=xX-2
S680 PRINT AT X.¥;"“*";AT X.,¥v;*"
i
S64@ LET X=XxX4+2
36S@ PRINT AT X,Y; "'
S6e6@ RETURN
2700 PRINT AT X,¥Y;"™ “;AT X-3,vy;:"
*": AT X—3,¥i" YiAT X, sy
S71@ PRINT AT @,@;" HURRAH...';

AT 2.,0;" You HAVE FOUND THE TRE

ASURE OFTHE INCR TOME. ..AND YOU

ARE AUARDED " ; S5+10@; " POINTS

3715 PRINT "BUT THE CURSE S3ENDS

YOU BACK TO THE BEGINING®

3720 PRINT AT 16, 12; "1 ol

FTolda; “HEEE AT 18, 10 ; Rk

3725 LET S=S5+1@2

3730 IF INT (RND#%1@) =5 THEN GOTO
a0

3740 PRINT AT 21.,@; "

[ELILINE To STHRT |

S7S®@ IF INKEY%<>CHRS 118 THEM GO

TO Z7SO

S7E@ CLS

I?7@ GOTO 11

IS8 PRINT AT 1S5,14; "k
14; "I ;AT 17,1i5; "k 1"

391@ FOR F=1 ToO 1@

39280 PRINT AT X,¥v;™ =

F93@ MNEXT F

Z940@ PRINT RT 1S.,14; "HE ;AT 16,
14 ; 'HE ;AT 17 ,15; "HEEE"'; AT 1,10
PV AT 17, 10; ' AT 1=,

PRT X

' AT 16,

19;: "I AT 19, 10; I

5945 FOR F=1 TO =@

SZ94E MNEXT F

=947 CLS

Z95@ PRINT AT &,0; " COMN""T LOOK
HOL BUT You HAVE EEEMN SWALLOL

EC UP INTO THE

U uoNt*"T BE ABLE TO
NE AT HBME ARALL THE
SURE . "

pi=1-1=

GROLUWMNMEG -S5O wO
SHOW EUJVERYO
LOUVELY TRER

PRINT AT =21 ,5; " SSASEEi=Nesy

REEFL A%

GCOTDO sase

FOR F=1 TO 3@
HNEXT F

LET S=5-1008
LS

PRINT AT S,.a;"
AT B.8; "
C BY R

aH DPEAR . . « "

You JUST GOT FLATTENE
LHACK IMG GREAT BOULDER.
NOT UVERY ATHLETIC ARE Y

ouUTY ;AT 20,8; “YOu SCOREDR ]
504@ COTOD 9@

510 FOR F=7 TO 2@

S118 PRINT AT X,¥Y;" “,AT F,Yv;'="

SAT E=A Ny

S120 NEXT F

51580 FOR F=1 To 3o

S135 PRINT AT 2@.Y; "*' ;AT 2@,Y; "
+", AT 28.,Y; UNYIAT 2B,y " ¢

S14@ MEXT F
S15@ CLS

S15SS LET S=S5-20@

516@ PRINT AT &,0;" BLIMEY...'";
AT S5.:&; " FRHNCY JUHPING COWN A W
ELL SHAFT JUST FOR A BIT OF
INCA TREASURE. " ; AT 20 ,8; “"vYou
SCORED ;=

5172 GOTO &@9@

52@0@ FOR X=x TO 7

521@ PRINT AT X,¥Y:"#";AT X,¥;" =
5230 MNEXT X

S24@8 FOR F=1 Ta 2a

20
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52485 PRINT AT X,¥;'"™ “,AT X,Y¥; " #**
PR e U SCUTIRIE Bl v e g

s5258 NEXT F

S=2680 CLS

S266 LET S=5-5@

S278 PRINT AT 3,@; " 00000H. » « "' ;
AT 5,08;" LHAT A TIHE TO GO SWIM
MING. .. ESPECIALY IKN OMNE OF THE
HORATS HITH SICES THRT RARE TOO

STEEFP TOCLIMB.";RT 2 ,58; "vYou sSco
RED ;5
5288 GOTO cog|@

@@ PRINT AT 16,7;: " “"SAT 18,9

P e AT A7 .7 "™ AT 18,9 "4~ AT
H Bt AR LSS i B L — St i b - 1 e — B
;AT 17,5 " NIRRT 1=s,7; " | B

&SE01l8 FOR F=185 TO =20

S@2 PRINT AT F,Y,;"®";AT F=1,Y; "

ER3@ MNE=T F

E@4@ PRINT AT 2@ ,Y; ¥ . QAT 20 ,¥; "

EP5SE FOR F=1 TO 3@

EREEG REXT F

eRd7@d CLS

eRsS@ FRINT AT S,@; " OH GAWD .. ."
;AT B,a; " THE OLD BRIDGE YOW CR

O5S5SEDR HRADGONE A BIT ROTTEN OUER

THE YERRSAHRD SORT OF COLLAPSED. .

«"LJAT 2@.8; "yoaou SCORED VS

E@9@ IF S5:*H THEN GO3SUB SO

52391 PRINT AT 16,6 ; "TODARAYS HIGH

SCORE IS ",H; ' LAIRT AT e
RHND IS SCORED BY " ;H%

sE@92 PRINT AT 21,&; "

LILIMNE TO BEE-FLHY A

S@95 IF IMNKEYH®H+<:CHRS 118 THEHN GO

TODO SQa98

51@® CLS
511@ GOTO 1@
Foo@ SAVE "IMCcAR TorE"
7a91 RUN
8208 FPRINT AT @,8; "
fod
] B IiMmrmMm
g ] Ik
o
SRS PRINT TREB &; “#
-
S8 PRINT TRE &; 'jj =g gy ey =
i B o1 LEINDF=
# 2] [ | "
o
S@1@ PRINT TREB S; i

e

229 IF INKEYS="%¥'" THEN GOTO sSs@23
@

225 IF INKEYS="N" THEN GOTO 1@
s@25s GOTO S22

232 CLS

S@E@ PRINT AT @,0; T

CA ToMB

Sesee PRIMNT AT 3.0, " You ARE FRC
ED WITH THE ALHOST IHMPOSSIBLE TR
SK OF EXPLORIRMG R SACRED MOUNTRA
IN THAT IS RUMOQUREDIN HOUSIMG TH
E TOMB OF AN INCA KING."

S27a PRIMT ., IMN THIS MOUNTAIN
THE IKMCA KIMGLWAS BURIED WITH UHN
ToOLD RICHES INANCIENT RELICS, IT
IS THESE RLOMETHART BRING EUEN TH
E HOST EXFERIRNCED EXFPLOR
ER TO HIS CoOOrM.

sgsa PRIMT , ," BELARE OF THE CuU
RSE,RHND THART ., IF NOT PRID RATTENT
ION TO COoOUuLD SPELL YOUR COOM.
S10@ PRINT AT 21.,@; ' PRE = 2
LTHE ToO CORTIFUE
2811@ IF IMKEY %<:*CHRS 118 THEN GO
TO 8S11

a12a CLS

S13@ PRINT AT Z,@; " HEY
LLOWS YOU TO JUMP ANDHEEY
o ALK ."

&14@ FOR F=1 TO 2@

8158 MNEXT F

RTE - TTRE
R~ LT

4D

S16@ PRINT AT 1@, 0; ' dilk il . B
s ol s il od I B "HEE EN
| - HE EE " E9"E EEEBE
] || HE EN " " .
| g - T

Slig@ IF IMNKEYS<:>CHRS®S 118 THEN GO
TO S1s@

sS18@ CLS

s20@ GOTO 1@

S@@2e FPRINT AT 1&,@; "You HRAVE GOoT

TODRAYS HIGH SCORE
AME

Q@1 INPUT HS
Q@2 IF H$s='""
IDTOT -

9838 LET H=35
Q@4@ RETURMN

ENTER YOUR N

THEN LET HS="50ME
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OU HAVE 200 seconds in
which to find the invisible exit,
There are 10 invisible mines
dotted about the maze which you must
avoid, so you will need to be careful. As
the seconds tick away the maze grows,
so take care not to get trapped.
Mystery Maze was written for the
16K Spectrum by Jason Crouch, aged
12, of Ashford, Kent.

1 GU SUB 3@86

2 BURDER %5

% PAPER &

7 BEEP .1.,7: BEEP .l1.8: BEEP
.1:9: BEEF .l.18: BHEEP .1.9: EBEE
P 1.7

18 PRINT “x%WOULD YOU LIKE L1HS
TRUCTIONS®%"

28 PRINT AT 1@.18)"¥(Y) OR (M)
tlr

38 IF INKEYE="w" THEN EEEP .1
s=33 CLE ' GO TO &8

#3 IF INMKEY®="n" THEM BEEP .1
,33 CLS ' LO TU 128

5@ GO TO 2@

68 PRINT "YoU HAVE TOU FIND THE

INVISIBLE EXIT IN A TIME UNDER

282 SECUMNDS, THERE ARE TE
H INVISIBLE MIMES IN THE MAZE SO
BE CRREFULI | |. BEWARE,

THE MARZE [9 GROWING SO DOUN'T GET
BLOCKED INIELY

61 PRINT "KEYS."

63 PRINT "Q@=UP,RA=DUWN,0=LEFT,P
=RIGHT"

&% BEEP .1.7

78 PRINT "Press and kevw to con
tinue"

80 IF IMKEY®<»"" THEN GU TO 1
28

93 GO TO B8

188 GU sSUB 1988
1088 LET =x=8' LET @#=@' LET t=@8
16681 LET qmx: LET w=y
1588 FUR a=1 TU 128
151@ PRINT IHK 4;A7 INT <RHD¥2@8
7, INT CRHD¥IL 05 "¢ 198 0"
1528 HEXT a
1936 FOR a=1 TO 11
1548 PRINT IHK AT
25 THT € RHDER3IL 25 "m"
1550 NEXT a
19%5 FOR n=0 TO 2
15668 PRINT IMKE &yAT INT C(RNDXZB
3, INT CRMHD¥3L3; "
1561 HEXMT n
1562 FOR a=6 TU 260
1564 PRINT INK 4:AT IHNT <RND¥Z8
3, INT CRHD¥31)) "¢ i9H3" 1 LET t=t+
1
15€6 IF t=20a THEN GU TO 1728
15688 FRINT AT 21.8:"T 1 M E
mo CPGE
15978 LET w=x+{ INKEYS="a" )—¢ INKEY
=g
1588 LET w=w+({ INKEY®="p" )=( ITNKEY
W="g" 3
1598 LET ==xt+{ x<@3—{ %228
1688 LET w=y+ly{@)=Cy 3l
1681 IF SCREEN® (x,w="m" THEN
GO TO L1758
1582 IF SCREENS® ¢x.y i="d" THEN
GO TO 1718

INT « RHDkZH

1683 IF SCREEN® (x,%w)="a" THEN
GO TO 1&1@

1684 GO TO 1820

161@ PRINT INK &6:AT 9,w;"a"
1628 PRINT INK 3uAT x.w."a"
163@ LET 9mx' LET wey

1639 HEXT a

1780 G0 TU 13e2

1718 CLS PRINT "WELL DUNE YOU
HAVE FOUMD THE EAIT IN “sti™
SECONDS": BEEP 1..-22" BEEP ,1,-

221 GO TO 25886
1726 CLS  PRINT "YOU HRVE RUN O

UT OF TIME|II1": BEEP 2,-7' GO TO
2580
1758 CLS ' PRINT "YUU HAVE STEPP

El OM A MINE AND> FARE DEAD" : BEE
P o2,=7 LO TO 2508

1888 LET x=9+' LET w=w: LU TU 162
a

1968 FOR n=8 TO 2@

2088 PRINT INMK &;RT n.8; "oobooo
ACONDa0a000a000a0000000000 "

Z@10 HEXT 0

2820 RETURN

2586 PRINT "DDL YOU WANT TO TRY A
GAIN"

2510 PRINT " CY2 OR THa i

25920 IF IMKEY$="9" THEM CLS @
0 TO 2

2538 JJF INKEY®="n" THEN STOP
2540 GO TO 2526

2666 FOR n=6 TU 7' RFEAD 1@ POKE
LSRR "a"+n, 1" HEXT @

10 DATA 24, o8, 24, 62,08, 152, 36,
182

328 RETURH
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A NEW, IMPROVED
ZX81 KEYBOARD AT THE SAME
OLD PRICE.£995.

e o> L

5o 6= 1™

AU RAND RETURN 1F

STER L L - s
E®e Ra Te Ys U

1 ir L -3 L
D FOR GOTD GOSLUR LOAD
£ ;. ' L

D Fm Gm Hm J

CONT CLs

o B

CLEAR
- -

E

There's only one thing wrong with the
ZX8l.Its keyboard.

Or rather its lack of one.

Since it's flat your fingers don't feel as if
there’s any response to the pressure put on

the keys.

FILESIXTY KEYS

ZX8BLKEYS

In other words, you're not quite sure
which keys you've pressed until the screen
actually tells you.

Our new, improved push button keyboard
changes all that.

It matches the ZX8l perfectly. And the
keys give a real calculator-type feel.

Toset it up all you have to do is peel off the
adhesive backing and stick it on top of the
/X8l touchpad.

Because no tampering or soldering is
involved the guarantee is not affected. And it
will last for up to 3% million operations.

SCROLL NEXT

But our keyboard doesn't just come
loaded with features. With it comes a separate
overlay and a set of coloured stick-on labels to
make game playing easier.

It's yours for the original price of £9.95.

Whichever way you look at it, we think
you'll agree that it's a keyboard that's quite
outstanding.

Cheques/PO made payable to Filesixty Ltd.

Please send me (gty) Keyboards at £9.95 each
(including VAT and P&P).

|

|

‘ Total £
‘ MName
‘ Address
|
|
|

J
i
My, =

(e
(e
IIHIIIIIIHHI

‘ ]

:

(
|

|

|

| Ml
i

Filesixty Ltd., 25 Chippenham Mews, London W9 2AN, England. Tel: 01-289 3059. Telex: 268 048 EXTLDN G 4087,
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UJ O, fifsmews

Eore Glle

F%E = If{}ﬁ
Cu
() ’()159

COPPbP

éﬂjj”:

HEN the program is RUN
the Periodic Table is dis-
played on the screen. The

table is bigger than the screen and
therefore there is a scrolling facility
which allows you to scroll left or right
using keys 5 and 8. The abbreviations
for the chemical elements are given and
the author says that it is useful for
students who, like him, are studying for
chemistry O levels.

Written for the 16K ZX-81 by S
Waller of Beeston, Nottingham.

PERIODIC TRBLES

b 1T

188 B%
111@ LET A&(2)=
112@ LET A%i3) =
1138 LET RE(s} =
S
1148 LET A5(5! =
115@ LET A$i6) =
IF
LT
11
A
ic
L1

PERIQLIC

(]

2 (=

T
-

Il

pi o
IMICIn

S ]
Lo

~"Z0C
L

_1

i
7l
i
Tl

GOTO 1asa

123@ LET Azildai=§c=PBRrILLAKHFITA
b el RIrErT ERUBHCITINEBEEINWF
O§RT IRH B

1243 LET ‘H

1280 LE

PR END FF

| yi=3 HAN Y

129@& LET = ;

130@ LET A% |

FA LU B - i £

| (N =l

151d L ET s g0y =

P ——

1320 LET X=1

1330 LET Y=32

1340 PRINT AT 2,0;

1350 FOR N=1 TO 22

13460 PRINT AF(N) (X TD Y)

1370 NEXT N

1380 LET X$=INKEY#$

13720 IF X#%="" THEN GOTO 13B0O
1400 LET X=X+ (XF="5")—(XF="8")
1410 LET Y=Y+ (XF="5")—(XE="8")
1420 IF X#$="5" THEN GOTD 1480
1430 IF X<=0 THEN LET Y=¥+1
1440 IF X<=0 THEN LET X=X+1
1450 IF Y=5& THEN LET X=X-1
1460 IF Y=5& THEN LET ¥Y=Y-1
1470 GOTO 1340

1480 POKE 16418,2
1420~5TOP
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" Yy OU ARE the “*** stuck at the
top left-hand corner of the grid
and the object is for you to work

your way round the grid to reach the

bottom right-hand corner. As you move
along the walkway, the walls are contin-
ually crumbling and sometimes that
compels you to re-trace your steps and
choose another path. If you step off the
wall or move along a walkway which
has crumbled you will fall into the
water below and be eaten by a piranha.

Piranha was written for the 16K
ZX-81 by W C Keen of Cubbington,
Leamington Spa.

PARANHR

10 FAST 250 IF INKEY#="8" AND Y<2& THEN
20 DIM M(15,28) LET Y=Y+1

30 FOR A=1 TO 13 STEF = 260 IF M{X+1,¥Y+1)=0 THEN GOTO &
40 FOR B=1 TO 26 50

50 LET M(A+1,B+1)=1 270 LET P=INT (RND®13+1)

60 FRINT AT A,B;CHR# 128 280 LET O=INT (RND*2&6+1)

70 NEXT B 290 PRINT AT P,E3CHRE O

g0 NEXT A 300 LET M(F+1,0+1)=0

20 FOR A=1 TO 13 =10 GOTO 190

100 FOR B=1 TO Z& STEF 5 500 CLS

110 LET MiAa+1,B+1)=1 510 FOR I=1 TO 10

120 PRINT AT A,B:CHRE 128 520 PRINT AT INT (RND*Z1), INT (
130 NEXT B RND#27) ; "sate"

140 NEXT @ 530 NEXT I

150 BOSUB 1000 540 STOFP

160 SLOW 550 CLS

170 LET X=1 560 FOR I=1 TO 10 :

180 LET ¥=1 570 PRINT AT INT (RND#*21),INT ¢

190 PRINT AT X,Y:CHRF 23;AT X,Y RND®27):"help"
:CHR$ O3AT 17,9:CHR$ 23;AT 17,9: 580 NEXT I

CHRE ©O S20 STOP

200 IF X=13 AND ¥=2& THEN GOTOD 1000 PRINT AT 15,12; "piranha"
200 'IF X=13 AND Y=2& THEN GOTO 1010 FRINT AT 17,0: "MOVE THE T
S00 0O THE BOTTOM RIGHT"3;AT 18,0:; "COR
210 IF INEEY#="" THEN GOTO 190 MER OF THE GRID USING KEYS 5,":A
220 IF IMEEY#="5" AND Y>1 THEN T 19,0:"4,7 AND 8 WITHOUT STEFPI
LET Y=Y-1 G OFF"3AT 20,03 "THE CRUMBLING WA
230 IF INEEY#="&" AND X<12Z THEN LEWaYs — IF YOu":aAT 21,0:"DO, TH
LET X=X+1 E FIRANHAS WILL GET YoOu."

240 IF INKEY#="7" AND X>1 THEN 1020 RETURNM
LET X=x-1
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WHEN IT COMES TO DISPLAYING

THE SPECTRUM...

WEVE AN IMPRESSIVE LEAD

Surprisingly enough, there's This impressive lead over bandwidth of 18 MHz.
only one high performance the competition in design Needless to say, this gives
BEAB approved colour monitor  specification is more than colour reproduction far in excess
on the market with an input matched by the brilliance of of thatavailable from an ordinary
designed to accept the signal the colour display, thanks toa  television:
from the Sinclair Spectrum standard resolution screen 585 And the monitor in question?
direct. pixels high by 452 wide,anda - The 1431/MZ from the

This same monitor also MiCFIDHITEI: MICROVITEC range of CUB
features a second input to colour displays.
receive T.T.L. signals for use b Call at your local dealer or
with other micro computers contact us now and we'll rush

including the BBC B. COLOUF! DISPLAYS you full information.

Microvitec Ltd., Futures Way, Bolling Road, Bradford BD4 7TU Tel: (0274) 390011 Telex: 517717



ARTIN LANGFORD
Handsworth, Birmingham,
designed Differentiation 1o

help him with his maths O level. Writ-
ten for the 16K Spectrum, it will work
out the value of dy/dx for any function
entered and the results obtained can
then be used to work out the gradient at
any point.

2 PUKE ZUe@9,29

3 CLs

4 PRINT "1F YOU JUST WANT A G
RAFPH OF"‘"THE FUNCTION.THEN PRIN
T " BRIGHT i:"@"’’' BRIGHT @;"IF
HOMEYER., YOU ALSO WANT "'*TO DI
FFERENTIATE THE FUNCTIOUN®'"THEN
PRINT "1 BRIGHT 1;"L"
INPUT o
IF d=8 THEM CLS

oy Ln

GO To 38
1@

T CLE

B IF d<>1 THEN GO TO 1

49 PRINT TRE 9 BRIGHT 1;"DIFF
ERENTIATIUN"

18 PRINT “/’/"NHO.OF TERMS 1IN T

HE FUNCTIONW:": INPUT x

12 DIM sixd: DIM 1dx)" DIM Pix
ar DIM adxd

1S FOR n=1 TO =

28 CLS

25 PRINT TAB 11; BRIGHT 1ix;"
TERMS" = PRINT

of

11 1 | S B I | %
=N T[T 17 Fi
A o
. b 1
74 A st
t— +—1 c}
- + b X
A \: e ;
\ T T 4%?
EmL 187 : (2
A r
h‘:h.. "4 ‘S‘_ . —
4 = ﬂn
= e A EE
% / - Ny JEE- F i
NG RaE | 57 73
pu—— I“H L l-—
=T = - 1
P = =
o TIT1 ; w>=
/ = == vy 11
A
/ : |

DIFFERENTIATION

36 PRIHNT INVERSE 13 BRIGHT 13
"TERM "; FLASH 1)n

48 PRINT '*'"INTEGER UF THE TER
M "t INPUT idnd:

S8 PRINT *" POWER OF THE TERM

e THPUT Pind

52 IF n=x THEW U0 TU 1668

53 PRINT *““SIUN AFTER THE TERM

"r PRINT BRIGHT 1;"@ FUR ~=+,
1 FOR ~+>": THPUT s{nr

55 IF sdn>>l OR s(n2@ THEN G
o TO T3

&8 . HEXT n
1868 CLS + PRINT TAB 12; BRILGHT
1" x> PRINT ; BRIGHT 127" "¢
Cx3"; BRIGHT @;" ™ "3
1618 FOR n=1 TO x
ia1Z PRINT BRIGHT liiin);
1615 IF piny=8 THEM GU TOU 18235
1628 PRINT BRIGHT 1)"x":
1622 IF p{n>=1 THEN GO TO 18235
1824 PRINT BRIGHT 1;""":pi{mni;
1825 IF n=x THEN GO TO 2608
1028 IF s{n»»8 THEN PRINT “-"3
1833 IF s{ni=1 THEN PRINT "+";
1848 HEAT n
2008 PRINT “*°"WHEM f{x)
A dysdx = AnxPn-12"
2818 PRINT AT 18.0; BRIGHT 1:°"d

= Axfn

grsefx” s BRIGHT 8" = ",

2828 FOR n=1 TO x

2838 IF pin)=8 THEN GO TO 213E
ZE4E PRINT BRIGHT 1iiCn)%Xp{nl)

2@58 IF p<n)-1= THEN GU TO 213
=]

206a PRINT BRIGHT 1,"x")

2878 IF pPin)-1=1 THEW GO TO 213
a

2138 IF n=x THEMN GO TU 2288
2142 IF pi(n+ii=@ THEN LET s{nim
3

2158 IF s(n)=@ THEN PRINT "-";
2168 IF sin)=1 THEN PRINT "+")
2178 IF s(nd>=3 THEN PRINT " ",
218d NEXT n

2198 PAUSE 1@a

228@ PRINT */*"00 YOU WAWT TO HA
VE A GRAPH OF THIS FUNCTION T"
2219 PAUSE B

2220 IF IMNKEY#S="n" OR LHKEY®="K"

THEN GO TO 2

3080 PAUSE 18@8: CLS

3818 PRINT "PLEASE TYPE IN THE F
UHCTION. " "H.B =t2 SHOULD BE PRI
NTED AS x¥x "

3828 INPUT b

3838 PRINT ‘"THIS PROGRAM WILL P
LOT THE GRAPH"‘"FRUM A -VE VALUE

OF x TU THE"'"SAME +YE WALUE OF
o "

3@40 PRINT “"PLEASE INPUT THIS V
ALUE UF x AS A +VE NUMBER."® BR1
GHT 1:"A VALUE LESS THAN 188 GIV
ES THE BEST RESULTS 111"

20%8 INPUT n

3868 CLS

3@7@ PLOT @.87' DRAW 2%535.@

3875 PRINT AT 11.8)-n

38608 PLUT 127.,@' DRAM 8,175

3@68% PRINT AT 11.3@in

3893 LET t=8

4100 FOR f=@ TOU 253

3110 LET x=¢f-1282ns128" LET u=
VAL ke

3120 IF ABS w>A7 THEN LET t=0:
GO TO 3150

41368 1F HOT £ THEN PLOT f.w+88:
LET t=1: GO TU 315€

J148 DRAMW 1,49=-0LD ¥

3156 LET OLD w=INT (u+.52

31£8 HEXT

H178 PRINT AT 8,17 BRIGHT 1;"w=
"1bE

318 PRINT AT 21.5:"0K.
TO RUN AGAIN"
3196 PAUSE 4
H2eE LU TO 2

ANY KEY
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Trickstick works DY pIcKing up Mmains hum from YOur body and

converting it by an ingenious cir
cult design directly \n
Proportionality gives vast Possibliities for more in:ereg?u?\?gg:\}nggut'

+ Each Trickstick comes with its own interface included in the price.

+ Up to elght interfaces can be stacked into each other for 1-8
simultaneous players. (lOwn 1-8 player game is Attaktics at 101

* WOrks with most Kempston compatible software, and with our new
programmable adaptor (E10 for Trickstick owners) \t works with ANY

software.
« Easy to program, even for proportional games.
+ In the shops soon. Now available by mail/ telephone order at £34.50.

\/

TRICKSTI(

The revolutic
Runs Rings ro
ordinary joysti




i

[HE 80K SPECTRUM
- £5750

Woarade your 1ok SReCTrum 1o a full B
WA TNe SPRT - 2 BAK exDansIon Wi giing
TWNO 37K DAYES AD0YE 2337855 37767 HoL
recommended for Deaginners out deal tor
The Serinus Programmer Pages ate suvonen
WSING SOTTNATE INSTIUCTIONS 0Ty and an en
ANGICATES WK Dage YOu are on . Tne otner
page is \solated Trom The SySTem, Dut retams
A0 Vs Imtormathion unti swittned nach

The SPRO simply DIUSSs IO e SOTReTS n
e 1B Spectrum. Full FIthing instracthons are
provided  \tis easy 1o 1\t and no soldering i
reguired.

TNe manual Drovides,
Dotn
'.: &:m\r.a\ detinitians ot e ‘g:\qq:? A
e é‘tanmnq oriet nroduction iu& %\aﬂﬁ &
TR AR e s e,
Vo \a8W) or 37 \BOW) disw :3:‘;2:; ekl
A FORTH TOOWM (Giing fiaan
\
a;lu an extension for t'nge M?g‘rt &?‘r?n‘m e
allanle shory. ag a0 il

See 4880 FORTH for another ang\e.

BEYOND WORNZONS - £a,50

TS teathing program nas alr
computing \ess myster\aus for S:g:}.f;‘é&? of
PRODIE. 1T guides you tnr UGN The Spectram,
4%k Memony teacnes YOU O PEEW and POVE
SYSTeS variables snows NOUNOW Tne dispiay

file and colour atributes work,
\)‘PGM‘(Q“R \55“% 1 QR -!I Drogram is stored byte by h‘:‘c‘é ; mmﬂg‘:t
RUNM FOR ST £23% much more. Quistanding value §or those who

QEL STuCk on the secand nalk of v
e e Spectnam

AND GET A £4,.50 COPY OF
BEYOND RORIZONS
ABSOLUTEWN FREE

PAT SimMply plags into e sooeets
a;;\\?\aeﬁ By SINCIALE 1N YOur Spectrum. Easy 0
£1T Ul inste WCTions proviged and no
coldering. Fits oth ssue 2 and \ssue =

Nes and giuesyoua
ggg:ﬂam AR Spectrum . hnd no otner

expansian Wit 20\awWs you o uparade \ater 1o

e B0k Spectrum. Quer 20 000 16k Spectrum

S WRers have aiready Upgraded Wit tne SPas.

10in nem. S
ou get a free CORy
H%E‘?Lgﬂs ,%0 Tneres yet another ana\e o

\o0k at.

Trickstick £34.50
Attaktics £10.00
SPA8(Issues2 &3 E23
SP80 £57.50 (Please specify which Issue)
—_ 48/80FORTHE14.95
Beyond Horizons £4.50
___ Programmable interface £10 (with Trickstick) __|
Postage £0.65 0.65

E ﬁ lenclose cheque/POfor

Mvn-::cessmlsanumberlﬂ | | | | | | | | | [ | ’ ] | ”

Name
Address

wn
-
B

East London Robotics Ltd., EAST LONDON

Gate 11, Royal Albert Dock,

London E16
24 Hour Access and Visa
ordering 01-474 4430

LR R P R L L LR R L L L e T T T T

C NSNS s SESSESSE NSNS SRS RS AW
S EEE S ESE NSNS SN ESESsESEEEsssm el



RAHAM RAMSDEN, aged

14, of Reddish, Stockport is the

writer of this month's program
of the month. He has had his Spectrum
for five months and is now enjoying the
frustrations of writing machine code
programs.

Ant Raid, for the 16K Spectrum, is
an original game in which you play the
part of a foot. The ants are intent on
stealing your fruit. It takes four ants to
carry away a piece of fruit and you have
to squash them with your foot before
they sabotage your picnic. The only
hazards are butterflies, which appear
every time you stamp your foot.

30

The main variables used by the pro-
gram are: a, the position of the foot
across the screen; ant, the position of
the ant across the screen; sc, your score;
fr, the amount of fruit you have left;
bop, the number of ants to cross the
screen; a$ to f$, the user-defined graph-
ics.

Lines 7 and 8 set the main variables
to their initial values.

Line 9 displays the title page.

Lines 10-40 set up the UDGs.

Line 50 calls the subroutine which
displays the second title page.

Line 60 calls the subroutine which
sets up the display for the game.

Lines 80-82 display the fruit at the
bottom of the screen and call the rel-
evant routine to clear the old fruit,

Line 90 finds what keys are being
pressed and moves the foot in the prop-
er direction.

Line 100—if *1" is being pressed,
calls subroutine.

Lines 120 and 130 move ant across
screen,

Line 140—if the ant has crossed the
screen, update the variable bop and
move the position of the ant back to the
start.

Line 145—four ants have crossed the
screen; decrease the amount of fruit left,
re-set the variables and GOTO 81.

Line 150 prints the scores.

Line 155—if there is no fruit left,
GOTO 4030.

Line 160 returns to start of loop.

Lines 200-220 print the foot going
down and check to see if it has hit a
butterfly or an ant. If a butterfly, update
bop—this will lose you a fruit when
back in the main loop. If an ant, score
either two or four for accuracy.

Lines 1000-1030 print the game
heading.

Lines 2000-2030 print the end of

game message, BEEP, and re-RUN the
program.

Lines 3000-3096—the second title
page routine.

Lines 4000-4010 and 4015-4020—
these routines clear the old fruit and put
in lines 4030-4040 the new, depending
on the level.

ANT R

If you want to speed the game you
will have to do a fair amount of repro-
gramming. The simplest method is to
remove some of the BEEPs, particularly
in line 120. To speed it further you will
need to take lines 7 to 80 and put them
at the end of the program, replacing
them by a single call to the routine.

1 REM “Ant Raid '*
5 REM AB EF 1J M 0 RS
& REM CD GH KL N FD
LET ant=0:
=01 LET #r=3: LET bop=0

8 LET a#="AB": LET b#="CD": L
ET c#="EF": LET d$="BH": LET e$=
“I3": LET f#="KL": LET g#="RS"

LET sc

% CLS LET m#&=" Ant Raid
": FOR g=1%9 TO 1 STEFP -2: PRI
MT AT q,B; INK 0; PAFER 7; ERIG
HT 13 FLASH 1;m$: BEEP .0l1,q+10:
BEEP .01,g+13: BEEP .0Q1,q+1&: N
EXT q: LET g%=" Beware The Butte
rfly!!! "3y FOR c=1 TO LEN q%: L
ET r#="": LET r#=r#+tg%i(c): PRINT
AT 10,c+2; INK &; PAFPER 2; BRI
'6HT 13 FLASH 1;r#: BEEF .0Ol,c: B
EEF .01,c+3: BEEF .01,c+&6: MEXT
c: BRIGHT O
10 FOR =0 TO 18: FDR n=0 TO 7
¢ READ x: POKE USR CHR#% (144+f
Y+ngyxe NEXT n: NEXT £
20 DATA 0,0,0,0,1,3,3,3,0,96,1
44,128,128,192,192,192,7,7,15, 31
129,24,13,7,224,224,240,248,248,
248,240,224,30,15,7,3,3,1,1,1,0,
128,224,240,248,252,252,252,1,1,
1,3,3,7,15,30,252,252,252,248,24
0,224,128,0
30 DATA &,1,4,1,15,17,44,45,32
,64,175,64,240,136,52,1680,49, 14,
27,11,8,7,3,1,140,8,104,112,14,9
6,64,128,0,0,3,227,234,82,137,0,
0,0,192,199,55,74,145,0,153, 153,
153,1535,153,153,15%,153,0,1,3,43
185,234,255,127,126,35,36,194,19
9,255,255,254,36,50, 105, 125,42,
5%,25,17,36,76,150, 190,124,248,
25 134
40 DATA B,92,145,238,77,172,15
2. 134
S50 G0 SUEB 3000
&0 GO SUB 1000

70 PRINT AT 21,05 INK 43" (32%
iga)"

80 IF fr=3 THEM PRINT AT 19,
29; INK 43a%; AT 20,29;b%

81 IF #r=2 THEN GO SUE 4000

82 IF fr=1 THEN GO SUB 4015

20 LET a=a+( INKEY$ ="0" AND a
£26)—( INKEY$ ="5" AND a>0): PRI
NT AT 2,a; INK 1% PB '

100 IF INKEY$ ="1" THEN GO SU
B 200

120 PRINT AT 20,ant; INK 0;" M

“: BEEF .001,50: BEEP .001,40: B
EEF .001,30
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11)

130 -LET ant=ant+1

140 IF ant=28 THEN LET bop=bop
+1: LET ant=0: PRINT 3 AT 20,31;
INK Os"N"; AT 20,28;" *

145 IF bop=4 THEN LET fr=fr—1:
BEEF .25,301 BEEF .75,0: LET bo
p=0:z PRIMNT AT 20;ant:" LET a
nt=0: PRINT AT 20,31;" ": FOR p
=2 TO 1&: PRINT AT p,0; INE 03"
: BEEP .01,p+10: NEXT p: NEXT n:
GO TO B1

150 IMK 1: PRINT
INT AT 0,29;fr
155 IF $r=0 THEN GD TO 4030
160 GO TO 90

200 FOR =2 TO 14: PRINT AT ++
l,a+ly INK 1;"P8"; AT f,a+ij" O
: BEEF .001,f+20: BEEP .001,f+22
t BEEP .001,f+24: NEXT f1 IF AT
TR (f+1,a+1}=43 OR ATIR (f+l,a+
2)=4% THEM LET bop=4: IF bop=4
THEN GO TO 145

201 FOR z=15 TO 18: PRINT AT z
+1,a+1; INK 1;“PQ"3 AT z,a+l;" O
": BEEP .001,z+20: BEEP .001,z+2
23 BEEP .001,z+2431 NEXT z

205 IF z+1=20 AND a+l=ant THEN
LET sc=sc+2: PRINT AT 20,antg
INK O;"v"3; AT 20,ant; OVER 1;"x"
¢ FOR i=0 TD 41 BEEP .01,55: BEE
P .01,5%: BEEP .01,51: MEXT i: L
ET ant=0

206 IF z+41=20 AND a+2=ant THEN
LET sc=sc+2: PRINT AT 20,antj
INK O3;"x"; AT 20,ant; OVER 1j"v"

FOR i=0 TO 4: BEEF .01,55: BEE
P .01,53: BEEFP .01,51: MEXT i: L
ET ant=0

210 FOR =20 TO 3 STEP —-1: PRIN
T AT f.atig" ™y AT f-1,a+l; IN
K 1;"PQ@": BEEP .001,f+20: BEEP .
001 ,§+22: BEEP .001,f+24: NEXT +

AT 0,83sc: PR

211 PRINT AT 146, INT ( RND #10

215 PRINT AT 1&,a+1; INK 3;0%

220 RETURN

1000 BORDER S: PAPER S: INK S: C
LS

1010 PRINT IMK 13"N Score="jscj

" (g&:igB)ANT RAID(igB:g&) Fruit
= gfry® B =
1030 FLASH O: RETURN

2000 PRINT AT 10,7; INK 3; FLAS
H 1; PAPER 7;" Picniec Abandoned

2010 FOR n=50 TO ¢ STEF -1: BEEF
»1,mn: HEEP .1.,mn+2: BEEP .1,n+4:
NEXT n
2020 FOR v=50 TO 30 STEF =1: BEE

P .001,v+4: BEEFP ,001,v+3: BEEP
001 vz NEXT w
2030 RUN

3000 PAPER 4: INK 0: CLS
3010 PRINT " IJN ANT RA
'E D ﬂ H i

e having a lovely picnic.-.
until the ants came."
3080 PRIMT ‘3 INK 73" They wil

l try to steal your

akes four ants to

of your three fruits."

J070 PRINT 3 INK 73" You must
stamp on the little perisher o

r your picnic will be ruined"

fruity,it
steal one

3075 PRINT IMkE 73" Bt e |
efthy g ~0™...right"; " '§"
~“1™~...stamp"

3076 INK 7: PLOT 145,1&: DRAW O,
40: DRAW 0,-20,-4: DRAW 53,-20:
DRAW -5,40: DRAW —5,-20: DRAW -5
,20: DRAW -5,-40: DRAW -8,40: DR
AW -82,-40

3080 FOR g=0 7O S: FOR 1=0 TO 7:
BEEP .1,1+40: BORDER 1

Z0B1 IF INKEY$ <> "" THEN RET

URM

3082 NEXT 1

3085 FOR k=7 TO O STEP -i: BEEF
.1,k+40: BORDER k

Z090 IF INKEY# <» """ THEN RET

URM

J095 NEXT kr: NEXT g

3094 CLS : RETURN

4000 FOR x=2B TO 1 STEP -1: PRIN

T AT 18,%; INK 43"AB "3 AT 1%9,x
j"CD “; AT 20,x-1; INK O3"N N "t
BEEP .0l,x: BEEF .01,x=2: BEEF
.01,x—4: NEXT x: PRINT AT 18,05
w ey /AT 19,010 M

4001 PRINT AT 19,295 INK &;c%;

AT 20,29;d$

4002 LET fr=2

4010 RETURN

4015 FOR =28 TO 1 STEP -1: PRIMN

T AT 18,x3 INK &3"EF "j AT 1F.x

i"GH "y AT 20,x-1; INK O3"N N ":
BEEP .01,x: BEEP .01,x=2: BEEF
01 ,4=41 MNEXT x: PRINT AT 18,0y
1 "y AT 19,0;" 7

4016 PRINT AT 19,29; INK 2;2%;

AT 20,293 %

4020 RETURN

4030 FOR x=28 TOD 1 STEP =1l: PRIN
T AT 18,x3; INK 23"IJ "3 AT 19,
;"KL "3 AT 20,x-1; INK O;"N N ":
BEEF .01i,%: BEEF .01,x-2: BEEP
.01 ,%—8: NEXT =z PRINMT AT 18,03
AT L

4040 GO TO 2000

3020 PRINT * KL RS by BG.Ramsd
en. RS KL " .

3040 PRINT " RSRSRSRSRERSRSRSRS
RSRERSASRS "

JOS50 PRINT INK 733" You wer
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MACHINE CODE
PROGRAMMERS

There’s a price on your head!

And Marjacq can get it for you.

Marjacq is an agency representing writers in the world of books, film, TV, video,
radio, cable — and now computers. We know how to get you the rewards you
deserve and they are big!

If you can do Z80, 6502, or 68000 machine coding, give us a ring right now.

We are MARJACQ SCRIPTS LIMITED,
32 Cumberland Mansions,
Nutford Place,

London W1H 5ZB

01-724 0565

A great line up of I7 NEW titles...
direct from CANADA

FOR ZX&1, SPECTRUM, VIC 20, CB4, ATARI!

Just run your eyes over these new titles now available through “SOFTCHOICE
LTD" the UK. subsidiary of the well-known Canadian Software House
INTERNATIONAL PUBLISHING & SOFTWARE INC. Purchase with confidence
superb EDUCATIONAL, UTILITY and GAMES SOFTWARE!

THE ALPHABET
FACTORY

EXCITING
NEW GAMES
FOR FAMILY
FUN AND
LEARNING
FOR ZX81
and
SPECTRUM

i mum _
S he

MR MUNCHEE

os ZXBT.
Casgeite £4.95

SOFTCHOICE LTD.
52 PLATTS LANE, LONDON NW3 TNT.
TEL: (01) 431 2494. TELEX: 923753

CHILDRENS' & HOME EDUCATIONAL GAMES for the
COMMODORE 64, ATARI 400/800
DISKS 'Clnlyr at £14.95 each incl.

1= LA
';Vﬁﬁ |z_f,___‘._,. : |

N maidee -t |
MATCH UP
Tm:st_ lighi rlr rM.I

2

T ancache-shybe
games thal keach

lan d_.
s-ﬂlli'-:-rSL casshul

.
he alphabet! na ‘-’\.A.aDLllllr'f

: Ages 3-8 years CB4 o iy reading!
Ages 3-8 years .ﬁ,gns 6-12 years CE4 Oy
Ages 612 years

GREAT UTILITY AND BUSINESS SOFTWARE
for 2X81, SPECTRUM, VIC 20, CDMMDDDHE 64,
ATARI ;

CALC-FRO
ontrol ovar A gréat ool ke homs
ating or business!

v, By Dr M CofT et financial

FASTLOAD
any
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GENTIPEDE
RUN

QUR CENTIPEDE has wan-
-! dered into a patch of poisonous
plants and is in danger. Run
quickly through the plants but make
sure you avoid them as a collision will
result in instant death.
Centipede Run was written for the
16K. Spectrum by Norman O’Brien,
aged 13, of Carlisle, Cumbria.

u
=~ -“‘.me
) Pu" ;

¥

e [y 'll / l“‘s %
o i-" :
[/

"at+@.B1IH
"3'"4+1,BIN
"3"4+2,BIN
Ya'"'+3,BIN
"a"+4,BIH
"a"+E5,BIH
"a"+6.HIN
"3"+7,BIH
LET a=1&:
PAFER 1:

@E111 100
@ili1118
11111111
168G 16831
11111111
B111i11e
32111160
1 BBeE 10
LET s=i
INK & C

UeR
(W] o
SR
SR
L5k
A

18 PUKE
26 PUKE
33 POKE
48 POKE
56 PUKE
=3 POKE
7B POEE USR
8@ PUKE USSR
93 LET hi=G:
136G BURDER 1:
L%
118 PRINT AT 8,9 "CENTIPEDE"; O
S e L = M D e 4
138 PRIMT AT 4,68; "YUUR CENTI1PED
£ HAYS ACCIDEMTLY WARHUERED IMTOU
A PATCH OF POlS0ONOUS PLA
MTS. RUN QUICKLY THROUGH THEM.,

BUT DOW’T HIT OME OR YOU WILL B
E INSTAMTLY KILLEL."
143 PRINT AT 12,8; INK 4; FLASH

1; "CONTROLS - "* * "S=LEFT" "’ ° "8=RI(
HT": PRINT @; FLASH 1, "PRESS AN
YOEEY To PLAY CEMTIPEDE.

1568 PAUSE @: FOR F=08 TO 48 STEP

wid: BEEE <81.F« KERT F1 CLS

166 PRINT AT V.R, 1NK 4; BRIGHT

1 5 |I£Il

178 PRINT AT 21,REND#¥31;"%";AT 2
1, RHD*¥31; " %" AT 21, RND¥3L; "X" AT

21, FENDESL "R AT Z21.RHD®31; "k
160 LET A=f+( INKEYS="8" AND A4S
=t THFEYS="5" AND A¥E)

198 LET L=USR (328@)
200 IF SCREEN® <7.,A)="%" THEN

L0 SUB Z66

2168 BEEF .861,28

228 LET S=5+.5

230 GO TO 168

SaE FOR F=48 TU B STEF -.3:
R R ' S R i o PRINT AT
B,9;"HI SCORE "3 INT HI: PRIMT AT
%, 18 "SCORE “SINT SiAT 18,5, "0
U STUPID PERSUMNaesl"

BEE

510 'IF s>hi THEN LET HI=3S: PRI
HT AT 15,4, INK 2; FAPER &; BRIG

HT 1; FLASH 1,;"A NEW HIGH SCORE
OF . .a"3INT HI

915 PRINT AT 21.@; INK 4; FLASH
1; BRIGHT 1.;"PRESS AMY KEY Td P
LAY CENTIPERE.": LET =0

516: BEEF 1,28+ FRINT AT @uf
THE A8 AT det=ai [t e LET e
+1: IF #2380 THEN - LET f=0°* FOR @

=F5 TO 26: BEEP .81.,2: PRINT AT
Tog;" Yy HEXT 3

5168 iF INKEYS="" THEK GO TO 351
6

819 IF IMEEYS="" THEN GO T 91
=

SEE FOR F=6 T 21 LET L=Usk 3
aEE e PEER JB%.F: HERT F

16 HEXT F: BEEP
LET a=18: RETURH

=08 FUR F=8 TO
LeZ&Er LET S=8:
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r-""'f'#f.'
TEER your helicopter, using S LQ-@
and W. Rescue the man on the - 7
mountain by flying just above =
him, pick up as many fuel drums as N
possible, and avoid the poison clouds. /ﬁ(
Once you have the man you can land on - |
screen two by pressing B. Reaching / | =
screen two without the man will result L
in loss of all your points. { \ _
Rescue was written for the 48K W/a =
Spectrum by C Wakelin and T Partlett (ML
of Tamworth, Staffordshire. 2 | z =2l PERT |
I CLS - PLUT INK 358,48 DREA =5 THEN LET dead=1 ‘9158 POKE USR "c"+3,HIM 88111111
WOINK 95 IHK 85255, 6 H46 IF w=6 AMD =19 OR 4=7 AND 9288 POKE USR "c'"+4,BIN @@011111
2 GU SUB vuue %=19 THEM LET dead=1 9218 POKE USR "c"+5,8IM @
4 LET ha=p 856 IF 4=B AND x=17 OR 4=9 AHD 3238 POKE USR "e'+6,BIN @
S LET SC=6 w»=17 THEN LET dead=1 9248 PUKE USR "c"+7,BIM @
£ LET lives=2 856 IF v=2 AND x=28 OR «=3 AND  92%@ POKE USR "d"+B,BIN 111111@@
S LET desd=g %=28 THEN LET deac=1 9260 POKE USR "d"+1,BIM 1111111@
8 LET man=o 878 IF y=1 AND x=2 UR y=2 AND x 9278 POKE USR "d"+Z,BIN 11111118
18 PLOT 28,48 DRAW 99,28 =2 THEH LET dead=1 EEﬁQ_PUKE U'E_R_ _"_ﬂ"“'ﬁ';ﬂ:” 11_1.1__1_113
29 DRAW 40, 36 888 1F y=12 AND w=4 OR w#=13 AND  9Z9@ POKE USR "d"+4,BIN {iiiii{oa
20 DRAMW 5,10 x=4 THEM LET dead=1 930@ PUKE USR "d"+5,BIM @
40 DRAK 12,8 960 1F ¥=7 AND x=12 THEN LET 1 9318 POKE USR "d"+6.BIN @
SG DRAW S,-18 c=sc+l@ - LET man=1 9328 POKE LSR "d"+7.BIN @
68 DRAW 24,-1%5 918 IF y=2 AND x=16 UR w=& AND 9488 POKE USR "m"+@,BIN @9111111
5 DRl 55 —55 w=id UR w=d4 AND w=3 OR w=18 AND 9418 POKE USR "n"+1,BIM Bi@i@1@1
86 DRAW 3,-5 w=17 THEN LET sc=sc+30 9420 POKE USR "n"+2,BIM 11111111
96 PAPER & 1088 IF desd=i THEN PRINT AT 4. 543@ POKE USR "n"+3,BIM 11111111
108 PRINT' AT 17,@;"¢ 166%198)" x;"gh "' LET lives=lives-i 9448 POKE USR "n"+4,BIN 11111111
158 PRINT AT @.,6; INK 7)"ab")AT 1010 IF lives=0 THEN GU TO 2080 9438 POKE USR “n"+5,BIN 11111111
4,6) INK 7 "ce? = 1588 GO TO B1@ 9488 POKE USR "n"+6,BIN @1111111
168 PRINT AT ©,17; INK 7:"ak';\ 2068 BEEP 1.3 BEEP ,7.4' BEEP . 9478 POKE USR "n"+7.BIN @
T 9,17 INK 71"=el" = 2,5 BEEP .3.4' BEEP .E.4:@ BEEP 9508 POKE LUSR "m"+@,BIN 18008111
178 PRIMT AT 6,19 INK 7:"ab";R « 5,3 BEEP 1.,3: 9518 POKE USR "m"+1.BIN 11111111
T 7,191 INK 7:"cd" o 249@ PAUSE B 9520 POKE USR "m"+2,.BIN 11111111
180 PRINT AT 2.28) INK 7:"ab";A 2580 GU TO 1 9338 POKE USR "m"+4,BIN 11111111
T 2,28 INK 73fmeh = 4008 CLS ' PLOT @,44' DRAW INK 954@ POKE USR "m"+3,BIN 11111111
190 PRINT AT 152 INK 75 "ak" AT 4;255,8 9558 POKE UBR "m"+5,BIN 11111118
2,25 INK 7)"gd" 3885 LET x=29 9%6@ POKE USR "m"+6.BIN 11111188
208 PRINT AT 12,41 INK 7:"ab';R 3818 PRINT AT 16.@"¢192kie8)" 9378 POKE USR "m"+7.BIN @
T 13.4) INK 7."cg" — 3015 PLUT 18,0 DRAW 8,173 96508 PUKE USR "9"+@.BIN oees2eia
680 CIRCLE INR 5210, 158,18 3820 IF man=@ THEN PRINT AT @.80 961G POKE USR "e"+1,BIN 2@1111@1
618 PLUT INK 6288158 DRAW J"YOU DON’T HAYE THE MAN GO AMD 962@ FOKE USR "e@"+2.BIN 11801011
IMK 6,20,0 GET HIM": PAUSE 162 + GO TO 1 9538 POKE USR "e9"+3.HIN 11818180
628 PLOT INK 6280, 149 DRAU 3638 IF INKEY®="bh" THEW LET wey 9648 POKE LUSR "9"+4,BIM 22180811
INK €:28,8' PLUT INK 61200, 148 +1 9658 PDKE USR "9"+5,BIN @01@11e8
DRAW IMK &)28.8 3635 PRINT AT s, nm "3AT w—1, 9668 POKE UER "9"+6,BIN @@a1@1ea
€38 PLOT INK &)281.148H: DRAW et 1 9678 POKE USR "9"+7,BIN 22220011
INK 6)16,0 4648 IF »<2 THEM LET deac=1 57@@ POKE USR "h"+@8.BIN 11111818
648 PLOT INK 61282,147 URAW 4045 LET x=x-1' BEEP .@1.08: BEEP 3718 POKE USR "h"+1.BIM 2R@i@ile
INK £117,@ .B1,-1a 9728 POKE USR "h"+2.BIN 2d188018
£58 PLOT INK 6283, 146 DGRAW 96%E IF ¥>14 THEW GO TO 4660 5738 PUKE USR "h"+43,BIN 12108818
INK £)15,8 3068 IF DEAD=1 THEM PRINT AT 4, 9748 POKE USR "h"+4,BIN 81011183
660 PLOT INK 6284, 14%: DRAW %i"  ak"t GO TO 2086 9750 POKE USR "h"+5.BIN i@@1i@e08
INK 6:14,8 3sea GO TO 3636 9768 POKE USR "h"+6,BIN 208118808
&70 PLOT INK €:20%, 144  DRAW 4008 LET SC=SC+186: (LS : GUL TO 3778 POKE USR "h"+7,BIN 1lB@epas
INK 6;13,8 & 9800 POKE USR "t"+@.BIN 21011810
€60 PRINT AT 8,12 "L" SGBB8 POKE USR "a"+0,BIN @ 9818 POKE USR "t"+1,BIN 810110180
685 PRINT AT 6,13)"u"JAT 2,16:" 9818 POKE USR "a"+1.BIN @ 9828 POKE USR "t"+2,BIN 81111119
i b= 9826 PUKE USR "a"+2,B1H O 9838 POKE USR "t"+3,BIN BE111100
7690 PRINT AT 4.3:"u"JAT 1@,171" 9938 POKE USR "a"+3,BIN GOGGO111 96848 POKE USR "t"+4,BIN @211ii00
w" o ZE46 POKE USR "a'+4,BIN 08801111 9850 POKE USE "t"+5,BIM 981111808
“EBE REM main @ame 9658 POKE USR "a"+5,BIN 60811111 98668 FOKE USR ""+6,BIN RE160196
B81 LET w=Z8' LET w=14 5866 PUKE USR “a"+6.BIN @@111111 9878 POKE USR "t"+7,BIN 28108100
818 PRINT AT 9.»;" nm ";AT v-1, 59878 POKE USR "a"+7,BIN GO0111111 9503 POKE LUSR “u"+@,BIN @
i " S 9886 PUKE USR "b"+B.BIN & 5318 POKE USR “u"+1,BIN @
G815 PRINT AT w+i,x;" " 9058 POKE USR "b"+1.BIN 8 9528 POKE USR “"u"+2,BIN 61186110
£16 PRINT AT 8.0 "SCURE=";SC 9166 PUKE USR "b"+2,BIN @ 2938 POKE USR “u"+43,BIN 11111111
828 LET x=x-1: BEEP .@1,-% 9116 PUKE USR "b"+3,BIN 10088@0e 948 POKE USR "u"+4,BIN 11111111
B2Z IF INKEY®="y" THEN LET u€=¢ 9120 POKE USR "b"+4,BIN 1iB0Goeee 9945 POKE USR "u"+5,BIN 11111111
-1 9148 POKE USR "b"+3,BIN 11111860 9999 POKE USR “u"+6,BIN ©1100116
H22 IF w<1 THEM LET dead=1 9140 POKE USR “b"+6,BIN 1111i1p@ 2960 POKE USR "u"+7,BIN @
824 IF INKEYS="s" THEN LET w=u 5150 POKE USR "b"+7,BIN 11111188 9999 RETURM
#1+ IF 9315 THEN LET dead=1 9168 POKE USR "c"+@,BIN @B111111
895 IF w91 THEH GO TU 380 9173 POKE USR "e"+1,B1N B1111111
838 IF w=3 AND x=6 UR y=4 AND x 9188 POKE USR "="+2,BIM 8111111t
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Two dreat sames
on one tape

DE FUSIO seconds from an explosive experience.

A live bomb ticks menacingly as you try to get near enough to defuse it.
Unfortunately your path is littered with Booby Traps. To say nothing of a
very determined Hit Man, who follows your every move as you race to
stop havoc and devastation.

To further confuse you, you may only use each path
once. So take care you don’t get

v trapped. In the direst
emergency it is possible to
make a new path, but that
will take the one thing
you haven’t got ... time!

What's slimy and nasty and
ties itself . . . and you
in knots?

You control the worm as it
grows and grows, relentlessly
filling the screen with its
segments. Take care to keep
clear of your own tail, as
contact means certain doom.

Only by exactly locating the
Black Segments can you cross
your own path. But watch out
for the Bluebottles. You must
eat one to avoid crushing
yourself to death . ..

NOW AVAILABLE N0UBLESIDER

FROM YOUR MAIN
SOFTWARE RETAILER

48k srecrrum  (@Kctel



RACE TRACH

1A FUR a2=1 Tu 3 READ as: FUR

b= Tu @+ REAL ¢ PUKE USSR a%i+h,
o NERT b HEMT 2

12 DATA "a" 24, 24,00, 9, 24,46,
FE e

12 DATA "B .08, 12,622,127, 1272,1
L AL

14 DATA “"c".596, %96, 148, 254, 16,1
24,688,198 T

22 PRINT “*"Yil HAVE %6 PULHD

TO BET [IH THREE RECES . YOl ME
T BET ANYTHIHGUPTO ~28 ON EACH R
ALE,. "

24 PRINT “"AS A BONUZ: THE RUNN
ERS CHANLE CULOUR AZ THEY GO A
LONG . IF YOUCAN GUESS WHAT COoLD
UR THE WINHERWILL BE AT THE EHD

YOU WIN 268 EXTRA ."
24 PRINT ‘" "1F YOU WIH YOU GET
DOUBLE THE BET .IF Yol PICK
THE CORRECT COLOUR YOU GET 28
EXTRA' AT 21,18 FLASH 1;"HIT A
KEY"+ PRUSE B
2% LET fA=S6' LET g=i
25 PAPER 1° BURDER 1: INK 7' C
27 PRINT AT @.&;"Yul HRVE "R
jEh “r PRINT AT 2,8:"RACE "i0
28 FOR C=4 TO Z1 STEP 3
29 PRINT AT C.G85 1NK S9%

48 DIM s(B)
Z1 FRINT AT 4.8 INK 33 BRIGHT

ACE TRACK was written for

the 16K Spectrum by Lyndon

Price, aged 14, of Cwmbran
Gwent. You have £50 to bet on the
athlete you think will win a race. You
also have a chance to win £20 extra by
predicting the colour the winning ath-
lete will be at the finishing line.

36

L5 HQ A s s
] "I“_,"

43 1HPUT “HOW MUCH DO YoU BET
T £1-282"'E: IF E<1l OR ExZl OR E
A THEN GU TO 4@:

41 PRINT AT &,0: "vyou MOW HAVE

L RPN R

*YAA=Ec INPUT "ON MHICH RUHNER <
1=60%yH IF H:s OR H<1 THEN (i
TO 41

A2 THPUT "FINISHING COLOUR «2-
VUil IF I42 OR I>7 THEM GO TO
42

43 PRINT AT @, 19; "RUNNER " H:HA
T 1:19:"COLOUR ";1:AT 2,195" BET
SUIE

21 PRINT AT &Z:8;"RACE "0

336 LET D=INT ¢RND¥S+L >

440 BEEP .02,RNU¥4B: LET ach =g
AL

950 LET F=1HT «RHU#¥&S+23: PR1NT
AT 3%D,acDy; MK F;" af

250 IF aceldi29 THEM LU TO 320
373 BEEFP .5.-18: PRINMT AT 21.83;
"WINHER ";D;": HIS COLOUR WA= “;
F

476 IF D=H THEM LET A=fi+<E >
477 IF F=I THEN LET F=A+28

WyE IF D<M THEM LET A=R-E

A@v3 BRIGHT 1: IF A<l THEN PALUS
E 188° CLS : PRINT AT 1@.9; FLAS
H 1:"YOUR SKINT":' GO TU 9999
389 LET O=0+1: IF U=4 THEN PRU
SE 188: GO TO 4808

399 PAUSE 148: GU TU 26

4B CLS ¢ PRINT "YUU HRYE A TOT
AL OF “";f* " "YOU GHLY NEEDED ~
B T b T - R MURE THEN OL COUL
D HAYE MWOM SOME GOLD": IF A>13%
THEN GU Tu SB@

499 GO TO 9933

588 PAUSE 286: FUR W=-=10 TU S8
STEP .5

381 BEEF .8@9,l

582 NEXT W@ HEEFP 1,38
-583 CLS ' PRINT "AS MWELL AS THE
MUNEY YOU HAYE — ALSU WON SOME
GOLE" s IHK &1" bbbbbbblbbbbb"

S5@4 PAUSE 260 FOR x=1 TO 430
585 PAUSE 4@ PRINT AT 15.x;" "
5065 NEXT x 5
587 FUR v=13 TU 1 STEP -1

508 PAUSE 4° PRINT AT Vaaxatce!s
AT W+1.31:" " HEHT ¥

518 FOR M=36 TO 19 STEP -1

3511 FRIHNT AT 1,W;"c "

312 NEXT W ;3

519 L0 T 99399

BE83 (LS : BEEP 2.38: PRINT AT 1

0,18; FLASH 1) "STUP THE TAPE": P

AUSE 20 RUN

9993 INPUT "AGAIN 7 Curnd'ule 1
2

F uR="9" UR wi="%Y" THEN GO TO

=}
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NO

Kent.

SK THE COMPUTER a ques-

rion which is answerable with

Yes or No and it will reply using

one of a possible 25 answers it is stor-
ing. The answers 1o questions can often
be amusing and seem appropriate. Ao
Yes & No was written for the 16K “s-No
Spectrum by W Mansell of Biggin Hill,

7B PRIMT

HE PRIMT
S9E PRINT
168 PRINT
TE 5
118 PRIMT
[E
146G PRINT
158 PRIMT
& TS
158 PRINT
GO TO 5
178 PRIMT
126 PRIWT
GO TO 3
1960 PRINWNT
20E PRIMT
216 PRINT
weE PRIMT
236 PRINT
=48 PRIMT
T S

AR ) v (S I

1 GO sUB 108
5 INPUT 3%
£ PRIMT IHK &;a%
P OGO T IHT (4 RMDEZZ0¥LE 4118
18 PRIMT "Yes,When I'm uP a U
m oo G0 TO S
268 PRIMNT "Yes,Uf coursel": LO
TG0 %
BE PRINT "Yes,Buft onle Sometim
et GO TL 5
4f PRIMT "Yes,Alwadgs" L0 T0 5
50 PRINT "Moo MHewer": L0 TO 5
&3 PRIMNT "How dare @ou!l: GOT
b

“You've aot 3 chealk !

PGS T S 1 [

"Unle 1n bed": GO TU
Yoo, In the bath": GO
"Mo, Of course not' G

GO TO %
oo wou mean' o G

TV ([
S

"Wiat

"Moo, Lertainly nott "

"Wea": GO TO S

"When 1 feel like it
"Ha'": GO TO 5

"Weats GO TO 5

"Yea": GU TU 5

et GUOTA 5

"Mot really” GO TO &
"How oo I know™" s LU

258 PRINT
i 8 8
268 PRINT
o TO 3

278 PRIMT "I
3

286 PRIHT
293 PRIMT
S8E8 PRIMT
318 PRIHWT
GO TO B
326 PRIWT
TO 5

338 PRINT "You should be shot s
avin® things Llike that!!": GU TO
e

340 LO TO 3

"I certainly hoPe 2ol
"Unly after eight": L

don’t koo GO TO
"Moo way " GO To S
"Pardon": GU TU 5
"MWot Today": GO T 5
"Hat at the moment”:

"Maghe tomorrow": GO

1068 IMK 4: PAPER &+ BUORDER B: C
LS PRIMT TAB 12; 1HE 3;"YESKMB
1168 PRINT AT 6,3; IME Vi"This P

roaaram enables mel The ZxSPectru
m) o Lalk ta 9ou AT 2,3; IHK 4
JU'ALL You have Lo do 13 ask me a
question that is ansusrable by
YEsd ot no and I will answetr You
Witk owver 25 different answers 2
nabling me to talk to goultill®

12668 FRINT 1IME 1:AT 18,2;"PRES
S ENTER TO STARTY: PAUSE B: CLS

PRIMT  IHNE d:“PLEH'L AsSk ME S0
ME GUESTIUMS": PUKE 23603,536° RE
TURM

SINCLAIR PROGRAMS
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ONLY THE BEST BECOME A..

48K SPECTRU

BY DK.MARSHALL

A SPECTACULAR FLIGHT SIMULATION OF THE
WORLD’S MOST EXCITING JET FIGHTER WITH
STUNNING 3D COCKPIT VIEW AND THE

MOST REALISTIC 3D AIR-TO-AIR

COMBAT EVER SEEN ON THE

SPECTRUM!

The SUPREME SIMULATION.,
Itloauas thorest at the . . <
runway

fAreshold!

MML?SIS .

WFHI!MI

NIGHT GUNNER
£6.95

48K Spectrum
Joystick Compatible *
The air battle where
only aces survive -
with anemy lighters
attacking from all
directions. guns
blazing, explosive
ground attack sorties
and there's still the
flight home

THER

AMAZING FEATURES
* Landing and take off
from 4 run ways plus
stearing on the ground
* Fully Aerchatic
Parformance

* Airfield attack by the
Eenemy

* Cross winds,
Turbulance and
landing in fog.

* 4 Pilat ratings, 8
Beacons, ground
fealures and map

+ Artificial horizon,
radar and flight

FOOTBALL
£7.95
48K Spectrum
Leaguee Analysis -
Easy to use Pools
Prediction
With @ methods of
team performance
aralysis = et your
specirum gu IJL you to
your pools selection

inc. VAT & p. & p.
Joystick Compatible
(Kempston, AGF, Sinclair

Interface 2, Protek etc.)*

s

\,J 7/ TAXI
b k. f'l..f';

£5.50

computer.

* |L5, Flaps, /G and
system failures

* 100% machine code
with complete
instructions and pilol

¢ Any Spectrum

notes.
DIGITAL &
P
INTEGRATION ()
22 Ash Church Road |
Ash, ALDERSHOT,
Hants. GU12 6LX

38

Please send me the
following games for the Spectrum

Fighter Filot 48K £7.95
Might Gunner 48K £6.95
Football 48K £7.95
Taxi (Any Spectrum) £5.50

VAT and p. & p. inclusive within UK
(Overseas inc. 55p. per cassette)

Bacome a Taxi Driver
and test your skills -
but baware the
Reckless Drivers!
Fun for

: /”7\( ‘;fﬁ)
=/ ¥ \

COMPUTER GAMES

SOFTWARE
Lifetime Guarantee
| enclose a cheque/P.0O. for
Cheques payable to Digital Integration
Name___
Address
Pfc‘ase send to D|g|t.-1| rntec} a[ron D(=[Jt SP4
22 Ash Church Road, Aldershot, Hants. GU12 6LX.

all tha family

Trade and Export enquiries welcome.

SINCLAIR PROGRAMS  Apri! 1984



5 REH "FIsSHT

2 PRINT AT 135,@;"YOU RRE_THE
Felaml . et HMD YOU HRUE T CB
ToH THE FOOD "Y3"" A3 IT FALLS.
wil MOUE LEFT WITH "“i1i"" AND RI
SHT WITH satt, S0an LUCK." -

= PRINT 8T 23.5; "PRESS ANY KE
Y Ta sSTART™
12 PRINT AT 9,3; S e e
.15 PRINT AT 1@,8; 'FEED THE FIS
. ,2@ PRINT AT 11,&; " Wi

25 PRUSE 4E4

38 CLS

35 PRINT AT 21,11; " -
T ee,ia;". W ;AT 12.9; "B

R = 1 e T T l

W AT 17.7; "8 B
art 1s.,.5; "B = o
15,5;: "0 . STy

4@ PRINT AT 13,5;

“";8T 12, 5,"

7@ NEXT A

8@ LET G=13

85 LET U=0

18@ LET Z=INT [(RNDx1S4+7)

11@ LET X=0

120 PRINT AT X,Z;"*";AT X-1,Z;"

125 PRINT AT 13,G; “@us
,13@ IF INKEY$="1"'THEN LET G=G-
1135 IF INKEY&$%="@" THEN LET G=G+

14@& LET X=X+1
ul15@133: X=1F AND Z=G+1 THENWN LET
] = +

16@ IF X=13 AND Z<>G+1 THEN GOT
o 2eo

170 IF X=14 THEN FPRINT AT X=1,F
;"#E. AT xX-2,Z; "8

18@ IF X=14 THEN GOTO 1@@

i9@ GOTO 12@

282 PRINT AT @,0;"You RTE ";uU;°
PIECES OF FoODR."
212 PRINT "DO YOU WANT ANOTHER
PRINT * LY} oR Gy
IF INKEY&="¥" THEN GOTQO 26%
IF INREYs="N" THEN GOTO 27&
GOTOD 238
CLS
RiJN
CLS
PRINT AT 1@.1e; "BYEEE"
ETOR

‘dl't Z 2 A/
V/ﬂ

SINCLAIR PROGRAMS
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OU MUST catch the food as it
-! is dropped into your goldfish
bowl. If you miss a piece the
game ends and you are told how many
pieces of food you ate.
Feed the Fish was written by Fiona
Ede, aged 14, of Aldershot, Hampshire
for the 16K ZX-81.
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[ I ITI T 111
80800000

ORSE CODE was written for

the 16K Spectrum by Peter

Ford of Swindon, Wiltshire.

The program will convert any message

you input into Morse Code. You can

choose whether you want to hear the

message in code or to see it flashed on

Dgr the screen. Lines 30 to 90 enter the

routine which pairs all the letters with

the dots and dashes; lines 95 to 100

I”:j;rirlpn.u: the variables; and lines 105 to 140
[ convert the message into code.

{ \
111"I{ﬂ‘\\'

¢\

116 DIM =183y FOR n=1 TU LEMN TR® win2?

BURLER 5 B4

INK &

2dent, 25

o
i
s

r
[
p
b
=
n

BT 1 L -
1° FUR n=e5 Tu ¥6
© o s =L HRE fe ET ==+l

c=27 FUR mi=dE Tu 57

wHc o 0=CHRE ne LET e=c+l

ET w2 =LHRE 44 LET ws
=LCHRES 46 LET wH 2 LHRE 32
90 FUR Ty U= I T

W yyr=a:

=
PRINT "IHPUT A MESSAG
E AHD THEN STATE “A‘FOR MORSE ¥
Gl CRN HERR UR NAFOR MURSE ¥
il AN SEE"

1868 THPUT "MESSALE “;mB: INPUT
"L YO WANT AUDIBLE CODE OR
VISUAL CUDETCENTER ‘A UR‘Y 2'ic
%

165 CLs PRIMT “PLEASE WALT A
WHILE S0 THAT I CAN WURK ouT

THE CUDE"

w3

126 FUR m=1 TO 34

126 1F mECnr=usim) THEN LET =z{
=M

146 MEXT m' MEXT n

1453 LLS ° PRINT "PRESS RNY KEY
TL START THE ‘TRANSMISS 10N/
e FRUSE &

1568 1F c%="F" THEN GO TO 280
168 1F cH="¥" THEN GO TO 308
280 FUOR n=1 TU LEN mE' LET x@i=s
TRE zino

2168 FOR m=1 TO LEN =%

220 IF xm<mi="1" THEM BEEP .1.
i

236 IF «Rmd="2" THEN BEEP .3.
43

248 IF x®(mbd>="3" THEM BEEP ,6.
E9: HEXT n

2568 NEXT m- BEEP .3.69: HEXT n
268 PRINT "PRESS ANY KEY TU SEE
THE MESSALE": PRUSE 8: PRINT RT
11.8;"THE MESSAGE WA% "’ FLASH
L:m&; FLASH @;"": PRIHT "PRESS
AMY KEY TO INPUT ANOTHER MESSAG
E'"+ PAUSE @' GO TU 9%

288 FOR n=1 TU LEN m#: LET x#i=5

313 FOR m=1 TU LEN x¥
328 IF x®cm>="1" THEN PRPER 4:
LLE ° BURDER 4: BEEP .25%.,89: BO

RDER S* PRAPER S: (LS ' BEEP .25,
(o=
3B IF »®imo="2" THEW PAPER 4:

CLs : BORDER 4+ BEEP .75.69' BU
RDER 3: PAFER S+ CLS ' BEEP .2%.
=9

d40 IF »®(m>="3" THEM BEEP 1.6
Y MEMT n

350 MEMT m: BEEP .5.69° HEXT n

360 PRINT "PRESS ANY KEY TO SEE

THE MEGSAGE"*® PRUSE @+ PRINT AT

11,8 "THE MLSSACE WAS ";° FLASH

Lim®i; FLASH 8;""' PRINT "PRESS
ARY KEY TO INPUT ANOTHER MESSAG
E": PRUSE ©: GO T =25

370 DATA 12, 2111.2121,211, 1112

Z E12.1211.22, 2
21.011,2, 112,11
Sl EPRC e s e
1 A1YT118,01111,21111.
el 1. 2221, 2285 21218111111,

1.
T
17
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ICHAEL WARD of Pad-

stow, Cornwall wrote The

Square Game for the 16K
Spectrum. Using the cursor keys you
have to fill the bigger box with smaller
boxes, being careful not to leave the
screen. That is not so easy as it sounds.
On completion, press 1 and the com-
puter will check to make sure you have
finished without cheating,

THE GIUIRKE
BHINE

1 CLS 40 NEXT n 300 CLS
3 PRINT AT 10,103 " S0 FOR n=1 TO 20 310 PRINT AT 10,8; INK 43 FLASH
e o e s ] &0 PRINT AT n,31;"m" 1; BRIGHT 1;"0DUT OF SCREEN"
= it e 70 NEXT n I20 PRINT AT 12,03 "DO YOU WANT
T R 80 PRINT AT 21,0;" SN ~MOTHER GO7 Y/N"
T T [T SR X T S P W 330 INPUT A
= e s S 150 LET #=10 340 IF A=Y THEN GO TO 1
e BT 140 LET w=15 350 IF a=n THEMN STOP
R BT 165 FRINT »YO;AT O, FLASH 1 I 400 PRINT AT 21,12; FLASH 1;"CH
T TR O | NE 43 “"WHEN EDMFLETED FRESS NUMBE ECEING"
R T | R DME!'" 410 FOR H=3 TD 20
o 170 PRINT AT x,v; INK 2; PAFPER 415 FOR M=1 TO 30
= PRINT AT 21,03 FLASH 1;"PRE 1; BRIGHT (;"W" 420 IF ATTR (H,M)<:74 THEN PRI
S5 ANY KEY TO CONTINUE 190 IF INKEY$#="S" THEN LET y=sy MT AT 21,123 "CONTINUE": GO TD 17
& PAUSE O: CLS =1
7 PRINT AT 10,03"SIMPLY LUSE 200 IF IMKEY#="B" THEM LET y=y MEXT H
THE CURSOR KEYS AND FILL IN THE +1
BOx!! IT'S NOT AS EASY AS IT S 210 IF IMKEY#="&" THEM LET x=x 7 AT S,10; INK S5; FLASH
OUNDS.FILL AwWay!!11ie +1 1; BRIGHT 1;"WELL DONE*
8 PRINT AT 21,0; FLASH 1'"F’RE 220 IF IMKEY$="7" THEN LET w=x 1015 PRINT AT 7,0:"¥0OU HAVE FILL
S5 ANY KEY TOD Pan -1 ED THE BOX WITH SOUARES ! ! VER
? PAUSE O: CLS 225 IF IMKEY#="1" THEN GO TO 4% ¥ GDOD'NOW DO IT AGAIM. BET YO
10 FRINT AT 2Z,0; " I O U MOT L VA T HA!
R PR S T R R A 230 o] THEN GO TO 300 i FPRINT AT 12,0: INK 3:'"DO YO
15 PRINT AT 0,10; "SUPER SQUARE 240 y THEN BO TO 300 U WANT ANODTHER GD? Y/N
" 250 x>»=21 THEN GO TO 300 1030 INFUT &
20 FOR n=1 TO 20 260 <=2 THEM GO TOD 200 1040 IF A=Y THEN GO TO 1
30 PRINT AT n,0;"H" 270 BO TO 170 1050 IF A=N THEN STOF
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computing book

t d If you only buy ONE

CLASSIC!

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

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

The author, Dennis Jarrett, is a successful journalist
. who was also founder editor of Which Computer?
S magazine — so his first edition quickly became a
- standard work. Now this new, substantially
/-_.:—' enlarged and revised edition covers the latest -
e % trends, terms and technology with the relevant facts

AR .\ ' ONLY the relevant facts — in plain English.

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

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




OU PLAY the part of a spider
and have to trap as many flies as
you can in the time allowed. The
flies are trapped in the web and you
must use the cursor keys to catch them.
Spider was written for the 16K Spec-
trum by A Culling of Barton Turf,
Norwich.
The user-defined graphic in lines 30
and 390 is a graphic A and in lines 45
and 6050 it is a graphic B,

310 PRINT AT b,cj"&"

315 PRINT AT 21,63t;" ": LET t
320 IF t=-1 THEN GO TO 7000
330 IF INKEY$="7" THEN LET x=x

340 IF INKEY#="&" THEM LET x=x
+1
300 IF INKEY#="3" THEM LET y=y

=1
40 IF INKEY#$="8" THEM LET w=y
+1
370 IF =0 THEMN LET x=1
375 IF x=21 THEMN LET x=20
380 IF y=-1 THEN LET y=0
385 IF y=32 THEN LET y=31
370 PRINT AT x,v; "W
400 BEEF .02,50
410 IF x=bh AND y=c THEN
L0000
420 PRINT AT x,y;" "
430 PRINT AT bscj"
S000 GO TO 220
6000 FOR j=1 TO 4: BEEF .02,20:
BEEF .02,40: BEEFP .02,20: BEEP
02,40: BEEF .02,20: PAUSE 15: NE
XT 3
6010 LET s=s+2
6020 LET u=mu+l
&S030 IF urhs THEN LET hs=u
4040 IF u=15 THEN GO TO BOOO
A0S0 PRINT AT O,s5; "#"”
&0560 PRINT AT x,y;" "
&HO70 GO TO 110
7000 BEEF 2,10
7010 CLS
7020 IF u*=hs THEN PRINT AT 2,7
3 FLASH 13 "HIGHEST SCORE"
7030 PRINT AT S5,7;"YOU SCORED
i B
7040 PRINT AT 10,7;"HIGH SCORE="
7050 PRINT AT S,1Bju

GO TO

10 B0 SUE FO0O0

1S BORDER 4

20 FPRINT AT 5,73 FLASH 1j3"HOW
MANY FLYS CAN ": PRINT AT 7,7: F
LASH 1;"YDUR SFPIDER CATCH 2"

25 PRINT AT t4,7:"use keys 5,6
+7HB": PRINT AT 15,;7;"to move yo
ur spider"

3 ¥ R0

40 FOR a=0 TO 21

45 PRINT AT a,03"#": FRINT AT
a,31; "a"

S0 NEXT a

55 PAUSE 250

40 LET hs=0

&5 LET wu=0

70 CLS

75 LET s=-1

80 LET t=500

85 PRINT AT 21,2%;hs

90 PRINT AT 21,173;"HIGH SCORE=

100 PRINT AT 21,1:;"TIME"

110 FLOT ©,0: DRAW O,175: DRAW
255,0: DRAW 0,-175: DRAW =255,0:

S0 FPRINT AT 0, 1; " ORRRrnrtrniiomamcngs

DRAW ©0,8: DRAW 255,0: DRAW 0,15
2: DRAMW -255,0

120 PLOT 255,100: DRAW —&60,—-92:
PLOT 255,115: DRAW —125,-107: P
LOT 255,130: DRAW -2335,-122: PLO
T 255,143: DRAW -255,-7%: PLOT 2
5%,155: DRAW -255,-35

130 PLOT 210,147: DRAW Z2,-1&: D
RAW 3,-14: DRAW 5,-14: DRAW 8,-1
O: DRAW l&,-14: DRAW 10,-8B

140 PLOT 145,147: DRAW 3,-24: D
RAW B8,-28: DRAW 14,-28: DRAW 18,
—~24: DRAW 27 ,-20: DRAW 40,-24
150 PLOT &£4,147: DRAW 3,-34: DR
AW B,—40: DRAW 20,-43: DRAW 32,-
40

190 LET x=3: LET w=2%

200 LET b=INT (RND*1%)+1

210 LET c=INT {(RND®29)+1

220 LET =z=INT (RND#4)+1

230 IF =z=1 THEN LET b=b+1
240 IF 2z=2 THEN LET b=b-1
250 IF 2=3 THEN LET cmc+i
260 IF z=4 THEM LET c=c=1
270 IF b=0 THEN LET b=l

280 IF b=21 THEN LET b=20
290 IF c=—1 THEMN LET c=0
300 IF c=32 THEN LET e=31

70460 PRINT AT 10,193hs

7070 PRINT AT 135,2;"press any ke
y for another go*

7080 PRAUSE 0: PAUSE ©O: PAUSE O
F090 GO TO &5

BOOC0 BEEF 2,10

BO1O CLS

BOZ0 PRINT AT 5,8; FLASH 13 "CONG
RATULATIONS"

8030 FRINT AT 7,3;"YOU SCORED HMA
XIMUM FOINTS"™

B8040 PRINT AT 15,7; FLASH 1;"HIG
H SCORE="

8050 FPRINT AT 15,193 FLASH izu
B8040 PRINT AT 18,2; "press, any ke
y for another go"

BO70 PAUSE 0: FAUSE Or PAUSE O
go80 GO TO &5

FOO0O FOR k=1 TO Z: FOR n=0 TO 7:
READ a: POKE USR (CHR#* (143+k))
+n,a: NEXT n: NEXT k

7010 DATA BIN 10011001 ,BIN 01000
010,BIN 10111101 ,BIN 0L1111110,81

N O01111110,BIN 10100101 ,BIN 0100
Q010 BIN LOOO0001

F020 DATA BIN 10000000 ,BIN 01100
OO0 ,BIN OGOO10000,BIN 11110110,B1
M 11111110,BIN OOI111001 ,BIN 0101
0100, BIN 10010010

030 RETURN
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PLAY THE

Here's a sure-fire way of making certain 1984 is packed full of fun for you and
your friends. We've searched for brilliant new program sources throughout the
U.K. and North America to find an exciting collection of new games—and
business programs—many of which cannot be bought by mail order from any
other source! These are our latest exclusive offerings.

Remember there's no imit to the number of free
cassettes you receive If your order justifies them — so =i
why not get together with friends or user group _ail®
members and share the freebies? g

GREAT VALUE! TREMENDOUS SELECTION! PLUS A FREE
OFFER EVERY TIME!

Fill in the order form right away — we’re guaranteeing fast

delivery, quality and satisfaction [after all, we want you to
come back for more!)

The Software Workshop, Yew Tree, Selborne,
Hants GU34 3JP
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= SNOOKER® ;J8agyes dngsas ugeas.
Visions Snooker brings all the 8 ! Sags~ y
excitement and all the tension of big e g ¥y I Aﬂd hﬂrﬂ sa f"rth&r

time taurnaments to your TV set. With
an advanced program writlen by a
18 year old undergraduate at
Queens College Cambridge, it
makes Pot Black laok like a load
of old balls. Visions Snooker for
the 16K ZX Spectrum. It's an
exciting test of your skills on the
cue,

1994
The game has eight screens
which get progressively more
difficult. The object of the
game is o lake Smiffy from
Screen 1 to Screen B and to
get o and from each screen
you must pick up the key
which lies within the screen
that will apen the exit door.
The hazards include stepping
onto and off, up and down lifts
going over droids and
avoiding plasma bolts that are
constantly being fired at you.
For the Spectrum 48K.
Cassette price: £9.95

Ref. No: 2-56

ARS |AFTER)
KEVIN BEZANT |

“‘?.“EE

HARANITEE

onfidence. J
3 ¥ e 1113 \

y satisfied with t1 L-lm: :

¥ 2 atyrn it L0 US Y

.o peturn it v .

hase retl st

ve will u'ruwde arep

1A= i ' 5

omplete €

selection of the latest
games, the hest value
software for your Spectrum

Spectrum Software

2-13 Sentinel
Guard you mother ship against alien
attacks, 48K RAM

2-14 Meteor Storm
Spectrum version of the ever-popular
arcade game. 16K or 48K RAM
2-15 Star Trek

Popular space program brought to
life by exceflent graphics. 48K RAM
2-21 Frogger

Manoeuvre the frog across the road
avoiding heavy traffic. 48K RAM
2-23 Arcadia

The expert's version of the popular
invaders’ game. 16K or 48K RAM
2-24 Golf

The finest of golf handicap games
48K RAM

2-:26 Derby Day

This favourite has to be a - winner.
48K HAM

£4.95

£4.95

£4.95

£5.95

£5.95

£5.95

£5.95

,rTu: The Soft:v;r: -'l.llu-u;k-sl;o;, Yew Tr';:, §1:Ih-u:n‘;:' H-ant:s GU34 SJP-'

! | 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
recewe a replacement .

Ref No | Gty

Title Price

]
1 Postage, packing and handling: add 45p for the
I first cassette, and 25p for each additional
:r:assm.l.e Non-UK orders add extra 50%

1| enclose a cheque/postal order for_

:Name »
:L\drlr'nﬁs

y — —_
[Allow 28 days MAXIMUM FOR DELIVERY)




2 OIn Atas)
3 FOR A=l TO 23
d LET AiFR) =1
5 MEXT A
18 PRINT AT 10,1X: "MATCHES"
i85 PAUSE 122
17 CLS
2O LET rMHeId
47 GosuUBs 3a0
E@ PRINT AT &8.2; "THERE ARE "N
MATCHES LEFT"
=T PRINT AT 1@,0; "HOW HANY DO
¥OU TRRE RURY (A,@.9»"
B@ INPUT
FTE OIF (Jel) #ld=R) + (J=3) THEN @
oTo ae
TE PRINT AT 12,9 "sINUVALIC NUM
BER
7T PALSE 109
78 PRINT AT 12 .89;"
e OTO B3
B3 LET Mesbi—u
S8 GO3UBR &0
12@ IF MH=4 THEN GOTO 1000
122 IF M3 THEHN SOTO 1830
124 IF HMszx THEN GOTCO 1108
A=8 IF ne3 THEN GOTO 1158
ia8 IF H=1 THEMN GOTD B228
136 IF H.=@ THEN ZOTD Sa@
133 LET Zmd = =EEQ GOTO 1233
A3 PRINT AT 8,.@; "IX8i REMOVE =50 RETURN
PEFT HMHATCHES' &30 FOR Z=1 TO J
AsS PAU3E @@ RS LET Xmg
180 LET HesN-I 518 FOR Gewl TO =3
A7@ LET J=X &18 IF AIG) md THEN GOTO &S
120 GCOosUE sad 230 FOR Y=3 TO 13
i@ IF Hsl THEN GOTO azo B21 UNPLOT X,%
=03 TOTO S8 BEE MNEXAT
ID@ FAST ESE LET AIG) =@
APE PRINT “THE PLAYER STUCK WIT BEge GOTO SS90
3] THE LAST HATCH LOSES EBEG LET ek
. EEE HEXT G
31@ PRINT AT 14,0 " BS@ NEXT Z
o TRe@ RETURH
AZB FOR F=15% TO 21 a@ad PRINT AT 17.,2; "vYOU WOHN"
3I3@ PRIMT AT F.a:"F".AT F.24;"1 Bl@ S3TOFR
J aza PRINT AT 17 .&2; "YOUu LOBT"™
=43 MEXT ™ Bl PRIMNT AT 17 .82;:"YO0U LOS3T™
2E@ PRINT AT 210  — a3a STOP
I 1008 LET =3
490 FAasT 181dé GOTO i8d
498 LET Xa2 12ED LET Im=l
200 FOR U=l TO I3 1a8@ SOTO 15
Ei® FOR Y'e3 TO 1= 11@@ LET Z=li
E2@ RPLOT X,Y iili@ GOTO 150
HMEXT 118& LET Z==2
LET Xek+2 1150 GOTO 150
HEXT W ilaa SAVE “"MATOCHER"
B4l BL O 1218 RUN
46

ATCHES is a game of strat-
egy between you and the

computer. The computer
goes first and chooses whether to take
one, two or three matches out of the 23
on the table. It is then your turn and
you can take up to three matches. The
object is for you to make the computer
take the last match, which 1s not very
easy. ;
Matches was written for the 16K
ZX-81 by Mike Hsieh of Singapore.
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10 COTO 4@

20 SRAUE "aLRET
Be CIM e C1a, 100
A CIM Lol

BB FOR A=l ToO 2=

s |

180 HNEXT &

13@ PRIMNT AT 7,.3;" 1

L L b

1d4@ PRINT TARS 3 IS " B

.

18@ RPRINT TRB 3; ., ..
- ..

1@ PRINT TAD 3; "N N = = ..

L

172 PRINT TRB 3;° - =

L . ] o

183 PRINT AT 4.1 - [EErEEEriTTeE

19@ IF IMNKEYS="'" THEN GOTO 1@
=02 CL=

210 PRINT TRAB- 7; "INSTRUCTIONS"
220 PRINT 1

230 PRINT “THE OBJECT OF THE GA
HE IS CATCH AS MANY FALLING @A

AS YOuU CAN."
Zad PRINT “YOuUu HAVE & HAXKIMUE O

am U IN A GAME.YOUR SCORE
UILL BE DISP-LAYED DURIMG THE G
AME , AND WHEN THE 12 ""@"" HAVE

FALLEMN A BONUS HILL BE RADDED."
2Ed FPRINT "IF YOU GET MORE THARM

i@ OF THE YOt YOU WIkL PLAY
RGREIMN"
2840 PRINT “vOu ARE THE " lell

IM THE HMIDBLE OF THE SCREEM™
278 FPRINT AT 21,=2; "PRE2S3 ANY KE
¥ TO PLAY GRAME"™

288 IF INKEY SE="" THENM GOTO =88
=90 CLS

Je® LET S=0

si10 CcL=

B LET B=13

DoB LET U=

4@ LET X=l1d

TS FOR HM=1 TO 1z

8@ LET A=INT [(RHOC+E2) +1

37O PRINT AT @.=; "SUAGEE™" ;2
I8@ LET B=B-1

I PRINT AT @20 "BAGS=";8"

4@@ PRINT AT 1,0; " ErTrrsET

ElLLLEELLLELEELEELE
410 PRINT AT &.,9; " ey

EEETEEWE TN AN SETa
4AR@ PRINT AT 2,0 T

430 PRINT AT 4 .@;

440 FOR Yed TO =@

A4S0 FPRINT AT il o B i

B8 LET Xex+ [ INKEY®="8" RAND X3
1) = (IHNKEY &="5" AKND X>@)

473 PRINT AT 21.%:" el

488 PRINT AT v./&:" ©

490 MNEXT v

=@3 FPRIMNT AT 21.A; "M

5l1@ IF Ad:»x+w THERN GOTO S70
520 LET S=3+1@

530 LET U=LUi+1

=AG IF 10 THEM GOTO 310

5B PRIMNT AT @, "3URAG=E" 5
s80 GOTO =80

S7@ PRIMNT AT =1.&;"

ES50 NEXT ™

20 LET 2SS4+ (S810)

a&3® PRINT AT O,2; “SUAGwE"; 3
Sl PRIMNT AT @,20; "BEARS =D

B0 FRINT AT 1.8 FRESS ANY HE
¥ TO SBEE HIGH 3CORES"™

630 IF INKEYSa"" THEN GOTO &30
B4@ CL3E

8@ FOR J=l TO 1@

G IF S ml () THEM GOSUB a6
B78 IF S:ml iJl THEM GOTO 790
B30 MHEXT .J

s9a CL=

o8 FRINT "HALL OF FAME-TOP TEHN
PLAYERS "

T8 FPRINT

TED FOR J=l TO 13

T38 FPRINT JiTAEBE 3L 0J) ; TRAE 18 '
U HE L)

T4 MEXET J

FER PRINMT AT 21,0 "PRESS ANY KE
¥OTO PLAY AGHIN

rE@ IF IMNKEYes="" THEM GOTO 7T&d

TTO CL=

780 GOTO I8

7@ CLS

B080 PRINT "FPLEARSE ENTER YOUR A

Bl PRINT "HO LOMNGER THAN 18 LE

TTERS
S26 INPUT ME ()
DD IF LENM MBI 310 THEN SOTO

O J STEF  E
2 +1) mL P

SED LET MHS(F+1) =MEIFP)
Boa HEXT P

FOA RETURMN

SINCLAIR PROGRAMS April 1954

ATCH as many of the money
bags which fall from the wall as
you can, using keys 5 and 8. If
you catch all 12 successfully you will
receive a bonus. The top 10 scores are
listed in the hall of fame.

Swag was written for the 16K ZX-81
by Christopher Marley of Bradford, W.
Yorks.
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JUNGLE Of DEfiTH

OU ARE FACED with seven
perilous jungle scenes, each be-
ing slightly more complex than
the previous one. The object is to avoid
all the hazards of the jungle, such as
animal pits and obstructing trees, and to
reach the exit on each scene.
The Jungle of Death was written
for the 16K ZX-81 by Richard Morgan
of Stourbridge, West Midlands.

5 LET UsPEEK 18308+2B8sPEER 1
LET 3C=3

& Gosup Sooe

& FOR He=l TO 7

13 CLS

18 GOSUE SDOQ

13 LET T o e o e we e

R R T Y
id LET T=321
25 LET ZT=a(U+SD)
®8 IF PEEXK I=118 THEN STOPF
23 POKE Z.CODE v
35 LET ITe=sIhKEYS
42 LET ZsZ4+ (Igs""8" S B N

Y- lXmw"

DA% (ITS="B") ) =(3JFa (ITE="'T »

4% IF FEEK Z(>@ AMD PEEK Z:3>CO
BE YT THEN GOTO SO022

5@ LET T=T-.=

54 GOSUD 200

BS PRINT AT 23,0; T8l TO T) +~

T Tid
ZOTO 38

THEN COTO S00d

BE@21a
CED

PRINT s UYOU BCORED ; (INT
STOoR

REM

LET XaU+ (RND#70@)

IF FPEER X:3@ THEM RETURN

POKE X.=23

RETLORN

=EM B

FRINT TAS 2; SRS

FRIMT YOuU SHALL BE FA
WITH 7 IGLE BSCENES , EACH

BEING HORE IFLEXT THARN THE
LAST . THE OBJECT IS8 T
0O REACH THE EENEl oM EAcCH SCoEMNE
BRa@ PRINT RS You TR TO ESC
AFPE THERE LHILL BE A CONSTART [ =]
OHMBARDHEMNT oF SHMELLE (%) . THE GH
HME ERCES IF vYOU HIT A TREE OR &
LL TITWNTO ~ BOMEB CRATER. "

S@E3 FPRINT (SCOREnl@+REMAINING

rIHE. "

EQIT FPRINT U SE THE cubzOb ri
-

S@38 FPRINT -THRSB 11 ; - D
e » TPRE23 AMNY HKEY TO START.™

SEQmo

IF IHMKREY &:>"" THEN GOTO S0S

-1-1-1-1
=osa
Eave
apan
B3@3
g-1-1-3-3
T

BE1a
saza
Bi@ 2
sS03S
=340
BEEG

a100
=TT
T=1-1
T-E -]
EEE
B3

RB3E
WEES
111
27O
-1 1= ]
SRR

A=
L1
S1a1

AR

Bl1ad

Sl1aA5

IF INKEYS="" THEHN GOTDO Sa5S

CcLS

LET O=PEEK Z
IF 0188 THEMN LET BC=3C+ 118

IF Oias THENM GOTO 7O

LET RSsa HSE A B SRE et B
FOR RNal TO (LEN A
POKE Z,.CODE AS (M)
HEXT M

FPRINT AT 11,11;" GRAME OUER

PRIMNT AS+AS
FOR H=1 TO =20

PRIMT AT M, "W ;AT HM,.31; "N
HEXT K

FRIMT RAS+A8

FOR H=1 TO (H&7)

LET A=IMNT (RMO 25 +3

LET B=INT (RND#17!)+1

FRIMT AT B.A: "

FAT B2

-

HEXT i
FRINT AT II1.128:;:"

FRIMT AT 1,15

FORKE® 18418 ,a@
ET LIRM

EHUE  EeUT LHE]
gee LT - B

48
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IRE DEPTH CHARGES at sub-

ol

points for a midships strike. Torpedos

random and at a slower speed. Use key

marines and torpedos which are worth 15 points and you have 12 0 to fire a depth charge.
move along the bottom of the shots per game. Depth Charge was written for the
screen. You receive five points for hit- The Torpedos move at constant 16K ZX-81 by Graham Stock of
ting a submarine at either end and 10 speed, whereas the submarines move at Worcester Park, Surrey.
LET HS=0 300 RETURN 930 BOTO 993
LET SC=0 390 FOR FP=1 TO 12 50 PRINT AT 20,15;" (Bxisp) "
PRIMT AT = ":50 402 GOSUB 2000 991 LET K=29 D
PRINT AT i "HI-SCORE = 500 IF INT (RND#3)=1 THEN GOTO F32 LET SC=SC+15
600 993 IF SC>=HS THEN LET HS=5C
GOTO 390 903 LET R=2#INT (RMND*2)-1 294 PRINT AT 0,10;5C
FRINT AT &,15;"#*" S20 FOR X=1&4£-12#0 TO 1&6+12#3 ST 95 PRINT AT 0,28:HS
PRIMT AT &,15;" %7 RETURN
FOR A=5 TD 1 STEP -1 FRINT AT 20,X;"(g7rgl:g7}" 2000 FOR F=8 TO 21
FRINT AT A,21-A;"#" 532 FOR F=1 TO INT (RNDwIii)+2 2002 FRINT AT F,03" (32%iep)"
PRINT AT A,21-—A;" " 533 IF INKEY#="0" THEN GDSUE 15 2003 MEXT F =
D NEXT A S34 NEXT F 2010 PRINT AT 7,73"iga:3%qd: 2%ga
2 FOR A=2 TO 7 535 PRINT AT 20,X;"(3#isp)* :Seqdagal " TR

B3I PRINT AT A,203"#":AT A,20;"
BS NEXT &
87 FOR A=8 TO 1%
BF PRINT AT A,20:":1AT A,20;"
lisp} ™
0 NEXT &
100 LET F=135
110 PRINT AT 20,203

120 LET I=FEEK (PEEK 1&4398+FEEK
16399 %254)
130 IF Z<>128 THEN GOTO (Z=3)=8

QO+R00# (I=1 Y +FF0% (I=137)
147 PRINT ";AT 20,20;"(isp)"

=540 NEXT X
590 GOTO &S50
00 FOR K=1
&10 PRINT AT

TO 27
20, K; " (Z#%gg) "

620 IF INKEY$="0" THEN GOSUB 15
&30 PRINT AT 20,K;" (Z*isp)"

&40 NEXT K e

650 NEXT P

L40 GOTO 3000

8OO LET SC=SC+S

810 GOTO 910

00 LET SC=SC+10

210 FRINT AT 20,%;"(axisp)"
920 LET X=30%0

Z0 PRINT &T &,11
030 PRIMT AT S5, 1%
030 FRINT AT 4,12
2060 RETURM
IO PRIMT AT
FAUSE 250
010 CLS

020 PRINT A1
L8 B I

030 FAUSE 40000

20,113 "game over"

11,8: "ANOTHER GOD?

3040 IF IMEEY®EC»>"Y" THEM STOF

050 GOTO 4
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OU HAVE to collect sufficient
apples to make some Apple
Jack. As the apples fall from the
tree you have to catch them safely in
your basket. You lose one of three lives
if an apple hits the ground, as it will be
too badly-bruised to make the Apple
Jack.
Apple Jack was written for the 16K
ZX-81 by G Walker of Uxbridge,
Middlesex.

|| | APPLE JACK

i |iu‘ Hi“'{zmt : (
![:u v Y F - -
i 7 100 1D Nor ey seone

, ﬂl’ﬂ 530 PRINT AT 14,5;"DO0 YOU WISH

1 ',. w ' - ANDOTHER GAME 2"3AT 1é&6,14;% (Y OR
"l_ ;.t ﬂ[ :»_ - ;’; M)
L f M /@@ 540 LET Z£=INKEY$
1,- . Ty, )’ : S50 IF ZE<>"Y" AND Z$<>"NM" THEN
in e GOTD 540
i 560 IF Z#="Y" THEMN GOTOD &10

270 PRINT AT 21,0;"

SB0 PRINT AT 21,12;"G00D BYE":;A
T Z1,12;"good bye"

S70 IF INKEY#<>"¥" THEM GOTO 58
(8]

&00 PRINT AT 21,12:" i
510 FOR Z=7 TO 19

&20 FRINT AT Z,5:3"

&30 MEXT Z

&40 GOTO 1460

&30 PRINT AT 7,12;"APFLE JACK"
&40 PRINT AT 9,5:;"YOU MUST COLL
ECT THE AFPLES"

| S70 PRINT AT 10,53 "WHICH FALL F
m ROM THE TREE S0

\\\ HE80 PRINT AT 11,53"THAT ARFLE J
Al CaN EBEE MabDE"™

&90 PRINT AT 13,953"THEY FUST NO

T HIT THE FLDOR"™
700 FRIMT AT 14,5:"AS THEY WILL
BE USELESS FOR"
710 PRINT AT 15,53 "MAKING AFFLE

JACK"
720 PRINT AT 21,0; "CONTROLS:
10 FOKE 146418,0 290 IF C$<>"(gh)" THEN LET B$=" (SILEFT (EVRIGHT"
20 LET HI=0D o 730 PRINT AT 17,5:;"YOU ARE ((gh
30 FAST 300 PRINT AT A,B;A$;AT Z,AP;BS; ¥} AND THE AFPFLES"
40 FOR Z=3 TO 19 AT Z,AFP;CH 740 PRINT AT 18,5;"MUST LAND IN
S0 PRINT AT Z,0:"(4sigp)" 310 LET B=B+({INEEY#="8" AND B<{2 THE CENTRE."
60 MEXT Z 71— (INKEY#="5" AND B>4) 750 PRINT AT 0,73 “FRESS (P} TD
70 FOR ZI=0 TO 31 320 NEXT Z START"
B0 FOR A=1 TO INT (RND*3)+4 330 IF B+Z=AF THENM LET SC=SC+1 740 IF INKEY#<>"P" THEN GOTOD 7&
90 PRINT AT X,Z;" (gh)" 340 IF B+2<>AF THEN GOSUB 370 0
100 MNEXT X 350 PRINT AT 21,7;5C 770 PRINT AT ©,7;" APFLE JACK
110 NEXT 2 I&0 GOTO 240 i
120 PRINT AT 20,0:"(32%g7)" 370 LET LI=LI-1 780 GOTO &£10
130 PRINT AT 22,0; " (32%xg&)" 380 LET DE=LI*S+18 790 CLS
140 SLOW I20 PRINT AT 21,.DE;" . BOO PRINT AT B,10:"APFPLE JaCk"
150 GDTO &S50 400 IF LI<»0 THEN RETURN 810 PRINT AT 10,03 "THE COMPUTER
1640 LET SC=0 410 LET Ef="0UT OF LIVES " WILL ENTER FAST"
170 LET LI=3 420 LET C=1 820 FRINT "MODE FOR FOUR SECOND
180 PRINMT AT 21,0;"SCORE: O * 430 FOR Z=30 TO 1B STEP -1 5 WHILE THE"
190 PRINT AT 21,11;"LIVES:" 440 PRINT AT 21,Z3;E%(1 TD C) B30 PRINT "SCREEN LAYOUT FOR TH
200 LET A$="( {(gh) }" 450 IF Z>18 THEN LET C=C+1 E GAME IS"
210 PRINT AT 21,17;R%;AT 21,22; 450 NEXT Z B40 PRINT “FPRINTED"
AF:AT 21,27;48% 470 PRINT AT B,S:;"HI SCDRE :"jH 850 PRINT AT 15,73;"FRESS (P) TO
220 LET RA=19 I START"
230 LET B=15 480 PRINT AT 10,5;:"YOUR SCORE : B&0 IF IMNKEY#<{>"FP" THEN GOTD B&
240 LET AP=INT (RND#22)+& " BC 0
250 LET B$="(gh)" 490 IF SC>HI THEM FPRINT AT 12,5 870 CLS
240 FOR I=4 TO 18 $“YOU HAVE BEATEN HI SCORE" B8O GOTOD 10
270 PRINT AT Z.,AP; 500 IF S5C=HI THEMN PRINT AT 12,5 BFO LET U#="AFFLE JACK"
2B0 LET C#=CHR$% PEEK (PEEK 1&3%9 s "YOU EGUALLED HI SCORE" 200 SAVE Us
B+255#PEEK 14399) 510 IF SC<{HI THEM PRINT AT 12,5 10 GOTO BOO
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CALENDAR

SING this program you can
find on which day a certain

1 FRINT “AHCUE" :
2“PRINT "KKKFF" date lies.
18 PRINT "IMPUT YEAR, MUNTH AN Input the year, month and date
D DRY" :
26 1MPUT A and the computer will tell you the day
2% LET BS=Fs
3@ INPUT B
48 INPUT C
5@ LET A=VAL ASC3 TU 4)

&8 LET A=A+INT <(A-4 4L
IHT VAL A®-10&=17 THEHN
LET A=A+4

80 1IF INT ¢YAL AS-/18G>=18 THEHW
LET A=A+

99 IF VAL A%~ 4=1HT ¢YAL AS-4 )
AMD B<=2 THEM LET A=A-1i

106 LET AS="144825036146"

116 LET A=A+VAL A®CEB)

128 LET A=R-T7

138 LET A=R-IMT A

148 LET RA=FA%7?

156 LET R®="SATSUNMUNTUEWEDTHUF
RI"

168 PRINT AT 1.2 A8 1+A%3 TU 1+
A¥3+22)" "yC)" "iB1" "IEE

161 PRINT AT 1B.@;"N-L TU RUN"
185 INPUT 28
167 CLS

178 RUN

M‘MHMHf‘l‘f‘t‘H‘H‘HH‘l‘H

of the week on which that particular
date fell.

Calendar was written for the 1K
ZX-81 by Colin Robinson, aged 15, of
Clackmannanshire, Scotland,

FrEr

SAT

LY YOUR AIRCRAFT through
Fthc Valley of Death, steering

clear of the walls. You can weave
in and out but if you crash you lose one
of three lives. You must score 500 to
reach the end. Written for the 1K ZX-
81 by Matthew Everett, aged 10, of
Kidderminster, Worcs.

SINCLAIR. PROGRAMS

April 1984

i FEM "URLLEY'

S LET FP=3
13 LET S=@
20 LET X123
48 LET vas
4D PRINT AT 183,X;''w"

=0 PRINT AT 13,v; "W
e i

58 LET

AT 13,¥+8

Hud+ (INKEYS= 8" SHND =03

2) = (INKEVRm & ANDG X @)

Ta I Xav

p-1
78 IF Ped

OF XY +8 THEN LET P=

THEN QOTO =008
58 LET Sss8+1

@ LET L=INT (RMND#3)

LET Yey+iLed AND Y <83] =(lmil
AND Y :>@1)

SCROLL

LD IF S=4ag@ THEN GOTO 148
GOTO 48

PRINT "YOW MADE IT
PRAUSE 200

CL&
1T® GOTO 8
PRINT

YCRAYH, SCOREe" ;S

ROTO 1=@
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OUR AEROPLANE contains

five women, each of whom must

jump to safety on the landing

spot below. Guide each parachutist,

using keys O and P, and taking wind

direction into account, to land as close
to that spot as possible.

Air Drop was written for the 16K

Spectrum by Simon Housden of
Stroud, Gloucestershire.

m
e o\ T = et L L —
g 1 ﬁ.jﬁiﬁmﬁ?_f G =
A" gl NG p I L
A R B g 2o 7 O
— ¥/ 914 A e " i, e
!ﬂgi Ll A ‘.' b — ’
= Rl U =2 _
2 s
- /‘ 5 A
9 GO SUE woug T B.2E8)m =3, x=1)>7 THEN PRINT AT w=3.,x—
il LET P=221 LEYT x=1%9' LET w=d 1818 PRINT AT w.x=1:" "3AT1 v—1.x% i ol ’
LET =1 LET hs=i: LET m=5 =1:" “IAT w—2,%=11" "Rl w.x+2;" 15668 IF 9>5 AHD =428 AHD ATTR
=0 BURVER Z° 1MHK 1: PRAPER &: C YIAT w=1,%+2)" ";AT w-2,x+25" " -3, 342327 THEH PRINT AT v=3,%+2
| 1628 IF p=32 THEM L0 SUB 2006 Pl
20 PRINT "DU YUU HEED IMSTRUCT 1858 IF r=0 THEM LET w={RND¥@.9 1378 IF %25 AND =>2.% AND ATTR ¢
IUHET (YN 2 y=3,x=21>7 THEN PRINT AT y=3,x=
39 1IF IHKEYS="" THUEM CU TQ 35 1860 1IF r=1 THEM LET w=-(RND¥G. o LA
48 IF IHKEYS®="4" THEM GU SUB 92 1488 1F x»=28 THEN LET x=2: PRI
= Jel ] 1168 IF INKEY®="p" THEN GO SUB NT AT 9.28)" C198 2" ;AT w¥-1.28)
99 CLs 3088 d CL1QE 2" AT 9-2,28;" (G 8-1-hi
108 FOR n=@8 TO 4l: PRINT AT i.n 111@ IF INKEY#="go" THEN GU SUB AT 4-3,29;" S LT-Ich
FUCIaB Y IAT E1,ni"C100 " 0 HEXT 4588 1418 IF %<2 THEW LET »=28.5°' PR
FOUR n=Z TU 26° PRINT AT n.@ "< 1208 PRINT AT w.x) "k1"JAT w=1,x; INT AT w.@:"C 1962 "IAT w—1.,@."
19E AT n,d1:"C1982" s NEXMT n "LJYIAT w=2.xi"gh" 198 "IAT w=2.8 " 160 "SAT
1268 PRINT AT &.1;"SCORE: " AT 8. 1218 IF #24,5 AND x>2 THEN FRIN y=3,8:;"C 198 "

AFI"HIGH " AT @.24; "MEN:"

14G PRINT AT 19.14)"m3n" AT 20,
14 "opp" T

1€6 LET r=INT {RMDX%Z >
1628 PRINT AT B.7,8;R1 B,18:ha:A

T AT -3, %x=-1:" 1586 LET »x=xtuw

1222 IF 9>4.5 AND x<29 THEN PRI 18680 IF <+18 THEN GO ToO 84608
NT AT 9=3.%;" 2, i9ag LET 4=y+.2

13868 BEEP .005.uwklB 1995 GO TO 10

1338 IF %25 AND x>1.% AND BTTR ¢ 2003 LET £=p-1

un
ba
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DROP

208% BEEFP .BHE. 1B

2810 IF P<=30 ANl p>=1 THEN PRl
HT AT Z.p: " AT Z,P"d"

2826 IF p4=29 AND P»=8 THEHM PRI
NT AT Z.p+1"R"iAT 3.P+1)"e"
2038 IF p<{=28 AND P>»=-1 THEW PR
INT AT Z2.P+27i"g" AT .P+2,"£"
2840 IF P{=27 AND p>=-2 THEN PR
INT ‘AT 2.p+3:" ";AT .p+3p" "
20%8 IF p<{-2 THEN RETURHN

2@6@ IF p=14 THEMW PRINT AT 4.P+
13"k 1"

287a IF p=1Z THEN PRIWNT RT 2.P+
3;"gk" AT 3.P+3)"1Jd"

2188 G0 TD Zewa

3080 LET w==x+.,3

3010 PRINT AT w.x=.5:" "JAT w-1.
=, 51" "3AT ¥=Bix=.D0" "

3939 RETURH

4080 LET m=x-,3

4618 PRINT AT w.x+i. 53" "JAT w-1
X1, 5" "IAT w=2 kel S "

4993 RETURHN

g808 LET m=m-—1

8818 IF x>=13.5 AND x{=135 THEN

=—3B TO 3@: BEEP .B@3.n' HEKT n

ET s=s+308

LET s=a+&8p8B8¢' FOR nw38 TU -38 STE
P =i BEEP .BB5,n' NEXT n' FUR n

BA28 IF =413.5 AND =>=13 THEN L

BA3@ IF ®=<{13 THEN LET s=z+503

8048 IF %215 AND x<=16 THEN LET
H=2+300

8858 IF x>1& THEN LET s=s+5g

806@ LET x=15' LET w=d4: LET pmiz

8458 IF m=@ THEN GO TO 8568

8495 GO TO 93

85688 IF s>hz THEN LET hs=s

8328 LET s=0' LET m=%

B348 PRINT AT B.7:3AT d.18:hsiA

T B.28im

BEBA PRINT AT 108,11,;"GAME OVER"

B788 PAUSE 108

8993 G0 TO 2a

9988 FOR c=1 TU 18 FOUR n=8 TO 7
READ ¢: POKE USR (CHR% ¢ 143+c)

Mnad: HEMT n: HEXT c

9818 DATA 0.224,24H, 126,68, 38,63

» 235

90z DATA 8,6.0.8.68.0,8,2335

98308 DATA 6.8.8,3,7,111,64,255

gg4B DATA 255.15.7.3,1.68.8.8

9850 DATA 235, 128, 192. 192, 224,24

8,126,356

Bl DATA 252,14,7.,8,08.0,8:8

5678 DATA A.3.15,63,255, 1268.64,6

4

9888 DARTA A, 192, 240.2%2,235,1.,2,

>

998 DATA 32,33, 1€,16,8.8.4.4

3188 DATA 4.4.68.8,14,16,32,32
9118 DATA 2.2.1.1.8.@.,1.,3

9128 DRATA &4.,64,1268,128,128,128.
128.8

3138 DATA 8.8.7.26,113,199, 159, 1
91

59i4d DATA @,0.224,36, 142, 227,249
1 283

915@ DATA 191,1%9,199,113,28.,7.0@
8

9168 DATA 2953,249,227.142.56,224
8.8

9178 DATA @.295%5, 129,608, 25%,2595,2
35,255

518@ DATA 255,2%5,255,255.608, 129
1253,8

9199 RETURN

3208 BURDER 4' PAPER &' INK @' C
LS

3218 PRINT TAB 18 "PARACHUTING"
9228 PRINT * PRINT THE 4 "Five P
srachutists jumP from & Plane,on
@ at a time.You contral th
e direction in which each one £
alls.You have to Suidethem ta th
s ground and land themas close t
o the sPot as Possible,P
ointd are Siined by haw close
ta the sPot wou land them."
9248 PRINT TAE 4, "A random wind
factor is invalved and wou a
re not told the direction the wi
nd 1% from, "

926E PRINT FPRINT TAB 14;"KEYS™
9230 PRINT PRINT TAB 6 "U,..LE
FT P RICHT®

HE300 PRIMNT AT 21.9;"PRESS ANY KE
¥ TO STARTH

2408 PAUSE B° CLS RETURHN
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OBSTACLE
COURSE

54

OMPLETE the obstacle course
using keys 6 and 7, avoiding the
“A”s but hitting as many “*”’s

as possible. The obstacles multiply on
completion of each screen and the score
is given at the end of each game.

Obstacle Course was written for
the 16K ZX-81 by D Lau of Burgess
Hill, West Sussex.

oa
an
ad
£
sa
1]
an
el
=11

LeO

LI
129
L3
L@
LEa
1A

=32

Fal

53

80
ara
PEER
275
278
1]
PEFK
281
ans
2A7
29a
b 1= 1
318
AFa
bl X ]

A4 d

P
BIAT
asa
ARA
ARG
avTa
CE T
ET-T-1
4na
413

=0

18 SLOW

"TGOTO 348

LET HI=O

LET S5=0

LET T=20

LET Res

FR3T

LET TeT+1x
LET PaP+S

LET Xmi1i®

LET Y=

FOR Me@ TO 21

PRINT AT ®,2; " I

NEXT K

FOP HKel TO P

LET A=INT (RMND+223)
LET B=INT (RMD#2S5) +3
PRINT AT A, 8, "%
NEXT K

FOP K=1 TO T

LET A=sINT (RNDas22)
LET B=INT (RHD#23] +3
PRINT AT A,®; “A"

MEXT K
SO

PRINT RT X.¥; "Ha:"

IF INKEYS="&" THEN GOIUE 38

£ INKEY &§="7" THEN GOosuB 39

PRINT AT X ,v+2;

LET L=PEEN [(FEEM 15398 +2868#
18399

IF L=23 THEN LET S=54+50
PRINT AT X ,Y+@;

LET QePEEHK (PEEK 16395 +350s
18333

IF O=38 THEN QOTO 2318

LET Ye=y+1l

IF Y=38 THEN GCOTO =2

LET S=5%4+10

ZOTO 298

cLs

PRINT AT 18,1@; "aCORE: " ;8
I S»HI THEN LET HIaS

PRINT AT 2,1@;"HI SCORE=";H

IF IMNKEYg::"" THEN GOTO 38

ATOP

LET MmxX+l

IF X»m@l THEN LET X=31
PRINT AT =1 ,v+1;"R"
EETLIRMN

LET Xm¥-1

IrFr = =0 THEN LET X=a
PRIMNT AT X+1,%+L1;"WN"

FETURM
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Where to study computers

EACH MONTH from now, Sinclair Programs will publish a list of computer courses of
interest to readers. Courses with priority in this section will be those aimed specifically at
Spectrum, ZX-81, ZX-80 or QL users, courses in Basic, Z-80 machine code or Forth, and

general introductions to computing.

If you run such a course please write to us with full details at 196-200 Balls Pond Road,
London N1 4AQ. Details should include the name and duration of the course, where and
when it will take place, price, any qualifications needed to begin the course, and the extent of

access for the disabled.

The Prettygate Centre, Office and Activity
Centre, The Philip Morant School, Rembrandt Way, Col-
chester CO3 4Q8S. Tel: Colchester 77458, runs a computer
club on Tuesdays from 7.30 to 9.30pm which alternates with a
tutor-led course. The standard course is of 12 hours and forms
an introduction to Basic programming. Fees are 85 pence per
hour; pensioners and under-18s pay half price and those in
receipt of benefit pay 21 pence per hour.

Network Enterprises Ltd (Tony Page or Judith
Rose), 32 Great Marlborough Street, London W1. Tel: 01-
437 1454, organises a range of one-evening specialist semi-
nars, including introductions to computing, hardware courses,
software courses, spreadsheet courses and word processors.
Seminars are held at the American Club, 95 Piccadilly,
London W1. They begin at 6.30pm, last approximately two-
and-a-half hours, and cost £10.65 each.

Adult Education, Centre for Continuing Education,
The City University, Northampton Square, London ECIV
OHB. Tel: 01-253 4399, extn. 3252 or 3268, runs 2 number of

courses in computing and mathematics including An Intro-
duction to Basic Programming which will consist of 10 weekly
meetings beginning on Thursday, May 3. Times will be 6.30-
8.30pm and the cost will be £25. History of Mathematics is a
course for teachers which will run for 10 weeks from May 3.
Meetings will be from 6-8pm and the course will cost £10.

City of London Polytechnic, Short Course
Unit, 84 Moorgate, London EC2M 6SQ. Tel: 01-283 1030
runs a number of half~day and full-day courses in various
aspects of new technology. Management Guide to Choosing a
Computer will be a one-day course, held on April 3, which
will review the various types of computer system available and
provide practical advice and guidance on selection of software
and hardware.

CTEC Ltd, 102-108 Clerkenwell Road, London ECIM
58A. Tel: 01-251 4010 holds regular programming courses.
Programming in Basic will run from March 26-30 and
Wordstar Word Processing from March 28-30.

ERRORS AND
MISHAPS =

SEVERAL lines were omit- bled by the computer printer™
ted from Panic in the Octo- They should have read:
ber edition of Sinclair 1870 IF INKEYS=""
Programs. They were: THEN GOTOQO 1850
562 IF A$=°(i")” THEN 1880 IF INKEY§=*“Y"
GOTO 1000 THEN GOTO 2000
563 IF E=12 THEN LET THE £ sign on line 5080 of
D=-1 Cave Conflict in the Feb-
564 [F E=3 THEN LET ruary issue should be re-
D=1 placed by a # sign. The word
565 IF A$=(i*)" THEN VAL on line 60 should be
LET §=8+INT (RND*30) replaced by AT.
566 IF A$=*(i*)* THEN Missile Command on
GOTO 1000 page 56 of the February edi-
569 PRINT AT A,B;A$ tion did not state that the
LINES 1870 and 1880 of author was lan Hay of High-
Abandoned House in the  bridge, Somerset.
January edition were scram-
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SPECTRUM

ORWIN SOFTWARE

ZX-81

FOR 16K SPECTRUM

(will also run on

CASSETTE A
GHOST GOBBLER
Eat the ghosts before
the ghosts oat you.
Eai a star and you
ear chagn the ghosis
Tar & whila

ALIENKILL Control lase
foece-fiekd 1o stop 1the
MOUSETRAP Teap 1
| but not anywhes
| REVERSI A garr
bt saphistic.
COMpUtar
LASER DEFENGCE Contral thi lasor sight 1o
shoot down the alen ships. Machine code
stund routees

fockats and a
s from landing.
ouse in the comer

af #kill with simple rules
ated 1sctics. Play against tha

48K Spectrum)

Ten programs for E6

TANK BATTLE For 2 playors sim
hy ar play against the computar.
er has 2 rofate controls and move
controls, Tha tenks fire s1earable
PHOEBUS A purrle
BLACKSPDT Gobble the stas and awvoid
munning into black spots created by croms
i your own path

CUBE Manipulate a cube any size from

2xTudio TxT=T,
MINEFIELD Collect iho  crown:
avoiding the mines and tha
lence,

whilis
4

plus am extra

GRAPHIC DEMO Dig w0
irwm could do all thig! 7

know your Spec

EDUCATIONAL COMPENDIUM FOR
16K/48K SPECTRUM £6

All these programs

These programs wan
@ Junior Scheal
uso thare Tor 40
Himd thesms imtare

slapnd fod use in

TORTNSE GRAFPHICS:
graphics langu
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TORTRAIL & TORTMAZE: 18K gamas
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Plus ihese games in Basks for 1tho 48K Spocteum on the same cassetio,
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polds that drop down on you, and, of course

anvy joystick inferface which, like AG

CENTIPOID (machine codal

arcade game with mushrooms, spide
rdestructible dend o

behava like keya on the keyboard
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A0 TIC TAC TOE
A 3D game of skill played
against the computes

CASSETTE 1: eleven programs. linchiding
! cadul: React, Invaders, Phan-

CASSETTE 2: ten games in Basic: Revers)
Aweari, Lasor Bases, Wordmaster, Rocian

CASBETTE 3: night programs fincluding 1
in machine codel: Staship Trojan, Star

wng, Mare of Death, Plan
Bouncing Letters, Bug Spiat, | C gles, Crash, Rou Paontoon, thak; Princass of Krasl, Battie,
debroak, Rabais, Easic Hangman Shoat, Gun Command beiasz, Socrot Messapes, Marti
for 1K ZX-81 eapg | for 16K Zx-81 £5 | for 16K ZX-81 ()
|
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imachine codel
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Fleens af swoaping and diving alion cr
Tighit alf

SNAKEBTE (machine code)
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30 TIC-TAC-TOE [Bagic)
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7 of the 8 games are In machine code, becnsse this s much fester than Basic
(Some of these games wene previously avadable form J. Steadman).

BYTE-MAN [machine codal
Ipraviously available from Mindseye)

| gt & 1]
Sr]

SPACE RESCUE [machine sodal
Ipraviously available from Mindsoye]

7 of the 8 games ara in machine code because it Is much Taster than

BLITZ [machkine codal

CASSETTES 8 gamos for 16K ZX81

BREAKOUT [maching codi)

PLANETOHDS (mnching code)
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wou get esght top
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Wihay Micro?

Basic,

N SOFTWA

OEP, 26 Brownbow Ro

il Landon MWD 0

Sand SAE for doladed catalogy

The easiest way to become computer literate

All the best listin

Basic, machine code,
Forth and many more

languages plus

® Programming advice
® Language courses
® Software reviews

EXPAND YOUR MIND AND

YOUR MACHINE

SUBSCRIBE TO SINCLAIR

PROGRAMS TODAY
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Number
Address

— — — — e — — — — — — — — — —

| SUBSCRIPTION FORM

| Mail to: ECC Publications Limited:
| 196-200 Balls Pond Road, London N1 4AQ

| Yes — I'd like to subscribe to Sinclair Programs
| (12 issues — price £13.20)
| | enclose a cheque for £__

| Please charge my credit card
| Card name
| Name

| Signature
| N.B. This offer applies to U.K. subscribers only. Overseas rates available on request.

Date

|
|
I
I
I
I
I
I
I
I
|
|
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SPECTRUM-STICK

READ WHAT THE
, -

NO INTERFACE!!!
OMLY Eg-gs ING VAT P&P

® OPERATES CURSOR KEYS DIRECT
® SIMPLY CLIPS ONTO CASE

PRESS SAYS:
“An ingenious
’/’ low-cost joystick'”

— Popular Computing

Weekly.

® LEAVES REAR SOCKET “"Robustly made and
FREE FOR handles well’’
ACCESSORIES Persanal Computer Games.
@ ND WIRING ““An iI'IgE'I'I'iuIJS device . . . found

it to work well’" —ZX Computing.
“The best-feel joystick . . .
produces 8 directional movement
with perfect accuracy . . .

a worthwhile investment”’
—Crash Micro Games Action.

@ [DEAL FOR PLOTTING & DRAWING “Ingenious design . . .will
help zap many an alien

© TOUGH MARANYL NYLON MOVING PARTS D e

Now that most modarn programs offer user-dafined or cursor key choice, Spectum-
Stick |5 being used more and more. aven by owners of interface type joysticks who
prefer the Hght one-handed control plus the freedom to plug in other accessaries to the
Spectrum rear sockets,

@8 AXIS CONTROL
® DNE-HAND OPERATION

@ ESSENTIAL FOR ALL
FLIGHT SIMULATION GAMES

Wa cannot list all the programs suitable for 5P¢ulnnal-§:rl:k. but here are 8 faw:

Atic Atac Fighter Pilat Mightflight Knat in 3D

Apple Jam Flight Simulation Paratroopars Wu 30

Airliner Froggy Paint Box Whaealie

Badlam Gold digger Robot Panic 3D Desert Patrol
Bonkars Gold Rush Scuba Dive 3D Maze of Gold
Bubble Trouble High Rise Harry Splat 3D Tunne!
Caterpillar Maze Death Race Super Digger 30 Vortax
Chopper Rescue  Maziacs Spectrapade Last Sunsot
Cybertanks Mined Out Harriar Attack Carrodirs of Genan

Earth Defence Missile Defence Marris Meats Bikers Etc. otc. otc.

CLIP-ON AND TURN-ON TO SPECTRUM-STICK

(—BUPER-LEAGUE:

To: GRANT DESIGN LTD, BANK HOUSE, REEPHAM, NORFOLK NR10 4.JJ
Ploase rush me a Spectrum-Stick Controller. | enclose Cheque/PO for £9.95. (Payable to
Grant Design Ltd.) CREDIT CARD HOTLINE 0603 BY0BS2 (24 hour)

Please charge my Access Visa Cradit Card Number

8] Al [emwelad] ] T

B e v ey L s kR e e R ekl o A g et ' e Ml e e e gl e

W b L F A pus| Foruseon
4
1 Ipswich T. 18 &8 5 41 25 5S4
2 Liverpool 18 8 & &1 31 =53 SPECTRUM
3 HNolls B A& 14
& Birming
5 West Ha
€ Soulham
7 Leicest y
& HNHottis. ¢ ]
9 Holwes F
1@ Tottenh
11 Sunder | ¥
12 @.P.R. ¥ . P 5
12 UWatford ¢ :
14 Everton 3 - X
is Norwich L g . x
18 Coventr
17 Rston \ ¥ ¥
18 Man.Llini ¢ 3
19 Luten 7T . 3
=20 U.B.A. 3
21 Arsena y
22 Stoke T S ———1
: |
& Full 22-1eam League
5 Dalglish 48 minutes
@ 42-maich season Livgrpout = Everton g

@ Full 11-a-5ide maich action

& sk Be a top tactician and
@ Orscesacommeniary stoios o=t watch your team play in

scone, name ol player in
time played the safety of your home!

@ [ndividual pliyer skills

Also form any league of

22 teams and pick
£6.50 ;
linc.p.&p)\| YOUr own players!
Order direct from

CROSS SOFTWARE,

@ League fable and resulls on screen and
pranter
@ Save season todate on tape

Also available from selected stores
inthe London area (including

\Ernet. Herts, EN4 SEH

36 Langford Crescent, Virgin Megastore, Oxford Struy

DUST AND DIRT
ARE ONE OF THE
MAJOR CAUSES OF
KEYBOARD FAILURE

PROTECT YOURS NOW
WITH A GRAINGATE
KEYBOARD COVER

Awailable for Spectrum, BBC, Dragon, Commodore &4 and VIC.
Also 22X Printer Covers that keep your Printer dust and dirt free whilst
you're using it — incorporates a special paper support for easy reading.
All products available for the same amazingly low price of
£1.25inc. p&p.

Save yourself £'sss.

The unbeatable Graingate Hi-Amp Beep Amplifier. Budget priced mode|
adjusts from very low to ‘tumn that” down — all for the special Graingate
price of £6.99 inc. p&p.

Forlist of computer leads at factory prices (send sae] and ordering above
products reply to:

GRAINGATE LTD
Unit 9, Bennery Court, Blenheim Indusirial Estate,
Bubwell, Nottingham NG6S BUT. Telephane: (0602 756097

SINCLAIR PROGRAMS April 15984

HIRE sofrvare

FIRST TAPE HIRE
F R E E 26 PAGE CATALOGUE
NEWSLETTER
OVER 2 5 DIFFERENT

ZX SPECTRUM
AND OVER 2000 TAPES IN STOCK

PROGRAMMES
ANY TWO TAPES ONLY £2.20 (inc VAT & p&p)
FOR TWO WEEK'S HIRE

LIFE MEMBERSHIP ONLY £6.00

MANY POPULAR TAPES ALSO FOR SALE
AT DISCOUNT PRICES

JOIN NOW or send 30p stamps for catalogue

I S R S S O N S R SN NN Y N N N S S S
- ATIOMAL e |
= J Cheam, Surrey SM2 8JT =
' SOFTWARE :
: ; :
; LIBRARY :
B |enclose cheque for £6.00 for LIFE MEMBERSHIP and | understand that =
L my first tape hire will be FREE. If, within 28 days. I'm not delighted with your a
= service you'll refund my membership fee. g
§ Mame []
[
{ Address — . Sy, Pt 4 O ey i [
] ]
g e == e =
] T
i d |
0 o e
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All YOU NEED TO CRACK
ﬁ%ﬂlllé‘ CODE

76k & o8k ==
Test tools for Spectrum & ZX81/TS1000

The ultimate professional tutor and ram.
We wrote this to help us write Madlm

@ Test and Display Machine Code instructions as they're written
® Ideal for e beginner and expert ¢ Fully documented
with 32 cpage tutorial ® HEX: Decimal converter as standard »
PLUS = Character Generator of unbelievable qualityll

Full screen editor /assembler for Spectrum

The latest and most comprehensive Editor/ Assembler

yet wced.

s Full Screen 42 col. input/text editor » Assemble to
screen/printer and or tape = Assemble derivatives DEFM, DEFS,
DERW, DEFB, DEFL, ORG, EQU, END = Comprehensive syntax
check ® Binary, Octal, HEX & ASCIl constants = \Will even
operate as a simple word processor ® Fully documented
instruction book # Plus Character Generator . . . plus, many,
many maore, all you've ever needed

Master tool kit for Spectrum

® Re-number facility ® Delete copy and move block function
String search and substitute facility ® \Variable dump * Cross
reference ® Trace function # Real time clock and alarm system.
- S BN BED BN N N W B B e e

POST TO: OXFORD COMPUTER PUBLISHING LTD., P.O. BOX 99, OXFORD
Please send ] Machlne Code Test Tool ZX81

[) Machine Code Test Tool Spectrum

O Editor Assembler [ Tool Kit
£9.95 each, any 2 or more £9.25 [Postage free UK only). Overseas add
E] per program.

Al avalabie from mod branches
of W H. Smh andd othey retasers ACCESS CARD NO. |
Also from Buffer Micro. Sireats am E

EXPIRYDATE .......

APOLOGY

We apologise to all purchasers who
experienced delays in receiving
ZX81 software offered in our new
year sale. The delays resulted from
the unexpectedly high volume of
orders. The backlog has now been
cleared. Look out for our next spe-
cial offer!

The Software Workshop,
Yew Tree, Selbourne,
Hants GU34 3JP

—

Reach an estimated readership of over 200,000 users
per month for as little as £2.00*.

Qr if you are starting your own small business advertise in the classified for
only £10.00

fillin the coupon
er and se

Yes all you have

address andior §

W ANCIUDING yOur name

nelair Programs, ECC

Publications, 196=2{ d Road, London N1 4A0
Maxirnum 30 words
Your advert will appear in the earliest possible editian
|
|
|
|
1
Marme
Address

Tel

Have you included the fee of £2.00 or £10.007

*for second hand sales only

MAIL ORDER PROTECTION SCHEME

Advertisements in this magazine are required to conform to
the British Code of Advertising Practice. In respect of mail
order advertisements where money is sought in advance of
the despatch of goods the Code requires the advertiser to
despatch goods within 28 days, unless a longer period is
stated. Where goods are returned to an advertiser, unda-
maged, within 7 days, the purchaser’s money must be
refunded, plus the cost of returning the goods. The reader
should retain evidence of despatch.

If you order goods from mail order advertisements in this
magazine and pay in advance of delivery you will be
considered for compensation under the Scheme if the
advertiser becomes insolvent or ceases to trade provided
that:

{a) you have not received the goods, or a refund in

respect of returning same, AND:

(b} you write to the Advertisement Manager of this
magazine, stating the facts, not earlier than 28 days from
the date of the order and NOT LATER THAN THREE
MOMNTHS from the date on which the advertisement ap-
peared.

THE SCHEME ONLY COVERS ADVANCE PAYMENT SENT
IN DIRECT RESPONSE TO AN ADVERTISEMENT IN THIS
MAGAZINE. IT DOES NOT COVER: —

(a) Classified advertising;

(b) payment made in response to catalogues, brochures,
etc. received as a result of responding to such adver-
tisements;

(c) advertisers offering services as opposed to goods,

(d) claims where payment is made with Access or

Barclaycard and where the cost of the goods is over
£30. In this case claims should be made to the Credit
Card Company concerned.
Full details of the Scheme are available by sending a
stamped and addressed envelope to Mail Order Protection
Scheme, Periodical Publishers Association, Imperial
House, Kingsway, London WC2B BUN.
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The Name
ForQuality

And
Innovation

Manoeuvre your patrol craft
over giant moon craters
avoiding boulders and mines.
Keep an eye on the hovering
alien craft bent on bombing
you out of existence.

TRADE ENQUIRIES:
ANIROG SOFTWARE LTD.
29 WEST HILL DARTFORD

KENT (0322) 92513/8

MAIL ORDER:
8 HIGH STREET HORLEY
SURREY HORLEY (02934) 6083
24 HOUR CREDIT CARD SALES
PAYMENT BY CHEQUE P.O.

ACCESS/VISA 50p POSTAGE &

PACKAGING




Its no
picnic!

But if you go down to the woods today, will you help
Ted get his batteries?

Or will you get bovvered?

Or get the cocktail?

Will you ever reach the 8

For Sinclair Spectrum 48K

Available from:=
Artic Computing Ltd.
Main Street,
Brandesburton
Driffield

Y025 8RG

Tel: 0401 43553




