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KEYBOARD £25-70

No soldering - just plug in
Proper switches

Two colour legends

RAM/PRINTER operation not affected

KIT 050

CASE 10:30

EXTRA KEYS
48P

MUSIC BOARD

3 channels
Kit £16.95
Built £18.95

IN OUT PORT

24 Lines(in or out) . TR
Controlled by (BASIC) 23 Way female £2.95 Gebting acquainted 4.95

CONNECTORS

) Mastering machine 5.95
Built £16.95 = ‘ﬁg o code

Kit £18.95 ¥ Programming for real6.95
applications

Tape for above 11.44

REDDITCH ELECTRONICS

Distributors for Redditch Electronics:

HARRIS LOCKYER ASSOCIATES Send SAE for free illustrated

DEPT SP catalogue (5" x 7")

33 PEDMOR CLOSE 411 prices include VAT and postage.
WOODROW SOUTH Orders under £10 add 40p.

REDDITCH, WORCS. ) dd £1.80
TEL:0527 24452, oS
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New 2X81 Software
from Sinclair.

A whole new range of software for
the Sinclair ZX81 Personal Computer
is now available - direct from Sinclair.
Produced by ICL and Psion, these
really excellent cassettes cover
games, education, and business/
household management.

Some of the more elaborate pro-
grams can only be run on a ZX81
augmented by the ZX 16K RAM pack
(The description of each cassette
makes it clear what hardware is
required.) The RAM pack provides 16-
times more memory in one complete
module, and simply plugs into the rear
of a ZX81. And the price has just been
dramatically reduced to only £29.95.

The Sinclair ZX Printer offer full
alphanumerics and highly-sophisticated
graphics. A special feature is COPY
which prints out exactly what is on the
whole TV screen without the need for
furtherinstructions. So now you can
print out your results for a permanent
record. The ZX Printer plugs into the
rear of your ZX81, and you can
connect a RAM pack as well.

Games

Cassette G1: Super Programs 1 (ICL)
Hardware required — ZX81.

Price - £4.95.

Programs - Invasion from Jupiter.
Skittles. Magic Square. Doodle. Kim.
Liquid Capacity.

Description - Five games programs
plus easy conversion between pints/
gallons and litres.

Cassette G2: Super Programs 2 (ICL)
Hardware required — ZX81.

Price - £4.95.

Programs — Rings around Saturn.
Secret Code. Mindboggling. Silhouette.
Memory Test. Metric conversion.
Description - Five games plus easy
conversion between inches/feet/yards
and centimetres/metres.

Cassette G3: Super Programs 3 (ICL)
Hardware required - ZX81.

Price - £4.95.

Programs - Train Race. Challenge.
Secret Message. Mind that Meteor.
Character Doodle. Currency Conversion.
Description -Fives games plus currency
conversion at will - for example,
dollars to pounds.

Cassette G4: Super Programs 4 (ICL)
Hardware required - ZX81.

Price - £4.95.

Programs — Down Under. Submarines.
Doodling with Graphics. The Invisible
Invader. Reaction. Petrol.

Description - Five games plus easy
conversion between miles per gallon
and European fuel consumption figures.

Cassette G5: Super Programs 5 (ICL)
Hardware required - ZX81+ 16K RAM.
Price - £4.95.

Programs - Martian Knock Out.
Graffiti. Find the Mate.
Labyrinth. Drop a Brick.
Continental.
Description - Five
games plus easy
conversion

between English and
continental dress sizes.

Cassette G6:

Super Programs 6 (ICL)
Hardware required ~ ZX81 + 16K RAM.
Price — £4.95.

Programs — Galactic Invasion, Journey
into Danger. Create. Nine Hole Golf.
Solitaire. Daylight Robbery.
Description - Six games making full use
of the ZX81's moving graphics capability.

Cassette G7: Super Programs 7 (ICL)
Hardware required - ZX81.

Price: — £4.95.

Programs — Racetrack. Chase. NIM.
Tower of Hanoi. Docking the Spaceship
Golf.

Description - Six games including the
fascinating Tower of Hanoi problem.

Cassette G8: Super Programs 8 (ICL)
Hardware required — ZX81+ 16K RAM.
Price — £4.95.

Programs — Star Trail (plus blank tape on
side 2).

Description — Can you, as Captain
Church of the UK spaceship Endeavour,
rid the galaxy of the Klingon menace?

Cassette G9: Biorhythms (ICL)
Hardware required - ZX81 + 16K RAM.
Price - £6.95.

Programs — What are Biorhythms?
Your Biohythms.

Description = When will you be at your
peak (and trough) physically,
emotionally, and intellectually?

Cassette G10: Backgammon (Psion)
Hardware required - ZX81 + 16K RAM.
Price - £5.95.

Programs — Backgammon. Dice.
Description — A great program, using
fast and efficient machine code, with
graphics board, rolling dice, and doub-
ling dice. The dice program can be
used for any dice game.

Cassette G11: Chess (Psion)
Hardware required — ZX81 + 16K RAM.
Price — £6.95.

Programs - Chess, Chess Clock.
Description — Fast, efficient machine
code, a graphic display of the board and
pieces, plus six levels of ability, combine
to make this one of the best chess pro-
grams available. The Chess Clock
program can be used at any time.

Cassette G12: "
Fantasy Games (Psion) "
Hardware required — ZX81 (or ZX80
with 8K BASIC ROM) + 16K RAM.
Price - £4.75.

Programs - Perilous Swamp. Sorcerer's
Island.

Description - Perilous Swamp: rescue
abeautiful princess from the evil wizard
Sorcerer’s Island: you're marooned. To
escape, you'll probably need the help
of the Grand Sorcerer.

Cassette G13:

Space Raiders and Bomber (Psion)
Hardware required - ZX81 + 16K RAM.
Price - £3.95.

Programs - Space Raiders. Bomber.
Description — Space Raiders is the ZX81
version of the popular pub game.
Bomber: destroy a city before you hita
sky-scraper.

Cassette G14: Flight Simulation (Psion)
Hardware required - ZX81 + 16K RAM.
Price — £5.95.

Program - Flight Simulation (plus blank
tape on side 2).

Description - Simulates a highly
manoeuvrable light aircraft with full
controls, instrumentation, a view through
the cockpit window, and navigational
aids. Happy landings!

Education

Cassette E1: Fun to Learn series -
English Literature 1 (ICL)

Hardware required — ZX81 + 16K RAM.
Price — £6.95.

Programs — Novelists. Authors.
Description — Who wrote ‘Robinson
Crusoe'? Which novelist do you
associate with Father Brown?

Cassette E2: Fun to Learn series -
English Literature 2 (ICL)

Hardware required — ZX81 + 16K RAM.
Price — £6.95.

Programs - Poets, Playwrights. Modern
Authors.

Description — Whao wrote ‘Song of the
Shirt'? Which playwright also played
cricket for England?
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Cassette E3: Fun to Learn
series — Geography 1 (ICL)
Hardware required - ZX81 +
16K RAM.
Price - £6.95.
Programs - Towns in England and
Wales. Countries and Capitals of Europe.
Description — The computer shows you
amap and a list of towns. You locate
the towns correctly. Or the computer
challenges you to name a pinpointed
location.

Cassette E4: Fun to Learn series -
History 1 (ICL)

Hardware required - ZX81+ 16K RAM.
Price - £6.95.

Programs - Events in British History.
British Monarchs.

Description — Fram 1066 to 1981, find
out when important events occurred.
Recognise monarchs in an identity
parade.

Cassette E5: Fun to Learn series -
Mathematics 1 (ICL)

Hardware required — ZX81 + 16K RAM.
Price — £6.95.

Programs — Addition/Subtraction.
Multiplication/Division.

Description - Questions and answers
on basic mathematics at different
levels of difficulty.

Cassette E6: Fun to Learn series -
Music 1(ICL)

Hardware required — ZX81 + 16K RAM.
Price - £6.95.

Programs — Composers. Musicians.
Description — Which instrument does
James Galway play? Who composed
‘Peter Grimes'?

Cassette E7: Fun to Learn series -
Inventions 1 (ICL)

Hardware required — ZX81 + 16K RAM.
Price — £6.95.

Programs - Inventions before 1850.
Inventions since 1850.

Description = Who invented television?
What was the ‘dangerous Lucifer'?

Cassette EB: Fun to Learn series —
Spelling 1 (ICL)

Hardware required — ZX81 + 16K RAM.
Price — £6.95.

Programs —Series A1-A15. Series B1-B15.
Description — Listen to the word spoken
on your tape recorder, then spell it out
on your ZX81. 300 words in total
suitable for 6-11 year olds.
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Business/household
Cassette B1: The Collector’s Pack (ICL)
Hardware required - ZX81 + 16K RAM.
Price - £9.95.

Program - Collector’s Pack, plus blank
tape orside 2 forprogram/data storage.
Description — This comprehensive pro-

gram should allow collectors (of stamps,

coins etc.) to hold up to 400 records of

up to 6 different items on one cassette.

Keep your records up to date and
sorted into order.

Cassette B2: The Club Record
Controller (ICL)

Hardware required - ZX81 + 16K RAM.
Price - £9.95.

Program - Club Record Controller plus
blank tape on side 2 for program/data
storage.

Description — Enables clubs to hold
records of up to 100 members on one

cassette. Allows for names, addresses,

'phone numbers plus five lots of
additional information - eg type of
membership.

Cassette B3: VU-CALC (Psion)
Hardware required - ZX81+ 16K RAM.
Price - £7.95.

Program - VU-CALC.

Description - Turns your ZX81into an
immensely powerful analysis chart.
VU-CALC constructs, generates and
calculates large tables for applications
such as financial analysis, budget
sheets, and projections. Complete with
full instructions.

Cassette B4: VU-FILE (Psion)
Hardware required — ZX81 + 16K RAM.
Price - £7.95.

Programs — VU-FILE. Examples.
Description — A general-purpose infor-
mation storage and retrieval program
with emphasis on user-friendliness and
visual display. Use it to catalogue your
collection, maintain records or club
memberships, keep track of your
accounts, or as a telephone directory.

How to order

Simply use the FREEPOST order
form below and either enclose a
cheque or give us your credit card
number. Credit card holders can order
by phone - simply call Camberley
(0276) 66104 or 21282 during office
hours. Either way, please allow up to
28 days for delivery, and there's a
14-day money-back option, of course.

Sirncl=ir-
Z X8l

SOFTWARE

Sinclair Research Ltd,

Stanhope Road, Camberley, Surrey,
GU15 3PS.

Tel: Camberley (0276) 66104 & 21282,

To: Sinclair Research, FREEPOST, Camberley, Surrey, GU15 3BR.

Please send me the items | have indicated below.
I | item Item I
[ Qty| Cassette Code | price |Total| |Qty| Cassette Code | price [Total
G1: Super Programs 1 30 |£4.95 £2: English Literature 2 45 | £685
| | G2 Super Programs 2 31 |£495 E3 1 48 | £695
G3: Super Programs 3 32 |ga95 [ |E4:History1 47 | £695
| G4: Super Pragrams 4 33 |£495 E: ics 1 48 | £695
| G5:SuperPrograms 5 34 |g2495 EB: Music 1 49 | £695
| G6: Super Programs 6 35 |£495 E7: Inventions 1 50 | £695
|| G7:SuperPrograms 7 36 |£495 £8: Spelling 1 51 |£695 |
| || G8 Super Programs & 37 |£495 B1: Collector’s Pack 52 |goos
G9: Biorhylhms. 38 | 2695 B2: Club Record Controlier | 53 | £9.95 |
| |_| 610: Backgammon 38 |e595 83: VU-CALC 5¢ |eres| |
G11: Chess 40 |£695 BA: VU-FILE 55 |£7.95 |
| || G12: Fantasy Games 41 |e475 | 2 16K RAM pack 18 _|£2995
613 Space Raiders & Bomber| 42 |£395 ZX Printer 27_|£5995 I
G4: Flight Simulation 43 |£595 Past & packing - | |
ES: English Literature 1 44 |£695 5] _ﬂﬂ')“' ordering hardware | £295 I
I TOTALE I
I enclose a cheque/postal order to Sinclair Research Ltd for £
I Please charge my *Access/Barclaycard/Trustcard no. |
"Please delete as applicable. S A 5 15 I (5 e O ) S
I [MeMesiMise | 1 1 | | L 1| 111 [ ] 5 o ] v e |
| Address | | | | | (] o | 251 Y ] 8 e i 4 R e [ \\I
S5 5 Y e S 4 . 1 s T G 50 R T8
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PROTOS 2

KEYBOARD AND
ENCLOSURE FOR
ZX81

IDEAL FOR THE CLASSROOM, INDUSTRY, OFFICE OR HOME

® Top industry specification computer keys, not calculator types, and
good for 6 million operations.

® Heavy guage steel body enclosing ZX81 PCB and keyboard —
weight 1.5kg.

® No soldering — connectors mimmick ZX81 connectors.

® Just 3 fixings for ZX81 PCB and 2 screws fix case.

® Despatch within 7 days of order.

£57.95 inc VAT + £2.50 p+p

CHEQUES TO “FROME COMPUTING”. Details large SAE.

PROTOS COMPUTER SYSTEMS,
FROME COMPUTING, 20 ASHTREE ROAD,
FROME, SOMERSET, DA11 2SF.
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READ-OUT PUBLISHING LT

=OU'T

8 Camp Road, Farnborough, Hampshire, GU24 6EW
Telephone: 0252 510331/2 Telex 858001 GOWER G

-y
THE ZX BOOK CLUB
The ZX81 is the world’s biggest selling computer and, just announced, is its
big brother, the ZX SPECTRUM.

For value for money, these two computers must be the best “computer” buys on the market — but - to get the
most frem them, every owner, and prospective owner, needs a library of books for programs and operations.

Read-Out has selected the following bestselling books and can supply
from stock.

For the Beginner:— Getting Acquainted with your
ZX81 by Tim Hartnell, containing over 80 programs.
34 Amazing Games for the ZX81 by Alistair Gourlay,
which shows you what you can do with only 1K of
memory. 49 Explosive Games for the ZX81 by Tim
Hartnell which describes games listings for the
memory sizes 1K — 8K. Coming Soon! Learning to Use

the ZX81 by Robin Bradbeer and Learning to Use the
ZX Spectrum by Robin Bradbeer — two new books in a
new series designed to help the first-time user (both
due August/September 1982). The Personal Computer
Book 2nd edition by Robin Bradbeer — an introduction
to the world of microcomputing which is generally
regarded as the best available.

For the Enthusiast:— Mastering Machine Code on your
ZX81 by Toni Baker will help you develop your

MAST]

programming skills to a paint where you can really
use machine code easily. The Gateway Guide to the
ZX81 and ZX80 by Mark Charlton is a "doing” book
describing each function and statement in turn,
illustrates it in a demonstration routine or program
and then combines it with previously discussed
material, The ZX81 Pocket Book by Trevor Toms
covers the use of the ZX81 in detail and leads the
reader into a clear understanding of programming. A
brand new book is 20 Simple Electronic Projects for
the ZX81 by Stephen Adams which can really put
your ZX81 to practical use in a number of interesting
electronic projects — thermometer, burglar alarm,
voltmeter etc. Byteing Deeper into your ZX81 by David
Johnson-Davies — the bestseller which tells you how
to get to grips with your ZX81 and with 39 programs
to match!

THE
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cc GUIDE
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Name

Address

Make cheques payable to Read-Out Publishing Company Ltd.
I enclose my cheque for £

Order through READ-OUT PUBLISHING COMPANY LTD

8 CAMP ROAD, FARNBOROUGH, HAMPSHIRE GU24 BEW.
24 hour answering service. Telephone: 0252 510331/2

Please send me : copy/ies of :
| All prices include postage.
1 Getting Acquainted with your 2X81 (a £6.95
(]34 Amazing Games for the 1K ZX81 @ £5.95
| 7149 Explosive Games for the ZX81 @ £6.95
[ ] Learning to Use the ZX81 @ £5.95
(due AugiSep)
] Learning to Use the ZX Spectrum (i £5.95
(due Aug/Sep)
The Personal Computer Book i £7.55
] Mastering Machine Cade an Your ZX811 £8.50

Please debit my Access |

LW |

Signed

15 T 5 0 - e

] Gateway Guide to the ZX81 r £7.45
(] The ZX81 Packet Book (2 £6.95
[7]20 Simple Electronic Games for the ZX81 (: £7.45
__| Byteing Deeper into your ZX81 @ £6.45
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HERE ARE memories of
T Captain Nemo and the Nautilus
in the game of Octopus. A
submarine is being chased by
the octopus—which unfortunately
looks more like a crab—and it is only
aquestion of time before it is caught.
As the game progresses, the speed
of the submarine falls but that of the

out of the grips of the octopus for as
long as possible. The submarine is
manoevured using the normal
cursor keys.

After several attempts, the Sinclair
Programs reviewer managed a score
of 108.

As an added interest, when
the octopus hits the top of the
screen the lines comprising it

are reversed, giving the impression
thatit is standing on its hands.

The graphics in lines 1 and 2
for the octopus are shifted T, P
and Y and shifted Y, space and
shifted T.

Octopus was sent by Colin
Macdonald, of Gourock, Renfrew-
shire.

octopus does not. The aim is to stay

OCTroPUsS

As reviewed in'YOUR COMPUTER' March 1982
£29.95($59.95)
Quite simply the best available
+FREE ‘ALIEN ATTACK' (7K-M/Code)
an cassette - value £5.75
14 LET R o
2 EET 8 1
3 LET K [RND#1@) +1
4 LET L (RND#1@) +1
B CET C &
& LET © (RND #12) +12
7 LET H=INT (RNOx1@)+1
8 GOTOo_Si
oS PRINT AT G, H;C%, AT K.L;As$
1® PRINT AT K+i1,LiBs
- AL IFK ABND L=H THEN PRINT A
Fully buill, tested and guarantssd 89 N
Uses existing power supply (min 600 m.a.) 13 IF G:K THEN LET K=K+1
Compatible with printer. is IF L>H THEN LET L=L -1
N R iS IF K>B THEM LET K=K-1
p < ) 18 IF H>L THEN LET L=L+1
Gold-plated edge connector for perfect contact with your ZX81. 17 IF INKEYS$="S" THEN LET H=H-
Normally despatched within 10 days of receipt of your order. M"_H e e e
With advances in Microtachnology w are now able to offer the DD e S L
64K RAM PACK. Some quality as the 16K to give massive memory J__Diﬁl IF INKEY®="6" THEN LET G=G+
to your ZX81 with external dimension no larger than the 16K RAM Tam IF INKEYB=vTo
St 259 KEYS$="7" THEMN LET G=G-
ONLY £62.95($125) 22 cLs
23 LET fgggs ;SD§E+1
=a IF SCORE? HEN LET DD=
JRS SOFTWARE 22 aorats 2l
18 Wayside Avenue, Worthing, Sussex BN 13 3JU g? l’:g¥ ?E—DE‘\E=G
Telephone: Worthing 65691 21 L D=2
(evenings and weekends only) SE BRTQL R
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ESPITE the short history of

Sinclair Programs and its com-

panion publication, Sinclair
User, we are already spawning new
ideas. The inspiration for Dragon
Crunch from D G Hockey of London,
E18 was Tim Hartnell's Monster
Munch, which appeared in the May
edition of Sinclair User.

Hockey thinks that this version is
better, because it lasts longer and fits
into the 1K ZX-81 by using a number
of memory-saving devices.

To move the figure which is being
chased by the dragon, it is necessary
to enter twp letters, such as W for
west and NE for north-east but that
is not too much of a problem.

When the dragon eventually
catches you the number of moves
taken is shown. Hockey says that the
maximum achieved by his family
was 48.



STAR SMASH

= % = TAR SMASH is similar to the

& LET g;g?':pxs ‘x].llt)ll] games except that the

7 LET D=22@& object is not to avoid the
i@ FOR F=PI/PI TO WAL "5* obstacles moving towards you but to
= 8 Sy

. 8@ FRINT AT RND¥18+E5,RNDx1@; hit as many as possible. The ship is
3@ NEXT F moved from side to side by the
5@ LET F=@ ursor keys 5 ¢ 3. After a give
ST BRINT BT F.;, u» :713;'«,1?[“(‘\&_ ‘imr[‘f After a given

83 _IF PEEK (PEER 180908+058%PEE imeascore is shown.

K 163Q21 =21 THEN LET 8aB+1 [he game can be "xrln(l by
88 PRINT AT F,A;" pressing RUN and NEWLINE, Care
RBLRERTIS YT RND*JB'* +RNDxid; is needed when entering the pro-
56 SCRERO gram not to confuse the S and the
a3 PR INT AT 18, RMD#1D;" figure 5. Fives appear in lin 20,

1%8 JEETZ‘EED'FIJQEN GOTO 14 81, 88, and 110, while the Sis used in

125 LET A$=INKEYS lines 6, 10,65 and 140.
EélEE%FHigigﬁzpﬂND A<PURL "@" TH , U‘m mvixzu“gr axl:m‘ I-m.d ‘('iii‘i‘]‘{:uﬂ‘\.‘
1208 IF A%="8" AND R<>UAL "11° T entering the single spaces between
HEM LET B=R+PI PI i the quotation marks in lines 80 and
13@ GOTO S 81. In sending his listing, Adam
i‘iﬁj ERINT AT PI-PI,PI-PI;"SCORE Hobden, of Tollesbury, near Maldon,
Essex, rightly wrote SPACE to make

the lines clear. They were written in
the first attempt to enter the program
and had a stunning effect on the
layout but did not make the game
any easier.

Star Smash can be fitted on to the
1K ZX-81.
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OR THOSE fortunate enough
Fm have managed to obtain
Spectrums, here are two
simple programs you can try on your
new machine.

The first Rainbow, which as you
might expect draws a rainbow,
makes use of the Spectrum colour
capabilities. The other, Interfere,
requires the addition of the printer
on which it produces some very
attractive interference patterns.

Both are the work of Richard
Altwasser, who designed the hard-
ware for the Spectrum. Both are
featured in a book which will be
available soon. It is called the Cam-
bridge Colour Collection, costs £6.95,
and can be obtained from Altwasser
at 22 Foxhollow, Bar Hill,
Cambridge.
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A3 o
ECTRUMN

50 REM Rainbow
s INK #: PRAFER ®&: R
QRE 1@eé: FOR m=0 TO 7
@ READ a,b,c: FOR n=8 TO iix!
l1: PLOT PRPER b:
;@,n+12=xn: DRAW
INVERSE &; 255,18
22 -INT (m-s2)13>.1 THE‘N LET

<]
(]
Wl
(n]
P
=]
m
b
5]

]

5 p};]a{.ap?: o T pa G
e |

i

i

-B1,368:
@: INK
@ DATR &8,8.2,1.,
$5:,3,1,53,1.:8,3,

1728 REM interrfere
:..Eiﬁ BORDER @: INK 7: PRFER 9: =
= LS OUER 1
DX=5 (1+INT (RNDz3)
8D LET C=5+INT (RP
E‘EB 1. INK ©: IF

Xi-1: FOR N=G
R X=@ T DX-1: PLOT DXzxK

Al X, ATFE-350xN: PLOT
-1,175&N: DRAW -X,i75-35




PROCI

PROGRAM which allows the

EGK ZX-81 to be used as a

word processor has been sent
by K ] Moore of Shoeburyness,
Essex. It was a runner-up in the May
competition in our companion publi-
cation, Sinclair User.

It allows the user to enter text
directly on to the screen; the print
position can be moved to any point
using the cursor keys and up to 10
screens of text can be entered.

When run, a brief list of instruc-
tions is given and to continue press
NEWLINE, when ‘Screen 1" will
appear. Press NEWLINE again and
you are ready to enter text.

Moore advises that when the pro-
gram is run for thefirst time the user
becomes used to entering iext on the
screen before proceeding to press

ETIMG OF ZIX UORD FROCESSOR

1@ PRINT a7 2. .8:° TR
PRINT L@ TUSE THE KEY -5
CARD AS
2@ PRINT
v Fom

“FUNCTION"" F
o “GRAPHICS™" F
; “"PRESS "“"EDIT"" FOR F

"DO NOT PRESS THE “"&S
“THIS WILL STOP THE ®
Ug

LET G=
212 PRINT ET 19,5; "SCREEN “;N

c T
cIi=0

INRKEY §="" THEN GO0OTO 282
A=CODE INKEYS§

ArB3 AND A<1l2 THEN GOTC
R<11 THEN GOTO

R=115 RARND G=2 THEN LET &)
A=116 THEN GOSUB S800
A>111 RARND R<¢(116 THEN GOS
A=121 RND OF THEN GCT
Ar»115 THEN GOTO 258
A=117 THEN GOSUB &5BO@
A=117 THEN GOTO =240

=] 16 THEN GOTO 268

G THEN S0SUS 5500

CI=1 THEN GDTOD

Zle A
aNE :AENEEeZINeBeN

LET OP1=0
L“T Pi(N Lfl;CfiJncﬂﬂi R

.C;CHRS A
T IHKEYS{} “TTHEN GOTO 485
NEXT
IF ?HKEVSxk"“ THEN 5070 4iS
MNEXT
NEXT N
gosUB_szos

THEN LET L=L-1

1@ THEN POKE QP; oP=
LET OP1=DFA+(L¥33) +C+1

LET OP2=PEEK OPi
PRI'\ITIH‘{ (=

RETURN
IF INKEYS$<(>"" THEM GOTO 58%

IF G=1 THEN GOTOD 5S040

LET =
PRINT AT L.C; "B
R .JF

PPINT ﬁ’r L.c; @

RETURN

IF 9=115 THEN LET A=135

IF H(iiaaﬂ Ar64 AND AC>126
(-]

IF A<>126 THEN LET R=A+12E
RETURN

PRINT AT 2.0;"1. LIST SCREE
SCREEM M UNMNT
SCREEN X THER
SCREEN X TH=

SCREEN N
SCREEN N UNT

“7.PRINT SCREEN X THR
B.PRINT SCREEN X TH®
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RD
ESSOR

EDIT, which brings up a list of print
options. A further warning is that
once an option has been chosen there
is no chance to change it until listing
or printing has finished.

One problem when entering text
is that the space key doubles as the
BREAK, which will stop the pro-
gram running. Within that system
the space key is NEWLINE. It is also
worth noting that the typing must be
done at the normal speed for accep-
tance by the ZX-81, which can seem
slow. While it is possible to correct
letters, ones which have been
missed cannot be inserted without
repealing a good deal of text.

To make the listing clearer, in

lines 1080, 5020 and 5050 are inverse
K, G and K again.

PRINT AT 14,0  SiENSSmege-

INPUT ¥
IF Y<i<=X THEN GOTO &620
IF Y3>1i@ THEN GoTo EEQB
PRINT BT 4.3; "ENTER
AINPUT

IF Z<i THEN GOBTO 6630
GUTﬂ 5008

D:l OR DiS THEM GOTO 663
brd THEN LET P=1

>4 THEN LET D
208+ {166

8liao

e DO YOU UANT: ™
2,8;" % 1. A CONTINUC
& i "
r 2. R PRG
ENTER N [EaiTEE CHoTC

- INPUT ©
X318 THEN GOTO 63 IF D1 OR D>2 THEN COTO sg4

GOTD 52686
I

:"DO YOU URNT &

S0 PRINT AT 50
28 INPUT Ss
I;1§§¢} N OAND SHE<UYT TH

FOR R=1 TG Z
FOR 5=X TO ¥
cLs

GDTE} BGBB
IF P=@ TH‘E'\! PRINT

IF @=2 8ND P=0 THEN PRINT &
5; "SCREEN “;5
LS

I
GOTD 508

X P=@ THEN PRINT AT 2.8;°
LIST’ SCREEMN X THRU Y*
S = F P=1 THEN PRINT BT =L@
l=lRIN'I' SCREEN X THRU ¥ -

2 PRINT 4,8; EN’TER S
INPUT X

IF X{1 DR X>9 THEN GOTO EBS:

PRINT F{_ d4,@; "ENTER ¥
INPUT

IF 'ftlB THEN GOTD 6520
IF ¥<{=X THEN GOTO 8520
BT Zal

GOTD SP20

IF P=B THEN PRINT

THEN LPRX
THENM LPRZI

IF P=1 AND
FOR T=1 TO
PRINT Fl‘; i5,T
NEXT

IF = 2 BND P=8 THEN INPUT U

P J. THEN COPY

lu o
had ]

- PRINT SCREEN X THRU
PRINT AT 4,0; "ENTER x
P

uT X
IF X<i OR X2 THEN GOTO 661
PRINT AT 4.8; "ENTER Y"

AND SE="¥" THEN LPRI
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TRAIN
BLOCK

WL
NGSHA P UDE
x

R
45 LET

N
GOICT O HC D)
'U.'ll'l!'lrm_j‘

PRINT AT P,

V=@

s@ IF INKEYs

5@ IF INKEYS
IF INKEYS

ET K=K+1
F_K=188 THEN GDSUB 1000
ET D=D+.5

T K=1S6

T &

TURN

IET CHR% @;CHRS K
Q

2
LR
27; ";CHR& ®;C

THEN LET U=
A THEN LET U=
P* AND P=5 THEN

4

THEN LET U=@

HEN GOTO 2820
CRND $4) %434
HEN LET S=4

=l 4+

A SIMPLE game with some
ingenious graphics has been
produced by lan [ohnston, of

Newmarket, Suffolk.

A train moves across the screen
from left to right and the object is
toblock it, using alarge buffer on the
right-hand side of the screen. The
train arrives at varying heights and
the buffer must be moved up and
down to stop it, using the Q for up

and the A for down. When the train
nears the buffer it is necessary to
press Pto stopit.

Each time a train is blocked, one is
added to the score, which is shown
on the buffer. The game ends when
three trains have passed the buffer.

The graphics shown in line 30 of
the printout are from left to right,
shifted EHM,G and in 4@, again
both shifted, N and L.

PRI
PRINT
INPUT

256 CLS

-
P GOODBYE
a27a STOoP

1@ CLS
2@ PRINT_"UHAT SORT OF SUMS DO
¥OU WANT TO Do7"
3@ PRINT " ©
4@ PRINT "“ADDING? (=+)",,,"TRAKI
NG_AWUAY T (=-1"
5@ PRINT "TIMES7(=%)",,,"SHARI
NG7? (=) "
6@ INPUT N%
7@ CLS
ﬁﬂgg PRINT "ENTER YOUR FIRST
92 INPUT P
198 282 Pevren voun seco
MBER ND NU

DO YOU WANT ANY MORE
B%
ig Bg="YES" OR B%="¥" THEN

< )“"(EG“‘_ﬂND BHEcr"yY"™ TH

NUM

E RECEIVED a letter from
R G Searle of Salisbury,
Wiltshire, complimenting
us on our first edition but complain-
ing that few programs catered for

those under the age of eight. “Yet

14

that age group is fascinated by the
ZX-81" he wrote.

To help to remedy that he
included a simple program which
we print.

As he said: “It does not really do

anything but I think it does what it
does nicely.”

It is called Simple Sums because
that is what it does, taking young
children through the steps of simple
arithmeticin a friendly way.
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RON/L0O

HIS VERSION of the card
Tgame Pontoon requires a min- 1 REM #xIXS1 PONTOON & &
imum of 4K RAM on the ZX-81. B EESD**BV ELDRRSTONE
The program is a very good simula- 19 DIM RE(S,S5)
tion of the game which is played =R DIM T (.‘!.?L,E
with the computer as the dealer. S8 LET Flg £1) =" *
S is pressed for stick and T for 48 LET ”E{2) A
twist, with the answer as to whether gg tE; gg gi; = 3
you wish to play again after the end = i
of a game being a Y or N. No betting ? f“ET as igg = iy
is involved—only the satisfaction of g LET 2: {53 = “
having beaten the computer. 100 LET A%(S8) = o
To help with the graphics for the 11@ LET THiiy="iB8852"
card designs, on lines 30 to 100 there 120 LET T2} ="168662"
are five spaces between the quotes. 153@ LET T&(S:="176872"
Pontoon was sent by Paul 140 LET TH(4)="1483842"
Mapstone, of London N7. 158 LET T&(S5)="148843
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1; "DERLERS SCORE

LET L=8
GOSUE 2000

LET

GBSUE E@E@
LET L=&
GOSUB &aee
LET

PRINT AT AE 1;

E7@ PRINT AT 17,1; "STICK OR TWI

PT=P (1) +P{2) +P(3) +P (4} +

“PLAYERS SCOR

@@ LET
P(S) +P (62
@ IF PT=21 AND NP=2 THEN GOTO
IF PT 22 THEN GOTO &85
REM SET =1

LET N=1
IFE P(NJ<)11 THEN GOTO 67@
PNy =1

o

n

o]
pol

LET

FaTa snm

LET N=N3+

ég N= 7 THEN GOTO 2200

PRINT HT 15,15
IF NP=6 TH EN 23

700 IF INKEYS$="" THEN GOTO 7ea
Fi@ IF INKEY§="8" THEN GOTO 1@€

LET C=C+5
NP-

SUB

LET F(NPJ:N
GOTO 68

IF NP=5 THEN GOTO 2400

# £ *DEALERS TURN

NE=1
LET L=6G
C=1
DT=D (1} +D {2} +D (3] +D (&) -
IF DT=21 RND ND=2 THEN GOT(
S0006
1REm. TE DT.:22 THEN. GOTO. L1
107@ LET dN=1

i@6@ IF D{N](> 1 THEN GUTU 1119
19890 LET DiN)
i11p9 GOTO 1945

4336 LET N =N+l
i HER SOTO I&FEE

.15, DT
114@ IF ND=5_THEN GOTO 3200
EN GOTO 3500

iz2e0 ade
1399 REM PICK_ RANDOM CARD
2P0 L =IN [RND*&S)*E

ET
3@1@ IF N3>11 THEN LET N=
2@19 REM PLOT_RANDOM CQRD AT L.C
2020 FOR W=1 T
G3B PRINT AT L+W,C;A${VAL THIN,

L NEMT W
2585 RETUaN

2100 PRINT AT 15, 15; " £ ¥ *PONTOON#
513G LET M=Z2

2158 GOTO_ 360

2200 PR%NTagg 18,15; "BUST"

a2 GoTO

aaéa PRINT AT 15.15;“SIX CARD TR

LE
EaSB GDTD 5

&B. PRINT HT 15,15 "FIVE SARD T

RIC
2410 LQTC' ﬁ@@
ERE) 5
2480 ERINT AT 7,15 ##sPONTOON®%
20
3910 GOTQ_ 350 “
J?QB PRINT AT ? i5; "BUST
3i%e D;ONSQBE
%éé% g INT AT 7.15;“FIVE CRRD TR
TEK"™
3SEOBELET CR=CR-1
361a@ PRINT AT 18,5;”Y0U LOSE 1 C
REDIT™
33338° IF _CR)»@° THEN" uUTU L\ 3Taa-
35i@ PRI T 21,2
3552 PRI BU HAVE RUN
auT _oF WouLp yYou L1
KE T& T
356@ IF BY THEN GDTD 3558
357@ IF INKEY&$="N" THEN STO
S8 TLS
Soa RUN
a LET CR=CR+N
& T 1 THEN PRINT AT 19.S5;°
u CR

1,"(25 SPHCESJ
TDEAL?

I HKEYS= EN CGTD &
EESINKEY$=”N" THEN ST gae

C
PRINT AT 21,88, CREDITS: ™, C
GOTO 328

0 DA LICATD i

~ gﬂﬂﬂ -
~ ) &
5 BERHSNGE
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GILL of Westerham, Kent has
Gpmduued a game of Hangman

which can be played on the
ZX-80. The program, as written, con-
tains a set of 12 six-letter words
which it chooses at random and the
player has to guess it, losing one life
out of 10 each time an incorrect
guess is made.

If the player guesses correctly, the
screen shows: “Well done, that is it".
If you run out of lives it says. “You
are dead".

The line of words can include a
total of about 70 letters, so that other
combinations, such as 14 words of
five letters each, can be used. If other
groups are used it is necessary to
change line 5. If the case of 14 words
of five letters it would read
SLET A=RND((14)-1)*5.

SINCLAIR PROGRAMS July/August 1882

HANGMAN

SLET A=RND([12)-1)x6

'TER NORMAL BATTLE
TINY BARRELVO
OIDMUTTON BOTTOM

@THENGOTO 30
OSUB 200
30FORG=1TO 10
35PRINT "INPUT YOUR GUESS"
40PRINT

TO 6
B$)=CODE (G$) THEN LET L (B)

L (GS)
80IF L [B) > 0 THEN PRINT CHR$ (L(BJ) "
(space)

B
UB 200
'HEN GOTO 400

35CLS
0PRINT“YOURE DEAD"
145 PRINT

T
410PRINT “WELL DONE, THATSIT"
420POKE 16421, 24

AS contains 12 words each six letters long,
Any words can be substituted so long as they
are all the same length. Words of, say, five
letters long can be used, when A$ can be 14
words long—AS can contain about 70 letters.
Line 5 should then be changed to:

SLET A=RND((14)-1)x5




CHOR

master a musical instrument,

Chords is a good learning aid.
By entering the name of a chord, the
notes which comprise it are dis-
played on a piano keyboard shown at
the top of the screen.

Despite some chords having com-
plicated titles, the program can deal
with them by using a code for the
different elements, such as the note,
whether in major or minor and
whether diminished or not. The code
is shown on the screen beneath the
keyboard.

To help in printing, the keyhoard
line 1030 contains a shifted 8 then a

FOR ALL who are trying to

)

shifted 7 and a shified space follow-
ed bv alternate shifted 7s and spaces.

Line 1070 is made up of a shifted
8,30 shifted 6s and a shifted 5, and in
lines 1100 to 1200 there are six /
spaces for letters in the second set of
doubles and 32 shifted 7s in line
1210.

In line 1110 there are two sets of
double quotes, shifted Q, after TAB
26.

Chords was sent by Paul Hopgood,
of Wantage, Oxfordshire. It was one |
of the runners-up in the May com-
petition in our companion publi-
cation, Sinclair User, and needs the
16K RAM pack.

AUGHENTED " ; TRB 26;
DIMINISHED"; TAB 26
SIXTH";TAB 26; s
SEVENTH"; TAB 26; "7
BUIT”; TAR 25; "0

1@ as
2a ]
Eg s een s DISPLAY b |
gg SET UFP NOTE TRBLE xlfg DQ&NT i |
. 78 i "CHORD NAME 7 1190 PRINT "1}
a0 s Lt S 1293 PRINT " §
o) dalgpRInT
. ..ROOT POSITION i22@ RETURN
" iSva@REM
160 GOSUB 2000 5 150 ET &
REM i ncchENTPL 1820 LET ©
FHEN LET N (1) = 183e LET &
Arae i54@ LET C
ERE IR G RHEN FLET NI 1588 LET £
S NEE el s e s EHOBES i57e LET C
2 ER 11i°56° 5 88 LET S
isg EF N$=5% (I) THEN GOSUB I#S@ 158@ RETUR
ar2a0a 2808 REM
32 221@ FOR I
Se THEN GUTO iaa 2@20 IF Ng
33 -PRINT CHORD =URAL C$(I,
35 1 SPRCES) 2038 NEXT'I
oa a 2048 RETURN
34@ IF N(I) ¢3»@ THEN PRINT AT 5. 250@ REM #3¥xs
NTE 2518 LET Ni2)
[ 520 LET N(3)
38 253@ LET N(4)
33 254@ RETURN
3% S0P@ REM xx:¥
a 3218 LET MNi2)
32 LET N(3)
23 LET N4
3@4@ RETURN
3500 REM #xx#%
B3 % LET Nt4d
3520 RETURN
4208 REM xxxx
4@i1 ET Nid)
4@2@ RETURN
4500 REM £xxI
451@ LET T=N{
453@ LET N (1)
453@ LET N(2)
454@ LET_N{3)
1558 ITe
® NOTE™ | TRE 26 "A-G 5208 REM xxxsx
1 snARR";TAB 26; "t 3838 LET NI}
3 15 Ni4)
1¢§e FLAT",;TRAB =6; ". ;5; g%ﬁuaﬁ‘
S *wwD
ii0e F INVERSION'; TRB 268; gg:alaﬂ tg$ N?éj
1ige HAJOR"; TAB 26; "M SE32 LET N
ET
1152 PRINT " § MINOR";TAB 26; "N Sl

A

BZZ4

0

WEZ n# gk
Zk Iw BZZ®

H unnD Hu
1 &ZZIC IZZZ-C

NOTE TABLE*#%

o
INT POSITION®=#
THEN LET N(1)

FNT ABDGIMO0C

']
2
2
£=4
@
L
1
1
I
R
3

CHORD £ %% %%+

-
[oIeki}
ory
++0
pES

CHORD**¥ %% %

o 4
Bl
ey
++0
QT

SIXTH % # 5% %%

-1
O el
5

SEVENTH# £+ %
+1ie i

ERSION ROUTINE###

ET Ni(d)=T+12
ED CTHORD %% #*

@ M s
eI ZHE0D

o

CHORD # % &
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Treasure Isiand
Lat. 5° 34'52" N
Long-§2° 24" II" W

2‘1\3 cl" ea.k

= \ 5 =
REASURE HUNTER is a
I clever little game in which a

hunter, denoted by an asterisk,
has to find treasure which is hidden

at a random position on the screen. a gasRENSTREASURE Wbk By F ERE
The only assistance given to the =pPI/PI

hunter is that he is told when he is I-PI

getling warmer. i a:g“l,ET L INT (RND3UARL 157 +UR

It can be very annoying when, T S8 LET C=INT (RNDsUAL "“27") +URA

whichever way you move, you seem (L E-% v e

to be getting warmer but cannot find 5@ LET OFP=p
the exact location of the treasure. 3@ LET Qe=9 i
When the correct spot is found, the L QQ%ET P=P+ (INKEYS$="6") - (INKEY
number of steps taken is shown on 1@ LET Q=04+ (INKEYS$="8") — (INKEY
the screen, along with the program'’s $="5"1
idea of the optimum number. iég gjﬁiNT AT P. st
P The first attempt by the anclmr | 156 LET =S=s5+4PI JPI

rograms reviewer resulted in 453 | 14@ IF P=L AND @=C THEN GOTOQO WA

steps taken against an oplimum of
five. That later improved to 84
against an optimum of 30.

The hunter is moved by using the
cursor keys but an added difficulty
is that if you go to the edge of the
screen you bounce back so that the

FIBS F+HES G
IRRM

left and right keys and the up and %Eg\'ﬁ‘n XNT “LD ot FUUN:) Thitn 2 Dy
doym‘vn keys can become reversed. ‘-aqg PRINT “DPTIMUM “;L3C-UAL "1

Treasure Hunter was sent by P
Brown of Charlesworth, Derbyshire.

SINCLAIR PROGRAMS  July/August 1982 18



gests, is a scoring system to use
while playing cribbage. A board
is displayed on which the state of the
game is shown by the blanked-out
hole on the board and the numerical
total is shown. The result in the
number of games is also given,
When run, the players are asked if
they are playing a bust or no-bust
game and the game is recorded as
required. A maximum score of 29 is
allowed on each turn and the impos-
sible figure of 19 cannot be entered.
The score is entered by giving the
letter of the player, followed by his
score.
The program was sent by M |
Bennett of Jeddah, Saudi Arabia, It
requires the 16K RAM pack.

CR[BBOARD. as the name sug-

o
% LET u=3@
= IE B8l THEN LET U=82-(E:2)
LETT UNPLOT
sear BRINT AT 13 23;8
=R ORELoT sz.23
3 I1p UNPLOT 62,25
SCoRe 1a ORE IS THE WINNER. =2
S PRINT "DO_YOU UANT TaQ FINI& S1ill PLOT uU.U 5
HooR AGTLY 1B1i% IF YOS~ 2128 PRINT AT i3.25
PRERS, “hynn ELSE PRESS ""NEULZ gigg
T & INPUT B B155
7 IF Y. .THEN soTO 4020 2133
S ANl i .
i@ LET © = B2
ET D=0 =22@ PRINT AT 153.25:EB
35 SStus Seee 5238 GOTo 4@ i
3@ SOsSUB 25 3282 PRINT BT 20.0; "DD YOU UANT
42 INPUT A% ANOTHER GAME?T (¥ Ni
o BRI FIRGLE jt s "iAT 1 iF THEN CLS
“'45HIF URL AS(2 TO ) >29 OR UAL THEN GOTO 20
A$L2 TO ) =19 THEN SOTO 4@
50 IF As(1)="R" THEN GOTO igpew
8@ IF AS(1)="B" THEN GOTO 268
7B _IF AL} <>"A" AND A% (11%>"5 aTe
i GaTo 3=
B IF_ IUAL ASI2 TO J+A) ¢=121 T 201@ FOR X=0 TO &3
HEN _PLOT X,¥ S@3@ FLOT X.39
ZA+UAL A2 TO ) @i@ NEXT
LET AzA+ $ 2
IF A¢31 THEN GOTO 1820 2VER FOR X=0 TO 63
IE gé?a AND R<61 THEN LET X gggg §E§$ ;»25
*2= 2
IF(E>3alng R<¢91 THEN LET X S%TS EESTYSE$ TO 38
RBS #2=1 5
IF nig@‘nmo A<121 THEN LET gifg an YYES T
(AxE-13; 3 &
IF Abi2e THEN soTo iige Sise PLoT E5.Y
CErNEEs tR>6@ AND Reald 2988 DOR xiz Ta @ STEP 2
IFT55>EB AND R<B1) OR A9 gggg ZE?I HKa37
LE = E e
IF A¢31 THEN LET X=62- (A2} gggg gEgTHXEBID S8 STER 2
SHTHE & iz.siA 3218 NEXT X
SO0TO 48 2250 FOR X=2 T0 0 STEF 2
UNFLOT 62,35 228w :
UNPLOT 62,385 3370 NEXT X
PLO ¥ 9280 FOR_X=2 TO 5@ STEP 2
PRINT AT 13,5 S29e PLOT X.
PRINT AT 15,4 230@ MEX
LET C=C#+1 9310 L €2 .36
SERTglet7 i S nT enE
eoTo_s@ 3
LET -UBL B (2 934@ PLOT 62,2
pg§m¥ BT g 9380 PRINT AT 11,4;“A=TOP",AT 11
B s : "B=B0T 3
goTo 4@ 2368 PRINT AT 13.12; "(SCORE:"
pEm_num_ AS(2 TO ) +B) ¢=121 T 3365 BRINT AT 17,12 e
25378 =LO!
LET B=B+UAL AS(2 To 3388 RETURN
IF 531 THEN GoTo 220 25e@ LET A=0
Big E_ﬁé! ND B<81 THEN LET o ggig t%i S.:ge
=T =
IF B350 AND B<91 THEN LET SS18 LET u=27
géthzgalgg? a<91 THEN LET u Qsig Lg; 5:32
= 9515 L
(Banchan, nHbEB< 121, THEN (LET - 5550 BRINT BT 4% SimiAT iz.2
IF B>120 THEN GOTQ 2120 SB2S SRINT WE 17,5, 6afT 1v.4a
222 IE Byl OR (B>8@ AND B<21)  SooCoTERT M.o.BENMNETT.
@ IF (B>30 AND B¢S1l OR B>90 s

20
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GAME which links the bug-
Abailing type of program with a
battle against alien invaders
has been produced by Sanath Yoga-
sundrum of Ashton, Preston,
Lancashire.
When the game begins, the player
is asked for a skill level, A or P,
which stand for amateur or profes-
sional. It is advisable to start on the
amateur level while the player
begins to understand this complex
game.
A small grid is shown in the
bottom left-hand corner of the

screen in which there are four aliens,
shown as X and 8, with a soldier (*).
The soldier has to dig a hole (O) and
then lure the aliens into it, scoring
100 points for every X and 200 for
everyS.

The hole is dug by going into dig
mode, pressing 2, and pressing the
cursor key for which side of the
soldier you wish to place the hole.
The soldier can then be moved by
pressing 01 to return to movement
mode, and using the cursors in their
normal directions.

A soldier can be killed either by

falling into his own hole or being
eaten by an alien. The game lasts for
the lives of three soldiers, although
an extra soldier can be gained by
scoring more than 3,000.

Two other limitations are that
only one hole can be dug at a time
and a hole cannot be dug beneath an
alien, Once an alien has fallen into a
hole it is filled immediately and the
game continues.

Even after playing for more than
an hour at the amateur level, no-one
at Sinclair Programs managed to
score more than 1,300.

LET BE
PRINT
uT

BTN = =
il gm—vmuamwmu
ﬁ
w
o
n
n

18,@; "
20,2; "

s =
| 6@ LET A=17

s 15 EVEL: "; R
16,192, "HIGH SCORE:

ST=2
AEKILL LEVEL? (A/P)

$

EERRE vo
EERER s
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248 PRINT AT GG,HH; "X"
LET @=141

282 AND  (
500 U=1 LET U
= i
228 = AND  (
355 Us=1 LET U
=01
iia 256@ IF INKEY$="S) AND U<l AND
%ns W e tU=@ OR gTauDu 2_4 OR uU=86 OR
47 3 THEN L =U+
=¥7" AND U»17 AND
38 ?3?% 3R 525555 JpwRORESES DRLies
LET U=
38 LoTHEN EET ahas ki
388 3590 PRINT AT HX HY; "
2 82837 IF INKEYS=-S" AND_U33 AND
i3 5537 3R SNEE'ER G-17) THEN GoTO
118 P 2728 )
26é@e IF INKEYS="8" AND_U<B AND (
:ig u§gé OR U=18 OR U=17) THEN GOTO
2
159 CET NzE 2530 IE Inkevg=is- BND U<21 AND
4588 GOSUB 2000 iV=a_0R U=2 =4 OR U=6 OR U=8
478 LET U=si@ 262e@IF INKEY 5S4 BNp U=l AND
&z GaTuDsSae ju=e_or Us=a EGBB =4 OR U=6 OR U=8
S@5 LET C= 2e4m IF INKEY AND U217 AND
598 BEINT AT C,0;x- = = =
§is ososus 243z’ 4 1 THEN ooTd 2850
S4 2708 LET HX=U
S6 GDEUB 203 271@ LET
S7e LET U=s51@ 373e SoTo S0
Hea o fove 2780 LET Hy=w+1
882 LET Eon 3778 GOTo seew
18 PRINT AT _E,F; 2898 CET Aot
615 _GOSUE 2438 R lefLEnt —ur
EEaItET HM=G6 285@ LET HX=U-1
ET n=H 2 5 1
U
§§ Egﬁuu=$§ga IF HX=X AND Hy=y OR HX=A AN
£5@ GOTO S@@@ D HY=B OR HX=C AND Hy=D OR HX=
288 LET HH=N RND_HY=F OR"HX=G& AND HY=HH FhEw
793 bE§N§G§Esge,HH;Hx~ SOGCBIF HX<:1S THEN PRINT AT Hx,
758 28T a8a 3gLe IF HX=U OND HY-u OR U=X AND
2@@3 IF INKEYS$="1" THEN LET G=1 _Siwy o i =g o
B I;Trgkgmgf'a" THEN LET €=3 55 SRc0=E ANETD-r"8R"0-63"ARE
L = S
2% e 3@3@ PRINT AT U,U
- R S8o8 BELNT AT Lalls
. 4 8900 IF M=x AND W=y OF M=3 AND H
RND TR H=ma AND MaAH THEN GOTH U
o ? 0B N §2@s IF HM=HX RND N=HY THEN saTO
s
5 OR UM AND A%= R eEmarD DaiE =s+1ce
8 H OR UM AND AS="P" T coin
21: z THEN LET H=Mi1 S@dd 7300@) aR ¢
21 z EN LET Me=M-1 s-1e s32821 T
23 M Iy THEM LET Z=.B §g4§
23 N N>U THEN LET Z=.7 Eaga
23 z LET N=N+1 5859
as2 z @ THEN LET N= Sace
g3%@ IF M=U AND N=U THEN GOTO 7a sote
2422 IF INKEY$="2" THEN LET G=2 Cozls par izl “rHen zoTa sace
241@ IF INKEY&="1" THEN LET G=1 i
T4
2428 RETURN S0 Ne@ TO 21
243@ IF INKEY%<>"S" AND INKEY$< Se1p
"8" AND INKEY$:<>"7" AND INKEY$< se2a
“S" THEN_RETURN 5830 THEM LET SEST=5
244@ IF G=2 THEN GOTD 259@ swaw ,@; "GANE OUER, AL
2488 FRINT AT U,U;" " Loro SEhAD "
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DECEPTIVELY simple but
Afrusn‘ming game has been sent

by Keith Paterson of New-
market, Suffolk. When run, two
walls are displayed with an O
between them. The O can be used to
eliminate the walls but as it does so it
leaves a trail of Os behind it when
moving vertically, No trail is left
when moving horizontally.

The object is to finish with only
one O on the screen. Despite a
lengthy attempt by the Sinclair
Programs reviewer, that proved
impossible but Paterson maintains
that it can be done with a little
thought and concentration.

The O is moved by the cursor keys
in the usual directions. It can run on
the 1K ZX-81.

- |

SINCLAIR PROGRAMS

July/August 1982

2 PRINT "USE 5,8.7.8 70 CLS
2 PRUSE 298
i oLS ¥
& FO =1 TQ ©
7 PRINT THE a;_“l]"a"
8 PRINT TRR IS5;
2 NEXT X
iR LET f=1a
28 LET =1
25 LET Ds=" 5
22 PRINT AT R B DS
4@ IF INKEVvE="3" THEN LET B=83
x
5@ IF IMKEY$="S" THEMN LET B=8B- |
i
S1 IF INKEYS="6" THEN LET A=+ |
1
= S2 IF INRKEYI="7" THEHN LET R=R-
S32 PRINT AT Bl .8;"
5S4 IF Br>18 OR B<(& THEN LET B=9
ST IF A>12 OR AR THEN LET RA=R
S8 PRINT RT =X By "
&8 s0To 328
B\
¥
OR THE 1K ZX-81, Ships is a
é .L_.E; ‘F'i:% sim'ple type of missile game in
3 RAND which a target moves at various
é EEE A=l TO 19 distances from the gun across the
4@ LET M=18 et 0 e screen and the objective is to hit it.
S e Ten ships pass and the score is

18@ PRINT AT &,8;" &

108 ERINT BT § 15‘_&.. shown at the end of each game.

13@ IF M<«F THEN LET M=18 Only one shot can be made at a

148 Ir INKEYS="R" OR H<18 THEN time, 5o the skill is in judging when
PRINT AT M,16; 2 e .

18@ IF B8=15 A M=F THEN GOTO 1 to fire, so that the missile and ship

P20 IF INKEYSE="P" OR M<i3 THEN coincide. When a hit is made in the
sgsus_iepe il middle of the ship, BANG is shown

3%8 RExr ' 0B onthe screen,

S2@ NEXT > h }

328 SRt ar =e. 1850 Press RUN and NEW LINE to start
1@@@ PRINT AT _H,1&;" " each game and P to fire the missile.
J.Gé\a RE-FUEHH_ The Sinclair Programs reviewer
i5@2 PRINT AT H.B; "EEEE" managed a top score of four.

%zéé g%ﬁigsgﬁi }'_l"rhedgraphicsdin line 1090 are, all
5338 PRYNT AT 20,18;¢ shifted, 3,6 and 4 and line 125QF

and W. Ships was sent by lan
Johnston, of Newmarket, Suffolk.
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he runs out of air.

The diver moves automatically C%
across the screen from left to right =
and is moved up and down by the
cursor keys 6 and 7. When the warn-
ing is given that the diver is running Q
out of air the player has the choice of 2 —7
continuing to try to catch the pearl .. = —
before he drowns or returning to the
surface.

At the end of the game, the
number of pearls collected is shown. —~

EARL DIVER will fit on the

1K ZX-81 and, as the name

suggests, involves a diver

attempting to pick up a pearl before
AT

In line 60 there are 12 dashes to gl
represent the surface of the water. ™

Pearl Diver was sent by G Layton, ]
of Gaydon, Warwickshire. o

{RND 226} +5
({RND*11) +1@

: g
-1,B5+3; "M"; AT K.Hi"%
T e el B B Ve T han
IF INKEY$="8" THEN LET A=A+
LET B=B+1

IF A2 THEN LET T=T-1

T <231 THEN PRINT "“RISE"
%; ﬁ=$ AND B+d=H THEN GOUTO

IF T=0 THEN GOTO 300
%%5T<21 AND A<2 THEN GOTD S
IF E=26 THEN LET B=©

GOTO 6@

=J+1
%E;N% AT 2.9;"PEARLS COLLEC

TED="; J

220 GOTO 20

30@ PRINT AT ©.@,;"YOU RAN OUT O
F RAIR"
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ONSTELLATIONS is a program
specially for all avid stargazers.
After the lengthy process of
entering it, press RUN and NEW

LINE and a menu is provided, listing
10 groups of stars. Pick which one
you wish to see and the group of
starsis shown, along with its name.

The list available is the same as
that sent by the writer of the pro-
gram but others can be added or sub-
stituted according to taste.

The main idea is to provide some
kind of record of a particular constel-
lation, so it is essential to save the
program on cassette.

Kevan Cheyne, aged 10, of Hartle-
pool, Cleveland, wrote the program
for a school project on stars. No
doubt the next project will be to
draw a picture of Patrick Moore.

18 PRINT * 520 PLOT 25.3
i8 ganr voonsteLaion wews; 333 ECOT 303
LB e 3 " H S3E PLOT 25.43
30 PRINT “3. LoHRHINUS S48 eLOT 45,353
EOOTES S45 PLOT 48.33
LEPUS™ S5S@ PLOT 47,28
PesAcus” 258 2L0T 42457
o 7
ZeRe" 285 SRINT TAB 28
a 5 2@, "CANCER”
AogEen; SEEer e
EHE LITTLE DOG 258 BraT =553
549 PLOT .33
545 PLOT 22,22
85@ PLOT 42,2%
6@ IF A<l OR _A:»10@ THEN GOTO © = o - %y .
7o GoTo Axlee SESMInTS Lhaw
%gs PRINT TAB_1,"DELPHINUS" Zal gRINT 188 RO, LIBEA
130 PLOT 21.42 Zia plorn S2.37
PLOT 45,43 i
1§gnbLgT geea2 750 PLOT 24.27
1i@ PLOT 51,22 B EEREROLS
1se PLOT 56.0 88 PLOT 36 14
151 GOTO 1100 é
AEa oot Zz@ Goro 1iad
%?3 gsé¥T31?§aam' Ly @1 PRINT TAB_20,"CETUS"
215 BLOT 26.32 25 bror 2411
52@ PLOT 56.36 2 s
PLOT 54,9 2@ PLOT 43,13
23@ PLOT 45.2 35 PLOT 43.2
235 PLOT 31,15 4@ PLOT 35.5
248 PLOT 16.3 845 PLOT 16,38
245 PLOT 12,8 S@ PLOT 31,10
250 PLOT 7,37 355 PLOT 14,34
351 gaTo 11 560 PLOT 14.38
30@ CLS B85 PLOT 18,42
305 PRINT _TRE 20, BOOTES" 7ORPLOT 35,33
318 PLOT 32,23 = EOT 2137
5286 PLOT 55,38 550 PLOT 18,54
32 PL 30,33 90 GOTO 1100
338 PLOT 22.28 @@ CcLS
335 PLOT 25,21 @2 PRINT TAB 2@, "RAURIGA"
340 PLOT 29.4 180 PLOT 352,21
35@ PLOT 24.3 2@ PLOT 25,41
388 PL 54 .2 3@ PLOT 15.23
370 GOTO 1100 48 PLOT 14.98
181 BRI S8 BLor 33:%
PRINT TAB 20,"LEPUS" »18
410 PLOT 32,10 D pERL 8.8
42@ PLOT 42,14 23 BEaL A1 88
435 PLOT 47,12 1 ilea
430 PLOT 45.22 3 cLS
222 FroT 4e 3% i@e2 PRINT TAB 18,"THE LITTLE DO
44@ PLOT d42.27 1
445 PLOT 37,20 Y
45@ PLOT 27.24 Fy
4SS PLOT 24.35 it ,"TO HOLD:H"
8@ PLOT 23,23 a -]
485 _PLOT 28,13 110 THEN LET S=0
&7 oOTO 1186 %il B THEN COPY
506 CLS
501 PRINT TAB_2@,"PEGASUS" 4111 RUN_ i
1@ PLOT 32,15 li2e SAUVE “CON
S15 PLOT 30.,1@ 1181 RUN

SINCLAIR PROGRAMS July/August 1982



26

ORD PUZZLER is not so
much a game as a game
generator.

The object is to make word puzzles
like those which appear in puzzle
magazines, where a series of words
ishiddenina grid of random letters.

The words can be vertical, re-

versed or diagonal, but rarely
obvious.

The ingenious program requires a
list of up to 15 words each of up to
12 letters, in order of length and
pressing NEWLINE TO to start. The
screen goes blank as the computer
goes into fast mode to re-arrange the

&1
58 INPUT
55 IF I\i\_’LE THEN

DIM G$ (15,15

128 PRINT ,,"Y0OU

125 x\\D‘ 3 g =)

215 LET
226 FOR M=31 TO M
2E@ REM = xRAEMDOM
Rt IN; POINTS®%
LET D M+l =
24'1‘ IF Dir+13 =R
250 LET L=INT (RN
288 FOR A=1 TQ
299 GOSUE 1e8+D
380 IF L« OR L

@
631@ EF LY OF ©3

{rA% THEN

SD PUT IT IN_THE
388 FOR i\ TO

2
iR .

ey

.2 REM *UORDSQUARE GENERRTOR:#
28 REM (£) A.BLACKBURN 19z

CLS

PRINT “PLEASE INPUT YOUR ™
N:" WUORDS NOU" .“IN ORDER QF LENG
TH (LONGEST™  "FIRST. .SMALLEST LAS
P

12 LETTERS PERWORD ™
12 INT

ES
127 pIM Ué?(l _LEN Ed-$
&4

ME & FEUQ NINL:TES ‘ TO
BORDS OUT™, “ka.\PF’E‘_:_» NE.}‘ INE TG
STARRT™

1868 INPUT Us

19 =

2006

FRST
218 REH g:‘-i"lﬁlﬂ LOOF £x

INT iRNDEET +1
(Ml THEN 0TS 24

268 LET C=INT €RND*;.‘;‘+A
LEN Wik

326 LET a$=Wg (M. A3
550 IF GEIL.CI <>  AND Gl ,Ci
ZAG

#OK WE HAVE 8 WoRD FIT
EN

CT NEXT WoRD=:
ORDESGUARE COMPLETE

80T 58

b

CF(‘e BSE P TO

wI‘ L. Tﬁ'hE

DIRECTIONS+STH

DEI5T +1

(M+1i} 5206
1S THEWR GLi0 2%

15 THEN GOTo 2=

GRIDEE
1l

U (
MoAME -LJE IF LT
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letters and hide the words in a
square of 15 by 15 letters.

Eventually the word puzzle is
shown on the screen and the game is
to find the input words which are
listed by the side of the square,

The grid can be printed so that a
number of puzzles with different

words can be made at the same
time.

The dimensions of the square are
set by the variable G§(15,15) which
can be altered to provide other sizes.

Word Puzzler is from Andrew
Blackburn, of North Hykeham,
Lincoln.

A58 FOR D= TS
455
4608 PRIMT

F.B] =CHR&

560 MNEXT
572 PRINT
59@ NEXT
528 PRI

518 INPUT
B820BPRINT RT

EXAMPLE
PROGRAM

T 18
LET ~{$ l\hE“a‘ &
o .

“BRE Ry

45@ RE="C" THEMN GOTLT 48

4885 PRINT &7 5.8:° G.H. HWORDEE
URRE 15 COMPLETE &°

458 NEXT D

495 CLS

508 FRINT “PLEASE INPUT THE TIT

E OF YOUR" ,“UDRDESUGRE"

5@5 INPUT T&

cLS
510 pRII\T AT 6.5.T
FOR =3 Tﬂ LEN T‘ﬁ
528 PRIN‘T AT

526 PRINMNT

538 FOR A=1 TO

535 FOR B=1i TO

540 IF GHA.BY =
{INT

630 IF U%="C" THEN COPRY

648 GOTO 528

1000 REM *3# DIRECTIONS %3

1928 LET C=C-1

1@3@ RETURN

1048 LET C=C+1

196@ RETURM

igE® LET L=L+1

1970 RETURN

1982 LET L=L-2

1990 RETURN

1106 =L+

1118 GOTO 1@4@

iiz@ L=b-1

1138 GOTO 1829

114@ LET bL=L+1

115@ GOTO 1028

116@ LET t=L-1

%4 REn gk

EGS2@ REM M 15'2

B S e EvTES

ASBITTUJUALRXNT COMPUTER

VWD IHGJIPHUEERZK SOFTLARE

YILYRCONGTRIBLE HERULARE

UXETRNHGUAGY BHU KEYEGARD

GPAHIOUPUDTET LY PRINTER

SONJRCMDJE SNGUL SIL ICon
EHYOREMBJPREN MEMORY

SSEECAFHMFDLISH SCREEN

SCRYHKY WORC IMGC CURSOR

EUCBZEECINEESRT MICRS

NFESOFTURREFP@AL EYTE

UIDAJCHIPAHOTUI CHIF

RUURCNPUDOGHERS sSTOP

FUYDHLUUSGMIUNG BIT

AOTUGRETNIRD TUG U

HBORDEQURRE USING

fajatc] l

THEM LET G%(

{RNG ¥ZET +357 |
S50 PRINT GEiR,.B) |
B

"4 SPRACES) ™ ;U%IR) |

NT 21,8; "
TO COPY THEUECREEN

21,9; "‘—%32 SPRCES) "

INPUT “ogee

THIS
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18 DIM &
$8 CEF Hitarocns
{A) =
1 +29) * CHR*
48 NEXT A
= SOEPRINT

{INT (RND 23S

“"PRESS NEWLINE TO STR
INPUT I&

CLS

FOR B=@ TO 6

FOR C=1 7O
F'EINT‘:FIT 1@;5*3 A% )

A

oRrR E=1 T4 18
;F HﬁTE)—INKE“($ THEM LET A%

2oolsLou
218 RUN

S ITS NAME suggests,
Memory is a game for remem-
bering things. When run, a

characters which you did not type-in
are displayed on the screen.

series of 10 random characters, both
letters and numbers, is displayed for
about four seconds. The screen then
goes blank, during which time you
have to enter as many characters as
you can remember.

After another six seconds, the

The game can then be repeated by
pressing RUN and NEW LINE, when
another series of characters appears.

1t is a simple but absorbing game
which can be played for hours. It was
sent by C ] Barnatt, of Fernhill Heath,
Worcester.

MEMORY

IRE ESCAPE, which can fit
Fintn 1K ZX-81, is a variation of

the catcher type of game. When
run, a block of flats is simulated on
the left-hand side of the screen from
which a figure, denoted by a bracket,
jumps, and the object is to catch the
figure before it hits the ground,

The catching blanket is moved
from side to side by the cursor keys 5
and 8.

The game is made more interest-
ing and difficult by a ‘wind’ moving
the figure in the air, which makes
constant adjusiment of the blanket
necessary. The  concentration
needed to do it makes it difficult to
play the game for long, as the flash-
ing of the figures hurts the eyes
afteratime.

After 10 people have jumped, your
score, showing how many you
saved, is shown and you can start the
game again.

Fire Escape was sent by Roy Hair,
of Kilmarnock, Scotland.

FIRE ESCAPE

E 1

é BElTBY R , 72 IF INKEY$="S" THEN LET E=E-
% CET z;SD F 80 PRINT m‘ B

S LET S=F 9@ LET F=F+1

& LET F=4 la2 LET G= EiINT (RNDz2)

7 LET G=2 o=l F P-a:l. THEN GOTO 170

1@ FOR X=S5 TO 18 i;'g aTQ CODE “c*

2@ PRINT AT X,@; "y i IF G=E THEN LET S=S+CODE "®
3@ NEXT

4@ PRINT AT F,G;" (" %;’5 EET B= *'308515' s

By Rty Ay 8l k)= 17 =C +HEN sTOP

S1 FOR N=@ TO 4

S2 NEXT N :.ae BRuSECEB0E M

55 PRINT AT 21,E;" » I3 CLB e g

6@ IF INKEY$="8" THEN LET E==+
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NIGHT'S MOVE wuses the
Kmovemeni pattern of the

Knight in chess to try to
cover every space in a square. The
program asks where you wish to
start on the board, giving the vertical
co-ordinate first, and then marks the
moves as you make your way round
the board.

There is a check routine to make
sure you cannot cheat by making an
incorrect move or land more than
once on the same square. When no
more squares can be visited, enter @
as the number for the next square.

Press NEW LINE to replay the
game or any other key and NEW
LINE to end the game.

The graphics in line 20 are the
capital I reversed with two reversed
dashes, shifted |, between each. In
line 3@ the dashes are replaced by
reversed spaces.

Knight's Move was sent by K M
Godolphin, of Camborne, Cornwall,

and needs 16K RAM.
23 PEY Bil s amm"
ET RAg="
E Bg=" 1 I 1
28 FRer
Go_PRINT TAB 6;"1 2 3 a4 &
| 28 FBA L1 To b *

ag"® PRIN “TRB 3jLiv “i8%;TAB S;
108 NEXT L

11@ FOR L=1 TO &

i2@ FOR C=1 TO &

13@ LET BI(L,C) =0

148 NI T C

15@ NEXT L

162 LET M=0

3%6 St

g6 BRIN

A3 5

19@ INPUT

200 GOSUB 410

210 IF L=5 THEN GOTO 188

22D LET H=H+1

25@ PRINT AT_L#2,C#3+5;H
§40 IF Hc1o THEW'BRINT AT Ls2.C
25@ LET La=L

280 LET Ci=C

270 LET B(L,C) =1

8@ IF M(B4 THEN GOT pY-]

298 PRINT AT 20,@; "CONGRATULATI

-3
1
TEmERTa B

PRINT AT
SH_TD GO NI

352 IhPuT ot

340 Ir Ce="
350 GOSUE 41
382 IF L=9 T

370 _IF L=Li-2

19,@;" 1@ SPACES "
20,8; "
=22,2; "WHERE DO You

@

© THEN GOTO ase

HEN_GOTO 2328

OR L=L1+2 AND CaC
THEN "GOTO @
1_of AND Ca=C

THEN GOT

22@

Q
38@ PRINT AT 19,8; "IMPOSSIBLE"
20.8;" 28 SPACES

i@ GOT
418 PRINT AT

IF_LEN ©
43@ LET L=UAI

53
L G

wah)

Z
€1
2

HEN GOTO 470
)

i
L<1 OR L>8 OR Cc¢l OR C>&

asa IF
THEM _GOTO 4
452 ]

B
490 PRINT AT

4B0@RETUARN
L4390 PRINT AT

S0@ INPUT Cs
S1@ IF Cs=

(L,C)=1 THEN GOTO a&@
URN

19,9; "IMPOSSIBLE"

21,0;

‘NL TO REPLAY

21,0;"NL TO REPLAY

" THEN GOTO 4@

SINCLAIR PROGRAMS July/August 1982

29



STUNT
RIDER

TUNT RIDER simulates a
Smotorvcyclist of the Evil Knievel

variety jumping a series of
barrels. The | key is pressed to jump
and if it is not held down long
enough the cyclist falls into the
barrels, bringing a CRASH on the
screen.

Itis a very simple program. It does
not take long to enter and can pro-
vide some enjoyment. To help with
the design in line 30 there are 32
dashes and in lines 45 and 80 there
are four spaces between each set of
quotation marks.

Stunt Rider was sent by Paul
Richards, of Swindon, Wiltshire.

S PRINT " #x%+2STUNT RIDER»®##%

r

I %

/# 18 LET A=CODE "~ ~
M 28 LET B=CODE "="

Y 38 PRINT AT CODE "+",CODE " ";
) s A S e I s e B
hi -

' 48 PRINT AT B-1,R;"m) ;AT B,A;
I 7. &S PRINT AT B-1,A;" ;AT B,

S8 PRINT AT 19,1@;" “;AT 20,1
iy

sa IF INKEY S="u" AND R>=8 AND
B’%g IF ?NKE-\I‘-SB B.Jl
€3"dJd” AND 28
N LET B=B+1 " U

a0

71 PRINT AT _29@,14;" aaaaamwew"
IF RA*13 AND A(22 AND B==2@a T
HEN PRIN; I;FT 23 JH “CRFlgH
> {22 AND B=20 T
"’SIIF A>13 AND A<22 AND B=2@ T
HEN STOP
8@ IF A=29 THEN PRINT AT 19,A;
2 JRAT 20,R;
1p@ IF A=29 THEN LET A=0
ii@ GOTO 4@
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1 RAEND
13 CEY INT (RND*5@}
2@ LET INT _(RNDx3@)
S8 7|
| 4@
| a1
‘ 45
| ig 8.8
| 47 X=1,¥Y+1
[ 28 PLOT X.,Y+1
S@a PLOT X-1,Y¥
S1 IF A=X AND B=Y THEN GOTO 1@
@
E3 LET X=X+2x (RND<.5 AND X<Ba}
-2%(RND3.5 AND X>@)
S5 LET Y=Y+2% (RND>.S AND Y <4@)
-2%¥ (RND<.S AND Y@}
56 LET A=A+ ; AND A<E
@) - (INKEY§="5
S7 LET B=B% AND Ecd
e L
2=
&2 IF S5>32@ THEN GOTO 103
&1 GOTO 45 .
121 PRINT AT 21,@; "DOCKED IN "
55" MOUES";
i@3 PRINT “"NQ ENERGY"

N

SINCLAIR PROGRAMS JulyfAugust 1982

OCKING, from | Smith of
Goulsdon, Surrey, is like many
of the Lunar Lander types of
games where a craft has to be
manoeuvred to land safely. The add-
ed spice to this version is that, in the
words of its creator, “the space
station is infested with ‘space virus'
which creates havoc and sends
people mad. The station therefore is
outof control”.

The landing must be made as the
station is moving about the screen in
a random fashion with a limited
amount of fuel remaining.

As usual, movement is controlled
by the cursor keys and if a safe land-
ing is achieved the number of moves
taken is recorded :



32

25 IF A= 1;3 THEN GOTO
32 LET Ié—':(jIN.T (RND*E@BI+EQ@)

L
PRINT “HOLE NO. ";A;" “;D;"
3nsua soe

PEINT “PAR “;P

RIN
PRINT "PLAY YOUR STROKE,STR
LT

m
Z
000000 00 0 Gy ~J T A CAENCA.

IF Jd=1 THEN LET K

S BIF J=2 THEN LET K (RND %
E\i IF J=3 THEN LET K=INT (RND>
o \f IF J=4 THEN LET K=INT {RND#%
o EEEIF =5 THEN LET K=INT (RND=%
5 EEE IF J=8 THEN LET K=INT (RND#%
96 IF J=7 THEM LET K=INT (RND=®

= ‘S?‘ED—_ = THEM LET R=INT (RND#
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N THE RARE occasions when

the weather is too bad to play

Golf, fanatics may care to
try the computer version. It requires
the 16K RAM pack and can be as
frustrating as the real thing—but net
sotiring or expensive.

For each of nine holes the program
selects a random distance between
200 and 400 yards and displays it
with the par value. The player is
invited to play strokes at strengths
from one to nine and after each
stroke the distance remaining is dis-
played, with the number of strokes
taken at the hole, and a further

request to choose a shot.

That continues until the ball is in
the hole, when the comparison with
par is shown,

At theend of the nine holes the par
for the course is shown, with the
score for that game and some advice
about the future of your game.

The numbers for strength of shot
do not correspond to the numbers of
real clubs. The best guide to the dis-
tance which can be expected can be
obtained from lines 90 to 88

Although each distance is chosen at
random, they are in the region of the
last figures. The exception is shot

one, which always moves the ball
one yard.

That random element is the cause
of the frustration, particularly when
the ball is less than four yards from
the hole. The choice must always be
between taking the safe method and
playing a series of one-yard shots,
and the two, which can give two,
three or four yards.

With a little concentration, a good
level of skill can be achieved and you
can avoid being told to sell your
clubs at the end of the nine holes.

Golf was sent by R A Lean of St
Austell, Cornwall.

o
-
o
]

LET K=INT

P
B
[l
HHDH 0
AN

GOTO &8

@

T

K )

THEN PRINT "YOU

T THE HOLE"

I D: THE PRINT "YOU

L \'FH-'\‘DS F‘RST THE HOLE™

PR
PRINT "ONE

IF B=l THEN
AYED"

H G H|
MO
w

IS0 0T R = S0 + O
-
H HH
mnm
U QOCoooog

o
HIRIG GERGE
f
I
mi
2

v ONDy Mvv Al

PRINT B; ™

m x
Bpe PZEEWRWMOE O Z W0 R

U]SEI"DLJF’UH‘ 1=
[l
m
w
e
of
I
m
-4

RINT "You

ryou
oLE”

(=]

% ‘\"F\F\DE FROM THE

IF E\ 1 THEN PRINT “ONE
KE PLAYED"
3 IF B:l THEN PRINT B;"
ES PLAYED"
42fRETURN

P ROPMEEN ~ FROEMNEOE 6O E M0~ I+
<
DHI!
{TDmm
Lo |

e

S50@ LET D= =K
525 IF (P- = THEN PRINT "HOLE
{RND % T _FOR_A BIRDIE
S1@ IF B>P THENM PRINT "HOLED, "
;B-P; " OUER PAR"
S2@ IF P=B THEM PRINT "HOLED AT
PAR"
S3@_IF P-S=2 THEN PRINT “HOLED
FOR AN EAGLE"
Sa P-B=3 THEN PRINT "HOLED
FOR AN ALBATROSS™
SS@ PAUSE Sa
ARE S&@ POKE _18437,255
57@ LET =RA+1
ARE 288 BEIVR™
§1@ PRINT "SCORE FOR THE COURSE
STRO ség BRINT
3 .5 RINT "“"PRAR FOR THIS COURSE
STROK SESEPRINT
BEB® FRINT
TOod IF Tc<=M THEN PRINT "=== You
AT SLENEAGLES NEXT WEAR"
ARE 710 (T=M) <=1@ THEN PRINT "KE
EP F‘F‘HCTI“-ING"
ARE Tz IF (T-H)>i@ THEN PRINT “SEL
Uﬁ CL
SERT 3P, =200 AND D¢=275 THEN L
=3
STROK LIF D>278 AND D(=350 THEN LE
IF D»25@ THEN LET P=%
RETURN
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ESPITE the two guns in this
Dgame looking more like
machine-guns, they fire only
one at a time. They are even gentle-
manly about refusing to fire a shot
until the previous shot has either
missed or found its target
The duel is fought against the

computer, which seems to have an
uncanny sense of when to shoot. The
player has to put the gun into the
correct position by using D for
moving up, G for down and F to fire.

Duel, which can fit on to the 1K
ZX-81, was sent by Mark Beard of
Hilsea, Portsmouth.

REM DU:...'

: CHR i
132 CHF?5

IMNKEY®=""
IMKEY $=
@

mmpIc

P T |

T iRHD 2213
PRINT AT A,S;CHRE 133; CHRSE

; £
sa F‘RINT AT B.23; CHR& 13
S

2

CHRE

o THEH

THEM

Sp® FOR D=22 TO & STEP -1
258 SRIMT AT B.D
232 NEXT D
S9@ IF B=A THEM GOTQ 310
Z00 RETURN i
Z1@ PRINT AT A.S5:“SHOT™
ATTEMPT is made by Martin  the BREAK key. spaces,T,7,7,7,Y. In line 20 they are

N : -
( s Bushell, of Wokingham, Berk-
shire, to bring a little happi-

ness into the lives of readers of
Sinclair Programs by producing a
smiling face.

When running, two eyes appear
first on the screen, look around, and
are then followed by the nose and a
smiling mouth. The left eye then
winks and continues winking until
the program is stopped by pressing

34

3 FACE

It is a very simple program, with
little sophistication, but it can
provide some scope for making
alterations to the graphics.

Bushell sent it as an entry for the
May competition in  Sinclair
Programs companion publication,
Sinclair User.

To help with the graphics shown
on the printout in line 1 18 they are
all shifted, T77.7Y, four

shifted 5,space,0,space,shifted 8,
four spaces, shifted 5space0,
spaceshifted 8. In line 3@, all
shifted, Y.6,6,6,T four spaces,
Y.,6,6,6,T. In line 14@ they are shifted
T7Y, in 158 shifted Tthree
spaces,Y and in 16@ shifted 6,7,6,7 6.

In line 170 the graphics are
shifted Y followed by 12 spaces and
shifted T with in line 180 a row of 12
shifted sevens.

EB-PRINT
a@a PRINT

g98 ROusF =

-
n
=~

NP RBEDRE R0
PRO-- 00 DS0-

FREEBERRERE PREREE
DDA
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OR ANYONE who wants to
erep records of league tables, as

in football or cricket, this pro-
gram is ideal. Once the teams
and the system of scoring for
wins, draws and losses have
been entered, all you have to do
is enter the results and the
league table is updated
automatically.

The new league table can then be
recorded on tape and called-up
when more results are to be
entered

The system in this
that of English league football
but the wvalues for the results
can be altered in lines 150 to 170.
When entering the scores, the
sequence can be halted by pressing §
and NEWLINE.

listing is

If the league has been re-
loaded from tape, the menu is
displayed first, asking whether

you wish to enter new teams or
the results or display the league
table.

There are two notes of warn-
ing. If the program has been
interrupted by BREAK, do not
press RUN or CLEAR as all the
variables will be cleared If an
error has been made and put on
file it is better to re-load the
initial program and begin enter-
ing the information again.

The program uses almost 3.5K of
memory and was sent by Stephen
Cowlishaw of Nottingham. It was a
runner-up in the May competition in
our companion publication, Sinclair
User.

The graphics include 10 spaces in
line 200, 31 spaces in line 590, four
spaces in line 600 and 32 spaces in
line 730. In line 1340 there are 11
shifted 6s, followed by a shifted Q,
two more shifted 6s, a shifted Q and
S0 OIL

)

LEAGUE

LE

N

N\

ALY

s

= . —

DH-JmaE Hue
0RO D8O

H

Z

T

C

=

Z

=i

6o
o
9955959

186

ZZZZZZWD
233

Y3

I
B
FrOCAZODROr L0«
ki mmmamamm]

B ORE~Z

5
GOTO_ 4

<]

ENTER DETRILS OF
ENTER AND UPDATE

.
2.

ENTER NUMBER OF TEA

27@ PRINT "3. PRINT LEAGUE"

pgﬁﬁ PRINT "4. SAVE LEAGUE ON TR
290 PRINT

@@ PRINT

31 PRINT " INPUT CODE NUMBER T
DEEDNTINUE"

7 I

3@ IF P$<>"1" AND P$c3"2" AND
Psc> & H¢>"4" THEN GOTO 32
a

Fa@

3509 THEN RUN 3@

3EQ THEN GOTO S7@

=70 " THEN GOTO 948

380 " THEN GOTO i1S54@
<=l

4@@ PRINT " ENTER EACH TEAM FOL
LOWED BY MN-oL"

410 FOR F=1 TO NT

420 LET AfF=""

438 INPUT TH(F)

440 PRINT AT 21,0, TH(F}

450 SCROLL

460 IF (LEN T&IF1J-Y=0 THEN

0 s1e s
470 FO

R A=@ TO {LEN T =
480 LET R$=A$+CHRS O Lk
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T_A
S@Q LET TH(F)=T§(F)+RE
2

S20 SCROLL
53@ PRINT "PRESS Ns/L TO CONTINU

548 INPUT Z&
L.

INT AT 1,0
.BOB EBRINT AT Z,5;“HOMNE TEAMT
518 INPUT R$
IF R$="S" THEN CLS
539 IF R§="S" THEN GOTO 2ee
UE 1d50

552 PRINT “GOALS SCORED?"
578 PRINT AT 3,
688 PRINT AT 2,8; "AUAY TEAMT

1450
- AT 2,0; "GOALS SCOREBR"
72@ INPUT S
F3@ -FRINT AT
F4@ SCROLL
FOR_F=1 TO WNT

76@ IF T$(F) (>R$ AND T&(F) <358
THEN GOTO 960

7@ LET_P=L
76@ IF TH!F)=RE AND R}S OR T&(F
s=5& AND S>R_THER LET Pz

730 IF_S=R THEN LET F=D

308 LET NI{F) =N (F) P

81@ IF T$(F)=5% AND R>S OR T
) =R$ AND S>R THEN LET L (F)=L(

i

IF T$i(F)=R% AND R:>S OR T
1:55 AND S*R THEN LET U (F)=Wr
@ IF S=R THEN LET D (F) =
12 IF T$(F)=R$% THEN LET F{F)=
E@ IF T4 (F)=R$ THEN LET A(F)=R
552 IF T&(F)=5§ THEN LET A(Fi=8
B87@ IF TH(F)=5¢ THEN LET F(F)=F

58@ LET PI(FI=F(FI+1
89@ LET G(F) =F (F)-A(F)
NEXT F

. 91@ PRINT R&;": “;R;“,“;&5%;"“:

=R

e THe
e
T 4T +T

LET Sg=" b
23@ GOTOo e
¢ EARST

NI(N) THEN GOTO_128@
N} AND G (X):G (N}

) AND G(X)=@(M)
EN GOTO 128@

18008 IF NI(X)=Ni(N) AND & {X) =06 (N}
AND Fi(X) =F (N) THEN GOTOD 1280
1210 LET Ei=P (X}

1828 LET E2=W (X)

1@3@ LET E3=L (X)

104@ L Ed =D (X)

185 LET ES=F (X)

196@ LET ES=A (X)

1a7v LET E7=0G({X)

ilas LET E&=N(X)

129 LET E%=T$(X)

110 LET P (X) =P {N)

111 LET WX} =W{NY

ila LET L (X)=L M)

113 LET D(X) =D (N}

114 LET F(X) =F (N}

1is@ LET AIX)=AinN

1168 LET G(X) =G (N}

117@ LET N((X) =NINI

1180 LET T?(X)-TstN)

Iiee CET PIN> =ma

ize LET W(N)=E2

121 LET L (N) =E3

128 LET D (N) =E4

123@ LET F (N) =EE

124@ LET A(N)=EE

1258 LET G(N)=E7?

126 LET N(NJ) =

127 TS (N)=ES§

1280 NEXT N

iz b

130 (=

131

é- a ; "TEAMSERERS §
e i

13

13

¥ 1%
in i7;
o 23;
47 29;
3

x

1 L

1 IF _TINKEY$="" THEMN GOTO 141@
1 CLS

1 GO0TO 200

1 STOP

1 LET Bg=""

1 IF (LEN S&)-Y=@ OR S&="" AN
o N R&T THEN GOTO 15350

i @ IF S&= THEN FOR F=0 TO (Y

R$—-1)
* THEN FOR F=@8 TO (

55-1
43@ LET B;:BS+CHR$ @
EXT

c}
151@ IF Sg="" THEN_LET R
15a@ IF NOT Ss="" THEN L
1553@ RETURN

54@ PRINT "WHEN CASSETTE IS RER
Y TQ HEE?RD PRESS N-/L™

SEESAVE "LERGUE"

CL:
1588 GOTO =@

o O

36
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=
12
6@ IF
HEN GOTO
72

I
LET
BOTO

Fa

PR
Dk GEon
e8NS

[elt]

LET K=3

IF Ls2=INT ({L~-s2) THEN GOTO
L /K=INT
IF K=K>L THEN GOTO 2188
ET K=K+2

GOTO 8@
SCROLL
SLOW
FPRINT L
L=L+1
42

ST
19 LET L=
DELETE LINE

(LsK) AND L<*K T

1000000
50

HE Prime Number Calculator
I was written by Mark Colson of
Horncastle, Lincolnshire as a
quick program for working-out high
prime numbers. He has incorporated
parts of other similar programs to
achieve his objective and the result
is that, once run, a series of prime
numbers is printed at the bottom of
the screen with the others scrolling
upwards.

The program will continue until
BREAK is pressed. If very high
prime numbers are required, alter
the listing by the three instructions
and the first seven-digit prime
number will be worked-out in about
13 seconds. Unfortunately the pro-
gram then returns to slow mode and
the second number takes much
longer. Perhaps someone could pro-
duce a slight adjustment to over-
come that?

high a score as possible before

a line which moves from right
to left across the screen reaches
the end. To stop the line moving
it is necessary to match a ran-
dom number which appears on
the screen. Each incorrect answer
allows the line to advance.

The program has nine skill
levels, running from one to nine,
with nine being the easiest. The most
difficult is almost impossible, as the
time allowed for entering the num-
berisso short.

Tug will fit into the 1K ZX-81
and was sent by Peter Brett, of
Swindon, Wiltshire.

THE AIM of Tug is to make as

JulyiAugust 1982
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12 REM T
PRINT

SCROL
LET &
LET A
LET B
PRINT
; "YOUR
LET A
PRINT
LET B
a")
PRINT
PAUSE
PORE

PRINT
STOR

29
IS ERASIEST) ™
38 INPUT S

UG GAM

E
“TUG: LEVEL 1 TO 9¢9

L

=5 325

S:CHRS 128

=0

SﬁT 19,34 "INPUT"; AT =
=

X
AT 1@.R; A%
$=CHR$ INT (RND3x1@+COD
?T 12,20.E%
164537, 258

SheRiel 18
1
AT 28,5 "END" o2




ie LET X 100
= - N 0

112 PRINT.?M_I L]
H o
12@ GOSUE 1@

13@ GOSUE 2080

14@ FOR AT
150 PRI &
JAT _E.F

152 NE

153 IF A
aa

16@ IF C
EN_GOTO S01e
165 IF E
@29

17@ PRINT AT A.B; "
JRME Bt
1s@ GO

T PR

RN O

@ LE

L
i@ G0
ida@ F
iEBEDRINT
122 "
153 I

AT A, B. b —

AND B+<«¢3 THEN GOTO 3@
AND D<2@0 AND D>11 TH
AND F 22 THEN GOTO 3
WA G LD

JAT 20,185;

AT C.D; "

ENT
F A= 1 AND B<Q THEN GOTO 3¢

IE C;l AND D<2@ AND D>11 TH

= N GDTD 3
1685

IF E=1 AND F>22 THEN GOTO =

an
170 FRINT AT A,B;"
AT E.,

T

1a@a PRINT nT 2e,¢,"ﬁ"'

26; "@E"

Em PRIN‘f‘ Al 8,10;
239 PRINT

POUNGE "

2.
1k &
1@‘33 INF’UT A%

AT 12,3; "YDU HFIUE UF'

TEAT BB

AT 2e,15;

TD

PIGEDP\
eI

1831 IF Af="A" OR RAH="

oR w
THEN GgTO 1040 ot

L.i MUCH MON
13,2; "wa

HSES)A? §°

IF_Z<¢=X THEN GOTO 1855
LET Z=0

1953 GOTO 1040
1355 PRINT AT 12, 2,"(60 SPACES)
6@ PRINT AT & ;"(12 SPACES) “
.’I.Gz'.?-PRINT AT 20, A.J ‘m’ i AT 22, 5‘
T ‘m
(RND£19) +1
(RND £3@) +1 |
(RND=18) +1
(RND £3@) +1
(RND£19) +1
(RND£3@) +1
=nge
$="B"
$598.
e
A% THEN LET X=X+Z
s IF BH<>A% THEN LET X=X-Z |
3520 IF X=@ THEN GOTO 3608 |
32 PRINT ?ENiELg,Q;‘PIGEDN tiDE;
g E U
ssi8 pn T AT I o nyoy HHUE_ N
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F YOU want a program to send

you mad, Pigeon must be one of

the contenders. it simulates a
pigeon race with a set of three
somewhat erratic pigeons which any
self-respecting  fancier  would
probably have put out of their
misery long ago.

The object is to start with £100 and
make more by backing the winning
pigeon in each race. According to

SINCLAIR PROGRAMS  july/August 1982

ol
A
LILIC

the writer, Roy Kay, of New Ferry,
Wirral, Merseyside, it is possible to
be successful with a little intuition
and a good deal of luck. The
emphasis is on the luck.

The pigeons start the game at the
bottom of the screen and are put to
flight by the player first entering
the bird which he will back and
then the size of the bet. The game
ends when one of the drunken birds

arrives at the corresponding coop at
the top of the screen.

Because of the random element,
some races can finish in a few
seconds, while others seem to con-
tinueall day.

The graphics in line 100 are
obtained by using the shifted E, eight
shifted 7s and a shifted R, with the
W and Q used in line 110, and it
needs 16K to work.

39



COMPOUND

INTEREST

3

35+

S CLS
i@ PRINT "ENTER PRINCIPLE IN P
QUNDS '
2@ INPUT P
3@ PRINT “ENTER TIME IN YEARRS™
4@ INPUT T
., B@ PRINT "ENTER RATE RER ANNUMN
&@ INPUT R
gg gg{%; “ENTER "“S5I ar
B R o
PLE INTEREST" Fooi
85 PRINT
928 PRINT "“E R "“"CI"™" FOR COM
POUN INTEREST"
i@ INPUT A%
i@s CLS
iia IF H?:"SI“ THEN cOTQ 1Sa
i2@ LET =P (1+R/12Q) 5T} —P
13@ GOTO zaa
15@ LET IT=i{P#RsT) 182
288 PRINT "INTEREST=£";TI
282 PRIN
@S PRINT “TOTAL=f"; I+p
286 PRINT
218 PRINT “I5 THAT ALLT Y OR N
228 INPUT B%
230 IF B%="N" THEN RUN

3
F YOU detest having to work out
compound interest, this program
is for you. It works out the com-

pound interest automatically once it
has been told the principal, the rate
of interest, and the number of years
to be considered. It can also work out
simple interest problems.

A short program, fitting into the
1K ZX-81, it was sent by Stephen
Booth, of Barnsley, South York-
shire. He said it is useful helping
him with his homework.

SIMPLE GAME based on the
Afamous cricket dice game,

Owzat, simulates a simple
form of the complex summer game.
Once running, it runs automatically
through until a team of 10 has com-
pleted its innings and gives the total
score. The game is repeated to find
the score of the opponents.

One problem which readers might
like to tackle is to find a way of
removing Owzat and not out once an
appeal has been turned down.
Because of this it is not known when
another appeal has been made until
one is allowed and the next bats-
man’s score is shown.

Owzat fits into 1K ZX-81 and was
sent by Nick Gray of Burton-on-
Trent, Staffordshire.

40

i1@é@ FRINT “OWZAT"

1l1@ LET W=INT (RND=xB} +1

115 FOR Z£=1 TO S@

LI NENT T

12@¢ IF W=1 OR W=2 THEN PRINT “N
ar _guT*

125 IF =3 OR W=d4 OR W=5 OR W=6
THEN PRINT ‘O o

125 IF U=1 OR =2 THEN GOTO 20
13@ SCROLL

131 SCROLL

155 IF W=3 OR =4 OR W=5 OR UW=6
THEN GOTO 75
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HIS IS one of two programs
Tincluded in this collection for

ZX-80users. It is a very simple,
user-friendly program intended for
young children.

B Spencer of Chatham, Kent, who
wrote it, said he did it because after
two years of owning a ZX-80 he
thought it was time he bought a
better machine, probably the Spec-
trum. He wanted to hand his old
faithful to his children with some-
thing useful for them to do with it.

The listing includes lines to allow
the person using the machine to
input their name, lines 100, 640, 750.
‘When run, it asks what kind of sum
is to be attempted and then shows
the required problem. An answer is
given and that is judged correct or
incorrect, giving the correct answer.
Press NEWLINE for another
attempt.

In the case of division, the answer
is given in terms of a whole number
and then the remainder, both of
which are input separately.

SINCLAIR PROGRAMS  July/August 1962

, 10+RND (50) 420PRINT"  “A"1™B""™
+RND(10) 430GOTO 700
30PRINT“SELECT 4/ =" 500LET C=A*B
40INPUT X8 510PRINT L
HEN GOTO 200 520GOTO 600
THEN GOTO 300 -
"THEN GOTO 400 i
THEN GOTO 500 il
Ll : e . BAIEE GOTO 100
100 PRINT CORRECTNAMEPRESSNIL™ 6546 pRINT “NONAME THE ANSWER IS
110INPUTGS : o
120CLS SRR
130GOTO 10 650GOTO 110
200LETC=A+B 700INPUTF

210PRINT*

220GOTO 800
300LETC=A-
310PRIN'
320GOTO 600

BT B e i

400LET A/B
H0LETL=A-(C*B)

REMAINDER "Fz" "
ANDF2=LTHENGOTO 100
750 PRINT "NONAME THE ANSWER IS
'REMAINDER “L;"“"PRESS N/L"
760GOTO 110
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'HEBOX

GOOD, interesting game,

which takes slightly less

than 3K of memory on the
ZX-81 is sent by John Ellis, of
Wimborne, Dorset. He says it is
based on an old French game known
as Shut the Box.

The aim is to eliminate each of
numbers from one to nine by throw-
ing two dice. The total thrown can
then be used to eliminate numbers

which add to the same total. For
example, if a three and a five are
thrown, any combination of two
numbers adding to eight can be
eliminated.

The chosen numbers are entered
together and the program checks for
illegal moves. The game continues
until it is impossible to make a
move; no number can be eliminated
twice. To end the game, press zero

and the total of the numbers remaixn-
ing is displayed. After a number of
plays a running average of the
remaining totals is shown; Ellis says
that after much practice his average
for 10 games was 8.3. The program is
user-friendly.

To help with the graphics, in lines
30and 50 there are 27 inverse spaces;
in 80 there are 23 spaces; in 240 there
are 17 spaces and 26 spaces.

T-@+L$ THEN &OTOD 330
318 PRINT AT 19.8;"vOUu CANT DO

FDRD‘/E.?QTD LE]

cio]

340 IF NE VAL GS[V)J “." THEN G
o RExT v
3 FOR v=1 TO 'é?}‘ 58
LET N§( 4
PRINT AT 3,3xVAL G&$(Y¥) ;" ‘N
NEXT ¥

IF Ny=" N THEN GOTC

GOT!
PR INT FIT T.0;

4 I=1 TO' 34
438 PR *CONGAATULATIONS ;i

1 45@ NEXT
2 LET TGT e e0 LET T=®
5 LET i70 GOTO_S5260
i GOSUB anmm i5@ LET T=8 o,
=3 PﬂINT “GAME *“; -4 iA66 FOR I=
19 LE ="12348 gt 503 IF MN&{I) <>’ . THEM LET T=T+
H_QEEPRINT ST 1,2; ST HUT T vBL NELI)
“5@ PRINT THE 2. m‘m PRINT AT 16,7; "¥OU HAD “iT;
48 PRINT THE L S S R S 55 LET 'rm':ro'rf'r
B = 5 W » Sa@ LET G=Gi+
S8 _PRINT THE 2; I S50 PRINT nggég_rg+ G?UEQ””ER“EE
= I I SE
B0 IF N§t7 TO 9) «>"MEll" THEN G & “PRESS RNY KE
oTg ize v
THEN GOTOD_S7@&
BB F‘gIN$ éﬁa‘ T?ﬂ‘?? THEMN GOTO S&0
160 PRINT® T =
i@® PRINT AT 7.7;"HOW MANY DICE R S Tc\ § M-
i@ INPUT A% 915 PRINT nI 28,0
1ge as THEN LET W=0 (459 & To dsel
199 If Gg=i1 THEN Gofo 199 Sy rary - 35075 T
g PRz { ROLLED 930 PRINT AT 13,
) 348 RE o
15 LET @=INT (RND:6) +1 o568 BRENT 'tae o nonuT Box"
17 s@i@ PRI ivz===
e cg'?‘us i 3828 PRINT “THE DEJECT }
5 TO L “COVER RS _MANY OF TH
LRNDSEY. 81 ,%11-9) ,AS PDSSIBLE.
@
- g NT ,,"ADD THE DICE SCORE
PRINT AT _1T7.2; "WHAT DO YOU s030 PRéUER. 2B ‘EoRETHaTIoN

DF NUHEERS ThAT THIS TC

TRL."
INT ._,"E. . IF ¥OU THROU
22%%00 "YUU CAN COUER E
N8,

7. OR BRRT ey Eogwg AND
&
PRIﬁ$ FlT ’='1 10. ‘RFRESS RN‘( K
PAUSE &E4
£

USE ERC

oU CAN, ONLY
TDNCE .

2
F You IJHNT ‘Ta COVER
“SHOULD ENTER ""1

UHEN ¥YOu HAUVE COVE
» “YnLl CAN USE ET

wu@tt UHEN YOL

GOOD LUCK."
FRESS ANY K

“PRESS

AT 15.1
AT 21,1

4E4

CLS
RETURN
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MULTIPLICATION

GOOD, simple game for lest-
A ing a variety of abilities with

multiplication sums has been
sent by James Hurrell, of Knutsford,
Cheshire. The aim is to take a train to
the end of a track by giving the
correct answers to multiplication
problems given at random.

The program makes good use of
the random function to produce
different problems and it contains
alternative levels of difficulty.

To start the game, press RUN and
NEWLINE; the player is asked
which level of difficulty is wanted,
either one or two. A problem is then
shown to which the player gives an
answer. If correct, a train moves
along a track with a puff of smoke
from its funnel.

When the train reaches the end of
the track, a buffer appears with
“Well done”.

Alternative difficulties can be
obtained by changing the lines 50 to
80.

To help with the graphics in line
100 they are, all shifted, keys R, 3,
unshifted space, 8 and unshifted
space; in line 110 they are 8, three
spaces, and 5; and in line 120 R, E,
space, R, E. In line 130 there are 14
dashes

44

TRAIN

i@
2@ LET x=®

. 2@ PRINT AT 3,@; "SKILL 1 0OR 27
4@ 5

INPUT A
S@ LET R=INT {RND:2@)
B@ LET B=INT i(RND%2@)
7@ LET C=INT (RNDxid)
s LET D=INT (RND=z1&

138 PRINT AT
L 142 FRINT AT

s B

LET H=RiB
LET K=CzD
INPUT
IF

PAUSE 12&

GOTD Ba

FPRINT AT 2,X+2; "#n"
LET X=X+1

PRINT 8T 12.15;"

&mﬁ@ﬁ@ﬁ;@@&ﬁ&&@&;&
L *

CILIRY PRGNS MO0 NS RO NI R ks 2 01 4 T
[ 1s B TR BN 0 E o 1 (V) P ) €T L R [

@ STORP
@ PRUSE 188
2 GOTD S&

&
AF="1" AND Z=H THEN
IF RA%=""2" AND Z=K THEN
PRINT AT 15.0; "WRONG"

IF X{1@ THEN GOTO 328

1S IF AS="1" THEN PRINT AT §.0
IF As="2" THEN PRINT AT

S.a

GaTO
GOTO

FRINT Bt 15180 "ueLL cone
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OMBIES is a version of the lure

type of game where a number

of attackers converge on a tar-
get. As they approach it they
can hit various obstacles. The
attackers are Zombies, shown as Zs
chasing the players, an X, with pot-
holes, Os, as obstacles.

The difference between this
and other games is that there is
a random number of Zombies
chasing the player.

When a Zombie falls into a
pothole, the event is marked by
an announcement on the screen
“Splash goes a Zombie”. Should you
lureall of them to their doom you are
told, cheerily, that you may have won
on that occasion but you cannot
win in the end.

When a Zombie strikes you
the screen is filled with sicken-
ing munches, gobbles and burps.
You can move in any direction
by following the positioning of
numbers shown in a box beneath the
gamedisplay.

Zombies was sent by Chris-
topher Smith, of Christchurch,
Dorset and requires the addition of a
RAM pack. In line 2 there are 25
spaces and 20in line 524.

i 4l2 FOR J=1 70 S
2 414 IF PA=D{J} AND PB=X (4l THEN
S0TO 3@ad
3 418 MNEX
+ 4«2@ FOR _F=1 TO
= 43@ IF A(F) =R THEN goTo, saa
a 435 PRINT AT AR BcFy,; = ¢
is 448 IF PRAIF) THEN LET A(F) =R
2@ F) +1
3@ <452 IF PAAIF) THEN LET A(F=A(
4@ =3
sa 48@ IF PBXBIF) THEN LET BIF)=B{
&2 Fia+l
70 :f?? IF PBIBIF) THEN LET BI(F)=BI{
29 Fi-
2a 4238 IF _PRA=A(F} AND PB=B(F] THEN
i@@ G070 _iaad
118 492 FOR T=1 TQ B ; s
iza 1 QT 1,N+21 S@@ IF AIF} HXDIT: QR BIiF) {»XIT)
iSa I 21 THEN PLOT a5,N+21 THEN GOTQ @
143 NEXT N 5190 PRINT AT 12,S; "SPLASH GOES
iEG n EDHBIE
iE@ FOR G=@& TO S@
17@ 51‘? NEXT G
182 Sz@ LET A(F)l =0 =
199 NEXT 524 PRINT AT 12,S;" (2@ SPRCES)
e PnINT AT _12,@; i 525 a8
212 g S5a
2@ PRINT naga Sap 1@ _THEN L
3@ FOR I=% TO Ss5a THEN LET At
i@ LET AiI) :NT (RAND #1@) +1 S6@ @ THEN LET B
2S@ LET BiI}=INT {(RMND#22}+1 578 THEN LET
208 F‘RINT RT ARLIY,B(IY,"Z" =Ry RIF) ,BIF);
28 B T FO.EB: 288
278 H ea
S&a L pRINT " EV S18 THEN LET CHECK=CH
283 : n ECK +
am= -
238 IF A% a NZ THEN S0T0 200@
30@ IF R%
e e
a2 AT @.3;"GOSBLE GOBB
338 IF A% -
340 IF A% BBLE GOBBLE MUNCH
ISP IF A% ==
3g@ IF RS
37@ IF As 16, 9; “YOU WON THIS
388 IF n; %
3@ IF A “THE ZOMBIES WILL GET
42@ IF A%
492 IF “IN THE END"
4@4 IF PR<
s@8 IF PB>2 16,@; "IDIOT.YOU ou
4B& WALKED INTO"
i%8 PRInT AT PA,PB; "X" 3@2@ PRINT "A POTHOLE"
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1® LET X=@
28 LET_Y=8
3@ PLOT

2

7@ GOTQ 3

i29@ GOTOo 3

b S
i@ LET X=X+ (INKEYS="8") = (INKEY
2 LET Y=Y+ (INKEY&="7"1 - { INKEY
= i |
s@ IF INKEYS$="U" THEN GOTO S@

XY
2@ I;ET X=X+ TINREYS="8"} - { INKEY

,‘Iila IF INKEY$="P" THEN GOTO 3@

SIMPLE sketching program
Ahns been produced by Stuart

Foley, of New Duston,
Northampton. Using the cursor keys,
simple drawings can be made which
still require a fair amount of skill and
can be really entertaining.

Once started, by pressing RUN
and NEWLINE, theblip in the screen
begins drawing automatically. If you
wish to erase anything or move to
another design without leaving a

trail, press U, and a flashing blip
erases anything it passes over. Press-
ing P will return the program to
drawing mode.

One thing of which to beware is
that if the blips hit the edge of the
screen the program stops and cannol
be re-started without losing every-
thing which has been drawn. To
avoid that, start by drawing a border
round the screen. Sketcher fits into
a1K ZX-81.

"\ SKETCHER

PROGRAM for the radio
Aenlhusiasi has been written
by R S P Humpleby, of
Heckmondwike, West Yorkshire. It
involves inputting the alphabet in
Morse code and then displaying the
codes in random order and asking
the player to give the correct letter.
After the whole of the alphabet,
the total of correct answers is given.
For anyone who does not know
Morse, the codes in the listing are
given in alphabetical order.
It is a simple but effective program
which can fitinto 1K RAM.

v
203 PRINT S; "

DUT OF 256"
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HIS is a 16K ZX-81 representa-
Tnon of the popular game of
Solitaire, where the game
begins with a number of pegs in a
cross formation and one missing in
the middle. The object is to clear the
pegs by jumping over them and leav-
ing one peg in the middle hole.

In this version, from
Webster, of West Kirby, W
Merseyside, the pegs are shown b\*
Os and the holes by stars. The board
has vertical and horizontal co-
ordinates and a move is made by
entering the description of the peg
being moved, with the vertical
figure first and the description of the
hole to which it is being moved, and
pressing NEWLINE.

The program eliminates cheating
by recognising invalid moves. When
a player can no longer move the F is
pressed to end the game.

SOLITTAIR

1 REM “SOLITAIRE" =
PRINT "“SOLITAIR ~-TO PLAY
YRE NEWLINE"
INPUT Z
CLS
FORM SQUHHEr%#é*****++*
A1z
A% 1) THE AIM IS ToO!
A% (2} REMOUVE ALL BUT™
A% (3) DONE ZERO RND TO°
Bsi4) LEAVE THAT IN"
RS (E) BURRE 44"
A% (6)
RE(7) REMOUE ZEROS By "
RS (5) SJUMPING TO = BUT
A% (S T DIAGOMALLY"™
Axile 5
R (11 INPUT SQUARRE NGO
AE{12) ="ON ¥ "
oo REQUEST
C=1 To 7va
5T op o sk
I c>12 IND C<16 OR ra2
D C¢26 OR C»>38 AND C<(S5 Dg C\SgN

AND C<86 OR C>72 AN

T DE o) =5 T2 D C<76 THEN L
IF G=44 THEN LET O8$(C)="%

IF C=40 OR ‘%ﬁ c=3& Oﬁ

I E—(iD*lE) +9) THEN LET 0%

1234567
T B%= ‘GQHERQTULF\TIUN* "
PRINT AT
SRENT Br 21, IF ¥You canT

HESUSET QLHEENK**yi;ifi*¥
PRINT AT Q,

‘S9LITAIRE:
TF x=1 IT
pnINT BT id RND$°$‘“‘} THEN
LET
LET F
PRINT BT JFrain

LET F=F4

PRINT AT 3,123;"
LET E=E+1i@
I;F\‘IHT

E THEN PRINT AT F+i.2

IF E B THEN GOTO Sa8
E THEN LET E=i@
G'DTD AQ’B

c
IF X=1 AND O§$(dd)="0" THEN

as
REH TEST VALIDITY St E2%

PRINT AT 18.2;
(23 SPRACES
INPUT X&
IE X#="£" THEN GOTO 94
A=UAL X

AP T S THEN ©OTOD 7
PRINT AT 16,7;R
INBUT 8
na:gT{ninxg‘la,

= == 0OR 3
~28 THEN BOTO 742 Re
732 EOTO 7o@

‘FROM 7 TO

tR-B}

OR O${R) ="@" T
OR DBTB) (273"
THEN SOTO 79
FE@ IF O%({A+B) ~2) ="®" THEN GOT
F7@ _IF O3 T {R+BY /22 =
0 7

R s»"0"

#" THEN GOT

Z8@ GOTO 8E@ .

L‘_‘{sﬂ PRINT AT 16, 18; "INUALID INP
Ng@a FRINT AT 17,16; "PRESS NEWLTI
312 INPUT X8

828 FRINT BT 17,16;" {15 SPACES)
S GOTD 64

2
242 REM PLHY*%**-}¥+*+++*&*+*
S5& LET O%{Rl=
LET © \\FH-E‘/E!
LET S _E\:l1 o

Sae 2

a8a GDTQG Ig To 7=

=1 QY 3 =

298 TE oSTCl= ot TBAND 08Tl <"

27 OR DHIC+1@) ¢2"0" THEN SOTO 94
35 S5To Sse

‘81 el

(548 ERINT AT 19,8; "HARD LUCK

b=a PR‘INT AT 21,0; " {31 SPACES)"
sTO

P
1@@@ SAJVE "SOLITARAIRE™
iglia GOoTo 18
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RUB RACE involves a race

between three good represen-

tations of caterpillars. The pro-
gress of the race is decided by ran-
dom elements in the program and
the player places bets on the likely
winner, starting with a total of £100.

The raceis complicated by the fact
that at any moment the caterpillars
may turn into butterflies which,
after fluttering on the screen for a
time, return to being caterpillars
and have to start again. Complete
instructions are included in the pro-
gram once itis run.

The graphics in lines 60, 70, and 80
are 30 shifted Ss and two shifted As
and the butterflies in lines 1061, 1071
and 1081 include two shifted As.

Grub Race was sent by Roy
Kay of Wirral, Merseyside and
requires a RAM pack.

3 BRINT a7 1,10; 2
- L

] PFIUSE -—Ei
LS
g8 LET n=1ge
REM GRUE RACE
£6 BEINT AT 10 5.
65 PRINT AT 10,
WL @ R
76 PQINT AT &.0
&8 PRINT AT &.8°
U R SRR VUM R A

85 GOTO 2000
EET X

FRT E.@ivE
SRR

R R T RS AR

355 PRINT AT 7.0
7 e"" 2 G
:Laa PRINT AT 11,Z:"g
TN IAT 13, Z-aih  NiaT

INT (RNDx2)

| RND 2}

RND 23
X

(RND£3@) +1
IF T=25 THEN GOSUE 1000
C'GTD
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LET v=0
RETURN
FOR J=1 TD 58
PRINT AT 11,
PRINT AT 11,2
NE 3
BT zZo

EETuEN
REM
PRINT AT 15,@; “YOU HAUE UP
; EouNDS To

.16.8; "FIRST ENTER

F A%<>"1" AND A%<¢>"2" AND
THEN CC‘TCI Eﬁﬂ.ﬂ
;VGRUB YA

IF
GD5UB
TO

AND Ag="3"

PRINT AT 16 E!' HOW MUCH MON

HRE Hg="1T" FREN SUr
AND A%="2" THEN GOT
THEN GOT

& & THEN GOTO S000
lea PRINT AT 15.@; “BAD LUCK...¥
1

M
+"ar Sese: vA NEW RACE B

WM GO0
Em-\ R

N
PgUSE ise

3128 GDSUB SGBB
5338 soTa

28
481@ PRINT FlT 1559‘ "YouU GOT A WX

NNER « 2
4228 PRINT ﬂT 16,@; "YOU NOW HAVE
H . E RACE BEGT

F FAT FLY-
Lt SRR XA GE=ASM
@

HDNEY LEET ¥
5818 PRINT AT _16,0: "FPRESS ANY RE
¥ TD PLAY AGAIN"

SP28@ PRAUSE 4E4

“ {32 SPACES) ™
‘{64 SPARACES) "
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SINCLAIR USER

- the best
enhancement vet
for the ZX enthusiast.
Make sure you get it monthly!

vou make the right choice. There will be exclusive pre
release snippets on products which are about to hit the
rarket. Our aim is to make Sinclair User invaluable and
we will chronicle applications which are of special interest

Each month we will carry pages of programs. Another
must for every user is our first-rate helpline service. And
we intend to carry as much information as possible
about clubs. Last but not least let us say that the best
way you can guarantee you like the magazine is by
participating yourself. Don't forget to ask us your
queries; send in your programs - for which we will pay
£10 if we publish - and be sure to tell us il you are using
vour ZX 81 in a special way. Send in your club news
and tell us of any interesting people out there in

What is the best way to quarantee that you userland. And just in case you need further convincing
never become bored with your Sinclair look at our forthcoming editorial plans.
computer?

Can you continue to get the most out of your ZX

The answer is to subscribe to Sinclair User .. written without reading the Sinclair User every month? So why
specifically for owners of ZX 80's and ZX 81's. Sinclair not fill in the subscription order form today?
User is the latest monthly from ECC Publications -
pioneers of Practical Computing, WHICH COMPUTER?,
and Computer & Video Games, Whether you bought
your system yesterday or are an old hand, vou are
probably an enthusiast for your machine. And your
biggest problem is likely to be obtaining all the
information to satisfy your interest. We promise that
Sinclair User will be devoted entirely to quenching your
thirst for information

As the name suggests, the content will be geared
specifically to helping you, the user. There will be pages
of information on available hardware and software. Our
expert writers will analyse established products to help

&

ECC PUBLICATIONS
30/31 ISLINGTON GREEN LONDON N1 8BJ
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Learn allabout com

through

aremarkable

new language.

At long last, someone has written a book on
computers thateven AuntEmily can understand.

That someone is none other than Dennis
Jarrett: doyen of simple English and former
Managing Editor of WHICH COMPUTER? and
Practical Computing. And his book is called The
Good Computing Book for Beginners.

Ifyou're nota beginner, don't let the title
put you off. Because this book provides a
wonderful opportunity of clearing up any grey
areas of your knowledge. ‘

And aglance at the chapter headings down
below may well give the impression that this
book is fun to read. You would be right. It’s the
brightest way imaginable of learning all about
computers,

There's alsoa complete language guide to

Your course in computers.

Introduction tothe What's a personal
introduction - computer 4 computer?—new readers
myths, why they are being start here, because this is
dispelled, and the truth all you need to know: what

about computers. can itdo? What’s available?
What goes on inside - a :u':': “g::? doyublya
z swift canter through the peters

What to look for- how to
buy a small computer, or at
least how to avoid complete
disappointment.

heavy technology, avoiding s
irrelevant and/or difficult

ideas: processors, chips,

memory, /0.

A practical glossary - facts,
opinions, references and a
few personalities.

Now read on-
recommended reading,

with notes.

3 Programmes-what makes
the computer tick, or at
least where the noise comes
from: system software,
applications, the pleasant
and unpleasant faces of
programming.

Simple English.

200K Fopo
BEGiNNR

hﬂqlﬂ“aryﬂf%
%ﬂfﬂfﬂnﬁml

computer-jargon mumbo-jumbain a glossary
of terms that's as comprehensive as you'll find
anywhere.

Allin all, you'llfind this book does for
computers what Berlitz did for languages.
In 304 pages. And ata modest £1.95.

Enrol here!

o oy o ) o e e e
Please send me copy(ies) of the Good Computing Book for
l Beginners at £1.95 each plus 50p for postage and packing.

I [llenclose cheque for £
Name

I Address

made payable to ECC Publicatians

[l Please charge my credit card the sum of £
I Name of credit card
I Number
I Signed
I MNow post please to ECC Publications,

30-31Islington Green, London N1 8B).
Telephone enquiries: 01-359 7481.

|
e e



KAYDE Electronic Systems
ZX80/1

ZX KEYBOARD WITH
REPEAT KEY

Fully cased keyboard ........ £37.95
Uncased keyboard............ £27.95
Keyboard Case................. £10.95

This is a highly professional keyboard using executive buttons as found on top quality
computers. It has a repeat key and comes complete in its own luxury case. This is a genuine
professional keyboard and should not be confused with toy keyboards currently available on
the market.

KAYDE 16K RAM PACKS

The 16K RAMPACK simply plugs straight into the user port at the rear of your computer. It is fully com-
patible with all accessories and needs no extra power and therefore it will run quite happily on your Sinclair
power supply. It does not over-heat and will notlose memory at all. Asyou may know some makes go down
to 11K after being on for a while.

This 16K RAMPACK is very stable and will not wobble or cause you to lose your programme. It comes fully
built and tested with a complete money back Guarantee.

KAYDE FLEXIBLE RIBBON CONNECTOR

Stops movement of RAM PACK and other accessories £y

2,
(Not needed with a KAYDE RAMPACK) ncy, 95

KAYDE 4K GRAPHICS BOARD

The KAYDE Graphics Board is probably our best accessory yet. It fits nearly inside your ZX81. It comes
complete with a pre-programmed 2K Graphics ROM. This will give nearly 460 extra graphics and with there
inverse makes a total of over nine hundred.

The KAYDE Graphics Board has facilities for either 2K or RAM {for user definable graphics) 4K of ROM or £29
our 4K Tool Kit Chips that will be available shortly. All the graphics are completely software controlled, in, - 95
therefore they can be written into your programmes. Here are a few examples: A full set of space c lf4r

invaders — Puckman — Bulits, Bombs — Tanks — Laser Bases and Alien Ships.
NO EXTRA POWER NEEDED

KAYDE 16K GRAPHICS BOARD SOFTWARE

Peckman: The only true ZX version of the popular arcade game.

Centipede: “In all | think this is the best presented moving graphic program I've yet seen” Phil Garratt,
Interface.

Space Invaders: The best version available anywhere.

Graphic Software can only be used with a Graphics board

KAYDE 16K 81 SOFTWARE

Centepede “In all | think this is the best presented moving graphics program I've yet seen’’ Phil Garratt £5 9
Interface. Sagy
3D/3D Labyrinth. A Cubit Maze that has corridors which may go left, right, up, down.
Peckmen (the latest addition in 81 games).

WHY WAIT TO PAY MORE
FAST IMMEDIATE DELIVERY

5

m—————————————

Post ta: I I
Dept SU

Kayde Electronic Systems Ltd | |
The Conge | |
Great Yarmouth VISA lenclose £

Norfolk NR3 1P Name |
Tel: 0493 67867 (Dept SU) | Address I
Dan’t Forget you can always order | |
on the telephone with your credit card | |
All products include VAT are fully | Please add £1.50 PIP for all hardware and 50p for all software. I
built and tested and come with a Please make cheques payable to Kayde Electronic Systems Ltd.

COMPLETE MONEY BACK GUARANTEE i e e e — —




