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MICHAEL ORWIN’S ZX81 CASSETTES

THE BEST SOFTWARE (BY VARIOUS AUTHORS) AT LOW PRICES

QUOTES
“Michael Orwin's £5 Cassette Two is very good value.
It contains 10 stolid well designed games which work, offer
plenty of variety and choice, and are fun.”
From the ZX Software review in
Your Computer, May '82 issue.

“l had your Invaders/React cassette ... | was
delighted with this first cassette.”

P. Rubython, London NW10

“I have been intending to write to you for some days
to say how much | enjoy the games on 'Cassette One’
which you supplied me with earlier this month.”

E.H., London SW4
. . . | previously bought your Cassette One and
consider it to be good value for money!”
Richard Ross-Langley

Managing Director
Mine of Information Ltd.

CASSETTE1
(eleven 1k programs)

machine code:

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

Basic:

| Ching, Mastermind, Robots, Basic Hangman. PLUS
Large screen versions of Invaders and Maze of Death,
Ready for when you get 16k.

Cassette One costs £3.80

CASSETTE 2
Ten games in Basic for 16k ZX81

Cassette Two contains Reversi, Awari, Laser Bases, Word
Mastermind, Rectangles, Crash, Roulette, Pontoon,
Penny Shoot and Gun Command.

Cassette Two costs £5.

CASSETTE 3
8 programs for 16k ZX81
STARSHIP TROJAN
Repair your Starship before
disaster strikes. Hazards include
@ asphyxiation, radiation, escaped
biological specimens and plunging
into a Supernova.
STARTREK This version of the well known space
adventure game features variable Klingon mobillity, and
graphic photon torpedo tracking.
PRINCESS OF KRAAL An adventure game.
BATTLE Strategy game for 1 to 4 players.
KALABRIASZ World's silliest card game, full of pointless
complicated rules.
CUBE Rubik Cube simulator, with lots of functions
including ‘Backstep'.
SECRET MESSAGES This message coding program is
very txlp gexi jf.
MARTIAN CRICKET A simple but addictive game
(totally unlike Earth cricket) in machine code. The speed is
variable, and its top speed is very fast.
Cassette 3 costs £5.

CASSETTE 4
ZX-SCRAMBLE (machine code) with 3 stages.

Bomb and shoot your way through the fortified caves.
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8 games for 16k ZX81

GUNFIGHT
(machine code)

INVADERS
(machine code)

K

GALAXY INVADERS (machine code)

Fleets of swooping and diving alien craft to fight off.

SNAKEBITE (machine code)}

Eat the snake before it eats you. Variable speed.

(very fast at top speed).
LIFE (machine code)

A ZX81 version of the well known game.

3D TIC-TAC-TOE (Basic)

Played on a 4 % 4 x 4 board, this is a game for the

brain. it is very hard to beat the computer at it.

7 of the B games are in machine code, because this is much faster than Basic. (Some
of these games were previously available from J. Steadman). Cassette 4 costs £5.

Recorded on quality cassettes, sent by first class post, from:
Michael Orwin, 26 Brownlow Rd., Willesden, London NW10 9QL (mail order only please)




Editor
Nigel Clark

Production editor
Harold Mayes MBE

Design

Bill Scolding and Elaine Bishop
Editorial director

John Sterlicchi

Advertisement director
Simon Horgan

Advertisement manager
John Ross

Editorial/production assistant
Sue Hawes

M ing director
Terry EE.artwrighl
Chairman

Richard Hease

Sinclair Progams is published
monthly by Publications Ltd. It
isnol in anyway connected with
Sinclair Research Ltd.

Telephone
All departments
01-359 7481

If you would like to contribute to any of
the Sinclair User groupof publications

please send programs, articles or ideas

for hardware projects to—

Sinclair User and Programs
ECC Publications

30-31 Islington Green,
London N1 8BJ

Programs should be on cassette and
articles should be typed. We cannot
undertake to return them unlessa
stamped-addressed envelope is
included.

We pay £10 for each program published
and £50 per 1000 words for each article
used.

@ Copyright 1982
Sinclair Progams
ISSN No.0263-0265

Printed and typeset by
Bournehall Press Ltd.

Welwyn Garden City,
Herts.

Distributed by

Spotlight Magazine Distibution Ltd,
1 Benwell Road

Holloway,

London N7

01-607 6411

5 SINCLAIR USER
CLUB

7 ZX-81 KIT OFFER

8 EARTH DEFENCE

:
| &S\
RN
2 i‘!) = \&
9 BEAN CUP
10 PAINTPAD
11 SHOOTING RANGE
12 SEMAPHORE

13 AIR-SEA RESCUE
14 TREASURE HUNT
17 SQUASHED

18 SPACE MISSION
19 CLIMBER

20 TAIPAN

22 BREAKOUT

23 BOMB RUN

24 QUADRATIC
EQUATIONS

25 BUILDER
SKITTLES

26 CHANNEL
CROSSING

28 HURKLE

29 ALPHABET

SINCLAIR PROGRAMS September/October 1982

30 TWO'S UP

31 HAZARDOUS
CROSSING

32 LIGHTENING
MARK UP

33 TRUE OR FALSE

35 CLEARANCE

36 TOMBOLA

37 CRAMP
38 GENERATE

39 SCROLL

40 MAZE

42 ROCKET ATTACK
43 SHARPSHOOTER
44 SPACE CAPSULE

2

45 PATTERN MAKER

BRICK CATCHER
46 ALPHABET SORT

47 LASER CANNON
48 DISCOUNTING
49 A LANDER

50 CUBE ROTATE



= .
ZX Spectrum
20 Programs £6.95

The ZX Spectrum has brought advanced
computing power into your home, The
Cambridge Colour Collection, a book of
20 programs, is all you need to make it
come alive.

No experience required. Simply enter the
programs from the book or load them from tape
(£2.95 extra) and run.

Amazing effects. All programs are fully
animated using hi-res graphics, colour and sound
wherever possible.

Entirely original. None of these programs has
ever been published before.

Proven Quality. The author already has 30,000
satisfied purchasers of his book of ZX81 programs.

Hours of entertainment
@® Lunar Landing. Control the angle of descent
and jet thrust to steer the lunar module to a safe
landing on the moon’s surface.
® Maze. Findyourwayoutfromthecentreofa
random maze.
® Android Nim. Play the Spectrum at the
ancient game of Nim using creatures from outer-
space.
® Biorhythms. Plot the cycles of your
Emotional, Intellectual and Physical activity.
Some would say this is not a game at all.

Improve your mind
® Morse. A complete morse-code training kit.
This program will take a complete beginner to
R.A.E. proficiency.
® Maths. Adjustable to various levels, this
program is an invaluable aid to anyone trying to
improve their arithmetic.

Run your life mare efficiently

® Home Accounts. Keeping track of your
finances with this easy-to-use program will
enable you to see at a glance where the money
goes and plan your spending more effectively.
® Telephone Address Pad. Instant access to
many pages of information.

® Calendar. Displays a 3 month calendar past
or future, ideal for planning or tracing past

events.

ORDER FORM:

Send Cheque or P.O. with order to:—

Dept. G., Richard Francis Altwasser, 22 Foxhollow, Bar Hill,

Cambridge CB3 BEP

Please send me

O Copies Cambridge Colour Collection Book only £6.95 each.

[0 Copies Cambridge Colour Collection Book & Cassette
.90 each

Name:

Address:

SPECTRUM'S
SOFTWARE SETS
YOU A CHALLENGE

Each program is written in Basic for the
SINCLAIR SPECTRUM COMPUTER USER.
All games incorporate both colour and sound.
Flexible parameters intrigue both the beginner
and more advanced alike.

CcH PAD
our own designs,
graphic displays-
ti-colours, dircle
and plot et

LUNAR LANDER
Commangd Your own moduie,
r&«fﬂqlmr Progress on the screen,
Ultiple variables challenge bath /.
eXperts and beginners alike,

MBLER
e code int0
rom existing
ry or machine code
entered manually

Instructions supplied.
All programs have been written, tested and
proved by Spectrum Software’s own computer
experts. Prices are fully inclusive.
SPECTRUM SOFTWARE,

44-48 Magdalen Street, NORWICH, Norfolk NR3 1JE.
r - N BN EEN S O . .

To: SPECTRUM SOFTWARE, 44-48 Magdalen Street, NORWICH,

I Norfolk NR3 1JE. I
NAME

I ADDRESS |
F, = _POSTCODE

I Please send me any two of the following programs, I

[TICK APPROPRIATE BOX)
P 101 SKETCH PAD a Please send me

I 102 LUNAR LANDER a the complete set I
103 MASTERMIND u] of all FIVE

I 104 DISASSEMBLER o individual I
105 CHARACTER GENERATCR [0 programs. O

I Ienclose my chequelpostal order for I

‘made payable to SPECTRUM SOFTWW/ARE
L Allow 28 days for delivery. spa ”J
- O S S S O S S G
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".JOIN OUR CLUB

AS AN ADDITIONIAL service to owners of Sinclair computers,
Sinclair User, the companion publication to Sinclair Programs, has
started the Sinclair User Club.

Membership costs £12 per year, which enables members to enjoy a
large number of extra benefits. They include a bi-monthly cassette-
based newsletter containing programs and answering problems,
and many special discounts on a variety of goods of interest to
Sinclair owners.

Sinclair User will also contain news about the club
and its activities in each issue.

The offers this month, which are available only to members of the
club, are 10 percent off the products of Kempston Electronics,
including its click keyboard, and 25 percent off the prices of games

sold by Carnell Software.

The discounts can be obtained until the end of September. To allow
new members to take advantage of them, orders can be sent with
membership applications.

Readers wishing to take advantage of the benefits of membership
should complete the form below. As the club caters for owners of
both the Spectrum and the ZX-81 it is essential that they indicate
which machine they own.

MEMBERSHIP FORM

I
E
I'wish to join the Sinclair User Club and enclose my subscription of £12 !
1

Which computer do youown? ZX-81 0 Spectrum O i
Send your coupons to Sinclair User Club, ECC Publications, 30-31 Islington |
Green, London N1 8B]. Cheques should be made payable to Sinclair User ]
Club. i

SINCLAIR PROGRAMS  September/October 1982
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As reviewed in 'YOUR COMPUTER' March 1982

16K RAM PACK

£29.95($59.95)

Quite simply the best available
+FREE ‘ALIEN ATTACK' (7K-M/Code)
on cassette—value £5.75

b m
Fully built, tested and guaranteed
Uses existing power supply (min 600 m.a.)
Compatible with printer.
Mo wobble problems.

Gold-plated edge connector for perfect contact with your ZX81.
Normally despatched within 10 days of receipt of your order.

With advances in Microtechnclogy we are now able to offer the
64K RAM PACK. Same quality as the 16K to give massive memory
to your ZX81 with external dimension no larger than the 16K RAM
pack [abovel.

JRS SOFTWARE
18 Wayside Avenue, Worthing, Sussex BN 13 31U
Telephone: Worthing 65691
(evenings and weekends only)

THE BEEB PRODUCES
THE BEST TV
PROGRAMMES IN THE
WORLD ...

Uncle Clive produces the World's best computers
and Jack Gibbons A.1.B. produces the best
Banking Programs in the World . . . Anon.

THE PERSONAL
BANKING SYSTEM

is available direct from J.P. Gibbons A.l.B.

14 Avalon Road, Orpington, Kent, BR6 9AX.

Price £9.95 inclusive for Cassette and Users’ Manual

Specify whether ZX81 (16K) or Spectrum (48K)
PBS Bank reconciliation module £6.50.

* * * *

Also stocked at the Buffer Micro Shop,
Streatham — Microware Shop,
Leicester — ZEDXTRA, Bournemouth
— and branches of the Computer
Bookshop Group.

Full after sale maintenance available.

SINCLAIR PROGRAMS  September/October 1982



Build your own Sinclair
Special ZX-81 Kit Offer
ONLY £29.95 (plus p&p)

SAVE £20 on a Sinclair ZX-81 kit. A special offer
open only to readers of Sinclair User has been
negotiated with Sinclair Research, which means
you can buy the world-beating ZX-81 for just
£29.95 (plus post and packing).

Stocks are limited, so be sure to place your order
soon. Allow 28 days for delivery. Maximum
four units per applicant.

The price does not include the mains adaptor. This is available from
Sinclair Research at £5.95. Please add this sum to your remittance
when ordering, if required. The kit is available by mail order only.

No callers please.
The prices apply to United Kingdom only. Overseas orders can be
accepted but there will an extra postal charge. The full price can be
obtained on application to ECC Publications at the address on the
coupon,

To: Sinclair User Special Offer,
ECCPublications, 30-31 Islington Green, London, N1 8B]J

Please send me ZX-81kit(s) at the special Sinclair User price of
£29.95plus £2.95p & p.

Please tick if you require a VAT receipt O
*ILenclose a cheque/postal order payable to Sinclair Research Ltd for £
*Please charge to my Access/Barclaycard/Trustcard account no.

*Please delete/complete as applicable

Signature

Name Mr/Mrs/Miss

Address

SINCLAIR PROGRAMS  September/QOctober 1962



EARTH DEFENCE

ARI‘H DEFENCE is an excel-

Ienl arcade-quality game for the

16K Spectrum. Adrian Tucker
of Fareham, Hampshire, says he
designed it to be equally comfortable
for both left- and right-handed
operators. He has done so by using
the multi-key INKEYS via the IN
command in lines 110and 160. *

The effect is that your spacecraft
can be manoeuvred left with any of
the keys from 1 to 5, right with any-
thing from 6 to 0, and all the bottom
row keys will operate your laser.

A series of alien missiles moves up
the screen towards earth. You are
stationed in orbit to destroy the
attackers. Each time you fire your
laser points are reduced by one; if
vou hit a missile, you have time to re-
charge and you laser points are
therefore incremented by one.

You receive 100 points for each
missile destroyed but lose 50 if one
passes you. In the bottom left of the
screen is displayed the number of
alien projectiles yet to hit the earth
before the limit of five is reached
and the game ends.

The capital letters A, B and C in
inverted commas are user-defined
graphics. Adrian recommends blue
for line 95, yellow for 115, cyan for
125, green for 140, flashing cyan in
145, red then cyan in 320 and green
in 505.

B58< )EESJ AND L3:@ THEN LET tas=la
sl: PRINT AT 21.5@/1a:. GO SUB 5@
165 IF La<1@ THEN PRINT AT 21.5%
> 3 i
17@ GO TO 100
=22@¢ FOR g=1 TO 2
S OUT 254.RNDX255
20 BEEP RND .05 ,RND#34-13
208 NEXT g
s 21@ IF ps>hp THEN LET hp=p
2@ LET hp =@ @
se B (=1 TO S8: FL 1
A RND§3+¢ 255 .5¥RND . 175, shEnD:
NEXT e
g0 feT FRINT & 5
Tﬁgiég" FLU i Pragdar " B
24; "laser"
7@ L LET c=16: LET’ co=8 383 Eﬁgﬂ :;[;ﬂ
20 G i LET 1 298 BE e
a2 L LEF LtiINT (RMDE2 3@9 PLOT IN
21 4S5 31@ DRAL OU
g3 g;xﬁgngTHENtGG TO 210 —32@ IF (i<l
X 1.5t =
i1@@ PRINT AT i.c -RFHEN LET ,i‘-,
11@ LET c=c+{IN 61435‘ }255 AND NT AT
€431 - {IN 634863255 AND »@) R
115 PRINT A SEF AT
122 BEE
125 PRI
181 LET
1oa8 IF i FOR
ngﬁS%ET SESAIF fico THEN PRINT AT 21.6+
149 PRI T A S+
140 PRI ;?Ba IF f>co THEN FRINT AT 21.5
145 IF §51@ NEXT f: IF L=1i THEN RETURN
EIE%“%F SZe ¢0 . TO 9@
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10DIM A (14)
100FORJ=1t014

110IF]=7 OR =14 THEN GOTO 130
120LETA(J)=4

130 NEXT ]
200FOR]=1TQ7
210PRINT A (15-]); "2 spaces™;
220NEXT]
230 PRINT
240 PRINT
250 PRINT “4 spaces”;
260FORJ=1TO7
270 PRINT A (]); “2 spaces™;
280 NEXT]
280 PRINT
300 PRINT
310 PRINT “ENTER CUPNOQ."
320INPUTC

330CLS

340 GOSUB 1000

400FOR J=1TO#6
410IFNOT A (14-])=0THEN
GOTO 440
420 NEXT]

430 GO TO 460

440LETC=14-]

450 GOSUB 1000

4601F A (7)+A (14) <48 THEN GOTO
200

4701F A (7)=A (14) THEN PRINT “A
DRAW"

480IF A(7) > A(14) THEN PRINT
“YOU WIN"

4901F A (7) < A (14) THEN PRINT "I
WIN"

500STOP

10001F A (C)=0 THEN RETURN
1010FOR J=C+1TOA(C)+C
1020LET
10301F] >14 THENLETK=]-14

1040 LET A (K)=A (K] +1

1050 NEXT]

1060 LET A (C)=0

1070IFNOT A (K)=1 ORNOTK=7 OR
NOTK =14 THEN RETURN

1080LET A (K)=A [K)+ A (12-K)

1090 LET A (14-K)=0

2000 RETURN

SINCLAIR PROGRAMS September/October 1982

finger is worn to the knuckle and

we are blinking at 50 cycles per
second, nothing pleases us like a
game where thinking is not just
something between you and a high
score. When the game works on a
ZX-80, we arereally happy.

Beancup is a fine brain-game from
Nigeria. You sit cross-legged with a
row of seven cups in front of you.
Each cup contains four beans—
except the store-cup on the right-
hand end of the row, which is empty.
Your opponent faces you with exact-
ly the same equipment in front of
him.

The display will show you two
rows of numbers, representing the
beans. The bottom row is yours and
the top one is operated by the
suddenly-cunning ZX-80.

You move by taking all the beans
from one of your cups and dropping
one into the cup on its right, one into
the cup on the right of that, and so on,
anti-clockwise round all 14 cups
until you finish. You cannot empty
the store-cups. The game ends when
all the beans are out of circulation
and the winner is the player with the
most beans in his store cup.

Input the number of the cup you
wish to empty and the computer will
display the position of the beans
after your move and its own
response. If you have no beans on
your side to move, then enter any
number from 1 to 6.

If you can beat the machine you
are better than we are. Submitted by
Paul Morriss of Alford, Lincs.

SOMETIMES. when the cursor



\IEAD

DIM xi%
ET g:l

¢ +lx=c—17:
ig-fl'l PLOT x.4
En GO TO 188

gia

* =1
EQ TO 1B
LET b=y in-1
ca THE ET

LET wu=x

#: IF x-—a=0 THEMN

i -k sin

ML = ilH.t THEN b

LET a=53%9:
T 1NKE‘($=“;&“ THEN GB IO 1B

19@ NEXT n: LET L=:—xlis CLS
208 FOR n=@ TO LET ';x!i‘l(—n
219 IF t=xidi THEN LET d=d-
0 70 210
220 IF t=xih+l; THEN LET h=h+i:
GO TD 238
2Z8 LET r=INT i{gih) sit-xthlys:
PLOT t.u(h}+¢: DR (d)+1NT L
~g(d) ¥ (xid} — HEXT na:
PRUSE @: GO

prompted to compose it when

he noticed that the Spectrum
had no PAINT—or FILL—command.
The user can draw the outline of a
shape and then cause that outline to
be filled-in. As it stands, the program
can handle a shape with up to 99
vertices but that limit can be
changed by altering the number 99
in lines 20, 30and 170.

The cursor can be moved in any of
eight directions; its position is
recorded on-screen and fixed with P.
A line is then drawn to the last P.
When the shape is complete it is
filled with H.

If CLS in line 190 and PAUSE O in
line 230 are omitted a cumulative
shape can be built-up in successive
runs, as it re-sets itself at the end of
each run.

With the two commands in, the
instructions at the top of the screen
will be removed before the shape is
filled. That is convenient if the filled
shape is to be stored as a SCREENS.

Submitted by John McKeown of
Upminster, Essex.

T HE AUTHOR of Paintpad was

SINCLAIR PROGRAMS  September/October 1982



SHOOTING

VERY frustrating game has
Abeen sent by Christopher

Wysocki, of Swindon, Wilt-
shire. It is called Shooting Range
and involves firing at a range of
constantly-changing letters.

The letters have values ranging
from one for A to 26 for Z and the
aim is to achieve as high a score as
possible. A time-limit is imposed by
a grey square which travels along
the row of letters and the game ends
if it is not shot down before reaching
the end of the rows.

It is a simple program and because
of that the movement of the bullets
from the gun is slow and only one
shot can be fired at a time. That
makes it difficult to hit the grey
square, as you have to anticipate its
position in good time.

Throughout testing, our reviewer
found it impossible to hit the grey
square but still managed a high score
of 314,

The gun is moved to the right and

left by the cursor keys and the
upward cursor, key 7, is used for
firing. Graphics notes:
Line 70, a shifted Q with a space on
either side and shifted 3 with a space
on either side; the grey square is a
shifted H and the double quotes
throughout have a space between
them except for line 580.
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BND Z»1 THEN
THEN GOTD 14@

R=18%

T AT 1,&;5
3 THEN LET R$(i,N+(Z-2

2
=
3
A
2§ P2
& -
Zip
358
368
370
a8
peg=1v]
i%% e 0T RUAY.Y
1%% “DO YO LEN o
ity o WANT TO TRY R
138 s o
o 2UYES™ AND Zg<otve an
T AND Z$<)"N" THEN GOTO
Bl
458 IF Z§="YES" DR Zg=ryn
GOTG & o $=""%¥" THEN
i7@ STOP
Sa@ ERII
518 PRIN
528 PRINT
S3a@_FPRINT “THE POINT OF THIS GAR
HE Is TOD 85 _HANY POINTS AS PO
SSIRLE Ry HOOT ING THE LETTERS
éE;LT ST NOT LET ThE - @
@_PRI THE FURTHER THE LETT
S AN THERLEHARES ORE 17
f H & S
i HMORE T:ENTHE ‘. TO HDOUE THE
UN YOoU _usS
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0 FIRE.",,," 8000 LUCK"
S8 INT
258 FRINT »nrT Awv kev To conTz
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MES8 I TMKEvse"t THEN coTo sse
@ TLS

@ CLS
=23 GOTO S

SINCLAIR PROGRAMS September/October 1982



oa T1APHOR

EMAPHORE has sharp graphics

and is educational, too. You can

teach yourself with the help of
an animated instructor supplied by
Dr G A Jeffery of Stanley, Co.
Durham.

Press any letter and the little man
in the middle distance will give the
appropriate semaphore signal, while
FUNCTION induces something
which looks like an attempt at
vertical take-off, but is really the
signal for Attention. 16K ZX-81.

E - w Erd
E.B IF IN * THEN G
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T
ThER ERINT
R b

ThEN F'RINT
1 P BT

:4

%

Iiﬂ
THER s=z=:1m-
140

W

iiﬁ
e prdm'
2]

%

ia3 ZNT
naET

2D

e e ke

FEINT
w L AT

4
H’EH g;(IHT
A

]

J PF{IN‘T
D™ BT

N F’F(INT

N moRT

1§’f:1
.5'0%:1'

{rty
o o

"
¥

(-

ﬂ‘ﬁﬂhkﬂ%wd-

B A 4
= -

Mz

|
HEN PRINT
45m VAT

k5]
370 = W
THEN PRINT

“

G o G0 Bl
G- T BB 8 16
mp‘anw;a.wem_mm»mww.m

H.
o
Iy
i
no:
o
X
pul
L3
-

SOT b0
DT!:i =2c)

ﬁT
&T
=3
T
(=3
RT
&T
£
=T
=1
/T
&
AT
&T
B
(=33
=]

HT

CiAT S5.145M% “iAT &

s L o 5
S5 THEN PRINT AT
% £ AT B

DB OE PG RO R ORR G B

s
5
5

11

=

S

5

A

== (NGI

GaE caea

Cﬁﬂﬁ 5’3 ?HEN PRIN’Y T
o .

SINCLAIR. PROGRAMS  September/October 1982



18 LEY L=Unt ~ia~

2@ LET C=tRL 2@

38 LET Rs=""

4@ FOR T=URL 8" 7o RL “&a”

s

S5 LET D=IMT_ IRNO#Z:312
B8, PRINT BT 18,5, “=w--o-oeooo o
= -i,T

-1 oo ;AT L
':L""*"'QT L1, T sa nT Lad
HE
7@ IF RE="" THEM PRIMNT BT 1

‘ 99 IF INKEYS="7" BNO L=URL “I1I8
AND C=0-~-31I THEH LET RE =@
IF A$="8" AND L=URL “9" THE

Qo 18
IF L=URL 318" THEM GOTO 168
l)_ET C=C+ {INKEYS="3"} -  INKEY

I.J_ET L=bL+ {INKEYS="8") - {INKEY

NEXT T

PRIMT “OUT OF FUEL "
PRINT "CRASH"

STOR

PRINT "“SRUED.: ;T
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is to rescue a sailor bobbing

around below your helicopter.
You must hook him to safety before
you run out of fuel. You steer the
whirly-bird with the usual cursor
keys and you will crash if you get too
close tothe water.

A time is given for completing the
rescue. Andrew Blackburn of North
Hykeham, Lincoln, who submitted
the program, reports his fastest time
as 15. We did not manage anything
better than 30. (1K ZX-81). Graphic
notes:
60—GraphicF, inverse space, two
graphics 7s.

T HE OBJECT of Air Sea Rescue



almost arcade quality. You are

in a system of 21 underground
caves filled with monsters and
poisonous fungoids. The aim is to
collect treasure, by running over the
asterisks, and deposit it in Cave O.
You cannot carry more than five
bags of treasure at a time and even
one will slow your progress.

The display is of the current
cave—see the illustration. You are
able to move around with the cursor
keys and the exits are represented
by the areas of graphic A at the top
and bottom of the screen. It is not
possible to return to the previous
cavern.

To protect yourself against mon-
sters and to clear a path through the
fungoids you can loose an arrow,
with F followed by the appropriate
cursor key. Remember, though. that
new arrows are obtainable only in
the entrance cave in exchange for
captured treasure.

In Cave 21 there is a hoard of trea-
sure guarded by a growing serpent
which will attempt to seal-off exits.
Shooting a hole in it is usually only a
temporary measure, unless you also
shoot at something else, in which
case the serpent will attach itself to
the other target.

The score is calculated by
Monsters killed x 5; + treasure cap-
tured x 10; = arrows bought x 4.
Reincarnation is granted if you score
more than 50 between deaths.

A fine program, to be typed and
taped, from Paul Sherwood of
Hartlepool, Cleveland. 16K ZX-81.

TREASURE HUNT is a game of

7

ANy
Roory

2/

&3 7

5 I zZo

74 /3 2

cAve o

ENTRY

:IN‘T’ IRND £ SR22Q)

59
LET 16+E‘

17?5 LET I}( RND-‘ 72
188 PRINT AT IV, IX; 23

1,IX-1;CHR% (128+RND%
19@ PRINT AT IV, :}H—J.‘
195 PRINT AT IY+1,IX; CHR%
RND %2) ;

s DIM D
2 TEMNCT
8 LET Z ARE IM THE ENTR
ANCE HALL "
1@ LET LR
11 LET C3%
i3 LET C% i
C3
AR
I 3
T

VEEK 1320256 #FPEEK 1

HFQEPCQCHFIHIEILI"

RO EREFL FEHEHN "
34“IOQJQPKPTLHR?§N5"
54 LRTORUPTUNDSORS

¢
185 IF RND>».S Tl‘iﬁN F‘RINT BY IY -~

1=
28s IF ARR=8 THEN GOTD 322

1880
253 FRINT AT 21,0 “PRADKS: “; BRR
‘see LET M=y

2@@ IF RNMD:.8 THEN PRINT AT IY+
1 I.‘(+1 CHR% 13@; -

PRINT BT I R AT 1,31
@ NEXT_I
212 PRINT BT @,1,C%;RT 2@,1;CH;
214 PRINT RT 8,1 ,F-‘J. AT ER 17

LT
(RNQ*Q-.I
DE:

Zier RMD#19+1)
SINT (RHDS32:13
£13,08X 2% "B

275 PRINT AT M, M;
288 IF INKEY3{2"F

f=n BoTD ae

298 ET ARR=ARR-1
295 GOSUB 2

305 LET M1

31@ LET ‘H-) (1 QND IMNBEYE="8"1 ~
(1 AND_IN PG B =i

315 LET HN=MN¥ I’l HNQ INKEYS="6") -

(R +3IIEr+14)

[A2T IF QILN82 THEN SOTD SARR

53@_ IF @1=23 AND TR:S& THEN LET
TR=TR+1@

33S IF R1=8 THEMN GOTO Iaa
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@reasure Hunt

= -

| o

N

8395

R; ™
848
T

S70
ie@e

IF RABS
IF PR=21 THEM

(ig=-p) =1@ THEN GOTO

coTQ

358
IF DEM=8 AND RND{.R3 THEM L
E

RMND <. 34 TR/ 288 THEM

BRINT: AT N1, M1;" *;
GOTR 2885

GOSUR Saaa
G070 _[}4.8
REM

BoOsUR

L

GOTO

s1s

22

21 THEM
ENT TRMO RIS

LET PR=
GOTO 328
IF N=@ THEN LET PR=
IF M=2@ THEM LET FR
IF PR=2 THEM {0TQ iSa8

PRINT RT J,2;"yOU ARE IMN TH

PRINT AT TILR;
TiPR

PRINT AT RR

SCORE T

=3
A2

S.2; "BETHEEN
HAUE
11,2, "YOuR

8.2 "vou

RARROWS"

PRIMT AT
R+S

r H
m
-
7
NN DD DD
g 10 LR T4

00 ol T}

RN

m&::::r:mgmnmu

i185@

LET X 1
LET MY=83i1 AND F3=
FHorpe)

L =k

R
F="8"r—i1

Mx=g@+ {1 AND
3

RNA=AL 3N
LET Yi1=Y1+MY
IF RABS _ {iS-Xx1} ;15 OR ABS (1
125

@-Y1) =18 THEM GOTQ

1053 _IF PEEK (@+33%Y1+X1) 128 THE
N GOTO 1@87@
1055 PRINT AT Yi1,X1;7+";
1@6@ PRINT AT vi.Xi;" ;
1886 GOTO l1@4
B7@ LET DHIT=CEN
L@75 FOR I=1i TO OHIT
1@8@ LET ¥=D(I,1}
@85 LET X=Di{I,2}
B?B IF X:2X1 OR Y<ix¥Y1 THEM GOTD
111
1995 PRINT AT Yi,Xi; “B-;
iggs ET 5=5+85
1108 LET DI, 3 =D iDEH, 1}
il?g LET DI(I,2)=D(DEM,2)
1

LET DEMZDEM-1
JEXT I
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1210 LET Y= DlI l\

i THENM SO0TO 2@

1295 C\‘EH =
'.I.\.'r@u Fr\INT

13@5 PRINT -

THIS IS5 TRERSURE-
WOLE ARE Ix B METIED

CAVES o7

‘gl@ PRINT VU BRE LOOKING FOR
- b

1315 PRINT “IF YOQuU RRE CRREFUL W
OU _MAY REACH",,
i32a PRINT "THE TREASURE ROOM, B
UT BEWH oy
1325 FRIIIT “THERE BRE MONSTERS 3
HICH WILL™,
13382 PRINT “EAT YOU.: EVEN TO Tou
TH THE RQCKS",

S
1335 PRINT THEAMA IMATANT DEATH.

e Ty,
1342 PRINT “CROGSE CRUE 1,2,3 oR

1345’ INPUT PR
1350 IF PR1 OR PR>G THEN GOTO 3

1368 LET LR=2

1508 GOoTO |iS

1S8S PRINT ZH., .

151@ PRIMNT ‘:‘\UR TREASURE IS SAF

HERE.", , .,
1515 PRINT "YOUR SCORE IS “;S3TR
1516 F‘H INT‘ JTRB @, "You HAUE " ARR

iszo pﬁi&% TAS &; "BRE vou SOING
BACK IN7",,
1525 INPUT

153@ IF F3=
O )

F5’
‘MO THEN PRINT “you

MQ” THEN 3TOP
S+THR

R=2
THOW MANY ARRMIS DO v

ou_u EAgra )
éSE@ PRINT “THEY BRE 4 POINTS ER
{2 MR
1578 IMNPUT F
IF F#da3d THEN SOTO iS558
159@ LET S=5-F#4
16@8@ LET ARR= QHR*F
161@ GOTO 134

s
1655 PRINT “ YDU CANT HFFORD TH
issd 5070 _issa

RE

1 AT

cLs
2818 PRINT AT S,.1; "UNFORTUNARTELY
YOouU HRVE F‘EF\‘I‘:HE o
2815 PRINT AT 8.1,;”Y3U SCORED:"

2018 PRINT

2012 PRINT

IF ﬁ-}TR{‘G-}Pa THEM 3TOP
L

BHPLL DEDUCT 157
"FOR DAMAGE TO THE BG

238 PRINT a4

TYOU MRY COMTIMUE";
=1 TO S@

LET R HB
za6a F‘RINT TRE @, bsf T

AI;
2@65 PRINT TRB taas BIl;C37 TO BRI
)
2878 MEXT X
207S PR T D, 1B, CH0 TO 1d)

INT A %
288@ PRINT RT E‘ ia s, THI_TO i@
2SS PRINT AT i@, & " ‘W TARBR 29; i
2286 LE'I' CEM=1
7 @ INT (RND x4
2090 FUFL I=1 TO @ui+1
2095 PRINT RT 12+4I,312+ (RMD*2) ;"3

. )
21@8 ’\E\T I
183

2185
2108

2187

2108

2109

211@

2111

21123 LET F A

2115 GOTO E‘E\E

23999 REHM "R

3080 IF PEER ItR:33# K FHY FEINN)Y =
a THEN GC\TO 12\3

pei=in}

el 4 LET #Y

3 E3

IVa7 @ THE LET My =82
3@e8 IF 3 i LET MY =R@-RD
= i

E =K 317y
2852 ERLuS AT (S Pl ol
3@3@_IF RMDy .S THEM PRINT BT Fv,

THENM SOSUR 120@

16
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SQUASHED

QUASHED is an intriguing ver-
sion of the Break Out game for
an expanded ZX-81. Imagine a
squash court full of milk bottles and
a ball made of solid steel. Your job is
to break the bottles by maving the
bat withkeys Sand Z.

A running score is kept and the
game ends when you destroy all the
targets or lose your allocated three

18814
{RMND-& .8}

18326 +2563PEEN, 1

T2 TH‘EN F‘F}_&J'IT RY T.8;

158 NEXT T
16@ FOR T=2 7O 18 STEP =
STEP 2

it R

o 88
T,.33;"*

22,2 "SCORE© HI

T
34@ PRINT BT BB S
(INKEY %< 1730 avann

386@ PRINT RT BBR,31%;"

THE

balls.
2@ REM (C!: FER GREBNBORG. 1982
3@ REI RESET HI-SCORE BY Ef- =
TERING “PORE =ig, PRINT AT BT,-:. i 1o
48 LET Xi=1

¥} THEN LET Y2

LET Xi=xls-1
PRINT AT 21;5 K
POKE B, COD b
51@ IF X=1 Tr!E!'l EET Xli\ﬁli x
5280 GOTO 58&-iX=09) %

538 GOTO 18ad- (Y <—BB‘ Y =BT} 34

S54@ LET ¥i=

3

55 IF MOT WLIRY # (=BT IVIiR:
£ (Y =BB) THEN BDT\} s7a

568 LET Yi= 9

565 GaTO

58
S7@ IF Yi=@ THEH LET ¥Yi=vi+i¥=R
Elaa (Y =BT)

8 GOTO_3J32@
18908 PRINT AT Y, X;" -

igle
i12z2a PF!USE ==
112@ IF I)-K THEN B|OTO i=Zaa

111@ POKE 165

{5
C“CONGRATULRTONS. NEW

T YOU LRNT T PLAY
X
1238 PRUSE SE4

1z4@& IF IM?‘E)’$— -
iase

THEM RUNM
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aPALE
Imiaaio

B STE® -3
BT O #
"so PRINT AT 12.0

% *
5@ PRINT ST 14.L:™ £ % + %
7@ IF Cc4 DR D7 THEWM LET Di=-
i

58 LET G=G+Gi

ET W=N el TnnEY g="8"

3 — (THREY =1 [pif 31103
109 FRINT &7 ¥ .N-31:"
71@ LET Y=¥_-RHb-.%

—~L5 ™ oE ¥ 3

9D Waok

FPEER 153357
158 INT A"
166 IF P=23 THEM LET 5=5-iD
17@ BPRINT AT Z,.1i5:1M
iz@ PRINI AT 8,13 5TRE S+ £:>
=

556 LET w=g2i

£3@¢ FOR I=15 TO 28 3

506 DRINT BT I.5:= 1 ;8T I,21:i%«
319 NEXT I

556 PRINT BT ©.5; s SCORE= ©
350

TvEx TINE = “;&

b
ol
z
3
n
udu]

T 2,20;" " i
4@ RETURN

PACE MISSION was written by
Mark Philips of Streatham,
London, for an expanded ZX-81.
The object is to guide your star ship
“A" through a cloud of roaming
aliens. If you succeed you will be re-
positioned on the surface of Planet
X, ready to try again. That continues
for as long as the program does.
Points are scored for staying alive
and are reduced by 10 for hitting an
alien. Both the score and the elapsed
time are displayed. Key 1 moves you
left and key 0 moves your right. You
can increase the difficulty of the
game by changing line 80 to “LET C
=C + C C1 + (RND*2-1)". That
randomises the movements of the
aliens.
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OUR AIM is to climb a
1,000-metre mountain in 10

days. If you fail to finish in the
allotted time or run out of supplies,
the trip is cancelled and abandoned
Bad weather may hinder your
PrOgress.

When the program is run, an input
mode will await the highest previous
score—enter O on your first run. The
display will then show the climbing
day, distance to the summit, number
of supply units from 75 to zero, and
the weather on a scale of awfulness
upto10.

As group leader you must enter
the distance you wish to travel on
that day, the maximum being 300
metres. Remember that you will use
more supplies in bad-weather climb-
ing and that in the worst conditions
it may be advisable to stay in the
tent.

When the distance reaches O,
enter zero to obtain your final score.
That is dependent on the number of
supply units and days expended;
David Stewart of Darlington, who
submitted the program, reports that
his best result is 251. The program
runs on a 1K ZX-81. Graphics notes:
50,100, 180 & 190—graphic shifted 1.
60—graphic  shifted 2, graphic
shifted 1.

GLIMBER

1@ INPUT ®
2@ CLS

B D =URL
S=URL "78"
N =COoE "%
W= {RNDICODE

7@ PRINT
: "DISTANCE B 4 08
UERATHER="",%; , . , . "ENTER D

S8 INPUT R
9@ IF RMJRL 3R THEH
Sag-

o I @R

fe o e
“OLTHBING DR
e e e oE

L 2
100 LET M=p+COOE “®

IF N=SIRL i1 THEM STOR

§ 4 —INT §IRFE SODEE

e
DOTO UR

138 IF S:=CaeE - THEN

14@ IF D:=CODE " ~ THEM SOTO S
&
LEY L=D-8

uRL
.IF D«=cooE

192 IF 5+{=CO0E

THEM LET O=0

THEMN LET S=C

BARSN

27

SINCLAIR PROGRAMS

(1 fRL .88 sD)

LET X=INT
“IDREBRT) 00

Tl@dc x5} sURAL
DE ity ¢
516 IF X8 THEM LET =¥

S2@ PRINT “FIMPRL SCORE= “¥i ...
LTHIGHEST SCORE= “; 9

23@ INPUT 8%

24@ GOTD WAL “2ar
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r l TAIPAN isa kind of Onedin Line
of the South China Seas. You
are the owner of a junk trading

in general cargo, arms, silk, whisky

and opium. You are a tellible ferrow.

The purpose of the game is to
accumulate $100,000 by astute buy-
ing and selling, in accordance with
fluctuating market prices.

The junk has a capacity of 50 units
and you start the game with only
$500 in the bank. An additional
problem is that you owe $5,000 to
Sum Yam, the moneylender, a sum
which increases 12 percent on every
trip between ports; you can, if you
wish, return to the rascal to repay or
borrow more.

Input 1, 2 or 4 until you have
traded as much as your nerve and
resources allow and then hit 3 to
leave for another port. Good ruck—
and by the way, watch for storms.

An 8K ZX-81 program, devised by
] K Moody and submitted by James
Greenall of Bishop's Stortford.

“ ORND TS

4848 IF CH="B" THEN S0TC 4Saa
4252 PRINT RT 13,.8&; "HOW MUCH oo
YOU" TRE &; “WiISH TO REFAYTY
4860 IMPUT t

PRINT AT 1a8,@; "HMJ H#UcCH DD
;T 0 |SoRRoUT

1=}
8.3
280 AND CANTAR 1i; "t RETIRE
Qgﬁﬁcsggrﬂ: AT 12,7 oL TOO °

4878 IF MLOINT 4 OR My OR H#H08 T

TOLE HRUE 180
T

S499
S50
onN

9518 PRINT ﬂT’

asis

a
29533
o548

STQR
PRIN “B_GAME BRSED

AT 4,4,
2; “FHE CHINA SE

£
IN; TRE

T
RS IM THE Eﬁﬂh':"';‘l‘:'ﬂs AW CASTH COF
NTURY "

,4; “THE 9IM IS TO
HMULATE"; TR& 11; " $12@, 082"
PRUSE s

LS
PRINT BT &,12; "TRIFANT

PRIMNT AT _G&.4; A% THE START
38 B YU HAUE 358
‘;._}gEJﬁUﬁ RN, THE MG

MDER , “ I T 35, poR
PRINT AT 12,28; “vOls sHoMe Po

IS HONG KOhNE™
PEgSE Sag

PRINT RY &,38; "TRIFAM"
RETURM
S =
REI} STORM ROUTINE
=
E‘!_:-:If-iT BY iR,7; 733 STORN,TRI

#*
PRUSE 188
CLS

RMD 4.5 THEM SOTO 9730

= X
PRINT BT I®.4, " GILL HAUE

20
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TO JETTISON"

PHUEE isa
U=Us 1 INT

ET’ G=INT

T B=INT
S=INT
WH=INT
Q=INT

cLS
RETURN

iB,

\)‘:} .‘2.2
S22
Tids20
Ga22

12,13 “HLL.
RETUR!
STOP
REM PRICE FIXNING
CIM PiS)

o838 I
s

‘RHD$1b3

|:
LET P (=) =i@% I!'IT
@ THE]

ST
REH LDCHTIDN TRBLE
IF L= LET

IF L=2
IF L=3

THEN
THEN
THEN
THEHM

LET
ET
LET
LET

L=
L=

99%@ IF
IF

L=4

AT

RETURN

FOR X=14 TO 21

PRINT AT X.&;"

NEXT X

RETURN

IF @i Tl;EN GOEUE 199
B=B-i2zP}
="3" THEM
="R"" THEM

THEN

THEN LET
THEN

IF _PSs=
BOsSUR 993
GATO 1@x
STOR

PRINT AT 2@.8, "
E'.TRAB @&; "SPACE FOoR -
1918 G0TD 1i4@
F\‘I:_rLlRN

STOFP
REN ‘\F;'LL SQUT IMNE

2938
PRINT AT A48 HHAT DO
U gl

THEM LET
=122 THEN \_-D')'I:1

GUSUB 9988

REH BUIT-EF\‘E\LETIME

Ga%ua RN
PRINT AT 14,8;

i'\;.'\'ﬂ—\.!ﬂ Yo

P
2122 GﬂaUEl SRl
2118 PRINT BT _14,1R; “HOE AN
¥ou®"; TRB E\,"EJI‘;H TQ SELLTT
2128 INPUT
2138 IF P&= "E‘" RHD BHE THEM
212
214@ IF P$="R" BNHOD Q38 THEN
128
eSS THEMN
AND 8l THEM
AND B0 THEM

B; "HRLF THE

S78a@ PRINYT AT AE! d1; "STORSS DUER®
ROUTINE

S92
TRMND* 19

LET R V'
IFErF‘\Si L1208 TﬂEﬂ BaTR 93688

THEN L3="HONE KO
L3 ="SINGRPO
“MACAD

BANGKOK
L3 ="SHRNGHR

=ity

TRE @; "8

|0Tn
s0TD
s0Te
SOTO
caTR

-D
-8
SRTR

COESTIMNATIONT?

;AT 18,8, Z.HSNC KL\NG“
- SINGRPDHE *; B,
i td . BHNGK\)R“ 3 T'EB
393@ INPUT L
3aa@ IF L{)IIET 58
HEN GDT.:\ 3
SuUs

B
IF RND i L2S THEM S0SuE SRR
LET M=INT 1i3i-(LEN M3+211 .

23

3888 PRINT AT &, M “HOUSE OF “;NB

EEER INT AT 2,8, “SFFFFX3F2XF3 4

*i*i&i}i*ii*é4§§ii*"}ﬁ? IR,B; as
FEEEEEEFIFIIIIIIAAIIRARZAF IR

3150 PRINT AT 4. .8; “&

TRE & 2
; THAS

. SHANGHATI "

0R L£43 OR LS T

&,0;"5UM YAN $%; AT 2}.,9; "LENITS
7 it 5
311 AT
S.1 LK AT 7
is; &
3148 G DS
3145 LET INT f1.38%Y1}
3is@ GaTO
4082 REMN SUH YgN ROUT INE
G B o9
4318 Pgsu AT _i4,.8; D0 voil klI"ﬂ‘!
TOULTHE ﬁ;“mmnﬂnu bR REFAY?Y. TRR
Jhas
2 PRIN’T AT B, 12; "TRAIFAN"
3 GOSUR oSaad
S PRINT AT S CHITH DM RN
PLAY INGT"
i@ INF‘UT M
is CL o ; L
ig LET M=IMNT ({3I-ILEM NP>
H
= 2a PHINT BT &, "HOUSE OF
2% INT RT 2,8 #*

ié*!§§*4*¥§“'RT ¢
***o***! R At

é@ LET L=1

a,28

11i@ PRIN‘}' AT 1‘.\ Ad; L%

126 PRINT AT 14, 8 “aPTIONS

16 @: 2. TﬁE ®; "2.3ELL
LQUIT

1:3‘@ IF L=1 THEN PRINT AT 19.,@;*"
4.UISIT SLIH WANT;TRB @; “i{THE MON
EY LENDER)

148 PRINT AT 24, 18 "PRICES:

S; "GENERRPL P BT 1E_u E?;
PI1}:TAB 18; “RRAMS 3 LERT
17 2?,F‘i=),TﬂE 1Q; "SILA 3
= T JPi3); TAB 18; "UHISKEY
F-) 1‘9,2? Pial;TRA 18;

2@ ,27 PiSs)

PUT
185 IF C<>INT C R T<1 OR C>5 T

HEN GOTO 158

16@ IF L<>1 AND ©>3 THEN BOTC 1

GOTO Cxl@

1098 REM BUY RQUTINE

1919 GOSUR gS9aa

ia4 PRINT F‘T i14.@; " UHHT "'iD oL
ISH";TQE “TO EL‘Y" ¥R IR

A/S /W2 ”

iR58 INPUT PH
IF PH<>’'B"

1068 AND PH<{3"A" AND

PE<"S" AND PF{>"U” AND P%»70
E TO 1952

THEM LET P=P (1}
HEM P=P 22
P=P I3}
P=P i)
P =P IS}

oU_CRN AFFO
IM (BePY
AT _47,8; “HDW MANY DD
;TRB EJ,“I.-IISH TO By?"
INPUT &
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/] REAKOUT GAMES are very
Bpopular and also very numer-

ous. This has some novel

/ features which sets it apart from the

rest. It does not have a bat; the ball
travels along the bottom of the
screen until a key is hit, when it goes
up to the wall in the normal way and
knocks out a chunk. The angle at
which the ball travels can be con-
trolled by the length of time the key
is held down, with a maximum of 80
degrees.

An interesting feature is that
every so often an impact causes a
crack to appear on the wall shown by
a series of grey squares. When that
crack is hit again it all falls away,
with debris falling to the bottom of
thescreen.

When a breakout is achieved it is
shown by a O at the top of the screen
and one point is scored. If the break-
out point is hit again, the wall is
blocked-up and one deducted from
the score. A time limit is imposed
instead of the player losing lives.

Breakout runs on 4K RAM on the
7ZX-81 and was sent by Nicholas
Moss, of Loughborough. The grey

squares are shifted Hs.
€38 TF Al
1 = »
o boes THEN GOT
598 IF S=0 THEN 4070 716
595 LET S5=5-%
700 GOTO 678
= 75 LET 5=6&
& 778 PRINT GI 5.
=4 788 PRINT AT E.
& X 782 IF AR{S«1.R
3@ T = o_73
120 T 2 783 IF_S=6_THEN GOTD D00
11@ 785 LET S=5-1
114 Tzl 798 G070
113 /T 21 731 LET _Ag e
5 &Y =21 500 Ir INT t=% THEN GOV
i AT 2i igaa
= 810 GOTO
3 i 1888 LET G
3 TG 3L 10@S PRINT
i3z THEN GOTO 65060 191l@ FOR Z= -1
195 -1 I23@ PRINT
_a3n ag9,.x 1938 BRINT
1a@ <3 I24@ NEXT =z
152 1258 RPRINT AT
160 1883 LET mEli,
188 ig7@ GOTO 1i5
i R -
172 P * HET EN GO
17 IO 2040
15 2920 LET R=A-
i9 Sew 2@3@ G0TO_201
22 2948 FOR Z=S¢ 5TEF -1
- 8822 FEAVL-L
22 2 =Z¢
sa T=ig . . Z07@ PRINT AT
51@ IF INHKEY &= THEN 4070 So5o 2888 PEINT 87T
582 LET T=T-1 2093 NEXT D
S32 GOTO Sip 2190 LET R&IT+
S35 IF T<8 THEM LET T=0 2105 FPRINT_AT
S36 IF TH LET K=x-7 Z11@ NEXT Z
£37 IF 1 THEM LET H=NeT 2159 GOTO_1if
24D IF Ke® DR K58 THER LET HeN 5@89¢ LET @=G+
S41 PRINT AT =1.25;" = 3316 PHINT &1 21.5:%
S42 PRINT AT 21.38im 322@ LET %2 .Helj=rg"
£E@ LET o= I@F@ PRINT KT G.i; 0"
S&o 3040@ GOTO_2118
1 4000 FOR Z=5-2 TO INT iRNDIS-D)
7a 141 STEP -1
536 4218 LET AEIT+1.Ke}
598 IF ABS ¥3Z THEN LET Z=AES ¥ iR3@ PRINT_ AT Z.HK:
6@@ FOR F=1i TO = 4930 NEXT &
510 PRINT &7 1% 3 42490 GOTO 116
£2@ PRINT AT 19-H.G+ 5008 PRINT AT 15,10
622 LET ™ - BE =iy
525 LET G=G+U,sZ 5010
538 LET H e =T
635 NEXT F 5020
650 IF A%(i. K+l ="0" THEN GOTO 3030
1220 5040
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i iTRE F:
25 PRINT T&E COOLE

2

=

4

=

&

7

5

9

18

%1

=

15 PR S e
14 IF IN!\E"f’i-‘“?“ THEM LET E=E-

1S IF B¢D THENR FRINT BT B+O.h

16 IF‘ IMBEY $="8" THEMN L.ET R o
17 R=C THEWR LET E=E+
1is PRINT 8T E . MeD o=

IF E»CGRE S v HND E+COBDE "7
AND N=CODE “=" THEWM PRINT TaE

206 IF B AND RoC THEW PRINT &
LAY AND Br-D THE

RUN
24 BEINT RTF{:{_?C‘E! :“r" e Yy W

26 PRINT RT £0OBE "™
27 PRINT i
28 RETURN

OUR MISSION is to fly at

l wave-top height and launch

your bomb with the @ key at a
submarine hiding in a cave. After
releasing your bomb you must climb
steeply with the 7 key to avoid the
cliffs above. Do not climb too soon,
as there is a cliff-top radar station
capable of arranging your instant
destruction,

The composer of the program,
Andrew Kelcey of Bewdley,
Worcestershire, says that removing
line 20 to 27 will enable it to be fitted
into an unexpanded ZX-81. He has
obviously limited the complexity of
the graphics and, though pleasing,
they are in our opinion capable of
improvement. You might also try to
devisea scoring line. Graphics notes:
13—CGraphic shifted 2, graphic

shifted W.
19—Inverse BANG.
20—Inverse SHOT DOWN.
21—Inverse CRASH.
24—Graphic shifted E: two graphic
shifted Rs, graphic shifted E;
graphic shifted 8, two graphic
shifted 5s.

27—Twenty-five graphicshifted As.
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UURLHRIG
EUURLIONS

NEAT program for solving
Aquadralic equations on an
unexpanded ZX-81 has been
sent by Richard Harris of Eastleigh,

Hampshire.

The program invites you to enter
the co-efficients of the equations and
then displays the equation with the
known values inserted, followed by
the roots. It also points-out when a
oceurs.

negative square root
Graphics notes:
130—Graphic shifted 1.
251—Graphic shifted 2.

530—Two graphic shifted 2s.

g ﬂlll'"f:ﬂl}) £21078

ET-!S‘
i “PRESS AUl TR STAR
- ElaIF I!-\IKE'Y F137RY THEN S0TD ‘.'Q
3@ CLS
i2@ PRIMNT ﬂ!'.!:f-tg'!ﬁ\'!-)L
ida Fﬂﬂ Rt - & [t
T
CENTER 87
2]
“EMTER 87
T 8
TEMTER L7
=

- IF aicans ~-
244 IF CiCODE v

THEN LET Sz=""-
THEN LET Ba=

24% LET =8
248 LET X=C
B47 IF 8<«COhE " THEM LET
248 IF CTLTOGE e THE!‘! LEY

PRINT R;"
i o
LET L={RBS

e PR

251 8 aaco0E M- Tus
L "4TxRIn)
SBEE.IF LICODE “7 THEM SOTQ g
2853 LEY 5‘ =S8R £
; A=BIFI S IDaR ;7
=T
-R.r CODE a7
P cioonE D3Ry e
PRINT
SS@ PRINT “WHERE o=35S8R ROQT OF
T
S9@ RUN
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BUILDER

T LAST there is a program
Awhich takes only five minutes

to key-in but which will pro-
vide you with hours of annoying
enjoyment. It is also likely to make
vou very unpopular with the rest of
the family if you are using the tele-
vision set and they want to watch
something else.

Despite its simplicity, it takes a
long time to achieve the aim, which
is to build a row of = signs. Start by
pressing run and then hold down
any key until the screen is
filled with ‘greater than signs
with = at the end of each line.
Then keep a key pressed down
to move the = sign along a line
to try to add it to the other =
sign. Releasing the key stops
the=sign.

You have one attempt at each line é gg{,g ‘::gDILDEF!“
as you go down the screen, the 16 FOR I=8 1O =

inverse space showing which line

o
you are on. When you reach the 49 PRINT BT I.J;"r=" AND INMEY

bottom you start again at the Hern

top. This clever game for the §g NE);-gT‘JnT o
basic ZX-81 was sent by Julian S8 F s v
Smith of Maidstone, Kent. Eg EE'){(-E; %

SKITTLES

5 REM “"SHITTILEE™
1g PLOT 3.1i%

AN e (@) -]

1

= E WILL say nothing about

i Wbuing bowled over by this

= game, or about going down

e é = like nine-pins, or about it being right
=3 up our alley. It is a 1K game for the

5? e St ZX-81 called Skittles but the title is
= = 5 - i -

18 PLOT 8.5 st_:mewhat misleading, since the
198 LET OE=INHEY$H eight balls are steered after they are
195 UNPLOT &.FB released, not before.

.8

PLOT " : s
196 UNPLOT They are amazingly responsive,

8.5
208 IF A%="7" THEN LET E=FE+l
210 IF Rg:;ﬁ; THEW LET &=B-1

manoeuvred with the 6 and 7 keys
toatarget of 15 pins.

It is a highly-enjoyable game sub-
mitted by Philip Teakle of Bristol.
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sent an excellent game,

inspired by a trip across the
Channel on the way to a holiday in
England.

You are the manager of a ferry
company. You have a working
capital of £200,000 and your job is to
double it. Running costs are steadily
depleting your resources, but you
make a profit of £150,000 on every
trip.

As our two readers noticed, the
Channel is extremely crowded and
one of the major hazards you face is
the frequent collisions which return
you immediately to your point of
departure. Only a steady hand on the
tiller—that is, keys 5 to 8—can save
your time and money.

A great game, which has fascin-
ated half the office for days. Take
care, or you will, as our German
readers have phrased it, “have to
declare the bankrupt”.

Channel Crossing was sent in by
Bjoern and Henrik Wolter of
Hanover.

TWO GERMAN readers have

@Dﬁ.@.‘]ﬁﬂﬂ!

o5
il hotcd
&
S8 CMORRING CHETT
; "ERCH CROSSIN

]

QO ~J A N i (1] il
m@@m@m%mﬂbéﬁégbgimp B O

LET X=
GCOSUE 1020

GOSUE

JBEJ
%0=UB 15

F Si=2 Thi
nom m=t TfEN g e
NEXT

5010 ?c

158

&
A
N0

%
=G
&

4 OEEHD THEN ERIN
"“iﬁT =

PRINT AT 17,08 N
PRINT AT 15,0, EEECCRENE

¥ GOSUE 2033

S GOSUB

8 IF I?-WE! t—“@“ THER GOTO 3
g GOTH

FRINT &7 2.8:
1930 PRINT AT 2.7
1040 PRINT AT S.v:

18958 PRINT RT 4.7
160 PRINT &T %
1220 PRINT &1 15,50, @ =

2o ET agizy="
EHEE

i
o1t LET
2015 LET
5
t‘gh
2815 LET A
003
2217 RET
2@25 LET
2@a24 FOR
2@25 PRI
O_(32-ni
BEE% wERT T
=Bz z
2030 IF Ni=S1 THEN LET MNi=-i
2932 509 i8
2235
2850
206@
2@7 I
TO Z2¥:iFT 2#
O NE+
c@sa
28908
2095
2100

00 10 70 0 T 0 10 T 9 P 3 T T 0 0L
G G O Gl O T FRCH T T 11U Y 0 0 70 P

B4 B0 QD MM 4o b b GICICD
NES0RAONEORINUN R RORE
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ERUSSING

2343
23545

SBRE
Y CDHF’F‘N‘!’ F!ND V{)u HFEUE
TO IN"‘RER?;E"I DUR VUORRKRING SRPITAL

“ERCH FERRYING-OUER B

PQINT
- LEEREE.

RINGS YO R PROFIT OF £

T

4 PRINT “AFIER & CRESH vwOU AR

EBEET BACK INTO YOUR STARTING H

ARBOUR . ;.NT

:ggg ggm—r THE STANRLING CHARGES
FERMENENTLY AESOREIN

& VOU WORNING CRPITEL.™

A@QT7E PRINT

4850 PRINT “THE GOGME BAS FINISHE

o, uHEN YOl REUE EITHES LOST vl
RO WORKING CRRITRL OR i3
YDUIHHUEEBUBLEQ i e

_"THE FEREY
PREnn I Reg

U"PRESS NEW LINE TO ST
INPUT 5S¢
ar B.is™
230

LIS MOUED B
WInnoNS T oy

AINFUT SKRILL L

PUT SL
IF SLcrd

AND SL«rE2 THEN GOT

AT AT A7+

16398y

1228 IF FERRY =137 0OR FERRY =R F
N SOTT 1388 R

132@ LET FERRY -F‘fEf* iPEEX
256 +PEEK 1863

1325 IF FERR i' B DR FERRY =R THE
N GOTC 14@@

1339 GOSUB 2338

15328 >

14g@ FRINT BT 5, 8;CHRS 137,97 A
iCHR$
RETURN
LET Us-=IHKEYS
Ie ‘S PG USi3787 AND
0. 35 BRp 3. T%EN RETURNM
PRINT AT B,B;" BT RB+i1,8,"

iEY f=R+1
LT &

THEM L
IF B3 2 Fren LET =2
22 THEN LET B=22

255 %
153a PRINT AT A, s C T
ol han Hﬂ$ 13 AT A%
164 = A=% THEM GSOSUR =223a
165@ IFf X=2 THEM SOSUR 23318
1851 LET ¥=0
1853 IF {iH®="0" AN SIT BN
EEE HND 84241 OR IH3="0" AND 82
SB B>»7 RBMND 8411} THEM SOSUR
1655 RETURN
175@ LET LORCORP

C\J::L ke ] ﬂﬂt’lﬂ‘ﬂ
HORTAR
Ti‘!EU |/OTOD

PRINT RT &,
F_Hy="

176@ LET H o
1765 GOTD isSea
1770 LET HE="D"
1808 RETURN
20es _LET =3
X&e
h@aﬁ LET Bais:
OQGGE\D:

ive
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puter will then tell you in which
direction to head to close the range
on the elusive creative. Submitted by
Max Renby of Croydon.

request for Spectrum
programs. Hurkle is a hunt-
the-monster game on fairly tradi-
tional lines and will provide a relax-
ing introduction to the mysteries of
sound and colour.
The display presents you witha 10

x 10 grid, within whose nexus lurks
the eponymous monster. You are
required to enter your guess for the
monster's co-ordinates with “y-axis
ENTER x-axis ENTER". The com-

HERE WAS a good response to
our

1 DEF FN 2{iui=xs2Ze¢S0
1: INM &: EORDER ©:

TO_ ATE STEP 12
FAL O, 120
DRAEG 120,08

PRPER 8;AT 18,
io™

35)

FLOT 58

3@ F'LDT 5@_..t

[=3=] PR’INT IR 2
2 4 &

AT 8.4
e 5.4 IVEVIAT I

; ZE
18@ LET :=INT
NT {(RND¥1137: LI
dl=FN_=2 {d7

148 LET g+1
141 IF t!}g 'THEN GO TG 228
145 IF q35 TO 220

(RN{.‘»S.J.] LET d=1
1=FH =ic7: LEF

TN INK S.“Input gaur

ss.") . aE.bE: IF ag="c™ aw=

HEN GO TO %486

147 IF q>1 THEN PRINT AT 15 8"
FLOT INK S:a:b: PRI

NT AT 12,.0;

187 1IF a§=“ YOO bE="" THEN GO T
146
155 ET a=UaL (a§r LET b=URL
b$) a<@ oOR a}l@ OR b(fB (=123 bb
1 THEN GD TO 145
159 LET a=Fd =2(as: LET b=FH oib
15@ PLDT INK ija,b
ive IF a=ci AND b=dl THEM GO TO

@
i8@ PF!INT AT 3.8 @;"Norih * AND
bB(dl; "South “ AND b» d4l:"dest " &

ND a)::i_;“r‘_gas‘t‘“ AND 3¢l

GO
E%g PRINT AT 315.8;"“You hawve s3ad
Ly exhauslad (IR (1'{" Fyas55as

i¥nt Xla was at® Teatatidg
225 PLOT_FLASH 1. INK 4:<1, d i
258 PRINT AT 21.0; Again? lu OR

238 RERD a:
RE : REARD a
231 READ b: BEEF a.b

239 LET a$=IMKREY$: IF as="" THE

IF a=-959 THEN RESTO

&GO TO T

De 1 MaPOCI A=V O« DO7T
g e 0T g PRDO
o~ Mpd @ W P =

B omIT

0Py
cordinats Hii.a.
ress enter,& RNI: Tpress sater
?3-3 INPUT “Prass antas o start

;3
T‘SG RETURM
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ALPHABET

LPHABET is a teaching aid for
students—so if you can't read
this, read on. The program

runs initially in FAST mode, then the
screen clears and displays the alpha-

betin random order.

The student has a laser base and
has to blast the letters in their correct
order. The distance of the laser from
the letters is decided by the level of

difficulty selected and the laser is
moved with the usual keys 5and 8.

The program was sent by P Styles
of Rotherham. It runs on an expand-
ed ZX-81

438 IF INKEYS="3"
LET B=B+PI/PI
16-@ IF IRKEY%:="@"

| AN

THENM 30TO

1 REM 23R L P H A B £ T#3 isg GoTO 11
2 REM *3f. STYLES 4i0aos3 208 FOR T= 19—H 7O 8 STEP -1
3 CLS 219 FRINT BT 1 .832;"%"
S LET A=CODE B28 PRINT AT 7,887 ~
7 LET E=CODE 238 MEXT T
3 FRS E32 LET Y=B3
g LET R=3a 233 IF CstVJ<JLﬂR5 R THEN GOTO
3B OIM C%i26} a@R
32 FOR 9=1 U 2B 235 LET R=R
TUS;X%%T DE="ABCLEFSH IJKLMNOPORS ?53 PRIMNT AT “1 B;TRB ¥; CHRS R
- 5
35 LET U=INT {RND226}+1 26@ IF R=54 THEN BOTD 329
42 LET CH(8) =D3 i) 3319 GOTD 119
45 FOR U=1i 7O &-1 32@ IF M) =S THEN PRINT AT iS5.8;
48 IF CH(0) =CH{W) THEN GOTO 34 NOU TRY IF AT A ARRDER LEVEL”
58 NEXT U 325 LET M=M-
S3 HEXT @ 35@ FOR Q=21 *r0 1 sTER -s
S4 SLOW 34@ FOR J=1 Ta 28
55 FOR Z=1 70 358 PRINT AT 0. C5IJ
56 PRINT AT &, zsk,asc*z 355 PRINT BT D)
87 MNEXT Z
58 PRINT AT 1S,@; "ENTER LEUEL
2~319 [1=HRARDEST)
58 INPUT M
5@ LET A=A-M R T
&1 PRINT AT 1S, 3 R TBU e o rRaas
412 PRINT BT 21,0, "PRESS NEULIM
ies EL§ E TO STRRT nunz;'
138 FRINT ﬂr ;RS 428 IF INKEVH:>CHR3 118 THEM &0
"~ RAND

Brad THENM
Bi27 THEM
=288

GoTe ';S
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WOS UP is an Australian
Tgambling game in which two

coins are held on the tips of the
first and second fingers and
then spun. Bets are laid on how
the coins fall, usually whether
odd oreven.

T E Newham of Worcester Park,
Surrey, who submitted the program,
suggests that the game has real pos-
sibilities as a fund-raiser if the four
possibilities of head-tail, tail-head,

head-head and tail-tail are taken into
account,

“Odds of 5-2 against a correct
selection should earn a fair per-
centage,” he writes, “though it might
be wise to have either a fixed or
maximum stake—otherwise a sport-
ing gent from Woolloomoolloo
could arrive with a pocketful of
tenners and clean out the school
fund.”

A neat game for two people with
excellent graphics—16K ZX-81.

TWwos

REM “TWDS
REM _BY T
Qi

e
E mstHan

THEM

£
THEN GOSUR 0@
GOSUR 458

NO
HEN GOSUS 422
s < G
8

41@ RETURN

ETHER THEY
S58_PRINT

g?EI
EY OR NOW"

SLOW
PAUSE

4EB PRINT AT L

P

522 PRINT AT 4,6:;"I SPIN TWO PE
IE

54@ PRINT F!T 6,;, YOU BET OM WH

I.:"IF ﬁ_ma =':;% R

568 PRUSE 288
POKE 18437 ,25%5
50 PRINT AT 18

598 PRZNT AT 17,5, "

sa
28 POKE 1b¢37 2SS
53@ PRIHT AT EIE otk

SPI
En&@ IF CODE INKEYH!358

536 i
ﬁSB IF INKEY3="3"

3

YOouR MOM

1%

BET

Pt

RRE egeees
coT

THEN SOGTO S@

THEM

30
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HAZARDOUS - -
CROSSING !

Srark: Player
8

RY TO out-think your ZX-81
T by playing Hazardous Cross-

ing. It is a pleasant little game
which will fit into the 1K version but
will take some time to master.

The aim is to travel from one line
to another, moving in steps follow-
ing the grid as shown. The player
must start at the top on the F line and
try to reach the A line at the bottom
by moving from one grid point to the
next.

The problem is that the computer
is lurking somewhere in the grid and
must be avoided if the safety line is
to be reached. By playing the game
for some time it is possible to learn
the regular movements of the com-
puter character.

To allow the program to fit into
1K, Michael Woodruff of Accring-
ton, Lancashire, was not able to
include graphics, which means that
a grid has to be written separately, or
you could use the one we have
shown, using a coin or a counter to
check your position.

It is important to input the grid
references with the number before
the letter or the move will not be
accepted, nor will impossible moves.

If you do not believe there is a
computer figure moving in the grid,
you can enter two lines 54 and 99,
both PRINT CS and the moves will
be shown following your moves.

In the printout the graphics are in
line 50, a shifted 4 and, in line 65,
shifted 1.

18 LET W=5GNM PI
33 LRl pea g

Eg IF PHIWT o+ "FY THEN GOTO VAL
as

38 PRINT 'P'
F2

3
e
83 LET o3at 1INT {(RND:CODE

C=p>u) - TiCF=uy iﬂ—f—"? ani F!N
aL BN AP E 133G I.Qﬁ F(RD F{NC‘!URL 8
=5 FIN{.‘ Ty =LODE

EE-E. IF Z:LORDE WF ¥ THE?& LET Z=Co
DE  “E

7@ IF T4 :HEN LET T=-1

75 LET C=C+Z
Bﬁly:' C¢CODE “1Y THER LET L=0C0
55‘1 IF C»rCODE “4Y THEN LET C=CD

LET D=D&iG-D i) — (D=3
95 lﬁgT CE=CHREE DeLRRE D
1130 LET Bﬁ THRE P&
105 INPUT P
‘1%% IF LEN PEord THEN GOTO WAL
iis ABS {LODE PHIMU P 1Y OR
gEE* ‘CBDE P G 13 THREN GOTO @

iz2e CLS
L1285 IF PH=CH THEN COTo WRL “igs

J %ggan P& ="A" THEN GGTO LRL
135 PRINT F¢
148 LET P=LOLRE P&l

DE

178 PRINT s
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LYGHTEN)

FTEN we receive letters from
computing novices asking for
straightforward games which
are as much exercises in program-
ming asarcade-style diversions.
Lightning is an uncomplicated
program using 1K of a ZX-81, con-
taining most of the more common

functions and producing a moving
display under cursor control.

Drive your car left and right
across the screen with the @ and 1
keys and hope that you are not
struck by lightning—a kind of
meteorological Russian roulette.

PRINT BT 5.35: "
LET L=98

111@ IF INKEY t‘“@“ THEN LET E=E+
1123 IF INREY&="1" THEN LET &5=FK-
13@ IF C=E+2 OR C=5+3 OR C=B+4
THEN GOTD 288

135 PRUSE 2=

140 =

158 GOTD 48

p={=]x] RINT HY H.E; " ccCRASH:

21@ FPRINT AT ®,.8; > vouU «UQUIUEE‘
ek i™ STRIRES"

v Q"

o ,ﬁ

%o
P

-~
hJ

6. *

\l-

©
".‘)
i £99
Roe.50

@

‘9’
1-,(’,'&“
58

8
£

-

ROBABLY the most frequent
criticism of personal computers
is that they are toys
big boys and of no practical use.

Mark Up shows that an unex-
panded ZX-81 can be of use in busi-
ness, as a means of computing retail
selling prices.

The program, submitted by David
Eddison of Manchester, can cal-
culate VAT and operates with a
choice of five pre-determined mark-
up rates, including, for the especially
greedy, a boost of 100 percent.

It is straightforward enough,
though Eddison reports that when-
ever INPUT appears in a PRINT
statement he saved memory by
entering THEN INPUT and after-
wards deleting THEN.

for

3 G'EH CRECIINTEY

1@ PRINT “INP?JTVF‘RIQE LESS WRT
INPUT &

FRINT ™ E?EEET Nﬁ’ﬂh U‘P PGL‘E“ :

N E=ET

C=hxl.Z@
=F%i.25
=H¥l.333
=fAxl.S0
=R e2.850

“IF TERD WMRET O INPUT BT
“IF WAT RRTEDR IHNPUT

[alnlelyl

PRINT
PRINT

INPUT U
irF

V=1 THEM LET _C=C%1.i%
IF U=8 THEM LOTO T8
FRINT “INPUT SURNTITY™
INPUT D
CcLS
LET E=
M E

PRINT
i

'F’ETF(IL PRICE IS
GOTO 1@

a2
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RUE

E FEEL thal many of the

eduwllon games sent to us

ignore the crucial place of

good graphics in the interest of the
young learner.

True or False is a program for

teaching multiplication.  The

authors, Neil Pick and Rae Bryant of

URPEAES

to accompany the didactics with a
lively display and a line in cheery
patter.

The operator has a very limited
time in which to judge the displayed
arithmetic as true or false and to
input 7 or 5 accordingly. Error or
delay will advance a decrepit-

further towards a brick wall. There
are three levels of difficulty and a
running score for every correct
answer. Graphics notes:

24—Inverse space, graphic 7, inverse
space.

100—GraphicF, graphic G.
670—Inverse GOOD.

Harrogate, obviously worked hard looking automobile further and 680—Inverse BYE.
¥
S ; A 21 QRINT DIFFICULTY? fa-ga-
pyed FEM CTEY BV L.BRYANT AND N 82 IeUT : -
= LET R=2 3 =
22 FRINT AT
ERRCL-RA AN 25 PRINT AT
y 26 PRINT 5T 21,
5 27 PRINT AT

HE SCREEM.

13 F'RINT

18 _PRINT
ED X7

20 PRINT S
o

foieiatad

11 PRINT “BEINS DISPLAYED ON T

12 PaTNT "m
fHETHER THEM

“BIVEM ANSUER IS TRUE

YOUR SCORE. IF, HOWEWE

DOGH.TD PLAY ,USE KEY

s s o= -

Loy

- TYDULL NE

PRUSE

O=28 THEN SO0TD 3a
BRINT BT is, o,

PRINT
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T O —
S3_PRINT AT 211,&;
B4 FOR U=S 7O E‘

1
P

87 FOR U. 1.1 TL'\ 23
68 F‘RIN‘T Pk Bl

X
ﬂ+’3=21"THEN PRINT AT 1S,

N
Ar3=2i THEM FRINT BT 18,
2;"YOUR GOQING OFF "~

B%g%l THEM FPRINT AT 17,

A+3 21 IHEN PRINT AT 18,
AR50 THEM PRINT AT 18,
HSH 2

? I=2 TO “l\

rd-3 PRIHT AT &,I;"."
2?27 NEXT I

78 FOR J=2 TO 231

72 PRINT RT Jd.,28;"."
B8 NEXT J

SLou
96 PRINT AT 7.0

2 FOR =8_Ta =
108 PRINT AT C,27; “im-
11@ NEXT ©
120 IF A+3=R7 THEN GOTO 328

LET D=INT rm-mq- [k 8- NI §

i35 P=2 AN o8 P=3 RND
D¢=2a THEN CDTL" 1 E‘
14@ LET IRND (P13 ) 3
148 2 ND E+=12 DR P= ‘ AN
E{=2@ THEMN GOTOD +3
152 LET F=INT l'RI'IE!':fEJ

1S5S PRINT AT @, 18,

.

1'55 PRINT AT i.,1d; " "B";RT i,2e;"

157 PRINT AT 2, 18; -
PRINT AT 1,210, X
+F;

PRALISE

THEN sa
THENM PAUSE 13“
THEN PAUSE 1S5&

M
ki

18@ LET ﬂs INKEYS
EBB IF AS="S" AND

F=1 OR Ry="7"
ArND F E TﬂE!! SOTOD 208

27@ G0Ta s1
SBB F“FII.E.:E sa

BBE LET =8

3§¢ IF =i ':?I‘HEN BOTO G2

385 LET U=sU+
386 GOTO 3a3
31@ CLS

314 FOR I=1_Ti
318 PRINT i

& NE.

iaa PRINT AT 9,8;“ - A
ig,5;” §EE B R
131 ,.86; " -m -

=T+
F T=R2 THEN SOTD $48
T 482

@ IF W &

488 PRINT AT ,X; B, s5-1; “#i"
@ MNMEXT X

S@aA PRIISE Sa

S78 LET M_N
-

nE
c2e IF Fl$—"YE'" THEN SoTO 39
838 PAUSE Sa

CLS
@ PRINT AT 7,@; "HELL , T HOPE Y
DU HRUE ENJ‘QYED
BE INT “YOUR! TAME.
661 PRIHT TIPRESS B KE'\ <2
662 PAUSE 4E4¢

CLS
87@ PRINT
675 PRAUSE
582 PRINT
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N CLEARANCE, the ecosphere
fights back. In the game for the
Spectrum, you are a mad axeman

steering yourself round a forest with

the usual cursor keys and increasing
your score by destroying the
arboreal paradise—one point for
every tree felled.

As you cul, you are enraging the
giant squirrel whose habitat you are
destroying and simultaneously pen-

ning it in a smaller and smaller
space. The wrathful rodent appears
at unpredictable points within the
dells and if its position is the same as
yours, either in terms of row or
column number, the game ends.

An entertaining program making
use of the colour, sound and user-
definable graphics of the Spectrum,
and submitted by David Bryant of
Crowborough, Sussex.

1 DPATA 49,18,50,228 28,28, 128 78 IF x3=20 THEM LET ¥ =2@
@ 42,25_.@,3.55221 28 i o 2B PRINT AT 4 .3:° 4
2'FOR 3 =32580 YO AoRie 81 IF x=x AWML v=y THEN B0 TO &
3 a
4 POKE =,b 82 IF RTTR (x,.33=7F THEM LET ==
S NEXT & 531
1@ BORDER ®: FPRAPER B: IMK 7: © as ATEH o paeds =t Bl
LS 5t STFA twad,
48 FOR =1 7O 20t AEEF .5, 8! AT E_!;EN LET
P L
1EIETTLFITLILILRSISL . HENT B FER «f Fue wiRT 21,
S0 LET yeB: LET zom: LET x=i: 12;
L yoT: LET =1 Go
S5 FOR 3= i 108 IRMOAIEN 22 LET o
6@ LET M:e-}r:m\E's"s'" B - INKEY =INT 2 Hhe
s="7") 11 BT FLASH 1:8T ., 8:7¥
81 IF INMKEVE="S" THEM PRINT AT 128 IF %=c OR D2 Phel 80 Sue 1
EIEE
THEM PRINT AT 3@ FOR _i=0 TR S MEXT i: PRIN
AT c,d;
THEM PRINT BT Tiio oo Fo 5477
FLASH 4 PARER 2 I
THEN PRINT AT e RN el o he fhy veo: &
B PRTAT FRRER b5 FLBSH 1;RT
v 3 - FINKEY rid s : %
Za@ FoR 3= TO 1 3TER -i: SEER
THEM 3 =30 .B,a8: NEXT
THEN ET =@ 250 INPUT ernl.&er “; 28
77 1F >H_1 THEN LET x=1 260 IF a%(i)="9u" THEN' RL&,
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ERE IS a program which is

essenllal for all club secretar-

ies who do not like drawing
the numbers in the tombola. All you
have to do is to enter the lowest and
highest ticket numbers and the
number of winners and the com-
puter does the rest.

Although short, it includes checks
to prevent incorrect numbers being
drawn. One problem is that when
there is a small number of tickets
and a relatively high number of
winners, there is a danger that it will
repeat numbers. No doubt some
readers will be able to find a way to
deal with that.

It was sent for the ZX-81 without
the RAM pack by R S P Humpleby, of
Heckmondwike, West Yorkshire.

PRINT "LOMEST TILKRET nNo. 70
INPL
PRINT "HIGHEST TICHET NO. 7
INFPUT B
PRINT
LET E=EB-£+1

<ST39% THEN GOTO 1Z0

IF Ex%

PRINT “T4O MANY TIOHETSY
STOR

PRINT “HOW MANY LINNERST™
INBUT o

CLS

IF .-E TREN GOTD 27
FRINT “THE LUINNING®
IF ©:f THEM GOTL DD
PRINT "“TIOKET IT &
BDTD 218

éN‘g “TI{.‘KETE. &RE ™

BRINT “i-—-: - sFeA-2

Ci
PRINT “JuST NOT ONV
GOTO =258

a6
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GAME which could easily
A become addictive has been

sent by T V Cook of East
Molesey, Surrey. It is called Cramp
because as it progresses you run out
of space on the screen

The aim is to travel as far as pos-
sible without hitting your own trail,
which is shown as a thick black line.
The black square producing the trail
is controlled by the cursor keys and
the game becomes more difficult the
longer it proceeds; the screen fills
quickly with the trail and the square
moves faster.

The two methods of escape are to
hit * when it appears, which sends
you to another clear but smaller
screen, or to go off the screen, which
causes a diagonal line to appear
across your path.

Once loaded, the instructions are
easy to follow, with three levels of
difficulty from one to three. When
your turn ends, the score is shown in
the top right-hand corner.

To help with the graphics in line 6
and 7 there are 32 shifted Fs; in line
2000 there are 13 spaces; in line 3000
15 spaces; in line 6000 and 6005 four
spaces; and the grey squares in line
7025 are shifted Hs.

L O
IF l>1 "HEN PRIN_ BT W,316:"
NEXT

St AT_ 16

X
LET ZZPEEK 16596 +256 $PEER
539(+371

2078 IF INKEYS$= THEN GOTO 1%

15
IF X= Ef_g THEN PRINT AT 4.15

%

723EIF L=31 AND XN=75 THEN GOSUE
25 IF X<r7S THEW LET t<0
sSa IF -l 2 - LE
6@ IF
5 70 IF LET
8@ IF INKEY LET £S%
83 LET Z=Z+
= 85 IF PEEK Z<¢»0 THEN GOSUE {4B&
| BY PORE Z, 128
88 LET B=B+
ng IF INT (B-X)=5,X THEN GOSUB
= IF E:45 THEN GOTOD S
1@@@ LET D= 2
i@i@ IF B>15 THEN LET
1@1S IF B>28 THEN LET
ia2a F 5',8'3 HENR LET
i85S IF B>57 THEN LET

s "PRESS COONT F

GOTO zB7e

STOP

PRINT AT @,1@:*"
PRINT &7 .5
E=PEEK 16506 +256sPEER L
oEND 26T2) 50
E<:@ THEN GOTC_ S808
Bl E<6 THEN PORE E.2%
Zt:r115 AND PEEK Tc»
2000

Z=115 GND C=1 THEN
‘Z=116 AND C=-1 THEN
Z=23 THEN GOTO 4
51 THEN RETURN

& AND L=31 THEN RETUR
4050 IF 1.5 aND B«250 o8 408< 8 &
ND B<¢55@ OR 5788 THEN SOSUE ¥

a
S@ee RETURM
seaa PRINT
aaas PRINT it =
6@1@ IF INREY $="1%
OR INKEY§="3" THEN
5020 GOTO EOL0
5030 IF INREY&="1"
6840 IF INREY&="2"
@

5850 IF INKEY§="3"
s

5068 RETURN

7@0@- LET I=1
Z0@2 PRINT AT @.1: SESRreegs
70@0S FOR L=1 TO_.5@

e THER LET I=I+3
N LET L=t +34

25 THEN PFRIN
JHE: : BT 18,

WHAT SKILL LEUVEL
IS THE HRRODEST

OR INKEYs—“Q“
SOTD 6585

=
pE=3

THEMN LET X=23

THEM tET N
THEW LET N=

e
THEN FRINT BT 1.5%

NEXT b+
7O4AS PRINT AT 2.
705@ RETURNM

b Lt
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ating graphics on the Spec-

trum, Mark
Wolverhampton,
program.

When run it displays a square
measuring eight by eight. The pro-
gram is user-friendly, giving full
instructions to obtain the necessary
design.

On finishing, the design it is print-
ed in the top right-hand corner of the
screen.

T O EASE the problem of gener-

Bateman of
worked out this

1 REM SRBPHIC BEHERATOR
2 REN f Mask Saleman
12 BORDER 4: FPRPER 7

LS
W AT = .8; "
ERHDHICE EEMERSTOR

3@ PRINT RT &.3;

IME @

Y

atlowed to define charatiers oh
thE tetters
INPUT

8 1o w.”

5
£ el
n®>1 THEW PRINT HT 2.8
"ErrGELJn inpul”

PRINT AT ”JE“iSu
5 a8
San  A@ey; INK &; B
i4@ as B_squ
g flashes hitl & & sp
€. Hil any olhe&r’ 10 blo
in. nle thar
ter is Vi hed :
i5@ INPUT hitC MOU WiE
h 10 WOrK BO7;7%
166 IF 73i78" OR TR LEN

USER
S8, CE  Tiake
sre onty

fel1es dSo yow
T Ehat i ﬂn _LEM

FE>1l THEM INMPUT “Inpul mUS1 bE =
g agteger BEIWEER B and a.7;r%:

o 1
i ET r=UpL 3
ise IF :=n THEN PAPER 7: PRINT
AT 2,31;" Ehed Charsfler is
“;cnns rcasE nEIET): BD TR a2

TO 8
IT S+7 . 18+y; FLASH i)

PAPER
238 PHqu a
24@ IF INKEYS

FHEN PRINT BT
S+5,1@%4; Pﬂ?ﬁﬁ‘ 8" "r B TD 28

a
258 PRINT AT S2f . 1@y, PRPER &)
LET &=5+2%18-32}

o SR N$ITr -2 .5
80 _TO ise ’

318

32@ INP Th smend this charac
;Sr,ingst B Glhesrwise sny D1hEs
33e IF PRINT AT 2,1

THEM
B TD ISy

Do yon ®wanl 1o de
ChEFBLIEST 19 OF D)

g TI-!EN 8O TO 1@
358 IF 234>7n" THEN INPUT “Anew
&r MUSt bE 2 OF n“;a; 80 TR S&sS

38
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Merseyside, a short routine for

the ZX-81 allows you to scroll
sideways. A good deal of care is
needed when entering the listing, as
the first line is so long that if
mistakes are made it takes a long
time to correct. Qur reviewer
discovered that, which is why
causes in the first line is spelt caues.

The first line is only to show what
can be done, so it can be shorter; and
the spaces are not limited to the two
sets of five and 20 shown in the
listing.

Once entered and running, the
scrolling can be stopped by pressing
BREAK and then it starts again
when CONT is pressed.

FROM A A Ryan of Wallasey,

THIS DROGRAN O
y TEXT TO SeRot}y 57
¥S. TT 4 E USEFOL 70 LIS
P INST @ IF SRAFHICS
HORACTERS ARE USEDL THEY COULD BE
THE BRSIS OF & GANES DEOGRAM =
<

=mE ko= lll
IN THIS CREE THE FON MNENT L
00P _COULD BE OMITTED 1O INCRERSE
SPEEDR. THE STRING SHRD BE Enn
BT BHIOH vOU DO NG
T ISPLAY . {IN THIS CHSE
Bi_ASTERISH) WHILH CAM BE IDENTT
FIED &S THE END OF TRE STRING &AM
D30 PREVENT ERROR 3
=

4]

LET M=%
IF ARIN+I1r="%" THEN &OTO 3

PRINT &7_38.8;5EIN TO NS
FOR X=1 T5 4 o
NEXT X
LET M=M+d
GOTO 128

M

DESGE G

1

1 b b e
~J M g
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DNB0
poDMmon

>

BB BB, E,158,

3
s
=)
7
a8
=
=]
a

2
&)

B
T ne

i
&

2]

=

TRHOE fupsdnsitlag

is@ IF suk £ THEII LET
=y =1+ (% -2) 82 M=y =1

178 IF dn=1 THEN LET =u

18@ IF sul=th THEN LET &
Sd-13(%-2k4z: LET

$1,91
a=wad s \al:\ Th =

t1i=1 THEM LET _=-a.l:n
208 IF sum=ch THEM LET -
2} #2Z: LEYT y=y-i: b[\ 3‘:! =
THEM LET i
£ 1 h THEM LET
Sy -1+ EX—2) %Z: LET w=ys1

l F2
e | =?
Fostet s LET
+1
278 IF x» {32 QR %12 THEM BO TO
=

288 CLS : ES 4.4
29- FRINT RT 3 ,1; “YDUR MAZE IS
r YRR LGLJ“TIﬂU I FTHE
IS SHOWM 8Y CHRS 14
USE THE CURSDR HE»‘S 70
EM'!‘ER gc*rran RISHT HAM

.AS THE MHZE an
Hat any ks 10 d7EW 1hE KEIE
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ARK BATEMAN of Wolver-
Mhamplon called this pro-

gram Amaze and that is
what it does. On RUNning, it
designs a maze which the player has
to negotiate. The amazing section is
the setting-up of the maze, which can
take between three and five minutes.
The design is based on a complex
algorithm which results in a differ-
ent maze each time.

When the maze is solved, the
player has the option to keep it and
start again and try to beat the earlier
time, which is displayed on comple-
tion. It is also possible to end the
game, ask for another maze to be
drawn, or have the first one printed-
out.

The route through the maze is con-
trolled by the cursor keys working in
the usual directions.

z
3} :nw-.e(aue-
a3 (x B 1J (:z rx-a\

y-1; DUER 1;0HRS 148
ﬂsB IF BIM ) 12 ¥ ._\Ji_._ig 1 BmD
3(x-1, 9 {3 [X-2) 3Ty -1 THEN PRI;-&T
¥=1,3-1 DLIER 31;CHR3 34,
368 NEX
378 NE.
8@ PLOT /,8: ORAN 232,80
38@ PLOT 248,3: t}ﬂﬂi.l B, isa
4@@ IF co=1 THEM {TLET co=
2: 60 TO 588
419 BEEP .1,i8: A0 JETL, B P
2: PO F -
4, 3. L =7

—E‘ ¥Z +usk =11
478 IF INB.E:“S* 70
={xXEm-3) 3T +m- of & h-

—-2) #Z+um -1}

480 IF INKEYS="8" AnND
=[XB=2) ¥Z 98 O a;wm,gm«:a
THEN LET 1

o

Y #Z+ym-13
-LQE

0 43
sea LET 1%

3‘357.7‘}55?3 égEES‘-

Bl

THEN LET am=um-1

12 Lrin um
» -2

o

2 %En co T

27 "E E +2SEHFPEEK

el
PEESH

E.n:'_"EJ- SEHPEEH
4.

Si@ LET ETF
E"ﬂﬁ"S-ﬁ-E\GQSE\%PEE)‘, P36

S28 CLS
53@ IF

MRZE AGRIN’

N _ANOTHER MAZE" """

OFY LRST MRZ
_INPUT

3i@
s1@ INPUT
be an

£5

L
“tihal iE

,i‘-;
12=t2

J. i "L CHNERATULRT IO
HOUE :I!ail"-'\.HED THE 145
$5E O i é\ k=S

T TRY THE
= TR DESIG
™ ©

BONS EEelEcls

‘B THENMN STOR

i1 THEN 80 TO 314
2" THEM 30 7O 28
3" THEMN LEY co=1: &0
celEction

YRR WUET

.\nteqer betREER & =nd 3.7

62@ G0 TR S7&
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ROCKE 'I‘ ATTACK

5L

.8 go sus aeoa

1 &= LET o= i &=

R g sas B LET s=b:
10@ LET c=18:
16@ PRINT AT 2

135 pn:¥gsﬁrp3 CER To Zr InK
E¥goene
19@ IF INKEEsf”P" Fhets ‘PhIuT AT
G 87"
BEEF @.8@9,-12

308 IF b=t AWD E=d THEM G0 TO &
oa

218 PRINT AT byt

530 1F rurz;sv fet FHEM LET c=c-
a: LET d=d+1 S,

248 IF_C=4¢ THEM 80 TO 412

=52 LEV_ -&

26@ IF e=b THEM BO TD 1@

278 @0 Fo aae

ET_£ ==+ +T AT 4, e-1;"

AN (T mEED -22: PRUSE 2@

418 cLs - LET 1=tz IF ik TH

&

448 PRINT BT I®,.311;
452 PRINT RT i:,i.l. :
468 FOR F=-1@& T 1@
F: BORDER RMNL#7: MEXT
=37: 3TOP

1e2@ FOR F=@2 TG 7

l@l@ RERD ¢3: FPOKE W3R “s8"37F,¢3

NEXT ¢

éasa DATA B,9 .28 ,63,255 28588, 12

o 7
POKE ©SR “a~
NEXT £ S v
187@ DATA 14,23,58,354,855,
1838 RETURN

OCKET ATTACK is yet an-
lemr spin-off from the Sinclair
Programs R&D industry. ] Sells
of Enfield has updated a program

printed originally in our May-June
issue.

He has Spectrumised D E Healey's
Rocket Attack games, composed
originally for the ZX-81. The game
involves a squadron of 20 planes
heading towards your missile
station. Pressing P will fire the
missile. To destroy the plans you can
either hit them directly or leave the
missile in their path. Your hawk-
eyed reviewer only managed 12 out
of 20. Graphics notes:

160—Three graphics 8s, lweniy-nine
graphic 3s.

170—Graphic6.

185—"ab” as in graphic mode.

440—Inverse video “Game over”.
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SHARD
oH00TER

N ESPECIALLY pleasing dis-
Aplay is the strong point of the
Sharp Shooter program from
Paul Naylor of Tyldesley, Greater
Manchester.
You are the black-hatted villain
confronting a posse of lily-livered
bounty hunters. An inverted O

represents the deputy badge on their
trembling chests. You are armed
with a Colt ten-shooter (what?)
which you fire with the P key, When
the gun is fired the outlaw falls intoa
very effective crouching position.
Manoeuvre the cowpoke up with
key 1 and down with A. (1K ZX-81).

T

1
2
@EEHMO O~00 &L

IF M=RL

o)
H VI

CLS 3
PRINT BT
o i RT ¥

t'” 4 oo
- PR
ze_ XF TIMKETS

ar
L
AL

el

+URL
LaT qu F =Rt
EP

NEXT

THEM LE
14@ GOTR

7

54

R

somer

T,SIN
Babi. Leadd;

o=t}
4@ PRI;-;T BT FHH
g | Bl

sa pnxm‘ AT PN,F; 7.

M
I IN?‘.E; F=""7"
B =/+h

1&@ PRINT AT 8B+h,3IN PI; "

RENDEURL CETUY N

tﬂHD-}IHT PI}

In
IF H’l;., MO T oad THEM LET T=7

RAME T aAL U387

q LET T=F+M

“B AT R,
iZL"' ¥ tq.,.s‘ag.L

RaIfy PI 0 W
e THEM BOTO (3221

Ry BT A
INT, s—“'x o il

AIm PI BT

Q-P'h
3iema

LET H=H
THEM 3Q T?:\

BOTO USL g
RS RAX53IN PI

BhD JaURL L7

R

cegrer

HITS
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SPACE
CAPSULE

RN 322
¥ AR, CSCORE=",;8
THEN BOTO 3@
FEFEIRIRNEE
TR R STES -1
THEM SQTE 2aa
~ = : T
PACE CAPSULE is a simple 8@ LET C=IMT {I3iDaRmo)
version of the lander programs. 9@ FOoR 8= 7O gﬂ x
ill fi i 19@ PRINT BT ©,.8;" o
fmill o the upaxpaniad 2 o4 3118 IF IemSvsscEl THEM SOTS oS00
and, when run, displays a space ship 1532 MEXT B
being launched at the bottom of the 139 GoToe 13
screen. 288 PRINT RT C.B8.” i
218 FOR E=C_T8 28
< 228 PRINT RT £.,833%1;“R”
It rises to the top and then falls 238 PRINY AT £,8:%;7 ~
y . As it does so, th = 248 NEXT &
back to garth As it does 5o, the land 545 PRIMT AT =%,8+1; "~
ing pad is moving and the player has S4B IF EiB: =1 THEM BOT0 SOe
to manoeuvre the craft to land on it. 247 LET EiB) =1
If after a few attempts you find that 258 LET G=G+1 A ;
too simple, delete line 100 and it 523 éSTS=ig AR Rt e
becomesalmost impossible. 388 CLS
_318@ PRINT TRE 2; "YOu CRASHED oM
The graphics are. in line 50 the "@2@ PRINT TRE 7; "ANDTHER 20 PRE
graphic shifted 3, two inverse spaces 55 N.oL™
and graphic shifted 4; and in line 60 Basa PRINT TRE 12;"vOU LANDED *;
E:rl;llfled Tand Y andllwn_ shifted Hs. S40 INPUT I3
ey are repeated in lines 60 and 35@ IF Is<y " THEM STOR
170. It was sent by Colin Healey, of 36@ CLS
Workington, Cumbria. 37@ RUN

SINCLAIR PROGRAMS September/Qctober 1982



ATTERN MAKER is an early
Pexample of what will surely
become a very common type of
program for the Spectrum. It is a
method of generating abstract

colour patterns under the control of

the cursor keys, producing the kind
of patterns which might once have
been called psychedelic.

Read it, run it, change it. [t was
submitted by M ] Levers of Barn-

wood, Gloucester.

INFLUT

IF b« D
IF p4@ OF
IF i1+® OR i

CRLLdErT
=

RICK CATCHER is a smash- game ends and the enraged owner
Bing game. You are protecting a emerges, clutching his head.

greenhouse at the bottom of the A neat game for the 1K ZX-81 sent
screen from the destructive atten- by Grahame Chidwick of Grimsby.

tions of some Dennis the Menace Graphicnotes:
figure. He is hurling bricks at your 210—Graphic 7; graphic Y, space,

charge and it is your unfortunate graphicT;graphicA.

duty to catch them. 505—Graphic T, O, graphic Y:
You can move by means of the graphic 2, inverse space, graphic 1;

cursor keys 5 and 8 but if you fail to inverse space; graphic T, space,

stop one of these projectiles, the graphicY.

CIAT UL

" LET u=bei

IF IS0 THEW COTO 468
SRND £RHED

CLS
GOTO 158
AGs E.F T THER GOTD S8@

4P5 LET M=iiel
118 SoTo 159 ?

580

5es 15,8
ig18 p S '15- I R -
SiZ BRiNT 2l erhe SuNER™
S5p PRINT AT 18.1E; “GANE_DUEW
E6p PRINT AT 1Z.13; “SCORE="il
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LPHABETICAL SORTING isa
Aneal routine for sorting A$

into alphabetical order. Alter
the numbers in lines 9540 and 9770
according to the number of elements
in AS. For example, if you DIM A$
(100,15), the number in those lines
should be 100,

Michael Horton of St Edmond’s
Junior School, Canterbury, who sent
the program, says that it is the fastest
sort of which he knows for the
ZX-81.

46

ALPHABETICAL

AN

OO H WS

\...ETR 1

SORTING

b=
IF E'{-(-FH-N TREMN GOTD SEED
LET A=ReSGN &
3 GOTO ’355
LET

ZWIDWIE0 Z B0 e 0w ROEOYYOY

WO

R i R B el T TS T R E T e

U o
=]

[ IO B EN BN B Py
&g
Lalelaletolol

FIE**R ?.
3 LET INT
]'.E NOT ‘F THEN GUTD STE0

LET E=R+F
IF RELA »REIEY THREN GOTD ST

g A UOENES0]

s
21006
&
b
(v}

or F=% TG i0o
SCRO

PRINT SRS F
NEX

PETURN
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LAS
<ANNO

ER

98 PRINT A7 ¥.9
128 AT X, 7iMx
1

IF INEEY§="7"
IF INHEY §="6"
 IF INKEY §="'E"
IF INKEY&:"E™
LET “r' :‘f’ -1.5
IF ¢ THEN LET
i?86 IF G=$ THE?-&
188 IF Y= GOTo
IF IN%-.E"# S— g“ S
S

GOTO S0
PRINT “DESTROVED™
TOE

ST A

s oHEE
IF J<B THEW GﬂTfﬁE

nEREL SEETen

i@ LET A=

28 LET J=208

3@ LEY K=1i@

40 LET =8 o=

5@ LET X=INT (RND+IET €2

5@ LET A=fel

7@ IF R=21 THEWN SOTD ZE8
8@ LET Y=38

I8 CHEE

pA=2o)
el

H=X &nND ™

Y
PRINT A7 N, Y +i:CRR% 169

aed

L ET H=h-—
THEN LET W=
THEM PRINT AT
FEEFFFEEEEEEEREREEEED
THEN LET

K+

Jd=a3—-
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E DO NOT often print

Space Invaders games but

because this is so neat and
because if fits on to a 1K machine we
decided to give the old routine
another airing.

“A fleet of 20 "X’ ships is attacking
you,” writes C | Barnatt of
Worcester. “You must destroy at
least 15 of them or be destroyed.”

The cursor arrows move you up
and down and the 8 fires your laser
Every time you move or fire you use
one fuel unit out of 200. If you
destroy all the ‘X' ships, the amount
of fuel remaining is displayed.




LG

PRINYT “EMTER QM{!{R!T F.‘EL"EX’?R
BLE IN X “LSHE-ER\ ¥ YESRS
1S INPUT
28 PF{XH?
25 PRINMT ~g£*.
38 PRINT
5"35 FPRINT “EMTER MUMBER OF YERR
5 42 INPUT v
OLLOWING our program for 45 PRINT -
Compound Interest in the July/ gg ggg::g 3
. August issue, we are proud and PRINT “ENTER RAWTE OF INTERE
privileged to present a method of ST pER ANMLET
calculating Discounting—i.e., com- &5 gg?}:; S
R & &
poundlnglnreversg. 25 PRINT R
The program will tell you how a@& CL=
much to invest to earn a given ga LET Pu=isl. w:a-»nq:tﬂ&;é;iaw
i i i i PRIMNT “"BIUENM " T
Shugnfin doorieiepesiod Stay with OF  EMTEREST PERRMMS, THE FRESEHT
Sinclair Programs and you will UALUE OF €7,84; ~ IH ~v;” YEARS
always have money to invest. I5 2" P
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r I VHIS IS short game to test your
eyesight. The aim is to have a
row of As along the bottom of

the screen. To do it you press key 6 to
stop the As as they come from either
side and then fall to the bottom of
the screen. If they hit another A on
the bottom the game ends.

A Lander was sent by Gavin
Cheshire, of Leighton Buzzard,
Bedfordshire. It will fit in the
unexpanded ZX-81.

4T
{RNDEZY +1

100 IF C l.Er THEH LET D=8
1i@ B THEMN Fe=F-%
igg IF D=2 THEN LET F=Fd

LS
lldﬂ IF INKEY&="S" THEN LET B=E-
liSG IF INREY®=“5" THEN LET E=E+

&

160 o -
JiTe E PLUTRE B vl
380 LET CaGel

égg IF C=19 AND B=A+i THEN GOTO
209 IF C=20 THEM GOTO 250

21T GOTO t5)

538 PRINT @,

23 "PRESS NsL FOR BNOTRER GO
230 INPUT

240 RU

228 ERInNT a7 10, 10, - SmEmmeEs ;AT
@,3; "PRESS MsL FC/F( F(HQ?HE : GO
280 INPUT &%

278 RUN
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S REM Set uUP UOUr omwn colours
here
i@ FOR g9=1 T4 161 STEF =2
=g ¥F 3
Ai=ERsCO5 &
A2=10£5IN ¢
LB&LOE L
EB£SIN L
GO 5 1iE
So SUE 180 REM un
LET d=B: &4 SUE 118

dram warticails
INVERSE 4 12731 .60+a3Z

B
éﬁUERSE 4;187+al-a4d , 650

BREM
8 FLOT
: DRAW 3,
168 PLOT
+az2+as:

170 PLOT INVEREE d:1B7-34.60+a%
: DRAW @, 58

dras _boaLtom ov fop
INVERSE zZ;al.a2:. DRAW

INVERSE d; -ad.3a5: DAl INVERSE

iZal,-32: DRAW INUVERSE 4;ad,-as
218 RETURN

-3

UBE ROTATE is an interesting
Caltempl at producing three

dimensional moving graphics
for the Spectrum. The shape display-
ed is simple—a cube—and is shown
apparently rotating by being first
drawn, then re-drawn in the back-
ground colour, and finally drawn
again in a fresh position.

The composer of the program is D
Noonan of London N.19, and he
believes that the principles involved
are not really suitable for more com-
plicated shapes but says he is very
interested in any improvements
which might be made to the pro-
gram. Soare we.

LUBE

What is the best way to guarantee that you
never become bored with your Sinclair
computer?

The answer is to subscribe to Sinclair User,
written specifically for owners of ZX-80s,
ZX-81s and Spectrums. Sinclair User is the
latest montly from ECC Publications —

COMPUTER?, and Computer & Video |
Games. Whether you bought your system |
yesterday or are an old hand, you are probably
an enthusiast for your machine ad your biggest l
problem is likely to be obtaining all the |
information to satisfy your interest. Sinclair |
User is devoted to quenching your thirst for |
information. |
As the name suggests, the content is geared
specifically to helping you, the user. There are
pages of information on available hardware I
and software. Our aim is to make Sinclair

User invaluable and we chronicle applications
which are of special interest.

-
pioneers of Practical Computing, WHICH |

Make sure you
get it each month

Can you continue to obtain the most from
your Sinclair without reading Sinclair User
every month? So why not fill the subscription
order form today? Send it to Sinclair User,
ECC Publications, 30-31 Islington Green,
London N1 8BJ.

Overseas rates: Europe £18, Outside Europe £24 (Including air-mail posage) Cheques should
be made payable to EEC Publications.

Subscription Order Form

I wish to start a subscription to Sinclair User. |
understand that [ may cancel my subscription at any time
and you will refund the balance.

U lenclose a cheque for £9 for 12 issues (U.K. only —
including postage).

O Please charge my credit card.
Card Name

Address

No.

Signed.
Date

—_—_———————— g

I
|
|
|
|
|
|
I
I
I
|
|
I

—————————————— e =]
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THE ZX BOOK CLUB

DUE SEPTEMBER 1982
written by the man who helped write
the documentation for the ZX Spectrum:-

LEARNING TO USE only
THE ZX SPECTRUM

COMPUTER £5 ” 95
by Robin Bradbeer. 100 pages fully illustrated.

This book has been written specially to help new and prospective
SIMp, owners of the ZX Spectrum to easily understand the operation and
b éﬁ,}}}"ﬁomc full capabilities of this amazing new microcomputer.

— FOR 1 E?Bl *  Provides clear descriptions of the hardware and functions,
; Pputers describing use of the new keyboard, command keys and editing
facilities.

*  Explains simple programming using Sinclair BASIC.

Describes graphics and colour facilities in detail.

Includes many programs, including animation.

Appendices cover technical details and a glossary

ALSO DUE SEPTEMBER 1982 — and also by Robin Bradbeer:—
LEARNING TO USE THE  only

Eﬂ)gosb?n gglMef%I;EgRes fully illustrated. £5 [ 9 5

In the same series as the Learning to Use the ZX Spectrum, this new
book follows the same format, style and content and will prove an
invaluable guide for new {and experienced!) ZX81 owners.

Other bestselling titles:—

Byteing Deeper into Your ZX81 by Mark Harrison

20 Simple Electronic Projects for the ZX81 by
Stephen Adams

Mastering Machine Code on your ZX81 by Toni Baker
The ZX81 Pocket Book by Trevor Toms

READ-OUT PUBLISHING COMPANY LTD
8 Camp Road, Farnborough, Hampshire, GU24 6EW Telephone: 0252 510331/2 Telex 858001 GOWER G

R N R e SR P IR N e e W O e o
READ-OUT PUBLISHING COMPANY LTD [ _

O] fies of
8 CAMP ROAD, FARNBOROUGH, HAMPSHIRE GU24 6EW. L El'::s? "’Sl:“b':x:"z‘;fs'“i;m
24 hour answering service. Telephone: 0252 510331/2 Ll -ermng posian

(@ £5.95
Namge— - == = = = [] Learning to Use the ZX81 @ £5.95
Address 2. > [] Please send me copyl/ies of
| Byteing Deeper into Your ZX81
(@ £6.45

R []20 Simple Electronic Projects for
Make cheques payable to Read-Out Publishing Company Ltd. =

the ZXB1(@ £7.45
I enclose my :hen_ue_m_rf.__.._.: c - N (T N []Mastering Machine Code on Your
Please debit my Access [ sl

Signed —| []The 2X81 Pocket Book (@ £6.95
Mumbe[ . - [ T [ [T[SISEEENTEL T e -

r---

L



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. Thisis 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 not lose memory atall. As you may know some makes go down
te 11K after being on for a while.

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

KAYDE FLEXIBLE RIBBON CONN ECTOR
Stops movement of RAM PACK and other accessories
(Not needed with a KAYDE RAMPACK) "'° "4

KAYDE 4K GRAPHICS BOARD

The KAYDE Graphics Board is probably our bast accessory yet. It fits nearly inside your ZX81. It comes
complete with a pre-programmed 2K Graphics ROM. This will give nearly 450 extra graphics and with there
inverse makes a total of over nine hundred

The KA YDE Graphics Board has facilities for either 2K or RAM (for user definable graphics) 4K of ROM or £2 9
our 4K Tool Kit Chips that will be available shortly. All the graphics are completely software controlled, i 5
therefore they can be written into your programmes. Here are a few examples: A full set of space c var

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
Interface. &G

3D/3D Labyrinth. A Cubit Maze that has corridors which may go left, right, up, down,
Peckmen (the latest additionin 81 games).
WHY WAIT TO PAY MORE
FAST IMMEDIATE DELIVERY
Post to:
Dept SU |
Kayde Electronic Systems Ltd |
The Conge I
Great Yarmouth lenclose £
Norfolk NR30 1P.J Name :
|
|
|

Tel: 0493 57867 (Dept SU) | Address

Don’t Forget you can always order |

on the telephone with your credit card

Al preducts include VAT are fully | Please add £1.50 P/ P for all hardware and 50p for all software.
built and tested and come with a Please make cheques payable to Kayde Flectronic Systems Ltd
COMPLETE MONEY BACK GUARANTEE ke —————




