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30 PROGRAM OF THE 48 JUMBLE WORDS 
MONTH SPACE SUPPLIES 

ZX-81 49 SPEED TRAP 
9 ATTACKED IN 52 MOLE SEARCH 

SPACE 53 PARANOID 
11 ANAGRAMS SPECTRUM 
14 HEAVENS ABOVE 8 SIMON SAYS 

BASE 10 DODGEM 
19 PILOT 13 ROMEO 

CODES 15 BRICKY 
22 CROSSWORD 20 BLASTER 
23 LE MANS 24 ESP 
25 KNIGHTS FOUR 26 BEETLE RUN 
27 DOORS 27 ROLLO VER 
28 CASTLES 30 SPECTRAL PIANO 
29 DELETE THE DOTS 33 LETHAL 
32 LINE FOUR LANDSCAPE 
34 DARTS 36 BEAT T HE 
35 YAHTZEE BARRAGE 
38 MEMORY 37 SEA LANDING 

40 
47 

PROGRAM 39 MOONSHOT 
PLANK S 50 INDEX PRINTER 
MATRIX 51 GOLD 
DEPLOYMENT 53 INVERTER 

STRATEGY 

To help with entering graphics charact ers we have adopted a system 
of writing the characters for the ZX- 81 . We indicate inverse 
chanmers by the letter i and graphics by g, so that an inverse letter W 
is shown as iW and the graphics character on key 6 is denoted by g6 . 

Spaces are shown by sp and inverse spaces arc isp. If some occur 
1ogethcr, for instance a row of six spaces, they arc shown by 6*sp and 
where there is a combina1ion of characters each one is divided by a 
colon, 1hus sp: isp:6 *g6 mean s a space followed by an inverse spaet 
and then six characters on the 6 key. 

Whe re whole words are written in inverse lett ers they app ear in the 
listings as lower-case letters. 

In the Spectrum listings the characters are shown as 1hcy appear in a 
game with instructions included in 1hc accompanying text. 



ZX KEYBOARD FOR USE WITH /81 SPECTRUM 
Our nevv cased keyboard has 52 keys. 12 of these are used fey the numenc pact The numeric pad otrers some useful features. you can cursor wJth 

one handandit\MJI be a boon fO< anyone who enters a IOCof numencdata. The pad 1sa repeat of the I ·9 keys plus it hasafulstopanda shift key The 
nurneoc pad keys are cOIOured n red. the normal keyboard keys ate grey. with the case belrlg black wh,ch makes the whole thing ve<y attractive . The 
case measures 15 x 9 x 2Yz. The computer (either 8J/SJ or spectrum) frts nearly ,nsiae. You w,11 have to remove the computer from 1tsongJna/ case. 11: is 
then screvved to the base of the case. The case had aM the bOsses alrea<fy' fitted ana the 5Crevv holes are marked. Also fitted tnSlde the case is a motner 
board f81 modelonlyjwh1ChalkJws 16K. 32Kand64K tobefrtted,n the case. An theconnea10nsareattherearofthecase1.e. PO\Ner, Mte, Ear. TV 
and theexpanSICrl fX)(t. Thecase1slargeenough foro(her add ons also 
to be lined"'"""- One or these could be the powe, supply. then you 
couk:1 very quicldy l'it a mains switch, a a sw itch on the 9V line. This 
means you have a very smart seff<onta1ned urnt This case does not 
stop you from using any other add<ns that you may have e.g. Printer 
ere. We are convinced thar th,s is the best keyboard available at 
l)(e'Sent. It offers ITIOfe keys and features than any other keybOard nits 
pncerange. 

NOTE 
The case can be purchased separately \Mth the keyt>oard apenure 

uncut. so I you have one of our ea,ty uncased keybOarcls. Of 111 fact any 
other suppl!ffi' keyt,oards. these could be fitted The keyt,oard os 
connected to youf COOl)Utef by a nbbon cable and this has connectoo 
fitted whrch simply push rnto the Sllldalf connectors. Jt ,s a simple tw0 
mnuce jOb and requ,res no eiearon1C s.k:lfls. This keyboard does not 
need any SOldenng. Please specify on order whether you requre the ZX 
81 orSpearumcase. 

SPECTRUM MODEL 
Thrs 1s suppbed With spectrum legends. and a slightly different base 

tor firtJng the spearum n Slde. again an the conneccoo are at the rear of 
the case and there os plenty ot room fo, the powe, supply (and other 
add<r1sJ. ShouJcl you want to change. we can suppfy bOth the 
Spectrum legends and details of updaong your case wh1Ch will enable 
mod'kaoon from the zx 81 to spectrum. PLEASE specify on your order 
wtie!heryourequretheZX81 o,spearumcase. 

['.) 0 ~~~~ 
Inte rnal fix ing tor 
ZX 81 keyboard case. 

Internal fixing tor 
spect rum keyboard 
case. 

SPECTRUM LIGHT PEN 

The pen enables 
you to produce high 
resotunon draw,ngs 
on your ovvn telev1· 
soo set. saving a vast 
amount d ttme over 
using baSIC program­
ming sratements. such 
as PIO!. Draw etc. You 
can erase. mo:1(y and 
save drawings and rt 
comes complete with 
software program. 
The supert> lght pen IS 
availab'e from D.K. 
lfOr'llCS. 

16K Memory Exp 
The 16K uses 4116 C 
Static Ram and occt 
us,ng the Sr.atJC Rar 
Speed IOw power R. 
the computer. AH I 
whrch comes to yo 
where . Posrtt0n in I 

64K M emory Exp 
All the abOve 1nfon 
advantage lies tn th 
56K of usable mem 
the use of other adi 
8192-65536. The81< 
Spectrum Memo ,: 
UpgradeyourSpect 
It IS simply :slipped ,r 
are supplied. and rr 
time. The fimng req 
same as Sinclair's u1 
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SPECTRUM/81 TOOLKIT 
This is the tOOklt which won acclaim 1n the feature 1n the August 

1982 ,ssue !pages 29 and 30J of ~ncla,r Use< ... , ,s the most ,mpre= 
J)fogram. fast 1n execution with clear and ful 1n:structJOns .. .1c stands oot 
from the rest of the field." The ZXED is a powerful edrtor for use on the 
expande<l ZX81. It" 1ntende<l fc, use by the senous BASIC programmer 
and otters several useful and tJme saw-.g features most helpful during all 
stages of program development. The fac<,toes provided are as fORows: 
ALTER. BYTES. COPY. DELETE. FIND. HELF. INSERT. KEEP. MOVE. 
RENUMBER AND VERIFY. The Spectrum Toolklt conr.,,m most of the 
features abOve plus autoline numberer and append. and wdl run n the 

16K and 481< spectrum. 

nslon £22 .95 

Both at 
only£6 .95 

FLEXIBLE 
RIBBON 
CONNECTOR 

rt you have ever had whiteouts 
or system crashes thrs could be 
the answer. It stops the move­
ment between the c001)Uter and 
the RJ'\M expanSIOn. 1r rs supplied 
w<h a riooon. 6 onches long. wllh 
a male connectOI' at one end and 
a female at the other. at only 

mamK Ram Chips. We use rhe dynamic as they are much denser than 
"JY less space_ They are also much cheaper than the equivalent product 
The Ram is manufactured wrth high quality matenals. and uses high 

ns. It is suppfled reacty-bullt and only needs robe plugged into the rear or 
1e components are fitted rnto holders. This masSJVe add-on memory 
fully assembled and tested rs the cheapest I 6K memory ava1labJe any­
emo,y from 16384 to 32768. !Same as the ~~~la(~~~~6J £ !

9
_
95 

nslon £52 .95 
aoon on the 16K also applies to the 64K Memory Expanst0n. but the 
64K 91v1ng nearly FOUR times the memory. This advanced mcx:I~ has 
y. In add1tron. the block from SK to 16K can be switched out to enable 
ons . The graph,cs ROM 1s to be used 1n this area. Pos,tlQn 1n Memory: 
:k From 8192·16384 ,s swnchable. 64K (UNCASEDJ £49.95 
Exp ans ion MK1 £35.00. MKII £30.00. 
Jm to 48K of user Ram. The Spectrum memory expans~ is simple rof,t. 
ide the case. and then only requtres plugging rn. Full f1tung ,nsrrucoons 
· only tOOI you wrll need is a screvvdnver and Just two minutes of your 
ires no electronic skills. Pos,tiOn in memory from 32768 t"'65536 . fThe 
iracle to 48KJ. 

4K GRAPHICS ROM £24.95 
The DK Graphrc mcx:lule rs our latest zx 81 accessory. This module 

unlike most other accessories fits neatly ins,ae your computer under the 
keytx>ard. The module comes ready buft. fully te~ed and complete 
with a 4K graphic ROM. Thrs WJH give you an unbelievable 448 extra 
pre-prograrrmed graphK:s. your normal gaphrc set contains onty 64 
This means that you novv have 512 graph1Cs and with the1r inverse 
1024. This now turns the 81 into a very powerful ccrnpurer with a 
graphic set rarety found on larger more expens,ve machines. In the 
ROM are lowef case letters. bombs. bulels. rockets. tanks. a complete 
set: ot invaders gaphics and that only accounts tor abOut SO of them. 
lhefe are still about 400 left {that may give you an rdea as to the scope of 
thenewROMJ. Ho\.-vever. themoduledOesnot finish there. 1talsohasa 
spare holcler on the board wh,ch Will accept a further 4K of ROMIRAM 
This holdef can be fm:ed with a IK/2K/R.AM and can be uSed for Usef 
definabje graphics so you can create your own custom charac{er sets. 

WHYWAIT7 
ORDER TODAY FOR FAST DELIVERY 

r,; ~;;;t~~ .~~mtn'IOf)'Wt.~i!f>dpl cKt wntnao«ing 1 
I Pleasesendme ...... ...... ... @ £. · .. · .. ·.. I 

Please send me.. . .. .. .. . @ £.. I 
Please send me . . @ £. 

~~:=,~~~~~~:r~~abletoDKTronutotalE . . . . . . . . . I 
Ofdebi tm yAccess/8arclaycard ( I I I I I I I I I I I I I I I 11 

':z~ , 
I 

Send to DK tronic:s, Unrt 2. Shire Hill Ind Est Saffron Walden . I 
Essex CBI 1 3AO. Tel: (0799J 26350 (24 hrsJ 5 lines. 

(l(fi'011k-s-- : 
. ... 

__ _J 



El/t@li!&rl 
~ID HORROR ADVENTURE GAME! 

Fot the 16K ZX81 or with co lour and sound for tha 48K 
SPECTRUM, a superb 30 graphics adventure gamel Ent er 
Dracula's tomb at 30 minutes to sunset . . , wander through the 
tomb's pre-mapped 300 vaults in search of the fabled Vamp ire' s 
Treasure ... pick up valuab le silver stakes and use them to defend 
yourself ogainst the lurk ing horrors ... ghouls, zombies, pits of 
primaeval slime .. . See them all on the computer ' s plan of the tomb . 
. . wh en it will let you l Tak e a chance on a Mystery Vault . , , if you 
dare! And all the time the minutes are ticking by to sunset . . . when 
Dracul a rises from his coffin and comes after yo u l Each of the 
inf ini te levels of the tomb has its own 300 vau lts ... go as deep as 
you like, the Prince of Darkness will seek you out in his blood-lust l 
WARNING : peop le of an axce ptlon ally nervous disposition 
should play this game only during tha hour s of daylight! Special 
facility lets you save a game in progress onto tape so you can 
continue it whenever you choose. 

For ZX81 with 16K RAM ..•.••..•.......••... . ...••. • £3,95 
For 48K SP ECT RUM ... ...... ....... .. . ................ £4.95 

Price includes ready -to-load cassette with library case imd inlay, fu ll 
instructions, postage and packing. Ord er tod ay! Money refunded if 
not del ighted ! 

Send cash, P .0. or cheque to : 

FELIX SOFTWARE (DEPT. SP2) 

19 Leigh ton Avenue, Pinner, HA5 3BW. 

::::u, 1U !!l 

UJL 

SPECTRUM COMPILER 
For both 16K and 48K 

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

Handles nearly all BASIC commands. Some of the 
features unique to this compiler are: 
1. Noise generator (explosions, gunshots ) 
2. M ini sprite graphics 
3. Selected Screen Scro lling 
4. Special BEEP commands 
5. Special INPUT statement and normal INPUT 
statement 
6. Fill the screen with current attributes, and 
many more, too numerous to mention 

All this for only £7.99 both ve rsions 

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

Send PO/ Cheque payable to: 
WYE VALLEY SOFTWARE, 

PARTON HOUSE, KINNERSLEY, 
HEREFORDSHIRE 

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

ZUCK MAN 
ZX81 (16K) 

*ALL MACHINE CODE 
110Kl 

*FOUR INDEPENDENT 
GHOSTS 

• HIGH-SCORE 'HALL 
OF FAME' 

• AUTHENTIC ARCADE 
ACTION 

'TITLE /DISPLAY 
MODE 

ONLY £5.95 INC. P&P 

Tel: (0793) 724317 Trade enquiries welcome 

Export Orders: Please add £1 .00 per tape airmail 

FROGGY 
ZX81 (16K) 

•MOVING CARS, 
LOGS, TURTLES 

•ALLIGATORS , 
DIVING TURTLES 

•FOUR 'SCREENS' OF 
ACTION 

*ALL ARCADE 
FEATURES 

*ENTIRELY MACHINE 
CODE 

ONLY £5.95 INC. P&P 

~~ ZX Spectrum -t~~ 
~ FROGGV 16K or 48K ~ 
SPECTRUM VERSION OF 
ARCADE GAME WITH FULL ARCADE 
FEATURES: 

• Fa~s Hi·Res Cotoo, G,~ 
• A urhefltie Sound Elle,c:ts + 3 Tune s 
• 3 ·0 Lo9s, Sw,fl'lring & Diving 

Turti.s 
• 3 Lanes of Mult1-colou1ed vehickt1 
• On-seteen Score, Hi·Scof•, Time-bar 
• Snake, A Higators lnd Baby F,og 
• 'Top 5' High·Sc:ore lnit .als tebkt 
• Oemonstiation Game ,ou tiM 

V04Jr home·sict 1,og mus t leap e<:rou • 
busy main ,oad. lhen onto logs 1nd 
turtle s in the river to inch sa few of 
1he ,ivef- benk hog -homes . THIS 
M ACHINE-CODE GA M E MU ST BE 
SEEN TO BE BEL!EVEDII 

ONLY £5.95 INC. P & P 

SINCLAIR PROGRM 1S June l98J 



one cassette reaches 
thousands of enthusiasts. 

Micronet 800 is a powerful new service that 
opens up a whole new world of opportunities for 
microcomputer users. 

When this huge database was launched just a few 
months ago, it attracted thousands of enquiries from 
home computer enthusiasts who could see the huge 
new vistas when you link microcomputers with 
Micronet 800 ... an 'Aladdin's Cave' of hundreds of 
games programs which can be downloaded to 
individual machines ... hundreds of thousands of pages 
of news, reviews, product data and prices from the 
computer world and from Prestel ... and an electronic 
mail-box for exchanging messages and ideas with other 
users right across the country. 

All this for around a modest 15p a day. Subscribers 
are linked by telephone through a modem, making it 
the fastest and most direct means of selling your games 
software downline to machines like the BBC Micro, 
ZX Spectrum, ZX81, Apple II, Tandy TRS80 and PET. 

SINCLAfR PROGRAMS Jun~ 1983 

Make a name for yourself in games software. 
Send your disk or cassette, together with the coupon to 
Micronet 800 at the address below.• ~ will validate 
the program, and let you know what Y.Ql! stand to gain 
from Micronet 800. 

m Jllicronet800 

m et ~~::i n~use 
BOO Pete.bo,o ugh PE2 OUW 

r------ - ---------, 
I ~~:;;:., I 
I I 
I Tel: I 

Name of Program------ ----- - -
I Type of Program Type of Jllicro I 
I Q Please tick box if you are interested in I 
L.: _ ~co.=: ~\j:o: ~ :b:_n::_r. ____ _!6 _J 
'\X~annotnm1maissc: ttc:s0fd1~bunk»1~tamr,tdadd~~~c:n\~ l~ 1sc:MIO!.NI 
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S[MON is based on the popular 
electronic game. It produces ran· 
dom collections of colours and 

sounds for the player to repeat. A block 
of colour appears on the screen with the 
colour number and a corresponding 
tone. Type -in lhe numbers which the 
computer has produced, rememb ering 
to type 1ENTER' between each one. 
The amount of numbers to be remem­
bered and repeated rises steadily from I 
to 30. 

The program was written for the l 6K 
Spectrum by D Rushton and J Jones of 
Biggin Hill, Kent. 

SIMON SAYS 
2 PAPER 7: BORDER~: INK 2· 
3 PRINT AT .1,1;" © .JtJStin Jon 

es Productions" 
5 PRINT A T 3,1; .. © Darren Aus hto~ ~;;~~¥Cil-}O~S~; .. ______ _ 

7 PRINT AT 5 ~ .; ·· -------

6 PRINT AT 9,1 ; ••,t.-1,* SIHON SX HO 
N SIHON SI HON SIHON SI MON SIHON 
SIHON SI HON SIMON SINON SIMO N SI 
HOM SI HON SIHON ,t.* *" : PAU SE 100 

10 OIH r t3 0): DIN a(3 0) 
1S PAPER 7: INK 0: BORDER 7: C 

!..5 
20 FOR i=1 TO 30: LET r(il=INT 

(RNO+B) : N EXT i 
~0 FOR n:1 TO 30 

. 4-.'8- XNPUT ··press•ENTER f- When*YOU 
~are .. read y•·; LI NE z$ 

S 0 ' FOR c:=-1 TO n 
50 .• ~ Cr>=r(c) : so SUB 30 0 
'80 CLS: NEXT c 
~ e FOR C= 1 TO n 

100 :t.NPUT ("'U hat ~w a s*COl.OU/",f.OUM ber .. ~· ; c; .. ? .. ,; a 1cJ 
110 J:F a Cc J < > .I:NT a t c J OR a ( c ) < 0 

T HEN XNPUT "Be twe.e.n *"0*"&-i-7 . ~.f-Re­
e nte r: ··;a <cl: GO TO 110 

120 LET cn= a (c): GO SUB 300 
2~~ 0 G5FT~(i~~)r (c) THEN SEEP 2,-

1 40 NEXT c 
150 INPUT t ' " Y ou've done*" ;n; "* 

correctlY** ***** .. *( CJ 1-t o * con ti nu 
a •or§ (SJ • to+stop?(C/S) " ); L INE z 
$ : YF ZS= "S" THEN STOP 

16 0 NEXT n 
l.70 PR:INT AT 15 , 0 ; "We\ \ f,d One,t.:i,Y 

ou·ve *bea ten*ae." ;¥-!::: f.R.INT RT .16, 0 ; "T h e c1-seq uence 

167 PALISE 150 
190 IF n >30 THEN LET n=30 
2 00 FOR 1 = 1 TO n: PR INT BRIGHT 

1; P APER r{i.\; I NK 9;rriJi: BEEP 
0. 5, r f i > *-5 -2 0 : NEXT i 
2 10 STOP 
300 F OR i=6 TO 9 : PRINT AT i ,11 

; BR:IGHT l; PAPER en;"* *** ": NE X 
T i 

305 P LO T 66, 1 27: DRAIJ 0, -3.1 : DR 
RU 31,0: DRAW 0 ~3 .1: DAAW -31~0 

310 PRINT AT 6 1 14 ; INK 9 ;c n: BE 
EP i~cn:l-5-20 

320 RETURN 

SINCLAIR PROGRAMS Jurie 1983 



ATTACKED 
I N LONE ORBIT over Earth, you Ci 

are suddenly surrounded by the jPJ S;J>A E 
invading Virgulons. You throw 

yourself fearlessly forward, derermined 
to die defending all that is dearest. 

The alien hordes will attempt to ram 
you until your force shield is destroyed 
but you are equipped with Eanh's latest 
weapon, the deadly destabiliser ray. 
Manoeuvre left with S, right with 8, 
and fire with Z. 

Attacked in Space was sent by S 
McElroy of Wolverhampton, West 
Midlands. 

Lower-case letters in brackets are 
graphics instructions. (1KZX·81). 

10 LET P~5 
15 POKE 16418,14 
20 LET D"'P- P 
25 LET T=D 
50 LET p .. p+( INKEY$="M")-(I NKEY 

S= 11N11
) 

52 IF INKEY$="Z" THEN GOTO 200 
53 LET TzT+(PzP) 
55 SCROLL 
56 IF P<P- P THEN LET P=P-P 
57 IF P>8 THEN LET P=P-P 
60 PRINT AT P- P, P; 
70 IF T=100 OR PEEK <PEEK 1639 

B+PEEK 16499:t:256 )~CODE "( i r,verse 
QUOTATION MARK ) " THEN GOTO 300 

80 PRINT "( i·nvers-.e V)" 
85 PRINT AT 9, RNC•:t.8; "(inverse 

QUOTATION MARK)" 
90 GOTO 50 

200 FOR X=l TO 9 
210 PRINT AT X,P; 
220 LET t~~PEEK ( PEEK 16398+PEEK 
16399:t.256) 
230 PRINT "." 
240 IF N~CODE "<inverse QUOTATI 

ON MARK)" THEN GOTO 270 
250 NEXT X 
255 LET o~c,-x 
260 GOTO 50 
270 LET DaD+X 
280 GOTO 50 
300 PRINT AT 5,0;"(three INVERS 

E SPACES ) " ; D; "< thr-.e-.e INVERSE SPA 
CES)" 

305 PRINT 
310 PAUSE 4E4 
320 CLS 
330 RUN 

SINCLAIR PROGRAMS June 1983 



D ODGE the coloured squares 
and avoid crossing your own 
trail. A familiar game but ex­

tremely well-written. Colourful graph­
ics and fast-moving characters are all 

packed into around 2K of memory. The 
speed is so fast that on its highest level 
it defeated its author. 

programs for the 16K or 48K Spectrum 
which were written by P D Loach of 
Hadleigh, Suffolk. Try this program-it 
is very impressive. 

10 

It is one of a batch of excellent 

5 LET :, s ::,65: GO 5LIB 2000 
10 INK 0: PAPER 6: BORDER 1: C 

_5 : INPUT "DIFFICULT Y {1 TO 6-E 
115I EST ) "' 'd: I F d<1 OR d>6 OR d >I 
~T d THEN BEEP 110: GO TO 10 

2 0 LET t =0: LET l=S: LET q:d+S 
: LET d=d/10 0: FOR f:0 TO 31: PA 
INT AT 0,f; INK 3;" . " ;AT 21,f; " . 

·: 0.; ~--· ! ~~~ f :~~~ ••• f:! INT INK 3; AT f 
30 NEXT f: FOR f:1 TO 45 : PRIN 

T PAPER RND*3T1 ; AT RND*19+1JRND:t-
29+1; ·· ··: NEXT f: PRINT PAPER 3; 

I NK ?;AT 0,16;"'HIGH ··;hs 
40 BEEP 1,0: LET 3=1: L ET b-0: 

LET x=1 S: LET Y=~~: F~~ ~E~TT~ 
1350PE~T i ~;:r:.K~~$: l'F i ~) ::4-"' f:,N 
C i$< .. 9'" THEN ~ET •• a;:tiS:=c 6 .. >;:(1$ 
z: ··? .. > ; LET b z t 1 $ = 8 ) - ( 1 $:;;; S ) : 
BEEP .005 ,,X 

60 PRINT AT 0 ;0; INK 7; PAPER 
3; '"TINE "; t 

70 FOR f= 1 TO q; NE XT f 
90 BEEP d,X: LET t=t+1 : LET Y= 

~+a: LET x=x+b: LET C=ATTR Cy,X) 
: PR INT AT y,x; ""*";AT y - a,x - b; ... 
··: If- c =4-8 THE N GO TO S0 

100 L ET dLJ: . 005 : FOR f:1 TO 20: 
BEEP dU,f: L~ dU=dU+.003: NEXT 
f 

~;:;bET.;~Tl2i~e~R!~e~A~~R.r~kA; 
~ "LIVES ••; l : IF L THEN GO TO 100 

120 PRINT U0; FLASH 1; INK 2; P 
APER 6; ··vou ARE OUT OF L.IVES": :I 
F t>hs THEN PRINT AT 21,0; FLASH 

1.; PAPER :S; .INK 7; '"HIGH SCORE" : 
LET hS:t 
130 IF I"NKEY$ < > '"•· THEN GO TO 1.~ .. t~: l6 fSK~$= .... THEN GO TO 1 4-0 

1000 PRINT AT 21,16; FLASH 1; IN 
K 2; PAPER 6; "HR .,HR ! ··: FOR Y=1 
TO 20: PA.INT AT Y .• 1 ; PAPER a; I N 
K 0;TAB 31;: NEXT Y: FOR Y :1 TO 
~~PE~R~::!6*~T .. R~~*~i:.f ,~ ND:t29+1 ; 
1010 P~~N~

0
A~o2}£ll.5; PAPER 3;" 

2000 RESTORE : FOR f =USR · ·p" TO 
U.SR '"P"+7 : RERD a : POKE f.VAL (" 
BIN "+5TR$ a) : NEXT f: DATA 1101l' 
B.,a,111l00.,1011010,l0l~000,100~0 
0~a~0 
2010 BORDER 0: PAP ER 0· INK 6: C 
LS 
2020 PRI"NT TAB 9; "DODGEM S "' ''" Yo 
u t ~ ) •us t dodge your way thr 
ough the aaze,a,,oiding al l obs 
t actes & ~ou •u s tn •t cross you 
~ ~=~::::···· Nove usJng the curso 

5:30 IF INKEY $ < > •• " THEN GO TO 20 

2040 IF IN.KEY $= "" THEN GO TO 204 

" 2050 RETURN 
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10 PRINT "ENTER THE LENGTH OF 
THE LONGEST WORD" 

20 INPUT LEN 
30 PRINT "ENTER THE AMOUNT OF 

WORDS" 
40 U.PUT •JORDS 
50 PRINT "NO•J ENTER THE WORDS" 
55 PRINT "ENTER 1111 C"11 IF THEW 

ORD IS INCORRECT" 
60 DIM BS<WORDS,LEN) 
70 FOR Qa! TO WORDS 
75 PRINT AT 7 , 0i "•JORD "; Q 
80 INPUT 8$( Q) 
85 PRINT AT 8 , 15- ( INT <LEN/2)) 

J 8$( Q) 

90 IF 8$( Q, 1 TO 2 )="C " THEN G 
OTO 107 

100 NEXT Q 
101 PRINT "SET THE TAPE RECORDE 

R READY TO RECORD AND PRESS NEW 
LINE." 

102 INPUT !$ 
103 CLS 
104 SAVE "ANAGRAM$" 
105 GOTO 110 
107 LET Q=Q-1 
108 PRINT AT 7,5;Q 
109 GOTO 80 
110 LET C0Rn0 
111 FOR 8•1 TO 10 
115 FAST 
120 RA•lD 
130 CLS 
140 LET W• I NT < RNC•*WORDS )+ 1 
150 LET A$,.B$0J) 
160 FOR M~1 TO LEN AS 
170 IF A$01 )~" " THEN GOTO 190 
180 NE:~T M 
190 LET A$=A$(l TO M- 1 ) 
200 RAflD 
210 LET F$~"" 
220 DIM A<LEN AS) 
230 FOR N•! TO LEN A$ 
240 LET R•INT <RND*LEN A$)+1 
250 LET A< N )" R 
260 FOP c~t TON 
270 FORD~! TON 
280 IF C=D THEN GOTO 300 
290 IF A( C )~A< C• ) THEN GOTO 240 
300 NEXT C• 
310 NEXT C 
320 LET F$~F$+A$(R) 
330 IF A$~F$ THEN GOTO 230 
340 IF LEN A$=LEN FS THEN GOTO 

360 
350 NEXT N 
360 SLOW 
370 PRINT AT 0,11;"ANAGRAMS" 
380 PRHff TAB 11; "" 
:390 PRINT 
400 LET D$~"HERE IS ANAGRAM NO, 

"+STR$ B 

SINCLAIR PROGRAMS June 1983 

CHALLENGE YOURSELF and 
challenge your friends with the 
scrambled words produced by 

Anag ram . It will mix the letters in any 
words you enter and print them out in 
an unrecognisable form for you to guess 
the original word . 

The program for the 16K ZX-81 was 
written by S R Woodward of Leigh·on· 
Sea, Essex. 

405 PR I fff TAB 15- I NT ( LEN DS/2 ) 
·' C•$ 
406 PPINT , ., TAB ( 15-IN T ( LEN F$ 

/2));F $ 
410 LET GOES•INT <LEN F$/2) 
420 LET Z$~"" 
430 PPINT 
450 LET At,-1 
460 PRINT AT 8,0;"\'0U HAVE ";GO 

'ES;(" GOES" AND GOES<>!);( " GO'' 
AflD GOES-! ) ; " TO GUESS IT. 

470 FOR Q~! TO 5 
480 PRINT AT 8,9;" ";AT 8 ,9; GOE 

s 
485 NE:·n Q 

II 
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490 PRHH "L,JHAT DO YOU THINK TH 
E ";("FIRST "AND AN•l)1C"NEXT" 

At~D AN<>l ), "LETTER IS? " 
495 PRINT ,," OR DO YOU KNOW THE 
~JHOLE l•JORD?" 
500 IF A$~Z$ THEN GOTO 2000 
510 INPUT G$ 
531 IF LEN G$>1 AND G$MA$(AN TO 
LEN A$) THrn LET Z$mZ$+G$ 
532 IF LEN G$"1 AND G!li•A$CAN) T 

HEN LET ZScZ$+G$ 
535 IF G$•A$ THEN GOTO 2000 
540 IF G$()A$(AN TO LEN A$) AND 
G$< >A$( At·I ) THEN GOTO 600 
550 IF G$sA$(AN TO LEN A!li) OR G 

'li~A$C AN ) THEfl GOSUB 840 
556 IF Z$•A$ THEN GOTO 2000 
560 PRINT 
570 PRINT AT 16 , 3;A$(1 TO LENZ 

$ ) 

580 LET AN•AN+l 
590 GOTO 460 
600 FOR E~l TO 10 
61 0 PRI NT AT 19, 10; "L,JRONG" 
620 PRINT AT 19 , 10., "1aron9 " 
630 NE~:T E 
64£1 PRINT AT 19, 10;" 
650 LET GOES•GOES-1 
66 0 IF GOES-0 THEM GOTO 680 
670 GOTO 460 
680 FOR E•l TO 20 
690 flEr:T E 
700 CLS 
710 PRil4T "YOU HAVE FAILED ING 

LIESS ING",, TAB 11; "THE WORD. " 
7:20 PRHH 
730 PRINT TAB 121 "IT ~JAS" 
740 F'P.I NT 
750 LET Z$·-"" 
760 FOF: E~t TO LEN A$ 
770 LET Z$~Z$+CHR$ ( COC,E A'li( E )+ 

128) 

1 

780 flEXT E 
790 FOR E•l TO 10 
795 LET Efl-16 - C I NT C LEN A$/ 2) )-

800 PRINT AT 7,EN;A$;AT 7,E N;Z $ 
810 flEXT E 
820 PRINT AT 7,EN1A$ 
82 1 FOR E•l TO 20 
822 NEXT E 
830 GOTO 950 
840 FOR E•l TO 10 
850 PRINT AT 14, 9; "CORF:ECT"; AT 

14,9; ••corr,:c t" 
860 flEXT E 
870 PRINT AT 14, 9;" 
880 RETURN 
890 PRINT AT 16,3;A$ 
895 FOR E~l TO 30 
900 NE:~T E 
910 CLS 
920 PRHH AT 0 , 4; "YOU GUESSED T 

HE l•JORD IN" 

930 LET ENrCINT <LEN A$/2 )-GOES 
)+1 
'9 40 PRINT , TAB 12;EN;" ";("GO ES 
" AND EN< >1 ); C "GO" AND EN"! ) 

945 IF GOES<>0 THEN LET CORmCOR 
+1 

946 FOR E•l TO 30 
947 NEXT E 
950 NEXT 8 
954 PRHH AT 9 , 0;" YOU GOT 

" ; COR; (" ANAGRAM" AND COR• l ); C" 
ANAGRAMS" AND COR<>l) ; TAB 5;" CO 
RRECT OUT OF " ;B-1 

955 PRINT AT 12 ,0;"D O YOU WANT 
TO HAVE ANOTHER GO?" 

960 INPUT 1$ 
970 IF 1$( 1 )•"Y" THEN GOTO 110 
980 PRINT 
990 PR I NT "DO YOU ~JANT TO CHANG 

E THE WORDS?" 
1000 HIPUT I $ 
1010 IF I!li(l)•"N" THEN STOP 
1020 CLS 
1030 RUN 
200 0 LET K$B" 

2010 PRINT AT 21,0; A$ 
2020 PRINT AT 21 , 0 ., KS 
2030 PRINT AT 20 , 0;A$ 
2040 PRINT AT 20,0;K $ 
2050 PRINT AT 19,1; A$ 
20 60 PRHH AT 19, 1; K$ 
2070 PRINT AT 18,1;A $ ;AT 18,1;K $ 
2080 PRINT AT 17,2;A$,AT l7,2;K $ 
2090 PRINT AT 16 ,3; A$ 
2 100 GOTO 890 
5000 FOR N• 1 TO ,JORDS 
5010 SCROLL 
5020 PRINT 8$( N ) ., TAB 16; N 
5030 NEXT N 
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ROMEO stands on a see-saw, try· 
ing to leap lo lhe balcony 
above. You stand on the oppo­

site building and drop down a weight 
between 1 and 14 which will land at the 
other end of the see·saw and send him 
shooting up to the balcony. If you pick 
the wrong weight he will travel too far, 
or fall short, and be smashed to a pulp. 

T he program was wriuen for the 16K 
Spectrum by M Green of Maidstone, 
Kent. 

Use graphic 'A' in lines 15, 40 and 
46; graphic 'B' in line 18; graphic 'C' in 
line 23; graphic 'D' in line 240 and 
graphic 'E' in lines 60 and 210. 

i PAPEH ~: ~NK 7 : 

LS 2 DATA 56.,56.,146.,2 5 4.,15,124,6 
a,1gs 

3 DATA ~,~SS,171,171,171,171, 
255,255 

4 ORTA 0 1 0 .. 26,20.,62.,52,127,12 

? 5 DATA 0,0,0,0,2 ~ , 1 26,255,255 
6 DATA 192,224,224,240,240.,22 

4.,.224,192 
7 FOR 0=1 4 4 TO 148 
B FOR f= 0 T O 7 : READ a : POKE 

USR CHR $ n + f,a; NE XT f 
9 NEXT n 

1 0 P RI NT AT 4.. 0 ; INK 6; ··• •• ;... J;?T .s .. 0; . ....... .. ; AT p . ,0; .. _ 

1 1 FOR n :7 TO 2 1 : P RI NT AT n,1 

,; i~KP~ ~ ~ "" ;1,~5fT :I~K 4; .. ,_ .. 
;RT 12,15; " 91"; AT 13,15; .. l " ;AT 14 
,l.S:" • · •; AT .18 ., l.5 ; '" J " ; A T 19 , 15; "J 
"'; AT 20,15; " l ";A T 2.1 1 1 5; ".I " 

13 FOR n=11 TO 2 1 : PR :INT AT n .. 
1 6; IN K 4 ; " .. : NE 
XT n 

1 4 LET x =2 1 ; LET ~=6: PRINT AT 
21,:10; "0": PLOT 64..,0: DRAW 37,1 

6 
15 PRI NT AT X, y ; :INK 5;"*" 
17 LET h~IN T (R N D•11)+8 
1e PRINT AT h-+1 ., 6; " Jm'" 
2 0 PRINT AT 4- , 11; "'EN TER WEIGHT 

.. ; ~T s_, 13.: .. rmax . 14) ·· 
2~ INPUT W: IF W<= 0 OR ~>=15 T 

HEN GO TO 22 

:l .. ~~.: f. O~; ~?-~ ~ { g,; ~: .; : P-ffl~ ~II~ ~ 
NEXT n 

30 PLOT 64-,0: DRAW 01..JER 1;37,.1 
6: PLOT 64., 16: DRR~I 37., -16 

35 rr oR r.=1 TO I.I 
36 LET X = X-l. 

,, 40 PRINT AT x.,Y.: "it " .;AT X+1.,y,;" 

.:1.5 NEXT n 
46 FOR n • 1 TO 2: LET ~ - ~-1 PP. 

INT AT X , LI : .. ~ •· : N~)CT n 
50 IF X~h THEN GO TO 100 
5 5 IF X>h TH~N GO TO 200 
50 iF X(=h THEN PRINT AT x,~; 

:I:NK ~.: . . ,. .. : eec:P 1 .. -10 : ~TOP 
100 PR.INT AT :,: ,':J+1; "l~IELL DONEl" 
110 FOR n=0 TO 40 STEP 10: BEEP 
i§etCL~EXT n 
130 A:UN 
200 FOR n=x TO 21 
210 PRINT AT n , y; INK S;" t ";AT 

n2~i/~~E~ .05,n 
230 NEXT n 
2 40 PRINT AT 21JY, INK 5, .. _ .. 
~50 BEEP 1., - .10 
300 STOP 
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EAGER USERS of ZX-81 must 
sometimes be overcome with the 
belief that someone up there 

does not like them . Each new program 
brings a new peril from the skies, mis· 
sites, bombers, alien invaders. Thi s pro-. 
gram is no exception. You are 
represented by a black square in the 

90 PRIN T .. INPUT THE NUMBER AND .. ,,, 
100 PRINT .. THEN IT S BASE,(2-35> 

110 INPUT AS 
120 INPUT 81 
130 LET N•0 
140 F"OR Z•LEN A'l-1 TO 0 STEP -1 
U50 LET N .. N+( < Bt:t.1':2 >.t:< COC>E < AS( 

LEH AS-2) ) -29 >) 
160 NEXT 2 
170-PRINT "WHI CH BASE DO YOU WA 

NT lT",, ~ 
180 PRINT "CONVERTED TO?'' 
190 INPUT 82 
200 LET N$"'-'"' 
210 LET R•N - INT CN,.,82>XB2 
215 LET N'"INT {WB2> 
220 LET NS,,,Nt+CHRS < R+28) 
230 IF N<>0 THEN GOTO 210 
240 CLS 
250 PRINT ASJ" IN SASE ";8 1 
260 PRINT "1$ EQUALTO M 

27 0 FOR Z•LEN NS TO 1 STEP -1 
290 PRINT Nt:(2 ), 
290 NEXT 2 
300 PRIHT " IH BASE" ; B2 
310 PRIHT 
320 PRINT "ANOTHER GO?" 
330 INPUT AS 
340 IF A'l•"V" THEN RUN 
3!50 IF At:(}"N" THEN c;oro 330 

AUSEFUL routine for convening 
a number to the same number in 
any Base between 2 and 35. 

Ideal for people who have been strug­
glin g with binary. The program was 
written by David Wells ofSidcup, Kent 
for the IK ZX-81. 

14 

10 LET H"l 1 
30 DIM R( 4) 
40 LET P9 I NT ( 4:t.RND )+ 1 
60 LET J= 5tP 
70 FOR I=8 TO 21-A(P) 
80 PRINT AT I,J ; "( 9h)" 
81 PRINT RT I-1,J;" " 
90 LET MS= I NKn 'S 

100 IF MS"'":5" THEN LET H=H-1 
110 IF MS="8" THEts LET H=H+l 
115-PPINT RT 15, HJ"( sP, 2:ris P • :;..P 

)" 

120 IF !=15 AND RBS ( H+2-J><=1 
THrn GOTO 40 

125 NEXT I 
130 LET R(P) =A(P)+l 
135 IF A(P )=7 THEN STOP 
140 GOTO 40 

centre of the screen and bricks rain 
down from the skies on you. The aim is 
not to dodge them but to catch them, 
which you do by means of the cursor 
keys 5 and 8. If the bricks reach the 
ground and pile up to your height you 
a.re defeated and the game ends. 

The game was written for the l6K 

BASE! 

ZX-81 by Richard Copper of Warley, 
West Midlands. 

Graphics instructions are given in 
lower-case letters in brackets. A space is 
represent ed by 'sp', an inverse space by 
'isp', and a graphic H by 'gh'. 

SINCLAIR PROGRAMS June 198J 



1 REH BR~CKY 5.J . REDMAN 
4 FOR e=0 TO 7: READ r: POKE 

USR "a .. +e I r : NEXT e 
5 C'ATA 126 .. l.26.,,125 ,.0,.201,23.:1 ~ 

<=?31,0 
.10 :INK 7; PAPER l. : BORDER J.: C 

LS 
12 LET s:0: LET 0=0 
20 PFUNT AT 0 ,1 0 ; "I'•", BH.!C'¥. Y :-,,:;. 

30 P )::INT · ··you are a brJ: c ~ la~e 
;, building a wall on the scree n •.. 

4-0 PRJ:NT ... A rival t:,;icA~ j5 a 
t s o on s ite building hi s 1111.alt, •• 

41 PAINT "'The f i rst person to 
c r ash into awatt w i ll lose .. 

50 PRINT · ·•v,ou control the di r­
ection th~t y ou move in b y: -·· 

60 F RJ:NT '"'Q ' up "' 1 "'Z ' dc. ,1s1r, ", ··· :x· tert'' ," 'P ' r1 9 ht '' 
6S PRINT ""YOU (' watt iS COtC • \.l f 

ed6lr~i'iNT " T~& i~~d;~;~~---;-:-;-a-;-· y 
e Ltow wat l. "; :INK 6; ":"'- -- -.-.-,..- . ~ ·· 
S ~BX.~~:S::NT TAB 20; FLA SH 1 ; ".PRES 

70 ? HU:SE ii:' . C L 5 . PR!N T "B £ <-:'a r 

:o:~e~n:t~gii ~g!:=s ttt~¥~_fal\ 
8 0 PRINT ' "I.f y-ou can .force th 

e Spectrua d o wn one ~ ou score 
s points·· 

90 .INPUT "PRESS EN T E R F'O h -~ GR 
H E "; LINE U$ 

100 PRINT RT 0, 0; ; FO R r =1 ,"L, ·;;? 
2: PRil'IT " •• • ••••••••••• • • •••• ,. 
• · • ... ••. • ": NEXT f' 

120 LET a:8: LET b=B 
130 LET C=12: LET d : 22 
1 4 0 LET P=IN'T tRND~20+1): LET Q 

:INT (RN0*30+1): I F p:8 DR P = 12 
THEN GO TO 140 

150 PRINT RT p ~q; FAP ~ R ~;· 
160 ~OKE 23560,112 
J.70 LET c3 = SGN (RN0-.5) 
180 LET d3:SGN tRND - .5) 
190 LET Cl=C3*(RND<.5j 
200 LET dl=d3•tc1=0 ) 

2000 LET l:PEEK 23560 
2040 IF l = 105 THEN LET b : b-1+32 ~ 
(b :0) 

2 050 IF l=112 THEN LET b= b+ l-32 * 
( b:;:31) 

2 070 ZF l=122 THEN LET a=a+1-22~ 
( ,ot : 21) 
2080 IF l=11 S THEN LET a = a-1+22 * 
<a =0) 

2 110 IF SCREEN$ (a,b) <>"··· THEN 
G O TO 5100 
2 120 PRUIT RT a~ b; INK 4 ; .. ~ .. ; RT 
c ,d; INK 6; "::0" 
2130 LET dd=d : LET cc=c 
214-0 IF RND>.9 THEN GO TO ~0~~ 
2 150 LET c = c+c1: ~~T cl =d+ d 1 
2160 GO SUB 80 0 0 
2170 IF SCRE E N$ Cc, d ) c >" ... THEN 
GO TO 4000 
2190 GO TO 2000 
4000 LET c2=C1 ; LET d2=d1 
~100 LET C1 : C3*(c1 : 0) : LET dl = d 3 
:t> (d1=0 ) 
411~ LET c ~cc +c1. LET ~ - c~+~2 
4120 LET C=c+22+<(C(0)-CC >21)) 
4130 LET d = d+32*({d<0}-td >31JJ 
4150 IF 5CR E EN$ (C,d ) :''·" THEN G 
O TO 2000 
4510 LET c = cc-c1 : L ET d=dd - d1 
4520 LET C=C+22~((~(0) - ~C~21)) 
4530 LET d = d+32rl(d<0)-ld >31 ) ) 
4.550 IF SCREEN$ Cc .,,d) =··.·· THEN L 
ET C1=-C1: LET d1=-d1 : LET C3 =C1 
+c2: LET d3 = d1+d2: GO TO 200 0 
5 000 LET C 1= C 2 : LET d 1 =d2 
5010 LET C=CC+c1 : LET d=dd+d1 
5020 GO SUB 8000 
5 050 IF 5CR E EN$ ( C~d) :" .•· T HEN G 
O TO 2000 
5060 G O TO 7 000 
s 100 l:F ATTR Ca ., b) = 7 Tl-tE N BEEP G g.•,.:50

51
~i EP . ·l ., -2 0; L ET.s.;;.5 T* . 

5110 PRJ:NT FIT a ., b ; FL A =H 2 ;· ·,:;.·· 
5 120 L ET s ~s +1 
5130 FO R J : ~0 TO - 20 ~T t P - 1 ; BE 
E P .01~r : NEXT r 
6000 PRINT AT 0 , 0; INK 0; P AP E R 
7; " YOU " ; o;" S.PECTRLl H ·· ; .s.;" 

" : GO TO 90 
7000 LET o =o + 1 
7 010 :IF (p: cc OR q=d d ) AND f RBS 
( dd - q ) :1 OR R65 (C C -P) = 1) TH E N L 

ET o=o¥ 4 ; SEE P . S .,,0. BEE P . 4,8 : 
G O TO 7040 
7 020 PRINT RT c.,, d; FLA5H 1; "*" 
7 040 F OR r= - E0 TO E0. SEE P ~S~ ~r 
: NEX T r 
7050 GO TO 6000 
8 000 LET C = c +22£ (( C<0) - (C >2 1 )) 
6 010 LE T d=d+3 2 • t (d <0) -( d >3 1) ) 
6020 RETURN 
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Y OU ARE a bricklayer, erecting a 
green wall. The computer plays 
the pan of another bricklayer, 

producing a yellow wall. The first play· 
er to bump into a wall loses che round. 
An added complication is the appear­
ance of black muddy holes on the 
screen. If you walk into one ofrhem you 
lose five points but if you can force the 
computer into one you score five points. 

Move up using "Q", move down by 
using "Z", move left by using "I", and 
move right by using "P". 

This fast-moving game was written 
for the 16K or 48K Spectrum by Ste­
phen Redman of Sunderland, Tyne and 
Wear. 
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What the 
experts say: 
Sinclair User .. '.'QUALITY" 

• USE AND LEARN 
Sinclair User. . '.'EXCELLENT" 

What Micro. ::TREMENDousLY VALUABLE ... 
GET THE BEST OUT OF SPECTRUM BASIC" 
ZX Computing .. '.'EXCELLENT. .. A GREAT 
ASSET... FANTASTIC VALUE .. . VERY HIGHLY 
RECOMMENDED" 

• THE DATABASE 
Sinclair User .. :·ExcELLENr 

MicroDecision .. '.'OF ALL THE DATABASE-TYPE 
PROGRAMS AVAILABLE,MiCROL'.S SEEMS 
THE BEST VALUE ... MORE FOR YOUR MONEY" 

• THE SPREADSHEET 
Personal Computer News .. '.'EASY 
TOUSE ... PLENTYOFUSES ... STREETS AHEAD" 
(OFGEMINl'S SPREADSHEET) 

Sinclair User. . '.'EXCELLENT. .. MUCH 
CLEARER" (THAN VU-CALC) 

What Micro .. '.'QUALITY" 

MiCROL 
Order TODAY for fast 
convenient delivery 



~t~i~(~a~er~~ --- ~ I r>o, 38 Burleigh Street, Cambridge CB 1 1BR SPS I 
Please send me ............... copy/copies of USE ANO LEARN ~ I 
Please send me ............... copy/copies ofTHE DATABASE ~ 
Please send me ............... copy/copies of THE SPREADSHEET .,;;-
Please send me ............... copy/copies of THE WORD PROCESSOR I 
I enclose cheque/P.O. for .............. (£9.95 + 50p p+p- £10.45 total each) 
Or I wish to pay by Access/Barclaycard/Visa 
Card Number ............................. . 
Please print name and address 

Name ... 

Address ..... . 

I 
I 
I 



Put everything you need 
on the keyboard with a 
Custom Keypanel Kit. 

At last! An end to keyboard fumble. 
A must for all multikey games 

and a revo lution for 
flight simulation , VU­
CALC, VU-FILE and other 
sophisticated software. 

Instantly changeable 
precision die-cut panels fit 
over your Spectrum keyboard. 

Ead1 kit comes in a clear p lastic 
wallet and contains:10 matt black 
Keypanels p lus a sheet containing over 
140 bright red self adhesive command 
labels, pre -printed with words and 
symbols - arrows , left, right , FIRE!, 
POWER!, etc, plus a sheet of blanks for 
your own designs. 
The FIRST add-on for your Spectrum. 

Fantastic value at only 
£2 .95 plus p&p. 
for 10 Keypanels. 

,r- - - --- -- ---
Post today to Softeach Limited , 
25 College Road, Reading, 
Berkshire , RG6 IQE. 

P ease send me : 
.............. Custom Keypanel Kits at £2 .95 + 
25p p&p each ( overseas should add 25% for 
additio nal surface mail) 
I enclose a total remittance of£ ... 
cheques /postal orders payable to Softeach 
Limited. 

NAME .... ................................ .. 
ADDRESS ......................... . 



1 LET A•CODE 
2 LET B-COOE 
3 LET D-B 
4 LET C•O 
l5 INPUT H 

50 LET D•D+( CODE "( 92 ) " AND D< 
CODE "C" AND IHKEY$•" 5 " >-<CODE " 
< 92 ) " AND D>CODE '" ' AND INKEYS•" 
B" > 

!51 LET D•D+( INKEYS•"7" ) -( INKEY 
S•"6") 

52 LET B ... B+< INKEY!l•"7'' ) - ( INKEY 
1• "6") 

60 LET B•B+<CODE "(92> " AHO B< 
CODE "C" ANO INKEY••"9 .. >-( COOE " 
(92)" AND B>COOE "" AND INKEYS• "' 
5") 

70 LET H•H-( 9 AND B )0 >- < D AND 
D >B >-< e AND e-.o )+CODE .. - " 

71 PRINT AT CODE "",CODE "'' ; "( 
95 • i sP ),1\t [ f't" ; H; "( 98) " 

72 IF H<•COOE "2" THEN PRINT " 
( Q5 ).at l"Un1o1.av(08 ) " 

73"'1F H•CODE "" AHO B•COOE "-" 
ANO B• D THEN PR INT AT CODE "(91 

>",0;"<c;:n 14'/'ldo!td <98> " ; Q 
74 IF H<COOE "" THEN PRINT "('ii 

5 • i$ P )e 

74 IF H(COOE "" THEN PRINT "< 9 
5 • i~P kr.ashed( i 5• 98 ) " ; Q 

100 LET X•C-A 
110 LET Y• O-B 
120 IF ABS Y >• ABS X THEN (;OTO C 

ODE "e" 
130 FOR H•A TO C STEP SCN X 
140 PLOT N, B+Y/Xt<H-A) 
141 PRINT AT CODE .. ( 9S)",4 ; "- +-

150 HE:-:T N 
160 GOTO COC>E "ABS " 
170 FOR H•B TO O S TEP SGN Y 
180 PLOT A+:9V:f(N-B ), N 

0
181 PRINT AT CODE "(9.s) " , 4 ; "-+-

190 NEXT N 
210 CLS 
220 GOTO CODE " >" 

CODES may be used to code any 
message comprising the charac· 
ters with codes from Oto 63. To 

input the program, two pre·arranged 
numbers are used. The first, INPUT A, 
takes any value from 2 to 27 and the 
second, INPUT B, any value from I to 
65535. 

The program should prove invalu· 
able to any international spy network 
equipped with ZX·81 computers. h was 
written for the 16K ZX-81 by R Hopley 
of Liverpool. 
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PILOT is an aircraft simulation 
program for the unexpanded 
ZX·81, written by Mark Powett 

of Thurmaston, Leicestershire. Before 
the game begins you must key·in your 
height in feet above the ground . By 
using cursor keys 5, 6, 7 and 8 you can 
change your position in relation to the 
horizon. 

When you fall to 30 feet or below, 
you will be warned that you are above 
the runway and you must level your 
flight to land, as you cannot land while 
banking. When a height of O is shown 
use key 6 so that you stall and land on 
the runway. If you land too quickly or 
at an angle you will crash. 

10 REM "CODE " 
20 FAST 
30 LET D=CODE U( i;tl )" 
40 PRINT " INPUT A< 2 TO 27 )" 
50 INPUT A 
60 PRINT " INPUT 8( 1 TO 65535) 

70 INPUT B 
80 PRINT " INPUT C( 1 TO CODE O 

R 2 TO DECODE)" 
90 INPUT C 

100 LET C$~"" 
110 PRINT "TYPE IN YOUR MESSAGE 

120 INPUT A'li 
130 CLS 
140 RAND B 
150 FOR Q:D TO LEN A$ STEP C 
160 IF C=D THEN LET B$=STR$ ( CO 

DE "( 9 s )"+!NT ( RND*A )+CODE A$( Q) 
) 

170 IF c~CODE "( ·~2 )" THEN LET 8 
$=CHR$ (VAL A!ll(Q TO Q+D)- INT (RN 
D:rn )-CODE "< 9,; ) " ;, 

180 LET C$=C$+8$ 
190 f!EXT Q 
200 PRINT C$ 
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venues in which to confront your en­
emy, most of them varieties of maze. In 
all situations your task is the same - to 
swivel your laser base, blasting through 
any obstacles, until you can zap your 
opponent. 

The green laser base is spun right 
with the O key, left with I, and is .... · 
propelled forward in any one of eight ·~').,.,...._ ____ _ 
directions with P. Its laser is fired with 
U. Player red goes forward with A, 
spins right with S, left with D and fires 

T WO PLAYERS are required for 
Blaster, an unusual, fight-to­
the-death maze game from Ste· 

phen Culley of Lowdham, 
Nottinghamshire. 

with F. The various positions of the two 
characters, bearing an uncanny resem­
blance to the Clockman figure in our 
NovemberfDecember issue, are shown 
in line 30 where they should be entered 
by graphic A to H. 

tally, gives the user the opportunity to 
create his own maze. To exercise that 
option, manoeuvre the flashing cross 
with the cursor keys and input O to 
leave a block. Press ENTER when the 
maze is complete . (48K Spectrum). 

At the beginning of the program you 
are presented with a choice of six Maze choice number three, inciden-

20 

10 GO SUB 8000: GO SUB 8 100 
20 DEF FN RCR>~INT (RND*Rl+1 : 
30 DIM X(4l: D IM ~(~) : DIM p(2 -lri, .. DIH 5 ,$ (22, 32), LET a $="J<s>J>4\'.~ 

35 GO SUB 8200 
cef 0 FOR N=i TO 2: LET P{N)=FN R 

41 LET X{ N)= FN RC30)+1: LET Y( 
N>=F N R{20)+l. : IF S${YCN) 1 XCN))< 
>" "TH EN GO TO 41 

42 NEXT N 
4 5 LET PLAY=1: LET X1=0: LET Y 

1=0 
5 0 LET P 1 : (N OT (PLAY-1)) + 1 
60 LET KEY= XN 65022: IF PLAY=2 

TH EN LET KEY=IN 57342 
7 0 GO S UB 5 00 : PRINT AT YCPLAY 

)- 1,XCPLAY) - 1 ; XNK (PLAY*2);A$(P 
CPLAYJ l 

60 BEEP .01, Cp l ayf10 J 
85 IF XCPLA YJ=XCP1J ANO YC PLAY 

l=Y(Pl.) T HEN GO TO 860 
90 LET P LAY={NOT <PLAY-1))+1 

100 GO TO 50 
3 00 REH T HRUST 
3~0 iF S $(Y{PLAY ) +Y 1 ,XCPLAY>+X1 

> < >" .. THEN RETURN 

320 PRZt-IT AT YCPLAY )- 1, XfPLAY) -
1.;•· .. 

33 9 LET X(PLAYJ=X(PLRYJ+Xl.: LET 
Y(PLAY>~Y(PLAYJ+Y1: PRINT AT Y( 

PLAY)- 1 ,X(PLAY)-1; iNK S;A$(PfPL 
AY)): BEEP ~01,50: RETURN 

5 00 REH CHE CK KEY ;S 
510 IF KEY=255 THEN RETURN 
52 0 IF KEY =25 4 T HEN GO S UB 9 00 : 
GO SUB 300: RETURN 
530 IF KEY=253 THEN LET P(PLAY) 

•PCPLAY)+1 ~ IF PCPLAY)>B THEN LE 
T ~1PLAY> ~ 1 : RETURN 

340 IF KEY =251 THEN LET PCPLAYJ 
~PCPLA Y)-1: IF PCP LRYJ <1 THEN LE 
T PCPLA YJ : 8: RETURN 

55 0 IF KEY"<> 24 7 THEN RETURN 
5 60 REH flrIRE 
57 0 GO S UB 9 00 
sa0 FOR N=.1 TO .10 : IF S S (YfPLAY 

) + CY.1:1-N) ,X ,PLAY)+- fX.:l *N .l) = .. ·· T HE 
N LF Y(P LA YJ+fY .1*N) <>YfP 1J OR Xf 
PLAY)+tX1•N) <>XfP.1 ) THEN NEXT N 

581 PLOT INK PLAY*2; 0( fPLAY) 7 8-
4l + (4*X~) ,~75-C (Y fPLAY)f 8-4l+( 4* 
Y1 .\l: DRRlJ .INK P LA Yf2;X 1 -!-( tN-ll t-
8 ) ,-(Y 1•ttN-1J• 6ll: BEEP .01,0 

582 PL OT OVER 1 ; (X (PLAY) f8-4) + C 
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~! 
411-X1) . 1.75- ( (Y <PLAY) -f-8 -4 ) + f4:t.Y1l) 
; DRAU OVER 1;X1*{(N-1)T 8) , -(Y1~ 
((N- 1 ) +8>> : BEEP .0.1,0 

5 90 :IF X <PLAY)+ 0(1-:tN) = X {P1) AND 
YJPLAY)+(Y1*Nl=Y{P.1) THEN GO TC 
800 
595 .I'F fY(PLAYJ+(Y1~N)) >1 THEN 

2F YfPLAY) +(Y1*N) <22 THEN .IF XCP 
LAY)•fX1 *N) >1 THEN IF XfPLAY) +ex 
1*N) <32 THEN LET 5$(Y(PLAY)+fY1* 
Nl , )(CPL.AV>+ (X.13-N)) =" ": PRINT AT 

Y (PLAY)+ CY.13-N) -1,X (PLAY>+ CX1 <f-N) 

-g~; ;EEP .01.,-20: RETLIRN 
800 REH HIT 
8~0 FOR N=C TO 7, BORDER N, BEE 

P .2,fNT10)-.10 : NEXT N 
820 PR.INT .INK 0; PAPER 7; FLASH 
1;AT 11,5;" PLAYER ";PLAY;" .IS 

T HE t.lINNER ";AT .. f~f~i~iS; .. 

830 PR rNT iNK I; PAPER P;AT 21, 
1f." PRESS ANY KEY TO PLAY AGR.IN. 

840 IF INKEYS= .. •· THEN GO TO 840 
850 GO TO 20 
870 PRINT INK 0; PAPER 7; FLASH 
1 ; AT 10,5;'" " ; AT 1:1 

, S ; " COLLISION ",AT 12,5 ; " 
"; FLASH 0;AT 21 , 0, "PAE 

SS ANY KEY TO PLAY ·· 
8S: 0 BEEP .S,-10 
890 I.F INKEY.$="'" THEN GO TO 690 
895 GO TO 20 
900 REH FINO OiRECTION 
905 L ET Y1=0 : LET X1=0 
910 IF P(PLAY}=l OR P(PLAYJ=2 0 

A P(PLAY)=8 THEN LET Y1=-1 
920 IF P(PLAY>=2 OR P(PLAYJ:3 0 

A PfPLAYl=4 THEN LET X1=1 
930 ~F P(PLAY)=4 OR PCPLA YJ =S O 

R P(PLAY)=6 THEN LET Y1=~1 
940 IF P{PLAY)=6 OR P{PLAY)=7 0 

A PIPLAY):8 T~EN LET X1= - 1 
950 .BEE P .001,0 
960 IF X(PLAY)+X1>32 OR X(PLAY) 

1Xt<l T~EN LET X1•0 
970 XF Y(PLAY)+Y1>22 OR YrPLAY) 

~Y1<1 THEN LET Y1=0 
980 RETURN 

8 000 REH CHARACTERS 
8010 FOR N=1 TO 8: READ A$ ; FOR 
H20 TO 7: READ A: POKE USR A$+H, 
A: NEXT H : NEXT N 
8020 ORTA "R".,BIN 00011000,BIN 0 
0011000,,BXN 00100100,BIN 0010010 
t0~~~~=f~;;~1!i:~~0 ~i011010 .,B IN 
8030 DATA "B",3.,BXN 00001101,BIN 

ee~10019,BIN 11000C10 >BLN 0e11e 
1 00,BIN 00010100,8,8 
e 04-0 DATA "C"" ,ex N 11000 000,BJ:N 1 
0110000,BZN 01001100,BIN 0010001 
1,eIN 00100011,BIN 01001100,BIN 
10110000,BIN 11000000 
8050 DATA ··o·· ,8,8,E\J:N 0003.0100 , B 
IN 00110100, B IN 11000010,BJ:N 001 
100 10,BXN 00001101,3 
8060 DATA "E",8.IN 11000011,BIN l. 
0100101.,8.IN 01011010 ,BIN 0100001 
0,BIN 00100100,BIN 00100100,BJ:N 
00011000,BI N 00011000 
6070 DATA '' F'' , BIN 00010000,BIN 0 
0010000,BIN 00101000,BIN 0010110 
0,8.IN 01000011,BIN 01001100,BIN 
10110000,SIN 11000000 
8 080 DATA '"G'' ,3, BIN 00001101 . BIN 

00110010,BIN 11000100,BIN 11000 
100,BIN 00110010,BIN 00001101 ,3 
8090 DATA "H",BIN 1:1000000 , B.IN 1 
0110000,B.IN 01001100,BIN 0100001 
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1,BIN 0010110,B.IN 00101000,BlN 0 
00 10000 , BIN 00010000 
5 095 RETURN 
0 100 REM INSTRUCTIONS 
81 90 RETURN 
8 200 REH GAME SELECT 
92 10 PAP ER 7: :CNK 0: BORDER 7: C 
'-S 
822 0 PR.INT AT 0, 7; "GAHE SELECT~'" 
;A T 1. ,7;" " 
92 40 PRINT '' ''1) H.aie Blaster " ' ' 
"3J5ta, St,-.i.k!i!:"' '"3')Dr..aw ot1n •-az 
e.~··· ... 4.)Space uars"' ... 5)Rando a Dl 
a.ze·· · · ··5) Ra.nd.t>M- c.ttoi ce: lG.oees 1-
S> .. 

;~g~ i~P~l > -~~~hg~ c~ $·; ~. i .. Lf~~N c iE 
fP . S,-40: $0 TO 8250 
B270 LET c=VAL C$: IF C<>XNT c T 
'-fEN GU TO 6250 
6280 IF c =2 THEN LET J =5 : LET P = 
7: FOR n:1 TO 22 STEP 2: LET 51( 
i'i" I ··'!' ~E'1-•n• • • • • • • • 
6~1J 0 TF. c =6 Tt-4f'"N' LET C•FN ~ tS) . 
GO TO 8280 AND C<>3: GO TO 8300 
6310 IF C=S THEN LET P=7: LET X= 
0: FOR N = 1 T O 100+FN Rl1 0 0): LET 

5$ (FN R (22) ,FN R (32)) =··· .. : NEXT 
N 

a320 IF C<>1 AND C<>3 THEN GO TO 8900 
833 0 IF C=1 THEN GO TO 8500 
534 0 LET X=1: LET Y=.1: CLS 
335 0 PRINT RT Y-1.,X-1;5 $ CY.,X) 
036 0 :IF :INKEY$=··0·· THEN LET S$ (Y 
.xl :;,,:". ": GC TO 8380 
037 0 LET X=X+t:tNKEYS:"'8"' AND X<3 
2 ) -(I NKEYs-=··s·· AND X>1l: LET Y=Y 
+Cl:.N KEY$='"6 .. AND Y<22>-t:INKEY•s•• 
7·· ANO Y>1J 
2360 PRIN T AT Y-1 ~x-1 .; INK 2; "x·· 

:IF INKEY$=CHR $ 13 THEN LET I =3 
: L ET P =0: GO TO 8900 
?.390 GO T O 8350 
55 00 REM Haze: t:i.1 
e~ 05 LET P=7: LET 
~510 LET S$ (2) =·· . . .. 
isa iiET..I C3- =:: 
853 0 LeT S.$ (4. J =·· 

I=1. . -·- .. ... -·. . . .. 
40 LET S$lli5•=:: •• - - •• 

LET S SC6J :'" • • • • • ••• 8560 LET sr C7J =:: • - • -
S57 0-LET S$ CB~=:: • • 
= 0; L~ 9~=:: - - • -
8 590 LET S$£~0l =·· • • ••• iii ii ii iii •. .. a01 i'1i iii 'i 1•=:: • • • • - • 
ili 1 I i'1i Si 'i 2ir=:: ••••• 
862; li'1.ii 'i 3ili:: • - •• • 
863 0 L ET S$f14-> =·· 8 • - --· .... 66,J.0 LET SS {15 . ::: - • 

~0 LET 5$116.i.=:: -
86i0 LET SS (17) =:: : :--: : -
r,s,0. LET iii { 1jl :: • • • • • • 
8680 LET S${19) = .. - .. 86lr. L .. SS !i 0jr=:: • - • - • 
&n;e, 'LET s 'I, ('2"D :· · • • ---- . .. ~i ~~~ ~i~'t~2~CLi~~S¥{N,~); 
~, ··i-l=iEfo 5JJ~, t~{. =;, ·~ 1, ~r~.~ ~ r 
ETSSl22 1 N) = " · ··: NEXTN 
6915 IF C=4 T HEN LET P=0 : PAPER 
0: LET I=7: BORDER 0 

~~~; ~~
5

C=4 THEN PRINT U0 ; iNK 7 

6;is5 1~~Hi~ ~~~~~;; :~g~~ P 
6 960 FOR N=1 TO 22: PRINT AT N-1 
1 0;5 ${Nl: NEXT N: PRINT #0; INK 
9,, .... ,~ ,s,=r:E-PME N ·C UL"t.£Y ' " 
597 0 RETURN 
698 0 CL;AR : S AVE CHR$ 18+CHR$ 1 
+ ·"6laster . ·· LINE 10 
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ROISIN MULLAN of Newry, 
County Down has written 
Crosswor d for those owners of 

a 16K ZX-81 who take time away from 
their computers to solve puzzles. 

1 PRINT AT 10 , 10 ; ":t:U.tU*:« :t:t:" 
20 PRHlT AT 12, 10 1 "1234!567890" 
30 PRINT AT 16, 10 1 "crO~$WOr"d" 
40 PRINT AT 17 , 13;"dd" 
50 PRINT AT 0, 0J "00 YOU l(NOW A 

NV LETTERS?" 
60 PRINT 
70 PRINT '' IF YOU DO " 
i"S PRINT "PUT IN EACM LETTER A 

ND THEN ENTER ITS POS ITION" 
80 PRINT 
90 PRINT "E.G. El PUTS E FIRST 

IN THE WOROTHERE 1$ NO LIMIT TO 
THE NO OF WORDS YOU CAN PUT IN 

100 INPU T CS 
110 LET 8mLEN CS 
120 FOR 1•2 TO 8 STEP 2 
130 LET E•VAL Cl< I> 
140 LET E••c•< 1-1 > 
14S IF E•0 THEN LET E• 10 
150 PRINT AT 10,< E+9 )i Et 
155 NEXT I 
187 GOSUB 1600 
190 PRINT AT 0,0J"l•ENTER J10RE 

LETTERS . " 

22 

Emer the known letters of a word in 
their respective places and then either 
the alphabet or the vowels can be rotat­
ed through the blank spaces. When the 
correct letter has been found, ' H' will 

200 PRINT 
210 PRIMT "2 •ROTATE VOWELS" 
220 PRit-lT 
230 PRINT "3 ROTATE WHOLE ALPHA 

BET" 
240 PRINT 
2:50 PRINT "ENTER THE NUMBER OF 

YOUR CHOICE" 
26 0 INPUT At 
26:i LET A•VAL AS 
27 0 IF R•l THEN PRINT AT 0 , 0," 

274 IF A•2 THEN COTO 300 
277 l F A• 3 THEN COTO 400 
280 COSUB 1600 
29 0 GOTO 7:5 
300 COSUB 1600 
310 PRINT "WHAT PLACE SHALL I R 

OTATE? .. 
3:20 INPUT OS 
330 LET D•< VAL 01•9 > 
340 LET Rt:•"AEIOU:t:" 
3'50 FOR N•l TO 6 
3:53 FOR I•l TO 2~ 
35 4 IF IHKEYS•"H" THEN GOTO 187 
3:57 NEXT I 

hold that letter in place and you can go 
to the next space. 

The author says that her family has 
already saved a fortune in paper by 
using the program. 

360 PRINT AT le ,D1 A,oo 
370 NEXT N 
380 GOTO 187 
400 LET Mt:• "ABCDEF='CHIJKL.MNOPQRS 

TUVW><YZ:t:" 
401 GOSUB 1600 
402 PRIHT "WHICH PLACE SHALL I 

ROTATE?'" 
403 INPUT At: 
404 LET A• VAL As 
40S GOSUB 1600 
410 FOR 1"'1 TO LEN Mt 
420 FOR K•l TO 1:5 
425 l.ET 0 • 9+A 
430 PRINT AT 10 ,0; MS( I> 
440 IF INKEY!l"• "H" THEN COTO 187 
4:50 NEXT K 
460 NEXT I 
470 GOTO 187 

1600 FOP V•0 TO 9 
1700 PRINT AT V,0 J " 

1800 NE~T V 
1950 PRINT AT 0, 91 "~ 
1900 RETUPN 
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( 
L E MANS is a game with an inter­

national flavour for the 16K ZX-
81. It was submitted by Sigurdur 

Reynisson and Axel Rudolfsson of 
Reykjavik) Iceland. 

The scene is the track at Le MansJ 
and you must complete one circuit with 
your car - the plus sign - using the 
usual cu rsor keys. Be careful not to 
crash into the wall, since your car 
moves faster than you may expect. Once 
you have completed a circuit successfu l­
ly your t ime in seconds will be dis­
played. The fastest time achieved by the 
program writers was 16.31 seconds. 

Lower-case letters in brackets are 
graphics instructions . 

10 REM LE MANS 
20 REM AXEL AHO SIGt.l 
30 REM MADE THE PROGRAM 
!i0 CLS 
?0 PRINT ·•nn.:n:.f.f 't:U:t:l'.:t:t.:t"«:t:t:f 

:t.:t:t :t :U-:tt:t::t:t1' '' 
80 PRINT ":t.U :t.:t:U:tLE:t:t:n: 

:t:«:t" 
90 PRJHT ":«:t: 

••" 100 PRINT ":t::t :tt :t:t::U:t:t :U:.:t 
:t:t.t*t. *" 

110 PR I NT "** :t::t:t :t:«:t:t::n: :«:t::t 
:t:t:t:t:U :t" 
120 PRIHT ":t :t:t:t:t :tt:rU:t:t:t: 
:.t:t:t:n: *" 
130 PRINT ":t 1::t::t:.t:t :t::t::t::t::t 
:t:t:t:t:t 1:1:" 
140 PRIHT ":« UU:U: U:t:t 
:t::t:t:t: :t:U:" 

150 PRINT ":t:t :t:t::t:t :t::U:.:t:« 
**** :t:t:t::t:" 

160 PRINT "U::t :t:t:t **lt::t 
:t::t::t ****" 1 70 PR I NT ":t:t:t:t :t:t :tU:t: 
:t:t::t ::U:t" 

180 PRINT ":t:t: :t::t:t:«:t :u: **** 
*** ***" 190 PRIMT ":t:t :t::t:.t :t:t: :tU:t 
:t:t:t: **" 

2'30 PRINT " :t:U:t :tU:t :t:t:t 

**** *" 210 PRINT "*** :t:t:t:t:t:t 
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LEMANS 
****** *" 220 PRINT "** :t:t:t:t:U:t:t 

******* *" 230 PRINT " :t:t U:t:t:t:tU U:t:t:t :t:t 

***•** *" 240 PRINT "* ({(((9t"&Ph 
ic: 1,) :t:t:" 
250 PRINT ":t:t C 91"1.Ph 

ic: 1.) ***" 
268 PRINT ":t::t:t <««9t"a.Ph 

t c:: 1,) :t:t:t:t:t:" 
270 PRINT ":t::t::t:t:t:t:t:t::t:tU U U :t:tU 

************" 274 PRINT " >iJT RNY KE 
V" 

290 IF IHKEVI•"" THEN COTO 280 
285 PRINT RT 21 , 0J" 

290 LET A• 19954 
300 LET T•B 
31B LET Al•A 
3!10 IF INKE'r'l•CHRI C 33 > THEN LE 

T A•A-1 
368 IF INkE'r'l•CMRI ( 34 > TH£M LE 

T A•A+33 
378 IF INKE'r'l•CMRI < a:n TH£N LE 

T A•A-33 
381! IF INKEYl•CMRI < 36 > THEN LE 

T A•A+l 
398 I F PEEK A•23 THEN GOTO 15111 
41!1! IF PEEK A•136 THEN COTO see 
418 POKE FU, 0 
429 LET A1•A 

43 8 POKE A, 21 
,44 0 LET T• H, 151 
4 !10 COTO 3:HJ 
, 00 Cl 9 
S05 IF T< 15 THEN I.OTO 100 0 
512 LET J • INT (T*1 ee +.5)/t e e 
:!11:!I PRINT AT 12,4, "YOU!lt TIME 

"1T1" S[ C," 
,2 0 c;oTo see 
6B0 POKE Al, 0 
61 1 FOR F• 8 TO 10 
621 POKE A, 21 
630 POKE A, 1,49 
640 NEXT F 
650 FOR F• 1 TO 10 
670 POKE A, 1 
680 POKE A, 2 
690 POKE A1 13, 
700 POKE A, 4 
710 NEXT F 
720 POKE A, 149 
see PRINT RT 18,6J "(Wl"i t• in in 

11•l"H l•thl"s. WANT TO TRY AI.AIN? 
)" 

810 IF INKE'r'l•"V" THEN GOTO :!!B 
820 IF INKE'r'l•"N" THEN I.OTO 1!50 

0 
830 COTO 810 

1000 PRINT RT 16,2, "WHO ARE 'r'OU 
TRY1 HC TO CME AT" 
t01El GOTO 800 
1!500 CLS 
1!510 STOP 
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DO YOU WANT to know if you 00 
can see the future? 

Andrew Macgregor of Rainhill, 
Merseyside, sent ESP, an irresistible 
routine for testing your pre-cognitive 
abilities. Five abstract symbols are dis­
played and you are invited to decide 
which will be selected. 

You have 25 attempts and could ex­
pect, on a strictly statistical basis, a 
success rate of 20 percent, that is five. 
Any variation from that figure is signifi­
cant. 

Everyone in the office seems strictly 
first-sighted but we feel sure that some 
of our readers will prove to be paranor­
mal. (16K Spectrum). 

B INVERSE l.: INK 4-: PRINT RT 
1,0;" THE E.S.P TEST lJA S I NVENT~ 
D BY PROF • .J.B.RHINE IN 1934.", I 
NK 0, INVER S E 0 

10 LET z =0 
20 FO~ t = 1 TO 25 
~0 LET r?=INT (6*RND): IF rp=0 

T HEN GO TO 30 
3a PAINT AT 6,6;CHA$ 144;AT 6, 

1~;CHas 14S~AT e.1~;CH~5 1~6:AT 
6,18;CHR$ 1 4 7;AT 6,22;CHR$ 148 

34 PR:INT AT 7,6; ··1··;AT 7,10; "2 
·•;AT 7,14; .. 3•·;RT 7,18; "4";AT 7,,2 
2; " 5" . 

35 BEEP . 2,14: BEEP a 4,11 
40 INPUT "'Guess Which sy•bo l :E 

nter its No. '';a 
50 IF a<0 OR a >S THEN GO TO 40 
6 0 PRINT AT 10,10;CHR$ (143+a} 

: PRINT AT 12,10; "YOU" 
70 PRINT AT 10 ,25;C HR$ ( 143+rp 

: PRINT AT 12,24-;"COHPUTER" 
80 IF a=rp THEN LET Z=2+1: FOR 

n=1 TO 25: BEEP a1,a+n: NEXT n : 
INVERSE 1 : PRINT AT 1 3,,6; "CORR 

ECT= "; z: INVERSE 0 
81 IF a<>r P THEN BEEP a3 1 (-5-a 

24 

66 PQ .lNT AT ~0 , 10 ; •• GUESSES LEF 
T= ··; 25-t; .. ·· : PAUSE 25: NEXT 

t 90 LET P=Z/25*100: PRINT AT 1 2 
'f.('~~ ~!: score is ";p; "Y. aNoraal 

100 IF P>20 THEN PRINT AT 17,S; 
"Your ESP abi lit':::I is "; (p-20J;" 
::-: aboYe nor»al"' 

105 IF t<=0 THEN STOP 
110 FCR n=1 4~ TO 1~8 
120 FOR 1•0 TO 7 
125 READ x 
i~: ~g~~ ~SR CHA$ <nl+f,x 
150 NEXT n 

,, ~:0 DATA 24,36,66 ,129,129,66 ,36 

a~rg
7

0ATA 82,137,82, 137,82,13 7~5 

.~~0 D~TA 2 4 ,24,24,255,255,24,24 

3
;:0 DATA ~5 3,9 0,60,255,60,90,15 

97~:9~~~~ 255, 1 29,129, 1 29,129, 1 2 
210 STOP 
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T HE PURPOSE of T he 
Knig h t's To ur is for the knight 
to start from any square on the 

chess board and, using his usual 1L'~ 
shaped moves, to visit each square of 
the chess board in turn, without landing 
on any of them more than once. 

Input the number of your knight's 
start ing square-any number from I to 
64-a nd press NEWLINE after every 
move to see the computer move your 
knight around the board . Graphics are 
enter ed using standard graphic nota· 
tion. 

The program was written for the I K 
ZX-81 by Denis McCarthy of Todmor· 
den, Lancashire. 

T11f 
[NOHT'S l01rl\ 

2 LET M•VAL "2" 
3 LET AS.," 0111170212274257513 

62106163146615540301307243956624 
560503 34337 476454486353382308142 
944594934190 41025355258412609032 
00515322228 18" 

4 INPUT L 
5 FOR A .. M TO LEN A$ STEP t1 
6 IF VAL AS<A-SGN PI TO A)<>L 

THEN NEXT A 
7 LET A••A$( A- SGN PI TO )+A$< 

TO A-M) 
8 FOR A•M TO LEN A$ STEP t1 
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9 FOR 8•0 TO 3 
10"PRINT "( l!>P • i!.P • !.P • isP • sP • is 

p, s P I isP )",, " ( i:!.P , :!.P I i:!.P = :!.P = isP : 
sP, i:!.P · ~P )" 

11 NEXT 8 
12 LET C•VAL A$(A-SGN PI TO A) 

-1 
13 PRINT AT !NT (C/V AL "8"),C-

VAL "8"*INT CC/VAL "8")1"N" 
14 INPUT 8 $ 
15 CLS 
16 NEXT A 

2S 
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4 DATR 0,24,165,126,50,50,126 
,153 

5 FOR t :0 TO 7 
5 RERO X 
7 POKE USA ''R''+t ,X 
8 NEXT t 

10 DATA 25S,129,189,16S,165,16 
9,129,255 

20 FOR t. =0 TO 7 
3'21 R EAD x 
40 POKE USR ''B''+t.,X 
50 NEXT t 
SS BORDER 0 
59 LET h.5 =0 
oe, CLS 
721: !....ET x =10 
75 LET Y=l.5 
80 LE T S s 0: PRINT AT 21,0; "SCO 

r,e ="; :5 
'3(i.) PRJ:N T AT 21,12; .. Hi-S Core = "; 

hs 
100 PRINT INK 0; PAPER 2;RT 1,1 

!, ·· BBBBBBBBBBBBBBBSBBBBBBBBBBBBBB 

1~5 PRI NT INK 0; PAPER 2;AT 20, 
1; '' B6BBB6BBBBBBBBBBBBBBBBBBBBBB "B B .. 

106 FOR f=l TO 20: PRINT INK 0; 
PAPE:R 2; AT f, 1; ··a·· : NEXT f 

i~~E~O~;k:;.1.,~g0f~~ .. ~R~~~TI~K 0; 
160 PRINT INK 0; AT x 1 ":fi .. A .. : FOR 
f=l TO 5: BEEP .005,f: NEXT f 
155 LET S=S+l: PRINT AT 21,5;s 
167 IF hs<s THEN LET hS= S: PRIN 

T RT 2l.,2j_;hs 
170 LET a=y+INT {A'ND*-·-SJ +2 
ia0 LET b=X+~NT IRND*-3) +a 
165 IF b=X AND a2y THEN GO TO i 

70 
190 PRINT INK 0; PAPER 2;RT b,a 

; "'8'' : BEEP .2,-20: BEEP .3,-21 
191 ZF SCREE N$ (X-1,y) <>'' '' THE 

NGO TO 19 3 
192 GO TO 200 
193 IF SCREEN$ CX+-1,!=,I) <>" " THE 

NGO TO 196 
195 GO TO 200 

BEETLE 
RUN 

YOU ARE a beetle, scurrying 
around the screen of your Spec­
trum. Your aim is to move as 

many times as possible before you die. 
You must avoid the blocks which keep 
appearing around you. If you are sur· 
rounded by blocks, or walk into one, the 
Death March will play and your score 
will be displayed. Move using the nor· 
ma! cursor keys. 

The program was written for the 16K 
Spectrum by G Lyons of Porton, Wilt· 
shire. 

Use graphic 'A' in lines 160 and 
3000, and graphic 'B' in lines 105, 106, 
108 and JOO. 

1Q6 :X:P SCREEN$ (X 1 Y+1> <> '' '' THE 
NGO TO 196 

1~7 GO TO 200 
1.98 .XF SCREEN.$ (X, y -l.) < >" " THE 

NGO TO 3000 
200 L.ET d = .1 
210 IF INKEYS='"S" AND Y>.2 THEN 

GO TO 1000 
220 IF INKEY$="8" AND yc.Q g THEN 
GO TO 1100 
230 IF INKEY$ = "'7" AND X>2 THEN 

G~4.;
0

i~
2

~~KEY$="6" ANO xc19 THE N 

g~0TeE"f
2

::d+1i ZF d=1~ THEN CO 
TO· .S:9Q 

260 GO TO 210 
1000 PRINT AT x,y; '' ": LET Y=Y-1 
: :X:F SCREEN$ ( x ~ Y) < >" " THEN GO 

TO 2 000 
1001. GO TO 150 
11.00 PAINT MT X,',I;•• " : LET Y=!:!+l. 
: IF SCREEN.$ (x,yl <>"' •• THEN GO 

TO 2000 
1101 GO TO 160 
1~00 PA:X:NT AT X1\.I; .• '' : LET x=x-.1. 
: IF SC REEN$ (X,.y) <>"" "THEN GO 
TO 2000 
1:201 GO TO 160 
1300 PRINT AT x,y;" " : LET X=X+-1 

:X:F SCREEN$ {x,y) (>'" '" THEN GO 
TO 2000 
1301 GO TO 160 
3G)(a0 PRINT; FLASH 1;AT x,y;·'A": 

FOR fa1 TO 100 : NEXT f 
30 01 BEEP 1,-12: BEEP .6 ~- 1 2: SE 
EP .3, -1..2 : BEEP . 9., -12: BEEP .6 .. 
-9: SEEP . 3~-10: SEEP .57 ,-10: S 
EEP . S.,-12: SEEP .6,-1.~ 
3 002 BEEP .4,-13: BEEP 1,-12 
3004 PRINT INK 0 ; PAPER 2;AT x

1
~ 

~ "B" 
3005 IF S>hS THEN L.ET hs =s 
30 10 PRINT FLASH 1 ;RT 0,10 ; "Fmot 
her 907·· 
3015 l:F ZNKEY$(>"" THEN GO TO 60 

302 0 GO TO 3015 
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ROLLOVER is an eye-catching 
program which can be run by 
itself or incorporated into 

another program. It is designed to make 
a word, name or title roll over, thus 
drawing attention to it. Any word can 
be inserted in the program, by changing 
the values of x$. 

The program was written for the 16K 
or 48K Spectrum by Judy and Alastair 
Watt of Stowbridge, West Mid lands . 

10 LE T .X $=" ROL L Over": GO ~LI~ 
9 000 

.20 LET )( $ :"Try .Ag ain" : GO SLIB 
9000 

30 STOP 
9000 LET gr=PEEK 23675 + 256*PEEK 
23676 
9010 L E T ch~P E EK 236 0 6 +25 6+PEE K 
23607 
9020 FOR z= 0 TO tLEN X $ -1): LET 
a = CODE x $ (z +.1.) 
9030 FOR n= 0 TO 7; L ET v=P EE K ft 
n+ (a:t8) rnJ 

9 040 POKE (gr+(16 * ZJ +n) ,v 
905 0 POKE ( g r+(16 7Z ) +8 +nJ .v 
90 60 NEXT n: NEXT z 
9070 FO R r = 1 TO ~0 
9080 POKE 23675,88+8 
9090 FOR n=7 TO 0 STEP -1: POKE 
23675, Cn+88) 

r ;~~R;o~1i2!2!:~)~E~e:~f:.zLET X.$(2 
~€~~ ~R~;rr RT :!~. ~ 0;;, .. ; nEXT f>: 

91..a,e- 'P'CrN.E &5 "6 75, 6 ·6,·; RET URN 

1 REM "DOOR" 
2 LET 0•1 
3 LET S•0 
4 LET F•11 
S LET H•16 
6 CLS 
7 PRINT "( sP 1 9<1• i1 •9w •sP •9<1• i 

2•9w•sP ,g q • f3•9w •sP •9 <1 • i4•9w •sP) 
"iS 

8 FOR N• l TO 4 
9 PRINT AT N, 1 1 "( Q8 •9h• 9~ ••P • 

~,~ ,9 ~ • sP•98•~ •9''SP •~ · ~ · ~ 
)" 

10 HEXT H 
12 INP UT )( 
13 LET T•INT <RM0:«4> 
14 LE T B•INT O~N0:«4) 
1~ LE T G•IHT ( RN0:«4) 
16 IF ><•B THEN GOTO 2~ 
17 IF ><•T THEN GOTO 3~ 
18 IF X• G THEN GOTO 4:5 
19 LET S•S+t 
20 GOTO 6 
2:5 PRINT AT F , Hi"( 9v •9t)'' 
26 LET S•S-10 
27 PAUSE 50 
28 GOTO 6 
3, PRINT AT F,H1 "t" 
36 LET M•INT ( RND:t:S0) 
37 LET S• S+M 

APROGRAM for 1he !K ZX-81 
by Darren Wombwetl of Sutton· 
in-Ashfield, Nottinghamshire 

faces you with four doors. Choose the 
correct door and you will proceed to the 
next group of four doors, collecting one 
gold piece as you go. You could be 

lucky and find a hoard of treasure, or 
you could be unlucky and meet a bat, 
which will steal 10 of your gold pieces. 

38 PAUSE :50 
39 COTO 6 
4S PRINT AT F,H;"1 ",FIT F+2,Hi 

"9old' .. ,s 
46 IF S)100 THEN PRINT AT F•4 

0 , "cha111P ion" 
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The game ends when you open a 
door with a ghost behind it, for the 
ghost will scare you to death. 
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10 REM "CASTLE" 
20 PRINT AT 12, 0; "( 4:hsP · 9f · 9a 

,9 f 0 25:t:isP )".,AT 4, 19; "( 5:t.isP )"; A 
T 3,191"(9w •9q•96•9w 0 9q )" 

30 FOR A=5 TO 11 
40 PRHlT AT A, 20; "( 3:t.isP )" 
50 NEXT A 
60 PRINT AT 11,21; "(9a)";AT 9, 

20; 11
( i+) 11 ;AT 7)22; "( i+)";AT 5,21 

j II( i+ )" 
70 LET 8=0 
73 LET L~0 
80 LET I=INT (RND*9)+1 
82 LET K=l 
83 LET L~L+l 
85 PRINT AT 11,18;" " 
90 FOR A=K TO 16 

100 PRINT AT 11, AJ "( sP' i:n" 
110 NEXT A 
115 IF Lz4 THEN GOTO 
120 PRINT AT 16,l;"A 

HT IS APPROACHING 
UR WE I GHT NQl,l " 

130 INPUT L.J 
140 PRINT AT 16,1;" 
150 FOR A=4 TO 11 

300 
BLACK KNIG 

DROP YO 

160 PRINT AT A,18;CHR$ (156 +W) 
165 PRINT AT A-1, 18;" " 
168 NEXT A 
170 IF W>I THEN GOTO 220 
100 IF W<I THEN GOTO 250 
105 FOR A• 6 TO 12 

;,: l~ ... ,,.~tlrs 
BEWARE, there is a fearsome 

black knighl about to storm your 
castle. The only way to stop him 

is to take one of your weights, numbers 
I to 9, and throw it at him. If your 
weight is the same as his body weight he 
will be catapulted into the moat and 
your score will increase. 

You have three chances to sink your 
knight. If you fail, he will invade the 
castle and your score will be displayed. 
The program was written for the l 6K 
ZX·Sl by V Reidy of South Harrow, 
Middlesex. 

190 PR I NT AT 0+0:tS IN ( A/6:t:P I )+3 
, 6-6:t:COS < A/6*PI )+5 ; "< i* )" 

195 PR I NT AT 8+8~:S IN < A/6*P I )+3 
, 6-6*COS < A/6:tPI )+5 ; " " 
200 NEXT A 
210 PRINT AT 12,5; "( i* )";A T 16, 

l;"IN THE MOAT " 
211 PAUSE 60 
212 LET SttS+1 
213 PRINT AT 12,5;"(9a)" 
215 GOTO 73 
220 FOR As6 TO 12 
230 PRINT AT 8+8*SIN (A/6*PI )+3 

, 8-8:t.COS < A/6:t.PI )+1 J "( i* )" 
235 PRINT AT 8+8 :t.SIN CA/6*PI)+3 

, 8-8*COS ( A/6:t.P I )+ 1 ; " " 
240 NEXT A 
245 GOTO 82 
250 FOR Aa6 TO 12 
260 PRINT AT 8+8*SIN (A/6*PI) +3 

, 4-4:t.COS ( A/6*P I )+9; "< i* >" 
270 PRINT AT 0+8*SIN (A/6*PI)+3 

, 4-4*COS ( A/6*P I )+9; " " 
200 NEXT A 
285 LET K•9 
290 GOTO 83 
300 PRINT AT 16,0;"THE BLACK KN 

IGHT HAS INVADED NUMBER OF KN 
IGHTS REPELLED " ;S 
310 FOR A•16 TO 18 
320 PRINT AT 11 , A;"(sP ' i*)" 
330 NEXT A 
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1>ELETE ,.HE 1>tlTS 
DELETE THE DOTS is a pro­

gram for the IK ZX-81 de­
signed by Graham Deering of 

Su.rrey to test your speed with the 
cursor keys. A number of dots are dis-

played on the screen and your flashing 
spot is required to wipe ou1 all of them, 
using the usual cursor keys. 

pressing O when you have deleted your 
dots, you can have the time which you 
have taken displayed on the screen. 

The program allows you to choose 
how many dots are displayed and, by 

1 LET A~10 80 UNPLOT A,B 
2 LET 8s10 85 LET T~T+l 
3 LET T"'0 90 IF I NKEY$:,,: 11 5 11 

4 PRINT "9, 18,27 OR 36 DOTS?" 1 
5 HlPUT A$ 100 IF INKEYS="8" 
6 I F R$"'"9" THEN GOTO 14 1 
7 IF As~·· 18 11 THEN GOTO 16 110 IF INKEY!li="6" 
8 I F AS="27 11 THEN GOTO 16 1 
9 IF AS• 1136 11 THEN GOTO 20 120 IF INKE'fS="7" 

14 FOR N•l TO 9 1 
15 GOTO 40 130 PLOT R,8 
16 FOR Nm! TO 18 140 IF INKE'($•"0" 
17 GOTO 40 150 GOTO 80 
18 FOR Na! TO 27 160 PRHff T/5 
19 GOTO 40 161 IF T<40 THEN 
20 FOR N"'l TO 36 NE" 
40 LET C•IN T < RND*40 Hl 165 PAUSE 500 
50 LET D•HH < R~lD:1:40 )+ 1 170 CLS 
60 PLOT C,D 180 RUN 
70 NEXT N 
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THEN LET A=R-

THEN LET A=A-

THE~l LET 8=8-

THEN LET 8=8+ 

THEN GOTO 160 

PRIHT "f~ELL DO 

29 



W E HAD a good deal of difficul· 
ty selecting a Spectrum piano­
playing routine for the 

magazine. Fourteen-year-old Tim Whit­
taker of Cardiff faced stiff competition, 
most notably from Paul Matthews, 
before winning the nomination with his 
clear and easily-mastered Spectra l 
P ia no. 

Whittaker has been programming for 
two years, during which time he up· 
graded his machine from a ZX-81 to a 

Spectrum. He is a completely self­
taught programmer as there has, as yet, 
been no opportunity for him to study 
computing at school. He wrote the pro­
gram in one day, basing it on his knowl­
edge of the piano. Once he has mastered 
machine code he hopes to be able to 
develop it further and give his Spec­
trum the full capabilities of an elec­
tron ic organ. 

keys which appear to move. Pressing 
the approp riate key causes the notes 
played to be raised or lowered by an 
octave, giving a range stretching from 
bottom C to top B. It is likewise very 
easy to vary the length of the note-any 
key from I to 9 will change it instantly . 

All instructions are included in the 
program. Capital letters in quo tation 
marks in lines 400 to 500 shou ld be 
entered in graphics mode. (16K Spec­
trum). 

30 

When the program is RUN the 
screen shows a section of keyboard with 

10 GO SUB 1 00 0 
1 4 FO~ c=i~~ TO ~ E.l 
15 F OR n= 0 T O 7 
16 RE A D a: PO K E LISR CH R$ c +n, a 
1 7 NEXT n: NEX T c 
18 DATA 15~l'5,1 5 , 1 5;i5; 1 S,7;0 
19 DATA 2 40, 2 4 0 , 2 40 ,24 0 ,24 0, 24 

0,22 4- , 12 8 
2 0 DATA 15,15,15,lS,7,0,0,0 
21 DATA 24 0 ,2 4 0,2 ~ 0,2~0,22~,12 

8, 128,.128 
22 DAT A 1~e,12e,1~e,12e, 1 2a,2 s 

5, 128,128 

~~ g~+~ ~2~;~2~:~sg:~2g:t28,1 2 
8, 128, 128 

25 D.CffA 0,0,2'55,0, 0 ,0,0,0 
30 PAPER 2 : BORDER 0: CLS 
40 AEH variables 

4 

4~ I FT c1$=''m\,-1.:4ll?" 
42 LET len= . 3 
43 LET o=0 

100 REN ~e y bo a rd 
105 PAPER 7 
110 FOR n =8 TO 2~: FOR m=7 TO 1 

120 PRINT AT 111,ni" " 
13.21 NEXT m: NEXT n 
14.0 INK 0· PLOT 64~61: DAAt.l 1 1 1 ,.,. 
150 FOR n=64 TO 1 62 STEP 16: PL 

DT n ,56: DRAlJ 0,63: NEXT n 
1 60 FOR n=9 TO 20 STEP 2; FOR m 

= 7 ,·o l0 
170 .IF n=13 THEN NE)(T n 
180 PRIN T AT l.'tl' ,n; •· •. . : REH ~ S + 

:>1-.i fted 5 
190 NEXT fll: PAl:NT AT !h, ni "C.D": 

REH § CD 
200 NEXT n 
300 RE"M notes. 
.310 IF rNKEY S = "i" Tl"iEN LET o=-1 

2 : LET a$ = "bottOM'. 
:;;1e; l"F INKEY.$='.C'I" TH~N L~T o = 0 : 
LET a.S="IO.iddle" 
~2 0 I F J:NKEY $ =" P " THEN LET o=12 

LET a $ ;:" top" 
321 IF INKEY$="1'' THEN LET ten = 

• 1 
322 :tF J:NKEY$= .. 2" THEM LET len = 

,2 

323 Ir .I'NKEY .$ :;"3 .. THEN LET len = 
.3 

32 4- J:F .INKEY$=" 4-" T HE N LET l en ... ... 
32 5 IF .INK EY $ ="5" THE N LET len= 

.s 
326 I F INKEY' $ ="6" THEN LE T ten:: 

.6 
327 IF .XN KEY .$ = " 7" T H E N LET len:::: 

,7 
326 I F .INJ" .E Y .$= '· 8 " T H EN LET lE:n :;; 

. a 
329 IF INKEY$=''9 .. THEN L ET Len :: 

,9 
3 4-0 I NK 7: PRP £ R a: PR INT AT 0 , 

ag~;L~2¥:lr ~f l!~:;; .. ;·,; ;.J 1.7,7;ct 
$; . . c ·· 

4 00 INK 0 : PAPER 7: IF INKEY$= " 
a " THEN PRINT AT 14. , 8 ; "EF " : BEE P 

t e n 1 0+ o: P RINT A T 14,B;"GH" 
4-10 IF INKEY$="w" THEN PRINT AT 
11, 9 ; "AB" : e.J!E P le n, 1-+ o: PRINT 

AT .1.1 , 9 ; .. CD " 
420 IF INKEY$="s" THEN PRINT AT 
1 4 , 10;"EF" : SEEP Len,2+0 : PRINT 
AT 14 , 10; "GH" 
430 IF INKEY$="e" THEN PRINT AT 
1 1 , 11 ; "AB": BEEP len,3+o : PRINT 
AT 11,11; " CD " 
440 IF INXEY$="d" THEN PRINT RT 
M'i~ : ;~r ::i;;H~EEP Len,4+o: PRINT 
450 I F INKEY$ : ·· r " TH E N PA I NT A T 14.; 14; " E F": BE E P ,en,S:+o: PR ..IN T 
AT J. 4,.14-; "GH" 
460 I F INK.EY $ = ·· t ·· THE N PRINT RT 
11, 1 5;'' RB' ' : BEE P len,6 +0: P R:tN T 
AT .1.1 , 15; "CD" 
.. 7 0 IF INKEY$ =··9·· TH E N PRINT RT 14~16;" EF": BEEP len,7+o: PRIN T 
RT l.4, 16; " GH" 
480 IF I NKEY$="!i" THEN PFHNT AT ~'f··tr:~~~::c0 ~EEP len,B+o : PR I NT 
485 IF INKEY$= " h" THEN PAff'JT A T 
14,lS~··EF"": BEEP l~~~9~o: PRINT 
AT 14 ., .1Si .. GH" 
49 0 IF I NKEY$="L1" THEN PAINT AT 
11,19;' ' AB' ' : BEEP l£0,10 +o: PR:I N 

T AT 1 1 , 19; "C D" 
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500 :rr· .INKEY$=",j'' THEN PR.INT A T 
l.d.,20; .. EF": BEEP le n,11+-0: PAI N 

T AT .14.,20 ; "GH" 
600 GO TO 300 

100 0 PAPER 2: CL5 : PR XNT .I:NK 7; 
AIN~-'~j ;f P:~jf!! l Piano"_ ; OVER .. 1 ; 

1005 LET n$:;::"ASDFGH.J" 
1010 LET l=1: FOR n=7 TO 20 STEP 

2· PRINT PAPER 7 ; INK 0;AT 10 , ~ 
_.n$(U: LET l=l+1: NEXT n 
1020 LET n$="WETYU" 
1 ~30 LET l=1 : FOA n=e TO 18 STE P 

2: IF n=.12 THEN NEXT n 
! 0 ~0 PRJNT PAPER 0; JNK ?;AT 8~~ 
; n$fl): LET l=l+.1 : NE.XT n 
105"0 PRINT AT 6,0;"LISE THESE KE Y 
~ .. ; RT 11,7; ",t";AT 12,3; "MIDDLE C 

1 060 PR.INT AT 4.,20; " octa\o'e keys " 
. PRINT AT 6,22; '"8 l!J !iii" 
1 070 PR.INT RT 2,2; "Leng t h Of no t 

~d t,7 R+r l:; ~~:e~;: !l~e:~·:&~ii~§~,~C• 
10e0 PRINT .INK ?;AT 14,~;"Spect r 
al Piano is a computer versi c 
r, of a pj ano ~DncE: !:ICl\.t know.h ow l t 

~or~s ~ou ~ill soPn be 1r~in 9 
to play your o~n tunes.·· 

1 09 0 INPUT "IJhen ready press ent 
er" ;z$ 
1 100 PRINT OVEA 1; FLASH 1; PAPE 
cto0~~T0J2 p~jS~R 2; INK .. ~;~~Ai~,~; 
''The keyboard is set out like 

that of a real pJano.e~ pressin 
q the ~e~~ A TD J ton the second 

row up)you w:i l l get a note from 
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~jddle C TO S.To obtain the 
sharps and flats press an~ of 
the keys displayed in white on 
black." 

111.0 'INPUT "press e.nte.r when re a 
dy"; 2$ 
1 120 PAINT INK 7;RT 14.,0;"5.p al 
so has ~ functjon to altert he oc 
tave you are Playing in, and a 
ru nction to c hange the length 
or a note. 

1-rf at any time duri n 
9 play in g you wish to change 

oc taves just press ke y 8 to ge t 
the octave star ting at botto m 

a~e~i~d1\.t~o9;~t~~~e·t~gt~ ~c~~J 
e •· 
1.2.30 INPL*T "Pr£-~!S entEr 1:Pl-:£".'1 !"£ill 
dy " ;zs 
114-0 PRINT INK ?;AT 9,0;"'.2.-i/ a 
t any tiae during ptayjng you ~j 
sh to change the du ration of the 

no tes you are pressing press a 
ny •ey lroa l TO 9.The higher 
the nu•ber the longer the not 
e " 
1150 FOR n=15 TO 21: PRI N T AT n r 
0; .. 

NEXT n : REH 32 
1190 INPUT "Have YOLI under.stood'? 
(y/n)";Z $ : IF :Z.$<>"Y'" THE N GO TO 
1000 

1200 RETURN 
9998 PAUSE 0 
9999 PAPER 7, INK 0 , BORDER 7, F 
LASH 0: CLS 
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VALERIE JAM IESON of Glas· 
gow sent this computerised ver· 
sion of a traditional game, which 

can be played on the 16K ZX-81. You 
and your rival attempt to complete a 
line of four squares, while each tries to 
prevent the other completing a line. 

Graphics instructions are given in an 
abbreviated form in lower-case letters in 
brackets. Lower-case 'g' stands for 
'grap hic' and lower-case 'i' stands for 
'inverse'. Thus ' is' stands for 'inverse 
space', 'ii' for 'inverse l', and 'g6' for 
'graphic 6' . 

32 

10 REM "LINE" 
20 CLS 
25 PR I NT "< 12:1196 • ii • i i • in • i" • i 

- • 13:f.96 )" 
30 FOR X•2 TO 13 STEP 2 
40 PRINT AT X,1JX 
50 NEXT X 
60 FOR V•2 TO 13 
70 PRINT AT V, 3J "( is•s • is •s •!s 

i s• i9, •s 1 is 1s , i:!. ' S' is•s1 i:s ,11 
80 NEXT V 
90 FOR Z•3 TO 14 STEP 2 

100 PRINT AT Z, 3 J"( 14:t:is)" 
110 NEXT Z 
120 PRINT AT 14,4J "4 6 8 1 1 1 

1" 
130 PRINT AT 15, 10J" 0 2 4 6" 
140 PRINT AT 20,0J "PLAYER 1 POS 

ITION DOWN 
150 INPUT A 
155 IF A•00 THEN RUN 
160 IF A<2 OR A>12 THEN COTO 14 

0 
170 PRINT AT 20 , 18J" ACROSS" 
180 INPUT B 
185 IF 8•00 THEN RUN 
190 IF 8( 4 OR 8) 16 THEN COTO 18 

"' 200 PRINT AT A, BJ "(il) " 
210 PRINT AT 20,7J"2" JAT 20,18J 

"DOWN 
220 INPUT C 
225 IF C•00 THEN RUN 
230 IF C<2 OR C)12 TMEN COTO 20 

0 
240 PRINT AT 20 , 18," ACROSS" 
260 INPUT D 
265 IF D•00 THEN RUN 
270 IF D<4 OR D)16 TMEN COTO 23 

0 
280 PRINT AT C,DJ"Ci2)" 
290 COTO 140 
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YOU FL Y through the air, using 
keys 6 and 7 to move up and 
down. You must shoot as many 

flying bombs as possible, using any 
other key. 

Avoid crashing into the landscape or 
the game will end. 

The game was written for the 16K 
Spectrum by John Hopper of Solihull, 
West Midlands . 

1 REf1 •••• •.• • • • • • • • • • • · • • • • • 

· · ·s-~ET·a ~s+PEEK 23635+256*PEEK 
2 i~3

~ClR n=a TO a+24: READ a$ 
.15 LET X-= CODE a$ - 4-'8 - !39it-fA$ > "£ 

")} ~ LE T ~ = CODE a. S: ! 2 : -4 e - (~9 :- t .! $ 
{2) )"£'")) 

20 POKE n,X*l6+Y NEXT n 
30 DATA "06'',"C0",''.11","00","'4 ::~~~:;~~::~;~~::~;~~~~~?~:'.~i?.?~;i 

.. ., ··cg" 
100 GO SUB 3000 
110 LET sc=0: LET a=10: LET b 1 = 

0: LET C1=l.75 
12 0 PDXE 23760+16,54 
160 PL0T :240,a 
1 90 BORDER 1: PAPER 1 : INK 6: C 

LS 
200 LET b=INT CAND~100)-50 
2 1 0 IF b1+b>140 OR b1+b <7 THEN 

LET b=0 
220 PLOT 240,b1: ORAU 8,b 
230 LET b1=b1+b 
2 4-0 LET l=USR 23760 
250 PRINT AT a,12;" 
2 6 0 IF SCR E EN$ ( a , 14-) < .'> •• •• THEN 
GO SUB 2000 
270 IF INKEY$= ' "6" AND a <20 THEN 
L ET a=a+l. 
280 IF INKEY$=' · 7 ·· ANO a >0 THEN 

LET a =a - 1 
2 9 0 P R I NT I NK 6; BRIGHT 1; PAPE 

R 1 ;AT a ,12; .. > " 
3 0 0 :IF INKEY$<>''" A N D .INKEY$<>'' 

6 " AN D INKEY$<>"7" THEN GO TO 70 
00 

33.1 PAUSE 5 
3 4-0 IF R ND ~ 5 0 >= ~5 THEN GO SUB 3 
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500 
350 BEEP s 001,50 
360 GO TO 200 

1000 RESTORE 1005 
10 0 5 DATA 0,0,240,100,l.27,252,12 
0,0 
1 010 FOR f:0 TO 7· RERO a : POKE 
USR .. a .. + f , a ; NEXT f 
1020 DATA 0,0,0,0,170,0,0,0 
1030 FOR f:0 TO 7: READ a: POKE 
USR "d"+f ,a: NEXT f 
1100 RETURN 
20 0 0 PRINT AT 3,0; BRIGHT 1; PAP 
ER 2; INK 7;··scORE=··; Fl.ASH 1;sc 
: PRINT AT a,14; INK 7; FLASH 1; 
" 1,- ". BORDER INT (RND-1-8 ) : PR I Ni I 
NK 2; BR:IGHT l.; FLASH 1; PAPER 5 
;A T 12,10;"-HIT-HIT-HIT-": BEEP 
a0 1 ,RND*50 : GO TO 2000 
35 0 0 LET x2=INT (21-Cb.1/SJJ-l 
3510 LET x=INT f RNO~X2) 
3520 PRINT RT INT x,:29;"'-t."' 
3530 I F RND•60<2 THEN PR~NT AT X 

3~~~ .. t~URN 
7 00 0 FO R f = 14 T O 20 
7010 PRIN T :XNK 5; RT a, f; '"·~·" 
7020 IF SCREEN$ ta,f+1) <>'' '' THE 
NGO TO 704.0 
7030 NEXT I 
7040 IF SCREEN$ Ca,f+lJ~· · {'' THEN 

BEEP .01,10: L ET SC=SC+1: FOR h 
-=14 TO f+1 : PRI NT AT e,h;" ": NE 
XT h: GO TO 322 
704-S :IF SCREEN$ ca,l+1)="T' ' THEN 

BEEP .01 ,30: LET sc:sc ~10: FOR 
h:14 TO 1 +1: PRJ:NT ITT" a ,h;" ": N 
EXT h: GO TO 322 
7050 FOR h::1.4 TO f : PR:INT AT a ,h 
· •• " · N EXT h: GO TO 322 
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1 FEM " 1.:50" 
2 FAST 
3: LET T•0 
4 LET n ...-0 
5 LET SM .. 0 
6 LET A..,0 
7 LET s .. 0 
8 LET ,=-,. 3 
9 LET I • 0 

10 LET H• 3 
11 PRINT AT 0,13 ; "H LEG " sAT 0 

, 21 ; " SCORE " ; AT t,13 s "A LEG "J AT 
1. 2 1 i "SCORE " 

12 FOR N .. 0 TO 11 
13 PLOT 60 , N 
14 NEY.T H 
16 FOR N,.:S TO 14 
18 PLOT 59 , N 
19 PLOT 58 , H 
20 NEXT N 
21 FOR H•:S TO 11 
22 PLOT :r;,, N 
23 NEY.T N 
3 0 PLOT :S6, 11 
35 PLOT :S:S, 9 
40 PLOT :S:5, 10 
4:S PLOT 54 , 8 
~0 PLOT 53, 8 
S5 PLOT SG, 4 
60 PLOT 36 ,5 
65 PLOT S'!'i, 2 
70 PLOT 55,3 
?"5 PLOT 34 , 0 
80 PLOT 54 , l 
82 PLOT !53, 0 

l Y OU AND your opponent each 
has nine darts with which to 

· obtain the highest score poss· 
· ible. When the program is entered input 

either "H" (home) or '1A11 (away). You 
----- = 5 /# .,.....,. must then decide at what angle to throw 

your dart to hit the randomly -posi­
tioned board opposite. 

83 INPUT At; 
84 lF Al-"H" THEN LET T..,T+1 
85 lF AS•"A" THEN LET Tl...-Tl +I 
89 IF T>3 ANO T1 ""3 TMEN STOP 
90 IF T>- 3 AND T1>3 THEM STOP 
91 COSUB 500 
?2 '3LOW 
93 PRINT AT l :S, 2'5;" " JAT 1:5, 2 

6 ; " ( •" 
9 :S LET R .. 0 

100 FOP N-11 TO 8 STEP -I 
110 UNPLOT 51+0V'2 ), H 
120 PLOT 53 , N 
125 LET R"'R+ 1 
130 NEY.T N 
132 PRINT AT 15,26J" "JAT 15,2 

5; "<• .. 
135 LET R•0 
140 FOR N-11 TO 8 STEP -1 
150 PLOT 5 1HR / 2) , N 
152 UNPLOT 53, N 
15!5 LET R•R:+1 
160 NEXT H 
16!5 IF JNKEY•• "I" THEN GOTO 180 
170 GOTO 93 
180 INPUT R 
182 IF R)35 HIEN GOTO 180 
185 LET C•0 
186 LET 0•0 
190 FOR H•2!5 TO 3 STEP - 1 
200 LET 0• 1:5- ( INT ((TAN (R/1 80* 

PI »*C» 
202 IF D< •0 THEN GOTO 90 
205 PRI NT AT O,N, .. <• " 
210 FOR: W•I TO 2 

To input your angle, first press "I" 
and input a number less t~ 35 when 
the prompt appears. Once you have 
thrown three darts your opponent will 
be given the opportunity to input "H" 
or "A" and to have th ree throws. 

The program was written for the l 6K 
ZX-81 by Kevin Snowdon of Gates­
head, Tyne -and-Wear. 

215 NEXT W 
22 0 l='RINT AT O,N J " 
22:s LET c-c+ 1 
230 NEXT N 
240 IF O>• FI ANO D<•A +4 THEN GOT 

0 300 
24!5 IF F( 0 TMEN GOTO 8 
246 IF-' M<0 TMEN GOTO 8 
2!50 GOTO 90 
300 IF O•A THEN LET I• I +!50 
30:5 IF O•A+ 1 THEN LET I • I +40 
3 10 IF O• A+2 THEN LET 1•1+30 
31!5 I F O•A+ 3 THEN LET 1• 1+20 
320 IF O•F1+4 TI-IEN LET 1•1+ 10 
321 IF Fle• " H" THEN LET S•S + I 
322 IF Flf;•"A" TMEN LET SH•SM+ I 
330 PRINT AT 0,19;T , AT 0,2 7 1-S;A 

T l.191T11AT 1,27;SM 
340 GOTO 245 
!500 FAST 
!502 LET 1•0 
505 FOR N•0 TO 4 
510 PRINT AT A+N, 0 ; " 
:51:5 NEXT N 
:518 LET A•INT < 1S1'.RND> 
520 PRINT AT A, 0>":50(9h) " iAT A+ 

1 , 0;"40(9.!.)"JA T Fl+2,0 1"30(9h)" ; FI 
T A+3, 01 " 20 ( 9.\ >" 1AT Fl+4,0 J"10( 9h 
) " 

:530 IF All• "H" THEN LET F""F-1 
:531 IF All•"A" THEM LET H• '°'""l 
:535 IF F{ 0 TMEN GOTO 8 
:536 IF H<0 TMEN GOTO 9 
540 PETURN 
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YAHTZEE is a dice game for the 
expanded ZX-81, written by 
Richard Smith of Luton, Bed­

fordshire. Your aim is to collect as many 
dice showing the same number as poss· 
ible with three throws. After each throw 

2 REM R. SMITH 1983 
!5 SLOW 
7 REM inst.ructions 

10 PRINT TAB 7 ; "COMPUTER YAHTZ 
EE" , "<?~ sP • 16):~7 )" 

20 PRINT 
2!5 PRINT "COLLECT A SET OF DIC 

E TOGETHER EITHER ALL ONES, TWOS 
OR THREES ETC, .. J 

30 PRINT "YOU DO THIS BY"," IHP 
UTING A HO. ( THE AMOUMT OF DIC 
E YOU WJSM TO KEEP)" J 

3:5 PRINT "E, c;, 3 IF YOUR SET l 
s· 

40 PRINT " :5 4 l :5 :5" 
4 :5 PRINT "THEN INPUT THE POSIT 

IONS OF TME FIVES < IF :5 IS YOUR C 
HO ICE> " 

47 PRINT " E , G 1 ( N/l ) 4 (N/L) 
:5 (N/L)" 

:52 PRINT "T HIS WILL RETURN THE 
SET OF DICE" 

:14 PRINT , , " S :5 :; 7 1 

:56 PRIN T , , "WHERE THE TWO ""7" 
"S ARE NEWL V RANDOMLY GENERAT 
ED HO""S,PERHAPS" 

:58 PRINT "T HE NEW SET IS• " •," 
:; :; :; 1 :5" 

60 PRINT "Pr • •• n'1 f'or- n•><t P 
ar-aQr-aPh " 

61 IF I NKEYt• "" THEN GOTO 61 
62 CLS 
6'4 PRINT "THE NEW SET IS• .,, ," 

:5 :5 :5 1 5" 
66 PRINT "IN WHICH CASE YOUR N 

E><T INPUT WOULD BE• 4 FOLLOWED 
BY 1,2 ,3, :5., 

68 PRINT 
70 P~IHT "YOU HAVE 3 ATTEMPTS 
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you can choose which dice co keep as 
they are and which to throw again. 

Skill is involved when deciding 
whether to keep several low-scoring, or 
one or two high-scoring dice. After 
every six rounds your score, and the 
high score, are shown. 

TO COLLECT THE DICE TOGETHER. A 
FTER THIS• " 

72 PRINT " ""CHOICE""WILL A 
PP EAR" 

74 PRINT "AS YOU ARE COLLECTIN 
C F I VES VOU IMPUT :; . THIS THEN CO 
LLECTS ANO ADDS ALL THE FI VES" 

00 PRINT , , " A SCORE IS GIVEN" 
02 PRINT , , "THERE ARE 6 ROUNDS 

• THE SCORE IS INCREASED ACCORD IN 
GLY." 

04 PRINT , , "THERE IS A HI-SCOR 
E ANO NAME FACI LITY< 9 LETTERS 

MA:<. )" 
86 PRINT AT 21,0,"PRESS ANY KE 

Y TO START THE GAME" 
90 IF INKEYt•'"' THEN GOTO 90 
9:5 REM 9&1'11!! 

100 CLS 
150 FAST 
160 LET At•"7??7??7?' ' 
170 LET Gl•0 
180 LET 1•0 
190 DIM 0( :5) 
19:5 FOR V•l TO 6 
197 PRINT AT 6 , 0 , "ROUNO• " , V 
200 LET 8•1 
2El2 PRINT AT 0 , ? ; "COMPUTER YAHT 

ZEE" 
203 PRINT AT 1,0J "C32 :«9H )" 
29S PRINT AT 2 , 9J " C9h)SCORE •" JI 

,TAB 31J"(2:t:9h)HI SCORE• " 1Q, "9Y 
.. iR ,,TAB 31J"C9h)" 

29? PRINT AT 4,0,"(32 t9h )" 
218 FOR A•1 TO 3 
228 FOR C•B TO :; 
230 LE T D<C>•INT C6 :«RN0)+1 
240 NEXT C 
241 FOR J•1 TO S 
2"42 PRJHT AT B,J:«'4 , 0<J) 

2 "43 NEXT J 
2'.50 PRINT AT 18 ,6, "HOW MANY 7 
260 INPUT E 
2 70 FOR F• 1 TO E 
27!5 PRINT AT 10, 6J " POS ITION " +( " 

S" AHO E>t )J" 7" 
280 INPUT C 
29 0 LET D< F )•0( C > 
3 00 NEXT F 
310 LET B• E+t 
32e NEXT A 
32 !5 PRINT "CHOICE 7( 1-6> " 
330 INPUT E 
3 "40 FOR A• t TO S 
3 !50 IF D<A >• E THEN LET I•I+O CR> 
3 6 0 NEXT A 
36 !5 CLS 
37 0 NE><T V 
3S e IF I )Q TMEN COTO 400 
390 COTO 190 
"400 SLOW 
410 FOR G• 0 TO 21 
41 :5 PRINT AT G,0,"C32*bP>" 
420 HEl<T C 
430 FOR G• 0 TO 21 
4 40 PRINT AT C,0J " 

"4!50 NE><T C 
460 PRINT AT :5,0J "YOU HAVE ATTA 

INED THE HIGH SCORE., 
470 PRINT 
480 PRINT "PLEASE ENTER YOUR I-IA 

ME < 9 LETTERS LIMIT)" 
490 INP UT A• 
,ee LET Q•I 
!510 CLS 
:51:5 FAST 
S20 GOTO 1130 
600 SAVE "YAHTZEe~ 
61EI RUN 
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IJE'T THE 11,RR,fiE 

YOU ARE a pilot with five aircraft 
and your mission is to cross the 
screen 10 times, to drop 100 

bombs. Your way is impeded by a 
number of barrage balloons, which ex­
plode an aircraft when they are hit. 
Difficulty levels range from leisurely 
speed five to the fast and furious speed 
one. 

This program was written for the 
16K Spectrum by David Rands ofHarl­
ington, Bedfordshire. 

S REM ***BE AT THE 6ARR RGE*l~ 
10 GO SUB 700 

:t.00 REM l:N5TRUCT:IONS /D .IFFICULTY 
105 BORDER 6 
110 PRINT C:; Z,E,"!:--E!=:T :HE .C..4A R 

AGE " 
120 PRINT RT 2,2, "Y ou ha \.·e to d 

rop 100 BON65'.;AT 3,2; "to co11,p le 
te t he :ni:5:5iOr:";AT 4,2 , r·wv nove 

5 PLANES ' ' 
125 PRINT AT 6,2; "Us£ z ~e·~ to 

move d o wn war-ds"' .• AT 6..,2, "U ::e m t;.e 
y to move up~ards' ' 

130 P RINT AT 10,.2; ''EN TER LEVELS 
OF DI FF I CULT Y" 
140 PRINT AT 12,2; " Fi rst enter 

s.peed of Planes";AT 13_.2;" {1 - S , 
5 is slowest) " 

150 INPUT SP: IF SP<1 OH SP>S T 
HE N GO T O 15 0 

160 PRINT AT 1~12;"'NOw enter am 
oun t of";AT 161 2;·· aar ra9e Balloo 
ns'";AT 17,2,"'(20-60, 20 is eas ie s t J •• 

1 7 0 INPUT ba: IF ba<20 OR ba> 60 
THEN GO TO 170 
18 0 LET Cr=0: LET SC =0 
190 CL5 
200 REM INITIA TE 9AL LOONS 
210 FOR n =1 TO ba 
22 0 LE T v =IN T (RND*18}+ 3 
230 LET h:I NT (RND*3 2): IF h<3 

!HEN L ET h:3 
24 0 PRINT AT v,h, INK 4,CHR$ 14 

B 
25 0 NEXT n 
260 PRINT AT 21,0; "BOM BS AWAY= 

"j s c : BEEP . 2, 20 
270 I F sc= l00 THEN GO T O 500 
26 0 PAINT AT 21, 15, "Pi....HNE:S LGST = .. ; e r 
290 IF cr=S THEN GO 70 500 
295 PAUSE 10 0 
300 REH PLANES 
3 10 LET •1 =I MT CA:NC-:.1.8~ +:?-
32 0 FOR h :0 TO 31 
3~0 LET C$=IN KEY $ 

34-0 IF C $ =" " T HEN P RINT AT V , h -1; .... 
3 50 IF cs=··z·· THE N PAINT AT v,h 

-1;" ": LET v= v +1. IF V>20 T HEN 
LET v=20 

360 IF C$="tt" THEN PAINT AT v,h 
-1; " •• ~ LET V =-V -1.: IF V < 0 THEN L 
ET. v=0 

370 IF h=31 TH EN GO TU &00 
380 IF RTTA CV,h)=60 THE N PR INT 

1~~H~$hi 4}~KF~k ~;~s~o1ks~R§~~i 
. 06,-15 : BEEP .1 ,15: NEXT n: PP.I 

NT AT \/, h; " ": LE T c i- = c r +1: GO T 
0 280 

3 90 PAINT AT v,h;C HR$ 144 
400 PAUSE S P 
4.10 NE XT h 
500 REH END GAME 
510 PRINT AT 1..13 .. 10., INK 3 1 F LA5 

H 1;"HI SSIO N COMPL ETED" 
520 STOP 
530 PAINT AT 10 _. 10 1 .INK 3j FLA;=, 

H 1.: "SQUADRON DESTROYED'' 
540 STOP 
600 REM BOMBING SOU ND 
610 FOR n=50 TO 29 STEP - .5 
620 BEEP .05,n 
6'30 NEXT n 
640 FO~ x=i TO 15 
650 BE EP . 05,-25· BEE P .05, -35 ; 
BEEP .0 5,-50 
660 NEXT x 
5 70 LET sc = s~•10 
680 GO TO 250 
700 REH GRAPHICS 
71.0 DATA "a" ~15 .• .24,15=,=:~s . 155~ 

!:§~~,~:;~;:~a=:~§~~~:~ii~~0 1ga~ 
7?0 
-,,:;;0 

40 
75 0 
-;5 0 
770 
-5 0 

f' - ._~ n= :t­
READ a$ 
FUR a =-0 
RERD b 
N!:XT a 
NEXT n 
R~TU:1N 

70 ~ 
PC!<.!=: 

'\ 
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1 REH By Georgea saunde:,-s 
S SOAOE'R 7: I'NK ~ : P~P~ S: c 

LS 
6 t::O SUB 6000 

10 BORDER 0: PRPER S: I NK 0 : C 
L S : FOR n=11 TO 21 : PRINT INK 1 ,m-0 (

0
(' ", NEXT I> 

1.000 LET s =0: LET h$= .. ~ .. : LET 
x= 1: LET sub=20; LET Y=10 
l.01. 0 LET bs:10 
1020 PRiNT PAPER 1 ; INK 7; AT 14 
.. 0.: ''USE THE ARROU KEYS 5,5,7.,8 T 
OL ANO THE HELICOPTER ON THE DEC 
K" 
1100 
1101 
l.105 
~;1 0 

PRINT AT x.,y;h $ 
LET s =s +l 
IF X=9 THEN GO SUB 5000 
~EEP .1 25.,-30: PRINT AT X,Y 

l.120 rF .:CNK ~ $=··s· · THEN LET Y=Y­

.1130 :IF INKEY$=··s·· THEN LET Y•Y+ 

il40 IF INKEY$~ .. 5·· THEN LET X=X~ 

l 
1150. 
l 
1155 
1.l.60 
1165 
1 170 
11ee 
1 19'5 
12 00 
2000 
2 005 
20 10 
2019 

IF INKEY$ -~·7·· THEN LET x =x-

IF su b=20 THEN GO SUB 2000 
7F y < : 1 THEN L!IT Y=l 

i~ ~!:i ~~:~ ti+ ~=~ 
I F y>-.28 T HEN LET y : 28 
LET SUb=SU b+.1 
GO TO 1100 
REH boat 
LET SUb =0 
PRINT AT 10,b;" 
PRINT AT 9,.b;" 
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2 020 LET b =INT {RN0 * 20J+5 

~=~~ :~§::!+ i~~ ~~m: ie~t;· .. ......., 
2 060 RETURN 
50 00 IF RTTR rx+1.,y+1l=42 THEN G 
OTO 5100 
5005 RETURN 

~i!: ~~i~ ~i i~ ~ fi ::!~:~;··~s to c 

~~ 2! 9 ;tn~NKEY$ < >"0 '. THEN GO TO S 
l.20 
513 0 
6000 
501. 5 
602 0 
60 25 
6030 
6 0 35 
6040 
5 050 
61.15 
6 1 2 0 
5125 
6130 
6:135 
61 4-0 
61 4.5 
6150 
6210 
6215 
6220 
5 225 
6 230 
5235 
6.2 4.0 
6 .2 4. 5 
5 900 

G O TO 10 
REH Lid9 
POKE USR 
POKE LISR 
POKE USR 
POKE USN 
POKE USR 
POKE USA 
POKE USR 
POKE USR 
POKE USA 
POK E USA 
POKE USR 
POKE USR 
POKE USR 
POKE USR 
POKE U5R 
POKE USR 
!=>OKE USR 
POKE USA 
POKE US R 
POKE USR 
POKE USR 
POKE USR 
POKE USR 
RETURN 

··a·· +0, BIN 
··a"+l.,BJ:N 
"a" +2 ,B IN 
"a"+3.8:IN 
.. a .. +4.~BIN 
"a" +5 .,BIN 
"a .. +6,BIN 
"b " +0 .,B.IN 
.. b .. +1 .,BIN 
:: t:: !~; gi;:: 
'"b '.+4,BIN 
'"b' .+5,B.IN 
"b"+6 .. BIN 
"b .. +7~8 IN 
.. C .. +0 .,B IN 
"c"+1 .. 6IN 
·· c " +2 .. BIN 
··c··+3 .. 8IN 
•· c ·· +4 ,BI N 
"c"+S ,B IN 
·· c•· + 6 ., B IN 
" c ··+ 7 1 BI N 

11111111 
01111111 
00111111 
00011111 
00001111 
00000111 
000 00 011 
11111111 
11111110 
11111100 
111 11000 
11110000 
11100000 
11000000 
10000000 
1 1111 111 
00011000 
001 1 11 00 
01111110 
1111111 .l 
1111 1111. 
00011000 
00011000 
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T HIS PROGRAM will tell you 
how much memory any one of 
your programs uses . It tells you 

how much memory your machine has, 
how much memory your program uses, 
how much memory the variables use, 
and how much memory is spare. 
Amounts are given in bytes. To trans­
late figures from bytes to Ks, div ide by 
1,024. 

To use the program enter the pro­
gram to be measured and then type -in 
the memory program . T ype " RUN 
9996" and the necessary information 
will be displayed. 

The program was wr itte n for the ZX-
81 by T R Carey of Southampton, 
Hampshire and is most su itable for use 
on the 16K machine. 

9996 PRINT TAB 8 ; "ZX81 MEMORY",, 
,"TOTAL RAM", <<PEEK 16388+25 6:t.PE 
EK 16389)-16384 )/ 1024 ; " K" 

9998 PRINT ,, "VARIABLES",< PEEK 1 
6404+256*PEEK 16405)-<PEEK 16400 
+256*PEEK 16401)-1 ; " BYTES" 

38 

9997 PRINT , , "BASIC PROGRAM",< PE 
EK 16396+256:t.PEEK 16397)-16509 ;" 

9999 PR I NT ,, "SPARE MEMORY" , < PEE 
K 16388+256*PEEK 16389 )- ( PEEK 16 
404+2:56*PEEK 16405 ) ;" BYTES" BYTES" 

ONCE AGAIN, Sinclair Programs 
offers you the opportunity of 
being transformed into a hap­

less frog with no chance of survival. 
You, the inverse quotation mark, stand 
at the bottom of the screen while your 
malevolent computer throws planks at 
you. 

Your only chance of prolonging your 

1 LET Z•10 
2 LET R•20 
:' LET l<•IN T < RN0*14 >• t 

1121 FOR H•l TO R 
1, PRINT RT R,Z-l 1"C aP •t"• aP ) 11 

21 PRINT RT N, 8 1 "C l:5*Gf' >" 
25 PRINT RT f.1- 1 , 1211" 

4B PRINT RT N,l<J" " 
'" LET Z•Z •< I HKEVl• " BM ANO Z< 1 

4 ) - ( INKE"r'8• M:5" ) 
68 N&:kT N 
71 IF Z< >k THEN GOTO ''" ' 
H IF R•1' TH&:N PRINT "YOU WOM" 
51:1 LET R• A-1 

t lHI GOTO !5 
,ee PRIN T AT R, z-2, "SPLAT" 
! 11 PIUN1 RT 18 , 1:5,R 

life is to use the cursor keys 5 and 8 to 
dodge left and right, so that when the 
plank reaches the ground you are situat­
ed safely under a knot-ho le. How long 
can you survive? 

The program was written for the 1 K 
ZX-81 by Simon Knight of Herne! 
Hempstead, Hens. 
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10 BORDER 0: PAPER 0: rNK 7 
1S 130 5U6 ~000 
20 CLS 
25 GO SUB 1000 
26 GO TO 8000 
30 LET Z= 1 2 
4 0 FOR b=S TO 15 
50 PRIN"f AT % , bi IN\JE.ASE 1;; " 

60 PR I NT AT Z+1.,b; INVERSE 1; i 
.. $/, .. 

70 FOR x=l TO 50 
7~ NeXT X 
80 PRINT AT z., b .; INUERSE 1.i ·• 

9~ PRINT AT :Z +1, b; INUERSE 1;; 

95 LET z:.:z-1 
96 I F I NKEY.$=" f" THEN GO SUB 2 

000 
100 NE><T b 
105 I F INK.EY.$="f" T H EN GO SUB 2 

000 
1 1 0 FOR bz l S TO 22 
~20 PRINT AT Z., b; INVERSE 1;; .. 

.. ~~ PRINT AT Z+l.,b; INUERS E .1;; 

140 F OR X=1 TO 50 
14.5 N EXT x 
150 PA:INT RT z, b; I NVERSE l.;" 

1 6~ PAINT Al z+l.,b; 1NUERSE 1;; 

1. 70 L.ET Z zZ + 1 
l.8 0 IF 1 NKEY $ :i:"f" TH EN GO SUB 2 

0 0 0 
200 NEXT b 
210 RETURN 

1000 FOR a:1 TO 80 
10 1 0 I NK 7: C :IRC L E 12B,8B,a 
1 0 2 0 Ne'.XT a 
1030 RETltRN 
C000 LET r=l 
2 01 0 LET d:30 
2 0 30 F OR s~.1.e TO 4 STEP -1 
2 0 35 INVERSE 1 ~=!~ :~o~ ~T S,r;"/";AT s,d;'''\" 

20 4.9 :INVERSE 0 
2050 PRINT AT s,r;" · ··;AT s, d; ··· ·· 
2051 IF S.)13 THEN PRINT AT s,r;" 

"iAT S,d;" " 
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mean 
SHQT 

L OOKING into the sky you see a 
remarkably familiar figure flying 
across the Moon on a bicycle. You 

raise your gun and, by pressing ° F", 
you fire. If you are successful the cud­
dly alien will fall to rhe ground and you 
catch it in your basket, using keys 5 and 
8. 

Can you catch all the aliens and have 
the Moon men declared extinct? Can 
you eat your dinner after playing this 
game, which was devised for rhe 16K 
Spectrum by Jonathon Baird of North­
wich, Cheshire? 

The bicycle on Jjnes 60, 130 and 
3630 is made up of graphic "A" and 
graphic "B". The spot on lines 50, 120 
and 3630 is graphic "C" followed by 
graphic "D". 

2 055 L~ r=r+l. 
2050 ~T d =d -1. 
2079 BEEP ~.1 ,s 
S 080 NE XT s 
2 0 9 0 XF b = 1S AND Z=4 T HEN GO T O 
:3500 
:3000 RETURN 
3 500 RE STO RE 9 90 0 
35 10 LET score=sc o re +i 
3 520 FOR A:1 T O 11 
353 0 Rf!RO beep 
3 540 BEEP e2 ,b ee p + 16 
3 560 NE XT k 
3560 L ET catCh=16 
3 5 9 0 NEXT -._ 
36 00 LET f a ll= I NT {RN0 *3)+13 
:36 10 F OR 9=4 TO 2 0 
r:7;N~g~$;~~~~==ca t eh- ( I NKEY $ =" 5 " 

~6~~; ~!;1:~"!:1~1a 1 tf~ ~Lf.; ~~v~~5~a}~ 
h; :INVER SE 0; •·y ·• " 
:, : ~ l r~w i :+ i1 f~! ~ ~~· .. ; f!T 9 +l. 
365 0 N E XT 9 , " 

~~~~ 0 ;~+i:tch = fall THEN LET scor 
3670 PRINT AT a1,0; :: 

3700 RE T URN 
80 0 0 L ET sco r e=0: LET et=0 
8020 FOR e : 1 TO 25 
T~3~o ~R~7T H~bn 0M:h ~~~~ ~e =··is co re 
80 4 0 GD SUB 30 ' 
6050 LET et==et+1 
S070 IF score>=90 THEN PRINT AT T;: '\,T6~ASH 1 i "Hoon Nen extinct 

8100 NEXT e 
S200 PRINT AT 21,0; FLASH 1;"You 
gfai led.The Moon Hen live~··: STO 

9000 FOA V:::1 TO 4: READ a$: FOR 
~ ~0 ,.,!~T 7 ~: R~~~T c ~-: p2~9u~~R as+~' 

~i!~ g~+~ ::::: ;~;~; fg~;~2~ i~0~~5~ 
160 ,64 
9115 DATA'' .",0,0,0,0,0,0,0,1 
:!t!eDATA .".:·.~.0.~.0.11a.11a.11 

9900 DRTA 3,3,3,3,6,4,4,3,3,1,3 
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f chose rare but 
ATRIX is one. o s in which th e M excellem routme back It is a 

computer an~~~; you t~ ~ove 
me of strategy requ oss a mamx ?f 

ga flashing cursor acrhe highest avail· 
a collecung t k 
numbers, hitting the O ey. can 
able values by . are that you 

The restr~~;~,';,'ntally and tha~~~~ 
move on!~ giving the compute~he high 
must avo1 access to . h 

oves venically,_ any ·s the player wit 
m mbers. The winner ' more moves are 

~:e hig~~:' ~~:;;c~:ns andm~r~:t': 
im~:~tai~ed within the ga . 

::;:ning score is kep'-, very well, o_bv1-
The computer playwith the requ1su_e 

ously in its ele?1entand in our tests It 

number-crunc~mg, re often than ~ot; 
managed to w1~ mo nd original hstmg 

An interesting a f Wirral, Mersey-
from T J Marrow o . ·. 

"de ase letters sig_m 
SI l~ our listing, lower-c t when inside 
r. 'nverse video excep raphic instruc-1y i hen they are g 
brackets,; ZX-81) 
tions. (16 . er-o:e MA 

10, 10; "( inv ..., 

17, J 8 "BY JAM ES MAR 
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22 LET M0•2 
25 DIM 81 ( 8 , 16 ) 
30 LET Al•":t.151009090908080807 

0707060606050505040404 030 3030202 
020101010000000000-1- 1-1-2 -2-2- 3 
-3- 3-4-4-4-5- 5- 5- 6-6- 6- 7- 7-7-8-8 
-8-9-9-9-900 " 

40 FOR N•1 TO 8 
50 FOR M•l TO 8 
60 LET A•INT <<RND*<<LEN AS-1 ) 

/2) )+1 ):t.2 
' 70 LET Bl <N,M:t.2- 1 TO M:t.2) sAS<A 
TO A+1) 

80 IF Al ( A TO A+l )• " " THEN G 
OSU8 1500 

90 LET AS~AS< 1 TO A-1) +AS(A+2 
TO LEN AS) 

100 NEXT M 
110 NEXT N 
120 REM '"-Core V3.ri.~btes 
130 LET s~0 
140 LET Tm0 
160 GOSUB 7(10 
170 REM P ls.~.,,rs r<i<:>v,;, 
175 GOSU8 3000 
180 PRINT AT 2:t.Y, l +0:-1 ) :t3 ; "(tw 

o inverse 'ASTER I SKs) 11 

190 PRINT AT 2:t.Y, 1 +0:-1 ):t.3 ; 8 $ ( Y 
, 2:t.X-1 TO 2:t.X) 
200 IF IN~;EY$="" THEfl GOTO 180 
210 LET A$•INVEY$ 
213 IF A$•"U" THEN GOTO 920 
215 IF A$()"8" RND A$()"5" AND 

AS<>"0" THEN GOTO 180 
219 IF AS•"0" AND BS<Y,2:t.X-1 TO 
2:t.X )~" " THEN GOTO 180 
220 IF AS•"0" THEN GOTO 270 
230 LET X•X+( A$•"8 ") - ( A!ll""5") 
240 IF X>8 THEN LET Xs1 
250 IF X<l THEN LET X•8 
260 IF B!ll<Y,2:+:X- 1 )•" " THEN GOT 

0 230 
265 GOTO 180 
270 LET LP•VAL 8$(Y,2:t.X- 1 TO 2:t. 

X) 
275 PRINT AT 2:t:Y,l+ (X-1 ):t.3j " 
280 LET S•S +LP 
290 LET MO•! 
295 LET 8$( Y, 2:t.:~-1 TO 2:t.X )=" 
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297 GOSUB 765 
300 REM cor~PIJ.t,;,rs Move 
301 GOSU8 4000 
305 DIM R< 8) 
310 FOR Nz1 TO 8 
315 LET Vft-100 
325 IF N•Y THEN GOTO 430 
330 IF BS< N, 2*X-1 TO 2:t:X )< >" 
THEN GOTO 360 
340 LET ~J=- 100 
345 IF N•Y THEN GOTO 420 
35 0 GOTO 370 
360 LET ~J=VAL 8$( N, 2:t:~:-1 TO 2:t:X 

) 

370 FOR M•1 TO 8 
370 FOR Mffl1 TO 8 
380 IF MnX THEN GOTO 410 
390 IF 8!1i(N,M:t.2- 1 TO M:t.2)~" 

THEN GOTO 410 
395 IF VAL 8$( N, M:t.2-1 TO M:t:2 ><V 
THEN GOTO 410 
400 LET Vml/AL 8$ ( N, M:t.2-1 TO M:t.2 

) 

410 NEXT M 
420 LET R< N )=~J- 1/ 
430 NEXT N 
440 LET V•- 100 
450 FOR N•1 TO 8 
460 IF 8$0~, 2:t:X-1 TO 2:t.X )e" 

THEN GOTO 489 
4 70 IF R< N >< V THEfl GOTO 489 
475 LET 1/=R<N> 
480 LET Y=N 
489 NEXT N 
490 LET LP=VAL 8$( V, 2:t.X-1 TO 2:t: 

X) 
500 LET T=T+LP 
505 PRIMT AT Y:t.2, l+(X - 1 >:t.3;" 
510 LET 8$(Y,2:t.X-1 TO 2:t.X)-" 
520 LET M0=2 
530 GOSUB 765 
540 GOTO 170 
699 REM dra.w boa.rd 
700 CLS 
701 PRINT AT 0,0; "(nine inverse 
SPACE$; i nver$e MATPI:-<; ten i nver · 

:?.~ SPACEs )" 
706 FOP N~l TO 8 
710 PR I NT AT < 2:t.t·D-1, 0; " ( t we·nt,, 

41 
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five inverse SPACEs )" 
720 FOR M~l TO 8 
730 PRINT AT 2*N,(M-1 )*3; "< inve 

r-se SPACE)"; B•<N,2*M-1 TO 2*M) 
740 NEXT M 
745 PRINT AT 2*N,24;"(inv~r-se S 

PACE)" 
750 NEXT N 
760 PRINT AT 17,0;"( t went~ fiv<> 
inv11tr-se SPACEs)" 
770 PRINT AT 19,2;N$1" , ";S;" 

780 PRINT AT 21,2;"ZX91 • ";T;" 

790 PRINT AT 19,15;"LAST PIECE 
' "JLPJ !' II 

795 PRINT AT 21, 14;" 

900 IF MO•l THEN PRINT AT 21,1 4 
;"MY TURN" 
810 IF M0•2 THEN PRINT AT 21,14 

;"YOUR TURN,"; N$ 
820 RETURN 
910 REM ~&me OVl!tt" 
920 CLS 
925 PRINT AT 4,9;"(thir-teen inv 

er-se ASTERISKs )" 
930 PRINT AT 5,9;"(in ver-se ASTE 

RISK SPACE GAME OVEP. SPACE ASTEP 
ISV. )" 
935 PRINT AT 6,81 "(thirt.,e·n ir,v 

erse ASTEP.ISKs )" 
940 PRINT AJ 9, 7; "MY SCORE IS " 

; T 
950 PRINT AT 11,2;"YOUR SCOPE," 

; NS; 11
, IS "; S 

955 PRINT AT 13,7;"PP.ESS ANY KE 
Y" 

960 IF S<>T THEN GOTO 1000 
970 PRINT AT 17,6;"(invers-:e DP.A 

.i >" 
..il90 IF INKEY$•"" THEN GOTO 990 
995 GOTO 1200 

1000 IF S>T THEN GOTO 1050 
1010 PRINT AT 17, 9; "( i nv"'"""' I fJ 
ON)" 
1020 IF INKEY$e" " THEN GOTO 1020 
1030 GOTO 1200 
1055 PRINT AT 17,6; "( inver-s"' YOU 
vJON )" 

1070 IF INKEY$~"" THEN GOTO 1070 
1200 CLS 
1210 PRINT AT 10, 3; "DO YOU •lANT 
ANOTHER GAt1E7" 
1220 INPUT U$ 
1230 CLS 
1240 IF U$( 1)="Y" THEN RUN 
1250 PRINT AT 10,11,"THANK YOU" 
1260 STOP 
1500 LET Y~N 
1510 LET X•M 
1520 RETURN 
2000 CLS 
2001 PRINT AT 1,12;"(inverse MAT 
RIX)";T AB 11;"--------" 

2005 PRINT AT 4 , 1; "YOUR AIM IS T 
O GAIN MORE POINTS" 
2010 PRINT "THAN THE COMPUTER. W 
HEN IT IS '' 
2015 PRINT AT 6 , 0 ; "YOUR TURN, YO 
U MOYE THE '"'(two inver-ese ASTER! 
SKS>"" WITH" 
2020 PRI NT "THE ""8 11

" AND ""5 1111 

KEYS UNTIL IT IS" 
2025 PRINT "OYER THE PIECE YOU W 
ANT, THEN" 
2030 PRINT AT 9 , 0 ;"YOU PRESS ""0 
" " TO TAKE IT. " 
2035 PRINT "PRESS ""U"" TO STOP 
THE GAME," 
2040 PRINT AT 12, !;"THE COMPUTER 

MOVES VERTICALLY," 
2050 PRINT" AND YOU MOYE HORIZ 
ONTALLY," 
2055 PRINT AT 18, S;" WHO AM I PLA 
YING WITH?" 
2060 PRINT AT 20, 7; "< INPUT ','OUR 
NAME)" 
2070 INPUT N$ 
2075 CLS 
2090 IF LEN N$<9 THEN GOTO 19 
2090 PRINT AT 13,?;"YOUR NAME IS 

TOO LONG" 
2100 GOTO 2070 
2999 REM is 9a.me over! 
3000 IF B$(Y)•"(esixteen SPACEs)" 

THEN GOTO 920 
3010 RETURfl 
4000 LET C$x"" 
4005 FOR N•l TO 8 
4010 LET cs~C$+8$( N, X*2- 1 TO x:t2 
) 

4020 ~IEXT N 
4030 IF C$,."(sixteen SPACEs)" TH 
EN GOTO 920 
4040 RETURN 
5000 REM MATRIX 
5010 SAYE "MATRix" 
5020 RUN 
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Now you can take a new 

AMERICAN look at your Sinclair! 
With the new Timex Sinclair User magazine to link YOU into a 

huge network of American enthusiasts 

The first issue will be published 
in the U.S.A. in May -
packed with news, reviews, 

Remember, this is a new magazine 
written from the American 
\' iewpoint - but it could open up 
who le new horizons for you on 
your Sinclair enjoyment . Take the 
new, American view by ordering right away and see 
how the U.S.A. welcomed the Sinclair! 

v :OJ 
:o.c,,~ 

t:;l) ~ 
/;::, 

rf' 

Annual subscription rate is £20. Single copies are £2.00 
each (including P & P). 
Fill in the order form NOW to get the first 
issue s of t his ex citing new magazine . 

The success of the Sinclair ZXSO, ZXS I and Spectrum 
in the U.K. has been phenomenal. But in the States the 
Sinclair has been given a real American welcome -
making the Sinclair range the biggest seller in the 
world! The American ZXS I equivalent: '"The Timex 
Sinclair 1000'' from the giant Timex organ isation, has 
been bought by hundreds of thousands of enthusiasts. 

The success of 'Sinclair User' magazine in the U .K . 
followed a similar pattern - so now we're matching 
the U.S.A. enthusiasm with a brand new U.S.A . 

~-------------~----------, I end tq;_ITJMEX~ INCLAIR USER , ECC Publications Ltd. , I 
I J1o- 3 11 stingtonG....,,LonclonNl88J I 
I ~ I w~t to s bscribe to TIMEX SINCl:AIR USER at th e I 
I ._ia l 1,1.t<,, "'PI of £20 for 12 issues delivered to my door. I 
I Name I 
I Address I 
I ~ -·. I I enclo se a. cheque/P.O. for £.._ ~ I Please <harp my credit card I 
I Card Name Card Number I I Signatur Dat e. ____ _ _ 



ZX SPECTRUM 

~l#o(r, - FOOIIJOIIGcJ,,w 

New rr:~ ~~ {:~~~s0:~~1~/~~n~tG ras1 ond ho ld to beot. Different skill levels 
FOOTBALL 
Eoch plOyer con move. $hOOI ek: independently. includeS foulS (if 
~ ~~~~~~~c. Scale 90 minutes ploy. My team names 

TENNIS 
Eoch key pk)ys o different stroli:e, AU Tennis rutes used. Ploys 3 sets. 
Prope< scoring ond serving. Animo ted figuun. Price £5.50. 
JANK !IA.TILE 
30 view from tank turret ot woods, villages. attacking ta nks etc . 360 
deg,ee tur rett movement. Price £4.50. 
SPACE FIGHTER 
Pik>t$&ye view of space, attack aliens. refuel In flight etc . Price £4.50 
PINBALL 
Flippers, floshlng lights etc. PrJCe £3.95 . 

BIG MATCH SOCCER 
A$ football gome but tor 2 pk)yers, w ith fu ll control 01 bOth teams 
Computer refe rees. Price £5 .50. 
CAR RACE 
You drive one car. the compu1er the other. conllol with steering and 
brakes. 2 cltcuits. Price £3.95. 

Also SUPER INVADERS Ond MAZE MUNCHER £3.95 each 
8uy ony 4 gam es ge t any game free 

~ Odel¥>t,>OOftOfWl~,- o,o,, 

Winters Ltd, ~~~;, !~ . \wv°!~t8~~n6~~se . Ca ntley, 

JRS 16K RAM PACK 
' _ ,HU 16k RAM PACK 

"-.:: -

Em:I 

ONLY 
£26.50! 
Inc. free ALIEN 
ATIACK Proven 
reliability at a budget 
l)fice. as reviewed by 
Your Computer. 

JRS 64K RAM PACK ONLY £62.95 ! 
ldef'ltical to the I 6K above but offer ing a massive 64K of RAM. 

32K RAM KIT FOR SPECTRUM 
The easiest. and most economkar wcry of increasing your 161< 
Spectrum to 48K 

Installation is simple - the entire fitting is completed in a fev., 
minutes fall you need is a screwdriver - NO SOLOERINGIJ 

For issue one Spectrum - a dou ble sided 32K RAM Board that 
simply plugs into e)dsting sockets on the Spectrum circuit bOard 
ONLY£42.50 1 
For issue two Spectrum - a kit of ch ips that individually plug into 
existing sockets on the Spectrum circuit board. 
ONLY£32.501 

(l.Oc* ~ the a1ge (Ol"l"ltCIOI' at'tne ff!¥ d 'j()(J(Spectn..m - if ttlf! SOldel' b¥ICb lilt. 
tht.~""'1dttl as lht.gapsbf!twtt'n.you hal.ot. anrs.sl.Jeont.<Ofl'lMf!I'. lftne 
soidtt" b¥ICb 31't. IAlidtf' than ttlf!gaps bt.t'wttf\)'OU ha,.,e Missut. two CCWTl)Ult.fj 

[:,tf An Exciting range for 16K ZX81 {:,tf 

ill from SOFTWARE FARM ill 

44 

YOUR MISSION 
To penelfate !he Wllchesdeleoces, enter 
hef' cavern and deslroy her wicked hean. 

THE WITCHES DEFENCES 
S1alagm1tes and stalactites· which grow 

across you, path • Wnnen enhrely in mact11ne 
Vok:anoe s • IOgetpasl alive· ifyoucan• code 
Vampire Bats· lhal citng 10 your ship and • Hall of Fame 
make cootrolsslugg.sh • 1 °' 2 players 
Cave-ins - should you hit the side of the • Mysteiy score posrtlOOS IO 
cave Wlth your Laset Cannon or Bomb. part bomb 
ol lhe root wilt cave in oo you • 5 Skill levels 

Stay alive as long as possible ll'lopen space • Mact.ne ~ for 1<1$t actlOO 
filJec! with ftylng rocks. Score by shooting • On screen sconng 
them -which also causes them IObreak into • Hql score wlh entief n.wne 
lots ol little bits and makes hfe even worse• 1aa1r1y 

e Up104p&ayetS 
e Extrashipfor1 .000po.otS(l'IOI 

as easyas 11$0I.Jl'ldS!) 
• Ship m(M!$ ,-,se like arcacse 

• Machine coded tor fast actlOO 
• Ex1ra "Gobble,' b' 10.000 

"°"" • OnscreeriSO'.)(lng 
e Higtiscorewitnentern..wne 

l~ rty 
e Up104p&ayers 

e 50Sk !l levels! 
e Playedaga,r,srChec:todl · 

troggieor,tyhasasnortwhtlekl ,..,,, 

Beattha1hlghsoore1 
Gooble those<io4s before those me.i:nies 
gooble,OU' 
Youronty aids are four 'Power Pills'w t'lch 
make the meanies edlb'e . But no1 for loog' 

Jump your frog aver the lanes m the road -
p,eler.tbly without being lumed 11"110 jam by 
the approaching traNic! Theo cross the nver 
by hitehing a lew rides on some passl'IQ logs 
anct finalty into the safe!)' ol your hOle on lhe 
opposite barl<, Once all 'Frog~· have 
been htled you start again wrth a diNerent 
pattern and a bonus frog. 
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HI RE ZX81/SPECTRUM 
PROGRAM TAPES 

Make the most of your computer by hiring from the orlglnal 
and still the only softw are library off er ing all th ese featur es: 

• Oier9Xltapesstocked.ottering 
more than 120ditterent programs 
from 39suppliers (all witn their 
permission) 

• lncludesarcade.adventure 
afll simulation games, business and 
tome utilities, graphics, education 
and much more 

• Full·time staff of three offer you a 
friendly. efficient welcome & service 

• Fortnlght'shireforil .40incp/p 

• All tapes guaranteed loadable: 
help given with associated problems 

• Overseas brandles beings.et up 
(Malta already operating) 

• Up to 40 maker's original copies • You may switch from ZX81 to 
of very popular tapes enable us to Spectrum membership If you upgrade 
maintain good service 
• Oewiptlvecatalogue helps you 
choose 

• Free member·to-member 
advertising in our magalint 

• FREE quarterty, Illustrated 
magazine posted to all members 

• Send SAE for details, or join on 
money·back no-risk approval today 

-------------Eil SOFTWARE 
0UBWY ~ J Warren Road , Liss, Hanis GU33 700. 

Please se(ld me on money-oack approv.i my mag.at:lne, dMCtlptlve llbrary 
catalogue and order fOfm, on the understanding that 11 I'm not del ighted with 
yourMtVlce within 28ct,,ys you wlll re1und my money lnfutl. 

NAME ... 

ADDRESS. 

PieaM'MC1oiecheQU.iP:o·:iO:.:ii'.50'iYew;•·zxs;·;.;.;.;t)e~;p·;;····· 
£9.50 (59ecirum). Overseas £2 e,clra In each case . SP6 

MAIL ORDER ADVERTISING 
British Code of Advertising Practice 

Advertisements in this publication are required to conform to ~~:n~~~c;t: ~ti~er~~~~8
/f:ci~~d· 1:'n r:5~~i:. ~t~ 0~:! 

requires advertisers to fulf il orders within 28 days, unless a 
longer delivery per iod is stated . Where goods are returned un-

~fu~~~. p;!~: ~:r:~ ~:~r ~e~~~~~J::a~tt:; ,h~s~~ 
be needed . 

Mail Order Protection Scheme 
If you order goods from Mail Order advertisements in this 

:rt'c~~=i~:~ ::i tir~~~~~;~~~e t ~h~i1J~e~:~~'~i;h:Td 
become insolvent or bankrupt, provided: 
(IJ You ha ve not received the goods or had your money 

returned: and 
12) You write to the Publisher or Sindoir Usersummariz.ing the 

situation not ear lier than 28 days from the day you sent your 
order and not later than two months from 1ha1 day. 

:~e~s:i~~ :~ :~:: ~:i~ily~~e ~~~ ~i~a n~~oy~~~rciar! :~e:h~~ 
evidence or payment is required. 

:: ~::;~~u~9!~ ~~:: romsr~1~daer~;tilaaM~~~i:t~!~ 
been decl ar ed bankrupt or insorv:nt (up lo a limit of £4.250 per 
aMum for any one Advertiser so affected and up to £10,000 per 
&Mum in respec t or all insolvent Advertisers. Claims may be 

c:~~ ~o;mhirl;d\!ifho~~!~e 
0
Ji;;~:~;~~r8t~i!~Us:r~bu~:end~ 

not guarantee to do so in view or the need to set some limit to this 
commitment and to learn quickly or readers' difficulties). 

This guaran tee covers only advance payment sent in direct 
response to an advert isement in this magaz.ine(not. for examp le. 
payment made in response lo catalogues etc. received asa result ~~:::ci:diJ. such advertisements). Classified advertisements 
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New from •. • 

S. turn. yw • 1• c.....,i uP;.,, • •ll<l•' '°""o"" 
which lore., you Into INt q,IWlt pa.w1 •1 rin91,. Yo,,r 
_,gy dltiined, youtn~• loK'edltodir,gon 
tt. pl-t~ .,.,..,., . l uddly )'OU er~ ....,. , ., 

~dffllfiinqDMeandyou.etolllnie"chol 
some di·lillilutn crytt•l$ lO refue l your str...oed 
~ohlp.C.,youdi:llt? 
R.elucn to c .. 111 Hll~•ncJ esc,ped In,,,, your Pfe~lous 
dil-you relldoC.,th5tHlon1 , butfail 
to-1.alocani11et . You,fl1Ct,M l•i l 

hlluowincJ -..1 o.iding. On entr1 you l indit 
dete rle<l...,..U...controlr_.,dNl:,oy •d. You­
• xpto1e 1henetion•ndllnd-w•yto 1lertC.llh 
ofyou1predic~ ,bvt be w1•e, ~o lthe 

C Acces, o, Vi,a Cud holde,,b ·.;~·• 
pleas e telephone (OJ4 4) 27' 17 (9am - 6pm) 

------ Please add 40p per- order fo1 post & packing -~ 

• __ _ _ _ __ .Address. __ ______ _ 

I Co,m,c R., oe,s 
- Mine, of 5•tu1n/Re1um to hrlh -- -

MIKAOGEN, 0ept S, , 24 "',ler CrHC_.t, 8reci<nlll, Bln"1i<e, AG12 261(; 

45 



*FANTASTIC VALUE* 
SKETCHPAD : DRAW from point to po int easily. OFFSET 
cursor any distance or direction. CIRCLE reproduced any size 
or location . INSERT any character to screen 'User Defined' or 
'Standard'. FRAME your creation and copy onto printer . 
SAVE & LOA D screens. LOCATION given on request for scale 
graphics. Many more features to discover . 

~~~1~f~;~~~~f~;~~fu~;fk~Pf~sd RSfi'a'~i~~d~~~~ta 
identified . List as cha racters o r HEX block. HEX loa der. 

CHARACTER GENERATOR: Not just 2 1 characters. 
More than 210 sets of 21 cha racters on a 481< machine and 
over 20 sets of 21 characters on a 16K, plus room for your 
ow n program. All easily constructed on screen. Menu driven. 
LUNAR LANDER: Four levels of complexity.Con tains M/C. 
A favou rite with everyone . 
MASTERMIND: Crack the six digit colour code. Cho ice of 
fiv e levels of comple xity . Black & White pegs etc. 

ANY TWO PROGRAMS FOR £4 .95 
ALL FIVE ONLY £7.95 

(re<:orded on one cassetteJ 

COSMIC INVADERS: The classic arcade game in super fast 
MIC. Six bases. on screen scoring and superb graphics. 

SPIDER: A fast, qukk think ing maze game. You'll need to be 
alert. cunning and respond almost immediately. Includes MIC. 

~c:~~~~~ih\~~d:r~:~~~~s~i~~~e~0~:~r~r;;.n~~~:,~~~~e 
graphics and sound etc. Includes M/C. 

ONLY £3.95 each. 
Send your w ritten ord er, together with a cheque/postal order 
payable to 'SPECTRUM SOFTWARE' , 
Address: Spectrum Software, Britannia House , 
45-53 Prince of Wales Road , Norwich , NRI I BL. 
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Allow 28 days for aelivery. 

sinclair 
!iPECTRUM 
ZXBI 
LYNX 
DRAGON 
ATARI 

• 

....__._ IL1'10f,(_,,t; 

.... 'I"'- (.A•;t Ill• 

ORIC-1 

SPECTRUM BOOKS 
AVAILABLETHAOUGHCOMPUTERBCO<SHOPSANOWHSMITH 

40 BEST MACHINE CODE ROUTINES 
FOR THE ZX SPECTRUM £5·95 
By Andrew Hewsoo 8lld John Hardm8fl. This book teaches 
the beglnnel' all he needs to know in a SlmJ)le. easy-to-learn 
form and ilS an ..-.valuabte reference work to, lhe expert IOOI 

~~~=~t~,=~::!.!C:O 
IOad and save~ code . • How to use the system 
variables. • How memory IS o,ganised . • How program lines 

___ areS'Ofed.• Howtovselhestaci<.lhedlsplay . lheannt:>ute 
files. • How IO call ROM Aoubnes- where thev a,e and 'Nhal 

lheydo. • The struc1ure ol Z80code - plusa valuablegbssary. SECTION B: 40 
roubles lnl';:ludng. • Saol- up, down, side to side ~ xel or by cha.racier. 

~~~~~1:~~:a::i~~'=GOS~s. 
GOTOs,RUNetc. 

20 BEST PROGRAMS FOR THE ZX SPECTRUM £5·95 
By Andrew Hewson. Program titles widude: MACHINE CODE EDITOR - Wnle. 
modify. extend and load maehu'Ml oooe USlf'IQ this aJt-basie program. No neoo.10 

~r~~';;,e~~~J{.!;~:~~00:~ 
and pnnt your records. Ideal as a oomputer based lillng system. DUC~SHooT -
Learn hOw to manipulate !he .ittribotes file and t\il.ve iv,,, <11 the same bime 
GRAPHIX - Construct up to 210 g~ characters With !he full on,saeoo 
edrtlng 1~11es. emance and rrwxfity !hem and r~ them later to build a 
ctetailed (jsplay to save on cassene. SPIROMAN IA - A program to s1re1Ch your =:.=si:=.r~~ti~~ar:,=~~tyolC\lrvesand 

® Hewson Consultants 
r o:~~~~)~tw\eS:95 ~20~,:,~~95 - 1 
I Please detllt my AccesslV$& Account No I 
I :;:~· I 
I """".. I 
I ::,~~~::~~ - ~ :!: I 

f'i::i"\ Post to: Hewson Consu ltant s, 60A St Mary 's Street. L ':::1 Wallingford , Oxon OX10 OEL Tel (0491) 36307 __ J 

SVP#'t Y CASS£HC 50 ,=-oA 

1 ~ <ht<}ue/PO 

"""'~----------­,..,.~~~--~---~-~ 

SP 1/5 
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/·~ -'lfl 
~ ' " ,w-=..n,w· - ·~ 

DEPLOYMENT STRATEGY 
D EPLOYMENT STRATEGY is 

a game of tactics and cunning 
which was sent by Jerome Las· 

kowski of London SE6 for use on the 
16K ZX-81. 

The enemy's regiments are lined-up 
on the battlefield at the left of the 
screen. Your less-willing soldiers arrive, 
a regiment ar a time and, by keying-in a 

:5 DIM A(44 ) 
10 DIM Flt <2,9> 
1!5 LET FI•< 1 )s''( ninll!' 9ra.Pn ic: Hs 

)" 

20 LET Flt( 2 ),."( t •n i YIVt' l"'SII!' SPA 
CEs>" 

2!5 RAHD 0 
30 FAST 
40 CLS 
:50 LET A(4l) •AC41H1 
60 PRINT AT 0,6 > "OEPLOYMEHT ST 

RATECY" ,, ,TAB 27 , "NEXT ",TAB 9 1"8 
ATTLE "1A(41)1T AB 26J " 9ATT LE" 

70 LET B••" THE ENEMY" 
80 LET A< 43 >•0 
90 LET A( 44 )• 0 
9!:i FOR P•9 TO 40 

100 PRINT AT 1!5, P-9," . ">AT 19,P 
-9 ," . .. 

10:5 NEXT P 
110 cosue 600 
120 LET I•l 
130 GOSUB 900 
140 LET 1•21 
1!50 COSUB 800 
1!5:5 SLOW 
160 PRINT AT 21.2;"YOUR ESTJMAT 

E PLEASE, GENERAL" 
170 INPUT EST 
180 IF EST<0 OR EST>10 THEN GOT 

0 170 
190 PRINT AT 17 , 4 1"ESTU1 "JEST 
200 FOR J • 21 TO 30 
210 PRINT AT 21 ,21" 

220 LET P•J 
230 IF A( P )0 0 THEN GOTO 320 
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letter between A and J, you position 
them on the front line where they fight 
against the equiva lent enemy force and 
the stronger wins a point. 

The vict0rious regiment then moves 
10 the right of the screen, where it takes 
position for the next battle. 

As a further test of your skill you 
must estimate before each battle how 

24 0 LET VAL• INT ( RND:t::10) 
2:10 PRINT AT 21.2 ; "RE I NFORCEMEN 

TS• ";A l ( 1, 1 TO VAL)>YAL 
260 INPUT PI 
270 LET P•COOE Pl -17 
280 IF P<2 1 OR P)30 THEM GOTO 2 

60 
290 IF A<P-20)'"'0 TMEN COTO 260 
300 LET A< P >•VAL 
310 cosue 1000 
320 IF A< P )•A( P-20 ) Tl-tEN GOTO 4 

•• :330 LET H•0 
340 IF AC P ))A( P-20 ) THEN LET H• 

l 
3!50 LET A< 43 >•A< 43 )• H 
360 LET A(44> • AC4 4H1 - H 
370 PRINT RT 4+A(44-H>,27+4:t: HJC 

MRI < A( P+( H-1 ).120 )+28-128:t( H-1 ) ) 
380 LET A<A<44-H>+l0 +H:.t28) • A<P+ 

< H-1 )»:20) 
390 GOSUB 600 
400 PRI NT AT P-16, 13J " 
410 LET A< P-20 >•0 
428 LET A<P>•0 
.430 NEXT J 
4,40 LET H•- 1 
4:50 IF A< 43 >• EST THEN LET H•2 
460 PRINT AT 21 , 2 ,"LO SE 3 POINT 

S FOR ESTIMATE " 
478 IF A< 43 >• EST THEN PRINT AT 

21, 2, " GAIN " 
.480 FOR .J• 1 TO 40 
.490 NEXT J 
:,00 cosue 600 
!510 IF ABS A(42>(10 THEN GOTO 3 

• 

many fights your troops will win. A 
correct answer earns three bonus 
points, an incorrect one means you lose 
three points. 

The war ends when either you or 
your enemy has a lead of 10 or more 
points at the end of a battle. 

Lower-case letters in brackets are 
graphics instructions . 

!520 PRl NT AT 2 1, 2 1 " END OF WAR .. 
'r'OU LOSE " 
!530 IF AC42 » 0 THEN PRINT AT 2 1 

, 19J " WIN " 
!548 STOP 
608 I F° P>3S THEN GOTO 638 
6 1121 LET A<42) • A<42>+ 2:.tH-1 
620 PRINT AT 18, 4, "CAINS " JA< 43 

) 

630 LET MME• < ABS AC 42 ) - A< 42 ))/2 
640 LET 'r'OU• C ABS A< 4 2 ) +A< 42 ))/2 
6!50 PRINT AT 16, 181 "SCORE • "1TA8 
20;"ENEMY "> NME,TAB 20 , "YOU " 

, YOU, 
66 0 RETURN 
88 0 FOR P•I TO 1+9 
8 10 IF A<PH 0 >•8 RHO P>28 THEN 

RETURN 
82 0 ff A< P+ 10 )•0 THEN LET A( PH 

0)•1NT (RND*B +2 > 
830 LET A<P>•A<P + 10> 
840 LET A(P+10) • 0 
B:50 COSUB 100 0 
860 NEXT P 
8?'0 RETURN 

1000 IF 1• 1 THEN PRINT AT P•4, Bi 
0• <P >>" . "1TA8 13 1CHR• CP+37>JTA8 

2!51 .. . " iTAB 29,CHR• < P+37) 
1010 PRINT AT P-I+S ,13 +SCN <I-:5> 
:.t(A(P)+2)J A(P )J 

1020 IF 1•21 TMEN PRINT AT P-16, 
14J" "J 

1830 PRINT At< 1+(21- - .120, l TO A 
<P)) 
1040 RETURN 
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10 LET H .. Pl/PJ 
20 PRIHT "EHT ER WORD(S)" 
21 IHPUT Zs 
22 CLS 
28 LET Q•LEN zs 
4:i LET AS•ZS 
50 LET YS"'"" 

'' LET L•LEH AS 
60 LET R:•INT (RN[)tl)-+N 
6:i LET W••A•<R> 
70 LET Yl•YS .+~JS 
75 LET AS•AI( TO R-N )-+AS< R+N T 

0 ) 
00 IF Al,. "" THEN GOTO VAL "90" 
95 GOTO CODE "R" 
90 PRINT AT CODE "(~a)",<COOE 

"•"- . 5:tQ);YS --
95 LET M•PI-PJ 
96 LET T•M 
97 LET M•M-+SGN PI 

100 PPJNT AT PI-Pl,PI-PI;"T RY F 
OR LETTER ";M 

110 INPUT TI 
11 1 LET T•T -+PJ ;PI 
112 PRIHT AT CODE "(92)",PI-PI, 

"NO.OF ATTEMPTS " 1~ 
120 lF HOZS( M) THEN GOTO VAL 

"100" 
1~5 PRINT AT COC>E "(9s)",(COOE 

"S" +M-.S:«Q)1ZS(P1) --
126 IF M•Q ANO T<•Q *P I/CODE .:i..2,... 

2>" THEN PRINT AT CODE "( ",PI-PI 
; "WELL OOHE,ONLY "JT;" ATTEMPTS 

127 IF M•Q AHO T>Q!f:PJ/CODE "( 92 
)" T)-IEN PPINT AT CODE "(",PI-~ 
"OH WELL, YOU GOT THERE EVENTUALL 
Y" 

128 IF f1•Q THEN STOP 
t 30 IF T$•2S( l'I > THEN GOTO VAL " 

97" 

Y OUR SPACE station is plum­
meting towards the eanh with­
out the necessary equipment to 

repair itself. The only chance to save it 
is for ground control to line·up a launch 
pad beneath it) using keys "Q" and 
•cp», and to fire up the spare parts in a 
tiny rocket using key "0". 
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JUMBLE WORD is a IK ZX-81 
program which was written for two 
players by R G Forster of Barking· 

side, Essex. Player one enters a word 
which the computer will scramble and 
present to the second player. Player two 
must discover the original word by de­
termining one letter at a time. 

Unfortunately your entire fleet of 
space stations was launched with the 
same defect, so as fast as you save one 
another begins to fall. How many space 
stations can you save? 

Space Su ppli es was written for the 
16K ZX-81 by Anthony Rushworth of 
Huddersfield) West Yorkshire. 

ii tH t:r, 
39 LET X• INT <RNOJ: 10) + 1 
3:, CL9 
49 PRI NT AT 21. e i "< 14*or >w 
:,i!I FCI" H•8 TO 2111 
61 PRINT AT H,XJ"( Ot :i" •Qv)" 
&:, PRINT AT H,Xi"(-.v:i" •Ot)" 
71!1 I F I NKEVa• wo,. THEN GOTO 280 
I B LET L• l+( JNKEV•• "P'N >-< JNKEV 

•• "Q") 
,. PRINT AT 2tl ,L - t,"<sP: Ot :or: 

9'1 : &11')" 
UHi PR INT fllT H,XJ" 
131 Nl'.KT H 
1,e PR INT AT 10, 12 1 "scor•J ",s 
! S8 RUH 
2N FOR N•28 TO H STEP -1 
211 ftfUNT AT N,L + tJ .. k" 
2ff PR INT fllT N,L + t, .. " 
231 NE:)(T N 
2'8 r, l( ))C THEN COTO 80 
29 LIT 1 •8+~ e 
H9 GOTO 38 
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A BALL bounces around the 
screen and you must trap it 
using as few blocks as possible . 

Pressing any letter will place a block 
behind the ball. Once one ball has been 
trapped another will appear. 

This program was written for the 
16K ZX-81 by Roland Waddilove of 
Widnes, Cheshire. 

100 PEM i n~truc. tfo n~ 
110 POKE 16418,0 
120 PP II-IT TAB 10 ; "SPEED-TRAP'' , T 

RB 511, "( 12:t:Q7 )" 
130 PRINT , , " THE IDEA OF THE G 

AME IS TO TRAPTME BALL, PRESSING 
ANY LETTER WILL PLACE A BLOCK 
JUST BEHIND THE BALL." 
140 PRINT , , " THERE ARE 20 BAL.L 

s AL TOGETHER, use AS FEW BLOCKS 
AS POSSIBLE." 

150 PRINT AT 21,? ;" Press a. lett 

.. ~;0 IF INKEY$•"" THEH GOTO 160 
170 CLS 
200 REH START 
2 10 LET BEST•100 
220 LET BALL• 1 
230 LET BLOCKS .. 0 
240 LET X•l 
2~0 GOSUB 700 
260 LET P• I NT ( RNO:t:700 )+PEEK 16 

396 +2~6:t::PEEK 16397 
270 IF PEEK P OR PEEK <P+K) THE 

N GOTO 260 
30 0 REM GAME 
310 POKE P,0 
320 IF XNKEYSO'"' THEN LET BLOC 

KS• BLOCKS+ 1 
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SPEED TRAP 
330 IF IHKEY1:0"" THEN POKE P, 8 
340 LET P•P+X 
350 POKE P, 23 
360 IF NOT PEEK (P +X) THEN COTO 
3 10 
370 IF RN0),5 THEN GOTO 425 
400 REM CHANGE DIRECTION 
405 LET X• 33 
410 IF NOT PEEK (P +X) THEN GOTO 
310 
41!5 LET X• l 
420 IF NOT PEEK ( P+X) THEN GOTO 
310 
42!5 LET X• - 33 
430 IF NOT PEEK < P+X) THEN GOTO 
3 10 
435 LET X--1 
440 IF NOT PEEK < P+X) THEN GOTO 
310 
44!5 LET X•33 
450 IF NOT PEEK < P+X) THEN GOTO 
310 
455 LET X•1 
460 IF NOT PEEK < P+X) THEN GOTO 
3 10 
!500 REM NEW BALL 
!510 LET BALL•BALL+1 
!520 PRINT AT 0,9;8LOCKS1AT 0,29 

;< BALL ANO BALL(21 ) 

S30 IF BALL<•2 0 THEN (;OTO 260 
60 0 REM GAME OVER 
610 IF BEST>BLOCKS THEN LET BES 

T•BLOCKS 
620 PRINT AT 23,6,SEST 
630 FOR N•0 TO 100 
640 NEXT N 
6!50 PRINT AT 23, 10; " Pre s s P to 

Pl.,,y .f.9Ain" 
660 IF INKEYS•" • THEN (;OTO 660 
670 IF INKEY$• "P" THEN (;OTO 220 
690 CLS . 
690 STOP 
700 REM BORDER 
710 Cl.S 
72 0 PRINT " bloc:ks: 

ba.l l c " 
730 FOR N• 1 TO 22 
740 PRINT .,(hP)"JTAB 31;"(isP) 

750 NEXT N 
760 PRINT " but:. 

770 PRINT AT 0,9;8LOCKS,AT 0 ,2 8 
,B ALL ,A T 23,6;8£ST 

780 RETURN 
900 REM .s.a.ve, 
910 SAVE "SPEED-TRAP" 
820 RUN 
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so 

1000 CATA "a", 120 ,132,12 4 ,3,3,12 
4, 132, 120 
1010 DATA "b",3,12 ,48 ,192,192,49 
, 12 , 3 
1020 OATA " e:" ,192, 48,12,3,3, 12,4 
8,192 
1030 DATA "d",30,33,62,192,192 , 6 
2,33,30 
104 0 DATA " f'" , 2!5!5, 0,0 ,0,0,0, 0,0 
10:50 FOR 1•1 TO S 
1060 READ -1., 
1070 FOR J•0 TO ? 
1080 READ b 
1090 POKE USR d + J, b 
1100 NEXT j • NEXT t 
1200 LET • l• "AB Cut Hu• 
e C0-;;-
1210 OIM biCT§, 32) 
4999 REM **********t nu : 
!500 0 REM :t.t:IMFORMATION:tt 
s001 REM u :**tun:nun 
S010 CLS • PRINT AT 10,6 1 "ENTER 
THE TAPE TlTLEM 
:5020 INPUT "M&>dfl'IUfl'I 16 Char-&c:te-r 
s. "1t e , IF te• "" THEN CO TO 5020 
5030 IF LEN tl ) 16 THEN GO TO S01 

• .5040 CLS • PRINT AT 10, 3> "ENTER 
LOADING INSTRUCTIONS" 
!50!50 INPUT "t1.udfl'IUfl'I 12 Cha.r-ac:t~r 
s "1le 1 IF t ••"~ THEN CO TO S0S0 
!5060 IF LEN 1')12 THEN LET 19•11 
<1 TO 12 ) 
:::;070 CL'S PPINT AT 10,!"iJ"E NTE:P 
TVPE OF CMSETTE" 
sase INPUT "Ma Y i ll'IVl'I 20 Ch.&P",,::t ... ,... 
~ " >uS IF v.$• "" THEN GO TO 5080 
!5090 IF LEN v.S)20 THEN GO TO S0i" 

• 5100 CLS PRINT AT 10, S; "ENTER 
LENGTH OF CASSETTE " 

IIITTllOJEX 
fPllRl II ITTlTE IRl 

!5110 INPUT v 
:5120 FOR i•4 TO 1? 
S130 CLS • PPINT AT 10 ,6; "ENTER 
TE}(T FOR LINE "1 t 
5140 INPUT " 

.. , it 
S1!50 IF LEN iS<•32 THEN LET bS( t 
X 16-LEN il/2 TO )•U·· GO TO :521 
0 
516 0 LET c:•0 
5 16.!5 JF -::•32 THEN CO TO :519:5 
St?0 LET J ••i$ (33-c:) 
:5175 IF i l <33-c) • " " THEt,.I GO TO 
S200 
:5180 L.ET c:•c+1 
Sl85 GO TO S16S 
Sl9S LET e:•0 
S20 0 LET b t ( i ) • 1 t < TO 32-c ) 
5205 LET be( i+t X 16-LEN it(33-c:: 
TO )/2 TO )• 1•<33 -c TO > 
!120? LET i • i+t 
S21 0 NEXT i 
!1999 REM )l(:t:f:U:t****** 
6000 REM t:t:PRINTI~:t 
6001 REM :t:tU:«:t:U:l:t:)l(:t. 
6010 LPRINT '' '.1e 
6020 FOR 1•0 TO 31 
6030 LPRINT TAB l J "_" 1 
6040 NE)(T l 
60!10 CLS 
6060 LET x• l 2B • LET '111•15?• LET 1,1 
•·tt 
60?0 GO SUB 9000 
6080 FOR i•4 TO 18 
6090 PRIMT AT 1 ,0,b t< i) 
6100 NEXT l 
6110 LET x•t44• LET 1,1•9• LET 11!1• 
CMRt 34 + l t+CMRt 34 
6120 GO SUB 9000 
6130 PRINT AT 20, 14-L.EN lill J "L.OAO 

FOR THOSE who possess a print­
er and a 16K Spectrum, Michael 
Thomas of Warley, West Mid­

lands, has written a program to produce 
index cards for the programs you have 
recorded on tape. 

Loading instructions and the pro­
gram name are shown in double-sized 
characters. Also pr inted are the cassette 
type and length and space is left for up 
to 14 lines of other information. The 
completed card can be folded to give a 
professional finish to your cas"sette case. 

The underl ined letters in line 1200 
should be entered in graphi cs mode. 

61 40 COPY 
61:50 CLS • FOR i•0 TO 31 
6160 PRINT AT 0 , i 1 ''F" 
6170 NEXT i 

6 180 LET x•12S, LET ltl•15? • L.ET "Ill 

•·t• 
619 0 c;o sue 900 0 
62 00 FOR 1•0 TO 31 
6210 PRINT 01/ER 11AT 2 , i ;" -'' 
622 0 MEXT i • OVER 0 
6230 PRINT ''TAB 3 iu l +" Cas~~tt~ 

6240 PRINT ''T AB 3;"C"JVJ " (2't" ; 
v/2J"l'll'1s>" 
6250 FOR i • i:.'! TO 3 1 
6260 PRIMT AT 10, i; "- " 
6270 NEXT i 
6280 PRl t,.IT at 
629 0 COPY 
6300 CLS , PRINT RT 10 , 6 1 "INDE>< 
CARO FlHISHED.,' 'TAB 21 "PRESS PAP 
ER FEED & TERR OFF" 
8999 STOP 
9000 PRINT RT 21, 0J :.it 
9010 FOR a • 7 TO 0 STEP -1 
902 0 FOR b • 0 TO BlkL.Et,j ltlt-1 

51030 tF POINT (b,a) •0 THEN CO TO 
9090 

9040 FOR c • 0 TO 1 
90!10 FOR d•0 TO 1 
9060 PLOT ><-<8:tLEN »t )+2tb+ r.:,ltl +2 
*.a-d 
90?0 NEXT d 
908 1!1 NEXT c 
9090 NEXT b 
9100 NEXT .t. 
9110 PRINT AT 21 , 0 ;" 

9120 RETURN 
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1 LET st •40 
2 LET M• 0 
3 LET F• 0 

18 DATA 60 ,2 4 , 24,25:5,24,36,36 , 
102 

20 FOR A•0 TO 7 • READ B • POKE 
USR " A"+A , 8 • NEXT A 

c· 

30 PRIHT INK 1 J "TRY ANO ESCAPE 

40 PRINT IHK 2J "FROM TME - 'S " 
:50 PRINT IH.K 3 1 "WHILE SEARCH IN 

60 PRINT INK 4 1 "FOR "1 INK 6 1" 
GOLD " 

6:5 FOR A• l TO 60 • BEEP .01 , A • 
NEXT A 

80 PRINT AT 21 , :51" PRESS ANY KE 
v• 

90 PAUSE e • CLS 
100 PRINT AT 0, :51 "CONTROLS• " 
11 9 PRINT AT 3,:5 1" :l•LEFT" 
12EI PRIHT AT 4 , S i " B•RJGHT " 

130 PRINT AT :5, :5J " 6• 00WN" 
140 PRINT AT 6,5 J "7•UP" 
180 PRI NT AT 7 , :5J "Q• QUIT" 
190 PRINT AT 21, 6 1 "PRESS ANY KE 

Y" • PAUSE 0 • CLS 
1~ FOR A•0 TO 31 • PRINT AT 0 , A 

1.::.::.:..i..AT 14 , AJ~ NEXT A 
200 FOR A• l TO 14 • PRINT AT A, 0 

J....'.'...=.:LAT A,31t .'.:.=.:...! NEXT A• PRINT 
AT 14 , INT CRND*29> 1" " 

211 LET A•lEI, LET 8•10 
220 LET C•INT (Rt,.10:t:13>•.t 
230 LET O• t NT ( R:NO:t:29 >+ 1 
235 IF C•A ANO O•B Tl-iEN GO TO 2 

11 
240 PRIHT FIT A,B 1" a " 
2:50 PRINT AT C,D J ,r.:,r 
260 LET A••INKEYt -
261 IF !St•0 TMEN PRINT "YOU ARE 
DEAD " • GO TO 1230 
262 IF A•21 AMO F>999 THEN PRIM 

T " WELL DONE YOU HAVE ESCAPED" • 
FOR A•64 TO 1 • BEEP • 1, A• NEXT A 
• RUN 
263 IF A• 21 ANO F(Hl0 0 TI-IEN PRI 

NT "YOU OONT MFI\/E ENOUGH GOLD"• 
STOP 

264 PRINT AT 20,0JF 
265 IF At ..... Q .. OR AS•Hq" TMEN GO 
TO 1200 
270 IF Ae• "5" THEN GD TO 400 
280 IF AS•"8" THEN c;:o TO :me 
290 IF AS•"6" THEN CO TO 600 
300 IF AS• "7" THEN GO TO 700 
350 GO TO 260 
410 IF SCREENe ( A, 8- 1 ><>" " THE 

N PRINT AT 21 , 0 J"OUCH"• BEEP .5 , 
-10 • PRINT AT 21 , 0J " "• LET s 
t•st-1 • GO TO 3!50 

420 PRlHT AT Fl,BJ" " 

430 LET B•B-1 
440 PRINT AT A, BJ ".&" 
450 LET X•INT CRN6ir0 > 
460 I F l<•:5 TMEN PRINT AT 21, 0 1 

JHK 6 1" GOLO .. , BEEP . !5, -10 • PRINT 
AT 21.0 J " "• LET F•F• INT (RN 

Dt20> 
470 LE T M•M+ .l 
480 GO TO 220 
510 IF SCREEN• (A,9+1>0"' ~ THE 

H PRINT AT 21,0, .. 0UCH" • BE.EP .!5, 
-10• PRINT AT 21,01 " "• LET ~ 
t•st-1 • CO TO 35e 

!520 PR INT AT R,BI" " 
:530 LET B•B+ 1 
540 PRINT AT A,B 1 ".1." 
:550 LET X•INT ( RNO:t:10 > 
560 IF X• :5 THEN PRIN T AT 21,01 

lHK 61"COLD" • BEEP .:5,-10 • PRINT 
FIT 2L0J " "• LET F•F+INT CRH 

O:t:20 > 
:570 LE T M•M+ l 

580 GO TO 220 
1&19 IF SCREENe CA+l,8)0" " THE 

N PRINT AT 21,0 , " OUCH" • BEEP . :,, 
-10 • PRINT AT 21,BJ" "• LET a 
t• a t-1 , c;o TO 350 
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H URRY AROUND the cave in graphics mode. Underlined minu s 
picking-up the golden coins. signs should be entered as inverse mi­
The evil trolls are out to get nus signs. 

you. Find as many coins as possible Go ld was written for the 16K Spec­
before they trap you or you run out of tru m by Ryan Mills of Fulwood, Lanca-
air. shire. 

Underlin ed letters should be entered 

628 PRINT AT A, BJ" " 
63 0 LET ll •A + 1 
6 48 PRINT AT A, 8 1" &" 
650 LET X• INT CR:Noit0 > 
660 IF ><• 5 TMEN PRINT AT 21 , 0 1 ~ 

COLD", BEEP .!5 , - 10• PRINT AT 21 , 
0J " "• LET F• F+ INT C RN0*20 > 

&70 LET M•t1+ 1 
690 GO TO 220 
710 IF SCREENe (A-1,8)0" " THE 

N P"INT AT 21,01 "OUCH", BEEP • 5 , 
-10 , PRIN T AT 2 1, 0 ," ", LET .. 
t•st-1 • CO TO 350 

720 PRIN T AT A,B , " " 
730 LET A• A-1 
749 PRINT AT A, e , " a" 
7~0 LE T X• INT ( RNO:t:10 ) 

?60 IF X•S T~EH PRINT AT 21 , 0 J" 

GOLD"• BEEP .:5,-10 • PRINT AT 21 , 
e, .. ", LET F•F• tNT <RNo:.:20 > 

770 LET M•M+ 1 
788 GO TO 228 

1200 IHPUT "00 YOU REALLY WANT T 
O QUIT?" , Be 
1210 IF Bl•"Y " OR e••" ll" THEN c;o 

TO 1230 
1228 PRINT AT 21 , 0 ," TMEN OONT SA 
Y YOU DO" • PAUSE 200 • PRINT AT 2 
1. 0 1" " , c;o 
TO 350 
1230 POKE 23692 , 10 • PRINT "YOU F 
OUND " 1F1 " GOLO PIECES" 
124B PRINT "FIND YOU LASTED " 1MJ " 
MO\IES" 

12:50 PRUSE 0 
1260 RUH 
1270 STOP 
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10 LET AS="< 9q • 3:t.isP • 91,J • 27:t.5p • 
isP : i'':isP:i 11 =i~P 1 27*sP 1 i~P 1 9w 1 9 
6 • 9q • isP · 27:t.sP • 5:+:isP ) " 

20 LET Biil~"< 101:t.sP ) " 
30 LET P•0 
40 FOR F•5 TO 24 STEP 8 
50 PRINT AT F,4 J "(2:t.isP•9W•5:t.9 

6 • 9q • 2:t.isP • 4:+:,;P • 2:t.isP • 91~ • 5:t.116, gq 
=2:t.isP )" 

$ 

60 NEXT F 
65 LET J$nA$ 
70 LET A•INT <RND:t.6)+1 
75 PRINT AT 0,13J"SCORE•"JP 
80 IF A•1 THEN PRINT AT 1,7,JS 
90 IF A•2 THEfl PRINT AT 1, 22J J 

100 IF A=3 THEN PRINT AT 9,7JJ• 

AMOLE will appear from one of 
the six molehills on your screen. 
Hit the number corresponding 

to that hole to gain 50 points. It is not so 
easy as it sounds, because the mole is 
wary and will disappear almost immedi· 
ately. 

Th e program was written by L May· 
nard of Crawley, Sussex for the 16K 
ZX-81. 

110 IF Aa4 THEN PRINT AT 9 , 22,J 
$ 

120 IF A=5 THEN PRINT AT 17,7,J 
$ 

130 IF A~6 THEN PRINT AT 17,22 J 
.J$ 

135 LET ES•CHRS <A+28) 
140 IF J$=A$ THEN GOTO 160 
150 RETURN 
160 FOR Dn0 TO 20 
170 IF INKEY!ll•ES THEN GOTO 200 
180 NEXT D 
185 LET J$ .,8$ 
190 GOSUB 80 
195 GOTO 65 
200 LET P"'P+50 
210 GOTO 185 
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INVERTER ROUTINE 
T HIS short In ver ter Routin e 

will change A$ in normal video 
to S$ in inverse video. It was 

written by Martin Winch of St Austell, 
Cornwall to be added to longer pro­
grams for rhe 16K ZX-81. 

1 REM PRRANO ID 
10 LET z~1 
15 LET P=l 

Lines 2 and 45 have been added to 
demonstrate the function of the routine 
but if it were included in a longer 
program the definition of AS and the 
PRfNT command could be included 
elsewhere in the program. 

20 LET R~INT ( RNCo:t.10 )+ 10 
30 LET X=H:1 
40 PRINT AT Z, 10; "< 1 U:i:sl> )" 
50 LET Y=13 
60 FOR F~Z+2 TO 10 
70 LET Y=Y+( INKEY$="8" )-< INKEY 

$2 "5") 
80 PRINT AT X,Y;"V" 
90 PRINT AT 1-F,R; " . " 

100 FOR L=! TO 1.5 
1 HJ ~lEXT L 
120 PRINT AT 1-F , R;" " 
130 PRINT AT X,Y;" " 
140 NEXT F 
150 IF Z>~9 THEN GOTO 220 
160 IF YmA THEN GOSIJB 230 
170 FOR Cs! TO 9 
180 NEXT C 
190 IF Y<>R THEN LET z~z +2 
200 CLS 
210 GOTO 20 
220 PRINT AT 10, 15; "l o:st" 
225 GOTO 260 
230 LET P=P+l 
240 PRINT AT X,Y;"Civ)" 
250 RETIJRt~ 
260 PRINT P 
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2 LET AS-"'-"SINCLAIR PROGRAMS" 
5 LET $$•"" 

10 FOR I•l TO LEN AS 
20 LET A• CODE AS( I >• 128 
30 LET SS• SS+CHRS A 
40 NEXT I 
4:5 PRINT SS 

P HENRY of Newcastle-on-Tyne 
has devised Paranoid for the 
16KZX -81. Youaredescribedas 

paranoid by the program title with good 
reason, because somebody at the top of 
the screen does not like you and is 
throwing missiles. If you catch chem 
you survive for a time, but if you miss, a 
large black line will descend slowly 
from the sky and crush you. 
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Up to 30% Royalties 

paid for high quality original software 

• 
BBC, ZXB1, SPECTRUM, DRAGON 32, PET 

• 
Games and Educational programs 

51/ver/Jnd 
156 Newton Road 

Burton on Trent, Staffs, DE15 OTR 

''EASYDRAW'' 
THE PROGRAM VAN GOGH WOULD 
HAVE GIVEN HIS RIGHT EAR FOR!! 

* * Draw your own masterpieces on screen 

* * Record your creations for posterity on your 
printer 

* * Create your own library of Shapes/ 
Designs/Pictures 

* * Explore basic geometric concepts - Co­
ordinate systems, Tesellation , Graph draw­
ing 

* * Complete with overlay templates for easy 
use of controls. 

AVAILll.BLE NOW FOR 48K ZX SPECTRUM 

Send £4.95 + SOp P&P to:-

Westbourne Business Systems Ltd, 
18 Garway Road , 

London W2 

© Westboume Business Systems Ltd 1983 

If you're a serious Sinclair user -
why don't you stop playing games? 

If you need a new challenge that does'nt involve saving the universe from 
destruction , beating off green monsters or flying a spaceship - we can 

bring you down to earth with stimulating, practical p rojects for the ZX81 and 
Spectrum in Sinclair Pro jects magazine! 

ln recent issues we have sho wn how to use your Sinclair for controlling your 
central heating ... improving the graphics . . . build a printer interface . .. 

and many more ideas that tax your ability and ingenuity. 
Sinclair Projects is published every two months as a glossy, instruct ion· 

packed magazine that gives you all the encouragement you need to 
exer cise your talent and take a serious look at what 

your Sinclair can do for you. 
Each issue can contain as many as FIVE step.by-step projects -

yet it's yours for JUST 9Sp. So if you want a break from 
playing games , make sure you order YOUR Sinclair t~:= ::i::~ i::~e=~~:~i: fill in ____ 1 

to you. six times per year ___ ~;cnl'.>e to I 
----:-"'d\ille\05').- ----- I 

___ '{es -\ \ot~ ----- __.-- 1 
- - ll \ Siil c\\e<l"e l<\Pe< __.-- - I 

--V>t\dot\ ~ 05ea ~ u 
- - - G{eet\, &?) \. el\C I 

- - - 1,ngt0" d\1\g ? I _ - ~. 30,3\ \s , 6so \t\c\O., na"'e , 0o.<ess pate -:;-
1 

- - - - ;ucauot\S €, \ssues - 'Pctedit catd es to \liC. su::~\e I 
- - -i,i«Utev nee~· .ca<v ~ ,:\\:>"'" 

- - - . £,CC ?u'P ?<Olects ~ \\a<ge «-1 ,:.~;di, ca<d' v=-------:::: o\\et a99" ,seas ,ate ;e<i""'' I 
----- tAail'o. S\t\c\al< ?\easec llart'e~~e - llll'fl"S o..i1,o•• -- on ___ I 
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Acho..,1ut t 1 8HtdOfllMOngonllg«nebvC.OW1he<.!M 
g.lWl"e wn the 11•1 ol Che Adwn tUt• ._..«' 
A-Wld Sonc,~ r U- lss 2 Ffflu rts ~~• 
l>lffMI IOY- M lM g,,,,nt c..- ~\ .. ..., Wit 
mon th$ CO COm()!tlt 16K ZX81 & 48K 
Si)«: tr llffl 

Fin uu 
ABERSOFT 

7 MAES AFALLEN, BOW ST, DYFED,SY24 SBA 

BARGAIN-HUNTERS 
READ THIS ! 
Whatever your model of Sinclair compute r-you can get 
HOURS of fun, intellectual satisfaction and education for just 
9Sp per month! 

A bargain ? 
That's Sinclair Programs magazine-the fat, glossy 
magazine that 's PACKED with original, tested programs for 
you to load and run. 

2.._.,~, ... A«tN .. ........ 111111,nn, 

With Sinclair Pro gr ams every month you can build the 
library of programs that suits your mood: in recent issues 
we have challenged our readers with programs to test their 
skill at Sharpshooter or Laser Cannon ... jolt their brain 
cells with Quadratic Equation or Monst er Maths ... or take 
a practical tum with their own word processor program or 
graphic gene rator . 

- -: - to I 
That is just a fraction of what you get from Sinclair _ - - ;ubscii'Pe t(\"/ I 
Programs . Each month we have 40 programs for owners of _ - \'d \}l<..e to e c'r.a.Ige I 
ZXSOs, ZX8ls and Spectrums. But m~e sure you don't _ - Sif "{eS -~ \eas I 
have to hunt TOO far for your bargains- Sinclair _ - - dot\~ \ ue t.o~ • --- I 
Programs always sells out quickly, so order - - ;;et\ , V)t': 50 a c\\eq: et 
yours TODAY from your newsagent, or fill _ - {s\\;"gto\'\ o

3 
?.O) \ e\'\c\O Nut(\P --- ----- 1 

intheformbelowand wewillsend -':""" d'30-:?>~\ ~·ce t\ · ddJ:ess .-----::- 4C~et$ I 
it direct to you, __ - ~;\,i\t(\.\te issUes - 'P Date ui. 5ubsC . \e I 
every mon th. _ __ -C ~b\\ca.\\ o.Pa,1'0$ \\'2. d·. ~e --- ------;;; pues to '(8.teS avail~ s\· I 

.-. ~ to: r,C . :\.a\J 'Pt- . a,td Ca.I t\l,te ~ ottet a\ ove-cseaS of\ i:ectV- I 
- - - ~ SU\c etedit c ~a!<'e 5\gt'P \'l'o of\W· 

~ - ------ - - ---- - - ---- -- - ----- - --- - - ---- --- ~ 
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Play in the big league 
- with only the best, 
newest programs! 
We've searched for brilliant new program sources throug hout 
t he U.K. and North America to find an exciting collection of 
new games - and business programs - many of which 
cannot be bought by mail order fr om any other source ! 

Every month, we'll be adding to our catalo9ue to bring you the 
best of new games, new business. educational and household 
software . And the good news is - we're specialising in 
programs for your Sinclair! 
With our special new deal - you just CAN'T GO WRO NG. 

* A free offer every month (this time it's a free blank 
C20 cassette with every two games ordered) 

* A money-back guarantee if you're not entirely 
satisfied with your purchase - that 's how confident 
we are about t he quality and value! 

All you have to do is look at our first HOT selection, then order 
quickly to be among the first to own these games of skill, 
intelligence and excitement [fast delivery is another of our 
specialities - so you could be using these new programs 
SOON). 

Remember there"s no limit to the number of free 
cassettes you receive if your order justifies them - so 

why not get together with friends or user group 
.. , . •. members and share the freebies? 

GUARANTEE 
. I te confidence. If you are 

Order with com~·\ed with the quality of 
not entirely sa is 'turn it to us within 7 
your purchasE:1f eprovide a replacement. 

days and we w1 

GREAT VALUE! TREM ENDOUS SELECTION ! PLUS A FREE 
OFFER EVERY TIME! 

Fill in the order form right away - we're guaranteeing fast 
delivery, quality and satisfaction [after all. we want you to 
come back for more!) 
The So~ware Workshop, Yew Tree, Selborne, 
Hants GU34 3JP 
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Here's a whole NEW selection of 
the latest games, the best-value software 
for your ZX-81 or Spectrum. 
ZX81 Software 
1-01 Stock Market 
Buy and sel yoi.r Wi1'I to mllons! 
16 KRAM 

1-02 Football League 
First dMsol Im tor the soccer 
enthusiast. 1 SK RAM 
1-03 Test Match 
Match yOur wits alongside the 
svperstarS. 1 SK RAM 

1-11 Arcade Action 
Overtaker/~ Man/Space fig,t.ert 
Pllot/GreectyGobbler/Eiltra Terrest.na1. 
1K 
1-12 Avenger 
Avclld ffVSSlles and bombs to become the 
ruler. 16KRAM 

1-13 Protector 
Defend yoi.r own st'IJ) from oncomng 
attackers 1 SK RAM 

1-21 Foot:ball Manager 
Manage yrxr team ttrough e hectlC 
league season• 16K RAM 

1-31 Comp-U-Share 
lnveslment~t~for 
i.--. truSts . shares and loan stocil.s 
~te docunent.etion lflciuded 
16 K RAM 

1-32 Comp-U-Tax 
Aca.rat.e personal ll'lCOme tax cak::uiaLOI" 
for 82183 tax year Ft.I document&lQ'I 
,ncujed 16K RAM 

Spectrum Software 

£3.95 

£3.95 

£3.95 

£4.95 

£4.95 

£4.95 

£5.95 

£9 .95 

£9.95 

2-14 M-rStorm 
Spec:tr\Jm Yer5IOO of the ever-pop.Aer 
8f'C3de game. 16K or 48K RAM 

2-15 Scar Trek 
Pop.w space program~ to kfe by 
excelent graphics . 48K RAM 

2-21 Frogger 
ManoeuW"e the frog 8Ct'05S the rood 
8vOIChng heavy traffic . 48K RAM 

2-22 Crazy Balloons 
Gude the baloons rwn:f the maze 
W1t.hout~.48KRA M 

2-23 Arcadia 
The e~·s version of the pop.Mr' 
'lnvaders'geme.16K or48K RAM 

2-24 Golf 
The finest ol gotf handicap games. 
48KRAM 

2-25 Test Match 
More e:w.citn;1 than the real tlwlg! 
48K RAM 

2-26 Derby Day 
Ths favcun.e has to be 8 'Nf'n!(' 

48KRAM 

2-27 Rescue 
Rescue the Prttess fran marl,ll.l(W1Q 
patrols . 48KRAM 

2-28 The Orb 
Olscov9f' the OrlJ W'l the depths of the 
temple but wateh the monsters . 
48 K RAM 

2-29 Jackpot 
The harmless wrry to take on the one · 
armed bandit 48K RAM 

t~1
21 ="=l' : .·.u.~er 2-1 2 Avenger 

[Scc1 ·12undet'ZX81).48KRAM £4.95 ~::;~
31
.~~~~~= 

2-13 Sentinel = ~-

£4.95 

£4.95 

£5.95 

£5.95 

£5.95 

£5.95 

£5.95 

£5.95 

£5.95 

£5.95 

£5.95 

£6.95 

£9.95 

:=r":a';°= shtp &gaw"1St a1ten £4.95 ie-4,~32~ m&e~-!~•RAM £9 .95 

r------------------------------------, To: The So~w a re Workshop, Yew Tree, Selborne, Hants GU34 3JP 
I wish to order the following programs . I understand that: 

I will receive a FREE blank cassette with every 2 programs ordered 
I can return products within seven days if not entirely satisfied and 
receive a full refund or replacement programs to the same value. 

I 
I 
I 
I 

Ref No Qty Title 

Postage, packing and handling: add 45p for the 
first cassette, and 25p for each additional 
cassette. Nofl-UK orders add extra 50 % 

I I enclose a cheque/postal order for ___ __ _ 
: Name _____ _ _____ _ ____ _ 

: Address ___ __ __________ _ 

I .- -- ------- - ---- ---~ 
1[Allow 28 days MAXIMUM FOR DELIVERY) 

Price 

Tota l 

-------------------------------------
S7 



SS 

256 i,; 192 p1)(els 

H1 res display hie independent of old display fi le 

Very fast and powe rful graphi cs commands as extensions 
of Smcla 1r bas1c SLOW I FAST CLS COPY PAINT PLOT 
all e)(1ended to h1 res 

114 PLOT mode s inc lud ing : 

Points and various line types 
Textured tri angle fill 
Absolute and re lati ve co ~ordinates 
Line dra wing to point s off screen 

Mixed te xt and graphics including PRINT at graphics 
cursor. 

User defined graphics for space invader s etc 

Screen COPY to prin ter 

Extensive manual e)(cellent !or school and home use. and 
full guarantee 

Arcade games available soon 1 -------Post to - Not11ng Dale Technology Centr e (Lid) 
TF L (ZX 81) 
189 Freston Road 
London W10 6TH (0 1 ·969 8942) 

Please send me board(s) " £32 .00 each 
+ £4 80 VAT plus 75p P&P 

I enclose Cheque IP O for 
Or I wish to pay by Access 

Card Number 

Name and Address (PRINT) 

Name 

Address 

PIXEL POWER A graphics \MOfkshop packed with useful 
featur~ like Create. Amend. Save. View $et. 

HARVESTER A cuMhroat strategy game for 2 to 4 ptayers. 
BRAINSTORM Can you get our three space exprorers across 
a rrver of nasty gx, w1th0ut bl<Mting their rrunc1s 

I z;:;;-GAMES 
Trader 
SUt>space Striker + Zor 
Starquest + Encounter 
VICZOGAMES 
Trader 
Subspace Striker+ Zor 
Starquest + Encounter 
Pixel Power 
Harvester + Brainstorm 

ZX·SI + 161< RAM 
ZX·SI + 161< RAM 
ZX-81 + 161< RAM 

VIC20+ 16KRAM 
VIC20+ 16KRAM 
VIC20+ 16KRAM 
VIC20+ 16KRAM 
VIC20+ 16KRAM 

E9.95 D 
8 .95 D 
8.95 D 

El4.95 D 
E7.95 D 
E7.95 D 
E7.95 D 
E7.95 D 

Pfease send me the games as ticked. 

Total cheque/P.O. enclosed ........................................................ . 
Cheque payable to QUICK.SILVA 

Name ..... . 

Addres.5 ... 

_J 
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TIEGOOD 
COMPUTING 
BOOK FOR 
BEGINNERS 



8PEl!CB AND 8PRITZ/PIXEL GRAPHICS 
Tiii!: UTTUt IIIAN STILL Olf 818 ltlfDl.&88 
SMRCB BAS WANDERED DITO THIS 
8Jtlf8ATIOIIAL GAIIE. IT'8 OUR LATEIIT AND 
GIUtATEIIT . TRUE GRAPHICAL ELEGIUIClt. 
1BK/48Jt IUl .811 

-----------------------------------
O COSMOS Price&S.95 

O FAUST'SFOLLY Price&5.95 

O ETX Price £5 .95 

O SPOOKYMAN 

O GALAXIAN5 

Price&5.95 

Price&S.95 

ABBEX ELECTRONICS LTD 
20AIIBLlt'l'OOURT,GIUtATlfORTIIWAT , L01'1DOlflfW4 
Tel,01-20314811 
PIEASECO MPI.ET'E IN BLOCK CAPS 
NAM'EIMrlMn/MIMI .• , . . 

ADDRESS 
ICARDHOI.D£RS! 
flOST{X)l)E ..• .. . • .• . ....... PHONE NO ... 

Make cheques payable to ABBEX 
I encloee my dM:qoe for£ 

I wtshtop11ybyO CHEQUE O ACCESS 
Pleaac<kbltmycredltcani a/c 
Num~rl j j I I I j r j j j j I j j j [ 

Slgn«I . 
dat e .. 


