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RAM-PACKS FLAP

and when RAM packs flap, programs crash because of edgy connectors (so children! keep off!).
Now East London Robotics offer a unique product:-

TRADE IN YOUR ZX 81.

Introducing the MAXIMEM ZX81. A ZX81 with 32k or 64k RAM fitted INSIDE the case (children come back!)
MAXIMEM ZX81 — the most affordable 32 or 64k micro in the world.

Issue 2) or circuit board

into the sockets pmvidedr:y Sinclair and yg:sl:.:vle E335J
: - full, % 2

Sh 'Y compatible with al|

. mjd!mg b mz':;c:' ueTy low in power consumption,

The SPAS carpis el f“II-'lm'ng and removal are easy.

| =
on a part-exchange basis :ﬂ:'::"g],;;‘:;f;;gradable

an isa i %81 and not
iMMAXle:!! d 64k is modified Z:

ust a RAM pack. We give & six month guarantee on

it

not interfere with any

printers. RS232 or other interfaces. i
in your ZX81by post or over m::::\w:ry].
Trade ;sy‘IPmm first to check c‘:irr:wurking il =
i : and v
g:eade-in l"s;u[:mb:uiﬁ:zr only, without manuals, e o e
d res - .
= a:"p““” = tand Test Service: At our premises £3
power y registered post £7

Loads ZX81 tapes into your Spectrum. A recent letter
describes it best.

Dear Sir, Just a line about your excellent Slowloader.

I bought it because | was nearing the completion of a project which
uses I hing in 16k RAM including a string array (DIM 629,7)
which took 4 hours hard graft to bash in. I really did not fancy doing it all again.
SLOWLOADER twice found a tape-loading error. So I SAVEd again onto a short, high-quality tape —

and this time it went straight in. Two minutes to take out the SLOW and FAST lines, 10 to renumber the PEEKs and
POKEs, 20 to add some colour and a few BEEPs, and the thing was ready to SAVE again. What a little masterpiece!

All products on this ordes form are in stock at the time of going to press

and Visa T2 orders. ’!RICKSTICK

“To East London Robotics Ltd, Pl return (tick games control, for one to
eight players | ly. See our di ion at

Same day dispateh for phoned Access [®

[ MAXIMEM 32k. (£39 +ZX81)

My Access/Visa number is E E\ 1“4"'1\5
RN 414

0
HEFCEEEL L e R
IC) RO .
s ERY et en Qe T gus
o ——— b SRS
% arOURoR S e

GP:Y‘E—X Iy

S MAXIMEM 68k, (€59 -2%8) the 8th ZX Microfair on 20th August at Alexandra
e - Palace.
[ Free Catalogue (SAE only) HDO i
Postage 65 S“ \_o
Lenclose 3 cheque/PO for P\ -
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30 PROGRAM OF THE SPECTRUM
MONTH

7 ERRORS AND
MISHAPS
LETTERS

11 PETROL
CONSUMPTION
LOGO

21 TOUCH TYPE

ZX-81 22 WASHING LINE
8 INVADERS 24 HIT STAR

9 SNUFFLES 27 NOUGHTS AND
12 GOLF CROSSES

19 MAZE ESCAPE 30 LABYRINTH

20 HIGH NOON 34 POKER

25 SPACE MISSION 36 STAR CATCH
w8 EERISCORE 37 SPECVADERS

29 BLOCK STOP

32 SPACE GRAZE

33 LASER BLAST

38 ATLANTIC LANDER

39 FALL THROUGH 90 OLYMPIA
48 CONVERSATION 52 FRYOLITES
51 MASTERMIND 54 COUNTING

40 ALPHA ATTACK
41 TANK DUEL
47 PATHWAY

o el il entéring gaphics charwcies e have sdopisd o the ZX81. We ndicats i characers
by the I 6is

ther
e whole wordsarc writen n nvere etes they appe
In the Spectrun ltings, lences o b coteed o g

the form shown above, with the addition that inverse gnnh e cl

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

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

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



PROGRAMMAB
JOYSTICK INTERFAC

=irciar R

ABOUT OUR PROGRAMMABLE PACKAGE CONTENTS SUPPLIED
INTERFACE

Programmable Interface Module as illus- TOTAL SDFTWAR‘
trated, complete with clip-on program- CDM IBILITY !

ming leads.

Surpassing the outstanding specification of
our Interface Module II which still offers

the best software support at its price, a
kgmck Interface that is compatible with

L SOFTWARE through its unique hard-
ware programmable design.

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

Quick clip-on connections, which are con-
figured from a reference card supplied, allow
you to define which of the forty keys are
simulated by which action of the Joystick.
A pack of ten Quick Reference Programming
Cards makes setting for your favourite games
‘even easier. These can be filled in to show at
a glance the configuration required and
stored in the cassette case of the particular
ﬁeme. you change to a game using
ifferent keys the module is re-programmed
in a few seconds.
As with our Interface Module Il the Pro-
grammable Interface accepts all standard
switch Joysticks that are Atari-compatible,
sockets are available which are con-
necied together for two player games which
use the same keys for both players.
The Interface resides in the keyboard
address space and does not affect its opera-
tion or interfere with any other add-ons. A
rear extension edge connector will accom-
modate expansion of your system.
The unique AGF key simulation principle
makes it extremely easy to incorporate
Joystick action in your own programs. All
eight directions and fire are read by simple
BASIC.

‘With every order comes a free demonstration
program called ‘Video Graffiti’ plus a full
set of instructions.

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

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

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

® 12 months guarantee and full written
instructions,

JOYST | CKS

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

ONLY £7.54 inc VAT + P&P

FROM: MR/MRS/MISS

ADDRESS

SEND C.W.0. (NO STAMP NEEDED)

TO: A.G.F. HARDWARE, DEPT.

DEALER ENQUIRIES WELCOME

FREEPOST, BOGNOR REGIS, WEST SUSSEX P0O22 9BR

ary ITEM ITEM PRICE TOTAL
PROGRAMMABLE INTERFACE 33.95
PACK(S) QUICK REFERENCE CARDS 1.00
INTERFACE MODULE 11 20.95
JOYSTICK(S) 7.54
SOFTWARE AS TICKED ON LIST
SOFTWARE AS TICKED ON LIST

ONE VIDEO GRAFFITI FREE
zxs1 O zx spECTRUM O Please tick FINAL TOTAL

EXPORT PRICES ON APPLICATION
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IMPORTANT:
This product is not software
programmed and guarantees
eight direction Joystick
response in machine
code and BASIC
programs.

JOYSTICK
INTERFACE II

for
sinclair Z

Spectrum

KEY FEATURES

#* Proven cursor key simulation for
maximum software support

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

* Second Joystick facility

* Eight directions programmed in simple

BASIC

* Rear exl:nsmn connector for all other

a
* Free demu program, ‘Video Graffiti’ + full
instructions

INTERFACE 11 COMPATIBLE SOFTWARE

KEY FEATURES

® Any five key configuration
programmed onto joystick

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

m Full instructions & 12 month guarantee

ZX SPECTRUM lewson ... Nightflite
Abbex .. * Spookyman Consultants Specvaders
* Invasion Mazechase
* Harrier ICL Star Trail
* Cosmos (Man, Dock)
* The Android Run Imlgmc Zzoom
® )gh Noon cromania Ghost’s Revenge
* ETX Nuw Gener- Escape 4.95
Abersoft ... Mazeman atjon 3D Tunnel £5.95
The Wizards Software [ Knotin 3D £5.95
Warriors Newsoft ... Time Bandits
Apocolypse Products Spectral Maze
Sol'twue Galactic Jailbreak Psion Flight Simulation
Labyrinth VU-3D
m:hy Cump Quicksilva Meteor Storm
Chopper Rescue Space Intruders
Gold Digger RER. ... Gnasher
Confusion Software Spectapede
Campbell Silversoft .. Ground Attack
Systems Gulpman Cyber Rats £5.95
CDS Micro Vu:ua Pﬂny Express
Systems Leapfrog Softw:
C.Tech Spccman LATEST ADDITION
DIL Software Digital Integration . ...
DK "Tronics [ 3D T‘"" £4.95  Night Gunner & Fighter Pilot
Meteoroids

* State “AGF version™ “PLUS 21 ZX8! Titles"”

We are pleased 1o say that future software support commitment for the AGF Imerface 11 has been

negotiated from many: of the companies listed above.

For axample all new titles from Imagine, commencing with Zioom, will be compatibie and carry the

compatitility 109, shown bebow, 00 thew packaging. This new Ioga scheme will help you select oft
il . i "

A the time of printing it s hoped that pending reiexses Irom Bug Byte will enjoy AGF compatibility.

AGF Hardwars, 26 Van Gogh Placa, Bognor Regis, West Sumex P022 9BY
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DONTMISS THIS INCREDIBLE OFFER!

50 GAMES £9°%5!

CASSETTE 50 FOR YOUR MICRO

- Prws*_
. ;

\
TH e————

e

NOW AVAILABLE FOR
sinclEir ik
SPECTRUM

zZxg1

LYNX o
DRAGON H t‘“": AE’E SUPPLY CASSETTE 50 FOR
TARI B SOFTWARE |/ o cheauereo
A A B CcASCADES HOUSE
B3 BARGAN'S LANE
B LLANDOGO
n GWENT
S.WALES NP54PA

£ \
SOFTWARE ANev/ &nggﬂ

WRITERS

fi Yo Tk procsmisfon the Sl it ZA5T, sy bebg 5 Wﬂﬂw Wlm A
paid what you are worth?

mi F E vhich think he ial, what

ben? S 11 sfors P 3 N Ty 18 ot the battle could be yours...

Market i self and risk thousands of pounds? Put it away in

aﬂm\#ﬁynmw and risk thousands of pounds? Put it away in ."but itwon t be easy!
Totally original game plan. Addictive,

We are a professional marketing company, interested only in o :

Gbtaining the highes for software writers. We are ot challenging and offering a complete

connected with any 2 or software mar rers and
deal with writers in esty. Most importa
secure deals for th orldwide, which are way
anything they could negotiate themselves.

visual experience with its animated
graphics and violent explosive effects.
Compatible with ALL leading joysticks.

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

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

evaluation. We will advise you, free and without the slightest
obligation, on the commercial prospects for your program.

YOUR LOCAL SOFTWARE RETAILER
or direct from

N 0 T RYINACAMTPAN Y QUEST MICROSOFTWARE, 119 THE PROMENADE,
NEILGIBSONd-COMPAN} e
Neil Gibson & Co.,

42, Abbeygate Street, ring 0242-583661 ‘

Bury St. Edmunds, EST
Suffolk -

NS .. sIMPLY THE BEST |\
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TETTERS

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

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

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

Mark Sargusingh,
London NW9.

The greatest

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

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

Yours gratefully for the
best computer magazine.

Carl Marson,
Debenham,
Suffolk.

Over-stated
I BUY Sinclair User and Sin-

clair Programs every month. 1

would like to know the point

of putting such statements as:
10 GOTO VAL “50™

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

10 GOTO 50

Why in the second example
do you not print

10 GOTO 179—this being
the relevant code.

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

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

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

Misled

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

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

Ian Bryant,
Fleet, Hampshire.

@ As you suggest, the extra £2
is lo cover postage cosis, in
common with all other maga-
zines. We consider it worth-
while for subscribers to pay the
extra amount [0 ensure receiv-
ing their copies of the maga-
zine.

Plea for more

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

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

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

I am one of many who are
learning how to use the ZX-
81. I would be very grateful if
you would put in more 16K
programs and not as many
1K programs.

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

Daniel Ferrier (aged 13),

Louth, Lines.

Rio bound

REGARDING Sinclair Pro-
grams, I really feel that I have
no need for computer games;
after all, it is a computer and
not a video games machine, at
least nor full time.

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

Janeiro, Brazil.

ERRORS AND
MISHAPS

NE CORRECTION
OMay issue was not included in

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

should have read:
300 PRINT §

A smudge in the listing of Deploy-
page

ment Strategy—June,

to the

47—

SINCLAIR PROGRAMS  Aungust 1983

caused problems for many of our read-

ers. Line 1030 should have read:

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

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

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

TO



ESLIE ROBINSON and Trevor
LLeeming of Rotherham, South

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

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

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

1 REM P A

Ll L il bt
77

[l i i S A i B

Vi

A e A AT A

18 LET A%=""

28 FOR ¥=16514 TO 16588

38 IF A%="" THEMW IMPUT A%

468 POKE ®, 164CODE A$+CODE A%ECZ

=478

50 SCROLL
68 PRIMT . " " A
78 LET AsE=A%C3 TO &
B8 HEXT =

TO 23

2A 0E 40
06 11 36
(0 SR ERL |
2B 0D 20
PG 1C
I—eppi - 20
26005 O
21 230 0D
20 FC 36
008 S 0E . 21
2B DD 20

EC S NENEHE
OB 20N E)

0E:" FE 0D
20 FD 10
D7 36 00
01 00 00
G 2B IR
2B OE w05
232030 00
0D 20 FA
0E IE- 23
ob; =20  FE€
36 000 01
€ 08 €9

9 =i THE

2 GOTO Zasa
ET HS

|LEF
LET
LET
LEET
I2ET;
LET L =1
LET B=INT (RMD#¥
PRIMT AT 21.9;"HIGH SCORE="

PR O W

Y G Y e e

it Bhragtiy e
35 PRIMT AT 4,B:"(sp:ik:sp 2"
46 LET R=H+c I ="8" AMD ALZ

vg="5" AMND A2
SE-PRINT AT 15, A2 "0 =P 93 S
3AT 18, A

THKEY$="6" THEW LET L=lg

THEEY$S="@A" THEN LET K¥=X

@ THEM GOSUE £68
(»@ THEM LET SCORE=SCOR

@ THEM LET G=C(+1

5 OIF ©r50@ THEM GOTO ie9a
76 IF G488 THEM GOSUIB S0
77 IF END»>.95 THEM GOSUE 708
26 GOTO 38

SINCLAIR PROGRAMS
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i,
7l

s@@E PRIMT AT @85 "FUEL LOW":RT
@,8;"fuel low"

S@E1 RETURM

FOR F=1 TO 166
PRIMT AT &,15,;"LAZER OYERHE
"SAT 8,155 "1azer overheate

o LET G=64, 2
MEXT F

£3@ PRIMT AT @,15;"LAZER OPERAT
TCIMFL g

LET KK=@
RETLIRM

PRIMT AT 4.,8;"
FOR 26 TO @
PRIMT AT 2.2

STEP ~2
RS - RN -1TE

=P

LET A=A+ IMKEYS=
YE="5" AHD A

MT

FIME A2

nen
&

B=lcRR-1NK

E="E" THEM LET L=US

IF Lix8 THEM LET SCORE=SCOR

E+15
711 IF L<»8 THEM PRIMT AT 2.2:"

2xB THEM RETURM

MEXT 2
FRIMT AT 2.
RETLIRM
PRTHT

| AAG AT

SCORE »HE

FOR F=8 T0O
MEMT F
CLS

lazs
1@2a GOTo 18
2666 PRINMT "SPACE INVADERS
KILL
YOLUR
LSE

=

CAM BEFORE

ORE »HS
' THE

@n "

AL.IEMS

THEH FRINT w0l

HIGH SCORE"

FRIMT "PLE
3 fTH

THEM LET HS=SCO

166

AS MANY AS YOU
FLEL RUMZ 0OUT
TO MOVE

ExEil

RIGHT

TO FIEE LAZER!
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HE OBJECT is to collect as
many honeypots as possible from
the tree on the left of the screen.
To get a honeypot you must jump over
the rolling boulders, the hole and the
wall. Once you are under the honeypot
it will fall down to you. Move left with
©5”  right with “8” and jump with
0.

Snuffles was written for the 16K
ZX-81 by ] Hallewt of Helston, Corn-
wall.

LImM

LET

[
¥ Lzl g Rk 23

A e

FOR W=1 TO 3
PRINT ARCH>
HEXT H

> PRIMT AT 9,8 "0 16337 :

LET ¥=0
PRIMT AT

PRIMT AT
LET I%=IMKEY%

IE RS E B LET riziisd

iF I%="@" THEW LET
IF 1%="8" THEW |ET
iF I%="g" THEH
1 PRINT AT KaritTe
32 LET F=F+1
A2 PRINWT. AT B,11;"ca3i”
34 IF M= AHD ¥Y=18 OR Y=F THLH

COSUB 1B9E
3% PRINT AT %-1,%;" 2
36 IF F>=25 THEM LET F=
27 IF Y=1% AHD %=5 THE

a0
2g IF =5 THEM GOSUE 3080
a9 PRINT AT 8,25:"
4B GOTO 23

1686 PRINT AT 18, 10; "SPLAT. SUORE

=

1928 STOR

2000 FRINT AT

hhl
it I

" " ET

STOP
PRIMT

A AT 4,4 "Cam " [AT B, 5,

H‘!Jll i
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16 LET aS="PETROL CONSUMPTION
CALCULATOR™ + PRINT AT 9.16-CLEN
2%/2))a%

28 PRINT AT 11,14;"B
AT 12, 18; "GERRY NEARY!
38 PRUSE 1@0: BORDER 21 PRAPER

6+ INK 9: CLS

48 PRINT AT 18,8; BRIGHT 1;"Th
is Proaram Assumes You Fill

Your Tank Each Time f

45 PAUSE 199: CLS

5@ INPUT "Enter vt mil
.21 PRINT "STARTIMG MILEAGE ="3

68 INPUT “Enter finishing mile
ase” b PRINT "FIMISHING MILEAGE

PRINT

78 LET ceb-at PRINT "COMPLETED

MILEAGE =";c
89 INPUT "Enter Petrol in fisu
"PETROL ="id

res onlu".,d: PRIk

98 INPUT "Press 1 if Sallon.Pr
ess 2 if litry ;e GO TO e¥l
o8

189 LET fmcsd: PRINT "MILES PER
GALLON =

119 PRINT ¥4, 54600 M

ILES FER LITRE
120 GO 70 388

200 LET ,1 F's-m‘ “MILES PER
LITRE = 38 Nor et
WETLES PR GALLOMY GO Th A

Paid in

PRINT "COST PER

a2e IF Irw,‘ THEN PRINT FLASH 1"
CHEAP OF YOU ARE CHEATING"

325 1F h25 AHD h(18 THEM PRINT
FLASH 1 "AVERI
IF h>10 THFN PRINT FLASH 13
A SMALLER CAR"

340 INPUT “COPY ";G% IF G u "

= | PETROL CONSUMPTION

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

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

ritten a useful routine for display-

ing ritles, slogans or logos on the
16K Spectrum. Once it is run it re-
quires an input of fewer than 30 charac-
ters.

It will then display them at the centre
of the screen by “shooting” them in
from random directions in different col-
ours and with various notes.

I BILLUPS of Crewe, Cheshire, has

j)
1@ PAPER @' BORDER @: CLS 148 NEXT n:' RETURN 230 MEXT n' RETURN
20 INPUT a% 159 FOR n=28 TO 18 STEP -1: REM 240 FOR n=! TO 1@: REM MW
38 IF LEN a2%>30 THEN GO TO 1@ s 258 PRINT INK SiAT n.x+1-1@8+n;a
49 LET »=INT (31-LEN as>-2 160 PRINT IMK &:AT n.x+1;a%C(12; #C1):AT n—1,x+l-11+ns" "
5@ FOR 1=1 TO LEN a® AT n+l.x+ls" 0 26@ NEXT n' RETURN

o
il
3¢
5
5

58 LET 9=INT (RNDXT x¢39+126 RETURN 278 FOR n=20 TO 1@ STEP -1: REM
78 IF (x+1>28 AND 9>200) OR (x 188 FOR n=38 TO x+1 STEP -1: RE SE

+1<10 AND 2>288) THEN GO TO &8 M. E 288 PRINT INK 6JAT n,x+1-18+n;a
80 GO SUB @ 199 PRINT IMK 5iAT 1@, n;asC12+" SC1AT n+l,x+l=9+n; " "
9B BEEF .1+(1sLEN at“fEF‘a/lB i 298 NEXT n: RETURM

168 NEXT l CLS : GO TO 200 NEXT n: RETURN 388 FOR n=i TO 1@ REM NE

118 REM Y*""Bubrou*xnes***t 219 FOR n=28 TO 1@ STEP -1: REM 310 PRINT INK 7JAT n.x+1+1@-n/a
120 FOR n=1 TO 10: REM M SW SCLMAT n=l,x+l+ll=ny" "

A38 PRINT INK 73AT n.x+l;a8( 1)} 220 PRINT INK 4 AT n,x+1+i8-nja 320 NEXT n: RETURN

AT n=1,%+1;" " BCL AT nrl,x+149-n " "
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UR GOLF 80 program in the
January/February issue has al-
ready provoked an upgrade toff
the 16K ZX-81. Robert Veal of Tran-
ent, East Lothian, has expanded the
game to provide bunkers, trees and
similar hazards, as well as a full range of [
available clubs and putters. N

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

g

M,ﬂ,,.,//f P "-‘:j'
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LET M=RND

IF M<.18 THEN LET P=3

IF P=3 THEN GOTO 128

IF M<.2 THEN LET P=5

IF P=5 THEN LET D=INT (RNDX
75)+4?6

176 IF M>=.2 THEN LET P=d4

18@ IF P=4 THEN LET D=INT (RND¥
224 )+251

198 IF F=3 THEMN LET D=INT (RNDX
145)+105

220 LET Dsm=" v

238 IF D<>1 THEM LET D§="S"

248 PRINT ,,.,"HOLE "iR;" Xkkx
"iDi" YARD';D%:" TO PLAY"

258 PRINT ,,.."PAR ";P

2?70 IF H{»1 THEM PRINT ... "SEL

3

ECT CLUB TP T B e T
28@ IF He=i THEN GOTO 340

2%@ INPUT W

309 CLS

319 IF W>13 THEN GOTO 22@

328 GOSUB 4088

33@ GOTO 35@

348 IF H=1 THEN PRI » 444 "ENTE
R PUTT DISTANCE “"i"" TO ®"rqipun
358 INPUT E

360 CLS

3r@ 1F E>17 THEN GOTD 220

386 GOTO 4560

@98 LET M=RND

408 IF M<.@3 THEH GOTO 3@eo

418 IF M<.@5 THEM GOTOD i@@@

428 IF M<.1 THEN GOTO i%ee

438 IF M<.15 THEN GOTO 2088

458 IF M<.2 THEN GOTO 350e

5688 LET D=D-T

598 LET B=B+1

688 LET Ds=" *

618 IF T<{>1 -THEN LET D#="S"

628 PRINT ,,"STROKE ";B,T:" YAR

DD
638 IF D>-1 THEN GOTOD &8@
648 LET D=-D

658 LET Dm=" "

€68 IF D<>! THEN LET Ds="g"

678 PRINT .,..D;" YARD",D®:" P
AST HOLE"

68@ IF D=0 THEM GOTO 725
788 [F D<18 AMD D>-12 THEM PRIM
T s, "YOUR BRLL IS ON THE GREEM

71@ IF D418 AND D>-19 THEMN LET
H=1

72A GOTO 226

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

a
?32 IF BOFP THEN PPIHT 220 "BOGT
£ )

B=F

THEN PRINT ,..,"PAR

1 THEN PRINT .,,," %
o o
THEN PRINT ,.,.." %
YiBs " kKD
LET ¥=¥+B
LET F=F+p
LET A=A+l
JIF R=19 THEN GOTOD B39
PRUSE 3@@

o
W
L]
o

LS

8 GOTO 88

PRINT ..,.,"COURSE PRAR",F

PRINT ,.,,"YDUR SCORE",.X

IF K=F THEM PRINT ,.,.."LEVE

L "

880 IF X>F THEM PRINT ,...X-Fi"
OVER"

885 IF X>F+5 THEN GOTO 2400

898 IF R<{F THEN PRINT ., F=x;"
UNDER", "WELL DONE"

B35 IF X+4<F THEN GOTO 2435@

STOP

518 SLOW

FOR G=1 TO 1@

FRINT AT 18,9, "CONGRATULRTI

PRINT AT 18.9; "CONGRATULATI

95@ NEXT Q

FRINT AT 2@,1@;"A HOLE IN O
PRUSE 289

288 FRAST

89@ CLS

GOTO 738

LET D=D-T

LET B=B+1

1@5@ IF D<25 THEN GOTO 680

S

L

GOSUB 25@@

LET M=RND

IF M>.5 THEM PRINT ...."%k%
¥% YOUR BALL IS IN DEEP WATERYEE
% YOU MUST PICK OUT AT THE k&x
¥¥ COST OF ONE STROKE."

1188 1IF M{=.5 THEM PRINT ,,,."%k
*¥k YOU HAVE LANDED IN SHALI DM**
¥k WATER. YOU CAN PLAY IT.

Hkk YOU MAY PICK IT OUT BUT ]Tt*
*kk ADDS ONE STROKE.

1118 IF M<{=,5 THEN GOTD 1150
1126 PAUSE 208

1138 CLS

1140 COTO Ss@

1156 PRINT .,..," DROP OUT (O

2
@
2
o

OR PLAY (P)"

1168 INPUT B%

1178 0" THEMN CLS

1188 0" THEN GOTO S99
1198 PRI +++"SELECT CLUB ""1@
waqg wepgen w

1266 INPUT W

1285 IF W<1@ OR W>13 THEN GOTO 1
198

1218 GOSUE 4308

1228 CLS

1238 LET M=RND

1248 IF M<.83 THEN GOTO 588

PRINT ., ,,"¥0U ARE STILL IN
LATER. ", , , "PLAY AGAIN."
LET B=B+1

LET T=B

5070 1198

LET D=D-T

1526 LET B=B+1

1548 IF D425 THEN GOTO 580
1558 CLS

1568 LET M=RHD

1578 IF M>=.5 THEN PRINT “#iex
THAT WAS A TERRIBLE SLICE, kkk:
L UERRER YOUR BALL IS IN THE TRE
ES. khaxk"

1588 IF M<.S THEN PRINT “Xkews
OU PULLED THAT INTO THE K¥EEX",
UREKRR TREES, ", "HkkEk”

1598 GOSUE 2508

a PFlNT »"SELECT CLUB ““1@

1zre
1388
1518

1613
162

INPHT U

cLs
IF W(18 OR W13 THEN GOTO 1

598
1648
1680

GOSUE 4198

LET M=RHD

1698 IF M{.95 THEN GOTD S8@
1700 PRINT "YOU HRVE HIT A TREE.
FLAY AGAIN."

1716 LET T=8

1720 PAUSE zea

1738 CLS

1749 LET B=B+i

GOTD 1590

n
=
®
a

LET D=D-T

LET B=B+1

IF D<{18 THEM GOTO &80
GOSUB 25@8
PRINT ... "#¥%¥¥ YOUR BALL
IS IN A BUNKER. ®dakk, ., "¥¥k¥x S
ELECT CLUB “*igun Tp wiggun, o
20808 INPUT W

2858 CLS

2108 IF W<1@ OR W>13 THEN GOTO 2
aea

#1108 GOSUB 4300

21208 LET M=RND

2138 IF M<,95 THEM GOTO 580

2148 PRINT ..., "kx¥xk YOU FRILED
TO GET OUT. XE¥xx TRY AGRIN.
215@ PAUSE 200

2160 LET T=8

2170 LET B=B+1

2180 CLS

2196 GOTO 2868

2490 PRINT ,,..TAB 7;"THAT WAS T
ERRIBLE.".,."1 SUGGEST YOU CHECK
YOUR CLUB™.,."DISTANCES. OR GET
SOME TUITION. "

2418 FAUSE 3@@

2428 CLS

2436 GOTO S18@

24358 PRINT ,.,,TRB 5;"THAT WAS R
ATHER GOOD.",,." T BET ¥OU CANND
T DO IT RGAIN,"

2468 PRUSE 386

2478 CLS

2488 GOTO 1

2516 LET D&=" "

2528 IF T<>1 THEM LET Ds="g"
2538 PRINT ,,.,."STROKE ";B,T;" ¥

D=t o
2558 IF D<>1 THEN LET D&m

QSSB PRINT .., "HOLE "iR;" Xkkk
"30s" YARD"D#:" TO PLAY"
2578 PRINT ,..."PAR "iP

2588 RETURN

281@ LET D=D-T

3930 IF D438 THEM GOTO 599

46 CLS

3058 LET D=D+T

3P60 LET B=B+l

3978 LET M=FND

3888 IF M>=.5 THEN GOTO 3118
398 PRINT "kkkk¥ YOU HAVE HOOKE
D YOUR SHOT ¥kktk INTO THE TREES
AHD CANNOT ¥xkkk FIND IT."

2168 GOTO 3129

3118 PRINT "xikid YOU HAVE SLICE
D INTO NILD ****X ROUGH. YOUR BR

”t*f#* ¥OU LOSE SHOT
HND DISTANCE"
PRUSE 288
cLs
LET T=8
GOTO 3558
LS

LET D=D-T

LET B=B+1

355@ IF D425 THEN GOTO 608

LET MhRND

IF M>.S THEN GOTO 360@
PRINT ek YOUR BALL IS I
N THE ROUGH. kkkxk", , "dkkky SELEC
T CLUB "ngnu O weggne o

3590 GOTO 3610

3600 PRINT ”***Yt YOUR BHLL IS 1
N THE rBRS ¥ SELEC

T CLUB ""12" UR L

261@ GOSUB 2508

262@ IHPUT 1

3638 CLS

3643 IF LK8 AND M<. S THEN GOTO 3
61@

365@ IF M<.2 THEM GOSUB 4080
3660 IF M>=,5 AND {12 THEN GOTO
3618

3E7@ IF My=.3 THEN GOSUB 4128
3728 GOTO 588
4810 IF U=1 THEM
65 2+185
4620 IF W=2 THEH
S5+175
4438 IF =3
35 +16@
4840 IF
251+150
4858 [F
200+185
4868 IF

LET T=INT ¢RMND¥
LET T=INT ¢RNDX

THEN LET T=INT ¢RMND¥

MW=4 THEM LET T=INT (RNDX

UW=5 THEM LET T=INT (RND¥

U=6 THEN LET T=INT (RND¥
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208)+120 4338 IF W=12 THEN LET T=INT (RND
4878 IF W=7 THEN LET T=INT CRND¥ ¥28)+i5
25+100 4348 IF W=13 THEN LET T=INT C(RND
4888 IF W=8 THEM LET T=INT (RND¥ ¥16)+18
25 )+80 4358 RETURN
——n 4698 IF W= THEN LET T=INT (RND¥ 4518 IF Ewl THEN LET T=1
== 20478 4528 IF E=2 THEN LET T=2
= 4166 IF W=18 THEN LET T=INT ¢RMD 4538 IF E=3 THEN LET T=INT ¢RND¥
- 20455 342
\'. 4118 IF W=11 THEN LET T=INT (RND 4535 IF E=4 THEN LET T=INT CRNDX
#20)440 3)+3
4128 IF W=12 THEM LET T=INT (RND 4548 IF E=S OR E=6 THEN LET T=IM
X200+25 T (RHD¥S )+4
4130 IF W=13 THEN LET T=INT (RND 4545 IF E=? OR E=B THEN LET T=IN
*1E2+16 T CRND¥S)+3
4198 RETURN 4550 1F E=S OR E=1@ THEN LET T=I
4318 IF W=18 THEN LET T=INT ¢(RND HT CRND¥S)+7
*20 2435 4560 IF E=11 OR E=12 OR E=13 THE
4328 IF W=11 THEN LET T=INT CRND M LET T=INT (RHDX?)+8
X2B2+20 457@ IF E=14 OR E=15 THEM LET T=
INT ¢RHD¥? 3+11
\ 4588 IF E=16 OR E=17 THEN LET Tm=
INT CRHD®S)+12
e, o 4668 GOTO 588
' 3 SaB8 PRINT AT @,12;"G 0 L F"
; » 5@18 PRINT .. "THIS IS PLAYED OM
e e A COURSE WHICH",, "HAS THE USUAL
\ﬁ HAZARDS : BUNKERS, ", , "ROUGH, TRE
~. o ES AND WATER."
L+ SQ2Q PRINT .. THE CLUBS ARE
HUMBERED OME",,," T THIRTEEN,
THEY REPRESENT',,." WOODS ONE
TO FOUR AND IRONS'..." THREE TO
NINE WITH LEDGE AND",.." SAND
B WEDGE. "

S03@ PRINT ,."THE FOLLOWING LIST
GIVES RVERAGE".,"DISTANCE WITH

THE CLUBS,"

5@4@ FOR U=1 TO

5652 FOR Y=1 TO 18

68 NEMT Y

S678 SCROLL

5888 HNEXT U

518@8 FRINT AT @.@;"CLUB A

VYERAGE DISTANCE"

$11@ PRINT "
'2e8 YDS. !
4","162 YDS. "

5128 PRINT "

","13@ ¥DS. "
a"," 9z ype.n, a"," 8@ vps."

5138 PRINT " 18"," &5 ¥DsS."." 11

58 ¥DS.'." 12"," 35 YDPS5.","

i3"," 23 ¥Ds."

5143 PRINT ..., "YOU WILL NOT HIT
AS FAR FROM",,," SAND: OR W

45 YDE."." &
112 Yps.","

PRINT .." ANY KEY TO ST

FAUSE 4E4
GOTO 1

STOP

SAVE "GOLF 81"
GOTO 5068

SN

s ‘/_‘A,,m 1

e &
Y € gid 3 ‘
T > Sau
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THE WIZARD'S WARRIORS: A fast moving
game that matches developments in your
skill as a player by becoming increasingly
more devious. By offering to you the fuﬁ
range of options you can choose how to control
your warrior throught the maze. A fu
implementation of this program enables such
features as a continuous series of soun

effects, arcade quality graphics, double-point
scoring, and-for the very artful-bonus lives
FORTH: A full implementation. Ideal for
writing fast moving arcade type games.
Allows the full colour and sound facilities of
the Spectrum to be used. Future Microdrive
enhancements will be made available.
ADVENTURE ONE: Features a save game
routine as the game can take months to
complete.
‘A remarkably good version . . . well
worth the money.’ -.Sinclair User...

Spectrum
£4.95

Spectrum
£14.95

ZX81 £5.95

MAZEMAN: A fast action m/c game that Spectrum
reproduces the spirit of the original £4.95
*..18 very accurate and fast.’ hich Micro?... ZXB1£4.45

CHESS 1.4: Ten levels of play

program.

Good graphic screen display.
‘In a class of it's own.’

INVADERS: Very fast m/c action, Includes
mystery ship and increasingly difficult screens.

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

24hr Ansaphone 0970 828851

th this m/c

ZX81 £5.95

.Your Computer..

ZX81£4.45

THE TOMB OF

DRACULA!
8D HORRQOR ApvenTure Game:

For the 16K ZX81 or with colour and sound for the 48K
SPECTRUM, a superb 3D graphics adventure game! Enter
Dracula’s tomb at 30 minutes to sunset . . . wander through the
tomb’s pre-mapped 300 vaults in search of the fabled Vampire's
Treasure . pick up valuable silver stakes and use them to defend
yourself against the lurking horrors . . . ghouls, zombies, pits of
primaeval slime . . . See them all on the computer’s plan of the tomb .
. . when it will et you! Take a chance on a Mystery Vault . . . i
dare! And all the time the minutes are ticking by to sunset . . .
Dracula rises from his coffin and comes after you! Each of the
infinite levels of the tomb has its own 300 vaults . . . go as deep as
you like, the Prince of Darkness will seek you out in his blood-iust!
WARNING: people of an ionall ispositi
should play this game only during the hours of daylight! Special
facility lets you save a game in progress onto tape so you can
continue it whenever you choose.

For ZX81 with 16K RAM
For 48K SPECTRUM ......

Price includes ready-to-load cassette with library case and inlay, full
instructions, postage and packing. Order todayl Money refunded if
not delighted!

Send cash, P.0. or cheque to:

FELIX SOFTWARE (DEPT. SP4)
19 Leighton Avenue, Pinner, HAS 3BW.

SINCLAIR PROGRAMS  August 1983
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ESCAPE-OR-DIE ADVENTURE..

For SPECTRUM 48K or ZX81 16K

You are an Allied POW in the infamous Castle Colditz, Nazi
fortress jail for Allied prisoners-of-warl Can you escape with your
life through the vast labyrinth of rooms to the main gate? Tackle
brutal Gestapo and SS guards, savage guard-dogs, traps and
pitfalls! Survive if you can the Corridor of Rats, the Tunnel of
Poisonous Spiders, the Vault of Human Bones and many
more! And on your way, grab all the fabulous Nazi loot you can
carry!

*Classic adventure games — no random alterations!

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

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

For ZX81 with 16K RAM £4.95
For 48K SPECTRUM .. £5.95
Price includes ready-to-load cassette with library case and inlay,
full instructions, postage and packing. Order today! Money re-
funded if not delighted!

Send cash, P.0. or cheque to:

FELIX SOFTWARE (DEPT. SP4)

19 Leighton Avenue, Pinner, HAS 3BW




MOOIROPOWEHRMDCORO
THE MICRO POWER SPECTRUM 183

5 ADD-DN’ 2

(B[R

MINGULEN

COSMIC RAIDERS (16K) £5,95

The new Spectrum Add-On gives yt
@ ONE Atari/Commodore type
Joystick Port
TWO Potentiometer Joystick Ports
Amplification of the standard sound output
THREE-CHANNEL, PROCESSOR INDEPENDENT,
PROGRAMMABLE SOUNDS — music, gun-
shots, explosions etc
Demonstration tape
and full operating
instructions
@ Note: The ‘Add-On" sumpw plugs
straight onto the back

your Spectrum
Na saldering required

JOYSTICKS
(Potentiometer-Type)
BUILT £7.45 KIT (inc!

Radar Scanner disp
* Full colour and 30
* From the authes of Spectrum 'Scramble’ ®
* 100% machine code *

@)
©
(=
©
)
=
®
(w)
@

* 1 or 2 players * Jaystick aption *
*Full sound and calaur *

*Three playing speeds *

MINES OF SATURN and (16K) Text Adventure

RETURN TO EARTH

Mines of Satum  While piloting @

Saturn, you ar
i

@@@@@@

s ()
POWERMDOROPOWER

caped from yeur previous
1, but fail

HIGH SPEED MACHINE CODED

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

COMPILER

‘We still market our highly successful compiler for the
ZX Spectrum (either memory size). This will compile 99%
of all integral, non-string Spectrum BASIC. It converts
your slow BASIC program into a high speed version in
machine code (up to several hundred times faster). No
knowledge of machine code is needed. As well as handling
normal basic, our compiler boasts a range of commands
designed especially for writing games, these include mini
sprite graphics (hi-res plotting of characters) and an explo-
sion noise generator. All of this for £7.99 which includes an
instruction booklet and both 16K and 48K sions. A

recent review in Personal Compurer World stated “Tt would VISA
certainly be a good investment for the Spectrum owner, Access or Visa Card holders]
I S

who wants some of the benefits of machine code without pm )

g On entry you find it
raom destioyed. Ye

having to learn its idiosyncrasies” - 4
Part of a reply from a satisfied customer “I have just Please add 40p per order for post & packing *

received your Spectrum compiler and I must congratulate

you, it is an excellent program. Naa _ Address_

Make PO/Cheque payable to:
Wye Valley Software, Parton House, Kinnersley,
Herefordshire. Qverseas orders please add £1.50.

Space Zombies
Mad Martha

Dept SP, 24 Agar Crescent, Bracknell, Berkshire, RG12 2BK
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L S0F

#

Tel: (0793) 724317 Trade enquiries welcome

Export Orders: Please add £1.00 per tape airmail

WARE

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

%8 ZX S

ZUCKMAN
ZX81 (16K)
*ALL MACHINE CODE

(10K)

‘FOUF! INDEPENDENT

g HIGH~SCOHE ‘HALL
OF FAMI

*AUTHENTIC ARCADE
ACTION

*TITLE/DISPLAY
MODE

ONLY £4.95 INC. P&P

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

& FROGGY

SPECTRUM VERSION OF
ARCADE GAME WITH FULL ARCADE
FEATURES:

16K or 48K

*

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

3 Lanes of Multi-coloured vehicles
On-screen Score, Hi-Score, Time-bar
Snake, Alligators and Baby Frog
‘Top 5" High-Score initials table
Demonstration Game routine

* %

* ko *

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

trum

4@2‘

ONLY £5.95 INC.P& P

A world of activity for you
and vour/S\mclalr

+  Whether you have a ZX80, ZX81 or Spectrum — we can show you
there’s far more to your Sinclair than you ever thought possible.
That’s the active, lively world of Sinclair User — the first magazine
written specially for everyone who owns or uses a Sinclair
computer.
Every month, there is a whole range of games, business ideas and
bright new ways to learn. There is the Sinclair User Club, with
special exclusive member offers. There are technical facts,
development news and advice, plus hints from other users and
answers to queries — in fact everything you need to be an
interested, informed and ACTIVE Sinclair user.
There’s just one problem — Sinclair User sells out fast! So make
sure you don't miss your copy: order it today from your
newsagent — or complete the subscription =15

form below and we will i

send it to you direct, every month. e

=
,—’
—

G eet\ Loty 9&\)) X

ng
03 ‘5““';‘00 1““‘“d:1 me

]
0?. jgsue® ge I

g gigrat™®®
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your Sinclair can do for you.

. build a printer interface . . .
Each issue can contain as many as FIVE step-by-step projects —

involve saving the universe from

1¥ usey —
Spectrum in Sinclair Projects magazine!

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

central heating . .

So if you want a break from

playing games, make sure you order YOUR Sinclair

Projects from your newsagent today — or fill in

exercise your talent and take a serious look at what
the form below and we will send it direct

and many more ideas that tax your ability and ingenuity.

. improving the graphics . .
Sinclair Projects is published every two months as a glossy, instruction-

packed magazine that gives you all the encouragement you need to
to you, six times per year.

destruction, beating off green monsters or flying a spaceship — we can
yet it's yours for JUST 95p.

ous Sincla
why don’t you stop playing games?

1If you need a new challenge that does’nt

¥Ye a serl

If you

ORWIN SOFTWARE: ZX81 CASSETTES

THE BEST SOFTWARE (BY VARIOUS AUTHORS) AT LOW PRICES

CASSETTE 1 £3.80 | CASSETTE3 £8
{elavan 1k programs) 8 programs for 16k ZX81
STARSHIP TROJAN

Maching code:

React, invaders, Phantom akians, Moze of
death, Planat landor, Bouncing letters, Bug
splat.

Basic:
| Ching, Masterming, Robots, Basic Hang
man. PLUS Large screen versions of Invad-
ers and Maze of Death, ready for when you
qat 16k

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

Cass

Two containg Reversi, Aw
5, Word Mastarmind, Rectangles,

. Rouietts, Pontoon, Panay Shoot
and Gun Command.

The Timas, Saturday 11th Dscember 1982
{abaut Cassette

op spoed s very fast

CASSETTE4 B games for 16k ZX81 6
ZX-SCRAMBLE :hine codel with 3 stoges. GUNFIGHT INVADERS
Bomb and shoat your way through the fortified cavas. (mochine cade} {machine cods)

inter. SN e
ST, 0 0

"t REace INE grv Tnev
e SR ATeR A A28
A R DT

GALAXY INVADERS (maching code]
Flaats of swooping and diving alien craft to fight off.

SNAKEBITE {machine cods)
Eat the snake before it eats you. Variable speed. (s

UFE {machine cade)
A ZX81 versian of the wall known game.
30D TIC-TAC-TOE (Basic)

d on o x4 x4 board, this is & game for the beain. It is very hard to
computer at it

in machine code, bacause this is much faster than Basic. (Some of thase gumas wers praviously availsble form
4

an)

GASSETTES B games for 16k ZXB1 €6

BYTE MAN (machine code) BREAKOUT (machine code]
{praviously avsilable from Mindseye] PLANETOIDS (machine code)
Ratate, mow:
Wide range of

DODGEMS (machine cods)
Dodge the computer's cor whila aating tha
dots

ice of speed and

BRAUGHTS (machine code)
SPACE RESCUE (machine cade) ThNE N
{praviously avalabla from Mindsayel

N

7 of the 8 games are in machine code bacause it is much faster thon Basic.

BLITZ {machine cade]
MERCHANT (Basic)

[ease make cheques payable 1o ORWI FTWARE. Recorded on high quality casseties, sent by first class post from:
ORWIN SOFTWARE, Dept. O SP, 26 Brownlow Road, Willesden, London NW10 QL.
ZX81 & SPECTRUM SOFTWARE WANTED

SINCLAIR PROGRAMS  August 1983
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59 COZUB 9506

€A CLS

&1 PRINT AT 12;"¢9e:Ska? 19r )
"AT 8,12;"( 95 Sksp a8 )"

62 PRINT AT 12,12;"Ca%5 Sksp 0B
AT 13,12 1090 5H9E 190 )"

108 LET ¥ Jksp A2kisp )"
114 LET C2kep 1sP b sl
1m sP 5*9!1 =P -TX3h 2%2P  18%3h - 3K

150 LET Re(SY="c 2ksp HLss iohisp

Al ZHsP 4Kk TksPc im-2KaP iz 8P
1@Kah -+ @kt igR "
120 LET R®CE 2¥sp - isp 2¥sp 2

ol SkEP ram S

3h 2%sP  10%ah i im: g

beimeisp "
140 LET AS(70="(2%sp isp 9h' sp
Gkah =P 18%8h gk
="2ksP * 15 2¥9h: 2%
(3¥EP e¥Eh KSR am BKsP 4
ah iz isp
160 LET ARCHI="(2ksP 18P ‘3¥Sh: 2
Prahrap iimi sk ook SR GX3h 2 Skah
:2%sp 1 ah: 3¥sp ~9h P 1 1P )"
178 LLT A% 1m—- *spt isP 1 oh 5k
e imtEkspin GKEh

156 L T AR 12
4kah
v 1E < Skah sp

ASC 14 3="C 2¥sp  13P ' Gl 2P
cd¥ah 5P 4kGh 3XsP i Gk
G am1sp Ot

13P 19k
t2P gh 2P 15

C2ksp 1131 3h Lt
sP 1 Gkah:
it-sp

[ ASC17 3="L 2¥sP  12P  Bh 3P
4kohsP 15 im 2Ksp ok
AXah 3"

¢ 2¥sp mr--
2P 4%k Tksp :Mh 1t 3P
S¥gh:2%sP i im it isp )"
266 LET ASC159)="C2¥=p ' ish  4¥ah:
SP 13 JKDh iz E€Fkahsp 2%0h sP PR

AXah:
2%ep

ah r2%ahtisp 3"

2 f:l LET A®¢ 2 izp : Skah
it sp 2kah:sP 283t ig 7
280G LET ARC ‘1J "(2¥sP 18P

2%sp coh 1 2¥eP 112 1m 3Kah s i
SPoghtim 13 it 4%ae  2kak ' isP )

290 LET RW(Z21="(2¥sP 1P
“2¥gh 2¥=P itizh e
Z¥shizp 2"

H!:( 230="(Z¥sP *isP ' E@%h:
akitisP
ﬂs( ‘4 I=NC 2P 32KIEP DY
" 3=¢ THEEY

2=¢ IHKEY

H="5" )
HO0 PRINT AT 3,1
>‘| 1,u+1 T B+ )

AR A4
i e

FISC A, B2 THEN GO

iF
1
THEN LO

OR A%CA
;}Jé?)F“Ll‘P“' :
56 IF A%CA, B2
SWE 1198
948 1F ASCA, B+
SUB 1208

Citd" THEM Lo

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

1166 REM ¥FICHT*

1116 PRINT AT 18,15;":
1" AT 113 15, "8"3AT

i AT
AT 18,15

19;1

S

45w T

AT

18.15;".

55k
AT 18,1

155"
YIAT 1@, 1‘:\.

PRIHT AT &
RETURN

"IAT 10,15
16, 19 "+ A
T 16,15;"=";AT 1‘3;1

AT 10;1‘34" i

"YOU JUST BLEW YOURSE
O THE ELECTRIFIED W

PRIMT "YOU SCORED: i

GOTO 9628
2168 CLS
2118 PRINT "vOU RAN INTO A MONST
SR YO DID HOT HAYE A SWORD, ™

0 PRINT "YOU SCORED:

£130 GO0TO 9920
2584 CLS

4160 PRINT "CONGRATULATIONS. YOU
HAVE FOUND YOUR WAY UUT WITH: "5
9B28 PRINT S OINTS.

9022 PRINT "RNOTHER GAME

CYES-NO
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29823

£l

IHPLT Z
= THEN RUH
THEN COTO 2023

GOTO 5823
GOTO 9849
PRINT "

m3ze-monste
by kwhitlo

PRINT

95687 PRINT
9516 PRINT "¥YOU HAVE TU FIND YOU
HAY QUT OFR 22K: ZE, WHICH

RE, SKORD

STOCKED WITH TR
“a FAND MONSTER
@ PRINT “Y0OU START OFF AS AN

D YOU  GET A SWORD BY MOWIN

OUR X% OVER THE Cisi.
FRINT
PRINT "THERE 15 TREASURE, ¢
N THERE FIRE MONSTER
21 Cimdy THERE AR R
Cizd."
PRINT
PRINT "PUINTS "
PRINT "TRERSLRE: 1066 ;

KILLING A MONSTER .1
21HT

PRINT .." AHY KEY TO CO

FINKEY$™"" THEN GOTU 9578

PRINT VoL MOVE, THE COR
FIDOR MTLL ROLL PRST YOU, DEP
ENDING ON WHICH KEY YOU PRESS.
CIVES THE EFFECT THAT THE

100R 19 MOYING PARST YOU, "
PRINT
4 PRINT
G PRINT
PRINT
PRINT
PRINT
PRINT
PRINT *
PRINT
9 PRINT

SE6E PRINT

" =THIS WAY.

FANY KEY TO COM

THEN GOTO 9682

WER ROUND THE MAZ
T FRAZZLED TO R CR

PRINT ,,"CisP)
PRINT "¢ )=

UF THE
THE EXIT (MAR
'H ASHUCH TREASURE A

PRINT ,,"THE OBJECT
8 T0 FIND

FEINT .. "BUT BE
LP ALL THE SUWO
R MONSTERS
E -RAPE ROUTE. *
2789 PRINT
2716 PRINT " ANY KEY TO BE
GIN."
) IF ="' THEN. GOTO 37

IM DERBY of Hedge End,
I Southampton has, by devising a
relatively simple game, managed

to incorporate a very good graphics

20

display in this program for the 1K ZX-
8l.

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

2 LET W-vAL “11"
LODE "

20 PAUGE O
G L

AT T, Hi"(s3 18P
iAT LsHi "¢ 1
azrisp 943" ;A7
YIAT H.H

by
AT
“CEKISP AT

4 1SP tsP 2¥isP SP iysp )
PRINT AT 0,F;"¢2% FRT L
i ¥iep -Gt I AT CUD

(>0 THEN STOP

PE; "Cep 2%
! PCrersp g
137 3P i0
154 FOR

=PI TO RND¥CODE "Cadi*
EYs<>"" THEN PRINT

188 PRINT

"LOTCHA"

you must shoot him by pressing any
key, before he shoots you. Good reac-
tions are needed; your reviewer man-
aged to shoot the cowboy only once.
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FH RCXI=C{INT CHXIBI-1

20,5:" "iA
VAT 20,31

e e

AU -Guit Pr
2E A0

aram'
INKEYS="1" 34
DO INKEY$="

INT INVERSE
JCTIONS *

816 PRINT ‘Y Place the f
£ eachhand en the f

e £
2shin

are the ‘ha
and wour finders alwavs
return to them when they are
ot tuPing, "

L R=1506

3 11506 GO SUB S900
1640 r‘PH~ Each fingder haz a

t of keys which only that fing

" A1l excert the in
control the wvertica
urkess that the fings
in. "
E.g9. only the ring
fingers should touch the {1
ashind keus."
tu7a CO SUR 1500 G0 SUB 2060
1680 PRINT " The onlv exeption
to this is the index fingers wh
th must h control eisht k

1‘19“ PRINT ‘" The rigsht hand in
dex finger, for examPle, uses a
11 eight of the flashind kews,"
1188 PRINT ‘"YOU NOW HAYE THE AB
SOLUTE BRZICSOF TOUCH-TYPING,
1116 60 LY Asa- GO To L
BP9, 17

L1201

1536 LET 1=0
HI 1 PAPER 5
TORE R: FOR o e

1549 READ Y, X° PRINT AT 7, ©
JAT Y#1aX "

S50 MEMT M: IF [‘AB THEW INPUT £
LASH 1" Push "' "M to contd
nue "; LIMNE a% F 1

15665 FLH"H B: INK @' NEXT N' OVE
B @ IHK 6@ PAPER @' LET R=R+14
'3 RETURN

G0 GO SUB 90806° PRINT THYCRSE
2 TRAINING "

2010 PRINT *"  You are reduired
to bupe the characters that wil
1 aprear on  the top half of the

T 4" Domot look -at-th
& keys as wouPush them althoush
wou can look at the screen below
until 9ou  get a feel for thei
r locations. "

838 INPUT FLRSH 1," Kewboard wi
ble? (Ys/M) "3 LINE A%: IF A%<
" AND ASL>"H" THEN GO TO 2838
SLEB 9800

2050 1F A%="N" THEN CLS

2060 LET C=8: LET IC=8

unU,ulL'”.ﬂluu

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

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

Y40 HUMBER CORRECT: @

2186 LET BS=KSCRNDKI7+1 2

'illi F‘F-‘INT FLH'"H- 1;AT

°i"[‘ LET ﬁﬂ- INKEYS

ST
Random words will
vou must tupe and

sPeed will be calcu

2650 D'F'HL»I a, 173 DRAW 255,72 DRA
M a,=-17 Dl

EEEG F".JT 0,144 DRHM 255,8

3976 PLOT 127,175 DRAM @.,-175
39808 PRINT AT 1.,3;"WORD TO BE";A
T 2,4;"ENTERED: " ;AT 1,22;“WORD"

20, "ENTERED |
3390 LET uUs=" DEARWALLFACEDRAL
LISTHAMEFALLFAMEMATL TAPEHIGHFROM
POSTMODEKEYSBOTHL INEF ILMNOSEPART

3635 POKE 23674.0: POKE 23673.8:
POKE 23672.0
H i TO 18: LET W=INT (R
BE=ARC ks TO Wid+3
3t PRINT AT N+4, 1;N;TAR 6;B%
THPUT I,‘,NE Agir PRINT RT M+4
LI

1F ‘l'-t‘ >B¥ THEM €O TO 3110

T—FN L(FH TC U FN TC 2y
EP 1.8
eIHT "TIF‘F

”’rN RETDs Y SEC

S PRINT ‘‘‘"SPEED'",FN R({S0-T
\ A CHFE/'SEE‘" ‘*,FN RCSO-TX "W

1:" Push "“ENTE
to continue LINE a%: RUM
2000 PRINT AT 8,8, FOR n=1 TO {
@: PRINT IMK BiK$C TO 32): NEXT
n' PRINT AT 8,85 RETURN

399 BORDER 7' INK @' PAPER 7' C
Le : STOP
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WRSHENG!

GAME for one to five players.

A washing line is displayed on

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

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

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

i PRINT "STOP THE TRAPE"
he=@: GO SUB 1083 DIM b®C2)
T bSC1b=tiptc LET b$(2)m"

2 DIM £5C2): DIM r8L2
(2,20 DIM iB(2,2)
DIM u®C2,2)

3 LET £8(1=tr¥

LET ri¢ 10=

LET

oIn ¢
DIM =%¢13

+ LET t®(2

4 INPUT "Uo wou want struct

ions?lu ni" i a%: IF af="u" THEN C
0 SUB 2000
5 BORDER PAPER 7@ INK 8° C

LS
INPUT "1 T0O 5 PLAYERS":P
IF p>S THEM GO TO 58
GIM nECP,4)
9 FOR f=1 TO P
uilFa "

RNy

IHPUT "le«ler
nameld lettera )" ndid o

HEXT ¢
18 PRINT
E WASHING! "
15 PRINT AT 1,13;"H
28 PRINT AT 21.0;

AT ®,%;"HANG OUT  TH
I-SCORE"
IHK 4;"¢

28 PRINT AT =z
“AT z,315 MK 3;

49 PLOT 9,96
70 DIM alf)

DRAW 255,40
LET =<1=8: LET s

2=8
80 LET pp=1: LET x=2' LET w=1
98 LET pu=528 LFT dw=40a: LET
=160 LET uw EO ]

e
9% LET Q"Wdﬁ@ﬁ*INT CRND* 1006 3+

96 LET tlu=l3
188 FOR f=1
118 PRINT INI< E AT 2,8inECF2;"

s 90"
120 PRINT INK @iAT 2.8 "khich i
tem? p=pants imsumPer uP=u.pPa

nts v=vest s=socks

£ sk=skirt"'' INPUT a%
136 IF ag="p" THEN GO TO 2084
140 IF a%="J" THEN GO TO 250
138 IF as="v" THEN GO TO 268
168 IF a%="up" THEM GO TO 356

ac=zcar

THEH GO TO 480
" THEN GU TO 4
" THEN €O T

189 IF INT (FN[N’!EI"" THEN CO T

=21 THEN 50 To

+IHT (RHDE2GY

218 IF twd=ot THEW GO TO 298

B LET s(fi=s(f +259+INT CRI

e
IHE INT <RND#T: PRINT AT 1
@,PPIPECLYAT L1, PPIRSC2)

235 LET pPepp+2

R 1,25

240 GO TO 180

250 LET twetus4068+INT
251 OVER 1

269 IF tw>=3t THEN GO TO 868
70 LET 2€4 =8¢ £ )+26+INT ¢RNDE1
1

2/3 THK INT (RND¥7): PRINT AT 1
B,PP;i$C1 AT 11,PP)JBC2)

285 LET pP=pp+2

286 OVER D

267 BEEP .1,20

299 GO TO 189

400 LET tu=tu+100+INT CRHD¥LS
381 OVER 1

CRHD¥LS >

318 IF tud=at THEN GO TO 260
320 LET s(f=s(f+15+INT C(RND¥1
3

1

338 INK INT (RHND¥TD: PRINT AT 1
B.PPiuEC2YAT 11,PPius(3)

335 LET Pp=pp+2

336 OVER B

337 BEEP .1.15

348 GO TO 180

350 LET bu=tw+?S+INT (RNDEIS)

351 OVER 1

368 IF tuwd=st THEN GO TO 894
478 LET s omsdf )+ 108+INT C(RHL%1
b

280 THK INT ¢RHD¥7 Y
B,PP ulCl )

385 LET pr=pp+l

286 BEEP .1.18: OYER 0
398 GO TO 188

PRINT AT 1

48E LET tw=tw+38+1NT (RND¥®13
491 OVER 1

418 IF tw>=at THEM CU T0 3606
426 LET s(f 245+ INT CRNDY¥L1

At [ IHT ¢RMDFT Y
3PP sHCL Y
4495 LET

PRINT AT 1

PR=pE+]

GYER B

£ omad £ 341 T4INT ¢ RHNDXL

4 INK INT <RHD¥?}: PRINT AT 1

Q,PPibS(1 AT L1,PPiEECE)

485 LET ppepp+i

486 BEEP .1,17

498 GO TO 1686
T bwsbu+4SE+INT CRHDKES

OvER @

ER 1
516 IF tw>=9t THEN CO TO 866

24+22+INT (RND¥1

13

530 INK TMT CRND¥7):
B,PPIrSCLYAT 11,PPirS
LET pep=pp+l

RINT AT 1

'3'1F BEEP .1.22' OYER @

540 G0 TO 180

700 INK Br LET L
ET tu=INT (RHDX¥ZL)

705 LET txm(3i-ty )5

710 FOR 9=31 TO tw STEP -1

728 PRINT AT PAUSE 5+

PRINT AT x.9
728 HEXT 9
740 FOR

TO 9 PRINT AT 4,¢t:
E 5+ PRINT AT 9,t9;" *

MNEXT 49

758 PRINT AT 9, tw;"e"

760 LET tw=tw+S0+INT (RHD¥IAL D
=gt THEW GO TO 808

FO+INT (RHD¥EZS 24

TTEMLET sCF = F I LINT ¢RHLEES *+
25
780 00 TO 185

PRINT AT 8,0;"BIRD" ' GO TO

125
799 ZTOP

22

SINCLAIR PROGRAMS  August 1983



1

i 00

i e

TR TR A
A

(n(’t(

e dy
e e

R @' PRINT
9, PP 1 "SNAPY

10, PP+

AT
EEP 1,

"iRT

12}
FOR =1 TO p' PRINT

JUPLaer Mt TSt et
et 2CF 0 MEXT ¢
OR £=1 TO p: IF s(fIihe TH

INPUT "Another Game?(w -

a%

838 IF a%="4" THEW CO TO

840 1F a®='"n" THEHN STOP

245 LO TO 824

850 PRINT "Livne Full. All Plave
rs lose"

868 PRINT AT 9,22, "SNAP";AT 18,
38, "e: GO TO 810

A70 IHPUT "Same
rsT(9/nd"a%k

number of Plade

266 IF aw " THEN GO TO Seig
898 IF as="n" THEMN GO TU 4

895 G0 TO 879

588 INPUT "Instructions? (usnd"
ia%

918 IF a#m="y4" THEN GO 5UE 2608
CLS GO TO 1@

938 IF a#="n" THEN CLS : GO TO
14

240 0O TO 9068

1808 FOR u=id44 TO 164

1910 FOR f=0 TO 7: READ a: POKE
USR CHR® u+f, 3 HENT £ NEMT u

1820 RETURN

1839 DATA 13.15,15,1%,14,14
a

10£0 DATA
12,112

14,1

240,240,240, 240,112, 11

1870 DRTA 14,14, 14, 14,14, 14, 14,1
4

1080 DATA 112,112,112,112,112
2,112,112

1832 DATA
1186 DATA

DATA

DHTA 20,20, 26, 20, 20,
DATA =

3 DETA
DATA

oAaTA
3 DATHA 2

DATA

DRTR

26,12€,126,126,12

255,255,170,0.8,0,08,0
Aa CLS PRINT AT 6,%:"HANG O
IT  THE WASHING!'"

2001 PRIMT

You have to hana as

apProximate weisht and

the
her

"4heavier the item the hig
"the acore.The score is al
0 PProximate The Game ends
when"’"the line sna .
1@ PRINT "Also b
the line"’"which

ds can land
makes it hea

2020 PRINT AT 11.0)"SCORING:="3T
AB 1€ "POINTS"; TRB 25 "WEIGHT"

2030 FRINT AT 12.8,P8(12:" FPant
2" TAB 16:25: TAR 25508 "a"; TAB

BipHC2)
2035 PRINT *r#c1 Skirt":;TAB 1
122;TAR 25;45@; "9" ) TAB B:r&(2)

2848 PRINT
16:28; TAE

AR
JEC2

IR Jumper
400, "9 TRE @

20844 PRINT "Press any key": PAUS
E ©: POKE 23692, 255

2045 PRINT ‘t%¢13:" Scarf";TAB
16;17: TAR 25; 250; """ TAB 0, tH(2)
50 PRINT ‘usiC¢2» " Yest");TAB 1
115; TAB 2! 26 "g" ;TAB O, us(3)
2868 PRINT ‘u > nelerP ant
TRE 16:18;TAB 2%:75;
2070 PRINT *=%C1);"
16,5 TAB 2% i
75 PRINT ‘bH¢15:"
547 TAB 25 79"
2680 PRINT ’"Press any key": PAL
SE @: RETURN

Socks"; TAB
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OP of the screen
is a row of stars. You must clear
away the stars in as few attempts

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

Lifford of north-west London.

18 LET h2c=58" LET bS="Spectru
m

28 GO SUB 2088
6@ DATA .15.7,.15,7,.15.7,.59.,0
429,7,.1%5,%,.15.4,.1%5,2,.9,12, .4
5,7,.15,5,.15.,4,.15,2,.9,12,.45
7,.1%,5,.15,4,.15,5,1,2

7@ RESTORE 6@ FOR n=1 TO 15:
READ c,d: BEEP c.d: MNEXT m

118 CLS

128 PRINT AT 8,8; "%
X kXX K KX X X'
PRINT AT 21,a%s INK 1}
PRINT AT 21,by; INK 3;"x"
IF a=8 THEN GO SUB 309
IF b=@ THEN GO SUB 35@
23@ IF a=1 THEN GO SUB 488
IF b=1 THEN GO SUB See

298 GO TO 2ee

310 IF INKEYS="z" OR INKEYS="Z"
THEM LET a=1
348 RETURN
36@ IF INKEYS=
THEN LET b=l
39@ RETURN

41@ IF aw<>by THEMN PRINT AT 21.
ays INK 1;" %": LET aw=ay+l

42@ IF ay=by THEN GO TO 608
498 RETURN

510 IF by<>ay THEN LET bumby-1:'
PRINT AT 21,bys INK 3;"% "

=28 IF by=ay THEN GO TO 68@
398 RETURN

618 LET s=ay

620 1F SCREENS (@,s)="X" THEN L
ET beep=1

638 FOR n=28 TO @ STEP -1

648 PRINT AT n.ss INK 4)"a"' PR
INT AT n+l.s)" " =
658 BEEP .B2,30-(2%n)

LIS I 2 2

" OR INKEY®=

668 NEXT n

678 IF be 1 THEN PRINT AT @.s
b INK 2;"b": BEEP ,@5,24

688 PRINT AT @,=;" "

690 LET scmsc+l: LET a=@: LET b
=0: LET beep=@: LET au=9: LET by
=31

718 FOR vw=8 TO 31

720 IF SCREENS (@,n)="¥" THEN G

0 TO 158

738 NEXT n

748 CLS

75@ PRINT AT 8.1; IMK 2: FAPER
7i BRIGHT 1, INVERSE 1,"WELL DON
Ell You took "isci" Qoes"

PEG PRINT AT 12.8) INK 4:"Best
score = "jhsc

770 PRINT AT 13.8; INK 4;:"By "
INK 3;b%

788 IF sc{hsc THEN GO TO 888
798 GO TO 858

818 INPUT INK 8 PAPER 7; FLASH

13 "Mame Pleaze";b%

826 IF LEN b&%>15 THEN GO TO 818

838 LET hsc=sc

848 PRINT AT 12,21; INK 4ihsci"
"JAT 13,11 INK 3ibu;"

86@ PRINT AT 28,3; INK 1, PAPER

&) FLASH 1)"Do wou want another

game?"

arve INPUT as

888 IF a$="n" OR a$="N" THEM ST
oF

898 PRINT AT 29.0;"

Se@ GO SUB 1998

21a GO TO 58

1018 LET sc=@: LET beepP=0

1020 LET ay=@: LET by=31

193@ LET a=@: LET b=8

1990 RETURN

2018 PRINT AT 9.8, INK @i
L HIT-STAR

PAPER

20838 PRINT **
the stars off
e screen."
2040 PRINT “"In order to do this
wou have to make wour two stars
{the ones onthe bottom) collide
and send up 2 bolt of en
eray. "

2058 PRINT IHK 2, "Use: ="
2068 PRINT ° INK 1;" T
o start left one m
o start right one"
2949 GO SUB 3P0
2558 GO SUB 1g@@a
2960 PRINT AT 21.4;
6) FLASH 1,)"Press

'"You have to clear
the toP of th

e

INK 1) PAPER
any kew to at

PAUSE @
PRINT AT 21.@,"

RETURN
DATA "a",8.24,24,24,24,24.2
“p*, 153.66,36, 129, 129, 36,66,

RESTORE 3818
FOR f=1 TO 2
READ e%

FOR n=8 TO ?
READ 9

POKE USR ef+n,9
NEXT n

HEXT ¢

RETURN
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[T

QUR JOB is to collect as many of

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

two satellites towards which you to

)\

o
(!

=

o
iilsn

4
(

.
it

| A

Y
/77

o

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

155101

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

1 REM "SPACE MISSON"
2 LET H=8
3 LET I=8
4 LET M=1
5 LET S=8
& IF I=8 THEN LET R&="2X 81"
i@ LET A=19
11 LET B=i4
18 IF 1= THEN GOTO 20
19 GOTO 24
20 FOR F=1 TO 28
21 PRINT AT 1@,1@;"SPACE MISSO

22 PRINT RT 1@,1@;"

23 MEXT F
27 FOR P=1 TO 13
28 PRINT AT P.@Qu"

29 MEXT P

3@ IF I=1 THEN GOTO 188

34 PRINT AT 18,5;"D0D YOU WANT"
401" INSTRUCTIONS <Y-ND> 7"

35 IF INKEYS="Y" THEM GOTO 5@

37 1IF INKEY®="N" THEN GOTO 99

4@ IF INKEY®<>"N“ THEN GOTOD 35
5@ PRINT AT 1@,3)"YOUR TASK 18
TO "), )"COLLECT THE SATELLITESC
*)"

51 PRINT

52 FOR F=i TO 1@

33 NEXT F

55 PRINT "2@@ - TOP SATELLITE"

56 PRINT "38@ - MIDDLE SATELLI

TE"
7 PRINT "38 = LANDING CORRECT

Ly

S8 PRINT

6@ PRINT " ANY KEY TO COWTIN
LE"

65 IF INKEYS="" THEN GOTO 65

&7 C

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

71 PRINT

75 PRINT "" AND ""B"" TO S
TEER"

76 PRINT

78 PRINT "YOU HAVE S MISSIONS"

80 PRINT

81 PRINT

82 PRINT "  AHY KEY TO CONTIN
UE"

85 IF INKEYS="" THEN GOTO 85

86 CLS

7 PRINT AT 18.6;"9o00d luck"
88 FOR F=1 TO 20

B3 MEXT F

99 CLS

PRINT AT 21.,@)"SCORE=";S;"
TAB 21;"MISSION=";M;AT 8,0
iH)"  BY "JR®

THEN GOTO 80

AT 20,0 "(13%9d 96:99
1d¥ga>"

AT A=1,B#1;" "
AT AB1"Ca3 i8194)"
589

200 1F INKEYS$="P" THEN GOTO 218
285 GOTO 200
218 PRINT AT
PRINT AT
2¥9h "
PRINT AT A.B:
LET RA=f-1
PRINT AT
FOR M= TO 15

241 IF M=1 THEM PRINT AT
PRINT AT A,B-1;" o
LET A=A-1

IF B=t THEH L|
PRINT AT A
IF IMKEY®="

1@,1@; "LIFT-OFF"
19,125 "C2%oh 93 ia

a4

"(a3:i%g4 )"

18, 1a;

ism:g4"
THEW LET B=|

8" THEN LET B=B+

THEN PRINT AT 19,12;

A=Z AND B+1=x THEN LET S

AHD B+1= THEN GOTO

HE M
PRINT AT 21.,€6;S
GOSUB See
GOTO 326
GOSUB 566
PRINT AT 21.6:5
FOR L=17 TO @ STI
IF B=1 THEN LET
IF B=29 THEN LET
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23 PRINT AT A.B; (93 i%:94)"
FRINT AT A,8-1, i
IF INKEY#="5" THEN LET B=B-

IF INKEYS="8" THEM LET B=B+

+1=Y THEN LET S

+1
AND B=14 THEM LET %

IF A=26 THEN GOGU

lal)

RN

FOR J=@ TO 15

PRIMT AT A,B;"C3%i7"
PRINT AT R,Bs" ¢
NEXT .J

RETURN

1603

iaig
1@z20
1038

288 CLS
2818 PRINT
A MEW "
2812 PRINT AT
zA14 PRINT AT

v i

AT 18.6;"YOU HAVE SET

2,11; "highdscore"
14.6; "PLERSE ENTER

THAME <MAX 18

CcLS
RETURN

2GBE LS
@ IF 541080 THEW PRINT AT 18,
"HOT BAD FOR AN AMATELR"

3815 IF S<1009 THEN RETURM
26 TF S<2080 THENW PRINT AT 18,
ELL GOOD"

DONE THATS
8¢ 6 THEN RETURN

3 THEN PRINT AT 10,
T PLAY "

198 THEW RETURM

% RETURH

HE COMPUTER prints a ship

I at random on the screen. Type-in

the number of the row and then

of the column in which you think the

ship is situated. You score one point for

hitting the ship and five points for
hitting it in the middle.

Ui

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

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

1 LET S=8

2 LET 58=0

3 LET SD=8

2 FOR T=1 TO 18

10 LET H&i="(ga)"

3@ LET A=INT (RND*20+1

4@ LET B=INT (RND¥26€+1

5B PRINT AT A.B; "(ar:3Xisp 9s)

68 PRINT AT A-1,B;"(2%sp 9w 2k
2P 3"

65 PRUSE S8

7@ INPUT D

80 INPUT F

183 IF D=A AND F=B+2 THEW LET H
$=""Cqu gt )"

101 IF D=A AND F=B+2 THEM LET S

SmES+]
112 IF D=A AND F=B+2 THEN LET S
=3+5
126 IF D=A AND F=B
FeB+d OR F=B+d4 THEHW
12e~IF D=A AND F=B
F=B+3 OR F=B+4 THEW
121 IF D=A AND F=B
F=B+3 OR F=8+4 THEN

OR F=B+1 OR
LET 5=5+1
OR F=B+1 OR
LET S=5+1
OR F=B+i OR
LET SD=GD+1

131 PRINT AT D.FiHS

132 PAUSE 108

133 CLS

134 NEXT T

158 PRINT AT 8,8, "SHIPS SUNK":S
s

168 PRINT “SHIPS DAMADGED:";Sh

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

2 PRINT AT
w to start"
18 DATE 19

+ NEXT n: PRAUSE 2: FOR n=21 TO 8
STEP -1: PRINT AT 7.,n;"o "' BEE
P .B85.8' NEXT n: PRUSE 48: PRINT

THEN LET Dm=1
THEN LET [

AT 7.9; INK 2)"o": PAUSE 64: FR 78 IF INKEY®{>"1" AND INKEY®<)>
INT AT 7, JAT B.9;"0"' BEEP "2" THEN GO TO 55
1.8 PAUSE 1S5+ PRINT AT 8.9 IN CLS PLOT £0,96: DRAW 365,06

60.,31,7, 7i6,14.649,246
FOR n=0 T0O READ a :
“a"+n,ar HE n many Plavers? (1 or
LET d=ia a

PRINT AT

$.-<. 224 % K 8;,"o" 2 PLOT 36,64: DRAW 96,6
20 LET d=@: PRINT AT 14.,4; "How PLOT 112,32 DRAW 9,56
* PALUSE 3 W @,3€

i}

i Cro 25 IF INKEY$="2" THEN GO TO 58
38 IF INKEY®<>"1" THEM GO TO 2

2, "Houdh'

SE 99
S PRINT AT 2,9;
BEE ] FO 2% PRINT AT 20.0;"Shall I 290 ¢
. irst? (YoM

T 49 IF INKEYS="Y" OR INKEY#=
iR THEN LET FLAG=8
EP 3

T0 28+« PRINT AT 7,n1" o
B5,8: MEXT n' PAUSE 21 FOUF
O B STEF —1: PRINT AT n.

T nkl, 215 "X" AT n+2,2 E 41 IF INKEY&>"
.B5,87 NEXT mt PRINT AT 0.21, “n" THEN GO TO 33

é ' PRINT 45 LET FLAG=1: GO TO 2688

i 58 INFUT "Mame of plawer 17 “;
INT AT @,21;"s"
: BEEP .@%5,8' PRINT AT @,21:"0";
AT 1,21:"s": BEEP .05.8' FOR n=@
TQ 6! J*MOAT ntl CLS @ PRINT AT 5.4 "Who sta
BEEP .0%5,8 rta firat, ";AT 7,0:b8; "C107 or "

INPUT "and name of Plaver 2
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SUE’ 608
419 1F FLAG=1 THEN CO TO 3200
415 HEXT n

430 TF (001 4PCL 300 4P S 000G
S+PCEI=2 AHD 042 I4PE 204003 1Rl
4004 P4 00 HPEE D
CEIPCEI=EY OR €LC3+PCE
HPCTITS ARG, €01 Y4 1 4

¢4 94PC 4 I40CE 4P

Pr')wr P eP¢S5m ) THEN LET
CINT CRHDN4)+1) LET ceximi
G 1960

a b,
455 IF pla
SUB 698
IF FLH' =1 THEN CO TO
465 NEMT

IR b AP e i

THEN £

3506
pas
et n)=0 THEN CO

IF FLAG=1 THEN GO
RANDOMI 2E LET n=

IF n=11
HEXT m
LET n=n+1

FOR m=1 TO 4

IF n=18 THEM LET
5 IF P(n)+cini=@ THI

THEN LET n=1

N GO SUS

IF FLAG=1 THEN G0 TO
LET n=n+2: NEXT m

IF pCad+cCad=0 THEN LET cta
LET FLAG=1' LET x=a' GO SUB

3566

£85 1F Plhl+ctbi=f THEH LET otb
=1 LET FLAGw{' LET x=h' GO SUB

610 IF plci+clci=@ THEN LET cic
J=1: LET FLAG=1' LET x=c: GO SUB

89
€15 RETURM

788 LET c(n)=1l: LET x=n: LET FL

AG=1: GO SUB 1888: RETURH
993 STOP
1988 LET v=11 LET hmx—4

IF x>& THEN LET -

1818 IF
X=1
1815 IF FLAG=1
¥4, L1+hkd; THK
1+h¥4; "BR" - BEEP
1820 1F FLAG=D TH
¥4, 114hkd) IHK
1+h¥4, "EF" - BEEP
1625 IF FLAG-2 TI-!Fr-I F:‘Im o
PAPER 6 INK BiRT T+ut4,
"IAT G+vkd, Jl‘l'ifl
1936 RETURN

¢4 THEM LET ym@: LET h=

THEN PRINT A

Fame

D INKEYSS >

2200 PRIMT AT

S;I?ID'L‘V“F
PRPER 7
4, 11 +hkd ; "

PR T ST

=23 THEN G0 TO 3
2230 IF 3B=CHRS

3 THEH GO TO

1 THEM BEEP .4

LET péaim
2SED

2408 PRINT AT 1,3;"

... MY TURN" 32

2418 GO TO 390 €881 NEXT n

3080 PRINT AT 1,3; FLASH 1:" 6805 LET t=4: FOR n 91 |
YOU WINI "GO TO t=t+plnd+cind: IF £=9 THEN GO TO

3205 4908

3200 PRINT AT 1,3, FLASH 1)" 6810 LET d=2: PRINT AT 1.3.c$
SPECTRUM MINS! 4 s turn... *iCO TO &

3204 LET FLAG=3 12

320 LET x=a- CO S 6300 RESTORE 300 FOR nmi

B 2238 READ a.bic: IF clad+aihi+

3210 LET x=b El THEN PRINT AT 1,3, FL

B 3230 c¥;" winsl ": LET FLAG=3

3315 LET semc 3 1600 L0 Sl

3?29 f;ﬂ TO 4060 S LET t=@: FOR n=

LET
GO TO

3230 FOR mwm=& TO 9 PRINT PAPER 4 t=t+plnitcin IF +=9 THEHW
; OVER 1; INK 8;AT n+wid, 18+ht4 4880
A "1 MEXT n: BEEP .1,-8' BEEP 6318 LET d=1: GO TO S@@0

28
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alhG 1 REM block =ztap
2 LET HC=4
SACLS
18 FOR B=1 TO 26
28 PRINT AT 9.B;"(isp 2"iAT 21.
Bi“af "
3 HEXT B
48 FOR A= TO 21
58 PRIMT AT A.@s"Cas ;AT A,31
yUgag an
&8 MEXT A
7B LET ¥=18
&8 LET Y=18
58 LET A=1
29
180 LET B=2
1168 PRIWNT AT R, HE+1:
126 LET I=PEEEK (PEEK 18328+PEEK
163558256 )
121 LET B=B+1
122 IF B=31 THEM LET B=2
138 IF I=8 THEM LET A=
130~1IF I=8 THEM LET A=fA-1
(8
286 IF SCLHC THEHW GOTO 328
380 PRINT TAB 25 "A MHEW HIGH-%C0
RE OF ";SCiTAE 2;" HAS BEEM ACHI
b v 138~1IF 1=8 THEM LET A=A-1
1483 IF I=128 THEHN LET A=A+i
158 PRIMT AT A.EB:"<isPp ¥"iAT ALE
= g
160 LET Y=Y+ IHKEYE="3" AMD Y<32
B = TMKEYS="5" [AMD ‘Y>1
178 LET Hel4d IMKEYE="5" D #a2
A =C ITMKEYE="7" FAMD »%>13
128 PRIMT AT ¥, Y. "(a32"
198 IF A=z1 THEWM GOTD 250
206 LET SC=5C+1
21l LOTO 118
2580 FOR C=0 TO 2/
268 PRIMT AT 18,2
Racip e g2 " AT 18, 3
S:iciia AP ie 3wt
278 HEWT C
2808 PRIMT TAB & "YOUR SCORE =
-1
298 IF SC4HC THEMW GOTO
388 PRIMT TF A HEW HIGH=-S00
RE(OF 565 i" HAS BEEW ACHI
SHEYPRINT TFAE "A HEW HIGH-SCO
RE OF ";5C;TAR 2:;" HAS BEEH ACHI
EVED. "
LET HE
1 PRIWT TAB i
f
EE T
IF Ik
3 EOT0
266 SHYE "BLOCK STOP"
218 CaTo

Gl

o

YAHOTHER GAMET

Y= THEM LOTO @
SR THER ST
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HE BLACK SQUARE moves

I across the screen, leaving a trail

of black squares behind it. Its
object is to reach the bottom of the
screen and escape. You must prevent
that for as long as possible.

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

Block Stop was written by M
Thompson of Ashford, Kent for the
16K ZX-81.



UR INITIAL reaction on play-

ing Labyrinth, by Steven Vig-

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

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

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

1a
28
38

48
sa
€8

78
8@
26

188
2

118
128
148
K ®

268
M GO
27a
fiy

588
286
298
a0@
319
3z8
330
466
418

THEN GO SUB

=1: BEEP .2,18:

THEN LET p=p+1:
BEEP

yi=1:
ing to leave by")AT 4,3;"90ine t

CLERR GO0 SUB B008

RESTORE 588@: GO SUB 5000

PRINT AT 21.@; FLASH 1;"
PRESS ANY KEY W

IF INKEY$="" THEM GO TO 48

BRIGHT @

FOR n=2 TO 21

NEXT n

PRINT AT 1@,1)"Press

PRINT AT 1.0

“y~ fo

r the instructions"

IF INKEY$="" THEN GO TO 8@
IF INKEY#="Y" DR INKEYy#="y"

@
LET b$="8"1 LET d=1: LET m=
LET p=@: LET %=9: LET w=1
LET »l=x: LET yl=y
BORDER ?* PAPER 7: CLS * IN
GO TO @8
IF a$="5" THEN
BEEP .2.18:
IF as="8" THEN
BEEFP .2,18:'
IF a%="6" THEN

LET bs#=a%: L
GO TO Sea
LET bfimas: L

GO TO 580
LET bS=a%: L
GO TO Sea
LET b#=asi: L
GO TO Sea
IF as="! THE

IF as="?" THEN
BEEP .Z,10:
LET as=TNKEYS:
TO 268

BEEP .2.8: IF a%="H" OR a%¥=
IF p<=5 THEN
1908: GO TO

2,18 GO SUB

1F a$="@" THEN GO TO 3€0
GO TO 220

1IF b$="8" THEN
IF b#&="S5S" THEN
IF b$="6" THEM
IF bE="7" THEN
BEEP .2;18: CLS
IF »1=0 AND x1<>15 THEMN LET
PRINT RT 2,3;"You are try

LET
LET
LET
LET

uimyl+l
gi=y1-1
xi=x1+1
®1mxl=1

hroush the entrance";AT 6,11;"Tr
4 ag9ain": FOR n=@ TO 250: NEXKT n
G0 TO 588

428 IF x1=15 AND sl1=1 THEN LET
m=m+1: GO TO 300@

438 IF alxl,91)=1 THEN PRINT AT
18.2; "You canmot 9o throush wal
AT 12,12;"Trv again": FOR
TO 288: NEXT n: LET xl=x: LET
wil=w: GO TO 509

44@ LET m=m+1

500 CLS : PRINT AT 1.6)"You are
looking ";d¥<CVAL bsd-4)
518 PLOT 8,0 DRAW 8,175
247.@' DRAW B,175

520 IF b$="8" OR b%="5" THEN GO
TO 868

538 LET x=x1: LET w=y1l

548 LET dl=d: FOR i=1L T0 5

556 IF acx+d,ud=1 THEN GO SUB ¢
i¥19)+2098: LET d=di: GO TO 260
568 1F alx+d,u-1)=1 THEM GO SUB
Ci¥1@>+266@8: GO TO 580

S7O GO SUB ¢ i¥18)+2210

580 IF alx+d,w+1>=1 THEN GO SUB
€ik1@)+2118: GO TO 600

596 GO SUB <iki@>+2160

618 LET d=d+dl' MNEXT i

620 LET d=di: GO TO 268

808 LET xmxi: LET w=yl

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

815 IF u+cd=@ AND x<>15 THEM GO
TO Ci%182+2490

817 IF u+d=0 OR w+d=32 THEN IF
»=13 THEN GO TO Ci¥18)+2598

8208 IF alx,w+dd=i THEN GO SUB ¢
1#193+2000° LET d=d1: GO TO 260
838 IF alx—1.y+d>=1 THEN GO SUB
CiX¥162+2060: GO TO 858

840 GO SUB ¢ iX1@3+221@

850 IF adx+l.y+dd>=1 THEN GO SUB
Ci¥183+2118: GO TO 878

868 GO SUB C(ikiBr+2160

880 LET dmd+dl: HEXT i

PLOT

298 LET d=dl: GO TO 260
1966 BORDER 7: PAPER 7: CLS : IN
K8

1818 PRINT AT @.8,;"PLAN OF MAZE

0. " P
1928 FOR n=1 TO 29: FOR k=1 TO 3
1

G IF atn,b>=1 THEN PRINT AT n

b

1848 NEXT b MEXT 7

1058 IF x=2 AND v=1 THEW PRINT A
T 9,85 "

1868 PRINT AT 4 FLASH 1;"K"
1878 IF x<>9 OR u<>1 THEN PRINT
AT 9,15

1888 PRINT AT 15,1;"<"

118@ FRINT £1;" ¥OU ARE WHERE

THE =H==Is."

1118 PRINT £@;" ENTRAMCE = >
EXIT = <"

1138 FOR n=0 TO 50

1140 BEEP .8%,n: BEEP .05.,58-n
1158 MHEXT n

1169 CLS @ RETURN

2010 DRAW -239.@: PLOT 8,9 DRAW
239.,8' RETURN

26208 PLOT 48,32: DRAW 159,8: PLO
T 48,144 DRAW 159,8: RETURN

2628 FLOT 80,56: DRAW 95,8: PLOT
20,120 DRAW 95.8: RETURN
2048 PLOT 1@4,72: DRAW 47,8
T 104, 184: DRAW 47.8: RETURM
2058 PLOT 1206,80: DRAWY 15,8 PLD
T 120,96: DRAW 15.8: RETURN

2868 RETURN

2678 PLOT ©,8: DRAW 40,32

B,111: DRAK -40,32: RETURN

2080 FLOT 48,32 DRAW 32,241
W @,64: DRAW -32,24: RETURN
209 PLOT 80,56 DRAW 24,16 DRA
W 8,32: DRAW -24,16: RETURM

21@a PLOT 184,72 DRAM 16.8: DRA
LW @,16: DRAK -16,8: RETURN

2119 PLOT 120,806: DRAW 8.8: DRAW

PLO

DRAK

DRA

30
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VLl

:

+8: RETURN
2120 PLOT 247,175: DRAW -4@,-32:
DRAK @,-111: DRAW 48,-32¢ RETUR

H

2138 FLOT 207,32' DRAW -32,24' D
RAW 8,64: DRAW 32,24: RETURH
2148 PLOT 175.56: DRAW =24,1&' D
RAW 8,32 DRAW 24,16: RETURM
2158 PLOT 151,72: DRAW -16,8: DR
Al @.16: DRAW 1&.8' RETURN

2160 PLOT 135.8@' DRAW -8,8: DRA
W 8,8 RETURM

217@ PLOT 247.32: DRAW -48
AW @,112: DRAW 4@,8: RETURN

Z18@ PLOT 207.356: DRAW -32,@° DR

Al @,64: DRAW 32,8+ RETURN
2198 PLOT 175,72 DRAW -24.8: DR
Al 8.,32' DRAW 24.,@: RETURN

228 PLOT 151,8@: DRAW -16.8: DR
AW B.16: DRAW 16,@' RETURN

2218 PLOT 127.88:' DRAW 8,8 RETU
RN

2220 PLOT 2,32: DRAW 40.0
112: DRAW -48,@: RETURN
2220 PLOT 48,%6: DRAW 32.@' DRAW
+64: DRAM -32,0: RETURN

2248 PLOT 80,72: DRAW 24,6: DRAW

DRAK

8,32 DRAW -24,0° RETURN

225@ PLOT 104.8@: DRAW 16,8: CRA

W B8,16: DRAM —16.0° RETURM

2260 PLOT 127.88: DRAW -74@8: RET

IRH

2568 PLOT 8,160 DRAM 239,0 ]

T 8,151: DRAW 233,8: PRINT AT 2,
ENTRANCE" LET dwdl: G

{35
LOT 48,136 DRAW 159,81

PL
0T 48,127 DRAW 15%,8: PRINT AT
9,12, "ENTRANCE" + LET d=dl: GO TO
261

1: GO TO 268
48, 13 DRAW 15%.8' PL
DRAM 159.@: PRINT AT
T GO TO 268

i95:2p i9d:9

RANDOMIZE USRE 3288

NT AT 21.0; FLASH 1:"<sp
97195 2P 2¥9% 2¥i93 ' 9

: i95:12p:196:941 19219

o1:§o5:sp 1195 ap: jaT ap

a5:=p RANDOMIZE USR 3288

3835 FRINT AT 21.@; FLASH 1;"

3048 FOR n=0 TO 16

3850 RANDOMIZE USR 3288

3868 NEXT n

30870 BRIGHT 1

388@ PRINT AT 8.3, "You manased t

2110 IF p=1 THEN PRINT AT 11.3;"
You aszked for helr once."
3120 IF p=2 THEM PRINT AT 11.3;"
You asked for helP twice,"
30 IF p>2 THEN PRINT AT 11.,2;"
asked for help i times"

3148 PRINT AT 15.8; "Would you 11
ke to see the maze wou have con

quered again ?"
3150 PRINT AT 18,8;
YES"

3160 IF IMKEY®="" THEN GO TO 316

"Press ~Y~ if

a
317@ IF INKEYS="Y" OR THKEYdi="uy"
THEN GO SUE 4808

318@ FOR n=15 TO 18: PRINT AT n.
@i,,1 NEXT n

3198 PRINT AT 13,8, "Would you 1i
ke to Play

3208 PRINT 'Press ~YT L
YES"

3218 IF INKEY$="" THEN GO TO 321
a

3226 1F INKEY®="
THEH GO TO 3248

3230 BRIGHT B: BORDER 7°
CLS : INK B: STOP

2240 GO TO 19

4906 BRIGHT @: BORDER 7+ PAPER 7
CLS ' INK

4885 PRINT AT 8.18; "PLAN OF MAZE

OR INKEY$="w"

PAPER 7

4018 FOR n={ TO 2@
408206 FOR i=1 TO 31
4 IF a(n.id=1 THEN PRINT AT n

A
4@48 NEXT i: MEXT n
4@5@ PRINT £@;"

¥ TO RETURM "

4@ IF IMKEY$="" THEN GO TO 486

PRESS ANY KE

a

aa7e
2089
K 7

€085 PRINT AT

RANDOMIZE USR

a1
ia5:

a618P

Srie7

2P

aa;
1195

=p : 95
3187
aa3a
ig1:
2iaP

Sisp gl ig!

a5
asisp
8833

8@48
8a59
8060
aa7a
naux"

888

P 196192

CLS RETURN
BORDER 1: PAPER 1:
BRIGHT 1

CLS : IN

21.,9; FLASH 1;"

3280

PRINT AT 21.8; FLASH 1i"<(=p
2¥=pio6:93:06° 95 2%93:197
941921 194193:96:91:97:93: 9
PSP ie5:93:i94:92:195:2p (95
RANDOMIZE LISR 32836
PRINT AT 21.8: FLASH 1;'"Csp
2%¥sprigl:iald 2:93:2%03+ {9
spial
‘9197 jo3 5P 195:1sp
sP2": RAMDOMIZE USR 3288
PRINT AT 21,@; FLASH 1;"cap
i93:ie?: 195 :5p 1295 2¥i93: 9
93:2%sp 1195 cp a6 :ad:i92: ig
3 i951sprigSisp
2"+ RANDOMIZE USR 3280
PRINT AT i FLASH 1,

FOR n=@ TO 16

FANDOMIZE USR 3280
NEXT n

PRINT AT 9.8;"By Steven Vig

PRINT AT 12,2;"Please wait

while 1 work out"

2832
8108
8210

PRINT AT 14,12; "the maze
RETURN
PRINT AT 18.1;:"
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8220 PRINT AT 6,2:"The
the game is= to" ”Pxné SOUPr WAy

out of the maze.

823@ PRINT " If while truing te
find wour way out of the maze
sou find vouare completely lozt
then You can9et =ome help by Pre

=zing “H¥. Once wou have Prezse
d the key the screen will clea
Poand uou will be zhown a Plan
of the maze. Thiz will indi

cate sour Pozition in the maze
+ the exit and the entrance. Heo
wever the Plan will only remai

n oon view for a short period o
f time. "
B249 PRINT AT 21,8:" PRESS ANY

KEY TO COMTINUE v
8250 IF INKEYs$="" THEWN GO TO 825

@

B826@ BEEF .
8270 FOR =
Jsst NEMT n
8275 PRINT AT 6,8;" Another thi
n8 about the Plan of the maze i
= that wou are onlwdiven access
to it five times."

8288 PRINT " Once the 9ame star
ts wou will be @iven 3 three Aim
ensional representation of th
e maze 3£  wou would zee it, Th
iz wiew iz Soverned by the dire
ction in which sou are lookin
5. You can  look either north,sc
uth,sast or west,"

BEEP .2,18
‘0 21: PRINT AT n.@

B29@ PRINT " LUhen €ou mowe wow
move one Place forward in
direction uYou are looking."
8382 PRINT AT 21.8;" PRESS AMY

KEY TO CONTINUE o
8318 IF INKEY$="" THEMN GO TO 881
e

8320 EBEEF .2.,8: BEEP
913? FOR vw=6 TO 21+
MEXT n

8349 PRINT AT &.8;"k
ing in different
8356 PRINT " WEST
ORTH ERST"

8368 PRINT " 3 &

H

Li'l H=ShH

vH="1" AMD L
INT AT 21,0

58 MERT W -
166 PRINT AT N,@;%5
116 PAUSE YAL "4E4"
128 RUH
139 FOR A=CODE "

a" STEP ~CUDE “¢@1 3"
AT AL

133 PPIHT "eana!

t33PRINT "¢

124 PRINT AT
S HEXT A

GOTO VAL “1@an

141 PRIMT
43 RETLRMH

2 (D 9238 DATA "11111000000D181081111,
LoT 1LET L»rJHL. UH I

58 IF IHKEYE="0" THEM

TO CODE "¢@d

146 LET S=5+CODE "Cat 3o

8378 PRINT “"As lndlcateﬁ by the
arrous shovethe key.

8375 PRINT “"Press ~8~ to move o
ne Place forward in the dire
ction wou are locking."

8380 PRINT *" Press ~H* fo

r HELP"

8326 PRINT AT 21.0:" PRESS A

HY KEY TO PLAY"

848@ IF INKEY®="" THEW GO TO S48

a
8418 BEEP .2.08: BEEP .2.18
8420 BORDER 7: PAPER 7: CLS : IN

8430 RETURM

9008 DIM 2(20,31): DIM d¥4.5>
3818 FOR n=1 TO 24

9028 READ bS

9830 FOR i=1 TO 31

9948 LET aln.id=VYAL bSdid

9078 NEXT i

9BBA NEXT n: BEEP .2,8

9090 BEEP .2.10

9995 FOR n=1 TO 4: READ o%Cn>: H
EXT n: RETURN

9108 DATA "1110111111111111841101
11141111

2118 DATA “1@1001008101300000008
01eA100021"

9128 DATA "i0801101010190111061111

2p1089@1181" 1111101811"

313@ DATA "1818A161112141A101AA7 9240 DATA "@91011101011101610080
1616100001 " 6801601061 "

3148 DATA "1A1111910001910021818 9258 DATA "101AREAA1PAOGBIE1AT11
1818111111" 0181111011"

3150 DATA "1680000600111811111816 9268 DATA "1@1811141101111116001
1880182081 " 0100668651 "

916@ DATA "18181A1110AGRANARGAGEG 9270 DATA 10060100806 1060801 111
iaje1e1101" oii1@i1181"

5170 DATA *161010100011010101010 9260 DATA "101019012180011100000
1313098811 " 0071000881 "

2180 DATA "AR1A15101910A18181017 5298 DATA "131411111111111111111
1919111001 " LILL11a1d"

2198 DATA "18111BEA0009119101811 2368 DATA "WEST'."SOUTH", "MORTH"
1019181111" "ERST"

9260 DATA "101910111110012108010

251088800

9210 DATA "1110001016111086811611
111@i@11@1"
9220 DATA "10801110101611118661G
28ea1R1001"

HEN THIS GAME is RUN
you find yourself at the bot-
tom of the screen with a

horde of dark shapes above you in the il
air. Maddened by that intrusion on

MR your airspace, you rush from side to
side, using keys “1” and “A”, shooting

"fé LET L=L+¢ IHKE" f‘i—"ﬁ" AMD <1 | at the shapes with key 0. The game ends

with your score if you shoot an empty

"( ap g2 jap | space or if you run our of time.

Space Craze was written for the 1K
GOSUE 15 | ZX-81 by P Roberts of Leominster,
Herefordshire. ~

32
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TOP THE ALIENS landing at
their base on the planet Krypton.
You have six laser bases, each of
which is activated by the correspond-
ingly-numbered key on your 16K ZX-
81. As the aliens do not move smoothly
but jump it is not sufficient to press one
key continuously.

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

16
INSTRULCT IOk
118 PRINT R1
120
136 1

148

B
THEN COTO 152
THEN GOTO f1
a

150 IF INKEYS="Y" THEN LUSUB 70
o

168
164

166

178 LET Sg=" o
1988 REF KEXLANDSCAPE KL
1885 REM ,
16818 PRINT AT 16,8; (9w
L2 AT 17,85 " isp ) T 17,36
AT 18,6;" 138 AGZL
2kisp 2" AT 19,8 " 2kisp "
AT 19,38 "C2Kisp 0"
1828 PRINT AT 26,4;"(2kisp
2kisp )"
1830 PRINT AT Z,8;"Ci13";AT 7,8
FUCARIDMIAT L85 13
1848 PRINT AT 4,20 "< 1
30;"<CiSIVIAT 14,30 "<Ci6)
1658 PRINT AT 21.6;"SCORE=";A1 2
1.,14;"FUEL=520"
LET T=0
LET F=380
REM £XKALIENSRAR
REM
LET As="(af 3"
LET B%="7
LET Cg="F"
LET £=0
LET K=
REM
REM KEXPLAYIEE

1]

AT 16,

22%af

AT 9,

LET X=0

A=C INT (RND¥S6)+1

Sm( INT CRND¥Z4 >+6 )

IF A=1 OUR A=Z2 (R 2 OR Amd
THEN LET P#=f%

2948 IF A=S THEN LET P
255% IF A=6 THEN LET P!
2697 REM

3 REM KEECONTINUEX K

=
5

REM

IF F<=0 THEN GUTO &@8h
INT AT M, 5+K 5

=C INT ¢RHD¥S)—6>
INT ¢RNDEZI+1)
i

54

GUTO 2260
iPs

THEN LET
THEN LET
THEN LET ¥=12
OR Y=12 THEN

LOTO 3998

2818 [F THKEYS="4" THEM LET Y=4

2020 IF IMKEY#="S" THEN LET Y=39
2830 IF INKEYS$=" THEN LET ¥=i4
2848 IF Y=4 OR OR v=14 THEW
LOTO 2160

GOTO 2Peg

E
REM ¥A¥F IREXEE
REM

PRINT AT Y.2,L$:AT Y, 208
LET F=F-18
3820 PRINT AT 21.13;%%

AT 21,195

IF M=y THEMW GLOTO 5908
9040 GOTO 2708
M

]
m

PRINT AT Y.Q;L%;AT ¥,0,08%
LET F=F-18
PRINT AT 21,19)S%:AT 21.,19;

IF K=Y THEM GOTO S@@a
GOTO 2708
REM

REM ®R¥LANDEDR¥X
9 REM

LET T=T-18

FRINT AT 21,6;S6;AT
GOTO 2568

REM

REM ®%X¥ZAPKKE

4999 REM

26988 PRINT AT X
5818 IF A=1 OR
THEN LET T=T+&3
5828 IF A=5 THEW LET T=T+(INT (R
MNDRIQD )41 )

5833 IF A=€ THEW LET F=F+78

21,837

S+ Uiz dar e

UR Am2 (R A=d

5848 FOR N=0 TU 28

5850 NEXT N

5068 PRINT AT 21,€:5%:AT 21,6:T
5070 PRINT AT 21,19;S%:AT 21,19,
F

50880 PRINT AT X, 54K;S$

5899 GOTO 259

55939 REM

60060 REM ¥H¥THE ENDKKK
REM

€820 CLS
6825 PRINT AT 2,1;"YOU SCORED-

IF T<mi@@ THEN PRINT AT 2.1
JAT 18.4; "WHAT AN EMBRARASSMEMNT. .

6935 IF TSGR AND T>18@ THEW PRI
HT AT 18,4;"NOT BAD 1 SUPPOSE,

6840 IF T>=S560 THEN PRINT AT B,
4) "HWELL DONE"

6858 PRINT AT 20,8; "D0 YOU WANT
TO HAVE ANUTHER GO7"

6060 IF INKEY&="N" THEM LOTOQ £93
9

6878 IF INKEY®="'y"

6980 GOTO &868

STOP

7800 REM *K¥IMSTRUCT IOMSHkk

7818 REM .

7815 CLS

70920 PRINT TRB 10, "INSTRUCTIONS"
g "= L]

THEN GOTO 16

7038 PRINT AT 2,2;"THE ATIM OF TH
E CGAME IS TO STOPTHE ALIENS FROM
LANDING AT THEIRSPACE STATION O
N KRYPTON. "

7048 PRINT AT &.1;"USE KEYS 1.2,
3.,4,5.,6 TU FIRE."

7038 PRINT AT &,1;"THE ALIENS AR
Ei-t

7RES PRINT AT 16,0;"1, (of »-WORT
H 25 POINTS" AT 12,8;"2. 7-WORTH
2-100 POINTS'"JAT 14.0;"32. F-WOR
TH 79 FUEL POINTS"

7878 PRINT AT 17.,7;"GDO0 LUCK,..
“3AT 28,16; "ANY KEY TO STARTY
7OES IF INKEY®="" THEN GOTO 70890
7098 RETURN
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i PAPER 7- BURDER 7+ IHK @'
L5
LET ao=0
5 FOR p=1 TU 4° READ 2% FUR

w=d TO0 7

m: POKE USR a%+n.m
n* HEXT p
2,0, 16,56, 18

L

htL B, 06,96, 16, 214, 294

"o e, 102,254, 354, 124,

35 DATA "o
4,214 16

49 PRINT AT 1,
42 PRINT AT 4, The comPute
111 deal wou 3" “five card PO
KER hand ang sou"’“delete as man
Y4 cards as dYou uw "1n an atte
mPt £o obtain a good"’“winning h
andd. !

44 PRINT AT 14,%:" The comput
er @ives wou 28"/ “"credits to sta
rt with and sou"’ "bet (LIMIT 1G
credits) before"’ "cach hand 1= o

b, LG, D0, 124,294, 25

POKER™"

1400

SET PG L

SO PRIMT AT &, FULL HOUSE ——

F1"AT 2,5 "POI == 1471
YIAT 18.5:"ST FLUS == 28-1";A
T 11,5 "ROVAL FLUSH-- 501"

56 GO SUB 1488
69 CLS *© PRINT AT 2,8;" The k
evs used are —";AT 4.5:"8 —— bet

(repeat key AT 5.5:"9 -= deal

"IAT 6,5:"8 —- draw" 7 -
- stand" AT B,9,"6 —- tanrel" AT
9,5 "1 to 5§ == delete cards"
&2 CO SUB 1480
71 DIM a%(4):
€S53 DIM w33
3 DIM p#cB, 112
72 FOR i=1 TO 4: RERD 3%(1): R
EAD z$Ci 2 EXT 21
73 DATA

DIM zHC4d
DIM (5S>

oM
DIM h(g

AL B, MK e,

74 FOR i=1 TO 8@ READ h(i) HNE

®T 1 DATA 1,2.4.,5,9,14,208,56
7?5 FOR 1=L TO B8: READ PHCid M
EMT i: DRTA "2 PRIR","3 OF","RUN

Y, "FLUSH", "FULL HOUSI
ST FLUSH", "ROYAL FLUSH"

76 LET credit=28:' LET bet=0

77 PAPER 4- (LS ' CO SUB 2680
73 IF credit=0 THEN GO SUB 402
: GO TO 7€

80 FOR 1=1 TO 5

@5 G0 SUB
92 HEXT i
93 LET bet=0

94 PRINT AT 20, 16:"

NPOKERY,

@

95 PRINT IHK 7;AT 21,23:"

BET"
97 LET a%=INKEYS®:' IF a%="8" TH
EN PAPER 4 CLS ' GO TO 16%

168 CO TO 97
184 PRINT IMK 7;AT 21,
GO SUB 13588

275 "DEAL"

185, IF as="@8" AND credit>d AN
bet<1A THEM LET het-het+l: LET o
redit=credit-1: L0 SUB 2¢80° BEE
P .1,15: GO TO 194

111 IF a$<{>"3" THEW GO TO 164

112 LET x=ti+ LET {=7: FOR P=1 T
e GO SUE Seg: L0
PRINT INK TiAT

LRAW" ;AT 2
set=1+ GO

SUE 1588

115 GO L]
117 IF a%="7" THEN CO SUB 2068
GO TO 73

T ’//—.-
A G
i

118 IF a%="8" THEN PAPER 4: CLS
* GO SUB 2608: FOR 1=1 TO $: GO
SUE 101G+ HEXT 1@ LET x=8' FOR
p=1 TO 13 STEP 3+ GO SUB 504 GO
SUB 5591 NEMT p: GO SUB 3996: G
0T0 79

112 GO SUB 2608
120 CO SUB 1500
121 IF as="g" AND 1=1 THEM GO T
122 IF asm<>"g"
123 GO 3UB 1780
0 SUBE 2660

126 GO TO ?3
127 IF a®="6" AND 1= THEN
UB 2566 GO SUB 2806

THEN GU TO 127
GO sUB 25ee: G

co s

126 FOR 1=1 TU 5

129 IF a®%=STRS 1 THEN LET 1-@:
LET &)=l

G0 SUE 509

136 NEXT i

135

LET f~d4 e

TP
Lo TO 128

GO TO 126

FUR m=2 TO 9
FUR q=8 TO 4
PRINT PAPER #iMT m,2tp+a:"

40 MEXT 9°
‘\‘10 RETURN

THEH LE

B

THEH L

346 HEXT m

ECANTINT e imt 3130+
1

1860 LET wid=clid=C(e)~12k13
1873 RETURM

1400 PRINT AT 21,
22 any ked to continue

ASH 1:"Pre

34
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ANNY O’REILLY of Belfast
h'ls sent a version of the arcade
Poker routine. You are given 20
credits and must bet whatever you dare.
Your cards are dealt and you can hit
keys 1 to 5 to change them. Key 8 will
deal an entire new hand. You are play-
ing, not against the computer, but
against certain fixed odds which are
displayed at the start of the program.

Full instructions are given and the
program induces the same sleepy-eyed
fascination as a fruit machine (16K
Spectrum).

Graphics notes: 73—graphic  A;
graphic B; graphic C; graphic D.

15968 LE
N GO TO
1585 RETURN
1768 FOR 1

=INKEY#®: IF a®="" THE

TO 5 IF 4(1 =B THE

=THT CRNDES]
TO 5 IF 3

178z IF cl1d=cimy THEHM GO TO 17@
a

704 HENT m° LO CUE 1950

IF a1 M8 THE

C ladieredit; T

i1 S
IF ==% THEM L0 T

i=4 AKD s=4 AND nd130-1
U TO 305

3855 3

3866

30865

3076

9)=1

3988 IF ri2)=1 AND »C10=0 THEN L

ET r<30=1

30990 FOR i=1 TO 4° IF

N LET r(4)=1

3180 HEXT i

NE¥T 1° GO TO 30680
=1

AND i=13 THEM LET r<

eCiv=5 THE

3118 IF r(2>=1 AND rd{4)=1 THEN L

ET r(7)=1

3120 IF r(9=1 AND rc4d=1
ET rt@)=1

2138 FOR i=€ TO 1 STEP -
2148 IF rdd =1 THEN GO TO 21€Q
3158 HEXT 1: RETURN
3160 PRINT FLASH 1) INK
125 "WINNER"

3163 PRINT INK 7,AT 15,
3165 IF set=1 THEN RETURM
3178 LET win=h(i “bet+bet
3180 FOR 1=1 TO win

2196 LET credit=credit+l:

THEMW L

ZIAT 13,

IPECLY

PRINT

INK 7/AT 1.4icredit: BEEP .2,15-
PALUSE 30

3200 HEXT i' RETURN - =
4800 PAUSE 188: PAPER 7' CLS ' L

ET 2o=go+1  PRINT AT 11.,2;"You h
sve run out of credits';AT 12,3
"Do vou wish to Plaw again?";AT
13,115"¢Y or Na"

4091 INPUT a%: IF at="Y" OR a%="
4" THEM RETLRN

4082 (LS PRINT AT 11,
wve lost " maney Hmt:"ﬁ’i
T 12,4) FLI HUH L3 "THRNK YOU FOR P
LAYING" © STOP
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CAIUE

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

16 LET A=B
LET E=

3 FLOT E+16,F+10
PLOT F+18,E+18
PLOT D+18,F+14
PLOT F4+i, D+18
JEMT F

FOR G5 T0
PRIMT AT 17,0 "¢ a0
5 HENT

LET H=IMWT C(RHD®1? 41
IF H<B THEW GOTO 196
FOR I=4 TO 12

PRINT AT T,Hi %"

PRIMT AT L tes

IF IHKEY®="1" THEM LET
IF IWKEY®="2" THEW LET A=+
IF A<S THEW LET
PRINT AT 12,7;"(a82"
PRINT AT 1&.18;"(253
PRIMT AT 132,28;"GOES

A=

LEFT="

Fi=fi—

2E0 PRINT AT 12,0 "(2%=p 0806
5 gp "
278 IF 1=12 AHD A+3=H OR
HD A+d=H THEM LET H=B+1
2HG IF A~1»12 THEM GOTO 238
2968 LET A=A+1
36a
510

=12 A

FRINT AT
FRINT &Y

PRIMT AT
PRIMT
PRIMT
PRIMT A1
PRIMT AT
T

;" ap
12,15 " sp
12,1403
12, 14504
11, 44a" i

3

boie it ]
4143
436
LR

THEM GOTOD 486

[ PE GOTO 15

486 PRIMT AT E

KEY TO RESTART %"
: 1 G860

i CLsS

Sl R
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HE SEARCH for a Space Invad-
ers-type game with all the fea-
tures of the arcade version
continues. The major problem remains
one of speed. Timothy Shaw of Nor-
wich, Norfolk has overcome that to
some: extent by some clever lateral
thinking. The invaders in the sky are
unaggressive and do not shoot. Directly
above you, though, is a giant centipede
which shoots to defend the invaders.
Because of its proximity it is far more
difficult to avoid the centipede’s shots
than it would be to avoid the shots of
the more distant invaders (16K Spec-
trum).

JPEC

PAPER @' INK 7' BURDE

he=0
PAPER @' IHK 7° BORDE

B PGS0

RES 266
FOR r=1 TO &
READ o

FOR u=3 70 7
READ 3 PUKE USR d$+us3 NE

0 HEXT r
DATA “"a".231,36,126,126, 126
6, 36,231

278 DATA "b"; 8,85, 1

268, 182, 182,219,213

d4".8,08,24,60, 126,255

a

+8,24,60,96,153, 152

"B, 24,68, 126,255,235

"a",a,8%5,2%3, 251, 2

1.8

"4 129,8,32,4,60.4, 16

480 LET a=15

442 PRINT INK @; PAPER 3:AT 6.2
Zi"HIGH: Yihs

483 PRINT AT 9,8, INK 8; PRPER
3) "SCORE "

GO 3000
PRINT INK 65 PAPER
648 IF IHKEY$="q" THEN

<]
650 IF INKEYS=" " THEM

2AT 29,
ER 9iHT 16,

AT 16,26 LHK PAPE

T AT 16,6 IHK 50098

5T c=c+lt B
25 THEN LET ¢
G LET d=INT CRHD¥3>
INK 7

EEP 081,20 IF

.18 5: PLOT OVE

DRAW OVER 1;@,-25

PRINT INK 4; PRPER 2:RT 16,
e fpfe o

AT 16,265 INK 55 PRPE
THEN LET c=4

2878 IF CODE SCREEN® (20,c+43<»3

£ THEN LU SUB 8696 G0 TU 3860
8 IF CODE SCREENS (20, c+1 3433

SUE 800G GO TO 50058

3918 RETURN

5680 IF SCREEN® (16.3+1)="" THEHW

GO TO S106

SG816 PLOT OVER 1;a¥8+12,16: DRAW

OVER 1,8,158: BEEP .0:X,40: PLOT
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N GO TO 458

7020 IF CODE SCREENS ¢5.b)s@ THE
N GO TO 4308

7822 HENT b

7E25 PRINT RT 18,0;"

70368 PRINT FLASH 1,AT 10,8; "kkkx
t*kBl’lHUS‘tEND*UF.‘(’-}HEETJ‘(!YY***“
P .9,19: BEEP .5,-7: BEE

F'R!H'i AT 14@.8@:"

BiAT 8.0

RETURN
*’H l R"' 10,8; "kkkR
HE:

.6 BEEP .%,8: BEEP

Lo TfJ

INK 9; PAPER
OVER L;a%g+12,16' DRAW OVER 1,8 i GO TO Seea 43 ;PbrTR\ TNYADERS
. B PRINT IMK 7:AT 1,a+1)%h": B
»7+ PRINT INK ?; PAPER ©:A 7436‘3 PRINT ‘"In this version of
Skl e G0 TO G088 sFaceinvaders”’ " you must dest
5986 PRINT INK 0 PAPER 2;AT 8,8 rov the invaders"’’" but watch o
SCREENS (3, a+134>32 ut for the mowind"'’" centiPede
CTHEW LET +28: LET h=h-2: GO with its double lazer'’’'The inw
T0 SH6E 5188 PLOT OVER 1;3¥8+12,16: DRAW aders sometimes disapPear"’'" to
g CREEHS <1.1+13\ 2 OYER 118,24: BEEP .61,-15' PLOT o 20 destros them fast "/’ "These
38+ LET h=l OVER 1;a%6+12,16: DRAN OVER 1.0 are the kews"’’" fA-to move th
® baze lefe"'" D-to mave the b
3 PRINT IMK &€,AT 10,8, "HIT BA  ase risht"’’" SPACE-fire =]

GO

TO 36

MERXT i

BEEP .91.,35: PRINT AT 10 ~Hew sheet"
Fi-ERe "+ RETURN 3865 PRINT FLASH 1;AT 21, 16: "GOO
' PRINT PAPEI TO0A FOR b=0 83 D LUCK "
i TO 5969 7419 IF CODE ¢ W <1:b)=8 THE 9879 INPUT "Press enter to play"
5066 PRINT INK PiAT 2, 3+1 1} H GO TO 458 i LINE =%

EEP .2,V PRINT PAPER QAT 3,a+1 7812 IF CODE SCREENS (3,bj=0 THE 3875 RETURN

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

ATMN TIC LANDER

1 ET WAL "1" 188 PRINT A 6.8 "crashk”
95 IF FLYAL "8" THEM COTO WAL 8% PRINT H1 9,6 "SCORE=
198 PRIMT "FUEL=",F
T A-YAL 28" THEW COTO WAL 195 STUP
286 PRINT "LANDED. ..(RNY KEY "
(RNDEYAL "15" ) A=F+( [NKEY$="&" 3=C INKEY LET S=S+INT (Fr2
"sSg" LET Z=Z+.8
[ OBEBAC 22040, 2 AND 210 PAUSE 4E4
TO WAL "et o INT B3vAL "2B" THEN LET GOTO VAL “ag"
FOR H=A TO YAL "21"
AL (3 "< an PRINT AT W, B "(2%aw3* AT N,
INT AT WAL C."Cor: 3% 169 GOUTL VAL "€B" NEXT W
15P ge " 170 IF INT B=C+vAL "1' OR INT B GUTO VAL "18@"
98 PRINT AT A.B1 "¢ " =C+YAL "2" THEN GOTO WAL "288"

38 SINCLAIR PROGRAMS August 1983



182
2,823
* M=1 TO 8
H=1 TO %
I R%CH, 2¥H-INT CRHD>.S30=

D#iC N, ZRH=CRND >. 53 ¥="C i

HEXT H
LET H=2+1NT CRND®18)
LET ASCHI=ABCH.H TO
TO H-1)
73 LET H=2+INT (RHD¥182
74 LET DECHO=DECNH TO +DSCN,
1 7O H-1>

75 LET RCHO=INT CRND¥Z)

7?6 LET DCNO=INT C(RHD¥33

8@ NEXT N

98 SLOW

186 FOR N=1 TO ©

110 PRINT AT 2. 4)
8 FOR M=1 TO @
PRINT "¢isp 2"+CHRE C128%CAS

RSN,

CH Mo "1 ZLERCDECHLND=" " AND
AKCH, Mom"C 13p 2" 20y

148 HNEXT M

141 FOR D=0 TO ACH)

142 PRINT “"Cisp'ap)'y

143 NEXT

150 FOR D=1 TU D{ND

151 PRINT AT 16+2%D, 2%N+3; " ispP
152 HEXT D
NEXT N
170 LET 3¢1

SC20
M=1 TO &

"=l

Z it s

270 PRINT AT 2#Y-1.
B+1ZCRCMC 1, K, Y AN
24 LOSUE 2588

IF D=11 THEN COTO
PRINT RT 2%Y-1.3
PRINT AT 2¥Y-1,3
1.% ¢ ®.
+MC2 MY
310 LET Y=Y=CDeg )+l
328 1F Y<1 THEN LET 4
330 IF ¥Y>8 THEN LET Y=B
348 LET HM=M+<{D=6 1-(D=4)
358 IF M<1 THEN LET X=1
368 IF X»28 THEM LET
LOTU 276

B IF DECK,YILASCY, X I="C2Xiap )

MC1a MY

PMC2, X, YD THEN GOT

PRINT AT 2kY-1,3+24
LET MCP, X, Y o=P
HEXT P

MEXT M

LET X=a

LET Y=@

LET Pei+(P=i)
PRINT AT 2kY,3+2¥¥;
GOsSUB 2508

PRINT AT 2KY,3+2%x;" "

IF ¢(D=2 OR D=8) AND ®) OR
OR D=6} AND Y> THEN GUTO 7

M P

57
€K D=l

23
B80 LET Y=Y+{D=2 % 'Y{8 )~ D=8 %
Y207

590 LET Hmbiee DmE HHEHEE I~ D IKC
A0
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BOARD is displayed, compris-

ing horizontal and vertical

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

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

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

FALL THROUGH

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

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

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




S0n GOTD 540
IF HOT ¥ THEN GOTO 794
IF ¢D=2 AND DCM)=2) OR (DmE
DX =Ry THEN GOTO $30
IF NOT ¥ THEN GOTO 710
IF <D=4 AND ACY)=@) OR (D=6
ACY =23 THEN GOTO 528
IF D<>2 THEN GOTO 750

LET D¥CXI=DACK, 181+DWCK, 1 T
3

LET DCHo=DCKI+1

GUTO 866

IF D48 THEN GOTO 98@

LET DECHI=DECH, 2 TO I+DHCK,

LET DCXI=D0
FOR H=1
FRINT AT

778
5Eag
318

€ 128RCNI=DCKD D)
G20 HEXT H

0z
LK+ LE, 2RX+3 CHRE

830 FOR ]

B840 PRINT AT 2%MN,3+2XX;CHRSE <12
BXCASCN, K=" "o 131XCOBC K NO=" "
AMD. ABCH, X o="¢ iap 2" 33y

B5@ IF DECX.HNI=" " OR FAMCH,HOI="
" THEN GOTO BBB

855 IF NOT MCL.X,N3 THEN GOTOU B
65
ge8
/61
865
7a
BEE
867
2478
880
850
508
928
03
526

LET SC1)=5¢15-1
LET MC1.X,HN)=@
IF NOT MC2.X,M> THEN GUTO B8

LET MC2,X%,N)=8

LET S(2)=S5¢2)-1

PRINT AT 2%N-1,3+2%X;" "
NE¥T N

GOTO 2060

IF D<>6 THEN GOTO 358

LET ASCY r=RAECY, 1B2+ANCY, 1 T

LET ACYI=ACY )+

940
950
560
12
978

GOTO 1068
IF D<>4 THEN GOTO 2908
LET ASCY)=ASCY, 2 TO +ARCY.

LET ACYI=ACY -1

12@Q FOR N=1 TO 2

12818 PRINT AT 2XY,2KN+20,CHR® (1
2BXCNE=ACY 203

182@ HEXT N

1836 FOR N=1 TO &

1048 PRINT AT 2%Y,3+2%HICHRE <12
BRCABCY, ND=" " )+1316CDICN, Y I=" "
AND ABCY.NI="Cisp "5y

1958 IF DBCN,Y =" " DR ANCY,N)="
" THEN GOTO 1988

1368 IF HOT MCL.N.YD> THEWN GOTO 1

1061 LET MC1,H,Y =0

1862 LET S(1=8¢1)»-1

1965 IF NOT MCZ,N.Y) THEN GOTO 1
ava

1666 LET MC a

1867 LET S¢ =1

1079 PRINT AT 2kY-1,3+2%N;" *
1988 HEXT M

2000 IF SC12<=@ OR S(2){=H THEN
GOTO 20208

2918 GOTO 580

26=8 IF a

202 B¢ 13¢=6 THEH PRINT AT 2
B3 "PLAYER 1 HAS ST"
203 F 2¢=8 THEM PRIMT AT 21
B "PLAYER £ HAS LOST"
2849 PRINT AT 8, 18; "PRESS NsL

@

10

REPLAY"
2059 INPUT K&

2868 RUNH

2500 LET Ke=INKEYS
2518 IF P

1 THEN LET D=2%CFK
" ISR K S Y ER K

)
THEH LET D=2XCKS=
EHC = "PY DK K e

bagt B &8¢ L LI
@ IF HOT D THEW GOTO :
548 RETURMN

3808 CLEAR
H4018 SAYE
EH RUN

"FRLL THROLUGH

40

printed at the top of the screen
and one of them also appears at
the bottom. Using the keys “Q7"—left,
“E”—right, and “P"—fire, you must
shoot the character from the string at
the top.
Your time to achieve that is limited

B. STRING of random characters is

and decreases after each shot. When the
inverse “X” reaches the right of the
screen your time has expired. The game
ends when you miss for the third time.

Alpha Attack was written for the
16K Spectrum by Laurence Wood of
Northampton.

3 PRINT AT 18, 18; "Any key": P

AUSE @

19 LET w=4G: LET J=2: LET m=@:
LET ==8: LET 1=15

20 Ci

LS
3@ BORDER &: PAPER 7: IHK 1
4@ CLS ' IF m=3 THEN GO TO S@@
5@ FOR f=3 TO 25
6@ PRINT AT 3,1;CHRS CCRND¥186
227N

79 LET y=y+2

80 GO TO 188

98 FOR t=x TO 1P@

188 IF t>7@ THEM PRINT AT 5,t-7
@1 Cap:ixd”

11¢ BEEP .009,t-40

128 PRINT AT 28.1,"(=p:i96
6isp )"

T30 LET 1=1+C INKEYS="e" )= INKEY
H=q" )4C 1 =0 )~ Lm28 )

148 1F INKEY®="p" THEM BEEP .08
5,18+ BEEP .@@7,3:r GO TO 228
158 NEXT ¢

168 BEEP 1.-38

it:g

170 LET mem+1: GO TO 48

18@ LET a®$=SCREENS® <3.INT ¢RND¥
20043

198 PRINT AT
T 8,@,"Misses:
2@ PRINT AT
T CRNDX38 ;a8
218 GO TO 9@
22@ FOR z=19 TO 4 STEP -1: PRIN
T AT z,142,"~": NEXT =

238 IF SCREENS (3, 1+2)<>as THEW

9,22, "SCORE= ";=iR
"im

INT (RMDX10>+10, IN

BEEP .2,-308: BEEP .2,-68' LET m
=m+1: GO TO 4@

240 LET s=s+1

230 BEEP .01.1@: BEEP .01,20
26@ GO TO 48

S@e BEEP .7,-30' BEEP .7.-60: C
Ls

518 PRINT AT 1@,9: FLASH 1;" Th

ird miss | "5 FLASH @;AT 2,11:"S
core = ";2iAT 18,5 "Any key to p
lay s9ain"

5208 PAUSE B

538 GO TO 1@
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Defane Lrarhics
t

FUR n=144 TU 145 FUR meia T
ccd

RERD a* POKE U:R: CHIS b, 3

NEXT m: HEXT n

LATA 8,808,643, 120,255

150 DRTA @, 0, 2592, 36, 255

8

168 DATA 16,56,84,596,84, 186, 16,
16

17@ DRTA ©.9,0,24,24,0,8,0

186 DATA @,0,%6,6,6,8,0,0

198 DATA 137.82.44, 94, 185,44, 52
147

2u8 REM  Set-up Game

219 BURDER ©' PAPER @ INK &' C
LS

220 PQ'[HT AT Q. 44” TANEK
DU b PRI

2.;@ F'F‘lrﬂ TRE ’z"fl! T. COLLINS"
PR

249 FI<1N'1 THB &; "LENERAL INSTRU
CTIONS": PRINT

258 PRINT " A 9ame for two Pla

sers, try toshoot sour oPPonents
tank first.'
260 PRINT *

Avoid tank obstacl
&s [ 1 wvhichcan be shot"

27@ PRINT " Tresz Lcd are harm
1232 but canblock shots."

260 PRINT " F!\mld mines Lol wh
ich cannot be shot."

258 PRINT TRE 12 "C:‘JNTEIJL"" PR

3ee PRINT " Plaser 1";TAB 23,"P
laver 2

216 PRINT "1-5:Move up",TAB 21,

"6-8:Move up"

326 PRINT “0-T Move doun';TAS 1
Y—F Move down"

330 PRINT "Bottom row'Fire"TAB
17) "Bottam row:Fire"
348 FOR c=7 TO 1 STEP -1

350 PRINT INK cAT 6.8,"T A N K
e i =

352 PRINT INVERSE {; INK cuAT 2

1,9)" PUSH ANY KEY "

355 IF c=7 THEN PAUSE 18

368 1F INKEYS<»"" THEN GO TO 48

a

365 PAUSE 5

370 HEXT <

3680 LO TO 34@

400 BORDER 7' PAPER 4° IMK 1: C

LS

419 INPUT "HOW MANY TANKS FOR P

LAYER 17 “;ti1: [F £1>39 THEHW GO

TO0 414

428 INPUT ”HUH MANY TANKS FOR P
I.HYER 2% + IF £2>959 THEH GO

4208
4’I3 PRINT INK a Pl
LEFT "

v542,TRB 3

440 PRINT INK 0; PAPER 7:AT 21,
@;"SHOTS LEFT: 5" TABR 16:" 3
LEFT 3Y:TRB-3L;" *

450 FOR w=5 TO 24 STERP 19 FOR
w=2 TU 19

460 IF RND>.3 THEN GO TO 498

478 LET o=INT (RNDX¥3+n)

480 PRINT INK BiRT m.o:CHRE 143
JAT m=1,0,CHRS INT CRND#4+1403:08
T m+1,0iCHRS INT (RHD¥Z+1382AT
ms0—1iCHRE INT (RND¥2+1403AT m,
o+1 ) CHRSE INT (RNDXZ+138 2

490 HEXT m: HEXT n

588 FOR n=9 TO 18 STEP 9
=1 TO 20: FOR o=n TO n+d

518 IF RND<.3 THEN PRINT IHK 7
AT m,0ICHRS 14

$20 HEXT o' HEXT m: NEXT
SJE FOR n=1 TQ 26+ FOR m=14 T0

FUR m

548 IF RND<.3 THEN PRINT INK 2;
AT n.miCHRS 147

550 HEXT m: NEMT n

TEB LET k=0
600 REM HNew Tanks

685 FOR n=1 TO 188: NEXT n

610 LET s1=5: LET s2=5

615 PRINT INK @i PRPER 7iRT 21,
@; "SHOTS LEFT: S5":TAE 16;"SHOTS
LEFT: 5"iTAB 31;
620 LET a=INT C(RND¥LS+1):

LET b

=1
638 LET c=INT CRND¥19+1):
=135

648 PRINT THK 1;AT a,biCHRS 144
JAT c.diCHRS 145

LET o

656 BEEP .235,-1G' BEEP ,5,-%
RUSE 1@: BEEP .25,-16:' BEEP ,5,-
5
198G REM Plaver i Move
1885 IF k=1 THEN LET k=t GO T

o)

TAN

E ARE BECOMING increas-
gx/ ingly surprised and delighted

at the quality of listings emerg-
ing as Spectrum owners become more
and more skilful in the use of their
machines. Tank Duel is yet another
excellent listing to set alongside several
others in this issue. It requires skill,
luck and speed and is played on a
stylised but convincing battleground.

Full instructions are given with the
program but briefly the game requires
two players to control a series of tanks
travelling across varied terrain towards
the final showdown.

Three types of obstacle are encoun-
tered — tank traps which can disable
your vehicle but which can be blasted
away; trees which can be pushed over
but which will block your shells; and

UEL

mines which can neither be pushed over
nor destroyed by gunfire but which will
not impede your shooting. The game
was sent by A R P Collins of Enfield,
Middlesex, (16K Spectrum).

Graphics notes:

220—Graphic A, graphic B
260—Graphic shifted 1

270—Graphic C

280—Graphic D.
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1016 LET at=a: LET bi-b

1826 LET al=a+(IN 64510<3253 §
2420)-C IN 63406422595 AND a
1836 IF RND<.2% THEN LET bl=b+l
F ATTR {al,bl><»33 THEM LO

AT a,b;™ "5 FLASH 1: THK
ER 6;AT al.bi;CHRS 149 (U TO
o

PP
21

15]

1058 PRINT AT a,b;" ";AT al.bliC
HRE 144

19€6 LET s=al: LET b=hi
1870 IF k=1 THEN LET k=0
Tags
1680
AND

Lo TD

IF (IN €52784>235) AND 2156
b<d THEN GO SUB 5606

REM Plawer 2 Move

IF k=1 THEM LET k=8: GO TO

LET ci=c* LET di=d

LET ci=c+(IN 57342< 255 AND
c{207-CIN 614384255 AND c>1)
2830 IF RND<.25 THEN LET di=c-1
2040 [F ATTR (cl,d13<>33 THEMN GO
SUB 4G99

2045 I[F ci=a AND di=b THEM PRINT
AT e, ds® “5 FLASH 15 IHK 2; PAP
ER 6;AT cl,d1;CHRS 149 GO TO 21

a8

2050 PRINT AT c.d:" "JAT cl,d1/C
HRS% 145

2060 LET c=ci: LET d=di

2070 IF k=1 THEN LET ke8: GO TO
8808

2080 IF CIN 32766432555 AND =230
AND d>b THEM GO SUB 68009

2096 IF b{d+4 THEN GO TU 166G

21688 PRINT FLASH 1; IHK 8; PAPER
TiAT 21.8:" DRFAb
2185 FOR n=-18 TO -28 STEP -1 B

EEP .1.n: HEXT nr BEEF 1,-28
2110 PRINT AT a,bi" ";AT cad; " *
2130 GO TU 68

3608 REM Plaver 1 Checks
3818 IF ATTR Cal.bl =39 THEN BEE
P .1,-20+ RETURH

THEN BEE

100 REM

5001 BEEP .1,-38

5005 LE -1 PRINT THE

APER 7iAT 21,1251

5887 IF si=1 THEW FRINT OUVER 1;

FLRSH 1 INK ©; PAPER TIAT 21,12
J" M: BEEP .1,60' BEEP .1.40

5018 LET my=b: PRINT OVER 1;
&5 AT a,myiCHRE 148

5020 LET myl=mu+]

5636 PRINT OVER 1) INK BT a,my
JCHRS 1485AT a,myl;CHRS 1af

5049 IF ATTR Ca,mel»=32 OR ATTR

Ca,malom329 OR mal=d THEM GO TO %

(=5)

5958 LET muy=myl a

3068 PRINT FLASH 1; INK 2; PAPER
SiAT a,muliCHRE 142 BEEF .05,2
8: BEEP .1,~18: PRINT AT a,m41;"
"

a; P

IHK

GO TO S

578 IF a=c AND mel=d THEN GO SU

8 98688

5088 RETURH

008 REM Plaver 2 Fire
El

-PRINT IHK @, P

1 =2

1 THEN PRINT OVER 1:
K @; PAPER 7:AT 21,28
14,68 P, 1,40

)" " BEEP 7
€018 LET my=d: PRINT OVER 1; INK
AT camediCHRE 148

£ LET myl=mu-1

6630 PRINT OVER 1, INK 8iAT c.md
JCHRE 1485AT comdl:l 148
€04@ IF ATTR Ccomul)=22 OR ATTR
Ceameld=339 OR mel=b THEN GU TO &
Bel

5858 LET mu=mul ' 00 TO 6020
6868 PRINT FLASH 1; INK 2; PAPER
EiAT c.msl;CHRE 1439 BEEF .05,
6: BEEP .1,-16: PRINT AT c.mul;

EB78 IF cra AND myl=b THEM GO SU
B 7960

#0806 RETLRN

TODE REM Death of Plawer 1
V885 PRINT FLASH 1, IMNK Zi
EAT a.biCHRE 149
7018 LET ti=til-1' PRINT
APER 7JAT B,12;61;" "
7915 IF ti=1 THEH PRINT UVER 1
FLASH 1; INK @ PAPER 7;RT 0,12;
BEEP .1,608' BEEP .1,40
7820 FOR n=0 TO ~18 STEP -1
P .1,n' NEXT n: BEEP 1,-28
7938 PRINT AT a,b:" ",AT c.di" "
7848 IF £1>0 THEN GO TO 680
7030 LET w=2: GO TO 50600
208@ REM [eath of Plaver 2
8285 PRINT FLASH 1; INK 2;
EiAT c,diCHRE 143

¢ PRINT IMNK G: P

MAPER

INK 8 P

BEE

PRPER

BO15 IF L2+ THEN PRINT OVER L)

FLASH 1) IWK @; PAPER 7;AT 6,29,
"ot BEEP 1,60 BEEP .1.,48
E820 FOR w=8 TU -18 STEP ~1: BEE
P .15m' MWEXMT ni BEEP 1,-28

8838 PRINT AT c.di” ";AT a.b;" *
£048 IF t2>8 THEN GO TO 608
88358 LET w=1: GO TO 2249

98088 REM Winner
9010 PRINT FLASH 1; IHK 2:; PAPER
G6iAT 3,18;" GAME OVER ":AT 11,

9:" PLAYER “Jw;" WIN *

9988 REM FAncther Game?

99208 PRINT FLASH 1; YHK @: PAPER
7iAT 21,8;" ANOTHER GAME?T PRESS
P oR 'H* M

30 IF INKEYS="Y" OR INKEYS&="-
THEN GO TO 205
9948 1F INKEY®="H" UR INKEYS="n"
THEN G0 TO 9968

9950 GO Ty 9338
3960 BORDER 7' PAPER 7@ IMK @ €
5 STOP

999!3 Sﬂ';’F, “TAMK DUEL" LINE 160

42
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The Cheapest Rampacks In The World

Available Now

ZX SPECTRUM
32K RAMPACK

Simply plugs into user port at rear
of computer and increases your

16K Computer instantly to 48K £39-95

@ Fully Compatible with all accessories.

@ No need to open computer and invalidate guarantee.

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

ZX81 16K RAMPACK ................. £19.75
ZX81 64K RAMPACK ................. £44.75

Now make your Spectrum talk!

The Cheetah ‘‘Sweet Talker’ just plugs into the back of the computer using the existing
power supply. Fully cased. Easy to program any word, sentence or phrase.
Simply incredible at £34.95
All Units: Fully Cased and Guaranteed. Secure No Wobble Design.

Fully Compatible with all accessories

PRICES INCLUDE VAT and P&P. Delivery normally 14 days.
Export orders at no extra cost.

Send cheque/P.O. Payable to;—
Dept SU

CHEETAH

MARKETING LTD

359 THE STRAND

LONDON WC2R 0HS

Tel: 01-240 7939

Telex: 8954958

16K ZX 81 Rampacks and 32K ZX Spectrum

Rampacks now available at larger branches of M
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The Challenge of the Decade! With |
NEW Games like CONFLICT |
and GALAXY CONFLICT

We're adding the latest and best to our catalogue every month from selected sources

throughout the UK and North America — so there’s a new challenge for you every time at

prices you won't beat!

Remember — we specialise in programs for your Sinclair — whether you choose games,

business, educational or household software. Many of our games cannat be bought by mail

order from any other source. And many of our prices are the lowest you'll find anywhere.

You'll want to make sure victory is yours with these new programs where two can play:

CONFLICT — Total war for two players, involving both the machinery (armies, missiles,

warships) and finance [stock market, oil, piracy] of confiict.

To order quote the following references: — ZX81-16k: C-1; Spectrum-48k: C-2.

GALAXY CONFLICT — Raise the fleet of battle Eoncruisers then mave from bridge

to bridge taking full control and responsibility in this battle for the heavens — to prove

yourself a born galactic ruler!

To order quote the following references: ZX81-16k: GC-1:; Spectrum-48k; GC-2.

Each comes complete with game board, program, counters, markers, maps [CONFLICT anly)

plus fullinstructions and rules of war for the unbeatable introductory price of £9.95!

(N.B. When ordering be sure to specify the correct order number, dependent upon the type of

machine — ZXB1 or Spectrum — that you own.]

With our Special deal you can’t go wrong:

*  FREE offer every time [this time it’s a free blank C20 cassette with every two programs
ordered)

* Areplacement guarantee if you're not entirely satisfied with the quality of your purchase
— that's how confident we are!

Allyou have to do is look at our new HOT selection — then arder quickly to benefit from the

introductory prices of our new games of skill, intelligence and excitement [fast delivery is

another of our specislities — so you could be using these new programs SOON)

on

98lactic ryg,

® Eoncruigerg, 4,
respong

and
Born

5 a Mgt of
18King full congyo

FREE BLANK C20 COMPUTER CASSETTE
WITH EVERY TWO CASSETTES YOU ORDER!
Remember there's no limit to the number of free
cassettes you receive if your order justifies them — so

why not get together with friends or user group
members and share the freebies?

GUARANTEE

i If you are
i mplete confidence. It ¥
D:do:re‘:grhelﬁjosagisﬁed wﬂ'.i: ::eu gtﬁ!:;i‘:‘\{nﬂf’
- return X
L pu;:l;:s:nd we will provide a

replceme“t

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

Fill in the order form right away — we're guaranteeing fast §
delivery, quality and satisfaction [after all, we want youto  F
come back for more!]

The Software Workshop, Yew Tree, Selborne,
Hants GU34 3JP



ZX81 Software

1-01 Stock Market
Buy and sell your way to millions!

receive a replacement.

:-Tn: The Software H\rn;k-sh-np, Yew Tl'ee-, -Se-lburne, Hants GU34 3J
! | wish to order the following programs. | understand that:
* | will receive a FREE blank cassette with every 2 programs ordered
* | can return products within seven days if not entirely satisfied and

Here's a whole NEW selection of
the latest games, the best-value software
for your ZX-81 or Spectrum.

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

2-15 Star Trek

£4.95

Popular space program brought to life by

AEC AN £3.95  excelent graphics. 48K RAM
1-02 Football League 2-21 Frogger
First divisian fun for the soccer Manoeuvre the frog across the road
enthusiast. 16K RAM £3.95  avoiding heavy traffic. 48K RAM
1-03 Test Match 2-22 Crazy Balloons
Match your wits alongside the Guide the balloans round the maze
superstars. 16K RAM ) £3.95  ithout bursting. 48K RAM
1-11 Arcade Action 2-23 Arcadia
Overtaker/Missile Man/Space Fighter/ The expert’s version aof the popular
ﬁ‘;l(m.f[}l sedy Gobbler/Extra Terrestrial £4.95  [veders gsme. 16K on 48K RAM
3 2-24 Golf

1-12 i 'FVE"BEF The finest. of galf handicap games.
Avoid missiles and bombs to become the 48K RAM
ruler. 16K RAM £4.95 -
1-13 Protector 5;25 esht I:ﬁatcllr; k
Defend your own ship from oncoming re exciting than the resl thing
attackers. 16K AAM £4.95  4°KPam by D
1-21 Football Manager 2-26 Derby Day
Marnage your team through a hectic f:;s Toliris e e ke raiper.
league seasan! 16K RAM ES.95  s8chAM

2-27 Rescue

Rescue the Princess from marauding

patrols. 4BK RAM

2-28 The Orb

Discover the Orb in the depths of the
Spectrum Software Fep v e rarerare

48K RAM
2-12 Avenger 229 Jackpot
(See 1-12 under ZXB1]. 48K RAM £4.95 The harmiess way to take on the one-
.13 Sentinel armed bandit. 48K RAM
Guard your mother ship against alien 2-31 Football Manager
attacks. 48K RAM £4.95  See 1-21 under 2XB1. 48K AAM

£4.95

£5.95

£5.95

£5.95

£5.95

£5.95

£5.95

£5.95

£5.95

£5.95
£6.95

Ref No | Gty | Title

Price

RebedlLL > 4

I

1
1 Postage, packing and handling: add 45p for the
M first cassette, and 25p for each additional

Total

: cassette. Non-UK orders add extra 50%

1l enclose a cheque/postal order for
: Name
1 Address
! sue

:[Allow 28 days MAXIMUM FOR DELIVERY)

LTI S |



Now you can take a new

AMERICAN look at your Sinclair!

With the new Timex Sinclair User magazine to link YOU into a
huge network of 5, American enthusiasts

The success of the Sinclair ZX80, ZX8| and Spectrum
in the U.K. has been phenomenal. But in the States the
Sinclair has been given a real American welcome —
making the Sinclair range the biggest seller in the
world! The American ZX8| equivalent: “'The Timex
Sinclair 1000" from the giant Timex organisation, has
been bought by hundreds of thousands of enthusiasts

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

The first issue will be published
in the U.S.A. in May —
packed with news, reviews,
programs and User Club
information to link you into the vast
American Timex Sinclair user
network.

Remember, this is a new magazine
written from the American
viewpaint — but it could open up
whele 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!

Annual subscription rate is £20. Single copies are £2.00
each (including P & P).

Fill in the order form NOW to get the first
issues of this exciting new magazine.

f| Send to: TIMEX SINCLAIR USER, ECC Publications Ltd., |
1 30-31 Islington Green, London N1 8B] 1
[l Yes, | want to subscribe to TIMEX SINCLAIR USER at the [
[l special ULK. rate of £20 for 12 issues delivered to my door. [
I Name 1
Eadd 1 -
[ i
[ 1
[ 1
I i enclose a cheque/P.O. for £ : (\
Please charge my credit card i /
fCardName_ Card Number 1
| Signature Date. 1 A
& 'N-B- This offer applies to UK subscribers only. Overseas rates available on request. ! “ /
N.B. Subscribers to Sm;\iir User, Sinclair Programs or Sinclair Projects should be aware that Timex Sinclair User will accasionally reproduce
top articles that have previously appeared in our U.K. magazines. ‘ \_V/‘L:.J ” - V



< 7

HWA

OVE AROUND the grid
avoiding the blue squares but
being sure to cross all the yel-
low squares before leaving by the exit.
The catch is that all moves must be
entered in advance. Enter them as
“F”—forward, “B”—backward, “L”"—
left, “R”—right, and “S” when you
have entered your moves to start your
arrow moving.

Pathway runs on the 16K Spectrum
and was written by Kevin Macdonald of
Sheffield.

'g" TO USR "
2.9 NEXT a

126 DATA BIN 11111111.8IN 10008
a@1,BIN 19800001, BIN 16600881, BI
M 18008891, BIN 12209891, BIN A
2081,8IH 11111111

130 DATA BIN 22000006.EIN 92G10
@@,BIN epapaioa,BIN 1111118, BIN

000001068, BIN 00001666, H, 5

140 DATA ©.BIN 00018088, BIN 641
AB@ea,BIN B1111110,BIN 08103806
BIN 00010900.0.8

158 DATR B,BIN 20081000,EBIN Q29
91000, BIN A2001000,81IN 06191010,
BIN 80011100,BIN Q2081000,8

168 FOR b=8 TO 18

17@ PRINT AT B.9Q,

1 "AARARARARARARAARF
AAARA™, BRIGHT ©

18@ HEXT b

200 FOR A=1 TO B0+ X¥X3¥18)
21@ LET Al=INT (RNDX18)
220 LET A2=INT (RND¥32)
230 PRINT AT ALl.A2; INK 1)
e Y

24@ NEXT A

250 FOR A=1 TO 3

260 LET Y1=INT (RNDX31>+1
278 LET Y2=INT C(RNDX17>
200 PRINT AT Y2,Y¥1:; PAPER &; IN
K 65T

298 NEXT A

295 PRINT AT 9.,8; INK ©; PAPER
g; "

INK @i BRIGHT

PRPE

388 REM ENTER DIRECTIONS

310 DIM DE(208,1>

320 PRINT AT 21,8 FLASH 1;"
PRESS ENTER TO START Y

338 PAUSE @

342 PRINT AT 21.G:"

35@ LET PV=INT CRMND#¥31+1

PRINT AT 16.P! FLASH 1;:"¢"

PRINT AT 28,8;

FOR A=1 TO 20@

PAUSE ©

IF IMKEYS®="L" OR INKEY$="S"

OR INKEY$="R" DR IMKEY®#="F" OR

INKEY$="B" THEN GO TO 433

410 1F INKEYS=" " THEN GO TO 32

a

426 GO TO =

438 IF IHKEY!

@

la]

" THEN GO TO 48

448 LET D®C(AI=INKEYS
458 PRINT INKEY®;:' IF R=31 DR A
=62 DR A=%3 DR A=124 ORF A=16% TH
EM PRIMT AT 2@.,@;"
"+ PRINT AT 20

2@

460 BEEF .@5,-10:
478 NEXT A

480 LET Al=A

498 PRINT AT 20.@;"

BEEP .05,10

508 FOR FA=1 TO 288
528 LET PHL=PH: LET PVL=PV
530 IF A=R1 THEM GO TO &£78

540 IF DSCAM="F" THEN LET PH=PH
~1: LET OS="f"

THEN LET PV=PY

THEM LET PY=PY

1

578 IF DSCAX> " THEN LET Pl H
+1
588 IF SCREERS (PH.PYO="." THEN

LET Y=

598 1F SCREEN® CPH,PV)="T" THEN
LET SC=SC+1: BEEP .5.48

6@8 1F SCREENS (PH,PV)="+" AND
SC=3 THEN GO TO 718

518 PRINT OVER 1,AT PH.PY;0%
620 PRINT AT 19,0;D%CA)

638 PRINT AT PHL.PYL: BRIGHT 1;:
PAPER 71 "A"

&40 IF Y=0 THEN GO TD €7@

658 BEEF .03,30 BEEP .03.8 BE
EP .03,30

668 NEXT A

578 PRINT AT 21.9; FLASH 1, PAP
§’ YOU HAVE CR

£80 BEEF .3,1@' BEEP .28

el
698 IF INKEYS="" THEN GO TD 670
700 RUN
718 PRINT AT 21.@; FLASH 1; IHK
1; PRPER 61" WELL DO
MNE i
720 BEEP .3,30: BEEP .3,35
730 IF INKEYS="" THEN GO TO 710
740 PRINT AT 20.11, "SCORE=",A
750 RUN

760 CLS

770 PRINT " ENTER DIFFICULT
¥ NO.": PRINT

788 T " 1=Eff PRINT *
2-HARD": PRINT " 3-IMPOSSIBLE"

798 PAUSE @
800 LET X=VAL INKEYS
818 RETURN
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5 GOTO E666

7 CLS

18 RAND

3 LET B! v

38 PRINT "WHAT IS YOUR NAME PL
EASET"

48 INPUT C%

56 PRINT “WHAT DO YOU WANT TO
SAY 0w "7e

66 PRINT

78 INPUT As

75 IF PEEK 16338+256%PEEK 1639
IOPEEK 16396+2S6¥PEEK ST+E3T
THEH CLS

86 IF RAs="" THEN COTO 78

€5 IF ASCLEN ASX(>"." AND ABCL
EN RS )< >"7" THEHN LET RAS=A$+", "

“B F’leﬂ “OU =" A%

" UR ASCLEN
" THEW LET As=As{ TO LEM

JFJ': IF A%="CHANGE USERS" THEN G

aTo 7

110 LET K=0

126 IF A$="GOOD" THEW LET B&="T
HFINK YOU"

139 IF AB="HI" OR A%-~"HELLU" OR

A OR LEH AS<Z THEN LET
K=1

146 IF LEN AS<Z THEN
TR TS NOT A OSENTES
158 IF As="HI" OR A%="

“GODD"

T BEmrn

ELLO" TH

FH LET ET"‘HELLU THERE"

1 9 IF LEN A®<2 THEM GOTO 338
156 IF A% TO 23="A " AND LEN A
#{1@ THEW LET E$="WHAT IS "+A%

194 1F LEN R®<7? THEN GOTO 27
208 IF ASC TO 43="FOR " UR ASC
TO 7y="BECAUSE" UR RSt TO 3)="T0
OR A%C TO 2)="S50 " THEM LET B
g=11 SEEN
210 IF ASC TO 4)=
Bsi= LHT"

STOP" THEN LE

: OR Fsc
1n 4)="HER *

TO is
THEM LET Bs="REALLY
240 IF Be="" THEN E-O SUB 5000
250 IF ASC TO 3)="WE *

EAN BY WE"

"I " THEN GOS

BE¥="WHO DO YOU
268 IF
B 1609

A%C TO 2

278 IF LEN A%<S5 THEN GOTO 298
280 IF LEN AS>E HNL‘ ﬂz" TU 45="
THEN GOS5L 4
ﬂNl‘ n'sr TO 3="
" OR HE( TO 23="1T" OR ASC TO
="SHE" THEH LB 2660
200 IF LEN ASSE AND ASsC TO
YOU" THEN GOSUl fal=lc)

3 IF LEN A%
IF AS="NO"

4 THEN GOSUE
THEN LET B

335 IF A%="YOU" THEN LET B®="uH

AT ]

248 IF A%="YES" THEM LET BS="UuH
345 1F P&="ME" THEN LET BS="WHA
T ABUUT ‘You"

350 IF AE="THANK ME" THEM LET B
&="1 AM OHLY FOLLOWING ORD )
60 IF A%="I1 KNUW" THEWN LET B%=
‘(.UIJ["‘

BS="" THEN LET L%—Hi
PEEK 16

THEH fLr
368 PRINT " ME i
3‘5“5 IF B#=A% RHD RNC<.7 OR RND<
«2 RND LFN BI+LEN (418 THEN PRI
AT "ER..

4680 PRINT %
416 iF BS="REALLY" AND RHD{.S5 O
R RHD>.85 AND LEN BS+LEN C${25 T

HEN PRINT

LL F\'ILHT" f-"ND’ K<>1 THEN PR!N'\

38 IF A%="THANK ME" UR B®
UF B$="ALL RIGHT" OR E“G="L|!‘U
D" OR K=1 THEN PRINT ","
443 LET Bfi=

458 GOTU 79

466 IF A%C TO 43

YOUR" THEH LE

OLDING an intelligent con-
versation with your 16K ZX-
81 may seem a remote
possibility but this program by Simon
Parker of Leeds makes that possibility

closer than any other which has yet
been submitted to Sinclair Programs.
Type-in your side of a Conversa-
tion and the computer responses will be
displayed on the screen. The program

will give a sensible answer to the ma-
jority of your questions and can even
cope with philosophical points such as
“What is the meaning of life?” or “Why
did the chicken cross the road?”

KHOW"

TO 4>="YOUR" THEM LE

»HJ‘:I IF A%C TO 43="LOTS" THEN LE
T BE="SUCH RS"
498 IF ASC TO 3o="MY “ THEN LET
BE="YOUR +ASCS TO D
SBE IF ASC TO 2)="ME " THEM LET
BE="YOUT+ASCE TO D
990 RETURK
1608 IF ASC3 TO 4>="AMY THEW LET
TO >
THEN LE
T0 >
' THEM LE

JD IF A%CE TO So="
T BE="WHY DID YOU"+AS(E
1088 IF ASCS TO 4=
" OTHEN LET E#="WHY

by

LLT ('Si*"HUIAJ COLLD W;I
1939 IF ASC3 TO €

ET B#="LHY HAVE
1940 IF ASC3 TO 7
LET B#="WHY DIDL

4 IF B%="" THEM LET B®
"HDE+" YOUU+RK(CE TO 0 F
1268 RETURN

2918 1IF ARCS TO 62 " THEM LET
BH="LUHAT IS IT THRT MAKES HER "
+ANCT? TO O
2830 IF A%4 TO
ET EA’E"HHV‘ DOES

= BOES
"+AEC TO

)Hl
4@49 IF A%c4 TU £
="HOMW CAH "+A%$C TO 27

TO “CAN" THEN LE

:%lj IF A%(S
T BS="HOMW CA

" THEH LE
(T

T BE="WHY AM 1
4816 IF RE(S
ET ES="LHY WAS

2020 IF A%CS TO
ET Bs="Li !
3036 IF ASCS TO

A% 0
2 ="LERE" THEM L

I"+H5C:i ‘Irl

THEMN

"HUUL[ b

Y WOULD l"+ﬂ¢
IF FA%c P mt
F="LHAT

1@4@
T BF:

3050 IF ARCS TO TI="CAN" THEM
E%="HOll CAN 1 c8 TO >

5 IF B THEH LET Bfi="LHAT
O 3+ FORY

I"+A%C4 TO

3096 RETURN
4098 1F

AEC
IHO

T0 4 WHAT" OR Fic
THEM LET BS="T DO NO

T'_l FAI=MWHYY THEN L
E T IS THE WAY 1

4&1"‘4 IF ASC TO S>="COULD" A
CAH " THEW LET B#="1 DOU

4048 IF A%C TO S>="DO YO" THEN L

ET B#="I MIGHT DO"

40368 IF AKC TO 3="HOW" OR ASC T

Q 4)="WHEN" THEM T B HAT

48
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YOU - WANT THAT FOR" 2o DIM AFCE
208168 LET ABC AM YOUR '
78 K1 AND 1 AM HERE
4258 RE 20 LET ASC “TODRY TO COMMUNT
5008 b MRS I T
Sen % F+2 T "AND MAKE YOU REA

TO LEN AS-1

o
ABCF Ti Fe13="M7 THENM L

T F+12=" ME" THE

3 TH F410m"LIKE " O

F_Fisic
-3 T F4+19="LOYE * THEM LE

ASCF=2 TO 4+ o=y TH
1 TO F+1X="Y0L" THE
I " THE

A

"MULH THE WORLD O
" IHTEREST

ME. "
1 HOPE r

I DO NHOT

"1 AM A RY FRIE

S YOU SHALL S00

IF RBCLEN A%-1 TO 7
AECF~1 TO F+13="ED " 0 BT Ef="LiH
TO F+13="UGHT " THEN LET DE=“HR 7010 IF ASCE TU &
T BF="LHY ARE THEY ‘+Asc9 TO i L1k
2 IF ASCF=1 TO F+1) THE 7820 IF B#="" THEN LET Bo="uHY "
070 9000 +DB+* THEY"+ASCS TO >
5 NEXT F 73080 RETURN
49
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race track, aiming to complete
the course with as few faults as
possible. Jumping over fences either too
soon or too late adds four faults to your
total. On the lower levels you are al-
lowed a certain margin of error but on
the top level you must always jump in
exactly the proper place. Jump by press-
ing “07.
Olympia was written for the 16K
Spectrum by D Newton of Warrington.
Graphics note: The “£” signs in line
30 should all be entered as shifted “3”s.

YOUR HORSE gallops round the

F=f+4: GO TO

26 LET peVAL INKEYS
27 CLS
28 PRINT AT 8,8, FLASH 1;'%% 1

29 PRINT AT 4.5; "WINNING ROUND

EEEELEEEEE OLYMPIR £

T AT 17,%+13" ";AT

45 TF =@ THEN GO TO 788!
=3

5@ PRINT AT a,4;"BA"

6@ 1F x=6 THEM GO SUB 308

209 BEEP b.18: PAUSE 1: BEEP b,
S HEWT %! GO TO 35

S
386 1F INKEY$="@" THEN PRINT AT
ERRLY
58a

28,8;"T00 4 FAULTS"' LET
305 PAUSE pi
318 IF INKEY

THEN PRINT AT

"JUST RIGHT": GO TO Sea
SE P#1.S
IF INKEY®="8" THEN
"TO LATE 4 FAULTS

3,
4: GO TO 588
+1

Se8 LET
@S PRINT AT s,u9;" ": LET a=a~
LET y=y+1: PRINT AT a,u;

567 PAUSE S =P
518 PRINT AT a,u;" "' LET y=u+
+ PRINT AT a,4;"BA!
517 PAUSE 5

PRINT AT a,u)" "r LET ymu+
+ LET a=a+1' PRINT AT a.4;"BA"
538 PAUSE S
535 PRINT AT a.s;" B

548 LET y=y-3: PRINT AT a,y;"BA

545 PRINT AT 20.8:"

547 PRINT AT 17,x;5" "+ LET xmx-—

3¢ HEXT x

@ GO TO 35

8 IF =8 THEN PRINT AT 1,8;"Y
0U HAD A CLEAR ROUND,WELL DOH|

728 PRINT AT 1,1;"HARD LUCK

COMPLETED THE ROUMD WITH "
f£1" FRULTS"

723 IF f<hs THEN PRINT AT S,1;"
YOUR ROUND WAS THE BEST TODRY"
PAUSE 58° LET hs=f

730 PRINT AT 1@.2:"PRESS FANY KE
¥ TO START AGAIM! ": PAUSE @

740 GD TO

1680 FOR TO 7: READ s: FOKE

USR "a'+3 MEXT a

1818 FOR a=@8 TO 7: READ s: POKE

USR "b"+a,s: MEWT a

1626 FOR a=@8 TO 7: READ s: POKE

USR "c'+a,s: NEXT a

1838 FOR a=0 TO 7: READ s: POKE

USR "d"+a,=s: NEXT

448 FOR TO 7: READ s+ POKE

USR "e"+a,s: NEXT

1180 DATA 128,136 1254, 246, 22
€,168,8,1,49.1 1,15,26,34,2
= .

508, 36.60, 182,255.8
2! 1
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18 PRINT AT 16,8; "MASTERDIMN"

28 FOR N=@ TO 100

21 NEXT H

30 FOR F=6 TO 7

43 PRINT AT F,14:"
" D0 “;TAB 14;"(at

56 HEXT

";TRE 14

2%97 gy 3"

FOR N=@ TU 40
HNEXT H
PRINT AT &,15:"0"
70 FOR G=8 TO i3 STEP -1
88 PRINT AT G,14;" 00 ";TAB 14

()
(38
62 PRINT AT 8,15
&3
64
67

ot 2%S7 Gy 2 TRE 14 "DIMN' TR
B 14" g

96 HEXT G

184G PRINT AT &, 14;" "JTAB 14
7o "TRE 145" g

118 FUR N=8 TO 48

111 HEXT N

120 FOR J=0 TO 7

136 PRINT AT J,14;" "iTAB 14
P00 ";TAB 14 (9t 2XaT iau 3 TR
B 14 "MIND"

148 MEXT J

150 FOR M=0 TO 45

151 HEXT N

152 PRINT AT 2,16:"~

153 FOR N=D TO 44

154 WT N

155

168 Fii

170 PRINT AT K. 14:" 00 ";TAR 14
FCat ZKST 9w 3 THE 145" 4

166 HEXT K

£ YiTAB 14

PRINT AT @,14;"

206 FOR N=8 TO 188

2081 HEXT N

210 CLS

213 PRINT AT &, 1,"(28%36)

228 PRINT AT 9,1,;"D0 YOU I-JFINT T
0 2EE THE RULES

b, P

222 PRINT AT 11,1;"(28%375"

223 IF INKEYS{X'Y" AND INKEYSC>
"NY THEN GOTO 223

225 IF INKEY$="" THEN COTO 225
230 IF INKEYS="Y" THEN GOTO 66@
238 PRINT AT 12,8;"

237
240
250
260
261
P:5%26:98 97 192" TAB 16;"C
@ IP 95 3¥ap 98 =P 98 97)

LS
LET A=INT (RHND®3S+2C
LET B=INT <RND#3S1+28
LET C=INT (RHD¥3SI+22
PRINT AT 11,1@;"C98 a?

18;"(sp : 92 2¥2p 1 THD
B 183 "¢ =P 133 BEap 90"

278 PRINT AT 12.15:",.."

275 LET 5=0

280 IHPUT ES

281 IF E="Z" THEN GOTO 480
298 IF LEN E®<>Z THEN LOTO

291 LET S=6+1

268 IF ESC1)=CHRE A THEN GOTO 4
(=]}

316 IF ES(2>=CHR® B THEH GOTO 4
a6

326 1F ES(3)=CHRS C THEN GOTO 4
&a

230 IF E®C12=CHRE C THEN LOTO 5
a5

340 IF EBC12=CHRE B THEM LOTO 9
aa

3568 IF E#(2)=CHRS A THEW 0OTO 5
09

360 IF E$C2)=CHRS® C THEN COTO 5
ag

470 IF ESC3)=CHRSE N THEM CoTh 5
a0 =

300 IF ESCLO-CHRS A THEM GIN0 4
3G

319 IF ESCZ)=CHRS B THEH GOTO 4
<o)

220 IF E$C3)=CHRS © THEW GOTO 4
&a

230 IF E®CLI=CHRS C THEH LOTQ S
aa

340 1F ESC1)=CHRE B THEN GOTO S
a4

358 IF E%C2)=CHR#% A THEN COTO

w

HE COMPUTER chooses a se-
ries of three numbers and letters.
It is then for you to discover, in

as few turns as possible, the computer’s
series of numbers.

Unlike conventional Mastermind
games, this version, written by D Shaw
of Nether Poppleton, York for the 16K
ZX-81, relies as much on luck as on
your skill in logic.

360 IF ESC2)=CHR& C THEN GOTO 5

fal=)
370 IF ESC3)=CHRS A THEN COTO S

g
380 IF Es¢I=CHRE B TREM (o 5

@8

2681 IF E®C1XCOCHRE A AND ESC1 )<
JCHR® B AND E®C13><>CHR® C AND E%
C2MOCHRS A AND E®C2 3 >CHRE B HH
[ ESC2)<>CHRS C AND ESC3 3¢
A AND ESC3COCHRY B AND E®CZ "F_
HRS C THEN GOTO 50808

398 GOTO 2688

4@@ PRINT AT 12, 15:CHRE A

438 IF ESC(2)=CHRS B THEN PRINT
AT 12,16)CHRS B

468 IF E®C3)=CHRE C THEW PRINT
AT 12,17;CHRS

478 GOTO 338

485 GOSUB BEGB

498 PRINT AT 15,@;"D0 YOU WANT
RHOTHER GAME CY./HN>"

431 IF INKEYS="" THEN GOTO 451
492 IF INKEY#®="Y"' THEM GOTO 218
493 IF IHKEY@="N" THEN GOTQ 7@@
568 PRINT AT 19,0;“ONE RIGHT IN
MWRONG PLACE"

585 FOR N=g TO 40

S0E NEXT H
588 PRINT AT

19,85"

518 GOTO =240
588 PRINT AT
€18 PRINT AT
ASTERMIND"

628 PRINT AT 2,4;"

L S

1,4;"THE GAME OF M

636 PRINT AT S.,@;"THE COMPUTER
THINKS OF A SERIES OF THREE HUMB
ERS FROMCE TO 3>  AND LETTERS F
ROMCA TO ¥ 3"

%35 PRINT *

40 PRINT AT S.68;"YOU FIU T GUES
< THE COMBINATION 1M A

3 AS POSSIELE. WHEN INVETF:{-

U"T ENTER A THREE

]
rou o
= HUMBER AND/OR
LETTER SERIES AND FIND THE: HIDD:

EN HUMBERS AND LETTERS
645 PRINT AT 14,73"

650 PRINT AT 16.8;"IF YOU
neZen LUHEM YOU HAYE  DISCOVEREN

THE SERIES THE CLEVERCOMPLTER U
ILL TELL YOU YOUR SCORE"

666 PRINT AT 21,8
nd key to start
678 FOR N=@ TU 5
671 MEXT N

672 IF INKEYS<O"!" THEN GOTO 280
€80 PRINT AT 21,8; "¥X¥X PRESS A
MY KEY TO START kkkik"

598 FOR N'B TO 5

£31 NEXT

652 IF !NKE\‘Q()" " THEW GOTO 235
695 GUTO 668

708 CLS

718 PRINT AT 12,2; "¥XkE% AUF U1
EDERSEHEN ik

720 FOR N=@ TO 38

730 NEXT H

740 GOTO 740

8206 CLS

8281 PRINT AT 5.5;"Y0U HAD ";5;"
GOES"

IF 5¢{=4 THEN PRINT AT 10,9,
"DOES MAGNUS MAGHUSSON KNGW ABOL
TYOU.w, "

BOOE IF 5<=4 THEN RETURM

80888 IF S¢8 THEN PRINT AT 1@.0;'
VERY GOOD EFFORT"

8909 IF S<B THEN RETURN

8010 IF 5<11 THEN PRINT AT 10.9;
"PRETTY COOD"

8911 IF SC11 THEM RETURN
8812 IF S={1 OR $=12 THEN PRINT
AT 1@,8; "NOT TOO BAD 1 SUPPOSE. .

Press a

80813 IF 8412 THEN RETURN
2915 IF S¢17 THEM PRINT AT
"PERHAPS A LITTLE UNLLCKY"
2817 IF 317 THEN RETURN
8820 IF S<28 THEN PRINT AT 14,4
"PRETTY BAD REALLY...COULD DO
BETTER"

B@33 IF 5>13 THEN PRINT AT 1G.@;
"DO ¥OU REMEMBER YOUR WARME 7"
8335 RETURH

9800 PRINT AT 19,0 “SURRY,NUNE O
F THOSE PLEASE TF-.Y RAGAIN"

FOR F=@ T0 44

HEXT F

FRINT AT 19,8;"

19, 6;

3604 COTO 286
9998 SAVE “MASTERMING"
9933 RUN
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1. BRDGHT o«
nE el

IHK ?: PRAPER #A: B
PLOT @,6: DRAW 2%
! LRAW 8,175 DRAW -255,9: DR
Al B, =175 LET khc=8

2 LET ecc=28° LET men=3

3 LET =6
5 LET

164 DRTH

@6,

IH
B1il1E6, Bl A10116816,BIH 181191
BLBEIH @1111016.BIM 1111116

24 DATA 9, BIH 111160006, 3TH 110

BEAG L1066, BIM A

BEEEE, BIM 11111166, 21K 11111 166,
Eik 113111866, BIN 11118606, 4
4n DATA BIM B811111168,81H 41111
118, BIM B18118168,BTH 1011616, R1
M @1 116a6, 31N @66l 1006, 8, 40
48 DATA @, BIM @0/Ea1111,BIM BE8
16611, 2IM 94111111, BIN 88111111,
BIM @E611111,BIM &0861111,4
=6 DATA 6,BIH G61111606, BIM G411
11118,BIH B9111111@,BIH A1111118,
BIW 11111 1A.BIM 8681111686, 0
BA RESTORE 140 FOR ci=144 T 14
B: FOR e=@ TO 7 READ 4: POEE U
® CHR®E ccii+e,q: HELT e MEXKT d
65 FOR £=1 TO 28: PRIMT AT IWT
CRMHDEEE 0+1, THT CRHD®2E 41 FLAR
H 1:"e": RBEEP @804, f—IMT (RHDE4
a1E: HEXT £
7EA LET a=INT < RHOE2EA 4+1 ¢
=IHT ¢ RHDE2E 341
73 PRINT AT a.b: FLASH 1;"a"
FOR £=1 T 286: MEXT @ PRIMT AT
bt

LET b

88 LET z$="a"

98 LET af=IHEEYS

A% IF a%="" THEM LET afi=z%

A7 LET cmo+l: LET x=x+l: IF »=
86 THEW GO TO 3268

1836 IF IMEEY®="7" THEM LET z%="
.

118 IF IHEEY®="£" THEM LET z%="
f

128 IF IMEEY®="&5" THEH LET ==
: 568 JF IMEEY®="5" THEW LET z%="
g

148 PRINT AT a.k: OVER 1:z%: EE
EF L0986, 19-u+18

158 FOR a=1 TO od- HEYMT 2

165 IF z®&="a" THEH LET a=a-1: P

RIMT AT a+i.bi“e"

Rt SR o U o B B

A

THEM LET kebe1

W

196 IF POIMT ¢ khEE+S, 175~ k84 )=
1 THEW GO To 216
LET o=+l IF u=7 ‘THEH LET
3 IHE w
TR
FiHT AT

il

L B34, TH
FLRASH

MEM=men

(=T

DRAL G, 175 DRAW 2

.,
LET w=1: LET x=@-: GO TO €%
AL THE 7 PRINE THE 2 YBREEE:

LA

scaored "o

LF ke THEM, PRIMNT

11 done Sﬁu Moawa TN
ki gk scorpe ef et EET
1...
5 IF cthc THEN PRIMT IME 75AT
1" The high score 12 "ijhe

278 ITHE IMPLIT
nnther 90 7' a%
288 IF a%="a4" 0OR ag="%" THEW CL
% ¢ PLOT A,0: DRAW 255,8: DRALW 4
ST DRAW ~295,8: DRAKM B,-175:
GooTO 2

i "D wou want a

286 LET cd=cd-=3:
0 TO 2403

318 FOR f=1 TO 166: MEXT £ CLS
+ PRINT IMEK 7i"Well done You sc
e enoudh Points to escaPe
i3 fraolites. You must now trd
at. a faster apeed"

IF cd<@ THEM G

320 FOR £=1 TO POB: MEXT #:

ClES

IME, P PLOT B.6: DRAW 255.8:
CRAM 8,175 DRAL -255.8 DEAW 8,
-1 7%

52
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the 16K Spectrum by G Sweeten

of Poulton-le-Fylde, Lancashire.

You are a rainbow-coloured snake
whose aim is to cover as much of the
screen as possible. You are opposed by
the evil flashing blobs known as Fryo-
lites. Each time you land on one of
them you are fried and you lose one of
your three lives.
If you land on your tail you scare
yourself to death, thinking that you
have met a Fryolite, Move using the
usual cursor keys.
Graphics letters to be used are:

THIS PROGRAM was written for

«3:E PRUSE 25 BEEP 2,8
PRIMT + PRIWT PRIMT AT 164
IME 7:"De don want another @
on

B IMPUT a%k: IF &
THEM BLS
e

LMl PiAT 5,0 "Well do

ez LU Yo Pave keaten all the

el [ e
P THES TSRO e T
Fild B, 175 DRAW -25%
G0 To 2

5,20 Bl
5,2 BEEP .15, !
15,2 BEEF .3.4¢ PAUSE 2: )
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) nGHDER 6t IHK 1: BRIGHT 1

25 cl

27 GU SLFB €000 REM xk LLD.G.
routine Xk

38 PRINT AT 4,3:" #¥ Learnind
to Count X% "’

32 PRINT AT 1@,0;"Press the co
rrect number kew. (-] el B
wou want to know the answer i

35 PRINT AT 16.8; PAPER 3.

Press any key to start "

48 PRINT £1;"@ R.M. Harris
1983"

58 PRUSE A:

60 RESTORE llﬂ‘ FOR z=1 TO 18:
READ a%

65 LET a=INT (RNDX1@)
76 IF a<i OR a>3 THEN GO TO 65

190 DATA "lorries", 'curs","flow
ers", "houses", "9iraffes", "boats"
 "trees","PeoPle, "clocks", "kevs

185 PRINT "How many ",a%:" are
there 7"

116 GO SUB 7@eg

114 IF INKEY$<>"" THEN GO TO 11
2

115 IF INKEY$=STR® a THEN GO TO

1606

117.1F IHKEY®$="a" THEM GO TO 2@
[4:]

118 GO TO 115

128 STOP

150 HEXT a

18@2 PRINT RT 21,8; FLASH 1:a;"
RRECT

1&’561 Gﬂ BUB 1902 GO TO 1025

1682 FOR =5 TO S@: BEEP .015.9

NEXT &

1883 RETURN

1685 CLS

1818 NEXT =

1812 GO 7O 2088

28@3 PRINT AT 20.8:"THERE ARE "

a;" "ja%k: FOR i=1 TO 130: MEXT i

GO SUB 1092

2685 CLS

2814 hE”T z

0 2008

FBEG PRINT FLASH 1;RAT 1@,8;"STOP
THE TRAPE"

RESTORE 6100
=1 T0 18' READ o+ FOR
READ £: POKE USR d$+e
HEXT o
M FEELDG HEREKTE
2400 DAt 05, BEEENAE, 126, 126,
127,48
£21@ DATA "b",0,0,254,254,254,25
4,254,102
6220 DATA "c",@.,0,124,127,125,12
7,124,568
6230 DATA
4,36,24
6248 DATR "e

"d",24,36,74,186,154,8

“.8,16,16,208,54,24,
i6,16
6258 DATA "f£",1,7,31,127.32,45.3
3,63

6255 DATR "o",128,228,2%52.254, 4,

1gea@, 132,252

6268 DRATA "h",

16, 1€

6265 DATA "i".16.16,16.38,31,17,
1B

9,48,112, 16,16, 16,

18,
6278 DATA "J".0,8,6.68,31,31,15,
7

6275 DATA "k'.128, 128, 128,128, 25
2,248,248,232

6280 DATA "1",24,60, 126,255,255,
254,126,104

&285 DATA "m".8.9.8,8,8,8,8,28
6298 DATA "n",S6.56.56., 16,254, 18
6,186,186

6295 DATA "o'. 186, 186,56,56.4@.4
Q3,408,108 - ..
£308 DATA "p

255,145,145, 145, 13

7,133,131, 2%

6305 DATA "9",24.62,62,119,119.¢€
2,62,24

318 DATA "r".8,0,0,255,255.7.5

5
£320 PRINT AT 18.8:"

OUNTING is an educational
program designed to help young
children to learn to count. Pic-
tures are displayed on the screen and
the child is asked to count them and to
press the appropriate key. If the ques-

tion proves too difficult, pressing
will provide the correct answer.

Richard Harris of Eastbourne, Sus-
sex, wrote the program for the 16K
Spectrum and he says his three-year-old
sister enjoys playing it.

5358 RETURN

7008 1F z=1 THEMW LE

7885 IF z=2 THEN

701@ IF z=3 THEMN

b=t

7a15 1F THEN LET as="f5"
7820 IF z=5 THEM LET o%="h": LET
Faniiin

7825 IF z=6 THEN

7830 IF z=? THEM

THEN

z=3 THEW LET ag="p"

z=10 THEN LET af="qr"
z=1 OR z=2 (R z=4 OF z=6
OR z=18 THEN PRINT AT 9.
PLOT @,75: DRAW 235.0® PL

@;"
0T ©.98: DRAW 235.0¢ FOR x=1 TO

a: PRINT ; INK INT CRNDXEM1a%:"

"3t MEXT x' RETURM

719@ LET 9=1@: LET h=8

7185 PLOT @.75' DRAW 255,90
8,98 DRAW 255.@

720@ FOR =1 TO a: PRINT AT 9.hi
INK INT (RNDKG))98iRT 2+1,hihK:
LET h=h+3: NEXT w: RETURN

8355 STOP

PLOT

9980 FOR 2=@ TO S+ BEEP .1,s2! HE
WT s BEEP .5,15' PAPER €' CLS :
PRINT AT 11,18 FLASH 1:"WELL O
ONE: 1"

5820 PRINT *’’‘"Ancther 98 7 (y
des or n
Jo"

9025 IF INKEYS$="u" OR IMKEYs="Y"
THEN RUH 3@

9038 IF INKEYS="n" OR INKEYS="N"
THEN STOF
5948 GO TO 5025
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Exclusive Batne

For use with
ZX-81/7X-80

1K RAM is
enough to
obtain 8
colours.

Easy to connect
Direct Basic INPUT
TEXT and colours
simultaneously. Plug
directly in your
Sinclair connector.

Compatible
with all the
memories.

Save £10 on
a DDC
colour interface. A special
offer open
to readers of
Sinclair Programs.

Limited
stocks, so
place your
order soon.
Allow 28 days
for delivery.

The prices apply to United Kingdom only.
Overseas orders can be accepted but there will be
an extra postal charge. The full price can be
obtained on application to ECC Publications at the
address on the coupon.

To: Sinclair Programs Special Offer,

DON’T MISS

THIS INCREDIBLE

SINCLAIR

PROGRAMS
OFFER

Add More Appeal

to your ZX-81

(and ZX-80) thanks to the
DDC Colour Interface*

And at a realistic price of
only £29.95 (+£2.95 p&p)
usually £39.95

*Compatible with many
Quicksilva and Artic software.

ECC Publications, 30-31 Islington Green, London, N1 8B]

Please send me =
£29.95 plus £2.95 p&p.

Please tick if you require a VAT receipt [ |

DDC Col. | at the special Sinclair User price of

*I enclose a chequelpostal order payable to DDC for £

o Access/Barclaycard/Trustcard account no._

o as apglicoble
Signature -
Name Mr/Mrs/Miss
Address




What the
expertssay:

Sinclair User. -quaLimy”

oUSE AND LEARN

- Sinclair User. . “exceLLENT vALUE"

What Micro. :TrRemenbousLy vaLUABLE .
GET THE BEST OUT OF SPECTRUM BASIC”

ZXComputing . ‘EXCELLENT . AGREAT
ASSET...FANTASTIC VALUE. . .VERY HIGHLY
RECOMMENDED"

oTHE DATABASE

Sinclair User.. :exceLLenT vaLUE”
MicroDecision. . ‘oF ALL THE DATABASE-TYPE
PROGRAMS AVAILABL E,MICROL'S SEEMS

THE BEST VALUE. ..MORE FOR YOUR MONEY”

oTHE SPREADSHEET

Personal Computer News . .‘easv
TOUSE... PLENTY OF USES... STREETS AHEAD"
(OF GEMINI'S SPREADSHEET)

Sinclair User . ‘exceLLenT vaLUE.. MUCH
CLEARER" (THAN VU-CALC)

What Micro. . «quaumy”

BBC & SPECTRUM SPREADSHEETS

S Spiieeto

THE DAMBASE & THE SPREADSHEET
Now Available WthSpecml Fearures,for
BBC 32K. bhonearwme
Information& Prices

MiCROL

Order TODAY for fast
convenient delivery




OUGHT
SSOR

Your perfect Spectrum starter Kit.
25 original BASIC pmgrams you
can use immediately, PLUS 118
page manual to help you get the

25 programs include:

Music Composer, World Atlas,
Computer Term Glossary, Screen
Designer, Star Maps — PLUS
games and powerful routines to
use in your own programs:
graph-drawing, text-editing, i
sorting, searching and much i
more. 118 page manua /
includes detailed description ‘s
of programming techniques, full
listings of all programs, and articles to
develop your own program-writing skills.
“Excellent” A.R. West, Surrey. “First-time loading,
user-friendly, superb documentation” J.E. Mann, Leeds.

Based closely on Visicalc, the world's
best-selling program,

THE SPREADSHEET turns your 48K
Spectrum into a “super-Calculator”
that helps you solve all kinds of
number-based problems quickly
and easily. Hundreds of
applications in business,
engineering and science — and
just as versatile for home finance
management. Invaluable in
education too, helping develop
maths ability and confidence.
In power, flexibility and ease
of use, THE SPREADSHEET
outperforms all other Spectrum
spreadsheets — including Sinclair's
VU-CALC. See for yourself, with the security of
MICROL'S 14 day money-back Guarantee.

To order: (UK Orders Only ).

Simply complete the coupon,

and FREEPOST with your cheque,

made payable to MiCIgOL (UK Mail Order).
All products normally available from

stock and despatched by return

Credit Card Orders: By phone 9-5.30

Mon to Fri. stating name and address,
Card No. and item(s) required.

©

38 Burleigh Street, Cambridge CB1 1BR.

(0223)312453 |

Whether you want to update mailing
lists, manage customer accounts, or
simply produce an index of your
record collection, THE DATABASE
makes it easy and enjoyable.

A breakthrough in power and
practicality, THE DATABASE
allows you to store information
on any subject in the way you
want, and gives you a full range
of commands to display, update,
sort, search and print

— even perform calculations.
Massive storage capacity:
1,000 lines in memory af a time,
over 7,000 names and addresses on a
single C90 cassette. See for yourself why
THE DATABASE is the most advanced 48K Spectrum
database available — far more powerful and practical
than Sinclair's VU-FILE and all other “competitors”.

The only full feature, professionally-
written word processor for 48K
Spectrums. Use it to produce memos,
letters, reports

~—THE WORD PROCESSOR has
the features you need, including
flexible editing, justification,
centering, and automatic “word
wrap". Simplicity itself to use,
THE WORD PROCESSOR uses
the same “what you see is what
you get” principle as word
processors costing hundreds of
pounds more. 30,000 character
storage capability for real-work
applications, and it's easily adapted to
work with full size printers. Once again,
MiCROL sets the standard in serious
Spectrum software.

Mail Order) Freepost
38 Burleigh Street, Cambridge CB1 1BR
Please send me opy/copies of USE AND LEARN

Please send me

Please send me pies of THE SPREADSHEET
Please send me opy/copies of THE WORD PROCESSOR

| enclose cheque/P.0O. f -(£9.95 + 50p p+p — £10.45 total each)
Or | wish to pay by Access/Barclaycard

Card Number ...

Please print name and address

Name....

Address.......

Credit Card
holder’s signature




————

Reach an estimated readership of over 200,000 users
per month for as little as £2.00*.

Or if you are starting your own small business advertise in the supermart SPECTRUM — ZX-81
for only £10.00 Overheating? Noisy? Keyboard Hot?
Problem solved with the P.R. Adaptor.
No soldering, No dismantling, just plug
in place. Please state model.
£8.95. Cheques/P.0. to

Maximum 30 words. P. R. Electronics
14 Bretby Close, Doneaster,

S Yorks DNA 6EL.

Yes all you have to do is fill in the coupon below including your name,
address and/or telephone number and send to: Supermart, Sinclair User
ECC Publications, 30-31 Islington Green, London N1 B8J.

Your advert will appear in the earliest possible adition.

CHILDREN'S EDUCATIONAL SOFTWARE

The MICRO MASTER Seies for 7-
Research, Designed and Teséed by
THE FOUR RULES OF NUMBER.

Address ..

£ 1

Have you included the fee of £2.00 or £10.00?

*for second hand sales only The Foar Rules Package .m0

Language Development Cassetier £7.90 (State pupils ige.
Vok each £14.50

Chegars to M1 P, 84 Airedale Avene, Chiswick, Londen W4 2NN, For further details

Fhone; Dr K. W

MMODORE PROGRAMMERS REQUIRED IN WEST LONDON

BARGAIN-HUNTERS
READ THIS!

‘Whatever your model of Sinclair computer—you can get
HOURS of fun, intellectual satisfaction and education for just
95p per month!

A bargain?

That’s Sinclair Programs magazine—the fat, glossy
magazine that's PACKED with original, tested programs for
you to load and run.

With Sinclair Programs every month you can build the
library of programs that suits your mood: in recent issues
we have challenged our readers with programs to test their
skill at Sharpshooter or Laser Cannon . . . jolt their brain
cells with Quadratic Equation or Monster Maths . . . or take
a practical turn with their own word processor program or
graphic generator.

That is just a fraction of what you get from Sinclair
Programs. Each month we have 40 programs for owners of
ZX80s, ZX81s and Spectrums. But make sure you don't
have to hunt TOO far for your bargains—Sinclair
Programs always sells out quickly, so order o ’G.;e‘r\ Lot se
yours TODAY from your newsagent, or fill = _.-gmgm“ C! A
in the form below and we will send __ — 6’30-3"‘ fice EALS X
it direct to you, i S’mm\te e % —

- 5! o

o //
cx! =

every month. o maeneato (12
- G
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The Galaxys FIRST
ever computer comic!

Zooming into touchdown at W H Smiths, John Menzies and other good newsagents now
and every fortnight. .. only 40p.

Order your copy TODAY!

Bursting with great new comic strips ... . exciting stories. .. astounding facts. ..
big prizes ... competitions.. . fascinating quizzes . . . star personalities.
And that's just the start of Britain’s newest, brightest, most fun-packed comic ever!

LOAD RUNNER

It's the only comic for the age of the computer —
5 thegestback with the dinosaurs!

 AVAILABLE NOW -

and every fortnight . . .order your copy TODAY.



RS.S.THE FUTURE MAKERS
FANTASIES FOR ZX81 AND SPECTRUM

-
TAl M CODER LIGHT CYCLE KRAZY KONG
In any other time or galaxy,the  Quite simply the most flexible All the speed and excitement All machine code version of the
dust ball world called TAlwould  integer compiler available today u could want, very addictive.  popular arcade game.
have been quite unimportant. for either the 16K ZX81 or the Egce and block the computer or  This program has all the features
TIMES CHANGE ... Nowitisthe ~ Spectrum16K /48K . another player. of the original and is every bit
last remaining out-post between  ZX81 16K 795 SPECTRUM 16K 48K 495 s fost
the advancing Imperial Fleet SPECTRUM 48K 895 3 different screens make it
and the main planets of the » difficult to beat.
Dorfian System. Unless the ZX8116K 395

Imperial Forces can be held off
untill the Republican battle

fleet arrives, an entire civilization
will be befrayed.... You have
been chosen to defend TAl The

Galactic future depends on you.

ZX8116K 495

HOPPER

Can you help Fergy and his
friends get across the 4 lane
hlghwuyd? and bacdk fo the lilly

MAZE DEATH RACE

Drive through a giant maze,
9'crimes the size of the screen
picking up points as you go -
but watch out for other cars
gacks. gil.<:|vw.ll_’i'lime.c‘)de

uperb machine - game.

SEND CHEQUE OR P!
TO PS.5.452 STONEY S'FAN'I'ON RD.COVENTRY CV6 5DG.
FOR INSTANT CREDIT CARD SALES TEL(0203)667556

TRADE ENQUIRIES CONTACT JOHN FLETCHER, NTRY (0203) 667556




