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i LETTERS

7 ERRORS AND
MISHAPS

15 TRICKSTICK

COMPETITION

gvILs

BEGINNERS’
SECTION
ZX-81

19 KONG LEAP
20 SCROLL
SOW SOwW

21 SECURITY

SPECTRUM
19 COLOUR CHANGE
21 SIGNALS

ZX-81

0 FROGGER
13 PHOENIX ATTACK
25 CHASER
28 PANIC
32 GOBBLE TRAP
35 TWIGGY
41 CODE BREAKER
48 WEREWOLF LAIR
51 EMERGENCY STOP
54 DOORS

SPECTRUM

8 SNAKE

11 OVERLOAD

22 PERIODIC TABLE
24 WIMBLEDON

27 PARACHUTE DROP

Iy £ F Yoy
% 30 PROGRAM OF *
% THEMONTH Z
i, REBOUND _ o

33 GERMAN TESTER
36 HARD LINES

38 BRICK-A-BRACK
39 DEPTH CHARGE
42 GRAND PRIX

47 PLONS

50 GUIDED MISSILE

53 GANGSTER

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

Spaces are shown by sp and inverse spaces are isp. If some occur together, for instance a row of six spaces,
they are shown by 6 % sp and where there is a combination of characters cach ane is divided by a colon,
thus sp:isp:6 % g6 means a space followed by an inverse space and then six characters on the 6 key.
Where whole words are written in inverse letters they appear in the listings as lower-case letters.

In the Spectrum listings, letters to be mlmd in gr.s'phj(s mode are underlined, while other graphics

instructions are underlined and take the
characters are represented by the letters *

orm shown above, with the addition that inverse graphics



Play in the big league
— with only the best,
newest programs!

We've searched for briliant new program sources throughout
the U.K. and North America to find an exciting collection of
new games — and business programs — many of which
cannot be bought by mail order from any other source!

Every month, we'll be adding to our catalogue to bring you the #Z3
best of new games, new business, educational and household .
software. And the good news is — we’re specialising in
programs for your Sinclair!

With our special new deal — you just CAN'T GO WRONG.

* A free offer every month (this time it's a free blank
C20 cassette with every two games ordered)

* A money-back guarantee if you're not entirely
satisfied with your purchase — that’s how confident
we are about the quality and value!

All you have to do is look at our first HOT selection, then order
quickly to be among the first to own these games of skill,
inteligence and excitement [fast delivery is another of our
specialities — so you could be using these new programs
SOON].

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 i
members and share the freebies?

GUARANTEE

i . If you are
ith complete confidence A

<o w‘tti:"ely satisfied with the quality gf

i urn it to us within

youe purcza;eil{;trovide a replacement.

days and W

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

Fillin the order form right away — we're guaranteeing fast
delivery, quality and satisfaction [after all, we want you to
come back for more!]

The Software Workshop, Yew Tree, Selborne,
Hants GU34 3JP
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Here’s a whole NEW selection of
the latest games, the best-value software
for your ZX-81 or Spectrum.

ZX81 Software 2-14 Meteor Storm
Spectrum version of the ever-popular
1-01 Stock Market arcade game. 16K or 48K RAM £4.95
Buy and sell your way to milions! 215 Star Trek
16K RAM £3.95  popular space program brought to life by
1-02 Football League excellent. graphics. 48K RAM £4.95
First dvision fun for the soccer 2-91 Frngger
;‘“‘Bg"%r" EKI:RR"IM h £3.95 i oeue e frog across the rosd
1o ef i, adcw avoiding heavy traffic. 48K RAM £5.95
atch your wits slongside the
superstars. 16K RAM £3.95 g’dg% E’{azv Billl'oons
- uide the balloons round the maze
1-11 Arcade Action without bursting, ABK RAM £5.95
Overtaker/Missile Man/Space Fighter/ 2.9 Arcadia
Pllut.lGrendv Gobbler/Extra Terrestrial -
£4.95 The expert's version of the popular
1 12 MAvenger ‘Invaders’ game. 16K or 48K RAM £5.95
Avaid missiles and bombs to become the 2-24 Golf
ruler. 16K RAM £4.95 The finest of golf handicap games.
1-13 Protector ABK RAM £5.95
Defend your own ship from ancoming 2925 Test Match
attackers. 16K RAM £4.95  nore exciting than the real thing!
1-21 Football Manager RAM £5.95
Manage your team thraugh a hechic 2-26 Derby Day
league season! 16K RAM £5.95  This favourite has to be 3 winner.
1-31 Comp-U-Share 48K RAM £5.95
Investment management program for 2-27 Rescue
unit trusts, shares and loan stocks. Rescue the Princess from marauding
Complete documentation included. patrols. 48K RAM £5.95
16K RAM £9.95 oo TheOrb
1-32 Comp-U-Tax Discover the Orb in the depths of the
Accurate personal income tax calculator temple but watch the monsters.
for B2/B3 tax year. Full documentation 4BK RAM £5.95
included, 16K RAM £9.95 559 Jackpot
The harmiess way to take on the one-
armed bandit. 48K RAM £5.95
Spectrum Software 0.31 Foothall Manager
212 Avenger See 1-21 under ZXB1. 48K RAM £6.95
(See 1-12 under ZX81). 48K RAM £495 2-41 Comp-U-Share
5.13 Sentinel See 1-31 under ZXB1. 48K RAM £9.95
Guard your mmhprqmp against akien 2-42 Comp-U-Tax
at 4BK RAI £4.95  See 1-32 under 2XB1. 48K RAM £9.95
- - e o e ol 8 o S e -

,Tn- The Software Workshup, Yew Tree, Selhnrne, Ham:s GU34 3JP

! | 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
receive a full refund or replacement programs to the same value.

Ref Nlo | Qty | Title

Price

1 Postage, packing and handling: add 45p for the
tHfirst cassette, and 25p for each additional
:casset.r.e. MNon-UK orders add extra 50%

1l enclose a cheque/postal order for

Total

: Name
1 Address
1

:[Allow 28 days MAXIMUM FOR DELIVERY)

VN

f N
I e Ny
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LYNDENHURST LTD
Any Spectrum

MAGIC WORM
£4.95

Accept the challenge of guiding Magic Worm
on his journey to the secret cavern. Use your
skill and nerve to overcome the many
obstacles you will meet along the way.
Complete the dangerous journey into the
cavern and overcome the final challenge of the
bottomless pit and the game is yours!

Please send cheques/P.0.’s/cash to

LYNDENHURST LIMITED,
38 ASHLEY ROAD, LONDON N19 3AF

Overseas orders £5.95 per cassette.

AT LAST....

MACQUILLAN ELECTRONICS Comes

MONICRON

THE ONLY INDISPENSABLE ADD-ON FOR
SINCLAIR ZX8I& SPECTRUM

LOAD programs tirst time every

time via VU LEVEL METEH
SAVE via isolating push-button.
RECORD speech by built-in MIC.

AMPLIFY Sp:clrum Squeak' by
built-in AMP. & SPEAKER

RESET crashed programs with
power ON-0FF switch.

MONITOR tape contents.

CUE program start etc.

ALL FUNCTIONS W/THOUT DISTURBING A
SINGLE PLUG!

Saves hime. temper &worn sockets! ONLY £14-95  pusEr-00p+p

From

From MACQUILLAN ELECTRONICS
72 MERE ROAD, WIGSTON, LEICESTER
*2% 8l model has taperemote’switch - state model when ordering.

GAMES AND PUZZLES

16K SINCLAIR ZX81

You are a Knight of Camelot,
searching for Merlin's lost
treasure. On your way you
will discover the Witches®

The computer breaks and
shulfles a two by two col-
oured square, whilst you
watch the moves it makes.

THE

POCKET BOOK

The tape of the book. 9
1K programs and 10 for
16K including Ski run,
Alzan, Jaws and Wumpus.

The traditional game with
superb
tion. Score points by
making the two ends add

Guleh
ie for money.

Superb
£5.00

to a multiple of five or

three. The first one to

reach 72 points wins.
£4.95

You must then unscramble
it o re-assemble the onginal
squares, Machine coded.

Tower, rescue a Princess
¢ the wicked Wizard
! £4.95

£5.00
Book available separately
£5.95

Send SAE for full list.

Dept P FREEPOST EM463 (No stamp)

172 Kingston Road, Ewell, Surrey KT19 0BR

Telephone 01-393 0283. 24 Hour answering.
Access and Visa cards welcome

PHIPPS ASSOCIATE

Prices include postage (outside Europe add £1.00 per item).
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TETTERS

I HAVE recently bought
your August edition and
when my mum brought it
home I snatched it from her
bag and quickly set up my
Spectrum and switched on.
As my eyes whizzed through
the contents they fixed on
one particular  program,
Specvaders. Without wasting
2 nd I pressed RUN and
ed it. Would it
work? Five minutes later I
had my verdict. What a great
game; [ must write to Sinclair
Programs and tell them my
views. Congratulations to
Tim Shaw, author of Spec-
vaders.

Ian Simkins,
Stockport,
Greater Manchester.

Cricket

IN the July issue of Sinciair
Programs the program Crick-
et has a serious disadvantage.
Key 8 can only be useful on
an average of one in five balls
whereas key 5 can be useful
on average for four in five
balls, so it is policy to keep

the finger down on 5. What is
needed is a signal to tell you
when key 8 is needed. Then
when you play you have to
wait for the last possible mo-
ment before missing a key so
as not to miss the signal.
That brings an element of
skill into the game.

To equate the duration of
the signal to the choice of
skill level it is necessary to
change all the ‘ds’ in lines 12
to 17 because another vari-
able °d’ appears later in the

program.

I suggest the following
alterations:—

ds in lines' 12 to 17

changed to Is
Line 135 IF n=10 and y=16
THEN PRINT AT 13, 17;
«x PAUSE 7*(4—6)+ 10:
PRINT AT
A Ferguson,
Middlesbrough.

Worm game

IN Sinclair Programs March/
April, 1983 edition The
Worm Game says that the
best score was 150,490. I

have scored 151,105, which

would be a new record and I

completed stage 7 successful-
ly.

Stephen Harris,

Chilwell,

Nottingham.

.
Labyrinth

I AM WRITING to inform
you of a few errors in the
program Labyrinth listed in
the August edition of Sinclair
Programs. On running the
program it is seen that when
looking west or south a mir-
ror image of the correct view
of the image is seen — i.e.,
the left-hand side of the
image appears on the right
and vice versa. That is cor-
rected by altering the follow-
ing lines from:

560 IF a(x+d,y-1)= THEN
GO SUB (i*10)+2110:

GO TO 580
580 IF  a(x+dy+1)=1
THEN GO SUB
(i*10)+2110:
GO TO 600

830 IF a(x-L,y+d)=1 THEN
GO SUB (i*10)+2060:

GO TO 850
850 IF a (x+ly+d)=1
THEN GO SUB
(i*10)+2110:
GO TO 8§70
560 IF a(x+dy+dl)=1

THEN GO~ SUB
(i*10)+2060: GO TO 580

580 IF  a(x+dy-dl)=1
THEN GO SUB
(i*10)+2110: GO TO 600

830 IF a(x-dly+d)=1
THEN GO SR

(i*10)+2060: GO TO 850
850 IF a(x+dl,y+d)=1
THEN GO — SUB
(i*10)+2110: GO TO 870
I should also like to know
if you pay anything in addi-
tion to the £10 paid for the
copyright of programs pub-
lished in the magazine.
D C Hill,
Stourbridge,
W. Midlands.

® Thank you for your im-
provements to Labyrinth. On
the question of payment the
only extra amount we pay is
the £20 for Program of the
Month.

ERRORS AND
MISHAPS

TEIE END of line 700 was omit-
ted from Invaders—August,
page 8. It should have read:
700 PRINT AT 4,0; “32*sp)”

Labyrinth—August, page 30—was
labelled wrongly as a 16K Spectrum
program. It uses over 12K and is only
suitable for the 48K machine. On the
48K machine the “£” signs in lines
1100, 1110 and 4050 should be altered
to the hash sign “ #*.

Poker-August, page 35— was diffi-
cult to read in places.

SINCLAIR PROGRAMS  Ocraber 1983

Lines 3000 to 3045 read:
3000 DIM n(13): DIM e(4): DIM r(9):
LET r(l)=—1: LET s=0
3002 FOR TO 5: LET
n(v(i))=n(v(i))+1: LET
e(t(i)=e(r())+1: NEXT i
3005 FOR i=1 TO 13
3010 IF n(i)=2 THEN LET
r(1)=r(1)+1
3020 IF n(1)=3 THEN LET r(2)=1
3025 IF n(i)=4 THEN LET r(6)=1
3030 NEXT i

3040 FOR i=1 TO 13

3045 IF n(i)< > 1 THEN GOTO 3060
Lines 1704 to 2502 read

1704 NEXT m: GOSUB 1050

1705 NEXT i: RETURN

2000 DIM j(5): LET 1=1

2001 RETURN

2500 FOR i=1 TO 5: IF j(i)=0 THEN

GOTO 2502

2501 LET f=7: LET p=3*-2: LET -

x=i—1: GOSUB 500: GOSUB 559

2502 NEXT i



16 60 SUE
25 DEF FH @
PEEK 23674

felc] FFT £5=@: LET
4 PAPER €: IHEK
Rty

58 LET £=@a:
LET b&i6: LE
ET m=%: LET
IM 2C3S 0 DM a0 35

&l LET £=IHT (RH
IHT (RHD*1634+3: |LE
PR

78 IF SCREEHS Cd
GO TO 68

@0 IF SCREENS o,
M GU TO £

9 IF SUREEHS ot
HEM 0 TO ¢
166 IF 5
N GO TO &4

119 IF SCREEME ¢ of
HEH GO TO &4

1268 PRIMNT AT diei
AT d+l,e; 1HEK R
JAT d+Z, 2 IHE RMD
FH

Mg ol

168 PRINT AT d,r:»,; 1

P UGAT e
176 PRINT AT 8,17
KEY FLASH ‘@
160 PRINT AT 2,0,
4333433833333338333.

GO T

16866

cE="H
10 HORD

[ERE
i c*“IH1

2

(s e

+2, 2

L e

IHE R
RLokd ;e
ko "

"iAT d+l,e
“r RETUR
i FLASH 1 "SHF

=

198 FOR n=3 TU 26

i IHK RMDES; "' AT

L.

"SAT 1,113 INK 13 "TIME:
B et

i IHK 2izs;

248 LFT Zadls TE

T AT =
m=m+ 1 :‘Nl I ome
258 LET FH @l b

it = THE:H

2 B, Al

T h=a% PRINT

286 IF THKEYS=""
B LET afi=THKE'YS
O am< T AHD A%
mOTHEM LET as=h

A Oy I

PEIHT AT n.k
31" =K

HI‘

zom THEH PRIH
el

PRINT AT 1,16
L0 7O e

LRE RHCEA: £
AT G20 HC

THEH LET k%—a%

e lc ) If: a%="5" THEN LET b=h-1- L

El =g
316-IF ak="c" THE
Bl =3

HEEET a=adty: L

9333222323322
] T e e T ik

226 TF as="7" "THENCLET a=a=1: &
[ =i

A2AIF A% B" THEN LET: b=lkasl « L
ET c=0

4@ LET =z
AR T
0 7O 4688
FE[ IF G
L TO 7ag
ATA TF RHDE U8 THEW GO SUE 166¢
S0 SUE G668
ERTMT
0 T

3 =T alzi=k
i Cash =" THEH

B Caybadxt " THEM

Ak CHRES ¢ 145+

.; CHRSE A%+

A, ks CH
FOR n=@ T 268 HEMT
1240
S0 FOR s Be T o R B oy
Pt ss HEST 0

|'7T"1HT HT 2.8 FLASH i: IHK

THEH PRINT FFT 3,8
REMY LET a=

].TPJT InrJu*:, WO A o
LEHM c%>7 THEHW GO TO 6
@ THPUT "AMOTHER G0 $":d%: IF
YUOOR dEat THEM GO TO 48
STUP
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the screen. Running over a num-  playing area.

VM{IOUS NUMBERS appear on  over your tail or hit the edges of the

ber will add it to your score. Your As the game progresses your snake

brightly-coloured snake is controlled becomes longer, making your path more

with the usual cursor keys. Do not run  circuitous.

Snake was written for the 16K Spec-
trum by John Williamson of Moreton
Morrell, Warwickshire.

TG PRIMT AT
Tia FO

don), have to bit
s o 1nckeEs,

Fuz amount o
Plaved in £tk

2 Snake which 4

Eh the cursor k
=lowly Qrow

er. !

1 kew " FA

LET d=7: LET f=2:

THT AT 6,0 %8,
4 HEMT n

« A3
T3 272

OR n=F T

m
A PRISE 1606H

AT

FOR £=a TO 7
CHRSE Cni+f,ac:
T

Pa:"
1 ks ¢
Fladed on the secreen i

LS STERS =3 HEER
n+3E . PRINT AT d+l.e+tiin: H

FiR w7 TC 210 PRINT AT w8

g [l e T o
e, oML

tlhiz time 4o
larger scove
kign acore w

Cay mite doue
‘e then the 23

o0 T 26

FUR n=144 TO 143:
FEORENISR

) 3

S183,189,
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BROCKLESS of Rushall,
M Wiltshire responded to our re-

quest for more machine code
programs with this Frogger program
for the 16K ZX-81. The rules are as
normal; move your frog with the cursor
keys, around the lorries, on to the logs
and into a frog home at the top of the
screen. Machine code controls the
movement of the lorries and logs, mak-
ing them substantially faster than in a
Basic program.

Line 1 should conrain 79 zeros and
line 2 should contain 29. Start the
program by entering RUN 2000 to
transfer the machine code from lines
2000 onwards into lines one and two.

[5) 1 REM HBE008BBELYLVLEbYYEEYY
i HEE

BUAEEBBANNEHALEEIIGE
2 REM HROOOOOHEG6000000H0G660
5]

i L6999
S LET C=A
97 LET L=B

T " 3+ LHKEY
5 34 =2 2+ 2KCCAmE I~C A=A )
5 LET A=F~2%( INKEY$="7" ~( IN

S="E " IHCA=ZG D)
9 IF B<@8 OR B>31 THEN CUTO 33

150 LOSUE Z28¥A+17T0
1e5 T 9@
@ IF P<MCODE "<C1x3" THEN GOTO

1
2939
4 LOTO SO0

GDE "¢
7 THEN GOTO

We gy

S0 LET L&="(5Kizp 14 4¥1sp 11K

d¥1sp
o

518 1F F=3 THEW PRINT AT 0,0;L8%
520 PRINT AT 1,006 "C3kah 4%1>

1% 4Xisp 1k 4kisp 1K EX13P

2D G Fkoh Akid 2¥ah:3Ki> S
¥ah " 0 2¥gh 2¥%14 (dkah 41 E
Xah 414 3ROk BRI 31 CH; " oh
k1> SHGh K 3 DKGh TR

530 PRINT C#;"1rizziziaaniiiiis

1i1111311111111" ;6%

944 PRINT "
Zk1sp

(96 2K12P )

C(2%3a 9cd ) <3

556 PRINT
32 d « 2D "B
%) "C22¥L "

=3 THEM PRINT C&;'"<3%sh
ah arel 3¥eh ilevel(5¥g
"¢ Sah I3 10%9h B¢ TRah 1107

0%

584
646 REM

€16 LET FH
€26 PRI
625 LET 5=S+16
G PRINT A

1F FH¢
FOR T

T0 64
IF HUT USR 16!

THEH HEXT

PRINT AT @.0:L%
T Lel+

556 L

BEB PRINT AT 22,24l
70 LET FH=0

98 GOTL 86
396 1F B>31
995 IF A<H

THEN LET B
THEH LET R=@

1690 IF INKEYS<>"" THEN GOTU 180

a

1091 PRINT AT A.B; "CixY";:AT A.B;
gyl

3 IHKEY®="" THEN GOTO 1@a1
HOT A THEM PRINT AT A.B;

1925 GOSUB S04
14

8 PRINT AT 22,%:F:AT 22,16:5)
22,24;L

1840 IF F THEN GOTU 88

1654 FRINT AT 23, 1Z2;"GAMEC( ohYUVE

ZHACAB1923PEFSDELFZ
177BD2EERLS1 163000
91 184GABEA2C082401 1EPGH0

PRINT "ML

i

CODE FINISHE

TOF

49 PUKE A, 16¥CODE AS+CODE A®2
476

216

21085 LET AS=A%3 TO
2118 RETURN

10
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IWEDELIAI

1 LET =r=&- LET hi=g: GO SUB
1Mua- CLf
L T hi=zc
LET a=B @+ LET 1@="
LET 1=3 31 LET wu=

RAMDOMTZE
PLOT 8,8 DRAW 175,88 DRAM
2B URAW B,-179
PRINT AT

PRINT AT a:1
13333saa"

50 FOR a=9 TOW 12

INK 3
NEMT 2

“a2z333aa

ire

&8 FOR
1; INK

3T0

NEXT 2
78 LET Point==1000
LET w=18: LET xi=INT

LET 4i=INT ¢RHD®Z
B8O PRINT AT 4.»
* LET oy=yy
F’EIHT HY |.7" -
CR

2 lF \l"i TH
33 FLASH 1:
HLF!“T

57
F e THEN LET

INE 23

v PRINT AT a.
21333aassssaszasiinas’

LET x=1@
CRND¥3 51

LET ox=xx
iPoints
AT 5

EM F‘RlHT AT
PAPER €;"

SINCLAIR PROGRAMS  Ocrober 1983

’\IEW ATOMIC power gener-
atur being tested has suddenly
gone critical and started to
Overload. The only way to stop it
exploding is to catch the radicactive
isotopes in a lead container. If you
touch the highly-radioactive lining of
the reactor your lead container will melt
and one of your three lives will be lost.
You gain 1,000 points for each isotope
you catch but lose 10 for each square of
the lining the isotope melts.
The game was written for the 16K
and 48K Spectrum by Daniel Negus of
Rednal, Birmingham.



44 IF xx>20 THEN LET x»=20
9% IF
GE TF ue
7 1F
T 180
98 IF

G

orR
&y,
"1 PRINT AT ww,xx) FLASH 1)
LET 1=1-{: FOR 3=28 TO -28
STEF -2+ BEEP .G5,2' NEMT a- IF
1= THEN FOR a=-13 TO 28' BEEP .
@5,a° NEMT a: PRINT £1;"PRESS AN
¥ KEY TO PLAY AGAIN..."' PAUSE B

CLs GO TO 2

39 PRINT AT o4.ox
198 IF SCREEN® Cy,x)<{3" " THEN
LET Points=pPoints-10' BEEP .B5,1
A Lo TO Sen

105 IF x1=@ AND 4i=G THEM LET x
1=IHT (RHD¥3>-1: LET wi=INT (RND

3

SCREENS Cyy,wxd{>" "
Pei=1 THEN LET poi=8°+ PRIMT AT

*30-1
106 IF e<>@ THEN LET Points=poi
a

4=fs THEN LET el
LET x=lq-
i"PTS @

167 IF eo1
T Points— 1060
3: PRINT AT 1,2

LTHEHN LET x=1° LET d

IF x>=20 THEN LET

TF 4Z=1{ THEN LET 4=1

LEF d

IF 4>=20 THEN LET y=20' LET

"IAT Wik

PRINT AT ww,¥xi
ot

x=xx THEN BEEP
c+pointz: PRINT A
T 4, 1" LO TO 7O

120 FOR a=1 TO %+ NEW

136 GO TO B9

580 IF xi=—1 AND RHD>.S THEN LE
T s1=x1+C [NT CRHD¥Z)+1) GO TO §

201
518 IF ~i=1 AMD RND>.5 THEN LET
Hi=wi~C INT (RHD%Z)+13: GO TO 52
a

515 LET mi=1

520 IF wim—1 AND RND>.S THEMN LE

T wi=w i+ INT CRNDX23+1 3+
46

GO TO S

539 IF wi=1 AND RND>.5 THEN LET

wimyi=C INT CRHD%¥23+1 3!
a

935 LET 9i=1
548 GO TO 185

GO TO S4

1388 REM Instructions & UDG’s

1265 FOR a~USR
READ d* POKE a,d: NEXT a

“ATTO LSRR MCN4T

1610 PLOT @.8° DRAM 2%5,8° DRAW

A, 175 DRAW -255,5° DRAL @,-17%
1626 PRINT AT 8,08; INVERSE 1;" A
TOMIC OVERLOAD @ 1983 "
1838 PRINT AT 2,0 OYER 1" A
new atomic Power deneritor bein
@ tested haz suddenld done crit
ical and 1 skarkting to over
Load. "
1848 PRINT AT 7.0 OVER 1;" Th
e only way o Prevent the  gene
rator from exploding to o
ateh the radioactive 1zt
fPeS moving wlat 1w the
rator,The lining of the
reactor was designed to Frav
ent the izofobe from bres
bing aut of the reactor but
only slowed hu t
ran eat thra
£
165G INPUT "*: PRINT £1:"PRESS R

HY FEY TO CONTTHE

116G IF IMKEYS#="" THEN GO TO 1@

(:]
1679 BEEP .%,14: BEEP ,5,20

1666 FOR a=2 TO 26° PRINT AT a.i

"o MEXT a

16998 PRINT AT 2,08, OVER 1"
catch the 1sotoPe a lesd
ainer muzt be maneuvered

e it"

1168 PRINT AT £,6; OVER 1;"

u must avoid the lining of

reactor as 1t 18 hishly

To
cont
abowv

cactive and if You move the
lead container onto the lini
na the container will melt and
you will lese one of wour thre
e Lives. "
111l PRINT AT 1.0 10 G
#R ot are awarded for each  iso
toPe wou catch but th red
uced by 10 for ook of
Tiair® fhe 1cotoPe melts, "
43 PRINT AT 17,8 OVER 11"
the 1808 pte ape redo o zer
& uou lace 1 P
et Pts
will elroP rapidly.
1130 IF THKEYS="" THEM (60 Tr 1
1146 BEEP ,5.10: BEEP ,5,208
LIS |

1158 FOR a=2 TO 28° PRINT AT
"

eORENT o
1178 PRINT AT 2,1 INVERSE 1)"CO
NTROLS"

PRINT AT 4,68 OVER 1:" M -
RIGHT. s -
moue LEFT. B
mave LP. s
& DUMH, "
PRINT AT 9,8; OVER 1;" Ta
e diagomaly press the corre
onding kews st the zame Fkime
teq To 9o towsrds the TOP RIGH
‘¥4 and ‘P simu

14
1196 PRINT AT 15.0; 0

LHK 2"k
actor linin®

e

HoONIE S
THEEYG="

1260 1F

a

1210 FOR 2=
ia B

THEM GU TO 129

10 STER 2
A-10" HE

A TO FEE

e
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PN AT

HRFF TYPES of alien appear
cn your screen—a large ship, an
orbiting alien and a descending
alien. Move your laser base left with 5
and right with 8. Fire with 1. You gain
50 points for every orbiting alien de-
stroyed, 100 points for every descend-
ing alien destroyed, and you lose 50
points for every descending alien which

reaches the ground. Each time the
orbiting alien succeeds in cro%smg the
screen it will begin again, slightly
lower.

Once it is three-quarters of the way
down the screen you will run out of
time. The game will also end if a
descending alien lands on your base.

The ship can be hit only when an

asterisk appears in the top lefi-hand
corner of the screen. That means that
your super laser is ready for its one shot
of the game. The ship can be destroyed
only by hitting the graphic A beneath it
by pressing 0.

Phoenix Attack was written for the
16K ZX-81 by S McQuillan of Belfast,
whose highest score so far is 12,200.

1 GOTO S

2 SAVE “PHUEM1¥ ATTACK"
S LOsSLB 25688

LET H
LET S
LET Lw
LET &
LET
48 LET

T8 =
- TERN]

o
&
o
2

ol 12

S5 PRINT AT F.@;"(32kisp )"

66 HEXT F

78 PRINT "C4¥isp 24%99:4Ki3p 3"

©@ PRINT " 12P:2¥93'29%6h: 24se
12p 2"

2@ PRINT AT ©,10; "< 11%97 2"

91 PRINT AT 1,8:"¢813 000 0
U0 csg

92 PRINT AT 2,8;"C1sp:S%eq gk’
a7 5w 1 5%sw "

168 LET Y=INT (RHDA2T7)+2

119 LET ¥=5

152 PRINT AT 15.B;"Cispial 9r:1

174 PRINT AT X,Y¥i"C(9y 9t d"
1688 PRINT AT X.¥;"(2¥isPO"

6 LET B*B+<INKEY$‘"8“ fND B<2
INKEYS="35" AND B
=19 IF IHKEYS="1" THEN GOsSUE 13

a1
220 LET H=ix+1
230 IF X=19 THEN

GOUTO 2684

78 PRINT AT L,T;"Cisp r@l1@2)"
268 LET T=T+1

298 IF T=27 THEM GOSUB 288

568 IF Y¥<17 THEMN PRINT AT 3,1%;
g gy

310 IF INKEY®="8" THEN COSUB 18
i

328 IF ¥>=17 THEN PRINT AT 3.1%5
PG 18P M

156 1IF SC=10908 OR SC=1050 THEN
LET S=8+1

455 IF S=1 THEM PRINT AT @.@;"

468 IF ¥=1g AND (B+l=Y OR B+l=Y
+1 OR B+2=Y) THEW GOTQ 3080

36 LOTO 158

9@l PRINT RT L. T;"(3%isk "
918 LET T=1

924 LET L=L+2

938 IF L=15 THEN GOTO 36068
358 RETURN
1849 REM shoot at mother szhiP
1693 IF S5<1 THEN RETURN
1985 LET M=18
18109 LET N=B+1
1826 PRINT AT @.8;"Cisp 3"
1938 LET S=-380
1850 PRINT AT M.N; "(95
1695 PRINT AT M H;“CispP

LET H=t-3
IF M=3 AND Y>=17

1674
LGB THEN RETUR

M
1195 IF M=3 AND Y417 AND N<MS T

HEM RETURH

1168 IF M=3 AND N=15 AND Y<17 TH
LN GOTO 40885

1208 GUTO 1656

1568 REM fire

1510 LET M=18

1528 LET HN=B+1

1558 PRINT AT M.N; "(Qel"
1555 PRINT AT M.H)“Cisp2"
157@ LET M=M-1

1585 PRINT AT M,¥3"(9w:ati"

1598 PRINT AT ¥.%;"(2kisp)"

1668 IF H=Y+1 UR N=Y THEN GOTO 1
85

1614 IF M=T OR H=T+1 THEN GOTO 1
Bilslc]

1628 LET H=x+1

1638 IF #=16 AHD ¢B+1=Y OR B+i=Y

+1 OR B+2=Y) THEN GOTO 3808
1658 IF ¥=15 THEN COTO 2088
1660 IF M=5 THEN RETLRN
1759 GUTO 1958

1860 PRINT AT L.T;"S@";
kisp 3!

1gi@ LET T=1

1826 LET SC=SC+58

1899 GOTO 158
1906 PRINT AT *
Cak1sp "

1918 LET SCe=3C+100

1998 GOTO 160

2060 REM missed one

2020 LET SC=SC-50

2830 IF SC<O THEN LET SC=0
358 GOTO 180

0@ REM start

2965 FOR F=9 TO 21

2916 PRINT "<32%1sp 2"

@ NEXT

AT L. Ti"¢

¥ "100" AT Mus "

2925 PRINT AT 1.9:" Fhosnix 2
ttack “

2530 PRINT AT 2.5 ‘out of deep =
Pace falls"

2548 PRIMT AT 5.4:"the aliens wh
ich sou must"

2590 PRINT AT 7,4) "destrowry t

o destroy the!

2563 PRINT AT 9,4;"orbiting alie
newer head"!

2570 PRINT AT 11,4;"hovers the a
11en mather!

2568 PRINT AT 13,4, "shifestrod
it to end the"

2599 PRINT AT 19.4;"alien Plot

ove with keys"

2680 PRINT AT

shoot with 1

17,4;"5 and B8 and

2618 PRINT AT 20.8;"gcod luck"
2628 PRINT AT 2@,8;"(1@%1sp 3"
2630 PRINT AT 15,8:"900d luck”

2649 PRINT AT 19,8:"C18%isp 2"
2658 [F INKEYS="" THEN GLOTO 2610
2660 RETURN

3888 REM 9ame over

3818 CLS

2@28 PRINT AT 5.8,"% S CORE ¥

HI SCORE X"

2022 PRINT "fRrxrkibbekibiioRir
Ras i adl st

3825 PRINT AT 7.5:5C

4630 IF SC>=HI THEM PRINT AT 17
S5 "NEW HILH SCURE"

2045 IF SCO>=HI THEN INPUT BS
2058 [F SC>=HI THEN LET HI=

3860 PRINT AT 7,1Z2:"% ":B%: &
JHI

3880 PAUSE 288

3698 CLS

2186 PRINT AT 1,3;“WE, THE ALIEMN

S, CHALLEWCE L

R LAME, "

4110 FR NT AT 2.4:" PRI
e

TO ANOTHE

9S ANY KE

FPJNT AT 7.%:"...IF YOl DRR
IF INKEYS<>"" THEN LUTO 10
GOTO 2138

STOP

REM o her ship destroued
LET (o1

PRINT AT 9,9:"bonus’ 1000

4939 PRINT AT 11,4;"alien plot d
estroved!

483% PRINT AT 13,7:i"in this sect
or

4840 FUR F=1 TO 30

4850 LET #=IMT (RNL¥23)+6

4855 LET RA=INT (RND¥24)+8

4857 IF X323 THEW LET ¥=15
4258 IF A>24 THEH LET A=135
4860 LET Y=INT (RNDX4 3
4865 LET B=INT (RHLk4)
4074 PRINT AT Y, ¥ "(at ouw)"
4077 PRINT AT B.A;"<iap )"
4988 PRINT AT Y.A2"(9@)"
4@358 PRINT AT B,X;"(ar "
4188 NEXT F

4110 FOR F=G TO 14
4115 PRINT AT F,2;*
4117 NEXT F

C23%K18P )"

4128 PRINT AT E.%;"do wou wiszh %
o 90 £o"iAT 18,4 "another sector
I (an

4138 INPUT Z%

4135 IF 2¢="Y" THEN GOTO 42a@@
4150 CLS

41608 GOTO 3069

4268 PRINT AT B,%;"{24¥isp 3"
4265 PRINT AT 10,4, "<27%isp )"
4216 LET A=19

421% LET B=15

4220 PRINT AT 7,18) "warP drive"
4230 PRINT AT A.Bj;"(dk1sp )"
4243 LET A=H-1

4245 IF A=7 THEN GOTO 4308
4:%5@ PRINT AT A.BJ"Cal 9r)"
4264 GOTO 4230

4208 REM new sector

4318 PRINT AT A, 18, "(2%15p 19< 9
CaL Gy T Ge @l @y 2X1eP 3"

4320 LET S=0

4330 IF RND<=0.% THEN LET S=1
4356 LUTO 30
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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 mooed: 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 X ’cﬂw
yours TODAY from your newsagent, or fill =, Eaﬁs?"

in the form below and we willsend _ _ = '@57‘2.00 ice ¥

it direct to you, Sl = GoiteS L nes — ¥
— Sons 12 158%
every month. — Tncat® a5 ( e —
cc PuP prod* a card 2
a

ONCONONCOECONOEOECOECOECONCONCONC N NC

siits avo wiv - £.1,000

£2,000 TO BE WON IN
TRICKSTICK CHAMPIONSHIP (L

East London Robotics in asseciation with Sinclair Programs announces the first Trickstick contest. We are looking for
the person who can achieve the highest scores with the new joystick system. The people to achieve the 32 highest
scores will take part in the finals in February.

Prizes: 1s5t—£1,000 TR T I R
2Ind—E500 Please send full details of the Trickstick championship to
Twa runners up £250 o
For full details fill in the coupon and send it to East London Robotics, No
11 Gate, Royal Albert Dack, Landon E16. Address

controlled by the Kempston joystick. As well as direction the player has
control over the speed of movement and turn. Up to eight people can
play st once. The first contest will be played as singles but future
championships will include team events.

(RCOECECOECEOECOECOECNCONCECOEC NN

Post this coupon to East London Robotics, No. 11 Gate,
Royal Albert Dock, London E16.

1
I
]
]
1
The Trickstick is compatible with any software that can be :
1
I
(]
]
I
L

EONNE EEOECECECENC]N
COECOECONCNCNCONC NN NCN

G






S RINGS
STICKS

You know what it's like when there's someone dosing in fast and your
Joystick won't do what your brain wants it to.

It won't let you loop or curve the way you'd like, or arc and spin at the speed
you want.

You can't get away quick enough, so what happens? ZAP!

With its revolutionary light sensitive controls and own interface, the Trickstick
lets you go where you want, at the speed you want.
Mot just up and down or side to side, but round and round in any sized curve
orloop you need to build up really big scores,
And the Trickstick is easy to use. All you do is pass your thumb or fingers
over the controls and your craft responds.
Immediately.
And because the only moving parts are the firing buttons, the new Trickstick
will last far longer than old fashioned joysticks.
Best of all, for £28.00 (+ postage), you get a Trickstick, a spedial training
program and a chance to enter The Mational Trickstick Championships.
Up to eight people can play simultaneously.
For the very first time, you can now play with up to seven of your mates.
With our specially written game, you can either play against the computer,
against one friend, in teams of two or three or however you want.
Just by plugding in extra interfaces to each

other, up to eight of you can loop the loop and battle it out. All at the same time.
So if you thought computer games were already exciting, walt until you get
your hands on a Trickstick.

Revolutionary new software.

Developed especially for use with the Sindclair ZX Spectrum and fully
compatible with standard Kempston software, the Trickstick makes your existing
software even more fun. :

But because it's so revolutionary, it's actually made possible a whole new
generation of software. !

The first of this new generation is Attaktics, a brand new game which really
brings out the full potential of the Trickstick and is available for only £7.50 when
you buy your Trickstick.

So fill in the coupon now. And start running rings around your mates before
they start running rings around you.

Pemmmm Je— Prmms pe—— B
Please send me (state number required) -—
Trickstick/s with training cassette at £28 each £ [ latakticsat£7.50
(with each Trickstick) £ | Attaktics at £10.00 (without Trickstick) £,
Postaae 65p.1en Cheque/F.O _ made payable to East London Robof

MyAr_cessg Visa e s
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48K SPHCTRUM ONLY £4.95

Your spageship must survive by,
destroying asteroids that plum|
. through space at you. Your aim is
to shattgrand re-shatter the
cosmic ris, while destr
ittlé flying saucers.

48K SPECTRUM ONLY £5.95 -
The real 3-D tank battle game. You
must travel across the flat plains
and battle with the enemy 3-D
tanks, supertanks and flying
saucers. Includes a battle readout

and radar above youg sights. Full.
3-D explosion, burning, firing and

moving effects.

1.EI§I54BK ZX/Spectrum
16K 2X81 £3.95

You are doomed to roam
through the haunted maze
until you are eaten alive by

the ravenous ghost. Similar

to the classic arcade game.

”’,-" i
~ »

16K/48K Spectrum £4,95
16K ZX81 £3.95

This full colour, hi-resolution
(Spec) machine code
program is as exciting as the
classic arcade game. There
are nine levels of play in
which you must defend
yourself against invisible
Galaxian fighters which
swoop down to bomb you.

All the these games are
written in machine code —to

= ‘bring you the best quality in

SINCLAIR GAMES
Artic Computing Lid,
Main Street, Brandesburton,
Driffield YO25 8RG

esand P.O.'s made payable to Artic Computing Ltd.”
ealer enguiries welcome. Please state whether your

orderis for ZX81 or SPECTRUM.
Access and Barclaycard welcome.

I—Séqﬂ_S.A.E. {99 6in) for FREE catalogue of ourwide range of prograﬂ

16K/48K Spectrum £4.95
Fight the invaders as they
drop, line by line, to
eventually land and destroy
you. This classic arcade
game includes nine levels
and four variations of play:

WARNING: These programs are sold according 10.ARTIC COMPUTING
LTD's terms of trade ond EohdimonsobsalerCopies of which
are availabe on request

16K/48K Spectrum £4.95
16K ZX81 £3.95 :
Inthis high speed arcade
game, you must blast
through the alien’s force
_ field avoiding the fighters
and bombers to destroy the
Mother ship.

—

— e m— e S —

To: Artic Computing Ltd, Main Street
Brandesburton, Driffield YO25 8RG

Please supply__

“Cheque for total amount enclosed £
*Access/Barclaycard No.

R [ T T | [ ] | T T
| I | L] | S| B ¢ |

Name
Address

*Diaaca Adaolata ar ceamnloate se aren s e




ET S=HOT PI
NT "SCORE";AT WAL "2",VA
1 3" TAB NOT PI;"(9u:3x
P '94)" ; TRE NOT PI.;"<2%92
at AR VAL "1";"(a

PAL
% AT WOT PL,VAL "6"i8
76 LET T=HOT PI
169 PRINT AT 5.B5" "
1rF 7 THEN LOTO 380
+1

LE X
IF INKEY®="7" THEN GO%UB 26

144 PRINT AT S.B AT S5.%:" 0

IF ¥=3@ THEN PRINT AT 5.31;

THEN LET X=5
1 THEN STOP
oT il
PRINT AT 4.B;"A"
LET B=B-1
2 PRINT AT 4.B+1;" "

3 RET

3 LET S= AL "49"-T
PRINT AT S, M+13" "
320 LOTO VAL “agr

“ -7'0UR AIM is to reach the box
beside Kong the gorilla as many
times as possible, as fast as poss-

ible, to gain points. You do so by

skipping along with the help of key 7.

Kong resents that, though, and tries to

kill you by rolling barrels at you which

you must leap or die.

Kong Leap was written for the 1K

ZX-81 by S Lancaster of Newcastle,

Staffs.

LLEAR
=8 DATA
S, 181, 25,
B8 FOR f
48 REARL
56 HEXT

el 1]

8,88, 6,32, 197, 6,24,
5,251,195, 16, 245, 2081
500 10 32516

¢ POKE f.n

SINCLAIR PROGRAMS  COrcraber 1983

3=

." o

LACING this routine at the be-
P ginning of your 48K Spectrum

programs will allow you to
change the ink and paper colour and the
bright and flash mode without the usual
CLS command. Select the colours you
require by POKEing 32509 the ATTR
number you require. Thus to call-up
yellow letters on a red background enter
POKE 32509, 85: RANDOMISE USR
32500.

For readers not familiar with ATTR
an explanation can be found on page
219 of the Spectrum manual.

Written by C ] Barnatt of Fernhill
Heath, Worcester.

EGII'"‘E'l <



PATCH OF fertile ground ap-
pears. at the bottom of the
screen. Your seeds go flying

across the top of the screen. Pres:
sow one. Your aim is to sow as many
seeds as possible. If a seed falls where a
flower has already grown it will kill the
flower which will wither away to be-
come soil again.

Sow Sow was written for the 1K ZX-
81 by David Knight of Newcastle-un-
der-Lyme Staffordshire.

fgpatul S F i

'PRESS N-L TO START®
L naE4n

18 DIM AcVAL "z
20 PRINT AT 4

B FUR F

o
T AT F=F.F=F;"SEEDS LEF
a}

FOR
£l PRINT AT O, R CHRS 199

7 IF INKEY$="3S" THEN GOTO 158
23 PRINT AT 0,R;CHRS 8

R=1 TO 20

98 MEXT R

186 NEXT F

116 PRINT AT VAL "16", VAL
YOURE ALL SUWN LP"

126 570
158 IF ACRI=YAL “1" THEN LOTO ¥
AL m2agy

166 PRINT AT VAL
170 LET ACRI=F+F
188 PRINT AT G,RICHRE B
196 LOTO YAL “108"
289 PRINT A
210 LET AcR
226 LOTO WA

g

"21",RiCHR® 23

21", R:CHRS 31

g

FETHAN
IMCLALR

USER"

SR 16514

HIS SHORT routine, submitted
I by D Jones of Liverpool for the
16K ZX-81, scrolls the letters or
symbols contained in the PRINT state-
ment in line 2 from the bottom to the
top of the n. Enter line one of the
first section of program and the follow-
ing POKE statements. That will then
become line one of the second section of
program.

SINCLAIR PROGRAMS  Ocrober 1983



HIS SHORT Spectrum program

I was written for very young chil-

dren to use by A Tyson of Chris-
tian Malford, Wiltshire. It should be
accompanied by this story.

When Katie’s little brother, David,
was given a magnifying glass and a
torch for his birthday he became, poten-
tially, the greatest sleuth since Sherlock
Holmes. He developed a passion for
invisible writing and codes and, when
he borrowed a Morse code buzzer, he
practised his dots and dashes as if he
had not a moment to lose. After all, one
of these days or nights, he would prob-
ably need his Morse code in a life-or-
death situation.

Of course, not everyone can appreci-
ate the dedication of our young secret
agent. On the contrary, his family were
nearly driven mad as Dai bach buzzed
away in the corner, like a little dentist
with a drill. Katie was not one to
discourage her brother but she was wise
enough to step in before her father gave
a poetic rendering of the Welsh lan-
guage. She devised this program to
satisfy everyone in the family.

GiVAIDIE

1% BORDER @* PRPER 1- INK ¥+ C
L5

Z2Y PRINT RT 1,18:"S
LS for ship

48 PRINT AT 19.6;" (193 191

T l,;

ﬁ\'f/////
’ Eh ‘

JUDGE of Mold, Clwyd has

S devised Security Devices, a ma-

chine code routine to protect sofi-

ware from unwanted users. Enter the

first section of program, RUN it, and

then enter the list of numbers one by

one, working horizontally across the
list.

Delete lines 2 to 7 and use the REM

SINCLAIR PROGRAMS Ocraber 1983

statement as the first line of your main
program.

Adding lines 9997 to 9999 at the end
of the program will mean that, once
LOADed from cassette, your program
will not RUN until your ZX-81 receives
a signal at the EAR socket. Meanwhile
the BREAK key will be disabled and
the screen display will be random.

SECURITY

DELICE

i REM AC iGZﬁﬁUBL’IBGE@UH
D14

2UHET:

IMPUT R

43 RUR

SRAVE
RFIL:

PR F-'-'HH HAME

1% 18}
254 211
48 2
21




F

G Y A
118 PRINT RT 16

15 el a

eriodic Tatle, Tl al
= 1nstructions th 45
"the program to tell H 15
£ 1t AT 17.5;
I"PL)J AHY VZ'\‘ TU £ FILIGE

PRINT #71
p_wm.

am thel
"IV‘ number by tr ne
WO ﬂl.ll Qet Nm: Part
a1

Do
capital  let
cach HAME

FOR b=1

Iﬂlﬁ IHVHT WT
43

< PRINT **" [Ele
ambo | 2 A

e
number -
277" Humier
oo Vg
Number
1118 PRINT **
Nz"

electons
Another e

IHHEYS="4" THEM CO TO 16

11 36 IF INKEYS- THEN £0 To 12
4
1146 GO TO 14

PRINT 774

¢
B kol i
= ENTER®, "

lement
d up ome by one.

2 a2 question Pr

2630 LET rnoINT CRMUEAd 47 © REST
- 4998+rnk2: READ oF,s%.3 PRI
TIIET Y Sumbal -

THEN LO SUB 2306

2045 GO SUB 2319

8 PRINT 77" ﬂ*‘r-m\r mm\h

IF q%~<TRS a THEN L
GO TO 267G

2188 PRINT *'"
2116 IF INKEYS$="y

2120 IF INKEYS="n" THEM CO TO

Lo TO 2114

INPUT 9%+ PRINT " ";4%;: RE
PRINT * RIGHT"
TEP S° BEEP .@5,1-

R 1-1 To
HE®T 1

PRINT " WRONGY;
TLRN

3000 CLS PRINT */" Y¥ou now Ge
t each element put on the scree
n one by one."’" How ente the

atomic number
£t oand finzh at."

4ou wizh bo zkae

2019 INPUT "Start IF =t<41
THEN £O TO "lilG
3@12 IMPUT "Fainish ";f1: IF £i31

THEN GO TO 3812
4@14 IF sk>f1 THEN lfJ T

element.,
au want

1t o chanae O»hp eleme

THEN LET de=0

GO TO 3050

3048 IF INKEYS THEN IHFUT "0

elay time Clower=fasterd "ide' L

ET demde+1' GO TO 3058

3049 GO TO 3920

3350 FOR bmst TO f:

READ J%

BEEP T0%.20 PRINT ‘iv

=~ "9’ Sumhol:~ "js%

Atomic vumber - ";B’’" Mazs

RESTORE 492

number -

3988

PRUSE de: HEMT b

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

S DATA

DATA
DATA

2 DATA

DATA
DATA
DATA

DATA

2 UATA

DRTA

5 DATA

DATA
DATA
DATA
CATA

5 DATA

DATA
DATA
DATA
DATA
DATA
DATA
DRTA
DATA
DATA
CATA
DATA
CATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATH
DATA

DATA *

DATA
DATA
DATA
DATA
DATA

5 DATA

DATA
DATA
LATA

DATA
DATA

DATAR
DATA
DATA

h“u}

) 1"b‘ ‘" Number of electons: -

PN Number of praton
umber of neotons

GO TO 1

"Hydrogen",
“He L yum" , "He', 4
“Lithium", "Li",7

“Blery 1 Lium"
"Baran, "B, 11

"Magnesium',
“Aluminium!
Si1licon", "S1
"PhosPhorus",

"
S talt, 40
S Ect, 45
Titanium', "T1", 48
“Wanczum', T, Y
“Chromium', "Cr,
"Manaanese', "Mn",
"Iron", "Fe', 56
"Cobal
"Hickel
"CoPPer"
Zinc"
"GalTaum, "Gat, 7

"Germanium", "Ge", 73
"Arenic","As", 7
"Selentum
"Bromine", "Br

"KruPton", "Kr", a4

“Rubidium”
"Strontium"
YEEr iU
"2irconi

"Techrtium"
"Ruthrnium"
"RP\DG!"M"
"Palladium"
51 lver" H'ZA
F_J.dmlum'
“Tncdium","In", 115
“Tinh, fEnt, 119
"Ank Lmeny "
“Telluriu
"lodine" .

"Cerium', "Ce", 140
"Praseodymium”, "P

22
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HRISTOPHER EDE of Grims-
‘ by, South Humberside wrote

Periodic Table for Spectrum
owners who are studying chemistry.
The program will print on-screen the
entire periodic table, or a selected part
of it. Each element is shown, together
with its symbol, its mass numbers and
the appropriate number of protons,
neutrons and electrons.

The advantage the program has over a
table in a book is that it will also test
you on the entire periodic table or on
any part of it.

5124 DATA "EuroPium","Eu"
5126 DATA "Gadolinium", "Gd",
5128 DATA “"Terbium","Tb", 159
5138 DATA "DusProsium’,"Dv", 162
5132 DATA “"Holmium",'Ho", 16%

%134 DATA "Erbium","Er",167

5136 DATA “Thulium","Tm", 1EE
$138 DATA "Yiterbium', “Yb", 173
5140 DATA "Lutetium","Lu",175
5142 DATA "Radium'."Ra", 2
5144 DATA “Tantalum","Ta", 181
5146 DATA "Tunsskten","U", 184
5148 DATA "Rhenium",
515@ DATA "Osmium",
5182 DATA “"Iridium”,

51%4 DATA "Platinum", "Pt", 195
5156 DATA "Gold","Au",157.20
51%8 DATA "Mercurs', "Ho", 2@
5160 DATA “Thallium","T1"
3162 DATA "Lead".'"Phb
%164 DATA "Bismuth"
5166 DATA "Polanium"
%168 DATA "AStatine", "AL".Z18
5178 DATA "Radon"."Rn'" 2
5172 DATA "Francium”,"
5174 DRATA "Radium","Ra",Z2
5176 DATA "Actinium”, "Ae
5178 DATA "Thorium","Th",
51688 DATA “Praotoactinium®,"Pa",2

51682 DATA "Uranium",
5184 DATA "Heptunium",
3186 DATA £
51882 DATA s "Am", 243
5198 DATA "Curium","Cm", 245

5192 DATA "Berkelium", "Bk"

. 238
Hp",237

DATA "Californium","
DATA "Einstainium®,
“Fermium',
"Mende Lewvium', "Myt 296
"Hokelium", "No", 255
"Lawrencium', "Lw", 256
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centre court at Wimbledon and
the first player with 10 points
will be declared Grand Champion.
Move up with q, down with a, right
with p and left with o. Serving is
automatic. After w has been pressed all
future hits will bounce upwards and
after s has been pressed they will
bounce downward.
A game for the 16K or 48K Spec-
trum by M Birch of Kidderminster,
Worcestershire.

YOU FACE Mr Spec Trum on the

THEN LU Tu 221
[HEN PRINT AT b1, 1
SAT 11,5:"Point
[ sp=ep+l F
BEEP .9,

WIMEBELED

IHPUT
et INPUT “1nk colons '+ “iic: L

to I
OR f=1 TO 3¢
18° HEXT f
242 IF sp€18

16

e}
4 PAPER be: DURDER be: CLS cLs GO TO 1

k]

245 L0 TU 2098: REM sPeccy win

399 L0 TO 126

1000 REM human win

161 PRINT AT 9.0;
R =1 T & [

RO

- P PR

HT M
THPUT
THEN GO

s thig ok 7
FCODE =00

4, 24, 168,61, 82, 1
J18H,74,8B,22
2,"c",8.24 66,66, E6,66,24,8
4 FUR f=i TQ & REFAD 2% FOR
READ a' POKE USR a®+3,
9! HEXT £
P =Q

£,
o3

18 LET s

198 LET a=18: LET brl: LET c=18
LET d=38° LET lr=1' LET ud=SGLN
CINT CRHL¥33-15 LET b1~INT <RN

[RIBI+] © LET bE=1

161 IF uwd=0 THEN LET ud-i

LET hu= 1 0F kb

hea
FLASH 13
FLASH @
t 1as
IF INK

12
IF bi<i THEN LET ud=ti-

0 IF b2=38 THEN CO TU 220
D LU TO 230
162 LET hit=ud IF o=kl T
189 FOR £=0 10 31 PRINT AT @,¢ uet=INT ¢RHDFS
JMCIeTBNGAT 21, £ 00321 HEXT £ 0 TO 211

FuR 10 28° PRINT AT £,1% 2 FPRINT AT bi,
N ‘ TIMAT 11,108 “Paint to
116 FOR £=1 TU 26: PRINT AT +.4 hu+is FOR f=1 TOU 3
FUCIaS AT 1.5 099 AT £.25: " BEEP NEXT
“1952"AT £,81:C952" HEXT £ F

Go TO 1a3

IF IMKEYSES " THEN LU TO 18

RUH
REN sPeccy win
PRINT AT @2
FOR =1 TO
NEXT ¢

PRINT "(32%1

OR ¥=6 TO 14° PRINT AT 11,f:"ca3 IF hu18 THEW CL% © GO TO 1 PRINT AT 18,18 FLASH 1;:"1
T L1, F+165"¢935" HEXT F win®
PRINT AT 1,1Z:huAT 1,17:sp TO 19080 RER human win 2030 PRINT AT 21,8:"Press any ke
FRINT BT a.b b=k THEW L0 TU 246 4 for another 20"
) AT bi.b2 (1 THEW GU TU 242 2040 1F INKEY$="" THEW CO TO 264
Pl ~Ga

PRINT OVER 1GAT bl,bz)"e"
PRINT BT coci”

b1 THEN LET 1e=1: LET
BEEP .1,26: 6O TO 221

& IF IHKEYS<>"" THEN GO TO 208
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OU ARE pursued by three deter-
i mined ghosts whose single aim in
death is to catch and kill you
Move around the screen with the usual
cursor k avoiding your trail, the
walls, and splurge patches. If necessary,
use key “0™ to go into hyperspace.
Chaser was written by Andrew Dol-
lochan for the 16K ZX-81.

HE=0

20 LET

30 PRINT AT ¥, A
1 E

K
PEEK

LS =128

¥

K

45 PRINT %"
47 LET T=T+1
1F IHKEY:
EN GUSLE 9
49 1F INKEY$="

5" O IHKEYS="1"

" THEN GUSUE 60

-]
508 IF INKEY$="?" THEN GOSUB
a
68 IF INKEYS="8" THEN
<]
7B IF INKEY®="5" THEM CUSUB 58
a

73 PRINT AT
7€ PRINT AT
77 PRINT AT
51 PRINT AT
CRHD¥29+1 53¢
121 LET

122 LET

PRINT
186 PRINT
3 PREM]
PRINT
HEXT B
IF L<1
GOTO ¢

m
<
i)

LET

RETURN

LET H=¥+1

PRINT AT X-1,A:"Casp "
S+l

LET
RETURN
70680 LET 5
718 PRINT A

¥

ST PRES £
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5 LET
RETURN

LET A=f+1

PRINT AT ¥,F—1;"¢1sp 3"

+18

MR+l " isar

LET .‘C-l!-T CRND
J LET A=INT (RND¥2%
PRINT AT M.A:"
FRINT AT X.A

FOR R=G TO °©

PRINT RT M. i
FOR B=8 TO

NEXT B

PRINT AT X,A;"C1¥2*
HEXT R

8739 RETURH

188w REM GAME OVER

1919 CL%

1820 PRINT "YOUR SCORE WAS
1821 PRINT

1022 PRINT "YOU LASTED ";T;" SEC
ONDS "

1838 PRINT

1848 IF HS(S THEN LET H5=3
19%0 PRINT "THE HIGHEST SCORE
Y HS

1898 PRINT AT 15,6;"PRESS ANY KE
¥ TO PLAY"

PRINT AT 15.8;"Press any ke
Plaw"

FOR A=8 TU 2

NEXT A

IF INKEY$="" THEN COTO 1098
GOTO S

REM INSTRUCTIONS

CLS

FOR T=0 TG 19

PR1 +1%; "¥ CHASE %"
FOR N=G Tu 2

HEXT N

PRINT AT &,1%
PRINT TRE 1
NOREW DOLLOCHAN'
2046 PRINT TAE 5
P

PRIMT

PRINT

PRINT "0U ARE PURSLE
STUPID THUUGH DETERMI
0STS WHOSE SINGLE AIM IN LIF
R SHUULD I SAY DEATH IS T

H AND KILL YOU,YOU ARE M
WED TO HIT YOUR TRAIL ¢ TH
WALLE C1sP ) SPLURDGE PATL Hi- <
ah} BUT IF YOU HIT (%) THEN YOU
GAIN POINTS."

2078 PRINT

260 PRINT "KEYS USEL ARE ARRUM

KE!
"|§le PRINT "(3.6,7,
2196 PRINT "1 GR O

HYPERSPACE

2181 PRINT
2102 PRINT
F

21,0, "PRESS Y K

THEN LOTO 2110
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1 FEM “drop"

2 LU SUE Sess

3 LET pg=" O "

4 LET LET n=2: LET 1=3
LET 1=3 cs=120

S LET NT CRNC¥31)

& IF & THEN GO TO' 2+ IF #<
2 THEN GO TU 2
LET a&="c3e¥izp 2"

3 LET mw=" R "
LET a A
IHPUT "wh3® sPeed? ;=
PRINT AT 12,8; 1HK 4i9%
IF =310 THEN GO TO 10
5 PRINT AT 2 Press any ke

oLs FUR e=18 TO

ER =

LET £=INT (RHD®383
T 8,8; "SCORE="

DRUPS=" ;e

s
LIVE

LET a=n:
PRINT AT
M OEEPLANERE

]
THK B; "KKM"

B PRINT AT a.bsa%: PALUSE =
19,6; INK 4;a%
1 IF b3

THEN PRI
Tout of ' PALSE
PRINT AT
AT 1%, &

I 1Bk INK 05"
VT =1,

o
B THEN L0 TO. 16
IF b2 THEN GU

]
L0 TO 1816

LU TO 168z

PRINT AT c,otipdi TRE din®i AT
d+13% U FOR £=1 TO S0 NEX

FPRINT AT c,d*i;" "
LET

Sy

+1
ANG o=t THEM GO TO

0y

1846 IF 17 THEW LU TO 3868

1850 LET d=d+( INKEYS="8" )-C INKEY
5"y IF d»38 THEM LET d=d-1

460 IF 0 THEN LET d=d+l
ATH GO TO 1941

3@ PRINT AT L2, tim%
)

BEEF .03,

I sc

=i AMND' sc>=cs THEN LET

GO TO 426

9 REM ¥HLI

4 LET 1=1-1

IF 1=8 THEN GO TO 4889

EEEP .5,-10

B NEXT &

FRINT AT 19,

T 0,08 "SCORE="

"i1+LiAT @,

HT AT 15,16;" o

4Gl FOR @=5 TU -5 STEP 11 BEEP
aTop

@ MEMT g

= . it z=1
HEN PRINT AT
fully finms

LET cs=cs

420% LET & Lo TO 28
9660 FOR £=8 TO 7+ READ ar POKE
U ptaf, a0 HEXT ¥
RERD b- POKE
REFD ¢ POKE
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PRRACHU

S THE aircraft flies across the
A screen, jump by pressing 0.
Pressing 9 opens your parachute,
allowing you to steer with keys 5 and 8.
Your aim is to land on the randomly-
placed landing pad each time and the
later you open your parachute the more
points you gain.

"+g/c' HEXT @
3 FOR h=8 TU 7' READ d' POKE
"+, HEXT h

ATA BIN B, BIN 1166689, BIN
196A111,BIH 11111108,8IH 1111
116, BIN 11111161, BIN #0068111,BI

NG

=826 DATA BIM O,BIN @,BIN 111000

8@,BIN BE111111,BIN 01011111, BIN
10011119, 51N 11106809,8IN @

=620 UATA BIN 000811160,B8IN 61611
161.BIN G1601661,8IN BB111110,.B1
N 60A81656,BIN A06161096,BIN D@14
916, BIN 8160618

S48 DATA BIN @0111116,BIN 64111
116,BIN B1111111,BIN 11111111,B1
N G1600016,BIN B816586810,8IN 8108

50568 PRPER S: CLS
5066 RETURN

TE DROP

After you have dropped 10 times, if
your score is more than 120 and you
still have five lives remaining the game
will continue with the aircraft flying
slightly lower.

Parachute Drop was written for the
Spectrum by Andrew Burton of Work-
sop, Notts.



A

task is

SERIES of levels are connected
by ladders. On some of those
levels there are monsters. Your

to kill as many monsters as

possible, by standing next to a monster
and pressing key 0. Each time a monster
is killed a hole will appear in the floor
and if you fall into one you will be

PANIC

killed. Forethought is needed to allow

you to survive for as long as possible.
Panic was written for the 16K ZX-

81 by S Miller of Bideford East, Devon,

1 GOSUE 380y

18 LET S=8

11 LET K=@

i@l CLS

181 PRINT "Ci1sp d)scored 18X%isp 200
BUEXLaP I8l EXisP )"

11@ PRINT

120 PRINT

138 PRINT

168 PRINT "C9f '99)H(9f 199 9f 23
19f 99 0f 99 9f 991 9f  990H (93 of
199:9f 19991 199 19f 199 9f 199 131 '3
g1 af JHCaf "

178 PRINT " H H
168 PRINT : H H
196 PRINT " H H

m
218 PRINT "(@9'9f 99:9f 9397 @

9 9F 1 9QIH( 391 9F 195 9F 9w Gf 19319
£10919f 99 9F H(SF 99 '3F 9997 '@
aaf 99:af )"

220 PRINT " H
233 PRINT " H
He
248 PRINT * H
H"

268 PRINT “(9f'99)H(9¢ 29:9f a3
1af 290 af 29 af 1 ee:af BT ag
Af '99:9f ' 99:9f 99 9 93 91929

frag H{g9>"

272 PRINT " H H
2809 FRINT Lot H

293 FF’[NT ! H

ELEH PR:Im Y99 af 99 af 29 af 8a
&6 100 AR GG A8 1 a0 Gf 1 Ga A 1aa
£ 'Q'B 9f +199:9f 99 :9f 99 af 129 :9f
@9 af )"

il” PRINT

dpanied L2¥a

340 FRINT
390 PRINT

“(3¥ge )"
" ER%kga "
A=1%

B=11

D=1

C=0

E=3

Caimtt "
Dl=" (i
Efmtey St
440 LET F&=" ¢1">
458 LET G$=" it

508 PRINT AT 3,E;D$:AT ?,E+14,E

378
JHa
359
480
481
418
420
430

LET
LET
LET
LET
LET
LET
LET
LET

SiAT L1,E+7;F8iAT 15,E)C%AT 15,
E+id4,G8

510 LET E=E+D

548 PRINT AT A.E;

556 LET As=CHRE FEEK <(PEEK 1633

E+236XPEEK 1639

552 PRINT AT A+1.B;
554 LET z&=CHR$ PEEK (FEEK 1£39
B+Z0EXPEENR

" THEN GOSUB 34

A=A+ INKEYS="6" [ND Z%=

586
"H" )=¢ IHKEY$="7" AND fA%="H")

LET

-'J‘-)@ IF INKEYS$<>"®" THEMN LOTU 98
ﬂl PRINT AT A, B+1

992 LET Y#=CHR® PI;EK £ PEEK
B+296XPEEK 16£399)

333 PRINT AT RA,B-1,

594 LET Y#=CHR® PEEK (PEEK 167
B+2SEXPEEK 16 )

1639

608 FOR N=1 TO 5

618 PRINT AT A, B;"A"iAT A.B+1;"
()" AT AL B+ AT ALBELs "
";AT A.Bs"

628 NEXMT H

£21 FOR H=1 TO) 5
622 PRINT AT A.B:"A"iAT A.
COEX AT ALB-1i"Caw 2" iAT A, Ev\~
“;RT A,B:" ¥
623 NEXT M
988 IF A=3 AND B+1i=E
B-1=E THEN LET D%
7 OAND B+ 14 OR
THEMN LET ES=" b
AND B+1=E
AND E-1=E+7 THEN LI
904 1F A=15 AND B+i=k
HO B- THEH LET Cs:
985 IF A=15 AND B+1
S AND B-1=E+14 THEHM L

OR A=3 ANL

14 OR A=1
= "

9036 1F A=32 AND B+1=E THEN PRINT
AT A+1,B+1: ¢ 2 AT A+8, 841"

987 IF A=32 AND B=1=E THEN PRINT
AT A+1,B=1;"Ci"3"AT A+, B-13"

988 IF A=7 AND B+1=E+14 THEN PR
INT AT A+L,B+1,"C1" Y AT A+L,B+1

389 IF A=7 AND B-1=E+14 THEN PR
INT AT A+L,B-1;"¢1" )" AT A+L,B-1

THEMN PR
A+1.8+1

318 IF A=11 AND B+l=E+7
INT AT Ae1,B+1; "¢ 1" 2" AT

THEN PR
A+l.8-1

928 IF A=11 AND B=I=E+7
INT AT A+1.8-1;"¢i"2"5AT

938 IF A=1S AND Béi=E+?
INT AT A+1,B+1;"¢Ci" )" AT

THEN FR
A+1,B+1

340 IF A=15 AND B=1=E+7 THEN PR
INT AT A+1,B-1;"C1" 2" AT A+L, Bt
S

941 PRINT AT 3,E;D%;AT 7,E+14;E
AT L1, E+7 F$:AT 15, EiCOIAT 1%,
E+14,0%

942 "1F Ye="C1")" OR Y&
HEN LET $=5+28
935 PRINT AT 9, 1535; "¢ 5kiep 3"

weitn T

936 IF CE=" Y ANG DE=" " AN

D Es=" " AND Fe=" Y AHD GE="
THEM GOTO LBES

5598 GOTO 580

1616 PRINT AT R.B;"a" AT R.B:"A"

1038 PRINT AT 13,12;"GAME-OVER"

1931 PRINT AT 21,9;"PRESS ANY KE

o

14932 PALUSE: 190

1943 IF INKEY®="" THEN GCOTO 1048

1059 CLS

1066 RUN

1865 PRINT AT A.B." "

16478 LET A=3

14 LET B=1

2088

. 'fl FEERRPANTC S, MILL

k "THE IDEA OF THIS LAM
5 TU MOYEAROUND C(USING CURSUR

KEYSY> RHD KILL THE MONSTERZ.

ALSO ON THE BOTTOM F
LUOR THEIR THREE MUNEY BAGS
WHICH IF COLLECTED WILL GRTHE
R POINTS. "

3083 PRINT

3604 PRINT "EVYERY TIME YOU KILL
A MONSTER IT WILL MAKE A HOLE
IF YOU FALL IN A HOLE YOU DIE"

agaS PRINT “TO KILL A MUNSTER YO

U SIMPLY PLACE YOURSELF MEXT
T A MONGTERAMD HIT IT WITH YOUR
AXE C(KEY (et

3806 PRINT

3319 PRINT

PRINT
PRINT

IF INKE'Y THEN LUTU 4021
CLS

4>J4L| RETURKN

i RETURN

SAVE "PANIc"
RUH

3@1‘4
)

28
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18,12 "REBQUND" : B

16 PRINT AT
4,15 PAUSE 1%

EEE .S,20¢ BEEP .

PRINT AT 16,5 by PHIL WILLCOX
BEEP .95,6' BEEP .0%5,4' BEEP
BEEP .@5,8' BEEP .@%5.4: P

100

15 FF\‘N[’IIMI ZE
RINT AT 18,8; " INSTRUCTIUNS
BEEP .1,20' BEEP .1,14

USE

36 IF INKEY&="w" THEN GO SUB 8
500

B8 LET hs=2

68 RESTORE 9886 G0 SUB 90808

7B PAPER @  BORDER S IMK 5@ C
LS

60 FOR f=0 T 31+ PRINT AT @.f
J"CisP " NEXT f

99 FOR f=@ TO 31 STEP 31 FOR
a=1 TO 28: PRINT AT 9.f1"Cisp "
HEXT @' NEWT £

188 LET k=G

116 FOR f=1 TO 3 FOR 9«1 TO 9-

PRINT AT f,a)"Cisp "

FOR @=22+k TO

FOR f=1 Ti

2" AT
"(e¥is

s A5 2%

AT 14,13;

"C1a2" AT £.P3

LET p=p+1

: LET pe17
388 FOR f=12 TO 1%
318 PRINT AT f,k;"A";AT £,p;"B"
320 LET k=k-1' LET P=p+1
990 NEXT +
248 LET £=0° LET mics=@' LET c=
1

359 IF s>hs THEN LET ha=s
66 PAPER S- IHK @' PRINT AT @,
X" "SCORE " M“Hl SCORE "ihsAT 1
s12:" 2 JAT 19.15:miss

j?@ LET h*JNT C21+3%¥RND Y LET v

?‘!ﬁ IF 420 THEN LET a®="E"X LE

T comz

agm

THEW LET
410 F‘P]HY FAPER B:AT 21,1,

PHP"P @+ IHK 7: PRINT AT 21

4;

436 FF[NT

INK colAT v.hia%
448 [F INKEY$="b" THEH G0 SUB 7
988 IF 9=3u-h THEN GO TO 7106

’ LET o=g+( INKEY®="8" AND <9
=C INKEY®="5" AND 238

468 LET wu=INT {RHND¥EO-c 3+1

470 IF w4<2 THEN PRINT AT w,h)"
M LET wew—1

480 1F w=12 THEN GO TO 7S@a

508 IF RND<. 15 AND h<30 THEW PR
INT AT w.hi" LET h=h+1: GO TO
410

S8 IF FNI“( 3 AHD h>21 THEW PRI
NT AT w.hi" "t LET h=h-1

28 L0 TO 418

7188 FOR A4=1 TO =2
FLASH 1) BRIGHT

El .081.,50: BEEP
Aa1.,28: BEEP .Of

FRINT AT w,
HE *

PRINT FLR'H 1; BRIGHT 1,AT

30
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THEN GO TO 7e80

INT AT 16,13
“yOU LET

2618 PRUSE O

TE2H GO TU &@

7386 BEEF .01.1° BEEP .81,15° BE

EP .01,35

©#200 P .081,1' BEEP .01,1%* BE

EP .01,35

B1A PLOT a¥B+12,9' DRALW @, 73+a%

8" BEEP .81,36° PLOT OYER 1.9%8+
12,9 DRAW OVER 110,7%+9%8: BEEP
@15, 45

8620 PLOT 9¥B+1Z,9+(T5+0%83: DRA

W 232-9%1€,8: PLOT OVER 1;9¥8+12
S99+ T54+aXB8 ) DRAW OVER 1)232-9%1
£.6

320 PLOT (2¥B+123+( 232-2K16), 9+

(73+a%8) DRAW B, —-(75+9¥8) BEEP
8075 FLOT OVER 11(9%8+12)+

(2Ez-ax16), 9+ 75+ax8 ) DRAW OVER
118, -(?5+a%8 )

£940 RETURN

3%06 CLS PRINT TAB £; "INSTRULT
TIONS"* * "Shoot. the s 2z they
tre to escafe"’’"Move wour cosm
ic cannon with the ~5~ and ~B8~ k
#9s, and Pr *b~ta fire"!’"The
4 become Profrezsively harderto
hit - but score more Points as
they do’

51@ PRINT *’"The @ame 1F
F1ve Pe (ki disap
huPerspace at a ce
altitucle "’ ' "praz

to Plaw”

rels

SE 9

CLS @ RETURN

RETURM

2098 FOR f=144 TO 148

9B31@ FOR n=@ TO 7° READ z

2626 POKE USR CHRZ f+n,x' NEMT n
NEXT

2638 DATA 1,3.7,1%,31.63,127.2%9%

9n31 DATA 128,192,224, 240, 242,25
2,254,255
9832 DATA
1
2333 DATA
£6.,123

9024 DRTA
182,129

9843 RETURN

4,60, 608,66, 126, |
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HOOT THE missiles as they try
to escape thei

planet’s atmo-
sphere on the right of the screen.
If five escape into hyperspace they will
destroy your home planet and the game
will end. Your cosmic cannon is situat-
ed on the left of the screen. It moves left
with *“5%, right with “8”, and fires with
“B”. Its shots travel upwards, hit the
top of the play area and ricochet down
on the right. Skill is needed to aim them
correctly.
Rebound was written for the 16K
Spectrum by P ] Willcox of Ely, Cardiff

and is this month’s program of the
month. Willcox works in a local hospi-
tal and bought his Spectrum primarily
for his children to use. He found the
games which could be played on it
captivating and began to write his own.

In the future he would like to write a
program which would provide complete
horoscopes. After that his plans are
more optimistic. He would like to learn
machine code and write a program
which would make his fortune.




LOSUE S080

13 GOsuE
% FOR 1I=1
20 PRINT AT INT ¢RHD:
RHD%29 3435 "C 1P 2"

38 HEXT I

25 SLOW

48 PRINT AT P.,@; "Ci%>"

1066
TOr H+1808

43, INT €

41 FOR I=1 TO 20
42 NEXT I

45 PRINT AT P,@," "
55 LET H=H+1

60 LET P=P+CINKEY$="6")-C INKEY
g=t7 g
78 LET T=T+< INKEY®="8" AND T<2

1)-C INKEY®="S" AHD T8>

64 IF INKEYS="8" THEN LET P=IH
T C(RHDX21 3

85 IF INKEY®="0" THEN LET T=IM
T (RHD¥313

99 PRINT AT P, T

198 LET K=PEEK (PEEK 1639B+206%
PEEK 16333

11@ IF K=128 THEM LOTO 19@

115 IF K=27 THEN LET D=D+19
12@ PRINT AT P,T;"Ci&3";AT P.T;
138 LET P1=F

133 IF INT CRHD¥1065<>INT (RND¥

1843 THEM PRINT AT INT (RHD¥Z21 3+
B, INT (RHD¥3L )40, "Ciap D"

140 LUTQ 5%
14€ GOTO 268
150 FOR R=i

TO 15
itCaa AT PLT;

160 PRINT AT P,Ts"
178 PRINT AT 16.2:" 4ou have be
en destroved *

172 PRINT AT 11.9:" on

et )

LET U=U=1

1F U THEN GOTO 215
FOR Y=t TO 1%@

HEXT ¥

"the end'. . 'vou 20t =

saup

@ PRINT "DO YOU WISH TO L0 A

FIENT "
246 POKE 1ed418
250 INPUT Z&

oo ALI0GE
18688 POKE 16412.0
16861 FOR F=8 TO
1818 PRINT AT F.6;"(22%usp 1"

HERT F

1930 FUR F=1 TU
1848 FRINT AT F
1856 HEXT F
1111 RETURN
4600 LET Ll

G "(sP 8y ap Gt
isprav as i@
P rQwi sk @y 3t g

4892 LET LO=(0+1
IF LU=23 THEN GOTD 4818

t
4018 PRINT AT 18,6;" =
JAT 11,83 "SAT 12,850
4020 PRINT AT 3,005 (=P aa-2p )"
AT 18,G0"Ca7 ah-9v 3" AT 11,G0:"

g 8P rae "

4938 FOR F=1 TU &4
4848 PRINT AT 2
T 9.G0=1;"Csp i

4850 IF Z8C1<>"N" THEM PRINT A1

ICHARD PARR of Ipswich, Suf-
Rl'o'ik, who wrote Gobble Trap
for the 16K ZX-81, defines it as
““Pac-man with a difference”, the differ-
ence being that there are no ghosts.
Move round the maze eating the power

TRAP

pills but the maze develops around you
and eventually will either trap you or
squash you beneath a wall.

You have three screens on which to
achieve as high a score as you are able.

9,8; "here we B0
4968 1F ZHCL ="
3,8 "300d bue"
4188 NEXT F
IF 2S¢ 13¢5 NY THEN LUTO 1
43939 <STOP
5088 GOSUB 9089
5002 CLS
5A@9 PRINT AT 4,6 "
bleldtrap 4
S@1@ PRINT

THEH PRINT A1

T

9615 PRLNT

" ¥YUU ARE REPRESENTEL
YOUR TRSK. IS 70 «
FY AROUND THL
ON YOUR JOURNEY
= KUF BEIMG DESTROYE
D IF YOU HIT A WALL € C13p2 (3
YOU ARE HIT BY ONEAS 1T FALLS.

$030 PRINT
aws’ ", , "UP=?"
", URIGHT=8"
9042 PRINT ., .. "B=HYPERSPACE <US
E IF NEEDED E TR
APFED 2, BUT oU
LL AND BE
5658 PRINT AT 2

ols are
‘DOWN=6", ,

M Ft A

a key

SRE6 IF IHKEY$="" THEW GOTO 5064

S678 CLS

5671 FOR F=1 T0 &
5675 PRINT AT 1

2600 CL5
9801 PRINT AT B.0:" ack
biledtrap

THIS 15 "*p
AC MAN"" WITH A o
LFFERENCE"

B2 PRINT
9918 PRINT “WLHAT 1% THE [IFFEREN
CET MELL ., THERE ARE no
hostz.

but TO COMPEMSATE FU
R THIS THE MAZE 15 CUMPLETELY R
ANDOM anei IT IS CONSTANTLY BEI
NG FILLEL INAND PASSALES CAN OFT
EM GET BLOGKED, "
5811 PRINT
9028 PRINT "FOR EACH DOT

EAT YOU SCORE 14 POLN

38025 FRINT AT 21.4:" hit a ke
% W

3830 1F IMKEYS="" THEN GOTD 803G

9935 RETURN
99989 STOP

2998 SAVE "(a6)"
9999 GOTO 1
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Essex wrote German Tester
for 48K Spectrum owners. The
program tests your vocabulary, definite
and indefinite articles, verbs and trans-
lation. A menu at the beginning of the
program allows you to choose on which
area you are 1o be tested and how long
the test should be.

STER

COL,IN CLARKE of Colchester,

GERMAN

38 CLs T=5@8: GO TO 168 2%0 PRINT AT 14.0;" E.G. DE
48 PRINT AT 9,9 "LERMAN TESTER 148 GO TO 96 R APFEL CUYE : THIS MEANS AN LML
“. PLOT G4,168° DRAW 120,8° PLOT 15@ LET TR=S8@- LET WT=8 AUT SHOULD BE UVER THE LETTER '
€4,165' DRAW 126.0 160 LET SCORE=G: LET O=@ E’."
£6 PRINT AT €,2;"1-YOCABULARY " 170 REM X¥¥VARIABLES NOW SETHE 26@ PRINT AT 28,%; FLASH 1;"HOW
188 PAUSE 5@ MANY OUESTIUNS 7"
198 CLS 27@ INPUT DO: IF DO<1 THEW LO T
200 REM XSORT OUT INSTRUCTIOMSX 0 27a
210 LET Y=((32-LEN IS)-7»2°' PR PRINT AT 28.3;"PRESS ’ENTER

"ENTER NU.< 1 INT AT B,Y;18;" TESTER": PRINT A CONTINUE": INPUT Z@
T 1.¥51 FOR N=L TO 1847 PRI REM £Hittiryeety
O REM FE¥SE] NT “¢a3>";: NEXT H: PRINT AT 3.9 G REM tEMAIM LOOP¥Y
90 IF THKEYS="1" THEH | J"INSTRUCTIONS % AT 4,9)"C19%93 > REM fHtrretrrres

1 d
IILARY" : LET R=1884a° LU TO

220 IF NT=52@ THEN LET K#="A CE B, Y18 " TES

38 PRINT AT

PRINT AT 1.

GD TO 159
1390 IF INKEY$="5"
GERMAN TRANMSLATION"
CRNDX2 )+1 Yx18608

INDEFINITE ARTICLE" "

LET TR=8

LET R=4080a"

THEN LET I%="
LET R=INT ¢
LET N

Je " EQUIVLENT AND PUSH “ENTER'.
TO REPRESENT AN UMLAUT.PLUT THE L

ETTER ‘U’ IM BRACKETS,WITH THE
LETTER THAT IT SHOULD BE OVER F

OLLOWING. "

108 IF INKEY®—-"2" THEN LET I%=" RMAN" ' LET J®="ENGLISH" X €O TO 2 H=1 TO LEN I®
/! LET R=2000" (O T 194 48 +7° PRINT 7' HEXT N

110 IF INKEY$="4" THEH LET il 230 LET Ke="AN ENCLEISH": LET J% 333 IF R=1088. THEN LET RO=THT ¢
EFINITE ARTICLE": L (4 =" GERMAN" RHD¥SS 3+ 1

uTO 150 248 PRINT AT 7,9, "WHEN " IF R=2008 THEN LET RD=INT ¢
120 IF INKEY#="4" THEN L In" ORD IS DISPLAY=-ED.TYPE-IN ITS "J {3 L AIC IR |

340 IF R=2000 OR Rr40080 THEN LE
T RO=INT C(RHD¥LEM+1

378 RESTURE R+NT

38@ FOR E=1 TO RD' READ E$: HEM
T-E
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418 RESTURE R+TR
7459 FOR G=1 TO RD: READ GS: NEX
430 LET O=04+1

448 PRINT AT 6,8, "GUESTION "; I
NVERSE 1;0uAT 6,23, INVERSE o,"2S
CORE "; INVERSE 1,SCORE;AT 3.6
INVERSE @;"REPLY ‘G’ TO GIVE-UP"
459 PRINT AT 18,0,E%;"=";
468 POKE 236%8,8° INPUT As: IF
Ae="G" THEN PRINT "GIVE-UP": GO
T0 478

465 PRINT AS

478 FOR N=1 TO 32: PRINT "_",
NEWT W

488 REM ¥XCHECK ANSWERKX

438 IF AS=GE THEN LET SCORE=SCO
RE+1: PRINT TAB 12,"CORRECT": FR
INT TAB 11,"¢9%933": PAUSE 5@ G
0 TO 358

SB IF A$="G" R AS-"GIVE UP" T
HEN PRINT TAE 125 "LIVEN UP1": PR
INT TAB 11;"11%a3)" - PRINT ’"THE

ANSWER WAS """ LE;"" " PRINT *
- PRINT TAH 4 FHNLV GIVING LP
THOUGH! »"+ GO TO 586

SEQ PRINT TAB 12) "WROHGI"
T TAB 11;"¢7%a3:a2)"

S78 PRINT AT 16,0:"IT WASH'T ";
AR, AT 12,85 "IT WAS """ iuE "
588 PRINT AT 21,4; INVERSE 1)"P
RESS "ENTER’ TO COWTIHUE": INPUT

PRIN

zm
598 IF <00 THEW GO TO 292

688 REM XRXRESULTSkkE

614 1F SCOREDDG-Z THEN LET C®="
HOT BRAD"

620 IF ‘SLURE-DQ THEM LET Cs="LE
LL DONE

638 IF SCORE<DA-2 THEW LET CH="
POOR"

€48 IF SCORE=DR-2 THEW LET CH="
AVERAGE"

658 CLS

668 PRINT AT 8,12, "RESULTS" ;AT
1,11;"(3%e3)"

678 PRINT AT ,8,C8;
€82 PRINT AT 7,@; "YUUR SCORE WA
S ";SCORE;" OUT UF "0

630 PRINT AT 1@, GJ"DU YOU WISH
TO USE THIS AGRIN 7"

780 IF INKEY#="¥" THEN RUN 48
718 IF INKEY$="N" THEN GO TO 99
o

728 GO TO 7aed

995 STOP
1988 REM {{{{ENGLISH VOCRB.)}}}
1818 DATA "HURSE", "PIG", "BARN"."
TRACTOR", "IN THE EMENING", “EVE]
NG", "SUPPER" , "BUT", "DEPARTLURS
DEPARTMENT" ., "BRIEF CASE"."ALUME"
SMALL SORTS OF", "TNFH!—“FURE". "OLL
"L MONE AND A HALF', "FISHING '?[l s

; YED” , “THEN" , "F)
PPL ", "APPLE TART", "
1828 DATA
", "DOCTOR
5/SRUSAGES" ,
"ERCELLENT",
FOREICHN", "

HEMIST S SHUF" , “LORK
ASH TRAY", “COLD MERT
E", "TRIP", "EXIT"
MPORARY AT TES
“CART, "MOTORMAY "
5 "BABY" , " BAKE] AKER'S SHOP
SHIMMINL COSTUM “SUIMMING TRU
5", "SWIMMING THINGS", "BATHROOM"
2 "BATH", “STATIOM" , “STATION MASTE
R", "PLATFORM" , "PLATFURM TICKET",
"SO0N", "BALL", "BALCONY", "BANANA"
» "BANK"
lLJGE' REM {{{{CGERMAN YOUCRB.)}}}
516 DATA "DAS PFERD", "DAS SCHWE
IN“. "DIE SCHEUNE","DER TRAKTOR",
"AM ABEND" ., "DER ABEND", “DAS ABEM
D ", "ABER", "DIE RABFAHRT", "D
E RABTEILUNG","DIE AKTEN TASCHI
"ALLEIN", "ALLERLET", “AL
» "ANDERTHALE" , “D1E AHGEL"
EHM" , "ANGI ELLT", "ANSCHL TESSEND
“,"DER RPFEL","DER RPFELBRUM", "D
I:F FIPUTH!:I’I:E S "DIE AP
1528 DATA

3 3

IrHNI—T“ "Ff—_i«" FH'SH[LF KELLHLR
"AUSLANDTSCH", "DIE F'IU’;“SI' HT", i

DAS AUTOY, "DIE AL RS B

DEHOSE"
E2 MM

J"DIE BADEMANNE" , "DE
FIHHHUF“ "DER BAHNHUFSYORSTEHER" .
"DER BRHNSTEIG", "DIE BAHNSTEICKA
RTE", "BALL" , "DER BALL", "DER BALK
DN, "DIE BANAME" , "DIE BANK"
206A REM 4{4EMLLISH YERBSY)}
2616 LATA "TO REMAIN", "15 REMALN
IHL CPRES. 2", "WAS REMININC <IMP.
3, "REMATHED (PER. 3", “TO BRING",
“I% BRINGING (FRES. )", "WR% BRING
IHC ¢ IMP. M, "BROUCHT CPER, Y, "Ti
THIMK", "15 THINKING ¢PRES. ",
RS THINKING ¢ IMP, 3", "THUUGHT 3
R )“."TU BE ALLOWED 3 ALLOLE
“, “HAS ALLOWED € IMP, >
Hﬂ‘: RI i fJNFL' « F'FR LMTO ERTY,
EATING (PRES. S ERTING
P. M, "ATE (PIR.\","TU G0 (BY v
ICLES", "IS GOUING CPRES, 3, "WAS
OTHG CIME. 5%, "WENT (PER, 9
2620 DATA “TD PLIGH" , "T% PLIEHING
CPRES. PUSHING CIMP. 3", "P
USHED !F"FR “'4 MIH PLISH (FUT, "
»"HAD PUSH gt 1 TU CHEER"
I

ING < IMP. 3, "C
LL CHEER (FLT. ", "HRAD fHEERED P
LU, »","TO LEAD", “I5 LEADIHG <PRE

S, 2" "WAS LEACING IMF
PER. ", "MILL LEAD <FUT

L CPRES, 3", "WRS CHATTL
S MCHATTED CPER. )", "WILL
T. 2", "HAC CHATTED C(PLLL 3", "TO Ci
TEH A COLD, "T5 CATCHING A COLD
CPRES. ", "WAS CATCHING A COLE 1
MP. 2", "CALICHT R COLL CPER, 3", "1
LL CATCH A COLDL C(FUT. 3", "HAD CAL
GHT A COLD CPLU. D"

2568 REM {{{LERMAN YERBOH):
2518 DATA "BLEIBEN", "BLEIBT
1EB", "IST CEBLIEBEHN',"BRINCI
BRINCT", "BRACHTE", "HAT GCEBRACHT™
 "DENKEN", "DENKT" , "URCHTE", *HAT
GEDACHT", "DURFEN €UOU", "DRARF", "D
L . "HAT GEDURFTY."ESS
F“‘."J"HHT CEGESSEN", " FAHR) ‘l
FP‘HF!T CURY, "FUHR", "I5T GEFAH
1

SRTA “DRANGELH LAY, "L\PHNL
DRANGELTE <UL A
GEDRANGELT CUYA", "WIRD. DRANGE
SR,
* JUBEL " , " JUBELTE" , "HAT
JUBELT", "WIRD JUBELH", "HA
HBELH”.”FUHFEN CUS, EUHRT oL
= CLDU", "HAT GEFUHRT U »
"UIRD FUHREM ¢LU", "HATTE FLH
RT LY, "PLAUDERN PLAUDERT"
PLAUDERTE ", "HAT LEPLAUGERT, ‘WIR
D PLAUDERN","HATTE GEPLALY Tk
SICH ERKALTEN C(U2RY, CH KALL
T CUIAM, "SICH ERKALTETE CUMR","H
AT SICH ERKALT <LIDA", "WIRD ERKAL
TEN", "HATTE SICH ERKALTH
300@ REM {ENC.DEFINATE ARTICLE}
3A16 DATA "NOM, MASC, "."NOM. FEM
%) "HOM. HEUT. ", "HOM. PLURAL", "A
SC. " "ACEG, FEM, ", "ACC. HEL
MACC, PLURAL" . "y
FEM. ", "UEN.
DAT. wIﬂ“f

GEM.

4006 REM {{ENC. THDEF
4318 DATA "NOM. MASC
T

34
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LN 'H-‘I)LTHJM»F!
F U THIGLY!
AN '\HZ

B

bHNh You M

26 PRINT
FTLHES IHY
20 PRINT “FRUNT OF YUU.THE 1ULE
A OF THE"
4 PRINT

TuYDL HAVE A PILE OF M

UGAME 1% TU TAKE MATC
FRUM THE"

5@ PRINT "PILE UHTIL THE LOSER
HAS TO THKE"

&6 PRINT "THE LAST MATCH.BUT T
HERE I% R"
7B PRINT
P MATLHES
203 PRINT

160 PRINT " HOW MANY MATLHES A
RFE THERE 1IN THE PILE? *

i1/G INPUT M

115 PRINT M

128 PRINT

130 PRINT * WHAT I3 OUR LIMLIT
CONCERNING MATCHES BEING TAKENT
156 INPUT H

164 (LS

1€5 REM XRCHECK LIMLTHE

178 IF H<>1 ANG NKH THEN LOTw 2
20

186 PRINT “"LIMIT IS TO HIGH OR
LOW FUR A LOUD GAME"
216 GOTO 166

G PRINT DO

YN

*LIMIT TO THE AMOUNT
TAKEN, *

YOU WISH TO GO FI

YOUR PILE:" ¥

BB PRINT AT 16,4, "MY PILE - ";Y

CHECK IF FINLSHED¥¥
HEN LUTO 558
T

IF @ Tl
5 REM RIS

1F THKI
IHPLIT
REM ¥CH]
AN R

¢ ENTRY®E
=0 THEM LUTU 338

WESE4

] 1F M=1 THEW GOTO 516
395 REM H¥HAS COMP WORKE
4G9 1F M=kl THEN GOTO 470
485 LET .
U7 REN FEFIND COMPE Giokk

A1 LET A=M=CN+1 XEINT CCM=-10-CN
+L =1

411 1F RHD>G. 1
412 PRINT AT 21.6
IVE MALE § MLISTAKE
4172 LET A=INT € RMDEN 3+1
415 REM ¥¥RENEW YALUESKE
424 1F A-A THFN LET A=N

THEM LOTO 428
DOPS, T THINK

1F A=1 THEN LET Ag="
4-": FRINT AT E{cu.i"'.[ TAKE "iAs"
MATCH"  A%: " FILAY

44': REM YYREPRINT SCURER¥

=6 LOTO 280

G PRINT AT 21,2: "k WINKE"
3 LET F 1

498 LET

and the maximum number of
matches which can be removed
from it at once. Then you and the
computer take turns to remove matches.
The object is to force your opponent to
remove the last match.
Twiggy was written by M Clarkson
of Leeds for the 16K ZX-81.

SET THE SIZE of a pile of matches.

568 LOTO 420
518 PRINT AT 21,2
T BAD.SEEN BETTER.
5 A=1

J

"¥kl LOSEX¥HO

Hma LOTO
545 REM ffFLﬂ H LINE®t:

556 PRINT AT @ 0 OL LIANT A
UNTHER GAMEC Y. H
591 GOSUE 63
5%z PRINT AT 6.0
nekher Gamedysnt |

o dew want a

GOSUE 629

THE="" THEW GUTO 258
INPUT A%
IF As="N" THEW NEW
cLS

COTO 180
ELM F¥DELAY FUR FLATHRY
LE'

LET 541
COT0 2k

3 UR INKEYS<>

RETURN
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16 POKE
BURDER @' PAPER

CLEAR 32767
INK @' BRIGHT

1 fL" T GO SUB 1869

LET ws=8
LET p=INT <RHD¥E

5@ FOR 1=2 TO 26' BEEP .03,300
sC145) F‘RIN'Y PRAPER P;AT 1,8:"

£@ F‘RINT PHFH& PIAT 1,8;"

20.9

L 291" "1 NEXT 1

78 PLOT 184, 168: DRAW H,-144

PLOT

152,168 DRAW ¢

S€,1121 DRAW 144,81 PLOT S6.64

CRAK

8
AT
L]

8@ PRINT OVER 1 AT 2,77
5

14,7;"1

144,88

3AT "

an

LET r=INT pr'Jf’l IF r=8 T

HEN GO TO 340

108

GO
116
126
138
148
15€
168
FLA
178

PRINT AT 9,8;"Y0U ARE 3
"y FLASH 1;"YOu

TO 176

GO SUB 479

FOR 1=t TO 9

IF 3C1i3=G THEN GO TO 168

HEXT

L0 TO 848

PRINT AT 6, 13;" "

SH 1;"YDUR MOUVE"

PRINT AT 21,@;"PRESS MNo. OF

SOUARE YOU REQUIRE " PRUSE @

166

EN PLOT 96,%€6° DRAW
T 64,56 DRAW 32, -

IF INKEYS="1" AND af13=0 TH
320 PLO
BEEP .85.1

@: LET atli=1: GO TO 9@
Yo "

190

IF IMK

EN PLOT 144,56

oT 112

»14

B
18

‘(U:EL

=

LET ac3 GO TO

Lot 1&@ 1‘34 DRAL 3z
G

LOT 168,152+ DRAW 22

270 FOR f=1 TO 18:
BEEF .B5.0 HE"T?
28

330 PRINT AT :1.(31

FLASH 1;"COUMPUTERS

36@ LET 2=INT CRND¥3)+1
378 IF ==1 AND acl

oo TO 448
398 IF 2=3 AHD a(3 CIRC
LE 176,40, 15 BEEP a
3om2 ru TO 110
CIRC
ac4

b 2 G0 TO 118
410 IF s=5 AND ad%)=0 THEN CIRC
LE 128,88,16' BEEP .85,5 LET
$ry=21 GO TO {18
428 IF £=€ AND ac€
LE 176,88,16 BEE
6i=21 GO TO 110
430 IF a=7 AND 3(7)=0 THEN
LE 86.136,16° Ef 83,95 LET a¢
7i=2: GO TO 118

440 IF AND a<B3=0 THEN CIRC
B, 136,16 BEEP .05,%5: LET 1
¢ GO TO 110

456 IF =2=9 AND a(3)=8 THEN CIRC
LE 176,136,16' BEEP .@5,5: LET a
(9)=2: GO TO 118

466 GO TO 368

478 IF al7)=al8) AND a(7d=al3)
AND ac7?3<>@ THEN PLOT 56,136

Al 144,8: PAUSE 15: CO TO
480 CO TO 516

499 IF ac7)=1 THEN GO TO 388
500 IF a(7)=2 THEN GO TO 82¢
518 IF ac4)=al5) AND a(4=al6)
AND: aC4 )< >3 THEN PLOT 56.88: DRA
W 144,@: PRUSE 15 GO TO 526
520 GO TO 556

538 IF ad4>=1 THEN GO TO EBO
549 IF al4Im=2 THEN GU TO 320
S50 IF a(1y=a(2) AND ac1d=ac
AND 3¢1)<>8 THEN PLOT 56,48 URA
W 144,80 PAUSE 15: GO TO 578

966 GO TO 590

578 IF aC1o=1 THEN GO TO
580 IF ad1>=2 THEW LO TO
590 IF adly=al4 ) AND
ANL' 301 9< 20 THEN PL
AW @,-144: PRUSE
588 GO TO 6
18 IF ac

=0 THEN CIRC
85,5 LET a¢

foll

THEN GO TO 268
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2 THEN GO TO
=aC 50 AND 3
3(>@ THEN PLUT 128, 16

RAW ©,-144+ PRUSE 15' GO TO 650
648 G0 TO 678

650 1F a¢2)=1 THEM GO Ti

=2 THEW GO T

) AND a2

PLOT 1

15 G0 TO

GO T 7

738 IF aCdm1
740 1F acd
75@ IF act

AND

RAW -1

7a

7668 GO TU
aciy=1 THEM GO TO

ac1)=2 THEM GO T0

£ TURH

THEM GO TO 869
THEN GO TO 524
=aC5) AND afld=adal
13458 THEN PLOT 1561
6, - E Lo TO 7

PRINT AT 21.0:"
FLASH 1

S COMPUT

g |
IF ya=5 THEW PRINT AT 0,0
S QU HHA 3

OMPUTERE "
a36 GO TO ¢
268 FOR a=1 TO 4

918 FOR i=0 TO 26 STEP 3
.03, 1 NEXT i

926 HEXT a

236 FOR b=1 TO 25 STEP 1
0% b HEXT b

948 LET c
78

BEEP

csn@i LE

358 PRINT AT @
RE-")c2.TAB 19,
TAB 31"

360 PAUSE
HT AT 22,8
TINUE GAME PRUSE
59,2 © LU TD 38

976 PAUSE 188 POKE 236
@00 YOU LRNT
YN PR

988 IF INKEY&IM
0 To 3@

8 STOP

1668 PRINT AT 1,11; PAPER 2; INK
€; " "HARD-LINES“ "

1618 PRINT *’" The
Game 12 to 1
without
1ther o’

1820 PRINT ‘“" Each ti
et
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UR CHALLENGE
the year to write a Noughts and

earlier in

Crosses program in which the
computer took part resulted in several
programs being sent to us, the best of
which was printed last month. Stuart
Humphreys, Pip Wright and Ian Hum-
phreys of Newtown, Powys took the
basic formula of the game and changed
it round to produce the game Hard
Lines for the 48K Spectrum. Here the
idea is to avoid either you or the com-
puter forming a line. If no line is
completed you win the game; if not, the
computer wins.




oDy

T

OR w1 TO
MEXT n

17 LET h=h#1l

y = PRINT A
n- LET h=2: LET
PRINT AT
T AT 2,

50 1IF INKEY®

43 A" AT
1F INKEY!
x4l PRIN

ET b=h+( RN
AND b>2)
w=2@—h+]
20 LET =
85 LET
a6 IF =

Lo TO 28

1F m&<{>" 8

LET 2C+D

138 NEMT n
146 GO TO 15

S=1€" H
Z05 PRIMT AT =
PRINT AT =.bj

8 L0
253 PRINT AT 14
O LUCKEI": BEEP 1

a
"+ PRINT AT »-1.

h

IF h=ig THEM FOR n=21
303

T n,

b-1;
THEN

PRINT AT
PRINT AT

ADLDD

28-n:3

TH A
HNEXT

GO To 15

Maw=1;mE

IMK G:bE
LET I={

G" THEM GO TO 11

+¢ INKEYS="8" AND
C INKEYS="5" FAND 4>1

B=h+l THEN LET ~=w=-1

" A
T AT
0.5

THEI

i [l
2 {F l=1 THEN LET s=s+l

éc)

ND 2<28 THEN
o4 YA AT

AND b<28)-¢

N LET m$=" B

" THEN GO TO 28

LET m®=""F "

5 FOR m=19 TO a+l STEP -{

" THEM P
+ BEEP .81

" THEHW G

bICX " THEN
BEEP .01,s° PR
LET sc=sc-5' LET
bi'k* - BEEP .@1,

s11s

THEM GO TO 250
5l5]

FLRSH 1;"BA

OU ARE a bricklayer who has
just completed a wall. A bird flies
over, dropping rocks which chip

away bricks.
Repair the wall by climbing to the
top of the ladder on the right of the

screen to get some bricks and place
them in the appropriate place.

M Green of Maidstone, Kent, who
wrote Brick a Brack for the 16K
Spectrum, says that a score of more
than 1,000 is excellent.

4 PRINT AT 12,11;
RE="; FLASH 1:=c
38 FOR n=1 TO 486: NEXT n
498 CLS

=06 RUN

1966 PRINT AT 5.9
K-A-BRACK"

1188 PRINT RT 7,3;"POINTS:"

1206 PRINT AT 9,10)"BRICK=S Poin

INVERSE 1"

FLASH 1, "BRIC

ta
1306 PRINT AT ii,6;"EVERY BRICK

DEMOLISHED=-5
1488 PRINT *’"
STED=1 Point"
1458 PRINT ‘’/"USE CURSOR KEYS TO
MOVECS, 6,7,80"
146@ PRINT 7’ "
PLACE A BRICK,"
1580 INPUT “PRESS ENTER TO PLAY.
Y08
1668
2399

Pointa"
EVERY SECOND LR

UsE

wugue T RE

RETURH
"Prack" LINE 1

38

SINCLAIR PROGRAMS Ocrober 1983

F S TN



'il

OU ARE a submarine-destroying
ship armed with 50 depth

charges. Your equipment contin-
ually throws shock waves towards the
sea bed. When a submarine is within
range the shock waves will bounce back |
more quickly than usual. b
Judge from the shock waves how
deep to set the depth charges. You will
have two strikes at each submarine. If
you miss they will fire back and damage
your ship. Lo
Depth Charge was written for the
16K Spectrum by Neil Seward of Yate,
Bristol.

DEPTH C'IMRG'G‘

CLs
IMK B

1

= Ht FLA%H &
S LET G

€

=1

8 LET k=5

18 PRINT AT @,4; IHK 1:"D E P
i e R e S

268 PLOT 8,8 LRAW
B, 163 DRAW -255,4:

25 PLOT 255, 166

20 DRAM -155.6

H25 DRAW B, -180

48 PLOT (.36 DREAW 96,0 LRAM
B, =36

4% FOR f=10 70 28
1y THK Si"C1ll%is

SH PRIMT AT 14,6 1HE
Zompu
PRIMT AT 15,5; IHK
i o G IHE 83

]
s

68 FLOT 118, LR
vE PLOT 7.7 DRAW 8,822
72 PLOT 7,7: DRAW 08,8

il
¥

PLUTER"
499 PRIMT AT 2.1
25 PRINT AT 3als
«=@"
186 PRIMT AT 4,1 "DAMAGEX=A"

~_r_!a..

PFIHT ﬂT .

88 PRINT AT 2.18: PAPER 4:"“COM

118 LET CH=%0: LET H=#: LET [=
115 GO SUB €884

128 FOR F=G TU 7
USR "a"“+F,A: HEXT F
125 FUR F=@ TO 7:
USR "k"4+F,A: MEMT F
138 DATA 1,3,3,12
8.,6,192, 132, 248
148 PRINT AT &,1%: “ALL SYSTEMS
Gore

158 FOR F=8 TU 7:
USR "c"+F.A+* HEXWT F
155 DATA 23,46, 175
76,170

200 IF L»1 THEM LET L=IWT 3%k
HD 2+1

205 IF ch4l THEW GO TO @ia0
218 IF L=1 THEWM GO SUB 406060
228 IF GO=1 THEW GL ZUE
8B PLOT PL.3S

318 IF GO=@ THEM DRAW -16,-87
315 IF GCO=1 THEHW DRAW —16. —bts
BEEF .1,=-16- DRAL 8-16, W¥E
460 IF ¢J=6 0 J=53 THEM FRIHT
AT €.15;"SET CHRLES HOW": PRIMT
AT &, 1%; "HOW MANY FEET AR
135 "IN HUMDREDSC 1 - Go T 418
4B GO TO GB6

4168 THPUT "HOW MAHY HUMCEEDS OF
FEET!" IFEET

RERD A POKE

READ A: POKE

REAL F1: PUKE

178, 248,45, 1
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i

| h e b
LS

420 PRINT AT &, 15:FEET®1GGA;: " FE
Eil
425 IF FEET
1: GO T 5668
SAA IF J45 THEM PRIMT AT
R e
W HT S eSS FLRSH 17 12
APER 4, "TARCGET MI%YSEL "
518 LET R=IMT <RHIxE3A
S50 PRIMT AT 4,14 “YOL MISSED
ARGET"; AT S, 14;"SUB FIRES B
AT 6,14 "RESULT "i¥; "% DAMACE"
S60 LET D=D+x
570 IF Lx=100 THEM G0 SUB 5660E
580 PAUSE 188: PRINT AT 4,14:"
"IRT Bl
"IAT E.145"

=k THEHW LET CH=LH-

PRI
i

598 PRINT AT 4,30

£08 LET PL=PL-20: IF PL=13§ THE
N GO SUBE 66668

1988 BEEP .1,14

2008 GO TO 260

4888 PRIMT AT &, 1%: "3UB IH RAHGE
49@% LET W=INT CRHD®LE: LET e
+11

463106 FOR F=1 TO 2 BEEP .J,ﬁ BE
EF .1.18: BEEP .1.,38:

1 BEEP .1.,6@:' BEEP .18

«1,38' BEEP .1.18° BEEP

ARZA HEXT F
4938 LET L=6

4058 PRINT AT 15, PAPER 55 IHK
gi" " LET J=J-1: PRINT AT 15.
Ji PRAPER % "ah"

AHEE 1IF J=1 THEW LET

AT &, 15:"5UB PASS

L=6:

=16 PRIMT AT 1%5,1; PAPER

BRINT AT 135,55 PAPER 53"~
LET GO=@: PRINT AT 6£,19; "ALL S35
TEME GO!I" RETLRM

4878 LET BE=1:
4080 RETUIREH
F088 PRINT AT 15,5
€1 FLASH 1i'"cees"

LET G0=1

THE 23

5816 PRIMT AT 4,

15"

L pT s, LE L
5615 LET H=H+1
5816 PRINT AT 2,9:CH:AT 2,5:H
5020 PRIMT AT 6,1%; IHK 2; "TARGE

T DESTROYED"
S990 FOR F=6 TO 16 BEEP .
© BEEP .1,6: BEEP .1,20:
48 BEEP .1,8° BURDER (RHDE? )
HEXT F
5040 EEEF .1,1G° BEEP
P .5,28: BEEF .7, -14
5050 PAUSE 58 FRINT
1

L2400 B

AT &, 15

51608 PRINT AT 15,5 PAPER %) "- -
“o LET L€' LET GO=G:

5116 LET L=6: LET J=18

5990 GO TO &0

6888 FOR F=10 TO 24: PRINT AT F.

13; PAPER &;"

t MEXT F

€805 LET pl=240

6EEE PRINT AT 6, 1% "SUANMING ARE

A"

€318 RETLRH

8866 CLS PAPER & IHK 1: BORDE

RS

BEAS FOR =48 TO 4 STEP -1° BEEP
B1,20¢ P 81,508 BEEF S8, =
16 BEEP .B1.,f" HEAT £

BB18 PRIMT AT 3, 1;"Y0U ARE OUT O

F CHARGES"
8029 PRIMT AT 5,2 "EUT.,."

6639 PRIMT AT €, 1; "YUl SCORE ":H
" HITS"

4G FPRINT AT
MRS "i05" %"
BE50 FRINT AT
YoM

BOES INPUT Fit
BE7H IF AS='y
BEEO STOP

18, 1 "YUl DaMAaLE

26, 25 "AHUTHER L«

" OTHEM RLH

6B FUR F=G TO 22 2
EEF .51.10° RAHDUMIZE

HEHT F 4

2310 P 4,20 BEEP .5,16: BEE

P a2 e L BEER

2026 PRIMT AT 2,
ER: €5 ThkK 15 “TH

o

930 IMK 2

284G FRIMT AT 7,2 "Y0U HAD
HITE"

Q641 PRINT AT 3,2
&1 "THE DAMAGE LIAS
[,2; "YOUR SHIF WAS

LRl

PREER @21 THE
L AR LD s
BLOMWN TO BITZ

9958 PRIMT AT
FON AN

3660 IF IMKEY®="4" THEHM RLH

3874 IF IHEEY®E="n" THEW STOP

8686 L0 TO 3650

21,8 "ANOTHER  CAME

40
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THE COMPUTER will select a
three-digit code number in Code
Breaker which you must de-
cade as quickly as possible. Enter your
version, one digit at a time, and the
computer will tell you which numbers
are correct. It should be possible to find
the number in fewer than 10 atempts.
If you are completely baffled enter A, B
and C for the correct answer.

Written for the 16K ZX-81 by B
Merry of Clifton, Bedfordshire.

332&0‘*{'0 X,
4013

CODE

1—,508

BREAKER

0 YOU REOUTRE THET
G

13 PRUSE 4E4

14 IF INKEYS="Y" THEN COSUB 20
()

1

1€ 3

17 FRINT TAR 12:"THE 1ST CLUE
SHOWS" : TAB 12 "ANY RICHT OIG Gy
STAE 125 "IN THE risht PLAC
18 PRINT TRE 12:

T A=INT (RHD¥18)
B=INT (RHL¥10)
ET C=INT (RND¥18)
LET I=@
LET J=8
8€ IF N=17 THEN GOSUE
89 PRINT AT M.@;"
INPUT R
INPUT <
INPUT T
PRINT AT M,2:R:S:T:
LET N=N+{

2660

148 IF R=A AND S=B AND T-C
GOTO 999

158 IF R=A THEW LET I
160 IF S=B THEN LET +Z

THEN

280 IF S<>B AND (L{S-A AND R<SA
AND T<3A> OR (S=C AND R4MC AMD T

<3030 THEN LET =42
205 IF T<XC AND c¢T-R AND BRI
AND 54282 OR (T=A AND R<OA AND &
<A THEN LET Jmi4Z
2106 IF R<>A AND S=A
H LET d=42
215 1 B OAHD R-B

AND T=A THE

AND T= THE

) R=C AMD S=( THE
PRINT TRE 7:1:.
240 LET HeH+Z

260 COTO 82

1888 PRINT AT 15,11
ions"

1620 PRINT AT 16,11:H:" TRIE";
1925 IF HM THEN PRINT "s"

1928 PRINT AT 17,11; "ANOTHER GHM
E? <YsHY

eonaratelat

PALI 4E4
IF INKEY$="H" THEN STOP
GOTD 15
g CLS
2020 PRINT "THE IDEA UF THE GAME
IS TO CRACK THE THREE DIGIT COL
E WHICH WILL BE GEMERATED BY THE
COMPUTER. THE DIGITS WILL BE I
N THE RANGE OF B8-3.AT THE GTART
OF THE GAME MILL APPERR AT T
HE TOP OF SCREEN, THEN INPU
T 3 NUMEERS
YO WILL
AS TO HOW
YOU RRE.
IHED DURING
ederacking
2036 PRINT
PRINT "presz

THE
EACH FOLLOWED BY HsL

THEN BE GIVEN C
CLOSE TO THE NUMBER
THESE WILL BE EMPLA
THE GAME...hsppy cod

3 keu to cont:

PRUSE 4E4

RETURM

LET Neal

PRINT AT 19,0)"plesse cobw
ans informationthat sou nee
AN as i have run outof roomees

2 3 kes to continue

9020 PALSE 4F4

s CLS
4030 RETLRN
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OVE YOUR car around a fixed
track. Turn right with “87,
left with 5", brake with 6",
and accelerate with “7”. Dg not keep
your finger on the steering keys or you
will find yourself turning more than
once and crashing into a wall. Imagine
that you are the driver of the car, so that
what appears to be up or down on the
television screen involves a turn either
to left or right.

Grand Prix was written for the 16K
Spectrum by C Stock of Chelmsford,
Essex.

GO TO ?Pl@

REM XMain loop¥

IF INKEY$="5" THEN LET c=a

a=-h! LET b=c

IF INKEY$="2" THEN LET c=b:
LET b=-a: LET a=c
13 IF INKEY®="7" THEN. LET k=k-
Tr IF k<1 THEN LET k=1
1599 IF INKEYS®="€" THEN LEY k=k+
160 IF k>43 THEH LET k=S@: GO T
0 208
178 PRINT AT w.x;"Cigp )"+ LET w
=4+3° LET x=x+b
188 IF SCREENS Cw,x3<{>" " THEN

LET y=d-a: LET x=x-b' LET k=58
PRINT AT 4,x; FLASH 1) PAPER &:"
¥"+ BEEP 1.5,-14: LET s=54300
281 PRINT AT 4,x)asla+2,b+2): B

EEP .@8.8: IF 4=1 AND x=1 THEN G
0 To 418
218 FOR n=1 TO k' MNEXT n' LET s
=a+20+k: GO TU 120
301 REM K¥Startkk

G PRINT AT 9,2; PAPER 2;" Pre

ke to start "
PAUSE @: PRINT AT 8.2; PAPE

U T T
440 FOR 9=1 TO 4: PRINT RT {.4;
INK 2; PAPER @; FLASH 1; BRIGH]
Lyt BEEP .5,8: BEEP .5.12' N

q

0 PRINT AT 1,4; PAPER 4;" ":
EEEP .2.24: PAPER S
360 LO TO 108

491 REM ¥fFinishkx

PAPER &: PRINT AT 7,9:;" Poi

nkem"yss ¢

3@ FOR n=1 TO 3@ BEEP .1,(RND
*20+195: NEXT n

448 IF =ihs THEN LET hs=s

460 PRINT AT @,8:" ToP Score=";
hs;t "

458 GO TO 478

£31 REM ¥iVariableskx

616 LET hs=100000' DIM a®(3.3)
628 LET agC1)=" A"+ LET a®(2)="
B C"' LET as(3)=" D"

6235 LET s=08' LET k=5@: LET x=2!
LET w=i:' LET a=@' LET b=i' PAPE
R 71 CLS

530 PRINT " MMMMMMHA MM AR AN
bt MMM 1TH L 8P IHHMMMMMN AN
A L8P TAKHRHHRREHENNHANC 2K 1 3P JHK
CIRLBP DAKGTEP IRKHHEMMBHHHHHMRNC 2
FLEP IHKCZRLEP IHKMMKC 2L AP JKKC 2K 1
AP IRMC 12K 8P IKKC 18P IXNC 2KL 8P IHKN
HAC2HIP IKAC 2RI AP INHC 2K 18P IMMKMM
MMMCZKRLSP IKKC 18P DMK EXLSP JXHC L3P
THHMC 18P OMMC 2¥1 8P IHCEX1SP OHNC 1P
bl LEP DXKMMHNC ZKLSP IHHC 18P THNHC
18P JHKHC L3P IHC2K12P INHC 2K 18P IHHC
18P DHMCIXIEP D OKKC 18P DXXNC 18P IXKN
CARLAP IKKHC 2XISP MG LaP INHHRKHKN
HRHHHC LEP IHMC 2KLEP IHMKC DK 1P YK
CiaP IHMMC L2P IMMMMKMMRHMRHNNC i 8P TK
HEZKLSP IXEKHMRREKKC 125 IKKC2K1SP IX
HHMCEXL2P TRMC 2K 2P IN"

640 PRINT "HCisp JHHMKMEMENNC LoP
SRR 2h1SP MRRRHC 2K1SP IHKKC 18P DM

EX1SP IMKC 18P IXKCIKLSP IHKC 2K18P IK
KC 18P FRRCTIKLSP IHMC L 2P IHMKC isP )
MR 2K 8P IMMIMEMRHNC PHLSP IKHC XS
PIXMCigP JXRXC 1P IXMC 2R 18P JXM0KMN
HHRAMKAREAANL L8P INHHHC 1P IMHMC i
P 2HRC 18P IRRMREMRAMNHHKHHRA MR G 1
SP DMMKC LSP IKHC L3P S IRLEP IMHHC 4
K1sP OHCEKRIZP IRUMC2K1aP JHCAK I8P DX
HAHARAC 2K 8P DNC 2K L SP DML 2K 1SR IKNK
HRHMAHARC 2K22P INCARLBP DN HXMNRC 3
KLBP XM TRILP INHKC 2K 1 3P DHMKHKKHK
MAERARKA AL A NHAC 2K LBP IHAKC TR L
2P 2N fdarete s
batatata

630 PRINT AT 1,25 PAPER 5,"C"

67@ GO TO 318

721 REM ¥¥Introductionkx

710 BORDER 4' PAPER 7' CLS ' PR
INT AT S INVERSE 1;" G R AN
b PR y

728 PRINT AT 14.9)"5/8 = Steeri
ne"JAT 15,18, "7 = Throtele" ;AT
16,10;"6 = Brake"

5,63
I X"

B81@ FOR £=@ TO 31:' READ o' POKE
USR “A"+c.d: MEXT c

B28 PAUSE 9 CLS ' GO TO
381 DRTA
5,129, 165

618
31,195, 231,231,231, 16

255,248, 189,0,0, 183, 24
.185,31,

520 DRTA 255,31,1689,0.8
255

938 DATA
1,195,231

165,129, 165,231,231.23
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ALGF

PROGRANMMABLE

ABOUT OUR PROGRAMMABLE
INTERFACE

Surpassing the outstanding specification of
our Interface Module IT which still offers
the best software support at it i
Joystick Interface that is compatible
ALL 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
game. When you change to a game using
different keys the module is re-programmed
in a few seconds.
As with our Interface Module II the Pro-
grammable Interface accepts all standard
switch Joysticks that are Atari-compatible,
0 sockets are available which are con-
nected 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,

KE
*

for

ZX81

Y FEATURES

Programmable design gives TOTAL soft-
ware support.

Accepts Atari, Competition Pro, Wico,
Starfighter, Quick Shot, Le Stick etc.
Rear extension connector for all other
add-ons.

Free demo program and instructions.

JOYSTICK
INTERFACE

Spe

or

ctrum

PACKAGE CONTENTS SUPPLIED

® Programmable Interface Module as illus-
trated, complete with clip-on program-
ming leads.
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 mad.
of a very durable reverse printed plastic
and is extremely easy to read.
One pack of ten Quick Reference Pro-
gramming Cards for at-a-glance setting
to your games requirements. The card
allows vou 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.O. (NO STAMP NEEDED) TO: A.G.F. HARDWARE, DEPT. SPR

FREEPOST, BOGNOR REGIS, WEST SUSSEX, PO22 9BR

aTy ITEM ITEM PRICE TOTAL
PROGRAMMABLE INTERFACE 33.95
JOYSTICK(S) 7.54
PACK(S) QUICK REFERENCE CARDS 1.00
ONE VIDEO GRAFFITI FREE
zZxs1 O ZX SPECTRUM [0  Please tick FINAL TOTAL
DEALER ENQUIRIES WELCOME EXPORT PRICES ON APPLICATION
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JUST AROUND THE CORNER, A NEW

-

BLACK CRYSTAL

The Classic, six program adventure game for the 48K Spectrum and 16K ZX-81
computers. No software collection is complete without it.

“BLACK CRYSTAL is an excellent graphics adventure and a well thought out
package” (Sinclair User, April '83).

“BLACK CRYSTAL has impressed me by its sheer quantity and generally high
quality of presentation. | am afraid I have become an addict” (Home Computing
Weekly, April '83).

SPECTRUM 48K 180K of program in six parts . . . only £7.50
ZX-81 16K over 100K of program in seven parts . . . only £7.50°

Why pay more for less of an adventure?

COMING SOON _

THE ADVENTURES OF ST. BERNARD
An exciling, fast moving, machine code, arcade game where you guide your
intrepid St. Bernard through the perils of the icy wastelands to rescue his Mistress
from the clutches of the abominable snowman.

SOON

3

COMINC

THE CRYPT
written by Stephen Renton
Prepare yourself for the many challenges that shall confrant you when you dare
to enter “THE CRYPT".
You will battle with giant scorpions, Hell spawn, Craners, Pos-Negs and if you
are unlucky enough — the Dark Cyclups in this arcade style adventure.
Available now for the 48K Spectrum @ £4.95

ZX COMPENDIUMT

ZX-81 COMPENDIUM

Alien Intruder, Wumpus Adventure, Numerology, Hangman, Hieroglyphics,
Movie Mogul

The ideal software package for all 16K ZX-81 owners, Six major programmes on
’.w cassettes for only £6.50.

“Alien Intruder/ Hieroglyphics — Bath programs make good use of graphics and
words to make a very entertaining package.” (Sinclair User, Aug ‘821

“Alien, Hieroglyphics/Wumpus' Movie — A varied mix from Carnell, all featur-
ing imaginative responses and graphics and all of them good games for all ages
{Hieroglyphics is particularly good for children).” (Popular Computing Weekly,
Aug '82)

STARFORCE ONE
Take on the robot guardians of the central computer in a superbly stylised three
dimensional battle game.
1 {100% MACHINE CODE ARCADE ACTION)

COMING SOON

THE DEVIL RIDES IN

1 uttered the last incantations as the clock struck thirteen. Al fell silent except for

a faint rustling in the corner. From out of the shadows they came, all Hell's fury
against me but 1 was not defenceless until the Angel Of Death, as winged
horse, joined the battle. Avoiding his bolts of hell fire, I took careful aim. My
chances were slim, but if my luck held
(Fast moving, machine cos

le, all action, Arcade game)




A@. BER T e it s o e
Third C\‘lll"l'—lllv

Mcwﬂil" and “Volcanic Dungeon”, we wlll :lhw you to become part of
this tale of revenge.

“The Wrath Of Magra” comes as three, 48K pm'nnts on msulte, boxed with
instruction manual and book detailing the history of the Third Continent and the
many spells you will be using throughout the game,

NOTE: “The Wrath Of Magra” is a complete adventure. You need not buy
“Volcanic Dungeon” or “Black Crystal” to play

through nslpodmmpm-mardqxtl‘
ftware Ltd, North Weylands Industrial Estate, Mnlﬂnyknld H-nhm Surtey KT12 3PL.
Dealers: Contact us for your nearest wholesaler.




ORWIN SOFTWARE:

ZX81

& SPECTRUM

= SUPER SOFTWARE AT LOW PRICES

“Michael Orwin has built a reputation
for value-for-money software and his Cas-
sette 4 offers quantity as well as quality.”

Sinclair User, October ‘82

“If each game was on a separate tape
and selling for £5 each | would still rec-
ommend them. But all on one for £56 !
This sort of value for money just has not
been seen before on any personal com-
puter.””

“*Without sounding pushy | would like to
conclude this review by saying — if you
have a ZX-81 and like games, then you
should buy Michael Orwin's cassette 4.""

2 extracts from ZX Computing, Oct/Nov
‘82

“Eight games, including an excellent
version of the Scramble arcade game . . .
Easy to operate, graphically imp

NEW! FOR 16K SPECTRUM

(will also run on 48K Spectrum)

CASSETTE A

GHOST GOBBLER
Eat the ghosts befare
the ghosts eat you.
Eat a star and you
can chase the ghosts
for a while

ALIENKILL Control lasers, rockets and a
force-field to stop the aliens from landing
MOUSETRAP Trap the mouse in the corner
but not anywhere else

REVERSI A game of skill with simple rules
but sophisticated tactics. Play against the
computer.

LASER DEFENCE Control the laser sight to
shoot down the alien ships. Machine code
sound routines.

Ten programs for £6

TANK BATTLE For 2 players simultaneous
Iy or play against the computer. Each play
er has 2 rotate controls and move and fire
controls. The tanks fire steerable missiles
PHOEBUS A puzzie

BLACKSPOT Gobble the stars and avoid
running into black spots created by cross
ing your own path.

CUBE Manipulate a cube any size from
2x2%x2107x7x7
MINEFIELD Collect the
avoiding the mines and
fence

crowns  while
the electrified

plus an extra .

GRAPHIC DEMO Did you know your Spec
trum could do all this!?

and good value for money.”

The Times, Saturday 11th December 1982
(about Cassette 4)

CASSETTE 1. eleven pro-

grams (including 7 in machine | Basic

code)
for 1K ZX81

CASSETTE 2,

ten games in | CASSETTE 3, eight programs
(including 1 in machine code)

£3.80 | for 16K ZX81 £5 | for 16K ZX81 £5
CASSETTE 4 8 games for 16k ZX81 £6
ZX-SCRAMBLE (machine code) with 3 stages. GUNFIGHT INVADERS

Bomb and shoot your way |h|uugh the fortified caves. {machine code)

(machine code)

GALAXY INVADERS (machine code)
CI: Fléets of swooping and diving alien craft to fight off.

JRUPPING ANT I-FUNGUS BORBS On

SNAKEBITE (machine code)
Eat the snake before it eats you. Variable speed. (very fast at top speed)

LIFE {machine code]
A ZX81 version of the well known game.

HUTANT
FUNGLS

3D TIC-TAC-TOE (Basic)
Played on a 4 x 4 x 4 board, this is a game for the brain. It is very hard to
beat the computer at it.

7 of the B games are in machine code, because this is much faster than Basic. (Some of these games were previously available form
J. Steadman).

CASSETTE 5 8 games for 16k ZX81 £6

BYTE-MAN (machine code) BREAKOUT [machine code)
i il from Mi

PLANETOIDS [machine code]
Rotate, move, fire and hyperspace controls
Wide range of choice of speed and difficulty,

DODGEMS (machine code)
Dodge the computer’s car while €ating the
dots.

=]
=

DRAUGHTS [machine code}

Three skill levels.

SPACE RESCUE (machine code) BLITZ {machine code)
i il from Mi

MERCHANT (Basic)
Make your fortune on trading voyages in the
. Mediterranean and beyond

7 of the 8 games are in machine code because it is much faster than Basic.

Please make cheques payable to ORWIN SOFTWARE.
ORWIN SOFTWARE, Dept. OSP, 26 Brownlow Road. Willesden, London NW10 9QL.
ZX81 & SPECTRUM SOFTWARE WANTED

46
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LONS is a Space Invader-type

game written for the 16K Spec-

trum by Umer Nalla of Bolton,
Lancashire. Thirty Plons start at the
top of the screen and move downwards
rapidly. Move left with Q, right with W
and fire with P. If you succeed in
clearing one screen, a new screen will
appear on which the Plons move even
more quickly.

1 LET me=1* PAPER 7* INK 1' B
2 CLs PRINT PRINT ' L
WSEKEYS. "9’ g tud
s Pirdt

‘P! ta fire missile

THE PLONS ARE IHVADING.
MO ENL YOUR RIGHTS
AND THE RIGHTZ OF OTHERS OR YO
uoWILL ALL BE MADE SLAVES ~"

2 IF mSCmed=">
3 PRINT m®Cme ;1

“WETHEN GO T 5
IF mEC me 2>

UHRS G2 THEM BEEP .01,58:
4 LET me=me+l: 0 z

5 PRUSE 500 FOR k=0 TO 18- PR
INT AT 21.k:" Press s kew": BEEP

.885,k*2' NEXT k: PAUSE @

19 30RDER @: INK 7: PAPER @' C
L% ' LET hi=@: PRINT AT 5,9; INV
ERSE 1; FLASH 1;" AT 108
195 BRIGHT 8; IMVERSE @)"RLEASE

WAIT": PAUSE 48' CO sSUB 328 PA
USE 3@+ GO TO S8
20 PRINT AT mxumus" "+ LET mx=

ma—=1- IF mx=aCmd ) AND a<myid=i T
HEN PRINT AT atmyl.mv) INK 2 PA

PER 1,"c'" LET mi=@: BEEP .@S5.5:
BEEP .85,7' BEEP .0%,6' BEEP .0
5,8+ PRINT AT aimud,mys" "+ LET
scmsc+i@ LET admy o=@ LET kill=
kill+l® RETURMN
38 IF mx<=1 THEN LET mi1=8: RET
URH
48 BEEP ,0985,55' PRINT AT mx.m
wi IHK 5,"4": RETURN
58 BOURDER @: PAPER 8 IWK 7' C
LS © DIM ac3@): LET mi=8' LET by
=15: LET kill=Q: LET sc=@: LET u
averZ
EQ FOR »=1 TU 38 LET aixi=uay
e+9: PRINT AT alx),x; INK B; PAP
ER 7i"a": MENT x
78 PRINT AT &,8; IHK 6; PAPER
1:"KA1L "ski1L:AT @,19; INVERSE
1: BRIGHT 1:;"SCORE ";scIAT @,22;
INYERSE B) BRIGHT @;"Mave "jwav
as/2
80 PLOT 7.G° DRAW 8, 166° PLOT
245,06 DRAW 9,166+ DRAKW -241.a'
PAPER @* INK 7

99 FOR x=1 TO 3@
EN GO TO 128

188 IF RHDM (wave+2)/9> THEN GO
TO 128

IF acx)=@ TH

119 LET alx2=alx )42 PRINT AT a
Cxyxs THK 45 "8";AT adx)=2,xi" "
120 IF INKEY$="" THEN GO TU 168
138 LET tw=by' LET byehy+( INKEY
#="u" )-C [NKEY®="q" )+ IF tw{>by T
HEN BEEP .@805,35: IF by>3@ OR byl

i THEN LET bu=ty
140 PRINT AT 21.tws IHK 7) PAPE
R @:" “;AT 2i,by; INK 71 PRPER 2

150 IF IN S7242=254 AND mi=@ TH
EN LET mu=bu:' LET mx=2@: LET mi=
1 GO 5UB 20

168 IF m1 THEN GO SUB 20' PRINT
AT B,8; INK 6; PAPER 1)"Kill “;
JAT 9,18: INVERSE 15 BRIGHT
1:"SCORE ",=ciAT @,22, INVERSE @
i BRIGHT B;"MWave "jwaves2

170 IF k1l1=3@ THEN €O TO 290
180 IF aixi»=21 THEN GO TO 218
136 *

208
210 FOR k=1 TO 3: FOR J=8 TO 7
OUT 254, BEEP .@3.8' BEEP .02

161 BEEP .83,7: BEEP .03,5' BEEP

«B8B,-28" NEXT Jjr' HEMT k
229 PRUSE 79: INK 1: PAPER 7! B
ORDER 7: CLS ' PRINT AT 2 AR

D LUCK THE" AT 4,111 INVE i
aALIENSs") INVERSE BAT 6,9 "HAV
E MADE YOU";AT 9,125 BRIGHT 1,"S
LAYES"

238 FOR £=5 TO 1 STEP -1
.5, f PRUSE 1: NEXT f

248 IF sc>hi THEN LET hi=sc
230 PRINT AT 16,7; "HIGH SCORE
JHLIAT 19,73 "YOUR SCORE ":SC- PA

BEEF

USE 300 FOR K=0 TOD 14: PRINT AT
21,K1" 8 to start”: BEEP .002.kX
2: HEMT k

260 BEEP .84,%' BEEP .@4,7: BEE
P .04.6: BEEP .04,8: IF INKEY®<{>
"a'" THEN GO TO 260

27a CLS + .o TO 58

280 STOP

298 PRUSE 68 CLS PRINT AT 12
418 BRIGHT 13 INK B; PRPER 7:"H
ELL DOME")AT 13.5: FLASH 1; INVE

RSE 1;"BUT NUW THINGS GET";AT 15
+93 INVERSE B;"H R R D E R",AT 2
1.2; BRIGHT @; FLASH 8," Preszs

any key ko continue': FOR k=1 TO
1@' BEEP .84,8° BEEP .84.6 BEE
P .94,7: BEEP .04,%' NEXT k' PAU
SE @' LET kill=@: LET wave=wave+
2

398 IF wave>12 THEN LET wave=i2
318 CLS : GO TO €@
920 FOR f=USR "a" TO SR "g'+7:
READ &' POKE f.a°' NEXT f
338 DATA 195,36, 126,219,126.195
. 126,16%,98,60,231,36, 126,90, 66,
231,33,31,64, 14,32, 175, 126,31
348 RETURN
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14 REN

1
15 LET G=0

48 PRiHT AT &,8:"(2¥isP Jmonzte

(S S -1

E

£
=

S8 PRIMNT AT 4,2;"Y0U ARE IMSID
A DRAGOMS LALR. IT WILL CHASE
YO THROUGH THE LAIR BUT IT WIL
LROP 175 TREASURE, PTCK L
ITS TREASUREC ., DIF YO MOVE IN

T THE BLOCKED EXIT(e) IT WILL

HUOT SENSE fOU. "

E0 PRIWT AT 18.,17:;"7"3TRAB 71"U

KEYS 5+8" 3 TAB 17, "6"

B PALUSE 46008

B8 PRIMT AT 8.6, "TREASURE=
HIGH=" ;G

98 PRIMT “¢31%ga "

1643 PRIMT “Cah:ldkiap  8h: 14K18P

Sk "

114 PRINT “Cah:izp  E¥ah: 15P 5%

h:1eP gkl 18P Bkah 12P Sk 18P 1 @

p

126 PRINT "Cah 14¥1sp ghiridk1se
ahy "

139 PRINT "Cah:isp ah isP ohiis
E-1 Prgb1ispoghc 18P @kl 1ap 3K

Bhi 1P @l 18P rah 18P 9k 18P gl L
=10 R = | R Y- 12 W

P
1
1

P
1
1

3

146 PRIMT "(@h:izp:ah 18P @his
talbiiep gk 12p Bk 18P Ol 18P 1 3K
=P 1gP @b igP gkl 18P gk 18P ke
2P ok 1sp c3b 12P @k "

158 PRIMT "(gh:izp @k isP:@kh:is
rab s ekl isk o9k 12P 9k 1P 3%
2P 13P gk 18P BhisP Ak 3P gk
=T R B3R =T R -t =

168 PRINT "Cakh:isp ah: 1P 9k is
Bk isP gk 1E2P Sk izp gk icp 3%

1P 1zP gk 1sP 3R 1P cBh: isp a3k
120 gk 18P Al 5P gk !

178 PRIMT "(3h:9%12pP :3h:3KisP 9
Fiiaap ol Kiep o3k BKiep ek "

188 PRIMNT "Cah:isp: 7kskh:12p Gk
F¥izp Gk 1E2P THESlc 12P @l "

196 PRINT "Cah S3%iap g 12p: Tk
bie1ap ab 3E1ep gk "

2@ FRIMT “Cakhcisp 3%k 1sp  3%a
bio 1P Gl Z2ELEP SOk 2 tigp
Sk fah 12P ek )"
218 PRIWMT "(g9kh: 13%1sp ' ah:1e: gk
2%18P gk )"
@ PRIMT "9k 12p :5¥ah:5¥isp 9
sabyc1sP Gl Lep Ak SRL1sP Sk
“ah !
S0 PRINT "C9kh:12p 3%ak 3kizp -3
Hghc1sp o 9b DE1EP Gk 12P 3Kk 3K
R =T - S =T I A
A6 PRINT "(9h:29%1sp 3k 2"
256 PRIMT " FLEP o 3%ak SELisP 3
hi1ep gk t1EP : Bgh 3%l
ERRRCE 1~ T B
260 PRIMT
2P @k 2"
270 PRIMT "(2h-izsp:3%ah: 3%isp 3
¥9h:i5P Shc1sP 33 18P Bl iep 1 3
R RRCH S R-ATRECE 1= T =1 = 1o B A

28 PRINT "Cah: 13%12p : 3%ah: 13%1
S|

298 PRIMWT "« 31%3a3 2"

LEE REM MOVE MAM

318 LET Li=L

326 LET Cl=C

348 LET L=l IMEEYS="6" )= INKEY

H=P Y

f13%izp 3ok 13K1

F="50 Y
55 PRINT AT L, C;
GO LET O=PEEK (PEEK 16398+256%
FEEK 16395 )
370 IF 0438 THEW GOTO =@ug

5 LET =01
286 LET L=L1

—_ — — — —— - e — _
= o _—_— = —
= —_—— e — —_—— e = —
— == - == = e gy —
= ——— == — —_—= e —
—_— e, = e e ——— — - — — e—
—_—— e e—— —— = = == —— —————
—_—— e ——— eeee—_—_——_— s == —_— —
—_—— == _——_— = _—— == — — =
_—_——=== _—_— = = = —_— —
—_———= = = == —_——— e — == =
—— —— —— —— — — —
— —— e —— — —
—_——— ————— _———— e —— — ———
e e — =)
e OU ARE trapped in the deadly
—— maze which is the Werewolf
— Lair and the werewolf is on
___'_' — your trail. Avoid him for as long as
e—— possible and try ro collect all the trea-
ST sure he drops. If you hide in the door-
—— > way marked “E” the werewolf will not
— be able to sense you.
Written for the 16K ZX-81 by Neil
e — — =a—  Stevens of Shorcham-by-Sea, Sussex.
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IF G=11 THEM GOTO 9908

IF =151 THEM LET 5=S+1
PRIMT AT L1.,C1:"C1sp 2":AT L
et

REM MOVE MOUMSTER

3 LET Al=R

LET A=R+( A<
5 PRIMT AT A
3 LET EEK,

L PEEE. 16338+256%

LE 28 THEWM GOTO
IF R

I
AL AMD G433 THEWN GOTO

3 LET A=A1
98 LET B=B+(B{CI-(B* 2
A9 PRIWMT AT R.B

3 LET G=PEEK (PEEK 16338+25€K
K 167
IF G
6360 IF D48

3 THEM GOTO 20
THEMW LOTO €84

&40 LET B=B1
3 PRINT AT AL,B1:"Cik1" AT A,
[y

€99 IF
AT 8.1

Sr5=IHT (5250 THEH FRINT

7BE IF L<*13 OR C<>15 THEW GOTO
=386
716 IF IHKEY®<»"" THEM GOTO 346
Vel LOTO 7o
9680 PRINT AT AL,B1:"(ix"

FOR F=1 TO 1€

PRIMT AT L,C)"¢ag)"
: 3 PRINT AT L, 0" 9d3"
3348 HEXT F

PRINT AT 21.8;"(29:9f: 18P 23
@rC 18Pt f i
B IF 5>G THEH LET G=%
3 LOTO 16
SAVE "MUMSTEF"
REM "BY HMEIL STEVEMS"
3 RIH
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tom right-hand corner of the
screen. As soon as the game be-
gins a guided missile will begin to shoot
towards you from the top lefi-hand
corner. It has the advantage of being
able to move diagonally while you have
the advantage that it does not chase you
in the most efficient way possible. Al-
though you can survive for a long time
on slow speeds, it is very difficult to
reach a high score on the fastest speed.
Guided Missile was written for the
16K Spectrum by D N Heathfield of
Southampton, Hampshire.

YOU BEGIN the game in the bot-

GUDED MISSILF

18 BURDER @'
ZB INK 5@ CLS
SELECT SPEED"

PAPER B CLS
PRINT AT &.9:"

36 INK 2° PRINT AT 12,6:" 1 2
345"
48 IF INKEY 1" UR INKEYS="2"

OR INKEY®="3" OR INKEY®="4" UR
INKEY®="S" THEN GO TU €@

58 GO TO 48

€8 LET c=VAL INKEYS

78 LET l=c

6@ PRINT AT 12,c*2+8; FLASH L)
INK Sic

50 FOR f=1 TO 188: HEXT §

188 CLS INE 2 PRINT AT 4,65

DO _YOU WANT SOUND 7 (YN
118 PAUZE B8

128 IF INKEY®="N" OR INKEY#$='"n
THEN LET zx=i' GO TO 158

130 IF INKEY®="¥" OR INKEYS="y'
THEN LET zx=@: GO TO 150
148 GO TO 118

148560 TO 116

188 LET p=Q
168 LET aa=234' LET ab=g
17@ LET ba=8' LET bb=174

18@ CLS

199 INK 3 CLS
SELECT LEVEL"
ZB@ INK 2: PRINT AT 12,4;" 1 2
345678 9"

21@ IF INKEY&="1" OR INKEYs="2"
OR INKEYS="3" OR INKEY$="4" 0OR
INKEY®="S" OR INKEY®="€" OR INKE
Y#="7" OR INKEYS="EB" OR INKEY®="
3" THEN GO TO 238

228 GO TO 218

238 LET 9=VAL INKEYS

248 LET x=2-(9-10)

258 PRINT AT 12,9%2+4, FLASH 1
INK 554

26@ FOR f=1 TO 19@: NEXT f: PAP
ER @' BORDER 8: LS

278 INK 2+ PLOT OVER 1)as,ab

FRINT RT 8,9;"

278>INK 21 PLOT OVER 1,aa.,ab
208 INK €' PLOT OVER 1,ba.bhb
298 IF INT (aa/C3KL30=INT CbasC
BX1DY AND INT Cabsc3%120=1INT Cbb
/¢3%¥1)> THEN GU TO @310

288 1F INKEYS="@" THEN CLS GO
TO 338

312 IF INKEYS&="35" THEN LET aa=a
a-(xKl3' GO TO 35@
329 1IF INKEYS="g"
atCxX1) GO TO 358
338 IF INKEYe="7"
bBH(xk1)1 GO TO 35@
348 IF INKEY$="€"
b={x¥1)' GO TO 35@
35@ IF aa>ba THEN LET ba=ba+l:
GO TO 378

360 IF aa¢ba THEN LET ba=ba-1
378 IF ab<bb THEN LET bbwbb-1
GO TO 358

300 IF -abdbb THEN LET bb=bb+1
398 IF 33>255 THEN LET aa=25%

THEN LET aa=a

THEN LET ab=a

THEN LET ab=a

398>IF 23>255 THEN LET aa
402 1F ab>174 THEH LET ab=
419 IF ab<® THEN LET ah=6
428 IF aa<@ THEN LET a3=0

430 LET p=P+1

4408 LET w={ab-bh)i-{aa-ba>

4580 IF w>@ THEN LET re-u

468 IF w(® THEN LET r=w

470 IF zx=i THEN LU TO 458
480 BEEP .004, INT r 7+48

499 PRINT AT @,26; INK 9ip' IF
P>12@8 THEM LU TO geg@

598 GO TO 279
518 FOR f=1 TO 235 BORDER €' B

ORDER 2' BORDER €' BOURDER 2 HEM
T £+ BORDER 8: CLS
52@ INK 4: PRINT AT 3,0;" THE

MISSILE HAS GOT You |
538 PRINT AT 1@.6:" YOU DI ., H
OWEVER.

SURVIVE FOR "

183" PHASES"
S36>PRINT AT 1@,6;" YOU LID , H
OWEVER,

SURVIVE FOR
1P1" PHASES"
548 PRINT ' PRINT : PRINT “
FRESS ‘R’ TO PLAY AGAIN"
558 PRINT + PRINT " OR /5
L TO SAVE"

568 PRUSE 9

578 IF INKEYS="S" OR IMKEY®="g"
THEN GO SUB 82@: RUH

588 IF INKEYS<>"A" AND INKEY®<>
"a" THEN GO TO 8568

598 RUN

688 FOR f=1 TO 255+ BORDER i{: B

ORDER 2: BORDER 1' BURDER 2 HNEM
T £ BORDER 8 (LS

618 INK 4 PRINT AT 4,4, "THE Ml
S5ILE HAS RUN OUT."

628 PRINT PRINT " 0L HAVE
SURVIVED THE FULL *: PRINT © PRI
NT 1868 PHRSES
620>PRINT « PRINT "  YOU HAvE
SURVIVED THE FLLL PRI
NT 1888 PHA

539 PRINT AT 11,4;"PRESS ‘A’ TO
PLAY RAGAIN, "

€48 PRINT PRINT R 7
S’ TO SAVE"

658 PRUSE @

668 IF INKEY®="S" UR INKEY®="z"
THEN GO SUB 82@' RUN

678 IF IMKEY®<>"A" AND INKEY®<>
"a" THEN GO TO RE5@

668 RUN

698 INK 4' BORDER ' PAPER @' C
L3

708 PRINT AT 2,8)"  THE KEYS F
OR GUIDED "

TIE PRINT PRINT " MISSILE A
?ea PRINT | PRINT @ PRINT "

veas LEFT!

738 BRINT . FRINT B
738)PRINT + PRINT © O
DOWN"

748 PRINT « PRINT G
75@ PRINT ' PRINT " R
RIGHT"

76@ PRINT @ PRINT * B
cis v

77@ PRINT ' PRINT * S
SAVE THIS PROGRAM"

788 PRINT AT 19 FLASH 1;"PRE

55 ANY KEY TO PL
798 PRINT AT 21, 2 UTOR A5t TO
SAVE )"

600 PAUSE 6: IF IMKEY4="S" OR I
HKEV®="g" THEN LO SUB 820

818 RUN

828 SAVE "G M" LINE €39 RETURN
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appear on the screen. Enter how
many metres forward you would
like your car to move. The further you
move the more points you gain but if
you advance too far you will crash and
be dragged away to hospital. In how few
turns can you reach 100 points?
Written for the 16K ZX-81 by Ste-
phen Turner of Wolverhampton, West

Midlands.
4 1=

IN EMERGENCY STOP, two cars

EMERGE
STOP

1 GUTO 7@9

2 LET N=3g

4 LET G=INT ¢RHD¥S@I+1
S5 LET AE="¢sp3%a6 0"
[
?
8
5

LET CE="(ap SXisp )"
LET De=" 0O a"
CLS
10 FOR A= TU @
28 LET B=INT (RHDX1B)+10
25 PRINT AT 11,A;RMLAT 12,fB8
JAT 13.R CHAT 14.A508
38 PRINT AT 11.B8)"(2Xsp 3ka6)"
JIAT 12,8;"C(4%sp 8> ;AT 13,B;"(S
*isP )" AT 14,8,"0 o
55 FOR I=15 TO 21
56 PRINT "{32%ga)"
57 NEWT I
6@ PRINT AT @,8) "HOW FAR UNTIL
HE HRS TO BRAKET"
65 PRINT "MAXm=2@"

78 INPUT H
75 IF H>2@8 THEN LUTU 78

80 PRINT Hi" METRECS)"
B85 FOR X=1 TO 5@
BE NEXT ¥

28 PRINT AT B8,8:"

180 LET A=A+l

185 IF A=H THEN GOTO 206
118 PRINT AT 11.f;FA%iAT
JAT 13,AICSAT 14,0
115 PRINT AT 11.8)
JAT 12,8 "C 4%¥zp ¢
*1ap )" JAT 14,87
128 LOTO 190
218 IF A=B-14 THEN GOTO 258
220 IF RYB-5 THEN GOTOD 400
230 LET N=N+A

295 IF N»=188 THEN GOTU 1008

L2, A5 BS

388 PRINT AT 9.@)"WELL DUNE YOU
DID NOT BUMP THAT","OME.."

385 PRINT "ANU YOU GET ";H;" PO
INTS. "

31B PRINT
¥ RGRIN"
32@ IF INKEYS="" THEN LOTO 326
338 CLS

348 GOTO 4

408 PRINT AT 11.08;"

"PRESS ANY KEY TO PLA

418 FOR Z=1f TO A

411 HEXT 2

420 PRINT AT L1.,A."(91:96:99 85
196192 )" AT 12,A;"CeP1sP 2%ah L
P J"IAT 13,A)"CeP 18P ' 2K1K 18P )"
JAT 14.R:"CQ24 97 9r:94:97'93)"
421 FOR O=1 TO 5@
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422 NEMT O

4308 PRINT RT 3,A;"C91 96 isP 96
1987861920 AT 1B, A (2P 1SKisp 3"
JAT 11,A1"Ciap  3kgh- 18P D" AT 12,
Ri“Cisk  3KSF 1P X" AT 13,A) "CSKI
SPO" AT 14,A)"(84 97 9r Qe 12p 1
33

440 FOR G=8 TO 45

458 NEWT G

455 PRINT AT 9,A;"

468 PRINT AT 12,A;"(a5 2%isp 2K
923"iAT 12,R)"C2P 94 2KisP 1 93d0";
AT 14,A;"(94 3kaf 132"

466 PRINT AT 1@,A-1;"(96 10'96)

467 FOR L=@ TO 208
468 NEXT L

472 PRINT AT 18,A-1;" "IAT 8,
A=3:"0C isP 199 3"
"IAT L2

473 PRINT AT 12.A:"

SR
474 PRINT AT LZ.A)"C99 ‘9w 36835
194" AT 14,A=15"CEXisp "

475 PRINT AT 8.A-3." "IAT 12,
Fi=d4; "0" ;AT 11,A-5;"49E isp9q 3",
AT 18,A-5;"(9r =p "Ge )"

"476 FOR D=0 TO 5

477 NE¥T D
480 PRINT AT 12.A-4;" "AT 11.A
= "JAT 1G.A-%:" "JAT 14.A

=5:"0C 18P 99 )"

568 FOR P=@ TO 59
516 NEXT P

3208 FOR Y=@ TO R-7
530 PRINT AT 12,¥:" U"AT 12,
"L+ IAT 14,85 Cawd"

540 NEXT ¥

545 FOR W=A-7 TO @
550 PRINT AT 12,W;"0

688 PRINT AT @,0;"YOU WILL BE I
N HOSPITAL FOR 18", "WEEKS,AND WI
LL LOSE 28 POINTS","FUR EXPENCES

605 PRINT "DRIVE rh.th CAREFULLY

ON YOUR "."RELERSE.

618 PRINT ,..."PRESS ANY KEY TO

TRY AGAIN."

620 IF INKEYd="" THEN COTO €20

621 IF H<=B THEN GOTOD 639

625 LET N=N-2@

£38 LOTO 5

7@@ FOR ¥=68 TO 23

710 PRINT AT 21,%)"Cispd O o
JRT 20, %1"¢isP 8P SKisPO" ;AT 19,
H1¢iap 1P 19510 962 AT 18,41
P rsP  3KEED"

720 PRINT AT L7.X,"C1sP2":AT 1€
SXi"CisP ' IAT 15.M)"C1sp 2" iAT 14
S¥3"CiaP J"IAT 13,¥;"Cisp 3"SAT 12
JR1"CisP Y IAT LL.X"CasR 2" IAT 1D
JMa"CisP 'IAT 9,X;"C18P )" IAT B. X

F"C1sp )"

725 PRINT AT 7. (18P I";RAT E,%
JMCISP XUAT 5.0 "C1aP X AT 4,45
Cisp'IAT 3.%;"CisP XIAT 2.H1 "1

~

! i
727 PRINT AT 21.,8;"

738 NEXT X
731 PRINT AT 2
748 PRINT AT 2
20,245 'C 4¥ap  THise WAT 19,2
CAksp af 0 IAT 18, 241 "C4%ep
o
"‘ﬁ’d F"WIN'I HT 21.26," AT E
J26 iRT 19,261" "IRT

JB;{E, A L

768 FOR V=38 TO 25 STEP -1

778 PRINT AT 21.,Y,"(9d sp)';AT
20, V"L s X" IAT 19,V 0

786 NEXT ¥

798 FOR C=26 TO 3 STEP -1

888 PRINT AT 13.24;"(a42";AT 28

B30 PRINT AT 13.24;"
1"Cae "

248 FOR G=@ TO 10
B850 NEXT G
855 PRINT AT C.L,"

868 NEMT C

BES PRINT AT 2@,1;"¢22%a?)"
B7@ PRINT AT 3.2;" REMERLENLCY
STOP%"

885 PRINT AT 5,2)"THE OBJECT OF
THE"

B9C PRINT AT 6,2 "GAME I3 TO ES
TIMATE"

891 PRINT AT 7.
BETUEEN"

B95 PRINT AT &

2; "THE DISTANCE

THE TWO CARS.

982 PRINT AT 9.2;"IF YOUR ESTIM
TE IS"3AT 18,2 "WRD) g

919 PRINT AT 11,2
5 WILL BE";AT 12,2 = .
915 PRINT AT 12,2;:"THE CLOSER Y
UU GET" ;AT 14,2;"THE MURE POLNTS
i YOU CET.TRY RND GET":
2 168 OR MOR
926 FR‘!HT AT 16, 11 "PRESS ANY KE
¥ TO CONT
238 IF INKEY#&i="" THEM GOTU 936
940 GOTO, 2

241 STOP

1e@e CLS

1918 PRINT TRB 6;"EMERGEMCY STUP

1828 PRINT TRAB €;"Ci4%as)"

1038 PRINT AT &,2;"WELL DUNE YOU
GOT “iN;" POINTS", "AND WOULD PA
SS YUUR DRIVING TESTFIRST TIME..

lﬂlﬂ FOR A=A TO 100

1845 PRINT HT 18,2 "Press any ke
¥ to cont..
185@ IF INKEY®="" THEN GOTO 1056
1BE6 GOTO 2

"Ci430 "AT 14,0 "Coq 18P 99 241" CaT" 8933 STOP
ap )" 818 FOR G=0 TO 1@ 9008 SAVE "EMERGENCY STOP"
560 NEXT W 20 NEXT G 9108 RUN
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2 e
alBs
A

QU ARE involved in a desperate

shoot-out with the Gangsters in

a car park, Faces appear in the
darkness and you must shoot them with
key “@”. P J Irwin, of Bembridge, Isle
of Wight, who wrote the game for the
16K Spectrum, says that anything more
than 70 is a good score.

i
Lz

at=1

4
Elc]

®T £
a9
o to

&y 55

f,
1610
110

138

5
A+ZSEKPEEK 2ZETI+PEEK 2

2 DRAW

DRAW &, -

DRAW 32
a: DRAW &,-8
W o, 24
126 PLOT €.1
HB,0: DRAW =g UREAL -
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SLULET S=RI=FI

2 LET O=VAL "5*

3 FOR H=vAL "1" TO ¢

4 LET ¥=WAL "Z"%H

% PRIWT AT WAL "4",Y,

& FOR M=VAL "L TO YAL "S"

7 PRINT TAB Y, "“(3%isp 2"

8 HEXRT M

SRR HTSAT RS G Y Ly

H

16 HEXT H

11 LET W=INT <(RHL#O VAL "L

12 PRINT AT WAL “1S",WAL 10"
WHICH DOOR?"

13 IF IMKEYS="" THEN GCOTO YAL
Hy g

14 LET ¥~CODE INKEYE-YAL 26"

15 LET Y=WAL “5"¥X

16 IF =W THEW GOTO WAL "26"

17 LET SeG+1

18 PRINT AT WAL “4",%;

19 FOR M=WAL "1" TO VAL "S"

19~FOR M=¥AL "1" TO VAL "S"

26 PRINT TAB 73"  ©

21 HEXT M

22 CLS

23 LET 0=0-VAL "1"

24 1F SoUAL "4Y=INT (S/VAL "4"
) FND SPYAL "0" THEM GOTO WAL "2

25 GOT0 WAL g

26 PRIMT AT WAL “4v,7v;" " TAH
B ;" 0 ";TAB ¥;"(at:-ispP: 94 3";TA
BRS¢ AT HB U el

27 PRINT AT WAL 15,
thetre 15 no escape"

28 PRIMT ,,"SCORE=";%)" ROUMS"

25 STOF

S

‘- J OU HAVE fallen unwittingly
into the hands of an evil wizard
from whom there is no escape.

The wizard likes to play games, how-

ever, and has devised a special torment

for you. A house with many rooms is

the play area and each room has a

certain number of doors. Behind one of

those is the wizard. The longer you
avoid him the longer you survive.

Doors was written by Raymond Mitch-

ell of Warrington, Cheshire for the 16K

ZX-81.
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CASSETTE 50
for your MICRO

SPECTRUM
ZX81

GALACTIC ATTACK MAZE EATER
SPACE MISSION ORBITTER SUBMARINES
LUNAR LANDER MOTORWAY AOCKET LAUNCH
PLASMA BOLT FORCE FIELD PLANETS
STARTREK " BLACK HOLE
RADAR LANDING TUNNEL ESCAPE DYNAMITE
ATTACKER BARREL JU DO ¥OUR SUMS
GALACTIC DOGFIGHT | CANNONBALL BATTL DERBY DASH
210N ATTACK. OVERTAKE SPACE SEARCH
IVASIVE ACTION SITTING TARGET UNIVERSE
SMASH THE WINDOWS | RATS
BOGGLES SPACE SHIP TANKER
PONTOON JET FLIGHT PARACHUTE
SKI JUMP PHASER JETMOBILE
HANGMAN INTRUDER HIGH RISE
OLD BONES INFERNO THE FORCE
THIN ICE GHOSTS. EXCHANGE

WE BUY GAMES CONTA!

CASCADES HOUSE
LLANDDGO
MONMOUTH

I ASCAVE =

SDFTWAI'—'IE SWALES NPS aPA

| ENCLOSE CHEQUE/PO. FOR: £3.95 (WHICH INCLUDES VAT AND DELIVERY).

COMPUTER. I
SP9 '

PLEASE SEND ME 50 GAMES ON A CASSETTE FOR MY,
l HAME

ADDRESS.

ata price you can afford.

@ 1k on board memary

@ Own rear edge connector

@ Compatible wi
joysticks

- for printers etc.

ith all standard

® 56l centring

{ CAMBRIDGE COMPUTING

40-42 Hobson Street Cambridge CB11NL  Telephone 0223 322805

Atlast... A joystick that works!

Cambridge Computing bring you the first programmable joystick~

Joystick

@B Directional microswitched action

@ 2 independent fire buttons

Q20

JOYSTICK, INTERFACE
AND TAPE COMPLETE

10 use program enables the interface

work on ALL sof

I_leemd me:- For Spectrum

| Joystick, Intertace & Taps at £20.90 1 enclose chaquefpostal order for £- ... .. |
| interface and Tape at £24.00..

made payable to Cambridge Computing |

| Jovstick only at £7.00......... Limited. 1
| vome ... FY T e |
SP 10 g
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The Galaxy’s FIRST
ever computer comic!

Zooming into touchdown at WH 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. . . I
big prizes.. .. competitions. .. fascinating quizzes . . . star personalities, i
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 -

L] ¥ -4

AVAILABLENOW -

and every fortnight . . .order your copy TODAY.

Y



%

L |

8D HORRQOR ADVENTURE GAME!

For ZXB1 with 16K RAM £3.95
For 48K SPECTRUM .. .. £4.95

For the 16K ZXB1 or with colour and sound for the 48K
SPECTRUM, a superb 3D graphics adventure gamel Enter
Dracula’s tomb at 30 minutes 1o 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 let you! Take a chance on a Mystery Vault . . . if you
dare! And all the time the minutes are ticking by to sunset . . . when
Dracula rises from his coffin and comes after youl

Castle Coldity

ESCAPE-OR-DIE ADVENTURE

For ZX81 16K RAM
For 48K SPECTRUM ... . £5.95

You are an Allied POW in the infamous Castle Colditz, Nazi
fortress jail for Allied prisoners-of-war! Can you escape with your

lite through the vast labyrinth of rooms to the main gate? Tackle

brutal Gestapo and S8 guards, savage guard-dogs, traps and

pitfalis! Survive if you can the Corridar of Rats, the Tunnal of
Poisonous Spiders, the Vault of Human Bones and many

nmre: And on your way, grab all the fabulous Nazi loot you can

carry!

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

1
:

. £4.95

Send cash, P.0. or cheque to
FELIX SOFTWARE (DEPT. SP10)
% 19 Leighton Avenue, Pinner, HAS 3BW.

Member

mputer Tracle Association

ZX8116k/ R
2 SUPER GAMES
O EACH TAPE ,

PER TAPE inc.P&P.
Send Cheque or Postal Order

MEOW MICROS (O
8 Newnham Close
Essex

inc. P&P. 2 for £8

All the tapes above are in stock, allow 14 days
for delivery. Other tapes are available, please
send SAE. Trade enquiries welcome.
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MAZEMAN 3

A fast action graphic space
You dodge asteroids and znp aliens in this cosmic battle
for the stars. There are bonus points to be scored for the
sharp shooter with the speedy ship. The whole of hyper.
»Ipm-u lies waiting for you when you pile on the super
thrust

Spectrum £d.45

(NEW)

FORTH: A full implementation allowing the full
range of sound and colour, Speetr
package endorsed by the Forth Interest Group and
the one used by Sinelair User in their series on Forth.
well worth the price @ speedier Spectrum’
Personal Computer

Spectrum 14,95

THE WIZARD'S WARRIORS: A fust moving game |
featuring continuous sound effects and arcade quality  Spectrum 495 |
graphics

*a well written graphics adventure!’
Computing Weehly

ADYENTURE O With save game facility.
“a remarkably good version . . . well worth the money.’
Sinclgir User

NOW AVAILAB
action machine code game.

is very aceurate and fast.’

Which Micra

Spectrum £4.! 95

2X8184,45 |

: Ten levels of play. Good graphic display
. in a class of it's ow

4 ZXE1£5.85
our Computer

VADERS: Very fast m/c action. Includes mystery

P | ZXB1£4,45
ship and increasingly difficult screens.

7 MAES AFALLEN,BOW ST, DYFED,SY24 5BA

Dealer enquiries are welcome

24hr Ansaphone
0970828881 |




SPECTRUM
8K

NUMBER 6

SPECTRUM BOOKS

AVAILABLE THROUGH COMPUTER BOOKSHOPS AND W H SMITH

40 BEST MACHINE CODE ROUTINES
FOR THE ZX SPECTRUM £5-95
By Andrew Hewson and John Hardman. This book leaches
he beginner all he needs to know in a simple, easy-lo-leam
m and its an invaluable reference work for the expert too!
SECTION A: Three chapters explaining what you need to
know about Z80 machine code on the Spectrum. ® How 1o
Ioad and save machine code. ® How lo use the system
f‘ variables. » How memory is organised. ® How program ines
""" ' are stored. = How to use the stack, the display, the atiribute
* How to call ROM Routines — where they are and what
they do. & The structure of Z80 coda - plus a valuable glossary. SECTION B: 40
routines including,  Scroll - up, down, side lo side by pixel or by character.
* Search and replace, token swaj g search. ® Rolate character, invert
character - horizontally and vertically. ® Line renumber — including GOSUBs,
s, RUN etc.

20 BEST PROGRAMS FOR THE ZX SPECTRUM £5.95

By Andrew Hewson. Program titles include: MACHINE CODE EDITOR — Write.
madify, extend and load machine code using this all-basic program. No need (o
use an Assembler when you have this program. INDEX FILE — Leam about fixed
length records, save numeric and string information, add to, sort, modify, delete
and print your records. deal as a computer based filing system. DUCKSHOOT —
Leam how lo manipulate the attributes file and have fun at the same time,
GRAPHIX — Construct up to 210 graphics characters with the full on-screen
editing facilities, enhance and modify them and recall them later to build a
detailed display to save on cassette. SPIROMANIA — A program to stretch your
arlislic talenis, imagination and \ﬂ%&mu\!y Draws a limitless variety of curves and
spirals. Plus: FOOTBALL, DIGITISER, DIARY and many more.

@D Hewson Consultants

r Please send me: (lick box)
[7140 Best Machine Code Routines £5.95

I Please debil my Access/Visa Account No _

120 Best Programmes £5-95

Signature e

Name
Address

Please make cheques/postal orders payable to
Hewson Consultants. Allow up 1o 14 days for delivery.
Post to: Hewson Consultants, 60A St Mary's Street,

L Wallingford, Oxon OX10 0EL  Tel (0491) 36307

MINHLLEN

£5,95

of the “Earth
task of

COSMIC RAIDERS (16K)

You — the only remaining pilot
Uelence Fleet" have the
: Earth from o

rof Speetrum "Scramble’
* 100% machine code *

SPACE ZOMBIES (16K)

MINES OF SMURN and
RETURN T0O E £5,95
es of Saturn wmlz pilating a routine arbit of
atuen, you are caught up in s
which forces you into
energy  dr
the pl
s

. L
ng base and you set
I to refuel you

dilommas, you 1, but fail
radio contact. You effect & safe If
sl ducking. On entry you find it
-ontrol room destrayed. You must
e station and find some way to alert Earth
af your predicament, but beware, many of the
100ms are identical, there s exto d
signs of slien intruders.

to make
hattowing m
o

explor

(48K)  MAD MARTH|

Access or Visa Card holders]
please telephone (0344) 27317 (Fam-6pm)

Please add 40p per order for post & packing '}S

Address

Name:

Space Zombies
Mad Martha

| Casmic Raiders
Mines of Saturn/Retur to Earth

MIKROGEN, Dept SP, 24 Agar Crescent, Bracknell, Berkshire, RG12 2BK
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GRID RUN

All these games are available for the ZX Spectrum 48K for the incredible

price of only £5.50 including P&P VAT etc. Just complete the mail
order form for prompt dispatch by return of post.

Arcade are committed to original game concepts so look out for new
titles in the Arcade range. Trade enquiries welcome. Phone Orpington
35639 anytime or write to Arcade Software Ltd, Technology House, 32
Chislehurst Road, Orpington, Kent BR6 ODG.

aty.

Item Item Price
£

Total ‘

DON'T FORGET YOU CAN ALWAYS ORDER ON I
THE TELEPHONE WITH YOUR CREDIT CARD.

TRADE ENQUIRIES WELCOME.
*I encloso a chenue/postal arier mayable 1o ARCADE SOFTWARE LTD, fo:

» charge to my Access/Burclayzard account no.

delmercompleie

|
|
|
<able N 02 5 G |
|
|
|







