


SPOIRNHEIDIEEERENGE}

Choosing which game to buy from the mountain available is a difficult job,
especially when everyone claims to produce the best on the market. But how can
you tell the best from the rest?. To help you decide, read on. . . .

THE DUNGEONMASTEH

Le( your Spectrum be your guide in atotally new

sion in adventures in the true spirit of
Iraﬂmnnai role playing games where YOU design
the scenario.

"l have been a Dungeons and Dragons fan for
several years...The package provides excellent
entertainment for all fans of the cults and should
prove a good introduction to the game

clair User.

“Hi niyrecummendedlor\Isversalny,nngmamy

and quality. Definately well worth obtammg

X Compu(mg.
ZX Spectrum 48K £7.50
Written by Graham Stafford.

What the
real critics say. . . .

Very rarely have
software titles produced
such universal acclaim
as ‘Halls of the Things’

and 'The Dungeon
Master'. Now, with three
brand new programs,
Crystal continues to set
the standard of software
excellence. The
difference is obvious -
the choice is yours:

The Best or The Rest.

INVASION OF THE
BODY SNATCHAS!

At last! a version as fast and furious and as
Iruslmnn?ﬂy addictive as the arcade original.

Landers, Mutants, Bombers, Pods, Swarmersand
much much more combine to produce the
ultimate space game!

ZX Spectrum 48K £6.50
Written by Simon Brattel and Neil Mottershead.

THE ISLAND

The ultimate test of logic and deduction! Can you
solve the hidden mysteries of the South Pacific
Island on which you have been stranded - and
escape alive! A brilliant classic style adventure
game to facinate and frustrate you for months!

£7.50
Written by Martin H. Smith.

ZX Spectrum 48K

HALLS OF THE THINGS

A stunning multi-level maze ‘arcade - adventure’.
“Excellent and dangerously addictive - could
change the Spectrum games scene
overnight”. ~.Sinclair User!

Speclacular - One of the best games |'ve seen,
nely balan ed between simplicity and
addac(wensss ﬁ %“ hics and cn\nur -1
CAN'T RECOMMEND IT HIGHLY EN!
...Popular Cnmpulrng Weekly
ZX Spectrum 48K £7.50
Written by Neil Mottershead, Simon Brattel and
Martin Horsley.

Please send SAE for our latest catalogue and
details of our forthcoming software.

Catalogue FREE with every order. P&P included.
Please add £0.50 per item'for overseas orders.-
Please make cheques/PQ's payable to:
CRYSTAL COMPUTING
Dept SU11

2 ASHTON WAY

EAST HERRINGTON
SUNDERLAND SR3 3RX

ADDHES!

NAME

ROMMEL'S REVENGE

A brilliant interpretation of the most visually
stunning arcade game of all time. Superb high
resolution 3D graphics with full perspective plus
a host of new and exciting features make
Rommel's Revenge the most spactacular game
ever produced for your Spectrum!

ZX Spectrum 48K £6.50

Written by Martin Horsley.

DEALERS! For details of our excellent

dealer discounts (including export) ™
e

ring Chris Clarke on 061-205 6603

PROGRAMMERS! Written any
software? send it to us for evaluation and
details of our excellent royalty scheme.

o

good '
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10 DONKEY DIAMOND 36 ASTEROID:

43 SCREEN FLASH

44 3D CHARACTERS
MIRROR

18 QUEST
21 SHARP SHOOTER

CHARACTERS
24 GONSTELLATIONS | oo coneron s
34 FOUR-WAY SPLIT 58 SLALOM

Instructions for graphics characters are printed in lower-case letters in our listings. They are enclosed by
brackets and separated by colons to distinguish them and the brackets and colons should not be entered.

Tnverse characters are represented by the letter *i” and graphics characters by “g". Thus an inverse
W would be represented by araphics W by “gw”, and an inverse graphics W by “igw”.

Spaces are represented by © d inverse spaces by “isp”. Whenever any character is to be used
more than once, the number of times it is to be used is shown before it, together with a multiplication
sign. Thus “6*isp” means six inverse spaces and *““(g4:4*i4:g3) would be entered as a graphic four,
followed by an in four repeated four phics three.

Where whole words are to be written in inve ppear in the listings as lower-case letters.
Letters to be entered in graphics mode on the Spectrum are underlined.

Inverse characters may be entered on the ZX-81 by changing to graphics mode and then typing the
appropriate characiers and on the Spectrum by changing o inverse video and typing the appropriate
letters. Graphics characters may be entered on the ZX-81 by changing to graphics mode and then

ssing symbol shift while the appropriate characters are entered. On the Spectrum graphics characters
may be obtained by changing to graphics mode and then pressing the appropriate character. User-
defined graphics will appear as normal letters until the program has been RUN.




Transylvanian Tower

Aspine chilling adventure...
enter via the dungeons . ..
navigate your way through
500 3-D rooms . . . survive
the swooping vampire bats
...reachthe terrifying top.. .
confront and kill Count
Kreepie, ridding.the world
of this Transylvanian Terror.
Can you survive the Top of
the Tower ? Full save routine
for use during the hours of
darkness! 48K Spectrum
£6.50

Super Spy

Locate the secret island
hideaway of the mysterious
meglomaniac Dr. Death.
Follow his trail across
continents, through
complex puzzles and 3-D
mazes. Discover the
entrance to his under-
ground lair — but beware
— even with your death-
defying gadgets his evil
henchmen may still win the
day!

With save routine for part
time secret agents! 48K
Spectrum £6.50

"ADVENTU

i a2 AN 1
i

RES IN

AVAILABLE FROM W.H. SMI
AND ALL LEADING

<> 4

I
Tgﬁiw VANIAN
TOWER ||

discover
by lethal crabs ani
secrets of the Lost City
ancient columns. Expl
the treacherous seabed, each
dangers. *
Sensational 3-D graphics used
before! 48 K Spectrum £6.50

DEALERS — GENEROUS DISCOUNTS AVAILABLE CONT

CREDIT CAl
RING [06:
FOR EXPRE

ELM HOUSE, 23-25 ELMSHOTT LANE, CIPPENHAM, SLOUGH, BERKSHIRE. : 1

A :
way of trade or otherwise, be lent. b

2

I All programs are sold subject to the condition tha




U*i

ro IMAGINATION™
E)l:n'l’ ﬂgll;lsEORMEENZIES; BOOTS*

Invincible Island
by Peter Cooke

Exhaust your ingenuity in
the quest to find The Seven
Parchments of Xaro and
their meaning! Will they
lead you to undreamt of
treasures or eternal doom?

- Explore the mysteries of the
stockade and puzzle within
the Pagodal A spectacular
split screen graphie and text
adventure to braintease you
for weeks!

Adventurous graphics for
every location. Save routine
48K Spectrum £6.50.

Everest Ascent

vertical adventure. Conquer
the summit of the world’s
highest peak! . . . struggle
from base camp to base
camp ... survive the
elements . . . watch out for
avalanches, thin ice and
wayward sherpas . ..
encounter abominable
snowmen and cross
bottomless crevasses!

A game of skill, strategy and
planning — a graphic
simulation of man’s ultimate
endeavour! Save routine.
48K Spectrum £6.50.

D HOTLINE
) 63531
SS SERVICE

ELM HOUSE, 23-25 ELMSHOTT LANE, CIPPENHAM, SLOUGH, BERKSHIRE.

_Ed out, resold or otherwise circulated without the written permission of Richard Shepherd Software Ltd 1 .

- Selected titles available at larger branches



“THE FABULOUS

INCRED/BLE OFFER

R w%&g EXPRESS DELIVERY - ORDER Now ||
ONE CASSETTE

ONLY £9.95 722

0

Please send me by retum of post, Cassette 50 at £9.95 per |
tape. | enclose a cheque/postal order for £
made payable to Cascade Games.

Name _—

Address

———— PosteCode. = —o = &=

Dealers & Stockists enquiries welcome.
Please send me (tick appropriate box)

|
|
|
I

Country
. I
Wi Spectrum g vic :
|

. o Cascade Games,
- 0 ] Suite 4, 1-3 Haywra Crescent,
m Harrogate, N. Yorkshire, HG1 5BG.
:oF England.
- Telephone: (0423) 504526
o SP 11/83
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TETTERS

RECENTLY I bought a
Spectrum and the September
issue of Sinclair Programs. 1
typed-in the program Shoot-
out and found that, although
no error codes were pro-
duced, my cowboys refused
to move when the correct
keys were pressed. I then en-
tered Kami. Once again I
entered the program correctly
and my aeroplane refused to
move.

Thoroughly confused, I re-
corded the programs and took
them to a friend who has had
a Spectrum for some time.
We played the recordings
into her computer and both
programs worked properly.
Does that mean [ have a
faulty machine?

Allisoun Fern,
Tottenham, London.

® Your computer is not
faulty. It is one of the new
model three Spectrums which
have been issued since our Sep-
tember issue was published.
Owners of model three Spec-
trum have expertenced difficul-
ty LOADing  commercial
software and entering program
listings containing IN stare-
ments.

A model three Spectrum will
print 191 in response to the
divect command PRINT IN
16602, while a model one or
twwo will respond with 255.

Quners of model three Spec-
trums should check all pro-
grams they ENTER for IN
statements. IN statemenis are
always followed by a five-digit
number and then by the num-
bers 255, 254 or 253. In all
cases 255 should be changed to
191, 254 1o 190, and 253 to
189.

SAVE
MEMORY

IN RESPONSE to the letter
from Mark Willis in the Au-
gust issue, I felt that [ had to
tell you that the numbers take
up more memory than almost
anything else you could want
to use in a program, so the
use of PI/PI instead of 1 saves
between four and six bytes,
which is invaluable when
using a 1K ZX-81. Also using
VAL ‘50 saves about four
to six bytes.

I am a Spectrum owner. I
had a ZX-81 previously. I
think the best program you
have published is the Worm

Game, on which my high
score is 262,400, Protector,
Tank Duel and Mapwork
are also excellent.

Since you started publish-
ing 30 programs in each issue
I have enjoyed the magazine
immensely, the quality of the
16K Spectrum programs be-
coming extremely high. The
brilliant artwork, inside and
out, makes the magazine
seem more friendly. Every
time I look at the picture
accompanying the program
Periscope in the August is-
sue [ am nudged into fits of
laughter.

To reset RAM on the
Spectrum, type-in  RAN-
DOMIZE USR 0. That also
destroys UDGs and any alter-
native character sets you have
defined.

Can anybody tell me what
the report code ‘5 M 0:1°
means? It is the response I
receive when I type RAN-
DOM ISR 10.

P Williamson, age 14,

Hull.
GOLF 81
JUST HAVING become the
owner of a 16K ZX-81 com-
puter I am feeling very satis-

fied with Sinclair Programs,
which I buy as soon as it is
published. There is a large
selection of programs for
both the 1K and the 16K ZX-
81 machines which involve
detailed listings and graphics.
The games printed in this
value-packed magazine are
exciting and easy to type-in,
which helps beginners a great
deal in our early days of key-
ing-in words and graphic
instructions.

1 have found the best game
to be Golf 81 and even
though I have no experience
of golf, 1 scon mastered the
game.

I have just one complaint
about this excellent magazine
and that is the order in which
programs are placed. I have
to spend time turning all the
pages to find the selected
pages of programs to fit my
computer. Instead could you
not have the first few pages
for the 1K computer then the
16K computer and then the
Spectrum programs, as [ am
sure that would delight other
buyers of the magazine?

C Morton,
Gedling,
Nottingham.

ERRORS /WD
MISHAPS

LINE 2002 of Protector on page 14 of
the September issue contains a “£”
sign. It should be replaced by a hash

sign “#7.

The layout of Shootout on page 30
proved puzzling to several people. Sec-
tion one of the program—lines 30 to
9030—should be entered and RUN,
giving the instructions and user-defined
graphics. The program should then be
user-defined

NEWed, leaving the

graphics in memory, and the rest of the
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program entered and RUN.

The last character on the first printed
line of both lines 80 and 100 of the
program Kami on page 51 was not
printed clearly. On line 80 it was a “c
and on line 100 it was a “d™.

Many people with new Spectrums
reported problems with Shootout and
Kami. They were not due to faults in
the program listings and are explained
in the Letters section.




By

Part 1

18 RESTURE + CLEAR 239931 LET
el

3 FOUR n=2206G0 TU 32609
x=x+8 ' PUKE n &' NEXT n:
1860 THEN PRINT AT 16,18
FLASH {:"ERROR I '+ 3TOP

@3 DATA 33,8, 92 4108, 1
27,54, 7,99, 54, 287, 39,54, 255,35, 5
4,596, 35,54, 8, 4,1,3%,94,0,3%,
B4, 20, 05,94, 8,62, 2,285, 1,22, 1,7
7,205,229, 34,17,1,1,1,8, 153,285,
26,36, 1,241,6, 295, 186,36, 17,285
- E55,1,8, 153,205, 166, 36, 1,241, 0,
2a%, 186,36

48 DATA 42,118,92,84,93,41,41,
S,41,41,41,35,34, 11 .
B2 56, 256, 354,

568 DATA 137,€,9,197,6
»50,4123,92,6.,26: 33, 109,
G H, 39,229,285, 217,
5,225,193, 16, 2403,6, 198, 197,42
5,127,43,43, 43,34, 106,127,17,
2 285,181,3,194,16, 237,193, 16,

1
=04

&0 DATA 289,6€,4,157,33,0,8.6,7
197,120,580, 143,92,66, 75,213,229
L 205, 229,34, 2 6,188,197, 35,229
»17,1.8,2085,1681,3,22%,193, 16,243

,289,1593, 16,224,193, 16,215,213, 1
93

78 LATR 58, 184,127,120,71,58,1
95,127,129, 79, 237,67, 106,127, 197
205,22, 126, 193,197, 285,229,34, 1
25%,58,8,92, 33, 184, 127, 254,53
2,7,54,0,39, 56, 259, 24, 214, 254,
7.54,0,3%5,54,1, 24,203

a3 DATA 2%4.54,32,7,54, 255,39,
54,0, 24,192,254,55,32,5,54, 1,35,
54,0.24,181
ATA 285,178, 3

J7L. 126,47,
& 3,203,71,48,22,153,193,33.0
9,126,211.,254,70, 16,234,335, 124,

4,23, 3, 4,33,88,39,217,201
168 CATA S8 92,33,103, 127,70,
184,40,5,119, 43,54, 255, 33, 43,62,
83,6, 19,211,254,47,60,211,2%4,13
T.7H,16,254, 1492, 1F, 243,53, 62, 16,
&2 21,%5,24,20%,217,13,3
205, 40, 26, 237,91
254, 295,73

>

1

4219

116 DATA 33,186, 127,52, 126,294,
19,56, 2,%4,2%5, 35,135,133, 111,12
£,254,255,202,70,127,229,229,7a,
35,768,205, 217,13.,62,32,215,33,18

£,127,126,35,70., 22, 255,20, 214, 8,
8,251,62,33, 146, 79,62, 175, 144, 2
£,25%,20,214,8,48, 251,62, 24, 146,
71,225,197, 126, 184, 48.3,60, 24,1,
61,119

128 DATA 71,39, 12€,168%5,48,3,60,
24,1,61.119,79, 197, 205,217,13,19
3,225,17, 143,992,124, 184,32, 14,12
5,185,332, 10, 225,62,6, 18,62, 147, 2
15,195,395, 126,33,33,91,17,32.0, 1
51,237,862, 16,231 ,65, 43, 16,253, 62
2,158,40, 12, 225,33, 143,92,54, 7,
145,215,594, 2,201

138 LATR 225.6,9,197; 63,187, 128
.5, 123, 92, 229, 7@, 35, 78, 205, 217,
14,62, 144,215,33,0,@, 126,211, 254
135,124, 254,9,32,247,225, 193, 16,
23,54, 295,33, 143,92,94,2,33, 109
27,126, 254,255, 192, 35,39, 129, 8
54, 145,32, 245,225,225,1.1.,0.217,
19%,52, 126

148 PRINT AT 18.8)"N0 ERRORS IN
DATA"

159 PRINT AT 12,3)"NOW SAVING D
ATA TO CASSETTE"

168 SAVE ROMZ'CODE 32840, 628
176 STOP
9999 SAVE
EEP 1.1

"STRON DATR" LINE @' B
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Part 2

18 RESTORE RANDOMT D bodb o d bbb
R 6 PUKE 23691 PUK 1 BAPRINT AT 7,2)" d d b
@ CLEAR 41999 LUAD "STRONZ'CUD o b bddd Bk i
E ' CLS d d d b db"

28 FOR nell ‘T UsR 70 FRINT AT 9,2)" bab o b
READ a' PUKE 4 HEXT n 4 dbd d ba" FEXT no NEX

3 0 | o m* FOR m=@8 TO 3° FUR n=B TO 7 P
158 gggﬂigéalgéazgsu.‘z;gésg,;g AUSE S PRINT AT 13,7) INK "By

BB LD, e Roger Allen 1383" ' NEXT n: NEX

19,8,0,8, 60,255, 153, 235, 60, 64,60 =
ok #2 PLOT @,15: DRAW INK 2,255,8

42 PRINT AT 1,13) INK 6:"PRUGR , INK S FOR n=255 TU 24 STEP -1
AM': FOR m={ TO 5' FOR n=7 TU 1 PLOT n, 16+ PAUSE 2 DRAW B.4°
STER =1 INK m' PRINT AT 3,2 HENT 1

FUR m=00 TO 1
DRAW &,

99 FUR n=4 TU 38
+ PLOT n+2@,16:- PAUSE 1L
Nt NEHT m: NE!
188 PLUT 51,

bl dbdbd babd  bdb

ok dd d
S0 PRINT AT 5.2 "b

b HT
bbb bdo o b 16 LRAW OVER 1:8,4

OUR NAME is Stron and you

must play to oppose the evil

Mad Control Plan. Move your
laser bike with the cursor keys. If the
crushers hit your trail they will be
destroyed. If you hit your trail, the edge
of the play area, or a guard, or if you
run out of time before all the crushers
are dead, you will be destroyed.

There are four levels to survive, each
with a shorter time limit, and faster
speeds than the previous level. On the
fourth level the guards are invincible
and you must try to survive until the
time limit.

Laserbikes was written for the 16K
Spectrum by Roger Allen of Gerrards
Cross, Buckinghamshire. It is divided
into two parts, the first of which con-
trols the machine code. LOAD and
RUN the first section, then LOAD the
second section and RUN by entering
GOTO 20.

Part 2 — continued.

1 FOR n=S2 TO 255: PLOT w,16° DR 2080 PAUSE 1€0' INK 11 LET +=800
Al @,38' NEXT n LET ww2@: LET z=1' LET a®#="PRE
110 LET e=1: LET f=0- LET as="D 59 ANY KEY TO PLAY": LET d=8°* LE
0 YOU WANT THE INSTRUCTIONST": L T a=3@: LET b=1' LET c=6' GU SUB
Bl d=1 LET . a=4@GLET b= LET-C 3068
=4: GO SUE 9068 218 PAUSE 4ed4
120 PAUSE 4e4: IF INKEYS< Ty 220 LLS ' POKE 32809, INT (t/256
HEH GO T 20 2 POKE 32012, t-29€XPEEK 32003
138 CLs PRINT AT 6,81 FLASH 1 PUKE 3249%,u-1' POKE 32113.w: PO
1 INK 25 PAPER 6:1"(16X1963";AT 2 KE 32598, 149-( 2% 20~w)): POUKE 32

JBIMCI6XI9E AT 1,8 "(1962
£i96>") FLASH ai;AT 1.,3:
PAPER 1) INK 5;"M.C.P. RERDOLIT"
148 DATA "PROLRAM NAME:", "STRON
U, MCRIME ", "EVADING THE M.C.P.",
ERDICT ", "GUILTY","PUNISHMEMNT *
‘0 PLAY THE GAMES", "ASSILNELD
GAME ' ", "LASERBIKE" , "OPPUNENT ' ", "
THE M.C.P.","CONTROLS' ", "COMPUTE
R KEYS % TO 8","TASK:", "QDESTRUY
CRUSHERS", "RULES : ", "DODGE WALLS
AND CRUSHERS", "PRIZE:", "FREEDOM"
158 RESTORE 148 ' LET f=2' LET
e=@: FOR m=3 TO 21 STEP 2@ PAUSE
182+ FOR 1=@ TO i: READ as: LET
a=2@-20%1+ LET b=2: LET g=4+3%1
t LET d=m: GO SUB 99@8: LET f=2+
CLEN a® RND 1=8)' PAUSE 2@' HEXT
1+ NEXT m: LET e=1' LET f=0

520,2+(10 AND 2>3) POKE 32086, 1

£2+C15 AND z33)

239 FOR n=32621 TO J2621+2%w ST

EP 2 POKE n, INT (RNDX19)+4: POK

E wHi, INT CRNDX2@)+3: NEXT n

248 PRINT AT B,8; INK 3;"ZUNE="
4 "ENERGY" A

3x) "

D Z<{=35%("" "TIME" RMD z33)+"=";
tr LET 1=USR 32008

258 IF 1>1 OR (1=@ AND =<{=3) TH

EN LET a®="PROLRAM STRON DESTROY
ED"' LET a==%: LEY b=2: LET c=d4:
LET d=8: GO SUB 5988 GO TO 268
=(6@ AND 14>8)

26@ IF 1=8 AND z<=3 THEN LET a%
='ENERGY EXHAUSTED": LET d=if: G
0 8UB 9@RR: GO TO 206

279 FOR n=48 TO @ STEP -.%: BEE
P .B@8,n' BEEP ,@08,n—108' NEXT n

' PAUSE 2@: RESTORE 300 LET z=x
+11 LET wmw—d+(12 AHD z=4)+(2 AN
D z>43 LET t=t-(200 AND z<{>43-¢
188 AND z=4 3+ 768 AND z33)

268 FOR m=1 TO £+(3 AND z=4): R
EAD afi' LET dem¥2+5-C5 FAND z=4 %
LET a=25%+( 18 AND m=6): LET 2
LET e=€+ GO SUB 5000: PAUSE 14°
HNEXT m

298 RESTORE 318 FOR n=1 TO 7

2

RERD a,b: BEEP a~sZ2,k: MEXT n- GU
TO 226
3988 DATA "CONGRATULATIONS STROUN

", "YOU SURVIVED", "BUT YOU MUST B
ERT ME AGAIN","“THAT 15,","IF YOU
WANT YOUR FREEDOM!","HR! HA! HA
I HRI HA BUT THIS TIME MY CRU
SHERS ARE"; "IMVINCIBLE AND YOU M
UST SURVIVE","THE TIME LIMIT!"
318 DATA 1.7%,0,.25,3,1.73,2,.2
5,5,.25,3,1.75.6,2,7

98B0 PRINT #biAT o, (42-LEN a%) 2

Xe+f )

9810 FOR n=1 TO LEN a%: PRINT 3%
: INK cra®tny;+ BEEP .@1,a: NENT
n' RETURM

9999 SAVE "STROUNL" LINE &° B

1,1 SAVE "STRONZ"CODE 32004

BEEP 1,1
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DONKEY
DIAMOND

ekl

B PRINT AT w.H;
2 OPRINT AT 21,4
i FHP H—i TU “u

2,1
Ll
SRUT

34,4
) HE

3 gl
15 PRINT AT
VUHUAT 19,27
6 PRINT

Lp
AT 2,63
Tl

(AR

“J”fww bk

5. T L&

PPitf AT A, 22
=T A

CEP o akgT "

i

3

isp ot
24 1sp 2"

A3

o
ke?rgﬁ‘
tgprg

Bkaa 1"
R ak-Tl ) -]

i

,“fum G @q 1 ap
L RV o= TR = TR~
a9 2"
H"iAT 15,287
AT 14,27:"H"
"CPkisp 2"

6099 "

S

B = Y

3% PRINT AT G
g vt [l © o i b o

' FRINT AT 9,1
won o ww o wun

IF A%="€" AHD C=2a ARND Ged
IHEH LOTD 7apd

LET F=F+1

29 IF A%="7" AND C=27 AML G=16
THEW GOTU &7

A48 IF A%="T7" AMD G=12 AMD C=6
THEM GOTO S
H H=-1

=i HND L=@d4 THEM PRINT

43 LET I=%]
44 IF A%="1" THEW LET C=(-2
45 IF G=4 AMD C=29 THEW LUTo 9

4¢ IF A®=“1" THEW FRINT AT L.LC
P

47 IF A$="0" THEHW LET C=

4% IF A%="8" THEW PRINT AT G,C

A PRTNT AT 25 TR R TS erT= it

SR T =12 THEM LET =6

S1 PRIMT AT 16, H: "0 O0'AT 16
JHAS
BRPHT -RIDS 2 ma i
3 PRIWT AT 12,F)"cat )" AT 12,
Feijn ®

a4 IF F*24 THEH LET F=2

95 IF F=0C AND G=12 THEM GOTO ¥

IF G=8 AND C=14 OR C=le AND
OR C=18 AMD G=0 THEW COTO 7

57 IF-H=1 THEW LET H=22
59 IF C=5 ANMD G=E THEW GOTO 7?7
e IF C=12 AMD L=16 THEM GOTOU

61 IF C=18 AND L=16 THEW GOTO

2 IF AS="7" AMWL C=21 AND G=8
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LIMB THE LADDERS 1o
reach the diamond at the top.
Jump the barrels on the first
floor, the alien on the second floor, and
the guardian and the ghosts of past
adventurers on the third floor. Move
left with ““5”, jump left with *“1”, move
right with “8", and jump right with
“0” and climb ladders with “7"".
Falling down a hole or hitting any-
thing will kill you. Once you have your
score, return to the ground floor by the
ladder on the right of the screen to
obtain your score.
Donkey Diamond was written for
the 16K ZX-81 by Charles Sandison of
Caithness, Scotland.

THEM LOTO 24 @1 PRIWT AT 4.,8:" too had-Pres
&3 IF =24 AMD C=16 THEW GOTO s W o Epy gEadn

v 82 PRINT AT 21.6:" Press
&4 IF =7 AMD G=12 THEW GOTO 7 Ng f

e @3

65 IF C=11 AWD G=12 THEW GOTO THEH STOP
;" THEW GOTO 1
L=1% AMD =12 THEW GOTO

FREMT AT e 2 2ol
LET L=l

B9 GOTO 3
[=6 AMD G=16 THEN LOTO 7 SE PRIMT
41 FRIMT
92 LET (=8
GOTO 32

C=18 AMD =12 THEW GOTO

e g My
iz a6 "HY

2 [AMb C=2a OR Ce28 AN

[  GOTO 77
78 IF C=H+4 AND L=1s THEW GOTO 94 £ A T i
v 95 R Sl |
71 IF C=H AHD G=1e THEW GOTO 7 HE
i o ¢ .
73 IF C=1 AMD G=8 THEN GOTO 77 28 PRINT AT 16,02 1" 3 AT 4,2
74 PRINT ‘8% l2,F=g2if AT 812 2;" =

PR P [ et R = R i L 141 PRINT AT 8,6:" well done>mi
7S PRIWT AT 12,240" & : ncomp letec i
P GOTO 32 PRINT AT 21,8:" time takenl
77 FOR F=0G TG 12 i scorel " 166-5C) "(4Xiap )
76 PRINT AT F,Ci"c1" X" AT F. L

iy 164 IHPUT B%
T HERE 185 IF B&="" THEW GOTO 1
BA FRINT AT F.Cpte tu6 IF BRI THER S STRR
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THE TRICKSTICK.
A REVOLUTION THAT RUN
AROUND ORDINARYJOY




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 cunve 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!

For just £28.00 (+ postage), the Trickstick responds at the speed of light.
| 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
or loop you need to build up really big scores.
And the Trickstick is easy to use. All you do s 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 National Trickstick Championships
Up to eight peop!
— N 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,
adainst one friend, in teams of two or three or however you want.

\ Just by plugging in extra interfaces to each

S RINGS
STICKS.

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, wait until you get

your hands on a Trickstick
Revolutionary new software.

Developed especially for use with the Sinclair 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
deneration 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 anly £7.50 when
you buy your Trickstick,

5o fill in the coupon now. And start running rings around your mates before
they start running rings around you.

EASTLONDON

: : ROEDTIGS




OU ARE a Baron who has total

'l control of his country. With each
move you must plant food for the

next year. You cannot plant more corn
than you have, or more than twice your
population, or more than eight times
your land acreage. You must also feed

Each vassal needs four bushels of
corn per move. If you over-feed your
population it will grow guickly; if you
starve more than a quarter of it to death,
there is a chance that you will be assassi-
nated. Can you survive for 20 years?

Written for the ZX-80 by W K Rose
of Hawkhurst, Kent.

3 OR PYA*2 OR PIC*E THEN COTO 20

your vassals.

TEN BY TEN grid is printed on
A the screen, at one point on which
the invisible Hurkle is hiding.
You have five attempts in which to find
it. After each guess you will be told in
which direction the hurkle is in relation
to you.

Written for the ZX-80 by Mike
Davies of Llandeilo, Dyfed.

G T L

z
1
2
N
13
13

4

F &
coTo a
ET R

A=v AND B=x THEN GOTO 2&
T K=2+PEEK (18396) +PEERK (183

KE K+A512+8,176
KE K+113,18i-F
INT “YOU FAILED IMBE CILE

I LUAS AT uP=";

8-y

GOT mME...

" AND NOT AS="N
THEN STOP

é%%&”%%/ Vv
%//Zm%//%

o
7
=

t

o

HURKL
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NIMATION was published as
3D was in our September issue,
to suggest new ways of using
Spectrum graphics. Jonathon Healey of
Winchester, Hampshire has produced a
man who walks from the right to the left
of the screen. The movement is smooth
and resembles that of an animated car-
toon.
We would be interested in seeing
programs which develop the technique
further (16K Spectrum).

LISE LHRSE € 144+

46 NEXT v HEXT ©

€3 DATA ©.0,0,0,0,0,8,8,2
27,8,3,0,0,0,A,8, 112,11

20, 164, S6, 96, B3, 268, 196, 132
b6 DATA 6,0.4,9,1,1,0.8,€,8,9,

8, 8,28, 92,

192,7.8,0,0,0,0

116 LET as="acke

126 LET b%="ea:

9 LET c%="1kJ1
FUR 0 TU B STEP -1

199 FOR TO 2

195 REAL 9%

160 PRINT AT 1u.a;4%C TU 20AT

11,8992 T0 D

174 PAUSE &

1 HEXT

RESTURE 195

5 NENT a
208 UATH 25, b3, c%
218 (LS 00 To 146

PATTER N
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15 BORDER @' PAPER 4@ INK &6: C

20 FOR I=1 TU 168 STEP ?.55
48 PLOT ©,<1668-1): DRAW I,-(16

48 PLOT 6,1 DRAM X, -1+168

56 NEAT 1

&0 FOR I=1.6 TO 4.7 STEP .1

70 INK 7 PLOT 127,86 DRAM 1@
BELODS I,S@ASIN I

80 HEXT 1: INK S
9956 FOR J=0 TU 175 FOR I=@ TO
127
9991 IF POINT ¢1,J5=1 THEN PLOT
& s
NEXT I HEXT J
3 LET L=22526' LET G=22944
FOR J=i TG 22
5 FOR I=15 TO @ STEP -1
5 POKE G+< 15-1 3, PEEK (L+I>
HNEXT 1
LET L=L+32: LET G=l+32
NEXT J

IRROR PATTERNS, written
Mfm the Spectrum by Graham

Walkden of Banchory, Kincar-
dineshire, will copy the contents of the
left-hand side of the screen to the right-
hand side. Colours as well as patterns
are copied. The program also contains a
colourful demonstration.



TTEMPT 1o remember and e TR T e
: PRINT AT 21,%; "PRESS newlin 2 7
ENTER into the computer a | . o FFAY E 21 cLs
series of letters and numbers. 2 INPUT 2% 22 GOTO &
“hti ' ~tly 3 PRINT AT 21,5:" 23 (LS
Each time you ENTER a series correctly i 24 PRINT AT 6.4;"SORRY, THAT I
the computer will produce the same 4 LET Am="" S UROMG"
series with an extra character added. Eth E%;UDE { 25 PRIMT AT 10,0, "SEQUENCE I8
L . & S LET BS=CHR® INT (CRNO¥36342 " (%
The final sequence will be 15 characters 5 26 PRINT AT 16,41 "vUU SCURED *
long. 7 LET AS=A%+8% i OUT OF 15."
equen /as written fi 5 LET L5=AS 27 GOTO 32
ZXSS‘IU;T :f ".”as,\f"l‘;'“‘“rg the 16K 3 PRINT AT 19,8 " SEGUENCE: * 28 LS
i y Gavin Aitken of Warrington, 1k PRINT AT 1@,9:L% 29 PRINT AT 18, 18; "FANTASTIC. .
Cheshire. 11 LET Z=RHUKKRND "
12 PRINT AT 18,93 38 PRINT AT 12.4,"Y0U HAVE A G
it REAT HMEMURY. "
133 PRINT AT 26,8:"WHAT IS THE 41 PRINT AT 14.4;"YOU SCORED 1
SEULENCET" 5 OUT OF 15."
14 INPUT 5% 32 PRINT AT 21,6 "ANOTHER GUT
15 IF S8<>Cs THEM GOTO 23 YN
1€ PRINT AT LE.4)"0KAY SO FAR. 92 IF IHKEYS="Y" THEN RUN
2 34 IF INKEY®<O'N" THEN GUTO 33
17 LET C=C+1 1 ap
18 IF =15 THEN GOTO 2@ ! £ UMEMORY GRMe"
13 FOR F=8 TU 5@

moving ship using the usual cur-
sor keys. You must line up the X
on your helicoprer with the X on the
ship and land before your fuel is
exhausted.
Air-sea Lander was written for the
IK ZX-81 by Michael McRoberts of
New Brighton.

I AND YOUR helicopter on the

16 LET wviall g 9% IF L=VAL "18" THEWM LOTO 380
20 LET C=VAL "25" 188 IF A%="0" AND L=YAL "“17" TH
38 LET Agi="" EH GOTO 586
40 FOR T=VAL "@" Tu YAL "ea" 120 LET C=CH( INKEYS="E3" 1= INKEY
5@ CLS H="5" 0
55 LET D=INT <RHDE4 +E 1328 LET L=L+ IMKEYS="5" )= INKEY
50 PRINT AT 18,31 "——————me—m——  galipi )y

=== AT L2, C+1A%AT LoCo"Caf: i 148 HEXT T

w1 QP X" AT L~1,L-11"——+ 2BR PRINT "OUT OF FUEL"
78 IF A®="" THEN PRIMT AT 18,0 2Ag“PRINT "OUT OF FUEL"

P"er 3%isp 1x PRSP 1 Qe )" 3688 PRIMT “CRASH"
33 IF L=WAL "17" AND C=D+3 THE 316 STOF

W LET Fdi="@G" 584 PRINT "LAWDED "7
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Extend your 16k
Spectrum to48k for
just£23-00.

get a Free
program worth£4:50

into the
bargain.

SP48, 32K Memory Extension with Program — £23.00

MNow, our SP48 offers even better value.

Because now, we're not only offering vou the facility to up-grade your
16K Spectrum to 48K, we're also offering you the apportunity to be able to utilise:
this vastly extended memory quickly and easily.

For £23 all you need to do is plugthe chip-set into the sockets provided
lair onyour issue 2 (or £35 for issue 1) and you have a standard 48K
Spectrum fullycompatible with all Sinclair add-ons and very lowin power
consumption.

“There isnosoldering required.

Fittingand removal are easy

And the SP48 carries our full warranty and is upgradable, ona part
exchange basis, to SPR0.

Thenall you need to do is LOAD our specially written 48K guide
program, ‘Beyond Horlzons), and your 48K computer will guide you throughits
memory.

With no need to labour through manuals.

This will save you time, because we all know how easyitis to get lostwith
memory maps.

SP80 Paged 64K memory extension — £46

The fitting, power consumption and add-on compatibility; Ito
the SP48 (lssue 1 Version £50).

Itcanbeused as a
second page of 32K,

Butthisis not recommended for the complete beginner.

Yet itis of tremendous benefit to the serious user. And an SPSOFORTH
compiler will be available in late September.

For afit and test service at our premises £3. and byregistered post £7

MAXIMEM ZX81. 32K — £39 (PLUS ONE USED 1K

ZX81) 64K — £59 (PLUS ONE USED 1K ZX81)
The MAXIMEM 32 and 64K is a modified ZX81 and not just a RAM
pack. It fits inside the case,
We also give a six-month guarantee on the computer. regardless of the
age of your trade-in ZX81.
1e extra memory uses onlya quarter of the power consumption of a

148K but software an switchtoa

SINCEAIR PROGRAMS November 1983
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Is the manual past chapter 24 a mystery to you?* nd Horize

shows 48K Spectrum users how to PEEK and POKE systems

variables, how to manipulate the display file. how to control the

attributes, how to find out how much spare mem eft and much,
[\ much more. With the SP48 this program is free. On its own, £4.50.

16K plug-in memony, and does not interfere with any standard add-ons, such as
printers RS232 or other interfaces.

ZX Slowloader — £10
The ZX Slowloader is a software masterpiece thatwill help you to LOAD
ZX8] programs onto a Spectrum, saving hours of typing time.
The Next Robotics Exclusive. The Trickstick
This new joystick is a revolutionin computer games control. With our

Trickstick from one to eight plaerswill be able to play simultaneously.
Itwill be on sale soon — see cur next advertisement.

oducts on this order form are in stock ai the time of going to press. Same day dispatch
oned Access and Visa orders.
To East London Robotics Ltd: Please send by return (tick items required)

D MAXIMEM 32K V6K (£59) + 1ZXB1

5P48 (Issue 1 £35) (lssue 2 £23) =
D SPBO0 (Issue 1 £50) (lssue 2 £46)
D SLOWLOADER £10.
D "BEYOND HORIZONS™ program £4.5(

logue (SAE only) |

Freeca

POfor MyAccess/VisaNo.is

==

nElb. SP 11783

EastLon Gate 11, Royal Albert Diock, Lt
24Ha e

EASTLONDON

RUBLTIGS

orm
Tel 01-471 3308
24 Hour Access and Visa ordering

|
|

|

l!! ).650. lencl +
o

|

|

|

71.
rquiies e 014744430
7



2

NS S
N B

AIN MILLAR of Newcastle-on-
Tyne wrote Quest for 16K ZX-81
owners wishing to trick gullible
friends. You may move in any of the six
mystical directions to find the meaning
of life and perfect happiness. Millar
says that the record so far is 23 minutes.

PRINT
PRINT

£
786 IF #0U THIMK THAT
YO HAYE REACHED
YOUR GOAL, TYPE "%
PALISE
3 LS
PRINT "

=151

IM WHICH MYSTIC DI-
RECTIOM DO YOU WISH
TO BEGIN YUUR JOUR-
MEY., 0 SEEKER OF
EMLIGHTEMMENT 7"

¥ 1@8 REM THE GLUEST FOR THE
"MEAMIMG OF LIFE"
By TATH DAYVID MILLAR
181 REM
158 PRINT " the quezt for th
& imeaning of life
o
i
PRINT
PRINT " AFTER BECOMING 0IS-

ILLUSIOMED: WITH THE
SUPERFICIALITIES OF
OF THE MATERIAL WOR
YU HRAYE SET OFF IN

4-DIMENSIONAL SPAC
o FIND THE "“MERN
OF LIFE"". "

s

i PRIMT “ YU MAY TRAVEL 1M
AMY OF THE SIX
MYSTIC DIRECTIONS
GIVEM TO YOU BY
THE WISEWED SAGE
BEFORE YOU DEPAR=
TEL~ MAMEL"Y :
LI
LM
BACK
FURTH
iN
ouT"

IHPUT HE

PALSE 17%

CLS

33 IF AS="#" THEW GOTO 1580

350 IF A%="UP" UR A®="DOWN" OR

Fig="BACK" OR AS="FURTH" OR Af="]

W OF AE="0UT" THEW GOTO 310

SER PRINT

97H PRINT " THE GUEST SHOULD NO

ar BE UMHDERTAKEN BY
THOSE STILL CAUGHT
IN THE TRAPPINGS OF
THE MATERIAL MWORLD.
PLEASE COMFINE YOUR

= SELF TD THE MYSTIC

DIRECTIONS IN ORDER

TO REACH EMLIGHTEN-

MENT. "
230 PRINT
390 PAUSE 500
1860 GOTO 9168
1588 PRIMT
16688 PRINT "
17A8 PRINT " Y0 HAYE REACHED EN

LIGHTEMMENT *
1866 PRIMT "
Ak} s
1968~“PRINT *

"

NIRVANA AWARITS Y

2066 STOP
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OUR AIM is to succeed in com- 3

I pleting the fifth level of Quasi-
modo and thus to reach Esmer-

elda. On the first three levels you must
jump the barrels and the holes to ring
the bell. On the fourth level, swing
down the rope, jump the barrels and
ring the bell. On the fifth level jump the
barrels and climb the ropes until you
meet Esmerelda. The faster you com-
plete each level the more points you will
score.
Written for the 16K Spectrum by Ian
Maddock of Stockport, Cheshire.

SINCLAIR PROGRAMS Nouvember 1983



S GO SUM 9066
5 LET ha=d

GO SUB 566
3 IF =1 THEN GO TO 1008
1F 1=2 THEN GO TO 2688
THEN GO TO 3008
THEN GO TO 4800
THEN GO TO 4586

BURLER S PAPER 3' INK 8: C
* PRINT AT 1,29;a%;AT 2,29:b8
AT 3,29:cE
1616 PLOT 243,196° DRAW O, -44

1815 FOR z=9 TO 11:
4 IHK 43 "C4%1ap =P Ski1sfap Skis
p1ap:S¥1sp 2P S5K18P r2P tIH1SP )
NEXT =

1826 FUR z=11 TO 21
B INK 4 "¢a2%1ap )"
1848 PRINT AT a,hi"f"
1949 PRINT AT ©,0; "SCORE “isc
153b PRINT AT @,12:"HI-SCORE "1k

PRINT AT z.@

PRINT AT =z,
HEMT =z

wbd PRINT AT 21.8; PAPER 4 "LIY
Jlives

1@5} PRINT AT 4,0, "LEVEL ";1
1355 BEEP .1.,10

1860 FOR =38 TO @8 STEP -1

1961 LET bo=bo-14' PRINT AT Z.@)
"EUNLY ibo
1863 PRINT AT @.6)sc

1964 PRINT AT a,b+i;" *

1865 PRINT AT a,b; """

147@ FRINT AT 8.c; THK 3)"9"
1071 IF b>=38 THEN GO TO 9550
1872 PRINT AT ©.08;" " PRINT AT
7,@; INK 53 PAPER 9;

1626 LET b=b+CINKEYS&="p" AND b<3
A=¢ INKEYS="1" AND b>1)

1898 IF INKEYS="1" THEN LET
LET b=b+2' PRINT AT a,b)"£":A
a+l,b-2;" "+ LET a=8: PRINT AT a

-z

1095 IF c=b-2 THEN BEEF .@5.20
LET sc=sc+16

1186 PRINT AT a,b=1;" "
STIER s CrEAR R

1161 PRINT AT a-i.,kbj" "
1185 IF a=7 THEN PRINT AT a+i.b;
0o

1193 IF 1=3 THEW GO SUB &3@0
1118 IF b=c THEN GO SUB 1968
1111 IF b=4 AND a=2 THEN GO TO 7
200
1112

PRINT A

2 AND b=16 THEM GO TO
1113 IF a=8 AND b=16 THEW CO TO

1114 IF a=8 RND k=22 THEN LU TO
7200

1115 IF a=8 AMD k=28 THEN CU TO
1116 IF 1=2 ANL a=8 AND b=? THEH
L1417 IF 1=2 AND a=8 AND b=13 THE
1118 IF =2 AND a=8 AND b=19 THE

1119 IF 1=2 AND a=8 AHD b=23 THE

1968 1F HTTR €8,h)=43 THEN LU TO

7aea
1993 RETURN
208@ PRINT AT B,8;"

"1 PRINT AT 1
,29,28,AT 2,29, bM,AT 8,29;c8: PL
0T 243,156' DRAW O.-44
2028 FUR 2=9 TO 111 PRINT AT =.8
i INK 4;"CAX1sP '8P 2E14P '8P 212
Pigp 2K18P 8P Z14P 5P PH1EP =P
2XL3P 2P 2¥13P '8P 2¥14p (2P Zf12p
d": NEXT z' FOR z=1{ TO 21: PRIN
T AT z,8; INK 4)"(32%kisp )" NEXT

z
2838 PRINT AT
20848 PRINT AT 5
2850 PRINT AT 8,12; "HI-SCORE “ih

s
2852 PRINT AT 21.,8; PAPER 4,"L1V
ES ";lives
20%3 PRINT AT 4.0;"LEVEL ";1
2855 GU TO 1855
3088 PRINT AT 8.8;"
"JAT 1,295 a8
AT 2,29:6%;AT 3,29;cH' PLOT 243,
156' DRAW @,-44' FOR z=9 TO 11
PRINT AT z.@; IHK 4;"(4¥12p 2p 2
¥iap 'ap ' 2Xiap 5P ‘Z¥12P 2P 2Ki2P
2P ' 2¥1aP ‘2P (2X12P 2P 1 2XLi8P 2P 1 2¥
isp ' aP 1 3Kisp )" NEXT z' FOR =z=11
TO 21+ PRINT AT Z.,8; INK 4,"<32
Xiap 3" NEMT z
3818 PRINT AT @,8; "SCURE ";sc;AT
@, 12, "HI-SCORE ";ihs;AT 4,8 "LE'
EL "J1;AT 21.8) PRPER 4, "LIY
i lives
3820 FOR a=4 TO 3@ STEP 3 PRINT
AT 1@.9)"£*;AT 9,8 " "1 HEXT @
8038 PRINT AT a.b; Y
3048 GO TO 1855
4880 CLS ' PRINT AT 1,29:;a%;:AT 2
+291bWAT 3,29, c%;AT 1,24; 2% AT
2,24,08AT 3,24,cW' PLOT 243,156
' DRAW @,-44: PLOT 283,156
488% PRINT AT 1,8)a8:AT 2.8:b%:A
T 3,8;c%
481@ FOR z=9 TO 14: PRINT AT z.@
i INK 4;"¢9%Kizp: 17%ap €Xiap2": N

ENT 2

4920 FOUR z—=14 TO 21 PRINT AT =z,
8) INK 4)"C32¥18p 3" NEXT =z
4930 PLOT 203,156 DRAW ©,-88

4346 PLUT 76,156 LRAW 6,-82

4850 PRINT AT O,&;"SCORE ":sc:AT
8,12; "HI-SCORE "ihs AT 4,4; "LEY
EL "; ;AT 21.@; PAPER 4;"LIVES

Jlives

486 PRINT AT a,by'f": BEEP .1,1
8 FOR c=24 TO 9 STEP -1

4865 PAPER 4

i bobo-10
ibo
4675 PAPER 5

4080 PRINT ﬁT Ak TEY AT
"IAT 13, e+l
9

PRINT AT 21,1

1o
AT

4838 LET b= JEYE="pM AND k43
8 )—C ITNKEYSi=
4100 IF a=2 THEN IF INKF-‘\‘G‘"!.” 1

HEM LET .\"" LET b PRINT AT
2 i FOR w=i T
0 26- NEMT »' LET 3-8' PRINT AT

Zbi " AT aubs e
4185 IF a=13 THEN IF INKEY$="1"

THEM. LET a=12: LET b=b+2: PRIHI
AT 13,b-2;" ";AT a,kb;"f" " FOR wv=
1 TO 20: MEXT w: LET a + PRINT
AT 12,b;" ";AT a.b

4118 IF ATTR Ca, k-1 THEW HBEE
P .1,20' LET sc=sc+id: PRINT AT

Q,615¢

4128 [F ATTR Ca,b)=43 THEN GO TO
7ass

4130 IF b=9 THEN LET a=13: LET b
=+l PLOT 76,1561 DRAW 6,-2&° P
RINT AT 8.8;" "

4148 IF b=25 THEN LET a=8: LET b
=h+1: PRINT AT a.bi"f":AT 13,24;
v "t PLOT 203,156 DRAN @.-88
4150 IF b>=3@ THEN PRINT AT k-
1;" "AT a.by"f"+ GU TO 9958
4155 PLOT 203,156 DRAM @,-88

4168 NEXT c: PRINT AT 13,9;" "
GO TO 4868
4588 CLS « FOR 9=4 TU 20 STEP 4:

PRINT AT 9,0) "ELLEEEEELEEEEEEEE
EEEEEFEELEEEEEL": OVER 1,AT @1

="+ OVER @: NEXT @
4518 PLOT 243.24° DRAW 9,16
4%52@ PLOT 12,95 CRAW 0,16

4530 PLOT 243,88: UDRAW 8,16
URAW @, 16

4348 PLOT 12,128
4556 PLOT 2 144
Al 20,6° DRAK 0, —
4560 PRINT AT 2,30

4965 LET 1“19- LIET: 1
4570 BEEF .1, FUR &30
TEP -1' PRINT FIT PR
JAT @, 125 "HI-SCORE

LEVEL ";1;AT 2,12
4588 PRINT AT a.h
“IAT b=l
4583 LET borho-16

J"BONUS "ibo

T bl

PRINT AT 21,6

4565 PLOT 234,144 RAW A,20° DR
AW 26.8' DRAW &, - DRAKW -28, 8
4598 FOR 2=3 TO 19 STEP 4° PRINT
AT 2.,c; INK :F"F' i =0 8 L
AT @,8;" "« HEX

46080 LET b=b+¢ INV&&'SV“P“ AND b1z
A)-C INKEY®="1" AND ka>1 >

4610 IF INKEY®="1" THEN LET
1' LET b=b+2' PRINT AT a+i.b=Z,"

AT a,bi'fY FUR z=1 TU 28: NE
HT s+ LET a=a+1-: PRINT AT a-1.b;
" AGAT A EY

4620 IF ATTR (a,k)=42 THEN GO TO
7886

4630 IF c=b-1 UR c=b-2 THEN BEEP
« 1,20 LET sc=sc+18: PRINT RT O

161sC

4648 IF a=13 ANDG h""fJ THEN LET a

=15 PRINT AT 13,2

4650 IF a=15 AND

11+ PRINT AT 1%.2

4653 IF a=11 AND b=38 THEM LET a

=7 PRINT AT 11-29:0 0 n

4656 IF a=7 AHD 1 THEN LET a=3
PRINT RT 2.2;"

4659 IF a=2 AND b=30 THEN GO TO

THEN LET a=
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3950

4660 NEMT c

4670 CO TO 4

sa16 BEEP 1,20 P 1,17

SALS PRIHT *7/"  CAN YOU RING T
HE BELLS!

5038 PRIHT ***" ANDT SAYE ESMAR
ALDAT"

5048 PRINT /°TRE 3. "P RIGHT"’TAE
3,41 LEFT"/ TAB JUMP" . PALS
E 106

5841 FUR a=0 TU 704

Sa4Z PUKL 249692, 295 PRINT ¢
HE#T

56843 LET aF=tabc'c LET bu='wm "
LET chm!l

5844 LET 1=1° | lives=3

5045 LET scw@: LET a=8

5046 LET b=11 LET ho=5600

5090 RETURN

€984 LF a=2 RAND b=7 OR 2= AND b
=13 OR a~ AHD b=19 UR a=2 AHL &
=25 THEN GO TO 7268

5518 RETURN :

7908 IF 1<>3 THEN PRINT AT 2,@;"

"1 LET =8 LET b=8

LET lives=l

ives—1+ IF lives{i THEM GU TU 71
a5

7885 IF l=5 THEM LET livezrlives
L TP tivestt THER GO TD 7

7010 BEEP .3,-26' BEEP
EEP .54*';4—.’ .o TO 28
7108 FOR 9=1 TU 1@ BEEP .2,-30
BEEP .3,-31: BEEP .2,-32: HEXT
ar OLS

7185 PRINT AT 16,7, "YOU %
i8c)AT 14,7 "HI-SCOR 3
18,7, "YOU GOT TO LEVEL "; 1A
,2) "PRESS ANY KEY TO PLAY AGAIN
P14Q 1F hs{ac THEM LET hs=zc® PR
INT AT 14,7;"HI-SCOURE Yiha
7120 PAUSE &° CLS 0 TO 18
7208 PRINT AT a+2,k; FLASH 1/
AT 3. " GO TO 7Re0

JEEG CL 3 3

-¢¢Jifﬂ R‘-'Hl; uzer: REEP .61,
as
9926 #IE'{T 2 RETURN

2030 DATA 0,0,8,1,3,7
G40 DATA @, 24, E4+32+1 E+B+442, 25
5, 255, 255, 255, 055
2656 DATA @,0.8.,1
4+32, 128+64+3 128454+ 30+16
2860 DATA 1%, 31 255,0,6.0,08
9876 DATA BIN 11110608,BIN 11111
820, BIN 11111108,255,0,0,9.0
9BBE DATA 6@, ETH B0
168160, BIN 0160
9898 DATA @60, 126,255,295, 126,6
0,8
9956 PRINT AT 18,5 FLASH 1
HAYE A RUHUS OF “sbo
015 8 .1,18' BEEP
T o LET 1=1+1' LET scmsctbo’ LE
T bo=S00@: LET a=8: LET bei: LET
6 THEN CO TO 9360

28, 128+64,

oL
FOR @=1 T
' HEX

a
PRINT AT B,6;

99608 CLS
3 "YOU SAVED ESMARELDA" ©

FLASH 1
FOR w=@
BEEP .0

TG 18: FOR a=26 TU 35
sa' NEXT ar NEXT 4
997 LET 1=5' GO TO T16%

14
PRINT af rah o'
46 NEXT B

58 FOR B=9 TU 26
&8 PRIHT AT &JE
76 LF INKEYSS
T B
2=Z-5
108 GOTU 156
118 FOR b=5 TU @
129 PRINT AT D.E+i;

THEW GUTU 118

STEP -1
PR [ B+

130 MEXT D
141 LE
156 PRINT AT &.B;"
166 FUR Bro TO 29
174 PRINT AT @,B;

3 F CPEEK 16390+256%PEE
65930450 THEN LUTL S8
‘198 HEXT B
195 PRINT AT @.0; "SCORE ";Z:
A3 PRINT AT 16, 1) “GAMEXOVER PL
AY AGAIN? PRESS ANY KEY"

211 PAUSE 46680
[ 220 (LS

236 RUN
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SHOOTER

HOOT all the boxes, without
S missing any or going off the
screen. If you miss a box, two
points will be deducted from your score
and if you go off-screen five points will
be deducted. The maximum score is
100.
Sharp Shooter was written for the
1K ZX-81 by Colin Baxter of Crawley,
Sussex.



ADGF

PROGRAMMABLE

ABOUT OUR PROGRAMMABLE
INTERFACE

Surpassing the outstanding specification of
our Interface Module II which still offers
the best software support at its ri::e, a
Joystick Interface that is compatible with
ALL SOFTWARE through its umqne 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
me. 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
;:glé:{ directions and fire are read by simple

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

for

or ZX81

KEY FEATURES

* Prugmmmahle design gives TOTAL soft-
ware suppor

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

* Rear extension connector for all other
add-ons.

* Free demo program and instructions.

JOYSTICK
INTERFACE

Spectrum

PACKAGE CONTENTS SUPPLIED
® Programmable Interface Module as illus-
trated, complete with clip-on prog
ming leads.
Self adhesive programming chart detailing
how to define which key is 5.mu|a|=d hy
UP, DOWN, LEFT, RIGHT, E.
This can be fixed on to the sase of your
computer or if preferred the protective
backing can be left on. The chart is made
of a very durable reverse printed plastic
and is extremely easy to read.
One pack of ten Quick Reference Pro-
gramming Cards for at-a-glance setting
to your games requirements. The card
allows you to mark the configuration in
an easy to read fashion with space to
record the software title and company
name.
Video Graffiti demonstration program
which is written totally in BASIC to illus-
trate how all eight directions and fire
can be read. This is also a useful high
resolution drawing program.
® 12 months guarantee and full written
instructions.

JOYST | CKS

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

ONLY £7.54 inc VAT + P&P

FROM: MR/MRS/MISS

ADDRESS

SEND C.W.0. (NO STAMP NEEDED) TO: A.G.F. HARDWARE, DEPT. SPR

FREEPOST, BOGNOR REGIS, WEST SUSSEX, P0O22 9BR

aTy ITEM ITEM PRICE TOTAL
PROGRAMMABLE INTERFACE 33.95 T
JOYSTICK(S) 7.54
PACK(S) QUICK REFERENCE CARDS 1.00
ONE VIDEO GRAFFITI FREE
zxs1 O ZX SPECTRUM [0  Please tick FINAL TOTAL
DEALER ENQUIRIES WELCOME EXPORT PRICES ON APPLICATION sP10
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THE WORLD'S FINEST PROGRAMMING TUTORIAL
FOR ONLY

yettoexg he feeling of discovery that comes when you write your Buy the Logic 3‘Learn Computing’ Series at computer shops and

own programs. Yet learning programming can be easy. major retail stores all over Britain. In case of difficulty, write to Logic 3in
‘Learn Basic'from Logic 3 is the ultimate development of the method Windsor.

first devised at Strathclyde Univer a straightfor ily understood e S e e e e e

| 2 v 7 P W i ) ( 8 3
lmom] written by Professor Andrew Colinand Veronica Colin, authors of TO: Logic 3 Ltd, Mountbatten House, Victoria Street, Windsor SL4THE
Britain’s best-selling tutorial package. = 2 5 2
E = Erbioer . ITyou would like to know more about using and programming a computer
Using the method tested by university students and used inyour home, send this coupon foryour free copy of our 16-page explanatory |
successfully by over 200,000 home computer users, ‘Learn Basic' runs on 1 bookiet "100 things you wanted to know about computers” It will help you cut
your own computer and explains everything in clear non-American | through the jungle of computer jargon, and give you news about soltware |
English without jargon or computertalk. Ina matter of hours, you will be developmenls — even games, |
writing programs thatwork. 1 ; ; . Maine
Essentially, ‘Learn Basic’and the rest of the ‘Learn Computing |

Thousands who own, or would like to own home computers have ‘ Atthat price, itsa gift.

Series that will follow soon are designed for people who want to Address

keep abreast of the computer age. For people who realise that

understanding computers is the key to future success, at school,

atwork and as a parent.
Make your future

nd your family’s future, richer thi: T R i S
Christmas. Get'Learn Basic’ by Logic3—twotapes and afull-size I OGlC 3 (dete ) £ == COMmg
manual for Spectrumor Dragon (others soon) atjust £12.95. N —

—the key to the world of tomornow.




ONSTELLATIONS is an edu-
cational program for the 16K

ZX-81. It will display any one of

six constellations on the screen and of north London. All asterisks in the
could be modified to include many program should be entered in the in-
more. It was written by Zoe O’Sullivan  verse mode.

16 PRINT "SOME
26 PREMT

PRINT 2=

IMPUT A

5 PAUSE 158

Lt ]

IF A=1 THEMW
IF A=Z THEH
LF R=3 P EEN
IF A=4 THEHW
IF A=5 THEH
IF A=6 THEW
56 LOSUE 1868

13, 210"k
n*r( b

96 STOP
166 GOSUE 1868
g

5TUP
GUSUB 1006

PRIWNT THAE 1:"

158 PRIMT AT 15,9

STAR

PRIMT "1=THE PLOLIGH" 4

;IOPEIAR™ 1668 PRIMT TAE 1;"URSA MINOR"
PRIMT "a=URSA MINOR" 178 STOP

PRINT "4=CEPHEUS"
FRIWT "5=BOOTES"
PRINT "&=LEO"

LOTY
LOTO
GOTO
GOTO
GOTO
LOTO

7 PRIMT AT 13,65 "%";
"KUGAT 18, 13 "X" AT 18, 18 "X"IAT

JAT 18,282 "%" AT 6,28
29 PRIWNT TAB 1;"THE PLOUGH"

118 PEINT AT 4,18)"%x")

b AU e TP Dl S e 9 =G, A ) 1 | 1000 EOR B ST )
= EET

"' AT 185,12,

MAPS " EUSAT 11, 12: "% AT 18, 16; "' AT
7,155 "' AT 5,175 %" SAT 4,20) "k

186 LOSUE Hagg
196 PRINT AT 2,8 "' (AT 12,14;"

EUGAT 4, AT 8, 22; "' AT 11

TRUAT 14,205 KO AT 15,20 K
15, 195 "%

FRIMT TAE 1:"CEPHELS"

G STOP
16363 GUSUE 186

140 98 PRINT AT 9,16 “$":AT 4, 14,"
150 PAT 12, L2 "$"IAT 9,55 "X"JAT 19
220 "ECGAT F, 1B RUIAT 19, 2Es ke
26m 40 PRINT TRE 1:"BUOTES"

AT 16,18,
1L,5 "EUGAT 11,18
SRT 43,265 %" AT

"N AT 19, 20
AT S, 1P RAT 2

FP!HT
GITR

AT 8,11

IUPEIA" ARG i o
s (32 = \59\

a6 RETLRM
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ColoUrlyG

OLOURING, by Michael

Matan of Southport, Mersey-

side shades objects drawn on
the Spectrum. Line 100 has been in-
cluded to show how much clearer a
circle shaded by this method is than a
circle shaded by drawing several circles,
one inside the other. Several objects can
be shaded but changing colours to do
that will result in colours overlapping.

.34, 2ES, 213,45, 193, 269

B DATH 254,1,48,%5,17,8, 150, 24
LNV 1: CIRCLE 1#49,180,68: G JATL 62,199, 1B6,46,42, 17,8, 178, 24
18] 5 STOP JETL 213,197,265, 206, 24, 205, 213, 4
365 UWtR 1: RESTOURE 298@' FOR 4 Sl 3, 2594,0,48,9,62, 178, 186

tart TO start+122: READ P POK 2993 DATH 48, 18,22, 195,24, 14,62,
d,p MEXT FAMDOMIZE SR sta 178, 186,52,2,80,89,213, 197,285, 2
B TR 34.13342@3,13,3:,1?§,62,199,1
L A E2,2,205,1.,82,6,175, 14 48,7, 62,195, 186,48, 2,24,4,5,3
,2%511?,3,195162,1Ju 1Pb;éﬂ.z.bg ﬁ,153;211,12° 135,460,248, 12, 245,
195,186, 468, 2, 24, 25,213, 197, 203, 197, 265, 229,34, 193, 241, 24, 243

Y C GRAIIAM WALKDEN of Ban-

1 LLERAR 22476&: LET start=3247

chory, Kincardineshire has writ-
ten Screen Flash, a spectacular
5 routine for the 48K Spectrum. When it
is RUN, both border and screen change
colours and patterns rapidly, including
several colours rarely seen on the Spec-
trum, such as orange and shocking
pink.

i‘m qﬁﬁllr[JA
' R

1]
"" 56 CLEAR 29999 FUR 1=30666 TU
A ol @026 REFAD A POKE 1.f:
.mumlll 0 DATHA 14,2556, 25
) L2808, 11,8, 211 254, 42,61, 194, 5
e 117,5,120, 194,55, 117, 13,121, 194,
56,117,261
78 RANDOMIZE USR 30860
80 REM ~ ACTIVATES LODE -

e

SINCLAIR PROGRAMS November 1983 25



AMES AND PUZZLES

16K SINCLAIR ZX SPECTRUM

The computer breaksand

The traditional game with
shuffles a two by two col-

superb screen presenta-

tion. Score points by Castle W ;llls Great oured square, whilst you
making the two ends add London, Reversi) m watch the moves it makes.
1o a multiple of five or code assembler, disassembler. by the game You must then unscramble
three. The first one to 95 original it to re-assemble the original
reach 72 points wins. Book available separately c. £4.95 squares. Machine coded.
£4. £6.50 £4.

Send SAE for full list.

PHIPPS ASSOCIATES "kington fou. fuei Sire €71 on

! Telephone 01-393 0283. 24 Hour answering.
Prices include postage (outside Europe add £1.00 per item).  Access and Visa cards welcome

ONCECECNCONCE(NCRONONONCONCEORD)

saus o wn -~ £1,000

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

East London Robotics in association 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
scares will take part in the finals in February.

Prizss: 15t—£1,000 r PR = e
2nd—E500 Please send full details of the Trickstick champianship to
Two runners up £250 Name

For full details fill in the coupon and send it to East Londan Robatics, No

11 Gate, Royal Albert Dock, London E16. Address

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

Paost this coupon to East London Robotics, No. 11 Gate, @
Rayal Albert Dock, Landon E16. SP11

HON(EOE(E(ECR(ECONECN

]
]
i
i
1
The Trickstick is compatible with any softwars that can be |
i
i
i
1
1
L

Cim] =] J=] J=] =] I=] [=] [s Is] |=] |

] jmy im) iE) i) e i) el (w] (=] im] (=] Is] =] (=
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CSCAPE FROM TIME

SCAPE FROM TIME is the
E first full-scale adventure pro-

gram for the 48K Spectrum to
be printed in Sinclair Programs. Your
aim is to escape through time into your
own world. To do so you must find the
crystal of power and a microchip to
power your time machine.

Once you have them you must take
them to the Time Room. Commands
which you will use most frequently are
north, south, east, west, up, down, en-
ter, leave, look, take, drop, list and
open.

Written by Mark Chapman of Brack-
nell, Berkshire.

SIN

AIR PROGRAMS  Nowvember 1983

16 POKE 29604, %

19 PRINT " THE
SLAPE BRCK INTO YOl
THROUCH A TIME MACHINE.TO FLY

THE MACHINE.A PRUGRAMED MICRU-L
HIP AND THE CRYSTAL UF PUWER AR
E N

GUOD LUCK

\u
20 IF o3
50 LET n=a
LET w=8' LET u=i: LET d=@' LET @
n=@: LET l=@:' LU SUB ¢ 208G+mr¥16

5 R

44 LET mr LET mm=INT ¢RHU¥E
1

50 IF mm=6 AND n<>@ THEN LET m
ren

66 IF mm=3 AND $<30@ THEN LET m

r=s

70 IF mm=4 AND e<>8 THEN LET
rg

#8 IF mm=3 AND w<>3 THEN LET m

90 IF mm=2 AND ud{>8 THEWN LET m

198 IF mm=1 AND o<>0 THEW LET m

1’1@ IF mm=7 AND en<>® THEM LET
e
120 IF mm=8 AHD 1<>3 THEN LET m

138 IF mr=0 THEN GO TO 48

148 IF mr=r THEH PRINT ‘" IN TH
E ROOM WITH ¥YOU IS THE MUMMY
"o LET xmx+1: GO SUB 9350

158 IF x>=5 THEN GO TO 1258

155 LET n=@+ LET 3=@' LET e=-B
LET w=@' LET u=@- LET o=0@' LET ¢
n=g: LET 1=3' LO SUB 2088+r¥1d
16@ LET z=@

178 FOR f=1 TQ 12

18@ IF ed£>{>r THEN LU TU 218

158 IF z=8 THEN PRINT ‘" THERE
IS ALSD "
20@ LET z=t: PRINT " LT L)




218 NEXT £
22@ INPUT "WHAT WILL YOU DO 7";
a: RESTORE 5188 CLS © PRINT
> al
238 FOR c=1 TO 29' READ de: IF
LEN dw-2>LEN a8 THEN GO TO 250
240 IF d®(3 TU J=a® TU LEN d%-
2) THEN GO To 289
2%@ NEMT c
26@ PRINT ‘"INVALID CUMMAMD. "
GO _TO 228
27@ PRINT ‘ "COMMAND LRNNDT BE C
FARRIED QUT.": GO TO 2
28@ LET z=vAL d#C rn Z)
298 GO TO 298+z%10
291 GO TO 1480
295 GO TO 1348
389 IF b>=% THEN PRINT " YOU C
AN‘T CARRY ANYMORE.'' GO TU 228
318 FOR f=1 TO 12
320 IF c(fr=r THEN GO TU 348
330 NEMT f: I DON'T SE
E IT 1"y GO TO 220
348 IF LEN a$-53LEN c(f> THEN
GO TO 338
345 IF LEN a®<§ THEH PRINT ** T
AKE WHRT 7" LU TO
389 IF a8CE TO J-nsfr TO LEN 2
#-5) THEN GO TO 378
368 GO TO 338
370 FOR g=1 TO 4
38R IF b%c@,1)=" " THEN LU TU 4
398 NEMT @' STOP
400 LET bSCS)=ch(f )
40 LET b#C9)=cB(f )
410 LET h-b+1
428 LET c(fi=0
430 PRINT " OKAY."
8 GO TO 229
489 FOR 9=1 TU 4
460 IF LEN aS-S)LEN beca
GO TO 489
465 IF LEN a%<6 THEH PRINT ‘" [
ROP WHAT 7": GU TU 220
470 IF a®#(6 TO )=bs(a, TO LEN 2
#-5) THEN GO TU 495
488 NEXT 9: PRINT ‘" YU DON’T
HAVE IT 1": GO TO 22
498 LET bm=b-1
%98 FOR f=1 TO 12
518 IF c(f=8 THEN GO TO 528
520 NEXT @ STOP

3 THEN

53@ LET c(fimr:
' LET b®(gi=""
%48 GO TO 430
558 RESTORE Szead
568 FOR =1 TO 4
578 IF LEN 2a$-4)>LEN b%(9) THEN
GO TO S9@

575 IF LEN a#<5 THEH PRINT ‘" U

LET c#C(fi=h® @)

SE WHAT ?"' GO TO 220
588 IF aw(S TO )-bl-:g. TO LEN a
#-4) THEN GO TU €01

YOU GO’ T

F98 NEXT o PRIN1 24
WAVE IT !": Gl 2z2a

688 FOR h=i TfJ !.ﬁ READ e®
618 IF VAL es TO 2)=r THEM GO

T0 638
628 NEMT h: PRINT ‘" Y0l CAN'T

IN HERE. "' GO TO 2249
638 IF e®(3 TO M >h#C9, TO LEMN
&8-23 THEN GO TO &26
648 GO TO VAL eS¢ TO 2)316+3060

650 GO TO 28

£6@ PRINT ‘" YO ARE CARRYING "
678 LET o=1

£88 FUR f=1 TU 4

€50 IF b®(f,1)=" * THEN GU: TO 7
28

708 PRINT " b+

710 LET 9=

720 NEMT f

730 IF @ THEN PRINT "

748 GO TO 229

790 1F n=@8 THEN O TO 1188

768 LET r=n' GU TO 20

778 IF s=8 THEN GO TO 1188

788 LET r=s: GO TO 20

799 IF e=@ THEN CO TO 11586

8ea LET ree: GU TU 20

818 IF w=2 THEN GO TO 1j8@
™ TO 28

GO TO 1184

NOTHING, *

ET r G
852 IF d=8 THEN GO TO 1isa
860 LET r=d: GO TO 20
87@ IF en=8 THEN GU Tu 1188
880 LET r=en’ GO TO
8908 IF l=8 THEN GO ~rr_; 1190
969 LET r=1: GO TO 28
919 CLEAR & STUP
920 IF r=8 THEN GO TO 240
938 IF w<(¥11 THEN GO TO 1240
93% LET p=B: LU TO 9506
S4@LET p=1]

9%8 PRINT ‘" THE ROCK FAL
S AND YOu WALK THROUGH.
SE 188

968 GO TO 20

978 IF r{>12 THEN PRINT *" YOU
CAN‘T. "' GO TO 229

971 FOR f={ TO 4

988 IF b#f, TO 4)="uood" THEW
GO TO 1BB@
998 NEXT £ PRINT ‘" YOU DON*T

HRVE ANY LOOD." GO TO 226

1888 LET b#(f =" ladder"

1818 PRINT ‘" YOU'RE A GENIUS 1"
1828 GO TU 668

103@ FOR =1 TO 4

1848 IF b f, TO 1@)="can of oil
" THEN GO TO 1868

1@38 NENT £' RRINT *" ¥OU DON'T
HAYE ANY OIL."- €0 TO 228

106@ LET o(%5)=1

1878 PRINT ‘" THE BUTTON IS LUOS
GO TO 226

1060 IF r{>31 THEN LU TU 276
1885 FOR f=1 TO 4
1898 IF b8(f, TO
HEN GO TO 111@
118@ NEMT f£- PRINT ‘" YO NEED S
OMETHING TO PICK THE LOCK LITH, "
' GO TO 228

1118 LET oC4)=1

1128 PRINT *" THE DOOUR IS OPEH."
 LET en=85: GO TO 226

1130 IF p=35 OR r=43 THEN GO TO
113%

1134 PRINT **
ON I": GO TO 2
1135 IF o¢5)=1 THEN Lo TO 1168
1148 PRINT ‘" THE BUTTOM 15 Tu =
TIFE TO PUSH."

158 GO TOH 22n

116@ LET r=37

117@ PRINT ‘" THE LIFT RIGES, "'

gi="hair Pin" T

1 DI'JN’T SEE A BUTT

GO SUB 9388: GU TU 28
118@ PRINT *" ¥0OU CAN’‘T GO THART
WAY.": GO TO 229

1198 RESTORE 906G DIM o(S5): DI
h'(4.1@)‘ UIM cC12) DIM c¥C12,

lEBB LET w=8: LET yw=0: LET x=0
LET mr=21' LET b=1: LET r=1
1218 FOR f£=1 TO 12 READ a®.&
1228 LET ctfd=a: LET c#(fi=ag: N

fL e o8
1230 BORDER 7+ IMK @' PAPE
LS : PRINT FLASH 1:"dpkiE:
PE FROM TIMERKERELREE"
124@ PRINT
GO TO 22@
1250 PAUSE 1@@: CLEAR : PRINT ‘"
THE MUMMY CRTCHES YOU AND TRKES
¥0U PRISONER OF HIS DOMAIN. THERE
IS NO ESCAPE FOR YOU...SOURRY!"
1268 BEEP .281.5Q' BEEP .001.@
FOR f=1 TO-5' BEEP .@03,INT (RHD
*2@)' NEXT £' BEEP .81.,5' GO TO
126@
127Q.IF r=2{ THEN LET al3)=1
1280 IF r=4 THEN LET o¢1)=1
1258 IF r<>21 AND r<>4 THEN GO T
0 1338
13€@ IF r=21 THEN PRINT ‘" THE M
UMMY CRSE OPENS RELEASING THE MU
MMY FROM ITS TOMB."
1310 IF r=4 THEN PRINT ‘1
DR SNINES OPEN.

IF r=21 THEHN L0 SUB 9330
l'JlE IF r=4 THEM LET en=is4
1328 GO TO 220
133@ PRINT *" Y0OU CAN’T."

HESCH
G0 TO 15
S NOTHING HAPRENS,

THE DO

GO TO

IF p=mr THEN GO TO 126€@
1338 PRINT *" ¥OU CAN‘T.": GO TO

1368 FOR =1 TO 4
1378 IF b®Cf, TO Si="knife" THEN

GO TO 1398

1388 NEXT £ GO TO 1338

139@ PRINT " YOI STAE THE MUMMY
AND IT DISINTERGRATES AT ¥
0OUR FEET.": LET =G: LET mr=@
+ GO SUB 9618- GO TU 228

1468 PRINT ‘" YOU ENTER INTO ANG
THER RUUM THRUULH THE MIRROR.
"¢ LET r=23: LET exi) 2}

201@ PRINT ‘" ¥YUU ARE AT A LR -

28
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—ROADS IN THEPASSAGE.
2015 CET n=2: LET s=3: LET w=g
LET e=3' RETURN

202d PRINT “" YOU ARE AT A JUNCT
ION MHERE YOUCAN GO NORTH,WEST O
R SOUTH."

2025 LET n=5: LET w=7"
RETURN

2038 PRINT ‘" YOU COME TO A JUNC
TION IN THE PASSAGE WHERE THE E
XITS ARE WESTAND NORTH.RH OPEN D

LET. s=i

DOR IS IN THEEAST END OF THE PAS
SAGE. "

20@5 LET n=4' LET w=l‘' LET en=13
' RETURMN

204@ PRINT ‘" THE PASSALE COMES
TO A DEAD EMDAPART FROM A DOOR T
0 THE ERST, ",

2841 IF 0<1)=@ THEN PRINT "THE [

OOR IS LOCKED TIGHT.'
2042 IF 0C1)=1 THEN PRINT "THE D
OOR 1S WIDE OPEN.": LET EN=i4

2045 LET a=3: RETURN

2890 PRINT “" AT A TURNINL IN TH
E PRSSAGE,  STEPS GO DOWN, THE P
ASSAGE GOES SOUTH AND EAST."
2055 LET s=2' LET a=&' LET d=1@-
RETURN

2060 PRINT ‘" A HIGH WALL SEEMS
TO PREVENT  YOU FROM GOINC EAS
TUARDS. TO THEWEST THE WAY 18 CLE
AR, "

2065 LET wrS' RETURN

2876 IF oC2)=0 THEM PRINT " THE
FLOOR IS COVERED TN GRERSE AND

A% YOU TRY TO LO OVER IT,YOUSLIP
BACK.IT LOOKS AS IF YOU WiLL
HAVE TO GO ERST.

2073 IF ol2i=1 T PRINT 2" ‘il
ARE TH A LLEFIN ERASTAWEST PASS

AGE, "' LET KW-12
2879 LEY - EETL"?N

2088 PRINT A SHEET OF RAOCK BL

OCKS YOUR WAYTU THE WEST S0 EMTT
TO THE EAST."

2885 LET e=1: RETURN

2898 PRINT " YOU COME TO A JUNG

TION IH THE PRSSACE.DIRECTIONS

ARE NORTH. EAST AND SCLUTH. "

2095 LET n=t: LET s=17° LET c=15
RETURKN

2168 PRINT ‘" AT THE
HE STEPS IS ACELLAR.THE ROUM IS
PRETTY MUCH EMPTY AND YERY DIRT

OTTOM OF T

wo
2105 LET u=5: RETURN

211@ PRINT ’“ YOU ARE IN A ROOM
WITH A TABLE IN THE CENTRE OF IT
.BEHIND YOU, THE ROCK FRCE 15 CL
OSED, "

2115 RETURN
2120 PRINT ‘" YOU ARE IN A WURKS
HOP. TOOLS HANG AROUND: THE WAL
LS AND A WORK BENCH 1S IN TH
E CENTRE. "

212% LET 1=7: RETURN

2130 PRINT ‘" YOU ARE IN THE LIV
ING QUPRRTERS OF R CRERTURE.A FIR
E FLHCE‘ 18 INTHE CURNER OF THE R
ooM, "

213% LET 1=3: RETURH

2140 PRINT ‘" THROUGH THE DOOR ¥
OU FIND THAT YOU ARE IN A LIBRAR
¥.BOOKS ARE STACKED MEATLY OM S
HELVES THAT ARE YERY HIGH."
2145 LET 1=4' RETURN

2138 PRINT ‘" YOl COME TO R RIVE
R FLOWING NORTH TU SOUTH.ON T
HE BANK IS A BOAT.YUU CAM RETURN
TO THE WEST." °

2135 LET w=9' RETURN

2168 PRINT ‘" YOl ROW THE BORT A
CROSS THE RIYER WHERE YOUL ENT
ER A CAYERN. YOU BOARD LAND AMI
LERYE THE BOAT OM THE BANK.
2165 RETURM

2178 PRINT ‘" YOU ARE AT THE
OF SOME STEPS. A PASSAL
DS HORTH.
217% LET d=18' LET n=9: RETURN

TUP
LER

2180 PRINT YOU ARE AT THE BOT
TOM OF THE ; f’ CORTDUR

% NORTH ANC R 15 IN.THE

ST MWALL. "

2185 LET u=i? ET nw1g- LET wred
8¢ RETURN

2196 PRINT ‘" ARE TN THE CEN
TRE OF «THEY GO NO
RTH,EAST FND SOUTH

2195 LET o—23+ LET LET a=]
8 RETURN

2288 PRINT ‘" YOU RRE IM A BROOM
CUFPBORRD. "

2285 LET 1=13: RETLRN

2218 PRINT ‘" YOU ARE TH AN EGYP
TIAH ROOM.A  MUMMY CRSE STAMDS 1
N THE CORNER.OM IT IS INSCRIBED
~"; . POKE 23666,60: PUKE 23687.8
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t+ PRINT "BEWARE") ' POKE 20667.6
@' POKE 236B6,8° PRINT "~ . EX
ITS ARE SOUTH AND ERAST."

2212 IF o(3)=1 THEN PRINT ’" THE
MUMMY CRSE IS OPEN AND EMPT
¥ oqn

2213 GO SUB 9339

2214 IF o(3)=1 THEN LET en=2?
2215 LET ==15: LET e=32: RETURH
2226 PRINT ‘" YOI COME TO A DERD
~END IN THE PASSAGE.THE ONLY WA
¥ _BACK 18 WEST. "

2225 LET w=Z1: RETURN

2238 PRINT *" THIS Pﬁ""H'LJ: IS CL

OSED OFF AT , OHME END.A SIGH IS U
NREADABLE ON' THE WRALL.EMIT TO TH
E WEST,"

2235 LET w=19
2278 PRINT
THE MUMMY
SHUT==TIGHT
ND OF YOUR

RETLURN
YUl ENTER THROLICH
CASE AND IT SWINGS
I YoU ARE HEAR THE E
ADVENTL HAYE YOLI
GOT THE CRYSTAL OF POWER AN
D THE MICRO CHIP 7 IF YOU HAVE
THEN USE THEMIN THE RILHT ORDER.

2271 PRINT " IF YOU DOW'T HAYE O
NE OF THEM GR EITHER OF THEMN 1
EN YOLI ARE LOST."

2279 RETURN

2266 PRINT ‘" A HIGH WA 15 TO
THE WEST.OM THE LEFT THE PR
SACE I3 A MIRE ™ I MALL.
TO THE EAST Y0l CAN SEE A TURMI

Nl= IN THE PR
5% LET e=38: M

2250 PRINT '* A MIRROR 1% IN THE
WALL BEHIND YU, THE ROOM YUU AR

E IN IS AN ARMARY.A DOOR 15 OP
FH TO THE ERST. "

2295 LET 1=28' LET en=36: RETURN
2388 PRINT ‘" YOU ARE AT A BEND
IN THE PASSACE. YOU CAN GO
SOUTH OR IE Ui
2305 LET w=28' LET s=31' RETURN

2318 PRINT *" THE PRASSAGE ENDS I
N A DOOR.YOU CAN GO BACK NURTH I

F ¥YOU NEEDL. "3
2311 IF (<4 ma THEH PRINT "THE D
00k IS LOCKED.
2312 IF 0CA4A%=1 THEHM PRINT "THE D
0O0R IS OPEN,"

2313 IF 0C43=1 THEN LET en=33

2315 LET n=30' RETURN

2353 PRINT ‘" [N THE ROOM IS A L

1FT. THE BUTTON 15 ON THE WA

LL BY IT.AN OPEN DUOR 12 THE EX

IT FROM THE lI T R |

23535 LET 1
5@ PRINT 24

E i
TN THE ROOM IS A D

25 RETURN
478 PRINT *" THE LIFT

OPENS O
wOll CAM GO BALK DU
{=43: LET ==33° RETURN

Al PRINT *" YOU ARE STANDING A
T A JUNCTION. YOU MAY GO NOURTH, LIE
I OR SOUTH, "

= LET w=d42- LET n=33: LET s=d

RETURK

A CLEAR © PRIMT ‘" Yl FALL I
NTO f PIT COMERED BY FLOOR TILES
AS_THEY OPEN UNDER YOUR FEET.Y
Ol TRY TO GRASP THE EDGE BUT MY
55 AND FALL TO YOUR DERTH. "' PA
USE 386 G0 SUE 9468

239% BEEP .@03,1A' BEEP .@1.8' B
EEP .02, INT CRHD¥1GB): GO TO 2335
2400 PRINT “" YOU WALK I A RO
OM AHD ON THEFLOOR YOU SEE A TRA
P DOOR.YOU  WILL HAVE TO GO BALC
K NORTH. BUT ONLY ONCE."
2485 LET n=38: LET =41
2418 GO TO 2350

RETLRN

2420 CO SUB 9538 PRINT *" YOU A
RE BACK AT THE LIFT.YOU CAN UH
LY GO DOMM OR BACK ERST."

2425 LET e=38: LET d=43 RETURM
2438 GO SUB 9%89: PRINT ‘" THE L

IFT OPENS ONTO THE GROUND FLOOR.
A DOOR IS OPEN TN THE WESTWALL O
F THE ROOM.PUSH THE BUTTONTO GO
BACK UP. "

2435 LET 1=30: RETURM
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3860 PRINT ’" THE LADDER REALCHES
THE TOP OF THE WALL AN YOU CL

IMB UP IT.ON TOP OF THE WALL YOI
PICK IT UP AND USE IT TO GET D

OWN THE OTHERSIDE.

3065 LET r=28: GO TO 228

3879 PRINT ‘" THE GRER WASHES

OFF THE FLOORMAKING IT CLEANW."

3073 LET ot2)=1' GO TO 28

3150 FOR f=1 TO 4 IF b%¢{, TO 4

Imtpara® THEM GO TO 3153

3151 HEXT §

3152 CLEPR GO SU8 S5€3- PRINT

‘" THE BOAT DRIFTS LOMWH STREAM A

S YOU DON’T HAYE ANY CARS,AS YOU
DRIFT YOl HIT YOUR HEAD AMD FAR

LLOVERBUARD . UNABILE
BN 0L DROMM,

3 PRINT *" YOU Rflu THE BOAT T
fi THE OTHER BANK."

2154 "F =15 THFN GO To 3157
3159 3

157 ! E

S1E€6 L0 TO

PRINT

Bl FALLE OPENY
s

1318 PRINT ‘" THE WRITING ON THE

TAYE ~BEUARE-" GD

1%

CO0R
LET @

S A
a3 GO TO

AzZ30 PRINT * E=tlISE

HORES N

RILHT PLAC ['IH“ YOUR WAY WIL
AREL. ~" GO TO

ae76 IF )'F( T r»="micro-chiP® O

R a®(5 TO O="m" AND ww~1 THEH GO
Arann
O TO 2380
PRINT '™ ¥OU CL ‘.'I“FB IJVI:F THE
ET r=%" L0
T d='ee 1“ OR 3
AN u=1 THEN ©O TO

)=tmruztal”" OR a

300 IF ascs TO
y=tc" THEN LET wu=1

T 7]

16 GO TO
226 CLEAR - PRINT *" AS YOU RER
LH IH AND FUNNEr‘T THEMICRU-CHIP.

FUWER FROM SAL TMEACTATLY
VILLS Y 1 GO TO 239
5

AR ¢ PRINT *" THE CRYSTA

Aase L

£l INTO PLACE  AND THE MAC
TU SHAKE.YOU FALL UN
WRAKE UFP TO FIND YOU
}' ﬂﬂ”’ HOME IN YOUR OGWN TI
ELL DU |

HINE

1,28: BEE

BEEP .
20 BEEP .1.1

EEEF’ -1

FIJWE f=1 TU 18: BEEP .01,INT (Ff~/
185+16° NEXT ¢ SUB 9428° GO
TO 2350

373668 IF as(S TO = mlfPO-:th‘" o
R a%CS TO d="m" THEM
3398 JF a%C35 TU 5""1.=dder‘" THEN
LET r=&
3468 G0 TU 3290
9088 DATA "keu, 11, "carse", 12, "wo
" 12, "code bonk", 14, "bost" 1%,
"crystal”, 16, "knife", 29, "can of
611",18, "micro-ch1f ", 48, "hair Pi
n" 36, "moP*, 28, "karch', 1
9180 DATA ".190 throush mirror",
", tenter mirror!,". ithrough mirr
11", "d46north', "40s0uth"
Zuest", 54 . "S6dew
Bontar’, "EBTeaval, "E3open
+"38open’, "COmake ladder",
"74011 hukton”, ""qﬂlfk lock", "g4
Push hu*tnn"."Blhlke“;"lﬁdra?" i

esame!

o "lsbnuf"
JEAadder” , "O6 1 adder", "@7moP ", "
1Skhoat", "27crustal”, "18key" , "21c
ade book", "27micro-chip"

9360 PLOT 2.8 DRAW 0,1%3° DRAW
9,-338" DRAW 235,8' OVER 1: FOR
h=a TO 1088 STEP FOR o=1 TO 2:
PLOT A,k DRAW E

[RAW -23,8° DRAW B,-20' BEEP , @

1,hs2 NEST a° HEMT h

18 DRAW 28.06: DRAW A.20- DRAW
URAN 8, -20 (YER [

G RETIIRN

% PLOT 122,8° DRAW 20,A° DRAKW

A6 DRAW =19,160 DRAL =1%.=19

"FM =, ()

3y=1 THEN GO TO ‘“?‘3

236676 PRINT AT 17

24667, 60 G0 TO 9368

370 F 152,6° DRAW 20,8 DRAW
n, 4G LRAK ~15,10° DRAN —15,-18
DRAK 3, -

%A@ RETURN

98 PLOT 28,8 DRAW 4,40 DRAW

G,20- DRAW -3,-26° DRAW -6,8' DR

Ak 3,28 DRAK 18,8+ DRAW -2,10¢

DRAW 11,8 DRAW -2,-19: DRAW 18,

i

@ DRAW 3,-38° DRAW -6,A° DRAW
DRAW 8,-29°: [RAW 4,-34"

[VR;’M =22,8° DRAWM 18,0 DRAW 1.1%
DRAW 1,-15
9410 RETLRN A

9426 OVER 1° FOR h~a TO 56 STER |
4: FOR g=1 TO 2° B b
OT 120,k DRAW
DRAL 15,8 DRAW -15,5"
DRAM 4,4 DRAW -4,4: DRAW -44-4
DRAL 4, =4 © DRAM -15,-F:
DPAW —1%.8
5438 NEXT o

OVER

a

DRAW 48
B DRAW
DRAW 4,
DRAW —4.-4: DRAW 4

—15,%5 [NK INT CRND?)

4 DRAW -4,4-

THE 8- DRAW -15,-5: DRAW -1
DRAK 16, =38
9450 PAPER 0@ BURD | BlES T PR
PER 7' BORDER 7 RETURN

=R F 5
Sdam PLOT 6,168 DRAW 255,08 DRA
W =138,8: DRAW OVER 1:48.8: DRAW
—55

PLOT 125,08
0,18 CRAN ~6,8
W —2@, 2 DRAW
DRAM ~7,-7,PT:
3

9480 PLOT 145,3:
—15.,8° DRAW E.
W e -1 DRAW 2,0
9490 RETURH g
%08 PLOT 29,8 DRAW B,150: DRAW
@,-50° DRAM 235,08 OVER 1@ FOR
h=lan To @ STER -3¢ FOR 9=1 TO 2

[RAK 50,0 DRAW
* DRAW Q,~4: DRA
18,=2 DRAW -5,2'
DRAW 3,-1' DRAW

DRAW A,-1' DRAW
DRAKW 15,8 DRA

PLOT @,h' DRAW 20,8 DRAW 9,20
DRAW —26.8: DRAW B, —29 BEEP .
GY,h72: HEXT 9+ N

9510 DRAN DG, o DRAL fL’B DRAL
,4 DRAW B,-20: OVER B

3 RETLRN

QSQG PLOT 26.0: GROM Q.1%0: OGRAW
@,=50" DRAW 23%,0: DRAW -235.8
9548 PLOT A,190: OVER 1: DRAW 28
40 DRAW 8,20 DRAW =28,/ DRAL
a,-20° OVER Q
AE50 RETURN
asen PLOT 8,58

DRAW 127,2° DRAW

2T =2
9573 PLOT 40,%1: DRAL -10,15: DR
Al 26, C! DRAK —1,-14 PLOT 8,180
DRAW %6, -36

9580 DRAN 40, 16° DRAW 104, -168° 0
FAW 16,10 DRALL 55,0

939@ PLOT 50,95 DRAW -5,18° PLO
T 92,38 DRAK 18,12 PLOT 58,30
DRAN 18,5 PLOT 54,38 DRHN 18,
A+ PLOT 58,39- DPHH a1 07 5
9.3 DRAW -13,% PL CR
A —1F. 6
9608 RETURN
9618 PLOT 12%5,26° DRAMW 20.8° DRA
W IHE 2:10,8- DRAW INK 233,-21
AL THK =21 DRAK -_'18,!3 DRAR
u o DRAW @, 14 DRAM B, -6 DR
AW -10,6- DRAW 8,-2° DRAL 18.9
@620 PLOT 40,26 DRAW 18,8 DRA
W -5@,6° URAW 8,188 DRAW Q,-88
DRAW 50,0: CRAW -16@.6: DRAW @,
-20: DRALW 100,06 DRAW M, 1261 DRA
W 8,-128- ORAW -188,8: DRAW 8,12

2638 RETURN

30
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THE MAJORITY of microcomputer
owners aim to provide their computers
with as much memory as possible. Six
months after buying his ZX-81, David
Aubrey-Jones of Burley, Leeds removed
the RAM pack and set himself the
challenge of writing a mappable adven-
ture game.

The result was Haunted Dungeon
and some memory-saving techniques
which allowed him to write other ad-
ventures on a 1K ZX-81. Since then he
has bought a Spectrum and begun writ-
ing machine code games, the latest of
which, Supertalk, allows the Spec-
trum to read sentences and to learn
words. It has just been marketed by
Abbex.

To play the game you must first give
values to some variables:

H=100
The game should then be started by
ENTERing GOTO 1.

You enter the dungeon down some
steps with an initial strength of 20.
Your object is to find the treasure and
return to the steps withour your
k] strength falling below 1. Enter N, S, E
e or W to move in different directions.
You may find your way barred by a
wall, have your strength sapped by a

a

2

= = e o e T T AR monster, or increased by finding food.
= EemEsEeE eV Divining rods point to the treasure; 1
= == == Eg E = = = = indicates that they are pointing south
= === = == = =t — and —1 that they are pointing north.

25 LET A=INT ¢ RND®HXH ) 11% GOTU CODE “PIY

38 LET B=RA+H 1260 CLS

45 LET G=INT <A+RMHO¥H 125 PRIMT ¢ "XiX" AND P=G)

48 IF GAF=INT CGsF 2 OR A/F=INT 138 LET C=GXCP<MGD

¢AsF» THEN GOTO T 148 IF P=A THEN GOTO CODE "H"

45 LET 9=T+T 168 RAND P

56 LET P=H 165 LET R=T¥KF¥RND

52 PR\WNT "(%qh%teﬁjsu 178 LET R=INT C<R-INT RT3

180 LET S=S5-I1+TH(R=F)-IHT ¢ENEW
THeRE=1 37
198 LET P=P#INT CRNUKTHCR=I+I)¥%

53 IF NOT G THEN PRINT "AND RI
CHinee £" 183 Y

55 IF S>T+T THEW LET S=T+T

668 PRIWMT S

65 LET o=P

76 1HPUT M%

B LET PeP4lME="E" )¢l MEi="S" JKF
e RSN ERTERE 15

168 IF P> AND Px=A AND P{(=B A
ML PoF42IMT (PsF 2 THEN GOTO H+T+
T

185 LET P=f

VLo PRINT

(P+T<=B )

218 PRIMT € "shost'" AND NOT R+
"oragon” AND R=I)+("aiant batd"
AND R=I+I34¢"1TS dark AND WET" A
ML R2>¥

226 IF R»¥ THEN PRINT "DiYiNiNe

RO " 3 SGH CG-P Y

243 IF S»=] THEW GOTO CODE "R"

#5@8 PRINT "R.I.P"
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-'W‘
I m‘f
A POWERBASE S

It’s so good, Clive should have tho
® ON/OFF switch for instant screen
clearing @ LOAD/SAVE switch
® All wires included @ Angled
for easier use @ Saveswearand =
tear on connections @ Real value for money
Spectrum Ref PBS1 £13.50 ZX81 Ref PBZX1 £13. 00

SOUND #74#
! n"%owen BASE 24227,

All the featurés of the Power Base plus built-in
‘7 J variable sound amplifier Ref SPB1 .‘-
Amazing value at ONLY £19.95

The great Spectrum sound improver

SUPER SOUND SPEC-AMP

@ Fully adjustable Spectrum Sound Ampllﬁaw
@ Simply plugs into mic. socket
Ref SSS ONLY £7.00 (PP3 Battery included)

ZX21 RAM-PACK WOBBLE?
/f KELWOOD WOBBLE

Mﬂ’ (STOPPER{:

[ ] Flrmly clamps Ram-Pack to computer @ No glue
® No solder @ Easily removed
Flat: Ref SW £5.25. Titted: Ref STW £6.25
Extra long for printer — Flat: Ref LW £5.75. Titted: Ref LTW £6.75
ANGLED STAND

uTlLT
GO“P ‘For a better angle’

Fits ZX81 or Spectrum Ref CS1 Tenific value — ONLY £3.50

KELWOOD 1 WIRELESS
WORKSTATION
® Mains ON/OFF switch @ 4x13 amp sockets inside
® Supreme quality ® All wires stow away
@ Carrying handle @ Easily stored @ Sturdily
built in stove enamelled steel
® |deal for schools @ Suitable for
most micros including Sinclair and BBC
@ Acres of room for all peripherals
Desk top model Ref CW1 £49.00
X Accessories for above

e e R PBS2 £11.00
g Power Base Ref PBZX2 £10.50
Legs Ref LCW £11.00
Keyboard Dust Cover Ref KDC £2.50

All prices include VAT and postage and packing
[ 1 S ORDER FORM 1 S i i gy

Name £
. DACSAmE S et e e e b e s .
e
= QUANTTTY REF AMOUNT =
= TOTAL ENCLOSED =
Please send me further information with no obligation
. Tick if required _ .
B KELWOOD COMPUTER CASES _
Downs Row, Moorgate, Rotherham. Tel: (0709) 63242

AT LAST....

MACQUILLAN ELECTRONICS Comes

MONICRON

THE ONLY INDISPENSABLE ADD-ON FOR
SINCLAIR ZX8I & SPECTRUM

From

LOAD programs first time every.

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

AMPLIFY Speclrum Squeak by
built-in AMP." & SPEAKER.

RESET crashed programs with
power ON=-0FF switch.

MONITOR tape contents.

CUE program start etc.

ALL FUNCTIONS WITHOUT DISTURBING A
SINGLE PLUG!

tsi ONLY £14-95 plusEr-00p+p
MACQUILLAN ELECTRONICS
72 MERE ROAD, WIGSTON, LEICESTER.

From

*2% 8l model has tape‘remore switch - state model when ordering.

For any ZX Spectrum, and
now for the 16K ZX81!!!

A superb aid to programming the ZX81/SPECTRUM,
allowing you to watch what your BASIC programs are doing
every step of the way. Bugs in your programs will be easier
to find. Example pregrams will almost explain themselves.
Before the ZX81/SPECTRUM executes each BASIC state
ment in your program it will display the line number,
statement number (SPECTRUM), and the statement itself
in the input area (it will not overwrite the main display area)
The speed is controllable from single step upwards. You can
produce a TRACE listing on the ZX printer, stop your
program at any point to print variables or correct errors, and
start/stop tracing from anywhere in your program.

““an effective TRACE a useful debugging tool . . .easy
to use”. S.U. 9/83 reviewing SPECTRUM version.

It might even help you find the errors in the magazine listings!

ZX81 (16K) Version . . . . £5.95
Spectrum Version . . . . £6.95

Including
P & P from:

TEXGATE COMPUTERS LTD.

Dept. SP, 14 Brook Lane, Corfe Mullen, Dorset BH21 3RD

SINCLAIR PROGRAMS November 1983




ThE ACTION game with the lhnlls of real football
V32

L 4.2-4, or -4-4-2

ves and outwit your

Side 1 features a SUPER LEAGUE competition
be!ween 8 tup Brmsh srdes, e . Aston Villa

S\dE 2 replavs the WORLD Cup 'mals 15 akn

It's amazing how so much is packed into 16K!

Available for ZX Spectrum and ZX81
{Please state which machine when ordering) ~ ONLY £65.95

Watson Goftware Services Lid, mept spy
1, lvy Cottages, Long Road West, Dedham, Essex COT 6EL

Trade enquiries welcome.

FOOTBALL POOLS
PROGRAM

® The program lists out, in order of preferer
likely score-draws: also the sixteen most i
and aways.

the sixteen most

® |t picks out the results on the bookmakers' FIXED ODDS
coupons that have b given over-generous odds. Calcu:
lates your expected prof

® The program will be initialised to the English and Scottish
league tables. You will be able to updalte these league tables
week by week as results come in — or enter a complete new
set of league tables in other words, the program will never
become “out of date”!

® All programs are recorded on a top quality c:

Sony) and are accompanied with an instruction |
brief explanation of the theory.

Available for the ZX-81 16K (Price £8.95) and the
ZX Spectrum 48K (Price £9.95) from

HARTLAND SOFTWARE

(Dept. R), 8 Penzance Place,
London W11 4PA.
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LAT AN ORIGINAL 48K ZX SPECTRUM CHALLENGE BY THE AUTHOR OF
MINED-OUT. OBJECTIVES: EXPLORATION, SUBVIVAL AND EATING GRASS!!
Zippy, Plums, Rive

controls,




B6. PR LG5 L 2neides g o3l
52 T RS e L S T e e

52 DI @1 4» @1 Er B8
o 200 V23R 36 AR g PR SO
T AT 23 EERET SN e

TR REN uuuu&uuauuuauuu@mu
uwuaeaﬁﬂuauuhuaaﬁﬁbrﬁ@&
BEEEEEEBHEREHEEEE uuub&ughu
AREGERABEED

26 LET 5A Dl gl 68 ¢l ED B @6
38 LET H‘-‘F"‘“ A TG 2hi WEE RS 3SR ST o
46 IF F&="" THEM IMPUT 5 Cs ¢l ¢r ¢ ED B 2B 36
FLODE A$+LODE FEc 2 @ 11 13 @& Er 8 54 5D
476 T8 el @ k0 e 16 A dE
6o LET A%=A%CZ TO ¥ 4 11 24 ¢ ED S5A 54 5D

74 LET

2B C5 @1 ¥ @& ED B8 11

B GOTD . 320 g el TGRS ERA el oA
9
OUR-WAY SPLIT is a machine
18 FPEM ®¥FOUR WAY SPLIT code sub—muting, wrillg:n by M, A
R for the 16K 7.5, Whe i caled by
95 REM k BY M.A.BOOLS 4 Ophe sty WHEN L8 canec oy
40 REM : the command RAND USR 16514 it
=i F:EIF’ F=1 TO i1 will clear the screen by dividing it into
i e ik e four and scrolling each quarter off thy
GH PR_"N_T "Cedt1ep " screen in a diﬂ}::nr dirccz‘lion. s
7H HEXT F_ e A 5 Enter program 1 and then RUN it
79 PRIMT AT 2,&:" THE FOUR WAY Then type-in the numbers in the second
i T section, two at a time, working from left
76 PRINT AT 1@,1%:"BY" to right. When you have entered all the
77 PRINT AT 1i,11:"M.A.BOOLS" numbers, stop the program by entering
78 PRIMT AT i2,9:"press and ke “8". The machine code will then be
gt transferred to line one of the program.
8@ IF IMKEY#="" THEH GOTO 96 D_cl;lchlinﬁ ‘.17.0 to 30 an%‘replacc them
s . i o with the third program. That will dem-
58 RAND USR 16514 onstrate the sub-routine when GOTO
10 is entered.
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1168 PRINT *“28 PUINTS DEDUCTED

s %8 POINTS RDDED FOR
A HIT"'* INK 23"SIGHT TURNS RED
FIU“'Hn 15 IN R

126 PRINT INK 4;°'" PRESS A

NY KEY TO GU"; INK &/*"

Ob LK

PRINT.AT 21.,8) INK 6; PAPER
T.ROSE HOY. 1982

140 IF [HKEY$="" THEN GO TO 814
o

150 REM GAME STARTS HERE

166 (LS

170 PRINT AT &, 173; B8

186 PRINT AT 13,13:08

196G LET U=INT CRND¥15)+2' LET R
=INT € RHU¥ZE 4

200 PLOT 8,1%° DRAM 2%5.8° FUR
¥=8 T0 40 STFP 4+ PLOT 125-%,1%'
;=15 PLOT 125+%,15' b
{T %' LET G=i3: F
EP 5 PLOT 4,15

LET G-INT €046 3¥5:
=13: FOR ¥=178 TO
¥,15: DRAM 255-
Ses - NEMT ¥

r-

FiR T-506 TH @ STEP -1
PRINT Ik 25 BRICHT 1;AT @,

LET =R
(T CRRDFED-13e LE

LET Gmfiad 2¥¢ TNKEYE="2% 3~( IN
Tty
(/=% THEN LET ¢
IF R<=3 THEN LET ReR
IF 0>=18 THEN LET Om
IF R THEN LET R=R:
LET 1 1F 059 AND 0512 AN
n B2 AND RC16 THEN LET 1
330 PRINT INK 1:RT €,12:68:AT 1
3,13;0%
140 IF TNKEY$=*" THEN GO TO 48

@
150 IF S<=-0 THEM LET
360 PRINT AT Y.MW:" ; el o]
AFER 4:AT A0 "5 3 i IN
K G; PAPER S:AT 8,15 "TIME=";T;"
170 BFEP 6.0062%,%: BEEP @, 002%,
[ 4T T
GUE BeSE
1rl“ PFINT INE & I'LHSH 1;AT 1@,

168 "GAME OVER" CORE="; S
418 [F

TS T

‘- .r(JU PLAY the part of a megalo- A a‘“ﬂ";’f:#ﬂ L 1 rF! 2a, r‘ IN
maniac in a spaceship, deter- U 'I“FU.F AR i et I
mined to destroy every other ship i LET - 4590 LET S

in sight. The television screen repre- LET S=@ |_L1 Ti3w 440 FOR #=6 TO 580

1+ PAPER O (LS A5@ 1F INKEY®<>"" THEM GO TO 1S

sents the view from your window. By
pressing 0 your laser cannon will shoot
whatever is in the centre of your sights.
Move with cursor keys 5,6,7 and 8.

R
?9 L"PJNT INK 7; BRIGHT 1:"___ A
| Ul

hont. down 2 many 490 BEFP A.81,7' FOR P=2 TO 6 S

4 ; p f1ahters 23 Possibl TEP 2 INK P: PLUT 10,16 DRAW 1
Remember that it is your ship which e = 1 DRAW 126, -72: PLOT 11,16!
will move, so your window will appear 90 PRINT "Usze the curser baus 112,71 URAW 120, = NEXT
kS to move sourtureet,and ‘87 to £1 P
to remain stationary and the enemy it 490 BEEP 0.91%,9' BEEP .A1%5,8
spaceship will seem to move. Thus as 100 PRINT “"Space time units ar 566 IF 0> AND G412 AND RX12 AN

; ; dizplaved counting down to 8. [ R(16 THEN GO TU 539
you move left the encmy will appear to Yeul C1mish when sour time is 4 518 LET Sn5-28

move right. P 520 GO TO 589
Written for the 16K Spectrum by

Tim Rose of Woolwich, London.
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546 PRINT PAPER €3 INK 25 FLASH
1AT GLR-1)"caccc AT 0+1,R) "ce!

AT G=1,R; " S
548 FOR ¥=0 TO 18: BEEP 8.803.4
BEEP ©8.0.9: NEMT M

<50 BEEP 0.81,7' BEEP 0.1,
560 FOR #=@ TO 58: NEWT X' PRIN

T AT LR 3 “IAT @=1.R3" v,

AT G+1,R1%  *1 LET GmINT CRNDX1S

342+ LET R=INT (RHDX263+2

578 LET S=5+58

%68 FOR P=19 TO 11 STEP -1' PRI

NT AT P.@J"

"1 HEMT P
399 GO T0 358 - ! =
600 FOR M= TO 1%@: '+ '+ BORDE

R 2+ BORDER €¢ NEMT M: INPUT ; P
LABH 1) "YOU’YE ACHIEVED THE HIGH
SLORE. "3’ FLASH 8) "INPUT YOUR N
AME IN 3 LETTERS DR LESS)>..": LI
ME N

618 IF LEN NS>=10 THEN GO TO @6
29

620 LET TS=S

&30 FOR Xe3 TO 19 BORDER RNDX¥7
FOR U=@ TO 39' NEXT L' NEXT M
€49 GO TO 420

€50 FOR M=d TO 2+ BEEP 0.2.@8: B
FEP B.3,%' HEMT N' BEEP 8,3,2' B
EEP ©#.2,%' BEEP B.3,6' BEEP 9.2,
&' BEEP 0.2.,%' BEEP

0.2.4

AE0 RETURN

€78 RESTORE £80° FUR =@ TO %5:
PEAL 2 POKE ISP “a“4x,a: HNEMT
=]

21395, 136, 243,243, 136

25, 17,207,247, 17,225,

€,9,170,73, 254,19

144,136, 128,128,0,127,3,3,

»1,0,0.,128, 126, 136, 144, 160
4,6,1,1,17,9,%,3,12?7

SAVE "SPACE" LINE €7@

inknS: LET i INK 2, INVERSE
a EEEP .01.0

PRINT AT »x,9i INK 8

+kE THKEYS=

s

RAVELLING rowards your
I home planer in a spacecraft you
must cross an asteroid belt. As
soon as an asteroid appears on your
screen, move your laser sights towards
it, using the usual cursor keys, and
destroy it to avoid hitting it. The
quicker you hit an asteroid the bigger
your score will be.
Asteroids was written for the 16K
Spectrum by Philip Newby of Dob-
cross, Oldham.

FINL
Y

EYS="E" AND 4<738)-3%
‘OANDG w8

LET sms+C INKEYS=LHRS 16 AN
D »x£143-C INKEY®=LHRS 11 AMD »>25
¢« LET w=u+e INKEYS=CHR® 9 FAND 443
@)—¢ INKEYS=CHRE 8 AND w202

249 LET adis=adis-1

PAPER @:" ";AT 19,227 250 IF ATTR (x4 NG ¢ THKEYS
INK 4;18(1 T lives) ="8" OR [NKEYS=CHRE 12) THEN FUR
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=538 TO 18 STEP -10' EEEP
NEXT ' GO
adis '
198
251
& 1z

1.f

SUB 2888 LET =
LET acount=acount+l: PA
GO SUR lewa: GO Tu 168
IF INKEY#="8" (R INKEYS=CHR
THEN BEEP .1,58: GU SUB 458

PRINT AT »,4; INK 3;"K"
IF adis=W THEN BURLER 2@ BE
-40' LET lives=lives-1: L0

S88: GO SUB 1000 BURDER 9

GO TO 186
27 PRINT AT 6.6; INK 9 ORE
ASTERUIDS "jacount; " HIGH
Wt =168+ TNT Lt2—1)

GO TO 3900
999 GO TO 266
1866 IHK 1k

(L5 ¢ PRIN

"DAMAGE" 5
95 "LRS
ey

1999 RETURN

IHK 171k

2680 PLOT 4. ¢€ DRFW 1HK b
7 DRAW [HNK & 8, =L =@

26918 PLUT 32,25: LRAM INK 3iacdis
*8,8

2030 PRINT INK 2; PAPER &; FLASH

ddd" ;AT ,9=15"dd
ddd" ;AT 18, 3+adiE

LiAT x=1,4-1;
dUIAT xbl,u=1;
AR
20848 FOR f=8 TO 254
LRH

NEXT £ RET
2968 IF lives<l THEN LET ink=2
GO SUB 1866 L0 SUB 3%44 FUR f=
@ TO 1688° BORDER 2 HURDER &
HEXT £: LET 1nk=5: PRINT INK 9
FLASH 1JAT 9,3 "DEAD"; FLASH @:n0

T 4.3, "PRESS
5,3, "SCORE "3
B STEP 18
USE 81
2510 RETURN

g8eBE GO SUB 188a:

sc

3,3

PRINY AT
INK 3, "LANDING SEQUENCE ACTIVAT

E FUR f=0 TU 18@: BEEP .@5,f-
SB: NEXT f' FOR =14 TU 2 STEP -

1' FOR a=@ TO 1@: NEXT &' PRINT
INK 6)AT 18, 2+f, "Cisp HC12p ) "JA
T 19,2+f) INVERSE 1;"F e's INVER

SE @)"1"IAT 17,2+f,"eCisP ) "1 N
EXT f£: PLOT 8,56 DRAW INK 61255
.@,=1: PRINT AT 3,3; FLASH 1) IN
K 9)"HOME", FLASH @,"

"JAT 4,3;"PRESS TO
PLAY RGAIN")AT 5,3, "SCORE "isc'
IF sc>hi THEN LET hi=sc
3818 PRUSE @' PAUSE @' GO TO 18
3388 IF scyhi THEN LET hi=sc
351@ RETURN
44888 FOR f=2 TO i+ PLOT 9,87 D
RPAW OVER 1) INK 3, 9X8+4,(21-x %6
=@7+4' DRAW DVER L) INK 3,255-u¥
@=4, ~((B1=x JKB-B7-4): NEXT
451@ RETURN
5888 GO SUB 1e@ad' FOR @ TO 3
FOR f=@ TO 7' PRINT AT 3,3) INK
1 "ASTERCGIDS ASTEROIDS ASTERUID
8 P.8. NEWBY 1983 "' BEE
P .21,RNDX13B-5@: NEXT £ NEXT n
5818 PRINT @ PRINT INK S:TAB 3;"
PRESS ANY KEY"' PAUSE @' PAUSE @
' BEEP .3,18' BEEP .S5.-10

3. LU SUB 1064 Bali
S-MUVE S1LHTS
e
0= RIGHT

FIRE USE CAPS FOR ACCURACY
YOUR SIGHTSCKY ONTL THE
0OF AN ASTEROID AND THEW
= AT IT. ASTERUIDS WEFK

POINTS ARE ON THEIR EDGES AMLD
CAN OMLY BE SHOT THERE. AFTER
CROSSING THE ASTERUID BELT YOL

ANY KEY " PAUSE G: P
AUSE @ GO SUB 1909
5836 BEEP BEEP .59.-15" PR

9. 18

INT AT 3.1 . ARIVE AT YOUR HOM
E PLANET AN THE END OF THE G
AME BUT THE ASTEROIDS ARE YE
RY DRNGEROUS AND YOU CH
N STAND OHLY € HITS ON YOUR
SHIP THE ‘LRS‘ TELLS YOU
THE ASTEROIDS DISTANCE A
NO THE SCORE IS AL CALCUL
ATER FROM THIS.

GOOD LUCK
PRESS ANY KEY"
PARUSE A: PAUSE B8: BEEP .S.,18' BE

EP .5,-1@' RETURN

59598 STOP

5999 RETURMN

9089 FOR F=USR “a" TO USR ‘k'+7
9861 READ a: POKE f.a: MENT f
9316 DATA BIN 11188088, BIN 11160

a8, 8IN 11118680,255, 295, 255, 239,

BIN 111108468

9011 DATA ©,9,0.BIN 1111608@,BIN
11686,B8IN 11881148,255.6

9812 DATA BIW 1111606,BIN 1818108
+BIN 01319181.RIN 16101616,.EIN @
1010181 ,8IN 141921010,BIN 8181916
sBIN 111160

9013 DATA RND¥255, RHD¥235, RND¥ZY
S, RHDRZ25S , RND¥255 . RNDX255, RND¥2S
5, RHD¥255

2014 DATA 1,3,7.19,31,63, 127,255
9915 DATA 128, 126+64, 128+64+532, 1
2O+64+32+16, 128+64+32+16+8, PEEK
CUSR "FU44 )44, 253, 254

9916 DATA @.8,1,6,11,5,2,0

9317 DATA 128,64, 120432, 64+16, 12
B+32,64,128,4

9418 DATA A

9999 RETURN
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Can you rise from the void
to meet the challenge of the

aZiacs

HAIL THE HERO
The most ingeniously animated little "‘
| fellow ever seen on a Spectrum screen
Running in all directions fi dghung
blinking, tapping his feet and sitting
down for a well earned rest.

MEET THE MAZIACS
Correction! DON'T meet the Maziacs.
Herds of nasty spidery beetly things
with long hairy legs and lethal jaws. !

MANAGE THE MAZE

And what a maze - Full of Maziacs,

i Food, Swords, Prisoners, and a endless
. succession of dead ends and false trails. il
| But don’t despair — you have lots of help b

in your search for a single box of treasure

[} buried deep in the maze of heavily

defended passageways.

NOBBLE THE NASTIES
A top Hollywood stunt man was
specially flown in to stage the numerous
fight sequences needed to defeat the evil
guardians of the treasure.
HEAD FOR HOME
Face a return journey with a burden
of treasure and unable to carry a sword.— .
FEATURES

MACHINE CODED COLOURFUL HIGH RES GRAPH|
PAGE SELECT INSTRUCTIONS. o ORMATIONS, KEY
E OPTIONS AT ANY STAGE — EVEN DURING A
GAME! - KEMPSTON TYPE JOYSTICK OFTION - LEVELS
oF mFﬂcm.n' SFTION - STRATEGY PLANKING VIEWS

OF MA ING THE - COM

DOM MAZE FOR EVERY GAME

Y v

=

Tt | > \

Avallable from BOOTS, W.H. SMITH, LASKY'S, SPECTRUM, JOHN MENZIES and good computer software
stocklsts throughout the UK or direct for only £6.95 + 50p post and packing.



SPECTRUM

DUAL FUNCTION
JOYSTICK INTERFACE
£13-95mc

WHY PAY £35 FOR 2
INTERFACES WHEN YOU CAN
BUY OUR DUAL INTERFACE FOR
JUST £43.95 INC.

FEATURES

* Compatible with any software that
list the Kempston Joystick.

*Compatible with any software that uses cursor keys.
*Compatible with most Psion/Melbourne House games e.g
Terror Daktil, Horace Goes Ski-ing etc.
* Allows the use of AtarilLe Stick type joysiick.
* Eight directions can be programmed in simple basic.
* Free draw programme and full insfructions supplied.

STANDARD INTERFACE FEATURES
Same as Dual Interface

*But only compatible with any software that lists the
Kempston Joystick

ZX-81/SPECTRUM
LOADING PROBLEMS SOLVED WITH

The CODER as reviewed in the Sinclair User
August ‘83 £9.95 INC

DUAL INTERFACE ........... .£13.95 inc
STANDARD INTERFACE .£10.95 inc
£1 discount if joystick ordered with any interface
e.g. Dualfint & Joystick £19.45 inc
Send Cheques/P.O. to:
JILES ELECTRONICS
48 Parkway, Chellaston, Derby DE7 1€7Z. Tel: (0332 703892)
Qverseas orders add £2.00

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.

ata price you can afford.
Interface

@ 1k on board memory

@ Owin rear edge connector — for printers etc.,
@ Compatible with all standard

joysticks

@ Self centring
®s
@ 2 indepe

{{ cAMBRIDGE COMPUTING

[ 40-42 Hobson Street Cambridge CB1INL  Telephone 0223 322905

Atlast... A joystick that works!

Cambridge Computing bring you the first programmable joystick -

JOYSTICK, INTERFACE
AND TAPE COMPLETE

Joystick

nal micraswitched action

dent fire buttons

SINCLAIR PROGRAMS Nouvember 1983
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Tape

@ Easy to use program enables the interface
towork on ALL software

@ Keeps s re
only need

of all your games — 5o you
tell it about each game oncel

Please sand me:-

For Spectrum P11

| soystick, Intertace & Tape at £20.90 | énclose cheque/postal order Tor . . .. . . |
| interface and Tope st£24.00. ... | made payable to Cambridge Computing |
| soystick oniy at7.00. .. . Limited, 1
| nome Ll e |

L



CHORD

WUISTER

i REM $ESET
Fikby PRIHT DHETRL

+

LHOELY bl

CHEPO POSITLION Cilh
b &
G LUsiE e
THOREM FEIHP Lk
268 Gl w?m‘
GE REM gL

CHURD $%

el T B B

(A sl
1168 REM %
HoSEE

FIMLER POSITIO

[ L.LHP HLE
B 174
o

L W T HLbE g

THERM GOTO %G

11

="M THEN PRIMT

S THEM PR1H

R ]
236 PRINT AT 16.6;0%
4 1F SE= M"Y THEH PRIHT AT 14,

RETURH

2660 PEM ¥¥IMSERT FLIHG

Fi=I17 a0

278 FOR el T &
33 IF J=1 UT‘ J=6 THEH LET ES$=k

T +1 Tl
296 IF J=2 THEH LET K&={dL 0+
TO 260

266 1Ir
TO 26

J=2 THEM LET K&=LU% C#24)

HJ ]F

t=4 THEN LET K&=DEr 2+

J=5 THEN LET ES=Ase e )

73 B
1 PRIMT AT 196"
ofe TRBLT g
CAPD THFPUT
88 IHPUT

] ] et B e
33 " T MOVE

=8
e

A IF S%= 4 =M THEH G0
T 4163
406 GOTO 2k
418 PRIWT AT 17, 0:R:AT 26, 8: 046

426 FETURMH

B8 REM E¥PRLHT LUTSEE
445 PRIMT AT «. “r
4%8 1F ¢ 1%2
4606 LET i=
TH RETLRH
480 RE
451
SR TRNPR REHL T
1 THEW LOTO

Wmd THEM LF HEC.J =W 1 ]
Y THEM GUTO 530
HEST

5364 DIM k4

24 LET L6l L LA

55@ IF Peclo="A" TH=W LET L#cz)
w44

560 IF P%c1i="BE" THEW LET (&2}
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RITTEN for the 16K ZX-81

KR / by Jon  McNamara of

Bishops Stortford, Hertford-
shire, Chord Master will draw chord
windows for around 1,000 guitar
chords. They are the major, the domi-
nant 7th, the 6th, the major 7th, the
minor, the minor 7th, the minor 6th,
the augmented, the augmented 7th and
the diminished.

The program does not handle flats.
%~ Any flattened chord should be entered
as the corresponding sharp chord. To
ensure that at least one inversion of each
chord is played, part of a second inver-
= sion may also be shown. Notes to be
—F—- played are listed beneath the window.

WW////// v
gwé'///gm(;'#g’/””' S

b
V754

=HEC 13 ) 668 PRINT AT 12, 6: "FLEFSE TNPLT
570 IF PEC20="LC" THEW LET CHeu)  CHORD WAME. .. "

=HEiC J+7 ) £3589 INFUT W%

SRE TF P$C20="0" THEH LET CH2) vRE IF big=" OTHEM LOTC &
=HSC I+ ) 90

RODNTE I RRC 2o=EN STHER CDET SR 0 7i@ PRINT AT 19,8:F%
=R+ D 720 REM ¥¥ SET PE AS HOTE FPOINT
666 IF Fdcso="F" THEW LET Ldi4: ER¥K

=g J+ 160 70 LET Ph="fC "

610 IF PHCZ="0" THEN LET CHc4) 740 3

=NSC 143 ) 7EE 1 2h=0%" THEH LET =4
620 IF PHC30="H" THEH LET (447 765 FOR J=1 T0 7 ;

=hIRC |+11 3 PPA IF WECJr="M" THEM LET RHC1 N
636 REM #¥PRINT CHURL HUTESHk =ugn

640 PRIMT AT 19,8iR% PEG IF WS 0="7Y THEH LET Pé3
650 PRINT AT 16,4:bs: ..,  ":0 =vge
WL, CRCZ R M 798 IF MW%C.Ji="6" THEW LET Pzl
4 =g

668 RETURH BAA IF J+23=7 THEH LOTO 246

678 REM $KIHMPUT OF CHORDHH B16 IF kH$C . A =G THEH
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ORWIN SOFTWARE:

ZX81 & SPECTRUM

= SUPER SOFTWARE AT LOW PRICES

““Michael Orwin has built a reputation
for value-far-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 £56 each | would still rec
ommend them. But all on one for £5 .

This sort of value for money just has not
been seen before on any personal com-
puter.’”

“*Without soundlng 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 2X Computing, Oct/Nov
‘82

CASSETTE A

GHOST GOBBLER
Eat the ghosts before
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

NEW! FOR 16K SPECTRUM

{will also run on 48K Spectrum)

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 puzzle.

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

CUBE Manipulate a cube any size from
2x2x21t0 TxTx7.

MINEFIELD Collect the crowns while
avoiding the mines and the electrified
fence.

computer.

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

plus an extra . .

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

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

CASSETTE 1, eleven pro-
grams (including 7 in machine

and good value for money.’"

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

CASSETTE 2, ten games in | CASSETTE 3, eight programs
Basic {including 1 in machine code)

codel
for 1K ZX81

£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 yuul way lh!uugh the 1ﬂl1l'lEd caves. (machine code)

Imachine code}

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

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

LIFE (machine code)
A ZX81 version of the well known game.

3D TIC-TAC-TOE (Basic)
Played on a 4 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 8 games are in machine code, because this is much faster than Basic. (Some of these games were previously available form
J. Steadman)

CASSETTES B8 games for 16k ZX81  £6 Rawipdlishoncid

favourites . .. the
uality of the soft-
BYTE-MAN (machine code) BREAKOUT (machine code) s

(previously available from Mindseye} smooth action dis-

PLANETOIDS (machine code) plays created on
| —ay—r T Rotate, move, fire and hyperspace controls.  he scree;;:'ogTaamk:
L= 2 A

ﬁl_ Wide range of choice of speed and difficulty. Drlhwhlle Pl

r ‘— DODGEMS (machine code) 21 W:%‘“ algxs
Dodge the computer's car while eating the oo FIC ) (P&

dots. ost of the

s games include well-

SPACE RESCUE (machine code) DRAUGHTS (machine code) presented instruc-
(previ y ilable from Mind: Three skill levels. tions which make

them easier to play.
It is pleasant to see
that Orwin’s kind
of quality s avail-
able again.

From review of
Cassette 5 in Sin-
clair User, Septem-

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

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

ber 1983
Please make your cheques payable to ORWIN SOFTWARE. rans  |For arars
ORWIN SOFTWARE, Dept OSP, 26 Brownlow Road, Harlesden, London NW10 90L cas s
ZX81 and SPECTRUM SOFTWARE WANTED (Royalties or buy outright) 505 4362
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Continued from Page 41

LET Pic 2 a=0g
20 TF. W T bl
1 P#="BEL"
36 IF WECJ TO
LET PH="ACH"
846G HEXT
B850 RETURN
360 REM ®£¥SET COPD POSTTIUNEE
B PRIWNT AT 14,8 "ENTER CAPO ™
OSITION ¢@ TO 123"
886G INPUT L%
8968 IF OE4C"E"Y DR st
TU #E9
20 LET C=\VAL 0%
916 IF Cx12 THEW GOTO 280
926 IF C=@ THEW LOTO 974
938 FUR J=1 TO 11
948 PRIMT AT ., 2" s 0
958 HEXT J
60 PRINT AT 14.
G
370
=00
99
1884
1914
1826
L]
16830
1640
1650
1266
1874
1864
*
1894 LET KE="EBLDAE"
11968 LET Y&="( 33 hmm—r Qi Tt O
=l G o O 1= L sy
11568 LET Z&="( (4=1280 GO
Casy (@=1=D] z Cagat
1126 LET WE="A FAE © ¥ (o
0GR
1138 LET RA&="A A¥B (.
¥ GEA A%E O C#Ep v
11449 LET & {RIAK o
¥H A¥E OO
1198 LET [
£ C¥D [okE L
11668 LET ES="E F F¥0
B FOFRG GRA "
] [z
s lﬁw B Y
38 LET R$="
REM $£DTAEHT TOM  ARREAYSEE
Dl M 86, 20
LI s 70

B

THER

RIS CTR " THER

THEH LD

5 "CAPU AT FRET

FRINT AT 19,6;R%

RETLIRHM

REM $$FRINT CHURD WTHDOWEE
LET G=i

EER A SRS TR e

PRIMT AT J, LiHECS AT .45

PRIMT AT J+i.4)2%
LET Smie]

HNEXT J

PRIMT AT 12.8;R%
RETLIRM

REM $¥5ET STRING VARIABLES®
\

B E
CHl [E F F

E F#L

S PRG CFA AYD

LA AR OO

Akl O CRD DRE

G REM ®ESET L M&®t
FAS
LET =}
3 FOR MW=1 T 36
) LET HECHI=VECY TO M+
1““ LET F=iE+i2

IF Hi=24 THEHW LET ¥=1

: HEXT H

1368 L0

1316 PEM ®€lHSTRUCT IONSEEREE

T g

1138 PRINT AT J,.J; " 9r LHORD MAS
TERY G 2"

15?@ PRIMT AT 6, ik "CHOURD MASTER
"JAT 2,05 "THIY PROLRAM IS5 DES1GH

ED TO BE R":AT 5.6 "WORKING AID
FUR A GUITARIST. HOY:AT 7,65 "MOR
E THE HEEL TO SEARCH FOR THE "R
T 3,8 "CHORD DICTIONARY - LT3 AL
s HERE, "
1280 PRIMT AT 11,8 "ENMTER. WHEN,
ASKED., YOUR CAPO CUR"IAT 13,8)"B
AREE 3 POSITION AMD THEM. WHEW';H
T 15.8: "PROMPTED, THE CHORD Yol
REQUIRE"
13380 PRINT AT 12000 e
s B "PRESS HEWLIMNE FUR
14808 PAUSE AE4
1418 CLS
1428 PRIMNT AT 2,0 "FLH6ER POSITI
OHS O A MURMAL" AT 4, 8: " "CHORD
WIHDOW" " WILL IHDICHATE THE'":AT
G, 8:"WAY IM WHICH THE CHORLS CAM
BEY
1415 PRINT AT %@, 00 "FORMED. S0
SELECTION WILL Hh" AT 18,6; "N FD
ED TO FORM PLAYAB CHORDS" AT 1
2,8 "SIHLE, AT TIME MORE THRAM
OHE" ;AT 14, 0; "IHVERSION MAY BE O
M DISPLAY AT" AT 16,68 "THE SAME
i e
1448 PRINT AT 24,0 "PRESS
E FOR THE HEXT PAGE"
1458 PAUSE 4E4
1460 CLS
1470 PRINT AT 2.6, "RCCEPTABLE CH
ORDS ARE «=";AT 4,8;: "X, H7, H6,
®OMIN COR XM, XMP,"iRT &,8: "KM
s W MAJT, ¥ OAUG, ¥ ALG? AWK AT
§,8:"% DIM ... WHERE "“#"* 15 TH
E ROOT"
1488 PRIMT AT 16,6:"0F THE CHORD
. "GAT 12.8;"THE PRUGRAM 1% LIMI
TED TO INPUTS":AT 14,8 "COMTHINI
NG SHARPS ¢ IE ""k""3 OMLY"
1496 PRINT AT 16,0 "THUE- FOR EY
AMPLE B FILAT MUST BE":;AT 18,8;"E
NTEPED Hf‘- " IIH-\K n II( lF' " ll! il llc“-HHth :'ll
PRINT AT 2B,4;"Me HEWLTH
START"
PAUSE 4E4
Cl.S
RETURMN
1 STOP
SAVE "CHORD MASTER"
RN

"IAT

MEWLTH
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113 BORDER INK @' FPRAPER 7
20 LET as="GU-WURD"' LET p=ug
30 PRINT AT 1u.7;"f 1983 P.Mon
@er': GO TO 1@@

48 PRINT PAPER 15 INK 7)AT 13,
a;" How vou can write wour own
30 words

58 PRINT ‘'’ PAPER @i INK 71" N
rw Please follow the promPts, "
&9 PRINT INK 7: PRAPER 2; FLASH
1iAT 21,1Q;"Press any key"
78 PAUSE @' CLS
80 IHPUT "Pixelz from toP ( (i
} Pixels)im
98 IHPUT "letters (7 max) "jam
IF LEN »%>7 OR LEN a%<1 THEN B
EEF 1,-3@° GO TO 38
196 L a=LEN a®' ERINT INK 7)A
T 21.G1a8%
118 FOR f=B TO 8%s-1' FOR n=@ T

P

&

(]
126 IF POINT (f.n)>=0 THEN GO TO

| 160

7o | 136 PLOT £¥4,nk4+135-p ¢ DRAN 4,

U DRAM @4 DRAW -4,0° DRAW @,-

3: DRAM 3,8' DRAW @,2' DRAW -2,0
DRAM @,-1' DRAW 2.8 DRAW -2,-

5‘ e 7, 140 DRAM 9,5 DRAW 8.4 DRAW 8,
Wa & -4 DRAW 4,9 DRAW 9,4 DRAW @)~
41 DRAW =%, -5

3 s

156 DRAW G, 4
(4 DRAW =9, =9

A P
HREE-DIMENSIONAL LET-  |'Tap HERT n) HEST ¢
TERS, written for the Spec- _a®="GD-MORD THEN PAUSE
=5 trum by P Monger of Reading, T '1.“4““':4 SHGE SO,

DRAW 5,%' DRAW -4

Berkshire draws large, three-dimension-
al letters on the screen. Only seven B

g 3 - the screen 7 ¢
letters can be printed at once but the & THEN (LS

routine can be used again several times
without clearing the screen, allowing
impressive title pages to be created.

MIRROR

THEN STOF

FE S s
T-(234%256)° FRINT AT
KES LLFT -0

L LEFT
R i=l9616 TU 19E16+(

128 LLT A$=""- PUKE 16384,PEEK

SUE 20k

33 STOP
TO B STEP -1° IF PO
1 THEN LET AS-AS+"1"

will reverse the entire character
set, excluding user-defined
graphics. The new character set can be
called upon at any time, even after
NEW has been pressed, by entering
POKE 2307,233.
Mirror Characters was written for
the 48K Spectrum by Graham Walkden
of Banchory, Kincardineshire.

O NCE THIS program is RUN it

GHARAC
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MAZEMAN K

Do your programs owe you a living?
Spectrum, Dragon, Vic and BBC early learning games wanted.

Write to: Computertutor, P.O. Box 3, St. Neots,
Huntingdon, Cambs. PE19 3NW Telephone: (0480) 213969

Spectrum — ZX-81 F
i el 5 (53 How-To'* Rourtines
E

Piz Charts, Barchar

E

PN Histograms, Graphs, Mazes

s £4.85 P&P 10

E WALSHWARE,

IR 10 Busby Close, Heron Park,
Buckingham

| ZX-81 REPAIR
S e e TR R | SERVICE

IMPORTANT NOTICE

Unfortunately an error
was published in Softek’s
August Advertising. Sof-
tek does not guarantee a
full refund should a pro-
gram fail to load, how-
ever, it does guarantee a
replacement cassette

Dr T. Langdell

SOFTEK
INTERNATIONAL LTD

Al last no nead fo wait for
weeks, send your faully X
81 for a fasi reliable repair
We will repair any ZX-81 kit
or Ready Built Unit

Built Uni

Please describe the fault
briefly and send a cheque/
postal order fo:

NEXT COMPUTER SYSTEMS
Dept SP
88 Harvest Road
Englefield Green
Surrey TW20 0QR

Only §45.95+ p&p §1.75
fully guaranteed

SPECTRUM BOOKS

AVAILABLE THROUGH COMPUTER BOOKSHOPS AND W H SMITH

40 BEST MACHINE CODE ROUTINES SPECTROID STORM: A fast action graphic space game.
FOR THE ZX SPECTRUM £5 You dodge asteroids and zap alinqs in this cosmie battle  Spectrum £4.45
By Andrew Hewson and John Hara‘man -m,g book teaches for the stars. There are bonus points to be scored for the ge——
the beginner all he needs o know in a simple, easy-to-leam sharp shooter with the speedy ship. The whole of hyper- T b i
form and its an invaluable reference work for the expert too! space lies waiting for you when you pile on the super q h]“
SECTION A: Three chapters e)(pla\mn% what you need fo thrust. J
o e S Spao e onie FORTH: A full implementation allowing the full
variables. ® How memory is organised. ® How program fines. range of sound and colour. The only Spectrum Spectrum 14,95
are stored. # How to Use the stack, the display, the attribute package endorsed by the Forth Interest Group and
les. ® How 1o call ROM Routines — where they are and what the one used by Sinclair User in their series on Forth.

they do. ® The struclure of Z80 code - pius a valuable giossary. SECTION B: 40 * ... well worth the price . . . for a speedier Spectrum’

routines including, ® Scroll — up, down, side ta side by pixel or by characler.

Personal Computer .
» Search and replace. loken swap, string search. e Rolate characler. invert

characler — hanzontally and vertically. # Line renumber — including GOSUBs, THE WIZARD'S WARRIORS: A fast moving game

GOTOs, AUN elc. featuring continuous sound effects and arcade quality  Spectrum  g4.95
20 BEST PROGRAMS FOR THE ZX SPECTRUM £5-95 Ll 3 i

By Andrew Hewson. Program fitles include: MACHINE CODE EDITOR — Write, a well written graphics adventure! .

modify, extend and load machine code using this all-basic program. No need to Home Computing Weekly

use an Assembler when you have this program’ INDEX FILE — Learn about fixed ENTUI \E: ; —

length records, Save numeric and string information, add to, sort, modiy., delete A0 t.I\TL.IIUI‘. OM; Tolbusewe """’ﬁ "*"l:"'h , Seecltum £6.95
and print your records. ldeal as a computar based filing system. DUCKSHOOT — a remarkably good version . . . well worth the money. ZXB1 £5,95
Leam how lo manipulate the attributes file and have fun at the same lime . Sinclair User

GRAPHIX — Construct up to 210 graphics characters with the full on-screen MAZEMAN: NC

editing facilities, enhance and modify them and recall them later o buld a e T m:_“’ AVAILABLE FOR THE LYNX £4.95
detailed display to save on cassetie. SPIROMANIA — A program 10 stretch your ! e Spectrum £4,95
artislic talents, imagination and mgenm!y. Draws a limitless variety of curves and - Is very accurate and fast.’ S YE1T4 s
spirals. Plus: FOOTBALL, DIGITISER, DIARY and many more. Which Micro :

CHESS: Ten levels of play. Good graphic display.

_GDHewson Consultants ||| *

. Your Computer. .

r Please send me: (tick box) INVADERS: Very fast m/c action. Includes mystery ZX8184,45)
40 Best Machine Code Routines £5.95 [7]20 Best Programmes £5:95 ship and increasingly difficult screens.
I Please debit my Access/Visa Account No _ - 1 I
Signalure
| e I
I Address - I
: ahr Ansagnone
|| P st o == O e cliclanbiai o |
Post to: Hewson Consultants, 60A St Mary's Street
L Wallingford, Oxon OX10 0EL  Tel {0491) 36307 J
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P ICK-UP the jellyfish by steering

5, 6, 7 and 8. Hitting your wake,
the beach at the edge of the sea, or the
black islands will cause you to die. %
When you complete a screen your score
will be shown. Press any key to begin
the next screen.

Jet Boat was written for the 16K
ZX-81 by Jonathan Currey of south-east
London.

2 =

/ st
by h —H%
your boat across them, using keys — 4 -%—/’

2 PUKE 16%34.8
2 LET HT=8
18 LET DF=¢PEEK 16396+256KPEEEK
16397 )
14 LET E=8
19 PRIWT TAB 4, "PRESS AMY KEY
TO START."
16 IF IHKEY®="" THEM GOTO 16
17 FAST
1B LET T=0
19 LET H=INT ¢RHD®S+10
28 PRIMT AT B,8;"(32Ki=sp 2"
25 FOR I=1 TOU 28
38 PRINT "Cisp)
Cigp 2"
35 HEXT I
43 PRINT "¢ 32Kisp )"
45 PRINT AT 21,6;"best zcorel"
JHT
46 FOR I=1 TO M+INT (D180
47 PRINT AT IMT (RMD¥193+1, INT
CRHDE2I 3+1 ) "C1ap !
48 NEMT I
49 SLOW
5@ FOR. I=1 TO N
55 PRIMT AT IMT (RMD¥19)+1, INT
(RHD¥29 J+1
56 IF PEEK (PEEK I[6398+2S6%FPEE
K 16399)=23 THEN LOTO 5%
57 PRIMT "x"
60 NEKWT I
88 LET P=DF+(33%19+31)
188 LET [b=-33
141 IF IMHKEY®&="5"
142 IF INKEY#@="g"
143 IF INKEY@="7"
3

THEN LET Dm-1
THEN LET D=33
THEN LET Dw-3

144
145
304
158
218
168 LET P=P+D

178 POKE P.136

i88 GOTO 110

208 LET H=PEEK (P+D)

281 CLS

202 LET E=E+T

283 PRINT AT 6.@) "YU CRASHED I
NTO "C"A BLOCK." AMD H=128);¢"Y
OUR TRAIL." AND H=136)

205 IF EXHT THEN PRINT AT 8,3 "
WELL DOWE,A MEW HIGH SCURE"

218 IF EMT THEM LET HT=E

220 PRINT AT 1@.%)"YOU GUBBLED
"IEST RisY "

238 GOTO 14

300 LET T=T+1

395 IF Te=N THEW GOTO 480

318 GOTO 16@

486 POKE P+D, 135

481 CLS

43T LET E=E+T

418 PRIMNT AT 8.6 "YOU HAYE MUl
GUBBLED ";E;" FISH"

415 PRINT "TRY A SLIGHTLY HARDE
R SLCREEM."

417 PRIMT ...

420 GOTO 135

IF INKE'Y@="8" THEN LET Dm1
IF PEEK (P+D)=23 THEN LOTO

IF PEEK (P+D3<{>3 THEM GOTO
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HERE HAVE been requests
for two-player games. William
Hoyland of Surbiton, Surrey has

supplied one such game for the 16K
ZX-81.

from the left of the screen to the right,
while the snail of player two attempts to
cross from right to left.

Both players must avoid the deadly
slug pellets and the slimy snail trail of

Player one artempts to move the snail  the other.
15 GUSUE 5099 1848 PRINT “THE GUOD LUUKING UNE  PLAYER TWO USES KEYS O AND L.¥kk
14 ON THE PmHT WINS."s00s FERERRRRECRRRRGOUD LUCK R
1850 LET S2=5
1878 PRINT ,.1 TAB 29-LEN ¢  SB1@ PRINT ‘AT 9,7)"(88' 16X 95 )
5 STRE ) “URT 18,7 "¢ 98 WRTOUCHKARKE YFEEC
68 1875 IF 52=18 THEM GUTU 6006 95 AT 11,7, ¢CaB  LEkaf a5 )"
7?8 FOR 2=1 TO 30

A8 LET X=INT (RN

290 LET Y=INT
186 PRINT RT
116 LET A%CH,Y
126 HEXT 2
138 LET D=1
148 LET E=38
154 PRINT AT H.D) "
155 PRINT AT B.E
168 LET R®(A,DI="
165 LET RSCB,E="%"

17@ LET C=PEEK 16421

18@ LET B=B-~C((C=223 UR C=219 OR
C=221) RND B-1>@ )+ (L= 11] OR Cw=
187 OR C=189) AND B+1<2
198 LET R=A-(<C=251 OR
C=187) AND R-1>83+((
221 OR C=189) AND A+1<213

208 LET D=D+1

210 LET E=E-1

2185 IF D=31 THEW LOTO 3eea

217 IF AWCA,DI<>" * AND ABCE.E)
" " THEN GUTO 35288

228 1F-ABCA, LT " THEM GOTO 1
@88

238 IF RSCB.EX>" " THEN GUTO 2

219 OR
3 UR C=

248 PRINT AT A.DJ
258 PRINT AT B.E
2608 GOTO 15@
1808 FOR Z=1 TO 2
1819 PRINT AT A.D; "¢ 123"
1820 PRINT AT A.D;">"
1830 NEXT 2

1835 CLS

wgn

1877 PRINT AT 18, 18, "TOUCH A KEY

5028 IF INKEYS="" THEN GOTO ]
1860 IF INKEY$="" THEM LUTO 1809 5838 FOR A=1 TO LEN BS-15
1096 CLS So40 PRINT AT 16,8,B%CA TO A+15)
1166 GOTO 68 SB56 FUR B=1 TU 3

2a 5050 NEXT B
5878 NEXMT A

Sged FOR R=1 TO 186

2080 FOR Z=1 TO
2918 PRINT AT B,
2020 PRINT AT E.E;"<

2030 NENT 2 5090 NEXT A

26448 CLS 5108 CLS

2090 PRINT “THE G000 LOOKING OME 5118 RETURN

ON THE LEFTWINS."...., 5890 PRINT

2064 LET cl*&l“ 6818 PRINT "AND THE OVERALL WINH
2078 PRINT " JTAB 29-LEN ¢ ER, "y,

STRE S2),5C £828 PRINT “MITH AH INCREDIBLE L

2875 IF Si=i@ THEN GOTO 6088 ERD OF ";
2077 PRINT AT 18, 1@, "TUUCH A KEY
» 6030 IF S1>S2 THEN PRINT
2080 IF INKEY®="" THEN GCOTO 2080 £P40 1F 5251 THEN PRINT

20890 CLS 6A58 PRINT

2198 GDTD 68 ERED PRINT “1S,.."

3808 CL 6878 PRINT

2918 F'RINT TAB &, “NOBODY WINS GE B8BA PRINT "THE DEYILISHLY FIEND
EKS" .4 TSH. .. "

2p29 EDTD 2870 6050 PRINT

4800 SAVE "SHRIL TRAILY

4318 RUN 6188 IF S2>S1 THEMN PRINT "PLAYER
5808 LET BE="XKTOLICHXAKKEYRKEEKK ON THE RIGHT"

PRRRRKRERKRRKHL,  THE FOLLUWING 6118 IF S1>S2 THEN PRINT "PLAYER
GAME IS CALLED SNAIL TRAIL AND I ON THE LEFT"

T REQUIRES TWO PLAYERS TO NHVILH 6126 PRINT

TE THEIR SPEEDY SHAILS ACROSS AN €138 PRINT " TOUCH A KEY TO PL
AREA OF LETHAL SLUG PELLETS WHI AY AGAIN"

LET AVOIDING THEIR OPPUMENTS DER €142 IF INKEYS="" THEN LUTO €146
DLY TRAILS.PLAYER ONE USES THE K 6150 CLS

EYS G AND 'R TO MOVE UP AND DOWIN. £16@ RUN

SINCLAIR PROGRAMS November 1983
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JUST AROUND THE CORNER, A NEW|

-

BLACK CRYSTAL
six pragram 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

lair User, April '83).

i
“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 . .
ZX-81 16K over 100K of program in seven parts . . .

. only £7.50
only £7.50
Why pay more for less of an adventure?

THE ADVENTURES OF 5T. BERNARD

An exciting, fast moving, machine code, arcade game where you guide your
epid St. Bernard through the perils of the icy wastelands to rescue his Mistress

from the clutches of the abominable snowman. 48K Spectrum £5.95,

THE CRYPT
written by Stephen Renton

Prepare yourself for the many challenges that shall confront 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 Cy.-tuyc in !lu» arcade style adventure.

Available now for the 48K Spectrum @

ZX COMPENDIUM

e

ZX-81 COMPENDIUM

Alien Intruder, Wumpus Adventure,

Movie Mogul. ;
The ideal software package for all 16K ZX-81 awners. Six major programmes on

cassettes for only £6.50.

‘Alien Intruder/Hieroglyphics — Both programs make good use of graphics and

words to make a very entertaining package.” (Sinclair User, Aug ‘82)

oglyphics/ 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,

e

gy, Hangman,

g STARFORCE ONE
Take on the robot guardians of the central computer in a superbly stylised three

dimensional battle game. 48K Spectrum £5.95.
(100% MACHINE CODE ARCADE ACTION)

THE DEVIL RIDES IN

1 uttered the last incantations as the clock struck thirteen. All fell silent except for
a faint rustling in the corner. From out of the shadows they came, all Hell's fury

against me but | was not defenceless until the Angel OF Death, astride a winged
horse, joined the battle. Avoiding his bolts of hell fire, | took careful aim. My
chances were slim, but if my luck held . . . 38K Spectrum £5.95

(Fast moving, machine code, all action, Arcade game) =




Available through most good computer stores or direct from:

Carnell Software Ltd. North Weylands Industrial Estate, Malnq Road, Hersham, Surrey KT12 3PL.

Dealers: Contact us for your nearest wholesaler.

COMING SOON

“THE WRATH OF MAGRA”

ﬁ.'ﬂwﬂrn born has been destroyed. The Black Crystal of Beroth has b
Emmam of Evil has been defeated by the armies of Lord Fend
ird Age. Now we invite you Lo wrile your name in the history of
Third Continent.
Y meet friends and enemies, old and new, in the long awul«d sequel ta
Volcanic Dungeon. Using high resolution graphics and combining the best qualities
of “Black Crystal” and “Volcanic Dungeon”, we will allow you to become part of
this tale of revenge.

“The Wrath Of Magra” comes as three, 48K programs on cassette, boxed with
instruction manual and book detailing the hlmny of the Third Continent and the
many spells you swill be using throughout the ga

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

0 ends the
Fou:l_h Age

= s
CARNELL SOFTWARE LTD




(EANIE

LOSS

CALCULATIONS

written by M K Payne of north

London for the 16K ZX-81, can
be used to produce an accurate heating
requirement for a room, area or com-
plete property. You are asked to input
the name of a structure, its length,
width, height, area or volume, air
changes, “U’ value and the difference
in temperature between one side and
the other in Centigrade.

The heat loss in watts will then be
calculated. For example, a window of
one metre by two metres, with a “U”
value of 5.6 and temperatures of minus
one on the outside and 21.1 on the
inside would produce a heat loss of
247.5 watts. A reference list of “U”
values is included in the program.

HEAT-I,OSS CALCULATION,

s FAST
19 LET
G LET

‘ST LEN WID HEL AR<
LuSS"

119 LET B%="RE L1H TH GHT YOL
COVAL 9230 (W3

@ PRINT AT 8,113 "HEAT LOSSES"
@ PRINT TRE 11;"¢11¥a7)"

G PRINT "IMSTRUCTIONSY

36 PRINT

240 PRINT " ENTER STRULTURE REF
EREMCE IM NOMORE THAN TWO LETTER
A IGURES"

256 PAI 258
260 PRINT
278 PRINT " ENTER MEASUREMENT O

F IMETRE FORLENGTHAWIDTH/HEIGHT

EVEN WHEN  NOT OTHERWISE APPLIC
ABLE"

288 PAUSE 3088

298 PRINT

20 PRINT " ENTER 1 FOR A<CsH W
HEN INPUT ISFOUR STRUCTURE"

318 PAUSE 239

426 PRINT

520 PRINT  WHEN A RUOM UR ARER

HAS BEEM
WRDOHET Y TO
UB=-TOT
446 PAUSE 360
445 PRINT
0 PRINT

FULLY ENTERED, INPUT
OBTAIN HEAT LOSS S

“ WHEN COMLETE STRUCT
25 INPUT ““FIN1SHED"" T
AT LUSS TOTAL. "

470 PRINT "KEY U FOR """ YALL
ES OR R T RUN"
480 PAUSE 4E4
IF INKEY&="U" THEN GOSUB 19

95 CLS
508 PRINT AT 9,4:A%
510 PRINT BS

S20 PRINT *

608 FRINT AT 21,8:"INPUT STRUCT
URE. G

618 1NPUT S®.

615 IF S#="DONE" THEN GOTO 1008
616 IF S$="FINISHED" THEN GOTO
2080

n
-]

PRINT AT 21.@;"INPUT LENGTH
IN METRES"
£38 INPUT L
643 PRINT AT 21.@;"INPUT WIDTH
IN METRES "

£58 INPUT W

606 PRINT AT 21.@; "INPUT HEIGHT
IN METRES"

78 INPUT H

€80 LET AY=LXL¥H

€33 PRINT AT 21,@)"INPUT A/CsH

788 INPUT
718 PRINT AT 21,8;"INPUT U VALU

E

720 INPUT U
736 PRINT AT 21.,8;"INPUT TEMP.
(- IF GATHOY

746 INPUT C
745 PRINT AT 2

LET HL=1iNT ¢AVE/RUKL+, 50
PRINT AT LH.815%%;TRB 31l
LH: T MaAT LH, 113 H:AT LN 19
T LN, 215UiAT LN 2350

LN=LH+1

EH>1% THEN SCROLL

IF LM>19 THEN LET LH=1%

46 LET THL=THL+HL

250 CUTU 588

1898 PRINT AT LW, 16:"SUB-TOTAL "

THL
1685 PRINT AT 21.8)"
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1010 LET LH=LN+1

16260 IF LN>19 THEN SCRULL
1638 IF LN»19 THEN LET LN=19
18448 LET T=T+THL

1858 LET THL=@

1668 COTH 598

1988 CLS
1585 LET
ES (WUM2

VALU

INGLES WOOD >
~SINGLEC METAL
~DOUBLES MOOD X
~DOUBLEC METAL
'JFLUL'!#'-"LH ID.GD. 4 EX
-SOLID.GD,2 EX
=WO00 ; GO LTHND
=W000, L0, CARPE
ROOF=-TILES, FELT,PLA
-A-A + BORRDING
=A-A + GLASS FB
SLO,BRICK+PLST
L‘ ﬁFl' k. UNPL

i
» P "T 1N/’JU
«BEVENT ILRTI'JN

LS EART

@ PRINT U%

PRUSE 4E4

RETURK

PRINT AT ”1 ‘ﬂ,"'ﬁfJTﬂL HEAT R
“TI" WATTS

SINCLAIR PROGRAMS

November 1983

(:HASE a bionic cow round the
farmyard, using cursor keys 5 to
8. The cow is bionic and if she
runs off the edge of the screen she will
be teleported to another section of the

farmyard. As you are not bionic you
must avoid the edges of the screen. If

Ca'IAT Cals

u—' IHKEY THEN LET B=E+

T 98 IF GHKEYS="5" THEN LET Be8-
186 IF IMKEY$="S" THEN LET A=+
116 IF INKEY®="?" THEN LET A=A-
T120 IF £46 OR G238 THEM LET C=1
a

150 IF DD OR D3 THEN LET D=1

135 IF A=C AND B=D THEN GOTO 2@
o

148 CLS

156 NEXT T

166 PRINT AT C.00"CahOMOU" AT A
yB3 ey My

176 STUP

248 PRINT AT A.8:"GOT YOU“

you catch the cow you will be shown to
shout “Got you’ and if you fail to catch
her she will laugh her head off.

Silly Moo was written for the 1K
ZX-81 by Michael McRoberts and Ke-
vin Fairclough of Wallasey, Mersey-
side.

51



W
s

i & GLESLIE 30an
18 GOTD 4666
15 [IM HoBE
16 DIM ECDE
17 LET H=1
18 LET G=@

B GOSUE 3000

3 L3

3 PRIWNT TRE 18:0%:" MPG"

3% PRINT
48 PRIMT TAE 1:"SPEEDU LAST FU

L]

45 REM M=SPEL
56 PRINT TRE
55 PRIMWT
o,

56 INPUT [%

57 PRINT AT 3,16:" "iTAH 24:0%
68 PRINT TAEB 1.i'SPEEDL THIS FU

El=gliss
&5 REM S=SPEEDO THIS FUEL
74 INPUT S
28 PRIMT AT 4,18:" "iTAB 24.:%
96 PRIMT TAB 1:"GLALS AFTER LAS

T FILLEDRY;

95 REM G=TOTAL GALS TO LAST FI

LL
118 PRINT TRAB 24:0G

128 PRIMT TAB 1;"COST F FUEL, £

A ke

0 LAST FUEL

'E THTS FLUEL

written by A Briggs of Broms-

grove, Worcestershire calculates
and displays graphically vehicle fuel
consumption on the ZX-81. Full
instructions are included in the pro-
gram. When you are asked for the cost
of fuel, enter the amount of money
spent when the tank was last filled.

P ETROL CONSUMPTION,

12% REM C=CO0UST OF FUEL £.F

138 INPUT C

146 PRINT AT &, 16:" "1 TAB :

1580 PRINT TAB 4:"£.P PER GALS
TRE 1"

155 REM L=PRICE PER GAL-LITRE £

168 INPUT L

178 IF <1 THEM LET L=IMT (L<.2
21886+, 511605

188 PRINT AT P,1%:" “i1TAB 240

190 LET Gel+IMT ¢CrL$106+,5 0 16

a

260 PRINT TAB 1:"TOTAL GALS TO
DHTE" ;

218 PRIWT TAR- 24:06

228 LET ¥=INT. (C5—M g Cel vkl a0+
502108

230 PRINT TAE 1:"MPG.LAST FILL

240 PRINT TAB 24:4%

245 LET M=%5

258 LET Y=INT € S=M1 a-Ge10a+, %0
164

268 PRIMT TAE 1;"OYERALL WP
27 PRINT THR 2d4:%
208 PRIMNT
FOR =1 TO 154

IF INKEY®="H" THEW LET L=14

5
é
580 MEKT L
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COWSUIMPTIOM

218
1A149

CLS
PREINT AT 2

1826 PRIMT

1838 PRIMT

1846 PRINT

16:8
Pt
1AE65
1678
IM1
1688
s
1830
=8P
b ¥
2810
2012
2815
2824
20136
2835
2048
2198
2185
[}
2114
2124
2139
3818 CLS
3920 PRINT AT 5.0 "ta HOLD DISPL
F!'.( PEESB i HHN awn
3830 FOR U=1 TO 7%
3040 MENMT L
9958 CLS
360 RETURH
4208 PRINT
ongumPtion”
4810 PRINT :
A4B20 PRIMT "kTHIS PROGRAMME
AHD GRAFHTCALL
DVER—HL
Hrr'f

FRINT oWERALL m

PRIMNT
PRLIMT

AT

A Hll e ]
AT &

) ":*l'|_,

PRINT AT 4,73 "cURREMT wilLES
PRINT AT 4.7:P&:" TO “i0%
LET ECHI=C¢C IMT €44, %5 30-51 )

IF ECH»48 THEM LET ECHI=4g
IF ECH»<B THEMW LET ECHI=Q
FOR H=1 TO N

FOR H=0- T EcH

PLOT H+3.H
NE®T H

HEHT M

FOR U=1 TO 266
IF THKEY®="H"

THEK [LET =122
HEXT Lt

LS

GOTO BRag

*rar overall petrol o

PPLHT
2 PRIMT
THE AR

"YRAFTER FIRST
DETHEL 2

M
ECESSARY TO IHPUT T

PRICE PER GALLOM UR
PROMPTED"

4993 PPIHT

Bad PRIMT "HEALTHO H'H TH\
T WILL IM  FANY
SIVELY MORE ACCURRAT
RETEEE T THE

0. AT EACH  PURCH
THE M 1MUM AT
FHRT"

4036 FOR =1 TO
4R F THPE gt HY
5] ;
4834 HEXT U
4935 CLS
4240 PRIMT
"ﬂﬁPRI W
4850 THPUT
4BEA PRINT
4B78 PRIMT
UMBER

4880 INPUT
4030 PRIMT
4108 PRINT
ADING UF
E.lG. 15589"
4118 INPUT M
4120 LET Mi=H
4130 PRIMT
4148 PRINT
L PURCHASE
4158 IHPUT P
AL60 PRIMT
4178 PRIMT "IMPUT MIMIMUM EXMPE
ED MPG FOR GRAPH BARSE E.G.
4188 INPUT S1

4150 GOTO 15

8620 CLS,

8938 FPRINT AT 5,8, "PRESS R FOR #
EXT CRLCULATIOM"

#R48 PRINT AT 7:0@;"PRESS 5 TO SA
VE"
BRE0
8874
A
BEEG

200

THER LET L=0g
“INPUT CAR TYPE E.G."

%

“INPUT REGISTRATION H
B e i e
R

"IMPUT. SPEEDOMETER RE
INITIAL FUEL BOLUGHT

"IHPUT DATE
E.G. 24.12.
L

OF
Il

INITIA

IF IMKEY®="R" THEW LOTO
IF IMKEY®="%5" THEM GOTO S668

Py
upn

FOR =1 TU &
BRBS HEAT U

eA9G IF JTHKEY®ES >
5" THEW GOTO 88
98688 SAVE "CAR
IF5H GOTO
506 SAVE
9558 LOTO 5

R OR INKEYS$<:"

HPa

fﬂP PFa
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I

HIS EDUCATIONAL program,
wo-stroke Engine, was de-

signed for the 16K Spectrum by
Tim Rose of Woolwich, London. For
those interested in simple physics it
describes, with working diagrams, the
action of a two-stroke engine. It would
be useful as a demonstration program
for teaching, or for students struggling
to reproduce diagrams.

FURLER ©: PAPER

18,2-1983"
DRAW 9,-5@: [
i @,-38+ DRAL 74
LRAW —8, % DRA
PLUT PEEK 23677.,PEEK 236

o158
PE+12

S0 BRAW =15,6: DRAW §.4° DRAW
19,8+ PLOT PEEK 23&77,PEEK 23678
+12: DRAW =15,8' DRAKW 9,53 DRAW
=56, PLOT 16@8.968° DRAW @&,-3
S: DRAW 1.4 DRAW 8,39

66 PRINT AT @,14: THK 7; BRIGH

FUR 2=(Z¥P1I-PL/6 TO O STER
3 FOR ==0 TO
LET e=3

116 LET d-c+45

126 UVER 1° PLUT 18%9,d' DRAW 44
DRAW 0,28 DRAW -32,18° DRAW
3,-10- DRAW 2,-22+- OVER @

136 IF INT c=%99 THEN GO SUB 821
146 IF INT c=96 AND b>126 THEN
PRINT AT 8,8 "Pouer “JAT
145" MoHD
Laa ]
196 1F 1IN
GO SUe
166 1F [HT c=28 AND h¢126 THEN
PRINT AT @,8; "Compression”

176 1F INT c=48 AND INT <126 T
HEN GO SUH 82686

160 IF € THKEY&="c"
"3 AND ==8 THEN COPY
196 TF ¢ THKEY#m"s" OR INKEYS="S
"> AND z=8 THEN GO TO 138
200 NENT z
219 PRINT AT @,8;"19nition "
/AT 1, BRIEHT 1:"bbbb"

“;AT 3,

c=21 AND b>126 THEN

T

OR INKEYS="C

3,1 bl

! “: IF. z=@ THEN

FUR x=( TG 1B- BEFF 6.@1,18' BE
FP 2.01,26: HEXT x

2@ RETURH

5 PRINT AT @,u;" neOYE

PLOT 134 © DRAW 29,-20,P

PLOT 15%,192: DRAW 16,8 PL

166,106° DRAKW 9.-4' DRAW -3, -

";PT 18

forced"
P PLOT 9€,48: DRAW A
9,22 LRAK -5,0° POKE
. 23677+Y9+ DRAW @,-5
OVER 8

258 IF z=6 THEM FOR x=1 TO 1@@:
IF INKEYS="c" OR INKEYS="C" THE
N COPY

268 1F 7=@ THEN NEXT x

278 RETURN

226 OVER 1 PLOT 160,8%: DRAW -
12,6 RAW -%,-28: DRAW -4.,5: PO
KE 23677, PEEK DRAW -5,
=5' PRINT AT 11.

g: GO TO 2%

290 RESTORE 300° FOR w=@ TO 141
PUKE USR "a"+v,u: NENT
IRH

166 DATA FIN AOBE1110.EIN Bedal
110,PIN 60611111, BIN @8@11111,32
+BIN 11661118,8IN 20088106, BIN &
6881166, BIN 61911612,6, BTN 181a1
“a1, @, BIN (1601910,8,BIN 6816018
8,0

118 SAYE "2 Stroke" LINE 1
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vt biviarrd

il

DT .

o - =5

ConT

9 REM X¥KZDXEYXTIMKCLUSS
16 PLOT 127,8° DRAW B,179' PLO

T 8,87 DRAM 259%5.0
28 DIM L¢ >+ DIM He127)
328 LET A=43

35 LET D=—1

48 FOR T=1 T0 2

58 FOR G=1 TO 127

60 IF INKEYS="9" THEN PLOT G+D
A GO TU 160

70 IF INKEYS="B" THEM LET A=A+
1+ PLOT G+D,A' GO TO 108

75 IF INKEY$="S" THEN LET A=f-
L: PLOT G+D,R* GO TO 168

28 IF INKEYS="7" THEN LET A=A+
2% PLOT G+DL,A GO TO 108

98 IF INKEY®="&" THEN LET A=f-
.5 PLOT G+D,A' GO TO 166

91 IF INKEY#="1" THEN GU TO 1@
aa

95 GO TO €8

188 IF T=1 THEN LET L<G)>=A: GO
TO 115

11@ LET H(G)=A

115 NEXT G

138 LET A=131' LET D=127: NEXT

148 OVER i+ PLOT 127,8: DRAW &,
175: PLOT @.87' DRAW 255.@: OVER

]
145 INPUT “<1) SOUTH TO NORTH o
" €2) WEST TO EAST 7"

14c IF O=1 THEN INPUT "RADIANS
T GU TO 15@

147 IF 0=2 THEN GO TO 200

148 GO TO 145

158 FOR A=8 TO 126 STEP 4

16@ PLOT A,LCA+LD

17@ DRAW 128,88+ (HCA+1 3-8 )-L¢
A+13),D

180 NEXT A

198 INPUT "WEST TO EAST ASWELL
708

181 IF O="Y" THEN GO TU 288
192 RUN

208 FOR t=0 TO 126

218 LET B=L(T+i): LET A=T

220 FOR G=1 TO 20

230 LET A=A+6.35: LET BeB+4.4
2408 LET B=B+(CH(T+11-88)-L(T+1)

245 .PLOT A.B

258 NEXT G

268 NEXT T

278 INPUT "SOUTH TO EAST ASWELL
0%
288 IF O
TO 146
258 RUN
1823 LET B=43

19106 LET A=1

191S LET D=1

1028 LET LJINT DO=B

i@21 PLOT D,B

1928 LET B=B+(SIN A)

1940 LET A=A+.@4' LET D=D+.5
1645 IF D>=127 THEN GO TO 1868
1658 GO0 TO 1
1866 GO TO 138

Y¥* THEN LET O=1°: GO
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R

TIMOTHY CLOSE of Shepper-
ton, Middlesex wrote Contour
to draw three-dimensional sur-
faces on the Spectrum. When RUN the
program will print a cross on the screen.
Use keys five, six, seven, eight and nine
to draw a contour line in the bottom
left-hand square. Nine will draw a hori-
zontal line; the other keys move the
cursor from left to right at varying
angles.

When the bottom lefi-hand square
has been crossed, the line will move to
the top right-hand square and continue.
The computer will then ask ““1 South to
north 2 West to east?” Inputting 2 will
produce 20 intermediate contours re-
presenting a gradual change from first
to second contour.

Inputting 1 will produce the question
Radians, requiring you to input the
curvature on your south-north lines.
Straight would be 0, maximum curva-
ture around 2.5. No matter what option
you select, you will be given the option
of including the other.
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marks of British Telecommunication:

Subscribers are responsible for quarterly Micronet 800 and Prestel subscription charges.




M icronet 800. The spectacular service
that gives micro-users access to a
huge database of information, hundreds of
software programs, and communication
with other users.

Sinclair ZX Spectrum. The home
computer that’s out-shone all its rivals.

Bring the two together and it’s a
combination that opens up a breathtaking
new world of microcomputing possibilities.

Suitable for either the 16K or 48K
versions, the Prism VTX 5000 modem was
designed specifically for the Spectrum and
fits neatly under the micro.

Plug the other end into the outside
world via your telephone and your system

And if you need fast facts about the
world of computers, Micronet 800 provides
constantly up-dated product comparisons,
reviews, prices, dealership and ‘best-buy’
information — 24-hours a day, 7-days
aweek.

You can access over 250,000 pages of
Prestel information covering news, travel,
holidays and entertainment, together with
an electronic booking service.

Keep in touch - you can send electronic
mail to any other Micronet 800 or
Prestel user.

The VTX 5000 provides a full Prestel
screen with graphics, and an off-line
message composition facility for speedy

l'L will give you more than you ever dreamed transmission when you go on-line.
j possible. i You can use the Sinclair printer to print
Micronet 800 is frames and messages, or saver

fun, friendly and them on tape for future use.
inexpensive to run. All this—and even more
Choose from hundreds as the service grows— retails

| of free games, down- at the low price of £99.95
load and use them on inc VAT.
your Spectrum when- Plus, as a special offer to
ever you like, play on- early users, we will provide you
screen games (as easy— with a jack-socket installation
and inexpensive —as a (should you need one) completely
local phone call), and free of charge.
compete in Big Prize So don’t delay - send the

games and quizzes. There’ also a range of
downloadable games you can buy for less
than over-the-counter prices.

Learn through up-to-date education
packages, and help run the household with
simple business packages.

r Please send me a com

coupon today.

et

800

mi

Micronet 800....
rectacular add-on

—
nplete Micronet 800 information pack containing details of Micronet 800 and-'

the VTX 5000, and i a Micronet s form.
Please send me (No.) VTX 5000 modem(s) at £74.95 each inc. VAT: :
Il enclose a cheque made payable to TelemapLed.for f_ SHUHAR, l
1 wish to pay by credit card: Visa, Access, Diners Club, American Express.
(Dot s applesbis Amaont . il
My credit card No. is Signed I
Nam Address_

frum.

_Tel:

e
Micronet 800, Scriptor Court, 155 Farringdon

Road, London ECIR 3AD. Tel: 01-278 3143,

One of the many faces on Prestel



EVERAL SKIING programs

have been included in Sinclair

Programs previously but Slalom
is faster than any of them and includes a
variety of ski runs and difficulty levels.
A course is displayed, including five
gates. Reach the bottom as quickly as
possible, bearing in mind that failing to
go through a gate will incur a time
penalty.

Move left with 5 and right with 8.
Those keys allow you to travel down-
wards at any of seven angles and skill is
needed to move in the proper direction.

Written for the 16K Spectrum by
Neil Slater of High Wycombe, Buck-

inghamshire.

S INK B PAPLR 7' BURLER 70 C
s

18 CLEH 3

28 FOR 1=32000 TU U2020° READ
%' POKE 1%

30 HERT 1

4A DATA ¢ » 24,49, 125,32,0,08
P31, 295, 2,221,126, 8,119,17, 1, 88,2

37,176, 201

50 FOR 1=32631 TH 32653

61 READ x: POKE 1,x

7B NEXT 1

26 DATA 1,43,31,129, 182,4€,8, 1
7.8.8,229, 213,205, 181, 3, 209, 225,
75 B2, 48, 244, 281
E I=1 Tu 21i: PRINT " €2
*ispP 11933 183
2¥isP3 "+ HEXT 1

B85 PRINT AT 9,3:"<14%1sp 3" AT
11.9)"C14¥15p 3"

98 PRINT AT 18,10 "PRESS A KEY

-i\jB FOR I=56 TU &d: POKE 22096,
1

118 RANDOMIZE USH
I1ZE USR 3232

115 IF INKEY#<>"" THEN LU TU 18
a

1260 NEXT 1

139 FUR I[=€2 TO 56 STEP -1° POK
E 32849, 1

140 RANGOMIZE USR 32681 RGNDUM
IZE USR 32832

145 1F INKEYS<>"" THEN GO TO 18
(:]

156 NEXT 1

160 G TO 180

186 POKE 32831.1

32801 RANDOM

1968 INK 6° PAPER @: BURDER W- C
LS

236 INPUT "COURSE .NUMBER ";R R
ANDDMIZE R

218 INPUT “DIFF1CULTY:";DF

215 IF DF<Z THEN LU TO 210

226 INPUT "CONTRULS ARE:S-LEFT,
B-RIGHT PRESS ENTER.
"; LINE A%

238 DIM FCSH FUR I=1 TO 5

249 LET FCIX=INT (RHND¥23E3+4 - 1
F I=1 THEN LET ¥=188- GO TO Zed

258 LET X=FC(I-1>

260 IF ABS (FCI=M)>DF%S THEN G
0 TO 246

27@ NEXT 1

2680 DIM AC7 )t DIM BC7 Y FOR I=1
TO 7@ READ ACI>,BCL2: HEXT 1
29a DATA -6,-1,-4,-1,-2,-2.0,-3
22,=2:4,-1,6,-1

308 LET T=@' LET X=114: LET Y=1
5

b

418 LET D=4

320 FOR I=1 TO 5

330 PLOT FC12,175-1%26: DRAW G,
B DRAW -8,-2' DRAW 3,-1: FLUT F
CIO+16,179-1%3@" LRAW 6,8 L[RAW
=3,~-2: DRAMW 3,-1

448 NEXT I

450 PLOT X,Y

366 PRINT AT @, 6;"TiME=D"

478 LET N=145: PUKE 32000.96: R
ANDOMIZE USR 22601 BEEP .5.20
38@ PAFER 7: BORDER 7

18668 LET U=(+¢ INKEYS&="8" AND 077
3-¢ INKEY$="5" AND D31y

181@ IF X+ACDISE55 UR H+AChL T
HEH LET D=4

1628 1F Y+BoL=N THEN L0 SUE 15

Ga

1838 LET T=T+1:' PRINT AT B.6i1
1648 DRAW ACD >, BCD I LET H=X+A(D
20 LET Y=Y+BCD)
1858 GO TO 1666
1598 LET N=N-30:
0 TD 2808

1585 LET G=¢ 175N 38-1
1518 IF M<B THEM LET N=g

IF N=-30 THEN G

1520 IF X»=F(0) AND HM{=F{Q>+16 T
HEN POKE 320831,2' RANCOMIZE USR
52032+ RETURN

1930 BEEP .2.-2' BEEP
T=T+3@: RETURN

2008 FOR G=1 TO 28* FOR T=6 TO 5
€ STEP B: POUKE 328d0@.I' RANDUMIZ
E USR 32041 NEXT I' NEXT G
2818 PRINT AT @,17:"TIME=";T;" U

TS

2628 INPUT "SAME COURSE 7 ", LIN
E AS: LET A$=CHRS CUDE A% IF A&
="¥*" THEN RESTURE 268 PAPER O
BURDER 8: CLS : RANDUMIZE R- G0
TO 220

2030 POKE 32031.6° RANDOMIZE USR
32032 RUN

58
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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 dommitted 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.

Oty. | Item |tem Price | Total
£ £

THE TELEPHONE WITH YOUR CREDIT CARD.
TRADE ENQUIRIES WELCOME.

ayable 1o ARCADE SOFTWARE LTD: tor

AccassBarclaycard nccount no.

I
I
|
53] I ) 0 i |
I
I
1



s

LUNAR JETMAN -48KzX COOKIE- 16/48K ZX
Spectrum . = . “Spectrum
1 LUNAR JETMAN “For iz 48K -
~. Sinclair ZX Spectrum
£ LUNARJETMAN - Tre
i cic G.AS
e Simulation) Adveriiure

LUNAR JETMAN

PSSST-19/48KZX
“Spectrum

R g SN o=
=21 ¥ T e
FPLAY THE GRAME

, amazing smooth high
;i aphics, the totally new
o . : fative concept and allthose extra
HEe v ESEWY = eallires you expect from the
A UVEELE ULTIMATE games people.
o T Design - The ULTIMATE PLAY THE
§ GAME designteam

JETPAC-1648KzX  ATICAT
3{’5;‘0"".'.'“5":.559'*"‘“ i i 1485




