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Written by: Martin Buller Written by: Rainbow Software

From the creators of ‘Halls of the Things, ‘Invasion of the body snatchas,
and many other software classics come these exciting new gomes .
Games lo tax your judgement and puzzle end frustrate you for months on end. % %
Don'tforget our other titles, which have otiracted enthusiastic reviews like . Pom
“Spectacular, one of the best games |'ve seen”... POPULAR COMPUTING WEEKLY and
"Excellent, dangerously addictive, could change the Spectrum games scene overnight” ... SINCLAIR USER. m

ROMMELS THEDUNGEON stated
REVENGE MASTER
Whitlenby: Martin Horsley  Written by: Groham Stafford

PROGRAMMERS ! WRITTEN ANY SOFTWARE THAT COMES UP

TO OURSTANDARDS?2 IF SO SEND ITTO US FOR EVALUATION.
WE OFFER GENEROUS ROYALTIES.

HALLS OF'IHE INVASION OF 'I'HE
THINGS BODY SNATCHAS
Written by: Neil Mottershead,  Written by: Simon Brattel
Simon Brattel and and Neil Motiershead
Mariin Horsley

Selected titles available from:~
> e tian

Written by: Please supply: INVASION OF THE BODY SNATCHAS ] £6.50
Graham Stafford HALLS OF THE THINGS[ | £7.50 THE DUNGEON MASTER [ | £7.50
IT’"STHEWOOLUF LI £6.50 ROMMELS REVENGE[ ] £6.50
TUBE WAY ARMY [] £7.50 ZEUS 64[] £9.95
CATALOGUE OF LATEST SOFTWARE |

T CRVSTAL :

other large depariment stores and all good major
software retailers. Aliernatively, send the coupon fo:—

CRYSTAL COMPUTING, 2 ASHTON WAY,

EAST HERRINGTON, SUNDERLAND SR3 3RX.

TRADE ENQUIRIES WELCOME:— Tel: 061-205 6603.
CRYSTAL COMPUTING IS THE TRADING NAME OF CHANDREX LTD.

Lenclose cheque/p.. for |
P &P included. Overseas orders please add £1.50 per item. 5P 5
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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.

Inverse characters are represented by the letter “i”” and graphics characters by “g”. Thus an inverse
W would be represented by a graphics W by “gw”’, and an inverse graphics W by “igw”.

Spaces are represented by “‘sp” and 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 inverse four repeated four times, followed by = graphics three.

‘Where whole words are to be written in inverse letters they appear 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 characters and on the Spectrum by changing to inverse video and typing the appropriate
lerters. Graphics characters may be entered on the ZX-81 by changing to graphics mode and then
pressing 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,
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The Quill

48K Spectrum

Magic Castle

Rescue the Princess from the Magi
Castle but beware of Vamplm nnd
Booby Traps.

Spyplane

territory?

Diamond Trail

Wherein this city of death

is the stolen Sinclive Diamond?

GILSOFT

30 Hawthorn Road

Barry

Soth Glamorgan
F6 8LE

c
2 (0446) 732765

From The Golden Nib Of -
Comes a Gourmet Feast

Hungry Adventurers

Can you survive and complete your
mission high in the sky over enemy

A Superb collection of adventures for the 48K
Spectrum written with the Quill.

From thefertilei inations of many authors, we
have selected this fine volume of adventures for

youto

and is presented in the distictive livery of the
series to grace your software shelf as you buildup
the collection.

The adventures are priced at only £5.95 each.

Selected titles available from good computer

= st - Africa Gardens £
shops nationwide including:- What is the secret of the deserted
; W. H. Smiths, Boots, Menzies Hotel and where are all the guests?.

Or direct from us by post or telephone

The Quill is a major new utility written in machine code which allows even
the novice programmer to produce high-speed machine code adventures
of superior quality to many bl the t without any
knowledge of machine code whatsoever.
Using a menu selection system you may create well over 200 locations,
describe them and t routes b them. You may then fill them
with objects and problems of your choice. Having tested your adventure
you may alter and experiment with any section with the greatest of ease
A partformed adventure may be saved to tape for later completion. When
you have done so The Quill will allow you to pruduoe a copy of your
adventure which will run independently of the main Quill editor, so that
you may give copies away to your friends. The Quill is provided with a
iled tutorial | which every aspect of its use in writing
adventures.

The Quill

Fl

for

Volume 1
of the Fsisland

Escape from the infamous

GOLD COLLECTION :ZE B %

Barsak The Dwal

Mindbender

Only you alone can save the world Help Barsak recover the treasures of
from the terrible power of the his ancestors from the underworld of
Mindbender. mythol

llect. Each ad' ] pleteinitself

Credit Card Order Line

Personally Manned for 24 hours

2022241361 Ext 430
Dealer enquiries welcome Acces

..%

SAE for full details of our range
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- Where to study computers

EACH MONTH, Sinclair Programs publishes a list of com-
puter courses of interest to readers. Courses with priority in
this section are those aimed at Spectrum, ZX-81, ZX-80 or QL
users, courses in Basic, Z-80 machine code or Forth, and
general introductions to computing.

If you run such a course, please write to us with full details
at 196-200 Balls Pond Road, London N1 4AQ. Details should
contain the name and duration of the course, where and when
it will take place, any qualifications needed to begin the
course, and the extent of access for the disabled.

CTEC Ltd, 102-108 Clerkenwell Road, London ECIM
584, Tel: 01-251 4010 will be running a course in Basic from
April 30 to May 4. For more information, contact Karen
Harding.

Adult Education, Centre for Continuing Education, The
City University, Northampton Square, London EC1V 0HB,
Tel: 01-253 4399 extn. 3252 or 3268 runs a number of courses
in computing and mathematics, including An Inzreduction to
Basic Programming which will consist of 10 weekly meetings
beginning on Thursday, May 3. Times will be 6.30-8.30pm

and the cost will be £25. History of mathematics is a course for
teachers which will run for 10 weeks from May 3. Meetings
will be from 6-8pm and the course will cost £10.

MSS Services Ltd, PO Box 31, Worthing, West Sussex,
Tel: 0903 34755 runs a range of computer courses aimed
primarily at professionals who will be using computers during
their work. They include Introduction to Computing which
runs from May 8 to May 10 and costs £275 plus £15
registration fee plus VAT; Effecrive Microcompurer Program-
ming which runs from May 10 to 11 and costs £210 plus £15
registration fee plus VAT: and Hands-on Micrecomputers
which runs from May 2-3 and costs £210 plus £15 registration
fee plus VAT.

The Prettygate Centre, Office and Activity Centre, The
Philip Morant School, Rembrandt Way, Colchester CO3
4Q8. Tel: Colchester 77458 runs a computer club on Tues-
days from 7.30 to 9.30pm which alternates with a tutor-led
course. The standard course forms an introduction to Basic
programming and lasts 12 hours. Fees are 85 pence per hour;
pensioners and under-18s pay half price and those in receipt of
benefit pay 21 pence an hour.

Covese Guide

Joysticks and
adventures

THIS MONTH Sinclair Pro-
grams expands its coverage of
Sinclair software once again
with the addition of Soft Theme. Each
month the section will examine a
specific area of the software market in
detail, looking at the best programs, the
worst programs, and the many vari-
ations which often appear on “one
theme.

In this issue we consider adventure
programs, including some of the most
popular Spectrum games produced, and
examine the development of the adven-
ture game from the original mainframe
computers to grandiose affairs conrain-
ing sound, colour and animation.

A special feature is our Hardware
Section. Five programs are included, all
of which work with the Spectrum com-
puter and joystick. The listings contain
several ways of making programs work
with joysticks which can, of course, be
incorporated into other games.

Programmable joysticks and cursor-
controlled joysticks are straightforward
and selecting the correct movement
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keys will allow any game to work with
them. The popular Kempston-type
joysticks are slightly more difficult to
cater for. Owners of them will see from
our listings that the relevant command
is IN 30. That will produce different
answers, depending on which way the
joystick has been moved. The relevant
numbers are west, two; north-west, ten;
north-gast, seven; east, one; south-east,
five; south, four; south-west, six; and
fire, sixteen.

Regular readers will see that we have
once again improved the quality of our
listings, so that they are clearer than
ever before. In the past, our graphics
instructions have proved a problem for
some readers. These instructions are
used to make it easier to enter a pro-
gram quickly. One black square in a
program is easy to identify but a long
string of graphics and spaces can prove
mystifying to even the most exper-
ienced computer users.

Inverse letters — those printed white
on black rather than black on white —
can prove illegible in print when print-

ed exactly as they appear on-screen.
The abbreviations we use are explained
in detail at the foot of the contents page
each month.

Graphics instructions are always en-
tered so that they will stand out from
the main body of a program and will be
treated as instructions rather than en-
tered exactly. In ZX-81 programs they
are given in lower-case letters in brack-
ets and in Spectrum programs they are
underlined and placed in brackets.

It has been brought to our attention
that certain computer owners are sub-
mitting programs for computer games
which are not their own. If you wish to
submit programs, which must be your
original work and must not have ap-
peared elsewhere, please send your con-
tributions to The Editor, Sinclair
Programs, 196-200 Balls Pond Road,
London NI 4AQ. If you would like
your cassette returned, please enclose a
stamped-addressed envelope.

A guide to program length is that five
screens full of program listing will occu-
py one page of the magazine. Programs
of two or fewer pages in length have the
best chance of publication but original
ideas and skilful programming are also
important and it is those qualities for
which we look in our Program of the
Month.



ADVENTURE
REVIEWS

Adventures which have afast
response time, are
spectacular in the amount of
detail and number of locations,
and are available to cassette
owners .. Simply smashing!’
- Soff, Sept 83
"Colossal Adventure is
included in Practical
Computing's top ten games
choice for 1883: “Poetic,
moving and tough as hell.”

- PC, Dec 83
"Colossal Adventure .. For
once here's a program that
ives uptoitsname .. a
masterful feat. Thoroughly
recommended"

- Computer Choice, Dec 83
“Colossal Adventure is one of
the best inits class. | would
recommend it to any
adventurer.’

~Acorn User, Feb 84
“Adventure Quest .. This has
always been one of the best
adventures for me as it seems
te contain the lot. In all it took
me about eight months to
solve.

- PCW, 18th Jan 84
“To sum up, Adventure Quest
1s a wonderful program, fast,
exciting and challenging. If you
like adventures then this one
isforyou”  _ UG issue 1.3
“Colossal Adventure is simply
superb . . For those who want
to move enio another
adventure of similar high
quality, Dungeon Adventure is
recommended. With more than
200 locations, 700 messages
and 100 objects it will tease
and delight!

- Educational Com,

ng, Nov 82

MIDDLE EARTH ADVENTURES

1: COLOSSAL ADVENTURE
Acomplete full size version of t
Adventure” with 70 bonus loc
2: ADVENTURE QUEST

assic mainfra
ded

and evil armies have invaded The Land The
dangerous. but

power and destroy it
3: DUNGEON ADVENTURE

ungeons benea
humour is essential!

1: SNOWBALL

the sun in this massive game with 7000 locations

Ly/15/ L5 L5/ LY L/ L1/ L L L/ L/ L/ L L7 L L L L /L L3 L L/ L L L LY L L

L5/ 1515/ L5159 /15 L5/ L5/ L/ L5/ L L/ L/ /L

LORDS OF TIME

Joins our range of acclaimed pure-text puzzle adventures, at £9.90, for:
BBC 32« COMMODORE 64 SPECTRUM :cx LYNX 15k NASCOM a2k ORIC ek ATARI 32

7: LORDS OF TIME

Our congratulations to Sue Gazzard for her super design
for this new time travel adventure through the ages of
world history. Chill to the Ice-age, go romin’ with Caesar's
legions, shed light on the Dark Ages. etc.

Centuries have passed since the time of Colessal Adventure
yis long and

ADVENTURE
REVIEWS
‘Colossal Adventure
undoubted|y the best
Adventure game around. Level
9 Computing have worked
wonders to cram all this into
32K .. Finally Dungeon
Adventure, last but by no
means least. This is the best
of the lot - a truly massive
adventure -you'll have to piay
it yourselves to belive it."
- CBM 64 Users Club Newsietter
The puzzles are logical and
the program is enthralling
Snowball is well worth the
money which, for a computer
program, is a high
recommendation.”

- Micro Adventurer, Dec 83
"Snowball .. As in all Level 9's
adventures, the real pleasure
comes not from scoring points
but in exploring the world in
which the game is set and
learning about its denziens
this program goes to prove
that the mental pictures
conjured up by a good textual
adventure can be far more
vivid than the graphics
available on home
computers.

Which Micro?, Feb 84
“Lords of Time. This program,
writen by newcomer Sue
Gazzard, joins my favourite
series andis an extremely
good addition to Level 9's
consistently good catalogue
As we have come to expect
from Level 9, the program is
executed with wonderful style
- none of those boring “You
can't dothat” messages!
Highly recommended.

PCW, 1st Feb 84

THE LORDS OF TIME SAGA

vith cunning you can overcome all obstacles
on the way to the Black Tower. source of their demonic

Level 9 adventures are available from good computer shops,
or mail-order fram us at no extra charge Please send order,
or SAE for catalogue, to

LEVEL 9 COMPUTING

The trilogy is completed by this superb adventure. setin the
the shattered Black Tower A sense of

THE FIRST SILICON DREAM ADVENTURE

The first of Pete Austin's second trilogy. The giant colony
starship. Snowball 9. has been sabotaged and is heading for

Price: £9.90 each (inclusive)

Dept SP 229 Hughenden Road,
High Wycombe, Bucks HP13 5PG
Please describe your computer

L5/15/L5/15/L5/159/L5/ 15/ L5/ L5/ 159/ L5/ L/ L5/ L5/ L5/ L/ L5/ L5 L5 L L L5 L L5115
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Softfocus

Excellent Forty Niner

ANY NEW program produced for the
ZX-81 has a good chance of being re-
ceived with open arms by the half-
million ZX-81 owners who have been
starved of new software in 1984. Forty
Niner stands a better chance than most
for it is not only a ZX-81 game bur also
an extremely good one.

The aim is to mine as much gold as
possible. Opposing you in the aim are
the vicious rats which chase and Kill
you, and the strange, earth-shifting
gremlin which tries to block the en-
trance to your tunnel. The approach of
the gremlins can be slowed by frequent
trips to the tunnel entrance, while the
rats can be slowed by frequent trips to
the tunnel entrance, by tunnel cave-ins,
and killed, if you are clever, by the
release of snakes.

It is fast-moving and entertaining, the
graphics ‘are excellent, and the game
loaded easily. Forty Niner is produced
for the 16K ZX-81 by Software Farm,
Freepost (BS 3658)A, Bristol BS8 2YY
and costs £5.95.

FORTY NIN

High-Res Range |

Base Invaders

COMPUTER WAR games are meeting
more and more opposition from within
the software industry. Death and de-
struction are giving way to thought and
ingenuity. Base Invaders by Magina-
tion is probably the first attempt to set
up a peace game to challenge the war

SINCLAIR PROGRAMS May 1984

games. The scene is Greenham Com-
mon and it is the player’s aim to run
through the undergrowth, dedge the
slow-moving policemen and snip
through the wire surrounding the air
base.

Once the fence has been cur in one
place the player returns to the start, a
procedure which is repeated until the
whole fence has been destroyed or the
player has been arrested three times.

The game serves a variety of pur-
poses. It puts across a message to its
player, provides entertainment, and
raises money for the Greenham women.
It does not reach the professional stan-
dard of other commercial games but is
more comparable with some of the long-
er games published in Sinclair Pro-
grams. It is slow and the screen layout is
simple but the concept is original. Ma-
gination has added a new dimension to
the world of computer software.

Base Invaders costs £3 and is avail-
able from Magination, 21 Stratford
Grove, Heaton, Newcastle-upon-Tyne.

Eskimo Eddie

PERCY the Penguin stands at the top
of the screen, Eskimo Eddie at the
bottom. Between them, the savage polar
bears move one way and the treacherous
holes in the ice move the other way.
The player’s aim is to move Eddie to
the top of the screen to collect Pengy
and to rerurn with him to the bottom of
the screen three times.

The game is a simplified version of
Frogger but, even so, it requires co-
ordination and careful timing, es-
pecially as it is often slow to respond to
either keys or joystick. Another difficul-
ty is that the program does not always
realise when Eddie has collided with a
polar bear and so it is possible for him
to walk on top of the bear for some
distance.

Once Pengy has been saved three
times the game moves to the next com-
pletely different level. The player con-
trols Pengy, who is trapped in the
centre of a maze of ice cubes, threatened
by the evil snow bugs. The only way to
escape is to push the ice blocks at the
bugs.

It is a game for experienced arcade
players only, for plenty of skill is need-
ed to escape the bugs and to be in the
proper place at the proper time to move
the ice blocks. Those difficulties are
compounded by the strange choice of

control keys made by the authors, a
choice which there is no option to alter.

Eskimo Eddie is produced by
Ocean Software Ltd, Rail Building,
Stanley Street, Manchester M3 5FD
and costs £5.90.

Pi-Balled

EXCITING and challenging new ar-
cade-style games are becoming thin on
the ground, so Pi-Balled by Automata
is a refreshing change. The player’s aim
is to move from step to step of a
pyramid, changing the colour of each
step crossed. Once the colour of the
whole pyramid has been changed a new
pyramid appears and the game becomes
more difficult.

Attempting to run off the edge of the
pyramid, or colliding with any of the
other creatures on the pyramid, means
instant death. Each creature has differ-
ent attributes; one of the balls helps the
player to change the colour of the pyra-
mid, the other hinders by changing
back the pyramid to its original colour.
Sid the snake appears to be purely
malevolent, while the Pi-man appears to




__ Softfocus

be not only malevolent but almost ines-
capable.

The animated graphics are extremely
good. The player has the option of
climbing the pyramid on a spinning
disc, which sends the player revolving
along the edge of the screen and which
may lure the snake into plunging into
the depths beneath the pyramid. Move-
ment on the screen is fast and smooth
and colour changes appear to be instan-
taneous.

The skill levels are also carefully
worked-out. With some practice a route
round the board can be found which
will change colours quickly and safely.
It soon becomes apparent, however,
that speed is not the attribute for which
to aim, as it is not what provides the
points. Destroying the snake yields sev-
eral points, while reaching the higher
levels too quickly often leads to an
untimely death.

It can be very unnerving to watch the
pyramid changing to the colour of the
background as you move and thus, ap-
parently, vanishing; or to see the pyra-
mid seem invisible as it begins by being
the same colour as the background.

Pi-balled is an entertaining and en-
joyable game, produced for the Spec-
trum by Automata (U.K.) Lid, 27
Highland Road, Portsmouth, Hamp-
shire and costs £6.

Camelot

AS DEMAND for adventure games has
grown, 5o has the number of variations
on the theme. There are all-action ad-
venture games, combination arcade ac-
tion/adventure games, and then there is
Camelot by CCS.

As Arthur Pendragon, the player is
banished from Camelot with 10 war-
riors, 50 bags of gold and 10 bags of
food. The aim is to find seven items and
re-enter Camelot. The number of loca-
tions to be visited is very limired and
the graphics display of each of them is
sketchy. Skill is required to maintain
supplies of warriors, food and gold but,
apart from that, there is no excitement,
little feeling of adventure and no feeling
of speed.

As a textual simulation game on the
ZX-81, Camelot would have worked
well, especially with continuous on-

8

screen displays of supplies. As a graph-
ics adventure, however, it is
disappointment.

Camelot is produced for the 48K
Spectrum by Cases Computer Simula-
tions Ltd, 14 Langton Way, London
SE3 7TL and costs £5.

Glug-Glug

KILL THE GIANT squids. Dodge the
killer crabs. Avoid the hunting piranha
fish. Grab the sunken treasure. If those
activites appeal to you, Glug Glug
from CRL is a computer game you will
enjoy.

The player’s role is that of a diver,
leaping from a ship on the surface of the
ocean, dodging or killing the aquatic

wildlife, and returning to the surface
with treasure found in the sand at the
bottom. Once all the treasure on a
screen has been returned to the boat a
new, more difficult screen is produced,
stocked with bigger, more dangerous
creatures.

A strange feature is the use made of
the wrapround screen which allows you
to walk off the right-hand side and re-
appear on the left. It poses several
questions. Why can many creatures
move on and off the screen easily while
the piranha fish appear to be completely
confused by the wrapround feature? If
all the sea is visible at any time, from
where do all the new fish appear? More
to the point, could CRL not have dis-
pensed with an effect which shows half
a giant squid on the left-hand side of the

screen while the other half is on the
right-hand side?

Glug Glug is produced for the 48K
Spectrum by Computer Rentals Lid.
Tel: 01-533 2918 and costs £5.95.

Caesar

THE SCENE is a well-stocked larder
which the player, as Caesar the Cat,
must protect from the hungry mice.
Caesar is the most attractive, cuddly cat
you are likely to see on your computer
screen. He bounds from shelf to shelf,
pads along contentedly once he has
caught a mouse, and sometimes whisks
crockery from the shelf with his tail.

The object is to catch the mice one by
one and deposit them outside the larder.
The only way to gain points is by
catching mice, otherwise your points
decline rapidly, especially if you knock
crockery from the shelf, stay still, or
allow the mice to eat too much food.

The graphics are very unusual. The
screen is cluttered with objects in the
larder. Caesar is a large sprite graphic
which winds around objects as he
moves to left and right. The screen is
full of colour and gives the impression
of an animated cartoon.

Caesar the Cat is an excellent game
and Caesar could well soon become one
of the cult characters of the computer
games world.

Caesar the Cat is produced for the
48K Spectrum by Mirrorsoft, PO Box
50, Bromley, Kent BR2 9TT and costs
£8.95.

CAESAR
THECAT

by Andromeda Software
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OU HAVE just escaped from
prison and are making your way
to your hideout. On the way

must collect as many jewels as possible
while avoiding the numerous policemen
in pursuit. As the game progresses the
border colour changes and at the end
your score is given. Ten points are
gained for each jewel collected.

Convict is compatible with the
Kempston joystick or can be played
using keys 5 and 8. Written for the 16K
Spectrum by Tim Wreford, aged 13, of
ndsor, Berkshire.

10 BORDER 7: FAFER 7: CLS @ IN

20 LET hi=0
30 60 Sue 330
40 BO SUB 520
SO CLS : PRINT
YSTICK (KEMPSTON) "
&0 PRINT AT 11,5;"2 = KEYBOAR
D(S AND 8)"
70 PAUSE 0: LET b#= INKEY#
CLS
LET a=11
LET t=0
FOR s=1 TO 1050
PRINT INK i3 AT 21, RND #2
BE"

AT 8,5;"1 = J0

05 THEN FPRINT F
AT 21, RND %31;°C

120 LET 1= USR
130 PRINT AT 5,

Qa0

140 IF ATTR (5,a)=57 THEN GO
TO 220
145 IF ATTR (5,a)=188 THEN FO

R n=1 TO 10: LET 1= USR 32500: N
EXT nr LET t
150 PRINT ‘A
160 LET sc= USR 3582

170 IF b#="2" THEN LET a=a+( I

NKEY# ! AND a<3i)—t INKEY$

S" AND a>0}

180 IF b#="1" THEN LET a=a+( I
N 3i=1 AND a<31)-( IN 31=2 AND a

»0)

190 BORDER s/150

200 NEXT s

210 GO TO 440

220 LET l= USR 32525: CLS

230 PRINT AT 7,10; FLASH 1;"VD

U GOT CAUGHT™
240 BORDER 7
250 1F s+t>hi

THEN LET hi=s+t

2460 PRINT AT 11,13;"SCORE=

s+

t

270 FRINT AT
280 FRINT AT
(Y/m)

290 PAUSE ©

IBH="; hi
NOTHER GO?

0 IF INKEY# ="y" THEN CLS
GO TD S0
310 IF TINKEY$ ="p"

3 THEN STOF
0 GO TO 290
R n=32500 TO 32545
0 DATA 33,1 17,1,0,229,21
3,197,205,181,3,35,212,1,17,1,0,

205,18B1,3,193,209 01,33,244
+1,17,4,0,6,255,229,213,197,205,
i81,3,193,209,225,35,14,244,201

380 FOR n= USR “a® TO USR "c"+
7

390 READ a

400 FOKE n,a

410 NEXT n

420 DATA 24,126,90,255,231,90,1
02,24,24,126,90,255,231,66,50,50

425 DATA ©,0,40,126,255,126,0,0

430 RETURN

430 CLS : POKE 32542,43

450 LET 1= USR 32525

460 PLOT 70,20: DRAW 130,0: DRA
W 0,100: DRAW -130,0: DRAW 0,-10

0

470 PLOT 70,120: DRAW &5,40: DR
Al &5,-40

480 PLOT 105,201 DRAW 0,40: DRA

W 50,0: DRAW 0,-60

490 PRINT FLASH 13 AT 9,123 "HI
DE-OUT"

500 PRINT INK 2j PAPER &; AT 2

403 FLASH 1j"WELL DONE"
502 PRINT AT 3,0;“YOU GOT TO";
AT 4,03 "THE HIDE-OUT"
505 POKE 32542,3%5

510 GO TO 240

CLS : PRINT AT 1,10
AT 1,10; OVER 13

“ESC

530 PRINT AT 3,0;"YOU HAVE JuS
T ESCAFED FROM PRISON AND H
AVE TO ESCAPE TO YOUR HIDE-OU
T.BUT ON THE WAY YDUMUST DODGE L
OADS OF FOLICEMEN WHO ARE AFTE
R YOU.THE FURTHER YOU GET THER
E WILL BE A DIFFERENT CO
LOUR BORDER. "

S35 PRINT “"ON THE WAY THERE WI
LL BE FLASHING GREEN JEWE
LS AND THESE ARE WORTH 10 POINTS

540 FRINT *‘“THERE ARE TWOD CONT
ROL DPTIANS. EITHER JOYSTICK (KE
MFSTON) OR KEYBDARD(S AND 8) .

S50 PRINT '""PRESS ANY KEY TO B

INKEY$ ="" THEN GO TO
S70 PAUSE O

S80 RETURN

590 SAVE “escape" LINE 1
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Gadma
Daignher

By John Hollis
Author of Time Gate, Aquaplane and Meteor Storm.

Invaders format Asteroids format
Defender format & Beserk format

8 GREAT G
INCLUDED™
Tur baspider.ranh .
alot-Halloweep.
Attack ofthe
MutantHamburge:s
Cyborg-Reflectron.
Splotand QBix

s Designer £14.95  Address
e (48K Spectrum) £ 5
Aquaplane (48K Spectrum) 5
16K Spectrum) £4.95 Cheques payable to Quicksilva Ltd.
Send to Sofiware Studio,
e Quicksilva Mail Order,
Quick e Lords Club [] P.0. Box 6,
My Game Lords Club membership Wimborne, Dorset BH21 7PYT
Telephone: (0202) 891744




WOLF ATTACK

OU are the leader of your village  from the woods and you must intercept  until there are no more villagers. Use
—! and must protect the villagers and kill them with your axe to prevent the Kempston joystick to move. Wolf
from a pack of ravenous wolves. them reaching the village. If they reach  Attack was written for the 16K Spec-

The wolves head towards the village the village they will eat the occupants trum by P Hodges of Ashford, Kent.

1 LET b#$="P.H": LET mi=10: CL 0, BIN 00010100,0
S : BORDER 2: PAFER 2: INK 7: CL 54 NEXT m: NEXT n
S : PRINT AT 0,8;"WOLF ATTACK": 55 PRINT "HIGHEST SCORE IS "jm
PAUSE O: BORDER 2: FPAPER 2: INK i,"BY ";b%: PAUSE O: CLS : PRINT
7 AT 0,0;"P": PRINT AT O,1;"P":
ZURRINT Ao, Bt a8 - " PRINT AT 0,2;"P": PRINT AT 0,
3§"FP": PRINT AT 0,4;"P": LET sc
3 PRINT AT 3,0;"YOU ARE THE =0
BRAVE LEADER DF","YOUR VILLAGE.F 56 GO SUB 400
ROM THE WOODS TO","THE EAST COME 57 LET a=11: LET b=11
THE RAVONDUS", “WOLVES.ARMED WIT 58 FOR v=1 TO 20: PRINT AT v,
H YOUR AXE YOU","MUST KILL AS MA 313 INK 4;"H": NEXT v
NY AS PDSSIBLE.","IF YOU LET 5 G

0 PAST ALL THE","VILLAGERS WILL
BE EATEN"
4 PAUSE 0: CLS
& BORDER 2: PAPER 2: INK 7
7 LET sc=0
9 LET 1i=5
10 FOR n=1 TO 7
20 READ p$
30 FOR m=0 TQ 7
40 READ a: POKE USR p$+m,a
41 DATA "g", BIN 00111100, BIN
01000010, BIN 10000010, BIN 100
00010, BIN 10000010, BIN 1000001
0, BIN 11010100, BIN 11111110
42 DATA "c", BIN 00011100, BIN
00101010, BIN 10010100, BIN 010
01001, BIN 00111110, BIN 0000100
0, BIN 00010100, BIN 00110110
45 DATA "j", BIN 00010000, BIN
00010000, BIN 11111110, BIN 000
10000, BIN 00010000, BIN 0001000
0, BIN 00010000, BIN 00010000
50 DATA "p", BIN 00011100, BIN
00101010, BIN 00010100, BIN 000
01000, BIN 00111111, BIN 0100100
0, BIN 00010100, BIN 00110110
51 DATA "o",0, BIN 01100000, B
IN 01100000, BIN 01000000, BIN 1
1000000, BIN 01000000, BIN 01000
000, BIN O
52 DATA "d",0, BIN 00100000, B
IN 11100010, BIN 01111100, BIN O
0111100, BIN 00100100, BIN 00100
100,0
53 DATA "h", BIN 00011100, BIN
00111110, BIN 01111111, BIN 001
11110, BIN 00010100, BIN 0001010
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59 LET s= INT ( RND #20)+1: LE
T d=30

&0 PRINT AT a,b;"PO"

62 IF 1li=4 THEN FRINT AT 0,4
" G"
]

63 IF 1i=3 THEN FRINT AT 0,3
v GM
3

64 IF 1i=2 THEN FPRINT AT 0,2
1" G

65 IF li=1 THEN FRINT AT 0,1
in g»

67 IF 1i=0 AND sc »= mi THEN
GO TO 8OO

74 LET dir= IN 30

75 PRINT AT s,ds"D"

76 IF d=1 THEN PRINT AT s,d;
" "2 LET li=li-1: LET d=31: LET
5= INT ( RND *20)+1: IF 1i=0 AND
sc<mi THEN CLS : PRINT AT 11,
03 "YDUR VILLAGERS ARE DEAD","YOU
KILLED "j;sc;" WOLVES","TRY AGAI
N?(Y/N)": INPUT a$: IF a$="y" OR
af="y" THEN CLS : LET 1i=5: GO
TO 55 77 IF 1i=0 AND sc<mi THEN
STOF

78 LET d=d-1: BEEF 0.005,30: P

RINT AT s,d+13" ": IF d=0 THEN

PRINT AT a,d;" “: 60 TD 61

79 IF dir=1 THEN LET b=b+i: P
RINT AT a,b-13" ": IF b=31 THE
N LET b=30

80 IF dir=2 THEN LET b=b-1: F
RINT AT a,b+1;" ": IF b=0 THE

N LET b=1

90 IF dir=4 THEN LET a=a+l:i:
PRINT AT a-1,b;" ": IF a=21 TH
EN LET a=20

95 IF dir=8 THEN LET a=a-1: F
RINT AT a+i,b;" "

96 IF a=s AND b=d THEN BEEF 0

-5,40: BEEF 0.005,30: PRINT AT
a,d;" ": LET d=31: LET s= INT (
RND #20)+1: LET sc=sc+i: PRINT

AT 0,213 "KILLS="3sc: PRINT AT a

,b+1.5;"J": GO TO 75

100 GO TO &0

409 FOR y=1 TO 40

415 LET z= INT ( RND *21)+1: LE
T x= INT ( RND %*28)

420 PRINT AT z,x; INK 4;"H"
430 NEXT y

440 RETURN

800 CLS

900 FOR g=0 TO 30

950 BEEF 0.005,q

960 NEXT q

999 CLS : FOR 1=1 TO 20

1000 PRINT AT 16,12; "HOORAY!'"
1001 FRINT AT &,12; "HODRAY ! "
1002 PRINT AT 11,15;"F": BEEF O

. 005,20

1003 CLS

1004 PRINT AT 11,15;"C":
. 005, ~30

1005 FOR k=6 TO 164

1006 PRINT AT k,S; "HOORAY":
NT AT k,20;"HOORAY"

1007 NEXT k: NEXT 1

1008 FOR x=0 TO 30: BEEF 0.005,x
: NEXT x

1009 CLS : PRINT "YOU HAVE REACH
ED THE HIGHEST","SCORE"

BEEF ©O

PRI

1010 PRINT "TYPE IN YDUR NAME":
INFUT b#%

1015 LET mi=sc

1016 CRS : PRINT "DO YOU WISH TO

FLAY AGAINT (Y/N)"
1017 INPUT g%
1018 IF g#="y" DR g#$="Y" THEN C
LS : LET 1i=5: GO TQ 55
1020 STOF
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S R N ———

ARRIET Dodges the Spiders
Hwas written for the 16K Spec-
trum by Alan Rees, aged 13, of
Abergavenny, Gwent. The object is to

dodge the oncoming spiders to stay
. alive for as long as possible. You gain a
bonus serum at 1,000 points. The game

THE SPIDERS

is joystick-compatible with the ZX In-
terface Two. If you have no Interface
Two, you can use keys 1 and 2 to move
left and right.

1 LET a=0

LET b=15

LET se=0

LET sc=0

LET hsc=200

GO SUB 9000

GO SUB 8000

10 LET z= INT ( RND %32)

11 PRINT INK 2; AT 19,z;"B"

B L N N

12 LET z= INT {( RND %*32)
13 BEEF .04,z
14 FRINT INK 23 AT 19,z;"B"

15 PRINT AT 20,03"

"

16 PRINT AT 21,03 "SERUM ";se+

20 PRINT INK 43 AT a,b;"aA"

30 IF INKEY$ ="1" THEN LET b
=b-1: IF b<0 THEN LET b=0

35 IF sc=9999 THEN GO SUB 700
0

40 IF INKEY$ ="2" THEN LET b

=b+1: IF b>31 THEN LET b=31

=3000 OR sc=4000 DR sc=3000 OR s
c=6000 OR sc=6000 OR sc=8000 OR
sc=9000 THEN GO SUB 8200

0 SUE 2000
2000 IF se »= 1 THEN GO TO 2050
2010 IF se=0 THEN GO SUB 2080

2050 LET se=se-—1

2060 PRINT FLASH 13 AT 21,8;3"ON
E LESS SERUM: LDOK OuT"

2062 FOR N=0 TO 100z NEXT N
2070 RETURN

2080 PRINT FLASH 13 AT 20,0;"NOD

S0 LET 1= USR (3280)

9% LET sc=sc+l

57 PRINT AT 0,03sc

S8 PRINT AT 0,25;"HI "jhsc
60 FRINT INK 43 AT a,b3"A"
45 IF sc=1000 OR sc=2000 OR sc

70 IF ATTR (a+1,b)=38 THEN 6

100 GO TO 10

SERUM: TOO DANGEROUS TO GO ON"
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' 2200 PRINT

2095 IF scr*hsc THEN LET hsc=sc

2110 FOR p=1 TO 15

2111 PRINT AT a+i,b;" "

2115 BEEF .2,9

2120 FRINT INK 43 AT a,b3"A"
2125 BEEF .2,10

2130 PRINT INK 23 AT a,b;"B"
2140 NEXT p

2150 CLS

2160 PRINT FLASH 13"ANOTHER GO
2170 IF INKEY$ ="y" THEN GO TO
10

2180 IF INKEY$ ="n" THEN GO TO
- 2200,

2190 GO TO 2170

"AAAAAAAAARA
AARRAARAAAAAAAAAAR
AAARAAAAAAAAARAAAARA
AAAAAAT
2210 PRINT INK 43 AT 10,103 "A<
Good bye"

2220 STOP

7000 CLS

7001 FRINT FLASH 13 AT 10,8;"CO
NGRATULAT IONS"

7005 PRINT FLASH 1;
U HAVE SAVED HARRIET
7007 PRINT FLASH 1;
HE SFPIDERS"

7010 PRINT AT 5,103
ank you "
7020 STOP
8000 PRINT
IDONS?"
8010 INPUT A+

8020 IF A#="YES" OR A%="yes" THE

AT 11,2;"Y0
FROM"
AT 12,10;"T

INK 4;"A<Th

"DD YOU WANT INSTRUCT

N GO TO 8050

BO30 IF A$="ND" OR A$="no" THEN

RETURN

BOSO CLS

8070 PRINT " YOU USE THE SECOND
JOY-STICK  TO MOVE RARAIET FROM
LEFT TO RIGHT DODGING THE SF
IDERS. "

8080 PRINT * IF YOU DO NOT HAVE
A SINCLAIR INTERFACE 2
THEN USE KEYS 1 AND 2 TO MDVE
8082 PRINT " YOUR SCORE IS ON TH
E LEFT AND THE HI-SCORE ON THE
RIGHT"

B0B4 PRINT " YOU GET A BONUS SER
UM AT EVERY THOUSAND"

8090 FRINT "FRESS ANY KEY (OR F
IRE ) TO CONTINUE...."

8100 IF INKEY$ ="" THEN GO TO

8100

8105 CLS

8110 RETURN

- B200 PRINT FLASH 1; AT 21,8;"EO

NUS SERUM! "

8205 BEEF .3,sc/60

8210 LET se=se+l

8220 RETURN

9000 FOR.g= USR "a" TO USR "b"+
7

Q010 READ w: FOKE q,w

9020 NEXT q

9080 DATA ©,30,463,109,191,158,52
,38

9090 DATA 0,0,24,189,255,153, 165
o165

099

RETURN
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SE the Kempston joystick to

move around the screen in

Trap, written for the 16K
Spectrum by Paul Johnson, aged 13, of
Newton-le-Willows, Merseyside. As
you move, holes you must try to avoid
appear. Falling down a hole will mean
instant death. If you are trapped by
holes on all four sides you can press ©9"
to escape. The holes are often flashed
on the screen before they appear, so you
know which areas to avoid. You must
eat the seeds and plants as they appear.

IRAP

10REM Trap
3060 SUEB 9900:REM Graphics
4060 SUB 9800:REM Main Varia
bles
S0G0 SUB 970 Titles
4060 SUB 940 Starting S
creen
7060 SuB
8060 SuB
e
060 TO S0
1000LET =
1000LET s LET ch=0

1010 LET kem= IN 30
1025 PRINT AT x2,y2; INK 1;°b"

1035 LET »3=x2: LET y3=y2
1040 LET n2=x2+(kem=4 AND y2<{29)
—(kem=8 AND x232)
1050 LET y2=y2+(kem=1 AND y2<29)
—(kem=2 AND y23>2)
1055 IF kem=16 THEN LET x3=x2+1
: GO SUB 8010: LET sc=sc-50

3 THEN PR

1¢

1i=)li‘lF boo=57THEN GO SUB 8000
11101F boo=59THEN LET sc=sc+2
o

111560 SUE 8300

11201IF sc>hsTHEN GO SUB 8100:
LET hs=sc

1130PRINT INK 03 AT 20,b63sc5"
":AT 20,213;hs;" "
114060 SUE 8200

115060 TO 1010
BOOOLET sc=sc+10

BO1OPRINT INK 3;FPAFER

2,y2+13" T x2

2+1,y2; e’
BOZORETURN
B100OIF ch
B110LET c 1
B120FOR n=1TO Z:
BEEF .5,48:NEXT
B130RETURN
B200FPRINT

BZZORETURN
B300FOR
B30ZLET
B3IOELET
B8310LET

2+ (

0 830

8340FPRINT INK 23AT p,q:

B345NEXT =z
83SORETURN
FEOOCLS
9510 BEEP
FS20PRINT

FOIOFPRINT

ivau

FSL4O0FPAUSE
PSSORETURN
PL00CLS

1000

Wi

=
n

AT %2,y2; INK

)—(a

fell

a;nen

p=x2+(a=1) - (a=2)

4)

2THEN GO T

.5,12: BEEF 1,0
in a hole!

“"Your score was

§sC

F610PRINT INK 73;FPAFPER 2;"bbbb
bbbbbbbbbbbbbbbbbbbbbbbbbbbb ™

F620FOR n=1T0 18

FHIOFPRINT INK 73PAPER 2;AT n

403 "b"3AT n,
FE4O0NEXT n

B

FESOPRINT INK
bb >bbbbbbbbbbbbbbbbbb *
FEHOPRINT INK 03 FAPER 7;AT
vy 0,163 "High
F67OPRINT AT x1,y1; INK 4; "+

FSBORETURN

9700BORDER 7:PAPER 7:INK 0:C
LS

F710FPRINT TAB 13
104,1656: DRAW 31,0
9720PRINT AT 2,13
h the arrow keys® " Don‘t fall
down a a hole." " Flant the
Eat the c plants
i B i R e e B
Press % to escape if you get
trapped."
F7IOFPRINT Press any
tart":PAUSE O:RETURN
FBOOLET hs=500:REM High Score

+ wit

key to s

FBI10LET %1=9:LET y1=15:REM St
arting Positions

FB2ORETURN
FI00FOR n=0TO
9910READ gr:FPOKE USR "a"+n,qr

FYZONEXT n:RETURN

FITODATA BIN 00111100,BIN 011
11110,255,255,255,255,BIN 01111
110,BIN 00111100:REM HOLE
9940DATA 0,0,0,BIN 00011000,
IN 00011000,0,0,0:REM TRAIL
9950DATA 255,BIN 11000011,BIN
00101,BIN 10011001 ,BIN 100
)1 ,BIN 10100101,BIN 1100001
5:REM FOOD
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N TREE SNAKE, written for the

16K Spectrum by Jason Gould of

Swanley, Kent, high scores are not
too easy to attain. Using the cursor keys
you must move the snake round the
maze in an attempt to eat all the apples.
The snake starts stationary in the mid-
dle of the screen and, once moved, will
continue in that particular direction at a
high speed until a different key is
pressed. You must avoid your tail and
the walls of the maze.

1 60 SUR 000

2 PAPER 2: BORDER t: INK O: B
RIGHT 0: CLS 7
5 PRINT INK 63" (32%ig®)": AT
21,03" (32%ig8) "
10 LET sc=0: LET m=B000: LET L

LET bomb=10

21:

ive:

20 FOR 3=0 TO

PRINT AT j,

AT j,31;" (18
20: FRINT AT j,
TO Bomb
INT ¢ RND *19)+1: LE
T y= INT ( RND #29)+1: IF x=1 AN
D y=15 OR ATTR (x,y)=23 OR ATT
R (x,y)=22 THEN GO TO 45
S50 PRINT AT x,y; INK 73"a"
55 NEXT
70 LET
75 FPRINT AT 21,4; PAFER &;"LI
live; AT 21,203 “SCORE:"jsc
80 LET x1=10: LET yi=15
85 PRINT AT 10,15; INK 7;"b"
90 IF INKEY$ ="" THEN GO TO
90
95 LET b%= INKEY# LET a%$= IN
KEVE
100 FRINT AT x1,yl; INK &3"b"
105 FRINT AT 21,26; PAPER &3sc
110 IF INKEY$ <> THEM LET
bF= INKEYS
115 IF B$<"5" OR B#3>"8" THEN
0 TO 120
117 LET &
120 LET 1: LET y2=y1
130 LET Z+(a$="8") - (aF
140 LET (24 (aF="6")~ (a$="7"
145 PRINT AT xl,y13 INK &p'c®
150 IF ATTR (x2,y2 THEN B
EEP LET sc=sc+5: LET d=d+
1: IF d=bomb THEN FRINT AT x2,

INK &3
160 IF

GO TO 500

(2,y2)=22

1 THEN AT x2,y2;
FLASH 1; GO TO 600
210 BEE 9,7
LET x x2: LET =y2
GO TO 100
REH Next Maze
BEEP .5,5: EEEP .5,10

LET m=m+100
FOR j=1 TO 100
LET sc=sc+l: BEEP .002,i/2

S50 PRINT AT 21,26; INK O3 PAF
ER &3sc: NEXT
560 IF @>B200 THEN LET bomb=bo
mb+1
570 B0 TO 20
500 REM Lose Live
£10 LET live=live-1
IF x2=0 OR x2=21 OR y2=0 OR
1 THEN PRINT AT x2,y2; IN
(ig8)"
20 IF live=0 THEN GO TO 700
630 BEEF .3,01 BEEF .3,-5

&50 GO TO 20

700 PRINT AT L1031 INK &3 FLA
SH 1;"Game Over": FOR j=1 TO 10:
EEEF .1, RND *100-S0t NEXT j
710 INPUT "Another Game (Y/N) 7
"5 a$
720 IF a#="Y" DR a$="y" THEN B
0 TO 10
30 STOP
8000 REM Mazes
8099 RETURN
8100 FOR TO &6: PRINT AT j,1
03 INK 63" (ig8)": NEXT j
8110 FOR j PRINT AT j
4105 INK 63" (1g8)": NEXT j
8199 RETURN
8200 FOR PRINT AT 4,1
03 INK & AT " (ig8)
8210 FOR j=14 TO 20: PRINT AT j
,10 AT §,20
8)

8299 RETURN
8999 GO TO 8200

P000 FOR j=0 TO 7: READ q: POKE
USR “a"+3,q: NEXT j
9010 FOR i=0 TO 7: READ q: FOKE
USR "b"+3,qt NEXT j
9020 FOR i=0 TO 7: READ q: POKE
USR "c"+3,q: NEXT j
9100 DATA 6,8,28,62,62,62,62,28

9110 DATA 60,126,255,219,255
126,60

9120 DATA 126,231,231,129,129,23
1,231,126

7999 RETURN

+231
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4 cLs
5 PRINT * GUNNER ™
PRINT e
FRINT * THE IDER OF TH

E GAME I TO TRY AND MANOEUURE

AND IT

IS CURTAT
S MOUE LEFT
8. MOUE AIGHT
o FIRE"

VOU MUST LINE uP
RE OF THE GUN SIGH
THE RADAR BLIF. AL
THOUGH vou CAN BE OME SFRCE O

WEE s ss Ak

100

o8 PRINT AT 10,0

96 LET Bai
$7 FRINT AT 17 :
100 LET Z=INT (RND#10) 430
110 PRINT AT 13,0;"

YOUu SCORED *iss1@;
HITS AND vou scoRes ;8

RANOTHER GO v /M)

2070 IF LE="v" THEM

ANOEUVRE your gunsights
and line them up with the
approaching enemy aircraft
which you must destroy. Use keys 5 and
8 to line up your sights with the radar
blip which acts as a guide and you can
fire at the enemy using 0. You have 100
rounds of ammunition which decreases
each time you fire a round. If the enemy
lands he will blow up your base and
then rake-off.
Gunaner was written for the 16K
ZX-81 by Ian Mylrea of Burnham-on-
Sea, Essex.
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AVING just trekked over moor
and mountain, you are sitting
on a large boulder to recover.
When you have caught your breath you
look up at the haunted mansion you are
to explore. You have 1,500 power
points which you need to beat the ani-
mals facing you on the way. If you
destroy the crocodiles, poisonous
spiders and giants you will reach the
treasure.
Creepy Creatures was written for
Z the 16K ZX-81 by James Forsyth, aged
s ; 11, of Dover, Kent,

3@ PAUSE 2S@ o e
48 CLS

95 LET S=1S@@
87 LET W=0

10@ PRIMNT “YOUR LONG JOURNEY OU

ER MOOR AND MOUNTAIN IS OUVER ANDE g

You sIT DOWN ONM A LARGE BOUL 2208 IF Y=2 THEN LET P§='  la,-
CER. "

"
108 PRINT b
11@ PRINT "AFTER YOUUE CRUGHT Y -
]
="

OUR BRERTH Y¥OouUu LOOK UP AT THE
MENAC ING HAUNTED MANSION.'
120 PRINT (]
13® FPRINT
14@ FPRINT “YOU RUN UP TO THE BI 224 PRINT "AS ¥Y0OU PICK UP THE K
G OARKEN COORAND SLAM YOUR FIST O NIFE A GIANT
N TThHE CODOR OFENS AND YOU E 228 PRINT AT 13,8;Ps
NTER THROUGH" 226 PRINT AT 1,@; "ATTACKS You'
15@ PRINT 2535 PRINT, AT 4.,0; “YOU HAWVE S5
16@ FPRINT "YOU LOOK DOWN THE LO “ POWER POINTS"
NG HALLWAY RND FROCEED INTO THE 242 PRINT AT 5,@;"HOW HMANY FOUE
KITCHEN AND FICK UP A BUTCHE R POINTS?"
RS HKNIFE ) 268 INPUT P
17@ FPAUSE 1200 251 LET BE=INT (RND#110) +1
2ee cLsS 280 IF BB>P THEM GOTO 250
221 LET Y=INT (RND#%2+1) 27@ IF BE<«P THEN GOTO 302
222 IF Y=1 THEN LET Pa=' [,y 28@ FRINT "'TOO BAC...HE ATE you"
Tt R L 200 STOP
I "= B 3@ PRINT "YOU SURE BEART THAT M
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ONSTER. "

303 LET F=INT (RND*1S5S@) +1

805 PRINT “YOU NOW HAVE W+F; "
TREASURE FPOINTS"™

31@ PRINT "AND YOU HAVE S=F; "
FPOWER FPIONTS.'

312 PRUSE 200

3185 CLS

Z20 PRINT "“"AFTER YOU WIFE THE B
LOOD OFF YOUR SWORD YOU FPROCE

EC INTO THE
21 PRINT

MNEXT ROOM. "™
“YOU SWITCH OM THE LI

GHT RAND STANDING NEXT TO Yau
IS COUNT CUCKULA"
322 PAUSE 450
S2S5 PRINT AT 14 ,10; " J ey
] L ]
g
-+ -+
S IR
A r
- -
CR
20@ FOR I=1 TO &@
835 PRINT AT aS5,121; " e
348 PRINT AT 15,11 . i
S48 NEXT I
346 LET S=5-FP
3IS@ PRINT AT 7.@; "YOoUu NOW HAVE
‘';85; " POUWER POINTS.*"
858 PRINT AT 3,@; "HOW HMANY FPOWE
RO ROENT &2
886 LET WUU=INT (RNC%120) +1
ZIE@ IMNFPUT O
868 IF UU>0 THEN GOTO 37S
S87@ IF UU<O THEN GOTO 3S@
378 FPRINT "“"TOO BRD...HE BIT YOu
377 STOP
S8 FPRINT "YOU SURE HAVE GOT A
STRONG ARM. "

385 LET N=INT
587 LET S5=S5-0

(RMND%1S@) +1

S2@ PRINT "vOU NOW HRVE “;W+MN+F
;" TREASURE POINTS"
391 PRINT "“ARND YOU HAVE “;8;" P
QUER FPOINTS."
392 PAUSE 308
383 CcLsS
394 PRINT "“THERE IS A KEY IN TH
E ROOM DO You WANT IT?
295 PRINT "2=YES
1=MO"
397 INPUT Q5%
598 LET B=INT (RND*2) +1
Z99 IF B=1 THEN LET L$=
T HAWE IT."

40 IF B
HAUVE IT.

THERN LET L%=

4@1 PRINT L&

402 FALUSE 300

4@5 cL3

41@ FPRINT "AFTER SOOTHING YOUR
FIST You ENTER INTO A ROOHM OF
POISONOUS SPOOKY SPIDERS..."
411 PRINT "S=LEFT S=RIGHT"

412 PAUSE 350

413 LET W=@2

415 LET K=11

42@ PRINT AT 21, IHT (RHMDx2&) *
425 PRINT AT ©,K

43@ IF PEEK (PEEK 1&8395+256+FPEE

K 1839€) =23 THEN GOTO 460
435 PRINT “Y*
442 SCROLL
445 IF INKEY$="5"
1

THEN LET K=K-

450 IF INKEY&§="8" THEN LET K=K+
1

453 LET W=U+85

455 GOTO 420

456@ PRINT

452 LET ==+

464 PRINT "YOU NOW HAJE " W+N+F
;" TRERSURE POINTS"

465 PRINT "AND YOU HRAVE “;35; o
OWER POINTS™

4868 PAUSE 2oa

47@ FRST

4785 CLS

485@ SLOW

43@ PRINT ""AS YOU ENTER THE HEX

T ROOH A
ES OUERHERD'

HUGE BEARASTIE BARAT FLI

Se@ PRINT
S1@ PRINT "YOU RNOW HAVUE ' (]
OWER POINTS.
S2@ FPRINT AT 11,1@; "M MW
T Tl
S3@ FOR I=1 TO S©
531 PRINT AT 15.4:;
L
-
L
S4@ PRINT AT 14,.10:". H .'
SS® PRINT AT 14,10; ,
S56@ NEXT I
S?0@ PRINT AT S,@; "HOW MANY FOUE
R FOINTST'
SE8@ INPUT I
S84 LET @@=INT (RHND*13@) +1
S9@ IF @@:I THEM GOTO si@
595 IF 0@<I THEN GOTO 620
S1@ PRINT “TOO BREG...HE STRUCK
¥OouU DouNT
615 STOF
2@ FRINT "YOU SURE THUMRED HIM
625 LET Z=INT (RHD%2@@) +1
827 PRINT “¥OU NOW HAUE ' W+HN+F
+Z; " TREASURE POINTS"
628 LET 5=5-I
63@ PRINT "AND YOU HRVE “;5;" P
OWER POINTS"
535 FPAUSE =2Se
548 CLS
ES0 LET E=INT (RND#4) +1
6580 IF E=1 THEN LET IS='"o"mr s
n-m-1
o™ e
i,
Bec<++23 5
am===
67@ IF E=2 THEMN LET If=""a" ="

E=3 THEN LET I%=""w

-
LN LS
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You To DEATH"
7ES STOF
7@ PRINT “WELL CONE.MNOW THAT Y
ouU HAVE KILLED ALL THE CREEF
¥ CREATURES I SUPFPOSE YOU WANT T
HE TREASURE."
= 771 PRAUSE GSee
£9@ IF E=4 THEN 772 PRINT “IF S0 PRESS ¥ FOR
YES N FOR
- NO*
(] 773 INPUT Hs%
774 IF ME="Y¥Y" THEN GOTO 789
FEEREE SRR 775 IF M&="N" THEN GOTO 776
L 776 CL3
S — 777 PRINT “THERE YOU RRE";RAT 14
1@ o pe—
= Bexxxxxll
TO@ PRINT "UNFORTUMATELY YOU HA Beswrxxll
UE HET A HRT LEs T L o ]
7ie PRINT AT 1,0; "vou HRAUE *; [ = |
POWER POINTS' Bexnxsexll
LET MM=INT (RMD*¥14@) +21 o
FRINT “HOL MANY POWER POINT 778 STOF
789 CLS
IMNPUT FE@ PRINT "IM SORRY BUT wOU CRN
74@ IF MM>C THEN GOTO 7&@ NOT HAUE IT'
7E@ IF MM<C THEN GOTO 77@ TSl PAUSE 142
7E@ PRINT “TOO BARD...HE HANGLED 7e2 GOTO 1
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COmplete your
computer

KELWOOD SOUND

W{ﬂ.‘ﬁ"/ POWER BASE
has all the ‘basic bits’ that
Sinclair left off.
® Fuily adjustable sound amplification
® LOAD/SAVE switch @ Angled siand
]

it 0%,

Sixversions m m-; indispensablé unit compiete your
computer. All have SAVE/LOAD and ON/OFF switching
and a housing for the transformer. Compatible: with
interface one. ldaal for use with cased keyboards

Re! BP1 - Fully variable scund amp — 3 x 13 amp sockets.
switch and neon indicator — cable and plug £2750
Flel. BP2 - as BP1 bul no sockets, cable and plugs Has
£00m 10 fix your own ‘Duraplug’ sockets 50
Ref, BP3 —as BP1 but n sound

Ref. BP4 - a5 BP1 b no sourt or scckets ......
Faf. BPS ~ ZXB1 varsion inc. sockets, mains swilch
neon, cable and plug £2085
Ref. BPS as BPS bul no cable o sockels. £1285

MICROSTATION
17 square tray for above plus computer and tape
Rel. MS £7.50

WOBBLE STOPPER
57985 ZXB! RIM- W
Fof SW £6.25. Tited: Ref STW £6.25
¢ printer — Flat: Rel LW £5 75. Tited: Ref LTW £6.75

need batter
Speotrum or a

!sn:'am' Power B:

Name. CREDIT CARD QUANTITY REF AMOUNT
Addres: HOTLINE TEL:
(0709) 63242
. a TOTAL|
G T

Barclaycard No —

COOL-IT UNIT/.
Takes the heat outy '.x_h,_‘ £,55953
of your computer. - S,
Lets your Spectrumor &
281 run much cooler, {
Separate Coot-it Unit

2361 Aol ZXC €185 Spectnum Rl SCE1185

Coot-it units built into other Kelwood add-its

Power Base (Spectrum) Ref PBSIC £18.55®Power
Base (ZX81)Ref PBZXIC £19.35@50und Power Base
(Spectrum only) Ref SPBIC £25 00®Back Pack 1 Ref
BPIC £32,55@ Back Pack 2 flel BP2C £24.550 Back
Pack 3 Ref BP3C £26.55 @ Back Pack 4 Rel BPAC
£18 80 Back Pack 5Ffel BPSC £26.90 @ Back Pack 8
Fef BPEC £18.90 @ Wearsaver (Spectrum) Ref WSSC
£16.00 @ Wearsaver (ZX81) Ref WSZXC £1580

5

without sound
SPECTRUM REF PBSI£13.50 ZXBI REF PBZXI £13

————————————— Al prices include VAT £ WE ALSO
KELWOOD COMPUTING Downs Fow, Moorgate, Rotherham WMWW STOCK

SBFTWAFE'

KERNOW SOFTWARE SERVICES LTD

SOFTWARE LIBRARY
SPECTRUM

Low cost weekly hire of the best arcade games, adventures,

utilities, languages and business programs.

® Membership only £6.00 for 12 months.

® Pragram hiring from only 80p (plus p&pl.

@Free fully descriptive catalogue for members.

®flew titles constantly being added
urchase new programs at discount prices.

eturn of post service.

® All tapes despatched using first class post.

® We have full permission and licences from the leading software
publishers, to whom royalties are paid.

Compare these features with our competitors and you will see

why more Spectrum owners are joining the Kernow Software

Library. Join today by clipping the coupon below or send a S.A.E.
for further details.

[_IYES, please send me my free :am\ugue and selection sheet. |
enclose my £6 cheque/Postal Order.

NAME ....
ADDRESS

Send to:

KERNOW SOFTWARE LIBRARY
(DEPT. SP)

55 ELIOT DRIVE, ST GERMANS
SALTASH, CORNWALL PL12 5NL

THE KERNOW SOFTWARE
EXCHANGE CLUB

An exciting new concept for Spectrum owners. Simply send your
unwanted Spectrum tapes in exchange for a selection from our
ever-expanding availability list. Keep your exchange tapes for up
to 1 month and return for others or for vouchers to be used at a
future date.

® Membership only £6.00 for 12 months.
®Each exchange only £1.20 (plus p&p)

® All tapes despatched using first class post.
®New titles constantly being added.
®Return of post service.

Join today by clipping the coupan below or send S.A.E. for further
details.

Yes, please enrol me as a member of the exchange club.
I'enclose my £6 cheque/postal order.

ADDRESS .

..Post Code .......

Send to:

THE KERNOW SOFTWARE EXCHANGE CLUB

PT. SP)
55 ELIOT DRIVE, ST GERMANS,
SALTASH, CORNWALL PL12 5NL

SPECIAL OFFER—JOIN BOTH SOFTWARE LIBRARY & EXCHANGE CLUB—ONLY £10.00
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il

Moving up now to dock with the user port

CIURRIRIAH @»SLOT

-
Expandable Motherboard System for ZX Spectrum

used on the back of Interface 1.

Even if you only have one peripheral for your computer,

MSLOT will protect your Spectrum's edge connector from

wear and tear. 4 Hoecs
Moulded in black plastic, (SLOT is styled to complement | s S s e

your Spectrum and its accessories. It comes in its own ] ordebiery AccessBarcieyCard o T T ] [ [T [T 11 1] [ ]

distinctive packaging, complete with full instructions for use. I

2X Spectrum, X interfsce | and ZX Interce 2 are wadervsks of SinchieResearch Lid. 1 “‘-"’z -"":*2- - -_5--"2“:




_ Program lutor

Data Management

by David Janda

HAT IS DATA? Well, 99
percent of all programs writ-
ten operate on and use data of

one kind or another. Information and
data are really one and the same; we
enter information into a computer and
get out a different type of information at
the end of processing. So when the
information is inside the computer, we
refer to it as data.

Before we discuss how the computer
manages data, let us look at the types of
data we give it and what we want done
with it.

In the commercial world, there are
two very broad uses of computers. First,
there are the sciences, which tend to use
computers for number-crunching pur-
poses and then there is the area of
commerce, where computers are used
for storing and manipulating large
amounts of data, such as an index.

.
Examine files

Expanding on the commercial side, a
typical data processing problem might
be to examine the contents of a file
containing names and addresses and
producing a second file with dara which
meets a particular condition.

Imagine that our first file comprises
hundreds of entries — records — and
each record consists of the following
entries — fields — Name, Sex, Age.

The program looks at each record in
turn and if sex is female and age is less
than 21, the whole record is transferred
to a second file. The second file need
contain only one field called NAME,
because we know each person is female
and less than 21.

In reality, we should have the same
fields in the second file as there were in
the first. That is because we might want
to do more processing on that file.

It is worth noting that even though
the problem may seem simple, writing a
program to do it is not. The problem
lies not in the sifting of records but in
checking we have valid records in the
first place.

Let us assume that our program has

24

found a record and it is examining the
field NAME. Does NAME have all
letters in it? After all, do you know
anyone with a number in his name?
Does each name have a capital letter at
the beginning and are there capitals
anywhere else in the name? Are there
any other characters in NAME except
letters?

Those tests, and others, should be
performed on all the fields. That is the
only way you can be sure you will get
valid data out of the computer; remem-

ber, garbage in, garbage out — GIGO.

On the other hand, make sure your
tests are the correct ones. Rejecting all
names with more than one capital in it
might be disastrous — McDonald is a
valid name.

Unfortunately computers do not
know what makes a valid name, so we
have to program for it. What is even
worse for those who program in Basic is
that we have to do a good deal of work
to get valid data into the computer
initially. Some languages such as Pascal
can take the drudgery out of checking
for valid data. Take the example of the
field NAME; in Pascal it is possible to
define a data type which would allow
only for the letters A to Z and a to z,
thus making the task much easier.

Sinclair machines can store two types

SINCLAIR PROGRAMS May 1984



of data, numeric — floating point — and
string — alphanumerics — and that is it.
So far as the numeric type is concerned,
all numbers are held as floating point,
even if the number you store has no
exponent,

One of the reasons why the ZX-81
and Spectrum are slow machines is
because all calculations performed are
done on floating point as well. So, even
if you specify a variable A as holding an
integer — a whole number — and do
some arithmetic on it, it will take the
same amount of time, possibly even
longer.

Data types

The data type string is probably the
most widely-used, because it is so flexi-
ble. With strings it is possible to store
any character, including graphics, on a
ZX-81 or Spectrum keyboard. Not only
that, strings can be joined and manipu-
lated in many ways. So no matter what

type of data, it must be handled by
those two data types and it is possible.

Both data types have binary operators
associated with them, namely; ’+°,’=’
x> 2P %% or °1? on the Spectrum,
> el re =2 =2 and '3
They are the basic numeric and string
operators. With them we can compare
different types of data, thus allowing for
different courses of action to be taken
depending on the result. A good deal of
computing can also be performed by
using those operators and even though
scientific functions are available on Sin-
clair machines, doing the same job with
those operators can mean more accura-
cy, although it would take longer.

A point worth noting about accuracy
is that doing comparisons on numeric
variables is a slightly dangerous area
because the numbers are held in float-
ing point format. There are two data
types on Sinclair machines, numeric
and string. One holds numbers and the
other characters. Both comprise charac-

(/)aogzam_ lutor

ters from the machine character set'
which can be seen by running this
program.

10 REM PROGRAM 1.

20 REM ZX-81 VERSION.

30 FOR I=0 TO 255

40 SCROLL

50 PRINT CHR$(I;"="5
60 NEXT I

10 REM program 1.
20 REM Spectrum version.
30 FOR I=32 TO 255
40 PRINT CHR*(I);*="%1
50 NEXT I

Making comparisons using the bina-
ry operators can be dangerous, try this
one.
10 REM PROGRAM 2.
20 FOR A=1TO 20
30 LET B=SQR A*SQR A
40 PRINT B
50 IF B< >A THEN PRINT “ERROR”
60 NEXT A

What is happening is that even
though the answer appears to be cor-
rect, at machine level it is not, because
of small inaccuracies.

HE OBJECT of Vortex is for
I you to lure the alien towards it
using your command ship. Use
the cursor keys to move your ship round
the screen and the alien will follow
automatically. The alien will latch on to
you if it gets too close and earth will be
destroyed. To destroy the alien you
must take it through the centre of the
vortex.
Written for the 1K ZX-81 by Shaun
Beales of Wisbech, Cambs.

10 REM “ALIEN
sa

1E PAUSE
20 LET Te0
WeInT

(RND#7) 22

THEN LET 3
THEN LET &
Vil THEN LET
THEN LET




ONLY THE BEST BECOME A.

FIGHTER
PILOR,

48K SPECTRU

BY DK MARSHALL

A SPECTACULAR FLIGHT SIMULATION OF THE
WORLD’'S MOST EXCITING JET FIGHTER WITH
STUNNING 3D COCKPIT VIEW AND THE

MOST REALISTIC 3D AIR-TO-AIR

COMBAT EVER SEEN ON THE

SPECTRUM!

The SUPREME SIMULATIO
it leaves the rest at !h/
unway s

NIGHT GUNNER
£6.95
48K Spectrum
Joystick Compatible *
FOOTBALL 114 aic bartie where
£7.95 only aces survive -
4BK Spectrum  with snemy fighters
. attacking from all
League Analysis - gireciions, guns
P;‘:g.c‘"w:-:* ook blazing, explosive 3D
pid A ground altack sorties -
With 8 melhods of and there's il the
fiight home:

— OTHER
AMAZING FEATURES &

;Ln;\flmg and lﬁﬁ‘e oft inc. VAT & p & p

R ; .

Soaring onthe grouns.  JOystick Compatible

2 Folly herobati

Fortormanca (Kempston, AGF, Sinclair

« airfield attack by the  Interface 2, Protek etc.)”
L

SRS 3 .

Turbulence and

landing in tog

« 4 Pilot ratings, 8

Beacons, ground

pecir you I
your pools seleclion

o 7/ TAXI

J,s) g/ £550 2
SRR Any Spectrum

e ¥ o sills - WIZARDS OF /-

X aware ihe ccmu‘rsnsnmss/ C

o

% \ Rockless Drivars!

% \-‘:, Funforailhafamiyy | SOFTWARE
N\

‘Definitely the best

el o simulation for the
radar and flight Sgecfr':,;\:ﬂ_
< rasi Icro

computer.
* ILS, Flaps, U/C and
system failures
* 100% machine code
with complete
instructions and pilot

_ DIGITAL gy, =

wi
Fighter Pilot 4

Lifetime Guarantee Cheques payable tc
| enclose a cheque/P.O. for

8K

INTEGRATION () —
e Night Gunner 48K N, Address__
Football 48K [ £7.95 Trade and < X
Watchmoor Trade Centra) Taxi (Any Spectrum) [ £5.50 Export Or debit my Access Account No.
Watchmoor Road| VAT and p. & p. inclusive within UK enquiries ] ] 1 i)
Camberley, Surrey GU15 3AJ (Ove s inc. 55p. per cassette) welcome. 3 10276) 684959 Access

Selecled products available fram: Please send to Digital Integration, Dept SP5 ‘ 5
Boots, Woolworths, H.M.4 Watchmoor Trade Centre, Watchmoor Road, Camberley, Surrey GU15 3AJ

Selfridges, Spectru
good Computer




HE GAME starts with two
docking gates placed at random
in the middle and at the right-

hand side of the screen. Use keys 6 and

7 to control your craft. If you go

through the first gates successfully you

can proceed to the second pair.

Five successful runs will result in you
achieving the highest accolade.

Fleet Brigadier was written for the
16K ZX-81 by Phillip Woods of Ches-
ter.

220 LET x=x-2 4092 IF Esl OR EsR OR E=3 OR E=d4
L OR E=E THEN GOTO S00@

eos sToR

o0

seie

BETUE

THEN GOTC B220
THEN GOTO

PRINT

EXT R
sTAR

LOEG PRINT TAB 8: ' HA....vOU BIEC

STAR

STARSHI

5




M

AGF Joystick Interface Il
for SpectrumorZX81 |

upgrading to 8 mare flexible joystick

When you feel
system you can claim 12.5% off the purchase price of our

even better value. Since we

rface in October 1982 there
i Programmable |nterface.

Now the AGF Intertaco 11
All AGE Joystick intarfaces will work with any industey
" piugs - including Guick

pionesred the cursor-key.
are naw over 100 games o utility programs with ither the
AGF option or cursor key cantrolled — that makes it
unbeatable a1 this new low price. standard oystick sing S i D" plugs
Shot 11 and the new Trackball controler.
Don't sattle for less . choose AGF.

Sl incorporating the all impartant rear expension con
e S aes it parhael bl wonaned
5, Speech Units etc,

the same time Lo Rar
and of course the key fml:ﬁhon ke i
this will never conflict electrically with any other add-cns.

Joysticks goc

The choice is yours. The standard QuickShot is excellent value
d o comfort

incorporating suction cups for sure-footed precision and a
by contoured handie with 3 eomvenient top fifing button, plus

conventional bution in the ba
Four foqt of cord terminates in the industry standard 8 pin ‘D" plug
interfaces or direet. connectian to @

with our

for compatibility

selection of home micros

T i Qolck o | hes inprovd g e e ype
er base for grea

the top firing.
bl badet kg ..m.cn sliowa & continuous

control a5 well a8

streem of shells where normally a button press is required for each

one, is loeated in the base for vasy acoess in use. &
Cord length and termination is a the standard QuickShot controller L~

discount off our
Interface-~valid 1year on orders over £18

Programmable

eceipt 0

free mic arcade game. e .-
Spectrum only
TROM:  MAIMRSIMESS
= B ]
So —= e e o I ENCLOSE A CHEQUE/POSTAL ORDER PAYABLE TO AGF HARDWARE FOA £
SEND (RO STANP NEEDEDI T01 A, RARGWARE, DEFT I,
£PGST BOGNOR REGIS, WEST SUSSEX, PO72 850
ost ree ot waus e Ao [t
E AGF JOYSTICK INTERFACE Il 295
QUICKSHOT JOYSTICK 895
GUICKSHOT 1 OYSTICE Ties. 5
o s e rarmaly s o s S e TG [T —
2X81 ZX SPECTRUM Nease ek FINAL TOTAL | J
SINCLAIR PROGRAMS May 1984

e 7 doya i .AGF prm‘u q.m.m
back undertaking. AGF H: aww Bognor Regis, \'lu{Sussbx Teohane. 10243) 823337
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FTER FINISHING your night
shift you go to the car park and
start your car, only to discover
the brakes have been sabotaged. There
is no way for you to stop the car so you
head for the exit, trying to keep control
of the vehicle. You reach the exit gates
and find they have been locked. The
only alternative is to drive round and
round the car park, avoiding the parked
cars and barriers.

Car Park was written for the 16K
Spectrum by David McAuliffe, aged 14,
of London SEI8.

10 INPUT "Enter your name
GO TO 20

20 PRINT AT 21,0;"Well hello

30 PAUSE 100: CLS
40 PRINT AT 17,03"Press any k
ey to continue.": PAUSE O: CLS

41 FOKE USR "A'+0, BIN 011111
42 FOKE USR “A“+1, BIN 010000
43 POKE USR "A"+2, BIN 010000
44 POKE USR "A"+3, BIN 111111
45 POKE USR "A"+4, BIN 110110
46 POKE USR "A"+5, BIN 111111

47 FOKE USR “A"+6, BIN 011001

48 POKE USR "A"+7, BIN 000000

82 BORDER O: PAPER O: INK 41 6
Q0 sup 200

83 POKE 23609,30: CLS : LET hs
=-10

84 LET x=10

85 FOR

11 TO 10000

90 IF x=31 THEN LET x=30
95 1F THEN LET x=1
100 PRINT INK 73 AT &,%;"A"
10S PRINT INK 4; AT 18, INT «

RND #32) ;333"

110 IF INKEY# ="o" THEN LET x
=y =1
120 IF INKEY$ ="p" THEN LET x

=x+1
130 POKE 23692,255: PRINT AT 2
1,313

140 IF SCREENF (&6,x)="}" THEN
GO TO 1000

150 NEXT n

160 CLS

162 PRINT AT 5,5; INK 3;"Well

done!You have scored
3 INK 3; "10000"
165 PRINT

"3 AT 8,10

‘“That is the end of
the game 1 amafraid."
170 PRINT '‘“Press any key": PA

USE 0: CLS : GO TO 1010

180 STOP

181 FOR n=0 TO 7

240 PRINT "You have finished yo
ur night-"‘"shift work and set—o
ff to drive" "home. But when you
drive off you"'“realise that yo
ur brakes have'’"been sabotaged
and you have no" "way of stoppin

g.As well as this," ' "someone has
closed the exit gate" so all
you can do all night is" '"drive a

round the car-park"’“avoiding th
e parked cars"’ KEYS: * o ‘=LEF
T, * p '=RIBHT ."'''"#&¥*#PRESS¥*

ANY#KEY#TOXKSTART #%%#%": PAUSE O
RETURN

1000 FOR g=1 TO 5

1001 FOR =0 TO 7

1002 BORDER #

1003 BEEP .02,f

1004 NEXT +

1005 NEXT g: CLS

1006 PRINT INK 73 AT 2,13"BAD L
UCK! YOU HIT A PARKED CAR"

1010 PRINT INK 7; AT 5,5;"YOUR
SCORE IS ";n—1;" POINTS"

1020 IF n*hs THEN LET hs=n-1: G
0 TO 10460

1030 PRINT AT B,S;"HIGHEST SCOR
E: "3hs; AT 10,5; "DRIVER: "ja¥$
1040 GO TO 1070

1060 INPUT "Enter your name",a%:
GO TO 1030

1070 PRINT INK 33 AT 15,0;"**PR
ESS*ANY#KEY*FOR*ANOTHER*GO*#": P
AUSE O
10B0 CLS :
2000 CLS

GO TO 84

SINCLAIR PROGRAMS May 1984
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MILK ROUND

-

ODGE the cats using keys 5
and 8§ in Milk Round, written
for the 16K ZX-81 by Peter
Green of Ormskirk, Lancs. You must
collect the milk and fuel as they appear
and avoid the houses.

ENTER line 1 then the following
poke statements: POKE 16514,1;
POKE 16515,0; POKE 16516,0;
POKE 16517. POKE 16518,14;
POKE 16519,64; POKE 16540,78;

POKE 16521,20; then enter the rest of
the program.

1 REM " E: RND?TAN

& IF INKEY$="" THEN GOTO 4
4 GOSUB BS888

S cLsS

& LET F=20@

7 LET HM=@

8 LET K=7

8 LET D=7

1@ IF F=0 THEMN GOTO =0o@
11 LET P=INT (RND#%2) +1
12 IF P=1 THEN LET K

13 IF P=2 THEN LET K

15 PRINT AT 21,K; "

27 IF USSR 16B514=168 THEN GOTO
o

28 IF USSR 186514=173 THEN GOTO
k=11

29 PRINT "W

b EOH M o R e

32 IF K=2 THEN LET K=3

33 IF K=24 THEN LET K=23

34 GOTO 1@

2@ PRINT AT @.,0: "NOT BAD MILK"

1@@ PRINT AT 1,@; "COLLECTED=";M

16 LET L=INT (RND#2) +1 1212 STOP
17 IF L=1 THEN-GOTO =22 2@ FPRINT "FUEL RAN OUT
18 IF L=2 THEN GOTO 19 Se@ sSTOP
19 PRINT AT 21,K+RND*6+1; "' 4ddd SAVE “HIL@E
2@ PRINT AT 21,K+RND*6+1; @@" SSE5 RUMN
21 FPRINT AT 21,.K+RHDx6+1;"H" EBEE STOR
2 SCROLL &888 PRINT AT 7.@; "USE KEY¥S S-AN
23 PRINT AT 7.0; Cc-8 DODGE THE CATS ( B 1 .COLLECT
24 LET D=0+ (INKEYS="5") - (INKEY THE MILK ¢ S COLLECT FUEL
F="5") 3 3. CONT HIT PEOPLES HOUSES ¢
25 IF USR 16514=178 THEN LET H ¥ o
=M+ 9990 IF INKEY$="" THEN GOTO 2990
26 IF USR 16514=128 THEKM LET F
=F+4@ 2999 RETURN
30
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T

=
=
10 _FOR F=0 TO 9: FOR G=0 TO 7:
READ A: POKE USR CHR® (144+F)
+6,Ar NEXT Ga NEXT F
=/ 20 DATA &0,126,95,255,255,63,2

e 1T

54,62,126,33,45,13,125,125,1,127
,54,54,54,55,55,48,240,240,0,0,0
4192,192,192,192,0,126,118,118,1
27,127,7,14,14,108,108,108,236,2
36,12,15,15,0,0,0,3,3,3,3,0,124,
130,178,176,190,190,128,126,40, 1
26,290,255, 255,252, 127, 124, 126,
110,110,254,254,224,112,112

30 CLS : BORDER O: PAPER O: CL
§ : CLS : PRINT AT 1,73 BRIGHT
13 FLASH 13 INK 7; PAPER 2;"ANIM
ATION SELECTION": INK 7: PRINT
AT B,83"1 SLOW MOVING"; AT 10,
83"2 MEDIUM MOVING"; AT 12,8;"
3 FAST MOVING"; AT 14,8;"4
0 QUIT THIS PROGRAM"3; AT 16&
LOOK AT LISTING"

40 LET Z#= INKEY$

S0 IF 2 1" THEN BEEP .3,22:
LET S=4: GO TO 400

55 IF Z#="2" THEN BEEP [3,22:
LET S=2: G0 TO 400

&0 IF Z#="3" THEN BEEF .3,22:
LET S=1: GO TO 400

&5 IF 2#="4" THEN BEEP .3,22:
POKE USR 1,1

70 IF I$="S" THEN CLS : BEEP
-3,22: INK 7: LIST

80 GO TO 40

400 CLS : BORDER O: PAFER O: PA
FER 0: CLS : PRINT AT &,11; INK
2; PAPER 73 FLASH 1; BRIGHT 1;“

ANIMATION "; AT 18,113 INK 23
PAPER 7; FLASH 13 BRIGHT 1;
SS ANY KEY"j AT 4,14; INK 2; PAP
ER 7; BRIGHT 1; FLASH 1;" JOGGER
“: PAUSE 0O: CLS

410 FOR N=15 TO 21: FOR M=0 TO
31: PRINT AT N,M; INK 43" (igB)"
1 NEXT M: NEXT N

420 FOR f=0 TO S5: CIRCLE 150,15
0O,f: NEXT f: PLOT 120,137: PLOT
246,165: PLOT 13,100: PLOT 233,9

0
425 INK 4: PLOT 0,175: DRAW 255
o

430 BEEP .5,7: BEEF .%§,5: BEEP
.5,3: BEEP .5,3: BEEP .5,4: BEEP
.5,5

440 FOR F=-28 TO 0: INK 7: BEEP
-01,F: PRINT AT 12,F;%a "3 AT
13,F3 INK 2; BRIGHT 1;'h *; AT 1

4,F; INK S;"cd ": PAUSE 201 PRIN
T AT 14,F; INK S3"s ": PAUSE S

AL NEXT F

i.; S 450 FOR G=0 TO 28: BEEP .01,-10

,"“i‘ : INK 7: PRINT AT 12,6;" i": PR

INT AT 13,65 INK 23 BRIGHT 13"
h"; AT 14,65 INK S;"gf": PAUSE 2
©: FRINT AT 14,8; INK 53" j": P
AUSE S: NEXT G

440 PRINT AT 18,13 PAPER 4j IN
K0

Nan IN": PRINT : PRINT AT 20,103 IN
OGGER is an animation program, |K ¢; FRF‘ER;;;(;éM i

- 3 A = ? 470 LET A$= INKEY$
written i9r the 16K Spectrum by 480 IF A$="n" OR A$="N" THEN G
Stuart Millington of Lowton, near |o 1o 30
f{ Warrington. You can choose the speed AT IRAA Sy L IOR OSSR THEN P,

F AUSE 20: PRINT AT 18,13 PAPER 4

at which you want the figure to move |,

# from the three available options. Once ": PRINT AT 20,103 PAPER 43"
o . 5 “: 60 TO 440
you have chosen the speer:l,‘ a n:mm =00 88l aas s
coloured Jogger appears. The figure
moves smoothly over the grass and you

have the option to re-run the program.

SINCLAIR PROGRAMS  May 1984 31



Upgrade your

16K ZX SPECTRUM
Now!

The “CHEETAH” 32K Rampack simply plugs into the user port at the rear of
your computer and increases the memory instantly to 48K.
@ Fully compatible with all accessories via rear edge connector.
@ No need to open computer and invalidate guarantee.
@ Why send your computer away and wait weeks for upgrade. ONLY

Why wait any longer? £32:95

Now make your SPECTRUM and ZX81 Talk!

The CHEETAH“Sweet Talker” justplugsinto the back ofthe computerusing
the existing power supply. Based on an allophone system you can easily
program any word, sentence or phrase. Fully cased, tested, guaranteed and
compatible with all accessories via rear edge connector. Complete with
demonstration cassette and full instructions. No more lonely nights!

Terrific Value at £29.75

when ordering please guote whether Spectrum or ZX81 owner.
Also available:
16K Rampack for ZX81 ...... £19.75 64K Rampack for ZX81 ...... £44.75

Prices include VAT, Postage and Packing. Delivery normally 14 days. Export orders
al no extra cost. Dealer enquiries welcome.

Send cheque/PO now to:-

CHEETAH MARKETING LIMITED
Dept. SP5, 24 Ray Street, London EC1. Tel: 01-833 4909

Cheetah, products available from

oranches of F708 WHSMITH @ Rumbelows

and all good computer shops
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PSEUDO LOGO was written for the
48K Spectrum by Duncan Anderson of
Bishops Frome, Worcester. He called
the program Pseudo Logo because it is
similar to the programming language
Logo, which uses an arrow.

Imagine thar you are the arrow so
that you can inpur the correct com-
mands for left and right. The player is
faced with a square grid and must pro-
gram the moves of the arrow so that it
reaches the blue and magenta target
without going off of the grid or running
into any of the red obstacles.

The three commands for determining
the direction of the arrow are the initial
letters for left, right and forward. When

SINCLAIR PROGRAMS  May 1984

programmed to turn, the arrow rotates
45 degrees. The program is of particu-
lar use to young children, as they have
to program the moves of the arrow and
the process of doing so develops their
geometrical and mathematical thinking.

Logo is programming language which
allows the user — usually a child — to
move a turtle about the screen or on the
floor. Not a real turtle — it is normally a
small triangle as far as the screen is
concerned, or a small robot which can
be controlled from the micro.

Simple commands such as FOR-
WARD, BACKWARD, LEFT and
RIGHT are used to control the direc-
tion of the turtle and it is possible to

0G0

build complex patterns in a very short
time.

Pseudologo incorporates some of the
features of the Logo language, insofar as
it uses commands to move an arrow
about the screen. The author has incor-
porated it into a game and the result is
something which is worth the time and
effort of entering into a Spectrum.

The program is loaded in the normal
manner for a Basic program by entering
LOAD “ ™ or LOAD “Pseudologo”.
After running it, a menu will appear
offering the choice of three speeds for
the arrow — slow, medium and fast.
Once the speed has been selected a 32-
by-16-line square grid will appear and
in each alternate square is a dot. Also
displayed will be some red irregular-
shaped blocks and a yellow arrow, as
well as a small blue square.

The object of the game is to have the
arrow touch the blue square and when
that is done you will be moved into
another grid where the red blocks are
more frequent, thus making the path to
the blue square more difficult to navi-
gate.

You have to write a small program to
move the arrow. The commands are
simple and there are only three of them,
F, L and R, for forward, left and right
respectively.

QOne point to note is that you can turn
in any of eight directions, so to move
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the arrow five squares forward and
three to my left I would enter
FFFFFLLFFF. Notice that left is given
twice, because once turns the arrow
only 45 degrees, thus allowing you to
travel at an angle.

Ten grids make up the game and
your thinking efficiency is displayed at
the end, together with the number of
moves you made.

The program is divided roughly into
the following main sections:
140-170  What direction?

230 Run out of program.

2000-2010 Completed one grid.

2015-2020 Win and score.

2500 Crashed into red block.

9010-9110 Define UDGs and
block dara.

read

Here is a list of the main variables

and their functions:

c Grid counter and index for I$.

d Direction of arrow, e.g., 1 =north,
2=north-east.

n General-purpose counter.

sx  Row number of arrow.

sy  Column number of arrow.

ex Row number of arrow.

ey  Column number of arrow.

b$ Holds red block data for current
grid.

% Loop counter in block display,
also x pos for arrow.

y  Loop counter in block display,
also y pos for arrow.

p$  Holds user’s program.

i$  Key pressed.

tot Total number of program steps.

p  Number of program steps in cur-

rent rty, also index.

Current row number of arrow.

oy Current column number of ar-
row.

m  Pitch of beep.

n Pitch of beep.

per Percent thinking efficiency.
mp Constant for per.

w$  Temporary store for INKEYS.
spd Speed of arrow.

I$ Holds data for blocks, arrow and
blue square.

The best way to handle the program
is to enter all the dara first and then save
it on to tape. Be very careful with the
data for b$ — the lettered data — it
contains all the information on the ar-
row, square, blocks and so on — so
check.

The data in lines 9040-9110 is read
into the array I$, which is dimensioned
at line 9040. The data looks confusing
at first but closer examination reveals
that the first number is the starting
direction for the arrow, the next four
numbers are the row and column for the
arrow, and after that the next four are
the same but for the blue block. The
values are given to variables at lines 30-
50.

The rest of the data is fed into string
b$. Eight numbers are extracted from it
and used in loops which print-out the
red blocks — line 50.

The screen is displayed in line 20 and
the program prompt in line 60. A check
is made to see if the current character is
satisfactory and, if so, it is added to p$
which holds the current program — line
100.

The author has decided to make some
decisions using AND; also note the use
of IF ... THEN IF. I will be discuss-

ing those techniques in nmext month’s
programming feature on making deci-
sions.

Traditional rurtles in Logo leave a
track behind them and thart is used to
make up a pattern. If you wish, you can
have a trail by removing the square
graphics in lines 210, 2000 and 2700.
Another idea would be to create your
own blocks by changing the appropriate
dara.

10

12 LET tot=0

15 FOR c=1 TO 10

20 CLS : FOR n=0 TO 14 STEP 2:
FRINT AT n,0; INK 4;"JIJIJIJIJ
1JIJIJIJIJIJIJIJIJIIIJIIIJIIIIIIT
JIJIJIJIJIIIIIIIITITILI": NEXT n

30 LET d= VAL l$(c,l):
VAL 18$(c,2 TO 3): LET sy= VAL 1
#(cy4 TO 5)¢ LET ex= VAL 1#(c,b
TO 7): LET ey= VAL 1%$(c,8 TO 9):
LET b$=1%(c,10 TO )

40 FRINT AT x5y}
$ (143+d); AT ex,ey; INK S; PAPE
R 3; BRIGHT 13 FLASH 1;"( &)"

S0 IF LEN b$>0 THEN IF b#(1)
<> " " THEN FOR x= VAL b%( TO
2) TO VAL b$(5 TO &): FOR y= VA
L b$(3 TO 4) TO VAL b%(7 TO 8):

LET sx=

INK &3 CHR

SINCLAIR PROGRAMS
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PRINT AT x,y; INK 2; BRIGHT 1;
“(igB)*1 NEXT yi NEXT x1 LET b$=
b#(% TO ): GO TO 50

&0 PRINT AT 14,05 "Program:“:
LET p%

&5 POKE 23658,8: PRINT AT 16,
Bspine "

70 IF INKEY$ <> * THEN GO
T0 70

80 LET i#= INKEY$ : IF i#$="" T
HEN B0 TO 80

81 BEEP .006,30

90 IF LEN p# THEN IF i#="0Q"
THEN LET p$=p#( TO LEN p#-1
G0 TO &5

100 IF i$="F" DR i$="L"
R" THEN LET p#=p$+i%

110 IF i% <> CHR$ 13 THEN GO
T0 &5

115 LET tot=tot+ LEN p#

120 FOR n=16 TO 21: PRINT AT n
TAB 313" ";: BEEP .0f,n: NEX
PRINT AT 19,14;"E"; AT 21,

OR is="

140 LET x=sx:
TO LEN p#
141 IF p<15 THEN IF
15 THEN PRINT AT
": GO TO 150

142 IF p<135 THEN
15-psp#( TO 14+p);" "3

LET y=sy: FOR p=1
LEN p$-p<
20,15-psp¥;"

FRINT AT 20,
GO TO 150

143 IF p>14 THEN IF
15 THEN PRINT
TO p+i4)g" "2
144 PRINT

LEN p$-p>
AT 20,0;p%(p-14

80 TO 150

AT 20,0;p$(p-14 TO )
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150 PRINT AT 17,12;
ght " AND p#(p)="R"); ("Left
AND p#¥(p)="L"); ("Forward" AND p

INK 63 ("Ri

THEN LET d=d-
1: IF d=0 THEN LET d=8
160 IF p#ip)="R" THEN LET d=d+
1: IF d=9 THEN LET d=1

170 IF p#(p)="F" THEN LET ox=x
LET x=x+{(d=4) OR (d
}i-t(d=1) OR (d=2)} OR
LET y=y+{(d=2) OR (d=3)
OR (d=4))-((d=&) DR (d=7) OR (d
=8))

180 IF x=ex THEN
GO TO 2000

190 IF %<0 OR x>15 OR y<0 OR y>
31 THEN GO TO 2500

200 IF ATTR (x,y)=6&6 THEN GO
TO 2700

210 PRINT AT ox,oy; INK 4;"
AT x,v; INK &; CHR$ (143+d)
220 BEEP spd, iO% (p#(p)="F"): NE

IF y=ey THEN

XT p
230 FOR n

TO 15: BEEF .04,-51
BEEP .04,-7: NEXT n: 60 SUB 300
O: FRINT AT 17,0; INK 5; BRIGHT
13"Your program doesn’'t do any
moreNext time plan your moves mo
re carefully. Press any key to

tryagain.”: PAUSE 1: PAUSE O: L
ET c=c-1: NEXT c
2000 PRINT AT ox,oy; INK
AT ex,ey; INK 3; PAPER 5; FLAGH
1; BRIGHT 1; CHRE (143+d): GO
UB 3000: PRINT AT 17,103 FLASH

13 INK 1; PAPER &3 "WELL DONE !“:
FOR m=0 TO 5: FOR n=0 TO 10: BO
RDER S: BORDER 3: BEEF .01,m#*7+n
: NEXT n: NEXT m: BORDER O

2010 GO SUB 3000: FRINT AT 17,1
03 TAB 30: IF c<10 THEN PRINT
AT 17,0;"0K. Now try a harder pr
oblem. (Press any key to start
"z PAUSE 1: PAUSE 01 NEXT c
2015 BEEP .4,1 BORDER 3: BEEP
.2,10: BORDER BEEP .2,10: BOR
DER 3: BEEF .4,14: BORDER S5: BEE
P .4,14: BORDER 3: BEEF .4,i7:1 B
ORDER S: PEEP .4,17: BORDER 3: B
EEF .8,22: BORDER O
2020 LET per=mp/tot:
#100+.5: LET per=
B 3000: PRINT AT 17,03
RIGHT 1;"Well done !
leted
ook you"*
that"*

LET per=per
INT per: GO SU
INK 5; B
You've comp
every,problem. And it t
tot;" moves, which mean
“your thinking is "jper;

‘“efficient STOP
2500 GO SUB 3000: BEEF 1,-5: BEE
P 1,-14: PRINT INK S5; BRIGHT 13
AT 17,0;"Your program lead the

arrow off the screen. Think abou

t this when you write the nex
t proram. (Press any key to try
again)": PAUSE L: PAUSE O: LET c
=c-11 NEXT c
2700 PRINT AT ox,oy; INK 43°I"
AT ¥,y INK 23 PAPER 73 FLASH 1
3 BRIGHT 1j CHR$ (143+d): FOR n=
0 TO 30: BORDER 2: BEEP .0l,n: B
ORDER &: BEEP .01,201 NEXT n: BO
RDER O
2710 GO SUE 30001 PRINT AT 17,0

3 INK 5; BRIGHT 1;"You should no
t hit the red ! Think before
you program !"‘"{Press any key t

o try again)":i PAUSE 1: PAUSE O
LET c=c—-1: NEXT c

2999 STOP

3000 FOR n=16 TO 21: FPRINT AT n
105 TAB 313" “;: NEXT ns RETURN
8999 STOF

2000 POKE 23658,8: OVER O: INVER
SE 01 FLASH O: BRIGHT O: BORDER

O: PAPER O: INK 9: CLS : POKE 23
&09,9: POKE 23562,1: POKE 23561,

o
9005 PRINT AT 8,0;"Flease selec
t speed of arrow :"'‘ TAB 103"S
- Slow"; TAB 103"M -Medium"j TAB
10;"F - Fast"
9010 RESTORE i1 FOR n=0 TO 79: RE
AD a: POKE USR "a"+n,a: DATA B
IN 11000, BIN 111100,126,255,24,
24,24,24, BIN 111111, BIN 11111,
BIN 1111, BIN 11111, BIN 111011
» BIN 1110001, BIN 11100000, BIN
11000000, BIN 1000, BIN 1100, B
IN 1110,255,255, BIN 1110, BIN 1
100, BIN 1000
9011 LET w$= INKEYS :
" THEN BEEP .1,1:
9012 NEXT n
9020 DATA BIN 11000000, BIN 111
00000, BIN 1110001, BIN 111011,
BIN 1i1i1, BIN 1111, BIN 11111,
BIN 111111,24,24,24,24,255,126,
BIN 111100, BIN 11000,3,7, BIN 1
0001110, BIN 11011100, BIN 11111
000, BIN 11110000, BIN 11111000,
BIN 11111100
9025 DATA BIN 10000,
, BIN 1110000,255,255, BIN 11100
00, BIN 110000, BIN 10000, BIN 1
1111100, BIN 11111000, BIN 11110
000, BIN 11111000, BIN 11011100,
BIN 10001110, BIN 111,3
S029 DATA 255,129,129,129,129,12
9,129,255,255,129,129,153,153,12
9,129,255
9030 LET ox=15: LET oy=15
9040 DIM 14(10,250): FOR n=1 TO
10: READ 1%(n): NEXT n: DATA “11
S1500150715091704031206012005241
1241330, *1 152008000612091505241
2261104130714141515"
9050 DATA "115041531021305150221
11260506120711091210130913151218
1518" , "7043115150023032504240525
042908270904140511111314608080821
061707210921112112221524"
9060 DATA "110140925020313070313
04150224082502260428071908250818
09180715081 607100813091213121112
11150916111613181520111711251124
112507160717"
9070 DATA "305000000001400150021
01280200032004170920040613081013
15160524142801050107070214030321
0423"
9080 DATA “500240000020514140015
01160217071808191 122002202220422
052200260226042605260323 14250001
010402020402"
9070 DATA "70331061800170018G023
03150115071601171420040504200425
082905000804052307250609 13100905
0918092315251314151500230325"
9100 DATA "506140814010114041305
14050106121001110511081112111409
15150612071201131213011404141114
12140114041501 160223061507170514
05310815101506200625072207231220
13221215121711161117091710170918
09260719081907260826102710310714
0715"
2110 DATA “402131023011702170102
01090205080601110811031204130014
07140017002102170617061806210318
031909081 40809090912110911100815
15151016111712181319072014200922
15220923092410241025112512251324
14231422142415221525140914121324
1424"

IF wé <> "
LET i$=us$

BIN 110000

9119 IF i% <> "' THEN GO TO 913
(]

9120 LET i%= INKEY# »

HEN GO TO 9120

F130 IF i¥ <> "F" THEN IF i#% <>
"M" THEN IF i% <> "§" THEN GO
TO 9120

9140 LET spd=.03%(i# ") 4+.22# (1

F=UM") 4w
99959 RETURN

8"




BIG K I5 THE NEW GAM

MAGAZINE THAT BREAKS
ALL THH

RULES

At last a games
magazine that doesn’t
go by the book!

BIG K is the name
and BIG K is the game
and from the very first
pixel-poppin’ page you'll
know that no other sheet
on the street looks like if
or sounds like it.

Whatever BIG K gets
in its sights — whether it's
news, reviews, listings, or
hardware, it always plays it
a different way and says it a
different way. BIG K is technical,
BIG K is tactical but BIG K is
never typical.

BIG K isn't afraid to shoot from the hip —

and it’s always hip when it shoots.
If you want a magazine that's music to your
mieros then ours is more than just the
score. When we test rigs we don’t take
prisoners and we've a ‘no holds barred’
approach to strategy and adventure.
After your first byte of BIG K -

the game will never be the same,
Vic 0, Spectrum, Atari.

Spectrum graphics special — how to Go get it!

program great graphics into your micro\ SECOND ISSUE ON SALE
19th APRIL: 85p

&=
@]

§ FLEXIDISC -

3 great utility programs to
help you get even better
games out of the BBC
and Spectrum.

THIS ISSUE:

Falklands victor General Sir Jeremy
Moore reviews the latest war games.
1984 giant test — 3 forthcoming
British versus 3 American mieros.
Adventure X — a superb adventure
game for you to type

into your Spectrum.

Amazing games for Dragon, BBC,
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S GO SUB 9000
LS

10 C

20 PRINT AT 10,8;"a a a a a a
a a"

25 INK O

30 PRINT AT 11,7;"(17#ig8)"

70 FOR a=0 TO 9: FOR b=8 TO 22
STEP 2

BO PRINT
90 NEXT b
100 NEXT a
105 LET score=0:

AT a,bj"c"

LET energy=3

110 FOR a=15 TO 21: FOR b=8 TD
22 STEF 2

120 PRINT AT a,

130 NEXT b: NEXT

140°LET a=9%9: LET b=1&

150 LET »=0: LET y= INT ( RND #
8)+1
155 PRINT AT 21,1; PAPER 2; IN

K 73“SCORE=": FRINT AT 21,22; I
NK 7; PAPER 2;"ENERGY=";energy

140 PRINT AT a,b; INK &; BRIGH
165 IF y=1 THEN LET y=8
16é IF y=2 THEN LET y=10
167 IF y=3 THEN LET y=12
168 IF y=4 THEN LET y=14
169 IF y=5 THEN LET y=1&
170 IF y=& THEN LET y=18
171 IF y=7 THEN LET y=20
172 IF y=8 THEN LET y=22
179 PRINT AT x,y; INK 2;
73 FLASH 1;"d"

180 PRINT AT x-1,y;
190 LET s=x+1

200 IF x=10 THEN BO SUB 1000

FAPER

210 IF INKEY# " OR INKEY$
="2" OR INKEY#$ O" THEN GO sSU
B 2000

220 B0 TO 1460

1000 BEEP .1,-20: LET energy=ene

rgy=1
1010 IF energy=0 THEN GO TD 80O

[
1020 PRINT AT x-1,y;
1030 GO TO 150

2000 IF INKEYS ="1" AND b3B THE

2010 IF INKEY$ ="2" AND b<22 TH
EN LET b=b+2: PRINT AT a,b-2;"
2020 IF
B 3000
2030 RETURN

INKEY$ ="0" THEN B0 SU

3000 BEEF .01,50:
EEP .01,5: PRINT

IF b=y THEN B
AT x-1,y; INK

73"c"t LET score=score+10: LET »x
=0r LET y= INT ( RND #S5)+1
3005 PRINT AT 21,7; PAPER 2; IN

K 73score
3010 RETURN

8000 CLS : PRINT
1j"“You scored "jscore
BO30 FOR a=0 TO 20: BEEP .01, RN

AT 1,10; FLASH

D #20: NEXT a: PRINT AT 10,23 F
LASH 1;"Press any key to start a
gain"

8040 PAUSE 0

8050 RUN &

40 PRINT AT 12,73 (17#ig8)"
50 PRINT AT 13,7;" (17#ig8)"
S5 INK 7

40 PRINT AT 14,8;"b b b b b b
b b"

N LET b=b-2: PRINT AT a,b+2;"c

HE OBJECT of the game is to
stop the bugs descending onto
the microchip. You control the
protector, which is located just above
the microchip, using keys “1”” and “2”
for left and right and “0” to fire. Posi-
tion yourself below the bug as it runs

down the wire and shoot it. If more than
three bugs land they drain all your
energy and the game ends.

Chip Raid was written for the 16K
Spectrum by Peter Beard of London
SE23.

9000 FOR a= USR "a" TO USR "e"+
7

9010 READ b: POKE a,b
9020 NEXT a

9025 BORDER 4: PAPER 1:
Ls

9030 DATA 24,24,24,24,255,129,12
9,129,129,129,129,255,24,24,24,2
4

9040 DATA 24,24,24,24,24,24,24,2
4,90,153,90, 153,90,153,90, 153

INK 735 €

9050 DATA 90,90,219,219,219,219,
126,60

9055 PRINT AT 2,113 FLASH 1;"CH
1P_RAID"

9056 PRINT AT 5,9; PAPER 73 INK
2; "By PETER BEARD"

FO60 PRINT

ey to start®
9070 PAUSE O
2080 RETURN

AT 10,5;"Fress any k
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If you only buy ONE
computing book

THISIS
THE
LASSIC!

An entertaining, but thorough reference source
with the most readable, comprehensive glussary
you'll find anywhere. The Good Computing Book
for Beginners is an essential A-Z of all the facts you
need to know about computing — and none you
don't!

Whether you're brand new to computing, or an old
hand keen to stay ahead, you'll score by keeping this
classic, top-selling book within reach to use again and
5 again.

The author, Dennis Jarrett, is a successful journalist
who was also founder editor of Which Computer?
magazine — so his first edition quickly became a
standard work. Now this new, substantially

enlarged and revised edition covers the latest
trends, terms and technology with the relevant facts
— and ONLY the relevant facts — in plain English.

Here's another fact you'll find fascinating: it will only
cost you £2.95!

Use the coupon below to get your copy right away -
— or buy it soon from your bookshop. It's the one
book you'll turn to again and again.



‘- Y OU ARE a fireman in the sta-
tion at the bottom right-hand
corner of the screen. When you

see “‘Fire” call flashed on the screen

you must leave the station and attempt
to save as many people as possible. The
people jump from different windows
which makes your job more difficult. As
the fire progresses the building burns,
giving you less time to catch the people.

At the end of the game you will be told

if you have made the grade.

The Fireman was written for the
16K ZX-81 by Andrew Cassell of Liver-
pool.
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PRINT AT 20,0

i
130 PRINT AT N,o eSS
=

14© PRINT BT N, 8"

o
150 PRINT AT N-1)0; Sl
il

160 LET Yuv+ (INKEYS="8") - (IMKEY

210 PRINT AT

S20 PRINT AT B-%,0 " Wtmul =l
e

230 NEXT ©
240 PRINT AT B-1,0; R SR
Tl et

280 PRINT AT B-2,0;°

260 LET O=INT (RNDRL7+d)
281 PRINT AT B-2,0; M
270 LET B=Es+i

PRINT AT 20,R
PAUSE 150

FRINT AT 1@8,5;"¥OU DROFFED
PRINT AT 12,8, vOU SAUED

34 - & THEN PRI
VOU HAUE BEEN FIRED"

IF B-1:5 AND B-1:10 THEN BR

VOU ARE A FIREMAN GRACE 1

IF B-1;10 AND B-1:1% THEN P

"YOU RRE A FIREMAN GRACE =

IF B-1;15 THEM PRINT “voU R
E 3

FIREMAN GRAD
GOTO 390

<, “¥OU SAVED TH

381 PRINT AT 12,5:"YOU ARE A FI

410 cLs
480 BRINT BT 10.5; “ANOTHER GO

430 IHPUT

THEN RUN
Plgate
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ata price you can afford.

Interface

@ Easytoprogram

@ 1kon board memory
® Own rear edge connector — for printers etc
@ Compatible with all standard "
Joysticks i

® Self centring

® 2independent fire buttons

Telephone us now for your nearest stockist!

CAMBRIDGE COMPUTING

I 1 Ditton Walk, Cambridge CBE BQZ Telephone 0223-214451

Atlast... A joystick that works!

Cambridge Computing bring you the first programmable joystick~

JOYSTICK, INTERFACE
AND TAPE

Joystick

® 8 Directional microswitched action

90

COMPLETE

Tape

@ Easytouse program enables the interface
tawork on ALL software

® Keeps a record of all your gamas — 50 you
only needtotellitabout each game once!

e e s e e
For Spectrum sp
| soywick. Intorface & Taps st £34.80) | anclose cheque/postal order for E........

| !nterface and Tape at £27.90. made payable to

I Joystick only st £7.90 ... Cambridge Computing Limited l
I |
Lo ]

e

(_BUPER- LEAGUE@

uw b L F A eus| Foruseon
48K

& IPpswi 18 41 208 S4
Z Civer i 8 8 &1 37 85 | SPECTRUM
3 Hotts 32 2 22 35 38
4 Birmi
5 Udest
g Souts

eicest
5 HNotis: ¢ i
S Uolves -
1@ Tottenh)
R *
13 watforid £ ¢ M - ¥ .
1 Everton| il o A 3
18 Horiwi ch - N
iE Goventr|
17 Aston ¢ N
18 Han.Uni ¢ 3
16 Luten T s
28 W.B.A. £
21 Arsenay
53 Sioke € ¢

X
@ Full 22-1eam League o - T
$ ith minute

4L pakhi s BEsELIEE: & eveiifh 1

@ Full 11-2-side match act - .
. smm}.zw'\r:g:: < Be a top tactician and

® O s sowsest watch your team play in

s iy the safety of your home!

8 ikea pa sl R

# Leagus ke o esuts o screenang Also form any league of
potes

& Saveseasmntodateon e oo 22teams and pick
c.p&p)| Yourown players!
Order direct
CROSS SOFTWARE, Also available from selected stores
in the London area (including
36 Langford Crescent, Virgin Megastore, Oxtord Street)
arnet, Herts, EN4 9EH

HIRE S5FrikE

CHOOSE FROM OUR VAST RANGE
FREE 26 page CATALOGUE with full details of our range of over 280
different programs for the 2X SPECTRUM. All hired with the consent of
the publishers. Whether you prefer to ZAP aliens, get lost in an
ADVENTURE game, EDUCATE your children, CALCULATE the family
finances or COMPILE machine code programs WE HAVE THE RIGHT
TAPES FOR YOU TO HIRE,
FAST SERVICE
We stock up to 60 manulacturers’ original copies of each tape (over
3000 tapes in stock), and can normally despatch yourtapes the day we
receive your order, and we always use first class post.
LOWEST PRICES
We believe our prices are the lowest of any library, yet we offer the
LARGEST range of titles. Hire up to 3 tapes al a time, for 2 weeks, for
only £1.07 each (inc. VAT & p&p)
FREE TAPE HIRE
Foralimited period, we will send your first tape (your choice) FREE, so
join our library now. You can't afford NOT to! If you've tried another
library and are wary of our claims send a stamp and we'll gladly send
you a copy of our catalogue - we're confident you'll joinwhen you see it!

NATIONAL 22 sme s
SOF TWARE
LIBRARY

lenclose cheque for £6.00 for LIFE MEMBERSHIP and | understand that
my firsttape hire will be FREE. If, within 28 days, I'm not delighted with your
service you'l refund my membership fee

Mame L —

Address
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HEN the program is RUN
you have the option of calcu-
lating gas or electricity bills.
Input the previous meter reading and
the current meter reading. The com-
puter will calculate the amount of gas or
electricity used and the total of both
bills can be obtained. If necessary, the
standing charge and cost per therm or
unit can be changed.

Bill Calculator was written for the
16K ZX-81 by Colin Moore of Green-
ock, Renfrewshire.

-

INTED COPY

THE FOLLOWIMNG RERAD IM

1@ CLS

2@ PRINT AT @,@; "WHICH DO YOou
REQUIRE (1) GRS

(21ELECTRICI

0 b

3@ IF INKEYS THEN GOTO B@

4@ IF INKEYS$ THEN GOTO 21@

S® GOTO S@

6@ CLS

PRINT

8@ PRINT AT 2,0@; "PLEASE INPUT
THE FOLLOWING READINGS"
S0 PRINT AT S, 0 EE=EVE=mNE
108 INPUT PRG
11@ PRINT AT S.22;PRG
128 PRIMT AT 7,0; EH=S=IE"
i5@ IMPUT TRG
4@ PRINT AT 7,22;TRG
152 PRINT
" (TREG-FPRG) 100
1SS LET THE= ((TRG-FPRG) #*1034) 710
1]
16@ FPRIMT AT 11,0 " Ek=E=ES

S arnt=
PRINT AT 13
£9.90"
FPRINT AT 15,0; THE; " NElEJ=EEN
S INT ((THE %
s) s10@
LET TCE=INT ((THE=#*

*12@+.5) ~10

PRINT RT 17 .,@;
£ TCE
FRINT AT 19.@; "DO0 YOU WANT

¢ i el
IF INKEY &='"%Y'" THEN COPY
IF INKEY &="N'" THEN GOTO =2@S

O THL CHHRGE]

GoOTO =Ze=
cLs
FRINT AT @,@;

FRINT AT

“"FLERASE INFPUT

24 FPRINT AT 5,0 EEEEE=NE
@ IMFPUT FPRE
PRINT =, PRE
PRINT

288 IMNPUT TRE
290 PRINT AT 7,22;TRE
S0 LET UN=TRE-FRE
F1e PRINT AT 9.0; PN
I2@ PRINT AT 2,22; Ul
33@ IF UN<1i& THENM FRINT AT 11.@
UM EHEEEENEEETS = £ INT
(UN#14.192/10@0) #100+.5) 100
S4@ IF UN<16 THEM GOTO 390
EFE@ LET SUN=UN-15
8@ PRINT AT 11,@;"41S
= £ INT ((15%14.19/100) %
100+.5) /100
37@ PRINT AT 13,@;SUN; "
= £ INT ((SUN%#4.S2-108)
#1000+ .5) £10@
FS@ PRINT AT 15.@; " iEIN=E=

£V INT ((1S#14.19-,100) %
100+.5) /1@@+INT [ (SUN%#4.5S2-1001
1@@+.5) ~10@
I PRINT AT 17,@; "0 YOU WANT
A PRINTED CORY (VM1
4@@ IF INKEY & ¢ THEN copy
41@ IF IMKEY$="HN" THENM GOTO 43@

420 GOTO 400

4a3@a CLS

440 PRINT AT 2.0;"00 YOU LIANT A
TOTAL OF BOTH GAS ARG ELECT
RICITY (YN

450 IF IMKEY$="%'" THEN GOTO 450

48@ IF INKEYS$="N" THEN GOTO 1@
47@ GOTO 45©
48@ PRIMT AT &, =]
49@ PRIMNT AT &, £ TCE
S@@ FPRIMT AT 8,0; ' ENSsEE=hishaRd
S1@ FPRINT AT &.20; '£"; INT ((15%

14.19-100) #100+.51 /1@ +INT { (SUN

#4 .52.-100) *100+.5) ~10Q
s20 FPRINT AT 10, 0; ' ii=Ad=IN''

S53@ FRINT AT 10,20; “£9;TCG+ (INT
((1S5%14.19-100) £100+.5) 1@ +IMT
(ISUN24 .S2-/100) £10@+.5) £10a)

S4@ FRINT AT 12,@; 'DO YOuU WANT

A PRINTED COPY (Y. R
SS5@ IF INKEYS THEMN COFY
SE@ IF INKEY &= THEN GOTO 1@
S7@ cOTO S50
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Two dreat sames
on oneE tape

DEFUSIO Time is running out . . . you are only
seconds from an explosive experience.

A live bomb ticks menacingly as you try to get near enough to defuse it.

Unfortunately your path is littered with Booby Traps. To say nothing of a

very determined Hit Man, who follows your every move as you race to
stop havoc and devastation.

e To further confuse you, you may only use each path
once. So take care you don’t get
trapped. In the direst
emergency it is possible to
make a new path, but that
will take the one thing
you haven’t got . .. time!

What's slimy and nasty and

ties itself . . . and you

in knots?

You control the worm as it
grows and grows, relentlessly
filling the screen with its
segments. Take care to keep
clear of your own tail, as
contact means certain doom.

Only by exactly locating the
Black Segments can you cross
your own path. But watch out :
for the Bluebottles. You must
eat one to avoid crushing
yourself to death . ..

NOW AVAILABLE DOUBLESIDER

FROM YOUR MAIN
SOFTWARE RETAILER.

gk srecrrum - @Kctel



_ Soft Theme

Adventure games: Playing,
choosing and writing them

LWAYS HIGH in the lists of
Abes[rselling games for the Spec-

trum is an assortment of adven-
ture games. That has led to a
proliferation of adventure games on the
market and also to a huge growth in
computer owners perplexed by puzzles
included in specific adventures.

Adventure games are those in which
the player moves round a large playing
area by collecting various objects, solv-
ing puzzles, and finding the correct
instruction which allows movement to
the next location. Most good adventures
are mappable — a map can be drawn by
the player showing the various locations
included and their relationship with
each other. y

An arttractive feature of adventure
games is that commands can be entered
in English and the computer will then
appear to follow those commands. Very
few games, though, allow the player to
enter anything approaching a normal
English sentence. Most restrict the
player to two words per entry, a noun
and a verb, such as TAKE ROPE or
WEAR RING. Another restriction is
that the computer is usually pro-
grammed only to interpret the first four
letters of a word, so that the most useful
words tend also to be the shortest.

The limitations in vocabulary are not
always explained in full to adventurers
and neither are the commonest words or
abbreviations. Most adventure games
accept the letters W, E, N, S as west,
east, north and south respectively. R
will often repeat a description of a
location, INVEN will produce a list of
objects carried, SCORE will give some
indication as to how much of the adven-
ture has been completed, and HELP
will sometimes provide a clue, albeit a
very obscure one.

The first adventure games were writ-
ten on large mainframe computers and
were adapted only later for use on
microcomputers. The most famous of
the mainframe games has been adapted
for the Spectrum by several software
houses including, most recently, Mel-

44

bourne House, which has labelled it
Classic Adventure. It is a text-only
adventure which rakes the player down
through subterranean passages to find
treasure and bring it back to the surface.

It is very economical in that there is
almost nothing to be found in it which
cannot be used at least once. It is also
very complicated. Release the bird too
soon and you will be unable to pass the
snake, wave the wand in the incorrect
place and nothing will happen, say the
magic words in the incorrect place and
vou return to the start. Players have
spent months lost in the caverns. The
game is very good value, unless you
already own the versions produced by

@lassic
Adventure

Abersoft, Syrtis Software or CP Soft-
ware.

Use of graphics in adventures has
been used by Doric Software in The
Oracle’s Cave. The player’s aim is to
move through subterranean tunnels,
fight monsters, stay alive and find the
treasure. The player is represented by
an animated figure on screen which
walks convincingly through a series of
tunnels.

In animating an adventure to that
extent Doric has moved away from
more conventional adventure formats.
Options open to the player are always

shown on screen, so there is no difficul-
ty about selecting the correct words to
move; the problems lie in moving in the
correct direction and completing the
quest in a set time.

Other manufacturers have put adven-
ture and arcade game together to pro-
duce enjoyable combinations. Black
Crystal by Carnell Software allows the
player to move across an illustrated map
on which monsters, and items desirable
10 an adventurer, are hidden. If a mon-
ster is encountered the player must
decide instantly which of a number of
pre-defined options to use to kill the
monster and win the fight. The adven-
ture is enormous, divided into many
parts on two separate cassettes.

Atic Atac by Ultimate Play The
Game, one of the most enjoyable games
on the market, also combines arcade
action and adventure strategy. The
player moves from location to location
in a five-storey building, each of which
is illustrated in detail very quickly.
Moving through the building and dodg-
ing and killing attacking monsters is
difficult enough but to find the golden
key necessary to escape and complete
the adventure requires a map, or a very
good memory, a knowledge of how to
kill some of the more persistent mon-
sters, and the skill necessary to enter
some of the more inaccessible rooms.

Black Crystal and Atic Atac are both
absorbing and challenging games. That
does not mean that all such combina-
tions are certain to be enjoyable. The
Warlock’s Treasure by CRL pro-
duces a plan of an ancient castle. By
searching the rooms and passageways
the player should be able to amass
sufficient clues to find evil C Snicliar’s
treasure. Monsters materialise suddenly
and must be despatched quickly, objects
are hidden, and the entrance to the
cellar cannot be found easily. Although
the program bears a resemblance in
outline to Black Crystal it is slow-
moving and unappealing, lacking suffi-
cient originality to interest a player for
long.
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THE WﬁHLOCK S

Likewise Camelot, which sets a
player moving round a map and then
draws each location in some detail,
proves uninteresting very quickly. Skill
is involved in keeping yourself and your
troops alive for long enough to collect
all necessary objects and return to
Camelor to be crowned king but, es-
pecially on the easy level, the game is
not difficult and the range of options is
very limited.

Phoenix Software has investigated
another way of combining adventure
and arcade with its programs Dodge
City and Jokers Wild. Each of the
packages contains two cassettes, one of
which is an arcade game and one an
adventure game. To reach the adven-
ture, certain skill levels must be
achieved in the arcade games. At the
end of skill levels, clues to the adven-
ture are provided, so thar each player
necessarily will begin the adventure
with some clues. The arcade games are
very difficult, especially at the higher
skill levels, so only quick-fingered ex-
perts will have the chance to play the
adventures,

Virgin has also partially combined
the two types of game in its program
The Island. It contains straightforward
but infuriating games in the adventure.
They can prove frustrating as when, for
example, the player has been proved
agile enough mentally to set sail for the
island but is not agile enough manually
to reach it without being shipwrecked
on the rocks which must be negotiated

SINCLAIR PROGRAMS May 1984

during the voyage. The Island is also
novel, in that it includes sound effects
other than tunes in the adventure. The
flute, when blown, plays tunelessly, and
when the mosquitos begin to buzz it is
time to reach for the quinine.

One other variation on the adventure
is the comic plot. It has been utilised to
the full in the Automata Pi-mania and
My name is Uncle Groucho, which
are full of the worst jokes which the
player is likely to face in a computer
game. Both games, however, offer
major prizes for the first player to com-
plete the adventure and solve the puz-
zle, both of which prizes are, as yet,
unclaimed.

Also humorous are Mad Martha
and its sequel, both from Mikro-gen.
An element of bathos is present in both
programs, as the adventure format is
transferred from a mystical world of
elves and magic to a British suburb and
a Spanish resort where the monsters are
raging stereotypes and the hero’s first
problem is to escape from his bedroom.

Writing new
machine code
adventures

Writing your own adventure games is
possible on both the Spectrum and ZX-
81. Sinclair Programs has published Es-
cape From Time for the Spectrum,
and Haunted Dungeon for the 1K
ZX-81, both of which showed that writ-
ers of good adventures do not have to be
machine code wizards and that adven-
tures do not have to be extremely long
programs.

For those who do not feel capable of
programming an entire adventure, Gil-
soft has produced a program called The
Quill. It enables users to write machine
code programs without having to pro-
gram anything but simply by filling-in
all the correct details. The Quill is also
very flexible and makes very few as-
sumptions about the form of an adven-
ture to be programmed, which means
that the amount of detail to be pro-
grammed in it is very large, so that even
the simplest adventure can take two
hours to create.

Once a game has been created, Gil-
soft will allow its authors to market it.
An example of a program written with

Soft Themse

the Quill is Diamond Trail, also by
Gilsoft. It is a text-only adventure
which is full of clues, locations and red
herrings. It is a difficult and enjoyable
adventure which can prove very frus-
trating as the player starves to death in a
certain number of moves unless food is
found, The time limit indicates that a
solution can be found in a set number of
moves but finding the proper combi-
nation means beginning the game over
and over again.

There are some excellent adventure
games for the Spectrum on the market,
among which The Hobbit by Mel-
bourne House and Valhalla by Legend
are outstanding examples. There is also
a growing number of bad adventure
games which tend to treat the format as
some obscure form of word puzzle in
which the player cannot progress until
the correct code words have been
guessed at the proper point.

Cassette cases can give some guide
to the quality of an adventure. Instruc-
tions which are mis-spelt suggest that
there may be bad spelling in a game and
there is nothing more frustrating than
being frustrated seeking for ways to
escape while being nagged by the doubt
that you have chosen the proper words
but they are mis-spelt in the program.

Also to be avoided are programs
which do not give clear or adequate
instructions, If they do not consider the
player from the outset, they may con-
sider the player even less when the
game is in progress.

Spectrum 48K

ADVENTURE GAMES




FANTASTIC HALF-PRICE
SPECTRUM SOFTWARE
OFFER

Yes — we have negotiated an exclusive deal with Sinclair Research Limited for five of their most popular
Spectrum software cassettes. Order any two or more and you can save over 50% on the usual selling price.
But hurry, because stocks are limited and at such amazing prices, demand is sure to be heavy.

So choose your favourites from these best-sellers and send your order today.
sincl=ir

THE SHIP OFDOOM
o
Z ¢ Ii‘y

Adventure A Adventure B Adventure C

— Planet of Death — Inca Curse — Ship of Doom
Normal price £6.95 Normal price £6.95 Normal price £6.956
our price £3.45 Our price £3.45 Our price £3.45

sincli=ir

EMBASSY ASSAULT
Adventure D

— Espionage Island
Normal price £6.95
Our price £3.45

Embassy Assault
Normal price £4.95
Our price £2.45

ORDER FORM

Send to: Sinclair Research Ltd., Computer Division, Camberley, Surrey, GU15 3BR
Please supply the following Spectrum software cassettes:

Qty Title Unit Price Total
Adventure A 3.45
Adventure B 3.45

Adventure C

Adventure D

Embassy Assault

Post and packing 0.50
Total due

| enclose a cheque/ postal order made payable to Sinclair Research Ltd., for£

Please charge my Access/Barclaycard/ Trustcard Card number: — - SumdugE = Se ST
Name

Address

Signature Date
N.B. We regret this offer applies to U.K. readers only. Allow 28 days for delivery. Offer applies while
stocks last.

Remember. You must order at least two cassettes — any combination — to qualify for this special offer. Please add 50p post and packing
{irrespective of size of arder).



GOALKEEPER

LAYING the role of the Goal-
Pkeeper in this program written

for the 16K Spectrum by Avi
Margalit of Israel, you use key “5” to
move left and “8” to move right. You
must prevent as many goals as you can.
If you concede a goal the game ends and
you are told how many goals you pre-
vented.

4 CLS : RESTORE
S G0 SUB S00
6 GO SUB 700
7 PRINT AT 18,1;"READY? pres
s any key to start!": PRINT AT
16,12;"<5 8"
8 PAUSE O
9 PRINT AT 18,1;3"
By AT la 12
L]
10 LET x=1&6: LET n=0
20 LET y= INT ( RND %14)+9
25 LET n=n+1
30 FOR i=20 TO & STEF -1
40 PRINT AT i+l,yz" "
S50 PRINT AT iyyg'e"
60 PRINT AT é&,x3" "
70 LET x=x+( INKEY# ="B")—( IN
KEY# ="5")
B0 LET x=x+(x=8)—(x=23)
70 PRINT AT &,x;"a!
100 BEEP .05,1
110 NEXT i
120 IF x=y THEN GO TO 20
125 PRINT AT &.%3" "
127 PRINT., AT Ghwys" "
135 GO TO 1000
S00 PLOT 70,125: DRAW 0,40: DRA

W 115,0: DRAW 0,-40:
¢ DRAW 30,20:

PLOT 70,123
DRAW 115,0: DRAW —
30,—-20: PLOT 70,165t DRAW 15,101
DRAW 115,0: DRAW -15,-10: PLOT
100,145: DRAW —-15,30: PLOT 200,1
75:  DRAW 15,-30

510 RETURN

700 FOR i=0 TO 7

710 READ a: POKE USR "a"+i,a

720 NEXT i

730 DATA 24,24,60,%0,90,24,36,1
02

740 RETURN

1010 PRINT FLASH 1;
(] XN

1020 FOR i=-20 TO 30 STEF 2
1021 BEEP .1,i

1022 NEXT i

1030 FRINT FLASH O3 AT 1&6,113"

AT 16,113"6

1050 PRINT AT 17,23"YOU STOP
3" BALLS"

1060 PRINT AT 21,1;"Do you want
to play again!{y/n)"

1070 INPUT a#

1080 IF a%="y" THEN 6O TO 4
1100 STOF

g

Line 4 clears the screen.

Line 5 sends the computer to the sub-routine at line 500,
which draws the goalposts on the screen.

Line 6 sends the computer to the sub-routine at line 700,
which sets up the user-defined graphic A. From then in the
program, whenever graphic A is printed on the screen it will
appear as a goalkeeper.

Lines 7 and 8 print the instructions and wait for the player to
press a key.

Line 9 ensures that the screen is blank except for the
goalposts.

Lines 10 and 20 set the values of your score and the co-
ordinates n, x and y — n and x are fixed numbers, while y is a
random number.

Lines 30 to 60 move the ball across the screen and ensure that
only one ball can be seen at a time.

Lines 70 and 80 allow the player to move the goalkeeper but
not to send him off the edge of the screen.
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Line 90 prints the goalkeeper.

Line 100 makes a small noise.

Line 110 returns the program to line 30 unless the ball has
reached the net.

Line 120 sends back the computer to line 20 to begin the game
again if the goalkeeper has saved the ball.

Lines 125 and 127 clear the screen again.

Line 135 sends the computer to the sub-routine at line 1000.
As there is no line 1000, the computer goes straight to line
1010.

Lines 1010 to 1022 flash GOAL on the screen, with accom-
panying noises.

Line 1030 clears the screen.

Lines 1050 and 1060 give your score and ask whether you
wish to play again,

Lines 1070 to 1110 re-start the game if you answer “y” or stop
the game if you press any other key.



HE OBJECT of Clean Sweep
is to eat all the black boxes
using the cursor keys. You can
go off the screen and re-appear on the
other side if you move too quickly.
When you have swept the sheet clean,
press “P” and the time in which you
cleared the screen will be shown.
Clean Sweep was written for the 16K
Spectrum by A Terry of Newcastle-
under-Lyme, Staffs.

2 GO0_TO 190
3 CLS

4 FOR e=1 TO 10

5 LET INT ( RND #20)

& LET d= INT ( RND %30}

7 PRINT AT c,d;"(igB)"
NEXT e

9 BORDER 2: PAPER 7: INK 1
10 LET a=é

20 LET b=7

25 FOR g=1 TO 2000000000
30 IF INKEY$ ="7" THEN LET a

INKEY$ ="&" THEN LET a
INKEY$ ="5" THEN LET b

INKEY#$ ="8" THEN LET b

INKEY$ ="p" THEN GO TO

.- !I‘
70 FRINI AT a,bj"+" e " ~ T - b )
73 IF a=21 THEN LET a=0 s
e CLEAN SWEE]S

50 NEXT q

100 CLS 150 PAUSE 0 220 PRINT “"When you have press
110 PRINT “YOU HAVE CLEARD THAT 170 LET e=e+S i

" 175 CLS 230 FRINT : PRINT 1 PRINT @ FRI
120 PRINT "CAN YOU CLEAR THIS ? 180 GO TO 4 NT

o 190 CLS 240 PRINT “"PRESS ANY KEY TO STA
130 PRINT AT 5,9;"YOUR TIME IS 200 PRINT "The name of the game RT"

="pq is eat the black boxes" 250 PAUSE O

140 PRINT AT 10,2;"PRESS ANY K 210 PRINT : PRINT : PRINT : PRI 260 GO TO 3

EY TO START" NT

= et HE FIGHT is on between your
=

r '_‘; |J cowboy and the computer cow-

18 boy. Wait umil “FIRE” is

flashed on the screen and then press any
key to shoot. If you are not fast enough
the computer cowboy will shoot you
first and you will be told how many
rounds you survived. The game can be
made easier by changing the 7 in line 40
to a bigger number.

Duel was written for the 1K ZX-81
by Pascual Nicholson of Lowestoft, Suf-
folk.

ﬁ"a“

1 LET s=2

5 cLs

10 PRINT AT ©,0; ' -M- -=
-¢iTRE @i @ = TAs @;
a i

i

a

28

30 PRINT AT 10.@;  “FIRE..."
42 FOR I=1 TO 7
4B IF INKEYSTT THEN GOTO 100

=@ HNEXT I
&2 FOR I=2 TO 11
&8 PRINT AT 1,T;".";AT 1,I;"

70 NEXT
00 FRINT AT ©,21
b “iTAB 213
JAT 18,8, "YOUR SCORE UAS °
s PAUsSE 3@@
UN

11;

se R
1@ FOR I=11 TO 2 STEP -1
108 PRINT AT L1,I;". ;AT 4,I;

110 NEXT I
ais
i

1@,®; “UELL DONE "
120 LET Ses+1
i1=5 FAUSE 100
138 GOTO ©
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SUICIDAL ==X X
FIGHTER. =

OU CONTROL the “+” which

you must line up with the on-

coming bullets. Once you are in
the line of fire you must disperse the
bullets by firing at them. Use keys “Z
and “C” to move left and right and
“M” to fire.

Suicidal Fighter is a beginners’
program written for the 1K ZX-81 by
Edward Stratron, aged 13, of Eastleigh,
Hampshire.

10@ IF INKEY&=''"M THERN GOsSUB 14

LET

LET ]

LET 11@ LET RA=A+.95S

(55 g NT 12@ IF A=11 THEN GOTO 17@

CLS 15@ GOTO Se
FPRINT AT 21,1;" 14@ IF B=C AND R<«8& THEN LET S=S

PRINT AT 212,1; +1
PRINT AT &8.B-1 + “;AT A,C 1S@ IF B=C ARND R<3& THEN GOTO 3@
i) 18@ RETURRN
2@ LET B=5+ (INKEY&$="C'" AND B<1 17@ PRINT AT S,1; "THE END"; AT @
@) - (INREY&="Z" RND B>1) L= H|>"; S

, ENT TO a graveyard, your mis-
! sion is to collect the gold scattered
| f / around. There is a resident ghost

in the graveyard waiting to catch the
intruder. As the ghost chases you it
drops further pieces of gold which you
can collect, using the cursor keys.

Ghost Chase was written for the 1K
ZX-81 by Andrew Colebourne of Wir-
ral, Merseyside.

i@ FRINT - perae
20 FOR h=i T

20 PRINT

10 NEXT N

B0 PRINT S

&6 FOR M=1 TO

@ PRINT AT 1+4RNDS7,1+RND#7;CH

180 IF A=C AND BaD THE a1

190 LET A=A+ (INKEYS="8" AND Ao
.

B CTNKEY © AND Bis
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OU ARE a lone crusader travel-
ling through the galaxies in your
rocket. You are faced with sev-
eral hazards along the way which you
must dodge, including the stars and
space phantoms. You can ride on the
moon bases to gain extra points but do

not land for too long or you will be
carried away. There are 30 skill levels
from which to choose. Use “1”" to move
right and “0” to move left.

Space Race was written for the 16K
Spectrum by E Marsden of Upper
Denby, W. Yorks.

10 GO SUB 1000

20 LET LET =20

30 LET

40 LET

50 IF q=20 THEN LET a= RND %2
941

40 LET b= RND #v

70 LET c= RND *v

80 LET d= RND #150

90 INK 73 PRINT AT y,x3"£"

91 LET w= RND #3-1

93 IF atw<Z OR atw>27 THEN LE
T w=-w

94 LET q=q-2

95 LET a=a+w

56 IF q¢1 THEN LET g=20

97 IF v>600 THEN PRINT AT g+
Lya—wj INK 24" %

99 IF w>a THEN LET a=a+i

100 PRINT AT g,a; INK 2j“a"
110 IF b<30 THEN PRINT AT 20,
b; INK 33"b"

120 IF c<30 THEN PRINT AT 20,
c; INK Sphg”

130 INK &1 IF d<28 THEN PRINT

AT 20,d3"d(g3re"

140 IF SCREENS (y+1,x) <> " *
THEN 60 TO 500

150 LET w=x+( INKEY$ =*0")—( IN
KEY$ ="1")

160 LET s=s+1

+ PRINT AT 20,313"."}

PLOT RND %240+10,10
RND #240+10,10

IF y<7 THEN GO SUB 400
PRINT

POKE 23692,-11 PRINT

IF y<i THEN 60 TO 700

PLOT

240 6O TO SO
500 IF ATTR (y+1,x)=& THEN
T s=s+21 LET y=y-1: GO TO 150

LE

520 IF ATTR (y+1,x)=7 THEN GO
TO 750

530 FLASH i1r INK 21 PRINT AT y
SRy N3 AT v+l x=1j" 84"

540 INK 7: PRINT AT 15,23"!11V
DU RAN INTO AN ALIAN!!!'"®

550 INK 2: PRINT AT 17,10;"SCO
RE "ymz" o

560 BEEP 1,-15

570 FLASH 0: PRINT ; INK 73"any
key to play”

580 IF INKEY$ =" THEN 60 TO
580

585 INFUT ;"select level (1 to
30 v

587 LET v={(31-v)#*30

590 CLS : GO TO 20

400 IF SCREEN$ (y,x)=" " THEN
LET y=y+1

610 RETURN

700 INK 7: PRINT AT 10,5;" you
HAVE BEEN CARED OFF
BY A STRAY MOOM!!"

710 PRINT AT 15,11; INK 2;"HAR
D LUCE™

720 GO TO S50

750 INK 7: PRINT AT ¥ 2
760 PRINT AT 10,0; INK 2;"YOU
RAN INTO A STAR — YOU FOOL!!

770 GO TO S50

7: PAPER 0: ELS : BORDE

RO

1010 FOR m=1 TO &: READ a1 FOR

n=0 TO 71 READ s:
281 NEXT n: NEXT m
1020 DATA "“a",56,245,250,45,123,

POKE USR a$+n

156,167,34,"b" 86,231 ,23,148,12,
12,145,88
1030 DATA "c",76,34,251,32,34,65

187,121
1040 DATA "d“,255,255, BIN 01111
111, BIN 00111111, BIN 00011111,

BIN 00000111, BIN 00000001,0,"e
", 255,255,254, 252,248,224, BIN 1
GO00000 , O

1050 DATA "f", BIN 00011100, BIN
01001001, BIN 01011101, BIN 001
01010, BIN 00010100, BIN 0001010
0, BIN 00001000, BIN 00001000,"g

"0
1055 FOR n=0 TO 255 STEF 3: BEEF
.02,%5: INK 3: PLOT 127,87: DRAW
n—-127,87: NEXT n

1057 FOR n=175 TO O STEP =3: BEE
F .02,0: INK 3: PLOT 127,87: DRA
W =127 ,n-87:1 NEXT n

1060 FOR n=255 TO O STEP -3: BEE

F .02,-10: INK 3: PLOT 127,87: D

RAW n-127,-B7: NEXT n

1065 FOR n=0 TD 175 STEP 3: BEEP

.02,10: INK 3: PLOT 127,87: DRA

W 127,n-B7: NEXT n

1067 INK 73 PRINT AT 5,105 FLAS
"MOON £ BASE": INK 2: FOR n=

STEP 21 BEEP 0.002,-201
PRINT AT 10,2;"abcabdcbaeababdf
afabbababaa": PRINT AT 14
PRINT AT 16,0;" INK S:
AT 15,0;"1<>0 DODG-a sRIDE-d(g
F)e ,600D LUCK"
670 FAUSE 500

FPRINT

1080 CLS
1090 GO TO S&0
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OLLECT the mail sacks dotted
about the screen using the
cursor keys to move. Each time
you collect a sack you gain an extra
carriage. You must avoid back-tracking
as you will run into your own carriages
and you must also take care not to crash
your engine.
The Mail Train was written for the
16K ZX-81 by Stephen Woods of High-*
bridge, Somerset.

S
1q o
‘4"-‘1‘»1|u’4/,
L/ [J )‘ LN
— — e

LET HS=@
GOTO S0
cCLsS
B e
LET
CET
FOKE 16415 ,@
LET A=RA+INT
cCLE
eS? oIH
28 CET
LET

3

IR ]

c
H

588

(RND %181 +7

Lo B

WO0EGE

Sti12ee)
N=2
S NSNS SRR

LET B%

12
13@
14@
15a
168
181

PRINT A%

FOR B=1 To 22

PRINT B

NEXT B

FPRINT A%

LET H&=STR% H3
162 FOR B=1 TO LEN
163 LET HS$(B) =CHRS&

) +12E) :
164 NEXT B
17@ PRINT AT 23,1@;°'

M Hs
12@ FOR B=1 TO A
181 LET W=INT (22%RNE+1)

Hs
ICODE

(H& (B)

182 LET Z=INT (30%RND+1)
183 PRINT AT W,Z;

154 IF PEEK (PEEK 16398+2S6%PEE
K 183991 <>@ THEM GOTO 1851

185 IF W=3 AME Z<4 THEN GOTO 18
1

129@ PRINT AT W,Z; ="

zZe@ NEXT B

218 LET X=(RPEEK
1ES97) +300

16596 +258 xPEEK

220 LET M=21

238 LET Y=Xx

28@ FOR T=1 TO 120

288 LET S(T)=x

3@@ IF INKEYS<>"'" THEMN LET N=(I
HMKEY $= I+ UIMKEY S5="6") 33— (INKE
Y&="5"] —(INKEY®="7"'"" £33

IF M<»>®@ THEN LET M=
I PEEK (X+M) >4@ THEM GOTO

IF PEEXK X+HY <@ THEN LET S
a

POKE X ,S5a

POKE (X+M) , 4@

FPOKE (S(T-SC+SH1) , @

IF A=SC-5H THEN GOTO S0

IF T=120@ THEN GOTO SSe
LET X=X4+M

NEXT T

LET SH=3C

FRINT AT ©,@; " "YoOUR SCORE IS
‘iB8C

FOR B=1 TO &@

NEXT B

GOTO 95

PRINT AT @,@; "SORRY
OF TIHE 0
IF PEEK

¥You RAN

(X4+4M)1 =52 THEN PRINT

I
E 1

508 PRINT AT S,0;
5 8C

@S IF SC>HS THEN LET HS=5C
51@ POKE 16418,2
B2 PRINT "PRESS RANY
O ORAGAIN'T

825 PRUSE 4E4

540 GOTO S

s CLS

S@es PRINT AT 5,@; “THE MAIL TRATI
N, THE OBJECT OF THEGRME IS TO GU
IDE THE ENGIKNE (00C) AROUND THE 5
CREEN COLLECTING THE MAIL BAGS.
YOoU MUST, NOT HIT YOUR OuWUN CRARRIA

“You sSCorReED:

KEY TO FLA

GES oORrR CRASH YOUR ENGINE 5
S04 FPRINT RT 19.,0; "PRESS ANY KE
¥ OOEO PLAY

S205S PAUSE 4E4

S@es GOTO 4

9999 SAVE “"TRAIM
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LAYING the part of a tiger
Pwhi:h has escaped from an enclo-
sure in a wildlife park, you start
in the bottom left-hand corner of the
screen and must stay free for as long as
possible. The park-keepers are chasing
you in an attempt to return you to your
lenclosure. Your score is based on time
you manage to stay on the run. Use keys
“Z” and “X> for left and right and “P”
and “L" to move up and down.
‘Tiger was written for the 16K ZX-81
by D Barlow of Grassendale Park,
Liverpool.

i@
20
el
48
So
5@

@

LET
LET
LET
LET
LET
LET
FRINT AT @.0
FOR F=@ TO 21
PRINT

H

B
8
L

X
[

eV

<5
B

GnnhOu

0
"

1@@ NEXT F

11@ PRINT AT. BY ,.BXx; "B

12@ FOR F=1 TO 2

13@ LET AS=INKEYS$

14@ LET X=X+(As="X" AND X«<31) -1
As="Z" AND X>@)

158 LET Y=Y+ (As="L" AND Y<21) -
RE="F" AND Y@

16@ FRINT AT ¥ ,X;

17@ IF PEEK (PEEK 15393+258%xPEE
K 186399) =149 THEN GOTO 24@

18@ FPRINT %"

19@ NEXT F

2@ LET BX=BX+ (X>BX) - (X<BX)

21@ LET BY=BY+(Y:>BY) - (Y<BY)

220 LET S=5+1

2580 GOTO 11@

24® IF HS>3 THEM GOTO 32@
250 LET HS=S

2680 LET S%=STR& S

270 FOR F=1 TO LEN S8

28@ LET S&(F)=CHRS$ (CODE S$(F) +
128)

290 NEXT F

=1-1]

WEFEEEEEE  TAB 7

iS®

1@ GOTO 330
S2@ PRINT AT 18,8; "YOUR 3SCORE I

S “;5;AT 12,7; "THE HI-SCORE IS
i HS

33@ FOR F=1 TO 100

4@ NEXT F

3S@ PRINT DO YOU WANT TO PLAY
AGAINT Y N)'

360. IF INKEY S$="¥Y" THEN GOTO 20
370 IF INKEY&<>'"N" THEN GOTO 36
@

3s@ cLS

e PRINT AT 1@, 4; ' SNSRI
S E————

400 STOP
41@ SAVE
4z2@ RUN

tocHASE"

SINCLAIR PROGRAMS May 1984



EA KING 2 was written for the'§
16K ZX-81 by | D Rush of Ex-

eter, Devon. You control the heli-
copter using the cursor keys and must
rescue the workers trapped on an oil rig
and land them safely on the ship.

Use the “1” to pick up passengers
until a message flashes on the screen
telling you to take off. The next step is
for you to hover above the ship, using
the “2”, until all the passengers have
disembarked and then return to the oil

EA KIMB 2

Sa

s
1e0
11@
i12a
130
140
i1s@
i5@
ive
i1se
1s@
zoe
250
=260
27e

25e
=290
See

31
320

340

SS5S0
SE0
S7Ta

REM "“SEA KING'
GoTO S=ze
cLS

PRINT

PRINT
PRINT
PRINT
PRIMNT

PRINT

PRINT
PRINT
FRINT
PRINT
PRINT AT =21,
PRINT AT 2@,
LET HI=02

LET U=1

LET
5=
LET
LET
PRINT AT R,
PRINT AT T,
IF INKEY&="

IF INKEYS$="'"2

LET E=INT (RHND*S)

a-

THEN

THEN

+1

SOTO

GoTO

IF E=1 THEN GOTO 400
IF E=2 THEN GOTO 44@

IF INKEY&="§5"

IF INKEY &="&"

IF INKEY &="7"

IF INKEY $="&"
GOTO S4@
GOsSUB Si1e

THEN

THEN

THEMN

THEN

GOTO

GOoOTO

&2

75@

4aaa

440

450

Ssa
Sea
422
41
az@
452
44@
452
452
4a7a
480
490
Sea
s51@
sz
sS3@
sS4
ss5a
7oa
sS8a
7o5a
s7@
s3@
i=2=1=]
TIa
s2a
7@
&1
B52a
[=Rei=]
540
s5a
s5a

LET S=5-1

GOTO S4@

GOSUE Si1i@

LET R=R+1

EET T=h+L

GOTO S4@

EO0sSUB S1@

LET R=R-1

LET T=T-1

GOTO S40

GOSUB S10

LET S=5+1

GOTO S4@

PRINT AT R,S; "
PRINT AT T.,3;"
RETURMN

IF T=21 THEN GOTO 6920

IF T»>=13 AND S=11 THEN GOTO
IF T>=14 AND S=12 THEN GOTO
IF T»>=17 THEN GOTO SsS@

GOTO 2S5

IF S5>=7 AND S5<=17 THEN GOTO
IF T=19 AKND S:>=23 THEN GOTO
GOTO 2SS

LET F=INT (RHND*%6) +5S

IF T<:18 THEN GOTO 25@

LET U=U+1

GOSUB See

FRINT AT 1,1;F; " MEN RESCUE

L, NOW TAKE OFF B

s7a
550
590
Tea
7ie
T2
e -]
74

LET Z=Z+F
GoOTo =20

PRINT AT R
PRINT AT T
GoTo s9e@
PRINT AT
PRINT AT
GOTO 590

s USPLASH"

LR

= EH
5 "CRASH

-2
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Q4@ PRINT AT
A" Rl
as@ PRINT AT

288 PRINT AT
¥5 TO MOUE'
970 PRINT AT
as@a PRINT AT
290 PRINT AT 13.,2; “"PRESS 1 TO L
AND ON OIL RIG'

100@ PRINT AT 15.3; "PRESS 2 TO L
AND ON SHIP®

121@ PRINT AT 21.,7; “"ANY KEY TO S

TART"
1@2@ IF INKEYS$="" THEN GOTO 1@2@
?5@ IF T<»>18 THEN E0TO 250 193@ GOTO 20
76@ IF U<r»2 THEN GOTO 2SO 194@ CLS
77@ IF S>=23 AND S5<=28 THEN GOT 1@45 IF Z>HI THEN LET HI=Z
o 7ae 1@5@ PRINT AT 1,8;"
78® GOTO =250 A
799 LET uUs=1 G5 PRGN R w0 —
s0® FOR J=1 TO 20 i
81@ PRINT AT T+1,5+2; " " 1®@7@ PRINT AT 3,1@; "HIGH SCORE"™
820 PRINT AT T+1,S+2; "% " 1082 PRINT AT 4,0 " s—
3@ NEXT o o
849 PRINT AT T+1,3+2;" 1088 FRINT AT 5,0 " —
86@ IF U<>1 THEN PRINT AT T+21,% =
2 e 110 FRINT AT &,3; "YOU RESCUED "
86@ IF U<>1 THEN RETURN P Z; " PEOPLE"
87@ PRINT AT 1,1; "MEN DISEMEARK 1110 PRINT AT 12,3; "HIGHEST NO.
ED.,MNMOW TRKE OFF" RESCUED SHEI; Y PEQPLEY
S8@ GOTO =25 TARE BRENT S a0 e—
89@ FOR J=1 TO Sa o
S0 NEXT J 1158 PRELIT, Rl 15, 05—
210 GOTO 104@ )
920 PRINT AT 1,5 " = oe—— e« 114@ FOR J=1 TO S0
o om — 1158 NEXT J
DE@ PRINT AT 2,5, "l e el =" 116@ CLS
IRl a 117@ cOTO S22

TR AN AATIIIARR NS

SR

24e PRINT -
10 LET s=00
20 LET A=18
30 LET E-18

48 FOR F=d TO 21 260 PRINT
LAYING the part of Gurko the ao™® IF P=2f AHOIA-E THEN ooTo = ave LEviy
bookworm, you have to avoid the L L R P s e ST N PRINT AT 4.1
rip in the page. The I'ip descends IF A)26 THEN LET A=26 ﬁ::uzr Us=“2" THEN PRINT AT 4,1

from the top of the screen and you must Us="3T THEN PRINT AT 4.3
use keys 5 and 8 to move left and right.
Ten points are awarded for each page
you survive. At the end of the game you
have the option to RUN the program
again, to NEW the game, to LOAD
another program or to SAVE.

Written for the 16K ZX-81 by Rob-
ert Street of Belper, Derbyshire.

Usmtat THEN PRINT AT 4,1

RUN
HEW

LoAp o
GoTo ase
- THEN sTOP
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TURBO CHARGE
YOUR SPECTRUM

e unique Turbo interfa om Ram gjves you all these Orcallo edit card ho on 02514 Access and
eatures—and mol 0 a welcome
Ram Electro eef) Ltd, 106 Fleet Road ampshire
Avariety of interface ding: Rom cartridges, two S-way D plugs _'_‘ =
or standard jo P expansion bus atrea ¥
24 1
ompatible empston and Protek protocols Please send desﬂan'chfcw
Crecht
0 atest Q 0 auto rapicHire joysticks pe bo Interface(s) at £229 Di’l';erd?arm
£1 p+p (overseas orde p+p) thacs
Choice of Rom cartridge or tape cassette software
Quickshot Il Joysti at£99
5 ogram loading wit dge software 0 purchased with Turbo —no 9 p-Hp
B power safety de quetoRa bo enclose cheque/postal orderor charge my Access/Visa fol
llone year guarantee -~ e o= [ 1 I
diate availab 4Hr despatch on receipt o ame
PQ./credit card deta ques—se da Address
edible value—o 9 \
0 G0 all aro . D ompee &
i ponand send it fo us toda o: Ra d d, v




ALL THE

Here’s a sure-fire way of making certain 1984 is packed full of fun for you and
our friends. We’ve searched for brilliant new rroFram sources throughout the
.K. and North America to find an exciting collection of new games—and

prog y of which cannot be bought by mail order from any
other source! These are our latest exclusive offerings.

e
", Your Off, bany 8Ny oy
Ur fighy 5Play s n’;w‘;‘;\e c’;ﬂ; y
atic 3
0se 5 '”““'f:;arn"ﬁan; Ouch
* Peparg
o]

Remember there's no limit to the number of free V|
cassettes you receive if your order justifies them — so :
. why not get together with friends or user group _

members and share the freebies? =~ _agil®

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

Al in the order form right away — we’re guaranteeing fast
delivery, quality and satisfaction [after all, we want you to
come back for more!)

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



WINNERS

SNOOKER @ 17
Visions Snooker brings all the
excitement and all the tension of big
time tournaments to your TV set. With
an advanced program written by a
19 year old undergraduate at
Queens College Cambridge, it
makes Pot Black look like a load
of old balls. Visions Snooker for
the 16K ZX Spectrum. It's an
exciting test of your skills on the

cue.
Cassette price: £8.95
Ref. No: 2-53

BATTLE 1917
Winner of the 1983
Cambridge Awards
sponsored by Sinclair User.
The game is played by two
players on a board 21x32
showing a map which
changes with every game
Each player has 29 pieces
including infantry, cavalry,
tanks, artillery and a King. The
object of the game, like chess,
is to kill the enemy King. The
‘game will appeal equally to all
ages and all skills, This is the
computer age's answer to
Chess,

Cassette price: £6.00

Ref. No: 2-57

And here’s a further
selection of the latest
games, the best value
software for your Spectrum

Spectrum Software
2-13 Sentinel

Guard you mother ship against alien
attacks. 48K RAM

2-14 Meteor Storm
Spectrum version of the ever-popular
arcade game. 16K or 48K RAM
2-15 Star Trek

Popular space program brought to
life by excellent graphics. 48K RAM
221 Frogger

Manoeuvre the frog across the road
avoiding heavy traffic. 48K RAM
2-23 Arcadia

The expert’s version of the popular
invaders' game. 16K or 48K RAM
2-24 Golf

The finest of golf handicap games.
48K RAM

2-26 Derby Day

This favourite has to be a winner.
48K RAM

£4.95

£5.95

£5.95

£5.95

£5.95

:—Tu: The Software Workshop, Yew Tree, Selbro:n-e,-l;a;t; Gu34a SJP-I

| wish to order the following programs. | understand that:

* | will receive a FREE blank cassette with every 2 programs ordered

* | can return products within seven days if not entirely satisfied and
receive a replacement. .

Ref No | Gty | Title

Price

1 Postage, packing and handling: add 45p for the
) first cassette, and 25p for each additional
} cassette. Non-UK orders add extra 50%

1 enclose a cheque/postal order for
: Name
:Address
)

\[Allow 28 days MAXIMUM FOR DELIVERY)

Total




WHEN IT COMES TO DISPLAYING

THE SPECTRUM...

WEVE AN IMPRESSIVE LEAD

Surprisingly enough, there's
only one high performance
BEAB approved colour monitor
on the market with an input
designed to accept the signal
from the Sinclair Spectrum
direct.

This same monitor also
features a second input to
receive T.T.L. signals for use
with other micro computers
including the BBC B.

This impressive lead over
the competition in design
specification is more than
matched by the brilliance of
the colour display, thanks to a

standard resolution screen 585

pixels high by 452 wide, and a

MICF!D'I'I'EGI

COLOUR DISPLAYS

bandwidth of 18 MHz.

Needless to say, this gives
colour reproduction farin excess
of thatavailable from anordinary
television.

And the monitor in question?
—The 1431/MZ from the
MICROVITEC range of CUB
colour displays.

Call at your local dealer or
contact us now and we'll rush
you full information.

Microvitec Ltd., Futures Way, Bolling Road, Bradford BD4 7TU. Tel: (0274) 390011. Telex: 517717



. G

QU MUST run across the bot-
tom of the screen to steal an egg
from a vulture’s nest, using keys
5 and 8. Vultures are descending on you
g as they try to protect the nest. Once you
have the egg you must return to your
original position and then repeat the
procedure. More points are gained for a
faster return.

There is a machine code routine at
the beginning of the program and line 1
should read REM followed by 22 zeros.
Vultures was written for the 16K ZX-
81 by S Lancaster of Newcastle-under-
Lyme, Staffs.

1 REH "B "ELRNDwT??" ? "ELRNDw" L *
Gosus BTAN

2 LET I$="0194022ABC4009545D0
17 CPE2ARCARRERLG I02ERBSCS "

8 LET I=16514

4 FOR N=1 TO 43 STEFP =2

S5 POKE I,18#CODE I%(N)+CODE I
HIN+1) —476

6 LET I=I+1

7 ONEXT N

1@ LET H=@

is

20 LET A=1

3@ LET 3=0

S®@ PRINT AT ©,0; "SCORE ©
HIGH “SHG" BY "“J'Aw

50 PRINT AT 1,0; ' -—

e

PRINT AT 21,0;

80 LET M=1
e LET T=0
i@e@ PRINT AT =0,5@; " 0"
11@ LET A=A+ (INKEY &=
) - (INKEY$="5'" AND> A:@)
120 FPRINT AT 20,R; " W@
T (RHND*5@) ; “p"% '
130 LET L=USR 18514
14® LET L=USR 16514
152 PRINT AT 19,A+1;
18® LET P=FEEK (FPEEK
PEEK 18392)
1685 IF P»3 THEN GOTO

AND A<2

"SAT 3,.IN

18398+256 %

gl

17@
ise
19
a
=l
252
22
272
a2z
=292
300

1; "GAME OVER"

S1@
Z2e
325
3@
iy e
Sa@
IS
3@
I7@
-1

IF A=27 THEN LET M=0
LET T=T+1
IF rM=@ AND A=@ THEMN GOTO =2S
GOTO 11@

LET K=15@-T

IF K<@ THEMN LET K=0

LET S=S+K

PRINT AT @,6;5

GOTO S8

PRINT AT 20.,R; " mm ", AT 1@,1

IF S>H THEN GOTO 37@
FOR N=1 TO S@

NMEXT ™
PRINT AT
PLAY

IF INKEw#='""
cLS

GOTO 28

LET H=S

cLS

19,5 "PRESS RNY KE

THEM GOTO 340

ci=l=]
HIGH
4“0a
YOoOuR
41@
a4z
4z
442
45
450

PRINT AT
SCORE"
PRINT AT
INITIALS
IMNFPUT As
IF LEN A$>3 THERN
cLs

EOTO 2@

SAVE "H"

RUM

S,3; "YoOoU HRAUVE THE

5.,2; "FLERSE ENTER

GOTO 41@
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EIGHTS was written for the
16K Spectrum by Martin
Wells of Old Harlow, Essex.
He uses it to convert weight from stones
to kilogrammes which he needs to know
when entering judo competitions. Input
your weight in stones and pounds and
the computer will then indicate your
weight in kilogrammes. The program
can also be used to convert kilogrammes

to stones.

fii e
7

L IR T e 4

EIGHT

60

REM weights
CLS

G0 SUB 1000
CLS : PRINT AT 5,2;"1}
nes to kilo‘s": FRINT AT &
y kilo's to stones": INFUT “whic
h one?1)2)";q¥%

& IF q#="2" THEN

[LE"EAE

60 TO S000

THEN GO TO 10

: INT AT 0,5;"STONES
& POUNDS TO KILO'S"

20 PRINT AT 0,4; OVER 13" __

30 PRINT : Do You
WEIGH IN STONES?

“stane

a
) PRINT "8 HOW MANY FOUNDS 7
INFUT ; "pounds=";h

S50 PRINT : PRINT “You weigh "3
aj" stones, "jb;" pounds"

&0 INPUT “Is This Correct (y/n
1'3c¥

70 ¥ THEN GO TO 80

75 n' THEN CLS : GO TO
10

BOQ LET #14+h

95 LET a=a+.00

e

again (y/n)?

y'' THEN CLS : GO TO

SO0 GO TO
1000 PRINT A
1LOs”

1010 PRINT AT 5,10; DVER 1;"

5,10; "STONES TO K

1500 PRINT AT 10,25 FLASH 1;"ST
OF THE TAPE PRESS ANY KEY TO"

2000 PRINT
CONTINUE "
3000 PAUSE 0: CLS : RETURN

S000 CLS : REM k TO s

S010 PRINT AT 0,83"KILO'S TO §
TONES":
5020 PRINT

AT 11,113 FLASH 13"

AT 0,8y OVER 13" ___

5030 INPUT "WEIGHT IN KG":A$

5040 FRINT "IS THIS CORRECT?": P
RINT "YOU WEIGH ";RA#
5050 INPUT “Y/N"3E$
S060 IF B$="Y" THEN
5070 GO TO 5030

S080 LET KG= VAL Af

GO TO 5080

5090 LET G¥*2, 2045855

5095 LET REM=LBS- INT LES

5097 LET INT LBS

5100 LET INT (LBS/14)
5105 LET BS—(STNS*14)

5110 LET INT ((REM#*1&)+0.5)
s IF DZS=1& THEM LET 0ZS=0: LET
LBS=LBS+1

5120 PRINT FRINT “YOU WEIGH
Bi" KB ": PRINT "YOU WEIBH "
S;" STONES "3LBES;" POUNDS
“ DUNCES"

5130 FAUSE 0: GO TO S
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SALES |

Al |
LI
\ >N
|
|

RNEE
e

THIRS T

OU ARE running a soft drinks
company which is in direct com-
petition with the computer. The
object is for you to make a greater profit
in six months than your opponent. You
are faced with various situations and
must make suitable decisions, taking
into account the weather forecast and
the recession.

Thirst was written for the 16K Spec-
trum by A Harris of Haxby, York.

1 REM “thirst" SriPriEsrileil)" YOUR SALES PRICE “je
2 BORDER 1: PAPER &: LET c=1 132 IF X=3 THEN PRINT AT 14,6 830 IF e<m(q) THEN LET s=10: L
-"uR--Evic.»EuSnsuu::Nugan ET p=&
3 LET n=0: LET L=0 #i03iR:AEFiCIiAIBIIT)" 831 IF edm(q) THEN LET p=10: L
4 PRINT AT 10,B83"(ig8:iTziH: 133 IF X=4 THEN PRINT AT 14,8 ET s=4
i1:iR:18:iT:igB:iF:10:1RsiqBeiFs 3" (N:i0:iR:iMiiAzilaigBaiCi0si B32 IF e=m(q} THEN LET s=B: LE
iDiiWaiEaiRY T E N:iDsilsiTsilsiOsiMN:iBIT T p=8
& PAUSE 150 134 B0 SUB 8200 840 PAUSE 200
7 DIM m(12) 135 CLS 845 RETURN
10 GO SUB 8000 200 60 SUB 9000 850 REM winter/recession routin
11 INK 0: PRINT AT 14,0;"v0U 201 INK © e
ARE IN COMMAND AT A SOFT DRIN 205 PRINT AT 3,12;Z% 861 GO SUB 3000
K8 FIRM.YOU ARE IN DIRECT COMP 206 INPUT ;“NUMBER OF CRATES TO B&S LET g= INT ( RND #&)+&
ETITION WITH "SPECTRUM’ A  RIVA BE PRODUCED (max=10) “3d 886 PRINT AT 0,5; "COMPUTER SAL
L FIRM.YOUR MISSION,SHOULD vOU 207 PRINT AT 5,19;d ES PRICE "jm(q): PRINT AT 1,5;"
ACCEPT IT,IS TO MAKE A BREA 208 LET v=0 YOUR SALES PRICE ";e
TER PROFIT OVER A SIX MONTH PERI 209 LET v=d*1000 887 IF e<m(q) THEN LET s=4:1 LE
op" 210 PRINT AT 7,1%;v T p=0
12 B0 SUB 8100 215 LET t=v+4000 EBQ IF e>m(q} THEN LET p=4: LE
13 GO Sue 8000 216 PRINT AT 11,19t
14 INK 01 PRINT AT 10,4j"DURI 220 INPUT "ENTER CDST PER CRATE eaq IF e=m(q) THEN LET s=2: LE
N6 THAT PERIOD YOU WILL BE FACED (MAX 10000) “;e iD=
WITH VARIOUS DECISIONS.YOU WILL 225 BEEP .1,8 B90 FAUSE 200
HAVE TO USE YOUR SKILL AND JUDG 230 PRINT AT 13,1%e 899 RETURN
EMENT TO DECIDE HOW MANYCRATES O 240 1F X=1 THEN 60 SUE 800 900 REM normal conditions routi
F SDFT DRINKS TO PRODUCE AND AT 245 IF X=2 THEN BO SUB 850 ne
WHAT PRICE TO SELL THEM AT" 247 1F X=3 THEN GO SUB 850 905 GO SUB 3000
16 GO SUB 8100 248 IF X=4 THEN GO SUB 900 910 LET g= INT ( RND #12)+1
17 PAUSE 2001 CLS 249 PAUSE 1001 PRINT AT 16,03" 520 PRINT AT 0,5;"COMPUTER SAL
&0 INPUT "ENTER NAME OF COMPAN % ES PRICE ";m(g): PRINT AT 1,5;"
Y(MAX 10 LETTERS)";Z# 250 IF d<s THEN LET s=d YOUR SALES PRICE ";e
&5 BEEP .05,10: BEEP .05,8 251 PRINT AT 15,25;s 930 IF e<m{q) THEN LET s=8: LE
75 PRINT AT 7,9;"(iC:iD:iMziP 252 LET w=s*e T p=4
tiEriT:ileiT:i014R148) " 255 PRINT AT 17,1%9;w 940 IF e*mi{gq) THEM LET p=8: LE
PRINT AT 10,1032%; AT 12,1 260 PRINT AT 19,19ju-t T ==4
04 "SPECTRUM" 270 FAUSE 600 950 IF e=mi{q) THEN LET s=é: LE
92 BEEP .1,B 271 CLS T p=6&
94 PAUSE 250 272 LET n=n+(w—t) 960 PAUSE 200
97 CLS 273 BEEP .05,3: BEEP .05,6 970 RETURN
98 IF c >= 7 THEN STOP 275 PRINT AT 5,103Z%, AT 10,5; 1000 CLS
100 PRINT AT 10,11;" (iM:101iN: “(iC2iUsiMaiUziLziAIiTaiTaiVaiEs 1004 BEEF .05,&6: BEEP .05,10: BE
iTidH1ig8) "5c 1g@1iPriRi0IiFiLaiT) g0 EP .05,8: BEEF .05,12
101 BEEP .05,20 T 276 PAUSE 300: CLS 1005 PRINT AT 5,B;"END OF GAME"
110 PAUSE 150 277 GO SUB 2000
120 LET x= INT ( RND #4)+1 279 60 SUB 100& 1007 BEEP .1,40: BEEF .1,32: BEE
121 BEEP .05,é1 BEEP .05,12 280 LET c=c+1 F .5,36: BEEP .5,30: BEEP .1,40:
130 IF x=1 THEN FPRINT AT 14,2 281 IF c=7 THEN 60 TO 1000 i BEEF . 1,32
§U4iMiiEriTiigBIi01iFsiF1iTaiCad 2685 PAUSE 100: GO TO 97 1008 FOR i=0 TD 20
E:ig8:iF:iD1iR1iEriC1iA1iS:iT:iS 799 STOP 1009 PRINT AT i,0;"(32¢if
tigBriHiiEriAtiTeiWriAtiVIIED " 800 REM HEATWAVE ROUTINE o
820 60 SUB 3000 1010 NEXT i
131 IF X=2 THEN PRINT AT 14,2 821 LET g= INT ( RND *&)+1 1011 PRINT AT B,7; "NAHE(B#if
§"4iMiiEsiTiigB1iF1i01iR1iEriCai 825 PRINT AT 0,5;"COMPUTER SAL JHONEY"
AriS:iT:iS:1ig81iCsi0:il:iD:igBsi  ES PRICE “ymtqd: PRINT AT 1,5;" 1015 PRINT AT 10,5;2%, AT 12,5;
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SALES

"SPECTRUM"
1025 PRINT AT
1026 PRINT AT
yu

1027 IF c=7 THEN
1030 RETURN

10,205n3 " (S*if
12,205L3 " (S*i£

GO TO 4000

RESTORE
RETURN
IF n>L THEN PRINT FLAEH 1
14,12;"(i¥:i0:4UsigBsiWii s

IF L>n THEN FPRINT
14,5;"(iS1iPsiEsiCi

FLASH 1
Rail

8220 BEEP .02,4

8225 NEXT +

8230 NEXT g

8240 RETURN

8999 STOP

9000 CLS : PRINT AT 4,2;"(iMii0
FiNziTaiH) "3c

2000 REM COMPUTER COSTS :igB:iW:il:iN:i5:igB1iA:iB:iA 9001 PRINT AT 5,23" (iC:iReifriT
2001 B0 SUB 9000 Ny 1iEriS:igB:iP:iR:i0:iD:ilUziCaiEs
2002 INK O 4010 PAUSE 600: GO TOD 2 ipy"
2003 IF X=1 THEN LET G=8 B000 REM GRAPHICS SECTION 9002 PRINT AT 7,235"(iV:iA:iR:il
2004 IF X=2 OR X=3 THEN LET G=0 8001 CLS tiATiBiLIiE1igBIiCsi0118siTs48)

B0OS FOR i=1 TO 7 |
2005 IF X=4 THEN LET G=& 8010 INK 03 FRINT AT i,12;"(g5) 003 PRINT AT 9,2;" (iF:iliiX:iE
2008 LET A= INT ( RND *G)+4 5, AT i,213"(igs)H" 2iD:ig8:iC:i0:iS1iTiiS) #4,00
2010 LET B=A%1000 8015 NEXT i o
2015 LET F=B+4000 8020 PRINT AT 8,12;"(gl:7#g3:92 9004 PRINT AT 11,2;"GiTri0eiTii
2016 IF A<p THEN LET p=A g T AriLiigB:iCiiD:iS:iT:iS)"
2020 LET D=pxm(q) 8025 FOR r=2 T0 7 9005 PRINT AT 13,25"(iP1iReilii
2025 LET R=D-F BO30 INK 5: PRINT AT r,13;"(8%i  CriE:ig8:iPiiE:iR:ig8:iCiiRsif1i
2030 LET L=L+R g8 " THE) "
2031 PRINT AT 5,183A; AT 7,18;B BO35 NEXT r F00&6 PRINT AT 15,2;"(iNriUriM:i
3 AT 11,18;F; AT 13,18;miq); AT B040 RETURN B:iE:iR:198:10:iF:igB:iCriRziA:d
15,25;p5 AT 17,18;D3 AT 19,18;R 8100 FOR r=2 T0O 7 T:iE:iS:110B8:16:40:3LsiD) "

8105 PRINT AT r, 133" . 007 PRINT AT 17,2;"(iSriAzil:i
2032 PAUSE 800 E:iS:igBiiR1iEriV1iEriN: iUziE) "
2040 RETURN 8106 PAUSE 100
3000 DATA 3000,4000,5000,6000,80  B107 BEEF .05,14 008 PRINT AT 19,2;"(iP:iRtiDii
00, 10000 B110 NEXT r F1il:iT:igB:i0:iR:1gB:il:i0:isei
3005 DATA 1850,2250,2750,3750,45  B115 RETURN sy
00,5500 8200 REM BORDER ROUTINE 9009 FOR a=0 TO 2: INK Si PRINT
3009 FOR q=1 TO 12 8205 FOR g=1 TO 10 AT a,0; " (32x5ig8) "
3010 READ mig) 8210 FOR =0 TO 7 F010 NEXT a
3041 NEXT g 8215 BORDER f 7011 RETURN
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Improve Money Bags
with two new lines

I AM WRITING with some
improvements for the Money
Bags program in the Febru-
ary issue of Sinclair Pro-
grams.

If line 90 is repeated as line
265, the scores will stay on
the screen all the time, in-
stead of only when you reach
the top level.

The man could go off the
right side of the screen, if he
jumped, and stop the pro-
gram. It will not happen if
you add this line:

258 IF x>29 THEN LET
x=29

When the man jumped, he

left the old man behind him
for a moment. That can be
stopped by changing line 270
to:
270 IF a$="k” THEN
BRINT AT wx:io: T.BT
x=x+1L:LET y=y+L:LET
ag=""

Apart from those points, it
was a good program. I man-
aged to get £48,550 after
playing only about 10 games.
Has anyone written to say
they have a higher score?

I also liked Moonladder
and Walkies in the February
issue and Silverstone and
Clobber Castle in the Decem-
ber issue. I think it is a great
magazine and most of the
programs are fantastic.

T J Goatcher,
aged 12,
Wantage, Oxon.

Top ten

1 AM sending you my choice
of the top ten programs for
the ZX-81 and the Spectrum.

Spectrum: Atic Atac, Lu-
nar Jetman, Ant Attack,
Manic Miner, Chequered
Flag, Valhalla, Cookie,
Zzoom, Trans Am, Scrabble.

ZX-81: Krazy Kong, 3D

SINCLAIR PROGRAMS May 1984

Monster Maze, Flight Simu-
lation, Football Manager, 3D
Grand Prix, Maze Death
Race, Hang Glider, ZX
Chess, Sea War, Protector.
Emerson Alder,
Timperley, Cheshire.

® In future, Sinclair Pro-
grams will include a software
chart containing Britain’s best-
selling sofrware.

High score

I AM writing to tell you
about my high score on It’s
Snowing Again. I had many
attempts and I was just about
to NEW the game when I
thought I will have one more
game and I scored 35,810. I
would like to know if anyone
can beat it.
Gary Hayes,
Wigan.
Zap Zap
I HAVE beaten Andrea Woo-
berry’s best score on Zap-
Zap. My top time was 32.
Simon Mee,
Mansfield,
Notts.

Save time

I WAS HAPPY to receive my
twelth edition of Sinclair Pro-
grams although there are two
things on my mind.

While flipping through the
pages of the February edition
I noticed a program Find The
Letter for the 16K ZX-81. I
was surprised to see that lines
60-310 could all be replaced
by a single line. The line is:
60 LET A$=CHRS$ (A+37)

Notice how much time
that can save.

I sent a program to you
three or four months ago. I
wondered, as you must re-
ceive hundreds of programs,

do you plan your editions
months before they are pub-
lished? Do you have prob-
lems when sampling our
programs through careless
SAVEing and use of low-
quality tapes? I am sure the
readers of your great maga-
zine would love to know.
Many readers have given
opinions on their favourites.
Mine, like many other read-
ers, is The Worm Game—an
excellent program.
Richard Green,
Colwick,
Nottingham.

® Programs which are printed
in Sinclair Programs usuafly
are chosen three or four months
prior to the date on the cover of
the magazine in which they are
printed.  Several programs,
usually for the ZX-81, are re-
Jected by us each day because
they cannot be LOADed.

Bug hunt

1 HAVE been helping chil-
dren understand their mis-
takes when they type-in
programs from magazines.
They long to play the pro-
grams but are not very accu-
rate typists. [ have compiled a
short list of most common
mistakes.

Error ? on typing-in a line.
Could it be muddling colons
and semi-colons in PRINT
and PAPER ¢ ds? Not

Lettesyst !

number goes over 255 or the
items are one fewer in that
line. Have you typeda jorak
instead of punctuation? The
computer considers that a
new variable with no value
assigned to it. Check for a
missing line — that takes
longer. If the screen looks
peculiar, a comma rather
than a semi-colon, or vice
versa, could be responsible.
Patricia Richardson,
Maidstone, Kent.

Assembler

I WAS very pleased to see
that you published my Enig-
ma Assembler. Now some
comments on the program:

To load a number into a
register, e.g., HL, you can
use only 8-bit numbers—
2126.

When you enter a code you
must fill the string until its
length is 12—2025.
Example: LD A, NN Enter

123456789101112

That must be so because I
used DIM a$ (252,12) in the
first line.

Only those mnemonics
which are listed can be used.

That all shows that Enig-
ma is only a beginning and
everybody should expand it
to their own use.

Max Berle
Belgium.

sufficient inverted commas?
Not sufficient brackets? An
‘n’, ‘m’ or . between items of
DATA? =>, <=, <> en-
tered as two items instead of
one? An O instead of 0 or 4
instead of $?

Error on trying to RUN.
Enter LIST (no) and ‘N’ if
asked ‘scroll’; to arrive at the
line number criticised by the
computer, which will also let
you know which item in the
line to which it objects and
why. Check punctuation — a
missing comma in a row of
DATA means either the

March

.
mishaps
PART of line 8260 was
omitted from Gibson’s
Revenge, published on
page 53 of the March edi-
tion. The line should read:
8260 IF B+3 <> A
AND C=20 THEN
GOTO 8750.

Line 8910 of the same
program was difficult to
read in some copies of the
magazine. It should read:
8910 INPUT G$
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OU ARE in control of the tank
on the left-hand side of the
screen. Invade enemy territory
to win the battle, using the cursor keys
to move. The enemy tank can fire at you
but you cannot return the fire. You
cannot hide behind the cacti and must
move quickly to avoid the fire of the
opposing tank to reach the other side.
Tank Battle was written for the 16K
Spectrum by Michael Pasmore, of
Addlestone, Surrey.

TANK BATTLE

Jss 1 PAPER 4: BORDER 4: INK O 80 PAUSE 20 520 PRINT AT 20,3;"PRESS C TO
2 B0 SUB 5000 85 IF f=b AND x=y THEN GO TO DO BATTLE AGAIN"
3 PAPER 4 200 530 IF INKEY# ="c" OR INKEY$
4 INK O: PAPER 4 87 PRINT AT a,bz;" " ="C" THEN RUN
5 LET x=14s LET y=13 LET m=0r %0 IF a <> x THEN GO TO 10 S40 GO TO 530

LET =0 95 PRINT AT a,bj"de" 5000 FOR i=1 TO &: BEEP .01,20+i
& LET s=0 100 FOR v=(b-1) TO STEP -1 *3
10 LET a= INT ( RND #20): LET 110 PRINT AT x,v; 5010 FOR n=0 TO 7: READ a

b=30 120 PRINT AT i,vi 5020 POKE USR CHR$ (143+i)+n,a
12 PRINT AT a,b;" " 130 NEXT v 1 NEXT n: MEXT i
15 PRINT AT x,y3" * 200 PRINT AT x,y;"cc" 5030 DATA 0,1&,31,31,63,127,63,
20 LET s=s+1 205 PRINT AT 0,25;" " 0
35 IF a >= 21 THEN GO TO & 210 BEEF 2,-40 5040 DATA 0,0,252,0,240,248,240,
40 LET y=y+( INKEYS ="8")-( IN 220 PRINT AT a,by" "j AT x,y; O

KEYS ="S5")+(y <= O)={y >= 31) s 5050 DATA 15,44,99,174,8,252,203
50 LET x=x+( INKEY$ ="&")-( IN 230 GO TO 5 1145

KEYS ="7")+(x €= O)—(x >= 21) 300 LET f=y: LET m=1 5060 DATA ©0,0,63,0,15,31,15,0
55 PRINT AT 0,173 "SCORE : "js 310 PRINT AT x,f;"-" 5070 DATA 0,8,248,248,252,254,25
&0 PRINT AT x,y3"ab" 315 PAUSE 2 2,0
70 PRINT AT a,bj"de" 320 PRINT AT x,é3" 5080 DATA 0,8,73,73,42,42,28,127
72 IF § >= 30 THEN LET £=0: L 330 GO TO &

ET m=0 500 CLS : PRINT AT 5,3;"YOU HA 5090 FOR t=1 TO 20
75 IF m=1 THEN LET f=f+1: 6O VE REACHED THE ENEMY"; AT 10,43" 5100 PRINT AT RND *21, RND 31

TO 310 LINES AND WON THE BATTLE." 3 UEn
77 IF y=30 THEN CLS 1 GO TO S 510 PRINT AT 15,73 "YOU SCORED 5110 NEXT t

00 “psg" PDINTS" 5120 RETURN
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A NEW,IMPROVED
ZX81 KEYBOARD AT THE SAME
OLD PRICE.£995.

Aano

<>

Ta
®

GoTo.
Lust

RETURN
o=
Y=

There's only one thing wrong with the
ZX8L Its keyboard.

Or rather its lack of one.

Since it's flat your fingers don't feel as if
there's any response to the pressure put on

the keys.

FILESIXTY KEYS

ZX8LKEYS

In other words, you're not quite sure
which keys you've pressed until the screen
actually tells you.

Our new, improved push button keyboard
changes all that.

It matches the ZX8l perfectly. And the
keys give a real calculator-type feel,

Toset it up all you have to do is peel off the
adhesive backing and stick it on top of the
£X8l touchpad.

Because no tampering or soldering is
involved the guarantee is not affected. And it
will last for up to 3% million operations.

s o -
Gosua LoAD st
-

Gm Hm J

NEXT

But our keyboard doesn't just come
loaded with features. With it comes a separate
overlay and a set of coloured stick-on labels to
make game playing easier.

It's yours for the original price of £9.95.

Whichever way you look at it, we think
you'll agree that its a keyboard that's quite
outstanding,

| Cheques/PQ made payable to Filesixty Ltd
Please send me _(gty) Keyboards at £9.95 each
(including VAT and P&P).

I

| Total £
r Name
|

I

I

I

|
|
Address I
I
|
I

Filesixty Ltd., 25 Chippenham Mews, London W9 2AN, England. Tel: 01-289 3059, Telex: 268 048 EXTLDN G 4087,
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NEW! NEW! NEW!

SPECTRUM SOFTWARE
by COMPUSOUND

BLOCK BUSTER...

BLOCE BUSTER will test your knowledge to the brink. The game starts off easy, but
as you pass the ‘commmercial breaks’, BLOCK BUSTER gets harder and harder.

48k SPECTRUM. ONLY £5.95 + 50p post & packing.

’COMPUSOUND

Overseas and Trade Enquiries
Welcome

DEPT: SP4 32-33 LANGLEY CLOSE, REDDITCH, WORCS
TELEPHONE: (0527) 21429 (21439 Answerphone)

;

Reach an estimated readership of over 200,000 users
per month for as little as £2.00*.

ng your own small busingss advertise in the classified for

1 30 words

will appear in the earliest possible edition

Name
Address

Have you included the fee of £2.00 or £10.00?

*for second hand sales only

SINCLAIR
PROJECTS

Sinclair Projects broadens its horizons

Subscription Form

Mail to: ECC Publications Limited: 196-200 Balls Pond Road, N1

4AQ. Yes — I'd like to subscribe to Sinclair Projects (6 issues —
price £6.60 including P&P). | enclose a cheque for £ ..

Please charge my credit card:
Card name

Signature .

Plus the regular projects and advice to
help you get the most from your
Sinclair Spectrum or ZX-81

THE COMPLETE SINCLAIR
HARDWARE COMPANION

NB This offer applies to UK subscribers only. Overseas rates available on request.
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Easily programmed vaice control
" Sensitive to individual voice prints
 Instant response on screen
 Your attention can stay on the screen
- not on the controls
O il

ZX Spectrum

HOME COMPUTER UNITS

ro ONLY
MAJOR PRI 7 -
BHEAKTHHIgIIEJGH £49.9.5_@m.
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48KSPECTRUM 48K SPECTRUM

Author: Indescomp Author: David Shea P. Hunt, R. ),
ltchy actian! An enchanting game based A mythical
Jump. Wm_wﬂmp?fhe around episodes of Haymond :eammyfm
caves u . 2 g [ of
but beware of the fearsome , Castle. Battle Dragons,
00 A3y oA 48K SPECTRUM LaTpies S
o N 6 209
Author: White mweg m’,wp,-m 58
e e e ice
solid 3D city of Antescher.
48K SPECTRUM : Author: Jotin Hollls - .
c JORE 64 - == Authors: Mark & Richard Moore -
VIC 20 4 3K or BK RAM - Authors: Sleve Lee/Chartec
Authors: 1 & C Andrew/incentive
BEC MODEL R .- Author: Dave

All titles available from Quicksiiva Mail Order
P.O. Box 6, Wimborne Dorset BA21 7PY.

amidst monstrous mummies,
ghastly ghosts, bats and rais!
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