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lnstrut"tions for graph ics characters are prime d in lower-case lcncrs in our listing,,. They arc enclosed by 
brackets and sep,aratcd by colons 10 dis tinguish them and 1he brackets and colons shou ld not be entered. 

Inverse characters arc represented by the letter "i" and graphics cha racters by "g". Thus an inverse 
W would be rcprcscn1ed by "iw", a graph ics W by "gw", and an inverse graphics W by "igw" . 

Spaces are reprcsemcd by "sp" and inverse spaces by " isp " . Whenever any character is to be used 
more 1han once, 1he number oftimcs it is 10 be used is shown before ii, together with a multiplic ation 
sign . Thus "6 • isp" means six inverse space:s and "(g4:4•i4 :g3)" would be ente red as a graphic four, 
followed by an inve!$C four repeated four times, followed by a graph jcs 1hrec. 

Where whole words are to be written in inverse lcners 1hey appear in the lis1ings as lower-case lcncrs . 
Utters to be enicrcd in graphics mode on the Spectrum arc underlined. 

Inverse characters may be emcrcd on the ZX-81 by chang ing 10 graph ics mode and t hen typi ng the 
appropr iate characters and on 1he Spectrum by changing to inverse video and typing the app ropria te 
leucrs. Graph ics characters may be entered on 1he ZX-81 by changing co graphics mode and then 
press ing symbol shift while 1hc app rop riate characters are en1crcd. On the Spectrum graphics characters 
may be obta ined by changing to graph ics mode and then prcuing the app ropr iate character. User· 
defined graphics will appear as normal lcners umil the program has been RUN . 





Where to study computers 
EACH MONTH, Si11clair 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. 

and the cost will be £25. H;story of ma1hemac;,s is a course for 
teachers which will run for 10 weeks from May 3. Meetings 
will be from 6-Bpm and the course will cost £10. 

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

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 durin g 
their work. They include lntroduc1ion 10 Compu1ing which 
runs from May 8 10 May 10 and costs £275 plus £15 
registration fee plus VAT; Effeaive Microcomputer Program­
ming which runs from May 10 to 11 and costs £,210 plus £15 
registration fee plus VAT: and Hands-on Microcomputers 
which runs from May 2-3 and costs £210 plus £15 registration 
fee plus VAT. 

CTEC Ltd, 102-108 Clerkenwell Road, London ECIM 
SSA, 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, Nonh ampron Square, London ECIV OHB, 
Tel: 01-253 4399 exm. 3252 or 3268 runs a number of courses 
in computing and mathematics, including An lmroduc1io11 co 
Basic Programming which wi11 consist of 10 weekly meetings 
beginning on Thursday, May 3. Times will be 6.30·8.30pm 

The Prettygate Centre, Office and Activity Centre, The 
Philip Morant School, Rembrandt Way, Colchester C03 
4QS. 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. 

Joysticks and 
adventures 
T HIS MONTH Si11c/air 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 contain­
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·t ype 
joysticks arc slighrly 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-east, 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 quick ly. One black square in ~ 
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 print ed white 
on black rather than black on white -
can prove illegible in print when print-

ed exactly as they appear on-screen. 
The abbr eviations 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 letter s 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 qualit ies for 
which we look in our Program of the 
Month. 



SINCLAIR PROGRAMS May 1984 



_______ SCJDtto~u.i..--

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 but 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 mnnel. 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 tunne l 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. 

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 Invad ers by Magina­
tion is probably the first attempt to set 
up a peace game to challenge the war 
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games. The scene is Greenham Com· 
mon and it is the player's aim to run 
through the undergrowth, dodge the 
slow-moving policemen and snip 
through the wire surrounding the air 
base. 

Once the fence has been cut 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. h 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 pub lished in Si11clair 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. 
Th e player's aim is to move Eddie to 
the. top of the screen to collect Pengy 
and to return 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 

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

Eskimo Ed di e is produced by 
Ocean Software Ltd, Rail Building, 
Stanley Street, Manchester M3 5FD 
and cosrs £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 
seep crossed. Once che 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 
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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. Destro ying 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-ball ed is an entertaining and en­
joyable game, produced for the Spec­
trum by Automata (U.K.) Ltd, 27 
Highland Road, Portsmouth, Hamp­
shire and costs £6. 

Camelot 

AS DEMAND for adventure games has 
grown, so has the number of variations 
on the theme. Th ere are all-action ad­
venture games, combination arcade ac­
tion/adventure games, and then there is 
Camel ot by CCS. 

As Arthur Pendragon, the player is 
banished from Camelot with I O war­
riors, 50 bags of gold and l O bags of 
food. The aim is 10 find seven items and 
re-enter Camelot. The number of loca­
tions to be visited is very limited and 
the graphics display of each of them is 
sketchy. Skill is required to maintain 
suppl ies of warriors, food and gold but, 
apart from that, there is no exciteme nt, 
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-

screen displays of supplies. As a graph­
ics adventure, however, it is a 
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 
acrivites 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 lhe 
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 Ltd. 
Tel: 01-533 2918 and costs £5.95. 

Cae sar 

THE SCENE is a well-stocked larder 
which the player, as Caesa r the Cat , 
must protect from the hungry mice. 
Caesar is the most attractive, cuddly cat 
you are likely to see on your comput er 
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. 

Th e 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 arc 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 canoon. 

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. 

c•SAR 
THE CAT 
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10 BORDER 7= PAPER 71 CLS : JN 
KO 

20 LET hi •O 
30 GO SUB 33 0 
40 Go sue ~20 
:SO CLS: PRINT AT 0,:5;"1 • JO 

YSTICKCKEMPSTON>" 
60 PRINT AT tt,:51"2 • KEVBOAR 

DC:5 AND 8)" 
70 PAUSE 01 LET bf:• INKEYf: 
80 CLS 
90 LET ~·11 
9:5 LET t • O 

100 FOR • •1 TO 10:50 
110 PRINT JNK l; AT 21, RND it2 

81"~' 
115 IF RNO < .0 :5 THEN PRINT F 

:ASH 1; JNK 41 AT 21, RNO •31; "k. 

120 LET l • USR 32:500 
130 PRINT AT 5,a; 
140 IF ATTR (5,al • 57 THEN GO 

TO 220 
145 IF ATTR <5,.->•188 THEN FO 

R n • l TO 101 LET l • USR 32~: N 
EXT n1 LET t • t•IO 

15 0 PRINT INK 21 "A" 
160 LET sc • USR 3592 
170 IF bS • "2~ iHEN LET ••a + ( I 

NKEY$ • "8" ANO ,1.(31)-( INKEYt • " 
5 " AND • >0) 

180 IF bS•"l" THEN LET a • ii.•( I 
N 31 • 1 ANO a( 3 1)-( IN 3 1• 2 ANO a 
) 0) 

190 BORDER s /150 
200 NEXT s 
210 GO TO 440 
220 LET l • USR 32:S2:5: CLS 
230 PRINT AT 7,10J FLASM l;"YO 
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. CONVICT 
~ y ou HAVE just escaped from 

prison and are making your way 
to your hideout. On the way you 

must collect as many jewels as possible 

U GOT CAUGHT" 
240 BORDER 7 
2 :SO IF ••t>hi THEN LET hi • s•t 

260 PRINT AT 11, 13; "SCORE • " 1 11+ 
t 

270 PRINT AT 4,14;"HIGH•~;h1 
280 PRINT AT 1:5,9; "ANOTHER GO? 

(YIN>"' 
290 PAUSE O 
3 00 IF INKEY$ • "y'' THEN CLS : 
GO TO ::iO 
310 IF H-IKEY$ • "n., THEN STOP 
320 GO TO 290 
3 30 FOR n • 32 ~ TO 32 :54 :5 
3 40 READ a 
3 50 POKE n,,11 
360 NEXT n 
3 70 DATA 33, 100,2, 17, 1,0, 2 29,21 

3 , 197, 20:5, 181,3,33,212, 1, 17, 1 .o, 
20:5, 181 ,3, 193 , 209,225,201,33,244 
, t, 17, 4,0,6,255,22'7',213, 1'97 ,205, 
181,3, 193,209 , 225,35, 16,244,201 

380 FOR n• USR "ii." TO USR "c"+ 
7 

390 READ a 
400 POKE n,• 
410 NEXT n 
420 DATA 24, 126,90,2 5 5,231,'7' 0 , 1 

02,24, 24, 126,90,255, 231 ,66,90,60 

425 DATA 0,0,60, 126,?.55, 126,0,0 

430 RETURN 
44 0 CLS : POKE 32 5 42, 43 
450 LET l • USR 32525 
460 PLOT 70,201 DRAW 130,01 ORA 

W 0,100; DRAW -130,01 DRAW 0, - 10 

while avoiding the numerous policemen 
in pursuit. As 1he game progresses the 
border colour changes and at the end 
your score is given. Ten points are 
gained for each jewel collected. 

Conv ic t is compa1ible with the 
Kempston joystick or can be played 
using keys 5 and 8. Written for the l 6K 
Spectrum by Tim Wreford, aged 13, of 
Windsor, Berkshire. 

0 
4 70 PLOT 70,1201 DRAW 6,,401 DR 

AW 65 , -4 0 
480 PLOT 105,201 DRAW O,b01 ORA 

W 50,01 DRAW 0,-60 
490 PRINT FLASH 1; AT 9,121"HI 

DE-OUT" 
~00 PRINT INK 21 PAPER b; AT 2 

,O; FLASH lJ ''WELL DONE" 
502 PRINT AT 3,0; "YOU GOT TOHJ 
AT 4,01 "THE HIDE-OUT" 
505 POKE 32542,35 
510 GO TO 240 
520 CLS I PRINT AT 1, 101 "E S C 
A P ~"I AT 1,10; OVER 11" - -----

-;30 - PRINT AT 3,0J "YOU HAVE JUS 
T ESCAPED FROM PRISON ANO H 
AVE TO ESCAPE TO YOUR HIDE-OU 
T . BUT ON THE WAY YOUr1UST DODGE L 
DADS OF POI..ICEHEN WHO ARE AFTE 
R YOU. THE FURTHER YOU GET THEA 
E WILL BE A DIFFERENT CO 
LOVR BORDER. " 

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

540 PRINT ' ' "THERE ARE TWO CONT 
ROL OPTIANS . EITHER JOYSTICK<KE 
MPSTON) OR KEYBOARDl5 ANO 9)." 

55 0 PRINT ' ' " PRESS ANY KEY TO B 
EGJN" 

5 60 JF JNKEY$ - H" THEN GO TO ,.o 
570 PAUSE O 
580 RETURN 
:590 SAVE "esc a p e " LJNE 1 



BGREATGAMES 
INCWDED: 

TurboSpider-Tan/f. 
a lot·Halloween­

Attac/f of the 
Mutant Hamburgers 
Cyborg-Ref/ectron­
Sp/ot and QB/x 

Marketed exclusively by Qulcksll;a 
Games Designer £~:·:s 
Time Gate (48K Spectrum) £6.95 
Aquaplane (48K Spectrum) £495 
Meteor Storm (16K Spectrum) · 
I enclose cheque/P.Ofor·,-,--,----­
Please send me details of the O 
Quicksitva Game Lords Club . 
My Game Lords Club membership 
number is_ 

--------

Cheques payable to Quicksilva Ltd. 
Send to Software Studio, 
Qulcksllva Mall Order, 

~~:!~!: Dorset BH21 7P , 
Telephone: (0202) 891744 



WOLF~TACK 
YOU are the leader of your village 

and must protect the villagers 
from a pack of ravenous wolves. 

The wolves head towards the village 

from the woods and you must intercept until there are no more villagers. Use 
and kill them with your axe to prevent the Kempston joystick to move. Wolf 
them reaching the village. If they reach Attack was written for the 16K Spee· 
the village they will eat the occupants trum by P Hodges of Ashford, Kent. 

1 LET b$="P. H": LET mi =10: CL 
S : BORDER 2: PAPER 2: INK 7: CL 
S : PRINT AT 0,8; "WOLF ATTACK": 

PAUSE 0 : BORDER 2: PAPER 2 : I NK 
7 

2 PR I NT AT 1,8; "---- . ____ .. 

3 PRINT AT 3,0;"YOU ARE THE 
BRAVE LEADER OF","YOUR VILLAl3E.F 
ROM THE WOODS TO","THE EAST COME 

THE RAVONOUS" , '.'WOLVES. ARMED WIT 
H YOUR AXE YOU","MUST KILL AS MA 
NY AS POSSIBLE.","IF YOU LET 5 13 
O PAST ALL THE","VILLAl3 ERS WI LL 
BE EATEN" 

4 PAUSE 0: CLS 
b BORDER 2: PAPER 2: I NK 7 
7 LET ac=O 
9 LET li=5 

10 FOR nz1 TO 7 
20 READ p$ 
30 FOR m•O TO 7 
40 READ a: POKE USR p$+m,a 
4 1 DATA "g", BIN 00 1 11100, BIN 

01000010 , BI N 10000010, BI N 100 
000 10, BIN 100000 10 , BIN 1000001 
O, BIN 11010 100 , BIN 1 1111 110 

42 DATA "c", BIN 00011100, BI N 
00101010 , BIN 10010 100, BI N 010 

01001, BIN 00111110, BI N 0000100 
O, BIN 00010100, BIN 001 10 1 10 

45 DATA "j", BI N 00010000, BIN 
00010000 , BIN 111111 10, BIN OOO 

10000, BIN 00010000, BIN 0001000 
O, BIN 00010000, B I N 000 10000 

50 DATA "p", BI N 00011100, BIN 
00101010, BIN 00010100, BI N OOO 

01000, BIN 001111 11, BIN 0100100 
O, BIN 00010100, BIN 00 1 10110 

51 DATA "o",O, BIN 01100000, B 
IN 01100000, BIN 01000000, BIN 1 
1000000, BIN 01000000, BIN 01000 
OOO, BIN O 

52 DATA "d",O, BIN 00100000, B 
IN 1 1 100010, 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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O, BIN 00010100,0 
54 NEXT m: NEXT n 
55 PR I NT "HIG HEST SCORE IS ";m 

i, "BY ";b$: PAUSE 0: CLS : PR I NT 
AT o,O;"P": PRINT AT O,l r"P": 

PRINT AT 0 , 2;"P": PRINT AT O, 
3;"P": PRI NT AT 0 , 4;"P": LET sc 
=O 

56 130 SUB 400 
57 LET a=ll: LET ba l l 
58 FOR v= l TO 20: PRINT AT v, 

31; INK 4;"H", NEXT v 

II 



59 LET s= INT ( RND *2 0) +1: LE 
T d=30 

60 PRINT AT a,b; "PO" 
62 IF 1 i=4 THEN PRINT AT 0,"4 ... 

' 
G" 

63 IF li=3 THEN PRINT AT 0,3 ... 
' 

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

; u G" 
65 IF 1 i =1 THEN PRINT AT 0 ,1 

; u G" 
67 IF 1 i=O AND SC >= mi THEN 

GO TO 800 
74 LET dir= IN 30 
75 PRINT AT s,d;"D" 
76 IF d=l THEN PRINT AT s,d; 

" ": LET li=li-1: LET d=31: LET 
s= INT < RND *20)+1: IF li=O AND 

sc<mi THEN CLS: PRINT AT 11, 
O;"YOUR VILLAGERS ARE DEAD","YOU 

KILLED ";sc;" WOLVES","TRY AGAI 
N? CV /N) ": INPUT "'"'' IF ,.$•"y" OR 

a$="y" THEN CLS: LET li=5: GO 
TO 55 77 IF 1 i =O AND sc<mi THEN 
STOP 

78 LET d=d-1: BEEP 0.005,30: P 
RINT AT s,d+l;" ": IF d=O THEN 

PRINT AT a,d;" ": GO TO 61 
79 IF dir=l THEN LET b=b+l: P 

RINT AT a,b-1;" ": iF b•31 THE 
N LET b=30 

BO IF dir=2 THEN LET b=b - 1: P 
RINT AT a,b+l;" ": IF b=O THE 
N LET b=l 

90 IF dir=4 THEN LET "'=a+l:: 
PRINT AT a-1,b;" ": IF a=21 TH 
EN LET a=2 0 

95 IF dir=B THEN LET a=a-1: P 
RINT AT a+l,b;" 

96 IF a=s AND b=d THEN BEEP O 
.5,40: BEEP 0.005,30: PRINT AT 
a , d;" ": LET d=31: LET s= INT C 
RND *20)+1: LET sc=sc+l: PRINT 
AT 0,21;"KILLS=";sc: PRINT AT a 
,b+l.5; 11 J' 1

: GO TO 75 
100 GO TO 60 
409 FOR y=l TO 40 
415 LET z= !NT C RND *21)+1: LE 

T x= INT ( RND *28) 
420 PRINT AT z ,x; INK 4; "H" 
430 NEXT y 
440 RETURN 
BOO CLS 
900 FOR q=O TO 30 
950 BEEP 0.005,q 
960 NEXT q 
999 CLS: FOR 1= 1 TO 20 

1000 PRINT AT 16, 12; "HOORAY!" 

1001 PRINT AT 6,12;"HOORAY!" 
1002 PRIN T AT 11 1 15 ; "P": BEEP O 

.005,20 
1003 CLS 
1004 PRINT AT 11, 15; "C": BEEP O 
. OOS,-30 
1005 FOR k=6 TO 16 
1006 PRINT AT k 1 5;"HOORAY": PR! 
NT AT k,20;"HOORAY" 
1007 NEXT k: NEXT 1 
1008 FOR x=O TO 30: BEEP 0.005,x 
: NEXT x 
1009 CLS : PRINT "YOU HAVE REACH 
ED THE HIGHEST","SCORE" 
101 0 PRINT "TYPE IN YOUR NAME": 
INPUT b$ 
1015 LET mi =s c 
10 16 CllS: PRINT "DO YOU WISH TO 

PLAY AGAIN?CY/ N)" 
10 17 INPUT g$ 
1018 IF 9$="y" OR g$="Y" THEN C 
LS: LET li=5: GO TO 55 
1020 STOP 
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HARRIET DODGES 
THE SPIDERS 

HARRIET Dodges the Spiders 
was written for the l 6K Spee· 
trum by Alan Rees, aged 13, of 

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

LET a=O 
2 LET b=15 
3 LET se= O 
4 LET sc=O 
5 LET hsc=200 
8 GO SUB 9000 
9 GO SUB 80 00 

10 LET z= !NT ( RND 
11 PRINT INK 2 ; AT 

12 LET z= !NT ( RND 
13 BEEP . 04,z 
14 PRINT INK 2; AT 

15 PRINT AT 20,0;" 

*32) 
19,z; 0 .!!_" 

*32) 

19, z; '~' 

16 PRINT AT 21,0;"SERUM ";~e+ 

20 PRINT INK 4; AT a,b; "A" 
30 IF INKEY$ =" 1" THEN LET b 

=b -1 : IF b<O THEN LET b=O 
35 I F sc=9999 THEN GO SUB 700 

0 
40 IF INKEY$ ="2" THEN LET b 
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=b+1 : IF b )3 1 THEN LET b=31 
50 LET l= USR (3280) 
55 LET sc=sc+t 
57 PRINT AT O,O;sc 
58 PRIN T AT 0,2 5; "HI "Jhtic 
60 PRINT INK 4; AT a,b; ".ft'.' 
65 IF sc=1000 OR sc=2000 OR sc 

=3000 OR sc= 4000 OR sc=5000 OR s 
c=6000 OR sc=6 000 OR sc=8000 OR 
sc=9000 THEN GO SUB 8200 

70 IF ATTR (a+1 , bl=58 THEN G 
O SUB 2000 

100 GO TO 10 
2000 I F se >= 1 THEN GO TO 2050 

2010 IF se= O THEN GO SUB 2080 

2050 LET se=se-1 
2060 PRINT FLASH 1; AT 21,B;"ON 
E LESS SERUM1 LOOK OUT" 
2062 FOR N=O TO 100: NEXT N 
2070 RETURN 
2080 PRINT FLASH 1; AT 20,0;" NO 

SERUM: TOO DANGEROUS TO GO ON" 

13 



2095 IF sc >hsc THEN LET hsc=sc 
2110 FOR p=l TO 15 
2111 PRINT AT a+1,b; II 

.. 
2115 BEEP .2,9 
2120 PRINT INK 4; AT a,b; "A" 
2125 BEEP .2,10 
2130 PRINT INK 2 ; AT a,b;II~ 
2140 NEXT p 
2150 CLS 
2160 PRINT FLASH' 1; "ANOTHER GO 
? " 
2170 IF INKEY$ ="y" THEN GO TO 
.10 

2180 IF INKEY$ =11n" THEN GO TO 
2200. 

2190 GO TO 2170 
2200 PRINT "A A A A A A A A A A 
A A A A A A A A A A A A A A A A 
A A A A A A A A A A A A A A A A 
A A A A A A" 
2210 PRINT INK 4; AT 10, 10; "A< 
Good bye" 
2220 STOP 
7000 CLS 
7001 PRINT FLASH l; AT 10,B;" CO 
NGRATULATIONS" 
7005 PRINT FLASH 1; AT 11,2;"YO 
U Hl'\VE SAVED 1-fA/?RleT FROM" 
7007 PRINT FLASH 1; AT 12,lO;"T 
HE SPIDERS" 
7010 PRINT AT 5, 10; INK 4; '~ (Th 
ank you .. 
7020 STOP 
8000 PRIN T "DO YOU WANT INSTRUCT 
IONS?" 
8010 INPUT A$ 

N GO TO 8050 
8030 IF A$="N0" OR A$="no" THEN 

RETURN 
8050 CLS 
8070 PRINT 
JOY-STICK 

LEFT TO 
IDERS." 
BOBO PRINT 
A 

THEN USE 

"YOU USE THE SECOND 
TO MOVE HAlit,t, 11!'1 FROM 
RIGHT DODGING THE SP 

" IF YOU DO NOT HAVE 
SINCLAIR INTERFACE 2 
KEYS 1 AND 2 TO MOVE 

8092 PRINT" YOUR SCORE IS ON TH 
E LEFT AND THE HI-SCORE ON THE 
RIGHT" 
8084 PRINT" YOU GET A BONUS SER 
UM AT EVERY THOUSAND" 
8090 PRINT "PRESS ANY KEY <OR F 
IRE ) TO CONTINUE ..•. " 
8100 IF INKEY$ ="" THEN GO TO 
8100 
8105 CLS 
8110 RETURN 
8200 PRINT FLASH 1; AT 21,B;"BO 
NUS SERUM!" 
8205 BEEP .3,sc/60 
8210 LET se=se+l 
8220 RETURN 
9000 FOR.,q= USR "a" TO USR "b"+ 
7 
9010 READ w: POKE q,w 
9020 NEXT q 
9080 DATA 0,30,63,109,191,158,52 
, 38 
9090 DATA 0,0 , 24, 189,255,153,165 
,165 

8020 IF A$~ "YES" OR A$z"yes" THE 9099 RETURN 
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U 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. 

!OREM Trap 
3060 SUB 9900 : REM a ... aphic s 

4060 SUB 9800:REM Main V.iria 
ble5 

5060 SUB 9700 : REM Title s 
6060 SUB 9600:REM Starting S 

creen 
7060 SUB 1000 : REM Game 
8060 SUB 9500 : REM End of Garn 

9060 TO 50 
1000LET ><2=)(1:LET y2=yl : 
1005LET fic•O : LET ch=O 
1010 LET ke .. • IN 30 
1025 PRINT AT ><2,y2; INK 1; "b" 

103!5 LET >e3•>e2: LET y3 • y2 
1040 LET >e2• >e2+ 0:•111• 4 ANO y2<29) 
- <k• i,i-8 ANO ,c2 )21 
1050 LET y2•y2+0:•111•l AND y2<29> 
-<k•ll'l • 2 AND y2)2l 
1055 IF k•m•U1 THEN LET 1<3•x2+1 
: GO SUB 801(): LET wc:•sc-:50 
10601F >e3=>x2AND y3 • y2HIEN PR 
lNT AT x2,y2; INK 4; "+":60 TO 
10 10 
1070 BEEP . 1, 24 
1080 LET boo•ATTR Cx2,y2) 
1oqo1F ' boo=5BTHEN RETURN 
l 100IF ' boo•57THEN GO SUB 8000 

l llOtF boo=5qn-lEN LET sc•sc+2 
0 
1 1 15 60 SUB 8300 
1120 I F sc) h!i!.THEN GO SUB 8 100 : 
LET h &•s c 
11 3 0PRINT INK O;A T 20 ,6; Bc;" 
";AT 20 , 2 1;h s ; " " 
1140GO SUB 8200 
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115060 TO 1010 
BOOOLET sc•sc+IO 
8010PRINT INK 3;PAPER 7:AT 1< 
2,y2+1; ''.£_'':A T x2,y2-1;"£..:';AT x 
2+l,y2 ;"£."jA T x2- 1, y2 :"£: 
8020RETURN 
8100IF ch=ITHEN RETUR N 
8 1 IOLET ch=l 
8120FOR n• 1TO 2 :Et EEP . 02:5,36 : 
BEEP .:5,48 : NEXT n 
8130RETURN 
8200PRINT AT x2,y2; IN K 4; "+" 

8220RETURN 
8300FOR 2 • 1TO 2 
B302LET a • INT CRND •4+1) 
B305LET p • x2:LET q • y2 
B3 10LET P"'>i2+(.i•1) - Ca,.2) 
8320LET Q""y2+Ca • 3> -C a.=4> 
8330IF p =x2AND q • y2THEN GO T 
0 8302 
83 40PRINT INK 2; AT p,q; "~' 
8343NEXT :z: 
B3:50RETURN 
9:500CLS 
9510 BEEP . 5,12 :B EEP 1 7 0 
9520PRINT '"You Tel 1 in a hole! 

9530PRlNT ' "Your-

q:54QPAUSE 1 OOO 
q550RETURN 
9600CLS 

"; &c: 

q610PRINT IN K 7; PAPER 2 ; "bbbb 
bbbbbbbbbbbbbbbbbbbbbbbbbbbb" 
q620FOR n•ITO 18 
9630PRINT INK 7;PAP ER 2;AT n 
,o; ".!!_'..';AT n,31; '.'..!?.." 
q640NEXT n 

9650PRlNT INK 7 jPAPER 2 ; "bbbb 
bbbbbbbbbbbbbbbbbbbbbbbbb~ 

q660PR1NT INK O;P APER 7;AT 2 
o,o; "Scor e• ";AT 20, 16; "High • " 
q670PRINT AT x l ,yt; INK 4; "+" 

9680RETURN 
9?00BORDER 7 : PAPER 7 : INK O: C 
LS 
97 lOPRINT TAB 13 ; "Trap": PLOT 
104,166 : DRAW 3 1, 0 

q720PRINT AT 2 1 1; "Move + wt t 
h the .ilrrow keys"' '" Don't fal 1 
down ii ii hole . " "' " Plant the 
B see d s -:-;•' ' " Eat the c pl ,ilnts 

8 • 10" ' ' " .£ • 20·· 
• · " Pr@B& q to escape if you get 

tr-apped." 
q730PRI NT ·" Pre~& any key to s 
h ,rt": PAUSE 0 : RETURN 
9800LET h s ao500 :REM High Score 

qe10LET x 1"'9:LET y1 • 15 : REM St 
ar-t1ng Pos 1t1on • 
9820RETURN 
q900FOR n=OTO 23 
9910REAO gr-:F'OKE USR " a " +n,gr 

9920 NEXT n : RETURN 
9930DATA BI N 00111100 ,BIN 011 
1111 0,255,255 , 255 , 255 , BIN 011 11 
110,BIN 001 1110 0 : REH HOLE 
9940DATA o,o , O,BlN 000 11 000 ,B 
IN 0001 1000 ,0,0,0 :REM TRAIL 
99::iODATA 255,B tN 11000011,BlN 

10100101,BIN 10011001,BIN 100 
11001,BIN 1010 0 101,BIN 1100001 
1 , 255: REM FOOD 

IS 
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I N T REE SNAKE, written for the 
16K Spectrum by Jason Gould of 
Swanley, Kem, 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· 
die of the screen and, once moved, will 
conti nue in that particular direction at a 
high speed unt il a d ifferent key is 
pressed. You must avoid your rail and 
the walls of the maze. 

1 GO SUB 9000 
2 PAPER 2 : BORDER 1: IN K 0 : B 

RIGHT 0 : CLS • 
5 PRINT IM< 6;"(~"; AT 

21 , O;" (32•ig8>" 
10 LET ac •O i LET m• BOOO: LET L 

iv••3 1 L ET bomb•lO 
20 FOR J•O TO 2 1 : PRI NT AT J, 

0 ; !NK 6;"C !..gfil" 1 AT J , 31;" (1...Q§.> 
" : NEXT J 

30 FOR j • l TO 20 1 PRINT AT j, 

1;" 
" : NEXT j 

35 GO SUB III 
40 FOR j • 1 TO Bomb 
45 L ET x• INT C RND *19 )+ 1: LE 

T y • INT C RND • 29) •1: I F x• l AN 
O y •l5 OR ATTR (x ,y )•23 OR ATT 
R (x ,y> • 22 THEN GO TO 4 5 

50 PRINT AT x 1 y; INK 7; "~ ' 
:i5 NEXT J 
70 LET d •O 
7:5 PR IN T AT 21 , 4i PAPER 6j "Ll 

VES 1 " ;l1 V• t AT 21 , 20 ;"SCOR E : ";r.c 

80 L E T x1= 10 : LET y 1• 15 
85 PRINT AT 10, t:5 ; INK 7 1 "JL' 

90 IF INKEYf • "" THEN GO TO 
90 

95 LET bf • IN KEY :S : LET a$ • IN 
KEYS 

100 PRINT AT xl , yl ; IN K 6 1''..J:l..'' 

10 ::S PRINT AT 2 1, 26 : PAPER 6 : a c 

110 IF INKEV:S < > ''" THEN LET 
b ·S • INKEYS 
115 ff 9$("5" OR 8$ 1"0" THEN G 

O TO 120 
117 LE T • ••b:S 
120 LET x2•x1 : LET y2ay l 
130 LET y2•y2•(a$..- " 8") -(a :S• " 5") 

140 LET x2•x2 +< a.S ="6") - (a $ • "7"l 

14 ':i PRINT AT >il ,yl; INK 61 "~·· 

150 IF ATTR <x2, y2> • 23 THEN B 
EEP • 1,30 : LET sc•~c+5 : LET d•d • 
l I lF d•bOlllb THEN PRI NT AT x2, 
y2 ; INK 6; "b": GO TO 500 

16 0 IF ATfR <x2 , y2>'-22 OR x2•2 ,.__-------------, 
1 THEN PR INT AT >12,y21 INK 61 
FLASH 1 ; ''..b. M : GO TO 600 

2 1(1 BEEP . 009 , 7 
220 LET x 1• >i2 : LET y1 •y2 
230 GO TO 100 
500 REM N• )I t Maz e 
:i 10 BEE P . 5,5 1 BEEP .5,1(1 
520 LET m• m+100 
530 FOR j • I TO 100 
:54 0 LET s c •w.c•l: BEEP . ()(12,J/2 

550 PRINT AT 2 1, 26 ; INK OJ PAP 
ER 6; ac 1 NEX T j 

5b0 IF m>0200 THEN LET bo t111b• bo 
inb+I 

:i70 GO TO 20 
600 REM Loa• Li ve 
610 LET ll ve• llv e- 1 
615 IF x2•0 OR x2•2 1 OR y2•0 OR 
y2•31 THEN PRINT AT k:2,y 2 ; IN 

K 6;"C!i!]" 
620 IF ! i V••O THE N GO TO 700 
630 BEEP . 3 , 0 1 BEEP . 3 ,- S 
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650 GO TO 20 
700 PR IN T AT 10 , I Ol IN K 6 ; FLA 

SH lj "Giimv Ov•r" 1 FOR j• l TO 10 1 
BEEP • 1, RNO +1 00 - 50 : NEXT j 
710 INPUT "Aocth •r Gam• ( Y /N) ? 
"1a $ 
720 IF •S• " Y" OR a:S•"y '' THEN G 

O TO 10 
730 STOP 

8000 REM Ma:;:: e• 
8099 RETURN 
8 100 FOR J•l TO 6 1 PRI NT AT J, 1 

~L~~o:1
;~~~\~~ x;R1 NT AT J 

1 101 INK 6;"(~" ; IVEXT J 
81~ RETURN 
8200 FOR J•I TO 6; PRINT AT j, 1 
O; lNK 6 ; "(!..,gfil"; AT j 120;"(ig8) 
"1 NEX T j 

0210 FOR j• 14 TO 20 : PRINT AT J 

1 10; INK 6 ;" (~"; AT J , 20 ;"<...!....5L 
Jl)" : NEXT j 

READ q : POKE 
USR •••"• J , q 1 NEXT J 

9 010 FOR J •O TO 7 : READ q : POKE 
USR "b " +J , q 1 NEXT J 

9020 FOR J •O TO 7 : READ ' q: POKE 
USR " c "+J,q : NEXT J 

9 100 DATA 6,8,28 , 62 , 62 , 62,62,28 

9110 DATA 60,126,25 5 , 219 , 255 , 23 1 
,1 26,60 
9120 DATA 126 , 23 1, 23 1, 129, 129 , 23 
1,2 3 1, 126 
9999 RETURN 
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30 PRU5E 250' 
40 CL~ 
ge: L.e!T ~ .. 1.500 
g7 LET W•0 

100 PR I NT " YOU R LONG .JOURNl!Y OV 
e'R MOOR ANO MOUNTA:IN I~ OVl!R ANO 

YOU ~:IT DOWN ON A LARGe eouL 
Ol!!R.' 

10 '5 PR:INT 

110 PR:INT "FH'"Te:R YOUVE CAUGHT Y 
OUR eReATH YOU LOOK UP AT THE 

MENAC:ING HAUNTl!D MAN~:ION." 
1.i:0 PR:INT 
130 PR:INT 
140 PRINT ··vou RUN UP TO THE e:i: 

G OAKeN DOORANO SLAM YOUR ~%5T O 

N J:T .THI! DOOR OPl!N5 ANO YOU e 
NTf!R THROUGH•' 

1!50 PAJ:NT 

1130 PAJ:NT "YOU LOOK DOWN THf! LO 

""" .. .. .. 
I .. 

I 

HAVING 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 
1he 16K ZX-81 by James Forsyth, aged 
11, of Dover, Kent . 

.._.. .. .. 
I _. "o I ... . .. 

I z ----
:I ,.- V•2 THEN LET P$ •'' •-._.­.. 

I .... .. .. ----· 2:ii1:4. PAJ:NT "A8" YOU Pl:CK UP THe: K 
NJ:Fe A Gl:ANT · · 

:ii1::ii1:e PAl:NT AT 13 ,e;P $ 
:ii1::ii1:6 PRINT AT 1, 0; "'ATTACKS Y ou·· 

:ii1:3!5 PAJ:NT \ AT 4 , 0; "'YOU HRVI!! ··; 5; 
•• POWeA PO:I:NT5"" 

NG HALLWAY RND PROCEED l:NTO THe: .ii40 PAJ:NT AT 6, 0; ··How MANY POWE 
Kl:TCHf!N RNO PICK UP A SUTCH!! A PO IN TS? " ' 

AS KNI~E .ii!50 INPUT P 
170 PAU5f! 1000 :ii1:!51 Le:T ee-INT CAND*110)+1 
.iiii00 CL3 

.iiiiC1 Lf!T Y•INT CRNO * :ii1:+1) 

.iiii.ii:ii1: Ir- Y• 1 THEN LET P S •" ........ 
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.. * * .. .._. I 

:.1:e.0 I~ ee>P THf!N GOTO :ii1:e0 
.iiii70 I F eB<P THf!N GOTO 300 
.:e0 PRJ:NT ··Too BAO. , .He: RTE vou~ 

:ii1:Q0 STOP 
300 PR:INT · ·you SURE BEAT THAT 11 
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ON3T~R." 450 XF XNKEYS•"e·· THEN LET K•K+ 
1 303 LET ,..•XNT (RND* 1 50) +1 

305 PR:XNT ··you NOW HAVE .. ; w+F; .• 4-53 LET V•V + 5 
TREASURE POINTs· · 455 GOTO 4-20 
310 PRXNT 00 ANO YOU HAVE "; ~-P; •• 4-60 PRl:NT 
POWER PXONTS." 4-6~ L~T 5•S +V 
312 PAU~~ 200 4e4 PRl:NT ··you NOW HAVE · · ;w +N+ ,.. 
315 CL5 ;'' TREA 5UR~ POXNT5°' 
:320 PR I NT ''AFTER YOU WIPE THE B 4e5 PRINT ' 'ANO YOU HA VE '';S; ' ' P 

LOOO 0,..,.. Y OUR SWORD YOU PROCE OW!!R POINTS" 
!!O XN T O THE NEXT ROOM.' 

3~1 PRINT ··you SWITCH ON TH!! LI 
GHT ANO 

XS COUNT 
STANOXNG N~XT TO YOU 
DUCKULA' 0 

322 PAUSE 450 

3215 PR:tNT AT 14 , 10; · ·.----
1 • I ..._ __ . 
. -. ++r-. 

.•o1 I I .. ._ 

._. .. r1o· 
... r-

330 FOR I • 1 TO 60 
335 PRXNT AT 15,11;'' 
340 PRXNT AT 15,11 ; 
34-5 NEXT :t 
346 Lf!T 5•5-P 

._ •.. 

3!50 PR:XNT AT 7,0;"YOU NOW HAVE 
0 ';5;"' POW~R PO:tNT5 . " 

355 PR:tNT AT 3,0;"HOW MANY POWE 
R PO:XNTS'?" 

356 LET VV•:XNT (RND*1M0) +1 
350 :tNPUT O 
365 :t,.. VV>O TH~N GOTO 375 
370 :tF VV<O THEN GOTO 3e0 
375 PR:tNT ''TOO BAD . . . HE 8:tT YOU 

377 STOP 
3e0 PRXNT ''YOU SUR~ HAVe GOT A 

STRONG ARM . ' 

4e,e, PAUSE 200 
470 FAST 
4715 CL5 
4e0 SLOW 
490 PRXNT "AS YOU ENTER THI!'. NEX 

T ROOM A HUG ~ eeASTXE BAT FLI 
ES OVf!RHEAD" 

500 PR:S:NT 
5 10 PR:S:NT ''YOU NOW HAVE ·· ;s; •· P 

OWER POINTS . " 
520 PRXNT AT 11 , 10;·· · • 

630 FOR :S:•1 TO 50 

---.... --... .... -_ ... 
I - - I ._ •.. 

531 PR:S:NT AT 15,4; ·· - .... - .... 

- - I -- I --·· 640 PRINT AT 1.4, 10; •• . • • " 
!5!50 PR:S:NT AT 14, 10 ;", . ," 
!560 N~XT J: 
570 PRJ:NT AT 5,0;"HOW MANY POWE 

R POINT57" 
5e;0 :INPUT I 
564 L E T QQ,.,INT (RND*130) +1 
~90 II'"' QQ>:S: THEN GOTO 610 
593 IP OO<I THEN GOTO 620 

3B5 LET N•XNT (RND*150) +1 e.10 PRINT ··To o BAO ••• HE :!,TRUCK 
3e7 L!!T s-~-0 YOU DOWN'' 
390 PRJ:NT "YOU NOW HAVE: " ; W-+N +F 615 STOP 

TREA5URe POINT~·· 620 PR:XNT ''YOU ~U RE THUMPEO HIM 
3'a 1 PRINT "AND YOU HAVe: " ; 5;" P 

OWER POJ:NTe,." 
392 PAUSE 300 
393 CL~ 

6~ 5 LET Z • l:NT CRND*200)+1 
627 PRINT ··vou NOW HAVE ·· ; w+N+F 

+z;·· TREA5URE PO:S:NTS'' 
394 PRINT ''THERE :X5 A KEY :S:N TH 

E ROOM DO YOU WANT :XT7 ·· 
e:.le LET :S • S-X 
630 PR:S:NT ''AND YOU HAVE •·;5; · P 

OWER PO:tNTS" 396 PRINT "2•YES 
1=NO" 636 PAUSE 2~ 0 

397 :S:NPUT 0$ 64-0 CLS 
39B LET B • INT (RND*2>+1 660 LET E • INT (RN0*4J+1 
39'- :IP B=1 TH EN LE T L$ • 'YOU CA N 660 :S:tr E=1 THEN LET J:$ .,. ' ' •---• 

T HAVE IT. · I / • / I 
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400 XF B=:iil THE:N LET L$ = ''YOU CA N ....... __. 
HAVE XT.' 
401 PR:S:NT L$ 
402 PAUSE 300 
4-06 CL~ ~ 

410 PRINT "AFTER ~OOTHXNG YOUR 
F:X$T YOU f!hl T E!R :INTO A ROO l'1 01'"' 

PO :t$0NOUS SPOOKY S P :tDER S ... " 
411 PR:S:NT · ·5,.,LEFT S •R IGHT' ' 
41 :iil PAUSE! :350 
413 LET V • 0 
41 5 LE!T K,.,11 
4-:iil0 PR:S:NT AT 21, J:NT ( RND*26); "* 
42~ PR:S:NT AT 0,K ; 
430 :CF P!!EK ( PEEK 1639B+~S6*PEE 

K 1639Q) •:iil3 TH~N GOTO 460 
43~ PRI NT "'V" 
440 ~C ROLL 
445 J:I'"' XNKEY $ •''5'· TH~N LET K • K-

1 

I < < < + + > > > 
.. ...... s. 

••• riill'0;1; 1·· 
670 XF E•2 THEN LET xs -···-· ..... 

.. r ...... -
. () . 

1=1••1sw1•111 

ee0 I F E=3 THEN LET :S:$~·· ~ ~ ........ .. .. ...... 
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·--· YOU TO DEATH'' 

.-- -·. 75,5 5TOP 
770 PR:XNT "WELL DONe.NOW THAT V 

•• -==et• •• OU HAVe KILLeo ALL THI!: CRl!:eP 

ll:l" ...... If' E = 4 THEl-1 L...ET 

, .. 

.______ . V CREATURe:5 I 5UPPOSE YOU WANT T 
iM;iMi:.f:J=ili .... ij H!! TREASURE . " 

7 7 1 PAuee 300 
I$ • " •-• .-. 772 PR:INT ":IF 0.0 PRE55 y l"OR 

•" I I .•I• ve: .. N l"OR 

~ I I I I NO" - 77'3 XNPUT MS 
77 4. IF M$ • "Y' ' THEN GOTO 7 e-. 

•• < < < < < < < < < 77S I I" M$ • "N" THl!:N GOTO 776 
.. >>>>>>>>> 775 CL. .. , .. 777 PRINT ''TH!!Re YOU AR!!" ; AT 14. 

t-llS•IN•IOI• , 10; " & & 
§" I ****** I 

700 PRINT ' 'UNFORTUNATELY YOU HA I * *** '"'"* I 
VE 1-tET A '';AT 1~,e;:I: $ l *-* I 

7 10 PR:It-lT AT 1 , 0; ··vo u HAVE " ; s; I *- * I 
•• PO WER POINTS'' I **-II;*** I 

711 LET MM=:INT CRND*140) +l. 
72 0 PRINT "HOW MANY P OWER POI:l'lT 

S"? " 

73 0 INPUT C 
740 IF MM >C THEN GOTO 760 
750 I F MM <C THEN GOTO 770 
7~0 PRINT ''TOO BAD . .. HE MANGLED 

SINCLAIR PROGRAMS May 1984 

" 77 6 STOP 
7e9 CL5 

, .. 
7 ~1Zl PRINT "IM 50RRV BUT YOU CA N 

NOT HAV E X:T" 
7"-1 PAU~e 1 40 
7g :,;: GOTO 1 
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BACKPACKS 

~ 
~ 
Slxll'9(So0n$ cflM IM!spersaDl&UMoomple(eyw, 
c:ompul llf A.II nave SAVE/LOAD and ON/OFF~ 
and a housing tor ltie tfanslormer Compatlble wit" 
1n1er1aoeoiw. lcleallofusew1thcasecl~ 
Rel 8 P1 -F ullyvanablesculdami:, - 3 11; 13~$1Xke1$ 
swlktlandneoill'ldoeatOl' - eablearodpu,;J £27 .50 
Rei 8 P2- 11s8P1 bulno~S.cableandplugs. Has 
,oon,tolut yOIJIOwn"Ouraplug'sockets ( 1950 
Rei BP3-Q8P 1 bulnosouncl 1:21 so 
Ref 8P4 - as BP1 buu1090!.d:lorsoct<.et:s (1305 
Ref BP5 - ZX81 Y9fS!Oftnc.soc*ols.mlW'4$Wll(:fl 
l'l$Cl'l,eallltandplug C20.8S 
~ 8P6 H 8P5bo.llnocablt0f $0do.M$ t12.8S 

MICROSTATION 
17 square tray lo, above plus comp,., te r end l,11pe 
Rei MS £750 

WOBBLE STOPPER 
%cP.!, ~ ,ef,'f·/NK.lr'tl!J8t£ 
F1a1:Ae1s w rs2S TIIIKS Rel STW£625 
E"1!'aon(lto,pr,ee, - Ft,,I Aell Wt:57 5 T-.:1 Rtl LTW£67S ·-----------

KERNOW SOFTWARE SERVICES LTD 

SOFTWARE LIBRARY 
FOR 

SPECTRUM 
Low cost weekly hire of the best arcade games, adventures, 
utilities, languages and bus iness prog rams. 
• Mem bersh ip only £.6.00 fo r 12 months. 
• Progra m hiring from only 80p (plus p&pl, 
• Free fully descriptive catalogue for members . 
• New titles constantly being added 
• Purchase new programs at discount prices. 
• Return of pos t service. 
• All tapes despatched using firs t class post. 
• We have fu ll pe rmiss ion and licences from the lead ing software 

pub lishers. to whom roya:lties are paid. 
Compare these features w ith our competitors and you will see 
why more Spectrum owne rs are joining the Kernow Software 
Libra ry . Join today by cl ipping the coupon below or send a S.A.E. 
for further details . 

L...YES, please send me my fre e cata logue and selection sheet. I 
enclose my £6 cheque /Postal Order. 

NAME. 
AD DRESS .. 

Send to: 
. ..... TEL. 

KERNOW SOFTWARE LIBRARY 
(DEPT. SP) 

55 ELIOT DRIVE. ST GERMANS 
SAL TAS H. CORNWAL L PL12 5NL 

THE KERNOW SOFTWARE 
EXCHANGE CLUB 

An exciting new concept for Spectrum owners . Simply send your 
unwanted Spectrum tapes in exchange for a select ion from our 
ever-e xpanding ava ilability list. Keep your exchange tapes fo r up 
to 1 month and retu rn for others or for vouchers to be used at a 
future date . 

• Me mbership only (6.00 for 12 months . 
• Each exchange on ly ( 1.20 (plus p&pl 
• A U tapes despatched using first class post . 
• New ti tles cons tantly being added . 
• Return of post service . 

Jo in today by cl ipping the coupon be low or send S.A.E . for furt her 
details. 

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

NAME .. 

ADDRESS .. 

Send to: 

. ... ... ... ... .. ....... ... . Post Code .. . 

THE KERNOW SOFTWARE EXCHANGE CLUB 
(DEPT. SP) 

55 ELIOT DRIVE. ST GERMAN S, 
SAL TAS H, CORNWALL PL12 5NL 

SPECIAL OFFER-J OIN BOTH SOFTWAR E LIBRARY & EXCHANGE CLUB- ONLY £ 10 .00 
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Hooe,... - ~ ....a - ~-- ,_ SpednmandU...faundyau ....... ll*lllon,llq .. ln? 

Thec:mRAII µILOl' d i,..yau-)'Dllr problems. 

Now you c:an connect your CIIIRAH µ. SPEECH, )'DU'~ 
connector , your ZX Interface 2 or olher accessories into eilher 
of the available slots - you can even add µ.SLOTs together 
to expand your system further! And naturally, µ.SLOT can be 
used on the back of Interface I . 

Even if you only have one peripheral for your computer, 
µ.SLOT wilt protect your Spectrum's edge connector from 
wear and tear. 

Moulded in black plastic. µ.SLOT is styled to complement 
your Spectrum and its accessories. tt comes in its own 
distinctive pa(:kaging , complete with full instructions for use. 

SINCLJ\IR PROGRAMS May 198.J 

Once ... <XIIWI ............ ,... ....... c,ampuler 
odd-<111111• Nyc:ompdve p,tce-&14.951nc. VAT.Look 
out for µ8LOI' .. . becomes ......... In ..... oulleb 
--or uselhe order form below. 

,---------------· I , .. -c:...,.o ..... ,._,.,..,..._,,_, ... I 
I ~&.wt --- -1L Sl.0T unil(s)11.£J4.95~ 1nd.VAT I 
I ...... ,_,,..., ------- - ·-- --- I 
I ....,..,_..., ------ ·--·-------- I 
I --------- "°""""' ----- I 
11"""""'""""""'""""" ._""~· , ... , __ _ I 
1 """"""~•iio.l I 11 1 11 1 11 1 1 1 11 
I Sigoed ttttdlcnon1cn .... ~ ...... .......i _ ____ _ I •==~~.._ ______ s:.=~=· 
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Data Management 
by David Janda 

WHAT 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 ofinformation at 
the end of processing. So when the 
information is inside the compu ter, 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 numbcr·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 data which 
meets a particular condition. 

lmagine 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. 

ln 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 
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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 a11 
names with more than one capital in it 
might be disastrous - McDonald is a 
valid name. 

Unfortuna1ely computers do not 
know what makes a valid name, so we 
have to program for it. What is even 
worse for those who proiram in Basic is 
that we have to do a good deal of work 
to get valid data into the computer 
initia11y. Some languages such as Pascal 
can take the drudgery out of checking 
for valid data. Tak e the example of the 
field N AMEi 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 
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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 
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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; ' + ',' - ', 
'*', '/' , '** ' or 'i' on the Spectrum,'=', 
'>', '<', '< =\ '> =', and '< >'. 
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 tak-en 
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-

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 l •O TO 255 
40 SCROLL 
SO PRJNT CHRS(l);" •"; I 
60 NEXT I 

10 REM program I. 
20 REM Spcarum version. 
30 FOR 1•32 TO 255 
40 PRJNT CHR "(l);"•";I 
50 NEXT I 

Making comparisons using the bina­
ry operators can be dangerous, try this 
one. 
JO REM PROGRAM 2. 
20 FOR A• I TO 20 
30 LET B•S QR 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. 

T HE OBJECT of Vortex is for 
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 
vonex . 

Written for the IK ZX-81 by Shaun 
Beales of Wisbech, Cambs. 

:LI,' Rl!:H ••AL l:l!:H" 
115 PAU~I!: 150 
ilO 1..1!:T T•0 
00 I.ET U•l:NT 

4.0 I.ET X•1 
150 l.11:T Y•X 
60 l.l!:T 2:•W 
70 LET .J•:L:L 
eo PRJ:NT AT U•:L,X-1, 

:i.:: ~~:i:~:v A:N -;; •!: /·.;~ l!!;N OOTO Re 

110 PRJ:NT AT J,10, ...... ...... 
130 I,. .J•Y AND .J•2: Tl11!:N PRJ:NT T 

; .. ... • •ALJ:l!N Dll!:&TROYl!O•••• 

13 15 Ir" ~ N ~ ~HEN $TO P 
:Lt't& L~ T • T•15 
14 0 l:r" IJ•Y ANI,) )(,oz T ... t::N P"IINT T 

, " • • • ol!:A"IT" 01!:&T"IDVl!:D• • ·•• " • K 
170 L~ x .. x . a . ci:Nt<i::v • ···e"l-~••l 

NKEV • •••15"J 

180 LET u.1,0.a • f INKE V • ···e··) -a • I I 

N~:; •; ;
7

:;..l<l,O THt::N L~ Y•Y• l 

a 00 lf' Y>l,O THl!:N l.11:T V•Y•l 
a :i.o l r" y )l,O THEN Ll!:T Y•Y• l 
R20 l l"' 2:>X THt::N Ll!T Z•Z-1 
a:,o II"' .: <X Tl'll!;N Ll!;T 

a .. c, CL .. 
260 OOTO 150 
aeo OOTO 140 
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£7.95 
NIGHT GUNNER 

£6.95 

OTHER 
AMAZING FEATURES 

• U1nd ,no1nd l ik e ot l from 4 Nnw1ys ~in 
s1eet1no on 11\1 g rou nd 
• Ful ly Al&fObl \l( 
PerlOrm.enc. 
• A,rl,eld lltK k by lhl _ , 

i'nc. VAT & p. & p, 
Joystick Compatibl e 

(Kempston, AGF, Sinclair 
lntertace 2, Protek etc.)' 

48K Spect rum 
JOy111ck Comp 1l,bMI • 

Th1 11, btlUle where 
on lyae, ssu r.o,,... -

:1\~:,:1r~~:r· 
d1r~t 1ons .gun 1 
blaz ing . e i,:plos,ve30 
ground 11t11ck sort,es -
Ind there·, ti ll the 
!ligh t hom • • Cros. w on,;ts , 

Turbu lenc e end 
1anc11no ,n log 
• 4 P1IOlt1hngL8 
Beacons, g round 
lea1ure1 1ndm.ep 
• A, t,IICial no,,zon 
rad lt and lhgni 
00tnpu 1e r 
• tLS, Fiii>*, VIC I nd systeml1,1urn 
• 100'lli, m11clime code 
w,th com ~ele 
;:: ,:c 11on s1 nd. p1I01 

DIGITAL 
INTEGRATION 

Watchmoor Trade Centre 
Watchmoo r Road 

Camberley. Surrey GU15 3A 
S.i.tted p1oduc 11 n1illbl • from: 
Boots . Woolwor ths. H M V Menz, H . 

g;:ss: v~~sp!;~~~.~i: -~:ws11,s:"o,;:n:~=,•·um 

"'°" 

_________ ,.,.. 
Please send me m e 
tonowm g games 1or the Spectrum 
Fighter Pilot 48K O £7 .95 
Nighl Gunn er 48K D £6.95 
Football48K 0 £7.95 Trade and 

Lif e time Guarantee Cheques payable to 019,taJ lntegrabOn 
l enc lose a chequ e/P.0 . for To tal . 
Name·- ~ ~ ~ ~ ~~ ~ ~~ ---
Addres s, ___________ _ 

Taxi (Any Spec trum) D £5.50 Exp o rt Or deb it my A ccess Account No. 
VATandp & p inc1us1ve witn,n UK enquiri es I ! I I I I ) I I ) I I ] I 
(Overseas me. 55p . pe r casset te) welcom e. Tele S:,1es C8ffloerte v <0276) &e4gsg 

I Ilg 
Please send to Digit al ln1egral ion . Dept SP5 
Walchmoor Trad e Centr e, Wal chmoor Road. Camberley, Surrey GU1S 3AJ 



T 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 
throu gh the first gates successfully you 
can proceed to the second pair. 

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

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

l IO;l!IH OOC"l!R"' 
~ !"'OP 1! '" 1 TO 9 
:, PRZ ... T ooe ... YOUR :e,,..:i:p &l!TUE 

l!ll THI!!: :It • 
.. PAJ:IIT '"CAN ...-ou l..l!AVI:!: ..... ou(l:I c. 

A"1.00 RT GATE 1 AMO OOCI( 1t• OATI'; 
II TO 91!:COHI! ,. L. l!!l!T l!IFa:J:OAOJ:CR U$1! 
t(l!IV:O 7-UP . &-Douu ·· 

s PAW:e.e eoo 
6 CI..S 

? 1"01'1 C"l. TO ~~ 

8 Plll.'.HIT 

" Nl!:)(T C 
1 0 Ll!T <>•J:NT U:l:N0 .. 171 •1 
11 Ll!T 0•!!11 
1a PRJ:NT AT ~.o. · · ·,T A l!I o. 

TAe o,· · ·· ,Tl'l l!I 0 .. . . .. 
13 L.l!T 0•.l"I I T 10Ull) • 171 _.1 
1, 1..•T <;t•l.l!I 

n,!e ... ~'."'~~~T:! :. R ..... ,TAB R; • 
1 6 1"0 ... A•1 TO 30 
:il:0 PR J:NT AT J:HT 11111"1(>•21> 

AH~;3:~~;DA 
30 1..lllT X • JNT f11U•D•a11 • 1 
.. 0 l"OR 0•1 TO 12 
00 PRJ:NT AT )( , 0, ----
1151 l"OA K•l TO 15 
!!12 Nl!XT K 
6 1 lCI" D•l3 TMl!N OOTO 211.'100 
62 lCI" 8•27 TMl!!II GOTO & 000 
63 JI" J:NKev , ... 7•• T .. eN GOTO 100 
6 • ll" I NKev,.• · e·· THett OOTO il:00 
68 NlllXT 8 
67 II" D • 13 THl!:N C.OTO 2000 

10(!1 PRJNT AT x,e; ·· -
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llEET BRlliADIER 
110 L B T X •X- 1 
1115 LlllT & • & + 1 
1ao GOTO 150 
11:0,;,1 . ... lCNT A T X,D, 
111 0 1..l!T X•X .. 1 
il:115 Ll!T 0•0•1 

a a0 GOTO •" 
700 SAVI!: · ·ooCKl!:A"" 

100 0 l"OA ... 1 TO ao 
101 0 P AlNT AT x ,e . ...... ........ . . !::~ : :!"'~-~TT~·:• -.....•.•.,•w" 
1.132:! Nl!XT " 
l. 030 Nl!!)(T A 
l.11.'140 CL& 

10cr,e, P A v•e aoo 
10713 GOTO l 

11030 GOTO lC'><>O 
i:iooo ... oot n• l• TO a? 
3Cl13C, GOTO i,ci, 
4"""' JI" X•P•1 OA x-• .. a TMEN GOTO 

aee o lf' E•1 OA l!:•2 oA l!:•3 0111 Ill• ~ 
OA l!•a: T H l!N GOTO &0151 

a ci,1515 PAINT 
oe IT"' 
a ci,&o l"OA K•l TO 1" 
&0?0 PRlt.rT AT 13, 10, • 
ae?l 1"0"' .J•1 TO 10 
&1172 Nl!XT ,J 

• o&e PAJNT AT 
a ci,oo NltXT "' 

& 0 92 :l l" 11<• 1 OR E•lt 0 ... 1!•3 OOlt I! • & OA I! • D T H l! N GOTO & 000 
4 "9 & • T OP 
150 CU, C L & 
ee u , GOTO 1 
9":;!0 &TOP 
6000 CL& 

~:!" A~~ J ~v .. !~~-·MAOI! lT ... e, •• 

6"11 lCI" 1!• 1 TH.!!: U GOTO 6 0 :il:0 
6012 lCI" l!•:il TM l! N GOTO 60 115" 
6"13 lCI" 111•3 TMlltN GOTO &""'" 
6'll1& J I" I!• & T H l!N OOTO &130 
80 1 115 JI" l!C•tl T H l!N OOTO .1'7" 
a":ilO PAJKT AT 3,0; • • 
CAOl!T" ' 
00Q. PAU. 1! 1 70 
0030 c ... 
0040 rll!XT Ill 
60150 PAINT AT 3.11," 
&l!AAOl!NT'" 
6090 PAUSI! 17" 
6070 CLS 
oe110 NeXT I! :"~=p~:!::r AT 3 ,0,"' 

61e" PIAUSI! 1713 
9:110 Cl..5 
91..10 Nl!XT I! 
6130 PAlCNT AT 3 ,c, , •• COHHANOl!CJ:I O 
I" AAH«!:0 P'ORCl!S " 
014" P AV~I! 170 
1Sl90 CL6 
0100 ttB>;T I! 
617" PA%NT AT 3,0, " lllllmDll" Lllll!T 

: i:::G:~!!~ ....-.-:, 

7000 $Ave: · oOC><l!IIII "" 
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Ai=1 

Joysticks 
n. dloocl,. vou,t. n.. ,t,,,,d,ofd Ou,clo.Sho\ 11 uotlltnt ....... 
-•1>1111 ~•-wPS lortlHtlooctdp,«.•"'°"lfld1comlor1 

:;,~.=,::~- t 111Pl1""9wnon,p1<,1 
fw, i..1 of cord-'""" lht W'ldlnuvt1ll'ldlrdS-Plft 'O'pll.lt 
to, ~-tib.hty _.,, - ontlff- Of J.rlC'I _1 ,on UI I 
tl'lKuonoll\olN -a.. 

Tr,e,,....O.,.,;-~ ll ... .._o,,t,d11yl ... w,1htv,...1ypelir"" 
-,uQlw"""Mlhe«,plir"'9tie:I-N1twood9r ..... fot-...,a--·-·~·tv TN ttl)ld 1,.,,...,ICll,-MMl'wtttonltMlo..lJ 
mettr1ollhlol1t...,,..,ft0fll\ft!VtbuUor>P<Mil•-...c1for .. i:h 
....... 1out...i>Alhtbiolll0< __ .,..,.._ 

~i..,th...., •• .-.., .............. IM'ld-dOu,c:kS,,ottt,nlfoll« 

~ d>I AGF lnwflot II ·- btlte< \IM>t. s.- ... 
__ .., '"' ....... Qy "'"'·-., (k,.,..,.. 1882 tt.t 
1tt-~t1lOOflll'"0111bl1IYP«l1'_ ... th .. ct....lt>e 
A.Gl'°"1ion,.,,.,.,_1'..,con••olllod-tl\tl-OIII 
YnbNbiblitttlhdfltwlil,w-p,"1(:e. 

Sul!~"'°"' lht •• ""-t«>l,... ~­
..:uw--OIM<'*""""'Mc«1W~t1 .... _-~·Ram PIO;b, Prin*',, S-11 Unin-. 
ll'ICI ol -.nt IN ...... ,-plat oon l>ri,,,ciple utld..,...,_ 
lhb...i 1-_.11io;l.a.,;1ri,;,l lywitt,r,yOIMf*'Cldo-. 

Al>Ollf$$ 

W...twlNl\o kt upgrlidongto t -1111<.tffjDyrtd: 
~youc.1cl-12.5"olllhe~p,io9ol­
Pr ............. l .. wt-. 

Al AGF Jo,ystdlint«f-""n,_.k...,thtnylfl<IIIIUV 
sundtrdmt:1io;l!,l:1;1""'9$.pin•[Yp1,.,p-,nc~0u1ct. 
$hotl l -.c!1M-T,-~l1t011 1ro!lltt. 

Dotl'tlil'rtltlorlffl ....•• ~AGf . 

QuickShot II 

$EN0lN0$TAMP'NfE0fO)T0 AGF HAAOWARf,OOT S , 

fRUP0$1 , IOGtlOR REGIS. Wf$T SVSSEX. '01291111 

fl'!Hk.i,-.-,ou e11vs1,_ -1 01 vo..1 °'""•~ ,.._fflll ly ~!£1\h-11oc~ 
w,&,"' 70llva,AII AGFp, -U.¥f-Ol'11iNOIJIQr l?mQr>l ... ""ll•fs,,;ppa....,,;,r,1 1•,;11v-~ 
t,.:~ .. -~"'t,AGFHM-80,,,0,flf9'S,V.ft\S...Mt• T~ 402<1))8m37 

OVICl($HCJT ll JOV$TICK 

ZJC81 0 ZJC VECTRV1,1, O 
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10 INPUT "Enter yo ur n .a.111e ";•$ 
GO TO 20 
20 PRINT AT 2 1,0o " Well hello 

"; a :f: 
30 PAUSE 100: CLS 
40 PRINT AT 17,0;"Press any k 

ey to continua." : PAUSE 0 1 CLS 

41 POKE USR ".9.."+0, BIN 0 11111 
10 

42 POKE USR 
10 

"~" + 1, BIN 0 10000 

43 POKE USR 
10 

"~"+2, DIN OlOO<IO 

44 POKE USR 
11 

"_!"+3, BIN 111111 

45 POKE USR 
11 

"~"+4, BIN 110110 

46 POKE 
11 

USR "_!"+:5, BIN 11111 1 

1
/7 POKE USR "!" +6, BIN 01 100 1 

OO 48 POl<E USR "~"+7, BIN 000000 

82 BORDER 01 P APER 0: INK 41 G 
o sue 200 

83 POKE 23009, 30: CLS : LET hs 
•- 10 

8 4 LET x•IO 
a:; FOR n •- 1 I TO I 0000 
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90 IF K•31 THEN LET K•30 
9 5 IF x • O THEN LE T x • I 

100 PRINT INI( 7; AT b,x I "!J:' 
105 PRINT INK 41 AT 18, INT C 

RNO •32); "}}}" 
110 IF INKEY$ •"o " THEN LET x 

• x -1 
12 0 IF lNKEY:S •"p" THEN LE T x 

•x+l 
130 POKE 23092,2:051 PRINT Al 2 

1,31J" " 
140 IF SCREENS (0 , x)•") " THEN 
GO TO 1000 
150 NEX T n 

10 0 CLS 
lb 2 PRINT Al 5,::SJ INK 3; "Well 

done'You h;i,ve scored "I AT 8, 10 
; INK 3; "1 0000" 

1b:5 PRINT ' "'Th •t is the end of 
the Qiilme I ,11.111,11.fr• id." 
17 0 PR INT . 0 "Pr e ss •ny k e y": PA 

USE 01 CLS I GO TO 1010 
180 STOP 
181 FOR n•O TO 7 
2 40 PRINT "You h • ve fint s h ltd yo 

ur night-" 0 "shift work ;l!;nd •et-o 
ff to dr i ve "'"ho me. But when you 

driv e off you" 0 "re•lis e that yo 
ur brakes h•v•" · "been ••bo t a ged 
a nd you h•v• no"• "wily of stoppi n 

A 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 rhe exit gates 
and find they have been locked. The 
only alternativ e is to drive round and 
round the car park, avoiding the parked 
cars and barriers. 

Car Park was written for the l 6K 
Spectrum by David McAulitTe, aged 14, 
of London SEIB. 

g . As we l l •• thi s , " ' " s 0tneone ha s 
closed the e ,d t o• t e" · " s o All 

you c.an do .al l night i s "'"dr1v e • 
round th e c•r-p ark"' ".avoi d1 no th 
• p•rked c.ars"'' ' " KEYS1' o '•L EF 
T, 'p '• RIGHT . "'''" * ****PRESS • 
ANY•KEY•TO•START ••••• " : PAUSE 01 

RETURN 
1000 FOR g•I TO 5 
1001 FOR f • O TO 7 
1002 BORDER f 
1003 BEEP .02,f 
1004 NEXT f 
100:i NE XT 91 CLS 
1006 PRINT JNI( 7; AT 2, 11 "BAD L 
LICK! YOU HIT A PARKED CAR" 
10 10 PRINT INK 7J Al 5,:01 "YOUR 
SCORE IS "I n - 1;" POINTS" 
1020 IF n>hs THEN LET h• • n - l I G 
O TO lObO 
1030 PRINT AT 8,:iJ "HIGHEST SCOR 
E1 "1h • 1 AT 10,:.1 "DRIVER1 "1•* 
1040 GO TO 107 0 
1060 IN PUT " Ent e r your nai111e" , ai:S1 

GO TO 1030 
1070 PRINT INK 31 AT 1:0 ,0J "• • PR 
ESS • ANY • KEV • FOR 1tANOTHER•G0 • •" 1 P 
AUSE O 
109 0 CLS I GO TO 94 
2000 CLS 
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D
ODGE the cats using keys 5 
and 8 in M ilk Rou nd, written 
for the 16K ZX-81 by Peter 

Green of Ormskirk, Lanes. You must 
collect the milk and fuel as they appear 
and avoid the houses. 

MILK ROUND 
ENTER line I then the following 

poke statements: POKE 16514,1; 
POKE 16515,0; POKE 16516,0; 
POKE 16517,42; POKE 16518,14; 
POKE 16519,64; POKE 16540,78; 
POKE 16521,20; then enter the rest of 
the program . 

1 REM • E:RND?TAN 
3 IF INKEVS • ' " ' ' THEN GOTO 4 
4 GOSUS eeee 
5 CLS 
6 LET F•• 00 
7 LET f1•0 
e Le'.T K•7 
g LET 0 • 7 

10 IF P•0 TH~N GOTO 200 
11 LET P•INT (RN0*2>+1 
12 IP P • 1 THeN LET K•K+1 
1::3 IF P•2 THEN L ET KsK-1 
15 PRINT AT 21,K;' 
1 6 LET L•'.INT (RND*2>+1 

27 H" U,SR 161314•168 THEN GOTO 
<>0 

2a II' U,SA 16514 • 1 7::3 THe'.N GOTO 

'"' 29 PR:XNT "V" ' 

:31 i-ET F•~ - 1 

"" IF K•a> THeN I-ET K • :3 

"" IF K • 24 THEN I-ET K•2::3 
:,4 C.:OTO 10 
90 PR:tNT "T 0,0;"NOT ""D MILK" 

100 PRINT AT 1,0;'"COLLECTEO • '";M 

101 STOP 
17 :I~ L•1 THeN GOTO 22 200 PRINT "' FUEL RAN OUT•• 
18 :IF L •.il THEN GOTO 1.9 300 STOP 
19 PRINT A T 21.,K+RN0*6+1.; "' II) " 4444 ~AU!! "Hl:L[:I" 

20 PRINT AT 21.,K+RND * 6+1.; '' [!I " 5565 RUN 
;.>1. PR:INT AT 21.,K+RND*6 + 1.; .. . .. 6f5.66 STOP 
;.?;i! SCROLL sees PR:INT AT 7,0; ··uae KE Y ~ 5 -AN 
23 PRINT AT 7,D; 0 - B DODGE THE CA T ~ ( S) . CO LLEC T 
24 LET D-=D+ (INKl!Y$• .. 8") - CJ:NK!!Y THE HILK ( [;] ) • CO LLE CT PUE::L. 

$ •"5' ' ) C (ii ) • CONT HJ:T PEOPLES HOUSES C 

25 IP U~R 1.6614 • 178 THeN LET M ~ > ••· 
• f1 + 1 9990 :IP '.INKEY S .... " THEI'°' GOTO 'iil'il90 

26 IF U5R 16514•12e THEN LET P 
•F +40 9999 RETURN 
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, .I.~\,. l.\~,.,wr~ 
""" M, .... -· ~ 

ii"~ ~/U. 
/\,,. - - ,,,,-..,,,.-, 

. . :;..'; J OGGER is an animation program, 
· · ... written for the l 6K Spectrum by ·~~~~Iii Stuart Millington of Lawton, nc;ar 

·~ Warrin gton. You can choose the spe~d 
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at which you want the figure to move 
1; from the 1hree available options . Once 

you have chosen the speed, a multi­
coloured Jogger appears. The figure 
moves smoothly over the grass and you 
have the option 10 re-run the program . 

10 FOR F .eO TO 9i FOR G•O TO 7 1 
READ A : POKE USR CHR$ ( 144 + F> 

+G,A1 NEXT Gi NEXT F 
20 DATA 60,126,9:i,2:i:i , 2:i:i , 63 , 2 

:i4 ,62, 126 , 33, 4 !'i , l3, 12:i , 12:i, 1, 127 
, 5 4 , :54, 5 4 , :;:; , :i:5, 48 , 240 , 240 , 0 , 0 , 0 
, 192, 192 1 192 , 192,0, 126, 119, l l B, 1 
27, 127, 7, 14, 14, 108, IOB, 108 , 23 6,2 
3"-, 12, 1:i , 1:;,o.o,o, 3 ,3 1 :s,:s,o, 12t., 
1:so, 11s, 110, 190, 190, 12a.126,oo , 1 
26 , 2::i0,2::i:"i,255 ,2:"i2, 127 , 12 4, 126 , 
110, 110 , 254 , 254 , 224, 112, 11 2 

:SO CLS : BORDER 01 PAPER 0: CL 
S : CLS : PRINT AT 1, 7; BRIGHT 
1; FLASH 1; INK 7; PAPER 2J"ANI M 
ATION SELECTION"1 INI< 71 PRINT 
AT 8,8;"1 SLOW MOVING"; Al 10 , 
8; "2 MEDIUH MOVING " ; AT 12,81" 
3 FAST MOVING"; AT 14,8; "4 T 
O QUIT TH IS PROGRAM"; AT H,,B; "5 
LOOK AT LISTI NG" 

40 LET Z$· • INKEYS 
~ IF ZS•" I" THEN BEEP . 3,22 : 

LET 5 • 4: GO TO 400 
55 IF Z$•"2" THEN BEEP :3,22 1 

LET $•2: GO TO 400 
60 IF Z:t:• "3" THEN BEEP . 3,22 : 

LET S•l I GO TO 400 
65 IF ZS•" 4" THEN BEEP . 3 , 22 1 

POKE USR 1, 1 
70 IF Z$ • "5" THEN CLS I BEEP 

. 3 , 22 : INK 7 : LIST 
BO GO TO 40 

400 CLS : BORDER 01 PAPER 0: PA 
PER 0 : CLS : PRINT AT 6, 111 INK 

2; PAPER 71 FLASH I; BRIGHT 11" 
ANIMATIO N "; AT 18, 1 l I INI< 2; 

PAPER 7; FLASH I; BRI GHT 11 '0 PRE 
SS ANY l<EY"; AT 4.14; INI< 2; PAP 
ER 7;· BRIGHT 1; FLASH 11" JOGGER 

" : PAUSE 0 : CLS 
410 FOR N• t 5 TO 21 : FOR M• O TO 

31 : PRINT AT N,M; INK 4 J" C.!.i!)" 
: NEXT M: NEXT N 

420 FOR f •O TO 5 1 CIRCLE 150, 1:"i 
O,f : NEXT f : PLOT 120,137 : PLOT 
246, 16:"i : PLOT 13, 1001 PLOT 233,9 
0 

42:"i I NK 4: PLOT O, 17:"i : DRAW 2!i5 
,o 

430 BEEP . 5 ,71 BEEP . 5,51 BEEP 
. 5 ,3 : BEEP .5,31 BEEP .:"i,41 BEEP 

.:5, 5 
440 FOA: F•-28 TO 0 1 INK 7 : BEEP 
. 01,F : PRI NT AT 12,F ; "L "; AT 

13,FJ JNK 2 ; BRIGHT 1;"1i.. "I AT 1 
4,F; INK 5;"~": PAUSE 20 1 PRt N 
T AT 14 , F; I NI< :';1 "~ "i PAUSE S i 

NEXT F 
4:50 FOR G•O TO 281 BEEP . 01,-10 

I INK 71 PRINT AT 12,G;"' .i.": PR 
INT AT 13,61 INK 2 ; BRIGH T J 1" 

JJ,;;~INt·:i !~a~1;1r;/~~: 
AUSE S : NEXT G 

460 PRI NT AT 18 , 1; PAPER 41 IN 
I( 0 ; HDQ YOU WISH TO SEE THAT AGA 
IN" ' : PRI NT I PRI NT AT 20, 101 IN 
K 01 PAPER 4; "CY/ N )" 

470 LET At:• I NKEY$ 
480 JF A.t:•"'n" OR A$ •" N" THEN G 

O TO 30 
490 IF AS • " y" OR AS • "V" THEN P 

AUSE 201 PRINT AT l B.1; PAP ER 4 
I" 

" 1 PRI NT AT 20 , 10; PAPER 4J" 
"1 GO TO 44 0 

500 GO TO 470 
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Upgrade your 
16K ZX SPECTRUM 

Now! 
The ''C HEETAH " 32K Rampack s imply plugs into the user port at the rear of 

your computer and Increases the memory Instantly to 48K . 
• Full y compatible with all accessories via rear edge connector. 

• :h::.~:e:o~~ ~~~"p:f.";~~:; :~: !::~1~:!::r:::;:,~·d.. ON LY 
• • Full y cased, tested and guaranteed. ? £39• 95 Why wa,t any longer • inc. VAT and p&p 

32 

Now make your SPECTRUM and ZX81 Talk! 
The CHEET A H " Sweet Talke r'' just plu gs into the back of the compute r using 
the existing power supply . Based on an all ophone system you can easi ly 
program any word , sent en ce or phrase. Full y cased , tested , guaranteed and 
comp atible with all accessories via rear edge con ne ctor. Comp let e with 
demonstration cassette and full i ns tru ctions. No more lo ne ly nights ! 

Terrific Value at £29. 75 
when ordering please quote whether Spectrum or Z X81 owner. 

Also available: 
16K Rampack for ZX81 £19.75 64 K Rampack for ZX81 . £44.75 

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

Send cheque/PO now to:· 

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

Cheetah, products available from 

branches 01 jJj§D WHSMITH • :s4Mli5M,fiiii Rumbelows 
and all good computer shops 
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rPl5EUl[O)(O) [(O)~(O) 
PSEUDO LOGO was written for the 
48K Spectrum by Duncan Anderson of 
Bishops Frome, Worcester. He called 
the program Pse u do Logo because it is 
similar to the programming language 
Logo, which uses an arrow. 

Imagine that you are the arrow so 
that you can input 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 
leners for left, right and forward . When 
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programmed to rum, 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 - 10 

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 contro l the direc · 
tion of the turtle and it is possible to 

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 alterna te 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 
respective ly. 

One point to note is that you can turn 
in any of eight direct ions, so to move 



the arrow five squares forward and oy 
three to my left I would enter 
·FFFFFLLFFF. Notice that left is given m 
twice, because once turns the arrow n 
only 45 degrees, thus allowing you to per 
travel at an angle. mp 

Ten grids make up the game and w$ 
your thinking efficiency is displayed at spd 
the end, together with the number of 1$ 
moves you made. 

Current column number of ar­
row. 
Pitch of beep. 
Pitch of beep. 
Percent thinking efficiency. 
Constant for per. 
Temporary Store for INKEY$. 
Speed of arrow. 

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 read 

block data. 

Here is a list of the main variables 
and their functions: 
c Grid counter and index for 1$. 
d Direction of arrow, e.g., l =nonh, 

2::z:north-east. 
General-purpose counter. 

sx Row number of arrow. 
sy Column number of arrow. 
ex Row number of arrow. 
ey Column number of arrow. 
bS Holds red block data for current 

grid. 
Loop counter in block display, 
also x pos for arrow. 
Loop counter in block displ:3y, 
also y pos for arrow. 

pS Holds user's program. 
iS Key pressed. 
tot Total number of program steps. 

Number of program steps in cur­
rent rty, also index. 

ox Current row number of arrow. 

)4 

Holds data for blocks, arrow and 
blue square. 

The best way to handle the program 
is co enter all the data 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 IS, 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 
bS. Eight numbers are extracted from it 
and used in loops which prim-out the 
red blocks - line 50. 

Th e 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 pS 
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 next month's 
programming feature on making deci­
sions. 

T raditional turtl es in Logo leave a 
track behind them and that is used to 
make up a pauern. 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 appropr iate 
data. 

t L6.,- :$ =.M " 

:S LET ,np• 49b 
10 GO SUB 'i OOO 
12 LET tot •O 
1:S FOR c • l TO 10 
20 CLS 1 FOR n •O TO 14 STEP 2: 

PRINT AT n,OJ INK 4J " JIJIJIJIJ 
IJ IJ IJ I J IJ I J IJ IJ IJ lJ IJ ITJ'i'J'I'JT.IT 
JIJIJIJIJIJIJIJIJIJIJI J" : NEXT n 

30 LE T d • VAL l$(c,l l : LE T sx• 
VAL l$Cc 1 2 TO 3> : LE T •v• VAL 1 

t:( c 14 TO 5 1: LE T e x • VAL l$(c,6 
TO 7): LET •v- VAL l$ ( c,8 TO 9)1 

LET b$ • l$Cc,1 0 TO I 
40 PRINT AT sx 1 s y; I NK 61 CHR 

$ C 143+dl I AT •x , • YJ INK ~ I PAPE 
R 3; BRIGHT 11 FLASH 1;~ ( 61 " 
~ IF LEN b$ ) 0 THEN IF bt:(11 

<> " " THEN FOR x• VAL bt:C TO 
21 TO VAL b$(~ TO 6 ) t FOR y • VA 
L b $ {3 TO 4) TO VAL b$(7 TO 8)1 
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PRINT AT >c,Yi INK 21 BRIGHT l; 
"CJ...g,§_)" 1 NEXT yr NE XT >cl LET b:f • 
b':fC9 TO 11 00 TO :50 

bO PRINT AT lb,Oj "Pro~r•m1 .. , 
LET pS •"" 

b:S POKE 23b:5e,B1 PRINT AT lb, 
B1P"I "+ " 

70 IF INKEY':f < > "" THEN GO 
TO 70 

80 LET i.S • INKEYS I IF 1$•"" T 
HEN GO TO 80 

81 BEEP . 006,30 
90 IF LEN p:f THEN IF 1$•"0" 

THEN LET p$•p$( TO LE N p$-I) 1 

GO TO 65 
100 IF 1:f•"F" OR l$•"L" OR i:f • " 

R" THEN LE T pt•p':f+1':f 
110 lF if. <> CHRt 13 THEN GO 

TO 65 
115 LET tot • tot+ LEN pt 
120 FOR n • 16 TO 21 : PRINT AT n 

,01 TAB311" "1 : BEEP . 01,n1 NEX 
T n1 PRINT AT 19, 14; y.£.'.'1 AT 21, 

141 "E.' 
140 LET :w•a,c: LET y •a y1 FOR p• l 
TO LEN p':f 
141 IF p< 15 THEN IF LEN p$-p ( 

1:S THEN PRINT AT 20, 15 -p;p':f;" 
"1 GO TO 150 

142 IF p( 15 "THEN PRINT AT 20 , 
15-p;p':fC TO 14+p) 1" "t GO TO 150 

143 IF p ) 14 THEN IF LEN p$-p) 
1:5 THEN PRINT AT 20,0;pS(p-14 
TO p+l4);" "1 GO TO 150 

144 PRINT AT 20,0Jpf:Cp-14 TO > 
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150 PRINT AT 17 , 12; INK 6; C "Ri 
9ht " AND pS:(p) • "R"); ("Left " 

AND p$Cpl •" L"); C"Fo,.- wa,.-d" AND p 
$Cpl •"F "I 

1:SI JF p $(p> • "L" THEN LET d • d-
1: IF d•O THEN LET d • 8 

160 IF p.S(p)•"R" THEN LET d•d+ 
11 IF d • 9 THEN LET d • I 

170 IF p:f Cpl •" F" THEN LET o:w•x 
I LET oy•yt LE T x • x+C Cd•4> OR (d 
• 5) OR Cd• 61 )- C Cd• I I DR Cd•21 OR 

(d•B)) 1 LET y • y+ ( (d•2) OR (d •3) 
DR Cd•4) 1-Hd • bl OR Cd• 7> OR Id 

• 8)) 
180 lF x • •>< THEN IF y •• Y THEN 
GD TD 2000 
190 IF x<O OR x)15 OR y<O OR y > 

31 TH EN GO TO 2500 
200 IF ATTR Cx ,yl • 66 THEN GD 

TO 2700 
210 PRINT AT ox ,DYi INK 41 ".l."1 
AT x,YI INK 6; CHR$ Cl43+dl 
220 BEEP apd,lO•Cpf:Cpl • "F"l1 NE 

XT p 
230 FOR n • O TO 151 BEEP .04,-51 
BEEP .04,-71 NEXT n1 GO SUB 300 

01 PRINT AT 17 ,OJ INK 5; BRIGHT 
11 " Your pr09ram doe•n't do any 

111or•N•xt tim• plan your mov• • mo 
,.. .. c•,..•ful ly, Pr ••• Any k•y to 

tryAgain ••• , PAUS E 11 PAUSE 0: L 
ET c•c-11 NEXT C 

2000 PRINT AT ox ,OYJ INK 4; ''...!.."; 
AT ex , • y; INK 3j PAPER 5J FLASH 
1; BRIGHT 1; CHRS: C 143+d) 1 GO S 

UB 30001 PRINT AT 17, 10J FLASH 
t I INK 11 PAPER 61 "WELL DONE ! "1 

FOR m•O TO 51 FOR n •O TO 10 1 80 
RDER 51 BORDER 31 BEEP . Ol , • •7+n 
I NEXT n1 NEXT 11u BORDER O 
2010 GO SUB 30001 PRINT AT 17,J 
O; TAB 30: IF c< 10 THEN PRINT 
AT 17,0;"0t<. Now try• h•rder pr 
oblem . (P,.-• • • •ny k•y to a t a rt 
)"1 PAUSE 1: PAUSE 01 NEXT c 
20 15 BEEP . 4,101 BORDER 31 BEEP 
.2,101 BORDER 5 1 BEEP .2,10: BOA 
DER 3 : BEEP .4,14: BORDER 5 : BEE 
P .4,141 BORDER 31 BEEP .4,171 B 
ORDER 51 BEEP • 4, 17: BORDER 3 : B 
EEP . 8,221 BORDER O 
2020 LET per•mp/tot1 LET per•per 
•100+.51 LET per • !NT p • r: GO SU 
B 3000 1 PRINT AT 17 ,O; INK 5; B 
RIGHT 1 J .. We il don e I You've COIIIP 
l e t 1td • very..,probl•m. And it t 
ook you"'tot1" 111ov•a , which 111••n 
a th,1,t" ' .. ycu,.- thinking ia ";p•r; 
.. ,. .. '"1Pffic1ent, "I STOP 
2500 GO SUB 3000: BEEP 1 1 -5: BEE 
P 1,-14: PRINT INK 51 BRIGHT t; 

AT 17,0j " You,.. prog,.-•111 laad th• 
arro1o1 of+ the •c ,..•en . Think •bou 
t thi • wh e n you write the n•x 
t pro,.- a.111. IPre •• ~my k•y to try 
again) " : PAUS E 1: PAUSE 01 LET c 
•c-1 1 NEXT c 
2700 PRINT AT ox,oyJ INK 41.,.!. " 1 

AT >c,YJ INK 2J PAPER 71 FLASH I 
; BRIGHT 11 CHR$ (143+d)1 FOR n• 
OTO 301 BORDER 2 : BEEP .Ol,n1 B 
ORDER 61 BEEP .01,201 NEXT n1 BO 
ADER O 
2710 GO SUB 30001 PRINT AT 17 ,O 
J INK 5 1 BRIGHT 11"You should no 
t hit th • ,...d ! Think be fot"• 
you progr•• ! "'" <Pr••• Any k•y t 
o tr'"y •g ainl" : PAUSE 11 PAUSE 01 

LET c • c - 1: NEXT c 
2999 STOP 
3000 FOR n• 16 TO 211 PRINT AT n 
,OJ TAB 311" "11 NEXT n1 RETURN 

8999 STOP 
9000 POKE 236:58,8 1 OYER 01 INYER 
SE 01 FLASH 01 BRIGHT 01 BORDER 
0 : PAPER 01 INK 9: CLS I POKE 23 
609,91 POKE 23!562 1 11 POl(E 23!561, 

20 
900 5 PRINT AT 8,01 "Pl•••• ••lee 
t apeed of .,..,..OH 1"' ' TAB 101 "S 
- Slow"1 TAB I Or "M -Medium"t TAB 

lOJ "F - Faat" 
9010 RESTORE I FOR n•O TO 791 RE 
AD •1 POKE USR "a"+n ,•1 DATA 8 
lN 11000 1 BIN 111100,126,255 1 24 1 
24,24,24, BIN 111111, BIN 11111, 

BIN 1111, BIN 11111, BlN 111011 
I BIN 1110001, BIN 11100000, BIN 

11000000, BIN 1000, BIN 1100 1 B 
IN 1110,255,255, BIN 1110, BIN 1 
100, BIN 1000 
9011 LET 1o1$• INKEY:f I IF w:f <> " 
M THEN BEEP • 1 , I I LET i • • ws 
9012 NEXT n 
9020 DATA BIN 11000000, BIN 111 
00000, BIN 111 0001 , BIN 111011, 
BIN 11111, BIN 1111 1 BIN 11111, 
BIN 111111,24,24,24,24,255,126, 
BIN 111100, BIN 11000,3, 7 , BIN 1 
0001110 , BIN 11011100, BIN 11111 
OOO, BIN 11110000 1 BIN 11111000, 

BIN 111111 00 
902!5 DATA BIN 10000, BIN 110000 
, BIN 1110000,25!5,255, BIN 11100 
00 1 BIN 11 0000, BIN 10000, BIN l 
1111100, B IN 111 ' 11000 1 BIN 11110 
OOO, BIN 11111000, BIN 11011100, 

BIN 10001110, BIN 111,3 
9029 DATA 25:5,129,129, 129,129 ,1 2 
9, 129,2 55 ,2 !55 , 129, 129, 153 , 15 3 , 12 
9, 129,255 
9030 LET ox•l::S : LET oy•15 
9040 DIM l$CI0 , 250) : FOR n • l TO 
10 : READ t•<n): NEXT nr DATA .,11 
51500 15071!5091704031206012005241 
1241330"," l 1:52008000612091:50 5 24 l 
226 1104130714141:515" 
9050 DATA "115041:i31021305150221 
112605061207110912101309131!51218 
15 18", "7043115150023032!504240!525 
042908290904140511111316090 8 0 821 
0617072109211 12112221 524" 
9060 DATA "110140925020313070313 
04150224082:50226042807 t 9082508 l 8 
0918071:508160 7 100813091213121112 
11150916111613181!5201 l 1711251124 
112:5071607 l 7" 
9070 DATA "305000000001400150021 
012802000320041709200 4061 3081013 
15160524142801050 l 07070214030321 
0423" 
9080 DATA ":500240000020514140015 
0116021707 1808191122002202220 422 
0522002602260 426 0526032314250001 
010402020402" 
9090 DATA "7033106 1800170 0180023 
0315011507 16 01191420040:50 4200426 
08290:5000804052307250609 I 3100905 
09180923152:51314 151500230325" 
9100 DATA •50 6140814010114041305 
14050106121001 l 10 5 11081112111409 
1!5150 612071201131213011404141114 
12140114041501160223061507170516 
053 1081 !Sl O 15062 00625072207231220 
1322 1215 1217 1116111 709 17 10 1709 18 
092607190819072608 26 I 02710310714 
071!5" 
91 10 DATA "402131023011702170102 
01090205080 6 01110811031204130014 
071400170021021 7061706180 621 0318 
03 1909 08140909090912 11 091 110091 !5 
151!51016111712181319072014200922 
1522092 30<'-124102410251125122 :51324 
14231422142415221 !523140914121324 
1424" 
9119 IF i.S <> ,.., THEN GO TO 913 
0 
9120 LET , ... lNKEYf: 1 IF if: • MM T 
HEN GO TO 9120 
9130 IF l$ <> "F" THE N IF U <> 

"M., THEN IF i $ () "S" T HEN GO 
TO 9120 

9140 LET a pd • .03•CJ• • "F")+,22•Ci 
,t:•" M")+.b• ( i $ •MS ") 
9999 RETURN 
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BIG K IS THE NEW GAMES 
MAGAZINE THAT BREAKS 
ALL THE 
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 it 
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 

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

never typical. 
BIG K isn't afraid to shoot from the hip -

FaJklands victor General Sir Jeremy 
Moore reviews the latest war games. 
1984 giant test - 3 forthcoming 
British versus 3 American micros. 
Adventure X - a superb adventure 
game for you to type 
into your Spectrum. 
Amazing games for Dragon, BBC, 
Vic 20, Spectrum, Atari. 

and it's always hip when it shoots. 
If you want a magazine that's music to your 
micros then ours is more ~han 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. 

Spectrum graphics special - how to 
program great graphics into your micro. 

Go get it ! 
SECOND ISSUE ON SALE 
19thAPRIL : 85p 
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5 GO SUB 9000 
10 CLS 
20 PRINT AT t0,81 " • • • • • • . •" 25 INK O 
30 PRINT AT 11,7;"C17 • ig9)" 

40 PRINT AT 12,7;N( t 71Hg8l" 

50 PRINT AT 13 1 7;" (17 • ig8)" 

:5:5 INK 7 
bO PRI NT AT 14,9; wb b b b b b 

!!....!>" 
70 FOR •• 0 TO 9 : FOR b • S TO 22 

STEP 2 
80 PRI N T AT a ,b; ''..£." 
90 NEXT b 

100 NEXT • 
10:5 LET •core•0 1 LET erutrgy • 3 

110 FOR •• 15 TO 2 1: FOR b=B TO 
22 STEP 2 

120 PRINT AT a ,b; ''..£..'.' 
130 NEXT b I NEXT a 
140 LET •• 9 1 LE T b•lb 
150 LET x •O : LET y• INT ( RND • 

8)+1 
1:5:5 PRINT AT 21,1; PAPER 2 ; IN 

K 71 "SCORE•" : PRINT AT 21,22; I 
NK 71 PAPER 2; "ENERGV •" ; aonttrgy 

lbO PRINT AT •,b J INK 6; BRlGH 
T 1;'~ ' 

lb:5 IF y• l THEN LET y•S 
1 bb IF y•2 THEN LET y• 10 
1b7 IF y•3 THEN LET y•l2 
168 IF y • 4 THEN LET y • l4 
lb9 IF y•:5 THEN LET y•lb 
170 IF y•b THEN LET y•IS 
171 IF y• 7 THEN LET y•20 
172 IF y•S THEN LET y•22 
179 PR IN T AT x,y; INK 21 PAPER 
71 FLASH l ;"E._" 
180 PR IN T AT x-1,y; "£: 
190 LET x•x+ I 
200 IF x • IO THEN GO SUB 1000 

210 IF INKEY$ • " 1 " OR INl<EVt: 
• .. 2" OR INKEVt: • "0" THEN GO SU 
B 2000 

220 GO TO lbO 
1000 BEEP .1,-20 : LET •n•r-gy••ne 
roy- 1 
1010 IF energy • O THEN GO TO BOO 
0 
1020 PRINT AT x-1,y; "£'' 
103.0 GO TO 150 
2000 IF IN KEVt: • "I" AND b)B THE 
N LET b•b - 21 PRINT AT a ,b+2; ".£ 

2010 IF JNKEV$ - ~2" AND b ( 22 TH 
EN LET b •b +21 PRINT AT a , b-2;" .... 
2020 IF INKEVt: • "0'" THEN GO SU 
8 3000 
2030 RETURN 

3000 BEEP . 01,:50 : IF b • y THEN B 
EEP .01, :51 PRINT AT x-1,y; INK 

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. 

T 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 "I" and <(2" 
for left and right and "O" to fire. Posi· 
tion yourself below the bug as it runs 

71".5."1 LET •cor-•••cor•+I01 LET ,c '-------------------------- ...... 
•01 LET y• INT < RND • :5J +1 
300:5 PRIN T AT 21, ?j PAPER 2J JN 
K 71•cor• 
3010 RETURN 

8000 CLS , PRINT AT 1, 101 FLASH 
11 "You •corltd '"J acore 

8030 FOR ... o TO 201 BEEP .01, RN 
D •201 NEXT • 1 PRINT AT 10,21 F 
LASH 1, •'Pr••• •ny key to •t,.rt a 
9ain" 
8040 PAUSE O 
80:50 RUN 6 
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9000 FOR a - USR " ,a." TO USR "e"+ 
7 
9010 READ b: POKE a.,b 
9620 NEXT a 
9025 BORDER 4: PAPER 1 : INK 71 <; 
LS 
9030 DATA 24,24,24,24,2:5:5,129,12 
9, 129, 129, 129, 129,:z!i!l,24,24 , 24,2 
4 
9040 DATA 24,24,24 1 24,24 1 24 1 24,2 
4, 90, 1:53,90, 153,90, 1:i:S ,9 0, 15 3 

90:50 DATA 90 , 90,219,219,219,219, 
126,60 
905:i PRINT AT 2, 11; FLASH I; "CH 
IP RAID" 
90!16 PRINT AT 5,9; PAPER 7; INK 

2; "By PETER BEARD" 

9060 PRINT AT 10,:5; "Pr••• •ny k 
ey to •t•rt" 
9070 PAUSE O 
9080 RETURN 
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THE GOOD 
Cc»FUTING 
BOOK FOR 
BEGINNERS 



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

see "Fi re" caJl flashed on the screen 
you must leave the stat ion and attempt 
to save as many people as possible. The _,;<«'t/•'" 
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 F irem an was written for the 
16K ZX-81 by Andrew Cassell of Liver­
pool. 

SINCLAIR PROGRAMS May 1984 

10 Rl!:'1 .. P"l Rle!" 
11 CLe 
ao R e ,. 
30 1..eT x ... aa 
,0 1...e:T V•23 ,. 

_::: •• PRlNT AT z,0;· ···_. • ._ .......... 

e J. PRlHT AT J.9,2"4, '' 'T"T' ' ' 
ea PRlHT RT 2 0 ,2"4; .. - .. 
03 P"OR ,. ,.1 T O 20 
•• ll>Rl:HT AT e,ao;••,..:tRII"'."' 
"" PR:JHT AT e.,ae, .. ., 
96 Hl!:XT P" 
9121 A;eH 

l.00 PA;:(,-,T RT X,V; . . . .. 
111 Ll!:T A;•:1:HT lR N 0 • 171 
120 ,.OR N•l5 TO 20 
121 PRJ:NT AT X.,V; . . . .. 
11.!Q PRlNT AT 20,0; .. ... ._ ......... ...... .. 
~ PR:t1,1T AT N,e, · -----

l • C PRJ:,-,T RT N,R; "' Ill " 
11'!0 PRINT AT N - 1,0, .. C ffl C ffl p O ........... 
1e0 1...1!:T v .. v . ( J HK l'! V S • .. 0"1-t J:N K l!: V ........ , 
1 9 0 :1:P" R ( >V THl!:H GOTO 290 
191 :1:P" 9 > 19 T H l!:H OOTO 31!10 
200 P"OR O'• J. TO 10 
2 J.0 PR INT A T e- 2. 0; .............. 

~~lH Y A T o-a , o;··---..._, ........ 

..:: :..:~J:NT AT B•l ,0, ·· ~ ............... .... 

21'!0 PRJ:NT A T e-2 ,0, 

2eo Ll!:T C>•:Zlff (RHO o l.7 •1 1 

!~! ~ :; N; .::,.e-a,o, " • ·· 

•oo OOTO 90 
&l'ilO A,e:H 
300 PRINT RT ao,A, ·· ~ .. 
310 PAUOI'! lSlll 
3:il 0 Cl..& 

e~!.I P RI N T RT 1a ,IS,"VO U aAu eo ••; 

332 I,. tt - .1 >0 AHi) 8•1<1S TNl!!r, PR.I 
NT "VOU HR VII! eee;H ,.. IRl'!O" 

333 I .. 15- l >IJ ANI> 1'1• 1 < 10 THl'!N PR 
INT "VOU AR e R f" J:Rl!;l'IRN QRA Oe l" 

33• :Jf" B-1>1 0 AHO lll' -1( 1.15 T ... SH P 
AJ:NT "VOU ARE: A P"lRC1'1AN GRROC 2 " 

33'5 l'" 0 -1 > lS T Hl!:H PRINT 
RI'! A '"lR 1'!'1RH GRROI'! 3" 

370 CL.!I 

e 3::o:~!'.".T RT 10 , '5, .. YO U .!IRveo T N 

R=~~:i::~~,..T AT 1a,s. ··vov ARI!! A .. x 

•00 PAV.I!: 180 
•10 CL$ 
• ao PR]:NT AT 10,.; "ANOT >11'!A 00 

V -H ) " 

•40 J:P" V • •" V " T Ml'!N RUN 
4811) PAl:NT "OK eve" 

39 



40 SINCLAIR PROGRAMS May 1984 



At last ••• A joystick that works! 
Cambridge Computing bring you the first prog rammable joystick­
at a price you can afford. 

Interface 
• Easy1oprogram 
• 1 k on board memory 

• 2 independentllrebutton• 

£34'l9 
JOVSTIC-K.INTSWa 
I\NDTI\Pf.Cort'I.ETE 

Tape 
• Easy to use program enables !he interlace 

to WOO( on ALL software 

• Keeps a record of all your games - so you 
only need to 1~1 i1 about each game once! 

r"- ttnd------- fc,r~ ----- s,,, 
I Joyi,tlck, IJ'll"f-·T-•1 (3490 § ._._~POJ~ lonli,, lo,(~ ~~ I ~1 I ln i:.rl-Md T8'1911(27 .90 n mtdt PtV..,..10 I 

~ CAMBRIDGICOMPUTINCi I "'"""~'""'° - - "'""'""'""""''"'"'"'" I I•-- --·····-· -·-·--- · """- ·· · ·· ·· -- - · I 
.__ •_D_itt_o_n w_a,_k .• C.•m_b<_id_g••C•l•B•l•O•Z-T•.'•.pho_ n_•_o2_2_3_.2_,«_s_, -- L;;;;;;;;; ·;;;;·;;;;;;;;-;;;;;;;;;·;;;;;;;;;·;;;;·;;;;·;;;;;-;;;;;;;;;;;;;;;;;·;;;;;;;;·;;;;;·;;;;_J 

U D L For use on 
48K 

SPECTRUM t tr::~!~oT· ~g g I 
~ e!~~tA,~:f"':~~~~~~~~~=== ';-1 
e southa• 
7 L ei cest e Not t s. 
9 Uo lYes 
l.e Tot ttnh 
11 su n d tt'l 
1li! D.P.R. 
13 ua t fo r d 
14 1!:vtrton 
US Hor•J eh 
1& Coventr 
17 As.ton " 
l. 8 M•n.Un .t 
1Q Luton T 
li!9 U.B.A. 
21 Arsena 
Rli! Stoa.e c 

46 • tnutc• 
!!.Yer-ton i. 

: :_:~:::_"110n Be a top tactician and 
• ~sc:.c:==....IU!n watch your team play in 
• =Dlrttfskils the safety of your hom e! 

e UtaQut1at111ilR01esull1~SO'lflllaond -e s,.,tsea$Ol'lto11att.onu,oe 

Also form any league of 

£e. ,o 22 teams and pick 
(in c . p.&p.l your own players / 

Order direct f rom, __ _._"'l'"_..._ _______ 'I 
CROSS SOFTWARE . 
36 Langford Crescent, 

rnet , Hert s, EN4 9EH 
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Alto available from Hlected stores 
in the l: ondon arH (Including 
Virgi n M~store, OJlford Str eet ) 

HIRE SPECTRUM 
SOFTWARE 

CHOOSE FROM OUR VAST RANGE 
FREE 26 page CATALOGUE W1lh lull detail$ of our range ol over 280 
ddferent programs for lhe ZX SPECTRUM. All hiredwilh the consent ol 
the PtJbhshers. Whether you pre fer to ZAP ahens , get !osl 1n an 
ADVENTURE game, EDUCATE yoorch ildren. CALCULATE lhe fam,1y 
hl'\8nces or COMPILE machme code prog rams WE HAVE THE RIGHT 

TAPES FOR YOU TO H IRE. 
FAST SERVICE 

We stock up to 60 manutacturers' orig inal copies of each 1ape (over 
3000 tapes In stock). and can normally despatch your tapes I he day we 

receive your order , and we always use first c lass post. 
LOWEST PRICES 

We belie,..e our prices are the 1owes1 of any hbrary, yet we offer !he 
LARGEST range of 11tles. H,re up to 3tapes at a tim e, lo, 2we eks, tor 

only C1.07 ea ch (inc. VAT & p3,p). 

FREE TAPE HIRE 
For a hm1ted period. wew 1H sen d your first 1.ipe (yourcho1Cel FREE, so 
jo,n our hbr.iry now. You canl all ord NOT to1 If you·ve tr ied ano ther 
library and are wary of our claims send a stamp and we'll gtadty send 
You a eopyol our cat.iilogue ·we're con I 1denl you1 1 jo in when you see it I 

-----------------------------------1{1 :,i~~E ~.:~:::~~6JT 
f.l__J Ul~ARY 
I enclose cheQuelor £6.00 !Of LIFE MEMBERSHIP and t understand that 
myfu'$t 1ape h1rewillbeFREE. lf,with1n 28days, l'mnotdel19htedw1thyour 
S81'Viee you11 re!und my membersh ip lee. 

"""'"~~~~~~~~~~~~~~~-

Address 

------------------------------------
41 



Bill CRLCUlRTOR 

W
HEN the program is RUN 
you have the option of calcu­
lating gas or electricity bills . 

Input rhe previous meter reading and 
the currem 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-8 1 by Colin Moore of Green ­
ock, Renfrewshire. 

10 C LS 
~ 0 PRINT AT 0,0 ; ''WHIC H DO Y OU 

REQUIRE ( 1 > GA:!i 
C2) l!!t..ECTRICX 

T Y " 

~8 0 INPUT TRE 
290 PRINT AT 7 , 22;TRE 
3 00 LET UN=TAE-PRE 
310 PRINT AT 'ii , 0 ; " (!(IJll!•l!Ji41ii-- lllOIJ@j"f!l'":eJ•)• '' 
320 PR:INT AT 9 , 22 ; UN 

30 IP INKEY$ • ''1 ' ' THEN GO T O 60 330 IF UN < 16 THEN PRINT AT 11 , 0 
4-0 IF INKEY$ • ''2 ' ' THEN GOTO 210 ; UN;· t;.iiMtCiWl#i5' • £" ; :INT C 

( UN*14 . 1.9 / 100)*100+ . 5 ) / 100 
60 GOTO ::::30 
6 0 C LS 
70 PRINT AT 0 , 0 ; '· 

wtffZ§J5JN'WW7FfflwztWS 
W'Wtttmtrwwwz 

S0 PRINT AT ~ . 0 ; "'PLEA~E INPUT 
THE FOL LOWING READ:ING~· · 

90 PRi f..JT RT S, 0 ; ··j $:J4QHI•@ ·· 
1.00 J:t..JPUT PRG 
110 PRINT RT S,22;PRG 
1.£0 PRir..JT AT 7, 0 , ' "(iJ=IIJ9:li@"l!'l3311[0ilii"" 
130 :INPUT TRG 
140 PRINT AT 7 ,2 2;TR G 
150 PRINT RT 9, 0 ; "[!l .. l!•illlilll@a!!JWlll[Al[:SlilijMUH!lllllll• 

" ; (TRG-PR G) *100 
15 5 LET THE=CCTRG-PRG)*1034)/10 

00 
160 PRINT RT 11,0; ' ' ~ • 

";THE 
170 PRINT AT 13,0; " f#:lii-tll•#li1( ..... ;t; ) 

t:'1.!13= £9.90"' 
160 PRINT AT :LS , 0 ; THE ;" li;l#jl#J;i\:,W 

j;i@g@IW§51 = £ "' ; INT C (T HE4 33 . 6/ 100 ) * 
100+. 15)/100 

190 LET TCG=INT C CT H E*::::33.~ / 100+ 

200 PR :INT AT 1 7, 0; ""#Hi.;IWM:1#19§ #4 
£"';TCG 

3 40 :CF UN < 16 THeN GO T O 390 

e ·· ; INT C (1 ~ *14.19 / 100) * 
100+ . en / 100 

370 PR :INT AT 1 3, 0; S UN ; .. t#i M! W--ti# 
£"";INT ( C5 UN•4 . 52 / 100J 

*100+.13 )/ 100 
360 PRXNT AT 15 , 0 ; ··~ == 

t!;''; XNT C ( 15*14 . 19 / 100) * 
100+ . 5) / 100+INT C (~ UN•4.52 / 100) * 
100+.Sl / 100 

::::390 PR:INT AT 17 , 0 ; "'00 Y OU WANT 
A PRINTED COPY(Y/N)' ' 

400 IF XNKE Y $•"" Y ' " THEN COPY 
410 I ~ INKE V S• ' 'N' ' THEN GOTO 4 30 

4.20 GOTO 400 
4 3 0 CLe. 
440 PRINT AT 0 ,0; ··oo YO U WANT A 
T OT AL OP BOTH 

RICITY (Y / N) • 
GA :!, ANC ELl:! CT 

450 I f&' INKE V $ • " Y '" THEN GO TO 4 e!l0 

4 e0 I F XNKe:YS=""Nh T HEN GOTO 10 
4 70 GOTO 4 50 

~01 P RINT AT 1 9~0; "D O YO U WANT 480 PRINT AT 6,0; · ·~ .. 
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A PRINTED CO P YCY/N) ' 490 PRXNT AT 5 ,20; ""£ ' " ;TCG 
•0:2 IF' II..JKEV$ • " V"" T HEN COPY 600 PRINT AT 6,0; "'1#111·=4-• •#(4.iit,i " 
20::::3 IF :I.t•a <.E Y $ •" M" THEN GOTO • 0s 510 PR:INT AT e,20; "'£"; INT ( ( 15* 

14.1~ / 100)*100+. 5)/1 00+:INT ((SU N 
2 0 4 GOTO 202 *4.5~ / 100 ) *100+.S)/100 

220 PR INT AT 0, 0; "'IViiiilioiiilllllfi:ZWWliililillii __ lV_ 

@«-·-··-·· 230 PRINT AT 2,0; ''PLEA ~E INPUT 
THE FOLLOWIN G READINGS"" 

, 40 PRINT AT 5,0; "'j5i#J# II H IW@"' 
250 INPUT PRe: 
260 PRINT AT ~,22;PRE 
2 70 J:'>RINT AT 7, 0; "' ~i=lill;liU--3(311]1iiii"' 

5~0 PRINT AT 10,0; · · ~ ·· 
530 PRINT AT 10,20; ' "£" ' ;TCG + ( XNT 
((15* 1 4 . 19 / 100 ) *1.00+ . 5)/100+ :CNT 
CCSUNii,4 . ~ 2 / 100 ) *100+ . 5) / 100> 

540 PRINT AT 12, 0; ··oo YOU WANT 
A PR::CNTEC COPY CY/N) •• 

550 IP INKEY$A'"Y" ' THEN COP Y 
560 I:.F J:NKEY $ • ' N" ' T HEN GOTO 10 
570 GO T O 550 
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Two 4ruJt ea1n£s 
Oil OllE: tap£ 

DE FUSION Time is running out ... ¥OU are o~ly 
seconds from an explOS1ve 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. 

To further confuse you, you may only use each path 
'' once. So take care you don't get I trapped. In the direst ltef 48K SP6CTRUM emergency it is possible to 

I J 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 
yoµrself to death ... 

NOW AVAILABLE OOUBLESIDER 
FROM YOUR MAIN 

48KS~EECTRUM. (@Kiel 
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Adventure games: Playing, 
choosing and writing them 

A LWAYS H IGH in the lists of 
best -selli ng games for the Spec­
trum is an assort ment of adven­

ture games. T hat has led to a 
proliferation of adventure games on the 
market and also to a huge growth in 
computer owners perplexed by puzz les 
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 
instruct ion 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 relat ionship with 
each other. · 

An attractive 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 restric t 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 neith er are the commonest words or 
abbreviations. Most adventure games 
accept th e letters W, E, N, S as west, 
east, north and south respect ively. 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 wri t­
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 recent ly, Mel-
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bourne House, which has labelled it 
C la ssic Adve n tu r e. It is a text -only 
adventure which takes the player down 
through subterranean passages to find 
treasure and bring it back to the surface . 

It is very economical in tha t 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 incorrec t place and 
you 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 

Abersoft, Syrtis Software or CP Soft· 
ware. 

Use of graphics in adventures has 
been used by Doric Software in T h e 
Ora cl e 's Cav e. The player's aim is to 
move through subterra nean tunnels, 
fight monsters, stay alive and find the 
treasure. The player is represented by 
an animated figur e on screen which 
walks convincing ly 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 th ere 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· 
rure and arcade game together 10 pro­
duce enjoyable combi nations . Blac k 
Crysta l by Carnell Software allows the 
player to move across an illustrated map 
on which monsters, and items desirable 
to 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 
pans 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 build ing, each of which 
is illustrated in detail very quickly . 
Moving through the building and dodg· 
ing and killin g attacking monsters is 
difficult enough but to find the golden 
key necessary to escape and complete 
the advent ure requ ires 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 
absorbin g and challenging games. That 
does not mean that all such combina­
tions are certain to be enjoyable. Th e 
War lock ' s Treasur e by CRL pro­
duces a plan of an ancient cast le. By 
searching the rooms and passageways 
the player should be able to amass 
sufficient clues to find evil C Snicliar's 
treasure. Monsters mater ialise suddenly 
and must be despatched quick ly, 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 unapp ealing, lacking suffi­
cient originality to interest a player for 
long. 
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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 
Camelot to be crowned king but, es­
pecially on the easy level, the game is 
not difficult and the range of options is 
very lim ited. 

Phoenix Software has investigated 
another way of combining adventure 
and arcade with its programs Dodg e 
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 that 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 combin ed 
the two types of game in its program 
The .Island. It contains straightforward 
but infuriating games in the adventure. 
They can prove frustratin g as when, for 
example, the player has been proved 
agile enough mentally to set sail for the 
island bur is not agile enough manually 
to reach it without being shipw recked 
on the rocks which must be negotiated 
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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 buz.z 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-m a nia and 
My nam e is Uncl e Groucho, which 
are full or 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, 
unclaim ed. 

Also humorous are Mad Martha 
and its sequel, both from Mikro-gen. 
An element or bathos is present in both 
programs, as the adventu re 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 D un geon for the 1 K 
ZX·81, both of which showed that writ· 
ers of good adventur es 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 advemurc, Gil· 
soft has produced a program called Th e 
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 wilt allow its authors to market it. 
An examp le of a program written with 

the Quill is Diamond Trail , also by 
Gi lsoft. It is a text-only adventure 
which is full of clues, locations and red 
herrings . It is a difficult and enjoyable 
adventure which c.m prove very frus­
trat ing 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 Hobbi t by Mel· 
bourne House and Valhall a by Legend 
are outstanding examples. There is also 
a growing number of bad adventu re 
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·speh suggest that 
there may be bad spelling in a game and 
there is not hing more frustra ting 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 _th~ player even less when the 
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FANTASTIC HALF-PRICE offer 

SPECTRUM SOFTWARE 
Ol'l'ER 

Yes - w e have negot iated an exclusive deal w ith Sinclair Research Limited for five of their most popular 
Spectrum sof twa re cassettes. Orde r any two or more and you can save over 50% on the usual selling pnce. 
But hurry, because stoc ks 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 . 

Adventure A 
- Planet of Death 
Norma l price £6.96 
ou r pnce £3.45 

Adventu re D 
- Espionage Island 
Norma l price £6.96 
Our pnce £3.45 

ORDER FORM 

Ad venture B 
- Inca Curse 
Normal price £6.96 
Our price £3.45 

Adventure C 
- Sh,p of Doom 
Normal price £6.96 
Our pnce £3.45 

Embassy Assault 
Norma l pnce £4.96 
Our pnce £2.45 

--- -- --- ------ --- --- --- --- --- - -- - -- · 
Send to : Sinc lair Research Ltd ., Computer Division , Ca mberley . Surre y, GU15 3BR 
Please supply the follow ing Spectrum software cassettes: 

Qty Title Unit Price Total 

Adventure A 3.45 
Adventure B 3.45 
Adventure C 3.45 
Adventure D 3.45 
~mbassy Assault 2.45 
Post and packing 0.50 

Total due 

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

Please charge my Access/ Barclaycard/Trustcard Card number: Sum due( 

Name 

Address 

Signature ---------------- Date ----------------

N.8 . We regret this offer applies toU.K. readers only. AIIOW'28daysfordelivery, 
stocks last. 

Offer applies while 

Remember. You must order at least tw0 cassenes - any combination - to quahfy fo, 1his special offer. Please &dd OOp pos1 and packing 
(irrespective of size of order). 



liOAlKEEPER 
PLAYING the role of the Goa l· 

keeper in this program written 
for the l6K Spectrum by Avi 

Margalit of Israel, you use key "5" to 
move left and "8" to move right. You 
must prevem as many goals as you can. 
If you concede a goal the game ends and 
you are told how many goals you p re­
vented. 

4 CLS: RESTORE 
5 GO SUB 500 
6 GO SUB 700 
7 PRINT AT 18,l;"READY? pres 

s any key to start!" : PRINT AT 
16 , 12 ; " < 5 8)" 

8 PAUSE O 
9 PRINT AT 18,1;" 

"; AT 16, 12 ... 
' 10 LET x=16: LET n=O 

20 LET y= !NT ( RND *14)+9 
25 LET n=n+l 
30 FOR i=2 0 TO 6 STEP -1 
40 PRINT AT i+l ,y; II 

.. 
50 PRINT AT i ,y; "*" 
60 PRINT AT b,x; II " 
70 LET x;:x+( INKEY$ ="8")-( IN 

KEY$ ="5") 
80 LET x =x+(x=B)- (x=23) 
90 PRINT AT 6, x; ".=;.' 

100 BEEP a 05 , 1 
110 NEXT i 
120 IF x=y THEN GO TO 20 
125 PRINT AT 6,x; II " 
127 PRINT AT 6,y; .. " 
135 GO TO 100 0 
500 PLOT 70, 125: DRAW 0 ,40 : ORA 

Line 4 clears the screen. 
Line 5 sends the computer to rhe 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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W 115,0: DRAW 0,-40: PLOT 70,125 
I DRAW 30,201 DRAW 115,01 DRAW -
30,-20: PLOT 70,1651 DRAW 15,101 

DRAW 115,0: DRAW -15,-101 PLOT 
100,145: DRAW - 15,30: PLOT 200,1 
751 DRAW 15,-30 

5 10 RETURN 
700 FOR i=O TO 7 
7 10 READ a: POKE USR "a"+i,a 

7 20 NEXT i 
730 DATA 24,24,60,90,90,24,36,1 

02 
740 RETURN 

1010 PRINT FLASH 1; AT 16,ll;"G 
OAL! ! ! II 

1020 FOR i=-20 TO 30 STEP 2 
102 1 BEEP .1,i 
1022 NEXT i 
1030 PRINT FLASH O; AT 16,11;" 

1050 PRINT AT 17,2;"YOU STOP"; 
N;" BALLS" 
1060 PRINT AT 21,1; 11Do you want 

to play again! (yin) 11 

1070 INPUT a$ 
1080 IF a$="y" THEN GO TO 4 
1100 STOP 

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. 
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T HE OBJECT of Clean Sweep 0 
is to eat all the black boxes tJ 
usmg the cursor keys. You can \~'f. ·. 

go off the screen and re-appear on the 9f.G . 
other side 1f you move too quick ly · 
When you have swept the sheet clean, · 
press " P" and the ume 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 GO TO 19 0 
3 CLS 
4 FOR •• 1 TO 10 
5 LET c• INT C AND • 20> 
6 L ET d • INT ( RND • 30) 
7 PRINT AT c,dJ"(~" 
8 IE:XT • 
9 BORDER 21 PAPER 71 INK 1 

10 LET a•6 
20 LET b•7 
2::S FOR q•l TO 2000000000 
30 IF lNKEYS •"?" THEN LET a 

·•- 1 
40 IF IN KEYS • "b" THEN LET • 

•A +l 
:SO IF H.it<:EY~ • "5M THEN LET b 

• b-1 
60 IF JNKEV$ •" 8" THE N LET b 

•b +l 
6 ::S IF JNKEY$ • "p" THEN GO TO 

100 
70 PRINT AT a , bJ .. ,.. .. 
73 IF .i.•21 THEN LET a•O 
74 IF b•31 THEN LET b•I 
BO PRINT AT 21,111q 
90 NEXT q 

100 CLS 
1 10 PRINT "YOU HAVE CLEARO THAT 

120 PRINT "CAN YOU CLEAR THIS 7. 

130 PRINT AT 5,9; "YOUR TI ME IS 
• "Jq 

140 PRINT AT 10,2J "PRESS ANY K 
EY TO START" 

150 PAUSE O 
170 LET e•e +:5 
17:5 CLS 
180 GO TO 4 
190 CLS 
200 PRINT "The nar11• of the o••e 
is e• t th • bl • ck boxes" 
210 PRINT 1 PRINT : PRINT I PRI 

NT 

DUEL 
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220 PRINT " Wh e n you h • v e p,..••• 
P" 

230 PRI NT I PRINT I PRINT I PRI 
NT 

240 PRINT "PRESS ANY KEY TO STA 
RT " 

250 PAUSE O 
2bOGOTO::S 

T HE FIGHT is on between your 
cowboy and the computer cow· 
boy. Wait until "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 
firsr 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 . 

Du el was written for the I K ZX·8 I 
by Pascual Nicholson ofLowestoft, Suf­
folk 

1 1. eT 0 .. 9 
e c:1.0 

19 •AJ:NT ... T e,e;' ·•-
.:. ;TtqS e:·· • . .. 111",T •e e;·· 

18 f" OIOII 
0
:Z:• l. TO RND <o11Bli9 

17 :Z:f" :Z:NKl!V . <:>" 0
' TH l! N GOTO 10 

i:10 Nl!:)(T J: 
39 •IOIIJ:NT IIIT :L"',•• 0 'f"J:A I! • • • •• 
4 9 f" OIOII :Z:• 1 TO 7 
.&S :z:,• J:NKl!V . c > ••• T Hl!N OOTO 11B • 

•• f" OR :l • lil: TO 1 1 
00 ••:tNT AT 1,,:J,•• ." ;,iT 1,:l J" .. 

e e • R:tNT 11t-r e.11... " ;T,ie 1:1 ; 
";TAS 11;•• ",AT &1, 11 ) " ... " 

, A;. 1::-~~;v~~= 6CORII!: UR6 "; a 

e1111 R U N 
1 91B f" O R :r- 11 TO Q a T e P - 1 
111DS •R J:NT AT 1,J:;". ''; fllT 1,:t ; • • 

:L:LS P R :JNT AT e ,e; • . ··;T,i e •: •• 

u,·:~~ ~~ c:~··OON ~ ;~T a,e; • -.,i ";AT 

J.lilll l.llrT O .. O•J. 
1111, •Au oe 1ee 
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YOU 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 Fight er is a beginners' 
program written for the lK ZX-8 1 by 
Edward Stratton, aged 13, of Eastleigh, 
Hampshire. 

10 LET S•0 
;20 LET B •S 
30 LET A,,.0 
40 LET C=INT CRND~10)+ 1. 
e50 CL5 
60 PRINT AT 11,1.; " .I 11..a ... .. 
70 PRINT AT l. ~ ,1.;•• 

e 0 PRJ:NT AT e , B-1.;" + "';AT A,C 

100 
0 

110 
120 
1 3 0 
14.0 

+ 1 
1130 
160 

IF INKE Y$•"H" TH l!!'.N GO~Ue 14-

LET A=A+ . '5 
I F Fl • l.1 T Hl!!'.N GOTO 170 
GO TO e 0 
IF e=c ANO A<e T H l!! N Le:T ,._,. 
IF e .c AND A<B THl!!N GOTO 30 
RETURN 

90 LET B • B+CJ:NKEY$•"C" ANO e<l. 170 PRINT AT 15,1; .. TH E l!!'.ND"; R T 0 
0) - (J:NKEY$ ... ·· z·· AND e>l.) ,0; " ~ >"; ~ 
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SENT TO a graveyard , your mis­
sion is to collect the gold scattered 
around. There is a resident ghost 

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

Ghost C ha se was written for the I K 
ZX·81 by Andrew Colebourne of Wir· 
ral, Merseys ide. 

~:~~.!"'!. ~~ -· ~= ~=!~N··- .. 
1S0PA:J:NT" _ .. 

60 ,.0<>: N•1 TO 8 

A.7: ... :·J:NT A T 1• A N0 • 7,1•AND • 7,CH 

00 Ne XT N 
00 Cl..eAll'I 

10C, l..CT & •PJ: •Pl 
110 l.. CT ll'l•PJ: / PJ: 
1ia0 l..11!:T 9•1'1 
13C, l..C T c .. vAl.. •• ., .. 

1ee PAJ:NT AT ""·"· ··x··, AT ... .,, .. 
, AT C,O, "0' ", AT C,t>, .. . .. 

160 l. C T C•C •.e•!A >Cl•.S • IA<CI 
17e l.l!:T t>•D+ .e • <O>t>l-.& • IO<DI 

e 180 !,. A•C RN D e-o T HCN GOTO 31 

I ~~;N~:~:::;.~ (!::e::; ;'6"" RNO A<t l 

I ~~;N~:~.i:::~ '!:~e~:~:·a·· A N D O <O 

:a10 P"'lNT AT A , e , !::
9

t!';s~~PCCf<. IPl!:l!:K U300•PU K 

:;;130 l'"' l.•17:a THll!:N l.CT &•0•1'50 
:;;140 l,. l.•8 THEN l.CT a.a.10 

~:: !~T:;·::: THl!:N l..e:T ••a+::u, 
40 0 PA:lH T •• &COA:11!: 
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10 GO sue 1000 
20 LET s•01 LET q•20 
:SO LET K• l5 
40 LEl y • 8 
50 IF q•20 THEN LET a• RND • 2 ... 
60 LET b• RND • v 
70 LET c• RND • v 
80 LET d• RND • 1:50 
90 INK 71 PRI NT AT y,,c; "L" 
91 L ET w• RND • 3-1 
93 IF a+1oo1(2 OR a+1oo1>29 THEN LE 

T 1oo1• -w 
94 LET q•q-2 
95 LET a•a. +w 
'lb IF q< 1 THEN LET q•20 
97 IF v>bOO THEN PR I NT AT q+ 

1,a- wJ INK 2;,. " 
"19 IF K)4l THEN LET a• a +1 

100 PRI NT AT q ,aJ I NK 2 1 .. A."' 
110 IF b<30 THEN PRINT AT 20, 

bi INK 31 Mb" 
120 IF c<30 THEN PRINT AT 20, 

Cl INK 51 "J.: 
1:SO INK b1 tF d<28 THE N PRINT 
AT 20,dl "d cg3)• " 
140 IF SCREEN$ Cy+l , x ) <> " -.\ 

THEN (30 TO~ 
1:50 LET 11•1<+( INKEY $ •"0")-( IN 

KEYS •"1") 
lbO LET •••+1 
170 INK 71 PRINT AT 20 1 311 ", " J 
AT 20,01 " , " 
180 I NK 71 PLOT RND •240+10, 10 
190 PLOT RND • 240+10, 10 
200 IF y(7 THEN GO SUB 600 
210 PRINT 
220 POKE 2:S6'92,-11 PRINT 
230 l F y( 1 THEN GO TO 700 

Y OU ARE a lone crusader travel­
ling thro ugh 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 

240 GO TO :50 
500 I F ATTR <y+l, 1t)• it THE N LE 

T •••+21 LET y•y - 1 r GO TO 1:50 
520 IF ATTR Cy+t ,11 I •7 THE N GO 
TO 750 
530 FL ASH 11 INK 21 PR:JNT AT y 

,K-1J" 4t4t"; AT y+1,M-1J" •• " 
540 I NK 71 PRINT AT 15,2 1 " ! ! !Y 

OU RAN INTO AN AL I AN !!!" 
5~ INK 2 1 PRINT AT 17 , 101"SCO 

RE "l•J" !" 
560 BEEP 1 , -1 5 
570 FLASH 0: PRINT I INK 7; "any 
key ta pl •Y" 
:seo IF 1Nt<'.EV$ ... .. THEN GO TO 

080 
585 INPUT ;"select level (1 ta 

30)'"; v 
587 LET v•(31-vl<t30 
590 CLS : GO TO 20 
600 IF SCREENS Cy,,c) • " " THEN 
LET y •y +l 
610 RETURN 
700 INK 7: PRINT AT 10 ,5;" YOU 
HAVE BEEN CARED OFF 
BY A STRAY HOON''" 
710 PR INT AT 15 1 11; INK 2;'"HAR 

D LUCK" 
720 GO TO 550 
750 INK 7 : PRINT AT y,XI "~" 
760 PRINT AT 10,0; INK 2J "VOU 

RAN INTO A STAR - YOU FOOL'!'" 
770 GO TO 5~ 

1000 INK 7: PAPER 0 1 CLS : BORDE 
RO 
1010 FOR 1111•1 TO 61 READ • $ 1 FOR 
n•O TO 71 READ •1 POKE USR •••n 
, s 1 NEXT ni NEXT III 
1020 DATA "a" ,:Sb,245,250, 4 5, 123, 

not land for too long or you will be 
carried away. There are 30 skill levels 
from which to choose. Use O l" to move 
right and uo" to move left. 

Space Race was written for the l6K 
Spectrum by E Marsden of Upper 
Denby, \VJ. Yorks. 

156, 167, 34, "b" , 86, 2 31, 23, 148, 12, 
12, 14 5,88 
1030 DATA "c" , 76 , 34 , 251 1 32,34,b:S 
,01, 121 
I 040 DATA "d", 25:S , 25:S, BIN 01 111 
111, BIN 00111111, BIN 000 1 1111, 

BIN 00000 1 11, BIN 0000000 1 ,0, "• 
",255 , 255,254,252 1 248,22 4 , BIN 1 
0000000,0 
1050 DATA "f", BIN 00011100, BIN 

0100100 1 , BI N 01011101, BIN O(H 
01010, BIN 00010100, BIN 0001010 
O, BIN 00001000, BI N 00001000, "9 
",O 

I 055 FOR n•O TO 25:S STEP 31 BEEP 
. 02,5 : INK 31 PLOT 127,87: DRAW 
n-127 ,87: NEXT n 

1057 FOR n•l 7:S TO O STEP -3: BEE 
P . 02 1 01 INK 31 PLOT 127,871 ORA 
W -127 ,n-871 NEXT n 
1060 FOR n •2 55 TO O STEP -31 BEE 
P . 02 1 -10 : INK 3 : PLOT 127 1 87: 0 
RAW n-127,-87: NEXT n 
106:S FOR n • O TO l n~ STEP 3: BEEP 

.02,10: INK 3: PLOT 127 1 8 7: ORA 
W 127,n-87: NEXT n 

1067 INK 7 : PRINT AT 5, 101 FLAS 
H 1; "MOON .f BASE"': INK 21 FOR n• 
5 TD 2:5 sTEf' 21 BEEP 0.002,-201 
PRINT AT 10,2, "•bc•bdcbae•babdf 
a.f•bb•b•bu,": PRINT AT 14, 0J .... , 

PRINT AT 16,0J" ": INK :S1 PRINT 
AT 15,0J "1()0 DODG::,A. ,RIDE~ 
~ ,GOOD LUCK" 
1070 PAUSE 500 
1080 CLS 
1090 GO TO 5.60 
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\ 

' 

2 LET H 5•0 
3 GOTO 8000 
5 CLS 

10 L"T A•30 
30 LET sc-0 
40 L"T ~Hs0 .... POKE 164-18 , 0 

""' LET Fl•A+l:NT CRND *16J+7 

"'" CL " 
97 0:X:M 5( 1200) .... LET N • 0 

100 LET A$ • " 

110 LET es - ··• ... 
1a,0 PRINT AS 
130 FOR 5=1 TO """ 140 PRI:NT es 
1!50 hi EXT B 
160 PRINT AS 
161 LET H$ •5 TR$ HS 
1'3 2 FOR B•1 TO LEN HS 
163 Le:T HS Cel) • CHRS (CODE CHS CB) 

164- NEXT 6 

COLLECT 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·track ing 
as you will run into your own carriages 
and you must also take care not to crash 
your engine. 

Th e Mail T r ain was written for the 
16K ZX-81 by Stephen Woods of High· 
bridge, Somerset. 

c.-,.~,,. 

305 IF N <>0 THeN LET 
310 XP PE~K (X+MJ >4-0 THeN GOTO 

570 
320 IF PEEK CX+M) <>0 THEN LETS 

C•SC+1 
323 POK!:! X,S.1: 
324- POKE CX+M> , 40 
330 POKE (5(T -5 C+5H)) , 0 
370 IF A•SC-5H THEN GOTO 500 
380 rF T •12 00 THEN GOTO 550 
3'w5 LET X•X+M 
400 NEXT T 
500 LET 5H•SC 
510 PRrNT AT 0,0; ''YOUR SCORE J:5 

" ;SC 

520 P'OR e -1 TO 60 
530 NEXT B 

540 GOTO '-5 
55 0 PR I:NT AT 0, 0 ; •· SORRY YOU RAN 
OUT OP' TXME : " 
570 IF PEEK CX +M) •52 THEN PRJ:NT 
AT 0 , 0 , .. _ 1•M#l#Cii4NNMIICHMNNilMH I 

14--W•l•l5M•l!IOMWi1•1iWl#iil 
ee0 rF PEEK <X+M) •12e THEN PAIN 

T AT 0, 0; ··-•i•MW:ii i ll#i#i--W!l•liMll #ID/ 
170 PRrNT AT 23, 10 ; ' 'i#lil!i#M=t-•IN#M ~ ·· 

. .. ;H$ 600 PRXNT AT 5, 0; "YOU SC ORED: 
130 FOR B • 1 TO A ;SC 

603 X~ 5C>H5 THE N LET H5 •5C 
1 82 LET ZcrNT C30*RND+1) 610 POKE 16415 ,2 
1e 3 PR XNT AT W , Z; 13.!:0 PR I:NT "PRE5S ANY KE!:Y TO PLA 
1$4 IF PEEK (PEEK 16395+2313*PEE Y AGAXN ' ' 

K 16399) <>0 THEN GOTO 161 e2s PAUSE 4E4 
186 IF W•9 ANO Z<4 THEN GOTO 1e 640 GOTO 5 

1 6 000 CLS 
190 PRINT AT W,Z; "*" 
200 NEXT e 

S003 PRINT AT s, 0; ' ' THe MAIL TRAr 
N, THE 06.JECT o ,..- THe'.GAl1E I5 TO GU 
J:CE THE ENGXNE COOC)A ROUNC THe 5 

16397)+300 CREEN COLLECTING THE MAIL eAGS . 
220 LET M • 1 YOU MUST NOT HJ:T YOUR OW N CARRIA 
23 0 LET Y•X GE5 OR CRASH Y OUR ENGINE . " 
2e0 ... OR T .. 1 TO 1200 e 004 PRI:NT AT 19,0; "PRess ANY KE 
266 LET S (T) •X Y TO PLAY'' 

3 00 IF J:NKEY$ <> '''' THEN LET N •CI 6 006 PAUSE 4E4 
NKE Y $ • " 8") + (INKEYS-="13") * 33 - (J: NKE! e006 GOTO 4 
Y $ • " 5") - C IN KEY$ • "7") *33 9'w99 SAVE "TRAI{ll" 
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10 LET H ~=,10 0 .... L!!T X•0 
30 Ll!T Y • 21 
4 0 L!!T ex • ? 

""' Ll!T eY•14 
60 Ll!T ... 0 
70 PR:I"NT AT 0,CZI; 

"'"' f'OA ..... TO 21 .... PRINT .. 

100 NEXT F 
110 PRINT AT, ev,ex; " D '" 
1:iii!:0 P"'OR F•1 TO 2 
130 LeT A$•INKEY$ 

PLAYING lhe part of a tiger 
which 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 

l~:~1~:u::.a~::::,1:r:e:~~::e~u ;~ ~=: 
you manage to stay on the run. Use keys 
"Z" and 11X" for left and right and "P" 
and "L" to move up and down. 

T iger was written for the 16K ZX-81 
by D Barlow of Grassendale Park, 
Liverpool. 

:iii!:40 IP"' HS >~ THEN GOTO 3:iii!:0 
:iii!:'50 L~T HS•S 
:iii!:60 LET s s -eTR S S 
:iii!:70 P"'OR P"'=1 TO L~N S S 

1 :iii!:S) 
2Q0 Ne'.XT P"' 

300 PRINT AT 10~e;;~··:·:·:IP:-::4:-,::·:IMl::·:u:o 
M#IWM-ild§ " · TAB 7 · " IIIWIIMA d-01 
(illl .. ; ~-

310 GOTO 330 
3:. 0 PR :XNT AT 10 , e; "YOUR :5CORe': :X 

5 ' ' ;5; AT 1 :.~7;''THE H:X-:5CORe': IS 

; H:5 
140 Le:T X•X+<A$•''X" ' AND X<31) -C 330 ~OR ~a1 TO 100 

A·-· · z·· AND X>0) 340 N e:XT r 
150 L.!!T Y•Y+ CA$•"L" AND Y<:. 1) - C 3150 PAINT "0 0 YOU WANT TO PLA Y 

A$ •"P" ' AND V >0 ) AGF=l:XN'?' CV /N) '" 
11!,0 PR:IMT AT Y; X; :3e.0 :tr J:t\lKl:!Y$• " V" TH.!!N GOTO :.0 
170 :x~ PEEK (Pl:!EK 1e3ge+:.ee*Pe:e: 370 IF INK.!!Y$<>''N'' THEN GOTO 3e, 

K 11!,:399 )•1 4 9 THl!N GOTO ;.40 
1B0 PR:INT "'*" 

190 NEXT r 
:.00 L.!!T ex-ex+CX>eX>-<X<eX) 
:.10 Lf!T BYaBY+CY>BY) - CY< eY > 
:.?~0 Lf!T :5 • $+1 
:.30 GOTO 110 

0 
380 CL5 
390 PRINT AT 10,4; " ----~ ·IDIM!EIR!laJaJ 

400 :5TOP 
410 ~Aue ''CHAS~·· 
4:20 RUN 
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1 REM "OEFI KING"" 
10 GOTO i>20 
20 CLS 
'30 PRJ:N T AT •1, 0;" 

. s EA KING 2 was written f~r the 
·:,: . 16K ZX-81 by J 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"] .. 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 
rig to start again . 

--------- ------ ----- .. 

3e0 LET 5•5-1 
390 GOTO 640 
400 GOSUB 510 
410 LET R • R+1 
420 LET TzT+1 
430 GOTO 640 
440 GOSUB 510 
450 LET R=R-1 
460 LET T•T-1 
470 GOTO 540 
460 Gosue 5 10 
490 LET S • S+1. 
5.00 GOTO 5 40 

40 PRINT AT 21 , 7,; " · --- : ---··· 50 PRINT AT 20, 7; .. . . .. 
60 PRI:NT AT 1~,7; .. • . .. 
70 PRJ:NT AT 1 8,6; " - • -.. 

e0 PRihlT AT 17 ,6;" 

<>0 PRINT AT 16,9; .. . IEII .. 
100 PRI:NT AT 15,10; .. .. " 
110 PRINT AT 14,11,;·· m .. 

120 PRINT AT 13, 11; " El" 
1'30 PRINT AT .?1, 23;'' - '' 
140 PRXNT AT 20,23; "- •• .... 
1 !50 LET HJ:,..0 
160 LE!T u - 1 
170 LET F<=S 
1e0 LET z-0 
190 LET S z :.?4 
200 Ll!T T • 6 
a,50 PAINT AT R,5; "-----·· 
:>60 PRINT AT T,5;" ,..-
a,70 I F IN KEV$•" 1" THeN GOTO "'"0 

2S0 I"' rNKE V $ • " :ii?•: THEN GOTO 750 

290 LET E • INT (AND-ll-5) +1 
'300 If' 1!•1 THEN GOTO 4-00 
'310 IF E •2 THEN GO TO 4-40 
320 If' INKEY!li • "6" THE!N GOTO 370 

'3'30 If' :[f-.jKf!V$•"6" THEN GOTO 4-00 

34-0 I F :CNKEV$ • ''7" THEN GOTO 4-4-0 

350 IF :INKEV$..-"6' ' THEN GOTO 4B0 
360 GOTO '540 
370 G05 UB 610 
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51.0 PRINT AT R,5;' 
520 PRINT AT T,S;'' 
530 Rf!TURN 
5 40 IF T•:ii?1 THEN GO TO 690 
550 IP T>•13 AND 5•11 THEN GOTO 
7:30 
560 IF T> • 14 AND s-1 a THEN GOTO 
7'30 
670 :CF T >•17 THEN GOTO 590 
560 GOTO 250 
590 :CF 5>•7 ANO s, ... 17 THeN GOTO 
7:30 
600 IF T•19 AN O S>•a3 THEN GOTO 
7'30 
610 GOTO 260 
620 LET F•XNT (RND*6) +5 
630 ZP T<>16 TH EN GOT O 250 
640 LET U • U+1 
660 GOSUe 600 
650 PRINT AT 1,1;F; · · MEN RESCUE 

D,NOW TRKE OFF 
670 LET Z•Z + P 
650 GOTO 3~ 0 
5g0 PRINT AT R, S; '' 
700 PR:CNT AT T,S;''SPLASH'" 
71 0 GOTO e:90 
720 PRrNT RT R,5; · 
730 PRXNT AT T ,5; " CRRS H 
740 GOTO e90 
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9 40 PR:XNT AT 3,6; " ~~I I I I 
I l"I _ .. 

950 PR XNT AT 4, 6; .. _______ _ 

960 PR:XNT AT B,3;''U5E CURSOR KE 
VS TO. MOVE" 

970 PRINT AT 10,10;'"-----•· 
980 PR:XNT AT 11, 10;" <r- " 
liil90 PR:XNT AT 13,2 ; ''PRESS 1 TO L 

AND ON OIL RJ:G" 
1000 PR:XNT AT 16,3 ; ''PRESS 2 TO L 
A NO ON SHJ:P"" 
1010 PRJ:NT AT 21,7; ''A NY KEY TO ~ 

TART'' 
1020 :XF J:NKEVS • ''' ' THEN GOTO 10:ii!:0 

750 I:F T<>18 THEN GOTO 250 
760 I:F U<>2 THEN GOTO 260 

1030 
1040 

GOTO 20 
CL~ 

770 I:F S> - 23 ANO 5< • 28 THEN GOT 1045 IF Z>HI THEN LeT HI•Z 
0 790 

780 GOTO 260 
790 LET Uas.1 
800 FOR J-i TO 20 

1060 

1060 

PR:XNT RT 1, 0;" 

PRINT RT .2,0; . . 

e10 PRINT AT T+1,e+2;·· . 
620 PRINT AT T+1,5 + 2;·· • '' 
830 NEXT J 

1070 
1080 

PRINT 
PR:CNT 

RT 3,10;''HJ:GH SCORE" 
RT 4,0;" 

640 PRINT AT T+1,S+2;·· 1090 PRXNT RT 5,0;" 
es0 I~ U<>1 T H EN PRINT AT T+1,S 

+2 ; .. _ .. 

660 :XF U<>1 THEN RETURN 
1100 PRINT AT 8,3;''YOU RE~CUED '' 
; Z;' P e:OPLE " 

670 PRXNT AT 1,1.; "MEN DISEMBARK 1110 PRIMT AT 10,3; "HJ:GHE~T NO. 
EO,NOW TAKE OFF' ' 

880 GOTO .250 
890 FOR Wa1 TO 50 
900 NEXT W 
-.110 GOTO 1040 
92 0 PRXNT AT 1,S; .. _ 

RESCUED•"; HI:; " PEOPLE" 

11..!0 PRXNT AT 14,0; ·· -------

1130 PRINT AT 13,0; .. -------

1 14 0 FOR w-1 TO a0 
1150 N~XT .J 

-.130 PRXNT AT :ii!:,S; " ~ ~ ..... ~· 
I I. I I ... 

1160 CLS 
1170 GOTO g20 

PLAYING the part ofG urko the 
bookworm, you have to avoid the 
rip in the page. The rip descends 

from the top of the screen and you must 
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 SA VE. 

Wriuen for the 16K ZX-81 by Rob­
ert Street of Belper, Derbyshire. 
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:lie Lll!.T 11!.•16 
,e "'o"' ,..e TO 21 
ee J:,. ... a1 ANO A •!!: THl!:N GOTO a .. 
ae L,l!:T A•A• llNKll!.V • • " ft") -ClNKCY ....... , 
?<ll I,. R>RO THl!N Ll<"T A•86 

""' l:"' Aca THl!N L.CT .... ... 
SIID PRJNT AT 21,A-ilt," ("'") " 

1.ee PRJ:NT AT ... c:-1 ... _ .. 

1IO 1 l"' IOINO ) . '715 THll:N QOTO 11.<ll 
:a.ea J,. l! <R TNl!N L.l!T l!• l! •l 
1.es IP' I! >A THl!N L.l!T 11!.•E-1 

1ae LE'T a .. a .. 1e 
1:lltl CLa 

2ee P RJNT AT a1 .e - 1; .. _ .. 
ael!J. PRJNT AT e,e; " &CORI!•' 
a1e ,.OR ... 1 Tb "" 
aae Nl!!XT ,. 
,;,::so, ca.e, 

a,e P RJNT "<1.> R UN 
,R)Nll!.U 

<4>&RUI!:" =~= ::~~.':: ... !~!~"· 
aee l .. u . ...... THEN GOTO 2'78 
a•::s l .. U • •" 1'' THll!:N PRJ:NT AT 4 , 1 

, •· RUN" 

aee l ,., U 4•" R" T H ll:N PAINT AT 4, 1 
; "Nll!!U" 

11:IH> :I,. u •-" 3" TH .. N PAJ:NT AT 4 , 1 
; "LOAD" 

=a,g5 l.P' U • •··4" THl!'.N PRINT AT 4 , 1 

' ~= ~ U~~R "' • 1 T O CO 

::,e0 J,. U 4 •" 1." THll:N RUN 
::S10 J,. U 4 ,o"R" TNl!:N Nll!.U 

380 J,. U••"3" THll!.N LORO ' 
330 J,. U••"4" THll!.N OOTO 358 
331!1 J:P" U••" STOP 
::s,e OaTO 2ee 

"OUAK." 
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Outperforms any Spectrum interface 
The unique Turbo interface from Ram rJves you al these Or cal our credit card hot line on 02514 25252. (Access and 

features-and more-in one lrit: Visa welcome). 

* A vanety of interlaces incudi"g Rom cartridges, two~ D pi.Jg; Ram Electroocs (Fleet) Ltd, ICX5 Fleet Road, Fleet ~re 

forstandardjoysocks, PI..USfulexpansion Ills at rear. GU138PA. • * ~blewith Kenl)Slonand Pmtekprotocds. ' ~~ -~----- - ----

* Wools with latest Qudshot Mk II auto rapiclfire joy.;ocl6! . I -- Spectnm Turbo lnterface(s) at £22.95 * Oloic ofR !ridge tape tt software I +£lp +p("'""""5orders£3p+p) 
e omcar r,: casse e . __ QudGhotl..by.;tid<(s)at£9.95 I * lnstantprogrambadffllwithcartridgesoftware. I (Oniyv.llenpuchasedv,;tt,TIJ'bo-normaly£1295+£Jp+p) I * Built-in power safety device-llliQue to Ram Turbo. I I enclose cooque/postal adernr charge my Pcl:.essN&Jb: £_ _ I 

* Riloneyear~rantee. 1 ~Z I I I I I I I I I I I I I I I I I I * lrrmediateavailability-2 4Hrdespatchon receipt of I Name I 
P.O./ credit card details (cheques-seven days). I Address I 

',S) '\\ ~ \'\- ~ SPS I * Incredible vakle-only £22.95. 

So donl wait around- srrw CCJnl)lete 
the coupon and serd it to us today. U~-\S b RonEledroncs(Aee,il.ld,ll6""'_""'_ru 13SPA_JI rua•a-----T~~~~~~-



ALL THE 
Here's a sure-fire way of making certain 1984 Is packad full of fun for you and 
your frlands. We've searched for brlllhlnt new program sourcH throughout the 
U.K. and North America to ffnd an exciting collectfon of new games-and 
buslnHS programs-many of which cannot be bought by mall order from any 
other sourcel These are our latest exclusive offerings. 

!' ~~!,~ .... lilt ... 

GREAT VALUE! TREMENDOUS SELECTION! PLUS A FREE 
OFFER EVERY TIME! 
RH in the order form right away - we're guaranteeing fast 
delivery, quality and satisfaction [after aU, we want you to 
come back for more!) 

The So~ware Workshop, Yew Tree, Selborne, 
Hants GU34 3JP 

G 
Order with' 

not entire 

"'. 



WINNERS ............. 

BATTLE 1917 
Winner of 1he 1983 
Camb11dge Awards 
sponsored by Sinclair User 
The game is played by two 
players on a board 21 x 32 
showing a map which 
changes with every game 
Each player has 29 pieces 
1nclud1ng infantry, cavalry, 
tanks. artillery and a King The 
obiec;t of the game. hke chess 
,s to kill the enemy King The 
game will appeal equally to all 
ages and an skllls This is the 
computer age's answer to 
Chess 

- · price : £8.00 
Rei . No: 2-57 

RAN TEE U~ idence. II you are 
:on,plete conlth the quality ol 
1y satished wi to us within 7 
:hase return: a replacement . 
,.e will pro" 

And hare's a further 
salactlon of tha latest 
games, tha bast 11111 
software for vour Spectrum 
Spectrum 
2-13 Sentinel 
Guard you ITIO(hef stup agamst alien 
attacks. 48K RAM 

2-14 Meteor Storm 
Spectrum version o1 the ever-popular 
arcade game 16K Of 46K RAM 

2·15 Ster Trek 
Popular space program bfought to 
life by ex<:e'lent graphics 48K RAM 

2-21 Frogger 
Manoeuvre the frog aCfoss the road 
avoiding heavy traffic . 48K RAM 

2-23 Arcadia 
The expert's version of the popular 
mvadefs' game. 16K Of 48K RAM 

2-24 Gott 
The fines1 of golf handicap games 
4SK RAM 

2-26 Derby Day 
This tavourrte has to be a winner 
48K RAM 

£4 .95 

£4.95 

£4.95 

£5.95 

£5.95 

£5.95 

£5.95 

~ ____ _.. __ ., 
I To: The Softw are Workshop , Yew Tree, Selbome, Hant s GU34 3JP I 
' I wish to order the followng programs . I understand that: 
: • I wil receive a FREE blank casse tte with every 2 programs ordered 
! • I can return products within seven days ~ not entirely satisfied a.-.:1 
: receive a replacement 

I Ref No Qty Title Price 
I 

! 
I 

! 
I I 

, I enclose a cheque/postal order for ~ , 
lN,me .. ) 
!MJress ~ ~ 
! [Allow 28 days MAXIMUM FOR DELIVERY) i ----------- ----~------~ ---------~--~ 

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



WHEN IT COMES To DISPLAYING 
TuE SPECTRUM ... 

WE'VE AN IMPRESSIVE LEAD 
Surprisingly enough, there's 

only one high perfonnance 
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 impre ssive lead over 
the competition in design 
specificati on is more than 
matched by the brillianc e of 
the colour displa y, thanks to a 
standard resolution screen 585 
pixel s high by 452 wide , and a 

ciib 
COLOUR DISPLAYS 

bandwid th of 18 MHz. 
Needless to say, th is gives 

colour reproducti on far in excess 
of that available from an ordinary 
telev ision. 

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 
yo u full informa"tion. 

Microvitec Ltd .• Futures Way, Bolling Road, Bradfo rd 8 04 IT U. TeL (02741390011. Telex, 517717. 



1. AE M • D • e:£Rt-JD-77 • "'? • e:t:::RNo- • L • 
G05Ue @rTAN 

~ LeT XS • ''01940aaA0C400W545D0 
1?a02~A0c400g01::,102e:ceec~·· 

3 LET X•l.e.614 
4 ~OR N•1 TO 43 ~TeP ~ 

e POKE x ,1.e *cooe rs<N ) +cooe z 
$CN+1)-47e 

6 LE!:T X•I:+1 
7 NE!:XT N 

10 LET H,..0 

15 LE T A$•''ZXS1"' 
20 LET A • 1 
30 LET ~ ... 0 

HXGH '";H;'' e v ' ' ;A s 60 PRINT AT 1,0; .. _______ _ 

70 PRI N T AT 21.,0; " lilliimllllilll-lilllillll-

50 L ET M •1 

0 

170 
1S0 
1<10 

" 00 
250 
"" 0 

'""""'""''""• YOU MUST run across 1he bo1-
tom of the screen to steal an egg 
from a vulture's nest, using keys 

5 and 8. Vultures are descending on you 
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 beginn ing of the program and line 1 
should read REM followed by 22 zeros. 
Vu ltur es was written for the 16K ZX-
81 by S Lancaster of Newcastle-under­
Lyme, Staffs. 

LeT T•T+1 
IF M•0 ANO A=0 THEN GOTO ~5 

GOTO 110 
LE!T K • l.50-T 

-70 
"e0 

LET 5•5 + K 
PRXNT AT 0,6;5 

29 0 GOTO 80 
300 PRI NT AT 2 0 , A j" - " ;AT 10,1 

1; "GRMe: oue:R .. 
3 10 IF ~>H THeN GOTO 370 
3~0 ~OR N•1 TO 30 
3~'5 NEXT N 

330 PR:XNT AT 19, 5; ' ' PRE55 ANY Ke: 
V TO PLAY ' ' 

340 IF XNKe:vs - ···· THE N GOTO 34 0 
:350 C LS 
350 GO T O 20 
370 LET H z ~ 

1:: ~::N; "":T 20 , 30; "0" ......;;c0:sc:c'--";""~,.,i""N"CT=-"'R~T~ .. =-, ,,.=-, --c .. ccv"o"u-;-:--;Hs,Rc,-U.,.;E=-T=H,;;E,-
110 L ET A •A+CXNKEV S •'' e·· AND Ac~ HIGH SCOR E' ' 

9) - (XNKll!VS•"'5 '' AND A>0) 400 PRU\olT AT 6,2; ''PLEASE EN TER 
1-0 PRINT AT ~0,A;'' . '';AT 3, XN YOUR XNXT~AL~·· 

T (RND*30); " •"\,,,,._ " 410 INPUT t=:1$ 

130 LET L • U 5R 1~e1& 420 x~ LEN A$>3 THEN GOTO 410 
140 LET L•U5R 1ee14 430 CLS 
150 PR:CNT RT 1'-11,R+1; 440 GOTO 20 
1~0 LeT P-P~~K (PEEK 16 39e+256* 450 SAVE .. • .. 

Pe:e:K 1.63~~) 460 RUN 
166 :C~ P > 3 THEN GOTO 300 
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60 

\1. 

W 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. 

1 ~E~ weight • 

3 GO SUB 1000 
5 CLS : PRINT AT 5,2;"1) •to 

ntt s to kilo'•" : PRI NT AT 6 , 2;"2 
) kilo's to -.to ne sN : I NPUT "wh1c 
h on•?1)2)"; q$ 

6 IF q$ .. N2" THEN GO TO 5000 

7 IF q.t •" l" THEN GO TO 10 
e Go ro :5 

10 CLS : PRINT AT 0,:5 ; "STONES 
S. POUNDS TO KILO 'S N 

20 PRINT AT 0,4j. OV~R 1;" ___ .:, 

- 30 PRINT- : -P RINT " WHAT DO YOU 
WEIGH IN STONES?" : INPUT ; "11,tone 
11,• "; a. 

40 PRINT " $c HOW MANY POUNDS ?" 
: INPUT : "pounds • " ; b 

SO PRJNT : PRINT "You wv1gh "1 
.;i.; " i.to ne5, ";b:" pound i. " 

60 INPUT "l s This Correc t (yin 
> •· : ci: 

70 I F c S • "y" THEN GO TO 80 
7:5 IF ci=•"n" THEN CLS : GO TO 

10 
80 LET a --a.• 14+b 
95 LET a•a .,_O. 4536 : LET a•a .... 00 

96 LET b$• STR:f a 
97 LET Y• INT VAL b$ 
98 LET l • LEN STRS v 

100 PRINT AT 15 ,(); "YOU WEIGH " 
;b$( TO l-+3l1" KILOS" 

200 INPUT "ag a i n Cy/nl??'?" : z:f 

500 GO TO :5 
1000 PRINT AT 5, 10; "STONES TO K 
!LOS" 
1010 PRINT ~T 5 , 10 : OVER 1: " ---

1:500 PRINT AT 10 , 2; FLASH 1; ~sr 
OP THE TAPE PRESS ANY KEY TO" 

2000 PRINT AT 11,11; FLASH 11" 
CONTINUE " 
3000 PAUSE 0: CLS t RETURN 
:5000 CLS : REM k TO s 
!.i010 PRINT AT 0,8J "KILO'S TO S 
TONES '0 1 

5020 PRINT ~T 0,8J OVER 1J" __ _ 

5030 IN PUT "WEIGHT JN KG";As 
5040 PRINT "IS THIS CORRECT?"1 P 
RINT '"YOU WEIGH ";A:f 
5050 INPUT "Y/N";B:la 
:5060 IF BS• " Y.. THEN GO TO :508 0 
:5070 GO TO 5030 
:;oso LET KG• VAL AS 
5090 LET LBS•KG • 2 . 204:58:5 '!'.i 
:509 5 LET REMaLBS- INT LBS 
5097 LET LBS• I NT LBS 
:aoo LET STNS• JNT (LBS/14) 
:510:5 LET LBS•LBS-CSTNS • 14> 
:5110 LET OZS• INT t (REM • lb)+ 0 . :5) 
I IF OZS•l6 THEN LET OZS•O : LET 

LBS•LBS+1 
5120 PRINT : PRINT "YOU IJEIGH": K 
G;" KG "1 PRINT "YOU WEIGH ";STN 
61" STONES "1LBSJ" POUNDS "; OZS ; 
" OUNCES" 
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l REM ~thirat" 
2 BORDER l I PAPER 61 LET c•l 

3 LET n•01 LET L•O 
4 PRINT AT 10,8;" ~1 i TitH1 

i It iR1 iS1 iT i i98 1 iF: i01 iRt !..2!!_1 iP: 
i.01iW1i.E1iR),r--

6 PAUSE 150 
7 DIM 111(12) 

10 GO SUB 8000 
11 INK 0 1 PRINT AT 14 , 0J"YOU 

ARE JN COMMAND AT A SOFT ORIN 
KS FIRH. YOU ARE JN DIRECT COMP 
ETITION WITH 'SP ECTRUM' A RIVA 
L FIRM. YOUR MISSJON,SHOULD YOU 
ACCEPT IT, JS TO MAKE A GREA 
TER PROFIT OVER A SIX MONTH PERI 
oo• 

12 GO sue 0100 
13 GO SUB 8000 
14 INK 01 PRINT AT 10, 41 "DURI 

NO THAT PERIOD YOU WILL BE FACED 
WITM VARIOUS DECISIONS. YOU WILL 
HAVE TO USE YOUR SK ILL AND JUDO 

EMENT TO DECIDE MOW MANYCRATES O 
F SOFT DRINKS TO PRODUCE AND AT 
WHAT PRICE TO SELL THEM AT" 

16 GO SUB 8100 
17 PAUSE 2001 CLS 
60 INPUT "ENTER NAME OF CONPAN 

Y(f1AX 10 LETTERS>"1ZS 
65 BEEP . 05,101 BEEP .05,8 
75 PRINT AT 7,91"HCl101UhiP 

dE1 i Tti hiT110 11R115)., 
90 PRINT AT 10, 101 Z.1 AT 12, I 

OJ "SPECTRUM" 
92 BEEP ,1,8 
96 PAUSE 250 
97 CLS 
98 IF c >• 7 THEN STOP 

100 PRINT AT 10,l11"CiMit01iN1 
iT1iH1~>"1c 

101 BEEP .05,20 
110 PAUSE 150 
120 LET >1• INT < RNO *4) +1 
121 BEEP .0 5,6 1 BEEP .05 1 12 
130 IF >1•1 THEN PRINT AT 14,2 

J" (tH1iE11l1~110 1 tF1 iF1t 11 iC1 i 
E1.!..g_81 I.Fi 101 iR I iEI tC1 iAI 181 i T1 iS 
I tg,!!1 iH1 iE1 iAI i. TI iW1 iAI tV1 iE)" 

131 IF X•2 THEN PRINT AT 14,2 
I" UM1 iE1 iT1~iiF1 i01 iR1 iE1iCri 
A1151iT1161~ iC1101 iL1 i01!9!1i 

SINCLAIR PROGRA1\-iS May 1984 

SALE$ 

THIRST 
Y 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 
muse make suitable decisions, taking 
into account the weather forecast and 
the recession. 

T hirst was written for the l 6K Spec­
trum by A Harris of Haxby, York. 

51 iPt iE1 iL1 iL)" 
132 IF )(•3 THEN PRINT AT 14 ,6 

1" <iR1 tE1 iCt lEr iSt iS1 iO, iNi i98r i 
F1iOiiR1iE1iC1iA1iSriT>" -

133 IF )(• 4 THEN PRINT AT 14,8 i: 1ct~: ~~~ ~~: !~:~~:!~:~' iC, i01 i 

t 34 Go sue s200 
135 CLS 
200 GO SUB 9000 
201 INK O 
205 PRINT AT 3, 12; ZS 
206 INPUT ; "NUMBER OF CRATES TO 
BE PROOUCEOll!lil>l • 10) H;d 
207 PRINT AT ~ 1 l'i'Jd 
208 LET v •O 
209 LET v • d • J OOO 
210 PRINT AT 7 1 l'i'J v 
21:S LET t•v .. 4000 
216 PRINT AT 11,19Jt 
220 INPUT "ENTER COST PER CRATE 

(MA)( 10000) ~ ; • 
22:S BEEP .1 18 
230 PRINT AT 13 1 191 • 
240 IF )(• 1 THEN GO SUB 900 
245 tF X•2 THEN GO sue 850 
247 IF )(• 3 THEN GO SUB 850 
248 IF X•4 THEN GO SUB 900 
2 49 PAUSE 100 1 PRINT AT 1~ 1 0," 

2SO IF d<a THEN LET s• d 
2 :51 PRINT AT 15, 2!5J • 
252 LET W"'•*• 
2:5~ PRINT AT 17 , 19;.., 
2 60 PRINT AT 19,19Jw-t 
270 PAUSE 600 
271 CLS 
272 LET n•n+ <w-t) 
273 BEEP .0 5 , 31 BEEP .05,b 
275 PRINT AT 5, 10; U, AT 10,51 

"<iC 1 iU : lM 1 iU1 iLI iA1 i T: i Ii iV 1 iE 1 

~~i~~~=~i~~~~I ~~~i T) 

277 oo sue 2000 
279 GO sue 1006 
280 LET c•c+ l 

•in 

281 IF c•7 THEN GO TO 1000 
285 PAUSE 1001 GO TO 97 
799 STOP 
800 REM HEATWAVE ROUTINE 
920 Go sue 3000 
821 LET Q• INT ( RNO •6> +1 
82'!5 PRINT AT 0 1 51 ''COMPUTER SAL 

ES PRICE ";fJICQ)I PRINT AT 1,5J" 

YOUR SALES PRICE "J e 
830 IF •<•<Q> THEN LET ••101 L 

ET p•6 
831 tF e)111{Ql THEN LET p•101 L 

ET a• b 
832 IF • • 111 (Q) THEN LET a..,8 1 LE 

T p • 9 
840 PAUSE 200 
845 RETURN 
8:50 REN wintef"lr•c•••ion routin 

861 GO SUB 3000 
86 5 LET Q• INT ( RND *bl +6 
896 PRINT AT 0,5; "COMPUTER SAL 

ES PRICE ";111{Q) 1 PRINT AT 1,51" 
YOUR SALES PRICE " i e 

887 IF e< m Cq> THEN LET s• 41 LE 
T p •O 

898 lF e)llll<Q> THEN LET p•4 1 LE 
T s•O 

899 IF e•111(Q) THEN LET •• 21 LE 
T p•2 ' 

890 PAUSE 200 
899 RETURN 
900 REM nonHl condi tiona routi 

n• 
905 GO SUB 3000 
910 LET q• INT ( RNO •12) .. 1 
920 PRINT AT 0,5; "COMPUTER SAL 

ES PRICE "_;m(q)i PRINT AT 1, 5 ;" 
YOUR SALES PRICE " ; If 

930 IF •<m <QI THEN LET a•8 : LE 
T p • 4 

940 IF •>mCql THEN LET p•Bt LE 
T a•4 

950 IF • • m Cq l THEN LET • • 61 LE 
T p • 6 

960 PAUSE 200 
970 RETURN 

1000 CLS 
1004 BEEP .05,61 BEEP .05,101 BE 
EP .0 5 ,Br BEEP . 05 ,1 2 
1005 PRINT AT 5,81 "ENO OF GAME" 

1007 BEEP .1,4 01 BEEP ,1, 32 : BEE 
P . 5,36 1 BEEP .5,30: BEEP .1,401 

BEEP • 1,32 
1008 FOR i •O TO 20 
1009 PRINT AT i ,OJ" (32•1£ ,. 
1010 ~XT i 
1011 PRINT AT B,7;"NAME<B•i£ 
lMONEr 
101:5 PRINT AT 10,51 Zt, AT 12,51 

61 



62 

__J 

"SPECTRUM" 
102:5 PRINT AT 10,20;n1" C5• i£ ... 
102b PRINT AT 12,20JL1"CS * i£ ... 
1027 IF c•7 THEN GO TO 4000 
10~0 RETURN 
2000 REH COMPUTER COSTS 
200 1 GO SUB ~OOO 
2002 INK O 
2003 IF X•t THEN LET G•8 
2004 IF X•2 OR )(• 3 THEN LET G•O 

200:5 IF )(•4 THE.N LET G• O 
2008 LET A• INT C RND • G> +4 
2010 LET B• A• lOOO 
201:5 LET F•S+-4000 
201b IF A <p THEN LET p •A 
2020 LET D•p • mlq) 
202:5 LET R•D - F 
2030 LET L • L +-R 
2031 PRJNT AT :5,181AJ AT 7,1818 
I AT 11,181F1 AT 13,lSpn(q)J AT 
1:5,2:5;p1 AT 17,181DJ AT tt?,181R 

2032 PAUSE 800 
2040 RETURN 
3000 DATA 3000,-4000 , :5000 ,000 0,80 
oo, 1000 0 
300:5 DATA 18:50,22:50,2750,37:50,4:5 
oo,se-;oo 
300f? FOR q•l TO 12 
3010 READ 1r1Cql 
3011 NEXT q 

3012 RESTORE 
3020 RETURN 
4 000 IF n >L THEN PR I NT FLASH 1 
J AT 14,1 2r"(i'r':10 : iU;~iW 1 iI: 
iNl" 
4005 IF L >n THEN PR I NT FLASH 1 
I AT 14,:Si"CiSliP:iE : iCdT;lR:iU 
1iM:~: iW 1iJ:iN:iS1~ : iA:iG1iA 
:i I: iNl" 
4010 PAUSE 6001 GO TO 2 
8000 REM GRAPt·UCS SECT JON 
9001 CLS 
800 ::S FOR i•l TO '1 
8010 JNK 0: PRINT AT i,12;"(~ 
.. , AT i ,21J"(~)" 
801::S NEXT 1 
9020 PRINT AT 8, )2J "' ( 9 117•9 3192 ... --- -
8025 FOR r•2 TO 7 
8030 INK :Si PRINT AT r,13;"<9 • i 
!i!l" 
8035 NEXT r 
904 0 RETURN 
9100 FOR r •2 TO 7 
810:S PRINT AT r, 131" 

8106 PAUSE 100 
8107 BEEP . O:S, 14 
8110 NEXT r 
811 5 RETURN 
8200 REN BORDER ROUT IN£ 
920:S FOR 9•1 TO 10 
9210 FOR .f•O TO 7 
8215 BORDER .f 

SALES 

8220 BEEP . 02,.f 
8225 NEXT .f 
8230 NEXT 9 
82 40 RETURN 
8999 STOP 
9000 CLS I PRI NT AT 4,21 " (i M1 iO 
:iN:iT:iH ) "JC 
9001 PRINT AT !5,21"UC1iRdA 1iT 
t iEr 151 i..s1§.! 1P1iR1101 I.Di iUr iC1 iE1 
10)" 
9002 PRINT AT 7,21"UVliAiiRlil 
;, 1A1 i81 iL1 iE1 !.,i!!i iC1101 iS 1 l Ti 1S I 

9003 PRINT AT 9,21"C1F1iiliXliE 
1iD1~1iC: i01161i T1iS) •4, 00 
o· 
9004 PRINT AT 1l,21"<iT1i01iT1 t 
A1iL11981iC110: iS1 i Tt iS>" 
9005 FRTNT AT 13,21"<iP1 iR1il1 i 
C1 iE1!._i!1 iP1 iE1 iR1 t~1 iC1 iR1iA1 i 
TtiEI" 
9006 PRINT AT 15,21"<i N1iU1it'h i 
81iE1iR1~1i01lF1~iC1iR1iA1i 
Ti iE1iS1198 : iS1 i 01 i L1 i D>" 
9007 PRINT AT 17,2;"'C1S1iA1iL1i 
E1 iS1 i981 iR1 iE: i V1 lE1 i N: iU1 iE)" 

9008 PRINT AT t9,2;"<iPiiR1iOzi 
F1 i I Ii T11.QD : 10 1 i R : !.2!11L110: i 61 i 
S)" 
9009 FOR .. . o TO 21 INK :S1 PRINT 

AT a,01" <32 " i9B>" 
9010 NEXT • 
901 l 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 chan ging line 270 
to: 
270 IF a$="k" THEN 
PRINT AT y, x;" " · LET 
x=x+l:LET y=y+l:LET 
a$ =" " 

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 Goatc her , 
aged 12, 

Wantage , Oxo n. 

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

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

ZX-8 1: Krazy Kong, 30 
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Monster Maze, Flight Simu­
lation, Football Manager, 30 
Grand Prix, Maze Death 
Race, Hang Glider, ZX 
Chess, Sea War, Protector. 

Emerson Alder , 
Timperle y, Cheshire. 

• In fttt"re, Sinclair Pro­
grams will include a software 
chart comainirig Britain's bes1-
selli11g software. 

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. 

Ga ry Ha yes , 
Wigan. 

Zap Zap 
I HAVE beaten Andrea Woo­
berry's best score on Zap­
Zap. My top time was 32. 

Simon Me e, 
Man sfie ld , 

Nous . 

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 AS = CHR$ (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 
SA VEing 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 , 
Col wick , 

Nottingham. 

• Programs which are printed 
in Sinclair Programs usually 
are chosen three or four months 
prior to che dare on the cuver of 
the magazine in which they are 
primed. Several programs, 
usually for the ZX-81, are re­
j'ected by us each day because 
they cannot be LOADed. 

Bug hunt 
I HA VE been helping chil­
dren understand the ir mis­
takes when they type·in 
programs from magazines. 
They long to play the pro­
grams but are not very accu­
rate typ ists. I have compiled a 
shon list of most common 
mistakes. 

Error ? on typing-in a line. 
Could it be muddling colons 
and semi-colons in PRINT 
and PAPER commands? Not 
sufficient inverted commas? 
NOl sufficient brackets? An 
•n•, •m• or. between items of 
DATA?=>,<=,< > en­
tered as two items instead of 
one? An O instead of O 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 

number goes over 255 or the 
items are one fewer in that 
line. Have you typed a j or a k 
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 respons ible. 

Patricia Richardson , 
Ma idstone , Kent . 

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

To load a number into a 
reFister, 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 

123456789101 112 
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 Bert e 
Bel gium . 

March 
mishaps 
PART of line 8260 was 
omitted from Gibson 's 
Reve nge, publish ed on 
page 53 of the March edi­
tion. The line should read: 
8260 IF 8+3 <> A 
AND C=20 T H EN 
GOTO 8750. 

Line 8910 of the same 
program was difficult to 
read in some copies of the 
magazine. It should read: 
8910 INPUT GS 
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JSS l PAPER 41 BORDER 41 INK O 
2 GO SUB :5000 
3 PAPER 4 
4 INK 0 1 PAPER 4 
:5 LET x•14 : LET y•1 t LET ••0 1 

LET f • O 
6 LET a•O 

10 LET a• INT ! RND •20> r L ET 
b•30 

12 PRINT AT a ,bJ" " 
1:5 PRI NT AT x ,y;" " 
20 LET •••+1 
3:5 IF • >• 21 THEN GO TO 6 
40 LET y•y+C INKEVS • "8")-( JN 

KEY:f" • ":5")+<y <• O>- <y >• ;51) 
50 LET 1<• 11+( JNKEVS • "6") - ( JN 

KEY S •"7")+(1( <• 0)-(x >• 21) 
55 PRINT AT 0 1 17J"SCORE 1 "1• 
60 PRINT AT >< ,YJ ".!2." 
70 PR I NT AT a 1bJ M...QI." 
72 IF f ) • 30 THEN LET f•01 L 

ET ••0 
7:5 IF nr.• 1 THEN LET f •f+ h GO 

TO 310 
7 7 IF y•30 THEN CLS I GO TO :5 

00 

80 PAUSE 20 
8:5 IF f • b ANO ><• y THEN GO TO 

200 
97 PRINT AT a.,bJ" "' 
90 IF ii <> >< THEH GO TO 10 
9:5 PRINT AT a.,bJ ".£!!.." 

100 FOR Y• Cb-1) TO y STEP -1 
11 0 PR IN T AT ><,YI"-" 
120 PRINT AT ><,YI" " 
130 NEXT Y 
200 PRINT AT ><,Yl".5.5." 
20:5 PRINT AT 0 1 2:51" 
210 BEEP 2 , -40 
220 PRINT AT a , bl" "I AT >< ,YJ 

230 GO TO :5 
300 LET f•y1 LET m• l 
3 10 PRIN T AT ><,f1"-" 
31:5 PAUSE 2 
320 PRINT AT ><,f1" '' 
330 GO TO 6 
500 CLS I PRINT AT :5, 31 "YOU HA 

VE REACMEO THE ENEMY" ; AT 10,4J" 
LINES AND WON TME BATTLE . " 

:510 PRINT AT 1:5, 7J "YOU SCORED 
"1 a1~ · POINTS" 

YOU 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 
bur 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. 

520 PRJNT AT 20 , 3 ; "PRESS C TO 
DO BATTLE AGAIN" 

5 30 IF INKEY t: s "c" OR INKEYt: 
• "C" TI-IEN RUN 

540 GO TO 530 
5000 FOR i • I TO 6 : BEEP . 0 1, 20+1 ., 
:5010 FOR n•O TO 7 1 READ a 
5020 POKE USA CHRt: (143+i)+n,• 
i NEX T n, NEXT i 
:5030 DATA 0, 16,31,31,63 1 127,63, 
0 
:5040 DATA 0,0,2:52,0 , 2 40 ,24 8,2 4 0, 
0 
:SO:SO DATA 1:5,,&4, 99, 174,8 ,2!i 2,203 
, 14:5 
5060 DATA o,o,•::s,o, 1:s,31 ,1:s, o 
:5070 DATA O,B,248 ,248,2 :52,2:54,2:5 
2,0 
5080 DATA 0 18,73 1 73 1 42 1 42,28,127 

5090 FOR t•l TO 20 
~5100 PRINT AT RND •21 1 RND • 3 1 
1 " f" 
:5110 NEXT t 
:5120 RETURN 
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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. 

ZX81 KEYS FI\.ESIXTY KEYS 

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 ZX81 perfectly. And the 
keys give a real calculator·type feel. 

To set it up all you have to do is peel off the 
adhesive backing and stick rt on top of the 
ZX81 touchpad. 

Because no tampering or soldering is 
involved the guarantee 1s not affected. And rt 
will last for up to 3\12 m11hon operations. 

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 it's a keyboard that's qurte 
outstanding. 

lard ers to F,les,xty Ltd .. FREEPOST. London W9 zsRl I Cheques/PO made payable to F1les,xty Ltd. I 
I Please send me (qty) Keyboards at £9.95 each I 

(mclud1ngVATand P&P). 

I Total£ I I Name a.ocKCAf'IIAt S [ 

I Pddress I 
I I 
I " I ,~1= =-=~===1 ~k.Ll:SiA TY_J 

Files,xty Ltd., 25 Chippenham Mews, London W9 ZAN, England. Tel: 01·289 3059. Telex: 268 048 EXTLDN G 4087. 
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NEW! NEW! NEW! 
SPECTRUM SOFTWARE 
by COMPUSOUNO 

BLOCK BUSTER @·983 
II.OCI mm• tBt ,-, kaawltdgt to tM km. n, ,._, s1•rts ofl wy, ltlt 
11 JN ,-s die ·~.11 brtllS' , BLOCI ltm'EI gets ~udtr ud iudtr. 

48k SPUTIUM. ONLY £5.95 + 50p post & packing. 

COMPUSOUND 
'llllllill OverHH • nd Tu ,d• En quuie s -
~ Wokom, ~ 

DEPT: SP4 32 -33 LANGLEY CLOSE , REDDITCH , W ORCS B98 OET 
TELEPHONE: (0527} 21429 (21439 Answ erphone) 

Subscription Form 

Reach an estimated readership of over 200.000 users 
per month for as little as £2 .00•. 

Or 11 you are sta111ng your own small busmes.s advertise 1n Ille c lassif,ed ICM" 
ontv r10 00 

Yes all vou have 10 do is I Im the coup00 below ,ocludong vooc name. 
add1ess and or tetephone number and send to S1ncla11 Program s. ECC 
F\Jb1tca11ons, 196-200 Balls Pond Rood. London Nl 4AO 

Your &d~en wdl aopear m 1hc ea•l•eSI poss ible ed•t,oo 

I I I I I I I 
"'"" Address 

'" 
Have you Included t he fee of £2.00 or £10.00 ? 

•for second hand sales only 

Mail to: ECC Publications Limited: 196-200 Balls Pond Road , N1 
4AQ. Yes - I' d lik e t o subscribe to Sinclair Projects (6 issues -
price £6 .60 inc luding P&P ). I enclose a cheque for £ .. .... .. .... .. 
Please charge my credit card: 
Card name .... .... Number .. . .. ... .. .. . .. ..... . .. . 

Name ..... .. .. ..... ........ ....... ..... ... ...... ........ ... ... .......... .... .. ..... .. 

Signature . .. .. .. .. .. .. .. .. .. .. .. Date .......................... .. 
NB Thfs offer apphes t o UK subscnbets only . Overseas rates a"a 1labte on request. 
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