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THE NEW COMPUTER 
GAMES MAGAZINE THAT 
BREAKSALLTHERULES 

Attention aJl you pixel -packers, 
midnight hackers and binary-bustin' bozos! Gorf's gift 

to gamesville has just hit the streets .Big K's the name and Big K's the game -
it's a new magazine that's going to be music to your micros. Whatever Big K 
gets in its sights - technical, tactical or just plain old topical, don't expect 

anything typical. Big K plays it different and says it different. We're not 
afraid to shoot from the hip - and we're alweys hip when we shoot! We've a 

no-holds-barred approach to arcade strategy and adventure that'll have your 
CRT's tingling. Key in to Big Know for a magazine that puts news, reviews, 

programs and hard.ware under your :fingertips. After your first byte of 
Big K ... the game will never be the same . 

THIS ISSUE: Modem Livi.ng­
access the wor ld through your 
micro and telephone - Big K 
makes the right connections. 
•Win a full-sized BA'ITLEZONE 
arcade game in Big K's 
extravagant competition. 
•What's all the fuss about? 
Big K examines the 68000 
wonderchip. 
•Atari 800XL review. 
• 7 games programs for 
Commodore 64, Vic 20, BBC, 
Spectrum,ZXBl,Oric,Atari. 
• Atari graphics -
read Big K's special feature. 
Plus- Arcade Alley, 
dozens of games reviews, 
expert technical 
features, lots of fun 
and lashings of colour. 

Third amazing issue 
on sale 17th May 
Ask your newsagent for a copy-85p 
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T H E OBJEC T of T h e C lown is 
to answer 20 questi ons on either 
addition or subtract ion correct­

ly. If you choose to answer subtraction 
questions, a correct answer will result in 
a tick being drawn on the screen . 
Alternat ively you can answer questions 
on addition, in which case a correct 
answer will result in a smiling clown, 
whereas an incorrect one will result in a 
gloomy clown. 

The Clown was written for the l 6K 
ZX-81 by David Read of Ashby-de-la 
Zouch, Leics . 

THE 
CLOWN 

, mr 
• ~ ETNI$=IN~E~~A$ 

55 II" IS• " A" THEN GOTO 70 
60 II" U•"l!l" THEN GOTO 322 
65 GOTO 54 
70 CLS 

2 Jg; ~~~~1e~I · M25'. ~~EY,A~~!~ i·fAT 
4-,25 ; "SUH " ·At 5 23'"APP!AAi" 

65 PAINT AT 9 ~0; 1·, " ; AT 
10 , 1.i' ... • Iii, ... T 11 20' ... 

• 1·;~T 13,2~; l " ;AT i4 , l!3; " ... 
~~ E;fNf.~T 16,20; .. ___ _ 

95 LET S•0 
97 LET C•C+l 

100 LET A•INT (RN0>50) 
105 LET l!l•INT CRN0+50) 
107 II" A+B•0 THEN GOTO 100 
110 PRINT AT C,l ; A; "+";B ;" : " 
115 INPUT O 
117 IF 0:0 THEN GOTO 35 
120 PRINT AT C,7 ;D 
130 IF D=R+B THEN GOTO 200 
135 II" O <>R+B THEN GOTO 300 
2 00 PAINT AT 16 , 20 ;" " 
205 PAINT RT l~,20 ' .... Jl";A 

T 1,7 , 20"'-. ~ ";il;i;..1e,20 ; '· -. 
,!°;_0 ~~$T s!i,tll;" " 
215 II" C=21 THEN . GOTO 225 
220 GOTO 97 
225 CL5 
230 PAINT "YOU GOT "; 5 ;" OUT 01' 
20" 
235 IF 5•0 THEN PAINT AT 2 , 0 ; "U 

EAY WELL DONE" 
240 II" 5•15 THEN PAINT RT 2 , 0; " 

GOOD" 
2 4-5 IF 5=10 THEN PAINT "HALi" AI 

G~~c&N~Aug~o;0 
255 GOTO 35 
300 PAINT RT 16,20; " 
305 PAINT AT J-6,20· " " ; R 

T 17 , 20 · ... € l .. ; AT 1e":,0 ; " .,. 

3 1) ~~~~T\f"!c; ~, "AN5W~R=" ; R+e 
315 II' C=21 THtN GOTO 225 
320 GOTO 9 7 
322 CLS 
323 Ll!T C: 0 
3 2 4 Ll!T 5•0 
325 LET R=INT CAN0>50 ) 
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330 LET B=INT ( RND•50) 
3 35 IF R-B <=0 THEN GOTO 325 
345 PRINT AT C, 0 ; A;" -" ; B; "•" 
3 50 INPUT D 
352 IF 0•0 THEN GOTO 35 
355 PRINT AT C,7 ; 0 
3157 LET C=C+l 
360 IF O=R-e THEN GOTO 400 
365 GOTO 500 
400 l'OA F•12 T O 21 
4015 PRINT AT F,21 ; " 
410 NEXT F 
4-?5 PAINT AT l~ , 29· ".1" ; RT 1~,2e 

· " " ; RT 1~ , 27 · " " ; At 1!5, 26 " ' " ; R 
t ,,25 "' "; At 7 , 2 4;"~" ; At 7,2 
3 ; .... " ; Rt 6,2,i; ...... 

4-20 LET 5=5+1 
425 IF C=21 THl!N GOTO 225 
430 GOT O 325 
500 FOR F:12 T O 21 
505 PAINT AT F , 21 ;" 
510 NEXT F 
!51!5 PRINT (.T 12 21: .... ,1 " · AT 

13 2 1; ".. " ' AT l.4 ,2 1 ;" V 
" ; AT 15 , :H ; ' ·"" "_: AT 16 , :;u; " ,1 

· .. "· AT 17 21i ,fa .... 
520 P AINT AT c-\ , 10; " RNSlJEA= "; A 

- B 
525 FOR F:0 TO 15 
5 3 0 NEXT F 
535 I F C= 21 T HEN GOTO 22 5 
540 GOTO 32 5 
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REACTOR centres on the player 
who is trapped in a nuclear 
power station . You have to 

move round the power station in an 
attempt to find three numbers which 
make up a code which allows enuancc 
to the contro l room . Once in the control 
room you can choose one of two switch­
es. One of those switches will close 
down the reactor, whereas the other will 
self-destruct. A reducing water level 
acts as a time limit, so if you run out of 
water the game ends. 

The code you have to find is random, 
as are the two control room switches. 
To aid the search a map of the maze is 
displayed at the start of the game but 
the map, which can be recalled at any 
point during the game, will appear only 
for a second at any time. 

Reactor was written for the 16K 
ZX-81 by Eliot Groves, aged 14, of 
Huyton, Merseyside. He has owned his 
ZX-81 for two years and the program 
took him approximately four hours to 
write. 

It is good to see that people are still 
producing good·quality programs for 
the ZX-81. What is more, this one is 
written entire ly in Basic and Spectrum 
owners could do worse than use the 
listing, since very litt le conversion is 
needed. 

The game is centred on a nuclear 
reactor and you, the player , have 
pressed the self.destruct button acciden­
tally. To prevent the disaster of a melt­
down, you have to search the maze of 
corridors for three separate digits of 
code which will enable you to enter the 
control room . 

Once you have entered the room> you 
have three attempts to re-arrange the 
code; if successful, you can enter the 
reactor where you have to flip a 
switch- but which way? 

The program employs good use of 
the chunky ZX-81 graphics. When the 
program is loaded and run, you are 
confronted with 1windows' showing an 
enlarged section of the maze-with you 
in the centre - the reactor, code status 
and control room door . 

You have four controls to move about 
the game, U - up, D - down, L - left 
and R right. If you need help you can 
enter 1HELP' and a map showing 
where you are as well as the codes will 
be displayed brieOy. 

When wandering round> keep an eye 
on the reacior which is melting; also 
watch for the radioactive wall. 

Lines 9000-9130 disp lay the intro­
duction page and the controls. There is 
a small delay which is not produced by a 
pause statement but by the maze being 
set up in lines 9100·9122. Also the 
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positions for the pieces of code and the 
control room have to be set up in lines 
9130-9160. 

Note that the general-p ur pose sub­
routine at lines 9200-9230 ensur es that 
neither the code nor the control room 
will be posit ioned on any part of the 
maze wall or on the player. 

The main display is printed at lines 
200-220 and the expanded part of the 
maze is updated in the routine at lines 
300-395 . The time is checked at that 
point and a jump is made to lines 2000· 
2090. 

Then T is incremented on every oc· 
casion the time is checked and, depend­
ing on its value, the reactor core is 
decremented. If T is greater than 7 a 
jump is made to line 2100, wh ere you 
proceed to die . 

On the other hand, you are then able 
to make a move and a small move 
processor at lines 400-450 checks your 
input. If you have entered HELP, a 
jump is made to 665, where the map is 
displayed. You can cheat by making the 
map disp lay for as long as you like by 
entering line 665 IF lNKEYS='" 
THEN GOTO 665 . 

That is the main part of th e program 
loop but you still have to check to see if 
code has been found. That is done at 
line 500· 540 and the code is jumbled in 

SUBROUTINES AND MAIN CODE 
9000-9130 Displays intr oduction 
9200-9230 SetS positions of codes and 

control room 
9135-9 160 Inserts code into maze 
9700-9780 Prints maze 
200-220 Prints main display 
300-395 Maintains and updates mai; 
2000-2090 Checks time 
2100-8999 Explosion 
400-450 Prints man and checks user 

input 
500-540 De letes control room 

ARRAYS USED 
A$(13,13) Holds maze. 

POKES USED 
FRAMES 16436·16437Used as timer 

16424 Jolts screen 
in explosion 

STRINGS USED 
BS Holds possib le code digitS 1-9 
C$ Holds the three-digit code 
MS Stores user's input 
FS Stores jumbled code 

VARIAB LES USED 
F,Q, V FOR .. NEXT counters 
X, Y Hold horizontal and vert ical 

co-ordinates of man 
A,8 Hold horizontal and vertical 

co-ord inates for code and control 

800-940. R 
That shuffiing is very useful in card 

games, so study it closely. Finally> 
1000-1096 is the last task where you 
have to choose which switch to press; 

room 
Random number between I and 
10, used to pick code 

N ,M Used as indices to AS - the 
maze 

G,H Used in plotting expanded part 
notice ir is random . of maze 

The game can be made more interest· TI Holds time 
ing by defining your own mazes and T Used a counter to decrement 
because of the way the program is the reactor core 
written the task is very simple. '--------------



20 LET X=7 
30 LET Y=7 
40 LET N=5 
50 LET M=5 
60 LET C=0 
70 LET T=0 

~g~ ~6~u~0~ 
156 GOSUB 9700 
160 GOSUB 200 
162 POKE 16436,255 
163 POKE 16437,255 
170 GOSUB 300 
175 LET T1=PEEK l6436+256>PEEK 

16437 
176 IF Tl<64000 THEN GOSUB 2000 
180 GOSUB 400 
190 GOT0~7 
200 REM 
210 PRIN R 0 · 

CONTR 

2 U N 
300 REM 
310 FOR 4 
320 FOR 0=4 TO 12 STEP 4 
322 LET N=(X-2)+(F/ 4 l 
324 LET M=( Y -2)+(0/4) 
326 LET G=F-3 
328 LET H=0-3 
330 IF R$(N,Ml<>" . .. THEN GOTO 3 

40 
335 PRINT RT G,H ; " - ";RT G+l, 

H;" " ";RT G+2,H ;" ";RT G+3 , 
H ' " " 

34 R$(N,M l <>" " THEN GOTO 3 
50 

345 PRINT AT G,H ;" ''; AT G+l, 
H i" :: ; AT G+2, H ;" "; AT G+3, 

H~~0 IF R$ <N,M l <>"X" THEN GOTO 3 
60 

355 PRINT RT G,H ; " ... ";RT G+l, 
H ; .. ~·-;, .. ; AT G+2, H ; .. .- ... 1 .. ; AT G+3, 
H·" " 

36 CODE R$( N, Ml <156 THEN GO 
TO 380 

H;" ";FIT G +2,H ;" ";AT G+3 , 
3 6~ RINT RT G , H ; " r, ";RT G+l, 

H'.. .. 

I~t RT G;~~~.~~.\,i .y~ n~7 vT HEN PR 
37 5 IF CODE RS(X, Yl >155 THEN GO 

SUB 500 

e 

380 NEXT Q 
385 NEXT F 
390 IF RS <X , Y l ="I " THEN GOTO 70 

391 IF A$ (X ,Y l ="X" RND C=3 THEN 
GOTO 8(:)0 
3 95 RETURN 

!0
~ ~~~Nm 5, · " "; AT 6, 5: 

" .. ~ ";AT 7,5 ;" Hl ";"!h B ,5; " ft 
410 INPUT M$ 
420 LE T X=X+(M S=" D" AND X<l2l-( 

MS ="U" AND X>2) 
425 L ET Y =Y + IM S="R" AND Y<12) - C 

M$="L" AND Y> 2 ) 

430 IF M$="5" THEN ST OP 
440 IF MS="HELP" THEil GOTO 650 
450 RETURN 

g~g E~~ ~~~ 1ili!mll!l 
520 PR INT AT l6+C ,2; AS (X ,Yl 
525 LET A$ (X,Y) =" " 
530 IF C=3 THE N G0 5UB 600 
540 RETURN 

.. ,~ 1WeP.~~~T 7~~; ?.,hiP.!Nf b~t \l~ 
Im" 

604 FOR V=l TO 100 
605 NEXT V 
610 AETU.B.t:L_ 
650 AEM ~ 
655 FOR V=l TO 12 
656 PRINT AT V, 1 ;A $( V , T() 12 ;; A 

T X, Y; ("11,l" AND V =Xl 
660 NEXT V 
690 GOT•J 300 

.. ;~g.~~~~'~!:~?.~ A~t \l~ .... 
711 LET K=XHY 

... 
15 1 f:~~~T 7~t ?, lS ; i '· ~ "b~t \l .Ii. ... 

7 16 LET K =XHY 
7 20 PR INT AT 5,5;" "; AT 6,5 ; 

" .. " ";A T 7,5;" W ";A T 8,5;" 

72 1 LET K=XHY 
.. 7 'i,5 f:RINT AT 6 , 5 ;" • ";AT 7,5; 

726 LET K =XHY 
l30 PRINT AT 6,6 ;" "iAT 7,6 ;" 

731 LET K::XiiY 
740 FOR V=l TO 12 
745 PAINT AT V,l;" ......;m· 
750 NEXT V 
76ill STOP 

~g~ ~6~ ~l~ CiMti 
8Hl PAINT AT V, l ;" 
815 NEXT V 

J-¥ill2~~f!'!l,~T i\di :·~g!'!T~~ L4~~ ?\1~ 
NTER THE";A T 5,1;" CODE.IF IT "; A 

ir~Af~~~~T~~E~ 1~~;6eTc~N16~E~97 
AT 9' l ; .. THE D6oR. " . AT 10' 1 ; "YOU 

HAVE 3 .. ; AT 1 1, 1 · " GoEs ... 
822 FDA V =1 TO 5 
825 LET F$=" " 
830 FOR F=l TO 3 
835 LET R=INT CRND>3) +l 
840 IF F$ (R) < >" " TH EN GOT O ;335 
860 LET F$ (R )•C$(Fl 
870 NE XT F 



880 LET CS=F S 
890 NEXT V 
695 FOR F=l TO 3 
900 INPUT M$ 
91211 IF LEN M$<>3 THEN GOTO 900 
902 IF •~ODE M $ ( 1) > 155 THEN GOTO 
910 
91215 FOR I=l TO 3 
906 LET MSC I) =CHR$ (CODE 0 M$ ( Il+ 

128) 
907 NEXT I 
910 PRINT AT l6,27;M$(ll ; AT 17, 

27;M$(2) ;RT 18,27;M$(3) 
920 IF N$=CS THEN GOTO 1000 
930 NEXT F 
940 GOTO 8000 

1000 REN riliDiilMl ~ Ci1:I;U\ 
1010 PRINTATle , 23;" .....--
1011 LET K=XHY 
1020 PRINT AT 16 , 23;" • " 
1021 LET K=XHY 
1030 PRINT AT 18, 23 · •· "; AT 16 , 2 
1; ··~ ";AT 17,21 ;" ' iii ";AT 18 ,2 
1;·· ... " ; AT 19,21 ;" 1 ·· ; AT 20,2 1; .. .. 
104 R V=l TO 12 
1045 PRINT AT V, 1 ;" 
1050 NEXT V 
1060 PRINT AT 2, l ; "YOU ARE NOW"; 
~tH~S ~f.~· A~A~~~~ .. T~~~-; ~0A~5;1 ~~lJ~ 
, 1; "OFF THE NUKE " i AT 7, li" THE O 

~~~~::be1T~11;1~~0 1r·~"!".·.1·0R .. k~T 1 

112170 LET R=WT CRN6,/n +1 
1075 INPUT SW ITCH 
1080 If SWITCH>2 OR SWITCH<l THE 
N GOTO 1075 
1090 IF SWITCH<>R THEN GOTO 2100 
1091 FOR F=l TO 12 
1092 PRINT AT F,1;" 
1093 NEXT f 
~~5~E~~~~T1~:1~-'·s~~~~LL~~~I ?,s; 
1095 STOP 
2000 REM ~~ 
2010 LET T=T+l 
2046 POKE 16436,255 
2047 POKE 16437,255 
g0s~ IF T>=l THEN PRINT AT 3,22; 

?,05,'i IF T >=2 THEN PRINT AT 4 ,22 ; -?,06!1 IF T >=3 THEN PRINT AT 4,22; 

~06§ IF T>= 4 THEN PRINT AT 5,22; - IF T >=S THEN PAINT RT 5,22; ?,07!1 

2075 IF T>=6 THEN PRINT AT 6,22; 

g~~ IF T >=7 THEN PRINT AT 6,22; 
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G FOP 3 SEPERAiE PIECE~ 0 -
CRET CODE , WHEN YOU HAL1E FO 
UtK ALL THREE I OU :'MtJ EtlTE 
R THE C O~ITPOL POOM f A CPO 
551 ANC· REAPANGE T HE :'ODE TO 
OPEN TH~ NUCLEAR REACTE~ AND 

5l.lI T CH IT OFF . 

$ 
903121 PRINT AT 0,0; 
9040 FOR F=0 TO 21 
905121 PRINT" 

9060 NEXT F 
g0~~ ~RrnT .. AT 5j 10j "THE .. c2r~o~5 
.. , ... u .... ;up'· · RT 8 , 22· ...... D··'·=DOwN··; 
AT 10 2· .... l,L'"' =LEFf" · AT 10 22; .... 
"A""=RIGHT";AT 12,8 ; 1"···HELP '···=PR 
INT MAP" 

§if~ EJ~ ~rn;i;; i:iii>••••• .. 
9111 LET A$ (2) =" 
9112 LET A$ (3) =·· 
9113 LET A$ (4) =·· 
9114 LET A$ (5) =" 
9115 LET i:is (E,j =" 
9115 LET AS C7) =" 
9117 LET A$(8 ):" 
9118 LET A$C9l=" 
9119 LET ASl10l=" 
9120 LET ASClll=" 
9121 LET A$(12)=" 
9122 LET A$(13 >=··••11111••• • 
9130 GOSUB 92(')0 
9135 LET A$(A,Bl="X 0

' 

§~!~ t~f g:~::iw.,-fi#=t@" 
9145 FOR F=l TO 3 
9146 LET R=INT (RND<10)+1 
9147 LET C$(Fl=B$CR ) 
9148 GOSUB 9200 
9149 LET A$(A,Bl=C$(F) 
9150 NEXT F 
9160 RET URN 
9200 LET A=INT (RND<131+1 
9210 LET 8=INT (RND<131 +1 
9215 IF A=X AND B=Y THEN GOTO 92 
00 
9220 IF A$CA,B) <>'' '' THEN GOTO 9 
200 
9230 
9700 
97Hl 

9750 FOR F=l TO 13 
9760 PR INT AT 4+F,·3,H${f) 
9770 NEXT F 
9780 RETURN 
9900 CLEAP 
9910 SAVE "NIJY,(3" 
·n20 RUN 



Upgrade your 
16K ZX SPECTRUM 

Now! 
The "CHEETAH" 32K Rampack simply plugs into the user port at th e rear of 

your computer and increases the memory Instant ly to 48K . 

• Fully compatible with all accessories via rear edge connector . 

• :h:~e~:e:o~~ ~~~np~fe":~~:; :~~ ::~ 1
~:!::r:;~~:,~·de . ON LY 

• • Fully cased , tested and guaranteed. ? £3 9•95 Why wa,t any longer . In c. VAT and p&p 

Now make your SPECTRUM and ZX81 Talk! 
The CHEETAH " SweetTa lker 0 j ust plugs into the back of the computer using 
the existing power supply . Based o n an allophone system you can easily 
prog ram any word , sen tence or phrase. Fully cased, tested , guaranteed and 
compa t ible with all ac cessor ies via rear edge connector. Comp lete wi th 
demonstration cassette and full instructions . No more lonely nights ! 

Terrific Value at £29. 75 
when o rder i ng p lease quote wheth er Spectrum or ZX8 1 own er. 

Also available: 
16K Rampac k for ZX81 . £19 .75 64K Rampack for ZX81 £44.75 

Prices include VAT. Postage and Packing. Delivery norm ally 14 days. Export orders 
at no extra cost . Dealer enqu;ries welcome. 

Send cheque/PO now to:· 

CHEETAH MARKETING LIMITED 
Dept. SP6, 24 Ray Street, London EC1. Tel: 01-833 4909 

Cheetah, products available from 

branches 01 jJ!jjD WHSMITH • 'AMtthii,fliii Rumbelows 
and all good computer shops 
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FIVE HURDLES appear and you 
must jump over them using keys 
5 and 8 to move back and forth 

and 7 to jump. When you have cleared 
the five hurdles on level one you go to 
level two, where you will be faced with 
five more hurdles and some thistles. 
The thistles multiply according to your 
level and an extra man is gained for each 
level completed. 

Hurdle Hopper was written for the 
16K ZX-81 by Michael McRobens of 
New Brighton. 
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<->"r\, :i''~, '.'.....__)...-' ,..,,._ ~-
~q,f " > 

.c" \_1.__,\...,J J 

df 1
~ 

F' ~ 

A LTHOUGH Rolling Stones is • 
simple in operation, the program ~~ 
is small and compact. Many im- ~ 

ponant programming features are in· ~ ..,.. 
eluded and it is worth looking at even if ~ 
only to learn a few of them. · 

The program has no subroutines yet 
closer examination reveals that it is in 
three distinct parts. First, lines 1 to 18 
which set variables. Next, the main part 
of the program is really a large loop 
from lines 20 to 36. The last section nn• ••• ,~ ~n a.FD~ ~::'~:,~h printing the dead man and fil/&l~ t •v ~ • ., , . ~ 

As the program allows you to control 
a man with cursor keys 5 and 8, and a 
stone is falling, much of the program 
deals with controlling screen co-ordin­
ates . Here is a description of the import­
ant portions: 

The stone begins its fall at a random 
position at each attempt and that is set 
in line 14. Line 20 prints the stone and 
erases the position directly above it. 
Line 22 checks to see if you have missed 
the catch and, if you have, a jump is 
made to the section where the dead man 
is printed. If all is well, the program 
proceeds to line 24, where the line 
number of the stone is incremented. 
Lines 28 and 30 check the key being 
pressed and alter variable A which 
holds the position of the man. 

The man is print ed in line 32 and 
line 34 checks to see if you have caught 
the stone. Line 35 loops back to line 20, 
where all the checks are repeated. 

Eventually you will miss the stone 
and a jump will be made to line 38. 
From there the dead man is printed in 
line 40 and your score in 44. Lines 46 to 
54 check to see if you have achieved the 
high score which is printed. Note that 
this program can be run on the Spec­
trum with very little difficulty. 

VARIA BLES USED 
A$ Holds user's input. 
H$ Holds high score. 
A Holds the horizontal position of 

man. 
C Holds the line number where the 

stone is. 
HS Holds high score. 
Z Holds score. 

SINCLAIR PROGRAMS JuM 1984 

Y OU ARE standing at the bottom 
of a hill and must try to catch the 
stones rolling down. Use keys 5 

and 8 to move as you attempt to catch 
the stones in your pouch. 

program is taken into account. There is 
also a facility for the name of the high­
est scorer to be entered . 

Rollin g Stones was written for the 
16K ZX-81 by Richard Turner ofGor­
leston, Great Yarmouth. 

The graphics representation of the 
man is very good when the length of the 

l EE~ ;.;~~1.'1.;~~:;? .. 
6 LET HS:0 
8 LET A=15 

10 LET Z=0 
12 CLS 
14 LET 8:INT (RN0130) 
16 LET C=0 
18 PRINT FIT 21,0; "~--- - - - --- - -

20 PRINT FIT C,B;"O'";FIT C-1,8 ; " 

22 IF A+3<>B FINO C•18 THEN GOT 
0 38 

24 LET C=C+l 
26 IF C:20 THEN GOTO 14 
28 IF INKEYS="'5" RNO A>0 THEN 

LET A=Fl-1 , 
30 IF INKEYS="8" FIND A <28 THEN 

LET A=A+l 
32 PRINT F!T 16,FI ; " - "'AT 17, 

A"' _JII ";AT 18,FI;" ... . ";AT 19,FI 
; \ rr IF .. ~~1.§0A~b"c~f!i ~HEN LET 
Z=Z+5 

z 

36 GOTO 20 
36 CLS 
40 PRINT AT 20,R; ·· II.Al " 
42 PRINT AT 2, 2; "Y3u"l<laOEFIO .. 

44 PRINT AT 4, 2; "YOUR SCORE="; 

46 IF Z >HS THEN INPUT FIS 
48 IF Z>HS THEN LET HS=AS 
50 PRINT AT 6,2;"BY ";HS 
52 IF Z>HS THEN LET HS=Z 
54 PRINT AT 8,2; "HIGH SCORE:" ; 

HS 
56 PRINT ,,"FOR ANOTHER GO PRE 

55 F!NY KEY" 
58 IF INKEYS="" THEN GOTO 58 
60 GOTO 8 



24' 24 GRID FOR H.R. GRAPHIC DESIGN. 200 CH. STORE. V~ AND EDIT 
UP TO 9 CH. - CHOICE OF 9 FORMATS - ROTATE - MIRROR (HOR. OR 
VERT.) - MENU DRIVEN - KEYBOARD/JOYSTICK CONTROL - TOOLKIT 

INCLUDED TO USE U.D.G IN YOUR OWN PROGRAMME 

TRADE ENQUIRIES : AN IROG SOFTWARE LTD. 29 WEST HILL DARTFORD KENT (0322) 925 13/8 
MAIL ORDER: 8 HIGH STREET HOR LEY SURREY 24 HOUR CREDIT CARO SALES HORLEY (02934) 6083 
PAYMENT BY CHEQUE P.O. ACCESS/ VISA 



a .. OR N•1 TO ao 
3 P1'!%NT 

4 NC;>1T N 

15 PRJ:NT l'IT 9,1;·· u,_ .. 
l!I lNPUT A . 
0 %,. l'l••""A" THl::N OOTO aG 

10 l,. A. ( >"'II: ' T ... 11!:N GOTO 6 
ae 1..1!!:T a.e 

I 
39 PRINT 

- :e P RINT AT 

•a PIOl:JNT AT ::,,e; ..... _. ._. ._ .. 
90 LET • •• •l. 
ll!IG PAINT AT 1 '7,1!1; •· 

61111 Ll!!T ... .. .. --?e LET 11•• ·· - - - • -- . ee 1..e.T v.1::, 
9111 L.CT ><•16 

11Z10 11" 0 •15 T N l!!:N OOTO QQI 

11 111 LIE'.T "'•""'• 119) •A• I TO ilO) 
1ae 1..e:T e s •e • ,a TO >+ es 110, 

A~:3: , =~!:; A~T e ~ 0: ~~ ; ~~ A:0 ~~~~:~~ 
T 1 2 ,Gl; A• ,AT 14 ,0 ,9 S . !::: .. ;n Y•V+ C ll:NK•v · ··· e " 1 - • lN ... CV ~ 

1ae L""T X•X - <J:Nt<. l!'V S .. ' '0") 
160 PRINT R T x,v ; 
1'70 l'" PECK (Pl!ll!K 16391!1+2 9 6 • Pl!! I!! 

K 1.399> ) 1&11 THII.N GOTO i110 
190 •AlNT •·a·· 
190 ... )( · · THICN GOTO eo 
21110 GOTO 110 i110 P l'IJ:NT AT 19,1;'' ____ _ 

21:1. P RINT AT ae.1 3 , .. _ . • 

2115 lNPUT AS 
aao I .. l'IS • ''Y .. THl!!N lil OTD ae 
23 0 %,. A S • ' "N"' TH l! N 8TOP 
a,o I"' A . .... v .. THl!:N GOTO 21• 
ae e s Aull!: .. . ,. .. 

CROSSING the road is not too 
easy, especially when you have 
to avoid the juggernauts and 

other vehicles which race along the 
road. Taking your life into your hands 
you have to attempt to cross the road to 

reach the oUtcr side safely and~i;;""'~ _..,......., 
at the houses. ~ ... .,... 

Risky Busines s was written for the 
l6K ZX-81 by Matthew Norman of 
Redhill, Surrey, who has managed to 
complete 10 screens. 

SHOOT the Slowboat as it chugs 
along the screen and prevent it 
invading your territory. If you 

allow the boat to pass you four times, 
the game ends. Use key K for up, M for 
down and Z for fire. Slowboat is a 
beginners• program written for the 1 K 
ZX-81 by Matth ew Norman of Redhill, 
Surrey. 

J.9 I.ET &• • 
a• l"OR T•O TO ae ~= ::i~ .. :; : :!;,~· .~ :: 
s e :u~ lNK I IY • •"K' " T HE N 1..11!:T v --· 

80 :Z:I" :Z:N Kll!: V • • " H'" THll!:N 1..11!:T U" 4 
&S :Z:r' :Z:NKll!: Y • • ••:r." R N O P •& THll!: N 

OOTO '!: 00 
7 . :Z:r' P • V~ 3 THll!:N 1..11!:T V•e 
SS PR:lNT ll'IT p . as; •• 
oe 1..11!:T P • P• U 

J.ellll Nll!:XT T 
:i.e e 1..11!:T C• C •J. 
:i.e e J:r' C • 3 THll!:N GOTO 831111 
:i.:i.e 1..11!:T a -:i: NT (ll t NO • • • . ..... 
J.21111 :lr' 6 I J.6 TH ll!:N 1..11!:T & •• 
J.30 GOTO ae 

::: ::~~ -= !:i. $,T J " 

SLOW BOAT 
a:i.s t,. K,:i.e THEN I.ET O•O•• 
aae GOTO J.J.1111 
a:,e PRJ:N T RT J. , e ; ''$COAII:·· ·; ... 
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BUSINESS 
MAN 

i E~~ .8~i'" ... NAN" 
? CL5 

ii ~[I~ ::~ ma:: 
-!I,~ RT 15,0;" ...... .,-... P 

-----., ~ RT e,e; .. I I I I 
1 \s Pih~ AT 7,0;" .... .-.. :a m ::AT 8,1!1;"--. 

70 PRINT " RARING" 
ee PRINT 
91!1 PRINT "U11IC11 Pl10Ne:'?'' 

100 Le:T AslHT CRNOU) +l 
10'5 Le:T e.iNT IRN0*10 001 +l 
110 INPUT P 
11'5 II' P<l OR P>4 THe:N GOTO 7 
1.1:0 II' A•l THl!N PRINT "YOU HAUi! 
IN111!RITl!O C" · 9 
130 I I' Ad T He:N Lf'T sc-sc +e 
140 II"" A•2 THEN PR INT "YOUR 5HR 
~~ ~ft':'I RISl:!N. COLL 

1151!1 THl!N Lf'T 5C•SC+e 
160 THl!N PRUff "YOUR I" IR 

t1 HAS DUST, " 
1 70 THl!N GOTO 2 015 

~51T 81!1!N o1~6~e:bR~m: '"c;~ut~~~I! 
190 11' A•4 T HfN L..!T SC•SC-e 
1915 PRU SI! 1150 
20 0 GOTO 7 
20'!5 CL5 
210 PRINT " 9AO LUCK" 
220 PRINT "YOU MRNRGl!O t"; SC 
230 PR I NT 
240 PRINT "ANO Tl11!R GO IY/N)'?'' 
2150 INPUT At 
26 0 II' AS•"Y"' THl!N RUN 
270 STOP 

FOUR TELEPHONES appear on 
the screen and when one of them 
rings you have to guess which it 

is and answer it. lf you choose the 
wrong telephone your firm wilt become 
bankrupt or be swindled by a client. If 
you answer the correct telephone your 

shares will rise or you will learn of an 
inheritance. The object is to try to raise 
as much money as possible before being 
made bankrupt. 

Business Man was written for the 
IK ZX-81 by David Hindon and Mar­
tin Bowell, of Swindon, Wilts. 

MOVE your laser base left and 
right with keys "6" and cc7n 
and catapult missiles into 

space using "O". You must fire at the 
Sun King as it passes and attempt to 
reach as high a score as possible before 
you run out of laser power and the Sun 
King wins again. 

Written for the 16K Spectrum by 
Ch ristopher Powton of Shildon, Co. 
Durham. 

130 IF po• <• l THEN LET po • • l e 
r-------- ..;;;.....<L .....<:!L.._:.LJ........:.i.,_=i. :,:_.l.l..lia:::~-~i....-.J 2 ;40 IF p.o• >• 27 THEN LET pos• 

150 IF 1NKEY$ •NON THEN FOR f 
•19 TO 10 STEP -1: PRINT AT f ,P 
o••1;"F'"; BEEP .00-,,f, BEEP .oo-, 
,f • pos7vllo11ser1 BEEP . 005,l • • • r i 

PRINT AT f,po••l1" "1 NEXT f : 

16 

1 LET •c •O 
10 PAPER ~I INK 6 : CLS 
1:5 FOR f• USR • a " TO USR "f"+ 

71 ~AD ai POKE f , a1 NEICT f 
20 DATA 8 1 20,36,72,68,69,196,t 

•• 30 DATA 15 ,24 , :51 ,102,102,-,l,24 

·" 4 0 DATA 2 40 ,24,208,102,102,208 
,24,240 

50 DATA 0 ,24,60, 126,24 160,60,6 

60 DATA 126,24,24,24,24,60, 102 

70 DATA 0,0,24,24,2 4 ,60,36,0, 0 

7:5 FOR f•l TO 301 PLOT INK 6; 
INT . ( RND •200), INT C RND •1 50 

) 1 NEICT f 
76 CIRCLE 17:5,1~,10 
80 LET 1••~•201 LET poa•l-,1 L 

ET v • O 
90 PRINT AT 20,po • ; INK 0;"' .D. 

"1 PRINT AT 21,pos; INK 0;'" ~ 

100 PRINT AT 10,vJ INK 61" ~ 

101 IF v >• 29 THEN PRINT AT 
10,v;" • 1 LET v•O : LET l•••r•l 
• • ---1 : GO TO 100 

110 IF INKEY# •"6" THEN LET p 
os • po• -11 BEEP .005,po s 

112 PRINT AT 0 ,1 0;"SCORE • "; • 
c 

120 IF INKEYt; • N7 N THEN LET p 
o••po••l : BEEP .005,po• 

IF f•9 AND poa•v+l OR f • 'i' ANO po 
a•v THEN LET ac::• sc+lO: BEEP .1 , 
:St PRINT AT 10,v;" ": LET v• O 
•I GO TO 100 

160 IF l•••r <• 0 THEN PRINT " 
THE SUN KING WINS AGAIN ! ! ! ! ! ! • 1 

PAUSE 01 PAUSE 01 CLS i RUN 
170 IF a c ) lOOO THEN PRINT '"YOU 
WIN CONTROLL OVER THE SUN" : FOR 
f • l TO -,: BEEP • l ,f: NEICT f: PA 

USE Ot PAUSE 0 : CLS : RUN 
200 LET v•v+ 1 

2000 GO TO 90 
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r 

l ~~ f ;!,.Te 10 
7 Lt!T A•I-;, (RNIH 20) 
8 Le:T S•INT (RN0Hl0l 1.: E~N~.~! .r..: ;,l!St 

30 Le:T X•U' 
40 L~ Ya0 g: E~N~•~t~N~~~l . ··e··1- ,1NK~ 

1 • "5"1 
99 If" INKEV$•""7" THe:N LET X•X-

1 
100 11"' INKt:Y1 • "6" THe:N LET X•X+ 

1 
120 CL5 
124 PRINT AT A,e ; e, 
130 II"' X • A RNO Y a8 TH e:N Ne:XT f" 
135 Ifl' VAL " fl''' • 10 THe:N COTO 15 0 
136 L~ 5•5+1 
14.0 GOTO 50 
150 PRINT AT 2 1,0 ; "VOU TOOK M; S 

, " TIMe: UNIT S " 

ii! tie: "l'Rl!l!:AANGCI " 
1153 RUN 

Y OU ARE working on a free­
range farm and have to collect 
the eggs round the yard. Only 

one egg can be seen at any time and you 
have to guide your· barrow round the 
screen using the cursor keys. To cOllect 

each egg you have to push the barrow 
through the egg. Th e next egg will then 
appear on th .e screen. 

Free Range was written for the I K 
ZX-81 by C Heath of Kings Nonon, 
Birmingham. 

COLOURS is a shon routin e 
written for the 16K Spectrum 
by Andrew Wallis, aged 16, of 

Marston Green, Birmingham. It pro­
duces ·three screens full of different 
colours by combining the user-defined 
graphics and paper and ink colours. 
The finished effect is similar to the 
pattern of a woven rug. 

10 REM ,ii:~ EXTRA COLOURS i\::#;lf-

20 REM "IHI'#-BY ANDREW WALLIS ~ 

5, 170 
90 FOR p=O TO 7 

100 FOR i=O TO 7 

30 CLS 
40 FOR a=O TO 7 
50 READ b 
60 POKE USR ''.ll.." +.a, b 
70 NEXT a 
80 DATA 85,170,85, 170,B5,170,B 

SJNCLAIR PROGRAMS Ju M 1984 

110 PRINT INK i; PAPER p;"AAAA 
AAAAAAAAAAAAAAAAAAAAAAAAAAAA-.,~-

120 NEXT i 
130 NEXT p 
140 STOP 
150 SAVE "colour" LINE 10 

17 



inc. VAT & p. & p. 

NIGH T GUNNER 
£6.95 

OTHER 
AMAZING FEATURES 

• U !'ldlngal'ld tlk eott 
lrom4 runw,yspl vt 
• •toting on uieg 1ound 
• Fully Aeroba t.c 
Per1otm1no:::e 
•A lrt ieldl ltte k by thcl 

"""'' 

Joystick Compatible 
(Kempston, AGF, Sinclair 
Interface 2, Protek etc.)' 

w,tn 9 m,etnodsol 
1eampe,l orma nce 
ana lyt,is · letyou, 

48K Spect rum 
~ tielcCompa tible * 

TNoairba ttle w t. re 
Of'lly .CffSUIYlvtl • 
wdh en-,nyltghl~ 
attaelono 1,omall 
d11ec1ions,g uns 
blazing. e xpio,1ve 30 
g rounct1 lt,.c kto rtln · 
W\dthe,e ·,,1111 0,e 
tliOfll hOme. • CIO$$ Wln(ls. 

Turbulence and 
lt !'ICl1ng In log 
• •Pi tot111 ing s, 8 
&! KOM. ground 
IH tures an(l m,,p 
• Art1l,c11lhofiwn . 
rat11t 1t1d lhgh t 
(;()ffil)ule r 
* ILS. Fl1p,.U/C1nd 
sy1leml1,lu res 
* 100.. m, chinecooe 
wil~ comple le 
insuuet ,on s ,nd p, lot ~·" 

DIGITAL 
INTEGRATION 

Watc hmoor Trade Centre 
Watchmoo r Road 

Camber ley. Surrey GU15 3A 
S.ett<.lt d proouclS , ... ,111t»1 lr0ffl: 
Boots WOolwOflh$ , H M V Menz,es 

g;:! \,~~~.~.;.~i.~';:~~~~·,,s:::r!i= .trum ..... 

MDetm1tely the best 
s1mulat1on tor the 
Spec trum 
- Crash Micro 

• Speettum gu ,<1• you to 

but beware 1h1 COMP UTER GA MES 
"' ~ti ess Ot<Y$rs! SOFTWARE 

FunloraU th11famUy 

· ~~ m~ -·-·-A ~,<l 
'; ~~;1;:~;.;, WI~ OF t-;-; D 

--------- ,/ ...,...,. ----------------------Please send me the ~ Ll1e1ime Guaran1ee Cheques payable toD,g11a11n1egra11on 
to11ow•ng games ror the Spec1tum I enclose a cheque/P.O. for Total. 
Fighter Pilol 48K O £7.95 Name _ ___________ _ 
Nigh1Gunner48K 0 £6.95 Address _____ ____ __ _ 

Foolball48K 0£7 .95 Trade and 
Taxi (Any Spectrum) D £5.50 Export Or deb it my Access Accou nt No . 

~~:a~.1~;~~~~~~e~K ~:~~~~:. ~e1l~,Jd.mL!e)«lJ)~~I I I I~ 
Please send to Digital Integrat ion , Oept SP6 
watchmoor Trade Centre. Watchmoor Road. Camberley, Surrey GU15 3AJ 



l LET h ••O 
2 IN K 3 : BORDER 0 : PAPER 0 : C 

LS : GO SUB 2000 
3 CLS : PRINT AT 10 , 0 ; INK 1 

; " Do you n••d in•tn,JCtion • ? (yl 
n) " 

4 I F 1NKEY$ • "n" THEN GO TO 

5 IF INKEY$ • "y" THEN GO SU 
B 5500 

6 GO TO 4 
7 CL S : PRINT INK 1 ; "START L 

EVEL 7 ( 1-9> ": INPUT l : LET •c • O 
: LET k•O : IF l< l OR l ) 9 THEN C 
LS : PRINT AT 10, 13; FLASH 1; I 
NK 7; "FOOL" , PAUSE 100: GO TO 3 

9 LE T b•21 : LET t•lOOO 
9 CLS : PRINT AT 0,0 ; INK 7; 

"SCORE • "; •c; AT 0 ,1 3-;"TIME•";t; 
AT 0,2:i; "LEVE L• "; 1 

10 FOR ••l TO 30 
11 PRINT AT b, •; INK 5; '.'.i.:' 
20 NEXT • 
30 IF b >O THEN LET b•b-'3: GO 

TO 10 
40 FOR m• t TO 2 
45 LET r• RNO • 29+1 
50 FOR s • J TO 2 : PRINT AT b,r 
INK 6;"]. ": LET b•b +-1: NEXT s 

70 IF b< 19 THEN LET b•b+1 : 00 
TO 45 

80 LET b•3 : NEXT m 
90 LET z•5 
95 FOR b•l TO 14 : PRINT AT 1, 

b; INK 4; ''.£" : LET b • b +-1: NE XT b: 
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PRINT AT 1, 15 ; INK 4; "F F" : FOR 
b • 18 TO 30 : PRINT AT I~; INK 

4; "F" : LET b•b+-1: NEXT b 
100 FOR n•O TO 5 : PRI NT AT z , 

RND l>29+-1; INK 7 ; BRIGHT 1; ''.£.": 
LET z • z+-3 : NEXT n 

110 PRINT AT 20 , 29 : I NK 2; ".§!:i'.' 

120 FOR 111•-l O TO 20 : BEEP, . 05,m 
: NEXT m 

19 5 LET ••20 : LET b• 1 
200 PR IN T AT • , b; ''A " 
201 SEEP . 002,0 : BEEP . 002 ,1 0 

205 PRINT AT 0,6; INK 7 1s c: 
250 IF IN KEYS • " 5 " ANO b >O THE 

N LET b • b-1: PR IN T AT • ,b+ l ; 0 

v~:o l i~~· IN KEV $ • "8" AND b ( 31 TH 

EN LET b • b+l: PRJNT AT .. , b-1; 
OVER 1;".t!._" 

270 I F SCREEN~ <•-1,b) • " " AND 
INKEY'f •"7" THEN PR I NT AT ,. , 

bj " N: LET ·-•-1 : PRINT AT • ,b; 
"A": BEEP • 1,2: LET .. .... +1 : PRJNT 
-AT •-1 , b;" ' 
275 IF ATTR (a -1 ,b>•6 ANO INK 

EY$ •"7" AND ,.>3 THEN PR I NT AT 
•,b J" ": LET a•.a-3 : BEEP . 0 1,10 

: 2!~ E~F·
0 ~T~R ( .. •1 ,b ) • 4 AND INK 

EY$ •' '7" ANO •<3 THEN PRINT AT 
•,b;" " : PRINT AT .. - 1,b;".a_": 8 

EEP .1,- 20 : PRINT AT a-1,b ; " " i 

LET s c::•sc+lOO : LET n•I : LET k •k ., 
281 IF ATTA (.a+-1,b) •b AND INK 

T HE OBJECT of Ladders is to 
race along the corridors and 
climb the ladders to reach the 

monsters at the top of the house. As 
each monster is killed it releases an 
invisible gas which decreases your time 

1he 

EV$ • "6" AND k >• 16 THEN LET a 
•,1.+3, : PRINT AT a- 3 ,b;" ": BEEP 
. 0 1,1 0 : BEEP . 0 1, 0 : LET n•O 

282 LET t•t - 1 
285 IF ATTA <a,b)•7 1 THEN BEE 

P . 1, 40 : LET ac•sc: + 50 
287 IF n • l THEN LET t•t - (2"1) 

288 PRINT AT 0 ,18; '" "; AT O 
, 18J INK 7 ;t 

289 IF t<O TH EN LET t •O : PRINT 
AT 0 ,18;" "; AT 0, 18 ; IN K 7 ; 

"0" : IF t • O THEN GO sue 5000 
290 I F b •O OR b •3 1 THEN GO SUB 
1000 
291 IF ATTA t_.. ,b> •2 THEN LET 

l • l+l: GO TO 8 
300 GO TO 200 

1000 LET ••• +1: PRINT AT • ,b; "A 
": BEEP . 1 , - ,1.1 PRINT AT a ,bJ" ~ 
: IF 1,1. ( > 21 THEN GO TO 1000 
1010 PRINT AT a ,b; FLASH 1; INK 

2 ;"!,"1 BEEP 2 ,-4 0 : GO TO 5000 

2000 FOR z • 144 TO 151 1 FOR x•O T 
0 7 : READ • : POKE USR CHR'f i:+x 
,• : NElCT x : NEXT : 
2010 DATA 24,36 , 24,60 , 90,24 , 36 ,6 

• 2020 DATA 60 , 92, 191 , 251 , 190,255, 
86 , 24 
2030 DATA O , l b , 5 b,B4,2 5 4, 8 4, 56,1 

• 2040 DATA 195 , 25 5,255, 195 , 195,25 
5 ,2 5!5 , 195 
2050 DATA 255,255 ,1 29,bb.:3b,24,2 
55,255 
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2060 DATA 102 ,1 53,60,90,60,102,2 
55, 126 
2070 DATA 63, 3 3,33,33, 3 3 , 33,33,6 
3 
208 0 DATA 24 B,248,24B,24B,232,24 
8,248,248 

20 

2090 RETURN 
5000 CLS : IF s c ) h s THEN PRINT 

AT 5,8 ; INK 7; FLASH l; MCONGRAT 
ALATIONS"; AT 7 ,3; "YOU HAVE BEAT 
EN THE HI-SCOREM; AT 9,10 ; "of " ; 
hs; AT 11, B1"w1th • scar• of " ; s 
c : LET h s •sc: GO TO 5010 
5005 PRINT AT 10 , 7; INK 71 "Your 

s core was "; s c 
5 010 PRINT AT 15, 1; INK 7; "Do y 
ou w•m t imoth • r go ? Cy/n)" 
5020 IF JNKEY• • "n" THEN CLS ; 

PRINT AT 10, l 1; INK 7 ; FLASH l 
; "GOODBYE" : STOP 
5030 I F INKEV'J •"y" THEN GO TO 

3 
5040 GO TO 5 020 
6000 CLS I PRINT INK 7 ; "Your ta 
• k t s to s t ell r your s elf CS.> •ro 
und t.h • s cr e en w1 thout fall inQ 

to your death or runni n9out of 
time.You mu s t attempt to collect 

the jewel • IC> •nd ki 11 1111 th e 
monstl!'r • (F) - befor e fflOVlnQ 

on to th e n&xt level through 
th e door (W::l) • " 

600 '5 PRINT IM< 7' ' "Presti .any ke 
y to continu•. "1 PAUSE O 
6010 CLS : PRINT INK 7' "Once yo 
u h•ve k1lll!'d .a 111ona t e r •n invi 
a ibl • ; • • i • r e le •• •d and you 
r t1 1ne decrea.s;es; mar • rapidly 
• "' ""You 11core 50 point• for- a•c 
h Jewlll •nd 100 for 11ach mon• 
t•r-." 
602 0 PRINT AT 10 , 10; INK 7; "INS 
TRUCTIONS~; AT 12,5 ; "5 . ........ • 
• • • . . )aft"; AT 14,5; "6 . .... .. .. . 

. .. • down"; AT 16, 5 ; .,7 •••••.•.•• 
.. .. . up" ; AT 19, 5 ;" 8 ........... . 
. . . r-i9ht" 
6025 PRINT INK 7 ' '"Pr• •• a ny k• 
y to continu e ." : PAUSE O 
6030 GO TO 7 

_L.'.;;::::':!J-~t!, 

CUSTOMS OFFICER was writ ­
ten for the IK ZX-81 by Ste­
phen Kecskemety of Cheshunt, 

Hens. 
When asked if you have anything to 

declare you should enter a commodity 
of some kind, e.g., cigarettes or alcohol. 
~ e next step is to enter the cost of the 

item and the program will then calcu­
late the impon duty at a rate of 15 per­
cent. 

You will then be told how much you 
owe and be given the opportunity to pay 
it. If you refuse you will receive a 
random fine or be excused. The game 
ends when you run out of money. 

1 ~&irJ"~=~~lrn~ TO 01!:CLARI!:.., 

l!5 INPUT L t 
~ PRINT "MONl!:Yoaf: ";M, , "WHRT!I T 

He: CO!oT 01" YOUR "; L$ 
9INPI.JTC T 

10 CL!o 
11 PRINT " CO~T,.t " ; C, , .. AMOUNT L 

!fl'1;t~f~-~~~~g1°Y"'11!5 Pl!:RCEN'T " 

vlE ~;
0

~AL "Ct0.1s,t1 .. THl!:N GOTO 

ii!0 PRINT "YOU ~HO ULO HAVE PAV!!: 
~,J" ~\-1fbA~ Cf~ !0 ~i~t7 :: -,::4-JlLL YOU 

ii!S INPUT Rt 
ii!6 CL!, 
.17 II" Rt(VAL "1") ,. .. y•· TMEN LET 

t1,.t1-VAL "C10.1 1!5" 
ii!8 CL!o 
.?9 II" A S (VAL "1 " l •"Y 0

' TH l!:N GOT 
O VAL .. .!" 

3ii! LET Q:VAL "'INT (RNO • .?tU" ae:i~ LET L•VAL "'INT ( IR NOt- ii!I tU" 

3 A. II" Q•VAL "1" THEN PR I NT "YO 
U AR!: l"INEO £••; L 

31!5 II" Gl• UAL "1" TMl!:N LET M• M-L 
36 If"' Q•UAL ' '1' ' TH EN QOTO VAL 

".!' ' 
37 If"' Q•VAL ".!,. T HEN PRINT "' I " 

" LL LV YOU 01"1" Tl1I!o TINE" 
38 GOTO VAL .. , .. 
1!50 PRINT "YOV " .. UE NO MON~ LEF r·· 
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l GO TO 1000 
2 LET m• 4 
3 LET n • 4 
4 LET t•O 
5 FOR • • 0 TO 4 
b PRINT ; BRIGHT lJ INK bJ AT 

.-,lOJ'~" 
7 PRINT I BRIGHT 11 INK bi AT 

• ,20; "A" 
9 NEXT a 

10 FOR a•O TO 30 
20 PRINT J INK O; AT 20 , •1" £' 

25 BEEP . 001,30 
30 IF JNKE'r' S •" 1" THEN GO SU 

B 100 
40 NEXT a 
41 PRINT J BRIGHT 1 J INK 61 AT 

m, 10; "A" 
42 PRfNT I BRIGHT 1 J INK 6; AT 

n ,2 0;"~ ' 
43 LET 111•m+l 
44 LET n•n+l 
47 IF 1n >• 19 THEN GO TO 500 

48 IF n >• 19 THEN GO TO 500 

49 LET t•t+2 
50 FOR a• 30 TO 1 STEP - 1 
60 PRINT I INK 01 AT 20 , • I ~ 
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ACID RUN 
65 BEEP . 001,30 
70 IF ]NKEVS • " 1" THEN GO SU 

8 100 
BO NEX T a 
85 PR INT AT 21 , 0;"Time • "Jt 
90 GO TO 10 

100 BEEP . 3,0 
101 FOR b•l9 TO O STEP -1 
102 IF a• IO AND b•m THEN LET m 

• m-4 
10 3 IF a•20 AND b•n THEN LET n 

• n-4 
105 LET l • & 
107 PRINT AT b+1 1 a ;" " 
110 PRIN_T ; INK 2; AT b, ill J'~" 
121 IF a•IO AND b-4•m THEN LET 
••t.+ 1:5 
122 JF • • 20 AND b-4•n THEN LET 
5•5+1 :5 
123 IF •• 10 AND b - 4•m THEN PRI 

NT AT m,10;" "; AT m+l,10;" "; 
AT 111+2,101 " "; AT m+3 , 101" "I AT . 

m+4,t 0;" " • 
124 IF • •20 AND b-4•n THEN PRI 

NT AT n,20;" "; AT n+l,20;" "J 
AT n+2,201" " ; AT n+3,20;" "; AT 

n+4 1 20; " " 

128 IF • <> l lHEN GO TO 132 

130 NEXT b 

132 PRINT AT b+1,•I" " 
133 IF • <> l THEN SEEP .1,30: 
BEEP . 1,201 BEEP .1,101 BEEP .1 

,o 
13:5 LET • • •-:5 
136 PRINT AT 21 1 121"Sco,-e•"1•1 

137 IF a(O THEN GO TO ~ 
140 RETURN 
:500 CLS 
:510 PRINT "YOU ARE KILLED" 
520 PRINT AT 10,101"Sco,-e • "1• 

5 3 0 STOP 
1000 LET a•20 
1005 PAPER 5 1 BORDER :51 CLS 
1010 DIM • (8) 
1020 LET w• 96 
1100 FOR ><•1 TO 3 
1110 LE T w• w+l 
1150 LET y $ • CHR$ w 
1200 FOR z •I TO 8 
1300 READ a (z > 
1400 POKE USR y$+(z-l> , a(z) 
1500 NEXT z 
1550 NEXT >< 
1900 GO TO 2 
2000 DATA 00,60 , 124,124 , 25:5,255, 
124,~,24,~,24,24,~.~.24,~,2 
4,24,24 , 1:S3, 189 , 179,2 :55,255 
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PUT YOUR SPECTRUM 
TO WORK ON DAD'S 

INCOME TAX! 
The easy-to-use Which? Tax Calculator helps 
ALL tax payers - not just Dad - and can save a 
lot of money too. Are you eligible for a rebate on 
your tax bill? The Which? Tax Calculator helps 
you find out - and tells you how muchl 

Specially developed by the Consumers 'Asso­
ciation, this personal tax program for the 
Sinclair Spectrum reckons your personal tax 
accurately and automatically - taking you 
step-by-step through your tax form. You simply 

Slnclalr Programs 
196·200 Balls Pond Road, London N14AQ 
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answer the question s about job earnings, 
building society interest and other income. 
Then you enter your outgoings like mortgage , 
and allowances - and the program does the 
rest, showing your correc t tax assessment, and 
size of rebate s due . 

So DON'T pay more tax than you need! 

Here 's an EASY way to pay only the right 
amo un t: send off right away for this compre­
hensive, fully doc umented package. 

r P; se': n;: e;; W~ h~ ax~lc:; to'; 3/;' fo';;he7sK-, 
I ~:r:vabr;;~~~,~~~~~~~;~.99 (including VAT and p & PI I 

NAME ____ __________ _ 

ADDRESS _ ___ ____ _ _ __ __ _ 
I 
I 
I 
I 

L P!: s~ o:,:.a~~ d;!:e~ ______ J 

SINCLAI R PROGRAMS Ju,u 1984 



H IT THE DESTROYER from 
your post by firing at it. The 
position of the destroyer will 

be shown on the screen and you must 
input the angle and streng1h of your 
shot. If you miss the destroyer and your 
shot stays on the screen the ship will 
launch a deadly missile at you but if the 
shot strays off the screen the destroyer 
will nOl return fire, although you will 
not score points. You have to defend 
yourself against 10 ships to gain top 
marks. 

Shor e Batter y was written for the 
16K Spectrum by Philip Robinson, 
aged 13, of Darlington , Co. Durham. 

l DIM a <'36) : RESTORE 1: FOR 
x • l TO 16 : READ • (x) : BEEP , 5,•< 
:d : NEXT x : DATA 0,0 , 2 ,-.6, 0 , 2 ,4 
,4, 5,4,2,0,2,0, -. b,O 

2 GO sue 9000 
3 BRIGHT 1 : CLS 
5 PRINT AT t ,B; lNK l; "SHORE 

-~~~~~~:."; AT 2,8 ; INK 1;"-----

7 PRINT AT 4,4; INK 3 ; "Theo 
bj e ct of the game is to hit the 
the menilcing d es troyer s from your 

position (AL You fire by fi r s t 
enter 1n ; the lilngl• of your sho t 
<Le ss th•n 66 a nd moreth a n 19) , 

then th@ s trength of th e s hot (U 
s u.al l y b e tween 300 a.nd 500>" 

a PRINT "If your shot st•y s o 
n the !i C:reen•nd ml tiS 4H th• ship 
will l•unc:h • de adly Mi ss ile ,1.t 

your post•": PR IN T "If your she 
t lli' • v es th e s cre en the s h i p w1 
11 not fire but you will not s c: 
or e ,11nyth1ng'" : PRINT "To !lul"viv 
• you must def.,,d your" !l el f Iii.gill 

nat 10 ship s '" : PRINT AT 20 1 5 ; 
INK 2; FLASH 1; "P RESS ANY KEY TO 

BEGIN''" 
10 PAUSE 0: CLS 
15 PAPER 7: BORDER 7: POKE 2'36 

09,50 
20 LET l 1 v ,u ,• 3: LET h•O: LET s 

c:• O: LET shi p • O : LET nS•" " 
22 LET f • INT C RND ·•1 7>+15 
2 3 LET b • INT ( RND *13) 
24 IF l I v es• O THEN GO TO 165 
25 FOR s • lB TO 21 : FOR Q""4 TO 

3 1: PRINT AT s ,g: INK t; "tig8l" 
: NEXT g : NEXT s: PRINT ATt1i'",O 
; INK O; "A" 

26 FOR s°• J 1 TO 2 1: FOR g • O TO 
3 : PRINT AT s,g: INK 4;"hg8>": 

NE:XT 9 : NEXT s -
27 IF sh1 p • 10 THEN GO TO 160 
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30 LET s h1p • sh1p•l : PR IN T AT 
I, 1 ; ship 

35 PRINT AT 1,1; INK !; s hip;'' 
SHIP"; AT 1,13;"SCORE • "; ac; AT 
1 , 2 5 ;"HI • " ;h; AT 3 , 26 ; nS : AT 

0,13;~fi.•";11v4ts 
38 INK 2 : PRINT AT 17,f-l; ·~ 

40 INPUT "Angl e of shot • "; • ng 
l o 

42 IF angle)65 THEN PRINT AT 
10,0; FLASH 1; INK 2J"Angle bel 

ow 66 Pleas e !": PAUSE 1501 CLS : 
GO TO 22 

43 IF .angl • <20 THEN PRINT AT 
10,0; FL ASH 1; IN K 2 ;"An gl• abo 

ve 19 pi••••!": PAUSE 150 : CLS : 
GO TO 22 

4'3 PRINT AT 4,l;"Angle•";..ingl 

50 INPUT "Str e ngth •" ; s t 
55 PRINT AT 5, 1; "Strength • ";• 

70 LET •••t • COS ( PI • angle/ 1 
80) 

75 L ET b• s t • SJN C PI • •ngle/1 
80) 

80 FOR j • O TO b/16 STEP . 3 
85 LET c:• . Ol *(b* J -lb• J •J> 
90 IF a • J>6200 THEN GO TO 130 
95 IF c >40 THEN GO TO 120 

100 INK O 
105 INK 0: OVER 1: PLOT . 04 *iii*J 

+, 04,4 • c:+40: OVER 0: INK O 
110 BEEP .005,c+t:S 
115 NEXT j 

120 IF ABS <• * b/3200 - f> <t OR 
ABS (•*b/3200-f + l) ( l THEN GO TO 

135 
12!5 LET z•f : PRINT AT 12,20; F 

LASH 1; INK 2 ; "MISSED" : PAUS E 4 0 
: FOR x • O TO f-1: LET z:• z -1: BEE 
P . oo:S , - 23 : PR IN T AT 16,:z:i "D"; 
PRINT AT 16,z+l;" " : NEXT x""':PR 

INT AT 16,0;"" ' '" : BEEP .4, -20 : 
LET lives • livvs-1: IF liv e 11•0 AN 
D sc)h THEN GO TO 180 

130 PAUSE 150 : CLS : GO TO 22 

135 PRINT AT 17,f-1; .,H., : PRIN 
T AT 16 1 4; FLASH 1; IN K 2; "Ship 

Dest ,-oy ed '": FOR n•- 10 TO 10 : 9 
EEP . 05,n+3 : NEXT n: LET sc:•ac:+1 
: PRINT AT 1,ll; ac: 

150 PAUSE 50 : CLS : GO TO 22 
160 CLS : INK 1 
162 IF 11c>O AND h<sc THEN LET 

h•sc: 60 TO 180 
16 5 CLS : PRINT AT S,l;"You sa 

nk "; sc: ;" Ships!"' 0 "Would you 11 
ke .another g o ? " ; AT 10,14;"(Y/N) 
" : LET 1 i ves•31 LET sc:•0 

170 INPUT y$ 
17:i IF yt:•'"y " THEN LET ho•O AN 

O sc • O : CLS : GO TO 22 
176 IF yS•"n~ THEN STOP 
178 STOP 
180 INK 1 
18 5 LET h•sc:: LET l1vvs•3: LET 

s h1p -O : CLS = PRINT AT '!5,t;"Con 
9riltul•t1ons you h•v• •cored~ · • " 

the most today" ' '"PI ea se input 
your" initi•ls." 0 ,"M•x 5 Letters" 
: INPUT nS 

190 LET s c:•0: CLS : GO TO 22 
920U FOR .a• USR "•" TO USR 0 'd"+ 
7 
9210 READ u ser : POKE a,user : NEX 
T • 
9220 DATA 4 1 9,lb,32,80,19 4 ,56,16 

9230 DATA o,o , o,3,255 ,12 7,63 ,0 

9240 DATA 0,0,192,224,255,255,25 
4, 0 
9245 DATA 0,0,1,127,2!55,127,1,0 

92:iO RETURN 
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1 BORDER 2: PAPER 4: INK 6 
2 LET a=O: LET d=O: LET c= IN 

T ( RND *20): LET b= INT ( RND * 
30): LET f= !NT ( RND *20): LET 

_ g = INT ( RND *30) 

24 

3 LETS= INT ( RND *20): LET 
W= !NT ( RND *30) 

4 LETH= !NT ( RND *20>: LET 
J= INT ( RND *30): LET AB= !NT ( 

RND *20>: LET 
0

BA= !NT < RND *30 
) 

5 LET ct=68B 
6 LET as= !NT ( RND *20): LET 

sa= !NT ( RND *30): LET SD= !NT 
<_RND *20): LET DS= !NT ( RND * 

30) 
10 FOR x=O TO 55: READ y: POKE 
USR "a"+x,y: NEXT x 
20 DATA 0,68,238,238,238,68,68 

,o,o,o,159,20,30,30,96,96 
30 DATA 1,7,15,31,23,29,63,55, 

224,184,244,172,254,95,239,252 

40 DATA 30,3,1,1,1,1,3,7,222,2 
24,224,192,192,192,224,224 

50 DATA 36,36,60,60,102,1 26,60 
,24 

70 GO SUB 7999 
90 LET A$="AAAAAAAAAAAAAAAAAAA 

AAAAAAAAAAAAA" 
95 INK 6 

100 FOR P=O 
O;A$: NEXT P 

149 INK O 
150 PRINT 
155 PRINT 
160 PRINT 
161 PRINT 
162 PRINT 
163 PRINT 
164 PRINT 

TO 

AT 
AT 
AT 
AT 
AT 
AT 
AT 

21: PRINT AT P, 

c,b; "CD" 
c+l,b;"EF 11 

f,g;H.t:QII 
f+l,g;"EF" 
s,w; "CD..---
S+l ,W; 11EF" 
AB,BA; ".§..'..': PRIN T 

~T H,J; ".§..'.'; AT as,sa; "~'; AT so 
,DS;'~ 

165 IF ATTR <a,d)=32 THEN GO 
TO 1000 

167 IF ct=O THEN GO TO 9000 
169 IF ATTR (a,d)=38 THEN LET 
ct=ct-1 
170 INK 2 
171 PRINT AT a,d; "!l.'.' 
173 LET a1=a: LET dl=d 
180 LET a=a+( INKEY$ ="6")-( IN 

KEY$ ="7") 
200 LET d=d+( INKEY$ ="5") - ( IN 

KEY$ ="8") 
201 FOR N=O TO 5: NEXT N 
205PRINT ATal,d1;"" 
210 GO TO 165 

1000 BEEP .02,8: BEEP .5,3: PRIN 
T; BRIGHT 1; INVERSE 1; FLASH 1 
; INK 2; "YOU CRASHED - AND YOUR 
COMBINE HARVESTER IS A"; INK 7; 
"WRITE OFF" 
1001 STOP 
7999 INK 2 
8000 PRINT TAB 7;"AAAA HARVEST 
AAAA" 

soio°PRINT AT 2, 7; "BY ROBERT BE 
!LEY" 
8020 PRINT AT 4,0;"You ao-e a fa 
rmer.Todays job is to cut the c 
orn.But remember to avoid the tr 
ees and o-abbi ts •... " 
8030 PRINT AT 8,0;"Use the cLtrs 
00- keys" 
8040 PRINT AT 10,4;"PRESS ANY K 
EY TO START": PAUSE 0 
8050 RETURN 
9000 BEEP .09,9: BEEP .2,2: PRIN 
T ' FLASH 1; BRIGHT 1; INVERSE 1 

' INK 7; "YOU FINISHED YOUR DAYS 
WORK - IN TIME FOR TEA": STOP 
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T HERE ARE five levels of play 
in Lette r Box, level five being 
the fastest. As soon as a lette r 

appears in the box in the cemre of the 
screen you must press the correspond­
ing letter on the keyboard. You do not 
lose a life for pressing an incorrect letter 

1 PRINT INK O; AT 9,0; "A LET 
TER WILL APPEAR IN THE BOX ,PRESS 

THE CORRESPONDING KEY AS QUICK 
LY AS YOU CAN ." 

3 POKE 2::Sb58, 8 
4 PAPER :5: BORDER 4: BRIGHT 1 

5 INPUT "DIFFICULTY ?( l TO 5) 
";DF 

6 CLS : PRINT INK O; AT 11, 1 
1; "GET READY": PAUSE 80 

7 LET D•100-110 •D F> 
8 LET S•O : LET LVS•::S 
9 CLS 

10 LET A:f•"QWERTYUJOPASDFG HJKL 
ZXCVBNM" 

13 BRIGHT 1 : INK 4 : PAPER 5 

WHEN the program is RUN, a 
random maze is generated 
and a car is placed at the 

bottom of the screen. You have to plot 
the movement of the car so that it will 
reach the top safely without crashing 
into the walls of the maze. Use the 

SINCLAIR PROGRA.\iS June 1984 

but you will lose a life if you do not 
press the letter shown in the t.ime limit. 
The score, level and number of lives are 
displayed on the screen. 

Written for the l6K Spectrum by 
Push kar Dadarkar of lckenham, Midd· / 
lesex . , 

15 PRINT 
)" 

17 PRINT 
)" 

ATl0,15;"<~ 

ATll,15;"<~ 

19 PRINT AT 12,1:i;~c~ 
Q2) .. 
-25 PRINT INK O; AT 3 ,23; MSCOR 
E•"';S; AT 3 , 0 ; INK O;"LIVES •" ;LV 
S; AT 0,13; INK 1 ; "(1 L:iE:l V :1E: 
iL: i 11: i;: iD: iF)" 

30 LET Q• INT < RND • 2bl •1 
4 0 PRINT AT 11,lb; INK O ;A:f (CI 

): BEEP i~,20 
50 FOR F•O TO D 
00 IF lNKEYt: • At:CQ) THEN GO 

TO 100 
70 NEXT F 

BO FOR 6•20 TO - 10 STEP -1 : BE 
EP . 03 , G : NEXT G 

90 LE T LVS• LV S- 1 
92 IF LVS • O THEN BEEP . 5 ,-lO i 

CLS : PRINT AT 11. 0 ; INK l; "YO 
U SCORED"; FLASH t;S; FLASH O;" 

POINTS."' "PRESS A KEY TO PLAY A 
GAIN '" : PAUSE 0: RUN 

94 PRINT INK O; AT 21 , O ; •• YO 
U LOST A LIFE.PRESS A KEY " : IF 

JNKEYS • " M THEN GO TO 94 
96 CLS : GO TO 13 

100 BEE P .4, 30 
12 0 LET S•S+ I 
130 GO TO 25 
200 SAVE "TOUCH-TYPE" LINE I 

l-1,1710[ /-CO 
. -L'I II - I LI, 
( [-00 
.:. _, ,,, 

commands L, R, 8 and F to dir ect the 
car. If you are successful you score I O 
points and progress to a more difficult 
maze. 

Comp uter Ca r was written for the 
16K ZX-81 by Michael McRoberts of 
New Brighton. 

O YOU ••• u•• ••• ••• 070 , .. 
319 "'U!!.LL OON! YOU MAO! I T3~, .. ~g~ ~~ ~8 ;gtNT~.·· 
331!1 N!XT T 
335 L !T ~COAe-,coRe:+11!1 
3 49 GOT O 3 
3e:8 ~RU! "COH PUT !R CAii" 
31!19 RUN 
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High-res revolution 
has been achieved 
on ZX-81 computers 
I AM writing to say how 
pleased I was when, a few 
weeks ago, I received a game 
called Forty Niner for the 
16K ZX-81. When l LOAD­
ed it I nearly died of shock 
when I came to face a 
cosmic cockerel in hi-res 
graphics. The game is excit­
ing and highly addictive and 
makes great use of high reso­
lution. 

It has a hall of fame, five 
skill levels and lets users de­
fine their own keys for use. In 
case anyone thinks I am talk· 
ing about a Spectrum game, I 
am not. This is definitely my 
favourite game for 1he ZX-81 
and, to me, it is definitely my 
favourite game by miles -
no, light years. 

Software Farm is the cul­
prit behind this revolution. 
You can also be expecting 
new games in its high-res 
range. This is only number 
one. So, before you rush to 
buy your Spectrum, think 
first. 

It is difficult to explain this 
piece of excellence so, if you 
want to find how fantastic it 
is, buy it. If anyone can beat 
my brother's high score of 
46,469, write to s;,,clair Pro­
grams. My personal best is 
39,896 . 

Danie l Popp lew e ll , 
aged 12, 

Br adfo rd . 

The Snowman 
WELL DONE, Raymond 
Briggs and Quicksilva. Their 
game, The Snowman, de­
serves terrific success for hav­
ing no violence in it. It 
always amazes me that orgies 
of mindless zapping and de­
struction can be the product 
of brains which can create 
highly -original machine code 
games. 

An example is the game 
City Lander, which instructs 
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the player to bomb as many 
buildings as possible to clear 
a landing area . That printout 
was published in the Christ· 
mas issue of Sinclair Pro­
grams under the title Moscow 
Raid. Would it have been as 
readily printed under the ti· 
tie, say, Washington Raid? 

Nick T homp son , 
Langport , Som erset. 

Worm record 

Because, as it was near to 
Christmas, I could have had 
one for my present as it was 
only £19.95. I am sure that it 
would not take much to make 
a game or interface for both a 
Spectrum and ZX-81. I think 
it would please many readers 
if Sinclair Research did that. 

Fr edd y Po well, 
age d 13, 

Waltha m Abbe y, Her ts . 

• A spokesma11 for Sittclair 
the Research said recen.tly that 

April edition of Sinclair Pro- there were 110 plans to produce 
grams I read the letter new hardware for the ZX-81. 

WHILE READING 

titled Worm record from 
Peter Clarke. He said he had 
scored 176,400 and reached 
level seven a second time. I 
recently scored 403,335 
which is a new record. I com­
pleted level seven five times 
and, at one point in the third 
round, I had five worms. 

J e nn y Ma tth ews, 
aged 13, 

Hodd es don, Her ts. 

• Worm Game was published 
i11 the March/April 1983 edi· 
1ion of Sinclair Programs. 

ZX-81 
hardware 
THANK YOU for a great 
magazine. I have never had a 
better computer magazine. 
The one thing which disap­
points me, and I am sure 
many readers will agree, is 
that most of the advertise­
ments are for the Spectrum. 

In the December issue on 
page 15 it read "Sinclair Spe­
cial Inside . New Interfac e 
Two and ROM· cartridges. 
New Software". 

Cartridges for my ZX -81, I 
thought, but when I turned 
to page 17 and read "The ZX 
Interface 2 is the latest new 
peripheral for the Spectrum" 
I was full of disappointment. 

Worm again 
IN Sinclair Programs in 
April, Peter Clarke said he 
had a new record on the 
Worm Game of 176,400. Re­
cently I have achieved a new 
record of 439,870. [ complet­
ed stage seven four times and 
reached stage four on my 
fifth lap. 

Lee Gord on , 
aged 14, 

Plymouth, Devo n . 

Scrolling 
l OFFER a POKE comma nd 
which scrolls one line on the 
Spectrum screen over and 
over again: 
10 FOR n= I TO 255 
20 POKE 23606 ,n 
30 PRINT AT 10,0; 

"ABCDEFGH[JK 
Lmnopqrstuvwxyz'' 

40 NEXT n 
50 GOTO 10 

Dav id Pa n khurst, 
Stro ud, Kent. 

Zap record 
I HA VE beaten the best time 
for the game Zap-Zap, which 
is 36 set by Andrea W oobery . 
The time I have set is 31 time 
units. 

I have had my ZX-81 since 
October, 1982 and I have 
written a few adventure 

games for the l 6K and two 
lK games since then . I am 
hoping to upgrade to a Spec­
trum soon. 

I think Sinclair Programs is 
ace and I buy it every month. 

De ni s Butl er, 
Fake nham , 

No rf olk. 

Slow loader 
PLEASE inform F Jugg -
Sinclair ProgramsJ April -
that the Slow Loader works . 
We have 16K ZX-81 pro­
grams operating perfectly on 
our 48K Spectrum> thanks to 
Slow Loader. 

I think perhaps he has not 
tried a low volume sett ing. 
The volume control on my 
record er runs from one to 12. 
The volume at which the 
Slow Loader works is just less 
than one - yes, one. He may 
at first get garbled versions. 
He should make minor ad­
justments to the volume sys· 
tematically until the 
translation is perfect. 

G L Bu dd en, 
B urnham -on-Sea, 

So me rse t . 

ZX pen-friend 
I AM Brazilian and a ZX-81 
owner and I like Sinclair Pro· 
grams. I have 300 programs, 
games and others, and I 
should like to exchange pro­
grams and information with 
British people. 

I should like to know about 
the Sinclair User Group and 
if I could be a part of it. 

An d re Koch Zielasko 
A v. Emanc ipa5io 

403 sala 2 
Tra m andai - RS - 95590 

- Brazil. 

Binders 
I FEEL your magazines are 
very good and think they are 
getting damaged on the shelf • 
at home and am wondering if 
you could produce a strong 
binder to protect them - a 
binder which holds 12 copies 
like the ones for other maga­
zines. The binders could 
have the volume number and 
the name on it. 

J Bentley, 
P lymout h , Devo n. 

27 



~-~ont~~LLJ._~~~~~~­
Enjoyable version of 
an old racing favourite 
KNIGHT DRIVER provides its 

players with a birds-eye view of 
the car to be controlled. The 

aim is to drive rhe car round a compli­
cated circuit. Controls are accelerator, 
brake and steering to left and right. 

The road is very narrow and attempt· 
ing to remain on it at speed is no simple 
task. Learner option allows players not 
to lose a life when they steer off the road 
bu1 limits time allowed to complete the 
circuit. That time is short and any 
player who can negotiate the course at 
sufficient speed to complete it in that 
time should choose the professional op­
tion. 

Professional limits players to five 
lives, one of which is lost whenever the 
car is steered off the road. Beginners 
will find it difficult to move more than a 
few inches without losing all five. 

Automatic option allows the corn· 
puter to guide the car round the course. 
It gives some idea of what the course is 
like, how long it is, and wher e the most 
difficult bends and obstacles are. 

Racing car games are not new but 
this is a difficult and enjoyable version. 
Kn igh t Dr iver is produced for the 
48K Spectrum by Hewson Consultants 
Ltd, 60a St Mary's Street, Wallingford, 
Oxfordshire and costs £5. 95. 

Study software 
PENGUIN Study Softwar e has re· 
leased a range of study cassettes for 
people studying the Shakespearian 
plays Macbeth, Twelfth Ni'ght, Romeo 
attd Julier, Julius Caesar, The Merchattt 
of Venice and Henry IV part otte. One 
cassette is dedicated to each title and the 
cassettes reviewed by Sinclair Programs 
were Romeo and Julie1 and Julius Cae· 
sar. 

The programs make use of the corn· 
puter as a database from which infer· 
mation can be called-up under subject 
headings or cross-referenced and com­
pared. Searches for references can be 
made under character · or theme head· 
ings and limited to specific acts or 
carried across the entire play. 

Summoning-up references to two or 
more subjects together can suggest 
themes or images in the play which 
have not been noticed previously. When 
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This month we focus on 
a selection of games 
and on the new range of 
software for students 
of Shakespeare from 
Penguin Books 

a reference is shown on-screen, the 
other headings under which it could be 
classified are given, so that a student 
can choose to change the dir ection of 
the search. 

Students are referred to specific act, 
line and scene numbers in The New 
Penguin Shakespeare version of the play. 
Information on-screen acts as a gloss or 
comment on the lines mentioned and is 
designed 10 make the student think 
more carefully about those lines. Ques· 
tions raised by the program are not 
answered in it, so the program would be 
most useful when used with guidanc e 
by an experienced teacher . 

The cover specifies that the cassette 
can be used by O level and CSE stu· 
dents. Points raised by the program and 
its cross-referencing system would be 
useful to students for those examina· 
tions and also to A level students. 

The cassettes are £5.95 each and are 
produced for the 48K Spectrum by 

Penguin Books Ltd, 536 Kings Road, 
London SW IO. 

Blue thunder 
THE AIM of Blu e T hund er is to steer 
a jet helicopter across the sea and is· 
lands, avoiding all attacks from enemy 
missiles and barrage balloons, to reach 
and destroy the nuclear reactor and thus 
rescue your comrades who are trapped 
there. 

The graphics are very well done. As 
the helicopter moves, so the landscape 
scrolls smoothly across the screen. The 
helicopter movements and changes in 
direction are equally well-displayed. 

The game, however, is unexciting . 
After a few runs the majority of attacks 
become predictable and it is possible to 
reach the nuclear reactor by moving 
upwards, waiting the appropriate 
length of time and then flying left. That 
is a useful facility for those who are 
trying to eat their lunch, or drink a cup 
of coffee, or do anything else while 
playing the game, but for those who 
require a game to be interesting 
throughout it is a major disadvantage. 

Blue Thunder is produced by Found­
ry Business Systems Ltd, 2 Station 
Road, Walsall, West Midlands \XIS7 
OJZ and costs £5 .95. 

Dr Franky 
THE PLAYER takes the part of Dr 
F rank y who is trying to bring his 
monstrous creation to life. To do it, 
flasks of life-giving chemicals must be 
collected from one side of the dungeons 
and carried to the monster on the other 
side. Of course, in a computer game 
things are never so simple. Dr Franky is 
being chased by the ghosts of his pre~ 
vious victims, the floors of the dun­
geons are riddled with holes, and 
crossing the dungeons involves jumping 
on and off a very unsafe lift. 

The game is fast and furious, for the 
ghosts seem to be everywhere at once, 
so, for some time, it can be difficult to 
decide how to move more than a few 
inches without being killed. The screen 
layout, the ghosts, the difficulties of the 
game are not startlingly original. 

Nevertheless, despite the air of defa 
'VU which many buyers will feel, the 
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game provides a real challenge even for 
the most experienced arcade games 
player. 

Dr Franky is produced for the 48K 
Spectrum by Virgin Games Ltd, 61-63 
Ponobello Road, Lon don W 11 and 
costs £5.95. 

Jokers Wild 
JOKERS WILD is divided into two 
sections - adventure and action game. 
To play the adventure, skill level four of 
the action game must be reached. At the 
end of each skill level, clues for the 
adventure are provided, all of which 
remain obscure until the adventure is 
reached. 

Novel featu res of the action game are 
the compression of the maze format into 
a grid, making it much more difficult to 
become accustomed to the maze layout; 
the fast-moving - but predictable by 
the very alert - movement of the 
knaves and the provision of a separat e 
adventure game, as a reward for the 
skilful player. 

Joke rs Wild is produced for the 16K 
or 48K Spectrum by Phoenix Software, 
Tel: 01-868 3353 and coSts £9 .99. 

The Skull 
THE SKULL, by Games Machine, 
appears to be a three -dimensional ver­
sion of Pac-man-type game. The aim is 
to move round a three -dimensional 
maze, amassing points by collecting as 
much t reasure as possible. 

Also wandering round the maze are a 
series of large skulls, which will kill the 
hapless player who meets them. They 
can be killed only if the player has 
recently picked up a cross . 

The maze is on several levels. Move­
ment from one to another is by accident 
through a broken trapdoor, or by design 
down a ladder. 
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The graph ics and screen layout are 
good, the movement is smooth. Maze 
games, however, both two- and three­
dimensional, have become common ­
place on the Spectrum and Th e Sk ull 
has no features which make it stand out 
from the other games of its type. 

The Skull is produced for the 48K 
Spectrum by Games Machine Ltd, 40, 
Fretherne Road, Welwyn Garden City, 
Hcrts AL8 6NU and costs £6.95. 

Oracle ' s Cave 
ORACLE'S CA VE is a superb animat­
ed adventure for the 48K Spectrum. 
The player's quest is to negotiate the 
Oracle 's Cave complex, find the cho­
sen quest item, collect four items of 
treasure, kill the oracle and escape . 

Each movement through the caves is 
shown on-screen, in a display which 
scrolls smoothly from left to right and 
up and down. The screen disp lay is 
divided into several areas - a map of 
lhe cave showing areas which have been 
explored and which do not conta in 
monsters; a list of options open to the 
player; a response to the player's last 
choice; a chart showing the player's 
progress; and the display of 1he action. 

The game has a time limit of five 
days, which means that the player must 
always clock-watch and avoid taking 100 

many rests. The time limit means that 
the game never continues for 100 long 
and it can easily be played several times 
in one session. 

Playing the game several times is 
important, since there are several strate­
gies to be worked out. It is important to 
collect sufficient weapons to be able to 
escape to freedom, to know where the 
most valuable treasure can be found, 
and to know when to explore and when 

not. The key is important, ~o do not try 
to finish the game without it, or you 
will never see the blue sky and the 
mountainside outside but will perish in 
the caves. 

Oracle's Cave is produced for the 
48K Spectrum by Doric Computer Ser­
vices, 3 The Oasis, Glenfie ld, Leicester 
and costs £7.95. 

Colditz 
FULL MARKS to Phipps Associates 
for providing reviewers with a map of 
locations in its latest adventure game, 
Coldit .z. The map shows that escape 
from the German prisoner-of-war camp 
is possible but that there are numerous 
problems to be faced en route. 

The game combines graphics and 
text 10 provide a clear description of the 
player's situation at each point. 

The text often includes the sound 
made at a location and it is best to pay 
close attention to those descriptions, as 
any loud noise can alert the guards to 
the fact that a prisoner is trying to 
escape. 

There are many objects to be collect· 
ed and used, which creates problems, 
because there arc limitations as to how 
many objects a player can carry. 

Never assume that because every­
thing which has been found cannot be 
carried at once that it is not all useful. 

The game contains plenty of action. 
There arc guards to avoid and kill, 
tunne ls to dig, wire to cut, a prisoner to 
rescue, and the fina l challenge of mak­
ing sure that the guards cannot follow 
once the escape has been effected. 

It is an excellent adventure, well 
worth the time requir ed to complete it. 

Colditz is produced for the 48K 
Spectrum by Phipps Associates, 172 
Kingston Road, Ewell, Surrey KT 19 
OSD and costs £6. 95. 
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Taking the easy route 
to better programs 
Games Designer, Hurg 
and The Quill allow be­
ginners to produce ma­
chine-code games. We 
look at these three pro ­
grams in detail. 

PROGRAMMING a Spec1rum 
with an original game is not diffi­
cult . Simple games can be written 

within hours of first using a computer, 
with the knowledg e gained from read­
ing the first chapters of the manual. 

When those games are compared) as 
they are bound to be, to professional 
software, they are found to be sadly 
lacking. The graphics are unsophisti­
cated, the sound is unexciting, and the 
speed is slow. As original home-made 
creations they have their charm but 
many programmers find themselves 
wishing they knew an easy route 10 

machine code and good programming. 
It is for everyone who ever wished 

they knew such an easy route that three 
programs have been put on the market. 
Th e Quill by Gilson, Game s 
Desig n er from Software Studios and 
Hurg from Melbourne House are all 
easy routes to professional-style games 
programming. 

Games Designer is complete with 
eight pre-recorded games which have 
been written using the designer pro­
gram. 

Whil e playing the games, common 
themes become apparent. Each consists 
of one creature/object, defending itself 
by destroying attacking waves of other 
objects/creatures. Each creature is a 
sprite graphic; that is a graphic which is 
much bigger than a user-defined graph­
ic and which moves smoothly across the 
screen as a whole. The movement is 
smooth and fast and the sound is not a 
series of beeps, as in a Basic program, 
but a variety of rising and falling ma­
ch ine-coded noises. 

Menu-driven 
Games Designer is menu-driven and 

arrives with a short instru ct ion booklet. 
The main menu allows the user to load, 
save or play a game, to change the game 
being played, to alter the spr ites, their 
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configuration, their movement and the complicated screen layouts and a variety 
attack waves. Once one of those options of scoring procedures . 
has been chosen, a secondary menu or The catch is, of course, that no games 
some other list of options is displayed . design program, however good, can do 

The configuration option on the all the work and there is a great deal for 
main menu produces a variety of op- the player to do before a professional­
tions. The background or foreground looking game can be produced. Each 
colour of the screen during the game sprite graphic must be designed, the 
can be changed, sounds can be defin ed, screen layout must be produced, com­
and the general format of the game can plete animation cycles in all directions 
be changed. Game formats are based on must be devised-the list goes on and 
existing types of game . T he choices are on. 

UUITIV...J Da..>1gnczr 
~I JIII 
I .. a .· -., , I ·''.~\ .. · _:1 . . l,~ .a 

1...-Jl...j (I 
Author 

John Hollis 

Invaders-type, Asteroids -type, Scram­
ble-type and Berserk -type. 

Two hours only 
Games Designer is fairly simple to 

use and a first game can be completed in 
two hours. Once each section of the 
program and of the instruction manual 
has been understood the program can 
be used easily and machine-coded 
games can be designed quickly and 
efficiently. A major difficulty is that the 
games are all of the same type and that 
it does not take long for th e format to 
become uninteresting. 

The Hurg package is complete with 
three games designed with its help. 
They show far more variety than those 
in the Games Designer package. One is 
a version of Pac-man, while the other 
two are unlike other games on the mar­
ket. The games feature animated sprite 
graphics, including a manic koala bear, 

Bewildering var iety 
With so much to do and so many 

options in it , Hurg necessarily contains 
a bewildering variety of menus, within 
which it is easy to become lost. The 
instruction manual is not nearly clear 
enough and leaves much to guesswork. 
Despite the comment at the beginning 
of the booklet that "any combination of 
options can make a valid game", a large 
variety of combinations can produce 
nothing like a valid game. 

At the end of the instruction booklet, 
hidden in Appendix A, are th e instruc­
tions which would best be given at the 
beginning of the manual, on how to find 
and use the correct menu at the correct 
time and thus write a simp le Hurg 
game. 

The first step is to re-set Hurg and 
thus clear any previous attempts at 
games. The next stage is to create the 
background which will appear on­
screen. That should be designed sepa­
rately and LOADed into the main pro­
gram at that point. There is no help 
with design, although it is suggested 
that the program M elbo u rne Dr a w 
cou ld be used. 

It would have been more helpful to 
let users know before they LOADed the 
main program that the screen design 
should be completed previously. Users 
without Melbourne Draw will find that 
some knowledge of Basic programming 
is needed to create a satisfactory back­
ground . 

Designing the player's character is 
done in a sub-menu. The characte r can 
be a variety of sizes although, at first, it 
is best to follow the instructions and 
create the simplest possible character of 
the size two columns by two rows. As in 
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Games Designer, a grid is supplied on 
which characters can be designed quick· 
ly and easily. 

The design menu is slightly confus· 
ing. If you have chosen an animation 

count of 2, as suggested in the booklet, 
the program will expect you to design 
two characters. The game will then use 
those characters alternately to produc e 
an animated effect, so designing, for 
example, a lettuce followed by a cricket 
bat, wilt quickly prove a stra in on the 
eyes. The easiest shapes are lines and 
crosses of varying lengths and sizes, for 
they give an effect of animat ion quickly 
and easily. 

Once the player has been defined and 
modified, the first alien can be pro,. 
duced in the same way and the fire 
button action can be chosen. Any other 
necessary aliens can be defined. The 
game will probably, at that point, re· 
semble a machine-coded version of a 
beginner's Basic game - very crude, 
undeveloped and probably not very ex· 
citing. 

Effect ive aid 
Users who reach that stage will al­

ready have spent some hours using the 
program, critic ising the very sketchy 
instruction booklet and sorting-out one 
menu from another. Hurg is a very 
effective tool for producing games but it 
is not as simple to use as the publ icity 
suggests. It seems likely that people 
who have the time and patience to learn 
to use it will also be those who have the 
time and patience to use mach ine code. 

Neverthel ess, even to people who can 
use machine code it would be useful for 
trying ideas. If Melbourne House were 
to produce a better instruc t ion manual, 
preferab ly with a deta iled breakdown of 
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how one of the pre-recorded games was 
created, rogether with diagrams, Hurg 
would be unbeatable value. 

Hurg allows users to produce any 
arcade game for the Spectrum. The 
Quill by Gilsoft enables users ro pro­
duce any text-only adventure. Gilsoft 
also allows users to market games pro­
duced in that way and a number of 
games already on the market were writ· 
ten using it. 

As with Hurg, T he Quill very quick· 
ly makes it clear that the user cannot 
expect something for noth ing. An ad· 
venture contains a large number ofloca· 
tion descriptions. Each of those must be 
typed into the computer. An adventure 
has a large vocabulary and each word to 
be underst0od must be entered. Most 
important, everything which the adven­
rnrer asks the computer to do must 
provoke some response and each of 
those responses must be entered . 

The manual explains in detail how to 
create a very simple adventure, which 
involves exploring a house, opening a 
safe, removing a jewel and taking it to 
the correct part of the house. That is a 
very short adventure, with very few 
locat ions and very limited vocabulary, 

Ten options 
To create your own adventure of that 

size, using The Quill would take some 
five hours' work. The sheer volume of 
information to be entered means that, 
even when the user knows exactly what 

to enter , and has already debugged it; .an 
adventure of that size would take 
around an hour ·and ·a·half to enter, 
longer for inexperienced typists. 

Ten options in the main menu are 
those used to create the main body of 
the adventure. The vocabulary table 

must conta in every word which the 
program will be expected to under · 
stand. Adventurers who have been puz­
zled when a location description in an 
adventure contains words which the 
computer does not understand will see 
that the reason is that the location table 
is different from the vocabulary tab le. 
Each word in the vocabulary is given a 
number. Synonyms, such as UP, U and 
ASCEND, are all given the same num­
ber, so that they will all be treated in the 
same way by the computer, 

Provo k e respons es 
The words with the lowest numeric 

values in the vocabulary table are treat­
ed by the program as directions, so that 
they provoke the response "I can't go in 
that direct ion" if they cannot be used in 
a location . Words with higher numeric 
values provoke the response "I can't" 
when used at the wrong time. 

The object table is separate from the 
vocabulary table . It must include every 
object to be used, e.g., sword, food, 
light. Object zero will always be treated 
by the program as a source of light, a 
wrch for example, which will illumi­
nate dark places. Some objects which 
seem the same must be listed separately . 
The open safe and the closed safe are 
treated by the computer as two different 
things, as are the torch and the lighted 
torch. 

Once objects have been entered, the 
text for each location should be entered. 
Locations, like objects and vocabulary, 
are all given numbers . Objects can then 
be given a start location, which tells the 
computer in which room to place them. 
Some objects, such as the lighted torch, 
do nor have a start location and must be 
defined as not created . 

Draw a map 
When creating an adventure it is best 

to begin with a map, which will serve as 
a reminder of where everything is . It is 
also useful to write on paper exactly 
what has been typed into the database. 
In that way, if the spanner is to begin 
life in the living room it is not necessary 
to refer to different tables to find that 
the spanner is object one and rhe living 
room location 20. 

The Quill is an excellent program 
which enables patient users to produce 
thought-provoking, professiona l adven­
tures. It also provides valuable insights 
into how adventure games are put 
together. By using the program for a 
few hours it is possible to learn a good 
deal about how adventures are created 
and how they can be solved. 
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MAIL ORDER PROTECTION SCHEME 

Advertisements in this magazine are requi red to conform to 
the British Code of Advertising Practice. In respect of mail 
orde r advert isements where money is sought in advance of 
the despatch of goods the Code requires the advertiser to 
despatch goods with in 28 days, unless a longer period is 
stated. Whe re goods are returned to an advertiser, unda · 
maged, within 7 days, the purchaser"s money must be 
refunded . plus the cost of returning the goods. The reader 
should retain evidence of despatch. 
If you order goods from mail orde r advert isements in this 
magazine and pay in advance of delivery you will be 
considered for compensation under the Scheme if the 
advertiser becomes insolvent or ceases to trade provided 
that: 

la) you have not received the goods , or a refund in 
respect ot returning same, AND: 

(bi you write to the Advertisement Manager of th is 
magazine, stating the facts, not earlier than 28 days from 
the date of the order and NOT LATER THAN THREE 
MONTHS from the date on which the advertisement ap­
peared. 
THE SCHEME ONLY COVERS ADVANCE PAYMENT SENT 
IN DIRECT RESPONSE TO AN ADVERTISEMENT IN THIS 
MAGAZINE. IT DOES NOT COVER, -

(a) Classified advertising; 
(b) payment made in response to catalogues . brochures, 

etc. received as a result of respond ing to such adver­
tisements; 

(cl advertise rs offering services as opposed to goods , 
(di cla ims where payment is made with Acc ess or 

Barclaycard and where the cost of th e goods is ove r 
£30. In this case claims should be made to the Credit 
Card Company concerned. 

Full details of the Scheme are ava ilab le by sending a 
stamped and addressed envelope to Mail Order Protect ion 
Scheme, Periodical Publishers Association, Imperial 
Hous e, Kingsway, London WC28 SUN. 
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If it takes decisions 
then it is programming 
This month David Janda 
explains how your com­
pute r can compare in· 
formation and make a 
decision based on its 
findings. 

W HAT IS a programming Ian· 
guage? Or to put it a better 
way, what qualifies as a pro· 

gramm ing language? The answer is the 
ability to program tests and act on 
them. That is the fundamental power 
behind all programming languages and 
it enables us to program computers to 
take different courses of action. 

For a better idea, you should look at a 
Basic program in two ways - first its 
physical layout and then its logical one. 
Program one asks the user to enter two 
numbers which are then added, sub­
tracted and multiplied by each other 
and the results are printed . 

Note that there are no decisions in 
the program and the logical flow of 
control is from the top to the bottom. 
That means that type of program is not 
very flexible. You can perform only set 
operations on data such as our two 
numbers . 

Control constructs 

Program two, on the other hand, is 
different. We have introduced lhe IF 
condition(s) THEN action construct, so 
we can start to test the data entered and 
then perform operations exceptional to 
the test. Two important things should 
be noted. First, the program logic is still 
sequential, from top to bonom. Second, 
the action part of the IF is limited so it 
is best to make good use of it. 

The third examp le shows how best 
the IF .. THEN . . construct can be used. 
Instead of using it to make a decision on 
some set of data and 1hen perform one 
action, using GOSUB and GOTO after 
the THEN means that you can jump 
conditionally to another part of the 
program where a group of actions can 
be executed. That group of actions 
could even include more conditional 
jumps. 

The Sinclair machiaes do not offer 
many control constructs; we have the 
bare essentials. It should be noted that 
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although other Basics, such as BBC 
Basic, offer more structured and flexible 
control constructs, it is possible to emu ­
late many of them in Sinclair Basic. 

For the ZX-81, the IF statement 
takes the form of!F condition(s) THEN 
action . So far as branching is concerned, 
GOTO and GOSUB are provided as a 
means of passing control to other parts 
ofa program. A third method of passing 
control is provided in the form ofUSR. 
That is very similar in operation to 
GOSUB, insofar as it passes control to a 
machine code program and, after the 
program is finished, control is then 
passed to the next line of Basic. 

USR can be used to return a value to 
the Basic program. That is achieved by 
calling a machine code program with: 

LET A=USR n 
where A is a numeric variable and n is 

Diagra m t. 

the address of the machine code pro­
gram. After the machine code is fin· 
ished and cont rol is returned to Basic, 
the variable will contain the value of the 
register pair BC on return from the 
machine code program . 

That may not seem to be of much use 
at first but if you have a super-fast 
random number routine in machine 
code you can load BC with the number 
and, on return to Basic, your selected 
variable will hold the number. 

Mach in e code 

That applies to the Spectrum with 
these differences. First, because multi· 
pie statement lines are allowed for on 
the Spectrum, it is possible to have 
more than one action after the THEN 
statemem . That is useful if you wish to 
do two things and it can save some 
space. Second, do not be confused with 
the USR function on the Spectrum; it 
has two purposes-first to call a ma­
chine code program and second in de­
fining user-definable graphics. 

So what exactly is a condition and 
what has it to do with decisions? First, 
it is best to look at the whole structure 
of the IF .. THEN .. ELSE construct. 
When the program reaches a line such 
as IF A=B THEN . .. it performs tests 
to see if A equals B. If A does not equal 
B, the rest of the line is ignored com­
pletely and the program drops to the 
next line. T hat applies to Spectrum 
owners who have a number of state­
ments after IFs. This example explains 
things a little : 
10 LETA = ! 
20 IF A=2 THEN PRJNT A: 

PRINT"OK" 
30 PRINT "THE NEXT LINE" 

When run the test will nm be true so 
that A will not be printed, neither will 
'OK'. Program control will pass to the 
next line in the program. Diagram one 
shows a flowchart for the ZX -8 l and 
Spectrum IF; notice that the only differ­
ence is that the flowchart indicates that 
the Spectrum can have more than one 
statement after the IF. 

The conditions in an IF''Statement are 
a little more complex. In a cond ition the 
computer is not looking to see if A* 1 O 
= l or if "B ILL "<> "John"; what it 
is doing is performing a compar ison test 
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Program. 1. 

10 Qlt SIOU U:NTat. Hl:OOJI .. .. 
:l'OJ'fUNT "IINU:lt .. _Klt" 
301~,,. 
4 1),.ltJNT •lNTlltA U COtlD-Hlt" 

60Hl:INT A l "•" l l 1°• 0 1A•I 
70~1NTA1" - 'lll"•"IA•I 
.0 ,.IUNT A l "><" ll!"•"I A• I 
.OSlOP' 

which can yield one of two results, true 
or false. Or, to put it more accurately, 
'l' or 'O'. 

That applies not only for simple tests 
such as A- B but also for more complex 
ones such as IF A=B AND C=D 
THEN ... Again, even though there are 
two tests, the re is only one result. 

For those who have never suffered 
Boolean algebra and truth tables I must 
tell you that a little understanding of the 
subject is necessary. 

Computers are very logical, so when 
a comparison is made, there is only one 
result, true or false. In other words it is 
either equal to something or it is not; it 
is either less than something or it is not, 
and so on. There are no halfway houses. 

If we take that point and say that 
true= 1 and false=O we can draw a 
truth table: 

Condition Condition 

b I g~ I ~ 
'Once you have digested the foregoing 

cohsider what happens when you have a 
condition with a logical operator­
AND, OR, NOT-in it. Let us assume 
we have four variables A, B, C, D. 
A= l, B= l, C z 2 and D=3, so look at 
the test; IF A=B AND C=D THEN. 
First the test on A and B is performed 
and they are equal so the result is true, 
or I. 

Next the test on C and D is per­
formed and the results are not equal so 

P ro gra m 2. 

10 IN!" S l!:IKIIIENTAI.. J'ttOOIIA" 1111 N OlCI8 10tl S 
2'Cl ~ IMT " l Nfl lll,- lltST-1£111:" :to,_,.,,,. 
: ::: ;I NTllt SliiCOND -. u • 
60 ll'A• I THl!:NHU<T •t ...- - l Elt l Mtli:ll~AL' 
70 I f' "'<9 fNIIIN Hl: INT Al• 18 SMALLl:lt fMA#f "1 9 : ;~;)I fNl'!'t J'IIIIH T Al" I S L ... lt(M!lt THAN "1 8 

the result is 0. Looking at both tests, we 
have 1 AND O; the condition is then 
false because AND requires both tests 
to be true. If everything is true, THEN 
can be executed, so: 
IF false AND false THEN false 
IF false AND true THEN false 

IF true AND false THEN false 
IF true AND true THEN true. 

Program 3. 
101tl"DICl 9 10N9AND91t......CMIHCII 
20 Lil l lt• I Nf<IIIM0.1001 
30L llff •O 
•O J'lt lHf"I HA\1£lNOoJG N1~A-N:.lt 0 

SO J'ltlH T "UN IIClt 100" 
60HIIMf"l lt'J10 GUl!:l$ MYHUf! Hlt " 

ltO 005U8 200 
f'O l ,-O•RTHl!:NOOT0300 

100 1,- O<lt TMIEN GO$V8 400 
110 l l'O)lt THl"NOOIU.500 

l f' f' ltl "" """" LIN& 10 
200 11:1" %)(•81 lttCLID I: 9CltOI.L ttt"fllt 
210Ll;TT• T•I 
220 J'lt lNT " l NTllt 'l'Ol,Jlt OU&SS 0 

2:JOINJ'VlO 
2401t C TVM,1 

300,.ltlNT "WILL DON€ , " 
305 ,. ltlNT · -8S "ITII" l l ltlOMf• 
3Hl "" INf '"Y -Hlt11 A8 "10 

3 " MM l'lt OII LUC 100 
400 " 11:!Nf .... ., -lllt I9 I IGO IElt Tl'IIIH " 10 

4 " ~" " """"L IN l!: 11 0 
:ioo ~ll<T ...... NUl'IHlt 18 &NILL l"lt TMAH ·,o 

You should be able to see that the 
third test is the same as the example. 

Finally, remember that tests can be 
made on any data using the operators 
available on the Sinclair machines. 
Multiple tests are possible using AND, 
OR and NOT as well as the operators, 
so it is possible to test for many condi· 
tions in only one line, after some prac­
tice. 

EACH MONTH from now, Sinclair Programs will publish a list of computer courses of interest to readers. Courses with 
priority in this section will be those aimed specifically at Spectrum, ZX-81, ZX-80 or QL users, courses in Basic, Z-80 
machine code or Forth, and general introductions to computing. 

If you run such a course please write to us with full details at 196-200 Balls Pond Road, London N 1 4AQ. Details should 
include the name and duration of the course, where and when it will take place, price, any qualifications needed to begin the 
course, and the extent of access for the disabled. 

Aylesbu ry Co mpute r Club , c/o 12 Long Plough, Aston 
Clinton, Aylesbury, Bucks holds Basic and Z-80 workshops at 
many of its weekly meetings at Quarrendon School, Aylesbury 
on Friday evenings, beginning at 7 .30pm. 

Gra nge Adul t Educa tio n Ce ntre, Aylesbury, tel: 0296-
27342 and the Quarrendon Adult Education Centre, Ayles· 
bury, tel: 0296-28551, both run five- and 10-week evening 
courses on introductory Basic programming and advanced 
Basic programming. The courses cost approximately £7 .50 for 
five weeks and £15 for 10 weeks. 

T he Pret tygat e 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 is of 12 hours and forms an 
introduct ion 10 Basic programming. Fees are 85 pence per 
hour; pensioners and under 18s pay half-price and those in 
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receipt of benefit pay 21 pence per hour. 

MSS Services Ltd~ PO Box 31, Worthing, West Sussex, tel: 
0903·34755 runs a number of computer courses, many of 
which are aimed at members of specific professions. Program­
ming in Basic will run from June 4-6 and will cost £275 plus 
VAT plus £15 registration fee. Microcomputers - Crash 
Course will be held on June 11 and will cost £130 plus VAT 
plus £15 registration fee. Programming in Basic is from June 
18-21 and will cost £320 plus VAT plus £15 registration fee. 

City of London P olytechnic, Short Course Unit, 84 Moor­
gate, London EC2M 6SQ, tel: 01-283 1030 will be running 
An Introduction to 6502 assembly language programming on 
June 6 from 6-8.30pm. At the end of the evening, students 
should be able to write machine language programs, programs 
which may stand on their own or perform utilities catled from 
programs in Basic. The cost is £35. 
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• 

• 

~ E~~ SC=0 
3 PRINT " FAST CF) OR SLOW (S ) 

C.RME '>" 
4 INPUT XS 
5 DIM 0$(4,6) 

~ tH g:gl :::~ ~ t r: 
~ tH 81 l~l :::~ ~ ~ i:: 

10 LET LEV=0 
11 LET .J.J•20 
12 LET f•l 
20 LET LEV•LEV+l 
22 FRST 
23 LET Y•ll 
24 CLS 

100 FOR I•7 TO 21 
110 PAINT RT L 0 i ... m 2MQ¥ i .. 
130 PRINT FIT 0, 9; "*>~libil:llW#llilllii-llililii:l#iii@f 

16 
170 

STEP 
160 
190 
200 
20 5 
210 

EP 1 

OR H= 
FOR .J•21 
-1 
PAINT AT 
NEXT .J 
NEXT H 
FOR H=5 TO 25 
FOR .J:7 TO INT CAND• 6l+6 ST 

220 PAINT AT .J,H; "lll" 
i!30 NEXT .J 
i240 NEXT H 
250 LET K•INT (RN0•2J+1 
260 IF Kcl THEN LET Nz10 
27 0 IF K•2 THEN LET N•lCS 
260 PRINT RT N,31;"1!1" 
290 LET Xzl 
310 FOR A=l TO 10+LEV+LEV 
320 PRINT AT INT (RNDi13+7 ) ,IN T 
<RNDU6) +7; "ll" 
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TRAVEL through the cave 
avoiding the stalactites and sta­
lagmites and docking for fuel 

when necessary. You have to reach the 
exit sign to get to the next level. Oc­
casionally you will be subject to an 
attack but if you surviv e you can contin· 
ue your journey. Your fuel, which 
will be high, medium, low or almost 
empty, is displayed on-screen at all 
times. If you choose to play a faster 
game your score will not be shown 
alLhC\ugh it will be given at the end of 
the game . Use "Q" to move up and "S" 
to move down. 

Cave Flight was written for the I 6K 
ZX-81 by Paul Metcalfe of Hindhead, 
Surrey. 

330 NEXT A 
340 PAINT AT 11, 14; "0" 
390 SLOW 
400 PAINT AT Y,X;" . XII" 

l~g i~I~IE~T(~-~~
3

i6398+256fPEE 
K 1639\ll=CODE "i" THEN C.OTO 1000 

407 IF INKEYS="Q" Offl NKEYS="S" 
THEN PRINT AT Y ,X ;" " 
410 IF INKEYS="Q" TH N LET Y=Y-

1 
415 IF INKEYS="Q" Oll.J. NKEYS="S" 
I~~NI~AI~~E~LXs~ ; ~ ~ .. LET v.v. 

1 

*~~NI~Rm~E~r~~;; 9W !'!KEYS="S" 
430 LET X=X+l 
440 IF X>28 THEN GOTO .J.J 
450 IF XS="S" THEN PRINT AT 0,0 

;"SCO RE=";SC 
460 LET SC=SC+l 
4. 70 PRINT AT 3, 20 ; "FU EL "; DS (Fl 
4.77 IF F>4.27 THEN PRINT AT 6 , 6 

;"OUT OF FUEL" 
476 IF F>4,27 THEN C.OTO 1040 
4.80 LET F=F+.04. 
510 IF F >2 .8 THEN PAINT AT 5,0; 

"WAANINC.:FUEL LOW" 
540 IF Y:11 RNO X=l2 THEN C.OTO 

2000 
545 
550 
600 

1000 
1009 
1010 
1020 
1025 
1030 
1040 
1050 
1055 
106(:1 
1070 
1060 
1090 
1100 

LET N=INT (RND•20 ) 
IF N:9 THEN GOTO 5000 
C.OTO 400 
PRINT AT Y, X; .. _ .. 

~2~Nf=Af8v;1 ~fl& .. 
PRINT AT Y,X;CHAS I 
PRINT AT Y,X+l;CHR S 
NEXT I 
FOR U=Y TO 19 
PAINT AT U,X; "ill" 
PAINT RT U-1, X; ... .. 
PAINT RT U+l , X; " V" 
NEXT U 
FOR T=0 TO 5 

~~m+ ~+ ~i=+J;-1i:11 .. 
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1110 NEXT T 
1120 FOR T=0 TO 5 
1130 PRINT AT 21- T , X-T · ... .. 
11 40 PRINT AT 21-T , X; "i " 
1150 Nl::XT T 
1160 FOR G=l TO 10 
1170 PRINT !'IT 15,2+G ; "ll!I B~" 
1177 PRINT AT 15,2+G; "~ " 
1178 MEXT G 
1180 FOR L=l TO 20 
1190 MEXT L 
1e!00 CLS 
1210 PRINT ,,,,,,,," IAM l'IFFRl'IID 
THAT YOU HAVE J VST" 
1220 PRINT "BEEN HEATED l'IND RIGH 
T NOIJ BEING" 
1230 PAINT "EATEN BY THE LURGY K 
ING . " 
1240 PRINT " ALL 15 NOT LOST THOU 
GH BECAUSE" 
1250 PRINT "YOU OID JUST MANAGE 
TO SCORE " ; SC 
1255 PRINT " AND GET TO LEVEL ";L 
EV 
1260 PRINT 
12 70 PRINT " I SUPPOSE YOU WOULD 
LIKE ANOTHER" 
1280 PRINT "GO . YES CY) NO (N) " 
1290 INPUT AS 
1300 IF AS="Y" THEN RUN 
1310 STOP 
2000 LET F=l 
2010 P,RINT AT 5 ,0;" 

2020 PRINT AT 5,0; "0-IIIIUiiNlilllllli3i.lill 
2030 GOTO 400 
5001 LET C=19 
5002 LET D=2 
5003 PRINT AT 5 ,~; "l.ml$4Eiil#til 
5005 FOR T= l TO 5+INT CRND<5)+1 
5010 PRINT AT C,D ; ""'"' 
5020 PRINT AT C,D;" . " 
5030 IF C>Y THEN LET C=C-1 
5040 IF C<Y THEN LET C=C+l 
5050 IF O<X THEN LET D=D+l 

5050 
5056 
90 
5070 
:!077 

IF D>X THEN LET D=D-1 
IF C =Y AND D=X THEN GOTO 50 

NEXT T 
PRINT AT 5,0 ;" SAVED .. • . 

5080 GOTO 400 
5090 LET BS="····• •.•... !AH AFFR 
RID THAT YOU HAVE BEEN GOT BY TH 
E LURGY AND ALL !S DOOMED . SORRY 

BUT YOUR DEAD • . .• " 
5100 FOR Z=l TO 72 
5110 PRINT AT 4 ,l; BS CZ TO Z +29 l 
5120 NEXT Z 
5130 FOR Z=l TO 30 
5140 NEXT Z 
5150 GOTO 1000 

DILP'D5T U SING the "d" key you have to 
drop mail sacks on to North 
Sea oil rigs from a helicopter. 

There are 20 sacks to be dropped and 
each must land in the centre of the rig to 
count as a delivery. Oil Post was writ· 
ten for the 16K Spectrum by Robert 
Beiley of Billericay, Essex. 
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l BORDER 2: PAPER :S; BRIG HT 1 
CLS 

2 PRINT AT 4, 4; INK 2; FLASH 
1; BRIBHT l; .. O l L PO 5 T .. 

3 PRINT AT 6,::5; INK 2; FLASH 
l; BR IGHT l : "BY ROBERT BEILEY., 

4 PRINT AT 8,4; INK 2J BRIGH 
T l;"YOU ARE A HELICOPTER PILOT 

FLY ING OVER THE NORTH SEA 
YOUR JOB JS TO DROP MAI LBA G 
ON THE OIL RIGS" 

!5 PRINT AT 14.4; INK 6 1 "USE 
'd · TO DROP THE BAGS" 

6 PRINT AT 16,5; INK 4; "PRES 
S ANY KEY TO STARP : PAUSE O 

7 CLS 
10 FOR A•O TD 39 : READ B : POKE 
USR "A"+A,B: NEXT A 
20 DATA 0 , 0,0 ,1 26 , 2 4,6 3,63 ,6 3 , 

o,0 ,248,96, 120,2S2,2ss,24q 
25 DATA 63,63,1 ,1,1,1 !5,1:5,0,24 

9,2:54, 192, 192, 192,248,248,0 
30 DATA 0 ,60,2 4,60 ,12 2, 122,6 0 , 

70 LET h • O : LET .a• O 
eo IF L• O THEN GO TO 500 
8!5 PRINT AT 0 , 0; " 

90 PRINT AT h , .a; tNK 11 "fil!." 

110 PRINT AT h+t, •; INK 1;"'£Q." 

120 BEEP 0 . 0!5 ,1 '!! 
130 LET • •• +1 
150 IF ••30 THEN LET •• O 
160 FOR z • O TO 10: NEXT :t 
170 IF H.iKEYS" () "d" THEN GO 
TO 8!5 
190 LET L • L-1: FOR f • 2 TO 14 : B 

EEP 0.02 1 0 1 PRINT AT f , •I INK 6 
;".5." 

19!5 FOR x•O TO !51 NE>CT x 
210 PRINT AT f,a;" " : NEXT f 

220 IF • • 4 THEN LET SC•SC+ 1 
223 IF A•l 4 THEN LET SC• SC+l 

227 IF A•2 4 THEN LET SC•SC+ t 

230 PRINT AT f ,a;" ••: GO TO 80 

:500 ,BEEP 1, -91 BEEP • 1, 9 
!510 PRINT "YOU HAVE SUCCESSFULL 

Y DROPPED "1SC1" SACKS" 
520 STOP 
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HIRE SPECTRUM 
SOFTWARE 

CHOOSE FROM OUR VAST RANGE 
FREE 26 page CATALOGUE With l ull delallsol ourranoe ot over 280 
differenl programs fo r the ZX SPECTRUM . All hirOO w rth the consent of 
the publ ishers. Whether you prefer to ZAP aliens, get los1 in an 
ADVENTURE game , EDUCATE you r cn 1ldren. CALCU LATE the fam ily 
finances or COMPILEmach!necode programs we HAVE THE RIGHT 

TAPES FOR YOU TO HIRE . 
FAST SERVICE 

We SIO<:k up to 60 manufaclurers ' origina l cop ies ol each tape fover 
3000 tape s ,n st ock), and can normally despatch your tapes the day we 

re,cen,,e your order, and we always use hrst class po,&1. 
LOWEST PRICES 

We beheve our pnces are lhe lowest ol any lib rary. yet we oller th e 
LARGEST range of lil ies . Hire up to 3 taoesat a lime . for 2 wee ks, lo r 

only Ct.07 eaocn (1nc. VAT & p&p) . 
FREE TAPE HIRE 

FIX a llm,ted period , wewdl send yourhrsl tape (your cho,ce) FREE, so 
,oin our lib rary now. You can't afford NOT tot II you've tned anothe r 
ib rary and are wary ol oor c taims send a stamp and we'll gladty send 
yo,u a copy o1 our catalogue ·we' re confiden t yoo"II jo1nwhen you see 1t' 

-----------------------------------

I endosecheQuelor C6.00 for LIFE MEMBERSHIP and I unclers1and !hat 
m, lil'$1 tape hire will be FREE. If, wllhm 26 ci.i.v,, I'm not del ighled with your 
seMCe you11 refund my membership fee . 

Nam•- ------ -- ------ -
Address _ _____________ _ 

----------------------------------:!, 

SOUND 
BOOSTER 
FOR SPECTRUM 

CONTACT YOUR LOCAL DEALER OR 
ORDER DIRECT 

SEND CHEQUE!P.O. TO ADDRESS SHOWN 

VAT AND P&P INCLUDED IN PRICE 

SINCLAIR PROGRMiS Jum: 1984 

1 Xp s wi Ch T, 
2 Li Vltt'POO l 

U O L F A Pt s 

s 
& 

For use on 
48K 

SPECTRUM 
3 Nott s 'f"~~~,,,;,,,,,;~=t=::!::::=""==""'j""1 g ;:5~:::· 
7 Laicast e Notts, 
9 I.lo lva s 
10 Tot tenh 
11 sunder\ 
12 D.P,R, 
13 l.l•t ford 
14 l!vertoti 
18 NorwJ. eh 
16 cov•ntr 
1" As ton \.. 
18 H•n, Uni 
19 Luto n 1' 
2 0 1.1,B, R. 
21 Rrsc.na l 
2 ~ Stole C: 

D•l9lit-h 
Liv e rpool 

.. 6 •inuta s 
l!VIH'tOn 1 

: :!~":.~ Be a top tactician and 
• ~sc:.,c:=~CUIWII watch your team play in 
• :.=.:,ll'sUII the sa fety of your home! 

• :::'ta1111anorwtson-·~ Also form any league of 
• SMseasonioduuull)( £6_

50 
22 teams and pick 

(Inc. p ,&p.l your own players! 
Order dir e ct from -----...-----------

CROSS SOFTWARE(P), 
36 La ngford Crescent, 

met , Herts, EN4 9EH 

Also uailablefrom selec ted stor e, 
in the Lo ndon a rea Uncludln9 
Virgin Meg H tor •, Oxtord Str Ht) 

BRING THE SOUNDS OF 
YOUR GAMES TO EXCITING 
LIFE FOR JUST £14.99 

UNCL. VAT & P&P) 

• PLUG IN ANO USE- NO INTERNAL CONNECTIONS 

• NO BATIERIES NEEDED 

• GOOD, CLEAR SOUND 

• OUTPUT CONTROL 

• LOAD/SAVE FACILITY BUILT IN 

• FULLY GUARANTEED 

ZEAL MARKETING LIMITED 
VANGUARD TRADING ESTATE 
STDRFDRTH LANE 
CHESTERFIELD S40 2TZ 
TE L:02 46 - 208555 TELEX: 54 7697 
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EAATH 
[]EFEflCE 
PRE VENT the fast·working aliens 

from building 250 bases in the 
sky by hitting them with your 

missile. Each missile is released auto· 
matically but needs to be guided imo 
the aliens using keys "5" and "8". Ten 
bases are destroyed for each alien hit. 

Earth Defence was written for the 
16K Spectrum by Marc Fanciullacci of 
lckenham, Middlesex. 

1 CLS : PRINT AT 0,7;"EARTH 
DEFENCE"; AT 5,0;"YDU MUST STOP 
THE ALIANS FROM MAKING 250 BASES 
.WHEN YOU HIT AN ALIAN YOU WILL 
DESTROY 10 BASES."; AT 10,0; "TO 
CONTROLL MISSILE 5-LEFT 8-RIGHT. 
"; AT 20 , 12;"GOOD LUCK PRESS ANY 

38 

KEY TO PLAY" 
2 PAUSE 0: CLS 
3 FOR f=O TD 7: READ a : POKE 

USR "a"+f, VAL (" BIN "+ STR$ a 
): NEXT f: FOR f=O TO 7 : READ a: 
POKE USR "b "+f, VAL (" BIN "+ 

STR$ a): NEXT f 
4 FOR f=O TO 7 : READ a: POKE 

USR "c: "+f, VAL (" BIN "+ STR$ a 
): NEXT f: FOR f=O TO 7: READ a: 

POKE USR "d"+f, VAL(" BIN"+ 
STR$ a): NEXT f: FOR f=O TD 7 : R 
EAD a: POKE USR "e"+f , VAL (" B 
IN" + STR$ a): NEXT f 

5 BORDER 0 : PAPER 0: INK 6: P 
RINT AT 0 , 9;"EARTH DEFENCE" 

10 LET sc=O 
11 LET p=O 
12 LET x=20 : LET y=l4 
14 LET a=19: LET b=15 
20 LET q= 

T w=2 
23 PRINT 

25 PRINT 
28 PRINT 

INT ( RND * 32) - 1: LE 

AT 0,23;"BASES ";p 

AT w,q; INK 2 ; "1:L' 
AT O, O;"SCORE ";sc 

30 PRINT AT 1, O; INK O;" (32*i 
~" 

32 IF b=O THEN LET p=p-3 
34 LET p=p+l 
35 PRINT AT x ,y; INK 4; "BCD" 

36 PRINT AT a+l,b-1;" "· PR 
INT AT .a , b; INK 5· "E" ' -38 IF b=l THEN LET b=2 

40 LET a=a-1 
42 BEEP 0.002,a 
45 IF a=O THEN GO TD 220 
48 IF b =30 THEN LET b =29 
50 IF INKEY$ ="5" THEN LET b 

=b-1 
52 IF INKEY$ ="8" THEN LET b 

=b+l 
60 IF p::::250 THEN GO TO 250 

200 GO TD 20 
220 LET a=20: LET b=15 : LET sc= 

sc+lO 
225 BEEP 0.005,10: BEEP 0.005,1 

1: LET p=p-15 
230 GO TO 20 
250 PRINT AT 10,0;"YOU COULD N 

OT SAVE EARTH" 
254 BEEP 0 . 5 ,1: BEEP 0.5,6: BEE 

P 0.5, 4: BEEP 0 .5,2: BEEP 0 .5, 0 : 

260 GO TD 1 
300 DATA 10000001,11 0000 11,011 0 

0 110,00 111100,0011110 0,000 1100 0, 
00011000,0001 1000 

310 DATA 00000001,00000011,oooo 
0111,00001111,00011111,00111111, 
01111111,11111111 

320 DATA 11100111,11100111,1111 
1111,11000011,11000011,11000011, 
11111111, 11111111 
330 DATA 10000000,110 00000,1110 

oooo,11110000,11111000,11111100, 
11111110,11111111 

340 DATA 00011000,000 11000 ,0011 
1100,01100110,11100111,00100100, 
00111100,00011000 
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71', ~ ~---- -
ff'}.- T HERE ARE two tests from 

which to choose tn Geography 
Test wmtcn for the 16K Spec­

trum by A Laurilla rd of Pillaston, 
Cornwall. 1f you choose the first test a 
coun try will be named and you have to 
give the capital city of that country. In 
the second test a city is named and you 
have to state its country. At the end of 
the test you will be t0ld how many 

liEOfiRflpHY lfsl quest ions were answered correctly and 
the number of questions answered in­
correctly. 

4 LET GO .. O 
5 LET AS-•"" 
6 LET S•O 
7 LET R•O 
8 LET C•O 
9 INPUT "Ple ,ne ENTER 'C aps L 

ock' Mode ! ";:::f 
10 CLS : PRINT "WOULD YOU LIKE 

. '" CU THE FJ 
RST TEST OR C2)T HE SE 
COND TEST ": INPUT A 

5 

15 IF A• l THEN GO TO 100 
20 IF A•2 THEN GO TO 5000 
30 BEEP . 1,1 : INPUT A: GO TO I 

100 CLS : PRINT " A COUNTRY WILL 
BE NAMED ANO THENYOU WILL HAVE 

TO GIVE ITS CAPITAL CITY • 
": PAUSE 300 

102 PRINT '' "HOW TO ENTER YOUR 

~~~w~:s YOUR AN~CiR 9 ~EneR e~ .... ~ 
ETTER AND WHEN THE WORD IS C 
OMPLETE PRESS . 1 • • " 
: F'AUSE 200 : PRINT "IF YOU MAKE 
A MISTAKE PRESS ·o· TO DELETE • 
.. : F'AUSE 300 

11 0 PRINT ••"YOUR SCORE WILL B 
E GIVEN WHEN THE TEST 15 COMPL 
ETED • " : PAUSE 200 : PRINT • • FLA 
SH 1 ; "GOOD LUCK" 

120 PAUSE 0 : PAUSE O 
130 CLS 
200 REM TYPE ROUT l NE 
201 LET LS"'"COUNTRr : LET PS • .. C 

APITAL" 
205 FOR Z•O TO 36 
2 10 READ 0$ 1 C$ 
219 PRINT AT 2 , 0;"THE "; L S;" l 

S " t Of ; " . " 
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220 PRINT AT 4 ,0; "THE ";P:f;" l 
S "; INVERSE 1;A$ ; FLASH t; INK 
6 ; PAPER 1;">"; INK 7; PAPER 7j 
FLASH O;" 

221 IF IN KEY S <) "" THEN 60 
TO 221 

222 IF tNKEYS .e "" THE N GD TO 
222 

227 IF INKEYS .. .. 1" THEN GO TO 
500 
228 I F INKEY:t: • .. 0" THEN LET A 

S • .... : LET IS•'"" : GO TO 230 
229 LET AS•AS+ lNKEY:f: 
230 BEEP . 0 1, 30 : GO TO 220 
500 REM CHECK 
:510 IF AS•CS THEN CLS : LET S• 

S+l : F'RI NT "6000,NE XT ONE . " : LET 
AS• "": PAUSE 100: CLS : NE XT Z 
'!51'!5 IF Z• lOO THEN GO TO '!530 
520 PRINT "0 NO, THAT WAS WRONG • 

IT WAS ";Ct:;".": LET 
R•R+l : FOR F• O TO 200 : NE XT F : 

LET A$•""'": PAUSE 200 : CLS : NEXT 
z 
:530 CLS : PRINT " YOU HAVE OBTAI 

NED THE AMAZING TOTAL OF ";S;" 
QUESTIONS RIGHT I": PAUSE 100 : 

PRINT . '"BUT "; R;" WRONG.' "•••''• 
•"•"'ANY KEY TO PLAY AGAIN ! .. : PA 

USE 0: PAUSE 0 : RUN 
:5000 CLS : PRINT "A CITY WIL L BE 

NAMED AND THEN YOU WILL HAVE, 
TO GIVE ITS COUNTRY ! " : PA 
USE 300 ' 
5002 LET LS • "CITY" : LET F'S•"COUN 
TRY'" 
:50 I O PR I NT ' • "HOW TO ENTER YOUR 
ANSWERS 

"'•·"'TYPE IN YOUR AN 

SWER LETTER BY LETTER AND WHEN 
THE WORD IS COMPLETE PRESS 

O l' . ••: PAUSE 200: P 
RINT "IF YOU MAKE A MISTAKE PRES 
S • 0 • TO DELETE • "" : PAUSE 300 
5020 PRINT •''"YOUR SCORE WILL B 
E GIVEN WHEN THE TEST IS COMPL 
ETED • "": PAUSE 200 : PRINT • · FLA 
SH 1; " GOOD L UCK" 
5030 PAUSE 0: PAUSE 0 : CLS 
~040 FOR Z• O TO 36: READ C'f,OS 

50:50 GO TO 219 
99q9 STOP 
9000 DATA "'ENGLAND", "LONDON", ""FR 
ANCE" 1 "PARIS", 0 'SPAIN .. , .. MADRID", .. 
ITALY", .. ROME", " CHINA", "PE K ING", " 
Ai'IERICA", "WASHINGTON DC .. , " ARGENT 
INA", "BUENOS AIRES .. , "USSR .. , "MOSC 
OW", "BRAZIL", "BRAZ ILIA "', 0 'MOROCCO 
"","CASABLANCA", "TUR KEY " 1 .. ISTANBU 
L", 0 'LEBANON", "BEIRUT", "GREECE '"• 

~'ATHENS "', "BELGUIM", "BRUSSELS" 
9001 DATA " TUNISIA", "T UNIS" ,"FIN 
LAND", "HELSINKI", '"NORWAY'", .. OSLO" 
1 "RUMANl A" , " BUCHAREST " , "HUNGARY"' 
, "BUDAPEST"", ""SWITZERLAND", "BERN" 
, "SOUTHERN IRELAND •' , "DUBLIN", " IC 
ELAND", "REYKJAVIK", ""DENMARK"", "CO 
PENHAGEN" , '"CZECHOSLOVAKIA ••, " PRAG 
UE ", "EYGPT", "CAIRO", "'PORTUGAL", 
"LISBON", "YUGOSLAVIA", "BELGRADE" 
9002 DATA ·•INDIA", "DELI-II", '"THAIL 
ANo··, MBANGKOKM, "JA PA N", "TO KYO ", .. 

:~!6:~=!~~H;g~~~!=:~~ i ::~~~;:~1;~ 
SAHARA ", '0VILLA CISNEROS " 1 "SIERR 

A LEONE", "FREETOWN"," IV ORY COAST 
","A8IOJAN","MEXICO","M£XICO C I T 
Y" 
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MANOR GROtJNDS 
YOU ARE in the grounds of a 

manor house and must search 
for the gate to go on to a more 

difficult screen. That is not so easy as it 
may seem as you have to avoid the 

electric dustbins littered around the 
grounds and also the electrified fence. If 
you run out of energy you will lose one 
of three lives. Use "Z" to move left, 
"X" to move right and uH" to go up. 

1 LET hi=O: BORDER 4: PAPER 4 
: CLS: GO SUB 6000 

2 PRINT INVERSE 1; AT O, 7; "M 
ANOR*** GROUNDS" 

3 PRINT AT 5,0;"Welcome to ' 
MANOR GROUNDS'" 

n 

212 PRINT 

213 PRINT 
220 PRINT 

231) PRINT 

Due to a lack of energy you cannot 
move backwards. Manor Grou.nds was 
written for the 16K Spectrum by Manin 
and Chris Mann, aged 13 and 12 
respectively, of Sea Mills, Bristol. 

AT 20 , 28;" 
AT 20, 21; "Energy="; e 

INK 1; AT x , y; 11~11 

8 BEEP .5,16: BEEP .3,21: BEE 
P .3,23: BEEP .4,24: BEEP .4,24: 

240 IF INKEY$ =ltz II THEN GO TD 

PAUSE 3: BEEP . 5,16: BEEP .3,21 
: BEEP .3,23: BEEP .7,24: PAUSE 
3: BEEP . 5,16: BEEP . 3,21: BEEP 
.3,23: BEEP . 4,24: BEEP .4, 24 : B 
EEP . 3,23: BEEP . 3,21: BEEP .4,1 
9: BEEP 1,14: BEEP 2,16 

9 PRINT FLASH 1; AT 3 , 8;"PRE 
SS ANY KEY": PAUSE 0 : CLS 

10 BEEP .1,12: BEEP. 1,14: BEE 
P . 1 , 1 7: BEEP . 3, 20: BEEP . 1 , 1 7: 

BEEP .9,20 
20 LET li =3: LET le=! 
25 LET how=lOO 
30 LET en=50: LET x=18: LET y= 

14 
40 FOR p=O TO 31: PRINT INK 

; INVERSE 1; AT O,p; "X": BEEP 
05,p 

50 PRINT INK 1; INVERSE 1; 
2 1 ,p; "X 11

: BEEP .005,p 
60 PRINT INK 1; INVERSE 1; 

19 , p; "X": BEEP .005,p 
70 NEXT p 
80 FOR o=O TO 21 : PRINT INK 

, INVERSE 1 ; AT o,O; "X": BEEP 
05,o 

90 PRINT INK 1; INVERSE 1; 
o, 31; "X": BEEP .005,o 
100 NEXT 0 

110 LET z=O 
120 LET a= !NT ( RND *17)+1 
130 LET b= !NT ( RND *30)+1 
140 PRINT INK 

EEP .009,0 
O; AT a , b; UB..II: 

150 LET z=z+l 
160 IF z=how THEN GO TO 200 
170 GO TO 120 
200 LET q= !NT ( RND *30)+1 
210 PRINT INK 7; FLASH 1; AT 

,q; 11£11 

1 
.0 

AT 

AT 

1 
.0 

AT 

B 

211 PRINT AT 20,1; 1'Lives;' 1 ;li 

1000 
250 IF INKEY$ ="xii THEN GO TO 
2000 
260 IF INKEY$ ="h" THEN GO TO 
3000 
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300 LET en=en-1 
305 IF en=O THEN GO TO 9000 
310 GO TO 211 

1000 LET y=y-1 : PRINT AT x,y+l; 
" "· IF y<O THEN LET y=O: IF y> 
31 THEN LET y=31 
1001 IF SCREEN$ <x,y> <> " "TH 
EN GO TO 7000 
1100 GO TO 310 
2000 LET y=y+l: PRINT AT x,y-1; 
" ": IF y(O THEN LET y=O: IF y> 
31 THEN LET y=31 
2001 IF SCREEN$ <x,y) <>" "TH 
EN GO TO 7000 
2100 GO TO 310 
3000 LET x=x-1: PRINT AT x+l,y; 
" ": IF y<O THEN LET y=O: IF y> 
31 THEN LET y=31 
3001 IF SCREEN$ <x,y) <>" "TH 
EN GO TO 7000 
3100 GO TO 310 
6005 FOR n=O TO 7 : READ p: POKE 

USR "a"+n,p: NEXT n 
6010 FOR n=O TO 7: READ p: POKE 

USR "b"+n,p: NEXT n 
6020 DATA 16,254,254,170,170,170 
,170,254 
6040 DATA 56,56 1 146,254 1 16,40,40 
, 108 
6070 RETURN 
7000 IF SCREEN$ (x,y)="#" THEN 

T HE DONKEY will appear at a 
random position on the screen 
and you have to work out the 

co-ordinates where you think the tail 
should be. First input the vertical posi· 
tion and then the horizontal position. 
The game continues until you succeed 
in pinning the tail on the donkey. You 
will be told how many attempts it need· 
ed for you to find the co-ordinates. 

Pin the Donkey was written for the 
IK ZX-81 by Jason Williams of Cam­
borne, Cornwall. 
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GO TO 9999 
7010 IF SCREEN$ (x,y) <> "~" TH 
EN GO TO 9000 
7020 GO TO 310 
9000 PRINT AT o,o;"OH DEAR!!!": 

PAUSE 100: BEEP .9,-10: BEEP . 9 
,-10: BEEP .1,-10: BEEP 2,-10: P 
RINT; INVERSE 1; INK 1; AT O,O; 
"XXXXXXXXXX": LET li=li-1: PRINT 

AT x, y; '" ": LET en=50: LET x=l 
8: LET y=14 
9005 IF li=O THEN GO TO 9500 
9006 GO TO 211 
9500 CLS: BEEP .1,5: BEEP .1,5: 

BEEP .1,5: BEEP 1,0: BEEP .1,5: 
BEEP .1,5: BEEP .1,5: BEEP 2,-2 

: PRINT INVERSE 1; "YOU GOT TO L 
EVEL ";le 
9501 IF le)h1 THEN LET hi=le 
9502 PRINT INVERSE 1; AT 5,0;"H 
IGHEST LEVEL=";hi 
9503 INPUT AT 10,0;"DO YOU WANT 

ANOTHER GO (Y/N)?";z$ 
9504 IF z$="n" THEN STOP 
9600 CLS GO TO 2 
9999 CLS : PRINT FLASH 1; AT O, 
5; "W E L L D O N E ! ' ": BEEP 

.4,25: BEEP .1,20: BEEP .4,25: 
BEEP .1,20: BEEP . 2,25: BEEP .9, 
28: PAUSE 50 : LET le=le+l: LET h 
ow=how+20: GO TO 30 

DIJNKEU 
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1~ cH ~i:~* 
I " 

20 RAND 
30 CLS 
35 POKE 16416, 2 
40 PRINT" INPUT NO. OF HI NES 

50 INPUT MNS 
60 DIM M CMNS, 2) 
70 FOR N=l TO MNS 
60 LET MCN,1) :INT CRN0•201 +1 
90 LET MCN,2l=INT CRN0•32) 

100 NEXT N 
105 CLI!> 
106 POKE 15418 , 0 
110 PRINT "T I MER= ,....,...... 

• SCORE=" ; SC 
120 LET T=0 
130 LET X=23 
140 LET Y=INT CRN0<28) 
150 PRINT AT X-2 ,Y- 1 ; AS 
160 LET T=T+l 
170 PRINT AT 0,5;T 
180 IF T:100 THEN GOTO 1000 
190 GOSUB 300 
191 LET A=X 
192 LET B=Y 
195 LET BS=INKEYS 
196 IF BS='"' THEN GOTO 150 
200 LET X:X+CB$="6" ANO X<23)-C 

et="7"' AND X>3l 
210 LET Y•Y+ C!!S•"8" RNO Y <30 ) - C 

..... 
1010 FOR N=l TO MNS 
1020 PRINT t'lT MCN, 1) , MCN, 2) ; "'t" 
1030 Ne:XT N 
1040 FOR N=0 T O 100 
1050 NEXT N 
1060 AUN 
2000 LET SC=SC+100 
~~INT AT 10 15 ; ''IAll#INIMiiiW 
~ RINT AT 12 , 5 ; "'STANO BY FOR 

NEXT BATTLE FIELD" 
2030 FOR N=0 TO 60 
2040 NEXT N 
2050 GOTO 105 
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Prismgi 
information, commu1 

News 
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Educatio,ia/ software 

Compeliliom Telesoftware 

••• and son 
Access a world of information 

with your Spectrum. 
Simply by connecting it to the 

telephone line, via the award winning 
Prism VIX 5000 communications 
modem, you can link into a wide 
variety of services, including Prestel 
and the popular Micronet 800. Access 
hundreds of software programs­
many completely free. Talk to fellow 
users. Keep up to date with all the 
latest national, international and 
micro news. Play on-screen games. 
Check sports results. Book travel and 
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Shopping Travel Teadi y ourself programming 

Booking Mailbox 

1uchmore! 
entertainment. Learn a language. 
Check share prices. 

The choice is simply vast. 
Plus, your Prism VIX 5000, 

allows you to communicate directly 
with other Spectrum owners. 

And now, our SRecial offer 
means that you can do all this for just 
£ ll*amonth. So complete the coupon 
and send it to us today, and we will let 
you have full details of our unbearable 
offer. 

•A\1 pricu qUOtcd refer to doinestk uw only. For busina$ we the Pru td a11nual 
su.nding charge is {.66. Thercfor< businm u5trt; will be billed L44.SO per qwonc r. 
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FORJUST £11* AMONTIIYOUWil.LGET: 
• A Prism VIX 5000 worth £99.95. 
• One year's subscription to Prestel 

worth £20.00. 
• One year's subscription to Micronet 

worth £32.00. 
• Free user-to-user software-normally 

retailing at £19.00. 
• Quarterly hardware and software offers. 
• Discounted software through Micronet 

(up to 200/ooffretail prices). 

Prcstd and the l'rutcl 1ymbol 1rc 1n<km1rksoiHri11sh Tclccommu nicuioas . 

f;. ease send me full information on your special offer 9 I to Spectru m users . I 
I Name: I 

Address=--------- -- -

I I 
I Retumto: PrismMicroproducts l td ...... = I 

Prism House, 18--29 Mora Strtct, Cicy Ro,.d = L I.ondonEC IVSB1:Tcl:Ol-2532277 ===: ___ !J 
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... Pole Posilio!I gives a verY .w,ng sense of speed 
as you hurtle round the t,ac1<.11te super-reausm of the 
three-dimensional efleCl add• a lot to the game.It iS a 
great graphicS denl0- pRt>.Cf\CAL c()!,IP\)11NG· 



What can we say? 

We're overwhelmed . Though we should just add that with Atarisoft, 'you can now play Pole Position· on the 

Commodore 64, BBC and Spectrum computers, as well as on all Atari9 POLE POSITION . 
systems. Oh, and we're giving away free a Grand Prix kit and full colour from ATARISOFT .. 
wall chart with every game. 

LOOK OUT FOROTH£R LEADING COMPUTER GAMES ON ATARISOFl PRIC£S START FROM {l4 99 1"RAOEMARKOF NAMC0.9TM ARE TRAOEMARKSOf ATARI INC. 
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CIGARETTE DOWSER is an 
original prog ram, writt en for the 
16K Spectrum by John 

McCrory, aged 14, of Belfast, N. Ire· 
land. You have to save Fred, a heavy 
chain smoker, from the effects ofsmok · 
ing. Another 10 cigarettes could prove 
fatal for him. Shoot at the tip of the 
cigarette using the "O" and use "5" and 
"8" to move left and right. 

ClliARE11E BOWSER 
5 LET hi -,;c s O 

10 BORDER 0 : PAPER O : INtr 7: 8 
RIGHT l: CLS 

20 GO SUB 9000 
25 GO SUB 8~ 
30 LET yp•l:5 
40 LET can • O 
50 LET a.$•"FFF" 
bO LET CHJ • 27 
70 LET z:.O 
80 LET f '"' l7 
90 LET pu=O 

lQO LET b1' .. .. HK" : LET c:'f"' ".ilk." 
110 LET liC "'0-
200 PRINT nr 4,0; BRIGHT o, IN 

K 6;"1igB)DM; ,n :5,0; INK 2 ; PAP 
ER l_;~ 5,1; INK 2; PAPER O 
!"~;~~T b,O;'"~"; AT 7,0;"t 

~FOR n • O TO 29: PRINT AT 20 

~~; T~N;9:; ;~.;i; N~~T O~~I F~:/ 
1;"!...!..il!" : NEXT n: PRINT AT 21, 
30; INK lj"(19:i)"j AT 20,30;"<.!.i 
7) ": PRINT -#f';AT 0,301 INK 1; " < 

'g2)": PRINT AT 20,10; I NK 4; PA 
PER I; FLASH 1; BRIGHT 1 ; "CANCER 
LEVEL" 220 FOR n • O TO 30 : PRINT 
AT 0, n; INK 1;"(~)"; NEXT n 
1000 LET yp•yp+( INKEY$ -"8" AND 
yp <281-< INKEY$ • "5" AND yp >2) 

100:i PRINT AT 18,yp-1:" "; A 
T 19,yp-1;" " 

1010 IF INKEY$ •"0" THEN LET p 
u • I 
1020 PRINT AT 0, 12; INK O; PAPE 
R 5;"SCORE ";sc 
10 3 6 PRINT AT 18,yp; BRIGHT 01 
INK 3;b $; AT 19,yp;c:t: 
1040 IF pu • l THEN PRINT AT f ,Y 
p+l; IN K 5; BRIGHT O; "I": BEEP • 
001,f+20 -
1050 IF f•l THEN PRINT AT f,yp 
+l;" ": LET f•l7: LET pu•O 
1060 PRINT AT 6,ci1;i; .a.s; AT 6,ci 
r.,+3; INK 21 ".Q" i AT 6-,clr., +4; INK 
O;" ~ 

1070 LET ci r.,* ci g -1 
1060 IF cir., • 1 THEN FOR n • O TO -
10 STEP -1: BEEP . 03 , n : NEXT n : 
PRINT AT 6,c i r.,+ 1; " ": LET c 
ir.,a27: PRINT AT 21,:z; ll'tl< 4;"<;! 

~!:; 0 e~~=N·O~r~~~ ~~:z • z+3 : 

1085 IF ATTR (f,yp+l)•66 THEN 
BEEP .1,-10: BEEP .1, 0 : PRINT A 
T 6,c19; INK 7; PAPER O;" "i 

LET cig•27: LET f • l 71 LET pu•O : 
LET ac • sc+lO 

1090 IF pu•l THEN PRINT AT f, y 
p+l;" ": LET f • f- 1 
3000 GO TO 1000 
8000 CLS : PRINT AT 10, 10; INK 
3;"HARD LUCK !"; AT 14, 4j"FRED J 
UST DIED OF CANCER !": BEEP .4,1 
: BEEP .4,8: BEEP . 4,5: BEEP .4, 
8: BEEP .4,1 3 : FOR n•-5 TO -20• S 

TEP-I: BEEP .1 ,n: NEXTn 
9003 PRINT AT o,o; INK b; "YOU S 
CORED "; INK 4;sq AT 2,01 INK b 
; ~THE Ml SCORE IS "; INK 4;hiac1 

IF ac ) hi s c THEN LET hi•c•ac1 F 
OR n•lO TO 20 : BEEP • l,n: NEXT n 
= PRINT AT 4,0; INK 4J "YOU GOT 
THE HI -SCORE"; AT b , 10; INK 5; P 
APER O; FLAS H l; "WELL DONE ! " 
9005 PRINT AT 21,0 ; INK 21 PAPE 
R 7; FLASH 1; "PRESS ANY KEY" 
8010 PAUSE Oi PAUSE 0 : CLS : GO 
TO 25 
8500 INK 3 i CLS : PRINT AT 0,01 
"CIGARETTES CAN SERIOUSLY DAMAGE 
"; AT 2, 10; •youR HEALTH" 
8510 FOR n • O TO -10 STEP -11 BEE 
P • 5,n1 NEXT n : BEEP 1,-1 l 
9520 PRINT AT 4,2; .,THOUSANDS OF 

PEOPLE DIE EACH"1 BEEP . 5,201 P 
RINT AT b,b; "YEAR FROM DISEASES 
": BEEP .5,201 PRINT AT e,11, •·o 
UE T0"1 BEEP . 5,20 : PRINT AT 10 
,lO;"SMOt<lNG."1 BEEP . 5,20 
8530 PRINT AT 12,3; "YOU MUST LE 
ARN TO FEAR THE~, BEEP .5,201 PR 
INT AT 14, 10; "CIGARETTE " : BEEP 
. 5,20 
9540 PRINT AT lb, 12; INK 7j "fff 
f~; AT lb, lb; INK 21 "..!i" 
9550 PRINT AT 21,01 INK 2; PAPE 
R 7 l FLASH l; "PRESS ANY KEY" ' : PA 
USE 01 BEEP .1,40 
85b0 INK 4 : CLS 
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8570 PRINT AT 0, 11; NMEET FRED!" 
= BEEP . 5,30 : PRINT AT 2,1:5; IN 
K 6;"1i98)D" ; AT 3,15 ; I NK 2J PA 
PER 1 ;::tFi AT 3, 16; INK 21 PAPER 

0;"~"; AT 4,1::S;N<igB>B"; AT 5,1 
:5; "lig8)CN 
e:sa~ AT 7,4; INK 4;'"(0R P 
ART OF HIM ANYWAY i)" 
8:590 PRINT AT 9,0; "FRED STARTED 

SMOKrNG VERY YOUNS C3 MONTHS TO 
BE EXACT) .I-IE IS A CHAIN SMOKER 
AND SMOKES ABOUT, •• 30,000 A DAY 

9600 PRINT "YOU MUST HELP HIM FO 
R IF HE GETSANOTHER 10 CIGARETTE 
S HE WILL DIE OF CANCER." 
8bl0 PRINT AT 17,0; INK :51"USE 
KEYS :5 AND 8 TO GO LEFT AND RIGH 
T AND KEY O TO FI RE. REMEMBERT O H 
IT THE FLAME!" 
8b20 PRINT AT 21,0; INK 3( PAPE 
R 7; FLASH 1; "PRESS ANY KEY TO S 
TART"1 PAUSE 0: BEEP .3,-:51 BEEP 

.4, 01 BEEP .1 2 , 0: BEEP .1,01 BE 
EP .4,7 
8630 CLS : INK 7 : GO TO 30 
9000 FOR f•O TO 12: FOR n •O TO 7 
: READ •: POKE USR CHRt: (14 4•f 
l•n , • 1 NEXT n : NEXT f : RETURN 

9005 DATA 128,128,224,240,248,2 :5 L.--------------------------, 
2,254,252 ~ :5,2:5:5,2:5:5 90:50 DATA 31 , 31,31,31,31,31,31,3 
9010 OATA 128, 192,240,0,0,o,o,o 9030 DATA 0,0,0,25:5,255,25:5,255, 1 

9015 DATA 248,248,248, 192, 128, 12 
e,o,o 
9020 DATA 128,192,192,192,192,19 
2, 192, 128 
90 ~ DATA 127,2:55,25:5,255,2:5:5 , 2:5 

10 CLS 
20PRINT AT4,4;"*" 
30 PRINT AT 4,26; '"•" 
40 PRINT AT 17,4;" • " 
50 PRINT AT 17,2b; '"• " 
60 FOR n•::S TO 2:5 
10 PRI NT AT 3,n; " • "' 
80 PRINT AT l8,n1 " * " 
90 FOR m• ::S TO 16 

100 PRINT AT m, 31 " • " 
110 PRINT AT m,271'"*" 

"120 NEXT n: NEXT m 
130 INPUT '"Type in your firat c 

hriati•n n•11ut(19 l•tter• m•>el 
r ",•• 

140 INPUT "'Typw in your awco nd 
christian n.a111eC19 l•tt•r• mucl 
l ",b:S 

150 INPUT "Typ• in your aurn•m• 
(19 l•t t •r• tt.a>Cl:",c:f 
160 LE T >e•< 19- LEN • :S)/2r LET y 
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2:5:5 9055 DATA 240,240, 128, 128,248,24 
9035 DATA 0,0,0,224,248,252,248, 8,248,249 
224 9060 OATA 248,248,248,248,248,24 
9040 DATA 1,1,1,1,31 1 31,31,31 8,248,249 
9045 DATA 16,120,126,2:52,120,124 <10b:5 DATA 2:5:5,2:5:5,241,225,241,25 
,56, lb :5,25::S ,2:5 5 

NAME TAB 

•( 19- LEN b:S)/2: LET z•C19- LEN 
c:S)/2 

170 PRINT AT 12,b+x;a$ 
180 PRINT AT 14 16+y1b:S 
190 PRINT AT 10,6+:t;c:S 
200 P LOT 99,1111 DRAW 66,0 
210 PLOT 67 0 103: DRAW 24,0, - PI 

220 PLOT 91, 1031 DRAW 2, -2 : DRA 
W 58 , 0 = DRAW 2 1 2 

230 PLOT 153, 1031 DRAW 24,0,- P 
r 

240 CIRCLE 79, 103,6 
250 CIRCLE 79, 103,9 
200 CIRCLE 165, 103 , 6 
270 C IRCL E 16::5,103,9 
280 PLOT 177,103: DRAW 12,6: DR 

AW -14,0 
290 PLOT 173,113: DRAW 18 10: DR 

AW -2 1 -4 
300 PLOT 187,113: DRAW 4,61 ORA 

W HEN USED in conjunction 
· with the ZX printer, Name 

Tag can be used to prQduce 
tags or labels. The program draws the 
perimeter of a label complete with a car 
logo. All users have to do is input the 
name, middle name and surname and 
the program will centre them on the 
label. The finished tag can then be 
copied on to a printer. 

Written for the l6K Spectrum by A 
A Paine of Brunham--on·Crouch, Essex. 

W -4,41 DRAW -10,2: DRAW -18,101 
DRAW -20 ,1: DRAW - 20, -1 : DRAW -

17,-101 DRAW - 21, -2 
310 PLOT 78, 122: DRAW -1:5,-3: D 

RAW -1 0,-4 : DRAW 2, - 4 
320 PLOT 53,1 11: DRAW 18,0 
330 PLOT 53,111: DRAW o,-4: ORA 

W 10,0 . 
340 PLOT 53, 107: DRAW 2,0 : DRAW 
0 ,-21 DRAW 6,-2r DRAW 6,0 
350 PLOT 119,1351 DRAW 3, - 2: DR 

AW - 19, - 10: DRAW -2,2 
360 PLOT 124, 1321 DRAW 6,2: ORA 

W 10,0: DRAW -4,-15 : DRAW - 12,0: 
DRAW - 20,21 DRAW 20,11 
370 PLOT 142, 134 : DRAW 16,-4 
380 PLOT 158, 130: DRAW o,-e,- P 

r 
390 PLOT 1!58, 122: DRAW -20 , -3 : 

DRAW 4, 14 
400 STOP 

49 
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A maxim which eloquently describes the 
Brother HR-5. 

Less than a foot across, it's nonetheless loaded 
with features. 

But there's one thing the HR-5 won't give you. 
Earache. 
For the annoying 'clickety clack' many printers 

produce is mercifully absent from the HR-5. 
Quietly efficient, it delivers high definition dot 

matrix text over 80 columns at 30 c.p.s. 
The HR-5 also has something of an artistic bent 
Being capable of producing uni-directional 

graph and chart images together with bi-directional 
text 

It will also hone down characters into a 
condensed face, or extend them foradded emphasis. 

Incorporating either a Centronics parallel 
or RS-232C interface, the HR-5 is compatible with 

most home computers and popular software. 
Perfectly portable, the battery or mains operated 

HR-5 weighs less than 41bs, and has a starting price 
of only £179.95(inc.VAT). 

Which is really something to shout about 

~ PLEASESENOMEMOR.EDIITAILSOFll-lEREMARKABLEBRO~ 

I ::PRJmn I 
I ADIJRF5 I 
I I 
I I 
l..=_ _ _ ffl.NO ---- ~/~ 
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'"" 26 
2 7 
2e 

"" :,0 
40 

EE'?" 
41 

D RIITING through space, you 
see an apparently deserted 
space station and decide to in­

vestigate. The only way to escape from 
the space station is to find your ship in 
the shuttle bay. Features of the program 
are fighting, jumping gaps and collect· 
ing money. Make decisions by pressing 
1 for first choice, or yes, and by press · 
ing 2 for second choice, or no. 

After entering the program listing, 
enter the following as direct commands: 

DIM A$ (3,6) 
LET A$(I}="ROBOT" 
LET A$(2)= "ALIEN" 
LET A$(3}="DALEK" 
LET )=20 
LET S=20 
LET T=O 

The game is then started by entering 
GOTO 1. To re-start the game, enter 
the last three commands again and start 
with GOTO I. Some readers may find 
this information similar to that which 
accompanied the Mini Adventure game 
in the March issue. That was due to an 
error as a result of which the wrong 
listing was included. 

M ini Adventure II was written for 
the lK ZX-81 by Russell Wooberry of 
Farnham, Surrey. 

PRXNT "' A ··;A$CC) 
GOTO CODE ''F" 
LET 1"1-=XNT CRND*CODE '"I" ) 
PRXNT "£"'; M 
LE T Ts::T+l"1 
GOTO CODE .. . " 
PRXNT " FI ' ';FISCC);" . FXGHT,FL 

XNPUT FI 

miirrnii rAl[O)ll1JErrn1ru1~e 2 
""" E 

43 
44 

45 

XF Fl•CODE ·· • ·· THEN GOTO C OD 

PRXNT FISCC);" DEAD" 
GOTO CODE"." 
PRXNT "GFIP • .J,C'?" 
:INPUT R 

60 
1 XF S<CODE ··• '' THEN GOTO ...J*C '51 

ODE .. .... 62 XF A=CODE ·· • ·· THEN GOTO COD 
2 PRINT ··~ - ··;s;· f:'';T;'' L~R'?'' E 

6 3 XF (RND) > . 5 THEN GOTO .J*COD 
3 :INPUT A 
4 CL ~ 

e .. .. .. 

6 LET C•:INT (RNC•CODE ··- ··+coo 
64 LET T=T+CODE "-" 
65 GOTO CODE .. . " 

E .. . ") 80 PR INT "SHUTTLE BFIY . £20 '? " 
6 LET M • :X:NT CRNO*CODE ·····+coo 81 XNPUT R 

E ·· • '') 62 XF A = COOE ·· • ·· THEN GOTO COD 

E 

E 

7 XF M >COOE ' ' I'' THEN GOTO COD~ 

6 GOTO M;+.J 
20 PRXNT ''OOOR.:X: , 07'' 
21 XNPUT A 

83 C L5 
64 PRINT "'YOU HAVE E S CAPED ." 
e5 S TOP 

100 PRXNT ··ow .. F OACE FXELO"' 
2~ I F A • COOE · ·• ·· THEN GOTO COD 101 LET 5sS-XNT CRNO*CODE ·· - ··+c 

ooe: .. . .. > 
2 3 PRXNT ''YOU SEE'' 102 GOTO cooe 
2 4 XF CANO) > . S THEN GO TO CODE 120 CL:5 

121 PRXNT ''A.X . P'' 
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AS PILOT of the Spectra you 
must make 10 successful land­
ings on the landing strip. Your 

fuel, altitude and velocity are displayed 
and you must use the T key to fire your 
retro-thrusters. The better the landing, 
the more money you will be paid. 

Landing Strip was written for the 
l 6K Spectrum by Christopher Sully, of 
Newport, Gwent. 

l LET h•OJ PAPER 0 : BORDER 
l: INK 5 : LET •• • "?????? ???? ": C 
LS : GO sue 1000 

2 LET i•O : LET s•O 
3 CLS I LET m• PI I Pl 
4 LET n•l 
6 LET f•130 
e LET •• 20 

10 LET b•il 
15 LET c:•30 
20 LET v• «1. 
25 PRINT AT 13, 19; INK 6j "SCO 

RE•"; • ; AT lb,17;"HI-SCORE•";h; 
AT 18,1 71 " BY" ; •$ 

30GOTOf 
40 LET z•a 
50 LET t•m-m 
bO LET o1.• INT Ca - vie)•<.~. >• v/ 

c> 
70 PRINT AT b -z ,n;'' "; AT b 

- z+rn, n+1111" " 
BO LET n•n+ RNO 
90 PRINT AT b-a,n; INK 3; "ABC 

100 IF INKEY:t: • "t" ANO f >• 10 
THEN LET t • 10 
10:S IF t•IO THEN PRINT AT b-• 

+m1 n+m; INK 6;".Q.": BEEP .02, - 10: 
BEEP . 02,-20: BEEP .02, -30 : BEE 

P .02, - 1:s 
110 LET f•f-t 
120 LET v•v-+-5-t 
130 PRINT AT m,bl "FUEL ";f1" " 

; TAB b;:"ALT ";•* c ;" ••1 TAB b;"V 
EL ";v;" "; AT 21 10; INK 4; INVE 

52 

RSE l;" LANDING STRIP 
": PRINT AT 6,18; "SH IPS 

LEFT TO" ; AT 9,22;"LAND"; AT 10, 
23110-i 

140 IF •>111-111 THEN GO TO 40 
\50 .I.F v:>b THEiN GO TO :200 ...._ 
160 FLASH 1 
lbl IF v•20 THEN PRINT AT 11\,111 

J "LANDED": LET ••••100 
162 IF v•15 THEN PRINT AT 1111 ffl 

I "GOOD LANDI NB" 1 LET •• • •200 
163 IF v•lO THEN PRINT AT m,m 

I "VERY GOOD LANDING"; !-ET •••+:SO 
0 

164 IF v ( 10 THEN PRINT AT m 1 m 
; "E XCELLEN T LANDlNG" 1 LET • •• -+-10 

001 IF v(5 THEN LET ••••1000 
165 FLASH O 
170 LET i • i+t: FOR 111•0 TO 5001 

NEXT m1 IF i•lO THEN PRINT AT 
10 1 231 "0"1 GO TO 300 

171 GO TO 3 
200 PRINT AT m,111; FLASH t;"CRA 

SHED"; FOR ,c•7 TOO STEP -t: BEE 
P . 005,-401 BEEP .005 1 -x: BEEP • 

005,-351 BEEP .08,-45 : PRINT AT 
b-•,n1 INK 2; FLASH I; INVERSE 

1; "ABC'' 1 BORDER >< 1 NEXT ,c: BORDE 
R!-

210 GO TO 170 
300 CLS I IF a> h THEN LET h• a r 
PRINT FLASH 1; "YOU BEAT THE HI 

GHEST SCORE !"1'' " WITH A SCORE O 
F ";•1 INPUT '' ''ENTER your nuia< 

(10 l e ttera)"; • :f: IF LEN aS ) IO 
THEN GO TO 300 

310 PRINT '''"Do you want omoth 
er go (y/n)" 

320 IF INKEY:f • "y" THEN LET i 
•0 : LET h •• : GO TO 2 

325 IF IN KEY :f: • "n" THEN STOP 

330 GO TO 320 
1000 FOR a.•1 44 TO 147 : FOR u•O T 
0 7: READ 1: POKE USR ( CHR$ •) 
+1.1, i: NEXT u1 NEXT • 
1010 DATA 0,3 1,1 27,225,240,127 , 1 
23,48, 126 , 219, 195, 189, 102, 120,25 
5, 90,0, 248 , 254, 135, 15,254 ,222, 12 

1020 DATA 30 1 120,126 , 60 , 24 , 0 1 0,0 

1025 INPUT "In•truct1on•?";xJ: : I 
F ,c:S• " " THEN GO TO 1025 
1020 IF ,ct:(l) • "y" OR x t:(1) • MV .. T 
HEN GO TO 2000 
10 30 RETURN 
2000 PRINT AT 1,2;" Your t: ••k 
•• pilot for th e SPECTRA l•nd 
ing • ervice 1• to l•nd 10 • p ac 
a-cr aft IABC). Your bo•• wi 
l1 p .. y 111oi=.-far b •tter l an d1 
nga'" 
2010 PRINT AT 10, 7; "LI•• T to ft 
re your RETRO-THU 
STERS. "; PRINT AT 15 1 5; INK 2 ; 
FLASH 1;:"Pr••• .any k•y to b•gin" 
: PAUSE O 
2020 RETURN 
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~ PAPER 7 • BCJRDER ?· t:L':i 
u, REM "f:t: THE vnLUl:.S :tt 
26 LET o~et 
2::, LET W(Jr0 
30 LE.T E•O 
35 LET L(JrO 
4C, LEl" t , INT (RND:t:20000 +10'3f.:J) 
4~ LET DR ... 0 
::,u LET W-INT (RN[.)1:5000 +1000) 
5~ LET L•0 
be LCT T• INT < RHD*5&00 + 1000 ~ 
70 LET M• IHT < RND*~OOO + U:100!d) 
00 LET o - INl" < RNVt30<:i000+ ~0:.:i60 

~f:I REM :u THE RIJLES ** 
',S INK 4 

100 BEEf' • l,J· SEEP , t, 3 · PRINT 

S:UFFERIN' SOCC.ER<.flSH 

llO PRINT " 

t2S INK 0 
l3U BEEP • l,20 • PRINT 
140 PRINT " l. Y(JU PLAY .:'.l C.AMES 
PER ·.sEA$UN" 
1:50 BEl:::.P .1, 20, PRINT 
160 PRrNT "-=:, EVERY WlN - A BI<.; 

C.ER C-ROWD" 
t7a BEEP • t,~-0 · PRINT 

1&(::, PRINT "3 . ff YOU LUSE - SMn 
LU:.R LRUW[.)" 

190 BEE;.P . 1,20· PRI NT 
~00 PRINT "4, tOMPCJTER RES:ULT'S:" 
2 10 BEEP .1, 20 • PRINT 
2~0 PRINT " ~ . YOU (..OOTRUL F'UR<.sE 
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I N CHARGE of the finances of your the end of the seas.on. Sufferin ' Soccer­
football club, you are responsible cash was written for the l6K Spectrum 
for buying and selling players, pay- by Stephen Robertson of Tremorfa, 

ing bills, and settling all debts before Cardiff. 

·.HRINC.':;:'' 
230 SEEP , 1, 20 · rRINT 
24(j PRINT "t;. YOU MUST C.LEAR (JV 

ERl•RRFT" 
b~ ~EEP . J,21"J• PRlNT 
260 PRIN T "7 . YUU MU~T ~PftY TH 

E BUARO" 
2:"0 BEEP . 1,2&• PRINT 
280 PRINT "8 , UWE NUTHIHL. AT EN 

D CJF 'SEA~ON" 
290 BEEP • 1, 21:1' rRINT 

:360 PRINT "~. TYPI:. flN() ENTER YO 
UR TEAM NAME:." 

~HO INPUT ~u.P to 10 ca.P lett•r'! 
"J.,J.$ 

322 LET A,,. IHT < RNO:t.6+0) 
'324 LET H,.. INT < RND-*6+0) 
;,25 FOR Yw"l TC/ 21 
:.360 IF A>H THEN LET UJ,.LO+ l 
370 ff H>A THEN LET WCJ"'Wtl+l 
300 IF A•H THl:.:N LE:T liR~1R+1 
3~r, (.:L '3 l,(J 51.JB 100& 

400 LET L -L +W+ T 
41& co sue 2000 
4~0 LET F°'"'lNT (RNC•:t:3000+ 1(~00) 
430 lF H>A THU-4 LET c.-t.+F 
440 IF A>H Hit"::J~ LE.T c~c.:-r 
4~ LET A- INT (RNl•*l+O) 
460 LET H"' INT ( RN()*6+C) 
46~ IF D=-8 THEN GU TU 4t1~ 
4:'0 IF 0$•"n" THEN UJ Tu 40::. 
480 ff OS•""" THEN LET H-H-2 
4ij!) ¥F £se THEN t.U TO !110 
49'-1 IF 2:$• "n" THE.N (.CJ TO t.10 
:500 rr zs~ .. .,," THEN LET ..... H+2 

5H1 IF A<O THEN Lt:. T fl"'0 
;;zc, Ir H<O THEN LE:::T H• O 
~30 NEXT Y 
~ '40 PAUSE 500 · PAPER 0 • BURl•ER 

l, • IHK ;> , C.L5 
~50 BEEP • t,3· BC.Er . 1,3 8Ef:P 

, 1, :3 · PRINT " AS~ E'S~Nl:.NT Of" 
5EASUN! 

~60 PRINT 
570 PRlHT "RE.PORT, "; n~ 
!>80 F'RIHT 
';)9fJ PRINT "WCJN ";l,JU;" L013T ";L 

O; " [.:,RE.W ">DR 
600 f">RlNT 
61& PRINT "S(;L L1 ";()1" PLAYERS" 
615 PRINT 
€20 PRINT "&(JUt.HT "; r£;" PLnYf.R <.s 

630 PRINT 
64(:1 PRINT "CJ'.J~RL'RrlF'T i" ;O 
(;~0 PRINT 
6t0 PRlHT ''BOAR() LOflNS t. " ; L 
670 rRIHT 
681:l PRINT "tLUB MUNE.Y ! " ; M 
690 F'RlNT 
70:J PRINT " MflNOLCRln:.. :..:ONtLU':H 

IJH'S:"tl " 
70~ F'RlNT 
708 IF u-0 AN(J L .. 0 f"INO wu .. ~1 TH 

EN PRINT "(JUT (If" THI'J WuRLld tli. .. 
L (1E&TS: rnu, ftNO WUN ('y'f:RY (,FJ 
ME., (;LUB (lrFERS: YUU NEW (..(JNTRA 
(.T AT L"lfJIJOLE. ~fALE::::'S ! " , STOP 

710 IF O'>M THC.N PRrHT "& ANY, Ll 
OIJlDATED tLUB• MANOC..E:R: Hf,;"LD Re. 
'SP(J':.J8LE" BElf' 2 ,:.18• STOF' 
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41;:140 INPUT"<·, UR n)">Z!II 
404~ ff 2$:o"v" THEN LE.T E-E:'.+1 

- .-.. -, L-----------"' 40"')0 ff ~$- "n" THEN PAPER ~' • PR 
2ll0 PRINT INT AT t';:i,,{:J;,,,,,, ,,, ,, RETURN 

'2 lltl LET M•M+R ::~/~,z:;;~; ~~E~,2~~~ L~L+ F · 
~1~0 PRINT" tLUB'S M(JNbY> t. ,"; 4070 PAPER;-, PRINT AT 1'),t), , ,,, 

~130 PAUSE 400 • IF 0>200000 THEN ;oo~· ~E~~T~~~2, PRINT AT 17,fJ ; " 
C..0 500 3000 WEATHER OAMFlt,[-BlLLS TO BUFIRt• " 

21~~ IF U<.20001:lO THEN LcT Cl$"""1"1 ')0l0 LET F•INT <RNl •f':iOOt~+ll)t•fJ) 

2 140 ff L<5&00 THEM 1.,(.: SU& 4eOO 
21 4~ lF ()~0 0& THE::N LET zs,.,~n" 
21 ":i& LET F•IN T (RND:t-0:0+0) 
2160 ff F• 13 THEN C..CJ 'SUD ';i,000 
21 70 IF F•2 THEN c.c, <;:OE; eoor, 

:3'020 PRINT 
')0:;.-tG f"'A~"l;;R ~' PRINT " 

9",e 
~04C, LET L•L+F• PAPER 6 · PFHNT R 
T 7,2l;L 

------------- '?17~ ff J-"cl6 THl.::H t.U ':.U8 7500 
~so PAU'SE 300 F"f~f"ER ;- , PRlNT n 
T 17,0,,,,,,,, RLTURN 

72~ IF L>M THEN PRINT "MANA(.ER 
FAILED TO REPAY THE 8UflRD -
MANAGER LETS '3At.1< I " • BEE:'.P 2, 33, 
ST(JP 
7:30 IF W(J)L (J THEN f>RINT "NlJT A 
BAD SEASUH - MAHAGER HA'S OFFER 
CJF NEW (;CJHTRA(.;T I " • STOP 
740 IF LO) W(J THEH PRINT "MANAG 

ER HANDLED FINANLES Ok. BUT A 
S Ft FOOTBALL C.:UA(.;H HE I':iN' T 

UP TO MUC.H - SALK El) I " ~l£P 2, 3 
·3, 'STOP 

7~'-1 IF OR)W(J AND OR>LU THEN PR 
INT "TERM RATHER (.;(J(.,t:, AT C>RAWlH{. 

MATC.HE'S. THUUt.H HUT MUC.H C.O 
(JO AT ANY TH INC.. EL!:SE 1 MANAGER RET 
AINEO", -STUP 

999 REM ** THE MATCH '** 
1000 BEEP .1,3 1 ~EEr . 1,3 • PAF'ER 
!:>• PRI NT AT 0,0,,,, 

1010 PAPER O · PRINT AT 2,l.:t,,,, 
1G20 PAPER 4 • PRIN T AT 9,0 ,,,, 
10~5 LET R .. (.;+L 
1030 FUR x-0 TU 3 
l(j'."j~ IF c.:<& THE:N LET t~O 
1036 IF R<:O THE:.:N U.T Rr.0 
10·37 IF M<O THEN LET M.,.0 
1040 PAPER 7 • INK O • PRINT AT x+ 
4, 0;"*1:::t: :4.UU "j'U:t:t:tt::t:t:UU:t: 1:U 

*"**'*'*" 1050 NEXT x 
1060 PRl t-iT AT tl,IJ;" 

106~ PRINT AT 13 ,0 ;" 

11);"0 !Hk ::· rRINT nT BA::; "UN " 
tNI-" 0· PRINi AT i.1,3;" TlXAC..U " 
INJt 1, PRINT FIT 8, 11;" SINl LAl R 
USH~ " IN!< 3 PC?lNT Al B, ;?e ; ' L 
Uf.,A " 
11.::e, IN't~ 0 · PRINT AT l':I, t; "LRO:.lt, 
> ";(.;;AT l~d"l1"MfJNEY'.' i." ;R;flT l 
7',7;" MATC.H NUM0ER;• ";AT 17 , 23;Y 
;AT 1:;:,'J;nS,flT 1':!,ZS;fl PRINT 11T 

1:.:::, 1&; "UN!TlV" ritU".£ 100 · BEEP 
. 1, . 1· PRINT AT 1~,l~;H 

112t PRINT AT 19, 1;" WuN> ·•;t,J(J; 

l"iT 1~,11;" LLJST'- ";L(.1;AT 1'1,2~; 
" Of.!flW> ";OR 
ll~O PnPE.R :' PflUSE. 4CJ(J· (L':i 
11~(1 RETURN 
-::::eoe R[;M "ft THE MUNEY tf 
2010 PAPlR () PRINT,,,,,,,,,,,, 

r::<,;20 PRINT AT 1,1," rrnnNt.. 
~AL REP(lRT " 
:?62':l IF Y•2 1 THUi F"'LnSH 1 PF:!i.N 
TAT 1,1;" FINOL rlt-if1Nl.;!fl L 11:., ... ,:J 
':io TMUn .• rLA·.,H O 
-:.:u'.10 PRHff 
;.;-C,4t, rR)NT lsf'!NK. (fy•ER(>Rlif'T> Q 
";CJ 
20~& PRH-ff 
26'£..U PRINT W!'l(.1:/'.;:> i " ;W 
~t::176 •'RH·ff 
-::1.1f;H) rR:tHT nT ".., lC..; " rflTLS~ i." , 
T 
2~90 PRIHT 
2100 PRINT " L(lAN FROM BOARD~ 

S4 

2 180 IF F•l9 TH~N t.0 S UB 70t1(j 
2185 J'F F•7 THEN GO SUB 6500 
.:!1'10 IF F• 1:::: THE:N (,(J SUB e01:,e 
'2115 IF Yr1 1 ftND W(J-t, THEN (,(J S 
ue 9000 
22 00 0i:.EP .1 ,20 • lNPUT "CJ'l>RAFT 
REVUt TION? H(J~ MUlH?'"; 'v 
2203 IF v)CJ THi:.N c.;o T(J 22U U 
~20'::i IF" 'v '.'N THC..N LU TO 220& 
::'20G LET (J:r(J-V 
2207 LET M• M- V 
22ea If- 11(0 THCN LET M• O 
2.:'09 lF 0( 0 THl:N LC:T c, .. o 
.'.'!2H:I PAr>ER l · PRINT AT 9, 18, M, •• 

.. , PRINT AT ::S,20JCJ>" 

~220 8€:EP • l, 20 • INf'UT "LOAN RE() 
UCTIOH? AMMOUNT?" ,'3 
222"5 IF <J>L THC:.N (,(J TO 2.::::.:u 
22"*> IF o.;)M THi:.N (.(.I TU 22.2& 
:.:::;.::3"') LET L""L-~:. 
'2240 LET M-rM- S 
224~ IF M{ C, THEN LE.T M-C 
~2':, 0 I;- L<O THEN LET L-b 
226& Pf!PER € PRINT AT ~,U?;M;" 

" • PRINT AT 7',21;L;" 

~:?70 PA?ER 7 ?AUCJE )~ O - CL S 
~280 RETURN 
·;1000 IF Li""8 THEN LET (,l'J;- "n" Rf:. 
TURt-; 
JU03 lF Y):.!0 THEN RE1URN 
3C,(1~ PRPE:R 4• PRINT flT ltl, 0,,,,, 

J('10 PAU':sl N:i 
2020 et:i:P . 1,1.2' [S[;;EP . 1,1.~ {:)' 
l:;(P . 1, 1.2· f'Rl.NT OT i6, l;"f.fliNK 
ffl'?E t:uNt.ERNE:.lJ BY HI ~H U:VE L 

(If' CNE:RDRAFT THEY URC..E: YW T 
U '3ELL FI PLAYE:.R·• 
J0'..:::0 LLT F,..rn7 (Rt~L·t2C:O'-::iC+leU) 
J'.04b PAU'3E 20C, 
·j&':lb F'RHIT Ai 16, 1; .. UNITE() HA'VE 
MALiE AN OFrtR (Jt i" ;r; " MuN[;Y 

GOES T{J ~ANt;. 

;jCJ':>2 lNPUT " ( Y (;R n )" ; I'..!$ 
:i:J.:J':.:3 n- (.!$•""" THEN LC::T V,.l,.., 1 

;.M~~ ff U$ ,. "n .. THt:.N Pt tPtR 7 · t~R 
INT AT lb ,C;,,,, ,, ,, ,, RETURN 
30C0 IF (,($"' "'11" THC:.N LET O• CJ- F • 
rAPER t. · PRINT AT :'.:l,:2b;O 
J(J70 PAPE:R 7- PRlNT AT l':.,0 ;,, ,, 
,,,,,, RETURN 
4000 Ir E•8 THEN LET 25 •"n " Rf.:: 
TURN 
4003 IF Y>:2:0 THfi'N f'«:TURN 
4005 F'AF'ER :,- PRlNT AT l':1, 0,,,,, 

4010 8i:EP .1,1..:! CJLl:.r . 1,1.~ 8 
EEP • l, l , ~?, PRINT AT l':i> 1; "BOAR(\ 

ARE WOP.R{EO BY LA(.K (JF SUPPO 
RT ON THl TERROlE':L THEY WRNT 
ftl.TION - 'jJ(,N t-ilW PLAYER!" 
40 ~0 f"AU~E ~1:10 
40.:.-'t> LET Frl'NT <RND'f:'.4.J0:000+10 0) 
40:J0 PRINT RT l~, 1; "fl rLAYC::R (;(JM 
E'3 uN THE t1AR~~T f"CJR l" ;r, .. -
THE BOARD WILL rt'IY";,,, 

t,0&0 E:EEP . 1,2", PRINT tlT 17,f:, ; " 
rn fINE. (LUO FUR MI'SC..:l'.JNDUL T .. 

60 1& LET F,..lNT t.RNDf ~l.:700+100) 
6C20 f"RINT " PAlt • 8Y THE 
eonRD 
f'.;030 PAPER ;> · PRINT "' 

l: ";F 
t.040 LE:T L""L+r · f"Al"'f..R c.. l~RlNT fl 
T 7,21;L 
,.m~e PA~l 3ti& · f'A l"'LR -:" r'RlN1 fl 
T 17,0,,,,,,,, RlTURN 
6':.00 8£:.f=:P . 1,'.:. PRINT nT 17',(L" 
RIC H FlH ~lNt:IER .;c.,u,.ig THE. BUflRL• 
rnYS CJFr ANY L•EBTS TU THE Bt1NI< •• 
6~l0 LET (J-(t PAPER 6• rRJHT nT 
~.2 0 J0J" " 
6520 PftU':.E 300 , POPER 7 PRINT A 
T 17,0,,,,,,,,,, f:'.'[;TUi1N 
7000 OEEF' .1,~ rRINT flT 1;',0;" 

SAFE,;TY CJF t.R(lUNl•~ AlT 
;"{HO PRl NT " WCJRI-'. MIJST Bf:. tofJNE -

EANk PAYS ! 
;"(J~ LE:7' F ... INT < RNVt<~(l600+2er.:,n 
7036 PAPER ;" PRlNT "' 

f. ";F 
7~40 LCT CJ='IJ+~- · PflP[R b rr:t.NT r, 
l 3,2V;U 

7050 PAIJ':iE :;,O(t, POPER 7• PRINT A 
T 17,0,,,,,,,, • RETURH 
7500 BEEP 1,2 • PRINT AT 17,0.;" L 
ARC.€ TAX BILL ARRIVES - TO BE 

PAID FRUM t.LUB FUNO':J 
;"501 PAUSE 400 
7505 LET U•M 
7~10 LET F•INT t.RNO'*U+0 > 
7~1~ PAPER 7• PRINT " 

f";F 
7~20 LET M .. M- F · PAPER £ • PRINl A 
T 9,13;M;" " 
7~j0 PAU'.£ ::sec • PAPE'-' 7 • Pf-'l'NT A 
T 17,0;,, ,,,,,, , RETURN 
8000 BEEP .1 ,2 · F'RIHT tlT 17,0;" 
ornECTLJR PULLS C,UT CJF tUJB .... .. 
sate PRrNT " 8(JARO HflS TO PAY 

HIM OFF 
8020 LET F• IHT t.RNOj:10 000+10 0> 
9030 PAPER 7, PRINT " 

,f" ; F 
8Cl40 LE:.T L•L+F F'APl:..R 6 rRlNT A 
T 7,21;L 
8C,50 PAU'3[ 3C,(.'I · PAPER ? • rRlHT n 
T 17,0,,,,,,,, RhTlJRN 
9000 BOROER O PAPER O · Itll< ;" l 
L'3 F'RWT t!T 10, 1.1;" CJhn d b·, fo 
r lfllPOrt.ant. ,r,essa .9e- "• f>fiL'SE 4C,t:1 
900:::i BURl•ER O • F'f"lf"ER O - rN~ ;• · l 
L~ PRINT AT 9, ~;" WHflT fl M:1Hrtc. 
ER YOU ARf::-HALF" WOY THRUIJC.H THE 
'Jf:BSO N flHl• HAVE NUT W0N O (.flME ! 

'?.uRRY THAT' S YCJIJR LUT ! YU 
U'RE C,IJT MAH:." r(,1f~ X"'O Tt.1 ":it, 8 
i:.E:P . 1, 13· Nt:::XT x 
i&lO nu,. 6 PRINT RT 1;>, li" S1 
9i,~C'I · STEPHEN R(J~l:R1':;>UN 
!:')0~0 INPUT "Another 9o? ( Y or n 

)",t.$ 
'1030 i.F-" U-""'" THE::N C..:.i T(J <::, 
':1!346 '.:.T(Jf'> 
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SINCLAIR PROGRAMS Jum: 1984 

ANOLf 
U NDERSTANDING ANGLES 

is an educational program for 
children of junior school age. 

The program is split into four categor­
ies and they include drawing angles, 
guessing the size of an angle and guess-
ing compass points. If incorrect or inac­
curate answers are given, the computer 
will tell you what the compass point is 
or draw a diagram if you give an incor­
rect answer in the angles section. 

Rollin g Stones was written for the 
16K ZX-81 by Ian Thom of Allestree, 
Derby. 

2 REM "ANGLES" 
5 RAND 

10 CLS 
15 PRI NT "T HIS IS A PROGRAM TO 

HELP YOU" 
20 PRINT "UNDERSTAND ANGLES" 

E ~~Ep~~~~ AT, 16,5;"PLEA5E CHOOS 
40 PRINT ;, GAME 1 IS DRAW ING AN 

GLES " 
50 PRINT "GAME 2 IS GUESSING A 

NGLES" 
60 PRINT "GAME 3 IS COMPASS PO 

INTS" 
70 PRINT "GAME 4 IS HARDER COM 

PASS POINTS" 
75 PRINT " 5 WILL STOP THE 

PROGRAM" 
60 IF INKEY$="1" THEN GOTO 200 
90 IF INKEY$="2" THEN GOTO 400 

100 IF INKEY$="3" THEN GOTO 700 
1Hl IF INKEY$ ="4 " THEN GOTO 120 

0 

0 
115 IF INKEYS="5" THEN GOTO 400 

120 GOTO 60 
200 REM Gi'lt1E 1 
205 LET SC:0 
:;,10 CL5 

~5g i ~I~b>~TT~E~
1

6~gB~E2l~0 
:;,35 PRINT AT 5 ,17 ;" THERE ARE 36 

0";TAB 17 ;"0 EGREES IN A";TAB 17; 
"COMPLETE CIRCLE"; TAB 17 ; "INPU T 
AN ANGLE"; TAB 17;"ANO I WILL ORA 
W" ; Ti'lB 17; " IT FOR YOU" 

240 FOR M=16 TO 20 
245 PRINT AT M, 1; :: 

246 NEXT M 
250 INPUT A$ 
251 GOSUB 3 100 
252 IF NO=l THEN GOTO 250 
253 LET AD=VAL A$ 
255 FOR M=5 TO 10 
25~ PRINT AT M,17i" 

55 



56 

257 NEXT N 
260 PR!,NT AT 1B ,3;AD;" DEGREES 

270 
280 

T AT 
E 

GOSUB 2000 
IF AD>0 AND AD <90 THEN PRIN 
!9,1;"T HI 5 15 AN A\:UTE ANGL 

/-? ~IgF I~DA9~I~~fNA~~c~T AT 19 ... 1 
300 IF AD>90 AND AD<160 THEN PR 

INT AT 19, 1; "THIS IS AN OBTUSE A 
NGLE " 

310 IF AD=1B0 THEN PRI NT AT 19, 
1; " THIS IS A STRAIGHT LINE 

320 IF AD>180 AND AD<360 THEN P 
RINT AT 19,l;"THIS IS A REFLEX A 
NGLE " 

330 PRINT AT 20, 2; "DO YOU WANT 
ANOTHER GO " Y /N" 

335 LET SC=SC+1 
340 IF INKEY $= "Y" THEN GOTO 230 
350 IF INKEY S="N" THEN G•JTO 10 
360 GOTO 3 4 0 
400 REM GAME 2 
405 CLS 
410 PRINT AT 2, 21; "GAME 2" 
420 PR !NT AT 5, 17; "I AM GO ING T 

? :: ~i~s I 
1 ~~~~R~~u!7~ T~~G'if i.f ~6 ,:;Q~ 

SS HOW"; TAB 17 ; "MANY DEGREES IT" 
;T AB 17; "IS." 

430 LET AD=INT (RND*360) 
440 GOSIJB 2000 
442 FOR M=5 TO 10 
44?, PRINT AT M, 17; " 

447 NEXT M 
450 PRINT AT 5 , 19; " Y OUR ,;U ESS 

5" 
450 INPUT AS 
462 GOSUB 3100 
464 IF NO=l T HEN GOTO 400 
466 LET AG:VAL A$ 

16~ rnfNlc~lsI • rn.~~~i>i DEGREES" 
490 PRINT AT 10, 19; "TH E CORRECT 

";TAB 19;"ANSWER IS";TA6 23;RD 
500 IF AC<=10 THEN PRINT AT 15, 

12; "lJELL DONE -VERY CLOSE" 
510 IF AC>10 AND AC <=20 THEN PR 

INT AT 15 17;"NOT A BAD GUESS" 
520 IF AC <=20 THEN GOTO 530 
530 PRINT AT 17, 0; "YOUR ,;uESS I 

5 NOT CLOSE ENOUGH" 
5 40 PRINT "WAT CH THE DIAGR AM AN 

O SEE WHERE " 
550 PRINT "Y OU WENT l,IRONG" 
560 FOR I=0 TO 16 
570 PLOT I , 26 
580 NEXT I 
590 FOR I=11 TO 41 
600 PLOT 15 , I 
610 NEXT I 

e~g?A-'?~N16~I0\? Jt"§~~~~I3~0~j ~i 
16 '7; "270" 
630 PRINT AT 20,2;"00 YOU WANT 

RN OTHER ('.;O '? YIN" 
640 IF INKEYS=" Y" THEN GOTO 4 05 
650 IF INKEY$="N" THE N GOTO 10 
1560 GOTO 640 
700 REM GAME 3-COMPASS POINTS 
705 RAND 
710 CLS 
720 PR I NT AT 2,21 ;" GAME 3" 
730 PRINT AT 4, 17 ; "HERE ARE THE 

" ; TAB 17 ;"MA IN PO INTS OF";TAB 17 
; "T HE CONPA~,S . " ; TAB 17; "I WILL P 
OINT TO" 

735 PRINT AT 9, 17; "A DIRECTION 

~~r~l~B,~~~+:: tT~~N17 y0~ El8~~IA~T 
IS" 

,M0e~~g~IE~TAf·i r[i.~I B,0;"W" 
7 4 3 LE T J=0 
746 t:3051J6 750 
749 GOT O 7 10 
750 DIM D$(15,8) 
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~"-"===_ .. :.\=·····:!..__ __ ___J 
·r.,___·· •··· 760 LET 0$(1) 

770 LET 0$ (2) 
'780 LET 0$ (3i 
790 LET 0$(4) 
800 LET 0$ (5) 

l 
810 LET 0$ (6) 
820 LET 0$ C7) 
830 LET 0$ (8) 
g~g tH g:m 
860 LET 0$(11 
870 LET 0$ ( 12 
880 LET 0$(13 
890 LET 0$ C 14 
900 LET 0$ ( 15 
910 LET 0$(15 
920 LET N= INT 
925 IF N+.J>16 
930 LET R=VRL 

350 

"E 000,0" 
"ENE022.5" 
"NE 045.0" 
"NNE057 ,5" 
"N 090.0" 
"NNlJ112,5" 
"NW 135,0" 
"WN~1157, 5" 
" W 180 .0" 
="WSlJ202. 5" 
="SW 225,0" 
="5SW247,5" 
="5 270,0'' 
="5SE292,5" 
="SE 315.0"' 
="ESE:337.5" 
CRND<16+1) 

THEN LET .J=.J - 16 
C$(N,4 TO )*2*PI/ 

940 FOR R=l TO 14 
950 PLOT R,cos R+l5,R>SIN R+25 
950 NEXT R 
955 orn RS C3i 
970 INPUT R$ 
972 IF R$C1l ="H" THEN PRIMT RT 

18, 5; "THE CORRECT SERR ING IS 
";D$(N +.J , l T(l :3) 

IF R$Cli ="H" THEN GOTO 1020 

SINCLAIR PROGRAMS Ju~ 1984 

980 IF R$=0$CN+.J,1 TO 3) THEN G 
OTO 1010 

990 PRINT RT 18 , 12; "NO- THAT 0 5 N 
OT RIGHT TRY RGRIN OR PRESS ""H" 
.. FOR HELP" 

tg~~ ~2t~Tg~~ 18 ,7;"W ELL DONE-TH 
E BEARING IS " 
; R$;" 
1020 PRINT RT 20,2;"00 YOU WANT 
RNOTHER GO? YIN" 
1030 IF INKEY$=" Y" THEN RETURN 
1040 IF INKEY$="N" THEN GOTO 10 
1050 GOTO 1030 
1200 REM GRHE 4-HARDER BEARINGS 
1205 RAND 
1210 CLS 
1220 PRINT AT 2,21; "GRME a." 
1230 PRINT RT 4 , 17; .. I lJANT YOU T 

~~k~~~N~7
i;~ffR~H~~;!~5;;i~~5

1fi 
DHi~g rn ::WH~~?·~o~+r~t \:AREF 
1240 LET I=INT (RND<4+1 ) 
1250 IF I=l THEN LET .J =0 
1260 IF I=2 THEN LET .J=4 
1270 IF 1=3 THEN LET .J=8 
1280 IF 1=4 THEN LET .J=12 
;290 IF 1=1 THEN PRINT AT 0, S; "N 

1300 IF 1=2 THEN PRINT RT 8,15;" 
N" 
1310 IF 1=3 THEN PRINT RT 16, S;" 
N" 
~320 IF 1=4 THEN PRINT AT 8, 0; "N 

1330 
1340 
2000 
2010 
2020 
2030 
2040 
2050 
2050 
2070 
2100 
2110 
5 

GOSUB 750 
GOTO 1210 
LET R=AD<2<PI 1350 
FOR 6=16 TO 31 
PLOT 8,25 
NEXT B 
FOR R=l TO 15 
PLOT A>COS A+15,R•5IN R+25 
NEXT A 
RETURN 
FOR R=l TO 15 
UN PLOT R *C(JS A+l6 1 R*SIN A+2 

2120 NEXT R 
2130 RETURN 
3000 CLS 
3005 PRINT RT 5,5; ....... I,.... I 
301,;-:;:Rrr::;'" TAB 5 ; "I I Po I I I 
30t0 Pt~NT TAB 5; ...... I •,1 I 'I I ,.... ..., .. 
3030 PRINT TRB 5; "I I I ....... I., 

~0h-pffl; RT 15,5; "COMPILED BY 
- I , THON" ; TAB 14;" ";TAB 14; "19 
63" 
3050 
3050 
3070 
3100 

FOR I=l TO 100 
NEXT I 
GOTO 2 
PAINT RT 18 ,0;" 

3105 FOR N=l TO 3 
3110 IF CODE R$(N) <>0 AND CODER 
$ (N) <28 OR CODE A$(N) >37 THEN GO 
TO 3140 
3120 NEXT N 
3125 LET N0:0 
3130 RETURN 
3140 PRINT RT 18,4;"PLEA5E TYPE 
NUMBERS ONLY BETWEEN 1 
RND 999" 
3145 LET N0:1 
3150 RETIJRN 
4000 CL5 
~~~~ ~~J[J/; .. f!! 15,5; "TO RESTART P 
~010 PRINT RT 10,ll;"END OF GAME 

4020 STOP 
5000 SAVE "ANGLE@" 
5010 GOT(l 3000 

" 



At last ... A joystick that works! 
Cambridge Computing bring you the first programmable joystick-
at a price you can afford. £

34
~ 

Interface 
• Easyloprogram 

• lk on boar d metnOl'y 

J()VSTKK.INTfRfACE 
ANOTAPECOl'fl. ETt 

• 8 0 11ecttonal m1crosw1tehedac1100 

Tape 
• Easy to use pmgram enable!' ,he 1n:ertaco 

loworkon ALL software 
• Kfff)sa reco,dofa llyourgan.es - soyou 

only need toteH 11 about eacn game once• 

• 21ndepencle n1 lire buttons NOW MICRODRIVE COMPATABLE 
r, kfltMnd...,.;· forSpectr,.,m SN-, 
I Jo'f1tdi ,ln ce1f-&Tffl1t1(JC_90§ I tft(lol,t(NqU•/pomtordt< lo, C. I 

" CAMBRIDGE COMPUTING I lniNlaeeandT-nC2J.90 - !Ndt1MY.tlleto I 
~ I "''""'~''""" · """'""c.m,., . ..,,,~,,. I 

1 OittonWa lk',CambridgeCB58 0ZT etephone0223·21 4451 I N........................................................... Addf~s............. , ---------------L ···· .. ·-·····-·· .. ···········--········· -- ......... ··-··· .... ____ .J 
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-~Z~tras-------
BACKPAcKs 

~ 
S.l~Ol'thr$ ,rl()~~CO'l'll)lece~ 
OOffi?JIElf A~l'la.-&$AvEILOA0andON/OfF~ 
anoa hov$11'19tortne1rans'°'"* Compa1,t;llev,,•1h 
""1erl.lOlone. lcte .. lorusew,tn c,111sedlleyboa,ds 
Ael 8P1 FulywanableSOl.n:tamp-3• 13ampsockels 
SVMchanoneontfldlcd;1ol- cablvand~ 1:2750 
Rei 8P2 -asBP10U1no lOdo:ets.cableandplugS Has 
1oom10fix,.ourown Oufal)lug socke(s c,950 
Fief BP3 asBP 1 butno:SO.ll'ld t:21 50 
Rei 8Pol -HBPI butnotoul'l:lorSOCIIMS C\3,05 
Rei BPS ZX81 Yel'SIOflnc SQdcers.mains~ 
neon cable !Wldplug C2085 
R4,t BPe as8P5butnocableor~s Cl 285 

MICROSTATION 
17 squa1e ua~ IOI' abo',,e l't<P.i compu tet and 1ape 
Rei MSC750 

WOBBLE STOPPER 
%,P.i,~ hll>f·l'>!Oclr'~ 
F1<11 RefS W t525 Toll:ed Rel STWC6 25 
E>CUa!OnglolP<'*"-Ra! l'wt LWt:!>75 fllM>d Ae4LTWCf.i7~ ·----------- ----------· 
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CONQUEST A tactical game which even veteran 
players will find both challenging and rewarding. 

Medtterranean Europe ~ divided into grid squares. Your 
aim. as Emperor. ~ to gain I 00 squares of territory as quKkly as 
pos~ble- at the same time dealing with Barbarian counter­
attacks. plagues. civil war and rival Emperors. 

5 levels of skill. plus a contirM.KXJS 'Conquest' game where 
all the difficulty levels are thrown in together. 

JD BAT ATTACK An all action. 3 dimensional 
maze game where you gather up blocks of gold, at the same 
time pitting your wits against vicious vampire bats whose 
only purpose in hfe is to locate. hunt and kill you. 

4 levels of skill. At each level the game gets faster and 
more complicated. and the vampires more dangerous. 




